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Get the most from your Al200. 

Learn how to ... 

You're an Amiga A1200 owner. You've mastered the 
. basics of operating the machine and now you want to 

find out more about what you can do with the machine. 

Read on. This book takes the exploration of the A1200 one 
stage further and provides a grounding in many of the areas 
open to A1200 owners: making music, printing documents, cre­
ating graphics, video editing and even takes a look at program­
ming. 

The book also aims to speed up your computing. That's not just 
a question of making the A1200 itself go physically faster, 
although that is one of the options, but extra memory or buy­
ing a hard disk drive or a second floppy disk drive will make 
you work faster. So will an understanding of the language that 
is at the heart of the A1200- AmigaDOS. All these subjects are 
covererd in Next Steps. 

Owning a computer can rapidly turn into an expensive busi­
ness and I've discussed the things you should consider before 
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parting with vour monev. I can't tell you which of the many options is 
best for your own particular needs but what I can do is provide the 
information for vou to make your own decisions. 

There are manv add-ons to the A1200 that you will want to consider as 
you get more ambitious: more mcmorv, another disk drive, better 
monitors, accelerators cards, modems and so on all of which are cov­
ered. I've even included a brief section on games because if you're not 
playing them then you're not getting the most from vour A 1200 - and 
getting the most from your A 1200 is the whole purpose of this book. 

There are two chapters on choosing and fitting a hard disk drive. I've 
provided a step-bv-step guide to installing a hard disk drive yourself 
and then formatting it, partitioning it and setting it up as a boot disk. 
And if vou didn't understand the jargon used in that last sentence you 
needn't worrv either- that gets explained as well. 

The one thing I can't promise, though, is to turn vou into an Amiga 
expert. I'm not sure when that exalted state arri1ies but it takes more 
than reading one book. There arc plcntv more volumes where this one 
carne !rom. Appendix B at the end of the book provides details on 
AmigaDOS, AMOS, ARrexx, C and Assembler programming, Printers 
and Amiga Games. 

There is a Next Steps disk of freelv distributable soft\\-~tre to accompa­
nv the chapters in this book. It includes some of the most commonlv 
sought after utilities to make the \\hole computing process that much 
easier. Details can be found in Appendix A. 

If vou lind that this book assumes too much kncmkdge then don't 
despair! The Insider Guide to the Amiga A1200 'houkl get vou on the 
right tracks soon enough. 

The emphasis is on practical examples with step-bv-stcp Insider 
Guides to take vou 1)\ the hand and lead vou saff'h through the mine­
field. Happv computing. 

-----------·------



The Workbench is the starting point for all life on 
the Amiga. Get to grips with it and you're well on 

the way to success with your Al200 ... 

T he starting place for most A 1200 use is via the 
Workbench. That's the blue and grey screen that greets 
you on booting up. Using the WIMP system of windows, 

icons, mouse and pointer you are presented with a pictorial 
representation of the various files and disks that are available 
to you. It has been designed to be as easy and intuitive to use 
as the designers could make it. Thus disks are represented by 
little pictures (icons) of disks and directories are represented 
by drawers (they can also be called "drawers" if you prefer). 
Opening a drawer requires a double-click and then its contents 
are revealed. 

It is as well to get as familiar as possible with the workings of 
this system as it is fundamental to the Amiga's everyday use. 
However, as there are so many options available to the user a 
little confusion can be excused. This chapter provides an expla­
nation of all the Workbench menu options and how they can 
be used. 
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The Workbench menu contains 
seven options all of which offer 
actions that are broadly applicable 

to the Workbench screen as a whole. Each of these are summarised 
below. 

Backdrop 
This one is largely a matter of aesthetic preference. Do you want your 
Workbench screen to be inside a pretty, blue-framed window? From a 
purist's point of view the answer should be "yes". Workbench is a pro­
gram like any other multi-tasking program you can run on the A1200. 
With the exception of certain tasks that run completely in the back­
ground they all operate from within a window so why should 
Workbench be any different? 

The alternative view is that the blue border itself takes up a finite 
amount of screen space which can be better used elsewhere. You 
choose. 

Execute Command ... 
Selecting this option pops up a request window headed "Execute a 
File". This can be used as a convenient way of entering one-line com­
mands that would normally be entered through the Shell. For example 
try typing in VERSION and either clicking on OK or hitting the 
<Return> key. The VERSION command is rather superfluous in the 
normal run of things but it does demonstrate how this option works. 
In this case another window is produced, the Output window, which 
tells us that the A1200 is using Kickstart version number 39.106 and 
Workbench number 39.29. The numbers on your machine may differ 
to mine but then my A1200 is probably older than yours! This option 
is the subject of the "One Liners" chapter. 

Redraw All 
It is possible that a software glitch can cause problems with the screen 
display causing parts of the screen to become blanked off for example. 
Redraw All should solve this problem. 

Update All 
Certain changes that are made to the items on screen are not made 
immediately apparent. As an example, open the Ram Disk window and 
then try entering the following command via the Execute Command 
option: 

--------11-------
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COPY DFO:WBSTARTUP.INFO TO RAM: 

What this does is copy the .info file from the Workbench disk across to 
the Ram Disk. So why can't we see it? For the Workbench to keep con­
stantly updating all the windows would waste the power of the 
machine so, for convenience's sake (its convenience that is, not yours) 
it doesn't bother. Generally this isn't a problem - after all you're nor­
mally the one who's instigated any changes so you should know about 
them. Using the Update option redisplays the window and will miracu­
lously make the "WBStartup" icon appear. 

Last Message 

Try this for size. Take your Workbench disk out of the drive. Now dou­
ble-click on its icon. What happens? What should happen is a 
Requester window opens saying "Please insert volume Workbench3.0 
in any drive" with two buttons marked "Retry" or "Cancel". Click on 
Retry and the Workbench program will try to read a disk that isn't 
there and the same requester will be displayed again. Press "Cancel" 
and Workbench will accept that you are no longer interested in look­
ing at the contents of that particular disk and let you get on with 
something else. The third option available here is to put the disk back 
in the drive. This time, before you've even had a chance to click on 
"Retry" the A1200 has started doing it for you and opens the disk's 
window. For this example though we'll choose the "Cancel" option and 
put the disk back in its drive. Across the top of the white bar is written 
the message "This drawer cannot be opened". It explains why your 
disk reading attempt failed. Periodically the Workbench program will 
flash all manner of messages to you and one way of keeping track of 
them is to use the Last Message option. All it does is repeat the previ­
ous information. 

About ... 

Another option which doesn't hold any great fascination, solely provid­
ing the same information as the VERSION command. This informa­
tion can be useful when trying to get certain bits of software to run. As 
newer versions of both Kickstart and .Workbench are produced they 
can incorporate features not available to earlier models. Some items of 
software will exploit this advantage and will usually have information 
somewhere on them saying "Requires Kicks tart version 39.1 and 
Workbench version 39.2" or some such. 

In practice this isn't going to happen too often for two reasons. The 
first is that minor version changes rarely make a big difference to the 

--------11--------
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way most software runs. The second reason is that most software 
manufacturers will try and make their software run on as many 
machines as possible; that way they can sell more copies! 

Quit ... 

Like any other program Workbench offers the chance to Quit. Try 
using this option and a request window will double-check that this is 
what you want to do. You can choose to Quit but you're not left with a 
lot once you have. 

A small confession here. When I tried using this option, in writing this 
chapter. Workbench wouldn't let me quit. Instead it informed me that 
it "Cannot Quit yet, there are 1 WB launched program(s)" 

The launched Workbench program in question was the ClickToFront 
commodity which I have kept in the WBStartup directory. Whenever 
Workbench is loaded this program is automatically loaded too. This 
failsafe mechanism prevents you from quitting Workbench while any 
program that relies on it is in operation. Not desperately important if 
you're only using "ClickToFront" but invaluable if you're in the middle 
of word processing and haven't saved your work. 

As you might expect these options 
are only applicable to the currently 
selected window. Double-click on 

the Ram Disk icon and a display window opens. Now click outside 
that window in the Workbench window. Notice how the borders of the 
windows change colour. Whichever one has been clicked in most 
recently is the "currently selected" one and is identified by its blue bor­
der. Try looking at the Window menu options when first the 
Workbench window and, secondly, the Ram Disk display window are 
currently selected. When the Ram Disk display window is selected all 
the options appear in bold black tvpe. Not only that but when the 
pointer is moved over the options, those that can be selected are illu­
minated as white on black rather than just remaining fuzzy and grey. 

What is happening is the Workbench program decides which of the 
options are feasible to perform on the window you have selected. If it's 
not possible- you can't choose it. 

New Drawer 

The New Drawer option creates a new drawer- that's a directory with 
a .info file. It places a drawer in your chosen window and brings up a 

.............. 111 ............. . 
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requester window so that you can rename these directories should you 
be unhappy with "Unnamedl", "Unnamed2" and so on. As it has a 
.info file a directory icon is displayed. 

Open Parent 

Double-clicking on a directory icon displays its contents. If it has sub­
directories then you can open as many of these the same way and so 
on down and down the directory branches. Pretty soon the screen 
becomes covered with opened windows and trying to find your way 
around gets hectic. Close any unwanted windows and leave just those 
you absolutely need. To step back up the directory tree from any given 
directory just use the "Open Parent" option. 

Close 

Close closes the currently selected window. It's only real use is going 
to be when the close gadget is obscured from view by a multitude of 
other windows. 

Update 

Like the Update All option in the Workbench menu, except that this 
one just concentrates on the currently selected window. It is therefore, 
quicker. 

Select Contents 
Click in a directory window to designate it as the currently selected 
one and then click on this option. The icons are now in their reversed 
out format signifying they have all been selected. If you want to try 
and drag all the selected icons, say to another directory, then press the 
Shift button first. 

Clean Up 

When you drag files from one directory to another they tend to end up 
plonked one on top of another. Try creating a new directory on the 
Ram Disk and then dragging some Workbench icons to it. They tend 
to sit wherever they have been left, usually obscuring anything 
beneath. The "Clean Up" option solves this problem by reorganising 
the window items around each other. 

Snapshot 

The previous example was all well and good but if you now close the 
directory window and re-open it, what happens? The window is pre­
sented in its pre-cleaned up style. "Clean Up" the window once more 

-----------------
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and move any icons round to your own taste. Once you're happy select 
the "Snapshot » All" option and a record will be stored of where all 
the icons sit when the window is opened. 

The "Snapshot » Window" option dictates where the window will be 
opened and what size and shape it assumes. So if, for example, you 
want the Ram Disk window to appear at the bottom right of the 
Workbench window when you open it then move it there and select 
the "Snapshot » Window" option. 

Show 

In day-to-day use Workbench keeps a large number of files hidden 
from view. For a file to appear on-screen it needs to have a .info file 
associated with it. Most of the time this is perfectly acceptable as it 
reduces the amount of clutter around the place but if you want to see 
what commands are available in the C: directory for example it's not a 
whole lot of use. The "Show » All Files" option does just that on the 
window in question. "Show » Only Icons" reverts to the default set­
ting. 

View By 
The final option on this menu lets you choose how the files within the 
window are displayed. The "View By» Icon" option is the default set­
ting. The other three display files without their associated icons. All 
you get is the name of each file, a written description of its type - eg 
Drawer - and information about the last time it was saved and its 
flags; similar in fact to when you use the LIST command in 
AmigaDOS. While this form of display may not be as attractive as the 
icon-based option it does have one enormous advantage and that's size 
-they take up a lot less room this way. The three remaining options let 
you view files by Name (in alphabetical order), Date (most recent first) 
and Size (smallest first). 

more icons. 

Open 

The opposite of the Windows menu 
as all the operations you can per­
form here have to be done to one or 

Click once on the Ram Disk icon. Its reversed out look signifies that it 
has been selected. To open the Ram Disk window select the "Open" 

.............. 111 ............. . 
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Insider Guide #1: Updating a window. 

1 Double-click on the Ram Disk icon to open a window. 

2 Select the "Execute Command ... " option from the Workbench menu 
and type in: 

COPY SYS:WBSTARTUP.INFO TO RAM: 

then click on "OK". 

3 The Ram Disk shows no change from the previous display so now 
select "Update All" from the Workbench menu. 

The changes are now Updated and the new file is visible. 
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option. To be honest I can't see a great deal of use for this option but 
it's then~ if vou need it. 

Copy 

If you drag a file or directory from one device to another the original 
remains intact and a new copy is made wherever it is placed. However, 
if vou drag from one directory to another on the same device then no 
copv is made. To duplicate a file on the same device then use the 
"Copv" option. Thus if a directon· called "ThisOne" is copied a new 
directorv called "Copv_of_ThisOne" results. In· it again and a second 
copv is produced, this time called "Copv_2_of_This0ne". Anvthing 
within the directorv is also copied. 

Rename ... 

Guess what this one does! It has one neat sophistication in that it 
doesn't panic if vou select several icons at once. Instead it presents 
their names one-bv-one for amendment. 

Information ... 

This is one of the more powerful options. The information it displavs 
relates lo a file's size, its tvpe, the status of its file protection flags, 
\\·hen it \l·as last updated and keeps a record of any associated Tool 
Tvpes and Filenotes. Not onlv this, it allows most of these details lobe 
altered and resm-cd. 

Snapshot 

Just like the Windows "Snapshot" option this makes a record of where 
an icon is displaved. So, if vou ,,·ant the Workbench disk to be dis­
plaved in the bottom righthand corner of the screen on Startup simplY 
move it there and Snapshot it. 

Unsnapshot 

When vou've realised that vou didn't want to Snapshot an icon this 
reverses the damage. 

Leave Out 

This is quite a handv option particularlv for hard drive O\lners. Let's 
sav that vou are a heavv· user of the Shell then it is useful to have the . . . 
icon near to hand for those manv occasions ,,-hen you need to use it. 
Click on its icon and then on "Lem-c Out" and it is automaticallv 
dragged from its directorv and placed on the desktop. It is no longer 
necessary to keep the Svstem directon on the Workbench disk open. 

--------11--------



Amiga Insider Guide 

The program is still being stored in the same place but its icon has 
moved to where you can get to it more easily. 

Put Away 

This puts away any icon that has previously been Left Out. 

Delete ... 

This deletes any selected icon or icons. Thankfully it offers a failsafe 
device in the form of a pop-up window asking vou to confirm your 
decision. Most of the time this is a nuisance- "Yes, of course, I want 
to delete those files that's why I selected the Delete option!" -but it's 
the one time in a hundred that it saves the dav. 

Format Disk ... 

This works in the same way as the Format utility in the System direc­
tory mainly because it is just another way of using it. It not only for­
mats disks but also presents a variety of ways in which this can be 
done. The format options are Trashcan, Fast File Svstem, 
International Mode and Directorv Cache. Each of these options has a 
"toggle" switch next to it which can either be switched on (as signified 
by a tick or check) or off (blank). 

Figure l.l. The Format disk window. 

The Trashcan option determines whether or not you want to use the 
Trashcan as a means of deleting files. It's there by default but many 
users will find it superfluous. 

The next three options - Fast File System, International Mode and 
Directory Cache - are all desirable albeit with one proviso. Fast File 
System lets the Amiga fit more information onto a floppy disk and 
makes that disk quicker to usc than before. International Mode "cor-

-----------------
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rects a case-sensitivity problem associated with international charac­
ters" according to Commodore so look into this onlY if You are using 
foreign characters in your filenames etc. Directory Caching improves 
the speed of opening directories and so on. In normal use then, all 
three options should be "on". The drawback is that disks so formatted 
won't work with Amigas or Amiga Workbench software before Release 
2 and, in the case of Directory Caching before Release 3. 

Once the options are set, formatting is a question of choosing 
"Format" or "Quick Format". Choose the latter if the disk has previ­
ously been formatted as an Amiga disk because it is much more rapid. 

Empty Trash 
The Trashcan is the other way of deleting files. When formatting disks 
you can decide whether or not you want to keep this icon on. The 
Trashcan acts just like any other directory except that it cannot itself 
be deleted from the Workbench. To delete a file just drag it over the 
Trashcan directot"V and let go. The analogy with a trash can is very apt 
because if you change your mind about throwing something away You 
can rescue it from the Trashcan. Double-click on its icon and all the 
trash is there ready to be rescued. And, unlike a real life trashcan any 
rescued files do not come out smelling of last night's dinner. The anal­
ogy can be stretched one stage further - once the trash has been emp­
tied it is gone for good. On the A1200 that is done by selecting the 
"EmptY Trash" option. 

I Tool.Menu I 
The Tools menu is used primarilY to 
host functions associated with soft­

----'· ware written to use it. This is nor-
mallY software that doesn't require an on-screen icon. In its raw for­
mat the Workbench Tools menu contains just the ResetWB option. 

I I 
Most of the options on the menus 

Short-cuts above have a hot-key shortcut asso-
- ·····-- ___j cia ted with them. It's just another 

way of selecting an option so for example the "Execute Command ... " 
option can be invoked by holding down the righthand <Amiga> key 
and then pressing the letter <E>. With frequently used options this is 
faster than the mouse and pointer method. Potentially "dangerous" 

--------11--------
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Insider Guide #2: Tidying up with Hot Keys. 

Drag a few items from the Workbench disk onto the Ram Disk. They 
tend to end up scattered any which way. 

To tidy up the display simply hold down the righthand <Amiga> key 
and then press the following three keys in sequence: 

<.> 

<A> 

<5> 

The <Amiga><.> hot-key combination tidies up the contents of a 
window. 

<Amiga><A> selects the contents of the window and <Amiga;><S> 
saves the positions of the items within the window. To verify this 

close the Ram Disk window and re-open it to see the position of the 
various icons. 

options such as Delete don't have a short-cut so there's no fear of 
accidentally hitting the wrong combination. 
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Hot-key 

<Amiga>A 

<Amiga>B 

<Amiga>C 

<Amiga>E 

<Amiga>I 

<Amiga>K 

<Amiga>L 

<Amiga>N 

<Amiga>O 

<Amiga>P 

<Amiga>Q 

<Amiga>R 

<Amiga>S 

<Amiga>U 

<Amiga>? 

<Amiga>. 
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Function 

Select contents of window 

Toggle Workbench window On/Off 

Make copy of selected icon 

Opens the ''Execute Command ... '' window 

Display information about selected icon 

Close current window 

Leave out icon on the Workbench 

.Create New drawer in selected window 

Open selected icon ie open drawer or 
launch program 

Put away item previously left out - undoes 
<Amiga>L 

Quit Workbench 

Rename selected icon: disk, directory, 
program etc 

Snapshot position of selected icon 

Unsnapshot- undo effect of <Arniga>S 

Provide information About versions 

Tidy up visible contents of selected 
window 

Table l.l. Amiga menu hot-key shortcuts. 
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Control the way in which your Workbench 
operates by using all the goodies which you can 

find on the Extras disk. 

Extras! Extras! Read all about it ... 

'!j.2 .... ·.·~~ ·.····.;.1,·····8·.1·•· he Extras disk is well worth a little exploration. It con­
,~, /·.· tains manv items that are useful in setting-up 
; ,,<<;·<; Workbench. but which aren't used in the day to day 
process. 

For example, you may well wish to alter the physical appear­
ance (or sound!) of your standard Workbench or you may want 
to tweak the way in which it behaves. One of the benefits of the 
Workbench system is that it has been designed to let you do 
just that. Most of the equipment you will need to do that job 
can be found on the Extras disk in the Preferences directory. 
By that I mean that if, for example, you want to alter the colour 
or change the sound that the A1200 makes when it beeps at 
you, then you will need to use the Preferences program on the 
Extras disk. But once you have made those choices they are 
then stored on your Workbench disk and there is no need to 
use Extras again. Or at least not until you want to change 
something else. 

The Tools directory contains a variety of programs of varying 
usefulness. If any one of them is one you cannot live without 
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then it is as well to copy it across onto your Workbench disk. If there's 
no room for it there then now is the time to consider what you have on 
your Workbench disk that you can cheerfuly live without- the Clock, 
perhaps - and swap the two around. 

Also on the Extras disk is a System directory which contains the 
"Intellifont" utility. Another invaluable beasty, this is covered in more 
depth in Chapter Six which is all about fonts. 

There is many a fine hour that can 
be spent toying with the design of 
the A 1200's Graphical User Interface 

(or GUI for short) all of which is a grand way of saying the bit you see. 
To enable you to do just this the Amiga contains a wide variety of sim­
ple, but highly useful windows called Preference Editors. These are 
located in the Prefs drawer on the Extras disk and each can be opened 
simply by double-clicking on the icon you require. 

The Preference editors allow you to alter virtually all of the standard 
functions of the Amiga - or more correctly the way the Amiga relates 
to you the user. 

For instance try this: select the Ram Disk by clicking once on its icon 
and then select "Leave Out" from the Workbench "Icons" menu. The 
screen ilashes, the machine beeps and a frosty little message saying: 

Cannot 'Leave Out' this icon 

appears acros the top of the screen. Well you knew that, the Ram Disk 
is already out, it can't be left any more out than that and nor, for that 
matter, can it be Put Away. This sort of beeping and flashing is a stan­
dard on the Al200 when you make a mistake but like everything else it 
can be tailored to your needs. The Insider Guide opposite shows you 
how to go about this. 

If you work through the example, with the A1200 beeping away to its 
heart's content you can start playing around with the beep's volume, 
pitch or length. Find a combination that you like and you can save the 
settings to your Workbench disk by selecting "Save" and then follow­
ing the disk swapping instructions. Alternatively you can choose "Use" 
which v.ill use that sound for the rest of this computing session but as 
soon as you switch off or soft-reboot, it will revert to its default set­
tings. 

-----------------
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Insider Guide #.'J: Sound Preferences. 

Find the "Sound" tool which is in the Prefs 
directory of the Extras disk. 

Double-clicking on its icon brings up a win­
dow headed "Sound Preferences". 

This presents the controls for adjusting the noise the machine makes 
to report an error. To produce that sound just click on the 'Test 

Sound" button. If at this point you have no sound then one of two 
things is wrong: 

a) the "Make Sound'' option is switched off Click on its button to alter 
its state. Or: 

b) you aren't wired up for sound. The AI ZOO itself doesn't have a 
speaker but relies on being connected to an appropriate sound gener· 
ator. In most cases this will be the TV screen or monitor you are con­

nected to and it's all a question of turning the volume control up. 

The final and most interesting option is to emplov a sound file from 
elsewhere. You can alter its tone, volume and duration but when all's 
said and done a beep is still a beep. Luckil_v· the beep can be replaced 
bv prettv well anv sound vou care to mention as long as it is available 
as an IFF file. It just so happens that such a sound file is available on 
the companion disk to this book but thev are also available bv the 
bucket load from PD libraries, friends, magazine disks etc. For this 
example I have dragged my chosen sound file across onto the Ram 
Disk. 

To plav this sound click on the Beep button. This will now read 
"Sampled Sound". The next step is to click on "Select Sample ... " Doing 

--------11--------
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so brings up another window requesting you to select an IFF Sampled 
Sound. Mine is on the Ram Disk so I click on the "Volumes" button 
and then on "Ram Disk" from the list which has presented itself. The 
sound file I want is at the top of the list so click on that and then click 
"OK". The request window now disappears and the Sound Preferences 
window is now showing the file we want. Click on "Test Sound" and 
plav around with the settings as vou please. If you don't like this sam­
ple then find one that suits. 

At this point we need to consider what happens when the Workbench 
starts up. It goes through all that whirring and then discovers that it 
has to load a sound file that it doesn't know about and so it complains 
about it: "Error: can't load sound: Ram Disksoundfile". So anv 
defaults that are to be incorporated into the Startup procedure must 
be included on the Workbench disk itself. The simplest procedure then 
is to create a new directory on the Workbench disk called "Bits" and to 
put any such files into it. 

The final option in this Preference is that of "Flash Display". I recom­
mend vou leave this toggled "on". This makes the screen flicker once 
when an error is reported and is a useful backup when the sound is 
switched off for example. 

All the other Preference editors work in very much the same way and 
vou can have a great deal of fun playing around and experimenting 
with them. The more popular ones arc described below- if you want a 
fullv worked example of each then I would recommend vou get hold of 
a copv of Mastering Amiga Workbench 3 by Bruce Smith. 

Font 

Lets you choose the fonts that form all or part of the Workbench dis­
play. Separate options can be made for the Workbench Icon Text, the 
System Default Text and the text within screens. You can also choose 
which colours vou want all the Workbench Icon Text to appear in. The 
default setting is for black text on a grey background but you may, for 
example, find dark blue on pale yellow more restful on the eye. The 
number of colours you get to choose from is dictated by the screen 
mode you are in and the number of colours you have chosen. 

Note: you will get unusual and unsatisfactory results if you save the 
settings for a screen mode with more colours than that which you use 
by default. Trv it and see what I mean. 

--------11--------
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Figure 2.1. The Workbench Icon Text screen showing colour possibilities. 

Input 

This option controls how you put your input into the machine and 
offers several hepful options. Mouse Speed predictably refers to the 
speed at which the mouse propels the pointer. Set it to three and it fair 
whizzes around, set it to one and you need a desk the size of Kent. The 
best compromise is to select two and have the "Acceleration" option 
switched on. This rather elegant feature makes the pointer movement 
respond to the speed with which you move the mouse. Move it quickly 
and the pointer leaps around but move it slowly and you have quite 
delicate control. That's my choice but of course you may prefer some­
thing else. 

The Double-click delay option controls the time in which you are 
allowed to make the second click before the machine decides that it 
wasn't a double-click after all but two separate single clicks. It isn't a 
good idea to set this too fast otherwise you'll never get anything done. 
The Keyboard settings control how the keys respond when you are 
typing. If you are using a wordprocessor, holding down a letter makes 
it repeat until released. This option sets the defaults for that and is 
very much a matter of playing round with it until it suits your needs. 

The righthand window shows the keyboard options. This lists all the 
keyboard maps that are to be found in the SYS:Devs/Keymaps directo­
ry plus the default setting "American". Click on the one you want to 
use and then on "Save". If the one you want isn't there then it needs to 
be loaded into the SYS:Devs/Keymaps directory from the Keymaps 
directory on the Storage disk. 

----11-----
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Figure 2.2. The Input Preferences editor. 

Locale 

Si, par example, tu parle Francais ... 

If you don't understand English you can change the language the 
A1200 uses in its display with the Locale option which collects the text 
from the "Locale" disk. But then, if you don't understand English, how 
did you read this to find that out? 

Locale also supplies a very pretty scrolling map of the world with all 
the time zones marked on. If you find a practical use for this, you will 
let me know, won't you? 

Overscan 

Controls the physical area of the screen that Workbench occupies. 
Two modes are offered: Graphics and Text. You may wish to set differ­
ent limits dependent on the application you are using. Most monitors 
have a discernible curvature to them which is strongest nearest the 
edges of the screen. Reducing the Overscan area reduces the effect on 
the screen image of this distortion. Conversely, when you want the dis­
play to be as large as you can get it, Overscan can be used to overlap 
with the edges of the monitor. Adjustments are made by dragging one 
of the black boxes. The central box can be used to set the position on­
screen of the complete image. 

Palette 

You could play all day with this and still fail to come up with the per­
fect colours for the appearance of your Workbench screen. My tip 
would be to be sparing in your use of dayglo colours unless you actual­
ly enjov having to wear a pair of shades while using your computer. 

--------·11---------
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Like most of these Preference tools "Palette" has a "Restore to 
Defaults" option amongst its menu choices and this can be a godsend. 

Pointer 

Another customising tool, this one lets you design your own pointer 
icon. Should you wish, you can even load an icon you have created 
elsewhere by using the "Load Image" option from the Edit menu. I 
expect that, as with many of these Workbench options, you will proba­
bly end up using the original default options. 

Printer, PrinterGfx and PrinterPS 
These three options govern the appearance of the printed output. They 
are discussed in more detail in Chapter 12- Print Out. 

ScreenMode 

This comprehensive option controls how many colours are used on a 
particular screen, the dimensions of the Workbench window and the 
relative size of all the icons and windows that appear on a screen. It 
deserves a chapter of its own, and gets one- Put It On Display. 

Serial 

Connecting two computers, often via a telephone line, is not as diffi­
cult as it might seem. As long as they present each other with data in 
an agreed format and don't try to speak when the other one's talking 
then there should be no problems. In practice, if you are using a 
modem then the software that comes with it or that you have bought 
for it should be able to control these settings more satisfactorily. 

Time 

Not surprisingly this is used to set the date and time. However, unless 
you have a battery-backed clock fitted to your A1200- something that 
doesn't come with the standard machine- this is going to be of limited 
use. On a brighter note it did let me find out that Christmas is on a 
Monday in the year 2000. 

WBPattem 

Another means of prettying up the appearance of the A1200 GUI. You 
can for example have a picture to form the background to the 
Workbench or any window if you so wish. In much the same way that 
a sampled sound was chosen in the "Sound" Preference so it can with 
a Picture. Again, to be of practical use this picture needs to be stored 
on the Workbench disk to be available at startup. 

----·11-----
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All 
All the Preference options offer the chance to save a particular group 
of settings. This is stored in the Workbench:Prefs/Presets file. Several 
different settings can be saved here allowing you to choose which one 
you want to use on any one occasion. For example you might want to 
use an interlaced mode with only a few screen colours when using a 
DTP program, a low-res screen mode with lots of colours when work­
ing with a paint package and a high-res screen with eight colours for 
wordprocessing. Storing Preference settings from one of these Prefs 
programs lets you do exactly that. 

I Control 

See Chapter 14 "Put It On Display". 

The Tools drawer holds a useful - if 
not oddball - variety of programs 
that provide you with a degree of 

productivity when it comes to using your Amiga. Here's a round-up of 
what they are. 

Calculator 

It's nothing more than the simplest sort of calcullator but it can come 
in handy. The Public Domain is stuffed with similar programs that are 
vastly superior. 

CMD, Graphic Dump, InitPrinter and PrintFile:s 

CMD allows you to print to a file, GraphicDump prints out a copy of 
whatever is on screen, InitPrinter tells the printer about the prefer­
ences you have set and PrintFiles is a rough and ready way of printing 
out plain text files. These programs are covered in more depth in the 
Print Out chapter. 

Icon Edit 

Chapter 10 "MORE AmigaDOS" shows how to create your own appli­
cation. Doing this produces an application which has an icon associat­
ed with it identical to the Shell utility. Using IconEdit you can change 
this to any appearance you care to draw. 

Keyshow 

Shows how different ASCII symbols can be obtained by the combina­
tion of a key press and the <Amiga>, <Ctrb and <Shift> keys. Keys 

--------·--------
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Insider Guide #4: Background pictures. 

Select the picture that you want to use as a background display. Place 
it on your Workbench disk so that it is available on startup. 

Open WBPattern from the prefs directory on the Extras disk. Click on 
the Type gadget until it displays Picture and then click on the Select 

Picture gadget which was previously not made available. 

This pops up a file requester. Work through the options until you find 
the picture file that you wish to use. Click on "OK" which returns you 
to the original window. Click on ''Test" to see whether it creates the 
desired effect. If it does, "Use" will retain it for the current session 

whilst "Save" makes it a permanent feature of the Workbench display. 

displayed with a tilde symbol (-) have no effect, whilst those with a 
caret symbol (A) describe an action such as "Delete" or "Return". Not 
immediately useful you may think but invaluable within an ASCII doc­
ument for describing layouts etc. 

Lacer 

When working on video editing with a genlock attached to the back of 
the A1200 it can be useful to be able to switch between screen modes. 
"Lacer" is designed to permit toggling (swapping) between one mode 
and its interlaced version. It only works when a genlock is attached. 

MEMACS 

This is a text editor along the same lines as ED but it is much more 
sophisticated. It offers many features and it's a matter of debate 
whether or not you can call this kind of text editor a wordprocessor. 
Its facilities are discussed further in the MORE AmigaDOS chapter. 

-----------------
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Prep Card 

This controls the use of RAM cards in the PCMCIA slot which can be 
found on the lefthand side of the A1200. It is described in detail in the 
"Improve Your Memory" chapter. 

ShowConfig 

ShowConfig is of technical interest only. It provides information on 
the processor being used, the custom chips, the VERSION numbers of 
Workbench and Kickstart being used and detects the presence of any 
RAM upgrade or hardware boards. You are unlikely to need it except 
when purchasing hardware add-ons when the existing configuration of 
your machine may be important in choosing the right version of the 
add-on. Be ready to quote these details when shopping. 

There are eight of these handy little 
tools in all. They work in the back­
ground and can make the routine 

use of the Workbench that much easier. To see what each does launch 
the Commodities Exchange program. 

Exchange 

This is the Big Daddy of these utilities. It shows any currently selected 
Commodities and also any other programs that have been launched 
from the WBStartup directory. Clicking on the name of a Commodity 
in the Available Commodities list gives a brief description of each one. 
They can also be rendered active or inactive via the Commodities 
Exchange window which is an effective way of controlling your choices. 

Figure 2.3. The Exchange window. 

The Commodities take up very little room on the Workbench disk. It's 
a matter of taste which, if any, you use but Blanker should not be 
overlooked. 

---------11·--------
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Auto Point 

Click in a window and it becomes active as signified by the blue bor­
der around that window. AutoPoint cuts out this stage and automati­
cally highlights the window beneath the mouse pointer. 

Blanker 

Protects the monitor from the damage of burn-in. A static screen dis­
plav will eventually carve its way onto the screen leaving its ghostly 
presence behind as a permanent reminder. Blanker helps reduce the 
damage by switching off the normal display when there has been no 
keyboard or mouse input for a specified length of time. 

ClickToFront 

With several windows open at once it is often difficult to bring the one 
you want to the front of the stack. With ClickToFront active you just 
need to double-click in the desired window whilst holding down the 
<Alt> key and it comes to the top of the heap. 

CrossDOS 

The CrossDOS utility helps pass information between the Amiga and 
MS-DOS machines (IBM-compatible PCs). Although all computers 
accept certain file types as standard - ASCII, for example - there 
remain subtle differences between them. CrossDOS helps smooth over 
these differences. 

FKey 

This is a real love it or hate it utilitv. It lets you manipulate the size of 
windows, their relative positions, the relative positions of screens, run 
programs or ARexx scripts and use shortcuts in typing all by using just 
a few keys on the keyboard. The only difficulty is remembering which 
key does what. Get it wrong and you'll have programs launching them­
selves left, right and centre and then disappearing somewhere behind 
a mess of rapidly shrinking and expanding windows! 

MouseBlanker 

A verv subtle one this one, so subtle you might almost call it useless. It 
makes the pointer disappear whenever vou are entering text, only to 
reappear when the mouse is moved. 

NoCapsLock 

Also of limited use, this disables the <Caps Loeb kev. If vou're a par­
ticularly clumsy typist you might find A USE FOR IT. 
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No Popup 
By default the AutoPoint, ClickToFront, MouseBlanker and 
NoCapsLock commodities launch themselves as background tasks. 
Which means that when you boot up you never get to see them, they 
just load somewhere in the background and get on with it; which is 
what you want. By contrast the Blanker, CrossDOS, FKey and 
Exchange programs all open windows on the Workbench where you 
can set the parameters by which they work. As you won't want to do 
this every time you boot up it is better to alter their default settings to 
prevent them from opening a window. 

Click on the relevant icon to highlight the commodity, then select 
Information from the Workbench Icons menu. 

In the "Tool Types" window highlight the CX_pOPUP= YES line and 
this will then be displayed in the little window beneath. Adjust it so 
that it reads cx_poPUP=NO and then click on "Save". 

--------11--------
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Insider Guide #5: Function key shortcuts. 

Open the FKey utiltity which is found in the Commodities>> Tools 
directory on the Extras disk. Click on "New Key''and type in the char­

acters. T' and "1''. 

Click on theCommand gadget until "Toggle Window Size" is displayed. 
Click on New Key and this time enter <F><2>. Now select "Insert Text"' 

and enter your name in the "Command parameters". box. 

Select "Save ... " from the menu options. Now open a Shell window and 
press the function keys F1 and F2. You should see the window enlarge 

and then display your name. 

FKey can also be used to launch programs and scripts, to cycle 
through windows and to alter their size. 

---------11---------
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I 

ArnigaDOS is at the very heart of the Al200. 
Find out how it beats ... 

I f you haven't come to terms with AmigaDOS yet, then 
now is the time for a little exploration. Set aside a few 

''""'"foe r•acticc and you will empri" youn;cl[ with how 
easy it can be to produce simple utilities on the A1200. The 
first book in this series introduced several AmigaDOS com­
mands and showed how they could be used to speed up your 
computing. These are explained below with some examples 
that may be useful. 

To start using AmigaDOS, 
double-click on the Shell 
icon that is found in the 

System directory of the Workbench disk. This opens the win­
dow where you can enter your commands. 

AmigaDOS can be used as an alternative to the Workbench 
screen. All the facilities that Workbench lets you do: moving 
files around, copying them, deleting them, creating new direc-
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tories, running programs and so on can also be done using AmigaDOS 
commands. The reason for the duplication is that the Workbench front 
end, as it's called, is very quick and easy to usc. You can see at a glance 
where everything is and for most purposes it is quicker. To launch a 
program from the Workbench means a double-click of the mouse but­
ton. To do the same in AmigaDOS requires typing in the program's 
name along with the directories it is in and a command to RUN. 

The advantage that AmigaDOS offers is that it can provide quick 
access to more information and it can be used to write script files. 
These are several AmigaDOS commands put together in one file. Once 
the file has been written there is no need to repeat typing the com­
mands over and over again. Instead the file can be run and all the 
work will be done for you. 

At Your Command ... 
AmigaDOS commands have been designed so that their use and mean­
ing is as obvious as possible. If you want to nm a program the com­
mand is RUN, to delete a file, type DELETE and so on. 

The first group of commands are 
mainly concerned with file manipu­
lation. There is little here that can­

not be performed with greater ease from the Workbench. However, 
they do form the basis for future AmigaDOS programming. Open the 
Shell and type in the examples below. 

DIR 
On its own DIR provides a list of the entire contents of the current 
directory. Used with a directory name after it shows the contents of 
that directory. It isn't limited to cataloguing the entire contents of a 
directory either. Writing a modifier after it enables only specified file 
types to be displayed. 

Try the following commands to see how it works: 

DIR 

DIR S 

DIR DIRS 

DIR RAM: FILES 

DIR #?.INFO 

--------·11·--------
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DIR S#? 

If the output from this command is too prodigious and flashes past 
too quickly then the process can be halted by pressing the space bar. 
Hitting return gets it going again. The #?.INFO option used above lists 
all the files that end with those five characters. Similarly DIR S#? lists 
all the files beginning with the letter S. The #? characters are referred 
to as wildcards and this process is called pattern matching. 

LIST 

It's amazing that such a seemingly simple command can be so com­
plex. LIST behaves in much the same way as DIR except that it is 
more powerful. On its own LIST provides a similar breakdown of 
information but also supplies data about the physical size of files, 
information about file flags (See Chapter Seven, The Protection Racket) 
and the date the file was last updated (if you are lucky enough to have 
an internal clock on your A 1200). You can limit yourself to just direc­
tories or files in the same way: 

LIST S 

LIST DIRS 

LIST FILES 

LIST #?.INFO 

To reveal the contents of each and every directory try 

LIST ALL 

However, as this can take forever with the Workbench disk the best 
thing to do is to hit <Ctrb<C> and the process is stopped. LIST can 
also produce an output: 

LIST TO RAM:FILELIST 

produces a file on the Ram Disk called 'FILELIST' which holds all the 
details that would normaly be sent to the Shell window. 

