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Welcome to WhatlFF?

*<gpan cl ass="shi ne">What| FF? - Issue 1.05 - June 2022</span>*
- - EDI TORS DESK- - MVEET THE WRI TERS
A few wrd fromthe current editor about the magazi ne.
---SHELL TALK---

A place for Whatl FF? witers and readers to air out their Amga
| aundry or just tal k about anything Amiga rel ated!

----- REVI EVE- - - -

Revi ews of hardware and software, old and new covered.

CGui des and support to all things Amiga related, probably the best
part of the magazi ne!

--AM GA PECPLE- -

Hear fromthe people making hardware and software for the Am ga
and in issue 5 we talk to YouTuber and Ami ga nusici an MsMadLenon
and Karl Jeacle, programmer of Am Genini.

Links to the inportant and not so inportant websites, BBSs can
al so be found here.

-1 NVENTS CORNER-

We wel cone back Kevin Saunders for his next article on Amiga
graphi cs and gane graphi ¢ design

NEXT | SSUE *All content copyright of the respective authors 2022*



From The Editor's Desk

<span cl ass="shine">-= From The Editor's Desk =-
</ span> by: Tino Pau

It seens like it was only a few weeks ago that | was sitting here witing
the 'From The Editor's Desk' for issue 4, but that was now over two nonths
ago and a |l ot has happened in that time. As you may have al ready noticed
t he magazi ne has noved to a bi-nmonthly format, while it had been ny
initial intention of producing the magazine in a nonthly format, the |ack
of time afforded by nyself and the other witers nmeant that it becane a

difficult task to acconplish each nonth. |t was conpounded al so by the
fact that the nagazi ne does not deal with gam ng, which neans | ess reviews
and guides. However with the newer format we will hopefully be able to

provide nore indepth articles, reviews and tutorials.

For this issue it is ny great pleasure to welconme Maddi a.k.a MsMadLenon
to the magazi ne, she has her first article in the formof a tracking
tutorial and an interview. |In fact this issue we have two interviews,
the other being with Karl Jeacle the author of Ami Genini. The reviews
and gui des have been ny sole job this issue due to tinme constraints of
John Scolieri and Steve Lord however fingers crossed they will have nore
time for the next issue out in August. Kevin Saunders continues his usua
colum, Invent's Corner, talking about the new Ami ga Art Contest 2022

| have decided to renove the news section due to the change to a bi-nonthly
format. Most of the news will have been old by the tine the nagazine is
rel eased and | thought it night be better used as a soapbox colum or as
it called Shell Talk, John Scolieri is doing the honours with an article
about Amiga OS on a x86 hardware. Well | will not take up anynore of your
time, | just want to thank all the contributors for this issue and you the
reader. In addition, to help fund the magazine | have added a donation
button to the ww. whatiff.info website, this will help with the running of
t he magazine and help in paying a little bit towards the efforts of the
witers. For this issue | want thank: Christopher Wiite and Ant hony
Jarvis for their kind donations to the magazi ne.

As always if you have any comments or want to contribute to the magazi ne
pl ease send an e-mail to: subm ssions@hatiff.info

Thank you for taking the tine to downl oad and read this nagazine, | hope
that you enjoy it and find the content useful. Until next time!



Free For All About The Amiga

<span cl ass="shine">-= Shell Tal k =-</span>
Witten by: John Scolieri

Wthout fail every year since Conmpdore went bankrupt in 1994 and new
owner ship seemed to nake pronise after prom se about new hardware to run
Amiga OS there's been runblings about the cheap and easily avail able PC s
of the tine and why should anmi gans wait for new hardware and why not just
run Am gaOS on the cheap PC s of the tine?

Si npl e enough question back then right? Well...the new owners in the late
90's were Haage & Partner (H&P) and Amiga users were |osing patience with
the direction of their favourite conputer and OS. They were working on
0S3.9 at the tinme for existing Amiga conmputers while entertaining the idea
of running a Q\NX backend and enul ating Am gaQS on top of it.

The alternative was an Amiga running on PC(x86) hardware called Am gaCS XL
and pronising all future hardware problenms woul d be sol ved

The Amiga comunity seemed ok with this direction at first BUT H&P' s
PC(x86) hardware was the opposite of affordable and nade an Ami ga 4000
Tower | ook really cheap! Luckily Am ga devel opers figured out a way to get
cheaper off the shelf PCs to run Am gaCS XL (later named Amthl on)

but alas the start of legal issues was just around the corner as Amiga
Inc. had an issue with H&P regardi ng sone enbedded files on the Am gaGS XL
CD which was the intellectual property of Amiga Inc., ultimately this
woul d stop the sale of it in the early 2000's.

This didn't stop some Ami gans from devel oping Anmithlon to run on different
not her boards and updating the OQONX kernal but w thout the support of H&P
and Amiga Inc. due to the |legal issues Am gaOS XL/ Amithlon didn't

reach the main streampotential it was originally ained for. There are
still users today running Am gaCS XL/ Anmithlon systens but it's a pretty
conplicated setup process with very specific hardware requirenments and
it's been quite a while now that enul ati on packages such as Am kit and

Cl oanto's Ami gaForever easily allows even the nost technically chall enged
user to install and run nodern verisons of Am gaCS on any possible x86

har dwar e avi al abl e even on the inexpensive Raspberry Pie.

So why is the Amiga community still today divided about porting AmigaCS to
x86 hardware then? There's a group of users that are happy to use origina
hardware and keep the spirit of Am gaCS and 68K Mdtorolla CPU s today by
creating new ganes and software. There's a group that says the old
hardware is getting even older, rarer and nore expensive to keep going
with every passing year. There's another group that is using FPGA

technol ogy to inprove on the original OS and inprove it with nore nodern

f eat ures.

Theres anot her group that uses the PPC version of Amiga OS4.1 on dedi cated
PPC hardware and anot her group using existing old Apple PPC hardware to
run MorphOS (AmigaCs 'like' GS) and lastly there's another group that uses
ARCS (an open source Amiga inplemantation at the APl |evel aimng to be
conpatible with Am gaCS prograns) on specific avail able X86 hardware.

The way | see it is that | have no idea why the topic cones up all the
time? W already have ARCS which is free to use and open source to use on
specific nodern PC hardware. The current PPC options of Ani gaOS and

Mor phGS have invested countl ess devel oper/testing hours on specific PPC
hardware and it would require infinite nore tine and resources to port to
x86 hardware and honestly | don't believe that even if it mracul ously
woul d happen | doubt that sales would drastically increase(that is if



never ending lawsuits would allow it sigh). The FPGA crowd can run ARCS or
Am gaOS so there's no issue there. Emulation via UAE is getting better and
better every year for even the casual Anmiga user that wants to roll down
nostlgia lane even for a little while can easily be up and running wthin
m nut es.

Today Ami ga users have all kinds of choices to run their favourite GS in
one shape or another. There are dedi cated devel opers for each user group
and nmany times | see co-operation between devel opers and users of different
groups. O course there's the usual 'disagreenents' between groups but
overall we are truly lucky to have new software and ganmes coming out quite
regularly for all Am gaCS options aval abl e t oday!

Juat don't be surpised when you see this topic come up again next year :-)
Rant over.

cheers,
G Scolieri



Welcome to the reviews section!

<span cl ass="shine">-= Wl cone to the Revi ews page =-</span>
Wel cone to issue 5 for this issue we have an assortnment of hardware and
software reviews. Two alternatives to the Indivision, a calendar utility
and nore. |If you have sone hardware or software that you would |ike
reviewed in What | FF? then contact us at - subm ssions@whatiff.info -

Framenei ster X- RGB Scan Doubl er Revi ew
Known as a good scandoubler for retro ganes, we |ook at how does
the Franeneister fare on the Aniga.
SCART to HDM Adapt er
A one stop easy and cheap solution for outputting your Amiga to
an HDM television or nonitor. |Is it too good to be true
t hough?
Anno - Cal endar Remni nder
Are you always forgetting what you need to do on a particul ar
day? Then Anno might be just what you need, have a | ook inside
to see what we think of this new application available from
Ami net .
G over 1cons
Bored of the deafult Wrkbench icons, want a change but don't
want to | ose nenory? C over |Icons night be just what you have
been | ooking for.
Repl acenent Anmi ga Power Supply

W take a | ook at one of the replacenent power supplies available
fromeBay and see how well it can handle an Aniga | aden down with
expansi ons.



