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Welcome to WhatlFF?

-# What | FF? - Issue 3.13 - April 2024 #-
- - EDI TORS DESK- - - MEET THE WRI TERS- -
A few words fromthe editor and neet the witers of WatlFF?
---SHELL TALK---  ----- TALK BACK- ----
Shel | Tal k: What | FF? equi val ent of a soapbox and readers letters.
[ 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.



From The Editor's Desk

From The Editor's Desk - by: Tino Pau

Wel cone to issue 13 of Whatl FF?, | apol ogise for the | ate publishing date
but as of 2024 we will be reducing the schedule fromevery three nonths to
every four nmonths. This is due to the nagazi ne being made conpl etely by
people giving up their free time to wite about our favourite computer and
to allow people nore time to finish articles. Hopefully this will also allow
us to pack nore content and give nore tinme for proof reading as | have had
to upload nunerous times a new version of the file due to finding witing
errors, fingers crossed this issue will fare better

As | wite this the Cherry Blossons are starting to bloomhere and the air
is becoming warmas Spring slowly joins us. | would Iike to thank all the
witers who have contributed to this issue, regulars and new. W are
privil edged to have Andy Vaisey join the witing staff and he starts this
issue with an article on gane graphics and what not to do. John Scolier
has witen about his experience with the Rejuvenator and al so intervi ewed
Si none Beival acqua. In addition there are interviews with Massino the
devel oper of NEONnoir, 8080 devel oper of The Deep and Dice Masters for the
next generation Ami gas. Continuing the next generation theme we also have
an interviewwith WIllem who works on the Apoll oBoot and converson of the
Robi n Hood gane to V4 systens.

There is so nuch nore, with articles for regulars such as Ivan, providing
us with his experiences of trying old ganes again. W al so have sone guest
contributions fromJman who was inspired by the learning difficulties
article fromlast issue. Overall it is a packed issue and |I hope you w |
enjoy reading it. If you have any suggestions or corrections then as usua
pl ease contact us at: subm ssions@whatiff.info



Letters From WhatlFF? Readers

Tal k Back: Letters From Wat| FF? Readers January-March 2024

Wl cone to Tal k Back, the section of the magazi ne where we publish a sel ect
few of the letters that we receive. Thank you to everyone who has witten in
and those who have gone on to wite articles for the magazi ne. W al ways

wel cone any witten contributions to the magazi ne. Weryone has a uni que
perspective and Amiga story to tell. If you wish to wite to the nagazine

or contribute then please contact us at: subm ssions@hatiff.info

Date: Wed, 13 Dec 2023
Subj ect: Thoughts on "Am ga Through the Lens of an LD Learner"

Hi,
| amreading the issue of Decenmber of WhatlFF with great interest.

Readi ng your article about LD people finding thenselves at ease with a
retroconputer is really interesting, it's a perspective | never inmagined.

After witing this email, | thought that with a few touches it could be
turned into an article for WuatlFF but up to you to decide. For nowit's
just a thank you email for your work :)

Your article rem nded of a post on Mastodon quoting an article of
anot her Swedi sh ol dti me Am ga user
=> https://merveilles.town/ @eauoire/111517890274195985

The article in question:
=> https://ww. dat agubbe. se/ 30year conp/

| see a parallel with your article and the one | nention. Conmputing with
an Amiga is a less stressful experience both because |ess distracting
and because is "cristallized" in tine.

| think it's great fun and exciting observing the wave of new hardware
whi ch basically replace the stock chipset with powerhouses at the tine
not even conceivable. But running Dark Forces on a Vanpire is just
flexing muscles. An Amiga with a 030 can provide a cal m conputing
experience without trying too hard imagi ning the "what if" scenario
where the platformhad a future

| want to try exploring this "cal mconputing” experience again. For
exanple, while | amwiting this email | amlistening to one of your
tracks on binarybeats and checki ng ny phone notifications. That's not
the kind of calmconputing that it was in the N neties.

Note: if you look up "cal mconputing” or "cal mtechnol ogy" you'll find
definitions that in principle overlap partially with what is meant here.
I"mjust borrowing and distorting this termfor the sake of this

email .

| want to get in touch with the Amiga again and di scover what this
machi ne can do. Explore it with calm at its pace w thout benchmarks or

frame per second anxiety. | want to learn a bit of React+ progranm ng on
Ami gaCS 3.2, | want to learn howto wite an Ami gaGuide file, | want to
nmake a presentation with Scal a400, | want to wite a bit of that |ispy

dialect to wite an Installer script. Al offline, just with books and
gui des by ny side and hopefully not needing too open to often the browser
on the nodern machine | amusing right now



It's a kind of isolation that I hope will teach ne a kind of computing
that is |ost today.

An universal installer tool for software? Check

Progranmmi ng | anguages both | ow and high | evel ? Check.

QU Programm ng? Check

Productivity software? You betcha.

Mul tinedia capabilities? Entertai nnment? | PC comuni cation? Scripting
engi ne to connect different applications (ARexx)? Hell yes.

That's conmon know edge.

Conscious of its limts, of course. I won't make it | ook like that an
Ami ga can do everything | do today. Even pushed over its linmts with

nodern peripherals, an Ami ga offers today a subpar experience (inp).

But it's inportant to touch with hands that everything we have today was

already available at the tine. | want to make the point that the future
was here 35 years ago and in sone cases we've been just reinventing the
wheel over and over again for small increments in quality.

To be fair, a fewthings are for nme sorely nissing conpared to the
nodern computing experience | amused to. Access to the wealth of

i nformati on of the nodern web and a CLI-first user interface (I am
spoil ed by years of using Linux and Anmi gaDOS is a joke in conparision).

Certainly I won't power up ny Amiga just to take photos of it or run
Sysinfo and | augh at the "CALL ME NON!!!" bench result. My Am ga i s not
the old car to be used on Sundays for a short ride and then spending the
rest of the day shining it with a cloth.

For now | am enjoying Whatl FF on an emul ator, soon | hope | have ny
Amiga repaired and can enjoy the zine the way it's supposed to be.

Thanks for readi ng ny thoughts, have a nice week!

Date: 15 Dec 2023
Subj ect: You guys are a great find!

| LOVE what you are doing with Watl FF?!

I aman ol d die-hard C64/128 user since ny teenage years of the 80s, and
got ny first Amiga in 2023. Wat a learning curve these are!! I'mstill in
a very new phase and cane across your nmgazine |ast night, reading issue
12. Now I'mstarting Issue 1 and working ny way up

Thank you for your devotion to such a great conputer, cause, and the people
behind it. Really awesone.

| work with the guy that runs tel netbbs guide and will have to | et him know
you gave the shoutout on your review for gurunpdemn

War m r egar ds,
M ke / King Geroge, VA

Date: Sun, 31 Mar 2024
Subj ect: xT Accerator and Pi ggyBackNot! V3

H there,

First up, thanks so nuch for WhatlFF? An online Am ga Guide creative
user mag is such a cool idea and nuch appreciated :)

Havi ng just received and set up the previously reviewed PiggyBackNot! V3



and the upcom ng xT turbo card on ny own A600 (rev 2D) | thought | would
share ny thoughts in a brief ranble. Both are really useful and fairly
af fordabl e solutions and should be a decent upgrade for any A600 owner

| ooking to give their systema bit nore utility.

Har dwar e:

The XxT turbo card offers a nice little speed increase bringing the A600
to around the sane performance as an A1200 with fast ram Build quality
is good and it was easy to fit although it seenms to angle up a little
bit and the socket over the CPU doesn't sit flush on the right (closest
the trapdoor) edge. Wrkbench saw the extra 8MB fast ram and Sysinfo
reports just over 28mhz as expected and the new CPU (20nmhz overcl ocked
by 40%to 28mhz) runs around 40 deg C which is not bad. The Xilinx CPLD
runs a bit cooler. Snall heatsinks froma Raspberry Pi could be added
if you had concerns. One surprise was the original CPU was up around 50
deg C which I thought was odd because surely it should be disconnected
fromthe bus after the BR BG BGACK handshake with the accelerator.
Perhaps not, |I'mnot an el ectronics engineer but | would have expected
the original CPUto be idle and thus cool. Even so stability was not
affected and the A600 perforned just fine for several hours, maybe
shoul d cl ean the contacts and reseat the accelerator to see if that hel ps.

Sof t war e:

The Sant ool conmand line utility was easy to use, just put it in C, one
of the first things to do would be to add *RUN >NIL: sant oo

shadow omon* to your startup-sequence to increase harddi sk access
speeds, ny set up went from680 KB to 1.5 MB per second. O her commands
al l ow you to enabl ed/ di sabl e PCMCI A access, swap DFO: and DF1l: and even
MapROM You can add nmore menory (3MB) with "santool norement and bring
your total installed ramup to 13MB! Santool is basic but conparable to
Furi atune and does the job. One thing | did |like was being able to turn
on PCMCI A access and still use morenemto get 9MB (4 fast, 2 chip, 3
other) of total memory and PCMCI A sl ot use. Being productive and havi ng
use of ny CF-PCMClI A adapter was really appreciated.

Pi ggyBackNot! V3

Har dwar e:

The board is well designed and | had no problens fitting it, alittle
snhug but it's naking good use of the linmted space in the A600
trapdoor. Attaching the ribbon cable for the Deni se adapter was easy
enough just use care and not too nuch force on the little latch
Fitting the adapter socket to the Denise chip required a little bit of
pressure but it clicked into place nicely. Adding the Raspberry Pi Zero
and a RTC board to the clock header didn't give nme issues and after
adding the latest RGB2HDM files to the Pi's SD card and turning on
everything "just worked". Kind of... The clock and ram worked and
while | did get the Aniga's video out over HDM it wasn't configurable
at all.

Sof tware..?

