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Welcome to WhatlFF?

-# What | FF? - Issue 2.09 - March 2023 #-

- - EDI TORS DESK- - - MEET THE WRI TERS- -

A few word fromthe current editor about the nagazine.

---SHELL TALK---

A place for Wiatl FF? witers and readers to air out their Am ga
[ aundry or just tal k about anything Am ga rel ated!

----- REVI EWS----  ---GAME REVI EWG--- -
Revi ews of hardware and software, old and new covered.
----- GUl DES- - - - - -----ARTI CLES------

Gui des and support to all things Am ga.

- TALKI NG AM GA- -

Hear fromthe peopl e naki ng hardware and software for the Am ga.
----- LI NKS------ ---AM GA VENDORS- - - ---AM GA GROUPS- - - -
Amiga related |inks and Ami ga vendor websites.

- | NVENTS CORNER-

Kevi n Saunders regul ar colum for Watl FF?

NEXT | SSUE *Al'l content copyright of the respective authors 2023*



From The Editor's Desk

From The Editor's Desk - by: Tino Paul

Happy New Year and wel come to first 2023 issue of WhatlFF?, as | sit
here witing this on ny A1200, it is sunny but cold weat her outside. If
are a regul ar reader of this nmmgazi ne you may have noticed the change in
rel ease schedule, fromthis year on we will be com ng out every 3 nonths
and it seens to be a confortable schedule for the witers and nyself. W
are not paid to do this and everyone is contributing their free tinme to
magazi ne, so | want to thank everyone who has witten for this issue.

Also this issue welcones a new witer to the nagazine, Rob O Mall ey

who has witten several articles, howto create ProTracker conpatible
MODs in OctaMED, Am net Goodi es, Tanks Furry revi ew and has created our
first coverdi sk! Not content with that he has also interviewed the

devel oper of Settle The World. In addition we have our usual witers
with John Scolieri review ng Am Cygni x update v1.7 for O54.1, Steve
Lord reviews the BF@060, |Ivan Sorensen wites about Zen and the Am ga
and a guide to choosing the best joystick. Kevin Saunders updates us

on his latest projects and up coming ganes. In addition there the | atest
updates in the LighWave and Brilliance tutorials.

Regarding interview this issue, we have a total of 4, talking to Andreas
Mager| of Amiga Future, Tony Horgan of CU Amiga fanme, Dougl as Conpton

of 10 Mnute Retro Amiga Cast and | ast but not |east the devel oper of
Settle the World, Christian Wegel.

Sone of your may have noticed that we have ganme reviews for the first
time, while we will not nmake ganes the focus of the nmagazine, tutorials
and creative use of the Aniga will be our mainstay, it was deci ded

we coul d expand the scope of the magazine a bit by including sone gane
reviews and interviews with game devel opers.

Wel | that is enough gibber-gabber fromne, | hope you will enjoy this
issue and if you want to wite for the nagazine or even just wite a
| etter about sonething you did not like, or even |like, please contact
us at: subnissions@hatiff.info

Have a wonderful spring and see you again in the sumer June issue!



Free For All About The Amiga

Shell Talk - by: Tino Paul

AP InAStormO Dl enma

I amin a bit of a conundrum |ike nbst Ami ga users | have seen nuch

about the PiStorm cards available for the A1200. They seemtoo good to be
true at tinmes, RTG super fast CPU speeds, network and nore. All for just
over 130 USD, yet | find nyself sitting on the fence over buying one.
Fromny Iimted understanding the card is emulating a very fast 68000, but
the rest is using the Am ga hardware such as the graphics and audi o chi ps.
Ooviously the RTG is being handl ed by the Raspberry Pi piggybacked onto
the A1200 board. It is a great idea, bringing high resolution and col our

to the smaller Amigas but | still cannot shake the feeling that it is
like putting an ermulator into a real Amiga and then running the enul ator
with the real Amiga ... nmight it not be cheaper in this instance to just

do enulation with a cheap | aptop or even just use the Pi itself as a
standal one Am ga emulator, it certainly will take up | ess space, you have
| ess hassl e and when things go wong you don't have two systenms running
at the sanme tine. | have seen users running Caffeine OS which is then run
froman SD card on the Pi, at this point the Pi is running the majority
of the show, what is the Am ga 1200 at this point? If you constantly run
Caffeine OS it is just an input device.

Sorry, this sounds very negative and | do not want this article to read
that way but | have never felt this way about buyi ng an Anmi ga expansion
before. Wen it was buying nore menory, the Indivision, or even the
TF1260 these seened |like | ogical purchases. Wien | had nmy A3000 and A1200
in the '90s | bought a Picasso Il board which nmade sense. For ny A1200

| got a PPC card with BVision card, the PPC never really got used at the
time but the BVision was nice ... for having a | arge workbench but at

the end of the day | mainly used Brilliance and CctaMED. None of them
used the PPC or BV sion.

| can see nyself buying a PiStorm wusing it for a while, wow the speed

t he high resol uti on Wrkbench but after a while getting fed up having to
switch inputs fromthe native graphics to the HODM output fromthe Pi
Most likely | would install Caffeine OS and then run the Am ga nost of
the tinme that way but then why did | not just emulate the Amga

conpl etely and cheaply on a standal one RaspberryPi ?

Maybe you can see why | amgoing around in circles over purchasing one
of these very exciting boards.

The PiStormis sonething | want to try but if | amtruly honest with

nyself, | can see it being nore of a "I want it to see what it is |ike"
but nmost likely it will not be used to its full potential. | |ike seeing
what can still be achieved with the original chips in the A1200.

W will be having a review next issue of the PiStormfrom John Scolieri

and | amvery interested to see what he will think of it. If anyone wants
to respond to this article, wite an alternative view or just conplain
about nmy m sunderstanding of what the PiStormtruly is, then contact us
at: (submissions@hatiff.info) and we will publish it in the next issue.



Welcome to the reviews section!

Har dwar e Revi ew. BF@060 Accel erator Card
Steve Lord has a | ook at the BF@060 card for big box Amigas, find out
inside if this is the big box accelerator card of your dreans.
Har dware Review. TerribleFire 1230 Accel erator Card

One of the nost recent releaes to cone fromthe Terribl eFire range of
cards. How does it stand up to the conpetition, find out inside.

Har dwar e Revi ew. A1200. net KeyCaps
Wth the A1200. net keycaps now avail abl e again, we take a | ook at the
| atest batch and see if it is worth the asking price.

Har dwar e Revi ew. Anmi ga Case Badges
Are you bored of the standard Am ga badges, have changed your Aniga case
or want to show off what is inside your Amga then find out if these
badges are what you have been | ooking for

Sof tware Revi ew. Am Cygni x upate v1.7 for Am gaCsS 4.1
John Scolieri takes a |look at the |latest update to the Uni x environnment
for O34. 1.
Sof tware Revi ew. SoundBox

An indespensi bl e audio tool or just another audio oddity to be I ooked
over for other software?

Sof tware Revi ews: Am net Goodi es
Witers top Am net selection, each issue a witer will wite about their
top downl oads from Ami net.

#Revi ews - Whatl FF? |ssue 2.09 - March 2023#



gamereviews

Gane Revi ew. Tanks Furry
Rob O Malley reviews the first gane for Watl FF? choosi ng one of the
newer class of Am ga ganes.



tanksfurryreview

Gane Review. Tanks Furry - by Rob O Mall ey

Product Nane
Tanks Furry

Devel oped By
R3D 2016- 2021

Avai | abl e From
Ani net
nl . am net. net/ package/ games/ shoot/t anksfurryl-3

Price
Downl oad Versi on Free

Har dwar e/ Sof t war e Requi renent s
OCS/ ECS/ AGA, 020. 1MB Chip & 0.5 Fast
(As of v1.3 MC68000 CPUs are supported)

Test Machi ne
Am ga A1200+FAST RAM
FS- UAE

Revi ew

Anyone who is fanmiliar with the original 8-bit NES consol e may recognise
this game is a remake of the classic gane Battle City which is avail able
for that system Albeit with four-player local multiplayer functionality
and other inmprovenents and additions. But for the rest of you, it may
seemto be somewhat different fromwhat you might expect fromthe title,
cliched stereotype jokes about the sexual predilections of people who
enjoy wearing fur suits aside, the word "Tanks" in the title m ght
suggest sone kind of shoot em up

Now while this may be true in a sense, as this gane does feature Tanks
quite prominently and shooting explosive shells at things is kind of what
they were nmade to do. One thing a tank is generally not designed for is
manoeuvrability or agility, and the tanks in this gane behave accordingly.
VWhat this nmeans in a practical sense is that you nmust adopt a nore
strategi c approach to shooting your enemies if you want to survive, al nost
like sone kind of real-time chess. Carefully making your novenents to put
your tank in a good position to elimnate your opponents' tanks w thout
himbeing in a position to elimnate you. Charging straight into battle,
guns ablaze will quite possibly result in your swift dem se.

And in this ganme, al nost everything on the map can be destroyed as | ong
as you, or the eneny "nole tanks", punmp enough shells into it. So success
in a level often involves hanmrering a path through various walls, which
generally take 3 hits to destroy, which can be quite useful in providing
cover for your calculated assault on the eneny units which you nust
elimnate to progress to the next nmap

In addition to destroying all of the invading eneny forces on each |evel,
you nust al so defend a "Radar Station", which is usually well protected by
a strong wall, but sonetines is painfully exposed. You really don't want
to accidentally shoot the radar station and don't |let an eneny get a clean
shot at it either, as it's an instant game over if so nuch as a single
shell collides with it.

I found the nost common way | would reach the game over screen is when ny
radar station took a single hit and was destroyed! Most |evels feature



sone pretty strong fortifications to prevent this from happening, but nany
|ater levels feature little if any cover for the radar at all, and sone

| evel s place the player inside this fortification, requiring you to bl ast
your way out at the beginning of the map. And in one annoyi ng case on

m ssion 17 you nust be careful not to press fire at the sanme tinme as

dyi ng, for the gane spawns the player facing the radar station, so that if
you died just as you were about to fire you could quite easily
accidentally and prematurely cause the gane to cone to an unsuccessfu
conclusion. But that only seens to happen in that one level, so it's not
like this ganme is filled with 'cheap shots', just that one.

| did feel the way the destruction of the radar station triggered a Gane
Over was perhaps a little harsh, and deducting a life and restarting the

| evel would be fairer. But then it does lend a certain urgency to sonme of
the levels as you rush to defend a vul nerabl e base | guess. And as we've
al ready established, it is a remake of a NES game, and while |'m not
famliar with Battle Cty, | inagine that the original gane did this also.

Both the player and the eneny tanks can only have one projectile on screen
at any one point in tine, this means that you can fire quite rapidly when
you are right next to your target but if you niss a noving target fromthe
far edge of the screen then you nay be in for a long reload tinme. |I'm not
saying that this is necessarily a bad thing, but it is something you wll
need to consider in your strategy. It's not a good idea to take a shot at
an eneny which is a long way away when there are threats nearby.

Al so the nol e tanks appear to have rather random Al routines, indeed the
word '"intelligent' mght not be the best way to describe how the enem es
behave at all. As rather than intelligently pursuing the player or
targeting the radar they shoot and nmove at random whi ch actual |y makes
them harder to dispatch than they mght be if they behaved in a nore

predi ctabl e fashion. Although carefully blasting a path through the
scenery for the enemes to follow can be effective in forcing themto nove
alittle nore predictably.

The gane features a little over 40 single-screen mssions, 42 if | have
counted correctly. Although | nust confess that | have only nmade it to
around level 35, | watched a long play on YouTube to see what | was
mssing out on and | noticed that it will probably take you 45-60 mni nutes
to conplete the gane fromthe first mssion to the last. But even on easy
difficulty this is quite a challenge, and an experienced ganer will have
many hours of gameplay before they have conpleted it. Cbviously, there is
no easy way for me to check how nuch tine | have devoted to this gane as

the Amga will not |og your hours played |ike Steam does with your Steam
ganes, but | might estimate that | have spent at |east 20 hours, and naybe
closer to 40 hours playing this game so far and | have still yet to

conplete it. Although I do usually play on nornal difficulty.

In the first couple of mssions, you will face eneny tanks which only
require a single shot to kill, but as you progress you will soon encounter
nore heavily arnoured varieties of the grey eneny "nole tanks" you are
defending the townsfol k from and even the occasional UFQ which while
only requiring one hit to destroy can be quite elusive as they tel eport
around the map at random

On easy node, this gane seens to be pretty generous with the lives, and
much i ke a cat, you will have the maxi num nunber of 9 of them npbst of the
tinme. But that does not nean you won't die a few times, and finishing this
i s reasonably chall enging in one-player node even on the easiest setting,
just that there is a really good chance of collecting extra nmen along the
way. But on the normal or hard difficulty, it is a different story, so you
can take this fact to nean that the difficulty levels are appropriately
naned. Easy is fairly easy, nornmal provide an adequate chall enge, and hard
is only for the hardcore. This night sound el enentary, but using

m sl eading difficulty-setting names in ganes is a pet peeve of mne and
one which |I am happy to report that this gane does not do.



The gane nanual does state fairly early on that this gane is nade by
ganers for ganmers, and | inmagi ne that R3D, the team behind this gane have
both the hardware and social skills necessary for a four-player |oca

mul ti pl ayer ganme of Tanks Furry. And therefore if you are simlarly

equi pped in both the hardware and friends departments then ignore all the
scores | have posted at the bottom of this page and just get this gane
right now. Don't even read the next sentence, just do it inmediately!

If you are using a real Amiga a four-player adaptor may be quite hard to
cone by, and even when the Aniga was a contenporary software platform
they were rare. But if you are using UAE on a PC then you will easily be
able to use 4 Xlinput controllers connected to your nachi ne, or even map
joystick controls to the keyboard, so the only real difficulty may be
finding three other people to play against you.

Now that |'ve covered what the game is |like to play | will just say a few
words on how it conpares to other games. For an Ami ga ganme of the early
90's it's really nore of a 'straight to budget' or shareware quality gane
rather than a full-priced comrercial release. But that is not necessarily
a bad thing as | could nane at |east half a dozen top-quality Am ga
shareware titles which actually cost the same or nore than the floppy
version of this gane to register

I mght even go so far as to rate this just beneath the 2011 re-rel ease
of the excellent Amiga platforner, Alien Fish Finger. And that is second
only to Llamatron in my opinion!

One thing you will see in the manual is that this is a 'prem um Am ga
gane, and while it may not have the polish of, say, a 90's Team 17 or
Psygnosi s gane, that is not to say that the graphics or sound are | acking
in any way. Just that they have nore of a 'premium8-bit console' style
than a 'prem um 16-bit computer' style. Wth bol der col ours, no subtle
shadi ng and a sinple but effective design

But it nust be noted that the animated 'til ed' graphics node featured in
this game, which the Anmiga's graphics hardware is not really nade to do

is quite a technical achievenent for this system and one which the graphic
style suits perfectly. |Indeed playing this gane brought back sone pl easant
nmenories of playing games on the Sega MasterSystem (ironic considering the
rivalry between Sega and Ni ntendo:) consol e.

Now i f | had to conpare this gane to what's currently avail able on Steam
for between 1 to 10 USD then | would have to rate it somewhere between the
75th to 85th percentile. Wiile perhaps just a tiny bit on the average side
of good, when conpared to nodern indie ganes, is still very much "a good
gane" in ny esteem and | will re-iterate that it rates exceptionally high
when conpared to other Aniga shareware ganes which were avail abl e on
floppy for over a pound back in the '90s.

But for around $10 USD you get a box with a CD (and optional floppy for
one euro nore:), which is both convenient to use with FS-UAE on a nodern
PC and a lot nore than you'd get with a digital downl oad.

Al t hough sadly the disc does not support the Amiga CD32 console (You will
need to burn a custom CD32 conpatible 1SOif you want to play it on that
system). This is because R3D did not wish to use any copyrighted nateria
and invite | egal proceedings agai nst them by using the code required to
nmake a bootable CD32 disc. And while | cannot really fault themfor taking
this precaution, the lack of CD32 support nmeans that | cannot reconmrend
this quite as highly as | m ght have ot herwi se.

This game really needs a Mdtorola 68020 or above processor in addition to
1.5 MB of free ram So it is obviously nade for nothing |less than a stock
AGA Amiga, in particular the currently popul ar A1200 nodel or even CD32
console, and if you are running this in UAE the standard A1200
configuration may be your best choice. But it technically runs on the
68000 processor featured in the standard Amiga 500, and it does not do



anyt hing that requires any enhanced graphics functionality found in later
Am ga nodels. But on an A500 it will sinply run too slowy to be playable,
as well as a few 500's actually having enough RAM al though MY Am ga
A500+A590 whi ch | purchased when | was a teenager did!

Wiile this sucks for you if you want a game you can play on your classic
stock OCS nmachine, it does nean that "it runs on all Amga's" so | am
considering that to be a good thing. If you have, say, a nodestly

pi nped- out Ami ga 2000 then it shoul d cope just fine.

Anyway, the game is available for free downl oad froma nunber of sources,
i ncluding the Am net archive, in addition to their being a boxed CD
version and professionally duplicated and | abelled floppy.

Rob O Mal | ey

UPPERS

- looks as good as it plays
- sinple concept done well

- four-player deathmatch

DOVWNERS

- sluggish controls

- denmandi ng system requirements

- instant game over can happen quite easily in later levels

GRAPHICS - 7
Sinple, clean, stylish. Lots of animtion happeni ng on screen

SOUND - 6
Apart fromthe introduction tune, purely functional

GAMEPLAY - 8.5
It's Battle City, but nodern. If you're fanmiliar with the original then
t hat shoul d be enough! If not, give it a go anyway, it's free to downl oad.

81%
Reasonably good action, strategy indie ganme. And absol utely excellent
Amiga PDtitle.

BOTTOM LI NE

The full boxed package is a nust-have for anyone who coll ects boxed ganes
for vintage systens. And the free downl oad is recomended for everyone
who's interested in Ami ga games or unusual indie ganes in general. Perhaps
one for fast-paced arcade fanatics to avoid though.



bfglinks

Am Bay - Torsti 78
htt ps://ww. anm bay. coni t hr eads/ bf g9060- accel er at or - w 128- nb- f ast -ram f or - am ga- 3000- 4000. 2438618/

Am ga68K. com
htt ps://am ga68k. cont ?pr oduct =bf g9060- 68060- cpu- accel er at or - boar d-f or - am ga- 3000t - 4000t



Hardware review: BFG9060 Accelerator Card

Har dwar e Revi ew. BF@060 Turbo Card - by Steve Lord

Pr oduct Nane
BF®060 Tur bocard

Avai |l abl e From
Am bay (Torsti 76)
Am ga68k. com

Price
300 Eur/429 CHF without CPU

Har dwar e/ Sof t war e Requi renent s
Amiga with a CPU sl ot (A3000/A4000)
Expect some inconpatibility issues or extra work with an A3000.

Test Machi ne
Ami ga 4000D, 402MB RAM ZZ9000, Deneb USB, USB Sound card and Ethernet
0S 3.2.1, Roadshow, P96.

Revi ew

The BF®060 is a turbocard designed by the | egendary Matze. It's been in
devel opnent for around 3 years, originally called the A4000- TK. The card
is a replacenment for ailing Cyberstorm accelerators. But does it live up
to the hype? Lets find out.

Firstly, Matze doesn't build the cards. The BF®060 is very nuch in
TerribleFire territory. People build cards and sell themonline. | bought
mne trouble-free from Torsti 76 on Am bay. Torsten has a G tlab page[1]
with plenty of info to get you started. The board's alk.org thread[2] is
probably the place to get info about inconpatibility issues.

[1] - https://gitlab.comtkurbad/ ani ga-hardware-info/-/tree/ naster/BFGE060
[2] - https://ww. alk.org/forunfindex. php?threads/ 73349/

The board itself is a classic A3000/ A4000 turbocard with CPU socket, 128nb
of RAM and several nice-to-have features. Depending on the build it can
take a 68040 or 68060. This reviewis for the 68060 board. Do not put a
68040 in a 68060 board or vice versa.

The board can be configured to operate at 50, 75, or even 100mhz. Your
success will vary. Active cooling is needed above 50mhz. Later 68060
chips generally run better at higher speeds than others. Rev 1 68060 CPUs
will also get hotter than | ater revisions.

The CPU is typically not supplied, although sone vendors do CPU and
cooling bundles. | used a heat sink and Noctua NF-A4x20 fan, although
ot her cooling solutions may be nore effective.

The board uses the Amiga's internal 25Whz clock. This neans the foll ow ng
Am ga not herboard junpers nust be set before the card can be used:

Ami ga 3000:

J100 (Quad d ock): 1-2 (25mhz)
J102 (Board Clock): 2-3 (INT)
J103 (FPU): 3-4 (ON)

J104 (CPU d ock): 1-2 (INT)



Am ga 4000

- J100 (CLK9O d ock Source): 1-2 (INT)
- J104 (CPU dock): 1-2 (INT)

On the card itself, JP1 determ nes CPU cl ock speed. The speed at which
your Amiga can confortably run will depend on your CPU and cooling
setup. Two junpers, SO and S1 deternmi ne CPU speed settings:

- Set SO to O-M S1 to M1: 25Mhz node, the BFG s RAM i s unavail abl e

- Set SO to M1, S1 to M1: 50Whz, the default setting and starting point.
- Set SO to open, S1 to O-M 75Mhz, works with *some* CPUs.

- Set SO to M1, S1 to 0-M 100Miz, use a Rev6 CPU and cooling

68040 Board users have the sanme junper configuration options. These boards
run at half the CPU speed.

Updating the on-board firmvare will be cunbersone for nobst people. Torsten
has a raspberry pi imge that can be used to update the card. For everyone
else, it's a build-your-own update and flash with a programer affair.

woul d've loved to use a nmicro-SDto store a firmvare binary. Even flashing
frominside the Am ga woul d' ve been better. | suspect this probably wasn't
feasible, otherwise |I'd assume Matze woul d' ve built it.

Initially I had najor instability issues. Then |I renmenbered |I'd swapped
out a Cyberstorm and needed to change ny 68060 |libraries. | also forgot
to renove these libraries fromny Deneb's flashrom Before inserting your
BFG060 check your libraries, hardware flash space, and back up your
machi ne.