Framemiester X-RGB Review

<span class="fill">*Franenei ster X-RGB Review - April 2022*</span>

<span cl ass="shi ne" >Product Nane</span> Reviewed by Tino Pau
M consoft Franenei ster XRGB M n

<span cl ass="shi ne" >Avai | abl e Fronx/span>
www. sol ari sj apan. com or ebay
JPY 50, 000

<span cl ass="shi ne" >Har dwar e/ Sof t war e Requi r ement s</ span>
EURO SCART Adapter Cable

<span cl ass="shi ne">Machi ne Used For Testi ng</span>
Conmodor e Amiga 1200

<span class="shine">Little Box O Wnders</span>

For those of you who are serious about their retro gamng with orgina
hardware the Franeisters will nost |ikely be on your radar. Those of

you who are not aware of the Framenei ster please let me explain a little
about this wonderful black box. The Franenei ster was nmade (since it is
out of production now) by the Japanese conpany M consoft, they have a

I ong history of naking scandoubl ers/upscal ers for ol der hardware and the
Framenei ster is it's best known product. The Meisters are known

for their reduced input |ag, outstanding imge quality, and w de variety
of visual and audio settings. The Franeneisters before the XRGB Mni were
| arge and expensive though they did sport several SCART inputs allow ng
nore than one device to plugged in at a time. 1In 2011 M consoft rel eased
the XRGB Mni, a much smaller, lighter device that soon becane their best
selling product. The original asking price was 50,000 Japanese Yen and
since then the prices have been going up. However it is still possible to
buy new Franmenei sters fromthe Japanese resller Solaris for around 53, 000
Japanese Yen. This is not cheap by any neans but as you will find out
later there is a good reason for this price.

The XR@GB M ni conmes with several inputs: AV, S-Video and RG (SCART), you
can also add 2 HDM inputs, so it is possible to use your Bluray player or
nodern console with the XRGB M ni as an HDM switcher. The unit cones
with a Japanese SCART cable but it is reconmended to buy a European SCART
cable and one with a sync cable. | did this at the tinme of purchase
since all my SCART cabl es are European even though | am using Japanese
hardware. Al ongsi de the SCART cable, you get a renpte and power supply,
the renpte is in Japanese so for those unable to read Japanese | suggest
buyi ng an overlay with English translation of the buttons.

Before using ny Amiga with the Frameneister | had used it with severa
Japanese consol es: Super Fam com Megadrive, PC Engine, N64, PC FX and
Sega Saturn. Al of these consoles output a beautiful crisp and bright
picture, with the added scanlines it took ne right back to playing on

nmy old CRT TV, but this tine the TV was 50 inches instead of 14. It is
difficult to describe how nuch of a difference the XRGBB M ni made to the
ganepl ay experience, it was the first time in over 10 years since | had
seen such a crisp picture on a nodern TV. Although there is apparently
input lag, | did not notice this during ganme play, though it could be
down to nmy slower reactions. The only console that | had a little issue
with was the Super Fami com the original SCART cable was not a true RGB
cable and as such the picture was quite dark and there was a buzzing
sound present. After a quick search on eBay | found a true RGB SCART
cable for the Super Famicom once the cable arrived it was startling

the difference. The Super Fanmicom picture was bright and crisp with no
buzzi ng sound either. So after having used the XRGB with nmy consol es

| started to think maybe it might be a good fit with the AmMga. Find
out below to see if this just might be the box to fix all your upscaling



needs.

<span cl ass="shi ne">Am ga 1200 Meet Franen®i ster</span>

The beauty of the Frameneister is that it is ready for SCART input and can
handl e NSTC and PAL with ease, as such hooking up the A1200 to the XRGB

M ni was easy with a standard RGB SCART cable. The XRGB can handl e 240p

but anything above that and it will not work, so the Amiga is limted to
H Res Laced PAL/NTSC, any of the other screennpdes and the upscaler wll
not accept the signal. |If you use your Amiga primarily for games this

shoul d not be an issue.

The XRGB produced a sharp and bright inmage fromthe A1200, it | ooked nuch
better than | had expected. The only niggle | could see was a blurring on

t he nouse pointer when noved. It is not a big issue however it was not
noti cabl e when using an Indivision. | amnot sure why it does this, but
when | run the XRG with scanlines on nmy TV and play a scrolling shooter
the scanlines seemto disapear, | wonder if this is a possible setting

i ssue as there is nuch that can be changed on the Framenesiter, or it
could be an issue of nmy TV.

The next issue is a bit nore frustrating and exposes the limtations of
the XRGB, if you stay in the same resolution of PAL/NTSC LoRes/H Res the
XRGB wi Il have no issues, however if you change to a higher resolution
such as Hires Laced the Franeneister takes a long time to change
resolution, it is long enough for you to start worrying something m ght
have gone wong. Oher than these two issues the XRGB allows you to use
your Ami ga on a nbdern nonitor along with other retro conputer/consol es.
However if you wi sh to use the AGA chipset’'s nore advanced resol utions
then the Framenei ster XRGBB M ni is not the scandoubler for you. | did
check the scandoubler with other software such as Final Wite, Brilliance
Li ght wave, OctaMED and found the image quality to be superb as |ong as

| did not stray fromthe default Am ga resolutions. The picture is rock
solid and very clear coming close to that of the Indivision

<span cl ass="shi ne">Fi nal Thought s</ span>

The Framenei ster XRGB M ni has gained a | egendary status as the upscal er
for playing ol der consoles on nodern TVs. It rightly deserves the
reputation, while it is far frombeing cheap it allows you to enjoy nost
of your 80s and early 90s retro consoles and conputers in beautiful RGB
with scanlines. The Amga is supported by the XRGB Mni but only if you
stay within the 240p resolutions of NTSC/ PAL Hi res/Lores screen nodes.

If you want one box for all your retro gear then the Franeneister is the
device for you. It is nore expensive than the OSS open source scandoubl er
but it provides you with a slightly better picture quality and nmore 10O
options.

<span cl ass="shi ne">Pros and Cons</ span>
+ Beautiful picture quality

+ Scanl i nes done properly

+ Not limted to Ami ga conputers

- Expensive

- Limted resol uti ons supported

- Only available from Japan



SCART to HDMI Review

<span class="fill">*SCARt to HDM Revi ew*</span>

<span cl ass="shi ne" >Product Nane</span> Reviewed by: Tino Pau
SCART to HDM Scandoubl er

<span cl ass="shi ne" >Avai | abl e Fronx/span>
eBay
Price: $15.00-50.00

<span cl ass="shi ne" >Har dwar e Requi r enent s</ span>
SCART and HDM Cabl es

<span cl ass="shi ne">Machi ne Used For Testi ng</span>
Conmodor e Amiga 1200

Classic WB + 3.2 Kickstart

TF 1260

<span cl ass="shi ne">A Cheap Alternative To The | ndivi sion</span>

Getting the Amiga connected to a nbdern device can be a quite a struggle
at times, and nore so it can becone increasingly expensive. Over the |ast
few years there have been devi ces popping up on auction sites such as eBay
advertising SCART to HDM scandoublers for an average price of $30. In
nost cases they are generic devices nmade in China and are easy to get hold
of . A device that takes in the Amga's R@ signal and upscales it to HDM
for the price of an Amiga gane seens a little too good to be true, so
invested in one for nyself to see how well these little boxes fare.

The device itself is very small, smaller than a CD case, has one SCART

i nput and HDM output, there is an audio out port and custom power cable
that ends in a USB plug. |In addition there are buttons for PAL/NSTC and
for changing the output resolution from480p, 720p up to 1080p. Setup is
very easy as all you need is a standard Am ga SCART cabl e and then an
HDM cable to connect to your display. The device quickly picked up the
signal fromthe Ami ga and up popped ny Workbench. First inpressions were
good, it looked relatively clean with m nor ghosting around the edges of
wi ndows, however upon opening a window I noticed the white bal ance was on
the extrene side with the col ours | ooking washed out. The npuse pointer
al so had a shimering effect when noved. This seened to include anything
that noved on the screen, causing the screen to have a blurred | ook when
i n movenent.

For nme the ultimate test is using Brilliance for some pixel pushing and
unfortunately the scandoubl er did not produce a result that | was happy
with. It was difficult to see the individual pixels due to heavy blurring
making it inmpossible to do any decent artwork. | tried to change the
settings and nmonitor but still came up with a picture quality that was

not acceptable for nmy situation. Over tine the box became quite hot and
the picture disapeared a fewtines, turning green and purple. It is clear
this scandoubler is not suitable for |ong conmputer sessions.

<span cl ass="shi ne">Fi nal Thought s</ span>

The SCART to HDM scandoubler fits a segenent of users who are on a
limted budget and are nore concerned about using their Am ga for
ganes. Wile | would find it frustrating to play ganmes on the device

it is still better than using the built in upscalers in nodern televions.
If you want to do word processing, graphics or something productive |
woul d suggest saving up for an Indivision or simlar card. It is a nice

product for the price, but you get what you pay for and as such do not
expect sonething that can handle all Am ga resolutions or give you a
pi xel perfect inage.

<span cl ass="shi ne">Pros and Cons</ span>



+ Easy to use

+ Cheap

- Average to poor video quality

- Not able to be used for |ong periods of tine



Cloverlcons Review

<span class="fill">*C overl cons Revi ew </span>

<span cl ass="shi ne" >Product Nane</span> Reviewed by: Tino Pau
Cl overlcons

<span cl ass="shi ne" >Avai | abl e Fronx/span>
Am net

<span cl ass="shi ne">Speci al Hardware and Software Requirenents</span>
Any Amiga / Amiga OS 2.0.4+

<span cl ass="shi ne">Machi ne Used For Testi ng</span>
Commodore Ami ga 1200

Ki ckstart 3.2

Cl assi cVB

I ndi vi si on MK3, TF1260

<span cl ass="shi ne">Cl over |cons Revi ew</span>

As Amiga users we are luckly to have a systemthat can easily be tailored
to our tastes, it is a stark contrast to the nodern OSes out from

M crosoft and Apple which do not allow nuch of any customisation. Over
the years various iconsets have conme and gone with Magi cWB and New cons
bei ng the nbst used and recognised. O recent d ow cons has becone part
of the new newer Amiga OS but |like Newcons it really benefits froma

hi gh col our and resol ution dispay. Were as Magi cWB provides a netalic 8
colour alternative, great for the | ower spec Am gas. Wat has not been
rel eased however is a 4 colour icon replacenment set, one that will take up
the | east anpunt of resources and provide a new |ick of paint freshening
up the default Wrkbench icons, until nowthat is. During ny daily search
on Ami net | cane across C over lcons, a |ow resource, 4 colour icon

repl acenent.