Now. .. There is no software as such for the PiggyBackNot! V3, RGB2HDM
works fine and the install and even Pi | used here work fine in other
Am gas using LinuxJedi's adapter boards. However... My HDM out put had

an odd palette with bl acks displayed as a dark blue and Wrkbench

| ooki ng very washed out. No problemlet's just change the settings..
Nope, | can't get it into One Button Mdde. No anount of re-flashing,
editing the default profile, re-seating, checking the connections,
not hi ng! The CPLD on the PiggyBackNot! V3 just won't accept any changes
at all, as if it has sone unchangeabl e defaults. After several hours of
nessi ng about and trying different (and known working) Pis and SD cards



| called it a day. |'mno stranger to RGB2HDM and | have to wonder if
there's a fault with my PiggyBackNot! V3, indeed one of the surface
nount capacitors (Cll) seens to be rotated 45 degrees fromone of its
pads and not connected. Also this board does not have the usual
XC9572XL CPLD (1600 gates) chip but a different (though perhaps

conpati bl e) BGA packaged version (R3064XL, 1500 gates) while previous
revi sions had the XC9536XL - half as many gates. |1'mgoing to get in
touch with Piotr at Archi-TECH and see what he thinks.

| also recently had a lot of fun with a TF536, RGB2HDM and
Am gaStore.eu's 2MB expansion and the logistics of fitting it all in.
If you're interested?

Martyn



Free For All About Anything

Shell Talk - by: Rob O Mll ey

| have heard nmany people say that the first profession practised by mankind
was prostitution, although |I would contend that there obviously nust have
been anot her profession being practised around the sanme time in our pre-

hi story or else what would these cave-man hookers be trading their services
for? But surely around the same ancient times as the only real career
options for a nenber of the species that woul d one-day cone to be known as
hono- sapi ens, were hunter, gatherer or whore. Some |azy and di shonest

i ndi vi dual must have thought to thenselves in their prinitive tongue: "would
it not be great if | did not have to risk ny life hunting, wear ny fingers
to the bone gathering what m ght only be a handful of nuts and berries, or
fake genuine intimacy with nenbers of nmy tribe that | don't particularly
care for? There nmust be a better way!" and so followi ng inmediately after
this thought all those millenia ago, the profession of confidence-arti st
was al so concei ved.

Wl | they nust've realised that chasing manmot hs with sharpened sti cks,
scavengi ng for berries or voluntarily placing thenselves into conproni sing
positions weren't exactly dreamjobs. Wll, in this colum | want to share

a close encounter | recently had with a nodern-day version of that very sane
grifter, and let ne tell you, it alnost bloody worked on nme so unprepared

| was for this scamwhich | believe to be so new to our culture, emerging

si mul taneously with conpl ex generative Al inage creation tools, that it does
not even have an instantly recogni sable name that | am aware of |ike other
nore wel | -known scans such as the Ponzi schene, pyram d schenes, catfishing,
the N gerian prince, pig fattening or good old fashi oned phi shing anong

ot her di shonest ways of encouragi ng suckers to part with their noney.

Well, one day | received a facebook nessage froma random unknown facebook
user which reads as follows: ?Hello, Are you | ooking for a professiona
com c and manga artist, my service ranges fromconic pages(pencil, ink,
colour), character designs, concept art, cartoons, cover pages, interior
pages, illustrations and many others. Thought you'd need an artist. Can |
show you ny previ ous works??. Now normally | mght just ignhore a nessage
froma random unknown Facebook user [red flag count=1], but as it just so
happened to be at the time | have recently commenced work on an Anmi ga gane
for which | also just so happen to require sone assistance w th graphics
assets, and | had nade a coupl e of post on said social-nedia platform saying
as much. So | did not think this nessage was anything out of the ordinary.

| responded to this users query in the affirmative, and before too | ong we
were chatting about my projects requirenents. Now although they offered to
show nme sone of their previous works in the introductory nessage, when

i nqui red about where I mght find sone exanples of their artwork | was
infornmed that the only place | could see exanples of their style was their
Facebook page [red flag count=2], which only had two, admittedly seeningly
wel | done exanpl es of hand-drawn traditional western style comc art. After
a couple of perfunctory questions regarding what | mght require, discussion
very qui ckly noved onto ny budget, such as how nuch I could afford to pay
and when. And it just so happened that the ampunt | was budgeting for this
project was exactly the ampunt that this ?artist? was asking to produce the
desired artwork [red flag count=3]. No item sed quotes for each individua
conponent of the project, no in-depth questions about required i nage fornat,
no interest in ny project whatsoever beyond the afore mentioned budget and
tinmeframe [red flag count=4]. Also, they inforned ne that they woul d not be
conmenci ng work on this until they had received paynent of the agreed

amount in full



Now | had never conmi ssioned visual art over the internet before at that
point in tinme, and | have since cone to |learn that a genuine visual artist
m ght be quite willing to provide sone sinple sketches and or exanpl es of
previous works for other clients to show how well they understand what it
is that | might be |ooking for and their ability to deliver satisfactory
results, needless to say | got none of this fromthe ?artist? who had
contacted me out of the blue [red flag count=5] who as | nentioned seened
only interested in what | could pay them and when.

Well the date | had told them | would have funds arrived, and right on
schedul e they nessaged ne to renmind ne that | was interested in having sone
artwork comm ssioned for ny project. Now sadly | had been experiencing some
difficulties in my Iife, such as ny main PC failing to work anynore, in the
peri od between when | |ast comunicated with themand this |atest

conmuni que. And | infornmed themthat this was the case. Wll that s where
their tone changed to being quite aggressive, demandi ng payment, rem nding
me that | had promised to pay a certain sum which incidentally | had not
actual ly ?prom sed? anything but sinply agreed that we would enter further
di scussions when the tinme cane. [red flag count =6]

Al so, | had just conmenced conmuni cations with another visual artist,
sonmeone whom | could confirmto be genuine, and when | informed this first

i ndi vidual of this they kinda lost their cool, feigning incredulity at ny
assertions that with them| had no idea what | mght be getting for my noney
where the genuine artist has nany exanples of their work and I woul d have a
good i dea what | mght get for my noney. Also asserting that they were in
fact capable of doing the best job, despite providing no evidence, and of
course reiterating their demands for paynent.

Needl ess to say by this point | had run out of patience, did not appreciate
bei ng spoken to in a disrespectful manner, and quickly renoved them from ny
friends list and bl ocked them across all platforns where we had previously

connected over the preceding time period. And not a nmonent too soon

| am not 100% sure what this scanmers end-ganme m ght have been, but if the
comments on the two exanples of their artwork on their Facebook profile were
anything to go by which read ?Were's ny project? Stop asking for nore noney
and work on it. O refund ne!!? [red flag count=7] | guess that they would
have sinply taken ny noney then started asking for nore wi thout delivering
anything. Best-case scenario is | mght have received sonme images lazily
produced by one of the nmany Al image generation tools which I could have
probably achi eved better results nyself. Indeed upon cl oser exam nation of
the two pieces of artwork on their profile page these were al nbst certainly
produced this way, with sone wonky, unnatural anatom cal features and other
such details which mght only be apparent if one were actually |ooking for

t hem

Anyway | amnot proud to admt that | alnpst fell for this ruse, comng very
cl ose to sending them noney before I explained the whole situation to a
personal friend who happened to be visiting at the time and was infornmed
that the whol e thing sounded a bit dodgy. And | hope that this article m ght
serve as a warning for anyone el se out there who might find thenselves in a
position where they too mght be vulnerable to a commi ssion-based confidence
schene.

Finally I mght offer the advice that if you are in the need to conm ssion
any creative talents there are services such as Fiverr dot com which have
many genuine verifiable artists on their platform O there is word of
nout h, such as aski ng sonmeone who has devel oped a project you |ike about
the availability of the talent that did the work for them and whatever you
do, DO NOT engage with random ?artists? col d-contacting you, as probably
the only artformthey intend to practise is the art of the grift.



Welcome to the reviews section!

-= Hardware Review XxT Amiga 600 Accel erator =-

Viewed as the small est Aniga 600 accelerator, we take a | ook at the tiny
68EC020 acclerator and see how it stacks up agai nst the conpetition

-= Hardware Review Open Ami ga Sanpler =-

Occassionally on sale and easy to build, does the Open Amiga Sanpler
nmake the orgi nal generation of sanplers irrelevant?

-= Hardware Review Apollo Computer V4+ Standal one =-

VWat really is the V4+ Standalone and is it truly the next generation in
Amiga that we were hoping for back in 1994.

-= Software Review. RNOXfer =-

Modern FTP transfer software has been scarce for the classic Am gas but
t he RNO devel oper comes to the rescue with a nodern FTP client for

0S4, MorphCS and C assic Anigas.

-= Software Reviews: Am net Goodies =-

Am net top selection, each issue will feature a different contributor.

#Revi ews - What| FF? I ssue 3.13 - April 2024#



Hardware review: XT Accelerator for the A600

Pr oduct Nane
XT Turbo Card

Devel oped By
R G Chyla (Sanjyuu)

Avai | abl e From

am ga- shop. net

am gstore. eu

ret ropassi on. co. uk
proganmat ory. ar chi -t ech. pl

Price
79 USD

Har dwar e/ Sof t war e Requi renent s
Ami ga 600

Test Machi ne
Am ga 600/ 3. 1/ RGB2HDM Pi ggyBackNot

Revi ew

Last issue we had a | ook at the very powerful but flawed Furia card, a card

that has a |ot of potential but also suffers from hardware conpatibility

i ssues. However the Furia is not the only card on the market, there are

the A630 and the Vanpire series, however, both are quite pricy putting them
out of the range of users who are not flush with the cash. The xT Turbo Card
cones in at a very reasonable 79 USD approx. and offers some great features

for the price.

The features are:

* CPU. MC68SECO00AA20/ 28MHz

* RAM 11MB (8MB FAST + 1.5MB SLOW + 1.5MB OTHER MEM

* EXTRAS: MapROM ShadowROM CLI Setup, 4MB PCMCI A Conpati bl e Mode
DFO/ DF1 Swap/ Boot Sel ect or

As you can see you get sone very nice features, | was originally tripped up
with the CPU and was under the inpression it was a 020 so when | first
tried the card and saw Syslnfo showi ng a 680000 |I thought ny card was

br oken. However after a second reading of the card details | understood it
being a 28MHz 68000 CPU.

