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_CD’s From

Y

New CD3? For IIMIGII 1200 owners
cbp’  cD GUP A1230
4 SX-1+F 04Mb 40MHz 68030 4Mb + SCSI
CD r .
SX-1 + FDD + 200Mb H : . GUPA1230
- | ___44-1;13-53_): 04Mb+  40MHz 68030 4Mb
CSTEACDR25 CD-ROM | 9
Software . g  With trade of 4Mb
| 340Mb P5 Hup " ""'"'f"
SCALA MM400
odd Pyramld 28Mhz 68020 + 4Mb
Image FX2 - |
'  Ex-Demo 4Mb Ram Cards
.~ Cinemorph W =
For AMIGA 4000 owners
Cinemorph o
- GPU Upgrades 1 Gb FastIDEHD
25MHz 68040
Powercopy 1) -
| o _ S 720_Mb Fast IDE HD
~ Datastore |
o * % ;somr 2.5 Spin CO-ROM,
- wnth SGSI card
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Video & Genlocks For AMIGA 500 owners

' ED Y/C Genlock

ED Neptun Genlock

GUP.TBC+ S WEW AMIGA 0S3.1 for
 S119¢ \ * AMIGA 1200

'Ex—Demo'Genlocks from

Floppy Disk Drives :.ocm.

- _ FDD’s
Other Specials

720Mb Quantum SCSIHD A4091 SCSI-2 Cards from

AMIGA 2000 Ex-Demo XABYTE 2Gig Tape Backup

' Maestro 28.8k + GPFax

All shipments for the March Sale will |
incur a freight charge of S6 ’

524 9846

. g— MOBILE: (018)25 7471 f
We Accept BankCard, Visa, MasterCard, AMEX. & AGC Credit. X ;_ iy FAX: (02)540 4554
 OPEN Mon-Fri 9SAM-5PM SAT 10AM-4PM s S - /
Online Ordering - Call Labyrinth BBS (02] 580 5881 S A Suite 17. 20-24 Gibbs Sire
: ' e Miranda NSW Australia 225& /

. Sunrize AD1012




Put your Amiga in its 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 |'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
COMPUTING 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® MII®)

- Y/C output ( S-VHS®HI8® )

- Composite Video output

- Interface with any Amiga graphics s/w

With the Capture board you add even

| more versatility :-

- Real time 251ps Capture of live video
- Component input (Betacam® MII®)

- Y/C input ( S-VHS®Hig®)

- Composite Video input

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

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

- Complete ARexx support

- Comprehensive digital effects

- Digital character generator

- Chroma keying for "Blue Box" FX
- Composite & Y/C inputs

- Composite & Y/C oulputs

- 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!"

— Michaei 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.
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INDUSTRIES

This latest upgrade to SCALA
‘ adds muitti-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.
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Features

12 Datastore
A new wave in Amiga
databases.
eeceee0e

25 Real3D versus
Lightwave

Real 3D stacks up against
the reviewers’ favourite.
T XXX X

51 Internet
Cool places on the Web,
and some hot Internet
issues.

Articles

16 Aura Interactor

Get into your games like never
before!

24 A570 hard drive

Fitting a SCSI hard disk to the
A570 CD-ROM.

64 WordWorth 3.1

The latest version of this
popular program.

67 CanDo 3.0

New version brings even more
power to the people.

70 X-CAD 3000

<8 Professional CAD on the Amiga.
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Affordable invoicing, ordering,
account handling - RRP $99

@ Invoices 10Q is highly
configurable: user
defined invoice header.

@ Orders date format, default i

- payment period,
Quotes rounding etc.
Queries and Reports

v Stock Control
@ Hot link to Contact

Also available: CanDo 3.0 and CanDebug

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

AMIGA SALE

Video Crisper $20.00

External Drive $129.00
A4000 1.76 Internal Drive $199.00
A500 1.76 Internal Drive $199.00
A2000 Internal Drive : $149.00
GVP GLock $599.00
Datel RGB Splitter $69.00

HARD DRIVES

2.5 IDE 40 Mb $149.00
80 Mb SCSI $199.00
270 Mb SCSI $299.00
540 Mb SCSI $399.00
730 Mb SCSI $469.00
270 Mb IDE $239.00
420 Mb IDE $299.00
540 Mb IDE ~ $350.00
730 Mb IDE $449.00

Computer Man

611 Beaufort Street,
Mt Lawly Perth

Ph: (09) 328 9062 Fax: (09) 275 1010




Professional
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L

If you're serious about your business,
vou need o serious acounting package

Easy Ledgers 2 features include:
® General ledger

@ Debtors ledger

® Creditors ledger

e Inventory

e Full job costing

@ Run multiple businesses

@ Print Invoices and statements

@ Run versions for different countries

A great incentive to start your own business!

NEW
Oopus 5

Now available!
$99.00 RRP

Contact your
local dealer

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

Easy Ledgers 2 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

1']-

Small Biz




ExpANSION
SoLuTions

Sound Samplers:

s HiSoft Aura $ 229.00
e Sunrise AD 1012 $ 549.00
s Sunrise AD 516 $2249.00

Scanners:

» G/ Hand Scanner $ 329.00

» Epson GT-6500 $1399.00
"« Epson GT-8000 $1949.00
* «Epson GT-9000 $2199.00

~ Genlocks:
« E/D Pal / Comp / YC SLOW
* E/D Neptun SLOW

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
* 4 MB-72 Pin SIMM $ 285.00
* § MB-72 Pin SIMM $ 529.00
s A3000 4MB Pagemode $ 295.00

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

Miscellaneous:

« Int HD Floppy (A4000) $ 249.00
* Ext HD Floppy (all Amigas)$ 275.00
* DNA Fast MIDI $ 8495
* Multiface III $ 199.00
* SX-1 (Suit CD*?) $ 399.00
* Alfa data AS00 RAM exp. $ 229.00

- Up to 8MB RAM, IDE controller, OMB
- RAM to suit (per 2MB) $150.00

$195 00

Adorage AGA

Anim Workshop Special $ 49.00
Anim Workshop V2 Special $119.00
Art Department Pro 2.5 259.00

Bars & Pipes Professional 2 Special $2:9 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 IT $139.00
Final Writer 11 Release 3 $169.00
Helm 1.66 $149.00
HiSoft Basic 2.0 $149.00
HiSoft DevPac 3 $139.00
HiSoft Pascal $199.00
ImageFX V2.0 New $399.00

HiSoft Aura

12-bit  PCMCIA
sampler to  suit
A600 / A1200.
Allows hard disk
recording.

Epson Stylus Colour Printer

=720 x 720 DPL
*Auto  sheet

(colour) or 670 sheets
(colour at 5% duty A4 at 360 DPI based on

FhEd driver) A
ows envelope printing

Studlo 2 Printer Driver
Epson Stylus gnnter at

8 ;
S%PI as well as HP deskjets, m

Canon BJ, HP laser etc, $99_ _E.

hl.,

;‘H.

b feeder
- allows 70 sheets to be

preloaded.
*Print  capacity  of
1.2million  characters

Special $995-

Imagemaster R/T 1.0
Imagine 3 PAL
Light Wave 3D
Magic Lantern 1T
Money Matters V3
OS 3.1 Kits

PC-Task 3

PageStream 3
Panorama V3

Pegger V2 JPEG Utility

Pen Pal 1.5

Personal Paint 6.1
Photogenics
Power Copy V3.03a

Pro Flying Logo (LightWave video)

TV Paint (Multi Card)
Typesmith V2.0

Vista Pro 3

Wordworth V2
Wordworth V3.1

10l

Ample Free On-Site Parking

508

[E4GT,

g hib

TIVITY SOF TWARE

Special $149.00
Special $299.00

$899.00
$139.00
$ 99.00
$CALL

New Version $119.00

$399.00
$ 89.95

New Price $ 99.00

$ 95.00
$ 99.00
$129.00

Special $ 39.95

$ 89.95
$339.00

Clearance $100.00

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

Squirrel
CSI

ey PCMCIA

$ 89.95
$ 59.00
$139.00

SCSI

d controller to suit

SCSI CO ROM SALE

_ « NEC CDR-25 Ext. single spin  $299-
—  +SONY CDU 558 Int. 2.4x spin $399-
* SONY CDU 558 Ext. 2.4x spin $549-
* NEC CDR 501 Int. quad spin
. NEC CDR 601 Ext. quad spm $899-

$779-

= AG00 / AI1200.

Up to 3 MB/s!

506
Croyelen.

THE ULTIMATE DISK
DUPLICATION UTILITY FOR
THE AMIGA!
Now Only $39.95

!
\

Only $175

s

Melway Ref. Page 51 A8




Hard Disk Mechanisms |

Quantum Drives:

« 270MB SCSI

» Lightning 540MB SCSI
» Lightning 730MB SCSI
* Empire 1.08GB SCSI

A4000 Seagate IDE Drives:

» 428MB 14ms 120K cache $ 359-
» 545MB 14ms 120K cache $ 399-
« 545MB 12ms 256K cache $ 499-

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

$ 349-
$ 529-
$ 599-
$1099-

In Stock $210-

Image FX 2.0 is here!

Features include: image thumbnails, multiple images (RAM
dependant), enhanced text support, AutoFX batch controller,
24 bit board support, Primera printer support, increased paint
tools (air brush, chalk, oil etc.), drawing styles-alpha channel
(fade brush strokes etc.), image format converters (DPS PAR,
Pic, Grasp/GL animation, SGI RGB, Wavefront, Sun Raster,
(lightning  bolts,
3d-perspective, Star & Super Nova generator, Crystallization,
map images onto spheres etc.) and much much more!

X-Windows etc.), Special effects

CD2 in Stock

Now Only $399°

*Includes bonus Lemmings

» PCMCIA A1200 CD-ROM Drive
» Multisession, Multispin

» Kodak Photo-CD compatible

* Latest driver software

. CD32 compatible

Only $549-

(?!5’(/0

ccelerators & RAM Expansion

A500/600:

= A500 512k RAM Expansion w/ No Clock

+ ABOD 1MB BAM Expansion w/ Clock

* ABODD 16bit PCMCIA Credit Card RAM 2MB
* AGOOD 16bit PCMCIA Credit Card RAM 4MB

A1200:

« GVP A1230 1/030/50MHz with 4MB 3

* GVP A1230 Il 40MHz Co-Pro $

« GVP A1230 |l 50MHz Co-Pro $

» GVP A1291 (Suit A1230 1) $

» DKB 1202 Clock & Mo Co-Pro OMB $
s
$
$
$

§ 49-
$ 119-
$ 249-
$ 425-

949-
1

* DKB 1202 w/ 68882 @ 20MHz & Clock OMB

* DKB 1202 w/ 68882 @ 20MHz & Clock + 4MB
» DKB Cobra EC030 40 MHz 0 MB

+ DKB Mongoose MMU030 50MHz w/ 68882 OMB

89-
259-
50-
99-
249-
29-

5
475-
749-

*This Ad was produced entirely using Amigas

A2000:
= GVP A4008 HardCard Up to 8MB 16bit RAM  § 299-

A4000:

* DKB 4091 SCSI-Il Expansion Card

* GVP A4008 HardCard Up to 8MB 16bit RAM
» Fastlane SCSI Il Expansion Card

* Commodore 25MHz '040 Card (as traded)

* GVP 40MHz '040 4 MB 32bit RAM $1699-
* GVP 40MHz '040 16 MB 32bit RAM $2639-

A500/A2000 Chip RAM Expansion:
* DKB MegaChip board $ 34

§ 549-
$ 299-
$ 949-
$ 699-

. How:
| Phone, write, fax or come and see us
| in our showroom. Please include

Please contact us for a full

specification sheet.

Only $399-

Sim City Classic Pack
Includes:
* Sim Ant
» Sim City
 Sim Life
$69.95

Cannon Fodder
Settlers

Engine

Back in Stoc $69.95

Order
"It’s Easy

We Accept

Cash, Cheque, Bankcard, Visa, Master-
card, Money Order or Direct Deposit.
Please call for current freight charges.

= & I

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

Dorser 1merd, d=me(0S) 729 6255

VieieEe & 1S0. [Faps (0 3) 725 6766

Pmral Address: P.O. Box 627, Croydon, V

ictoria 3136




No, not the

highway

D The information superhighway and
the Internet are synonymous if you be-
lieve the hype churned out by the main-
stream media. This is quite simply un-
true. Although the Internet may well be
a rudimentary foundation for some fu-
ture superhighway, it is nothing of the
sort today. There’s lots of information,
but getting at it is not fast or easy. It
tends to be badly indexed, and often
lacks real credibility when you finally
getatit.

The multimedia content (mainly
pictures) will reduce your machine to a
crawl. The need for a much higher
speed connection is very high indeed.
Until the day we have ISDN links to
our local service provider, the Internet
will be no superhighway.

Exploring the net on your Amiga
is no Sunday lunch. The software is
tricky to set up and difficult to obtain.
However, it is every bit as good as pro-
grams used for the same purpose on a
PC, which are easy to set up because
someone does it all for you before you
getit!

This month, Daniel Rutter takes
us on a surf around the net in a sort of
teaser to our April issue which will de-
tail how you can get on the net with
ease. Right now, our own Internet ex-
pert, Wes Tatters, is producing a disk
that will make connecting a doddle (a

technical word which means dead
easy). You see, there are several pro-
grams involved which need to be con-
figured just so - and Wes is creating a
disk where all the necessary configura-
tion has been carried out to make con-
nection by local service provider Aus-
net simple and painless.

In the meantime, peruse this mon-
th’s pages on the World Wide Web, and
prepare to join' the masses who are In-
ternetting into the next century. If
you’re already net surfing, check out
the Aminet pages for version 3.0f of
Pagestream. Yes folks, they went from
d to f in less than a week. The e version
turned out to be a dud! Let’s hope the
finished program arrives real soon now.

On the Commodore front, all is
quiet. Despite rumours to the contrary,
there have been no further major devel-
opments (although there were some
rather amusing sideline carry-ons -
check out Notepad for the lowdown).

We will keep you posted the mo-
ment there is some form of formal an-
nouncement. Commodore UK. have
set up a hot line containing, supposedly,
up to date information. The number to
call is 0011-44-628 779 655. When we
last checked, the confident sounding
recorded message had not changed in
several weeks.

Qa
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24bit Image Manipulation
Without a Graphics Gard!

Photogenics |5 ~ Copyright 51994 P tolan 8 Abathera Fhotogenics & - Copyricht EY91 P Nolan & Alvathera
u| Face | 320x256 G320 ] T P p A

ELI0) ) "Fissvia ¢ 320256 €32010)

. ol " T7) RN
 Spray on effects - including realistic air brush Ediit multiple images in resizable windows

Photogenics is a new professional paint package for AGA Amigas. Powerful features include drag and drop user inter-
face, composing, spray on effects with a powerful undo, open architecture - write your own loaders/savers and paint
modes, real time HAMS colour display, and a full visual alpha channel - create and edit alpha like any other image.
Natural paint tools include chalk, pastels, crayon, marker pen, felt tips, art pencils and much more.

Some image processing effects include antique, blur, line art, monochrome, pixelize and rub through. 3130 RRP
Image formats available are IFF, GIF, JPEG, CDXL, Video Creator QuadAnim, RGBM and more! _

Minimum requirement: 2Mb chip RAM, Kickstart 3.0 or-higher, AGA chipset required for colour display. (A1200/4000, 4Mb RAM & HD rec.)

M t ftw f D ixot
ore great software from Don Quixote...
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Insight Technology

Slabh’. MaStBrS |]'ISight Di“ﬂsaurs Have you ever wondered how

This is an extremely accurate and real-
istic horse racing simulation that just
about anyone can play with ease and
pleasure. You play the game as an
owner trainer but you also gamble at
the bookies. Up to four players!
Format: 600,1200, 2000, 3000, 4000
RRP $49.95

Lavishly produced with photos,
illustrations, computer graphics,
motion video, text, narration and
sound effects - this unique title
brings these giants to life!
Fun and facts for all the family.
Format: CD32, CDTV, A570
RRP $89.95

things actually worked?

Over 300 full colour computer
images including exploded dia-

9rams and animations. Also over
00 photographs. Exciting, infor-
mative and educational.

Format: CD32 and CDTV

RRP $89.95

We:-have the largest range of Amiga

Don Quixote CD-ROM products in Australia and the

g PO Box 786, Toowoomba QLD 4350 largest range of Amiga games in Australia.
i . _X . Ph:(076) 391 578 Fax:(076) 320 195 Call us NOW to secure the latest games

Dealer enquiries welcome as well as the classic titles.

STORM DO




Hot Buy-
out News

According to articles by
Dan Stets in the Philadelphia
Inquirer, the final purchasers
of the Amiga technology
may still be shrouded in
mystery but those widely
claimed to be responsible for
Commodore’s downfall, ex-
top executives Irving Gould
and Mehdi Ali, are in hot
water.

On the 6th of February, it
was revealed that the liquida-
tors fear that Gould and Ali
"may try to block a legal
agreement that cleared the
way for the company’s assets
to be sold", and "it is unclear
whether the sale could be fi-
nalised until the new contro-
versy involving Gould and
Ali is resolved."

A 13 page agreement (ap-
proved by a US bankruptcy
judge and scheduled for a
Bahamian Supreme Court
hearing on the 9th of Febru-
ary) between the liquidators
and the US creditors recom-
mended going to the auction
phase as soon as possible
(vay!), and also said that

Commodore execs "could be
held legally accountable for
any actions they took 12
months prior to the liquida-
tion filing in May 1994."
This means the liquida-
tors could sue Gould, Ali or
any other Commodore offi-
cer if they had any responsi-
bility for the bankruptcy in
the 12 months from May,
1993. No accusations have

been made, but many ex-

Commodore employees have
gone on record as saying
they believe Gould and Ali
are largely responsible for
Commodore’s slide from
massive profit to a huge loss.

This is interesting, be-
cause according to Bahamian
law this liability period is on-
ly three months. US
bankruptcy law allows the 12
month period, but it’s plain
that Gould and Ali are rather
keen on only having the last
three months of their tenure

investigated.

An attorney for the lig-
uidators said he "doubts
whether Ali and Gould

would have legal standing to
file an objection to the agree-
ment", because "under the
terms of the agreement, the

Software! Hardware! Peripherals!

NEC CD Roms, Microvitec Moni Edta Speakers, Ji
Now Available :-
Hours 0S3.1 (1200) $199.00
Monday = Fnday plus more Call Now!
Sam-5pm Games! Games! Games!

Productivity & CD32 Software, Scanners, Maestro Modems, Mice,
08 3.1, Books, Plus Heaps More, Just Call!

This Month’s Specials !
Monopely, Manchest United PLC, Soccer Kid, Sabre Team,
Benelactor, Theme Park, James Pond 3 (1200), Arcade Pool,
Games Pak (Assassin, Super Frog, Shadoworlds), Premier
I Soceer!!

ALL 20% OFF

Phone Direct

Fax Your Order

015 147 403
Record Your Order (075) 936 881

(075) 936 870
or Mail Order: P.O. Box 356, Burleigh Heads. Qld. Aust. 4220,

Money Order, Cheque,
Bankcard, Visa Card,
Master Card.

liquidator will be allowed to
use whichever provisions of
U.S. or Bahamian law "are in
the best interest of the es-
tate"". Gould and Ali’s Ba-
hamian attorney "has not
filed a formal objection to
the protocol and does not
have plans to do so", al-
though of course "he intends
to appear before the Bahami-
an Supreme Court ... to make
known his client’s concerns”.

Alex Amor, the head of
the US bidder CEI, said
"This is something that is go-
ing to benefit the creditors. It
is not going to affect the sale
of the assets."

The plot thickened in the
February  10th  Inquirer.
There it emerged that "less
than a week before beginning
the liquidation of Com-
modore last May, the compa-
ny’s directors paid $US2.6
million to extend their liabil-
ity insurance for three years".

The liability insurance
"shields their personal assets
from negative legal judg-
ments"; the "Chief beneficia-
ries ... are Irving Gould and
Mehdi Ali".

This $US2.6 million
"came out of company as-
sets, so it is money denied
Commodore creditors and
stockholders".

An unrelated, but inter-
esting, development is that a
couple more companies in-
terested in acquiring Com-
modore  have apparently
popped up. "One of the po-
tential bidders is Escom AG,
the largest distributor and
marketer of computers in
Germany. .. Another indi-
vidual, Louis Ulysses of
Seattle, also appeared, saying
he represented a major

American technology com-
pany, the name of which he
declined to disclose."

Escom apparently offered
$US12 million for Com-
modore last September, and
"is still interested, but would
probably no longer be will-
ing to pay that amount, be-
cause the sale has been de-
layed so long".

Stets’ sources said CEI
and Commodore UK’s first
bids were higher than Es-
com’s, though they haven’t
made any bids public.

Unsurprisingly,  Gould
and Ali intend "to oppose the
agreement which would al-
low the sale of Commodore’s
assets to proceed", and in a
typical example of the jinxed
way the Commodore debacle
has unfolded, the hearing
was put off for two weeks
because "the judge scheduled
to take the case went on
emergency leave because of
a death in the family." No
connection has been made
between this death and Irving -
Gould or Mehdi Ali.

Commodore UK

Hotline

If you’re itching to hear
the latest from the UK bid-
ders, they’ve set up a record-
ed-message hotline, on +(44)
628 779 655.

Amigas still popular
Even after all this
brouhaha, a poll carried out
by the UK Computer Trade
Weekly said that 82% of
shop managers wanted the
Amiga back in stock. The de-
mand’s still there; if only
somebody was making ma-
chines!
a
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DLG
Buyout

P TelePro Technologies, mak-
ers of the powerful Amiga-
DOS-integrated BBS package
DLG Professional, have been

purchased by Automated
Telephone Information Sys-
tems (ATIS), which was the
biggest third party developer
of DLG utilities.

ATIS have been working
on funky voice recognition
systems and other business
automation software for IBM
machines, but with the acqui-
sition of DLG say they’re sig-
nifying "a resurgence of inter-
est in developing high quality,
dependable and reliable soft-
ware for the Amiga plat-
form." We look forward to
seeing what they do with the
package. Current DLG own-
ers will receive mail from
ATIS about the takeover and
future upgrade deals, BBS
lists, developer info and the
like.

Contact ATIS on +1-604-
535-9352 for more informa-
tion. Qa

3.1 for
A1200 out!

D It’s now possible to get
Workbench 3.1 for the A1200
- probably the biggest poten-
tial market for the upgrade,
since 3.1 and a suitable CD-
ROM drive like the Zappo
can make a 1200 almost per-
fectly CD32 compatible. The
package works the same way
as 3.1 for other machines (re-
viewed last month); swap
your ROMs, install the new
software, away you go. As
with the ECS machine ver-
sion, there’s a graphic speed
increase, but we don’t know
exactly how much yet.

Contact Software Buyers
Service on (03) 808 8308 for
more information.

Q

Media
Spottings

Cop show

Sam Johnson of Camber-
well, Vic, spotted a kid play-
ing the quite good arcade
conversion Saint Dragon on
an A500 on The Bill on the
ABC. He then went on to say
that he’d do anything for a
free subscription, but "this
isn’t the usual Ritual Sub-
scription Sucking Dance."
Sure sounds like it to us.

The same spofting was
also sent in by Tracey Har-
vey of Christie Downs, SA,
but she said The Bill was a
sittom. Hey, perhaps SA
gets the funny edit.

Eat Carpet

Anthony Pitt of Newn-
ham, Tas, was watching Eat
Carpet on SBS and saw
some very good artwork of
WWII planes, vintage radios
and other art deco stuff; the
credits at the end listed an
A3000 using Deluxe Paint
IV as being responsible.

Froot loop

Mike Faragher faxed us
to say that "a close examina-
tion of Bart Simpson will re-
veal that he is in fact a modi-
fied A500" and continued in
the same vein for a while. He
then asked not for a sub but
for a whole new Amiga. You
know, we’re probably going
to meet this guy at some
computer show. Hurrah.

3D Graphics

Lou Stillitano of Thorn-
lie, WA, faxed us to mention
an article in the WA Sunday

Times on the 22nd of Jan-
uary, which mentioned a
company called Xenotech
which is using an A1200 in
the production of 3D anima-
tions to be displayed on a
high tech eye-tracking 3D
display unit.

He also noticed that the
Robocop III auto-translating
video phones speak in the
mellifluous tones of the
Amiga voice synthesiser.
Big budget entertainment,
eh?

Lou was convinced that
these spottings were worth a
free sub. Hig conviction was

‘not justified, because of the

next spotting.

Literature!

Barry Webster of North-
cote, Vic, spotted an Amiga
reference in a novel, no less.
"Complicity", by Iain Banks,
has the villain of the piece
playing an imaginary game
called Xerium on an Amiga,
ISBN 0-349-10571-5, Page
136, start of the last para-
graph, look it up for your-
self.

Nobody’s come up with
such a literate sighting be-
fore; a free sub is yours, Bar-

ry!

Golden Gate

486SLC2/50Mhz
Bridgeboard A4000/3000/2000

$1099

MultiSync Monitor

CD32 Communicator

CD32 Communicator Lite

CD32 Paravision SX-1 incl. free keyboard

$call
$69
$99
$399

A1200 DKB 68030/40

A1200 DKB 68030/50 incl. co-pro

$669
$449

SyQuest
SyQuest

W Digital 2.5" IDE 200Mb
Quantum 3.5" IDE 540Mb
Quantum 3.5" IDE 730Mb

Workbench 3.1

High Density ext. floppy drive
3.5" SCSI-II 270Mb removable
3.5" SCSI-II 105Mb removable
Quantum 3.5" fast SCSI-IT1 270Mb  2Y Warranty
Quantum 3.5" fast SCSI-II 730M

External SCSI box incl. cable

$249
$590
$390
$285
$469
$399
$349
$429

2Y Warranty
2Y Warranty
2Y Warranty
2Y Warranty

Call for pricing on other size hard drives

$call
$150

Phone for our free *95 pricelist on disk

Fonhof Computer Supplies

64 Cross Street, Baulkham Hills NSW 2153
Phone (02) 639 7718 Fax (02) 639 5995
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Datastore-
the friendly database

By Owen James

P One of two new database pro-
grams for the Amiga, Digita’s
Datastore offers a fresh approach
to storing, retrieving and indexing
information.

For the uninitiated, a database
is in many ways similar to the old
card file index system. Any infor-
mation, from details of Uncle Her-
bert’s bottletop collection to a

Country Brazil
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large corporate mailing list, can be
stored, sorted., retrieved, indexed
and otherwise manipulated to pro-
duce all manner of reports or mail-
ing labels. If one tool could be
blamed for the explosion of direct
marketing, the computerised
database would be it. But databas-
es aren’t all bad.
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On the Amiga, we're blessed
with the excellent Superbase Pro-
fessional. Many programs have
tried to compete, but most have
fallen far short. Datastore, howev-
er, tries a different approach.

On starting Datastore, you
could be forgiven for mistaking it
for a desktop publishing package.
Along with a large grid area you’ll
find a floating tool bar, rulers run-
ning up and down the screen, and a
very colourful interface. For a user
new to databases, this is the kind
of interface you’d like to be pre-
sented with. It’s big, it’s bright,
and it’s cute.

The Datastore system is built
entirely around its very friendly
form designer. Designing the way
you’'d like information stored and
compiled is as easy as designing a
picture. Click anywhere on the grid
with the field tool enabled, and
you’re ready to create a field defi-
nition. A box to hold record infor-
mation will be placed immediately
beside it, and will have vertical
and horizontal sizing gadgets. No
longer must you know in advance
exactly how many characters you
expect for each field; simply re-
shape the box to create additional
space for your information as you
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go. Like to add graphic elements
such as coloured boxes behind
your text? How about a large head-
ing at the top of your screen? Or
your company logo? Easy. Point
and click until your form looks like
something even your boss could
understand.

You can define graphics that
remain static on every record (such
as a company logo), and pictures
which are defined for every record
in the database (such as an individ-
ual’s photograph to accompany
each set of data).

This all sounds fine and dandy,
but the important question remains
- How powerful is Datastore at
handling data?

Behind the perky interface lies
quite a solid database program. At
first glance it would appear the re-
porting and query options are quite
bare, and by default they are. How-
ever, it’s up to the user to define
Sure doesn’t look like a database , does it? the style of reports Datastore
should produce. These can be
saved along with the database, and
selected for future reporting from a
pick list.

You could ask Datastore to
scan your data and tell you which
members of your mailing list have
‘ : : sk o, o |[E a name beginning with the letter
Name: [Josesh Keller : ' i En and contain the number §
Address: Euzﬁsn"wsm- TR : somewhere in the postcode. That’s

facon the kind of precision you can spec-

. _. ify. Setting up these types of con-

F oD i | R _ : ditions is not the exercise in math-

P e e e et l ematical hieroglyphics it always

seemed to be with Superbase Pro-

fessional. Rather, everything is en-
tered using buttons and pick lists.

Sorting and query searching
isn’t blindingly fast, but Datastore
isn’t an exercise in tedium. Datas-
tore can search more than one field
at a time, and can do comparisons.
For example, it could search for
every customer in the 2001 post-
code that has spent more than
$5,000 on your services.

Included is a time saving de-
vice called Librarian. This is a

hegunteg s
ei =
leg senl-p!a

"
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pick-list of regularly inserted infor-
mation. For example, if you’re en-
tering a mailing list which includes
the date of processing (today's
date) and the operator’s name with
every record, you could incorpo-
rate this repetitive data as a part of
Librarian. Librarian’s window re-
mains open on the screen as you're
entering records. As you get to the
date and operator fields, just hit the
mouse button over the pick list and
the data is automatically inserted.
This is a very big plus when enter-
ing large amounts of data. A pick
list could contain all of the states
of Australia, or often used product
codes. It’s fast and it’s easy.

For users switching from an-
other package, such as Superbase
or Mailshot Plus, several import
filters have been provided. Datas-
tore can’t read the data files di-
rectly; you must first use your old
package to export the data as
ASCII text. Datastore can also ex-
port records in ASCII format, for
use with a word processor’s mail
merge for example.

Included in the package are a
number of sample databases and
templates. Most are nothing new;
an address book, a club member-
ship list, recipe index, and a
database for Widget collectors. But
obviously aiming to score points
with British magazine reviewers, it
also contains a reasonably compre-
hensive index of several UK
Amiga magazines, complete with
logo.

The manual is a fairly light 46
pages, but most aspects of the
database are covered. It would be
nice, however, if more technical
information was provided. You
don’t get any details of what
graphic file formats are supported,
leaving this area a bit of a hit and
miss affair. Some graphics I tried
caused a crash, others wouldn’t
load at all.

Details of maximum numbers
of fields and records per file would
also be helpful. You don’t want to
hit a wall mid-way through enter-
ing a large amount of data. Over-
all, the manual earns points for be-

ST
Raview

ing so user friendly - it’s just a pity
that it doesn’t cater for more ad-
vanced users.

Datastore also incorporates an
online help facility, based on Ami-
gaGuide. It covers some common
problems, but there’s nothing here
that can’t be found in the manual.

Problems? Datastore has one
major shortcoming - although it’s a
great program for maintaining a
mailing list, it won'’t print to labels.
There is plenty of control for com-
piling and printing subsets of your
data, but very little formatting con-
trol. This is a major flaw that needs
to be addressed in a future release.
The only other problems I struck
were a couple of crashes while im-
porting pictures. Otherwise, Datas-
tore seems a very stable release.

If you need to catalogue infor-
mation, Datastore is probably the
easiest and most user friendly way
of doing it. There are more power-
ful packages out there, but they
can’t beat Datastore’s  simplic-
ity.

a

Query - Whenever you ask a database to tell
you something, you're querying it. It sounds

Jargon Buster

ASCII - American Standard Code for
Information Interchange, the standard

more impressive than "search”.

Pick list - A list of words or topics from which
you can pick one. In Datastore, many data
entry tasks are made faster by the use of
pick lists of frequently accessed info.

Record - Each entry in a database is called
a record. In a mailing list, each person on the
list would have their own record.

Field - Every piece of data in a database
resides in a field. In the abovementioned
mailing list, the fields would most likely be
first name, last name, street number, street
name, suburb and so on. Every record has
entries in one or more fields.

cross-platform text format. Databases use
ASCI! files for universal data exchange,
traditionally by putting each record on its own
line in a text file and separating the contents
of the fields with commas.

Templates - A template, in the computer
application sense, is a file with all the
formatting gubbins of a full document or, in
this case, database, but without the actual
data. This means that if you can fins a
template that covers what you want to index,
you can jump straight into entering your data,
without having to build the form first.

AMIGA Review
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Aura

Interactor
GECTOR

By Daniel Rutter

P OK, I'll admit it. This sort of
product is the reason why I do this
job. Every now and then some
gadget comes along that’s off-the-
wall enough to elicit a hearty "Oh,
come ON!" the first time you hear
about it, yet actually lives up to ex-
pectations.

I can’t say it surprised me that
this particular gizmo came up
trumps, since it won the "Innova-
tions 94 Design and Engineering
Award" from the US Electronics
Industry Association.

So what’s the gadget? The Au-
ra Interactor, that’s what. It’s a
somewhat cyber-nerdy looking
plastic oblong with straps that let
you tie it onto your back - or, for a
more visceral experience, your
front. It’s the size of half a skinny
briefcase and contoured for some
degree of comfort. You plug the
backpack part into a funny looking
amplifier box with a couple of di-
als and some switches, and the
whole shebang runs off a power
pack you plug into the wall.

Then you do the interesting
part - you hook the Interactor up to
a sound source and turn every dial
you can find to 11. And every bass
note from your game or music jug-

gles your innards around as if you
were sitting in a lowriding boom
car - only without the shag pile,
fluffy dice and police attention. A
heavy-duty electromagnetic actua-
tor in the backpack is what does
the jiggling.

Thus do computer games be-
come rather more involving, as ev-
ery boom, thwack and rumble relo-
cates your kidneys in no uncertain
terms. The computer game setting
puts a honking extra bass boost on
the incoming sound for maximum
pump; there’s also a less ferocious
music mode for use with your
stereo. It’s excellent fun.