<span cl ass="shi ne">Wy woul d you want a 4 col our icon set?</span>

If you are running stock Ami ga hardware wi thout any expansions you are
limted by what iconsets you can use, as such this is where C over
Icons steps up. The basic icon set is remniscent of Wrkbench 2.0/3.0
but look a bit closer and you will see there is nore detail and variety
to the icons than the vanilla WB icons. The drawers and disk icons in
particul ar | ook quite nice even though they only use 4 colours. The
Preferences, Tools and Utilities icons ook very simlar to the default
icons but still have enough new detail to nmake Wrkbench | ook

that much nore fetching.

The package cones with an installer for installing the basic Wrkbench
icons and default icons along with some extra drawers and progranmes.
There is an additional package available on Aminet with nore icons for
drawers and various progranmes. At the nonent the selection is quite
smal | but hopefully other icon artists will provide some nore icon sets.

<span cl ass="shi ne">Shoul d You Change Your |cons?</span>

If you are looking for a change to the default icons and do not want to
use up many resources then this icon set is for you. It creates a nore
noder n | ooki ng Wor kbench wi t hout the overheads that other icon

repl acenents cone with. They are nade for being used without borders so
| ook very nice when used as such

<span cl ass="shi ne">Pros and Cons</ span>

+ Cones with a proper installer for all icons
+ Low over head

+ Made with borderless icons in nind

- Lack of other icons



- Too simlar looking to the default W rkbench icons



annoreview

<span class="fill">*Anno Revi ew* </ span>

<span cl ass="shi ne" >Product Nane</span> Reviewed by: Tino Pau
Anno: Rem nder and cal endar utility version 2.5

<span cl ass="shi ne" >Avai | abl e Fronx/span>
www. am net . net/ package/util/tinme/ Anno
Created by: Juergen Klawitter

<span cl ass="shi ne">Never Forget Anot her Appoi ntnent</span>

| amquite the forgetful person, so | often wite even small events in ny
diary to help me keep on track of things. While it is great to have a
physi cal schedul e book it woul d be nice to have the conputer remnd ne.

So it was with considerable interest that | spotted Anno on the recent

upl oads page of Aminet. The text describes it as a 'Rem nder and Cal endar
Uility', and appears to the full programme. It comes in at only 300kb so
will be an easy downl oad to an Am ga.

Once unpacked the drawer contains 2 guides in English and German, 2 exanple
pictures in English and German, plus the programme. | suggest reading the
guide first as the progranme is not that user friendly, upon bringing up
the programme for the first tine you presented with an enpty w ndow

di spl aying the current date of your conputer. At the bottomare sone
buttons but they only have single letters on themmaking it a bit hard to
figure out what each one does. However each button is explained in the
guide but | feel that it could have been made a bit nore explicit what
each button does. The main button that you will be interested is the
"Add Date', clicking here will bring up a requester asking for the date.
Unfortunately at the nmonent there is no way to choose froma cal endar so
you need to type in the date in a particular format, for Anno it is:

the date, nmonth (witten) and year, like this: 14 May 2022. After the
year you can then add extra notes such as the place, person or event that
will take place. dick on 'Ckay' when you have typed in everything you
need and it will appear in the main window That is pretty nuch to it,
there is no way to set an alarmor sound notification on the day of the
event at the monent though. You can view the whole nonth with the
appoi nt nent days hi ghlighted by pressing on "M at the bottom of the
screen, otherwi se there is not much el se you can do with the programre
aside fromprinting and saving your file.

For the nonent Anno is a very sinple and limted piece of software, |

hope in the future the author will add some nore features such as a sound
notification naybe on the day and the option to choose from a cal endar
instead of typing in the date. Aside fromthese issues the software works

nicely and is something that I will be using on a daily basis. It is a
real pleasure to see new progranmes being nmade for the Armiga that help it
become a bit nore useful in everyday life. The Amiga still lives on

t hanks the efforts of people |like Juergen Klaw tter

<span cl ass="shi ne">Pros and Cons</ span>

+ Sinple and effective

+ Free

+ Does what it sets out to do

- Lack of useful features

- @J can be confusing for the first time user



powersupplyreview

<span class="fill">*Ami ga Power Supply Revi ew</span>

<span cl ass="shi ne" >Product Nane</span> Reviewed by: Tino Pau
OLED Digital D splay Power Supply for the A500/ A600 and A1200

<span cl ass="shi ne" >Avai | abl e Fronx/span>
www. ebay. com - $49.99 + shi ppi ng
Sel ler: keel og

<span cl ass="shine">We Al Need Power</span>

The standard power supplies that cane with our Anigas are beginning to
ook a bit long in the tooth. Some just refuse to turn on or are not

gi ving your Amiga the proper power it needs. It is possible to try and
fix them but for npbst users we are happy to buy a replacement. O recent
there have been quite a few replacenent PSUs avail able, sone using a ATX
power supply which is quite bul ky but gives you the power for you Am ga
and all it's expansions. Qhers are snaller but no |l ess powerful, it was
for this case that | was |ooking for a replacenent PSU, it had to be 100v
since ny Amiga resides in Japan and if possible not too |arge but capable
of powering ny A1200 with its various expansions. | came across a power
supply sold it seens solely by the seller '"keelog', it is smaller than the
original A500 brick, has a touch sensor, OLED display and is available in
110v.

The listing states it provides a +5V DC, +12V DC, -12V DC and cones in

bl ack and grey. | chose the grey version, the total cost including

shi pping to Japan was $54.98, not exactly cheap but pretty reasonable
considering it can only be used with an Am ga. The seller quickly
contacted ne after purchase and shipped the item quickly, it took about
two weeks to arrive. It was packed in a very strong cardboard box and
had bl ack foamon the inside, overall a very professional product. The
pl astic of the powersupply alnmost | ooks like it was 3D printed but is
still very nice looking. In particular | |ike the OLED that shows either
the Amiga logo or the up tine of your Amiga and the current voltage.

The plug has the typical US plug along with a third gound whi ch nmeans t hat
if you are in Japan you will need an adapter, if | remenber correctly in
the States the wall sockets still have the third hole for ground.

Once | plugged in the adapter the plug into the A1200 fit nice and snuggly
so there is no chance of it falling out. | turned on my A1200 and put it
through it's paces, rendering Lightwave ani mati ons, playing 3D ganes,
listening to MP3s and audio editing. The Am ga never once froze or seened
unstabl e, the power supply itself got a little warmbut | would not say
unconfortably hot |ike you get with the Apple chargers, those things can
be too hot to touch at times. Now it rmust be noted that this PSU did not
work so well with the ACA1221lc if you run it at 40mhz, Jens has nentioned
that you need a particular type of power supply and apparently this is not
one them If you run the card up 28nhz you will have no problens, but
novi ng beyond that you will end up with your Am ga |ocking and potentially
| osi ng your hard disk data. However when | overlocked my TF1260 up to
62nmhz | encountered no issues, | have been unable to overclock nmy TF1260
beyond that yet so | cannot say how well the power supply will work wth
nor e over cl ocki ng.

| believe this power supply should be enough for the needs of npbst users,
if you have an ACAl221lc and want to run it at 40nmhz then you will need to
| ook sonewhere else. The small OLED display is quite charming and it is
nice to see how much tine | have spent (wasted?) on the Amiga. It is snal
enough to hide behind the Ami ga or desk without taking up too nuch space
and the cables are | ong enough so as the PSU can sit on the floor whil st
still reaching your Am ga



<span cl ass="shi ne">Fi nal Thought s</ span>

Bottomline, if you are | ooking for a well put together power supply that
can neet the needs of your expanded Am ga, |ooks good, is snall and has

t he added benefit of a small display then this is a good choice to go
with. There are other power supplies available, so you should al ways have
a | ook however this is one of the best power supplies | have had for ny
Amiga, and if | ever can afford another orginal Amiga | would buy sone

it again.

<span cl ass="shi ne">Pros and Cons</ span>

+ Works very nicely

+ Does not get too hot

+ OLED di splay suprisingly usefu

- Uses a three prong plug for 100v countries



Welcome to the guides section!