The BFG060 wor ks best with MMILib. It takes sonme reading to set up
Torsten's Gtlab (linked earlier) has an mmu-configuration file you can
borrow for inspiration. MMILi b | ooks scary at first. Wth pati ence reading
t hrough the docunentation you can set up the full suite bit by bit over
time.

Once purged of Cyberstorm material ny A4000 becane rock solid. The 50Mhz
BF®060 was nostly slightly slower than my 55Mhz Cyberstorm Ml . Fast
RAM access was nmuch nmuch faster. My bustest results overall were in-line
with Wangler's excellent video[3]. I'd al so recommend watching Chris
Edwar d' s[ 4] and 10MARC s BF®060[ 5] vi deos too.

[3] - https://ww. yout ube.com wat ch?v=cgE1xglxCZ0
[4] - https://ww. yout ube. com wat ch?v=el Lgsr 6VCBA
[5] - https://ww. yout ube. conml wat ch?v=gt nf w ZEEQU

Li ke 10MARC you coul d use an FPU-free LCO60 with Thonas Richter's
Soft | EEE. You mi ght get the odd crash fromsoftware hitting the

non-exi stent FPU directly. Mst software shoul d work, although Softl| EEE
is also very slow. You'll know whether the extra cost for a 71E41J Rev 6
68060 is worth it for you. It was for ne, but YMW. Things that are

noti ceably better at 100mhz incl ude:

- Rendering animations with VistaPro, Lightwave etc.

- Web browsing with | Browse and Net Surf

- Playing high-end games |ike AB3DI I, Cenetic Species, Duke Nukem 3D etc.

- Playing Internet radio in 44.1khz 16-bit stereo

- Light photo editing in I mageFX and Phot ogeni cs/ AE4

- Night sky tracking with Digital A manac

- Anything using MJ 3.8

- Handl i ng nmodern graphics formats |ike JPEG PNG WEBP

- Operations across large files or large anpbunts of files (e.g. archiving
and unar chi vi ng)

The BFG060 Cones with sonme nice extras. There's a built-in sensor
noni toring CPU core tenperature and card voltages. Your Ami ga can access



this via a CPLDICY card. | have a project planned to take an ATTiny and
snmal | OLED screen, and hook this up to the i2c pins on JP2. This will save
me a Zorro slot. Another alternative is to follow the schematics in the

i 2cl i b40 package[ 6] on Aminet. Inside are plans for an i2c controller with
serial, parallel, or external floppy ports.

[6] - http://am net.net/package/ docs/hard/i 2cli b40

Anot her nice touch is the 512kb FO Flash RAM chip. This is accessible from
the Amiga and allows users to flash libraries for quick access. To manage
this use the FlashBFGO i tool. For exanple, to add icon.library and

wor kbench. i brary, use the foll ow ng command:

FlashBFGCO i libs:icon.library |ibs:workbench.library

If you want a stable 50mhz 68060 turbocard with nice features at
reasonabl e prices, just order one. It's every bit as good as a Cyberstorm
Mkl I. You don't need an expensive rev6é CPU for 50mhz, although | would
suggest a full 060 unless you know what you're doing. Even at 50nmhz your
experience will be at the top end of nost users outside of Vanmpire and

Pi - st orm owners.

If, like me you do have a revé CPU then things get pretty ammzing pretty
qui ckly, with caveats.

Runni ng the BF@&060 at 100nmhz results in an incredibly fast system The
only way | can describe it is that it feels Iike enmulation. Alien Breed

3Dl is buttery snooth. Bszili's Duke Nukem port is even nore joyful
TBL's Starstruck is silky smooth. Hi gh end ports also run well. |
soneti mes touch 20FPS on Quake. Even Quake Il, while is al nbst not a

sl i deshow. Lightwave and POVRay scream Vista Pro is ammzing. CctalMED
Soundstudi o took anything | threw at it. AdPro is lightning quick. Art

Ef fect, |1 mageFX and Photogenics are great with | arge photos. |Browse is
pretty fast. Playing 16-bit stereo high-quality Internet radio is a blast.
Even VCD-quality MPEG 1 video is al nost playable. | haven't tried G nepak
or other codecs.

On Shapeshifter, MacBench 4.0 and Speedoneter clainmed 25% 50% f aster CPU
speeds than early PPC Macs. PPC Mac FPU performance was around tw ce the
speed. The Am ga 4000 was still in the sane | eague even conpared to an
8100/ 80. System 7 was noticeably nore unstable at 100mhz, as was quite a
ot of Mac software. It's too hard to say whether this is just my system
or sonet hing el se

W ndows 3.0 on PC-Task is noticeably faster, as is Wndows 95 on Dosbox,
but Shapeshifter is better. MAME runs better, as do nost enul ators.

Mac stability issues aside, what else is there? Wll, even a Rev6 68060
puts out heat at 100mhz, and that heat has to travel sonewhere. Wth the
lid off, it's fine for a 4-6 hours of heavy use. Wth the case fully
closed | get 20-40 minutes of use before the crashes and reboots start.
This isn't the fault of the BFE060, it's Compdore's decision to cut
costs and with it, airflow | ran a lot of tests to make sure the RAM was
K, that it wasn't a library problem that there weren't issues el sewhere
The tenperature is the only thing left. At the tine the crashes start
happeni ng, the case netal is warm around where the CPU should be. It may
not be the core CPU tenperature. If the hot air isn't expelled other
parts of this 30+ year old systemnight not |ike the heat.

| haven't tried running the BF@&060 at 75mhz yet. | probably shoul d, but

| really like it at 100mhz. Right now |I'm | ooking for ways to address the
airflow wi thout cutting the case. | suspect a second fan to blow the air

out through the back of the nachine will help. | haven't had the tine to

try yet.

There are other smaller niggles as well. At 100Mhz, the Amiga pretends to

boot but doesn't until | performa soft reboot. | suspect either ny



Fast ATA or Deneb card might not have enough time to initialize on
power-up. This would be sinmlar to a recently addressed i ssue caused by
t he ZZ9000 not being able to keep up

And this is the biggest problem| have with the BFG060. It is a card so
fast that my A4000 struggles to keep up. It feels like | put a jet engine
into a Nissan Mcra. My A4000 keeps telling ne in it's best Star Trek
Scotty inpression, "She cannae take it anynore cap'n!"

That's not the BF®060's fault, that's on Cormmpdore and |. Yes the card
i s expensive, and the CPU possibly nore. But if you wanted cheap you
woul dn't have a big box 32-bit Amiga. It ticks the boxes. It's the best
you're going to get. If you need a 50nhz 060, it's a great board. If
you need a 100mhz 060, get one.

Li kes

Speeeeeeeeeeeeed! !

Rock solid at 50mhz

You're not stuck to rev6 only, cheaper 060s work fine at 50mhz
Tenperature sensor

Fl ashromis a nice touch

Speeeeeeeeeeeeed!!'! (I had to wite it twice)

b T .

Di sl i kes

Excess heat at 100nmhz (Not BF@060's fault)
* Bit of a faff to upgrade firmare

Bugs

* Expect weird bugs, noreso at 100mhz, noreso if you have non-stock
har dwar e
* Lots of issues for A3000 owners

Concl usi on

You'll either buy this because you want a nodern A3000/ 4000 turbocard or
you want a 100mhz big box Am ga. | absolutely cannot fault it. Don't get
an A3660, get this. Don't get a Cyberstorm get this. The BF@&060 is the
standard by which all Am ga turbocards will be nmeasured. | suspect for a
long tine to cone they'll be found wanting.

Pros and Cons

+

Did | tell you this was fast?

+ Excel l ent at 50mhz

+ The card is good val ue around 300EUR, your choice of CPU nay or may not
be as good val ue

+ Even Excellenter at 100nmhz, with caveats

- Needs lots of attention to heat nmanagenent at hi gher tenperatures

- MMULib is quite conplicated to set up

- Flashing might be difficult for sone

Scor es

Ease O Use: 9 (with a stock A4000, otherw se 7)
Docurent ati on: 6

Val ue For Mboney: 10

Overall: 99% - Watl FF? CGold



Hardware review: TF1230

Har dware Review. TerribleFire 1230 Accelerator Card - by Tino Paul

Pr oduct Name
TerribleFire TF1230

Avai | abl e From
wWww. am gast ore. eu
WWW. r et roamni . com p
www. ami 64. com

WWW. retro32. com
WWW. r et r opassi on. co. uk
www. r et ror eady. one
www. sordan.ie

www. ver sal i a. de
www. ebay. com
WWw. am bay. com

Price
USD 180 / EUR 166 / GBP 147

Har dwar e/ Sof t war e Requi renent s
Am ga A1200
Ki ckstart 3.1+

Revi ew

The Terrible Fire fam |y of accel erator cards have gained a reputation
for reliability, power and affordability. O all the cards that have been
rel eased the TF1260 is the nost coveted and well known. Around mid 2022
anot her card had been rel eased, the 1230. As you probably al ready know
fromthe TF nam ng convention this is an 030 card, with MW and cl ocked
at 50mhz.

When the TF1260 was rel eased it changed the Ami ga | andscape by bringing
the power of the 060 to us nere nortals wi thout a bottom ess bank
account. Again Stephen Leary does it with the 030 card, bringing down

t he cost of owning an 50mhz 030 Amiga. The card was bought from Al enPPC
for the cost of 150 usd which cones in at around 130 ukp making it one
of the cheapest 50mhz 030 cards avail abl e.

Fol l owi ng on from design of the other TerribleFire cards, the card is
sparsely populated with a total of 8 chips, making for a very cl ean
design. As with the other cards it also has an E-1DE connector though
it's not bootable without a custom Kickstart. My card came with 64MB of
ram however you can al so obtain cards with 128nb if you pay a little
nore.

The card as you will probably already know does not come with an FPU
socket which is brilliantly highlighted on the board with the text:

Predi cted | gnorant EAB Comment "No FPU? ... Usel ess!™

A very true comrent if there ever was one. However as nost users will
not be needing an FPU it beconmes a noot point. If you are one of those

who does use software that requires an FPU this card could still be
useful. The A1200 not herboard has a place for an FPU socket, if you
install one the TF1230 will recognise and use the FPU

Install ation

Installation of the card is as sinple and as hard as nost A1200



accel erator cards however as with the TF1260 you want to nmake sure to
| oosen the not herboard and align the connector correctly. Some A1200s
do not have a bevelled connector, if this is yor A1200 then it is
suggested that you sand down the edge to make it nore rounded. The
reason for this is that it is easy to danmage the new connectors and
several users with unbevelled connectors have danaged their TF cards.

Luckily for me, my A1200 al ready has the bevell ed connector so it was
not a chore to install the card, though | had | oosened t he notherboard
screws allowi ng the A1200 notherboard to raise a little.

Unli ke the TF1260 there is no need to install extra libraries or
utilities, however you do need Kickstart 3.1 or higher to recognise the
nenory.

In Use

The TF1230 is a fast little card giving your A1200 a speed boost of 50mhz
and with the speedy fast ram access you have a nicely souped up Am ga.

| had hoped to conpare the card with other 030 cards but did not get any
responses from the hardware manufacturers and did not have the budget to
buy any other cards. So | thought | would conpare the card to the another
Terrible Fire, nanely the 1260. It nay be a bit of a unfair conparison

but the TF1230 is a good 100gbp cheaper than the 1260. O her revi ews have
given you the speed test via nmenory access speeds, disk access and Sysinfo
so for this review | thought |I would give you sone nore real world results.

To conpare the cards | used the LightWave 3.5 Texture Sanple Scene with
default settings:

*Medi um Resol ution
*Qver scan

*D2 PAL

*Adaptive Sanpling
*35mm Mbtion Picture

| rendered the scene three tines with the TF1230, TF1230 with FPU and the
TF1260. The results are bel ow

*TF1230 10 min 52 sec
*TF1230 + FPU7 min 52 sec
*TF1260 3 mn 3 sec

Qobvi ously the TF1260 cane out on top, however it is interesting to see
how much the FPU even at 14mhz still knocked 3 min off the rendering tinme
of the Tf1230. It should be noted that seens like it is possible to double
t he speed of the onboard FPU by attaching a wire to a pad on the

not her boar d.

When | had ny ACA1212Ic | had al so rendered the same scene and it had
clocked in at over 20 mnutes. It would be interesting to see how the
TF1230 stacks up against the other newly available 030 cards. If you have
anot her 030 card and a copy of LightWave 3.5, render the texture sample
scene and send us the results and we will create a |list conparing other
030 accel erators.

In general use the card nmade using my A1200 a nmuch nore enjoyabl e
experience. It should also be noted that there seens to be a higher |eve
of conpatibility with software conpared if you use an 060 card. Wuere
some software woul d cause issues the TF1230 ran the software fine.

Fi nal Thoughts

Wil e the TF1230 nmay not have been as groundbreaking as the TF1260, it is
still a solid card at a reasonable price. Upgrading the firmvare i s not
as easy as the ACA series of cards but at it's core and it does not have
all the features that come with an ACA. But at it's core it is a card



that gives your Amiga a lot of power at a price that does not break the
bank. The TerribleFire cards are the honebrew of Am ga hardware, you
can build themyourself, buy they pre-built, they are sinple but good
har dwar e.

If you are looking for a way to speed up your A1200 so you can pl ay
Doom or just experience a faster Wrkbench, you can't go wong with the
TF1230. The price is right and it does what it sets out to do. For those
| ooking for a card with nore features then the nore expensive ACA or
Vanmpire cards mght suit you better

Pros and Cons

+ Cheaper than other cards

+ Fast and reliable

+ Easily avail abl e

- Not easy to upgrade firmmare for everyone

Scor es

Ease O Use: 7

Features: 5

Val ue For noney: 9

Overall: 70% - Watl FF? Bronze



Hardware Review: A1200.NET Key Caps

Har dwar e Revi ew. A1200. NET Key Caps - by: Tino Paul

Product Name
A1200. net Repl acenent Key Caps

Avai |l abl e From
ww. a1200. net

Price
USD 79 / EUR 73 / GBP 65 (Inc. 20% VAT)

Har dwar e/ Sof t war e Requi renents
A500/ A600/ A1200/ A2000/ A3000/ A4000
M tsunm Switches

*Not A1000 conpati bl e

Revi ew

In the last issue | reviewed the A1200.net - A1200 translucent case, in
this issue | will be looking at the recently nade avail abl e agai n key
caps for all Am ga nodels except the A1000. At the time of witing there
are only black keys avail able, though in the past nore col ours had been
avai l able. Originally |I had been hoping to purchase the nulti shaded

grey keys as | inmined they woul d have | ooked great with ny case but it
does not seemthey will be made again or going for prices way out of
ny budget .

At the monent it |ooks |like the key caps are only available from
A1200. net unlike the Am ga cases. However they have said that the caps
are being sent to other resellers so perhaps with the Covid resurgence
there will be delays with shipnents again

Pur chasing fromthe A1200. net website was easy enough and the next day

| already received a shipping notice. The parcel was being sent from
China, so perhaps directly fromthe place is manufacturing the key caps
or it could be because | live in Japan and Japan is nmuch cl oser than
Europe. It took about a week and half to arrive and cane well packed with
| ots of bubble wap. The box | ooks like the A1200 case but just smaller.

I nsi de you get the keys attached to board, all you need is sonmething to
poke out the keys, | used a chopstick as it seenmed the perfect size and
woul d not danmage the plastic. You get some extra keys for an A600, and
the larger enter key for A500 and external keyboards.

Once the keys had been popped out it was tine to open the Aniga and
thanks to the new case this was a much easier task, if you are interested
in the case then please read the review in issue 1.08. The next part was
the nost time consum ng, taking each of the keys off and then cleaning
the board underneath. It was a little alarming to see how nuch dust, food
particles and sticky stuff had got there. | usually keep ny Amiga with a
cloth cover so perhaps it was not as bad as it could have been. However
when doing this have a snall hoover and sone al cohol w pes ready to clean
underneat h the key caps.

To renove the keys | used a keyboard renover tool just to make sure | did
not damage the keys, | was not sure if | would |like the new key caps yet.
After about 30 minutes | had all the keys off and was cleaning the board
under neat h.

Install ati on



Now | could install the keys, | decided to start with the |larger ones
such as the enter key and space bar. The reason being these keys have

a netal bar that can make it harder to install if other keys are
surrounding them After that it was just a sinple case of placing the
spring and pushing in the key. It should be noted that you need to
transport the white struts fromthe space bar to the new space bar, the
ot her keys have new struts but at |east for my keyboard the space bar
one was not supplied. Take your time when doing this as it is easy to
confuse some of the keys such as the arrow keys. After about 15 nminutes
or so it was finished.

Wth all the keys put on it was time to put the keyboard back into the
case, this was easily done and in no tine | had the Amiga put back
together and could admire my work. It | ooked better than | had expected
especially with the translucent case, they conplinent each other well
giving the A1200 a very modern look. The print is easy to read on the
keys sonething that | had been a bit worried about nmoving froma white
to bl ack keyboard. The new springs have given the keyboard a bit nore

push back which overall makes it feel |like a new keyboard as well. As
| type this review on the new keys it feels very confortable, there is
still the softness of the keyboard which | really enjoy, it gives better

f eedback conpared to the newer keyboards with |ess travel, and you stil
have that |ovely clickly sound

Fi nal Thoughts

| had been initially apprehensive about changing the col our of ny
keyboard but after having noved the A1200 into a new case the white and
slightly yell owed keyboard seened a bit anmiss. Originally |I had hoped
to buy the two tone keyboad which mmics the CD32 col our schene however
after installing the black key caps | amvery happy with the result.

The Ami ga | ooks pretty nice now, even nmy wi fe conmented thinking | had
bought a new conputer. Typing is still as easy with the previous caps
and perhaps a bit nicer due to the new springs and | find that it is a
alittle easier to find the keys with the white on bl ack.

If you are looking to update the | ook of your Am ga then the key caps
from A1200. NET are a great abeit expensive option. | have included sone
before and after photos with this issue so you can get a better idea of
how t he new key caps | ook.

Pros and Cons

+ Al Anmiga nodel s except the A1000

+ Repl aces all keys with proper Am ga keys
+ Different key maps avail abl e

- Expensive

- Currently only black avail abl e

Scor es

Installation: 6

Features: 8

Val ue For noney: 7

Overall: 70% - \Watl FF? Bronze - Makes your Am ga | ook good but comnes
at a high price.



Hardware review: Amiga Case Badges

Har dwar e Revi ew. Ani ga Case Badges - by Tino Pau

Product Nane
Anmi ga Badge

Avai | abl e From

www. r et r o8bi t shop. com
www. am gaki t. am ga. store
WWW. r et ropassi on. co. uk

Price
3.25 euros and up

Har dwar e/ Sof t war e Requi renent s
An Anmi ga

Revi ew

O recent | have been on a "renovation” trip with ny Aniga, while in the
past | use to own several Ami gas now due to space and noney contraints |
have only one Amiga. As it gets heavy usage everyday, it had becone a bit
frayed around the edges as such after the barrage of internal upgrades it
was time to upgrade the exterior with a new case and then new keycaps.
Wth the new case | was however stuck with the original badge and it
seened wong after all the work I had put into to nmaking nmy Anmiga better
inside and out to ignore that small feature. Luckily during ny Twitter
sessions | cane across badges advertised by Retro 8BI T Shop, they had
several photos of the badges available, so | quickly went to their online
shop. It should be noted that the badges are avail able from ot her
resellers and | have listed themat the beginning of this interview.

Retro 8BIT Shop sells a lot of itenms, Anmiga, Commodore, Sega and Ni ntendo
itens, essentially anything retro conputing related. The badges in kind
are not only limted to Am ga ones. You can find badges for Atari, Arcade
Commodore, M crosoft, and N ntendo, you nane it and they probably have a
badge or nore for it.

The Amiga selection is quite varied, ranging fromthe original recreations
to custom badges for your Vampire or Terribl eFire expanded machi nes. For
ny A1200 | chose two badges, a traditional Comrodore one and a custom

bl ack and red one enpasising the Terrible Fire 1260 inside. Due to ny
timng with ordering | recieved the Cormbdore one first and the TF a bit

| ater.

The Badges

Delivery was fast and | received several e-mails regardi ng shipping and
one even on the supposed day of delivery, very inpressive as | had forgot
about ny order. The badges canme in a pleasant white padded envel ope that
had col our print and stickers on it. These snall touches nake a

di fference when receiving a parcel, it reminds me of the envel opes that
Amiga Future is delivered in. It gives ne just alittle bit nore joy to
see the red, white and bl ue envelope in ny nail box.

First inpressions were very good, the Commodore recreation had the same
texture and raised lettering, it was solid and had a strong sticker on

t he back. Installation was easy, just peel and press, initially ny badge
did not sit flush with the case but after sone heavy pressure it slid in
flush with the case. It |ooked very nice, if I did not knowit was a
recreation | would have been conpletely fool ed.



About two weeks later | received nmy other badge, the TF1260 one, this
time | got an extra badge free, the class boing ball which was quickly
attached to ny MacBook Air ML to give it the class it has been m ssing.
The custom badge for the A1200 | ooks very different from the Comodore
recreation one, it has a black background with the TF logo in a red and
organge gradient, TerribleFire wittenin white at the top, a horizonta
line in the typical Amiga gradient and then Amiga 1260 witten in white
on the bottom It is a very solid badge that does not really bend and
has a slight raise on the TerribleFire text. It |ooks pretty good to be
honest. Installation was easy and this tinme the badge slid in without
the need for any mmjor pressure.

St eppi ng back to admire my A1200, the badge nmade a bi gger inpact than

had expected, it |looks really good! The black keyboard and transl ucent
case conplinment the black and col oured badge. This is an Amiga that | ooks
good enough to be on the cover of Vogue |let alone any Aniga nmagazi ne.

| never thought | would wite such passionate words about a sinple badge
for a computer case but it just highlights how a small thing like this
can make a big difference.

Fi nal Thoughts

If your Amiga badge is a bit worn out then you can't go wong buying from
one of the places nentioned at the beginning of this interview However

if you have a custom case then the badges really cone into their own and
can be the perfect finish alongside a new case and keyboard(caps) .

Pros and Cons

+ Looks alnpbst |ike the original badge

+ Custom badges are col ourful and give your Am ga a new | ook

+ EBasy it install and the correct size

- Sone badges did not fit correctly the first tine

Scor es

Installation: 10

Quality: 9
Val ue For noney: 7
Overall: 86% - Watl|lFF? Silver - Looks amazing but not an essentia

purchase, but who cares when your
can |l ook this good.



