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Photon Paint—
HI-TECH Paint Box
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TRACERS

As part of the integrated Human Operations Police in the Techopollis Precinct you wil be after a new
breed of criminal - those which hide in computers,

These thieves, thugs and terrorists are extremely hard to stop, but using the very methods they use you
can corner one or two of them and crash the program.

(an you stop them!  Amiga - £24.99

ﬁ = ¢ } Mail Order: Mediagenic, Activision House, 23 Pond Street, Hampstead, London. NW3 2PN Consumer Enquiries: 01-431 1101
Technical Support: 0703 229694
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VWelcome

B Well, here we are with issue number two of Your
Amiga. Before | go on to expound upon the virtues of this
issue of the magazine | would like to thank the thousands of
readers that replied to our readers survey. At this very
moment the results are being collated and you are sure to
see small changes in the magazine in order to include some
of the ideas that you have given us.

One change that you are no doubt already aware of is
the increase in the colour pages. Of course a machine with
the graphics capabilities needs lots of colour to show it off.
We've therefore more than doubled the amount of colour
and we're sure that you'll find the results pleasing.

A number of readers were interested to know why ne
mention of the dual format Amiga/ST disks was made in the
last issue of the magazine. | thought | would make my
feelings on these items known here. As | understand it there
are two types of dual format disks getting ready to appear
on the market. The first of these contains separate
programs for both the Amiga and the ST, the correct
version of the program being loaded from the disk to suit
your machine.

The second format of dual disk is the one the worries
me a little, since the Amiga and the Atari 5T both use the
68000 processor. The bulk of the program on the disk is
written to suit both machines. When the program is run on
either an Amiga or an ST then the relevant run-time drivers
will be loaded in to the machine so that the program can be
used. As far as | can see this will mean that the program
running on the Amiga will be almost identical to the same
program on the 5T.

The ST may be a good computer but very few people
would disagree with me if | were to say that the Amiga has
superior graphic and sound facilities. | can't help thinking
that dual format disks will turn the Amiga, as far as the
software houses are concerned, into a form of ST emulator
running programs that do not make use of the Amigas
potential — what do you think?

Now onto this month's issue - for those of you
interested in Desk Top Publishing take a look at our DTP
article. Not only do we tell you what's available for the
Amiga but we also talk about the cost of producing DTP
magazines and brochures. If you are thinking about buying a
new memory board for your Amiga then details are given
on those which you can find in the shops and
advertisements.

Plus, we continue our popular series in C, using the CLI
and 68000 programming as well as covering the latest
software launches. So get your Amiga out and have fun!
Stuart Cooke
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FEATURES Yaba Daba Doo

It's the Flintstones

&

What's New Thexder

The Commodore show saw the launch of many Fast shootem up fun
new Amiga products — we tell you all about them

Seven Cities of Gold

Discover and explore the New World

Sherlock

Photon Paint

Could this be the definitive Amiga paint program!
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CLI Facts Your chance to out-wit Moriarty
Pull out reference cards for your personal
organiser Star Fleet
To boldly go. . .
How To Get It +8
With our comprehensive list of Amiga dealers Enlightenment
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you'll always know where to find something Arcade adventuring with Firebird
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PROGRAMMING

C: Setting Up

Writing C programs on the Amiga

Assembly Language
Programming
Getting started with 68000
CLI — One Step At A Time
We guide you through using the Command Line
Interface
Amigart
Become an artist with Amigart — our first readers

Pix Mate program

Work miracles with your IFF pictures

Bubble Bobble

Meet Bub and Bob as they barttle their way across
100 levels of controlled chaos

Desk Top Publishing

Is the end of the typewriter nigh!

H B
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REGULARS

Welcome

Dual format disks — what's your opinion’

Home Movies

We lock at two packages that allow you to

manipulate your Amiga images Amiga Update
The latest goings on in the world of Amiga

(9]
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Competition
ENTERTAINMENT Your chance to win a sound sampler from Robtek

Guru’s Guide
Obliterator Our resident agony aunt opens up office

A space age adventure from Psygnosis

0 . OO
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Read-Me
The Three Stooges A selection of your letters to us
MNyuk, Nyuk, Nyuk from Cinemaware :

Calling All Authors
Leatherneck Written any good programs or articles lately? Well
Scrolling commande action from Microdeal send them in!
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Yaba Daba Doo (p.31)
Yep! The Flintstones
are back

Pink Panther (p.12) up to his
usual antics

Photon Paint (p.34) ; Desk Top Publishing (p.48)
Impressive results can be LaserScript

achieved using wrapping

DTP (p.48) Professional Page produces colour separations
which can be used by a commercial printer



Precision
Distribution

Precision

Means

Productivity

You know your Amiga can do it!
And so do Precision— here are five
software packages that turn the
Amiga into the kind of workstation
you've always wanted. And a
hardware bundle that puts power
just where you need it—at your
fingertips. Pick a package —save a
bundle!

Precision Distribution,

6 Park Terrace,

Worcester Park,

Surrey KT4 7JZ, England.
Fax: 01-330 2089.

Telex: 8955021 PRECIS G.

01-330 7166

Power Business Pack

New version of this high performance word processor

m Supports 24-pin and laser printers

m Combine pictures with your document for deskiop publishing

m Full-format control throughout your document—even multi-file
reformatting

m Professional word processing power at an affordable price

More than just a spreadsheel
m \ersion 1.2 —many new features
= Time planning and analysis for efficient management
m Easydo-use presentation—quality graphic output
w Spreadsheet with full financial functionality —
up to 2 million unique cells!

The most remarkable combination of power and ease of use on the
database front
m Instantly familiar ver style control panel for unrivalled ease of use
m Unique visual database to index and cross-reference your

picture files
m Full relational power to link your files and obtain

detailed reports

The complete solution for the Amiga in business: £199.95

ALL 3 PRODUCTS ONLY

Professional Image Processing...

DIGIPIC £343.85

= Realdime digitizing— images captured at 1/50th second with singlefloop
picture import

= 32bgrey-scales for defailed images and RGB filters for colour pictures of static
subjecls

m Extensive integral tools for image enhancement include Conirast,
Brightness, Sharpness, Edge Detection, Histogram equalisation

PiXmate £49.95

= Supports and converts all graphics modes and resolutions: overscan, HAM
4096 colour mode and Extra HalfBrite 64 colour mode

m Over 3,000 special effects with full range variable control over each one

u Convert colour negatives ta colour positives without darkroom processing

= Produce colour separations from any Amiga colour graphic format

...and for external image capture
BAXALL VIDEO CAMERA £228.85
= 2:1 interlace with 600 line resolution :
= Compatibility with auxiliary equipment including video tape recorders
= Fully adjustable lens for clear and precise images
m Auto-beam current stabilisation for consistent operation
Turn your Amiga into a full-scale image processing station
aLL 3prooucts ony £499.95

VIZAWRITE £99.95

LOGISTIX £9955

SUPERBASE PERSONAL £99.95
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EXPRESS PAINT

= Adds hundreds of sEecial effects to your Paintbox

m Provides 64 colour Extra HalfBrite mode

= Supports PALINTSC video standards plus overscan

= Powerful text processing with support for 24-pin and PostScript
|laser printing

PAGEFLIPPER

= Deskiop Video to animate your images: forward, backward and loop
animation sequencing available

m Loads IFF images to the limit of your system — 512K to 85 megabyles

m Plays lo-res images at 12 frames/sec, hi-res at 6 frames/sec

= Full overscan for professional video applications

IntroCAD

w Laserlike quad-density printer output enhances the simplest
dot-matrix output

m Low cost high powered CAD software specifically for the Amiga

u Flowcharts, floorcharts, block diagrams, interior design
Exploitthe Amigal graphics potentia: ALL 3 PRoDUCTS ony £99.95

i g

£34.95

£59.95

Complete Desktop Publis

VIZAWRITE DESKTOP £89.95
= Create text easily for export into a full scale publishing program
m Custom or standard proportionalffixed-width fonts
= All the features for a professional “DTP” look to your word processing
w Custom printer drivers for high speed, clean output
n Include graphic images in your documents
CITYDESK £09.95
m Powerful and flexible page formaiting with as many columns as you want
m Ransom Note Technology provides any number of font changes on a line
m Easy and creative text and graphics functions
m Print from Preferences or send to PostScript compatible printer
Complete with ART COMPANION
m Over 200 images on disk to enhance your output
| JET SET PRINTER UTILITY
| m Produce typeset quality from your HP Laser Jet Plus or compatible laser
printer and JET SET FONT ggUFDH
m SAVE ££€'s on any set of Jet Set fonts as listed in the
City Desk package
Extend your Amigas productiity: BOTH PRopucTs For onwy £149.95

Please send me:

PERFECT SOUND £79.95
m Stereo sound digitizer connecting via the parallel port
m Input sampled at up to 25,000 times per second
m Includes an editor to modify digitized sounds, library of pre-
recorded sounds and source code of both editor and playback
routines
= Available for AS00 or A1000
ECE Midi Interface £69.95
Lets your Amiga talk to your Midi hi-filinstruments. .. and vice versa
= Plugs straight into the serial port
= Contains a convenient RS-232 bypass port
Unparalled music opportunity for your Amiga:
sork prooucts Foronty £124.95

m NEC Drive mechanism
= Fully Amiga Compatible
m Excellent performance
= 35in

External £99.95
Internal £79.95

P= More
Memory—
g more
.. © Mmanagement
T package

T —

SUPRA 20mb HARD DRIVE £699.95
m Realtime clock with battery back-up for time and date retention

m SCSi expansion port

m Expansion through port

m Proprietary interface for burst data transfers of over 250 kbisec

m Available for either ASO0 or A1000

DiskMaster £34.95
m Time saving, mouse-driven interface to perform all standard file
management procedures

m View and manipulate over 70 files at once
a THE solution for Amiga file management —completely removes the
need to learn AmigaD05 commands

Turn your Amiga workstation into a workhorse:
: sorH prooucTsony £699.95

242222 222X XXX XTI 2 2 2 2 2
ORDER FORM Mail to: Precision Distribution, 6 Park Terrace, Worcester Park, Surrey KT4 7JZ, Tel: 01-330 7166

CALL YOUR

DEALER

OR POST

Software: Free postage and packing in UK Hardware & Peripherals: Please add £11.50 delivery charge

[cheque enclosed [ visa [_] Access/Mastercard
Please make cheques payable to Precision Software Ltd

Name

% 0 O I P

Address

A

THE COUPON

|Crcht Card Numier)
Expiry Date.

Signature

Postcode

YA /88
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FESTIVAL
COMPETITION

The Edinburgh Festival is
one of the world’s leading
festivals of art. This year
coverage will be extended
into the field of computer
art and animation as Amiga
Centre Scotland organise a
fringe event for Amiga
artists.

Against the festival
backdrop, an Animation
Workshop and Exhibition
will be held from |lth-20th
August and the results of
the Amiga Centre’s
animation competition will
be announced. The
competition entries must be
submitted on disk or PAL
videotape by 3lst July, 1988
and the work of the finalists
will be displayed at the
Computer Animation
Exhibition.

Entry details can be
obtained from lain Anderson
c/o Animation Competition.
Contact: The Amiga
Centre Scotland, 4 Hart
Street Lane, Edinburgh EHI
3RN. Tel: 031-557 4242,

m8

COMMODORE
CuUTsS

The Amiga continues to go
down in price when all
about go up. After Atari's
announcement of £100
increase, Commodaore have
announced a £100 reduction
to £399.99 (including VAT)
for the Amiga 500!

The new price point
was heralded at the recent
Commodore Show at the
MNovotel, Hammersmith. This
marks a new phase of bullish
marketing by which
Commodore hope to grab a
larger share of the UK
market. With ‘further
initiatives’ promised in
September, marketing
manager, Dean Barrett,
announced, “This is just the
beginning of a massive
marketing investment by
Commodore in the UK
market this year . . . all
aimed at making 1988 the
Year of the Amiga"

Compared to the Atari
ST, the Amiga 500 is now
ideally placed to draw
potential ST users into the
Amiga arena instead.
Hopefully, the net effect will

The Year of the Amiga?
be for software houses to
take the initiative and
actually program games
which take advantage of the
Amiga's superior architecture
to produce a new
generation of Amiga specific
games instead of inferior,
but entertaining, ST
conversions with improved
sound.

According to the latest
available figures, there are
600,000 Amigas worldwide
and this user base should
leap even higher with the
new price cuts. The
multitasking Amiga is already

establishing itself as a first
class games machine but the
applications are constantly
extending beyond recreation
into the professional
markets, including art and
design, CAD, video
production and education.
With a support budget of
£5 million, the Amiga is
starting to demand attention
at long last.

Contact: Commodore
Business Machines,
Commodore House, The
Switchback, Gardner Road,
Maidenhead, Berks SL6&
7XA. Tel: (0628) 770086.

AMIGA
ACCOUNTS

Almost as a direct response
to the journalist at the
Commodore Show who
complained about the lack
of an accounts package for
the Amiga, a missive flies in
from International Marketing
Services announcing the

release of . . . yes, you
guessed it, an accounts
package.

On the face of it, the
two packs seem to be fairly

CRYSTAL CLEAR
PRINTER

The launch of Data
Technology's new laser
quality CrystalPrint printer
brings liquid crystal
technology into the
marketplace.

As an alternative to
laser technology, LC
applications have a distinct
price advantage over laser
printers. Using a full paper
width Liquid Crystal Shutter
(LCS), the printer does away
with the need for a rotating
mirror but maintains a
resolution of 300dpi.

The CrystalPrint is

comprehensive, Pack | of
the PANmead businessware
contains three modules:
inveicing and sales analysis,
stock control, and sales
ledger. Pack 2 holds the
general and purchase
ledgers.

The packs appear to be
British made so they
shouldn’t need too much
tailoring to fit their purpose.
Contact: IMS/PANmead, 12
Seaforth Avenue, New
Malden, Surrey. Tel: 01-942
6512,

designed as a high quality
replacement for desktop
matrix printers and, as such,
is smaller than an equivalent
laser printer. The printout
quality is clean and
comparable to any laser
printer of similar resolution
and the paper tray holds 100
sheets maximum.

The printer is available
in two versions: the
CrystalPrint WP at £1149
and CrystalPrint Il for
£1499.

Standard emulation on

YOUR AMIGA AUGUST/SEPT 1988



pigs!

Maria Whitaker modelling the latest floppy disks! Chauvinist

o e

BARBARIAN Il OR BUST!

Palace are pawning more
shots at Maria Whitaker
around the offices again to
attract cur attention to
Barbarian Il — The Dungeon
of Drax.

However such low slung
manoeuvres won't wash with
us. Semi-naked men are not
sex symbols so here’s Mike
Van Wyjk with game
designer Steve Brown in a
pose likely to invoke Section
28.

The new game is not a
re-run of Palace's Barbarian
but hack action and stomach
churning effects still play a

large part. Barbarian Il is a
multiload action adventure
played over a mappable
landscape. Each load features
a menagerie of monsters
out for your blood.

The game should appear
sometime in August, or at
least before the PC Show in
September.

Contact: Palace Software,
The Old Forge Business
Centre, 7 Caledonian Road,
London NI 9DX. Tel:
01-278 0751.

THE EMPIRE’S
BACK

Darth Vadar and Co are
back again: Domark's follow
up to the immensely
enjoyable Starwars is called,
not surprisingly, The Empire
Strikes Back.

After flashing across
battlefields as Luke
Skywalker on a
snowspeeder, wiping out
probing probots as you go,
the AT-AT/AT-ST attack
begins. After thoroughly

wearing out your vehicle and
nerve endings, its time to
help Han Solo in the
Millenium Falcon to
remainder a few TIE fighters
and weave a pathway
through an asteroid belt.

On the way, the
invulnerability of a Jedi
knight can be gained for a
time by spelling out the
word Jedi through your
fighting prowess.

Contact: Domark, Domark
House, 22 Hartfield Road,
Wimbledon, London SWI9
3TA. Tel: 01-947 5622.

Crys

Print — the LCS alternative to laser.

the WP is to Diablo 630
standard but alternative
emulation can match the
standards for Epson FX-85,
HP Laser Jet Plus and Il, or
IBM ProPrinter Il. Standard
fonts are Courier in Medium
and Bold but optional font
cartridges can be added for
Prestige Elite, Times Roman,
Helvetica, Presentation
Helvetica and Letter Gothic.
The CrystalPrint Il is a
HP Laserjet Il emulator, with
Laserjet+ option, and
accesses HP font equivalents
through its cartridge system.
Optional printer driver
cartirdges emulate Diablo
630, Epson FX-85, HP
Plotter 7475A and IBM
ProPrinter standards.

Contact: Data Technology,
PO Box 49, Gt Missenden
HP16 OPA. Tel: 0753
868893.

BARGAIN
BUFFER

Den't consign your old
Commodore 64 kit to the
dole queue just yet because
Trilogic have found an
excellent use for it as
redundancy looms. For
£34.99, the Amiga Printlink
1A allows an Amiga to be
inter-faced to the old
Commodore serial printers
and for £10 more any
Centronics printer can be
accessed through the
Printlink IB. This is no

ordinary cable link, however,

because the Cé4 is used as
an integral 60k printer
buffer.

Equivalent 60k buffers
would normally cost around
£150 and serial printers
would not be accessible, so
the Printlinks provide a
saving for Centronic users

but an even greater saving
for serial printer owners.
The Printlink kit consists of
a cartridge which forms the
operating system for the
Cé4/buffer and a connecting
cable to the Amiga. Printer
connectors, such as that
shown in the picture, can
also be purchased from
Trilogic but it is assumed
that these will already be
owned by the user.

As Trilogic's joint
managing director, Graham
Kelly, says, “Thanks to
Printlink, upgrading is now a
much cheaper process as the
new Amiga owners can now
make use of their old
equipment.”

Contact: Trilogic, Unit |,
253 New Works Road,
Bradford BDI2 0QP. Tel:
(0274) 691115.

YOUR AMIGA AUGUST/SEPT 1988
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FIT TO PRINT

Epson are smarting from the
introduction of a punitive
33.4% levy on all imported
Japanese printers. To
minimise the effect of this
toll, the whole range of
Epson printers has suffered a
small overall price increase
ranging from £4 to £30.
Jenny Lynn Jones,
Epson's printer business
manager admits, "This levy
will hurt Epson. It will hurt
our profitability,’ ominously
{or am | too sensitive)
adding, "It will hurt our
investment in the UK
Meanwhile the 24-pin
printer competition hots up.
In addition to Epson’s LQ
series, OKI and Star
Micronics have recently
launched two new machines.

""""""

OKI's new 24 pin professional printer.

with IBM Proprinter, XL24
and Epson LOQB00/1000
emulators.

The features are now
fairly standard offerings of
supplementary cartridge
fonts which can be displayed
in the usual variety of styles
(including proportional
spacing, underlining,
super/subscript), front panel
font pitch and quality ;
selection, push tractors with
a pull option for difficult
stationery, and hex dump

With the desktop
market in mind, The OKI
Microline 390/1 machines
are small table top units

The LC-10's big brother — the Star CIJ-Mprﬂ!

debugging facilities. Both
models also include a 16K
buffer.

Star Micronic's LC24-10

machine is a 24-pin version
of the well-received LC-10
and LC-10C machines which
were much in evidence at
the Commodore Show. The
specification is very similar
to the OKI machine but
with a choice of four
different fonts instead of
one. S

Like the LC-10, the new
machine also features ‘paper
parking' which m&:ms that
tractor drive
withdrawn from the paper
path by the rear-mounted
tractor feed. This means
that single sheet paper
feeding does not mean an
awkward replacing job when
conthr;:ms- sheets are

ired again.
requ_n‘e 7K buffer is

emented by an optional
32K RAM cardbyﬁidm. €
back-up and the LC24-10
price is £379.
Contact: Epson (UK), 388
High Street, Wembley,
Middlesex HA9 6UH. Tel:
01-902 8892,
OKI, Techitron Data,
750/751 Deal Avenue,

Slough Trading Estate,

Slough, Berks SLI 4SH. Tel:
735) 312920.. .

Star Micronics, Craven

House, 40 Uxbridge Road,

Ealing, London 2BS. Tel:

0I-579 2259,

COMPUNET
UNLIMITED

At last, it seems that any
modem linked Amiga can
access the Compunet
system, thanks to the work
of Eddy Carroll. Before
Eddy’'s wonder program
appeared, anyone wishing to
log onto the network could
only do so with an
expensive Hayes compatible
modem. Tests are still

continuing but so far the
Demaon, Prism 2000 and
OEL modems have all been
put through their paces
successfully.

Eddy Carroll is probably
best known for the Edterm
terminal software for the
Commodore 64. As a keen
Cé4 Compunet user, he
wanted to gain access
through his new Amiga but
begrudged spending a three
figure sum on a new
modem. In two weeks, after

numerous mailbox
consultations with Dave
Parkinson of Ariadne
Software, Eddy logged onto
Compunet with his Amiga
via his beloved DEL modem.
One small step for Ed but a
leap for modem-kind.

Although the new
terminal software is still
undergoing tests with
various modems — including
WS 2000, the Nightingale
and Tandata — the signs
seem to be that it is a
successful all-purpose
terminal. For those
members or non-members
who can't log on as yet
further details can be
obtained from Compunet's
editor, Jane Firbank, at
Chichester House.

The Compunet
membership can also take

advantage of the special low-

cost, 'bulk buy’ time
charges. For less than £25
per quarter, regular
Compunet users can enjoy

unlimited offpeak time on
the network (6.00 pm to
B.00 am and all day Saturday
and Sunday). Occasional
users can take advantage of
choosing to pay £12 per
quarter but connect time is
charged at 60p per hour.

These charges compare
favourably with the new
Prestel/Micronet costs and
the price for connecting
into the Compunet
PartyLine chat service is £1
per hour, compared to
Micronet's £1.80.

Compunet has been
running for four years now
and is specifically designed
for Commodore 64, Atari
ST and Amiga users. This
allows the network to offer
advanced features which go
beyond the normal Viewdata
system.

Contact: Compunet
Teleservices Ltd, Chichester
House, 278-282 High
Holborn, London WCIV
7HA. Tel: 01-997 2591.
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< [HAPS ACADEMY Craps Academy will enable you to shoot craps with the best
gambiers in the world. Learn which bets are favourable and which bets are for the
suckers. Animated dice give you realistic playability while fearning what the B8
numbers on the table mean, and how and what to bet. The table rules can be modified B
ta adhere to the Las Vegas, Rena or Atfantic City house rufes. Increase your winnings § =
with Craps Academy. Amiga - £24.99

EBONSTAR The year is 3,000 AD. Man's natural instinct for competition has been [ESS
intensified to amazing levels. This has resulted in Ebhonstar - where you hurl your J
opponents into the ever-moving synthetic black hole while avoiding obstacles and | 9%
attempting to destroy the Ebonstar. Played with one to four players and individuals or

teams, skill and strategy reign supreme in Fbonstar Amiga - £24.99 b

///% %7/ ACTIVISION]

S 2 .

Mail Order: Actnvision (UK) Ltd, Units 3 & 4 Lloyds Close, Finedon Road Industrial Estate, Wellingborough, Narthampton NNV8 45R. Tel: (0833) 76768,




Pinlk Pantherxr

Our in-house Clouseau,
Gordon Hamlett, puts
the Pink Panther

through its paces.

on offer then it's off to the department store in
order to stock up on a few items guaranteed to
impress a prospective new employer. These change
depending on the job desired but in order to buy
some of the items and so land the very top jobs,
Pink Panther needs to have earned some money by
stealing from less wealthy houses.

Once he has been accepted for a job, Pink
Panther can get down to the serious business of

M It seems hard to credit that in the original
film, the Pink Panther was a famous jewel. We have
become much more accustomed to seeing either
the cartoon series or the Inspector Clouseau films
starring Peter Sellers, that keeps the title going.
Indeed, the game Pink Panther from Gremlin stars
the former and features the latter. The jewel seems
to have been totally forgotten about.

As usual, Pink Panther is broke. While the high
life is a lot of fun, it also has a lot to answer for.
One way of raising some much needed cash is to
take a job, and the position of butler seems to be
ideal. Not for the job's sake of course, but because
it would provide a perfect opportunity to gain access
to a series of large houses from where Pink Panther
can rob the owners blind.

A quick trip to the job centre to see what is

casing the jeint with a view to filling his swag bag.
Obviously, night time is the best time to do this but
there is a slight snag. All his employers turn out to
be sleepwalkers.

This means that Pink Panther has to guide his
master safely through the house, making sure that
he doesn't trip over or bump into something or do
anything else that would cause him to wake up and
discover the nefarious goings on.

As if that wasn't enough, Inspector Clouseau
is hot on the trail of Pink Panther. For years, he
has been trying to catch up with him and has now
nearly succeeded. 50 not only does the master have
to be shepherded around, but the bumbling
detective avoided as well.

Basic control of the sleepwalker involves
nothing more than shoving him backwards and
forwards. This is fine as far as it goes but in order
to move round the house, Pink Panther has to make
sure that his boss follows him. There just isn't
enough time to rush around, steal things and get
back before a collision with a wall.

Controlling the boss from afar invelves making
use of items casually pocketed on your travels.
Catapults can make him change direction, see-saw
boards are useful for getting over obstacles and
there is always the blow-up plastic Pink Panther. Mot
only does this turn the boss round, but it also proves
to be a neat distraction for Inspector Clouseau. A
more permanent way of getting rid of him though
is to get him to fall into one of your portable holes,
something no respectable burglar should ever be
without!
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Pink Panther

Fublisher: Magic Bytes
Suppliers: Gremlin
Alpha House

10 Carver Street
Sheffield

SI 4FS

TEL: (0742) 753423

Graphics 21
Sound I7

Gameplay 8
Value 10

The game looks very good indeed with a nice
cartoon feel to the graphics. Sound is similarly
excellent but, and it is a big but, the gameplay is
disastrous. Manipulation of objects within the game
is far too complicated. The objects are frequently
unidentifiable and by the time you have worked out
what you think you might like to try, your master
has hit a wall and you have to start all over again.
Mot helped by a poor set of instructions, badly
translated from the German, all this has the effect
of rendering the game far too difficult in the initial
stages. Consequently, there is no compulsion to
have another go.

It may be that with perseverence, you could
get to enjoy this game. As for myself, | found
nothing in the initial stages that made me want to
load it in again. 4
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B Finding new products at the Commodore
Show is becoming increasingly like trying to find the
proverbial needle in the haystack. More and more,
stands are being taken by dealers and distributers,
all offering a wide range of discounts on both
software and hardware. This is a quiet period of the
year at the best of times and many companies were
obviously waiting for the PC show in September
to launch their new products in time for the
Christmas market.

From Commodore itself comes a story
guaranteed to annoy anybody who has just bought
an Amiga but which will delight those of you about
to assault their piggybank. The price of the A500
was officially cut by £100 to £399.99 including VAT
All Commodore products are to be supported by
a heavy advertising campaign and it is likely that there
will be a special pack bundled together in time for
Christmas

Also on the hardware front, there was a lot
of interest in mass storage devices. Nortable among
these was Burocare who was showing a removable
hard drive system. Although initially expensive at
£895, you can add as much extra memory as you
require. This is in the form of 20Mb cartridges at
£50 per cartridge. This gives you an effective infinite
hard disk system. Compatible with all three Amiga
models, each cartridge can be formatted to use
either standard Amiga-DOS or M5-DOS formats.
For further information, phone Burocare on 01-907
3636,

Just because you have upgraded to an Amiga,
it doesn't necessarily mean that your Commodaore
64 is now obsolete. Trilogic has released two Print
Links, which connect your Amiga to your Cé4
allowing you to use your old machine as a 64k
printer buffer, something normally costing
somewhere in the region of £200.

There are two models available. The cheaper
model (£34.99) is for use with serial printers only
whereas Print Link IB at £44.99 has an extra
interface allowing you to hook up to both serial and
parallel printers simultaneously. Trilogic can be
contacted on 0274 691115.

Programmers may be interested to know that
there are now a number of different languages
available to them. Metacomco is a notable leader
in this field and three of their products are likely
to be of interest. ABasiC, which was originally
bundled with the Amiga is now on general release
by popular demand, although in a much enhanced
version. Features include named routines, syntax
checking. extensive debugging facilities, a full screen
editor and M5-DOS compatability.

Metacomco Pascal has now been updated. The
new version of this single pass compiler includes
OTHERWISE in CASE statements, dynamic strings,
full 32-bit pointers, extended RESET and REWRITE
and enhanced I/O error handling. The manual has
been totally rewritten and includes many examples
of how to use the new features. Owners of version
| can upgrade for £38.50, otherwise the package
will cost £89.95. Finally, by the time you read this
article, there will also be a version of
MICROPROLOG available for the Amiga. Further
details from Metacomco on 0272 42878|

Anybody looking for a wordprocessing package
at the lower end of the price range, could do alot
worse than ask for a demonstration of KindWords
from their dealer. Released in the States last year
to considerable critical acclaim, KindWords allows
you to incorporate colour graphics in your text
The image can be cropped and manipulated using
up to 16 colours

Different fonts can also be included in your
text — the program uses a WYSIWYG format. Also
included is a 20,000 word spelling checker. This is
based on an American dictionary although an even
larger British version is promised in the near future
The latest 1.3 printer drivers are all fully supported

KindWords will cost just £49 although the Disc
Company have yet to finalise their distribution
outlets over here, so details are not yet available
as to where it is available from. Hopefully though,
it should be in the shops by the time you read this.

KindWerds will alse feature in a bundled
package called The Critic's Choice Productivity
Bundle. The other two programs are Maxiplan, a
highly acclaimed but simple to use spreadsheet and
Microfiche Filer, a database. The bundle will retail
for £149.95, a saving of £55 over the individual unit
COSLS.

Games news was very thin on the ground at
the show with none of the larger companies taking
stands. Interceptor from Electronic Arts, a
flight/combat simulator looks likely to be a spec-
tacular success. Adventurers can look forward to
Corruption from the pens of Magnetic Scrolls —
their first ‘serious’ adventure in which you get
invalved with insider dealings, murder and drug
trafficking. Mandarin Software are planning to
release a package of three games called Lancelot
featuring the Quest for the Holy Grail and other
Arthurian stories. On the arcade front, Robtek have
indulged in a taste of nostalgia with a triple pack
featuring Bouncer, Swooper and Brands Hatch,
respectively Breakout, Galaxian and Pole Position
clones. JA
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the Ilith Commodore
Show at the Novotel
Hotel in the beginning of
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PROGRAMMING

C : Setting

be typed into an AmigaDOS CLI window. To
. this effect, it is advantageous to keep a separat
Operating your C compiler startup disk for programming with: 2
which does away with the Wg

can be a confusing chore, even  aitogether and sets up a pair of
A CLI window is an Amig

with the manuals at hand. which you can type commap
J time you will see a CLI

Marik Burgess explains how to  Workbench disk is inseg
Aoy is switched on an

make compiling programs ‘AmigaDOS' appears
‘Use preferences too

easy. Each CLI window ¢
separate computer

in the jargon, each
B C has probably become the most N 'g|.|a.,-mg WO

important language for an Amiga owner to .o ononc b e
learn. In this article we explore the tasking nature of the A
preliminaries of setting up the Amiga for

programs by, for example

When the Amiga boots up a Workbench di

s window. Th
tain a cof

thi

it uses the contents of a file called "startup-

sequence’, which lives in the 's’ directory, to

determine exactly what takes place. This file
e altered to reprogram the workbench
ne_most suitable way, Type:

programming in C with the aim of creating a
neat programming environment which makes
the most efficient use of the Amiga's resources.
Programming the Amiga involves three things:
B Setting up the Amiga as a
programming environment
B Learning a programming language
B Creating programs

Setting up a computer in the most
efficient way is a process of evolution
which often takes months or even years
of experience so it's worth taking a look
at some hints about using compilers.