<span cl ass="shine">-= Wl cone to the CGui des page! =-</span>
This issue we have sone great tutorials, the big one is fromthe YouTuber
Ms Mad Lenmon with her tracking tutorial, also included in this issue are
the Lightwave and Brilliance 101 guides plus howto retrobrite your Anm ga
t he easy way.
Li ghtwave 3.5 - 101 Texture Mapping
In our fourth part of the Lightwave 101 series we will work on
addi ng texture maps to your objects.
Brilliance - 101 A Look At Tweeni ng Tool
This issue we have a deeper | ook at the Tweening nmenu and how to
use it for creating sinple aninmations.
Setting Up A Wreless Printer
Connect your Amiga to a nmodern Wfi/Network printer in this
short tutorial.
Basi cs OF Tracking Wth MsMadLenon
MsMadLenon graces our magazi ne with her guide on the basics of
t racki ng.
Easy RetroBrite
Find out how to get your Anmiga back to or at least close to it's
original white colour with just one product.



Lightwave 101 - Adding Textures

<span class="fill">*Li ghtwave 101 - Part 4*</span>
Witten by: Tinpo Pau

<span cl ass="shi ne" >Text ur es</ span>

A warm wel cone back to the Lightwave 101 series, | hope you have been
havi ng fun playing around with Li ghtwave during our absence. It stil
amazes ne how powerful Lightwave 3D is, and nore so when watching TV
shows such as SeaQuest, Babylon 5 and the Robocop series. To see the

CGC they nmade and knowi ng that the sane hardware and software is sitting

in the next roomfills ne with wonder and excitenent. For sonme reason

if a show had the graphics done on a PC at the tine it does not seemthe
same, | inmagine it has sonething to do with the tinme period. At the tine
of the Amiga npbst CG was done on Silicon G aphics super computers, know ng
our humble Amiga could do simlar graphics was extrenely exciting. Wl
enough ranbling fromnme, let's get on with this issues tutorial. Today we
will look at adding a texture map to your objects, a such we will not be
working in the Model er but the main Lightwave programe. To start off we
need to | oad an object into Lightwave, let's start sinple and use the coin
object supplied with Lightwave 3.5. This can be found in 3D: Objects/M sc/
once you have the coin object, click on 'Surfaces', in the 'Surface Col or'
section you will see several boxes marked with '"T', if you click on one of
them a new requester will pop up with several buttons and options, for
this tutorial we we will be interested on only 'Texture Type' and

"Texture Image'. If you click on 'Texture Type' a popup nenu will appear
with several options. Let's take a closer |ook at what each one neans.

You are presented with 14 options:

- Planar | nage Map

- Cylindrical |nage Map
- Spherical |1mage Map
- Cubic I mage Map

- Front | mage Map

- Checkerboard

- Gid

- Dots

- Marble

- Wod

- Underwat er

- Fractal Noise

- Bunmp Array

- Crust

For this tutorial we will concentrate on the 'Inage Map' options only next
time we will look at the other options which are the default surfaces that
cone with Lightwave 3.5. |mages as you know are usually rectangul ar and
the surfaces of your objects will not always be the sane shape as your
image map. In this case you need to tell LightWawve how you want to nap
the image onto your chosen surface. A general rule of thunb is to choose
the shape that is closest to your surface shape. An exanple would be if
you are nmapping a |abel onto the side of a soda can, you would want to use
the 'Cylindrical Image Map' option, or for a boing ball or planet you
woul d choose ' Spherical Image Map'. Let's take a closer |ook at some of
the i mage map options.

Pl anar I mage Map works |ike a projector projecting onto a wall, as such
this option works best on a flat surface. You want to be aware of the

X, Y, an Z axis options here, X mapping for exanple would be useful for
mapping a logo onto the tailfin of an aeroplane. Y axis napping onto an
aerial photo of terrain. Finally Z mapping is useful foronot a TV screen
X and Y axis Planar |Images are projected frompositive side of the surface



towards the negative side. |In basic terns this nmeans the inmage wll
appear correct when viewed fromthe positive side and reversed if seen
fromthe negative side. Z axis the planar inmages are projected fromthe
negative side hence the reason Z axis is good for projecting onto a TV
screen.

Cylindrical Image Map waps an i mage around your sel ected axis, nmuch |like
wrapping a bottle of wine with paper. An image is wapped so it covers
the surface once by default, great for your soda can or pillar

Spherical Imge Map wraps an inmage around the entire surface, image
stretching a piece of rubber around a ball but not having to worry about
t he edges neeting up correctly. As you can imagine this would be great
for planets, balls and ummm ... round things.

Cubic Inage Map basically is the sane as Planar but you are not able to
sel ect the Texture Axis, cubic projects the inmage fromall three axis
at the sane tine. This is useful for when you want to wap an inage

of bricks around the side of a building.

Front Projection Map is relatively sinmple, it works nuch Iike a chroma
key effect, generally the inmage you use will be the sane i mage you use
for a background. |If you have a background i nage of sonme trees and a
path for exanple, you can use the sane background image and map it onto
the floor. This will allow you to place an object and have it's shadow
caught o ht inmage map, giving you a much nore realistic inage.

That pretty much covers the basics of the various | nmage Mappi ng options,
let's get back to applying a texture map to our coin. First let's
reorientate the coin so one side is facing the canera. Now that is

done let's find a texture to add, for the noment let's go to the 'Surfaces
button, a new requestor window will open up and at the top you will see

"Current Surface', it should say 'Coin Face', if you click on it sone nore
options will appear, 'Coin Sides' and 'Default', for the nmonent choose
"Coin Sides'. Nowclick on the first 'T button, we need to think of what

type of inage mapping we want to do, since we want to map an inmage onto a
flat inmage, the coin side we shall use 'Planar |Inage Map', from here you

woul d usually click on 'Texture Image' to choose your inage map but if you
do that now you will cone up with a nenu saying '(none)', what we need to
do is preload our texture map, this can be done via the 'l mges' button at
the top of the screen. A new wi ndow will pop up with several buttons, the
one that we are interested in is the 'Load Inage' button, from here you

can load an inmge to be used as a texture/inage nmap. You need to be aware

t hough that you will be in the default drawers set up by Lightwave as such
you m ght need to change the hard disk, nost likely you will have the
options: DFO, HDO, HD1 - if you are using different nanes such as DH1
instead you will need to type in the drive nane. |In the next tutorial we

will cover howto edit the file that defines the default drawers and
drives for Lightwave.

Getting back to our inmmge map, choose any i mage map that you would |ike,

for this instance | have chosen the nmarble inmage map that we nade in the
Brilliance 101 series. In Brilliance | had cropped the inmage to Pa

Low Res and made sure that there was no gap between the texture and the

i nage size. After you find your inage nap and | oaded it, you will see

a grayscal e thunbnail of the image. From here you can click on 'Continue
and proceed onto the 'Surfaces' button at the top. Cicking here wll
bring up the surfaces editor for our current object, you will need to
concentrate on the 'Current Surface' requester, click on it and choose

' CoinSides', next find the 'Surface Color' button, next to it will be a

box with the nubers 200 200 200 and a button with "T, click on the 'T
button. Another requester will pop up showi ng a thunbnail of your inage
map, nake sure 'Texture Type' is 'Planar Inmage Map', |eave the rest of the
buttons and values as is, but do click on "Automatic Sizing' under 'Texture
Axis', if you do not do this the texture will be zoonmed in and we will |ose
t he checkerboard effect. Once you have done this click on 'Use Texture'
finally, it is a good idea to click on the button | abeled ' Smoothing' to



get rid of any jaggies in your image map. For now you don't have to
change any other settings, so click on 'Continue' to get back to the

| ayout screen. Fromhere you will want to adjust the coin object, canera
position and any lights, once you have everything to your liking renenber
to click on 'Create Key' at the bottom once again no need to change

anyt hing except clicking on "All Itens' and then 'OK', this nmakes sure that
your camera and |ight positions are saved and do not resort back to the
default positions when rendering is finished.

Finally before we start rendering you will want to save your inmage, just a
qui ck rem nder on howto do this. dick on 'Record at the top then

choose your RGB Inmage format, | usually use 24Bit |IFF but if you are only
going to view the inage on a standard Anmiga then 6 or 8Bit HAM night be a
better option. Now you can choose where to save your file and the file
nanme by clicking on 'Save RGB | nages', once you have set the file |ocation
and name, you can exit the wi ndow by clicking on 'Continue'. Now cones the
easy part, click on 'Render' and wait while your Amiga creates the inmage,

it mght take a little while to save the file so don't be alarmed if you
see your hard disk light flashing for a while.

Si nce you now know how to | oad images into the Lighwave | ayout screen, you
can add a background easily to your scene. Al you need to do is click on
"Effects' at the top of the screen, a new requester will pop up, you can
see the first line at the top is 'Background Image', here you can use any
pre-1oaded i mages as a background to your image to make it a bit nore
snazzy. Well that does it for this issue's tutorial, | hope you have

| earned a bit nore about how to use Li ghtwave and can experinent with nore
confidence. See you next time and until then keep rendering!



Brilliance 101 - Reflection and Gradient

<span class="fill">*Brilliance 101 - Part 4 Tweeni ng Tool *</ span>
Witten by: Tinpo Pau

<span cl ass="shi ne">To Tween O Not To Tween</span>

In the last few issues we have been working on howto create textures,
perspective, reflection and snmbothing. For this part we will delve
deeper into the ' Tween' tool and see how it can help us create a sinple
animation in just a few steps.

