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Welcome to WhatlFF?

-# What| FF? - Issue 2.10 - June 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.

- ADVERT| SEMENTS-

Vendor advertisenents and nore.

--- COVER DI SK- - -

Find out whats on this issue's covedi sk.

NEXT I SSUE *All content copyright of the respective authors 2023*



From The Editor's Desk

From The Editor's Desk - by: Tino Paul

Here we are now in the middl e of June and what a sweltering nonth it has
been al ready. Tokyo has been seeing tenperatures up to 33 degrees which
is not usual for this tinme of year. Wth the heat cones legarthy and it
has made putting this issue together a bit nore tinme consum ng hence the
| ater date of release. But aside fromthat, this is a great issue. W
have revi ews of two Raspberry Pi powered devices, nanely the Pi Storm and
A314-CP, the H D2AM v2 USB adapter, How Synthesizers Wrk by Tony Horgan
several game reviews, articles on howto use your Aniga better and
interviews with Reni, the devel oper who created this issue's cover disk
gane Hanul et, Carlos the programrer of RedPill, Marcin one of the hardware
engi neers who worked on the A314-CP and finally but not |east Mrko who
created the H D2Am adapter. Al four interviews are very interesting

and each person provides fascinating details of their projects. | am
particul ary excited to have a denp of Hanulet, a HAM gane, it is a
beautiful game that is quite addictive. Thank you to Renmi for allow ng

us to host a deno of the gane.

There is nuch nore in this issue so | will not keep you, as usual | hope
you will enjoy it and see you around the interwebs!

*Correction froma previous issue:
In issue 5 there was a gui de about setting up a wireless printer, the
article stated using NetPar, however it should have been listed as
Net ParLpr.lha, if you use a printer that is connected directly to your
network NetPar will not work, however NetParLpr will. This will be
updated an i ssue 5 and re-upl oaded.



Free For All About The Amiga

Shell Talk - by: John Scolieri

PPC/ OS4. x users rant RE: am gawor | d. net

The red vs blue wars are |l ong gone in the PPC Am ga conmunities...but for
nore than a few years now there's a group of 'usual suspects that pop up
on every single thread over at amigaworld.net relating to either

Am ga0Os4. x or PPC hardware by A-Eon is specifically made to run O4.1
and/ or MorphGS. So you might ask so what's the issue, Johnny?

Well rant nmode on: MY issue is this group of usual suspects spans every
thread with 'PPC is dead' and/or 'PPC hardware by A-EON is too expensive
and/ or 'C84.x users are xxxx' (insert derogatory terns)

| know there's a classic termfor these types of repeat offenders on
Amiga forunms but it annoys me to no end how many tines | and other O54.1
users have had to refer OP's of such threads over to a nore 'friendly’
site such as amigans.net to avoid the constant BS. It also baffles ne
there's little to no noderation on the site since it's been supposedly
owned by A-Eon/ Ami gakit which are well-known PPC supporters...well at

| east recently, but that's another rant in the nmaking.

That's it...rant over.



Welcome to the reviews section!

Har dware Review. Pi Storm 32-lite

Not sure what the PiStormis or still on the fence about getting one?
Then read John Scolierie's |ow down on the PiStormto hel p make up your
m nd.

Har dwar e Revi ew. A314-CP

Internal Wfi card for the any Amga with a clock port, driven by a
Raspberry Pi. Find out inside if this is the only network card you wil |
ever need.

Har dware Revi ew. HI D2AM v2.0 USB Adapter
USB Adapters a dinme a dozen for the Ami ga, what separates the H D2AM
fromthe pack and is it worth your tine?

Har dwar e Revi ew. Commotron Ganepad Turbo 2000 Super
A new wirel ess control pad for the Amiga, with a name sounding like a
Transformer character, is as good as the nane hints or is it another
Megat ron?

Books Revi ew. How Synt hesi zers Work - A Sinmple Guide
Witten by Tony Horgan of CU Amiga fanme, we take a | ook at his new book
all about synthesizers and see how it can be of use to Ami ga nusicians.
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 2.10 - June 2023#



gamereviews

Weasel s Qui ck Gami ng Cor ner
I van Sorensen | ooks at two new and two ol d ganes and gives thema
qui ck run down.
Gane Review Attack of the Petscii Robots
Rob O Malley tries out the Am ga version of Attack of the Petsci
Robots, find out if it is worth adding to your gane collection
Gane Review. Luna
Mrrors, lasers and puzzles, the donation/free to downl oad gane
from Zoopersof Ganes. Is it worth your attention?
Gane Revi ew. NEON Noir
A hybrid point and click game set in the future with stylistic
graphics. Find out inside if this free to play gane is worth your
tinme.



weaselsquick

Weasel s Quick Gaming Corner - by |lvan Sorensen

Wel cone to ny corner where | will be reviewing four Amiga titles:

Two quite old and two quite new. These are just a quick |ook at the
ganes, what they are about and whether you m ght be interested in them or
not. In this colum | don't intend to give scores. | amtalking about
ganes | have really enjoyed and think you might as well.

First on our list is Wrthy from Pi xel glass. Wrthy is a naze gane
requiring you to gather a collection of dianponds, dodge nonsters and
reach the princess in the end. 40 levels are included and while they
start out quite easy the difficulty increases very quickly. Wile you
certainly do need quick reflexes on the joystick, you also have to puzzle
your way through to figure out the path that will solve each maze.

This is all presented beautifully with graphics that are both fun to | ook
at as well as very clear. | did not encounter any bugs while playing the
gane either. It is a conmercial release and could easily have been a ful
priced title back in the day.

It targets an A500 with 1MB though | had no issues on ny expanded 1200.
When you purchase the gane you get both disk image, CD inmage (usable on
CD32) and hard drive versions.

Absolutely well recommended and easily worth a few bucks.

The second new title is perhaps not so new. It is Metal Gear from Hoffnman
on itch.io. This is a port of the MSX game of the sanme title and cones
packed with features including nultiple translations and two different
nmusic tracks. It also allows you to play using a CD32 controller. System
requirenent is just a 1 MB systemand a WHDLoad installer is even
avai |l abl e.

If you are not familiar with Metal Cear, it is one of the earliest

stealth ganmes as you infiltrate a heavily guarded mlitary facility,

dodge guards, bypass canmeras and fight bosses. It served in large parts

as inspiration for the later Metal Gear Solid but this version is quite
fun to play though you may wi sh to use a wal kt hrough or at |east some maps.

What woul d an Amiga article be without sonme old classics however?

If you are in a nore strategic frane of mnd, it is hard to mss the
original Warlords by Strategic Studies Goup. Wile it often gets

over shadowed by its nore anbitious sequel, the original gane has a lot to
offer. The map is very charming and while the U has a few quirks, it al
controls very easily (and all fromthe nmouse, not always a given in the
era). As one of eight fantasy warlords you are trying to claimrulership
of the land, gathering arm es of elves and knights to your side.

VWhat makes the game so unique is that it is both a strategic gane about
capturing castles and churning out armes but also features a fantasy
guest el enent as your heroes can search old ruins for nmagi c swords or
nonsters to ally with. Each of the 8 playable armes offers different
bonuses and chal | enges and you can have as many human controlled factions
as you like, perfect for some two player action. It is worth reading the
manual so you can understand how the conbat system worKks.

Finally we have Shanghai by Activision. This is a very early title for the
Amiga and is one that is well worth checking out if you have not already.



It is a Mah-Jong type of tile matching game with a really sinple prem se:
You can renove a pair of tiles if they have the sane symbol and are not
underneath any other tiles. The graphics are crisp and once you play for
a bit, the board becomes very easy to read. The experience can be quite
addi ctive and while there are perhaps nore handsone versions of this type
of game on the Amiga, | keep coming back to this one. The gane cones with
a coupl e of play nodes, though only one board | ayout with randoni sed tile
pl acenents. A fun gane to spend an evening on, while sipping your tea and
swearing that you will go to bed after this one go.



Game Review: Attack of the Petscii Robots

Gane Review. @\ttack of the Petscii Robots - by Rob O Mall ey

Pr oduct Nane
Attack of the Petscii Robots

Devel oped By
Oiginal version by David Mirray
Am ga Conversion by Vesa Hal ttunen

Avai | abl e From
www. t he8bi t guy. com

Price
Digital 10.00 USD
Boxed 35.00 USD

Har dwar e/ Sof t war e Requi renents
A500+ 512K Ram or 1MB for nusic

Test Machi ne
Am ga 1200 + Fast Ram

Revi ew

ATTACK OF THE PETSCI I ROBOTS

To those of you who regularly watch YouTube content on the topic of

vi ntage conputers you may already be famliar with David Murray, aka the
8-Bit CGuy. But for those of you readers who are not, in addition to
maki ng many vi deos about 8-bit conputers, their history, restoration and
usage he is also sonething of an i ndependent ganes devel oper, with this
being his third project after the strategy ganmes Planet X2 for the C64
and the Ms5-DOS gane Planet X3. And if you had not guessed by the title of
this game the original version is for the Commobdore PET.

The plot, what there is of it, goes as follows: Sonetime in the future,
robots have attenpted to take over human settlenents on various planets.
Wi ch they seemto have done an effective job of, since aside fromthe
pr ot agoni st there are no other humans to be found in the gane. And it's
your job as the player to elimnate all the automatons and make these
settl enents habitable for humans once agai n.

Enem es cone in the form of hoverbots, which just wander back and forth
m ndi ng their own business until provoked whereupon they will give chase
and hurt the player just enough to be annoying. Rollerbots which follow a
set novenent pattern and will shoot at any humans foolish enough to get
intheir line of sight. And evilbots which will chase the player
relentlessly and kill himpretty quickly on contact, but thankfully
cannot operate doors and are usually found conveniently |ocked in a room
so that the player does not have to deal with themuntil they are

absol utely ready to do so.

You start each level with absolutely nothing and nmust search the
surroundi ngs for the tools you will require to overcone this nechanica
nenace, this feature rem nds nme of ye ol de |Inpossible Mssion ganmes. But
aside fromthat the actual gane is quite unique and original at |least to
me, and | would have difficulty placing it into an existing genre of

gane. Maybe real-time strategy or puzzle could describe howit is to play
but those terns have cone to nmean very specific things and this gane sits
quite confortably outside of those narrow definitions.

To assist with elimnating the rogue robots one can find pistols and



pl asma guns, which are fired in one of the cardinal conpass directions
with the correspondi ng button on the CD32 pad. The former weapon being
rather weak, requiring ten hits to kill a lowy hoverbot and the player
woul d have to fully unload at |east 75 rounds if they were foolish enough
to try and dispatch an evilbot with one. And the latter weapon being
quite powerful and making a | arge expl osion on inpact which if one is not
careful could easily harmthe player as nuch if not nore so than the

i ntended robot target. Gven the limted anmobunt of anmunition avail able
for both weapons on normal and hard difficulty settings one nust be
clever and efficient with the use of these.

As well as the two basic weapons there are al so several tools such as EMP
devices, which stop all the robots in the vicinity in their tracks for a
short period of tine. Bonbs, which surprisingly enough expl ode shortly
after being dropped. Magnets which turn any robot that comes into contact
with one into a folk singer, and al so nove erratically. And finally
medkits, which extend the Iife of the player should they be unfortunate
enough to be attacked by a robot or |ucky enough to survive an expl osion
Ch and boxes, which also often contain goodies and furniture such as
chairs and stools, can be nmoved around to obstruct the robots novenent.
And finally explosive barrels which can al so be noved around and,
surprise surprise, explode when shot by either the player or a rollerbot.

This game is playable with a two button controller, including Sega
conpati ble controllers, although if you're using a Megadrive/ Genesis pad
then only two buttons are usable. It's also playable with a CD32

conpati ble controller, which | believe is the way this gane was i ntended
to be played. O if you're |acking either of those control options, then
there's always the good ol d keyboard control. VWich you will also be
needing to use if you find yourself in a position where you need to quit
the current gane and start over or if you just don't |ike nusic for sone
reason as these features are only accessible via keys.

I found that the controls took a little getting used to, but after a
coupl e of plays becone second nature, with the CD32 controllers play
button seeing quite a bit of usage which I do find a little awkward to
access, especially in the heat of the noment. But al so makes sense
considering all of the buttons on the CD32 pad are put to good use.
However | do find | have the bad habit of accidentally using an item when
what | amreally wanting to do is close the built-in map, as full novenent
is still possible while this feature is active. But | think that's nore of
a failure on ny part than the devel opers and | have learned to switch the
active itemto sonething other than the bonbs before | bring up the nmap
to avoid accidentally term nating the hero.

Petscii Robots runs on just about every nodel of Amiga with a m nimum of
512K RAM al t hough you really need at |east a whole negabyte to get the
full experience including soundtrack, which as far as | can tell has a
uni que tune for each of the fourteen maps within the game. Al so, hailing
from Texas, the original author grew up in the |Iand of NTSC and this game
really is nade to use the NTSC screen node. While it will run on PAL
systens, the action will be just that little bit slower and there wll

al so be an ugly bl ack border at the bottom of the screen. Now at the tinme
of witing this reviewthe only way to force NTSC node on a PAL system

is to select it in the early startup nmenu on newer nodels of Amiga, as
for sone reason the WHDLoad install ignores the NTSC option. But | have
been in contact with the author of the Amiga version and this option
coul d possibly be working by the time you are reading this.

Also | feel | must nention that | had a couple of false starts using the
i ncluded installer script, the first being where I had to install a
requi red package from Am net and the second where | had to nodify the
default filename as a long filename will cause a guru. |'m not hol ding
this against the gane in any way. But it might have been nice if these
m nor issues were nentioned somewhere in the docunentation instead of
surprising the user with themduring the installation process.



But ot herwi se the nanual is very well witten and does not | eave out any
crucial information and the final portion contains pictures of all the
fourteen naps and hel pful tips on how to play each of them successfully.
VWil e this docurment is included in PDF format in the digital package,
havi ng the printed manual to hand while playing really does enhance the
ganepl ay experience and if you decide to purchase this ganme |

whol eheartedly reconmend buyi ng the physical package for this alone, even
if you are running the disk image fromhard disk install or an emul ator

Pros and Cons

+ Original ganme concept

+ Enough content to keep you occupied for quite sone tinme

+ Low system requirements

- Limted viewabl e area

- Jerky novenent

- Too easy to get stuck requiring the player to quit and start again

Graphics: 7/10

Certainly much prettier than the various 8-bit versions, but there's
little if any animation to speak of and novenent is as snmooth as
sandpaper .

Sound: 8/10
Sound effects are purely functional, but the varied soundtrack is
excellent and really sets the nmood nicely.

Ganepl ay: 7.5/10

I nnovative, rewarding and ultimately quite fun. But | find that after
have pl ayed one of the maps, | feel |ike doing sonmething else to pass
the tinme other than having another go inmediately.

