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WANTED
A4000°s & AS000°s
Call for best deal

Diriri

EDIA SPECGIALISTS

DPEN |
MON-FRI 9AM - 5Pi
SAT 10AM - PM

AMIGA HARD BHIIIES

EPSON STYLUS COLOR

Fust 50312 Deluas

360Mb FAST SCSI-2
540Mb FAST SCSI-2
730Mb FAST SCSI-2
1.4Gb FAST SCSI-2
2.1Gb FAST SCSI-2

o 4
IDERURVE,
260Mb IDE
428Mb IDE
545Mb IDE

o ]
1UE Drys
40Mb 2.5" IDE
120Mb 2.5" IDE
120Mb Swap for 40Mb
200Mb Swap for 40Mb

Syquesi SBMb with Cart

Syquest 105Mb with Cart
Syquest 270Mb with Cart
44Mb Syquest Cartridge

88Mb Syquest Cartridge

105Mb Syquest Cartridge
270Mb Syquest Cartridge
250Mb Tape Cartridge

s fur AUYY

5 for 414200

$399
$499
$599
$1499
$1999

$299
$399
$469

$199
$399
$299
$399

$649
$699
$629
$149
$149
$125
$129
$59

SCALA MPEG CARD nmmn

Your SCALA presentations can now include full
Digital MPEG Video. CDI and VIDEO-CD also supporied

Now you can include Digital Video in your SCALA presentations. The MD100
MPEG-1 card allows playback of 24bit, 25 fps video with 16bit stereo sound.
Video quality up to S-VHS is supported. You can playback video from any

# EX:HPLG fecoder Dontroller
Plag 4+ MPEG e TI]I:iHFEﬁS" 8
File L3 =

andlo, PaLL.

; b» MPEG Movie files and
Palise A1 e Lo v

Shom | nait? {113

Amiga partition or from an
MPEG CD-ROM drive. Now
you can play-back all the

reference fitles on  you
\Canoel AZ2000, A3000 and A4000. If
you put the MD100 card in

an A3000 or A4000, You can genlock on top of the MPEG video playback. The
MD100 also features RGB, Composite and Y/C outs.

| Bate; 25 fys (PAL]
- s MatOnsERTOD MRS - 415w
T Frameimuroal

With the MD100 comes the
MPEG Encoder. This allows
you to convert anims or
grabbed IFF's into MPEG
video streams for real-fime
playback in 24bit colour.

3

NEW - NEW - NEW - NEW - NEW
High Density Floppy Drives for all
Amigas. All you need is WB 2.0.

1.76M Amiga disks, or 1.44M PC disks.

Internl for A4000 (Slimline version) $249

External for All Amigas

$299

A3000 ZIP RAM

We have limeted stocks of A3000 Static column Ram - $Call

This is the software
to get your EPSON
Stylus Color to work
WELL with your

Amiga. s”

The BEST Amiga colour
printer by far! The print
quality is fantastic. No other
colour printer comes close,
for the same price!

$1100
HIGH SPEED MODEMS

Maestro 28.8k $499 Maestro 14.4k $399

FAX and DATA modems.
Includes GPFax Software.
LIGHTWAVE 3D - PAL 7755 veniered craphics. |

& Lightwave 3D is an all-in-one photorealistic animation
system. LightWave has been seen on TV shows like
SeaQuest DSV, Babylon 5, Robocop, Star Trek: The Next
Generation. Create objects with LightWave modeler. Lathe,
extrude or Boolean drill. Use PostScript fonts to create 3D
text objects. Add lighting effects and camera moves. No other

) 3D package offers this much power and flexibility combined
with such an intuitive interface. LightWave comes with a free "LIGHTWAVE 3D
ESSENTIALS" video tape to help you get animating fast. Lightwave 3D is the |
choice of professional 3D artists. There are other videos available that cover all

LightWave LAYOUT Screen LightWave MODELER Screen

SﬂF‘l’WARE SPEGMII.S
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NEW NEC QUAD SPIN CD-ROM DRIVES 600k/sec - PRICE CRASH - SCALL

" CD-ROM DRIVES - NEW YEAR SPECIAL
NEC e SONY i SONY give |
| (DR-25 33,39 (DU-555¢ = ss”fﬁ CDU-55Si —3‘,29
{ Externcl Portable - Single Spin  External - Double Spin Infernal - Double Spin
| Single Session - No Cuddy! Mulii Session - No Caddy! Muli Session - No Caddy!
| FREE Driver Software MPEG & (DI Compliant MPEG & (DI Compliant

NEW AMIGII CD-ROM TITLES Z‘IPPG CD-ROM FOR A1200

Amiga Grafik €D 1&2 Thousands of IFF image files $49 ea
LIGHT ROM 600 Meg of LighWave Objects, Scene Files, Textures ~ $89 1 Affordable CD-ROM Drive
Aminet Vol 4 Latest from the Aminet archive $49 for your A1200

AMIGA DTV Amiga Desk Top Video CD, Textures, 200 Colour Fonts $49

PCMCIA Interface, AKIKO chip

Hottest 4 Pro Collection of music, games, Mega demos efc. $69 emulation, Photo CD compatable.
ULTIMEDIA 1 & 2 images, Textures, Sounds, Anims. $59 sur Comes with Photo CD and audio
Imagine CD Objects, attributes, textures, tips for Imagine $120 disk players. With FREE Aminet CD.
Raytracing 1 &2 Objects, fonts, Imagine, LightWave, Real 3D etc.  $69 en SS”

Syndesis 3D ROM Vol 2 3D Objects for LightWave, Imagine etc. $159

SPECIAL - Cobra 40Miz 030 » aMsg RAM 699

ITUﬂBﬂ CHARGE YOUR A1200 'ITUHBO GHIIHGE YOUR A4000

q The G-Force offers 40MHz 68040
| performace at an unbeatable price.

r i i he Warp Engine is the only A4000
DIG3 Cubru = 300k 793 il S ity E
| 40MHz 68030 {sCSl-2, 128 Meg RAM capacity and @
| Up to 64 Meg of RAM {40MHz 68040 performance. The ®

s:l“ tandard 72 pin SIMM®

e fo 2 m arp uses s pin S
Co rG':rﬂ:m i ol any combimation. Also for E
s =0 §2a99
Real-Time Clock - EI

3
8= _JJJJ.L(.L. )3 _).)JJ.IJJ_. 05501 B " Space for 32 Meg fast 60ns RAM h
50Mhz 68030 - on-board with an optional 128 Meg =
&= | RAM card. Also suits A3000(T)
50Mhz 68832 ; 3; SCSI-2 module here soon. g
: Up to 64 Meg of RAM SI"’ Y
| Connector for SCS51-2 module )
Real-Time Clock =Y
x-Demo  Commodore  25MHz
8040 board for your A4000/030. E
SPECUL - Mongooss SOMHa 030 50N "353 4Mes RAVI 3995 Rl e 8
— N ___Q;ANM'—;I-—@;
40 Miz 68030 Real Time ock i “,a = =
Up io 64 Meg of RAM 2 SIMM Sockets wiTH™~ EEE==—————= ool
Space for 68882 FPU IIIDE O FRAME GRABBERS

Optional SCSI-1 Kit
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VIDI 12 VIDI 12 RT

S Al WU el
50 MHz 68030 Real Time Clock i “,G gr\*s l““;l*;a % 3399
Up to 64 Meg of RAM 2 SIMM Sockets W
Space for 68882 FPU Ve VIDI 24 RT

Optional SCSI-1 Kit
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g We Accept BankCard, Visa, MasterCard, AMEX. & AGC Credit. MOBILE: (018) 25 7471
i OPEN Mon-Fri SAM-5PM SAT 10AM-4PM FAX: (02) 540 4554
g | Suite 17, 20-24 Gibbs Street
_" ' Online Ordering - Call Labyrinth BBS {02) 580 5881 Miranda NSW Australia 2228




Put your Amiga in iis Place!

with Professional DeskTop Video produds from Sigmacom.

The Personal Animation
Recorder is shaping up to be one of
the most powerfull and popular Digital
Video cards for the Amiga.

Its quality has passed the
broadcast test at many of Australia’s
commercial television networks. By
now I'm sure you have seen the PAR
output on television, but not know
you've been watching it!

Many of our clients are using
the PAR with 3D rendering packages
such as Lightwave to produce TV
commercials, Music videos and
much, much more.

|
|
|
|
| Here at last.... an affordable,
| broadcast quality non-linear editing
| system has finally arrived in the form
of V-Lab Motion!
‘ Its a fully functional non-linear
| editor and real time 24-bit animation
| recorder with audio support via the
|
|
|
|
|
|
|

Toccata 16 bit stereo sampler card.

Full time line edit control with
A/B roll type interfades and wipes.
Also keying and "Blue Box" effects.

V-Lab Motion was "product of
the year" in AMIGA PLUS (Germany)
as well as a "Perfect 10" an AMIGA
COPUTING First.

‘ Here are some of the reasons the
‘ PAR has become so popular :-

- Broadcast resolution output

- Real time 25fps Playback of video

- Full 24Bit Colour

- Component output (Betacam® MIFF)

- Y/C output ( S-VHS®HIi8® )

- Composite Video output

- Interface with any Amiga graphics s/w

With the Capture board you add even
more versatility :-

- Real time 25fps Capture of live video
- Component input (Betacam® MIf¥)

- Y/C input ( S-VHS®HI8" )

- Composite Video input

Here are some of the features of the
V-Lab motion system :-

|

|

|

I Outstanding quality non-linear editor
- 16 bit audio with the Toccata

! - Complete ARexx support

| - Comprehensive digital effects

g Digital character generator

- Chroma keying for "Blue Box" FX

‘ - Composite & Y/C inputs

- Composite & Y/C outputs

‘ - Freely adjustable data rates

- Optional Component in/outputs

= Powerful Movie Shop Software

| - Time Line & Hierarchical editing

- Use as animation recorder

- § 2788 for V-Lab Motion

- $ 869 for Toccata

"The V-Lab Motion system will

blow your socks off!"
- Michael Ricks, Producer/Director
-- SUNSTONE PICTURES, Phoenix, Arizona

SUNRIZE OFFERS DIGITAL AUDIO |
TO PAR USERS '

|
|

With the range of Digital Audio |
cards from Sunrize you can add 8 Tracks [
of non-linear audio to your PAR Digital
video. Lock it all together with SMPTE |
timecode for perfect, frame accurate, |
video and audio syncronisation. ‘

There are two versions of the
cards available. The AD1012, a 12bit, 4 |
track record and playback card. Also the |
AD516, a 16bit stereo version with ‘
sample rates up to 48KHz. The AD516
also has 8 Track record and playback |
capability. |

Both cards work with the
powerfull Studio16 V3.01 software. Drag
and drop, timeline editing, real time fades
and cross fades. True broadcast audio
excellence for your Amiga.

SnRize.

INDUSTRIES

This latest upgrade to SCALA
adds multi-platform support with the
addition of the File format EX’s, New text
wipes, better anti-aliasing of text, X/Y font
scaling and more. New EX's for the
Neptune genlock are also included in this
new upgade.

" _f"ﬂt';
el

QUZUACUL

_},-.-.-’..r_ Al CQ), -.].‘._'-_1'4
) QL4 40
FAX: (02) 540 4554

MOBILE: (018) 25 7471 |
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Amiga digital video
Macrosystems’ VLab and Toccata
bring full digital video editing to
your Amiga!

tlevseeocee :

Workbench 3.

Is the latest version of AmigaDOS
for you?

PC-Task

Make your Amiga
Windows-capable for $129 (you
have to give them the money,
they don't pay you).

©292900000

Articles

28

82

63

Deluxe Paint 5

A sneak preview of the latest
version.

Personal Paint 6.0
...and the Cloanto competitor!

CEI Conference Il
Alex Amor speaks - again!

Dealer List Update

Corrections and extensions to
the January listing.

Service Centre List
Update

More corrections and
extensions.

AMIGA Review

February, 95
Yol 12, No 2

Regulars

Editorial
Notepad
Media Watch
Help Line
Letters
Online

C64

Reader Classifieds
Hot PD

Demo Scene
AMOS

Blitz Basic

Power AmigaDOS
Entertainment
Market Place

Art Gallery

Ad Index




Bring on the
fat lady

P A six week drought of information
on the future of the Amiga has seen
the rumour mill cranked up to
maximum revs. Conflicting stories
from opposite sides of the Pacific are
keeping pundits on both sides
guessing as to who has(?) actually
landed the technology. However, the
good money seems most likely to be
on Amiga International - the U.K. bid
led by ex-management. Some sources
are saying celebrations have already
taken place behind the closed door of
David Pleasances’ office. Others say
CEI people, the American counterpart
to the U.K. bid, are still convinced
they’re in the running.

To muddy the waters even more
there’s also several players who are
now promising clones of the Amiga.
MacroSystems have the best design so
far and say delivery could be a mere
matter of months. Their system will be
RISC based and won’t include any of
the custom graphics chips that make
an Amiga what it is. Instead, the high
speed processor will emulate the
missing silicon in software.This means
a lot of Amiga software won'’t run -
but the applications that really matter
will. MacroSystem’s VLAB digital
video editing solution is one of the
prime candidates to work on the new
Amiga clone at speeds that will
out-pace  anything offered by
alternative hardware. We wait with
baited benchmark test disks in hand to
see that one - we’ll keep you posted as
more information comes to hand.

Inside this months Amiga Review,
we’ve added a new column called

Demo Scene, which will keep an eye
on the latest in hacker demos. There’s
also an wupdated list of Amiga
Specialists and Service Centres. (Last
months listing suffered a case of
pre-holiday-itus getting in the way of
accuracy. We apologise profusely to
those who were missed out.) We're
taking more and more calls from
Amigans looking for support, so you
can look forward to both lists
appearing on quarterly basis from here
on.

Despite the lack of new Amigas on
the market, new software keeps rolling
out. This month we’ve checked out
Deluxe Paint V, Personal Paint 6.1, PC
Task 3.0 - and Daniel Rutter has a
close up look at Workbench 3.1.
Pagestream 3.0d turned up in time for
us to find it’s on the improve - but still
a tad on the slow side - more on that
one as soon as they hit version 3.1.

Over in Europe, dealers are
reported to be eagerly awaiting the
return of the Amiga - with 85% saying
they want it back in one recent survey.
Industry commentators say it seems
people didn’t go out and buy other
computer systems over Christmas
instead of the Amiga. Rather, they
opted for different types of purchases.
So, the news is still favourable.

It’s looking like we may really have
a new company behind our machine in
time for our next issue. Keep watching
the sky!

- Andrew Farrell

o |

o Storm Front Studios
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Professiont
accounting méd

If you're serious about you
vou need a serious acounti

® General ledger

@ Debtors ledger

e Creditors ledger

| elnventory

,;ulljob costlng

F

SR :o Prmt ln\mces and statements

‘to sturt your own business!

Available now at your Iocal friendly Armga dealer.
Ask to see a demonstration.
Requires WB2.x or better and 2Mb of RAM

Easy Léclgersz is a product of Small-Biz software. §
PO Box 24, Golden Beach QLD 4551, Australia. &
Phone: +61 (0) 74 919190 Fax:+61 {0) 74 926860 {58




ExpANSION
SoLuTIONS

Sound Samplers:
* GVP DSS 8+

= HiSoft Aura

» Sunrise AD 1012

» Sunrise AD 516

24 Bit Display:
* GVP EGS Spectrum

$ 139.00
$ 229.00
$ 549.00
$2249.00

$ 849.00

Scanners:

* G/I Hand Scanner
* Epson GT-6500

* Epson GT-8000

Genlocks:

» E/D Pal / Comp

* E/D Pal / Comp / YC
= E/D Neptun

$ 329.00
$1439.00
$1949.00

$ 575.00
$ 775.00
$1279.00

Video Capture:
* Rombo Vidi 12 Special $ 179.00
=« Rombo Vidi 12RT $ 349.00
* Rombo Vidi 24RT $ 499.00
= Personal Anim Recorder From $3995.00

(P.A.R. on display in store)

Ram Chips:

* 1 MB-72 Pin SIMM Special$ 50.00
« 2 MB-72 Pin SIMM $ 199.00
e 4 MB-72 Pin SIMM $ 285.00
* 8 MB-72 Pin SIMM $ 529.00
¢ A3000 4MB Pagemode $ 295.00

To suit GVP A500+, HCS:
e 1 MB x 2 100ns (2MB total)$ 100.00
¢ *1MB x 3 70ns (2MB total) $ 150.00

CD ROM Drives:
* NEC CDR-25 Ext. SCSI $ 299.00
 Sony CDU55S Int. 2.5x spin $ 475.00
* Zappo CD ROM (Suit A1200) $§ 599.00

Miscellaneous:

« Int HD Floppy (A4000)  $ 249.00
= Ext HD Floppy (all Amigas)$ 275.00
* DNA Fast MIDI $ 84.95
s Multiface 111 $ 199.00
* SX-1 (Suit CD®) $ 399.00
= Alfa data A500 RAM exp. $ 229.00

- Up to 8MB RAM, IDE controller, 0MB

Dedicated to the Aniiga & its Custonicrs!

PRODUCTIVITY SOF TWARE

Adorage AGA

Anim Workshop
Anim Workshop V2 Special $119.00
Art Department Pro 2.5 $259.00
Bars & Pipes Professional 2 Special $259.00
Brilliance V2 $ 99.00
Calagari 24 $349.00
Clarissa V1.1 $195.00
Cygnus Ed Pro V3.5 $109.00
Deluxe Music V2 $139.00
DICE 3.0 $199.00
Disk Expander $ 66.95
Distant Suns V3 $ 84.95
Final Copy I $139.00
Final Writer 11 Release 3 $179.00
Helm 1.66 $149.00
HiSoft Basic 2.0 $149.00
HiSoft DevPac 3 $139.00
HiSoft Pascal $199.00
ImageFX V2.0 New $CALL

$195.00
Special $ 49.00

Imagemaster R/T 1.0
Imagine 3 PAL

Light Wave 3D

Magic Lantern II
Money Matters V3

08 3.1 Kits

PC-Task 3
PageStream 3
Panorama V3

Pegger V2 JPEG Utility
Pen Pal 1.5

Personal Paint 6.1
Power Copy V3.03a
SAS C V6 Dev System
Scala MM400

TV Paint (Multi Card)
Typesmith V2.5

Vista Pro 3
Wordworth V2
Wordworth V3.1

Special $149.00
Special $299.00
$899.00
$139.00

$ 99.00
$CALL

New Version $119.00
$399.00

$ 89.95
$125.00

$ 95.00

$ 99.00
Special § 39.95
$349.00
$449.00
$339.00
$199.00

$ 89.95

$ 59.00
$139.00

This list is not exhaustive. Please phone for any titles not listed.

Neptun Genlock

Now capable of
direct interface
and control from
ScalaMM400.

$1299-

Epson Stylus Colour Printer
=720 x 720 DPL
" sAuto  sheet feeder
" allows 70 sheets to be
preloaded.
*Print  capacity  of
1.2million characters
(colour) or 670 sheets
(colour at 5% duty A4 at 360 DPI based on
q lied driver) $1179_

ows envelope printing

Studm 2 Printer Driver
g%m Epson Stylus printer at
C P]g Jas P\i\efl:t:,lll as HP deskjets,
anon aser efc. $99 ) _U

DKB Mongoose

* A1200 Accelerator

* 50 MHz 68030 with MMU
* I[ncludes 68882 @ 50 MHz
s With 4MB 32bit RAM

Only $995-

*Other configurations please call

THE ULTIMATE DISK
DUPLICATION UTILITY FOR
THE AMIGA!

Now Only $39.95

New Features

* Optimize and Lock Palette

= New format support incl. GIF, TIFF, FLC, BMP
* Increased font Antialiasing

e Faster Outline font loading (as fast as bitmapped)
= Automatic Kerning on outline fonts

= Save page of text as ASCIT

= Curved Fly-on wipes

» Wipe Hotkeys

e Colour Shuffler

» Digitiser and Genlock support

» New Backgrounds

= Support for Right to Left languages
On Display now!

G @nupuitets Sopplics

ity JLitdl

$449-

Ample Free On-Site Parking

506 - 908
Cfoydon

Melway Ref: Page 51




24 bit display card
Only $849-

Game of the Month

TRNN Cannon
i?;%lw&” Fodder 2
"Still having so

much fun at

War"

Hard Disk Mechanisms

Quantum Drives:

= 270MB SCSI $ 349-
« Lightning 540MB SCSI  $ 529-
* Lightning 730MB SCST  § 599-
* Empire 1.08GB SCSI $1099-

A4000 Seagate IDE Drives:

* 428MB 14ms 120K cache $ 379-

o « 545MB 14ms 120K cache $ 439-
* 545MB 12ms 256K cache $ 499-

A1200 2.5" Drives:
+ WD 200MB $ 449.
= For larger drive sizes please call.

(Suit Amigas up to A1200) $5750

New 24bit Painting
and image manipulation
software. Features:
*Realtime Ham§8 display.
= sRetargetable Output-
X OpalVision, Picasso,
O S8 Retina, Viab,
A\ + eEdit multiple images,
each in its own resizable window.
=24bit plasma background generaior.
=Amiga screen grabbing.
*Super fast JPEG loader and saver along
with GIF, Windows BMP, IFF 2-256
colours, Ham and Ham8, TFF 24bit, etc.
*"Spray On" effects.
*"Drag and Drop" interface.
And much more! (Note: AGA chipset
required. 24bit display card not required)

$129-

Accelerators & RAM Expansion

A500/600: = DKB Mongoose MMU030 50MHz w/ 68382 OMB § 749~
* A500 512k RAM Expansion w/ No Clock 49-
» A600 1MB RAM Expansion w/ Clock A2000:
= AB0O 16bit PCMCIA Credit Card RAM 2MB * GVP A4008 HardCard Up to 8MB 16bit RAM  § 299-
= AG0O 16bit PCMCIA Credit Card RAM 4MB

A4000:

* DKB 4091 SCSI-Il Expansion Card $ 679-

A1200:

= GVP A1230 |1/030/40MHz with 4AMB * GVP A4008 HardCard Up to 8MB 16bit RAM § 299-
= GVP A1230 11/030/50MHz with 4MB -« Fastlane SCSI Il Expansion Card § 949-
* GVP A1230 |1 40MHz Co-Pro - = Commodore 25MHz '040 Card (as traded) 5 699-
* GVP A1230 || 50MHz Co-Pro * GVP 40MHz '040 4 MB 32bit RAM $1949-
* GVP A1281 (Suit A1230 1) * GVP 40MHz '040 16 MB 32bit RAM $2995-
= DKB 1202 Clock & No Co-Pro OMB iy _

- DKB 1202 w/ 68382 @ 20MHz & Clock OMB  § 245- A500/A2000 Chip RAM Expansion:

= DKB 1202 w/ 68882 @ 20MHz & Clock + 4MB § 529- = DKB MegaChip board § 349-
= DKB Cobra EC030 40 MHz 0 MB $ 475-

*This Ad was produced entirely using Amigas

Deiseiyioae s 2/ (OS)8E=o

51360 Foxa (0387200 676l

Victomars

astal Address: P.O. Box 627, Crovdon, Victoria 3136

GVP Time
Base
Corrector

Only 1299-

LATEST CD ROMS
World of Clipart $29.95
GIFs Galore $29.95
17 Bit Phase 4 $49.95
Lock‘n’Load $55.00

CD3 2 Games

$69.95
$69.95
$39.95
$39.95
$57.50

Labyrinth of Time
Kid Chaos
Premiere

Chuck Rock 2
Litil Divil

Litil Divil

"
It’s Easy
We Accept
Cash, Cheque, Bankcard, Visa, Master-
card, Money Order or Direct Deposit.
Please call for current freight charges.

= & il
How: S

Phone, write, fax or come and see us
in our showroom. Please include
phone number when writng or faxing.
All letters will be answered.

*Please do not send cash through the mail

*All Prices Subject to Change Without Notice

62565




Nifty storage

boxes

P If you've got a computer,
you've got disks, and proba-
bly a lot of them. And if

you've got a CD-ROM
drive, you probably have
quite a few discs lying
around - if you're like me,
they're in the wrong jewel
cases or just sitting nude on
top of something, waiting to
get scratched.

CD3 make boxes for
floppies and CDs, each of
which has a capacity of 40
disks. The floppy box has a
spring mechanism that lets
you slide a red indicator but-
ton to the disk you want and
press it; the disk pops out for
you to grab.

There’s an index inside
the lid, and stickers and
spare index cards are includ-
ed. There’s also a pretty
cheesy plastic lock, which
will stop the disks falling out
but, as usual, has no real se-
curity value.

The CD3 CD box is
cylindrical instead of square,
and stores 40 bare CDs (no
jewel cases or booklets).

It has its index card on
the top, and a vaguely
phone-indexy sort of pull
and slide indicator lets you
choose the disc number you
want. Open the shell, Pac-
man style, and the selected
disc is lifted clear.

There’'s a carry handle
that locks the CD box
closed, and the selector can
also be used to lock the box
if you move it to the extreme
left. Selecting discs can be a
tad fiddly, but certainly no
more so than juggling fragile
jewel cases.

The CD box can also be
used for audio CD’s - it’s
good in the car. But a note to
creative drivers - Superglue
the end caps on.

Both boxes are avaialble
from the Australian distrib-
utors, Corvette Technologies.
You can get them in beige,
with the CD box available in
black as well, and they both
cost $59.95.

Contact Corveite on (02)
663 2245 for more informa-
tion.

Q

New
Microvitec
Monitor

P The popular Microvitec
1438 14 inch monitor has
now been joined by a 20 in-
ch model. The new model
still supports all Amiga
video modes and supports
full screen width DoublePAL

modes under 0S3.1.

It has digital controls and
position memory (the lack of
position memory is the
1438’s most irritating fea-
ture...), and it retails for
$2995. The 1438 is $799.

For more information
contact Amadeus on 1800
808 503 or Sigmacom on
(02) 524 9846.

Q

Big new
NEC displays

P NEC, whose pricey but
high class monitors are seen
on all the best expense-
account-equipped desks,
have released some new pre-
sentation displays.

The new 29 inch Multi-
sync 4PG monitor is the
biggest NEC’s ever built,
and features a super flat anti-
glare screen, two RGB in-
puts, two video inputs and
the ability to hook together
up to 50 monitors. There’s
also a remote control that
lets you adjust all the moni-
tor settings. You can feed the
4PG output from a 24 bit
graphics board or just about
any video format - PAL,
NTSC, HDTV, you name it.
All this for just under $7000.

If that’s just not expen-
sive enough for you, consid-
er NEC's 6PG PLUS and
9PG PLUS projection sys-
tems, which can also take in-
put form just about anything
- including Amiga 15kHz
modes! Both projectors can
throw a sharp, bright image
onto a 60 to 300 inch diago-
nal screen (that’s one and a
half to seven and a half me-
tres, kids).

The price? Well, the
6PG, which syncs from
15kHz to 65kHz, is a mere
$20,570. The 9PG, which
goes up to 93kHz, will set
you back $27,830.

Prospective buyers are
doubtless jamming NEC’s
switchboard on (02) 868
1811.
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Media

Editor

Update

P The latest version of In-
teractive Microsystems’ Me-
diaEditor video editing soft-
ware is out, with variable
screen resolution, point and
click A/B-Roll editing and
Sony VISCA control added.
There’s built in control for
the Video Toaster (of no use
to PAL customers) and the
Sunrize audio boards.

You can even run pro-
grams or ARexx scripts from

the edit list.

MediaEditor  supports
Panasonic, JVC, Sony and
Sanyo serial control decks
and, for the less well heeled,
most infrared controlled
decks too.

Contact Mediaphile on
(047) 842 305 for more in-
formation. Price (3US150).

Australia
CD Productions

P The abovementioned or-
ganisation is for people in-
terested in contributing to
Australian made Amiga CD-
ROMs, containing programs
from Australia and New
Zealand.

They invite anyone who’s
written a shareware or public
domain program that they’d

like included to contact
them, and are also interested
in commercial applications,
finished or at the demo
stage.

Send software to Gary
Blaine, 5 Walters Ave, Glad-
stone 4680; call (079) 721
349 for more information.

Qa

Lt ot
(per Mb)...§50+

; veﬁer cabla...$4ﬂ
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& Services
@MPUBRTS

101/2 BURDETT ST
HORNSBY NSW 2077
TEL: (02) 482 2582
FAX: (02) 477 2755

SPECIALS
2MB CHIP RAM KIT FOR A500/2000 §229
WB 3.1 COMPLETE KIT FROM $169
127MB 25" IDE 5229
SUPER DENISE 8373 CHIP $19
WB 2.05 DISKS FULL SET 5
HARD DRIVES
ALL NEW WITH 1 TO 3 YRS WARRANTY
QUANTUM 270MB SCSI §289
QUANTUM 540MB SCSI $429
QUANTUM 730MB SCSI $489
QUANTUM 170MB IDE $150
QUANTUM 270MB IDE 5269
QUANTUM 420MB IDE $299
QUANTUM 540MB IDE $359
QUANTUM 730MB IDE $449
MAXTOR 2.5 250MB IDE $379
SYQUEST 3.5" 105MB SCSI $399
SYQUEST 3.5" 270MB SCSI OR IDE $595
EXT SCSI BOX WITH CABLES $150
SYQUEST 105MB CARTRIDGE $105
SYQUEST 270MB CARTRIDGE $115
OTHER BRANDS AND SIZES ALSO AVAILABLE.
USED DRIVES ALSO AVAILABLE
ONITORS
OSBORNE 15"W/SPEAKERS EX DEMO  $300
NEC 3D MULTISYNG EX DEMO $499
EIZO MULTISYNC USED $209
NEC MULTISYNC Il USED $249
10845 USED $180
HARDWARE
A500 BARE MOTHERBOARD FROM $30
A2000 POWER SUPPLY $70
A3000 POWER SUPPLY $70
A500/600/1200 POWER SUPPLY $50
C64 MOTHERBOARD NEW $40
C64 CIA CHIP $10
MOUSE NEW $20
A500/A1200 KEYPAD NEW $50
A500/A2000/A1200 INT FLOPPY $50
HIGH DENSITY FLOPPY DRIVES FROM ~ CALL
AGNUS 1MB 8372A $40
AGNUS 2MB 83758 $50
CIA 8520 $20
WE 1.3 ROM $20
SUPER BUSTER REV 11 $50
SUPER BUSTER REV 7 $20
OTHER AMIGA CHIPS FROM $5
4MB 72PIN 32 BIT SIMM $230
1MB 44256/41000 DIP RAM $50
1MB SIMM 32 BIT $60
1MBX4 ZIP PER 1MB $65
256KX4 ZIP PER 1MB $40
A500 512K RAM CARD WITH CLOCK $60
A1200 MEMORY EXP WITH 4MB $420
1084 SCART (OR OTHER) CABLE $20
23/15 PIN MULTISYNC ADAPTER $20 -

GVP A2000/4000 SCSI CONTROLLER $260

PLEASE ENQUIRE ABOUT OTHER EQUALLY LOW
PRICED PRODUCTS. ALL PRICES INCLUDE TAX.

Market News

D There are, indeed, lies, damned
lies and statistics, and this is particu-
larly true of computer industry
statistics. Computer companies are
renowned for dodgy estimations of
market penetration and other perti-
nent data - in a classic example, Mi-
crosoft likes to quote the total num-
ber of Windows users as being the
total number of copies sold, disre-
garding people who upgrade and
don’t use their old copy any more.

The Australian Bureau of Statis-
tics, on the other hand, don’t have a
vested interest and so should be
rather more reliable. They've
released a publication on "House-
hold use of Information Technol-
ogy", which contains some interest-
ing stats on Australian computer use
- albeit almost a year out of date.

2300 households were surveyed,
and 23 per cent said they regularly
used a computer. 4.4 per cent have a
fax machine, 2.9 per cent have CD-
ROM equipment, 3.8 per cent have
one or more portable computers, 20
per cent have one or more desktop
machines, and 18 per cent fre-
quently use a dedicated games ma-
chine. 1.5 per cent have a scanner,
3.9 per cent have a modem and 18.2
per cent have printers.

The most computer-friendly
state was the ACT with 35.8 per
cent of households regularly using
one, then came NSW on 23.9
closely followed by Victoria, WA,
SA, the Northern Territory, Queens-
land and finally Tasmania on 18.8
per cent.

Of the regular computer using
households, 26 per cent estimated
they’d spend up to $3000 on more
computer gear in the next 12
months.

Taking into account the expected
expenditure ranges listed in the sur-

B | Australian |
Bureau of .

Statistics

vey, and the likely inaccuracy of the
sample and assuming the people ac-
tually spent as much as they expect-
ed, the Australian home computer
market spent between 500 million
and a billion dollars over the twelve
month period from February 1994
until now. No wonder home users
are the flavour of the month for
hardware and software makers!

One shortcoming of the survey is
that it didn’t distinguish between
different computer models. A house-
hold that regularly used a C64 with
an antique daisywheel printer was
treated as the same as one that used
a 90MHz Pentium with a ten page
per minute Postscript laser printer.
There’d likely be a considerable dif-
ference in the projected expenditure
department, but a breakdown of the
models of computer still in use out
there would have been a welcome
addition.

Still, it’s nice to see statistics
that aren’t out to make someone
look good. You can get Household
Use of Information Technology (cat.
number 8128.0) from Australian Bu-
reau of Statistics bookshops for $10.

Call (06) 252 5609 for more in-
formation.
|
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Media Watch

Spottings
Algae tracking

Phil Howell of Woodber-
ry, NSW, spotted an Amiga
on the Newcastle NBN news
on the 18th of October last
year, The news piece was on
blue-green algae pollution,
and a system to spot out-
breaks by enhancing aerial
photos was running on
something with an Amiga
mouse and a 1084 monitor.
We didn’t run his spotting
the first time (hey, we get a
lot of them, all right?), so he
sent it to us again, All
RIGHT, already!

Shark docco

Dave and Miriam Simp-
son (who are, under the cir-
cumstances, excused for
having a dodgy picture of the
eponymous cartoon family
on their letterhead) were
watching a documentary on
whale sharks on Brisbane
Channel 9 on the 6th of De-
cember. The researcher fea-
tured on the program had ei-
ther a 500 or a 1200 sitting
on his desk, with what might
have been a 1084. He was
definitely using MaxiPlan

IV. Oh, and in answer to
your question - articles are to
be sent as ASCII text, with
as little formatting as possi-
ble.

Disney and Ginger
Meggs

Warwick Gaetjens  of
South Plympton, SA, was
watching Entertainment
Tonight (well, somebody has
to) at 1:30 in the morning on
December 1st and spotted,
very briefly, an A590 with
some sort of left side expan-
sion running what looked
like Disney’s Cell Animation
program. The  machine
showed up during a segment
on the new animated film
"The Swan Princess".

He also spotted a blatant
Amiga reference back in
September, in the Father’s
Day Ginger Meggs strip. The
relevant panel is reproduced
below. Warwick also offered
to clean our boots, so he’s
getting a free subscription.
The shoes, also, will be in
the mail.

Q

Send your sightings
to PO Box 288

Gladesville NSW 2111 or
by Fax: (02) 879 4236

| COULD DIVE INTO MY
a SPECIAL BANK
AND PUT A DEPOSIT ON fot

P

ACCOUNT ‘{

Ask for Catalogue

Computerman
(09) 328 9062

| Golden Gate
|
486SLC2/SOMHZ $1299
Bridgeboard A4000/3000/2000

| MultiSync Monitor $call
CD32 Communicator Lite $99
CD32 Communicator $149
CD32 Paravision SX-1incl. free keyboard  $399
A1200 DKB 68030/50 incl. co-pro $669
A1200 DKB 68030/40 $449
High Density ext. floppy drive $249
SyQuest 3.5" SCSI-II 270Mb removable $590
SyQuest 3.5" SCSI-II 105Mb removable $390
Quantum 3.5" fast SCSI-II 540Mb 2Y Warranty $449
Quantum 3.5" fast SCSI-II 1080M 2Y Warranty  $949
W Digital 2.5" IDE 200Mb 2Y Warranty $399
W Digital 3.5" IDE 850Mb 3Y Warranty $569
Micropolis 3.5" fast SCSI-II 1000Mb 5Y Warranty $1049
Cal for pricing on other size hard drives
Workbench 3.1 $call
External SCSI box incl. cable $150

Phone for our free pricelist on disk
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Fonhof Computer Supplies

64 Cross Street, Baulkam Hills NSW 2153
Phone (02) 639 7718 Fax (02) 639 5995




Digital video editing
comes to the Amiga

By Philip Benjamin and Simon Shead

D As the successor to its famous
VLab framegrabber, MacroSystem
have produced a mew expansion
card called VLab Motion, which
enables the user to play and record
full motion video to a hard disk in
real time! The digital video signal
produced is high grade full mo-
tion, at 50 fields per second, at
YUV 4:2:2 quality, up to 768 x
576 pixels.

Allied to this is Macrosystem’s
Toccata audio card. This card
boasts 4 stereo inputs, one stereo
output, and is capable of digitizing
stereo audio direct to hard disk in
eight or 16 bit modes, at frequen-
cies up to 48kHz (DAT quality -
compact disc uses 44.1kHz). The
two boards compliment each other
perfectly and integrate into a pow-
erful system for video editing and
production work.

What is it?

The VLab Motion board is a
full-size Zorro-II card with com-
posite and Y/C (S-Video) inputs
and outputs. As the video signal is
fed into it, each frame is digitised
then compressed at a user-
selectable rate using dedicated on-
board JPEG compression chips,
and written out to a hard drive in

real time (less than 1/50th second).
This is pretty amazing in itself; a
frame of video at 768 x 576 pixels
in 24 Dbit colour contains
10,616,832 bits or 1.3Mb of data.

There are 25 frames per second
in video, so for uncompressed
storage you would need to move
32.5Mb to a storage device every
second! A better solution is to
compress each frame from 1.3Mb
to something under 100k using
JPEG.

This results in a data stream of
under 2.5Mb/sec, something a fast
hard drive and controller can han-
dle. The VLab Motion board does
not require a timebase corrector
and will accept poor television re-
ception or VHS comfortably, as
well as high quality S-VHS and
Hi8. It is capable of PAL and
NTSC input and output, and also
incorporates a genlock with chro-
makey.

This feature allows you to
record a background and superim-
pose another video signal over the
top. So if you always wanted to be
Superman, just record a moving
sky, then throw on a cape and
stand between a one-colour wall
that’s a different colour to any bits
of you, and a video camera. The

board combines the two images
and replaces the wall with the sky
footage, and you will appear to be
flying.

Why JPEG?

JPEG is better suited to editing
than MPEG, because each frame is
a file that can be accessed individ-
vally. MPEG frames need to be
made up from frames on either
side, so if you cut a piece out, you
can no longer reconstruct the re-
maining frames.

The true power of the system is
in the MovieShop editing soft-
ware. It allows you to re-arrange
the scenes that you have recorded
simply by dragging and dropping
in the desired order. You can re-
use, cut and paste at will - none of
the original frames will be affect-
ed.

Additionally, you can add
some DVE’s (Digital Video Effec-
ts, such as fades, wipes or mo-
saics). You can also export the
scene as IFF files and apply spe-
cial effects externally using image
processing software like Art De-
partment Professional (ADPro).
The software allows you to import
individual frames and create a new
scene from them. In most cases,
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3.1 Roms Kits in stock for A500, A600 HD (no more searching for 2.05 37.350), A2000, A3000, A4000 (not A1200)
WE ARE THE EXCLUSIVE AUSTRALIAN DISTRIBUTOR OF THE COMPETITION PRO JOY PAD
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A1200 DKB - COBRA or MONGOOSE! A1200 Memory RAM expansion boards. YES! $CALL.
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about everything you would ever
need. Version 1.0 was released in
June 1994, with updates released
at regular intervals.

The current version is 2.1, and
has matured considerably. The
program is very stable and I was
pleasantly surprised by the number
of additional features. It appears to
be very well written; there are lots
of message requesters with an ex-
planation when you do something
wrong.

MovieShop is style guide com-
pliant, and you can customise it to
your liking using whatever fonts,
screens and windows you wish.
The most likely reason for failures
is pushing the host machine too
fast.

Even on my ‘040 A3000, the
SCSI bus can’t handle more than
about 1.2 Mb/sec sustained,
though the hard disk’s redline is
much higher. SCSI bus lockups
and system crashes were common
until I throttled back. After I in-
stalled a Z3 Fastlane Fast SCSI-II
controller, these problems practi-
cally vanished.

The biggest problem I found
with the software is too many op-
tions! You can open and close
functions at will, but it is nice to
have everything open and in front
of you without overlapping.

