WhatlFF? Issue 2.11

This PDF has been generated by a proof of concept AG2PDF function. It's very basic so far and not even close to finished but here you go!

WhatlFF? For The Creative Amiga User

<span cl ass="shi ne">What | FF?<span cl ass="fill">-1ssue 2.11 Septenber 2023</span></span>
For The Creative Aniga User

| T

| e |[L
| [
[T == . e T|
[11_J [ T O O [ T O O IV (gl == ||
|1 ]

[ L O T O OO O O O O O R R B B

I Y T Y O O T O O O M [T 17|

T Y T O O S O N | [ 1T T

[ T T T O O O O O O O O e T T P

[ [ 1 I L] |

| | - Row

I j

ENTER MAGAZI NE



Welcome to WhatlFF?

-# What | FF? - Issue 2.11 - Septenber 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.

- | NVENTS CORNER- --- COVER DI SK- - -

Get the latest fromKevin and find out whats on this issue's coverdi 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

Hell o agai n and wel come to anot her issue of WatlFF?, the magazi ne that

is free but gives you so much! As | sit here witing at my A1200 | have
finally finished adding all the articles, reviews, guides and interviews.

It has been an exhausting sumer here in Japan with the average tenperature
bei ng 35 degrees, and as much as | enjoy working on ny Amiga it has nade it
a bit of chore this issue, however enough of my nmpaning and onto this

i ssue.

We say hello to two new witers, Tristan Shiflett and Roald Strauss of who
have contributed their expertise on anything Am ga audio related. Kevin
Saunders is back with updates and John Scolieri has two gui des regarding
the fantastic PiStorm |van Sorensen has a great piece on Ami ga magazi nes
fromthe past today. Sadly Steve Lord was unable to make it for this issue
however fingers are crossed he will be back for the Decenber issue.

The magazi ne readership has been steadily growing and it has been a rea

pl easure to have your conments. | have to give nassive thanks out to
AmigaBill for doing a section of his programme on the nmagazine. It is a
real boost to all involved in the nmagazi ne when we see feedback |ike that.
Well | will not keep you any |longer, | hope you will enjoy this issue and

again if you you feel that you would like to contribute to the nmagazi ne
pl ease contact us at: subm ssions@whatiff.info



Free For All About Anything

Shell Talk - by: Roald Strauss

Physi cal nmedia FTW
Hello. My nane is MsthalLu and |I'm addi cted to physical nedia.

At our house we have no subscription to any stream ng service what soever.
We cancelled Netflix | ooong ago after years of disappoi ntment over the
poor selection of novies. All we have now are DVD's and Blu-ray's. And
that's what we prefer.

Here's why:

Availability

First of all, a lot of the novies we like to watch - classic 80's novies
for example - sinply aren't available on any streaning service. So in these
cases there really isn't any other option for us. Granted, sone ol der
novies that we like to watch, can be found freely and | egal on YouTube
and/or archives, but it's always in sone crappy quality version, and never
with the subtitles we want. And sure, there's the option of illega

downl oads - and then spend hours trying to find a subtitle file that

mat ches that particular version of the novie. No thanks. W feel nore
confortable sticking with | egal options.

W Want The Directors Cut

Movies are a big interest of ours, and we usually prefer watching the
Directors Cut version of the nmovie, rather than the standard theatrica
version. Usually the stream ng services only have the theatrical cut, and
that's just not good enough for us.

Qurs To Keep

We get to keep nmovies - in their original version. Streamnmi ng services are
way too "unstable". Movies are renoved fromthe selection w thout warning.
Sone are even edited decades after rel ease, because soneone sonewhere got
of fended by sonething silly. You need the original physical nmedia to
prevent this silliness.

Quality
Streaming just can't match the quality of Blu-ray Full HD novies. Not to
nmention 4k novies. 'nuff said.

Price
Contrary to popul ar belief, physical media is actually cheaper than
st ream ng services.

If you want a "full" selection of new novies, no single stream ng service
i s enough. Expect to pay at |east 3 service fees (and still not be
conpl etely happy with the selection of avail abl e novies).

Meanwhil e, the newy released blu-ray version of the novie you're waiting
to see on your streamng service, is available in stores for roughly one
third the expense, or |ess (depending on how many stream ng services you're
subscribed to of course).

A der novies can be found on physical nedia - often still wapped in foi
- here and there for alnost nothing. Oten less than 1 EUR

Di spl ay
Many people will enphasise the advantage of streami ng: Al your novies
doesn't take up any space! But if you're soneone who actually prefer your



novi es to take up space, and be di splayed on the shelves in the living-room
for a cosy atnmosphere, then streaming is not an advantage at all, is it?

No I nterruptions

Wth the DVD or Blu-ray we're not risking any annoying interruptions due to
problens with the Internet connection or the service provider. Wile | admt
this is rare, we did experience it quite often at one point, and it was
extremel y annoyi ng.

Bonus Cont ent

Al ways nice to watch. Especially gag reels.

Yes | know you can always find these on YouTube, but as w th everything
online: You never know how long it'll be available, and you al so have to
wat ch 2-3 comercials before getting to it. Not worth it.

Peopl e who advocate stream ng often argue with stuff like "Ch, but what if
you take a break watching a certain show, and get back to it a nonth |ater
- you can't renenber how far you got! Stream ng services renenbers that for
you!" Yes they absolutely do - and blu-ray does too! Even years after the
di sc was | ast played, the player can remenber how far you got.

It is true though, that some blu-ray discs doesn't offer this feature -
because the manufacturer can choose not to add it, for whatever reason. But
t he technol ogy does support it. Even for shows spanning nultiple discs -
the blu-ray player will tell you which disc to insert, and start playing

t he next epi sode.

Even in cases where the manufacturer chose not to include this feature,
there are still players - even DVD players - that remenbers how far you
got. So shut up already.



Welcome to the reviews section!

Har dware Review. Omi Port for Am ga 1200
What's an Omiport? Find out inside if this little adapter might be
t he expansi on port the back of your A1200 has been waiting for
Hardware Review Ami gaKit Triple LED Adapter
We have reviewed LED Iights for the A1200 in the past, see if this one
from Am gaKit has anything nore to offer over the conpetitors.
Software Review. | nmageFX 4.5
| mmgeFX has been around for many years and in 2020 the | atest version
was released with RTG support. Find out if it is still king of the hill.
Books Revi ew. CD32 Di sc Reference Cuide
A new book listing all of the CD32 releases and nore, read on to see if
this is another Anmiga book to add to your bookshel f.
Sof tware Revi ews: Am net Coodi es
Am net top selection, each issue will feature a different contributor

#Revi ews - What| FF? |Issue 2.11 - Septenber 2023#



Hardware review: Omniport

Har dware Review. Omi Port for Am ga 1200 - by Tino Paul

Product Name
Omi Port - Miulti port adapter for Am ga 1200

Devel oped By
Al i nea Conmput er

Avai |l abl e From
am ga- shop. net

Price
25.95 EUR

Har dwar e/ Sof t war e Requi renent s
Ami ga 1200 with free expansi on port

Test Machi ne
Ami ga 1200/ 0sS3. 2/ TF1260/ 1 ndi vi son AGA M3/ A314- CP

Revi ew
Omi - of all things, is an adept for the adapter from Alinea Conputer.

For nmost of the A1200's |life the rear expansion port has been nostly
limted to SCSI ports or nore recently video port adapters. However the
Omi Port is the first board to really nake use of the free space at the
back of the Ami ga.

In the fambus words of the Cat "Wat is it?" - for those who do not know
check out Red Dwarf series 2 episode 'Stasis Leak'. Well enough of ny
Red Dwarf geekery onto the review ...

The Omi Port is a small board that can be screwed into your A1200

not her board, it provides two USB ports, one HDM and one mcro sd slot.
The HDM connector is conpatible with the Indivision AGA M3 and if you
have a Mk2 there is an additional cable available. The USB ports can be
used wi th Rapi dRoad USB or Subway USB card. The Mcro SD port can be
connected to the internal SD card on a Vanpire or interal IDE port with
an additi onal adapter. Those with A1200.net cases will be happy to hear
that the board also fits without issue. The Indivision AGA M3 vi deo port
unfortunately does not fit into the screw space on A1200. net cases so the
Omi Port is ideal for those with a M3 and A1200. net case.

Install ation

To install the board you will need take off the top cover, keyboard and
renove the floppy drive or Gotek. Fromhere it is a sinple case of aligning
the screw hole and tightening the screw. Another nice feature of the

Omi Port is the included backplate which is available in a variety of
colours to suit your case. | chose the transparent one as ny case is an
A1200. net transparent one. Fitting the cover can be a little tricky and
requi res sonme consi derabl e pushing. Once the board is securely tightened
and the rear plate in place, you can connect your cables. For ny situation
I only have the Indivision AGA M3 to connect, which was the main reason
for purchasing the Omi Port. Again the necessary cables were already
included and it was just a sinple case of plug and arrange the cabl es.

Once the case was back on | could view my work, the transparent panel did
not match ny case exactly it still looked a |ot better than before. Having



the HDM cable secured tightly is a bit relief and having the option of
addi ng USB capability or changing nmy internal HDto an SD card is very
useful .

The Omi Port fills a need that 10 years ago that woul d not have been
necessary but the nunerous upgrades and addititions to the A1200 this
little board has becone quite the essential purchase.

Fi nal Thoughts

| have found that the Am ga has beconme a black hole of sorts, with each
passi ng year there are nore and nore ways to upgrade and keep your Anm ga
current. And amid all this the poor A1200 becomes quite a mess of dangling
cables and wires. The Omi Port is sonething that addresses a need for
cleaning up that ness. | find it to be very reasonably priced at 26 EUR and
adds a bit of future proofing. You do not have to add USB capablity to use
the card but if you do in the future then you do not need to suffer hanging
cabl es out of the case or worse cutting holes into it.

On a final note, |I did not nention in the review the use of the Omi Port
with the PiStorm For those of you who have a Pi Storm and use the interna
SD card, it can be a hassle changing the card. The Omi Port can be used with
the internal PiStorm SD card with a small adapter, negating the need to open
your case each time you want to change the SD card. If you have either an

I ndi vi si on M3, A1200.net case, Subway, Rapi dRoad or/and PiStormthen this
board is a great addition to your Amiga. Thank to Alinea Conputer for their
fast shipping and reasonable prices.



Hardware review: Amiga Kit LED

Har dwar e Revi ew. A1200 Triple LED Adapter (AmigaKit) - by Tino Pau

Product Nane
A1200 Triple LED Adapter

Devel oped By
Ani gaKi t

Avai |l abl e From
am gakit.com

Price
9.29 &BP

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

Test Machi ne
Ami ga 1200/ 0sS3. 2/ TF1260/ 1 ndi vi son AGA M3/ A314- CP

Revi ew

LED Adapters for the A1200 are two a penny, every Amiga shop is selling
their version of the board and with each conpany cones variations with the
board. For some reason | believed that we had reviewed an LED board in a
previous issue but after checking I do not see one. So this has altered ny
review a bit.

To begin with, my LED Iight had stopped working due to being caught
nunerous times on the keyboard hol e, the cable having been pulled out. At
this time | went in search for an LED repl acenent and found one by Sordan
for a great price, it also had the added advantage of having a plug at both
ends of the cable. However the cable itself was very thin and as | had
suspected it eventually broke. So it was tine to find another LED adapter
and one that was nore sturdy this tinme.

Back in the day magazi nes woul d get sent stuff to review but with the nmarket
bei ng much smal |l er now we do not have the |uxury of having things sent to us
for review This neans that we have to bargain hunt which in hindsight works
probably better for the reader

So to make a long story short, | eventually found an LED adapter that | ooked
like what | was hoping for fromAmgaKit. My main criterias were 1) a thick
cable, 2) plugs at both ends, 3) fits into an A1200.net case. The AnigakKit
adapter fit all three. The other added benefit of the AnmigaKit adapter was
the option to change the colours of the LEDs. So for exanple if you m ss

the red LED for power fromthe earlier Am gas you can have that for your
A1200. You are limted to red, yellow and green though. | chose green for
power, yellow for the floppy disk and red for the hard disk. It would have
been nice if they had nore col ours avail abl e however it is very useful being
abl e choose even out of the three.

From Engl and to Japan

Ordering fromAnm gaKit was a fast and easy process as usual, however | did
run into their 'extended' processing tine for orders which was quickly
sorted after e-mailing and posting on EAB. AmigaKit is a great conpany that
has been around for a long time servicing us Am ga users when there was no
one else. Saying that, it is sad to see how their custonmer service has gone
down hill over the years.



Once the adapter was sent it quickly arrived, as usual their packi ng cannot
be beat. The adapter is very solidly built, there are two LEDs together but
it is difficult to see the line when in use. Installation was easy and there
were no issues with the lights fitting into ny A1200.net case, there is
about 2nm of space either side which was a bit of a dissapointnent. The
cable is thick and sturdy with the connector on the top of the board. This
made it a bit difficult to plug in the cable, especially if you have stubby
fingers like nyself. Placing the plug on the side or bel ow woul d have nade
it a bit easier to access.

Once installed the LEDs were bright and nicely lit up ny transparent case.
| was happy with the order of LEDs | had chosen but at the same tinme nissed
the original green, yellow, orange configuration

Fi nal Thoughts

Bei ng able to unplug the LED adpater fromthe keyboard is a small but not
insignificant detail if you are often opening your case. The Am gaKit
adapter is very good in this regard, the cable is strong, the lights are
bright and you can choose the order they are installed. Even the slightly
difficult access of the port on the board is not that much of a big deal

If you are looking for a replacenent LED adapter for your A1200 the Am gaKit
board is a good choice at a reasonable price, it is conpatible with the
newer cases and has a linmted range of options and nost inportantly has a
thi ck cable and can be uplugged at both ends.



Software Review: ImageFX 4.5

Software Review. |InmageFX 4.5 - by: Tino Paul

Pr oduct Nane
| mgeFX 4.5

Devel oped By
Nova Design, Inc.

Avai | abl e From
Am St ore
apps. am st ore. net/i magef x/

Price
26. 31 GBP

Har dwar e/ Sof t war e Requi renent s
KS 2.1+, 2MB Ram 20MB+ HHD Space

Test Machi ne
Amiga 1200 + Pi Stornm TF1260

Revi ew

When you think of graphics in the 80s and 90s the Amiga arguably was the
| eading platformwith its 4096 col ours available fromthe get go and
programes such as DigiPaint allowi ng the user to edit photographs it was
the machine to have. Alnpst forty years later and the rest of the world
has caught up and surpassed the Amiga, making it irrel evant when it cones
to digital graphics, or is it?

If we ook at the |ater Amiga nodels, mainly the AGA nachines the HAM 8
node is a great substitute for 24-BIT displays, tool that up with an
accel erator and your old Anmiga can becone quite the i mage mani pul at or
VWhat we need is nodern software and while technically |InageFX 4.5 was
released in 2020 it is still the newest conmercial inage processing
software the Anmiga has. So, lets take a | ook and see how it has fared
after three years.

Oiginally I had planned to purchase the CD version in the hopes of
receiving a physical manual with it but it turned out that the CD

version was just that. As such | went for the digital downl oad instead.

Pur chasi ng was smooth through the AM Store App Store. A-EON Technol ogy Ltd.
had purchased the source code and future devel opment rights from Wodal
Design LLC in 2015. The | atest version runs on Amiga OS and Morph CS.

Wil e the purchase went snoothly | did not receive ny key due to the
some issue with the screen update. However a quick e-nmail got me sorted
with a downl oad key.

Installation
You have a nunber of options when starting the installer

Install InmageFX 4.5

Install I mageFX 4.5 Extras

I nstal |/ Renove Hooks and Mbodul es
Install Ani nBrushes

Renove | mageFX 4.5

Renmove | mageFX Extras Only
Install PowerStation

* % F kX kX



When you choose 'Install |nmageFX4.5" another list of options will cone up
and they are:

Install Al Versions

Don't Install Optimzed Versions

Install for 68020/ 68030 with Floating Point Unit
Install for 68040

Install for 68040 with Floating Point Unit
Install for 68060

* % X % X F

Choosi ng the version suitable for your systemis quite easy, the only issue
is if you have a machine with an LCO60, in this case you will need to choose
"Don't Install Optimzed Versions'. It takes a little while to install
everything so during this tine it mght be a good idea to grab a drink or
sandw ch.

Under C assicWB | had no issues with installation and | oadi ng the progranme
however when | tried to |load up a picture be it a JPEG or I FF an error
request or popped up. After much head scratching it seened that there is
somet hi ng causing an issue with ny instaal of CassicWB. To get |ImageFX to
work and | oad images | had to use Wrkbench 3.2 or BetterWB 3.2. Under 3.2
i mages | oaded wi thout any issues. So please note that if you are running

Cl assi cWB and want to use lmageFX 4.5 it mght be worthwhile upgrading to
0S3.2 first.

What ' s New?

If you have used | mageFX before then the [ayout of 4.5 will be famliar,
al beit now everything is contained with in floating windows. As far as |
can see there is not too nuch difference regarding the filters and
effects fromprevious versions. Cicking on "Filter” will present you
with the follow ng options:

- Dynam ¢ Range
- Histogram Equal i sation
- Colour Limt

- Anti Alias
- RI.P
- Video Filter

- Median Filter

- Renobve Grain

- Col our Bal anci ng
- Count Col ours

Conparing that to ImageFX 2, the filter options are exactly the sane.

Distort provides nore options however with the newer |nmage FX

| mmgeFX 2 | mmgeFX 4.5
- Distort - Displace
- Wave Distort - Wave Distort
- Swirl - Swirl
- Varp - Varp
- Pol ar Bl ur - Pol ar Bl ur
- Mosaic - Mosaic
- Pol ar Mdsaic - Pol ar Mdsaic
- Spheri ze - Spheri ze
- Dream - Dream

- Liquid

- Bubbl e

Ef fect has al so been boosted with three nore options:

| mgeFX 2 | mgeFX 4.5
- Renpve Feature - Renpve Feature
- Ol Paint - Ol Paint



- Disperse - Disperse

- Roughen - Roughen
- Apply Texture - Apply Texture
- Straw - Straw
- Crystallize - Crystallize
- Radial Star - Radial Star
- Lens Flare - Lens Flare
- Paint FX - Paint FX
- Hockney Tiling - Hockney Tiling
- Lightning - Lightning
- FilmGain
- Fire
- Sparkle

Aside for the additions to Distort and Effect, the nmmjor difference
between Image FX 2 and 4.5 is the interface, layers and a nore built in
hooks. The updated interface is a wel cone update and makes using it with
a graphics board a nuch better experience. The ability to have numerous
wi ndows open nakes for a faster workflow. Thankfully the visual overhau
has not made the progranme harder to use, if you have used | mageFX before
then you will be right at home with the fanmiliar buttons and | ayout.

I mageFX is different fromother progranmmes in howit handle file creation
an exanple of this would be when you want to create a new i nage/ docunent.