First |npressions

The first thing you notice when you get the card is howtiny it is, the
photos on the website do not give justice to the size of the card. It has
a very clean design and snaps over the existing CPU very firmy. | did not
noti ce any wobble even after | had to renove it a fewtinmes. The card is
built so it does not take nuch space above the A600 CPU, allow ng space for
a standard RGB2HDM adapter. |If you have a Vampire, Furia or A630 these
cards will take up far nmore roomin the A600 case. It is inmportant to
mention that if you wish to use the PCMCIA slot with the XT then install
the SANTOOL file to your C directory before installing the card otherw se
you will need to renove it again.

SANTOOL can be downl oaded from here:



=> https://w ki.archi-tech.com pl/pliki.santool.zip

The SANTOOL goes beyond just PCMCIA conpatibility it can al so hel p boost
the speed of your A600. Wth the card installed and the SANTOOL settings at
default, the A600 gets a noderate speed boost, but you will not notice much
in the Wrkbench. However if you turn on ShadowROM whi ch copi es the
Kickstart into RAMyou will see a considerable increase in speed. Just to
gi ve you an idea of the speed increase, belowis a chart showi ng Syslnfo

di sk speed with ShadowROM of f and on

| | ShadowROM COFF | ShadowROM ON

[------------- S S |
| MFI ops | 2.99 | 3.05

| Disk Speed | 928, 491 bytes/sec | 1, 702, 233 bytes/sec

Wth ShadowROM set to ON, the inprovenent is imediate after reboot,

Wor kbench pops up nmuch faster, icons appear quickly and the whol e system
feel s much snoother and faster. It is also possible to add the SANTOCL
options into the startup-sequence however | encountered sonme issues wth
PCMCI A compatibility. | finally ended up havi ng ShadowROM and MOREMEM

in the startup-sequence but | left PCMCIA to be added manual ly. You wil|
need to reboot for the PCMCIA to take effect though. There mi ght be another
way to have MOREMEM and PCMCIA ON in the startup sequence but even with the
way | have it set up now, it is a very convenient and easy way to get PCMCI A
access without losing too much menory. It is a nmuch better systemthan the
cards that require you to open your Am ga and nove a jumnper.

In Use

I will state first that if you are |l ooking for a card to play Doom or

some heavy-duty 3D gane then this is not the card for you. However, if you
are | ooking for something that will boost your A600 and make Workbench

feel a lot faster then this is a good option. Loading prograns are much
faster, unpacking files took less tinme and even graphics speed was

i mproved. DPaint and Brilliance are nuch snmoother and nicer experiences

with the xT. Overall | did not have any issues playing ganes, however, | did
not play a |large selection of ganmes, to be honest.

Wth the extra nmenory and speed, | was interested in how well the A600 woul d
handl e ADFs. Using | mageMount was a very pl easant experience and | noticed

a good speed i nprovenent over the stock A600. In the chart below | used
DPaint IV, the screen was set to PAL HAM and a 45-degree default gradient
fill was used. Taking into consideration that the timng was done with a
stop watch and there m ght be one-second di fference between the two, the
time difference was quite |arge.

DPai nt HAM Mode Gradient Fill Speed Test

| | Standard A600 | A6OO with xT |
| ------------- o e e e e e e e o o
| Fill Time [ 4 min 16 sec | 1 min 3 sec |
| |
The above results illustrate well how much of a speed boost you will get from

the xT Turbo Card. Wile it does not give you roadrunner speeds you get
froma Furia, A630, PiStormor Vanpire, it sits nicely at the | ower end of
the price range with a solid set of options.

Fi nal Thoughts
If you are looking for a card that is easy to install, will allow you the

option of adding a video adapter, has good conpatibility and gives your
A600 a decent speed boost then you need not | ook beyond the xT Turbo Card.



I was not |ooking to spend a small fortune on nmy A600 and while the Pi Storm
is around the same price | like the idea of having a 'real' CPUin ny

A600. This card went beyond ny expectations so far as to have made the A600
nmy go-to Ami ga now.

Wth the extra speed and nenory, you can play WHDLoad ganes but al so Workbench
and graphic work becone a snmoother and nore pl easant experience. |If you can
find one on sale, grab it now as these cards seemto go out of stock rather

qui ckly.



Hardware review: Open Amiga Sampler

Har dwar e Revi ew. Open Ami ga Sanpler - by Tino Pau

Product Nane
Qpen Ami ga Sanpl er

Devel oped By
Brendan O Cal |l aghan Ratliff

Avai |l abl e From
eBay
www. | ect ronz. com

Price
25-50 &BP

Har dwar e/ Sof t war e Requi renent s
None

Test Machi ne
Am ga 1200/3.2 and Amiga 600/3.1

Revi ew

If you were an Amiga user in its heyday it is likely you probably owned an
audi o sanpler as they were cheap and easily available. Fast forward to 2024
and the availability of the Ami ga conpatible sanplers has dwindled with the
prices of original generation hardware skyrocketing. In 2020 the files to
build the sanpler were put into GtHub, as a result, enterprising

builders started to sell pre-built kits, sone without a case and ot hers
with fully 3D printed cases and | abel s.

For this review, | will be working with Tony Horgan and witing about our
experiences of trying to build one to purchasing a pre-build one.

Bui | di ng Your Oan
The information to build your own QAS is available from GtHub at:
=> https://github. conf echol evel / open-ani ga- sanpl er

It has all the necessary files that you need to begin your build, the first
step was to downl oad the PCB | ayout files in Ki KAD format which then need to
be converted into Gerber files. | did this with Ki KAD for the Mac but |
believe there is also a PC version if you do not have access to a Mac. It is
necessary to convert the files into Gerber format as it is the standard
format used by PCB printing conpani es such as PCBWAy. Converting the files

to Gerber was very easy for soneone like nme (i.e. | have no electrica
bui |l di ng experience), and it was a sinple process of creating an account
with PCB Way and then uploading the Gerber files. Fromthere on all | had to

do was wait, easy so far

It took about 2 weeks for the boards to arrive, fromhere on then | needed to
obtain the rest of the parts. The BOMis the foll ow ng:

* 1 x Maxi m ADCO820CCN+

* 1 x Mcrochip MCP6002-1/P
1 x DB25pl ug connect or
2 x RCA Receptabl es

*
*



3300hm resi st or

lkohm resi stors

10kohm exponenti al potentioneter
47uf capacitor

10uf capacitors

0. 1uf capacitors

* %k ok ok ok F
NNRFR PO
X X X X X X

It is not along list and | was able to obtain the ADCO820CCN+ and
MCP6002-1/P chips for approximately 5GBP total from Aliexpress however
when it cane to buying the DB25 plug and resistors the prices junped up
considerably. In nost cases you had to buy in bulk and as | was pl anni ng
to only build one this was growi ng over ny budget. Wiile | searched for
anot her source of parts | soldered the two chips that | had. Thanks to
the I ayout of the board this was an easy process and | believe even those
with mninmal soldering experience will not have problens putting the board
together. Finding the extra parts mght be nore difficult, though I nust
mention that | amlocated in Japan and was | ooking online for nost of the
parts, shipping costs are probably higher than for those in the States or
Eur ope

There are places in Tokyo where you can buy the parts but for sone reason
the parts listed on the BOM were quite expensive coning in at over 60GBP for
just the parts which defeated the purpose of building ny owmn. At the tine

of witing this article the board still sits half-built with the remaining
parts not found yet.

| would have to conclude that while building the board is a relatively
easy exercise finding the parts mght prove nore difficult if you are not
experi enced wi th buying and building electronics. If you stil

wi sh to build your own it would pay to ask soneone who has el ectrica
bui | di ng experience to aid you when buying the parts.

Buyi ng Pre-Built

Since nmy experinent with building my own ACS did not quite pan out as | had
hoped there was still the option of buying a pre-built unit. | was lucky in
this instance as Tony Horgan was al so on the outl ook for one so we both
bought the sane card froman eBay seller and | al so bought another one from
an online Amga store.

The one from eBay had no case and the online store version cane with a case
and | am nated stickers. | paid between 40@P for the fornmer and 70GBP for
the latter, while the prices are not as low as | had hoped they are stil
cheaper than the OG sanpler prices that are going around at the noment.

Bot h boards are very conpact, they have two RCA inputs though the sanpler

is mono, and the stereo signal is conbined into a nonaural signal by the

sanpl er. The AD (anal ogue to digital) chip is a Maxi m ADCO820CCN+, the only

other chip on the board is an MCP6002-1/P, and the rest of the space is taken

up with resisters and capacitors. There is a knob for controlling the input

val ue using a 10kohm exponential potentioneter. | was particularly inpressed with
the sanpler that | got fromthe private Am ga store, the case did not | ook

3D printed was put together very solidly and al so had professional -1 ooki ng

| abel s attached. However, we are not here for the | ooks but for how they

sound!

Audi 0, Audi o, Audi o!

Before the OAS | was using a DSS8 and Perfect Sound sanpler, and will use

these two as a reference for the audio quality of the OAS. To begin with, the
OAS is conpatible with most if not all Am ga audio sanpling software, this even
i ncl udes the DSS8 software. So what do we | ook for in an Amiga sanpler?

Taki ng into consideration the Ariga audio is 8 BIT we do not have as much
'space' to play around with. So it is inportant to fil

the entire sound wave with audio data. If you have an audio sanple that is
quiet, this will generally induce extra audio artefacts and hiss.



If the Amiga audio was 16 BIT this woul d be | ess of an issue, as such

it is arule of thunb when sampling into the Amiga to fill in

the entire waveformpattern, or have an as |oud as possi ble audi o source
so you get a waveformthat fills the entire area. Wth nmy DSS8 and

Per f ect Sound was possible as can be seen in the follow ng i nage however
when it canme to the ACS | found difficulty in achieving a full waveform
there was al so an instance of the audio being clipped. This can be seen in
this inmage where at the bottom of the waveformthere is a vertical line
where the audio just stops. | found this to be the same on both of nmy ACS
sanplers and it was al so the case with the sanpler that Tony Horgan had
bought. | have reached out to the sellers to see if they have any ideas why
this could be happening but as of witing this article, they have not
responded.