Overall: 7.9/10

Fi nal Thoughts

This score is in the context of what is available for Amiga, and if |
were rating the original PET version in the context of ganes avail able
for that machi ne Petscii Robots would score mid 90's. But |I can't help
but feel that the Amiga version is slightly hanmstrung by being a faithfu
port of a game nmade for a nuch | ess capabl e nachi ne. Nonet hel ess despite
a sub 80% final score this is still a game that | think is worth playing,
and playing the Am ga version is one of the best ways to experience it.
But players might be well advised to check out the denmpb version before
purchasing the full comercial version



neonoirreview

Pr oduct Nane
NEONnoi r

Devel oped By

Programmed, story and sonme art by Massino Lo
Musi ¢ by Matias Sosa

Graphi cs by SandySket ches

Avai |l abl e From
st eankni ght.itch.i o/ neonnoir

Price
Nane your price

Har dwar e/ Sof t war e Requi renents
Am ga 1200 w 4MB+ Fast Ram & 5MB of of hard di sk space

Test Machi ne
Ami ga 1200/ TF1260/ CS 3. 2. 2/ I ndi vi si on AGA M3

Revi ew

NEONnoir is a cyberpunk point-and-click adventure/visual novel gane
avail abl e for AGA amigas with fast ramand a hard di sk. The gane can be
downl oaded from Massino's itch.io website and you name your price before
downl oadi ng.

The gane first caught ny attention on EAB when it was announced there and
when | visited the official website | was imrediately intrigued. Being a
bit of a bookworm | greatly enjoy visual novel ganes, especially ones

t hat have a cyberpunk thene.

Installation is sinmply unpacking the the .lha and copying the drawer over
to your destination of choice, no need to a installer or extra files.

If you have not saved a gane upon first loading it, do not click on the
| oad gane text as this will create a file that will cause glitches when
the PDA icon is clicked and nmake the game unplayable. | did this having
forgotten that | had not saved the gane and had to del ete and reinstal

t he gane agai n.

Right fromthe start the gane oozes style, the intro nusic is npody and
the intro sceen graphics give you a hint of what to expect. Cicking on
"Start Gane' brings you straight into the ganme, the prologue is quick and
enmerses you into the world of NEONnoir. The witing is in a typica
detective novel of the 1950s and suits the game style perfectly. | was
qui ckly invested in the story and wanted to find out nore, just like a
good nystery book shoul d do.

Navi gation is very sinple, nove the nouse around to find hotspots and
click on themto get nore detail or nobve to another area. At the bottom
right side of the screen you have the PDA button that allows you to see
what itens you currently have, save the gane and quit the gane.

| greatly enjoyed playing NEONnoir, the story was engagi ng, the
characters were relatable and | found nyself getting involved in what
happened to them The only negative point | can find is that the whole
gane is too short.



Fi nal Thoughts

A fun and engagi ng adventure gane that has sone uni que ideas and pl ays

well on the Amiga. | wish it was longer though as | could finish it
of f in about 30 minutes of continous play, but it was a very enjoyable
30 minutes. | hope the devel oper will continue the NEONnoir series.

Pros and Cons

+ Sinple and easy play nechanic

+ Gorgeous artwork

+ Music does not get boring and fits the gane nicely
+ Very engagi ng

- ADbit too short

Scor es

Ganepl ay: 8/10

Graphics: 9/10

Sound: 8/ 10

Overall: 8/10 - A great adventure/visual novel ganme that oozes cl ass
and style.



lumareview

Gane Review. LUMA - by Tino Paul

Pr oduct Name
LUMA V1.0

Devel oped By

Programmred by zooperdan

Musi ¢ by ma2e/dSr (Original C64 music by M ke Ri chnond)
Graphi cs by Sinmon Janeson (Adapter for the Am ga by zooperdan)

Avai |l abl e From
wWww. zooper sof t. com
www. zooperdan.itch.io

Price
Downl oad Versi on Free

Har dwar e/ Sof t war e Requi renents
Ki ckstart 2.x & 1MB Chip

Test Machi ne
Ami ga 1200/ TF1260/ CS 3. 2. 2/ I ndi vi si on AGA M3

Revi ew

I will start this review by being honest, | did not really play that
many ganes on the Amiga back in the day, even when | had a MY SNES

did not spend rmuch time gam ng. My drug of choice back then was DPai nt
and Brilliance, OctaMED and Audi o Master, LightWave and CanDo. Being
creative with ny Am ga was what nostly interested nme, so when | did do

some gaming | like ones that | could dig into a for alittle while and
then get back to some graphic work etc. As such the puzzle gane genre
was my favourite way to kill sonme time. | |oved Lenm ngs, The Boston

Cl ub, Pipe Mania, Heartlight, and Pushover. My other favourite style of
gane were the Sokoban ganes, the PC Engi ne Sokoban Wirl d being the
penultimate version in ny opinion, SOKO was good on the Ami ga but never
felt quite right.

LUVA is simlar in vein to the Sokoban ganes, to conplete the |evel you
need to connect a battery to the laser and place the mirrors withinin a
limted set of nobves. This adds an extra | ayer of strategy requiring you
to plan out your noves ahead of tine.

Though the game conmes fromthe C64 the graphics are very pleasant and
and have seeningly been updated making the game |look like it was nmade
inthe late 80s/early 90s. Control is via the keyboard (arrow keys) or
joystick. | found it nore convenient to play via the keyboard since
could restart a level with a quick press of the spacebar

The audi o seens to either the orginal C64 nmusic or updated on the Am ga
with C64 sounds. Either way it is very pleasant and | did not find nyself
turning it off. It conplenents the style of play very well, creating a
rel axed and thoughtful gam ng experience.

After having played it for a few hours |I find nyself com ng back for just
one nore round. The concept it easy to pick up but the increasingly
conpl ex puzzles will tax your mind, making you think hard. It is a very
pl easant gane to play and | find ny wife joining ne often seeing who can
figure out the solution fastest. | introduced the gane to ny newphews who
are 10 years old but they are of the age where they like the platform
ganes or nore active ones and did not find it very enthralling. However



if you are | ooking for a game that you can get into and out of quickly
and enjoy puzzle ganmes then this is a great gane to go for. It is free to
downl oad but | suggest donating to the devel oper for creating such a fun
and wel | put together gane.

Fi nal Thoughts

Consi sting of 128 brain busting levels this gane will not be finished any
ti me soon. However it hits all the right notes, easy to pick up and hard
to master. It has the essential, one nore tine, effect on ganers and is
amazingly free to download. | find nyself loading it up often when | need
a break fromwiting the nagazine or doing any other work. If you get
stuck on a puzzle it can worminto your brain as you try to think of the
solution. A mark of a well put together gane!

Pros and Cons

+ Easy to understand

+ Sinmple but effective graphics
+ Nice nusic

+ Addi cti ve!

- Graphics could be a bit better

Scor es

Ganepl ay: 8/10

Graphics: 6/10

Sound: 7/ 10

Overall: 7/10 - Afantastic little gane that will keep you up a night
or late for work as try to get to the next |evel.



Hardware review: PiStorm 32-lite

Har dware Review. PiStorm 32-lite - by John Scolieri

Pr oduct Nane
Pi Storm 32-lite

Devel oped By
Cl aude Schwar z

Avai |l abl e From
Ami gaKi t
Ani Bay

Price

A314-CP 39 EUR
Pi Z2wW 15 EUR
Shi ppi ng 13 EURO
Total : 67 EURO

Har dwar e/ Sof t war e Requi renent s
Am ga 1200

Test Machi ne
Ami ga 1200

Revi ew

Pi StornB2-lite Ami ga 1200 accelerator initial tests and how to get the
onboard HD LED to work

|"mpretty sure many of you readers have heard of the new PiStornB2-lite
accel erator boards by now but for those that haven't, it's basically an
open-source Raspberry Pi-based Am ga 1200 accel erator board created by

Cl aude Schwarz that uses a Raspberry Pi to enmulate the native 68k CPU at
much hi gher speeds than the original CPUs. It also offers RTG graphics
card support with high-resolution nodes through HDM and a hard di sk
interface via nmicroSD card on board.

For starters, there is currently no other PiStornB82 nodel (at |east from

the tine of me typing this) and the '"lite' |abel was added to mitigate
conponent shortage problens at the tinme of its release so to save a few
keystrokes |I'Il be calling it StornB82 fromnow on :-)

Many wel | -known Amiga resellers are selling the PiStornB2 at the tine of
witing this article and the only other itemyou need to hunt down is a
Raspberry Pi which sadly are rather scarce for the past year or so due to
the worl dwi de chip shortages fromthe Covid shutdowns etc. Currently, only
t he Raspberry Pi 3A, 3B and 4B nodels (with custom mde CV4 adapters) are
supported. | was fortunate enough to get hold of a Pi3A+ locally for a
fair price as prices online were ridiculously higher due to the supply

i ssues nentioned. The PistornB2 is very reasonably priced at around

$90 CDN + shi ppi ng.

For the hardware installation which included attaching the Raspberry Pi 3A+
to the PiStornmB82 board | followed the well-detailed wi ki over at Anmiga.org

=> http://wi ki.amn ga.org/index. php?title=PistornB2-Lite
The hardware setup is very straight forward and the only area to be

careful with is not to over-tighten the small plastic screws that attach
the Raspberry Pi to the PiStornB2-lite.



Once you' ve got your Pi StornB2 assenbled you attach it to the Amiga 1200
just like any other accel erator and of course be careful to ground
yourself to keep the nagic snmoke inside lol. Nowit's time for the
software installation and configuration to nake the nmagi c happen between
the Pi StornB2 and Am gaCS! Followi ng the amiga.org wiki |ink above you
can carry out the Quick Method or the Mre Involved Method. If, |ike ne,
you would like to take advantage of the higher transfer rate speed of the
Pi St orm onboard HD then carry out the instructions for Mre Invol ved

Met hod and if you're happy with you're current HD in your 1200 then carry
out the Quick Method. For either nethod, you'll initially need an extra
monitor with HDM input to set up the Raspberry Pi. \Wen setting up ny

Pi Storn82 | downl oaded the stable Enu68 file dated March 10, 2023. Make
sure you choose pistornB2-lite files ONLY ok. You can follow all the

| atest nightly rel eases at

=> https://github. com m chal sc/ Enu68/ r el eases/tag/ ni ghtly

NOTE:
* You don't have to have the physical ROVs inside your 1200 to match the
ROM file on your mcroSD card on your Pi StornB2.

* Make sure to click on the nake drive bootabl e box when creating the new
boot abl e partition on the Pi StornB82 SD card.

* When setting up your new partitions on your PiStorm SD card | woul d
recomend using 4096 bl ocks for any partitions larger than 1@ as |

find it to be snappier with load tines with |large folders with nany snal
files in themetc.

Once all new partitions are set up on the PiStornB2 SD card HD next step
is to renane the new Pi Storm partition nanes on the startup-sequence and

user-startup files as well as any/all ASSICGNS etc. This will save you a
ot of time on your first boot-up..trust ne lol. Lastly open up your
favourite file nmanager, cough .. DOpus and copy all files fromyour 1200

HD over to the corresponding partitions on your PiStornB2. Al so, renenber
to renove any previous 68030 or 68060 library files in the LIBS folder

Based on nmy testing so far |'mextrenely happy with the stability and
performance of ny 1200 with the Pi StornB2 and Raspberry Pi 3a+! SysSpeed
results between nmy Mrec030@0, TF1260@0, and Cyberstorm MKIII 060@0 in
ny 4000 can be seen in Picture A (quick breakdown it's 7.4X faster in

M PS, 10.2x faster in MFLOPS conpared to ny Cyberstorm MKII|l and with a
nice 362Mo Fast Ranml In Lightwave a scene rendered on ny A4000 with
Cyberstorm MKI Il took 47nmR1ls and with ny PiStornmB82 it took 5nmb9s!

The speed of the PiStorn82 HD is approx. 21MB/s which is a big difference
fromnmy onboard |IDE HD speed of approx. 2MB/s.

| tried out a bunch of ganmes both WHDLoad and non-WHDLoad that ran fine
and al so many 060 specific denps that ran snoother and faster than ny 060
systens. |'ve read on various forums and YouTube videos that there are
some issues with sone denps or games that don't work properly and al so
users that use high Wrkbench resolutions with the AGA chi pset noted

sl ower performance and nore specifically with chip ramapplications i.e
Del uxe Paint etc. Benchmarks can be seen here: Benchnarks

If you're Ilike me and use standard screen node resolutions or if run RTG
with your PiStornB2 you won't notice the AGA chip ramissue; however,
there are new updates to the Pi StornB2 Enu68 files are regularly being
updated by the Pi Storm devel opers/community and performance and
conpatibility issues are getting better and better with each update.

I look forward to using ny PiStornB82 regularly from now on!

Oh alnost forgot to mention that | was wondering why nmy HD LED wasn't
bl i nki ng happily after booting up solely fromnmy PiStornB2 and after



checking out the Discord channel here's what needs to be done to get it
wor Ki ng:

1- purchase this LED adapter from Sordan.ie

=> https://sordan.i e/ product/ 1234/ am ga- hard-di sk-drive-activity-led-driver-fix-ide-25-adapter/
2- Refer to pictures B and C. Some basic soldering skills are required to

solder a wire fromACT pin on snmall adapter at top of onboard | DE header

and at PP13 on the backside of Pi.

Pictures can be viewed here: Adapter on | DE Adapter Connected to Pi Storm

If you use and enjoy the PiStornmB2 with your Amiga 1200 | strongly

recommend naking a donation to Cl aude Schwarz at:

=> https://github. com Pi St ornl pi stornB2-1ite-hardware



Hardware review: A314-CP Card

Har dwar e Revi ew. A314-CP Card Card - by Tino Pau

Pr oduct Nane
A3134-CP

Devel oped By
Ni kl as Ekstrom (Based on origi nal design by Marcin)

Avai | abl e From
Har dwar e: Am bay
Sof tware: github. com ni kl asekstrom

Price

A314-CP 39 EUR
Pi Z2wW 15 EUR
Shi ppi ng 13 EURO
Total : 67 EURO

Har dwar e/ Sof t war e Requi renent s
Amiga with a clock port
TCP/IP Client Software

Test Machi ne
Ami ga 1200/ TF1260/ OS 3. 2. 2/ I ndi vi si on AGA M3

Revi ew

The A1200 has been limted to two forns of network connectivity, namely
the PCMCI A sl ot and Serial port. Recently we have al so had the Plip Boxes
whi ch connect to the Parallel and Serial ports respectively. However al

of the options nentioned are external and take up precious desk space.

The A314-CP on the otherhand is an internal network card using a
Raspberry Pi (nore specifically the Zero 2 W to 'give' the A1200 interna
W FI connectivity.

The board is an open source project that can be built fromthe Cerber
files available from GtHub or you can buy pre-built boards from Eri ond
on Am bay, just search for A313-CP

The version that | amreviewing today is the | atest version created by
Eriond which is a newer and slinmed down version of the orginal made by
Ni kl as Ekstrom Eriond's version allows for a nmuch nmore conpact form
taking up |l ess space in the cranped A1200. | ordered mne directly from
Eri ond on Am bay and received the card quickly along with plenty of help
and support. You can find out nore about Eriond and the creation of the
A314-CP in this issues's interview with him

The A314-CP board conmes in at 39 euros and the Pi Zero 2 Wat half the
price of 15 euros. Even factoring in shipping costs this is a very
reasonabl e price for obtaining internal network connectivity. It should
be possible to reach downl oad speeds of 880 kil obytes/sec which is the
maxi mum transfer speed of cl ockport.