Wth I mageFX you do not create a new file or docunment, instead you create
a new “Buffer’, which can be done by clicking the “Buffer® button and then
setting the dinensions, DPI, and RGB/ G eyscale. Click on'OK and a w ndow
will pop up with desired settings. It is possible to load in a palette and
apply it to your image or using the sliders set your own custom col ours.
"Il admit to it being a little confusing at first and requires nore
exploration. If you are used to the colour palettes in DPaint or
Brillinace it could be a little intinmdating at first. But we should bear
in mnd ImageFX is not an art package persay but an inmage processor. And
this is where it really excels, the variety of filters, effects and
addi ti onal hooks nakes this the best inage processor on the Armiga. Wile
some of the actions can seema bit clunmsy by nodern standards it still a
power f ul progranme.

As a test in nodern usage | |oaded up sone photos froma holiday. The
phot os were taken with a N kon D3500, at the maxi num resolution of the
canera. Loading the inmage took a long tinme, around 2 mnutes even with ny
TF1260 and Pi Storm 32-lite connected. If possible using the onboard | DE on
the TF1260 or the internal SD card of the PiStormw Il make a difference
in load tinmes.

Once | oaded | reduced the size to sonmething nore Amiga friendly. Dragging
out the window will not enlarge the imge, only the window. To do that you
need to click on the (+/-) buttons. It took some experinentation and
searching of buttons but | nanaged to distort sone photos, cut them out
and paste theminto another inmage. Render tinmes were fast, especially with
the PiStorm the TF1260 was sl ower but the screen update was faster
Hopefully a future update of will inprove the chi pram access and sl ower
screen update

Fi nal Thoughts

ImageFX 4.5 is a wel come upgrade, the new interface | ooks great, the use of
layers and extra filters have all kept InmageFX at the forefront of Ami ga

i mage processors. The ability to load and save a large variety of file
formats makes this the inage processor to go to. Wth all that power cones
conplexity and it will take tine to learn howto use ImageFX to its ful
potenti al .

At the beginning of the review | nentioned that there was no printed manua
with the CD, but there is an Ami gaGui de manual included. It is a very well
witten and |layed out guide and | suggest you keep it on hand when first



using I mageFX. While it would have been nice to have sone exanpl es of how
to do certain tasks it is still very helpful. During ny research | did
find a manual for sale on the Barnes and Noble website for 17.99 USD, but
it is only an eBook title.

If you are looking to do sonme serious inmage editing with your Anmiga then
| mmgeFX 4.5 should be your first stop. It can be used with the standard
Ami ga native nodes or RTG and is very snooth on accel erated Am gas.



Book review: CD32 Disc Reference Guide

Book Review CD32 Disc Reference GQuide - by Tinp Pau

Pr oduct Nane
CD32 Di sc Reference Guide

Witten By
Anmi ga Jay

Avai | abl e From
am gajay.itch.io
ebay. co. uk

Price
Physi cal 22.95 GBP
Digital 10 GBP

Revi ew

| cane across the CD32 book during ny tinmes trawing through Twitter or as
it is now known as X(?!'). Twitter is a great place to find out about new
Am ga projects and the CD32 Disc Reference Guide is one of them Witten
by Ami gaJay it covers all 252 CD32 retail releases each with screenshots
and a short review. The book is cones in at 260 pages all in full col our
and is a very portable A5 size.

There are two versions avail able, the PDF and physical book, the physica
book can be bought from eBay however due to the high shipping rate put on
by eBay | contacted Ami gaJay direct to buy straight fromhim He sent the
book promptly with tracking.

First | npressions

The book arrived after about a week and fromthe outset |ooks very

prof essional with a cover of Zool standing on a flying CD and part of a
CD32 in the bottomright corner. The cover is thick and glossy with the
internal pages matte but also nice and thick. You get a breakdown of the
contents on page 4.

Ganes - 161 titles
Entertainnent - 19 titles
Education - 4 titles
Productivity - 21 titles

Ref erence - 23 titles
After-Market Ganes - 24 titles
Cancel led Titles - 185 titles
CD32 Disc Stats

As you can see the book does not only cover ganmes but the whol e spectrum
of software that is available for the venurable CD32. On each page you get
i mages of the game di sk cover, rear, CD image, title screen and screenshot.
At the bottomright is a rating fromA-F and a short paragraph of text
explaining a bit about the gane and rating.

Wiile | do not own a CD32 anynore, back when it first came out | was quick
to buy the Dangerous Streets pack, the book is a very entertaining read.
Sonetines it is nice to have sonething that you can just dig into quickly
have a | ook around and naybe learn of a newtitle that you can play on a
real CD32 or via enulation. | was surprised at the anount of titles that
were rel eased in the CD32s short lifespan and nore so the newer titles
that have conme out. It seens the same old story though with the newer



titles again not taking advantage of the CD32 hardware.
Fi nal Thoughts

If you have any interest in the CD32 then this is a great addition to your
bookshel f. You do not have to own an CD32 to enjoy the content and it is
presented in a very pleasant manner. Am gaJay has rel eased anot her book
the CDTV Disc Reference Guide which is a bit cheaper than the CD32 book
conming inat 3 GBP if you want to read nore about the Amiga CD machi nes.
Rel easing the book in A5 format was very snmart, | think if it had been

in A4 the book would not have been as useful. As it stands the small size
makes it a very nice way to read about the games and other software

rel eases for the last officially rel eased Conmodore Ami ga conputer.



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. For this issue there were no witers
with the tine to wite up alist. So this time round | will list sonme of the

fun utilities you can downl oad for Wbrkbench.

1. CaBoom
CaBoomis a utility that you place in your WBStartup and it recreates
t he expl odi ng wi ndows fromthe orginal Mac OS. You change the settings
fromthe Tool Types when choosing Info on the icon. Pesonally | |ove
this as it adds a bit nore class to ny VB.

=> http://amnet.net/util/boot/CaBoom | ha

2. PointerX
When the busy pointer was changed froma sleeping cloud in 1.3 to the
rather staid clock in 3.0 1 was a bit disappointed. More so | wanted a
busy pointer that was doi ng something while the Am ga was busy. There
are several ani nated busy pointers avail abl e however | have found
PointerX to be the best. Sinple and effective.

=> http://am net.net/util/boot/pointerx

3. BusyPointers
If you want a bit nore custom sation with your ani mated pointers then
BusyPointers is the utility for you. The default busy pointer has a
slightly different design to PointerX but you can al so choose a
conpletely different style via the Tool Types setting.

=> http://amnet.net/util/wb/busypointers

4. PointerEyes 4.4
For those of us conputing in the 80s and 90s probably will renmenber
installing a small eye utility that would follow the nmouse. Wile
having no real use it was a fun utility to have running on your
Am ga. There have been a few rel eased for the Ami ga but PointerEyes 4.4
is the easiest to install and shows up in the titlebar unlike sonme of
the other pointer eye utilities.

=> http://amnet.net/util/wb/ PointerEyes. 4.4

5. rew ncy
It can get a bit hectic when you have several w ndows open on Wrkbench
and the only way you can find a window is by cycling through the bring
to front button. Rewincy is a great utility that can be copied to the
WBSt art up drawer and when | oaded you can cycle through all the open
wi ndows by pressing 'Tab and Left Amiga' together. A very useful too
for when working in the Wrkbench

=> http://amnet.net/util/cdity/rew ncy
A rather short list for this issue but |I hope you will find sone utilties

t hat you have never used before or feel like revisiting. See you next issue
when we shoul d have another witer giving their suggestions.



gamereviews

Gane Revi ew. CyberPunks 2 - Next Generation
We have a play with the sequel to CyberPunks, CyberPunks 2 Next
CGeneration and see how it stacks up to the original.
Gane Revi ew. N ght Shift
A new futuristic point and click adventure gane available freely
on Aminet. Find out inside if this is worth downl oadi ng.



Game Review: CyberPunks 2 Next Generation

Gane Revi ew. @yberPunks 2 - by Tino Pau

Product Name
Cyber Punks - Next Generation

Devel oped By
Progranmmi ng, G aphics, Audio by Adrian Robert Cunm ngs

Avai |l abl e From
sof t war eanusement s. cont nmut at i onsof t war e/ i ndex. ht ni

Price
Digital 10.99 GBP
Boxed 16.99 GBP

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

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

Revi ew

The origi nal CyberPunks was released in 1993, available for ECS Am gas it
featured bold and col ourful graphics, with cartoony characters. Wth the
sequence rel eased 30 years |ater we have updated and nore "mature" | ooking
graphi cs. Having played the original in 1993 | had found it a fun but quite
a hard ganme, including the time limt.

So what has changed aside fromthere being a 30 year hiatus?

The main differences are that the ganme is now supports only AGA nachi nes,
you can have two players at once and there is no tine limt. The gane can
be purchased as a boxed gane or digital download. | decided to go for the
digital download as |I do not have the space for keepi ng boxed ganes though
t he boxed version is tenpting being only 6 pounds nore. The ganepl ay has
stayed the same with a top down view, the player needs to shoot the baddies
and find keys to open doors, force field bypass circuits to deactivate the
security force fields and Medi Packs if you are losing energy. This tine
around if you pick up a MediPack it will affect your whole team Coll ect
Gold and Siler Crypto to earn enough noney to buy upgrades, use the nmap

to find your location and even ganble your crypto to give you the chance
to buy nore expensive itens.

There is a variety of weapons that can be found throughout the gane, they
are:

* Basic Assault Wapon

O b Launcher

Twi n Laser

Fl ame Thr ower

Speci al Weapons, these can only be bought fromthe ternina

Smart BonbUnit (use the spacebar to activate) Geat for bosses!

* % F % *

How Does It Play?

| found CyberPunks 2 to be a very enjoyable ganme, nore so than the orgina
one from 1993. The ganepl ay has been nade sinpler, the graphics are good,
nore about themlater, the nusic and sound effects are very effective and
the ganeplay is very nicely set. Qickly I found myself getting into the
gane and time quickly flew by. Before | knew it already an hour had passed



by, which is a great mark of a game. The control was tight and | had no

i ssues controlling the characters with ny wirel ess Conmotron pad. An

i nteresting mechanic of the game is that if you want everyone to fire in
the sane direction you need to tap in the same direction three times. It
took me a while to realise this but once | had it figured out it becane
second nature. The first stage is not very hard at all but it is big, your
nm ssion objective is to save AmigaBill fromhis alien captors and the |eve
ends in a hilarious scene with AmigaBill.

Each tine you finish a |l evel you are provided with a | evel code which can
be entered fromthe title screen options nenu. | was very happy to have this
since the levels are quite |arge.

The graphics have changed quite a bit fromthe original ganme and | am not
sure if it is for the better. They | ook | ess cartoony and nore 'Kkick ass
but considering this is an AGA only gane it seens to |lack colour and is
very dithered. In this regard the original ECS gane col ourw se | ooks better
but the actual sprite design is better in CyberPunks 2. Things get better
inlater levels but it still |ooks |like an ECS gane.

The nusi ¢ and sound effects are great, very catchy nusic suiting each of
the stages. Sound effects are spot on and renmind nme of shooters fromthe
Megadri ve and SNES, they have the sane kind of nuffled but bassy expl osions
and shooting sounds. Wen shooting with the laser it is just pure auditory
bliss, remnding me of scenes from Aliens.

WIIl It Install?

Cyber Punks 2 cones on two disks and is only available as an ADF, if you
wish to run it fromyour hard disk you need to abide by the limted
directory settings of:

dh0: Cyber Punks?2
dh0: Ganes/ Cyber Punks2
dhl: Cyber Punks2
dhl: Ganes/ Cyber Punks?2

| found installing the gane with the WHDLoad installer made nore sense than
t he suggested installation. Originally | had some trouble running the gane
on my machine which is an A1200 with a TF1260. | found out that by disabling
t he CPUSPEED SPEED=65 from ny user startup allowed the game to run. Since
then | have had no issues.

Fi nal Thoughts

I had enjoyed the original and was | ooking forward to the sequel, the
updat ed graphics while |ooking nore |ike an ECS gane work well. Moving
away fromthe cartoony style was a smart nove. The ganepl ay has been

cl eaned up and has made it nore accessi ble and enjoyable. Cverall | have
really enjoyed this gane and having AnmigaBill in it is just the topping
on a great gane. Don't |let the graphics put you off fromvideos online
or screenshots, this is a very well constructed gane that oozes ganepl ay
and lots of fun.

Pros and Cons

| mproved ganepl ay and nmechanics

+ Very enjoyabl e shoot er

+ Music and sound effects are spot on

+ Large enough to keep you occupied for a while

- Graphics are good but there is too much dithering going on that nakes
it look Iike an OCS/ECS gane

=+

Scores

Ganepl ay: 8.5/10

Graphics: 7/10

Sound: 9/ 10

Overall: 8.2/10 - Incredibly enjoyable arcade shooting fun than sounds and



| ooks great! Buy now



nightshiftreview

Pr oduct Nane
Ni ght Shi ft

Devel oped By
Ecl ectic | nagi nations

Avai | abl e From
ni ghtshift.cx

Price
Free

Har dwar e/ Sof t war e Requi renent s
AGA Amiga, 2nb Chip Ram GS3.x, 23nb hard di sk space, PAL out put

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

Revi ew

Last issue we had a | ook at NeonNoir a cyberpunk point and click adventure
gane and this tinme around again we have anot her cyberpunk adventure set in
2039 Boston. Exclusive to the Amiga it is available for free from Am net or
the official website: www nightshift.cx.

It will take a little while to downl oad on a real Amiga as the game cones
in at 23nmb, however once you have it downl oaded it is a sinple case of
extracting the file and copying it to your desired |ocation, no need for

an installer or WHDLoad. What nakes the game stand out fromthe get go are
t he HAMB graphics and nusic. The devel oper has taken an interesting route
by not using nod rmusic but stream ng music fromthe hard di sk. This nakes
for a great soundtrack but also neans a lot of hard di sk access, so expect
to see your HD light blinking nost of the tinme. It should be nentioned that
the gane nultitasks which is a welcone feature, as | wite this reviewin
ProText | have the gane running in the background, very nice!

After you have | oaded up the gane, you get a nice title screen with sone
synt hpop nusic streanming fromthe hard disk, you are unable to do anything
until the nusic has stopped streaming. Once it has finished you can choose
fromthe nenu on the left, Start, Resune, Exit. Selecting Start will take
you to the first screen which introduces your main protagnist, Sean, along
with a profile picture. The follow ng three screens set the scene to which
you will be playing in. In nutshell the United States has been divided
into two nations, the FSA Federal States of America and the RNA Republic of
Anerica. The gane deals with the thenes of surveillance and control by

| arge corporations and governments. Finally another |oading screen pops up
with the text 'Chapter One: Night out', it is here you are introduced to
the gane proper with five action icons above, a picture of your bedroom on
the right and text on the left side. The icons fromthe left provide the
foll owi ng actions: Ganme Options, Check Date/Tinme, Check News, View Map, and
Use Phone.

From here is a sinple case of nmoving the nouse around and click on hotspots,
when you hover above a hotspot text will appear on the left. Unfortunately

t he nouse cursor does not change, it stays the sane standard Anmiga cursor
which makes it a little difficult to play. Used to the standard system

used in point and click games | was autonmatically expecting the pointer to



change. From here on you need to explore the ganme, clicking around the
areas, travelling via the subway to other parts of the city and neet people.
At the beginning of the gane nost |ocations are not available, you will have
to neet certain people and travel to other places before you can even go
into the mall for exanple.

Once you get the hang of the game nechanics and how to progress it becones
nore enjoyable and the story is quite interesting keeping you in the edge
of your seat at times. Crypto currency features a lot in the ganme so if
you have a even a passing interest in it you will find this a very

enj oyabl e. The gane can only be progressed by figuring out the puzzles and
riddl es which nmeans that it mght be bit hard for non-native English
speakers to enjoy the gane.

Fi nal Thoughts

I will not ruin the game by going over the story but there are few things
that | would like to address. The gane | ooks very nice, the HAMB graphics
are beautiful and really pop out of the screen. Saying that the nusic is a
bit of an issue, while it sounds great you are the mercy of it. For example
when you get to a new |l ocation the gane will | oad background effects, this
effectively stops the game as the hard disk is naxed out streaming the
sound effects, you are unable to do anything during this tinme. This nakes
for a frustrating and jolting ganeplay experience.

However | would not let this dissaude you fromtrying out the game, a bit
of perserverance and patience will reward you with a very enjoyabl e gane
pl ay experience and a story with a | ot depth.

Pros and Cons

+ Beautiful graphics

+ Great nusic and sound effects

+ Story interesting once it gets going

- Music streaning can be jarring to ganepl ay

Scores

Ganepl ay: 7/10

Graphics: 9/10

Sound: 7/ 10

Overall: 7.6/10 - A beautiful |ooking gane that is hanstrung by | oadi ng and
audi o issues.



Welcome to the guides section!

Pi Storm 32-1ite RTG Setup
John Scolieri takes you by the hand and shows you all that is needed to
get RTG up and running on your PiStorm32-lite.
Runni ng El ude Denpbs on Pi Storm 32-lite

Do you want to run El ude denos on your PiStorm but find are al ways
running into issues? Then worry no nore as John Scolieri shows you how
to run themon a Pi Storm

How to Reduce Noise in 8 Bit Sanpl es
Roal d Strauss takes you through the various processes to reduce the much
hated noise in your 8 Bit sanples.

Li ght Wave 3.5 - Renderi ng DEMs
Learn how to use LightWave to render out DEMs and what is possible and
not possi bl e.

Modern Effects in O dskool Trackers
Learn how to create nodern sound effects in ProTracker and COctaMED
to help add a bit nore depth to your tracks.
Brilliance - Easy Dithering
A short tutorial on howto use the dithering feature of Brilliance
and it's various uses.
| mmge FX4.5 Basics

A new series on getting started with the |latest version of |nmgeFX

#Tutori al s/ Gui des - Whatl FF? Issue 2.11 - Septenber 2023#



PiStorm 32-lite RTG Setup

How to install RTGon a PiStornmB82-lite - by: John Scolieri

Foll owi ng up on nmy Issue 10 review of ny PiStornB2-lite accelerator in ny
Ami ga 1200 |'ve decided to check out how RTG works on it. As there is
currently no other PiStornB2 nodel (at |east fromthe tinme of ne typing
this) and the 'lite' |abel was added to mtigate conponent shortage
problens at the tinme of it's release so to save a few keystrokes |I'll be
calling it StornB82 fromnow on :-)

Before we start you need to have either a second nonitor handy or a nonitor
t hat supports VGA and HDM or DVI or Display Port. Also it's inmportant to
note that RTG with Enu68 does not provide a flicker fixer or scan doubl er
so your system needs to already have one installed or you need to have a

nmoni tor that can sync to Anmiga frequencies/ screen nodes. | personally use
one monitor with a HOM splitter box as seen in Pic 1 which nmakes it easier
to switch fromAGA to RTG nodes though sonetimes | still have to go into

the nonitors settings to switch fromVGA to DVI nodes which only takes a
few button clicks.