MAKEDIR 
MAKEDIR is used to create a new directory. It differs from the New 
Drawer command on the Workbench in that no .info file associated 
with the directory is made. This is perhaps the simplest way of differ­
entiating between directories and drawers - the absence or presence 
of .info files. MAKEDIR can be used to make a new directory wherever 
specified. You can only make directories one at a time. If you want a 
sequence of directories/subdirectories like the following: 
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RAM:PLANTS/TREES/DECIDUOUS 

then it has to be created a directory at a time. But, if you use the arrow 
up key on the keyboard after each command then the following 
sequence will be almost as quick: 

MAKEDIR RAM:PLANTS 

MAKEDIR RAM:PLANTS/TREES 

MAKEDIR RAM:PLANTS/TREES/DECIDUOUS 

DELETE 

A certain amount of caution is advisable when us:ing this command for 
the obvious reason. Delete the wrong file and you're going to feel pret­
ty stupid. Pattern matching can be used but this only increases the 
potential for disaster - it's all too easy to erase a few extra files that 
you had forgotten about or didn't even know existed: 

DELETE RAM:PLANTS/TREES 

doesn't work because the directory "TREES" isn't empty. AmigaDOS 
takes the cautious approach and prevents you from accidentally eras­
ing large volumes of data. Using the "ALL" suffix acknowledges that 
there is data in the directory and everything will be deleted. ALL can, 
therefore, be very useful and, by the same token, very disruptive: 

DELETE RAM:PLANTS/TREES ALL 

COPY 
COPY copies a file or files. It can be used to copy several files at once: 

1> COPY AlBIC RAM: 

Will copy files A, B and C from the current directory onto the Ram 
Disk. Directories can also be copied like so: 

1> COPY FROM A: TO RAM:B 

This copies the directory A and its contents across to the Ram Disk 
renaming it as it does so. Try it and see; the Ram Disk should contain 
a new directory "B" which is otherwise a direct copy of the previous 
"A" directory. 

DISKCOPY 

DISKCOPY is the fastest way to duplicate disks and is invaluable for 
making back-up copies of your Workbench disks! It can be a slow 
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process with just the one floppy disk drive but, as we shall find out 
later, there are ways around that. Until then the command: 

1> DISKCOPY DFO: DFO: 

should be sufficient. What this command is saying is copy the disk in 
drive DFO: onto the other disk in drive DFO:. "How do I get two disks 
in one disk drive ?" I hear you ask. The answer is you don't. The A1200 
will instruct you when you are to insert the SOURCE disk (the one you 
are copying FROM) and when to insert the DESTINATION disk (the 
one you are copying TO). 

Owners of two floppy drives have life easy: 

1> DISKCOPY DFO: DF1: 

copies from DFO: to DFl:- just make sure you put the right disk in the 
right drive! Write-protecting your SOURCE disk is also a wise idea. 

CD 

CD means "Change Directory" and it does just that. A command like: 

CD SYS:Tools 

changes the current directory to the Tools directory on the System 
disk. Using the: 

CD I 

command moves up the directory tree to the directory one above it. In 
this case the SYS: disk main directory. The current directory is the one 
whose name appears before the cursor prompt eg: 

1.Workbench3.0:> 

or 

Ram Disk:> 

RELABEL 
RELABEL is one of AmigaDOS's renaming commands and is used to 
rename devices. These include floppy disks, the Ram Disk, the RAD 
disk, hard drive partitions etc. The syntax of this command is along 
the lines of: 

1> RELABEL DRIVE DFO: NAME "New Name" 

or 

1> RELABEL "Old Name": "New Name" 
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RENAME 

Like RELABEL but this command applies to files and directories. So, 
for example, you might say: 

1> RENAME RAM:DIR/FILE "RAM:DIR/NEW NAME" 

which finds FILE in the DIR directory on the Ram Disk and calls it 
NEW NAME. The only real complication with this command is in the 
use of quoatation marks. Notice how they go round the complete 
name of the file in question if it is to include spaces - this applies 
whether it is the old file name, the new name or both. 

FORMAT 

FORMAT initialises a new disk in the relevant format. Typically it will 
be used in the: 

1> FORMAT DRIVE DFO: NAME "MyDisk" 

style. There are various options to go with the format command: such 
as FFS, NOICONS and QUICK. FFS uses the Fast Filing System 
option and NOICONS prevents the appearance of the Trashcan direc­
tory. QUICK can be used to reformat a disk that has already been for­
matted. It's a quick way of wiping unwanted data but should only be 
used with disks that are known to be "healthy". 

A script is just another word for 
program. Computer programming 
always has an aura of mystique to it 

but, when using AmigaDOS, this is unfounded. It really couldn't be 
easier. The A1200 comes supplied with a text editor appropriately 
enough called ED. ED can be used to write a list of AmigaDOS com­
mands in a file. This file can be saved and used at a later date when its 
commands are carried out in sequence. 

ED 

To create a new script, called "Test" in ED just type in: 

ED TEST 

This pops up a new window where the script can be written and saved. 
Saving is done by pressing the Esc key followed by X. The file "Test" 
will be saved to the current directory which, at this stage, will proba­
bly be the root directory of the Workbench disk. A more suitable place 
would be on the Ram Disk so the first command could be rewritten as: 
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Insider Guide #6: Writing a script in ED. 

Create a new script file from the Shell by typing in 

ED RAM TEST 

This opens a second window in ED, the A 1200's text processor. Script 
writing is now just a question of typing in the commands and saving. 

For the sake of this simple example type in: 

ECHO ''These are the items visible on the Workbench in your current 
directory:" 

DIR #7.INFO 

To save the program press the <Esc> key followed by <X>. This 
returns you to the Shell. Now type in: 

EXECUTE RAM TEST 

to reveal a listing of the visible items within your current directory. 

ED RAM:TEST 

There are several commands for manipulating text within ED all of 
which are preceded by the Esc button. A complete list of these ED 
commands can be found in Figure 3.1. ED can also be used to exam­
ine and update a file that already exists, eg: 

ED S:STARTUP-SEQUENCE 

EXECUTE 
Nothing to do with assassination, EXECUTE is used to run script files. 
For example, the "TEST'' file used in the previous paragraph could be 
run by typing in: 

EXECUTE TEST 
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RUN 
RUI\ is similar to EXECUTE except that it is used to launch programs 
rather than AmigaDOS script files. When launching a program from 
the Shell the RUN command isn't alwavs strictly necessary. The Clock, 
for example, can be launched simply bv entering: 

CLOCK 

However this fi~ee:.:es the Shell from further input until the Clock is 
closed. Use: 

RUN CLOCK 

and both processes can run alongside each other. 

ECHO 

Ts a simple wav of passing comment. Included in an AmigaDOS script 
it can be used to prompt action from the user cg: 

ECHO "Put the SOURCE disk in drive DFO:" 

asks the user to do just that. Insider Guide #6 uses ECHO to explain to 
the usc:· the meaning of the data being displawd. 

r Miscellany 
1 There are well over I 00 AmigaDOS 

J commands, so it is nigh on impossi-
·---·-- ble to cover them all here. 

Therefore, I have included brief descriptions of the more interesting 
ones that vou might like to experiment with. If vou want a real inside 
guide to AmigaDOS then check out Mastering AnzigaDOS 3 Tutorial 
and A to Z Reference hv Mark Smiddv. 

ALIAS 

As its name suggests, ALIAS provides another renaming service. Not 
for file names or device names this time but as a shortcut to save hav­
ing to tvpe in lengthv commands that you use frequentlv: 

ALIAS FORMO FORMAT DRIVE DFO: NAME "[]" 

FORMO BLANK DISK 

In this example the FORMAT command has been shortened. The 
square brackets [] indicate that a variable is to be inserted when the 
ALIASed command is used. With this in place th,~re is no need for the 
use of imerted commas for the NAME given to the formatted disk. 
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Use of the ALIAS command on its own shows all the currently used 
ALIASes. These include CLEAR which is just an ECHO command. 

ASSIGN 

ASSIGN is remarkably similar to the ALIAS command except that it is 
used to provide abbreviations for PATH names. 

For example, if you commonly use: 

TOOLS/UTILITIES 

this can be abbreviated to, say: 

UTIL 

if the Al200 has been informed that UTIL is the assignation for that 
particular directory. The way in which this notification is made is by: 

ASSIGN UTIL: DFO:TOOLS/UTILITIES 

There's no end to the number of ways ASSIGN can be used but its use­
fulness does rely on you remembering what has been ASSIGNed to 
what. Alternatively you can remind yourself by typing in ASSIGN on 
its own which brings up the complete list of ASSIGNed commands. 

DATE 

This allows the date and time to be written or read. Entered on its own 
it returns the default setting, whatever that is, or it can be used to reset 
that information in the: 

DATE DD-MMM-YY HH:MM:SS 

format. Thus, to change the date and time to half past ten in the 
evening on the 26th of July, 1994 use this style: 

DATE 26-JUL-94 22:30:00 

ENDSHELL (ENDCLI) 
The two commands do the same thing which is to close the Shell win­
dow currently being used. It's not much use on its own- a click on the 
close gadget is just as effective - but can be invaluably incorporated in 
scripts which produce output windows. 

NEWSHELL (NEWCLI) 
This starts a separate Shell process which runs independently from the 
old one. As the A1200 is a multi-tasking machine several Shells can be 
up and running at the same time. The command can be used on its 
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own or with a list of numbers which determine where the window is 
to be positioned on the screen and how large it will be: 

NEWSHELL CON:0/100/600/200/SECOND-SHELL/CLOSE 

The first two numbers are the x and y cordinates of the top lefthand 
comer of the new window, the next number is the window's width and 
then its height. "SECOND-SHELL" is the window's name and the 
optional CLOSE suffix ensures that the new window has a close gad­
get 

PROMPT 
PROMPT customises the Shell PROMPT. In practice you may have lit­
tle call for this. The default setting is: 

PROMPT "%N.%S:> II 

where %N gives the Shell process number and %S tells the current 
directory. The quote marks are used as there is a blank space after the 
">" symbol to make things appear tidier. 

RESIDENT 
RESIDENT is a command which makes no difference to whether a 
script works or not. If all the RESIDENT commands were stripped 
from an AmigaDOS script it would still work - so why use it? In a 
word - speed. RESIDENT places a command in the machine RAM 
which means that it can be accessed almost instantaneously. In the 
example 

RESIDENT C:ASSIGN 

the ASSIGN command is copied from the C: directory on the 
Workbench disk and stored in machine memory. Every time it is used 
from now on it is the copy in RAM which is used rather than the one 
on disk. Typing in RESIDENT on its own lists all those commands 
that are currently RESIDENT. If a non-resident command is to be 
used several times within a script then make it resident first to speed 
things up. The reverse of a RESIDENT command is to use REMOVE. 
Thus, in the above example, we could use: 

RESIDENT ASSIGN REMOVE 

which frees up a bit more RAM for other uses. 
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TYPE 
One way of viewing a file is to use the TYPE utility. It is limited in its 
use in that it spools the contents of that file into the current console 
window. 

TYPE S:STARTUP-SEQUENCE 

That's fine if it's a short file but if it's longer than the window then it 
will scroll past before you've had a chance to look at it properly. The 
Spacebar stops that scrolling and Return gets it going again. 

VERSION 

There are only limited uses for VERSION which reads and then dis­
plays the Version numbers of the Workbench and Kickstart currently 
in use. Where it can come in handy is when software requires a certain 
minimum version number of, say, Workbench to be present before it 
will operate. As the A1200 is a new machine with a new Workbench, 
this is not the sort of problem we are likely to encounter for a while. 

Imagine having a dozen picture files 
which you want to copy from your 
Picture disk into the Ram Disk. They 

are called PictureO 1, Picture02, Picture03 and so on up to Picture 12. 
To copy them across one at a time would be laborious in the extreme 
but the whole lot can be done with one simple command: 

COPY PICTURE#? TO RAM: ALL ;Copies all pictures to RAM 

The #? simply denotes that any combination of letters or numbers are 
acceptable to fill this gap. Thus, any file which has P-I-C-T-U-R-E as 
its first seven letters will be copied. Too bad if there are extra files 
copied that you hadn't anticipated. Incidentally the ";Copies all pic­
tures to RAM" part of this command line does absolutely nothing. The 
semi-colon is used to inform AmigaDOS to ignore anything after that 
position on the line. When writing scripts of more than just a few lines 
in length it is a good to get into the habit of writing comments with 
each important line explaining what each one does so that when you 
study the program some weeks later trying to adapt it for some other 
use, you know exactly what does what. 
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Want to see the contents of a f:tle? MultiView lets 
you display graphics, sound and, of course, text. 

Look at it this way ... 

ultiView is a rather aptly named program that comes 
free with your Al200- it is to be found in the Utilities 
directory of the Workbench disk. Its purpose is sim­

ply one of letting you view files but its power is quite consider­
able. Not only can you use it to view text files and pictures but 
it can also be used to play back sounds and present hypertext 
documents 

To view a text file with MultiView simply double-click on the 
MultiView icon. A requester headed "Select File to Open" will 
then come into view asking exactly which file of the dozens 
available it is that you wish to see. It simultaneously displays 
the contents of the currently selected directory. Clicking on the 
"Volumes" button at the bottom of the window allows a choice 
of disks or, more accurately, devices to be displayed. Click on 
one of these and the window displays the root directory of that 
device. 

You can now work your way through the various directories 
and subdirectories by clicking on their names in turn until you 
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reach the file you want. Should you, at any stage, want to go back up 
the directory "tree" then click on the Parent button. 

Eventually you will find the file you want to view. Click on its name 
and then on the "Open" button. This should open a second window 
displaying the file you wanted to see. If the file is a text file, a picture 
file or a hypertext file then the file will be either in text or picture 
form. If you loaded a sound file then a loudspeaker icon will appear in 
a window. To have this played just click on the icon. 

If you can't hear anything then now is the time to check that your 
A1200 is correctly wired up. The A1200 doesn't have any internal 
speakers and relies instead on being attached to a monitor or TV or hi­
fi. If it's not linked up it won't play. And if it is linked up but the vol­
ume is turned down it still won't play. Yes, I know this all seems 
painfully obvious now ... 

MultiView can only display files of a 
certain type. To find out what types 
of files you can view, open the 

Devices directory on your Workbench disk. There are further directo­
ries within this one - the one we want is the "DataTypes" directory. 
Double-clicking on this displays four file type translations: 8SVX, 
AmigaGuide, ILBM and FTXT. What this all means is that MultiView 
is capable of displaying files which conform to one of these four 
descriptions. The files within the DataTypes diirectory are "transla­
tions". What they do is supply information about files of those types so 
that MultiView can display them. It follows that any sort of files can 
be displayed as long as the appropriate translations is available in 
"DataTypes". Incidentally the translations themselves are not of a data 
type that can be read by MultiView. Try and load a file into MultiView 
that is not of an appropriate type and the program will fail to do so 
informing you with the message "Unknown date type for. .. " 

However, if your file is of one of the legitimate file types then 
MultiView will display it in its glory. 

MultiView can only display one file at a time but of course your Amiga 
is a multitasking machine and you can open several MultiView win­
dows should you wish to display more than one. 

-----------------



With MultiView loaded the Menu 
options available come under four 
headings: Project, Edit, Window and 

Settings. Project contains settings such as Print, Quit and Open which 
allows a new file to be loaded and viewed in preference to the one 
already present. The About option provides information on the file 
type that has been loaded. 

The Edit menu contains those options for manipulating the informa­
tion within the file. Depending on the file loaded these options may or 
may not be active ... If the file type is a picture then selecting the Mark 
option changes the cursor into a crosswires marker. Click and drag a 
box with this crosswires cursor and an area can be highlighted. This is 
an excellent way of cropping a picture file to whatever size and shape 
you want. The Windows menu provides options governing window 
sizes and the final, Settings menu lets you save any changes you have 
made as the default settings. 

The A1200 can process 8SVX sound 
files, IFF pictures and ASCII text. 
The fourth option is "AmigaGuide" 

which sounds interesting, but what is it? 

AmigaGuide is a rather elegant way of displaying text in a style nor­
mally referred to as hypertext. When a normal text file is displayed the 
scroll bars at the side of the display window allow you to find your 
way down through several pages worth of text. This is all very well for 
most purposes but imagine if it were a large document. How would 
you find the piece of information you were hunting? The AmigaGuide 
file format is one particular solution to that problem. 

What it does is split a document up into separate pages with each page 
containing whatever information the author decides upon. Each page 
can also be linked to several other pages with the reader making 
appropriate choices about whichever topic is wanted next. 

This approach isn't much use for a conventional novel where the read­
er is expected to progress linearly from the start through to the 
announcement that it was, after all, the butler who did it. But for text 
book purposes it's ideal. Instead of constantly referring the reader to 
different chapters the author can present various options about which 
subjects to progress to next. And if you end up exploring a side issue 
so thoroughly that you get completelv off the subject a "Retrace" 

--------·11·--------



Amiga Insider Guide ___., ______________ __ 

option allows you to do just that. It keeps a record of the route you 
have taken through the AmigaGuide maze and lets you retrace vour 
route step by step bv repeatedlv clicking on the Retrace button. 

To view an AmigaGuide document open the MultiView file selector 
and put the Locale disk into the drive. Work Your way down through 
the directories until You reach: 

Locale:Help/english/sys/amigaguidt~.guide 

Open this file and a window with buttons on it appears. Try clicking 
on these buttons and You'll rapidly come to terms with how these 
guides can be used. 

:::!'jkes f 
· RrrM~Ken J 

Figure 4.1. Using MultiView to read AmigaGuides. 

l 1 As progress through an AmigaGuide 

Dunge ____ o_n Te_xt 'I document can be like negotiating a 
~- . . _ ~-~~~~~- maze I have constructed just such 

an item. It's called "Dungeon" and is available on the Next Steps Disk. 
It is also included in full at the end of this chapter for scmtim and as 
a means for inspiring vou to write your own hvpertext documents. 

"Welcome to the Dungeon" it says. Yes, welcome indeed, all vou need 
to do is read the text on each page, digest the information supplied 

and set off in search of gold. Each page presents vou with a varietv of 
highlighted options mainlv concerning where to go next. Click on one 
of these options and vou turn to a new page. The game consists of a 
dungeon of twelve rooms all linked to each other bY passageways. The 
object is to negotiate a route through The Dungeon to The Bullion 
Room \\ithout dying. I'll leave You to explore The Dungeon for vour­
self. 

--------11--------
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This example was only intended to serve as an example of MultiView's 
capabilities. As you will quickly realise, it lacks a great deal as a 
games-playing medium because if you make the wrong move it allows 
you to retrace your steps - that "Retrace" button once again. Not only 
that but you can look through each page or Room simply by clicking 
on one of the browse Buttons at the top of the screen. Furthermore 
you can return to the starting point at any time by clicking on the 
"Contents" button. 

Getting it together 
Writing "Dungeon" was simplicity itself. It was all done in ED and 
took a good hour at most. 

From the Shell create an ED file called "Dungeon": 

ED DUNGEON 

Once in ED the first requirement is to write a file header so that when 
MultiView tries to display it, it knows what sort of document it is 
faced with. In this case: 

@database 

is quite sufficient. Our next requirement is to choose the "wordwrap" 
display option so that the text does just that: 

@wordwrap 

From here it is just a question of creating as many pages as you 
require. Each page must start with a header identifying it as a new 
page and with a name by which MultiView can identify it, for 
instance: 

@node "Room1" 

In the Dungeon example each page gives information about a different 
room in the dungeon. No surprise then that I have named them 
"Rooml", "Room2", "Room3" and so on. The exception to this is the 
first page to be displayed which must go under the name of "MAIN". 

These names are the names by which MultiView recognises them. 
However, they needn't be the names which the user has to face. H you 
wish to give the pages a different title then the command: 

@title "Screen Title" 

should be used. Whatever is written within the quote marks will be 
what appears on the top of that page of the MultiView document. The 
end of each page should similarly be signified with the: 

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



@endnode 

command. 

The start of "Dungeon" looks like this: 

@database 

etc ... 

@wordwrap 

@node MAIN 

@title "The Dungeon" 

@ endnode 

@node Room1 

@title "The Crypt" 

@endnode 

@node Room2 

@title "The Library" 

@endnode 

@node Room3 

@title "The Banqueting Hall" 

@end node 
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So far so good. This produces a MultiView document with several 
blank pages but no text. The next task is to type in the storyline to be 
displayed on each page. For example "This is the Crypt but it's not 
very cryptic ... " and so on. Finally we need a way of linking the pages 
to each other. The best way of doing this is to have various words on 
each page highlighted so that the user can click on them and turn to 
the relevant page. 

In the Dungeon example we want to have a statement such as "there is 
a passageway to the West" with the word "West" highlighted so that 
clicking on it moves us from the room we are on to whatever is at the 
end of the route to the west. In MultiView this is simplicity itself. 
When writing the text for each page any words can be easily highlight­
ed as follows: 

@{"West" link Room3} 
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this places the word "West" in a little box. When the player clicks in 
this box he is taken from that room to Room3. 

I ~U~i ·1 ~;,~~:~:t1~:~~~:;~r~~:~~: 
As an educational document it could be used to store information on, 
say, trees. Each page could contain information about a particular 
species with buttons arranged so that additional information on cer­
tain aspects can be accessed or so that shared information could be 
viewed. 

MultiView can also be launched 
from the Shell or the "Execute 
Command" option on the 

Workbench. The syntax for this command is: 

MULTIVIEW FILENAME 

but in the case of graphics this restrains you to displaying in the cur­
rent screen mode. If you use the suffix SCREEN as in: 

MULTIVIEW FILENAME SCREEN 

then a new screen is produced and the picture can be displayed in all 
its colour without being restricted by the choice of colours available to 
whatever screen mode has been configured. 

--------11--------
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Command Description 

@database Informs MultiView what sort of document 
is being used. 

@wordwrap Switches on the automatic word wrap 
facility. 

@MAIN The opening page. 

@node . The start of any other page. 

@title "Name" Gives a page the title of "Name". 

@{"Button" link Elsewhere} 

@endnode 

@{b} 

@{ub} 

@{i} 

@{ui} 

@{u} 

@{uu} 

Creates a highlighted button. VVhen this 
is pressed the linking facility takes the 
user to the "Elsewhere" page. 

Defines the end of any individual page. 

Bold on. 

Bold off. 

Italics on. 

Italics off. 

Underlining on. 

Underlining off 

Table 4.1. The MultiView Commands. 

Owners of the accompanying disk to 
this volume can play around \Vith a 
mdimentary adventure game I have 

created using MultiView. A listing of its text is displayed below: 

@database 

@wordwrap 

@node MAIN 

@title "Dungeon" 

Welcome to the Dungeon. It's not very complicated 
and even less scary. You are in the main entrance 
room, facing north. There is an exit straight 
ahead and a rope dangling from the ceiling. Which 
way do you want to go? 

@{b}Remember:@{ub} Secrets get you nowhere. 

@{"North" link Room1} 
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Insider Guide #7: Editing a picture. 

With your Workbench disk loaded, double­
click with the /efthand mouse button on the 
MultiView icon from the "Utilities" directory 

to launch the program. 

When the file 
requester is dis­

played, work 
through the 

appropriate direc­
tories to find the 
IFF picture you 

want. Click on the 
"Open" button. The 
picture will be dis­
played on screen in 
its own file viewer. 

From the menu 
options select 

"Mark". Position 
the cursor to the 

top left of the area 
you want to select 
and, holding the 

left mouse button 
down, drag the 

cursor down and 
right to highlight 

that complete 
area. Now release 
the mouse button. 
To Save that part 

of the image select "Save" from the Project menu and enter the name 
that you wish the image to be saved as. 

@{"West" link Room2} 

@{"Up" link Room3} 

@endnode 

@node Room1 

@title "The Crypt" 
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You find yourself in a dark and dingy room filled 
with skeletons. It's not too hygienic and a lit­
tle damp. There is a staircase leading @{"Up" 
link Room3}, a passageway leading @{"North" link 
RoomS} and a route @{"East" link MAIN}. 

@endnode 

@node Room2 

@title "The Tower" 

@{b}Remember:@{ub} You can't fly 

@{"Down" link Room1}, @{"North" link RoomS} 

@endnode 

@node Room3 

@title The "Vaults" 

@{"Down" link Room1}, @{"North" link Room7}, and 
a Secret Passageway to the @{"East" link Room2}. 

@endnode 

@node Room4 

@title "The Library" 

You can tell it's a library because it's full of 
books. Every time you make the slightest sound 
one of those I WILL BE OBEYED sort of voices 
tells you to shut up. @{"North" link RoomS}, 
@{"South" link MAIN}. 

@endnode 

@node Rooms 

@title "The Conservatory" 

@{"Up" link Room7}, @{"East" link Room4}, 
@{"Sudden Death" link Death} 

@endnode 

@node Rooms 

@title "The Chapel" 

It is a chapel and it's full of rather nice gold­
en items. However, you appear to be on a balcony 
near the roof. There is an exit to the @{"South" 
link Room2} or you could @{"Jump Down" link 
Death}. 
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Figure 4.1. The Dungeon screen. 

@endnode 

@node Room7 

@title "The Banqueting Hall" 

@{"South" link Room3}, @{"Down" link RoomS} 

@endnode 

@node Rooms 

@title "The Kitchen" 

I can't believe they prepare food in here - it's 
dirtier than a student house. There is a cake 
marked @{"Eat Me" link Death}, a @{"Spiral 
Staircase" link Room10} leading upwards, a door 
to the @{"West" link Room9} and a passageway to 
the @{"South" link Room4}. 

@endnode 

@node Room9 

@title "The Study" 

@{"Secret Passageway" link RoomS}, @{"East" link 
RoomS}, @{"Up" link Room11} 

@endnode 

@node Room10 

@title "The Boudoir" 

----11-----
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@{"Down" link RoomS}, @{"Secret Passageway" link 
Death} 

@endnode 

@node Room11 

@title "The Bullion Room" 

Hurrah! You have found the gold! You are now a 
multi-millionaire and can retire to the West 
Indies. 

Return to @{"Start" link MAIN} 

@end node 

@node Death 

@title "Sudden yet Painful Death" 

Aaaagh! You have died in one of the more unpleas­
ant manners available. 

@{"Try Again" link MAIN} 

@endnode 

.............. 111 ............ .. 



The RAD disk is the Ram Disk with a difference -
it survives a soft reboot. You can also use it for 

quick disk copying as this chapter shows ... 

d 
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U ntil now we have used the Ram Disk to a considerable 
extent. One of the easiest and quickest wavs to copv 
information from one disk to another is to copy it all 

into the Ram Disk first. 

If vou have an extra 11oppy disk drive or a hard disk unit then 
vou mav be quite happv using this instead for most purposes 
but even so there are many occasions when using a Ram Disk 
is preferable. Copying files from floppy disk is a slow process -
and whv does the disk drive have to make such a pained noise 
all the time? If vou arc using a program which demands the 
continual reading of different pieces of information from disk 
then you'Il soon get prettv fed up of ail that screeching and 
clanking. The situation isn't anything like as bad for hard disk 
drive owners but it is always a useful policy to avoid loading 
everything onto the hard drive. Otherwise the device that you 
bought thinking you'd never need ail that storage space will 
rapidly become full. 

5 
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When you have just bought your A1200 the thought of spending yet 
more money on an additional disk drive or, even more pricey, a hard 
disk unit is enough to make the strongest blanch. Using the Ram Disk 
isn't just the poor man's salvation then but is a handy way of speeding 
up your computing. 

The trouble with the Ram Disk is that it's not very robust. Periodically 
you need to perform a soft-boot ( <Ctrb<Amiga><Amiga>) on the 
A1200. This can be for manv reasons. Some preference settings are 
only effective after a soft-boot for example. Whatever the reason, the 
danger of a soft-boot is all too obvious- everything in the Ram Disk is 
lost. This may not be a severe annoyance if you've had the presence of 
mind to save anything you needed elsewhere before pressing 
<Ctrl><Amiga><Amiga> but you can find yourself looking at several 
hours of wasted work. Even worse, like any other computer, the Amiga 
can crash. You'll know when this has happened because you find your­
self confronted with a frozen screen. No mouse movement, button 
pushing or key pressing makes any difference. Shouting at the com­
puter doesn't help and neither does head-butting it. It has crashed and 
vou'll have to reboot. 

I I 
As ever there is an alternative and 

· Hard· and Fast on the A 1200 it comes in the shape 
--· ~--···-·~~--------- of the RAD disk (RAD:). This is a 

device which allows vou to pretend that part of the Amiga's RAM is a 
storage device just like a floppy device. And, just like a Ooppv disk, the 
RAD disk retains its information after a soft boot. What it won't do, 
though, is to survive the machine being switched off. 

Evcrvthing has its price and the cost of the RAD: disk is that it can 
only be of a fixed capacity. Open the Ram Disk and the legend across 
the top reads: "Ram Disk 100% full, Ok free, 28k in use". Copy any file 
across to it and it immediately expands to accommodate it. Delete that 
file and the Ram Disk shrinks down to its previous capacity. Sure, it 
does use up some of the machine's precious memorv but onlv as much 
as is absolutely necessary. 

The RAD disk is less flexible. It has to be configured for use just like 
any other device. Once its dimensions are set they cannot be altered 
without starting over so you need to know how large a RAD disk you 
want before vou set off. 

-----------·------
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RAD is to be found in the DOSDrivers directory on the Storage disk. 
To use it, it needs to be dragged across to the DOSDrivers directory­
itself a subdirectory of the Devices directory- on the Workbench disk. 
One soft boot later and it is ready for use. Removal is the reverse of 
this process but with one proviso: deleting it from the DOSDrivers 
directory and a soft reboot is not sufficient because the RAD disk sur­
vives a soft reboot! However, on future occasions when the A1200 is 
switched on the RAD disk will no longer be there. 

Once you have placed the RAD device in the DOSDrivers directory you 
may wish to make some adjustments to the device before using it. To 
do so you need to read the "mountlist" associated with the device. This 
can be done by entering the command: 

ED DFO:DEVS/DOSDRIVERS/RAD 

into the Shell or at the "Execute Command ... " option. The following 
information will be revealed: 

Figure 5 .1. The RAD disk Mount file. 

There's all sorts of information hidden away here but the only piece 
that concerns us right now is the "HighCyl" value. This dictates the 
eventual size of the RAD disk by the formula: 

RAD size= (HighCyl value+ 1) * 11k 

So if the value is 79, then 11K''80 = 880K which is the default setting. 

The second important statistic to note is the Unit value. This is impor­
tant to alter if you wish to create extra RAD disks. 

To create a second RAD disk simply make a copy of the first in the 
DOSDrivers directory. Then alter its "Unit" value in the mountlist to 1 
(or to 2 if it's a third RAD disk you arc adding, and so on). While the 
mountlist is open you can also adjust any subsequent RAD disk's size 
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via the HighCyl value while you are at it. What you can't do is to alter 
the size of any RAD disk while it is in use - even after a soft reboot. 
The changes will only be made when the machine is switched on. 

However, a RAD disk can be removed during normal computer use by 
using the REMRAD (REMove RAD) command: 

REMRAD RAD_1: 

or just: 

REMRAD 

if you are using just the one RAD disk. Normally any changes made to 
a RAD disk will not be executed after a soft reset. However, the use of 
REMRAD is one way round this. Alter a RAD disk's mountlist accord­
ingly and save it. Then (REMRAD) remove that RAD disk. Now per­
form a soft-reset. As the RAD disk is being created anew the latest set­
tings in the mountlist will become active. One final word of warning. 
The REMRAD command is quite powerful. If you use it indiscrimi­
nately to remove a RAD disk which contains precious files, too bad -
there's no way of retrieving them. To remove a Ri\.D disk permanently, 
simply delete the RAD file from the DOSDrivers directory. 

The reason why the RAD disk takes 
on such a large size by default is 
because 880K just so happens to be 

the size of a standard floppy disk. This means that the DISKCOPY 
command can be used with RAD. Open the Shell and type in: 

DISKCOPY DFO: RAD: 

After the usual checks to make sure that you have the correct disk in 
the drive, the A1200 will tick away quite happily until it has made a 
RAM-based replica of whatever disk you wish. Now placing any disk 
into the disk drive and reversing the process will produce copies of the 
disk. 

At first this doesn't appear to hold any extra advantages over copying 
the complete list of disk files into RAM and then across to a new disk 
but the important part of RAD is that it is actually formatted like a 
disk. Thus, if you are copying a disk onto an unformatted disk this 
saves quite a bit of time. Should you be making multiple copies of a 
disk for whatever reason then the savings will increase accordingly. 
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Insider Guide #8: Mounting a RAD disk. 

A RAD disk can be created from within the Shell using the straight­
forward MOUNT RAD: command. However, for a device to MOUNT 
successfully it must be already available to Workbench. Hard disk 

users will be quite happy with the above command but for single flop­
py drive owners who want to use RAD on an occasional basis without 

recourse to disk juggling there is another solution. 

Use the New 
Directory 

option from 
the 

Workbench 

Even if you have two disk drives it could save you hassle when making 
multiple copies. 

You now have enough knowledge to write a simple AmigaDOS pro­
gram which can DISKCOPY to more than one disk drive and display 
messages informing the user where it is up to in the process. You're 
still left with the manual task of loading the disks into the drive but 
you can get on with something else while you wait. After all, one of the 
main attractions of computers is their ability to automate repetitive 
tasks. 
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Create impressive looking documents using a text 
editor and the fonts available on the Al200 ... 

W hy do people buy computers in the first place? There 
are many reasons but at or near the top of the list for 
just about everyone who uses a computer is the abili­

ty to use it for writing with. Typewriters are dead; long live the 
word processor. 

Depending on what you want from this sort of software you 
can spend anything from a few pounds up to several hundred. 
At the top level a wordprocessor will check your spelling, 
analyse your writing style for grammatic deficiencies, number 
your pages for you and even allow you to incorporate illustra­
tions and tables. But even the cheapest offering from the public 
domain will produce documents of a high enough quality with 
which to write letters to your bank manager. The factor which 
has the greatest bearing on the quality of the end product is not 
the software you use to write with, but the type of printer used 
at the end of the process. (See Chapter 12 Print Out.) 
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The next step up from a wordproces­
sor is a desktop publishing (DTP) 
package. There is no clear distinc­

tion between the two as the most expensive wordprocessors are often 
very similar in capabilities. 

The main aim in DTP is to produce attractive page layouts for newspa­
pers, magazines, flyers and the like but they can also be used for word­
processing functions. 

The emphasis in DTP is on the visual appearance of a document and 
for this reason many boast a WYSIWYG display. Pronounced "wizzy­
wig" this has to be one of the worst acronyms known to mankind. All 
it stands for is "What You See Is What You Get" which means that the 
image on-screen is identical to the one you will get when you print 
out. The benefits of this sort of system are enormous as anyone who 
has struggled with less sophisticated packages will tell you. Whatever 
software you use for writing documents, though, you will need a 
choice of fonts. 

A typeface is the alphabet of letters 
and associated symbols designed to 
one particular style. Thus the text in 

this chapter is written using the New Aster typeface, the Insider Guide 
captions use Lucida Italic and the headings for the chapters are writ­
ten in Helvetica Light. If you look closely at a specific letter, you can 
see how it is drawn differently in the various typefaces. 

There are two main forms of typeface - Serif and San Serif A Serif 
typeface has little appendages to the arms of each letter and will often 
use varying thicknesses in the strokes that make up each letter. San 
Serif fonts, in contrast, are blockier and without such frippery. 

Apart from these two categories you can even buy typefaces designed 
to look like Gothic lettering, Egyptian hieroglyphics, ink splashes, 
furry animals and god knows what else. If you want it, shop around 
and you'll find it. 

San Serif and Serif typefaces will be used for most purposes, though, 
and the next step is determining which size you want. This is where 
the word "font" comes in. A typeface is the full family of sizes whereas 
a font refers to one specific size of that typeface. "Helvetica" is a type­
face, "Helvetica Bold Ultra Condensed, 16 point" a font. 
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Insider Guide #9: Bitmap and outline fonts. 

An outline font is drawn using 
mathematical formulae. It is 

chracterised by having smooth edges 
throughout no matter at what size it is 
displayed. This is because the formulae 

are resolution independent and work 
at any magnification. 

A bitmap font is not resolution 
independent. It is normally designed to 
work at one specific size. If the font is 
enlarged then the font displays jagged 

edges which distracts from the 
apperance of the font and can make it 

very difficult to read. 

Both these letter As were set in Times! 

I. .. , · ·· . . · ... ·. ;r; • .. • · I A more technical but equallv impor­
Bttmap or 011tline tant distinction ~s that between 

1.__ _______ ·~·----·---'· bztmapped and outlzne fonts. The two 
terms describe the ways in which the fonts are displayed either on 
screen or when printed out. 

An outline font uses a series of mathematical equations to describe the 
outline of each individual letter. For a complete alphabet of letters in 
both upper and lower cases, numbers 0 to 9 plus all the assorted sym­
bols that's a lot of equations. However, once you have, say, the letter 
"S" described in such a manner it is simplicity itself to specify any 
point size you care for down to as manv decimal places as makes no 
difference. In addition the font can be expanded in one direction only 
-horizontal or vertical- without losing any clarity. 

Bit-mapped fonts are composed from a number of blocks. As such the 
file needed to store the details on a given point size of font is consider­
ably smaller in size. But, a new set of files is needed for each addition­
al font size that you want to use. If a bitmapped font is scaled up or 
down then it appears slightly distorted as a result. Bear this in mind 
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when using bit-mapped fonts. If you wish to use a new size font then 
pick one which is exactly twice (or three times etc) the size of an exist­
ing bitmap image. 

I. I Look at how books and magazines 
. (jJ:io4TJ$1Qfl F~~~~~ use their fonts .. Select a desi~n that 
. . appeals to you and use it as your 

stariing point. Typically a Serif font like Times is used for the main text 
and a bold, sans serif text like CoJrier or Helvetica for the captions. 

Trv and restrict the number of fonts you use within a design as other­
wise it quickly looks terrible. Don't use (ancv fonts like Gothic for text 
as it is largely illegible. If you are wanting to create a historic feel to a 
document then try using a large Gothic drop capital to start with fol­
lowed bv a serif font for the text. 

The Intellifont utility is to be found 
in the System directory on the 
Extras disk and can be used to 
install outline fonts and to convert 

them into bit-mapped form. The advantage of this is that, if you know 
in advance, what size of fonts you need for a particular application 
then the bitmapped versions will take up far less room in memory 
than having the entire outline structure. The second advantage is that 
much software is, quite simply, incapable of loading outline fonts! 