If you renmenber back to our perspective tutorial, we had used the ' Tween'
tool to adjust the angle of perspective for our floor. 1In this case we
wi Il be going back to the same tool and adjusting our brush.

<span cl ass="shi ne">First Steps</span>

For this tutorial we are going take a brush and turn it into a spinning
ani mation. The power and versatility nakes this a very easy and quick
task in Brilliance. For our brush, let's nake a round circle, you can
add any detail/texture however you like, for nmy exanple | made a sinple
gold coin. Once you your image ready, use the 'Cut Brush' too
renmenmbering to click with the right nouse button to cut the inmage from
the screen, then right click on the 'Cut Brush' button and paste it into
one of the black squares for safe keeping.

Now we have finished that part, it is tine to nove onto the ' Tween' nenu.
If you don't remenber what it |ooks like, it is on the left side of the
screen and has three boxes overl appi ng each other. Left click on the
button to bring up the tool box. Cick on the 'Adjust' button and you
will be presented with the fam liar black screen and red wire frane
representation of your brush. First things we need to check are the
values in the blue bar near the bottomof the screen, if they are al

O then we are set to go. Cdick on the button |abeled 'End" and then

on the 'Y button in "Rot'. Left click and hold while you drag the mpuse
to the left until the nmiddle nunber in the blue bar reaches -180. dick
on 'Use' and you will be brought back to the main tool bar. To see what
you have done, click on 'Preview at the right side of the tool bar, when
you do this you will be presented with a wirefranme animation of a spinning
obj ect.

<span cl ass="shi ne">Qur First Animation</span>

To make an ani mati on we need to go to another section of Brilliance, click
on the canera button | abeled ' Aninmation', when the tool bar pops up you
will need to click on 'Set#' , another tool bar will pop up with sone nore
options, fromhere you will need to add some frames for your ani mation,

at the nonent we will do just 10, so type in 10 in the box next to 'Add
and press the Return key, then click on 'Proceed'. (You can add nore
frames for a snoother ani mati on however for this tutorial we are using the
default settings). Fromhere you can go back to the ' Tween' tool bar and
click on "Draw at the far right under 'Preview, the screen will go

bl ack and bit by bit you will see your brush rotated. Once it is finished
you can go back to the "Animation' tool and click on the play button to
see it play once, to loop the animation press the button next to the play
button with the curved arrow.

Now t he sharper eyed of you may have noticed that the inage finishes on a
reversed inmage, that is because our finished frame was -180. [|If we were
working with a true 3D i mage then -180 woul d have been sufficient but
since we are working in 2D -360 will get us back to our starting point

wi t hout the inage |ooking reversed. Well that is all for our sinple
animation tutorial, you can save the animation fromthe ' Ani mation'

tool and perhaps save it out as an animated G F or anything you can

i mgine. Until next tine, good luck with your creative endevours and



| hope that these series of tutorials have been of help

See you next tine!



Printing From Your Amiga To A Networked Printer

<span class="fill">*Network Printing From Your Am ga*</span>
Witten by: Tinpo Pau

<span cl ass="shine">First Steps ...</span>

For those of us who used an Amiga in it's heyday connecting a printer was
arelatively easy job thanks to parallel port being the standard way of
connecting printers in the 80s and 90s. Find a driver that worked how you
wanted it could be a bit hit and miss though. As we got into the 2000s
the lack of a USB port made it harder to print fromthe Anmi ga and now it
is nmore conmon to have your printer connected to the | ocal network.

Thankfully it is now easier than ever to connect your networked printer to
your Ami ga through sone free software available from Am net and the default
Wor kbench printer drivers. This is sonething that | had been wanting to do
for a while as it is much easier to check granmmar and spelling of articles
if I can print themout. After sonme help fromthe guys at EAB | nanaged

to get my A1200 to print out to ny Brother laser printer and for the
benefit of others | will let you know how | did it.

| am presum ng that you already have your Ami ga networked in one form or
another, so we will skip over that part. Wat you will need next is the
"Net ParLpr' software available fromAminet. Before installing 'NetParLpr'
you will want to set your printer to a static |IP address and note down the
address that you chose. W do this as when installing 'NetParLpr' you wll
be asked for the printer's |IP address, if you are using DHCP the Anmi ga

will not be able to find the printer since it will change each tine you
turn it on and off. So fire up the installer, you can click on through

| eaving the default settings as is, just remenber when it asks for the

| P address to wite down the static address you assigned to the printer

After it has installed, reboot your Aniga, nowwe will need to find a
printer driver that is closest to your printer or the same if possible.
For my printer |I chose 'HP_LaserJet' which seenms to be conpatible with
a lot of the laser printers out there. Once you have the printer driver
copied to the 'Devs' folder, reboot and try printing. |f you get a |ot
of garbage printed out then you will need to find another driver, your
best bet is to go to our friend Google search and find your printer and
see what other drivers are conpatible.

You can print out from Wrkbench and even print out graphic inages and
docunents from programes such as Final Witer, you will need to adjust the
settings for nmargins etc. to nake sure it prints out properly. However
that is all there is to printing to a networked printer. Before finding
out about this programme | had inmagined it would have been nuch harder to
do but the hardest part is finding which printer driver is nost

conpatible with your printer, good |uck



Tracking 101 - The Basics of ProTracker and Other Trackers

<span class="fill">*Tracking 101 - The Basics of Tracki ng*</span>
Witten by: Maddy a.k.a Ms Mad Lenon

<span cl ass="shi ne">Tracki ng 101 - The Basics of A Tracker</span>

Whet her it's Protracker, Soundtracker, Octanmed or any other tracker that's
close to your heart. There are so nmany out there, some nmay be set out
differently to others. However that special one you choose, it could be
because it has nore features or functions or it could be due to the
captivating environment, which draws you in and really notivates you to

| et your heart free and create a good, solid nusic track. The core
principle of all of these trackers, however, is essentially the samne.

The way they work is universal. There's a pattern editor, where you

record your notes and type in the effect comands, which allow you to
alter or adjust the characteristics of the notes you play. You can

adjust or alter anything fromvolume, pitch bend to tenpo, arpeggio,
portanento and nuch nore. There is a pattern sequencer which allows you to
sequence all the patterns you have created, allowing you to add a
structure to your piece of nusic. Finally, there's a sanpler/sanple

editor for you to get creative with sanpling your own sounds for use with
your nusic or editing an already |oaded sanple from disk.

<span cl ass="shi ne">The Sanpl er </ span>

Let's deal with the sanpler firstly, after all there can't be nusic w thout
sound sanples. Here is where you sanple sounds either from an externa
source using a sanpling cartridge, or you load froma sanple disk or a
directory if you have a hard drive. Here you will pretty nmuch find ways
to edit the sanple. Making changes or adjustnments to things such as the

l ength, adding |oops to the sanple, changing it's key and tuning etc.

For ne personally, | tend to start off with a handful of basic sanples to
create a main structure, and | then replace themw th nore suited sounds
as ny track devel ops. There are certain times where | nanage to get it
right first time and end up with a sound perfectly suited to what |'m
creating. Oher tinmes it's a case of getting the feel of it as you go

al ong.

<span cl ass="shi ne">The Patterns</span>

The patterns are basically the 'pages' you see on the tracker, on which
you record the notes you play, as well as effects comands. Since Amiga's
bel oved sound chip ' Paula" has four hardware audi o channels, you will see
four columms, each representing an audi o channel. Usually there are 64
rows on each pattern typically starting from 00-63. Sone tracker programns
such as SoundTracker Pro 2 allow you to change these to however nany you
want. But the standard is usually 64 rows.

You will notice that each channel/track is set out |ike this:

- - - 00 00 00
- - - 00 00 00
- - - 00 00 OO

An exanpl e of a note
- - - 0000 00 G302 0C 03
- - - 00 00 00

So let's break this Iine of nunbers and letters down. Cis the note you' ve
pl ayed. The '3' after it is the Cctave. You will notice that the notes

al ways have octave nunbers after them for exanple:C3, F-2, E3, G2, C1
The 02 next to the Octave nunber is the sanple nunber fromyour bank of
sanpl es which you've either | oaded fromdi sk or sanpled. Each is naturally
assigned with a nunber. So basically the '02' is the sanple you want this
particular note to play. The 0Cis an effect comuand, as in which effect



you wi sh to have on your note, and the 03 after is the paranmeter for that
particul ar effect command.

So in this case, the 0OCis the volune effect and the '03" after it is what
the volune is set at.

Yes, you got it! This is playing note C on the 3rd Octave, using Sanple
nunber 2.

Cis the volunme command of the note, so it's playing it very quietly at
Vol une 03. Now with this know edge, let's see if you can figure out the
little adjustnent |'ve nade here:

- - - 00 00 00

C-3 02 0C 25

- - - 00 00 00

You'll have noticed that |'ve increased the volune of the note fromO03 to

25, so it plays much louder. Isn't it just nuch nore straight forward when
br oken down |ike this?

A side note, you will notice that sonme tracker progranms will have | ess
conmand nunbers, such as Protracker. Which can look a bit like this:
---00000- - - 00000

- - - 00000

Don't let it throw you though, it's only a nunber | ess, so the sane note
and comand as above, would be:

- - - 00000 C3 02 C25

- - - 000 00

In other tracker versions it can even be:

- - - 0000

C3 2 C25

- - - 0000

As you see, things like this can sonetinmes vary across different trackers
but essentially the same thing is happening. You will notice however that
the effect comands are not entirely universal across different tracker
prograns, some will vary slightly, others will be totally different,
however the general function of themw Il be the same across all trackers.