Now, you can get this effect
from a conventional stereo system
of prodigious proportions - it’s ac-
tually even better, because your
whole body gets shaken at once,
instead of having the locus of vi-
bration locked in the small of your
back - but in order to do it you'll
need to spend many thousands of
dollars on the stereo, and a lot
more on a house five miles from
any centres of population. And
then there’s the eardrum transplant
you'll need after a while, which at
present is beyond the capabilities
of modern medicine.

The Interactor costs $149. You
really can’t beat that, particularly
when you consider that a top-rank
game for any recent console can
set you back more.

Problems

This doesn’t mean the Interac-
tor’s perfect, though. The most an-
noying thing about it is hooking it
up, especially to an Amiga. The In-
teractor comes with a cross-shaped
adaptor thing that lets you connect
it via its standard 1/8 inch stereo
phone plug cable to a Super Nin-
tendo, Sega Megadrive or
Megadrive 2, but to hook it up tot
he Amiga you’ll need a separate
amplifier. You can’t run a twin-
RCA to 1/8 inch cable to the Inter-
actor because the Amiga outputs
line level audio, which is too low
for the Interactor.

There’s no passthrough socket
on the Interactor’s amplifier,
which doesn’t really matter for
Amiga users because we'll all have
to use it from a headphone socket
on something else anyway. CD32
users will be laughing, since
they’ve got a handy socket right
there on the console.

It could be annoying for many
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others, though, because most cheap-
er stereos and just about all TVs
mute their speakers when you plug
something into the headphone sock-
et. There’s no way round this
problem save cutting the wire from
the "phones in" switch. A techni-
cian can do this for you, or you can
do it yourself if you're confident
(Warranty voided, we take no re-
sponsibility, on your own head be
it). Alternatively, you could buy a
Proper Stereo with a separate
speaker switch.

What’s inside?

There are stern warnings all
over the Interactor and all though
its manual not to open the device,
so I did so immediately. Inside the
vest lives the actual actuator, a
gold anodised circle with a wind-
ing on the outside and the magnet-
equipped vibrating Lump O’ Metal
on the inside

This is the reverse of the usual
speaker arrangement, which has
the coil attached to the back of the
cone and surrounded by a huge
magnet. The suspension for the
central lump of the actuator is not,
as is the case in speakers, made of
rubber or cloth. It is made of fibre-
glass. This impressed me.

On plugging the nude actuator
into the power amp (don’t try this
at home, and all that), the thing
that struck me most is that it gets
rather warm rather quickly. Play
pumping bass at full power
through the Interactor for about
five minutes and the actuator will
be almost too hot to hold.

This means that when the man-
ual says you shouldn’t block the
ventilation slits by leaning back in-
to a chair, it’s not kidding. You do
get a bit more thump from doing
this, but an actuator meltdown
could spoil your whole day.

Overall

Does- the Interactor actually
make you any better at a game?
Nope. If anything, it distracts you.
But the idea here is fun, and the In-
teractor certainly is that. Whether
pumping up a punch-up, turning a
flight sim into Top Gun or making
your favourite music and movies
into life changing experiences, the
Interactor is $149 very well spent.

For more information, contact
Freedman Developments on (02)
638 6666.

Q

& Services
@MPUPARTS

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
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 1l $289
QUANTUM 540MB SCSI 1l $429
QUANTUM 730MB SCSI |l $489
QUANTUM 170MB IDE $150
QUANTUM 270MB IDE | $269
QUANTUM 420MB IDE §209
QUANTUM 540MB IDE $359
QUANTUM 730MB IDE $449
WESTERN DIGITAL 2.5" 200MB IDE $379
MAXTOR 2.5" 250MB IDE $379
SYQUEST 3.5" 105MB SCSI $309
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
MONITORS
OSBORNE 15"W/SPEAKERS EX DEMO $300
NEC 3D MULTISYNC EX DEMO $499
EIZO MULTISYNC USED $299
NEC MULTISYNC Il USED $249
10848 USED $180 -
HARDWARE
A500 BARE MOTHERBOARD FROM $30
A2000 POWER SUPPLY 370
A3000 POWER SUPPLY 70
A500/600/1200 POWER SUPPLY $50
A590 POWER SUPPLY $50
€64 MOTHERBOARD NEW $40
Ce4 CIA CHIP $10
MOUSE NEW $20
AS500/A1200 KEYPAD NEW $50
HIGH DENSITY FLOPPY DRIVES FROM CALL
AGNUS 1MB 8372A $40
AGNUS 2MB 8375B $50
CIA 8520 320
WB 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 350
1MB SIMM 32 BIT $60
1MBX4 ZIP PER 1MB $65
256KX4 ZIP PER 1MB $40
A500 512K RAM CARD WITH CLOCK $60
A1200 MEMCRY 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.
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MCIBTYC

I have just read your reply to

Lu Baranek regarding PC
Comparisons in the June issue of
Amiga Review. I was once an
enthusiastic Amiga user who, after
a few years, changed over to an
IBM compatible. I did this for two
1easons.

1) The vast array of programs
and games available for PCs.

2) The added features and extra
speed of the PC,

These are the facts, as [
compared program speed and
features before changing, which
renders the ongoing argument
about which machine is better
irrelevant, as it is what you want to
do that makes the difference, not
he hardware itself.

Therefore, it was the programs
and not the machine that
influenced me to change - as you
point out, there are some very
powerful ones on the IBM.

In your reply to this letter you
point out that you "do a PC
magazine too"; so I must ask the
question - where do your loyalties

e ATNig@ CD-ROM

Specials:
FreshFish 7 & FreshFonts bundle § 40.00

GoldFish Vol. 1 & 2 (4 CD’s) $99.00
New:
Aminet Collection (4CD’s) $99.00

A collection of four Aminet CD's with over 12,5000 files.
Giga Graphics Collection (4CD’s) $99.00
A great collection of IFF images with thumbnail catalogues.
Hottest 4 Professional $60.00
A great collection of Shareware and PD software. BBS ready!
Light ROM $90.00
Over 600 MB of 3D objects, images, scenes, textures and more
for Ligh users. An invaluable resource for 3D animators.
Utilities 1-1500 Professional $45.00
PDSoft library disks I to 1500 in DMS format. BBS ready!
Ultimedia $45.00
Megabytes of material for Multimedia and Desktop Video
applications. Volumes I and 2 available.

v Aminet 5 now available. v

For information or a free catalogue, contact us at:

Creations muitimedia Software P/L

PO Box 1138, Caulfield North, VIC 3161
TEL: (03) 527 2278, FAX: (03) 527 2278

really lie? Is your magazine
produced using an Amiga, IBM or
Mac? How can you maintain your
allegiance to one if you support
others?

Philip Weeding,

Numurkah Vic

Ed: In case our readers are
wondering what the title we put on
this letter means, it stands or My
Computer Is Better Than Your
Computer, an evergreen yet point-
less topic which tends to crop up
whenever users of different models
of computer gather.

Storm Front Studios does in-
deed produce both PC Review and
Amiga Review. We have a multide-
nominational office, with PCs and
Amigas working side by side.

There certainly are more pro-
grams for IBM compatibles, a
powerful argument in their favour
and both a reason for and a result
of their prodigious market pene-
tration. But we’re not so sure
about your assertion that PCs
have more features and speed, per
se. More features and speed per
dollar, yes; to get a screaming
68060 driven Amiga with a super-
fast graphics board and 16 bit
stereo sound will cost you consid-
erably more than a numerically
similar Pentium machine, but
there are compensations.

The Amiga is in many ways like
a cross between an IBM
compatible and a Macintosh; it'’s
got some of the Mac’s plug and
play design (PCs are going that
way but not very fast) so you can
Just plug things in and, generally
speaking, have them work without
any mucking about with IRQOs and
interrupts and ports and drivers
and all the rest of the IBM-
compatible rigmarole.

But the Amiga also has some of
the PC’s "hackability"; it’s got a
command line interface as well as
its graphical one, its basic hard-
ware is well standardised, it has a

plethora of interesting PD and
shareware software.

We completely agree with you
when you say its geiting a ma-
chine thai does what you want
that’s the important thing. We use
PCs here to do contact manage-
ment, for example, because the
Amiga has no contact management
software that comes within a hun-
dred miles of ACT! or Tracker.

On the other hand, we use
Amigas to do all the deskiop
publishing for both magazines
because the PC, quite simply, still
doesn’t have anything as efficient
for what ,we want to do as
Professional Page 4.1 running on
AmigaDOS 2.1 - PageMaker’s got
lots more features than Pro Page
but it’s just not fast enough. If we
get some monster Pentiums run-
ning Windows 95 or suchlike,
though, we might switch.

As to our "loyalties"; we don’t
have any! A car magazine doesn’t
have an "allegiance" to any given
manufacturer; why should we?
Computers are tools. If you want
to drive a nail, find yourself a
hammer. Who cares who made it, if
it works?

Swap Meet announcement

Due to the overwhelming suc-
cess of last year’s Computer Swap
Meet, the North East Computer
Club (Amiga and IBM) is planning
to hold another Swap Meet on
Sunday, March the 5th from 12:30
to 5:00PM. The Meet will be held
at Purbrick Hall (corner of Ford
and Ovens St, Wangaratta, VIC
3677).

The purpose of the Swap Meet
is to make the general public
aware of the wvarious computer
clubs that are available to them in
the North-East of Victoria, as well
as providing an opportunity for
individuals and clubs alike to
sell/swap and promote their
merchandise and services. There
will also be a food and drink stall.
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For more information, contact
the club secretary, Matthew Dun-
stall on (057) 22-1871.

Antique ACAR

On a recent visit to my doctor I
found a copy of ACAR in his
waiting room dated October 1989,
and of course I had to nick it (with
his permission). I thought I would
share with you and your readers
the omixture of feelings 1
experienced in reading it. In your
editorial you sing the praises of the
coming ECS; and what about this
for a poignant statement "The
leading brand in . personal
computers for the home is
Commodore, with more than four
times the share of its nearest
competition.”

Just to cheer us all up, may 1
quote from some of the ads and the

prices for hardware that were
being asked just five years ago?
Under the heading BARGAINS
GALORE: 40MB SCSI A2000
HD $1499.00, 30MBAS500/1000
HD $999.00, or how about "new
AS500 with starter kit, Kindwords,
Fusion Paint and 3 games for
$899.00"; what about a brand new
A2000 for just $2499.00? The
saddest part of reading the
magazine was to note how many
advertisers no longer exist.
Commenting on any of the above
would be an exercise in futility.
Nonetheless, I hope you find it as
amusing as I did.

Kind regards and please keep
up the good work. I find absolutely
nothing to complain about in
ACAR’s current format.

George Gualerzi,
Hurstville NSW

Commodore confusion

I’ve been hearing rumours
lately that Commodore UK has
finally bought the Amiga
technology - are they, finally,
true?! I've been waiting to hear the
good news for almost a year now,
and the taunting from my
IBM-owning friends is starting to
get to me!
Mick Gazauwi,
Marrickville NSW

Ed: By the time you read this,
it might have been announced that
Commodore UK has the Amiga -
or it might not. Check out Notepad
this month for the latest solid
news!

Q

AMIGA PUBLIC DOMAIN
SOFTWARE

Over 8000 disks to choose from
No Postage Charges -
Australia only
(Overseas orders add A$5.00)
DISKS FROM $2.50
All orders shipped wqithin 24 hrs of receipt
Send $5.00 for 4 Disk Catalogue
Catalogue updated free with orders

GAMES PACK 1 (WB1.3 only)
10 disks full of games (over 50)
Plus catalogue disks $30.00
GAMES PACK 2 (WB2.0 only)
10 disks full of games (over 45)
Plus catalogue disks $30.00
C Manual on 12 disks $34.95
Includes six manuals, 40 chapters, 175
fully executable examples complete
with source code, plus other goodies.
17 BIT, AMOS, FISH, AMAZ, AMICUS,
FAUG, NZAUG, TBAG, AMIGOZ,
MUSIC & SOUND, APPLICATIONS,
UTILITIES, ANIMATION, DEMOS,
GRAPHICS, SCOPE PLUS OTHERS
WE ALSO HAVE OUR OWN RANGE
OF OVER 800 DISKS ALL
SELFBOOTING AND READY TO USE.
Deja Vu Licenceware - CLR Licenceware
Amiga Public Domain Centre
PO Box 435, St Agnes SA 5097
Phone (08) 396 2163 Fax (08) 263 1393
We accept Bankcard, Mastercard and
Visa, money orders and cheques.

Relaxed and friendly sessions
All age groups

Trained Instructors

Reasonable fees

Commencing with -

supplied.

and to reserve your place.

ANIMATION TRAINING COURSES
(AMIGA)

Weekends and School Holidays

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
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4000 Expansion
D Dear Helpline: 1 have a 6Mb

A4000/L.C0O40 with the stock
120Mb hard drive, DPaint 4 AGA,
Scala, TV Text Pro, Deluxe Video
III and Real 3D. I want to do 3D
animation, but I have no maths co-
processor, and probably not
enough storage either.

I've got about $3000 to spend,
and I want to create 3D logos that
would run for no more than 15 sec-
onds. What do I need?

Peter Staines,
Glen Waverley Vic

Dr Help: Your emasculated
late-model 4000 is still a quite
quick machine; you will get no-
ticeably better performance with a
full 040 board (less than $1000 for
one of the slow Commodore ones,
considerably more for a much
faster third party model), but its
still no slouch. If it’s fast enough
for you, live with it.

You definitely will need more
storage. A one gigabyte hard drive
will set you back around $1000
and give you tons of room; you can
get an IDE model to run off your
current controller or buy a SCSI
controller, which will allow you to
plug more gear in later. More RAM
is also a good idea - 10Mb will put
you on a better footing for render-
ing work.

To archive your animations,
consider buying a removable hard
drive - a cheap Syquest 44Mb will

suit your needs but might not be
very reliable; a new Syquest 200
or 270 gives the most megabytes
per dollar but a Bernoulli or mag-
neto-optical is tougher. Check out
the Amiga Review comparison of
these last two in the January 1995
issue.

If you’re going to put your ani-
mations onto video, you'll need a
genlock, and there are a lot of
those available.

You can make do with HAMS
for your animations, or for slightly
better looks and considerably bet-
ter speed go for a 24 bit video
card; again, there are plenty to
choose from.

The precise choice of gear is up
to you; it’s not this column’s place
to do equipment reviews. Shop
around!

3000 RAM

Dear Helpline, 1 have an Amiga
3000 with 14Mb of static column
RAM (2Mb chip, 12 Mb fast). I
dabble a bit in graphics and 3D
rendering with Imagine and find
my current setup inadequate. Us-
ing models of an average size of
about 300Kb, with brush maps,
background pictures and global
brushes I find that to render a de-
cent sized image, 1024 x 768 pix-
els, I run very short of memory.

To render larger or more com-
plex images I need more memory,
but my problem is that static col-
umn RAM is non existent, and any
other solutions are quite expensive.
The Fastlane Z3 costs the same as
16Mb of SIMMs and I'd rather
spend a grand on memory rather
than a board to plug it into.

I could go all out for a Warp
Engine accelerator, but would still
have to shell out for the RAM. Is
there a high capacity memory solu-
tion that allows all my memory to
be seen as a contiguous block, or
should I sell my current memory

and go for an accelerator with its
own memory?
Tim Polmear

Dr Help: Static column ZIPs
are indeed very hard to find - and
you could only get another 4Mb
worth of them, anyway. There’s no
cheap solution, I'm afraid; the on-
ly cheap memory boards are 16 bit.

You could try using virtual
memory, though. Your 3000 has a
memory management unit, so pro-
grams like Gigamem will work,
and give you plenty of extra
pseudo-RAM. It’s slow, of course,
but it’ll work.

Database moving

Dear Helpline, 1 have just bought
an IBM clone but after five years
of being an avid Amiga user I have
built up quite a collection of data
on my old A2000. I want to trans-
fer data from Softwood Filer on
the Amiga to the database in
Works on the clone.

I'm running Windows for
Workgroups on the clone which
has a program called Remote Ac-
cess, and Works also has a commu-
nications program. On the Amiga [
have JRComm V1.02a. I also have
a three wire null modem cable.
How would I go about doing it?
Darren Healey

Dr Help: Output the data you want
to transfer from Filer in comma-
delimited ASCII format. Hook up
the two machines with the null mo-
dem cable (you may need an adap-
tor for the IBM end, as they usual-
Iy have 9 pin serial ports). Run the
comms programs on both ma-
chines.

Make sure the IBM one’s talk-
ing to the right port, and make
sure they're using the same baud
rate (if your 2000’s not accelerat-
ed, 19200’s likely the fastest it can

20

AMIGA Review



manage) and other data settings
(the default settings, eight data
bits, one stop bit, no parity, should
be fine).

Now  transfer  the files,
preferably with ZModem, which
auto-starts and doesn’t require you
to tell it the filename on the receiv-
ing machine. If you have to use
XModem, do - but remember that
plain XModem and XModem-CRC
are incompatible!

Now import the data into your
IBM database. Remember that the
standard end-of-line identifier for
Amiga text files is control-J ("J),
not the IBM "M"J; you’ll probably
have to tell the database that. If it
barfs, try converting the end-of-
line format to the IBM standard -
there are several PD utilities for
this on the Amiga, and any decent
text editor will let you do it by
hand.

Simple, huh!

Lost library

Dear Helpline, 1 have A1200 and
am having problems trying to load
CG fonts onto Pagesetter 3. I was
interested in your article on fonts
in the Nov/Dec issue. However,
when 1 followed your instructions
was told: - OBJECT NOT
FOUND!

When I type:
copy dfl:libs/diskfont.library libs:
I get

Can’t open libs/diskfont.library for
input - object not found.

What am [ doing wrong?
Ron Muller

Dr Help: You're using a later ver-
sion of Workbench! Workbench 2.x

needs the right version of disk-
font.library, which may or may not
be installed to start with but is def-
initely needed - and is located in
the libs directory of the fonts disk.
Your 1200, however, should have
the right library to run Intellifont
already.

Printer Paralysis

Dear Helpline, 1 can’t print faxes
from GPFax any more, although
the GPFax driver is chosen in the
prefs and the fax can be viewed as
usual.

The requester says to check ca-
bles and so on, but that doesn’t
seem to be the problem. Funnily
enough, I can print out the faxes if
I change them to IFF and import
them into Pagestream. Deluxe
Paint will not print either. I've
tried many prefs settings with no
success.

An Amiga Review answer in
the Nov/Dec 94 issue mentions
that it’s possible to blow your par-
allel port without noticing - maybe
something like that has happened. 1
have an A2000HD. I would be
grateful for any suggestions.
Thanks for a much improved mag-
azine. Thanks also for hanging on
through all the 1994 ownership
problems.

Nina O’Flynn,
Bateau Bay NSW

Dr Help: Good news! You haven’t
fried anything! If you’d cooked
anything related to the parallel
port, nothing would be able to
print at all. The GPFAX.DRIVER
is used by GPFax itself, and
shouldn’t be selected manually in
Preferences.

When you select "Printer
Driver" in the GPFax options, GP-
Fax wedges itself into the printing
system so that anything that tries

to print to the standard Prefer- .

ences driver instead sends its out-
put to GPFax. It does this by re-
membering what you had your
printer driver set to before, and
changing it to GPFAX.DRIVER.
When you quit GPFax or turn off
the Printer Driver option, it sets
things back as they were.

The only program that uses the
old, "real" printer driver while
GPFax has patched it is GPFax it-
self - but if you've selected GP-
FAX.DRIVER as the standard
printer driver yourself, GPFax will
think that’s the "real” driver, and
will try unsuccessfully to print to
itself.

Pagestream prints because it
doesn’t wuse standard printer
drivers; nothing that looks at the
Preferences driver will work.

The solution’s simple - when
GPFax isn't running, set your
printer up so that DPaint can
print. Now GPFax’s patching will
work properly.

a

Send your queries to
Dr Help care of:

Amiga Review
PO Box 288
Gladesville
NSW 2111

or by fax on:
(02) 879 4236

-
-
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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

« More configurable

= AmigaGuide documentation

- Better screen mode support

« Better upload windows

Term 4.0 $17.00
hard disk recommended

Upper body -
structured clip art in
ProDraw format
One Disk - $5

| A1200 AGA required

Latest AGA
PD Games

ALL BRAND NEW TITLES

Tetris Dual AGA $5
A two player version of
the brilliant original
A1200 AGA required
Yahtzoo AGA $5
The original dice game
goes digitalis!

Klondike
AGA

{ s : ;
 Frances| Garden, e
T i e o
drbr (. E&WM

Three disk set « HD installable
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BRILLIANT Graphics

A classic AGA version of the popular
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)

v, Jn el W Love You Too
Winde e dettur (s | el ek The

Database I

| | 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 Il of the
database compilation. Flexer’s form-like
display makes it ideal for beginners, and
powerful enough for advanced users.

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.

Workbench 2.x and 3.0

Screen
Blanker

SUPER DARK 2.1

SuperDark 2.1 NEW

| The ultimate screen blanker - complete
. | with various modules offering a wide
| variety of blanking activities - highly
{ configurable.
‘1 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

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 -

FREE CALL

008 252 879

Sydney (02) 879 7455

compatability.
question.

AmRa 1200 Make It
Wo

Having trouble getting
programs 1o run on your new
A12007 This disk gives you a
number of options to
dramatically improve

imply run it first
before trying the program in

icons an

I\A@r&i&WB - Idedl for

Revamp arour Workbench - new
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.

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.
Now they're both easier to use
and more powerful.
Update NOW.

EasyCalc -

JC-Graph

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

a wordprocessors and DTP.

them ready for

for A1200.

=

morphing just like
program costing
$100’s. We'll even
scan in your photos
for you and prepare

processing. ($5 per

mtageks padmgpme and support.

Minimorph DISK PRICES
Create your own All our disks are covered by one _
animation of pricing schedule. All prices includes ||

B\I’wto)

orks in grey-scale
only. 1IMb RAM
required. Powerful
reasonably easy to
learn interface. Ideal

S

CostDisk
1 $ 5.00 $ 5.00
2 $ 950 $ 475
3 $13.50 $ 450
4 $17.00 $ 425
5 $20.50 $ 410
$24. $ 4.00

6 .00

(for orders of 6 or more disks, each
additional disk is $3.75) We use quality
Memorex Brand diskettes.

Price includes posiage.
C.0.D extrclpg4.7

| HOT GAMES DISKS

+ #1 - AirAce, Missile Command

(Atari style), Care Race, Downhill

Racer (Skiing)

* #2 - BlackJack, Metro (Trains),

| China Challenge, Klondike (21)
« #3 - Hate (3D Perspective shoot
‘em up), Megaball break-out style
game)
+ #4 - Galaxian, Pacman, Space
Invaders and Astercid look-a-likes
- "the classics™
= #5 - Imperium, Mech Fight,
SCombat
+ #6 - Chutel, Defendar,
Pharoah's Curse, SkyFight,
SpaceWar
* #7 - Amiga Tanx, Cave Runner,
X-Fire. Bally lIl, Llamatron,
Obess-O-Matic
* #B - Asteroids, Bug Blaster,
Microbe, Poing, Revenge of the
Mutant Camels, Ring War, Trix
+ #9 - Pacman (briliant copy of
the original), OmegaRace,
Columns, MNebula and POD.
* #10 - Donkey Kong, Galaga (the
bestl), Artilerus, Flauch
* #11 - Scorched Tanks - the
latest super version, 2-4
players.
+ Adventure 1 - Island of
Mephoton, Rescue & Jungle, Zut
Alors! and Treasure Island. Some
text based.
« Star Trek - The Game, with
sound-FX, animation, point and
click interface, various missions.
1Mb
+ Balance of Power - Strategy
gama for one or two players,
Control the world powers to avoid
nuclear war.
* UChess - Chess game - Neads
4Mb and accelerator - Ideal for
A1200 or 4000. AGA Support.

i

Play Deluxe
Galaga

Home Office

+ CAD - Five Programs: Speaker and
Circuit Design, Landscape &
Architectual

* Database - Hyperbase, HyperDialer,

DataEasy, Home Manager, bBasell
» Forms Designer - Text based forms
editor.

* Genealogy 1 - A-Gene and Family
Hist

» Genealogy 2 - Arday - Up to 1000
people, WB2./1Mb required.

+ Home Budget - Assorted home
finance programs.

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

+ Spreadsheets - Easy to use SCalc,
SPREAD and EasyCalo

* Finance - BankN, Your Money,
Budget and CheclBook

+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 bowling
scores. 1Mb required,

Communications

* NCOMM 3.0 - Sharewars AREXX,
SCRIPTing, simple BBS mode.

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

Fonts

» CG-Font Pack 1 - Suitable for
Waorkbench 2.x and above, Final
Copy, Professional Page, Pag

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

Clip Art
+ Clip Art Pack 1 - A selaction of black
and white, bitmapped clips, suitable
for wordprocessing and desklop
publishing. Three disk set - $13.50

« Structured Clip 1 - Assorted
ProDraw format clip -art.

Desktop Publishing

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

+ Professional Page Enhancer -
requires PPage 3.x or better. Lots of
great genies for smart borders,
copying pages, group, special effects.
+ PageSetter 1.2 - Enfry level deskiop
publishing program.

Cartoons (Require 1Mb FREE)

+ Cartoon 1: Batman, Shuttlecock,
Stealthy

+ Cartoon 2: Amy Vs Walker

+ Cartoon 3: Jugette, Jugette 2,
Juggler 2

+ Cartoon 4: F18 Combat, Stealthy
Manver Il

+ Cartoon 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

and PageSetter Ill. 80 different
Compugraphic fonts. & disk set.

* A brilliant remake of

the arcade classic - lots

of levels, truck loads of
variation, buy more

powerful weapons, earn

Day Phone

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

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

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

* Education 4 - PloiMap - Two disk set
- creates maps of world, save in IFF
format.

= Hypertext - Greats text files with
links to animation, graphics, sounds,
songs - anything (via AREXX), 1Mb &
WE2.x required.

= Stockmarket Simulation - Buy and
sell shares, take out a bank overdraft,
and eventually qualify to joing the
insiders club. Local program to
simulate local condltions.

= Chemistry - Create 3D models of
different molecules

Emulation

+ Atari Emulator - German Only

+ M8-DOS Emuiator - PC-TASK
(shareware-no write to disk) &
Transtormer, Run most MS-DOS
business software.

+ 64 Emulator - Run C&4 Program,
Interface C&4 Peripherals (opt.
interface available fram U.S.A. Only)

Graphics and Animation

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

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

» Graphics 4 - FreePaint, Graffiti,
PED, PicBase - |FF Database

* MandisBrot Tools - Six Disks, Create
amazing shapes and patterns!

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

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

* Mobilel - By Spaceballs - 3D

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

Animation, A1200 and 3000
compatible.

* AGA Images - Six disks of hot AGA
plecies including 3D rendered in
Aladdin, and photos.

» Imagine Objects 1 - Enterprise,
Chess Pieces, Amiga 3000.

Music and Sound

+ Med 3,1 - The best Amiga low-level
sequencer - some MIDI support

* Spund Tools - Play, edit, arrange,
distort and create IFF sound samples
* Sound FX 1 - Filled with short, sweset
sound samples - Balls, Horns, Dogs..
* Remix 1 - Two remixed music
sampies - Madonna and Black Box

= Tracks 1 - 1733, Agression, Angles,
Arkenoid, Atmospheric, AxelF,
Azairey

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

* Tracks 3 - Cloud Song, Creation 2,
Crockets, Ear, Electric Dreams, Last
Ninja Il, Megaforce, Metal Synth

* Tracks 4 - Oxygene, Piano-Plink,
PopCorn, RSI-Hard, Skylight, Smoke,
SupeBASIC, Tocatta

» Tracks 5 - BatDance, Bond, Fresh
House, Lambada, Pawnl, WasteLand
* Movie Samples - 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 disable, GIF
shower and more.

= WE1.3 Superdisk - Bootable,
ready-to-run. Read/Write MS-DOS
disks, DIRWORK file manager,
AutoCL| WB Enhancer, includes
Documentation on disk.

= WB2.x Enhancer - lcons, Presets,
MNAG program for appointments,
Fractal Screen Blanker, KGommodity:

Public Domain Disks

September ACAR

CardNo. [ [ [ [T I ]

extra ships and find the

ten game secrets.

Visa []B/C [JM/C []COD [ Cheque
DR IIWGIEOR Cihemel. B bieae Hillime endiiiniiforyous

NEW disk/s of the month offer : []

Auto window acfivation,
ClockiMemory usage, Keystroke
Audible Click, Gadgetless window
closing, Hotkey, Mouse A
accelerator and much more.

« AntiViirus - Latest protection
using BOOTX, Tutarial on Virus
Protection and more

+ Hacker - Rip music from games,
create custom boot blocks, look
for secret messages on disks

+ DOS Utilities |1l - All the latast PD
Utilities to organise your disks

* MS-DOS Utilities - READMRITE
and FORMAT 720K MS-DOS
Dishsl

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

+ Parbench - Network two Amigas
via a special Parallel cable. |deal
for CDTV owners to use as a
CD-ROM drive.

Programming

« ACE AmigaBASIC Compiler 1.1 -
Speed up your BASIC programs
into fast executable binary,
Includes linker and assembler,

+ Pascal - Two digks, PASCAL
includes PCQ compiler, ABBK,
Blink, Debugger, Mon, examples
and PCQ source,

Printer Drivers

* General - A selection of over 100
drivers covering almost every
known printer. Includes special
drivers for 24pin dot matrix
printers and postscript.

+ Ganon Drivers - Covers Canon
BJ10,130,300

+ HP Drivers - Covers HP500, 550,
500C, 550C and Laserlet LILIL




By Glen De Witt

P Many Amigoids who are still
using a trusty old A500 have taken
advantage of the recent low pricing
on the Commodore A570 CD-
ROM drive, which plugs into the
86 pin side expansion connector of
the A500. I was lucky enough to
find an AS570 for the bargain price
of $99.00 from Sigmacom in Syd-
ney.

To run the A570 you need an
A500 with the 1Mb Fatter Agnus
chip and Workbench 2.0 or better.
These upgrades are necessary for
the A570 to function, and also
make your old 500 a much more
useful computer.

But once you’ve fitted an A570
to your side port, how do you add
that other desirable expansion, a
hard drive? You can’t use the trap-
door socket under the machine -
that’s just for RAM.

You use a CDTV SCSI inter-
face, that’s how; I got a JEC
CDTV SCSI card from Don
Quixote. The documentation with
the board is limited, but it’s simple
enough to install. You just plug it
into an expansion slot under a plate
on the back of the A570.

The 25 pin D type SCSI con-
nector on the card makes it easy to
plug in any boxed external hard
drive, if you get the right cable; if

How to add a hard

drive to an A570

Hard Drive Pin Connections
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For the SCSI 50 pin connector, all odd pins except pin 25 are at ground. Pin 25 is open.

you want to do it on the cheap and
build it all yourself you’ll likely
have to solder lots of tiny wires,
Good luck.

The accompanying diagram
gives the pin to pin connections for
hooking up a 25 pin SCSI connec-
tor to the standard 50 pin connec-
tor on the back of a drive.

If you’re not using a boxed ex-
ternal drive with its own power
supply, you'll also need to find
some way to give the drive the
voltages it needs. I decided to risk
hacking into the power supply of
the A570 rather than purchase an-
other supply just for the hard drive.

I could buy a secondhand IBM
power supply cheaply and use that,
but the thought of having three

power supplies on my desk was

too much to bear, and to avoid it
I'd have to rewire the monster
IBM supply to power everything,
which is too much like hard work.

After a short time cutting and
splicing cables from the mother-
board to the A570 CD drive, I fit-
ted another plug to fit the hard
drive’s power supply input. It
worked.

I’m happy to say that the whole
business is operating just fine now.
I can transfer files straight from the
CD to the hard drive easily, and us-
ing the hard drive has sped up the
system so much that I wonder how
I put up with the floppy based sys-
tem for so long. Now, as any hard
drive owner will bleat, I need a
bigger one!

a
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P How many magazine articles
have you read raving on about
how amazing Lightwave 3.5 is? In
case you have been in a hole the

last year, NewTek have now
released the PAL version (Read -
the one people outside the USA
can use) of Lightwave. Formerly
the 3D component of the famous
Toaster system, it’s now a stan-
dalone package. And everybody
LOVES it; almost every Pommie
mag has slammed Imagine 3 and
put Lightwave on the top shelf,
ignoring all other packages and
announcing it as "The Champ".

Well, everyone’s entitled to an
opinion, but 3D packages are more
than just a pretty interface. It all
boils down to the end product. The
render. The package isn’t worth
diddly squat if it doesn’t produce a
fine picture.

This article doesn’t set out to
put down Lightwave - it’s an

excellent package with some
really, really good aspects. But I
don’t use it. Maybe it’s my fault,
but the results I get from
Lightwave don’t work for me, and
the rendering is slow. I just want to
call the attention of renderers out
there to the advances made in
recent versions of Real 3D.

REAL

Real 3D V2 has had many
updates since its initial release in
Australia. The first version I got
was 2.33; all the fantastic blurb
about Inverse Kinematics and
skeletal control hid a program that
had some cool stuff but somehow
just didn’t quite work. There were
automatic landscape generators,
fractal trees - millions of options
and permutations, which proved
totally daunting and complex and
still fell short of the mark.

This was the version that many
magazines reviewed.