AmiCygnix for OS4.1 Review

Sof tware Review. Am Cygni x Update v1.7 for Am gaOS4.1 - by John Scolier

Am Cygni x upate v1.7 for Ami gaCsS 4.1

In January 2023 the |latest update v1.7 for Am Cygnix was rel eased by the
devel oper Edgar Schwan.

So what is Am Cygni x?

Sinply it's a Unix environment for AmigaCS 4.x. In nore detail, it is a
fully featured rel ease of the X Wndows Environment.

The X Wndow Systemis the base for all graphical user interfaces on Unix
or Linux systenms. The systemis split into a server and a client part,
which is typical for unix-like systems. The server is responsible for
processi ng the graphics and handles the user events |ike nouse-nobves or
key-events. The client is an application (e.g. a paint programor a text
editor etc.), which is using this systemfor displaying the application
screens.

What is the advantage to have this running on Anmiga O54.1?

Wth Am Cygni x you can use nodern applications, such as Abi Wrd

(Word conpati ble word processor), Gaumneric (Excel-conpatibl e spreadsheet),
G np, Pidgin, enail clients (Caws) etc natively under Am gaGCS4.1. You
can open any X11 Application as a window directly on the Wrkbench

giving tighter integration between Am gaOS and X11 Applicati ons.

It also nakes it easier to port open-source software to the Am ga, because
the sources for the GQJ part can be conpiled without any (or at | east

very few) changes. Switching between the Am Cygni x and Am gaCs4.1

wor kbenches is a sinple Ami ga-M key conbi nati on when required.

So what's newwth v1.7?

Version 1.7 brings sone innovations around the topic "start of externa
prograns" (renmpote start). One of the coolest features of this update is
the ability to open either a Unix or Am ga shell natively on the

Ami gaOS4. 1 wor kbench wit hout having to switch screens between Am Cygni X
& O34. 1.

New i n Am Cygni x- Base:

* All display drivers for the Wrkbench now have a nenu for starting a
Uni x or an Amiga shell. The environnent of these shells is specially
adapted to Anmi Cygni x.

A further menu item can be used to open a preference editor for changing
the access rights to the X server.

* Until Am Cygnix 1.6 there were sone dependencies to the OS4-SDK. The
conmands of the coreutils package needed by sone shell scripts were not
i ncl uded i n Am Cygni Xx.

Especially the ROX-Filer was affected by this. These comrands are now
i ncl uded and can al so be used in the shells.

* Due to an error in Newib the argunents of sone shell conmands were not
read correctly. Especially the backslash "\" was affected. This has now
been fi xed.



* The shell conmands of Ami Cygni x conpiled with Newib did not have
wi | dcard support (resolution of "*" in filenanes). The versions of the
0OS4- SDK conpiled with dib2 did. This has now been i npl enented so that
no Unix shell is required anynmore for the affected shell commands.

* Contains now a special version of the ABC shell adapted to Am Cygni x
call ed "acxsh" for better conpatibility with Am Cygni x.

* In the new directory "Prefs" is a preference editor to edit the access
rights to the X server. Inportant for the call of renpte applications.

* A script named "Start_XServer_Only.bat" allows starting an X server
wi thout starting an application. Is mainly intended for starting
external prograns.

* Update of the SSL/TLS | ayer "GiuTLS" to version 3.7.3. Fixes some
problenms with certificates.

* The integrated root certificates for GhuTLS and OpenSSL have been
updat ed

* Now i ncludes the new GIK default thene "Adwaita”, which is now al so the
default theme for GIK+ 2 and GIK+ 3 prograns.

* Support for GIK+ 3 progranms was buggy. Bug has been fixed.

* Revised version of the preference editors "nyXl11Setup" and
"myX11Set upLi ght".

* When using the wi ndow manager "dwni (Dynanmi ¢ W ndow Manager) introduced
with Am Cygnix 1.5, key conbinations with ALT could not be used. For
key commands of "dwr' the left Am ga key is now used.

* The library "libaos4util" used in all Ami Cygnix prograns has been
conpletely revised and all prograns have been re-linked to it.

* The support of the old "threads.library" has been renmoved. This is no
| onger needed by any of the current prograns.

* The printer tool "lpr" could crash. Has been fixed.

* The data for the time zones have been updat ed.

* Wth the installed Ani ga0OS4 SDK the conmmands of the SDK are preferred
now with the environnent variable "PATH' of the ABC Shell. Basically,
general environnent variables are set at the start of Am Cygnix only if
they are not present in ENVARC

* Many nore bug fixes..

| highly recomrend using Am Cygni x as OS4.1 users have been waiting a
very long tinme for a nodern native PPC office suite and with the lawsuits
still ongoi ng between the new Amiga Inc. owners and Hyperi on who knows if
it will ever be released? In the neantine we are fortunate to have

Am Cygni x to use and enj oy!

The update can be downl oaded from os4depot.net. You need to downl oad and
install both the base package and Tool s package. Both packages can be
easily installed to a drive/folder of your choice and all required
l'ibraries/dependencies are taken care of by the installer and within

m nutes you're ready to go.

If you use and enjoy AmyCygnix | strongly recomrend nmaki ng a donation to
t he devel oper at:






Software review: SoundBox

Sof tware Revi ew. SoundBox - by Tino Pau

Pr oduct Nane
SoundBox

Avai |l abl e From
WWW. am net . net

Price
Free

Har dwar e/ Sof t war e Requi renent s
Wor kbench/ Ki ckstart 2. 04+

Revi ew

Sonetimes there comes along a piece of software that is so well designed
and useful that it instantly becones your go to tool. Released in 1997
SoundBox is an audi o conversion tool that supports RAW |FF, VOC, WAV,

Al FF, Al FC, MAUD and Maestro. Originally a paid product the progranme
and key are now freely avail abl e on Am net.

At it's core it is a sinple audio convertor, but what makes it stand out
fromthe rest of the audio convertors is it's useability. Wile other
audio software try to pack in as nuch as possible creating a powerful but
conpl ex U . SoundBox opens up on your Wbrkbench with a w ndow show ng
containing three panels: Sanple Wave , Format, and Pl ayer. \Wen you | oad
an audio file the wave formw ||l be displayed in the main wi ndow. In the
Format panel you can change to any of the supported formats, change from
nmono to stereo to mxed, 8 or 16 bit resolution. For nore options go to
the menu bar for Effects and Rate. Effects allows you to: Flip Sign, Flip
Endi an, Optoni ze Length, SoundTracker Init, Reverse Sanple, Adjust DC

O fset, Max Anplitude and Fade at End. The second nenu itemallows you to
hal f or double the sanple rate.

Al'l actions can be done via the keyboard nmaking for a fast and efficient
wor ki ng envi ronment. Wen bringing over sanples fromny Mac | find
SoundBox is the tool that | go to, just three key presses and | have

al ready | oaded, converted and saved ny sanple ready for CctaMeD

The programme benefits greatly froman accel erator but even for those
with a basic machine the interface is fast and sinple. Only when doi ng
any actual conversion will you feel that you need a faster Am ga.

Fi nal Thoughts

If you do any audi o conversion on the Am ga you know how time consum ng
it can be. SoundBox offers a fast working environment, that is Intuition
conpliant, supports nany audio fornmats and is easy to understand and
mast er.



Aminet Goodies - Writers top downloads from Aminet.

Wel cone to Aminet Goodies section, each issue one of our wites will |ist
their top 10 downl oads from Aminet. Taking the reins this issue is

Rob O Mall ey, hopefully you will find sonething new or of use in the
list.

1. OctaMED SoundSt udi o
https://am net. net/ package/ nmus/ edi t/ Cct amedSS1. 03c

-Powerful tracker software with many useful features such as 16-bit
support, fast ram playback, 64-channel m xing and many nore usefu
features. Too many to |ist here.

2. New Amiga Font Collection of Yesteryear's Inspirationa
htt ps://am net. net/sear ch?quer y=NAFCY!

-Al'l the classic typefaces, and probably nore fonts than you'll know what
to do with. All in Ariga bitmap font format *and* Postscript fornat.
Just be sure to have lots of roomin your systemdirectory, or use the
assign FONTS: ... ADD command.

3. Visual Prefs
htt ps://am net. net/ package/ util/wb/ Vi sual Prefs

-Drastically alter the appearance of the operating system

4. Copper Denon
https://am net. net/ package/ util/wb/ Copper - Denon

-Di spl ays a copper gradient on the background of any Anmi gaDCS screen

5. Speak 2 Sample
htt ps://am net. net/ package/ nmus/ edi t / Speak2Sanpl e

-Cenerate sanples using the narrator device. Note that this will require
t he Workbench 1.3 Say programto be present in SYS:Uilities directory.

6. Magic Menu
https://am net. net/ package/ util/wb/ Magi cMenu_lI |

-Repl ace the standard drop-down right-click menus with a nore nodern
right-click menu which pops up under the nobuse cursor

7. Ancient Dommins of Mystery
htt ps://am net. net/ package/ gane/ r ol e/ Adom

-Amazi ngly detail ed and conpl ex rouge-1like role-playing gane. Also
avail able in 020 and 040 versions.

8. Musicline Editor
https://am net. net/package/ nus/edit/minell5

- Powerful music sequencer software with real-time synthesis, but take ny
advi ce and do your prelimnary conposition in the format of a ProTracker
MOD due to the unfriendly track editor

9. Fullpalette
https://am net. net/package/ util/wb/Full Pal ette22



-Repl acenent for the workbench prefs palette programwhich allows one to
edit and save all 256 col ours.

10. Magic User Interface
https://am net. net/package/ util/libs/ mui 38usr

-Not really an application in and of itself, but rather a collection of
QU libraries which are used by a | arge nunber of Am ga applications
whi ch makes this an essential downl oad.



Welcome to the guides section!

Wat ch YouTube Videos On Your Amiga Pt:2 ECS Users

Steve Lord takes us through the process for downl oadi ng and converting
YouTube videos for AGA Amigas. This is part 1 with the 2nd part com ng
out in the next issue.

Creating Mdds in CctaMED that are ProTracker Conpatible
The first guide froma new witer to Whatl FF? - how to nodi fy your
Cct aMED tracks so they can be played in ProTracker and PT1210.

Li ght Wave 3.5 - 101 Creating a Star Field

In our seventh installment of the Lightwave 101 series we get to work
on creating your own star field for use as a background or as an

ani mati on.

Brilliance - Essential Shortcuts
Brilliance is already an anmazi ng pi ece of software making the art of
novi ng pi xel s a nore enjoyable experience. This time we will | ook at

sone of the essential keyboard shortcuts you need to know.

Choosi ng a Joystick
If you are thinking of getting into Aniga ganming there are a |arge
variety of joystick options avilable, |Ivan Sorensen takes us through
the pros and cons of each type to help you choose what suits your
gam ng needs.

#Tut ori al s/ Gui des - Whatl FF? |ssue 2.09 - March 2023#



Watch YouTube Videos On ECS Amigas Part 2

Wat ch YouTube Videos On Your Amiga Pt: 2 ECS Users - by: Steve Lord

AGABI| ast er For OCS/ ECS Machi nes

Mar kus Schordan's AGABI aster plays CDXL novies exceptionally well on AGA
Ami gas. You might be forgiven for thinking that AGABl aster only works on
AGA machi nes. For nost versions of AGA blaster, that's true. There is a
1.3 conpatible version, and with care you can play full screen ful

noti on video even on 68000 systens.

On a 68000 nachine Iike an A500, 600 or CDTV you can't expect DVD quality.
But in this article you'll learn howto identify and convert video that
will play well on any 1M Kickstart 1.3+ Am ga

AGAConv For 1.3 Systens

The main factor affecting playback on an ECS/ OCS nachine is transfer
speed. Expect 12FPS 160x100 HAM5 video with 11025khz nono audio on a

singl e-speed CD-ROM That's about 150k/sec. Hard di sks are faster and RAM
di sks faster still. At sonme point you will hit a wall. That wall is
usual |y way bel ow nbdern video quality. Don't expect Hres |aced 50FPS
video in full 22.5khz stereo.

Al t hough CDXL doesn't need much CPU power an 030/50 and fast drive wll
nmake a world of difference. | suspect sone of this could be due to 32-bit
RAM Unfortunately AGABl aster isn't open source and | lack the tine to
pul | apart the binary.

If you're selective about what kind of video you want to play on your
Am ga, you'll have a nuch better time. Sonme types of video are better
suited than others.

Al most any Amiga can play CDXL files, but AGABI aster needs chip RAM Short
clips will work with 512kb of chip and 512kb of slow RAM Full videos wl|
need 1My of Chip RAMto avoid out of menory errors.

Choosi ng The Ri ght Video
For 68000- based machi nes, the nmin trade-offs are between:

- Resol ution

- Col our depth

- Frane rate

- Sanpl e rate and channel s

AGABI aster plays CDXL-derived video files encoded with the AGAConv t ool
CDXL works by exploiting the Ami ga's DVA and HAMS capabilities. You're
not tied to HAM6, which isn't as much of an issue as it might first
appear if you choose the right types of video.

15 FPS at 160x120 is definitely doable on a fast SCSI setup. 15 FPS
320x200 may struggle to keep up. Doubling video resolution quadruples the
amount of data drawn to screen.

The Ami ga al so stores graphics data using bitplanes. This neans that using
6 bitplanes to store a pixel (HAMB) requires twi ce the data needed for 3
bi t pl anes. There is a noticeable difference between HAM6 and 3-bit-pl ane
performance on 68000. The biggest difference is video size. Full screen
HAMG vi deo benefits nost from 1Gb+ of storage and transfer capacity. An
SDBox is great for transferring larger files. It's less than optimal for



pl aying fromover parallel port. 5 Bit-plane node is a decent quality and
file size conmprom se for many vi deos. Another advantage wi th using OCS
rat her than HAM nodes is conversion speed. By all neans use HAMG for

vi deos you | ove, but prepare to wait for hamconvert to finish.

A frane is going to take a certain amount of tine to transfer, buffer, and
draw to the screen. Higher frane rates nean less tine to update franes. A
video with [ess notion will look better at a |ower frame rate than one
with lots of notion.

The el ephant in the roomis audio. HAM6 provides a limted form of video
conpression conpared to raw 12-bit franes. CDXL Audio is raw PCM data. The
pl ayer has to send this to Paula and draw the frane. 22050hz 8-bit nono
woul d take about 1.25MB per minute, or a little over 21K per second.
Stereo doubles that. This nust be | oaded, buffered, and transferred while
t he player does the sane with video data. Thinking about audio can make
space for inprovenents el sewhere.

I've had good luck with the follow ng video and settings on a CDTV with a
SCSI 2SD. | woul d expect simlar results for A2000s and A500s. A600s may
vary.

For Music videos, the key things are novenent, stereo and col our depth. |
use 22050hz mono, and switch to 11025hz for stereo. If the video is black
and white, OCS4 or OCS5 is usually fine. If it's colour, I'll use OCS5 or
HAMG. |f there's a |ot of novenment, switch to nono or 160x120. If there's
not much nmovement, |lower the frane rate. The CDTV works well with live
performances fromthe 70s through the 90s. This tends to be nbno and masks
lower bit-rates. Be prepared to drop to 160x100 if you want stereo 22050hz
audi o.

For animations, try OCS5 and OCS6 before HAM6. 11025hz Mono is fine for
stories and TV shows. Mono 11025hz Audi o enabl es higher frame rates at ful
screen. | can reach full screen 10FPS with 11025hz Mono. Playing with
dithering can yield great results.

A d black and white novies are exceptional on a 68000 nmachi ne. Source
audio quality tends to be quite low. Fixed cameras were the norm unti

the late 40s and early 50s. This helps with |lower frane rates. 320x256 at
10FPS with 11025hz audio in OCS6 works really well here. Even Schindler's
Li st worked well dithered in 16 col ours.

A d hone videos w th anal ogue equi prment fromthe 80s and 90s work well
wi th 22050hz nono. Franme rate and col our depth will depend on what's
happeni ng.

For shorter, nodern filns expect to reach 160x100 at 15FPS with 22050hz
nono. You mght find stereo works well, or you might see flickering,
i ndicating the systemcan't keep up

A Worked Exanpl e

"1l assume you've installed agaconv and yt-dlp, as covered in the
previous issue's guide. Lets use yt-dlp to test a clip from

Laurel & Hardy's 'The Music Box', before converting the full video.

| BM Had Charlie Chaplin, but Gould and Ali were as cl ose as Commbdore got
to a gol den-era comedy duo.

Note the final files nay be quite big (over 1G in sonme cases). Think
about how you're going to get themto your machi ne. Al so consider using
the fat95 fil esystem or PFS instead of OFS. You'll need:

agabl aster _0_9 71 kick13.1ha
htt ps://nschordan. gi t hub. i o/ am ga/ agabl ast er. ht n

Later versions will not work on Kickstart 1.3.



yt-dlp ' https://ww. yout ube. con’ wat ch?v=nnNTKDDEWKY' -f 18

ffrmpeg -i Laurel\ \& Hardy\ -\ The\ Misic\ Box\ |\ 1932\ |\ Cassic\ Myvie\ \[nnNTKDDEWKY\]. np
ffnpeg -i nusicbox.mp4 -ss 00:08:01 -t 00:00: 10 LH. nmp4
nkdir testlh

Once done you'll have 3 mp4 files:

- The original Laurel & Hardy video from YouTube featuring a commentary
after the novie. You can delete this.

- A shorter 29 nminute and 13 second video containing just the novie,
cal | ed nusi cbox. np4

- A 10-second clip file called LH np4.

Short clips are good to quickly test settings. There's no need to
transcode the whol e video each tine. W'l| start by testing audio, then
colour depth, and finally frame rate. Using this sequence, you'll identify
the best settings for the media and your system

A d Laurel & Hardy filnms have nono, low quality audio. Start by creating
two 160-w dth versions w th 8000hz, 11025hz, and 22050hz nono audi o:

export tgt=LH np4
export prefix=testlh

./ agaconv "$tgt" ${prefix}/Ih_o5_160_5_8k.cdxl --color-nmode=ocs4 --audi o-node=npno --frequency=
.l agaconv "$tgt" ${prefix}/Ih_o5 160 _5 11k.cdxl --col or-npde=ocs4 --audi o- node=nmono --frequency
.l agaconv "$tgt" ${prefix}/Ih o5 160 5 22k.cdxl --col or-npde=ocs4 --audi o- nrode=nmono --frequency

Once conplete, test videos should be in the testlh directory. Copy these
to your Amiga, or use a virtual one to identify the | owest acceptable
sound quality. Wile 22khz is best quality, there's little gained over
11khz. 1'I1 use 1l1lkhz for the rest of this article.

The next step is to test colour depth. Testing with a | ow frane provides
time to check inmage quality during playback. Tweaking dithering paraneters
may i nprove quality at |ower colour depths. 1've left this as an exercise
for the reader as it's quite subjective.

.lagaconv "$tgt" ${prefix}/lh_o4_160_5_11k.cdxl --col or-npde=ocs4 --audi o- node=nono --frequency
./lagaconv "$tgt" ${prefix}/Ih_o5 160_5 11k.cdxl --col or-npde=ocs5 --audi o- mode=npno --frequency
./l agaconv "$tgt" ${prefix}/Ih_od4 _320_5_11k.cdxl --col or-npode=ocs4 --audi o- mode=nono --frequency
.l agaconv "$tgt" ${prefix}/Ih o5 320 5 11k.cdxl --col or-npde=ocs5 --audi o- nrode=nmono --frequency

.lagaconv "$tgt" ${prefix}/I h_h6_160_5_11k.cdxl --col or-node=hant --audi o- nrode=nono --frequency
./lagaconv "$tgt" ${prefix}/Ih_h6_320_5 11k.cdxl --col or-npode=hanb --audi o- mode=npno --frequency

|'ve put the HAM6 encoder comands at the end of the above |ist as HAMB
encodes the slowest. |If your encodi ng conmputer has an Ami ga emul ator you
can test OCS nodes while the HAMS vi deos encode.

Play the sanme resol utions back to back and work out what's acceptable to
you. Then play each resol ution back to back with the sane col or depth.
OCS4 | ooked acceptable at 160 pixel width, but the flashing palette put
me off at 320. While HAM6 | ooked better, | settled on OCS5 as a middle
ground. The increased rendering speed nmeans | can always play with
dithering |l ater.

Knowi ng what's acceptable for resolution and audio, it's tine to test
franme rate. As before, what matters are your priorities and what works
best for your setup and video. If you need 12 FPS, 160 pixel w dth m ght
be a necessity. If 10 FPS plays fine and 12 doesn't, dropping audio
quality or screen depth mght get you the desired extra FPS.



./ agaconv
./ agaconv
./ agaconv
./ agaconv
./ agaconv
./ agaconv
./ agaconv
./ agaconv
./ agaconv
./ agaconv

This is the only stage needing testing on rea

"$Stgt" ${prefi
"$togt" ${prefi
"$tgt" ${prefi
"$togt" ${prefi
"$Stgt" ${prefi
"$togt" ${prefi
"$tgt" ${prefi
"$togt" ${prefi
"$tgt" ${prefi
"$togt" ${prefi

x}/1h_o5 160 5 11k. cdx
x}/ 1 h_o5_320_5_11k. cdx

x}/1h_o5 160_10 11k.
x}/1h_o5 320 10 11k.
x}/1h_o5 160 12 11k.
x}/1h_o5_320_12 11k.
x}/1h_o5 _160_15 11Kk.
x}/1h_o5 320 15 11k.
x}/1h_o5 160 20 11k.
x}/ 1 h_o5_320_20_11k.

cdx
cdx
cdx
cdx
cdx
cdx
cdxl
cdxl

Emul ators don't generally sinulate slow drives.
shoul d play fine on WnUAE. If you have rea
and test them Check for audio drops and flickering. This neans your

hardware i s pushing beyond it's linmits for the file. If you're unhappy

with the trade-offs,

At 320 pixel width, 5 FPS was too | ow for
but 10 FPS worked wel |

wi dt h and

At this point

enough to not notice.

| suspect | could' ve gone higher
for ny liking.

seconds |ong, while the

si ze requi

Clip length: 10 seconds

dip nane:
Cip size

Clip size in KB: 4843.75

| h_05_320_10_

--col or-node=ocs5 --audi o- node=nono --frequency
--col or-node=ocs5 --audi o- node=npno --frequency

--col or- nbde=ocs5 --aud
--col or-npbde=ocs5 --aud
--col or-npde=ocs5 --aud
--col or-npde=ocs5 --aud
--col or- nbde=ocs5 --aud
--col or-npbde=ocs5 --aud
--col or-npbde=ocs5 --aud
--col or-npbde=ocs5 --aud

hardware (if you have it).