Installati on and Use
Since | bought ny card prebuilt installation was a sinple case of

downl oadi ng the Raspberry Pi SD installer and GCS, and installing themto
the SD card. The latest version of the installer now has the ability to



set WFI connection, |locale and tinezone settings fromw thin the
programme before witing the OS to the card.

Prior to the latest installer you needed to setup WFI, |ocal e and
ti mezone via the Amiga's Shell or if you have trouble like | did you can
SSH into the Pi fromyour PC/Mac to setup the internet.

VWhen setting up the Pi | had to nmake sure that ny country and time zone
were correctly setup, otherwise it will cause a problens connecting.

Once you have finished setting up the Raspberry Pi side of things and it
it is connected to your Wfi, you will need to copy sone files over to
your Amiga. Firstly you will need to have a TCP client installed such as
M am or Roadshow, | personally use Roadshow as it is very convenient
having it run in the background all the tinme. If you already have a TCP
client installed then all you will need to do is downl oad sone files from
the foll owing website:

https://github. com ni kl assekstronf a314/treel/cl ockport interface/rel eases

You will need to grab the 'amiga_binaries.zip' file, this contains al
the files you need to allow your Amiga and the A314-cp to tal k. They
contain the followi ng drawers and fil es:

Once these are done you can reboot your Amiga or if it is the first tine
do a conplete shutdown as if you only reboot the Amiga it does not power
down the Pi.

After a conpl ete shutdown and cold reboot, the Amiga took a little while
| onger to boot up, it takes around 15 seconds from when you see the

Wor kbench screen and you have internet access. To check if my connection
was correct | did a ping fromthe Shell and got a the correct response.

If you have any problens, it is a good idea to check the Pi side first,
you can access the Pi by type '"pi' into the shell, this will display

the Pi display pronpt in the window As a side note | was using C assic\WB
and encountered issues with the Pi shell becoming corrupted making it

i mpossible to setup anything on the Pi side. After asking in the A314

Di scord channel they suggested SHHi ng into from another conputer, which
was easy enough and once | was in | could set things up fromthe Pi side.

It can be a little tough to get set up at first as you need to confirmif
the Amiga and Pi are communicating okay and then if the Pi is connecting
to the Wfi correctly. Wiile | had sone trouble this was nore due to the
| ocal e settings being incorrect on my Pi, once | had the correct country
and tinezone set it connected wi thout issues.

Once the Amga and Pi were confirned to be working it was tinme to give it
a go. Using Am SpeedTest | got an average downl oad speed of 441KB/sec
which is a ot faster than my previous nmaxi mum speed of 55KB/sec with the
PCMCIA card. Inreal life terns browsing the internet on an AGA machi ne
is much nore pleasant, even | MP gains a boost fromthe A314 | oadi ng up
much faster than previously.

Lost Tine

The only issue | had with the card was the I oss of ny battery backed
clock, if you have an ACA accel erator then you will probably have anot her
free clock port or one of the clock port expanders then this will not be
an issue. However if you are like me with no space for a clock port
expander and have a TerribleFire card then you will need another option.

The Ami ga Binaries pack comes with Pi Setd ock however this did not work
for me. A solution cane up in an older issue of WhatlFF? In issue 3

John Scolieri wote a guide about using an internet tine syncing client
such as '"sntp.lha" fromAmnet. Using this software instead has give ne
the correct tine and date back, each time I turn on nmy Amiga the tinme
and date are set via the A314-CP internet connection. This adds a little
nore tine to the boot sequence but it is a snmall price to pay for having



the correct tine and date each tine.

Fi nal Thoughts

Considering this is an open source product and is only be made by a few
builders it is a very solid and stable product. Wiile there is a steeper
| earning curve than other cards, you need to |l earn sone of the basics

of the Raspberry Pi and know how to setup a TCP/IP client on the Am ga
this is sonmething that nost Am ga users are already experienced wth.

The increase in speed and conveni ence of it being internal cannot be
overstated enough, this is an amazi ng product that nakes your Am ga

feel quite nodern, especially if you are runni ng Roadshow, all networking
is done in the background w thout any input fromyou aside from | oading
up Avb or IMP. It is much faster than the PCMCI A solutions and this in
turn makes surfing the web a bit nore bearabl e on none RTG nachi nes.

The support for the card fromthe devel opers and community are second to
none and the quickly got me up and running. If you want fast network
access and internally this is the best and npbst cost efficient solution
avail abl e for the A1200 and A600 or any Amiga with a clock port.

Pros and Cons

+ Smal | and cheap

+ Very wel |l docunented

+ Hel pful community

+ Fast!

- Can be difficult to setup

- Need know edge of the Pi shel

Scores

Val ue for noney: 8/10

Ease of use: 7/ 10

Useful features: 9/10

Overall : 8/ 10 -- An essential purchase if you want to get your

A1200 connect ed.



Hardware review: HID2AMI USB Adapter

Har dwar e Revi ew. HI D2AM v2.0 USB Adapter - by Tino Pau

Pr oduct Nane

H D2AM v2.0
Devel oped By
M rko

Am bay: sanmpedenawa

Avai |l abl e From

Gerber files for building one yourself:
https://github. com Enber Heavyl ndustri es/ H D2AM

To Purchase a prebuilt one contact Mrko on the Am bay thread:
https://tinyurl.conl bdzd6874 (Links to the Anmi Bay thread)

Price
32 EUR + Shi ppi ng

Har dwar e/ Sof t war e Requi renent s
Any Amiga with a DB9 connector

Test Machi ne
Ami ga 1200/ TF1260/ CS 3. 2. 2/ 1 ndi vi si on AGA M3

Revi ew

The Am ga scene has been growing with activity and 2022 was no exception
with a plephora of new devices hitting the scene. One of the hotspots for
finding out about new hardware devel opments is the Am ga forum Am bay.

On the site a user going by the name ' Sanpedenawa’ fromlItaly has been
selling a new USB device that he designed and built. Ladies and gentlenen
| introduce you to the 'H D2AM' USB adapter.

In a previous issue we have covered two other USB adapters, so what nakes
this particular adapter stand out fromthe rest? Firstly the schematics

or Cerber files are freely available fromGtHub if you have the ability
and skill to solder a board for yourself. Secondly the H D2AM is the nobst
conpati bl e adapter avilable for the Amga due to it's 'nodular' firnware.

After having read the thread | contacted the user 'senpedenawa' whose rea
nane is Mrko, about obtaining an adapter. He was al ready on the second
batch of production had planned a 3rd batch, | was in time to get ny order
in for the second batch. The current version is 2.0 which now has ful
support for mice with a scrollwheel, though you need to downl oad driver
for the Aniga. Mrko was very polite and fast to answer any questions |
had regardi ng paynment and about the product. He was kind enough to agree
to an interview for this issue, if you have not read it yet, please go
there after this review as he explains in detail about how he nmade the
adapt er.

After waiting for about a week, Mrko confirned that the 2nd batch had
arrived and were ready to be shipped. It was surpisingly fast to
recei ve the package in Japan fromltaly. The adapter was packed very
well and arrived safely. It is a beautiful |ooking device, with an

eye catching purple board, conpared to the other USB adapters that |

have used it is quite snmall. It is possible to 3D print a case for the
adapter and a kind user on Anibay is getting orders together for a
group print in translucent plastic so you can still see the flashing

LEDs goi ng on and off.



Installation and Use

The adapter fit snuggly into nmy nouse port and did not block the joystick
port, there are no screws to attach it to the DB9 connector but | did

not experience any | ooseness during use. It recognised ny Buffal o and
logi mice right away, after downl oading the firmvare nmy scroll wheel was
recogni sed for the first tinme. | never had this happen with ny previous
USB adapters so it was a real pleasure to be able to use this feature on
ny Amiga. It beconmes hard to go back to an Ariga without this feature
after you get used to it.

| experienced no delays or lag during use, | put it through its paces
doi ng pixel work in Brilliance, OctaMED, Wrkbench and scrolling through
websites in AWb and I Browse. Not once did | run into any issues, the
fact that it also supports a large variety of mce has made it nuch
easier when | want to change to a different nodel

There is only so nuch that you can say about a USB adapter but this is
definitely the best one | have purchased so far. It is one nman building
t hem however he provi des great support and the scene is lucky to have
people like himoffering their expertise and skill

Fi nal Thoughts

There are a variety of USB adapters available for the Ami ga but none of
them of fer the support and ability to grow |like the H D2AM v2.0. It
works flaw essly, |ooks great (and even better with a translucent case)
and it available for a reasonable price. If you are feeling a bit
overwhel med with the choi ces then you cannot go wong with the H D2AM .

If you are after putting the board into a case you can print your own if
you own a 3D printer or you can use the files available on GtHub and
have them printed at a place such as PCBWAy or sinilar

Pros and Cons

+ Smal

+ Conpatible with a variety of devices
+ Good price

+ Has scroll wheel support!

- Could do with a case

Scor es
Val ue for noney: 9/10
Ease of use: 9/ 10

Useful features: 9/10
Overal | : 9/10 -- You can't go wong with this USB adapter



Hardware Review: Commotron Gamepad Turbo 2000 Super

Har dwar e Revi ew. Commotron Ganepad Turbo 2000 Super - by: Tino Paul

Product Name
Conmot ron Ganepad Turbo 2000 Super

Devel oped By
COVWOTRON Gr oup

Avai | abl e From
https://shop.tentelian.com

Price
32.69 EUR + Shi pping

Har dwar e/ Sof t war e Requi renent s

Ami ga, Atari ST, Commopdore VC20, C64, Atari 2600, Atari 400 & 800
ZX Spectrum and Atari 7800 (DB9 connector)

2 x AAA Batteries

Test Machi ne
Ami ga 1200/ TF1260/ CS 3. 2. 2/ I ndi vi si on AGA M3

Revi ew

Few topi cs get gamers going as whether you are an joystick or ganepad
ganer. Wiile | flirt between the two, | find it is easier and cheaper
to buy ganepads for the Amiga. The prices in general have not been
that low, as such it has been comon to buy second hand MY M5 pads,
whi ch have been gradually going up in price as the retro scene has
become nore mainstream During ny search for a decent joypad for ny
Ami ga when | cane across the Commotron in Amiga Future.

What stuck ne imediately was that it was a wireless which was a big dea
for me since ny Amiga is kept in a sliding drawer under ny desk.

The pad is sold by Tentelian.combut it is also available from other
Am ga shops. | bought mine from Tentelian.comand had a very pl easant
shoppi ng experience with frequent updates and receiving within tw weeks.

There are several designs that you can choose from Am ga, C64, Atari
Wbod and Atari 2600 (Junior Metal). | chose the Amiga thene as it just
seened wong to have Atari design pad connected. Though | have to say the
C64 design | ooks best out of the four designs.

So what features does the pad have?

DB9 Wrel ess Dongl e

Up to 6 nmetres wirel ess distance

Accepts 2 x AAA batteries

3 I ndependent buttons

6 Sel ectabl e button mappings - Comopdore/ Amiga & Atari ST/ 7800
Menory function

E o I

The box has a very nice design invoking nenories of buying joysticks
and controllers in the 80s and 90s. Very nicely done! The box contains
a DB9 dongle, the Conmotron pad and a nanual

Wth the batteries inserted the pad feels solid, not too |light or heavy
and the buttons and direction pad confortable, not too rmushy or clickly
with just the right anpunt of travel. They have obviously put a |lot of



effort into naking a confortable control pad. The cross pad is sinlar

to the NES with the buttons arranged in a di anond shape. The bottom button
is already assigned as junp, with the next button fromthe right 1, top 2
and left 3. In the mddle you have the Map and Auto buttons, with the
former allowing you to set the speed of Auto fire. Once pressing the Map
button you can adjust the speed with the 1, 2, and 3 buttons or use Up and
Down. You can set speeds between 3 taps per second to 13 taps per second.

When first using the control pad all your need to do is turn off your
Ami ga, plugin the wirel ess adapter, power up the Ami ga and press Auto
on the control pad. The receiver and pad will flash for approxinentaly
two seconds then stay solid to indicare a connection. N ce and easy,
much faster and easier than trying to connect ny bl uetooth nmouse to ny
Mac!

How does it play?

Wiile the control pad is rectangle it is quite confortable, not too snal
and the buttons all feel good. Wen in play it functioned very well, |

pl ayed a few ganes such as Powergl ove, Wrthy, and M neRunner. It is
always a worry with wireless controllers of |ag however | am happy to
report that | could not detect any lag if there was any. It was very
responsi ve and the confort of having a wireless controller cannot be
overstated. | am even considering to buy a second one so ny wife and
can enjoy sone two player Am ga gaming. | have been using controller for
over a nonth al nost everyday and the batteries are still going strong.
The pad will turn off after 5 nminutes of no use, however it will power on
and connectly inmrediately with a press of Auto.

Fi nal Thoughts

It israreto find a wireless control pad for the Ami ga, especially one
that is this well made and at a cheaper price than other wred
controllers. The wireless feature alone is a real deal breaker and the
good build quality, built in features and price nmake this a no brainer
Even if you gane a little bit on the Amiga, do yourself a favour and
buy this controller. I can imgine you will find yourself playing nore
ganes on the Am ga because of it.

Pros and Cons

+ Well built

+ Wrel ess!

+ Good price

+ Different button conbination support

- None!

Scores

Val ue for noney: 8/10

Ease of use: 9/ 10

Useful features: 7/10

Overall : 8/ 10 -- A great controller for the ArMga that cones in

at a decent price, easy to use and is relatively
confortable to hold.



Book review: How Synthesizers Work

Book Revi ew. How Synt hesizers Work - by Tino Pau

Product Name
How Synt hesi zers Work - A Sinple Quide

Witten By
Tony Hor gan

Avai |l abl e From
Amazon
Bar nes & Nobl e

Price
19. 49 USD

Revi ew

Have you ever wanted to create your own sounds with a hardware or soft
synt hesi zer but were too overwhel med by all the options? If you answered
yes then this book just night be what you have been waiting for. Witten
by Tony Horgan known in the Amga world for his work on CU Aniga and al
things Amiga audio related. Wile not an Am ga book persay much of the
content contained inside can be applied to Amiga nusic creation

| often use software synths in Renoise to create a sound and then sanple
it intothe Anmiga for use in OctaMED. Though | nust confess to using the
preset sounds nost of the tine. Having tried in the past to create ny own
sounds | found nyself quickly lost in the array of knobs and sliders. |
attenpted to read several other books but | ended up nore turned around
than when | started.