Real was still in its infancy.
Magazines announced "A highly
powerful yet complex program".
Those moving up from Sculpt
3D/4D and Imagine 2 were
completely perplexed, as Real uses
BSpline meshes to create freeform
shapes while Lightwave, Imagine,
3D Studio efc. use triangular faces
as a surface subdivision method.
BSplines are a step in the
CAD/Silicon Graphics direction,
with which home users were unfa-
miliar, While using primitives de-
rived from mathematical formulae
is far superior in rendering quality,
it is also inherently difficult to cre-
ate complex deformations. In
Lightwave, you have to add a
sphere, stretch it, and use the mag-
net to pull certain points up to
create a fish. In Real 3D, you just
draw the fish as if it were sliced
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Inside a Real 3D house

into 10 or so pieces, and mesh
them together. BSplines are a more
complex way of doing things, to
obtain a better end result. But peo-
ple want speed and ease of use. It’s
unfortunate that Real 3D has re-
ceived little exposure after 2.33.
This memory hungry version has
since been upgraded several times,
to the current v2.49.

For only $90, all 2.3x owners
can upgrade to 2.49, and the im-
provement is well worth it. 2.49
has superior memory management,
is far more stable, has newer
tool icons for speedier modelling /
animation, key framing, better
anim -ation editing, material
preview, import and export DXF
and a ton of other features.

Why 2.497?

Recently, Real 3D has been
released for Windows, Windows
NT for DEC Alpha and Windows
NT for MIPS. All are v2.49. They
are all binary compatible, which
means files can be interchanged
regardless of platform. This means
a larger user base, which benefits
everyone.

Lightwave vs Real

Lightwave is excellent for
dealing with smaller models - a
bouncing ball, rocking chair,
spacecraft zooming past a planet
or whatever. Lightwave’s strength
really lies in animating objects
quickly and simply.

But when a model becomes
more complex, for example a
house, Real is the program of
choice. Lightwave is certainly ca-
pable of handling complex objects,
but modelling an object, importing
it into Layout and back and forth
several hundred times is not my
idea of seamless operation,

I'm an architect by trade and
work as a CAD manager, using
MicroStation for DOS boxes (a
$6000 CAD package). This is
where Real 3D can really come in-
to its own. Real uses a hierarchical
modelling method, where one
names each object and puts it un-
der a level. So if you’re modelling
a house, the chairs go under the
table level, which in turn goes
under the furniture level, which is
under the house. To move the
house over, one simply selects the
house level and moves it. It may

seem excessive to type a name for
everything, but the hierarchical
method is an excellent way of
modelling complex things.

Lightwave has some really neat
snappy features such as lens flares
(a fiddle to set up using Real) and
several other features which make
animating logos a breeze (diffu-
sion maps, copying paths from one
object to all others, animating
something first with a simple mod-
el then replacing it with your com-
plex object). Lightwave’s font
management is great - just select
the font and type the name and the
font is extruded the given depth
for instant text. Real’s fonts are
made up from a series of primi-
tives and/or meshes which are in-
herently large and complex to ren-
der. Lightwave thus has some in-
herent advantages over Real, but
in my opinion doesn’t have a di-
verse enough range of tools.

External devices - Real 3D

One of the fallacies being
thrown around by dealers is that
Real cannot render to 24 bit boards
such as Opal or Picasso, so buy
Lightwave. Nonsense! Real can
render to almost any external
device. Real also works with most
go fast boards - Vivid 24, Warp
boards, Raptors and so on are all
addressed by Real 3D by using the
additional SARE (Stand Alone
Render Engine - Amiga $180,
IBM $280) or ANDRE’s (Auto-
matic Distributed Render Engine).
The SARE requires the project to
be loaded onto each machine and
set rendering (IBMs can render
Amiga Projects and vice versa),
while the ANDRE does this
automatically across a network to
any computer (SGI, DOS, Amiga,
Raptor...).

The Personal Animation Re-
corder (PAR) is also completely
compatible with Real 3D. Frames
can be imported or exported as
simply from Lightwave or Real.
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Real interface

It’s true that Real doesn’t have
a standard interface, but this
makes it inherently flexible. Real’s
interface is totally system compli-
ant and multitasking. I often jump
from Real to paint a texture in
OpalPaint or DPaint, then crop the
file using ADPro and copy it to the
relevant drawer with Directory
Opus.

Version 3.1 of Lightwave ties
up the system both when rendering
and modelling. Version 3.5 (PAL)
lets you jump to workbench and
the Layout & Modeller are no
longer one asynchronous program,
but Lightwave is still a ready made
system and the user is forced to
use it "as is". You can’t change the
hotkeys or interface.

Not so with Real. Everything is
configurable - sometimes too
much so that beginners get lost.
But the flexibility is a real boon.
Real allows any window to be
rendered in any mode (Draft,
shadowless, full raytrace..) and
you can keep modelling while
you're rendering. Multitasking is
so "Amiga" that it takes 3 IBMs at
work to keep me busy!

I really like the Real interface;
you can open a four colour screen
for modelling, a HAM-8 screen for
renders and the External screen is
always available for 24 bit work.
Lightwave starts rendering, and
that’s it. It takes some 10.5Mb of
RAM to render in medium res, in
1 segment. That’s before the ob-
jects are even considered.

Deficiencies

People often relate best to the
program they learned first. While I
would be a liar to say that Real
doesn’t have a steep learning
curve, it’s definitely worth perse-
vering.

Digipix have said that a few
training videos are in the works,
and the 2.49 version of the manual
(IBM) is available for $100. The

Amiga manual is only up to v2.33,
but there’s a text file for each
upgrade.

The Measuring window leaves
a lot to be desired; while it’s very
accurate, you have to hold down
the CTRL key for the sizes to take
effect. A CAD-type command line
would be easier.

Meshes, despite their quality,
are extremely complicated to work
with. They devour memory and
are not "solid", Freeform models
of items like dogs, rabbits and peo-

ple are far easier to create using
triangles. But Bspline modelling is
the method used in many high end
CAD and rendering packages, so if
you’re planning to jump to another
package, a grounding in both types
of modelling is preferable.

Real’s general complexity is
still high. Trees should be a lot
simpler to make, and skeletons
should be more intuitive. Lighting,
Cameras and TAGs also need to be
simplified.
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CASE STUDY

- The War Memorial

A recent project of mine
required the modelling of the War
Memorial in Canberra. Engineers
wanted the "Hall of Memory" as a
3D model for illustrative purposes,
to show load paths from the roof to
the footings and problem areas.
Little documentation existed on
this part of the building and what
little there was proved wrong. The
basic shape of the building was put
in in roughly 90 minutes. Using
the CAD stations at work, I
digitised the floor plans of the
three floors. These simple outlines
were DXF’ed out as three long
lines, then imported into Real 3D.
Each line was given its own level
and turned off so only one was
showing.

Dragging the mouse over the
line while holding down SHIFT
selects each point on the line. You
then select CREATE-POLYGON
and right Amiga-"." to pull all
vectors off the stack. This then
zooms around the line with all the
points highlighted and draws a
polygon of the same shape. You
then simply lengthen the polygon
to the given height (3 metres) and
hey presto - one wall.

I did the same thing for the
other two floors - I could have just
extruded the DXF line but that
would make a mesh.

The roof has a series of curved
frusses and a dome over the top.
Again, I digitised and DXF’d the
Sections, and then traced the truss
using Compound Tools (in which
you one define a cross-section
shape then draw the elevation -
like a snake) to make a single
truss. I then used another powerful
Real feature - recordable macros.

You just press the M key to
start recording; duplicate the truss,
rotate it 30 degrees using the
Measuring window then the M key
again. Pressing the x key now
duplicates the truss and rotates it

Transforming the DXF files into walls

30 degrees. By pressing the y key,

this macro can be executed a given
number of times - in this case, 10
times. I then drew the roof itself,
using a curve (traced off the DXF
file) I defined an axis (just the
middle) and rotated the curve
around it. Done! .
The rest of the building just
needs some fine tuning and some
cubes for floors. Doors and win-
dows are added simply by thinking

in reverse - if you want a door,
draw the hole it’s meant to go in
and cut it out from the wall. This
procedure, known as "Boolean"
operations, is the most powerful
part of any 3D program.

Real really shines by being
able to not only cut a single door
out of a wall, but to copy the door
cut in the same level a hundred
times along the wall.
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Affordable Video Titling
Rocgen Plus Composite Genlock

is back
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Priced at only

RG310C

AVAILABLE FROM THE THE FOLLOWING AMIGA DEALERS

$ 299.00

With Scala 500 demo,
and 12 months warranty
Amiga A1200 Compatible
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Using the ViewCam Control - in HAM8

The War Memorial model also
has a big cut at 90 degrees right
through the middle. I did this by
simply using a cube to cut the
whole building. I generated a se-
ries of views showing a complete
(long) section by stretching the

cube longer. The building was fi-

nally exported out as a DXF file
for use in MicroStation, where it
imported beautifully (including
meshes & all primitives) but, alas,
without the Boolean cuts. Version
2.5 promises better DXF import /
export.

Thoughts

While by no means all things
to all people, Real 3D has proven
very stable in practice and is ideal
for my purposes. Its ability to im-
port and export DXF is invaluable
for my work, and allows me to
supplement the less than satisfac-
tory 3D work from IBM CAD
packages. Walk-throughs and fly-
bys are a breeze, using key fram-
ing (creating a series of cameras
and morphing between them). Pre-
viewing animations and rendering
them is simple and very powerful.

Everything is editable to the
very integer, or you can work from
a more wholistic view and let the
program do everything.

I can play a walk-through as a
Delta file (Real’s proprietary ani-
mation player), press record on my
VCR, add a few credits using
Montage and dub in an audio track
dubbed over the anim. An hour lat-
er 1 can show a VHS tape of a se-
ries of animations and full renders,
with compliments all round. I owe
it all to Real 3D.

Version 3 is due mid next year
and promises a complete re-write.
Meanwhile, 2.5 (due soon) will
keep me going. I feel that this ex-
cellent package is severely under-
rated by the press and deserves
more attention. Lightwave is de-
servedly good and is ideal for ani-
mators, but Real holds the power
stakes easily. Feature for feature,
the program is huge.

u

For a review of Lightwave see
the September °94 issue Vol 11,
No. 9 - "Lightwave 3D", and Vol
12, No. 1 - "Lightwave Goodies".
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P A few more submissions from
readers this month (it’s SO cool
when I don’t have to. find things
for myself!), plus something a bit
unusual that every home should
have, and the latest Fish mega-
compilation. Enough with the in-
troduction. On with the show.

ApplExec

PRQA A ¢

Here’s a simple extra for
Workbench users. It’s a program
for making Applcons that do dif-
ferent things. Applcons are one of
the many new features of Work-
bench 2 that not a lot of people
use, but they can be quite nifty
when correctly applied. An Appl-
con appears on the main Work-
bench window and can’'t be
moved, deleted, copied or snap-
shotted, but can act on other icons
when you drag the other icon on
top of it.

You can assign any regular
Shell command to an Applcon by
using ApplExec, as long as the on-
ly argument you want to pass to it
is the dragged icon’s name and/or
path. So you can use it to make an
edit icon, a delete icon or an ex-
tract-archive-to-RAM button, but
nothing more complex than that.
You can drag multiple files,
though, and ApplExec passes the
info through just fine.

The implementation’s a bit
lumpy; you need a separate copy
of ApplExec for every Applcon
you wish to create, renamed to

whatever you want the Applcon
called and with a single ToolType
line that says COMMAND= and
then the command you want to
run. Of course, Power Users can
make links so that there’s only one
real copy of ApplExec and lots of
ghost version with different names,
but it’d be nicer if you could sim-
ply start the program with lots of
COMMAND tooltypes and see a
whole row of icons pop up auto-
matically.

Nonetheless, this is a neat pro-
gram, and it’s on the companion
disks.

FontView
DA @k ¢

This squib may make your
font-handling life simpler. It lets
you load any font from any direc-
tory (not necessarily  just
sys:fonts/), and view it on any
screen you like - so you can see
what a given font looks like on the
oddball superhires screen you just
opened for your titling package, or
whatever,

You can display bitmapped or
CompuGraphic fonts, you can tog-
gle bold, italic and underline, and
you can run FixFonts to update all
your .font files by clicking a but-
ton. You can also view statistics on
the font you’ve loaded. Simple,
fairly useful, worth a look.

AWS

Pk @k ¢

I've been using this little trin-
ket for a while now; it’s essentially
another of the many programs that
display a picture while you boot.
These are quite pointless, but AWS
at least pretends to be useful - it
displays some basic system infor-
mation while you boot. Of course,
you probably already know what
processor, graphics chipset, OS
version and so on you’'ve got, but

Software
Banwianw

Lose the Commodore logo, and
AWS would look really cool.

it'll impress your friends. You can
even display the status screen in
various different colour styles.
Practical? No. Cool? Yes.

SkoEd

PRk O ¢

I reviewed this program a cou-
ple of months ago, and here it is
again. All the old features are of
course still there - remappable,
customisable commands, multiple
files and multiple views, simple
IBM text file conversion, columnar
-blocks, clipboard support, au-
tosave, folding, bracket matching,
braces counting, word completion,

Complexity:

¢ Flat earther

Yy 7¢ Elvis cultist

Y¢7Y¢ ¢ Crop circle hunter

Y¢ ¢ Yo7 llluminatus member
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a memory file that reloads previ-
ously loaded files with the cursor
in the right place, unlimited book-
marks, an undelete function, iconi-
fication, a full ARexx port, a con-
figurable gadget strip and more.

Added are a number of bugfix-
es - which, somewhere along the
way, seem to have killed off the
crashing problem I experienced
with the previous version - and
SkoEd’s search and replace has
been greatly accelerated. It now
takes 8.7 seconds on my 40MHz
030 machine to replace 26,645 e's
with x’s in a large text file, against
the more than 45 seconds the old
version took. CygnusEd still
scored better, with 5.2 seconds,
but there’s not much difference
now unless you're playing with
truly monster files, or using a slow
machine.

The sped up search and fixed
bugs make this a truly excellent
editor. It’s got some oddities - it’s
not perfectly style guide compliant
and some bits are in the wrong
place - but since . CygnusED also
has a number of quirks I can easily
forgive that. Well worth a try, if
you're looking for a decent text
editor.

Amiga Speaker Design - all sizzle, no steak.

AIBB 6.75

QA ¢

The premier Amiga bench-
marking package has hit v6.75. 1
haven’t mentioned it for more than
a year now, because none of the
updates were exactly world shak-
ing - there’s been nothing but bug-
fixes and minor things like a few
more expansion boards recognised

since v6.0. This means AIBB’s got
all the features it needs, which is a
good thing because it means its a
properly mature test program
which covers all areas, and also
means we shouldn’t have another
version change which brings with
it a new module format, so you
can’t load your old test results into
the new program. The extra stabil-
ity of 6.75 is worth having; it’s on
the companion disks.

Virus Checker 6.47

PR QK ¢

Here’s another program that’s
seen a couple of updates since I
last mentioned it. Since v6.41, Jo-
hn Veldthuis’ excellent automatic
virus checker’s gained a raft of im-
provements. Many are, of course,
bugfixes (some quite major), but
there’s also improved ARexx sup-
port, unpack.library support for the
registered versions that give more
elegant checking of archived files
and a proper Kkiller for the devious
and hard to type Polyzygotron-
ifikator virus. There’s also a
change to stop the illegal keyfile
generator written by some mongrel
(and I quote) from Germany.

32

AMIGA Review



Agraconv

PR @k ok ok ¢

This is one for the coders - it
lets you convert IFF graphics to
RAW mode easily, with a nice
graphical interface. You can save
RAW, BLTRAW, RAW MASK,
SPRITE 4, SPRITE 16, IFF, C
source or RGB format with a click
on a menu, and multiple resolu-
tions and AGA graphics are sup-
ported. You'll know if you need
this one, and it’s on the companion
disks if you do.

The Jargon File

It has come to my attention that
there are some computer users out
there who have not so much as
read the Jargon File, much less
own a copy. What a poor, sad life
they are leading.

The Jargon File was born as a
collection of hacker jargon from
various ARPANET-linked techni-
cal cultures way back in 1975, and
contains terms which date back to
the early 1960s, which in comput-
er terms is at least three quarters of
eternity. It's been changing and
evolving ever since, with all sorts
of hackish English usage being
added to it over the years. On the
way, there have been a couple of
paper versions - The Hacker’s Dic-
tionary and the New Hacker’s Dic-
tionary - but these lack the ele-
gance and access speed of the digi-
tal original.

The version I'm talking about
is 3.0.0, dated 27 Jul 1993 - but al-
though the text might be a bit el-
derly now, the format more than
makes up for it - some lovely per-
son’s made it into an AmigaGuide
file. This means that instead of
wallowing through well over a
megabyte of plaintext, you can flit
around it with simple hypertext
links.

One of the nifty images on Goldfish 2.

Why do you want it? Well, to
impress like-minded propellor-
heads, of course, and also to find
those handy terms for which there
is no real English equivalent. A
few randomly chosen examples
follow.

PLOKTA: [Acronym for "Press
Lots Of Keys To Abort"] v. To
press random keys in an attempt to
get some response from the sys-
tem. One might plokta when the
abort procedure for a program is
not known, or when trying to fig-
ure out if the system is just slug-
gish or really hung. Plokia can al-
so be used while trying to figure
out any unknown key sequence for
a particular operation. Someone
going into "plokta mode" usually
places both hands flat on the key-
board and mashes them down,
hoping for some useful response.

Dogwash: [From a quip in the
"urgency" field of a very optional
software change request, circa
1982. It was something like "Ur-
gency: Wash your dog first".] 1. n.
A project of minimal priority, un-

dertaken as an escape from more
serious work. 2. v. To engage in
such a project. Many games and
much "freeware" get written this
way.

Whalesong: n. The peculiar
clicking and whooshing sounds
made by a PEP modem such as the
Telebit Trailblazer as it tries to
synchronize with another PEP mo-
dem for their special high-speed
mode. This sound isn’t anything
like the normal two-tone hand-
shake  between  conventional
modems and is instantly recogniz-
able to anyone who has heard it
more than once. It sounds, in fact,
very much like whale songs. This
noise is also called "the moose
call” or "moose tones".

Walking drives: n. An occa-
sional failure mode of magnetic-
disk drives back in the days when
they were huge, clunky "washing
machines". Those old dinosaur
parts carried terrific angular mo-
mentum; the combination of a mis-
aligned spindle or worn bearings

- and stick-slip interactions with the
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floor could cause them to walk
across a room, !urching alternate
corners forward a couple of mil-
limeters at a time. There is a leg-
end about a drive that walked over
to the only door to the computer
room and jammed it shut; the staff
had to cut a hole in the wall in or-
der to get at it! Walking could also
be induced by certain patterns of
drive access (a fast seek across the
whole width of the disk, followed
by a slow seek in the other direc-
tion). Some bands of old-time
hackers figured out how to induce
disk-accessing patterns that would
do this to particular drive models
and held disk-drive races.

Big Red Switch: [IBM] n. The
power switch on a computer, esp.
the "Emergency Pull" switch on an
IBM  mainframe or the power
switch on an IBM PC where it re-
ally is large and red. Sources at
IBM report that, in tune with the
company’s passion for TLAs
(Three Letter Acronyms), this is
often abbreviated as "BRS". It is
alleged that the emergency pull
switch on an IBM 360/91 actually
fired a non-conducting bolt into

the main power feed; the BRSes on
more recent mainframes physically
drop a block into place so that
they can’t be pushed back in. Peo-
ple get fired for pulling them, es-
pecially inappropriately.

Molly-guard: [University of
Hlinois| n. A shield to prevent trip-
ping of the Big Red Switch by
clumsy or ignorant hands. Origi-
nally used of the plexiglass covers
improvised for the BRS on an IBM
4341 after a programmer’s toddler
daughter (named Molly) frobbed it
twice in one day. Later general-
ized to covers over stop/reset
switches on disk drives and net-
working equipment.

If all the definitions aren’t
enough (and there are more than
2000 of them), you also get all of
the Appendices, which cover hack-
er-spotting for the beginner, a
number of nifty stories that didn’t
fall under any other classification
(including The Story of Mel, A
Real Programmer, which is re-
quired reading for anybody who
think’s he’s a bit of a whiz on the
keys), and a recommended reading
list. Look, kids, you need this file.
You want this file. Get this file.

In order that you, may get this
file, I have put it on the companion
disks in archived form, with one of
my usual five-minute bare-metal
installation systems. To view the
Jargon File you'll need Ami-
gaGuide; there was enough room,
so I included it. You’'ll also need
somewhere with enough space to
hold the File’s bulk; ideally a hard
disk with a couple of spare megs,
but a floppy machine with lots of
RAM will do in a pinch.

Incidentally, a note to Persons
Opposed to Scatological Language
- The Jargon File contains a few
words not broadcastable in prime
time. You have been warned.

The companion disks for this
column are called HotPD 21 a and
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b, and are available from Prime
Artifax PD on 008 242 879 for
$9.50 the pair. Bargain.

GoldFish 2

A highlight of my PD life re-
cently has been the arrival of a
copy of GoldFish 2, the second
twin-CD super-compilation from
Fred Fish, King of Amiga PD and
shareware.

The GoldFish discs include the
new stuff of the FreshFish discs,
which are the regular updates
Fred’s now releasing after giving
up on floppy disk distribution. In-
cidentally, Amazing Computing is
continuing Fish floppy distribu-
tion, culling good stuff from the
CDs and other sources and putting
it on floppies with Fred’s blessing.

The FreshFish disks are, in-
deed, partly fresh - and partly
rather stale, since they contain all
the old floppies as well to make up
the extra, after the mere 150Mb or
so (!) that Fred manages to find for
each issue,

All the new stuff, though, gets
rolled together and released as
GoldFish, and it’s an excellent
purchase for any CD-equipped
Amigan.

The stuff on GoldFish isn’t all
especially recent - it just never
made it onto the floppies. Most of
it’s good, though, and at more than
600Mb per disc you can forgive
some duds.

The first GoldFish 2 disc con-
tains 550Mb of ready-to-run (no
archives) new stuff from FreshFish
discs 1-7. There's also 55Mb of
GNU binaries, libraries, runtime
files, and documentation, which
for the puzzled means a heap of
stuff released under the very rea-
sonable GNU Public License - it’s
mainly heavy duty shell-head
coder-oriented UNIX-ported Real
Man’s Utilities.

You also get more than 30Mb
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of support files including useful
tools, libraries, and documenta-
tion,

The second disk is billed as
BBS-Ready, but might more accu-
rately be described as Amiga BBS
Ready, since it’s still littered with
long filenames which cause IBM
systems to launch their lunch. Nei-
ther of these discs is usable for
people who do not have a CD-
Rom equipped Amiga. Be warned.

This second disc contains all
the FreshFish stuff from the first
disc, archived, 207Mb of unar-
chived GNU source code (it's
good that this stuff is on a separate
disc, since most users don’t want
to see it), and another raft of sup-
port files.

There’s lots of stuff on the CDs
that wasn’t released on floppy be-
cause of simple space considera-
tions - huge pictures and anima-
tions, for example (interestingly,
GoldFish doesn’t have any sounds
or music MODs). There’s a load of
nifty underwater photos in JPG
format. There are a few tasteful
pictures to show while booting,
with a program like BootPic on
Fish 963. There are quite a few
pictures taken by the Hubble
Space Telescope, including a cou-
ple of dozen comet-hitting-Jupiter
shots. There are more than 50 sin-
gle-image stereograms, ranging
from the excellent to the dodgy
and all in GIF format.

One program that caught my
eye and rapidly lost it again is
Amiga Speaker Design, a quick
and easy program for basic speak-
er box design, which has all the
basic graphs and charts on one
screen and looks quite profession-
al.

Unfortunately, it’s hogtied by
the fact that although you can en-
ter speaker diameter up to 30 inch-
es (!1), you can’t give a VAS
(Speaker Builder Jargon; lesser

-

Another GoldFish pic

mortals may progress to the next
item) above 1001 (the big puppies
in my speakers rate an easy 3001)
and ASD’s really stupid input
method has you clicking buttons to
enter numbers, like you don’t have
a keyboard. LEAP it ain’t, but
heck, it looks nice.

GoldFish 2 also has the Com-
modore developer v37, v39 and
v40 Includes and Libs, of interest
to C coders but not to anyone else;
these are included with a stern
warning not to redistribute them
on anything other than the Gold-
Fish CDs.

There’s 6Mb of reviews of
software, hardware, books and
more, and sundry other text - Fish
listings, the comprehensive OF
Simpson alleged-murder guide
with sounds (if you haven’t got it,
you're not on the bandwagon),
and, of course, more.

The indexing on GoldFish is
good. There's no funky Ami-
gaguide indexing system like that
on the most recent Aminet disc,
but instead you get the latest ver-
sion of the Kingfisher database
system, updated with the CD con-
tents as well as all the floppies,

and with a pointer at the end of ev-
ery entry that tells you where you
can find the file.

It's easy to use for simple
searches yet capable of some pow-
erful stuff, and it works far, far
better than the alternative - poking
through the index text files. If you
run Kingfisher from the CD,
though, you’re not going to be
searching too fast - even my triple
speed drive is a bit tedious; users
with single speed units should
make space on their hard drive for
the index.

There are a couple of teeny
glitches on the CDs, but nothing to
be alarmed about, Overall, it’s ex-
cellent value for your $59, as long

‘as you don’t already have a few

good PD CDs; if you do, you’ll
find a lot of duplicated material.
To get the Hot PD Companion
disks call PRIME ARTIFAX on
1800 252 879 or (02) 879 7455.

Contact Amadeus Computers
on (02) 652 2712 to order your
copy!

a
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P Welcome back to Amiga Online.
As promised, a couple more hints
and tips on using the Internet for
beginners this issue, along with
some Internet Amiga FTP site ad-
dresses. On with the show!

FTP to where?

Since I started including Inter-
net info in this column, my Inter-
net mailbox has been flooded with
requests for Internet FTP sites you
can visit to grab new Amiga files.
Here’s the info you're looking for.

Without doubt, the best site to
visit if you want to get the newest
and greatest Amiga files is a site in
USA called "wuarchive.
wustl.edu". However, while
wuarchive.wustl.edu accepts up to
250 anonymous callers at any one
time, it is often hard to get onto
because there usually ARE 250
anonymous callers on the site.
This is where Mirror Sites come in
handy.

What’s a mirror site?

A mirror site is another FTP
system (or site) which has mirrors
(copies) of some or all of the files
on the main site. Most mirrors are
updated quickly (usually two or
three times a day), so what you
would find on the main Aminet
site will usually be available at the
mirror sites as well.

Here's a list of the current
Aminet mirrors I’'m personally
aware of. Note that not all of them

SITE LISTINGS

| Location Name / Site Address IP Address Files

' USA (MO) ftp.wustl.edu 128.252.135.4 ALL
USA (CA) ftp.cdrom.com 192.216.222.5 9000
USA (TX) ftp.etsu.edu 192.43.199.20 5000
USA (WI) ftp.netnet.net 198.70.64.3 10000
Scandinavia ftp.luth.se 130.240.18.2 10000
Switzerland  ftp.eunet.ch 146.228.10.16 5500
Switzerland  ftp.math.ethz.ch 129.132.104.6 1000
Switzerland  litamiga.epfl.ch 128.178.151.32 300

| Germany kelly.uni-paderborn.de131.234.128.206 ALL
Germany ftp.uni-paderborn.de 131.234.2.42 ALL
Germany ftp.uni-erlangen.de  131.188.3.2 7000

- Germany ftp.uni-oldenburg.de 134.106.40.9 2500

| Germany ftp.uni-kl.de 131.246.9.95 1500
Germany ftp.uni-stuttgart.de 129.69.18.15 4500
Germany ftp.uni-siegen.de 141.99.128.1 1500

| Germany ftp.cs.tu-berlin.de 130.149.17.7 4000
Germany ftp.stud.fh-heilbronn.de 141.7.1.41 600
Germany ftp.tu-chemnitz.de 192.108.33.193 4000
Germany ftp.rz.uni-wuerzburg.de 132.187.1.2 700
UK ftp.doc.ic.ac.uk 155.198.1.40 ALL
UK micros.hensa.ac.uk 148.88.8.84 8500

| =

| GOPHER SITES TO VISIT

| USA (MO) ftp.wustl.edu 1/pub/aminet/info/goph

| USA(TX) ftp.etsu.edu 1/AmigaArchives/Aminet

‘ SWITZERLAND ftp.eunet.ch 1/pub/aminet/info/goph
GERMANY ftp.uni-paderborn.de 1/Service/FTP/Direct/fip-server/amine

!I UK ftp.doc.ic.ac.uk 1/pub/aminet/info/goph

mirror ALL of the files that the -

main wuarchive site generates, so
the listing below includes details
of how many files you could ex-
pect to find at the mirror you ftp
over to.

Gopher (more on this great lit-
tle utility in future issues) can also
be used to access a few Aminet
sites. For those that haven’t used
Gopher yet, just type "gopher
«<sitename»" or "gopher -p «start-

point> <sitename»"

from your In-

ternet provider’s shell. Providing
your provider’s site has Gopher set

up, you should be away!

So there you go. The above list

should give you a few sites to try.
Remember though that Aminet
members are not the only FTP
sites that provide Amiga files to
anonymous users. There are liter-
ally dozens of others around, with
new ones popping up all the time.
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An excellent way to source in-
fo on other Amiga sites is to read
and write in Internet Amiga news-
groups. Post questions and read
what others have to say about their
favorite FTP sites. Many of these
other sites carry files which never
end up on Aminet, so it pays to ex-
plore.

Email/Newsgroups

From the questions I've re-
ceived over the last couple of
months, it's become obvious that
there’s some confusion about the
difference between Internet News-
Groups and Email. Here’s a simple
explanation.

NewsGroups can be likened to
Fidonet echo conferences. When
you post in a newsgroup, it’s nor-
mally not to any particular person;
if it is, you should make your post
with the knowledge that anyone
and everyone that reads that news-
group will be able to read what
you wrote and reply to it if they so
desire.

NewsGroups also have specific
topics. There are hundreds of dif-
ferent topics - just about any topic
you can think of is covered by a
newsgroup on the Internet.

Email, on the other hand, is
person to person. It can be likened
to Fidonet private Netmail. When
you send email, normally only the
person you address your email
message to will read it.

Security

But don’t get lulled into a false
sense of security. Even though
Email is person to person direct,
your mail must pass through a
number of systems in order to
reach its destination. Because of
this, it can also be quite easily in-
tercepted and read by one of those
system administrators.

The chances of this happening
are pretty slim, but it IS perfectly
possible, so don’t make a habit of

sending highly confidential infor-
mation via Email. If you need to
send something VERY confiden-
tial, use some type of encryption
like PGP (Pretty Good Privacy),
which will jumble your message
so that it can’t be decoded and
read unless whoever wants to read
it has your own personal PGP key
to decode it with. More on PGP
and how to use it in future issues.

Sending Internet Email

To send Internet Email, you
first need to know the Internet ad-
dress of the person you want to
send mail to. You'll usually find
this information in the Sigs at the
bottom of NewsGroup messages
or in the FROM: field at the top of
the message. Once you know a
person’s Email address, the rest is
quite easy.

For example, my own Internet
email address is

aleniart@insane.apana.org.au

To send me email, you would
first enter the your access
provider's Email message editor;
the most common ones are PINE
and ELM. I'll use elm in this ex-
ample.

Step 1. Type elm from your In-
ternet UNIX shell and the elm
message editor should pop up.

Step 2. Now press M to mail a
message. You will be prompted for
a destination address. Here is
where you enter the internet Email
address of the person you're writ-
ing to. If writing to me, then enter
"aleniart@insane.apana.org.au”
and press return.

Step 3. You’'ll next be prompt-
ed for a Subject. This is where you
enter a short description of what
the message is about - for example
“Your fantastic Online Columns”.

Step 4. You’ll then be asked if -

you want copies of the message
sent to anyone else. Answer no if
you don’t or put in another email
address if you do and press return.

Step 5. You should then be pre-
sented with the editing screen.
This is where you write your mes-
sage. Once done, hold down your
CTRL key and press X.

Step 6. Elm will then give you
the option of (s)ending the mes-
sage, (r)e-editing the message or
(forgetting it.

Step 7. Once you’ve pressed S
to save and send, elm will save
your message and send it off to its
destination. If all is well on the net
at the time, then regardless of
where you are posting from or
where the recipient of your mes-
sage resides, it should appear in
his mail box a few minutes later.

Not all that hard, is it? If you
find you are having problems, try
accessing the built in help func-
tions by typing "?" at elm’s main
menu screen for general explana-
tions. If all else fails, page your
system administrator and ask for
help.

That’s about all 1 have space
for this month. Next issue, we’ll
take a look at how to FTP files us-
ing FtpMail, to cut out the waiting
time while your files trickle down
the line to your service provider’s
machine. Look forward to that and
more.

Q

' Send Feedback Direct to..

Victoria 3029

lowing methods.

Andy’s Attic BBS: (03) 749-4897
3:633/106 @Fidonet 41:300/106

or via email at ale-

Internet.

Online Amiga C/- Andrew Leniart
P.O. Box 1060 Hoppers Crossing

or contact me _wa'any one of the fol-

@Amnganet 10:100/16 @Kramnet

niart@insane.apana.org.au on the
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Making the most of AMOS
3D-part3

D Welcome back. This month’s
column deals with adding object
collision, enabling the radar, creat-
ing a landscape and introducing
waves, Let’s get straight into it.
Figure 1.0 (p43) is a screen grab
from this month’s routines in ac-
tion. All this could be yours! First,
you need to let the enemy tank
roam freely.

As we left it, the tank could on-
ly move left and right of the player
and a bit into the distance. To add
challenge we want to move the
tank freely around the player. We
also need to account for range. If
the tank moves too far away, and it
will in the early waves due to its
lack of aggression, we need to
stop it. Look at figure 2.0 for a
schematic of restricting the enemy.

The circular area represents
how far the tank can move. We
should range test 100000 VLU’s
from the player’s position so the
enemy is never more than 100000
VLU’s in any direction. To do this,
allow the tank full freedom, and
give any tank access to the future
class rules we must modify the ex-
isting MOVE_ TANK procedure.