Ful | screen 25FPS HAMb

hardware, transfer the clips

15

try re-encodi ng and tweaki ng your settings.

ny liking. 12 FPS flickered,

FPS was fine at 160 pixe

but the size was too snal

it's worth | ooking at each file's size. The clip is 10

full nmovie is alnmpst 30 minutes (1753 seconds)
long. Multiply clip sizes by 1753 / 10 to get a figure for full video
renents. Here's a tenplate to reuse

11k. cdxl

(in bytes): 4960000

Full video length in seconds: 1753

Full video KB

Full video MB: 829.21 MB

On ny machi ne the actua

the file i

encode these as separate files.

an Am gaDOS script, but

Putting It Al Toget her

Once you' ve found your

t oget her.

tgt variable to point to the ful

export tgt=nusi cbox. np4
.lagaconv "$tgt" ${prefix}/Ih_o5 320 10 11k. cdx

Once encodi ng has conpl et ed
Amiga. Even a 30 minute filmwll

(1753 / 10) * 4843.75 = 849, 109. 375

encoded figures came out at just under 829MB
On ny CDTV' s PFS3 scratch partition the figure was slightly over. If
s too big, ffrpeg can trimthe novie into several clips and

You can play the files in sequence using

there will be a pause between clips. If you do
this, it's best to cut the novie on scene boundari es.

deal settings conbination it's tine to put it al
Use whi chever agaconv command gave you the best results. Set th

novi e excl udi ng conment ary:

--col or-npbde=ocs5 --aud

the next step is to get it onto a physica
cone in at over 1CGb for nost

configurations. Bear in mnd that a 1.3 Armiga will struggle with |arger
partitions. When using a machine froman era of 5-20nb hard
drives, know that the struggle is real

files and

Copy the file fromyour transfer nediumto

machi ne. This ensures nothing wll

first try.

Ki ckstart

1.3 users just

ocal

storage and reboot the

interfere with the nmachi ne when you

need to supply AGABl aster a filename to play.

o- node=npno --frequenc
o- node=nopno --frequenc
o- node=npno --frequenc
o- node=npno --frequenc
o- node=nopno --frequenc
o- node=nopno --frequenc
o- node=npno --frequenc
o- node=nbno --frequenc

e

o- node=nono --frequenc



If you're using 2.x or higher, specify FMODE=0 on the conmmand line to
avoi d junbl ed displ ays.

If all goes well, you'll watch two executives drive a business into the
ground t hrough their own inconpetence, all fromthe confort of your
68000 Ani ga. Thank goodness that kind of thing never happens in the rea
wor | d.

One final point on AGABlaster. It's not unusual for CDXL files to crash
an Amiga. This is especially the case with the version of AGABI aster
avai l able. Unfortunately finding and fixing the root cause is difficult.
AGABI aster isn't open source (although AGAConv is). If you experience
crashes, there are various things to try. Splitting the vi deo sonetines
hel ps or blanking the frames sonetimes hel ps. As does changi ng the
settings. | suspect the avail able version of AGABI aster has nmenory | eaks.
But bear in mnd these nachines were never built to handle files this

[ arge. That in 2023, you can play a full screen Laurel and Hardy novie
on a 68000 Amiga at all is incredible.

Only Ami ga makes it possible.



LightWave 101 - Creating A Starfield

Li ght Wave 101 - Part 7 - by: Tino Paul

Starfield Part 2

Wel cone back and a happy new year, | hope you had a enjoyable Xmas and
new year celebration. It has been three nonths since we worked on this
tutorial, if you are still a bit rusty, | reconmend refreshing your

nmenory by having a read of issue 8 again. Al finished? Ckay let's get
back to it then. As you hopefully renenmber we were working in the nodler
creating a starfield make up of several objects, hopefully by now you
are ready to go to Layout, or the Lightwave program Once there, quit
Model er if you have not done so yet, then click on 'Canera' in under the
"View and 'Edit' headings and then *This is very inportant*

reset the camera to the origin, this can be acconplished by sinply
clicking on 'Reset' near the bottomleft side of the screen. Next we want
to create a Keyframe, this can be done by pressing the 'Return' key or
using the button at the bottom of the screen | abeled 'Create Key', when
a requester pops up just press 'Enter' again or click 'K

An Appear ance of Depth

Now all the hard work we did creating the particle objects will conme in
useful. What we need to do is apply different particle size to each of
the objects, this will give the appearance of depth. If we were not to

do this the stars would all ook Iike they were at the sane distance

and it would not |ook so realistic. First load all of the 7 star objects
that we made in the |aat issue. Once you have them | oaded we can edit the
particle size in the ' (bjects' panel and near the bottom of the panel

you will find the setting for 'Particle/Line Size', there are three
options avail abl e:

Aut omati c Smal | Medi um  Large

The default setting is 'Automatic', so what we want to do is set the

Star objects 1-4 as 'Small', Star objects 5 & 6 as ' Medium and Star
object as 'Large'. If you want to save sone rendering tine you can
turn off each object's 'Self Shadow , 'Cast Shadow and 'Receive
Shadow options since they will not be affected by any |ight source.
Col ouri ng

Next we will nove to the 'Surfaces' panel and set each of the object's

surface 'Lum nosity' and set it to 100% and 'Diffuse Level' to 0%
Since it would be boring starfield if all the stars were white, change
the surface of sone of the objects which can be done clicking on
"Surface Color' and playing around with the sliders, maybe have sone
yellow, blue or red stars. It is also a good idea to adjust the
"Luminosity' of some of the objects, have a play around after rendering
your first test inmmge. Before we test render the scene, go to the
"Lights' panel and change 'Light Intensity' to 0% next go to the
'Canera' panel and set the 'Antialiasing’ to at least 'Low . Finally
click on 'Save All (bjects' in the '(Objects' panel and then save your
scene under 'Save Scene' in the 'Scene' panel

Test Render

Now you will be able to do a test render, make sure to save the inmage
under the 'Record' panel, choose either HAM8 or 24-BIT IFF, | usually
save the image as a 24-BIT IFF inage just in case | want to use it on
the Mac for sonething. If you feel that the field is not rich enough in



stars you can go back to the Mdel er and subdivide the object into
nmul tiple surfaces, hopefully you remenber how we did that in previous

tutorials. Have a play around with rendering settings and surface col our
attri butes.

Next tinme we will take a look at how to use flares to add a nake your
field ook nore realistic. Good |uck and see you next issue!



sampleediting

Sanpl e editing tricks:

In ny sanple list, | have a silent 2-byte | FF sanple called
" NewSanpl e ", so whenever | cut a portion of a sanple | can just type
" NewSanple " into the sanple nanme field in the main control, into which

| can then paste the previously cut sanple data in the sanple editor

VWhen cutting up a sanple into regul ar-sized pieces | start fromthe

begi nning of the sanple, | select a range which ends where | want the | oop
to end and then just delete the nunber in the range start box, setting it
to zero, take note of the nunber in the range end box. Cut the data, paste
it into a new sanmple, go back to the original |ong sanple, enter the value
which | took note of into the range end box, cut and repeat until | have
all the individual pieces in their own sanples.

VWen | need to boost the volune of a sanple, instead of reaching for the
*Change Vol unme* function, instead | go to the *Echo* function and

*set the Echo Rate to 1*. This will noticeably boost the volune of the
sanple in a sonewhat pleasing way, applied liberally it puts ne in mnd
of the filter on the 303. And if |I find that the sanple is sounding a
bit muddy or nuffled after doing so | use the *Filter/Boost* function
with a *boost, with averaging set to 11*, although |I find it's inportant
to be sparing with this, as applying it too many tinmes will create an
unpl easant hi ss.



trackediting

Track editing tricks:

For a percussive effect, like a kick drum | sonetinmes use a sanple with
a short loop and pitch slide down, portamentau, and finally portanentau
and fade on consecutive lines |ike so:

00 A-3 1 0210
01 G1 1 0320
02 --- 0 0506
03 --- 0 0506

For an echo/delay effect, which CctaMED can automate for you, but | prefer
to do nmanually, you can repeat the note with a | ower vol ume command each
repetition. The following will produce the qui ckest delay/echo rate
possi bl e, add spaces between notes for a slower echo rate.

00 A-3 1 040 ; you could also | eave this blank
01 A-3 1 0C20 if the default volune is 40

02 A-3 1 ocC10

03 A-3 1 0Co08

04 A-3 1 0004

05 A-3 1 0C02

06 A-3 1 0C01

I nstead of chopping up, say, a drumloop into separate sanples you can use
the wave offset (19xx) command. |f the sanple were exactly 64KB in | ength
you woul d use 1900, 1920, 1940, 1960, 1980, 19A0, 19C0 and 19EO for each
8th of the loop. But of course, our sanples are rarely exactly 64K, so to
get the approxi mate nunbers for the drum| oop cue points you can use the
same method as you would for a time stretch..

...You *could* calculate the final 256-byte frane in the sanple by
dividing the sanple I ength by 256. But personally, | just take an educated
guess of what the end frane is and adjust my nunmbers until | amgetting
just a tiny snippet of the sanple before it reaches the end of the sanmple.
If you go over then it will play the sanple fromthe start.

Once you have found the final value for your time stretch place that 19xx
val ue on the last |line you want the sanple to play and place a 1900 comand
on the first line, then apply a generic slide. That's how one does a tinme
stretch and al so you shoul d now have the val ues needed to junp to specific
points in the sanple in a convenient table.

Now personally | have never really used the trenolo command, preferring to
do my own manually. Here's howto do a fast trenol o using volune fade

00 A-3 1 ODOF

01 -|- 1 ODOF
02 -|- 1 ODOF 00 A-3 0C40
03 -|- 1 ODOF 01 --- 0C00

02 --- 0C40
And here's how to do a slower trenol o using set vol une 03 --- 0C00



OctaMED SS to create ProTracker MODs - Creating A Starfield

Sanpl e Editing Guide Tracking Editing Guide

Cct aMED SoundStudio is arguably the best traditional tracker software for
our beloved Amiga with many useful features |ike fastram playback of |arge
sanmpl es, up to 64 channel m xing node, patterns of virtually any |ength,
versatile transpose and nany, many nore. But it can also be great for
creating ProTracker conpatible MOD files, as long as you are to take a
few things into consideration.

If you are using OctaMED to create a ProTracker MOD the very first thing
you will want to do is *set the tenpo to BPM node, and set LPB=4*. Then
unl ess you wi sh to use the default values of 125 BPM (comand OF7D)

6 vertical blanks per line (command 0906) you will be wanting to

*put your initial tempo values on the very first line of your nodul e*.

Wi ch you would al so want to do if you were using the traditiona
ProTracker software. Also, for tenpo conmands *don't use any primary val ue
| ess than command OF21 or a secondary val ue greater than comand 0920*.

Next, you will be wanting to open the *Song Options* w ndow. Now you will
definitely be wanting to be using *4 channel node*. Set the vol une
conmands to *Hex Vol umes* and check the *No Slide On First Pul se* box, if
you are converting a MED nodul e without this box checked, you may w sh to
add one to whatever val ues you are using on any volume slide (0ODxy, 05xy,
06xy) or pitch slide (01xx, 02xx, 03xx) conmands found w thin your nodul e
for the resulting MOD to sound simlar to the original MED file.

*Al'l of your song patterns should be 64 rows in length*, if you really
need a shorter pattern you can use the pattern break command (0OF00) on the
last line of the pattern you wish to play, and if you have |onger patterns
then you can use the Split At Cursor function found in the Bl ock nmenu on
line 64 of the long pattern. Just be sure to update your playing sequence
accordi ngly.

Now when it comes to instrument properties, *you cannot use Hol d/ Decay or
Transpose*. But Default Volunme and Finetune are fine to use. Also, it's
only a mnor thing. But if you are witing song information in the sanple
nanes, be sure not to use any nore than 32 characters for each sanple nane
as the extra information will be cut.

Be aware, in a ProTracker MO you cannot use vol une comands 0C80 to 0CCO
to set the default volunme as you can in CctaMED. Al though the values will
save without throwing up an error, they will sinply do nothing in

ProTr acker.

When using vibrato, *only use the 14xy ProTracker conpatible vibrato*,
never use 04xy. This is half the depth of the standard 04xy command, so

if you really need a wider vibrato you night try alternating pitch up/down
conmands (01xx, 02xx) on successive |ines.

If you are using the | oop command (1600 - 16xx), the replay |line comuand
(1Exx), set finetune (15xx), note cut (18xx), fine slide up (11xx), fine
slide down (12xx), the fine fade up conmand (1Axx) or the fine fade down
conmand (1Bxx), *don't use any val ues greater than OF*. For the
delay/retrig (1Fxy) command, you can only use one of the functions at any
one instance of the command. For exanple, you can delay 2 (1F20, one-third
of a note with tenpo conmand 0906) OR retrig 2 (1F02, play three tines

qui ckly with tenpo command 0906) but not both in the sane line.

Anot her minor inconsistency between CctaMED and ProTracker with the



delay/retrig (1Fxy) command is that if you have a 1Fxy conmand on a |ine
with no note data in CctaMED it will do nothing, but in ProTracker it wll
apply the conmand to the | ast note played on the track

*Do not use the special comands* (OFFx) as these will be interpreted as
very fast tenpo comands by a ProTracker MOD replayer. Instead of Note Cut
(OFFF) you can sinmply use a volune conmand set to zero (0C00), |nstead of
OFFD you can use the portamentau command with a high value |ike O3FF or
sinmply have a note with no sanple nunmber next to it. Instead of using
OFF2, OFF4 and OFF5 to delay a note you can use 1F30, 1F20 and 1F40
respectively (assunmng a speed of 0906). And by the sane |ogic, instead of
using OFF1 and OFF3 to retrig two or three times, you can instead use 1F03
and 1F02 (again assuning you are using the default tenpo of 0906). And if
you really need to stop the song playing as you would with the FFE comrand
I recommend sinply creating a blank block and placing it at the end of
your sequence, maybe with sonme really slow tenpo commands just to be sure.

Do | really need to tell you that ARexx conmmands (2Dxx) are out? As is the
synth junmp comand (0Exx), secondary command pages and sub-songs. But if
you have conposed a track nmade up of playing sequence sections it will be
fine as it will convert the section list into a single playing sequence
when savi ng.

And finally, it should go w thout saying, that:
*you can only use 8-bit sanpl es*.

That nmeans, no synth sounds, hybrid sounds, 16-bit Al FF sanples, MDI, or
anything other than the basic 8-bit sanple. And for full ProTracker
conpatibility:

*ensure that your sanmples are no | onger than 64KB in | ength*.

It's also worth noting that using notes C-4 and above is a no-no. But
then, if all you are using is standard 8-bit sanples with no transpose
then this should not be an issue anyway.

Happy Tracking

Postscript: while | have done ny best to ensure that | have covered al
the idiosyncracies of creating MOD files with OctaMED it's possible that
| may have overl ooked sonething along the way, if you discover such an

i ssue then please do not hesitate to contact nme on the enmil address
listed in this magazi ne.



Brilliance 101 - Reflections

Brilliance 101 Part 8 - by: Tino Paul

In previous issues we have been | ooking at the tools and techni ques you
can use to create certain effects. This tinme round we will be del ving
into the program shortcuts and useful features.

Brilliance is a great art package and it is nade nore so by the

ext ensi ve keyboard shortcuts. In the back of the Brilliance manual there
is alist of the shortcuts, with Brilliance 2 the manual stayed the

same but there was an another 2-3 page addendum |isting features that
were unique to Brilliance 2, such as the Rub Through option. Listing al
the shortcuts woul d be beyond the scope of this guide so instead we will
| ook at the npobst useful ones saving you having to search out the nanua
onl i ne.

To begin with we will ook at the operation control which is probably
nost useful to the mpjority of Brilliance users. Please note that the
conmmand will be caps senstive so if you see the letter in capitals then

you will need to hold the shift key.
Qperational Contro

K - Cears the current page

n - Center the screen on the nouse pointer

N - Pan the page

S - Show the page

Space Bar - Toggl es the nenu bar on and off
Tab Key - Turns colour cycling on and off

ESC - Aborts the current operation

DEL - Toggl es the mouse cursor on and off

Up. Down, Left, Right - Mves the screen

Amiga + Q- Quits Brilliance

Buf fers

Most Brilliance users are aware of the buffer for working with nultiple
i mages or used a place to store elements of your inmmge. This is usually
activated by press the letter 'j' however there is nore control that

can be done via the nunmeric pad.
( - Go to previous buffer

) - Go to next buffer

/ - Add new buffer

These comands are a great way to increase your work flow allow ng you
to spend less tine in the menus and nore in the creative zone.

VWhen You Make a M st ake

Brilliance was one of the first, at |east when it cane out, art packages
on the Amiga that had nmultiple undo, this was a real deal breaker for ne
back in the day and one of the reasons | switched over the Brilliance in
a snap.

u - Undo

U - Redo

Alt-u - Undo al
Alt-U - Redo al
Crl-u - Reset undo buffer



Brush Contro

Qui ck access to brush control can be very hel pful when you are deep in
a project, instead of having to go through several nenus these shortcuts
will save you a lot time over the period of your work

X - Flip horizontal

y - Flip vertical

X - Doubl e horizontal

Y - Double vertica

Z - Stretch or size the brush

h - Halve brush

H - Doubl e brush

- (Hyphen) - Reduce brush size by 1 pixe
_ (Underline) - Reduce brush by 10 pixels
= - Increase brush size by 1 pixe

+ - Increase brush size by 10 pixels

These are the shortcuts that | have found nost useful over 30 years of
using Brilliance. Once you get into the habit of using themit nakes
using the program nuch faster and distracts you |l ess fromthe work.

To help you nmenorise them here is printable of the nmost useful shortcuts
that can be printed fromyour Am ga. Useful Brilliance Shortcuts



Useful Brilliance Shortcuts

BRI LLI ANCE USEFUL SHORTCUTS

Oper ati onal Control

- Clears the current page

- Center the screen on the nouse pointer

- Pan the page

- Show t he page

Space Bar - Toggl es the nenu bar on and off
Tab Key - Turns col our cycling on and off

ESC - Aborts the current operation

DEL - Toggl es the nouse cursor on and off

Up. Down, Left, Right - Moves the screen
Armiga + Q- Qits Brilliance

nwz-s X

Buffers

j - Switch between main and working buffer
( - Go to previous buffer

) - Go to next buffer

/ - Add new buffer

Undo

u - Undo

U - Redo

Alt-u - Undo all
Alt-U - Redo all
Ctrl-u - Reset undo buffer

Brush Contr ol

- Flip horizontal

- Flip vertical

- Doubl e hori zont al

Doubl e verti cal

- Stretch or size the brush

- Hal ve brush

- Doubl e brush

(Hyphen) - Reduce brush size by 1 pixel
(Underline) - Reduce brush by 10 pixels
- Increase brush size by 1 pixel

- Increase brush size by 10 pixels

' TIN<XKX< X
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Picking a good joystick

Joysticks - by: Ivan Sorensen

Pi cking A Good Joysti ck

Ganming on the Aniga is associated with the joystick, giving us a cheap
plastic imtation of a cool fighter pilot control schene (wth cheap
often being the key feature!).

If you are looking to play ganes on your Amiga you will need a joystick
(or two for multiplayer) and there is a host of options available on the
market. Many current options are only available for a brief tine or while
stock lasts, so instead of suggesting specific nmodels | amgoing to talk
about general options you have avail abl e.

Basi ¢ Functionality

First let us take a look at the basic functionalities. The ideal Am ga
joystick has two separate fire buttons for games that support this and an
autofire option (so you don? destroy your hand playing Transplant).

Auto fire is typically a switch on and off though sone controllers have
it switchable for each fire button separately. One flaw of the typica
systemis that in games where hol ding down the button activates a
function (such as Chaos engine or Turrican) you have to switch off auto
fire to use that option.

A few controllers like the Gavis Ganepad has a separate auto fire button
for each fire button, letting you use both functions smoothly but this is
unconmon.

Many joystick available at the tine were single button (even if they had
mul tiple buttons) since that is what was used on the 8 bit systens though
with some skill you can nodify the joystick to be a proper two button

i nput .

It is a compn msconception even anong nmany long tinme fans that the
Ami ga doesn't support two buttons. This is conpletely false on the

har dwar e side but ganes can be hit and niss in supporting it, though
you may be surprised how many do natively. If you check the gane
options and see ' Ganepad' node it usually refers to two button controls.
Additionally many WHDLoad installs feature it as an option

Many nodern controllers will have a button wired to 'p' which can be
hel pful in platforners and some racing ganes. This is also fairly easy to
nodi fy yourself if you are so inclined

Addi tional Functionality

A lot of nodern controllers will offer additional functionalities |ike
nmacr os, nouse enul ation (especially for sone playstati on adapters) and
nore. For a while there was even an attenpt to add runble functionality
to an Amiga controller! Another oddball exanple is the old G avis pad
allowing you to reverse the buttons for |eft-handed use.

These options can be very cool but their availability is often limted so
see what you can find out there.

Joysti cks

As noted the standard i nput device was a joystick. Joystick have sone
advant ages over pads: They tend to do di agonals better which is useful in



top down ganes |i ke Chaos Engi ne or Sensible Soccer and of course if you
are playing a flying gane or space ship shooter, a joystick is a nmust so
you can pretend to be a cool fighter pilot.

There was a huge array of joystick configurations with buttons on the top
of the stick or at the base. If you enjoy shoot em up ganes do NOT get a
joystick with only a button on the top and no auto fire function. You nay
die fromthunb i nduced exertion

Joysticks of the era can often be unconfortable to hold in your hand, as
they were typically intended to be planted on a table for a stable
position. Mst come with suction cups underneath (which may be in various
states of use after 30+ years). If you prefer to sit with the controller
in your |ap, consider the nodel of joystick carefully.