" How Synt hesi zers Wrk: A Sinmple Guide is the first book that takes you

by the hand and expl ains each part of the synth in an easy to understand
format with plenty of diagrams and visual aids, with text that is easy

to understand. | first found out about the book from Tony's Twi tter page,
and quickly a copy from Anazon. It appears to be printed by Amazon locally
so will be fast where ever you order it from The book is roughly A5 size
with a drawn synthesizer in colour on the cover. The cover already gave ne
the sense that this book will be much easier to understand than the
previous books | had read.

The book is broken down into the follow ng sections:

1) An introduction to synthesizers
2) Types of sound sythesis

3) Gscillators and waves

4) Resonant filter

5) LFO (Low Frequency Oscill ator)
6) Envel opes

7) Effects

8) Sounds

9) Mbdular signals (CV and Gate)
10) Arpeggi ators and sequencers

11) M DI and timng synchroni zation
12) Audi o cabl es and connecti ons
13) d ossary and index

14) Choosing a synthesi zer

As you can see the book covers the basics and whi ch hel ps those who have
no under standi ng of synths (Like ne!) howto begin in the conplex world



of synths, albeit a hardware or soft synthesizer

Each section is layed out logically starting with the basics w thout
overwhel mi ng the reader with too nuch information. Large sections of the
book are taken up with diagranms denoting the knob and slider positions
for a particular sound. Tony even nentions fanous uses of a synth sound
setting,filter or effect which greatly hel ps in understandi ng what kind
sound the settings will nmake. It is particulary hel pful that the book
does not overwhel myou with nunbers instead relies on the afornentioned
di agrams. As an exanple | used the free soft synth Lokonotiv to create a
"Cloud Pad' on page 90. The reliance on visuals made it nuch easier to
understand what | had to do, he al so includes sonme tips on how to inprove
the sound. | have included a sanple of the sound that | created with this
i ssue for use in a tracker of your choice.

Not all of us have the nobney or space to buy real hardware and sone of
t he mai nstream soft synths or VSTs command quite a price. Luckily the
book nentions some of the free VSTs that you can downl oad and use the
book's tutorials with, such as Lokonotiv.

Concl usi on
| greatly enjoyed reading this book, for a long tine | had wanted to use

t he power of soft synths/VSTs to create ny own sounds but coul d never
figure out what | needed to do. 'How Synthesizers Wrk' packs everything

I need into a handy and easy book. | particulary enjoyed that it was
witten for the begi nner but could al so be used by soneone nore adept at
synt hesi zers. Tony's use of illustrations and digrans along with a style

of witing that is easy for the |ayman nmakes this book stand head and
shoul ders above all the other synth books | have read. |If you have no
experience or understanding |ike ne then | suggest starting right from

t he beginning and read all the way through to the end. If you have nore
experience then it is easy to junp to the section that you are interested
in.

If you have even an inkling of interest in synthesizers and want to | earn
nore | whole heartidly recormend this book. It is was real pleasure to
read, | learnt so nuch and it was fun at the sane tine. It is great to see
Tony Horgan is still witing and | hope that he will wite sonething about
the Amga in the future. Wile this book may not be Amiga specific it is

a very guide for Ami ga musicians wanting to create better productions.

Pros and Cons

+ Very easy to understand

+ Lots of images and di agramns
+ Good price

- Maybe could be in col our

Scores
Overal | : 9/10 -- A great book that will is perfect for the
begi nner and veteran alike.



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 nyself
Tinmo Paul, hopefully you will find sonething new or of use in the

list.

1

IMP3 Infinity Music Player
http://am net. net/ package/ nus/ pl ay/i np3

Akin to Spotify or Apple Misic, this is one of the first programmes I
l aunch after Workbench has | oaded. Having the ability to save and
favourite songs nmakes this a very nodern programe.

Aval anche
http://am net. net/package/ util/arc/aval anche

Aval anche provides a GUI for the xadmaster.library, it requires OS3.2
due to using ReAction but this is why | like it. W should all be noving
over to OS3.2 and | eave behind the bloated and sl ow MJ that 3.1 needs.

Am Geni ni
http://am net. net/package/ nus/ m sc/ net/ Am Gem n

Web surfing is still a painful experience on the Aniga and Ami Genini is
the best aternative to surfing the web. Fast and with nore content being
added everyday this is an essential download for any classic Amigas with
i nternet access.

SoundBox
http://am net. net/package/ nus/ m sc/ SoundBox

An essential audio convertor, great if you need to convert many sanpl es.
It's sinple interface makes it quick to get hang of and support for nany
formats puts it ahead of many other commrercial products.

Magi cMenu
http://am net. net/package/ util/wb/ Magi cMenu_2. 35

Once you have used MagicMenu it is al nost inpossible to go back, having
pop up nenus and the ability to edit them makes this an essential too
for all Am gas.

RNOEf f ect s
http://am net. net/package/ gf x/ edi t/ RNOEf f ect s_68k

The only nodern i mage processor that the Amiga has had in the |ast few
years is |l mge FX, however if you do not want to spend noney RNOEffects
is the best next thing for free. It works best with RTG screens but is
still useful on standard Am ga screen nodes.

Vi sual Prefs
http://am net. net/package/ util/wb/ Vi sual Prefs

Most Amiga users are probably already aware of Visual Prefs and it's
ability to change the | ook of wi ndows, scroll bars and buttons. A great
tool if you want to go beyond the standard Anmiga | ook

Bi r di 2000
http://am net. net/package/ util/wb/birdi e2000



10.

A great little utility to add a texture or inage to the w ndow franes,
nice tool that can spruce up your Am ga Workbench

Cl oudsAGA
http://am net. net/ package/ gf x/ edi t/ C oudsAGA

An essential tool for my graphic work, great for creating textures

or skies, even nore useful now wi th super powered Anmigas nore easily
avai |l able. Very realistic cloud inages can be nade with this software
making it great for backgrounds in presentations if you use Scal a

for example.

sntp
http://am net. net/package/ conmf net/sntp

If you are using an A314 then this is an essential utility to replace

a

your battery RTC. Just add it to your start-sequence and your Ami ga will
al ways have the correct tinme and date provi ded you have internet access.



Welcome to the guides section!

A314- Setup Process
While not too difficult to set up, this is a guide to getting your A314
up and running, what to do if you run into issues and suggestions.
Li ght Wave 3.5 - 101 Creating Objects For 2D Wrk
In our eight installnent of the Lightwave 101 series we will | ook at
how easy it is to use LightWave for your 2D work in Brilliance/Dpaint.
Brilliance - Rubthrough
Brilliance is already an amazi ng piece of software making the art of
novi ng pi xel s a nore enjoyable experience. This time we will |ook at
sonme of the essential keyboard shortcuts you need to know.

#Tutori al s/ Gui des - What| FF? | ssue 2.10 - June 2023#



Installing and Setting Up an A314-CP

Installing and Setting Up an A314-CP - by: Tino Pau

Install ati on of the A314-CP

Wil e the A314-CP does not offer as much functionality as the PiStormthe
installation process is nmore conplicated and |l engthy. If you have deci ded
to purchase an A314-CP after reading the review then | hope this guide
will prove hel pful the setup and installation of the card and aid in
negating any issues or traps.

@ b} Raspberry Pi Side

The first step to setting up your A314-CP is the Pi side of things, much
like the PiStormyou will need an SD card and install the PiCSto it.
When doing this you will need the Pi | mager software available for

W ndows and Mac conputers. Fortunately the |latest version of the

i mager has renobved one of the mmjor steps necessary when setting up the
Pi side of the of A314-CP. The network settings: previously it was
necessary to connect the Pi to the keyboard and nmonitor, Pi fromthe
Amiga or SHH if you have issues. Now it can all be done fromthe inager

Beyond the point of it being easier, it can also help avoid any pitfalls
that mght occur. Upon ny first installation of the OS there WFI setting
was not available in the Imager. | first tried it fromthe Am ga shel
using the "Pi" comand but | kept getting corrupted text and graphics. In
the end I had to resort to the SHH node of logging into the Pi fromny
MacBook Air.

Qpen the i mager, choose your Pi OS inmge file, the connected SD card and
here is the nmost inportant part, click on the cogwheel |ocated at the
bottomright. This will open another w ndow, if you scroll down you will
be able to set the WFI settings, WFI country/locale and tinmezone.
cannot overstate how useful this is and the anobunt of time it will save
you in the future.

Once you have the Pi OS installed on the SD card with the WFI, country
| ocale and tinezone set, you can slot the card into the Pi Zero 2Wand
plug the adapter with the Pi onto the clock port.

Anmi ga Side

From here on we do not have to worry about changi ng anything on the P
side of things, if the OS has been installed correctly. By now you shoul d
have booted up your Amiga, it is inportant to note that after W rkbench
has |l oaded it will take about 15 seconds nore the Pi to have fully booted
as well. However for now we need to install software on the Am ga, what
you will need are the foll ow ng:

* Amga TCP/IP Software: Mani DX, Roadshow etc
* A314-CP Files: They can be found at
=> gi t hub. coni ni kl asekstrom cl ockport_pi _interface/rel eases
Downl oad: ami ga_bi naries. zip

Once you downl oaded the file you find it has three directories:

c

*P

*Pi Audi o
*Pi Hi d

*Pi Set C ock



* Renpt eMouse

Devs/

*a314. devi ce
*a314di sk. devi ce
*a314et h. devi ce

*Mount | i st

L/

*a31l4f s

You will need to set up your TCP

client and make sure it is using the a31l4eth.device, you will still need

to set the DNS, access point |P address and Ami ga | P address though.

Al'l you need to do is copy the files contained in each drawer over to
their respective directories on your hard disk. Since | only wanted to
use the board for internet access | just copied over the Pi, PiSetd ock
a314. devi ce, a3l4eth.device, copied the contents of Muntlist and the
as314fs files.

Then it is case of setting up your TCP/IP client to communicate with the
A314. This is done via the 'a314eth.device', just nake sure that you have
setup the correct DNS, access point (Router) |IP address and Am ga

| P address. Once that is done you need to reboot your Ami ga. Renenber that
when you do a soft reboot the A314-CP does not restart, to restart the
A314-CP you need to conpletely turn off your Am ga

When your Amiga is running again, it is time to check the status of your
i nternet connection. The easiest way to do this is via the Shell and do
a Ping. Sinply type 'ping google.com and if you do not get any errors
then you are connect ed.

Probably the hardest part of the entire install is setting up the Am ga
side of the TCP/IP, it is very easy to mistype the addresses so nake
sure you doubl e check



LightWave 101 - 3D to 2D

Li ght Wave 101 - Part 8 - by: Tino Paul

In last seven tutorials we have been | ooking at how to create objects,

cut themup and past themtogether, how to render with textures and
lighting. This issue we will | ook at how Li ght Wave can be useful for doing
2D work, especially if you are nmore confortable working in Brilliance or
DPai nt .

By default when you render an object LightWave will using the 'Realistic'
render type. However there three nodes avail able, they can be found under
the 'Camera' button, clicking on it will bring up a panel and at the top
you will see three buttons: Wrefranme, Quickshade and Realistic.

Wreframe, as you probably have already guessed will create a wireframe
of your object but the problemwth this is that if you want to edit or
colour in your object at a later date this will make it very difficult
as you can see trough the object. It is useful if you want to nake a
retro wirefranme animation.

If you wish to colour and texture in the object in another programe
then the Quickshade is the option you want. By choosing this and setting
the 'Basic Resolution' to Medium you can render a perspective correct

i mage that can be edited in your favourite art package. If you plan to
greatly reduce the amount of colours, then it pays off to nove the

Li ght source and do test renders until you have an inage that you are
happy w th.

I will mention here that if you have read the previous tutorials, you
wi Il hopefully renmenber that it is possible to colour in the object
facets via the Mddeler. In previous issues we created a boing ball and
set the facets colour fromthe Mdeler. This makes it nuch easier to
reduce the colours in your inage processor if you render in

' Qui ckshade' .

That brings nme onto one nore step that you should do and that is |oad
the saved image into an i mage processor such as | nmageFX, Art Departnent
Pro or PPaint.

Fromthere you can reduce the inage size or colours to suit your project
needs. Remenber you might not be able to reduce it to as nany col ours as
you want in the inmage processor due to the shadow caused by a m spl aced
Iight source in LightWve.

This techni que can be very useful for creating realistic |ooking i mages
inonly a few colours with a bit of experinmentation. It would be idea
for maki ng i cons or WB backgrounds.

Well that is it for this issue, thank you for having followed this series
| hope you have found it useful. See you next tine!



Brilliance 101 - Rub Through

Brilliance 101 Part 9 - by: Tino Paul

We are all used to the 24Bit displays offered by our nodern conmputers
that for nany of us it has becone inportant to add hi gher col our and
resol ution displays to our Am gas. The Pi Storm for exanple gives the
hunbl e A1200 the ability to use RTG screen nodes. However the old AGA

chi pset can still be of use, in particular the HAMB nodes and when
prograns such as Brilliance allow you to work on 24Bit images there is
still a lot that can be acconplished on the hunble A1200 that can stil
| ook great on nodern conputers.

Wiile Brilliance does not offer layers |ike Photoshop it does have
sonet hing that offers a close enough experience and can be very useful
For this tutorial we will be using two aspects of Brilliance:

Draw Mode's Rub Through & Buffer node

*Not e: When a keyboard shortcut is referenced it will be case sensitive
hence if the key '"j' is nentioned this is without the Shift key
but it 'J'" is witten then you will need to press and hold the

Shift key at the sane tine.

By default Brilliance starts with the Wrk and Spare buffers, the former
being the first black screen that you see after you have | oaded
Brilliance. You can toggle between the two with the 'j' key, where it

gets interesting is that you can add nore than one spare buffer. This
can be acconplished by pressing the '/' on the nuneric pad, to switch
between all the buffers use the '(' and ')' on the nuneric keys. These
can all be done also via the buttons in the Buffer nenu.

One of the new features to Brilliance 2.0 was the Rub Through accessed
via the Draw Mbde nenu. Unfortunately | do not have the version 2.0
Addendum and Qui ck Reference Card anynore, so | amnot sure which key
activates the Rub Though node. However the Draw Mbde nmenu can be call ed
up with the 'F key. On a side note, if anyone has a physical copy of
Brilliance 2.0 with all the manuals and reference card and is looking to
sell it, please contact ne at tinopaul @hatiff.info as | would be nopst

i nterested.

For our tutorial we will just use the default Wrk and Spare buffers. To
begin with, once you have |oaded Brilliance and not touched anything
press the 'j' key to take you to the Spare buffer. While we are on this
screen let's make a pattern that fills the whole screen. For ny image
drew out a filled box in purple and proceeded to create a sinple pattern
with dark and light lines. Once | had something | used the Cut Brush too
to grap a copy of it, you can use the left nobuse button if you want to
copy it or the right nmouse button to cut it. Either way, once you have
your brush, left click on the Fill tool and then right click on the
Draw Mode button and select Pattern fromthe |eft hand side of the nenu.