So an exanple of a short nelody, would be: E-2 02 00 00
- - - 00 00 00

A-2 02 00 00

G2 02 00 00

- - - 00 00 00

- - - 00 00 00

D-3 02 00 00

Here, we've played a little sequence of notes. It is indeed as intuitive
as it |looks, the gaps between the notes played are how you woul d expect
to hear if you played this back. There is a short gap after E-2 which
stretches this note slightly. & plays directly after A2 and there is a

| onger gap after & stretching it out until D3 is played. It al so depends
on the speed the tracker is running, of course a higher speed would play
these notes at a higher tenpo and the opposite is true. The thing to note
is, running the tracker at a faster tenpo nmeans you can add nore detail
i.e faster notes, nore intricate drum sequences and nore intricate tunes,
nel odi es and ar peggi os overal |

Back to the construction of the nelody for a monent. Alittle exanple
task: Just for effect, If | want the notes A-2 and D3 to be played using
different sanples. Also for note G to play slightly quieter than the
others, | can sinply make the foll ow ng changes:

E-2 02 00 00



- - - 00 00 OO
A-2 01 00 00
G2 02 0C 15
- - - 00 00 00
- - - 00 00 OO
D-3 04 00 00

Since effect conmands are unique to the tracker programyou use, | won't
go too nuch into effect commands. The docunentation for each tracker
should list it's effect conmands. But here | show the vol une comrand above
is an exanpl e of generally how effect commands are used.

Now let's tal k about conpleted patterns. Each pattern has a nunber
assigned to it, for exanple, you nay have created your nusic intro on
patterns 0 and 1, created your first verse on patterns 2 and 3 and so on
At this stage you may not have created a song structure, you'd have
created multiple patterns which are sections of your song. These patterns
need to be tied together in a certain sequence to create your song. At
this stage your patterns will not be tied together

<span cl ass="shi ne">The Pattern editor</span>

Now this is one of the fun parts of creating a nmusic track, this is where
you arrange your patterns (pattern pages) to how you want your nusic track
to flow Here is where you tie together the patterns you' ve created,
essentially creating the structure of your nusic, the intro, the verse,
the chorus, the drop, the peak, how it ends.

Now t hr oughout the creation of your nusic, you'll have created nultiple
patterns, all having their designated nunber of course. You wll already
have a structure of your rmusic in your mnd and how you want it to be.

In the pattern editor you will find a sequence of nunbers, in ny case,
use SoundTracker pro 2 which gives you a full view of the pattern sequence.

000 000
001 000
002 - 000
003 000
004 000
This will initially just |look Iike a bunch of nunbers to you, just |ike

the pattern editor initially did. Notice you have two main colums, each
col um has three nunbers, the first colum of nunbers is the sequence
nunber, you cannot change these of course. Think of these as bullet
points. Just |ike when you're witing an ordered list, you put nunbers as
bul I et points.

The second col umm of nunbers, which is all set to zero is where you put
your patterns, you change these to the pattern number you will to play on
a particul ar sequence numnber.

For exanple, | want ny nusic to start with pattern 1 which is an intro, to
nove onto pattern 3, which is the continuation of the intro, repeat
pattern 3 to build sonme suspense, progress to pattern 2 which is a build
up and finally slamright into the main nmelody of verse one which is
pattern 4, continuing the verse one nelody which is pattern 5, then
wanting to repeat verse one which is patterns 4 and 5 again. So |lets have
a |l ook at the pattern nunbers of the above sequence, we have: 1 then 3
then 3 again then 2, then 4, then 5, then 4 again and 5 again

How woul d this | ook on the pattern sequencer? Easy, the second colum is

t he one you change to the order you want your patterns to play, like this:
000 001
001 003
002 003
003 - 002

004 004



005 005
006 004
007 005

The hyphen in the centre indicates the sequence nunber that is currently
pl aying or selected. In Protracker or Cctanmed, you will probably notice it
not showing a full pattern sequencer like it does in Soundtracker Pro 2.
It will only display the part that is playing, for exanple:003 002

The ook is mnimzed until you click on it and it will open a dedicated
menu or wi ndow which has the entire pattern sequence show ng. Regardl ess
of howit's presented in different tracker prograns, the pattern sequencer
wor ks exactly the sane in all trackers, it's a universal characteristic of
t he tracker.

<span cl ass="shi ne" >Hexadeci mal nunber s</ span>

Now one very inportant thing that will get you far with trackers is

knowi ng your hexadeci mal nunbers. Wen you're |learning a tracker,

hexadeci mal is your friend. Once you know and get used to it, it's pretty
much straight forward. There are just six values being added to every ten.
Let's break it down. Decimal, as we know it is:

1,2,3,4,5,6,7,8,9,10, 11, 12, 13, 14, 15, 16, 17, 18,19, 20...etc

Hexadecimal is: 1,2,3,4,5,6,7,8,9,A B CD,EF, 10,11, 12,13, 14, 15, 16, 17, 18,
19, 1A 1B, 1C, 1D, 1E, 1F, 20, 21..etc

So essentially, with hexadeci mal or Hex nunmbers, you get 6 extra val ues
(Thi nk hexagon, six sides). You figured it, it continues |ike 26,27, 28, 29,
2A, 2B, 2C, 2D, 2E, 2F, 30,31..etc. It's sinple once your mnd gets used to
working with it.

So an exanple, lets have a | ook at our C3 note fromabove: C-3 02 0C 25.
If | increase the value of the volume effect by 7, In decimal C25 will
beconme C32 whereas in hexadecimal, it will be C2B due to the six extra
values. C-3 02 0C 2B

Finally, with regards to how a tracker works, this is pretty nmuch the core
and you can apply it to the tracker of your choice, be it Protracker,
Soundtracker Pro 2, Cctanmed or any other. There is of course so nuch nore
to trackers but these essentials will help you get started and figure out
what exactly is going on while you're watching your Am ga play your
favourite MOD files.

Adi os!

~Maddi aka Ms Mad Lenobn



Retro Brite Your Amiga The Easy Way!

<span class="fill">*RetroBrite Your Am ga*</span>
Witten by: Tinpo Pau

<span cl ass="shi ne">An Easy and Sinple Way to RetroBrite</span>
Retrobrite The One Step Wy

It is a sad fact that our lovely Amgas tend to turn an ugly shade of
yell ow brown as they age, as nost know it is due to the fire retardent
chemi cal added. In nbst cases the process can be sl owed down by keeping
the Am ga away fromdirect sunshine and in a non-snoking area.

In the past some clever people found a way to "retrobrite" the yell owed
pl astics of Ami gas and other ol der hardware, however it involved m Xxing
sone rather dangerous chemcals and in sone cases requiring a W light.

Last year ny Amiga had started to turn a nasty shade of yellow along with
the keys and being in Japan it is a bit nore difficult to get hold of some
of the chem cals needed for creating a retrobrite solution, not to say the
| east that | amrather clunsy and would nmost |ikely poison nyself in the
process. As such | searched the web in Japanese for a solution that would
be easy for one such as nyself and using easy to find nmaterials. To ny
amazenent | found a site in Japanese that showed a very easy retrobrite
solution using only one product that is easy to buy in any store.

The product is called Wde Haiter EX Power, it is a standard bl each for

cl othes (oxygen type) that conmes in liguid form Many househods add it

to the to standard | aundry detergent to take out odors and stains.
According to the website, use about 25-45% of the bleach with added water
in a bow, add the plastic you want to turn white and leave it in the
sunsine for 1-2 days. |t seened unbelievable that sonething so easy could
achi eve such a clean effect. The photos on the website showed a very

yel  owed Fami comturning back to it s original white after 1 day.

Well | quickly went down to nmy |ocal Aeon (sane as Tescso in the UK) and
bought 1 litre of Wde Haiter EX Power. | used 45% W de Haiter EX Power
and 55% water, in a large plastic zip lock and clear 90 litre rubbish
bag. For this experiment | took off all the keys of my A1200 and t ook
apart the top and bottom cases.

| washed everything first with soapy water, dried them off and placed them
into the zip lock and the rubbish bag. This took place during August when
it is nost hot in Japan and sunshine all day |ong.

| made sure that the bags were flat so as to get as nuch sunshine as
possi bl e, then left themout for one day.

After the first day | had a look and to ny amazenent the yell ow ng had

al nost conpletely di sapeared, sonme parts still had a little yell owi ng due
to the angle of the sun, so | noved themaround to get the npbst sunshine
and | eft for another day. At the end of the second day, | renoved the

plastic fromthe bags and rinsed themwith warmwater. To ny surprise
everything had turned a lovely crisp white col our again, the darker keys
such as the Shift and Enter keys had turned a little lighter grey but not
enough to make ne worry. After rinsing and drying the parts, | put the
Am ga back together and observed the A1200, it |ooked like new, the

di fference was quite drastic. Now al nost one year on and the yell ow ng
has not returned yet, | do try to keep the Ami ga covered with a towel so
as to keep it out of the sunshine.