If the audio gainis lowered it is possible to get a full waveform but

l osing half of the audio volume resulting in a very quiet sanple. However,
there was not as nuch hiss or distortion as | would have expected with
the quieter sanple. Conparing the sanples fromthe AOCS and DSS8 you can

tell the difference easily where the DSS8 sounds | ouder and fuller. | have
been wracking nmy brains to figure out why the sound is being limted, |
tried it with several different sanpling software but still had the audio

clipping issue.
Fi nal Thoughts

The Ami ga Open Source sanpler has been a bit of a |letdown, | was hoping
that it would offer a cheap solution that gave you at |east the sane
quality as the Stereo Master. If this has been an issue with just one

board I might have thought it a one-off off but since | had this issue with
two boards that | bought and another that Tony Horgan bought it night be
sonet hing nore inherent in the design. As it stands | amnot willing to
recormend the ACS sanpler yet as so far it has denonstrated a | ower

quality sample than ny current hardware.



Hardware Review: Apollo Computer V4+ Standalone

Har dwar e Revi ew. Apol | o Conputer V4+ Standal one - by: Tino Paul

Pr oduct Nane
V4+ St andal one

Devel oped By
Apol | o Comput er

Avai | abl e From
www. apol | o- conput er. com

Price
679 EUR - B.A S.I.C Bundl e

Har dwar e/ Sof t war e Requi renent s
Monitor with HDM socket

Test Machi ne
N A

Revi ew

Few Aniga users forget the prom ses and excitenent that the AAA chipset
generated. While we were happy with the advances that AGA brought to the
Amiga it was still not on par with what the new PCs and Macs had. As you
all know the AAA chi pset went down the toilet with the rest of Commodore
in 1994 and with it the hopes of ever getting a next-generation Am ga.

A decade |l ater there is news of a new Ami ga conputer called Natam,

that has 24 BIT col our, higher resolutions, 3D graphics, 16 BIT audio

and a new version of the 68k processor. | followed the tortured

devel opnent of the Natam and saved ny pennies for when it would be rel eased.
Sadly but not uncommon in Am gal and that project also eventually petered
out. O so it had seemed. Around 2019 Apoll o Conputer appears on the scene
of fering new accel erator cards with RTG graphics and a new 68k processor,

t he 68080. This chipset offered nmuch of what Natam pronised along with the
processor. Sinilar appearances were not just that because the sane team

that worked on the Natam created the new Apoll o Vanpire cards.

It was not until a few years later that the V4 Standal one was rel eased in
2019/ 2020. This was the first time the Vanpire chipset and 68080 were
avai |l abl e as a conplete computer system the current version of the V4+SA
cones with the foll ow ng:

Chips: Arne for 16 BIT audi o and 16 channels, and |sabel giving us Super AGA
(SAGA) RTG Trucol our 32-bit with resolutions up to 1920x1080. Anni provides
DMA i nproving on the Alice, bringing about benefits such as 24MB/ sec from

t he Fast | DE/ Conpact Fl ash controll er.

On paper, this sounds just |like the nodern Am ga systemthat users were
hoping for. In addition, the V4+ Standal one comes in at a | ower price point
than t he Power PC-based 0S4 systens, opening the systemup to nore users. It
was with this in nmnd that | finally decided to bite the bullet and order
one of these fabled systens.

Physi cal Looks
When first viewing the V4SA, you are surprised by its dimnutive size

with a height of no nore than 10 3.5" floppy disks, it is not an intrusive
presence on your desk. You get two DB9 ports and two USB ports on the front



for the nouse and joystick, there are two small LED lights, for power and
hard di sk access. Looking at the rear, you have a micro USB port for power,
A full-size HDM port, a McroSD slot, a USB port for the keyboard and a LAN
port. It comes in one colour (at the monent), black with the vanpire logo in
red printed on top. The top cover can be slid off by renoving four screws
fromeither the front or back. This gives you access to innards, change the
CF drive, add an RTC or use the extra ports on the notherboard. The

not her board i s understandably sparse since the CPU, graphics, audio and DVA
chips are all contained in a single FPGA

My VASA cane with a Vanpire-branded USB nouse and generic USB controller
there is an option to buy a Vanpire branded keyboard but it is only
available in a German | ayout, so | went for a US gam ng keyboard. It took
no tine to get everything plugged in and set up, the power cord has a
power switch which is close to the V4SA

The first thing that struck me when | turned it on was how fast it booted.
Bang! It must have been only 3-4 seconds and | was in Apollo OS. Apollo OS
is the official OS for the Vanpire series of conputers and is a 68K fork
of ARCS. By default, it booted into a 1280x720 24BI T screen which | ooked
very nice on ny nonitor. | did encounter some problens with the display

on certain nmonitors, however, if you stick to the nost conmon brands you
shoul d not have issues.

Sof tware and Use

As of the tinme of witing Apollo CSis at R9.4, inits current formit can
run some Amiga software but there is still a lot of work that needs to be
done to clean up a lot of unnecessary code related to Power PC and 86.

Si npl e tasks such as changing fonts and the ability to show different

screen nodes are not fully inplenented yet. However it is a work in progress
and once the OSis ready it will be the OSto use on a V4, as it is the

only OS that supports the AMMX of the 68080.

So with Apollo OS still in devel opnent, | turned to Amiga OS 3.2.2 and
Coffin OS. They both have all the SAGA drivers but do not take advantage of
the faster processing offered by the AMM. Even though the Ami ga experience
is very fast and enjoyable in either Coffin or Amiga OS 3.2.2. | nust note
that | used ApolloBoot to install the nmentioned OSs. ApolloBoot is a nust
for those who want to take advantage of the V4 Standal one. Wiile | am not
generally a fan of pre-installed distributions Coffin has proved to be a
very useful setup that | use nobst of the time until Apollo OS is ready for
everyday use

So what is it like to use, well when | first got ny VASA, | had a | ot of
i ssues running software, with crashes, freezing and display issues. This
was both in Apollo OS and Coffin, however after talking to other users on
the Discord channel | updated to a later core and just |like that nmy V4SA
became a fully useable Amiga. My criteria for fully useable is an Am ga

that | can run nmy favourite art packages such as Brilliance, Lightwave,
Image FX all while nultitasking. And wow, nultitasking is taken to a whole
new |l evel with the VA4SA, | can have nmultiple heavy-duty

applications open while experiencing no sl owdown or crashes. At this

nonent | have Lightwave, Brilliance, | M, YAM |Browse, and Protext all open
and it is as snooth as butter sw tching between them The only delay | get
is when switching to Brilliance since it is running in an AGA native

PAL Hires Laced, but | think this is nmore due to ny nonitor. The picture
quality | get in Brilliance and Lightwave is rock solid and very crisp, even

better than ny Indivision AGA M3

YAM whi ch usually takes quite a while to | oad up on nmy A1200 with a TF1260
at 62Mhz is open in under a few seconds on the VASA. Wiile there are a | ot
of benchmarks showi ng the speed of the VASA | did ny own, it was done

with Lightwave 5 and using the Raytrace.LWs in the Benchmark directory. |
used ny A1200 which has a TF1260 with a Rev 5 060 at 62Whz vs the VASA.

The scene took the following time to render



A1200 with TF1260
2 hours 31 minutes and 38 seconds

VASA
1 hour 13 m nutes 8 seconds

Just a gl ance shows that the VASA took half the time, and what is

nore inpressive is that Lightwave is not optimsed for the 68080 and
did not take advantage of the AMMX. | inmagi ne we woul d see a nmuch faster
time with an optim sed version of Lightwave.

| ssues

While | had initial troubles getting ny VASA up and running, the help from
the Apollo Discord channel has been incredible. Alot of my issues with the
screen nodes not showi ng up and freezing of the conputer were fixed by
updating the core. Since then it has been a nuch better experience and nore
stabl e, however, there is one issue that does worry nme. AmigaBill also
experienced this, and so did |, there was a sudden error upon booting the
VASA "DHO has a blockid error in block 1739", unfortunately when this
happens there is no way to recover any data neaning you need to re-flash

t he CF.

| was advi sed by other users to try a different card, such as the SanDi sk
Extrene and since then | have not encounterd a block id error. In addition,
there is a strange error that pops up randomy when using Coffin

"Task Ranchero has a Line 1111 Enulator Error”, | have tried to search the
error message but have not found anyone el se encountering it.

In nost cases | can suspend it and save nmy work but it does require a

reboot to get the systemfully functioning again. | did not encounter this
error in Amiga OS 3.2.2 or Apollo OS so it nust be related to sone instal

in Coffin. As a precaution | save often and to the internal SD card. There
is a newer release of Coffin R63 but that is not conpatible with the current
versi on of ApolloBoot so there is a chance the Ranchero error has been
fixed in R63.

Fi nal Thoughts

The VASA has been a journey of ups and downs, but | have greatly enjoyed

it and amin a place where | find nyself using the VASA nore than ny

A1200, which nakes ne feel a bit guilty to say so. There are sone stability
i ssues but they are being addressed and the V4SA is a conpletely

di fferent beast than when it first came out. As it stands it is a viable
repl acenent Amiga offering the chance to experience what a true

next - generation Am ga could have been like. Wile the PPC based Aniga C34.1
machi nes are great and al so next-gen Amiga they are very prohibibly
expensi ve putting themout of the reach many users, the VASA is an
affordabl e alternative

Prior to purchasing the V4+SA | had read the comments from Dave Hayni e and
now after having used the V4+SA nyself | understand why he likes it so much.
VWere as the OS4.1 machines are essentially a PPC chip with PC graphics card
the V2 and V4 are build like an Amiga with custom graphi cs and audi o chips
al beit within an FPGA. If you inmagi ne what the next Am ga woul d have been
like after AGA, the V4 in a very real sense, it is.

However | have to address the elephant in the room that is the PiStorm
There is no getting around that the PiStormis faster than the V4+SA, this
is done by using the brute force of a nmodern CPU. Wile you get The V4SA is
not an emulated CPU but it is a conpletely rebuilt 68K CPU with new graphics
and audio nodes, it is the spiritual brother of the AAA Amiga that we were
all hoping for back in the day. If you are thinking of buying one and are
hesitant then please join the Apollo Discord channel to talk to other users
and you just might find yourself wanting to be a vanpire as well.