Ganepads

Pads are usually associated with gane consol es but they were avail abl e
for the 8 and 16 bit conputer era as well, though | ess comon.

Pads are often preferred for fighting games and with a button mapped to
up, they are often viewed as superior for platforners. The downsi de of a
pad is that the directional controls are often unconfortable for diagona
novenent s.

In nmy experience pads tend to be nore likely to support two button
controls and are neant to be held in your lap for a nore rel axed pose.

Utimately the choice is one of personal preference and |I find nyself
usi ng bot h dependi ng on whi m and what gane | am pl ayi ng.

CD32

The CD32 was a short lived systemand the original gane |ine up was
fairly linmted. However a | ot of ganes now support the CD32 controller
and nmany CD32 ganes are playable on a standard 1200 wi t h WHDLoad.

The original controllers or the superior Conpetition Pro version are
quite rare and expensive, but afternmarket options are available as well
CD32 pads are usable for nornal Aniga ganes as well though the additiona
buttons may be an irritation if you don't intend to take advantage of it.
I would not say this is an essential purchase.

Q her Systemns

Fanously pads for the Sega Master system and Megadrive/ Genesis are al so
usabl e. Master system pads work as is while Megadrive pads will give you
trouble with the third button unless the pad is nodified.

It is generally recommend not to use unnodified megadrive controllers
directly on your Am ga.

add vs New

There is a huge array of old joystick and pads avail abl e on the second
hand narkets |i ke Ebay. These may be in all nmanner of conditions and
shape after 30+ years. These devices were often cheaply nade and treated
pretty roughly.

On the upside they are often cheap so you can grab a coupl e and see what
wor ks for you. When searching online try to | ook for Commpbdore and Atari
joysticks as well as Am ga.

If 'New ol d stock' itens are available go for themunless the price is
outrageous. This neans it was never opened and should work nore or |ess
like new (though with age, this is not guaranteed). If you prefer not
ganbling there are various brand new (often custombuilt) options
avai | abl e at any given tine whether through Am ga vendors or independent



sellers on Ebay or Amazon. These options can be a few nore bucks but you
get a new item (and have a support source if it arrives defective) and
t hese newer controllers often include nore functionality.

Adapt ers

Anot her option is an adapter that lets you use a controller from another
system Playstation 1/2 adapters are fairly popular and these allow you
to a confortable and famliar pad with your Am ga. These adapters nay

i ncl ude additional functionality as well, though they rarely take

advant age of every button on the pad.

Pl aystati on adapters usually allow using the analog stick as a joystick
as well as using the directional pad, giving you both options. Sone even
i ncl ude nouse enul ation using the stick

I find the analog stick to be alittle awkward in ganes requiring sharp
di agonal novenents but it works pretty well in general

Sonme nmodern USB adapters nmay even permit the use of USB game controllers
t hough I have not had a chance to test any yet.

Pi cki ng For a Purpose

When selecting a controller it is worth bearing in mnd what kind of
ganes you intend to play, how you like to be seated and your genera
ci rcumnst ances.

Sports ganes often benefit from sharp diagonals but don't require
frequent button presses, shoot emups usually mandate an auto-fire
switch, platfornmers are aided by an 'p' button and so forth.

O course with the huge variety available it is likely that any serious
Ami ga ganer ends up investing in nultiple controllers for a range of
pur poses. For exanple | have a particular joystick that | prefer for
sports ganes but don't use otherw se.

Ext ensi on Cabl es

Regardl ess of your choice consider investing in a pair of extension

cabl es. These can be had cheaply and Sega cables are perfectly fine.
Most joystick have plenty of cable but if you swap out controllers
frequently (and you will be doing this for two player ganes) you wll
put wear and tear on the pins and port. For aging equi pment this always
worries ne, but with an extension cable you can just swap controllers at
the end of the cabl e instead.

Additionally if you prefer to sit on a couch and have your Am ga hooked
up to a TV or large nonitor this makes it easier to play fromacross the
room |f you use them at your desk just tape them down or get some snal
pl astic hooks with sticky or velcro strips to pin them place.

Swi tchers

A final option to consider is a joystick/muse switcher. This is a little
device that plugs into your Amiga and lets two i nput devices be connected
to it such as a nouse and joystick or two joystick

Most work by just letting you push a button on the controller you want to
use and it automatically activates that one. A few have a physical button
on the switcher itself.

This is helpful for two player games since you no | onger have to unpl ug
your nouse to connect a joystick (only to have to switch back when you
exit the game and want to sel ect another gane on your hard drive). It is
also nice if you have two different joystick you like to swap between.



| have run into difficulties using nmy Cocolino nouse adapter with sone
switchers while others have worked fl awl essly but when you get adapters
connecting to adapters connecting to switch boxes connecting to alien
space technol ogy, some trouble is bound to happen and a little
experinentati on can sort you out.
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ST-01: The Legacy

ST-01: The Legacy - by: Tinpo Paul

Wth the advent of the Anmiga, true music production becanme a reality for
anyone owning an Amiga, especially with the release of Utinate
SoundTracker, over the decades' various forns of the tracker woul d be

rel eased from ProTracker to Noi seTracer to CctaMED, and the ultimte
tracker Renoi se. However, for this article, we are not going to | ook at
the history of the tracker but rather at a very influential sanple pack,
nanely the ST-01. If you were to listen to a random sanple of Am ga nusic
fromthe late 80s you will probably find that quite a feww |l contain
sanpl es fromthis groundbreaki ng pack.

Wiy is this so inportant? As nost of you know the Ami ga was one of the
first computers to have the ability to play multi-channel sanples, before
that it was all synth sounds generated by the conputer. As such, no rea
pack of sounds coul d take advantage of the Aniga' s audio capabilities. O
course, users could buy a sanpler and bring in their own sounds, but this
could be a daunting task for many people who wanted to get into nusic
producti on but had no experience. This is why the ST-01 sanpl e pack was
such a gane changer, it contained a |large collection of sanples that gave
you the sounds you needed to nake a conpl ete song.

During ny research for this article, | cane across several websites that
listed the sanpl es and where they cane from it is interesting to see what
hardware the sounds conme from and how t hey sounded originally. The short
sampl es were sanpled at 8/ 11khz in low 8-bit resolutions, hence you get a
ot of artefacts and they can sound quite different fromthe source
material . The sounds cone fromthe Roland D50, Yamaha Dx21/27/100 and
Casio Cz1-1/1000. A very interesting website page lets you listen to the
ST-01 sanple and then the source synth for conparison, the link to which
is at the end of this article.

Anot her individual on the internet, Hi deawayStudi o has al so managed to
identify nost of the sanple sources, as can be seen, it ties up with the
findi ngs at pol ynoni nal . com

ST-01: Source Synth: Source Preset & Nane:
Call ROLAND D50 1-16 Living Calliope

Di gDug YAMAHA DX21 Gl3 P1 Solid Bass (aka Lately Bass)
Di gi Harp ROLAND D50 |-12 Metal Harp
DXBass YAMAHA DX21 Gl3 P1 Solid Bass (aka Lately Bass)
DxTom YAMAHA DX21 &9 P1 Electro Tom
FaeryTal e CASI O CZ-101 Fairytai

FunkBass YAMAHA DX21 Gl3 P6 El ec Bass
Heaven ROLAND D50 1-61 Staccato Heaven
HeavySynth YAMAHA DX21 Gl0 Pl Heavy Synth
Hei fer YAMAHA DX21 & P8 Heifer Bell
Hooman ROLAND D50 C-67 Choir

Horns YAMAHA DX21 G5 Pl Horns

JahrMarkt2 ROLAND D50 C-12 Metal Harp
Jetes ROLAND D50 |-54 Jete Strings

Koto YAMAHA DX21 G5 P7 Kot okoto

Li cks ROLAND D50 |-85 Bones

Mechani cl ROLAND D50 |-81 Intruder FX
Met al Keys YAMAHA DX21 G7 P4 Metal Keys
MonoBass YAMAHA DX21 Gl3 P4 Mono Bass

Mut eCl av. YAMAHA DX21 Gl1 P5 Mute C av

Ni ce ROLAND JUNO106 A33 Xyl ophone

Ni ght Mare ROLAND D50 |-71 N ghtmare

Qutl aw ROLAND D50 |-21 Digital Nati veDance



Pi ngBel | s ROLAND JUNO106 B77 Pi ngbel

Pi zza ROLAND D50 |-44 Pizzagogo

Pol ySynth ROLAND D50 |-55 Stereo Pol ysynth
PopBass YAMAHA DX21 G13 Pl Solid Bass
RichString YAMAHA DX21 &4 P6 Richstring
Ri ngPi ano ROLAND D50 |-78 Pi ani ssinp
Shanmus ROLAND D50 1-41 Shanmus Thene

Si xTease YAMAHA DX21 G3 P6 <6 Tease>

Sl apBass ROLAND D50 |-83 Synth Bass

Stabs ROLAND D50 1-25 Harpsichord Stabs
Stei nway YAMAHA DX21 Gl Pl Deep G and
Strings7 ROLAND D50 |-Al Legato Strings
SynC aves YAMAHA DX21 &9 P3 Breakin

Synt heBass YAMAHA DX21 Gl3 P3 Synt he Bass
Ti neWave ROLAND D50 |-56 Tine Wave

Touch ROLAND D50 1-16 Living Calliope

Voi ces ROLAND D50 1-17: D50 Voices

The sanpl e pack ST-01 was created by U timate SoundTracker progranmer
Kar sten Obarski, according to previous interviews he created the tracker
to make it easier to wite nmusic for his games. You can hear the first
ever Soundtracker nmodule nade with U tinmate SoundTracker and maybe the
first use of the ST-01 sanmples in the title screen for the gane Amrega.
It is classic Amiga nod nusic but also bears the title of first nodul e
music, so if you have not heard it yet, |ook up Anegas on YouTube and
listen to a piece of Amiga nusic history.

Over the years the ST sanple packs expanded and currently are up to 115
packs/ di sks. The later packs include nore genre-specific sounds such as
those used in hardcore and jungle nusic. In years past the ST-01 has
been derided as being overused but its place in history and inportance
cannot be deni ed. The sound that defined many of the Ami ga ganes and
denps fromthe late 80s to the 90s, can be found in that drawer of

sanpl es, and anyone who grew up with the Amiga will nost likely find

t hensel ves taken back to the early days when it was in its prine.

Havi ng gone back to the sanple pack after many years of making ny own
sanples, it is quite refreshing, in a nostalgic way. The beauty of the
pack is it has sounds to make nost nusic, and if used properly new and
pl easing music can still be created with this history-making pack. The
synths, strings and pads sound rough due to the | ow sanple rates yet they
still retain their nusical charmover 30 years later. Snares and kick
drunms bring back nenories of games and denpbs, it is startling how rmuch
a single snare sound can trigger a nenory of playing a gane or deno.
Suffice it to say | ended up going down the rabbit hole of ST-01 and
started maki ng new nodul es after just a few nminutes of playing around
with the sounds. It was a journey of nostalgia and creation

If you feel inclined after reading this article to have a dig into the
ST-01 pack again and find yourself creating a new track, please fee
free to send it to us and we can include it in the next issue, the nore
the merrier! Until then, enjoy revisiting the ST-01 and get creative!



amigazen

Ki ckstarting your Zen - by: Ivan Sorensen

In the last year or so | have ?spent a lot of time reading about the
concept known as *Digital Mninmalisn® ?which ?consists of reducing the
amount of digital and online distractions and naki ng ?our ?use of

el ectroni c devices nore deliberate.

How does that fit with the Am ga? Very well | should think
Am ga owners often cite the sinmplicity of the platformas part of the

appeal : Everything is pretty much out in the open, the system was
ext ensi vel y docunented and many aspects can be nmanipulated with only

m ni mal understandi ng of progranmng. | ve never witten any code nore
i nvol ved than a 3 |ine bash script but if |I can find the right
configuration file on an Amiga, | can usually suss out what needs to
happen.

That is not quite what | amtal ki ng about however.

Sone years ago, | had ny Anmiga online. | think it is probably a bit of a
rite of passage because we associate the internet with nodern conputers
and the Amga is very nuch a child of the pre-internet era originally. O
course *online* existed and was very popular for the Amiga but for its
active history, it meant sonmething a bit different.

VWen | was evaluating what to do with my Ami ga after a short break
decided to take it offline. | deleted all the internet software fromit
and ended up getting rid of the PCMCI A networking card | had been using.
| did experinent with a little device that |ets you access BBS?s through
your wireless internet connection and that was fun but | got rid of that
as wel | .

You see with everything else | do in life, | am bonbarded by the internet
and with age | find it increasingly aggravating and frustrating.

My work involves the internet so | can?t even shut it off while I am at
work. But the Amiga is an escape fromthat. Wien | turn on ny Amiga | am
stepping away fromthe internet both literally and figuratively.

VWen | play a gane it is just me and the ganme. There is no tenptation to
tab out and go check on a forumwhile | wait for something to load. If |
boot up a word processor, | can focus on just witing what conmes into ny
head. It is the sane vibe as taking your |laptop to a place where you
don?t know the wifi password, which is a favorite of many witers.

The machi ne exists as it does, w thout any outside influence.

Now of course we like to talk about our hobbies on the internet and Ami ga
is no different, but lately |I have begun exploring what happens if | make
even sone of that private. What happens if | rely on old nmagazines to
informnme of ganes or to find codes, cheats and wal kt hroughs? Wy not
check out old cover disks and CD?s for nmusic to listen to instead of
trying to westle with collections of trillions of nod files?

Part of what nade Amiga so nmagical was that it always felt |like a process
of discovery and it is easy to miss that these days. You can downl oad a

t housand Ami ga ganes and then click around never playing any of themfor
nore than 3 minutes or you can read through nagazine reviews and pi ck out
one or two you want to play and then really put in sonme tinme to do so.

I think the online world can often cause a distraction in that it



rel egates the use of a retro conputer or retro console to a tool to
create internet content. Often this can be very helpful: W all enjoy a
good revi ew video of a new piece of hardware or software but that
approach does not make ne feel satisfied personally. | use ny Am ga
because | want to experience things on the Am ga and gai ni ng that
experience is a goal in and of itself.

Trying to connect that to the swirl and chaos of the internet underni nes
the feeling for ne, because | always have to stop and think about whet her
| need to take a particular photo or if | need to be able to explain or
justify sonething. You could argue that this is all overthinking things,
but of course that is the exact problem

Sonetinmes | don?t want to overthink it. Sonetines | want to find zen



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

-= Amiga Future's Andreas Magerl Interview =-
To celebrate 25 years of Amiga Future we sit down with the head honcho
of one of the longest living Am ga magazi nes and di scuss the history the
magazine and its future.

-= CU Amiga's Tony Horgan Interview =-
If you lived in the UK during the 90s and were and Am ga user you wl|
probably al ready know of Tony from CU Aniga, his initial role editing the
audio articles to becoming the editor of of one of the greatest Am ga
nmagazi nes.
-= 10 Mn Retro Ami ga Cast's Douglas Conpton Interview =-
W sit down with the creator and presentor of the 10 Mnute Retro Am ga
Cast, Douglas and get into his history with the Armiga and details of his
show on YouTube.
-= Settle The Wrld Devel oper Interview =-

Rob Owalley sits down with Christian Wegel the devel oper of the new Am ga
gane Settle The Wirld and gets delves into the gane devel opnent.

#Tal ki ng Amiga - Watl FF? I ssue 2.09 - March 2023#



settleworldlinks

https://ww. t heot heoderich. de/ settl et heworl d/ rel ease/i ntroupdate/ Quick_Start_ Gui de_EN 2302. pdf

htt ps://ww. t heot heoderi ch. de/ settl et heworl d/ rel ease/i ntroupdate/ Schnel |l start_Anl ei tung_DE 2302



Christian Weigel Interview

Interview - Christian Weigel (Settle The World)

First, could you tell us a little bit about yourself and your history
with the Am ga conputer?

Hell o, ny name is Christian Wegel aka TheoTheoderich. | am from Ger nany
and work as a Visual Basic for Applications programmer for a |large
t el ecomuni cati ons comnpany.

Conputers had an influence on ne quite early. Wien | first experienced an
Atari 2600 at a friend' s house in 1981, it was like a mracle for ne. It
was not only possible to watch sonmething on a television, no, it was al so
possi ble to control sonething on this screen. That fascinated ne
incredibly (to this day). Unfortunately, ny parents didn't have the
necessary noney to bring such a wonder nachine into our house. Wen | was
nine, | had a C64 together with our neighbour's boy. It stood in his
children's room and was connected to a bl ack-and-white tel evision and only
had a datasette

Toget her we spent all the nmoney we had saved on a 1541 drive. The

nei ghbour's boy, however, was only interested in playing and whenever he
went to football practice, | was allowed to use the conputer al one.
Fortunately, this happened very often as his father was the coach of the
| ocal football club.

The C64 manual was very detail ed and became nmy evening reading. | was
unbel i evably taken with the possibilities of witing nmy own smal |
programes with Basic, saving them on diskette and being able to | oad
themagain later. A conpletely new world opened up. Later | always

wanted to have nmy own C64, but ny parents always refused, pointing out ny
poor performance at school. Then, one Christnas a few years later, there
was an Ami ga 500 under the Christnas tree. | couldn't believe nmy luck
Brand new and including a 1084 nonitor. The picture quality was brilliant.

It cane with Workbench 1.2, including Ariga Basic, which excited ne at
first. But the nore | tried it out, the nore frustrated | becanme with the
only Mcrosoft programme for the Amiga. Unstable and extrenely slow, those
are the two words that still come to ny mnd about Am ga Basic.

Since | didn't have the noney for conputer nagazines either, | just played
for a few years because | wasn't up to date with the | atest progranmm ng
software. | quickly started pirating, with four floppy drives, night after
ni ght, and al so downl oaded ganes from Anerica via an acoustic nodem unti
one day a good friend of mine had his house searched and the police rang
our doorbell. Fortunately, | had di sposed of thousands of floppy disks in
time and the police only questioned ne.

Since then | have only bought original games. | played far fewer different
ganes, but | played themas originals and nmuch nore intensively than |I had
pl ayed pirated games before. At that tine, Railroad Tycoon, SinCity,

Hi storyline and later Civilization made a big i npression on ne.

Thanks to an internal turbo card and external hard drive, ny Anmi ga was

al so well equi pped for such ganes. Nevertheless, it had to nake way for a
486 DX2/66 PC at the end of 1993, after | had seen Civilization in 256
colours on a friend's PC and was thrilled by it.

Well, a few years later | bought an A1200 as a second conputer, then nore
Am gas came al ong. Today there are many Ami ga computers here that | |ove
very nmuch. But ny favourite conmputer is ny A500+ with FireBird, externa



1011 drive and external A500-HD8+. It is sinmply a dream

VWhat inspired you to create a new strategy gane for the Amiga platform
and what do you hope players will enjoy nost about it?

The idea to create a strategy gane cane fromny 1l1l-year-old son. He | oves
ganes where you can trade with others. This quickly turned into the idea
of having different islands or continents and using ships to transport
goods to other players. How it could | ook was al so very quickly clear
simlar to the ganes | love, "Colonization" and "Civilization".

| haven't been progranming with AmiBlitz3 for long and ny first rea
project was Caves & Cargo, a Gravity Force clone. That gane is on hold in
favour of Settle the World, but the map editor from Caves & Cargo was the
base of the map rendering for Settle the Wrld.

Then nmy son al so wanted to have cities on the maps for the ships to trave
between. That's when | had the idea of programming the city nanagenent the
way | renenbered it fromthe ganme "Col oni zation".

Settle the Wrld was never neant to be a "Col oni zati on" cl one, nor to
beconme as extensive and conplex as it is now Oiginally it was neant to
be a pure local multiplayer game, where two to four friends woul d neet

and trade with each other while sitting in front of an Am ga conputer.

t hought that would be the nmost fun for the players. Playing together on a
conputer, just |ike when we were young. However, | soon realised that nost
Am ga users don't have anyone nearby who is also interested in Am ga.

Can you tell us about some of the ganeplay nechanics or features that
your ganme offers, and how they are sinilar to, or differentiate it from
ot her strategy ganes?

Oh, the gane mechanics are still not fully built in, nor is it even fully
t hought out. The idea is to build settlements on a foreign continent and
connect themto each other

There are three levels of prosperity for citizens to reach. Each city
starts with citizens of the settler class. If certain buildings, such as a
school or a tavern, are now built AND the citizens are additionally
supplied with certain finished goods every turn, they can advance one

| evel, then they have reached the worker class. This unl ocks new
construction options for buildings and units in the city. If you nmake a
ot of effort, the citizens can also reach the class of aristocrats. Once
the citizens have reached a certain class, they cannot drop back to a

| ower class. If they are now not sufficiently supplied with finished
goods, they become unhappy.

In the current version, the satisfaction of the citizens has hardly any
ef fect on the ganme. Later, however, it will have a great influence that
there will be free elections every few years. If you | ose the el ection
the gane is over. Otherw se you can nove units and explore the map, in
many pl aces you can di scover abandoned cities or shipwecks, where you
can find useful things with a little luck

Pi oneers can build roads on which units can nove faster. They can al so
renove forests, plow fields and build mnes. Soldiers can capture units
fromother players and al so fight against other units (including flanking
bonuses and taking terrain into account when defending). In cities, you
can build production workshops and bring in the needed raw materials by
ship or transport wagons. Finished goods can al so be | oaded and brought
to other players' cities by trading ships to exchange goods. There are
whal i ng ships to produce lanp oil later. You can also catch wild horses
to upgrade your soldiers to dragoons. Al units can also be noved to the
desired destination via pathfinding. Each unit has a certain range of

vi sion. Forests or nountains can block this view

Al this is a big mx of ganmes like "Col onization", "Civilization",



"Anno 1602" ("1602 A.D." called in other parts of the world) and
"Tropico". | amquite bad at inventing sonething nyself. But | amquite
good at putting existing ideas together again. If this way of creating a
gane |l eads to a good gane | don't know yet. To cone back to the question,
yes, some things are simlar to the ganmes nentioned.

Can you tell us about the process you use to create the graphics for
Settle the Wrld? What tools and software do you use to create the
graphics for your game? And do you work with a dedicated artist or
team or do you create the graphics yoursel f?