On a standard hires/lace screen
you only get about five windows
open without overlapping; there
are about two dozen available. A
Retina display would be helpful
here, you could have a 1280 x
1024 display with everything open
at once, as well as 24 bit painting
and animation, with an optional
video output. Other options are to
specify a 1280 x 1024 hires/lace
screen and use the mouse to scroll
around, or write ARexx macros to
open and close related groups of
windows with the press of a key.

Software features
I am currently reviewing

MovieShop Version 2.1. The func-
tions are as follows:

INPUT SELECTION - Here
you select video and audio
sources, including gain levels and
VTR correction.

SCENE CONTROL - Basical-
ly, the VCR type buttons for con-
trol over play, record, shuttle, stop,
pause, loop etc., and selecting
which scene to view. There’s also
an LED style readout for position
in minutes, seconds and frames.

SCENES - Lists the title of the
available scenes as well as the
length of the current scene.

TIMELINE CONTROL - Simi-
lar to the scene control, but allows
you to control the overall edited
movie as opposed to just the active
scene. It also allows you to specify
a smaller portion of the movie to
view, and contains gadgets to
"proofread" your timeline for er-
rors, and execute audio and video
effects.

TIMELINE - This is where the
editing is done. There are two se-
lectable versions; a simple version
for simple editing (like two A/B
rolls with effects), and an en-
hanced wversion for multiple
sources and complex DVE effects.
Just click on a scene and drag it
like an icon to this window, and a
graphic representation will appear
to show its length and start and
stop times.

You can assemble multiple
scenes end to end or overlap them
on multiple lines with transition
effects. The Time Line hence does
the equivalent of A/B rolls (two
mixed video sources) via a switch-
er/mixer/SEG (special effects gen-
erator). With the one computer,
you effectively replace two or
more source VCR’s, a record
VCR, and an SEG combination,
saving tens of thousands of dollars
on equipment.

The downside is that computer
generated special effects take time.

A fade up from black of one sec-
ond duration could take a couple
of minutes to calculate. If you are
doing a music video with hundreds
of special effects in a couple of
minutes, you might be better off
using dedicated equipment. On the
other hand, if you have no budget,
lots of time and a bit of patience,
you can use this method.

There are many options here to
customise the way editing is done.
Audio editing is also done here -
split audio edits, unlimited mixing,
volume changes and more are
available.

EDIT - This window allows
you to mark a block of frames
from a scene, and cut, copy or
paste them as desired, as well as
copying, creating, grouping and
deleting scenes.

CLIPBOARD - This is used to
select scenes to group together, in
conjunction with the SCENE win-
dow.

SOUNDS - Allows you to im-
port pre-recorded sound effects for
inclusion on the time line in con-
junction with other video and au-
dio sequences.

EFFECT LIST - A list of
modules, not unlike ADPro’s oper-
ators. They can be stretched on the
time line to represent transition
time, so that a fade up from black
can take two frames or two min-
utes depending on how much it is
stretched.

These effects are modular -
they can be written by third-party
developers and added at any time.
The present effects are ALPHA,
BACKGROUND, BORDER,
COLOR DEPTH, COLOR TO
GREY, COMPOSE, CROP, DE-
LAY, DYNAMIC RANGE,
FADE, FLIP, FREEZE, MASK,
MIRROR, MOSAIC, NEGA-
TIVE, NOISE, NOP, QUICK
SCALE, RELIEF, ROTATE,
SCALE, SHIFT, TIMECODE, TI-
TLE, TRAPEZIUM AND WIPE.

COLOR KEYING - This con-
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this eliminates the need for single-
frame recorders.

The Toccata board is a 3/4 size
Zorro-1I card that fits into any un-
used slot. It basically operates as
any other audio digitiser, but has
extremely high performance.

The Toccata is capable of mix-
ing all inputs via the software mix-
ing panel, and outputs up to 48kHz
stereo in 16 bit resolution. It
records audio without the need for
SMPTE timecode, and matches the
video stream accurately, keeping
everything "lip-synced". There are
options available for SMPTE time-
code and MIDI interfaces where
necessary for special applications.
The Toccata is capable of saving
the audio data in 16 bit or 8 bit,
and can use compression called a-
Law or u-Law.

These compression methods
were originally developed by the
telephone industry to improve

voice clarity. They have the ad-
vantage of sounding like 16 bit
sound, but taking up half the
space. Even at 48kHz, stereo, 16
bit, the data stream is only an addi-
tional 200k per second.

Requirements

The system requires at mini-
mum an Amiga 2/3/4000 with one
spare ZORRO-II slot per card,
Workbench 2 and 2Mb fast RAM.
Seriously, I would recommend an
Amiga 4000, LOTS of fast RAM,
a large Fast SCSI-II hard disk and
controller, and a Retina or other
programmable resolution display
card, to see all the control options
at once on one screen.

Installation

Installation is a breeze - just in-
stall two cards in the host machine.
The software uses Commodore’s

* standard Installer utility. Hook up

a video source and audio source(s)
and you’re ready. The output can
go to a VCR or monitor.

This is a "two monitor system"
- one for looking at the control
screen and one for video output.
Alternatively, you could use some-
thing like a 1084 monitor and
switch between RGB and CVBS if
you like, or use another genlock (I
use the IV-24) to overlay your
control screen over your video.

A 100 page spiral-bound V-
Lab manual is provided to give
you the basics and get you started.
The Toccata has its own 28 page
manual. Both do a pretty good job
of explaining the general opera-
tion.

MovieShop software

I am very impressed with the
level of sophistication of this soft-
ware - the control over the incom-
ing video signal alone has just

14
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trols the settings for the built-in
colour keying function. It deter-
mines what range of colour in the
video signal is to be made trans-
parent, for overlaying with another
video signal.

STATUS - The greatly im-
proved status window gives real-
time graphical feedback of the
amount of buffer memory in use
during recording and playback, as
well as the percentage of the video
and audio partitions in use. If auto-
smoothing has been enabled, a fur-
ther graph shows the level of
smoothing in use.

AUDIO MIXING - The audio
mixer panel provides mixer sliders
for the inputs and output. A bar-
type VU meter shows the audio
level.

SETTINGS MENU - The Set-
tings menu contains many options.
Under Project Settings there’s
JPEG quality, clip size, operating
mode and audio quality. Buffer
Options covers the buffer sizes for
audio and video recording and
playback. Video/Audio Options
include brightness, contrast,
chrominance, AGC, VNR, filter,
bandpass, coring, and smoothing
controls.

Import/Export options covers
image formats, and how fields or
frames are handled during import
and export. Hardware Settings lets
you select PAL or NTSC in/out,
hue and sub-carrier settings, and
free-running. Finally, Miscella-
neous Options contains the au-
tosave, timeline and error options.

All of the functions listed
above can be controlled through
ARexx. An ARexx macro can be
written to take advantage of a
group of functions and effectively
create additional functions. Audio
and video information is written to
dedicated hard disk partitions, and
these partitions can be locked and
unlocked as required, to safeguard
a project in use.

Ratings

Board construction: ‘ﬁﬁﬁ"ﬁﬁ’iﬁ’?‘ﬁ

Excellent quality, surface mount, socketed IC's,
quality connectors. Composite video connector is
common RCA instead of professional BNC.

Installation: ﬂ?ﬁfﬁ'ﬁ

Easy for hardware and software.

Manual: W

Adequate for introduction Could use a reference
section and index.

Ease of Use: Wﬁ

Bit of a learning curve, but relatively easy to use
once you understand it.

Software: WW

Constantly updated, with additional features added.
Reliable operation.

Performance: ﬁfﬁfﬁ?i’%\’

As good as or better than other PC systems
| have seen. Unable to run it to limits yet.

Compatibility ‘f’@ﬁﬁﬁ‘f‘iﬁ‘f

Multi-tasks well. No hardware conflicts experienced.

Support 'ﬂ?ﬁfﬂ?ﬁ?ﬂi’

Received two software revisions in 6 weeks.
MacroSystem openly invite criticisms and
suggestions. No direct contact yet (no need).
Reputable company, dealing with Amigas for some
years. Support BBS provided (Germany), latest
software for download.

Value W‘ﬁ?‘ﬁ'ﬁ'

Expensive in dollars, but cheap for what it does.

—;{MIEA Reviey



The Need For Speed

Certain aspects of MovieShop
are time consuming, notably spe-
cial effects. These effects can be
applied internally or externally in
programs like ADPro, which can
produce some sophisticated effects
to rival high end machines.

If I were to save out 25 frames
for processing in ADPro, I could
then load them in via FRED, apply
multiple processing  functions,
save them, and import them back
to MovieShop (which will load
FRED ".seq" file lists).

In both ADPro and dedicated
SEG’s, the setup time could be
anything from seconds to hours,
depending on the sophistication of
the effect.

Assuming I spend the same
amount of time setting the effect
up (in practice, SEG’s would
probably be faster to set up), the
SEG will then process the 25
frames of video and take one sec-
ond to apply the effect. ADPro on
the other hand would need to pro-
cess each frame individually.

In a recent test, I wrapped
moving video around a sphere - a
simple operation in ADPro. How-
ever it took 15 seconds per frame
to process, and that was on a 36
MIPS 68040! If I were to morph
each image, the time required
would be considerably greater.

On the other hand, it’s faster
than single frame editing. Suppose
you’ve ray-traced 25 photo-quality
frames of a moving object in
Imagine. You can load them into
MovieShop as a range by using a
file requester, and they’re immedi-
ately ready to play back!

Using traditional single frame
editing, employing an expensive
frame-accurate recording deck,
you would have to display the im-
age, have the recorder pre-roll,
play, then record one frame. It
would then repeat this process 25
times.

Apart from a lot of wear and

tear on the machine, this could
take 15-30 seconds per frame.

There are advantages and dis-
advantages to both systems. Com-
pared to traditional tape based sys-
tems, this non-linear editing sys-
tem offers an exciting flexibility
and ease of use. Some things are
better suited to traditional editing -
material requiring lots of special
effects and transitions, for exam-
ple.

Macrosystem’s product excels
in assemble or butt-editing, and
can complete the task much faster
than a tape based system. Random
access to material is far superior to
linear tape systems.

This is similar in principle to
accessing your favourite music
track on CD and cassette - the CD
is almost instantaneous as it di-
rectly seeks the track, whereas the
cassette has to spool past other
material.

Because is is in a digital for-
mat, there is no further degrada-
tion of the signal. The output is the
same after 100 plays, unlike a tape
which is prone to dropouts and
other wear-related problems.

Although the complete system
is not cheap (after buying the host
machine, accelerator, controller,
memory, large fast hard disk and
digitiser boards), it is capable of
performing the function of an edit
suite costing over $50,000.

It’s ideally suited for small
production house work, animation,
single frame recording and com-
puter graphics special effects.

Contact TV Graphics on (03)
417 3175 for more information.

a

SUBSCRIBE
TODAY
FREE

CALL

1800-252-879
or
SYDNEY
879 7455

Use your credit
card

OR
we can bill you

12 issues
$49

Cheques or money orders
also welcome
Post to: Storm Front Studios
PO Box 288, Gladesville 2111
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Magic Lantern Feedback

We ran a review of the Terra Nova
Development program Magic Lantern
in the January issue of Amiga Review;
tha author, Patrick Kirsch, was not very
complimentary about it, mainly be-
cause large bits of it didn’t work for
him. Peripheral World, the Austalian
distributors, rapidly forwarded us an
unhappy letter from Michael Todorovic
of Terra Nova (Magic Lantern’s au-
thor). The important points from his
letter appear below.

The reviewer stated that ML pro-
vided a "bewildering array of options to
set" when building an animation. Mag-
ic Lantern provides the user with
tremendous flexibility to build anima-
tions. it allows the user control over
compression for size, speed or both, as
well as other options to optimise a par-
ticular animation for best playback.

However, if the user doesn’t under-
stand the options, he can ignore than
because the program provides rea-
sonable defaults.

The review also mentioned that ML
provides no image processing func-
tions. This is true; we felt we should
not compete with the capabilities of
such fine programs as AdPro, Image
Master and Image FX. These programs
have years of development effort in-
vested in them; attempting to duplicate
this effort would only have forced us to
raise the price of Magic Lantern when
most of our users already have one of
the other programs.

We do not understand why Magic
Lantern’s audio didn’t work for Patrick.
Internally, we have processed hundreds
of audio files with Magic Lantern (we
use it as an internal development tool).
We would appreciate a copy of the
sound files so we can duplicate and fix
the problem. Patrick seemed to have
good results playing an animation on
his 4000 with Magic Lantern, but the
animation ran slower on the OpalVi-
sion. Unfortunately, the Opal is the
slowest card we support. Since we

don’t have direct access to Opal Vision
memory, we must build the animation
in Amiga chip memory, then copy the
entire frame over to the OpalVision.
OpalAnimate suffers from similar prob-
lems. With other cards, like the Retina,
Picasso, Spectrum and Amiga chipset,
we are able to provide better perfor-
mance. Even with the Opal, we go one
better than OpalAnimate because we
support high resolution modes.

Magic Lantern is used by profes-
sionals in the TV, cable and film indus-
tries for animation preview or actual
broadcast. We feel that it’s a powerful
and inexpensive tool that allows users
to create stunning Amiga animaitons
without paying thousands of dollars for
products like the Personal Animation
Recorder. We feel that Magic Lantern
does what we claim quickly, efficiently
and inexpensively.

Ed: "Provides the user with tremen-
dous flexibility" is a good working ap-
proximation for "has enough features
to sink the Queen Mary". But we’ll ac-
cept that you can let the defaults ride,
and may thus avoid bewilderment.

When Patrick referred to image
processing, he wasn’t looking for the
many, many features of the big proces-
sors. Indeed, it would be foolish to try
to shoehorn all of that into an anima-
tion program, for the same reason that
Ferraris are not built to tow. However,
it would have been nice if ML could
scale frames as it loaded them, or
change image format - particularly
since it can’t autoswitch to the correct
screenmode to play a constructed ani-
mation.

Patrick doesn’t know why the sound
didn’t work, either. The samples he
tried were perfectly valid IFFs which
worked with every other program he
showed them to, but ML said they were
corrupt. Indeed the OpalVision card’s
viniage shows in its speed - but
OpalAnimate plays animations OK,
and it doesn't access Opal RAM di-
rectly. Patrick’s results with ML were

unacceptably bad - the output was un-
watchable. Patrick was not able to test
ML with any other 24 bit cards.

It would appear that Magic Lantern
simply had a most unforunate, and un-
usual, difference of opinion with
Patrick Kirsch’s test machine - which,
he’d like to point out, works fine with
all the other programs he uses. We're
sure many people are, as you say, run-
ning ML with no problems. And we’d
love to hear freom anyone who’s using
ML successfully and/or has any sugges-
tions about the possible source of the
problem. Send us your testimonials!

CD-ROM applications?

I’m interested in finding out if Mi-
crosoft will ever be producing any of
their high class word processors and
multimedia CDs for the Amiga - or if
any other company will produce inter-
esting programs for CD-ROM Amigas.
Since you can finally get CD-ROM
drives for the Amiga I was really disap-
pointed that no decent cd’s like Encarta
come out with the release but instead
just more games and clip art.

I was thinking that if a couple of
people got together with their Amigas
they could produce some interesting
multimedia programs like a program
that just came out on the PC called
"Which? Restaurant" which has a
database of names, type of food, and
maps showing all the restaurants
around Melbourne. -

Eugene Balwyn

Ed: As far as Microsoft are con-
cerned, the Amiga doesn't exist. A few
thousand CD-ROM equipped machines
and no manufacturer? Don’t make them
laugh. The same goes for the other big
PC and Macintosh software houses;
they have no interest in developing soft-
ware for a machine which is variously
perceived as a games console, a spe-
cialist video platform or the source of
one of the many computer religious
wars. Don't expect to see any of the
monster PC houses supporting the
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Amiga until they see a dynamic new
company behind the machine.

The "Which?" guides (currently
covering Sydney, Melbourne and Can-
berra restaurants, with titles on other
subjects promised) sell for $9.95 in
newsagents. The way you make money
on a software package that costs $9.95
is you sell a very large number of
copies. Ergo, once again, you aim for
the mass market computers - in this
case, Windows PCs. There’s nothing at
all stopping people writing Which?
style programs for Amigas - a WB2
A500 could handle the relatively mod-
est load easily - but, again, until there’s
a maarket it’s not going to happen.

Of course, you CAN run the Which?
guides on an Amiga using PC-Task and
Windows - see the review this issue!

Death to Topaz 8!

I have just read Robert Atkins’ arti-
cle in last month’s Amiga Review
"Your Amiga - the ultimate Net surf-
board". I refer to his small reference to
Magic User Interface (MUI). I take it
he has bad feelings for it 8). Well, I
don’t want to start arguments about it,
and I'd like to hear your side of the sto-
ry. But first, here are some thoughts of
mine.

I'm relatively new in the C pro-
gramming game, only purchasing
SAS/C (oh well) early last year, and 1
have strong views about GUI’s.

Record Your Order  (075) 936 881
| Fax Your Order
r or Mail Order: P.0. Box 356, Burleigh Heads, Qld. Aust. 4220.

| Software! Hardware! Peripherals!
rNECCI.‘IRom&."' itec Monil Edta Speal Joysticks!
CDR 25 $285%
nons EdiaSp's  $139%
Monday - Friday plus more Call Now!
9am-5 pm Games! Games! Games!
Productivity & CD32 Software, Maestro Modems, Mice,
0S 3.1, Books, Plus Heaps More, Just Call
This Month’s Specials !!
08 3.1 (50012000) $179.00 PC-Task 3 $12405
(3000) $199.00  Benefactor § @05
(4000) $199.00  Manchester United PLC $ @95
Red Amiga Mouse  $ 24.95  Sabre Team $ 6395
I Phone Direct 015 147 403 Money Order, Cheque,

Bankcard, Visa Card,

(075) 936 870 Master Card.

_‘
|
|
.

Apart from MUI being massively
HUGE Enforcer hit, it contains one
thing which I think the Amiga needs - a
future direction for GUI’s. I start get-
ting very emotional when the subject of
GUTI's on the Amiga come up, because
that painful word "Topaz" comes up
eventually. In my opinion, no one, ab-
solutely no one, should be using Topaz
8 (default ROM font) for their OS 2+
interface. How many professional pro-
grams have I seen let down by a Topaz
8 interface? It really stinks and should
be made illegal, with heavy fines for
infringement. I am going to form a Mil-
itant Organised Revolution Group and
stand up and call for a complete REV-
OLUTION against this Topaz 8 brain
washing conspiracy 8).

Don’t worry, I know very well how
time consuming it is to make font sen-
sitive programs. This is all the more

reason for a MUI type program.

I've used MUI long enough to
know its limitations, but I've discov-
ered how easy to use and configurable
it is for the developer and user.

I would definitely like to see some-
thing along the lines of MUI in the next
Amiga OS. Imagine a really efficient
font engine hooked up to such a sys-
tem!

Matthew Wilson

a

Send your mail to:
Letters to the Editor
PO Box 288
Gladesville 2111 NSW

N

Relaxed and friendly sessions
All age groups

Weekends and School Holidays
Trained Instructors

Reasonable fees

Commencing with -

supplied.

and to reserve your place.

ANIMATION TRAINING COURSES
(AMIGA)

Classes are now being arranged for the first half of 1995.

AN INTRODUCTION TO AMIGA ANIMATION
( course duration 6 x 3 hour sessions)
Advanced levels will be arranged subsequently.
(Note: a PC version of this course is also offered)

Detailed student learning guide, and training video-tape

Please call MARK ALEXANDER for further information

ph: 015 215049

AMIGA Review

19




Pesky windows

D Dear Helpline, 1 would appreci-
ate some help with my user-
startup.

I want Blanker and FKey to
run whenever I use my 1200. I
tried this first by dragging their
icons into WBStartup, and al-
though this worked it left the pro-
grams windows open on Work-
bench. I want the programs to run
but also to close their windows au-
tomatically, so I put the icons back
where they came from and tried to
do it using the User-Startup. I read
somewhere that 1 could have pro-
grams run but shut their windows
down by using the following lines,
but it has exactly the same result
as using the WBStartup:

<nil: blanker
<nil: fkey

run >nil:
run. sriacls

I have the same line in my Us-
er-Startup to run rexxmast, and it
works fine. What can I do to get
the windows to shut themselves
down?

Dr Help: The problem you are
having is simple, but common. The
easiest way to get around it is to
remove all references to the pro-
grams from your User-Startup,
and then drag the two icons into
the WBStartup drawer.

Now select the icon for Blanker
and select "Information” from the
pull down menu (or Right Amiga +
I). Once this opens up, click on the
line that says "CX_POPUP=YES"
and change the YES to say NO.
This should ensure that the pro-
gram doesn’t keep anything open
that doesn’t have to be.

Next you should also check
that it has a line that says
"DONOTWAIT"; this makes sure
that the computer loads without
stopping and waiting for that pro-
gram. Now click on SAVE fo save
the changes, and reboot.

You should find that your prob-
lem is solved.

Upgrade questions

Dear Helpline, I'm a 14-year-old
that uses my 2 year old 2Mb
AG600HD for Games, Homework
and Graphics, mainly 3D in Imag-
ine 2.

The only problem is, as al-
ways, speed. I do my rendering in
Lo-Res 24 bit format and convert
it to HAM or greyscale in Rend24.
The last time I did this for a 100
frame sequence, it took 18 hours to
render.

I want to get more speed or a
new machine if necessary, but I've
got a very limited budget (around

1) Is there any way I can speed
up my current machine (I'm pretty
handy with a soldering iron if nec-
essary)?

2) If not, I will, if possible, get
a new machine, probably a new
A1200 or a second-hand A3000 or
expanded A2000. Which of the
above (or any other possibilities)
would be best, and what would be
the best way of going about get-
ting it?

3) One more thing - seeing that
there isn’t an OS3.1 kit for the
A600, is there any way I can
(legally) upgrade my machine to
083.1?

I’d really appreciate you an-
swering these questions, as I
wouldn’t mind becoming a graphic
artist professionally when I'm old
enough.

Leigh Dyer,
Seymour VIC

Dr Help: You can’t presently
speed up the A600 with a faster
chip - the 600 is notoriously unex-
pandable.

If you're into rendering you'd
probably kill to have a 24-bit
board, but you can’t put one of
them in your A600, so why not the
next best thing? Your A600 can
only display 4,096 colors - why not
try some 262,144 colors on the
standard A1200?

On the subject of speed in-
creases, the stock AI200 hoons
along, but with some 32bit
memory in the trapdoor you'll

Marcus Judge, $300). If necessary 1 don’t mind  practically double its speed. There
Ingleburn, NSW selling my current machine. What s also much more support for the
I’d really like to know is: A1200 than there ever was for the
Wi AMIGA TRAINING
STREET Help, Support and Advice for hundreds of programs.

VILEC  Harddisk Installation, Printers setup, Workbench and Dos tutorials.
Ph: (02) 411-2108 for more info.
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A600 - not to mention having back
the numeric keypad.

After Workbench 3.1? Well,
vou'll get Workbench 3.0 as stan-
dard on the A1200 without paying
8200 for the upgrade, and the 3.1
software runs on the 1200 just fine
(though there’s no hardware pack-
age, like there is for the 4000).

My advice then? If at all possi-
ble, don’t spend money trying to
upgrade your A60OHD, save up
vour bickies and get yourself a
AI200HD, even a second hand
one. You won’t be disappointed!

It’s much more cost effective in
the long run to get a more power-
ful machine to start with.

CD32 virus?

Dear Helpline, a couple of weeks
ago I bought an unused Amiga
CD32 for almost half price. It's
got to be the best thing around and
it worked like a dream.

I’ve now got a problem. Just in
the last week, whenever I load a
saved game from the non-volatile
memory, it corrupts the game. So
far this has only happened with
Elite 2 and Liberation, as my other
games only save highscores. Both
games worked perfectly before.

At first T thought the memory
chip was busted, but then I real-
ized that the problem started hap-
pening about the same time as I
started using a Euro-mag cover
CD, which had plenty of PD stuff.

So could my memory be in-
fected with a virus? If it’s possible,
is there a way to reset the memory
(I'm prepared to "get my hands
dirty", as the warranty is long gone
and I have experience in electron-

ics). I reckon that disabling the
battery should work, but I would
appreciate your advice, and a
vague idea of where to find the
battery would be a bonus. Keep up
the great work on your great mag.

Thomas Kis,
Robina QLD

Dr Help: It's fairly unlikely
that you’d find a virus on a PD
CD-ROM (although it has been
known). While viruses are some-
times found in PD software, the
people that master CDs should be
using virus checking programs. If
a virus slips through, they’d have
many, many annoyed people.

As far as a virus getting into a
CD32 unit, it’s functionally impos-
sible. The CD32 unit only has a
IK storage area, which is used to
store small amounts of information
such as highscores. This is the lin-
eal descendant of the old "clock
virus" scare, that had various peo-
ple excited about possible infec-
tion of the even smaller clock RAM
in regular Amigas.

One possibility is not a virus,
but a trojan horse; something lurk-
ing inside some other program
that deliberately scrambles the
contents of the CD32’s storage
area whenever it’s run. But this
couldn’t hang around after you
turned the machine off.

Re disabling the battery, I'm
afraid there isn’t one in the CD32.
It’s possible that there’s something
wrong with the 1K chip itself, but
it’s going to be a little hard to pin-
point the problem.

If anyone has any suggestions

: | q‘ﬁi‘,g

for Tomas, drop me a line care of
Amiga Review.

Drive Dilemma

Dear Helpline, 1 have an Amiga
1200 fitted with the standard
40Mb hard drive. I am thinking of
upgrading to a larger hard drive.
Some time ago I read that only
some brands of IDE drives, (Sea-
gate I think) were suitable for use
in the 1200.

I have seen a Western Digital
200Mb 2.5" IDE drive at a rea-
sonable price. Before taking the
step to purchase the drive, I am
seeking advice as to whether this
drive is compatible with the
A1200.

Mathew Beard,
Petrie QLD

Dr Help: The Western Digital
drive you refer to should be OK in
your Amiga. One thing to note,
though, is that IDE hard drives of
the same species in a system will
normally work fine together,
whereas installing different brand-
ed drives in a single machine can
sometimes produce problems.

If you are taking out your old
drive and replacing it with the
200Mb HD all should be fine. If
you are adding it as a second
drive, it’s possible that you’ll
strike compatibility problems.

At worst, you should be able to
set up the 200Mb HD as the boot
drive, and depending on your fi-
nancial status, either add the
40Mb as a second drive with one
of the cables from Unitech Elec-
tronics on (02) 820 3555 (deliber-

ot
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THIS MONTH’S MIND BLOWING SPECIAL!!!

STPEFT  Video Director allows you to edit your footage by connecting your Video Camera and VCR

VIDEO

up to your Amiga. You then edit your videos using your Amiga like an editing studio!

Normally sells for $199, we have 30 copies only at $99 (+ $6.80 P&H anywhere in Aust).
Contact Wall Street Video on (02) 411-2108 to order. (Credit Cards Accepted).
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ate plug), or sell or trade in your
old one, and everything should be
OK.

Noisy drive

Dear Helpline, 1 am writing in the
hope that you may be able to an-
swer some questions for me.

I recently upgraded an Amiga
600 with a 40Mb hard drive and a
new ROM chip V37.35 at a cost of
$290.

My concern is that the hard
drive is constantly working even
when not in use, this gives off a
low buzzing sound that is quite an-
noying. The drive light comes on
only when accessed. I've made
calls to the supplier (Sigmacom)
without many answers or solutions
to my queries.

When I set up the Hard Drive I
used 4 partitions, with Workbench
on the first one, which is 4Mb. The
others are Utilities, Games 1 and
Games 2.

Is it normal for the Hard Drive
to constantly buzz? As it’s mount-
ed inside the keyboard, I can’t hide
it under the desk.

Rodney Simpson,
Jerilderie, NSW

Dr Help: You may just have a
noisy hard drive. It’s normal to be
able to hear a soft whirring sound
coming from your hard drive - the
drive is constantly spinning from
the time you turn it on till the time
you power off.

If, on the other hand, your ta-
ble shakes, the windows rattle and
it sounds like a helicopter is taking
off in your computer room, then
make sure you get it checked oul.

I spoke to Mark Harwood at
Sigmacom, and he said to bring it
in and they’li replace the drive for
you. Make sure you backup your
HD onto disks before you go in, so
you can do a restore onto the new
drive when you get home.

One small note - it’s probably
better, rather than creating 4 par-
titions, fo just have the 2 standard
ones (Workbench and Work). In-
stead of using partitions for your
other files, just create drawers
called Gamesl, Games2 and Utili-
ties on your Work partition,

This way you won’t run into
problems with one of the other
three partitions being full, but

there still being plenty of room

free on the drive; you also save
around 30k of RAM from each of
the two extra partitions, since
AmigaDOS uses the same amount
of RAM for basic administration of
any partition, no matter what the
size.

Chip RAM Confusion

Dear Helpline, I'm trying to
upgrade my A500 to 1Mb of chip
RAM, and I read the article on up-
grading to 1Mb chip in April 1994
Amiga Review.

I checked inside my machine
and I did have the 8372a Agnus
chip and a revision 6a mother-
board, so it should have just been a
matter of finding somebody to cut
the jumpers and solder the other
two pads together (my eyesight’s
not the best).

But then I came upon a letter in
the October 1994 Helpline titled
"RAM Mistake". On reading this, I
became confused. Question time.

1) My board seems to have the
four chips mentioned already in-
stalled; can I still do the upgrade?

2) In the April issue it says that
this upgrade only works WITH the
A501, but the October issue says
the A501 will be useless! Who's
correct?

3) What do I lose by doing this
upgrade - is it only fast RAM?
And will I regain my fast RAM by
adding an A590 hard drive with
2Mb fitted?

4) Could I replace the 8372a
chip with the 2Mb fattest Agnus to

get more chip RAM?

Tony Mepham
Orange NSW

DR Help: The four RAM chips
you see are the standard 512k chip
RAM. You’ll note there are also
spaces where another four chips
could be installed; these are the
ones referred to in the RAM Mis-
take letter.

If you install more RAM in the
spaces, your A501 will indeed be
useless, because both sets of RAM
try to inhabit the same space in the
memory map and trip over each
other. But if you ignore the spaces
and just use the A501 for your ex-
tra chip RAM, as detailed in the
the April *94 instructions, you’ll
be fine - and there’ll be much less
soldering involved.

A501 RAM isn't chip RAM,
and it isn’t fast RAM. Technically,
it’s helpfully called 'slow/fast"
RAM, which means it can’t be
used for storing data directly ac-
cessible to the graphics and sound
chips (like chip RAM) and it
doesn’t have the speed bonus asso-
ciated with true fast RAM, which
doesn’t labour under the extra
load of being accessible to the cus-
tom chips.

So upgrading toe IMb chip
won’t lose you anything, really,
except compatibility with stupid
programs (old games) which as-
sume that if there isn't 512k chip
RAM and 512k slow(fast, there
must only be 512k chip. There are
very few such programs around
these days, though, so don’t worry.

Adding an A590 or other side-
port expansion device will indeed
give you real fast RAM - and, as a
side benefit, about a 30% overall
speed increase too.

The A500 can’t take a 2Mb Ag-
nus unless you get one of the $450
or so 2Mb chip boards.

Q
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Free Reader Classifieds

A1200/40, The hard drive is almost full and the
contents would suit someone who is already on
Amiga enthusiast, however I would be glad to
assist you if you need help. Monitor (white 1084s)
and 3rd edition ROM Kernal manuals included.
$990. (076) 355 898 and ask for Matt.

A2000HD. With 3Mb RAM, WB2.1, ECS Chip
Set, A2091 hard drive controller with 50Mb SCSI
disk, $450. Contact Craig Arnoldt. 054
419769(w), 054 413693(h).

A23865SX-25 Bridgeboard, 3Mb RAM, Janus 2.1,
DOS 5, SVGA Multi-IO card (2 serial, 1 parallel,
1 game, 1 IDE controller, 1 floppy controller,
512k SVGA graphics: all on one card!), 40 Mb
IDE hard disk. IBM HD floppy required but not
included. $800 the lot. Contact Craig Arnoldt. 054
419769(w), 054 413693(h).

A4000/040, 14Mb RAM (2¢ + 12f), KS 3.0, 120Mb
hard disk, A2065 Ethernet card, NEC 3D monitor
(displays all graphics modes), Buster and CPU
upgrades, lots of original software. $4300. Contact
Craig Arnoldt. 054 419769(w), 054 413693(h).

A4000/040, 8Mb fast , 2Mb chip, 2 x 120Mb HD
(IDE), 1 x 2091 SCSI controller (new) and 1 x
1942 Stereo Multisync Commodore Monitor. All
in perfect condition, latest and greatest. $4000.
Phone Dean before 11-1-95 and after 27-1-95 (H)
07 254 1946 (W) 07 832 6555. Opalvision card
and software (V.2). Perfect condition with original
disks and packaging. Suit A2000, A3000 and
A4000. $600. Phone Dean before 11-1-95 and
after 27-1-95. (H) 07 254 1946 (W) 07 832 6555.
Note: $500 with above A4000 system.

A500. With 1IMb RAM, KS1.3, 1 floppy, TV
modulator, joystick, mouse, many disks etc, $225.
Contact Craig Arnoldt. 054 419769(w), 054
413693(h).

Accel-500 24 pin wide carriage printer 500cps, in
as new condition in box with all manuals and 2
new colour ribbons. $480. Ph (044) 437 190.

ADPRO 2.3 and PRO conversion pack 2.3 $80.00,
DVideo III $20.00. Phone Mark (09) 344 5476.

Alien Breed 11 and free game Apache $17. Phone
Dave on (06) 282 4934,

Amiga 1200 4Mb RAM expansion. Blizzard
1200/4, 32 bit, 70ns with sockets for 68881/2 and
another 4Mb. $290. Perfect condition. Phone Antti
on (06) 272 5980 BH: (06) 241 33973 AH.

Amiga 1200 with 40MB Hard Drive, GVP 1230 II

40 Mhz, 10 Mb RAM, SCSI board, external SCSI
box containing NEC 2X CD ROM drive and a
SyQuest 105Mb removeable hard disk drive,
Golden Image Hand Scanner, programs and
games. All as new condition $2700 ono.
Wollongong (042) 96 1809.

AMIGA 2000 HD & 68030 Accel, 104Mb HD,
4Mb RAM, switch to 68000, original software:
PPage 4. Prowrite 3.3, DPaint III, Deluxe Music,
QBack Tools, Maxiplan, Superbase, Civilz,
SimEarth, RRTycoon, Frontier, Harpoon, 688
Attack Sub, Populous 1&2, IBM emulator and
many more disks. $1200 ono (06) 282 3439 or
(06) 2832075. Ask for Leigh.

Amiga 4000/030 and FPU (33Mhz), SMb RAM
(3Mb Fast and 2Mb Chip), 3.5 inch ext. 880kB
disk drive, 120Mb hard drive and a NEC
Powermate/Multisync II. Plus Brilliance, Final
Copy II. Scenery Animator V4, PC-Task V2.
$2000 the lot. (03) 689-5896 (David).

Amiga 600 for sale, 2Mb RAM, Clock, History
line, Burning Rubber, Innocent until caught.
Mouse, Joystick, Manuals only 6 months old,
excellent condition $380 ono. Call Craig on (02)
453 6662.

Amiga CD32 mint condition, 3 months old still
under warranty with 21 pin TV SCART
connection and joypad, hardly used gift. Software
included - Oscar & Diggers, Mean Arenas,
Robocod 2, Pinball Fantasies, D Generation,
Overkill and Lunar C, Sensible Soccer, Liberation,
Arcade Pool, Ultimate Body Blows, plus
(educational) Barney Bear goes to school, also 4
magazine cover disks with over 20PD games ect.
Mags included. Sell $600 firm a bargain! Call
Ross on (06) 297 6166 anytome.

Amiga Games: Amiga Original Games: Eye of the
Beholder I and II with clue books. Contact Miles,
Malcolm or Geoff Treblico. (03) 802 3758, Glen
Waverly VIC. Price $35 each or both for $60.

Amiga graphics software: Amiga original
graphics software: Makepath, spline path motion
and animation for VistaPro, unopened two copies
$30 each. Imagine V2.0, 3D modelling and
animation packages, includes Essence I texture
disks, Understaning Imagine book and software
licence agreement (upgradeable to V3) $200.
Contact Miles, Malcolm or Geoff Trebilco. (03)
802 3758, Glen Waverly VIC. Price: Makepath
$30 each, Imagine et al. $200.

Amiga programs. Boxed with manuals, Elan
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performer $20, 3D const kit with VCR $30, Ultra
design 1.1 $80, A1200 clock module $30 (unused)
& Post. A Edwards P.O. Neville 2799, NSW.

Amigavision professional original program disks
and manual wanted. (02) 821-1639.

Attention! AMIGA CD32 CLUB for Victorians.
Swapping, selling and hiring games. Many games.
Also hints, tips and cheats. Also mag CD’s
available. Also hints and tips for many ADV
games on A500, A2000. Please write for info to :
Matt A. 11 Harcombe St, Bell Post Hill, Geelong
VIC, 3215.

Bernoulli Transportable 90Mb removable media
SCSI drive with one 90Mb disk, SCSI and power
cable, $600 ono. Will sell as internal unit for $500
ono. Mark (02) 750 5195 or (02) 805 0111.

CDTV with black keyboard, remote trackball,
remote mouse, ext 3.5" D/drive, Parnet cable and
software, Fred Fish CD 0,600, Battlestorm, Wrath
of the Demon, Sim City, Classic Board Games
$600 the lot. Ph (044) 437 190.

Final Copy II Rel 2.0 plus Soft Faces Vol 4,
original disks and manuals as new, rego
transferable to your name, $100 ono. Mark (02)
750 5195 or (02) 805 0111.

For Sale: Amiga CDTV (12 months old) with
ROCTEC extra drive, Parnet program with all
cables and parallel switch box. Sim City - World
Vista - Hutchinsons Encyclopedia discs. Perfect
order $395.00 Phone Cliff Hickman (049) 469611.

For Sale: C64 software. Printshop includes
manuals and Special Edition Graphics Library
disk. Still in box $30. Also for sale The Jetsons
and Flintstones Print Kit including manual, still in
box, $20. Phone (047) 841093. Also Commodore
MCS820 Printer for sale, good condition $50.

For Sale: Commodore 128D Computer,
Commodore Colour monitor 10848, Citizen 120D
Printer, Manuals and games. Excellent condition.
$500 ono. Also available for sale, Freedom
Computer Desk $199. Phone: Lorraine on (02)
528 6569,

For Sale: D-Paint IV and Saxon DTP, $60 each or
both $90, A2090 board $45, Two C64 computers
no power supply $45 each. All of above are new.
Also wanted: Flicker fixer and accelerator to suit
A2000. Wayne Boulton (02) 742 5385.

For Sale: Sony XV-3000GA Video Enhancer $110
ono. Sony XV-5000CE Video Colour Corrector
$195 ono. Great for enhancing colour, clarity and
picture quality of your videos or digitising. Phone
Steve on (02) 708 4403.

Hardware: C64 with 256K RAM expansion.
Unique productivity, developers or educational

system. Includes disk drive, mouse, GEOS
productivity software, Pascal compiler, games and
heaps more software. Nearly 20 books on Basic
and Kernal ROM chips, 6502 assembly language,
GEOS programmers manual, etc, introductory and
advanced. Parallel printer interface, 100 blank
disks - absolutely everything you will ever need!
Contact Miles, Malcolm or Geoff Trebilco. (03)
802 3758, Glen Waverly VIC. Price $500.

Heart of China (Adventure Game), Aquaventura
(3D Flying Combat Game), Nuclear War all for
$35. Alternatively will swap for Ghouls 'n Ghosts
or BattleChess. Phone Jim (077) 798548 AH.

Imagine 2.0 $80, Maestro XR2400 modem $100,
GVP A1230 Turbo 030’882 40 Mhz, 4Mb RAM
$950, A2000 40Mb HD, GVP $1500, Accelerator
and SCSI board @ 25Mhz, V2 and V1.3 ROM,
Philips monitor, 2 FDD, 2Mb RAM, Ph MARK
(06) 2861358,

Imﬁgine 3.0, original disks and manual as new,
registration transferable to your name, $300 ono.
Mark (02) 750 5195 or (02) 805 0111.

Printer, Epson LX800, 180CPS, cut sheets or
continuous paper, draft and NLQ modes, suit PC
or Amiga. $135. (02) 625 8950.

ProWrite 3.0 wordprocessor with text and
graphics capabilities, original disks and manual,
$40 ono. Mark (02) 750 5195 or (02) 805 0111.

Wanted - Ghouls ’n Ghosts. Will pay $20. Ph Jim
(077) 798548 AH.