Software Review: RNOXfer

Pr oduct Nane
RNOXf er

Devel oped By
RNO

Avai |l abl e From
am net . net/ package/ comm t cp/ RNOXf er _68k

Price
Free

Har dwar e/ Sof t war e Requi renent s
MJI, Ami SSL v5, codesets lib, guigfx lib, render Iib

Test Machi ne
Ami ga 1200/ 3. 2/ TF1260

Revi ew

Wil e the Aniga has had an aval anche of gane support over the last few

years, productivity software has still been a bit on the thin side. RNO
however has been rel easing several new Amiga utilities for the next-gen and
classic Amgas. For this review, we will look at a very useful comrs utility

the FTP client. The last generation of FTP clients have difficulty or are

unable to connect to nodern FTP sites due to the newer security protocols.
Wth this in mnd, RNOXfer is a very wel cone rel ease, using Am SSL you wi ||
be able to connect to nost nodern FTP sites.

There is no need to install the software, you can just extract it to your
desired directory. You will need the following utilities and |ibs
i nstall ed:

* MU

* Ami SSL v5

* Codesets |ib
* QUlgfx Iib

* Render lib

They can be easily downl oaded from Am net and the description on Am net

i ncl udes the Iinks. Wien you have the progranme extracted to your directory
you can start the progranme as usual. | should not have to rem nd you of
this but you do need to have a TCP/IP stack running, if you do not have one
installed | recomrend RoadShow since once it is installed and running you
do not have to think about it anynore.

In Use

It takes a little while to | oad the progranme but once it is up you are
presented with two panes denoting your local directory (left side) and the
renote directory (right side). Cicking on the furthest left button wll
bring up your server list. Fromhere you can add a new server or access any
saved ones. Each pane has action buttons at the bottom such as create new
directory, delete, edit file/name, upload and downl oad.

The programme is well laid out, it is easy to find what you want to do and
the actions are fast. | found nysel f up-running and uploading files to
Arminet in no time. Vice versa when | wanted to downl oad files the directory



refresh was fast and allowed nme to easily download ny files.

On a side note, | had planned to include this reviewin an earlier issue but
had trouble getting it to connect to servers and only after | had to
reinstall nmy Workbench did it start to work. Previously | was using
ClassicWB with 3.1 but for this review | used Wrkbench 3.2. If you are
experienci ng connection issues under Classic\WB or 3.1 it might be worth
trying the client on 3.2.

Fi nal Thoughts

VWile an FTP client might not make for the nmpbst exciting reviewthis is

an i nmportant piece of software. Wth Internet standards changi ng and
updating it is inportant to have Aniga software keep up with the tines.

As it stands RNOXfer is the only FTP client that is kept up-to-date and wll
all ow you to connect to nodern servers. It is just the icing on the cake
that the interface is very easy to use and fast.

RNOXfer is now ny FTP client of choice and one that | highly recommend to
ot her wusers.



Aminet Goodies - Writers top downloads from Aminet.

Over the last few nmonths since our issue went out in Decenber 2023 there
have been a | ot of updates on Anminet. Since there are too many to list in
t he magazi ne we have take a pick of the top new upl oads and updates to
Am net from January to March 2024.

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

RNOEf fects is now up to version 2.0 and goes fromstrength to strength. In
2.0 you get over 34 inprovenents and additions. The ones that stand out are:

- Added the "Pixel editor" tool w th configurable pixel draw ng options for
left, middle, and right nouse buttons

- Added the "Col or picker" tool to show colour information under the nobuse
poi nter and to pick and store multiple colour values tenporarily

- Added the "Area selector"” tool which can be used to apply certain effects
on a linted area of an inage

- Added the "Tool box" tool to reduce pull-down nenu use

- Added support for saving inmages in the palette node (1-8 bits),optionally
with 16 pre-defined palettes including the Magi cWB pal ette

- Palettes can be saved in IFF |ILBM RGB32, LoadRGB4, and LoadRGB32 fornmats

- Palette i mges can be saved as chunky data

- Chunky image data and separate pal ettes can be saved as a C source code

- Added an option to use an opacity map to apply an effect partially on an
i mge (works with Blur, Contrast, Draw Brush, Ganma, Modul ate, Mnochrone,
and Tint effects)

A great immge processor that is starting to step on the toes of the big boys
t hough to get the nost fromthe software you ideally need an RTG display and
an 060 or higher.

Am Expr ess
http://am net. net/package/ commi am ex/ Am x561

Back in the 90s if you were creating your own BBS Am Express was the program
to go to, now redeveloped in E and with nore features this is a great way to
start building your own BBS. Wiile it is a bit difficult to get started it
nodern features that the ol der sof ware does not support.

5.6.1 01 Mar 2024

- Some fixes to resolve issues when running on 68000

- Added support for conf NDI RS setting in the configuration editor
- Added option to nove mail messages to anot her conference

5.6.0 02 Jan 2024

- Inproved password encryption, Full Setup Editor, Installer

Di ce Masters Denpo
http://am net. net/package/ gane/ deno/ Di ce_Mast ers_Denp

Reviewed in this issue, a great gane for the V4 capable Ami gas that wll
tax your brain and refl exes.

Skybal | s
http://am net. net/package/ gane/ m sc/ skybal | sadf



A sinple but fun ganme for all Am gas, guess where the ball will fall and
catch it before it hits the ground.

G Menor ygane
htt p: //am net. net/ package/ gane/ wb/ gi nenor ygane

By the same author, a fun little game where you have to renmenber the
mat chi ng shapes, essentially an Am ga version of Snap

Am gaGPT
http://am net. net/package/util/m sc/ Am gaGPT

Wth Am gaGPT now we can have access to the world of Al chats thanks to
devel oper Caneron Arnstrong, who we will be interviewing in the next issue.
Updat ed on the 24th March, this version has the follow ng updates:

- Fixes a bug in chat node in Am gaCS 3. X where the send button stays
di sabl ed after an error occurs

- Change the stack size in the program.info file to the recomended 32768
byt es

- Fix bug where accents were not | oaded properly resulting in the speech to
fail

Net Surf 3.11 os3
http://am net. net/package/ conmi ww/ net surf _0s3

The beta version of NetSurf for 68k Am gas has been released, it requires
Amiga OS 3.2, 3.5, 3.9 and 32MB of RAM As it is in beta it is quite
unstable, so for the nonent it is nore of a curiosity. But the future
possibility to browse the Internet |like a nodern browser is very wel cone.

Recompi |l ed World Construction Set
http://am net. net/package/ gf x/ 3d/ wes

If you can renenber VistaPro then you will understand what World
Construction Set is already. Reconpiled to take advantage of the faster
Ami ga hardware avail able. To use the program you need to downl oad the ful
WCS 2 package that is has been recently nmade avail able for free downl oad
from ww. 3dnature.com

Free icon.library in optimsed ASM code
http://am net. net/package/util/libs/IconLib _46.4

The ultimate icon library has been updated again with a small fix for
col our napping when nore thatn one screen is open and if a nounted disk
icon will suddenly appear on the inactive screen background.

Updat ed Hi ppoPl ayer
http://am net. net/ package/ nus/ pl ay/ hi ppopl ayer updat e

It is great to see HippoPlayer still be updated with nore features, we hope
in the future to have an interviewwith K-P Koljonen in a future issue in
nean tine here is a short list of the updates in this rel ease.

- List node toggle button to switch between the |ist nodes

- Main list

- Favorites: your favorited nodul es

- File browser: browse file system for nodul es

- Search view search internet sites, browse shared playlists
- New Prefs options:



- "Button tooltips": Hover nouse over gadgets to get help
- "Favorites": Right click nodules to favorite them
- "Keep list on exit": Continue where you left off
- "Big buttons": Larger buttons
- "PlaySI D node": Enable reSID or SIDBlaster for PSID files
- "M DI node": Select howto play MDI files
- "Enabl e xmapl ay060": Enable a high quality XM repl ayer
- "Enable MH ": Play MP3s with extenal hardware
- "Position slider": For displaying and sel ecting position
- Resizable main and i nfo wi ndows
- Main wi ndow font can be changed to any font
- Support for many new nusic formats, stereo SID support
- I nproved scopes: support for nmore music formats, nultiple scopes,
spect rum scope, patternscope with two sizes and up to 18 channel s
("m ni 4" font needed for 8+ channel display)
- Support for MP3 streanming, radio stations
- "Add" button in file browser or search view copy itenms to main |ist
- Support for playlists of up to 131071 itens.

New keyboard shortcuts:

- Favorite nodul e: [ CTRL+F]

- Toggle list node: [SH FT+M

- Navigate to parent in file browser: [BACKSPACE]
- Search nodul es: [CTRL+S]

- Downl oad file: [CTRL+GF

Infinity Music Pl ayer
http://am net. net/package/ nus/ pl ay/i np3

The ever versatile | MP3 keeps going fromstrength to strength, with this
update the software has becone | MPBOX friendly. There also is now a chance
to talk with a GPT bot, next thing it will be brew ng your coffee for you!

Well that waps it up for this issue, | hope you found sonething of use or
fun to pass the tinme. Until next issue!
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-= Weasels Ganing Corner: Current Ganes =-

Weasel s Gami ng Corner anal ysises 4 Am ga ganes he has been pl aying of
recent.

-= Ganme Review. The Deep =-

A new gane for the Vanpire series of conputers, dive into the

ocean to find treasure and riches.

-= Game Review. Dice Masters =-

Fi ght aliens with dice, guns and bonbs in this new game from

8080 for the V4.



Weasels Gaming Corner: Something old and something new

Weasel s Gaming Corner: 4 Ganmes - by |Ivan Sorensen

Wl cone to Weasel "s gami ng corner

Today | amgoing to tal k about sonme of the ganes | have been playing
currently and how they have fared.

| usually pick out a couple of titles that | am playing at any given tine.
3 ganes or so is usually a good nunber but | may do 4 if one of themis
wel | suited for very short bursts of play.

The current line up is:

Dune 2

Q x

Deat h Kni ghts of Krynn
Cannon Fodder

Starting with Dune 2 this is a gane | had conpl eted on the PC many years
ago, but | never did complete the Ami ga version, so | thought | would try

to knock that one out. The gane holds up quite well after all these years
and the basic "harvest, build, harvest, build" loop is still addictive. The
controls are pretty frustrating. Anything involving multiple units is a pain
to do and you have to micronanage things quite a bit. Using the keyboard to
hit mand f for nove and fire speeds things up a |ot.