The i nganme pixel graphics of Settle the Wirld are all pixeled by ne.

First | needed some 16x16 pi xel graphics for the map, |ike grasslands,
forest or ocean. For these inmages | had the squares simlar to the ones
fromthe gane "Railroad Tycoon" in nind. The first of these inages were
still very sinple and were reworked several times to achieve nore contrast
or depth (which is not easy on so few pixels).

For the units, resources, trade goods and many other small graphics for
t he gane, the gane "Col oni zati on” was unm stakably the inspiration. Here,

too, | drew all units and small graphics nyself. | deliberately kept the
graphics simlar to "Colonization", because | like this style of graphics
very much.

For pixelling | nostly use PPaint and rarely DPaint IV. PPaint is in ny
opi nion the perfect tool for this. The biggest advantage is the automatic
reall ocation of colors, e.g. after a change or adjustnent of the col or

pal ette. This automatically applies all the colors in the imge to the
new pal ette wi thout naking any maj or changes to the image. Enornously
practical, since it took nme about two weeks to get the color palette
acceptable in ny eyes.

The gane is created in 32 colors, as | won't go through the effort of
creating a ganme in AGA with 256 colors. Wrking with that many colors is
not possible in the limted time | have. The effort to do this is

i mrense.

The buildings in Settle the Wrld's city view were originally drawn in
pure 2D side view Later, sone depth was added to the buildings. Actually,
t hey were supposed to be shown in isonetric view, since |I'mvery good at
pi xel ating i sometric buildings. Unfortunately, the avail abl e space of
maxi mum 32x32 pixels did not allow this kind of perspective. Too bad
actual ly.

| never liked the buildings in the "Colonization" gane. | didn't have any
nodel s for the houses either. Mst of the tine | have a finished image in
ny mind and then it's just a matter of pixelling that inage. O course,
the available colors limt the quality of the building inages a lot. At
times | experinented with HalfBrite node with 64 colors. This | ooked
really good because | had another color with half the brightness for each
color. Unfortunately, this node costs too nmuch Chip RAM so | didn't
continue with it.

Larger inages in the gane, such as the ones in the intro, were created
using Mdjourney Al. This is an Al for inage creation, which | subscribed
to. Here inmages are created fromtext input. Now this sounds nuch easier
than it is inreality. Sometines it took me many hours and endl ess
attenpts until a usable inage canme out.

Al imges of the Mdjourney Al were then post-processed on the PCwith
Pai nt ShopPro 9. For this, the color saturation was massively increased
(M djourney often creates too gloony images) and the imges were
downsanpl ed to 24 colors. 24 col ors because these graphics in the gane
have their own col or palette, except for 8 colors needed for the inmge
borders, etc. For sonme images, | had to start all over again at this
poi nt, because the imges just |ooked awful with fewer col ors.



After the graphics were saved in PaintShopPro 9 in 160x160 pixels (or
even 320x200) as PNG the format was set to a 32 colors |IFF with PPaint
on my Anmiga 500+. This resulted in no color |oss, since the i mages had
al ready been downsanpled to 24 colors on the PC. Adjustments were then
made to the color palette and the i mages were manual | y post-processed to
renove unwanted pi xel s or unsuitabl e i mage el enents.

Again...|l always have a picture in my mnd of how sonething should | ook
later in the gane. Then | sonetines spend a ot of time either pixelling
this inmage nyself or having the Al create it until it |ooks like it does

inmnm mnd. And that sonetines takes a really long tine...

How di d you bal ance the need for a challenging and engagi ng game wth
the desire to create sonething that's accessible to both new and
experi enced pl ayers?

This is a difficult question to answer. | haven't been able to bal ance it
all out yet.

For Settle the Wirld, | have a very dedicated tester who has tirelessly
restarted the gane over and over and told nme what coul d be changed.
Wthout Christian Dold, the last -Intro Update- would be far from
finished. I don't have that much tine at all to program and test the
gane. Either one, or the other

Further devel opnent of the ganme will be very challenging in this aspect,
because t he happi ness system of the inhabitants has to be bal anced.
However, this will have to wait because feedback on the | ast update showed
that players would rather have a single-player node including
conputer-control |l ed opponents....and | have never devel oped anything like
this before.

The issue of accessibility to the ganme is a very difficult one for nme. The
gane is quite conplex and today's players are no | onger used to
intensively famliarizing thenselves with a gane they are unfamliar wth.

In Novermber 2022 (after the first release) | was totally frustrated by
sone YouTube videos. The players there started the gane and had no idea
what to do. They were noving the starting units back and forth for a few
m nutes and then quit the videos. The -River Update- at the begi nning of
Decenber 2022 had therefore already included sone help texts in the gane.
That was al so necessary, because apparently nobody | ooked at the

ReadMe file......

For the *Intro Update* | created a Quick Start Guide in English and Gernan
as a PDF and linked it on my itch.io project page.

Li nks
| really hope it hel ped sone players to get started with the gane.

What chal | enges do you face during the devel opnent process, and how do
you overcone thenf?

There are many chal |l enges during the devel opnment of Settle the Wrld. One
is the progranming environnent AnmiBlitz3 itself.

AmiBlitz3 is still under intense devel opment and constant i nprovenent,
but even so, there are sometinmes bugs that can hold you up for days when
things don't work as they should. A big difficulty is that in AniBlitz3
(in BlitzBasic basically!), you have to have functions in the

"right order” in the programcode. You can only call functions if they
are in ahead of (i.e. higher up) the place in the code that calls them
This kind of thing doesn't exist in nodern progranm ng | anguages anynore,
and it drives nme so crazy fromtine to tinme that sonetines 1'd rather

pi xel ate on buil di ngs than continue coding.

| had many problens with the Copper control. This is not well described



inthe BlitzBasic nanual. In Settle the Wrld, a sinple wave effect is
created on ocean fields and coasts using a Copper effect. It took me weeks

to get this effect to work well for nme. | spent evenings just changing
values in the code, starting the game, seeing how it |ooked, quitting
and nodi fying the next value. Many hundreds of tinmes! (I call it brute

force programm ng because | do sonething over and over again w thout
under st andi ng exactly what | am doing there).

Anot her chal | enge was generating maps. | wanted to use procedurally
generated maps early in developnment. On the PC, |'ve done sonething |ike
this before in BlitzMax using a Perlin-Noise exanple (explaining
Perlin-Noise would go too far here now). Unfortunately | didn't succeed
in converting this exanple into BlitzBasic code for the Ami ga. Many

eveni ngs | searched the net for program exanples for Perlin-Noise for the
Am ga and found not hi ng.

But | had the solution right in front of my nose...

In the code sanples of AniBlitz3 there is an exanple for Perlin-Noise

whi ch can be used to generate a procedurally generated wood texture on
graphic cards. | nodified this exanple so that instead of a wood texture,
it now creates nountains, grassy areas, and oceans.

Pat hfi nding of units is also challenging. Here | converted a PC code for
AniBlitz3 and al so tested, changed, tested, changed again.... hundred
times. | amnot that good at progranming. Actually, | am Visual Basic for
Applications devel oper at work.... Algorythns | amnot good at. So ny
pathfinding in Settle the Wrld still has probl ens when units have to nove
down a long distance to the left....

The Am ga platform has a devoted fanbase, but it hasn't seen nany new
ganes in recent years. Wat notivated you to develop a gane for this
platform and what do you think the future holds for Am ga gani ng?

To answer the question about notivation is easy. It was the BlitzBasic
Jam 2022 that notivated ne to devel op an Amiga game. At first, you only
had three nonths to devel op a ganme, later that tine was increased to siXx
nont hs.

I have never finished a gane in ny life. At sone point, nmy two children
said to me "Dad, finish a game for once in your life!". Quite sinply, that
was the trigger...and | |ove progranm ng!

For sonething like this, a ganme jamis perfect.

* There is a clear period of tine.

* There was a Discord group and all participants regularly showed their
progress and notivated each other

* |t created a kind of social group pressure for me. So | was forced to
del i ver sonething playable in Novenber

O course, by the end of the conpetition ny gane was far too conpl ex,

partly not understandable and difficult to use. Nevertheless | reached
the third place in the conpetition and had the notivation to continue
wor king on Settle the Wrld.

I think the Scorpion engine fromearok will probably bring sone nice ganes
to the Amiga community in the next years. The ganes future for the Am ga
will be safe. But the Amiga will always be an absol ute ni che product

gl obal | y.

O course | could have witten Settle the Wrld for the PCwith BlitzMx
and then | woul d have been overwhel ned with conments and constructive
criticism..wuld have been nuch easier for nme...but | grew up with the
Am ga and | ove these computers nmore than anything el se!

Finally, Tell us where can the reader find nore information about this



ganme?

On ny itch.io project page:
https://theot heoderich.itch.io/settle-the-world

And of course on our Discord in English and Gernan | anguage (News,
Dev- Sni ppets, Screenshots):

https://discord. gg/ UlyZSJJqYg

Thankyou for taking the time to discuss the devel opnent of Settle the
World with Watl FF? Magazi ne, we wi sh you the best of luck with future
devel opnent of this gane.

| have to thank you, it was a |Iot of fun answering your questions. It's
great that the Amiga conmmunity is so active and al so that even in 2023
there is still interest in a turn-based Anmiga game with only 32 col ours.
I woul d never have thought that possible as a teenager

(Footnote: all of the answers were witten in Gernman and transl ated using
Deepl.comw th some corrections)



Andreas Magerl Interview

Interview - Andreas Magerl (Anmiga Future)

1. Hello Andreas, thank you for taking the time for this interview, to
start with can you tell us a little about yourself?

So ny name is Andreas Magerl, | amthe founder of APC&TCP and | al so
founded the Amiga Future, among ot her things.

2. How did you get started with the Am ga?

Probably Iike many other Amiga users too. | also used to have a C64 and
at sonme point it was the logical step to buy an Am ga. And sonehow I
stayed with the Aniga. :)

3. Ami ga Future has been going for over 20 years now, what nade you
decide to start an Anmiga nagazine in the first place

In January the Amiga Future will even be 25 years old. W are currently
working to finish this nmagazine. W are also working on a rel ease that
shoul d appear before Chri stnas.

That's why everything is a bit stressful here. Please forgive ny bad
engl i sh.

About 25 years ago there were still many Am ga nagazi nes in Gernany. But
all these magazines only dealt with applications. There weren't even any
gane maegazi nes anynore. W wanted to fill this gap. Wth tine and the

| oss of other Am ga magazi nes, Amiga Future has becone a nagazine for al
areas related to the Am ga

4. What kind of problens did you have when first starting the nagazi ne?

Qur biggest problemwas finding a publisher. But we did it. W only had
the really big problems when the publisher also stopped its Am ga

busi ness and we decided to do the Amiga Future conmpletely on our own. So
witing, layouting, printing, selling texts, sending out invoices,

nmagazi nes and so on. Wth the exception of the texts, the publisher had
taken care of everything beforehand.

5. Amiga Future was initially in German only why did you decide to do a
German and English edition?

Germany is our hone country and so it was clear that we would do a German
magazi ne. W've always thought about an English version (just |like a C64
nmagazine), but it's difficult to start sonething conmpletely new.

But then we were contacted about taking over the English nagazine Tota
Amiga. W did that and a such there has al so been an English Am ga Future
for well over 10 years.

6. Did it cause a lot of trouble having to produce a bilingual magazi ne?
Yes and no.

We first had to find enough translators (and we're still |ooking for

good translators) and al so proofreaders. The other problemwas, of course
that we also had to set up an infrastructure for selling and shipping the
Am ga Future abroad.

It used to be stressful... but once it works, it works.



There are al ways new chal | enges, e.g. To pay the sales tax for the
newspaper in all EU countries separately.

The big advantage is basically that APC&TCP is in the background.
7. Wiich version of the nmagazine sells the nost?

Interestingly, the German magazi ne. And that although English is spoken
in many nore countries. This may al so be due to the shipping costs
wor | dwi de but we have no influence on that. Deutsche Post determ nes the
post age here.

8. What have been nobst proud of over the |last 20 years of Ami ga Future?

That we still exist, although there were many people who said that we
woul dn't last 3 nonths. And now it's 25 years. That the sal es vol une
i ncreases. Very slowy, extrenmely slowy, but it's increasing.

9. Are there features that you would like to inprove or add to the
current Ami ga Future?

A lot, but as always, there is a lack of time and noney.

For exanple, we would like to add nore pages. But this nakes the printing
of the nagazine a | ot nore expensive. And what many overlook... the
postage will also be nore expensive.

Maybe that will work soneday. But for that we still need nmany annual
subscri pti ons.

10. How has the Am ga scene changed from when you first started the
magazi ne?

Wel |, she got smaller. There are fewer Am ga conpani es and of course
fewer users.

11. Wth the growing interest in the Amiga, would you consider changing
to a nmonthly format?

This growing interest in the Aniga is nore virtual than real in ny
opi ni on. Because of the Amiga 500 Mni, e.g. again there are sone new

Ami ga users. But the vast nmpjority of these "new' users don't spend any
noney in the community. They want to downl oad an inmage with software from
the Internet and that's it. Wen soneone buys a new game, real Aniga
hardware or a newspaper... that rarely happens.

12. Are there any parts of the nagazi ne done on the Anm ga?

We used to do our subscription managenent and billing on the Am ga.
However, since January 1st, 2021 we have been using professional software
on the PC. On the Amiga this is sinply no longer suitable. The texts..
each editor does it differently. Some wite the texts on the Aniga, sone
on the PC, some on the Apple. W don't make any rules for the editors.

The layout is done on a PC. It just doesn't work on the Am ga.

13. In addition to Amiga Future you are also involved with APC&TCP, how
did you get started with APC & TCP and howis it inmportant for AF?

APC&TCP was a conputer club for the Ami ga that energed fromthe two cl ubs
APC and TCP. There were nany programers in the conmputer club who al so
programed good software for the Amiga, but did not agree with the way

t he publishers of the tine worked. At sone point we founded APC&TCP
Publishing to comrercialize this software.

I ncidentally, APC&TCP turned 30 |ast year. And currently we are worKking



on two rel eases.

Wt hout APC&TCP, Amiga Future sinply wouldn't exist anynore. Am ga Future
uses the infrastructure of APC&TCP. The online shop, the postal delivery,
the tax bill (and we pay a |lot of taxes), the billing software and
APC&TCP is practically the publisher of the Am ga Future.

14. What Anmigas do you own and which nodel is your favourite?

Unfortunately | haven't had nuch tinme to deal with the Amiga for sone
time now :(

| have an Aniga 600, Amiga 600 Acryl, Am ga 4000T, Am ga 1000, CTDV
(whi ch unfortunately seens to be defective at the nonent) and two CD32s.
In addition, two C64 that are not set up

I would like to have a few other Am ga nodels, especially for the Ami ga
shows, but everything costs noney. :)

15. Before we finish, is there anything you would like to add or say?

| would like to thank you for 30 years of APC&TCP and 25 years of
Am ga Future.

And because peopl e keep asking... No, we won't stop with Am ga.

Thank you Andreas for your tinme and insight behind Am ga Future,

it is atruly unique magazine with witers fromaround the world with
long standing heritage. |If anyone w shes to support the nagazi ne
suggest taking a subscription to keep the magazi ne going and therefore
support the Amiga community.



Tony Horgan Interview

1. To start off can you tell us about your introduction to computers and
why/ how you got into then?

First, let me thank you for having me. It's an honour! The first time I
heard of someone having a conputer in a house was when a friend told ne
that his older brother had a zZX80, and that he'd built it hinmself froma
kit. That was in 1980. My inpression of conputers at the tine was based
on the flashing lights and reel-to-reel tapes that controlled the Turin
traffic light systemin the Italian Job

I'd seen a ZX81 in shops such as WH Snith and Tandy, but | hadn't taken
much notice. Most of the time they'd be off, or displaying some kind of
error message, because you couldn't just type words directly - keys were
shortcuts to BASIC comuands. Fortunately for me, ny ol der brother M chae
got a ZX81. He understood it immediately. Sone people are like that with
musi ¢, nechanics, maths, art, sport or sonething else. They just get it.
M chael was like that with conmputers, and even better, he had the ability
to teach ne.

| was already a big coin-op fan, so when he told nme that you could make
ganes |ike Space Invaders with sinple programs, | was hooked. M chae
taught nme all about BASIC. al gebra and variables, routines |like FOR TOQ
NEXT | oops, how to redefine ASCI| text characters to nmake sprites, READ
and DATA statenents, keyboard inputs, how to nmove things around the
screen and lots nore. He even taught ne to solve a Rubi x cube in about
60 seconds.

2. You are best known for your work on CU Am ga, but you worked on other
Am ga magazi nes such as Amiga User International. How did you get started
witing for Ami ga magazi nes?

| began ny secondary school years (fromthe age of 11) around the sane
time that we had that ZX81 at hone. It was Mchael's, but nopst things
were shared anongst nme and ny three brothers. Soon we upgraded to a ZX
Spectrum and then a Conmopbdore 64. During that tine | was reading
conput er and ganes magazi nes, often for the revi ews because | never had
much noney, and didn't want to waste what | had on a duff gane. |

real i sed the inportance of nagazines for kids like ne. | could see that
sone of the mmgazines were pretty bad, sonme were OK and sone were
actually quite good, and | could pinpoint the reasons. | understood

magazi nes, maybe in the sane way that nmy brother M chael understood
conput ers.

In the early 80s, many of the nmmgazi nes were nade by boring old nmen from
a bygone era. Ganmes were viewed as a frivolous distraction fromthe
serious business of printers, RS232 ports and accounting software. | knew
| could do a nuch better job than nost of the people working in conputer
and games nmmgazines at the tinme. Wien Newsfield | aunched Crash for the

ZX Spectrum and then Zzap!64, clearly staffed by young witers, | could
see there was a job opportunity for me somewhere in the near future

Wth that in mnd, at school | focussed on subjects that |'d need for a
job in magazines, so | took Typing (a specialist subject in those days)
and Computer Studies, and nmade sure that | passed English and Mat hs.
Wiile | was still at school, aged 14 and 15, 1'd witer letters to
magazi ne editors on a regular basis, about once a nonth. First | just
sent letters, asking if they had any jobs. Then | started to send sanple
gane reviews. Finally, | started making full page |ayouts, w th col our



screenshots placed onto A4 pages with text typed around t hem

| was sending these to all the main conputer and ganes nagazi nes that

were based in London, getting very little response. | left school in
1986, aged 16, and conti nued sending things to editors, doing tenporary
jobs like washing up in cafes and filling envel opes for mailouts. | was

determ ned to get a nmgazine job, so | only went to a pernmanent job
interviewif ny dad insisted (I was living with nmy parents at the tinme).
My perseverance paid off in 1987 when the Managi ng Editor and Publi sher
of Commodore Conputing International, Antony Jacobson, called ne in for
an intervi ew

| got the job and becanme the nain game review witer. It was a very
smal | operation. | had a huge workload, but | was the only person in the
of fice who knew anyt hi ng about conputers or ganes. Even Antony didn't
know the first thing about it. He would hold a Kenpston joystick
backwar ds and wonder why things were noving in the wong direction. The
rest of the magazine was witten renotely by freel ancers.

Commodor e Conputing International was the company's main publication, but
t hey al so had anot her nagazi ne call ed Conmodore Busi ness and Amiga User.
It was sold on a subscription-only basis, which we mailed out fromthe

of fice. That nmgazi ne becanme Ami ga User International, the UKs first

Am ga magazi ne, and was distributed in high street shops. Mst of the

Ami ga content was duplicated fromCCl into AU, and vice versa. Over
time, AU becane the dom nant nmagazi ne.

3. Wi ch magazine did you enjoy the nost, if you are able to say?

| think CCI was the nost fun. It certainly wasn't the best nmgazi ne, and
it wasn't easy because | was very overworked, but it was very satisfying
to have fulfilled nmy anbition. I was at the bottom of the |adder, so
didn't have the stress of mmnagi ng anyone or any responsibilities other
than my own job, so | was able to enjoy it nore than sone of the jobs I
had | ater on.

It was based in London, not far fromFleet Street (where nost of the

nati onal newspapers were made), in the days before desktop publishing had
really taken over. That area from Cl erkenwel|l to Hol born was a publi shing
hot spot. There were small businesses in every street offering print and
publ i shing services: photography studios, filmdevel opers, typesetters,
scanni ng conpani es and printers. Part of my job was to fetch and carry
things to and fromthose places. |1'd take all the game screenshots in

the office on a 35mm canera, then drop the filmoff at Metro, a

pr of essi onal photo devel oper around the corner, pop back later to collect
the transparenci es and take themto the nearby scanning house to be bl own
up into four colour filmseparations, then bring those back into the
office to be placed onto the pages, alongside colums of pristine, crisp
text on brom de paper that had just come back fromthe typesetters. The
nmagazi ne pages were literally cut and pasted on boards in the office. It
was a great way to learn how to nake a magazi ne, and to experience the
physi cal processes that are now nore theoretical or digital. One downside
was that the floor of the office was permanently sticky fromall the
Spray Mount aerosol e glue that was used to "paste" everything onto the
pages.

There were |lots of special noments in the early days of that job. | was
still 16 when | started there. My desk had an Ami ga 1000 and a Commodore
128D. |'d never seen an Amiga before. There weren't nany ganes for it at
the tine but | |oved playing around with Deluxe Paint in kal ei doscope
node, setting up a palette of rainbow colours, putting it in

col our-cycling node and then drawing in randomdirections. Try it, it's
fun! I'mespecially fond of the earlier Am ga ganmes that came fromthe
US. | renenber the adventure gane Deja Vu Il, which used the npuse and
wi ndows environment in a new way. There was The Faery Tal e Adventure,
whi ch was a kind of role-playing game, but with a big area to explore,
at nospheric nusic using interesting sounds and a new i nput nethod.



Anot her favourite of m ne was The Sword of Sodan, which had huge sprites.
That wave of innovation in control nethods and interfaces faded away in
the later years. | always appreciated an original idea or a new gane
format. | suppose |'d been spoilt, because the 70s and 80s were al nbst a
conti nuous stream of new, original game styles.

It was great to have ganme devel opers coming to the office to show ne
their [atest games. Jon Hare and Chris Yates of Sensible Software cane
with Wzball, leaving me a 5 1/4" disk with cheat nbdes. The Bitnmap

Br ot hers brought Xenon on the Anmiga, and | gave thema hard tine about
it being a port fromthe Atari ST, not using the Amiga's sprites or
Blitter. They weren't expecting that!