VWile this was done with a Japanese detergent product | had a | ook on the
internet for simlar products and it seens that you need to find an oxygen



cl ot hes bl each such as Oxi Cean but in liquid form The powder type does
not work as well as the liquid, | suggest finding a strong liquid bl each
for clothes and maybe use one key fromyour keyboard to see if it works.
The Wde Haiter EX Power is a standard clothes bleach so | imagine a
simlar product will exist in other countries. |If you do find sonething
simlar on your country and get the same results, |let us know at What| FF?
and we can add your experience to the nagazine.

Good |l uck and enj oy whitening your Aniga wi thout the typical associated
risks with traditional retrobriting.



Welcome to voices of the people behind Amiga hardware and software.

<span cl ass="shi ne">-= Amiga People - MMadLenon and Karl Jeacle =-</span>

Last issue we talked to Chris Edwards of PiMga fanme, this issue we are
lucky to have interviews with two people creating waves in the Amiga
conmuni ty.

-= MsWMad Lenon Interview =-
First off we are talking to MsMadLenon, known for her Am ga audio
producti ons and YouTube channel. She has rel eased several al buns via
Bandcanp and teaches about nusic creation on the Amga. W delve into her
| ove of the Anmiga and her nusic creation processes.

-= Karl Jeacle Interview =-
Secondly we have a chat with Karl Jeacle the author of Am Gem ni which we
reviewed in the last issue. 1In addition to programrming Am Genmini he is
al so the author of the book - First Steps Anmiga Surfin' - one of the first
books about using your Amiga to 'Surf' the net.

Anmi ga People - Whatl FF? Issue 1.05 - June 2022



Ms Mad Lemon a.k.a Maddi Interview

1. On your Twitter and YouTube channel you have a variety of videos about
the Ami ga and other electronics. Wat got you first interested in
el ectronics and the Am ga?

My interest in Am ga began at around seven years old when ny brother got
an Am ga 500 back in around 1989, The first thing | saw on it was Avenger
Megadeno. | spent a lot of time onit, initially with ganes, but then
eventually on things |ike deluxe paint Il which brought out my creative
side further.

El ectronics | got into around a sinlar age where | first found a notor
and connected a battery to it, it then began, | started connecting a
battery to everything that had two legs, |ight bulbs, LEDs even a resistor
(not sure what | was expecting it to do) Then the three | egged spider
(transistor) confused me. Where do | connect the battery?! Years went on
and so did ny electronics.

2. You are very creative, making nusic, art, photography and buil di ng
projects, if you had to choose to do one, which you nost prefer?

Oh that is a very difficult question. Right nowl'min the nusic creating
node and woul d choose nusic as it would | et ne use an Am ga, however, |
know in a couple of nonths |I'l probably start doi ng phot ography or

somet hing el se. \Whatever node |I'min, whatever |'m doing becones nmy whol e
world. If I was pushed to choose it would probably be photography or
nmaki ng nusi c. Tough question

3. Do you think owning an Amiga helped in nurturing your interest in
conput er graphics and nusic?

Definitely! | got a Casio SK-1 sanpling keyboard when | was little which
started something off. Imtating tunes which I already knew. But treated
as atoy really, it wouldn't have gone much further. So here cones the
Amiga and pulls ne into this world of hours and hours of nusic creation
I'd say the Amiga not only helped in nurturing, but gave me a platform
Wth regards to graphics, it's definitely Deluxe Paint Il on the Anm ga
which got me into that side of things.

4. You have rel eased two al buns in 2020, Menories and Waterfall, what
Am ga hardware did you use to make the al buns?

Actual ly these two al bunms may be rel eased in 2020, but nost of the tracks
| created on an Amiga in the 1990s using Soundtracker Pro 2. In fact al

of the tracks on the al bum'Waterfall' are fromthe 1990s and early 2000s.
The al bum ' Menorias' has got tracks | created in recent years but on the
Ami ga, exactly the way | did back in the 90s. There is an upcomni ng al bum
"Zaman' which will also have a couple of tracks fromthe 1990s but all the
sanme, created on the Anmiga using Soundtracker Pro 2.

5. Wat did you find easy and difficult about making the al bumon an
Anmi ga?

Its difficult because it's very different from conventional way of rmusic
creation or songwiting and you have to learn the concept of the tracker
and how everything works, to piece together segnments.

Easy because you can do everything at your own pace if you wi sh, there's
no need for rehearsing, no issues with timng or sync.

6. What is your process when naking a track?

| start of nessing around on a mnusical keyboard or synthesizer, just



pl ayi ng what sounds right, if | get a nmelody, | play it onto the Tracker
and then build a chord progression around it, then a beat and bassli ne.

O her tinmes | have a chord progression and then build a beat and bassline
around it, then create a nelody around that.

7. The tracks on Menorias sounds rem ni scent of the early 90s denps, was
this intentional ?

I've had sinilar conments about ny latest track 'Mrrors' sounding
Kraftwerk-esque. Quite a conplinent actually! But neither was intentional
I"'mjust into that kind of nmusic. | don't listen to nodern nusic nuch at
all. I listen to a lot of Amiga nmusic, C64 SID, and anything from back in
the day. Basically |I just create what naturally cones to me or how | feel
| don't aimfor it to sound like it's fromback in the day or sonething
specific. Perhaps it's nme who is still stuck in the 1980s-1990s

8. In your videos you are creating music in ProTracker, have you used any
ot her trackers or nusic software on the Am ga?

| create music on Soundtracker Pro 2, which works pretty much |ike
Protracker but has it's own proprietary MOD format, which unfortunately is
i nconpatible with MOD because it can do a few nore things. However the
basic principle is pretty nuch the sane.

Mostly yes, | create mnmusic on Soundtracker Pro 2. |I've tried using Cctaned
but | cant get on with the interface, |'ve had a few people tell me that
Cctaned 4 is the one to try, COctaned 5 and above had been changed and is
apparently nmore confusing for nany.

9. Are there any Ami ga nusicians that you have take influence fron®

| wouldn't say direct influence, but | suppose what you enjoy listening to
woul d have a natural influence on your creativity. Though my track
"Waterfall' is a direct influence from Matthew Si mmonds (4-Mat) track
"Waterfall'. | sort of fell in love with that track of his for some reason
and just wanted to do ny own take of it.

O her artists | enjoy listening to are 'Pic Saint Loup', Chris Hul sbeck
but there's too many to list. | like quite a mixture, so | listen to many
artists rather than a specific few

10. Is there anything that you have not tried on the Aniga i.e. software
or hardware and would like to do in the future?

| haven't tried nuch of video work, using Genlocks or frame grabbers. ['ve
al ways wanted to so | may try some of that at sone point.

11. The Am ga has been gaining in popularity again with the AS500 M NI
com ng out this year, why do you think there has been an increase in
interest in the Ami ga platforn®

There seens to be a wave of people |ooking back at the past and feeling
nostalgia for lost years. Frankly | never left these years and al ways
lived feeling Nostalgic. | held onto nmy Amigas until around 2005-2006 and
only sold nmy stuff because | thought | had to, that is a huge regret |
have, but | have everything back now.

I can understand why peopl e | ook back, there seens to be a novenent going
on to bring back elements of the past. Amiga being a big one in many
people's lives. This has been going on for a few years though, |'m
surprised the A500 M N has only just cone out now.

12. You had an interesting video about PD ganes, since we do not cover
ganes, can you tell us what is your favourite non-game PD software?

Wel |, Soundtracker Pro 2 :0) But also Diskmaster 2 and X- Copy.



13. What woul d be your dream Ami ga setup and what would you like to see
ina future Aniga if one was ever rel eased?

A future Amiga. Wll back in the day | would have said a towered Ani ga
but over tine |'ve fallen in love with the original desktop A500/ A1200
formfactor.

Okay 1'mgoing to let nyself go crazy now when answering this question.
I'"d love to have an Ami ga which resenbles the original A500 or A1200, with
a DVD drive and floppy built in (Kickstart ROV that can boot directly
fromCD/DVD). USB ports. Fast |DE

To have graphics and video that can upscal e the standard RGB out put
resol uti ons but al so have an RTG node and hi gh graphics/chip RAM

For it to be switchabl e between three nodes:

A500 kickl.3 stock node. A1200 AGA Kick 3+ stock npbde. A1200 accel erated
node with FPU and swi tchable PPC node so that | can finally try Anmiga
054.1 on a classic Aniga :0).

The ability to be able to choose the ampunt of fast RAMto have in al
t hree nopdes. An updated Paula chip (which really should have been done on
the A1200)

kay, ny ideal Soundchip would be a Paul a+SI D hybrid, 4-8 Paula Channel s
(with 8-16bit sampling) + 3-6 SID Channels with both 6581 R4 filters and
8580.

And a version of Soundtracker Pro 2 which can deal with all this including
the SID Channels and synthesis. | would be in heaven!! :0))

14. Thank you Maddi for taking the time to answer our questions, is
there anything you would like to say to our readers or about your future
proj ects?

Well, one thing I've not got is a shortage of ideas for videos and future
projects, there is a lot lined up, so do check out ny Youtube channel and
all what | do.