Wait for the screen to fill up with your pattern, once it is finished
press the 'j' key again to get back to the Work buffer. For ny image
created three buffer pattern screens: Buffer 1 Buffer 2 Buffer 3

Now the fun starts, you can apply the Rub Through effect to al npst
anything. A sinple test would be to choose the Filled Rectangle tool by
either clicking on it or pressing 'R, then press 'F' to go to the
Draw Mode nenu and click on ' Rub Through'. Now draw out your box or
rectangl e and watch as the background fromthe Spare buffer cones

t hrough. Rub Through can be used in both the Register and True versions



of Brilliance.

Now you know t he basics of how how Rub Through works you can go crazy,
press 's' to get to the Connected Draw nbde, you can then Rub Through
and i mage or draw sonething that has a pattern inside it.

A very useful exanple of the Rub Through technique is when applying it
to text, and this is very sinply done. Create your text the Text tool
once you have your text as a brush press 'F or right nouse click on the
Draw Mode button, choose Rub Though and then press the text anywhere on
the screen, you will see the text filled with the pattern fromthe

Spare Buffer. A nice technique for this would be to add a shaddow to the
text and this can be done easily by using the pallete. Ri ght nouse
clicking on any colour in the pallete will nmake it the background col our

For our example, you could draw out a red box. Since by default black is
set as the background colour all we need to do is place the text over

the red box, and right nouse click to place a black version of the text.
If you still have the Draw Mode selected all you need to do is offset the
text a bit so it looks like the black text is a shadow and press press
the left nouse button to place the text with the rub through effect.

You can create sone very funky effects with the rub through effect, such
as quickly making a textured frame using the transparency setting. Have
a |l ook at the sanple inmage to see what can be done. Exanple Picture

| hope you will find this tutorial hel pful in your exploration of the

fantastic Billiance. If you have any artwork that you have created with
Brilliance and want to share it, please send it in to:
subm ssions@hatiff.info and we will include it in next issue.

Until next tine!



Articles

Ami ga Gaming And You
If you are looking to get into Am ga gam ng and don't know where to
start then Ivan Sorensen has the perfect article for you. Cdick on the
link to get started on your Am ga journey.
Amiga Daily Software
I van Sorensen introduces you to the essential software that any Am gan
new or old should have installed on their systens.
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Amiga Gaming and You

Am ga Gami ng and You - by: Ilvan Sorensen

These days retro-gaming is all the rage: Youtube is full of videos with
peopl e playi ng retro-ganes whether for challenges, trying ganes they
m ssed or even platforns they never experienced the first tine around.

These often focus on console ganes first and the DOS gami ng era second,
with other hone conputers getting |ess attention, but the Amiga can offer
alot tothe retro-ganer and | want to take a few nonents to discuss sone
of those things, as well as ny perspectives on it.

The Amiga fit into a particular cross section of gam ng where it both
recei ved console and arcade style titles as well as 'PC style titles.
Conmbine this with a very active and enthusiastic public domain scene and
you have a very wi de array of experiences you can pursue.

| suppose it is strange to wite about Am ga ganes to a nostly Ami ga

audi ence, but there's a not insignificant anpunt of Am ga users that
primarily used their machines for productivity purposes as well as people
who dabbled in Anmiga gam ng but never delved in deep

In this article | intend to give you a bit of an overview of sone of the
riches avail able as well as making a couple of recommendati ons for where
to start with titles, picking both the nost nmi nstream and naybe a few
deeper cuts.

If you are interested in nore arcade oriented experiences there is a

weal th of platfornmers, shoot 'emups and the |ikes. Some were avail abl e
on other platforns but nmany were unique to the Amiga. In a lot of ways

t hese can be thought of as the 'European style' of gane: The 8 and 16 bit
systenms had nunerous such games and platfornm ng was the default style for
many |icensed titles such as novie tie-ins.

O course ganes of the era tend to have a reputation for difficulty which
is just as well as many were rather short. Turrican 2 is an epic gane but
you can blow through it in about 2 hours if you know what you are doi ng.
Curiously while a lot of old hands find their reflexes are perhaps not al
that great, patience and experience can nake up for a lot. You m ght be
surprised what happens when you pick up an old title you haven't played
in years. Just take it in stride when your spaceship blows up yet again

On the nore arcade-oriented front, there are nmountains of titles to
recormmend to the curious but as a starting point, my reconmrendations for
shooting ganes woul d be Apidya, Banshee (requires an AGA Ami ga) and W ngs
of Deat h.

For platformganes | woul d suggest starting with Superfrog, Sw tchbl ade
Il and Turrican 2.

One word shoul d be said about conversions and ports here. Am ga fans are
often quick to point out when a ganme was ported fromthe Atari ST or

ot herwi se | acked features because of the need for the game to be easily
assenbl ed on the rival system Likew se you can find many titles that
were avail able on consoles at the time and sport superior visuals, even
if the sound could often be weaker. Adans Family is an exanple of a gane
that is incredibly solid and fun to play on the Amiga, but tends to get
di sm ssed because it |ooks inferior to the SNES version

This is especially the case for ports of arcade ganes where some held up
incredibly well (Marble Madness, Silkworn) while others tended to be a



fairly sorry affair (Strider comes to mind).

Whet her this is sonething that bothers you is an individual choice. For
me, nmy interest is nostly just in the Aniga so the presence of a

superior version is irrelevant to ny experience, though for some people
it can be disqualifying. This can be a factor when discussi ng games today
conpared to how they were revi ened and generally seen at the tine. As an
exanpl e the Amiga port of Street Fighter 2 is not viewed favourably today
but it reviewed quite well at the tine and we spent considerable tine
playing it, even with having access to the real systemdown at the |oca
ar cade.

The Ami ga was blessed with a |ot of great sports and racing ganmes and
many nake for outstanding two player experiences. For the soccer inclined
the Kick Of series, Sensible Wrld of Soccer and Goal are all great
options, while racing fans mght want to | ook at the Lotus series, Jaguar
XJ220 or Supercars 2.

The early 90s was the high water mark for graphical adventure ganes and
nost of the fanmous titles had solid Amiga versions with titles |ike

Fl i ght of the amazon queen, Beneath a steel sky and Sinon the sorcerer

all being well worth checking out. You typically niss out on any
digitised speech that the PC versions got, but you get the nice Am ga
musi ¢ instead. It should be noted that if you are playing on rea
hardware, you will absolutely want a hard drive for these ganes. Swappi ng
t hrough the 14 di sks of Beneath a steel sky is no joke.

If your tastes go a bit older there are a ton of text adventures
(some with i mages and some pure text) that can be enjoyed as well,
i ncl udi ng many of the classic Infocomtitles.

If you enjoy your thinking with a bit of violence throwm in, RPGs were
wel | represented both in classic series such as Utinm, Bards Tale and
the SSI CGold Box series but also in 3D titles such as Eye of the

Behol der. For an RPG experience sonewhat off the beaten path try checking
out the Heindall games or Perihelion (but make sure you have a manua
avail able for the last one). As these games rely on their stories and

i mersive ganmeplay, they often hold up very well but you do generally
have to have a bit of patience, especially to figure out the occasionally
arcane rules. A working know edge of how to play AD& won't hurt.

Finally on the strategy front you can find a wide array of ganmes from
early exanples of God ganmes |ike Popul ous, proto RTS experiences |ike
K240 or Mega Lo Mania and turn based strategy such as Battle Isle or the
famous Civilization. If you prefer your strategy to be a bit nore
peaceful why not have a | ook at Railroad Tycoon or A-Train. Anmiga
strategy ganes often benefit fromthe integrati on of nbuse controls
maki ng them very playable in a way that is not always the case for old
strategy titles. Sone are even playable with two (or nore) players such
as Warl ords or Kingdons of Engl and.

Any list such as this could go on and on with genres such as puzzle ganes
and flight sinms being somewhat outside my experience. | hope this gives
you a bit of a feeling for just how rmuch really is out there and maybe
sonme places to start.



amigadailysoftware

Amiga Daily Software - by: I|van Sorensen

Geetings Amigans. In this article | amgoing to talk about the tools I
use in ny daily use of ny Amiga, to both give an idea of what you m ght
want to look into to get up to speed as well as what a typical use case
| ooks like. Unlike a ot of folks in the Am ga community today, | have
absolutely no talent for programmng or making nmusic. Instead | ama
bit more of a common user fromthe heyday of the nachine. The bel ow al
runs on an Al1200 with a 68030 and 32 MB of RAM but should work fine on
nore nodest machines. It does go to show that you can put sonme serious
work into your Amiga w thout requiring an 060, PPC, Vanpire or Pistorm

The core of nmy systemis the O assicWB distribution. Wiile this is
becoming a bit outdated with the new 3.2 Armiga OS available, it is stil

a great way to get up to speed with your Amiga. It bundles and configures
a bunch of convenient software, patches and utilities and was certainly a
wonder when | got seriously into Amga again. O course if you prefer
bui | di ng everything by hand, you may have nore fun doing it one step at a
tinme, but in ny case that sort of thing does not interest ne a whole | ot
so this option was perfect.

In particular this cones with Scal os which is a replacenent for the
regul ar Wor kbench interface and of fers a number of conveni ent nenus that
can be custom sed nearly endlessly. This is not required to run your
machi ne but having sinple nenus that can call up the npbst used
applications is very handy, especially if you tend to forget where you

installed a particular application. | have the nmenus set up so all the
basi ¢ progranms, utilities and ganme |aunchers | use are accessibl e through
two or three mouse clicks. | would recommend restraining yoursel f however

and not adding every possible programto these menus. It is easy to get
overwhel med and you are likely to use one or two progranms of a given type
nost of the tinme. If you use Eagl eplayer for 90% of your nusic |istening,
just add that to the menu and put the rest in a fol der sonewhere for
exanpl e.

So let ne wal k through the various things | need to do on ny Am ga and
then tal k about how they get acconpli shed:

First we have to be able to actually handle files. The Am ga graphica
user interface is fine for noving one or two files but for anything nore
serious like moving multiple files, nmass del etions and operations that

i nvol ve noving stuff to and froma nunber of folders that may have to be
created Directory Qous is the lifesaver. This piece of software is pretty
wel I known but if you have never tried it, it is something you absolutely
want to have avail abl e.

Using a two panel setup, it is effortless to transfer or copy a group of
files fromone |ocation to another, create new folders and so forth. Ive
al so noticed that while folders with a | arge anpbunt of files in them can
be a bit awkward to mange in the nornmal U, DOpus handles that |ike a
charm 1f you do anything that involves a |large amount of file
mani pul ation, get this baby.

If you downl oad any Am ga software, it is al nost always packaged in LHA
format which means you need sone sort of tool to handle those. There are
a lot of those available. The one | use is called MraWzArc and uses a
sinmple GQJ that nmakes it easy to unpack archives and put them wherever
you want to. | usually unpack directly to RAM and then sort through the
files later with DOpus.



One quirk | notice is that if the file names are far too long the system
cant al ways recogni se themas an ADF (for exanple). You can fix that on
the Amiga but | find it faster and easier to just rename themon ny Mac
before transferring them over.

| do not have a CD ROM drive and adding one to an A1200 is not trivia
since ny IDE port is already spoken for and | dont want to ness too much
with ny hardware. Luckily Inmagemount fixes this for me. Wien | want to
browse an Amiga Format cover CD | can just nount it using the sinple QU
and it pops right now It is not especially fast but it works wonderfully.
You can al so mount ADFs and they pop up just fine. This probably wont
work for systemunfriendly software but usually | just need to copy files
fromthe disk to ny Amiga and it does that wonderfully. It works fine
when installing a programtoo and you can even have nultiple disks open
wi thout a problem The nmounted disks are not really "using up" a drive so
you can have 6 disks nounted sinultaneously with no problem

The only flaw is that you cannot unnount things as far as | can tell. A
qui ck reboot gets rid of the inmages though

The last tool | use to operate nmy systemis lcon Installer. This is an
easy tool for replacing one icon with another one. | have a particul ar
ook to nmy folders that | |ike and when a new programis installed, it
often will not match that. Additionally I have some fun icons | have
installed for particular prograns or folders.

Wth Icon Installer all you have to do is copy the source icon to one
side, copy the destination (current) icon to the other side and voila. If
you enjoy a working environnment where everything |looks just so, this can
be a big help.

Wth all of this in place it is tine to do sone actual work on the Am ga.
Now as noted | do not have any programm ng tools and | don"t make rmusic.
| also don"t have any benchmarki ng prograns or anything of the sort.

VWhat | do need is the follow ng four roles however:

First | need to wite. | use my Amiga to wite drafts for ideas for work
to explore if | think they will work. | also do ny tabl etop RPG canpai gn
pl anning on the Ami ga (no chance of a player accidentally sneaking a
peek!) and do a bit of general journaling for fun. Wth time | would like
to wite a few short stories on it as well

Word processing really ranges fromvery sinple text prograns to ful
featured nodern prograns and everything between. My favourite to sinmply
focus on grinding out text is Interword. Wiile the U is a bit awkward to
a nodern user, sonething about the stark visuals and sinple feature set
nmakes it really appealing to work in. For sonething a bit nore nodern but
still quite streamined, | enjoy Wrdworth 3. A copy of Final Witer 97
makes up the high end for when | need a bit nore in the way of features.
One thing to note with these prograns is that they are often not
particularly conpatible with each other. You will want to nmake sure you
can output files as either rtf or ascii if you need to transfer themto
sonet hi ng el se

| amslowy getting back into nessing with conputer painting and | nust
admt | went straight for my old | ove: Deluxe Paint 4 AGA. For ease of
use while having some very nice features, Deluxe Paint is still hard to
match and ny skill set is nowhere near where | would benefit froma much
nore feature-filled package.

I love nusic and of course working on the Amiga you need sonme tunes goi ng.
Wi le | have not found that nuch to distinguish one nusic player from

anot her, Hi ppoplayer will play nost things | try out, the U is easy to
use and it still sees updates and patches. My system cannot really handle
MP3s so | don!t worry about that. | do have Delitracker and Eagl epl ayer

avail able as well, but 99%of the time | use the Hi ppo.



Finally I ama big Am ga ganer and of course you need to have a way to
organi se your collection of ganes, especially if you intend to actually
play them | tend to use two pretty big folders for ny WHD oad ganes,
whi ch makes themdifficult to pick through manual ly.

The nost popular tool is Iganme, which | also use especially as it is also
recei vi ng updates and continued devel opnent these days. This gives you a
very nice menu where you can organi se your ganes by genre, so if you want
to only see your adventure ganes for exanple, you can do so easily.

Two minimalist ganme menus | al so use on occasion are Tinylauncher and
WHDLoadnenu. Ti nyl auncher has a very cool |auncher menu that can be
joystick operated. It also lets you add denps and nusic files to the

| auncher so you can use it as a general "Am ga entertainment systent
setup. VWHDLoadnenu is very mnimalist and just gives you a visual |ist of
your gane titles which you can then |aunch by clicking on a gane.

While | use lganme nost of the tinme, the other two are great when | want
something a bit sinpler.