So now t hat you have your nonitor situation installed the first thing we
need to do is to get a copy of Picasso096 which can be found on Am net:

=> (https://am net.net/package/driver/video/ Pi casso96)

or you can purchase the | atest updated version which is still being
devel oped today at Individual Computers website:

=> (https://iconp.de/)

Second thing is to downl oad the | atest VideoCore.card file at the
Emu68-t ool s nightly builds website:

=> (https://github. com m chal sc/ Enu68-t ool s/ rel eases)

Wth both files downl oaded you can install Picasso96 fromit's built in
installer and nmake sure to click on one of the graphics cards on the first
install screen (it doesn't matter which one as you'll have to renane it

| ater on).

Continue with the installation clicking 'proceed button at each step unti
conpl eti on BUT DO NOT RESTART your Aniga instead copy the VideoCore.card
file you downl oaded in step 2 to LIBS: Pi casso96.

Next go to DEVS/ MONI TORS and you will find the graphics board you al ready
chose on the first Picasso96 install screen. You can change the nanme to
sonething else if you wish or keep it as it is as the nane of the file
itself doesn't matter. Next open the 'Information' about the graphics board
icon and go to 'Tool Types'. Locate the entry "BOARDTYPE' and change it to
" BOARDTYPE=VI DEOCORE". Now make sure to click save before closing the
screen!

Now you can safely reboot your Amiga 1200 and go to your Prefs folder on
your Workbench and open Picasso96Mbde. Next create a new setting by dragging
the "New Setting" icon to the Setting screen area. You can now give this new
setting a name and attach it to the VideoCore board by clicking on the
"Attach setting to" pull down screen at the top of the wi ndow (it should
show Boar dO: Vi deoCore or whatever nane you gave it). At this point you can
choose and test the built in screen nodes shown on the right hand of

the wi ndow by clicking the "Test" button. Once you' ve tested screen nodes
that work with your setup save changes to Picasso96 and your Amiga 1200 wil |



reboot .

Now you can go back to your ScreenMode Preferences and you shoul d see al
t he new RTG Vi deoCore screen nodes |isted which you can sel ect and save the
setting you wi sh and enjoy your PiStornB82 with Enu68 and RTG

After using RTG for over a nonth now | can truthfully say that it works
flawl essly with no noticeable ag or screen defects on all the prograns |
normal |y use. The only downside (which is rather minor) is that the AGAto
RTG does not switch automatically as noted above.



How to run Elude demos on a PiStorm

How to run El ude denpbs on a PiStorm- by: John Scolier

How | got ny favourite ELUDE denps working again after installing ny
Pi StornB2-1ite Am ga 1200 accel erator

Wth ny 060 accelerator in my Amiga 1200 (running Am ga OS3.2) | just
doubl e clicked on the executable file form Wrkbench and the video started
up great but this wasn't the case after | installed ny PiStornB82 accel erator
but with the power of IconX and TextEdit (or your favourite Am ga text
editor) the problemcan be solved as foll ows:

Note: For this exanple |I'mrunning Elude's Kakao (AGA RTG denp rel eased in
2012 at Revision

1- Open up your text editor

2- Type the following line without quotes "el d-kakao -double -rtg" (if using
AGA type 'aga' in place of rtg).

Not e: el d-kakao is the executable denp file.

3- Save the text file as "kakao-runne" (or click me 1st etc.) in your kakao
deno fol der

4- In Wrkbench go to your kakao deno folder and right click on the
kakao-runme text file created in step 3 and click on the 'lcons' tab at
the top of screen and scroll down to 'Information'

5- dick on the "Icon '"tab and click the 'default_tool' button and choose
"SYS: T | conX'

6- dick 'Save'

7- Now you can go into your kakao denp fol der and double click on the
"kakao-runne" file and enjoy the denp in all its AGA or RTG glory !

8- Now you can do the same thing for all your other favourite El ude denps.

|'ve attached a few screen shots so you don't miss any spaces like the
first time | tried and wondered why it wasn't starting ;-)

Step 2 and Step 5



LightWave 101 - Rendering DEMs

Li ght Wave 101 - Rendering DEMs - by: Tino Pau

If you are familiar with VistaPro then you probably have al ready heard of
DEMs, for those not initiated by VistaPro let ne explain a little about the
DEM format. DEMs are 2D maps used by the U S. Geographical Survey as a way
to describe terrain shape and el evation. The entire gl obe has been surveyed
this way including sone planets in our solar system Downloading and
rendering pre-nmade DEMs is great but what if you want to create your own
DEM for use in VistaPro or even better in LightWve?

We neet again old friend ..

Creating a DEMfile is very easy, however you need to nake sure you use the

right software for this. In nost cases | work with Brilliance but for sone
reason and the author was never able to find out why, ScapeMaker did not
like IFF files nade in Brilliance. So you will need to | oad up good old

DPai nt. ScapeMaker can inport two sizes (258x258 or 514x514) of IFF files
for conversion to the DEM format however since we want to save out the
DEM file as a LightWave object we are linmted to forner size (258x258).

ScapeMaker works by reading the |um nance values i.e. dark and |light as
el evation data, white being the highest point and bl ack the | owest point.
It also has certain requirenents regarding file size and bitplane depth.
24-BI T, | FF64, HAM or anything with nmore than 6 bitplanes will not be
accepted. 256 colour or grayscale lowres to high-res however wil|

be | oaded by ScapeiMaker

Armed with this infornmation let's |oad up our old friend DPaint, remenber
to set the image size to 258x258 and a maxi num of 256 col ours. However in
this case | suggest using 16 as we will be working exclusively in
greyscal e. Once you have DPaint |oaded, we will need to create our pallete.

This is acconplised by using the nmenu, finding the '"Color' item and
selecting 'Pallete’ and then 'Mxer' fromthe sub-nenu. A new panel will
appear, set the last colour to white and the click on the black col our and
select 'Spread', click on the white colour next and a greyscale spread wl |
appear in the panel. You can nowclick 'OK to go back to the main screen.

Now the fun part starts, remenbering that white is the highest el evation
and black is the | owest draw an inmage, text, or logo. It nmight help to draw
on paper first what you plan the inmage to look in 3D to help with applying
the el evation values correctly. Save out the file as an I FF and then be
ready to nove onto the next part.

ScapeMaker

ScapeMaker v4 is the version that supports LightWave obj creation, however
first we need to load the greyscal e i mage we have created in DPaint. Once
you have | oaded ScapeMaker you will see two black wi ndows with buttons
above. Make suree 258x258 is selected and then click on 'Loadl FF'. Wen
you have first | oaded the IFF nothing will appear on the screen, you

need to press 'MakeDEM . A greyscale inmage of your IFF will appear, if it
is not showi ng the whole i nage you can select 'Region', your inage wll
appear with a floating wi ndow, drag out the wi ndow to cover your whole

i mge and then click the close gadget. Cick on ' MakeDEM again to see
your whol e i nage.

If you save your DEMas it is, it will be only saved as a VistaPro DEMto
save it for LightWave we need to copy sone files into RAM before saving
the file. ScapeMaker v4 comes with 5 pre-formatted Li ght Wave obj ects



whi ch need to be placed in the RAM di sk when saving a DEM for LightWave.
They are a ' 258x258' sheet divided into 4 quadrants of 130x130 points of
which there are 4 of themas objects. The 5th and final file is a
pre-formatted Li ght\Wave obj 'sheet’' that covers the entire '258x258
object but at half the resolution, which gives you an objct of 17,500
pol ygons. Wth these files in the RAM Di sk when you save the DEM
ScapeMaker will look for the files and automatically create a Li ght Wave
object fromyour greyscale IFF image. Fromthere it is a sinple job of

| oadi ng the object into LightWave, coloring or texturing it and then
rendering. Wth this approach you can also inport VistaPro DEMs and
convert themto LightWave objects to create spectacul ar scenes.

| hope you have enjoyed this short guide on ScapeMaker and Li ght Wave
and as we reach our 12th issue after this one it night be tinme to

say goodbye to the LightWave series of tutorials for a while and
concentrate on sone other 3D software. If you have a particul ar piece
of 3D software you want to | earn nore about contact us and | et us know.



How to Reduce Noise in 8 Bit Samples

How to Reduce Noise in 8 Bit Sanples - by: Roald Strauss

DI SCLAI MER WARNING This article is witten for the Anmi ga audi ophiles only!
Anyone reading this article, whom does NOT identify as an Ani ga audi ophil e,
assunes full responsibility for any nental and/or physical damage it m ght

cause them Neither the author nor \Watl FF? Magazi ne can be held liable for
any enmotional trauma caused by reading this article. Proceed at own risk!

The Quest For Less Noi se

| began ny exploration of the Amiga Protracker MOD format way back in the
early 90s, and have created nany MOD files in the 30 years that has passed

since then. It becane a passionate hobby that |'ve kept exploring till this
day.

Despite many new nodern trackers being avail abl e nowadays, | still find the
4-channel 8-bit MOD format nore intriguing. The challenge in the limtations
are sinmply nmore fun than having no limtations at all. So despite actually
buyi ng one of these newer and rmuch nore nodern DAW in recent times, | use

M | kytracker to create ny tracks 99% of the tinme nowadays.

It's been fun to be able to still discover new things about the MOD fornat
even here in recent years. New techniques for naking various effects.

Al ternative ways of putting things together. And nost recently | began
experimenting with ways to reduce the noise in the 8-bit sanples.

Prior to these experiments | often asked around on various Anmiga oriented
chatroons about ways to reduce the noise in 8-bit sanmples, but the only
feedback | ever got was that it just wasn't possible.

Unfortunately I'mthe kind of person who doesn't believe what people say.
Probably because past experiences have taught ne that nost people don't
actual ly know what they're tal king about. The nore they sound |ike they
know, the | ess they actually know.

Therefore | often end up going on the quest nyself at sone point. And that's
what happened in this case too. | wote this article afterwards in order to
share ny discoveries with you.

Before getting started, | assume you know about the obvious:

- Make sure the 16-bit sanple has a high an anplitude as possible. Even
consi der using conpression in order to boost the overall anplitude

- Likewi se, don't fade the anplitude in the sanple - use conmands for that
i nst ead.

Right. Let's get started then. Here's howto mnimze the noise in 8-bit
sampl es when converting from 16-bit.

The first (wong) info

If you search for sonething like "how to renove noise in 8-bit audio", you
will typically get a lot of results explaining that you need to apply
"dithering" in order to get rid of sonething called "quantization noise".

Aha... and what exactly is dithering and quantizati on noi se then?
Wel |, quantization noise (sonmetines also called quantization distortion)

is the noise that is created when reducing the bitrate from 16-bit (65536
di stinctive sanple values) to 8-bit (256 distinctive sanple values). One



techni que for converting 16-bit to 8-bit is sinply to truncate the 16-bit
sanpl e, which basically neans to just take the 8-bit byte part of the
16-bit sanple. This neans that a 16-bit val ue between 0 and 255 will be
converted to the 8-bit value of 0. And the 16-bit val ue between 256 and

511 will be converted to the 8-bit value of 1, and so forth.
In other words, each 8-bit value will | ose precision with up to 255 val ues
conpared to the 16-bit signal - and that's what's called quantization -

because every 255 values gets reduced to a single value. And it is this
| ost data that causes the noise. The noise is actually the sound of the
m ssing data

X, so what is dithering then, and how is that supposed to solve this?
Well, dithering is sinply the process of "addi ng random noi se" to the
signal in order to hide or disguise the quantization distortion, and
gi ve back the audio a nore natural sound. It supposedly replaces the
quanti zation noise with a "white hissing" noise - which apparently many
peopl e prefer instead.

And there are many different kinds of dithering. The nbst conmmpn one is
cal l ed Triangul ar Probability Density Function (TPDF), and you can apply
such dithering to your sound with the foll owi ng SoX comrand:

sox 16bitinput.wav -b 8 8bitoutput.s8 dither -S

Ok then, so far so good. Sounds interesting. But when we search for these
things online, we tend to forget a sinple but inportant reality: It's not
1995 anynore, and all of these articles about dithering are witten by

| osers who doesn't even know what an Amiga is. They use socalled "nodern

prof essional " equi pnent, and often don't even tal k about 16-bit to 8-bit,
but rather 24-bit to 16-bit or even 32-bit to 24-bit. And the sanpl erates
they use are usually 96 kHz or nore.

Therefore, the dithering techniques they describe does not give the sane
results when targeting 8-bit 16 kHz, |ike we do on (stock) Am ga. Mainly
because of the | ow sanpl erate we use.

The hunman ear can hear frequencies between 20 hz and 20 kHz, and is nost
sensitive to frequencies from2 kHz to 5 kHz. Sone peopl e can even hear
as lowas 12 Hz and as high as 28 kHz. (And it is of course typically in
this group you will find the audi ophile people).

When you apply dithering to a 96 kHz signal - i.e. randomsnall val ues on
each sanple value - it effectively beconmes a frequency of its own that
varies between 24 kHz and 48 kHz - meaning well outside the human hearing
range. That's why it works. That's how you effectively nove the noi se away
fromthe human hearing range.

Not so on Ami ga though, because here we typically use sanplerates between

8 kHz and 27 kHz. If we apply dithering to a 16 kHz sanple, we're

ef fectively adding a noise frequency that varies between 4 kHz and 8 kHz -
which is no where near outside the hunman hearing range. It actually happens
to be in the frequency range we are nost sensitive to. In other words:

It's the exact opposite result of what we're looking for. We're not getting
rid of the quantization noise, but rather just adding an extra | ayer of
"white hissing" noise on top of the quantization noise. So now we have

noi se with extra noise, which is easy to hear on the TPDF dithered sound

gi ven by the SoX conmand above. Usel ess.

But wait. There is al so sonething called "noise-shaped dithering". Let's
take a | ook at that then.

Noi se-shaped dithering to the rescue?

Basi cal | y, noi se-shaped dithering is where you try to shape the dither, so
that it beconmes not so random anynore, again with the purpose of noving the
noise to a different frequency. A sinple noise-shape dithering technique is



done by subtracting each sanple value (of the applied noise) with the

previ ous sanple val ue. Because this will give a bigger chance of a higher
frequency. So for a 44100 Hz signal, instead of the noise rangi ng between
11050 Hz and 22050 Hz, it will now be closer to 22050 Hz - which hel ps,
because that's outside npst people's hearing range. But for a 16 kHz sanple
on Amiga, it's still not a whole lot helpful. It'Il nerely bring the noise
frequency closer to 8 kHz, which is still very audible to all of us.

For this reason, nost of these noi se-shaping dithering nethods won't even
| et you process files with such | ow sanplerates that we use on Ami ga. The
only one that will is called Shibata. And the SoX conmand | ooks |ike this:

sox 16bitinput.wav -b 8 8bitoutput.s8 dither -s -f shibata

It will be I ess noisy than the TPDF dithered output, but conpared to the
original truncated 8-bit version, it will sadly not reduce the noise at all

At the | ow sanpl erates we use on Anmiga, we don't have the option of noving
the noise to a higher frequency outside the human hearing range. Qur only
option is to move it to a | ower frequency. And SoX doesn't seemto do that.

Noi se-shapi ng without dithering to the rescue then?

There is another tool out there called "Shibatch Sanpl e Rate Converter".
Li ke most of the SoX dithering nethods, SSRC also refuse to work with | ower

sanpl erates. Lucky for us though, |I'ma super hacker, so | took a | ook at
t he source code, and did sone nessy hacking experinments with the options.
(Basically | just changed a couple of nunbers so that the tool wouldn't

dismiss my attenpt using a |l ower sanplerate than those supported, but if
anyone asks, | was a super elite WiteHat haX0r Uber geek who changed the
world for the better - or better yet: Say that it can't be done any better
That way, we know someone will invest |oads of time and effort to prove us
wrong and provide an even better nmethod in the near future).

| sinmply changed one of the profiles to "54264 Hz -> 27132 Hz". So that |
have to feed it a 16-bit 54264 Hz file, to get an 8-bit 27132 Hz file back
To do this | obviously have to convert ny 44100 Hz file to 54264 Hz first:

sox nyl6bit44100hz.wav -D -r 54264 nyl6bit54264hz. wav
And then | run nmy SSRC comand:
ssrc_hp --twopass --bits 8 --dither 0 --pdf 1 0.1 --rate 27132 ny16bit54264hz. wav ny8bit27132hz. v

Notice |I apply "--dither 0" which neans |I'm not actually doing any dithering
anynore. This is all "just" noise-shaping. And that's probably the key.

| have no clue about inner workings of SSRC, but | can clearly hear a
di fference between this SSRC result and the previous SoX results - also
when using 27132 Hz for the SoX comrand too. SSRC gives a much better
result with far | ess audible noise.

The problemw th these techni ques though - both noi se-shaping and dithering,
is that it never actually renoves the noise. It nerely noves it to a
different spectrumin the audio. And because it varies which frequencies

di fferent people hears best, there will always be sone people who hear
*nore* noise in the sanples where *you* hear the *least* anount of noise.

So what do we do?

Well, the only thing we can do really, is to consider the majority and/or
trust our own hearing as nusicians and pick whatever nethod *we* find the
| east noisy. Googling around seens to indicate that nost people are very

happy with the results that SSRC produce. And | definitely agree, despite
ny messy "hack" to allow 27132 Hz out put.

So SSRC is definitely on the list of useful nethods to reduce noise in our



MODs. But the downside is that it forces us to use a sanplerate of

27132 Hz... And that's another thing to keep in mnd when using the SSRC
net hod: As soon as you play the sanple at other sanplerates, the

noi se-reduction effect nay di sappear. It may even result in nore noise than
the truncated sanple will give.

Manual noi se-shapi ng

X, so dithering is off the table. Dithering is no friend of Anmiga. W do
not like dithering. Noise-shaping seens to be the way forward though. So
let's experinment sonme nore with that.

SSRC is definitely on the list of useful nethods, but surely we nust be
able to find nore useful techniques? Preferably sone that doesn't require
us to use - and stick to - a sanplerate of 27132 Hz. It would be nice with
a nethod that can be used with | ower sanplerates, and which allows us to
actually play the sanple at different sanplerates w thout |osing the

noi se-reduction effect.

Let's take a | ook at manual noi se-shaping on one of the nost noisy sanples
in 8bit: The sine bass.

I've created a fewtools of my own that | use for this. First | use a
little command-line tool to create a 16-bit C 1 sine tone in 16726 Hz. |
then load this file with another small tool | made, which gives ne a
little sinmple graphical display of the 8-bit conversion along with the
guanti zation noise that's created fromthe conversion (anplified to better
see it).

Looks like this: Image 1

I can then manual |y adjust each sanple value in order to shape the
guanti zation noise into something a bit nore snoboth or soft.

Looks like this: Inage 2

The result of this process is that the white hissing noise gets repl aced

with a harnmonic distortion. The hissing noise is gone, and instead | have
a socalled overtone nixed with nmy sine - which | very nmuch prefer instead
of the noi se.

So to me, this is also a good solution for getting rid of the noise, and
rather effective in the case of a sine sanple. But it's not that easy to
apply to all kinds of sanples. The nore conpl ex the sound, the nore
difficult it is to find "pretty" shapes for the quantizati on noi se.