One feature of Intellifont is its "On-Line Help" facility. Double-click on 
the Intellifont icon and an application window is launched. Now press 
the Amiga <Help> key and a screen panel provides information about 
various aspects of the application's use. Click elsewhere within the 
window and an explanatory note about each particular function is 
revealed. Whether you find this sort of On-Line Help useful or not is a 
matter of taste. Many commercial programs offer this kind of facility 
but, for my money, I'd rather have a better manual. 

You will need the Workbench disk, 
the Extras disk, your Fonts disk and 
the source disk for the outline fonts 

you wish to install. With a single disk drive Arniga and no hard disk 
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this is going to call for some serious disk juggling so plan in advance 
exactly how you are going to accomplish this. One way is to create a 
RAD disk of about 900k and then copy the Workbench disk into it: 

COPY FROM DFO: TO RAD: ALL 

Then copy the Intellifont utility into the System directory of this disk 
and you should still be left with enough space to store any new fonts. 
Perform a soft reboot and the only disks you will need to swap will be 
the Fonts disk and the source disk for your new outline fonts. 

The Intellifont opening screen is divided into two. The left half is con­
cerned with where you are getting your outline fonts from and the 
right half with where you wish to install them. Click in the "Outline 
Font Source" window and type in the disk title of your outline fonts 
source eg DFO:OUTLINES. Or you can click on the gadget to the left of 
this and work your way through the "Volumes" and "Drawers" options 
in a similar fashion as you would use to load a file into MultiView. 

The "Source Typefaces" window will now display those outlines fonts 
it has been directed towards. Click on a font name in this window and 
then on the "Install Marked Typefaces" button. The font should now 
be displayed in the righthand window as one of the "Existing Fonts & 
Typefaces". 

Any outline font can be used to cre­
ate corresponding bitmapped 
images. The righthand display of the 

Intellifont window lists all those fonts that are available. Clicking on 
the "Modify Existing Typefaces ... " button reveals yet another window. 
Here a list is displayed of all the outline typefaces that can be modi­
fied. Click on one of these and a list of all the font sizes currently avail­
able are shown on the righthand side. If you want to add to these then 
just type in the number(s) that you want in the "Size" window and 
click on "Add Size". 

To create a bitmap font of any size, first specify the size you want, add 
it to the "Size and Bitmap" list where it will appear as, for example, 
"12bitmap" and then click on the "Perform Changes" button. You 
should now find that the Fonts drawer has been added to. 
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By default any application that - like 
VatiaLie Cnange Intellifont - lists font sizes in its 

menus or options will use 15, 30, 45, 
60 and 75 point sizes. If you commonly use other point sizes - which 
you probably do - then vou will want to specify a different set of fig­
ures. If. for example you are wordprocessing then the text size will be 
around 9 to 12 point with slightly larger sizes used for headings and so 
on. This text in this book, for example, is in 10 point size. Seventy-five 
points, on the other hand, produces lettering slightly more than an 
inch high which won't be much use. Conversely if you are creating 
titles for videos then that may be exactly what you need. 

Whichever it is to be, the process for altering the default set-ups is 
simple. Open ED (or any other ASCII text editor) and type in the point 
sizes that you want. Separate each point size by either a comma or a 
<Return> - Intellifont is flexible enough to cope with them both. Call 
this file "Intellifont" and save it in the Extras3.0:Prefs/Env-Archive/Sys 
directory (or its equivalent on a hard disk of SYS:Prefs/Env­
Archive/Sys). 

Diskfont Variables 
One effect of using different screen modes is that they can adversely 
affect the shape and hence legibility of fonts you are using. Although 
modes such as PAL Super-High Res can provide an apparently larger 
Workbench to use this is no use if you can't read the Workbench 
menus or icon names. You can control this by adjusting the aspect 
ratio (the ratio of its width to its height) of a font by playing around 
with the Diskfont environmental variable. 

Create an ED file called: 

EXTRAS3.0:PREFS/ENV-ARCHIVE/SYS/DISKFONT 

or 

SYS:PREFS/ENV-ARCHIVE/SYS/DISKFONT 

and in it store the X toY ratio of the font vou wish to produce, in the 
following format: 

XDPI 100 YDPI 50 

Now, every time a new bitmap font is created it will be created in the 
ratio stored in the DISKFONT file. The ratio of XDPI I 00 YDPI 50 just 
so happens to be a means of doubling the width of a screen font. Ideal 
for using in the higher resolution modes. 

-----------------
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Insider Guide # 10: Creating a bitmap font. 

To create a bitmap font first specify the size you require in the "Size" 
window. Then click on the "Create Bitmap" button. 

Nothing you do in this window has any permanent effect until you 
press the "Perform Changes" button so you need have no fears about 

making mistakes as you go along. This button in turn produces its 
own lntellifont Warning window, listing the changes you have speci­

fied and asking for confirmation. 
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Files on the Amiga have flags associated with 
them. These can he used to prevent the 

accidental erasure of files and to provide a means 
of checking which files have been ar(~hived ... 
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Y ou should bv now be familiar with the knack of protect­
ing disks from accidental erasure. All floppy disks have 
a small movable plastic tab in one corner which can be 

positioned either to reveal a small hole or to cover it over. With 
the hole revealed all the information on disk is protected - in 
computer jargon we sav it is \\'rite-protected. The A 1200 can 
quite easilv copy data from such a disk but cannot save anv 
data to it. 

In normal usage disks such as the Workbench disk and the 
Extras disk should be write-protected as a matter of course. 
The information thev hold is vital in the day to clay use of the 
A 1200 but, once vou have decided on the innumerable options 
concerning the look and feel of the Workbench, there should be 
no need to save anvthing to them. So keep them write-protect­
ed simply to prevent overwriting just bv mistake. 
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Permanent write-protection is all 
very well for some disks but with 
most others we want to be able to 

read and write data at will and still not run the risk of deleting valued 
files. It can, of course, be done and done easilv. 

Every file on everv disk has, associated with it, a number of what are 
called flags. Put the Workbench disk in the dri\'C and open the System 
directon·. Open the Shell bv double-clicking and, when prompted, tvpe 
in: 

LIST 

There then follows a list of files and directorie~ .. The directories are 
denoted by the letters "dir" and files can be recognised by a figure 
which is their size in b~tes. 

After this comes four dashes, the letters "rw-d" a date and a time. The 
dashes and letters are the file's flags. 

Figure 7.1. AmigaDOS flags. 

The meaning of a file's name, its size and the date and time are all 
prett:-· obvious, but what does ----rw-d mean? It tells us that the file in 
question is readable (r), writeable (w), and deletable (d). Whenever a 
file is created these flags are automaticallv set bv default. 

To demonstrate how these work it is probably best to create a new file 
from scratch otherwise, if something should happen to the files on 
your Workbench disk, vou're not going to be too happv. 

With the Shell window open type in: 

RAM: 

to change the current directorv and then create a worthless ED file 
simply bv typing in: 

ED BOGUS 

This brings up an ED window. Tvpe in: 

ECHO "This file is throwaway" 
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or some such nonsense and then save the file by pressing <ESC> and 
then <X>. Now tvpe in: 

LIST BOGUS 

and something similar to the following will be displayed: 

BOGUS 31 --rw-d Today 12:34:56 

A file by the name of "BOGUS" has been created. It is 31 bytes in 
length, it is readable, writeable and deletable and was created today at 
about twenty-five to One. To protect the file "BOGUS" from deletion 
type in: 

PROTECT BOGUS -D 

Which removes the d (deletable) flag. Type in: 

LIST BOGUS 

one more time and the line looks like this: 

BOGUS 31 --rw- Today 12:34:56 

Now if we try and delete our BOGUS file we find that it is no longer 
possible: 

DELETE BOGUS 

BOGUSNot deleted: object is protected from dele­
tion 

Which is of course exactlv what we want. And this can be used to pro­
tect any file from being accidentally erased. To make the file deletable 
once more the opposite command can be used: 

PROTECT BOGUS +D 

and now if we use the: 

DELETE BOGUS 

command, it works and we receive the message: 

BOGUS Deleted 
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[ AmigaDOS reveals several flags for 
f More Fla~Js. each file. There are seven flags in 
L.----· total which can be set altogether: s, 

p, a, w, r, e and d. These initial letters stand for script, pure, archived, 
writeable, readable, executable and deletable. 

The idea behind the readable flag is that the file is safe from the casual 
gaze of prying eves. With the readable t1ag switched off we might rea­
sonably expect that it is no longer possible to read the file. Not so! 
Someone, somewhere has dropped a clanger and the readable flag 
doesn't appear to do anvthing. Not to worrv, though, because as a 
means of keeping a file secret it wasn't exactly foolproof. It also pro­
vides an interesting lesson for those new to computing. With the vast 
amounts of software around and the number of combinations and per­
mutations of commands available it's surprising that bugs like this 
don't crop up more often. It's always worth remembering, if something 
does go wrong with the software and hardware that vou are using, that 
it might not be vour fault. 

The write t1ag switched off still lets us look at the information within a 
file but prevents the saving of any alterations. As an exercise it is 
worth playing round with a similar file to the BOGUS one created in 
the example above as one or two curiosities emerge. 

If we use the example as above and create a BOGUS file, the writeable 
protection seems to make no difference. We can create a file, protect it 
with the "-w" setting, make changes to it and save it; so much for the 
so-called write-protection. Why does this happen? It's because differ­
ent programs save their files in different ways. Some, like ED, don't 
save any changes made to the old file but instead they go through the 
entire saving process all over again, overwriting any existing file of the 
same name. It is as well to find out, before you start relying on file 
protection of this manner, exactly how the software you are using 
treats its files. 

The Script Flag 

The "s" f1ag tells AmigaDOS that the file is an AmigaDOS script file. 
The "BOGUS" file we created previously was a script file but if we type 
in: 

BOGUS 

as a command the reply is: 

BOGUS: file is not executable 
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But, by switching the s flag on and typing in BOGUS the script can be 
executed: 

PROTECT BOGUS +S 

BOGUS 

This file is throwaway 

Pure Flags 

The "p" flag stands for Pure. This is somewhat beyond the realm of 
this tome but any file that is capable of being made resident is called 
"pure" and can bear the "p" flag. However, simply attaching "p" to a 
script is not sufficient to render it pure. 

To complete the picture, the "e" flag controls whether a command is 
executable or not. For example the command: 

PROTECT C:COPY -E 

prevents the COPY command from being used. I can't think of too 
many uses for it at this stage. Incidentally I advise against the use of 
commands such as: 

PROTECT LIST -E 

or 

PROTECT PROTECT -E 

There are two ways in which file 
flags can be changed from the 
Workbench. The first method is by 

using the "Execute Command ... " option in the Workbench Menu. This 
allows for one-line commands to be entered without having to load up 
Shell. So for example the command: 

PROTECT DFO:BOOK/CHAPTER#? -D 

will secure all the files that start with the letters "chapter" contained in 
the "Book" directory of the disk in drive DFO: against deletion. 

Files can also be accessed from the Workbench via the "Information" 
option in the Icons menu. The file we were working on- "BOGUS" - is 
stored in the Ram Disk. Open the Ram Disk by double-clicking on its 
icon and then select the "Show » All Files" option from the Window 
menu. 
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The RAM: directory now displays three directories: ENV, T and 
Clipboards, and one file: BOGUS. Information about any of these can 
be read and altered by selecting the file and then choosing the 
Information option from the Icons menu. This pops up a window with 
roughly the same information as we had about BOGUS in the Shell 
but presented in a much more user-friendly fashion. 

The file Hags (other than pure) are accessed via a series of toggle 

switches down the righthand side of the window with a tick (or check) 
indicating that that Hag is set. It is worth playing around with these 
and looking to see what happens. With the BOGUS file I have been 
playing around with it tells me that the file is a Project and that it is 
readable, writeable and deletable. 

By clicking on the "Script" and "Executable" options and then clicking 
"Save" AmigaDOS is told that BOGUS is a script file and that it's ready 
to go. 

Select "Update" from the Window menu and BOGUS is now represent­
ed by a hammer head icon- which relates to "Tool" in the information 
window. Now try double-clicking on the BOGUS icon and see what 
happens. 

Figure 7.2. The Information window for BOGUS. 

One other option in the Information window is the Comment box. 
Absolutely anything can be written in here and it has no bearing on 
the physical workings of the file. Should your comment be longer than 

-----------------
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Insider Guide # 11: Protecting a file from deletion. 

Choose a file that you wish to protect from deletion- I have chosen 
one called "Bogus". LIST the file to see the state of its flags. 

BOGUS 11 ----rwed 

1 file - 2 blocks used 

LIST RAM:BOGUS 

Today 12:34:56 

Protect the file by turning the "D" flag- dele table- off 

PROTECT RAM.·BOGUS -D 

Any attempt to delete the file will now fail. 

DELETE RAM:BOGUS 

FILE PROTECTED FROM DELETION 

Note: this cannot protect a file from some accidental erasures such as 
formatting the disk on which it is stored. 

the Comment box then the text will scroll to allow a few more charac­
ters. This is a very useful way of storing additional information about 
what the file contains that can't be included in the file name. 

Return to the Shell and type in: 

LIST RAM:BOGUS 

and the usual information is displayed in the manner we have come to 
expect with the addition of a line of commentary beneath it. As ever 
this is also accessible from the Shell. We use the FILENOTE com­
mand: 

FILENOTE BOGUS THIS IS MY COMMENT 

LIST BOGUS 

BOGUS 

THIS IS MY COMMENT 

----··-----
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---·-----------------
It is worth remembering that although the Workbench and AmigaDOS 
are quite different from each other in manv respects, rhey do provide 
access to a lot of common features. With practice you should be able 
to swap between the two quite happily and get the most out of the 

machine. 

I I 
The "a" flag denotes that the file is 

-- Archivin_g _____ ___, archived. If the concept of an 
_ archive to vou is the dustv and 

undisturbed part of a libran where no-one e\·er \-cntures then vou're 
on the right tracks for understanding a computer archive. All the "a" 
flag does is show that the file has not been used since the "a"' !lag was 
set. If the file is inspected or additional data sa\ cd to it then the flag 
disappears. To demonstrate how this works select a tile to plav \Vith 
and set it to archi\ed: 

PROTECT FILE PROTECT +A 

Using the LIST command will confirm that the llag is now set to "a". 

No\\ le1 's just take a look at the file bv using ED: 

RUN ED FILE 

Yes, that looks fine, close the file once more. Now, if the file is LISTed 
vou will notice that the "a" f1ag has disappeared. 

This mav not seem particularlv exciting and at first glance appears 
fairlv useless. Where it comes into its own is when backups of large 
numbers of files are made. This is a regular event for owners of hard 
disks but there is no reason why all computer user~. shouldn't saw 
copies of their precious files. After all, mu nen~r know when vou're 

going to spill coffee 0\"Cr vour stack of disks! 

The wav an archiYing program works is, in principle. \en simple. It 
just keeps a list of all the files on vour record and makes a copv of 
each one. As it does so it switches on the archive flag of each file. The 

next time vou make a back-up the program checks to see which files 
still haw their archi\·e "a" f1ags. It ignores those that do (because thev 

haven't changed) and just makes copies of those files that haw been 
updated or any file that is totally new. 
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I Bit of ~~ Sqit~$h ··.·j ~fe~~:~l~~:i:i~e~;~a~;n°~:~~~:gi~ 
'--'--------~---'---'-....J. a variety of ways and with a variety 

of programs but the principles remain the same. A file compressor 
searches a file for repetitious chunks and replaces them with a piece of 
code. This is done in such a way that the decompression program can 
recognise what has been done and reverse the operation. Imagine a 
wordprocessed document in which every letter is repeated four times. 
The compression utility comes along, spots this anomaly, removes the 
repeats and leaves a message for the decompression utility about what 
it has done. Voila- a file one quarter of its previous size! OK, so the 
example is a little fanciful to say the least but that's the rough idea. 
Another point worth bearing in mind is that the wordprocessor which 
was used to create the original file will no longer be able to read it. 
That's because at the head of every file there is some form of identifi­
cation to say "This is a wordprocessor file" or whatever. When a file is 
compressed a message is written in front of this to say: "This is a com­
pressed file". 

If you buy one of the Amiga magazines with a disk or two strapped to 
the cover then you will invariably find that the disks contain com­
pressed data. It's a great way for the publishers to maximise the 
amount of material they can put out with each issue and give tremen­
dous value for money. It does mean, however, that before you can use 
whatever is on the disks you have to decompress the data first. Luckily 
the decompression utility is also provided and in such a way that you 
hardly need know it's there. As a general rule all you have to do is dou­
ble-click on the icon of the program you wish to use and then feed the 
A1200 with blank preformatted disks as it directs. At the end of the 
procedure you will find that you now have a decompressed version of 
the cover disks saved onto several disks. 

A compression utility is invariably made available in two parts: the 
one that compresses the data and the one that decompresses it. The 
decompression part is freely available to anyone who wants it - the 
compression part is the one that you have to pay for. If all you ever 
want to do is expand the data on magazine or PD disks then this 
needn't worry you. If you want to compress files of your own then 
you'll need a compressor. 

The advantage of compression is not just a saving in terms of the cost 
of disks but also in actually being able to save data. A 1Mb file can't 
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normallv be saved onto an SOOK t1oppy disk but it can if it has been 

compressed! 

The downside to compression/decompression is that it takes time. You 

don't want to have to decompress every single file every time you want 

to make the smallest alteration only to have to recompress afterwards; 

it would take far too long. But, for data that you have saved in your 

archives, for example, it could be just the ticket. 

--------11--------



Deleting a file on the Amiga isn't as final as may 
at first appear. There's still the chance of heing 
ahle to rescue lost data - and not just hy you! 

Learn how to make the Great Escape hy careful 
planning and the employment of disk utilities. 

W hen vou are using commands such as DISKCOPY the 
A 1200 provides a vanetv of so-called "safety net" 
instructions such as: 

Insert disk to copy from (SOURCE disk) in 
device RAD 

Insert disk to copy to (DESTINATION disk) 
in device DFO 

Press RETURN to begin copying or CTRL-C to 
abort: 

This is all well and good but what happens if you follow the 
instructions to the letter and only realise once YOU have started 
copying or formatting or whatever instruction it is that you are 
canying out, that you have the wrong disk in the disk drive? 
Disaster! 

All those hours of work ruined, your best-selling novel erased 
for good. The quick answer is that you should be more careful. 
The disk with your best-selling novel on should be clearly 
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labelled "Best-Selling Novel" and you should make regular back-ups. 
But, we're only human and mistakes do occur. 

So imagine the situation where you have started writing over some 
valuable files. The first thing to do is to stop the process. Hold down 
the <Ctrb key and press <C>. This stops the formatting or disk copy­
ing process. The message "'""~*Break" now appears. A lot now depends 
on how soon you managed to stop the process. For example if you are 
formatting a disk the line above "'""'Break" will read something like: 

Verifying cylinder 19, 60 to go 

Which means that out of 80 cylinders on the disk one quarter have 
been over-writt~n. In theory then only one-quarter of the damage has 
been done. What can quite feasibly happen is that the part of the disk 
which you have reformatted or over-written might not be those parts 
where you have done your most recent work. Who knows - you may 
not have to rewrite the latest chapters of your bestseller after all! 

The trouble is that once you have over-written part of a disk, trying to 
find out what hasn't been destroyed isn't easy. Put a partially over­
written disk into the disk drive and the disk icon is produced with the 
title "DFO:????". In other words the Workbench doesn't recognise it 
and is refusing to read it. But the information, some information, is 
still there and it must be possible to read it. What is needed is a specif­
ic program to do the job. 

I I 
After reading the above example vou 

No, Not Me mav be thinking. 'Tm too careful, it 
. couldn't happen to me". You may 

well be right, some of us are more organised than others but there can 
be few computer users who have not accidentally erased a file only to 
realise that they have erased the wrong one. Another disaster! But, 
once again, all is not lost. You may think that once you have erased 
some data then that's it, end of story, goodbye to several hours work; 
not so. 

Compare the amount of time it takes to copy a large file to disk with 
the amount of time taken to delete it. The larger the file the longer it 
takes to copy but deletion is prettv instantaneous, how come? 

When you put a disk into the A 1200 it doesn't read the entire disk -
that would take far too long- instead it just looks for the sector on the 
disk where it knows the disk's name will be stored, reads that part and 
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displays the information. Similarly when you double-click on the disk 
icon to display the disk contents it just reads that sector of the disk 
where the information about files is kept. If a file is stored on disk but 
doesn't have this information attached then it will appear not to exist. 

However, a file's existence and name isn't the only information that is 
stored in this sector of the disk. The other vital part is information 
about where the file is located. This is important not only to help find 
the file but also to prevent it from being over-written by another one. 

When a file is deleted the only part that actually disappears is the part 
that states it exists and claims some space for it. All the rest of the· 
information remains although it is now in danger of being over-writ­
ten by any subsequent files that might be saved on that disk. 
Accidentally wipe out a file and there is no cause for alarm - if you 
realise quickly enough what you have done, it may be recoverable. 

Fortunately the process of reading a 
disk and displaying everything that 
can be found on it is not particularly 

difficult for the competent A1200 programmer and there are many 
programs around - both commercially and in the public domain -
which can rescue data after a disk has been partially formatted or 
after a file has been deleted. 

Without getting too bogged down in the details, the program will usu­
ally require a source disk and a destination for anything it finds on it. 
The source disk will be the one where the damage has been done and 
any data rescued can be relayed to the Ram Disk for example. 

Whilst on the subject of Ram Disks it is worth noting that anything 
deleted from a Ram Disk is unrecoverable even if the machine has 
been kept switched on. 

Deleting a file, as we have seen, is a 
simple process of removing th~t part 
of it which tells the Al200's operat­

ing system of its existence. Anyone can come along, armed with the 
appropriate piece of software, and inspect disks to find out what was 
stored there before. So what? Most of the time this is of absolutely no 
importance whatsoever. Who cares if a Peeping Tom sees the first 
aborted draft of one of my letters? If you never have anything to hide 
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then skip this section but if you work for military intelligence or you're 
paranoid then you will want to know how to make sure that no rem­
nants of a file are left behind, The quickest way of doing this is to save 
the files that you do want from the device and then quick format that 
device. 

Jli8k ~" .... ··t ~~~~~~~i~g'~~:~~~ o,: ~:s~;~ ~~::;~ 
· cluttered. The more cluttered a filing 

system is the longer it takes to find what you are looking for and this 
can happen with computers as much as it can with the more conven­
tional paper-hungrv office. . . 

Imagine you have a floppy disk packed with lots of tiny files. Each file 
is stored in its own separate sector and can be found quite rapidly. 
After a while you have no need for half of them so you delete them. 
The title bar on the Workbench screen now informs you that the disk 
is, say 50% full and has 440K of free storage space. Just enough room, 
in fact, for a large picture file that you want to save. What happens is 
that, in saving the data for the picture file, the A 1200 chops up the file 
into little segments to fit into all the available spaces created by 
removing the smaller wordprocessor files. As these spaces are scat­
tered randomly across the disk, actually storing all the information for 
the file takes longer. 

Now imagine that you have no need for the remaining tiny files and so 
you delete them and replace them with another large picture file. The 
net result is two, large picture files horribly interwoven. 

OK so it's a rather contrived example but it's only a more extreme ver­
sion of what is happening all the time. You have two files stored on 
disk with their data seemingly entwined. Instead of File A occupying 
sectors 0-39 and File B occupying sectors 40-79, say, File A is to be 
found on sectors 1, 3, 6, 7, 11 etc and File B on sectors 2, 4, 5, 8 etc. If 
you think this is bad enough, imagine the fun that can be had with 
storing information on a hard disk! Thousands of files all chopped up 
with bits of them all over the place. 

There is, of course, no quick way round the problem. Using a comput­
er on a regular basis means the creation and deletion of an endless 
number of files. 

So what can be done about it? Answer: take one freshly formatted disk 
and copy files A and B to it. The A1200 by default stores information 
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Insider Guide # 12: Rescuing a file using ARestaure. 

Double-click on the 
AResature icon and 
the opening screen 

offers you a choice of 
three languages and 
a list of those drives 
currently available. 
In my case they are 

DFO: DFZ: Work: 
WB_Z and RAD. 

ARestaure is a public 
domain utility avail­
able on the NextSteps 
disk and elsewhere. 
Its use is simplicity 

itself. To demonstrate 
I have copied the 

Startup-Sequence file 
-as "s-s"- to a fresh­
ly formatted disk and 

then deleted it. 

The file I wish to rescue is on DFZ: so click on that icon. The disk in 
that drive is then searched and a list of recovered files produced, just 

"s-s" in this case. 

Select the files to be 
restored and they are 
transferred to the T: 
directory on the RAM 
Disk. Use MultiView 
to read a text file to 
see how much has 

been saved. 

Note: If you realise immediately after deleting it that you have made a 
mistake then a file is normally recoverble. 

Files are not recoverable from the Ram Disk. 
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in an ordered and logical manner and the two files will be positioned 
aongside each other in a non-segmented fashion. The best thing to do 
with the old disk is to use Quick Format on it which will erase the data 
from the deleted files. 

------------11------------



What happens when the Al200 is switched on, 
why does it take so long and how can it be 

improved'? Read on ... 

S witch on your A1200. There, on the screen, is an anima­
tion of a disk inserting itself into the disk drive. The 
machine is asking you to insert a disk into its floppy disk 

drive so it can get on with the serious business of running pro­
grams. 

But the A1200 doesn't want just any old disk in the drive, it 
wants a "boot" disk. In the early days with your machine this is 
most likely to be the Workbench disk although many applica­
tions come on boot disks of their own -games in particular. 

The next stage is the long wait while the A1200 works its way 
through the disk and loads the appropriate software in a man­
ner that suits the user. 

Once the boot disk is inserted into the floppy disk drive the 
A1200 checks it to make sure that the disk is indeed a boot 
disk. Once happy with that it looks to see if the boot disk con­
tains a startup file. If it does then that file is executed, other­
wise a default startup from ROM is used. 
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I j Below is a list of the startup­
Startup Sequence sequence commands and a brief 

L~~~- ~--~~~~- explanation of what thev are doing. 
You may, of course, wish to play around with this file to find out how 
it works but be warned that if vou do so and something goes wrong 
(which is as inevitable as day following night) then you won't be able 
to load up Workbench. No problem if you are using a copy of vour 
Workbench disk (which in itself should be a copy of a master disk put 
awav for safe-keeping). But, if vou're not following even this simple 
precaution then vou're not just asking for trouble; you're on your 
knees grovelling for it. 

; $VER: startup-sequence 39.9 (9.8.92) 

A line of information as denoted by the semi-colon (;) prefix. It 
announces which version of the startup-sequence we are seeing and 
when it was written. 

2 C:SetPatch QUIET 

Setpatch is a bug fixer. No-one can get it right all the time and this 
command addresses those bugs in the Kickstart ROM that 
Commodore are aware of. The QUIET option, like >NIL:, prevents 
Setpatch from producing any output. 

3 C:Version >NIL: 

Reads in the KickStart and Workbench version numbers. Direction to 
>NIL: is used this time for the simple reason that the VERSION com­
mand does not offer a QUIET option. 

4 C:AddBuffers >NIL: DFO: 15 

The buffer is an area of memory put aside for storing transitory infor­
mation. So, for example, when a disk is being read one whole buffer's 
worth of data at a time is read before being passed on to whatever pro­
gram wants to use it. The units used are in half kilobytes so, in this 
startup-sequence 7IhK of RAM has been put aside to act as a buffer for 
driYe DFO:. 

5 FailAt 21 

This is something along the lines of "Carry on Regardless". Errors 
encountered in AmigaDOS tend to halt the process and make the 
machine wait for further instructions. If the Startup-Sequence 
behaved like this then it would have a verv long wait indeed. As most 
of what's happening isn't displaved to screen there's no wav the user 
can possiblv see what en-or has occulTed. The ''FailAt 21" command 
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takes this into account and even if one line of the Startup-Sequence 
produces an error it instructs the A1200 to carry on with the next line 
and get to the end of the script no matter what. 

6 C:MakeDir RAM:T RAM:Clipboards RAM:ENV 
RAM:ENV/Sys 

Creates the "T", "Clipboards", ENV" and ENV/Svs" directories on the 
Ram Disk. The T directory is used for storing temporary files, the 
Clipboard directory for clipboard files, the ENV directory for global 
environmental variables and the ENV/Sys director\' for Prefs settings. 

7 C:Copy >NIL: ENVARC: RAM:ENV ALL NOREQ 

Copies preference settings to RAM. 

8 Resident >NIL: C:Assign PURE 

9 Resident >NIL: C:Execute PURE 

Makes the ASSIGN and EXECUTE commands resident commands. 
This means that they are stored in RAM rather than kept on the disk. 
This means that everv time one of these commands is needed the 
A 1200 has it ready to hand rather than having to load it off the disk. 
This speeds up the Startup-Sequence quite considerablv. 

10 Assign >NIL: ENV: RAM:ENV 

11 Assign >NIL: T: RAM:T 

12 Assign >NIL: CLIPS: RAM:Clipboards 

13 Assign >NIL: REXX: S: 

14 Assign >NIL: PRINTERS: DEVS:Printers 

15 Assign >NIL: KEYMAPS: DEVS:Keymaps 

16 Assign >NIL: LOCALE: SYS:Locale 

17 Assign >NIL: LIBS: SYS:Classes ADD 

18 Assign >NIL: HELP: LOCALE:Help DEFER 

The ASSIGN command provides a short-hand notation for commonly 
used locations. When, for example, T: is used in AmigaDOS it is 
understood that the directory T in the Ram Disk is meant. Similarly 
when LIES: is used AmigaDOS looks for the Classes directory on the 
SYS: disk. (The SYS: disk is whichever disk is being used to boot up 
the machine. Typically' this is the Workbench disk but can mean anv 
boot disk.) 

19 IF NOT EXISTS SYS:Fonts 
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20 Assign FONTS: 

21 EndiF 
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By default the machine will look for a FONTS volume whenever fonts 
are accessed. If there is a SYS:Fonts directory then that's fine (line 19), 
if not then a directory is assigned (line 20). Line 21 closes this con­
struction. 

22 BindDrivers 

Some hardware that can be attached to the Al200 needs the computer 
to check for its existence, BIND DRIVERS does just that. It is not need­
ed for hard disk drives, monitors, additional lloppy drives or just 
about any recent hardware. In fact the only time it is used is for 
devices that require a file loading into the "Expansion" directory. It 
has been included for reasons of backwards compatibility. 

23 C:Mount >NIL: DEVS:DOSDrivers/-(#?.info) 

Mounts any RAD disks, MS DOS drivers etc that might be found in the 
DOSDrivers subdirectory of the Devs directory. Note from the way the 
command has been written that it executes any files it finds in 
DOSDrivers directory which don't have the .info suffix. The >NIL: 
device prevents any output from being displayed. 

24 IF EXISTS DEVS:Monitors 

25 IF EXISTS DEVS:Monitors/VGAOnly 

26 DEVS:Monitors/VGAOnly 

27 EndiF 

28 C:List >NIL: 
DEVS:Monitors/-(#?.infoiVGAOnly) 
TO T:M LFORMAT "DEVS:Monitors/%s" 

29 Execute T: M 

30 C:Delete >NIL: T:M 

31 EndiF 

This little chunk is looking to find which monitor the Al200 can 
expect to send its output to. It checks to see if there are any monitor 
drivers in the DEVS:Monitors directory and makes them into a script 
file in RAM:T. This is then executed and finally deleted. 

32 SetEnv Workbench $Workbench 

33 SetEnv Kickstart $Kickstart 

--------11--------



Amiga Insider Guide 

34 UnSet Workbench 

35 UnSet Kickstart 

Cop out - I don't want to get onto the subject of global and local envi­
ronmental variables. 

36 C:IPrefs 

Any changes that the user has saved in the default preference settings 
- screen colours etc- are executed bv this command. 

37 C:ConClip 

Sets the Clipboard facility up ready for action 

38 Path >NIL: RAM: C: SYS:Utilities SYS:Rexxc 
SYS:System S: SYS:Prefs SYS:WBStartup 
SYS:Tools SYS:Tools/Commodities 

Each time an AmigaDOS command is entered the A1200 has to search 
for that command before it can execute it. These can be stored in a 
varictv of places all of which are listed in this command. 

39 IF EXISTS S:User-Startup 

40 Execute S:User-Startup 

41 EndiF 

If there is a file called "S:User-Startup" then now is the time to execute 
it. This allows customisations to be made. 

42 Resident Execute REMOVE 

43 Resident Assign REMOVE 

Reverses the action of lines 8 and 9 as the commands are no longer 
needed to be Resident. Doing this leaves more RAM available for use. 

44 C:LoadWB 

Launches Workbench (surprise, surprise). 

45 EndCLI >NIL: 

End of process. 

So that's the Startup-Sequence and it gives us some idea as to what 
files arc being used as a matter of routine. There do seem to be quite a 
number of them. 
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ed into making amendments to it. There are one or two adjustments 
which can be made straight away. The command BINDDRIVERS can 
be deleted, for example, if you have no expansions fitted and this will 
save a little time in the booting process. You can also remove the lines 
relating to VGAOnly monitors unless you are so equippe. But in gener­
al it is best to leave the file as is until you are more adept with 
AmigaDOS and concentrate instead on additions that can be made. 

Additions can be made to the file and the best way to do this is via the 
User-Startup file. Write a script of that name and store it in the S: 
directory and it will be executed as part of the boot procedure. 

command: 

INSTALL DFO: 

Any formatted disk can be made 
into a boot disk simply by placing it 
in the internal drive and using the 

Even a blank disk can be INSTALLed in this way although it won't do 
you much good. All that this process does is write a small piece of 
code onto the disk which informs the A1200 that this is indeed a boot 
disk. The A1200 then searches for a file called "Startup-Sequence" in 
the S: directory on that disk. If it doesn't find this then it uses a default 
from Kickstart which resembles a Shell window but with very few 
commands to play with. 

So, on our boot disk we need the S directory, a file called "Startup­
Sequence" and what else? Anything that the Startup-Sequence file 
expects to find would be helpful. On the Workbench3.0 "Startup­
Sequence" this includes the files listed in the table opposite. 

There are one or two unexpected files on there: version.library, 
Clipboard.device and system-configuration for example. Apart from 
those, the disk is about as pared down to the bone as you can get, 
there's about 700K free for any other files that you wish to use. 

-----------------
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Directory 

Prefs 

Devs 

c 

Libs 

s 

Subdirectories/Files 

Presets 

Env-Archive 

Env-Archive/Sys/wbconfig. prefs 

Clipboard.device 

system-configuration 

Data Types 

DOSDrivers 

Keymaps 

Monitors 

Printers 

Addbuffers 

Assign 

BindDrivers 

Con Clip 

Copy 

Delete 

Execute 

IPrefs 

List 

LoadWB 

MakeDir 

Mount 

SetPatch 

Version 

version.library 

Startup-Sequence 

Table 9.1. Important directories and files for a boot disk. 

Incidentallv this isn't the method that all commercial software will 
use. The most crucial part of this whole boot-up procedure has been to 
load the Workbench. If you want to start booting up non-Workbench 
disks- as many games do, for example- then I'm afraid your ambition 
has taken you beyond the scope of this book. 

The contents of the Devs subdirectories is up to you. If you want to 
use, say, a printer then you'll need to load a suitable driver into the 
Printers subdirectory and the Printer.device file into the Devs directory. 
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As it is, this boot disk doesn't serve am great purpose. If you remem­
ber the whole point of creating it was so we could have a disk specific 
to one particular purpose. If that purpose was a wordprocessing disk 
for example, then the wordprocessor needs to be copied across onto 
this disk. Nm\· would also be a good time to create an extra drawer, 
perhaps called "Tnt Files", for storing work in as It progresses. 

The stripped down \ersion of the boot disk mav also lack certain files 
that the wordprocessor expects to find. Files that have been omitted 
from the table but \\hich \\ill be frcquentlv in demand include: 

Libs:asl.library 

Libs:commodities.library 

and. if \otl can spare the room, vou might as \\ell copv the entire Libs 
director\ across. H a file isn't there which \our \\oi·dprocessor needs 
\\hen booting up then it \\ill normall\ complain and a message \\ill be 
sent to the Workbench screen saving \\hich file \\asn't lound. Thi~, is a 
less tha11 ideal \\a\ of making sure that vou ha\c all vou need but is 
dfccti\l' nonetheless. For example if \'<JU tn to format a disk with the 
pared clmm Wmkbench disk then the message JT~1ds: 

Unable to open your tool 'SYS:System/Format' 

Not onh does this tell vou which tool is missing but it also savs \\here 
it e.xpects to lind it. Similarlv vour wordprocessor mav haw Iiles of its 
own that tl needs to read to boot up cffecti\'ek These won't be on the 
Workbench disk but will come with the wordproccssor. 

Other file,.; can be added as you need them. H You \\ant to usc com­
mands like DISKCOPY then thev will hme to be placed in the appro­
priate director\' or vou will he faced with the helpful: 

DISKCOPY : Unknown command 

DISKCOPY failed returncode 10 

-----------------



Familiarity with Ami~aDOS lets you incrt'ase the 
efficiency of your ('omputing. It also provides one 

or two handy utilities ... 

• : •••••• Hext Paqe <Here) 
<Kt~bJ!I'Ilt> , •• , ••• Next L i.llte 
<11 Ill" 1/c .... l,llit 
fi .............. lelp 
/striRl •••••••• Search for string (case sensitive) 
.strilltg •••••••• b for strillf!ll <not case sensit•ve> 
n ••••••••••.••• next occurence of string 
CTii'Lil. ••••••• , • ind-
< .............. e 
> •••••••••••••• 
~ , • • • • • • • •• • • • into fiLe 
tJ or <l!lacJc:Space:l>' t'J''v oos Page <less> 
E •••••••••••••• Edlt using editor set in ENV:EDITOR 

H <:wing de\'eloped a taste for working with typed com­
mands rather than using a mouse and menus it is time 
to go a little further into the Shell to see some more of 

AmigaDOS's usefulness. This isn't the whole AmigaDOS storv 
by a long way. Whole books could be written on the subject 
and, in fact, they have been. If vou are intrigued to delve fur­
ther then two volumes from the Mastering AmigaDOS 3 series 
bv Mark Smiddy should be on _vour shelves. Sec the Bruce 
Smith Books Appendix for further details. 

L! ':" I The A1200 is blc"cd with a And There's Mort: "':ide vari~ty _of mecha-
···------- -- msms lor v1ewmg the con-

tents of files. At the top-end there's MultiView but even simple 
commands like TYPE and ED can be used to view ASCII text. 
The next one to have a look at is MORE. It is particularl,v use­
ful as it is so straightforward to use. At its most basic MORE 
can be launched from the Shell with a: 

10 
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MORE filename 

type command. The Startup-Sequence file, for example, can be viewed 
in this manner: 

MORE SYS:S/Startup-Sequence 

which loads the relevant file into the current Shell window. As the 
whole file is too large to be viewed at once, the message "more" is dis­
played at the bottom of the window with an indication of how far 
through the file has been reached. Press the spacebar and the next 
chunk can be seen, the backspace key reverting us to the previous 
view. When the end of the file is reached an "End of File" message is 
shown. At this point using the spacebar returns to the command line. 