Remove these lines - they are
the old range restrictions
If 0X>-30000 and OX<30000

If 0Z>1000 and 0Z<50000

Td Forward 1,100
Pop Proc

End If

End If

Modify the code to look like
this... (Note - if a line’s been
wrapped to the next one, there’s a
=0 [0 indicate it.):

Procedure MOVE TANK

Add MEM1,1,1 To TANKS+l

If _ KILL_ TANK(MEM1)>0
spor MEM1> TANKS Then FPop
=0 Proc

OX (MEM1)=Td Position
o0 X (MEM1)

0Z (MEM1)=Td Position
o0 7 (MEM1 )

CE (MEM1)=Td Attitude
«0B (MEM1)
End Proc

Go to the top of the program
and change...

Global KILL TANK

to
Global KILL TANK()

and include in the DIM statements
Dim KILL TANK(30)

Make sure all your DIM state-
ments are above the GLOBAL
statements, for legibility.

The first line cycles the
variable MEM1 through the num-
ber of tanks created. This is a
speed strategy. The theory is that if
you only process one tank per cy-
cle the cycle takes less time to
complete. You won’t notice the
difference, because each tank re-
sponds 3/10ths of a second after
the last. The next line aborts the
procedure if the tank is dying or if
the MEM1 variable exceeds the
tank limit. This is intentional, and
it's a cueing system. After the
tanks are processed the terrain is
updated, ad infinitum.

The next lines store the tank
position and attitude into variables
0X(), OZ() and OB(). The
variables are now part of an array,
because all the tanks are the same
at a register level.

Again we're chopping and
changing, but it’s the nature of the
learning process; as you come
across new techniques you should

House made of
objects 1 and 2
stuck together.

16ER

50 G

9.

1

Figure 1.0 Examples of obstacles, enemy gun, pickups and power-ups.

Objects are numbered in order of d

culty to create.

This picture should have run with last month’s AMOS col-
umn. It didn’t. Sorry about that, confused modellers!
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Procedure RADAR

If Ag=Ngh or TERRATN CHK=10
Cls 0,138,201 To 190,256 :
Draw 158,226 To 150,220 : Draw 162,226 Tc 170,220
Gr Writing 0 : Text l3D,252,”X”+StrS(_ ZOOM/500)
Screen Copy Logic(0),130,201,190,256 To Physic(0),130,201

End If

For P=1 To _ TANKS
If OBJ CLASS(P)=1
XP1=ER RX (P) +160 : XP2=ER REY (P)+228
Clip 130,201 To 190,256
Plot XP1l,XP2,0 : BEAR=((Td Bearing B(0,P)-BM)/182)
RAD=Td Bearing R : AL=(RAD/_ ZOOM) : BL=(RAD/_ ZOOM)

Listing 1

Ink: I =z Circle 160,228, 17

IL=BEAR : CL=((IL/8)+1)%*25 : XRL=-{AL*Sin(CL})
YI=- (BL*Cos{CL)) : ER RX(P)=XRL : ER RY(P)=YL
XP1=ER RX(P)+160 : XP2=ER RY(P)+228 : Plot XPl,XP2,1
End If
Next P

* plot player
Plot 160,228,1
Screen Copy Logic{0),130,201,190,256 To Physic(0),130,201
clip 0,0 To 320,256
End Proc
Go into the procedure MOVE_ PLAYER and type in at the top...
AS=Inkeys
If A$= g
Add _ Z0O0OM,500,500 to 5000
End If

abandon the old code in favour of
a better program. Enough pep talk.

Now save the program. If you
run it now the tank will just spin,
because it has no move instruc-
tions. Before fixing this, let’s get
the radar working so we can track
the tank when it moves.

Type in the following variable
declarations at the top of the pro-
gram...

Now go to the bottom of your
code and type in the following...
(See Listing 1)

Turbo 1.75 owners should note
that Plot and Circle can be re-
placed with their Turbo equivalen-
ts for more speed.

The first lines check to see if
the player has pressed the zoom
key or if the terrain is about to be
updated. If so, the radar is re-
Dim ER RX(30) +ER RY (30) freshed. The Screen Copy com-
Global ER_ RX(),ER_ RY(),_  mand copies the radar from the
®0ZOOM,  DO_ RADAR,AS hidden screen to the visible one,
because the Td Cls command in
the MAIN loop only erases to line
200, for speed. The scoring box
needs to be updated only occasion-

In the MAIN loop after the pro-
cedure call GROUND, type in...

Add_ DO_ RADAR,1,0 To 4
If DO RADAR=0 or{As="z")
ofor MEM1> TANKS

RADAR
End If

ally, and changes to it needn’t be
erased every cycle.

The next lines create a loop to
check all tanks, and double check
that they’'re tanks by looking at

1
L ]
IF (X+1) AND (34
QUTPUT ('8
LETT=T41
END IF

| S |
PROGRAMMING

their class definition in OBJ_
CLASS(). The next few lines erase
the old tank pixel and update the
bearing from the player to the cur-
rent tank. The next few lines calcu-
late how to show the tank with a
circle plotting algorithm, and then
the player’s osition is plotted and
the radar copied to both screens.

The lines of code added to the
MOVE_ PLAYER procedure al-
low the player to cycle through
several zoom levels. A$ is global
50 it can be read by any procedure.

Save and run. Pressing Z
changes zoom and the X scale.
Spin your tank around and the ene-
my tank will rotate into the radar
spokes, and into view.

What you need to do now is
create some tactics for the tank to
adopt to add challenge to the
game. Take a look at Figure 3.0 for
a plan of tactics - I'll only cover
the first two tactics this month.

Tactic one is done by compar-
ing the tank’s facing direction to
the bearing from that tank to the
player. If the two aren’t the same,
the tank should rotate to eventually
face the player. At this point the
second tactic, firing at the player,
will be possible.

What I am describing are class
definitions. If you look at the class
rules, only some classes can fire or
face the player (tanks and gun
mounts). We need to account for
different rules for all objects in the
domain. After the firing routine in
the MAIN loop, type in the proce-
dure call CLASS_ CHECK. Now
type in the following procedure:

(See Listing 2)

Note: from this point on, if you
try to run the program or test it you
will get many errors, because there
are missing procedures.

This last procedure works by
checking all objects for their class
and activating certain rules appli-

_cable to the class. This includes

manipulation or ABLE in orienta-
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Procedure CLASS CHECK
For P=1 To _ TANKS
OBB=0BJ__ CLASS (B}
If OBB=1
If KILL TANK(P)=0
If CLASS(OBB,1)=1
MOVE [F]
End I
If CLASS(OBB,2)=1
ABLE [P]
End If
If CLASS(CBR,3)=1
__ FIRE[P]
End If
If CLASS(OBB,4}=1
KOLLISIONS [P]
End If
If CLASS (OBB,8)=1
ROUND [P]
End If
BElse
If CLASS(OBB,4)=1
KOLLISIONS [P]
End If
End If
End If
Next P
For P=10 To 14
OBE=0BJ_ CLASS (P)
If OBB<¢:>1
If  KILL_TANK(P)=0
If CLASS(OBB,1l)=1
MOVE [P]
End If
If CLASS(OCBB,2)<>0
ABLE [F]
End If
If CLASS (OBE,3)=1
TF S PIRL - OKE
_ FIRE_OK(P
End If
_ FIRE[P]
End If.
If CLASS (OBB,4)=1
KOLLISIONS [P]
End If
If CLASS(OBB,8)=1
ROUND [P]
End If
Else
If CLASS(OBB,4)=1
KOLLISIONS [F]
End If
End If
End If
Next P
End Proc

Listing 2

)=0
)=-1

Procedurse _ FIRE[OBJ1]

If FIRE OK(OBJ1)=-1 and Rnd(10) <=CLASS (OBJ_

= CLASS (OBJL) ,7)
For ¢=1 To 3
If BULL(Q)=0

BULL({Q)=1 : SHOT(Q)=0BJ1

Listing 3

: _ FIRE OK(OBJ1)=l

Td Cbject  TANKS+Q, "bullet", OX (OBJ1) ,0,0Z (OBJL) ,

o0, 0B (OBJL) , 0
Td Face TANKS+(Q,0

OXM=Td Position X( TANKS+Q)-0X{0OBJ1}

OZM=Td Position Z(_ TANKS+Q) -0Z{CBJ1)

Td Forward _ TANKS+Q, -800

: Td Forward  TANKS+(), 800

Td Move X __TQNKS+Q," (1, "+StrS(O¥M)+", 10)"
Td Move Z _ TANKS+Q," (1,"+8trs (0ZM) +", 10} "

Shoot : Goto EX SHOOT
End If
Next Q
EX SHOOT:
End If
For 0=1 To 3
If BULL({Q):0
Inc BULL(Q)
For R=10 To 14
If SHOT(Q) <>R

RANGE=999999 : TD RANGE[ TANKS+Q,R,1]
If RANGE<CLASS(OBJ CLASS(R},5)
BULL(Q)=0 : FIRE OK(SHOT(Q))=0

Bell : Add OBJ_ DAM(R},-EN GUN DAM

If OBJ_ DAM(R) <=0
_ KILL _ TANK(R)=1
End If
Td Kill _ TANKS+Q
Goto EX_ OBJ
End If
End If
Next R
EX OBJ:
If BULL(Q)>15
_ FIRE_OK(SHOT(Q))=0
BULL (Q) =0
Td Kill _ TANKS+Q
End If
If BULL(Q)>0
RANGE=999393
_ TD RANGE[_ TANKS+Q,0,3]
If RANGE<800 and INVULN<=0
Boom : Add DAM, -EN GUN_ DAM
_ FIRE OK(SHOT(Q))=0
BULL (Q) =0
Td Kill  TANKS+Q
End If
End If
End If
Next Q
End Proc
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Computa Magic P/L

44 Pascoe Vale Road
Moonee Ponds
Victoria 3039
Phone (03) 326-0133
Fax (03) 370-8352

The Sale Continues

Roctec Super slimline floppy drives in Ivory or Black $ 139.00
Roctec Fiac%en Plus composite genlock $ 299.00
Vidi 12 still the cheapest video digitiser at only $ 149.00

Vidi 12+ stereo Audio digitiser in one package $ 199.00
Amiga mouses great value starting from only $ 21.00
Fujitsu hard drives SCSI 2 we use them CALL FOR PRICE
Grey scale hand scanners with OCR Jr $ 299.00
Amplified Speakers mains powered 80 watt $ 149.00
(No battery packs or p/sply units reqd) 30 watt $ 99.00

Flatbed colour scanners - comes with all 1200 Dpi $1649.00
The software you need, no extras required 2400 Dpi $2049.00
Hand held colour scanner with Imagemaster $ 799.00
Electronic Design All in stock lines 10% off Marked Price
SOFTWARE

Out it goes at 10% off our lowest marked price®
Productivity, Games, CD32, CD-ROM.
Programs start from a low $9.00 each.

* Cash specials excepted
WE KEEP A WIDE RANGE OF PRODUCTS FOR
ALL MODEL AMIGAS, AND CAN ORDER IN MOST
PRODUCTS NOT IN STOCK.

WE HAVE FULLY QUALIFIED TECHNICIANS ON
STAFF AND DO AMIGA REPAIRS, INCLUDING
A1200/A600 SURFACE MOUNT.

NO PRESSURE, JUST FRIENDLY SERVICE AND
ADVICE, WHY NOT GIVE US A TRY.
BANKCARD, VISA, MASTERCARD,
DINERS & AMEX AVAILABLE SOON

Warp Engine

for A4000 & A3000

Standard Features include:
Fastest 68040 available

40Mhz standard, 28Mhz or 33Mhz optional

up to 128MB of RAM
(64MB for A3000)
Standard T2pin SIMMs

Mix & match 4, 8, 16, 32 MB SIMMs

Fast SCSI-2 controller
uses NO Zorro 111 slots

Distributed by Software Buyers Service

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

Amiga Monifors |
10848 (used) $220 |
Phillips CM8833 $499 |

54 MicroVitec $799
4 Nec 3V Multisync $985

Used Amigas
A500 1Mb $220
AB00HD/40  $450 i
A200GHD/52  $570 E:
A1200HD/40 $820

Fully ckecked with
3 months warranty

Mouses & JoyStick
QuickShot Apache $29.00
QuickShot Python $39.00
Green Mouse $27.95
GI700 Cordless $44.95

Software
Wordworth 2 $59
Wordworth 3 $149
Money Matters $99
Home Accounting 2 $59
Easyledgers 2 $399
Personal Paint 4 $79
Personal Paint 6.1 $99
Personal Font Maker $99

for the A1200's |
128 Mb 2.5" IDE $399
340 Mb 2.5" IDE $459
455 Mb 2.5" IDE $Cal
.5 for the A%4000's
14 260 Mb 3.5" IDE $Cal
] 428 Mb 3.5" IDE $Cal

with 2 Years warranty

Quanfum HardDrives
270 Mb 3.5" SCSI| 2 $329 b
365 Mb 3.5" SCSI 2 $390 & |
540 Mb 3.5" SCSI 2 8490
730 Mb 3.5" SCSI 2 $590

with 2 Years warranty

FreHard Dive N
RocTec GenLok

Installation !

Buy a new hard drive | RocGen Plus RG310C
from us and we will Rock Steady Display !

install it for FREE ! $299

HP DeskJet 560C Inkiet $104 b
 OKI DATA 4ppm Laser OL400E $119 Me
HP LaserJet 4L 1Mb

Repairs
We provide a full inhouse

repair and upgrade service.
= With most repairs
$66 completed in 24 hrs

mory Expansmns
$1399 i1 AB01 1Mb with clock $119

| 2Mb PCMClAcard  $265

3 4Mb PCMClAcard  $399
1Mb Dip ram chips for A590/A2091 $100
DKB1202 ram card with clock $189
DKB1202C with 68882 copro $225
DKB1202C with 68882, 4Mb ram $515
DKB1240 CPU 030EC 40Mhz  $625

DKB1240C with 68882 copro §725
DKB1240C with 68882, 4Mb ram $915

SONY CD-ROM Drives

14.4K data only $379

1 14.4K data/fax $399

28.8K data/fax ~ $599
GPfax $35

CDUSGSE Double spin IDE int $299
CDUS55S double spin SCSlint $399
{ Zappo CD-Rom drive for A1200 $599
41 CDU7811 double spin SCSI Ext $979

Sulte 11, 9 Abel Street, Penrith 2750

Open 9am-6pm Mon-Sat

Phone: (047) 222-893
Fax: (047) 215-277

SR

For oni support, modem

Blue Crystal BBS (045) 720 373

FPlanet X BBS (02) B32 2776
R R S L g T R A
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IF QX+ 1) AND (J+

QUTPUT ("B

LETT=Te1 |
ENDIF

ey

PROGRAMMING

tion terms, MOVE, TARGET
which means you can fire on the
object, FIRE which means the ob-
ject can fire back, KOLLISION,
and the MASS, INTelligence, DA-
Mage and ROUND class rules.

Save the program. Now this
class-check procedure is in place
we must include all the procedures
it calls. Let’s start with the fire pro-
cedure.

There are two classes of objects
that can fire; the TANK and the
GUN TURRET. The GUN TUR-
RET is able to fire all around in-
stantly, but the tank is different. It
is feasible to make a hybrid class,
say a jeep, that moves like a tank
but can fire all around instantly;
next month!

The wvariable _ FIRE_
OK(MEM1) decides whether the
tank can fire. When the tank is fac-
ing the player this is changed to -1.
This expression will be found in
the MOVE[x] procedure, to be
written later.

Type in the following proce-
dure: (See Listing 3)

The first line checks the
variable _ FIRE_ OK(MEM]I) is
set to -1 (ie. the tank is facing the
player) and that the tank is aggres-
sive enough to fire, based on the
object’s class definition. There are
three bullets allocated for the ene-
my to use, as the next line sets up a
loop to check all 3. Next we check
to see if a bullet is free
(BULL(q)=0), and if so toggle the
BULL(q) variable to 1. SHOT(q)
records which object is-firing the
bullet and this is to tell the tank
that fired that it can fire again
when the bullet has expired. _
FIRE_ OK(objl) is toggled to 1, so
that the tank can’t shoot anymore.

Next the bullet object is created
at the tank’s position and bearing.
The following lines of code create
a move instruction for the bullet so
that from this point it will move

Procedure MOVE [OBJ1]
If _ DO_ RADAR=4
If Rnd(10)<=CLASS (OBJ1,7)
If SPD(OBJ1) <=0BJ_ SPD(QBJL)
Add SPD(OBJL),30
End If
SR MOVE [OBJ1]
Else
If SPD(OBJ1) >0
2dd SPD(CBJL),-10
End If
If SPD(OBJ1) <0
SED({OBJ1) =0

End If
SET MOVE[OBJ1]
End If

If Rnd (10} <=CLASS(OBJ1,7)
BEAR=Td Bearing B(OBRJ1,0) /182
If BEAR<O

BEAR=360+BEAR
End If
_ ATT=0B(OBJ1) /182
If  ATT>BEAR
TEST=AbS{__ATT~BEAR)
Else
TEST=Abs (BEAR-_ _ATT)
End If
If TEST>O0BJ_ TRN(OBJ1)
_ FIRE_ OK(OBJLl)=0
If ATT=>180 and BEAR=>180
If _ ATT-BEAR
TURN=-0BJ TRN (OBJ1)
Else
TURN=0BJ_ TRN(OBJ1)
End If
End If
It _ ATT=>180 and BEAR»>180
If _ ATT-180>BEAR
TURN=0BJ TRN(OBJ1)
Else =
TURN=-OBJ_ TRN (OBJ1)
End If
End If
If _ ATT<180 and BEAR<1B0
If _ ATT>BEAR
TURN=-0BJ _ TRN (OBJ1)
Else
TURN=0BJ_ TRN(OBJ1)
End If
End If
If _ ATT<180 and BEAR=:180
If BEAR-180>_ ATT
TURN=-OBJ TRN{OBJL1)
Else 1
TURN=0BJ TREN(OBJ1)
End If i
End IEf
If ATT:BEAR

: _ FIRE_OK(OBJL)=0

TRN_ SPD_ DELAY=Abs(_ ATT-BEAR)/(1+0BJ_

Else

TRN_ SPD  DELAY=Abs (BEAR-_ ATT)/(1+0BJ_

End If
Td Angle B OBJ1,"(1,"+Strs
=0SPD DELAY) +") "
Else
B 500 FIRE OK(OBJL) <>1
_ FIRE_ OK(OBJ1)=-1
End If
Td Angle B OBJL1,"(0,0,0)"
End If
End If
End If
End Proc

Listing 4

TRN (OBJ1) )

TRN (OBJ1) )

(TURN*182) +", " +Str$ (TRN_
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under interrupt (a speed strategy).
It works by moving the bullet for-
ward and comparing its new posi-
tion to its original position, thereby
coming up with a move size
(OXM and OZM) which is trans-
ferred into the TD MOVE X and Z
strings.

Next a sound effect is ini-
tialised, and the bullet loop is
aborted. This avoids generating
more than one bullet per cycle -
yes, another speed strategy.

The next loop is a maintenance
loop that checks all existing bul-
lets. Firstly the BULL(q) variable
is INC’d. Next the terrain objects
are checked, to see if the bullet hits
them, and if so, the bullet is termi-
nated and the terrain object
suitably damaged. It is this small
routine that enables the player to
hide behind objects. Within this
routine the range of the bullet is
checked with the terrain object’s
size, defined by CLASS(OBI_
CLASS(r),5)). The bullet variable
is toggled to off (BULL(q)=0) and
the tank that fired the bullet is al-
lowed to fire again if possible (_
FIRE_ OK(SHOT(g)=0). A
BELL is sounded, so that the play-
er knows a tank is nearby, and hit-
ting obstacles, and the obstacle is
damaged, (Add OBJ_ DAMI(r),-
EN_ GUN_ DAM). If the obsta-
cle’s damage is reduced to zero it
is time to blow it up, and its _
KILL_ TANK(r) variable is tog-
gledto 1.

Later, the program will detect
this in the KOLLISION procedure
and blow the object up. properly.
Then the bullet object is terminat-
ed. You will notice that from here
it jumps to EX_ OBJ. Although it’s
really bad practice to use GOTOs
in programming, because it makes
bugs hard to find, it does stop the
program from wasting time on the
next few routines that do range
testing and expiry.

If the bullet hasn’t hit anything

so far, it checks the range to the
player. You will notice the IN-
VULN variable. This is for later
when we introduce power-ups. If
the bullet is in range with the play-
er, the player is damaged, the bul-
let terminated, and the tank that
fired is allowed to fire once more.
The next routine checks to see if
the bullet has expired - flown too
far to be any use. If so the bullet is
killed, and the tank is allowed to
fire again.

Save the program, but you still
won’t be able to run it; be patient.
The next procedure is the MOVE-
class. The tank is the only object
that can access it, until next month
anyway.

Type in the following proce-
dure...(See Listing 4)

The first thing this procedure
does is check the _ DO_ RADAR
variable. This means every four
cycles it changes the movement of
a tank. It’s just a cueing system

that stops the tank from constantly

R ——
[F (6+1) AND (1
OUTPUT ("B
LETT=T#1
END [F

flipping left and right and gives the
impression that the tank is dedicat-
ed to a particular move, much like
a human would be. The next rou-
tine tests the tank’s aggression
(CLASS(OBJ1,7)) to  decide
whether to speed up some more,
assuming the tank hasn’t reached
full speed. It ADD’s more speed
and calls the SET_ MOVE proce-
dure, to reflect the change. If, how-
ever the tank is not aggressive
enough, then the next routine auto-
matically slows the tank down, and
reflects the change with the call to
the SET_ MOVE procedure.

The following routine firstly
checks the tank’s aggression to
proceed with the move tactic, and
then tests the bearing to the player.
The next four or five lines convert
the Td Bearing values to the Atti-
tude function, making them con-
versant. Basically, Td Bearing/182
returns a value of -180 to 180 and
Td Attitude/182 returns a value of
0 to 359. Once the values are con-
versant, the next routines decide
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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

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 Practice 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 [

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

LEUEL _&: THE IHTROODLICT I

.

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 casy to start but
hard to stop.

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

Dealer enquiries welcome

End Proc

Procedure KOLLISTONS [OBJL]
MEM2=0BJ1
If BULLET>0 and  KILL TANK(MEM2)=0
RANGE=955959
_ TD_ RANGE [20,MEM2,1]
If RANGE<500+CLASS(OBJ_ CLASS (MEM2) ,5)
Boom : Add OBJ DAM(MEM2), -GUN_ DAM
If OBJ DAM(MEMZ2) <=0
_ KILL TANK(MEM2)=1

Listing 5

End If
BULLET=0
Td Kill 20 : Fop Praoc
End If
End If
If  KILL TANK(MEM2)=1
Boom

Td Move Z MEMZ,"(0,0,0)"
Td Move X MEM2,'" (0,0,0)"
Td Move ¥ MEM2,"(1,100,5})(1,50,5) (1,-20,3} (1,-50,3)(1,-150,5)"
Td Angle A MEM2, " (1,1000,25)"
Td Angle B MEM2, " (1,500,25)"
Inc  KILL TANK(MEM2) : Goto EX KILL
End If
If KILL TANK(MEM2)>1
Inc  KILL TANK (MEM2)
If KILL TANK(MEMZ):25
Boom : Td Kill MEM2
Add SCORE,CLASS(OBJ_ CLASS (MEM2),5)
If OBJ CLASS(MEM2)=1
Dec YIELD
If YIELD=<1
GAME=2
End If
End If
_ KILL TANK (MEM2)=0
If OBJ CLASS(MEM2)=1
Td Object MEM2, "tank",XM+3000-Rnd- (6000),0,2M+3000+Rnd (6000} ,0,0,0
Else
OBJ_ CLASS (MEM2}=0
GENERATE TERRAIN [MEM2]
End IE£
If OBJ CLASS(MEM2)<>0
Td Move ¥ MEM2,"(0,0,0)"
Td Angle A MEM2,"(0,0,0)"
Td Angle B MEMZ,"({0,0,0}"
OBJ_ DAM(MEM2)=CLASS (OBJ _ CLASS (MEM2) ,6)
End If
End If |
End If
EX KILL:
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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.

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
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

Professional ~ game
development  made
easy with the Game-
Smith Development
System. GDS gives
you the low level
power to create the
masterpiece of your
dreams in a single, comprehensive,
| easy to use development system.
From shoot'em ups to graphic
adventures, from intergalactic
conquest to strategic simulation, the
GameSmith Development System is
the perfect solution. Fully supports
and is compatible with all Amigas
including the AGA chipset.

RRP $199.00

)

oxPre8s
@\.ﬁ

Helm is
multimedia
package.

| etc.),
(supports

| scrolling and

include buttons,
| (bar, column, line, pie,

imagefields =gm
animations, fa==

Helm

a complete
authoring
Features

charts

more),

| shapes (boxes, ellipses,
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,

| printing, fades and dissolves.

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 $150 00 |

a brilliant
concept in  high-
performance, yet af-
fordable sound sam-
pling for your Amiga
A600  or  AI1200
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 is

Audible Beality

5 1. 1L BT

auydsdn
DS TRLBUTION

-P.0. Box 188. Southland. Victoria 3192

Tel. (03) 583 BBO6 Fax.(03) 585 1074

HiSoft DevPac 3 is

the latest version of

the popular assem-

bler/debugger pack-

age for all Amiga

computers.  Packed

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

=== Named after the fa-
- mous storage-hungry
“ FEEE animal, the Squirrel™
: %:| SCSI 2 interface
4 simply plugs into your 8
s PCMCIA  slot  and |
allows you to connect up to 7 SCSI |
devices to your A1200 or A600. The |
Squirrel comes complete with a host
of useful SCSI programs and easy to |
use SCSI drive mounting software. |
Fully tested with a wide range of |
SCSI and SCSI 2 peripherals, the
Squirrel supports data transfer speed
of 1.2MB/s on a standard A1200 and
reaches an incredible 3MB/s with a
68030 accelerated A1200. ‘

RRP $175.00 |

Available from all good Amiga stores Australia wide




Procedure ROUND [OBJL] Lisn‘ng 6
Td Angle 0BJ1,0,BM,0

End Proc

Procedure SET _MOVE [OBJ1]
OX (OBJ1)=Td Position X(OBJ1) 0Z (OBJ1)=Td

e¢Pogition Z(OBJ1)

Td Forward OBJLl,SFD(OBJ1)
X (OBJ1) -OX (OBJL)

DIFFZ=Td Position Z(0OBJl) -OZ (OBJ1l) : Td

seMove OBJ1,OX(OBJ1),0,0Z (OBJL)

Td Move X CBJL, " (l,"+Str$(DIFEX)+",1}L"

Td Move Z CBJ1,"(l,"+Str${(DIFFZ)+",1)L"
End Proc

: DIFFX=Td Position

Procedure ABLE [MEM3]
If OBJ CLASS (MEM3) <>1
RANGE=999999
__ TD_ RANGE [0,MEM3, 0]
I1f RANGE<CLASS (0BJ CLASS (MEM3},5)
Lt CLASS{OBJ¥ CLASS (MEM3) ,9)=1
Td Angle MEM3,0,BM,0 : Td Forward
o3MEMZ , SFEED* 3
OX (MEM3)=Td Position X (MEM3)
»60Z (MEM3 ) =Td Positicon Z(MEM3)
OB(MEM3)=BM : Add SPEED, - (CLASS (0BJ
o CLASS (MEM3) ,5) /500) *10

Listing 7

Else
If CLASS(0OBJ CLASS (MEM3),2)=-1
SPEED=10
Elze
SPEED=0 Td Forward 0, - (CLASS(OBJ_|
o0CLASS (MEM3) ,5) /500) *10
End If
End If
End If

End If
If OBJ CLASS(MEM3)=1
For MEM4=10 To 14
RANGE=959999 : _ TD_ RANGE [MEM3,MEM4, 1]
AEIE RANGE<CLASS(OBJ  CLASS (MEM4),5)
Tf CLASS(OBJ_ CLASS (MEM4) ,9)=1
Td Angle MEMA4,0,0B(MEM4),0 : Td
epForward MEM4 , SPD (MEM3) *2
OX (MEM4)=Td Position X (MEM4)
o007 (MEM4)=Td Position Z(MEM4)
OB (MEM4 ) =0OB (MEM3 )
Add SPD(MEM3}, - (CLASS (OBJ_
«0CLASS (MEM4) ,5) / CLASS{OBJ_ CLASS (MEM3) ,5) ) *10
Else
Td Forward MEM3, -SPD(MEM3)
e SPD (MEM3 ) =0
End If
Bell
End Tf
If SPD(MEM4) <0
SPD (MEM4 ) =0
End If
L SPD(MEM4}>OBJ_ SPD (MEM4 )
SPD (MEM4 ) =0BJ SPD{MEMA4)
End If o
Next MEM4
End If
End Proc

Procedure SCORE st
If OLD  SCORE=-1 Ltstmg 8
Td Cls : TXTS="WAVE"+Str$ (WVE)
Ink 2 Text 128,138, TXTS Ink 9 Text
120,130, TXTS
Inlk 2 Text 122;132,TXTS Tk B=; Text
121,131, TXTS
TXTS="TARGETS"+Strs$ (YIELD) Ink 2 Text
128,168, TXTS
Ink 9 Text 120,160, TXTS Itk 2 Text
122,162, THTS
Ink 8 Text: 121;15]), TXTS Screen Copy
=0Logic(0) To Physic(0)
Wait 30
XXz
AS=InkeyS$ : If Jov(l)=0 and(A%="") : Goto XX
o: End If
Clear Key
End If
If DAM<0 : DAM=0 : End If
Ink 0 CC=PLY*190 : Bar 10+CC,205 To 31+CC,211
Ink 3 Bar 10+CC, 205 Mokl shaM, 211
Ink 0 Bar 10+CC,212 To 51+0C,217
Trle 20 Bar 10+€¢,212 To ll+CC+{GUN_DAM/2),21?

Gr Writing 1 Ink 1 Text
10+CC,225,"SCORE: " +8tr$(99999999)

Ink 2 : Text 10+CC, 225,"SCORE:"+Str$(SCORE)
Gr Writing 0

Screen Copy Logic(0),
Physic(0},10+CC, 205
OLD DAM=DAM : OLD_ SCORE=SCORE

10+CC,205,120+CC,240 To

If DAM<1 : Td Cls TXTS="GAME OVER" Ink 2
Text 128,138, TXTS
Ink 9 Text 120,130, TXTS ink 2 : Text
w0 122,132, TXTS
Ink 8 : Text 121,131, TXTS : GAME=1
Screen Copy Logic (0) To Physic (0)
Play 1,5 Billans 1,5 Flay I,5 Play 10,5
Wait 50
XX1:
AS=Inkeys If Joy(l)=0 and(AsS="") : Goto XXl
o: End If
Clear Key
End If
If GAME=2
Td Cls : TXTS="WAVE COMPLETE" Ink 2 Text
=128, 138, TXTS
Ink 9 Text 120,130, TXTS Ink 2 Text
122,132, TXTS
Ink 8 Text 121,131, TXTS Screen Copy
s¢Logic(0) To Physic(0)
Play 30,2 Play 30,2 Play 35,10 : Wait 50
XX2:
AS=Inkevs If Jov(1)=0 and (As="") Goto XX2
o: End If
Clear Key
End If
End Proc
Procedure  END ROUTINE
If GAME::0

Far Pl g 120
If OBJ CLASS(P)<>0

Td Kill P
OBJ_ CLASS(P)=0
End If
Next P

For P=1 To 3
If BULL(P)<>0
BULL(P)=0
Td Kill P+ TANKS
End If
Next P
End If
End Proc
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which way is the shortest angle to
face the player and the speed in
which to turn. From there the
tank’s attitude is changed with the
Td Angle B string, which will ro-
tate the tank on interrupt; yep, an-
other speed strategy. The Else rou-
tine signifies that the tank is basi-
cally facing the player and toggles
the _ FIRE_ OK(obj1) variable so
the tank can fire.

Save the program. By the way,
you have been making backups,
haven'’t you?

The next procedure already ex-
ists. Delete the procedure call in
the MAIN loop to KOLLISIONS
and modify the KOLLISIONS pro-
cedure code to look like the fol-
lowing segment. The main change
is to the variables themselves, con-
verting them to arrays, and the use
of MEM2 to check all the objects
in the game domain using the same
routine. Note especially the line
Procedure KOLLISIONS[OBIJ1].
The inclusion of the square brack-
ets is very important.

(See Listing 5)

Savetheprogram and NO, you
can’t run it just yet. The next two
procedures are very short, but nec-
essary nonetheless. The ROUND
procedure rotates the object to al-
ways face the player - useful for
trees and circles, as well the gun
turret. The SET_MOVE procedure
sets up a movement string to move
any object under interrupt, such as
the tank. The jeeps, humans and
smart missiles will use this proce-
dure in the future.

(See Listing 6)

I’ll have to be brief about the
next few procedures because I'm
running out of space. The ABLE
procedure detects collisions be-
tween objects and moves them
around based on mass. So it is pos-
sible to move the cubes and pyra-

mids around with your tank by
nudging them. This is a useful
technique to charge a tank while
under cover. Objects of greater
mass such as the lake, trees, moun-
tains and houses will stop you
dead, though you can shimmy your
way inside them for better protec-
tion. The tanks can manipulate ob-
jects in the same way. Type away!

(See Listing 7)

The next procedure is the front
and back end for the waves and the
score update procedure. Score, bul-
let power and health will only be
updated if they’'ve changed - a
speed strategy. There is also provi-
sion to signify the beginning of the
wave, game over and the end of
the wave. The END_ ROUTINE
procedure kills everything and re-
sets variables for the next wave.

(See Listing 8)

Save the program. Almost
there. Some house keeping to do.
Open INITIALISE procedure and
look for...

Td Object

=P, "tank",0,0,50000,0,0,0
and change it to...

Td Object

=0P, "tank", XM+ (3000-

=0Rnd (6000)),0,ZM+ (3000-

=0Rnd (6000)),0,0,0

After the Shared OBIS at the
top of the INITIALISE procedure

type in...