The | east anpunt of quantization

For the next experiment, we will pick the sanple values that results in the
| east anpunt of quantization. If for exanple we start at a 16-bit val ue of
10, and the next sanple value is 240. Then the | east anmobunt of quantization
for the 8-bit sanples would be 0 and 1, instead of 0 and O which wll
normal ly be the case for a truncated 8-bit sound. That way the quantization

will be 10 and 15 instead of 10 and 240, which will logically reduce the
noise a bit - nove it to a lower frequency - but it will also change the
actual sound. It will kind of constantly nove the DC offset, and can

therefore easily result in the sound noving outside the avail able anplitude.
Conparing a normal sound with the sound produced by this method, we can see
how t he sound wanders off and | eaves the w ndow.

Nor mal Sanpl e:
Nor mal | mage

Sanple with | east ampbunt of quantization per sanple:
Least Anpunt of Quantization |mage

Wiile it's clear for ne to hear that the noise has i ndeed been nbved to a



| ower frequency, it's also clear to see that this approach will only work
for short sounds.

14-bit remains the ultinmate sol ution

The final nmethod on the list is the 14-bit trick, in which you need two
channel s and two sanples. One 8-bit sanple played at full volune + one 6-bit
sampl e played at volume 1. This will give you a 14-bit'ish quality output,
whi ch gives the absolute best result of all the options - despite using

| ower sanpl er at es.

So which nethod is the best?

Well, the best nmethod is the one that works best for the specific case. Most
of the tine, the best result is produced by using a m x of different
nmet hods. Because each met hod has advant ages and di sadvant ages.

Met hod | Advant age | Di sadvant age

Dthering | No advantages at alll | More noise
ssc | Moves noise down | Mt be 27132 b2
Menual shape | Noiseless! | Hermonic distortion
Least amount | Moves noise down | vanders off
Labit trick | Best resuti | Requires 2 channel s & sounds
______________ TR

The SSRC nethod is useful when needing to play snippets of recordings, e.g.
when you have downm xed many channels into a single sound.

If you can't accept needing to use a sanplerate of 27132 Hz for this - and
if your sound is a short one - you can opt for the | east anount of
guanti zati on met hod.

The manual noi se shapi ng works best for short chip sounds.

The 14-bit trick has the disadvantage of needing 2 channels and 2
instruments, but it doesn't necessarily require nore bytes than the SSRC
nmethod. 1've found this nmethod to be rather good for creating basslines
with far | ess noise than plain 8-bit bass sounds has.

And that concl udes ny noi se-reduction experiments. | hope sonme of you found
it useful. :-)



Brilliance 101 - Exploring the Dither Tool

Brilliance 101 Part 10 - by: Tino Paul

Hel | o and wel cone back to the 10th part of the Brilliance 101 series, this
time round we are going to ook at a very sinple but effective tool if you
have only a limted palette available. Oten you will see dithering used in
ganes on the Ami ga and al so on the Megadrive and SNES, it was a standard
tool /effect to be used before we have thousands of colours available in
gane.

To get access to the dither settings you will need to find the 'Draw Mde
button on the right side of the panel. A right nouse click will bring up

the panel. W will be working with the buttons 'Dither 1' and 'Dither 2

and using the sider at the bottom But first a quick explanation of the

di fferences between 'Dither 1' and 'Dither 2'. Wen you select 'Dither 1
with the dithered pattern being the current selected colour and the areas
with no paint being always bl ack. You can change the intensity of the

dither by using the slider at the bottomon the panel. |If you want a uniform
dither then sticking to the values of 10 is a good idea, i.e. 10% 20% 30%
and so on.

Wth 'Dither 2' paint is applied to the image in a dithered pattern using
the currently sel ected col our and the background colour. Like '"Dither 1' the
intensity of the dither is controlled by the slider. O the two | find
"Dither 2' to the nobst useful since |I can change the space col our between
the pixels to another colour. Please remenber that if you are painting with
a background colour no dither pattern will appear as the dithered col ours
will both be the sane.

You can use 'Dither 1' and 'Dither 2' with any of the paint nodes, even
with text, which can prove to be quite useful. Free hand painting with the
di ther tool can give you sone neat effects and it pays to play around with
it.

That is it for this issue, a rather short tutorial, however next issue we
will delve nore into the 'Draw Mbde' options and see what other tricks are
possi bl e fromthere.



ImageFX 4.5 101 - Basics Part 1

| mmgeFX 101 - Basics Part 1 - by: Tino Paul

| mmgeFX i s probably the best inmage processor there is for the Am ga,

however with this power cones conplexity and it can be a bit tricky figuring
out how to do things beyong scaling or adding sinple filters. In this guide
we will look at creating a digital sunmer holiday postcard. While this guide
was done with ImageFX 4.5, nost of what is done can be done in | mageFX 2.

If you anything |ike nme then you probably have drawer full of photos from
your holidays. Being it 2023 they are nost probably digital photos and
maki ng our task much easier than 28 years ago. To begin with find a photo
that you want to be your main inmage, for my exanple | chose a shot of a
beach from Amam island. The photo is quite |arge, over 4,000 x 4,000

pi xels. Now while this is fine for nodern day systenms the old 2MB of chip
ramin your Amiga can barely hold an inmage that size, so either resize it
on your Mac/PC or do it the correct way, resize it in InmageFX This is
easily acconplished by loading the .jpg file, this will probably take a
while so go grab a cold drink and some snacks while you wait. Once the

i mage has been | oaded all you need to do is click on 'Size' and set the
hei ght and wi dth. For our postcard lets use a high res but friendly

1024 px by 768 px, once it has finished scaling save the file as an |IFF

Now we have to choose our other images that we will paste into the main
i mage. The sane process as above shoul d be followed but to help save
Chi pram reduce the size of the imges to 500 px by 500 px.

In nmy exanple | found a photo of the lovely breafast that we had eaten
at the hotel. What | want to do with the photo is shrink and create a
pespective effect. This can be acconplished with the ' Transformi button
A wi ndow panel will pop up with several types of transformations, select
"Perspective 3D Rotate'. A grid will appear over the inage buffer, by
clicking and holding the left nouse button you can rotate the inage.
wanted to create an angl ed i mage, ny settings were:

Rotate X 35
Rotate Y -34
Scale X = -25
Scale Y = -25
Anti Alias = On
Locked Ratio = On

Take note of Scale X and Y, this is very inportant as if you | eave them

as is your inmage will be cut off at the edges. Using the slider you can
shrink the inmage so the edges will not be |lost. Once you have your settings
as you like them click on 'Preview to see if anything needs to be
changed.

Now we will need to cut out the nodified inmage, | have tried in the past to
find an easier way using mattes but without a nmanual | had to try it another
way. |f sonmeone knows of another way to do this please contact ne at the
magazi ne so | can update this tutorial accordingly.

So on to cutting the image, you will need to click on the '"Full' button and
select 'Poly', then draw an outline around the perspective altered imge.
We need to cut out the inage next and this is done by clicking on the
"Brush' button, a selector will pop up and you will need to choose

"Pick Up Region'. Next go back to your main image and you will see the cut

i mage has replaced the nouse cursor, find a spot that you |like and press
the left nobuse button to paste it down.



To recap what we have done so far is to bring in our nain inmge, the post
card background if you will, reduced it to a nore nmanageabl e size. Then
brought in another image, reduced it, transforned it using the Perspective
3D Rotate, cut it out and pasted it on the main i nage. What we need to do
next is bring in some nore pictures and do the sane but changing this tine
t he Perspective 3D Rotate settings, experinent and use the preview as much
as you can to save tine.

Once you have set your inmages its tine to give the nmain inage a bit nore

pi zzaz! Find the 'Effects' button and choose 'Lens Flare', if you left click
on the top preview inage you can position the flare where ever you want, to
i ncrease the size of the flare left click, hold and drag the nmouse sideways
to change the size. Use the Preview box at the bottomto see if you are
happy with the results and then click on 'Okay'. Finally to give our post
card a nore postcard'ish ook, find the 'Arexx' button, when you click on
it a requestor will pop up, choose 'Border.ifx', you can |eave the border
width to 10 or nore. This will put a nice white border around the card
nmaking it ready to be sent to all your other Am ga buddi es or uploaded to
Ami net. Here is an exanple of the results you shoul d expect.

That ends our first |mageFX guide, | hope you found it useful. Right I am
going to go and grab a cold drink before | nelt before my Aniga in this
summer heat. Until next time, Am ga Forever!



How To Create Modern Effects In Oldskool Trackers

How To Create Modern Effects In O dskool Trackers - by: Roald Strauss

Many of the nodern DAW avail abl e nowadays cones with a lot of built-in
effects, we can use: Echo, reverb, phaser, |owpass filter, highpass filter
etc. All with "automatisation" options too, which allows you to change the
| evel s of the effect dynamically. Fancy stuff!

But for sone of us, the ol dskool way of tracking just remins the nost
appeal ing and intriguing option. Producing ol dskool formats |ike MOD, XM
S3M and I T that can be used on ol der classic platforms, instead of creating
t he bigger sized streaned formats that can only be used on the nore nodern
pl at f or ns.

But these old formats generally doesn't offer such fancy effects options,
so what do we do there? Sinple: You simulate the effects.

In this article | will describe how you can achieve the foll ow ng coo
effects in these old formats - even in the 8-bit 4-channel MOD format:

- Echo

- Reverb

- Phaser

- Surround sound

- Lowpass filter

- Highpass filter

- Bitcrunch

- 14-bit quality in an 8-bit MID

There are of course many ot her kinds of effects you can create with the old
formats, such as Tinestretch (using 9xx). But this article is not about the
avail able built-in effects-commands. This article is about how to achieve
other effects that isn't officially supported by the format(s) with effect-
conmmands, but rather effects you can achieve nostly by playing two sanpl es
at the sanme tine.

Now, obviously you can al ways achi eve nost of these effects sinply by
merging the effect into the sanple itself: Load the sanple into Audacity
and apply the effect. Then replace the boring-effectl ess-sanple with this
new sanpl e-wi t h- awesonme-effect in your track

And I'mnot saying that's a wong way to do it in sone cases. | use this
approach nyself sometines, depending on the effect and the track. But
nerging the effect(s) into the sanmple will give a rather static result -
al ways the sanme anount of the effect. And that's not an optinmal solution
in nmy hunbl e opinion.

In this little guide, we'll focus is on howto achieve a nore flexible
versi on of these effects, where you can adjust the levels dynamically in
your track, thus ending up with nuch nore variation of the effect.

1. Echo

The nost sinple of themall. Al tracker nusicians (should) already know
about this one. It is no doubt the nost used effect in the list, and no

one woul d ever think about nerging this effect into the sanple. |'mjust

including it here to make it a conplete Iist.

To add an echo to a channel, sinply copy the channel of the pattern to
anot her channel - insert a few enpty rows at the top for the delay, and



reduce the volune of all notes. That's all there is too it. And you can
do this nmultiple times, thus using nmultiple channels to produce a bigger
echo effect.

You can al so add sone panning on the echo-channel (s) (if supported by the
format), to enhance the echo-effect further

The dynamics of this effect can thus be controlled with the volune and
panni ng of the echo channels, and of course how many channels you want to
use.

You can hear an exanple of such an echo effect in ny track

Happy_Sunri se_HQ 8bit. nod
=> https://ww.indi eganenusi c. com 5098

2. Reverb
To create a dynamic reverb, we first need to produce a sanple of a reverb

Load your sanple into Audacity, and apply sone heavy reverb effect. If the
effect is strong enough, the actual instrunent will be al nost gone, and
only reverb will be left - which is what we're going for here.

Normal i se and apply Conpressor a few tines to boost the reverb. Then create
or find some good | oop points, so the reverb continues forever.

This way you'll have a reverb sanple to go with your actual instrunent.
We're not merging the reverb effect with the sanple in this approach. W're
nerely producing a separate reverb sanple to use. One that is really |oud
and thus needs to be played in a different channel at a | ow vol une.

VWhat's the difference in the actual result, you ask? Well there are two
advantages with this approach: First, you can now adjust the |evel of
reverb you want, in the actual track using volune conmands, rather than in
the sanple. This can thus be dynam c through-out the whole track

Second, because the reverb sanple is normalised and conpressed, and thus

pl ayed at a very low volune, it'll practically be noiseless in an 8-bit MDD
Had we instead nerged a |l ow reverb effect into the sanple, it would have
been rather noisy in an 8-bit MOD, due to the mx of |ow anplitude and
guanti zati on noi se.

The dynamics of this effect is thus controlled by the volune of the reverb
sanpl e, and how many channels you use. An instrunent that only uses 1
channel, could easily use 3 additional channels for the reverb sanple.

But we only have 4 channels available in Protracker of course. So in an
alternative approach that only use a single channel, we can nerge the two
sanmpl es together: Merge the instrument sanple with the conpressed and
normal i zed reverb sanple. This approach is nostly useful for short

i nstrunments though, and the idea is that you fade the volune of the sanple
to reduce reverb. The nore reverb you want, the | ess you fade the sanple.
The advantage with this approach is that you only have to use a single
channel . You can hear an exanple of such a dynamic reverb effect in ny
track:

Connect i ons- MOD
=> https://ww. indi eganenusi c. com 5430

3. Phaser

A phaser effect is achieved by playing the sane sound in 2 channels
slightly out of phase.

In case of a | ooped synth/chip sanple, a phaser effect can be achi eved by
copying the instrument to another instrunent, and adding a finetune on one
of them Playing both sanples at the sane tinme will then create a | ooping



phaser effect. And because we used finetuning on the instrunent, we have
the effect colum conpletely free for other effects.

Alternatively, you can use the sanme sanple in both channels, using
finetuni ng effect command on one of them For a MOD you can use conmands
Elx and E2x. For an XM there's Xxy available for even finer tuning. You can
al so get some funky effects with 4xy. Any command that controls vibrato and
portanent o makes the dynam cs of this effect.

4. Surround Sound

You can turn the phaser effect into a surround sound'ish effect sinply by
panni ng each channel to each speaker

5. Lowpass Filter

Low and highpass filters are essentially the renoval of high or |ow
frequencies. To create a dynami c | owpass filter on a certain sanple, first
| oad the sanple in Audacity and apply a highpass filter. (Yes, you read
that right - apply the opposite filter of what you want in your track).

Then invert the sanple (al so known as boosting the volunme m nus 100% .

Now | oad this highpassed inverted version of your sanple into your tracker
and play it with the original sanple at the sane tinme. Make sure they're
bot h panned the sane.

You will now only hear the | ow frequencies of the sound, because you're

pl ayi ng the inverted high frequencies of the sane sound at the same tine
with the same panning, effectively renoving the high frequencies, thus
resulting in a |lowpass filter. Setting volume on the inverted high
frequency sanmple will determ ne how much of the high frequencies to filter
away. Full volunme = All high frequencies renoved. Low volume = Very little
hi gh frequenci es renoved.

Creating a lowpass filter this way will give you

- One normal sanple
- One hi ghpassed sanpl e
- Dynami c | owpass result

You can hear an example of such a |ow pass filter done this way in ny
track:

Unshackl ed. xm
=> https://ww. i ndi eganenusi c. com 4797

That's 64 levels of |owpass + 1 |evel of highpass.

Thi s approach requires 100% precise timng of the player though

(Read nore about that later). For an alternative way of achieving a

simul ated | owpass filter, you can sinply create the | owpass sanple in
Audacity, and play that together with the normal sanmple, slowy decreasing
vol umre of one while increasing volunme of the other. That approach won't
require precise tinmng, but you'll mss the highpassed sanple as the other
approach will give you.

6. Highpass Filter

To create a highpass filter is done the exact sane way as the | owpass
filter, except of course you select the |owpass filter in Audacity instead
of the highpass filter

Any equal i ser effect you want to dynanmically filter out can be achi eved
this way.

You can hear an exanple of a high pass filter done this way in ny



track:

Back to_Basi cs. xm
=> https://ww.indi eganenusi c. com 3352

7. Bitcrunch

A bitcrunch effect can be achi eved much the same way as the | ow and

hi ghpass filters are done. Sinply run your sanple through a filter that
cuts of f the upper or lower bits, depending on what effect you want. Then
invert the sanple, and play both at the same tine. Again you have the
dynam cs avail abl e by adjusting volume of the effect-sanple.

For exanple, you could split an 8-bit sanple into two 4-bit sanples,
produci ng a rather rough noisy sound, that you can slowy fade away and
back using the vol une.

out bytel ow = (inbyte & O0xOf);
out byt ehi gh = (inbyte >> 4);

8. 14-bit quality in an 8-bit MOD

The sane way you can play two 4-bit sanples in an 8-bit environnent to
produce 8-bit sound with the bitcrunch effect, you can also play two 8-bit
sanmples in a 16-bit environnent to produce 16-bit sound. This may not sound
a whole lot interesting at first. Wiy split up a 16-bit sound into two
8-bit sanples like that? Because: This technique al so works on certain

ol der platforms, such as the Am ga, where you officially only have 8 bits
avail abl e, but technically the Paula soundchip is capable of nmore: It can
achieve 14-bit'ish quality. | will skip the technical explanation, and just
say that you can - by splitting a 16-bit sanple into an 8-bit part and a
6-bit part - actually get 14-bit'ish quality on Anmiga. (The "ish" part
neans "Definitely nuch better than 8-bit, but probably not quite true
14-bit"). And who wouldn't | ove that bass to be | ess noisy?

A 16-bit sanple consists of sets of 2 bytes. Shift the first byte of each
set 2 bits to the right, and save all these bytes as "6bit.raw'. Save the
other byte as "8bit.raw'

Play the 8-bit sanmple at full volune, and the 6-bit sanple at volune 1.

out byt e6bi t
out byt e8bi t

(i nbytel >> 2)
i nbyte2

You can hear an exanple of and 8-bit MO with 14-bit quality in ny track

Happy_Sunri se HQ 14bit. nod
=> https://ww.indi eganenusi c. com 5098
and al so in:

Sneaky_Chi ck_14bit. nod
=> https://ww.indi eganenusi c. com 5052

(Try turning on/off channel 3 in Sneaky Chick to the difference.)

A note about | ow highpass filter, bitcrunch and 14-bit

Low and highpass filters, as well as bitcrunch and the 14-bit trick al
require precise tinmng in order to work, because the two sanples has to

pl ay 100% synchroni sed.

This is not a problemfor the XM S3Mand IT format, since all trackers
and playerlibs for those formats has such a precise timng

But trackers and playerlibs for MOD files sadly aren't consistent when it
cones to precise timng. In other words, these tricks won't work with al
trackers and playerlibs for the MOD format. So if you insist that your MODs



nmust play correctly everywhere, you should avoid using these tricks.