The C Compiler

Al of the specific examples whi
in this series refer first and fore
Lattice C compiler (Vers
been adopted for the sé
implementation of Ciwith ace:
Amiga's facilities ang
being the Amiga/con
The Lattice §
disk (whose
which contains
libraries requip
The Lattice € disk is'
so when programm
it in collaboration
The simplest
is to leave it &
Amiga handle the
the important files
AmigaDOS ‘batch i
AmigaDOS comma
is to set up a compan
basic utilities required
program is reduced to o

Using The CLI

Programming in C means sacrificing
Workbench utility and icon driven approac
to AmigaDOS when using the compiler. The
reason for this is that the Workbench is a
clumsy environment for programming. The
commands which operate the C compiler must

a program is being compiled

CLI windows are norma
their startup icon hidden from view o
Workbench disk. The initial AmigaDOS een editor
window is closed down by the standard and leaves the editor window showing the usual
Workbench startup sequence. On some Amiga  set of instructions which are issued at startup.
systems there is not even an icon on the Delete all of these by pressing.CTRLB unti
Workbench disk, enabling a CLI window to be
opened, up until some steps.é
configure the systen

The
re o

Batch Listing 1

newcli con:0/20/550/180/CLI : Command—Window
newcli con:40/50/600/180/CLI : RAM-C-Compiler
copy cc to ram:

makedir ram:T

endcli

hat the Amiga will automatically start up in  file, type ESC X and press return. The 1>
2 programming mode. But, in order to do this,  prompt should now be back on screen. This
it's actually necessary to use a CLI window! sequence of commands causes two overlapping
The first step is to make a copy of the ~CLI windows to appear instead of the
Workbench disk for butchering. Under ne  Workbench. In addition it copies a compiler
circumstances use the original workbench disk  control file ‘cc’ to the ram disk and creates
for this purpose. The copy can be performed  a temporary file directory in RAM: before i
using the Workbench by following the closing the original CLI.
instructions given in the Amiga's user manual.
Dnce you have obtained a copy, boot up the CQmpiler Control
chine with that copy and proceed with the
tep which is to alter the way the Amiga  The next step is to create the file called ‘cc’
5 when it is booted. First of all, we need  which will control the C compiler. ‘cc’ is called
dow, a batch file: it contains a sequence of
several ways of obtaininga CLI  AmigaDOS commands in the form of a
t convenient of these is a  program which reduces the process of
has the advantage ~ compilation to the single command:

g_rescue the .
EXECUTE cc program

the

start up. |

*** BREAK

mi4
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Listing 1
_{*iitﬂtinntwh*i!ttnti!tinl*'ianwa-ta-tt-ftt-tttrttntnIttlttnt,‘

/* Short Poem L

j*il*il*iliriltiiiilfiiiiiiiiﬂnttkiintwﬂ**!*w*liullinnft-ttnt';

/* Reprinted from C: A Dabhand Guide - M. Burgess */
i by kind permission of Dabs Press o'

#include <stdio.h>

main ()

1

printf ("Astronomy is %dderful \n".1l):

printf ("And interesting %d “\n",2):

printf ("The ear%d volves around the sun \n",3);
ench disk printf (“And makes a yvear %d you \n".,4):

.Tc:-make printf (“The moon affects the sur %d heard “\n".5):

in the directory df0: i
compiling programs. This wi
di of the customigze
default director)

I : printf ("By law of phy%d great \n".6):

e type: printf ("It %d when the the stars so bright \n".7);
printf ("Do nightly scintill%d \n".8):

ed df0:cc printf ("If watchful providence be%d \n".9):

printf {("With good intentions fraught \n"):

printf ("Should not keep up her watch divine \n");
printf ("We soon should come to %d \n",0);

¥

or simply

compiler 'lcl’. If the first phase of the compiler Tidying UP the Custom

succeeds, it generates a temporary file called Disk

@gram.q containing an intermediate

lation of the program known as a quad  Ajthough it-is possible to use this customised

disk exactly as it stands it does not leave very

e batch program checks that this has .k reom for programs. There are many

been created and if not quits with the message  adundant files on the disk which are of no use
fompile Falled’. If ol goes well with the programmers. For example, the entire

compilation, the second phase of the compiler  EFONTS directory can be deleted from the disk

ing the ¢ and the linkerare called up, finally resultingin ~ \ith no harmful effects. The expansion
that ED works, the very  the compiled program. Notice that the directory and the Trashcan directory are

d be split into two by the DELETE statements throughout the batch  Loqyndant. Programs like the clock and the

| program delete unwanted files minimising the o tepad could go. The only directories which

amount of RAM used up by the compiler. This you must not delete are DEVS, L, S, T and LIBS

is important when writing long programs of  gince these are required by the system.

a thousand lines and thereabouts, since RAM

is scarce on a 512K machine. creating Program Text
Having created these two files on your

disk, the Amiga is ready for programming. Having created the environment for

Now reboot the Amiga to see the results of  programming, the compiler is invoked with the

| this handiwork. instruction:

A no spaces before it.
is long and is
lines in this

longest line cou
editor itself.If this happe

Listing 2
',IIIIIIIIIIIIII'I'I'I"I"I"I'I"'I"I"I"I‘l'll‘l‘!!ll!!ll!!!!ﬂ!!.kﬂk‘f
i bl
/* Prime Number Generator #1 s
. o
TR EEEEsessessssssasaRaea AR R AR
/* Check for prime number by raw number */
i i /* crunching. Try dividing all numbsra */
Batch Listing 2 /* up to half the size of a given 1, if */
. /* remainder == 0 then not prims! Ry,
.Key file,optl,opti,opt3d
#include <stdic.h>
asaign LC: Lattice_C:c i 5
assign LIB: Lattice C:lib e s ™,
agsign LINK: Lattice C:c #define falae o
lr not_ exa.ﬂt.s "(file)hc" ’---llu..ullcu-bo.blc-I--.I--------i---i-iiiiiitiit"'
echo "File not found" /* Leve o
Cd dfn.. ‘Jlcod.oou.c.o..----.------------------i-iiiiittttt,
quit 0 main ()
endif { int i;
copy <file>.c to ram: for (i = 2: § <= maxint: 144}
cd ram: ! SR
if (primeiil)
{
LC:lecl <optl><cpt2><opt3d> —ilattice C:include/ printf ("&5d",i):
—ilattice C:include/lattice/ —ilattice_C }
:include/exec/ —ilattice_C:include/intuition/ <filel y '
. o - o SRR R R R AR IR AR R AR R A AR AR RN T AR
if not exists "<(filed.g 2% Larnl 1 .
echo "Cocmpjle failed.™ e e R e
cd df0: prime (i) /* check for a prime number */
quit 0 ) L
endif int i;
’ f int 3;
delete <file>.c : :
LC:1lec2 <file> for {j = 23 F <= j/fd: T44)
i
LINK:alink FROM LIB:c.o.<file>.o TO <file>.x it :' A=
1ik LIB:lec.lib,LIB:amiga.lib return (Lalsel:
1
delete <file>.o '
copy <filed . x to 4Af0: return (true}:
cd dfD: Jd J
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PROGRAMMING

EXECUTE ram:cc <program-id>

Try this out with the example program
shown in listing |. The compiler demands that
the filename of C text must end in "¢’ so type
for instance:

ed poem.c

and carefully type in the program exactly as
shown using the editor. Remember that the
programmer’s greatest enemy is the keyboard:
one small slip of the fingers can spell dozens
of errors from the compiler!

Once typed in use ESC X to save and
exit. Now type:

EXECUTE ram:cc poem

to compile the program. Be careful NOT to
type the "¢’ at the end of poem: the compiler
will automatically look for this suffix. If you
type it. you will end up with the message 'Can't
open poemic.c’. If all goes well, the program
will take a few minutes to compile. There are
three phases: Phase |, Phase 2 and a Linking
phase. The linking phase often takes a
disproportionate amount of time to run, so
don't worry if you are waiting for a couple of
minutes. You will find that the time taken for
the linker to complete its work does not alter
much with the length of program you have
written.

The finished code 4s stored under the
name poem.x. To execute the program type
simply:

poem.x

and press return. If you have not made any
mistakes, the result should be:

Astronomy is Iderful

And interesting 2

The ear3 volves around the sun
And makes a year 4 you

The meon affects the sur 5 heard
By law of phyéd great

It 7 when the stars so bright

De nightly scintillg

If watchful providence be?

With good intentions fraught
Should not keep up her watch divine
We soon should come to 0

Personal Preferences

There is no compulsion to stick rigidly to the
prescription given here. For example programs
can be typed in using the AmigaDOS screen
editor called ED, or you may prefer to use a
wordprocessor such as Scribble! (MNote:
Textcraft and Wordperfect are not suitable for
this purpose since they do not create pure
ASCIl text files.) You may also wish to copy
some commonly used CLI commands from the
disk to the ram disk. This can save a lot of time
burt it is wasteful on memory. For example:

COPY C:DELETE TO RAM:
COPY C:ASSIGN TO RAM:

Basic Features of The
Example Programs

Before starting a systematic introduction to the
vocabulary of C it is instructive to note down
the basic features of the example programs
contained here.

A C program is built out of black box
objects called functions which are connecred
up to make programs. A function in C is a very
flexible object: it embodies both the
procedures and functions of other languages.
It is really just a general kind of subroutine.
A function has a name followed by parentheses
()’ and is enclosed by curly braces { and }.
Every C program has to have at least one
function which must be called main(): this is
where a program begins. In example | the
program has only one function. Example 2 has
two functions. The () parentheses. are
required even when there is nothing in them.

The statements of a C program are
usually written one per line. These can be
made up of function calls and assignments and
comparisens in the usual way. Notice however
that each complete statement is terminated by
a semi colon.

One invaluable function which is provided
as a standard part of the input/output library
for Ciscalled printf or print-formatted. This
function provides a magnificently versatile way
of printing text to the screen. The simplest
way of using it is to write:

printf (*..some string..."");

More generally variables can be inserted by
using a “control sequence’ inside the quotes
and listing the variables after the string which
are then inserted into the string in place of the
‘control sequence’. To print out an integer
“%d"" is used as a control sequence:

printf (“Integer = %d",someinteger);

The variable “someinteger’ is then printed
instead of “%d". The more exotic uses of
printf() will be explored later on in this series.

The word ‘int’, which crops up in the text,
signals the fact that the variable concerned is
an integer-only type of variable. Notice that
C does not use the "%’ naming convention to
represent integers in the way that BASIC does.

Example 2 contains some simple
arithmetic devices ++ and %. ++ is a neat
operator which means 'increment by one’. So
the statements

i++;
i=i+ I;

are in fact equivalent. % is equivalent to the

mié

MOD integer division operator in BASIC.
A feature common to both examples (and
common to nearly all programs) is the:

include <stdio.h>

instruction at the very start of the programs.
This means include a disk file and treat it as
though its contents were part of the program
text. Include provides a mechanism for merging
programs and parts of programs which are
stored in different files. The particular file
stdio.h is the standard input/output ‘header” file
which contains basic definitions required by all
of the input output functions like printf. This
is usually the starting point of a program.

The define lines are C's macro facility.
The statement:

define name rest of line

defines 'name’ to stand for whatever string is
on the rest of the line. The macros
furthermore are pure text substitution, so the
macros may be composed of anything at all.
Normally they are used to define names for
useful constants so as to improve the readability
of programs.

The final construction to notice in the
examples is the comment brackets:

o il

Everything enclosed by these markers is
ignored by the compiler and is discarded from
the program. The slightly curious LEVEL labels
which can be seen in example 2 will be
explained in more detail later on in this series,
They are in fact part of a simple program
grganization technique which has been coined
‘Burgess structuring’ after a lictle Known
author of the same name. yA

Things to Try

Try typing in the program in listing 2 and
compiling it. Listing 2 is a more involved
program than example | with far a greater
potential for typing errors, so it should
serve as good experience in debugging.

Another useful exercise is to actually
introduce errors into programs on purpose
and to try compiling them over and over
again. This is a good way to become accus-
tomed to the behaviour of the compiler
and its error trapping system and will be
good experience for dealing with more
complicated combinations of errors at a
later date.

In the next issue the flavour of the
tutorial changes a little to look at some of
the rich vocabulary which C and its libraries
have to offer programmers and to some
of the applications which might harness the
powerful facilities on offer.
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Unit 1A, Willowsea Farm, Spout Lane North,
| Stanwell Moor, Staines, Middx TW19 6BW
| Telephone: 0753 682988
! I"
.3 SOFTWARE
1 Dur Dur Dur
i Title 5P Price Title 55P Price Title Price
. Arkanold .........ciiniiiens .....£24.95 E£18.50 HR35 . .--..£E9.956 E7.50 Red October .......................... £21,98 E£16.50
; Alien Strike...... £24.95 £18.50 Hacker 1 &2 . ..E28.95 £12.00 Rockey......... ] E7.50
: Archon 2 .. £29.96 £21.50 Hardball............. ...E24.96 £18.50 Roadwars .. - : £15.50
! Archon..... ey £29.95 £21.50 Hollywood Poker. ...E19.96 £15660 Roadwar 2000 .. g £18.50
' Arena/Brattacus .. £34.95 E£24.75 Hollywood H|||m= F ..£29.99 ' £21.50 Return To Atlal‘l[li £24,95 E£18.50
] Araroks Tomb................. £28.76 £20.50 Hitchhiker .. £29.99 £21.50 7 Cities Of Gold.. £29.96 £21.50
1 ArEte FOR .oiiveeanminbrinne £29.95 £21.50 Infidel .. £29.99 £12.00 Star Wars.. £19.95 £15.50
| Adwv. Con, Set..... £29.95 £21.50 Indoor Sport £19.50 £15.50 Strike Force Harrie £24.99 £18.50
Backgammon .. £9.99 £7.50 Impact.. £14956 £9.75 Surgeon £49.95 £32.50
Battleships....... £19.95 £15.50 Ins.anlly Flght £24.95 £18.50 SDl it £29.95 £21.50
' Blackshadow £24.95 £18.50 Jat .. £39.95 £268.50 Strip Pnker SR R s £9.95 £7.50
' Bard's Tale ... £24.95 £18.50 Jinxtar.. £2495 £18.50 Skyfigh = £14.95 £11.50
i Bayond Zork . £24.99 £18.50 Jewel Of Darkness . £19.95 £1550 Swuupsr £19.95 £15.50
Borrowed Tim £24.99 £12.00 Jump Jat .. £14.95 £10.50 Saconds Out.. £19.99 £15.50
Bubble Bobbla.. £24.99 £18.50 Jigsaw Mania.. £9.95 E£7.50 Slaygon... £19.95 £15.50
Bureaucrac\r.. £34.99 £24.75 Kickstart 2._... .£9.95 E7.50 Side Winder . £19.99 £15.50
Barbarians . £24.95 £18.50 King Chicago.. £2999 £21.50 Space Quest .. £29.99 £21.50
Blastaball..... £9.99 £7.50 Knight Orc ....... £24.95 £18.50 Space Battle .. .£9.95 E£5.50
Balance Of Pow £39.95 E28.50 Karting Grand P .£995 £750 Spellbreaker. .. £2995 £12.00
Ballyhoo . £2999 £2150 Joe Blade ... .£9.99 §£750 Space Ranger. £9.99 (750
Backlash ... £19.95 E£15.50 Karate Kid 2 £24.95 E£18.50 Skyfighter. .. £14.95 E£11.50
Ball Raider .. £19.95 £15.50 Karate .......... £19.95 £15.50 Starways.... ...£24.95 £15.50
BRSO i BB E7.50 Kampfgruppe ... £29.99 £21.50 Suspended ...£29.99 £12.00
Cham, Gaolf £34.99 £24.75 Kwasimodo ... £9.9! £7.50 Super Huey ..£19.989 E£15.50
Chassmaswt : £24.95 £18.50 King's Quest Pk. ..., £24.99 £18.50 Suspect....... £29.99 £12.00
Chom Ry - E9.98 E7.50 Las Vegas £9.9! £5.50 Sorceror . ..£29.99 E12.00
Cham Draughls- P e iEe ETBD Lurking Horror £24.95 £18.50 Srationfall ...£29.99 £12.00
Crazy Cars . 2 ...E24.50 E18.50 Leviathan £19.95 £18.50 Starcross., ...£29.99 £12.00
Cruncher Factory.....................£9.9 £5.50 LCP.. £34.99 £24.75 Star Glider .. ...£24.95 E£18.50
CULERrOBtS ...oivvvaiivaninniininn E22.99 £12.00 Leaderboard . £24.95 £18.50 Silent Service. ...£24.95 E£18.50
ERMARIRT . i s GRS BRSO Leaderboard Tourn £9.99 £7.50 Silicon Dreams «E19.95 E£15.50
Dark Castle ....... £24.95 £18.50 Leisure Suit Larry . : £24.99 £18.50 Skyfox ... ...£14.95% £11.50
Defender Of Crown ................£29.95 £21.50 Leather Goddess............ £29.95 £21.50 Shadowgam ..E£E24.95% E£18.50
Diable ........ e - e Marble Madness .......... £19.95 £15.50 Spaceport.. «£19.95 E15.50
Deja Vu . R e - | TR Ay e Mind Forever £34.99 £24.75 Sinbad Thro ..£29.95 £21.50
Demolition ....... £89.95 E£5.50 Mercenary ........ £24.95 £18.50 Sinbad..... £39.95 £24.75
Dr. Fruit .£9.95 £550 Mindshadow, £24.99 £12.00 Shanghai . £24.99 E£18.50
Destroyer £24.99 £18.50 Moebius 21.70 £16.75 Seastalker £29.99 £12.00
Deadling ............... .E28.99 £12.00 Maoon Mist . £29.95 £21.50 Terramex......... £29.95 E£15.50
Deep Space . .£24.99 £18.50 Mouse Trap £14.95 £11.50 Temple Of Aps £24.99 E£18.50
Earl Weaver. .£24, £18.50 Mean 18.. £29.92 £21.50 Terrorpods .. £34.95 E£18.50
Enchanter . : : £12.00 Mission El £19.95 £15.50 Trinity .. £34.99 £12.00
Eco.... .E24, £18.50 Mission ... £9.98 £7.50 TR i s £19.99 E£15.50
Eagles Mes i : £15.50 Ninja Mission £9.98 £7.50 Time Bandits ..., £19.98 £13i.50
Firepower - : £18.50 Makamoto., £9.99 £7.50 Thai Boxing .. £9.9 £5.50
Ferrari For. 1, LE24, £18.50 Nord & Bert £24.95 £18.50 Test Drive ... £24.95 E£18.50
Final Trip S ...£9.99 E£B.BOD Dihellio : £9.99 £7.50 Tass Timas £24.99 £12.00
Flight Sim. 2 . - : £32.50 Obliterator ........ £24.95 £18B.50 Ultima 3 ..... £24.99 £18.50
Feud ., : £7.50 re .. ik £24.99 £18.50 Uninvited . E29.95 E£21.50
Faery Tale Adv .£49.99 £32.50 ONR DN OB irrosineinsioesssiie £29.95 £21.50 UmMS. . £24.95 £18.50
Football ForTUﬂ&s £24 95 £18.50 Pawn . £24.95 £18 Vaders . £9.9 £5.50
Garrlso-'l £24 95 £18B.50 Portal e £34.99 £2250 Wishbringer £29.99 £21.50
Grid S1a : E9 956 E£7.50 Ptes............ E£14.95 £11.50 World Games £24.99 £18.50
Guild Df Thle'u'ﬂs : £24 99 £1850 Planetfall £29.99 £12. Witness ....... £29.99 £21.50
Goldrunner. . £24 95 E£18.50 Port OF Cal . E£26.50 Winter O £19.95 £15.50
Grnome Rangﬂ £14.95 £11.50 Phantasie £18.60 Waestern E18.95 £15.50
Galactic Invasi £24 95 E£18.50 Phalanx ... E5.5 Winter Games £24.99 £18B.50
Golden Path _....._ £19.95 E£15.50 Power Pla E15.60 Henon ... £19.99 £15.50
Zorks 1— £2999 £12.00
UTILITIES
O Our Our
Tithe S5P FPrice Title L5 Price Trtle 5. Price
AU s oo e n £39.896 | E32.60 Diga . R R R T Pro-Video.. £159.95£127.50
AC FOrtran............... .E£295 . 00£202 .50 Draw Plus .. E18B4.0£135.00 Rock 'n’' Roll . £9.9 £7.50
AL PRt L e B E T Express Pain _£79.95 £62.50 Shakaspﬂale £129.95£105.00
Arts Part 2 A Future Sound 175.00£155.00 Superbase Pro . £249 95£185.00
Assembler 3 Hai Calc .. .£569.95 E42.50 Superbase .. f9 95 £72 50
Animator Images VE103.50 E75.50 Hot & Cool Jazz . ..E9.95 E7.50 i £57.50 £39.50
Acquisition 1 JEZ Instant Music .. .£29.95 £21.50 £99.95 £72.50
Analyze 2 Y Lazerscriptl Driver .. ..:.£32 956 E29.50 £99.95 E£72.50
Audiomaster .. R EERRR Lisp...... Ao .£149.95 F£95.50 £49.95 £34.50
Animate 3D ...........ccorvninnrenn £ 1 Lattice C 4.0 ................ L.E172.60£122.50 K Sega Assembl £49.95 £34.50
AC Basic ........ £1 Lattice C Develaper ... . & POA Seasons and Holndavs .E9.9 £7.50
Butcher . e L Microfiche Filer ... ..E79. 95 £62.50 Toolkit _. £39.95 E£29.50
C64 Emulator .. Modula 2 Develop .£149.95£110.50 TV Text . £99.95 E72.50
City Desk., Modula 2 Std. ... ...£99.95 E69.50 TV Skew. £99.95 E72.50
CLT Mate ... Modula 2...... (£129.95 £95.00 Visa Write . £99.95 £72
The Calhgranher Maxiplan Plus _£149.95 £102 50 VIP Pro.. £228 25 £165.00
NN NG, o iins s i Music Studio. ...£34.99 £24 75 Vldenacape an £143.75£110.00
Deluxe Music Micro APL ... .£98.95 E72.850 Video Titler ... _E71.30 E5050
Delux Video Maraudar 2 . .£35 95 E29.50 Word Perfect 4.1 £228.85£175.00
Deluxe Print ... 3 PR MCC Pascal ..._ ..EB9 95 £62 50 The Works ... .£149 95 £105.00
Deluxe Paint 2............. ; Publisher 1000 .. £199.95 £120.00 X Cad.. .£4B0.00£325.00
Digipaint........ o 9.95 £4 Publisher Plus ... ...E98 95 £72.50 Zuma Fonts 1— .£3495 £24.75
Digiview 2.0 .. ...E185.00€£143.50 Pro-Board............. £475.00£375.00 Blank Discs £13.50 for ten in box
Digiview Adapawt .. £22,95 E198.50 Pro-Mett ..... - E475.00£375.00 Digc Boxas — 40..........cocoiiimniianiiznnasi £12.50
Disc Boxes — 90.. . . £17.850
PERIPHERALS
Dur Owr
(T'pu S5P Price Tipe S5P Frice
mmodaore: Othar:
A2010 Iml. 3-5 Drive . .E197.186 £170.00 Hawk Scanner.. e vennrienane E1348.98  £1150.00
A2052 Ram Expanslon ZMb t2EIDO} ,£395.88 £340.00 Graphics Tablet R A e A £375.00
AZ058 Ram Expansuun BMb :ZDOQI £2333.40 £2050.00 Graphics Tablet CRP A3 .. E684.25 £600.00
AZOBE XT Car . .E526.29 E455.00 VD3 Frame Grabber ...... £ .00
A2092 3-5 ZOMb Hard Disc. . £634.97 E550.00 VD3+ Colour Frume Grabbet E 00
A2286 AT Card .E743.64 £645.00 Genlock 00
A2300 Genlock . . E197.16 E171.00 Polariod Pallqua 3
A 1084 Monitor .. _..E348.20 £305.00 A}in. External ana R i
AMIGA ABOO Pack ilnc rinter + Works) .. FfG88.85 £645 .00 33%in. External Drive Dmavchmnat}la .
AMIGA AS00 Pack as above + Monitor .. £803 .85 E775.00 33in. Internal Drive .. ¥ _£109.25 £100.00
AMIGA ABDO Patk as abcwt + Colour Print , £918.85 £885.00
AMIGA AZ000 £1141.08 £990.00
TV Modulator ... E£25.31 £23.50
A1010 Ext. 3-5 Drive .. £253.11 £220.00




Obliteratorxr

Clive Grace takes a look
at a new adventure from

Psygnosis.

T P I I A S L T
The object of the game is to destroy

certain aliens who have infested
Mankind.

HI'm hooked!l have been playing Obliterator
non-stop for over twelve hours now, the music is
still in my head; my eyes are a little bloodshot; my
fridge empty of cherry cokes {aah I'll have to top
up tomorrow); well over 75% of the game has been
mapped cut and still | want to quit writing this review
and go back for more!

Psygnosis really started something big when they
started writing classics such as Barbarian and
Terrorpods. They had a brief flirtation with space
opera “trading games'' (Deep Space) and now they
are back again with a new arcade adventure in the
same mould as Barbarian. But this time they have
gone for the Sci-Fi angle and set the story far into
the future. The Obliterator is a chappie who sports
gigantic guns, huge rifles and an amazing array of
missiles and killing devices to pitch against weird and

wonderful aliens (probably from the mind of Roger
Dean — the el supremo of fantasy art)

The game essentially goes back to the tired and
tested mould of "the aliens have invaded, get out
there and waste a few of them!” And with the
amazing array of creatures, that will take some time!

The controls are implemented by the mouse in
the time-honoured Barbarian tradition (from icons
that run along the bottom of the screen). By
pressing the space bar, you can swap over to your
inventory display, showing the number of weapons
and bullets/missiles at your disposal.

You don'’t have three or more lives in Obliterator,
you simply have an energy level which is depicted
as a red line that decreases when you are hit, and
when you run out of energy you die. And then it's
back to square one — unless you have saved a
position onta the disk,

There are strategically placed charging units
dotted all over the place — the problem is staying
alive before you get to one. Should you be able to
reach one, you will be able to charge up your
batteries and save your position in the game, so if
you do die, all is not lost!

Many people feel that a game with a saved
position facility makes them too easy to play — not
so with Obliterator. | have been mapping this game
from the outset, and the level of complexity and
puzzles is sure to keep you scratching your head.
There are various defence systems to destroy, avoid,
or run away from and the aliens are very accurately
detailed (from Roger's artwork supplied as a poster).
Without doubt the game makes good use of the
Amiga's graphics’ capabilities, and with the huge
sprites, a real sense of scale is achieved very easily.

The object of the game is to destroy certain aliens
that have infested Mankind. The only hope is in the
form aof a super killer — the Obliterator, and all
you have to do is get yourself a good collection of
meat cannons bigger than Nick Fury's (Bill
Sienkiewicz — you ain't seen nothing yet!) before
blasting away at the defences set up by the aliens.

You're in a ship that has literally hundreds of
rooms, some of which are connected by elevator
shafts, some by walkways, others simply have doors.
There’s also a nasty looking chute that you have to
jump down in order to get to a particular fine
specimen of a portable rocket launcher (hand held).
This is not to mention a few bits of ammeo for your
other weapons, and a chance to take on two pretty
gruesome looking Aliens at the end of that
particular sequence.

The monsters range from glowing plasma bolts
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to "alien’ lookalikes and some can be despatched
by merely shooting with your pistol, while others
have to be disposed of by using your rifle. Force
fields and walls also have to be blown away, but by
using something a little less subtle!

The few sound effects to the game are goed, but
what Psygnosis have really concentrated on is a really
good soundtrack. The sort of music that sets the
scene so well, with good use being made of the
Amiga's ability to replay samples. The music is
catchy, and it is certainly worth sitting down to listen
to. There is a "music off"" facility in the menu display
that is accessed by pressing the "Help'’ button on
the keyboard, so if you don't like the music, or if
it is getting late (you know how next door
neighbours are) then you can easily turn it off.

One problem with Obliterator, which | think
follows suit to all Psygnosis games, is that the actual
gameplay is quite slow. The movements of the
characters and objects on the screen, while detailed,
are quite jerky. and there is a long pause between
screens. Thankfully the disks are optimised, meaning
they don't make the Amiga wait around when the
game has to access the disk.

To counter the problem of jerky sprite
movements, Psygnosis claim that Obliterator is
compatible with floating point extensions, such as
the 68020 and the 68030 processor add-ons that
are becoming available. | must admit this is
interesting to say the least and | wish | had such a
kit to add to my Amiga, but | haven't and so like
the rest of us without FP kits (that's probably 99%),
we'll just have to cope with the speed as it is. This
can be annoying, especially when a monster has
trapped you and you find yourself flailing wildly
about with no control over the situation. The only
real way to avoid being hit is to "attack” your
commands by pressing a sequence of keys while
you're in transit.

The loading graphics to this game are superlative
— since Barbarian was released a couple of years

ago, Psygnosis's mastery of sprite animation has
jumped by leaps and bounds, making them one of
the few companies that can compete against the
sprite wizardry of Cinemaware (such as Defender
of the Crown by EA).

Obliterator must be one of the most naturally
coloured games | have seen in a long while, with
very effective use of shading. The action seems to
jump out at you, especially in the loading screen
depicting our hero pulling a load of faces (like he
was undergoing shock therapy) before blasting away
the centre of your monitor!

This game is a must for any discerning arcade
adventurer’s collection. There are plenty of things
to kill, the action is in top gear all of the time, and
the puzzles are sneaky

Psygnosis also give you the feeling of getting value
for money out of their games. Obliterator comes
complete with colourful packaging, poster (a must
for any Roger Dean fan) and the little novellas;
playing guides and other assorted bits of kipple all
add up to a smashing game.

MNow go out and buy i[.)l’,ﬂ

|
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The action seems to jump out at you
with very effective use of shading.

Obliterator

Supplier: Psygnosis, Ist floor,
Part of Liverpool Building
Pier Head, Liverpool L3 IBY.
Tel: 051-207 0825
Price: £24.95
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Enter this issue’s com-
petition and you stand a
chance of winning
superb hardware and

software from Robtek.

M This issue we are pleased to team up with
Robtek and offer |l lucky people some superb
prizes

The first prize will be a music package worth
£150. The package consists of The Ultimate Sound
Tracker software and a sound sampler.

Ten lucky runners up will have their choice of
Robrek's popular productivity packages Gizmoz,
Promise and Omega File.

For those readers that are unfamiliar with the
products they are as follows: Gizmoz — a selection
of desktop tools including a calender, various
calculators, memo pad, address book etc. Promise
— a sophisticated spelling checker you can use on
most Amiga text files, memo pad etc. Omega File
— an easy to use database.

All off the above products retail at £44.95.

How To Enter

Robtek has posed a few questions regarding the
history of Commodore. All that you have to do is
complete the entry coupon (in block capitals please),
answer the questions on the form and send it to
us at the address indicated.

The closing date for entries is 30th September
1988.

The winners will be the first |l correct entries
out of the hat on the closing date, the first one
winning the hardware.

The Rules

Entries will not be accepted from employees of
Argus Specialist Publications and Robtek. This
restriction also applies to employees’ families and
agents of the companies.

The How to Enter section forms part of the
rules. The Editor’s decision is final
correspondence will be ‘entered into.

and no

Robtek Competition Entry Coupon

Name

| Address

Postcode

Omega File Gizmoz

|

|

Should | win one of the software prizes | would like the following (please tick two only). |
' I

|

Promise

The Questions

(a) 1981 (b) 1983 (c) 1984 (d) None of these. O

|
|
| 1) When was the C64 first launched!
|
|

2) When was the VIC20 first launched?

(a) 1978 (b) 1980 (c) 1982 (d) None of these. i3

| 3) When was the CI28 launched?

bosses of Commaodore:

(a) Jack Tramiel (b) Paul Welch (c) Chris Curry
(d) Clive Sinclair (e} Steve Franklin (f) Alan Sugar. O

&) Why is Commodore sometimes referred to as CBM?