Screen Open
1,960,300,4,Lowres

cls o Screen Hide 1
0 ;:Screen 1

Ink 2 Draw 0,100 To
0960, 100

Plot 0,100 Draw To
010,90

For P=2 To 20
Draw To P*48, (98-
*oRnd (30) )
Next P

Ink 3 Paint 0,102

IF {X+1) AND (J+
oUTPUT ('8
LETT =T+l
ENDIF

3 =y
w—L

PROGRAMMING

|Randomize Timer
WVE=-1
RE_ START:
INITIALISE
MATN:
GAME=0
OLD_ SCORE=-1
SCORE
Comp Test Off : rem speed increase
for 3D when compiled
Repeat
Td ¢1s
Comp Test On :
-okeyboa_rd etc.
MOVE PLAYER
Comp Test Off

Listing 9

rem check

rem speed

spincrease when compiled
If DO RADAR<>0

| MOVE  TANK

End If

CLASS CHECK

FIRING_ ROUTINE

If DO _ RADAR<:0
TERRAIN MANAGER

End If

Td Redraw

BKGROUND : rem this is new
spprocedure to hand the mountains

GROUND

If OLD_ DAM<>DAM or OLD_
»0SCORE < » SCORE
SCORE
End If
Add DO RADAR,1,0 To 4
If _ DO RADAR=0 or(A§="z") or
opMEM1> TANKS
RADAR
End If
Screen Swap
Wait Vbl
Until GAME<>0
Comp Test On
__ END ROUTINE
If GAME=1
WVE=0
SCORE=0
Goto RE_ START
End If
If GAME=2
Goto RE START
End If
End
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the above.
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Player.

& | of range.

4 Enemy Tank.

Tank is frozen when out

L

B

Laif

Obstacle. Maximum distance
from player = 100,000 VLU's
Figure 2.0  To stop the tank from getting too far away from the player,

the tank is immobilised when more than 100,000 VLU's
away. It keeps the game manageable, and less frustrating.

Ink 2 : Paint 10,99

This creates the mountains in
the background.

Then after the Screen Open
0,320,256,16,L.owres  command
type in...

Screen 0
Flash Off

Look for YIELD=(WVE/3)
further down the procedure, it
should be changed to..

YIELD=3+ (WVE/3)

This means that by default you
have to shoot 3 tanks for the first
wave and every three waves you
have to shoot 1 extra.

There’s a spelling mistake in
the Global definitions; change
"Global YEILD" to "Global
YIELD".

Open the _ TD_ RANGE[}
procedure, go down to the line that
starts with...

If MDE=3
and check to make sure that the
following lines are the same:

CNST3=XM
CNST4=7M

They probably are, but I had to
make sure.

Now check your MAIN code
with the following and update
where applicable, bearing in mind
that most instructions exists, but
the position of new instructions
relative to old ones is important.

#* Make sure the Td Angle Rel
command in the MAIN loop is
erased.

(See Listing 9)

Nearly there. Type in the fol-
lowing code. It just handles the
mountains as a background to give
depth. You will notice the VW_
MODE variable. This will handle
future VR view modes.

Procedure BKGROUND
If VW _ MODE=4
V1=100

Else

AA=Td Attitude A(0)
If AA>180%182

V1=2abs ((360%182) -AA) /40
Else

V1=0

End If

End If

V2=BM/105

Td Background
1,v2,V1,V2+320,V1+200
To 0,0

End Proc

Save and, yes, RUN THE
PROGRAM. The first thing that is
bound to happen is that you’'ll get
about 10 syntax errors. It’s an ex-
pected result of typing in so much
code without testing it. My apolo-
gies. Check and double check your
code with that in this magazine. Be
particularly critical of equations,
brackets, variable names and defi-
nitions. Once you’ve got it bug
free, save and run it.

You’ll know if you're being
shot because your health will drop.
Bullets will be destroyed if they hit
an obstacle, making cover possi-
ble. You can push the pyramids
and cubes around, making it possi-
ble to form a barricade, and you
can destroy most objects, except
for hills and swamps, which slow
you down. About wave 4-6, gun
turrets will appear fire when you
get close. Each wave ends when
you destroy the number of tanks
given at the beginning, and each
wave increases in difficulty.

Next month I’ll show you how
to spruce up the graphics and add
jeeps, super-tanks, smart missiles
and troopers, a hi-score table,
sound effects and music. I'll also
include a VR view-change system.
Any problems so far? Write in to
Amiga Review and they’ll forward
your comments to me. You are out
there, aren’t you? Please respond,
AMOS 3D users - you do exist...
you have to exist...

a
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Internet Special
Cool Surfing Spots

By Daniel Rutter

D There are a number of nifty ways
to waste time, and if that is your
mission the Internet-linked person-
al computer is the world’s best tool
for the purpose. Entertaining,
brain-stimulating, almost totally
sedentary and practically infinite in
its variety; the Internet is definitely
my idea of a good time.

It’s also of course changing the
course of human existence blah
blah transcending traditional media
blah blah humanity as a group
mind blah, but never mind the phi-
losophy - what’s in it for you?

I am not an Internet expert. I've
been doing computer communica-
tions for a few years now, but only
in the last few weeks have I ven-
tured out of the warm, friendly
shallows of FidoNet - the Inter-
net’s smaller, slower, easier to deal
with cousin.

Sure, the Internet always
looked really hip, cool and groovy
- but who wanted to negotiate a
connection contract with some or-
ganisation more used to dealing
with Computer Science students,
then snarf up a load of crufty
UNIX-ported baroquely hairy soft-
ware with obscure acronymic

names and waste a month setting it
all up? If any of the adjectives in
that previous sentence confused
you, you definitely wouldn’t have
been up to the task either.

And after you’d driven yourself
half-mad getting the account,
you'd find yourself confronting a
UNIX prompt. If you can work a
command line you won’t find
UNIX too threatening, but most
people find UNIX-bashing too
much like hard work, and person-
ally I'm inclined to agree, now that
the Net’s seeing the light and go-
ing all hypertext.

Of late, getting Internet-linked
has become no more complex than
hooking up to CompuServe, as
long as you’re not looking for the
path of least expense. My personal
faceplant into the information
swamp came with the arrival of a
review copy of AUSNet’s $9.95
newsagent-sold access software, a
cutdown but perfectly functional,
for personal use, subset of the full
Chameleon package from NetMan-
age. AUSNet’s billed as Aus-
tralia’s largest commercial Internet
provider, and hooking up couldn’t
be simpler. Their fees are good,
too; a flat $40 per month, which

gives you two hours a day to surf-

and a 40Mb monthly download
limit. When your time expires, you
can elect to automatically log off
or pay another $10 peak or $5 off
peak an hour, and $1 per
megabyte, to keep going. The only
company with a simpler connec-
tion strategy is Magnadata, that
doesn’t charge for time at all and
charges $40 a month for 20Mb
downloads, with $2 a megabyte af-
ter that. You can dial Ausnet local-
ly from all capital cities, though;
Magnadata’s for Sydneysiders.
Ausnet’s Internet connection is
straight to the States - you’re not
patching into the groaning Aus-
tralian AARNet link (which Mag-
nadata and many others use). This
means you generally get pretty
snappy response, though you've
got to remember that this is the
Net, and nothing’s guaranteed.

Point and click around the
Net

Hypertext is the chief distin-
guishing feature of the most
rapidly growing (tripling in size
every MONTH, if you can believe
that) aspect of the Internet, the
World Wide Web. If you’ve got an
IP capable connection (Jargon
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Buster at the end of the article,
folks) and a Web browsing pack-
age (you can get these for DOS,
but you really need a graphical us-
er interface like Windows in order
to access the Web’s true beauty)
then you can wander out through
the ever-growing expanse of the
Web.

Using the World Wide Web re-
quires little typing - it's mainly
point and click. Lots and lots of
people with data they want to
make accessible have been making
hypertext documents (using a for-
mat called HTML) and interlinking
them. Thus, while perusing a file at
a Los Alamos site, did I stumble
across a reference to "gigabytes of
data". The word "data" was blue,
which meant I could click it and
see a reference; I did, and was sud-
denly looking at a biography of
Brent Spiner, the actor who plays
the part of Commander Data on
Star Trek: The Next Generation.
The biography was physically lo-
cated on a computer at Cal Tech.
Following further links took me to
the imposing collection of Star
Trek files located at various NASA
sites (where else?).

This cross-referencing makes
the World Wide Web quite simply
the coolest encyclopedia-browsing
experience you can ever have, and
given its incredible rate of propa-
gation through the more boring
Net, I'll be talking about the Web
in this occasional column. If
you've only got a shell account,
don’t get used to it.

As an example of the Web’s
coolness, come with me on a typi-
cal net-surf. Surfing is actually
quite a good analogy for Internet
access, since the point of surfing is
to enjoy the movement, not to get
anywhere in particular. Finding a
particular, obscure piece of infor-
mation on the Net can be annoy-
ing, but it’s great fun to cruise
around and see the sites, and you’ll
collect all sorts of useful and use-
less data on the way.

I started out by peeking into the
Los Alamos E-Print Archives on
http://xxx.lanl.gov/. I'd read about
his site in Scientific American -
it’s a repository for lots of other-
wise unpublished scientific papers,

and it gives scientists a way to get

their research out without waiting
for the year or so it takes to get
published in one of the conven-
tional journals, whose circulations
are dropping and subscription
prices rising as more and more li-
braries decide they can’t afford the
sub and just get the journal from
elsewhere by inter-library loan.

The problem with the E-Print
Archives at the moment is that
they’re not screened well enough -
just about anybody can put his pa-
per there without the usual peer re-
view system to make sure he’s
making sense. Moves are afoot to
set such a system up. But hey, it’s
cool to be thumbing through the
contents of a computer in a town
which until comparatively recently
wasn’t even on the maps. On the
downside, the papers are all writ-
ten in mind-bendingly obscure jar-
gon, which is after all what you’d
expect from quantum cosmologists
and high energy physicists.

Naturally, Los Alamos’ contin-
uing US Government bang-bang
connections meant it had links to
the Pentagon - so off I went. Hav-
ing ascertained that it’s not actual-
ly possible to see anything very
much at the Pentagon site (which
is rather badly maintained...), I
took another link ti the US Army
Research Lab info server - ht-
tp://info.arl.army.mil/. Here you
will find much data on the ARL
Scientific Visualisation operation -
computer graphics to do with high-
tech killing hardware. They’re all
pretty boring, not to mention
somewhat creepy, so I abandoned
my peeking at Big Brother and de-
cided to do some searching.

World Wide Web searching is
very cool. There are a number of
search programs - Lycos, the Wor-
1d Wide Web Worm and many oth-
ers - all of which work from a reg-
ularly updated database of many,
many, many URLs. My favourite
is Lycos.

When you do a Lycos search,
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you type the words you want to
search for into a box (you can se-
lect various searching options and
the command syntax can be as
complex as you like...), and the
system rips off through its monster
URL database and comes back
with those entries which it feels
best fit your request. The more of
your search words it finds and the
higher up in the document they
are, the better.

Robot hunting

I started off looking for robots -
real ones, if possible. There’s a site
at a US Military establishment that
purports to allow you to lob snow-
balls into a room by clicking a but-
ton, but all it really does is grab a
picture of the room via a camera
and draw a white circle on it some-
where - there’s a register of best
hits and a lot of associated silli-
ness, to, but I wanted a real
remote-controlled robot (Want to
find the site? Consider it an exer-
cise - do a Lycos search for "snow-
ball"!).

I eventually found my goal, at
http://www.usc.edu/cgi-bin/. 1 got
there via HotWired magazine, one
of the hippest places to be on the
Internet and located at ht-
tp:/fwww.hotwired.com/.
HotWired, the ad-enhanced off-
shoot of the original Wired maga-
zine, contains lots of Net info and

lots of conventional magazine-
stuff, form the serious to the
frivolous. Keep up with Wired and
you’ll be able to hold your own in
any dinner party cyber-talk.
Anyway, getting back to the
robot I found, it’s a simple swing-
ing arm with two height settings, a
black and white digitising camera
and a compressed air blower. The
arm’s set over a gravel pit full of
interesting objects, and you can
move the thing about for five min-
utes (after passing a basic test and
waiting in the queue), look at the
[pit and blow air to uncover things.
It’s rather like an abstract, point-
less version of the old fairground
lucky dip machines, but it’s the
concept that’s interesting - here’s a
genuine mechanical object of no
small complexity, physically locat-

c@ﬁﬁﬁﬂ]’t’ﬁﬂ*ﬂi{s
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ed a the University of Southern
California and being controlled in
real time by you on the other side
of the globe. Well, [ was im-
pressed.

Where’s the porn?

One of the hot media topics
with regard to the Net is pornogra-
phy. You don’t have to be 18 to
get an Internet account, and there’s
absolutely no identity checking, so
little Jimmy can collect lots of
digitised smut, right?

Well, not really. I looked quite
hard for online porn and actually
found very little.

You see, naughty stuff is a per-
fect idiot attractor. Make public the
fact that you’ve got lots of dirty
pictures at your site and a horde of
sex-starved propellorheads will de-
scend upon it and clog it solid.
And if it should emerge that some
of the people accessing your pics,
movies, text files or whatever were
underage, or that any of the materi-
al contravened the obscenity laws
of wherever your accessors hap-
pened to be, anywhere in the world
- welcome to Toastville, popula-
tion: you.

Legal debate on the status of
online data and the prosecutability
of its purveyors continues, but
most sites have simply decided to
leave well enough alone and kill

OPERATOR'S SCREEN

You are Currently Operating the Robot

ENERGY LEVEL il Wl W [ WSS W W AN SN

QUIT Your Tum at Operating the Robot
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off their dirty areas. There are still
places you can find naughty pics -
even hard core stuff - but they’re
not publicised, and many are now
password protected.

Shock! Horror!

Let’s face it - if it’s possible for
you to be offended, there’ll be
something on the Net that’ll offend
you. It is, by definition, uncen-
sored and anarchic, which is good
in a freedom of speech sense but
bad in a propagation of unhealthy
ideas sense. And if you're offend-
ed, there’s nobody you can com-
plain to and nobody to seek com-
pensation for your mental trauma
from. On the other hand, online of-
fensiveness doesn’t jump out and
bite you. There are no online flash-
ers or lurking pornbrokers, waiting
to prey on innocent passers-by.
Since the Net has a place for every
oddity you can name, there’s a
place for everyone. As long as they
do their thing in the appropriate
spot, and don’t pollute
alt.sex.bondage with horticultural
discussions or vice versa, nobody
minds. You have to look for the
weird stuff. Now, looking for it
isn’t hard, but generally speaking
you’re not going to stumble across
anything outrageous by accident.
Remember the joke about the old
lady who complained that she was

offended by the naked man in the
flat across the road, who was only
visible from the waist up - "But if
you stand on the table, you can see
EVERYTHING!"

Valentine hunting

Since there didn’t seem to be
many pictures of naked women
around, I decided to take the more
traditional route and check out the
Personals at http://netmedia.com/
date/. This lists all the desperate
and dateless netsurfers, so I tried
my luck by doing a search for
women in Australia seeking men.

There weren’t any.

The nearest prospect was in
New Jersey.

Oh well.

3. Search all Citation Hypertext
4. Search all Names of Cited URL's

Net Roulette

Abandoning my search for on-
line romance and deciding to stick
a pin into the metaphorical phone
book, I headed for URoulLette at
http://kuhttp.cc.  ukans.edu.cwis.
organizations/nhucia/uroulette/
uroulette_ texthtml. After you've
typed all this into your Go: box or
zapped to the site via a link from
elsewhere, you get the opportunity
to blast off for any, randomly se-
lected URL on the Web. You may
get something cool, you amy get
something boring, you may get an
error because the URL you select-
ed isn’t there any more.

In fact, an error is what I got
the first time I clicked the button -
no matter, go back and try again
and zap! Suddenly I was staring at
a schematic of some university’s
particle accelerator. I took this sec-
ond burst of high energy physics
jargon as a good stepping-off
point, and pried myself away from
the net machine to start writing this
story.

To Contact AUSnet:
Email: sales@ausnet.net.au
Phone: 008-806-755
Fax: 02-241-5898
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PGP - Pretty Good Privacy is, for domestic purposes, a completely reliable encryption system.
There’s no guarantee the FBI or MI6 couldn’t break the code, but nobody less elevated has a hope.
The way PGP works is quite simple. Everybody who want to use it has a private key and a public
key. The public key you let everybody know about; anyone who wants to send you an encrypted
message can use this public key to encrypt it. PGP’s encryption algorithm, however, is very difficult
to reverse unless you have the right private key. So the theory is that only the authorised recipient
can use something that’s PGP encrypted.

IP - This is the method by which Internet data is exchanged. If you’ve got an IP connection to the In-
ternet, the Net'’s talking straight to your computer. If you don’t (i.e. if you have a lousy shell ac-
count), the Net’s talking to the computer you're dialling in to and you’re just looking at a terminal
screen. :

HTML - Hypertext Markup Language. This is the format used by World Wide Web pages. If you de-

cide to save a page, you'll end up with an HTML file - on MS-DOS compatible machines, such files |} .

have a . HTM suffix. HTML files are viewable in conventional word processors and text editors, but
all the neat formatting and pictures are gone. Instead, you see the raw formatting codes (cryptic
acronyms inside < » brackets). Actually grabbing whole files for off-line reference can be annoying,
because frequently a given "file" is actually a cluster of interlinked pages, and in order to have the
full thing on your home machine you have to grab every page individually. There are robots that can
work their way through a whole document and grab all the links, but they can also go berserk with
deeply cross referenced systems and try to grab the entire Web. This is a Bad Thing.

Robots - Frequently abbreviated "bots", a robot is any program which, without human intervention,
heads out onto the net and collects stuff can be called a robot. A sexier, more marketable name is
"intelligent agent", but it doesn’t really apply yet because all the robots are still pretty stupid.

In the future, it’s said, intelligent agents will be able to browse the by then unimaginably vast Net,
find the kinds of things your interested in knowing about and bring them to your attention. Your own
personal automatically delivered combination news service, reference library and entertainment sys-
tem. Cool.

URL - Uniform Resource Locator. This is the core of the World Wide Web; every text, picture, ani-
mation, sound or other file on the Web has a URL designator, of the form http://< something> . All
hypertext link buttons point to some URL or other, but they don’t check to see if that URL is still
there; many URLs don’t exist any more.

Hypertext - A groovy way of presenting cross-referenced text. The most common sort of hypertext
that most people have encountered is the Windows help file - you view one page of text at a time,
and keywords are a different colour. When you click on a keyword, it takes you to the relevant sec-
tion.

Home page - If you’ve got a permanent net account (we’re generally talking about service
providers and uni students here), you can have a home page. which is what people see if they decide
to look at you through a World Wide Web browser. Your home page can contain anything you like.
Companys’ home pages typically have links to information on their products, company history and
so on; any number of ordinary people also have home pages, typically featuring a potted autobiogra—
phy, a picture or two, and anything else they want the world to know. A personal home page is the
best value vanity publishing yet invented.
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Internet Special
Internet Issues

By Daniel Rutter

D It seems everyone’s hopping on
the predictive bandwagon when it
comes to the Internet, so who am I
to buck the flow? There’s no doubt
that the increasing interconnection
of computer systems and their
users around the world, whether it
be via the Internet-as-
propellorheads-know-it or some
other network, will change the
structure of the developed world,
perhaps a great deal; so what’s go-
ing to happen?

Editing the past

Anyone who's read Orwell’s
"1984" will have a reasonably
good grasp of the concept of
changing the past. Who cares what
really happened - it’s what you
persuade people happened that
matters. Even as it stands today,
Internet news services, online
magazines and other areas have
many thousands - millions even -
of files which are regularly updat-
ed.

Now, there’s nothing wrong
with that; bringing information
continuously up to date is obvious-
ly good. But when does correction
become revisionism? What if the
corporation which sponsors a giv-
en online service pressures the ser-

vice to "correct" a news piece on
environmental  degradation to
downplay the importance of the
corporation’s contribution?

Orwell had the vast Ministry of
Truth, full of wretched lackeys
manually updating Big Brother’s
official definition of reality; the
modern Net’s capable of far more
efficient operation, cutting out the
human factor after the original de-
termination of the line to be taken.

Extrapolating from the current
system of "mirror" sites and auto-
mated updating, all you’ll have to
do in an integrated future global
info-net is change the master copy
of a given file, and the change will
propagate automatically across the
world. And when the public looks
at the file, it finds that its memory
must have been faulty, because it
says right here that weekly choco-
late rations are at their highest ev-
er, and industrial output’s at an all-
time peak...

Of course, it doesn’t have to be
as bad as that. At the moment, the
Net’s heartening anarchic self-
regulation precludes any organised
direction of its activity. There’s
still very little outright dishonesty,
and massive peer review of any-
thing and everything that’s said.

But with the various incursions
of big corporations and their mania
for bureaucratic organisation of the
peaceful information jungle, things
could change.

Garbage In, Gospel Out

It’s been said that computers
allow you to make mistakes thou-
sands of times faster than you
could unaided. Networked comput-
ers make it possible for you to
propagate these mistakes thou-
sands of times faster, too. Imagine
a reporter’s story on an earthquake
contains a typo. Instead of saying
1,000 people died with damage es-
timated at ten million dollars, he
says ten million people died with
damage estimated at $1,000.

A subeditor looks at the story
and sees only the money value as
being odd, and checks back, and
finds out that the real damage esti-
mate is ten million bucks. Reas-
sured, he puts the story on the net-
worked "newswire", where thou-
sands of papers around the globe
grab it and treat it as gospel -
bingo; the biggest natural disaster
of modern times!

Sure, it'd likely be fixed up be-
fore anybody made major policy
decisions or seized the chance to
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invade, but the purpose of news is
to inform the public and if we're
going to have international net-
news feeds, we also need more
stringent testing of the information
they deliver.

So far there haven't been any
real disasters traceable to human
error, but as more and more people
come to depend on the Net for su-
perfast information without putting
on a brake of serious proofreading,
it’s only a matter of time. But hey -
if you get the news before the oth-
er guy, who care’s if it's true?

Environmental pollution

The trouble with the Internet is
that all those sites you access for
free actually belong to somebody,
and are generally meant to be do-
ing something useful. You, J. Ran-
dom Netsurfer, are a freeloader.

This means that you get the
fishing spot syndrome; if one an-
gler finds a really good fishing
spot, he should keep his mouth
shut about it. Tell the world and
the place’ll be overrun, ruining it
for everyone.

Likewise, if somebody publi-
cises a site with the very latest su-
percool Things You Gotta Have, a
zillion hopeful nerds will immedi-
ately descend upon it like locusts,
bogging it down and causing the
owners to try to make their home
less attractive to cyber-hoboes.
The nicest way they can do this is
to restrict the number of people ac-
cessing the machine at once, which
can be OK if you’re patient and
they’re not too draconian about it,
or can suck if they decide to set the
limit to 10. If they decide to go to
more serious exclusion, they’ll do
it by simply disallowing connec-
tions from people from a particular
group of addresses - nobody with
.com on the end of their address
gets in, for example.

Of course, this doesn’t stop the
non-clueless from simply address-

hopping until they find a place

from which they can enter the
banned area, but it blocks the new-
bies effectively.

The most ferocious way of get-
ting people off a clogged site is to
simply make the attractive stuff
unavailable. This is done either via
passwords or, more commonly, by
simply killing off all the cool stuff.
Since the things you want to play
with are often not related to the of-
ficial function of the site (military
sites with Blues Brothers pictures
on ’em?), the sysadmins have no
trouble at all removing them.

One thing for users with a little
knowledge to avoid doing is run-
ning an "unintelligent agent" cam-
paign - sending a robotic browser
out to a given site. What these crit-
ters do is methodically trace every
hypertext link they find, and
whack the resulting page onto your
hard drive. Then off they go, trac-
ing all the links from that page,
and so on. The trouble with this is
that it only works on small systems
with no links to other places - and
there are very few of those left.
The densely cross-referenced na-
ture of the Net today means that a
dumb robot will try to suck down
the whole Net, and annoy all sys-
tems through which it passes. You
can apply more finesse to a robot
search, but you’ll still irritate the
site owners as you leech out lots of
data you probably don’t need and
slow their site down.

The result of a robo-search of
many sites can be a rapid cancella-
tion of your account.

Eat at Joe’s!

Advertising on the Internet was
originally regarded as a cardinal
sin. The whole idea of the Net as it
spread from its military/academic
roots was free, not-for-profit ex-
change of information. if some-
body used info they got from the
Net to make money, fair enough,
but using the Net as your money-
making engine was Not On.

Nowadays, despite continuing
opposition, many businesses have
established themselves as online
service providers, with attractive
World Wide Web pages and up to
date info on all their products.
There’s even embryonic advertis-
ing in Net publications - the most
obvious example is Wired maga-
zine’s online incarnation, which
has strip ads on its Web pages
which typically feature a nifty logo
and teaser line; click the ad and
you're looking at the relevant com-
pany’s home page.

Of course, advertising is only
half of the deal. You have to be
able to get the punters to buy, too.
And until recently that’s been awk-
ward on the Net.

There are a number of prob-
lems with conducting commercial
transactions on the Net. Obviously,
you can't send cash via E-mail,
and the insecurity of Net mail
means sending your credit card
number is financial suicide. Private
mail is quite unlikely to be read by
anyone other than its intended re-
cipient, simply because there’s so
much of it and most of it is very
boring for anyone other than those
involved. But if you announce
you're accepting credit card num-
bers via E-mail, approximately one
trillion hackers who want Rolexes
and Ferraris will be reading your
mail very quickly indeed.

There are encryption systems
for making E-mail far more secure
- PGP, for instance - but given the
amount ‘'of money you can make
from a good credit card scam,
there’s still a strong incentive to
find A Better Way.

The most popular system for
online shopping is still just includ-
ing a toll free number in your ad,
for punters to call - but clicking a
button’s so much more conducive
to those lovely impulse buys.

Thus far, there have been two
attempts to make commercial
transactions work on the Net. The
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first has been floated by an organi-
sation called First Virtual, (the
First National Bank of the Inter-
net...). You tell them your name,
email address, Visa or Mastercard
number, account identifier and
password. You do NOT do this in
an Email message, but over the
phone or by mail. Setting up the
account costs $US2.

Your details are then stored on
a machine that’s not even connect-
ed to the Internet, and the number
is never sent to anybody else

First Virtual tell you your ac-
count identifier, which is based on
the one you suggested but with an
extra bit added to make it harder to
guess.

When you want to buy some-
thing on the Net you simply quote
your account identifier and grab
the data. The seller sends the iden-
tifier and the amount they want to
charge to First Virtual, and First
Virtual sends you email asking you
if the transaction was successful.

If you answer yes it means you
got the info and it was what you
wanted, and First Virtual debits
your credit card and credits the ac-
count of the provider. If you say no
it means you didn’t get it, or al-
ready had it, or it wasn’t what you
wanted, and no debit is made. If
you say "fraud", it means you
didn’t ask for anything, and, again,
you pay nothing,

You can use First Virtual for
ftp (using the username fvftp and
entering your identifier as the pass-
word), reading charged WWW
pages, subscribing to mailing lists,
or doing anything else that some-
body wants to charge you for.

On the face of it, it seems First
Virtual makes it rather easy to pass
bad virtual cheques, but this isn’t
really a problem. For a start, the
sums of money involved for infor-
mation sales aren’t very big - no-
body’s going to lose their house
over a two dollar data fee. And
First Virtual builds a profile of

customers and dealers who get a
bad reputation.

To see more stuff on First Vir-
tual, look at http://www .info-
haus.fv.com/.

The other attempt at online
transactions is rather more elegant.
The NetBank has come up with a
rather nifty system for online
transactions, which works rather
like ordinary cash. They call it,
predictably, NetCash.

NetCash is, essentially, a ban-
knote’s serial number without the
paper. You can get NetCash in de-
nominations from 25 US cents to
$US100.

An actual NetCash "coupon"
looks something like this:

NetCash US$ 10.00
A123456B789012C

The coupons are created by the
NetBank, and they’re sent to you
upon receipt of your cheque (you
can fax them a cheque if you like -
yes, that DOES work), and you can
buy up to $100 worth at a time.

Buying NetCash, or converting
it back into US dollars attracts a
two per cent fee. But NetCash can
be circulated as much as you like
before it’s turned back into "real"
money; transactions are free, only
conversion costs.

The absence of transaction
costs makes NetCash usable for
very cheap items - reflected by the
25 cent minimum denomination.

When you buy something using
NetCash, you simply send the
coupon line to the merchant by
email. The merchant then sends the
coupon to the NetBank (net-
bank@agents.com) in a message
that looks like this:

NetCash US$ 10.00
E123456H789012W /Accept

and the NetBank will reply with a
receipt message that contains a
“fresh" coupon of the same value
as the one just spent. The old one
is now void and cannot be spent
again.

You can manipulate your Net-

Cash in the same way. For exam-
ple, sending a message that says:
NetCash USS$ 10.00
A123456B789012C /change 2
fives

will turn a $10 NetCash coupon in-
to two $5s. You can likewise amal-
gamate coupons, createé coupons
for odd amounts or deposit
coupons to your account. All of
these clerical transactions are free.

NetCash is also quite fraud-
proof. Since each coupon can only
be spent once, there’s little room
for forgers.

NetCash is, however, about as
stealable as ordinary cash. If some-
body sees a coupon in your posses-
sion and spends or cashes it -
tough. If you keep all of your
coupons secret, the chances of a
successful guess are tiny.

PGP is also supported for any
NetCash transaction, including
those with the NetBank, which
gives even more security.

There are presently no account
establishment fees or any other
charges involved in starting up as a
NetCash accepting merchant. Mer-
chants can request cheques period-
ically, or automatically have a
cheque sent when their account
reaches a certain point - say, every
$US500. Or, of course, they can
spend the NetCash themselves.

Contact the NetBank at
help@agents.com for more infor-
mation.

I don’t endorse either of these
services, because while they both
sound rather clever they could also
be devilish schemes to free people
from the burden of unsightly ex-
cess cash. But the principle is
good, and it’s plain that the huge
commercial pressure for online
funds transfer will result in a
widely accepted, easy to use sys-
tem, which could be First Virtual’s
or the NetBank’s, in the near fu-

ture.

Qa
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Control structures

D Welcome back to the Blitz col-
umn. Last month I looked at
variables and variable types. This
month I'll look at ways of control-
ling the flow of a program.

After a Blitz program has been
compiled and run, the instructions
are usually executed one after an-
other from top to bottom. I say
usually because there are many
commands that change the normal
top down flow. These commands
are used to set up control struc-
tures, which are very useful in
solving problems, and getting the
work done.

First I’ look at some different
types of loops. A loop is a section

of code which is repeated a num-
ber of times before moving on to
the rest of the program. They are
useful for doing repetitive work
and saving time and space. Say
you need to print out the numbers
one to ten in a section of your
code. The hard way to do it would
be like this: (Note - if a line’s been
wrapped to the next one, there’s a
»¢ 10 indicate il.):

NPT iz, e .,
Nprint "2"
Nprint "3"
Nprint "4"
Nprint "10"

As you can see, this would take
ten lines of code, and a fair while
to type into the editor. Now have a
look at this piece of code:

For t=1 to 10
Nprint t
Next

That’s only three lines of code,
and does exactly the same job!

The output from the bubble sort program

e
IF (441) AND (3+
ouTPUT (B
LETT =41
END IF

=

PROGRAMMING

The loop we used in this example
is called a For...Next loop, and as
you might have guessed, the loop
tells Blitz to execute the part con-
tained in the loop ten times before
continuing on.

The line "For t=1 to 10" sets up
the loop and tells Blitz to count
from one to ten, using the variable
t as the counter. The "Next" com-
mand at the end of the loop adds
one to the counter variable and
checks to see if the variable t is
higher than the upper value you
set, in this case 10. If it isn’t, it
redirects traffic back to the start of
the loop, otherwise control drops
through to the next command after
the Next command. The Nprint t
instruction simply prints the value
of t out to the screen.

Imagine the savings if you
wanted to count to very high num-
bers, like a thousand or even a mil-
lion! Three lines of code can count
to any number you want. Before
we leave the For...Next loop, there
are a few extra details you should
know about it. You can start or end
on any number you want, and you
can even tell Blitz how to count!
Have a look at this example:

For t=10 to 100 Step 10
Nprint t
next

The Step command tells Blitz
to add the specified number to the
counter variable each time it loops.
In this example t increases by ten
each loop, but you could count
backwards by telling it to Step -10.

Notice how I've typed the in-
structions inside the loop a bit to
the right? That makes it very clear
exactly which bit of the code is be-
ing looped through, and also if you
always indent two spaces when
you start a new loop, you can line
up the start and finish of each

loop.
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PROGRAMMING

Nested loops

You can even be tricky and put
a loop inside another loop, which
is called "nesting loops". Here’s an
example of a For...Next loop nest-
ed inside another:

For x=1 to 10
For y=1 to 5
Nprint x*y
Next
Next

The indenting makes the pic-
ture much clearer. If you follow
the code through you can see that
the inner For...Next loop will be
executed ten times, and that the in-
ner loop repeats five times. That
means that fifty lines will be print-
ed to the screen when you run this
example.

Other loop types

If you can understand
For...Next loops, you should have
no trouble with the other loop
types. Remember that all loops are
similar in that they execute the in-
structions between the start and
finish of the loop a number of
times. Let’s have a look at some
other loops.

While Joyb(0)=0 5
eWait for left mouse
sphbutton to be pushed
stlend

This is called a While...Wend
loop, and it always takes the form:

While (condition}
Loop code
Wend

While the condition is met,
Blitz will keep executing every-
thing in between the While and the
Wend instructions. In the example,
there was no code within the loop,

Loops make repetitive operations easy.

because the loop just checks for a
press of the left mouse button, and
we just want Blitz to twiddle its
thumbs until the user has pressed
the button.