The path to success is usually to knock out the enemy construction yard
first, so they cannot rebuild any other structures you destroy. Once rocket
| aunchers show up, you can inflict a | ot of damage by noving a coupl e of
themwith a few tank escorts and setting themup at the furthest range
possi bl e. The eneny will send the occasional tank to deal with them but
will usually not counterattack in force.

Anot her trick that works fairly well is once you know where the eneny
attacks from build a bunch of towers in their path. Mst of the units wll
be shot to pieces by the tinme they get to your defence |ine.

Al in all, the gane is still quite enjoyable and the novelty of the speech
sampl es when you click on units is still menorable for me, but once | have
finished this one | don't think it is a gane | will end up playing again.

Qx is an altogether different affair, being an abstract arcade gane relying
on reflex and a bit of nonent-to-nonent strategy. If you have never pl ayed
this (or games like it) you nove a little dot around the edge of the screen
whil e enenmies in the shape of abstract colours try to attack you. Your goa
is to "colour in" parts of the screen to fill a certain percentage.

It sounds a bit strange but it is one of those ganes you can pick up in a
few nonents of play, yet still be confounded by the challenge. | have so far
not managed to get past level 2 and | amunsure how nany |evels are actually
i ncl uded.

As a note, this is one | had not played back in the day though | did own a
copy of a spin-off called Terrorliner (which becane infanpbus and nmuch sought
after at the tine due to a hacked version featuring adult photographs).

Death Knights is the second gane in the Dragonl ance series fromSSlI and a
gane | have finished a couple of tines before though | do not renenber if
that was on PC or Amga. | ama general fan of the SSI “gold box™ series and
while | think Chanpions of Krynn is better overall, this has a lot of



interesting quests and features. The conbat is quite tactical and as the
odds are often stacked agai nst you, you need to pay attention and nake use
of your characters. You can spend hours thinking about the ideal party
conposition, but as long as you hit the balance of conbat, healing and
firepower, you will do pretty well. | went nagic heavy this time, but in
the past, | have beat the gane with only two spell casters and while that
is tough, it is definitely doable.

If you play these ganes, you will need the journal as nost of the flavour
text and background is provided in that book. If you don't want to nmap
manual |y, consider a copy of the clue book as well. These are included wth

the GOG versions of these games and provide conmplete nmaps with all the
speci al encounters and treasures indicated.

The sinple 3D visuals nake it very confusing to navigate a | ot of the areas,
SO0 you can easily add hours to your playtime just stunbling around.

As a bonus, you can carry over a party from Chanpions of Krynn, which brings
al ong sone but not all of the magical itens you found. This will act as a
pretty decent leg up in the early gane, plus it is fun to follow the same
characters even if there is not really any rol eplaying or personalisation

as such in this gane.

Last on the list requires no introduction because it is the m ghty Cannon
Fodder. Sonetinmes considered one of the best Amiga ganmes and certainly on
any top x list, it is also infernally difficult. Once you hit mission 8 the
difficulty increases nmssively as there are nore enemnmies, you are constantly
being pelted with grenades and rockets, the enem es nove and shoot quicker
and the missions start getting quite long with nultiple phases.

The last part really cannot be overstated: A lot of the individual maps
(phases) are gruelling to conplete and you are likely to |lose a few sol diers,
even if you beat it in the first go (and in ny experience you won't). So over
3-5 phases, you are likely to | ose anywhere from 3 to 10+ sol diers, and you
only get 15 nore recruits after the entire mssion is over. And if you get
stuck on a mssion (like "that" mssion with the bunkers and the sole turret
in mssion 8) odds are you will burn through your soldiers at a rmuch higher
rate.

One trick is that you can hit escape to quit a mission that is going haywre
(or you are out of explosives) and save your |ast couple of grunts.

At the monment | amrestarting a mssion if | fail any of the phases (neaning
all ny soldiers are killed) but | may have to reconsider that. | do not
think I will be able to actually conplete the gane but we will see how far

| can make it.

So there you have it. The ganes | amcurrently playing and enjoying on the
Ami ga, all played on a real Ami ga (though I amusing WHDLoad). | should note
that at least for Dune 2 many woul d argue the PC version is superior for
this or that reason. My answer | suppose is that this does not really matter
to me that much. My interest in retro conputer ganming is not in Dune 2

(for exanple) specifically, it is in ganes on the Ami ga conputer. And so
will play the Amiga version if | aminterested in the gane.



thedeepreview

Gane Review. The Deep - by Tinpo Pau

Product Nare

The Deep

Devel oped By

8080/ Sam Vehmaa

Avai | abl e From

https://8080.itch.io

Price

5.00 USD

Har dwar e/ Sof t war e Requi renent s

060 50mhz+ RTG or Apollo Conputer V4
Test Machi ne

Apol | o Conput er V4+Standal one, Pi Storm A1200 w RTG, and A4000/ 060 w RTG

Revi ew

The Deep is a new ganme devel oped by 8080 (Sam Vehmaa) that can be run on
on 68K Amigas with RTG or the Apollo Computer V4 series (expansion cards
and standalone). It costs $5.00 and cones in at around 24Mob. The preni se
of the gane is very sinple, dive to the bottomto retrieve the sunken
gold all whilst dodging sea aninmals that can zap your precious life
energy away. Your diver can be controlled by the keyboard or joystick
while | usually prefer keyboard control, in this instance the joystick
felt nore natural.

Upon clicking on the itemyou are presented with a load screen, while it
says |loading there is no hard disk activity, do not worry but it can take
a while to load, probably around 1 minute. Wen it is finished you are
presented with the title screen of a boat and your diver floating in the
water, a nice synth track plays in the background. To start the game press
"N and to quit 'Q . Pressing 'N wll change the nusic to sounds of waves
which is actually very relaxing. Then it is time to dive into the ocean
once you go under the surface the sounds change again to bubbly underwater
sounds, which are once again quite relaxing to listen to.

Controls

Control ling your character is a sinple affair, press on 'left' or 'right

to orient your diver and then press the fire button to dive. You can gain
alittle speed by tapping the fire button again. Your aimis to collect the
gol d di spersed around the play area. Wen you find gold swmover it and it
will automatically be picked up. You then need to go back to the surface
and deposit your stash.

Wil e you are on the surface you can al so recharge your oxygen | evels.
Oxygen tanks are spread throughout the play area, to top up swimover to one
and stay there until you have 100% You can see how much oxygen you have by
| ooking at the light blue bubble in the top right of the screen. It is

i mportant to renenmber where these are and map then out nmentally, as you go
deeper it will not be possible to return to the surface on one tank. It is
not only your oxygen that you need to keep an eye on, there are various sea
animal s that wish to harmyou. Wile they do not actively chase you they

can becone quite nunmerous neking it harder to avoid them

Oh yes, and if you happen to find an arcade machine sitting on the bottom
swi mover there right away and enjoy what you can do.

Audi o and Vi sual s

The graphics are very nicely done, while they do not scream RTG or next-gen



graphics they are bold, detailed and nicely ani mated. The ganme area
scrolls snoothly without any graphical glitches.

Initially, | was unsure of what areas | could swimthrough though, if there had
been nore contrast between the water, background and rocks it would nake it

a bit easier to navigate. The various aquatic aninals you encounter are very
nicely drawn with sone quite large sprites in parts.

Sounds are linmited to nusic on the title screen and background

effects while diving, there is no nmusic and | think this works well. Overall
t he sounds nmake for a very rel axi ng at nosphere, which says a |ot since the
gane can become quite intense, especially the deeper you go.

I need to address one issue however that Am topia brought up about The Deep
in an article on 20th January 2024 the witer benpaned the games that are
com ng out exclusively for the V4 series of accelerators and computers. Now
I will not address this in this review, however they did state that Anmi ga
users |l ost out on The Deep since it is only for Apollo conmputers or
accelerators. On the itch.io site where you can buy the game The Deep, it
states that the ganme can run on V4 and RTG Ami gas. Just to make sure | asked
John Soclieri tried the gane on his 060 A4000 and A1200 Pi St orm both usi ng
RTG. While the 060 was too slow the PiStormran the ganme fine with graphics
and audi o working. The only issue seened to be a nirroring of the bottom
hal f of the screen but it did not affect ganeplay.

So | just want to state that while Amtopia conpl ai ned about the gane being
only for V4 users that is not true it will run on your Pi Storm Am ga
provi ded you use RTG and even an 060 systemthat is faster than 50mhz.

Fi nal Thoughts

The Deep is a fantastic game with controls that are easy to learn and a great
at nosphere that will draw you in naking you want to play just one nore tinmne.

I have found nyself playing this gane every day recently for short stints just
as a way to rel ax.

The graphics and sound suit the game well and while the ganeplay is very
sinple it is a very enjoyable ganme. If you have a V4 or RTG capable

060/ Pi Storm Amiga then | suggest supporting the devel oper and enjoyi ng sone
of the next-generation Am ga ganmes that we are being treated to.

Pros and Cons:

+ Very nice graphics

+ Sinpl e but engagi ng ganepl ay

+ Sound effects very effective

- Perhaps sone nore nusic during ganepl ay

Scores

Ganepl ay: 8/10
Graphics: 8/10
Sound: 7/ 10
Overall: 7.6/10



dicemastersreview

Product Name

The Deep

Devel oped By

8080/ Sanm Vehnma

Avai |l abl e From
https://8080.itch.io

Price

5.00 USD

Har dwar e/ Sof t war e Requi renent s
Apol | o Conputer V4

Test Machi ne

Apol | o Comput er V4+ St andal one

Revi ew

Dice Masters is the latest fromthe 8080 gane studio, Sam is quite the
producti ve devel oper only recently having rel eased The Deep, which

we have al so reviewed here. For the first tinme though his ganes can run
on Apollo OS and Amiga OGS, previously his ganmes only ran on Am ga OS.