4. Many readers were introduced to your witing via your articles on
audio in CU Amiga. What did you enjoy nost about witing those articles?

By the time | noved to CU Anmiga, | was all ganmed out. | needed to wite
about other things. | was very excited about the sanpling abilities of
the Amga. | loved electronic nusic, and until the Am ga cane along, a

sampl er was far too expensive for me. Those four channels of 8-bit
sanpl es were enough to make sone great music, and do it really quickly.

I was keen to show peopl e how nuch of a revolution in rmusic production
this was. The Atari ST had the reputation as the nusic conputer because
it had MDI ports as standard, so devel opers made sequencer software for
that format. However, you still needed a | ot of extra noney to buy
synths, sanplers and drum machi nes to nake any use of it. Wth the Am ga,
you could do so nuch with just the conputer itself. The Am ga coi nci ded
with atime innm life when | was starting to go out to raves,

di scovering an alternative nusic scene that was perfect for me: friendly,
exciting, energetic and experinental. It was great to be able to conbi ne
that scene with the Amiga, taking inspiration fromnusic |I'd heard,
people I'd met, and citing exanples of techniques that could be
replicated with the Aniga. | enjoyed having the ability to denonstrate
these ideas with sanples and nmusic on the coverdi sks.

5. Did you ever run into any problems witing those articles?

The main problemw th nusic features in CU Amiga was that they didn't
appear to attract readers overall. For exanple, if we lead with a nusic
feature on the cover, or a nusic-related coverdi sk, the sales of that

i ssue woul d be lower than if we lead with a big graphics thene, or
perhaps a big ganme in the earlier years. So while people who |iked naking
nusi ¢ | oved those nusic features, for many readers they were a conplete
turn-off. It seenmed that "rmusic-naking readers" were a conpletely
separate sub-set of the main readership. The nusic-nakers woul d be
interested in some of the other things (graphics, ganes etc) but the
other readers didn't share the interest in nusic. It nmeant that if we
went big on nmusic in a specific issue, we knew we'd take a sales hit, so
it was hard to justify doing anything nore than those regul ar nusic
features at the back of the nmgazi ne.

6. After working as a staff witer you becane the editor of CU Am ga.
VWhat changes to the magazine did you do during your time as editor?

| was a very hands-on Editor, in ternms of the pages thenselves. | wanted
to be sure that the witing was of the highest quality, fromthe
headl i nes and captions to the body text. | was probably too involved in
the word-to-word editing of the magazine at tines. In terns of the bigger
picture, | wanted to start, literally, with a bigger picture. The covers
had been a mess in recent years, |acking consistency of branding, visua
styl e and overall tone. | decided to nake the covers as iconic as

possi bl e, so that they would be very visible on the newstands and convey
a clear nessage. My plan was to give every issue a strong thenme, pairing
the coverdi sk software with a big feature, backed up by a checklist that
of fered sonet hing for everyone in each issue.



| think it's easy to forget that in the 90s, the Am ga nagazi ne
readership wasn't a single group with the sane interests. It was a m x of
people with various degrees of interest (or none at all) in nany areas,
such as 3D rendering, ganes, nusic, programing, animation, 2D graphics,
har dwar e, desktop publishing, video, the denp scene, the internet and
nore. It was easier to give readers good value for noney in the early
90s, when there was enough advertising revenue to finance a bi g magazi ne.

Trying to please all of those readers with a nuch smaller nagazine and a
tiny budget was a real chall enge.

7. In the Novenmber 1995 issue of CU Amiga, you had a CD attached and on
it was a sanmple collection. Can you tell us a little about the sanple
collection, was this nmade for the CDin particular, or was it your
personal collection, what sanpler did you use, if you can renmenber what
were sonme of the sources of your sounds?

| put a lot of rmusic and sanples on the di sks over the years. That one
was a conpilation of the best sanples |1'd collected up to that point.
Sone were sanpled frommy own record collection. Ohers came from vari ous
sources, nmaybe ripped fromgames or fromsanple CDs. Looking at the

Cct aMED nusic "nods" on there, | think | nade all of those. | renenber
the nanes. I'lIl load themonto ny Anmiga and have a listen when | get a
chance.

8. What were you nost proud of during your time at CU Ani ga?

It's very nice to be renmenbered after so long by so nany readers, and to
hear how | hel ped to inspire young nusicians and producers. That was

al ways ny intention. People contact ne now and then to say how nmuch they
enjoyed nmy nmusic tutorials, and how those features hel ped themin the
early days. W had a huge readership, peaking at about 100, 000 readers
per month in the early 90s. I'mnot taking credit for that figure, but
when you're in a position to reach that nany people, especially people
who are just starting out, with anbitions to beconme nusic producers,
novi e makers, animators or programers, | think there's a responsibility
to use that platformto hel p peopl e al ong the way.

9. Recently you got an A1200 again in your studio, what has it been |ike
getting back into the Am ga?

I love it! Al the keyboard shortcuts cane back in a flash, especially
the OctaMED ones. My original Ami gas went about 20 years ago when |
needed to downsize ny entire nmusic set-up. In theory, a PC could do
everything and nore. However, | found that | didn't like working with
nodern nusic software alone. It's hard to stay focussed on a project
when so nany options and processes are available at the sane tine:

sound design, conposition, arrangement, m xing and mastering. The
tenptation is to junp between each of those stages while a project is
ongoi ng, but that's counter-productive. Since then, there's been a wave
of new, affordable hardware synthesisers and drum nmachi nes. Now | can
use nmy Am ga as a sequencer and sanpler, controlling the hardware synths
and drum machi nes that | now have. That keeps the creative part separate
fromthe mixing and nmastering stage. | can record nultitrack digita
audi o on ny Tascam DP24, then bring that onto ny Mac for the m xi ng and
mastering, balancing up all the different sound levels. For nme it's a
much better way of working, and rmuch nmore fun

10. What has surprised you nost about the current Am ga scene?

|'"ve been surprised to see howit's not just a retro scene. There are
peopl e maki ng high quality new ganes and remakes of coin-ops that didn't

nmake it to the Anmiga the first time around. | knew | could use an Am ga
as a MDl controller and sanpler, but |I thought it would be harder to
integrate it with nodern file systenms and that kind of thing. I'm

i mpressed by the options that are avail able now, replacing floppy drives
and hard drives with nmenory cards, so | can nove things |like that sanple



col lection from 1995 onto ny A1200.

11. You recently rel eased a book, 'How Synthesizers Wrk: A Sinple Quide'
can you tal k about the genesis of the book and who it is ained at?

| left my last magazine job at Stuff (a gadget nag) because | needed tine
to look after ny children. Freelance witing wasn't working because ny
availability and freel ance jobs were never in sync, so | started witing,
desi gni ng and publishing ny own books. | started with a series of
officially licensed guides to a range of synths and drum machi nes by
Korg. That was at the start of resurgence in new anal og synths and drum
machi nes. The big synth brands had eventually realised that everyone
wanted synths wi th knobs on, and started naking them again. Now there

are | oads of affordable synths out there. That's great, but the controls
are still labelled with things like "LFO', "EG' and "CUTOFF | NT". The
manual s don't explain these terns properly, and nor do nmost of the

things you'd find on the internet. So | decided to make a book that tells
peopl e what all of that neans, using sinple | anguage, icons, diagrans and
practical exanples. Anyone with an interest in synths should be able to
use one. That book is designed to break down the barriers created by al
that technical jargon.

12. Do you have plans to wite any other books about synthesizers or the
Am ga?

My next nusic book will be about drum machines. It'll be called

"How Drum Machi nes Wrk - A Sinple CGuide". That's an excl usive for you
I hope to have it ready at sone point in 2023. | have a rough idea of a
Commodor e-t hemed book, which |'ve witten a few chapters for. If |
finishit, it'll be a series of nenories and stories fromny tine in
Commodor e and Anmiga nagazines. | think that's probably the nost

i nteresting and entertaini ng Am ga-themed book | could wite, but I
haven't got very far with it because |'mnot sure there's much of a
market for it. | struggle to picture soneone who would be interested in
it, because it would probably end up being a rather disparate collection
of hal f-baked sketches that were about my life in magazines in the late
80s rather than Conmmobdore or Anmiga-specific things. | suppose | could
nmake a |ist of about ten people who m ght enjoy reading it, but only
because they were there with ne at the tine.

13. Are you releasing your own nusic, and if so are you producing it on
your Am ga, Mac/PC or a conbination of both?

Yes, | amreleasing my own nusic, but in a |owkey, 2023 kind of way. You
can find ny | atest al bum Turbines, on Bandcanp:

htt ps://tonyhorgan. bandcanp. com

It's an abstract, experinental soundtrack album | listen to it alot. It
woul d be great if it was a hit, or used for a novie, but it won't be.
However, | love listening to it. A while ago | stopped trying to nake

nmusi c to please other people and started making rmusic for myself. It

m ght sound arrogant to say that it's nmy favourite al bumof the last few
years, but it's true. I'mlistening to it right now, picturing nyself on
t he beach soon after dawn on a clear winter's day.

That al bum was nmade on a Macbook using Ableton Live. | made it over the
course of about two years, in little pockets of time that | nmanaged to
find for nyself. Moire recently |'ve been using nmy Amga in ny tiny hone
studi o. The Amiga 1200 is running CctaMED, working nostly as a M DI
sequencer. |'ve used it for a few comercial jobs, soit's paying its
way. | haven't officially released anything made with the Amiga recently
but I will soon. The last comrercial release fromny Am ga was the 12"
single "Can't You Feel It" in 1999. Since then, | used the Am ga speech
synt hesi ser for some effects in the soundtracks | nade for the DVDs
nounted on the PlayStation nmagazine "PSW and Xbox Wrld (I was Managi ng



Editor) in the early 2000s.

14. You covered OctaMED a lot in CU Amga, so | nust ask are you in the
Cct aED or ProTracker canmp and why?

Definitely OctaMED. | started out with a Soundtracker clone. My nenory
tells nme it was called GoldTracker but | can't find anything about that
online. It was a standard Soundtracker clone with a brown or yell ow
interface. | found the original 4-channel MED (Miusic Editor) soon after
that. | preferred it because it had nore conmands and control over the
sanpl es than the Tracker clones, and |ater versions had M D output, so

I could control any synths or drum machines that | had at the tinme.
ProTracker was great if you needed to enbed sonething into sonmeone el se's
gane or deno, but that standard cane with a lot of limtations, and every
version had an awful interface. | never really used CctaMED i n 8-channe
node because the sound quality was so much worse. It's hard enough
getting good sound from 8-bit sanples at about 16 or 20kHz, but 8-channe
node was unwor kabl e. OctaMED was great in 4-channel node: lots of contro
| oads of M DI channels and a good sanple editor

15. Thank you for taking the tine to answer these questions, is there
anything el se you would like to say about the Amiga, your experiences or
pl ug, nusic, books etc?

It's funny how things cone around in a retro loop. | couldn't have
continued using nmy Amiga for nmusic indefinitely. | did need to switch to
nodern systenms and enbrace the new techol ogy of the 21st century.

However, it's great to go back to ny Amiga two decades later and find
that it still has a legitimate place in ny nusic set-up. It's nmy main
sequencer, which sounds boring because |'m not tal king about "gritty,
lo-fi sanples”, which is what the Amiga is supposedly good for. By the
way, back then, nobody was trying to nmake lo-fi music - quite the
opposite, and it was hard work getting good results! My point is that it
took a break of 20 years for ne to appreciate the Am ga (and CctaMED)
again. It's lovely to have it back. The best thing about it? The keyboard
with those lovely tappy-tap keys.

Finally, thanks for the invitation to plug my books! You can | ook nme up
on Amazon for ny print books, and for ebooks, have a | ook on Apple Books
and Google Play Books. |'ve got two channels on YouTube, one specifically
for Amiga content. |I'mon nost of the social nedia sites. Try ne on

Twi tter @heTonyHor gan

Thank you your tinme Tony, best of luck with your book, unfortunately

we did not have tinme to reviewit for this issue but a reviewof it wll
feature in the June issue. Until then | highly reconmend anyone who has
even a passing interest in synths to buy this book, I amhalf way through
it and have been learning and enjoying it with every page.



Douglas Compton Interview

Interview - Douglas Conpton (10 M nute Retro Am ga Cast)

1. H Douglas, thank you for taking the time to do this interview To
start off can you tell us a little about yoursel f?

Thanks for thinking of interviewing me! My nane is Doug... Not Marc like
many people think. | grewup in the 70's and 80's and | amcertainly a
product of those tines. | was first introduced to conputers with a
Commodore PET in our Elenentary school - we had one conputer shared wth
about 12 classroons. Then in 1981 | saw ny first VIC-20 at a County Fair
they were playing "AMXK" on it, the Berserk clone. | fell in |love, and
within a few nonths | was the proud owner of a VIG20. In late 1984 |
ended up with a nice Commpdore 64, and ny | ove for technol ogy and
Conmodor e specifically just kept grow ng.

2. You experienced the Armiga in the States, what stands out nost in your
nmenory about the Amiga in the States?

In the United States the Ami ga was very much seen as a creativity and
productivity nachine, and far | ess a ganes machine. O course we all knew
it had fantastic ganes, but nobst of us Amiga users were digitizing with
our Digi-Views, creating artwork wi th Del uxePaint and buyi ng new hardware
add-ons. This is very nuch reflected in our many Ami ga nagazi nes here |ike
Amazi ng Ami ga and Anmi gaWrl d. About 90% of the content was reviews of
software and hardware, fantastic tutorials and discussions of what was

com ng, and maybe 10% (probably | ess) was dedicated to games reviews.

When Desktop Video started gaining popularity, actually well before the
Vi deo Toaster, many Anerican Ami gans started getting Genl ocks and nice

vi deo equi penment and openi ng vi deo business's. O course when the Toaster
did ship, a huge ampbunt of attention centered around that wonderful piece
of hardware

We actually paid very little attention as to what was happening i n Europe.
By the early 90's we all aknow eged that Amiga was selling very well over
there as a gaming platform but many of us saw the European games as kind
of cheap and poorly nade. W were having a blast with

"It Came From The Desert", "Dungeon Master"” and "Bl ack Crypt" so
repetitive platforners really did not seemto interest us.

3. How did you get introduced/started with the Am ga?

| started following the Amiga in late 1985. My favorite Magazi ne,
Conput es! Gazette would often have articles tal king about the nachine. It
was too expensive for me when | was 16 years old, but when the A500 was
finally announced in 1987, | saved ny pennies to get one. In early 1988,
nmy shiny new Amiga 500 and 1084 nmonitor were delivered and | was in
conputi ng heaven. Wthin a few weeks | got the A501 nmenory expansi on and
a second floppy, and that got ne through 1991 when | ordered ny Anm ga
3000. My time on the Amiga was spent with Photon Paint, Digi-View,
Prowite and a ton of Public Domain software. Believe it or not, | did
not own a copy of DeluxePaint until the nmid 2000's! One uni que thing about
ne is that | never pirated software on ny Amiga. There were plenty of
opportunities to of course, but | was very against piracy. | bought every
pi ece of software | had. In 1991 | received ny Amiga 3000. | honestly
cannot renenber the date |I got it, but it was fairly soon after it was
general ly available. | had the 16 Mz version, and loved that thing to

pi eces. | ended up getting a 386 Bridgeboard, and external 44 MB Syquest
drive and a good VGA monitor for it. There was nothing like it. M
friends' PCs just felt like jokes running DOS or Wndows 3.0. And the



PC games did not inpress me at all at the tine. By 1994 | was selling
PCs for a living so | got one nyself, but it was not until Wndows 2000
was rel eased years later that | felt Mcrosoft had caught up to what the
Am ga was capabl e of.

4. \What attracted you to the Ami ga over using a PC or Mac?

In 87 there was no conpetition. I was a C64 user, and | felt that was nore
useful than nost green-screen Pc's of the era. They were a pain to use,
and honestly offered nme nothing that my C64 could not already do. Macs
were just overpriced in 87. Yippee!l A two color single-tasking machine
with a mcroscopic nonitor and horrible audio for 5 tinmes the price of an
Anmiga! PC Conputers did not reach an affordable price point until the
early 90's, really. Anything that was inexpensive was a boring 286 nachi ne
that did not even rival the Ami ga 1000. If Commpdore had not folded in 94
| woul d have kept using and buying Am ga computers for sure. | only went
to a PC after they went out of business, and | never truly liked it, and
continued to use ny Amiga 3000 until it failed in 1998.

5. You are best known for your YouTube show the 10 M nute Anmiga Retro
Cast, can you tell us a little about the genesis of the show and why
you decided to start a show about the Am ga?

From 1998 until 2017 | was in a repeating cycle of bringing out nmy Am gas
and having fun with themfor a few weeks, and then putting them back in
storage. In that time | did buy a new Amiga 1200 in maybe 2002 from

Am gakit, and then scored sonme beautiful Amiga's froma friend in 2005 but
it was always the sane. Hook them up, get nostalgic for a week and put

themaway. | figured the only way to really get back into using them woul d
be if | had sonmething | was kind of obligated to do with them | had been
wat chi ng sone of the Amigos, and Amiga Bill and others for a while and saw

an opportunity to start a new channel that was not centered on ganes like
al nost everyone el se, but to delve into the true power of the Amiga |ike
its graphics potential and neat hardware that was avail abl e.

I felt like many YouTube vi deos were too | ong and people mght |ose
interest, so | decided on a 10 minute format. Well... You all know how
that worked out! Wthin the first few episodes | realized | had so much
to talk about | could never keep to just 10 minutes! So nowit is just a
bit of a joke in the comunity, which | enjoy. One of ny nottos is
"Anyt hi ng beyond 10 M nutes is Free Bonus Content"

Once the show started to take off, | soon becane friends with nany nenbers
of the Amiga Conmunity and "10 M nute Amiga Retro Cast" kind of took on a
life and persona of it's own. After a bit | started thinking about ny old
Conmodore 64, too. Mne had | ong since been non-functional, as | sold the
VIC Chip to a custoner in 2004 to repair his nachine. | went online and
before I knew it | had a roomfull of C64's, VIC20's, Cl28' s and tons of
di sk drives! So of course | had to bring theminto ny videos to justify
them So | came out with my sub-channel "ChickenHead Chronicles" where
tal k about the 8 bit machines and the fun stuff to do with them In ny
free tinme, | pretty nmuch equally use 8 bit and Aniga's. Every now and
again | toss in another machine, often an Atari show

I amgoing to be celebrating the 5th year of "10 M nute Amiga Retro Cast"
this year, which amazes ne!

6. What have been the hurdles, if any, starting/making the show?

Getting nmy brain in the frame of nind to talk to a video canera was tough

at first. | did a fewtest shows that | just tossed away because | did not
like the presentation. | have never had any issue talking to crowds and
presenting. Put me in front of 1000 people to speak and it would not bother
ne. | finally decided on a conversational style to the show. Instead of

never being in front of the camera and just show ng hardware and software,
| wanted to chat with the audi ence and just have a nice tal k about the
topic I amcovering. | also like to toss in a bit of fun with nmy videos



and try for a few chuckles fromthe audi ence.

Now t he biggest issue is free tinme. From 2018 until early 2022 it was not
to hard to keep a weekly schedule, but in md 2022 things started to get

a bit crazy, and even ny weekends are often full of work now | never fal
bel ow three videos a nonth, but keeping up with four or five a nonth is
difficult. It is not froma |ack of subject matter, though! | have dozens

of ideas for shows that constantly float through ny head that eventually
get nade into a show.

7. The show has grown rapidly in popularity, what has surprised you nost
about the show?

| amreally happy with how positive nost people are about it. Sone
channels get a lot of spammy and trolls posting on their channel, and
have had very little of that. | amalso surprised with the recognition of
ny show in the community. It is fun to be known all across the globe for
sonet hi ng!

Qur American Amiga community is actually quite close. The Amigos, Chris
Edwards, Amiga Bill, Hold and Modify, Pintz and Armiga... Al of us are
pretty tight and often keep in contact with each other. Sometimes to
share information, but nore often than not just to chat.

8. Wiy did you choose the 10-mnute format?
Ha! My last 10 mnute video was in 2018 | think..
9. What you like to do in the future that you have not done yet?

More col | aborations are always fun. | also plan on integrating the Video
Toaster into nmy shows for some fun effects and text scrolling. The

bi ggest issue with that is fitting my huge Aniga 2000 in the studio while
I work! Having a larger studio than the 12' x 20' one | use now woul d be
nice. I would love to keep nore of nmy machi nes plugged in at one tine.

| also have sonme thoughts about occasionally livestreaning, possibly with
the Toaster. Finding time to do it all is the biggest hurdle.

10. Over the years the Ami ga has becone a popular topic for YouTube
creators, what do you do to try and stand out fromthe rest?

| stand out by not just covering video games, but instead concentrating
on other uses of the Amga. Not just Art and creativity, but things |like
Net wor ki ng, using nodern equi prrent with the Ami ga, Tal king about creative
ways to capture video fromthe Ariga, etc... | amnot a hardware repair
guy for the Amiga, although in my real life that is exactly what | do
with PCs! | don't do board |evel repairs |like soldering chips, but
instead | like to solve software and hardware conpatibility issues and

[ earn how to push these machines to their limts.

11. In addition to the 10 Mnute Amga Retro Cast, you are also in charge
of the Amiga Art Contest, what made you want to create the it?

| wanted to contribute sonething of value to the comunity, and | figured
concentrating on Art on the Amiga would be a neat thing. | have an old
Conmodor e magazi ne from 1988 that had an art contest for C64 and Ami ga
conputers, and thought that would be a really neat thing to get people

i nvolved in. Honestly | did not know if it would do anything at all, or if
peopl e woul d be interested. Now we have dozens and dozens of people
contribute hundreds of pieces of art, photography, nusic and ani nmations
every year! | had no idea it would grow so big, and | have a lot of fun
doing it. | was blessed to have Vicky "Pixel Vixen" be my co-host for
many years and Kevin Saunders "lnvent71" be ny co-host this year. Kevin
al so has been creating the posters, flyers and animations for the contest
for years.