Wanted Urgently. 1 AMIGA 3000T power supply
or schematics for same. Contact Laurie McKay on
(051) 773835.

Wanted: Accelerator to suit A2000. Keyboard to
suit A2000. 1x4 ZIP page mode memory chips
(4Mb in total). Phone Steve on (02) 708 4403.

Wanted: An Amos pen pal who knows what they
are doing & who would be glad to help make
games and so forth. Write to Ron Scott 41 Cedar
Cres Forbes NSW 2871

Wanted: For Amiga 500 - ICD AdRAM 540
expansion board and manual with or without
DRAMS. Phone CIliff Hickman (049) 469611.

Wanted: Miracle piano system for Amiga. Call
Sam Blinkhorn (066) 333184 or write PO Box
186, Kyogle 2474,

Wanted: Sound Sampler for AS00 or A2000. And
for sale: Space Hulk $20, 4th and inches
(Gridiron) $10, Omnicron Conspiracy (ADV) $10,
Hunt for Red October (ARC) $10, Darth Vaders
Hang Man $5, (Strongden Software. AMOS).
Write to Matt A. 11 Harcombe St, Bell Post Hill,
Geelong VIC, 3215.
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Distributed by Software Buyers Service

(03) 808-8308 phone & fax
Dealer Enquiries welcome

AMIGA

Public Domain MICE
. (A INCLUDING POSTAGE

WE NOW ACCEPT MASTERCARD, VISA &
BANKCARD!

IMAGINE USERS

We have an extensive range of theme packs for Imagine users,
Fant and Wrap packs are also useable in other renderers like R3D.
101 IMAGINE ATTRIBUTES - 4 Packs of 2 Disks - $6.858a
2x 1017 IMAGINE ATTRIBUTE PACKS - 4 Disks - $13.00
3x 101 IMAGINE ATTRIBUTE PACKS - & Disks - $19.00
4 x 101 IMAGINE ATTRIBUTE PACKS - & Disks - $25.00
Each Attribute Pack Iincludes A BONUS Object as well as a HAM &
24 Bit JPEG Rendered Relerence Picture of EVERY Attribute!
101 TYPE 1 .PFB FONTS - 5 Packs of 4 Disks - $11.95ea
2 x 101 TYPE 1 .PFB FONTS - 8 Disks - $22.00
3 x 101 TYPE 1 .PFB FONTS - 12 Disks - $34.00
4 x 101 TYPE 1 .FPFB FONTS - 16 Disks - 545.00
5 x 101 TYPE 1 .PFB FONTS - 20 Disks - 554.00
All fonts have been tested 1o wark 100% with the new V2.8 7 3.0 Spline Editor,
101 IMAGINE OBJECTS Vol - 1 - 8 Disks - $22.85
107 JPEG WRAFPS Vol -1 - 5 Disks - $14.95
101 JPEG WRAPS Vol - 2 - 3 Disks - 59.95

ASSTD THEME PACKS

We have a huge range of theme packs covering a wide
range of subjects, listed are just a few!
101 WB 2.0+ GAMES - 2 Packs $39.95ea or §75.00 Both!
501 CLIPART - 5 Packs of 5 Disks - §14,085ea
3 x CLIPS - 15 Disks - $42.00
5 x CLIPS - 25 Disks - $68.00
B Disks - $22.95

2 x CLIPS - 10 Disks - $28.00 -
4 x CLIPS - 20 Disks - $55.00 -
501 SOUNDTRACKER INSTRUMENTS -
HARD DISK USERS PACK - 3 Disks - $8.95
DISK EXPERT/HACK PACK - 5 Disks - $14.95
ULTIMATE TEAMINAL PACK - 5 Disks - §14,95
(INCLUDES ULTIMATE ARCHIVERS PACK)
ULTIMATE ARCHIVERS PACK - 2 Disks - §6.95
EASY BUSINESS PACK - 5 Disks - §14.95
INTERMEDIATE BUSINESS PACK - 5 Disks - $14.95
HOME BUSINESS PACK - 4 Disks - §11.95
KIDS EDUCATION PACK - 2 Disks - §6.85
EDUCATION PACK - 5 Disks - §14,95
‘C* PROGRAMMERS MANUAL PACK - 5 Disks - $14.85
AGA UTILITIES PACK - 3 Disks - $8.85

For any Overseas Orders, Please Add 7% of the TOTAL orders
Value to cover Airmail Postage. Minimum Card Order $10.00.

Send $2.00 for a full Catalog Disk + the Latest Virus Checker
PUBLIC DOMAIN PLUS
P.0. Box 791 Hornshy NSW 2077 AUSTRALIA

olutjons

endered

Solutions Rendered Pty. Lid. ACN 057 923 645

Call (02) 838 0733 or fax (02) 838 9376
We are open 9-5pm Mon to Fri, 9-12 Sat.

How to order: We accept cash, cheques,

Bankcard, Visa, Mastercard, Direct Deposit or COD.
Mail, fax or phone orders happily accepted!
PO Box KL 906, Kings Langley NSW 2147

CD-Roms
17 Bit Collection
17 Bit Continuation
3D Rom Il - 200 3D objects
Amiga Graphic CD 1orCD 2
Amingt 4
AMOS PD
Art Connoiseur CD-Rom
Avalon - 30 archives from Intemet
CD Demo Vol 1 or Vol 2
CD PD Vol 1, Vol 2, Yol 3 or Vol 4
CD Exchange 1 - CD-32 title with lotsa PD
Clip Art & Fonts CD
Clip Art Warehouse
Corel Professional Photo-CD Sampler
Desktop Publishers Dream
Emerald Mines
EuroScens
Fractal Frenzy
Frozen Flsh
Gifs Galor
Gold Fish - Fsh disks 1-1000
Imagine CD V2.0
Insight:Dinosaurs
Lock and Load - heaps of games
Meeting Pearls
Micro R&D - Volume 1
Micro R&D - Volume 2
MultiMedia Toolkit - CD32
Network CD

Raytracing | - lots for Imagine, Real3D, LightWave

Raytracing 2 - more as above
SFX on CD Rom

Sounds Terrific - 2 CD's with |FF sounds, mods efc

Video Creator

$99
859
$155
$40
$40
$55

$85

CD-Rom drives
NEC CDR-25 axt single spin - SCSI
Sony CDU 558 int. double spin - SCSI
Sony CDU-55S ext. double spin - SCSI
NEC CDR-500 Int triple spin - SCS!
NEC CDR-600 ext triple spin - SCSI
NEC CDR-501 int quad spin - SCSI
Zappo - Suit A1200 Ext. PCMCIA inc siw

Internal IDE with cont & s/w - sit A2000/44000
All complete with driver software at NO exira chargel

Hardware
AlfaData MegaMouse - best mouse avallable
AlfaData Crystal Trackball

AlfaDrive - external floppy drive, slimlins, guist
AliaPower |DE and up to 8Mb for AS00, OMb inc
AlfaScan 800, B00dpi, 256 greys hand scanner
AlfaScan 800+ OCR as above with OCR siw
AlfaColour 400 dp, 256k colour hand scanner

Amplified Speakers - 10 watis

- 30 watts - earplugs optional!

High Density (1.76Mb) internal floppy drive
Ei\?h Densily 1.76Mb) external floppy drive
P DSS 8+

Microvitec 14" Monitor- all AGA modes
Midi Interface - 1 thru, 2 in, 4 outs
MultiFace Ill - 2 serial and 1 parallel

Oktagon 2008 SCSI cuntroi[er with Gigamem!

Quicknet Cards - not $475,

Tandem - IDE CD-Rom + 1 E HD cont
Vidi 12 RT

Vidi 24 RT

A1200 upgrades

$209 DKB 1202 - no ram - no copro $199
$499 DKB 1202 - 20MHz 68882 - UMb 5249
$599 DKB 1202 - 20MHz 68882 - 4Mtg 9
$799 Ram boards, chips & SIMMs
$1099 DKB MegaChip - 2Mb chip ram 3349
$995 1,2, 4, 16Mb 72 Pin SIMMs SCALL
3599 1Mb x 4 ZIP - suit A3000, Oktagon, AlfaRam500  $CALL
SCALL GVP Ram $CALL
Software

Amiback $40

Amiback Tools 555

Electric Thesaurus 5
$40 Final Data - new database from Softwood CALL
$69 Final Copy Il - release 2 - UK spelling $129
$165 Final Writer - release 3 - UK spelling $170
$229 Hoopy Paint 560
$299 Hoo JJV Write 860
$349 KD $25
$699 Pagestream 3.0 $439
$50 PowerPacker $39
$149 Proper Grammar || $89
EogE e o S e e i A
ﬁgg :- Mail to: Solutions Rendered PO Box KL 906, Kings Langley NSW 2147
g;gg : Qty. Description System | Price
$199
$299 |
$300
5169 ;
Egg | Please charge my Bank | Master / Visa card Delivery Charge

EENEENERINRE FFI [

We have available a range of adaptors and cables .

1o suit monitors, hard disk drives ete. SCALL

| Name | / ‘
1 Address

Total
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Ads appearing for second month
51/4 internal drive plus 95 brand name floppies.
Used for backup. Also suitable for PC. Perfect
working condition. $115 neg. Contact Andre on
(074) 654 377.

80286 Bridge Board for A2000 DOS 3.3 GWBasic,
Manuals, 31/2 and 51/4 disks, 1 meg RAM $150.
Phone 065 451545.

8Mb SIMM - memory for DKB1202, MBX12002,
WARP ENGINE etc. - any expansion that takes
standard 72 pin SIMM’s. Fast 60uS memory,
$425. Will accept trade in on 4 Mb SIMM. Phone
(07) 378 8927 after hours. Ask for Ben.

A1000 - The original! I’ll cry when it goes!
Computer, mouse and keyboard - $100 Memory -
Micromegs external 2Mb suit A1000 or A500 in
original box - $100 Monitor - 1084 Excellent
condition - $175 Please phone Rod 02 524 8314
(A/H) or fax 02 540 4985.

A1200, 120 MB HD, 12 Gauge Acc. 50MHz,
MMU, FPU, SCSI AGA Productivity and Games.
All original disks and manuals. Aluminium flight
case. $2300 ono. Call David (02) 476 1860.

A2500, 40Mb HD, 5Mb RAM, 1084S/D2 monitor,
2620 accelerator, ROM switcher 2 and 1.3, 2FDD,
mouse, joystick, utilities: PC-Task, DirOpus,
Excellence, GPFax... Games: Settlers, Heimdall 2,
Lemmings, Vikings, Robocop3, Shadowlands...
$1200. (02) 519 7166

A4000 030, 120 Mb HD, 2Mb Chip, 5§ Mb Fast
RAM. Heaps of Soundtracker MODs and pictures.
Includes Deluxe Paint 4.5 AGA. Price $2100 ono.
Call Des on (077) 439 405.

A500 1Mb external disk drive stereo monitor
10845, Olivetti Colour Printer. Software. Joystick.
Mouse and Computer table. All yours for $750.
Ring 823 7669 after 5 pm.

A500 expanded to 2.5 Mb GVP 120 Mb hard
drive with 2Mb RAM (internal), 1084S monitor,
external disk drive, over 50 original games, 2400
band MAESTRO modem and many extra
accessories. $1100 ono. Phone Michael on (02)
213 7802 or (02) 636 2810 am.

AIR BUCKS! Airline Monopoly Game. Original
Software, instructions and box $30. RAAF Wagga
(069) 38 5316. Ask for Jeff Leicester.

Amiga 500, 1 MB Inc. cables, and TV Modulator,
Joystick, Mouse, Program software and games (8),
power cable still in box, only used once. Cost
$800. Sell $450 ono. Ph. 047 571 564.

Amiga Public Domain, as low as $1.50 per disk,
over 3000 disks to choose from, including Fish,
17-Bit, NZ, Assassins, PE and Lots More. Phone
(067) 85 1458 for your free catalogue disk.

Bernoulli Transportable 90 Meg removable media
SCSI drive with two (2) 90 Meg disks, SCSI and
power cable, $650 ono. Will sell as internal unit
for $550 ono. Mark 02 7505195 or 02 8050111.

C64 SELL OUT: King James Bible complete $60
Super Graphix Jr new $80 512 K RAM cartridge
new $100 Simon Basic cartridge $30 Fast Load
cartridge $30 Spreadsheet cartridge new $30
Phone SWAN 044-713246 Fax 044-713246

CD 32 GAME - Simon the Sorcerer - $40 or will
swap for other good games. Phone 087 23 23 68.

CD 32 Games - Diggers and Oscar on one CD $40
(Both games work on an Amiga 1200 with the
Zappo CD-ROM) CD 32 Official Joypad $20
Both for only $50! Also willing to swap for a
good CD 32 game Call Scott (08) 296 7912, after
6pm.

CD-ROM Drive - NEC Multispin 2X external
plus Oktagon 2008 SCSI-II controller with space
for 8Mb RAM. Also includes 4 PD CDs. All you
need to join the CD revolution on an
A2000/A3000/A4000. Asking $800 ono for the
LOT! Phone (049) 63 6875.

CDTV as new in carton with 2 CDs $390.
Matching black keyboard, Roclite disk drive and
trackball $190. 15 CDs including Groliers,
CDPDA, Demos, Strip Poker, 17 BIT GAMES
$20-40 each or lot $200. The whole shebang $600.
Phone Mynon (02) 365 2820,

Digiview Media Station. Includes Digiview 4.0
digitiser and software, Digipaint and Elan
Performer. Works on all Amigas. All manuals
included. $80.00 Also Fujitsu DLI1100 24 pin
printer with cables and manuals. $200.00 Phone
Nick 02 523 0665.

Final Copy II Rel 2.0 plus Soft Faces Vol 4,
original disks and manuals as new, rego
transferable to your name, $100. Mark 02
7505195 or 02 8050111.

For Sale! Two Autobooting 2090A HD controller
cards, $150 ONO each with cables and docs. Also
one IMb expansion board for A2000, $80 ONO
(fits CPU slot. Handy for those without
accelerator boards fitted there). Ph: 047 304427.
Ask for Michael.

AMSTRAD PC and

For Sale. Complete
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supporting software and hard disk. 1640DD -
incl. printer $1700. Ph 08 262 7136 after 5 pm.
Ask for Kay.

For Sale: AS00 with WB 2.1, a total of 2.3 Mb of
RAM, one external drive and all relevant
software. $350 ono. Phone George: 02-547 1959
most days or after 8.30 any evenings.

Imagine 3.0, original disks and manual as new,
registration transferable to your name, $300. Mark
02 7505195 or 02 8050111.

Logic Games, new TAD Charity disk features
TAD Tiles (Shanghai game with many tilesets &
layouts). Also Atomshoot & 6 other logic games.
To order, send $6 plus $2 for postage to Amiga
Disks, Technical Aid to Disabled, 67 Launceston
St, ACT2606.

M1230XA accelerator for A1200 running at
33MHz FPU (for graphics program which use it).
Makes A1200 run faster than A3000. Used to run
Real 3D V2. 4 months old. As new $450. Phone
(07) 378 8927 after hours.

MAESTRO 144 FM Modem. Only 6 months old -
still under warranty - as new with JR-Comm
software. Speeds up to 14400 BPS for Fax/Data
$260. Phone Ron Burman (09) 351 2015. Mon-Fri
0700 hrs - 1400 hrs.

ProWrite 3.0 wordprocessor with text and
graphics capabilities, original disks and manual,
$40. Mark 02 7505195 or 02 8050111.

Pyramid B & W/ Greyscale Hand scanner with
printer switching box $190. Cutting edge
"Macintosh" external Double Density Floppy disk
drive, with interface to suit Emplant or Amax
$150. Phone (002) 240883 ah, or email
pgee@tasman.cc.utas.edu.au.

Real 3D V2, all manuals, disks and dongle.
Excellent condition, $450 ono. IBM rendering
module for Real 3D. Allows rendering to be
carried out on IBM computers. Excellent
condition, $200 ono. Sell both together for $600.
Call (079) 221184.

-SASIC V6.0 Original disks and manuals, ROM
Kernel manuals, libraries, includes and Autodocs.
Abacus books, Amiga C for Beginners and Amiga
C for Advanced Programmers $400.00. Sarina Qld
(079) 566 278

Scala MM300, Original software, manual and
dongle $300 ADPRO 2.5, original disks and

Sell or swap: Beholder 2, Conquests of Longbow,
Cruise Corpse - $30, Black Crypt, Search for
King, Space 2.1 (enhanced), Knights of Sky - $25;
Op Stealth, F-29, FA-18, Lotus 2, Last Ninja 3,
Chips Challenge $15. Lots More. Write for list to
D Smith. 19 Hibiscus Ave, Brooms Head NSW
2463, 066 467 174.

Stardust, Cannon Fodder, $25 ea. Trolls CD32,
Overkill and Lunar-C CD32, F1, EOTB 2, $20 ea.
Project-X (revised), Zool, Rodland, Anarchy,
Alcatraz, Amnios, Bonanza Bros, Simulacra, $10
ea or all for $150 (save $50). Call (02) 665 2276
or write to Steven Burns, 2A Arden St, Waverley,
NSW, 2024.

Urgent Sale: 1IMb PCMCIA Credit Card Memory
with battery for A600/A1200 and King’s Quest 3.
Both in original condition. Cost $170. Sell for
$130. Call Alex on (02) 833 1221.

WANTED - CDTYV titles especially Music with
Graphics Please phone Rod 02 524 8314 (A/H) or
Fax list 02 540 4985.

Wanted to Buy: Amiga 500 software. Must be
original and under $20.00 each. Prefer games and
utilities on disk but nothing expensive or pirated
will be considered. Phone (06) 2666 221 (8 am - 4

pm).

WANTED. Amiga Fonts (500 version only)
"Japanese" style eg. English letters in "Brush Pen
Kanji" style script. Ph. 08 261 7604. Not between
4-6pm SA time.

Wanted. Beneath a Steel Sky, Monkey Island 2,
Star Trek 25th Anniversary, Kings Quest 2 and
Kings Quest 6 for Amiga 500. AGA Graphics
board for $50 and hard drive (30megs -40megs)
for $50. Phone (043) 246097 or write to 23
Bluewater Parade, Tascott.

XETEC Printer interface for 64. Supports all
major printers $30. ADIDE hard drive interface
for Amiga 500 or 2000 $50. Jim Nagle, 9 Rickard
St, Bateau Bay 2261 (043) 328 307.

READERS ADVERTISE
HERE FOR

FREE!

By mailing your ad to:
PO Box 288, Gladesville 2111

manual $150 FPU (maths co-processor) for or by FAX
A4000/030 and 33MHz Crystal $120 ph: (049
252533, o P (02) 879 4236
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By Graham Bowden

P Several U.K. magazines, who
shall rename nameless, have dis-
tributed a stripped down version of
what is still arguably the foremost
paint package for the Amiga. Gra-
ham Bowden, our chief Deluxe
Paint guru, checked it out.

It’s sad, but true - the demo
version only allows a lo-res screen
with a maximum 64 colours and
no Save, Delete, Print or variable
page sizes. The all important new
features however, were fully func-
tional and there’s a host of them.

The first thing to strike the eye
are the two new additions to the
menu bar. "Mac" is used for
recording, saving, loading and ex-
ecuting macros. Up to ten macros
can be loaded into memory. Once
in there, the "Use" menu can be
employed to select which macro
will be the current one. Doubtless
any number off ARexx scripts can
be written to make use of the fea-
ture, but time prevented me from
doing so.

The macro recording feature
also allows any number of key
strokes and mouse wipes to be
saved ready for use as an automat-
ed drawing tool whenever your
fancy requires it. 1 used the
Record functions to save a speci-
fied drawing array - just a few
squiggles and a couple of flood

+ Coords :
Fast FB 5
+ Hulhﬂyﬁle
v~ Be Square
. Horkbench
ExciBrush
Au’.ioTpanﬁp

Y Fas
1{' Mouse'l‘r-ack

Toolbox
Icons...
Font Dir...

pefault
Last Saved
Save

Recm'ld Macro
Record Details

Execute Hacrn,.

‘Load..
Save 5.

There’s a new expanded
Prefs menu plus all new
recordable Macros

fills actually - which happily
replicated themselves whenever
the macro was executed.

Pulling down other menus
reveals a few more surprises. The
Prefs menu (Figure 1) has been
expanded to include items to call
up various tool box requesters
including the Fill, Vector,
Airbrush etc. There’s an added
item called MouseTrack. What’s
it do? In a word... Dunno. I await
the manual.

New effects

The manual is not needed,
though, to appreciate the additions
to the Effects menu. These are
Media and Texture. Media con-
tains effects like chalk, charcoal
and various other painting medi-
ums for easier and more realistic
effects. Texture, as the name im-
plies, provides the artist with some
exciting new finishes. The demo

disk only had a few, which are il-
lustrated in Figure 2. These effec-
ts are additive. This means with
Texture turned On, any brush or
shape stamped down will continue
to add to the texture’s effect each
time it is restamped over the origi-
nal. The colour of the effect
changes with palettes selections
and is also dependent on the back-
ground colour. Lighter back-
grounds result in lighter texture
colours. Texture works with all
drawing tools so dragging a brush
around the screen will leave a tex-
tured trail. The possibilities using
this effect are endless, especially
once the means of creating your
own unique textures is discovered.

Souped up animation

The Anim menu hasn’t been
forgotten in the upgrade either. In
fact it’s probably the most en-
hanced feature in Deluxe Paint 5.
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There’s the ability to have a sepa-
rate palette on each and every
anim frame - and the spare/scratch
page as well.

The Move requester is also en-
hanced by the addition of Fade and
Adjust controls. Fade, as it sug-
gests, allows a brush to gradually
appear and disappear out of or into
the background. With unlimited
palettes, even 32 colour users can
gradually fade a brush using
palettes successively closer to the
background colour through each
separate animation frame.

The Adjust control has the
ability to provide each separate
frame with its own custom frame
rate. Anything between one and
fifty frames per second is
available. Where the old Deluxe
Paint demanded mega clones of a
single frame whenever a "Still
Frame" was called for within an
animation, the new friendlier ver-
sion only asks for a few frames
playing at a preselected one frame
per second.

Also new to Deluxe Paint’s an-
imation features list is the new
Camera Move requester. This
item falls under the category of
one of those things you didn’t
know you needed until you saw it
and now you can’t do without it.
What is it?

Simply, it’s a scroller. And a
zoomer. Oh, and you can add a
general background mover abouter
to that as well. It’s the quintessen-
tial tool for simplifying apparent
foreground motion. Ever watched
Fred and Barney flat foot their
way along the streets of Bedrock?
Noticed how, although the car
seems to be in the foreground
moving across the background, it
is in fact an endlessly repeating
background scrolling behind their
mildly bouncing car?

This little animator’s trick re-
quires just a few frames of animat-
ed car and a cleverly drawn back-
ground. Using Deluxe Paint 5 the

car, with its rotating and bouncing
wheels would be drawn over a few
frames then picked up and saved
as an animbrush. Next step would
be to the spare/scratch page where
a clever background would be
drawn covering at least the entire
width of the screen. I say clever
because the left and right edges of
the picture must be exact matches.
The picture in Figure 3 illustrates
the point.

Calling up the Camera Move
requester and selecting an "X" dis-
tance to match the screen resolu-
tion’s "X" dimension (320 pixels
on a lo-res screen, double that for
hi-res) will set the scene for the
background scroll. Set the number
of frames, select "Wrap" and click
"New" and once Deluxe Paint’s
done the hard work, recall the ani-
mbrush and stamp it over the
background. "Wrap" must be se-
lected to allow Deluxe Paint to
draw a seamless background.
Without it the background will just
disappear off the edge of the
screen.

Of course the camera can be
made to move along all screen ax-
es - the "Z" axis providing zoom in
and out - but the camera can’t be
rotated. It can however be acceler-

ated and decelerated and to assist
in gauging the movement, the start
and end positions can be set on
screen using the "Start" and "End"
buttons with the "Adjust" button.
Adjusting an extremity along the
"Z" axis entails holding down the
Ctrl key while moving the mouse.
Also for the animator, the light
table has been enhanced. Up to
four screens can be over or under-
layed and the frame depth and
brightness/dimness are fully and
independently definable. Anima-
tions can now be created on cus-
tom screen sizes. No more "Can’t
animate with page bigger than
screen” messages. Great stuff.

A better airbrush

The Airbrush Tool is another
big change item. To the standard
airbrush of old has been added a
new, more realistic sprayer. At
least, it should prove to be more
realistic on screens with higher
resolutions and more colours than
the 64 colour lo-res demo version.
Basically though, the new brush
anti-aliases the edges of the air-
brush effect into whatever colours
are in the background. This soft-
ens the edges and gives a more
natural looking effect. The spread
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Fig.3

Camera Move Requester

With Wrap selected a picture

like this can be used to form -
a seamless moving background
for your animation

The old Move Requester
has an added a Fade
feature added plus the
ability to adjust

{on screen  in real time)

the start and end positions
of a brush to be animated

and depth (Radius and Flow) of
the softening are user adjustable.
Those are the major upgrades. Mi-
nor tweaks include the ability to
select wireframe when working
with a custom brush, and the free-
hand brush pickup has finally be-
come a genuine freehand move-
ment rather than the point click,
point click method of old. Once a
brush has been lassoed, tap the

AfTable Seffings

space bar to pick it up.

Rubthrough has been added to
the Modes menu and also to the
fill type requester. Right clicking
a built-in brush in the toolbox now
allows that brush to be sized up or
down by holding down either
mouse button. Translucency is no
longer confined to a single level of
transparency  because  gradient
translucency fades can be created.

For the really serious artist the
big big news will be the ability to
create, edit, load and save 24 bit
data. Unfortunately sampling of
this feature was out of the question
on the 64 colour demo version.

Finally just about every re-
quester has come in for some re-
design. Even the Load - and I sup-
pose the disabled Save and Delete
- requesters have been tipped up-
side down. The directories and
files have been swapped around
with the files now appearing above
the directories. Unfortunately, the
developers have still not seen fit to
require double clicking on directo-
ries to open them. Double click a
directory in a Deluxe Paint 5 re-
quester and you can still find
you've stepped down through an-
other directory on the second
click.

I’d still like to see the Wrap fill
type switchable between convex
and concave wraps, and a mouse
decelerator for really fine work
would be an advantage. The tool
box and menu bars continue to
hinder some effects if they’re
turned on, the most notable being
flood fills which won’t modify any
colours hidden under them. The
old Deluxe Paint 3 ability to load
the program without loading all
the tools is still off with the dodos
and dinosaurs. For those who
weren’t around then, Deluxe Paint
3 could save considerable memory
by only loading tools when they
were required, then purging them
from memory when another tool
was selected. Less well heeled
Amigans found this feature a
boon, especially when -creating
large animations.

As far as I can tell, colour gra-
dients can still have a maximum
of 32 colours per gradient.

So there it is, a dissertation on
Deluxe Paint 5, the demo version.
I await the real thing with RSIed
fingers. It’ll be brilliant.

Q
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Workbench

By Daniel Rutter

P Yes, folks, you can finally go out
and buy Workbench 3.1 for Amiga
500, 2000, 3000, 4000 and 1200
machines. It’s been a long time
coming thanks to the ongoing con-
fusion over the death of the old
Commodore and the rise, whenev-
er it’s going to happen, of the new
- but now Australian buyers can
get 3.1 for Australian dollars.

The actual package, though it
bears the Commodore logo, is put
together by the German outfit Vil-
lage Tronic.

This is a result of the farming
out of important projects that start-
ed as Commodore slid into the pit;
another prominent example of the
phenomenon is the Envoy net-
working package being produced
by Intangible Assets Manufactur-
ing.

These external manufacturing
deals are a Good Thing - they ease
the drought of Amiga OS updates
that resulted from Commodore’s
demise.

The big question is - why
should you bother shelling out
$200 odd for the upgrade? Is it as
much of an improvement over
Workbench 2 as 2 was over 1.x?

Well, no. If you’re one of those

3.1 Upgrade

poor unfortunates still using 1.x,
upgrade at least to 2.1 if you want
to do anything serious with the
computer. But if you've already
got 2.x on an ECS machine, 3.1
will not be a quantum leap - and
you have to weigh up whether the
$200 is worth it.

Whaddaya get?

In the 3.1 box you get ROMs
to suit your AS500, 2000 or 2500
(the AS 320 pack), your 3000 or
3000T (AS 330) or your A4000
(AS 340). You also get manuals
for Workbench, DOS and
AREXX, and the usual pile of
disks.

The review version was an AS
330, and it went on the unacceler-
ated A3000 that does about half of
the Amiga and PC Review DTP
grunt work.

There’s no 3.1 package for the
A1200, but the software works
with the 1200’s old ROMs. I'll
discuss below why A1200 ROMs
are being eagerly awaited by some
- the package should be along Real
Soon Now.

Getting the ROMs into your
machine isn’t hard - the package
comes with decent instructions for

people who've never opened their
computer before. If you're not
confident about ripping your ma-
chine open, it won’t cost much to
get a technician to put the ROMs
in for you, but it’s really not rocket
science if you’re working on the
common AS500 or A2000 ma-
chines.

Naturally, the review machine
had to be a 3000, the most annoy-
ing Amiga in the world to change
ROMs in thanks to its Swiss watch
design philosophy.

You have to rip out all your
cards, the card holding daughter-
board, the power supply, the hard
and floppy drives and the whole
chassis all the above sit or lean on
before you can reach the ROMs -
and if you have a problem you get
to do it all again. And again. And
again.

Sorry. I just wanted to get that
off my chest. Moving right along.

The 3.1 software comes on the
traditional clutch of disks, and
anyone who’s installed Work-
bench 2.x will cruise through the
installation; naturally, it uses the
standard Installer program and
there are no big changes here. As
always, people who've added
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“3.1’s
new features are
good for some uers,
but it’s not a mass
market product.®

things to their startup-sequence or
like to run odd patch programs
may have to tidy things up by hand
- but if you're smart enough to
patch your system in the first
place, you should be able to handle
the repairs.

Improvements

Once you’ve installed the new
system, there aren’t any spectacu-
lar changes on the face of it, unless
you’ve got a 24 bit graphics board.
The big differences between OS 2
and 3 are all graphic-based, and
you don’t get much improvement
unless your machine can display
256 or more colours.

If you do have a monster
graphics board, you’ll be able to
make use of a load of new graph-
ics modes - DBLPAL, DBLNTSC,
Super72 and so on, many of which
give flicker free high resolution
display without a flicker fixer.

Most of these are available to
people using ECS, but with re-
stricted colour choice - as with the
older Productivity mode, you can
only use them in four colours.

This is because all the operat-
ing system tweaking in the world
can’t make the graphic chips more
powerful; if you don’t have an
AGA machine or a graphics board,
you can have lots of colours OR
high resolution.

It could be WB3.0 - except for the ROMS.

All the new graphic mode stuff
is of minimal use to A3000 users,
or anyone else who’s already got a
flicker fixer. Using hires lace and
overscan you can get as much dis-
play as you need; the higher re-
fresh rates used by Super72 and
the like do make the screen more
stable, but give you fewer lines in
exchange.

You get Multiview and
Datatypes; 3.0 users will already
be familiar with these. Multiview
is the program that ties together all
of the Amiga’s file displayers and
players. You can use Multiview as
the default tool for any such file
and it’ll winnow out the correct
viewer.

Datatypes let you extend this
concept, allowing datatype-aware
programs to load any image format
for which you have a datatype as if

it were IFF. Datatypes only work
one way, so you can’t save in
datatype formats, but it’s handy to
be able to load GIFs, BMPs, JPGs
and the like into your paint pro-
gram without conversion.

Datatypes also work for sounds
and animations, in any format
somebody writes a datatype for.
They’'re not a quantum leap -
there’s no major task you can per-
form with datatypes that you can’t
with separate converters and tem-
porary files - but they’re much
more elegant.

CD support

3.1 has inbuilt CD-ROM sup-
port, via the new CDFileSystem in
L:. The system comes with a DOS-
Driver for a CD-ROM device
which you can tweak to work with
any CD-ROM that hangs off the
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scsi.device (i.e. anything on a
Commodore SCSI controller or
and IDE CD-ROM on a 1200 or
4000).

You can play CDXL animation
files with appropriate software,
and you also get better support for
booting from CD-ROM if you’ve
got a drive with the appropriate
firmware - for example, the PCM-
CIA Zappo drive for the 1200 (re-
viewed in the October 1994 Amiga
Review).

Cutting through all this, the
first feature’s not very useful, be-
cause it only works on CD-ROMs
on a Commodore controller and
because you can get very good
bundled CD-ROM driver software
with any drive - or grab some from
the public domain for virtually
nothing.

3.1 does not make it possible to
boot from a CD-ROM, in and of
itself. You still don’t get a driver
built into the ROM, just a filesys-
tem you can use when you've
loaded Workbench and better sup-
port for CDTV and CD32 soft-
ware.

The odd thing is that the big
market for this particular feature is
A1200 users with a Zappo or simi-
lar drive who’d like 90% compati-
bility with CD32 titles instead of
the 50% or so you get with 3.0 -
3.0 Zappo users can’t view any
CDXL animations, and the one we
tested crashed on many games that
reached out and touched 3.1 fea-
tures that weren’t there.

But since you can’t actually get
3.1 ROM:s for the 1200 yet (watch
this space...), CD32 cloners are left
out.

Speed

The 3.1 chips have rewritten
graphics and layers libraries (hard-
ware libraries that deal with graph-
ics), which means that there was
about a 30% improvement in
graphic speed on the A3000 test
machine.

Amiga Intuition Based Bench-
marks reported this - 30% faster in
the WritePixel test, much the same
for everything else. This means
pure graphic operations are no-
ticeably snappier - the classic ex-
ample is plain old Workbench
window-wrangling.

The faster graphics will be a
help if you’re doing animations,
multimedia, desktop publishing or
anything else where redraw speed
is critical, but remember that the
underlying operations that produce
the graphics to be shown on the
screen aren’t running any faster,
just the actual displaying, so you
probably won’t realise the entire
30% improvement in many appli-
cations.

I haven’t done tests on the im-
provement 3.1 gives over AGA
graphics speed (already twice as
fast as ECS), but other users have
reported it’s not as great. And, of
course, 1200 owners running the
3.1 software but not hardware will
get precisely the same speed they
had before.

There certainly won’t be any
speed boosts if you’re' not using
the Commodore graphics libraries
at all - in other words, if you’ve
got a 24 bit graphics board with its
own display libraries.

Problems

Naturally, it’s not all peaches
and cream. Every time an OS up-
date comes along, we find another
few programs that haven’t been
written to Commodore specifica-
tion and fall on their faces in one
way or another.

It’s been getting better lately,
with 3.0 actually managing to run
some things that worked on 1.x but
failed on 2.x, but while there are
coders who want to cut corners to
make their product a bit faster, a
bit more compact or a bit closer to
their idea of what a user interface
should be, there’ll be incompatible
programs.

3.1 is pretty good in the com-
patibility department. Generally, if
something works on 2.x it’ll work
on 3.1. But I did find a couple of
failures.

In the minor annoyance depart-
ment, DirOpus’ built in picture
viewer hung. This was not a fault
with the viewer as such - it was
because we had the fade in/fade
out frill turned on, and that dis-
agreed with the new chips. C’est la
vie.

A more important problem
manifested in Professional Page
4.1, which everyone already
knows is not written in anything
which could even in a dim light be
taken by a person with impaired
vision to be an officially sanc-
tioned manner. Pro Page fell over
somewhat when using a 16 colour
screen; the program worked, but it
didn’t redraw the screen properly,
turning everything gray at the
slightest provocation.

A few calls confirmed that yes,
it does this on other 3.1 machines
and yes, you can solve the problem
by the simple technique of using
black and white mode (thanks,
guys) or spending lots of money
on a 24 bit graphics card (thanks
again). Yay, Gold Disk!

There’s also a hiccup in the 3.1
ROMs themselves, which you’ll
only notice if you’re using an old
SCSI hard drive. By old I mean
late 80s vintage - Quantum drives
before the LPS era trigger it, as did
the elderly 170Mb Fujitsu drive in
the test A3000. We’ve been using
this drive for years; it's not dread-
fully fast but it’s reliable, and giv-
en the durability of recent SCSI
devices it could give service for
many years to come.

But not on a 3.1 machine.

The symptoms of the 3.1 old
drive problem are very simple;
when you turn the machine on, the
SCSI light locks on and the com-
puter becomes a vegetable.
Doesn’t make it to Kickstart. Have
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1.x - Denotes any version of Workbench starting with 1.
1.0 was abysmally buggy and unstable, 1.1 a bit better. 1.2
was pretty good, and 1.3 added bootable hard drive and re-
coverable RAM disk support.

2.x - Any version of Workbench starting with 2. 2.00 was
the original version, 2.04 was a bit more polished and was
the version most people got in the old Workbench 2 up-
grades, 2.05 had support for PCMCIA card sockets and so
came with the Amiga 600, and 2.1 is the current version of
2 and is what you get in a current WB2 upgrade kit.

3.x - Any version of Workbench starting with 3. 3.0 is what
comes with A1200 and 4000 machines, 3.1 is what comes
with the CD32 and can now be bought for other machines
too.

Kickstart ROMs - Amigas keep their basic operating sys-
tem brains on a ROM chip inside the machine. The config-
uration of these ROMs differs depending on the model;
500s and 2000s have a single ROM chip, 3000s, 4000s and
1200s have two ROMs. Some Amigas don’t have ROMs,
notably the original A1000s, which need to be fed a Kick-
start floppy disk before they can think straight and early
16MHz A3000s, which keep Kickstart in a file on their
boot drive and read it off as part of startup.

Workbench/Kickstart - Often used interchangeably, these
are the two parts of your Amiga’s operating system. Kick-
start is (usually - see above) the hardware part, and Work-
bench is the software. There are more versions of Work-
bench than Kickstart; the ROMs for WB2.04 and WB2.1
are the same.

OCS - Original Chip Set, the set of custom chips that old
Amigas came with. OCS can’t do Productivity or Super
Hires graphics modes.

ECS - The best non-AGA chipset, that allows you to ac-
cess the new and dubiously useful hires modes.

AGA - The current Amiga graphic chipset, which can do
high resolution flicker free graphics in 256 colours for
Workbench, or up to 262,144 colours in HAMS8 mode.
AGA is also about twice as fast as ECS at graphic opera-
tions.

a nice day. Unplug the offending
drive and all’s sweetness and light;
plug it back in and welcome back
to Hangsville, North Wisconsin -
population: you.

The solution to the problem is
as simple as it is expensive; re-
place the drive. No patches, no
tweaks. Fortunately, few people
should strike this bug since such
antediluvian drives are pretty thin
on the ground. But be warned. It
certainly annoyed the heck out of
me, and was responsible for the
3.1 review being postponed.

Overall

For most users, WB3.1’s not
really worth bothering with if
you've already got 2.1. In special
cases - graphic speed freaks,
CDTV software users, owners of
monster machines with 24 bit
cards and early adopters who have
to have the latest of everything -
the $199 is justifiable. And the
mere $50 margin over the 2.1 up-
grade price makes 3.1 a good idea
for anyone heartily sick of 1.x.
Otherwise, don’t worry about it.

The 1200 ROMs could be an-
other story - along with a Zappo
drive they give 1200 users very
good CD32 compatibility and a
regular CD-ROM drive as well.
That upgrade will set a 1200 own-
er back a total of $798, which is
quite reasonable when you consid-
er the price of a CD32 (if you can
find one) plus separate 1200 CD-
ROM, which would have to be
SCSI controlled and hence require
more money on expansion.

Q

Amiga OS 3.1 is $199.
Distributed in Australia
by Software Buyers Ser-

vice on (03) 808 8308.
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HUGE SOFTWARE SALE

A RARE OPPORTUNITY

WAREHOUSE OPEN TO
THE PUBLIC VIA MAIL ORDER

Buy ANY one discounted program from this list
for only $30, and get another 2 boxed games
of YOUR choice absolutely FREE!