(a) 1985 (b) 1984 (c) 1983 (d) None of these, O

| 4) From the following list name two people who are/have been

30th Septemher 1988.

Closing date:

Send your entries to Your Amiga, Robtek Competition, Argus Specialist Publications,
| Golden Square, London, WIR 3AB.
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TECH. ADVICE

Guru’s Guide

this true!”’
). F. Dawes, Liverpool.

Not really. It is true that
the 68000 processor does
not support interrupts in the
same way as the 6502, and
there are both hardware and
software generated
interrupts as well as a
number of internally
generated “exceptions’ built
into the hardware of the
68000. They behave in much
the same way as the 6502's
interrupts, but, as you will
see, they are far more
flexible.

As you know a little about
assembly language
programming on the 6502
processor, it would probably
be best to have a look at
the way the 8 bit processor
treats the whole affair
before jumping in at the
deep end and having a look
at the 68000.

The 6502 processor has
two interrupt lines — IRQ
(interrupt request) and NM|
(non maskable interrupt). If
either of these requests are
paged by a hardware “low"
poll, then the 6502 causes
an interrupt, meaning it
stops the process of the
current instruction, saves the
current program counter
and status register on the
stack, and then sets up an
interrupt disable flag in its
status register and jumps to
an address held in a vector
at the top of memory.

This process invokes a
service routine specifically
for the interrupt that then
saves registers, performs
various housekeeping tasks
and then begins to restore
things back to normal by
reloading registers and finally
performing an RTI (Return
To Interrupt).

The RTI causes the
program counter and the
status register to be
restored from the stack
(thus clearing the Interrupt
Disable Flag), and the
interrupted program carries
on as if nothing had
happened.

IRQ and NMI are both
quite different beasts, in that
an IRQ can be disabled by
setting the Interrupt Disable
Flag whereas NMIls cannot
be disabled. They are
considered to be more low
level than IRQs.

There are other forms of
interrupt available to the
Cé4. There is the software
interrupt (in the form of
BRK instruction) or as most
64 programmers know, a
hardware interrupt
generated from the VIC
chip. The VIC chip can be
used to cause an interrupt
when raster scanning, thus
enabling flashy split screen
effects to be made. External
devices can poll an interrupt
(a modem chip can be set
up to perform I/O “on the
interrupts’’).

Unlike many 6502 based
machines (or in the Cé4’s
case 6502 variants), you can
make the C64 spend as long
as you like (well, almost)
before returning from
interrupt, providing the IRQ
is not polled from hardware
that is creating another IRQ.
By sticking to time-honoured
practices, the C64 can
interrupt as effectively as
the Amiga, but the speed
overheads are quite large,
and the amount of memory
take up can be quite large
by comparison.

The multitasking cart-
horse on the Amiga is the
EXEC. This is a collection of
low level routines and is the
watering hole for all the
other processor's
applications such as graphics
libraries, intuition,
AmigaDOS and so on.
EXEC is also in charge of
the 68000's interrupts and it
is the first place to start
when setting up interrupts.

Unlike the 6502's “zero
page'’, the 68000 has eight
internal 32 bit registers, and
we will focus on one

particular address register,
A7. This is known as the
stack pointer. The 68000
has three interrupt lines
which are used together to
provide eight priorities of
interrupt. Instead of an
interrupt disable flag, it has
a three bit interrupt mask in
the status register. This is
used to set priorities so that
a level | interrupt can be
interrupted by levels 2 to 7
but not 0 or |I.

The number of priorities
has been effectively
increased by using cne of
the Amiga custom chips
called Paula. This manages
I5 different interrupts from
the other interrupt sources
including the copper, the
blitter, the disk drives and so
on. Paula decides when to
interrupt the CPU (based on
the partitions set up by the
interrupt mask).

Paula takes an interrupt
signal from a piece of
hardware. It flags which
interrupt was requested by
setting a bit in one of its
registers and then checks
another register to see if
this interrupt is enabled. If
this is the case, then the
68000 will receive an
interrupt in a specific
priority from Paula.

If the 68000 is already
servicing an interrupt, it
checks to see if the new
priority is greater than the
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Your technical
adviser has just
opened up shop — so
just write in with

any queries
regarding the Amiga
R S T R R
priority it is currently
servicing. If not, the
interrupt will be ignored
until the end of the routine.
If the priority is greater,
then the 68000 goes into
supervisor mode. It will save
the program counter and
the status register on the
system stack. The routine
drops down to an entry
point in EXEC which will
call the appropriate interrupt
handler from within Paula.
Returning from the
interrupt handle (RTE), the
68000 restores the status
register and program
counter — this restores the
mode from which it was
interrupted and then exits.
The 68000 also handles a
number of software
interrupts including 16 traps
which can initiate special
processes (similar to the
6502's BRK mnemonic).
These are usually used for
debugging purposes, and the
normal system action is to
give you a Guru number.
In order to make the
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most of 68000 interrupts on
the Amiga, you will have to
have the ROM Kernel
Manual at hand (Vol | and 2)
and the Intuition manual,
Both of these are published
by Addison Wesley and they
both cost a fortune — oh,
while you're at it, get the
1.2 enhancer kits (for
modern Kickstarts and
Amiga 500/2000 owners).

| haven't even touched on
the subject of “exception
processing’”’ and “round
robin time slicing'”. A small
series would probably suit
the subject of interrupts on
the Amiga, but at least hepe
is enough for you to be
getting on with at the
moment.

Dc.]- L:LH u,

all a \.-'.-'.-'i.y'." o

M. Hollow, Oxford.

The way the virus works is
as follows. Normally the
virus lives on the Boot track
of the Amiga workbench
disks. There is no way that
the virus can live off of a
non-standard disk such as a
kickstart disk of a
commercial game with a
special format for copy
protection. It still doesn’t
mean that these special disks
are impervious to the effect
of the SCA virus, indeed,
there is a problem
associated with these disks
that | don't think even the
creators of this virus could
have forseen

The workbench boot
track contains code which is
read in and executed as part
of the system start up.
Normally this code does

m 22

l- - warkbench is r‘&phr.ed b)' e

-~ every, time a newidisk.
| into the Amiga. All'Y chis.

very little except look up
the rest of the DOS in the
Amiga's internal ROM
memory then, once found,
hand over control to it.

On an infected
workbench, the virus
replaces the normal start up
sequence and code on the
boot track. When the virus
code is read in and
executed, it copies itself-into
a region of memory usually
reserved for the “system
stack”“and then proceeds to
wedge-itself in by taking
over system vectors (ie.
those involved with
restarting the Amiga)~If any
effort is made bySomeone
to stop the vipds taking
hold, then the Amiga will
crash and'then restart itself _
and procged with thé

ordinary /system start up as
~ usual. '

VAN is/ well until you decidé
to uselanother disk by
rebooting off of iti{by >
simtiltaneously using Ctrls

- CBMand Amiga keys} Aﬁ

this poin

t the/virus

: mw:t‘vengs and checks iﬂu’

of the vu'fts on

. t it an
the disk
waorkbencl {
1ns¢ted),’ s old |

niew virus. This happens

every sixteen times Ehe‘\ur'us
copies itself a_prettyl/
message appears on-the -
screen:

Something wonderful has
happened — (s
Your Amiga_is-alivelih|
And,~évén.better., .

. .some of your disks are
infected by a VIRUS!!!
Another masterpiece of
The Mega Mighty SCA!!

The virus then carries on
starting up the system as
usual.

Okay, so where is the
harm in this! Apart from the
slight intrusion and the break
from normal workin
practices (and | have had it
too!) the SCA virus does
not interfere with the
machine, it was just a silly
joke after all.

But some jokes can get
out of hand and SCA's
biggest mistake was that
copy protection schemes, as
used by some games

(nenviFus inf
| ‘warkbench d boot

put § DFI)

software packages, make use
of the boot track for some
non-standard applications.
For example, turbo loading
and special cross machine
format programs. Once the
virus hits these modified
boot tracks and overwrites
it, the disk will be corrupted
and, to all intents and
purposes, totally useless.
Fortunately the people
who built_the-SCA. virus also
wrote. ina self-destruct
function. Killing the vitus is
very easy-and can be done
without special software or

disk-sector editors o any of

7that.clap trap{as some of
oliF competitors<seem all
400 wdlmg to chargs”pou
ftﬂr] _
To.find out if the qu;;,s'
'I:Lm“antlly Joryour Am
mernory, jperform th
GTRE.CB
sequence but then hold 4
down the left buttan o tﬁ'e
mouse: Thescreen will flash
green very briefly just” ;

before: tﬁe usual® wdrkbenﬁ-ﬁ

display {f'the virus, is in
I'F\Eﬂ'lﬁr)'..._ | 4
Td /get rid of tjﬁ»wms

A |ust

J!_ off oEAt. Install the infected
~ disk in another drive (Say

and. INSTAEL
8 ?‘ CU# This will
1 %B.-ﬁstand_afd boot

4 trackence killing the virus: :

- This)process works for
.ﬁslfs THAL IS, - disks
& standard disk format,

’aﬂ non-protécted games _

ks, (if any stifl exist), JfE-
_you have a commepgial game

whﬂ'by the protection
systén has been upset by
theyirus, then the only
course of action is to get a
replacement copy —
software houses are
normally willing to oblige
when it comes to virus
damaged disks.

For this purpose, many
software houses are
implementing a special virus
protection routine that will
check for the presence of
the SCA virus and wipe it
out from memory. Virus
protection programs are
available to the public, but
they can be almost as bad as
the virus itself, as they can
sometimes contain counter
viruses!

Amiga Mtu@ Z

The SCA virus is by far
the most successful example
of a computer virus | have
seen since the heady days of
the Cambridge ring network
gremlin. There are however,
other viruses on the market
for the Amiga and these are
with one exception all from
the hard core Amiga fanatics
in the USA.

The American viruses are
all based on the SCA virus
but, when they find a SCA
virus they print up a
message saying:

“A virus — yummy!"'

sand then they tend to crash

system, which is

: smhethlng the SCA virus

didn't do unless under
spegial, circumstances!

Sa, whereas the original
virus-was fairly harmless, the
new ones have mutated into
sormething far worse! DO
NOT USE A VIRUS
ANTIBODY DISK! In the
past, so-called cures have
been known to hold a -
tounter virus program that
mutates a virus into
something far worse — an
errant virts with no known
cure. Ifit is possible on
other-machines, it is possible
on the /Amiga.

~Thankfully the latest batch
of vifuses (and | have seen
thrée recently) are all based
heavily on the SCA virus

~with the same bootstrap
" routines. This is a blessing in

disguise as they can all be

“disabled by using the install

procedure | talked about
earlier.

| would like to personally
thank Harry Broomhall and
David Parkinson of Ariadne
Software for their invaluable
notes when compiling this
item.

Datel Electronics have a
SCA virus protector which is
“clean’ from cross
infections, as far as | know.

Visiting Hours:

The Guru cannot answer
all your questions in
person, so if you have a
technical query, why not
drop him a line at:
Guru’s Guide, Your
Amiga, | Golden Square,
London WIR 3AB.
Questions regarding
software piracy will be
sent onto the relevant
software houses.

YOUR AMIGA AUGUST/SEPT 1988




JUMPDISK
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reviews, news items, hints and tips — these may be printed, read from the screen or listened to. Programs range from useful utilities to games, spreadsheets
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PUBLIC DOMAIN — MORE NEWS
Even at a price level of £3.00 per disk, many Amiga Users shy away from using Public Domain material. This could be the result of their experience with
poor quality PD. programs on other formats or perhaps some of the less known Amiga PD. libraries. To entice you to try FISH, AMICUS, and FAUG Disks
we have put together the PD. STARTER PACK. It includes the JUMPDISK LIBRARY DISK which details the contents of over 250 PD. Disks from three
of the most popular libraries + the BEST OF AMICUS (4 disks) + GOLDFISH (3 disks). These disks have been compiled by the librarians, who consider
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HARDWARE
CAX354 CUMANA DISK DRIVE (EXTERMAL) + ANY TWO JUMPDISKS . . ... .. ... ... ... .. . ....... ey £105 inc. VAT
CA1354 CUMANA DISK DRIVE (INTERNAL DRIVE KIT FOR A2000) + ANY TWO JUMPDISKS . ... ... ... ... .. . ......... £85 inc. VAT
CAS354 CUMANA DISK DRIVE (EXTERNAL WITH BRSU.) + ANY TWO JUMPDISKS L -£130 inc. VAT

Why buy a CUMANA disk drive? Their units are quiet, reliable and assembled in Britain. Should there be a problem during the first 12 months or ownership
it won't be necessary to trek all the all the way to the Far East! Qur policy is to give a back-up service second lo none.

ANNOUNCING AMIGA-AMP + FREE MUSIC DISK (includes S/W to disable AS00 Sound Filters) .. EITO9 (£1650)
At last it's possible to appreciate and enjoy the true stereo sound of the Amiga. By using Amiga-Amp with a pair of Walkman style headphones

(not included) games are brought to life. Output of 1.5 watts with volume control. Battery excluded.

STEREQ HEADPHONES FOR AMIGA-AMP ... ... .. gl = i St Frfei £4.99
EOEWIEAL NERBICINT . o o i i L e e R O RO SRR e e i B £2995 (£2695)
Provides high quality colour image with any Commodore 1700, 1800 and 1900 series Colour Momlar by making use of Chroma and Luma

inputs. Saves the cost of buying a new monitor!

SOFTWARE
ANNOUNCING TURBOPRINT FOR ALL AMIGA COMPUTERS . ... ... ... ... coiinn.. Sl e £25.00 (£23.50)
— SPECIAL INTRODUCTORY PRICE FOR JULY — (GT.S. SOLE UK. DISTHIBUTOHS}
The revolutionary Amiga printing system program + Graphic print up to ten times faster .= Supports all possible screen resolutions
Pictures are better and richer in contrast — you can choose four colour conversions = Now 4096 colours in HAM mode can be printed
in sections and rotated + Special turbo drivers for any print density of your dot matrix printer, thermo printer, ink-jel or laser printer
Resident hardcopy function prints any screen you like +-Thoroughly compatible with Amiga software - Installed resident in your compuler’s
mermory «: Detailed manual v Runs with all Amigas.
ANNOUNCING INT-SWITCH RECOMMENDED FOR THE AS00 WITH OVER 512K OF MEMORY . .. €999 (£E899)
— SPECIAL INTRODUCTORY PRICE — (GT.S. SOLE DISTRIBUTORS)
An outstanding program that freezes RAM-expansion. Allowing programs requiring a maximum of 512K to be run without difficulty.
e m T R B i = 2 o S N N e S R T LR R e S s e £2495 (£20.05)
Yes! At last it's available. The Scenery Disk all owners of Sublogics Flight Simulator || have been waiting for — Compatible with JET.
We also stock scenery disks: No. 1 to No. 12

We are GEORGE THOMPSON SERVICES — Our address is;: FREEPOST, DIPPEN, BRODICK, ARRAN, SCOTLAND KAZ27 8BR. Our telephone No. is:
(077 082) 234. Please send a cheque (with your Bank Card No./Expiry Date on the reverse) or PO. for the appropriate amount and we will despatch your
order immediately. All prices include VAT and P&P. Those shown in brackels apply to orders from new and existing Subscribers only.
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T'he T'Three
Stooges

B It was Moe, he of the pudding basin hair
cut that first heard the crying. Pointing the noise
out to his two colleagues, they quickly determine
that the source is the nearby orphanage. For want
of anything better to do, i.e. resting to use actors’
vernacular, they go to investigate. They quickly trace
the sobs to Ma, the sweet little old lady who runs
the orphanage. “'I'm not surprised she's crying, she
must the be the oldest orphan I've ever seen”
comments the curiously named Curly who has a
distinct lack of both hair and brain cells.

The story is soon told. The mortgage to the
orphanage is held by the miserly Mr. Fleecem of the
Skin and Flint Finance Corporation and he has
decided that he wants his money within the next
30 days or else he is going to foreclose on the loan
and tear the building down.

For once the Stooges agree. They will raise
the money and save the orphanage somehow. How
much this decision is determined by their natural
generosity and how much by the fact that Ma has
three beautiful daughters who might just be available
for marriage if they can find enough money is open
to debate, but nevertheless, our three heroes set
off, full of optimism.

The game is set in the town of Stoogeville. The
main (indeed only) street consists of 180 squares
and the boys can move up to six squares on each
turn. The street is one way so there is no turning
back once a square has been passed.

Rather than rolling dice to move, the Stooges
do at least have some measure of control over their
destiny and destination. At the beginning of each
turn, the next six locations on the street are dis-
played as icons at the top of the screen. A hand
points randomly to each of the locations and you
can press the fire button to stop it where you want.

That at least is the theory. In practice, things
are not quite so simple. To start with, you only get
a couple of seconds to study the icons before the
hand starts to move. There is also a time limit that
you must choose your square in, otherwise you end
up moving to wherever the hand stops, be it bene-
ficial or harmful. Finally, although it is fairly easy to
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Gordon Hamlett tries
his hand at a little slap
stick — and saves an
orphanage in the

process!

choose the location you want early in the game,
the rate at which the hand moves across the squares
speeds up dramatically in the latter stages of the
game making selection something of a lottery. It
is however possible to slow down the hand — see
later.

Futin
The object of the game is to raise as much money
as possible within thirty days and there are four
possible results. If you fail to get 5000 dollars, then
Mr Fleecem will be able to evict the kids and
pull down the orphanage. Over $5000 saves the
orphanage for the time being. Over $10,000 and
they can pay for the orphanage to be repaired as
well. More than that, (amount unspecified) and the
Stooges will be able to marry Ma's lovely daughters.
Some squares offer the chance to earn money,
others are hazards that should be avoided wherever
possible. Mot least among these are the mousetrap
squares. If Moe's hand should land on one of these,
it snaps shut breaking one of his fingers. Loose all
four fingers and it is game over time. It is not always
easy to give them a wide birth. At one point in the
game, four of the six squares are traps with the hand
moving at top speed to cause extra problems.
The easiest source of cash is to land on a
money square. Here, the Stooges find a wallet,
money bag or gain a reward without having to do
any work for it. Easy but no fun. Trivia squares offer
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crackers that are scattered in the bowl. The anly
problem is that one of the oysters is intent on
fighting back and is snapping up the crackers as
quickly as possible. The rewards are ten dollars per
cracker and fifty dollars per finished bowl of stew.
Custard Pies

Put any comics near a custard pie and the results
are inevitable! When the Stooges get mistaken for
waiters, it seems to be a heaven sent opportunity
both to earn some money and take part in one of
their favourite pastimes. A number of pies have to
be 'delivered’ to the three guests in the restaurant.
Delivery in this case involves standing on the
opposite side of the room and hurling the pies with
all your might. A successful delivery is only recorded
though if the pie actually makes contact with its
target. There are no dollars for a miss. Beware
though, the customers fight back and you have to
avoid being hit yourself. The Stooges can take five
direct hits before they are unceremoniously sacked.
The rewards can be quite high though if you can
master the noble art of flan flinging. Ten dollars per
pie and double money if you manage to deliver the
number specified in your contract.

Of all the jobs in the world that you would
deem to be least suitable for the boys, Hospital
Doctors must be very high on the list. Nevertheless,
the Stooges have somehow managed to acquire
medical certificates and are now answering an urgent
call. The hospital corridor is crowded and this is an
emergency but fortunately, once again, help is at
hand.

Three mini dodgem cars just happen to be lying
around and the Stocges set off at breakneck speed,
trailing one behind the other. There is good money
to be earned if they can reach the operating theatre.
As everybody else also seems to be in a hurry, extra
cash can be earned by picking up the supplies that
fall off the nurse's trolley. Depending on whao picks
them up governs what the payment will be.

Maturally, the Stooges should avoid hitting any
of the people in the corridor as they career round
the hospital. Up to five hits are allowed before they
get chucked out. This is not as easy as it sounds
for where it is easy for the first car to miss a patient
in a wheelchair, the second and third cars swerve
out alarmingly, the more so the faster you are going
and it is often these two vehicles that cause the
collisions when you are concentrating on the first
one.

Round One!

Curly has always fancied himself as something of a
pugilist even if he doesn't know what the word
means. The secret of his success though is a method
that so far seems to elude the likes of Frank Bruno
and Mike Tyson. Providing that Larry plays Pop Goes
The Weasel on his violin, Curly is invincible. The
challenge to six rounds with some mauler, sounds
as if it should be a nice little earner.

And it would have been if Larry had not
accidentally sat on his *Stradivarius’ just before he
reached the last few bars of the tune. Panic sets
in. Where can he obtain another violin at this time
of day. The answer is nowhere but a radio playing
the tune might do just as well.

Larry has to rush through the streets dodging
obstacles, find a radio and return before six rounds
are up. The pavement is divided into two lanes which

. —,
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Larry can switch between as he tries not to collide
with doors, lamp posts and ladders. They all have
to be dodged but he can leap over smaller obstacles
such as fire hydrants, sleeping dogs and packing
Cases,

The final arcade game does not earn any
money per se but it does make things easier on
subsequent turns. Or at least it does if you do it
properly! When the Three Stooges move along and
find themselves on an empty bit of pavement, they
start bickering among themselves trying to decide
who is to blame for wasting a turn. This quickly
degenerates into a fight as Moe tries to knock some
sense into his companions.

Standing between them, he must try to hit his
friends as often as possible in the allotted time. For
every successful pull of the ears, poke in the eyes,
slap in the face or kick to the stomach that he lands,
the speed of the hand will decrease. For every blow
that misses its target or is dodged, the speed
increases. The secret behind a successful strategy
here is to fake a few moves to get your opponent
maoving the wrong way before you actually hit him,

The graphics in the Three Stocges are an
excellent mixture of cartoon animation and digitised
pictures of actual film stills. It is the sound however
that really makes you sit up and take notice. Sound
effects and tunes are superb and Cinemaware have
also obtained the rights to use Curly, Larry and
Meoe'’s actual voices so that fans can delight to the
genuine sounds of ‘nyuk, nyuk' and the like.

If you examine the individual parts of the Three
Stooges, then there is little to get excited about.
None of the arcade games would stand up on their
own. But that is not the point. Cinemaware titles
are better described as entertainment rather than
games pure and simple. Indeed, that is their whole
underlying philosophy. ya

THE THREE

STOOGES

Authors: Cinemaware
Suppliers: Mirrorsoft
Athene House,

66-73 Shoe Lane,
London

EC4P 4AB

Tel: D1-377 4645
Price: £29.95
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Graphics 21

Sound 23

Gameplay 17

Value 20
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| Commando style

| scrolling action in

| which survival is

the name of the

game not for the
faint-hearted!

M The term Leatherneck was a sailor's word
for a soldier or, more especially, a marine and
derived from the leather tunics that they used to
wear, During the Second World War, the word
came into popular usage when applied to the United
States Marine Corps. As they considered themselves
to be the best fighting force in the world, so the
meaning changed slightly and the word became
associated with any elite fighting unit. Thus it is that
you enter this new game from Microdeal.

The plot as such is non-existant. You are a
member of a crack Commando squad, taking on,
either individually or as part of a team, the massed
armies of a corrupt evil empire. Survival is the name
of the game and although the advertising blurb
dangles a carrot of prisoners to be rescued some-
where along the line, the game's actual instructions
make no mention of this. Needless to say, | did not
survive long enough to find out!

Up to four people can play at once although
a special Microdeal joystick adaptor is required if
there are more than two players. As the Com-
mandaos disembark from their troop carrier, a quick
movement of the joystick tells the computer that
you exist. Any soldiers not under direct control
never make the beach- head.

The game is a vertically scrolling shoot'em-up.
Waves of enemy troops hurl themselves towards
you, frenetically hurling grenades and losing off
machine guns at you. As if that wasn't enough, there
are artillary emplacements to be taken out as well
although this does seem to be something of an
overkill method of taking out between one and four

PO. Box 68
St. Austell
Cornwall

Price: £19.95

m 26

Title: Leatherneck
Supplier: Microdeal

TEL: 0726 68020

LEATHERNECK

Graphics 19

Gameplay 17

Value 18

men — very much a case of using a sledge hammer
to crack a walnut. Rolls of barbed wire hinder your
progress still further.

You have three methods of defending yourself.
Running away is not considered to be an option!
Your light machine gun has a high rate of fire but
is only effective over a short range. For a longer
range, you can use your heavy machine gun but it
doesn't fire nearly so quickly. For more distant or
armoured targets, you can always lob a grenade or
two. Personally, | preferred the heavy gun and
grenade option — the light gun took me too near
to trouble! | suppose it would be churlish to say that
no fighting man would ever go into battle with two
machine guns. Perhaps it would have been better
to let the player choose his weapon before starting
out or, if three weapons were deemed necessary,
then change one of the guns into a bazooka and
throw in a few tanks for good measure. The men
seem more than capable of handling everything else
that is thrown at them. It is perfectly possible to
add to your own misfortune either by shooting one
of your colleagues in the back or by blowing him
up with one of your own grenades.

As it is, you have to use all three weapons in
similar proportions. A bullet in the status panel on
the right hand of the screen shows how you are
doing for ammeo with regards to the weapon being
used at the time. Once a bullet has disappeared for
a particular weapon, you are forced to use some-
thing else until you get the chance to reload. Extra
supplies of ammo can be picked up by walking over
one of the occasional ammunition boxes that has
been carelessly left lying around. Each ammo box
tops up your supplies for all three weapons.

Leatherneck plays well although you are likely
to progress much further if there is more than ane
of you playing. It seems strange that no changes are
made to the defending forces depending on the
number of players. As with all games of this type,
you tend to get further with practice as you start
to learn the patterns employed by the opposi-
tion.The game looks good on screen with a whole
range of buildings and obstacles to dodge around
and an assortment of pill boxes, bridges and general
militaria to add to the atmosphere. There are some
reasonable sound effects of the usual shouts, bullets
and explosions, although the music does get a bit
repetitive after a bit. y‘;l
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Assembly
Language

PROGRAMMING

Programming

M In this installment we'll carry on from
where we left off with explaining the general
principles of 68000 Assembly Language.

Data Movement
Instruction

MOVE — this instruction moves data from one
place to another. Its syntax is given above.and
so will not be repeated here.
CCR Effects: C Alwaysicleared
V Always cleared
Z Set if data is zero, else
cleared
N Set if data’s high bit is set,
|\ else cleared
X Mot affected

Note: if the An addressing mode is used
then the BYTe data size is not allowed. The
move instruction can also shift data to and from
the status register. The syntax is,
move (Dn:(An):(An)+
—(An):x(An):x(An),xr.s):x),(SR:CCR)
move SR,(Dn:{An):(An)+:
—(An):x{AN):x(An,xr.s):x)

In the first case the CCR is loaded with
new data and in the second case all CCR bits
are uneffected.

MOVEA — this is the same as MOVE
except the destination is an address register.
SYNTAX:
movea(.w:.l) (Dn Ang(An):( An)+*
—(An):x(Anmxr.s):x x}.

CCR, thms none

NM'MhQUEh this mﬁ%kwwedm
nove datd into, an address register most
blers will accept the standard move
Land guherate the correct code for
|Liffrequired. In fact, the Seka
assembler will not accept the movea
instruction at all so we will not be using it in
this series.

MOVEQ — is a quick and memory efficient
way to move a constant between 0 and 7 into
a data register.

The syntax is: moveq x.Dn

CCR Effects: Same as for the MOVE
instruction.

LEA — The Load Effective Address instruction
loads an address into one of the address
registers, '
Syntax: lea (An):x{An)x(Ange,s):x).(An)
CCR Effects: none

Notes.. the value loaded inte the address
Ts the address hﬂf and not the

of that address. If AD contains 1000,
ww&&p puts the value 1010 into Al
ess of what is stored ar any memory
. Data is always assumed to be
LONGWORD
EXG — Enchanges the contents of any two
data or address registers.

Syntax: exg(An:Dn), (An:Dn)

CCR Effects: none
Motes: Darta type is always LONGWORD so
the entire register contents are exchanged.
CLR — Clears a location, that.isistaresizerc
into it.
Syntax: clr(bawili)y(Dn:(An)(An)+ :
~ (An) x(An)x{Anxes) x
CCR Effects;: X Not affected

N Always cleared

Z Always set

C Always cleared

¥ Always cleared

Integer Arithmetic
ADD — adds two two's complement numbers
and stores the result in the location specified
by the second operand.
Syntax:
add(.b:wl) (Dn:An:(An):(An)+:
—(An):x(An),xr.s):x x),0Dn
add(.b:.w:.l) Dn (Dn:(An):(An)+
—(An):x(An):x{An,xr.5)x)
CCR Effects; X Set by carry out of high bit,
else cleared.
N Set if high bit of résult Sset.
else cleared. .
Z-Serif result of addition was
zerp, else cleared.
C Set as for X, -
V Set if overflow oceurs, else
cleared.
Nates: If An is gﬁd a!he source then the
a*rﬂé ‘data size is not allowed.
jﬁDm Adds and stores the result into an
‘address register.
S;.-nt.ax add(.w:.l) (Dn:An:(An):(An)+:
—(An):x(An):x(An,xrs)x: x), An
CCR Effects: none
Notes: even if the data size used is WORD the
result will always be 32 bits.
ADDI — this addes immediate mode data (a
constant) into some location.
Syntax: addi(.biw:.l) x,(Dn:(An):(An)+:
—(An):x{An):x(An,xr.s):x)
CCR Effects: same as for ADD inskruction.
ADDQ — A quick way to add a three bit
number (0..7) into a locatigh,
Syntax: addd(ibiwil)x. {Dn:Nu{A@}:{AnH:
—{An): x(An}:xiA xeskx) | \
CCR Effects: as for ADD unless destination
is An mwhi?.hnset]‘ure is no effect.
SUB — the SUB inscruction subtracts the first
operand from the sécond and stores the result

. where it found the second operand.

x: same as for ADD instruction.

CCR Effects: similar to ADD except X and
C are set by a borrow rather than a carry.
SUBA — subtract from an address register.
Exactly analogous to ADDA A instruction.
SUBI — subtract an immediate operand from
a location. Analogous to ADDI except C and
X bits of the CCR are set by a borrow rather
than a carry.
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In the second part of this
article, Peter Lawrence looks
at how to apply 68000 pro-
gramming to the Amiga and
in particular how your own
programs can interact safely
with the Amiga’s system soft-
ware

SUBQ — subtract a 3 bit number from a
location. Analogous to ADDQ but C and X
effected by a borrow rather than a carry.
MNote: remember that with all subtraction
operations the first operand is subtracted from
the second and the result stored in the second.
MNEG — takes the two's complement of the
specified data. In two's complement arithmetic
this is the equivalent of multiplying by =1
Syntax: neg(.brw:l) (Dn):(An):(An)+:
—(An):x(An):x{An, xrs):x)
CCR Effects: X Cleared by a zero result, else
set.
N Set by a negative result, else
cleared.
Z Set by a zero result, else
cleared.
¥ Set if overflow occurs, else
cleared.
C As for X.

Data Testing Instructions
CMP — compares two pieces of data and sets
the CCR as if the first operand were
subtracted from the second. This subtraction
is not, however, actually performed and so the
data is preserved.

Syntax: cmp{.bow:l) Dn:An:(An):(An)+
—{An)LX({An):x(An,xrs)x: x),Dn

CCR X Uneffectededit  Effects:
M Set by a negative result, else
cleared.
Z Set by a zero result, else
cleared.
V Set by an overflow, else
cleared.
C Set if a borrow occurs, else
cleared.