Wth this collection of tools and prograns, | can do ny witing, draw a
bit, listen to some tunes and get in sone ganming and ultinmately that has
al ways been ny goal with any computer | have owned. | hope this hel ps you
get yourself situated with your Amiga, especially if you are getting back
into the system (or perhaps even exploring for the first tinme).



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

-= Rem Veilleux: Hanulet Interview =-
W talk to the devel oper Rem about his new HAM node gane Hanulet and its
creation.
-= Carlos Peres: Red Pill Interview =-
Red Pill has now becone the go to tool for game creation on the Am ga,
we talk to its creator Carlos about its creation and history.
-= Mrko: H D2AM Interview =-
The creator of the H D2AM USB adapter kindly sat down with us to discuss
his |l atest creation.
-= Marcin: A314 Interview =-
Wil e we have reviewed the A314-CP this issue we also talk to the creator
of the original A314 and it's early devel opnent.
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Remi Veilleux Interview

Interview - Rem Veill eux (HAMJLET)

1. Thank you for taking the time for this interview, to begin with, can
you i ntroduce yourself?

Hell o, ny nane is Rem Veilleux, and | ama technical programm ng director
at Behaviour Interactive in Canada. | have a background in gane
programm ng, wth experience working on a variety of titles such as

Col denEye: Rogue Agent and the Syberia adventure gane series. My passion
for gane devel opnent started when | was young, thanks to nmy parents

smal |l printing shop and the access to conputers it provided. |I'mexcited
to share ny insights and experiences with the readers of Whatl FF?

2. Wien and how did you get started with the Aniga?

I first encountered the Amiga 500 when | was a kid browsing a gane
conputer store. It was the m d-1980s, and home conputing was still inits
early stages. | had sone experience with the Conmodore 64, but the Ami ga
was sonething else entirely. When | asked the clerk how many colours it
had, he showed ne the Wrkbench Preferences and said "Son, on this

machi ne, you can create colours." That noment was a turning point for ne.

I was hooked on the possibilities of the Aniga and we ended up getting
one.

3. You are devel oping a ganme which is using the HAM node, rarely seen in
ganes, have you devel oped Ami ga ganes before?

My early experience with Aniga gane devel opment was wi th Anps Prof essi ona

a user-friendly programm ng | anguage that nade it easy to get started with
this amazi ng conputer. However, as we know, Anpbs cane with a performance
cost conpared to coding directly at the bare-nmetal |evel. Seeing ganes like
Psygnosi s' Shadow of the Beast, which displayed 128 col ours on screen
inspired me to push the linits of what was possible with the Amiga's
graphics capabilities. Over tine, | coded a few freeware ganes usi ng AnDs
and upl oaded themto BBS. These games ranged from sinple puzzle ganes to

pl atforners and hel ped ne hone ny skills in gane devel oprent.

4. Did these ganes al so enploy the HAM node or the standard register
graphi cs node?

No, the ganes | devel oped with Anpbs nostly used regul ar bitplane col our
nodes, typically with either 16 or 32 colours. In one project, a
turn-based tactical gane prototype, | used Extra Half Brite to create

unit shadows with mnimal processing overhead. | also experinmented with
HAM once, as part of an attenpt to create a point-and-click adventure
gane. Using a Digi-view scanner, | was able to take snapshots of rea

| ocations and convert themto HAM which created a uni que and visually
interesting |l ook for the game. However, the challenge of working with HAM
graphics proved too great for the project, and it was ultinmately
abandoned.

As technol ogy evol ved and the PC era took over for nme, the Am ga was
eventual ly stored in a closet. Until recently.

5. Can you explain a little about the ganme, i.e. what type or genre of
gane will it becone?



Hamul et started as a proof-of-concept project that conmbined ny interests
in |earning assenbler and C Am ga gane devel opnent and the use of HAM
graphi c node. As the project developed, | began to envision a gane that
woul d i ncorporate puzzles, small action RPG ganepl ay el ements, and a
lighthearted story centred around a rogue heroi ne who uses a mnysterious
amul et to navigate through dungeons. Players will encounter a variety of
puzzles that require careful observation and critical thinking to solve,
whil e al so battling enemies and collecting up itens. The ganme draws
inspiration fromclassic action RPGs |ike Zelda and Di ablo, as well as
puzzle and til e-based ganes |ike Crypt of the Necrodancer

6. What made you decide to use the HAM node?

| decided to use the HAM node for ny gane because it's a unique feature
of the Amiga platformthat has been largely underutilized in game history.

It allows for a high degree of colour flexibility, with up to 4096 col ours
on screen at once. This makes it ideal for creating rich, detailed inmages
with a wide range of hues and shades. However, working with HAM i s
technically challenging, as it requires careful nanagenent of col our

pal ettes and nenory usage. |'ve had to experiment with different

optim zation techniques to ensure that the ganme runs snoothly and | ooks
great on a wide range of Ami ga hardware configurations. Back in the days,

I only saw and pl ayed one action game that used this graphic node:

Pi onner Pl ague. Mre recently in 2021, an amazi ng denp named HAM Eager

was rel eased: This was the final nudge | needed to take on this challenge.

7. What have you found nmost difficult about creating the gane in HAM?

The main difficulty cones from conbined factors: HAM requires six

bi t pl anes, which taxes the display DVA bandwi dth and overall slows down
t he processor by approxi mately 50% during screen refresh. Also it takes
50% nore nenory than a 16-col our gane would, both for the screen buffer
as well as all graphic assets. It is clear to see that our nighty Anmiga
500 will be stretching its absolute Iimts quickly.

8. |Is there anything that has surprised you during the devel opnent of the
ganme?

The thing that surprised me the nost was when | realised how perfectly
desi gned and well thought the HAM node fits in the overall architecture
of the Amiga. This is very ironic for a node that al most got cut during
producti on because it was initially designed to be useful for a

Hue/ Sat ur ati on/ Lum nance display, not for the final RGB output. The fact
t hat HAM uses exactly 16 colour registers, it |eaves the other 16 col our
registers free for sprites. Also, contrary to the later AGA HAM 8, HAM i s
able to perfectly map all the Am ga colours since it uses 4-bit to encode
a col our channel, which corresponds to the entire 4096 col our palette of
the Amiga (which is 16x16x16). In fact, we can say that HAMis really a
har dwar e conpressi on technique which allows storing a full colour 12-bit
imge with only half the nmenory footprint by reducing to 6-bit per pixel

It is quite a technical narvel
9. The denp version runs incredibly snmoothly, how did you achi eve this?

| have set nyself personal goals for the game, and one of them being that
the ganeplay nust run at full frane rate, being 50 franes per second on
PAL and 60 frames per second on NTSC. In order to achieve that, severa
techni ques are used: the gane nain loop is divided into nultiple frames
in order to split the work and perform updates |ess frequently for | ower
priority tasks. For exanple, except for the hero character, the sprites
are animated at a lower frane rate than the display. Sane thing for the
patrolling eneny Al, in order to free of CPU Everything is carefully
cal cul ated and neasured to spread the workl oad evenly. Al so as a sort of
general philosophy, the key to get good performance on the Ariga is
maxi m sing parallel work between the three nmain chips: The copper



(for sprites, dynanmic colours, special effects), the Blitter

(for background tiles redraw, and general fast nenory copy operations),
and the CPU (for running gane |ogic and coordi nating everything). The
fun challenge is to optimse the usage of the DVA bandwi dth in order to
al ways have many things happeni ng at once.

10. HAMis notorious for fringing, how did you get around this or hide it?

You are absolutely correct in noting that HAM can produce fringing
artefacts, especially when it conmes to horizontal scrolling and background
animation. To mitigate this issue in Hanulet, | enployed a few techni ques.
First, | arranged ny background tiles to be "fringe-resistant” by
careful Iy making sure their RGB val ues changed frequently. Additionally,

| placed a narrow "status bar" sprite overlay on the left side of the
screen to hide the fringing that occurs underneath. By doing this, | was
able to keep the fringing effect hidden as nuch as possible. Another
approach | took was to render all animated objects as sprites, which

al l owed the copper to efficiently reposition and recol our them enabling
nmul tiple ani mati ng objects to be displayed on the screen wi thout producing
fringing.

11. Wy did you decide on using the ol der HAM node instead of HAM 8?

As anot her of my personal goal and challenge for Hamulet, | wanted the
gane to have been possible in 1985 on the original Amiga 1000. This
nmeans | nust restrict to video nodes that existed on OCS and the
original CPU speed. | know HAM 8 conbi ned with AGA sprites could be used
to create anmazing games, which would al so benefit fromthe faster
processor and larger nenory offered by the Amiga 1200 and its consol e
sibling, the CD32. Fun fact: HAM 8 allows for 262144 colours, which is
nore than the nunber of pixels on a standard 320x256 screen

12. |Is the gane being devel oped on an Aniga or one of the game creation
tool s such as Scorpion, and why did you choose this method of the
devel opnent ?

| love Scorpion as a tool to bring nore people progranming for the Am ga
pl at form t hrough ease-of -use and conprehensive |ist of features. However
on the flip side, there is usually a price to pay on perfornmance or
flexibility when using a gane devel opnent toolkit. Additionally,

devel oping directly for the Am ga hardware gave ne a greater sense of
nostal gia and connection to the platform Utimtely, | wanted to create
Hanmul et as a | earning experience for nyself and as a tribute to ny
favourite conputer of all tine.

13. Do you have plans for ganes beyond this gane?

Ch yes, nmany ideas are springing to mnd while working on Hanulet. |

t hought of doing a vertical shoot'emup in HAM Also | had ideas for an
adventure point-and-click gane. | pondered over the idea of doing CD32
gane devel opnent: faster CPU, nore nenory, AGA and | arge storage

Overall | really feel we have yet to see all this machine can do.

14. Thank you for your tinme, is there anything else you would |like to say
about the gane or yourself before we finish?

I wish to thank What| FF? nmagazi ne for this opportunity to share sone

i nfornati on about ny little game. Wth nany recent awesone and hi gh
quality Ami ga ganes, | amreally honoured to be able to contribute back
and | hope we will continue to see nore innovative and uni que ganes for
years to conme. You can contact nme at ny site =>

WWW. renmanti c. com

Happy codi ng, everyone!






Carlos Peres Interview

Interview - Carlos Peres (Red Pill)

1. Can you tell us about your background and how you got started in gane
devel opnent ?

| got started in program ng when ny brother got an Amstrad CPC, it cane
with a big book explaining the Basic commands and this was my contact with
progranmm ng and gane devel opnent.

At age 14, | got an Ami ga 500 but | continued programring on CPC. Later on
when | was studying computer science, | purchased Blitz Basic 2 and started
doi ng sone ganes on Amiga. In one denoparty | was showi ng sonme of the ganes
and | ended up joining the Ozone denpscene group under the nick Zener, there
| learned some Ami ga assenbler, although | was not very active on the
denpbscene front.

When | finished University | started working in a gane conpany and fromthen
on | have been working on professional videogane devel opnent.

| kept developing fromtine to tine on the Amiga, for exanple, | did
Tracker Hero, a nusic rhythmgane that works |like Quitar Hero but uses Am ga
MDD files, and you can actually play with a PS2 guitar

And finally, in 2014 | started to work on the Redpill Aniga gane creator
2. What inspired you to create the RedPill Am ga gane devel opnent systen®

Basically the lack of ganes for Amiga at that tine. | attributed it to the
| ack of programmers and the lack of time to spend devel opi ng a gane.

It was around 2014 and there were just a few new ganmes for Am ga and npst
were nmade in Backbone. | want to nention that to ne Backbone is a great
gane maker, | know it gets a lot of bashing, but there is a lot of effort
behind it and it is very well done.

As any meker, it demands nore fromthe conputer but the problem| had with
it is that even with high-end Anigas the frane rate doesn't inprove and
the result are that the games can |ack the Amiga feeling sonetines. |
wanted to create sonething that non-progranmers could use to nmake a gane
fast in Anmiga, also a learning tool and introduction to gane devel oprent.

The goal is to have fun, learn, play, and maybe later on they could swtch
to real progranm ng.

3. How does RedPill differ from other game devel opnent systenms currently
avai | abl e?

I want to think that it's the easiest one to learn and to use, at |east
that's my aim You don't need to program you can do the ganmes nostly with
the nouse. Also, you can run and use it fromthe Ami ga, the sanme way you
had Del uxe Paint for graphic creation you can have Redpill for gane
creation.

You can al nost do the whole ganes fromthere, a graphic editor can be
linked, it includes animation editor, level editor, sound editor, etc.

It's very flexible, you can create many types of ganmes with it, |'ve seen
peopl e doing nostly platfornmer ganes but al so top-down ganes,
shoot' em ups, racing ganes, puzzle and adventure ganes. It al so supports
all the classic Am ga range, from A500 to CD32, including CD32 audio

pl ayback, score system CD32 pads, OCS, AGA and EHB nodes.



And finally it has a physics engine and supports nultiplayer via TCP, it's
incredible easy to turn a 2 players gane into a 2 players network gane.

It is also very fast to get a gane running, you could have a basic gane
running in | ess than one hour

4. Can you wal k us through the process of devel oping a game using RedPill?

The first thing would be to create the project, give it a name and set up
the screen. ECS or AGA? How nmany col ours? Next step would be | oading or
drawi ng sonme tiles for the project, define its size and properties.

After that, you have to | oad sone graphics froma sprite sheet for your
gane objects. To start having sonething playable in the Cbjects nenu you
woul d define the graphics to use and how the objects interact between

t hemsel ves and the |evel.

In the level nenu you would edit a basic level for your objects using the
tiles you |l oaded. After that, it is all about iteration and determ nation
to finish the game. Wen you are done you would click Build to generate
the final game that will be executed in the Anm ga.

O course it will be nore conplicated than what | expl ai ned, making a ful
gane takes some tinme even with the best tools.

5. What chal | enges did you face while devel oping RedPill, and how did
you over cone thenf?

The biggest of themis the lack of tine to develop it, what could take a
day to inplenent easily takes a month. Al so, when | started ny goal was
just to make a toy for people, but then users got easily to the gane
creator limts and asked for nore, a lot nore actually! Changing the
architecture while keeping conpatibility with old version has been a
chal | enge. At the sane tine people ask for nore features, they want the
ganmes to run in | ower spec Am gas.

This has been also a great challenge, the Ariga can be very inpressive
when using its tricks, but in a tool where you need to prioritise
flexibility it's very difficult to optim se everything the sane way you
woul d do when devel oping a specific game. In the first years of

devel opnent | cared about performance but not as nuch as | do now. It's
a pity because sone of the ganes devel oped during that era would run
much faster now.

6. Was RedPill devel oped on an Amiga or PC/ Mac, and why did you choose
devel opnent this way?

| started developing it on my Ami ga 1200 but at sone point | switched to

WnUAE. Basically in PCit conpiled nuch faster and in one machi ne | have
access to the conpiler but also to the browser and other tools. Later on

| found ways to edit the code also in PC, it's nuch nore confortable and

nowadays | edit in PC and conpile in W nUAE

7. Can you share with us sone of your favourite ganmes that have been
devel oped using RedPill?

I will list some of nmy favourites.