AMIGA TITLES C-64 TITLES

Days of Thunder Titus the Fox g'n_f“ %'0‘” (D)D
4D Sports Boxing Hot Rubber aint Dragon (D)

Corporation 2 Gemini Wing galéls OLTl'éunder (©)
Car-V-Up World Class Rugby M° and ( é
Swiv Hagar the Horrible unsters (C)
Final Blow Super Cars Il LOQ"’?‘}_EC)
Rodland Pegasus Eye of Horus (C)

: Cloud Kingdoms (C)
Double Dragon Ill SwitchBlade I

i Warlock (C&D)
Indy Heat Wipe Out
Z-Out CyberBlast Scrabble Deluxe (C)
i Chessmaster 2100 (D)
Turrican Il Globulus &
Thunderstrike Hero Quest er the War (C)
Fiendish Freddy ~ Gold of the Realm Mavis Beacon (D)
! Action Pack (D)
Planet Fall UGH! SwitchElade (D)
Plan 9 (inc Vide

Sword of Honour (i 0) CD Games Pack (C)

Select any 3 Amiga or C64 titles for only $30 + $7 P&H MoviePack (D)

OR ProPack (D)

Select any 12 Amiga or C64 titles for only $100 + $7 P&H (D) = Digk (C) = Cassette

Yes...1 wish to take advantage of this amazing offer. Please send me a:

r Three pack at $30 Plus $7 P&H OR 1 Twelve pack at $100 Plus $7 P&H
Please rush me the following titles in TAmiga T C64 fOrmat ............oivvvermerecsiisissnsrieriseesessessnssisnasesrenrmenssssssessans

......................................................................................................................................................................................

I enclose a cheque/Money order for AS......... or Please debit my Bankcard/ Mastercard/ Visa. (Circle Choice)
Card B i isaerinskiv et ivs s teds Expity Date: o didiine SIENAtITEd v hliattimsmsaresn
EardHelders NAME! . ..c.cumuminsurssrsasaisesnsissiass Contact Phone Number: ( VAR E Sl )| o AT
BHERE ATIESET o5 ssvsesreenerursisnersamuprronsssnsocsmraruss sonesesssssnnsss ass soss RS FEOR ARSI EAPARRIRRRS State: i Postcode: .ieicains
Make cheques payable to Wall Street Video WALl

Send your order to : Wall Street Video, P.O. Box 897, Chatswood NSW 2057 Australia Broughtto % "‘;‘;‘,{m
or Telephone: (02) 411-2108 and have your credit card details ready. you by:




Reader Services - Back Issues

June 1993 Vol 10 No 6

- 3D Animation with Aladdin -
Easy for beginners - The Anima-
tion Workshop - How to beat those
disk swapping blues - Deluxe
Paint Tutorial - Animating in (ap-
parent) 3D.

- Amos column - Andy's Attic -
Exploring WB2 - CanDo - Your
own directory Utility Part 2 - Edu-
cation Column - World construc-
tion set - Down the Opal mine -
Using the Alpha Channel - C64
Column - Hot PD - Games - KGB,
Fate - Gates of Dawn, Darkseed,
Civilisation, King’s Quest Full Solu-
tion Part 1.

July 1993 Vol 10 No 7

- Real 3D 2.0 - Accelerators -
Golden Gate - Microdeal Clarity -
Home Accounts 2 - DPaint - Ani-
mation in 3D.

¥r Education - Back to Basics -
Amos - CanDo - C64.

#r Andy's Aftic - Hot PD -
Games - Chaos Engine, Beavers,
Sleepwalker - Vikings, Sclution to
SuperFrog Part 1, Kings Quest 2.

August 1993 Vol 10 No 8

- Show Report - Vidi Amiga 12
- Final Copy Il - Sound Digitising -
Intro to Desktop Video - Hyper-
cache Professional - Education -
Aust Graphics Atlas - CanDo -
DPaint Tutorial - C64 Column -
Amos Column - Opal Paint's Zap
function

¥+ Hot PD - Games - Hired
Guns, Trolls, Graham Gooch Wor-
Id Class Cricket - Solution to Su-
perFrog Part 2.

Sepiember 1993 Vol 10 No 9

- Art Expression - Paint Pro-
gram - 68060: the Next Generation
- Power Copy Professional - Quar-
terback Tools Deluxe - CanDo 2.5
Upgrade - DPaint Tutorial - Hot
PD.

¥r C64 Column - Amos Column
- CanDo - Education - Back to Ba-
sics Fractions - Andy’s Attic - How
to create a RAD drive - Games -
Creatures, Flashback, Super Frog,
Body Blows, Dark Seed - Solution.

October 1993 Vol 10 No 9

- DPaint AGA - PC Task MS-
DOS emulation - AmiBack Tools vs
Quarterback Tools Deluxe - Per-
sonal Paint - Hot PD - Blitz -
Andy’s Attic - Workbench Tools -
DPaint Tutorial.

¥r Education - Learn to play the
Piano - CanDo - Make your own
Calendar - C64 - Graphics Soft-
ware - Games - Campo’s Int Rug-
by - Reach for the Skies - Project
X Revised Edition, Syndicate,
Street Fighter II, Dune II.

November 1993 Vol 10 No 11

- Brilliance - Hoopy Paint -
Amiga on the Cheap - A1200
Video Tutorial - CED 3.5 - Frame
Machine - Education - Personal
Tutor - Blitz - DPaint - HotPD - Lat-
est Fish Disks - CanDo - Amos -
C64 - Games - Pinball Fantasies,
Desert Strike, Indiana Jones and
the Fate of Atlantis, KGB - Solution
Part 1.

December 1993 Vol 10 No 12

- Amiga CD32 - an in depth
look - Affordable Tape Backup -
SCRAM plus Tamberg - Bernoulli
MuitiDrive vs SyQuest 105

+r EGS Spectrum - Education -
HotPD - Blitz - more clever func-
tions - C64 - CanDo - Foreign Lan-
guage file converter

¥+ Games - Air Warrior, Two
Player Games, 101 PD Games,
KGB - Solution Part 2, CD32
Games Pinball Fantasies, Oscar,
Diggers.

January 1994 Vol 11 No 1

- Palmtop Computing - low
price alternatives to Amiga
portable - Final Writer - What the
manual doesn't tell you - Deluxe
Music 2 - Quicknet - peer to peer
network - Understanding Libraries
- CanDo - Getting key input - Hot
PD - Amos - New extensions for
Amos Pro - Blitz - Zones of control
- Andy’s Attic - C64 Bumper Tips -
Games - ACAR PD Games 2,
Mean Arenas, Yo Joe!, CD32
Quickshots (D-Generation,
Whale's Voyage, Overkill)

Febuary 1994 Vol 11 No 2

- Understanding Genlocks - Fi-
nal Writer - CoolCat - clipart and
animations - Advanced Amiga An-
alyzer - Upgrading from a 68000 to
an A1200 - Dpaint Tutorial - Edu-
cation - Mathmaster Il - HotPD -
CanDo - Electronic Log Book

¥ Amos - Hacking AMOS
Graphic Modes - Blitz - Main loop
for a GUI utility - C64 - Art Gallery -
Games - Ishar 2 - Messengers of
Doom, Frontier - Elite I, Donk,
Soccer Kid, Bob’s Bad Day, Flash-
back - Solution Part |.

March 1994 Vol 11 No 3

- Image processing with Image
F/X - A1230 Turbo Plus board -
VIDI Amiga 12/24 - Capturing high
quality images - GVP’s new time -
base corrector board - Scala MM
300 Synchronous Multimedia - Ed-
ucation - Search for Sanchez -
Help Line :

7 DTP Column - Postscript -
Hot PD - Fish on ROM - CanDo -
Make your own Typing Tutor - Blitz
Basic - Data Security - C64 - On-
line Amiga - Games - Body Blows,
Galactic, Zool 2, Alien 3, Lotus Tril-
ogy, FlashBack solution part 2,
Deep Force, The Patrician.

April 1994 Vol 11 No 4

- Montage 24 - 24 bit video ti-
tling - Warranties and your rights -
Where do you stand - How to get
Broadcast - Sell your Amiga
graphics - Introduction to Internet -
World's largest network.

7r Scenery Animator 4 - Virtual
virtual reality - Upgrading Fat Ag-
nus - Education - Fun at Sideshow
Alley - Blitz Basic Strings - CanDo
- Working with Amiga DOS -
DPaint Tutorial.

7 Hot PD - New Fish, plus
Mand2000 - Helpline - Amos - In-
terfaces without banks - Online -
Games you can play on your local
BBS - C64 - Useful pokes -
Games - Assasin (Amiga Games
Pack), Cannon Fodder, Tornado,
Stardust, Disposable Hero, CD32
Games - MicroCosm, Fly Harder.
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C-Task 3

PC Emulation on a budget

By Daniel Rutter

D It’s a sad fact, but IBM compat-
ible computers dominate the com-
puting world. The architecture’s
old and crusty, the interfaces new
but kludgey and the whole lurch-
ing organism should have been put
down long ago, but there it is.
They’re out there. Get over it.

Since there are so many of the
blighters, it’s helpful to be able to
speak their lingo. Now, a regular
WB2.1+ Amiga can read and write
IBM disks and has no trouble with
many IBM data files (given the
right conversion utilities), but if
you want to run IBM programs
you're left with something of a
dilemma.

You could buy a whole IBM
compatible machine. On the plus
side, this’ll be fast, as standard as a
PC gets and completely separate
from the Amiga, so you can play
one of those cool IBM games on
the PC while somebody else does
some work on the real computer.
But this option is certainly not
cheap.

If you've got an appropriate
big-box Amiga, you could buy a
bridgeboard which puts a PC in-
side the same box. You can get
bridgeboards up to a respectable

S50MHz 80486 processor these
days. This means you don’t have
to buy another box, but these fast
bridgeboards are so expensive you
really might as well spend a few
hundred more and get a whole
IBM clone, with its own hard
drive, monitor and the rest.

XT and AT bridgeboards are
much less pocket-damaging, but
conversely slower, and the world’s
not exactly teeming with bridge-
boarded Amigas so technical sup-
port can be a problem.

The final option is to run a
software emulator - a program that
builds an IBM inside your Amiga,
doing real-time translation of IBM
program instructions into language
the Amiga processor can under-
stand.

There are a couple of Amiga
PC emulators, but the only one
worth bothering with is and was
Chris Hames’ PC-Task. PC-Task
started life as a "demoware" prod-
uct (like shareware, but with a
heavily restricted evaluation ver-
sion), but as of the current version,
v3, it’s gone commercial, with
some considerable changes.

There are now four actual PC-
Task executable programs - 68000

and 68020+ optimised versions,
each in plain and memory-hog tur-
bo versions.

PC-Task supports MDA, CGA,
EGA, VGA and SVGA video
modes, with 256 colours in the ap-
propriate modes if your machine
can display them. Since it now
pretends to be an 80286 processor
instead of an 8086, it’s even possi-
ble to run Windows - of which
more later.

There’s now support for up to
16Mb of RAM accessible to MS-
DOS, you can run PC-Task in a
window (run several - multitask
MS-DOS!), you can use your CD-
ROM drive from DOS, and, as al-
ways, the parallel and serial ports
can be used by the IBM emulation,
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so you can print from programs or
use a modem or plug in an IBM
mouse - although a built in driver
for the Amiga mouse makes the
last one pretty unnecessary.

Setup

Installing PC-Task is easy
enough, but in order to get any real
use out of it you're going to have
to give it a hard disk to play with.
Fortunately, you don’t have to
dedicate a whole hard disk parti-

tion to PC-Task (though you can if

the urge strikes you); you can use
a hard disk file, as used by bridge-
boards, instead.

PC-Task makes it easy to build
these files, and if all you want to
do is use them from the emulator
then you just have to make the file,
then run PC-Task, FDISK and
FORMAT the drive after booting
from a suitably equipped DOS
boot floppy and Robert’s the
brother of one of your parents.

What’s particularly nice about
the disk file idea, though, is that
with a bit more cffort and after
adding an entry to your Mountlist
you can make the "drive" available
to AmigaDOS, too. This means
you can do file manipulation on

‘“ ; 1 I, U 2, Rustralia, :
F 5 1B 4 JRS 2 584 859
¢ driver press LeftAmiga-P (or use PCTHOUSE.EXE),
Eluh*ﬂmga Del,

fanuenrzen*i Hennp¥: #48K

POCESSOD!
'echnical |
Drive R
Drive 5 is

cation S6@62B950

ardbrive C
HardDrive D is! Hﬁa"a11~rln
stapting NS-DOS, ..

alloca

ted 2048K)

1824K

Yes, now you can have the World’s Least Attractive

the PC-Task drive without having
to run clumsy MS-DOS file man-
agement programs at lousy emula-
tor speeds. It’s possible for one OS
to pull the rug out from under the
other - changing a file simultane-
ously from both sides of the fence
can cause some interesting cxplo-
sions - but with a little care this
system works very well indeed.

PC-Task’s rather boring startup screen.
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Speed

The most notable thing about
PC-Task’s speed is still that there
isn’t very much of it. Sorry. Re-
member, a software emulator is a
dancing bear - the wonder is not
how gracefully it dances, but that
it dances at all. With that in mind,
you'll find PC-Task’s sluggish
performance more tolerable.

My test machine is a Work-
bench 2.1 ECS AS500, running a
68EC030 processor at 40MHz, no
math coprocessor, 1Mb of chip
RAM and 8Mb of fast RAM. The
hard drive is a 1Gb DEC whose
speed is considerably restricted by
the GVP Series I1 SCSI-1 con-
troller that’s telling it what to do.

On this fairly speedy system
(it’'s a mongrel, but it moves) I
threw a number of benchmark pro-
grams at the turbo and non-turbo
versions of PC-Task. Some of the
benchmarks got profoundly puz-
zled by timing differences between
PC and Amiga.

This discrepancy caused one
program, which measured the
speed of drawing of a 3D vector
animation, to proudly announce
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that the machine had scored 2.9
frames per second - quite re-
spectable, about the speed of a
slow 486. Unfortunately, I’d been
sitting there watching the thing
and let me tell you that it was clos-
er to four SECONDS per FRAME.

Several other speed tests suf-
fered this same problem, trumpet-
ing impressive test scores based on
crummy timing. [ ignored every-
thing that thought it’d been run-
ning for thirty seconds after you'd
been watching it for five minutes;
another sure sign were programs
that decided the machine was a
70MHz AT.

Some tests simply fell on their
faces when they tried fo access
nonexistent hardware features that
the emulation would rather they
didn’t. Among the less addled
tests, Landmark System Speed
Test 6.00 decided I was running
like a 3.5MHz AT,

The final result, taking every-
thing into account, was that the
turbo PC-Task on the 40MHz 030
runs about twice to 2.5 times as
fast as an IBM XT.

The XT is not the slowest IBM
compatible computer ever - that

honour goes to the original, 8088
based IBM PC - but it’s certainly
very very slow. Beating it is noth-
ing to be proud of, objectively
speaking. Somebody running a
stock A500 with a bit of genuine
fast RAM can look forward to
about 30 per cent of XT speed - if
you’re cruising on a 40MHz
68040, you’ll enjoy better than ten
times XT speed.

But put this in perspective; a
modern 486DX/33 clone selling
with all the knobs on for $2000
will wipe the floor with PC-Task
on a 40MHz 030 by a factor of
about 100. Heck, a second hand
$500 25MHz 80386°1l beat it by a
factor of more than 20. PC-Task is
not fast.

Depending on the test, the low
memory  non-turbo  PC-Task
achieved from 60 to 100 per cent
of the performance of its system-
hog cousin. Predictably, it was
never faster. But when you consid-
er that to start a 640k, CGA ver-
sion of the regular PC-Task sucked
about 1.1Mb of RAM and the tur-
bo version glommed a mighty
5.4Mb (!) the tradeoff seems quite
reasonable.

Disk speed was a pleasant sur-
prise, though. Since the gruntwork
of disk access is really being han-
dled by AmigaDOS, not painfully
emulated MS-DOS system calls,
the MS-DOS hard drive file
worked pleasingly quickly.

With some trepidation, I ran
the MS-DOS DEFRAG disk opti-
miser, but I’m happy to say it opti-
mised my original 10Mb "drive"
as quickly as I'd expect any real
286 to, thanks I suppose to the un-
usually fast drive and decent con-
troller.

I got used to running a pro-
gram, hearing a fraction of a sec-
ond of disk access as the program
got belched over to MS-DOS, and
then twiddling my thumbs for
many more seconds while the little
green men inside the emulator
flicked their abacus beads back
and forth. '

But I'm not complaining - this
speedy disk access means disk-
intensive tasks, like updating
archives or indexing databases,
won’t tun nearly as slowly as the
crummy processor speed might
suggest. However, the bigger the
hard disk file, the slower it runs.

Graphics

PC-Task 3 deals with 256
colour modes quite well, even on
ECS machines. Older versions
couldn’t do 256 colours, even if
you had the AGA chipset; this one
fools programs into thinking
they’re running on a system that
can do 256 colours whether or not
you really can, and then simply
does its best with the graphics it’s
told to draw,

This means that ECS users can
run programs that use more
colours at once than they have, and
simply have to put up with annoy-
ing, ugly, pseudo-random colour
schemes. The programs run -
that’s the important thing.

Realistically, you’re likely to
spend most of your PC-Task time
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using it in as few colours as possi-
ble, because the fewer the colours
the less RAM you use, and the
faster the graphics are. You can
use two colour mode either by set-
ting PC-Task up to run in the old
MDA monochrome video mode or
by using one of the other modes
but setting PC-Task up to restrict
the number of colours actually dis-
played.

Windows

PC-Task 3 runs Windows. I
made sure that it did by making a
bigger hard disk file and installing
Windows 3.1 (you can’t use 3.11
for Workgroups, because that only
works with 80386 and higher pro-
cessors, but if you can find the
plain 3.11 that’ll run).

Note that to install from a stan-
dard set of Windows disks you’ll
need a high density disk drive on
your Amiga; getting the system set
up otherwise will be a huge fiddle.
And further remember that Mi-
crosoft doesn’t care that you're
running Windows on an emulator;
you still need to buy a separate
copy, not use a friend’s, or you’re
breaking the law.

But, realistically, not many
people are going to be running
Windows on PC-Task anyway. It
took one and three quarter hours to
do the standard six-disk install,
and when I ran Ziff-Davis Labs’
WINBENCH suite of benchmarks,
the results (when, after a very long
time, they emerged) were lousy.

The graphics WINMARK re-
sult, which measures how fast a
Windows machine can push
graphics about and is an excellent
measurement of its overall speed,
was 65473 pixels per second.

This may sound good, but the
comparison machine listed, a
33MHz 80486, scored more than
seven MILLION pixels per sec-
ond. And that’s not too quick; An-
drew Farrell’s year-old COAC
486DX/66 scores 17 million, and

the Acer 60MHz Pentium we’'ve
got in the office at the moment
clocks in at a howling 37 million
Or SO,

So, if you've got a firebreath-
ing 68040 Amiga that outspeeds
mine by a factor of five, you’ll en-
joy a fifteenth of the performance
of a 486/33 with a slow video card
(like, for example, the Compaq
machine that lost in PC Review’s
recent multimedia PC comparison,
partly because of its irritatingly
slow video).

If you’re running a 68000 ma-
chine, you’re looking at less than
one 750th of this slow 486’s
speed, or a bit better than one six
thousandth of the Pentium’s per-
formance. Hurrah.

I ran the disk WINMARK test
as well, to see how fast data could
be sent to and pulled from the
drive - and the result there was just
as crummy, at 1370 bytes/second.
In other words, generally speak-
ing, PC-Task on my machine man-
aged to move data (0 and from
disks as fast as my 14,400bps mo-
dem can move it to and from a
bulletin board.

Of course, the PCs would per-
form even worse if some maniac
managed to write them an Amiga
emulator, but that’s not the point.
If you want to do anything vaguely
useful with Windows and you
don’t have a 68060 Amiga or a
spare day, forget it.

Overall

Setting PC-Task up is not
dreadfully complicated. The me-
chanics of building a hard disk file
and making it accessible to the
Amiga side could be confusing for
beginners, but the manual deals
with the subject very clearly. If
you can follow instructions you’ll
be right.

Running MS-DOS programs,
though, is another matter. MS-
DOS is a system that still shows its
ancient CP/M lineage, and if you

try to do anything clever you'll be
able to experience all the pain I go
through every day with my PC Re-
view hat on - only it'll take much
longer for you to seec what’s
wrong. And, as I said above, run-
ning Windows is like watching a
tortoise race.

One shortcoming of PC-Task
3.0 is that the sound doesn’t work.
I thought it was me, and shut down
a couple of programs that patch
my sound to make amusing noises,
but Quasar later confirmed that it’s
PC-Task’s fault, and it’ll be fixed
in the free 3.1 upgrade.

Not a big deal, since the only
sound you get is PC speaker any-
way, which for the uninitiated was
the state of the art in 1980.

So, realistically, PC-Task is
still not a program you’ll want to
use for serious, regular tasks un-
less you’ve got an offensively fast
Amiga with a huge steaming
mound of RAM.

However, for doing things like
extracting archives that the Amiga
doesn’t have a program for, or
compiling PC executables of your
portable source code, or indeed
anything that you’re not going to
have to do every day and don’t
mind leaving to tick over in the
background while you do some-
thing else on the Amiga side, PC-
Task is the most cost-effective op-
tion on the block. I’ve found my-
self firing it up regularly when I
grab some little IBM  utility
from a bulletin board and want to
know if it’s worth keeping without
sticking it on a floppy and carting
it off to work.

PC-Task 3.0 ain’t magic, but
it’s not far short. It’s certainly the
most IBM you’re going to get for
$129.
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DICE 3.0

For years DICE C has been a highly respected
name in the Amiga programming community.
Now the new DICE 3.0 is brought to you by
famous Amiga Gurus Matt Dillon (freeware
author), Andy Finkel (AmigaOS), John Toebes
(Software Distillery)

and Bryce  Nesbitt

(AmigaOS & Enforcer).

DICE 3.0 includes a 450

page manual, fast online

help, AmigaOS 1.3, 2.0

and 3.0 libraries and

include files, a complete

visual compile

environment and more.

Updates from previous

versions and educational

pricing are available.

| etc.),

il printing, fades and dissolves.

Helm

a complete
authoring

Helm is
multimedia
package. Features
include buttons, charts ¢
(bar, column, line, pie,
imagefields
animations,
and more)

(supports
scrolling

| shapes (boxes, ellipses, 3
| lines, curves, arrows etc.), textfields, selectors

| (mini control panels), a fully featured scripting *

| language, play music and sound, move objects,

call external programs, send data to serial port,
A 220 page §

| manual and 3 disks packed with examples and

|| clip art make Helm the leading authoring system

*| for the Amiga. Best of all there’s no dongle and
| the Browser is freely distributable.

RRP $199.00

HiSoft BASIC 2 is a
complete  develop-
ment system which is
ideal for both the pro-
fessional and the
casual programmer.
Your programs can
be written with the
integrated, multi-
window editor with a complete range
of features that allow you to create,
edit and run your BASIC programs
without ever leaving the comfortable
interactive environment. It is supplied
fl with a comprehensive, 640-page man-
| ual which, in addition to user and ref-
erence sections, also contains an ex-
tensive tutorial on using the package.

RRP $150.00

Maxon Magic is the ultimate screen
blanking utility for the Amiga
computer. Maxon Magic centains a
host of animated and amusing
screen-savers that will entertain you
while saving your monitor from
burn-in. Maxon Magic will add
optional sound samples and songs to
each screen saver as well as attaching
sound samples to various everyday
actions and events. Maxon Magic
also runs on add-on graphics boards
that have WorkBench emulation (i.e.
EGS-Spectrum). An enhancement
disk is available directly from HiSoft
containing extra blanker modules,

sounds and music.
RRP $69.00

is a brilliant
concept in  high-
performance, yet af-
fordable sound sam-
pling for your Amiga
A600 or  A1200
computer. This break-
through is  brought
about by revolutionary
hardware which plugs
into the PCMCIA slot to achieve
extraordinary sampling performance in
glorious  12-bit stereo, with optional
direct-to-disk recording.

The Software

Record/Play/Edit 16- or 8-bit mono or
stereo sounds to memory or
direct-to-hard-disk. Amazing range of
editing facilities include cut, paste, insert,
delete, fade and volume. Record samples
into memory at rates in excess of 60KHz
and direct-to-hard disk recording at rates in
excess of 40 KHz.

The Hardware

Aura is supplied with 12-bit stereo sound
sampling inputs and outputs to obtain the
ultimate digital quality of your recorded
soundtrack. Aura achieves a signal to noise
ratio of 72db - equivalent to most 16-bit
systems at a fraction of the cost.

RRP $229.00

Aura

audsdn

S LR BrlEl

P.O. Box 188, Soutmand. V.‘ctorfa 3!92
Tel. (03) 583 B806 Fax. (03) 585 1074

RRP $150.00 [

HiSoft DevPac 3 is
the latest version of
the popular assem- |
bler/debugger pack-

age for all Amiga [

. computers.  Packed
ﬁé b 9‘% full of features, it is
an ideal program-
ming environment for beginners and
professional programmers alike. With
a new editor, faster assembler and
versatile debugger, this is the package
to have. DevPac 3 is supplied on 4
diskettes with a professional 300-page
wire-bound manual, all the necessary
include files for your system (1.3 and
2.0 versions), a fast linker, various
utilities and example programs.

RRP $139.00

HiSoft HighSpeed Pascal is a new
Pascal system for the Amiga

computer and is designed to be

compatible with  the  hugely |
successful Turbo Pascal™ 5.0 on the
PC. HighSpeed Pascal is packed full

of features that make it simple for [=

everyone to learn and use. |
HighSpeed Pascal includes a fully |
integrated, multi-window editor, a fast |
compiler that produces machine code
directly, many standard and machine |
specific units, a set of useful utilities |
and many examples. In addition |
HighSpeed Pascal is supplied with an
extensive manual detailing all aspects |

of the package. |
RRP $199.00

Available from all good Amiga stores Australia wide
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By Andrew Farrell

D Cloanto won accolades in Amiga
magazines the world over for
earlier versions of Personal Paint.
In true Amiga style, they offered
the sorts of features you would
expect from high end professional
software in a program aimed at
and easily afforded by the first
time buyer. Value for money
points were high. PPaint used
many of Deluxe Paint’s standard
keyboard shortcuts, so it was easy
to move across to. The image
processing features and ability to
handle multiple file formats were
also big winners. Sure, they cut a
few corners here and there, but
overall Personal Paint seemed to
offer excellent bang for bucks.

So, when version 6.1 arrived at
our office boasting animation
support and numerous other
improvements, we were pretty
keen to see what they had added.
Were Cloanto about to take on
Deluxe Paint V - which should
also sell for around $99?

What’s New

On spec, there’s lots of new
things to tinker with in version 6.1.
These include wvirtual memory
support, improved keyboard short
cuts, transparency effects and
24-bit printing and animation. The

Env
Envirenment 2:
 Brushes:
Buffers;
VM Ham Storage
WM Dislk Storagei
e e

Personal Paint
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odd thing is that rather than insert
pages into the loose-leaf ring-

bound user manual, Cloanto have : Path: [RoribeeniFonts
opted for a separate stapled i Bouint

supplement on the new features, | e

along with changes to the original "é';;a‘.’a-.

documentation. This totally de- OB  KaracHISEL=re

feats the purpose of a loose-leaf NewsGothie s
manual in the first place! Addi- Fant: [ﬁen...u“.q = =

tional features added from 6.0 to T i =
6.1 are documented by way of a 123 QUIck BrO‘
readme file on disk, including the - S i
SIRDs effect. = .

In operation the new version
looks much the same, although a
few of the requesters have been
modified or improved. The biggest
hint of something new is the
pull-down animation menu. More
on that shortly.

—

Virtual Memory
Working with large images, ik Ditharing: &1 Flowdss |
especially in 24-bit, is extremely L s
demanding on memory. If you ' e mesrve]
don’t have enough RAM to hold 5 Shade: :
an image, some programs allow Threshold:
you to use you hard disk as if it Density:
were extra memory - hence the Smaothing: i
term virtual memory. Personal Corrent:
Paint 6.1 does support virtual Eorm Feed;
memory, but there are limits to

what it can use it for.

Although images, animations,
brushes, transparency and stencil
planes, storyboard and environ-
ment undo buffers can all be
stored in wirtual memory, the
current image, current brush and
current screen must all sit in chip
memory. The whole system is a
little on the clumsy side. A
memory information requester
serves primarily to muddy the
virtual waters. On the up side,
there’s some unique and very

Mode: Ol Insert Before !

useful memory management hot  Inserb/ioad at: 4o

keys to help you make it through - 1 |
low memory situations. e | i

Transparency Effects

Sadly, the manual does not
really explain some of the new
features very well. Transparency
sounds like it could be quite good,
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CLOANTO

e

Storyboard
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B ERERRREE -

CLOANTO

CLOANTO  CLOANTO

K-}

Proceed

rard

I Cancel

Component:

Brightness: +

Conirast:

ORACLE DATA

SOLUTIONS
CD-ROM MASTERING
DATA OPTIMISING

Highest Quality GOLD-CDR
TRUE Multisession Mastering
Transfer from SCSI or SyQuest
270 cartridges - On Site Service
For more details, contact -
Ph (03) 364 3419 Fax (03) 362 1486
6 Delamare DR, St Albans
Victoria, 3021

A4

but it seems to be lacking the
ability to be painted onto the

current image. Likewise, the
rub-through effect can only be
stamped onto the current image.
However, if you have several
brushes, with different palettes,
that you want to stamp down onto
a background which also has a
different palette, Personal Paint
can manage to match the palettes
without too much fussing around.

File Formats

Personal Paint will happily
swallow a range of file formats. It
will even crunch 24-bit images
back to a displayable resolution
and number of colours for your
system. HAM and HAMS images,
along with 24 bit files, are all
processed as 24 bit images. HAM
images can be viewed as HAM
while the program converts them -
a nice touch. Personal Paint also
supports DataType loaders - part
of Workbench since version 3.0. A
JPEG DataType is included and
can be installed automatically
when you install Personal Paint.

Animation

If anything could have thrust
Personal Paint in front of Deluxe
Paint it would have to be in the
animation department. Despite its
age, Deluxe Paint stands as the
foremost 2D animation package on
any personal computer today - but
that doesn’t mean there’s no room
for improvement. After playing
with Personal Paint’s animation
capabilities, I got the distinct
feeling these guys have decided to
include everything they figured is
missing from Deluxe Paint - but
they’ve left out everything Deluxe
Paint already has!

Cloanto have built a reasonably
nifty Storyboard function, which
lets you juggle frames as groups or
one at a time. You can cut and
splice a single animation with
ease.

On an A4000 the speed is
acceptable. A standard 1200 will
have you wishing for a tall drink
and something to nibble on. But
Deluxe Paint could well do with a
storyboard, and I take my hat off
to Cloanto for thinking it up. I
don’t know how many times I've
wished there was an easy way to
move frames around without
resorting to another program.

AMIGA Review



However, all that falls apart
when you realise what’s missing.
There is no brush move facility.
Deluxe Paint can take a brush and
spin it off into the distance, slide it
smoothly across the screen or with
perspective on make it appear to
move in a truly 3D way. Personal
Paint does not have anything to
touch this basic function.

Without move, you are faced
with having to hand stamp any
moving brushes.

Personal Paint is great for
processing animations, but in my
opinion it’s not much chop when it
comes to making them. Sure, you
can work in ANIM7 or 5. Yes, it
handles multi-palette anims and
frames with variable timing. You
can optimise an animation to
delete repeated frames. You can
even append an animation to the
current anim in memory, or insert
it before or after a particular
frame. Marvellous stuff. But I
want brush move too!

Wrap Up

There’s various other goodies
to play with if you own a good
colour printer or high resolution
graphics card. I'll leave a closer
look at these and other nifty fea-
tures to our close up comparison
of Deluxe Paint V and Personal
Paint 6.1 (a small update is
expected any day now). Overall,
this new version will make current
owners very happy. It’s also a
useful aide to other paint programs
that lack the ability to get in there
and hack around with animations.
However, a fast machine is
recommended if you plan on doing
much animation work. As a stand
alone paint program, Personal
Paint continues to pack a mean
punch in the image processing
area, but it has yet to offer any
serious threat to Deluxe Paint in
the business of rolling your own
2D masterpiece.

For more information contact
Amadeus Computers on (02) 652
2712. RRP is $99.
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Beginners start here!
P Two of the most important
concepts for a programmer fo

master are data storage and
manipulation and program flow
and control. This month, I'll kick
off the beginners column with an
brief look at these two areas.

Variables

All software is an exercise in
data manipulation, be it the
characters and formatting of text in
a word processor, or the statistics
of aliens in this year’s re-release of
yet another reflex-oriented arcade
game.

Someone once said that
programming is just the art of
storing and manipulating data. If
you look at the structure of a

program, it’s really only a
collection of bytes in a certain
order within the computer’s
Mmemory.

The most important form of
data in Blitz, or in any language
for that matter, is the standard
variable. Look at this little snippet
of code:

Age=10

Age=Age+1

Print "Happy Birthday, you are
now ",age," years old!"

There is only one variable here
"Age". A variable is like a
letterbox inside the computer’s
memory. It holds data, or a

number. This example originally
places the number 10 in the
letterbox called "Age".

The command Age=Age+l
tells Blitz to take the number
already in the "Age" variable and
add one to it, and place this new,
modified number into the variable
again. After this command in
Blitz, "Age" now equals 11. The
last line of the code just prints this
fact out to the screen,

Variables have to be called
something, so you can tell Blitz
which variable you want to use for
a command. Variable names can
be any collection of letters, with a
few exceptions.

These variable names are legal:

Age
number
a

These are illegal:

123numbers  (starts with numbers)

Printer (contains a Blitz com-
mand - "Print"
a-number  (contains spaces)

There are different types of
variables, depending on what sort
of information you want to store
inside the letterbox. Here’s a quick
run down of the types of variables
available to you in Blitz Basic.

The Byte: Variables ending in
"b", such as Age.b. A byte is, of
course, eight bits, which can store
the integer numbers between -128
and +127. The main use of the
byte variable is to conserve
memory.

The Word: Variables ending
in ".w", such as Age.w. A word is
two bytes, stored one after another
in memory. This makes sixteen
bits available for storage, so a
word can hold an integer between

-32768 and +32767. Words are
good for storing bigger numbers
than bytes, but take up twice as
much memory.

The Longword: Variables
ending in "1", such as Agel A
longword variable takes up four
consecutive bytes. It is able fo hold
a wide range of integers, from -
2147483648 to +2147483647!
Longwords are mainly used to
hold the "address" of something in

-memory. It takes four bytes to hold

the exact address, since the
Amiga’s memory is a big world.

The Quick type: Variables
ending in ".q", such as Age.q. This
is the default variable type. If you
don’t put a suffix at the end of
your variable name, Blitz will as-
sume you want it to be a quick. A
quick needs four bytes of memory
to hold numbers from +32767 to -
32768. The great thing about quick
variables is that they can also have
up to four decimal places, so a
quick could hold 10245.8134,
whereas a longword could only
hold the integer component of that
number.

The floating point: Variables
ending in ".f", such as Agef.
Floating points also take four bytes
of memory, and can hold numbers
with numbers after the decimal
point. They can hold the range +-
9*10718. That’s a huge range, but
they suffer from a lack of accuracy
and they are slow when they are
used for calculations.

The String: Variables ending
in the ".s" or ".$" suffix, such as
Age$. Strings are quite different
from other variables, in that they
are really a collection of letters,
not a number. A string is a series
of letters (or ASCII codes for the
letters) stored one after another in
memory to build up a word, name
or a chunk of text. They take one
byte of memory per letter.

As I have already said, Blitz
treats all variables as though they
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were quick unless you tell it not to.
That means that you don’t have to
put the ".q" at the end of variables
you want to be quick. If you want
to make them another type, you
have to add the appropriate suffix
the first time the variable name
appears in your code.

You only need to do it the first
time because the compiler works
top to bottom. The first time it sees
a new variable, it sets it up in
memory as the type you requested

A common trap for beginners
is to forget that variables contained
within functions or statements are
local, which means they apply
only within the function, so the top
to bottom rule of wvariable
definition applies only within the
function. That might mean your
variable outside your function is a
quick, but the one inside your
function is a longword, even
though they have the same name!

Another mistake made by
newcomers is to forget that Blitz
defaults all new variables to quick
types. If you try to load a quick
with data that should go into a
longword, for example an address,
it just won't work. If you pass this
mangled number back as a pointer
to the system, you'll get the wrong
address completely, and a visit
from the Guru is almost assured!

The solution to this problem is
to tell Blitz to make the default
variable different. The command
DEFTYPE .1 does just that, telling
Blitz that all variables lacking a
suffix are to be treated as
longwords. Make sure to put this
command at the start of your code.

Blitz veterans are not
forgotten!

Need a quick way to store your
array of data to a file? A common
requirement for saved games or
storing important data is to save

the information to disk. Since

arrays are often used to store such
data, let’s look at a quick and
clever way to store an array to a
file very quickly. Let’s say you
have a two dimensional map array
of 2000 byte sized elements,
whose data, stored in the array
named Map(), you want to save to
a file.

Here’s the slow way of saving
it!

IF WRITEFILE (0,"Ram:Savedmap")
FILEOUTPUT 0
FOR x=1 TO 2000
FOR y=1 TO 2000
NPRINT Map(x,y)
NEXT
NEXT
ELSE
NPRINT " ERROR! (Couldn’t
open the file: Ram:Savedmap)"
END IF

I know that a two dimensional
array with 2000 elements would
use about 4Mb of memory, but this
is an example, all right?

This method loops through
each element in the array, and
NPRINTS it to the disk file. Doing
it this way means Blitz has to
perform 2000 time 2000 loops -
that’s four million loops! An
extreme example perhaps, but it
highlights my point.

Here’s the quick way!

IF WRITEFILE (0,"Ram:Savedmap")

BVRETEMEM 0,&map(0,0),4004001

NPRINT " ERROR! (Couldn’t open
Ram:Savedmap)"
END IF

This method uses the Blitz
command WRITEMEM, which
simply calls the internal Amiga
system DOS function Write(). All
you need to tell WRITEMEM is
the starting address and the

-_—
IF (X41) AND [+
OUTPUT ("B
LETT = T4}
END IF

o0

PROGRAMMING

number of bytes to save to disk,
and it does the rest.

The trick is knowing that Blitz
stores its two dimensional arrays
sequentially in memory. In this
example, this means that starting
from the memory address of
Map(0,0), all the elements lie one
after another; Map(0,1), Map(0,2)
and so on. We can find the location
in memory of the first element by
using the ampersand character -
this is a Blitz command which
returns the address of a variable.
From there, it’s just a matter of
working out how many bytes to
send to WRITEMEM. Here's the
formula:

Number of X elements *
Number of Y elements * size of
variable

In this case, it’s 2001
(remember all arrays start at zero!)
times 2001, times 1 byte (2 bytes
for words, 4 for quicks and longs).
So that means we have to pass
4004001 bytes to WRITEMEM.

Loading the data back in is a
reversal of the save routine:

IF READFILE
(0,"Ram:Savedmap")
READMEM
0,&map(0,0),4004001

ELSE

NPRINT " ERROR! (Couldn’t
open Ram:Savedmap)"

END IF

This loads all the bytes
previously saved to the disk file
back into memory, directly into the
array memory.

That’s all for this month, more
for beginners and veterans alike
next month. Until then, Blitz on!
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Printers Workbench
Amadeus

Call for advice and priceson £
the best printer for your 3'1 U rades

Computers oods, - Astusoono00 15

: Recommended for A3000 $209

FREE CALL: 1800 808 503 your Amiga. A4000 $209
Sydney: (02) 652 2712 Epson Stylus Colour -
International: 612 652 2712 Hewlett Packard 540 Inkjet A1200 $209 '
Fax: 02 652 1515 Hewlett Packard Laser 4L 1

Printer drivers available for (Now in stock) j
~ allof the above

ArtDepartment  A1200 paintand  Video Software

34 Tecoma Drive, Glenorie NSW 2157

Sa -~ Accelerators Ani : -- -
_Qile. : ;.:: P "Anlmatlon - and Hardwarg

Art Department ; Iﬁﬁ Lo 020 28Mhzwith  Brilliance 2 $99
Professional 25  $199 ™" oot youra1200 3549 ' Image MasterRT1.5

- A3000/4000 030 speed on the . OEM(Limited Stocks) $59 " Electronic Design ;
é“,ﬁ‘::’:‘:g“‘ s | cheap. | MagicLantern  $139 | PAL Genlock  $575 |
I o e sl
Art Department L wi . YIC Genlock - $775

- ; KB Mongoose 030 - Scenery Animator 4

Pro Control $89 ' coMhz MMU, 50Mhz 68882 | k Vista Ipr’o B $§39 . Electronic Design

| Neptun Genlock ~ $1.279

>0-Pro 4 Mb RAM 3999 L

Art Department Epson | B U GVPTBCPus  $12%9
Scanner Control  $169 | Helm1.66 NEW $150 |
g Word Processors % o Bl
At Dooorment  $100 | PenPal 158 $99 | sofwarsonthechesp |
' Limited Quantities - (Works with 1Mb Amigas, 1.2 Workbench or higher) *‘ | Scala MM 400
ow Available = $449 |
Rombo Vidi | lorworth 2 . Scala Echo
G ean ' (Workbench 1.3 or higher, 1.5Mb RAM) ideo editing pack $285
Amigas . g
: ' Wordworth 3.1 $149
Vidi Amiga12  $169 | \workbench 2or hi - : - | Scala EX Modules |
Vidi Amiga 12RT  §agg || " onh 2 origher VD RAM, Herd DIV X EFSWO™) B Sunrise Studio 5179
Vidi Amiga 24RT  $499 | SRS _ VCR Pack $159
Modems Scanners
Maestro 14,400 \ ~ Scala Enhancement |
Fax/Data $399 | AlfaData AlfaScan 800 $339 | Modules *
Maestro 28.800 * With OCR software. Up to 800 DPI with AGAAtmga with 1 Art Library
Fax/Data : $499 | TouchUp and Merge It Software. _'; Volume 2, or 3 $99
Ag O\ﬁm GP( ;AX\A?r LBSM i No OCR $299 & Music Module Pack
are (Faxvvor :
o _ : | (Ginseng Collection) ~ $49
C°£wai“.?eggf]§:§g%e)- Epson GT 6500 24 Bit Colour | Scala Home Titler $129 ‘

* Scala MD 100 MPEG Card |
$1399

Maxon Magic $69

Animated screen saver with
sound effects. Brighten up
your workbench with this
easy to install utilitv.