Example: These branches are usually used in
association with a comparison instruction such
as those discussed above, A typical example
may lock like this:

cmp.b d0.dl
bgt.s Greater
clr.| d0
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res
Greater: move | 100,40
rts
When the subroutine above i
if the value in the lower 8 bits of
than the contents of e

Do, otherwnse zero
This example can also serve
e ference between BGT and
I, when this routine is called, DO
contained 100 and DI, 200 then the branch
would not take place. This is because 100 is
the two's complement representation of +100
but 200 is two's complement for —56 which
is clearly less than 100. However, if the BGT
instruction were replaced by a BHI then the
branch would occur since this i ructlcm
works on simple binary rathe

complement. In this case e
100.
CCR Effects: The only test the

CCR bits, ‘change them.

Notes! take in the example above that
the brai _'Ete!fs if DI is greater than DO and
not the other way around. It is also worthy

of note that some assemblers may specify a
long branch displacement by appending .w (for
word) to the branch instruction rather than .1.

What's Next?

Having gained this background and fear

reasonable number of 680000 the
emphasis in later arti aced
much more heavil specific pro-
gramming ext time we'll learn
how all'of o the Amiga and look

at a s mple ogram using some of the
ope ystems advanced features such as

windows and gadgets.

The Amiga System
Software

Most of the system software which controls
the machine is loaded into special RAM from
the Kickstart disk during a cold boot (or is
present in ROM in the case of the Amiga 500
and 2000). Almost anything useful which you
wish to do with your machine needs to be
achieved using the routines within the system
software in order to be compatible with the
Amiga's multi-tasking environment. It is of
course, possible to access the machine’s many
hardware features directly but unless you take
total control of the machine (and thus disable
multi-tasking, intution and many other features
of the sytem software) you could quite easily
bring the system crashing down around your
ears,

Since taking total control of the machine
is far too complex a topic to cover in this series
we will concentrate all of our examples upon
peaceful co-existence with the system soft-
ware. To do this we must first absorb a few
more definitions of vital concepts. Namely:
libraries, messages and structures.

- e B b T A T T S e —

Libraries

To make life much easier, Commodore have
made many of the system routines directly
available to application programs. This presents
an easy way to do a wide variety of things such
as opening files, screens and windows, per-
forming 1/O operations, and drawings and mov-
ing graphics. Not only do these routines allow
you to perform complex tricks without need-
ing to write masses of your own code (thus
also saving memory) but they also make it
easier to operate in harmony with the rest of
the Amiga environment.

There are several hundred such routines
available to the programmer and they are
grouped together into libraries according to
their function. Functions concerned, for ex-
ample, with constructing, drawing into and ani-
mating the display are grouped together in the
Graphics Library while those routines involved
with file handling and management are found
in the DOS Library. The often used libraries,
required by the system software for its own
operation, are kept in memory (Kickstart
RAM/ROM) while, to save space, less frequent-
ly required libraries, such as Floating Point
Maths, are located in the | directory of the
system disk and only loaded into RAM as
required.

We will not go into any detail about the
structure of a library as this information is really
only of interest to the advanced user. Yhat
is important to us now is how do we use the
routines contained within the libraries!

To access any library routine we need two
pieces of information: the location in memory
of the “library node", and the "offset vector™
for the particular routine. The library node is
a particular byte within the library below which
are a series of LONGWORDS giving the entry
point addresses to each of the library’s rou-
tines. The offset vector for a routine is a
negative number which states how many bytes
below the library node we must lock to find
the entry point address of the routine. There-
fore to call this routine we simply store the
library node address into an address register
(by convention always aé) and then do a jump
to subroutine using indirect addressing with
displacement. As an example, if we want to
call the CloseWorkBench routine in the Intui-
tion Library then we use the following code
{assuming the library node address is already
in aé):

jsr LVOCloseWorkBench(a6)

Mote: the Commaodore convention writes vec-
tor offsets in the form __LVOCloseWork-
Bench but since the Seka assembler demands
that the first character of a label be alphabetic,
the underline has been dropped.

The obvious question which arises from
all of this is — where do the vector offset and
the library node address values come from!
Well, as far as the vector offsets are concern-
ed, that depends upon which assembler you
are using. In some, such as the Commaodore
developer's assembler. you simply declare the

offset as an external label which is then re-
solved via the Alink command which your
knowing what the value really is. However,
assemblers such as the Seka do not have this
facility and so the programmer must specifically
define the label within the program. This can
be done with statements of the form:

LVOCloseWorkBench = ~78

or

LVOCloseWorkBench: EQU -78

As we introduce new library routines in this
series we will naturally also give the value of
the offset.

Before describing how to find the library
node it is necessary to digress and discuss an-
other concept; passing data to the routines.
If a routine needs data to execute, or if it needs
to pass data back to the calling program, then
this data is passed via the registers. If a parti-
cular piece of data will fit into 32 bits then it
is usually passed or returned via one of the re-
gisters. However, if the data is larger, or there
are more pieces of data than there are available
registers, an alternative method is used. Rather
than loading the data directly into a register
it is loaded into RAM and the address in RAM
at which the dara is located is loaded into a
register. Thus the register contains a pointer
to the data. This is closely related to the idea
of data structures which we will discuss shortly.

Having made that point we can now get
back to the question of locating a library node.
The address of a library's node is made available
to your program when the library is opened.
Whenever the system is booted, one library
(the Exec Library is automatically opened and
the address of its node is stored in the
LONGWORD starting at address 4. By con-
vention this location is known as AbsExecBase.
To find the nodes of other libraries you simply
open the library in question with the Exec Li-
brary function, OpenlLibrary (offsets= —552).
This takes as its input a pointer to the library
name in al and the library version number in
d0. The library name is a lower case ASCII
string consisting of the name of the library
followed by the string “library’’ and terminated
with a zero byte. When the OpenLibrary func-
tion returns, register d0 will contain the ad-
dress of the library node.

The following example thus shows the
complete process of opening a library and using
one of its functions.

It is not intended that this example should
be entered into your assembler an run, as it
is not functionally of any interest. However,
it will nevertheless be instructive to look at it
in detail and hopefully clarify some aspects of
Assembly Language syntax. For this reason the
lines have been numbered but these numbers
should not be entered into the source file if
the program were to be assembled.

Line | — defines the location of the painter
to the Exec library node.

_
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Line 2 — defines the library version number.
The library version number 33 corresponds to
version |.2 of the operating system. If you are
using kickstart .| then the library version
would be 3|. When you attempt to open a
library the system checks the number you
supply against the version it finds in the

Line 10 — calls the OpenLibrary function and
returns with the node address in d0. If for
some reason the open fails then the returned
value will be zero. Normally it is good practice
to test this value and take appropriate action
if the library failed to open (e.g. issue an error
message, end the program7.

operating system., If it finds an earlier version
than you requested then it will not attempt to
open the library since your software may
attempt to use routines not supported by the
earlier version. Alternatively, you can supply
a library version number of zero in which case
the system will attempt to open the library no
matter which version if finds.

Lines 3 & 4 — library vector offset definitions.
Line 5 — blank lines are ignored.

Line 6 — this instructs the Seka assembler to
generate relocatable code which is probably
the only type of code you will ever want to
use.

Line 7 — puts the Exec library node into
register A6. This line alse shows an example
of a program comment. When a semi-colon
(:) occurs in a line then the rest of the line is
ignored by the assembler and so serves as a
means of inserting comments into the program
source file,

Line 8 — here the address at which the library
name is stored (Intuition) is loaded into Al.
MNote that using the LEA instruction means that
the address itself is loaded and not its contents.

Line 9 — the required library version is put
inte DO. Since we want to load the value 33,
and not the data stored at address 33,
immediate mode addressing is used. This is
similar to the LEA instruction but that cannot
be used here since it can only load values into
address registers.

I: AbsExecBase = 4
1 LIBRARY _VERSION = 33
3: LVOOpenLibrary = -552
4 LWVOCloseVWorkBench = -78
5
6: CODE
7: movea. | AbsExecBase, abé :Exec Library Node
8: lea IntuitionMame, al :Pointer to LibraryMName
9: move. | # LIBRARY _VERSION d0
10: jsr LVOOpenLibrary(aé)
1 move. | d0, IntuitionBase :Store the node later
12:*
13: *Then use an Intuition Routine
14:*
15: movea. | IntuitionBase, aé ;Load Library Node
16: jsr LVOCloseWorkBench (ab)
17: ris
18:
19: IntuitionName: de.b 'intuition.library'.qb
20;
21: DATA
22: IntuitionBase: blk.1 |

Line Il — once a programme has opened a
library it is not necessary for the same program
to do so again (unless it closes the library again
at some stage). In general you will want to call
routines within the library many tmes so itis
good practice to store the node address (or
library base as it is often called) into memory
for safe-keeping. Conventionally the name of
a memory address where a library base is
stored is formed by adding the word Base to
the end of the library’'s name (hence
IntutionBase).

Line 12, 13 & 14 — give other examples of
entering comments but in this case without a
semi-colon. If the character in the first column
of any line is an asterisk (*) then the whole
line is treated as a comment and ignored by
the assembler.

Line 15 — moves the intuition library base into
Ab.

Line 16 — the CloseWorkBench routine is
called. This routine requires no data.

Line 17 — the program (or subroutine) ends.

The next few lines give examples of how to
set aside storage space for the data which the
program needs.

Line 19 — this is an example of initialised data
which the assembler will include in the machine
code file it generates. The first part is a |abel
which we discussed briefly in part one.
When the assembler reaches this
instruction it will assign the value of the next

memory address (in this case the byte after the
RTS instruction) to the label IntuitionName.
The instruction de.b then tells the assembler
to define data constants of size BYTE (dew
and de.| deal with WORD and LONGWORD
data) and to fill memory addresses, starting at
IntuitionName, with the data BYTES which
follow on the line. Thus the ASCIl string is
inserted into the code file and followed by a
zero byte, The 0 is interpreted as a zero byte
rather than an ASCIl zero because it is not
surrounded by quotes. Individual data items are
separated by commas and the assembler will
generate just enough storage to area to hold
all of the data.

Line 21 — the DATA statement tells the
assembler to stop generating code as what
follows is unitialised data. Some assemblers use
the BSS statement to achieve this.

Line 22 — the label IntuitionBase is assigned
to point to an address which reserves space
for a block of LONGWORD data elements
{blk.l). The number following the instruction
indicates how many data elements in the block,
in this case just the one, This differs from the
de.| instruction because blk.| does not cause
the data to be bound into the code file. The
storage area will be allocated, by the system.
when the code file is executed. In this example
the de.| instruction could just as well have been
used (and line 21 omitred) but if we had an
example such as:

Label: blk.w. 5000

where we are reserving 5000 words of
storage, then the de.w instruction would not
be as good. First. it requires that the initial
value of each word be assigned individually,
which is tedious, and secondly it would bind
this 10K of storage into the code file which
wastes disk space and increases the time it
takes to load the file.

From the above example you should now
have at least a superficial understanding of what
Amiga libraries are all abour.

Messages

An important key to the peaceful co-existenc
of programs in a multitasking environment is
communication. There needs to be an efficient
way for programs and the system to send data
and messages to one another so that there is
no conflict over resources, such as two
programs attempting to use the same audio
channel. Communication also leads to a far
more efficient utilisation of the available
processor time by not requiring a program to
bide time performing useless instructions in a
loop while waiting for something to happen.
An example of this is input from the keyboard.
On most earlier micros an Assembly Language
programmer would use a technique known as
poliing in which his or her program would read
the keyboard to see if a key had been pressed.
If not, the program simply looped and read the
keyboard again and again, millions and millions
of times, waiting for the lumberingly slow
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human operator in the outside world to get
around to pressing a key.

In the Amiga the situation is different.
When your program is ready for input it
merely sends a message to the system telling
it what kind of input it requires (a key press,
or data from another program) and then it
goes to sleep. The system will not attempt to
execute anymore of the programs instructions
until the I/O request is satisified, upon which
it will send a message back to the programm,
waking it up, and telling it where to find the
data it was waiting for. In this way only the
systern software needs to worry directly about
accessing |/O hardware and so the process is
considerably more efficient.

This type of message communication is
extremely important to the Amiga as we will
continually see in the sample programs that will
be presented in this series.

Data Structures

We saw in the discussion of libraries about that
data are passed beteen user programs and the
system routines by means of the processor's
registers, and that if there are too many data
then a register will be loaded with a pointer
to those data (e.g. the library name). In fact,
the complexity of the system software and its
many functions is such that most of the
system’s library routines must pass blocks of
infermation to and from the calling program,
Naturally, for this to work it is necessary for
all programs which use such data blocks to have
agreed upon just what information is present
and exactly how it is arranged. Such a block
of data is called a data structure, or simply a
structure. The Amiga system software defines
many such structures to contain information
related to messages, windows, screens and,
indeed, just about anything which exists wichin
the Amiga environment. Thus, if you wish to
write programs which do anything useful with
your machine it is necessary to be familiar with
the appropriate structures.

As this course progresses we will be

introducing more and more new structures
each month as we look at new topics. First
let’s lock in detail at the important elements
of a data structure as | will be presenting them
in this and later articles.
Data Types — we have already looked at the
68000’s three data types BYTE, WORD and
LONGWORD in part one of this course but
when describing structures it is necessary to
introduce a few other data types. (Also note
for the rest of this series | will often refer to
the type LONGWORD simply as LONG for
brevity.)

Each of these three data types above
assumes that the data are two's complement
numbers. A BYTE, for example, can have any
value between —128 and +127. However,
sometimes the data involved are not signed
integers; they could be positive integer
betweens 0 and 255, ASCIl characters or
perhaps merely collections of bits each of
which has a different meaning to the system

=30

(in such a case the individual bits are referred
to as flags). We will be referring to this non-
two's complement from of data as unsigned
data and will use the symbols UBYTE,
UWORD and ULONG depending upon
whether they are |, 2 or 4 bytes long,

The final data type we will define here is
one which we have already discussed — the
pointer. A pointer is a LONGWORD which
gives the memory address of other data or of
a subroutine and here we will refer to such a
data type as APTR (Address PoinleR).

These are the most common data types
and with them we can describe almost all of
the standard data structures which the Amiga
uses.

Below is an example of a typical Amiga
structure, the IntuiTest structure, which is used
to define a text string for printing using the
Intuition library.

different IntuiText structures within your
program you need only define one label to
point to each structure and use the same set
of offsets — rather than a whole set of unique
absolute labels for each structure.

All that now remains is to describe just
what each of these structure elements is for
and how to use them. This will be done for
each new structure as it is presented. What
follows is a description of the IntuiText
structure,

FrontPen, BackPen — these two bytes
define which of the available colours will be
used for the foreground and background of the
text. On an eight colour screen, for example,
each of these bytes could take any value from
0to7.

DrawMode — there are three available text
maodes, one of which should be loaded into this
byte. They are:

IntuiText Structure

UBYTE it__FrontPen, it__BackPen {0.1}
UBYTE it_ DrawMode, it__Pad {2.3}
WORD it_ LeftEdge, it__TopEdge {4.6}
APTR it__ITextFont, it TextActr, it__NextText {8.12.16}

This is the form in which | will be
presenting all of the structures we'll be using
during this series so let’s take a few moments
to define just what it means.

Each element in the structure has a name
and a data type. In the case of the IntuiText
structure the first element is called
it__FrontPen and is an UBYTE, the second is
also an UBYTE and is called it__BackPen and
so on. Note that all data element names within
the structure are preceded by a two character
unique abbreviation (it) which identifies the
structure to which they belong. The underline
character is merely included to improve reading
clarity.

If we wanted to reference any of these
elements in a programme then we could simply
give each element a label equal to the absolute
address at which it resides, and use that in our
instructions but, using the indirect addressing
with displacement mode offers a more elegant
alternative. In your program you simply place
a unique label at the beginning of each
structure. If you then load this label into an
address register with the LEA instruction it will
act as a pointer to the structure, The next step
is to define all of the element names in the
structure, not as absolute pointers to their
corresponding data elements, but as offsets
into the structures. These offsets are given in
the curly brackets {} in the structure
descriptions above. Thus we would write:
it__FrantPen=0
it__BackPen=1
it__DrawMode=2
and so on. In this way, if the pointer to the
structure were loaded into A2, for example,
the DrawMode could be loaded into DI with
the instruction:

move.b it__DrawMode(a2)dl

This has the advantage that if you have several

JAMI (=0): The text is drawn with FrontPen
and background is not effected.

JAM2 (=1): Text is written in FrontPen and
Background filled with BackPen.

XOR (=2): Text is written by producing the
complement of what is already there (an
exclusive OR).

Mote that the number in parenthesis after each
of these drayw modes is the value which must
actually be stored to get the particular mode.
The conventional way to use these would be:

JAM2 = |
move.b  JAM2,it__DrawMode(al)

or something similar.

LeftEdge, TopEdge — these give the
position to print the text expressed as an
offset, in pixels, from the left and top edge of
the window, screen or gadget into which the
text is being drawn.

TextAttr — this element is the address of
another structure which defines the font you
want to use. To use the default system font
set this to null (zero).

IText — a pointer to the actuaf null-terminated
ASCIl string which is to be printed.

NextText — when the system has finished
printing your text it will look here. If it finds
a null it will return, otherwise it assumes it has
found a peinter to another IntuiText structure
and so will proceeds to print that text also.
In this way an effectively unlimited number of
strings can be printed together.

So how do we actually get the text onto
the screen! Well, there are a lot of ways to
do this and I'm afraid |I'm going to have to skirt
around the issue and say that you'll learn that
from the example as the course goes on.

Enough talk, — next issue we'll do
something concrete and concentrate on an
example. yjl
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Yaba Daba Doo

B Thankfully the great Fred Flintstone
has a game worthy of him here. The animated
cartoon figures and the Flinstones theme music are = e g 5 *
excellent, the game’s enjoyable and pitched at the i e

right level of difficulty. This means that you can : i PRINT THIZ ?_ -
progress through the different games but you have e ALl MOU FRED =5t
e : wp. B

to put some thought into them. 3 ,_!3-‘
The first game can be especially frustrating. W
Fred wants to go bowling, Wilma wants the walls
painted and Pebbles wants to scribble her name and
pictures of flowers all over Fred’s new paint. So Fred
has to juggle her, the squirrel who is lending his tail
as a brush and a ladder so that he can get the
painting finished. The sands of time are against you
and you'll need to combine dexterity with exactly
the right tactics to succeed. Wilma is a hard lady
if you don't and they'll be no bowling tonight!
The second element of the game finds Fred
and Barney trying to find a suitable replacement
wheel for Fred's incredible stoneage car. When you
do get to the bowling alley, Fred and Barney’s
favourite leisure pursuit, it's indoor games stoneage
style. The game is a little slow in its progress as you
lay Fred against a co ter controlled Barney. The g k
FOL::II'IIh ‘ganil:“ej is anctr:‘:?: puzzler as Fred tries to Fred Flintstone is back. !

rescue Pebbles from a hostile building site. - i
5 Not only is he success-

fully advertising break-
fast cereal, he is back on
the television and now
on an Amiga monitor
near you, courtesy of
Grand Slam Entertain-
ments. The game con-
tains much of the clas-
sic cartoon humour but
there’s plenty to play for
and it can be a ****

frustrating Flintstones at

times
You can turn the music on and off and pause

the game at any time. Instructions are given for

keyboard control and, although not mentioned, FLINTSTONES

some actions can be achieved with joystick or

mouse if you prefer. Title: Flintstones Graphics 20
Fred, Barney, Wilma, Pebbles, Betty and the Suppliers: Grand Slam

animals are all here. Speech bubbles are used for Entertainments = = Sound 15

speech rather than sound samples from the original 12-18 Paul Streer, EEea -

sound tracks;, something which is not beyond the London EC2A 4JS Gameplay 10

programmers because the technique is used once TEL: 01-247 6437

at the start of the game for Fred's famous yell. Value 20
The Flintstones is a must for the lovers of the Price:£19.95

television programme and | reckon that the four
different types of game offer value for any games
player. Try and get some "hands-on™ and | think
you'll agree. A
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® A top quality sound sampling sysiem al a realistio
prioe.

@ All the usual festures of & sampling syatem phus
MARY MoFn.

@ 100% machine code software for realtime functions.
& Hires sample aditing.

® Realtime froquency dispiay.

® Realtime level meters

® Fileg saved in IFF format.

@ Adjustabils marmal; sutomatic record g Jevel,

] DISK/STORAGE
BOX OFFERS

@ DD40 holds 40 314" disks lockable.

ONLY £6.99

@ DDA0 holds 80 314" disks lockable.

ONLY £8.99
® Disks — 314" D/DS/D.

@ Top quality, bulk packed with
cables.

OoNLY EZ22.9% rom 25,

AMIGA PRO SAMPLER STUDIO

onry £69.9% coMPLETE SYSTEM, PLEASE STATE A500/1000/2000

= TRACK DIGITAL SEqUuaEnceER

ll"!‘l

TECAMATION W

FO - MASTER

T T

@ Varishls sample rate and playback speid

® Beparate soroll lins waveform windows plus 2oam
functicn with Bdit windows for fine accurabs editing

@ Hardwars eompatible with many cthar softwars
SALKARER

® Software files can be used within other music
utilities

@ Reverse. copy, mix, ebear phus other edit facilities.

' Microphone and line inpat 14" Jack and Din
ponnecions.

@ 3D shot of sound waveform. Wave sditer to design
your own waveforms or adjust existing ones.

) DATA/SWITCH
BOXES

@ A/B type connect beo prinkers to ong compater
of ( vite-versa)

@ Cantroniss connsetions oF ABERE [ Serial) comnecticns
(%5 pin) please Stats,

oNLY £24.99

@ ABC type connpct three Drnbcs b one computsr
[ or whos Versa ).
@ Centronics or RS232 connactions

onwy £34.99

@ Intalligent Printar Shares

@ Share ane Printer between four commpribars.

@ futomatis swikching — no Heed to leave your computse
@ RS233 serial or Contronics conmeckions — [iass state

oNLY £79.99

el eLECCRONIC

Laallctalinn) s
FEFRY rapgerm e

=ETYEM =
ENTTOR

] DATEL JAMMER

T complement the Sample Studio the Datal

Jammer gives you a 5 ootave keyboard to
play and record your sampled sounds.

FEATURES:
@ 2 and 3 note chords.

® 4 track sequancar up to 9993
avents.

® Tempo and Beat Controls.

@ Mixer Controls on Instruments.

@ Load and Save sequence.

® Works on standard IFF file sounds.

[ EPROM ] PRINTER CABLES
PROGRAMMER @ 25 pin ‘D’ to 36 way Centronics
@ Easy to use, highly efficlent Eprom parallel lead.
programmer. ) @ A 500 or 1000 please state.
@ Programa 2764/27128/27256/ 27512 Bproms. ®
® Programs 12.5v or 21v. 1.2m length.
@ NMOS and CMOS types.
® 1ad and Save File functions onwy £7.99
@ HEX and ASCI Dump of Memary: @ 25 pin ‘D’ to 25 pin ‘D' — serial
@ Menu driven Program features. BLANK, printer lead.
™ ﬂﬁﬂ:ﬁm mfmmm' @ A500 or 1000 — please state.
@ AB00/2000 or 1000 model ( plaass specify). @ 2m length.
oNLY £29_.99 cOMPLETE ONLY £E7.99

(JROBOTARM — Full Function — 5 Axis Movement

@ Explore the fascinating science of Robotics @ Comes with Accessories including ‘Finger’
with this full feature Robot Arm. Jaws, Magnetic Attachment, Shovel Scoop,

® Human like dexterity — with 5 Axis of 4 Btabllizing Suction Base Legs, etc.
movement it i8 g0 versatile, It can manip- ® Uses 4 HP2 battaries (not supplied) to
ulate small objects with amazing ability. POWET motor movement S0 USES Do CHMm-

@ Eaasily controlled using 2 Joysticks (any puter power:
8 pin type) or connect to your Amiga ?
with our Interface + Software to give . jiirli:gﬁst?mﬂ v i i
Computer,Robatic control (ses [nterface
offer). ONLY £E29.99

[J INTERFACE OFFER

@ Unique Softwars,Hardware package to @ This Interface is not needed to use the
allow you to interface your Amiga with the Robotarm bt interfacing with your Amiga
Robotarm has great possiblities

@ Train mode allows you to store and then
repeat movement saquUANCEs, oNwY £19.99

@ Very sasy to use. COMPLETE WITH CABLES.

i1 1™ gdi—T

[ A ce |



tEL eLeC0NI0

] EXTERNAL 3.5" DISK DRIVE

® Slimling extra low profila unit — only & long)

@ Tp quality NEC drive mechanism

@ Throughpart allows daisychaining sther drives,
@ A superhly siyled case finished in amiga colours.
@ Filly compatitie.

@ 1 mag unformatied capaciy.

@ Good length cable for positioning on your desk sto.

onry £7114.99 posT FREE
mn(ummhmunm)

B e u e R R e T TN

® Value lor for menay ~ beforo you buy a drive,
pleass pompare the features — this drive has an
NEC drtve anit and i housed in & superb -
many units available are bailk to & price and oot ko
a standard. Don't spend a few pounds less and end
up with ‘rubbish’ - and remember your are buying
Eram the manufacturee

® Complete — no moes b buy

1

PRINT = SWE
ANY SCREEN,
FROM AXY PROGRAM
Zne : ANYTINE!
d 5‘! ZK RAM EXTENSION ® A500 \ A &

@ Available with/without calendar clock option

® Simply plugs internally into a A500 slot

@ Switch in/out with switch supplied

® Fitted in minutes — no soldering ete.

@ With calendar/clock onboard time/date automatically booted

d [ GRABBIT
- @ Battery backed to retain time/date A8

oNLY £ 79 .99 ror sTANDARD 512K CARD OR A

ONLY £89 .99 ror vERSION WITH CLOCK/CALENDAR S
(JMIDIMASTER [ GRABBIT
@ Full Midi Interface for A500/ @ Grabbit is a transparent Sereen Grabber
2000,/1000 (Please state model ) program
@ Compatible with most leading ~ '® Always there — simple key operation
Midi paclkages (inc. D/Music) @ Drives dozens of Printers
@ Midi In — Midi Outx3 — ® Roquires only 10K Ram
Midi Thru ® A true productivity tool!
® Ve ick operation — does not require
o s rngrining
= @ Free “ANYTIME" program lete you update
3 Pull Midi standard e i s
oy £34.99 oy E2T .99 posreree
ALL ORDERS NORMALIY DESPATCHED WITHIN 48 HRS
| HOW 7O ORDER . ...
. 0782 744292
[ et |
EN ﬁ = Q UK ORDERS POST FREE —
0782 273815 Send cheques/POs made EURCFE ADD £1
nt 24 hr Credit Card Line payable to ‘Datel Rlectronics OVERSEAS ADD £3
G
Soo0p,
= JMARAUDER Il
W lmmmmmmrmmmm
o (all models) ‘ :
[ Buperfast disk copier wil almost Files'
R e oy tinakeny. Cfpecltl Bray M e wih emo e | umen 0 BN
[ Priendly user Interface — Mouse drive () Supports upto & drives sim fi
5  immteee | BLECL
Complataly compatible with Amiga [_) Regular updates available — we always
b multitasldng system jﬂmm UNITS 8/9, DEWSBURY ROAD, FENTON INDUSTRIAL ESTATE,
: [ Bven decrypts encoded l operation — typieally around 80
s n ) mﬁﬁw mﬂm FENTON, STOKE-ON-TRENT
eto. . [_J USA's tap selling copier
onwy £29.99 posT FREE




The first of the third genera-
tion by Lewis Tilley

B No sooner had we developed a painting
style for the Amiga which used the combined
facilities of Deluxe Paint Il and Digi Paint when
along comes Photon Paint to do almost the
same things all by itself.

Almost is underlined for although Photon
Paint is without doubt the most complete
painting program available for the Amiga at the
present time, and is my choice if | could buy
only one program , there are some functions
that one or the other program still do better.

On the other hand.. WOW ZOWIE and
HOT ZIGGITY DANG! The new feature will
make your fingers itch to start manipulating
your images.

Surface mapping is the feature which
impresses anyone who sees Photon Paint for
the first time. It is found under the Brush
menu. Pull it down from the Main Menu Bar
with your right button held down. You will be
offered all the wonderful brush manipulations
such as Flip, Resize, Rotate and a few new ones
such as Trans, Twist, Bend and Tilt. We will
return to some of these later. For now
concentrate on VWrap on.

But to wrap a brush you must first catch
a brush. Do this with the tools found in the
tool box. The Scissors Tool (click onto it with
the left button) lifts a copy by setting cross
hairs in rectangle form from your screen. Right
button click will remove the part of the image
chosen so that you may transfer it elsewhere.

The Lasso Tool (click twice on the scissors
symbol to change it up) allows you to create
a free form brush as you trace a line around
the area you want. | find this works much
smoother than other free form brush functions
| have tried. Let up on the left button only
when you have completed the area you have
encircled.

We now have a brush on the end of our
pointer. Type "] on the keyboard to jump to
the fresh screen available (toggle key “|"" to
switch back and forth between original and this
screen). To wrap this image in different ways
bring down Brush from the main menu and
select Wrap on. Under this heading are the
action selections. Select Cube* 3 for your first
plunge. It will clearly place the entire image
you picked up on your “brush” onto the three
sides of the hollow cube which appears when
you press the left button. Hold the button
down and rotate, tilt and tickle the cube
around in its perspectives until you find one
you like. Release the button and be prepared
to wait a while. What is nice about Cube "3
is that image goes into perspective too and
retains legibility in each side of the cube.

The Cube3/4 really wraps the brush
around the cube, breaking it at the edges!

Ball makes a sphere of your brush, Cone
a cone and so on with the other wrapping
features.

Impressive results can be achieved using
wrapping

When you are tired of the “wrapping"
come back out to the brush menu and select
Tilt. This mode is Photon Paint's answer to a
perspective tool. It can be easier to use than
DPaint’s and employ's nautical terms like Ditch,
Roll and Yaw to describe the positions in space
of the 2D plane on which you place your
“brush” into three dimensions,

Photon Paint has a remarkable lighting
system for casting the shading onto these 3D
surfaces you are mapping with your brush. It
is labelled Lum (for luminosity) and found in
the Brush Menu. The window which appears
when you scan down with the right button
depressed offers a multitude of adjustment to
the light source which will shine on the 3D

%
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Photo paint has a remarkable lighting
system

surfaces and give them the illusion of forms
in space.

Don't confuse this modelling light tool
with the other shading device which is found
under the Mode Menu as Blend, then subhead
Set. The Blend mode will interact with Lum
so watch the code word of Blend which
appears on the Menu Bar when you are in that
mode.

The Set devices which determine how a
blend Fill will appear on the screen, as well as
the other tools selected from the tool boxes,
is much more elaborate than Blends which have
gone before.
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CLI — FAX

The AmigaDOS environment has
a built-in help feature. If you
remember the command but
forget the syntax for the
arguments you can ask
AmigaDOS to show you. The
syntax for this kind of help is :
{Command} {space} ! {retwmn}
AmigaDOS will respend by
showing you the argument
template. This template has three
qualifiers which are preceded by
slashes as follows:

/A - this argument must be
present and may NOT be
omitted

/K - the argument must use this
keyword

/S - this argument is used as a
switch

AmigaDOS Commands
File Utilities

Comment character

Format: | {command} |

[ {comment) |

Template: “command”
“comment”’

Examples: copy DFO:c/list to ram:
copy list program to RAM drive.
List DFI: ;display directory of
DFI: drive. Anything after a )" on
a CLl line is ignored

()

Direct standard input and output,
respectively

Format: {command) [{] [}]
[{arg) ]

Template: “command” ) "TO" {
"FROM™ “args”

Examples: DATE ) date-file sends
the output of the DATE
command to file ‘date-file'
SOMEPROG ( input-file directs
the data in file ‘input-file’ to the
program named SOMEPROG,
Mote that the usual standard
input is the keyboard, and the
standard output is the screen,
unless you re-direct input and
output with these commands.