The alternative way of viewing a file using MORE is via the RUN com­
mand: 

RUN MORE SYS:S/Startup-Sequence 

This puts the file being viewed into its own display window. Within 
MORE the spacebar and backspace act as before and if you press <H> 
(for "Help") you are shown a list of MORE commands. 

Figure l 0.1. Pressing H will list the More commands. 

MORE is similar in operation to the ReadMe files that are to be found 
on so many Public Domain or magazine cover disks. Double-click on 
one of these and you are provided with notes about the program or 
programs on offer. Many of these use a simple program which has 
been specifically written to do just this but you can create your own 

--------11--------
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using the MORE utility. Try it yourself, if you're having trouble see the 
Insider Guide at the end of this chapter. 

A convenience tool if ever there was 
one, PCD offers a way of quickly 
switching between two directories. 

Using AmigaDOS often involves hopping around between directories, 
sometimes on different disks. Continually typing in these directory 
names can be a laborious procedure. There are several ways round 
this problem, one is to use the ALIAS command, another to use PCD. 

Instead of using the CD command to change to a directory that will be 
used frequently, try using the PCD command. That directory is set up 
as being one of the two directories that can be toggled between. Study 
the following: 

1.Workbench3.0:> PCD SYS:Utilities 

1.Workbench3.0:Utilities> PCD 
Extras3.0:Tools/Commodities 

1.Extras3.0:Tools/Commodities> PCD 

1.Workbench3.0:Utilities> PCD 

1.Extras3.0:Tools/Commodities> 

The first two lines of this sequence designate the two directories which 
we wish to hop back and forwards between. Further use of PCD lets us 
do just that. Much the same effect can be achieved using the ALIAS 
command: 

1.Workbench3.0:> ALIAS SU SYS:Utilities 

1.Workbench3.0:> ALIAS ETC 

Extras3.0:Tools/Commodities 

1.Workbench3.0:> ETC 

1.Extras3.0:Tools/Commodities> SU 

1.Workbench3.0:Utilities> 

and so on. Take your pick. 

--------11--------
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l Path to Success 
-"-----~-"-----~-

As the use of RESIDENT in the 
AmigaDOS chapter implied, the var­
ious AmigaDOS commands tend to 

he strewn around the place. Some are permanentlv stored on a ROM 
chip in the computer memorv, others arc to he found in the C: dirccto­
rv on the boot disk. FORMAT, however is in the Svstem directorv 
while PCD can be found in the S dirccton·. The question is "How does 
the A 1200 kmm ''here to look?" 

The ans\\cr is through the PATH command. The most commonlv used 
PATH names are set bv default as part of the Startup process. These 
can he t·ead hv tvping in: 

PATH 

"hich produces the following list: 

Current_directory 

Ram disk 

Workbench3.0:C 

Workbench3.0:Utilities 

Workbench3.0:Rexxc 

Workbench3.0:System 

Workbench3.0:S 

Workbench3.0:Prefs 

Workbench3.0:WBStartup 

To add a PATH to these, for example the Tools directorv on the Extras 
disk then try: 

PATH EXTRAS3.0:TOOLS 

Now, if vou tvpe in: 

RUN CALCULATOR 

the A 1200 will know exactlv what vou are on about. . . 

Pronounced Micro-EMACS, the 
Tools directon· on the Extras disk is I MEma_cs~-nm m-
home to this, vet another, Amiga 

text editor. Like ED it can be used to create, append and save a text 

-----------------
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file but unlike ED it also offers a whole host of features which make 
editing files easier. 

MEmacs can be launched either by double-clicking on its icon in the 
Tools directory or directly from the Shell, with the proviso that the 
Shell has already been informed of the right PATH. 

When launched from the Shell the MEmacs command can be append­
ed with the file name of either an existing file or a new one to be creat­
ed, for example: 

MEMACS "RAM:NEW FILE" 

(Forget the quotation marks and you will find two MEmacs files creat­
ed "RAM:NEW" and "FILE".) This rather clumsily brings me round to 
one of MEmacs' features. When the program is run its window occu­
pies the screen and cannot be reduced in size. It can, however, be split 
into two or more compartments and this can be used either to view 
two separate files or two sections of the same file. In fact MEmacs has 
no less than 78 menu options from eight pull-down menus, enough 
surelv for most users' needs. 

With that wealth of options there's no way I'm going to detail them all 
here but suffice it to say that files can be saved and loaded via the 
menu system which also contains commands to cut and paste, delete 
and search. These can also be performed via hot key combinations 
which are listed on the menus themselves. Of particular use is the abil­
ity to point with the mouse to the place in the text where you wish to 
edit rather than having to position the cursor rather laboriouslv with 
the arrow keys. Being more complex MEmacs takes a while to get 
used to but in the long run will be worth the effort. 

I Search me, Guv 
Its use is predictably easy: 

SEARCH FILE STRING 

SEARCH is a fast and convenient 
way of hunting through a file for a 
"string" of letters and/or numbers. 

In this example the file "FILE" is scoured for any instances of the 
string "STRING". If any are found they are spooled out with the line 
number and line where they were found. Thus: 

SEARCH SYS:S/STARTUP-SEQUENCE EXE 

produces the following output: 

---------11·--------



12 Resident >NIL: C:Execute PURE 

37 Execute T:M 

53 Execute S:User-Startup 

56 Resident Execute REMOVE 

Amiga Insider Guide 

Each line contains in it somewhere the letters e-x-e. Use the NONUM 
option at the end of the command and the numbers are omitted from 
the output. 

I Sort: ()( . ····I ~fe:;~;e r~~~~~s y~~:::;a~i~~~~~~ 
L_ ---'-------'-~------'------' you will doubtless need some or all 

of them sorted into alphabetical order at one time or another. The 
SORT command can be used to processe the contents of one file and 
deposit them in another. It takes the form: 

SORT FROM THISFILE TO THATFILE 

Try this example with the Workbench disk as the current directory: 

LIST TO RAM:UNSORTED ALL 

SORT RAM:UNSORTED RAM:SORTED 

ED RAM:SORTED 

Hey presto an alphabetical list of contents of the entire Workbench 
disk. If you didn't quite catch all that was going on, here's a brief 
explanation. Using the "ALL" option with LIST enables a complete 
compendium of the disk's contents to be produced including the con­
tents of each directory. This is directed to the file "UNSORTED" on 
the Ram Disk. An added bonus is that as there is no such file already 
in existence, it creates a file of that name. Beware if there is already 
such a file as it will be over-written! 

The SORT command then sifts through the contents of the UNSORT­
ED file, arranges the lines in alphabetical order and deposits this new 
ordering in another new file "SORTED". Finally, loading this into ED 
lets us view the results. 

You can also use the command to SORT a file to itself by the: 

SORT THIS THIS 

approach. The danger of this is that it overwrites the original "THIS" 
file which may not have been what you desired ... 

-----------------
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A very straightforward means of 
appending one (or more) file to 
another is to use the JOIN com­

mand. To glue files: "FILEl'', "FILE2'' and "FILE3" together requires 
just the: 

JOIN FILE1 FILE2 FILE3 TO FILE4 

command. The file "FILE4" is created. However, if a "FILE4" already 
exists then it will be overwritten, so check before JOINing. 

It's all very well writing scripts that 
can cope with situations that we can 
predict but quite often things aren't 

quite so rigid. In these cases a program is needed that can deal with 
different eventualities. If situation A arises then it takes one course of 
action, if situation B arises then it takes another. Even more sophisti­
cated are programs that stop and ask the user for some input: "What 
should I do next- A, B or C?" Surprise, surprise - AmigaDOS is 
equipped with commands that allow just that to be done. 

The mechanism of IF and ELSE 
commands is central to script writ­
ing and its implementation is simple. 

IF [condition A exists] 

[DO THIS ACTION] 

ELSE 

[DO THE OTHER ACTION] 

END IF 

What "condition A" is and what "THIS" and "THE OTHER" actions 
are is up to the programmer. The Startup-Sequence, for example, 
checks to see if there is a "User Startup" file. IF there is then it is 
EXECUTEd, ELSE this line is ignored: 

IF EXISTS S:User-Startup 

Execute S:User-Startup 

END IF 

--------111-------
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As vou can see this example does not use the ELSE command as 
AmigaDOS is designed to do nothing in its absence (the null option). 
The whole process of stating IF... DO THIS, ELSE DO THE OTHER 
often goes under the title of "condition testing". 

Choice Request 
This has to be the easiest wav to pro­
duce an interacti\ e script file known 
to mankind. 

Using REQUESTCHOICE vou can make the script file ask a question 
and depending on the answer, perform different tasks. 
REQUESTCHOICE pops up a request box onto the Workbench screen 
with a selection of buttons to press. This is done bv a relati\·elv 
straightforward but lengthv command on the lines of: 

REQUESTCHOICE >ENV:VARIABLE "TITLE" "QUESTION" 
"OPTION1" "OPTION2" "OPTION3" "CANCEL"' 

When used in a script this little snippet will put up a request box with 
the heading "TITLE", asking the question "QUESTION" and \\'ith four 
buttons to choose from labelled as "OPTION 1" "OPTION2" 
"OPTIOI'\3" and "CANCEL". Depending on \\ h!tch of the options is 
clicked on, the \ariable called "VARIABLE" is assigned a value of I, 2, 
3 or 0 in that order. Hence "CANCEL" being placed as the last option. 
The program can then deal with these responses in a series of IF and 
ENDIF clauses as follows: 

REQUESTCHOICE >ENV:VARIABLE "TITLE" "QUESTION" 
"OPTION1" "OPTION2" "OPTION3" "CANCEL" 

IF $VARIABLE EQ 0 ;"CANCEL" 

DO ACTION A ;whatever that is 

ENDIF 

IF $VARIABLE EQ ;"OPTION1" 

DO ACTION B ;whatever that is 

END IF 

IF $VARIABLE 

DO ACTION C 

ENDIF 

EQ 2 ;"OPTION2" 

;whatever that is 

IF $VARIABLE EQ 3 ;"OPTION3" 

DO ACTION D ;whatever that is 

END IF 

-----------------
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Insider Guide #1.3: Using REQUESTCHOICE. 

REQUESTCHOICE enables a 
script to ask the user for 

various input options. Each 
option is related to a differ­

ll....C.--------------'--'--' ent value of variable 'THIS". 

option. 

OPTIOH1 OPTIOH2 OPTIONS llUIT 

Any others 
allow some 
function to 
be carried 

out. 

REQUESTCHOICE produces a box appropriately titled, asking a ques­
tion and with the choices presented as a series of "buttons". 

AmigaDOS translates a but­
ton-click into an operation 
included within the script. 

In this case the user is then 
returned to the Shell window. 