Power Cables | Flat Bed Scanner $1499




Multisync
Monitors
Will display

all A1200/4000
modes.
14 inch -$799

20 inch monitor now _

available forslz_g 5

CD ROM Software
Desktop Video $49
Aminet 4 $49
Aminet 5 $SOON
17Bit Phase 4 $59

Gold Fish Vol 2 (2 CD’s) $59
Publisher’s Companion $69
Plus many more Clipart ,Fonts,
Anims, Images, Demo’s,
Utilities
Call for a free hstmg

With 2 Games (Digger
and Oscar) plus 12
month warranty

SX1 $399
with a FREE AT Keyboard
and Aminet 2 CD ROMDisk

Turn your Amiga into a

PC cheaply and easily

with this fine Australian
product.

PC Task 3 $119

Utility
at a bargain price
Power Copy ;
Professional 3.03a $39 |

|(Revision 2)
'|New from Digita. Database
|program. Easy to use,
custom reports, share data
with Wordworth, unlimited
capacity, online help

Workbench 2 and above
with 1Mb memory

|:| ' DISk Drlve

CD 32 Gonsole $699 | 7ta Data DS/DD Siim Line

| JEC High Density External
JEC A4000 Int. High Density o1

-$159

-$279 ;\
g:fg

CD ROM Drives

NEC CDR 25 $299
plus FREE Aminet disk. Slnﬂle spin

wnth photo CD. Supplied with SCSI

cable and PD CD-ROM Driver.

Sony CD ROM Drives

Internal $499. External $599

- oach with a FREE Aminet Disk.

Dual spin with multi-session photo

~ CD. Supplied with SCSI Cable and
| PDCD
~ for use with SCALA MD 100.

OM Drive. MPEG Drive

- CD ROM Drive
. for A1200

$599
- Plus get a FREE
Aminet Disk.
Plays CD32
ames and CD-
OM software

Easyledgers 2 $399
lorkbench 2, 2Mb RAM.
Jsed and recommended by
Amadeus Computers.)
Horﬂgee-Accour;ts 2
Vorkbench 1.3 or hi
O, Mgt EE
Money Matters $99 =

orkbench 2 or higher, iMb' | 14Mhz 68881

- Wordworth 3.1
Upgrades

From V1, V2 and

Send in an original
program disk.
From V3 $25.00 Send
in your original

M) | Co-Pro $459 | .
- 2 : program and Print
SRR NP O Limrec quakiies . | D Manager Disks.
" DKB 1202 with 4Mb |
Games | Allwithclockand £ Upgrades
AU expandable to 8Mb RAM | From Home Accounts
All titles inc. : e ~ | II. Send in your original
Rise of the Robots, Armgg Games prograrggd{:)gk plus
e oo | -
5 m
Tower Assault, Rise of the Robots, M@M
Super Stardust, | Detriot, Beau Jolly, & Upgrade
SubWar 2050, SubWar 2050, From V4, send $39.00
Universe, _':I;‘opGegr ﬁ,‘ | plus oarlgmal I;’rti:(gram
ivi i eme rark, and Data Disks
Trivial Pursuit s ABSUalt




Term 4.1 - NEW

Four Disks * WB2.x or
better required

« Many new features

« Many bug fixes

« Generally more reliable

+ Improved upload/download handling
* Workbench deposit to upload list

» Better phone book

Upper body -
structured clip art in
ProDraw format

Latest AGA
PD Games

ALL BRAND NEW TITLES

Tetris Dual AGA $5
A two player version of
the brilliant original

*
b

« More configurable One Disk - $5 A1200 AGA required
- AmigaGuide d tati :
- Better screen mode support = Yahtzoo AGA $5
s i s The original dice game
Term 4.0 $17.00 goes digitalis!
hard disk recommended A1200 AGA required
. Workbench 2.x and 3.0
Three disk set * HD installable SUPER DARK 2.1

BRILLIANT Graphics
A classic AGA version of the popular Database Il SuperDark 2.1 NEW

patience style card game. Impressive
playing cards in full AGA colour.
Amiga 1200 or 4000 required.

We also have a number of other new
strategy classic games, including
Yahtzee.

Image

Processing

Digital lllusions is fully
functional and allows
impress image processing
and animation functions to
be executed on IFF
images. Powerful AdPro
style interface. One disk.
(HAMLAB demo inc. too)

A collection of simple to use database
programs for maintaining all sorts of lists -
from catalogues to clients. Flexer -
pictured above - is one of the new
programs included on release Ii of the
database compilation. Flexer's form-like
display makes it ideal for beginners, and

powerful enough for advanced users.

Level
. Irwy
Score
| Top Score|

[About | Quit |

The ultimate screen blanker - complete
with various modules offering a wide
variety of blanking activities - highly
configurable.
Designed to avoid burn-in of static
monitor images. Requires Workbench 2.x
or better.

One Disk

NEW NEW NEW NEW NEW NEW

Workbench 3.0

NEW NEW NEW NEW NEW NEW

Enhancer

Education #5

We now have a total of six disks of
education software. Mem (a memory
game - picture above) is from education
#5 - one of five programs on the disk.
Others include Maths Adventure,
Division, Counting and Lemonade.
Education 6 has an excellent puzzle
game called OXYD.

WB3.0 Enhancer NEW
Numerous data types, viewers, utilities
and enhancements for Workbench 3.x
machines - such as the Amiga 1200 or
Amiga 4000. Includes high-speed JPEG
and GIF viewers.

One Disk




* Expert Advice °
» Fast Service °
 Mail or Telephone
Order

New Database and Finance
Our popular Database and
Finance disks have been
updated with new versions of
software and new programs
including Flexer and EasyCalc.

008 252 876

FREE CALL
Sydney (02) 879 7455 .

DISK PRICES

All our disks are covered by one
animation of pricing schedule. All prices includes
morphing just like e, packing and support.
program costing isks  Price

$100’s. We'll even Cost/Disk

Minimorph

Amuiu 1200 Make It
Create your own

Having trouble getting
orograms to run on your new
* A12007 This disk gives you a
number of options to
dramatically improve

Now they're both easier to use scan in your photos 1 $ 500 $ 5.0(
gg%?g %ﬁw;ythen;?cﬂ%{grm lfnﬂrm and more powerful. for you and prepare 2 $ 950 $ 4.7!
{ question. Update NOW., them ready for 3 $1350 $ 4.5
EasyCalc —> processing. ($5 per %1 g; g% g i%
: photo) : :
T‘? 'f]WB ~Igoat for Works in grey-scale 6 $24.00 $ 4.0
JC-Graph only. 1IMb RAM (for orders of 6 or more disks, cach

Revamp ci.tour Workbench - new
icons and backdrops - slick,
clean look - needs 8 colour,
hires-laced display Ideal for
A1200 or A4000 owners with
1940 or better monitor.

WB2.x or better required.

additional disk is $3.75) We use qualit;

required. Powerful
Memorex Brand diskettes.

reasonably easy to
learn interface. Ideal
for A1200.

Create impressive 3D ?raphs-
save as IFF or object files for
Imagine and other animation
programs. Load/save and edit
data. Works with most
wordprocessors and DTP.

Price includes postage.
C.0.D extrap$°4.7

Auto window activation,
Clock/Memory usage, Keystroke
Audible Click, Gadgetless windc
closing, Hotkey, Mouse
accelerator and much more.

= AmliVirus - Latest protection

HOT GAMES DISKS

« #1 - AlrAce, Missile Command

(Atari slyle), Care Race, Downhill
Racer (Skiing)

« #2 - BlackJack, Metro (Trains),
China Challenge, Klondike (21)

Home Office

« CAD - Five Programs: Speaker and
Circuit Design, Landscaps &
Architeciual

« Database - Hyperbase, HyperDialer,
DataEasy, Home Manager, bBasell

Animation, A1200 and 3000
compatible

+ AGA Images - Six disks of hot AGA
piccies Including 30 renderad in
Aladdin, and photos.

+ Imagine Objects 1 - Enterprise,

« Bit-Mapped Font Pack 1 - Suitable
for Worbench 1.3. Over 40 differant
fonts, ready to use directly from floppy
- ideal for Deluxe Paint and most paint
programs. & Disk Set

+ Education 2 - Gravity Well, Planets,
Life Cycles, Orbit, Enigmas, ZPlot

+ Education 3 - Word Puzzle,
Crossword, Word Game, A-Solve,
POWER LOGO!

« Education 4 - PlotMap - Two disk set

* {3 - Hate (3D Perspective shoot | « Forms Designer - Text basad forms | Clip Art - creates maps of world, save in IFF Chess Pieces, Amiga 3000. using BOOTX, Tutorial on Virus
‘am up), Megaball break-cut style | editor. = Clip Art Pack 1 - A selection of black | format. Protection and more

game) * Genealogy 1 - A-Gene and Family and white, bitmapped clips, suitable = Hypertext - Create text files mth Music and Sound - Hacker - Rip music from game
« #4 - Galaxian, Pacman, Space History for wordprocassing and desktop links to animation, graphics. sounds, * Med 3.1 - The best Amiga low-level | create custom boot blocks, look

Invaders and Asteroid lock-a-likes | * Genealogy 2 - Arday - Up to 1000 publishing. Three disk set - $13.50 songs - anything (via AREXX). 1Mb & | sequencer - some MIDI support for secret messages on disks

- “the classics’ people, WB2.x/1Mb required * Structured Clip 1 - Assorted WB2.x raquirad, + Sound Tools - Play, edit, arrange, + DOS Utilities 111 - Al the latest
+ #5 - Imperium, Mech Fight, + Home Budget - Assorted home ProDraw format clip -art. * Stockmérket Simulation - Buy and distort and create IFF sound samples | Utilities to organise your disks
SCombat finance programs. sell shares, take out a bank overdraft, | + Sound FX 1 - Filled with shon, sweet | « MS-DOS Utilities - READ/WRI

* #6 - Chute!, Defender,
Pharoah's Curse, SkyFight,
SpaceWar

* #7 - Amiga Tanx, Cave Runner,
A-Fira, Bally lll, Llamatron,
Obess-O-Matic

|| * #8 - Asteroids, Bug Blaster,

| Microbe, Poing, Revenge of the
Mutant Camels, Ring War, Trix

| * #9 - Pacman (brilliant copy of
the original), OmegaRace,
Columns, Nebula and POD,

* #10 - Donkey Kong, Galaga (the
| best!), Artilerus, Fleuch

| *#11 - Scorched Tanks - the

| latest super version, 2-4

-

i

* Star Trek - The Gama, with
sound-FX, animation, point and
click interface, various missions

| players.

| + Adventura 1 - [sland of

;\ Mephoton, Rescue & Jungle, Zut
g Alors! and Treasure Island. Some
'& text based,

oy

{ IMb
= Balance of Power - Strategy
4l name for one o two players.
8 Control the world powers to avoid
nuclear war.
. # + UChess - Chess game - Needs
il 4Mb and accalerator - |deal for
A1200 or 4000, AGA Supper.

Galaga

the arcade classic

variation, buy m
powerful weapons

Play Deluxe

* A brilliant remake of

of levels, truck loads of

extra ships and find the
ten game secrets.

* Home Tools - TouchTyping, simple
database, Furniture Helper, Resume
Maker, VCR Database, Diset Aid and
LP Database.

* Spreadsheets - Easy to use SCale,
SPREAD and EasyCalo

« Finance - BankN, Your Money,
Budget and CheckBook

+ Text Editors - Az, UEdit, QED, DME
+ Text Editors Guide

+ Wordprocessing - Text Plus,
AmigaFOX, Liner, SuperRetlLab,
GWPRInt & Print Studic

* Protext 4.3 - Includes spell
checker, word count, footnotes,
anagrams - hundreds more
features. Text only - no graphics.

+ Bowling - Keep track of bowiing
scores. |Mb required

Communications

+ NCOMM 3.0 - Shareware AREXX,
SCRIPTing, simple BES made.

* Term 3.4 - Freeware, scripting,
powerful, 3 disks, hard drive req.
WB2.x required.

Fonts

+ CG-Font Pack 1 - Suitable for
Warkbench 2.x and above, Final
Copy, Professional Page, Pagestream
and PageSetter |ll. 80 differant
Compugraphic fonts. 6 disk set.

Name

- lots

Card No.
Valid To

ore
, earn

Signature

Address . . .

Desktop Publishing

= Pagestream Enhancer - requires
Pagestream 2.x or better. New
drivers, Postscript utilities and more.

* Professional Page Enhaneer -
requires PPage 3.x or bettar. Lots of
great genies for smarnt borders,
copying pages, group, special effects,
* PageSetter 1.2 - Entry level desktop
publishing program,

Cartoons (Require 1Mb FREE)

* Cartoon 1: Batman, Shutflecock,
Stealthy

= Cartoon 2: Amy Vs Walker

+ Cartoan 3: Jugette, Jugette 2,
Juggler 2

« Cartoon 4: F16 Combar, Stealthy
Manver |l

* Cartoan 5: Bigs Bunny

Big Cartoons (Require 3Mb)

« Big Cartoon 1: Anti-Lemmings

- Big Cartoon 2; Coyote

* Big Cartoon 3: Pogo

* Big Cartoon 4: The Dating Game (2
disks)

+ Big Cartoon 5: Unsporting

+ Big Cartoon 8: Enterprise Docking
= Big Cartoon 7: Bait-Masking

Education
« Education 1 - Elements, Draw Map,
Rubik, Space Log, Gears

ORDER FORM - Post to Prime Artifax, P.O. Box 288, Gladesville 2111
September  ACAR

. wne (WIBAL IBAE

i s

and eventually qualify to joing the
insiders club. Local program to
simulate local conditions.

* Chemistry - Create 3D models of
differant melecules

Emulation

= Atari Emulator - German Only

* MS-DOS Emulator - PC-TASK
(shareware-no write 1o disk) &
Transformer. Run most MS-DOS
business software.

* C84 Emulator - Run ©64 Program,
Interface CB4 Peripherals (opt.
interface available from U.S.A. Only)

Graphics and Animation

« Graphics 1 - 5till Store: For
sequencing stills for video production
= Graphics 2 - Mostra, Imagelab,
TitleGen, sMaovie, ABridge,
SceneGenDemo, SlideMaster

= Graphics 3 - lcon-Editor, Turbo Title,
Cyro-Animation Utils

= Graphics 4 - FreePaint, Graffiti,
PED, PicBase - IFF Database

+ MandleBrot Tools - Six Disks, Create
amazing shapas and patiarns!

+ MiniMorph - Create your own 16
grey-scale morphs. 1Mb

+ AGA Demos 1 - HOIS-AGA and
AGA- Amiga Boing.

* Mobile! - By Spaceballs - 30

M/C! COD

Cheque

sound samples - Bells, Homs, Dogs..
* Remix 1 - Two remixed music
samples - Madonna and Black Box

+ Tracks 1 - 1733, Agression, Angies,
Arkenoid, Atmospheric, AxelF,
Azgirav

* Tracks 2 - Beat, Benny, Biochal1,
Biochal2, Blue Days, Blue Moon,
Boss, Call Me, T.C.5.

- Tracks 3 - Cloud Seng, Creation 2,
Crockats, Ear, Elactric Dreams, Last
Mimja I, Megaforce, Metal Synth

*» Tracks 4 - Oxygene, Plano-Plink,
PopCom, RS|-Hard, Skylight, Smoke,
SupeBASIC, Tocatta

* Tracks S - BatDance, Bond, Fresh
House, Lambada, Pawn!, WastelLand
* Movia Samplas - 9 Disks of IFF
“Make My Day" style samples
(Tracks 6-23 also available now.)

Improve Your Workbench

+ AGA Utilities 1 - AGA Anim players,
picture showers, AGA dizable, GIF
shower and more.

+WB1.3 Superdisk - Bootable,
raady-to-run, Read/Write MS-DOS
disks, DIRWORK file manager,
AutoCLI WE Enhancer, Includes
Documentation on disk.

« WB2.x Enhancer - lcons, Presets,
NAG program for appointments,
Fractal Screen Blanker, KCommodity:

Public Domain Disks

Please bill me each month for youl
NEW disk/s of the month offer :

and FORMAT 720K MS-DOS
Disks!

+ Hard Disk Utilities 1 - HD
Backup, Alock security, Undelst
Disk editor, mark out bad blocks
alter your boot logo, find
misplaced files and HDMem.

+ Parbench - Metwork two Amig:
wia a special Parallel cable. |des
for CDTV owners to use as a
CD-ROM drive.

Programming

* ACE AmigaBASIC Compiler 1.
Speed up your BASIC programs
into fast executable binary,
Includes linker and assembier.

+ Pascal - Two disks, PASCAL
includes PCQ compiler, ABBK,
Blink, Debugger, Mon, example:
and PCQ source,

Printer Drivers
« General - A selection of over 1
drivers covering almost every |
known printer. Includes special
drivers for 24pin dot matrix
printers and postseript.

+ Canon Drivers - Covers Cano
B110,130,300
+ HP Drivers - Covers HP500, 5
500C, 550C and Laserdet LILII




The CEl bid
...an update

DLast month we ran a feature
on an online conference with
Alex Amor, Creative Equip-
ment International’s chief. CEI
and Commodore UK are the
two favourites in the re-
markably slow race to take over
the Amiga technology, and on
the 22nd of December Amor
participated in another confer-
ence, this time on The *Star-
Ship* on GEnie. More than 150
people attended, and questions
ran thick and fast. Many ques-
tions had to be answered offline
afterwards, and we hope to
bring you them in a future is-
sue. In the meantime, here’s the
conference transcript!

<deb> Welcome and we’re
very glad you are here, Alex. I
think you’ve got some opening
remarks?

<CEI-ALEX> Thanks deb...
To update all of you, the fol-
lowing events occurred in the
last 7 days. CEI submitted an
offer accompanied with a cash

deposit to the liquidator for the
assets of Commodore. It’s my
understanding that at least one
other party also submitted an
offer; due to the non-standard
bid form these offers were pre-
sented to the creditors to be
analysed. We have been asked
to submit additional documen-
tation. But my understanding is
that ours is currently the high-
est bid for the assets. I expect
the creditors to determine the
leading bid within the next sev-
en days and set a date for the
auction. No matter where we
end up, we're planning on sub-
mitting a bid at the auction if
we are not successful in this
round.

The signs are good, since
our deposit check was cashed
by the creditors. Now we’ll see
the next steps. That concludes
the update. Any questions?

<Zibri> Hi, Alex, this ques-
tion was already asked before,
but I wish to know what the
"close future" plans of CEI for

Amiga are, and what will be the
logo instead of the usual C=?

<CEI-ALEX> Plans for the
new Amiga Corporation would
be to have a world-wide logo
contest. We are hoping to move
the Amiga forward technologi-
cally and do something that C=
failed to do (MARKETING).
There is room at the top to
move the Amiga forward
(68060, RISC, better graphics,
CD-ROM drive, etc.); the oper-
ating system needs to improve
as the sophistication improves.

<Robert in Fargo> My fear
is that the new Amigas will not
be priced competitively. One
can buy 486 PCs and ’030 and
’040 Macs with CD-ROM for
about $US1600. Will Amiga
prices compete?

<CEI-ALEX> Yes, 1 fully
understand where the current
market is at. We will always be
slightly more expensive, simply
due to the lower volumes. But [
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visit the major computer stores
and see what Apples and PCs
are selling for. There has never
been a reason for the extreme
high prices, other than greed on
C=’s part.

<Mike Simmons> Is Amiga
the only platform for all for-
mats? Can Amiga go the dis-
tances with the Macs and IBMs
when it gets back up and run-
ning?

<CEI-ALEX> The Amiga
will never be the standard when
it comes to computers, but the
Amiga’s benefits are clear. We
need to emphasise the strong
points and attempt to move the
technology forward and closer
to the main stream.

<Jason-AR> How about the
chips, chipsets, designs, etc.
that Commodore has in closets
that wouldn’t be a priority to
the new Amiga company? How
seriously would you pursue li-
censing or selling off those
technologies?

<CEI-ALEX> C= had a
number of projects on the
drawing board, unfortunately
many were in the early stages.
Our first goal is to produce the
existing machines which there’s
a huge demand for, next the
different technologies need to
be analysed and a direction de-
termined. Is the future AAA or
3D RISC, or maybe even some-
thing else? As far as licensing
the technology, the answer is
YES; Some of our partners
want to use the technologies in
other applications and we have
agreed.

<Jason-AR> What I was re-
ally driving at was the past
technology - things that were
never even Amigas - i.e. licens-
ing/selling off the 64 technol-
ogy.

<CEI-ALEX> 1 don’t be-
lieve there is a lot of demand
for the C64 technologies. If
someone is willing to pay us
for it then FAB!:)

<DanWied> Does CEI have
the source code for Amix? And
if so, how can the development
of Amix be continued when
AT&T sold the source code to
Novell which now sells it as
UnixWare?

<CEI-ALEX> No, remem-
ber CEI does not own any of
the intellectual property at this
time. Part of the acquisition
will be Amix. We believe that it
is very important for the future
of the Amiga to have multiple
OSs.

<Rob Boyce> SMG has not
shipped anything for a month
(they said their computer was
down). When do you expect
that spare parts will become
available for our Amigas? E.g.
revll Buster, motherboards,
etc. and what about warranty
for buyers after April 937

<CEI-ALEX> Obviously, I
cannot speak for SMG. We are
attempting to repair as much
product as possible. Our repair
staff has been doubled in the
past few weeks. Our contract
manufacturer is aware of the
need for spare parts and that
need is being addressed.

JETSTRIKE

- AMIGA, AGA, CD32
"Despite fierce
competition, Jet Strike
has to be the most
boysy video game ever.
"...for arcade fans this is a dream come
true.
- Stuart Winn, CD32 Gamer, October 1994
m— q

JETSTRIKE

$69.95

Y S

JetStrike now contains no less than 60
different aircraft, 60 different weapons
systems (including a nuke), 150 linked
combat missions along with numerous
Training and Practicc missions anda 1 -8
(multi-)player Aerolympics section.
Includes a free video - "Flying Tigers".

CLOCKWISER

-AMIGA CD32, AGA $49.95

"Before you start playing Clockwiser I
would advise you to take a week or two
off work (or school, or whatever you do
for a living) and get ready for

a big electricity bill."

- James Attwood, Amiga Power, August 1994

Clockwiser is an unashamed puzzler. You
have to rotate rectangles of blocks to make
one side of the screen match the other -
sounds simple, doesn’t it? Floppy based
versions contain 110 puzzles; you get 250
on the CD-based versions. There’s also a
puzzle editor, so you can create your own.
Like all the classics, it’s easy to start but
hard to stop.

Don Quixote
POBox 786
Toowoomba QLD 4350
Ph: (076) 391 578
Fax: (076) 320 195

Dealer enquiries welcome

AMIGA Review

53




MS-DOS
Hard Disk Transfer

P Getting removable drives to
work across platforms is a
perennial hairy question. There are
obvious benefits for professional
Amiga users in being able to read
the popular SyQuest cartridges
from MS-DOS machines; this
allows the Amiga user to move
huge image or DTP files between
machines without using slow,
annoying serial connections.

To try to settle this once and
for all, here’s an edited excerpt
from the PC-Task 3 manual, used
with permission from Quasar Dis-
tribution. Enjoy!

While AmigaDOS’s RDB
(Rigid Disk Block) occupies the
first 2 cylinders of a given hard
disk, MS-DOS uses a different
method.

Thus installing RDB’s on a
disk that is to be used as an
MS-DOS device on another
(non-Amiga) machine will render
the disk useless. To get around this
problem, you have to use a
mountlist.

Any device that is listed when
the "info" command is used, is
"mounted". Most Amiga hard disk
controllers  auto-mount  drives
which have an RDB.

However, when a hard disk or
controller does not contain or
support RDB’s, a mountlist is
required. This is a text file either
called "mountlist" and found in the

devs: drawer (AmigaOS 1.2-2.04),
or a file named the same as the
required  device name in
"devs:dosdrivers/" (AmigaOS
2.14).

The mountlist tells AmigaDOS
the specifications of the partition
being mounted. This consists of
the filesystem being used, the
DOSType, the actual drive
geometry and so on.

As we’re trying to use a hard
disk with an MS-DOS format on
the Amiga, we require an MS-
DOS filesystem such as MSH or
CrossDOS.

CrossDOS is a commercial
product that allows reading and
writing of MS-DOS formatted
disks (both floppy and hard) trans-
parently from within AmigaDOS.
CrossDOS is included with Ami-
ga0s 2.1+.

CrossDOS will look for the
first MS-DOS partition, and
change the geometry you set to
match it. PC-Task requires the ac-
tual drive geometry, so you can’t
use the CrossDOSFileSystem with
PC-Task when you FDisk and for-
mat the drive.

If you just usc CrossDOS, the
disk may appear to format OK, but
will be unreadable on an MS-DOS
machine because the information
written by FDisk will not be pre-
sent.

In order to get the right drive
geometry, we suggest you use
HDToolBox on the Amiga. When
the program is run, it will scan the
SCSI bus to find any attached
devices. Click on the device that
you wish to format, and select
Change Drive Type.

Select Define New and then
Read Configuration.

You will need to write down
the number of Heads, Cylinders
and BlocksPerTrack. When you
have written this down simply
Cancel and Exit the program. Do

NOT save the changes' to the
drive!

These numbers can then be
placed into a mountlist. Surfaces is
equal to the number of Heads.
LowCyl should be 0, and HighCyl
is equal to the number of
Cylinders minus 1.

The following is a mountlist
for use with PC-Task. It is for a
44Mb SyQuest cartridge, and the
cartridge is readable on real
MS-DOS machines and Macintosh
systems running "AccessPC" or
similar.

PCD:

Device = <your scsi device>
Unit = <your unit number>
Flags =0

Surfaces =1
blocksPerTrack= 34

LowCyl =0

HighCyl = 2549

DosType = 0x4d534800

#

Simply insert this into your
mountlist file and type "mount
ped:". This will make AmigaDOS
aware of the drive, but you will
not be able to access the drive
from AmigaDOS.

Now boot up PC-Task and
specify PCD: as drive C: at the
option screen. Follow the
instructions in Section 5.5 -
Creating a Hard Disk Partition to
FDisk and Format the drive.

You should now be able to read
from and write to the hard disk
with PC-Task and transfer files
between AmigaDOS and PC-Task
using the CopyTol and CopyToA
commands.

While using these utilities is
suitable for a small number of
files, you may be required to
transfer hundreds of files between
a PC and your Amiga.

In instances like this it is far
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Listing 1
PCE:
FileSystem=
L:CrossDOSFileSystem
Device = «<your scsi device»
Unit = <your unit number:>
Flags =0
Surtaces = 1
blocksPerTrack = 34
LowCyl =1
HighCyl = 2549
Buffers =5
BufMemType= 1
StackSize = 600
Priority =5
Globvec = -1
DosType = 0x4d534800
i ;
easier to wuse your favourite

directory utility to copy all the
files across. In order to do this,
you need CrossDOS and another
mountlist that gives your device a
filesystem to use under Amiga-
DOS. Listing 1 is an example
mountlist entry for a 44MB Sy-
Quest cartridge.

When this device is mounted,
you will be able to read and write
the device just like any Amiga-
DOS partition. It’s simply a matter
of using a CLI or a directory utility
to copy any needed files across.
Remember that all filenames will
be truncated to MS-DOS’s 8.3 for-
mat.

CrossDOS takes the first 8
characters before a point and the
first three after. You may have to
rename your files, as the files
TESTFILE1.PICTURE and TEST-
FILE2.PICTURE would both be
named TESTFILEPIC when
copied to the MS-DOS device.

We suggest that you name your

devices as we have here. While it

doesn’t matter what you call your
device, the last letter of the
CrossDOS mountlist name is very
important.

As with AmigaDOS, MS-DOS
hard disks may contain several
partitions. The last letter of the
CrossDOS name denotes which
partition on the disk to mount.
Ending the device name in C will
access the first partition, ending in
D will access the second partition
and so on.

WARNING: Filesystems usu-
ally make the assumption that they
are the only one with access to a
drive, hence they often keep data
internally.

Don’t write to a drive from
AmigaDOS and under PC-Task
and expect both systems to know
about the change. You can use the
diskchange command from the
Amiga side to tell the Amiga
filesystem that the disk has been
changed since it was last accessed,
but no such command exists under
MS-DOS.

We suggest you don’t write to
a drive from the Amiga side while
PC-Task is running, to avoid this
problem. In order to use another
size device, all that neceds to be
changed are the Surfaces (equiva-
lent to the number of Heads),
BlocksPerTrack, and the HighCyl
(the number of cylinders minus
one).

A mountlist for an 88MB
SyQuest cartridge for PC-Task
would be

PCD:

Device = <your scsi
device>

Unit = <your unit
number:>

Flags = 0
Surfaces= 1
b]ocksPerTrack = 64
LowCyl =

HighCyl = 2709
DosType = 0x4d534800
#

and for CrossDOS would be:
P

FileSystem =

L: CrossjosﬂlleSystem
Device = <your scsi
device:>

Unit = <your unit
number >

Flags = ]
Surfaces= 1
blocksPerTrack = 64
LowCyl = 0

HighCyl = 2709
Buffers = 5
BufMemType = 1
Stacksize = 600
Priority =5
GlobVec -1

DosType = 0x4d534800
-

A mountlist for a 270MB
SyQuest cartridge for PC-Task
would be :

PCD:

Device = <your scsi
device>

Unit = <your unit
number >

Flags = 10
Surfaces= 1
blocksPerTrack = 192
LowCyl =10

HighCyl = 2729
Buffers = 5
BufMemType = 1
StackSize = 600
Priority =5
GlobVec i

DosType = 0x4d534800
#
and for CrossDOS would be:

PCC:

FileSystem =
L:CrogsDOSFileSystem
Device = <your scsi
device:»

Unit = <your unit
number:>

Flags = O

Surfaces =
blocksPerTrack = 192
LowCyl = 0

HighCyl = 2729
Buffers = 5
BufMemType = 1
StackSize = 600
Priority =5

GlobVec = -1

DosType = (0x4d534800
#

a
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<Gary> Will those of us
awaiting new A4000 mother-
boards under warranty replace-
ment get motherboards with the
3.1 ROMs?

<CEIFALEX> All new
Amigas will ship with 3.1. We
will implement a special price
policy for C="s warranty repair
customers.

<Lewis> 1 read in Amiga
World a couple months ago that
CEI was working on something
secret that they would produce
as soon as they got the rights to
Amiga. Is this true and if so,
what is it?

<CEI-ALEX> We promised
a surprise when we complete
the acquisition of C=. Time will
tell!

<James Santiago> You
have talked about licensing
technology. Any plans for the
other way around, as in an ex-
isting 060 board or maybe
Sound Blaster type expansions?

<CEI-ALEX> The Amiga
technology can be the corner-
stone of new derivative produc-
ts. There is no reason why we
shouldn’t attempt the "Trojan
Horse" syndrome - an Amiga
inside a PC.

<Zibri> On IRC conference
you said that C= forgot the
"low-price/good product credo”
in the last years (especially
about A4000 and A3000) -
what are YOU gonna do?

And what did you mean
with "slightly more expensive
simply due to the lower vol-

umes"? It sounds like a "PI-
LATE’s HAND WASH" and
will newer Amigas have
CROSS-MAC, Emplant or PC-
TASK-like applications in the
newer Operating System?

<CEI-ALEX> Be REALIS-
TIC, PC makers produce mil-
lions of PC in a typical year.
The Amiga has traditionally

“Commodore

was greedy.

sold hundreds of thousands of
units in a year. Their cost on
chips, hard drives, and so on is
less.

<Zibri> Yeah, but how
much more expensive? I'm
afraid of another A4000 syn-
drome...

<CEI-ALEX> At the same
time, there was no reason why
an Amiga 4000 should cost
$US2500. Commodore was
greedy.

The intelligent customer is
willing to pay a few bucks
more, but not be raked over the
coals. If you think that you’ll
purchase an Amiga 4000T for
for less than a 486SX, then I
think you are going to be disap-
pointed.

<CEI-ALEX> PS Multiple
OSes are important, yes Cross-
Mac, yes Cross-Dos...

<Zibri> That’s fine... but I
think Commodore sold more
A1200s to people who put ac-
celerator boards in them than
A4000s.

<CEI-ALEX> The market
for the A1200 is completely
different from the 4000 market.
Most 1200s are sold in Europe.
The consumer wants perfor-
mance, connectivity with a tele-

vision and the lowest price

(sounds a lot like the old 64).

<Zibri> And A4000 doesn’t
even have a composite line
out... lots of users use Amigas
for home videos and titling and
I think they shouldn’t be forced
to buy video boards or other
stuff.

<CEI-ALEX> There is no
reason we can’t capitalise on
this formula. Yes, all Amigas
should have audio and video
in/out.

<Sean> A couple of related
questions: How has the liquida-
tion delay affected your profit
projections, in light of having
missed the Christmas season,
and how do you plan to fund a
significant marketing campaign
against the poor public percep-
tion of the Amiga? Will you be
aiming marketing at first time
buyers or previous owners?

<CEI-ALEX> Our projec-
tions never included Christmas.
At the same time we believed
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that we would have control of
the assets in August. This has
affected the timeframe and the
profit projections. We have a
large task ahead of us. First,
filling demand and trying to
keep the existing user base in
check. Then comes the real
tough job, which is attracting
the new buyer. Enough funds
have been set aside to accom-
plish this. Our marketing funds
exceed C=’s marketing funds
for the last 2 years of opera-
tions.

<Gary Wolfe> Alex, I think
Amiga fans everywhere are ec-
static! What are your plans for
the mass market? My hope is
for A1200s to sell like C64s. A
cash cow is needed to continue
all levels of development, I
think. Also, don’t forget the us-
er groups! Cheap form of ad-
vertisement...

<CEI-ALEX> The best ad-
vertising is our existing user
base. We have close to four
million salespeople out there.
It’s going to be tough to get
wide market appeal, but we
have to start somewhere. Since
being involved with the Amiga
we have always supported the
local user groups, and hope to
expand that world-wide once
we're operational.

<kevin s. frost> How long
will it take for a next genera-
tion Amiga to see the light of
day, and do your plans for ad-
vertising include TV spots in
the US?

<CEI-ALEX> Development
will resume immediately. Typi-

cally it takes nine months for
new models, 18 months for
new technology.

<Robert in Fargo> Cur-
rently one can buy an ‘030 Mac
with 4Mb + 160Mb HD, CD-
ROM, monitor, and software
for $1299 in Fargo. Will you be
able to make and sell a 1200
package with HD and AGA-
compatible monitor for $800 or
so to compete?

<CEI-ALEX> 1It’s tough to
discuss exact pricing until ev-
erything is operational. The
short answer 1is yes, the
A1200/CD/Monitor for under
$1000 is possible.

<deb> Alex, Kevin asked
before and you must have over-
looked it, about TV spots for
the US?

<CEI-ALEX> No, the ini-
tial budget does not call for US
TV spots. That would have to
come at a later time, as distri-
bution is improved in the US.
In Europe the need for TV is
more important.

<Evil Genius> Some folks
say that the C= buyer will sim-
ply produce enough machines
to fill demand, and then halt
production. What assurances do
you offer about this specula-
tion? Being orphaned once is
enough for me. Make me feel
safe.

<CEI-ALEX> We've
looked at that possibility and
must admit it makes financial
sense. But, the difference is that

I believe in the technology, I
have been involved with C= for
16 years. In other words my
heart, not just my wallet, is in
this venture.

<Mike Simmons> Alex,
What attempts will be made to
get some of the past software
developers and distributors that
have dropped the Amiga line
re-interested in the Amiga here
in the US?

<CEI-ALEX> That looks
like a two parter. First, if the
Amiga is going to succeed we
need all the developers back.
We can accomplish this by
bundling products, co-
marketing programs, financial
incentives, and having a true
partnership.

Distribution is important al-
so. Many times the consumer
wanted to purchase products
and no dealers were available.
We have hired a consulting
firm to locate and create a na-
tion-wide dealer network in
North America. Many of the
old dealers are willing to come
back.

<Scott Sawyer, Egad Intl.>
#1 Which markets will get
Amigas first, U.S. or European
(I'm a CEI dealer, I need Ami-
gas... :-)? #2 When will the
COD thing with CEI dealers
end?

<CEI-ALEX> Plans call for
both markets to get computers
at the same time. Once we an-
nounce our manufacturing part-
ner it will become evident how
this is possible. Unfortunately,
due to the unstable market with
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C= filing for liquidation, a few
bad apples spoiled it for the
good dealers. As soon as the
new corporation is operational,
dealer terms and conditions
will be provided to existing
dealers (based on merit ;).

<Jack> In previous confer-
ences you said that AAA Ami-
gas will NOT be produced, in-
stead R&D will focus on RISC
Amigas. Is this still true? If so,
I’'m wondering - isn’t it easier
to produce AAA machines
which are 95% done (according
to Dave Haynie), instead of
making whole new Amigas,
with an OS that has to be basi-
cally re-written for RISC ma-
chines?

<CEI-ALEX> Jack, its hard
to make firm decision without
owning any of the assets. I will
have to take a look at the work
in progress before firm deci-
sions are made. Do you realize
that AAA has been around
since before 1992? What I'm
saying is let’s take a look and
determine if it’s still viable to-
day.

<Kelvin> What is your
opinion of the new Amiga
clone announced by MacroSys-
tems Germany? Will you sup-
port these sorts of clone ma-
chines and are you willing to li-
cense the OS for them?

<CEI-ALEX> An Amiga
clone is not an Amiga clone un-
less it can run ALL the soft-
ware and hardware. Macrosys-
tems has a great idea and a lot
of work ahead. With the proper
terms I see no reason why the

OS can’t be licensed to them.

Macrosystems is also a great
developer and supporter of the
Amiga.

<Jason-AR> Clarification:
The Macrosystems DraCo is
like an Amiga, minus the cus-
tom chipset, plus a Retina for
display hardware.

“Typically
it takes nine months
Jor new models, 18
months for new
technology.

<daryl> What requirements
will you put on new and current
dealers, and how will the buy-
ing affect your other services?

<CEI-ALEX> This is not
the forum to discuss dealer spe-
cifics. Existing dealers that are
proven are not a problem. Cov-
erage in new areas is a priority.

<floater> Assuming the sit-
uation resolves in a few weeks,
when do you expect to have
product available? And I think
you should work to have a
competent NYC dealer - which
there hasn’t been for YEARS!

<CEI-ALEX> Input taken
on NYC. Amigas can be
available 60 to 90 days after
court approval.

AMIGA Review

<Doug Cotton @ CMD>
Following up on Jason’s ques-
tion on the older (64/128) tech-
nology: Someone is indeed in-
terested. Who should they con-
tact at CEI to discuss that fur-
ther?

<CEI-ALEX> If you are in-
terested in purchasing the 64
technology call Dave Defelici
at (305)266-2800 ext 108. Tell
me it’s true PLEASE ;)!

<Doug Cotton @ CMD> 1t
is.

<Demetri [Speed Demon]>
What are the chances of getting
back the old Amiga crew, like
Dave Haynie, Mike Sinz, Bri-
an.Darren etc? With no more
people left at C= (USA), how
do you plan to enhance the
Amiga with new features?
Without the people who know
about the OS and hardware, it’s
like starting over from scratch
with a new crew. And how
about the floor scrubber, will it
get upgraded :)?

<CEI-ALEX> Jason is in
charge of the floor scrubber.
We have been in contact with
engineers who have left C= in
the past four years. As a gener-
al rule (no specifics) most of
them are committed to the
Amiga and are willing to return
if the conditions are right (free
pizzas every night) ;). At the
same time I believe that bring-
ing in some new blood might
add new perspective to our
technology.