COPY
Copies one file to another or
copies all the files from one

directory to another,

Format: COPY [ [FROM]
{name} | [TO {name) ]
[ALL] [QUIET]

Template: COPY

"FROM.TO/A ALLSQUIET/S”
Examples: COPY DFO: TO DFI:
ALL QUIET copies all files in all
directories from DFO: to DFIL.
MNew sub-directories are created
on DFl: COPY print-file TO PRT:
copies a file to the printer device

DELETE

Deletes up to 10 files or
directories.

Formar: DELETE {name}
[{name)] [ALL] [QUIET]
Template: DELETE

e ALLSQ = QUIET/S
Examples: DELETE out-dated-file
DELETE temps/filel temps/filel
DELETE dfl: ALL QUIET deleres
all files in all directories on DFI:,
without telling which files were
deleted

DIR

Shows filenames in a directory.
Format: DIR [{name}] [OPT
AlAIL

Template: DIR “DIROPTIK”
Examples: DIR lists files in current
directory

DIR DFl; OPT A lists files in all
sub-directories below current
directory

ED

Enters a screen editor for text
files.

Format: ED [FROM| {name}
[SIZE {n}]

Template: ED “FROM/A SIZE"
Examples: ED templed-file

ED large-file SIZE 55000

EDIT

Enters a line editor.

Format: EDIT [FROM] {name)
[[TO] {mame} | [WITH
{rame) | [VER {name}] [OPT
{option} |

Termnplate: EDIT
“FROM/ATOWITH/K VER/K OP-
™

Examples: EDIT ed-file WITH

Format: BREAK. {task) [ALL]
[€] [D] [E] [F]

Ternplate: BREAK
“TASK/AALLISCIS,DIS.E/S F/S”
Examples BREAK. &

BREAK 4 D F

cD

Make a given directory and/or
drive the current directory
Formar: CD [{dir}]
Template: CD “DIR”
Examples: CD RAM: makes
RAM: the current directory
CD DFl:tempil

ENDCLI

Ends an interactive CLI process.
Format: ENDCLI

Template: ENDCLI

Examples: ENDCLI closes the CLI
window

NEWCLI

Start a new CLI window

Format: NEWCLI [ (window) |
Template: NEWCLI “WINDOW™
Examples: NEWCLI

MNEWCLI "CON:20/15/300/100/a
new CLI" opens a new window
titled "a new CLI" at position
20,15, of size 300 x 100 pixels

PROMPT

Change the current CLI prompt
Format: PROMPT | {prompt} |
Template: PROMPT
“NEWPROMPT"

Examples: PROMPT resets the
prompt to "}"

PROMPT “%n} * sets the
prompt ta "I} *, where | is the
current number

RUN

Executes commands as a
background process.

Formatr: RUN { command)
Ternplate: RUM command +
command

Examples: RUN
TYPE:s/startup-sequence

RUMN COPY:xc/list TO RAM: +
CD RAM: + UST runs each
command in sequence

STACK

Displays or sets the stack size for
commands.

Format: STACK [{n}]

Ternplate: STACK “SIZE"

A 30

Examples: STACK
STACK 9000

STATUS

Displays information about the
CLI processes currently in
exisence.

Format: STATUS [ {process} |
[FULL] [TCB] [SEGS] [CLI
ALL]

Ternplate: STATUS

“PROCESS FULL/STCB/SSEGSSS,
CLI=ALLS"

Examples: STATUS

STATUS | FULL

WHY

Explains why a previous command
failed.

Formatr: WHY

Template: WHY

Examples: WHY

Command Sequence
Control

ECHO

Displays the message specified
Format: ECHO { string »
Template: ECHO "

Examples: ECHO "This string was
echoed to the screen”

EXECUTE

Executes a file of commands
Formac: EXECUTE

{ commandfile} [arguments]
Template: EXECUTE “command-
file""args"

Examples:

EXECUTE:s/ uence
EXECUTE my-command-file
FAILAT

Ends a command sequence if a
program returns an error code
greater than or equal to this
number.

Format: FAILAT {n)

Ternplate: FAILAT “number”
Examples: FAILAT if the program
returns any error code

FAILAT 14

IF

Tests specified actions within a
command sequence,

Formac: IF [NOT] [WARN |
[ERROR] [FAIL] [{string) EQ
(string) | [EXISTS {name} |
Termplate: IF

7~
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It’s alright us giving you an exotic
address and ZIP code for some Los
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IIO How do | get it?
I

I

|

Angeles neighbourhood but how
O do you get the software!

® Check the ads — English

! Commodore dealers are
importing more and more

I software all the time

® Try our contact

addresses/telephone numbers
O ® Ger in touch with
Commodore UK whe can

I
|
I Commodore (UK)
| Commedare House
[
l g:;‘:znhead

SL6 7XA
| Tel: 0628 770088
|

O Aackosoft
Postbus 3111
2301 DC Leiden

The Metherlands
31 71492120

Addison Wesley
Finchampstead Road
Wokingham
Berkshire

' RGII 2NZ

Aegis Development
2115 Pico Blvd
O Santa Monica
CA 90405
Tel: 213 392 9972
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supply you with a brochure full
of goodies for your Amiga

Amiga Centre Scotland
4 Hart Street Lane
Edinburgh

EHI 3

Tel: 031 557 4242

AMS

166-170 Wilderspool Causeway
Warrington

WA4 6QA

Tel: 0925 413501

Anco

35 West Hill
Dartford

Kent

DAl 2EL

Tel: 0322 92518

lied Visions
lIAIEvm'(:.'lalr. Ridge Road
Medford
MA 02155
Tel: 617 488 34602
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Electronic Arts
Langley Business Centre
11-49 Station Road
Langley

Berks

SL3 BYN

Tel: 0753 49442

Felsina Software

3175 South Hoover Street,
275

Los Angeles

CA 90007

Firebird/Rainbird

74 New Oxford Street
London

WCIA IPS

Tel: 01 631 5373

Grandslam Entertainments

Led

12-18 Paul Street
London

EC2A 4)5

Gold Disk

PO Box 789
Streetsville
Mississauga
Ontario

L5M 2C2

Tel: 416 828 0913

HB Marketing Ltd
Brooklyn House

22 The Green

West Drayton
Middlesex

UB7 7PQ

Tel: 0895 444433

Hewson

56B Milton Trading Estate
Abingdon

Oxon

OX14 4X

Tel: 0235 832939
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Interceptor Ltd
Mercury House
Calleva Park
Aldermaston
Berks

RG7 4QW

Tel: 07356 71500

DK Images
j1224 East Bé Streer
E‘M 14

lcomington
Mimesugo 55420
Tel: 612 854 7793

Stockton on Tees
Cleveland
TSIT 9LN
Tel: 0642 769000

Kuma Computers Ltd

Pangbourne
Berkshire

England
Tel: 07357 4335

Mandarin Software

Europa House
Adlington Park
Adlingron
Macclesfield

SKI0 4NP

Tel: 0625 B7888E8
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Martech

Martech House
Bay Terrace
Pevensey Bay

East Sussex

BMN24 6EE

Tel: 0323 768456

Meridian Software
PO.Box B90408

Houston

TX 77189-0408

Tel: (713)488 2144 (USA)

Metacomco

26 Portland Square
Bristol

BS2 BRZ

Tel: 0272 42871

MicroEd

PO.Box 444005
Eden Prairie
Minnesota 55344
Tel: 612 944 8750

MicroAPL Ltd
Unit IF

Tideway Ind. Estate
87 Kirtling Street
London

SW8 SBP

Tel: 01 622 0395

Micro Facilities
Central House
High Streec
Hampton Hill
Middlesex

TWI2Z INW

Tel: 0628 770088

Microprose Software
%_er"larker. Place

Gloucestershire
GL8 BDA
Tel: 0666 54326

77/79 Chadderton Way

Oldham

OL% 6DH
Tel: 061 652 8006

Computatill Ltd

Viza Software
Chatham House
14 Mew Road
Chatham

Kent

e
|
I

ME4 4QR
Tel: 0634 45002

MicroWay (Europe) Ltd O l
32 High Street

Kingston Upan Thames

Surrey

KTl IHL

Tel: 01 541 5466 o

Mind

3444 Dundee Road

MNothbrook

Il 60062

w ®
Tel: 312/480 7667

Mirrorsoft
Athene House
66-73 shoe lane
London

EC4P 4AB

Tel: 01 377 4833

MPC Software
72 Julian Road
West Bridgford

NG2 5AN
Tel: 0602 B20106/455114

MNew Horizons Software
PO Box 43167

Austin

TX 78745

Tel: 512 329 6215

O

Nucleus Software Systems
North House

78-B4 Ongar Road
Brentwood

O

Essex
Tel: 0277 2337773

Ocean

& Central Street
Manchester

M2 5NS

Tel: 061 B32 6633

O
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Products Users Group

57 Gunnersbury Avenue
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Ariadne Software
273 Kensal Road
Londen

W10 5DB

Tel: 01 960 0203

Arithmos
Tweedvale Cottage
High Cottages
Walkerburn
Peeblesshire

EH43 6AZ

Tel: 089 687 583

Bitstream Publishing
26-18 Osborne Road
Southsea

Hants

POS 3LT

Burocare

211 Kenton Road
Harrow
Middlesex

HA3 OHD

Tel: 01 907 3636

Busbyte Business Services
10 The Marketplace
St.Albans

Herts

Tel: 0727 56005

Cadvision

53a Popes Avenue
Twickenham
Middx

Tel: 01 894 0421

Cavendish Commodore
Centre/UK Amiga Users
Group

66 London Road

Leicester

LE2 0QD

Tel: 0533 550993

AB Coﬁwpm:ers

O

CDS Software o
CDS House

Beckett Road I
Doncaster

DN2 4AD

Tel: 0302 21134 |

Codemasters Software
Ishtmr Farm House
Sooutham I
Warickshire I
I

CV33 0DL
Tel: 0926 814132 O

Compunet

Sheraton Business Centre
Wadsworth Road
Perivale

Middlesex

UBé 7|8

Tel: 01 997 259|

I
|
I
Computer Novel
PO Box 10090 |
5-200 43 Malmo
Sweden '
Tel: 46 40 232520
pHe e
Bury I
Lancs
BL9 9SF

Diamond
56 Knightshill
Londol

n
SW27 0JD
Tel: 01 761 7965

Eidersoft

Hall Farm

Nr Ockenden
Essex

RMI4 3QH

Tel: 0708 856448

173 Thornbury Road

Osterley
TW7 4QG
Tel: 01 568 7149

Isleworth

Middlesex
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Could this be a shattered Ms Turnipseed?

Selecting Blend under the Mode Menu
opens up the options of Normal (which keeps
all tools normal or opaque, i.e. “‘covering” of
the background), Blend, Add and Subtract.

Since Add and Subtract do just that to
your brush or other function, it is Blend on
which we shall focus for it blends into the
images you have on screen the colours and
images you have on your brush” or selected
tool. How much and where is determined by
the sub-head Set.

A wonderful window of magic appears as
you highlight the word “Set..” by releasing the
right button on the mouse (click left button
on Blend as you pass by).

The empty square in the middle of the

window called the Bi-directional control is the
important one for me. Click on it anywhere
that you want the density of your blend overlay
the strongest. The point of greatest density
is represented by a white spot which fades to
black towards the edges.

The horizontal rectangle below this
square and its vertical equivalent at the right
side are actual line graphs of this density ratio,
Try free hand drawing these curves with the
left mouse button down and watch the change
on the centre square! Hold down the right
button and a straight line will join your
beginning and ending peint.

When a function is as complex as this
blend window, | strongly recommend making
a few charts for yourself such as the ones
illustrating this article. Re-read the excellent
manual written by Heidi Turnipseed and
supplied with Photon Paint.

This is one of the best manuals without
any illustrations that | have ever read. It is a
pity that Ms Turnipseed was not granted a few
graphics in this, the manual to the best graphic
program available. She must have been
shattered by the lack of visuals. The cover of
Photen Paint’s packing box is filled with
beautiful examples of what it can do. | believe
the upper left image is one of Ms Turnipseed
shattered.

In line with the intent of this third in the
series of suggestions on how to use various
art packages, here are a few more specific ways
to get the most out of Photon Paint.

Does the location of the menu containing
the tools and/or palettes bother your vision
of the screen? Just grab the screen-box at the
top of the screen and place the gadgets at the
bottom or anywhere else on the screen. Hit
the dot in the square at the left and rid yourself
of the whole thing. There are even two
arrows, one up, one down, at the extreme
right of the tool menu which gives you half of
the palette display or a full one with the
swirling maelstream of a 3D colour mix cube.
The Keu f10 takes this entire FAST MENU and
COLOUR PALETTE away and returns it as you
toggle the key.

The traditional “hidden at the top of the
screen pull down with right mouse button”
menu holds several new joys under the
PREFEREMCE MENU (PREFS for short). In
the window brought up by the selection of
SCREEN MODE you are presented with a
truly international choice of screen modes.
Choose the American N.TSC. (sometimes
known as "never the same colours”) or the
British PA_L. ("Perfectly All Lovely"') to match
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the monitor specs for the country you are in.
If your present paint program does not have
the PA L. feature, you are painting on about
a third less scream.

INTERLACE gave me more flickers on
the monitor than | am accustomed to in the
US. Editor, Stuart Cooke says the broader
band line scan of NT.SC probably causes the
difference — in America you have less so you
get less. Humph!!!

One disappointment with the use of PA.L
while |, a visiting American, am over here —
images done on a full PAL. screen lose the
extra lower part when they are run in the
NTSC format. I'll further test this when |
return to the States.

Exact Colour when selected is a very
tricky control. For all practical purposes it
defeats the H.A.M. system of medifying the
colour selected. This control modifies the
adjacent pixels instead. Exact Colour allows
you to erase a line drawn solid by mistake.
Choose a pixel colour similar to the area on
which it was drawn, and cover your mistake
with Exact Colour activated. Read carefully on
the Base Colours section in your manual which
explains H.A.M. more fully. | oversimplify but
believe that the general meaning of this section
on Base Colours is "if it ain't broke don't fix
it

It is good to have Workbench turned on
so that you may access it for formatting a disk
when you find your storage disk full The
“save’’ program is very kind in that it tells you
when you have a full disk and lets you try again
after you have formatted a new ane.

Watch out, however, for the two
different types of “save’! In the Project Menu
you will find Save which writes over the original
file. When the requestor asks “Overwrite
existing file!" Click “No"" if you are doubtful
and go to Save As which gives you a chance
to type in a new name and start a new file.
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An unusual approach to mouse control
is included in Prefs. The Follow Mouse stirs old

memaories of C64 drawing programs for it will
minutely trace your path like a faithful dog
following along slowly several paces behind.
The cancellation of this makes the mouse
tracks act like a young puppy scamping
about..cutting off corners andior curves |
quote from the manual. On the other hand,
Mouse Speed controls the mouse admirably.

Photon Paint's Magnification Tool (a
Sherlock Holmes glass for an icon) shows us
how inadequate the enlargement tools of other
programs are. Choose where you want it, how
big, how little the degree of enlargement or
reduction by mouse or by keyboard. And it
all works so smoothly.

Users of DPaint Il have long been annoyed
by the inability to fill a previously filled shaped
which has a variety of colours within the area.
Photon Paint handles this problem easily in one
of its three approaches to a Fill. All three work
in collaboration with the mode selected from
Mode Menu. You may fill and cover the area
completely, blend into the area or add/subtract
colour from the area designated.

To designate an area click on the Fill Tool.
Move into the selected area as the word Back
appears under the pointer, Press left button
to fill all same colour pixels with foreground
colours, right button with background colour.
This is the same “go until you hit a different
pixel colour' that DPaint Il uses. Now for the
new stuff. For a Boundryfill click twice on the
Fill icon. The icon will change to a capital letter
"B" and the pointer will have a Pick Bound
beneath it as you move into the area you wish
to select. Find the colour of the boundry you
wish to establish by selecting it from the left
side of the big box showing fairground colours
up in the Fast Menu as it changes with the
moving pointer. Release the left hutton when
your boundry colour appears and the world
under the cross hairs of the pointer changes
to Bound. Now, select the colour you want
to use to fill your “"bounded” shape, position
the pointer amd click.

For the third Fill (a "free shape fill"") you
select your Freedrawtool with two clicks of
the left button and see the tangled line icon
change to a capital “F""

Choose your colour for the fill, then
holding down the left button draw an outline
around the area you want filled. Release the
button and fill will begin.

If | am grateful for the addition of

overwrite files in H.A.M. let me express an
even greater relief for the inclusion of Text
(click on the box with an "A' in it). Select
other than the standard Amiga Topaz 8 by
pulling down Fonts and selecting Listfonts. If
you want to use a disk of something other than
the tired old Amiga fonts which never were
very well selected in the first place, hold down
your right button and go down the Fonts menu
to select Change Disk. Type in your own path
(include drive) to the fonts to be imported and
use them. Don't forget, you may manipulate
the words you set up with all the remarkable
brush manipulators supplied on Fhoton Paint
by capturing the word as a brush pix.

Blocks on Blocks — what has been
wrapped around what?

are being carved as new tools are added in the
“next version” all software programmers are
always working on.

At the recent COMDEX ATLANTA'88
| asked two of the people who have been so
important in preparing Photon Paint for the
English speaking market, Ms Heid, Ms
Turnipseed and Mrs Sandy Wordak, what
happened to the icon which was on the earlier
pre-release version (often called a “beta"”
version). What we now see after we boot up
Proton Paint is an icon of an Amiga screen with
a paint brush poised before it. Before, there
was a funny looking little artist seated before
the Amiga helding that brush.

Ms Turnipseed and Mrs Wardak did not
know. | like to think he has gone back to Tel
Aviv, Israel where he is assisting Oren Peli, the
young seventeen year old who was the prime
programmer on Photon Paint, to structure
more tools for the artist as wondrous as he
has done before. Please bring him back,
Microillusions, to sit triumphantly in front of
his Amiga with an even greater version. yA

A Summary

Would | throw away Deluxe Paint Il and
DigiPaint now that | am using Photon Paint!
Don't ask silly questions. Sure, it offers a whole
new bag of tools (only some of which | have
tried to introduce in this article), but they
become a further extension of an Amiga
graphics system as part of an interlocking
program using IFF’s rather than just a one shot
program.

Many of the soft spots in Photon Paint

Blend is extremely complex — here are a
few examples of what's possible.
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B Pixmate was developed by Justin V
McCormick for Progressive Peripherals in the USA.
The software came from an interest in the modern
marriage of computer and space-age techniques for
improving digital images. Such techniques were
initially publicised by the “enhancement’”’ of pictures
coming back to us from the Moon, Mars and the
Voyager probes.

The program comes on a single 3.5" disk and
is accompanied by a manual which sets new
standards for this kind of software. It contains a
tutorial and detailed explanation of each process.
There's lots of information about the Amiga graphics
display if you are still learning. To its credit, Pixmate
could be your first piece of software and you'd have
no trouble using it. But nothing's perfect, the
diagram on page R-65 is incomplete.

Pixmate requires |Mbyte of memory to
function in its entirety although the majority of
processing works with a lo-res screen in a 512K
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machine. However some of the features which make
Pixmate special are lost to the standard 512K A500
or Al000. This includes proper multitasking where
Pixmate can, for instance, work in memory
alongside Deluxe Paint and even find Deluxe Paint
pictures in memory and process them. You can also
run a number of Pixmates with lo-res screens at the
same time.

Ancther factor in Pixmate's favour is quick and
easy file management with multiple file selection
from a list, previous and next file instantly selectable
from the keyboard and wildcards.
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Special

Like in Deluxe Paint there are two screens so you
can experiment, with instant backup available. You
can flip between screens or move and copy. These
operations can be performed with special effects
filters. At this point you can get right down to binary
operations with logical, pixel and matrix operations
available.

Pixmate works with any IFF file, compressed
or uncompressed or palette information on its own
or “brushes". It can handle a raw binary ASCIl dump

l YOUR AMIGA AUGUST/SEPT 1988

Image processing with

Pixmate can mean
dazzling effects for your
Deluxe Paint screens or
picture enhancement or
learning about computer
and

display print

processes. Ann Owen

gets pixel perfect.
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of the bitplanes, non IFF Digiview samples and Atari
necchrome (equivalent to a 16 colour lo-res Amiga
screen).

Everything on a screen is adjustable: red, green,
blue; hue, saturation, intensity, colour bias and
contrast. A colour can be selected from the screen,
exchanged, copied, swapped or spread around the
palette. You can play around with colour cycling,
the position of the image on screen and convert
to other screen modes and types, including HAM,

The simple operation of mirroring an image
brings with it the options of thinner, shorter, wider
or taller. Palettes can be matched, copied and
exchanged between screens in memory or in disk
files. You can swap or rotate bit planes and create
custombit maps.

Pussycat picture analysis. Pick your colour, pick
your spot and Pixmate responds.

One of the most interesting abilities of Pixmate
is to pull apart images in different ways. By
extracting the red, green and blue information into
separate files you can process the individual images
and then recombine them. Is it art or science!
Extracting the cyan, magenta and yellow images
takes you into the world of colour printing; the
world of pixels meets the world of dots. Grey scale
information can also be extracted for the subtle
conversion of colour to black and white image.
Fixmate offers automatic and manual merging of
these images.

Conclusions

| have found image processing — which seems fairly
unigue to the Amiga — a fascinating new pursuit.
Pixmate contains more, and more sophisticated,
features than its main rival Butcher. The overall feel
is slicker, the manual vastly better. However you
do need that IMbyte and £49.95.

If you are serious about image processing for
whatever purpose, art, publishing or science, then
Pixmate has to be your first choice. You will never
exhaust the possibilities and there are new
discoveries on almost every click of the mouse
button. y‘

Your Amiga Disk One

Art — this month’s program in Amiga Microsoft Basic, save on the typing!

Example art files: Stonehenge

Your Amiga Covers — specially commisioned colour graphics for Your Amiga’s stunning front
covers: RAINBOW, MR PUNCH and FLYING SAUCER included,

We've also filled up the last few sectors of the disk with some useful public domain utilities
for viewing IFF files.

Dear Your Amiga,

My Amiga would like some new software. Please send me:
Your Amiga Disk One (YAMAG 1) — price £7.00

ADDRESS. ... i

B T T T o P e R

«..?OSTCODE...........

R R R R R R R

Total Enclosed. £........

Emsmemr e

Send your order to Your Amiga, Reader Service, 9 Hall Road, Maylands Wood Estate,
Hemel Hempstead, Herts HP2 7BH.  Visa & Access accepted. Tel: 0442 41221

h
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To find out all you need to

now

about the Amiga computer

pays to subscribe to “Your Amiga’

all

you need to do is fill in the coupon

UK. £9.00, Europe £ 11.80, Middle East £ 11.90, Far East £13.00, Rest of the World £12.10 Airmail rates on request.

s e e — — — — S — — — —— ——— — — — ————— — e

Please commence my subscription(s) to YOUR AMIGA with the .. . issue,

[ enclose my cheque/money order for £...... . made payable to Argus Specmhst Puhhcdtmns Lid.

or debit £.........cc..cunn... from my AccesszarLiaycard No. |_A_‘_ [ ] | [ | valid from.. A0 e

SIBNATULE o.oviieieiiiissensssssssasaasensbas st es st n e sne s aras s aran sranssssssesasen . Name .. ol
..Postcode ..

E Send thu lorm wnh your remittance to. E
INFONET LTD. 5 River Park Estate, Billet Lane, Berkhamsted, Herts HP4 1HL



Bubble Bobble

RSP SR et
Firebird’s release of this
classic coin-op hit fin-
ally comes out on the
Amiga. Mary Brans-

combe puts her 10p’s in.

Bubbles, Bubbles, Bubbles
Galore! Bub and Bob take a
tumble beating the beastly
badies. Boom Boom.

= 44

B Now here's a game that should have been
released on the Amiga ages ago!

Bubble Bobble centers on two playing
characters called Bub and Bob. They are in search
of their girlfriends lost somewhere in the Cave of
Monsters. There are 100 different caves for you to
guide them through before you get to the dramatic
last screen. However, between screen | and 100
are some of the most annoying puzzles ever devised
for a platform game

Bubble Bobble is a fairly accurate conversion
of the coin-op classic (still knocking around a few
of the arcades too!) and officially licensed by Tato,
the company behind the original game. Bubble
Bobble is, almost indistinguishable from the original.

So What Do You Do?

The caves you visit are all populated by different
characters — mainly creatures called Benzo and
Boris. These guys walk about the place occasionally
jumping up anto a platform, getting in your way,
and so on.

You, either as Bub or Bob jump about the
different levels of each screen, and your task is to
empty the screen of characters before moving onto
the next. This is done not by shooting the ‘baddies’
as you would expect, but by blowing bubbles that
enshroud your enemies. They then float up and stop
somewhere leaving you the task of clearing them
out by bursting the bubbles

The enemies, after being burst turn into fruit,
as is the norm with most Japanese games. which
you can pick up for additional points.

If you don't burst the bubbles, the creatures
escape — naturally they are a bit miffed at being
captured, so they run about in a pretty agitated

fashion which is, as you may imagine, not a nice thing
as they can easily come in contact with you taking
one of your five lives away from you,

Don’t Take Too Long

If you take too long clearing a screen then Baron
von Blubba appears. This chappie is merciless, and
he hunts you down until you die

Two players can play the game at once, but
watch outwhen playing in two-player mode, two
Barons appear, and both of you can be killed by
either Baron.

The screens themselves are all fairly
undemanding, it's just the characters that get in the
way. Some screens you can complete even before
the monsters have time to move, other screens
require careful planning. Others need teamwork in
order to effectively clear that level.

You cannot die by falling off a ledge or by being
drowned (by bursting bubbles filled with water). The
only way you can lose a life is by either being
electrocuted (being hit by a burst bubble containing
an electric charge) or by coming into contact with
one of your opponents.

Help Is At Hand

The things that aid you in this game are, naturally
enough, special fruit and sweets that appear
randomly on the screen. Should you get a brolley
then you move on by a number of screens. Various
magic targets that you will find are also very useful

such as a special shoe that makes you go faster,
a bubble gum wrapper (guess what that one does!)
a bomb (!) and a chance potion that clears the
screen of nasties, leaving weird symbols to be

UBBLE
OBBLE

2 W
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gobbled by you and your chum before you run out
of time — you normally have 30 seconds.

Occasional letters appear in bubbles that float
up. If you collect the necessary bubbles ro spell
EXTEND, then you move on a screen and get an
extra life. Should you clear a screen quickly, then
you stand to be rewarded in the next screen by high-
point targets to be eaten; these include crowns,
rubies and treasure chests.

At the very high levels the screens become a
little less interesting, but nevertheless difficult to
finish. It is safe to say that very few players will get
as high as screen 70 without needing a friend's help,
although selecting the 2 player option just before
you die is a pretty good way of cheating your way
to the top (but you will still have to start all over
again from no points!).

Electrifying

There are screens to complete whereby you don’t
actually come in contact with the enemy. Instead
you have to burst bubbles containing lightning bolts

that speed across the screen from right to left. You
have to avoid the lightning bolts set off by your
companion, if you don't then you lose a life, lose
more than a couple this way and you'll probably lose
a friend.

Bubble Bobble has the unusual distinction of
being a two player game but with a one player
option (a bit like Gauntlet). There is scope for co-
operation and there are many different ways of
finishing off a screen. Even if you do die and have
to start over again, the screens never become samey
or boring because you can set up different strategies
all the time.

As far as being an Arcade conversion is con-
cerned, Bubble Bobble is very good. The music is
annoyingly catchy, the sound effects are passable,
(if a little passe) and controlling the game from a
joystick is very easy.

The idea for Bubble Bobble is suitably wacky,
but then what do you expect from Taito? The two
characters Bub and Bob are a hit in the arcades and
even though this version hardly uses the Amiga's
capabilities to the full there are some nice features
that are not on the Atari ST version.

Nearly there! Screen three and
there's over 100 to go!

“Bubble Bobble is a real must
for two joysticks (and their
owners)”

Bubble Bobble

Publisher: Firebird Software
First Floor,

64-67 New Oxford Street,
London WCIA IPS

Tel: 01-379 6755

GRAPHICS: 14

. SOUND: 10

n GAMEPLAY: 20

VALUE: 10
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Gobots go botty! Part
time Transformer Fred
Reid comes down to
Earth to zap a few

aliens.....

B Have you ever played a game and not been
sure whether it's brilliant or pityfull? This is the
dilemma | find myself in over Thexder. My first
reaction was to draw similarities to some of my
favourite Cé4 games, Impossible Mission, for one,
and comparisons like this came a little too easily.
We've come to expect certain standards for Amiga
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Publisher: Activision
23 Pond Street, Hampstead,
London NW3 2PN,
Phone: 01-431 1101

Price £19.99
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Thexder

Graphics 12

Sound §

4 Gameplay 18

Value 15

r
r

games, Thexder completely fails to make use of the
Amiga's stunning sound and graphics.

Thexder is an arcade style game, featuring
aliens and a robot. The robot has the unique ability
to ‘transform’ into a fighter plane, Guess where they
got that idea from! Aliens come in a variety of
forms, but all have the ability to mercilessly track
you down. The scenario is a series of rooms or
caves, each containing various obstacles to be
overcome and prizes to be won.

Your mission (should you feel inclined to accept
it), is to rid each room in turn of nasties. No game
would be complete without some method of judging
your accomplishments: Thexder has an energy
reserve, drained on contact with aliens, replenished
by zapping special objects, measured as a
percentage. Naturally, you set out with 100%, and
when you've got 0% left, you're dead! There is a
twist though, zapping certain objects increases your
possible maximum energy (called Enmax) beyond
100%, allowing you to become less vulnerable.
Unlike your energy, your Enmax rating cannot be
diminished

Each type of alien has its own attack
characteristics, and it's worthwhile spending time
working out the best way of dealing with each one.
You may also encounter hidden aliens (usually buried
in walls) which can wreak terrible damage on you
but carries a big reward. Your robot’s laser gun is
fitted with an auto-aiming device, making zapping

a bit easier, but carries a disadvantage. If your prey
is not in direct line of fire, your laser tries to zap
it anyway. In times of dire emergency, you can use
your shields, a touch on the left shift key activates
it. Although the shield doesn't last for long, it is
pretty effective in a tight corner.

Also working against you is the music (grate
doesn’t it, more than a little like the theme music
to the Magic Roundabout. The game designers have
not seen fit to let us disable the music without losing
the sound effects, it would certainly make the game
a lot more enjoyable if they had! No use has been
made of the Amiga's sampled sound facilities, with
the exception of an unintelligible sentence at the
start of each level — a little like running a Bentley
on two-star. J4
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SEVEN CITIES
OF GOLD

e e R
Gordon Hamlett tries
his luck in the high seas
as an intrepid explorer.

Fame and fortune await!

EXPEDITION

aP® .

THE €E€XPEDITION

B Question. What happened to all the dung
on Noah's Ark?
Answer. It was shoveled off and stayed there until
Columbus discovered it in 1492! Apologies to all
our American readers but playing Seven Cities of
Gold instantly reminded me of the old joke
Saying that, the game is not that bad, although
| felt it could have been a lot better. | originally saw
it a few years ago on the Commaodore 64 and it

LEAVE
o SHIPS
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seems that there has been no attempt to make any
use of the Amiga's graphic or sound capabilities.

As most people believed that the Earth was
flat in 1492, it was a case of venturing into the

Seven Cities of Gold

Publisher:Electronic Arts

S

Langley Business Centre
11-4% Station Road
Langley

Nr Slough

Berks

SL3 7TYN

TEL: (0753) 49442

4 Graphics 8
Sound 7

‘Y Gameplay 20

Value 19

HAaLfF
SHALLOW

unknown for Spanish voyagers. However you think
otherwise and this is your big chance to crown
yourself in glory, or, if the joke is right, something
else.