I l
l When the Workbench disk is insert-

~~~!A~~-~--~~----- __ j ~~~~~o :~~e~!:kitd:i~~ ~~\;;:~~~;k~~~ 
for files to tell it how it should go about the startup process. Put in any 
other disk and it is ignored. The difference is that Workbench has 
been designated as a "boot" disk by using the INSTALL command. 
Any device can be so assigned, simplv by using the: 

INSTALL DFO: 

-----------------
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command. Thus, if you wish to make another boot disk by copying 
some of the Workbench files to another disk, that disk will need to be 
INSTALLed before it can be used to boot from. 

I A buffer is a small amount of memo-
ADD BUFFERS ry (RAM) that can be used to store 

L.._ ___________ ____, information in. In this case the 
infmmation stored is details about a disk's contents. When you dou-
ble-click on a disk icon it reads the root dircx:tory of that disk and dis­
plays it on the Workbench screen. As reading from disks is physically 
slow, this information can be stored in RAM so that, should the infor­
mation be required again - as it inevitably will - the whole process 
does not need repeating. Instead it is taken from the RAM buffer. By 
default all floppy disk drives have a setting of "5 buffers" but this is 
increased for DFO: in the Startup-Sequence by a further 15. The buffer 
settings can be read by typing in: 

ADDBUFFERS DFO: 

DFO: has 20 buffers 

and altered by something along the lines of: 

or 

ADDBUFFERS DF1: 10 

DF1: has 15 buffers 

ADDBUFFERS DFO: -5 

DFO: has 15 buffers 

In practice a setting of 25 should be enough for any drive. With each 
increase of buffer size there is, of course, a proportionate decrease in 
available RAM. Bear this in mind before rewriting the Startup­
Sequence file. 

I MOUNT 

MOUNT RAD: 

The most common usc of this com­
mand will be with the RAD disk as 
in: 

However unless you arc using a hard disk you will first have to type in: 

PATH STORAGE:DOSDRIVERS 

---------11---------
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Insider Guide #14: ReadMe files with More- Part 1 

The first step is to choose- or write- the file that you want displayed. 
Where better to start than the startup-sequence file on the Workbench 
disk? As it is unwise to attempt to play around with anything so essen-

tial to the A1200 we will use a copy of this file. 

l> COPY SYS:S/STARTUP-SEQUENCE TO RAM:TEXT 

The next thing we need is a script file which will read the 'TEXT' file. 
Use the ED utility to create a ReadMe file 

ED RAM:README 

As the MORE command is so direct in its approach this "program" 
need be of just one line 

RUN MORE TEXT 

Save this by pressing <ESC> then <X>. 

What we now have on the Ram Disk are two files 'Text" and "ReadMe". 
The ReadMe script can be used to display the Text file. To do this 

demands that the A1200 knows that the ReadMe file is a script file. 
This can be done using the PROTECT command: 

PROTECT RAM:README +5 

PROTECT RAM:README +E 

The second of these makes the file "executable". This will now work 
from the Workbench provided that the "Show>>All Files" option has 

been highlighted. Try it and see. What happens is an "Execute a File" 
window pops up asking for any command arguments to be added to 

the ReadMe command. But, so far, this is hardly any more convenient 
than using the "Execute a Command" option to enter the RUN MORE 

TEXT command. 

This gets the RAD disk up and running and it can be as easily removed 
with the one word command: 

REMRAD 

--------11--------
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lnsidt~r Guide # 15: ReadMe files with More -Part 2 

To make the whole thing more professional, the program needs a 
ReadMe icon which is visible at all times and for this to launch the 

text file viewer when double-clicked. 

Files are only ever visible on the Workbench when there is a .info file 
associated with them. As the "Show>>Only Icons" option is chosen on 
the Workbench by default any files that are normally visible will be 
those that have .info files associated with them. As these icons can 
represent disks, directories, projects, tools and the trashcan they 

have different properties. These can be studied by clicking on the icon 
in question and then selecting the "Information" option from the 

Workbench "Icons" menu. 

To run a script what is needed is something which will recognise that 
that is what is trying to be achieved. When the icon is double-clicked 
we want the AI ZOO to understand that it has to find a script file of 

that name, open a window and plonk the output into it. ICONX is the 
man for the job. This AmigaDOS command does just what we want. 
All we need now is a .info file that can have lCONX set as its default 

tool. The standard route to this end is to create a copy of the .info file 
associated with the Shell utility. 

COPY SYS:SYSTEM/SHELL.INFO RAM:README.INFO 

This creates a copy of the Shell icon on the Ram Disk but with the 
name "ReadMe". Should you double-click on this it will still launch the 
Shell window. This is because the Default Tool in the Information win­

dow is "SYS:SYSTEM/CLI" 

Thus when the ReadMe icon is double-clicked it goes away and opens 
a Shell window. Changing the default tool to C:ICONX means that it 

goes away and looks for a script file of the same name to launch in a 
window. Hooray! 

Now when the ReadMe icon is double-clicked it produces a MORE list­
ing of the Startup-Sequence file. 

--------·11---------



Using AmigaDOS without leaving the Workbench 
is sacrilege to some but it's salvation for the 

Shell-shocked ... 

T he increased use of AmigaDOS goes hand in hand with 
increased use of the Amiga. If this area of A1200 use is 
up your street then the chapters already reached on 

AmigaDOS should be to your liking. However, this isn't the 
case for everyone ... 

I Cracking ·the .Shell 
'--------------' 

If typing in obscure com­
puter commands leaves 
you cold there will still be 

many occasions when the quickest way to achieve results is via 
AmigaDOS. Fear not, however, because in this chapter I have 
assembled some of the more commonly used AmigaDOS "One­
Liners". You can use them without leaving the safety of the 
Workbench. If you're cautious in your enthusiasm for 
AmigaDOS then this provides a relatively painless way into the 
subject. 

.1·. '·1·• . ,~ 

• ,····.· .>) : 
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The Workbench menu has an "Execute Command ... '' option which 
can also be invoked bv the <Amiga><E> hot-kev combination. It 
allows commands of over 100 characters to be entered which should 
be far more than you'll ever need. If you use commands of more than 
33 characters the start of the command line sta1is scrolling out of the 
file requester as you tvpe in at the righthancl end. 

t --~ W!jplay •.•·· __ j :~::~:~~:~l~::;i~:~~~~~~:'J~:~ 
tents of a file - assuming it recognises the file type. TYPE is another 
and much more rough and ready wav of viewing a file. It simply 
deposits the contents of a file into a viewer. As such TYPE makes no 
effort to understand the file, it simply shows what is there. If the file is 
gibberish then TYPE will display gibberish. This doesn't immediately 
recommend itself for use but in fact can be handv when vou're search-. . 
ing through a batch of files and have no idea what sort of files they 
are. MultiView by comparison chickens out of its responsibilities by 
displaying its "Unknown data type for ... " messages. Not much use if 
vou're trying to determine whether the file you have in front of you 
comes from a wordprocessor or a graphics package. 

The TYPE svntax is simply: 

TYPE DFO:FILENAME 

A more sophisticated approach is offered by the similar: 

MORE DFO:FILENAME 

Like TYPE, MORE can display all sorts of meaningless binary code- if 
that's what you want. Files can also be joined together (concatenated 
in the jargon) by using the command: 

JOIN FILE1 FILE2 FILE3 AS FILE4 

~~D••.:..,.e_s_··· .:.___~_J~ ri~;~'~i~~:i:~E·:~~~:~~~":~~ 
example, tvping in the following AmigaDOS command at the Shell 
prompt: 

DATE 

---------11---------
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gets the A1200 to report back what it thinks the date and time is. 
Typing in: 

DATE DD-MMM-YY HH:MM:SS 

as in: 

DATE 25-DEC-94 15:30:12 

updates it to whatever the current date really is. Why bother? Well, 
when you save a file it is saved with a record of the date when it was 
last saved. This information can be very handy if you're, say, searching 
for a letter you wrote to the bank manager in April as opposed to all 
the other ones you wrote every other month. 

[ OntheList 
I LIST is one of AmigaDOS's most 

powerful and often-used commands. 
Strange then to find it in a chapter 

which is aimed at DOSophobes. The excuse is that although the infor­
mation it supplies can be obtained through conventional Workbench 
methods it is often easier to usc a LIST command. 

For example: 

LIST RAM: ALL 

supplies details of not just the Ram Disk's root directory (the one you 
sec when vou double-click on the Ram Disk icon) but also of the con­
tents of each and every subdirectory and includes any FILENOTES 
that have been added. It would take ages to do that on the Workbench 
and even when vou did vou would require endless use of the 
Information window to be as well informed. 

The only danger with the LIST command as it stands is the risk of 
being overwhelmed by the information it supplies. Try: 

LIST SYS:ALL 

and you will see what I mean. The way out is to direct the output of 
the command to a file such as: 

LIST RAM: ALL >RAM:FILE 

or 

LIST RAM: ALL TO RAM:FILE 

Which puts all the details into the "FILE" where it can be read at 
leisure - for example bv using: 

--------·--------
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MORE RAM:FILE 

Make sure that there is a space between the first "RAM:" and "ALL" in 
the last example. You might like to sec what happens if vou don't: 
firstlv when there isn't, and secondlv when there is, a file on the Ram 
Disk caJled "ALL". 

Computing is a means of creating 
more and more files. Some useful ~~~Notes 
but others less so. There is a danger 

of being swamped bv the less-used files and, if thev'rc not binned, it 
does no harm to put them into cold storage. Trouble is that when You 
start looking for that file You made months ago it's verv difficult to 
remember, for example, what "ANGLETBANOD" had in it. 
FILENOTE comes into its own here because if vou had used the 
Executc Command to append this as a file note: 

FILENOTE FILE "ANGRY LETTER TO BANK Rl:: OVER­
DRAFT" 

vou would be able to view the results through the Information windcm 
or through a LIST command ... 

Forced Eviction wish to delct~ an cntire dircctorv L I There are manv occasions when vou 

-~~-~~---~------------ and its contents. If vou are sure thi.s 
is what vou wish to do then click on it and select "Delete" from the 
icons menu. However, this will fail if one or more files in the directorv 
are protected against deletion. One solution would bc to go through, 
find out which ones are protectl'd and thm change thi:s characteristic 
in the "Information" window associated with each file. But if vou don't 
want to be at it until next Christmas trv: 

DELETE DIRECTORY ALL FORCE 

which ignores anv file protectors and deletes anvway. Be careful with 
this one, though, as there's often a good reason whv a file has been 
protected in the first place. 

-----------------
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Insider Guide # 16: Using LIST to create files. 

You can use 
the LIST com­
mand to cre-

ate files. 

1. Place the Workbench disk in the internal drive. 

2. Use the Execute Command . . option and type in. 

). Once 
this has 
finished, 
double-

click on the 
Ram Disk 

icon. Select 
"Show>> 
All Files" 
from the 

Workbench 
Window 
menu. 

LIST DFO ALL TO RAM WBLIST 

U:51 :33 
u::u:33 
H:53:55 
u:54:11& 
H:54:112 

m~!=~ 
n:54:88 
11:54:89 
11:54:18 
H:54:18 
11:54:11 
11:54:12 
H:54:12 
f1 ::if :33 
:m.m~ 
H:54:56 
11:51:33 
11:55:87 

4. To view the file use the Execute Command . . inter(ace once more 
and type in.· 

MORE RAM WBLIST 

The end result is a directory listing o( every single directory and file 
on the Workbench disk. 

S. By this point you should be wondering if there isn't a (aster way of 
doing all this. There is- but it's called the Shell. 

The A1200 lets you LOCK a device, More Protections ie hard drive or internal drive, 
-- - ----------- against deleting anvthing on it. The 

syntax for this is very straightfmward: 

LOCK DFO: ON 

but its use is less obvious. It could be one wav of letting a child get its 
sticky hands onto vour computer without worrying about it trashing 
all vour files. 
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As its name suggests INFO provides 
information to the user. The infor­
mation provided is about the filing 

system being used and the disk devices that are currently being used. 
This is all done with the simple one word command: 

INFO 

One step up from this would be to direct the output to a file should 
you want to keep a record of what is going on: 

INFO >RAM:INFOFILE 

On the Workbench there is a per­
fectly good directory creator "New 
Drawer" which is found in the 

"Windows" directory and which can be accessed via the <Amiga><N> 
hotkey combination. As we have seen this actually creates two files: 
one being the directory the other being the .info fille associated with it. 
The drawers (the visible directories) should be used for storing any­
thing that you need to use on a regular basis. lnvlisible drawers (direc­
tories) should be used for storing data that you don't use but the 
A1200 often does. The easiest way to create such a directory is via the: 

MAKEDIR RAM:NEW 

sort of command. 

When a disk is read, the information 
about the files it holds are stored in 
a cache. This is a small segment of 

memory put aside for this purpose and is, by default, approximately 
llK in size. 

To demonstrate this in practice, soft-reboot the A1200 by pressing 
<CTRL><Amiga><Amiga> and then double-click on the Workbench 
disk icon. There is a short pause while the disk is read and its contents 
displayed to screen in a window. Close that window and repeat the 
process. What you"should notice is that the process is slightly quicker 
second time round. The reason being that the A1200 has inspected the 
sector cache first to see if the information it is seeking can be found 
there rather than reading the floppy disk which it knows to be a slow 
and painful operation. Try: 
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ADDBUFFERS DFO: 25 

and repeat the process for an exaggerated display of how 
ADDBUFFERS works- all the information is now held in cache which 
can be read faster than the floppy disk. 

(i!ATtJS ~···. --~] 
ing this it repmied back to me: 

Absolutely nothing to do with pres­
tige, STATUS lets you know what 
you're A 1200 is up to. As I was writ-

Process 1: Loaded as command: status 

Process 2: Loaded as command: C:ConClip 

Process 3: Loaded as command: Workbench 

Which lets me keep an eye on what it's up to. Being a multi-tasking 
machine it is capable of running several processes at once - or giving 
the appearance of so doing. Here I am doing next to nothing with it 
and it reports back three activities. 

I I 
The Workbench system of copying 

Copy Cats disks is slow and inflexible and is 
. better done using AmigaDOS. The 

following is the AmigaDOS duffer's guide to disk copving from the 
"Execute Command ... " interface. 

With one disk drive: 
You need the RAD disk mounted and then just type in: 

DISKCOPY DFO: RAD: 

which copies the disk in the internal drive to the RAD disk. Put the 
second disk into the internal drive and then type in: 

DISKCOPY RAD: DFO: 

and the process is complete, thus saving about six or seven disk swaps. 

If vou don't have the RAD disk mounted try: 

COPY DFO: RAM: ALL CLONE 

COPY RAM: DFO: ALL CLONE 
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This will copv all the files across but won't change the name of the 
disk itself and nor will it make the copy into a boot disk. To do this 
requires vet another command: 

INSTALL DFO: 

However, this is still quicker than using Workbench. 

With two disk drives use: 

DISKCOPY DFO: DF1: 

life doesn't come much easier. 

I If an application is on one of the 

Launching Apps A1200's paths then it can be 
~----- launched just bv tvping in its name 

at the "Execute Command ... " interface. If vou are us·ing an internal 
drive onlv set-up then this restricts you to whatever is on the boot 

disk. If that is the Workbench disk then that means just MultiView, 
Clock, EDIT and ED. However, even with these an advantage can be 
gained over the Workbench svstem because MultiView can be made to 
display to a separate screen using the: 

MULTIVIEW FILENAME SCREEN 

command. Thus if it is a picture emploving more colours than avail­
able on the Workbench it will retain those extra colours. 

If vou are blessed with a hard drive then all Preference editors, Tools, 
Commodities and Svstem programs can be launched from the 
"Execute Command ... " interface. This can't be done \vith a two drive 
svstem. Any alterations to PATH only exist as long as that Shell win­
dow (or Execute Command ... window) is open. 
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Printing is easy but printing well can require 
lengthy experimentation with all manner of 

options unless you know what you're doing ... 

A.. • lmost every computer user wants to use a printer at 
· some stage or other but few relish the prospect. Why? 

. ' Because getting your computer/printer combination to 
print out exactly what you want it to invariably involves play­
ing around with sheets of paper, adjusting set-ups here and 
there and a fair degree of cursing. 

The main problem is one of choice. Now it's all very well to 
have a wide choice but when you don't know the hows and 
whys of those choices, making a decision is very difficult. In 
the realm of printers there are choices galore. 

For starters there are several different types of printer: dot­
matrix, inkjet, laser and daisy wheel, all made by a great num­
ber of different manufacturers. Some are of these are colour, 
some black-and-white, some can print on wide paper, some 
come provided with mechanisms for controlling the thoughput 
of paper, some have lengthy lists of options and detailed manu­
als and some have none of these. 
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Bearing all this in mind, what follows can only be a rough guide to 
getting your printer going. There are no substitutes to sitting down 
and experimenting with all the settings to get decent results on your 
own printer. If at the end of this chapter you still don't know what's 
going on and you can't get anything to print then help is at hand in the 
form of Robin Burton's Mastering Amiga Printers which just so hap­
pens to be available from Bruce Smith Books. 

For the following examples I used a Star LC-200. It's a colour dot­
matrix printer of the type that most Al200 owners will use. 

Once you are the proud owner of a 
shiny new printer the first step is to 
take it out of its wrappings and 

attach it to a power source. It should come equipped with a cable to 
connect it with the A 1200's parallel port and a couple of printer ribbon 
cartridges. 

The Star LC-200 is a colour printer but here I'm only interested in 
mono printing so I'll use the black ribbon which fits neatly into place. 
What else is there? Usually some sort of paper feeder which somehow 
clips into place. 

Most cheap printers can be fed paper in the same way as you would a 
typewriter so that the top of the paper is underneath the business part 
of the printhead. The LC-200 - and most printers like it - will even do 
this part for you. The printer's control panel should include various 
buttons including one entitled "On Line" and one called "Paper Feed"; 
these should have little lights associated with them. 

When the "On Line" light is on, the printer is all hooked up and wait­
ing for something to print. Press the "On Line" button and this light 
goes out. Now, pressing the "Paper Feed" button automatically posi­
tions a sheet of paper in the correct place. Press the "On Line" button 
again and we're ready to go. 

Most printers will be able to cope with specialised computer paper. 
This comes on a continuous strip of sheets each with tear-off strips 
down the side punched with holes. If you are using this sort of set-up 
then the printer will take all the worry about positioning the paper. 
The printer will have plastic "teeth" to attach the paper to. This is usu­
ally called "tractor feeding". 
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Not all printers will have this sort of set-up although most should have 
something remarkably similar even if only as an optional extra - ie 
more expense. If vou are using ordinarv sheets of paper there shold be 
some clip-on guides for feeding paper into the right place. Although 
the printer should position each sheet correctly in terms of vertical 
alignment, it is often up to you to set it conectly for left or right posi­
tioning. Make a note of where you have positioned it and, if you find 
later on that part of your print out has disappeared off the edge of the 
paper, you can make sure that any subsequent sheets are positioned 
more accurately. If it has been said once it's been said a thousand 
times: experiment! 

L~~!)OSing a Drive~ 
that the printer can understand. 

The next step is to set up the A 1200 
so that it can translate any file that 
we might want to print into a form 

The piece of software that performs this magic is called a printer driver 
and can be found in the Printers directory on the Storage disk. As you 
will see, there is quite a number to choose from all bearing the name 
of one type of printer or another. If there is one with the name of your 
printer then copy this into the Devs/Printers directory on your 
Workbench disk. Sadly none say "Star" or "LC-200" never mind both 
so what is there to do? 

The A1200 comes supplied with a printer driver called "Generic" 
which has been designed to work with most major types of printer. If 
this doesn't work then try using a printer driver for a printer similar to 
your own: many dot-matrix printers are Epson-conzpatible so called 
because they work in a near identical manner to an Epson printer. 
Similarly, ink jet printers often work to a Hewlett-Packard standard. 

The printer drivers in the Storage disk are not an exhaustive list of 
those suitable for use on the A1200. Others may be available from PD 
libraries or commercial sources. Printers are often supplied with the 
appropriate printer driver - contact the manufacturers if you draw a 
blank elsewhere. 

If you haven't yet bought a printer then before you part with your 
money, check that there is a suitable driver for it that works on an 
Amiga A1200. If there isn't- or if the dealer isn't sure but thinks it will 
"probably work" with a different one - then consider buying a differ­
ent printer. 

----11----



Amiga Insider Guide 

Having done all that, we now need the Preferences directorY on the 

Extras disk. In there is a utility called Printer. Double-click on its icon 

and a \\indm' should pop-up with a range of choi:ces. Most important 
amongst these for the time being is the list of Printer Tvpes in the left­

hand column. 

I Ignore this section if. \\hen vou 

Pr~nte_~~~ugs ____ __ _j ~~-~~~t~~e;,~:~ ~~:~~~~e~- ~;>t~lt~:~e~:1: 
list of the printer dri\ers mailable to vou- just like it is supposed to. 

Hm\C\t.:T, if this \\indm\· is emptY then vou han: stumbled across a 

soft\\are hup,. The "Printer" Preferences utilit\ that \\as originalh 

shipped with the A 1200 \\as not a perfecth \\Tit ten piece of soft\\are. 

II vou arc using it \\ith a standard A1200 \\ithout am additional hard 

drin· ot floppv driw then, \\hen it is launched it does not correcth 

read the contents of the Workbench disk Dns/Printers directorv. The 

best \\'a\ round this is to copv the ''Printers" tool from the Extras disk 

olllo the Ram Disk. Replace the Workbench disk in the internal drin· 

and nm\, \\'hen vou launch the utilitY, the printer dri\crs are there and 

\\ailing. 

At some stage Commodore might get round to producing an update 
and imprm·ed wrsion of this preferences tool. If it does then vou won't 
ha\·e am of the problems outlined abow. 

• With a list ol printer drivers finallv 
Printing Text Files I available, click on the one you wa~t 
·-----~-- to usc, make sure the "Printer Port" 

(top right) is set to "Parallel" and then click on the "Saw" button. With 

this all done it's about time to print a document. I've used the Startup­

Sequence file but am text-onlY file will do. Load this into MultiView 

and choose Print from MultiView's Project menu. At this point the 

printer should leap into action and race awav printing out the file. A 

system request window will also pop-up on screen offciTing the oppor­

tunitY to "Abort" the operation. Just sit back and watch as vour printer 

churns out a page of text. 

This should print out a page of plain text. However, vou also have con­

trol over where the text is placed on the page, the size and quality of 

text and and the number of lines of text per inch. Go back to the 

Printer Preferences editor and adjust the settings of the "Print Pitch", 
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"Print Spacing", Print Quality" and "Paper Length" and margins to suit 
your choice. Click on "Use", then double-click on the "InitPrinter" 
device in the Tools directory and then print. 

A graphics file is one which contains 
pictures. The procedure is pretty 
much the same as for printing a text 

file except that this time the PrinterGFX tool is used. Although 
straightforward enough to use the list of options is bewildering: 
Dithering (Ordered, Halftone or Floyd-Steinberg); Scaling (Fraction or 
Integer); Image (Positive or Negative); Aspect (Horizontal or Vertical); 
Shade (Black & White, Grey Scale 1, Grey Scale 2 or Color); Threshold 
(1 to 15); Density (1 to 7); Smoothing (On or Off); and Center Picture 
(On or Off). That's a lot of possible combinations. 

As they can all have a profound effect on the final image some lengthy 
experimentation is called for. If you are going to set out down this 
route - which you should if you want to achieve decent results - then 
let me suggest you use a small picture to play around with. The effects 
of most of the variables are illustrated in the Figure 12.2 overleaf. 

Figure 12.1. PrinterGFX Preference editor. 

Supposing nothing happened. If 
you've followed the steps above and 
not printed anything out then don't 

fret. The solution is probably very straightforward. The first things to 
check are all the obvious ones. Is everything plugged in and switched 
on properly? Is the cable connecting printer to computer fitting snug-
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Adjusting the settings in the PrinterGfx Preference utility is the best 
way of achieving better print-outs. 

l. Print out using the default settings and view the result. 
Don't worry about the aspect ratio at this stage. 

2. Choosing one of the grey scale options increasses the 
number of grey tints in the image. 

3. Adjusting the dithering option produces subtle changes­
Floyd-Steinberg has been used here. 

Figure 12.2. Using PrinterGFX's Preference settings. 
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4. The image is still weak. Altering the density and threshold values 
should beef it up a little; this uses a Density of 2 and a Threshold set· 

ting of l 0. 

5. Alter the Limits 
values to correct the 

image size and 
shape. I've used the 
Multiply values of 2 

(width) and 4 
(height). 

gly at both ends? Is the "On Line" light on the printer switched on? If 
not, it should be. Did the printer bleep at you when you tried to print? 
If so then the paper is probablv not correctlv fitted - try playing 
around with it. You mav still encounter problems printing a file: 

a) It printed out but it's gibberish and bears no relation to the 
original file. Trv a different printer driver . 

............... 111 ............. .. 



Amiga Insider Guide 

b) It printed out but some of the text is missing off the edge of the 
paper. Reposition the paper next time you print. Trial and error 
yet again. 

c) The Preference settings haven't worked. This is a common 
problem if you are trying to use the "Generic" printer driver. 
Although the Printer Preferences allow you to make all sorts of 
decisions about the size of letters, the quality of print and the 
position of margins, these are all ignored in practice. This is 
because "Generic" is rough and rcadv in its approach and onlv 
serves to produce some (any) output. H vou want anvthing 
more than this then you'll have to find an appropriate printer 
driver. 

Figure 12.3. Printer Preference editor. 

d) Words are broken at the end of lines. Set the page width (Left 
margin - Right margin) so that it is the same as the number of 
characters per line in the original document. 

e) Margins. With the lefthand margin set to zero, printing should 
start right on the lefthand edge of the paper. If it doesn't, then 
adjust the lateral movement of the paper feeder until it does. 
Similarlv printing should be possible right from the verv top of 
the paper though this is normallv controlled bv the printer 
itself. 

--------·--·------
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Driver• Workings I 
Just how does a printer driver work? 
I have a document I want to print. 

L---~-~------'---_j There is a printer attached to my 
A1200. I need a piece of software that can look at that document, 
understand what it represents and then send a series of messages to 
the printer so that the printer makes appropriate marks on a piece of 
paper. The printer is not involved in any of this interpretation busi­
ness. It just sits there awaiting instructions. If those instructions tell it 
to print gibberish then it will print gibberish. Should all the informa­
tion arrive as you planned it then the printer output will look remark­
ably like you intended. 

So to print out a MultiView document a process something like the 
following happens. The A 1200 checks from the Printer Preferences file 
what sort of printer is attached. It then prepares the output in a man­
ner that that printer can understand. It next checks that the printer is 
connected, switched on and loaded with paper and sends it the first set 
of instructions about what to print. Once these have been executed the 
printer then says that it's readv for the next bit which the A1200 duti­
fully churns out. This process continues until the end of the document 
is reached. Sometimes the process has to be halted while the user 
loads another sheet or two of paper but the A1200 is aware that this is 
what is happening and holds onto its data accordingly. 

At no stage during this whole process does the printer need to be con­
cerned with what machine is attached to the other end of its printer 
cable. As long as the messages being passed to it down the wire make 
sense then it will print out whatever it is told to do. It is as if the print­
er speaks its own language and it is the job of the computer to do all 
the translating work. 

Now this whole process can be a bit slow. The Al200 can prepare the 
information to print fast enough but if it keeps having to wait while 
the printer does one line of work before asking for another then we're 
going to be here all dav. Many of the larger printers have a store of 
their own internal memorv so that, except for reallv mammoth files, 
the whole I< t can be sent down to the printer in one fell swoop leaving 
the computer to get on with the next task in hand. If you have a print­
er like that then bully for you. However, the rest of us still have one or 
two aces up our sleeves. 

If the slow part of printing is the printer and not the computer then 
there's no reason why we cannot plan for this. The printout process 
can be split up into two parts: Part One is the preparation of data into 
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a form that the printer can understand; Part Two is the sending of that 
data to the printer. Parts One or Two can be done weeks apart if need 
he. Not onlv that but thev need not even be done on the same 
machine: 

What this means in practice is that vou can use vour A1200 to prepare 
a file for printing to one particular tvpe of printer and save that file on 
a disk. Then when vou're not wanting to use vour printer for some­
thing else vou can set it up to print out all these files vou have been 
accumulating. Better still vou don't even need to have a printer your­
self. You just pop round to vour friends' house with the disk and use 
their machine. And this is the clever bit. As the printer file is of a tvpe 
that onlv has to be understood hv the printer it isn't important which 
sort of computer vour friends have- as long as it can read the disk and 
you've used the correct printer driver then am: old machine will do. 
This process is called printing to a file. 

l Printing, particularlY of large graph­J ics files can be a slow business. One 
way round this is to print everything 

vou want to files and then, at the end of a session send these files to a 
printer. The advantage of this approach is that these files can even be 
transferred from one machine to another as long as they hm·e been 
designed for the appropriate printer dri\·er. 

L Ch~e Device 

To print to a file requires the CMD (Change Main Device) utilit~· which 
is found in the Tools directorv. 

Click on it once and then open it's Information window from the 
Workbench Icons menu. There are five tool tvpes associated with this 
utility, each with a different setting which can be adjusted. Change 
SKIP=FALSE to SKIP=TRUE, and "Save" that change. Now double­
click on the CMD icon and when the next file is printed it is redirected 
to a file on the Ram Disk called "CMD_file". This destination can also 
be altered to suit your own needs. 

To print such a file use the command: 

PRINTFILES RAM:CMD FILE 

Multiple files can be printed using this command in the format: 

PRINTFILES -F FILE1 FILE2 FILE3 FILE4 
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Insider Guide # 1 7: ll sing someone else :S printer. 

Choose the printer you are going to print out on and select the rele­
vant Amiga printer driver. If this is not on the Storage disk then you 

will need to obtain it from a commercial source. 

l. Load the printer driver into the Devs/Printers directory on your 
Workbench disk. 

2. From Preferences select that driver as the default option. 

3. Load the C:MD device and change its Default Tool setting to 
SKIP= TRUE 

4. Print your file. 

5. The result is stored on the Ram Disk as "C:MD_file''. Copy this to disk 
and transfer to whichever computer is connected to the high quality 

printer. For example, that PC: at work ... 

where the -F suffix executes a fcmn feed which ensures that each new 
file starts printing from the top of a new sheet of paper- this presup­
poses that the fi.rst sheet was correctly placed. 

L Expei-Unent! -- • __ · ._· · __ ___________j 

There's no substitute for experimen­
tation. The images in this chapter 
have been created on the Star LC-

200 printer. The results on your machine may be considerablv differ­
ent. I know it sounds obvious but you will save a lot of printer wear 
and tear, paper and time if vou use a small picture! 
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Turn your ugly dm~kling Al200 into a beautiful 
swan and learn how to fly ... 

Workbe-nch 
Q;, 

T he A 1200 as supplied comprises the machine itself, a 
power supply, some Workbench disks, a mouse, a rather 
inadequate user's manual and an assortment of cables 

and leads. Throw in some software and it's enough to keep vou 
happy for several months or even vears. For most users though 
the suppplicd pack is insufficient for their needs and various 
extras arc craved. 

Like most hobbies Computing bas this habit of requiring more 
and more money. You spend several hundred pounds buving 
the computer intending to use it for one particular aspect and 
then discover that there arc no end of other potential uses for 
the machine. The trouble is that to get the most out of these 
potentials requires buying bits and pieces. 

The first addition most people make to their machines is an 
extra helping of memorv (RAM) and an additional drive: be it 
f1oppv drive or hard drive. As these are so commonplace three 
chapters have been devoted to these issues: "Improve Your 
Memory", "Not So Hard After All" and "A Hard Act To Follow". 
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That's not all: the hardware add-ons for writing and playing music are 
discussed in the "Sounds Good" chapter, monitors are covered in the 
"Put It On Display" chapter and genlocks and digitisers in "Moving 
Pictures". The following then covers the other choices available to you. 
If you're looking to economise then don't read on ... 

But if you're not shy of stretching the old purse-strings that bit further 
or you want to dream of what to spend the cash on when your boat 
comes in then the following is intended as a brief overview of what's 
available. 

1 y~,~f~ ··I r~:~:;~~~~,~~,;~~~~:~~t:JF~~:: 
of times that a prompt requests you to insert a disk into the drive. No 
sooner have you done that than the machine whirrs and grinds for a 
few seconds before demanding a different disk. Put that disk in and 
it's a few more minutes of grinding before the first disk is demanded 
again - can't the machine make up its mind? All of which makes the 
whole process in·itatingly slow. Buying an extra floppy disk drive is 
just one of the ways round this problem. When the machine wants a 
particular disk you just slot it into the spare drive. OK there will 
always be occasions when the machine wants to access a third disk 
but the time saved is genuine enough in most circumstances. 

Almost all extra disk drives duplicate the ability of the internal drive 
but you can now buy high density disk drives. These take 3.5 inch 
disks that look remarkably like any other but which can be formatted 
to take 1.4Mb of data. The visible difference is a small hole on the 
opposite side of the disk to the write-protect tab. High Density (HD) 
disks can be formatted in the internal drive to 880K but that is a bit of 
a waste. Similarly the lower density disks can be read by a high densi­
ty drive. What you can't do is read a 1.4Mb disk in the standard inter­
nal drive- it just isn't mechanically up to the job. 

An extra disk drive is a cheap enough purchase - typically £50 or so -
and could be just what you are looking for. A word of caution, though. 
Before rushing out and buying that extra drive consider the other 
options available to you. Some hard drive units aren't that much more 
so think carefully over whether it wouldn't be worth saving up for the 
latter with all the additional benefits that it offers. 
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This may seem like a daft question, 
but are you finding your A1200 too 
slow? If you are new to the Amiga or 

have upgraded from an earlier model then the very thought of the 
A 1200 with its 32-bit custom graphics chips being thought slow may 
horrify you and before going any further we have to establish what we 
mean. Certain aspects of computing are slow - reading a floppy disk 
for example- and there are numerous ways of speeding up computing 
as a whole without making any difference to how fast the processors 
are working. 

More memory, an extra floppy drive, different software, a hard disk, 
using the RAD disk and the Fast Filing System - there are many ways 
to improve matters and all are covered elsewhere in this book. But 
what we're concerned with here is making the machine itself physical­
ly go faster. 

All technologies have their limits and there are certain uses of the 
A1200 which require the machine to make vast numbers of calcula­
tions. Ray-tracing is one such example. If you haven't come across this 
before then ray-tracing is a means of creating those brighter than life 
illustrations where a chromium ball is balanced above a multi­
coloured tiled floor or something equally plausible. The reason they 
look so technically perfect is because they are. The path of each ray of 
light has been calculated to establish where each shadow falls, what 
reflections will be made and how brightly lit each component is as a 
result. That's a lot of mathematics and regular users of raytracing pro­
grams are used to inordinate waits while their machines painfully run 
through thousands, millions, of mind-numbing calculations before 
drawing the latest version of the picture. Multiply that time when 
you're trying to create an animation from a sequence of such pictures 
and you'll start wondering if there isn't something better you could be 
doing with your time rather than waiting for machines to do big sums. 

Flight simulations are another typical beneficiary of faster processing 
as are fractal generators and desktop publishers. In fact any applica­
tion which uses a lot of memory and requires large numbers of calcu­
lations to be made can benefit from a faster processor so, if you are 
regularly using and manipulating particularly large databases or 
spreadsheets then this could be for you. 

Choice of accelerators on the A1200 is more restricted than for some 
other computers for the very good reason that it is already equipped 
with a fast processor- the 14MHz 68020. Fitting an accelerator card 
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built around the 68030 processor mnning at a tvpical 40MHz should 
speed things about fourfold. An accelerator card and extra RAM card 
usually !its via the Al200 trap-door. 

L_FPUs I 
A faster processor isn't the onlv 

and Co-pros option - there is also a maths co-
-- --- i processor to consider. As its name 

suggests, this runs in parallel with the A1200's processor chip and 
takes on the task of doing all those calculations that include fractions. 
(As this entails using decimal points, the maths co-processor is also 
rdered to as a Floating Point Unit or FPU.) A maths co-processor is 
usuallv <.wailablc as an addition to an accelerator card and mav be 
\\orth considering when purchasing if vou reall:v need speed. Choose 
the 68882 (rather than its 68881 predecessor) as it \\as designed \\ith 
the 68030 in mind and is consequentlv much faster. 

Other options include extra RAM and e\-cn a hard disk as accelerator 
cards can be bought as part of a larger upgrade to bolt-on to the 
A1200. 

l I If vou're into games plaving then 
Joysticks J vou'll want a jovstick and vou can 

-- _________ c_ pick a decent one up for as little as a 

l 

tenner. II vou're a total couch potato vou can e\·cn spend se\·eral hun-
dred pounds on a state-of-the-art armchair with jovstick built in to one 
of its armrests - vou pays vour monev and takes your choice. The 
more games orientated Amiga magazines- Amiga Power, Amiga Force 
et al- have periodic reviews of \\hich jovstick is best at the price. 

Printers processor or Desktop Publisher J Obvioush· if vou are using a \\ord-

-- ----- ------------- ---- ----- vou'll \\ant a printed version of anv 
work vou produce. After all, there's not much point writing a letter on 
vour machine if vou can't send it to anvone! The subject of printers is 
a bit of a minefield. There are so manv different models to choose 
from all with different capabilities that it can be a hard task trving to 
decide \\hat is best for vou. Again the magazine reYiews should be 
helpful. 

.............. 111 ............. . 
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I ~i;WW ~( .• I ~::~~~/~i~:~~~:k ~~::';~, ~~~~ 
L------~------'-------" mundane. Visit any office with more 

than one machine in it and, at the very least, you will find the comput­
er users handing each other disks of files etc for use on each other's 
machines. One step up from this is to link the machines by a suitable 
cable and have the information passed along that. This process is 
called networking and, with the right set-up, can be used to link sever­
al machines together even in different rooms. 

More ambitious users regularly send each other information over the 
phone lines - to do this requires a modem. 

The modem is best thought of as a black box which can transmit and 
receive digital signals of a predetermined type. The modem need have 
no understanding of what it is that it is controlling. In principal a 
modem sends a message to another modem, establishes which 
machine is to be doing the sending and which is to be doing the 
receiving, the speed (or baud rate) it will happen at, a declaration of 
the size of file or files to be sent and a check that the information has 
been correctlv received. 

Faster modems cost more money but, because they are faster, you 
need spend less time on the phone thus saving money. I'll leave you to 
your own economics calculations. One important point though is that 
no matter how fast you can receive or send data you can't do it any 
faster than the machine at the other end of the line! 

With the process outlined above in operation there is little need for the 
users to be around and in the case of Bulletin Boards they rarely are. A 
Bulletin Board is a computer with hard disk attached that is connect­
ed with a modem. Anyone can ring up and download whatever takes 
their fancy. As the process can be somewhat slow and hence expensive 
most BBS have a comprehensive menu system which can be down­
loaded first to inspect so that the time spent actually connected across 
the phone system is reduced to a minimum. In addition, much that 
they contain is kept in a compressed format. 

Modems will typically plug into the RS232 serial port. 

----11-----
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The fax (or facsimile) machine has 
become the business accessory of 
the 1990s. It works in a manner sim-

ilar to a photocopier except that you do the copving at one end of the 
phone line and the print out occurs at the other. Tt has an advantage 
over the phone in that if the person you are sending a message to is 
out the message still gets through. Whether they do am·thing about it 
is a different matter. And it scores over the post in being instanta­
neous; handv within the countrv and essential ''hen transmitting to 
overseas. Also like the postal scn·ice there is the problem of Jwzk faxes. 
That's life I guess. 

Computer users, who tend to be at the forefront when it comes to 
embracing any new technologY, have been using faxes for a while now 
and the standard process seems to be along these lines: 

Wordprocess/DeskTop Publish a document 

2 Print it out 

3 Fax it 

The \\hole process is rather cumbersome and wasteful. What's hap­
pening is a digital message is being output to paper and then scanned 
to convert it back into another digital format bdore being sent down 
the telephone line. Sure!:-· there must be a waY of cutting out the: mid­
dle man and letting the: computer send the message: directlv? There is 
and it's simplY a means of connecting the computer to the phone lines 
via the right hardware. The hardware in question is a fax modem 
which at one end plugs into the computer and at the other into the 
phone line. 

L 1 Everyone knows what CDs are -
CD-ROM J thev're the expensive alternative to 

···------------- the old hiss and scratch vinyl LPs. 
It's not the end of the story though because the technologY that makes 
CDs so suitable for recording sound can be applied to many other 
areas. All that glorious sound on CD is recorded in digital format - ie 
as a series of zeros and ones -just like on a computer disk. ln practice 
this means that anv digital information can be si:Orecl on a CD as long 
as it is written in a format that can be understood. 

-----------~------
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CD technology on the computer has been a long time in coming or, 
put another way, it's been around for quite a while but has taken quite 
a while to catch on. 

The main disadvantage of the svstem is that while CDs can be used to 
store huge amounts of information (and I mean huge - 500 !1oppy 
disks worth is tvpical) that information can only ever be read; hence 
the ROM or Read Onlv Memory part of the name. There's no way the 
contents of a CD can be altered. For computer users used to tinkering 
with the look, feel and lav-out of everything they can get their hands 
on this can be a bit of a drawback. On the plus side the CD can be 
used to store great libraries of information and it is as a librarv that 
thev arc most popular. CO-ROMs can be purchased with vast stores of 
pictures for usc in art packages or DTP programs or for video effects. 
Libraries of fonts can be stored on them not to mention there use as a 
storage for sound. 

Apart from all your standard hi-fi COs which can be played via vour 
computer, vou can also buv libraries of sample and sound effects for 
use within music programs. It is relatively straightforward to put your 
Pink Floyd CD into the CD-ROM drive, select the segment of sound 
vou want to use and use it as a sound effect in vour own software. 

L c])32 
The C032 is the A 1200's sibling 
games console. It consists of a hand­
held button pad for controlling 

games, a CD games player and the cables to link this up with vour TV 
or monitor. It is designed around the same chips that form the heart 
of the A 1200. As a consequence anything the CD12 can do the A 1200 
can do as well. 

Many A 1200 owners will be keen to get their hands on this new games 
plaving technology and this will be possible through a specialist 
expansion for the A 1200. As the computer already has the processing 
power, all that is required is a plug-in CD drive. This fits via the trap­
door underneath the machine and means that it can't be used in con­
junction with an accelerator card or RAM upgrade. An upgrade to 
Workbench and Kickstart 3.1 is also needed which, if vou don't have 
already, is suppplied with the interface. Workbench 3.1 is merely a 
replacement for the previous Workbench3.0 disk but Kickstart 3.1 
comes on a ROM which means unplugging the old ROM chip and 
replacing it with the more up to date version. 

--------·11·--------
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I I 
If art packages or desktop publish-

Scanners ing come high on _vour list of activi-
- ___ __j tics then a se<mner might be worth 

considering. A scanner is a mechanical device for converting pictures 
into a digital format that the A1200 can recognise and displav. It 
\\orks a bit like a digitiser/camcordcr combination but operates on flat 
pictures such as photos or illustrations. As ever vou get what _vou pay 
for, but the cheapest hand-held models will be pcrfectlv acceptable for 
most home uses. A scanner usuallv plugs into the computer's parallel 
port and comes supplied with software to help vou achieve good 
results. All vou, the user, hm·c to do is slowl_v drag the scanner over the 
image vou want to capture. Scanners arc usuallv supplied with some 
rudimentarv (and in some cases quite sophisticated) software for 
"image processing". Tvpicalh· this "·ill allow vou to adjust the colour 
settings, rotate all or part of the image and make a host of other 
refinements. These are often duplicated bv the graphics package vou 
are going to load the image into so find out which docs the job best. 

What vou get out depends on what vou put in. The better the image 
being scanned the higher qualitv the end result. lf vou're using a mono 
scanner then it will get best results from black and \\ hitc originals. If 
vou are planning on cropping the picture then do this before vou scan. 
This doen't mean a pair of scissors- just cover over those um\anted 
areas \\ith white card. This will reduce the size (in RAM) of vour final 
image and let vou use a higher resolution scan. 

What vou do with the finished image is entirelv up to vou. It can be 
loaded into a paint package and retouched - who said the camera 
never lies? -or used as part of a page design in a desktop publishing 
program. Where,·er vou can use pictures, vou can usc a scanner. 

L I For manv people the A 1200 is a 
Machine Chatter j computer to use at home and is used 

-------···-· ·-· in isolation. Should data be swapped 
with another machine them this is usuallv another Amiga some\\·here 
else. 

However, the A 1200 has manv serious applications, particularlv in the 
graphics field and this inevitablv means transferring information from 
it to another tvpe of machine. Other users will have access to comput­
ers at work- tvpicallv IBM PC compatible machines or Apple 
Macintoshes- and wish to continue work at home on certain projects. 

--------·--------
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In its raw state the A1200 is incapable of running programs designed 
to run on other machines in the same way that other machines can't 
run Amiga software. Information can still be passed between alien sys­
tems though, if the files are of a format that both machines can under­
stand. 

The most famous universal file type is ASCII text. Just about every 
wordprocessor available has the facility to read or export text in this 
format. 

As a format it is decidely raw. This means that all the information that 
is normally part of a wordprocessor file governing text styles, fonts 
usage, layout details and so on have been stripped out. All that 
remains is the words and one or two hidden codes like the end-of-line 
instructions. 

The advantage is not just the ability to pass text between different sys­
tems but also between pieces of software on the same machine. A typi­
cal example of this is where a wordprocessor is used to write an article 
and the text is then ported to a DIP package so the layout can be 
designed and pictures incorporated. DIP packages are usually 
equipped to accept text from a variety of wordprocessors but ASCII is 
one option that is always included. Which is why almost any word­
processor can be used to write with. 

With other file types life isn't quite so easy. Graphics files are a typical 
example of this - there is no one standard file type to be used, there 
are several. So when porting files between different systems the first 
task is to establish which file types they both recognise. To send a pho­
tograph scanned on an Amiga to be used in the Macintosh desktop 
publisher QuarkXPress means using the TIFF file type but if the image 
is to be "touched up", say in Adobe Photoshop, first then this can be 
expanded to include GIF and even the Amiga's own IFF/ILBM format. 
Where there's a will there's a way. Even if the two pieces of software 
you are using don't share any file types then the situation can often be 
saved by using a file translator which converts files of one type to 
another. 

Music files on different machines can also be swapped. The most pop­
ular source is the Atari ST which uses the "Tracker" format. Databases 
are usually capable of exporting and importing data in the raw CSV 
(Comma Separated Variable) format. 

With all the file transfer methods mentioned above it is wise to make 
sure that, if you are transferring data on floppy disks, you use a disk 

--------11--------
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format that both machines can understand. More often than not this 
will be the 720K PC disk format. 

I Or.e Step .Further 
There is a way in which software from 
one computer can run on a different 
machine and that's by using an emula­

tor. This is a piece of software that makes its host machine capable of 
behaving as though it were a different computer. Thus a Mac-emulator 
for the Al200 will make it capable of using soliware written for the 
Apple Macintosh. There are, however, several drawbacks with this: 

• The emulator itself often uses up a lot of RAM leaving little left for 
nmning any applications. 

• Using software on an emulator tends to be much slower than using it 
on the original machine as there is much more processing involved. 
This may not be particularly apparent with a wordprocessor but with 
anything else it can be a severe handicap. 

• It is still illegal to copy software. Therefore, if you want to use Mac 
software on your Amiga's emulator you'll have to buy your own copies. 

Speed is the biggest issue here and one way that manufacturers have 
tried to get round this is by building specialist hardware add-ons that 
perform much of the processing- it's almost like adding another com­
puter to your Amiga. The disadvantage this time is the cost and the 
choice at this stage is often between the hardware upgrade and a new 
machine. 

Waming 

These things tend to escalate. Let's say for example you buy yourself a 
scanner. This lets you use lots of extra pictures in your DTP package. 
Unfortunately these increase the file size of eveything you produce so 
you really need a hard disk. The next problem you encounter is that 
manipulating large files slows the A1200 down so you decide to buy an 
accelerator; while you're at it you might as well throw in some extra 
RAM. It seems a shame to have all this kit and not be able to see what 
you are producing so a larger monitor is next on the shopping list... 
and so it goes on. 

--------11-------
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Insider Guide # 17: Crossing between DOSs. 

Transferring files between computer systems can be something of a 
headache. The first thing to check is whether the systems use a com­

mon file type. ASCII is a universal standard for text files and all word­
processors should be able to import a file in this format. However, not 

all wps can export files in this format (if they can there is usually a 
Save as ASCII option or something similar). 

A file from a wordprocessor of this nature is far from useless and is 
normally just a process of stripping out large sections of code at the 
start and end of the file which only make sense to the original word­
processor. One or two symbols may not match between systems but, 
again, there is a quick solution. Most wordprocessors have a "Search 

and Replace" or "Find" option which allows all instances of one or 
more symbols to be replaced or removed. 

-----------------
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The Al200 is famed as a graphies maehine. To 

get the most from it~ then~ you need the right 
diiiiplay ... 

.lLJ 

.lLJ 
Mrust Prortitt'on: >,.,.·1: 

cance'l f 

0 nc of the joys of the A1200 is that its design allows it to 
be plugged straight into the back of vour television set. 
You don't need to spend any more monev on a special­

ist computer monitor. This is one of the reasons that the 
machine has been so sucessful as a home computer - vou get 
all that computing power at a premium price. 

The drawbacks of this approach are that vou will inevitablv 
find occasions when someone else wants to watch TV at exactlv 
the same time as vou want to sit down to a spot of computing. 
And even if this conl1ict doesn't arise vou will still find that vou . . 

encounter shortcomings with the screen image on the TV 
screen. For anvthing other than games it isn't really good 
enough. Not only that, a TV doesn't allow vou to displav those 
AGA screen modes that sets the A 1200 aside from earlier 
Amigas and most other computers as well. This shouldn't come 
as anv surprise - TVs were designed to accept a TV signal and 
computer monitors to display computer images, the two aren't 
the same. One further bonus in using a monitor is that most 
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are equipped with a speaker on either side of th<~ screen allowing you 
to experiment with stereo sound of a qualitv higher than most TV sets 
will a lin\\. 

L) Computer monitors work in much 
Ho __ w ___ it_ all w_ orks the same wav as a TV screen. 

__ ~ _ ___ ______j Electrons are fired bv a cathode rav 
gun at phosphor dots. When thev hit the clots the clots glow; in a 
colour monitor these dots are of red, green and blue (RGB) and there 
is a separate rav gun for each colour. The screen image is composed 
entire!,· of glowing dots of red, green and blue which, as a whole, form 
the image vou want to see. The distance between clots on a TV screen -
the dot pitch- is about 0.6mm. On a computer screen it is 0.4mm or 
less which is \\·hy vou get a sharper picture. 

I ..... A standard computer monitor will Multisyncs allow vou to view everything that the 
. TV screen will let YOU see, onlv with 

much greater claritY. Hmve\·er, to usc the full capabilities of the AGA 
graphics chip set, you will need a multisYnc (or at least a dual sync) 
monitor. These are even more expensive than standard monitors but, 
if vou're seriously into graphics then vou have little option. Ordinarily 
the Amiga's screen output is of a specific frequency - in the 15kHz 
range-- which a standard monitor can accept but the new AGA modes 
work at about double that figure. To view these requires a monitor 
capable of coping with that input. A multisvnc, which can accept all 
manner of screen frequencies is one option, a dual S\nc - which can 
cope \\ ith just the top, narrow, frequency ranges - i~. the other. The 
dual smc option is generally cheaper and should be enough for most 
uses as long as you are happy that You won't \\ant to display screen 
modes from vet further frequencies. 

There are no end of multisvnc and dual svnc mooitors to choose from 
at a wide variety of prices. Commodore themselves supply a range of 
dual S\nc monitors that work at both the required frequencies. 

I . I Having chosen a monitor the appro-
Monitor Types priate choice needs to be made via 

L______ _ _____________ _____; the Extras disk Preferences option. 
If, for example, you have chosen an A2024 monitor then the appropri-

-----------------
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Insider Guide #20: Choosing display modes 

Open the ScreenMode utility from the Preferences directory on the 
Extras disk. The Display options you have available are listed on the 
right. In turn select the various options and then click on "Use" to see 

their effect. 

Toggle the Default buttons so that you can enter a custom screen 
size. Choose figures that are larger than the "Visible Size" listed under 

"Mode Properties". Now select Use. 

The Workbench window is now larger than can be accommodated on 
the screen. To access the parts that others cannot reach move the 

mouse of the righthand edge or bottom of the screen and the display 
will follow. Screens can also be configured down to a minimum size 

that doesn't use the entire available area . 

............... ~~~ ............. .. 
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ate screen mode needs to be selected from the Monitors subdirectory 
of the Devices directory on the Storage disk. 

Choose the screen mode you need 
and drag it into the Devs/Monitors 
directory on your boot-up disk. 

Unless you are in the habit of swapping between different types of 
monitors or have a multisync monitor there should only ever be the 
one driver in this directory. 

With the appropriate monitor driver installed, open the Preferences 
directory on the Extras disk. The ScreenMode program allows you to 
make your choices about the screen appearance. On the left is a table 
of the Display Modes available to you. These include the six default 
settings (in the UK) for PAL monitors. A PAL monitor is anyone which 
operates at the same frequencies as a television. In the United States 
the equivalent is NTSC - televsions there run at subtly different fre­
quencies. 

Highlight any one of the monitor options and the properties of that 
screen mode will be displayed in the righthand window. I am assum­
ing that, like me, you have a PAL monitor to play around with. If this 
isn't the case then some of the settings I mention will be different for 
vour monitor but in anv case I have included them in Table 14.1. . . 

I l\1• ~ I :!~h l~~e~,~;:J~E;7~~:~!~~~; 
for use. The PAL monitor options offer three differing types of display: 
1280 x 256, 320 x 256 and 640 x 256. The first figure represents the 
width of the visible screen in numbers of pixels and the second is its 
height. The default option is 640 x 256 pixels. (Pixels, if you remember 
are picture elements; those blocks that go to make up the total screen 
image. They are not the same as the phosphor dots mentioned earlier.) 

Choose the Super-High Res option, click on "Use" and then watch as 
your screen is transformed. The items on the Workbench screen sud­
denly seem very much smaller. Although each opened window is using 
as many pixels to describe it as it was before there are now many more 
pixels on the screen, the overall effect being to create more space on 
the Workbench. It is twice the previous total area. 

--------11--------
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= Display Mode Vis Size ~lmS1ze MaxSize MCols ECS gen drag Hz IS' 
~ 

A2024•!0Hz !024xl024 l024xl024 !6368xl6384 4 N y 50 l5.6k :: 
A2024 15Hz !024xl024 !024xl024 l6368xl6384 4 N y 50. !5.6k 1'1 

~ 
DBLNTSCHigh Res 640x200 640x200 !6368xl6384 256 N y 58. 27.66k II) 

"' DBLNTSCH1gh Res Laced 640x800 640x200 !6368xl6384 256 req N y 58. 27.66k c:"l = DBLNTSCHigh Res No F11cker 640x400 640x200 !6368xl6384 256 req N y 58. 27.66k .... 
~ 

DBLNTSCLow Res 320x200 640x200 l6368xl6384 256 N y 58. 27.66k 

DBLNTSCLow Res Laced 320x800 640x200 !6368xl6384 256 req N y 58. 27.66k 

DBLNTSCLow Res No Flicker 320x400 640x200 16368xl6384 256 req N y 58. 27.66k 

DBLPAL High Res 640x256 640x200 !6368xl6384 256 N y 48. 27.50k 

DBLPAL H1gh Res Laced 640xl024 640x200 !6368xl6384 256 req N y 48. 27.50k 

DBLPAL High Res No F1lcker 640x5!2 640x200 l6368xl6384 256 req N y 48. 27.50k 

DBLPAL Low Res 320x256 640x200 !6368xl6384 256 N y 48. 27.50k 

DBLPALLow Res Laced 320xl024 640x200 16368xl6384 256 req N y 48. 27.50k 

DBLPALLow Res No F1lcker 320x512 640x200 16368xl6384 256 req N y 48. 27.50k 

EURO 36Hz High Res 640x200 640x200 !6368xl6384 256 req N y 73. l5.76k 

EUR0•36Hz High Res Laced 640x200 640x400 l6368xl6384 256 req N y 73. !5.76k 

EURO 36Hz Low Res 320x200 640x200 !6368xl6384 256 req N y 73. !5.76k 

EUR0•36Hz Low Res Laced 320x400 640x200 !6368xl6384 256 req N y 73. !5.76k 

EURO 36Hz Super-High Res !280x200 640x200 16368xl6384 256 req N y 73. 15.76k 

EURO 36Hz Super-High Res Lac !280x400 640x20Cl l6368xl6384 256 req N y 73. 15.76k 

Table 14.1. Monitor Specifications. 



EUR0•72Hz Productivity 640x400 640x200 16368xl6384 256 req N y 70. 31.43k 

EUR0•72Hz Productivity Laced 640x800 640x200 16368xl6384 256 req N y 70, 31.43k 

MUL TISCAN.Productivity 640x480 640x200 16368x16384 256 req N y 58. 29.29k 

I MUL TISC.A_N Productivity Laced 640x960 640x200 16368xl6384 256 req N y 58 29.29k 

NTSC.High Res 640x200 640x200 16368x16384 256 y y 60. 15.72k 

NTSC.High Res Laced 640x400 640x200 16368xl6384 256 y y 60. 15.72k 

NTSC.Low Res 320x200 640x200 16368xl6384 256 y y 60. 15.72k 

NTSC.Low Res Laced 320x400 640x200 16368xl6384 256 y y 60, 15.72k 

NTSC.Super-High Res 1280x200 640x200 16368xl6384 256 req y y 60. 15.72k 

NTSC.Super-High Res Laced 1280x400 640x200 16368xl6384 256 req y y 60. 15.72k 

PAL•1280 X 256 1280x256 640x200 16368xl6384 256 req y y 50. 15.6k 

PAL 1280 x 512 Interlaced 1280x512 640x200 16368xl6384 256 req y y 50, 15.6k 

PAL•320 X 256 320x256 640x200 16368xl6384 256 y y 50, 15.6k 

PAL•320 x 512 Interlaced 320x512 640x200 16368xl6384 256 y y 50. 15.6k 

PAL 640 x 256 640x256 640x200 16368xl6384 256 y y 50, 15.6k 

PAL•640 x 512 Interlaced 640x512 640x200 16368xl6384 256 y y 50. 15.6k 

I SUPER72 High Res 400x300 640x200 16368xl6384 256 req N y 72. 24.62k 

I! SUPER72 High Res Laced 400x600 640x200 l6368xl6384 256 req N y 72. 24.62k 

SUPER72•Super-High Res 800x300 640x200 16368xl6384 256 req N y 72. 24.62k 

SUPER72•Super-High Res Laced 800x600 640x200 16368xl6384 256 req N y 72. 24.62k 
Ill 

~ 
Ill 
"'l 

Table 14.1 continued. Monitor Specifications. ·~ = 
~ 
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If you are accustomed to having numerous windows open at once -
something which is most likelv to happen if vou have extra RAM and 
are therefore capable of multitasking to a much greater degree- then 
this could be the mode for vou. 

Having selected your chosen mode you can now modifv it for your 
own personal use. Beneath the righthand Display Modes windows are 
the gadgets for selecting screen size for the mode you have chosen. 
Clicking on the default buttons allows new figures to be inserted in the 
width and height boxes. You can tvpc in virtuallv anv figures vou like 
here as long as they are no smaller than the miminum size and no 
larger than the maximum size options shown in the Mode Properties. 
Using the 640 x 256 option, for example, let's trv figures of 1280 wide 
bv 512 high. Clicking on "Usc" presents the familiar Workbench screen 
but with no apparent righthand or bottom edges. Now try moving the 
mouse off the bottom or the right of the screen and what happens is 
that the whole screen scrolls to reveal even more screen. One further 
option here is the Autoscroll gadget. If this isn't ticked (checked) then 
the ability to move off the screen is disabled. I'm not sure why vou 
would ever want to do this. The net effect of all this is that the screen 
can be customised so that the items on it are reduced in size and/or so 
that the screen itself is of a different size. 

1 If vou do use a screen larger than fits 
onto the screen vou will still want to I IControl 

'-------._------'---- usc the menu options at the top-left 
of the screen even when working elsewhere on the screen. That is pos­
sible because the option that sets this is, by default, set to "on". The 
!Control preferences utility has an option headed "Screen Menu Snap" 
which does just this. 

Also inside this utility arc options which relate to the Productivity 
modes found on some multiscan monitors. When using several 
screens on one of these monitors the front screen is the only one likelx 
to have the optimum display quality. To try and improve the picture 
quality on the lower screens the "Avoid Flicker", and "Preserve Colors" 
options are toggled on. If the results aren't to vour liking you might try 
resetting them. 

--------·--------
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The screen drag option merely controls how a screen can be dragged. 
You can drag the title bar or bv clicking anvwhere on the screen and 
holding down the chosen kev (Shift, Ctrl, Alt or Left-Amiga). 

I I 
The number of colours available can 

. More Colours also be altered. Bv default this is just 
·----~---------- four but this can be adjusted in most 

screen modes up to 256. This is the maximum number that can be dis-
played on a Workbench screen at any one time but if vou are using a 
graphics package which has its own screen then vou will need to look 
within the options of that program to alter its capabilities. 

Now if vou're reallv sharp you mav remember pllaving round with the 
Preference settings in the Palett•e utilitv. There, on the screen, is a 
colour wheel with 256 different colours showing how you can cus­
tomise the colours of the desktop. How can 256 colours be displaved 
here and not normallv? 

The answer is that the Palette window doesn't normallv open onto a 
Workbench screen. Select a four-colour option from the screen modes 
options and then open the Palette window. You \\ill see that it can't be 
mm·ed around like anv other window but that it sits on its m\·n screen. 

H<l\\'en~r. if vou choose 256 colours in the Screen Modes utilitv and 
now open the Palette \\indow vou will find that it has a normal 
Workbench windm\· of its own. Verv cunning! 

I I Bv default the A1200 expects to sec 
Catch 22 one specific kind of monitor. To usc 

1 anvthing diffen:nt requires changing 
the monitor driwr. Howe\·er, to change the monitor driver requires 
being able to see what vou are doing ... 

If you are onlv ewr going to use vour Al200 with a non-standard mon­
itor vou need to get vour dealer to change the preferences for vou 
before vou leave the shop or, more probablv, you need to find a TV or 
similar to perform this operation on. You must have one lving around 
somewhere. 

--------·--------



So why not use the largest possible 
screen size in as many colours as are 
available? Each enhancement you 

make to the appearance of the screen costs more in terms of memory. 
As you add to the number of available colours and the area of the 
screen the available memory figure at the top of the Workbench screen 
decreases. It's a good idea to keep an eye on this figure during the 
course of your computing. Should you need to free up some extra 
memory for a particulalrly RAM-hungry operation then this can be 
one useful source. Getting by with just two colours, black and grey, 
certainly isn't pretty but if it gets the job done it can't be all bad. 

Some applications regularly use almost all your available RAM - DTP 
packages are common culprits - and if you can get by in a simpler 
screen mode then do so. 

I J Pretty well every screen mode has an 
lnterlaemg accompanying mode called "Laced". 

Interlacing is a method of fitting 
more onto the screen than should normally be possible given the con-
straints of the hardware involved. 

In normal, non-laced, modes the information on screen is updated at 
between 50 and 70 times a second, fast enough to deceive the eye into 
seeing a static or smoothly moving image. Interlacing effectively 
crams twice as many horizontal lines onto the screen by displaying 