A variation on the
While...Wend loop is the Re-
peat..Until loop. It’s much the
same, but the important difference
is that the check for the condition
is done at the end of the loop. This
means that the loop code is always
executed once, even if the condi-
tion is false, whereas within a
While...Wend, the loop code is on-
ly used if the test condition is true.
Here’s an example:

Repeat

Until joyb(0) <0 .
ecKeep repeating until
s0left mouse key is
s¢pushed

Here’s a small example for you
to type in and play with. It uses all
of the skills we have just learnt
this month. Remember, that the
only way to learn is to experiment;
you can’t damage your computer,

so try everything and anything!

NPrint"Amiga Review

e¢beginners’ example"
NPrint""

NPrint "Blitz can do
its seven times table!™"
NPrint ""

For t=1 To 12
NPrint t," times

sisSeven eguals ",t*7
Next

NPrint""

NPrint" Press the leift
mouse key to exit."
While Joyb(0)}=0

VWait y
s¢Needed for good mul-
titasking
; leave out the vwailt
and seel
Wend

- End
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Your very own bubble sort

This month I’ve been playing
with different methods of sorting
numbers. It’s a fairly common pro-
gramming problem, and the need
to sort data re-occurs time and
time again. The inbuilt commands
for sorting in Blitz are lousy;
there’s a Sort command for lists,
but it’s slow and often crashes, and
I don’t use many lists anyway!

If you have a look at any de-
cent programming book, there are
many, many different methods to
sort data. This month I've written
an entertaining program to visually
display the Bubble Sort method in
action,

A Bubble Sort is a general pur-
pose algorithm, useful for most
common  sorting applications
though abhorrent to any Real Pro-
grammers, and will make a useful
addition to your bag of program-
ming tricks. In this example, the
data to be sorted is contained in a
one dimensional array, as random
numbers between one and 99.

The Bubble Sort method in-
volves going from one end of the
data to the other end, comparing
an element with its neighbour, and
swapping them if they are out of
place. This means you can sort
from either end, and sort either
from highest to lowest or lowest to
highest, depending on your need.

When you've gone through the
data once, the "out of place" ele-
ments have been moved, but the
data may not be sorted yet, de-
pending on the mess that it was
originally in. What you need to do
is to keep repeating the sort until it
goes all the way through without
needing to swap numbers, that
would mean the order is correct. A
simple flag keeps track of that.
here’s the code:

DEFTYPE. 1

Dim arrav(150) ;
sparray to hold numbers to
szbe sorted

Sereen 0,11

Window
0,0,0,640,250,%$1002, "ACAR
szBubble sort example", 1,0

RRandomize Ticks ;i
spgive me a true random
seniumber seed-

For t=0 To 140 i
egchuffle random numbers
s0into array

array (t)=REnd(l,99)
WLocate t£/20%90, (t MOD
20) *8

Print array(t)

Next

WColour 2,0
; *** BUBBLE SORT

Repeat
£in=0

For t=0 To 139
Ifarray(t)array(t+1)
Exchange array(t),
eparray (t+1)
fin=1
End If
WLocate t£/20*90+40, (t
»MOD 20) *8
Print array(t)," "

Next
Until f£in=0
= kK
MouseWait

CloseWindow 0
CloseScreen 0

End

F 00+ AND 4+
OUTPUT ('8

LETT = 4]

END IF

Ql

PROGRAMMING

The code starts by dimension-
ing the data array, and then open-
ing an Intuition screen and win-
dow, then it seeds the random
number generator.

The first For...Next loop puts
random numbers into the array,
and prints the unsorted data to the
screen in nice, pretty columns.

The Repeat..Until loop is the
actual Bubble Sort routine, and we
are using the variable fin as the
sort finished flag. As you can see,
the Bubble Sort is called repeat-
edly until fin tells us the data is all
sorted into its correct order.

While the sort is happening, we
print the contents of array next to
its unsorted values, so you can
watch the algorithm in action. This
slows it down somewhat, but
makes for entertaining and educa-
tional viewing. To feel the real
speed and power of the Bubble
Sort (Real Programmers may now
slap their thighs and guffaw), com-
ment out the printing lines. Quick,
eh?

As you may have worked out
by now, the bubble sort is most
powerful when used on data that is
mostly in good order. It’s excellent
when you have just added a few
new numbers to an already sorted
list, since it takes very few cycles
to ripple the new numbers into po-
sition.

For this month’s homework tu-
toria, I want you to examine
methods of making the sort quick-
er and more efficient. For exam-
ple, do you really need to go from
one end of the data to the other
each time?

Back next month with some
more beginners and advanced
stuff. Until then, as always, BLITZ
ON DUDES!

a
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D Soon to be released for GEOS is
a new utility allowing users to
send and receive faxes with the aid
of a fax modem. Software for per-
forming this feat has for long been
available for PCs, Amigas and
Macs, but this is the first time it’s
come out for the Commodore
64/128. An 80 column GEOS-128
version will be released later in the
year. GeoFax will be distributed
by CMD, and will cost around
$US40.00. A demonstration ver-
sion is already available. Watch
this space for further details.

LoadStar, the ever-popular US
disk magazine for the C64 and
128, now has an official Aus-
tralian/New Zealand distributor.
JDB Software’s John Buckingham
advises that subscriptions are now
being accepted, and prices have
now been greatly reduced for Aus-
tralian subscribers. The new rate is
$120.00 (Australian) for a twelve
month subscription. Also available
are single issues, three month, six
month and two year subscriptions.

Until the end of March, all new
subscribers will have the chance to
receive their disks for free for a
year. All subscribers will go into
the draw and the winner will have
the sub price refunded. Free issues
are also available as an incentive
for helping friends to sign up.

For more information, contact
JDB Software by writing to PO
Box 244, Warilla NSW 2528 or
calling (042) 97 3159.

On the subject of magazines,

word recently arrived here that the
British magazine Commodore For-
mat, one of the last remaining
C64/128 magazines, has ceased
selling subscriptions and will not
be published in 1996.

CMD has just released geoCa-
ble II. The original geoCable was
an adaptor for the user port of the
C64 which allowed you to connect
standard printers with parallel
ports. GeoCable II performs the
same task, but also has a
passthrough port.

64Net V1.80 is now available.
64Net is a software/hardware com-
bination which allows C64 users to
access the logical drives of a PC.
With it, you can connect your 64
to any PC to access hard drives,
floppy drives and CD-ROMs to
both read and write data. It’s cer-
tainly a cheap alternative to adding
a hard drive to your C64; an old
XT with a working hard drive
should set you back no more than
$100. In Australia, 64Net is
available from Russell Alphey for
$75.00. For more information,
contact Russell by telephoning
(03) 427 8558 or (03) 651 3057, or
via the Internet ralphey@
dce.vic.gov.au.

Code One now has limited
copies of CAD-Pak 64 for $49.95,
Mini Office II for $29.95, and
Shoot "Em Up Construction Kit
(cassette only) for $19.95. Several
copies of the Graphics Book for
the C64 for $29.95 are also
available. To order, telephone
(047) 57 3982 or send a
cheque/money order/credit card
details to PO Box 192, Katoomba
NSW 2780. Postage is free on the-
se items, but quantities are limited.

C64 and the Internet
Continuing the series on using
a C64 on the Internet, this month
let’s look at using Anonymous
FTP services.
FTP is short for File Transfer
Protocol. This is used for transfer-

ring files around the net. Many
sites allow "anonymous FTP",
whereby files may be accessed
without a pre-established user ac-
count. To access a site this way,
type FTP sitename at your prompt.
When asked for a Login 1D, sim-
ply type anonymous.

Once connected, use the LS
command to get a directory listing.
The files you want will probably
be stored in the PUB (public) di-
rectory. Few sites carry C64/128
files, but there are still some.

For starters, FTP to tol-
sun.oulu.fi, In the pub/C64 drawer
you’ll find a small but useful se-
lection of C64 files, including
archivers, ML monitors, and other
utilities. Once you find a file you’d
like, type "get filename". After a
few seconds, the file will be trans-
ferred to your host computers’
drive. Log out of ftp with the quit
command, and in your own home
directory, if it all went as planned,
you’ll find the requested file. Get-
ting it onto your machine will re-
quire "rx filename",

There are many sites opening
and closing every day, and even
more changing the types of files
they offer. For a detailed list of
current C64 FTP sites, send mail
to 72560.3467@compuserve.com.

More on using a C64 with the
Internet next month.

Mail
Marc Walters of Edgecliff writes:

Dear Owen, 1 still read your
C64 column every ACAR, and it is
only for this reason that I still buy
the mag. Even though I also own
an Amiga, ACAR really doesn’t
suit my needs. Anyway, this letter
is just to express my encourage-
ment and thanks for keeping the
C64 Column going in ACAR all
these years.

I must say that the loss of Spi-
teri’s adventure column was a

. shock. If any column was going to
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survive ACAR’s revamp I'd have
laid my bets on that one.

Korella Trading of Belmont
NSW still has a few brand new
Xetec Super Graphix printer inter-
faces. Korella also has hundreds of
C64 titles and recently obtained a
number of good C128 and Plus4
programs. I don’t work for Korella,
but I thought they deserved a plug.

I recently got to play with a
Flash-8 accelerator. It was amazing
to watch programs eight times
faster. When I finally managed to
get it to work with GEOS it was
even more fun! The Flash-8 is a
very, very impressive piece of
hardware.

I recently read in an American
C64 publication how the Amiga
mail section of one large BBS was
filled with discussions on what
Workbench-style interfaces were
available on MS-DOS machines,
as large numbers of American
Amiga users were ditching their
Amigas for PCs but still wanted
Workbench. The writer of the arti-
cle pointed out how us C64 users
have survived for years without
any help from Commodore - per-
haps the American Amigans could
learn something about tenacity and
dedication from us. It still amazes
me how such an aged and low-
powered computer can command
such a dedicated user base.

Thanks for the info, Marc. The
64’s popularity, while diminishing,
still amazes many. Just look in the
CBM echo and the comp.sys.cbm
newsgroup to see just how many
users are still dedicated.

That wraps up another edition
of The C64 Column. As usual, feel
free to drop me a line. Send your
questions, comments, and sugges-
tions to me care of The C64 Col-
umn, PO Box 288, Gladesville
NSW 2111 or via Fido Netmail to
3:713.888.999, or the Internet via
oj@codel .dialix.oz.au.

]
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ordworrh 3.1

It’s the right decade

By Andrew Farrell

P It must be the decade of version
3.1. When you get to 3.1, you've
made the big time. Print 3.1 on the
box, and you have an instant seller,
a license to print money and apply
for a gold Amex card. You don’t
believe me? Hey, could all those
millions of Windows 3.1 users
possibly be wrong?

PC users switched to Windows
3.1 by the masses at the start of the
nineties. At the start of '95, Work-
bench 3.1 arrived - the version that
everyone can use. And Wordworth
3.1?7 Well, it’s faster, more reliable
and has new features. And so far, I
have not made it bomb once.

What'’s new?
They say it's faster - a 10% im-
provement would be difficult to

Landscape printing is now supported.

EPS clip-art can now be imported, viewed
and printed on any printer.

¥
= — .

measure. Indeed it feels a little
snappier and some functions are
noticably quicker - especially in
the saving and loading of complex

documents. Apart from a good
tidying up behind the scenes,
Digita have also added several
noteworthy features. The best by
far is the inclusion of an EPS pic-
ture import function. EPS, which
stands for Encapsulated PostScript,
is a very common method of stor-
ing clip art. But it is not without its
limitations. EPS files can normally
only be printed on a PostScript
printer.

Printing them on anything else
would require the program to

- preinterpret the PostScript, con-
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verting it into a bitmap image at
the resolution you're printing at,
and the send that to the printer.
Wordworth 3.1 does all that and
more.

You can now place an EPS clip
art file just like a bitmap picture. It
will print on any printer, and un-
like many desktop publishing pro-
grams that import EPS files, you
can preview the image on screen.

As you scale the image up, it
appears to lose quality. However,
the final printed result is truly
wonderful. You see, scaling an
EPS file involves scaling a metric
description of a shape - there is no
loss of detail the bigger you go.
The only catch to using EPS files
is that you must have 3Mb of
RAM and a hard drive.

The little things...

Typeface and Size are now in-
dependant. This allows you to have
multiple typefaces in a selection
and then change the size of all
typefaces in the block quickly and
easily.

A small thing by any measure
but it really makes a big difference
when you have no style tags - it’s a
shame they didn’t think to add
them at the same time!

Shift-Click block selection has
been added so that you can extend
a text selection by holding down
the Shift key and clicking else-
where in the document.

Hey, it’s a feature!

In the short file on what
they've added, a rather amusing
paragraph is included on changes
to the print driver. It reads in full:

"Due to improved printing
technology, the Print Borders may
have to,be changed for some print-
ers to eliminate blank pages being
ejected after each page." True, this
makes perfect sense, but it reads
like a classic "feature not a bug"
line. The Help section includes a

section titled ‘Troubleshooting’.
This is helpful for some problems,
but if you're really stuck, Mark
King at Amadeus is also very
knowledgable and continues as the
Australia distributor.

The included readme file adds
a couple of warnings about incom-
patability. Apparently the Picasso
Board is not the best companion
for Wordworth.

However, Digita say they’re
working with the manufacturer to
solve any dramas. The other one to
watch for is that wonderfully
under-used public domain utility
MagicMenu. If you run Word-
worth, switch it off or prepare for
trouble. Last of all, the Colorfont
option is still not working.

Otherwise, Wordworth is shap-
ing up to earn a solid reputation for
wordprocessing with a little extra
pizzaz.

As our comparison of Word-
worth and Final Writer concluded,
when it comes to producing
newsletters and other snazzy look-
ing documents, Wordworth is the
pick of the bunch. However, long
documents requiring considerable
formatting would be better handled
in Final Writer.

Wow! text makes |
editing easy! Just dragg.%lth the
mouse and let go.

Wordworth3.1
Wordworth is the leading Amiga
word processor. Amiga Format com-
pared it to Final Writer release 3
and stated Wordwaorth "is certainly
the better program... Feature for
feature, Wordworth 3.1 pips (beats)
Final Writer to the post every time."
Not only does Wordwerth have
meore features, Amiga Format rated
it faster than Final Writer 3. :

Power and Value

With features like filled tabs, real-

time spell checking, and amazing
| text effects, Wordworth is the best

choice for all your word processing

Order vo oDy toda
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June 1993 Yol 10 No 6

- 3D Animation with Aladdin - Easy for beginners
- The Animation Workshop - How to beat those
disk swapping blues - Deluxe Paint Tutorial - Ani-
mating in (apparent) 3D.

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

July 1993 Vol 10 No 7

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

¥r Education - Back to Basics - Amos - CanDo -
€64, Andy’s Attic - Hot PD - Games - Chaos En-
gine, Beavers, Sleepwalker - Vikings, Solution to
SuperFrog Part 1, Kings Quest 2.

August 1993 Vol 10 No 8

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

¥ Hot PD - Games - Hired Guns, Trolls, Graham
Gooch World Class Cricket- Solution to SuperFrog
Part 2.

Septermber 1993 Vol 10 No 9

- Art Expression - Paint Program - 68060: the Next
Generation - Power Copy Professional - Quarter-
back Tools Deluxe - CanDo 2.5 Upgrade - DPaint
Tutorial - Hot PD.

3¢ C64 Column - Amos Column - CanDo - Educa-
tion - Back to Basics 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 MSDOS emulation -
AmiBack Tools vs Quarterback Tools Deluxe -
Personal 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 Rugby - Reach for the
Skies - Project X Revised Edition, Syndicate, Street
Fighter IT, Dune TI.

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 - Latest Fish Disks - CanDo - Amos - C64 -
Games - Pinball Fantasies, Desert Strike, Indiana
Jones and the Fate of Atlantis, KGB - Solution Part
I;

December 1993 Vol 10 No 12

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

¥ EGS Spectrum - Education - HotPD - Blitz -
more clever functions - C64 - CanDo - Foreign
Language file converter

3 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 exten-
sions for Amos Pro - Blitz - Zones of control -
Andy’s Attic - C64 Bumper Tips - Games - ACAR
PD Games 2, Mean Arenas, Yo Joe!, CD32 Quick-
shots (D-Generation, Whale’s Voyage, Overkill)

Reader Services - Back Issues

Febuary 1994 Vol 11 No 2

- Understanding Genlocks - Final Writer - CoolCat
- clipart and animations - Advanced Amiga An-
alyzer - Upgrading from a 68000 to an A1200 -
Dpaint Tutorial - Education - Mathmaster I - Hot-
PD - CanDo - Electronic Log Book

+r Amos - Hacking AMOS Graphic Modes - Blitz
- Main loop for a GUI utility - C64 - Art Gallery -
Games - Ishar 2 - Messengers of Doom, Frontier -
Elite I1, Donk, Soccer Kid, Bob’s Bad Day, Flash-
back - Solution Part I.

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 -
Education - Search for Sanchez - Help Line

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

April 194 Vol 11 No 4

- Montage 24 - 24 bit video titling - Warranties and
your rights - Where do you stand - How to get
Broadcast - Sell your Amiga graphics - Introduc-
tion to Internet - World’s largest network.

¥r Scenery Animator 4 - Virtual virtual reality - Up-
grading Fat Agnus - Education - Fun at Sideshow
Alley - Blitz Basic Strings - CanDo - Working with
Amiga DOS - DPaint Tutorial.

¥ Hot PD - New Fish, plus Mand2000 - Helpline -
Amos - Interfaces without banks - Online - Games
you can play on your local BBS - C64 - Useful
pokes - Games - Assasin (Amiga Games Pack),
Cannon Fodder, Tomado, Stardust, Disposable
Hero, CD32 Games - MicroCosm, Fly Harder.

May 1994 Vol 11 No 5

- Understanding Amiga Graphics - Computer im-
ages often require a compromise between quality
and file size - we explain how to acheive the best
balance - Modems - An introduction for Beginners
- A modem can bring all kinds of information to
your Amiga at a very reasonable cost - Up and
Running - Making your modem work - trouble
shooting and a checklist of what to do.

¥r Personal Write - super cheap word [isrncessin
with interesting features - Map Studio Vol 1 - IPE
graphics - DPaint Tute - The DPaint beginners
friend - Deluxe Paint Tutorial - The sky’s not the
limit - Education - Crossword Wizard - Hot PD -
Utilities extract more from Workbench - Blitz Ba-
sic - Squeezing your Data - Desktop Publishing -
Creating Reversed text - Help Line - Problems
solved - Online AMIGA! - Start your own MAX’S
BBS - C64 Column - CMD picks up GEOS -
Games - The Settlers, 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 ver-
sion - The future with AAA, new AAA chips! -
DirWork 2 - Amiga Picture Viewers, which is the
best - we compare 20 of them - Neptune Genlock,
Desktop Video just got better - Amiga Animation
Software.

v DTP Column, Creating forms in Pro Page - Hot
PD - Online Amiga - Blitz Basic - C64 - Games -
Liberation - Captive Il, Skidmarks, Cliffhanger,
Apocalypse, Legacy of Sorasil - CD32 Games,
Surf Ninjas, Global Effect.

July 1994 Vol 11 No 7

- Wordworth 3.0 First Impressions - Disk Expander
Review - Imagine 3.0 Review - TypeSmith 2.02 -
MiGraph MS1200 - Networking Intro - PARNET -
PageStream 3.0 - Video Creator CD32

¥ Columns - Hot PD - Amos - CanDo - Arexx -
Education - Real 3D - Online - Blitz - DTP Col-
umn - C64 - Entertainment, James Pond 3, Nod-

dy’s Big Adventure, Dyna Blaster, Mr Nutz - Hop-
pin’ 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 - Type-
Smith Font Design, Convert, edit and create type-
faces 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 - Imag-
ine 3 Tutorial - Animation Column - InfraREXX
Control - Software for Little Kids, a suite of pro-
grams for little kids.

¥r Columns - HotPD - DTP - Humorous - Online -
CanDo - C64 - PowerDOS - AMOS - CD32.

¥ Edutainment - KidPix, painting made fun -
Games, K240, Dragon Tiles.

September 1994 Vol 11 No 9

- Stepping up to CD-ROM, review of the NEC 3X
triple speed drive - Piracy, Alive and Well - PAL
Lightwave, Newtek’s monster 3D rendering pack-
age is now available sans Toaster - SX-1 CD32 Ex-
pansion - Supra 28 Turbo, Supra 28Mhz 68000 ac-
celerator gives you power without the price - Dev-
Con Report.

¥r Columns - Hot PD - DTP - Online - CanDo -
PowerDOS - Amos - CD32 - C Programming -
Education.

¥r Games - Armour Geddon II - Fury of the Furries
- Brian the Lion - Benefactor - Traps and Treasures.

October 1994 Vol 11 No 10

- A TBC on your desktop? Improve the quality of
your next DTV effort - Amiga into the future, what
Commodore UK has in store - Fast Animation, no
hardware - A2000 revisited - Graphics boards and
mode promotion - Personal Animation Recorder -
Registering your Shareware -Turn your A1200 into
a CD32... almost!

#r Columns - HotPD - Blitz Basic - Online - Power
DOS - C Programming - Games - Nick Faldo’s
Golf, Pirates, Impossible Mission 2025 "The spe-
cial edition”.

November/December 1994 Vol 11 No 11

- Brilliance 2.0, 24 bit painting without extra hard-
ware - power fo the people! - Disaster Recovery,
when in trouble or in doubt, run in circles, scream
and shout. Or read this. - Quark Express vs
PageStream 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 software controlled genlock - Understand-
ing Fonts - CD Roundup - Easy Ledgers, profes-
sional accountin,

¥ Columns - Blitz Basic - Online - AMOS - C64
C Programming - Games - JetSirike - Secrets of
Frontier Elite Hinthook. Review of the Competi-
tion Pro Super CD32 Controller.

SPECIAL EDITION ANNUAL

January 95 Vol 12 No 1

- Lightwave Goodies, extra software finally in
Australia - CEI Conference, hot from the Internet
CEI boss Alex Amor speaks - Removeable storage
shootout, comparision of the new Bernoulli and
Fujitsu 230Mb drives - Magic Lantern - Surf the
Net, Internet access with your Amiga.

¥ ANNUAL SPECIAL - Amiga Dealer List -
Amiga Service Centre List - Amiga BBS Listing -
Fish Listing

Hr Columns - Online, DPaint, C64 - Games - Super
StarDust Alien Breed Tower Assault, Cannon Fod-
der 2, Beau Jolly Pack including Cannon Fodder,
The Chaos Engine, The Settlers, and T2: The Ar-
cade Game. CD32 Banshee.

$3.50 each inc. pp. 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.



CanDo 3.0

By Greg Abernethy

P Inovatronics have just released
CanDo V3.0, the latest version of
this excellent multimedia author-
ing package, and I must say I'm
very impressed. There has been a
huge amount of work put into the
latest upgrade, and they have obvi-
ously been listening to their users,

as many of the items on my wish
list have been implemented in this
version.

Cando 3.0 comes on four disks
and requires an Amiga with Work-
bench 2 or higher, 2Mb of RAM (I
recommend 4Mb) and 8Mb of free
hard disk space. It will not work

i
IF (6+1) AND (3
CUTPUT ("B
LETT = T+1
END IF

from floppy disk. The manual is
very comprehensive. The first half
of the manual is an introduction to
the features of CanDo and how to
use them correctly; the second part
explains each command or func-
tion and, where practical, gives ex-
amples.

In addition, an Installation and
Tutorial manual is included that
contains projects that increase in
complexity as you progress. There
are twelve tutorials that demon-
strate most of the features of Can-
Do in fun, interesting projects. It
would not be very hard for a com-
plete novice to begin with the tuto-
rials and then be producing his
own software very quickly.
There’s a very gentle learning
curve for CanDo, compared with
all other development packages I
have seen. I feel that Inovatronics
are looking at targeting a whole
new customer base with this ver-
sion.

Installing and running
CanDo installs easily, and uses
the standard AmigaDOS Installer
with its Novice, Intermediate and
Expert modes. Novice mode instal-
Is all the CanDo components and
tutorials and is recommended for
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FF (X413 AND (1
OUTPUT (B
LETT=T41
END IF

PROGRAMMING

Document

“TestDoc” Event: “OnClick™

first time users; old hands may
wish to use the Expert option, al-
though I used the Novice installa-
tion to see all the tutorials and ex-
amples. There are many examples,
although most of them have been
seen in the V2.x releases.

CanDo loads very quickly, and
then pops up the familiar Main
Window with the Control Panel at
the bottom. The first thing I no-
ticed was the changes made to the
Control Panel, which now loads as
a high res interlaced screen. The
tools for creating a CanDo applica-
tion, such as Buttons, Documents
and Menus, are displayed in a hori-
zontally scrolling section.

Designing screens and

effects

The options for setting up
screens and windows is similar to
earlier versions, with the addition
of full AGA and Workbench 3
support. The best new feature is
Screen Effects. You can specify
what type of transition you want to
occur when your application
moves from screen to screen.

There are a large number of wipes
and transitions, that really do en-
hance an application. There is one
slight problem in working with
screens of a different resolution, in
that some effects may not work
properly. I tried several different
types of screens and effects and
found most worked, and that some
of the effects were excellent.

Creating buttons,

documents and fields

Creating these objects is simi-
lar to earlier versions, with the ad-
dition of some extra border types
and a LABEL feature. This allows
you to add a separate label to an
object, in one of several specified
locations around the object. Addi-
tionally, you can resize or move an
object around the screen by using
the mouse. This makes it much
easier to position and resize objec-
ts "on the fly". The field object has
been greatly enhanced. Fields now
support any type of font, and the
background and  foreground
colours for the text in a field can
also be selected.

Creating menus

The Menu Editor has changed
from earlier versions, and is much
more readable and easier to use.
Any font can be used in a menu
and separator bars are now
available.

New tools

The AlignObject Tool allows
you to quickly line up or resize ob-
jects in relation to one another.
You can centre an object on the X
or Y axis, align all objects on a
page to a single object, or size all
objects on a page to the size of a
selected object.

The BufferManager allows you
to obtain information about the
buffers currently defined in your
deck. You can flush individual
buffers from this tool as well as
save a buffer to a file. The Config-
CanDo Tool has some enhanced
features, allowing you to cus-
tomise your working environment
to suit your needs.

The VariableManager allows
you to view and manipulate
variables in your deck, including
records and arrays. You can enter
array or record structures and view
a specific array or record entry.
You can also load or save a
variable, or part of a variable.

The Brush Effects Tool allows
you to add professional transition
effects when showing and moving
between brushes. The are more
than 50 effects available. This is an
excellent new feature and has un-
limited uses for designing games
software.

The Palette Effects Tool allows
you to incorporate professional
transition effects when changing
and manipulating palettes.

The Layout Tool allows you to
integrate text onto the screen and
be able to wrap it around existing
objects or graphic images. You use
the mouse to define the boundaries
for the text display, and then the

" text is inserted and wrapped to fit
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within the boundaries.

The Librarian Tool allows you
to keep regularly used scripts in a
library that can be accessed easily.
You can view any chapter of any
book you create and insert the ap-

propriate script where required.

New commands

One of the best new commands
is PrintScreen which allows you to
print the current screen. This has
been sadly lacking in earlier ver-
sions and was desperately needed
by me for outputting images from
a paint program I had designed. I
was forced to resort to Graphic-
Dump to solve my problem.

AreaPalette allows you to draw
a palette of the current screen
colours on the screen in a specified
area in a specified number of rows.

ly inaccurates

Ortant BSPECLS:
S0 R

The Document commands have
been enlarged to support multiple
line selection, where you can pro-
gram the document to display se-
lected text in a different colour.
This is useful for performing edit-
ing operations in a text editor or
word processor.

There are many other new

commands for handling system,
graphic, object, error and event in-
formation - too many to explain in
this review. Suffice to say that
there is plenty to keep the experi-
enced user busy for a while.

Overall

CanDo Version 3.0 is definitely
the finest piece of multimedia au-
thoring software available for the
Amiga today. The interface is very
user-friendly and intuitive, and the

()

IF O+1) AND (3

package runs quickly on my
Amiga 1200.

The manual is clear and con-
cise, the tutorials are comprehen-
sive and interesting and the com-
mand structure is as plain English
as possible, making it easy to re-
member commands.

There is loads of online help
and useful development support
tools available. You can almost
create an application without
needing to write a single line of
code. CanDo is approaching the
fabled 4GL languages we hear of,
and I highly recommend it as an
upgrade for existing users or as a
development tool for new users.

The support network set up by
Inovatronics is very good and the
pricing is very good considering
the quality of the software. The
only drawbacks I can see with the
software are that it requires a fair
bit of RAM, WB2 or higher and a
hard disk. I can find no other
flaws with the software itself. A
definite 10/10 for CanDo 3.0 and
Inovatronics.

CanDo 3.0 is distributed in
Australia by Desktop Utilities on
(06) 239 6658.
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XCAD 3000

Economy CAD with all the features

By lan Smyth

P XCAD 3000 is a suite of pro-
grams for Computer Aided Design
(CAD). XCAD has been around
for some time, and I have been us-
ing XCAD Professional for about
5 years, XCAD 3000 is very simi-
lar to its ancestors for 2D drafting,
with only very minor differences
and additions. A separate program
has been added for 3D modeling
and drawing, and you can transfer
designs from one to the other.

XCAD 3000 will run on any
Amiga with KS 1.2 or later and
1.5Mb of memory, but if you try it
on a floppy based machine it is go-
ing to be SLOW. A minimum of
2Mb of RAM is strongly recom-
mended, as is a flicker free display.
Line drawings on an interlaced dis-
play will drive you batty. Later
model Amigas, with faster proces-
sors and graphic chipsets, greatly
improve the response times.

After parting with your pre-
cious dollars, you will have a man-
ual, dongle and three disks. The
manual is a quality three ring
binder with 670 pages divided into
2D and 3D sections. If you transfer
the 3D section to another binder
the manual will better withstand
constant use, which it WILL get
while you’re learning.

Setting up

The manual mentions seven
disks, but you’ll only find three be-
cause the current distribution has
all the files archived. Installation is
a breeze, but the ReadMe file
could be updated to explain the
difference in disk numbers. Yes, it
IS all there!

Once you’ve completed the in-
stall, you’ll quickly pick up the
manual. X-CAD is powerful and
complex, and contains concepts
that other simpler vector drawing
programs don’t. The menus aren’t
standard, but they let you access
the enormous number of com-
mands and instructions necessary
for producing detailed drawings.

XCAD is not for knocking out
a simple rough drawing. Use this
package for accurate detailed de-
sign - you'll find the effort re-
quired to learn the mysteries re-
warded when designs are convert-
ed to working reality.

While XCAD’s interface is ini-
tially daunting, there is no effec-
tive limitation on drawing 2D &
3D objects, shapes, and designs.
Symbol libraries are supported, but
no prepared XCAD libraries are
available. You can use libraries in

DXF format, though, or generate .

your own. Library symbols can be
quite complex, and can include
whole drawings. Text fonts are
provided - Times, Tempo, Stan-
dard, Helvetica, Fineline & GTS,
and you can also define your own,
though this is not a fast job.

Input devices

Graphics tablets are supported
in the 2D program, including Cher-
1y, the Summagraphics MM series
(1812, 1201 and 961), and Benson,
with a tablet based command menu
included. A unique feature is the
ability to design or modify and im-
plement special menus both for
mouse/keyboard (screen) operation
and the drawing tablet, in both the
2D and 3D programs.

XCAD’s drawing concepts in-
clude Viewports (an area of the
sheet with assigned parameters
such as Scale, text size and Dimen-
sion styles) in addition to entities,
symbols, layers and depth within
layers. 256 layers are possible,
each containing up to eight depths.
Colour is assigned by layer, and is
limited to eight colours for 2D and
eight or 16 for 3D. Entities (lines,
points, arcs, polygons and so on)
can be linked, either as equals or in
a family tree (parent-child). Linked
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X-CAD 3888 (2D Detailer) Release 1.1
: Verbs

D3888/demo—drawing

€opyright (C) 1992 pM1l

An Isometric view of a house.

AMIGA Review

groups can be un-linked. Symbols
& Dimensions are also groups,
which may be EXPLODEd into
the individual components (enti-
ties). Groups are operated on col-
lectively - if you MOVE a group
member, the whole group moves.

Grids and Construction Points
can be defined and used as con-
struction aids, as can Construction
Planes when using the 3D pro-
gram. Grid Locking can be turned
on or off. Locations (for example
the start or end of a line, or the ori-
gin of a circle or arc) can be speci-
fied freehand, absolute (referring
to the drawing origin) or incremen-
tally (referring to the last entered
location). Drawing units are se-
lectable from millimeters to miles,
with resolution also user defined
(almost limitless).

Commands

XCAD 3000's editing com-
mands include STRETCH WIN-
DOW, in which a defined rectan-

gle of the drawing is moved. Enti-
ties which cross the boundary are
"rubber-banded", and there’s auto-
matic rescaling of any dimensions!
STRETCH ENTITY can change
the orientation of an entity when
moving an endpoint; TRIM EN-
TITY maintains orientation. Enti-
ties may be TRIMmed to
LENGTH, at a common INTER-
SECTION, or AGAINST another
entity. Individual entities, entity
groups (linked or just selected) and
symbols may be SCALEd, RO-
TATEd, MOVEd and MIRRORed,
with COPY variants of all these.

The CHANGE commands per-
mit entities to be moved between
layers & depths, but not between
Viewports. CHANGE commands
permit many other corrections, ad-
ditions and re-assignments - too
numerous to cover here.

Some items appear in the
menus but not in the manual. The-
se are COMPONENT, TERMI-
NAL, NETLINE, NETWORK,

HIDE, RESTORE and REVERSE. -

| Seftware
-Revisw

About half appear to work, and
figuring out what they do isn’t
easy. Regard anything undocu-
mented as a bonus - no claims are
made or implied. I think XCAD’s
author has been implementing spe-
cial circuit design features.

The 3D program adds pull-
down menus to the interface and
provides spatial drawing and ma-
nipulation capabilities, but is simi-
lar to the 2D program in general
operation. While measurements
can be made, dimensioning is not
supported, since this is more ap-
propriate to 2D presentation. De-
tailed exploration of the complex-
ity of this department would
change this review into a tutorial -
maybe a possibility for the future?