Putter by Czorny:
This game is the perfect Redpill gane, it's clever and uses the physics
of the gane creator.

Snaky by Yoz:
This one pushed Redpill quite a lot, different playabilities, AGA graphics
several enem es and huge naps.



Bad Ninjas vs Rick & Joe by Ricky Pl ace:
A beat'emup, it was a surprise that this could be done with how the
creator was several years ago, and it's very fun to play.

Lunberjack Pl atform by Lemi ng880:
A cute and nice gane that plays very nicely.

Agonman by Fondri eset e:
A shadow of the beat |ike game, | know a huge effort was put while
devel oping it.

Redpi I | Raci ng:
Anot her surprise, a car racing game made in Redpill. It was al so one of
the first ganes.

Noah by Sensei - Sama:

This one is very enotional and truly deservers a full wite-up. It's a
gane devel oped by a father in the hospital while his premature born baby
was in an incubator fighting for his Iife. The sounds effects cone from
t he hospital machines, the nother, etc.

| amalso waiting for Tenptations, a gane nade by Soy for Anmiga CD32 that
uses sone of the latest Redpill features.

8. What do you think sets Am ga ganme devel opment apart from other
pl at forns?

For me Amiga is the first nodern conmputer, you could do anything with it,
and this explains why people are still devel opi ng hardware and software
for it.

The hardware was very advanced at the tine, also difficult to use, but
when used properly the result is magic. The linmtations nmake it a
chal | enge, every cycle counts.

It's also very fun to program you are always close to the hardware and
at the sane time you can do conplicated stuff.

9. How inportant do you think comunity feedback is in the devel opnent
process, and how has it influenced the devel opnent of RedPill?

Incredibly inportant, they are the ones pushing for nore features and for
making it a nore robust and professional tool

10. What future devel opnents or updates can we expect to see for RedPill?

When the gane creator reaches version 0.9, all the basic stuff for gane
devel opnent was already integrated. My focus nowis making it easier to
use, document all the features, optim zation and advanced feat ures.

To consider it conplete, | need to work on docunentation, exanples,
tutorials... the boring stuff :D

11. Do you have any advice for aspiring game devel opers, particularly
those interested in devel opi ng ganes for the Ami ga platfornf

Keep it up! Making a gane is a difficult task even with the best tools.
I f you know programming there are multiple tools available, to get the
best performance you nmay need to | earn assenbl er.

But if you don't know rmuch programr ng, or you are short on tine, give
Redpill a try!

12. Finally, we always ask our guests for their Am ga setup, so what
Am gas do you have and what Ami ga do you dream of having if dont have
it yet?



My main nachine is an A1200 with a Vampire V2, | also have an A1200 and
an A500 for testing purposes. Actually | have sonme nore machi nes at hone
but | never had a desktop Amiga, they have all the keyboard integrated.

My dream machi ne woul d be an A3000 or A4000, although |I probably don't
have space for it :)

Thank you for this interview, | hope nore people get started into Am ga
gane devel opnent and we have nore new gane for our bel oved nachi ne.



Mirko Interview

Interview - Mrko (H D2AM )

1. H Mrko, thank you for taking the tinme for this interview, can you
tell us a little about yoursel f?

H Tino, happy to be here answering your questions!

I man engineer with an insane passion for the retro conmputer scene in
general, and Amiga conputers in particular. | used to be an active Am ga
user and (professional) software devel oper in the golden days and a
witer and contributor for a few Am ga nagazines in ny country, during

t hose years.

Ret hi nki ng t oday about those days, | can truly say "I was there when it
happened! "

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

My first one was the A500, which | bought after |eaving nmy bel oved

ZX Spectrum (never been a C64 fan, sorry). | was anazed by the first
ganes, as everyone, but quickly discovered the huge power hidden in that
machi ne"s OGS and its nmultitasking architecture. Over the years | have
owned an A500+, A2000 and the A4000/040 which was the |ast Amiga | bought
at the tine. | spent several thousand hours by | earning those beautifu
architectures and codi ng professional software taking advance fromthe
stunning features of these wonderful machines.

3. Can you briefly describe what the H D2AM USB adapter is and what it
does?

H D2AM basically is a protocol translator; its purpose is to allow
nodern USB peripherals |ike optical mce, joysticks, joypads, trackballs,
etc to be connected and enjoyed with the Amiga and other retro conputers
or video gane consoles, if they share the same DB9 connector interface
and pi nout .

In converting the nouse protocol, an additional task is needed, because
all original trackball mce of the time talked the "quadrature wave"
protocol, a commopn solution used to translate their hardware novenent
encoders into electrical signals; in the case H D2AM gets the novenent
infornation fromthe optical device, decodes them and synthesise the
preci se quadrature waveform talking then with the Am ga hardware as if
it was a "real" trackball nouse

4. How did you first become interested in creating the H D2AM adapter?

| had those wonderful Logitech joypads |aying around, and wondered if |
could make use of themon nmy Am ga, naybe al so mappi ng sone key conbo to
ease certain arguabl e gane design choices (typical exanple: direction up
for junping mapped to a junmp button instead).

A second later, | realised that it would have been really nice if | had
the possibility to connect ny |aser nouse to the Amiga, with precise
noverment tracking and three buttons at ny di sposal

| started searching for an existent solution for ny needs, but coul dnt
find one that fulfilled themall, so | decided to nake one by nysel f!

5. Can you wal k us through the process of creating the H D2AM adapter
from conception to production?



First step was aimng the target use cases: | wanted a "universal"
adapter, which could be used for both pads and mice on the fly w thout
t he need of any configuration fromthe user. It would have been
automatically compatible with virtually all USB devices, present and
future.

Performance was a strict requirement: | wanted it not to have any
neasurable lag in translating protocols, so that the user couldnt tel

the difference in performance by swapping their original controllers with
t he new adapter.

Second step was to define the hardware, and devel op a working proof of
concept nockup, by making use of a prototype board.

Once the prototype board was up and running, | nmoved into designing the
real "production" board, defined the |ayout, designed and routed the
circuit, and finally produced and hand-assenbled the first PCBs.

Devel op never ends, so through a few months | kept constantly

refini ng/upgrading both the firmvare and the hardware designs, by also
taking i nto account user"s feedback, until we reached the current v.2.0
revision, which is, conpared to the first v1.0, quite conmpact and
optimsed in size, plus offering support to the mouse scrolling wheel

a "highly requested" feature fromthe comunity of users.

6. What makes the HI D2AM adapter uni que conpared to ot her USB adapters
on the market?

A few other adapters were on the market when | designed H D2ZAM, and a
coupl e new have been devel oped recently after H D2AM "s great success
with users.

Conpared to all of them | would honestly say that HHD2AM is by far the
nost conpatible one with the majority of USB peripherals (thanks to its
nmodul ar firmmvare design which allows the inplenentation of new drivers
for "not-so-hid-conpliant" devices). Quadrature waveform synthesis is a
perfect 1:1 recreation of a real trackball mouse, in both phase and
timngs: the Amiga can"t tell the difference.

At last, the recently added support to nouse scroll wheel (by nmean of a
proprietary protocol designed and inplenented by scratch) is by far the
nost perform ng and conpatible with all Am ga hardware.

7. Can you discuss sone of the challenges you faced during the
devel opnent of the H D2AM adapter, and how you overcane then?

I rmust admit, the list of challenges could fill up an entire book. Just
to name a few. the very first one was the choice of a properly powerful

m croprocessor chip, with USB HOST capabilities. | chose the STM32
architecture, which turned to be the right choice in terms of performance
but, as | discovered later, had a severe drawback in ternms of bugged | ow
level libraries for USB stack managenent. | had to spend dozen of hours
cleaning up and rewiting fromscratch a nunber of low level routines, in
order to make it work properly.

Anot her nmaj or chal |l enge was how to supply support for the nobst nunber of
peri pherals; majority of them"tal k" a proper H D protocol |anguage, and
so their management could be easily standardi sed into common firmare
routines, but there are a nunber of devices who talk "their own" H D
di al ect (or don"t talk HI D standard at all), so dedicated nodul es must be
witten, by sniffing and decodi ng their behaviour, in absence of witten
speci fications.

The I ast challenge | faced agai nst was the nobuse wheel support: at the



time of Anmiga, the nobuse wheel concept sinply did not exist, so nobody
coul d have inagined and inplenmented a way to nmanage it. This means that
there is no direct nean to bring a wheel nessage fromthe nouse to the
Amiga, and a "tricky" alternative solution had to be found to circunvent
the limt. | ended up designing a solution which "enbeds" the whee
nessages anong the other existing signals, and a paired driver on Am ga
side that "decodes" and routes it to the Amga OS. Simlar solutions

al ready existed, but they introduced noticeabl e degrading of the
novenent behaviour; on the contrary mne is totally un-noticeable, even
by | ooking at it with a scope.

8. How easy is it for users to set up and use the H D2AM adapter with
their Amiga conputer?

Basi c usage is straightforward: just plug it and play !

The adapter recognises and initialises itself according to the device you
connect, whether if it is a nouse, a pad, or else. You don"t have to set
up anyt hi ng.

Most advanced users can take benefit of extra features |ike nmouse speed
rati o custom settings or button renmapping, by pressing a proper key
sequence in order to activate them

A good starting point for advanced users is to read the "user guide"
avail able on the HHD2AM "s G tHub site.

9. What types of USB devices are conpatible with the H D2AM adapt er
and are there any limtations?

H D2AM can manage natively all USB devices who talk the standard USB HI D
protocol ; some nore recent/ nore advanced devices could talk a "quasi-H D
di alect and in those cases a slightly dedicated firnware driver would be

needed to inplenent.

At |ast, sone devices are not USB-H D and in that case a full dedicated
protocol must be added (e.g. Xbox360 pads). In the latter cases, an H D
dunp of the protocol is needed in order to decode and inplenent a worKking
driver, so virtually there is no limtations at all on the nunber of

devi ces supported.

10. Are there any future plans or updates for the H D2AM adapter?

Next step in devel opnment woul d probably be the support for CD32 pads
protocol; | already started its basics, but it will take tine to properly
manage it according to ny quality standards. Al so consider |"mdoing al

of this as a hobby during nmy spare tinme, so tine constraints aren"t a mnust
to me (but I rmust admt the pressure fromuser"s is pushing hard...)

11. How has the response been fromthe Amiga conmunity to the H D2AM
adapter?

| was really astoni shed by the enthusiastic response | got fromthe
comunity! At first | designed this little thing for nmy own use and
sharing it anong a small nunber of Amiga Italian users, then the whole
thing slipped out of our hands and beconme worl dwi de. Up to the current
date (first public announce of H D2AM was in Novenber 2018), the G tHub
repository gets constantly dozens of unique visitors-per-day; nostly are
just curious, but it"s nice to see that such a sinple device is in a
"must have" thing anyone owning an Am ga woul d consi der

12. Do you have any plans for products beyond the H D2AM ?

You know | said I"mdoing this as an hobby in nmy (small) spare tinme, so
can"t manage to approach big projects like Pistormor simlar



Nevert hel ess |1"m always in search of small needs which could be turned in
"sinmple" new projects for the Amiga comunity. Recently | rel eased the
AM RGB2VGAPLUS adapter, a doubl e buffered i npedance matchi ng dongle, and
thanks to the user Wretap fromthe Pistormcommunity | revanped an old
project of mine (dated around 1995) for a stereo sound digitiser

| "m open to suggestions and new i deas at any tine!

13. Lastly, where can people go to learn nore about the H D2AM adapter
and potentially purchase one?

First place to look at is ny Gthub at =>
https://github. com Enber Heavyl ndustri es/ H D2AM

where one can find updated news, detailed descriptions, tested hardware
conpatibility list, user nmanuals and all sort of information they could

need.

Users with assenbling skills can build their own adapters by thensel ves,
by downl oadi ng Gerber files and docunents fromthe G tHub

( a PCB-way shared project al so exists here =>

htt ps://ww. pcbway. coni proj ect/shareproject/H D2AM _v2_0 wi t h_Musewheel _Support_5ff28e3c. htmi)
Boot | oader also is freely downl oadable fromthe GtHub in order to test

and pre-activate their builds. Full working order adapters needs then to

be flashed the tied firmwvare app, which can be requested to ne according

to instructions of the Gthub site.

Ful ly assenbl ed units can be purchased, fromtinme to time, by requesting
a reservation on the dedi cated Am bay thread =>

(https://ww. am bay. com t hr eads/ hi d2am -v2- 0-w t h- nousewheel - support - hi d- nbuse- and- ganepad-t o- a
14. Thank you for your time, do you have any final words before we finish

the interview?

Thank you for this nice interview

I"mreally glad that in 2023 an el ectroni c Am ga magazi ne |i ke Watl FF?

still exist and is actively followed by lots of *active* Am ga users

wor | dwi de.

And | "mal so glad and proud that *we* all are contributing to preserve,

mai ntai n, and *inprove* that piece of our heart the Amiga is and wl|
al ways bel!



marcin

Interview - Mrcin (A314)

1. Hello Marcin, thank you for taking the tine to tal k about the orgins
of the A314 project. To begin with can you tell us a bit about how you
got started with the Am ga?

| got to see an Amiga over at a friend of mne back in 1986, where his
father had inported it fromthe U S. to use as a video titling machine. |
was totally nmesmerised by the GQU and nouse input, and renenber arrangi ng
wor kbench wi ndows in an aesthetically pleasing order, pixel by pixel, for
probably an hour or so. There's probably a clinical diagnosis that fits

t hat behavi our, but that was the nmonent | got hooked. After endl ess
naggi ng and beggi ng, ny parents got ne an A500 for Christnas in 1987.

Back then DRAM prices were horrendous due to a chip plant in Asia being
destroyed in a fire, so | got to choose between an A501 RAM expansi on or
a 1084 nonitor as accessory for the machine. Those two wore al nbost equa
in price! I went for the nmonitor, and have never regretted that choice,

haha.

2. What did/do you mainly use it for?

VWhen in ny teens, | played ganes occasionally, but nost of the tine the
Amiga was a tool for ne. | programmed sone sinple apps in SAS C but never
got skilled at it, so AMOS cane to the rescue instead. | did sonme |ousy

tunes in Soundtracker but realised that | wasn't a musician either. Sone
years later | got a nodem and spent some time at various BBS s and

FI DO-net mail groups. But the single nost tine-consunming application for
nme was a German PCB-CAD tool called Newi O | nust have spent thousands of
hours draw ng PCBs back then

Today | don't use it that nuch. It's nainly a platformthat | design

hardware for, just for the fun of it. You know, "because | can" | can't
really explain that behaviour, since it doesn't even nake sense to ne,
but at least it gives nme sonme satisfaction. | guess it's |ike nost

hobbi es; they don't have to nake sense, as |long as they nake you happy!
3. Can you explain a bit about what the A314 is?

As you probably have al ready heard, the A314 is an open-source non-profit
project, ainmng to offer an alternative way to get your agei ng Ami ga
up-to-date (as far as we can nmmke that possible, at |east).