12. What has been the nost interesting aspect of the Amga Art Contest?

Getting everyone together and sharing the creations have been wonderf ul
Everyone has a different style, and the Amiga is the perfect platformto
experiment with many styles. Making good friends along the way is great
too. | would say the nost exciting thing is hearing stories from people
who have not touched their Amigas in years, or maybe not even experi nented
with Art before cone tell ne they are doing something for the contest.

That is a good feeling. Getting people to use their Am gas for nore than
just playing "Lemm ngs" is one of ny goals.

13. WIIl there be any changes to the next Amiga Art Contest?

| have been chewing on a few ideas, |ike opening up a "Denps" category.
O maybe opening up an "8 bit Commbdore art" category, but the
Li vestreans average three hours as it is! I will continue trying to

show at | east 90% of the artwork on real Am ga hardware. There were just
a few animations this year that needed to play back on ny PC

14. What is your favourite creative application on the Am ga?
Art Departnment Professional is ny nost used application. |I love its

ability to bring in JPEG i nages and convert themto Amiga formats while
keeping the integrity of the original inmage. It has sone great filters

and effects, too. | would say InmageFX is ny next nost used program
Honestly, | have never been a Del uxe Paint guy, although | certainly
appreciate its power. | always used Photon Paint back in the day, and

use Personal Paint a bit nore than Del uxe Paint.
15. What is your favourite Am ga, and non- Ami ga conputer?

My favorite Amiga honestly depends on ny nood! My npost used Ami ga woul d
probably be nmy Amiga 1200, followed by ny Amiga 4000. | really enjoy ny
Ami ga 3000 and Amiga 1000 aesthetically - they are the nost beautifu
nodels. My | east used Amiga is possibly my Am ga 500. | have three of
them one in a Checkmate case with a vanpire and two wedge nmachi nes,

but they get | ess use than nmy ot her nachines.

Next up, the Commopdore 64C and 128D are sone of my favorite nachines.

| just love them and the 128D is a surprisingly powerful machine! | do
have a love for Atari 8 bit nmachines, and own an Atari 800XL that | |ove.
| woul d have gone the Atari Conmputer route if they were as inexpensive as
a VI C 20!

Moder n machi nes mean very little to ne. They are just tools to use. | am
not fond of the direction software and operating systens are going. They
are far too bl oated, and the new subscription nbdel that software is using
is just garbage.

16. What Anigas and other conputers do you own?

The only Amigas | don't own are the CD32 and the A3000T and A4000T.

don't really want the towers - they take up too nmuch space. | |[ove ny CBM
PET 8032 and keep it in the front roomof nmy house. It is the first

t hi ng people see when they walk in nmy front door! | have severa

Commodore 64's, with the 64C version being ny favorite. | have a few
Cl128's, but the 128D is ny pride and joy! Follow that up with a Plus 4
(which I actually like!) and a few Atari's and |lastly a Texas |nstrunent
99/ 4A.

| honestly own quite a few American versions of the ZX Spectrum and an
NTSC Sinclair Q., but truth be told they nmean nothing to mne.

17. Thank you for your tinme, you do have any final words before we
finish?

| did want to nmention that this was 100% witten and enailed to you on ny



Ami ga 4000 using Final Witer 97 and Sinpl eMail!

Thanks for all you do for the community and thanks for your great
magazine! | really appreciate the opportunity to be interviewed. Oh...
And one last thing...

AM GA FOREVER!



Welcome to the links section!

WwWw. ami ganews. net/ en/
One of the nost up to date and conprehensive sources for
Aniga news from around the gl obe.

www. eab. abi ne. net
English Amiga Board, the nmajority of the users are from
Europe, a very friendly and hel pful Am ga forum

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

www. ami bay. com

A great place for buying and selling Am ga hardware,

they al so have sonme very nice people to give advice about.
O recent it has becone very hard to register on the
website since their server mgration

WWW. ami ga. org
Probably the | ongest running Am ga forumon the world
wi de web, nost Anerican Amiga users are on this board.

www. am gawor | d. net
Anot her | arge Ami ga website covering all Am gas, includes
news, discussions and cl assifieds.

WWW. am gans. net
Engli sh Ami ga website covering next generation, enulation
and cl assi c Ami gas.

www. am gaf ut ure. de
The | ongest running Ami ga print nagazine, issues are
avai l abl e in English and German.

www. am ga- addi ct. com
Newest English Amiga print magazine, if you are m ssing
the Iikes of Anmiga Power and Amiga Format, then this is
t he magazi ne for you

www. ka- pl us. pl
Commodore and Amiga print nmagazine avilable in English
and Polish. Lots of ganes content.

mancave-r anbl i ngs. bl ogspot . com
Qur own John Scolieri's personal website.

If you have a link that you would |ike added to Ii st
contact: subm ssions@hatiff.info

#Li nks - What| FF? Issue 2.09 - NMarch 2023#



Welcome to the Amiga vendors section!

Ani ga Vendor Links

Ali nea
htt ps://ww. am ga- shop. net

Amedi a Conput ers
https://ww. amedi a- conput er. com

Ani ga 68k
http://am ga68k. com

Ani gaki t
https://am gakit.am ga.store

Anmi ga MC1
http://am gal. com

Am ga Shop
https://wwv. ani gashop. org

Ani gast or eEU
https://am gastore. eu

Ani ga on the Lake
htt p: //am gaont hel ake. com

Arananet Retro Products
https://ww. ar ananet . net/ pedi dos

Ar cade Shopper
htt ps://ww. ar cadeshopper.com

BuyEl box
http://buy. el box. com

El ectronics |I's Fun
https://el ectronicsi sfun.com

GGS Data
http://ww. ggsdat a. se

My Ami ga Shop
htt ps://shop. nyam gashop. com

Rel ec
http://ww.relec.ch/fr

Ret r oAM
https://retroan .com pl

Retro Passi on
https://ww. retropassion. co. uk

Retro Ready
https://retroready. one

Sell My Retro
https://ww. sel |l myretro.com

Retro Rew nd



https://retrorew nd. ca

Sor dan
https://sordan.ie
Tindi e

https://ww. tindie.com

Vesal i a
https://ww. vesalia. de

#Am ga Vendor Links - Watl FF? Issue 2.09 - March 2023#



Welcome to the Amiga Groups section!

khkkkhhkhkkhkhhkhkkhhhkkhkhkhhkkhhhhkhhkhkkhhhhkdhhkkhdhrxhkdhhkkhdhhkdhdrkhdrxhkdhrxddkrxhkdkhrxrdxkk,xx%x
* *

United Kingdom United States Canada Gernany Sweden
*

*
France Bel gi um Czech Republic Denmark Finland
* *
Australia Russia Ireland Scotland Ml ta Japan
* *
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#Am ga Group Links - \Watl FF?#



United Ki ngdom

Aniga North Thane
htt p: // wwv. am ganort ht hanes. co. uk/

Bi r i ngham Ami ga Group
htt ps://ww. f acebook. coni gr oups/ BhamAni gaGr oup/

LI NCS Am ga G oup (LAG
http://1incsam ga. org. uk/

Norwi ch Amiga Group
htt ps://norw cham gagr oup. co. uk/

North West Amiga User Group
htt p: // wwv. banbi - anm ga. co. uk/ spudm ga/ nwag/ i ndex. ht nl

Sout h West Aniga G oup
http://ww. sout hwest ani ga. or g. uk/

#Am ga Group Links - \Whatl FF?#



USA

Sacranento Aniga Conputer Cub
http://ww. sacc. or g/

Central Texas Am ga Conputer Society
http://main.org/ctacs

Central New York Amiga Conputing Enthusiasts
htt ps://ww. neet up. conf CNY- Ami ga- Conput i ng- Ent husi ast s

Central Texas Comodore Users G oup
htt ps://ww. neet up. conf Cent r al - Texas- Conmodor e- User s- Gr oup/

Met r opl ex Commobdore Conputer C ub
http://ww. am ganctcc. or g/

Sout hern California Cormpdore and Anmi ga Network
htt p: //ww. port commodor e. com dokuwi ki / doku. php?i d=sccan: start

Fresno Commodore User G oup
http://ww. di ckestel.com fcug. htm

West chester Amiga User G oup
http://ww. west chest er ani gauser gr oup. or g/

Ani ga Conputer Users Long |sland
htt ps://ww. f acebook. cont gr oups/ 202303702519

Sout heast Anmi ga User G oup
htt ps://ww. f acebook. coni gr oups/ Sout heast Am gaUser Gr oup/

St anf ord Pet erborough Am ga G oup
htt ps://ww. f acebook. coni gr oups/ spaguk

The O her G oup of Am goids
http://togausergroup. org/

#Am ga Group Links - Whatl FF?#



canada

Canada

Ani ga Conputer Users of Ednonton
http://ww. am cue. org

Anmi ga Users of Cal gary
http://ww. anuc. ab. ca

Toronto PET Users G oup (TPUGQ

http://ww.tpug. ca

* Started in 1979, TPUG is also the operator of the annual Wrld
of Commodor e comput er show.

#Am ga Group Links - Whatl FF?#



germany

Cer many

AUCB Treffen
htt p: //ww. am gacl ub- baut zen. de/

Anmiga Club Munster
http://acnuenster. de/

#Am ga Group Links - Whatl FF?#



sweden

Sweden

Swedi sh User Group of Anm ga
http://suga. se/

Ani ga Conputer G oup
http://ww. am ga- cg. se/

Synt ax Soci ety
http://ww. synt axsoci ety. se/






france

France
Triple
http://ww.triplea.fr/

AFLE
http://afle.free.fr/

Ani gaPower
http://ww. am gapower . net/

#Am ga Group Links - Whatl FF?#



belgium

Bel gi um

Bel gi an Amiga O uba€ http://ww. am gacl ub. be/

#Am ga Group Links - Whatl FF?#



Czech Republic

Luky & Anmiga Klub Forever + Czech Power PC User G oup
http://powerpc. | ukysoft.cz

#Am ga Group Links - Whatl FF?#



denmark

Denmar k

Aniga C ub Dennmark
http://ww. am gacl ubdannmar k. dk/

Dani sh Anmiga User G oup
htt ps://ww. f acebook. coni gr oups/ 1019274398516604€"

#Am ga Group Links - Whatl FF?#



finland

Fi nl and

Fi nni sh Ami ga Users Group
http://saku. am gafin. org/

#Am ga Group Links - Whatl FF?#



australia

Australia

Sydney Ami ga Users G oup
http://ww. saug. org. au

Aniga Users Group
htt ps://ww. am ga. net. au/

MAUG
htt ps://ww. f acebook. coni gr oups/ MAUG /

Perth Ami ga User G oup (PAUG
htt ps://ww. f acebook. coni gr oups/ pert ham gauser gr oup/

#Am ga Group Links - Whatl FF?#



russia

Russi a

Anmiga Information Center (AlQ
http://amga.org.ru

#Am ga Group Links - Whatl FF?#



ireland

Irel and

Aniga Ireland Meetup
htt ps://ww. f acebook. coni gr oups/ am gai r el and

#Am ga Group Links - Whatl FF?#



scotland

Scot | and

Scottish Am ga User G oup
htt ps://ww. f acebook. coni gr oups/ 626138110921245

#Am ga Group Links - Watl FF?#



Aniga Malta
htt ps://ww. f acebook. coni gr oups/ am gamal t a

#Am ga Group Links - Whatl FF?#



Japan

Commodore / Anmiga Fan d ub Japan
http://cfc.amga.co.jp/

#Am ga Group Links - Whatl FF?#
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Invent's Corner

Wel cone to 2023 and we are already in March, where does all the tine go :)
Killerwatt C64 - Amiga Port

| have decided to put sone focus into KillerWatt gane for the Am ga

Port, hopefully by June the asset pack will be rel eased. Rather than ne
codi ng (scorpion engine) the game nyself will nake all the assets
avai |l abl e online to anyone who wants to give it a go.A Killerwatt is only
avai |l abl e for C64 - www. nmobyganes. conl gane/ 65310/ killer-watt/ at the
nmonent, and i mkeen on seeing nore ports comng to the Am ga.

Boss Machi ne

Boss Machine is maki ng sl ow but steady progress, updates are always on ny
Patreon Bl og, The | atest post was a new boss eneny and shows the breakdown
of the 5 stages of destruction, the vari ous weapons and nove patterns.
This particular design is all pixel art. What you will also notice is the
new col our palette for the Segitarious Level enenmies. | plan to

post anot her update within the nonth (nore enemes and fine tuning sone
background art)

Amiga Art in 2023

If you often visit the Facebook group - Am gaartwork, Doug/10Marc
has recently started a new chal | enge using one of the | ess commobn Am ga
nodes. The screen node is for any ECS Anmi ga.

Super - Hi Res Laced

1280x400 @ 60Hz ( NTSC)

1280x512 @50Hz (PAL)

6 bit color depth (64 colors) up to 4 colors

A few peopl e have posted sonme very interesting 4 col our Super-Hi Res Laced
i mge, well worth a visit.

LI NK:
htt ps://ww. f acebook. coni gr oups/ am gaart wor k

Ami ga Screennodes Link
https://am ga. |l ychesi s. net/ know edge/ Scr eenhMbdes. ht m ?

On ny todo list this year | plan on creating a prono video for this year's
Amiga Art Contest.
Apol |1 o- X (for Vanpire Am gas)

Work al so continues on the shoot emup Apollo-X. W are working on a
second tech denp that is of the resolution of 848x480 with two | ayers of

paral | ax. | have made some good progress with two | evel ideas and the plan
is to have another working tech denb in the next nonth. Fromthere we will
do a fewtests to see how nuch we can push the hardware, this wll include

things like bullet hell scenarios, two player support and various eneny
types.



Wll that's it for this issue.

Take Care,
Kev | | nvent



What's coming up in the next issue?

Next |ssue - 2.10 June 2023

Thank you for having joined us for another issue of Wiatl FF?, | hope
your enjoyed the content this issue. Fromthis issue on we wll be
conm ng out every three nonths, giving nore time for the witers to
contribute. In the next issue we have several hardware reviews planned
nanely, the H D2AM v2 nouse adapter, the A314-cp, Conmotron Ganepad
Turbo 2000 Super and the book How Synt hesizers Work: A Sinple Guide.
This is only the fraction of the com ng content, expect new interviews
and guides to help you use your Anmiga in better and nore exciting ways.

#Next |ssue - What| FF? | ssue 2.09 - March 2023#



Meet the writing staff of WhatlFF?

What | FF? i s an i ndependent mnmgazi ne created by Amiga enthusiasts from
around the world | ooking for a nore serious nagazine. The main witers
at the nonent are a small group but hope to grow in com ng issues.
* Main Witing Staff *
| van Sorensen

John Scolieri

Kevi n Saunder s

Rob O Mal |l ey
Steve Lord
Ti no Paul

We are always interested in new articles, guides or stories, if you
have sonething you wish to submit please send it to:
subni ssi ons@hatiff.info

#Witing Staff - Wiatl FF? [ ssue 2.09 - March 2023#



timopaul

Al i ases:
ani fan ( EAB)

Cont act info:
ti mopaul @watiff.info

Websi t es:
www. whati ff.info
www. bi nar ybeat s. xyz

Bi o:

My journey with the Amiga started in either '87/'88 when the famly got an
A500 (Back then it was a conputer for the whole famly), | renenber the
nmoni t or and A500 boxes al nost being as high as nyself. Before this time I
had only been exposed to the ZX Spectrum and C64, using the blue Wrkbench
for the first time was an amazing experience. Wen | saw DigiPaint in
action | could not believe ny eyes. Fromthat nonent | was a devoted Am ga
user going through various Am gas, A500+A570, A600, A3000 and A1200. Over
the years my Ami ga has been used to creating digital artwork and for
maki ng or shall | say trying to nake music. Then in the year 2021 | deci ded
for sone crazy reason that the Am ga scene needed a digital nmmgazine
simlar to Amga Report. It was ny intention to have sonething that picked
up where the great Am ga magazi nes such as Amiga Wrld and Amazi ng
Conputing left off, providing a nore serious | ook at Am ga usage through
tutorials and reviews.



stevelord

Al i ases:
st evel ord ( EAB)

Cont act i nfo:
stevel ord@hatiff.info

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

Bi o:

Steve enj oys doi ng inpossible things on his Ami ga 4000 and CDTV. Wet her
it's using his CDTV for email, playing Internet radio through his

bl uet oot h speakers fromhis Am ga 4000, or talking to the world via the
ISS fromeither. If people say the Amiga couldn't do it, he's probably

| ooking for a way to do it. Steve wites his WhatlFF articles nostly
usi ng Arnor ProText.



johnscolieri

Al i ases:

kl x300r ( EAB)
328gts (am gans. net)
aGS@b4_AM GA (Twitter)

Cont act info:
johnscolieri @hatiff.info

Websi tes:
mancave-r anbl i ngs. bl ogspot . com

Bi o:

Li ke nmany Amiga users ny first conputer addiction was the mighty
Commodore 64! One day close to Christmas of 1986 | drove to ny |oca
Conmodor e store called Conspec...l was in high school and played rep
hockey at the tine and didn't have the time | used to when | was in grade
school to visit Conmspec each weekend to check out the | atest nagazi ne and
ganes. Imagine ny surprise when | stepped into the store and immediately in
front of me was THE AMGA! It was | ooping the Defender of The Crown intro
and | fell in love instantly! Fromthat day on it was ny mission to buy
that Amiga but | had just worked a few part tine jobs to help pay for ny
first ever used car and didn't have a hundred bucks to ny name lol. The
Amiga was close to $2,000 Canadi an dollars (after taxes) and unlike ny
C64 ny parents didn't fall for the 'l need it for school' rant again.

To (try) to make a very long story short | didn't save up to buy nmy Am ga
until | started University in 1989. In the nmean time | saw another Am ga
called the Anmiga 500 at Comspec and it was a | ot cheaper than THE AM GA
but ny eyes and heart and soul were only set on THE AM GA! Wen | finally
bought it that was the proudest/happiest noment |'ve ever felt and

junped straight into University with Excell ence! word processor and

Logi stix spreadsheet/ database. In ny 2nd year | bought ny first ever
hard drive, a whopping 33MB which had its own case which sat atop ny

Am ga 1000 case. Later fast ramside cars showed up and | mingled with
Manx Aztec C conpiler in conmputer science class. O course all the great
ganes with awesonme mnusi c/ sound effects made ny Appl e/ PC friends envious!

By my 3rd year we had a small Aniga conputer club and a few of us got our
first accelerator boards for our Am ga which was called LUCAS and was
based on a design in a Transactor nmagazine. It had a 68020 at 16 Mz with
FPU on it and it really hel ped out with the nore conplicated spreadsheets
and conpiling prograns. Life was good, the internet was just starting up
| graduated University and got ny first full tine job and then the bad
news of Conmobdore goi ng bankrupt hit the newspapers, mmgazi nes, and BBS
boards! There was so much activity going on still in user groups and
conputer stores so us Ami ga users just figured that it would sort itself
out. At work there were only PC s running AutoCAD and | despi sed using
the early Wndows systenms and couldn't wait to get back hone to ny Am ga.
Over the years busy with work and 'adult life' nany of ny Amiga friends
noved on to PCs and | ended up getting ny first Am ga 1200 and | ater

Am ga 4000 for great prices. | was still anazed how the Ami ga comunity
was still active and so hel pful up to the early 2000's. By then | was
marri ed and worki ng harder than ever to save up to buy a hone instead of



renting an apartment and ny Amiga's were left at ny parents house until
around 2010 or so | read about a brand new Am ga which was com ng out
based on PPC CPU call ed the Am gaONE X1000 running a new Am gaCs4. | was
skeptical at first after hearing about the technical issues with the
earlier SE, XE boards with the initisal Anmi gaOS4 rel ease but after
consulting with some friends | joined the beta test teamto get one of
the first X1000 boards and | inmediately felt at home with Am gaCs4.1
and have used it as ny hone Ami ga ever since. Once | got sone space set
up in my house I got nmy Amiga' s out of ny parents house finally and
eventually my original Amiga 1000 sits next to my Am gaONE X1000 and
original C64 and of course ny Am ga 1200 and 4000 cane along too and with
new accel erator cards and ram boards and spare not herboards and parts
etc etc etc. Here | amtoday grateful to the Ami ga conputer and
especially to the amazi ng Ami ga conmunity who back then and today has

al ways been resilient, creative and hel pful !



kevinsaunders

Al i ases:
I nvent ( EAB)

Cont act info:
kevi nsaunders@hatiff.info

Websi t es:

www. pat r eon. cont Kevi nSaunder s
www. yout ube. conf Kevi nSaunder s
wwv. twitter.confinvent71

wWww. i nst agram coni i nvent 71/
www. ko-fi . conml kevi nsaunder s

Bi o:

My journey with the Anmiga started around 1988, The first time seeing the
Amiga 1000 in the shop wi ndow pl ayi ng ani mati ons such as the Am ga Juggl er
| fondly renenber. My Brother and | saved up for an A500, and eventually
bought an A4000 (cybervision 64 card) and then an A1200 with an 030

accelerator. | loved collecting every Amiga Magazi ne with denmo di sks. M
interest in game designing for the Anmiga started with del uxe paint and
| did dabble with The Mracle Keyboard but that skill in nmusic

didn't last. It is because of the Amiga that I now work in video
ani mati on and game design.



ivansorensen

Al i ases:
Weasel Fierce

Cont act i nfo:
i vansorensen@hatiff.info

Websi tes:
ever ydayam ga. post haven. com

Bi o:

Dani sh Amiga fan since the 90s. Started with a 1200 and a 1200 is ny
machi ne today. | aminterested in the casual and the phil osophi cal
aspects of the Ami ga conputer.

My cats enjoy Turrican.



robomalley

Al i ases:
anaki rob
M . Robot o

Cont act i nfo:
anaki rob@hatiff.info

Websi tes:
syst enof sound. or g

Bi o:

Rob has been nmaking nusic on Amiga ever since inthe mdto late 90's

his guitar teacher suggested that he get a drum machine to practice al ong
to, and he instead opted to use CctaMED on his Aniga 500+ with A590 to
craft beats and basslines

Favourite quote:

"...all she wanted to do was play with my ears all night' :P



danielreimann

Name: Dani el Rei mann

Al i ases:

Contact info: daniel _rei mann@reenet. net

Websi tes: Transl ator for ww. am ga- news. de