The premise of Dice Masters is that an intruder has appeared on an alien
base on our very own planet Earth. You are the intruder, who appears to be a
nedi eval knight, | guess aliens did visit Earth in the past. Thus the gane
begins with you having to get past 10 stages to battle the final big alien
boss. To do this you need to beat the onconing aliens, snall ones that only
need one shot and the larger ones that require 4-6 shots. The ganeplay is
unique, while | found it a bit confusing at first as | got a hang of the
pl ay nechanics | began to enjoy the ganme a |ot.

So how does it play?

The playfield is a dungeon with a nice stone background, and flickering torches
and at the top of the screen, you have your weapons and obstacles. The forner
is a shotgun and a bonb. The latter being a closed barrel, dynamte sticks,

a wood/ netal box and an open barrel. On the left side, there is an arrow so

you can switch between your itenms and the dice. Wen the dice are displayed
there are six each showi ng the correspondi ng number of dots.

Ganepl ay i nvol ves sel ecting your weapon or obstacle and placing it on

t he dungeon floor. However, this cannot be done until a green square appears
in the box surroundi ng the weapon/obstacle. Wen the green box appears you
can pl ace your sel ected weapon/obstacle. That is not the end of it though

by just placing the weapon you cannot fire it yet. Next, you will need to go
to the dice panel which can be reached by selecting the arrow box on the
right side. This brings up your dice, if there is a green box then you can
sel ect the dice and then select the placed weapon. Once you have fired you
need to wait for the dice to be ready again and this is shown by a sl ow
colour fill-in.

Initially, the ganeplay might be a bit confusing but once you have figured
it out, the gane starts to shine. There is a sense of urgency that

is quite pal pable when the alien nonsters shuffle closer, yet the dice is
not ready and you need to nbve your weapon to a better position. It can get
quite frantic and hair-raising, it gets the heart punping. It rem nds ne

a bit of ny favourite game fromlast year, Spheroid, the ganeplay draws you
in and gets you to find yourself sitting on the edge of your chair

Audi o and Vi sual s



I will address the graphics first, probably the first thing | should
nmention is that if you are | ooking for next-generation graphics, then you

m ght be di sappoi nted. The graphics are col ourful and have very | arge
sprites but they do not take full advantage of the power offered by the V4.
Now with that out of the way, the graphics are still very nicely done, they
are chunky and the aliens are suitably creepy-looking w th bul gi ng bl codshot
eyes, probably from bi nge-wat ching too much on Netfli x.

The audio is pretty good in this gane, with the title screen nusic being a
bl end of industrial dubstep ... | think. In-gane nusic is acconpani ed by

l oud and crisp sound effects and the nmusic is suitably dark and sounds
slightly alarmng. Perfect for the nmobod of the gane.

Fi nal Thoughts

It seenms it is only a few weeks ago since | was witing a review of Sam s
recent rel ease The Deep and here | amagain wi th another great game from
him This is one of his best releases so far, the ganeplay is very addicting
and while it takes some time to get used to the ganeplay nmechani cs once you
have it down a pat, things get interesting. The audio and visuals

both suit the game perfectly and it is steal at 5 USD. It is also nice to
see devel opers taking advantage of the newer Amiga hardware. Overall a fun
and exhilarating game that may have a bit of a higher Iearning curve than

ot her games but stick with it and you will be rewarded with a great gane
experi ence.

Pros and Cons:

+ Large and col ourful graphics

+ Music and sound effects are |oud and crisp and suit the game wel |

+ Engagi ng ganepl ay

- Ganepl ay mechanics mght be off-putting for those who are not patient
- Coul d take nore advantage of the V4 hardware

Scor es

Ganepl ay: 8/10
G aphics: 7/10
Sound: 8/ 10
Overall: 7.6/10

Great game that deserves a bit nore attention fromthe ganer but well
worth the effort.
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Andy Vaisey revisits the making of his game Spheroid and how to navigate
the pit falls of creating ganme graphics.
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Tristan and Rob take you through the ins and outs of naking a mnusic
nodul e be it OctaMED or ProTracker.
-= How To Get Better Sanples =-
If you are new to the Am ga or have never sanpled into the Am ga were
wondering what is the best way then find inside.
-= Creative Graphics: Easy Aztec Graphics =-
Did you ever wonder how you can quickly and easily make Aztec styl ed
i mges with your Amiga? Then dive in to find out how inside!
-=Brilliance 101 Part 12 - Tokyo Bay Part 2 =-
Second part of the tutorial regarding the steps taken to create the imge
that was submtted to this years Amiga Art Conpetition
-= Creative Graphics: Fun Wth Snear =-
A second creative graphics guide on using the snear tool and how you can
achieve sone realistic effects with it.
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Game Graphics: What NOT to do

Gane Graphics: What NOT to do - by: Andy Vaisey

|'"ve recently released a gane for the Amiga. If you' ve read the interview
with ne in a previous issue of WhatlFF?, you'll know that the genesis of
ny gane ' Spheroid' began on an A500 way back in the early 1990s. Havi ng

pi xel | ed graphics on a C64 prior to this, the step up to an Amiga was a
l[ittle overwhelming initially! Wien | then decided | wanted to wite a
gane, | nmade all sorts of bad choices when it came to the graphics that
then haunted nme all the way through to 2023!

In this simple little guide, | would Iike to truthfully lay bare those bad
choi ces so that anyone who is thinking of witing their own gane for the
first time, while also pixelling their own graphics, can avoid the m stakes
I made all those years ago!

M stake 1 - Wasting too many colours in nmy 32 colour palette.

Moving fromthe 16 colours of my C64 to 32 colours froma possible 4096 on
ny Am ga was absolute bliss but al so daunting! | could have so many shades!
And that was the problem For ny ganme, Spheroid, starting with white and a
very dark grey for highlights and lowights, | then chose 6 colours to
denote ingane tile colours, no real problens so far (if you're wondering
why and how | chose the original 6 colours, conpare themto the colours on
a C64!'). However, | then proceeded to create a further 2 shades of those 6
colours. ..

That neans 18 col ours out of ny 32 were now tied to and only used for
shading the tiles in the gane. Wiat a waste! Sure, sone of these shades did
end up being used for other small things in the ganme, but ultimtely it was
a bad decision as | was now al ready beginning to use up over half of ny

pal ette. The strange thing is, | was already used to using greys on ny C64
bet ween ot her col ours to extend col our ranps and why on earth it didn't
occur to ne to do the same thing on my Amiga is anyone's guess! Had | done
so, | could have freed up nore space in the palette for nore col ours!

And continuing the theme of wasting palette space, when al so counting the
dark grey for lowights, Spheroid has a whopping 10 shades of grey! At the
time | knew | wanted a nice fade across the nmetal ball in the gane, but

| ooki ng at the graphics today, 30 years after they were originally created,
| can see that there aren't actually that nany greys in the ball and to be
fully honest, to this day | can't tell you why there are so nany greys or
what | intended themto be used for

However, maybe Spheroid doesn't suffer too greatly since the graphics are
ot herwi se purposefully quite sinple to represent the action "it s" only a
puzzl e game after all! However, in any other genre, those poor palette
choi ces 30 years ago woul d have probably killed the chance of having a
really good variety of graphics.

M stake 2 - Not using multiple palettes.

It never occurred to ne at the tinme to use nultiple palettes for the sane
graphi cal images. Wat do | nean?

Very general ly speaking, on the Ami ga you can separate the graphical inmages
fromtheir palette and use a different colour palette for the same graphics.

Still don't understand?



| magi ne you have a bitmap ganme interm ssion screen with a robot represented
in shades of grey. Later in the gane, you could reuse that bitmp, but | oad
a different palette where the grey shades have been carefully mapped to
orange shades to give a bronze-looking robot. You have saved di sk and nenory
space by reusing the bitmap, only taking a resource hit on the snall
footprint needed to store a second pal ette.

There are other times where this palette swap trick could be used. For
exanple, in a horizontally scrolling space shooter, the background graphics
may be shades of one colour in one part of a level, but later on swapped to
a different palette for nore variation. O course, you d need to hide this
swap with a small lull in the background graphics where none are displayed.

Many ganes use this trick! It s sonmething | ve done on the C64 but, again
never occurred to ne to do on the Am ga.

M stake 3 - Not using code to cut out "shapes".

In Spheroid, all the graphics are | oaded individually before the game
starts. And by individually, | don’t just mean bitmaps; | mean every single
tile and sprite/bob definition! Al though this keeps things sinple in code,
it absolutely kills the |loading tine from fl oppy!

The best way to load all your smaller graphics (sprites/bob definitions,
letters and nunbers, etc.) is to keep all the graphics in one bitmap file
that is then | oaded and "cut"” up into individual conponents using code

| oops. This does take a bit nore effort in ensuring that all the individua
graphic definitions are spaced equally on the bitmap so they can be cookie
cut in blocks, but ultimately it s a lot quicker in the end than separate
| oads.

The ridicul ous thing? The majority of my Spheroid graphics (the individua
sprite frames, the coloured tiles, the nunbers and so on) are actually on

a single bitnmap and spaced evenly in a grid! | could have used code but
didnt! In nmy defence, once | d gotten all the | oading code working for
separate i mages and the game engi ne was up and running, | was |oathed to
rip that out and use cookie cutting code! | should have, | didn't. Sorry!

M stake 4 - Check, then doubl e check shapes and si zes.
Eh? What do | nean by this? A rather |arge admi ssion and apol ogy is due!

The square tiles that nake up the play area in Spheroid aren’t actually
square. They are 17 pixels across by 18 pixels down, technically rectangl es!
Simlarly, the round nmetal ball is technically an oval being 13 pixels
across and 14 down!

How on earth did | end up with such odd di mensions? Quite sinply, both the
tiles and ball were drawn by eye. At the time, they obviously "Il ooked" fine
on my 15" Mcrovitec nonitor, but |1 d forgotten that | d been tinkering with
the vertical stretch knob, altering the "actual" shape!

Two | essons to be learned: Firstly, use the magnify function in your bitnmap
editor and manual ly count pixels to nake sure shapes are the sizes they need
to be! Secondly, read the manual for your bitmap editor where you will

di scover that holding shift while drawi ng your shape will result in the
shape actually being the sane size in the x and y directions automatically!

It wasn't until after all the graphics were drawn and the code witten to
draw the tiles to the screen that | discovered this utterly stupid and
easily avoi dabl e gaffel

Mstake 5 - Wite a text plotter...