4. The A314 seens like quite a mature product, is it based on any earlier
desi gns?

During 2010 | was a frequent visitor and nember of SUGA in Stockhol m
There | had been di scussing a device that could conbine a network
(ethernet) port, some nmenory, an SPI and/or |2C port(s) and sone CF or SD
card storage as a hard disk. This project had gone under the nanme NEMESI S
and was an acronym for NEtwork, MEnory, Serial Interface and Storage.

Initially, we were experimenting with Xilinx Spartan Il FPGAs, but the
| ack of understanding of these devices, and their relatively high
conplexity resulted in the project never getting off the ground. | nade a

PCB for it, with all the necessary conponents, but we could not find
anyone conpetent enough to help us with the HDL code for the FPGA

5. Thank you, Marcin, so the origins of the A314 were the NEMESI S, how
did it evolve into the A314?

| came up with this idea back in 2018, or even earlier - but let's stick



with 2018 for the shape and formit has today. It started sonething |ike
this: "Wiy isn't the trapdoor expansion port used for nore interesting
things than just adding chip nen?" It may seemlike an odd question to
ask, but that is a trait | have; to think outside the box, and to see
possibilities others may have overl ooked. Sinply, | have an issue with
rigid rules and conforming to standards. Sonetines (actually, quite often)
| do things just because they can be done, and | ess because there's an
actual need for themto be done (ny way).

In the case of the A314, there was a nice coi nci dence where ny need for
obscurity met actual real-life needs.

The first A314 was the -500 nodel because it fit in the A500's trapdoor
port. That port is not a full-fledged conputer bus |ike the side-car
connector, but rather an extension of the Fat Agnus DRAM bus. This neans
it is restricted in what it can provide to just DRAM nenory. The access
cycles aren't ordinary CPU cycles, but ones optimsed for accessi ng DRAM
chips with all the peculiarities that come with them

So, to nake "sonething else"” that still sits in the trapdoor slot, this
"thing" had to expose an enulated DRAM as its interface since that is the
only thing Fat Agnhus expects fromthat port. So how do you do anyt hi ng
useful with an enul ated DRAM?

By this tinme nmy thoughts and i deas had caught the attention of ny friend
Ni kl as Ekstram at the tinme a frequent visitor at the SUGA HQ in
Stockholm | nyself ama long-time nenber of the Swedi sh User G oup of
Ami ga, and that is where this idea was born

Being rather well-inforned about the Amiga architecture, we recognised
that there is the concept of DMA, which is widely used within the Am ga
itself. DVA nmeans that nultiple devices in the conputer may access its
menory. Up until then, conmputers were built around the idea that the CPU
was the only device that used/accessed RAM (with a few exceptions). Anm ga
on the other hand, used the RAM as a shared resource that any device in

t he machi ne may use. Sonme devices were primarily readers of menory, others
just wote information to it, whilst nmost did a little of both. This was a
uni que concept that the Amiga was built around, and why the conmercia
peopl e at Commobdore kept chanting about "the many co-processors”. Sinply
put, DMA neans | oad sharing. How does this cone into play with a

Raspberry Pi, you may ask?

Well, the A314 is just a shared nenory resource between the Raspberry and
the Amga. Wth the little "trick" that it is done so fast, that the Am ga
hardware with all its processors and what have you, doesn't even notice

the presence of the RPi. Only nade possible by the 30 years of
sem conduct or evol uti on since the gol den Am ga years.

The trapdoor menory expansi on was desi gned by the Ami ga engineers to be
exclusive to the Fat Agnus chip nmenory controller, and there was no support
for DVA in that specific part of the hardware. But being blazingly fast,
the A314 (or nore specifically, Niklas HDL code in the FPGA that is so
fast) noves data in and out of the ermul ated DRAM i n between the

Ami ga/ Fat Agnus accesses. Hence the DVA we do goes by without interrupting
the normal work of the conputer! In fact, there is no way for the Anm ga
totell that it is an A314 in the trapdoor instead of an ordinary A501
expansi on.

This feature is what makes the A314 100% safe and conpatible with al
existing software. If you don't invoke the specific A314.device, it wll
just continue on enulating an A501. So here we cone to the second part of
the A314 clever inplenentation (if | may say so nyself )

How does the Amiga switch on the full features of the A314?

That is done using the RTC..



The Amiga 500 was a cost-sensitive conmputer, aimed at the equally
sensitive home nmarket. This is why Commpbdore told the Ami ga engineers to
save costs wherever possible during the design of the A500, and so they
did. One of the first parts that got excluded, was the Real Tine C ock

At the time (pun) home conputers rarely had proper tinekeeping. And since
there was no global standard for acquiring tine renmotely, the machi ne had
to have a battery-backed chip that kept a clock and cal endar runni ng even
when power was out. A500 didn't have an RTC, but if you bought the A501
menory expansion, it came with such a device. So does the A314-500, as it
has to enulate all aspects of the A501

Wthin the tiny nenory map of the RTC nodule (it has 16 addresses/
registers), there were a few bits - yes, we're talking single bits here -
that were unused, and those bits are utilised by us to initialise

signal ling between the Ami ga a314. device driver, and the Raspberry P
"a314d" daenon service. Once the services and drivers are up and runni ng,
they agree upon a reserved area of the shared A314 nmenory to use for fast
data transfer between the two computers throughout the remainder of the
session. A new different shared nenory area is negotiated every tine the
Amiga is powered up. The reason for this awkward setup, conpared to the
nore common "secret handshake" nethod, is to guarantee that no random
conbi nati on of data in the emulated chip menory, will ever interfere or

i nadvertently cause issues with the A314. This is why we can say with
absol ute confidence that unless initialised, the A314-500 is 100%
conpati ble with the A501, and thereby all existing Anmiga software.

6. Can the Raspberry Pi be used for nore functions in the Anmi ga?

Al t hough the Raspberry Pi is a conplete Linux machine, fromthe
perspective of the Amiga, it's just a co-processor - a little hel per
that does away with tedi ous tasks, |ike SSL website decrypting or MP3
audi o decoding - so the Am ga can carry on being it's best, being an
Ami ga.

For this to work well, ie. to cater for a nice user experience, make
sure your Amga PSU is in good shape. Mst of the conplaints and

i ssues we have heard over the years come fromold, out-of-spec PSUs
wi th agei ng capacitors and ot her worn-out conponents.

7. What nmade you turn to Raspberry Pi as a solution?

During the devel opnent period, the Raspberry Foundation had rel eased the
Raspberry Pi, and | had been working with vari ous SBCs (Single Board
Conputers) at work over the years, so was quite confortable with them
And it was at this point that the idea of putting an RPi in the trapdoor
sl ot of an A500 was born. Actually, when | initially presented the idea
to a bunch of guys who were hanging out at our club HQ it was nmet with
scepticismand dismssal. Mst of themhad already | ost hope in the
NEMESI S, and they thought this was another of ny wild and unrealistic

i deas. However, at that time there was a new guy who had joined recently:
Ni kl as Ekstram He sat nostly coding sone denbs in Assenbler or playing
his favourite Am ga gane, Silkworm He had overheard our discussions,

and instead of joining the choir of dismissal, he replied "I think it is
doable. And | think it is a realistic goal." And so | began ny friendship
with N klas, and the beginning of the A314 story.

8. Was it a difficult road to the A314?

Now, that story wasn't a straightforward path to success, because none

of us still couldn't code a single word of HDL, nor had we done any such
simlar project before. But we were stubborn and kept on iterating

t hrough several hardware designs until one day we had sonething that
worked. | must say that this would have been inpossible without N klas's
fantastic ability to read and conprehend any type of progranm ng code. It
seens that readi ng programm ng | anguages is to him as obvious and natura
as reading English or Swedish. That is unfortunately not the case for ne.
My skills reside in the graphical spectrum having designed PCBs since the



Ami ga days of the early 90s. (At the tine, actually using an Amiga and the
German ECAD suite "New O ) After sone tine, and ne attending HDL training
to no avail, we split up the work such as | designed the hardware, while
Ni klas wote *all* the soft- and firmvare. It was a tremendous anmount of
time spent, especially fromN klas part, who had not only witten the HDL
code for the FPGA but al so designed and coded the framework that includes
drivers for both platforms, *and* all the applications on top of that,

that were using this elaborate system There is really a |ot of advanced
progranmm ng behind the A314, but maybe it's better if Niklas explained

t hat himsel f.

Once we had a working version of the A314-500, it was rel eased publicly
on G tHub: https://github.coni nikl asekstrom a314 and shortly after, |
brought it with ne to Amiga34 in Neuss in Germany. There it caught some
attention, but | think it was only a few people who grasped the
'greatness' of having an RPi as a co-processor in the Amiga. One of

them who did was Cl aude, who |ater created the PiStorm accelerator. |
don't think, however, that the A314 was the spark for the Pi Storm project
even though Ni klas has hel ped Caude with various bits and pi eces over
the years since. And as you probably know, parts of the A314 software
suite have been ported over to Pi Storm

After the successful 'launch' of the A314-500, | went on and nmade an 600
version for the trapdoor slot of the A600. It was a straightforward
revi sion, as both machi nes have nuch in common. The main difference is
that all A600s cone with the newest Fat Agnus 8375 that can handl e 2MB
of chip RAM Further, Commopbdores engi neers had for some reason nmde a
signal accessible in the A600s trapdoor, that would allow a device to
di sabl e the onboard chi pRAM on t he notherboard, and thereby provide al
of the 2MB chip fromthe trapdoor port. This was an unexpected feature,
that we of course take advantage of in the A314-600. For the -500 there
are various hacks to do the sane thing, but they require not only
upgradi ng your Fat Agnus, but some cutting and soldering to the

not her board as wel |

9. The original A314 for the A600 and A500 whi ch were designed by you
are different fromthe A314-cp, how did the A314-cp cone about?

Now we are sonewhere in the beginning of 2020, and the pandenic is
beginning to show its effects. The chip shortage didn't come until late
2020 or the beginning of 2021, but somewhere around this tine, the

main chip of the A314, the Intel MAX10 FPGA di sappeared fromthe narket
and is largely gone until this very day. Since our design was heavily
dependent on that chip, there wasn't nmuch we could do, or at |east that
is what | thought. Until the previous sumer of 2022, when (al npst)

wi t hout warni ng, N klas nessaged nme with photos of a device he had

desi gned, built and of course programred hinself. That was the

Cl ockport-Pi interface:

https://github. com ni kl asekstroni cl ockport _pi _interface

Later, it becane called the A314-cp (for Cock Port), due to it's
functional simlarities with the previous A314s. However, this device
uses a different approach for comunication between the platforns,
whi ch you will have to ask N klas about the details. On a high |evel,
it is still a shared nenory that is accessible fromboth the Am ga
and the RPi, but it is not part of the ordinary Anmiga nenory map

i ke the A314-500 and -600 is, and it has its own driver nodel. |
deci ded to nake my own variation of the -cp PCB | ayout, mainly
because | wanted to streamine it for mass production, and there
were some mnor things | thought could be done differently. That,

and that | wanted to take advantage of the fact that the RPi Zero
was conpletely free from conponents on one side, and so could be
nounted flush with the A314-cp board, making for an extrenely conpact
unit.

Thank you for your tine Marcin, we w sh you and N kal as the best of



luck with the A314 project.

10. Since we are nearing the end of the interview we al ways ask
our guests, how many Am gas do you own?

Oh, this is alnost enbarrassing, but to date, | have 2 x A500s. 4 x A600s
3 x Al1200s, 3 x A2000s, 1 x A3000, 1 x CD32 and 3 x CDTV' s. The reason
for having three is to have one for devel opnent and experinents so that
you won't lose any sleep if it breaks (ie. ugly exterior is ok), one that
is the "proper" one, and one for redundancy/spare in case sonething
happens to the prinmary nachine.

11. And what is your favourite Anmi ga nodel ?

Hm that would be the CDTV, but actually any nodel fromthe "original"

16-bit machi nes. And that cones down to my skill level, or rather a

wi llingness to | earn about their hardware architecture to such an extent
where | feel | have a, if not conplete, then at |east a very good grip on
how t hey operate (at a hardware level). | guess | could |l earn about the

32-bit ones too, but for now, |I feel it's kinda "not worth the effort”.
There are enough 16-bit Amiga platforns for me to make hardware for

13. Finally, where do see the Am ga scene 10 years from now?

Ri ght now we're in a sweet spot for the Amiga, as many of us who renenber
the platformfromour youth, have conme to a point in life where we can
afford it and actually spend both a ot of time but al so substantia
amounts of noney on it. Not too far fromnow, the hype will npbve on, and
instead, we will see devices fromthe late '90s and early 00" being
focused on as "retro", and so on. The Amiga retro scene will dimdown to
a smaller comunity of true enthusiasts, and eventually when we who
"grew up" with the Ami ga have passed away, then (hopefully) a new
generation will take over. They won't be attached to the Am ga out of
nostal gia, but rather a genuine interest in the hardware and software of
early, commonly accessible, conputing. Much like those tinkering with
really old cars fromthe early 20th century. This doesn't answer your
speci fic question of "10 years fromnow', but my guess is that we will be
somewhere along the line | described.
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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 2.10 - June 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? |ssue 2.10 - June 2023#



Welcome to the Amiga Groups section!
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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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Cover Disk Number 2

June 2023 Cover Disk Contents

For this issue | amvery excited to have a denp of in devel opnent gane
Hamul et. | nside the Whatl FF? drawer you will find the Hamul et drawer.
The gane can be run from Wrkbench, or be witten to an ADF if you w sh
totry it on a nmachine without a hard disk. Just a few words from Remi
before you try the gane.

We are excited for you to try out this Hamul et deno. Just a heads up
it is for pronotional purposes only and is not for resale. Since the
gane is still in devel opment, the denp nmay contain bugs or inconplete
features and may not represent the final product. Thanks for
under st andi ng and have fun pl ayi ng!

If you have any technical issues or questions please contact us at:
subm ssions@hatiff.info or visit Rem's website:

=> https://remantic. com
The rest of the content in the cover disk are inmages relating to reviews

and guides. | hope you will enjoy this issue's cover disk, if you enjoy
t he denp pl ease contact Rem to |et himknow.



What's coming up in the next issue?

Next |ssue - 2.11 Septenber 2023

| hope you enjoyed our 10th issue, it has been a pleasure seeing the
nmagazi ne grow over each issue with nmore content. Wiile it mght be hard
to top this issue we already have some plans for the next issue and they
are the follow ng. Reviews: |mageFX 4, AmigaKit LED Lights, Omi Port

and the CD32 Disc Reference Guide. In addition we will also have guides
for Brilliance, LightWave, how to create a digital scrapbook in |InmgeFX
and possibly a guide on beginning in RedPill. Al ongside that we shoul d
have the usual interviews, ganme reviews and hopefully Kevin Saunders and
Steve Lord back again. See you next issue in Septenber!

#Next |ssue - Wiatl| FF? | ssue 2.10 - June 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? I ssue 2.10 - June 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