each line alternately. Thus lines 1, 3, 5, 7 etc are shown followed by 
lines 2, 4, 6, 8 and so on. The net result is a larger screen area but the 
cost is the flickering image that results. If this is one area you wish to 
explore then enquire about the costs of a "flicker-fixer", a little hard­
ware add-on which will do just what its name suggests. 

'I As they can display far more colours 
than the unexpanded Al200, Amigas 
that are fitted with 24-bit graphics 

cards are also supplied with their own custom screen modes. This sort 
of add-on is for the dedicated graphics user and a multisync monitor 
is essential - there's no point playing round with all those extra 
colours if vou can't see them! 

--------11--------
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The information in the Mode 
Properties \\'indow includes 
"requires ECS" and "draggable" 

appended to some of the screen modes. Neither criterion need wotT\' 

us. ECS is the Enhanced Chip Set which is standard in the A 1200 and 
draggablc means that individual screens - such as 1 he Workbench 
screen - can be dragged by mouse in the manner we arc accustomed 
to. 

The Visible Size is that \\'hich can be Yie\\ed at am one time. The 
Minimum Size is just that. If vou tn and enter a lcl\\'cr figure the 
default minimum wilt be used instead. 

--------·11---------



A hard disk drive is the Al200 dream a(~eessory. 
Fitting it and setting it. up doesn't have to he a 

nightman• ... 

0 nee vou've been using your Amiga for a while vou'll 
become aware of certain shortcomings and will start to 
think of the manv different \\·avs in which vour set-up 

can he improved. 

The two most popular improvements involve expanding the 
size of the memory and adding a hard drive. A hard drive is 
viewed bv manv to be such an essential part of the modern 
computer that few other than the cheapest home computers 
(such as the Amiga A1200) are sold without them. This does 
offer us quite an adnntage though. Machines that are sold 
with a hard drive fitted don't alwavs give vou the choice of 
what size vou would prefer - vou get what vou're given and 
that's it. 

I Hard Drive Facts I 11·~~vg<~~~ew~te~~:V~r~~~~s~~ I . ~ ~ 

L_ _______ . ____ __j, whenever you want to per-

form even the simplest of actions on your machine then the 
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thought mav have occurred to vou "Wouldn't it be easier if these disks 
could hold more data?" 

If a disk held 40Mb instead of just one then it would be possible to put 
the contents of both Workbench and Extras dllsks onto it, a word­
processor, some games and all the projects you're V\ or king on rather 
than have to do endless disk swaps. The hard drive is that 40 Megabvte 
disk and it doesn't have to be 40Mb- it can be as little as 20Mb or as 
large as several hundred. The onlv difference is vou can't slot it in and 
out of vour machine like a floppv disk. It's a separate entitv altogether 
and normallv fits permanently inside vour machine. But vou can store 
all vour data on it and still have the iloppv disk drive available for 
transfetTing data to different sources eg from magazine disks. 

I I Stoct talking about baed di'b and 

_ No ID~a? ------~-- ~~o~~;, :~~ .~~~~:~ss~~:~s·:.~~t~;:; 
cropping up all over the place. It doesn't have to be that complicated 
but, if vou reallv must know, then IDE stands Cor "Integrated Drive 
Electronics", SCSI stands for "Small Computer Svstems Interface'' and 
access speed is the time taken for information to be retrie\·ed from or 
written to the hard disk. 

There arc all sorts of complicated wavs of measuring a hard disk's 
access speed and the more technical magazines periodicallv run com­
parisons judged on various criteria. Forget it. Although some appear 
to be several times faster than others the net result is that the fastest 
arc almo:,t instantaneous in their response \\ hilst the slowest are still 
so fast that it makes no odds. I'm not aware of there being a hard disk 
on the market for the A 1200 which is so slcl\\ a~. to be a handicap in 
normal use. Save mur money then and don't be lured into buving 
something\\ hich has impressive credentials that make no difference. 

The crireria which vou should consider are a) can it be used vvith an 
Amiga A 1200? and b) what size should I get? 

I 
Take a tloppv disk to pieces (but not 
one you'll ever need again!) and 

-- vou'll find a thin disk of grey-black 
plastic. This is the 11oppv part and it's also the part on which every­
thing is recorded. It's done in much the same wav as music is recorded 

----11----



Amiga Insider Guide 

onto a tape cassette. A hard disk is like a stack of these floppy disks all 
stored together in a hard case. Plug it into your Amiga and suddenly 
you have 20, 40 or however many Megabytes of extra storage. 

The most complicated technical data 
I would advise you to study when 
purchasing a hard drive is your own 

requirements. Take a look at the disks you normally use: the programs 
and utilities, the data disks and add up the total in Mbs. This is the 
minimum size of hard disk that you'll need. In practice having a hard 
disk provides many freedoms and my own preference is to err on the 
side of gross excess. Having too large a hard disk means that it takes 
longer to fill up- something that it will inevitably do. Too small a hard 
disk and you will find yourself continuously having to make decisions 
about what goes on it and what doesn't. Save the extra pennies and 
buy yourself the next bigger one than you thought you would actually 
need. 

A further consideration is that as you use your computer more and 
more the amount of programs you regularly use will increase. Actually 
having a hard disk means that the process of exploration is speeded up 
increasing the rate at which you need a larger hard drive! There are 
20Mb disks on the market but I can't imagine any coping with just 
that- buy a 40 or even 60Mb one if you can. 

Having said all this, and having persuaded you to spend more than 
you would have preferred in buying that slightly bigger disk, you still 
need to be careful. Hard disks are like magnets for every stray bit of 
data that goes around. Be incautious and it will fill up faster than you 
can say "I wish I had a larger hard disk." 

The software that goes with a hard drive will supply a running total of 
the amount of storage space used and that still available. Keep an eye 
on these totals and try and make sure that you're not saving any old 
rubbish onto it. If you don't need a file for immediate use then put it 
somewhere else. 

Once the hard drive is installed and 
set up with all the software that you 
need you'll never look back. In fact it 

does become difficult to appreciate how those other Amiga users can 
cope without one. 
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The advantage does not just lie in being able to do those many things 
you were using your Amiga for beforehand without spending hours 
playing around with floppies. The extra speed and convenience means 
that new avenues will be opened for exploration and that you will be 
able to use utilities and functions that you wouldn't have bothered 
with beforehand. 

OK so you've decided you want a hard drive and you've saved up your 
money - what next? As ever there is a choice. Option One is to take 
your machine down to the local dealers and to get them to fit, parti­
tion and format your hard drive and load everything you need onto it 
readv for use. Option Two is to do everything yourself. It can be a 
cheaper option and it's also far more exciting. 

I I 
Any old hard drive won't do so, 

Option Two before you buy, shop around and 
,__ _____________ __j make sure that the one vou intend 

I 

using will be suitable for the A 1200. You need a 2.5 inch IDE drive but 
it has to be approved for the A1200. 

Fitting the beast isn't as difficult as might at first seem but, if you are 
doing it yourself, it will invalidate your machine warranty should that 
still apply. This is proven by the stickers that cover the joins in the 
computer casing - if they're broken your warranty no longer applies. 
(If you can remove these stickers without breaking them I'll be 
impressed!) So, if anything goes wrong with the machine, and you 
take it back to the shop they'll be within their rights to charge for any 
work done. If this hasn't put you off then there's no stopping you ... 

You'll need a number of things to help you. Steady hands, screw­
drivers, a hard drive plus cradle, connecting cable and installation 
software. For the latter I have used Commodore's own "HDToo!Box" 
program. 

You should bear in mind that if you 
Diselai.Jner fit your own hard drive, you will 

almost certainly breach your com­
puter's warrantv. Do bear this in mind, especially if your A1200 is new. 
Also do not attempt to undertake this exercise unless you are quite 
sure what you are going to do. While the process is relatively straight­
forward neither the publishers of this book, or the author can be held 
responsible for any damage caused to person or machine. 
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L Fitting the Orive 
I The hc;t thing tn do i< to di'fnnncct 

the machine from the mains and 
indeed from any other external 

appliance such as mouse, joystick, monitor, printer, extra floppy drive 
and so on and then wait for at least thirty seconds to let any static dis­
charge. Then turn the A1200 over onto its back and undo the screws 
holding the casing together. I find it quite handy not to throw these 
away. Carefully slit the warranty seals and now, holding the case 
together, turn the machine back the right way up again. Easy does it. 

Lift the top of the case off and look inside the machine. A hard drive 
cradle is fitted internally and your unit will bolt into this. Once fitted 
the top of the case presses against the cradle to prevent it from moving 
around. 

You will need a suitable 2.5inch IDE hard drive with cable, a small 
crosshead screwdriver and enough patience to do the job with meticu­
lous care. Warning! Fitting a hard drive yourself will invalidate your 
machine's watTanty. 

I. Disconnect the machine from everything else: mouse, monitor, 
printer and, above all else, the power supply. 

2. Turn the A1200 upside down and undo the retaining screws. 

3. Turn the machine the right way round and lift the top. This 
requires a little jiggling to free it from the catches at the back of 
the machine. 

4. Disconnect the disk drive LEDs. 

5. Slide the keyboard back until it is free of the catches and then 
place behind the main body of the machine- it should still be con­
nected to your A1200. 

6. Fit the hard drive to the cradle if it has not been supplied and plug 
the hard drive cable into the pins. 

7. Fit the hard drive/cradle unit into the main board 

8. Reassemble the machine. 
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1\bove: Open the case lid to reveal the keyboard and the internal floppy disk 
drive in the top lefthand corner. 

Belcm· R~mO\·e the keyboard to expose the innards. Disconnect the disk drin~ 
LEDs to make access easier. 

----------~~----~ 
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·····<;> . • • •••• • • • • • • • •••••• •• • • • • • • • • • • • • • • • • • • • • • • • • • 
Above: If not supplied with its own cradle, fit the hard disk drive to the 
Al200's cradle. Position the drive so that the cable ribbon is to the left 

and plug it into the array of pins. Make sure that pins and holes 
correspond, do not force anything. 

Below: The cradle's feet should fit back into purpose-made sockets. Physical 
installation is really that easy. Now replace the keyboard and disk drive LEOs. 
Reassemble the A 1200 case and reconnect all external appliances. Insert the 
Workbench disk and switch on. Physical installation is now complete but the 

disk now needs to be prepared as a boot disk ... 

•• • •• ••• • • ••• • • ••• ~-
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The hard disk is secured in its place, the case has been reassembled 
and all the add-ons re-attached. Put the Workbench disk into the inter­
nal drive and switch on. If all has gone well the machine should boot 
up as normal but, in addition to the normal floppy drive commotion, 
there should be an additional, subtler, whirring sound. The A1200 has 
discovered the hard drive and has powered it up .. Like any other disk, 
the hard drive must be formatted before it is any use but, unlike a 
floppy disk, there are various additional options to consider. 

It is common practice to make the 
hard drive behave in such a manner 
that the A1200 thinks it is dealing 

with two or more component parts -partitioning as it's called. The 
benefits are speed and security. With a physically smaller disk to 
search the access speeds are improved and, heaven forbid, should 
something go wrong then the damage will normally be restricted to 
just one partition. To partition a drive requires using appropriate soft­
ware. I used "HDToolBox" and will refer to that but there may well be 
other alternatives that you wish to try. 

Put the HDToolBox disk in the inter­
nal drive and launch the program. 
The first thing that happens is the 

software informs you that your IDE drive is a SCSI device. Don't 
worry it's just telling lies. Click on the "Change Drive Type" button 
which brings up another window confirming your drive as a SCSI 
(still lying) and presenting you with a further option of "Define new 
drive type". Click on that and yet another window is revealed. This 
contains a bewildering array of options and technical detail but the 
only one that interests us is the "Read Configuration From Drive" 
option. Rather than having to read all manner of technical data our­
selves this just loads the info from the hard disk itself and gets in with 
it. Click on "Continue" in the system request box this produces, and 
then on "OK". This returns us to the previous window where another 
"OK" takes us back to the starting window. 

All that this has done is name the drive and make the information 
available to HDToolBox. 

The next step is to partition the hard drive. This disk I have been using 
is only 20Mb (I stole it from an A600) so I have just split it into two 
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sections but three is probably more useful. You will want one partition 
to put the routine Workbench stuff on and 6Mb should be enough for 
that. 

My suggestion is to split the rest of the disk into two roughly equal 

partitions. Try and think about what you are going to put in each par­
tition. Ideally you want to organise things so that when a program is 
up and running it isn't using three separate partitions all at once but 
restricts its searching to just the one. Otherwise any speed advantages 

are negated. So, for example, if you put a DTP package into one parti­
tion then you will want the fonts there, any clipart files and plenty of 
space to store any finished work. It isn't a bad idea to sit down with 
pen and paper and work out what is going to go where before you par­
tition. Re-partitioning a hard disk afterwards is a pain to say the least. 

Having decided what size partitions you are going to use then click on 
the "Partition Drive" option. This displays yet another window and it 
is here that you determine how many and how large the partitions are 
to be. The large horizontal bar depicts the storage space on the hard 

disk and the little aiTowhead beneath it can be moved back and fmih 
to select a suitable size for each partition. Drag it left until the "Size" 
reading states "6 Meg". Now click in the "Partition Device Name" win­
dow and type in a suitable name for that partition- such as "WB3.0" -
and then click on the "Boatable?" option to display "Yes". Repeat the 

process for any subsequent partitions except for the "Boatable?" part, 
and then click on "OK". This returns you to the opening window 
where you can now click on the "Save Changes to Drive" option. 

lc.__'_l_i_ •... '·_,_,~_,_,_~,_,·,•·,,_,._,.,,,.-"C~·-,,_:;--'.~~~-:_~_·'~·•_· _· ~-"-'1 ::~:~,~~~,~~~~~:;;H~i:~ ~f~ 
in the floppy drive or the Ram Disk- one for each partition. And, like 

any unformatted floppy disk, they may well be indicated as being 
"BAD". Select one partition and then use the Format option from the 
Workbench "Icons" menu. Decide now whether or not you want the 
Trashcan and select the "Fast File System" option. You will need to 
repeat the name you have chosen for the partition as Workbench has a 
habit of wanting to call everything "Empty". Then click on the 
"Format" option and sit back, confirm several times that this is what 
you want to do (the A 1200 has been designed to make sure that you 

don't do this sort of thing by accident) and wait for it to be done. 
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Allow an~thing up to a minute per Megabyte for the formatting to be 
done- a graphical displav will tell vou how things are progressing. 

Having done it with one partition you can now do it with all the oth­
ers. Once vou have finished vou should have a Workbench screen with . -
several disk icons displaved: one for the Workbench disk in the inter­
nal disk drive; one for the Ram Disk; one for each hard drive partition; 
and one for each of any RAD disks vou mav have included in your set­
up. 

L Ahnost There ... 
I The final step is to place all the 

Workbench information onto the 
I bootable partition of the hard drive. 

This isn't just from the Workbench disk but all the others such as 
Extras, Storage and so on. The quickest wav to do this is with the 
COPY command in either the Shell or via the "Execute Command ... " 
option. To copY Workbench from a disk in the internal drive to a parti­
tion called "WB3.0" use: 

COPY DFO:#? WB3.0: ALL CLONE 

The CLONE option ensures that all the files copied across retain their 
original elate stamps and any filenotes that have been appended. 
Repeat the process with the Extras disk. One thing that you will notice 
happening when you do this is that certain parts of the Workbench 
and Extras disk appear to merge together. Each disk has its own 
"System" directon' for example but on the hard drive there is only one 
and this contains the content of both previous "Svstem" directories. 

This has all been carefullv planned by Commodore when the original 
five disks were compiled. Ideally everything on the Workbench and the 
Extras disk would have been squeezed onto the one disk but this sim­
plv wasn't feasible. So the material on the two disks was arranged so 
that the Extras disk contains all the information that is onlv needed on 
an occasional basis. However, when the two disks are put together 
onto one hard drive partition all that Hexibility is available at once. 

A similar procedure to above is called for when copying the Fonts, 
Storage and Locale disks onto the hard drive. But, as we don't want 
their information in the root directory they should be copied into 
directories that bear their names: 

COPY DFO:#? WB3.0:FONTS ALL CLONE 

COPY DFO:#? WB3.0:STORAGE ALL CLONE 
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COPY DFO:#? WB3.0:LOCALE ALL CLONE 

Suitably set-up the Workbench partition now has all that it is going to 
need - for the time being at least. Empty the internal drive and then 
perform a soft reboot. 

(If your Workbench is booting off a RAD disk then you will have to 
switch the machine off, wait a few seconds and then switch on again. 
This time it should boot up from the hard drive. If you have RAD disks 
included as part of your startup process then now is as good a time as 
any to get rid of them. You can use the hard drive in exactly the same 
way and you will find the extra RAM that this liberates will be invalu­
able.) 

Now when you double-click on the WB3.0 icon (or whatever else you 
have called it) all the files should be there to see. Most of them will be 
piled on top of each other but this can be quickly rectified by succes­
sively choosing the "Select Contents", "Clean Up" and "Snapshot" 
options from the Workbench menus or by using the following hot-key 
combinations: <Amiga><A>, <Amiga><.> and <Amiga><S>. 
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In Chapter 15 we looked at installing a hard 
drive. Having done that we ask '"What's 

changed?" 

N. · ow that your hard disk is installed, every time you 
switch on the A1200 the machine will boot up from the 
hard drive. This, as you will find to your pleasure, is 

considerably quicker than doing the same from floppy disk. 
With no need to keep a Workbench disk lying around, the 
internal floppy drive can be used without the previous endless 
disk swapping hassles. 

The way the Startup-Sequence has been written you do not 
need to rewrite any of it for the machine to understand that it 
is booting Workbench from a hard drive. A useful part of the 
Startup-Sequence is the setting of default paths for Tools and 
Tools/Commodities which are normally found on the Extras 
disk. Now if you type , say, CALCULATOR into the Shell the 
calculator appears on screen rather than the previous 
"Unknown command" message. 
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l 1 The next step is to start copving 
Lo __ ad_ing Up I vour most-needed programs onto 

--~ .... ---~-·-----------~---· the other partition(s) on the hard 
drive. This requires a bit of ach·anced planning. The best wav of doing 
it is to create a directory for each application. 

Let's assume vou ha\'C a \\·ordprocessor called "Scrawl". Create a 
directon of that name and then copv across all the files that vou will 
need for its use: the Scrawl application itself. am dictionarv that 
comes \\ith it, the files vou arc working on and anvthing else that 
appears to be hanging around that vou think might come in handv. 
The great advantage of the hard drive is that this directorv can be, and 
often is, much bigger than could previouslv be squeezed onto the one 
floppv disk. If the Scrawl application previous!\ booted from its own 
disk then it mav have access to its own tools. Thus the C: directory on 
that floppv disk mav well contain command~. that aren't on vour 
Workbench partition and which Scrawl needs to run properlv. The 
best course of action is to use the "Show » All Files" option on the 
Workbench Window menu and have a good roor round to see if there 
is anvthing else you need. 

If there are files missing that the program needs then it will soon com­
plain about it sa~·ing "Can't open ... ". Find the file it is looking for and 
copv it to vour hard drive. The second difficult:v that vou can 
encounter is that a Svstem Request continuallv prompts vou to "Please 
insert n)lume ... " It does so because its Default Tool setting includes 
the name of a disk. Click on the program in question and then open its 
"Information" windm,. Rewrite the Default Tool setting to suit vour 
hard dri,·e partition. H these options fail to get the program running 
smooth!\ from the hard disk check that there isn't a special hard disk 
install utili tv to go with the program. If there isn't then the chances are 
that the program won't run from a hard drive. Not all programs will, 
but all commercial ones should. H in doubt check \\ith the manufac­
turers. 

I 1

1 

Although vou can now boot up from 
Floppy Boots the hard drive and ''ill tend to do so 

---~----------- .. ~~--~ most of the time there are occasions 
v.:hen vou might want to boot from a l1oppv disk instead. The Al200 
set-up :1llows vou to do just that. If it finds a bootable disk in the inter­
nal drive on boot-up then the A1200 will use that bv default. This can 
be verY handv when vou have a program that doesn't want to usc 
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I 

Workbench- games in particular. The other occasion when this could 

be useful is in the awful eventualitv of something nasty going wrong 

with the hard drive. Just think about it - if the A 1200 kept trving to 
boot up from a broken hard drive then vou'd really be in trouble. 

i One thing vou will find is that some 

Hard Games f applications, games in particular, 
~---~-------- ---~~----- _j can't be copied across onto the hard 
drive. This is because of the wav in which thev have been protected. In 
an effort to prevent software piracv- the illegal copving and selling of 
their software- manv games manufacturers make a habit of including 
software protection that prevents their programs from being copied. 
In practice these methods arc never foolproof but thev do deter casual 
p1racv. 

However, as most games need to take over the whole machine and 
don't want anvthing to do with Workbench, you will normally need to 
boot from the main games disk am-wav and that means booting from 
the 11oppv drive. However, if there arc several disks involved in the 
game - as there often are - these extra disks can often be copied to 
vour hard drive without am difficultv. . . . 

One or two handv utilities will help 
Utility Help enormouslv with the day to dav run-

~-----~---------~ ning of vour hard disk. An "applica­
tion launcher" is used to load programs without having to hunt 
through the relevant directories. This is particularlv useful if vou have 
a large hard disk containing a lot of applications. 

The "All is not Lost" chapter contains an explanation of how saved 
files can become fragmented while still appearing, on the Workbench, 
as complete units. This process takes rather longer to become a prob­
lem on a hard driw but, when it docs, it can slow down its operation 
quite considerablv. One wav round the problem is to backup the hard 
disk partition, rdormat it and then load the files back onto it. This is 

certainlv effective although a little slow and vou mav choose to bm a 
separate "defragmentor" utilitv instead which handles these details for 

vou. 

Another handv utility is a file finder. The hard dri\·e quicklv becomes 

home to hundreds, thousands even, of files and there are occasions 
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when you need to find a particular file in a hum; - now which directo­
rv did I put it in? The answer is to employ a utility to do the job for 
vou. It asks vou to enter the file name vour'e looking for and then sifts 
through as manv hard drive partitions as vou care to choose, search­
ing for all instances of files of that name. These are then listed out 
alongside their path names. 

With a hard disk the dangers of virus attack becomes more acute as, at 
anv one time, vou have far more files that are exposed. Keeping expo­
sure to dubious soft\vare sources down to a minimum will reduce the 
risks but the only surefire wav of protecting vour set .. up is to include a 
virus checker in the startup sequence. This will ensure that evervtime 
a new disk is placed in the internal drive- or anv other lloppv that vou 
might have, for that matter- that disk is scanned to make sure it isn't 
carrving a virus. Ine\·itablv this slows down the whole process a little 
but the few seconds you have to wait each time will more than repav 
themsehes should vou prevent just one infection. Whatever utilities 
vou buv, though, put a back-up program at the top of the list. 

The easiest wav to damage vour 
hard drive is to drop it, so don't. You 
should alwavs be careful when mm·-

ing computer equipment around but once vou have a hard drive fitted 
onlv ever do it when the machine is switched off. The "heads" that 
read the data from the hard drive hover perilously close to the surfaces 
of the drive when it is in operation and a sudden jolt can make head 
and disk surface come into contact. Ouch. The effect usually involves 
the loss of data. But when a hard drive is switched off the heads are 
parked awav from the danger zone and the risks reduced. Don't take 
that to mean vou can throw it around- it's still a delicate device. 

Thev mav be robust units but damage to them can mean the loss of 
weeks, months even, of sweat and toil. If vou're using your A1200 for 
business uses that might not just be inconvenient, it's going to be 
expensive as well. You need to make a regular back-up as an exercise 
in damage limitation. 

The other danger is doing something daft like resetting the Al200 
while the hard drive is in operation - this will inevitablv wipe some 
data but onlv in the partition that is being accessed. 
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Insider Guide #19: Getting software to run from a 
hard disk. 

Copy the soft­
ware you wish 
to use to the 

Work: partition 
of the hard 

disk. Try and 
use it- if it 
works then 
great. if it 

doesn't then 
use this check­

list: 

1. Is there a hard drive install program specifically for that piece of 
software? If so then use it. 

2. Does the program send out error messages stating that certain 
obscure files could not be found? If so locate each file mentioned from 
the original software disks and copy them into the equivalent directo­

ries on the Workbench partition of the hard disk. 

3. Does the program request the original software disk? eg: 

Please insert Wordprocessor disk 

If so, the program has been written to look for that disk as part of its 
normal use. However the program can be conned into thinking it has 

found the disk by ASSIGNing it to the directory on the hard disk 
where you have placed it. 

Confused? Imagine the program sends out a 

Please insert Wordprocessor disk 

message. Make a note of where you have stored the program on the 
hard disk. For example in the "Work:WordPro" directory. Create an ED 

file 

ED S:USER-STARTUP 

then in the newly created file (or at the end of an existing file of that 
name) type: 

ASSIGN WORDPROCESSOR: WORK:WORDPRO 

Save the file and reboot the machine. Now, every time the program 
wants to look at the Wordprocessor disk AmigaDOS redirects its 

search to the appropriate directory on the hard disk. 

If you start moving programs around on your hard disk don't forget 
that you may have to rewrite the User-Startup file accordingly. 
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When a hard drive is switched off it 
is safest for the heads to be "parked" 
away from the disk surface. This 

reduces the risks of damage should the unit be jolted in transit etc. 
This is not something that users of modern hard drives have to worrv 
about as all hard drives for the A1200 do this automatically. 

In an extreme case the hard disk can be ruined and will need replace­
ment. They aren't practical to repair and, when something mechanical 
starts to go wrong, it isn't going to fix itself. 

If the hard disk does crash you will normally be informed of the glum 
news bv repeated disk error messages and an inability to access cer­
tain areas of data. What has happened is the data used to store some 
of vour files has been partially destroyed. Depending on where the 
crash occurs this may be an annoying niggle or a total catastrophe. In 
the case of the former it may be quite possible to save a lot of data; in 
the latter vou may have to completely reformat your hard disk. 

L I If you thought that the dangers of 
Backing Up disk damage were bad enough on a 

---------~ floppy disk just wait until vou get a 
hard drive. You have vast amounts of storage space which is great in 
normal circumstances, less so when something goes wrong. Suffering 
a hard disk crash and watching as your work disappears is heart­
breaking. If something does go wrong then you will want to have a 
copy of as much as possible of what has been lost. 

The most obvious way of doing this is to copy the entire hard disk 
onto a series of floppv disks at regular intervals. You can do this but it 
will soon become laborious. If you have files larger than the 878K that 
fits onto a floppy disk then quite simplv you won't be able to do it. 

Fortunately there are several programs available which will do the job 
for vou and can also keep track of which of your files actually need 
backing up. 

A backup program copies the partition or even part of it onto a series 
of f1oppy disks. These can then be kept somewhere safe. Then, after a 
reasonable interval when you wish to update your backup, you can use 
the same disks and the program will only add that data which has 
been changed from the time of the previous backup. So, although 
backing up for the first time is relatively slow, on any subsequent 
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occasions it can be quite rapid. Restoring a file from its backup is just 
a matter of selecting the appropriate option from the program and 
then feeding it disks as it demands. 

There are several backup systems available but they all do much the 
same job. Some of them have the option of incorporating a file com­
pression routine into the process. The advantage of this is that your 
data can be squeezed onto fewer disks. The disadvantage is that it 
takes longer because the A1200 has to take time actually doing the 
compression and decompression. Swings and roundabouts. 

One further subtlety. Many hard drive users will backup one partition 
onto another. The theory here is that it is unlikely for both partitions 
to be damaged at the same time and the process is much faster. 
However doing it this way means taking up space on the hard drive 
that you will want to use for better purposes. It is up to you but you 
may want to consider keeping a backup of just your most recent work 
on a separate partition to save time. 

So far this chapter has been mainly 
concerned with the addition of an 
internal IDE hard drive to your 

A1200. There are, however, other possibilities. You should also read 
the "Improve Your Memory" chapter on adding extra RAM to the 
machine and perhaps consider the cheaper option of adding an extra 
floppy disk instead. These processes offer different advantages to the 
hard drive but are similar in that they offer speed increases in the 
overall computing process, albeit in very different ways. 

Another option which may become more popular is the use of remov­
able hard disks. These don't fit internally for obvious reasons! The set­
up is very similar to fitting an additional floppy drive except that the 
disks which fit in this drive are typically of 40Mb each and have all the 
usual hard disk advantages of ultra-rapid speed. The drive itself is the 
expensive part with additional hard disks being relatively cheap. This 
sort of set-up is particularly useful if you are in the habit of either a) 
working on completely unrelated projects which rule out the possibili­
ty of having to keep swapping between hard disks or b) exchanging 
large files with another computer similarly equipped. 

Another option is that of optical disks. These drives use a different 
technology to read and write to CD style disks. In behaviour they are 
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similar to removable hard drives, arc considcrablv slower in their 
access limes but hmc far larger capacity. 

There are other options available in the world of hard drives: the chap­
ter lmprol'e Your Memorr discusses the advantage of fitting a hard 
drive via the PCMCIA port whilst one can also be fitted to the parallel 
port. This second option means that the hard drive has slow access 
speeds and cannot be used for booting from. However, it mav be use­
ful as a means of having a data back-up. 

Hard Disk Set-ups 
The concept uf customlstng the 
A1200 Workbench should bv now be 
verv familiar. With a hard disk all 

the old options are still there onlv more so. Booting off a f1oppy disk 
meant having cven•thing vou needed squeezed onto the one disk. 
Space on a hard drive isn't limitless but it's considerably more than on 
a f1oppy disk. That means that anv specifications vou want to make to 
Workbench and anv programs vou want included in the startup 
process are easilv executed. You can incorporate an attractive screen 
image as the backdrop to the Workbench window and replace the fee­
ble Amiga "beep" with vour own more theatrical sound effects without 
worrying about disk space. Don't get too carried away though, as all 
these refinements do make demands on the machine RA.M. 

L Problem SOIVI·ng J 1 Some IDE drives that can be fitted 
inside an A 1200 aren't quite up to 
the task. The problem is that they 

were designed to fit in portable PCs and can't phvsicallv cope with the 
speed with which the Al200 throws data at them. Should this happen 
then programs that vou try to run from the hard drive - particularlv 
ones which involve the moving around of large files - may tend to 
crash. In most cases it's not an insoluble problem and can be solved bv 
altering the "MaxTransfer" rate within the HDToo!Box or similar 
application. Trv setting it to Ox20000. If this doesn't solve your prob­
lems then the difficultv mav lie within the software itself. Some soh­
ware isn't designed to run from a hard driw but in most cases there 
will be a utility· available from its authors which \\·ill install it for you. 
In the worst cases you mav have to go back to nmning from a floppy. 
This is increasingly rare, however, and shouldn't happen with com­
mercial software. 
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Insider Guide #20: The Workbench partition. 

The Workbench partition of the hard disk should appear as shown at the 
top whilst beneath it is the same window using the "Show>> All Files" 

options. This partition should contain all that normally appears on the 
Workbench, Extras, Storage, Fonts and Locale disks. 

Make sure that this partition is comfortably larger than those disks- say 
6Mb in total so that room is made available for extra fonts and utilities 

that may be useful. With more space to play around with on the boot disk, 
extra utilities can be placed in the WBStartup directory. 
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Now that the hard drive is installed 
and \mrking smoothlv, some of the 
instructions in rhis book will have to 

be altered to make sense. The Workbench and Extras disk have effec­
ti\·elv merged to become one big director\' and the Storage, Locale and 
Fonts disks have become subdirectories within this. So, when you read 
"Insert the Storage disk" the instruction becomes "Open the Storage 
directorv" instead. You'll find that it is much faster . 

............ aa ........... .. 
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Insider Guide #21: Backup with ABackup. 

This utility is simplici­
ty itself. Double-click 
on the icon to launch 
it and select "Backup 

an AmigaDOS 
Partition" from the 

menu. 

Select the disk, parti­
tion or directory you 
wish to back up using 
the file display. You 
can toggle between 

the current directory 
and the Workbench 
using the righthand 

mouse button outside 
this viewer. 

Press OK to start the 
process. 

From the next screen 
select the files you 

wish to save and then 
click on "Start". You 
are then asked to 
choose which disk 
drive you wish to 

save to. Feed the disk 
drive with blank disks 
as you are prompted 

until completion. 

Restoring a file fol-
lows a similar proce­

dure but starting 
with the "Restore a 
partition" option. 
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Multitasking isn~t multitasking unless you~ve got 

room for a multitiudc of tasks. An extra dose of 

RAM is called for ... 

'"'' ! $pft'd ·~ 

OnH Size 
·uni.b 

TohlSite. 

T he A 1200 has been touted as the ultimate graphics 
machine. With its new AGA graphics chips it offers abili­
ties which were previously unheard of on a home com-

puter. 

One of the drawbacks of graphics processing, however, is that 
graphics files tend to be enormous. It mav well be feasible to 
squeeze the entire works of Shakespeare onto a hard disk but 
the I-Spv Book of Birds will probablv take up far more space. 
As a means of efficiently storing pictorial information, printed 
matter still takes some beating. 

The large size of graphics files is one reason behind the deci­
sion to fit the A1200 with 2Mb of RAM as standard. It's a quan­
tity that only a few years ago would have been thought exces­
sive. That's progress. 

What makes graphics files so large is not just their physical 
dimensions of width by height but also the number of colours 
thev incorporate. If you are regularly juggling with large files of 
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this nature - perhaps in a DTP package - it won't be long before that 
2Mb seems restrictive. 

Most RAM expansion cards are trap­
door expansions. The trap-door is 
found underneath the A1200. To fit 

one of these expansions first switch the A1200 off and disconnect it 
from everything. Open the trap-door and look inside the machine at 
the opposite end of the trap-door to the securing catch. You should be 
able to see two flat, broad plates protruding. The expansion card slots 
onto these plates. The operation is by no means difficult it's just that it 
can appear daunting when the expansion card appears much bigger 
than the trap-door it has to squeeze through. With the card fitted the 
increase in RAM should be acknowledged on the Workbench menu 
bar. When buying expansion RAM you may want to consider adding a 
maths co-processor. Most expansion RAM cards have space to fit one 
of these bolt-on go-faster goodies. Other features and details to look 
out for when buying expansion RAM is a battery-backed clock, a SCSI 
interface and the card's maximum capacity. 

With a battery-backed clock fitted the Clock and Time utilities come 
into their own. A SCSI interface can be used to add on additional hard 
drives or perhaps a tape streamer. It's not going to be first choice for 
most people but probably an essential for power users. The card's max­
imum capacity has to be considered carefully before purchase. Try 
and consider possible future requirements and the maximum RAM 
you might ever need and make sure that the expansion you buy can be 
upgraded to this figure. 

PCMCIA, what is it? Well, the abbre­
viation stands for the surprisingly 
non-technical Personal Computer 

Memory Card International Association. And that's all it is- an indus­
try standard just like any of the others you might have met such as 
SCSI or MIDI. 

What it means in practice is that the makers of the cards and of those 
machines which would like to use them have got together to make 
sure that the bits and pieces are compatible across the whole spectrum 
of machines. Commodore have adhered to this standard by equipping 
the Amiga A1200 with a a slot on the lefthand side of the keyboard 
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which can accept PCMCIA cards. If you look to the left of your 
machine vou will see that, sure enough, there is a 68-pin slot, the 
PCMCIA slot. 

Like the other ports on the machine this slot can potentially be used to 
add on all sorts of goodies: moderns, hard drives etc. Anvthing, in fact 
which has been designed and built to accept the PCMCIA standard. So 
what is there to get excited about? The PCMCIA standard just so hap­
pens to be the standard employed by smart cards. If vou haven't heard 
of them yet, smart cards are those gadgets which we keep being told 
are set to replace credit cards, passports, kevs and goodness knows 
what else all on one electronic plastic card. Similar in dimensions to a 
credit card, though much thicker, smart cards arc capable of storing 
several megabytes of information - enough for most day to day needs. 

The idea is that users will just plug their cards into the supermarket 
cash till or wherever for direct transferal of funds. Attached to the 
electronics of the user's car, the same card will be able to render the 
vehicle inoperable simply bv its absence. Sav goodbve to joy-riders. 
And I'm sure there are endless other uses that vou can think of which 
they might conceivably be put to. 

As computer users our interest in 
Memory Cards PCMCIA technologv lies with the 

"memorv" part of the PCMCIA 
acronvm. At its simplest it means that a card can be plugged into the 
side of the Amiga and - hey presto! - an instant memory upgrade. 
Already there are several makes of memory card which can be used in 
this manner. To fit one couldn't be simpler. Switch off vour Amiga and 
gently slide the card face up into the socket. Whatever vou do, don't 
try and fit one - or any other hardware upgrade for that matter -
whilst the machine is switched on. Don't push the card in too hard 
either. The socket will most probably be reasonablv firm, particularly 
when first used but, when the card won't go any further, stop pushing. 
There's no tell-tale click to tell you that it's in all the way. If it's in no 
danger of falling out then it's in far enough. Now switch the machine 
back on. If the card is a 2Mb card then the Workbench bar legend 
should read something along the lines of: "Arniga Workbench 
1,984,520 graphics mem, 1,946,6472 other mern." Not to worry if the 
figures on your machine don't quite match mine. 
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The "other mem" is that additional memorv supplied bv the PCMCIA 
care!. 

As a means of boosting the memorv size of vour Amiga it reallv takes 
some beating. To fit an ordinary upgrade sometimes requires taking 
the machine to pieces. If vour dealer does it for you then it takes time 
and monev (time is monev, don't forget) and a trip to the dealership 
itself. Do the job yourself and you invalidate the machine's warranty 
bv breaking those stickers where the two parts join together. But fit­
ting a PCMCIA card takes seconds and does not invalidate the warran­
tv. For this wrv reason PCMCIA cards arc liable to catch on. 

I The Down Side 
There are, however, several serious 

--.

1,: drawbacks that need to be voiced. 
~ Use the PCMCIA slot for a memorv 

expansion and vou won't be able to use it for anvthing else. This mav 
or mav not be a problem and all depends on what vou envisage using 
vour machine for. Secondlv vou mav not like the idea of a vital com-
" . . . 
ponent sticking out of the side of your computer in what appears to be 
such a vulnerable position. I can picture the situation now ... It's late in 
the evening, vou've been sat facing the machine for so long vou're 
going blearv-eved, vou lean forward to stare at the screen more close­
ly, cupping vour chin in vour hands and resting vour elbows on what 
vou thought was going to be the table. Cnmch. Ooops, there goes sev­
eral hours work and one trashed smart card. Docs this sound as 
though it could be vou? 

PCMCIA cards are a more expensive means of upgrading mcmorv, for 
the time being, though this may change significantlv if and when they 
become mass produced. The final and most important consideration is 
that of speed. The A 1200 is a state of the art home computer fitted 
with a 32-bit processor which means it's fast. PCMCIA cards, however, 
are not. They rely on 16-bit design and that means thev will slow vour 
machine down. Not vitallv important if vou're using it for wordpro­
cessing but a killer if vou're into rav tracing. 

Other Uses the storv. A PCMCIA card of this l ' Plug-in memorv is only one part of 

. ______ ~~-·~~~~----' fashion is called a Static RAM or 
SRAM card. "Static" meaning stationarv because vou can't move it 
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Above: A plug-in memory card is quick and easy to install but you may 
decide that the PCMCIA slot is better used for other expansions such as a 

hard drive. 

Below: Many, more conventional, RAM expansions can be fitted via the 
trap door beneath the Al200. This may require a little manouevring as 

the expansion cards can be bigger than the hole itself. Make sure the 
machine is switched off first. 

'• 

•.... , ...• ..:~1];!::~ ... ~ ... .-_ 
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around, it just sits there like any other part of memory. Switch the 
machine off and anv data it contains is lost for good. 

But the whole point of smart card technology is that you can plug one 
into a terminal, perform some transaction which maybe updates infor­
mation stored on card, and take it away for use another time, another 
place. Such cards are called Dynamic RAM or DRAM cards. As yet 
they are not available for the A1200 but Commodore anticipate that 
thev will aJTive at some unspecified date in the future. 

I Just a Wee Dram 
I The main diffe<encc between SRAM 

and DRAM cards is that the DRAM 
cards are batterv backed. This 

means that any information stored on them is retained as long as the 
batten is alive; however long that might be. Their use is inherently dif­
ferent from SRAM cards in that they can be plugged into and pulled 
out of the machine ,,·hen it is switched on with no risk of damage to 
card, machine or data. Most importantly - and this is the cle\-er bit -
DRAM cards can be configured to act either as memorv, just like their 
humble SRAM cousins, or thev can be configured to behaw just like 
an extra dri,·c. Used as an extra drive, vou could saw files to a DRAM 
card or even use it to boot up your machine from, leaving the floppy 
drive free for other use. Booting up from a DRAM card is going to be 
so much faster than the endless grinding of the f1oppv disk drive alter­
native. 

ThcTL' is a drawback at the moment and it's quite a major one at that. 
Using a DRAM card as a glorified f1oppv disk is akin to using a sledge­
hamer lo crack a nut. A fe,,· megabvtes of DRAM and vou can kiss 
goodbve to a hundred quid. Floppv disks. bv comparison, are given 
a\\ a\ free \\ith packets of cornflakes ... almost. 

But, as \\·ith alllll'\\ technologies, the situation can change ,·erv quick­
h. E-.:pt'Cl prices to tumble over the next few v~~ars and mmbe this 
\\on't appear such a ,,·hite elephant after all. 

There an· other forms of PCMCIA cards in the offing - particularlv 
EEPROM (Electrical Erasabll' One-time Programmable Read Onlv 
Memory) cards. All that this mouthful means is that information can 
be recor-ded onto one of these cards once and onlv once. Not a ,,·hole 
lot of usc' to the end user hut just the sort of thing manufacturers will 
be looking for to put their games and other programs onto. The advan­
tages will not just be the speed of access - which can be a pain with 
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games, particularly those that need more than one disk- but also the 
ability to squeeze more information onto one card than onto one disk 
will surely make them popular. Whether it makes an impact on the 
levels of softvvare piracy remains to be seen. 

I I 
To set up a DRAM card for use will 

PrepCard require the use of the PrepCard utili-
~. ~~~~~~~~~~~~--'1 tv which is to be found on the A1200 

Extras Disk in the "Tools" directorv. Double-clicking on the PrepCard 
icon brings up a window listing information about whatever device is 
in the PCMCIA slot. Simplv clicking the "Prepare as DISK" button will 
do just that: formatting the card as though it were a floppv disk in its 
drive. 

The card can then be used as anv other disk. The PCMClA slot is 
accorded the device name of CCO: and the card is bv default called 
"Emptv". As with formatting a floppv disk the program pops up a 
warning before it tries to configure the card stating that this action 
will erase am information stored on the card. And, again like llopp~ 
disks, DRAM cards will be equipped with physical write-protection 
tabs on their sides to pre\·ent accidental destruction of vital files. 

Error Dl!tedion : *7--:--~~-----i 
Block Size : 

Kaxil'lllft Blocks:~~~~~---' 

Continue 

Tttal SI!Ctct.l!ll ~ ~~~~~~i~~~ 

Sechrl>lf.t>atlc ~ !U~~~~i~!!il 

Jratkli/Cvl.i:nller : IIW.~iliii~!:Uiil 

M inilers l I fi%!~t~·lliiW~!H I 

Cancel 

Figure 17.1. The Prepcard Window. 

A DRAM e<lrd will also be configurablc as Static RAM simplv bv click­
ing the "Prepare as Svstem RAM" button. The machine \\'cm't immedi­
atch recognise its e.·dstence but, on rebooting, the extra nwmon will 
be ackno\\'kdgcd on the icon bar at the top of the Workbench screen. 
Let rne give just one final nolL' of caution. If vou do this then the rules 
or SRAM cards applv once again. Tn and remo\ e a DRAM card con­
figured as SRA!\1 and the machine \\·ill crash destroving all that \\ork 
that vou forgot to save. 
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','1 ~~~g ~~~ ~~~~:'~!~ c~~~~~~~~;,;~ 
- hard drive. This has several advan-

tages over an internal expansion: 

1. You can do it yourself without invalidating your warranty - it 
just plugs in. 

2. Larger disks can be used. Typically this will mean the 3.5 inch 
IDE drives rather than the 2.5 inch IDE drives that have to be 
fitteq internally. The larger drives are cheaper on a cost per 
RAM basis. 

3. The PCMCIA interface allows for rapid transfer of data. Hard 
drives fitted in this way are as quick as you can get. 

4. A hard drive can be fitted via the PCMCIA slot in addition to 
any other hard drive already fitted. 
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Put the Al200 at the heart of your home video 
editing suite ... 

T he one, single feature above all others which originallv 
made the Amiga so popular as a home computer was its 
ability to handle graphics. Its colourful displavs and the 

case with which images could be manipulated and moved 
around the screen made it the natural choice for anvone wanti­
ng to write games. The manufacturers took one look at it and 
knew there and then that it was the machine to follow. 

And in terms of games plaving the Amiga is still an excellent 
choice. The availabilitv of kevboard, mouse and jovstick means 
that, whatever the game, the A1200 is an ideal machine. But 
there is much more to graphics than prettv games no matter 
how good they mav be. Amiga owners have quicklv grasped the 
potential that the machine has for creating and manipulating 
their own images. 
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In addition to software which lets 
you use the mouse as a paintbrush 
and the screen as your easel there 

are packages which generate imaginarv· landscapes from user-defined 
variables. These fractal generators emplov mathematics from the same 
source as Mandelbrot sets- based on the in-vogue chaos theory. 

Ravtracing is a slow but popular method of producing photo-realistic 
scenes. These are generated bv defining all the objects being viewed in 
geomett·ic terms and then calculating ho\\. the ambient light, and its 
ref1ections, will make each appear. The end results of these scenes 
look real- too real, somehow- but takes hours to process. 

Morphing is the latest fad in animation. It involves taking two screen 
images and laboriously mapping features from one onto the other. The 
software then processes the changeover from one image to the other. 
Used \\ell these can make one face slowly distort until it becomes 
another. Used poorlv and the picture of a chair will unconvincinglv 
become one of a spaceship. 

I I 

Having created a series of attractive 
Animation . pictures or a set of animations there 

'------ _____ __j remains the problem of how to dis-
plav them. Wouldn't it be ideal to be able to record these images- stat-
ic or moving - onto the video recorder (VCR) and plav them back at 
leisure without all the trouble of loading from sets of disks and vvait­
ing for software to process files? Of course it \vould, and the A 1200 
can do just that for vou, although vou will need one or two extra 
pieces of hardware. 

Depending on vour ambition and - let's be honest - the size of vour 
wallet, the A1200 can be linked to all manner of video gadgetry. At the 
most basic lew! you will want to be able to record images from the 
computer screen directlv onto a video recorder. All vou require for 
this, in principle, is an encoder which will com·ert the computer's 
screen information into one which the VCR can understand. In the UK 
this format is called PAL and in the USA it is called NTSC. So, depend­
ing on 1vhere you arc, you'll need either a PAL encoder or an NTSC 
encoder. This device usuallv plugs into the back of the A1200 via the 
RGB monitor port 

With one fitted the VCR will record, in real time, the events happening 
on the Amiga's screen. You might use it to keep a record of how a par-
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ticular game was plaved, for example, or to store a library of vour 
computer artwork. 

I I To perform the process in reverse 
From Television 1 calls for the scn·ices of a video digi­

---- ------------"1 tiser. With this piece of hardware 
connected to your A 1200 you can grab images directlv from video or 
television. This opens up a whole new area of computer potential. 
Once vou can take images from a TV source, thev can be manipulated 
with the A1200 and then re-recorded in their altered state. Thus the 
A1200 can be used as an integral part of a video editing suite. 

To digitise a picture takes a finite time so if vou are trving to grab 
from liw TV the first problem vou will encounter is Irving to find a 
still screen. The whole purpose of television is, ol course, to transmit 
moving images but, unlortunatelv the more thcv move the harder thcv 
are to digitisc. It's like Irving to take a photograph with a slow shutter 
speed, if vour subject doesn't keep still vou end up with blurred pho­
tos. You can alwavs usc a VCR and then digitisc from a freezed frame 
but vou do need to have a VCR with a high qualitv, flicker-free, pause 
facilitv. 

So, in theorv you could grab a screen from a video source. digitise it 
into a format the A1200 is happv with and having manipulated the 
image in some wav - for example in DPaintiV - rerecord it back to 
video. More probably the two processes will be used independently. 
The encoder will be used to make a record of what has been produced 
on the A1200 and the digitiser used as a good source of images for use 
in paint packages, desktop publishing programs and the like. 

L Digitising J 
There arc a couple of points to bear 
in mind, however. The first is that 
the image a digitiser produces on the 

computer screen is of a different quality to that on the VCR. It will 
have that "digitised" look which means that the image will be blockier, 
ie looking more like it is made up from small coloured blocks. The sec­
ond difficulty is that a certain degree of colour may be lost. 

The A 1200 is equipped with manv different screen modes, each of 
which is capable of displaying a given number of colours. At its most 
primitive this can be just two colours - black and white with not even 
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a trace of grey. If this mode is used then each screen pixel, as it is digi­
tised, is assessed to see whether it is going to be represented bv either 
a black or a white pixel on the computer screen. 

You can make the decision about what the Al200 uses as its threshold 
for this process but the end result will still be a black and white pic­
ture, without greys. Fine, if you're looking for some special effect, a sil­
houetted image perhaps, but not a lot of use otherwise. 

Clearly there's no need to limit ourselves to two-colour images and 
with the higher resolution colour screen modes the computer image 
can appear every bit as colourful as the original providing the digitiser 
is up to the task. The pay-off is the time that this all takes; the more 
complex the image the longer the wait. And the longer the wait the 
larger the resulting file. A graphics file can soon become too big to 
store on floppy disk and, if this is your objective, some sort of compro­
mise will have to be reached. 

I I 
Digitising need not be restricted to 

Camcorders getting images from a VCR- the 
'-----~. ~----------' camcorder is an equally valid 

source. The advantage of being able to use a camcorder in this way is 
not just that you can record images from real-life. You also effectively 
have a second video player and are thus well on the wav to building up 
a complete home video editing suite. 

The A 1200 can combine the signal from a VCR with another it has 
generated internally and record them on a second VCR. Not only that 
but it can also make sure that the two signals are svnchronised to the 
user's specifications. To do this requires a genlock. This black box 
device monitors the signal arriving from the one video source and then 
watches out for the right times to add its own contribution. 

Typicallv this can be used for adding titles to home video footage but 
needn't stop there. In the same wav that the lettering of a title masks 
part of the image on-screen so different shapes can be used to create 
other special effects or to chop off part of the original image. What the 
genlock does is remove one of the colours from the computer screen 
and replace it with the VCR image. 

Let's say, for the sake of argument, that you've just got back from a 
rather nice holiday in Bali (dream on). You have plenty of video 
footage but you need to add a few titles. Using one of the software 
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packages available you write the word "BALI" as red lettering on a 
black background and then set up the genlock to replace the black 
during the introduction to your video. If the lettering for your title is 
suitably big and chunky you might even try it the other way round. 
Select a font which produces overlapping block capitals big enough to 
fill the screen and this time set the genlock to replace the red of the 
lettering rather than the black of the background. Experiment with it 
and see what happens. 

Masking off parts of the screen in this way can be used to create all 
sorts of interesting effects. James Bond movies traditionally start with 
that rather naff piece of film where he's tracked through a gunsight, 
something which you might want to improve on yourself. The screen 
could similarly be shaped to suggest the "looking through binoculars" 
effect or natTowed to look like a wide-screen film format. A genlock 
with appropriate software may also be used to provide fade outs. With 
any of these tricks though they must be used sparingly or they lose 
their impact. 

As you become more proficient at video techniques you will want to 
expand the capabilities of your set-up. What about the computer tak­
ing total control of the video player and video recorder and combining 
video images and graphics at its own pace? Yet again the Al200 is up 
to the challenge and this is the stage where we leave the realm of 
home enthusiast and enter the world of professional video editing 
because the A 1200 can be used to take complete control of both sound 
and visual output. There is no limit to what can be achieved. 

Producing an animation on computer usually requires some form of 
compromise. At the cinema the effect of animation is produced bv 
showing a series of static images, all subtly different from the previous 
one, and displaying them quickly enough so that the brain is fooled 
into thinking it is seeing a smoothly moving image. This is no different 
from those animated stick figure drawings you used to produce in the 
margins of books at school (what do you mean, you still do?). The 
Amiga A1200 produces its animations in exactly the same way. 

The difficulty is that it takes a finite time for a computer to display an 
image on screen - this is called the screen refresh rate, the time taken 
to completely redraw the screen image. As you will have experienced 
from using paint packages such as DPaint or by viewing files in 
MultiView the process of drawing a picture on screen can be quite 
slow. The more complex the image and the more colours involved then 
the slower it becomes. If this has to happen every time a frame 
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advances then the so-called animation will just become a series of 
jerkv images. Not onlv that but the computer has to store all these 
images in its memory in advance of showing them. With anything 
above the simplest animation the normal supplv of memory quickly 
becomes exhausted. 

L J Fortunatelv those folk who program 
Look Out., Disney! the A1200 arc a resourceful bunch 

___ _____ and all manner of cheats and tricks 
have been dreamed up to help find a wav round these problems. 

In most animations the image on screen is virtually unchanged from 
one frame to the next. Delta animation is a technique wherebv the ini­
tial frame is recorded but the only part of the second frame that is 
stored arc those places where it differs from the first frame. Each sub­
sequent frame is simplv stored as a record of how it differs from the 
preceding one. With less memory clogged with images, animations 
can be longer. If the animated parts are reduced in size then the differ­
ence between frames will be reduced further - a large object moving 
around will demand more redrawing than a smaller one. Whv is this 
sort of animation called delta? Well, in Mathematics, the greek letter 
Delta is used to denote the amount by which a variable changes given 
a certain set of circumstances; Delta- a measure of change. 

Other tricks include reducing the size of the screen that the animation 
uses, repeating parts of the animation (looping) and limiting the num­
ber of colours used in the animation. But with all that done it is still 
difficult to produce a decent cartoon of more than a few seconds with­
out running out of memory. Your best bet in these circumstances is to 
save vour animation to video tape frame by frame. This wa!' you need 
no longer wony about screen refresh rates, restricting yourself to lim­
ited-colour productions or using small cartoon characters - if vou 
have the patience vou can do exactly what vou like. 

This sort of set-up will give vou complete control over the video image 
that you produce and the quality of end product will be directly pro­
portiomtl to the amount of effort that you are prepared to put in in the 
first place. 
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Finally, having made the perfect 
film, you will want to add a sound­
track. Again this can be one which 

you have produced on the Amiga. The subject of sound production is 
dealt with in the "Sounds Good" chapter but it is enough to know at 

this stage that the finished product can be synchronised with the final 
video image using combined digitising/sound sampling hardware. At 
the professional level something called SMPTE code brings together 
soundtrack and video frames into a seamless whole. Professional 
prices will buy you this ability! 

A graphics card is a piece of hard­
ware that can be plugged into your 
Amiga. It takes over the displaying of 

images on screen and its primary effect is to offer more colour- much 
more colour. With top-end 24-bit graphics cards you should be able to 
display all the colours on screen that you will ever need. 

It is important to be aware that not all software will be able to exploit 
the potential of a graphics card unless it has been specifically written 
to do just that. Fortunately the makers of graphics cards also provide 
software modules, often available as part of the overall package. But 
this may mean that you won't be able to use, say, your favourite paint 
package or animation program with a particular card- a point to bear 
in mind before purchase. 

The other thing to remember is that it is no good having enormous 
graphics capabilities without a suitable monitor to display it all on. 
The minimum requirement is one of Commodore's dual-sync moni­
tors. 

In theory everything that you can do on the ordinary A1200 you should 
also be able to do on one fitted with a graphics card. This includes the 
whole gamut of video manipulations. If you are seriously considering 
using your A1200 at the heart of a video editing suite using 24-bit 
colour images then you will need a specifically designed graphics card, 
the best known of which is the Video Toaster. At several times the price 

of the Al200 itself a video toaster is a combined graphics card and 
video editing suite. You can use one to edit videos in real-time display­
ing all the colours; you can flip images, perform wipes, fades and dis­
solves. In fact a Video Toaster can do pretty well everything except 

make toast. 
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Insider Guide #22: Video hardware combinations 
1. The most basic set-up uses a PAL encoder to record computer 

images onto a VCR. 

2. Reversing the process calls for a video digitiser. 

3. A flenlock co-ordinates signals between two video devices. 
4. Go wild. The AI ZOO can be at the heart of a video editing suite. 

I 2. 

,3,~:> · -0-•lvcRIIJ] 
:~,Amiga Digitiser Video Casette 

-/' Recorder 

'3. 

Video Casette Recorder 

: 4. Microphone t 
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Audio Mixer 

CD,;~~~ I 
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Computer music isn~t just tt·chno. The choiee of 

style is all yours - roll over~ Beethoven! 

C omputer music is nothing new. Tubular Bells was a big 

hit in the earlv 70s for Mike Oldfield while Jean Michel 
Jarre has been churning out albums for more vears 

than he or anvone else cares to mention. The ad\·ent of house 

music has made the computer an accepted part of the para­

phernalia of the modern musician. All of which can gi\e a dis­

torted perception about what can be achieved on computer. 

You might take one look at the artistes' names above, decide 

that their stvle of music isn't to vour liking, and dismiss the 

whole phenomenon. Which \\ould be a shame because the 

A 1200 can be used to write and plav music of prettv well anv 

varietv vou care to mention. Violin quartets? No problem. 

In recent years the CD has replaced the vinvl disc as the fore­

most medium for storing music. The important part of this 

technology for computer musicians is that the music is stored 

in a digital format. This means that everything you hear is 

stored as a series of digital pulses, exactlv the same sort of data 

that is the lifeblood of computing. 
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Sampling is the means by which live 
sound can be captured for use on 
the A1200. Obviously some hard­

ware is called for and, in this case, it's a small device -called a sam­
pler- which plugs into the parallel port at the back of the Al200. 
Cables can then connect the sampler with a hi-fi, personal stereo or 
microphone. 

The sampling process is normally controlled from the computer key­
board and all it does is make a digital recording of whatever sound is 
being produced. This is then represented on the screen as a waveform. 
You will probably need to repeat this process several times to ensure 
that the wave almost but not quite reaches the maximum recording 
level. Above this limit and the loudest parts are lost ("clipping") mak­
ing the end result sound fuzzy. Too far beneath this limit and the 
sound feels muted and clarity is lost. 

With the perfect sample now recorded, the software should let you 
edit this to your satisfaction. Most packages will let you cut out any 
unwanted parts so that only the pmi of the note you actually want 
remains. 

Let's say, for the sake of argument, that you wanted to sample a cym­
bal crash from a piece of music on CD. With the CD player connected 
to the sampler, press the CD's "Play" button and then, from the A1200 
keyboard, press "Record" and then "Stop" either side of that note. The 
waveform shown is a picture of that sound and you can experiment 
with cutting off various bits of the sound until you are left with just 
the sound that vou want. 

You can play this note over and over again adjusting the cut -off points 
by fractional amounts until you have it to perfection. The sound can 
now be saved in the IFF (Interchange File Format) format which other 
programs on your A1200, and elsewhere, will recognise. 

Sampling well is something of an art, particularly if you are using a 
microphone to record live sounds when you want to sample a particu­
lar sound but without any of the background noise. Experimentation 
is the key and you will quickly find that where you position the micro­
phone and the sampling rate both have a major impact. 

Many computer musicians, though, are quite happy to let others get 
on with the sampling, leaving themselves to slave away building these 
samples into meaningful tunes. The public domain is thick with IFF 
sound files that have been sampled from every conceivable source. 
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An_v musical instrument that _vou care to mention is there along with 
snatches of movie sound tracks, special effects and original s_vnthesised 
sounds. Admittedl_v the_v are of variable qualit_v but thev do tend to be 
very cheap. The only real drawback with samples like these is their 
size. A short note on a recorder produces a tiny file but the more com­
plex, and longer, a sound is the larger the file size. Too may large files 
and _vou will soon find yourself nmning out of memory space. 

Having amassed a selection of 
Trackers sounds that .vou want to incorporate 

--··-·--·-----~----·------~ into your song the next step is to 
find a means of playing them. IFF sound files can be plaved via 
MultiView should _vou so wish but that's all you can do with it, they 
can't be manipulated in anv constructive wa_v. What is reallv called for 
is a piece of software called a 'Tracker". 

The most famous of these on the Amiga is Teijo Kinunnen's OctaMED. 
It is famous not just because it is so good but also because it is avail­
able in the public domain. If vou are interested in finding out about 
_vour A 1200's sound capabilities without laying out exorbitant amounts 
of cash then there's no better place to start. Whichever tracker vou 
choose, though, the principle behind them is prett_v much the same. 

I I 
Taking one instrument at a time a 

Writing Music tracker lets you decide when each 
~~~~~~~~~~~~~~~- note is to be sounded. Time itself is 