<Jason-AR> As for the
floor scrubber, we are already
planning to make sure that the
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new floorscrubber technology
is backwards-compatible with
all Amigas, and are working on
a PCMCIA battery recharge in-
terface.

<Alan> Alex, what would
CEI’s plans be for the CD32?
Would you market it aggres-
sively against the Sega and
Nintendo in the US?

<CEI-ALEX> Reality sets
in. There is a market for the
CD32 and we will support it
aggressively. But there is no
feasible way of competing head
to head against Nintendo and
Sega. Their ad budgets are be-
yond belief. Let’s concentrate
on our strengths and dominate
those markets.

<Rob Boyce> What was the
status of the stuff in the ware-
house in the Phillipines - any-
thing of value? I have started to
collect amigas and am curious
;). CD32s will sell themselves
once they become widespread.

<CEI-ALEX> The invento-
ry in the Far East is a shambles.
It will take many months to sort
out all the parts. There really is
nothing of real value there.

<Sam Ormes> New compa-
ny name? Headquarters loca-
tion? Will Miami store remain?
Manufacturing locations?

<CEI-ALEX> The working
name is Amiga Technologies
International, but that’s subject
to change as things get closer.
Because most of the engineers
live in the Philadelphia area,
we're looking for facilities

there.

<ERIC MORRITT> Given
all the information about the in-
tent to continue manufacturing
the Amiga, do you think it
would be wise to base a com-
puter graphics business on
Amiga technology?

<CEI-ALEX> If 1 had to
answer your question today I'd
say no. We need to move the
Amiga forward and have it gain
wide acceptance in a number of
new fields. Six months from
now the answer should and will
be yes.

<Shane @ DUP> How will
CEI support small program-
ming companies like Dark Uni-
corn Productions (developers
kits, etc)? Also, is there any
truth to the rumor that Mi-
croSoft is backing CEI :(?

<CEI-ALEX> The Amiga
developer has been traditionally
been a small home based cre-
ator. It’s important to remember
this when setting prices on de-
velopment tools and providing
the information for reasonable
costs.

Excuse me, that was Bill on
the phone ;).

I’m sorry but do to the na-
ture of the beast I am not able
to disclose who our partners
are.

<Bill> Will you be aggres-
sive with your marketing like
Apple is?

<CEI-ALEX> YES. Special
pricing for schools, developers,

print ads, direct mail, etc. We
realize that we must be aggres-
sive.

<Odie> Will initial releases
of the 1200 see 3.1 or any other
changes? How about future
1200s - 030? Akiko? HD flop-
pies? CD-ROM?

<CEI-ALEX> Yes to 3.1 on
the initial 1200s. The 1200s
have a lot of room for growth -
built in CD, faster processors,
more space for HDs, on board
memory expansion and much
more.

<DavidM> Will there be
any upgrade deals for current
A4000 owners like the old
trade up deals of yore, or possi-
bly upgrade kits like a real tow-
er case kit with lots of slots and
a larger power supply?

<CEI-ALEX> One of the
few things which C= got right
most of the time was their up-
grade policies. By using stan-
dard form factor on boards this
becomes easier.

<Peter> Will you be the
CEO of this new Amiga com-
pany? Do you plan to introduce
a better OS (with RTG, net-
working, etc.) before the next
generation of hardware? This
does not include 3.2.

<CEI-ALEX> Titles are-not
important. Yes, RTG is some-
thing the Amiga needs sooner
rather than later. I see the abil-
ity to release yearly updates to
the operating system and price
them reasonably, instead of
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releasing a new OS and charg-
ing an arm and a leg.

<CEI-ALEX> Improvemen-
ts I would like to see include
RTG, networking support, a
more professional look, more
speed...

<Mark> Have you had any
recent contact with the C= UK
management team, and if so
what was the substance of those
contacts? Competition at the
bidding stage is under-
standable, but when all is said
and done, the UK had the most
successful and complete adver-
tising machine, and the UK
market earned much of the
bread and butter which went to
feed the production of the high
end Amigas so beloved in the
US.

<CEI-ALEX> Mark, we
have made a number of over-
tures to the UK management
team, unfortunately the deci-
sions aren’t up to them. The op-
posing group is composed of a
Red Chinese investor and an
Australian financier. Yes, we
are willing to work with them
when all is done and said.

<Don> Will we see beefier
machines? Not 25MHz stuff -
more like 40+MHz... it has to
be cheaper for you to do it than
for me to spend $1300 after I
buy my new 4000T!

<CEI-ALEX> YES YES
YES YES YES YES YES YES
YES YES

<Bill Hinkle> Have you
had discussions with any major

AMIGA Review

retailers to sell hardware and/or
software?

<CEI-ALEX> Yes, in the
past few months we have had
plenty of opportunity to speak

“An Amiga
clone is not an
Amiga clone unless
it can run ALL the
software and

hardware.

with major retailers. All of
them expressed reservations
about C= but are willing to
work with a new entity if the
conditions are right.

<deb> OK folks, it’s nearly
midnight for Alex and he’s
tired. And I’m still looking at a
queue of over two dozen people
with questions.

If you will leave me your
question in email, either "Mail
to sysops" at menu or to me di-
rectly, I’ll fax them to him and
he’ll get answers back to you.
Fair deal?

[Now that nobody else can
talk, how can they argue?]

Thank you Alex, we’'ve
been keeping our fingers
crossed.

We will continue to keep
our eyes peeled for news.

<Jason-AR> (Or - they can
always email me and I will just
call CEI and harass the recep-
tionists until someone owns up
to actually being in the build-
ing.) :) Thank you, Alex, for
once again violating your bed-
time to have this conversation
with us.

<CEI-ALEX> Thank you
for the opportunity and sup-
port... In the past week we have
received hundreds of notes, cal-
Is and letters of support and
ideas. THANK YOU ALL!

As we said last month,

we're still waiting to find out
who’s got the Amiga technol-
ogy. At the time of writing
there’s still not been any offi-
cial announcement, although
occasional rumours still pop up
and gain popularity before be-
ing squashed by the obvious
absence of any corroborating
evidence on any of the on-line
information services.
Commodore UK have been
very quiet indeed recently; we
haven’t heard anything much
from them since their widely
promoted November 4th finali-
sation date passed uneventfully.
On the other hand, for all their
conferencing and goal-stating,
CEI haven’t done anything offi-
cial either. It’s probable that
there’s a lot of behind the
scenes action happening, but
after all this time we can only
wonder what’s taking so long.
No doubt it’ll all be clear in
about five years; in the mean-
time, all we can do is wait, and
hope that sometime the opti-
mistic bidders’ statements will
turn out to be correct. Q
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D Brunswick Publications has
kindly been in contact, with details
of some new public domain soft-
ware releases for the C64. Most of
these are sourced from Europe,
where development of C64 soft-
ware still continues. As always,
the disks are available from
Brunswick for $5 each, and if
you’d like a catalogue write to the
address given below.

DISK 222, POWER BUDGET.
A flexible home budget, manage-
ment and filing system for the
C64, written by the associate
editor of the popular Lodestar
magazine. Makes easy projections
with tentative budgets for an entire
year, and can handle the printing
of yearly and monthly reports.
Accessories include a calculator
and a good online help facility.

DISK 224, ASTROLOGY. A
comprehensive astrological per-
sonality profile from Hettiger’s
Astrologers of the USA. Simply
enter a date and place of birth, and
the program will produce an
individualised personality profile
that can be printed or viewed on
screen. Fun, but not quite as fun as
seeing lewd pictures in an inkblot.

DISK 230, MANDELBROT.
Two mandelbrot generators for the
C64. Includes some sample pic-
tures, and one of the generators
allows the saving of pictures to
disk. Be warned that creating
full-screen, detailed mandelbrots
can take a considerable amount of
time, but the images are always
fascinating.

DISK 231, BANK ACCOUN-
TS. An updated shareware version
of Jim Abronski’s Bank Accounts
program. It allows tracking of up
to three accounts, stores informa-
tion for monthly bills, prints
mailing labels, and has hard copy
facilities for all account details.

DISK 232, DISK UTILITIES.
The complete version of DCMR,
which keeps a database of disk
directories and will print them in
up to three columns. Includes
documentation and support files.
Also included on this disk are a
series of disk utilities, including a
program to format disks in six
seconds. Very worthwhile.

DISK 233, BASIC FOR
BEGINNERS. A compilation of
tutorials for the beginner. Taken
from issues 1-7 of Brunswick’s
regular disk magazine, and
featured here with an auto-load
menu for easy access. No previous
knowledge of programming is nec-
essary. Covers simple commands,
sprites, character sets, and more.

DISKE 236, DEMQ DISK.
Finally, the winning entries from
the Elysium demo party held in
Poland in June 1994. Includes the
very popular  Klepka/Vermes
which has some of the best anima-
tions seen on the C64. Amaze your
friends!

DISK 240, PAINT & DRAW.
Hi-Res Edit is a fully functional
paint program with Zoom,
Airbrush, Undo, Brush, Pen size
and all the usual features. Also
includes a utility to make your
own slideshow. Hard copies may
be made to any Epson FX80
(MPS1230) or Centronics printer.

Brunswick also has plenty of
new games disks and GEOS clip
art and fonts available. Contact
Brunswick by writing to PO Box
745, Campsie NSW 2194,

Interfacing with a network that
spans the globe may sound beyond
a C64. Many people are amazed

that the C64 can so easily use a
modem and hook into a local BBS,
let alone the international Internet.

The truth is, Internet access is a
job the C64 can handle quite well,
thanks to the very nature of the In-
ternet. Firstly, a few explanations.

The Internet is a planet-wide
web of linked computers. It can be
used for retrieving research
material, posting Email, grabbing
pictures and sound, and even
talking in a live worldwide forum.
In theory it doesn’t matter if the
data you're looking at is stored on
a PC in Sydney or a mainframe in
Washington, the material can be
accessed just as easily.

If you're logging onto the net
from your home or office, your
computer is usually doing little
more than acting as a dumb
terminal to the host computer.
Whatever you type is sent to the
host, and the output gets piped
back to your screen. In this mode a
C64 can operate just as well as a
Mac, PC or Amiga. Of course, you
won’t have access to graphical
interfaces like Mosaic, but the
more common shell interface will
do the job just as well, and a damn
sight faster.

To hook in, you’ll need a
modem and a terminal program,
preferably one capable of VT100
emulation. If your modem wasn’t
designed specifically for the C64
you’ll also need an interface.

There have been several
Internet articles in Amiga Review
over the past few months, so I
won’t repeat the basics. Instead,
starting next month I'll be looking
at what’s available specifically for
C64/128 users.

Until then, if you’d like to
contact me please write to The
C64 Column, PO Box 288,
Gladesville 2111. I also welcome
feedback via Fido Netmail at
3:713/888.999 or via Internet to
oj@codel.-dialix.oz.au. See you
again next month. a
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NS

AVC Electronics Services Pty Ltd
23 Ellen Street

Wollongong 2500

Phone: (042) 266 844

Bithramere Computers
783 Duri-Wallamore Road
Tamworth 2340

Phone: (067) 674 272

Malcolm Graham Computer Repairs

10 Balihhay Ave
Pipers Bay 2428
Phone: (065) 55 5131

Sibnet Pty Ltd

(rear) 13 Gibbes St
Chatswood 2067
Phone: (02) 417 7600

Amtech Pty Lid

13 Barney St
Parramatta 2151
Phone: (02) 890 1266

Computer Tech Services
43 Planthurst St

Carlton 2218

Phone: (02) 547 2333

Sherlock Electronics
25 Broadmeadow Road
Broadmeadow 2291
Phone: (049) 622 514

Unitech Electronics
PTYLTD

PO Box 150

Minto 2566

Phone: (02) 820 3555

Victoria

Computer Tech Support
169 Fryers St

Shepparton 3630

Phone: (058) 217 311

Megatron Computer Industries
Unit 4, 156-160 New St
Ringwood 3134

Phone: (03) 870 4017

Fax: (03) 879 2856

Tate Palmer Technology
38B Scotsburn Ave
Oakleigh South 3167
Phone: (03) 543 6060

Northwest Electronics
Pty Ltd

95 O'Shanassy St
Sunbury 3429

Phone: (03) 744 4440
Fax: (03) 744 7972

RTD Services Pty Ltd
25-29 Fairlie St
Hamlyn Heights 3215
Phone: (052) 789 766
Fax: (052) 783 545

South Australia

Force Electronics

9 Somerset Circuit
Lonsdale 5160
Phone: (08) 326 3017
fax: (08) 382 3366

Radcom Computer Services
Unit 7, 100 Hewittson Road
Elizabeth West 5113

Phone: (08) 287 1191

Fax: (08) 287 0655

Pro-Care Computing
18 Kensington Road
Rose Park 5067
Phone: (08) 364 3988
Fax: (08) 364 3936

Western Australia

Computer Workshops
Unit 3-4

105 Lord St

Perth 6000

Phone: (09) 227 7373
Fax: (09) 277 5868

Comfix Computer Maintenance

111 Cambridge St
Leederville 6007
Phone: (09) 388 1665
Fax: (09) 381 2782

ice Centres

Queensland

Combined Technical Services
Suite 2/88 Logan St
Woolloongabba 4102

Phone: (07) 391 0377

Fax: (07) 391 0788

Keyboard Electronics

Unit 5/15 Pinter Drive

Southport 4215

Phone: (075) 916 188

Parcom Pty Ltd

301 Riding Rd
Balmoral 4171

Phone: (07) 843 2120

SEQ Computer Repairs
Care of Homebase Centre
Jindalee 4074

Phone: (07) 279 5503

ACT

Amalgamated Business Machines
65 Kembla St

Fyshwick 2609

Phone: (06) 280 488

Fax: (06) 280 7729

Maxtech Pty Ltd

Unit 3, 17-23 Oatley Court
Belconnen 2616

Phone: (06) 251 1000
Fax: (06) 251 2555

Northern Territory

D & S Electronics
Shop 6/66 Aralia St
Nightcliff 0810
Phone: (089) 48 0571

Tasmania

Precision Solutions
15 Wilmot Street
Hobart 7000

Phone: (002) 242 044
Fax: (002) 234 858
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May 1994 Vol 11 No 5

- Understanding Amiga Graph-
ics - Computer images often re-
quire a compromise between qual-
ity and file size - we explain how to
acheive the best balance -
Modems - An introduction for Be-
ginners - A modem can bring all
kinds of information to your Amiga
at a very reasonable cost - Up and
Running - Making your rmodem
work - trouble shooting and a
checklist of what to do.

Yr Personal Write - super
cheap word processing with inter-
esting features - Map Studio Vol 1
- JPEG graphics - DPaint Tute -
The DPaint beginners friend -
Deluxe Paint Tutorial - The sky's
not the limit - Education - Cross-
word Wizard - Hot PD - Utilities ex-
tract more from Workbench - Blitz
Basic - Squeezing your Data -
Desktop Publishing - Creating Re-
versed text - Help Line - Problems
solved - Online AMIGA! - Start
your own MAX'S BBS

#r C64 Column - CMD picks up
GEOS - Games - The Settiers,
Second Samurai, Kingmaker -
Quest for the Crown, CD32
Games - Trolls, Alien Breed/Quak,
Project X.

June 1994 Vol 11 No 6

- Art Department Professional
2.5 - The latest version - The fu-
ture with AAA, new AAA chips! -
DirWork 2 - Amiga Picture View-
ers, which is the best - we com-
pare 20 of them - Neptune Gen-
lock, Desktop Video just got better
- Amiga Animation Software.

+ DTP Column, Creating for-
ms in Pro Page - Hot PD - Online
Amiga - Blitz Basic - C64 - Games
- Liberation - Captive I, Skid-
marks, Cliffhanger, Apocalypse,
Legacy of Sorasil - CD32 Games,
Surf Ninjas, Global Effect.

July 1994 Vol 11 No 7

- Wordworth 3.0 First Impres-
sions - Disk Expander Review -
Imagine 3.0 Review - TypeSmith
2.02 - MiGraph MS1200 - Net-
working Intro - PARNET -
PageStream 3.0 - Video Creator
CcD32

#r Columns - Hot PD - Amos -
CanDo - Arexx - Education - Real

3D - Online - Blitz - DTP Column -
C64 - Entertainment, James Pond
3, Noddy's Big Adventure, Dyna
Blaster, Mr Nutz - Hoppin’ Mad,
Star Trek 25th Anniversary

August 1994 Vol 11 No 8

- Wordworth 3.0 vs Final Writer,
Is bigger always better? - Virtual
Memory, Good as RAM? Using
your hard disk to make up for low
memory - TypeSmith Font Design,
Convert, edit and create typefaces
for your Amiga - Biomechanics,
Podiatrists find a use for the
Amiga with a video digitiser -
Deluxe Paint Tutorial, Creating
lifelike textures and animation -
Microvitec Monitor, The ideal
monitor surfaces at last, perfect for
AGA machines - imagine 3 Tutorial
- Animation Column - InfraREXX
Control - Software for Little Kids, a
suite of programs for little kids.

#r Columns - HotPD - DTP -
Humorous - Online - CanDo - C64
- PowerDOS - AMOS - CD32.

¥r Edutainment - KidPix,
painting made fun - Games, K240,
Dragon Tiles.

September 1994 Vol 11 No 9

- Stepping up to CD-ROM, re-
view of the NEC 3X triple speed
drive - Piracy, Alive and Well - PAL
Lightwave, Newtek's monster 3D
rendering package is now
available sans Toaster - SX-1
CD32 Expansion - Supra 28 Tur-
bo, Supra 28Mhz 68000 accelera-
tor gives you power without the
price - DevCon Report.

# Columns - Hot PD - DTP -
Online - CanDo - PowerDOS -
Amos - CD32 - C Programming -
Education.

¥+ Games - Armour Geddon Il -
Fury of the Furries - Brian the Lion
- Benefactor - Traps and Trea-
sures.

October 1994 Vol 11 No 10

- A TBC on your deskiop? Im-
prove the quality of your next DTV
effort - Amiga intc the future, what
Commodore UK has in store - Fast
Animation, no hardware - A2000
revisited - Graphics boards and
mode promotion - Personal Ani-
mation Recorder - Registering
your Shareware -Turn your A1200

into a CD32... almost!

¥r Golumns - HotPD - Blitz Ba-
sic - Online - Power DOS - C Pro-
gramming - Games - Nick Faldo’s
Golf, Pirates, Impossible Mission
2025 "The special edition".

November/December 1994 Vol
11 No 11

- Briliance 2.0, 24 bit painting
without extra hardware - power to
the people! - Disaster Recovery,
when in trouble or in doubt, run in
circles, scream and shout. Or read
this. - Quark Express vs
PageSiream 3.0, How does the
new kid on the Amiga DTP block
stack up - Money Matters, a cash
book for small business and home
- G-Lock, GVP's sofiware con-
trolled genlock - Understanding
Fonts - CD Roundup - Easy
Ledgers, professional accounting.

¥r Columns - Blitz Basic - On-
line - AMOS - C64 C Programming
- Games - JetStrike - Secrets of
Frontier Elite Hintbook. Review of
the Competition Pro Super CD32
Controller.

SPECIAL EDITION ANNUAL
January 95 Vol 12 No 1

- Lightwave Goodies, exira
software finally in Australia - CEI
Conference, hot from the Internet
CEl boss Alex Amor speaks - Re-
moveable storage shootout, com-
parision of the new Bernoulli and
Fujitsu 230Mb drives - Magic
Lantern - Surf the Net, Internet ac-
cess with your Amiga.

7= ANNUAL SPECIAL - Amiga
Dealer List - Amiga Service Centre
List - Amiga BBS Listing - Fish
Listing

#r Columns - Online, DPaint,
C64 - Games - Super StarDust
Alien Breed Tower Assault, Can-
non Fodder 2, Beau Jolly Pack in-
cluding Canncn Fodder, The
Chaos Engine, The Settlers, and
T2: The Arcade Game. CD32 Ban-
shee.

$3.50 each including postage.
Send cheque or money order, or
phone/fax credit number to:

Storm Front Studios,

PO Box 288,
Gladesville NSW 2111.
Phone: (02) 879 7455
Fax: (02) 879 4236
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Warp J}Engine

Standard of Excellence
Standard Features include;:

Fastest 68040 available

40Mhz standard, 28Mhz or 33Mhz optional

up to 128MB of RAM
Standard 72pin SIMMs

Mix & match 4, 8, 16, 32 MB SIMMs

Fast SCSI-2 controller
uses NO Zorro III slots

Distributed by Software Buyers Service

(03) 808-8308 phone & fax
Dealer Enquires welcome

]

We Have One of the

BIGGEST

Publ [+ Domaln Ranges of Extensions and
o _g{ AMOS Products
;Z[{/L/ Available!
{-‘ > Something for everyone!

WE NOW ACCEPT MASTERCARD, ViSA &

BANKCARD!
Qur Normal AMOS PD disks are $3.00 each Including Postage!

|
With every 10 AMOS PD Disks bought - get 1 Disk FREE! |

P " o
AMOSIAMOS PRO USERS|
TURBO FPLUS PROFESSIONAL
The Game Wrirers Ultimate Extension!

Yes the long awaited Cor ial version is now availabla! It has all the |
features of the PD Versions plus heaps mare! It's faster & more powerfull
It has Mapping commands 11 TIMES faster than TOME! This has 1o be
THE most powerful exlension ever written! It comes complete with a
printed Manual & is just $58.95! - Demo Available $4.00 - PD Ver $7.00

ENHANCED MUSIC EXTENSION V5 |
This Aussie written extension aclually replaces the original
bug-ridden exiension. It fixes numerous bugs in the original as
well as adding around 70 - yes 70 new commands!

Full Protracker command support with many enhancements, it
also enables you to SAMPLE from within your AMOS program
using most samplers!

The biggest enhancement in Ver 5 has got to be the BIT EVENT
Functions, Imagine being able to assign a sound effect to any
event! Like a mouse click or a fire button, or even the keyboard,
now all you have to da is assign a wave or sample to an event
and EME locks after the rest under interupt!

Not only do you get all this, but you get expanded MED support,
WAVE banks and numerous other funtions as welll
Reguires AMOS PRO V1.12+ or AMOS V1.36  514.95 Incl A5 Manual
Upgrade from older Verslon for just $8.00 (Send org Disk & Manual}

[ Procedure Unlocker! A Must have for every

MONSTER 501 AMOS PROGRAMS PACK
501 programs from all the AMOS PD Libraries.So much
Source code to look through! includes the lang awaited

AJOS User!
B Disks - $22.95

| Intuition Events, you even have AGA screen and Colour

“Fos any Overseas Orders, Please Add 7% of the TOTAL orders

AMOS INTUITION EXTENSION!
Yes, you can now finally write AMOS programs that are
intuition based! Open Intuition Screens, Windows and
Requestors. Use Intuition Menus and Gadgets. Read

Support! Open HAMB, 64,128 or 256 Colour screens!
Requires PRO 1.12+ or AMOS 1.36 - $§29.95 Inc A5 Man

Value to cover Airmail Postage. Minimum Card Order $10.00.

Send $2.00 for a full Catalog Disk + the Latest Virus Checker
PUBLIC DOMAIN PLUS
P.0. Box 751 Hornsby NSW 2077 AUSTRALIA

Affordable invoicing, ordering, account handlin

P e v, sy | Write yourself an - Get | | ’
eS| et [TER | e | " oy ji ) I
| —} nmﬁ‘ st _| | At
| Talla Fay by Peater | | LSRN
| Aty (ede Descristion Frice sa Tk Tax on |
|\ sy e o) | D ) i ‘ — e L
] 5 79. M § 9. 1 i . T s
i | . [ — |
| 10Q is highly configurabfe: user | . Ca— |
| defined invoice header, date format, = ] o
enimaTen e s | default payment period, rounding etc. [ TR e

i T Tax § B8
Frist Comant [Thaniveu Tor your Dusiness Totst '

@ Invoices Queries and Reports

* Provides for distinct Bill to / Ship to addresses * Search for files on criteria: Dates, Name, Paid etc
* Point-and-click flagging of payments rcceived * Produce printed duplicates, or accounts statements

* Special check box for wholesale sales etc
* Sales tax support included J
* Automated data input and stock-check

Stock Control

* 4 pricing categories: Buy/Sell, Norm/Special

@ * Base sell-prices on buy prices, etc.

Of ders * Set stock and restock levels (automatic notification)
= Features similar to the invoice module
* Point-and-click flagging of payments made Izl Hot link to Conitact

@ * Use Contact to insert address details instantly

Quoftes
* Accepted quotes can automatically become invoices W
* Accurately and automatically provide current prices

Payments Received

* Flag individual items in an invoice as paid.

More Information — See your dealer or call:

Desktop Utilities, PO Box 3053, Manuka ACT 2603
Tel (06) 239 6658 = Fax (06) 239 6619 « BBS (06) 239 6659




P After the excellent article on In-
ternet access by Robert Atkins in
the January issue of Amiga Re-
view, I thought I’d take a rest on
the Internet topic this month and
catch up on a few other items.
More Internet hints and tips for be-
ginners next issue, but for now, on
with the show!

SPOT update

SPOT, arguably the best point-
ing software package currently
available for the Amiga, has been
updated. Version 1.3a has just been
released, containing many bug fix-
es and a few new features. Note
that Dean Brandt is no longer the
Australian registration site for
Spot - you need to register directly
with the author. Look for the
SPOT13A.LHA archive at a BBS
near you.

BBS listing complaints

It seems a few sysops noticed
errors in the Amiga BBS listing
which appeared in the January An-
nual edition of ACAR. Well fellas,
you’'re sending your hate mail to
the wrong bunny. Daniel (I knew
you'd slip up sooner or later,
buster) Rutter compiled that list,
so feel free to redirect all hate mail
to his mailbox. [Right, that does it.
Guido! Luigi! Visit the man! - DR]

On a serious note, it’s near im-
possible to make sure that every
Amiga supporting system is in-
cluded in such a list [I just used
every board in the Australian BBS

listing that ran on or listed support
for Amigas - DR]. If you (or your
favorite Amiga BBS) didn’t appear
in the list, then send in the details
to the ACAR offices and we’ll
make sure your details appear in
the next one we publish.

Heck, if you write a particular-
ly sad story to us, you might even
get a special mention to correct the
problem, just like the one Keith
Antoine scored below.

Yes folks, the Amiga modem-
ing world should now be a much
happier place because you’ll all
know that WindDragon Inn BBS
in QLD, with FIVE gigabytes of
files online, TWO lines and an In-
ternet SLIP link is now available
to take your calls.

But wait, that’s not all! Did
you know that WindDragon Inn al-
so runs the Commodore Amiga
Computer Group BBS in a piggy
back fashion, and provides high
end graphics and animation sup-
port running user accessible hard-
ware? Well it does, and just when
you thought you knew everything
there was to know, you guessed it,
there’s still more!

Running under Xenolink Pro-
fesional BBS software on an
Amiga 3000, WindDragon can be
accessed by dialing (07) 300-5569
(28.8k) or (07) 300-6357 for all
speeds up to 14.4k. Fidonet and
Amiganet message areas are also
available for your reading enter-
tainment.

So there you go folks. Give
WindDragon Inn a call and tell
Keith Antoine "Online Amiga"
sent you. You never know - you
just might score a free set of steak
knives to boot!

Modem problems

The following scenario should
ring a few bells for many modem
users. You log into your favorite
BBS to get your daily fix and not a
few minutes into your session,
wham - the modem suddenly loses

carrier. Sound familiar? No, it’s
NOT likely to be the sysop on the
other end dropping carrier on you
because he doesn’t like you.

The above problem had
plagued me many times over the
years with four different modem
brands, and despite calling the mo-
dem manufacturers and Telecom
for advice several times on how to
solve the problem, I continually
ended up back in square one and
none the wiser.

The modem manufacturers
would blame the phone line, while
Telecom would tell me (assuming
I was able to get onto a technician
that actually knew what a modem
was) that the fault was likely to be
with the modem. Sounding even
more familiar now? Argghh!

So what’s the solution? Simple.
Forget about calling the modem
manufacturers or Telecom and talk
to people that have a better idea of
what’s probably going on. So who
are these gurus? People on the
nets. Fidonet echomail areas such
as Aust Modem or conferences de-
voted to your brand of modem are
an excellent source of good info,
as are a few of the Internet news
groups.

I believe I've now solved my
carrier loss problems with other
people’s help and advice, so here’s
a few tips I found useful which
might help you out. It involves a
fair bit of experimentation, but it
sure paid off for me, so was well
worth the time I had to spend fid-
dling. 5

Voice telephones are nowhere
near as sensitive to line quality as
a modem is, so a bit of a crackle or
a hum on the line for a second or
two will not affect a normal tele-
phone at all.

A modem, on the other hand,
needs the line to be almost noise
free and continuously monitors the
line quality and compares it to its
EQM (Eye Quality Monitor)
threshold register setting. If the
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line quality deteriorates below the
modem’s EQM register setting, the
modem will either attempt to re-
train to a lower connect speed or
simply disconnect (the dreaded
NO CARRIER message).

The obvious answer to this
problem is to simply increase your
modem’s EQM S Register setting
to a higher value - assuming your
modem will allow you to do that
of course. My Netcomm V32E7
SmartModem did with the ATS33
register setting, but you’ll need to
check your manuals to see if yours
will allow you to alter the EQM
setting and which S register to use.

Another S register to which
might help correct the problem is
the Lost Carrier/Hang Up delay.
On the Netcom v32E7 Smartmo-
dem, it’s S10 and defaults to 18.
Check your modem manual for
which S register it uses for this de-
lay configuration, and try increas-
ing its default setting a bit to see if
that helps the problem.

Next, check to see if your mo-
dem supports data compression
(NOT MNP error correction). Data
compression control on my mo-
dem was configured with the
AT%C command and turned off
with AT%CO, but again, your mo-
dem may well use a different com-
mand, so dig out that manual
again.

If you find that your modem
does support compression and that
it’s enabled, then turn it off. The
purpose of data compression is to
reduce the size of data being trans-
fered, but this is only useful on
straight text or other compressible.
As 99% of material on bulletin
boards is archived, all it will do is
try to compress material that’s al-
ready compressed anyway, making
little diference to transfer speeds.

If all the above fails to alleviate
your carrier loss problems, here
are a couple of other things to try.

1. Firstly, check what sort of
exchange the telephone line you

use to dial out with is on. I'm told
that the best type for modem use is
a digital exchange. To find out if
you are on a digital exchange or
not, give Telecom a call and ask if
you can have the "Call Waiting"
service on your line.

®Don’t talk
to the modem
manufacturers or
Telecom - talk to the
people who REALLY
know what’s going
on!”

If they answer yes, then you
are on a digital exchange. If they
say you can have it, but that they’ll
need to give you a new telephone
number first, then you are on an
old (non-digital) type exchange.
Intermittent line quality problems

can frequently occur on the older

exchanges.

If you already have call wait-
ing connected to your phone line,
make sure it’s turned off before
you use your modem. If call wait-
ing tones come through during a
modem call (that little Easycall
"beep-beep"), your modem will
lose carrier nearly every time.

2. What does your phone line
plug into? If you have the old type
rectangular phone socket in your
wall, ensure the little metal contac-
ts (on either side of the plastic
prongs) in the modem plug are
nice and clean, without any corro-
sion. Give them a gentle rub with a
fine nail file, pen eraser or similar
to clean them up a bit.

If all else fails, you may need
to send your modem back to the
manufacturer to have it tested. Be
sure to get a quote before doing

this though, because modem test-
ing can cost you heaps once a mo-
dem is out of warranty. Sadly, if
the modem does turn out faulty
and requires repair, it can often be
more cost effective to shelve or try
to sell the the modem and simply
purchase a new one.

NOTE - Before going to the
last drastic step, make sure that the
problems don’t only occur with
just one BBS system that you call.
If you have problems with one
BBS, but none with the others that
you call, then you have to consider
the possibility that it’s the BBS
end with the problems.

I was lucky enough to be able
to solve my problems with simple
modem configuration. I'll also
soon be telling Telecom to switch
my BBS line over to a digital ex-
change so I have a better chance of
clearer lines. I'm hoping that the
above information may help some
of you solve your own similar
problems just as cheaply and ef-
fectively. Long and solid carriers
to one and all.

Send feedback direct to:

Online Amiga
C/- Andrew Leniart
P.O. Box 1060
Hoppers Crossing
Victoria 3029

or contact me via any one of the
following methods.

Andy’s Attic BBS: (03) 749-4897
3:633/106 @Fidonet
41:300/106 @Amiganet

or via email at:
aleniart@insane.apana.org.au
on the Internet.
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D I have been most remiss. Spoilt
by people sending me software,
and by Fred Fish’s sterling efforts,
and by the Aminet CD-ROMs’
bounteous crop of cool freely dis-
tributable stuff, I have been ne-
glecting my download directory.
Every time I find something nifty
on a BBS I snarf it down into my
faithful data:down/ directory, but I
haven’t been clearing all this stuff
nearly as quickly as I used to.

There is, as I speak, more than
87 megabytes of it. Much more with
all the archives uncompressed. I
consider this a tad excessive. So into
the download directory I delve for
this month’s column!

* Shepherd

A decent shareware god game.
There have been quite a few god
games - Bullfrog’s Populous, Pop-
ulous II and Powermonger spring
to mind, and Blue Byte’s more re-
cent The Settlers - but this is the
only one you can legally evaluate
for free. As usual, you’re a god
and the aim of the game is to get
rid of anything that has the folly to
follow someone other than you.
Unlike most god games, there
aren’t any little people involved;
your followers are all animals,
which you create by using the god
energy your faithful animals gen-
erate. You can also create extra
fodder for the animals (essential as
populations grow) and, of course,
you can wreak holy vengeance up-
on the unfortunate critters of the
Other Guy.

Airfoil

Shepherd isn’t as good as even
Populous 1 - it’s a bit clunky, the
graphics are average, there aren’t a
vast number of things to do and
you can’t play against another hu-
man - but it’s good nonetheless
and still worth a look. You need a
megabyte of RAM to rtun the
Shepherd, but that’s the extent of
the requirements.

*xx Airfoil

An oddity, but useful for some.
Airfoil does conformal mapping of
the airflow around a configurable
airfoil. If you want to do confor-
mal mapping of the airflow around
a configurable airfoil, Airfoil is the
program for you. The accompany-
ing picture may make the pro-
gram’s purpose clearer. Or not.

* Amiganoid

Just when you think there’s
nothing else you can do with a
concept, some smart aleck comes
along and tweaks it some more.
This is a Breakout game (bounce
the ball off the bat to break the
bricks), incidentally from the mak-
ers of the graphically stunning
commercial game Benefactor but
with nothing like its complexity,
that has two bats. One’s at the bot-
tom and is operated by moving the

mouse left and right, as is normal,
but the other one’s on the right
hand side, and is operated by mov-
ing the mouse up and down.

Apart from that, this is a pretty
ordinary Breakout game. But hey -
how many gimmicks do you want
in one program?

** How-Long

This almost offensively simple
program tells you how long a file
will take to send over a modem, or
other low-speed data link. It's got
a slider you move to tell it what
transfer rate to calculate from, and
a button you click to pop up a file
requester to show it the file you’re
going to send. That’s it.

* Racing Maniacs

Here’s a simple vector graphic
race game with computer oppo-
nents of variable quality, two play-
er competition, a four-sided car
damage system (lose a side and the

Elmer
Yosemite

Daffy
Bugs

it

Program complexity guide:
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Amiganoid

damage goes to your innards...),
and, for spice, optional land mines
and bonuses.

You can even do a reverse
race, where the cars scream around
in opposite directions (CHICK-
EN!). Racing Maniacs isn’t pretty
but it’s smooth and unpretentious,
and it’s good for a half hour of en-
tertainment on a rainy afternoon,
which is all I ask of a simple game
like this.

** ARCHandler

This one’s a gem - though not
as highly polished as it could be. If
you do a lot of comms, you’ll be
swimming in archives - and
they’re common enough on PD
disks and CDs, too. The dominant
Amiga archive format is LhA,
with few Amiga files coming in
any other format, but having only
one flavour doesn’t make it any
more palatable.

Directory utilities can simplify
archive handling, but wouldn’t it

be nice to have an Amiga system
like the IBM directory utilities that
let you treat archives like directo-
ries?

Tah-daah! ARCHandler sets up
an extra pseudo-disk device which
you can use from Workbench,
Shell or a directory utility, which
contains a mirror image of all your
devices - except any .lha archives
are now treated like directories.

Unfortunately, = ARCHandler
thus far only supports read opera-
tions, which kills a lot of its possi-
ble uses. You can look inside an
archive like a directory - no prob-
lem. You can copy files out of the
archive - fine. But you can’t move
anything into it or delete anything
from it - or edit any of the files it
contains.

You should also be careful
about using other system patches
at the same time; the good old Kan
system (that moves deleted files
into a Kan directory and actually
deletes them the next day) got puz-

zled about ARCHandler’s pseudo-
device and had to be stopped.

Those problems aside, this is a
worthwhile addition to your sys-
tem. It requires Workbench 2.

** GTuner

This little program produces
the E-A-D-G-B-E tones to which a
vanilla guitar is tuned. If you want
to tune your guitar like Hendrix it
won’t help you, but for mere mor-
tals it’s quite cool. Cheaper than a
plug in tuner, and perfectly accu-
rate.

** BluffTitler

This oddly named offering is a
video titler - well, a demo version
of one, anyway.

Big deal, I hear you say. Seen
’em  before. Scrolling text,
whoopee. That’s what I thought,
until I ran this rather nifty pro-
gram; it does 3D titling.

Until now, 3D titles required
either fakery in Deluxe Paint or
similar, or time wasting with a
monster rendering package. Sure,
an expert DPaint user or rendering
guru could produce quick or gor-
geous fitles, respectively, but that
left the average home user wanting
a Ben Hur intro for his wedding
video (it takes all sorts) out in the
cold,

BluffTitler produces a simple
vector graphic 3D presentation of
any title, up to 30 characters (in-
cluding returns if you like). You
type your text, then you drag a
slider on a timeline and simply set
points, telling BluffTitler where
you want the text to be at each
point and in what orientation.
BluffTitler fills in the bits in be-
tween and bingo, a funky 3-D title.

There’s only one font, but you
can play with its width, height,
spacing and slant as much as you
like. You can also put groovy cop-
perlist gradients on the text and
background if you like - AGA
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Bluff Titler’s interface

copperlists look rather nice, ECS
ones rather cheesy. This demo ver-
sion has a big cheerful untidily
written "THIS IS A DEMO VER-
SION" on the screen all through
the presentation, which is some-
thing of an encouragement to
spend the $US15 to register.

*** Bustest

This squib’s aim in life is to
tell you technical things about
your memory data transfer speed,
to and from. It measures chip and
fast RAM speeds and ROM trans-
fer speed as well, and it tells you
how fast your Amiga’s pushing
data around internally. There are,
of course, lies, damned lies, statis-
tics and benchmarks, but one more
little benchmark won’t hurt.

Fastrates hoax

There’s a deep-seated human
desire to get something for noth-
ing. Whenever a program or hack
comes along which purports to do
something magical for zero ex-

pense, a large number of people
try it. These people might be better
employed as pool filters, such
suckers are they, and they usually
get zapped by trojan horse pro-
grams that say they’ll speed the
computer up or make the hard disk
bigger or make their car go faster
but really do something nasty.

The Sheperd

Fortunately, I'm not reporting
one of these, but it’s a hoax
nonetheless. Fastrates, a program
that claimed to increase your mo-
dem throughput, is a fake. When
you run Fastrates (or FaST-R-
aTeS, as it is known in q001 eLiTe
DO0D-zPeEk), modem transfer
rates indeed rise, and this seeming
evidence of its geniuneness sent it
blazing around the 0-dAyZ-wArEz
b0aRdZ at a remarkable rate
(d00d).

Unfortunately, Fastrates doesn’t
speed your modem up - it slows
your clock down. The computer,
looking at the slower clock, de-
cides that more data is flowing per
second and reports accordingly. I
know this for sure because the pro-
gram’s author proudly admitted it,
sniggering cheerfully at all the
hopeful turkeys who took the bait.
If you are among them, don’t tell
your friends and do ditch Fas-
trates. It doesn’t make anything
faster; all it does is eat more than
70k of your RAM.

All the programs listed in this
month’s column are available on
the companion disks, available
from Prime Artifax as HotPD 20
for $9.50 the pair, post paid. See
you next month!
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P Welcome to the first installment
of demo corner. Every month I'll
be discussing the intricacies of
Amiga demos and the people who
create them. This month’s article is
basically a primer, hoping to sup-
ply enough background informa-
tion to help those of you unfamili-
ar with the demo scene understand
future discussions.