DXF format (AutoCAD) files
can be imported from other sys-
tems with some conversion, as sys-
tem concepts of layers and levels
are different. There are some
shareware programs included in
the package which convert HPGL
output from XCAD 3000 to Aegis,
DXF, Postscript, Sculpt 3D/4D and
CNC formats. The HPGL2DXF
program MAY work with HPGL
files from other systems, but only
if the file matches XCAD style.

Plotting and printing

2D Output is either in plot for-
mat or printer graphics. Screen im-
ages can be saved as IFF. XCAD
supports HPGL, CPGL DM/PL
and BGL plotters. Preferences
printers can be used, but the results
are limited by the screen resolu-
tion. Some printers are supported
directly with excellent results - Ep-
son 9 and 24 pin dot matrixes, Ky-
ocera lasers, HP LaserJet, Xerox
4020 and Mitsubishi G500. My
Epson DLQ 2000 produces excel-
lent results at 180 dpi up to almost
A2 size. The PD program PLT (in-
cluded in the MultiPlot distribu-
tion) can be used with any Prefer-
ences printer to convert HPGL
plots to printer output, with full
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Rawview

o] X-CAD3888 (3D Modeller) @ Copyright 1992 Digital Multimedia. COIIU'D] Of Scaﬁng a.ﬂd COlO‘I.lr selec-
' tion. LARGE amounts of memory
are required to make good use of
PLT - I use it regularly to produce
proof "plots" of PCBs, and 6Mb is
the minimum at A3 size for multi-
colour output.

The hardcopy output of the 3D
program is limited to HPGL plots
and screen dumping to Preferences
printers, so you need PLT for good
printer output. 3D drawings can be
saved in XCAD (3D), IFF and
Turbo Silver formats.

Novice users must consider

that programs like XCAD are tools
that facilitate computer based
drafting and design, and do not
substitute for lack of knowledge
about drafting and design princi-
i ST ples, presentation or practices. A
[ZRLL " [zur  [Ewin 8 good reference text which I contin-
P _ ~ ually find helpful is Principles of
Engineering Graphics, published
by Maxwell MacMillan Interna-
tional Editions. If you're just start-
ing out, you should find yourself a
good reference book like this one.

3D Wireframe Isometric view of the same house, seen from the
rear quarter. Perspective and rendered views are also possible.

EXECUTE INPUT MOVE REDRAW SCHALE =
EXIT LINK OFEN RESTORE SCROLL
DRAK EXPLODE LIST OUTPUT REVERSE SELECT conCIUS|on

S e i XCAD 3000 has a RRP. of

$450, with a substantial discount
for Amiga Review subscribers.
When I consider that five years
ago I paid substantially more for
the earlier version, this definitely
looks like value for money.

Are you likely to find XCAD
difficult to learn? Yes. But if you
persevere you'll find you can do
things that are either grossly time
consuming or practically impossi-
ble with manual drafting.

If you don’t have the money
for 3000, there’s a cut-down ver-
sion, XCAD 2000, for $180. All
the main features are present, but
there are limits on layers, depths
and some menu items, and the va-

drawings:columbi 4

Laver Depth Viewport Height Hidth Units Memn Cursor 1
CEE— CE S i [2742 K| a1 riety of output and save modes.
n Drawing Hame fdo rawings/0XFORD-HMODEL <5 Upgrades are available frorn

Rl e e Il XCAD 2000 to 3000 for the differ-
The Columbia Shuttle ence in the retail prices.
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Blank Disks

’Generic’ 1+ 20+ 50+
3.5" DSDD $6.95 $6.45 $5.96
3.5" DSHD $6.95 $6.45 $5.95

'MegaMedia’ 1+ 20+ 50+
3.5" DSDD $9.95 $9.45 $8.95
3.5" DSHD $10.95 $10.45 $9.95

(Quantities above per box of 10 diskettes)

Market
Place

To advertise here contact
Rachel Fraser on
(02) 879 7455 or (02) 817 5849

Synapse Computer Supplies
Ph: (07)899-0980 Fax: (07) 395-6738
217 Wynnum Rd, Galloways Hill QLD 4171

Telephone Orders Welcome, Aust. Wide Delivery!

SOUTHERN PD

YOUR F1 licenceware dealer for Australia
LAST MONTH! 1 F1 title FREE when you buy 2 F1 titles.
Fl titles start from just 39. (TOP QUALITY)

We have thousands of disks including PD from $1.90,
Licenceware from F1, Deja Vu, CLR & Amiganuts,
Commercial programs, Maestro Modems with Huge savings
for you and some hardware items
FREE 3 Disk Catalog: POBox 329, PLYMPTON, SA, 5038,
Member of Public Domain Association of Australia

F“ rﬁml homs H—I’—VHT_’

R _,W:J
T A Valhalla g
~Games and hobbies

493 Wellington St, Perth 6000
Phone (09) 331 2909

GAMES!!

Huge ranges of games software for IBM Amig; aI,Mac
Sega, Nintendo, and some Atari and’ Apple 11

Mail/ phone orders welcome - Lists available
(We also have wargames, RPG’s, hobbies etc)

AMIGA REPAIR SPECIALISTS
All Commodore and Amiga Repairs
Spare Parts and Peripherals

JEC Computer Systems

Suite 1. The Walk, 232 Pacific Hwy
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

CARADOC AMIGA PD
Find out for yourself what our regular
customers have known for over 2 years;
We have a huge range of Amiga P.D. (we
fill every disk sent out; the extra is free)
and great deals on the latest commercial
Amiga software and hardware. We also
have a huge of other hi-tech hardware
(Night Vision, convert video etc).
You can call us to order 9am to 9pm 7 days.
Send 2 blank disks for our catalogue to:
P.O. Box 345, Nanango, QLD 4615
Ph: (071) 633047 - Fax: (071) 633048
Mobile 018 795 357
BankCard/Mastercard/Visa/Cheque/MO accepted

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.

PERSONAL
ANIMATION
RECORDER

$4,395

ex demo - includes NEW Seagate hard disk

14 Whiting Street
ARTARMON
NSW 2064
PH: (02) 906 4801

Code One

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
COMPUY |¢F"J‘:E: Mobi[e 01 8 670 8?4

IN STOCK NOW & FULLY GUARANTEED

AMIGA 1200

With 40MB Hard disk

Amiga 600 $349
1084S Monitors _ _ $Call
ACORN MultiScan Monitors $749

Hi-Res Low-Radiation suit A1200/4000

USED AMIGA 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

Memory & Disks

ex tax prices at February 6th
1Mb x 1 - B0ns 120 PCMCIA Memory

4 x 256 - B0ns 7.20 2Mb VIBAT SRAM  380.00
IMbx4ZIP-T0  26.60 2Mb V2FLSH RAM  380.00

IMb x 8 - B0 55,00 SEAGATE 2.5" IDE
4Mb x 8 - 80 185,00 128Mb 16ms 120K 294.00
524Mb 16ms 120K 610,00

64 PIN
1Mb x 32 - 60GVP 300.00 SEAGATE 3.5" SCSI

; 1052 12ms 770.00
72 PIN 2147Mb 9ms SYRW 158000
4Mb IM x32-70 21500
8Mb 2M x 32 -70 440.00 EXT Floppy
16Mb 4M x 32 - 70 670.00 Sony 880k 125.00

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
1st Floor, 100 Yarrara Rd, Pennant Hills 2120
PO Box 382, Pennant Hills 2120

AMIGA PUBLIC DOMAIN AND
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

LEEJAN ENTERPRISES
M RETAIL STORE
Hoppy Valle 1030045 4531%1““ -
3 e .3l0am - 4, mpton
TR Tioe i A 3088

AMIGA PUBLIC DOMAIN SOFTWARE
From $1.90 per disk plus p+p.

Disk catalogue of latest. Fish, Aminet, 17 Bit
& Assassins Games. Cost $2.50 (refundable)
Send cheque/money order to:
PD-DISKOVERY
PO Box 430 Knoxfield VIC 3180
Phone: (03) 758 6852

Scarlet

Amiga PD Software

PO BOX 458
Doveton VIC 3177

(03) 793 3814

Phone for
Catalogue Disk

Open 9am - 10pm




NSW
East Coast Amiga Inc.
PO Box 344
Gosford NSW 2250
President - Dick Bridge -
Ph. (043) 23 2179
Newsletter - Output

A.M.L.G.A. (A Macarthur Interest
Group for the Amiga)

President - Norbert Peter Feist
Ph. (02) 727 5596

Commodore User Group
P.O Box 409

Curtin N.S.W 2605

Ph: (06) 281 2714

Muswellbrook Combined
Computer Club

President - Olly Jarman,

Ph: (065) 411 470

Secretary - Jan Hickey

Ph: (065) 433 740

Meetings - At the Red Cross Hall
on the second

Saturday of each month at 7.30
pm.

Singleton Computer

Users Group

60 Gardener Court

Singleton Hights N.S.W 2330
Ph: (065) 731 044

Southern Sydney Commodore
User Group

President - Steve Perry

Ph. (02) 528 6117 ‘

Tuggerah Lakes Commodore
Users Group

PO Box 659

Toukley NSW 2263

Meetings - Wyong High School
Library, Alison Road

Wyong. First and Third Thursday

VICTORIA

Compupal Amiga Users
Support Group

PO Box 7014

Karingal Centre VIC 3199
Ph. (03) 789 1906
Newsletter - Disk-Link

Emerald Mines Club
P.OBox 32
North Geelong VIC 3215

Great Valley Products

1st Floor, 257 Hawthorn Rd
Caulfield North VIC 3161
Ph: (03) 532 8553

Fax: (03) 532 8556

QUEENSLAND

Commodore-Amiga Computer
Users Group QLD Inc

PO Box 274

Springwood QLD 4127
President - Keith Antoine -

Ph: (07) 300 2161

Newsletter - Cursor

Dedicated Operators of Amiga
User Group

PO Box 159

Mermaid Beach QLD 4218

Ph. 617578 5863

Gladstone Amiga Users Group
P.O Box 16
Gladstone QLD 4680

Cairns PC User Group
15 Sabina Close

Mt Isley QLD 4869

ph: (070) 546 422

fax: (070) 546 422

Commodore Computer Users
Group Inc (CCUG Inc)

at St Lawrence’s College

82 Stephens Road,

South Brisbane

Workshop - Held second Sunday
of each month from 11 -

4 pm at lthaca RSL Hall.

Cnr Nash and Elizabeth Streets,
Rosaliegh.

President - Keith Antoine
Secretary - Barry Benyon

Ph. (07) 290 1521

TASMANIA

Tasmanian Commodore Users
Association Inc.

PO Box 673 .

GPO Hobart TAS 7000
President - Craig Spencer

Help line (002) 493 236
Newsletter - Discourse

WESTERN
AUSTRALIA

Amiga Users Group of WA Inc.
PO Box 595

Cloverdale WA 6105

President - Bill Sharpe-Smith
Ph: (09) 362 3539

General meeting - 2nd Tuesday
every month.

Newsletter - Augment

SOUTH
AUSTRALIA

S.A Commodore Computer
Users Group

P.O Box 427

North Adelaide 5006

Ph: 296 7761

If you run a user group, or have
any information to help us, send

PO Box 274 us your details and we’'ll add you
of each month at 8p[n. Sging\};ood QLD 4127 to the list. Send to:
Ph. (043) 922 567 Bill. Meetings - ] PO Box 288, Gladesville
Held first Tuesday of each month 2111 N.S.W.
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Free Reader Classifieds

" Arthur’s Teacher Trouble". $20 inc p.p. Contact
Andrew Mearns. Ph: 063 412 286

5.25 Blank floppy disks. Perfect for storing PD on
or backing up the hardrive. C64 owners can also
use them. $1 each, 3 for $2 or all 60 for $30. Ask
for Travis. Ph: 053 810 194

A2000, 40Mb HD and SCSI controller, OS 2.0 Mb

chip RAM, mouse, manuals, joystick, etc. Will swap
for A1200 peripherals or sell complete or separate.
Any offers please ring Paul on (065) 513551 any-
time after 4pm.

A2000, 50Mb HD Quantum, 2Mb RAM, 2 flop-
pies, 2.04 ROM & books, Phillips Stereo Monitor
and Epson 9 pin printer - $850.00 ONO. Ph: John:
06 231 9966

A600 40 Mb HD (new) $120.00 Phillips colour
monitor model 8801 $160.00 memory exp (A600)
1 Mb with clock $75.00. All in mint condition.
Phone 049 814 656,

Action Replay III cartridge, hardly used and
working fine. Manual included $120 ono. Also
have a A500 - TV connector, as new. Sell for $60
ono. Ring, I'll bring my prices down! Carlos 06
266 6221 (9AM - 4PM).

AMIGA 1200 - Blizzard 68030/4-MHz, 40MHz
FPU, 10 Meg RAM Internal 3 1/2" 210meg Hard
Disk, 1084s Monitor, Manuals, Books and Disks...
Craig - 08 391 3021, after 6.00pm $2250 THE
LOT O.N.O.

Amiga 1200 + GVP SCSI/IRAM board, 40HD,
6Mb RAM, extra disk drive. Gravis joystick, clock,
MS mouse, no monitor. Software: Wordworth 2,
Morph Plus, Liberation, Flashback, FIGP etc.
$1200. Phone 02 665 0772 AH. 02 646 5999 BH.

Amiga 2000 with IBM sidecar 3 x 3.5 drives 1 x
5.25 1084Sstereo monitor 2 joysticks TV modula-
tor ROCGEN Genlock Omni Boot Selector Citizen
200GX color printer with 2 ribbons 200 disks and
50 mags. $2200 ono. Ph 03 744 4165

Amiga 2000HD, 100MBbHD 4Mb RAM, Mono
Sound Digitizer, 030 Accelerator, 1084 colour
monitor, 3.5" disk drive, mouse, keyboard, joy-
stick, IBM compatible XT/AT slots, All manuals
and cables. Phone (063) 724 635 and ask for
Wayne. If not available ask for Jenny or Kevin.

Amiga 500, 1 meg, WB 1.3, 1084S Monitor, origi-
nal manuals and some programs. All in excellent con-

dition. No longer needed. Sell the lot for $500.00
ono. Phone (057) 22 1871, ask for Matthew.

Amiga 500, 1Mb chip/ 4Mb fast, GVP Hdd 52 Mb.
W.bench 2.1, VXL30 25MHz accelerator. Software
incl. Imagine, Image Fx, D.Paint 4, WP & games.
1084S monitor, 24 pin Panasonic printer $1400
o.n.o Ph: Stephen: 09 328 5210.

Amiga 600 includes: 1Mb chip RAM, ROM v.1.3,
3.5 floppy drive, mouse, power supply, joystick,
Audio tapes to teach you how to use the Amiga,
and the following disks - Workbench v.1.3, Kind-
words v.2 word processor, WWF Wrestlemania,
double dragon and many other new release games
and programs. Good upgrade from a C64. $229 lot.
Ask for Travis. Ph: 053 810 194

Amiga 600HD, 2 Mb RAM 40 Mb HD, 1084S
Stereo Monitor, Multikickboard with KS 1.3 &
2.05, Workbench 2.1 joystick, mouse, all manuals
$650.00. Phone (046) 262 630 ask for Michael.

AMIGA DOS INSIDE & OUT (WB 1.3) - be an
expert in no time. $20 ea or $30 for both.

Amiga games, all as new with boxes and instruc-
tions, Civilization, Railroad Tycoon $20 each, Mi-
croprose Golf, Jaguar XJ220, Cisco Heat, Blue An-
gels, Hoyle Card Games, Wolfpack, Birds of Prey,
Pinball Dreams $15 each, Sim City Graphics - set
2, (future cities) $10, Cosmic Pirate, Rotor, Rings
of Medusa $5 each. Amiga Professional Data Re-
trieve (by Abacus), data base program, in box with
manual. As new $50. (03) 718 2835 Hurstbridge.

Amiga programs 4 sale Inc: Fractal Pro V2- $3,
Deluxe video 1-$10. Aegis video. Titler - $10,
Kindwords V2 Word processor - $10, Wordworth
V3 demo - $3. All originals. Ask for Travis. $30
for the lot. Ph: 053 810 194

AT Bridgeboard c/w Seagate 40 Mb HD plus all
software and manuals - suit A2000, $350.00. Mag-
ni Genlock - Internal with external controls ¢/w all
manuals and software $850. Call Brian on 067 725
637.

Avtek MegaPlus V.32 Modem, all speeds to 9600
baud, includes all manuals and original packaging.
Supports MNP classes 2-4 and MNP class 5 (com-
pression). Serial cable included. $250 ono. Ph (07)
237 1316 during business hours or email «<si-
mon@dqed.qld.gov.aus.
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Avtek Modem 2400 baud $90 ONO. Ph: John: 06
231 9966

Books - Amiga Tricks and Tips - For tapping into
Amiga’s true power. Explains how to get the most

from CLI, Basic programmers will learn all about
gadgets, windows graphic fades - other topics in-
cluded.

C128 with 1571 D/Drive, GEORAM 512K Cart.
GEOS 128 S/Ware MPS802 Printer: $400 C128D
with 1201 Amber monitor. 1764 512K RAM ex-
pansion, Basic 8 and pocket series s/ware, Xetec
printer interface: $500. Quality 8 Bit computing.
Phone Trevor (03) 579 5586.

C64, 1541 Drive, GEOS, Fast load cart. Office,
programming and games software. Lots of manu-
als, reference books and Compute mags with type-
in programs. Phone (02) 644 4894.

Commodore 64 games - Fortran 64 Programming
language worth $90 sell for $20. Advanced Dun-
geons & Dragons Collectors edition set worth $90
sell for $20, Six Sizzlers pack (incl Last Ninja)$5,
Solid gold 6 game pack $3, World Class Leader
Golf $2, C64 pro pak disk $1. All are on disk. $45
lot. Ask for Travis. Ph: 053 810 194

Commodore C64 Games on Disk. All original with
boxes and instructions. Single games. Double
Dragon 2, Denaris, Jack the Nipper, Rampage, Bat-
man, Ninja Turtles, L.E.D. Storm, Dark Castle,
Project Stealth Fighter $5 each.

Compilation packs. The In Crowd (Karnov, Gry-
zor, Barbarian, The Last Ninja, Predator, Combat
School, Platioon, Target Renegade). Mega Mix.
(Operation Wolf, The Real Ghostbusters, Barbarian
2, Dragon Ninja). Mega Blasters. (Double Dragon,
Robocop, R-Type, Rambo 3). Sports World 88.
(Leaderboard, 10th Frame, Hardball, Tag Team
Wrestling, 4th & Inches, Water Polo, Snooker &
Pool, Go For Gold). Six Star Hits (Head Over
Heels, Wizball, Doubletake, Parallax, The Great
Escape). $10 each or 2 for $15 or the whole lot for
$60.

DCTYV 24Bit Composite. Digitizer and Paint pro-
gram with RGB Converter, Manual and Instruc-
tional Video. Includes updated software. Program
works well, have updated to Opal Vision. Cost over
$1200 sell for $600, plus Neriki Desktop Genlock
YC and composite $750. Phone of Fax Dennis on
(071) 52 5614.

Epson clone 9 pin printer. $98 ONO. Ph: John: 06
231 9966.

Final Copy III. Original disks and manual as new
with registration card. $75. Kevin. Lower Temple-
stone. (03) 850 9422.

For Sale - SELL SEPARATE. Amiga Keyboard
$300 (1 meg) inc Power Supply, Mouse. Phillips
Stereo Colour Mon $350. External Disk Drive 3.5"
$150. External Disk Drive 5.25" $125. A570 CD-
ROM (CDTV Comp) $100 inc Power Supply. Or
Buy all for $1100. Will send to Adelaide or Mel-
bourne. Will Swap for A1200 with +100 meg HD
or A2000 with +270 meg HD.

For Sale or Swap: Civilisation $40, Their finest
Hour $35, Drakken $30, Powermonger $30, Kind-
words 3 $35. Call Garry Johnson, 067 524 734.

FOR SALE: A Sharp Level Converter (still in
box) which allows information to be interchanged
between a Sharp Organizer and your Amiga Com-
puter $80 ono. Will give away the "Link-Up" soft-
ware free (worth $459.95 with the Converter. Ask
for Craig on 047 51 2149

For Sale: A2320 - Flicker free board - $200.00.
ICD Flicker fixer board (New) - $200.00, GVP
HD8 card with 6MB extra ram (no HD) - $200.00.
All as new, suit A2000. Ph: 074 919 190

For Sale: Amiga 500 system with CD-ROM drive,
IMb RAM, MIDI Interface, 70 disks original soft-
ware, 200 blank disks, many games on CD-ROM,
heaps of extras. Cost over $3000, sell $850. Phone
(051) 223 094.

Frontier (Elite 2) game. Frontier pitches you into
the future to the year 3200. Vast areas of galaxy re-
main unexplored with many thousands of worlds
settled into the cosmos, a rich and variedlife of ad-
venture awaits. Reg 1mb min. Ask for Travis. $30
the lot. Ph: 053 810 194

Fujitsu DL 3400 wide carriage printer with colour
head, $450 ONO. Ph: John: 06 231 9966

Games Top titles include - WWF Wrestlemania
$7, Test drive 2 The collection $15, Turbo OQutrun
$7, Garrison $5, The games summer edition $5, F-
29 Retaliator $7, Harpoon $3, 688 Attack sub $3,
Barbarian 1 $3, Barbarian 2 $3, Double Dragon $2.
Ask for Travis. $50 lot. Ph: 053 810 194,

Imagine 3.0, original disks and manual as new,
plus 5 disks of Imagine objects. $250. Dean (02)
451-5090.

M101/16 Bit sample based muso (medium experi-
ence). Wanted to help get similar people together
for enjoyment only. Ph 074 468 362, Jim.

Microsoft Windows V3.0 disks and manual
suitable for 386 Bridgeboard on A2000 Post Free
or COD. Phone 065 451 545.

National WV 1410 video camera for Digiview com-
plete with lens As New $350 ONO. Ph: John: 06
231 9966
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Need to sell. Original games: $50: Chronoquest I,
Congquest of Camelot. $40: Champions of Krkyon,
Death Knights of Krynn, Champion of Raj, Indiana
Jones and the Last Crusade. $30: Chaos Strikes
Back (Dungeon Master) Kick Off, Dragon Strike.
Phone: (08) 278 1781

Original + Boxed. Amiga 500/600 GAME: Second
Samurai - $25 or swap for any other good games.
Ph: Gavin: 03 363 5067.

Primera Color Printer full colour photo realistic,
A4 Size, Glossy wax print, Inc. Due-Sublimation
and Ribbons, suit Amiga, MAC or PC, Professional
high -quality color output. Complete with software
and manuals, excellent condition. Bought at
$3500.00. Sell for only $1800.00. Ask for Sam (03)
469 3681 or 018 583 729,

PRINTSHOP with extra clip art disks, with box
and manual $20. NEWSROOM with box and man-
uals $20 or both for $30. Phone (03) 718 2835.

ROCTEC ROCGEN RG300C For Sale $165. As
new. Ph. (049) 772 255.

Roland ES Intelligent synthesizer with inbuilt mu-
sic styles, Drums ete. Ideal MIDI keyboard for use
with Bars & Pipes. As new, $490. Contact Graham
or Jenny. (02) 534 32 39.

Software for sale. All boxed and original: Deluxe
Paint TV, Amiback and tools, X-copy + tools, Home
Accounts 2. Games: Desert Strike, Cannon Fodder,
Settlers, Lost Vikings, Zool 1 and 2, Lemmings 1
and 2, Prime Mover, Theatre of Death, Lotus III,
Chaos Engine, Legend, Worlds of Legend.
Range $10-40 or swap. Call David 076 582 640.

Superbase Pro 2 for the Amiga original books etc
complete with foms editor 490. ONO. Ph: John:
06 231 9966

Superbase Pro 4 V1.0 for the Amiga complete with
manuals and original disks normally $350 sell
$190. ONO. Ph: John: 06 231 9966

Swap Amiga 500 games: Wall Street and Big Busi-
ness (swap as one), Microprose soccer, and The
Big 100 (a pack of 100 games) all originals. Con-
tact Barry McConnell on (071) 51 2127

SyQuest 88MB removable hard drive. SCSI inter-
face, 5 1/12" half height internal drive. Three car-
tridges included giving 260MB of storage. $600
ono. Ph (07) 237 1316 during business hours or
email «simon@gqed.qld.gov .au>.

Twin floppy drives external in case for Amiga
$150 ONO. Ph: John: 06 231 9966

Two 1Mb SIMM Memory Modules. $50 each or
both for $90. Suit Amiga 4000 or some 2000 or
3000 memory or controller cards. Ask for Travis.
Ph: 053 810 194

Vortex GoldenGate 80386SX AT 25MHz Emulator
board, for Amiga 2000/3000. Includes 4Mb RAM,
1.44 Mb 3.5" Floppy drive, Videocom VGA Moni-
tor, Sound card, Video card, Smart Game card and
some software. $1100 ono. Phone Paul (02) 546
8142 or (049) 88 6453 on W/ends.

WANTED (Desperately!) Operators manual for
GVP Amiga A500 Impact Hard Drive 40 meg.
Original or a copy. Bob Munro, 052 315 586.

WANTED - Pirates Gold or Pirates For Amiga.
Pay up to $50. Phone (087) 251 495, ask for Jere-
my.

WANTED URGENTLY - Any part of the Kings
Quest, Police Quest, Space Quest or Leisure Suit
Larry series. Will pay $20.00 for originals. Also
will pay $30.00 for Indiana Jones and the Fate of
Atlantis or Another World. All games must be able
to be played on A500. If you have any of these
games and would like to sell them call Cain Clare
on (02) 669 2769.

WANTED: A1200 with or without D |5h: 074919
190

WANTED: Amiga game called "Awesome". Will-

ing to pay up to $25 - $30. ph: 07 353 2432. Ask
for Cameron Ross.

WANTED: IV24 Preferably with Professional

Transcoder. Also 386 Bridgeboard. Call 065 411
122

WANTED: Manuals + Disks for Commodore
AZZ86 286 Bridgeboard. I can return if necessary.
Mine are in Danish! Contact Ken on (049) 675 266
BH + leave message or (049) 523 770 AH + leave
message.

WANTED: Original copy of Distant Suns V5.0,
Silent Service II. Will pay good price. Ring Adrian
(08) 344 1651.

WANTED: Players manual, (compendium play-
book) for Ultima VI. Have original game (receipts
and all) but no book? Phone John (054) 521 653.

Zoomer. Quality flight sim joystick. For precision
control in driving or flight sim games. Suits all
Amigas, Atari, Commodore 64, Sega or Mega-
Drive. Ask for Travis. worth $80 sell for $20. Ph:
053 810 194
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Ads appearing for the second month

A1200/40, The hard drive is almost full and the
contents would suit someone who is already on
Amiga enthusiast, however 1 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).

A2386SX-25 Bridgeboard, 3Mb RAM, Janus 2.1,
DOS 5, SVGA Multi-IO card (2 serial, 1 parallel,
1 game, 1 IDE controller, 1 floppy controlier,
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 1Mb 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.

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 mnew 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 At-
tack 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), 5SMb RAM
(3Mb Fast and 2Mb Chip), 3.5 inch ext. 880kB
disk drive, 120Mb hard drive and a NEC Power-
mate/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, Joy-
stick, Manuals only 6 months old, excellent condi-
tion $380 ono. Call Craig on (02) 453 6662.

Amiga CD32 mint condition, 3 months old still un-
der warranty with 21 pin TV SCART connection
and joypad, hardly used gift. Software included -
Oscar & Diggers, Mean Arenas, Robocod 2, Pin-
ball Fantasies, D Generation, Overkill and Lunar
C, Sensible Soccer, Liberation, Arcade Pool, Ulti-
mate 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 any-
tome.

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 ani-
mation for VistaPro, unopened two copies $30
each. Imagine V2.0, 3D modelling and animation
packages, includes Essence I texture disks, Under-
staning Imagine book and software licence agree-
ment (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 per-
former $20, 3D const kit with VCR $30, Ultra de-
sign 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.

78

AMIGA Review

SR SR




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.

Imagine 3.0, original disks and manual as new,
registration transferable to your name, $300 ono.
Mark (02) 750 5195 or (02) 805 O111.

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 O111.

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 Cliff 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 A500 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.

Readers Advertise here for

FREE!

By mailing your ad to:
PO Box 288, Gladesville 2111
or by FAX on (02) 879 4236
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{ Amadeus
| Ph: (02) 652 2712
| RRP $69

D Theme Park is a simulation game
that gives you the chance to build
and run your very own amusement
park.

After buying the land, you lay
out paths, shops, rides and queues,
hire and fire employees (from id-
iots in fuzzy suits through handy-
men and security guards), research
more spectacular amusements and,
of course, make sure that every
last penny is mercilessly extracted
from the pocket of every schmuck
who wanders through your gates.

You can tune the whole park to
your liking, and be as low - 1 mean
shrewd - as you like. Sell drinks
next to the fries stall and pump up
the amount of salt on the fries to
the "HEAPS" mark, for instance.

Once your park’s got going,
you can start playing with the ex-
tra features. Freeform rollercoast-
ers and other do it yourself rides -
build wherever you want. Zoning
staff, so there’s always a handy-
man near any troublesome rides
and vandal-prone areas have a
good solid Gestapo presence.
Statistics on absolutely everything.
Fireworks.

The point should be made that
Bullfrog pull no punches in their
depiction of the theme park experi-
ence, and that means, well, vomit.
Crank the rides up too far, plant an

odiferous outhouse upwind of the

exit ramps, and watch the punters
puke. You have been warned.

The first version of Theme
Park I saw was the IBM CD-ROM
version, which featured some ab-
solutely stunning animations; a
magnificent intro, and a separate
rendered animation for every ride.

The Amiga version’s just two
disks and runs on ECS machines,
so forget all the spectacular
padding. Fortunately, though, it’s
an excellent conversion otherwise,
with smooth control, clear graph-
ics and useful sound.

You can tinker with the diffi-
culty levels so that kids can potter
around in a simplified park with
no researching of new facilities or
stock management, and the more
strategically advanced can wade
right into the statistics.

A big park can get very in-
volved, but you can still keep a
handle on it all with the plethora of
info screens and adjustable op-
tions. My only real dislike is the
dumb hard disk installer, which
creates a drawer with no icon. Big
deal.

Overall, Theme Park’s a bunch
of fun. It’s even got a funny manu-
al. If you like strategy that doesn’t
take itself seriously, get it.

Q
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D I’'m flabbergasted. Another cute
platform game for the CD32 with
a storyline so ridiculous I won’t
bother to mention it. How many
hundred does that make?

Sure, it’s an overworked genre,
but Soccer Kid stands out from the
mass. It’s got zippy controls, clear,
cheerful graphics and a gimmick
that’s better than most - you zap
the baddies not by shooting them
or jumping on them, but by
booting your soccer ball at them.

You can do straight forward
kicks with a simple stab of the red
button while moving, and with a
bit more manipulation you can
kick the ball straight up, boot it in
a high lob, drive for distance, head
it or scissor kick it backward. You
can even balance on the thing for
super-high jumps.

If you wallop the ball out of
sight, you can generate a new one
by holding the red button. The
fewer times you do this, the more
points you’ll get at the end of each
level. There’s an art to losing the
ball as few times as possible -
lobbing it over spike pits and then
jumping after it and collecting it
before it hits the ground, for
example.

There are savepoints half-way
through each level, and several
levels make up a scene, and
several scenes make up a country,
and there are five countries. The
countries are all depicted in a sort

of toned-down Viz comics sort of
way, but hey, the whole idea’s
silly, all right?

There are the usual platform
game monsters, bonuses and pit-
falls. The monsters come back
when you die, and can’t quite de-

cide on their location when they’re .

off screen. On the plus side, you
can hit things you can’t even see
by simply thumping the ball off-
screen and seeing if something
dies.

You can only save the game at
the end of each of the five coun-
tries. This isn’t a problem for a
GOOD gamer like you, though, is
it?

The sound’s ordinary, the
graphics and animation are as
good as you’ll find in this genre,
and once you get he hang of the
unusual play style controlling your
Kid is very simple. You can even
customise his kit colours, so he
matches your favourite team.

Soccer Kid’s been out for a
while and the CD32 version just
adds a long but silly animated
intro. But it’s still definitely worth
having.
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Sub War 2050
CD32

Amadeus Computers
| (02) 652 2712
| RRP $69

» Submarine games tend to be dim,
slow, nail-biting strategy epics.
Hiding at five hundred fathoms
while the destroyer above pings
like crazy and drops drums full of
explosive to where it thinks you
are. Sub War 2050 is not like that.

In the year 2050, the seas are
of vast economic importance to as-
sorted  cyberpunkian = mega-
corporations, and they enforce
their management decisions less
with diplomatic missions and more
with high explosive. Basically, this
is an underwater combat flight
simulation, with quite nifty vector
graphics. In order to avoid the sty-
gian gloom which, like it or not, is
what you get when you dive deep,
Sub War cheats with various com-
puter projections overlaid onto the
screen, including a rather nice
polygon sea floor.

The underwater feel is nicely
done. Sound effects are distorted
and reverberant, tightly turning
subs produce trails of improbable
but pretty bubbles, and the game
even includes sonar-proof water
temperature boundaries, indicated
by green and red undulating grids.
The programmers didn’t bother
putting in anything above the sur-
face - climb to zero feet and you
just get a black sky.

Naturally there are lots of

things to fly and shoot at - various .

fighter subs, ultra-deep divers, re-
fuellers, cargo carriers, and the
monstrous sub carriers and missile
boats. Added to this is assorted
marine wildlife and installations
on the bottom.

Missions vary from the usual
find the bad guy jobs to oddities
like sabotaging whale farms and
spying on people. Many missions
team you up with one or more
wingmen, and you can give these
guys separate orders.