divided up into a series of steps and there can be as man_v steps as you 
want and as close together or' as far apart as _vou chose. Step Zero is 
the first note of the tune, song or track - call it what _vou will - with 
Step One being the next available occasion to make a noise. In princi­
ple the tracker is a series of instmctions like: 

Step One: 

Step Two: 

Step Three: 

Step Four: 

Hit the bass drum, play penny whistle (note A) and 
crash the c_vmbal 

Hit the snare dmm and pla_v the penn_v whistle (note 
C#) 

Sound the gong 

Penny whistle (note D) 

Repeat Steps One to Four three times then 
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Step Five 

Step Six 

Sound the fire alarm 

... and so on 

The abm·c would sound awful but vou get the idea. To construct a \'crv 
simple song vou might choose to hm·c a bass drum sound on Steps 0, 
4, 8, 12, 16 etc and a snare drum to sound on steps 2, 6, 10, 14, 18 and 
so on. The net effect would be a verv straighforward thump-crash 
thump-crash beat. Next vou can add a fe\\ musical instruments. Each 
instrument should be assigned a separate track and the tracker simply 
keeps details of when which notes on which instruments arc to be 
plawd, hcl\\' long thev arc to be plaved for, hm1 loudh (relative to each 
other) and at \\'hat frequcncv (or pitch) thev are to be plawd. 

As \lith am other computer soft\\are there is the facilitv to let the 
computer take the monotonv out of repetitive tasks. You might haw 
one drum rlwthm for the \·erse and one for the chorus. Simplv label 
these as A and B and the Tracker \\ill be able to plav sequences like 
AABAABBA or ABABABBA as vou dictate. Whole blocks can be copied 
quicklv letting vou get on with the creative side of things. If the 
melodv is being plaved bv one instrument and vou decide vou want to 
change it to a different one then that's no problem either. The Tracker 
lets vou plav back all or just sections of the track as vou choose. It is 
\'erv easv to build up repetitive loops of music which is whv this 
approach has been so popular in \\Titing dance music but there's no 
reason 11lw it needs to be limited to just this. 

r_ Progressing 
If vou think of the Tracker as being 
a control panel to a libran of 
sounds then vou hmc a fair idea of 

how it works. However, the Al200 isn't limited to just using the 
sounds it has stored in mcmorv. 

Suitably equipped the A 1200 can be connected to external sound 
sources, such as an electronic kevboard, a drum machine or svnthesis­
er and can be used to control what they plav. The means bv which this 
is done is via the MIDI svstem. 

MIDI simply· stands for Musical Instrument Digital Interface and it is 
another industry standard like PCMCIA or SCSI. The theorv is that 
anvthing fitted with a MIDI port can be attached to amthing else with 
a MIDI port and that the two can talk. In our example this \\.'ould 
mean that the A1200 could direct a synthesiser to plav certain notes at 
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Insider Guide #23: Getting started with OctaMED. 

OctaMED is a hugely powerful, and therefore complex, piece of soft­
ware. It will take hours of use to fully master all its features. 

The opening screen has various panels to click on in the top right­
hand corner. Click on "Files" and the options presented include the 

ability to load files- pre-written songs or sound samples- and to save 
your own work. The "Play" option lets you hear what you have select­
ed. Samples can be played using the A1200 keyboard as a piano key-
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One octave is above the other. The "Edit" and "Block" options are 
where the construction of a song takes place. Further options allow 
the output to be displayed in a variety of manners to suit your own 

preferences. 

certain times while instructing a drum machine to provide the accom­
panying beat and filling in with some sampled sounds of its own. 

To do this sort of impressive feat requires not just the external instru­
ments (which must be of the MIDI variety) but also a MIDI interface 
for the A1200 and the appropriate software which is called a 
Sequencer. This is where music starts to become expensive on the 
Amiga but is also where the sound quality enters the professional cate­
gory. Not only do sequencers offer you control over external instru­
ments but vou can also plav a tune on one of these instruments - ie 
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plav a tune on a kevboard - and record this on the computer. The 
sequencer will then adjust its timing to fit that of the song vou are 
writing. 

I I 
To raise the pitch of a note is just a 

Singing simple matter of increasing its fre-
. . quencv. Sample a Middle C from a 

piano and double its frequency and it will sound one octave higher. 
Unfortunatelv it will no longer sound much like the equivalent note on 
the piano. A piano has many overtones that all contribute to its rich 
and distinctive sound. Many samplers make allowances for this and let 
the user sample at several different frequencies and then use all this 
information to calculate the intervening notes that approximate to the 
real sound. 

The most complex note though has to be the human voice. It wouldn't 
be so bad if all we ever sang were plain notes- lah lah lah lah laaah­
but these songwriting chappics always seem to insist on using words. 
If vou are using your A1200 for serious songwriting like this then vou 
arc better off adding the vocal track last, at the tape stage. 

Guitan. arc similarlv difficult to mimic, particular-v if thev are used 
with effects pedals, as they can produce a verv broad varietv of 
sounds. Multi-timbral as the musicians would sav. 

The opposite is true for drums which traditionally have little variation 
in sound. Using a tracker as a drum machine is simplicity itself. 
However, as it lets vou alter the pitch of the dmms, just like any other 
instmment, there is no reason whv vou shouldn't do so. It mav sound 
dreadful, it may sound great but until vou experiment with it there's 
no wav of finding out. 

I Most samplers produce data in a 
File Formats ratv format \vhich thev can under-

'-------· stand but is of little use to anything 
else. As the abilitv to exchange files between programs is fundamental 
to music-making on computer a standard format is used. This is nor­
mallv the IFF SSVX format - the "8" refers to 8-bit which is sample 
resolution. As 16-bit sampling becomes more commonplace another 
file type is needed- the AudioiFF format as it is called. It may not be 
important to know the technical details of how these files arc read and 
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so on, only that they do differ and that you must have suitable soft­
ware should you wish to use them. 
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Take a break from the more serious side of 
computing and check out some of the 

entertaintnent ... 

0 k, so this is supposed to be a serious book. It is also 
intended to be a guide to getting more out of your 
Amiga A1200 and that has to include playing games. 

Yes, the Al200 can do all the serious stuff like wordprocessing, 
spreadsheeting, databasing (if such a word exists) and pro­
gramming. It can also perform the more glamorous options 
such as writing and playing music, video editing and image 
creation. But when it comes to games-playing the A1200 is the 
home computer and if you're not using it as such then you're 
missing out. 

Don't be fooled into think­
ing that games are just for 
the kids and require light­

ning fast reflexes and unbelievable dexterity with a joystick. 
Such games exist - and can be great fun -but whatever your 
level of enjoyment there's going to be a welter of games to suit. 
As the A1200 offers you the choice of keyboard, mouse or joy-
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stick input or a combination of them it is considerablv more f1exible 
than its console alternatives. 

I've tried to describe the main categories of games but as designers get 
more and more sophisticated in their approach, pigeon-holing their 
products becomes more and more diHicult. The best games often 
incorporate features of manv, if not all, of the tvpes below. 

I I 
Mo't of th"e challenge. the user's 

Joystick Wagglers . hand-eye coordination bv repeating 
]__-~---------~----' the same demands but at subtly 

increased levels of difficulty each time around. As vou progress onto 
harder levels of the game you will often find that your range of choices 
expands. Whilst this increases your ability to tackle whatever is 
thrown against you, it does give you more to think about... 

Shoot-em-ups 

As the description suggests the main aim in this type of game is to 
shoot at anything that moves and often quite a lot that doesn't. 
Typically you control a space ship which is armed with one or more 
offensive weapons. Traditionallv this moves from left to right - or 
more accuratelv, the background moves from right to left- and can be 
controlled either from the computer kevboard ur by a jovstick. The 
objective is normallv to score as manv points as possible bv shooting 
down ever-increasing numbers of alien craft. A variety of bonuses arc 
often available allowing vou to increase vour firepower at vital 
moments. 

Platform Games 

In these vou control some form of character who walks back and fmih 
along various levels (or platforms), hopping over obstacles, blasting 
aliens, collecting items and jumping between different levels. There is 
usually a specific objective in the game and a certain element of puz­
zle-solving to be done on the wav. For example vou might have to pick 
up a kev to unlock a door, or some money to purchase another item. 
One common complication is that you are limited to carrying a set 
number of items around with vou and so have to calculate what you 
will need and when vou will need them. All this whilst dodging ene­
mies and occasionally fighting the clock makes for cerebral overload. 
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Beat-em-ups 

You are the Karate Ninja Death Kid or some equally implausible hero. 
Your quest is to beat up a large percentage of the world's population 
and stamp out Evil while wearing just a blood-stained headband and a 
leather thong, or something along those lines. Best when played with a 
joystick this differs from platform games in the manoeuvrability of the 
leading character. Moving the joystick in the right direction at the 
right time makes the on-screen character perform all manner of 
chops, kicks, leaps and punches. Master this part of the game and 
you're well on your way to success. 

Sports Simulations 
Football, Ice-Hockey, Snooker, Car Racing, Stoat Wrestling, you name 
it - if it's a recognised sport then someone somewhere has written a 
simulation for it. In the example of the football games that have prolif­
erated you are in charge of the entire team but only actually control 
one individual on the field at any one time - usually the one nearest 
the ball - with the A1200 doing the rest. The options in this sort of 
game are endless - you can decide on the formation you're team will 
play in, make substitutions, deliberately foul opponents and so on 
while the better games will also include doubtful refereeing decisions. 
It's just like real life! The other angle that these games can be 
approached from is the managerial one. You have to gain your team 
promotion from the Beazer Homes League right through to being 
World Club Champions via a combination of hire 'em fire 'em skills, 
cash "bungs" and even the occasional spot of honest wheeler dealing. 
You are the manager and like managers everywhere you can be sacked 
on the chairman's whim. 

If destroying everything in your path 
doesn't strike you as being the 
answer to the world's problems then 

afi adventure game might suit. An adventure game is a massive verbal 
puzzle. At the start you are presented with a particular scenario in 
which the objective is explained to you. Actually achieving that objec­
tive involves hours of trial and error, mistake-making and lots and lots 
of lateral thinking. At its most primitive this type of game can be pure­
ly textual. A few sentences set the scene after which you are expected 
to enter your instructions "Inspect Object", "Go South", "Eat Cake", 
whatever. What happens next depends very much on what you have 
entered . 
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Earlv versions of these games were controlled purelv by text input but 
most modern ones make full use of the Amiga's GUI. More advanced 
versions include graphics giving clues (not always helpful) and even 
allow you to control the movement of your character through the vari­
ous scenes. At this stage the dividing line between this type of game 
and, sav, a platform game can get quite blurred. A good adventure 
game will provide hours of mental stimulation with the most enter­
taining versions containing considerable wit in their creation. 

Role Playing Games (RPGs) also belong in this category although they 
are often viewed through the eves of a partv of individuals a Ia Lord of 
the Rings. If vou ever plaved Dungeons and Dragons or one its numer­
ous clones then vou'll appreciate the idea behind this game. Each indi­
vidual member of the party has certain specific skills set at the start of 
the game and which can normally be enhanced as vou go along. A 
whole team of players can play this game together. 

l Flight Sims J 
~ .~ 

A flight simulation is as near as 
most of us will ever get to f1ying a 
real plane and, for the luckv few, 

one is often used as part of the training. The view you see on the 
screen is from the cockpit of your plane out onto a 3D modelled land­
scape. As you dip and dive around the landscape moves realistically 
around you, the effect is most impressive. The better the simulation 
the smoother the scene appears to scroll and the more features there 
will be dotted on the ground beneath you. 

Once you have mastered the art of take-off, landing, stalling, crashing, 
and so on you need to have a competitive element to make it all the 
more exciting. This, predictably, comes in the form of an enemy of one 
type or another and it is your god-sworn duty to bomb, strafe and 
shoot them into oblivion. A well presented flight sim may only seem 
like a glorified shoot-em-up but the skill of trying to picture where an 
opponent is when you're manoeuvring in three dimensions calls for 
some amazing mental leaps. Your opponent in these dog-fights need 
not always be the computer. Some games let two joystick wagglers 
take to the air. 

----------------
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I I All your old favourites are to be 
Puzzles found here- patience games, gam-

'-----------------' bling games such as roulette or even 
fruit machines, picture puzzles with sliding blocks, computer versions 
of board games and so on. 

Most of these are surprisingly simple in presentation and painfully 
addictive to use. Tetris and its numerous copies deserve a special men­
tion. In this abstract game a series of coloured blocks descend from 
the top of the screen. As they descend you can rotate them and move 
them from left to right determining how they will eventually stack up 
at the bottom. You score different numbers of points for collections of 
for example yellow blocks and so on. It sounds incredibly dull 
described this way but should carry a health warning for its addictive 
qualities. 

You might include in this category other cerebral challenges like 
Chess, Backgammon Othello, Scrabble, Trivial Pursuit and so on. As 
ever you can choose to play against a computer or a human opponent. 

War Games are an obvious candi­
date in this category. If you've ever 
spent hours with toy soldiers (and, 

presumably, considerable quantities of mud) re-enacting the Battle of 
the Somme then you'll be the first to appreciate how a computer can 
assume responsibility for the endless calculations required to measure 
the degrees of carnage vou arc reaping. Better than that it can also 
provide you with a graphical depiction of what is going on (fortunately 
not that graphical), maps of where you think your forces arc deployed 
and where you suspect the enemy is and play out the drama in real 
time. In short, you can take on the role of General in any number of 
real or imaginary conflicts. 

If the role of General is too humble then that of despotic dictator 
could be more up your street. In Sim City you are placed in control of 
a small but expanding village and you can add amenities as your bud­
get permits. Village grows to town and town into city bringing with it 
the problems of urban decav, pollution, traffic congestion and even 
earthquakes or large monsters. If you've ever fancied trying your hand 
at a spot of town planning this is the game for you. The screen dis­
plays an aerial view of all that is happening in your city whilst provid-
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ing you with all the tools you need to add a power station or a stretch 
of railwav at just the click of a mouse button. 

But if that still leaves your megalomanic cravings unsated then I sus­
pect that nothing short of the role of God will satisfy. You can even do 
this in games like Mega-lo-Mania and the many versions of Populous. 
Your job is to nurture the development of a primitive tribe of people 
so that they become the dominant race on their own planet and can go 
and destroy anv competing races. Yes, it does have an apocalyptic ring 
to it. 

No round-up of types of games would be complete without mention­
ing Lemmings. I'm not sure whether this should be classified as a strat­
egy game or a puzzle but it shows the levels of creativity that are being 
invested in computer games. The game presents you with a band of 
marauding lemmings all hell-bent on self-immolation. Your goal is to 
guide them through various hazards to some form of sanctuary with­
out losing too many of the buggers on the way and without running 
out of time. This is done by clicking on individual lemmings and 
changing their otherwise suicidal behaviour. They can be made to dig 
holes, build bridges, block the movement of their compatriots, para­
chute safely down precipices or self-explode. If you've ever wondered 
what its like to be a teacher in charge of a classroom full of small, 
malevolent children then this is as near as you can get on a computer 
screen. 

IL•·-· ·_\Gam_,~·-;~:_,_'_e __ ;_e~;,_""~·····~e_r_<_•·•~: ____ . ....,! ~~~~~::~~~~~i!~;~~£:~~~~~~ 
lines between them. Which ones are the best? I'll leave that for you to 
find out - much depends on what you're looking for. The computer 
magazines are full of reviews of games and it is worth scanning the 
"budget" sections of these for the odd bargain or two. 

The magazines don't just have com­
prehensive reviews of the latest 
games, they also supply details on 

how to get the most out of the latest favourite games that their readers 
(and staff) are playing. Most games are designed, whether intentional­
ly or not, in such a way as to allow users to cheat their way past cer­
tain obstacles. The most common of these are the code words needed 
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Insider Guide #24: Running early games. 

Games written explicitly for the A1200 have glorious colourful 
scrolling graphics that are a joy to behold but you are not restricted 

to using just these. Most of the games that were released for the other 
Amigas in the last two years before the arrival of the A1200 can run 
on the A1200. Of those that don't just a minor tweak to your machine 

might make them function. 

Hold down the mouse buttons when you switch on the A1200 and you 
will find an "Amiga Early Startup Control" screen. In the middle of 

this are three buttons- click on the one marked "Display Options ... " 
This brings up a separate screen which allows you to choose between 
various chip types. By default the "Best Available" option is highlight­
ed but one or two games may work better in the "Enhanced" mode. 
Click on this option and then on the "Use" button and then try and 

boot up the game. 

to get onto higher levels in the game. In normal play you are given a 
password each time you complete a level. The next time you play the 
game you can start at any level for which you have the password. It 
doesn't matter whether you found this out through honest toil or from 
the pages of a magazine. The magazines also provide anything from 
hints on strategy in the puzzle games to complete maps for adventure 
games and devious ways of gaining extra lives in shoot-em-ups. Let's 
face it, if you're stuck on a particular game then the odds are that 
someone else has been in a similar situation and has solved the prob­
lem ... 
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You need a joystick. Actuallv you 
don't need one at all but many 
games play much better with one. 

Apart from that the alternative is to use the buttons on your computer 
keyboard which is OK until vou reach a particularly frantic part of the 
game when you'll find that you're giving the old qwerty one hell of a 
pounding. 

As vou can pick up a decent joystick for as little as a tenner it is going 
to be a worthwhile investment. True, you can pay a lot more than this 
but it does seem to be a law of diminishing returns. 

Your purchasing needn't stop there. Some joysticks offer an autofire 
button which interrupts the signal sent to the computer. Thus by sim­
ply holding that button down the computer thinks you are hitting the 
fire button repeatedlv. If you prefer the console approach where the 
jovstick is replaced by a button pad you can attach one of those and, if 
that isn't enough, vou can even buy foot pedals and steering wheels for 
racing car games. 

----11-------



Most modern day <~omputer languages have been 
wrillf'n speeifleally to make them easy to use. 

That makes finding exeuses for not progranuning 
mud1 hardf'1· to find ... 
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C omputcr programm. ing is the most fiendishlv difficult. 
process known to mankind. It is onlv ever done by 
strange men in white coats with round glasses and tufts 

of wild, grcv hair or by sociallv inadequate teenagers who 
haven't seen the light of dav - let alone another human being­
in the years since they developed acne. In fact computer pro­
gramming is nothing of the sort, it's just suffering problems in 
throwing off an unwelcome image. 

l I 
The first time I ever tried 

Long Ago programming a computer, 
________ ---------~---~ each !me of the program 
had to have its own sheet of cardboard which was about six 
inches bv three inches in size. Each sheet had one program line 
printed across the top and a series of mysterious rectangular 
holes punched though on a grid beneath it. A great stack of 
these cards had to be handed over to the computer operator 
who told vou to come back the following morning to collect 
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your result. And, sure enough, the next morning there was your stack 
of cards with a small print-out attached saying on which line the pro­
gram had failed. Great. For some reason computer programming 
never really appealed to me so I promise none of the following will 
involve punch-cards. 

At about the same time as I was collecting punch-cards, flow charts 
were all the rage and no-one would seriously consider writing even the 
simplest program without drawing sheets and sheets of diagrams with 
diamonds, circles, rectangles, you name it all linked together by lines 
with aJTows and cryptic "Yes" and "No" comments. Relax, we're not 
about to do any of that either. 

It's true that time spent in advance, thinking through what you want a 
program to do, is time well spent but at this stage we're talking min­
utes not hours. 

The first questions that a newcomer to this area should be asking are 
"What does computer programming entail?" and "Why would I want 
to bother?". That last question is particularly valid because you may 
decide after reading this chapter that it really isn't for you. And that's 
perfectly OK- it's eminently reasonable to use a computer on a daily 
basis, and for all manner of tasks, without ever deigning to program it. 

Whatever you choose to do, though, it will improve your understand­
ing of the whole process of computing if you have certain knowledge 
of the principles in operation. 

"What does programming entail?" Well, just in case you are still con­
vinced that programming is beyond your abilities it is worth remem­
bering that AmigaDOS is a computer language. So, if you have been 
doing any of the AmigaDOS examples in this book, you have already 
been computer programming. AmigaDOS may not be the most suit­
able language to use for all your needs but it has many features com­
mon to the others. The most important of these being, at this stage, its 
ease of use. 

The most important distinction to 
be made is that between hardware 
and software. The prefixes "hard" 

and "soft" don't always help because software has to be stored on 
some physical device that is, as you well know, hard. In principle, 
though, software is merely a set of instructions that tells the computer 
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how to behave. The words software and programs are interchange­
able. 

Your A1200 will quite happily sit there all day until some software tells 
it what to do. Yes, the computer is just a glorified calculating machine. 
What is needed is the right set of calculations to get the most out of it. 
Software fills that role and software is written using computer lan­
guages. 

I You are probably aware that, some-Engine Room where deep within the mysterious 
'----------------' workings of the machine all it is 

doing is a series of binary calculations involving streams of numbers 
that look like 101110, 1101, 1110011 and the like. It's all true but, to 
program a computer, you don't need to know how this works either. 
Sure, once you become a wizard at programming, you can get 
involved with this sort of thing but it's by no means obligatory. 