Why?

Have you ever seen a demo,
and wondered what the point was?
A piece of music and a few nice
pictures, all wrapped up with some
routines and a touch of design...

EI T
TeIlEnt

AT

but why? All demos can be broken
down into the three main compo-
nents - code, graphics and music -
with each part usually done by a
different person. Each component
on it’s own has very little impact,
yet the combined effect can often

A picture from the movement demo "Cooky".
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be quite stunning,.

Demos are generally the result
of friends, each with a different in-
terest, combining their work into
one product with the intention that
the whole becomes greater than a
sum of parts. It doesn’t always
come together with this ideal re-
sult, but the fun is in trying.

Far and wide

The demo scene, as it is
known, covers virtually the entire
globe, with the most production
coming from European countries
such as Finland and Germany. The
reason is one of population density
and Amiga popularity. Australia
has a scene also, albeit not the
most active .

But it’s there, and if you would
like to find out more about it, then
see below.

Interaction  between demo
groups worldwide is quite consid-
erable, and this is achieved by
"swappers" - people who swap
productions from their own group
with swappers in other groups. A
simple, but quite effective means
of distribution which is most often
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If horizontal scrolling messages bore you, how about a
messsgage wrapped aroung a planet?

carried out via the postal service.
It's not unknown for swappers to
have in excess of 100 contacts
around the world, and so this net-
work is far more efficient than any
PD library.

By now, you might begin to re-
alise the scale of the demo scene.
It is quite huge.

Competitive spirit can proba-
bly account for the ongoing inter-
est in demos. This is particularly
evident at special demo parties
held in Europe, where big prizes
are offered. An A4000 might be
typical, but on one occasion a car
was up for grabs.

Demos verses games

The question is often asked,
"Why not write games instcad?" A
valid question, for sure, to which
there are two answers. Reason nu-
mero uno is that the time required
to write a demo is much, much
less than that required to write a
decent game. The longer you
spend on a project, the more of a
chore it becomes, and so demos
are generally a lot more fun to
write.

The other point is that writing
demos requires a completely dif-
ferent approach to that required to
write a game. Games, by nature,
are repetitive and restrictive, and
s0, again, the fun factor comes
back into the equation. A com-
pletely different frame of mind is

required to work on a game, with
much more pressure being placed
on the results.

Having said that, there is a rea-
sonable amount of crossover be-
tween the two art forms, especially
lately. Games like Stardust, EIf
Mania, Banshee, and the entire
early catalogue from Team17 were
created by people who learnt their
skills by creating demos. This
trend is likely to continue, with the
games industry expanding so
rapidly and good money becoming
available.

Many people make the mistake
of relating demos to piracy. The
two scenes are very similar in
operation, but they do have a dis-
tinct difference; one is productive,
the other is destructive. Demos al-
so require skill to create, so in ef-
fect they are conflicting interests,
especially since so many demo
coders are now making their way
into the game arena.

Repetition repetition

It’s often noted that many de-
mos seem to be the same, using
the same routines and ideas. Cod-

% e 1Y

Probably the most famous demo of them all, "State of the Art"
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ing demos is, in its simplest
form, a continual learning process,
but for innovation to occur one
must first learn the basics, and the
best form of learning comes from
studying other people’s routines.
So as to not let their learnt efforts
go to waste, the routines invariably
end up in another demo.

So the key is to look behind the
face of a demo and understand its
past. Even the most average look-
ing demo took effort to create, and
it’s the creation you should appre-
ciate. The ever popular Internet is
also making intercontinental col-
laboration a reality. On Usenet,
alt.sys.amiga.demos is the place to
be and for IRC it’s #amigascne.
There’s even a mailing list devoted
to the Australian scene, which can
be joined by sending mserv@
twister.apana.org.au the message
body:

subscribe ozscene
help ozscene
quit

To post to the list, simply send
mail to ozscene@twister.apana.
org.au. BEveryone is welcome. The
demo scene has been developing
for more than ten years now, and
to understand it fully is probably
not possible. Like them or love
them, demos will be around for a
long time to come.

Next month

In further months, I will look
deeper into each discipline and re-
view some recent demos. There
should be a ton of great releases
from this year’s "The Party" (held
in Denmark between the 27th and
30th of December).

Rowan (Sumaleth/Pearl) can
be contacted via ginseng@yoyo.
cc.monash.edu.au.

a

JAN °95

See pages 36 and 64 for a complete
list of back issues!

Only $3.50! ORDER TODAY!

Call 1800 252 879 now,
or Sydney 879 7455
and use your credit card.

Cheque or money orders also welcome.
Post to:
Storm Front Studios
PO Box 288, Gladesville 2111 NSW
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Making the most of AMOS
3d Part 2

D Welcome back. Let’s get crack-
ing. So far we have a tank that
moves around, but is fairly easy to
shoot. It’s not much fun after a
short period of time. So this month
we'll fix the problem for good.

Playability is the name of the
game. What playability represents
in a game is the level of restriction
imposed on a player. These restric-
tions are the rules of the game. and
they’re what Il deal with in this
tutorial.

Right now we need to discuss
OBJECT ORIENTATION. Why?
Because it takes time to code some
of the rules for the game, it makes
sense to allow all the objects to use
them. In this way we write a set of
rules, and treat every object as a
kind of empty script waiting for
instructions. The object is defined

by what it does or how it performs.

Take, for example, a cup. It is
capable of holding things and it
can be held. It has mass so it can
be thrown or caught and affects
movement of other objects it
comes into contact with. In the
case of the enemy tank, it can
move, it can be moved by other
objects, it can fire and it can be
fired upon.

In this tutorial we will include
a list of objects to fill the game do-
main, each with its own rules to
obey. Look at figure 1.0 for an ex-
ample. These objects must first be
created in the objectmodeller and
saved to the object drawer on your
game disk.

HAVE YOU MADE A BACK-
upP?

I don’t want to lecture, but stop
reading right now and make a
copy of your entire disk and put it
away. Every night when you finish
coding, copy your work disk onto
this backup and record the time
and date.

I've lost so much data to sys-
tem crashes and read/write errors
that I religiously backup all work
disks. Enough of the lecture.

These objects are easy to create
- the first two are 3d primitives!
The house is made of a pyramid

and a cube stuck together. The
door and room detail are created
by using the surface detail tool.
The lake is made of two 12 sided
flat planes stuck end to end and
point-edited to make round edges.
The tree is an eight sided flat
plane.

The hill is two pyramids
stretched and stuck together. The
scores are made by using a flat
five sided plane and drawing the
numbers on it. The POW is two
pyramids stuck end on end with a
five sided flat object stuck perpen-
dicular to the flat end of a pyra-
mid. The gun is a pyramid for a
base using transparent surface de-
tail to draw the legs.

To draw in transparent select
the colour of the surface you are
editing to draw with. The top of
the gun is an eight-sided flat plane
with surface detail.

The objects must be saved as
follows, including under scoring.

1 pyramid 2 cube 3 house 4
tree 5 hill 6 swamp 7 score _ 250 &
score _ 500 9 score _ 1000 10
power _up 11 gun _ mount

Just experiment and try your
best to mimic these objects. As
long as they look something like
the diagrams you and whoever
plays the game will recognise
them.

RULES

Class MOVE ABLE
1 Tank Yes Yes

2 Pyramid No Yes

3 Cube No Yes

4 House No Yes

5 Tree No Yes

6 Hill No Yes No

7 Lake No -1

8 Score250 No No
9 Score500 No No
10 Score1000 No No
11 POW No No
12 Gun No Yes

FIRE TARGET MASS DAMAGE INT ROUND PUSH
Yes Yes 500 40 3 No No
No Yes 150 100 0 No Yes
No Yes 250 200 0 No Yes
No Yes 1000 300 0 No No
No Yes 100 50 0 Yes No
Yes 5000 -1 0 No No
No No 2000 -1 0 No No
No No 250 -1 0 Yes No
No No 500 -1 0 Yes No
No No 1000 -1 0 Yes No
No No -1 -1 0 No No
Yes Yes 350 100 3 Yes No
Table 1
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To code the ’rules’ of each ob-
ject we must make a list of each
object’s class. There are several
classes.

(See Table 1)

As you can see, there are only
9 rules but the variation of defini-
tions is considerable.

1. MOVE means the object can
access move routines,

2. ABLE means its trajectory
and velocity can be affected by
other objects; if it’s -1 it slows the
affecting object.

3. FIRE means the object can
access the fire routines.

4. TARGETmeans it can be
shot.

5. MASS refers to its weight,
to take into consideration when it
comes into contact with other ob-
jects, except for objects 8-10
where it’s the SCORE and object
11 where it will look for a list of
possible pick-ups it could be.

6. DAMAGErefers to how
many hits it can take, except for
objects 6-11 which take effect
when the player touches them.

7. INT refers to the object’s in-
telligence.

8. ROUNDrefers to whether
the object looks the same from all
sides.

9. PUSH refers to whether the
object can be pushed by other ob-
jects.

Because class 1 (the tank) is
movable, it needs some extra
variables which are referred to as
class extensions.

OBJ _ SPD(x) is the object’s
maximum forward speed.

SPD(x) is the object’s current
forward speed.

OBJ _ TRN(x) is the object’s
turn speed.

FIRE _ OK(x) is the object’s
ability to see the player.

Variables you're already using
which need modification are:

OX(x) - the object's x co-

L =]

IF C4+13 AND (1
OUTPUT (B
LETT = T+1

END IF

o0

PROGRAMMING

Dim BULL(10), SHOT (10)

Global CLASS(), OBJ SPD(), SPD(),
Global OB(), FIRE OK(), OBJ_CLASS(), OBJ DAM()
Global BULL(),SHOT(),EN GUN DAM

Global TANKS, BUILDINGS, LAKES, TREES, OBSTACLES, HILLS, GUNS
Global YEILD, RANGE, TERRAIN CHK, XM, ZM, EM
Global MEM1,MEM2,MEM3,MEM4,GUN DAM, WVE

Global SPEED,DAM,GAME,OLD SCORE,OLD DAM, SCORE

OBJ_TRN(), OX(), 0Z()

Dim CLASS(12,9), OBJ _SPD(30), SPD(30), OBJ TRN(30), OX(30), OZ(30)
Dim OB(30), FIRE OK(30), OBJ_CLASS(30), OBJ DAM(30)

Listing 1

ordinate.

OZ(x) - the object’s z co-oord.

_KILL _ TANK - the status of
an exploding object.

Notice the (x) after the
variable. This means the object is
an element of an array. This allows
more than one object to use the
same variable names, and there-
fore makes all objects comapatible
with object orientation routines.

Firstly, insert the following
lines: (See Listing 1)

The arrays allow all procedures
to access these values, and allows
30 objects to be accessible at one
time. There are variables in there
for score, the current chance for
obstacles, and some MEM
variables for general use across
procedures.

Next you need to define the
classes held within CLASS(x,y).
There are 30 possible classes and
nine possible rules, in accordance
with the RULEchart.

Type in the following code and
then, before the MAIN loop, type
in the procedure call INITIALISE.
It’s a bit long, but you’ve got a
whole month to work on this tuto-
rial.

(See Listing 2)

Once you have completed the
procedure, blockcopy these lines
into the start of the INITIALISE
procedure, just after the Shared
OBIS$ declaration.

Blockcopythese lines:

Double Buffer
Autoback 0

Td Screen Height 200
Td Dir "dfl:objects"
Td Load "tank"

Td Load "bullet"

Deletethisline:

Block copy theselines:

For P=1 To 10
GND (P, 0)=5000-Rnd (10000)
GND (P, 1}=-200
GND (P, 2)=1000+Rnd (10000)

Next P

Screen Cpen 0,320,256, 16,Lowres

Td Object 1,"tank",0,0,5000,0,0,0

Listing 3

(See Listing 3)

Blockcopy can be set by posi-
tioning the cursor on the first line
and pressing CTRL B (begin) then
move the cursor to the last line and
press CTRL E (end).

Now move the cursor down to
the line below Procedure INI-
TIALISE, press F10 (line insert)
then press CTRL F3 (block move),
hey presto! This tidies up the code
somewhat.

INITIALISE works by copying
object data into CLASS(x,y) based
on the requirements for the wave.
You could create an environment
editor to make maps for later lev-
els, but what this procedure does is
works out a random set of rules
that simulate an increasing level of
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Procedure INITIALISE
If WVE=-1
Shared CBJS
Load "tree"
Load "house"
Load "pyramid"
Load "cube"
Load "hill"
Load "swamp"
Load "gun mount"
Load "score 250"
Load "score 500"
Load "score l1000"
Load "power up"
WVE=0
End If
DAM=20 : GUN DAM=15 : EN_GUN_DAM=3+ (WVE/4)
If EN_GUN_DAM>6
EN GUN_DAM=6
End If
Cls 0,130,201 To 190,256 : Ink 1 : Circle 160,228,17
Draw 158,226 To 150,220 : Draw 162,226 To 170,220
_ZOOM=500
Gr Writing 0 : Text 130,253, "X"+Strs (_ZOOM/500)
Screen Copy Logic(0),130,201,190,256 To Physic(0),130,201
Colour 0,%5 : Colour 1,5620 : Colour 2,%321 : Colour 3,520
Coloﬁr 8,%$447 : Colour 9,%$550 : Colour 10,%$228 : Colour 11,5660
Colour 12,%$40 : Colour 14,$555
' read in data
Restore
For CLASS=1 To 12
For RULE=1 To 9
Read XX : CLASS(CLASS,RULE)=XX
If RULE=7
_INT=(WVE/3) : Add CLASS (CLASS,RULE), INT
If CLASS(CLASS,RULE)>10
CLASS (CLASS,RULE) =10
End If
End If
Next RULE
Next CLASS
* rem initialise wave
Inc WVE : TANKS=1+(WVE/S) : YIELD=3+(WVE/3)
If TANKS>3
_TANKS=3
End If
If YIELD>10
YIELD=10
End If
BUILDINGS=1+ (WVE/3)
If BUILDINGS>3
BUILDINGS=3
End If
LAKES=0+ (WVE/3)

Listing 2

faddd38828R

If LAKES>6
LAKES=6
End If
TREES=3+ (WVE/3)
If TREES>6
TREES=6
End If
OBSTACLES=4+ (WVE/3)
If OBSTACLES:6
OBSTACLES=6
End If
GUNS=0+ (WVE/3)
If GUNS»4
GUNS=4
End If
HILLS=0+(WVE/3)
If HILLS>3
HILLS=3
End If
If TANKS>0
For P=1 To TANKS
Td Object P,"tank",0,0,500,0,0,0
OBJ_CLASS (P)=1
If WVE<1l
TRN=WVE
Else
TRN=10
BEnd If
OBJ_DAM (P) =CLASS (OBJ_CLASS(P) ,6)
OBJ_TRN (P) =10+TRN/2
OBJ_SPD (P) =100+ (TRN)
SFD (P)=0
Next P
End If
For P=10 To 14
BM=Rnd (360) *182
GENERATE_TERRAIN [P]
Next P
Data 1,1,1,1,800,40,3,0,1
Data 0,1,0,1,400,30,0,0,1
Data 0,1,0,1,400,30,0,0,1
Data 0,1,0,1,600,300,0,0,0
Data 0,1,0,1,300,50,0,1,0
Data 0,1,0,0,2000,-1,0,0,0
Data 0,-1,0,0,1000,-1,0,0,0
Data 0,0,0,0,250,-1,0,1,0
Data 0,0,0,0,500,-1,0,1,0
Data 0,0,0,0,1000,-1,0,1,0
Data 0,0,0,0,-1,-1,0,0,0
Data 0,1,1,1,400,100,3,1,0
End Proc
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difficult environments.

There is a formula to increase
the tank(s) intelligence and perfor-
mance as you increase into higher
waves.

The terrain works by having a
"seed" for particular areas on the
map. TANKS is set to 1, and
YIELD is set to 3, meaning that
there can only be one tank at a
time but there are three to shoot to
complete the wave.

BUILDINGS is set to 1 in the
first wave, which means when a
new terrain object is to be created
there is a 1 in 10 chance of it being
a building. TREES is set to 3 to fill
the area with trees occasionally.
LAKES is set 0 so there are no
lakes in the first wave.

OBSTACLES is set to 6 so
there is a high chance of pyramids
and cubes appearing. GUNS is set
to 0 so there are no gun pods in the
first wave. Don’t run the program,
because you still need a few more
procedures.

The next two procedure to be
written are TERRAIN _ MANAG-
ER and GENERATE _ TER-
RAIN[x], so put a procedure call
TERRAIN _ MANAGER into the
MAIN loop just before Td Redraw
and enter the following code.

(See Listing 4)

What the TERRAIN _
CHECKER procedure does is
check the range of objects that are
currently in the game domain.

You'll notice the _ TD _
RANGE]] is used here, instead of
the AMOS Td Range().

This is for speed. _ TD _
RANGE works out a range test on-
ly, whereas the AMOS Td Range
works out attitude and bearing as
well. You’ll find this routine works
accurately. Its precision for error is
+/- 10-15% which is close enough
for an arcade game.

_ TD _ RANGE is sent three
parameters, the first being objectl,

Procedure TERRAIN MANAGER
Add TERRAIN CHK,1,0 To 15
If TERRAIN CHK<>0
Pop Proc
End If
OBJ INST=0
For P=10 To 14
If OBJ_CLASS(P) <>0
RANGE=999999 : _TD RANGE[O,P, 0]
If RANGE»15000
OBJ CLASS (P)=0 :
End If
End If
If OBJ_CLASS(P)=0 and OBJ_INST<3
GENERATE TERRAIN [P]
End If
Next P
End Proc
Procedure GENERATE TERRAIN[CBJ]
If Rnd(10) <OBSTACLES

Td Kill P

YM=0 : PR=0
If Rnd(1)=0
OBJ$="pyramid" : OBJ_CLASS(OBJ)=2 : Goto GEN_CBJ
Else
OBJ$="cube" : OBJ_CLASS (OBJ)=3 : Goto GEN_OBJ
End If
End If

If Rnd(10) <GUNS
YM=-50 : PR=0 :
Goto GEN OBRJ

End If

If Rnd(10) <TREES
YM=50 : PR=0 :
Goto GEN_OBJ

End If

If Rnd(10) <BUILDINGS
YM=-50 : PR=0 : OBJ_CLASS (CBJ)=4
Goto GEN_OBJ

End If

If Rnd(10) <HILLS

OBJ_CLASS (OBJ) =12
OBJ CLASS (OBJ)=5

: OBJS$="tree"

: OBJS="house"

¥YM=-50 : PR=0 : OBJ CLASS(OBJ)=6 : OBJ$="hill"
Goto GEN_OBJ

End If

If Rnd({10) <LAKES
YM=-150 : PR=-1 : OBJ CLASS(CBJ)=7 : OBJS$="swamp"
Goto GEN_OBJ

End If

Goto EX CHECK

GEN_OBJ:

Inc OBJ INST :
OBJ_DaM(CBJ)= CLASS (OBJ_CLASS (OBJ) , 6)
Td Object OBJ,0BJS,XM,YM,ZM,0,BM,0
Td Priority OBJ,PR
Td Angle Rel CBJ, 0,Rnd(4000)-Rnd(8000),0
Td Forward OBJ, 10000
If CLASS(OBJ_CLASS(P}.8)=1
Td Angle OBJ,0,0,0
Elge
Td Angle Rel OBJ,0,Rnd(360)*182,0
End If
OX (OBJ)=Td Position X(OBJ)
0Z (OBRJ)=Td Position Z(OBJ)
OB (0OBJ)=Td Attitude B(OBJ)
EX CHECK:
End Proc
Procedure _TD RANGE[OBJ1,OBJ2,MDE]
If MDE=Q

: OBJS="gun mount"

Listing 4
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CNST1=XM
CNSTZ2=ZM
CNST3=0X(0OBJ2)
CNST4=0DZ (0OBJ2)
End If
If MDE=1
CNST1=Td Position X (0OBJ1)
CNST2=Td Position Z(0OBJL1)
CNST3=0X (0BJ2)
CNST4=0Z (OBJ2)
End If
If MDE=2
CNST1=0X (0OBJ1)
CNST2=0Z (OBJ1)
CNST3=0X (OBJZ2)
CNST4=0Z (OBJ2)
End If
If MDE=3
CNST1=Td Position X(ORJ1)
CNST2=Td Position Z(0OBJ1)
CNST3=XM
CNST4=ZM
End If
XR=Abs (CNSTL-CNST3)
ZR=Rbs (CNST2-CNST4)
RANGE=XR+ZR
End Proc

FOLD ALL your procedures. Your code should
look like this:

Dim declarations
Global declarations
INITIALISE

MATIN:
Repeat

Td Cls

MOVE_PLAYER

FIRING ROUTINE

MOVE TANK

FOLLISTONS

TERRAIN MANAGER

Td Angle Rel 1,0,1000,0

Td Redraw

GROUND

Screen Swap

Wait vbl
Until GAME=1
End
Procedure FIRING ROUTINE
Procedure KOLLISIONS
Procedure MOVE TANK
Procedure MOVE PLAYER
Procedure GROUND
Procedure INITIALISE
Procedure TERRAIN MANAGER
Procedure GENERATE TERRAIN[OBJ1]
Procedure _TD RANGE [OBJ1,OBJ2, MDE]

Finally, include the line

WVE=-1

tinue.

usually the player, the second
param is object2 usually the obsta-
cles, and the third param is the
mode, which determines which
part of the _ TD _ RANGE]x,y,z]
is used.

Once TERRAIN _ CHECKER
finds an object out of range (15000
VLU’s) it kills it off, then checks a
counter OBJ _ INST. This deter-
mines how many objects are to be
created in one cycle. The limit is
set to 3 so that the game hurtles
along at great speed.

There can only be 10 terrain
objects in the game domain at one
time, and these occupy objects 9-
18. If CLASS(x,y) is zero (x is 9-
18) it will create a new object
based on the priority of classes to
create. OBSTACLES, GUNS,
TREES, BUILDINGS, HILLS,
and LAKES is the priority order.
The y element of the CLASS(x,y)
array is set to the particular class
and from here on in, the program
treats the object according to its
class.

Now run the program. You will
see terrain objects appear, and you
can still shoot the tank, but you
won't see the TERRAIN
CHECKER creating new terrain
because you cant move. Before we
go all out and give you total free-
dom, we need to change various
parts of the program to accommo-
date.

Firstly open the MOVE _
PLAYER procedure and make the
following changes.

Removetheselines:

(See Listing 5)

These lines are restrictions on
the rotation of the tank, which are
no longer needed. Now include the
next line directly following the

BP=Td Attitude B(0)

If BP>180*182 and BP<320*182
BP=320*%182
Td Angle 0,0,BF,0
Fop Proc

End If

BP=Td Attitude B(0)

If BP<180%182 and BP>40%182
BP=40#%182
Td Angle 0,0,BP,0
Fop Proc

End If

Listing 5

You now have full movement
around the terrain. Move in one di-
rection for a while and you will
see new ferrain appearing in the
distance.

Swing around and try to find
the tank. It will still be there amid-
st the ground dots, but it will be re-
stricted to a small area in the game
domain. You may even lose sight
of it.

If you don’t have the TURBO
extension loaded, the F PLOT
command in the GROUND proce-
dure wont work. Change it to
PLOT instead. I’'ve run out of
space, so we'll continue the tutori-
al on playability next month. If at
this stage you've experienced
problems with the code or you
would like the full listing on disk,
contact Amig Review and ask
them to pass the message on to
me.

Also, if you're having any oth-
er problems with AMOS in gener-
al I will be happy to offer advice.
I’'m keen on doing a simple flight
simulator with AMOS 3d, but the
ANGLE system is a bit awkward
to work with.

Does anybody out there know
any formulas that will work? Drop
me a line. Next month we’ll get
the radar working and include
waves, scoring, damage control

J=Joy(1) command and more bad guys. Good luck!
Ml Q
before the call INITIALISE above the Addtheselines:
MAIN loop. Now we’re starting to see some| (See Listing 6)
code developing. Save your code and con-
Save the program and run it.
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L it B

IE (E+1) AND (J+ |
CUTPUT (B

LEFT=T#1 |

ENDIF |

Sl

L s

PROGRAMMING

If J=1 or J=92 or J=5 or J=17 or J=15 or J=21
Add SPEED, 40

Brid Lf

If J=2 or J=10 or J=6 or J=18 or J=12 or J=22
Add SPEED, -40

End If

TIf SPEED<-150
SPEED=-150

End If

If SPEED>250
SPEED=250

End If

These next lines exist but need modification...

If(J>3 and J<8) or(Jd>19 and J<24)

Td Angle Rel 0,0, - (1500- (Abs (SPEED*3))) ,0
End If
I£{J>7 and J<11) or(J>23 and J<28)

Td Angle Rel 0,0,1500- (Abs{SPEED*3)),0
End If

These are new lines...

If Joyv(1)=0 or Jov(l)=16
Tf SPEED<0
Add SPEED, 5
End If
If SPEED>0
Add SPEED, -5
End If
End If
Td Forward 0,SPEED
XM=Td Position X(0)
ZM=Td Position Z(0)
BM=Td Attitude B(0)

Finally, open the FIRING_ ROUpFobHEelure and change
Td Cbject 20,"Bullet",0,0,0,0,0,0
to

Td Object 20,"Bullet",XM,0,ZM,0,0,0

Listing 6
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Amiga PD & Shareware |

‘Why pay high prices for your Pd?
We can supply you with the latest disks
for only $3.00 each, from a range
of 1000’s Games, Utilities,

Aga, Graphics plus much more.
$5.00 for the four disk catalogue

COMPUPAL

PO BOX 7014 Karingal Centre
Victoria 3199
Phone 03 789 1906

Market
Place

To advertise here contact
Rachel Fraser on
(02) 879 7455 or (02) 817 5849

Southern PD

Australia’s OFFICIAL F1 licenceware dealer.

Buy 2 titles and choose another 1 FREE!!

F1 titles from $9 (Commercial Quality)

We have thousands of disks including PD,
Licenceware, Commercial & Maestro modems.
FREE 3 Disk Catalog: PO Box 329, Plympton

SA, 5038 PDAA MEMBER

Games and hobbies
493 Wellington St, Perth 6000
Phone (09) 321 2909

GAMES!!

Huge ranges of games software for IBM Amiga, Mac,
Sega, Nintendo, and some Atari and Apple e 11!
Mail/ phone orders welcome - Lists available
(We also have wargames, RPG's, hobbies etc)

AMIGA 1084S MONITORS $399

A2386 BRIDGEBOARD $499
C.ITOH Deskjet Printer $499
C.ITOH 24 Pin Colour Printer C-420 $399
Aminet & Fred Fish CD’s $55
Also large range of Amiga software
And CD32 Titles from $29
We also support T.J’s B.B.S.

over 5 GIG of PROGRAMS with 6 CD-ROM
online. 5 LINE ROCKET ACCESS
Ph. 052-721389 or 052-722154

Mail Orders & Bank Card
WELCOME

House of Computers

45 Ryrie St GEELONG 3220
PH: 052 242 722 FAX: 052 242 720

AMIGA REPAIR SPECIALISTS
All Commodore and Amiga Repairs
Spare Parts and Peropherals

JEC Computer Systems
Suite 1. The Walk, 232 Pacific H
Hornsby NSW 2077 Ph: (02) 477 7988

COMMODORE 64 SOFTWARE
Large range of disks for the C64
Games, Utilities, Word Processors, Geos PD,
Demos and more.

Write now for a Free Catalogue
Brunswick Publications
PO Box 745,Campsie NSW 2194
Ph: (02) 759 7343

Memory & Disks

ex tax prices at January 5th

SHAREWARE SUPERMARKET

Thousands of disks available
Send $3.00 in postage stamps for
a comprehensive disk catalogue.
C64, IBM, Compat & Atari ST catalogues also available

AMIGA PUBLIC DOMAIN AND |

Amiganuts

PO Box 9001, Wilsonton, Toowoomba
Queensland, Australia 4350
Phone / Fax 076 - 331172

For all your Amiga Public Domain & Shareware programs.
Send $6.00 for our three disk catalogue, Mention this
advertisment and we will include a FREE games disk.

IMb x 1 - 80ns 720 | PCMCIA Memory

4x256 -80n: 720 2Mb V2BAT SRAM 380,00
IMbx4ZIP-70  26.60 2Mb V2FLSH RAM 380.00
IMb x 8 - 80 5500 | SEAGATE2.:5"IDE
4Mbx8-80 18500 | 128Mb 16ms 120K 310.00

524Mb 16ms 120K 660.00

64 PIN
1Mb x 32 - 60GVP 300.00 SEAGATE 3.5" SCSI

1052 12ms 770,00
72 PIN 2
4Mb IMx32-70 215.00 EXT Floppy
8Mb2M 532-70 440.00 Sony 880k 125.00

16Mb 4M x 32 - 70 670.00

Please phone for the latest prices. Sales tax 21%
Overnight delivery, credit cards welcome

PELHAM PTY LTD
Tel (02) 980 6988 Fax (02) 980 6991
15t Floor, 100 Yarmara Rd, Pennant Hills 2120

LEEJAN ENTERPRISES
MAIL ORDER TRADING HOURS RETAIL STORE
RS g i

Hay 3% Tel (08) 371 A SA S8

IN STOCK NOW & FULLY GUARANTEED
With 40MB Harddisc $999
Amiga 600 $349
1084S Monitors .~ _ $Call
ACORN MultiScan Monitors $749

Hi-Res Low-Radiation suit A1200/4000

USED AMIGAs 500s, 600s,1200s
All Tested & Warranteed

Maxwell Computer Centre

-Australia’s oldest AMIGA Dealer-

162-164 Nicholson Street Abbotsford Melbourne 3067
Ph: 419 6811 Fax: 419 0160

OPEN: Mon-Thu 8.30-5.30, Fri-7pm, Sat-5pm

Call NOW!
This space is yours
for only $50!
Our Advertising
' Manager is standing by.

Call (02) 8797455

Code Osne

For all of the latest in...
Graphics Software « Games » Utilities
Business Software « Hardware
Scanners » Accessories » Digitisers
Printer Ribbons » Touch Screens
Mice » Programming Languages
Reference Books + Modems « C64
Public Domain « Deja Vu Software

What else do we offer?
» Friendly, reliable service
+ Full backup and Support
+ Latest software releases
« Competitive pricing
+ After-hours sales and support
» Laser Printing
« Typesetting & Print Services

For a FREE catalogue detailing
our products and services,
simply call, write or fax.

-| PO Box 192,
Katoomba NSW 2780

Tel/Fax (047) 57 3982
= Mobile 018 670 874

PO Box 382, Pennant Hills 2120

Fat Agnus PD

The 24Bit Specialists

17Bit, United PD, Fish, TBag, LSD,
and many more - All the newest
disks - in stock. Huge selection of
textures and pictures for 3D
mapping, Scala, video titles etc.
Over 800 objects for Imagine!

Don’t miss our New Year specials!

Send $5.00 4 disk catalogue to:
Fat Agnus PD, PO Box 296, Kalamisnda, WA 6076

Scarlet

Amiga PD Software

PO BOX 458
Doveton VIC 3177

Phone for
Catalogue Disk

Open 9am - 10pm

(03) 793 3814




Computa Magic PIL

44 PASCOE VALE RD, MOONEE PONDS, VIC. 3039
PHONE (03) 326-0133 FAX (03) 370-8352

*** SUPER CASH SALE ***tecE

*SOFTWARE A1200 HARDWARE MOUSE PRODUCTS
DISK EXPANDER $59.95 DKB1240 MONGOOSE 50 MHZ COLOUR MOUSE- RED, GOLD
QUARTERBACK 5.03 $25.00 68030 WITH FPU FROM $735.00 OR SILVER -
TAKE 2 $569.95 DKB 1240 COBRA 40 MHZ EC) NO | AXALEN GREEN MOUSE
DELUXE VIDEO $25.00 68030 MMU FROM 479.00 ENVIRONMENTALLY FRIENDLY
DELUXE PHOTOLAB $25.00 DKB 1240 COBRA 28 MHZ CORDLESS INFRA RED MOUSE
MIGRAPH OCR $119.00 68030 WITH MMU FROM $390.00 G| OPTICAL MOUSE 250 DPI,
OCR JR+ TOUCHUP 3  $59.00 SCS| 2 OPTION FOR ABOVE $CALL PHOTOCOPIABLE MAT.
DKB 1202 32 BIT RAM + CLOCK AXALEN OPTICAL MOUSE 300
ALL OTHER PRODUCTIVITY WITH FPU OPTION FROM $189.00 DPI ALUMINIUM MAT.
TITLES 10% OFF OUR 2 MB PCMCIA RAM CARD $265.00 AXALEN TRACKBALL - BALL
LOWEST SHELF PRICE. 4 MB PCMCIA RAM CARD $399.00 REMOVABLE FOR CLEANING
ZAPPO PCMCIA CD ROM DRIVE $575.00 BRUSH MOUSE - 240 DPI.
ALL GAMES 10% OFF OUR (IMPOSES RAM LIMITATIONS) OTHER ITEMS
LOWEST MARKED PRICES SPEAKERS - MAISN POWERED,
NOW START FROM A LOW $9.00 SCANNERS AMPLIFIED WITH ALL CABLES
MS1200 FLATBED 1200 DPI 24  $1649.00 | G-401 80 WATTS PMPO
*PLEASE NOTE COLOUR WITH S/WARE G-301 30 WATTS PMPO
OUR MIGRAPH OCR AND IMAGE MASTER. MICROVITEC MONITORS
SOFTWARE IS AUSTRALIAN MS2400 FLATBED 2400 DPI AS  $2049.00 | PAL GENLOCK
WARRANTIED, EMERALD ABOVE. Y/C GENLOCK
CREATIVE HAS NOT COLOURBURST 24 BIT COLOUR $799.00 VIDEO CONVERTOR
PURCHASED MIGRAPH OCR HAND SCANNER WITH OCR JR & FRAMESTORE
THROUGH THE AUSTRALIAN IMAGEMASTER VIDI 12
DISTRIBUTOR. G|105 64 GRAY SCALE WITH $299.00 VIDI 12 SOUND & VISION
TOUCHUP 3 & OCR JR. VIDI 12 RT
EXTERNAL FLOPPIES 880K

$21.00
$27.95

$44.95
$59.95

$69.95
$59.95
$44.95

$149.00
$ 99.00
$779.00
$500.00
$699.00
$210.00
$650.00
$149.00
$199.00
$399.00
$155.00

Removable Hard Drives

Amiga Monitors

1084S (used) $220
Phillips CM8833 $499
MicroVitec $799
Nec 3V Multisync $985

Mouses & Mats
Colour Mouse $19.95
Green Mouse $29.95
GI700 Cordless $42.95

GI6000 Optical — $64.95
Graphics Tablet $199

Seagate HardDrives
for the A1200"s
128 Mb 2.5" IDE $399
340 Mb 2.5" IDE $749
455 Mb 2.5" IDE $889
for the A4000°s
260 Mb 3.5" IDE $329
428 Mb 3.5" IDE $428
with 2 Years warranty

Mastering Amiga Books

Amiga Beginners ~ $45
Amiga Amos $45
Amiga Dos2 vol 1 $49
Mastering C $45
A1200 Guide $39

Ordered in, on request

Used Amiga’s
A500 1Mb $220

AB00HD/40  $450
$570

with 3 months warranty

Software

Wordworth 2 $59
Wordworth 3 $149
Money Matters $99
Home Accounting 2 $59
Easyledgers 2 $399
Personal Paint 4 $79
Personal Paint6.1 $99
Personal Font Maker $99

Audio & Video

Maestro Modems }

14.4K data only $379 §
14.4K data/fax $399 &
28.8K datg/ffax ~ $599

Quantum HardDrives
170 Mb 3.5" SCS| 2 $334
340 Mb 3.5" SCSI 2 $414

540 Mb 3.5" SCSI 2 Special
1.08 Gb 3.5" SCSI 2 Special S, -L2" Meg

with 2 Years warranty

GPfax $35

Syquest 44Mb 5.25" SCSI $399
Syquest 105Mb 3.5" SCSI $499
Syquest 270Mb 3.5" SCSI Speclal
Syquest 105Mb 3.5" IDE  $370
Syquest 270Mb 3.5" IDE  $695
Syquest 3.5" external casing  $209
Syguest 5.25" external casing  $218

1Mb Dip ram chips for A590/A2091
DKB1202 ram card with clock
DKB1202C with 68882 copro
DKB1202C with 68882, 4Mb ram
DKB1240 CPU 030EC 40Mhz
DKB1240C with 68882 copro
DKB1240C with 68882, 4Mb ram $915

We provide a full inhouse
repair and upgrade service,
With most repairs
00| completed in 24 hrs

Memory Expansions

AB01 1Mb with clock $119
2Mb PCMClAcard  $265
4Mb PCMClA card ~ $399
$100
$189
$225
$515
$625
$725

NEC CDROM Drives

CDR-25 External Single spin $299
CDR-210 External Dual spin $699
CDR-500 Internal Triple spin $990 §
CDR-600 External Triple spin ~ $1099

Serving Sydney's West

Shareware Access

We have a large selection
f games for the CD32 as well

as film and music videos.
Ordered in, on raquest

Suite 11, 9 Abel Street, Penrith 2750
Open 9am-6pm Mon-Sat
Phone: (047) 222-893
Online support  and weekly specials Call

Planet X BBS (02) 832 2776




ACT

Desktop Utilities
PO Box 3053
Manuka ACT 2603
Ph: (OGg 239 6658
ax: (06) 239 6619

Ted's Camera Store

9 Petrie Plaza

Canberra city ACT 2601
oftwarefhardwareiwdeo

?ax {0%) 257 27912
NSW

Ace Edit
PO Box 323
Bondi Junction NSW 2022
Aml a video editing
Fax 2) 398 9039
(02) 399 9039

Amadeus Computers
34 Tecoma Drive
Glenorie NSW 2157
Software/ hardware
Ph: (U.'?_Q 652 2712
ax: (02) 652 1515

Amitech

PO Box 343

Cronulla NSW 2230

Software/ hardware
h: 048 442 221

ax; 048 442 291

Brunswick Publications
Box 745

Campsie NSW 2194

ph: 02 759 7343

Carina Computers &
Communications Pty Ltd
Carina Park, Collector Rd
Breadalbane NSW 2581
Harware/ software

h: 048 442 221

ax: 048 442 291

Code One
29 Toulon Ave
Wentworth Falls NSW 2782
h: 047 57 3982
ax: 047 57 3982

Computer Affair

337 Penshurst St

Wllloughn North NSW 2068
Har ware software

P 2) 417 5155

ax: (02) 4175542

Computer Bits

185 Klrkwood St

Armidale NSW 2350

Software/ hardware
h: 067 712 727

ax: 067 712 727

Computer Coast
PO Box 263
Kincumber NSW 2251
Software/ hardware
h: 043 250 766
ax: 043 237 885
Computer Outpo
Shop 7 Pennmsu{a Plaza, 20 Bungan St
Mona Vale NSW 2103
Amt a software/ hardware
P 2) 9979 5833
ax; (02) 9997 5641

gWhmn Street
Arlarmon SW 2064
h: 02 906 4801
ax: 02906 1112

Feline Software

PO Box 1003

Dee Why NSW 2099
ph: 02 971 9697

Fonhof Compmer Supplies
64 Cross S
Baulkham HI”S NSW 2153

Pax 02 639 5995

Impact Camera House

Shop 236 Westfield Shoppmg Town
Chatswood NSW 2

Amiga video

Fh: 22 419 7060

ax: (02) 413 2228

KDO Productions

85 Nelson St Rozelle NSW 2039
Animation trainin

ph: (015) 215 04!

Logico
P Box 572 Marrlck\rilie NSW 2204

b
02) 519 6?19

Megadisc Digital Publishin
POgB 7.‘59g .