The New World awaits, the many islands of
the Caribbean, the great empires of the Aztec and
Inca. Spain expects great things of you and will
reward you accordingly if you succeed.

The game is a mixture of strategy and
exploration. It starts with the entire continent of
the Americas being an unknown and you must fill
in your maps as you go along. Naturally, your ships
can only hold a limited amount of cargo and it is
up to you to find the right balance between men,
food and goods, the latter being used for trading
with the natives. On your return journey, there will
hopefully be some space left for any treasure that
you have acquired.

Sailing your ship is straightforward and there
is even a form of autopilot. The only dangers are
sailing into waters that are too shallow and being
caught in a storm. Once you have landed. you can
only see the land immediately around you. On the
beginners level, native villages are marked and it is
these that are the crux of the whole game. Matives
can be dealt with either by combat or by finding
the chief and attempting to trade with him.
Conquest is the quicker method but the natives do
have long memories.

As you explore, you might find it wise to leave
caches of food so that you don't always have to
return to your ship. Native bearers might reveal the
location of hidden silver mines although their
information is not always accurate. Finally, you can
establish forts and missions as you attempt to
expand your empire.

If the Americas are too tame for you, you can
set up your own randem world to explore.
Although random, they do conform to the
geological and cultural principles contained within
the program.

If the idea behind Seven Cities appeals to you,
then you will certainly enjoy the game. If you come
across it by chance, the poor graphics and sound
are likely to put you off. It is a pity that the
programmers were not allowed to enhance the
game, rather than make a straight copy of an
existing version. This is not the way !’arward.y.d
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Fancy yourself as a press
baron? Setting up a fanzine?
Product or event to advertise?
From page to printer, your
Amiga can get you into
publishing. Ann Owen assesses
the true costs and wonders

whether Your Amiga

magazine has got anything to
worry about from its desktop

publishing readers?

DTP (Don't Touch a Pen ever again) is
now a respectable activity for a micro. It's been
advertised on television so it must be! When
computers first came along the buzz phrase
was ‘“‘paperless office’”. The computer
industry’s attitude has since changed to “if you
can't beat them, join them™

The general idea is that we use our
personal computers to create beautiful looking
paper documents to give to our friends and
colleagues at work. It has even got to the stage
where DTP is linking up with the traditional
typesetting and printing industries to offer
“professional” facilities to desk top publishers.

The Amiga is now well-endowed with the
software to make desktop publishing a reality.
The question is "*how far do you want to go!™
If it’s a neat page of text you are looking for
then any of the available wordprocessors will
do. If it's a novel you are writing then | would
have to recommend WordPerfect. The new
Brown Waugh wordprocessor Excellence may
prove even more suitable when it arrives
because of its typesetting support. If the page
needs banner headlines and pictures to give it
impact then ProWrite 2 can incorporate IFF
graphics from your copy of Deluxe Paint. And
it previews colour on screen and supports a
Canon, Apple, Okimate or Xerox colour
printer.

Your Font is what you Get

Beyond the single page and the text-only novel
there are many exciting publishing possibilities
and this is where the true desk top publishing
packages come in. They offer a screen
representation of a page into which you import
text and pictures, mixing them together and
varying their size and position inside columns
and boxes. You will probably prepare the text
beforehand in a wordprocessor and import it

although the OTP program (such as PageSetrer)

48
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may have a text editor as part of its facilities.
Graphics too can be imported from specialist
software, e.g. Aegis Draw for line drawing,
Deluxe Faint for artwork or DigiPaint for
digitised pictures. DTP programs like
PageSetter and City Desk also provide mini
graphics programs where simple line drawings
can be created and text characters enlarged
or rotated.

Back on the page itself the text and
graphics are “'pasted down’’ and at this stage,
depending on your ambitions, you may need
to consult a book on design. Alternatively you
can experiment until you get the effect you
require. Much depends on the aims of the page
you are designing. If you are designing a number
of pages for a booklet or magazine then
presumably you will want them to have a
consistent style. This can be achieved by saving
one page design and retrieving it as page
number two, adding new text and graphics,
retrieving it as number three and so on.

Stylish Text

The basis of DTP on the Amiga is as simple
as that. The first element of style is the text
itself. There are many ways of achieving a text
style on a printer. The standard Amiga fonts
can be "'dumped"’ to a printer so that they will
look approximately the same as on screen.

Wordprocessors and DTP software share
the advantage that they can load alternative
fonts — and there are many available both in
the public domain and as add-on disks for
commercial packages — and print them. You
shouldn’t ever need more than two or three
different type styles on a page but different
documents require different typestyles to give
them the right impact. Special characters (such
as a pound or a copyright sign) can be
incorporated into documents by loading a
special font file.

MNow we are back to the question of how
far you want to go. With a dot matrix printer
we have come to the end of the line. The bit-
mapped fonts and graphics can be successfully
durnped to eight or 24 pin printers, the page
design is translated from screen to printer with
adequate accuracy and your artwork is
photocopiable for distribution. A colour
printer will enhance a document but printing
will be slow and wide distribution of artwork
only possible via a print shop with a colour
copier. What else is there!

Iins and Outs of Laser
Printing

If software sells hardware then DTP on the
Amiga is going to mean the acquisition of a
laser printer. The laser printer can produce a
bit-mapped dump faster and to a higher quality
than a dot matrix printer. But it especially
enhances DTF output because it can print text
in a variety of high quality fonts. These fonts
can either reside permanently in the printer
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or they can be downloaded into the printer's
memory before use. The desktop publishing
program then sends commands to the laser
printer to reproduce these typefaces in a page
layout which you have designed on screen.
There are currently two types of laser
printer — although there are many
manufacturers — available to the desk top
publisher, those compatible with the Hewlett
FPaclard Laserjet and those with the PostScript
page description language, There are large
libraries of typefaces available for both types
of printer from a variety of sources.
Because the Amiga is only just becoming
a desk top publishing computer, few typefaces
are available on Amiga format disks, indeed
usually only those supplied with the DTP
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LaserScript

programs themselves. City Desk supports
Hewlett Packard resident fonts such as Courier
as well as PostScript Courier, Times and
Helvetica. Page Setter provides scaleable
PostScript fonts in Times and Helvetica.

If you wish to use a Hewlert Packard
compatible laser printer — currently the
cheaper end of the market — then only City
Desk and ProWrite are currently suitable for
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your purposes and you may need to purchase
soft fonts. If your finances stretch to a laser
printer with PostScript then PageSetter with
Laserscript and City Desk will both do the job.
New Harizons have just announced ProScript
for ProWrite so that wordprocessor will also
output PostScript compatible files. PostScript
is also the most suitable formar for sending to
a typesetting bureau although in the UK you
will probably have to transfer your file via
modem either directly to the bureau by
telephone or onto an IBM PC or Macintosh
disk.

Conclusions

It isn't worth buying a PostScript compatible
printer for use with City Desk or
PageSetter/LaserScript until you have evaluated
the potential of Professional Page. If you

(LOAD WEW DOCUMENT )
(ADD PAGE ) | e
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require PostSeript results then investigate the
sending of files to a bureau at between £5 and
£10 per page of type which is then suitable for
a commercial printer.

It is worth buying a HP compatible printer
for City Desk because of the availability of
decent soft fonts at reasonable cost.

We will have to reserve judgement on
packages such as Prowrite and ProScript and
Professional Page although it looks like
PostScript, despite its cost, is getting good
support. There are already PostScript add-ons

for the Hewletr Packard laser printers
{JetScript) and other PostScript emulations are
about to appear in other manufacturer's
printers (e.g. Toshiba). There were also reports
earlier in the year that Commodore would
introduce their own laser printer. I the
software houses have guessed right, it has got
to be PostScript compatible!

There is no doubt that the Amiga is
capable of meeting the requirements of all
categories of desktop publishers. Some may
wish only to print cards or invitations with
Deluxe Print, others | am sure are looking
forward to creating their own comics or
newsletters with the likes of Professional Page.
We'll continue this look at OTP on the Amiga
next issue with a step by step look through
some of the possibilities and a discussion of
some of the features of DTP design which may,
as yet, be unfamiliar territory.

City Desk

Cicy Desk is from American company
MicroSearch, programmed by Sunrize
Industries and available in the UK vig Precision
Software. At £99.95 it's one of the best value
packages I've seen for the Amiga. The software
comes on two disks with clip art and laser
printer fonts included. The manual has good
and bad points. It is comprehensive with a neat
layout but it suffers from a number of
typographical errors, not a good advert for
DTP! All is forgiven however because of an
excellent index. An update sheet is supplied
with the latest version |.la rather than an
entirely new manual.

It is important te note that, although
working in a 512K machine, City Disk really
requires |Mbyte or more to do your work
justice, Otherwise you will be plagued with
"“OUT OF MEMORY! OK'' requesters; not
OK actually! The memory squeeze is
confirmed by the need to print documents to
Preferences printers from a separate program
called CD Print. Also in the manual we find
“Higher levels of magnification use larger
amounts of chip memory than do low levels'
i.e. get a memory upgrade!

Page Attributes

City Desk demands that you work in a logical
order: choose the printer type first, set up the
measurements of your page and only then
import graphics and text. A page created for
one printer cannot be used with another type.

Page and text attributes both have default
and current page settings, offering the best of
both worlds, a “template’ and flexibility on
any individual page. | liked this feature and the
clarity of the settings requesters. f you
establish setting which you want to apply to
other documents then they can be saved from
the “preferences” menu. This is not be
confused with Preferences on Work Bench.

Graphics

Definitely a strong point with some fairly useful
clip art supplied and an add-on disk available.
City Desk will accept any mode IFF file except
HAM and will convert colour into grey shades
using a dot pattern of your choice. The graphic
has then got to be “clipped'” before use. This
is 2 once only operation. Prepared clip art is
directly loaded into the page. There is total
flexibility in placing and sizing the graphic on
the page display at any time during the page
makeup process. An invisible grid which can
be adjusted down to one point accuracy to
guide the objects into place.

If you wish to produce a simple black and
white drawing or logo then the graphics editor
itself features cut, paste, resize, erase area,
freehand draw, quick (broken), slow
{continuous) line, box. fill enclosed area,
rotate, flip (mirror), magnify (zoom working)
and various brushes, fine, medium, thick and
small and big square.

Lines between columns and a solid line
around the margins can be generated
automatically by switching them on. A choice

da ® 1987 MicroSearch,

Nritten By SunRize Industeies

City Desk page display.

of boxes is offered for graphics and there is
a box drawing tool for keylines and boxes.
These can be used to reserve a space on the
page for “dropping in"" a photograph.

Test is Flowing

We come to what | think is Ciry Desk’s
strongest asset, its typesetting features. The
flowing of text within the columns of the page
and around other objects (text blocks, line or
graphics) is fast and effective

The program invisibly splits an imported
text file into suitably sized blocks but all linked
as a “chain” of text. If any layout changes
occur then it is a simple matter to reflow text
for a new “best fit". The links between blocks
can be broken and (re)made at any time. An

49



ProWrite 2

object on the page can be moved around or
saved separately.

Text can be re-edited in a limited fashion,
perhaps to cut or add some text to fit the
page. You shouldn't be checking spelling at this
stage and City Desk does nothing to pretend
that it's a wordprocessor.

What it does do is intelligently impart
text from Motepad, Scribble! and
WordPerfect, interpreting codes for bold, italic
and underline. If you are using a dot matrix
printer then you'll appreciate the fact thar all
MNotepad fonts and styles are retained.

Typesetting

Another exciting feature of City Desk for
serious desktop publishers is the embedded
commands for typesetting control. Each
mnemaonic command e.g. tabset is followed by
its parameters, all enclosed within square
brackets.

These commands can be used to control
font type, point size and text styles such as
bold and italic and the stretching, shrinking and
enlarging of Amiga fonts. The commands
provide precise control over every character
in a document.

Layout, such as text margin, justification,
indentation and tab stops can be set.
Considerable subtlety can be achieved with
further commands to set paragraph spacing,
spacing and leading between lines (mutually
exclusive) and sentence spacing. For instance
by automatically removing all character spaces
after full stops, and defining ‘sentspace n' you
can subtly adjust the appearance of the type.

Experimenting with these commands is
very easy and rewarding. Two further
important typesetting features are firstly the
ability to tie words rtogether — some
combinations of words can lose impact if
broken on the page; and secondly the
command ‘widowon' ensures that single lines
of paragraphs are not left hanging on their own
at the top or bottom of a column or page.

Conclusions

City Desk, with its ease of use, powerful
typesetting features, standard units of measure,
clip art and laser support, is currently my
favourite choice for DTP. You'll certainly get
,good value from it if you already have or are

Professional Page produces colour separations
which can be used by a commercial printer

fcx)

willing to invest in a memory upgrade and, if
you are using a Hewlett Packard laser, suitable
soft fonts.

Roundup of other DTP

software

PageSetter and
Laserscript

PageSetter from Gold Disk started DTFP on the
Amiga and an excellent package it is. A text
editor and graphic editor are used to import
or create material which is then placed on a
single page display into predefined columns.
There are three levels of magnification onto
the page. Text styles can be redefined from
a list of Amiga fonts and boxes moved around.
There is a choice of box styles (drop shadow
etc) and line artwork. One page is viewed at
a time but you can quickly change to any of
a series of pages, up to 99.

Printing from PageSecter is restricted to
Preferences dot matrix printers. Hewlect
Fackard Preferences does not appear to work.
The Gold Disk LaserScript software provides
a set of PostScript compatible fonts and a
program to generate any point size. The fonts
must be used in PageSetter before printing via
a translation process in a separate LaserScript
program. This means that you will have to do
some editing of old PageSetter files before
being able to use them with a PostScript
compatible printer.,

ProScript for ProWrite

New Horizons have announced a new piece
of printer support software for ProWrite, The
USA price will be $49.95 when it arrives later

this year. FroScript takes a ProWrite document
and translates it into a form that can be used
by a PostScript compatible printer. The results
of the translation can be sent straight to the
printer or saved to a file for later printing. lfthe
document uses PostScript fonts (which are
included with ProScripe) the printer will use
the actual fonts that are resident in the printer.
If a non-PostScript font is encountered the
bitmap image of the font will be downloaded
to the printer. The colour graphics of ProWrite
are translated into shades of grey before
printing.

In addition, ProScript gives options to
reduce or enlarge the printout, choose paper
size, print anly even or odd pages and control
the number of grey shades used for graphics.
ProScript also helps with printing mail-merged
documents.

Professional Page from
Gold Disk

We can only bring you news of this new DTP
program from Canadian software house Gold
Disk but what news! The program has been
out for a few months but is still undergoing
development with free updates to early users.
Page composition and typesetting features
seem to be the strong points of the new
program. Page sizes up to 17" by 17" are
available and design templates can be repeated.
A document can be up to 9999 pages. The
most exciting new feature however is colour,
although not on screen. There is a colour
separation program which can produce the
artwork required by a commercial printer.
The typesetting features of Professional
FPage rely on PostScript fonts up to 127 points
in size and these are combined with Amiga
bitmapped graphics and “structured™ graphics
on screen. The six main typeface families have
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PROGRAMMING

F 1l —— One
Step At a Tihme

B CLI, or the Command Line Interface,
gives the user direct access to Amiga DOS.
This is the main operating system of the Amiga
and handles all disk and many of the
Input/Output operations.

In the first installment of this series |
mentioned that you use CLI first and foremost
to get more detailed information about the
contents of your disks — either on the screen
or on the printer. For this CLI has two
commands which you will use most often: Dir
and List.

In this article we will deal mainly with
those two commands and the various options
they incorporate.

Using Dir

Dir, which stands for directory, is the
command that you use when you want to find
out about the contents of one of your disks,

If you enter the command on its own
you'll get a listing of the names of all the first
generation directories. These are the
directories at the top of the tree, and the files
which are not sorted under a specific sub-
directory (see the first part of the series for
more information on the tree structure of
Amiga disks). That is, you'll get a listing of the
root-directory or directory of the disk at
which c¢d — the current directory pointer —
is pointing at. For example, if cd is pointing
at the Workbench disk, you would get a listing
of all the first generation directories of the
Workbench disk and all the files which are not
sorted under any of these directories. If you
enter:

cd “copy of a500 wb |.2:system”
or

cd df0:system

and then

dir

you'll ger a listing of all the directories and files
sorted under the directory “system’’ of the
Workbench disk. You can also enter:

dir “copy of a500 wb |.2:system"”
or

dir df0:system

This has the same result, and | mention
it, because in this way you can list the directory
of any other disk, even though cd may point
at, let's say, the Workbench disk.

If the listing given by dir is long you can
interrupt it at any given moment by pressing
the spacebar. If you then want the listing to
continue, simply press return. You can also
terminate the listing before time by pressing
the Ctrl key and the C key at the same time.

The above two methods of interrupting
a listing and terminating it before time can be
employed with all CLI commands that result
in a listing being produced.

The Dir command has several options to
make it even more useful: If you enter:
dir opt a
you'll get a complete listing of the whole
contents of a disk, that is, all the directories
contained on that disk and all files sorted under
those directories.

Dir opt d
gives you a listing of the directory names only.

The most useful option of the Dir
command is the interactive option. If you
enter:
dir opt i
you'll get a listing of the first item of the
current directory. Then the cursor appears and
then the listing stops. Now you may do several
things:

M You can press return and the next item will
be listed.

M You can enter “b'" and the listing will go back
to the previous directory level or be
terminated all together if you are at the level
of the original directory.

B You can enter 'q"’ to terminate the whaole
process and return to the normal CLI input
mode.

There are two commands which you can
use in the interactive mode, which you may
find even more useful,

B Enter del, which is short for delete, and the
file the cursor is at will be deleted. In this way
you can also delete a directory, but only if it
doesn't contain any other directories or files.
As a side note, there is a mechanism whereby
a directory or file can be protected against
accidental deletion.

M The other useful command is “t"', which is
short for type. This gives you a printout of the
contents of a file if that file is a textfile. If not,
you'll get a lot of gobbledegook, because a
program file does not make a lot of sense when
interpreted in ASCIl and printed on the screen,

Remember what | said earlier on about
how to interrupt a listing or stop it all together.
Maturally, this works with "t" too!

Sending Dir to the Printer

Instead of sending the listing of the current
directory to the screen you can send it to the
printer by entering:

dir > prt:

This works with everything | have
explained about the dir command, except for
the interactive option.

The > sign re-directs the output stream
to the printer instead of the screen. "Prt",
which is short for printer, is the output device.
This abbreviation is always used in CLI when
you want something to be send to the printer.
Don't forget the colon after “prt"’, because
this signifies that the printer is used as an
output device instead of a disk. If you do not
give the colon, CLI will consider “prt’” as a

In this second part of our
series on the Command Line
Interface (CLI) Burghard-
Henry Lehmann shows how
we can use it to take a closer
look at the contents of our
disks

file. It will then install a file called “prt",
consisting of listing given by “Dir""!

If you want to try this enter:

dir > prt

Then:

type prt

You'll see now that, indeed, a file named “prt”
has been opened and that it contains the listing
given after the "'Dir'"!

This obviously means that you can use the >
sign to send output to a file as well as to a
device. Of course it is necessary to set up your
printer before you can send anything to it. CLI
will use the printer according to the settings
in the set printer part of preferences.

Getting a List

The other important CLI command which
gives you information about the contents of
your disks is list.

List has the advantage that it gives you more
comprehensive information about each file or
directory on your disk. If you enter:

list

you'll get a listing of all the first generation
directories and files cd is pointing at. You'll also
get the following information after the name
of the directory or file:

M If it is a directory, it says Dir. If it is a file,
the length of the file in bytes is given.

B Next follow four letters which represent
the so-called protection flags. ¥ means that a
file (or directory) can be read. w means that
it can be written to. @ means that it can be
executed. d means that it can be deleted.
B Next follows the date that the directory or
file was installed or last altered. This relates
to the date as stored in the system of the
Amiga. Later on | will explain how you can set
the current date and time from CLI. If the file
has been installed or changed one day before
the present day, the date is given as Yesterday
and if it has been installed or changed today,
the date is given as Today — as you would
expect.

B The hour, minute and second the directory
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or file was installed or changed is the next
information to be listed.

B The Amiga allows you to add a comment
of up to BO characters to each filename. If such
a comment has been given, it is listed
underneath the filename and preceded by a
colon.

The Options of List

The List-command has a number of options
available to make it even more useful.

By combining list with the command to,
which is quite often used in CLI, remember,
how in the last article we transferred CLI onto
the RAM disk with the command sequence:
copy ¢ to ram:. You can send the listing to
a different device as with the dir command.
For example:
list to prt:
will send the listing to the printer.
list to outfile
will create a file called outfile and store the
listing in that file. You can then use the CLI
editor or a wordprocessorto modify outfile,
You can even list ouwtfile using the type
command which was mentioned earlier.

The List command has several options
concerning the date listed with a directory or
file:
list nodates
gives you a listing without the dates.
list dates
is a bit of an unnecessary option, because it
lists the dates as it does by default!

More interesting are since and upto.
Iif you enter:
list since 5-may-88
all directories and files which have been created
on and after the Sth of May 1988 will be
displayed.
list upto 5-may-88
will list all the directories and files which were
created before and on the 5th of May 1988,

Another useful option of list is the “'s”
option. If you enter:
list s abed
all files and directories whose names contain
the string “abed"" will be listed. This command
sequence is handy for searching for a particular
directory or file of when you can only
remember part its name.

There is a more complex system of
searching for directories and files whose names
match a certain pattern of certain characters.

Figure | gives you a list of the special
characters which you can employ to search the
listing for a certain pattern. For example:
list pa bc
searches the names of the directories and files
of a disk for patterns like “AC', “ABC",
"ABBC" and so on. If a match is found, the
directory or file is listed in the usual way.

Finally, you can have a quick listing which
gives you only the names of the directories and
files. This is a bit superfluous since it gives you

<patternl><patternz>

<patternl> !|<patterng>

the same type of listing given by the Dir
command which we have already looked at.
You use this option by entering:

list quick

Great with a Disk Editor

The next option we will look at is keys. To
find out about this enter:
list keys

This adds the block number of each file
or directory header to the listing. This is useful
if you have a disk editor. You can then call that
block up without any trouble and trace through
the file, block by block.

Associated Commands

In the rest of this article I'd like to deal with
some of the associated commands we have
come across while looking at dir and list.

The first one of these is the Date
command. Enter:
date
CLI now gives you the day of the week, the
day, the month, the year and also the hour,
minute and second as given by the real time
clock of the Amiga.

By entering date with parameters, you
can change the date and the time either in one
go or separately. For example:
date 19-may-88 17:05
changes the day to the 19th of May 1988 and
the time to 5.05 pm.

You don’t have to bother about the day
of the week since this is taken care of by the
computer.

You can change the present date by
entering sentences such as date yesterday
or date tomorrow. This changes the date to
yesterday's date or tomorrow's date
respectively, pretty obvious really.

Changing the date and/or time from CLI
is more convenient than calling up preferences
every time you want to make a change,

You can also change the date and time of
a directory or file to the present date by
entering:
date to “our file"
where “our file"" is the name of the file or
directory that you wish to alter.

Special Characters Used For List p

7 Matches any single
character.

% - Ratches the null string.

#<pattern> Matches ZECO ar mare

occurrences of the pattern
which Follows it.

Matches a
pattern <1>
pattern <>

Matches if either pattern
<1> or pattern <2> match.

sequence of
followed by

2 Groups patterns together.

Program Safety

Protect allows you to change the protection
flags of a directory or file. As | have already
explained in my discussion of the List
command, there are four protection flags used
with each directory or file. You can protect
a file against it being read (r), you can protect
it against being written to (w), you can protect
it from being executed (e) and you can protect
it from being deleted (d).

The protect command works in a bit of
a round-about way which you have 1o
memorize well,

You give the appropriate letter if you
want a directory or file not to be protected
in that way and you protect a file in a particular
way by omitting the letter which stands for the
method of pretection you want to be installed.
For example:
protect “our file" rwed
will clear all four protection flags. That is, “our
file' can be read, written to, executed and
deleted.

If you enter:

protect “our file” r ed

the write-flag will be set, which means that our
file can not be written to. It can be read,
executed or deleted as normal.

Delete allows you to delete a directory
or file, but only if that directory or file has not
been protected against deletion as explained
above. Since this command works without any
fool-proofing, it is a good idea to set the
deletion protection flag of all important files
on a disk right from the start. Otherwise you
can easily delete a file by mistake and CLI does
not contain a un-delete-command!

Delete works like all other
CLI-commands:
delete “our file”
will delete “our file™.

Taking a Look

| have mentioned the type command twice
in this article. This command is give you a
printout of a textfile.

type “our file"” to prt:

will send “our file'" to the printer instead of
the screen.
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Using the command filenote you can, as
mentioned with the list command, give an
additional comment of up to 80 characters to
a file. If you enter:

filenote “our file” comment “This is a
comment.”

the above comment or filenote will be added
tc “our file"

To substitute the comment already given
with another one, simply give the above
command with the new comment.

To erase the comment all together, enter:

win

filenote “our file" comment

Info is a one off command which is used
without any parameters and which gives you
various information about the disk (or disks
— if you use several drives) which is mounted.

It gives you the size of the disk, how many
bytes have been used, how many bytes are free,
the percentage of free bytes. the read/write
status of the disk and its name.

Also listed are the disks (or “volumes'")

available. This includes any disk which may not
be mounted at the moment but at which cd
is pointing at.

Info only gives you the full information
of a nen-system disk if you have two or more
disk drives or have transferred CL| to the
RAM-disk, as explained in the last article,
otherwise it will give information of the
system-disk only.

The System-Disk

At this point it might be worth mentioning that
the Amiga distinguishes between a syscem-disk
and any other disk
A system-disk is a disk which can be used to
start the Amiga off, The Workbench-disk
or any other disk which contains Workbench
is therefore a system-disk. The same is true
for a disk which runs on CLI, that is a disk with
a program that is not started off from
Waorkbench but from CLI.

In a later article | will explain how you
can set up such a disk. The advantage of using

a disk with just CLI on it and not workbench
is that CLI uses less disk space than
Workbench.

You can make cd point at the system-disk
by entering:
cd sys:
5YS is of course short for “'system’. JA

Next Installment

In the next part of CLI — One Step at a
Time, I'll be explaining how you set up your
programs so that they can be run from the
CLUl, showing you how to create new
directories and detailing the following
commands:
® RUN
® FAULT
® EXECUITE

The next issue of Your Amiga will be
October/November 1988. Publication date
is 16th September.

Our Price only....

N£99.95
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Home MTovies

ammation ¥k, animation ¥gk., animation gk, animation g, anin

Amateur Amiga anima-
tors should watch out for
these desktop video

packages. Ann Owen

records the action

B These two software effects packages, Stand
and Effects, give you creative control over the rapid
animated playback of frames of IFF graphics. One,
Stand, requires a megabyte of memory, both require
lots of disk space. .

Both packages come from Hash Enterprises
in the USA and are marketed in the UK by Amiga
Centre Scotland. They are part of a larger suite of
software, all for graphics animation/presentation
with a view to recording on a home or professional
standard video recorder. The software is consistent
in its operation with similar filing operations — very
like Deluxe Paint — and menus.

The creation of sequences of frames, whether
it be a spinning logo in the Flip effect, or a camera
pan and zoom in Stand, involves a similar way of
working. Each frame is a cutout from an IFF graphic

EFFECTS

Poor Man’s ADO

STAND

N

1
'
e

h

A Computerized
Animation Camera Stand

m56

background. The software accepts all types of
screen, including HAM, and usually outputs a low
resolution display with interlace on and with
“overscan’, This last feature is important for home
video makers. It makes sure that any graphics fic
the video display format.

An animation consists of the frames and a
choreography. The frames can be saved in IFF
format for further touching up in a paint package
or in PACK form ready for realtime playback. The
choreography is the control sequence, programmed
by moving a cursor on screen or boxing a frame
and edited by typing values into requestor boxes.
The choreography can be saved separately and used
on any set of frames.

Frames and Data

Stand is an Amiga version of a traditional animation
technique involving an animation camera stand. The
camera is mounted vertically on the stand with the
lens pointed at a table beneath it on which the
artwork is mounted. The camera can be raised and
lowered and the table can move simultaneously.
Stand achieves the resulting zoom and pan effects
through software.

The Effects package consists of Flip — a logo
animating program, Scroll — simple IFF screen
scrolling and Yipe — a standard set of wipes. The
two latter packages load IFF files and utilise the
function keys to provide right to left and top to
bottom scrolls and wipes. They are straightforward
to use which is what you need when putting
together home video titles or a business slide-style
presentation.

Flip and Stand are more powerful utilities both
using the same frames and data technique, Once
the sequence of frames has been created it is
“recorded” to disk. You will need to create both
frames and data disks and disk swapping will be
involved on a single disk system. A separate Display
program is then used to reload the frames into
memory and to play them back in realtime or frame
by frame.

Conclusions
The software is easy to use with workmanlike
menus and requestors, nothing fancy. The
manuals are a bit disappointing especially that
for Effects, which appears to miss bits out in
the tutorial section. Am | also so incredibly out
of date with my American grammar and spel-
ling! Or didn't they use a spell checker?

| am just starting to experiment with a
home video recorder and the results won't be
going on public release just yet! But it's an
exciting new area and acceptable results are
easy to achieve. If you are serious about the
video aspect then the software is designed to
work with a genlock. This means that you can
have two video sources, your Amiga plus a
camcorder or. second video, both being
recorded in real time from the screen.

You could do no better than start
animating on a budget with Stand and Effects
which cost £35 apiece. y4
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M. Kingston, Yate, Bristol

Frofessional, draw your
attention to the March 1988
edition of Your Commodore,
the magazine that Your Amiga
was incorporated in for a year
before the June/july issue launch
as a separate magazine. Should
you require a back issue then
you will get one from Infonet,
the address of whom you will
find on the editorial page.
Comparison type articles will
form a major part of Your
Amiga in future issues.

Qur brief
introduction/review to laser
printers has generated quite a
bit of reader interest. Apologies
for not bringing you the next
installment of this article in this
issue, however, we are waiting
upon delivery of a new page
printer that offers laser print
quality at a much cheaper price.
As soon as we get our hands
on it then we will bring you the
rest of the article.

Sorry abour the illegible
print on the pull-out, read on
for more information on this
front — ED

B Dear Editor,

My question is very short
compared with normal
magazine questions, but it
has bothered me for some
time.

What | wish to know is,
how is it that the price of
the Amiga can vary so
much from store to store.
Not by a few pounds but by
hundreds of pounds.

Is it also true that
computers made for foreign
markets are sold here
cheap. Are these machines
more likely to fail?

| hope that you can
answer my questions and
put my mind at rest.

By the way, the new
magazine looks great, but
it's a shame that it is only
bi-monthly.

Waheed Rehman Malilk,

Birmingham

B It can be a little unnerving
when trying to purchase a
computer only to find that
visiting five different computer
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LETTERS

Read-lVIie

e e T SRR
Following the launch
of Your Amiga as a
‘real’ magazine our
mail bag has been
bulging with your
correspondence. Here
you will find a
selection of your

comments.

demonstrations on topics of
interest to Amiga users
usually take place at the
meetings.

| would like to extend a
cordial invitation to all
Amiga users in Dublin to
attend our meetings at the
Donaghmede House Social
Centre, Dublin 13

Joseph Kiernan (sec)

Swords, Co. Dublin.

B We regularly receive requests
for information on user groups
at our offices. If you run or are
starting up a local user group
for Commodore computers
please let us know so that we
can pass the information on to
other readers.

There are two national
Amiga clubs that we know
about. The first of these is the
ICPUG organisation. This user
group is set up to deal with all
Commodore computers.
Meetings are held in most
major towns in the UK and
regular newsletters are
provided. For more information
contact: ICPUG Membership
Secretary, Jack C Cohen, 30
Brancaster Road, Newbury
Park, liford, Essex, IG2 7EP.
Subscription costs £10 per year
(UK) plus an extra £1 joining
fee.