But if you only need your MODs to play correctly in the producti ons where
they're actually used, go ahead and use these tricks all you want. Just make
sure the playerlib thati s used, handles the MOD(s) correctly. This can be
done sinply by listening to the track(s) when played in the gane.

|'ve had gane-devel opers help me test playback of MODs using these tricks
on various platforms, and so far it seens that the only platformthat has
issues is the Amga, and only with Protracker 3.Xx

Protracker 2.3d handles themfine. Same with H ppoplayer and Delitracker.
Eagl ePl ayer only handles the tricks for the right speaker though. The built
-in playerlib in AMOS al so supports themfine, tested on A500 and A1200.

So I'mseeing a lot nore players that support these tricks, than players
that don't.

Now go have fun playing with these effect-sinulations. :-)



Articles

Custom Music vs Stock Misic
Roal d Strauss takes you through the pros and cons of custom nusic and
stock nusic. This is a great article if you are naking rmusic or |ooking
for music for your gane.

Anmi ga Magazi nes Yesterday Today
I van Sorensen takes a fresh | ook at the nagazi nes of yesteryear and
sees what they can offer in 2023.

Revi siting The Tokyo Retro Conputer Users

A year later and we re-visit the Tokyo Retro Conputer Users neet to
see what the gang are up to
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Custom Music vs Stock Music

Custom Musi ¢ vs Stock Miusic - by: Roald Strauss

There conmes a tinme in any ongoi ng ganme devel opnent project, where the gane
-devel oper has to nmake up his m nd about whether he wants to find a

nusi cian to do customnusic for his game, or if he can settle for the stock
musi ¢ alternative; finding existing ready-to-use tracks in the style and
nood t hat natches the gane.

Meanwhil e, all the world's nusicians have the exact sanme choice to nake:
They must al so deci de whether they prefer to do project work or stock mnusic.
The target platformdoesn't matter. Wether it's a honebrew gane for a
classic platformlike the Amiga, or a comercial gane for a nodern platform
it's still the same decision both parties has to nake.

From t he game-devel oper's perspective, having customnusic tailored to the
gane obvi ously sounds trenendously appealing. "Wat could possibly fit ny
gane nore than nusic that has been specifically witten for it?"

But it's not always the holy grail the najority seenms to think: The

nmusi ci an doesn't always live up to the vision and expectations of the gane
-devel oper, and sonetines it sadly doesn't take nore than that for the whole
project to slowy crunble and collapse. In the case of a comercial project,
customnusic is usually also nmuch nore expensive than the stock nusic
alternative

Fromthe nusician's perspective, project work typically pays a lot nore than
stock nusic does. But it also requires much nore tinme and effort to create -
and being instructed on how to do the nmusic can often kill the passion

which can easily affect the quality of the end result.

These pitfalls doesn't autonmatically render project work usel ess of course.
There are | ots of game-devel opers and nusi ci ans who nmanage to avoid these
probl ens, and have a thriving teammork for many years. |I'mnmerely saying it
shoul dn't be considered a bullet proof golden path to succes.

For me personally, as a much bigger artist than businessman, | basically
want an approach that |ets nme stay passionate about ny nusic - which neans
| absolutely have to have the freedomto create exactly the style and nood
| feel like, when and how | feel like it, in ny own pace, for whatever
platforn(s) | feel like, in whatever filetype(s) |I find interesting at the
tinme, and without having a stressing deadline to worry about. It's al

about artistic freedomfor me: | just want to make the nmusic that | want to
make, when | want to make it. And then gane-devel opers can take it or |eave
it. It would of course be nice to be able to earn a little pocket noney on
ny music, but all the other factors weigh a *lot* nore. | am *nuch* nore of
an artist than a busi nessman.

Wil e wanting all of those things for nmyself, | of course also realise that
t he gane-devel oper has a sinilar list of things *he* wants: Be able to
acquire high quality nusic that fits his ganme perfectly, with a matching
genre and nmood, in the filetype that his platformand devel opnent
environnent requires, that has a certain max filesize, nax channel use to

| eave room for sfx, all at a |ow cost - and of course delivered before the
deadl i ne.

So the question is: Does such a nodel even exist? A single recipe that
delivers all the wishes fromboth parties at the sane time, despite having
such opposite interest?

In nmy experience: *Yes!* That is *exactly* what stock rnusic can do for both



parties.

|'ve been conposing nusic for over 30 years now, and have been offering ny
tracks to game-devel opers via |Indi eGaneMusic.comfor half of that tinme.

Here's what |'ve |l earned during those 15 years.

In reply to the nost frequent statement | keep hearing in the "custom nusic
vs stock music" debate: "Stock nmusic will never fit the gane as well as
customtail ored music".

Wel |, apart fromthe already nentioned pitfalls with that approach, 1've
simply 1 ost count on how many tines |'ve put a stock track of mine online
at | ndi eGaneMusi c. com t hinking "This doesn't sound |ike gane nusic at all
No one will ever request this track", only to be contacted 6-12 nonths

| ater by a gane-devel oper with the words: "Ww This track is literally
*perfect* for ny gane!"

The first couple of tines | experienced this, | was rather surprised,
because | hadn't expected anyone to find that track usable at all - and
definitely not decidedly "perfect". But over tine it nmade nore and nore
sense to ne. OF *course* that track is perfect for his gane. It nakes al
the sense in the world. The keyword being "world" here.

*Any* track anyone makes will of course be perfect for *sone* ganme out
there in the big world. It's nmerely a matter of how long it takes for that
particul ar gane-devel oper to decide to create this gane of his, and
subsequently how long it takes for himto find the track online. And

I ndi eGameMusi c. com has a ton of search options to hel p the gane-devel opers,
so that part shouldn't take |ong.

And that's it really. That's the short and sinple explanation of how stock
musi ¢ becones an equally good option as custom nusic, for both the game-
devel opers and nusi ci ans.

"But what if the game-devel oper wants exclusive nusic then", | hear someone
yell out in the back. "Yeah! And how can the nusician even earn a decent
penny with this approach?", someone else joins in

The answer to both of those questions is: "Licenses".

Just because we're tal king stock music doesn't mean the gane-devel oper
can't get exclusive tracks. |ndieGaneMisic.com gives both parties plenty of
options here:

If noney is of no object to the gane-devel oper, and if he insists on being
the only one in the world using the track(s) for his game, then he can
search for tracks available with an Exclusive Resale |license. Tracks that
hasn't been used for anything yet can be offered exclusively, and they wl|
usual ly still only cost about half the fee that the equival ent custom nusic
woul d cost.

Shoul d t he gane-devel oper wish to pay even |less, he can go for a mx of a
Non- excl usi ve Resale license + a Platform Exclusive |license for the

specific target platformof his game. Buying the Platform Exclusive |license
prevents ot her game-devel opers fromusing the sane track on the sane platform
For newer platforms, this will typically cost the gane-devel oper about 25%

of the fee he would have payed for the custom nusic equivalent. And for the

ol der classic platforms, such as the Amiga, it's typically less than 10% of
the price for custom nusic.

Goi ng even cheaper than that, the game-devel oper can al so choose to settle

for a Non-exclusive Resale |icense (without a Platform Exclusive |icense).

Tracks sold with this Iicense can be sold many tinmes to nany different game-
devel opers on many different platforns, which is why the price is typically
only between 5 EUR and 20 EUR per track. And that's why this license is the
nost attractive one for both parties. Many sales for the nusician, and very
i nexpensive for the individual game-devel oper. But obviously not a solution



for those gane-devel opers who want the nusic to be solely associated with
t hei r gane.

Finally, there are also quite a |ot of nusicians who offers their tracks
with a Freeware |icense. This nmeans game-devel opers may request to use the
track free of charge *if* their game is also free of charge. Notice that
this license requires that the ganme-devel oper doesn't nmmke nobney on the
gane in any way.

So as you can see, there's a *lot* of flexibility with usage and prices.
"Ck ok, but how does the nusician earn a decent penny on this then?"

Sinple: By offering a Non-exclusive Resale |icense + several Platform
Exclusive licenses for his tracks. That way, the nusician only needs to
sell this combination of licenses 3-4 tines in order to have earned the
same he woul d have nade on doing the same track as a custom one.

O alternatively, sell the Non-exclusive Resale |license al one 10-20
tines.

To increase the chances of selling a track nultiple tinmes, it's a good

idea for the nusician to make the track available in a filetype that can
actually be used on nultiple platforns - and/or nmake it available in
multiple different filetype formats - and/or make it available in multiple
different qualities and filesizes. In other words: The rusician nust engage
hinself in the inpossible nission of "pleasing everyone". Did you nake a
4-channel 8-bit Protracker MDD bel ow 80 kb? Then you can convert it with
SNESMOD to a format conpatible with the Super N ntendo. You can al so use
Timdity to convert to MDI, or use 2M Dl from Un4Seen to convert to a

M DI +SF2 soundf ont .

Ofering the track in many different filetype versions |logically increases
chances of selling the track multiple times to different gane-devel opers on
different platfornms. But it also increases chances of selling the track
exclusively - to ganme-devel opers who is targeting multiple platforns with

t heir game-project, and thus needs the same track(s) to be conpatible with
many di fferent audio systens. Additionally, some game-devel opers who are
targeting a classic platform such as the Anmiga, sonmetinmes has to settle
for a lower quality version of the nusic in the gane itself, because of
nmenory / channel / bitrate / sanplerate limtations, and therefore
sometines want to include a CD with the soundtrack in a better quality with
t he physical rel ease.

So to summarise: | recomrend that the nusician tries to offer his tracks in
both WAV, MP3, OGG XM MO and nore if possible - all in multiple
different bitrates and sanplerates and qualities.

"Fi ne, but how often does the mnusician sell 3-4 Platform Exclusive |icenses
then? Or 10-20 Non-exl usive Resale |icenses?", the sceptic continues.

| admit, this is sonething that requires a lot of waiting. But it does also
depend on the track of course - and luck. |'ve sonetinmes sold a |icense
just a few days after putting the track online, but at other times it took
2 years before | sold one.

This tinme span between sales is the only "cost" of choosing to do stock
musi ¢ i nstead of project work. But then again, | don't see howthat differs
a whole lot fromthe tine the nusician would sit around waiting to get
hired for project work.

O course, the target platfornm(s) matter too. As a nusician, |'mobviously
not expecting to get rich of making MOD files for Amiga ganes. | create
those filetypes purely out of the nostal gic passion for ny chil dhood
conputer, and al so because | want to support gane-devel opers on the classic
platfornms in general

But it's not conpletely inpossible to earn sone pocket noney on the old



formats either. I"'mactually seeing quite a lot of interest in the MDD
format. Admittedly not so much from Am ga game- devel opers though. My

bi ggest MOD customers are actually Atari Jaguar devel opers. Gotta | ove
that MOD can be used on so nany platforms. But | hope to hear from nore
Ami ga gane-devel opers in the future. ;-)

Here at the end, | would like to encourage all Ami ga conposers out there
to put your MODs on display at |Indi eGanmeMusi c.com Hel p out the gane-

devel opers on the Amiga (and other classic platfornms) find nusic for their
future projects, by building a nice stock nusic library with the filetypes
t hey need. Thank you.



amigamagazines

Ani ga Magazines - Yesterday Today - by: |van Sorensen

Greetings Checknmarks. Today | amgoing to tal k about Am ga nagazi nes and
specifically as an Anmiga fan in 2023.

Growing up in Denmark, we did have a couple of conmputer nagazines with an
interest in the Amiga, the nost notabl e being the magazi ne known as Det Nye
COMput er (among a few name changes) before the castle walls finally fel

and it transitioned to being a PConly nmgazi ne.

This was a decent magazine with the usual m xture of productivity articles,
gane revi ews, hardware revi ews, industry interviews and so forth. Not a bad
magazine at all really, though the level of professionalismcertainly
varied over the lifespan. The letters page was often quite lively with the
Anmi ga vs PC debates of the day.

However, | did not have a chance to | ook at the UK and US Am ga
publications until many years later when | was able to find scanned archives
of themonline (many are avail able on archive.org these days). | have cone

to quite appreciate these magazines and so | wanted to tal k about what they
can offer you, fromthe perspective of soneone living in 2023 and readi ng
many of themfor the first tinme.

O course, the nost i nmediate use i s nostal gi a: Readi ng about vari ous

pi eces of kit that were being released, marvelling at the prices of a
20-megabyte hard drive and revelling in the excitenment of the Am ga 3000
announcement. Nostalgia often gets a bad reputation in retro conputer
circles, but | think we are all prone to indulging in it at tines,
especially for sonething that was often a formative experience in our
relationship with technol ogy. And | suspect you are nentally better off
spendi ng an hour readi ng about Kickstart 1.3 than spendi ng an hour

scrol ling on Facebook

For those trying to understand the history of home conputing, nagazines are
also an inportant view into what the general outlook was at the tinme. Am ga
fans are quite prone to pet peeves (Piracy killed the Am ga! Doomkill ed
the Am ga! Ranger! ST ports!) And it can be quite hel pful to get an insight
into what the actual thoughts were at the tinme. Wth online access being
far nore limted, magazi nes often acted as the common social ground for
users and are often the best way to gauge what reactions were to a
particul ar product or devel opnent.

Many of the bigger magazi nes were ained at a nore professional audi ence
(Amiga Wrld) or a general user audience (Amga Format, CU Ami ga) and woul d
i nclude tutorials and gui des on topics from conmputer graphics to
programm ng to using specific applications. These tutorials renmain as

val uabl e as ever for people looking to use their Anmiga in the present day.
In many cases, tutorials on specific topics can actually be difficult to
find online and video formats suffer from being slow and inefficient
conpared to a concise witten guide.

Gane players of course benefit greatly from magazi nes. Ganme reviews could
occasionally baffle and frustrate, but it can be valuable to see what the
reaction to a gane was before the internet foruns settled on the one true
answer. You may be surprised to see that nmany ganmes consi dered medi ocre
today were rated quite well, while sone fan favourites had frosty

recepti ons. Perhaps a useful reminder that when it comes to whether a gane
is fun to actually play, it matters less if it has 4 levels of parallax or
3.



Ganmi ng-ori ented magazi nes often featured wal kt hroughs, cheat codes and
hints as one of their main draws. These can be a |lot of fun to try out on
their own (some have errors or only worked on specific versions of the
ganes, and others were straight-up hoaxes) but they are also often not
docunmented well online. Sonetines the only answer to solving a particularly
devi ous puzzle may lie in an old copy of Am ga Format!

A final word of course needs to be said about cover disks. These were disks
wi th denpos, artwork and sonetinmes full games or prograns that came with the
nmagazi ne. Later they would be replaced with CD options in sone cases. Cover
di sks seemto have been nore of a feature in the UK nmagazi nes and sone
users were able to satisfy all their productivity needs with cover disk
progr ans.

Many of these have al so been archived online and froma historica
perspective, it can be a lot of fun to check out a cover disk after reading
t hrough that particul ar issue of the magazi ne. The concrete val ue is perhaps
a bit lower these days, as the full version of a particular ganme is
generally only a downl oad away.

O course, you could run an experinment where you rely entirely on cover
di sk ganes and prograns for your Amiga entertainnent and productivity needs.

Hm 111 be right back, downl oading sonme cover disks.



tokyoretro

Living in Japan is an anmazi ng experience, and over the 17 years that | have
been here, it has grown to becone nmy hone. While there are nmany great things
about Japan, being an Anmiga user is a bit nore tricky. The Am ga was a
presence here and there is hardware avail able and thanks to the Internet it
is very easy to order all sorts of hardware delivered to Japan. However one
aspect that | miss are the Aniga neetups and shows, in Europe and the States
the Amga is well catered to. But in Japan not so much, so when the
opportunity presents itself to nmeet other Ami ga users | generally junp at

t he chance. One year ago | wote about nmy experience at the Tokyo Retro
Conputer Users neet up, there | met three other Anmiga users and got down

to some serious Anmiga discussions. | had always wanted to go back but due

to work or other conmitnents it was always difficult to make it. But

finally nmy schedule lined up with a neet date.

On the 26th of August | woke up to another blistering hot day, my A1200
was packed up in a gymbag ready to travel with ne. | took the train
from I nagekai gan station on the Keiyo Iine to Hatchobori station and
proceeded to the exit on the map | had printed out from Google Maps.
Confident this tine that | would not get lost | exited the station and
strolled in the scorching sunshine with ny A1200 sl ung over ny back

After about 20 minutes of walking | was quite | ost, not having a smartphone
nmeant | had to rely on ny other GPS. So a quick call to the wife and she
got quickly onto Google Maps finding nmy position fromthe surroundi ng
bui | di ngs and gui ded me back to the station and then onwards to ny
destination. | nust say thank you to her for putting up ny with Anmi ga
obsession and | ack of direction

Arriving about one hour late | got the building and quickly changed into a
clean shirt, paid my entry fee on the 5th floor and then took the lift
down to the 4th floor to neet the rest of the gang. Wien | entered the
refreshingly cool roomthere was a small group of people already there

wor ki ng on their conputers. Edoardo came over quickly to say hi and he

al so had ny A600 board that he had repaired, upon taking renoving the

| DE cable four pins canme off with it. He had kindly offered to replace the
| DE connector. Shortly after that | nmet Sven who recently bought an A1200
and has been slowy building it up. This tine he cane with his Z80 ni ni
conputer that has evolved froma small notherboard into a fully encased

m ni conputer with SD card slot and all the necessary |0 ports.

This time around | al so brought ny A1200 in it's translucent case and

new keycaps, | had wanted to see if soneone could help ne with an issue
with the A314.device driver guruing on ne when | did a cold boot. Sven was
able to figure out a solution for this and | amtesting the solution at
this moment, if it continues to work I will publish the it in the next

i ssue.

Soon ot her regulars arrived, Mchelle brought a very snmall portable TV and
was working on howto fix an issue of wavy |ines appearing on the screen
Eventually it was traced down to a dodgy power supply, it seenms this quite
often the case with ol der hardware. She al so brought along a stack of SNES
ganes and hearing the sounds from Zel da brought menories rushing back of
nmy youth. Another neneber Tom had brought an MSX to play games on and had
a renmake of Adventure fromthe Atari 2600

It was at the point | renenbered that | had installed some new ganmes on ny
A1200 for *ahent review purposes and decided it would be nice to get sone
gane tine in, so | managed to rope in Sven and Edoardo for sone gam ng on



Cyber Punks 2 and our exclusive |ast issue Hamulet. The latter caused the
nost interest when | expl ai ned how the gane was usi ng HAM node.

It was a quiet group this time around and while no other Am ga hardware
was on display there was a new person | net who lives only 2 stops away and
is abig Amiga fan. It was a pleasure neeting you Geg

The rest of the was spent working on Mchelle's SNES, G eg was having sone
t roubl eshooti ng done on his halfway built I MSAI replica. Saburo was back
doi ng an RGB upgrade on his Intellivision replacing the RF out signal. It
was amazing to see himwork on such delicate and snall board using his
smart phone to figure out what needed to be done.

However all too soon the tinme cane for everyone to pack up, Geg kindly
offered to drive ne back since he is so close to ny area. It was fun ride
back packed full of Amiga talk. The next event is slated for the end of
Septenber and | hope that | can make it. If you wish to join or just find
out nore then please visit the neet's website:

www. monochr oneef f ect . org

PS: You can find ne there in the red shirt!