Communicating with the computer in this manner is called "machine 
code programming". It involves sending instructions directly to the 
machine in a form that it can understand. After doing this for a while 
computer programmers realised that many of the commands they 
were writing they had used before. Rather than waste time repeating 
lengthy streams of code they began using a form of shorthand. A few 
letters could replace several hundred binary digits as long as, at some 
point before this was passed to the computer, these abbreviations were 
translated into binary code and the machine code assembled for the 
computer to understand. That was how the first computer languages 
were born. This sort of language, where the commands closely follow 
the way in which the machine thinks is called "low level" and is often 
called "Assembler". 

As a low level language addresses the computer in a manner which it 
can easily understand, any programs written using it tend to be both 
small and fast. The other extreme is a "high level" language. Here the 
process of writing a program has been geared towards ease of use. A 
high level language's vocabulary contains words that are obvious in 
their meaning and use. AmigaDOS is one such language. "LIST" in 
AmigaDOS creates a list, COPY copies a file and DATE tells you the 
date. What more could you ask for? Between the two extremes are any 
number of languages that have various pros and cons. 
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I A command within a computer Jan-

Language Types guage is like a small machine code 
L-------------------' program. When you issue a com­

mand like "DATE" in AmigaDOS this is broadlv speaking translated 

into machine code instructions that the A 1200 understands. 

So far we have thought of programs as being sets of instructions 

which the computer carries out one by one. Thus when it encounters a 

program, the computer assesses it line by line and carries out each line 

at a time. It translates each line into something that it can understand 

-this is called "interpreting". 

In actual fact what actually happens is that the interpreter part of 

AmigaDOS first identifies the command by comparing it against an 

internal list of commands, and then extracts from this list the location 

of the start of the machine code responsible for actioning the com­

mand, which it then executes. 

The alternative approach is for the computer to take the program in its 

cntiretv and translate it en masse into machine code. It is then ready to 

run in a form that the machine can understand. This process is called 

"compiling". Many languages will have either interpreted or compiled 
versions. 

When writing a program in an interpreted language vou can write a 
few lines, test it out, rewrite some lines, add a little more, test it out 

again, see what happens and so on until vou reach a version you are 
happy v,ith. To run an interpreted language requires that the inter­
preter is on hand to do its job. 

When using a compiler you need to write the program, save it, nm it 
through a compiler to produce something that the computer can 

understand, save that, and then run the end product. If that doesn't 

work then you have to go through the entire process all over again. 

The advantage of using a compiler is that the finished program is writ­

ten in a form that the computer can directly understand. It doesn't 

have to bother interpreting anything on the way. As a consequence the 

program will run much faster. 

I AmigaDOS is an interpreted lan-

PortaLility guage. If you write an AmigaDOS 

'-----~.-----~~-------' script which uses the commands 

REQCESTCHOICE, LIST, DELETE, ASSIGN etc then the program 

----·----



Amiga Insider Guide 

won't run unless those commands are also available - normally they 
are in the C: directory on the SYS: disk. Should you wish, you could 
use an additional AmigaDOS command that you have written yourself. 
That would be fine as long as you also supplied that command to any­
one else who wanted to use your program. Such a command might 
typically be written in machine code and could be made available sep­
arately to other AmigaDOS programmers if you thought it might be 
useful. 

AmigaDOS was designed to take full advantage of the Amiga's powers. 
It cannot be run on any other computer and so it is called machine 
specific. Other languages like C and BASIC however, exist on pretty 
well any other computer you care to mention. A program written in 
one of these languages can, in theory, be written to run on any com­
puter. The uncompiled version of a BASIC program written on a PC 
can be loaded into the compiler on an Amiga and should run quite 
happily. The stumbling blocks to this approach are that the program 
cannot contain any machine specific commands. If it does, it won't 
work on the new system. 

While different computer languages can be used to write programs 
that do exactly the same sort of process, the manner in which thev do 
it is usuallv completely different. A program written in C and a pro­
gram written in BASIC might appear indistinguishable to the user but 
use fundamentally different approaches. So, for example, you can't 
just load a C program into a text editor, search and replace a few key 
words and then expect it to work as a BASIC program. Sorrv. 

When, for example, vou wish to find 
the arithmetic mean (average) of 
three numbers it isn't important to 

vou how the computer goes about doing it. What counts- if vou'll par­
don the pun - is that the computer takes the numbers you have sup­
plied and comes back with the right answer. What you need is some 
means of saying to the computer: 

"Find the average of A, B and C and tell me the answer" 

The instructions to get the machine to do this could be written in all 
kinds of wierd and wonderful ways depending on the language you are 
using. For example, in one hypothetical language- let's call it "EZUU" 
- it might be a simple matter of saying that you want the mean found 
of the following numbers like so: 
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MEAN A,B,C 

and the computer supplies the answer. "MEAN" is the command and 
"A", "B'' and "C" its parameters. 

The task appears to be beautifully simple but in reality the computer is 
doing an awful lot of your work for you. 

But, in another language this might not be so simple. The instruction 
"MEAN" might not exist and you might have to go to great lengths 
explaining what you want doing. No prizes for guessing which lan­
guage is going to be most popular for that sort of calculation. But 
what the two languages have in common is a vocabulary of words (like 
MEAN) which cause the computer to do a specific task. 

The reason for this discrepancy is because different computer lan­
guages have been written for different purposes. Some have been 
designed with handling graphics as the foremost priority, others with 
calculating scientific equations. Happily some other languages have 

been written with the express purpose of being easy to use. 

l:···,"c~. ~"') •.. ;1-.~ .•. ~.~;,;~.·····--~ic:r; , '.J ;,'i';n,~~~~~~~k ~=~;~~~~ '1;~, ';:~:' 
. '···'··· "' •:' •· •'· . ·.· ,,,. : J mands) are themselves hke mml­

programs. Each one instructs the computer to go through a series of 
lower-level processes. So the word of one computer language is a 
machine code program. It is possible, therefore, to write additional 
words to be used within a language - all they are is extra programs 
that you can make use of. 

Just like a human language, computer languages have rules concern­
ing their use. Unlike humans, computers aren't (yet!) capable of mak­
ing sense of statements when the rules of grammar have been broken. 

Like a fusty scholar they insist on strict adherence to the rules of syn­
tax. Use a particular word or command within a language incorrectly 
and an error will occur. 

When you sit down to write your 
program you will usually find that 
some of the instructions that are 

needed, are needed over and over again. Rather than write them sever­
al times, give each routine a relevant title and save them for use on 
future occasions. 
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When someone else has written a routine to perform the task you 
want to achieve, don't go to all the trouble of trying to repeat the job 
yourself. Normally when you purchase a language a great library of 
routines comes with it to help you on your way. Not only that but you 
can buy more from PD libraries and the like, download them from 
bulletin boards or even find them on magazine disks. 

Forget any notions you might have 
of drawing complex flowcharts or 
having to juggle with line numbers. 
They're all old hat. 

However, it is always recommended that you sit down, away from the 
computer and plan out what it is that you want the program to 
achieve. Plan it in general terms and don't worry unduly about how 
you are going to program each step. What you should be able to do is 
to break up the program into manageable chunks. Having done this 
you may find that routines already exist for doing several of these 
chunks. 

ARexx (pronounced A-Rex) is the 
Amiga version of the REXX lan­
guage to be found on other 

machines. Commodore have adopted it as part of Workbench 3.0. So 
to get started in ARexx programming all you need is a copy of your 
Workbench disks and some idea of what you're doing. The first part is 
easy the second is hardly any more taxing. 

The files you need to use ARexx are on the Workbench disk and 
include: System!RexxMast 

Libs:rexxsupport.library 
Libs:rexxsyslib.library 

and the Rexxc directory. If you are creating a cut-down version of the 
Workbench disk specifically for ARexx use then don't throw these files 
away. 

ARexx programs can be written using any text processor that can pro­
duce an ASCII output. That means just about all of them and includes 
ED that you are already familiar with. For those of you who have pro­
grammed before in BASIC you will find many useful similarities 
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between the programs which should help you get going although, con­
versely, you may need to un-learn certain things as well. 

To get going in ARexx double-click on the RexxMast icon to be found 
in the System directory. This makes Rexx into a resident process 
which means that any ARexx scripts that you create and run will be 
interpreted into meaningful code. 

Now open the Shell and type in the name of the ED file you wish to 
write your program in or use the "Execute Command ... " option. For 
example: 

ED RAM:EXAMPLE.REXX 

This opens an ED window where you can write and save your program 
just like you would an AmigaDOS script. To run that program simply 
return to the Shell and type in: 

RX EXAMPLE.REXX 

This is about as far as I'm going to take you with ARexx, after all this 
isn't a programming manual. but there is plenty of high-quality docu­
mentation around should you need it. 

We have already seen numerous 
examples of AmigaDOS at work 
both in script form and as a series of 

handy one-liners that can be entered in via the "Execute Command ... " 
interface. As it is a fundamental part of the Workbench set-up you 
should be proficient in using at least some of its commands. As a pro­
gramming language it is limited in its applications but for those 
processes it can be used for, it is usually the first choice. 

A BASIC-derived language, AMOS is 
particularly suitable for manipulat­
ing sound and graphics, hence its 

popularity with Amiga users. If you want to write games, then it is the 
language to use, but its uses are much greater than just that. 

It comes in a variety of guises including Easy AMOS and the latest 
AMOS Professional which, I am assured, is especially good. There is 
also an AMOS Compiler so, once you have written your AMOS pro­
grams you can convert them into a much faster and more compact, 
machine code format. AMOS runs from its own editor screen. This 
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Insider Guide #2.5: Starting in ARexx. 

P£T£R 
I 

~II mtdll 
RexxHast 

Double-click on the 
RexxMast utility 

found in the System 
directory-- this 

makes it a resident 
process. 

Open the Shell and 
type in.· 

ED RAM·Gf\ETT 
JNGS.REXX 

In the ED window 
type in.· 

/' Greetings.rexx 'I 
say 'What is your 

name7' 

pull name 

say 'Greetings 'name 

and save the (ile 
(<Esc-X>). To run the 
ARexx program type 

in. 

RX RAM.·GREET­
INGS.REXX J 

acts rather like a wordprocessor window, with a series of options 
along the top- such as "Load", "Save" and "Run". 
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C is a very popular high-level pro­
gramming language which scores 
bonus points for its portability 

between operating systems. However, it has the ability to make low­
level operations and as such is very flexible. For these reasons a lot of 
top notch serious software is written in C. It's a compiled language 
which does mean that you don't get the immediate response that you 
can with other languages but its other advantages far outweigh this. 

[ AmigaBASIC 
The most famous of computer lan­
guages is BASIC whose very name is 
an acronym for Beginners All-pur­

pose Symbolic Instruction Code. You may already have come across 
versions of this language on other computers. 

BASIC exists on the Amiga as well but it's getting a little long in the 
tooth these days and there are several other languages kicking around 

which are much easier to learn and much more powerful in what they 
can achieve -AMOS and ARexx. 

-----------------



lnaeasing the life t•xpectancy of your Al200 is 
largely a n1atter of exercising some con1mon 

sense ... 
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Blanker 

I t's easy to forget that the computer is quite a fragile piece 
of electronics. Looked after well it should last for vears 
and years but things can go wrong. This chapter could be 

sub-titled "computing comon sense" as its main purpose is to 
explain \Vhy· and how the more obvious precautions should be 
taken. 

Floppy disks don't last for 
ever though some last 
longer than others. Try and 

keep a back-up copy of any valuable data in case the worst hap­
pens. When it does the disk won't be recognised by the A1200 
when you put it in the disk drive. Instead the DFO:???? title will 
be displayed and the "Not a DOS disk" message will appear 
when you double-click on the icon. Depending on the damage 
done to the disk some of the data may be recoverable using the 
sort of utility designed just for this purpose- see All is not Lost. 
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Don't touch the surface of the disk and keep disks away from sources 
of heat and/or magnetism. So don't put them near your hi-fi or on top 
of the monitor. 

Avoid touching your monitor screen. 
As with most glass surfaces they 
tend to scratch too easily which cre­

ates all sorts of irritating reflections. Due to the static charge on the 
front of the screen, the monitor is a dust-trap. Clean it carefully with a 
proprietary screen-cleaning fluid and suitable cloth. Avoid "burn-in" of 
screen images- typically the Workbench screen- by using one of the 
innumerable screen blanking programs. BLANKER, which is one of 
the Commodities on the Extras disk, is more than adequate. 

Monitors do tend to be very reliable and should last as long as your 
televsion set but if you're buying secondhand it's as well to remember 
that they don't last for ever. Tell-tale signs of old age include the inter­
mittent disappearance of one of the three RGB colours. With a fully 
functioning monitor the red, green and blue colours are used in com­
bination and in differing quantities to make up all other colours. 
White is produced by all three guns firing together. If the red gun isn't 
working the screen will appear turquoise, with the blue gun missing it 
will appear yellow and with the green gun missing it will appear pink. 
If a gun is missing it may be just a loose connection which your dealer 
will be able to fix. If it's the gun itself then the entire tube will need 
replacing which effectively means buying a new monitor. 

As it gets rolled around the top of 
your work surface the mouse picks 
up tiny fragments of dust and fibres. 

Eventually these accumulate inside the mechanism clogging up the 
works. When this happens the mouse won't always respond to your 
movements and some rudimentary maintenance is called for. 

Turn the mouse upside down and undo the catch to release the tracker 
ball. You will see, inside the mouse, the rollers that the ball moves 
against to control the pointer. You will probably also see tufts of fluff 
which should be pulled out. If the rollers themselves are dirty try using 
a cotton wool bud with a dab of white spirit to clean them. Using a 
mouse mat will reduce the amount of debris accumulated as well as 
giving better grip to the tracking ball. 
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It could be tea, beer, squash, a 
twelve year old malt or anything 
fluid but whatever it is, your Amiga 

doesn't like it as much as you do. The over-riding principle here is -
don't. Don't bring them anywhere near your computer as the results 
can be both dangerous and expensive. 

But if you do spill onto your computer then the first thing to do is 
switch off. Then try and minimise the damage by tipping the machine 
to drain away any surplus fluid. 

Depending on how much you have spilt and where the situation may 
not be irretrievable. If it's a splash on the keyboard then you may be 
lucky. Take the machine to pieces, mop up any excess coffee that you 
find. Leave the rest to set into that familiar brown gunk and then try 
using a solvent-based cleaner to clear this out. You may be lucky. 

If the spillage was further back on the machine then it's going to be an 
expensive trip to the dealers. Pouring coffee down the back of a moni­
tor is one of the dumbest forms of entertainment going, so don't. 

Tiny particles of smoke can settle on and cause damage to delicate 
surfaces everywhere: floppy disks, hard drives, lung tissue etc. 

Hard drives are expensive and 
should be treated with care. Apart 
from anything else there is the sheer 

inconvenience of having to start out from scratch. It isn't unusual for 
the hard disk to have a minor flaw somewhere on its surface and that 
isn't too much of a problem. If disk errors occur then hard disk can be 
reformatted but if it becomes commonplace then some sort of 
mechanical fault is likely and the unit should be replaced. Mechanical 
faults aren't in the habit of repairing themselves. 

In normal use the surface of the hard drive's disks are spinning away 
fractions of an inch away from the heads that read them. If the two 
should come into contact you can expect to hear a high-pitched 
screeching noise. Hear that and you know it's curtains. 
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[~~~ _!Jeditations 
A black screen with orange writing 
on it in a flashing framed box. lt's a 
guru meditation and something has 

I 

gone wrong. If you haven't encountered one of these yet don't won)', 
vou will. The good news is that the message is usuallv along the lines 
of "Recoverable alert. Press left mouse button to continue." Do so and 
you are returned to the Workbench window where all windows have 
been closed. 

Software CraShes = A crash is about as bad as things get 
in normal computer use. The screen 
freezes and nothing you can do 

makes anv difference. The computer doesn't respond to mouse or kcv­
board input. Nor docs it respond to swearing or hcadbutting. The only 
option is to perform a soft-reboot which means losing all the work vou 
have been working on. 

Crashes are usually caused by badlv written software trying to usc one 
part of the processor to do two things at once or something equally 
illegal to usc the programming jargon. In practice even the best soft­
ware can suffer from these problems as it is nigh on impossible for 
programmers to prepare for everv eventuality. The best precaution is 
to save data frequently. Some software even comes with an auto-save 
feature which updates the saved file every ten minutes or so. 

Should one piece of software continually crash then contact the sup­
plier making a note of any hardware add-ons you have and the cir­
cumstances when crashes occur. It may not be designed to cope with 
particular hardware combinations, alternatively your set-up may be 
infected with a virus. 

[vkuSes I How do I know I've got one and 
what do I do about it' A lot has been 

------- written about viruses and the men-
ace they pose but, with a little care, you should be able to avoid ewr 
commg a cropper. 

A virus is simply a program that has been deliberately written to cause 
heartache and headache to other computer users. They come in many 
different forms and, like real-life viruses, they can have a range of 
effects varving from the barely noticeable to the catastrophic. Viruses 
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Insider Guide #26: Avoiding the virus menace. 

Place a virus killer inside the WBStartup file on your boot disk. 

Each and every time you boot up the program is loaded. In normal 
use it will be invisible, working as a background task. 

Try and get the most up-to-date version of any virus exterminator 
you can get hold of. 

·. . .• .. • · · ;·< , ·.aa :tilt! l!i.sl: till H"e: I f(~~Qt~l-~"c'W tr:..te ~-ig t•e •tll.fKK 
Col~Mat diedt u f- ,._JJIUKK vlt-•s:es 

Ray I 

If you try to use a disk which has a dubious nature about it- a system 
request message will be displayed. Note that if you try to read a PC 

disk using CrossDOS- any installed virus checker will signal a poten­
tial problem when you insert the PC disk into the Amiga disk drive. 

have been written that flash intermittent messages onto your screen, 
that redesign the pointer or other icons to something more obscene 
and that completely trash all vour files. Some vimses lie dormant until 
a certain date and time is reached. In this respect a lack of internal 
clock on the A 1200 looks like a definite plus. 

I It is very easy to write a program to 
How they \Vork I rename, copv or even delete files. To 

__ ; __ ____________j be a real computer virus the pro­
gram has to be capable of making copies of itself and again that is 
pretty simple. The hardest part is getting such a program to mn with­
out the user being aware of what is happening. Once that has been 
achieved the virus can copv itself from disk to disk to hard drive to 
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disk until such time as it starts making its presence felt. Obviously if 
the virus has some sort of delay element then it can quite feasibly have 
contaminated several disks before it is discovered. 

Points to note: 

• You can't locate viruses from within compressed files. 

• Viruses don't survive the machine being switched off. 

• They can't contaminate any disk that is write-protected. 

• They aren't created spontaneously. 

Some viruses make their presence 
blindingly obvious. This includes the 
obscene message or symbol variety 

or bizarre distortions of the screen picture. Others are more subtle and 
start shifting files around between directories. With one of these kinds 
of virus the first signs of trouble are often Workbench messages 
reporting the failure to load a program because a particular file has 
not been located. This second type is often much more difficult to 
locate because its effects can be caused by many, more mundane, rea­
sons - operator error amongst them. 

A virus-free life can't be guaranteed. 
You can take all the necessary pre­
cautions like installing a virus killer 

in your WBStartup directory, scan all incoming disks and never use 
disks from dubious sources and still end up being infected. How? 

Well just as fast as virus killers are written to combat the threat, new 
viruses (or is it viri?) are being written to evade them. Should you 
encounter one of these viruses then your existing set up won't protect 
you. However, such an eventuality is unlikely. The writers of virus 
killing sohware ohen pride themselves on being bang up to date with 
all that's fashionable in computer infections. If you always have the 
latest sohware they have written then the chances on you stumbling 
across a new virus before they do is pretty slim. What you must do 
though is keep up to date on the latest versions of their software. 

Although the majority of virus killers are freely copiable you should, if 
you are using that sohware, send a donation to the author. That way 
there is a strong incentive for the next version to be written. 

-----------------



You need a piece of kit called a virus 
killer. Load this up from disk and 
depending on the severity of the 

virus you will be left with completely restored disks and software or 
with a mangled mess of files. If it's the latter then you can thank your­
self for having been prudent enough to make copies of all your most 
important files ... 

At the end of the day, when you've 
finished using your computer, don't 
forget to switch it off. Before you do, 

though, wait for a few seconds. If you are in the process of saving a 
file before switch-off then give this time to be completed. The comput­
er often gives the impression of having finished saving while there is 
still data saving taking place. Switching off while this goes on is one of 
the easiest ways to corrupt your files. 

Don't switch the Al200 back on immediately after switching it off. 
There are two reasons for this: 

• The electronic components still bear some capacitance after 
shutdown. Switching back on before this has fully dissipated 
can overload them causing failure. Leave thirty seconds 
between switching off and switching back on and you should 
have no trouble at all. 

• Hard disks, if fitted, continue to spin for a short while after 
shutdown. Restarting the machine can cause data corruption. 
The thirty second wait should, again, be more than sufficient 
for their protection. 

And that's it. With a little bit of care your A1200 should provide you 
with many trouble-free years of computing. I hope it goes well ... 
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The Next Steps Disk of freely distributable 
software to accompany the chapters in this hook 

is available from Bruce Smith Books. 

Or~nt 
lbuldl'le 

I (!!!! ill 
Virus Checker 

r '-=' ''I 
RBac::kup 

I (!!!! q I 
Docunents 

r .~. ''I 
RRestaure 

I (!!!! HI 
Courtyard 

T he Next Steps Disk contains those utilities that are most 
frequently needed to speed up the whole process of com­
puting on your Al200. To use the disk insert it into your 

A 1200 drive and double-click on the Next Steps Disk icon when 
it appears. This will displav a window which will reveal several 
icons. Double-click on the ReadMe icon for more up-to-date 
information relating to the book. 

ARestaure 

ABackup 

File recovery utility. Rescues files that have 
been deleted 

Makes up-to-date copies of data for protec­
tion. Ideal for backing up a hard drive. 

Virus Checker Protect against infection. Save your programs 
from attack. 

Power Packer Reduces file sizes to save space 

Orleans Outline font - improve your presentation and 
create additional bitmap fonts. 

A 



SoundFX 

Dungeon 

ReadMe 

Courtyard 
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Sound Effect files- to customise your Workbench or 
add to soundtracker files. 

MultiView file- as shown in MultiView chapter 

File listing any changes to this book since publica­
tion. 

Picture as used in the PrintOut chapter. Compare 
your own results with ours. 

Send a cheque/PO for £1.50 made payable to Bruce Smith Books Ltd 
to: 

Next Steps Disk 
Bruce Smith Books 
PO Box 382, 
St Albans, 
Herts AL2 3JD. 

Orders originating from the USA or Australia should send a $5 bill to 
cover all costs. 
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We've taken you through the doorway of your 
Amiga Al200- now open it wide to the extensive 

range of Insider Guides and Mastering Amiga 
titles available from the world's number one 
Amiga Book publisher - Bruce Smith Books. 

B. ruce Smith Books is dedicated to producing quality 
· Amiga publications which are both comprehensive and 
easy to read. Our Amiga titles are written by some of the 

best known names in the marvellous world of Amiga comput­
ing. If you have found that your Insider Guide has proved infor-
mative and want to delve deeper into your Amiga then why not 
try one of our highly rated Mastering Amiga guides? In other 
words - if you enjoyed getting insider your Amiga, now is the 
time to master it! 

Below you'll find details of all the Mastering Amiga and Insider 
Guide range books that are currently available or due for publi­
cation soon. 

I ~··I E~~~\~f:~i:~f~~:::~~~I~ 
and all releases of AmigaDOS and Workbench. The Mastering 
AmigaDOS books are constantly updated to reflect 
Commodore's evolving Amiga operating system so you can be 
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sure that these bibles of Amiga computing will keep up to date with 
you and your computer. Please check the list of titles currently and 
soon to be available below for full compatibility. 

Book ASOO A500+ A600 Al200 A2000 A3000 A4000 

Amiga Al200 Insider Guide N N N y N N :-.I 

Amiga Assembler Insider Guide y y y y y y y 

Disks & Drives Insider Guide y y y y y y y 

Amiga Al200 Video N N N y N N y 

Workbench 3 A-Z Insider Guide N N N y N Y# y 

AMOS A to Z Insider Guide y y y y y y y 

Mastering Amiga Beginners yt y y y Yt y y 

Mastering AmigaDOS2 Vol. I y y n N y Y* N 

Mastering AmigaDOS2 Vol. 2 y y n N y Y* N 

Mastering AmigaDOS3 Vol. I N N N y N Y# y 

Mastering AmigaDOS3 Vol. 2 N N N y N Y# y 

Mastering Amiga Svstem y y y y y y y 

Mastering Amiga Printers y y y y y y y 

Mastering Amiga AMOS y y y y y y y 

Mastering Amiga Assembler y y y y y y y 

Mastering Amiga C y y y y y y y 

Mastering Amiga ARexx N y y y y y y 

Yt State if you have AmigaDOS 1.3 Y* Earlier versions 'Nith AmigaDOS2 

n 80% compatible with 2.1 version Y# Latest versions with AmigaDOS3 

Brief details of these guides along with review segments are given 
below. If you would like a free copy of our catalogue and to be placed 
on our mailing list then phone or write to the address below. 

You can order a book simply by writing or using the simple tear our 
form to be found towards the end of this book. 
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Our mailing list is used exclusively to inform readers of forthcoming 
Bruce Smith Books publications along with special introductory offers 
which normally take the form of a free software disk when ordering 
the publication direct from us. 

Bruce Smith Books, PO Box 382, St. Albans, Herts, AL2 3JD 
Telephone: (0923) 894355 -Fax: (0923) 894366 

Note that we offer a 24-hour telephone answer system so that you can 
place your order direct by 'phone at a time to suit yourself. When 
ordering by 'phone please: 

• Speak clearly and slowly 
• Leave your full name and full address 
• Leave a day-time contact phone number 
• Give your credit card number and expiry date 
• Spell out any unusual names 

Note that we do not charge for P&P in the UK and we endeavour to 
dispatch all books within 24-hours. 

Buying at your Bookshop 

All our books can be obtained via your local bookshops - this includes 
WH Smiths which will be keeping a stock of some of our titles - just 
enquire at their counter. If you wish to order via your local High 
Street bookshop you will need to supply the book name, author, pub­
lisher, price and ISBN number - these are all summarised at the very 
end of this appendix. 

Overseas Orders 
Please add £3 per book (Europe) or £6 per book (outside Europe) to 
cover postage and packing. Pay by sterling cheque or by Access, Visa 
or Mastercard. Post, Fax or Phone your order to us. 

Dealer Enquiries 

Our distributor is Computer Bookshops Ltd who keep a good stock of 
all our titles. Call their Customer Services Department for best terms 
on 021-706 1188. 
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Amiga A1200 Insider Guide by Bruce Smith 
ISBN: 1-873308-15-9, Price £14.95,256 pages. 

Amiga Insider Guide 

The world's best selling A 1200 book! Assuming no prior knowledge, it 
shows you how to get the very best from your A 1200 in a friendly man­
ner and using its unique Insider Guide steps. Configuring vour system 
for printer, keyboard, Workbench colours, use of Commodities and 
much much more has made this the best-selling book for the Al200. 

As well as easv to read explanations of how to get to grips with the 
Amiga, the book features 55 of the unique Insider Guides, each of 
which displays graphicallv a set of step by step instructions. Each 
Insider Guide concentrates on a especially important or common task 
which the user has to carry out on the Amiga. By following an Insider 
Guide the user learns how to control the Amiga bv example. Beginners 
to the A 1200 will particularly appreciate this approach to a complex 
computer. 

The disks which come with the Al200 contain a wealth of utilities and 
resources which allow vou to configure the computer for your own 
wav of working. The step by step tutorials take vou through using 
these point bv point, anticipating anv problems as they go. There arc 
also fullv fledged programs such as MultiView and ED which can 
seem impenetrable for the new user but which become clear when 
observed in usc over the shoulder of author Bruce Smith. 

Great new features such as the colour wheel, Intellifonts, using 
MSDOS disks with CrossDos and configuring sound are dealt with in 
detail. A useful appendix acts as a file locater so that anv of the many 
files on the Amiga disks can be quickly found. 

Amiga Assembler Insider Guide by Paul Overaa 
ISBN: 1-873308-27-2, Price £14.95, 256 pages. 

The Amiga Assembler Insider Guide has been written for the new user 
who wishes to learn to write programs in the native code of the Amiga 
computer - assembly language. The approach taken to this often 
daunting subject is designed to achieve practical results with short 
examples which demonstrate different programming skills. Each pro­
gram in the book can be assembled and run in under one minute so 
the beginner need have no fear of long impenetrable listings. This is 
programming for the novice, made all the easier though the mini 
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Insider Guides which summarise important operations and funda­
mental concepts. 

Possible stumbling blocks and areas which regularly cause beginners 
problems are taken head on. No extra software is required to run the 
examples provided. After reading the book, the user will be able to 
confidently type in and edit source code, assemble it, debug it and and 
nm it. 

The book is compatible with all the main assemblers on the market. A 
support disk is available from the publisher which contains the A68K 
assembler, all the listings in the book, additional utilities and exam­
ples (cost £2.00 P&P). With the Amiga Assembler Insider Guide learn­
ing assembler on the Amiga has never been easier. 

Amiga Disks and Drives Insider Guide by Paul Overaa 
ISBN: 1-873308-34-5, Price £14.95, pages TEA. Available April '94. 

In normal use the humble disk or hard drive will give years of faultless 
service. Abused and neglected they cause pain and frustration. Amiga 
Disks and Drives aims to teach vou how to use and care for disk drives 
in order to minimise the risk of problems, to get a better understand­
ing of the software that drives them and what .vou can do if things go 
wrong. Includes such topics as virus protection, file encryption, secu­
rity issues, disk repair, back-up utilities and much, much more. 

Amiga A1200 Beginners Pack by Wall Street Video/BSB 
ISBN: 1-873308-30-2, Price £39.95 plus £3 p&p, one-hour Workbench 
basics video and two books (A 1200 Insider Guide and Amiga Next 
Steps) plus 4 disk of essential software. 

Combining the Amiga A 1200 Video, the Amiga Next Steps Insider Guide 
and the Amiga A1200 Insider Guide this bumper pack mav not be for 
you if you already own the Amiga A1200 Insider Guide, but could be 
the perfect gift for somebody you know taking their first tentative 
steps along the wonderful road of Amiga computing. 

The disks of software contain the most sought after programs everv 
beginner should have, including a database, a wordprocessor, a clip 
art selection, the OctaMed music sampler, a virus checker, a file 
recoven· package and a disk compression utility. 
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Amiga Al200 Video by Wall 
Street Video/BSB 
BSBVIDAMI001, Price £14.99, 
one-hour \Vorkbench basics \ideo. 

New from Bruce Smith Books in 
association with Wall Street Video­
Australia's leading Amiga training 
companY - the perfect video intro­
duction to using \OUr Amiga A 1200 
and a perfect companion for the 
world's best selling A 1200 book, 
Bruce Smith's classic Anzi.~a A I 200 
Insider Guide. This one hour \ideo 
prmides a basic tutorial on hem to 
set up and run \our Amiga A 1200 
bY using great animations and split 
screens to increase Your under­

standing or the concepts being explained. Re-examine those trick\ .~reY 

areas bY instantlv rewinding the video. 

Applicable to both hard and !1oppY disk users the Amiga A 1200 Video 
mav also hv used to understand the Amiga A4000 and at £14.99 repre­
sents outstanding \·alue. 

Workbench 3 A to Z Insider Guide by Bruce Smith 
ISBN: 1-873308-28-0, Price £14.95, pages TBA. A\ailable April '94. 

From the world's number I selling Amiga book author comes this 
indispensable guide which covers even aspect of the Amiga 

Workbench version 3. Complete with illustrations, it prm·ides compre­

hensiw coverage of e\·en Workbench menu op1tion and icon across 

ewrY disk- and more. 

An indispensable guide and essential reference for e\erv Workbench 3 

owner! 

Mastering Amiga Beginners by Bruce Smith and Mark Webb 

ISBN: 1-873308-17-5, Price £19.95,320 pages. FREE Games disk. 

Mastering Amiga Be.~izmers is the book for the growing number of 

novice computer users who turn to the Amiga as the natural computer 

for horne entertainment and self-education. 

The authors have built up a wide experience of beginners' require­

ments and the problems thev encounter and nm1· this vast knowledge 
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of the subject has been distilled into 320 pages of sensible advice and 
exciting ideas for using the Amiga. 

Mastering AmigaDOS 2 Volume One- Revised Edition 
by Bruce Smith and Mark Smiddy 
ISBN: 1-873308-10-8, Price £21.95,416 pages. FREE Utilities disk. 

Volume One of the Mastering AmigaDOS 2 dual volume set is a com­
plete tutorial to AmigaDOS, designed to help the beginner become the 
expert. From formatting a disk to multi-user operation, over 400 pages 
spans every aspect of the Amiga's operation. The book is packed with 
DOS one-liners and scripts. 

Mastering AmigaDOS 2 Volume Two - Revised Edition 
by Bruce Smith and Mark Smiddy 
ISBN: 1-873308-09-4, Price £19.95,368 pages. 

Mastering Amiga DOS 2, Volume Two is a complete A to Z reference to 
DOS commands and the current version has full details up to version 
2.04. The action of each command is explained and examples to trv 
are provided. Chapters on AmigaDOS error codes, viruses, the 
Interchange File Format (IFF) and the Mountlist complete this \'alu­
able guide. 

Mastering AmigaDOS 3 Volume One - Tutorial 
by Bruce Smith and Mark Smiddy 
ISBN: 1-873308-20-5, Price £21.95, 384 pages. FREE Utilities disk. 
Volume One of the Mastering AmigaDOS 3 dual volume set is a com­
plete tutorial to AmigaDOS 2.04, 2.1 and 3. Designed to help the begin­
ner become the expert it follows the highly successful format of the 
Mastering AmigaDOS 2 series. From formatting a disk to multi-user 
operation, over 400 pages spans every aspect of the Amiga's operation. 
The book is packed with DOS one-liners and scripts. 

Mastering AmigaDOS 3 Volume Two- Reference 
by Bruce Smith and Mark Smiddy 
ISBN: 1-873308-18-3, Price £21.95,416 pages. 

Following on from the best selling Mastering AmigaDOS 2 volumes, 
Mastering Amiga DOS 3, Volume Two is a complete A to Z reference to 
DOS commands covering versions 2.04, 2.1 and 3. The action of each 
command is explained and examples to try are provided. Chapters on 
AmigaDOS error codes, viruses, the Interchange File Format (IFF), the 
Mountlist and the new hypertext system, AmigaGuide, complete this 
valuable guide . 
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Mastering Amiga System by Paul Overaa 
ISBN: 1-873308-06-X, Price £29.95, 398 pages. FREE disk. 

Serious Amiga programmers need to use the Amiga's operating system 
to write legal, portable and efficient programs. But it's not easy! Paul 
Overaa shares his experience in this introduction to system program­
ming in the C language. The author keeps it specific and presents 
skeleton programs which are fully documented so that they can be fol­
lowed by the newcomer to Amiga programming. The larger programs 
are fully-fledged examples which can serve as templates for the read­
er's own ideas as confidence is gained. 

Mastering Amiga Printers by Robin Burton 
ISBN: 1-873308-05-1, Price £19.95, 336 pages. FREE Programs disk 

After reading Mastering Amiga Printers, any Amiga owner will be able 
to choose effectively the ideal printer for his or her requirements. The 
Amiga's own printer control software is pulled apart and explained 
from all points of view, from the Workbench to the operating system 
routines. Individual printer drivers are assessed and screen-dumping 
techniques explained. 

Mastering Amiga AMOS by Phil South 
ISBN: 1-873308-12-4, Price £19.95, 320 pages. 

AMOS has very quickly developed into one of the most exciting and 
accessible programming languages on the Amiga. Its easy to use inter­
face and familiar BASIC structure are augmented by powerful 
libraries for games and graphics programming. Mastering Amiga 
AMOS is ideal for anyone investing in AMOS, EasyAMOS or AMOS 
Professional. Full of hints, tips and shortcuts to effective and spectacu­
lar AMOS programming, this book also contains many useful routines 
and program design ideas. 

Mastering Amiga Assembler by Paul Overaa 
ISBN: 1-873308-11-6, Price £24.95, 416 pages. FREE disk. 

The big brother to the Amiga Assembler Insider Guide, this book 
explains the use of assembly language to write efficient code within 
the unique environment of the Amiga, doing so without duplicating 
standard 68000 material in over 400 pages. Instruction is achieved by 
short code examples amidst discussion of the issues involved in using 
machine code for various purposes. Subjects covered include coopera­
tion with the System software, custom chips and the C language. All 
the popular Amiga assemblers are supported by the many code exam­
ples in this book. 
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Mastering Amiga C by Paul Overaa 
ISBN: 1-873308-04-6, Price £19.95,320 pages. 
FREE Programs Disk and NorthC Public Domain compiler. 

C is one of the most powerful programming languages ever created 
with much of the Amiga's operating system written using C. The intro­
ductory text assumes no prior knowledge of C and covers all of the 
major compilers, including the charityware NorthC compiler supplied 
with this book when ordered direct from BSB. It is ideal for anvone 
using their Amiga to catch up on computer studies! 

Mastering Amiga ARexx by Paul Overaa 
ISBN: 1-873308-13-2, Price £21.95,336 pages. FREE disk. 

Now a standard part of Commodore's software strategy and readily 
available to Workbench 2 and 3 users, ARexx has been much admired 
by the programming community and is now available to all as a third 
partv product. This book is an ideal companion to the ARexx documen­
tation, explaining ARexx's main features, how it controls other pro­
grams, its built-in functions and support libraries, methods for creating 
well structured ARexx programs and much, much more. 

Note 
Disks where indicated are supplied free only when ordered direct from 
Bruce Smith Books. E&OE. 

----·11-----



Amiga Insider Guide 

--------11--------



Amiga Insider Guide 

"The Mastering Amiga series provides top quality 
guidance for Amiga users." 

... but don't just take our word for it! 

"If you're a beginner or a newcomer to Amigas, these two 
books provide an excellent way of finding your way around 

your new machine" 

Richard Baguley, Amiga Format on the 
A600 and A1200 Insider Guide series. 

AF GOLD AWARD- 90% 

"This book has been written with the absolute novice in mind. It 
doesn't patronise, yet neither does it baffle with jargon and slang" 

Chris Lee, CU Amiga Review on Mastering Amiga C. 

"I have to say that the best hands-on tutorial that I've seen is 
Mastering AmigaDOS 2 Volume One." 

Pat McDonald, Amiga Format on Mastering AmigaDOS Vol. 1. 

"The definitive book on the subject, don't leave your 
Workbench without it!" 

Neil Jackson, Amiga Format on Mastering AmigaDOS Vol. 2. 

" ... it's well worth buying a decent book on the subject-
I personally recommend you get Mastering Amiga Printers." 

Jason Holborn, Amiga Format on Mastering Amiga Printers. 

"The latest in the excellent range of specialist Amiga Books ... 
covers every aspect of the complex Amiga system" 

Damien Noonan, Amiga Format on Mastering Amiga System. 
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