The other group that we
are aware of is the Amiga
Users Group. This group can be
contacted at: 66 London Road,
Leicester LE2 0QD Tel: (0533)
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seem to be getting new
ones coming out by the
minute. Competition is no
bad thing up to a point, so
long as it does not lead to
trend to “lowest common
denominator” editorial
matter in order to retain a
slice of what must be a
limited market.

d Cotton, Leicester

M The introductory course to
using the CLI has been
extremely well received. Over
the next few issues Henry
Lehmann will be revealing the
mysteries of this section of
your Amiga.

Apologies for the faint
text on the CLI fax-sheets. The
originals were much darker and
easier to read. They
unfortunately didn't reproduce
that well in the magazine.

Because so many people
thought that they were a good
idea we will be continuing to
produce new fact sheets in
future issues. In this issue you
will find a new set of CLI-
sheets. Only slightly different to
those produced last issue but
hopefully much clearer.

Should there be any
information that you would like
to see on these sheets please
let us know and we'll see what
we can do. You may even fancy
producing some sheets yourself
for possible publication. Send
them in, we'd love to see them.

| think that | have made
my feelings clear about so
called dual format disks in this
month’s editorial — what do
the rest of Your Amiga’s
readers think. Dual format
disks, are they a good thing or
a come down for Amiga
owners!

As to your comments
regarding the number of new
16 bit magazines, | must admit
that a large number seem to
have appeared at the same
time. This obviously goes to
show that the publishing market
has faith in the future of 16 bit
computers. Don't forget it's
not so long ago that most
publishers were closing their
computer titles. You are no
doubt aware that Your Amiga is

D.Sikder, Luton
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M If | was given a penny every
time I've heard people moan
about computer manuals,
especially Commodore’s, I'd be
a rich man by now. Book
publishers have always been
quick to notice this and soon
after the launch of a machine
there is usually a plethora of
‘how to program your xxxx'
type book. For some reason
this doesn't seem to have been
the case with the Amiga,
though things do seem to be
looking up.

There are two books that
| would recommend new Amiga
owners get their hands on.
Both are Abacus books and are
available from Adamsoft at: 18
Morwich Avenue, Rochdale,
Lancs ONII 552, Tel: 0706
524304.

The first book is Amiga For
Beginners. This probably starts
at too simple a level for many
pecple, detailing how to set
your machine up and turn it on!
Even so, there is a lot of
information provided within this
book that the newcomer to the
Amiga will find useful. I've been
known to refer to it myself on
more than one occasion.

The second book is Amiga
Basic Inside and Out. Ok, all
you purists out there, Basic is
not the best language to
program the Amiga in 68000 or
'C' are much better and faster.
Should you want to learn the
basies of how a machine works
Basic is still the quickest
language to get used to. This
book introduces the reader at
quite a leisurely pace into using
the Amiga as a programming
environment. Graphics, sound,
windows etc. are all covered.
Once you've got to grips with
these in Basic then you'll be
ready to advance onto other
languages or even machine
code.

Allen Webb, the author of |
the "Trials and Tribulations’ .
article will be starting a Basic !
proegramming series in a future !
issue — watch this space — ED £

Write in with your

comments to Your

Amiga, ASP Ltd, |

Golden Square, London
WIR 3AB.




PRINTER CONVERTERS BUFFERS & SHARERS

AR PERRTLINCE enabit you B0 use your AN ma U of e

A Sariai printer oG WPLI0! with moit COMBCDOWE &4 O 118 a5 1 Dulfer
e ¢ ] A, ATARE, M sl irterisce and corib of sn rderlsce
PFEMEIET ETE cariricige with inisgral stvaare

oo PRENTLINH W sieo drfves mont PAR % CBMA Sorid oo 4
i Wmdlnmmohwwﬂﬂm#;ﬁm the £of

PRINTLINK 1 PARALLEL TO CBM SERIAL PRINTER CONVERTER

LISE PRVTLINK | LWWATH MDST COMPLITERS £ ONE COBM SERIAL PRIVIER
Paraliel nput — gt 1 o compuse printey port

LAE PRETLINK A8 WTH CBAS SERUAL PRIVTERT OF LTTH AN
mARALLEL AS A STANDR s0K FRIVTER BUFFER

GET THE PICTURE? — JT LL BE SHARFER &
CLEARER WITH A TRILOGIC AMIGA TO TV RGEB
LEAD & COULD SAVE YOU EEEEs.

‘We have leads to connect all AMIGAS to your TV or colour manitor provided it has

an RGE input socket, A8 leads give @ much clearer pictune than using the AMIGA

MODULATOR. permit ALL 4096 colours to be displayed and include the audio lead
v ST with slenso va).

ORODER AL 1 FOR TVs WITH 21 PIN EURQ (SCART) SOCKET,
FITS PHILIFS, FIDELITY, SONY, GRUNDIG, NORMENEDE, ETC.

ORDER AL 2 FOR FERGUSON Tv's WITH 7 OR 8 PIN DIN S0OCKET.
MODELS MCOL & MCOS ETC ONLY [9.99

DROER AL 4 FOR HITACHI & GRANADA TVs WITH 7 PIN DIN SOCKET
MODELS CPT1424 ETC ONLY £9.99

SOWRRY. LEALRS ARE NOT AVAILABILE FOR THE FOLLOWING MAKES: MICROVITEC
AKAI, SEISHO & PHILIFS CF1114 WITH 5 OR 6 PIN TTL RGB SOCKETS

LEADS ALSO AWAILABLE FOR ATART 5T RANGE. PLEASE CONSUILT LIS IF iN DOLIET,

ATTENTION 1901 MONITOR OWNERS.
WHY NOT HAVE YOUR 1901 MONITOR CONVERTED TO WORK
WITH THE AMIGA 7

ONLY £9.99

Our corversan enables your 1901 io display all 4096 colows and grves a eally
excelient pactune. We have conwerted hundmds of 19015 with 100% satisfaction
Price including the lead = ONLY £29.95-lor callers.

Phane io arra) an appoinbmend or we can collect, convert & return your monitor
ALL WITHIN 4 S for the all inclussve price OF £53.95

OTHER INEXPENSIVE AMIGA LEADS

PART MO PRICE
ZND DRIVE SWITCHED LEAD — DESABLES EXTERMAL

: DRIVE TO FERMIT PROGRAMS T0 LOAD. ADEZ — OMLY £9.99
— JOYSTICK PORT EXTENDER — FED LIP WITH

GROPING ARGUND THE REAR OF YOUR AMIGA

THEN YOU NEED THIS LEAD IPEL — OMLY £3.99

MOUSE/JOYSTICK SWITCHER & PORT EXTENDER —
EXTENDS THE POAT & HAS SOCKETS FOR MOUSE &
JOWSTICE. WITH PLISH-BUTTON SWITCH FOR MOUSE
OFt JOVSTICK SELECTION DUkl — ONLY £8.99

3 & 4 JOYSTICK ADAPTORS. — SOME GIMFS{ISF 30R

4 JOYSTICKS — YOLU'LL NEED THIS LEAD TO USE
MORE THAN 7 JOVSTICKS JELL

g AMIGA 64 EMULATOR LEADS — CONMECTS 1541 ETC
TO YOUR AMIGA. THERE ARE SEVERAL PROGRAMS
WHICH NEED THIS LEAD: AELL — DMLY £4.99

MODULATOR EXTEMNSION LEADS. 30CM LONG,
BRINGS MODULATOR TO A MORE CONVENIENT

— ONLY £E7.99

POSITION _ MEL ONLY EB.99

RS232 TO MODEM LEAD. 25WAY PLUIG TD SPIN

DOMING PLUG AMLL ONLY E4.99

AMIGA PRINTER LEAD. PARALLEL TYPE 158 LOMNG AMPL — ONLY £6.99
J0M LONG AMP3 — ONLY £9.99

PLEASE STATE WHICH AMIGA YOU HAVE WHEN ORDERING
NEW — AMIGA HI-FI LEADS & AUDIO ACCESSORIES

TAKE FULL ADVANTAGE OF THE AMIGA'S AMAZING SOUNDS BY CONNECTING
“x 0T TO YOLIR HIFI SYSTEM. OUR STERED LEADS FIT MOST HI-FI, MIDISYSTEMS
(RCA JACK) 3M LONG  AHLL —

: ELC
STERED PHONO PLUG
TO PHONO PLUG AS ABOVE BUT 5M LONG  AHL2
- s STERED MINI AMPTHEADPHONE BOOSTER — LISTEN
@ T YOLIR AMIGA IN STERED VIA YOLIR WALKMAN
HEADPHONES AMAL — ONLY £14.99

HIGH QUALITY STERED HEADPHONES FOR USE WITH
MiNI AP

ONLY £3.99
ONLY £4.99

PHS1 — DNLY £4.99

STEREQ ECHO UNIT. ADD ECHO TO YOUR AMIGA'S

AUDID DUTPUT GREAT FOR USE WITH AMIGA MUSIC
UTILITIES & SAMPLERS AEUL
MAINS OPERATED. CONNECTS BETWEEMN AMIGA

ALIDID OUTPUT & HIFL (OR TWIMONITOR IF YOU USE

ONE OF DUR AMIGA RGA TV LEADS).

SUNDRY ITEMS — BARGAIN PRICES

E;l)] 2 Dt5l&5. OUALIIF D500 BULK PACKED DISKS MIN ORDER = 10
MNLY 92P

g2 Dlﬂ Bﬁk FOR 40 DISKS. SMOKED LID. LOCKABLE DSB4 — ONLY D6.99
g DISKBDIFDRSQ DISKS SMOKED LID. LOCKABLE DSBS — ONLY £8.99
AL2" DISK BOX FOR 120 DISKS SMOKED LID LOCKABLE DSBE — OMLY ELL99
QUICKSHOT 2 JONSTICK WITH ALITOFIRE Q5J1 — ONLY E7.99
PRO 5000 JOYSTICK. — NON AUTOFIRE TYPE PRJ1 — ONLY E10.99
AS00 DUSTCOVER, FLAMEPROOF MATERIAL . . ADC1 — ONLY E4.49
ALD00 DUSTCOVER . ADC2 — ONLY ES.99
10811084 CMBA33 MONTOR DUSTCOVER ADCY — ONLY BE.99
Z3pan 0" SOCKETS WITH PLASTIC OOVER DSl ONLY E4.99
23pin 0" PLUIG WITH F‘LlSTICCD\!'EFI b oL el DF52 — ONLY E4.99

g’f Trilogic Dept Y A .Unit1 Fan i};-u GO0TS0
THILDGIE 253 New Works Road Tk
7 =

ONLY E89.99

Bradford, BD12 0QP. Tel. 0274 691115

35 LONDON ROAD, TOOTING,
LONDON S5W17 8UR

H-I} il ||

\ e 7eL 01-685 9849
|| doft

ARCADE

ARCADE

AARGH e Peter Beardsley Soccer......... £1495
Army Moves ... Rolling Thunder ..........
Bubble Bubble ...................... £14.95  Sidewinder ........ccocoisumeeriasninnns
AL T e POA.  Strangeworld........cooccomienes
Dungeon Master.. Star Wars............
FOrrarm Fl ....ocmsmreissssssserssss Soccer Supremo .........

1 — st A OTOITIEN . ooceiismniniinid
Foolman Thunderbay..

[nterceplor...,......................'.-_..E1&95 Voer ... b
Whizzbal..........onccen

| R RS v
i The Wall....

Adv Con Set dimaar
T TR - 8 Ll e
Battleships ...........conimniviins King of Chicagu
Beyond Zark Return to Axlanns
Chessmaster 2000................ £1895 Shadowgate..............c.cceu.
Dark Castle .............oc0nn £1995  Sinbad... it
Destroyer Strike Fcrce Harner
Déja Vue Strip Poker Il.........c.ccovevnenne.
Interceptor............cooconeeninn POAL Spitfirg 40 .......cococvenescrierennnn POAA,
T £2995  Tertrious....

XR35......

UTILITIES

AnalYZe. i R 10TOE.  ONOANEE i TR0
BRSPS s et e £7995  Publisher 1000....................£175.00
Graphic Tablet.. : ..£75.00
-1l e AL T R £10900  Scribble..........c.c.cereerrenreanrennn E700
Lettic C Proffe..............cooens £27500 TV Text... ¥ -£79.00
Lisp... ..£12500 Zema Fﬁnts 1 3 ............ 5‘,290[1 each

A WIDE HANGE OF IMPORTS
AVAILABLE

ACCESSORIES & HARDWARE

Pro 5000 Joystick ................. £14.95
Speedking Joystick ..............£1295
Quickshat Il Joystick.. £1995
Moussmat...........ccomierersnsaen E095

Disc Bow (80) ....coovvvusveiiissenns £1295

PLEASE MAKE ALL CHEQUES
PAYABLE TO TIMESOFT!

IF YOU DO NOT SEE WHAT YOU REQUIRE PLEASE
PHONE FOR A LOW PRICE.

PHONE FOR LOW PRICES ON AMIGA A500
COMMODORE 64 COMPENDIUM PACK £75

e S

(496)
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SUBMISSIONS

Calling All

Authors

B Even though Your Amiga has a
number of regular contributors we are of
course always looking for more.

You may have an intimate knowledge
of the machine that you would like to
share it with others, perhaps you've
written a program that you think may be
of some use to other readers of Your
Amiga, or maybe you have an idea for a
stunning series of articles. In fact if you
have something that you think could be
of use to other Amiga owners we want
to hear about it.

Sending it in

Should you want to send something to us
then please follow the guidelines below.
Submissions that do not follow the
guidelines mentioned may be
automatically rejected.

Of course we don't expect
everybody to be the next William
Shakespeare but if you do follow the
simple rules below it will make our job a
lot easier.

B All text and programs should be sent
on a standard Amiga 3.5inch disk. Please
state which wordprocessor that you have
used. If you don't have a wordprocessor
don’t forget that you can always use the
memopad supplied on your Workbench
disk to enter the text,

B Include the following information in all
text files on the disk:

Name of article;

Special requirements (memory expansion
etc.);

Your name;

Your address;

Your telephone number.

The above information should also be
reproduced on the disk to ease
identification.

M If you have access to a printer please
supply a printed copy of all relevant
material.

B Try and write in clear concise English.
It does not have to be a work of art but
it must be comprehensible.

m 60

B Any program examples under 10 lines
in length can be included within your text.

M Should your article require artwork
then supply clear examples of what is
needed. We can get professional artists
to produce the finished product. Try to
suggest any ideas that you have for
illustration, after all a picture’s worth a
thousand words.

B Submissions of any length are welcome.
If you have a five line routine you think
may be of use to someone else it will be
just as welcome as a full blown series.

M Payment varies quite a lot and depends
on quite a number of factors such as
complexity of program, presentation etc,

B All payments are made following
publication of the article, usually around
2-3-weeks after publication date.

B If we do find your submission suitable
for publication in the magazine, we will
inform you of our terms either in writing
or by telephone.

B If you want the program returned to
you, should it be found unsuitable for use,
then you must enclose a stamped,self
addressed envelope for return of the disk.

B Only items that you hold the rights for
should be submitted.

B We do not accept articles that have
been sent to other magazines.

B Ve do not accept unsolicited reviews.

B All items sent to the magazine are done
so with the understanding that they may
be published in the magazine.

B Your Amiga will not be held responsible
for any loss/damage of items sent to the
magazine.

Would you like to share your
knowledge of the Amiga com-
puter with others? Have you
written any software that
you'd like to have published?
Read on and find out what to
do.

YOUR AMIGA AUGUST/SEPT 1988



B Some time after getting my
Amiga, | started to familiarise myself with
some of the basic commands like Line,
Circle, Locate etc., all of which were new
to me, after upgrading from the CBMé4.
It soon began to dawn on me that pro-
gramming the Amiga requires a com-
pletely different approach than what | was
used to. Having printed a few simple
statements on the screen with the locate
command, | found that it was possible to
draw lines which passed right through the
text on the screen! Even different
coloured dots, lines and shapes could be
made to occupy the same character
space. This obviously meant that the
whole basic screen is permanently
bit-maped.

Being interested in computer art, and,
after buying the Amiga, and unable to
afford the rather high prices asked for
one of the commercial art packages avail-
able, | reckoned it would be possible to
write a program, in Basic, that would
allow me to create my own electronic
masterpieces!

My first apprehensions were that Basic
would be too slow for such an application,
but this "Microsoft’ version of Basic soon
proved me wrong on almost every count.
This was something of a relief, as,
although I'd become quite adept at
machine code on the *6510', | hadn't got
a clue or an assembler for the Motorola
68000! Anyway, several weeks later, | was
adding the final touches to the Amigart
program.

The Program

Owing to the fact that Amigart uses large
arrays in its operation, the program is
written in two parts. Part one sets up a
function window on the palette screen
which displays all available options along
with a colour palette and colour controls.
This section will chain load part two,
which creates a painting and drawing
window on the part screen. With Amig-
art, the user is allowed to draw freehand
using the mouse or select one of the
many options available such as box, line,
circle, block copy, etc. There is a choice
of eight colours, any of which may be
adjusted at any time. A save option allows
pictures to be saved to disk, or alter-
natively, colour schemes may be saved
separately. For more accurate work, a
crib can be called up to keep track of X
and Y co-ordinates and pen colour.

Typing It In

Before typing in this program, please
make sure that your Amiga is in 60
column mode, and the Interface is off.
Type in listing one entitled 'AMIGART".
Next, place a ‘'rem’ or apostrophy (') at
the beginning of the line which contains
the ‘chain’ statement. This will allow you
to make any corrections before the next
program is loaded in. When everything
runs smoothly, remaove the ‘rem’ and save
program one, (AmigaBasic will remind
you to save if you forget!).

Now type in program two called
‘AMIGART,A' It is most important not to
run part two as it stands. Always save your
work and use program one to load and
run program two. Running program two
on its own can cause a few problems, like
erasing the options window on the palette
screen and worst of all, turning every
colour on the art screen black! If you
forget and this happens, don't panic.
Either press keys (A) and (.) together or
position the mouse pointer at the top
centre of the screen and drag the art
screen down.

When saving part two, be certain to
save it in an ASCI formar, i.e. add (,a) to
its title. This will ensure that it loads and
runs from program one.

Using Amigart
The mouse is used extensively throughout

the program. Unfertunately though, the
familiar red arrow pointer is not really

PROGRAMMING

Let Frank Bingley help you
create your own electronic
masterpiece.

accurate enough for this application. So,
| would recommend that the pointer be
changed using ‘Preferences’ to resemble
cross-hair sights as in fig.|. Make sure that
the diagonal lines are in a contrasting
colour, and that the set point is in the
centre. Changing the pointer before you
begin only takes a couple of minutes and
is well worth the effort for more precise
work. Also, change the mouse speed to
2, to aveid gaps in freehand lines.

When run, program one sets up the
palette screen, and chain loads part two.
At this point, you will be presented with
a blank window on the art screen. Press-
ing the left mouse button will set a point
in the present colour. To change colour,
press (d) to display therfunctions window
on the palette screen and click over the
chosen colour.

Any of the colours can be altered at
any time. To do this, call the palette
screen and position the mouse over one
of the red, green or club plus and minus
boxes at the bottom right. Holding down
the left mouse button will cause the
colour to slowly change. How it changes
depends on which box you use. All col-
ours are made up of varying amounts of
red, blue and green (RGB). Getting the
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Program1

' amiga must be in B0 column mo
de for this utility.

DIM col(B8,3)

SCREEN 2,640,200,3,2

WINDOW 2,"Functions",(0,10)-(63
0,176),14,2:CLS

RANDOMIZE TIMER

FOR a=0 TO 3:FOR b=0 TO 2:READ
col{a,b):NEXT b,a

FOR a=4 TO 7:FOR b=0 TO 2:col(a
,B)=RND:NEXT b,a

FOR a=0 TO 7:PALETTE a,colfa,0)
,c0l(a,1),col(a,2) :NEXT a

PRINT " COMMAND"TAB(13)"KEY"TAB
(17)"1ST CLICK"TAB(31)"2ND CLICK"
TAB(43)"3R0D CLICK"

PRINT " Line"TAB(l4)"L"TAB(17)}"
Begining "TAB(31)"End"TAB(43)"-"

PRINT " Circle"TAB(14)"C"TAB(17
J"Centre"TAB(31) "Edge "TAB(43)"-"

PRINT Bax"TABIlﬂhqﬂ"TAB(l?J"T
cp right"TAB(31)"Battom left"TAB(
43)"="

PRINT " Paint"TAB(14)"P " TAB(17)
“Inside area"TAB(31)"-"TAB(43)"-"

PRINT " Save"TAB(14)"S"TAB(17)"
~"TAB(31}"-"TAB(43)"-"

PRINT “ Load"TAB(l4)"F"TAB(17)"

*TABLALY " ="TAB(43) ="

PRINT " Crib Init."TAB(14)"X"TA
B(17)"-"TAB{31)"-"TAB(43)"-"
. PRINT " Crib Disp."TAB(14)"Z2"TA
B(17)"-"TAB(31)"=-"TAB(43)"-"

PRINT " Crib Clear"TAB(14)"R"TA
B(17)"=-"TAB(31)"-"TAB(43)"-"

PRINT " Scrn.Erase"TAB(14)"Q"TA
B{1L7)"-"TAB(31)"-"TAB(43)"-"

FRINT " Block copy"TAB(14)"W"Ta
B(17)"Top left"TAB(31)"Bott.right
"TAE(43)"Top left”

PRINT “ Functions"TAB(14)7"D"TAB
(17)"-"TAB{31)"-"TAB(43)"-"

PRINT " Text"TAB(14)"T"TAB(17)"
Position mouse first, DON'T click

PRINT :PRINT " HOLD LEFT BUTTON
ON + OR - BOXES TO ADJUST COLOUR

PRINT :PRINT TAB(14)"X"TAB(17)"
TO ABORT LOAD/SAVE OPTIONS";
FOR a=0 TO 20
LINE(D,B8+9%a)-(630,8+9%a),2:NEX
a
LINE(119,0)-(119,250),2
LINE(151,0)}-(151,250),2
LINE(2B9,0)-(289,250),2
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LINE(409,0)-(409,250),2

LINE{520,0)-(520,250),2

FOR a=0 TO 7:LIME(522,9%a)-(622
,9%a+8),.a.,b

PAINT(523,9%a+1),a:NEXT a

LINE(522,0)-(622,9),1,b

FOR a=B TO 13:READ d%:LOCATE a+
1,55:PRINT d$%

LINE(522,9%*a)~-(622,9%a+9),1,b:N
EXT a

LINE(522,126)-(622,200),1,b

PAINT(525,130),1,1:LOCATE 17,57
:COLOR 2,1:PRINT "O.K."

COMMON col()

CHAIN "AMIGArt,a"

DATA .66, .66,1,0,0,.12,1,1,1,.7
§,.31,.4

DATA "red +","red =", "green
g rann =" "Blus 04" hjus. —"

Program 2

start:

SCREEN 1,640,200,3,2

WINDOW 3, "AMIGArt",{0,10)-(631,
185),14,1:CLS

FOR a=0 TO 7:PALETTE a,col(a,0)
.e0lfa,1),colla,2):NEXT a
in:

DIM sizeX%
art:

a$=INKEYS

IF a$ =""THEN getmouse

IF a$ ="p"THEN fillin

IF a%$ ="s"THEN BEEP:GOTO zavefr
ame

IF a$ ="f"THEN BEEP:GOTO frameb
ack

IF a% ="1"THEN GOSUB dline

IF a$ ="c"THEN GOSUB dcircle

IF a$ ="b"THEN GOSUB dbox

IF a% ="d"THEN GOSUB defpal

IF a$ ="x"THEN BEEP:GET (0,0)=(
622,15) ,s81ze%

IF a$ ="r"THEN PUT(0,0),size%,P
SET

IF a$

IF a$

(3846):col=1

"z"THEN GOSUB crib
"gq"THEN GOSUB clearscree

IF a$ ="w"THEN GOSUB copy

IF a%$ ="t"THEN GOSUB alpha
getmouse:

m=MOUSE(0Q)

IF m=0 THEN art

mx=MOUSE(1) :my=MOUSE(2)

PSET (mx,my),col

GOTO art

fi1lin;:
PALETTE 0, .66,
m=MOUSE(0D)
IF m=0 THEN f1l11in
mx=MOUSE(1):my=MOUSE(2)
PAINT (mx,my),col,col
PALETTE 0,co0l1({0,0),cc1({D,1),c0]
(o,2)
GOTO art
saveframe:
GET(0,0)-(632,15) ,81ze%
snam:
LOCATE 1,1:INPUT
Tename” ;na$
IF na%$="" THEN snam
PUT (0,0),si1ze%,PSET
IF na$="x" THEN GOTO art
OPEN na$ FOR OUTPUT AS 1 LEN=BO
[+1¢]
IF LEFTS$(na%,1)="%*"THEN colscem
FOR a=0 TO 176 STEP 16
GET (0,a)-(632,a+15),si1ze%
FOR b=0 TO 3846
PRINT #1,size%(b)
NEXT b,a
colscem:
FOR a=0 TO 7:FOR b=0 TO 2:PRINT
#l,c01(a,b):NEXT b,a
CLOSE #1
FOR a=1 TO 3:BEEP:NEXT a
GOTO art
frameback:
GET(0,0)-(632,15) ,81zeX
snam2:
LOCATE 1,1:INPUT
lename” ;na$
IF na%$="" THEMN snam2
PUT (0,0);,sizeX%,PSET
IF na$="x" THEN GOTO art
ON ERROR GOTO trap

.53,0

"SAVE:enter fi

"LOAD:anter fi

OPEN na$%$ FOR INPUT AS 1 LEN=BO0OO0
Q

IF LEFT$(na%,1)="%*"THEN colscem
2

FOR a=0 TO 176 STEP 16

FOR b=0 TO 3846

INPUT #1,size%(b):NEXT b

PUT (0,a),sizeX,PSET

NEXT a
colscem2:

FOR a=0 TO T7:WINDOW QUTPUT 2:FO
R b=0 TO Z:INPUT #1,col{a,b)

NEXT b:PALETTE a,col{a,0),colla
;1),c01(a,2) :WINDOW QUTPUT 3

PALETTE a,col(a,0),colla,l1),col
(a,2)

NEXT a:CLOSE #1:0N ERROR GOTOC O

WINDOW 3:BEEP:GOTO art
dline:

PALETTE 0,1, .66,1

GOSUB coord
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LINE (mxl,myl)-(mx2,my2),col
PALETTE 0,c01(0,0),c0l1(0,1),c0l
(o,2)
RETURN
dcircle:
PALETTE 0,0, .66,1
GOSUB coord
CIRCLE (mxl,myl),ABS(mx2-mxl),c
ol
PALETTE 0,c01(0,0),c01(0,1),co]
(o,2)
RETURN
dbox:
PALETTE 0, .66,
GOSUB coord
LINE (mxl,myl)=(mx2,my2),col,b
PALETTE 0,c0l1(0,0),c01(0,1),col
(0,2)
RETURMN
coord:
m=MOUSE([(0O)
IF m=0 THEN coord
mx1=MOUSE(1l):myl=MOUSE(2)
clearl:
m=MOUSE(0Q)
IF m<>0 THEN clearl
coord2:
m=MOUSE(0Q)
IF m=0 THEMN coord2
mx2=MOUSE(1) imy2=MOUSE(2)
RETURN
defpal:
WINDOW 2
clear3d:
m=MOUSE(0O)
IF m<>0 THEN clear3
coordl:
m=MOUSE(D)

.66,0

IF m=Q THENMN coord3

mx2=MOUSE(1) :my2=MOUSE(2):IF mx
24510 THEN coord

IF my2>72 THEN hue:!

col=INT(my2/9) :WINDOW 3
clear4d:

m=MOUSE(0Q)

IF m¢>0 THEM clear4:ELSE RETURN
hue :

IF my2>126 THEN WINDOW 3:RETURN

hu=INT((my2-72)/39)

IF hu=0 THEN ecclf(col,0)=coll(col
,0)+.004

IF col(col,0)>1 THEN col{col,0)
=1

IF hu=l THEN colf{col,0)=col{col
,0)-.004

IF coll{col,0)<0 THEN coll{col,0)
=0

IF hu=2 THEN col(cecl,l)=collcol
s 1)+.004

IF col{eol,1)>1 THEN coi(col,l)
=1
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IF hu=3 THEN col(col,l)=collcol
.004
IF collecol,1)¢Q THEN colfcol, 1)

IF hu=4 THEN col{col,2)=callcel
,2)+.004

IF cel(ecel,2)>1 THEN col{cal,2)
=1

IF hu=S THEN col{col,2)=collcol
y2)=.004

IF collcol,2)<0 THEN col(col, 2)
=0

WINDOW 2:PALETTE col,colfcol,0)
yeaileod ;1) . collcal, )

WINDOW QUTPUT 3:PALETTE col,coel
teel,0),collcol,1),collcol,2)

GOTQ coord3
crib:

LOCATE 1,1:COLOR 1,col

IF col=1 THEN COLOR 0,col

PRINT "x="MOUSE(1)" y="MOUSE(2
yooow

RETURN
clearscreen:

GET(0,0)-(832,15),5ize%

LOCATE 1,1:COLOR 1,0

PRINT “0O.K. to erase screen 7"

IF a$ <» "y" THEN PUT(D,0),size
%,PSET:RETURN
CLS:RETURN
copy :

PALETTE O, .75,0,0

GOSUB coord:PALETTE 0, .25, .25, .
25

ar=6+((my2-myl+1)}®2*%INT((mx2-mx
1+416)/16)%3)

ar=ABS(ar)

IF ar» 3000 THEMN copfault

DIM becopylar) :GET{mxl myl)-{mx2
,my2),bcopy
cimouse:

m=MOUSE(O):IF m<>0 THEN climouse
clim2:

m=MOUSE(0Q)

IF m=0 THEN c1m2

PRINT "Block too
1 TO 3000:MNEXT g

PUT(0,0),sizeX,PSET :RETURN
alpha:

PALETTE 0,0,0,.5

pp=POINT(MOUSE(1),MOUSE(2))

Pl=INT((MOUSE(1)}/10)}+1):p2=INT(
(MOUSE(2)/9)+1)

IF pp<0 THEN pp=0

LOCATE p2,pl:COLOR col,pp
az2:

a$=INKEY$:IF a$=CHR$(13)THEN al
ax

IF a$=""THEN a2

PRINT a%,;:G0TO a2
alex:

PALETTE 0,c01(0,0),c01{0,1),c0l
(0,2):COLOR 1,0:RETURN

large!":FOR g=

PUT (MOUSE(1),MOUSE(2)),bcopy,Ps | trap:

ET:ERASE bcopy WINDOW 3

copexit: GET(0,0)-(632,15) ,8ize%:COLOR 1
PALETTE 0,c01(0,0),co0l(0,1),col . 0

(0,2) LOCATE 1,1:PRINT “SOMETHING WRO
RETURN NG HERE!!!"

copfault: CLOSE #1:FOR g=1 TO 3000:MEXT g

PALETTE 0,ece1(0,0),e01(0,1),co)
(0,2)

PUT (0,0),size%,PSET
RESUME art

ctest:

a$=INKEY$:IF a$="" THEN ctest

GET(0,0)-({632,15) ,size%
LOCATE 1,1:COLOR 1,0

AMIGA MEMORY &
HARD DRIVE
ADDED MEMORY

1000/500 owners, we can now offer you the Zero Wait State
SPIRIT internal expansion memory boards in FAST MEMORY
with battery back-up/clock. Selectable autoconfigure or non-
. autcconfigure. No soldering and includes full instructions,

diagrams and pictures on disc! Prices start as low as £189.95 but
due to tne voiotile price of DRAM chips at present, contact us
for a firm price. Send for demo disk and technical spec.
Programs requiring 1meg memory are out now and it won't be
long before 1.5 or 2 meg will be the normal. This board allows
you to populate it in 512K increments, and you can still expand
to a whoppong 10 megs!