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

-= RNO Software Devel oper Interview =-
If you ever visit Anminet it is highly likely you have seen an RNO product
listed. We talk to the man behind the plethora of RNO software avail abl e
for classic and next gen Am gas.

-= Erik Hogan: Scorpion Interview =-
Rob O Malley talks to Eri k Hogan about the genesis of his game creation
sof tware Scor pi on.
-= @unnar von Boehn: Apollo TeamInterview Part 1 of 2 =-

Part 1 of 2, we speak to the | eader of the Apollo teamwi th topics ranging
fromthe Natam to the SAGA chi pset
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RNO Developer Interview

Interview - RNO Devel oper

1. Thank you for taking part in this interview, you are the author of
the RNO series of software, can you explain a bit about why you started the
RNO series of prograns?

H, and thank you for showing interest in nmy creations :)

|'ve al ways been a passionate nusic consurmer, and for the Il ast couple of
decades |'ve mainly listened to nmusic on ny MorphGOS nachi nes when at hone.
| have created many support scripts for audio players with ARexx and with
Lua too, that's after Lua was integrated as a nodern ARexx replacenent for
Mor phCS. As a side note, the Lua inplementation in MrphQS supports

exi sting ARexx ports, etc., which is very useful.

One thing I was missing when listening to nmusic when | was not sat in front
of my conmputer, was to have sone kind of a front-end screen with | arger
text, so that | could see which song was pl ayi ng even when | was at the
other side of a room | got sone inspiration fromthe nusic player for the
PS3 console, and started to wonder if could | produce a simlar solution
with cover inmage support, etc.. It would also be nice if it would work with
mul tipl e audi o pl ayers.

Plain scripting | anguages weren't quite enough for the plan, or would have
becorme too hacky with external requirements, and with Cit would have taken
way too long for me to produce a reliably working programw th the features
| wanted. | started to |l ook at other alternatives and the Hol | ywood
programm ng | anguage seenmed to be a promising option for this kind of

"mul tinmedia" oriented program It had functions to show i mages in |ayers
with effects, networking support, ARexx support, and so on. It was al so
based on Lua, which | had already |l earned, so | decided to give it a try.

Hol | ywood' s documentation is incredibly good and it has an active support
forum so | got into it quickly. After a while RNO nfoScreen, the first
application in the "RNO series", was born. Progranm ng with Hollywood was
really fun and time efficient, so | was able to be productive with it and
started to fulfill other ideas | had.

2. VWhat does RNO stand for?

RNO i s a denmpgroup that 1've been involved with since the |late 90s. The
nane cones from'Rave Network Overscan' originally, but we just use the
abbrevi ati on nowadays.

It's difficult to come up with program nanmes that woul dn't have been used
by other prograns, and that's why | started adding RNOin front of ny
application nanes. | guess it's sone kind of branding now, but it was just
for the easi(lazi)ness at first :)

3. The prograns are avail able across a variety of Anmiga platforms
(A assic, MrphCs, 0S4.1) what programm ng | anguage do you use for
devel opi ng the software?

|'ve been using Hollywood for all ny recent nultiplatformapplications.
It's a cross-platformmulti medi a-oriented progranm ng | anguage, that
originates fromthe Am ga, and has some Aniga specific features too. It's
based on the popul ar Lua scripting |anguage, even though it's pretty much
hi dden wi thin Hol | ywood's own functions.



You mi ght ask why Hol | ywood? Well, I'Il try to keep it short. Even though
know C to sonme degree, and have even created sone Am ga denpbscene
productions with it over the years, | don't feel confortable enough to make
wel | behaved/stable utility prograns with it for our platforns. Cis a

| ow 1 evel | anguage where a single nistake can |lead to catastrophes on Anm ga
rel ated platforns where we don't have proper nenory protection for |egacy
reasons. You would also need to learn | owlevel operating systemspecific
codi ng, and generally spend too much tine preparing all manner of things
before getting into actual content production. That said, | still squeezed
out an RNO nfoScreen screensaver for MorphCS in C, with an enbedded LZNA
packed Hol | ywood executable in it.

Hol | ywood, on the other hand, is a high-level |anguage where you can j ust
concentrate on producing the actual features for programs and forget the OS
initialising stuff, etc.. It also doesn't ness or crash the underlying
operating systemor other programs if you create bugs in your code, so it's
al so safer for users in that regard. Finally, as a bonus, a program made in
Hol | ywood can work on a dozen of other platfornms, that's w thout any
adjustments in the code.

The downside of using Hollywood is that it's a bit resource hungry for |ess
expanded classic Amgas, but it's really great for Next Generation Am ga
conpati bl es and faster classic solutions, or if you want to rel ease any
programs on mai nstream or nobile platfornmns.

4. \What hurdl es have you encountered devel opi ng the software?

I have witten all nmy recent applications under MrphGS, and devel opnent
itself has been quite painless generally. |I've found sonme Hol | ywood bugs
and nade sonme feature requests, but nothing that woul d have stopped ne
conpl eting the programs before getting fixes or features in Hollywood
itself. Hollywod' s author is very active at fixing bugs and you can be
sure they're fixed in the next version - if you just report them

The biggest hurdles |I've encountered are with external dependencies on
other platforms. In theory Holl ywood prograns should work equally well on
all platforns if there are enough resources, but in practise that is only
the case when you're using Hollywod's core functions with its own w ndows.
RNO nf oScreen and RNOPDF are good exanples of prograns that just work on
every platformw thout issues, because they're built around Holl ywood' s

i nternal features.

If you use external GU toolkits (like MJ with a separate plugin for
Hol | ywood) or other external progranms, there are differences and
difficulties between platforms. For exanple, there's 'classic' MJ v3.8,

but then there are al so newer MJ branches, and a clone (Zune) wth

i nconpl ete conpatiblity. I've also used external Shell conmands from ny
programs, but even sone core Shell features differ (like output-
redirections) and LhA ports are fromentirely different branches on sone
platforns, etc.. Al this takes tine and effort to test and solve, and in a
wor st case scenario you don't find a solution at all, but 1'll say nore on
that topic in the next question

5. Which platform has been the nost difficult, and easiest, to devel op
for?

Mor phGS has been the easiest to develop for, as it has the latest officia
MJI, based on the work by the original author, and the OGS is al so very
conpati ble with Commpdore's Ami ga0S. Pretty nuch everything |I've tried to
do has worked on it virtually straight away, with only a few issues.

There have been sone issues with the unofficial MJ branch on CS4, but the
i ssues |'ve faced have now been fixed. 0S4 itself dropped sone | egacy
support at one point, which was a problemuntil a work-around was devel oped
in Hollywod. Al so, a long-standing very annoying crash issue was finally
traced back to OS4's codesets.library, and now there's a fixed version



avai | abl e.

So, in the current situation | can say that both MrphGCs and OS4 are the
easi est and nost trouble-free platforns to develop for, frommy point of
view, with the tools |I use. Both operating systens al so have the required
libraries built-in, which is way easier than hunting down all those
dependenci es - as on OS3.

So, then as to the harder platforns to develop for ... 68k as a platformis
so diverse nowadays that it becones difficult to develop and naintain
prograns on it.

As there are new Anmi gaOS versions that aren't fully compatible with the

original OS. For example, the newer versions from Hyperion have created

several inconpatibilities and fundanental changes to Commmodore's origi na
Am gaCS versions, which has given ne sone grey hair. At one point | just
had to make separate executables of ny programs to pre- and post Ami gaCS
v3.1.4, prior to ne finding work-arounds or otherw se getting fixed.

On the hardware side there are these quasi-software based sol utions around
FPGAs and SBCs, etc., and it seens that their internal software devel opnent
| ags behind in nobst cases, which can be seen as conpatiblity issues. For
exanpl e, |'ve been banging ny head against a wall with the unpredictable
behavi our of FPU versions of my software with Vanpire setups. W' ve been
tracking it back, all the way, to the C conpiler used by Holl ywood and
finally to the FPU i nplenentation in Vanpires. At the nonment | shoul d just
say, please don't use the FPU versions of ny prograns on Vanpires - unti
their emul ati on gets better

Finally, nmost 'real' "d assic" Anmiga setups have the "l egacy" MJ v3.8
installed, but many enul ation setups are using |ater "Next Ceneration" MJ
i mpl enentations. If | use newer MJl features in my prograns, | have to

i mpl enent checks as to which MJ version is discovered and then have
specific code with disabled features for ol der MJ versions.

Al inall, it's inpossible for ne to test my prograns on all "68k"
varieties out there, and | just can't guarantee quality, and user
experience, with ny 68k conpiled prograns in every situation, which
annoys ne a bit.

ARCS (x86) is a whole different beast, and the nost difficult to devel op
for fromny point of view None of ny prograns have worked strai ght away
under it, and | always have to nake sone nodificati ons and work-arounds
to get themto work as intended, or at least in an acceptable way.

Zune (MJ clone on AROCS) doesn't support newer MJ features and even

| egacy MJ v3.8 conpatibility isn't conplete. |'ve conme across tens of
features that don't work, or work with glitches, or just crash. 1've had to
change ny design, drop sone features when running on ARCS, just accept some
glitches, or even forget an ARCS version entirely due to Zune.

Certain Hollywood plugins aren't available for ARCS, making it inpossible
to conplete sone of my prograns. HTTPS support (internal or external) has
been non-existent until nore recent efforts, but it's still very buggy -
too nmuch for ny uses. Some basic OS features don't work as they exist in
ot her Anmiga conpatibles, for instance, | couldn't find a way to redirect
"stderr' in Shell. | also had to wite a customsolution to run ARexx
scripts, and so on! You never know what will crop up when trying to run a
new program under ARCS for the first tine. Al these surprises nake ARCS
devel opnent nore | aborious than others.

On top of that, ARCS is available in many different varieties. First of al
| tried to test ny prograns under Linux hosted versions but they were
really crashy. Apparently native versions should be nore stable, and ny
current setups under VMwvare feel better. It's still hard to tell if an
issue is due to ARCS itself or the platform distribution you're running it
on.



As a final note, |I've also released sone WarpGS progranms, but | have no
access to 'real' hardware. Al | can do is to test them under MorphGCS

whi ch runs WarpOS binaries, but there seenms to be sone nuances between the
real hardware CSPPC and BPPC. So, it's kind of difficult to devel op
"blindly" for WarpGS, but | still think that classic PPC users wll
appreciate that a programcan run on a PPC rather than on a 68k. :)

6. You have created a large variety of software, which one are you nost
proud of ?

It's difficult to choose, because I'mpretty proud of themall. |I'm proud
of the phil osophy behind ny progranms, which is to make them sinple | ooking
and sinple to use, but still have powerful nodern features 'under the hood

that you haven't seen with other programs. To concentrate on what you
really want to achieve with a programand find a fresh approach to its

i mpl enentati on. Sonetimes people are too stuck with 'traditional' thinking
and don't see all the coolness in ny programs. :D

If 1'd have to mention some prograns anyway, |'mpretty proud how nodul ar
and "effective", RNOEffects is for an inage processing program Each effect
isinits ow include file, and it's just a matter of renoving or adding
only one line in the main source code to enable or disable an effect. Wen
enabl ed, the effect will be listed in a pull-down nmenu and is available for
bat ch conversi on, inmage conbi ni ng, ARexx controlling, icon exporting, and
so on. Every effect can be used in all those features, so it's nice that
you can use all effects in a freely selectable order withinit, for
exanpl e, a batch conversion process. Mst other prograns just offer a
l[imted custom sel ection of processing effects for these special features.
RNOEf f ect s al so offers some nice tricks for al pha transparent graphics,

whi ch are harder to do on nore traditional image processing prograns.

RNOW dget s just | ooks so cool and uses 3D hardware accel erated | ayers on

Mor phOS and 0S4, which is a true Next CGeneration feature to get realtinme

al pha transparent w ndow backgrounds to make irregul ar shaped wi ndows, etc..
W dgets are highly configurable in their appearance and you can use sem -
transparent foreground images to create, for exanple, glossy effects over
actual widgets, which offers a nodern touch with them

Finally, | can't forget a glowing nention for RNOTags, which is an ultimate
solution for ID3 tag editing. It can |oad just about any possible variation
of tag and it's quite a sophisticated programin its own right, but nore
about that shortly.

7. Which RNO programwas the nost difficult to create and why?

Even though it's taken tinme to devel op sone other programs too, the npst
difficult was, and still is ... RNOTags.

| was longing for a good I1D3 tag editor to edit netadata on MP3 files,

first on the Anmiga and then on MrphQGS, but years passed and | still wasn't
pl eased with anything | found. Prograns either supported |ID3vl tags only or
had only limted support for 1D3v2 frames. They al so didn't support
enbedded i mages, actually broke tags, or were just prone to crashing. | run
MorphGS with its internal nenory tracker enabled, as it's a good way to
catch buggy prograns, and it reveal ed that the 68k program| used nost was
behavi ng badly. After finding that | didn't dare to use it often, as it was
usual ly: "wite a tag with my fingers crossed, and reboot as soon as
possible if it broke sonething". How carelessly | had used such progranms in
the old days, and it's no wonder nmy OS3 setup didn't stay stable for that
many days wi thout rebooting and the fil esystem bl ew up occasionally. :)

When | had nade RNO nfoScreen, which supports |oadi ng of enbedded cover

i mges fromMP3 files, | really wanted an editor that could insert a cover
image into MP3 files that they were mssing from So, | started to take a
closer ook if | could nake a better program nyself.



X, what's an ID3 tag then? There are old I D3vl tags, that are placed at
the end of a file and have static fields for information, which sounds
easy. Then there are newer |ID3v2 tags, that are at the start of a file and
are quite ambitiously designed. There's just so nuch content in the
specifications, that progranmers are likely to take shortcuts w thout ful
support. Then there are several different revisions of both main versions,
whi ch aren't even backwards conpati bl e al ways or have sone obscure
definitions that nobody has ever used. Wat should | support in ny progranf?

Wel |, everything of course!

| D3v2 specifications define over a hundred different kind of "frames", where
each frame contains a certain piece of information about an audio file. Also
there can be unofficial frames '"in the wild" to add to that amount, and sone
frames can be used several tinmes in a tag. Many I1D3 tag editors support only
a narrow sel ection of franes, and then just ditch unsupported frames in the
worst case. It's not OK to delete a bunch of franes when just editing, for
exanple, a song title ... as even the internal tag editing options in
Wndows 10 did this when | last tried, sigh

| wanted to nmake sure that all possible frames get preserved, even if ny
program woul dn't know what to do with them but | also wanted users to be

able to re-arrange or renmove themif desired. It neant |I'Il have to use a
dynamc list for franes rather than a fixed set of fields |ike nost other
prograns do. | also wanted to allow users to add and edit any possible text

based frames, and al so some binary frames |ike attached pictures. It should
al so be possible to convert data between tag versions so that users could
convert ancient tags to nore comonly used ones.

KX, now | know what | want, but is there anything to help me in this

process? Libraries/plugins | could use? No. Exanple source codes? Wll, one
for reading specific tag versions, but it seened to have bugs |ike

m scal cul ating tag sizes, and it doesn't help with witing at all, but it
gave nme sone inspiration in howto get started. | decided to wite

everything fromscratch nyself, and handle files byte-by-byte and tags
bit-by-bit.

| spent several nonths reading through and then interpreting the

speci fications over and over again, inplenenting reading and witing of
tags, and trying to fill gaps on the information. If googling didn't help
then | just scanned through a nassive collection of MP3 files to find a
conmon pattern to make ny own conclusion. For exanple, there is
contradicting information if text strings should be null term nated or not
in v2 tags, so | made an educated guess based on scanning of close to
thirty thousand files fromthe 90s to current day, but | still left it user
sel ectabl e in case soneone el se thought otherwi se and wasn't happy with ny
default settings. There have al so been other prograns that create sone
non-standard ness with tags, or didn't overwite a previous tag, but added
new ones - resulting in multiple tags on a file, and all that kind of
unexpected trash within files that my program would be able to handl e and
ideally be able to dispose of sonmehow. Even though | don't agree with
everything init, this old rant may give you an inpression about the
situation when you want I D3 tag support:

=> https://Dbl og. codi nghorror. coni a-spec-tacul ar-failure/

After all that ground-work, it was tine to wite the visible part of the
program and that became quite conplex too. The GU is very flexible and
powerful with all frame adding and arrangi ng options, sniffing
correspondi ng franmes fromfil enanmes, caching, copying, and conversion of
contents, online help for everything, etc.. Wth all of this taken into
account, this has been the *npst denandi ng* programfor me to wite so far

8. What plans do you have beyond the currently avail abl e RNO prograns?

Updating current prograns seens to be an eternal project, and sone of the
progranms shoul d be rel eased on nore platforns, but that would need nore



testing. For exanple, RNOTags isn't widely available, as | planned to
release it on a certain app store to get some conpensation for all the
effort | put intoit, but the plan dried up and the programwas left in
linbo. It's only available for MrphGS as donati onware now, but |'m going
to release it for other platforms nyself, in due time. It will take sone
time though, as | started to add a FLAC support for it, which is still far
from bei ng ready.

Though there are always ideas for totally new software, and the ARCS canp
is eager to fulfill some software gaps, so | get nany requests and support
fromthere (hi Salvatore!). RNOPublisher, RNOArchive, and RNOTunes were
born in this way, and there's at |east one new program|'ve pronised to
nmake.

| have sonme wild ideas for new apps and it would be interesting to try if
they' d be do-able, but they might be just too ambitious to start with. 1'd
al so want to nmake a couple of games one day, | already have ideas if |'d
ever have tine from application coding. Al so, denpscene conpos al ways
inspire me to do sonething nyself too, but | don't know if that wll
happen. | don't have any roadmaps or exact plans, it just happens if | get
a do-abl e idea or sone program needs an update quicker than others, but
generally | have several prograns under devel opnent simultaneously and
they finish when they finish.

9. Thank you for your contributions to the Am ga scene, do you have any
final words before we finish the interview?

Pl ease give feedback to devel opers, be it on public forums or emmil, but
it's always nice to hear if someone has tried or even uses your prograns.
Even a short comrent gives devel opers a good feeling, and if you' ve ever
wanted to code yourself, give it a try as you've no excuses! It's stil
fun despite sone chall enges :)

Al so, thank you for all the people who have supported ny software
devel opnent! Thanks to Neil Pearson for being a tirel ess proof-reader for
ny ReadMes, MorphOS Library articles, and now for this interviewtoo.

Finally, please visit https://jpv.ani gaaa.com to check out the software
I've tal ked so much about! :) There you'll find screenshots, YouTube
vi deos, and other information there.



Erik Hogan Interview

Interview - Erik Hogan (Scorpion) by Rob O Mall ey

Scorpi on Engine is a gane devel opnent systemfor the Aniga and Mega

Drive CGenesis conceived of and devel oped by Erik Hogan. It is designed to
be easy to use and flexible, while still providing the perfornmnce and
features needed to create high-quality games. Scorpion Engine is free to
use, and it is supported by a growing community of devel opers.