0X

Crows Nest NSW 2065
D, software, hardware

Fh 022) 959 3592

ax: (02) 959 3525

NatDisc
24 Salmon St
Tuross Heads NSW 2537
Software/ hardware
h: 044 738 862
ax: 044 739 222Pelham
PO Box 382
Pennant Hill s NSW 2120
h: 02 980 6!
ax: 02 980 6991

Prime Artifax
PO Box 288
Gladeswile NSW 2111
D and shareware
879 7455
) 879 4236

Rommedia

PO Box 572
Marrlckwrle NSW 2204
ph: (02) 410 6811

ax: (02) 558 1884

Sho%4 Computers
Cnr Burelli & Atchison St
Wollongong NSW 2228
Software/ hardware
Amiga and PC
h: 042 262 688
:042 273 527

Sigmacom )
Suite 17, 20-24 Gibbs St
Miranda NSW 2228
Software/ hardware
Fh (02) 524 9846

) 540 4554

Softrade

7 Hareford Rise

Flshlng point NSW 2283
Software/ hardware
h: 049 753 030

ax: 049 753 651

i

Solutions Rendered
PO Box KL 906

Kings Langaeg NSW 2147
ph: (02) 8

Southern Cross
Diving & Salvage
29-31 Burne Ave
Dee Why NSW 2099
Video/ DTP/ CAD
ph: (02) 982 2291
mobile: 018 274 025

The Gamesmen
491 Forest Rd
Penshurst NSW 2222
Software/ hardware
Sl 2) 580 9888
: (02) 580 9998
Unitech
PO Box 150
Minto NSW 2566
Ph: {022 820 3555
ax: (02) 603 8685

Wall St Video
PO Box 897
Chatswood NSW 2057
Aml a trainin

2} 411 2108
ax (02) 412 3436

Westcomp
96 Bentinck St
Bathurst NSW 2795
Amiga onl

h: 063 322 611

ax: 063 322 623

NT

Comserv Electronics

66 Aralia St

nghtchff Darwin NT 0800
089 482 500

%x 089 482511
Qld

Amiga Tech
h: 015 147 473
ax: 075 936 870

Amiganuts

PO Box 9001

Wllsonton QLD 4350
76 346 948

E::‘x 076 331172

City Co uter Centre
ShoE| 9 Musgrove St
Nort Fiockham on Qld 4701
Orders onl

h: 079 276 618

ax: 079 273 618

Cogute Technology
North;aate Brlsbeana Qld 4013
Eix 07 266 1928

Don Quixote Software
25A Russell St
Toowoomba Qid 4350
Hardware/ software

h: 076 391 578

ax: 076 320 195

GP Software

PO Box 570

Ashgrove Qid 4060 GP
software only

ph: (07) 366 1402
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Megabyte Com
Shop 4A Home ase 34 Goggs Rd
Jindalee Qld 4074
Software/ hardware
h (077) 279 0666
(07) 279 0716

Norsoft

PO Box 2352

Mount Isa Qld 4825

Software/ hardware
h: 077 434 777
ax; 077 434 141

Sgall Buzséness Software
Golden geach QLD 4551
Pax 074 926860

Syna uter Supplies
¥7 \Bynnum

Galloways Hill Qld 4171
Am| a sottware.-‘ hardware

B (07-)) 305 5730

Telair Electronics :

Shop 120 Australia Fair

Sho pin Centre

Sou Qld 4215

Software and hardware
h: 075 312 302

ax: 075 312 302

Tropical TV

Vincent Vlilagﬁ

249 Fullham Rd

Townsville Qid 4814

Amiga soﬂwarelpenphera]s
h: 077 791 4.

ax: 077 916 643

Video & Audio (Aust)
Ltd

Scarborough St
Somhport Qid 4215
Amiga software

h: 075 914 224
ax; 075 916 643

World of Computers
Gold Coast
PO Box 424
Ashmore Qld 4214
Amlg §ames
75973 260

: 075 395 757

SA

Ami & PC Centre
644

Glandore SA 5037
Software/hardware
Ph: 08) 293 8752
ax: (08) 293 8814

Leejan Enterprises
P O Box 66

Valle SA 5159
p g 655

Myer Colonnades

Beach Rd Noarlunga Centre SA 5168
Amiga onl

P &8 382 6400

ax: (08) 384 6244

Southern PD

William Roberts

Unit 11, 3 Williams Ave
Clympton SA 5038
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Tas

Robbie’s Teletrician

PO Box 111

Burnie Tas 7320
oftware/ hardware
h: 004 312 560

ax: 004 313 079

The Flo Sho
110 Col?ﬁg St p
Hobart Tas 7000
Amiga soﬂwara/ hardware

Ph 02 2
002 237 623
Vic

Compupal

PO Box ?014 '
Karringal Centre Vic 3199
ph: 03789 1906

Computa Maglc P‘g Ltd
44 Pascoe V
Monnee Ponds Vic 3039
Software/ hardware

B (%?3) %70 8352

Creations

398 Inkerman St
Balaclava Vic 3183
Fh: 03 527 2278
ax: 03 527 2278

Disk O Tech/Peripheral Repairs
Shop 2, 176 Lyttleton Terrace
Bendigo Vic 3350

h: 054 416054

ax: 054 416277

Emerald Creative
3/ 268 Balcombe Rd
Mentone Vic 3194
ph: 1 800 639 273

High Technology Com uter
Systems 388 Centre
Bentley Vic 3204

Software/ hardware
Ph (03) 563 9000
ax: (08) 563 9222

House of Computers
gue St Geelong Vic 3220

ax 052 242 ?20

Inline Electronics
h: 03 562 6061
ax: 03 562 9843

Maxwell Office Equipment
162 Nicholson St
Abbotsford Vic 3067
Software/ hardware

Ph: (093 419 6811

ax: (03) 419 0160

MVB Computers
508 Dorset Rd
Croydon Vic 3136
Hardwarer‘ software
J 3) 725 6255
) 725 6766

New Media System

2nd Floor, 18-22 Thomson St

South Melbourne Vic 3205
Software/ hardware

Ph 0:? 690 0821

ax: (03) 690 0731

Amiga Specialists

Oracle Data Solutions
6 Delamare Drive
St Albans Vic 3021
h: 03 364 3419
ax: 03 362 1486

PD Diskovel
PO Box 430 noxfield Vic 3180
ph: 03 758 6852

Penpheral Imports/ TV
raphics
2nd Floor, 18-22 Thompson St
South Melbourne Vic 3205
oﬂwarel hardware

F "oa 417 3175
ax: (03) 690 0720
F‘enpherar World
506 Dorset Rd

Croydon Vic 31 36
Distribution onl

Ph 0(? 725 3233
ax: (03) 725 6766
Quasar Distribution
PO Box 33
Souihland Vic %1 92
ED( 03 585 10?4

Software Buyers Service
PO Box 486

Box H||r Vic 3128

ph: 03 8088308

St Alban’s Home

Entertainment Centre

24 Alfreda St

St Albans Vic 3021
Software/ hardware

Fh (03) 366 2396

ax: (03) 364 1924

WA

Amilight

47A Tate St

South Perth WA 6152
Software/ hardware
Ph: {099) 367 4422

ax: (09) 367 4482

Computer Man

611 Beaufort St

Mt Lawley WA 6050
Hardware/ software
ph: (09) 328 9062
mobile: 018 911 011
fax: (09) 275 1010

Fat Agnus PD

PO Box 296
Kalamunda WA 6076
ph: 09 325 9599

Headlam Computers

116 Cambridge St

Wesl Leederville WA 6007
oﬂware! hardware

P 509 388 3666

ax:(09) 388 3640

Quadrant Computers
26 Rochester
Dlanella WA 606
Software/ hardware
h: (09) 375 1933
ax: (09) 375 1443

Storm Business Machines
98 Lockyer Ave

Albany WA 6330
Software/ hardware

ph: 098 421 180
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D It’s a while since a freely dis-
tributable game’s graced these
pages - many are quite diverting,
but it’s not often you find one up
to commercial standards.

Rocketz, though, is such a
game. It belongs to the popular an-
cient game with modern revamp
category, and it revamps any num-
ber of little spaceship combat
games. The genre is immediately
recognisable - two ships which can
thrust, turn and shoot, zapping
around levels made of very hard
unfriendly walls and attempting to
blast the tar out of each other.

My personal favourite game in
this department is Gravity Force 2
(reviewed in the October 1994 Hot
PD column), which has the hall-
marks of a Traditional Good PD
Game - dodgy graphics, no com-
puter opponents, and a ton of op-
tions. Rocketz is different.

The most immediately re-
markable thing about Rocketz is
the graphics. This is an AGA
game, and it shows. The levels are
beautifully drawn, but the ships
steal the show - shiny metal with
lots of animation frames. The only
Traditional Game holdovers are
the rocket exhaust, explosions and
bullets - all single white pixels.

The animation’s very fluid and
the ships fly realistically. This
makes the game rather challeng-
ing, particularly on the cramped
levels; you need a deft touch to
avoid smacking your beautifully
drawn spaceship into a beautifully
drawn wall. Take enough damage

and your antigravity generator
packs up, causing you to plummet.
You can survive this, but you've
got to be very, very good.

The sound’s pretty groovy, too
- funky music, nice effects. The
whole presentation knocks Gravity
Force into a cocked hat - it’s very
slick, with built in instructions,
gorgeous options screens and tons
of statistics after every battle.

Rocketz’ computer opponents
are refreshingly human - they kiss
walls, fly into your fire and gener-
ally do all the things you expect
from a real live opponent. You can
select the starting configuration of
the computer opponents and give
them a weedy ship if you like.

You can also pit the computer
against itself for some couch
potato gaming - and it’s possible
to place bets, too!

The freely distributable version
of Rocketz can be had from any
decent PD source - bulletin boards
or PD libraries like Prime Artifax
(plug plug) for not much money at
all. To get the registered version
with a lot more levels and more
ships, you have to send off $US15.

Overall, Rocketz isn’t as easy
to control as Gravity Force 2, nor
does it have as many weapons or
nearly as many environment ad-
justments. But if you're looking
for a connoisseur’s flight experi-
ence along with sock-knocking
graphics, grab the evaluation ver-
sion and have a punt!

d
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P This is one of those games that
lurks on the bottom of the "to be
reviewed" heap and makes sure
you review unpromising fitles.
You do this because you feel
anything would be better than
cracking the shrinkwrap on that
dreaded bottom-dweller.

Fortunately, Mr Blobby isn’t as
dreadful as appearances might
suggest. Sure, it’s based on that
odious misshapen pink and yellow
organism from the UK show
Noel’s House Party, but if you
disregard the identity of the
protagonist you're left with a
perfectly agreeable kiddy platform
game.

You actually get three Blobbies
to play with - Mr, Mrs and Baby.
They all have the same abilities,
but Baby’s considerably smaller
and so can avoid enemies better.
The aim of the game is to work
your way through various grey
levels and colour them in, by the
space age technique of walking
about.

Whatever you touch becomes
coloured, and you have ‘to touch
the entire perimeter of rectangular
"windows" to fill them with colour
- fill all the windows and you go to
the next level.

Mr Blobby’s saved from total
tedium by a variety of bonuses,
objects and monsters. Assorted
food objects lie around on every
level, and walking over them
automatically picks them up. You
can eat objects to gain points or

lob them at bad guys - if you don’t
have an object to lob you fire a
cream pie instead. You can also
pick up a water pistol, party
blower smart bomb, and a variety
of other objects.

Mr Blobby’s control system is
smooth and easy to use; you can
use the joystick or configure the
keyboard whatever way you like.
The animation is also slick, the
sound effects are appropriate
though not particularly remarkable
and the music is predictably
Romper Room-esque. All of the
graphics are nicely drawn, though
sparse; James Pond players will
feel at home.

You shoot the bad guys, but
you’d need a lot of imagination to
get any violence into this soft,
cornerless, warm, pink, fuzzy
experience. Parents on the lookout
for ideologically unsound material
can rest assured there’ll be no
lakes of gore to concern them here.

Mr Blobby is definitely not a
game for the white-knuckle razor
sharp platform maniacs - but if
you're after something inoffensive
and involving to keep the kids
quiet, this could well be it.

Any minute now TI'll be
reviewing a Barney the Dinosaur
game, I can feel it.

Q
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Mr Blobby

Distributor: Hotpoint
Phone:(02) 634 6499
RRP: $39.95




he Clue

Distributor: Hotpoint
Phone: (02) 634 6499
R.R.P.: $69.95

P The year is 1953, and you're a
young English burglar whose aim
is to make off with the Crown
Jewels. Unfortunately, you start off
with no money, no burglarising
tools, no getaway car and no
henchmen.

So to attain your lofty goal,
you have to make friends in all the
wrong places, scrape some money
together somehow and then ac-
quire the tools of your trade. You
go on to scout out promising
places to burgle, case them from
inside and out, lay your plans,
choose your accomplices from
whatever ne’er-do-wells you’ve
found, and do the deed.

It all sounds rather interesting.
The manual’s full of information
on the London locations you'll vis-
it and rip off, how to deal with oth-
er people and the tools and vehi-
cles you'll be using: though this
might at first look like an adven-
ture game, it’s really strategy. You
have to choose the right people to
work with, the right places to go,
the right things to nick. Cool. Then
you actually start playing.

The interface is mouse driven,
with keyboard shortcuts, and it’s
of the pic and menu variety - you
view a static image and select op-
tions from various menus. These
let you walk or taxi around town,
enter various locations (dealers in
stolen goods, bars, the hotel you
live and plot in) and generally ac-
cess all of the game features.

Unfortunately, everything feels
really weird. We've been spoiled

recently by games with friendly in-
terfaces, plausible characters and
realistic construction; The Clue
brought back memories of the days
when strategy games were a chal-
lenge to work, before you got near
the stuff on the back of the box.

The Clue has all the atmo-
sphere of the planet Pluto, partly
because despite its London setting
it’s all translated from German, ap-
parently by a German. Everything
sounds awfully stilted, with occa-
sional prominent typos. Only in
this game will you find the need to
"wash" stolen money, or burglaries
described as "coups". The Clue
should sound like a 1950s Minder
episode, not a dodgy phrasebook.

There’s also a lot of fumbling
around, despite the manual; uncon-
nected events abound. Why. for
example. when you're told about
your first job (a pathetic little
shack) do you simultaneously find
out about a sumptuous club and an
old folk’s home? They haven’t
been mentioned, and you couldn’t
go to them before, but now you
can take a taxi to either and line up
a job at either of them instead!

It’s possible that there’s quite a
lot of complexity in this game, but
the interface is so crummy that no-
body will probably ever know.
The (unanimated) graphics are
generally good with occasional ap-
palling moments (planning and ex-
ecuting a robbery are particularly
ugly), and the sound’s just atmo-
spheric music. Steer clear.
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» Why do people keep making rear
view sprite based race games? No,
I know why they do, it’s because
people keep buying them. So, to
rephrase - why do people keep
buying them?

There are a few extra knobs on
this one, but not enough to make it
interesting. As always, you boot
your car around an undulating
track which has crosswise stripes
SO you can see you're moving, and
there are other cars to weave
around.

There are four levels of wet
and dry tyres, four manual and
four automatic gearboxes, four
levels of front, side and rear
armour, four engines and four
nitro boost options, and you can
paint the car any colour you like,
and two people can play at once in
a split screen.

The controls are the same as
for any of the other two grillion
games in this category, with space
firing the nitrous. The music is
OK, but the sound is lousy, with
crummy engine sounds, ‘a very
wimpy tyre squeal and not much
else.

The graphics are antiquated -
they would have been fine on an
AS500 in 1990, but on an A1200 in
1995 they’re lumpy, poorly scaled
(trees in the distance look like
brown pillars) and badly drawn -
the big start/finish sign on the first
track is just a red rectangle, for

crying out loud! There’s no excuse
for this in this day and age.

There are many tracks to circle
(16 countries with four tracks
each), there are lots of opposing
cars (and there’s an update when
you overtake somebody) and your
car occasionally sprouts a speech
bubble saying something of little
profundity. If you prang hard
enough to destroy your armour,
your car will be damaged and run
slower - but you can never actually
destroy it.

The driving model is, as
always, about as realistic as a
particularly unrealistic thing on an
unusually unrealistic day. Steer
one way or the other and ease off
on the throttle to turn a bit harder,
and 1if you’re considering doing
anything at all that you could
expect a real road or race car to do
- forget it.

As always, enemy cars are
unperturbed by crashing into you
and all you do is lose speed, and -
get this - going up or down a hill
makes no difference to your speed.

Two player racing is good
compared with the single player
game, but it’s still tedious
compared with, say, mowing the
lawn. If you're a race game nut,
this is a race game and you may
like it. Otherwise, it’ll bore you.

a
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Distributor: Hotpoint
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R.R.P.: $49.95
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Welcome to this months Amiga Art
Gallery. The boost has come! Keep
sending in your pics, show everyone
what you do, graphically speaking, on
your Amiga. So, if you have some
graphic art to contribute, why not shoot
us a disk - or modem the file to our new
number on (02) 879 4236.

Please include your name, tel no and how you

. created the image, in a text file.

1000 x B0OO, 24bit, Created with Reflections 2.0.
By B. Sieker.
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517 x 610, 24bit,
By Corinna.




800 x 540, 24bit. Created with Imagine.

By Greeg Searle.

Alassandro Tasora

736 x 580, 24bit, Created with Imagine2.0
By Alessandro Tasora.

1500 x 768, 24¢
By Victor Zakka.
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1500 x 768, 24bit, Created with Imagine 3 & Brilliance.
By Victor Zakka.

608 x 1000, 24bit, Created with Imagine.
By Greeg Searle.

Alessandro Tasora
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" Ever deliuered pizza to the far side of another
dimension ?

b Well, whaddaya know. A cute
platform game for the CD32. Hold
the front page.

Sure, the genre’s been done to
death, but there’s always room for
a well executed platform game
with an assortment of colourful,
cheerful looking bad guys.

Marvin’s Marvellous Adven-
ture puts you in the shoes of Marv-
in, a pizza delivery boy who... oh,
who cares about the story in these
things? What matters is the
smoothness of the controls, the in-
genuity of the level design and the
niftiness of the gimmicks.

Marvin is a small sprite who
can run and jump, tumble in the air
while jumping a la Sonic, kick
monsters with a remarkably effec-
tive foot and also lob things he
picks up. The control system is
good; you can jump and shoot, of
course, but you can also drop from
ledges and grab the ends of plat-
forms in skin-of-the-teeth jumps.
You can also crouch to fit through
small gaps or evade overhead
monsters, though you can’t attack
when you're crouched. As is nor-
mal, though, Mighty Platform
Hero can’t swim.

You deal with bad guys by
kicking or shooting them, or (as-
tonishingly) jumping on their
heads. There are many baddies,
but none are particularly inventive
in design or behaviour. This is not
surprising, since coming up with
anything genuinely new in plat-

formers is, by now, like finding a
truly fresh and interesting blonde
joke.

Marvin's graphics are right on
par for the genre; smooth, colour-
ful, well drawn and smoothly ani-
mated. The sound is also good; the
in-game effects are ordinary but
the traditional Pumping CD32
Game Soundtrack makes up for
them. There’s also a shameless
Bill and Ted-esque "Marvellous!"
sample at the end of each level.

Marvin has its more challeng-
ing moments. It’s got, for example,
groovy blocks which, when
jumped on, start multiplying, with
new blocks stepping off from the
original and forming an (often
convoluted) path. Unfortunately,
the older blocks in the line fall
away, so you have to keep sprint-
ing and leaping to stay on the re-
maining ones.

Marvin is considerately de-
signed. There’s no time limit.
There are also frequent automatic
save points in each level. - essen-
tially, you get a save point before
every difficult bit, so you don’t
have to wade through five screens
of enemy dodging before you get
back to the interesting part. You al-
so get 60 levels in total, so you’ll
be playing for a while. Is Marvin’s
Marvellous Adventure original?
Not even vaguely. But it’s a well
crafted genre piece; if you like
platformers, give it a go.

Contact: HotPoint (02) 634 6499
a
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P Rise of the Robots is a fighting
game in which you, a cyborg with
a human brain, try to kick the
daylights out of several robot
nasties. Nothing very remarkable
about that, but all of the graphics
are gorgeous 3-D rendered jobbies
(done on a PC, I’'m afraid).

The game opens with an eye
popping intro, cinematic shots of
all the combatants, and reasonably
fluid animation (it could be better,
but it’s not bad). The graphics are
Rise’s strong point.

I'm sorry to say, though, that
the graphics are Rise’s ONLY
strong point. Sure, you can play
against the computer or play two
player, but there are only seven
combatants and you can only play
six of them yourself. And each
robot only has six to eight moves
(remember International Karate
Plus, years and years ago? Even
THAT had ten moves!). And the
computer opponent’s  pathetic
(Hard mode is moderately diffi-
cult, Medium lets you beat any en-
emy by repeating one move and
Easy can be played with your eyes
shut). And the collision detection’s
not very realistic - it’s easy enough
to hit your opponent, but the
sprites overlap and bounce off
each other like apples.

The controls are mushy (Inter-
national Karate beats it into a
cocked hat for snappiness) And
the in-game sound is tedious
(Clang! Clang! Clang!). The
much-vaunted game music by Bri-
an May is very boring. The hard

disk installer is on a non-bootable

disk, and requires you to boot
without a startup-sequence and run
it from floppy. And said installer is
happy to tell you you don’t have
enough disk space, but won’t tell
you how much you actually need
(the box says you need 40Mb (!),
but 14Mb’ll do it). And the game
itself doesn’t have an icon.

There are also a few niggling
things, like the way the robois do
that Mortal Kombat-esque deep
breathing thing at the beginning of
the rounds - what the heck is a
robot doing puffing and panting?

When you compare Rise of the
Robots to any game console
punch-up, it’s really quite sad to
see how badly it loses. Let’s face
it, there’s only so much you can do
with a one button joystick - if the
CD32 wversion used the full game
pad it’d be better, but it doesn’t.

Other features? You can set a
handicap for two player games.
You can do Training fights that let
you practice as the cyborg against
any of the robots, or play as any of
the robots against the cyborg (you
can’t pit robot against robot, even
in the two player gamel).

Overall, Rise is certainly a nice
jawdropping graphics demo, but if
you want a fun, playable Amiga
punch-up game then try to scare
up an old International Karate.
A1200/4000 disk version $79,
CD32 version $69.

Call Amadeus on: (02) 652 2712
a

AMIGA Review




Imagine 3 OEM is still

B available with a saving

fl of $299! Ask about our

large range of CDs

packed with objects,

textures and backgrounds ready to be

used with Imagine 3. Only $300

XCAD 2000  and

XCAD 3000 are full-

featured, professional

three dimensional de- =

sign and draughting tools.

XCAD 2000 OEM Only $180
XCAD 3000 Only $450

2 The VRL Bundle includes

Vista Pro 3, MakePath,
Terraform and Distant

Suns 5 for a super low

* price. Create and explore

new. Woﬂds and visit distant solar
systems. Separately these would cost

you over $270. Only $159

Our Policies

Free shipping on ALL

orders within Australia!

Please call for current rates to New
Zealand. Orders received before 2pm
shipped for next day delivery where
available.
Trading Hours:

8:30 am - 5:30 pm Monday - Friday

10:00 am - 1:00 pm Saturday
Postal Address:

P.O. Box 33

Southland, Victoria 3192
Shop Address:

Shop 3 / 268 Balcombe Road

Mentone, Victoria 3194
Payments: We accept Visa, Mastercard,
Bankcard, Personal and Bank Cheques.
Please make cheques payable to Emerald
Creative. If paying by credit card include
expiration date and billing address.

Toll Free
Order Hotline

For Customer Service and Enquiries Please Call (03) 585 2055

CD32s

advantage of this limited
. Includes:

* CD32

* 4 free games

* Free freight

An amazing $399

Latest CD32 Games!
Alien Breed: Tower Assault
Guardian
Rise of the Robots
Super Stardust
UFO: Enemy Unknown

EMERALD
CATALOGUE!

The Emerald Creative catalogue is
now out. Ring us for your free guide
to the latest and best-selling Amiga

products now available.

CD Titles

17Bit Collection (2 Disks)
17Bit The Continuation
17Bit Phase 4

Amiga Animation

Amiga Graphic CD | or 2
Amiga Rayiracing Vol 1 or 2
Aminet 2

Aminet 3

Aminet 4

AMOS PD CD

Assassins: Ultimate Games
CAM (2 CDs)

CD Exchange Vol. 1
CDPD Yol. 11T

CDPD Vol. IV

CD Sounds Terrific (2 discs)
Clipmaster Pro CID>

Corel Photo CDs
DeskTop Bookshop
Demo Collectionl or 1T
Demomania T

Euroscene |

Fresh Fish (Jul/Aug "94)
Fresh Fish (Sep/Oct '94)
Fresh Fish (NoviDec "94)
Gamers Delight

GIFs Galore

GoldFish

GoldFish 2

Hottest 4 Professional
Images of NASA

TImagine CD v2.0

Imagine 3 Enhancer
Insight: Dinosaurs
Lechner Collection

Light ROM

Lock 'n’ Load

LSD Compendium: Val |
Media Clips bundle (10 CDs)
Meeting Pearls
Multimedia Toolkit
Network CD

Pandoras CD 4
Publishers Dream CD
SFX on CD-ROM

Space and Astronomy
Syndesis: Avalon
Syndesis: CD-ROM 1T
Ultimedia T or IT

Utilities Professional 1-1500
Weird Science ClipArt
Weird Science Fonts
Waord Construction Set

Popular CD32 Titles

Cannon Fodder
Heimdall 2
Impossible Mission
Kid Chaos

Litil Divil
Superfrog
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1 800 639 273

Orders and Enquiries may be Faxed to (03) 585 1074




Ut“ities Micro English, French, German 49, B&P: MultiMedia Kit § 59.00
Miecro Maths, Science, Spanish i B&P: Music Box A or Music Box B § 69.00
Cygnus Ed Professional V3.3 $109.00 Noddy's Big Adventure i B&P: Pro Studio $ 69.00
DirWork 2 $ 85.00 Noddy's Playtime Bé&P: Rules for Tools $ 72.00
Disk Expander $ 69.00 Primary Maths (3-12) Deluxe Music V2 $149.00
Final Copy 1 $139.00 Reading/Writing (3+) One Stop Music Shop $CALL
Final Writer $170.00 Super Jam V1.1+ $159.00
Gigamem $110.00 - SynchPro SCALL
foun Magic Sereen Saver $ 69,00 DTP & DeSIgn The Music Librarian $ 69.00
08 3.1 (Amiga 300/2000) $185.00 PageStream V3 £430.00 The PatchMeister $119.00
08 3.1 (Amiga 3000) $210.00 TypeSmith 2.0 $169.00 Triple Play Plus SCALL
08 3.1 (Amiga 4000} $210.00 TypeSmith 2.5 2209.0{)
PC-Task 2.03 % 50.00 XCad 2000 OEM 180.00 i
PC-Task 3 $129.00 XCad 3000 $450.00 Programmlng
Pegger $115.00 Amos 3D 3 63.00
Pegger 11 $125.00 & Amps Professional 5 99.00
PeﬁgPa] $ 69.00 Gmphlcs & 30 Amos Professional Compiler $ 70,00
Personal Fonts Maker $ 99,00 Adorage 2.0 $195.00 Canlo 2.5 $209.00
Personal Paint v6.1 $ 99.00 Alternative Textures 3D Vols. 1or2  § 99.00 DevPac 3 £139.00
Personal Write 4 $ 49.00 Britliance 2 £ 99.00 DICE 3.0 §199.00
Plants for all Seasons $ 70.00 Clarissa $195.00 Easy Amos S 50.00
PowerCopy 3.03a $ 44.00 Deluxe Paint 4.5 AGA $139.00 Hisoft Basic 2 $150.00
Print Studio v2 $ 89.00 Bssence V2 Vol 1 or Vol. 2 $139.00 Hisoft Extend 5 79.00
Proper Grammar [T S 89.00 Imagine 3 OEM $300.00 Hisoft Pascal 5199.00
ProText V6 $269.00 Lightwave 3D 3.5 PAL $899.00
Termite % 59.00 Magic Lantern I $139.00 H 1 ¥
Wordworth 3.1 $129.00 Map Studio (Vols. 1-6) $ 59.00 v“.tual Reahty I'abs
Wordworth 3.15E $ 99.00 Photogenics $130.00 Distant Suns V5.0 § 84.00
X-Copy Professional $ 50.00 FhotoworX $150.00 Makepath $ 49.00
Pixel 3D Pro $150.00 Terraform 5 49.00
i Real 3D Classic $150.00 Vista Pro Lite § 69.00
Busl“ess soﬂware Real 3D°¥2 $799.00 Vista Pro V3 5 94.00
Arena Accounts $200.00 Scenery Animator 4 $ 89.00 VRIL. Bundle $159.00
Cashbook Combo $150.00 TV Paint 2.0 (Multi) $349,00

Datastore $ 99.00 Rombo Digitisers

Day By Day $ 69.00 H
DG Cale % 99.00 lmage Process'ng Megamix Master $ 99.00

Digita Home Bundle $129.00 Art Department Professional 2.3 $260.00 Vidi Amiga 12 $179.00
HEasy Ledgers Il $399.00 ADPro: Epson Scanner Software $195.00 Vidi Amiga 12RT $349.00
Mini Office i $ 99.00 ADPro: MorphPlus $230.00 Vidi Amiga 24RT $499.00
Money Matters V3 $ 99.00 ADPro: MultiFrame $125.00
Superbase Pro4 V1.3 $339.00 ADPro; Pro Conyersion Pack $ 7900 H
Sy?icm 3 $ 79.00 ADPro: Scanner Drivers $CALL Bruce smlth BOOkS
System 3E $ 99.00 Image FX V2 $CALL AL200 Tnsider Guide $ 39.00
TurboCale v2.0 $149.00 Migraph OCR Software $ 99.00 AT200 Next Steps $ 39.00
True Print 24 $ 89.00 Amiga Disks and Drives £ 39.00
i H Assembler Insider Guide $ 39.00
Ch‘ldrens & Educatlonal Mu!timed ia Mastering Amiga AMOS § 49.00
ADI English 11-12, 12-13, 13-14 % 49.00 Mastering Amiga ARexx $ 49.00
ADI French 11-12, 12-13, 13-14, 14-15 § 49.00 Helm $150.00 Mastering Amiga Beginners $ 49.00
ADIINR Counting 4-5, 6-7 $ 49.00 Montage 24 $399.00 Mastering Amiga DOS 2 Vol. | § 49.00
ADI INR Reading 4-5, 6-7 $ 49.00 Scala Background Vol, 2 or Vol. 3 $ 85.00 Mastering Amiga DOS 2 Vol. 2 $ 49.00
ADI Maths 11-12, 12-13, 13-14, 14-15 § 49.00 Scala Echo EE100 $285.00 @ Mastering Amiga DOS 3 Ref. A-Z $ 49.00
Answerback Fact300 Math, Spelling  $ 49.00 Scala Hometitler HT100 $129.00 Mastering Amiga DOS 3 Tutorial $ 49.00
Answerback Junior, Senior (12+4) $ 49.00 Scala MM400 $440.00 Mastering Amiga Printers $ 49.00
French Mistress $ 49.00 ‘Scala Sunrise EX $189.00 Secrets of Frontier Elite $ 39,00
FunSchool 4 under 5, 3-7, 7-11 $ 49.00 Scala VCR Pack $169.00 Waorkbench 3 A-Z Insider Guide $ 39,00
FunSchool Special: Merlin Math $ 49.00 The Ginseng Collection $ 49.00
FunSchool Special; Paint/Create $ 49.00
FunSchool Special: Spelling Fair £ 49.00 Music Due soo“
German Master, Ttalian Tutor $ 49.00 Gamesimith
Kid Pix $ 59.00 Bars & Pipes Professional $399.00 Grolliers I for CD32
Maths Adventure $ 49.00 B&P: Creativity Kit $ 69.00 08 3.1 for A1200
Megamaths $ 49.00 B&P: Internal Sounds $ 69.00 World Construction Set

Toll Free
Order Hotline

For Customer Service and Enquiries Please Call
Orders and Enquiries 7 be Faxed to (03]

— i
-




Subscriber
Information

Australian Amiga Review
changed publishers as of the
July '94 edition, but our edi-

torial team has remained
much the same. The maga-
zine is now 100% produced
using the Amiga, and it is 16
pages bigger.

We’ve been working on
ensuring subscribers receive
their copies of the magazine
before it goes on sale at
newsagents. Unfortunately,
we’ve faced two problems in
acheiving this. Firstly, Amiga
Review didn’t change hands

until late June, so the July
edition was not printed until
late July.

We’ve caught up by doing
this combined Novem-
ber/December issue, so that
problem’s been overcome.
We’ve also had some prob-
lems with our shipping ar-
rangements. These have now
changed and we hope the
problem has been fixed. For
more information call (02)
879 7455.

FREE Reader
Classifieds

For Reader Classifieds

see pages 23, 24, 26,

474

Yes, I want to take advantage of Andrew Farrell!
Give me some FREE space in Amiga Review and fill

it with the following words:

® 8 ° 8 B B 8 8 8 8 B 8BS S 88 8P SNBSS e ee s
L INC I TAC T I SR T T T T T TR I ST T T IR R R TR R T I IR 3
® 0 % 8 0 8 8 0 B S OB B D8 S0 E NS e PSS
@ & 0 8 8 8 8 0 8 & %S08 00 8 S S B0 808 S 08 888D
® 8 8 8 8 8 8 8 8 8 58S S S8 S S S S8 S s 88 E 88
@ 8 8 8 8 8 B 8 8 8 6 8BS 0SS eS8 S SRS eEEE s
® 8 8 5 8 P 8 8 S 8 S E S BT S B L e B BB S S S S s e
4 8 & 8 2 8 5 8 5 8 F 8B S S0 8O S S S E NS0

LT T S I R R I B R I I RO I B R I A

Run until notified J Run once J

Send to: Amiga Review Reader Classifieds,
PO Box 288, Gladesville 2111 or

Fax: (02) 879 4236

AD

Amadeus 48,49
Amiga Nuts 80
Amiga Tech 19
Brunswick 80
Code One 80
Computer Affair IBC
Computer Man 14
Compupal 80
Compuparts 10
Computer Magic 81
Desktop Utilities 65
Disk O Tech 9
Don Quixote 45,53
Emerald 94,95
Exhibition Services 56
Fat Agnus PD 80
Fonhof 11
House of Computers 80
JEC Compters 80

| ND E X

KDO Productions 19
Leejan Enterprises 80
Maxwell 80
MVB 6,7
Nat Disc OBC
Oracle Data 43
PD Plus 65
Pelham 80
Quasar 41
Scarlet 80
Shareware Access 81
Sigmacom IFC,1,2
Small Biz Software 5

Software Buyers Serv 65
Solutions Rendered 2 25
Southern PD 80
Unitech Electronics P/IL 13
Vallhalla 80
Wall Street Video 35

Contributors
WANTED

Now that Amiga Review
is bigger, we're looking for
writers. Even if you've writ-
ten for other Amiga maga-
zines, we promise to give
you a chance!

Plain English explana-
tions, in an entertaining style,
offering intelligent informa-
tion on getting more out of
the Amiga are preferred. Any
wordprocessor format is ac-
ceptable, although straight
ASCII is preferred. IFF im-
ages should include captions
in a separate text file (or on
the end of the main text file).

You can forward your contri-
butions on disk or modem
them to us by calling (02) 879
7455 first and then, once
okayed, ringing back on our
modem line on (02) 879
4236. Alternately, send them
to The Editor, Amiga Review,
PO Box 288, Gladesville
2145

We do pay for contribu-
tions, starting from $50 per
1,000 words up to $150 for
really good stuff. Please don’t
send your original disk, as we
cannot guarantee safe return.

(2] o o
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.. BUREAU SERVICES % .
#IColour Image Scanning ’

ta Amiga CD-ROM Mastering
3D Rendering & Animations

CD* Console ... $499

Definitely the last time we can offer this price.
Includes Diggers/Oscar CD plus any one CD
from our Special Bundle List.

SX-1Unit  $399
! AT Keyboard $49
e = ' T

Competition Pro Super
CD?2 Control Pad $49

[ Pioneer DRM602x DS 6 Stacker

$799

RRP $1899

=

2 Y
CD?? Special Bundle
$40 each or 3 for $99

Atrabian Nights
Arcade Pool
D/Generation
Dangerous Streets
Deep Core

Donk the Killer Duck
Fire & Ice

Fire Force

Fly Harder

Fury of the Furrics
Global Effect
James Pond 2
John Barnes Football
Lemmings
Liberation

Mean Arenas
Morph

Nigel Mansell
Overkill/Lunar
Pinball Fantasies
Sensible Soccer

| SleepWalker

Summer Olympix
Super Frog

Super Methane Bros
Total Carnage
Trolls

I Whales Voyage

Wild Cup Soccer
Zool

Video Hardware
Genleks, TBCs

We stock an extensive range of CD32, CDTV ‘&  CDIROM ftitles. -

New Releases
Scala MM400 .. $449
Deluxe Paint V ... $Call
Photogenics 24Bit ... $130
Helm - MultiMedia ... $150
DICE C Compiler ... $199
HiSoft Basic 2 .. 5150
HiSoft DevPac 3 .. $139
HiSoft Pascal 5 9
HiSoft Aura (Sound) ...

LostTreasures of
InfoCom .. $65
Classsic Games

Dye Sub Colour

Primeri
$1299

Warp Engine Accelerator

68040 28Mhz SCSI-2 ... $1740
68040 33Mhz SCSI-2 ... $2240
68040 40Mhz SCSI-2 ... $2499

* Amiga 3000 & 4000 Compatible!

A500/A2000 $185
A3000/A4000 $210
e

We can produce 2D & 3D
Graphics and Animations
for your Desktop Video &
Multi-Media requirements.

S
Bernoulli 230MB .. $1199
230Mb Cartridge .. $250

You have seen Babylon
5 & Seaquest DSV, now
see the Amiga Software
that made those 3D anim
& effects possible!

e il i

LightWave 3D .. $899

Lightwave Accesories
Anim Workshop 2, Forge 2, Pixel 3D,
Power Macros, Sparks,Pegger, Magic

Lanten, Surface Pro, Diner, Sports,
Humanoid, Cathedral, Wedding, Odds
& Ends, Jurassic, LightROM CD

T, Y. 337 Penshurst St
# (oooe-® Willoughby 2068

afdr  Tel: 02-417-5155 ° |
Mon-Fri 9:30-18:00 Sat 9:30-13:00




All products available from your

Bringing

you

Affordable
Quality

Hardware

Affordable Quallty Scanners

AlfaScan800%349
4§ Hi-Res 800 dpi 256 Grey
scale hand-held. Includes

OCR and Merge It touch up
i Software The

ONLY Colour
scanner unde§

$700
AlfaColou
Quality 400 dpi, 256,000

< | icoour randscamer. [N e SO 000
E & Includes OCR and Merge It With CD32 compatibility, all
e = touch up software & printer software from $549
8 ™ L PestTOUON. SBO9 B External for A1200/600 from $599
g . Affordable SCSI Affordable Mice Amiga Cards
@k Ball & Optical .
= | OKTAGON2008 *Pen Mousc il ~ Accelerators
5 .| Zorro II, SCSI 2 card with GVP A1230 4/40
room for 8Mb RAM 3299 2030 Only $1195
T-E | = VT WARP 40Mhz U'gd $1595 §§
W 2\ A4000 GVP Exc. *040 40Mhz
Q 040 25Mhz to 40Mhz  $999 §
T AR oS, 030 DaughterB’d $1799
£ i o WARP 40Mhz Exc. $1595
Affordable IDE Video Cards
Int CD-II:{ghrfr g%glc trol i g ChE T OC rom 31299
n ontro ;
now with CDSE Support : 39 = EEDDN!p?u?Ie Gensock$s1152359
: ;s&.nf :;00 A;ug: Alfd °p‘|'lc High guahty ED Y-C Genlock $699
B optical e Competition Joysticks
o S o - Includes mat. Micro Switched $49 - $59
movable media. $69 g5 Free ms&ﬁmmm
e $X-1 CD32 Expansion $395
- ion
' Affordable High Aﬂlordaue FDD Comp Pro Joypads $49
Speed Ser & Par @ Alfa Drive Audio Cards

MurtiFaceCarp Il

EMPLANT

>

| Emplant Mac $799
Emplant PC $999 |
Emplant 586 PC upg'de $199
Emplant AMIA $119

Dealer Enquiries - Call Natdisk 044 738 862

slimline Floppy

An extra hi '?h speed Disk Drive Sunrise 516 $2295
parallel port and two $1 69 95 GVPDSS $175
hlgh speed serial ports : DSS GVP $395
CD Rom Sllit A200/30001’4000 Multiscan Monitor $399
with all software $549 Suit A1200 &A4000
Sony D’Spin MPEG Compat $599 NEC 3Ds $499

3.1 Wb Upgrade full kit $199

Mail order: Natdisc. PO Box 343 Cronulla NSW 2230
Information: (02) 544 1874 For your nearest dealer -

BBS (02) 544 1248 Fax: (02) 044 739 222
Orders Outside Sydney FREE Call: 008 622 389

Turbo BOOOOOOST
Warp Engine from $1530

Upgrade A4000/030
to 25mhz 040 $395

*xx CD 32's $399. * * *
or with 4 Games $499

Monitors

NEC 3D’s $499
CD’s, Mitsumi $599

HgL ot

Sunrise 1012 $549

1942 multiscan $695