Thank you for including ne in your nagazine!



Karl Jeacle Interiew

1. Karl, can you please tell us a little about you, where you come from
what you do, etc?

| live in Dublin, Ireland and have been working in the telecons and | SP
busi ness for al nobst 30 years.

2. You are the programmer for the Am Genmini protocol browser, before
we get into that project can you tell us how you started with conmputers?

My first computer was a ZX Spectrum 48K. | played ganes and | earned how to
programin BASIC. | upgraded to the +2 and +3 nodels but ny first serious
conputer was an Atari PC3 8088. | bought a PC because | thought that's
what grown-ups used. It was good to | earn about DOS and how PCs wor ked but
when | saw ny friends' Anmigas, | sold my PC and bought an Amiga 2000 with
a bridgeboard. The bridgeboard was handy but ultimately it was the Am ga

t hat was used the nost.

3. What attracted you to progranm ng?

| used to type in the programs in the conputer nagazines in the 1980s. In
t hose days there were lots of books and nagazi nes teaching you how to
programin BASIC on your 8-bit home conputer. Wen you got bored of

pl ayi ng ganes, it was fun to nake your conputer do other things.

4. \What ot her projects have you worked on the Am ga before Am Gemi ni ?

In the 1990s, | wote a book called First Steps Amiga Surfin - a guide to
getting online with the Am ga. A couple of years ago, | wote Am SpeedTest
- a programto neasure your Am ga's downl oad speed on the Internet. As you
can see, there's a sort of networking theme devel opi ng here.

5. Wiy do you progranme for the Ami ga, and what other platfornms do you
devel op for?

At work | use Python a lot. It's a great |anguage for quickly building al

ki nds of projects. Qutside of work, | have an Android app that's witten in
Java, and there's an iOS port witten in Typescript. Wiile these are
popul ar nodern | anguages, they are all very high level. You take for
granted the layers of libraries and abstractions. Programming in C on the
Amiga with no menory protection is like an antidote to this. And | earning
about the 68K rem nds you how conmputers actual ly work.

6. The Gemini protocol was created in 2019, can you explain what the Genini
protocol is?

It's like a sinpler text-only version of the Wb. Instead of Wb servers,
there are Gemini capsules. Instead of TCP port 443, there is TCP port 1965.
Instead of HTM., there is Genmtext, a nmarkup | anguage that's closer to

Mar kdown than HTM.. Instead of CSS? Nothing. It's up to the client browser
to |l ayout pages in a user-friendly way. As for Javascript, that's a
non-starter.

In comon with Gopher it is text-only, but like today's Wb, it uses
nodern encryption to secure connections. Privacy is one of the notivations
behi nd Gemini. Many Gemini users were growi ng wary of the anmount of
tracking that takes place on web sites today. There is no place for that
in Gemni.

There are no cookies or other tracking devices. Requests have no headers
with extra information that can identify the user agent. The server only
sees the page request and its source |P address.

7. What drove you to create the Ami Gemini programe?



In addition to being a nice hobby project to work on the Aniga, | thought
that Gemini could be a good fit for the Am ga. The requirenent for TLS
encryption does require some CPU power but the rest of Gemini is sinple
enough that it's possible to browse Gem nispace on an Anmiga 1200.

8. What benefits does the Gem ni protocol offer to Ami ga users?

It's arelatively lightweight way to browse content on the Internet. There
is a small but growi ng anmobunt of Ami ga content available. At the tine of
witing there are Genmini mrrors of the latest files on Aminet and the

| at est Amiga Future news.

9. What would you like to inplement in the future rel eases?

| would like to nake sure Am Gemini inplenments nost, if not all, of the
Gemi ni specification and supports any future devel opments. | have a few
i deas for new features and have had sone good feedback so if | don't get
too busy on other projects hopefully I'lIl be able to develop it further

10. Do think that Gemini protocol has a future or will be forgotten about
in 10 years tinme?

The web is getting heavier and heavier and so there is a grow ng "snal

web" novenent. | don't know if Gemini will still be around in 10 years but
Gopher is still alive after 30 years. It's likely that there will be sone
form of text-based protocol that will be in commopn use.

11. Do you have any other ideas for new Am ga software?
Not hi ng at the noment but who knows what the future hol ds?

12. What Ami ga conmputers do you have and do you devel op your software on
t he Am ga?

I have a small collection of Anmigas but my original A4000 is ny primary
machine. | do all of nmy testing on the A4000 but | use ny FreeBSD deskt op
for devel opnment worKk.

13. Thank you for your tinme Karl, is there anything else you would like to
say or add about yourself, the Gem ni protocol or about Am gas?

| would like to say thanks to everyone who has hel ped test and provide

f eedback about Ami Gemini. | would also like to thank Frank Wlle and O iver
Roberts for their respective work on VBCC and Am SSL. Wthout these great
pi eces of Amiga software Am Gemini would not exist.



Welcome to the links section!

<span cl ass="shi ne">-= Li nks =-</span>

Here we will provide links to other pages on the internet where you can
get software and other information.

wwv. am ganews. net/ en/
One of the nost up to date and conprehensive sources for Amiga news from
around t he gl obe.

www. eab. abi ne. net
One of the best Amiga centred forunms on the internet.

www. exxoshost . co. uk
The resource if you need help or information about the new Terrible Fire
cards.

WWw. am bay. com
A great place for buying and selling Amiga hardware, they al so have sone
very nice people to give advice about the Am ga.

WWW. ami ga. or g
Probably the | ongest running Amiga forumon the world wide web, it is nore
centred on the American Am ga users.

Websites you should not visit.

www. am ga. net. p

This was quite a popul ar website for people since they had a nunber of
books and software avail abl e, but over the last few years nore and nore
peopl e have |l ost their noney with items not being sent. It is sad that
that this is still happening in the Anm ga scene



Ivent's Corner

<span cl ass="shine">-= lvent's Corner - Am ga Art Contest =-</span>
Witten by: Kevin Saunders

| have been working closely with Doug/ 10Marc with the Annual Ami ga Art
Contest that has just |aunched for 2022. Every year | create a specia
pronmo vi deo posted on youtube. This years pronp is here:

-> [ youtu.bel/il 41AgB5v7w ]

Each year every Ami gan has an opportunity to show off their various
creative talents using the Aniga, either real or emulation. This year we
have 5 categori es:

1. Hand Drawn Artwork

2. Digital Photography

3. 3D/ Ray Tracing

4. MOD Musi ¢

5. Ani mation

Normal Iy Vikki helps in Judging the entrants and this year she is unable
so Doug asked if | would like to and | junped at the opportunity. So this

year | look forward to seeing what great art or music people submt.

If you would like to see Doug's official Youtube with nmore infornmation
pl ease visit this youtube |ink

->[ youtu. be/ XI xoW TpgXc ]

The O ficial Wbsite (including all the previous entrants and w nners)
htt ps://am gaartwork. com

Best of luck everyone, and don't forget we may even have even better
prizes this year

Kev | Invent



What's coming up in the next issue?

<span cl ass="shine">-= Coming up in issue 1.06 of WhatlFF? =-</span>

Thank you for reading the 5th issue of WatlFF?, the next issue should be
out by August and will include the usual tutorials of Lightwave,
Brilliance, plus installing an FPU on the A1200 not herboard, reviews of
the Am gaKit A1200 fast ramcard and the A500 Mni. Plus nore articles
fromour resident witers John Scolieri and

Kevi n Saunder s.

See you in issue 6!



Meet the writing staff of WhatlFF?

What | FF? i s an i ndependent nmgazi ne created by Ami ga enthusiasts from
around the world looking for a nore serious nmagazine. The nmain witers at
the nonent are a small group but we hope to grow in the com ng issues.

Ti o Paul Steve Lord Kevi n Saunder s John Scolieri
Maddi

We are always interested in new articles, guides or stories, so you have
somet hing you wi sh to submt please send it to: submissions@hatiff.info



timopaul

Name: Ti mo Paul
Al i ases: ani fan (EAB)
Contact info: tinopaul @whatiff.info

Websites: ww. whatiff.info
www. bi nar ybeat s. ne



stevelord

Name: Steve Lord

Al i ases: stevel ord (EAB)

Contact info: stevelord@hatiff.info

Websi t es: www. t hedor kweb. subst ack. com



johnscolieri

Nane: John Scolieri

Al i ases: kl x300r (EAB)
328gts (am gans. net)

Contact info: johnscolieri @hatiff.info

Websi t es:



kevinsaunders

Nane: Kevi n Saunders

Al i ases: | nvent (EAB)

Cont act i nfo: kevi nsaunders@hatiff.info

Websi t es: www. pat reon. conf Kevi nSaunder s
www. yout ube. coni Kevi nSaunder s
www. twi tter.cominvent71
wWww. i nst agram conml i nvent 71/
www. ko-fi . com kevi nsaunders



Name: Maddi

Al i ases: MsMadLenon ( YouTube)

Contact info: nsmadzi e@nai |l . com

Websi t es: www. pat reon. conf nsnadl enon
www. yout ube. coni ¢/ MsMadLenon
www. twi tter. coml MsMadLenon
www. f acebook. com msnadl enon
nmsmadl emon. bandcanp. com

maddi