1. Can you share your history with Am ga conputers and Megadrive

consol es? How ol d were you when you first encountered them and what are
some standout nenories or experiences you had with these platfornms? How did
your usage of Am ga conputers and Megadrive consol es contribute to your
passi on for gane devel opnment and codi ng?

The Amiga was sonething | never had as a kid - | grew up on the C64 and it
seened |i ke the Aniga was the obvious eventual upgrade path. To that end
col l ected issues of Amiga Power, hoping to have a substantial coverdi sk
ganes library by the time | finally got nmy hands on one.

The Am ga upgrade never came - Doomwas on the horizon and the genera
consensus at the time was that PC was taking over the conputer market. But
| never forgot how badly I wanted one, and around a decade ago | got nmny
CD32. The desire to do sonething creative with it led ne into the homebrew
projects that eventually became Scorpi on Engine.

| don't have that many nmenories of the Mega Drive specifically, nearly
everyone | knew was a Master System owner. But there was one standout - |
remenber seeing a denp of Road Avenger in an electronics store, and | was

bl own away by the gorgeous anime visuals (in spite of the | ack of ganepl ay).
That experience inspired me to do an unofficial Am ga port decades |ater

2. Can you el aborate on the key features and functionalities of your

gane devel opnent systemthat differentiate it fromother existing solutions
for the Ami ga and Megadrive and how do you envi sion your game devel opnment
system addressi ng the needs and chal |l enges specific to these retro

pl at f or ns?

There are three key pillars for Scorpion Engine:

1. Performance - Scorpion is ained at making highly performant ganes on
unexpanded Ami gas and Mega Drives. Wiile this is a tricky challenge
for a generic engine running on vintage hardware, every update brings
i mproved speed through gradual conversion of the underlying codebase
to optin sed ASM

2. Flexibility - Scorpion is designed to be flexible enough to tackle a
wi de variety of genres. There are projects in Scorpion that represent
the platforner, shooter, action-rpg and beat-em up genres.

3. Sinplicity - Scorpion is neant to be usable for anyone who wants to
use it. It uses nmodern file formats |ike PNG for graphics and Tiled
for map editing, and the codebl ocks scripting systemis designed to be
easy to use without needing to | earn progranmn ng.

Wth these three key pillars, it very much is intended to be a 68K
counterpart to engines like Unity, Unreal, GanmeMaker and Construct.

There are other ganme creation engines for Am ga such as Backbone and
Redpi I, both of which are viable options for making a quality Am ga gane.
And there are al so gane creation engines for other platfornms such as



@GBSt udi o and NesMaker. But for the Mega Drive, the only alternatives to
Scorpion that |I'maware of require the | earning of progranm ng | anguages.

3. What advice would you give to soneone who is interested in using
Scorpion Engine to create their own ganes? What are the best resources for
| earni ng how to use Scorpi on Engi ne?

Unfortunately there's not a lot in the way of good documentation or "from
scratch" tutorials out there for Scorpion. There's so much to be done on
the engine and so little tine that | have to prioritise rapid progress over
everything el se.

For new users, |'d always recomend just downloading it and tinkering with
the | arge nunber of denps that are included.

There's also a long running thread at EAB that is a comon place to ask for
advi ce at:

=> https://eab. abi me. net/showt hr ead. php?t =97450

as well as a growing Discord community on the Pixel d ass server at:

=> https://discord. gg/ VpWBCI8T.

The Scorpion community is always friendly and happy to hel p out newconers.
4. \What are the plans for future devel opnent of Scorpion Engi ne?

The future plan is to continue growing in terms of features, performance
and platform support. The Anmiga will continue to receive specific features
just for that platformas well as general features that inprove al
platforns. Porting code fromBlitz to pure 68k asmto inprove speed and
reduce the size of the engine is an ongoi hg process.

I've also recently been dwelling on witing a Rust runtine to all ow
Scor pi on ganes to be ported to Wndows, Mac, Linux, Web, Android and i 0S
In addition, support for Neo Geo is tentatively planned in 2024, and Jaguar
in 2025.

5. What are sone notable projects that have been devel oped using

Scor pi on Engi ne, and which projects do you believe best showase the
features of the engine? Additionally, what projects would you like to see
devel oped using Scorpion Engine in the future?

There's so many out there, | feel like I'mgoing to mss out on sone really
i mportant ones! | do need to apol ogise for major projects | haven't listed
bel ow.

I think Mxel's "Creeping Me Qut: Hex Night" is by far the | argest and nost
anbi ti ous Scorpion project that's ever worked on, there's so nuch depth and
variety in it that it's an excellent showcase for what can be done with the
engi ne.

Wonder boy by AcidBottle and G een Beret by Dante Mendes al so show that the
engine is capable of handling full Iength arcade ports. Al so, Dante's
upcom ng Castlevania AGA is a good exanple for how visually stunning Am ga
ganes can be.

There's also a handful of ganes |ike Boxx 4 (Lemi ng880) Duckstroma

(U traNarwhal ) where they're very conscientious about perfornance, those
ganes are excellent exanples that show that the engine can run well on
stock hardware when designed specifically for it.

Aeon's Legend (fornmerly known as 'Scorpion Boy') is a ganme that |'ve hel ped
Bi t BeamCannon on that ainms to be the best of both worlds, conbining world
class visuals with decent performance on stock hardware.



So far as ganes | want to see developed in the future, the nunber #1 is
definitely AlarCity - ny own, well overdue, running-and-gunning action RPG
Finding the tinme to work on it alongside all other Scorpion projects and the
engine itself is a challenge, but it's always in the back of my mnd and
every now and again | dust it off and do a little nore on it.

Finally, |I've always craved a Shantae gane or port in Scorpion Engine - if
Wayf orward ever offered ne chance to work on a Shantae project, |I'd say
yes in a heartbeat.

Thanks Erik for taking the tine to answer these questions, the engine
itself is open source and found on G tHub

=> https://github. coni earok/ scor pi on-edi tor-experi nmenta



Gunnar von Boehn Interview

Interview - Qunnar von Boehn (Apollo Tean

1. Hello, can you introduce yourself and explain how you came to Ami ga and
what you do in the Apollo tean?

My nane is Gunnar von Boehn aka 'BigGn'. | was born in 1972 in Braunschweig
Germany. Maybe the city name sounds familiar to you, as Commodore had its
bi g European factory in ny home city Braunschweig. So, it's no wonder that

| had C-64 conputer nyself at a young age. | was lucky that ny best friend's
ol der brother was very active in the C64-unprotection crew "LCS", which gave
me plenty of ganes and ny friend and me al so | earned a bit of coding.

Inspired by the great C64 ganmes we also tried to code ganes. Wth ny very
limted skills at that time, | spend a lot tinme working on a small C64 |Ind
vertical shooter ganme of a flying dragon named "King of the Air".

Commodore rel eased the Amiga 1000 in 1986 in Germany. The Amiga was totally
i nnovative. It was showcased in several |ocal conputer stores. The powers of
Ami ga were absolutely inpressive. Ganmes |ike Defender of the Crown blew e
away. The conbi nati on of graphical and musical powers clearly showed how
advanced the Amiga is. As | did not have the noney to buy an A1000 ri ght
away - | spent nost days after school in the conputer store trying to get

ny hands on it to play with one of the showcases A1000. Staying each day in
the conputer store | met one day a guy froma very early Am ga cracker group
"Power St ati on" and we becane friends.

Wth a stroke of luck, nmy parents won a little sum of noney, which they

i nvested to buy me an A1000 in 1987. | was totally happy - and i medi ately
joined the Am ga cracker team "PowerStation" later "Traxxion" |ater
"Sinners". Being in this group gave ne access to an unlimted nunber of
ganes but npost inportantly, it gave me access to all the assenbly codes of
their intros and cracktros. | got some good books. the excellent Am ga
hardwar e reference manuals, and a 68K CPU instruction book. Fromthen on

| was totally focused on | earning how the great machi ne Am ga works. The
wor ki ng exanpl e codes of the intros helped me a ot to quickly understand
both the 68k and the powers of the Amiga chipset.

It was clear to ne that the Aniga is an engi neeri ng nasterpiece.

The 68000 CPU is not only very powerful but also very coder-friendly and
very nice to code on. The Amiga conbines the CPU with the very powerful and
smart Amiga chipset. The idea behind the chipset to have DVA-based

i ndependent working hel pers Sprites/Copper/Blitter etc is genius.

Sone peopl e say school took a back seat, fromthen on for ne.

I would say | spend a lot of time coding intros, denpbs, and trainers. Wile
technically still at school, | had a part-time job at a |ocal video company
where | programed video effects for themon the Ariga in assenbly. | had
at that time still my AL1000 and |ater an A2000 with a 68020 CPU accel erat or
card and hard drive. | started dreaming of naking a |living as an Am ga gane
devel oper and started coding some ganes in assenbly. "Ravage" was a typica
Arcade shooter, "Wega Wars" was a Space Expl ore/ Conquer sinul ation.

After | finished school, | did ny mlitary service and then spent ny noney
on getting the brand new Ami ga 4000 and coded a lot on it. The |last mgjor
project | did on the AA000 was coding a rel ati onal database for the Am ga.
Then catching ne by surprise, Commbdore went broke.

This broke nmy heart. :( My plans on nmaking a living as an Aniga gane



devel oper were bl own away. | knew how advanced the Amiga was and how nuch
better its internal design was conpared to the PC. So wanted to work with
conputers - it was not so easy for ne to have to work with the technically
inferior and to nme "disgusting" PC designs.

| worked for a nunber of conputer industry conpanies. After show ng the
dat abase that | wote on AmMga | got a job at MySQ.. | al so worked at SONY
and |l ater in hardware devel opnment at |IBM and much later in CPU devel opnent
at HUAWEI .

Al the jobs that | got... | got because of the great anpunt of programm ng
and hardware know edge | had acquired working with the Amiga. It was at |BM
where | nmet many other Amigans. W were at this time working together in
the "CELL" team (heart of PlayStation 3). "CELL" was a joint devel opnent of
SONY and IBM We quickly becane good friends who shared a | ove for the
Amiga and talked a I ot at lunchtinme about how superior nmany concepts of
Amiga were and still are. We assuned how wonderful the Armiga is to learn
progranmm ng and | earn how hardware works and how el egant the Ami ga design
is. W quickly agreed it was a shane that Amiga did not continue.

We then formed the idea - that Anmiga was so great - that it's worth
reviving and continuing it. Based on this we started the NatAm (Native
Am ga) project and our goal was to revive Amiga again. For the Natam we
needed a CPU, which of course needed to be a 68K CPU. As only the 68K has
the coder-friendly features which made Am ga such a great computer. As
Mot orol a did not produce any 68K anynore. We decided to make our own much
nore advanced 68K CPU

VWi ch we naned "APOLLO' - so this is where the Apollo Project started.

Today | amthe team | ead of the Apollo-Teamand | amthe manufacturer of
the great V4 cards here in Germany. | spend ny day working on computer
devel opnent, core updates, answering user questions or maki ng great

Am ga-wor | d-domi nation plans with our team | enjoy very nuch working
together, with a great teamof "crazy" conputer nerds, who have the sane
dream of giving the 68K the well-deserved status back, so somehow when
Conmodor e went bankrupt my quest to revive the Am ga began :)

2. Can you tell us what the Amiga neans to you?

The current Am ga | andscape is very diverse. A cursory glance at the Ami ga
conputing scene through internet searches will reveal a diverse nunber of
solutions that aimto revitalise Am ga-experience. Options range from
preservation-only based 'replica' printed circuit boards to PC s running
software to ermul ate of the Amiga. In addition, there are also a | ot of
peopl e to whom the | ook, shape or feel of the huge, cream housing wth

t he rai nbow checknmark, seems to be very inportant.

For the Apollo Team and of course, especially for me, it is clear that it
i s about the inner values that nake an Anmiga an Ami ga.

1. The efficient Am ga chi pset
2. The powerful 68K CPU
3. The freedom of the Amiga CS

The Am ga conbi ned excell ent GFX and audi o capabilities, with an OGS which
was swift, logical, understandable, straightforward 'and sinple' and nopst
importantly it left the programmer's freedomand didn't restrict them

Conbined with a CPU which was designed to nake programm ng under st andabl e
and nmade the 'honmemade' software devel opment possible for everyone. And al
this for an affordable price.

Such beauty isn't typically seen in other places today. You will not find
it on Linux or Wndows nachi nes. Even today's 4 GHz PCs do often not have
the swiftness, they are hard to understand and are absol utely not

strai ghtforward, they give the users |less freedom and are bl oated and



inefficient, totally the opposite of the bel oved Amiga design. It is clear
that today's Conputers are conplex to understand and do not nmake the best
out of the performance they could have.

That is why the Apollo Team decided to revive this tineless beauty of the
Ami ga architecture. So, the idea of the Apollo-Teamis to conbine the

el egance of the Am ga design with nodern possibilities and to devel op and
i nprove an Amiga, in the spirit of the good old tinmes.

The vision of the teamis not about the narketing, branding, |ogos or case
design and of course, it is not about enulation or other ugly workarounds
to make machi nes pretend to be an Am ga.

The Apollo Teamis vision is to keep the fundanental inner val ues above
alive and regard these as technical beauty and design narvels, which were
created by brilliant engineers. Dave Haynie, forner chief engineer for
Commodore, once said "The Apoll o Team CPU and chi pset innovations are
truly in the same innovation spirit of the original Amiga inventors. Mking
the Vanpire an Amiga, which the original team would have designed too."

3. Can you talk about how the history of the NatAm project started in
20027

It was in the year 2002 when a group of |BM devel opers, conprising Thomas
H rsch, Jens Kuenzer, Christoph Hoehne, Peter Kaltstein and nyself started
the 'Native Amiga" or NATAM project. Al these enthusiastic computer

prof essionals were working for IBMat Cell-CPU solutions |ike for exanple
' ROADRUNNER whi ch was at that tine the world s fastest super-conputer

We ' Ami gans' found each other very quickly during the coffee breaks. W
spoke about how nuch better, nore el egant and easier the work at | BM woul d
have been with the Am ga and how much easier coding for 68K was than for

| BM s Power PC and how regrettable it was that Conmodore didn't exist
anynore.

In the beginning nore for fun, but at some point, with a certain crazy
seriousness, we raved about how nice it would be to revive the Aniga. At
one of these conversations, it was Thomas Hirsch who said, that he had
al ready started redesigning the Am ga- AGA - Chipset and that it was nore
or less working, 'THAT' was the starting signal to rewite history.

The goal of the NATAM Teamwas to reinplenent the Ami ga architecture
according to the original clever Amiga spirit. The team had the probl em of
not having access to chip fabrication to build any Anmi ga chips. So we used
a Field Programmabl e Gate Array (FPGA) technol ogy for building the Chipset.
FPGAs are 'witeable' chips just like a witeable CO-ROM And just like a
witeable CD-ROV it can be used to put your own nmusic onto it. A designer
can put inside a witeable FPGA his own |logic, thereby creating his own
chips. Using witeable chips is not a new concept. Commodore did this
already many tines and in many Amigas or cards for Amiga often witeable
chi ps were used. The 68040 CPU card of the A4000 for exanple, has ten
witeable chips onit.

So the team of Ami ga-loving coll eagues at | BM decided to revive the Am ga.
After we recreated the AGA chipset and finished Thonmas's work, the next two
st eps needed, were to source many 68060 CPUs from Motorola and to build the
NATAM nai n board

The goal was to create thousands of boards to help to grow the Anmi ga user
base and create again a market for new Anmi ga devel opnent.

The reinvented AGA chipset did inpress every Aniga fan seeing it. Wen Bil
Buck the CEO of Genesi saw it, he proposed to add this AGA chipset to the
3rd generation of his Pegasos systens. He wishes to create a conpatible
systemthat could run real Ami ga software directly in hardware. But as it
turned out, this future Pegasos version never canme to fruition, so the dea
never cane about.



The Pegasos Systens used a Power PC CPU from Mdtorol a chip branch Freescal e.

The Power PC chip was originally invented by IBM As the NATAM Team nenbers
were all working at 1BMs PowerPC | aboratory they were Power PC experts and
wer e progranmi ng Power PC every day. They knew that this chip did not neet
the requirenents they wanted to revive the Ami ga. The PowerPC is a fast CPU
and it is very strong in floating point performance, but it is not
programmer-friendly at all. And because, in the opinion of the NATAM - Team
the programmer friendliness was one of the main aspects of Amiga, the |ack
of good programmability was the show stopper for using PowerPC chips.

We knew that we needed new 68K CPUs to revive the Amiga. The progranmer
friendliness of the 68K CPU was what made coding for Am ga so great. Al so,
we wanted at | east the 68060 CPU. If we want to revive Amiga, it should not
be slower than the Ami ga used to be. But getting thousands of 68060s was an
i mpossi bl e problemto solve

Mot orol a stopped | ong ago to produce these chips, and you cannot buy them
anynore. So, we hoped to convince Mdtorola to produce them again. Thonas
and | arranged a neeting with Freescale, who is the chip production part of
Motorola, in Austin Texas in 2008 using the help of Bill Buck, CEO of
Genesi. Bill Buck had excellent connections to Mdtorola and arranged the
nmeeting for us. The Freescal e guys were very friendly and receptive to the
NATAM . At the same time, the Freescale vice president nmade it crysta

clear that they could not produce the 68060 anynore. 'Sorry Guys, the tools
are gone, the plans are gone, even the fab does not exist anynore. This
means we woul d need to redevel op the 68060 from scratch - but the origina
team of developers is not with Mdtorola anynore, many are in retirement
homes now! ', he said.

So it was inmpossible to restart production with their current budget. But it
was not about money, "Even if you put a million dollars on the table. There
is no chance for new 68060 processors" Freescale's vice president told
Thonas and ne.

Despite this inpasse, Freescale offered sonething else. The Col dfire CPU
famly. The Coldfire was interesting to eval uate because the Coldfire is
sone kind of relative to the 68K CPU. The goal of the Coldfire famly was
to use the same good and very human readable 68K instruction set, but at
the sane tine to sinplify the CPU by | eaving a nunber of instructions out.
This made the chip both sinmpler and cheaper to produce than the 68K

But it would have the disadvantage that the missing instruction would trap
out and need to be enulated by a software library. This concept was not
new, the original Mtorola 68060 CPU, which was used for the Phase5
Cyberstorm accel erators, already m ssed sone instructions of the 68K
famly. And the missing instructions needed to be enulated in software.
Ermul ating in software is of course much slower than execution in hardware.
And while software libraries for missing instructions could be used from
Wor kbench this was not possible when an Ami ga ganme was directly booted.
This was part of the reason why sonme games crashed on 68060. The
performance hit for the missing instructions on the 68060 was manageabl e as
only a few needed to be enulated and the nmajority was executed in hardware.
For the Coldfire the situation was different as it nmissed a ot nore
instructions, so it was not clear how useful it could be in an Am ga.