T looked at the IBM version of
this game last year, and I was very
impressed. The CD32 version
lacks the luscious texture mapping
and smooth objects of the PC ver-
sion, and can’t come near the
frame rate you get from a fast 486
PC, but it’s still quite playable.
The control pad works passably
well, despite the many functions -
the forward and reverse buttons
are used as shift keys, and there
are a couple of menus for the game
options and views. Directional
control with the pad is rather an-
noying if you’ve used the IBM
analog joystick version, but you
get used to it.

If you’re looking for absolute
realism, SubWar 2050 isn’t it -
Buck Rogers technology and an al-
together too interesting underwater
world. But for fun, it’s a blast.

Qa
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P In the continuing series of Old
Game Ideas Repackaged comes X-
it, a puzzle game based on a fairly
elderly idea.

Puzzle fans will recognise X-
it’s genre; it’s a boxes and holes
game. The most basic boxes and
holes game has a top down view;
you’re a little guy who pushes
boxes into holes in order to leave a
level. This sounds easy, except
you can only push boxes; if one
gets stuck in a cormer you can’t
move it. Very complex levels can
be created, even with these basic
rules, once the designers get into
extra obstacles and lots of boxes to
move.

X-it adds a lot to the concept,
though. There are different types
of blocks, different types of floors,
different types of holes and power-
ups.

Light blocks can be pushed
two at a time; heavy blocks need
wheels before you can move them
at all. Steel blocks are repelled by
magnet blocks; slippy bloeks nev-
er stop moving, once started, until
they hit something; ice blocks
melt. Keys fit into locks in the
wall and open doors. Icy floor
makes everything behave like slip-
py blocks; glue stops blocks dead
and makes it impossible to move
them. Power supply floor makes
freezer and magnetic blocks work,
and also run teleport pads, which

send to teleport receivers. Power
floor also electrocutes you if you
walk on it - unless you’ve turned
the power off with a switch.

Hearts replenish your energy,
but don’t reset the time limit for
the level; the Tractor Beam can
pull things towards you. Detona-
tors set off bombs, which go off
by themselves after a while.
There’s more stuff, but you get the
idea. Lots of elements.

There’s also a fly-through-the-
tunnel bonus stage after you finish
each group of levels, but it’s noth-
ing very exciting.

X-it’s graphics are good and
the animation, such as it is, is fine.
The sound’s not especially mem-
orable.

The manual’s only got a few
pages for each language, and
doesn’t have any pictures of the
different objects so you have to
use frial an error tom figure some
things out. You also can’t hard
disk install the game, though
there’s not a lot of loading while
you’re playing. At least there’s no
daft refer-to-manual copy protect-
ion.

X-it is no revolution in modern
gaming, but it’s quite well
executed and has lots and lots of
levels. If you like this sort of
game, this is the sort of game
you’ll like.

Q
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Presents

P Among the latest batch of soft-

ware for the CD32 and, unusually,
CDTV too, are two new educa-
tional titles from Optronica. The

Insight series uses a custom inter-

face to hop around the many
megabytes of text, sound and
graphic data. Its all simple enough
for a child to pick up in minutes.

Both discs are also "TV-ready"
- all of the text is large enough to
read on a standard television from
a normal viewing distance. Much
of the information is presented as
pictures and animations, with clear
narration (in a rather plummy
British accent, a nice change from
the usual folksy Americans). Both
discs also have an extensive linked
index, and the dinosaurs disc con-
tains a glossary for all those five-
syllable dino-specific words.

The information can be pre-
sented at quite a few levels as
well. Most topics will have a
chunk of text and a couple of nar-
rated pictures or animations. The
dinosaurs disc also has an extra in-
fo field which will zap you to any
other bit of information that the
producers felt was related. You se-
lect what you want to see.

One nice feature of the inter-
face is the ability to browse. The
feature has been well implemented

on both discs. With the technology -

disc it is particularly useful - the
disc actually picks up on what in-
terests you and gives you other re-
lated entries. For example, when I
was browsing without reading
through the text the entries ap-
peared at random, until I viewed
most of the info on a topic (dyna-
mite) instead of just beeping to the
next one. Insight Technology then
offered me a bunch of entries on
things like ammunition, guns, mis-
siles and tanks.

Not that the disc is all death
and destruction - the next random
topic offered was the space pro-
gram.

Which brings me to the content
of the discs, for while the inter-
faces are very similar the content
obviously isn’t. The technology
disc is very much a "this is how it




works" disk. The information is
presented at a level which most
people would have no trouble un-
derstanding; a kid at the "how does
that work, dad?" stage would take
to it like iron filings to a magnet.
There is certainly no shortage of
topics, either. From the ball-point
pen to space suits, it’s all here.

The dinosaurs disc contains
about the same amount of informa-
tion on it own topic. It covers spe-
cific dinosaurs including all your
favourites and a few you’d proba-
bly never heard of. As with the
technology disc, there is always a
picture with narration with each
entry, and often an animation as
well (which is no mean feat when
you consider the subject matter!).

The user can also browse
through generic entries on the di-

nosaurs’ habitat, anatomy, attack
and defence and diet, as well as
theories about their extinction.
There’s even an entry on fossil
hunting.

The index works the same way
as Insight Technology’s; you get a
huge list of keywords to scroll up
and down, and you can hop whole
letters by moving the control pad
left or right. It’s not as nice as hav-
ing a keyboard, but it’ll do, since
the index scrolling’s got an accel-
erate feature that lets you move
very quickly.

The other extra on the di-
nosaurs disc is the "Funosaurus"
section, which was cutesy - but
what do you expect from an edu-
cational disc? You can colour in a
dinosaur picture, or go crazy with
a sliding block puzzle made out of
(you guessed it) a dinosaur picture.
There’s even a quiz to put your
knowledge of the REALLY big
words to the test.

All in all though, the quality of
both titles is excellent; they are
very well produced and easy to
use. School kids can literally
scoop project information out of
them. The only real downer is the
price tag; at $89.95 each they’re a
little pricey, but well put together.

@

- Mark Cocquio
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By Daniel Rutter

P This article examines two pro-
ducts whose sole similarity is
they’re both related to the Amiga
and they’re both on videotapes.
One is An Introduction to the
Amiga 1200 volume 2 - A Deeper
Look, the latest tuition video from
Wall Street Video. It’a worthy
product, and I’ll deal with it later -
because, let’s face it, the other
video in this review’s much more
interesting.

The Deathbed Vigil

- and other tales of digital
angst .

Dave Haynie’s Deathbed Vigil
video has become something of a
legendary item since its release last
year, and only recently has it be-
come possible to get a copy in
PAL format for Australian dollars.
It’s essentially a documentary on
the history of Commodore, inter-
spersed with lots of endearingly
amateurish footage (thankfully re-
corded on a good camera) of vari-
ous Commodore luminaries - any
Amiga aficionado will recognise a
lot of names and now have a face
to put to them. The dodginess of
Haynie’s camera work in the early,
Commodore building walkabout
section - where Haynie points out a
load of vast empty spaces where
cool stuff used to happen - was
sufficient to make Andrew Farrell

queasy; I must be made of stronger
stuff, though the constant 20 de-
gree list had me leaning the other
way to compensate.

The video was recorded during
Commodore’s last days and imme-
diately afterwards; it’s the place to
be if you want to see ex-
Commodore engineers and pro-
grammers getting tired and emo-
tional and saying what they really
think about the way upper manage-
ment - notably Mehdi Ali - turned
the company around from two bil-
lion dollar profits to half billion
dollar losses in just a few years.
This would be a good place to
point out that although this video
doesn’t carry an official rating, if it
did it would be "Occasional coarse
language and graphic violence
(against computer keyboards)".
There are naughty words and dis-
turbing scenes of techno-dweebs
doing stupid things in this video.
Beware.,

Nonetheless, this is THE video
to see if you’re interested in tanta-
lising "inside Commodore" facts
and fables. SEE - real live AAA
machines, with Haynie pointing
out the chips and naming them.
HEAR - the saga of the speed
bumps (Commodore put speed
bumps all over the place to dis-
courage their employees from
Manselling around the car park;

~ the employees interacted with the -
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bumps in a number of ways, up to

and including heaping snow
around them to make sure the
snowplough took them out and
sending a huge chunk to the man-
ager responsible)) HEAR - all
about Property Passes - everything
that went into the building had to
have a property pass, but the per-
son handing them out knew noth-
ing and wrote passes for Boeing
747s, "One Electronic Device", a
Cray MP supercomputer (which
pass was acquired just in case
Commodore ever got a Cray, so
the holder could take it home) and
any number of other dumb things.
HEAR - The Chicken Lips Blues (I
got a computer I can no longer
use...)! SEE - Mehdi Ali burned in
effigy! And, of course, MORE!

The only downer about this
video is that it costs §70. Yow. But
hey, this is history. It’s hip. It’s
groovy. It marks you as a dweeb
with income. Our copy might have
been free, but I would have paid
for it anyway.

Contact Matthew Christou on
(09) 271 0624 to order your copy.

An Introduction to the

Amiga 1200
- A deper look Volume 2
Looking rather anaemic in this
company but perfectly good in its
own right is the second installation
of An Introduction to the Amiga
1200. The first of these videos ran
for 60 minutes and covered the
most basic aspects of understand-
ing computers in general and ele-
mentary Workbench in particular.
This sequel still isn’t power us-
er stuff, but it covers all the classic
newbie questions. Over the video’s
90 minutes you’ll learn about
RAM and the RAM disk, every
one of the WB3 Preferences pro-
grams, basic shell use, installing

programs to your hard drive, im- |

porting pictures into a word pro-
cessor, spell checking documents
and printing, multitasking, using
MS-DOS format disks, Commodi-
ties and the WBStartup drawer, us-
ing HDBackup and using the
Amiga Early Startup Menu (the
boot menu).

The presentation is similar to
that of the last video, only with
most of the corners rounded off.
All of the narration is now sup-
plied by Robert Gaunt, with Greg
Wall doing the intro and after-
word; the nice wipes and titling
and occasional picture-in-picture
bits are still there, and you also get
big bold title screens for each sec-
tion, so scanning for a particular
topic is easy.

There are a few minor continu-
ity glitches and Gaunt mildly fluffs
a couple of lines, but nothing gets
in the way of your comprehension
at all.

The only aspect of the video
that might puzzle beginners is the
"super-turbo" behaviour. of the on-
screen 1200; to avoid Great View-
er Boredom the action’s accelerat-
ed when formatting a disk or re-
booting. Beginners might get
alarmed about their own machine

_apparently running so much slower.

Overall, this is a genuinely use-
ful what-you-see-is-what-you-get
introduction to the Amiga for peo-
ple who’ve figured out how to do
the basics. Recommended.

Contact Wall Street Video on
(02) 411 2108 to order your copy;
$65.
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By Norman Cantrell .

Welcome to this months Amiga Art
Gallery. More great Australian Amiga
graphics is on display. 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.

Rowan Crawford [c] 1935
ginsengi@ypoyo. cc.monash. edu.au

752 x 576, 24bit, Created with LightWave 3.5.
By Rowan Crawford. '




Simalaih

320 x 256, 32 Colours, Hand Drawn.
By Rowan Crawford.

800 x 600, 24bit, Created with Imagine 2.
By Perry Wong. >

s
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640 x 512, 24bit, Created with Imagine 2.
By Jonathan Pearce.

- %
540 X 480, 24D, Greated with Imaginez.
By Jonathan Pearce.

lepierial Stutsle Pedired by Seagioe 20 - Din 4

800 x 600, 24bit, Created Wi INEOIE L)
By Perry Wong. ;




1280 x 512, 24bit, Created with Real3D.
By Peter Kelliher.

768 x 566, 24bit, Created with Imagine 3.1.
By Travis Falkenberg.

1992 Trauls Falkenberg

576 24pit, Created with Imaging!
@ravis Falkenberg.




B "The Party" is a yearly gather-
ing of demo writers who want to
meet others with a similar interest,
and to compete in the numerous
competitions, The party, which is
held in Denmark, usually attracts
between 3000 and 4000 people
from all parts of the world and
hosts around twenty big-prize
competitions focusing on the
Amiga, the Commodore 64, and
the PC. The Party 94 was held be-
tween the 27th and 30th of De-
cember, and for the Amiga alone
there were well over 30Mb of
demo related releases. That in-
cludes demos, intros, graphics and
music, along with miscellaneous
other items such as animations.

This recent Party has brought
forth possibly the best selection of
Amiga demos ever seen. Whereas
usually only the top three or four
demos are worth viewing, this year
even demos down as far as six-
teenth position are worthy produc-
tions.

NEXUS 7
by Andromeda (AGA)

Starting with the winning demo
(with 1443 votes), we have here
arguably the best demo ever pro-
duced. Anyone who has seen
"Arte" by Sanity will instantly
recognise the style, but because
Nexus7 is aimed at a higher base
machine, the results are far more
stunning. Every routine throughout
this lengthy demo is new and re-
freshing, as well as being quite
stunning to watch.

Special note should be made of
the "natural movement" routine,
which sees a desk lamp jumping
around in a most realistic fashion.
The music throughout is average at
best, and graphics are limited.

PSYCHEDELIC
by Virtual Dreams (AGA)

This, the second placed demo
with 710 votes, typifies the Virtual
Dreams approach to making de-
mos. Emphasis is placed on pro-
ducing original and visually spec-
tacular effects, with design coming
second. Colour is the mainstay
here - hence the title, along with a
lengthy raytraced animation and
some  superb  artwork by
RA/Sanity (arguably the best artist
on the Amiga).

MOTION
by Bomb (AGA)

Bomb is the newest group
around, but its members are

mostly from the highly successful
people who wrote two previous
party winners, Origin and Real.

They have stuck to their winning
style, but this year they were up
against much stiffer competition,
thus only managing third place
with 501 votes. The eatly routines
are similar to those seen in
Psychedelic, except they lose im-
pact due to the large pixel sizes.
The big talking point of this demo,
however, is the full-featured Doom
routine at the end. No baddies are
included (yet), but it has fully
texture mapped floors, ceiling and
walls, steps and the rest. Its only
drawback is the huge size of the
pixels, but the effect is still quite
stunning (just squint a bit).

THE PREY
by Polka Brothers (AGA)
Skipping a couple of places
down to 6th with 207 votes, this
demo is the latest to have a shot at
the "music video" genre, currently
dominated by "State Of The Art"
and "Nine Fingers". The music is
excellent, and many of the effects
are of an equally high standard.
Short but sweet.

"Face of Nature" (preview) by Cougar
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"Helge Schneider" by Peachy

ROOTS
by Sanity (AGA)

Leaping down to 8th place,
Sanity have surprisingly only man-
aged to pick up 191 votes with
their follow up to last year’s
ground breaking "Arte". The rea-

son is obvious, after viewing the
demo - it’s not finished (it says this
in the scroller at the end). The
coders’ hard drive never turned up,
and it contained most of the code
and graphics, so the final assembly
was done using odds and ends.

Even still, the routines present are
up to Sanity’s usual high standard,
and the half finished result shows
some real promise. Included is a
rather neat (but very chunky) ray-
traced anim ending with a train
coming into a station (supposedly
produced for a game intro), some
decent artwork by Cougar, and a
dance-type orientated soundirack
by Jester. Not as good as Arte, but
worthwhile nonetheless.

IN A WORLD OF ASCII
by Impact

13th place was snapped up by
this highly original offering from
Impact (120 votes). The entire
demo is played in a WorkBench
window (complete with pointer),
with all effects created by ASCII
and ANSI characters. Impact have
managed fo immitate almost all of
the cliche demo routines - dot tun-
nels, a Vista landscape anim, a
zooming fractal, even a ball rou-
tine. Fascinating, and T'm sur-
prised it didn’t get a higher place.

What is apparent is that AGA
has finally replaced OCS/ECS as
the standard demo format. ECS
machines hung on valiantly for
over two years, but their time has
come and gone. Not only does
AGA allow more colours, it also
allows coders to aim at a base ma-
chine which uses a 68020 proces-
sor, and it’s probably this aspect
which has allowed the big leap
forward in demo technology.

We are sure to see even more
AGA demos in the future, and this
can only be a good thing as far as
demo quality goes.

Further demos will be covered
next month, since there were so
many. I’ve downloaded nearly
16Mb of demos so far, and that’s
not even a third of the total releas-
es! Commodore is dead, but the
Amiga lives.
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raphicq hnard ftn all Amiga’s with Zorro-Bus tAmwa 2000, ”sU{J(! and 4000)
« Workhench driver to retarget all programs and WB to the Picasso
» Up to 1600 x 1200 in 256 colours and up to 800 x 600 in 16.7 million colours
» Drivers for most graphic programs such as ADPro, ImageFX, ImageMaster, Real 3D
» Comes with TVPaint Junior, one of the best 24bit paint programs around
» One monitor solution, so no more plug/unplugging cables
= Screen promoter, draggable screens, fast operation. and easy installation

XCAD 2000 and
XCAD 3000 are full-
featured, professional g
three dimensional de-
sign and draughting tools.

XCAD 2000 OEM Only $180
XCAD 3000 Only $450

Our Policies

Free shipping on ALL
orders within Australia!
Please call for cumrent rates fo 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 chegues 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

Orders and Enquiries may be Faxed to (03) 585 1074

Pagestream 3 Users!

Having trouble getting the latest upgrade?
Don't have a modem? Send $5 only and
your details to Emerald Creative and we
will post you the latest upgrade available.
At the time of writing, 3.0f had just been
released. Please tell us which version you
are currently using.

Imagine 3 OEM is still
available with a saving
of $330! Ask about our
large range of CDs
packed with objects,
textures and backgrounds ready to be

used with Imagine 3. Only $269

CD32 Games

Alien Breed: Tower Assaulr, Super Stardust, Flink.
Virtual Light, Arcade Pool, Benefactor, UFQ,
Marvin's Marvellous Adventure, The Labyrinth of
Time, Impossible Mission, Cannon Fodder,
Ultimate Body Blows, Gunship 2000, Pirates, Kid
Chaos, Jetstrike, Guardian, Superfrog, Darkseed,
Beneath a Steel Sky, and much more!

RING FOR CATALOGU

CD Titles

17Bit Collection (2 Disks)
17Bit The Continuation
17Bit Phase 4

Amigg Animation

Amiga Deskiop Video €D
Amiga Giga Graphics (4 CDs}
Amiga Raytracing Vol 1 or 2
Amiga Tools

Aminet 2

Aminet 3 or 4

Atninet Set | (4 CDs)
AMOS PD CD

Assassins: Ultimate Games
Boris Vallejo Fantasy Art
CAM (2 CDs)

CD Exchange Vol. |

CDPD Nol. [T or IV

CD Sounds Terrific (2 discs)

e

SESBARERZEEE
SEEE

Clipmaster Pro CD

Cuorel Photo CDs

DeskTop Bookshop.

Demo Collectionl or 1T
Demomania I

FEuroscene |

Fractal Frenzy:

Eresh Fish

Freshfonts

Gamers Delight

GIFs Galore

GoldFish 1 or 2

Huottest 4 Professional
Images of NASA

Imagine CIY v2.0

Imagine 3 Enhancer

Insight: Dinosaurs

Insight: Technology

La Femme Venus

Lechner Collection

Light ROM

Lock 'n’ Load

LSD Compendium: Vol |
Media Clips bundle (10 CDs)
Meeting Pearls

Multimedia Toolkit

Network CD

Olivia De Berardinis; The Art of Olivia%b
Olivia De Berardinis: Exotica-Rom
Pandoras CD

PhotoCE: Film Legends

PhotoCD: Marilyn Monroe

Power Games

Publishers Dream CD

SEX on CD-ROM

Space and Astronoimy

Syndesis: Avalon

Syndesis: CD-ROM II

Ultimedia Lor I1

Utilities Professional 1-1500
Weird Science ClipArt

Weird Science Fonts i
Weird Science Sounds Terrific (2 CDsi$ 6500
Wuord Construetion Set § 69.00
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Utilities

Cygnus Ed Professional V3.5
Directory Opus 3
DirWork 2

Disk Expander

Final Copy IT

Final Wiiter Release 3
Gigamem

Maxon Magic Screen Saver
08 3.1 (Amiga 500/2000)
05 3.1 (Amiga 1200)

08 3.1 (Amiga 3000)

08 3.1 (Amiga 4000)
PC-Task 2.03

PC-Task 3

Pegger

Pepger [1

Pen Pal

Personal Fonts Maker
Personal Write 4

Plants for all Seasons
PowerCopy 3.03a

Print Studio v2

Proper Grammar 11
ProText Vo

Studio 11

Termite

Wordworth 3.1
Waordworth 3.18E
X-Copy Professional

Business Software

Arena Accounts
Cashbook Combo
Datastore

Day By Day

DG Cale

Digita Home Bundle
Easy Ledgers 11
Mini Office

NMoney Matters V3
Superbase Pro 4 V13
System 3

System 3E
TurboCale v2.0

$109.00
$ 99.00
£ 85.00
$ 69.00
$139.00
$170.00
$110.00
$ 69.00
$185.00
$210.00
$210.00
$210.00
$ 50,00
$129.00
$115.00
$125.00
$ 69.00
$ 99.00
3 49.00
$ 70.00
$ 44,00
$ 89.00
$ §9.00
$269.00
% 99.00
$ 69.00
$129.00
% 99.00
$ 50.00

$200.00
$150.00
$119.00
$ 69.00
$ 99.00
$129.00
$399.00
% 99.00
5 99.00
$339.00
5 79.00
% 99.00
$149.00

Childrens & Educational

ADI English 11-12, 12-13, 13-14

§ 49.00

ADI French 11-12, 12-13, 13-14, 14-15 $ 49.00

ADIINR Counting 4-5, 6-7

ADI INR Reading 4-5, 6-7

ADI Maths 11-12, 12-13, 13-14, 14-15
Answerback Fact300 Math, Spelling
Answerback Junior, Senior (12+)
French Mistress

FunSchool 4 under 5, 5-7, 7-11
FunSchool Special: Merlin Math
FunSchool Speeial: Paint/Create
FunSchool Special: Spelling Fair
German Master, [tahan Tutor

Kid Pix

Toll Free
Ordw H@ﬁine

For Custome

% 49.00
$ 49.00
$ 49.00
$ 49.00
$ 49,00

$ 49.00.

$ 49.00
$ 49.00
% 49.00
$ 49.00
$ 49.00
% 59.00

r Service
Orders anci Enquiries may be Faxed to (03) 5

Maths Adventure

Megamaths

Miere English, French, German
Miero: Maths. Science, Spanish
Noddy's Big Adyenture
Noddy’s Playtime

Primary Maths (3-12)
Reading/Writing (3+)

DTP & Design

PageStream V3
TypeSmith 2.0
TypeSmith 2.5
KCad 2000 OEM
XCad 3000

Graphics & 3D

Adorage 2.0

Alternative Textures 3D Vols. 1 or 2
Brilliance 2

Clarissa

Deluxe Paint 3

Essence V2 Vol 1.orVol. 2
Imagine 3 OEM

Lightwave 3D 3.5 PAL
Magic Lantern 11

Map Studio (Vols. 1-6)
Personal Paint 6.1
Photogenics

PhotoworX

Pixel 3D Pro

Real 3D Classic

Real 3D 2

Seenery Antmator 4

TV Paint 2.0 (Multi)

Image Processing

Art Department Professional 2.5
ADPro: Epson Scanner Software
ADFro: MorphPlus

ADPro: MultiFrame

ADPro: Pro Conversion Pack
ADPro: Scanner Drivers

Tmage FX W2

Migraph OCR Software

True Print 24

Multimedia

Helm

Scala Background Vol. 2 or Vol. 3
Scala Echo EE100

Scala Hometitler HT100

‘Seala MM400

Secala Sunrise EX
Scala VCR Pack
The Ginseng Collection

Music

Bars & Pipes Professional

$169.00
$209.00
$180.00
$450.00

$195,00
$ 99.00
% 99,00
$195.00
$CALL
$139.00
$269.00
$899.00
$139.00
$ 59.00
$ 99.00
$130.00
$150.00
$150.00
$150.00
$799.00
$ 80.00
$349,00

$260.00
$195.00
$230.00
$125.00
3 79.00
$CALL
$309.00
$ 99.00
$ 89.00

$150.00

$ 85.00
$285.00
$129.00
$440.00
5189.00
$169.00
5 49.00

$399.00

B&P: Creativity Kit
B&P: Internal Sounds
B&P: MultiMedia Kit
B&P: Music Box A or Music Box B
B&P: Pro Studio
B&P: Rules for Tools
Deluxe Music V2
Megalosound Digitiser
One Stop Music Shop
ProMIDI Interface
Super Jam V1.1+
SynchPro

The Music Librarian
The PatchMeister
Triple Play Plus

Programming

Amos 3D

Amos Professional
Amos Professional Compiler
CanDo 2.5
DevPac 3

DICE 3.0

Easy Amos
Gamesmith

Hisoft Basic 2
Hisoft Extend
Hisoft Pascal

Virtual Reality Labs

Distant Suns V5.0
Makepath
Terraform

Vista Pro Lite
Vista Pro V3
VRL Bundle

Rombo Digitisers

Megamix Master
Vidi Amiga 12
Vidi Amiga [2RT
Vidi Amiga 24RT

Bruce Smith Books

A1200 Insider Guide

A1200 Next Steps

Amiga Disks and Drives
Assembler Insider Guide
Mastering Amiza AMOS
Mastering Amiga ARexx
Mastering Amiga DOS 2 Vol. |
Mastering Amiga DOS 2 Vol. 2
Mastering Amiga DOS 3 Ref, A-Z
Mastering Amiga DOS 3 Tutorial
Mastering Amiga Printers
Mastering Amiga Scripts

Secrets of Frontier Elite
Workbench 3 A-Z Insider Guide

1 800 63

e and Enquiries Please Call (03) 5

o Y

585 MB

$ 69.00
5 69.00
$ 59.00
5 69.00
8 69.00
§ 72.00
$149.00
$ 79.00
SCALL
4 69.00
$159.00
SCALL
$ 69.00
$119.00
$CALL

$ 65.00
$ 99.00
5 70.00
$209.00
$139.00
$199.00
% 50.00
$199.00
£150.00
$ 79.00
$199.00

$ 84.00
$ 49.00
$ 49.00
4 69.00
$ 94.00
$159.00

$ 99.00
$179.00
$349.00

1$499.00
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Subscriber
Information

until late June, so the July
edition was not printed until
late July.

We've caught up by doing

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

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 75-79

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 8 8 8 8 8 % 8 8 8 0 9 0P PP PP U I EE S S E S8 SN
® % 8 8 8 8 8 8 8 8 S S S " S P B P SN E B S LSS CS s N

® % 8 8 & 8 8 ® 0 8 8 8 S 0 8BBS00 S S W BT S SS SN

S 8 8 8 8 8 9 9 0TS DS EE S S RSSO
® % 0 9 8 0 8 % 0 U S 8 O P 0 TSN 0SS 0SS S s
B 0 8 8 8 8 8 8 8 8 S 88 8888 BESE e e

% 8 8 8 8 0 9 S B8 S8 eSS S8 S80S0 00 e S

Run until notified ] Run once J

AD

Amadeus 48,49
Amiga Nuts 73
Amiga Tech 10
Amiga PD Centre 19
Brunswick 73
Code One 73
Caradoc Enterprises 73
Computer Affair IBC
Computer Man 2
Compuparts 17
Computer Magic 41,29
Creations 18
Desktop Utilities 4
Digipix 73
Disk O Tech 4
Don Quixote 9,44
Emerald 94,95
Fonhof 1
JEC Compters 73

| ND E X

KDO Productions 19
Leejan Enterprises 73
Maxwell 73
MVB 6,7
Nat Tech OBC
Pelham 73
PD Diskovery 73
Prime Artifax 22,23
Quasar 13
Scarlet 73
Shareware Access 41
Sigmacom 1,2

Small Biz Software 5

Software Buyers Serv 41
Solutions Rendered 2 29
Southern PD 73
Synapse 73
Unitech Electronics PIL 45
Vallhalla 73

Contributors
WANTED

Now that Amiga Re-
view is bigger, we're look-
mg for writers. Even if
you've written for other
Amiga magazines, we
promise fo give you a
chance!

Plain English explana-
tions, in an entertaining
style, offering intelligent
information on getting
more out of the Amiga are
preferred. Any wordpro-
cessor format is accept-
able, although straight
ASCII is preferred. IFF

forward your contributions
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 2111.

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 guaran-

S (i At Revioe Rondler Classitieds images should include tee safe return.
end to: Amiga Review Reader Classifieds, CihLOhE Hi's Senarie toxt P
PO Box 288, Gladesville 2111 or ﬁlg T gn i
Fax: 4236
T main text file). You can
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BUREAU SERVICES

~.* @lour Image Scanning

* Amiga CD-ROM Mastering;-

3D Rendering & Animations

Amiga DeskTop Video - Simply the Best

P.A.R. Personal Animation Recorder
* Broadcast Quality, 24 Bit, 25fps Playback
* Optional Real Time Video Capture Card
* Composite, Y/C and Component (YUV)

VLab Motion Card
* Non Linear Editing & Digital Video Effects
# Animation Recorder & Playback
* Composite, Y/C - Component (optional)

SCALA MD100 MPEG Card
* Add Full Digital Video to your Multi Media
* Animation Recorder & Playback
* RGB, Y/C or Composite Video Output
* Create MPEG Files from 24Bit IFF Images

Genlocks and TBCs

Electronic Design
PAL, Y/C, Neptun, TBC
GVP

Pioneer DRM602x DS 6 Stacker

$799

RRP $1899

We stock-an extensive range &F CD32, CDTV & CD-ROM fitles.

IR

New Releases

Dos 3.1 for A1200 ... $210
Deluxe Paint V ... 8Call
Photogenics 24Bit ... $§130
Helm - MultiMedia ... $150
DICE C Compiler ... $199
HiSoft Basic 2 ... $150
HiSoft DevPac 3 .. $139
HiSoft Pascal ... $199
HiSoft Aura (Sound) ... $22!

Lost Treasures of
InfoCom .. $65
20 Classsic Games

Easy Ledgers II
Special Pricing

$359

**Limired Offer only

]

Studio IT
Print Driver

$99

losumenunnnun

Printers - Printers - Printers
Canon BJ200 BubbleJet  $550

Canon BJ4000 Colour $799 Lo

HP 540 InkJet - $599
HP 540C Colour InkJet ~ $699
Epson Stylus Colour $1100
Primera Dye Sub Colour $1299

4

-

We can produce 2D & 3D
Graphics and Animations

~ for your Desktop Video & °
Multi-Media requirements.

Bernoulli230 2

s,

Bernoulli 230MB .. $1199
230Mb Cartridge .. $250

LightWave 3D .. $899
= You have seen Babylon
# 5 & Seaquest DSV, now
see the Amiga Software
that made those 3D anim
~ & effects possible!

Lightwave Accesories
Anim Workshop 2, Forge 2, Pixel 3D,
Power Macros, Sparks, Pegger, Magic

Lanten, Surface Pro, Diner, Sports, Odd:
& Ends, Humanoid, Cathedral, Weddin,
Jurassic, WaveMaker, LightROM CD

Primera .
Primera

Dye Sub B8
Colour

$1299

> il “ﬁ 337 Penshurst St

& Coronier® Willoughby 2068
gl Tel: 02-417-5155.
Mon-Fri 9a30-18:00 Sat 9:30-13:00




Afforduble Quallty Scanners

 Affordable SCSI
Ok1AGON2008

| Zorro ll, SCSI 2 card with
room for 8SMb RAM $299

See ACAR October for review.

Affordable IDE

Tandem
Int' CD ROM & IDE Control

now with CD32 Support
Suits  the Amiga
3 2000 -A3000 & A
4000. Supports most
IDE drives includmg
IDE Syquest re-
movable media.

Affordable High
Speed Ser & Par
MurniFaceCarp Il

An extra hi
parallel po
high speed serial ports

h speed
and two

EMPLANT
Emplant Mac

All products available from your local Amiga Dealers

Dealer Enquiries - Call Natdisk 044 738 862

Emplant 586 PC upg’de $199
Emplant AMIA

Affordable
| Quality
. Hardware

AlfaScan800¥349
i Hi-Res 800 dpi 256 Grey
scale hand-held. Includes
¥ OCRand Merge It touch up
. Software The “
: % ONLY Colour
s
AlfaColou
Quality 400 dpi, 256,000
= full colour hand scanner.
¢ Includes OCR and Merge It
touch up software & printer

. passthrough. $§99

Turbo BOOOOOOST
Warp Engine from $1550

Upgrade A4000/030
to 25mhz ‘040 $395

- xxx CD 32's $399 *Ek
or with 4 Games $499

Monitors

NEC 3D’s $499

CD’s, Mitsumi
Mulhspeedlmulhsesslon, controller &
software to suit A2000!3000]4000

With CD32 compatibili
software from $54

External for A1200/600 from $599

Amiga Cards

Accelerators
GVPA1230 4/40

’030 Only $1195

WARP 40Mhz U’gd $1595
A4000 GVP Exc. ’040 40Mhz
040 25Mhz to 40Mhz
030 DaughterB’d
WARP 40Mhz Exc.

Video Cards

' /Affordable Mice

Ball & Optical

» $39-9

$169.

with all software

mechamcal

GVP TBC from $1295

ED Neptune Genlock $1295
ED Y-C Genlock
Competition Joysticks
Micro Switched $49 - $59
Free Drive Steering Wheels $89

SX-1 CD32 Expansion $395 §
Comp Pro Joypads $49

udio Cards
Sunrise 1012 $549
Sunrise 516 $2295

Alfﬂ bphc High qualltg

optical mouse.
mcludes mat.

| Afforddble FDD
fa Drive High quality

E
z _ shmllne Fioppy

$1 69 95
CD ROM Drives

GD Rom Suit A200/3000/4000

DSS GVP $395
Monitors

Multiscan Monitor
Sony D’Spin MPEG Compat $599 St g L2008 1000
3.v'Wb Upgrade full kit $199

1942 multiscan

$799
$999

$119

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