HARD DRIVES

Where can you get a 2meg hard drive for £499.957 or 40megs
for £7457 Better still, a 85meg hard drive for only £895? From
us of course. These are true SCSI drives with the interface
allowing up to 7 devices on it, with a full year's warranty. These
are very affordable drives and due to the AMIGA being a
memory hungry beast we recommend at least the 40meg drive
or even better the 65meg drive £895. (150megs on special order
for £1325).

BACK-UP-UTILITIES

We have the latest in hard drive back-up/utility programs. It
allows you specify which directory or pathway to back-up, ‘wild
card’ matches or by creation date. Saves needless back-ups of
data that hasn't been altered. Works with dual floppies as well!

Double buffered for lightning copies. There are many other

facilities but at £39.95 it is a bargain.

BYTES & PIECES

37 CECIL STREET, LYTHAM, LANCS, FY8 5NN
S.A.E. for full price and technical specification.
“We give support after a sale - we don't forget our
customers!”

Flease add £2 p&p/Insurance to the memory boards and £3 for the drives.

for your AMIGA requirements

Commadore Amiga Software  RRP  Our Price RRP  Our Price
AL Baie L1949 1584 Phaten Fam A T
AC FORTRAN (Mo [y Perrs OF Cal L1985 f 313
Hegs Anmator lmage LI035 ¢ g Quarterback £ 5led { 28
ey Vidkoscape 3D L1875 C1BM  Reme { 9% & 1®
ART [ 5500 { #4607  Sodpe 3D(PAL) LW ( aw
Mrazois Tombs { W1 [ uw Space Quest LUy [ B9
Hresy And Bratacs LW [ nu Spate Ranger L 99 [ 1w
Aziee C Compler Professiond £ 19900 £ 16417 Stargider £ UM% LN
Bertarian L MM L NS Sponkl LBy {nn
Burcher 1 LW £ 3l Superbase Persanal £ W [ B4
Cambridge Lisp EMI9 LIHN Terropots f MM L 1%
Cay Desk £ 9995 { Bl The Art O Chess L MM WS
Dhark Cagle L MM (9% The Dirvctor £-9M L OB
Defender Of The Crown L B% (un

Dighaier [PAL| £ 4000 ¢ 3499  Pubic Domain Disks £ “LIs
Directee L4700 L B3 ;

Exgeess P {5299 ¢ 4g5p  Commodore Amiga Hardware

Becl ] | MBNEC External 3. Sinch Deree £ 9995 £ 9121
Food {90 ¢ 1w _Jgue- 10 PALI L 16500 , 14018
F— T Fast Mari Prister 480 s 80c0l £ 4M05 £ 36083
Fight Seeulor 1 LB {08 oo Amiga 90 Hardware

ik O Theis EUM L% gt OB {603
Kind Werds A0 L0 LS99 494
Kings Quest Triple Pack f H% {000 :

Knight Orc £ 1895 L 13%  Hardware For Any Machine

Lacvee C V4.0 L1050 £ M3 HP Deskjer Priscer L9425 £ 78626
MaiPlan P L4995 £18n NEC P1200 14 Fin Printer L A5 £ 3066
MCC Matro Assembier L% L 51T NEC Pé+ M Fia Pringer [ bBBES {58552
MCE Pasecal LM [ M0 MNEC PT+ 24 P Prnper CATOIS LTS
Modsta 1 Standand £ 9% { B4 PIIDA0A Colour fek jer Primer £ STIRS £ S10¢4
Ninja Mizsion £ 8% L T Meroe 4000 CobourInkjetPrincer 143750 (120502
Please send your orders (cash/cheque only) to:

HUMGOLD COMPUTERS LTD {Mail Order Dept.)

B5 Longhurst Road, Lewisham, LONDOM SEI3 SMNA

01-852 3992 (ansafone) for full price list
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B When 'you, the solid, dependable:Doet6r
YWatsom arrive at 221B Baker Street, yoU are ‘both
surprised-and upsert,to see-your friend Sherlock
Holmes in a strange lethargic state.-MNothing you
can do seems to be ableto arouse his interest and
he ‘seems Totally 'unaware <of anything-going on
around him. Mrs Hudsoh is worried sick about him
and implores you to help him!

Trying to engage'\Haolmes in conversation has
no noticeable efféct and it is only when you read
the papér to him, that he snaps out of his torpor.
A couple ofcsnippets catch his attention and his
interest gathers 'momeéntum with the arrival™of a
strange cloaked figure, who'appears.to’/bela high
ranking governmentofficial.

The story bégins to upfold. There is tabe a
Royal Procession through the streets of Londen
The Queen in all her splendour will be in full regalia.
Or at least ‘she would be, if it were-not for] one
very-major-problem.. The Crown Jewels have been
stolen from.the Tower of London. Should-they not
be'returned withinthe forty eight hours before-the
procession, the governmentwill topple and Beitain
will be-in international 'disgrace.

At last, a story for Holmes to get his teeth
into.-Scotland Yard is as usual, baffled and your friend
is ‘'only too willing to-offer his support. As to.be
expected though events‘take aSinister twist—From
a'series of clues-Holmessoan realises that he'is
beirig manipulated by none @ther than his arch rival,
Prefessor Moriarty. Unwilling to accept this direct
challenge head on, Holmes decides that'there is only
one way to get-found this -problem. Because
Moriarty knows exactly how Holmes will react to
any given' situation; be will have 'laid his traps
accordingly. The salution is simple. You, Doctor
Watson will lead the investigation while Holmes
assists you.-The evil Professar will suspect this play.

Soyour journey araund - London/ begins.
Alehiough the gamie is not played in real ime as such,
every move that you make does take up a-certain
number af minutes and the jewels do have to be
returned within forty. eight hours.

Gertting ~round.:London —proves to b an
iteresting problerti. There are two types of cab that
you can summon — growler and hansom.\One of
them performs an immaculate service, the other
is._about as much—Use as a chocolate teapot:
‘Westminster Abbey Guy! Néver heard.of it. New
is.it?’ and you promptly get takenoff somewhere
totally different.

Once at the Abbey, you willhave to take brass
rubbings of certain tembs in-erder to discover more
sSecret ITIESSE.SES, From then on; your tr:.vels dre
likely to include’ the: Diogenes-Club, the British
Museum, Trafalgar Squaré and of course the Tower
itself, which is'conveniently closed to visitors for
repairs.

As with alllnfocem gamés, the atmosphere is
first class, combining detailed descriptions of
Victorian London withsomé wonderful touches of

humour: The packaging is also extellent and the
game comes complete witha tourist map-showing
the locatign of all the places you are likely to.\want
to visit and a copy of the Times,

This is actually a genuine facsimile of the Times,
suitably doctored to influde the snippets thar first
alerted Holmes, My oflysreservation about the
game is that hints are included on the disk. My
feeling is that this is far too great a temptation to
put-in frant of the average adventurer falthough
others may prefer to have help on hand. That aside
though, Sherlack is an excellent adventure and one
well worth_adding to your-callection.

T |
Gordon Hamlett collects
his deerstalker and pipe
in order to sample the
delights of Victorian
London. Any similarity
to a famous detective

purely intentional,

Publisher: Infocom
Supplier: Activision
23 Pond Street
Hampstead

London

NW3 2PN

TEL:01 431 1101
Price: £24.95

Sherlock
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S>tar Fleet 1

Gordon Hamlett boldly
goes where no reviewer
has gone before. Or have

they?

- Torpedo Cn
8 - Phaser Control
- Hine Control
Tractor Beans
Traniporters

- Aux_Engines :
ensors 0 18-

N, SENSOPS | 1.38 11-
= Shield Control . 12- Prinap

B This game presents something of a
dilemma for a would be reviewer. After loading it
in and running the dema, it looks for all the world
like one of the old games of Star Trek. Not the
version released for the Atari 5T by Beyond, but
the really old type that you used to play op Pers
and the like. Manceuvring across the unj into
different quadrants and sectors. Firiéers and
torpedoes at the ene star bases

: ounts of energy.

y L.
13- Backup L. 5.

v

On the other hand though, th%ji: the documenta-
tion. Reams and re s of the stdff. The 100 page

Officers s details of the various
commands@e within the game. Then there
ing Manual, a mere 70 pages long which
cst be subtitled Elementary Tactics for a
il be Space Hero. All that remains s.,s’
master a small |12 page volume on chaﬁ
original manual as applied to the Amiga (the
original game was written for the IBM) and slip the

Quick Reference card into your pocket and it's all
stations go.

To be fair, the instruction books are excellent.

and you can pick up more as you progres er|

to get its act together. As if that wasn't bad enough,
there were also the Zaldrons.
These reptiloid creatures had developed the
technology to render themselves and their ships
ible, albeit at a cost of vast amounts of energy,
angdiad now passed into Alliance territories :otally
undetected.

Your missions are graded. At the ,@,
you only need to destrgy fe There
are plenty of star 953‘ dock and repair
at. The enem)ﬁl static. Your only real
prob 5 to lete the mission within the

e span. As your skill increases, so the
5 become more difficult. Fewer bases, and

| gt arger numbers of highly mobile craftfrom both

invading fleets. The rewards are plentiful though.
Promotion can come quickly to those who con-
sistently prove themselves in battle and there is a
whole host of medals to be won for particular acts

of tu!very.

Under your own steam

Commanding your ship is achieved through a three
tier control structure. Primary commands are the
major, most frequently used ones — weapon
systems, shields, damage control and navigation. The
second level gives access to security systems, mine
laying, transporter and tractor beam control. The
computer commands allows you to launch tegon-
naissance probes, make an emergenc x;ce
manoeuvre or enter a self destr we if the

situation is hopeles uéan be selected
ere is no need to

from a series
remember a vas@sgries of commands, only what

they

two main weapon systems both have their

and bad points, Torpedoes require little energy

but you are limited to the number that you can
carry. There is a chance that they will be deflected
or a Krellan may decidegto play unfair and move —
they will not lock on?c};ir target. Nor can they
shoot thro b|ects such as stars. Phasers on the
" They will also lock onto a target

; g i othe,
A quick glancg through will give you the basic |de:@ a require lots of energy to operate. You

One final chilling thought though, o
things that you read is that not everyth
included in the books, th

you will have to, isﬂ_f

To o?
So what of the game itself? Is it a souped up Star
Trek! Well yes it is to be honest. There is no getting
away from its origins. But Star Fleer | has managed
to get just about as far y from its origins as
possible. }

The Allianggshas been Behaving ostrich like for

last few rs, sticking its head in the sand

as been
re other things that
urself!

&m\lﬂ"mg to believe that the Krellan

is ever going to be anything other Lhan‘x

IV, the new Krellan emperor a Messiah

The attack when it cam total surprise
Alliance bases all over the Galaxy quickly fell. Every
available Alliance pilot had to be recalled from duty
in order to try and buy some time for the Alliance

spent force after the pounding that it to th
first galactic war. They reckcnm%e

n also lay mines which may prove useful against
a moving or invisible target.

Not every enemy needs to be destroyed. You
can disable one ship at a time and take it in tow
back to a star base or beam some of your marines
aboard to take prisoners. Capturing an enemy ship
this way will increase your own ship’s energy level.
The problem with this is that higher levels, a prisoner
might break out or a spy gain access to th cks
of your ship, running amok and causing unield

damage to your major control*S$ystems. This is
where you need to make cé& your internal
security fo

: pend on your shields. There
of thése arranged round your ship and you
nge them in various formations. If you can
locate your ship on the edge of a quadrant, it is
possible to get away with not having them all up
thus releasing vital energy for other purposes. Once
a shield is penetrated, you will suffer damage to one
or more of your internal systems. These can be
repaired but it will take time and energy to do so.

The other alternative for repairs is to dock at
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a star base. The only prablem here is that you don't
know where they are, at least at the start of the
game. Because of their secret nature, you cannot
risk giving their positions away to the enemy and
so must find them for yourself. Star bases must be
defended at all cost and you will be alerted if one
comes under attack. Again though, docking and
repairing uses up more of your precious time.
Mavigation can be done automatically or
manually. The playing area is an 8 x 8 grid of
quadrants, each of which consists of a 10 x 10
matrix of sectors. To move your ship; you must
specify both a heading and a distance factor. This
is one part of the game that took some getting used
to. The obvious way to arrangethe headings would
be to have zere at the top of the screen and move
round clockwise so that 90 was at the right hand
side, 180 at the bottom and so on. For some reason

By and large though, strategists are not too
bothered about what the game looks and sounds
like. Challenge is the be all and end all. Star Fleer
I certainly offers that in abundance as you strive
to reach the rank of Admiral Emeritus. The game
system fits together very well and control of the
game is simplicity itself. There is no pressure on you
to make aimove quickly as the game does not play
in real time. You can sit and ponder for as long as
you want.

Certainly, the idea behind Star Fleet | is not
original although there are many original ideas within
the game. YWhether you want to play the game on
its own merits or go'on a nostalgia trip, Star Fleet
I has lots to offer. Very easy to get into, there is
always the compulsion to fly just one more mission.
Very highly recommended. y:d

that is not immediately clear, the programmers
chose to have zero at the right hand edge of the
screen and work back anti-clockwise.

The game is nothing to get excited about
graphically. Apart from mission briefs and the like.
there is only the one main screen, subdivided into
several windows. This lack of graphics is a throwback
to the game's IBM origins, a machine not'noted for
its artistic capabilities. Sound too is limited to a series
of minor effects plus a whole series of not particu-
larly well implemented classical themes — Ride of
the Valkyries, Academic Festival Overture, Chopin’s
funeral march and an absclutely dreadful Also Sprach
Zarathustra (the theme from 2001). There is also
a bit of semi-audible speech.

Star Fleet |

Authors: Interstel
Suppliers: Electronic Arts
11/49 Station Road
Langley

Berks 5L3 8YN
Tel: 0753 49442
Price: £24.95
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AMIGA
Users
Group

Bimonthly Newsletter

Technical Information

Discount on all products

Users Bulletin Board

Massive P.D. Libraries with over
200 discs at £3 each for members
Allied with U.S.A. Amiga Groups
Special introductory modem offer
Send S.A.E. for details

AMIGA USERS GROUP
66 London Road, Leicester LE2 0QD
or Tel: (0533) 550993
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A wlection from cwer 150 disis for the

AMIGA

SOF2 TUTORIAL DISK. Cwer 30 orticles plus 24 progroms in C & Amambler. Including source
Gat more from your Amigo, get this disk today.

SOF3 MULTI-TASKING demo featuring “Raoses Fipwer Shop™ & Fred the Boke™. A beliliont
animated grophics demo disk

SOFbG A disk bull of “Boing!” type demos, Includes Bouncer, Cire, DK | ond loads mere. Plus dozens
of replocement painters (ke Gorfleld, heort, sonta eic.

SOF7 THE BEST DEMO YET PRODUCED ON THE AMIGAL "PROBE’. You ore racelving video
sigrals from o remote probe sent to find (e In outer spoce. This wos shown on TW, belllient!
SOF9 PERFECT S0UMD, o great recorder/editor/ployer. Disk Includes over 24 sounds A
Iratrumants plus Instructions. Create the scunds and music pou've ol enwied!
SOF10 miD1 UTILITIES. Comolm MIDIut ), MIDktiZ, PANLL.2, CZ101,
two contaln dozers of potches for C2

JCIL, Tha lost
sntra. Plus plare to build your own MIDIbox et eic
SOF12 PERFECT SOUND effect. 40 sound effects Include alert, bagpipes. boom, swoosh,
porfiute, sputter, saxpomputer, scocedoons, smash and |oods more.

SOF2) PAGESETTER CLIP ART. Dazers of clig-ort fllew for uae with this progrom.
SOF2b TELECOMMUNICATIONS. Contact the cutside world! includes Aterm]3, Starerm2,
Argaterm, Kermiterm e, Great pockage, the low oot way to get storted.

Plus hundrads of DEMOS, PICTURES, UTITLITES, GAMES etc. and the full
range of FRED FISH-AMICUS disks, we get them monthly as they ore
raleased. The cotologue is growing oll the time, get yours now!

All the obove disks are only f3:00 soch or £2:75 eoch for six. Moka
cheques/po’s poyable to SOFTYILLE. We promise return of post service, great
prices on blank disks, boxes, paper, lobels, printing, mouse mots sic eic.

SEND AN 18p STAMP NOW! for our FREE 20 page cotologue, stote

CLEARLY the nome of this mogazine ond moke/model of your computer,

or phone Rod or Carol Gearing for further detoils. Find out what thousands
of delighted users olready know;-

PUBLIC DOMAIN SOFTWARE

COULD BE THE ONLY SOFTWARE YOU'LL EVER NEED!
GET YOUR'S FEUM

waBRITAlNS?-.' ; DSP&‘JERL}*

*
*
*
*
*
*
*
*
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REVIEW

Enlightenment

Gordon Hamlett sets off
on yet another quest to

save the world!

W Although you, Hasrinaxx, played a vital
part in expelling Acamantor over one hundred years
ago, a series of disturbing events lead you to the
inevitable conclusion that he has returned and is
once again trying to exert his evil powers over the
land of Belorn. Your apprentice has been zombified
and the villagers of Ishmar have also joined the ranks
of the undead. A thunderclap makes you look up
and there, in the sky, is an image of the Dark Mage
himself. It seems to be mocking you and you vow
there and then to use all your druidic powers to
destroy this evil for ever.

Subtitled Druid Il (although | have not come

across the original on the Amiga), Enlightenment
is a superior Gauntlet clone cum arcade adventure.
The playing area is depicted in raised 3-D graphics
rather than the usual top down view and the effect
works well. The graphics are excellent.

Your quest starts in the village of Ishmar. All
around you, the undead villagers are rising from their
graves to attack you although a quick blast of
lightning from your fingers soon dispels them. You
will need more than that weapon though if you are
to succeed in your task. Your travels will take you
through ten different lands — desert, swamps, snow
and caverns among them, each with their own
selection of monsters all hell-bent on your destruc-
tion. On top of that, you will also have to find a
way to broach the five level castle of Acamantor
himself. In order to hamper you even further, there
are also Acamantor’s demon princes, all of which
need special magic to destroy them. Contact with
any of these evil creatures depletes your constitu-
tion. This can be topped up when required with a
Banquet spell, one of the more frequent spells to
be found lying around.

Your method of survival relies very heavily on
magic. Up to eight spells can be carried at any given
time. You start off with five and there are plenty
of others scattered round the land to replenish those
already cast. There are a total of 32 diiferent spells
to be used. Some are defensive in nature, restor-
ing your constitution or increasing your armour
strength. Others will help you as you travel, opening
locked gates, providing light in darkened areas or
merely offering a minor clue. A third type is the
offensive spell, destroying monsters or causing them
to run from your path. There are two spells — the
Horn of Baeon and Coin of Charon whaose effects
are as yet unknown.
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Help is also on hand in the form of summoned
elementals. The four elements, air, earth, fire and
water each have an elemental associated with them
that can be called to help you providing, of course,
that you have the appropriate spell to cast. The
Wispe, Golem, Phoenix and Kraken can follow you
about or be sent in a specific direction. They will
serve you until their strength is depleted. Alter-
natively, a second player can take independant
control. Each elemental has its own strenghts and
weaknesses. For example, the Kraken will not fair

It is so bad, it becomes extremely funny. The author
obviously doesn't know what half the words that
he has used mean. "Piercing stench™ and “chants
being spoken’ are two examples that stick in the
memory. MNever have | seen such an apalling use of
adjectives and adverbs and | must admit that | am
surprised Firebird let it through. Their
documentation is normally first class.

That apart though, Enlightenment is an
excellent game and can be strongly recom-
mended. y,q

particularly well in hot or dry areas. The strength
of your elemental can be topped up from a distance
although again, you will need the correct spell in
your armoury

The game plays very well although | did have
problems with the high score table in so much as
the program crashed every time | entered my name.
As | so seldom attain a place on a high score table,
| found this particularly galling!

There is some spectacular music and sound
effects to go with excellent graphics although the
speech is a bit iffy. Mention must be made of the
manual though. It looks slick and professional and
it is only when you start to read the introductory
story that the fun starts. Leaving aside the spelling,
grammatical and factual errors, (of which there are
many) this piece of prose is undoubtedly the worst
bit of writing that | have come across for some time.

ENLIGHTENMENT — DRUID Il

Title: Enlightenment — Druid 1l
Supplier: Firebird
First Floor,

64-76 New Oxford St,
London WCIA IPS
Tel: 01-379 6755
Price: £19.95

Graphics 21
Sound 18

Gameplay 22

Value 21

Mail Order

For all your

All prices
include VAT

software needs and delivery

OUR AIM IS TO SUPPLY YOU, THE CUSTOMER, WITH THE BEST VALUE FOR fLE£L£%%

GAMES/STRATEGY

ALIENSTRIKE 10. 19. AEGIS ANIMATOR/IMAGES 72.
ARAZOKS TOMB 9.0 1 38 19. AEGIS DRAW PLUS 129.
ARCTIC FOX .7 » 1A 10. AEGIS IMPACT 45. MAXI PLAN AS00
BARBARIAN 5. 16,985 AEGIS SONICS 3. MCC MACRO ASSEMBLER
BORROWED [ NINJA MISSION AEGIS VIDEOSCAFE 3D 103. MCC PASCAL

PHALANY .= AEGIS VIDEOTITLER 77 OMEGAFILE
AMIGA-THE WORKS 103.95 ORGANISE
AMIGA TOOL KIT 27. FAGE FLIPPER
ANALYSE V2 SPREAD 101. PAGE SETTER(GOLD)
ANIMATOR APFRENTICE 139. PIXRMATE
ANIMATOR APPREN.JNR. 41, FROMISE
ASSEMPRO 40.% QUIZMASTER

BUSINESS SOFTWARE & UTILITIES

INTRO CAD
K-SEKA 68000 ASSEMELER

GARRISON

GRIDSTART 85 SILENT &

GUILD OF TH.
HACKER I
HACKER II

HOLLYWOOD POKER

INDOOR SPOY

ENIGHT

LEADERBOARD (ASOD)

xR 35

SKY FIGHTER
STARWARS
STRIP FPOKER
TASS TIMES
TERRAMEX
TERRAMAX
TERRAPODS
TETRIS

TIME BANDITS
LTIMA TII
WESTERN GAMES
WISHER INGER
ZORK 111

TEC C COMPILER (PROF)141.
BULLETIN BOARD
BUTCHER
CALLIGRAFHER COLORFONTS 35
CAMBRIDGE LISP
CITY DESKE PUBLISHING
CLIMATE
DEVFAR
DIGI PAINT J
DIGI VIEW II 144.
DIGI VIEW GENDER ADAPT 18.5
DIGITAL LINK(DIGCREATE) 49
GIZMOZ 36.9

SCRIBBLE 11

SCULPT 3D

5/SCAPE MIDI INTERFACE

5/5C PROMIDI STUD/S/W

S/SCAPE UTILITY DISC
SER

TV 69.9
VIZA WRITE 69.5
WORD PERFECT 198.¢
ZUMAFONTS 1.2.3 (EACH) 25.95

Just because you don't see it — doesn't mean we haven't got it — For full details, send a stamped, addressed envelope
Please maka cheques or postal orders payable to: 'CD"ITAGE SOFTWAHE‘

Feose endorse chaguas wilh Doncers cord  numbarn

MAMGA

P.O. Box No. 8, Shaw OLZ BQAN _Telephone: 0706 845365
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CLASSIFIED
ADVERTISEMENTS

Lineage 58p per word (including VAT) —
Minimum £8.70
Semi-Display £10.80 (plus VAT) — Minimum 3x1

Send your requirements to:

Alan Cole, Classified Department,
Your Amiga, ASP LTD, Golden Square,
London W1R 3AB

O1-437 0699

extension number 281

VIDEO GRAPHICS SPECIAL OFFERS MAIL ORDER SOFTWARE

aH

WTF"ANGLE TELEVISION
W 4 The Amiga Specialists

TELEVisiam

* FOR ALL YOUR VIDEQ AND AUDIO

VISUAL REQUIREMENTS

A500 AND A2000

FULL RANGE OF PERIPHERALS

FULL RANGE OF SOFTWARE

RGB CONVERTERS

TRAINING COURSES

COMPUTER GRAPHICS

DESIGNED TO ORDER

- TRIANGLE TELEVISION Ex
130 Brookwood Rd

London SW18 50D Tel: 01-874 3418

L

To appear in
this classified
section ring
Alan Cole
on 01-437 0626
ext 281 today

HOMESOFT UK

FOR QUALITY
AMIGA
PRODUCTS

PHONE TODAY ON
(0772) 452414

T.C. COMPUTERS

TEL: Wantage 02357 80177
AMIGA AS00 £369.99
AMIGA AS00 & Colour

Monitor £610.00
AMIGA AS00 & High Res

Cotour Monitor £665.00
AMIGA Systam 500 £759.00
AMIGA System 500+ £2600.00

COMMODORE PC1 - mono  E368.00
Also Atari ST & PC Compalibles
including Amstrad available
ENQUIRIES WELCOME
SAE for details to:

19 Havenvale, Wantage,
Oxfordshire OX12 7AJ

J.C.S.

4 GRAHAM ST, AIRDRIE
SCOTLAND MLG 6BU

COMMODORE AMIGA A500

sa3in (s el PR YR ey AR R ]
(Including Modulator and
Starters Kit)
AMIGA 2000 ... 550000 bovienconmirin

......... PHONE FOR QUOTATION

AMIGA A500 BUSINESS
SYSTEM .....................£798.00

Al Software and Hardware Add-
ons in sfock

Telephone:

(0236) 69874

Market =
YOUR Products
and services in

AMIGA

AMIGA SOFTWARE LIBRARY
Try before you buy software.
Blank disks and accessories

at discount prices.
Public domain software also
available.
Send S.A.E. for free details to:
THE SOFTWARE CLUB
26 Beechley Drive,

Cardiff CF5 3SN

NEXT COPY DEADLINE FOR
THE OCTOBER ISSUE 1S
4TH AUGUST 1988

BERRSHIRE

DEALER GUIDE

CORNWALL

DORSET

HERTFORDSHIRE

CSE
COMPUTERS

HORSESHOE PARK
PANGBOURNE
RG8 7JW
Tel: (07357) 4774
Contact Mr John Arkill

THE AMIGA SPECALISTS

AB:LC Compuiers

THE SOUTH WEST

AMIGA SPECIALIST
SHOWROOM & MAIL ORDER
Duchy House,

& Lower Aylmer Square,
St Austell,
Cornwall PL25 5LQ
Tel: St Austell
(0726) 64463

LANSDOWNE
COMPUTER
CENTRE

Supply & Service. Training and
hotline support for all your Amiga
requirements.
1 Lansdowne Crescent
Bournemouth BH1 1RU
Tel: 0202 290 165
Contact: John Sumner

ASK THE EXPERTS. ..

* We stock a comprehensive
range of Amiga Hardware,
Software & Accessories

* Wide selection of peripherals

« Guaranteed media at
competitive prices

+ Ruby-Comm Viewdate &
VT100 Terminal software. The
Complete Comms Pack for
your Amiga or ST

Y2 COMPUTING
111 5t Albans Rd, Watford WD1 1RD
Tel: 0923 50161

LONDON

GREATER MANCHESTER

DEALERS

AMIGA A2000 Do you
COMPUTEH LEISUHE SPECIALIST MIGHH specialise in
CENTRE _DEALERS MICRO Computers?
o Hgnsrmen | | vasowimsasies | | swpmin ™ | | This space could
Tel: 0689 21101 ARIADNE SOFTWARE LTD M4 6WL be yours
Large range of 16-bit 273 Kensal Road, sl Call Alan Cole on
software in ?fﬂck W10 5DB COMMODORES PREFERRED 01_437 0699
Plus mail Tel: 01-960 0203 EDUCATIONAL DEALER
= order service. [FEX === Contact: C West EN PERSOMAL EXPORT SPECIALIST tOdRY
m70 YOUR AMIGA AUGUST/SEPT 1988




Lifetime Lifetime
Guaranteed, Guaranteed,
double sided, double sided,
double density, smmmm double density,
135 TPI, 48 TPI,

bulk wrapped bulk wrapped
discs with labels discs with labels

Quantity

VERBATIM

Fully guaranteed 3.5" 135TPI Verbatim discs

Single Sided Discs Double Sided Discs
Quantity Price Quantity Price

LOCKABLE DISC STORAGE BOXES

40 Capacity - ; 50 Capacity
B0 Capacity : 100 Capacity
120 Capacity .. : 140 Capacity ..........

Plastic Storage Box — holds 10 (State 3.5” or 5.25" .... 75p
AT LEAST 30% OFF ALL 16 BIT SOFTWARE

30% OFF ALL JOYSTICKS
e.g. Pro 5000 £11.99

30% OFF ALL CABLES AND ACCESSORIES

SPECIAL!!
Premium Quality Mouse Mat Now only £3.49

HARDWARE
AT LEAST 10% OFF ALL HARDWARE

Amiga A500 with Software
Star NL 10
Seikosha SP 180 NLQ Printer
Cumana 1mb Amiga Disc Drive
NEC 1mb Amiga Disc Drive ...
* While stocks last

P&P Free on all orders over £15, under £15 add 75p P&P (UK Only)
Overseas Disc Orders Add £3 P&P. All prices include VAT

Cestrian Software

2 WATERLOO ROAD, OFF LIVERPOOL ROAD,
CHESTER CH2 2AL
0244 371952
24 hour Access Hotline
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mmma isone of the most advanced databases

which will allow you to advance your
beyond that of any existing system.

: mmm:}nma o limils’ e

M your machine. Whatever

) -Wmmhwmmmmn
Bl 5 P ins Generalor
; Superbase Prafessional Forms Editor you: can create
custom applications relating multiple files. I is a unique graphic
mmwmumm_mm lines, boxes, text

MMMMWWMWWMW
programiming. It is the ideal developers 1ool,

e Total text

An integral text editor allows a mail merge interface to the
database and the ability to link text files ta records. The Superbase
text editor allows you complete freedom o use any amount of fext
within your database files ar can be used simply for vour day fo day
correspondence and typing requirements. Superbase Professional
can search any ASCI| text file even if it wasn't crealed by
Superbase,

s Database Management Language
Superbase Professional’s unique Dalabase Management
Language gives you access to all the power of your computer.
Should you need 1o, this fourth genesation programming language
allows you to wiite entire applications in just a few lines of
4> program cade.

Precision  Forfurther details contact
j Solmauf:
L

LY Y

1 ‘,'u. ";'h. I‘“i.. ."-

NOW EXTEND
UR REACH

FES |

AR

.

e AseasytouseasaVCR...
With Superbase Professional you have data retrieval at the
press of a button

e

Pause Stop First Rewind Pravious
Current FiForward  Last

The video strlecnnlruis mean that you can use and preview
your data with the minimum of effort.

. .. . with unlimited processing potential

Al the field types of a powerful modern database including
date and time arithmetic, cross file lookup, catculation and
validation allow you 1o exploit your data to the full

Unrivalled ease of use with unsurpassed power: a combination
not achieved until now,

e Professional back-up
Superbase Professional has the full backing of Precision
Software's lechnical leam. 20 hours FREE telephone hatline
during normal working hours for the 90 days following registration,
and Extended Support Schemes 1o suit all users for purchase after
that time.
Minemum System Reguiremenls
Version 1.2 syslem soHware
11lopoy disk drive 512K RAM (1 megabyte recommended)
Price: £249.95 (inc VAT)
Reqrstered users of Superbase Personal write for upgrade price and procedure.

™

ONAL

Precigion Sofware acknowiedge all iragemarks

Precision Software Limited, 6 Park Terrace, Worcester Park, Surrey KT4 7JZ.
Tel (nnaaumn [ {01}33!32089 Telex 8955021 PRECIS G.