Back hone | was benchmarking the Coldfire and profiled the Ariga OS to see
how many instructions of the instructions that the Coldfire | acks were used
by the Amga OS. The tests clearly showed, that the Coldfire chip was
relatively weak in-menory performance and the Am ga OS used far too many
instructions the Coldfire nissed. The comnbi nati on of poor menory performance
and sl owdown by missing too nany instructions would result in Amiga OS and
old Am ga applications only running slowy on it. So, in the end, it was
obvious that for the NATAM project, the Coldfire was not suitable.

The Team had to find another solution to bring NATAM to life. After the



first shock, Jens and ne brai nstormed about devel opi ng our very own CPU
again with an FPGA

If you know that I BM or Intel needs about 500-1000 people working 2 years
on a chip design, this idea was nmore than crazy. IBMcalculates for this
hi gh anmount of nan-working- hours typically a devel opnment budget of about
40 million USD for a new chip design

4. \What was the main idea behind the Vanpire/Firebird/ | cedrake Acclerators?

Many Amiga owners are faithful to their bel oved Am ga and continue to use
themall the years. W have devel oped the best 68K CPU of the world! Qur
Apol | o 68080 not only continues the excellent progranmability of all 68K
it also adds new features to it and reaches a perfornmance no other 68K was
able to reach before.

Dave Haynie - former Chief Engineer at Commopdore International acknow edged
this and said on Facebook about the V4 technology: "If Commpdore had the
68080 CPU then, Am ga would have ruled the world."

We believe that our Am ga fans shoul d be supported to use their Amgas as
long and as well as possible. Therefore we have created accel erator cards
for themgiving themthe best 68K CPU and al so allowing themto upgrade
their Am ga chipset to Super-AGA.

Qur accelerators allow owners of Ami ga 500/ 1000/2000/ 600 and 1200 to upgrade
their systemto the fastest CPU and to Super-AGA, allowing themto play AGA
ganes.

Yes, you can finally play AGA ganes al so on your Am ga 500

Al the Ami ga owners can use Truecol or, 3D acceleration and 16bit Audio
features of the newest and best Am ga chipset.

These accelerators create a basis with the sane performance and operties
as our new Standal one V4 Amiga has. Having the sane features makes it easy
for software progranmers to devel op new powerful games again, which wll
ensure the survival of the Amiga over tinmne.

5. Can you provide an overvi ew of the Super AGA chi pset?
| assune everyone knows the great original three custom chips of the Am ga?

The chief engineers in former tines naned the inportant audi o chip Paul a,

t he graphic chip Deni se and the nanagenment chip Agnus.. The design of DVA
channel s, the power of audi o voices, the possibilities that sprites and

bi t pl anes offer, the concept of the Blitter is clever and enable the
programmer to do very cool stuff. Probably the npst inportant and nost
clever is the Copper that has the power to orchestrate it all. This design
is clever and very elegant, it's creative, and it's even revol utionary
today! It's a design for the future.

Furthernore, the Amiga chipset is very well explained with good
docunent ati on, and once you understand how it works you can do amazing
things with it. In ny opinion, the Aniga chipset is an anazi ng masterpi ece
of its own. Understanding the chipset itself means realising that this is
t he work of geni uses!

The chipset is fully DVA based. This neans it can play audio, show GFX
show sprites (These are small noving G-X el enents) or can copy parts of
the screen just by using the Blitter, w thout any demand on the CPU. The
copper, which is a special unit, does help to coordinate all this. This
DVA- based concept was well ahead of its tine.

O course, when the Am ga chipset was devel oped sonme conproni ses had to be
made to save cost. And the original Amiga chip designers planned to add
many features in future chipsets. It was planned to add nodes with nore



colours. In addition there were plans to add Chunky Moddes, these nodes
provi de sone advantage for certain types of ganes. It was al so planned to
add support for higher quality audio sanples like 16-bit audi o, nore audio
channel s to nake sound richer in ganes. The Blitter 'A the chip which
copies a lot of GFx in ganes. It operates in the original Aniga on 16bit
and it was planned to upgrade this to 64bit. There were also plans to
upgrade the Copper and it even to build 3D acceleration into the Am ga

chi pset .

And SUPER- AGA does all this which was ever planned and dreaned of for the
Amiga. It adds all the features that the Am ga devel oper has ever dreaned
of havi ng.

Super-AGA is the Amiga chipset that Conmpbdore night have built if Amiga
rul ed the world today.

6. What were sone of the key features and specifications of the Super AGA
chi pset that set themapart fromthe first-generation Am gas?

The AGA chipset is a great design. The idea to have DVA channel s which do
all the work and offload the CPU is very smart and opens up great
opportunities, wthout needing to waste CPU tine. The Amiga chi pset

conbi nes many features which increase the efficiency of the systema |ot.
VWile the Apoll o Team adnires this ingenious invention, it has to be
honestly said that there are also limtations in the good old AGA. For
exanpl e, the concept of the Ami ga audio channels was great, but the OCS
audi o channels were limted to a 28 kHz maxi num sanpl e rate, which was
excellent at their time but a little below the CD quality of 44khz today.
The upgrade from OCS to ECS i nproved this and increased the supported
sanmpl e rate of 56Khz, exceeding even CD quality. The Amiga had 4 DVA- based
audi o channel s. Four-channel allows the creation of excellent Am ga MODULE
musi ¢ or excellent sound effects for ganes, but when you want to have both
at the sane tinme, 4 channels becone a limtation

Having 8 or 16 HWchannel s woul d make codi ng ganes with both awesone nusic
and perfect sound effects a | ot easier

The original Am ga designers were aware of these linmtations, and they

pl anned to upgrade the AM GA chipset with 'AAA" to inprove audi o by having
nore Amiga DVA audio channels and to inprove graphics to 24-bit. So, it was
pl anned not to replace but to inprove the Ami ga chipset. Wth this

know edge, it is clear that a Teamwi th so nany clever ninds such as the
Apol | o- Team has conpletely in the spirit of the devel opers at that tine,
further devel oped the AGA chipset. In this sense, the Super AGA chipset is
the next step of the Ami ga design.

e Tl f—g—g—_———————————————————————————————
New feature in SAGA | Benefit of the new Feature

e oo e
SAGA has 1024 col our registers | More colourful, next-gen |ooking ganes
(CCs has 32; AGA has 256) | graphics card quality desktop and

| immensely inproved graphics (e.g. ganes,
| prograns, denos).

_________________________________ e e e e e e e e e e e e e e e e e e e e e, m— - -
The audi o channels are inproved | Highest sound quality and professiona
to support 8bit/16bit/32bit per | studio standards.

channel .

_________________________________ e e e e e e e e e e e e e e e e e e e e e, m— - -
The nunber of audi o channels was | High-quality nmusic and nuch nore sound
increased from4 channels to 16 | effects at the same tine.

channel s. |

_________________________________ e e e e e e e e e e e e e e e e e e e e mm . m——— -
The Audi o channel s support | Makes nusic and effects nore realistic.
stereo panning. | Advantage for studio-quality m xing

| I'nportant in rusic production and game
| devel opnent



The Audi o Channel s support an | Allows high-end nmusic conmposing, like in
infinite sanple Size. | a real studio and sinplifies coding a
| Iot.

Every sprite has now 16 colours | N cer-looking sprites, allow arcade gane .
(instead of 4 colours) and can | ports, as Street Fighter to | ook Iike the
use his own colour palette | original
|

i nstead of having to share

col ours. |

_________________________________ o e e e e e e e e e e e e e e e e e e e e e e e e e e m e e mm .= =
Sprites now support display | Makes sprite coding much easier

lists. |

_________________________________ e e e e e e e e e e e e e e e e e e e e e, m— - -
Hardware col lision detection is | Mikes sprite coding nmuch clearer

much nore fine-grained. |

_________________________________ e e e e e e e e em e e MM ccccememmsmeemmceemea e ———-—-—--
Copper was inproved and upgraded | True col our copper gradience is now a
from16bit to 32bit now. | piece of cake to code

i mproved and al so supports now crucial for 3D ganes and graphics is
8bit chunky/ 15bit and 16bit nmuch nore col ourful

+
The Pl anes graphi cs DVA was | As planned by the Commodore guys. Is
|
24bit and 32bit TrueCol our nodes.

_________________________________ de e e e e e e e e e e e e e e e e e e e e e e e e e m e, — . — - ——- - -
Modern features |ike 3D | Finally, the 3D ganmes we al ways wanted
accel erati on. | becomne possible.
_________________________________ o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e m e ==
YWV Vi deo nodes were added. | Hardware supports now D vX/ MPEG vi deo

| playback. You can watch Di vX and MPEG

| novies.
_________________________________ o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e m e ==

In short, the Super-AGA chipset is the next generation Am ga chipset which
t he Conmodore al ways planned to devel op but never brought to nmarket. But
the nost inportant thing is, that the SAGA chipset follows all the good
and efficient Am ga ideas, and even with all the new great features it is
100% coded as a true Ami ga chipset. You would never get such a swft

el egant and bel oved Anmiga feeling with using a PC graphic card pl ugged
into an Amiga or doing other ugly NON AM GA wor kar ounds.

As | say, "Since Super-AGA, coding ganes for Am ga never has never been
so easy and fun!"

Thank Gunnar for your answers, we |look forward to the second part of
your interview next issue!
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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 2.11 - Septenber 2023#



Welcome to the Amiga vendors section!

Ani ga Vendor Links

Ali nea
htt ps://ww. am ga- shop. net

Amedi a Conput ers
https://ww. amedi a- conput er. com

Ani ga 68k
http://am ga68k. com

Ani gaki t
https://am gakit.am ga.store

Anmi ga MC1
http://am gal. com

Am ga Shop
https://wwv. ani gashop. org

Ani gast or eEU
https://am gastore. eu

Ani ga on the Lake
htt p: //am gaont hel ake. com

Arananet Retro Products
https://ww. ar ananet . net/ pedi dos

Ar cade Shopper
htt ps://ww. ar cadeshopper.com

BuyEl box
http://buy. el box. com

El ectronics |I's Fun
https://el ectronicsi sfun.com

GGS Data
http://ww. ggsdat a. se

My Ami ga Shop
htt ps://shop. nyam gashop. com

Rel ec
http://ww.relec.ch/fr

Ret r oAM
https://retroan .com pl

Retro Passi on
https://ww. retropassion. co. uk

Retro Ready
https://retroready. one

Sell My Retro
https://ww. sel |l myretro.com

Retro Rew nd



https://retrorew nd. ca

Sor dan
https://sordan.ie
Tindi e

https://ww. tindie.com

Vesal i a
https://ww. vesalia. de

#Am ga Vendor Links - Watl FF? |Issue 2.11 - Septenber 2023#



Welcome to the Amiga Groups section!
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*

*
France Bel gi um Czech Republic Denmark Finland
* *
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* *
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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
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Aniga Malta
htt ps://ww. f acebook. coni gr oups/ am gamal t a
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Japan

Commodore / Anmiga Fan d ub Japan
http://cfc.amga.co.jp/

#Am ga Group Links - Whatl FF?#
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Ivents Corner

I"msure you're all enjoying the wonderful WatlFF magazi ne as nuch as |
am ny sincere apologies for not contributing to the last issue, a famly
health matter - my dear Wfe had been extrenely sick with a very rare

di sease, and a long recovery journey ahead, anyway back on to these fun
Ami ga projects.

Here are a few updates.
Amiga Art Contest 2023

The Amiga Art Contest for 2023 is officially open, Doug/10Marc recently
posted his official video announcing the start of this very exciting
conpetition. W have the sane categories which are Hand Drawn,

Phot ographs, 30/ Ray Traced, Aninmations, Misic/MXDS, Deadline is 11th
Novermber 2023. Pl ease renmenber you can use Real or Enul ated Anigas and

Doug/ nysel f are the two judges, Anyone who is a patreon of either of us can
al so vote for best in each category. W plan to have a few prizes, for the
nonment keepi ng some of them secret. As |long as you have created the
Art/Misic using Anmiga software your entry is valid. Wat we do also love is
t he description, process and inspiration story behind your creative efforts.

Best of luck :)
Boss Machi ne

Boss Machine | have been focusing on a |lot nore Big Bosses with detail ed

ani mation frames and i deas for how each of them nove. | have posted |ots of
free content on ny Patreon and various social sites, e.g. EAB forum:)
Recently we did a test for some of those fast parallax scrollers to add nore
detail in the background, we can swap out some of the parallax splits with
ot her uni que graphic tiles. Another focus for ne is the end | evel design
Technically the pixel height we have for sone levels is 480 pixels and we
have a few tricks up our sleeve to enhance end | evel areas such as adding
caves to fly into, nodifying colour palettes for the foreground/ enen es that
hel p blend into the background, | plan to post sone of these ideas on ny
Patreon very soon. Dan and | need to test this out first so expect a quick
video or two :)

In general Boss Machine is getting a |ot nore attention
Apol | o I nvaders

Space Invaders for all Apollo Vanmpires is constantly inproving and right now
we are focusing on adding nore md bosses (ten) as well as a reward system
for every zone you conplete. The gane has 100 | evels and everyti ne you

conpl ete a zone you get a medal for your achievenents. Al ongside these Md

| evel Bosses will have tiny children enenmies that are sinplified versions

of the nothership.

We plan to showcase this new update at Gamescon :)

We do also plan to rel ease a boxed version of the gane, so this is also
exciting news for anyone who |loves to collect physical nedia. Sneak peek of
t hese eneny designs on ny Patreon blog :)

Till next tine,

Am ga Forever
Kev | I nvent






Cover Disk Number 3

Sept enber 2023 Cover Di sk Contents

Wel cone to our 3rd cover disk or rather 3rd contents folder, for this issue
we have pl ayabl e deno of the in devel opnent BitBeam Cannon gane
Aeons Legend, here are few words fromthe devel oper about the denop:

Aeon Legends is currently being devel oped by the BitBeantCannon team usi ng
scorpion engi ne. Please be aware the gane is still in early devel opment WP
and that the gane is designed for at least 2 button controllers. 1 button
is junp, one attack, hold up and attack to throw the projectile weapon, and
top left shoulder button on CD32 (or space-bar) to switch the weapon you
will throw between a boonerang or a bonb also, the little statues with e
up-arrows are like guidesigns.. if you walk onto themand tap up text wll
appear with clues for the things you can do in the gane.

This is not a real |evel designed to be fun, it's a deno | evel to show the
progress and gane features.

In addition we have multi-nodule for your |istening pleasure, and here are
words fromone of the artists involved:

Aci di ¢ breakcore CctaMED multi-nodule by M. Roboto, df0:BAD & cTrix in
2023. Over twenty mnutes of rmusic in about 1.2 unconpressed negabytes of
data. For best results please use the |atest version of H ppo Player if not
CctaMED itself. Look out for the upcom ng physical floppy music disk

rel ease in | ate novenber!



What's coming up in the next issue?

Next |ssue - 2.12 Decenber 2023

| hope you enjoyed our 11th issue, next time it will be our 12th issue out
in Decenber and it will mark two years of the magazine. In the issue we
interviews with Caude of PiStormfane interview, Steve from RetroPassion
and a BitBeam Cannon. Reviews currently confirned at the nonent will | ook
at the A600 with the latest Furia, PiggyBackNot RGB2HDM v3 and Personal
Paint v7.3. Plus nore! Regarding tutorials we will continue the | nageFX
series, an updated A314 guide on fixing device errors and clock. Finally
there will be a special article on 'Wat Conmodore Did Right' with sone
help fromAnm gaBill. As usual this is not all the content but what has
been confirnmed up to now. See you next tine in Decenber when it shoul d be
much cool er!

#Next |ssue - What| FF? |ssue 2.11 - Septenber 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

Roal d Strauss

Rob O Mal | ey
Steve Lord
Ti no Paul

Tristan Shiflett

We are always interested in new articles, guides or stories, if you
have sonething you wish to submt please send it to:
subni ssi ons@hatiff.info

#Witing Staff - Wiatl FF? Issue 2. 11 - Septenber 2023#



timopaul

Al i ases:
am fan (EAB)

Cont act i nfo:
ti mopaul @watiff.info

Websi t es:
www. whati ff.info
www. bi nar ybeat s. xyz

Bi o:

My journey with the Amga started in either '87/'88 when the famly got an
A500 (Back then it was a computer for the whole famly), | remenber the
noni t or and A500 boxes al nost being as high as nyself. Before this time |
had only been exposed to the ZX Spectrum and C64, using the blue Wrkbench
for the first tinme was an anazi ng experience. Wien | saw Digi Paint in
action | could not believe ny eyes. Fromthat nonment | was a devoted Am ga
user going through various Am gas, A500+A570, A600, A3000 and A1200. Over
the years nmy Amiga has been used to creating digital artwork and for
maki ng or shall | say trying to nmake nmusic. Then in the year 2021 | deci ded
for sone crazy reason that the Am ga scene needed a digital magazine
simlar to Ariga Report. It was ny intention to have something that picked
up where the great Am ga magazi nes such as Anmiga Wrld and Anazi 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 i nfo:
kevi nsaunders@hatiff.info

Websi t es:

www. pat r eon. cont Kevi nSaunder s
www. yout ube. conl Kevi nSaunder s
ww. twi tter. conlinvent71

www. i nst agram coni i nvent 71/
www. ko-fi . com kevi nsaunder s

Bi o:

My journey with the Aniga started around 1988, The first time seeing the
Am ga 1000 in the shop wi ndow pl ayi ng ani mati ons such as the Am ga Juggl er
| fondly renmenber. 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 Ami ga Magazine with denmo di sks. M
interest in gane designing for the Amga started with del uxe paint and
| did dabble with The Mracle Keyboard but that skill in nusic

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



roaldstrauss

Cont act i nfo:

Websi tes:
www. i ndi eganmemnusi c. com

Bi o:

Content comi ng soon.



tristanshiflett

Al i ases:
Mani cal

Cont act i nfo:
Di scord: Mani cal #1992 / nmani cal 90

Websi tes:
mani cal . neocities.org

Bi o:

Mani cal started naking nmusic for the Ariga in early 2021 (April) and has
rel eased at sone denoparties, and is planning to go to nore along the
way. He's in the denogroups MonShine and Hokuto Force as a nusician, and
soon to be a coder or graphician. He started out with Protracker for his
first 3 nods, then noved to FastTracker primarily, and then he started
exploring Inpul se Tracker and started naking tracks with Furnace. H's
songs have gotten good reviews by many fanpous people in the denpbscene,
such as Jammer, Purple Mtion, Skaven, and cTrix (Mst known for his
gAtari). Since his nusic journey, he's entered Syntax 2021, Mysdata 2022,
Boozedrone VI (Which his track that he entered ended up on the officia
Boozedrone tape which was I[imted to 50 copies).

Favorite quote: 'You see, we are here, as far as | can tell, to help each
other; our brothers, our sisters, our friends, our enenies. That is to
hel p each other and not hurt each other.'



danielreimann

Nane: Dani el Rei mann

Al i ases:

Contact info: daniel_rei mnn@reenet. net

Websi tes: Transl ator for ww. am ga- news. de