In Spheroid, every piece of text or nessage is actually a sprite. Each of
t hese nessages are stored separately on di sk. Another waste of storage space



and menory!

What | shoul d have done was have ny whol e al phabet in a bitmap, cut out the
i ndi vidual letters using some |ooping code and then wite a "plotter" that
turned nmessages in the code into nmessages on the screen, draw ng each
individually stored letter as a sprite/bob direct on screen as required to
formthe nessage. Using this nmethod would have al so all owed dynam ¢ novenent
of each individual letter of each message could have flown on screen in a
variety of ways to eventually "wite" the message. Watch the Uidium2 title
screen to see a good exanpl e of how Andrew Braybrook did this.

The annoying thing? There is half of a text plotter already in Spheroid.
Each nunber graphic is actually stored individually and used as required on
screen to dynanmically plot the |Ievel nunbers, the tinmer, noves and |ives
remai ning and so on. All | needed to do was extend this routine to be able
to wite text as well. Indeed a m ssed opportunity.

Mstake 6 - Dont be afraid to try newer versions of or different software.

For so many years | stuck with Deluxe Paint Il as nmy main bitmap editor
Don't get me wong, to this day it s still a *fantastic* piece of software
that | still load occasionally just because | 'mstill confortable with it.

However, when | upgraded frommy A500 to ny A1200, instead of upgradi ng ny
graphics software too, | stuck with DPIIl. This was a nistake. | never found
DPI 1l stable enough using sone of the screen nodes the A1200 was capabl e of
di spl ayi ng, to say nothing of the lack of AGA support.

It wasn't until a few years |later when | nanaged to get hold of a cheap copy
of Personal Paint, that a whole |load of extra features opened up to ne
including the ability to load and save in nore nodern fornmats such as PNG
and JPG

Having said that, to this day | mstill reluctant to install updated

versi ons of any software | use! The Paint.net install on ny devel opnent
machine is two versions behind for my PC work, | use a 17 year old text
editor for witing my C64 6502 code and the 3.2 ROV for my A1200 | bought
a couple of years back are still in the packaging in ny desk drawer

I never |earn!



Making Music Modules 101 - Part One

Maki ng Music Modules 101 - Part One - by: Tristan Shiflett & Rob O Mall ey

By Rob O Mall ey, based on original docunent by Tristan Shiflett, but heavily
revi sed. *Additional notes linked at the bottom of the article.

MOD MODULE FORVAT

In the original ProTracker MOD specification sanples cannot go over 64k, or
a value of FF in the sanple offset command. If using a replayer that
conforms strictly to the original specifications, sanples over 64k in
length will cut off. In nmore nodern versions of the ProTracker MOD fornmat,
as well as in CctaMED when using the standard chip ramrepl ayer, sanples of
up to 128k may be used, however, you will not be able to use sanmple offset
to begin playing this sanple at any point after 64k through the sanple.
VWhen using CctaMED SoundStudio with the fast ramrepl ayer however sanples
of theoretically infinite length can be used. But be aware that only

The official OctaMED SoundStudi o version of CctaMED Pl ayer, and the nost recent
versi on of Hi ppoPl ayer support this method of playback and nost nodul e

pl ayers will cut the sanple short if it is over 128Kk.

There are so many versions of ProTracker and ProTracker conpatible trackers
avai |l abl e for Am ga, asking "Wiich one is the best to use?" is a reasonable
guestion. The general consensus is to use the nost recent version, which is
PT2. 3F nmade by 8BitBubsy. This might seema bit strange seeing as there are
versions of ProTracker with a version nunmber of 3.x, but those were
originally released in the 90's whereas 2.3F is much nore recent and fixes a
nunber of bugs present in the original version 2.x ProTracker versions.
ProTracker can only use nono 8-bit |IFF 8SVX, RAWdata, or PAK conpressed
sanples. If you try to load a WAV, or indeed any non-supported data formats
as sanples within ProTracker, it will load as RAWS8-bit data and sound

di storted and weird. CctalMED SoundStudi o on the other hand can al so | oad the
af orenmenti oned 8SVX and RAWdata formats as well as 16-bit Al FF and WAV in
glorious stereo if so desired. And these can then be easily converted to
8-bit mono if desired by adjusting the settings in the instrunent type

wi ndow.

Now i f you want to render a portion of a MO to a sanple, nuch |ike
"bounci ng down" nultiple tracks on a traditional 4-track recorder to a
single track, you can use a tool called MOD2SMP to achieve this. Some
trackers have this ability built-in, such as SoundTracker 2 and CctaMED
SoundSt udi o al so has hard di sk recording options in its |list of supported
out put devi ces which can be used wi thout needing to | eave the CctaMED
screen.

Finally, if you are using sanples with a sanple rate of 48KHz, 44KHz, 22KHz
or indeed any sanple rate which is a nice round nunber you night reasonably
ask yourself "Why are none of ny sanples in tune??" This is because of the
way that Paul a plays audio. There is a somewhat conplicated formula for

cal cul ating the sanple rates which correspond to the notes used in standard
Am ga tracker software, however, we have taken the time to calculate the
results of this fornmulae for you in this convenient table |inked here.

Now al | that boring technical information is out of the way, we are ready
to begin the process of naking sone tunes!

CREATI NG AND CONVERTI NG SAMPLES
If you want some sanples of your own creation or to rip some sounds from

sone existing audio files in a suitable 8-bit format, there are many
tools for nodern PCs which can be used.



Audacity is a free and open-source piece of audio editing software for nany
nodern operating systenms and will do a reasonable job. However, setting an
accurate sanple rate for your sanples in this editor may not work out how
you'd want it to easily.

There is also the commercial shareware sanple editing software call ed

Gol dwave for the Wndows operating system However, any Linux users out
there will probably have no trouble running this software with the WNE
conpatibility layer. One of the main selling points of using this software
application is the batch processing feature in the FILE nmenu which can
really save a lot of tine when you want to convert a |arge nunber of sanples
to a suitable format with just a few clicks of the mpuse

And finally, there is the command |ine audio tool SOX, which can just about
do it all and can be another way to batch-process |arge nunbers of sanples
in asingle hit, albeit wthout the convenience of a GJ . However, as it is
al so, an open-source tool there just so happens to be an Am ga-native
version of this software in addition to versions for Wndows, Mc, Linux
and nmany nore OS' s

USI NG TRACKER COVMANDS

Now we are going to cover the tracker commands. ProTracker, CctaMED, AHX

and wel |, just about any tracker software you could care to nane uses
hexadeci mal or base-16 nunbering format, as opposed to the deci mal base-10
systemthat you're used to using for alnmost everything. So for exanple, if
you were to do a volune command of 10 thinking it would do to, set the volune
at a value of 10 out of 64, you're wong! If you wanted a val ue of deciml 10
then that woul d be hexadeci mal OA. Make sense? Anyway, the Amiga

supports 64 |l evels of volume or 40 in hexadecimal. So when setting vol une
think of it like this: 40 is full volume, 20 is half volune and 10 is

guarter vol une.

Cct aMED has the option to use decinmal values fromO0O to 64 instead of 00 to
40 for volune in the song options, which will sinply ignore any hexadeci nal
di gits when enabl ed, however personally | would recomend agai nst using
this nmode and just stick to hexadeci mal vol umes. CctalMED al so has the
option to have slightly nore responsive bends and slides, and this | would
recommend that you do use, unless you are planning on naking a ProTracker
MDD file in CctaMED, by not checking the "no slide on first pulse" box in
song options.

These are the standard ProTracker commands, unl ess stated ot herw se these
conmands are al so the same in CctaMED, al beit with a preceedi ng zero.

Oxx = Arpeggi o
Rapidly alter the pitch upwards of currently playing sanple for chiptune
i ke fake chord effect.

Ixx = Pitch bend up in semitones per tick
Smoot hly increase the frequency of currently playing sample.

2xx = Pitch bend down in semtones per tick
Snmoot hly decrease the frequency of currently playing sanple.

3xx = Portamento in semtones per tick

Smoothly slide to the note designated with a 3xx command next to it, you
can use 00 to repeat |last used value. Any note with this conmand next to it
will not trigger.

4xy = Vibrato (x = speed, y = depth)

W bbly wobbly goodness, you can use value of 00 to repeat last settings. In
CctaMED vibrato is much deeper, but you can use 14xy command for ProTracker
Vi br at o.

5xy = Portanento and Vol unme slide
Repeat the |ast 3xx command while perform ng a vol une slide.



6xy = Trenplo (x = speed, y = depth)
Modul ate the volume of currently playing sanple.

8xx = no effect

Not entirely useless as this conmand can be used to trigger events in any
programthat is |looking for it. Sone denbs use these for triggers of visua
effects for exanple.

9xx = Sanpl e of fset
Play the sanple fromthe specified position in steps of 256 bytes. In
CctaMED it's 19xx.

Axy = Vol une slide
X is to snoothly increase the volume, and y is to snoothly decrease the
volume. In OctaMED this is the Dxy conmmand.

Bxx = junp to pattern
00 will go to the very begi nning of the sequence, 01 to the second pattern
and so on.

Cxx = Set Vol une

a value of 00 is silent and a value of 40 is full. In OctaMED you can al so
use values 80 to set the default sanple volune to silent and CO to set
default volume to maxi mum

Dxx = Pattern break to row in next pattern

(D32 will go to row 32, DOO will go to first rowin next pattern, which is
great if you're doing a triplet style ending and it's not the end of the
pattern) |If you've been paying attention then you will.

EOx = Low pass filter
x can be 0 for off and 1 for on.

Elx Fine pitch bend up in senitones
Simlar to 1xx conmand but nore precise.

E2x = Fine pitch bend down in senitones
Simlar to the 2xx conmand but nore precise.

E3x = dissando
VWhere x can be 0 for off and 1 for on

E4x = Vibrato, where x can be 0 for off and 1 for on
Ki nda redundant, just use the 4xy command when you want it on and don't when
you don't.

E5x = Set finetune
Slightly adjust the default tuning of the instrument.

E6x = Loop section
Use a value of 0 to set the start of the |loop and a value greater than 0 to
set the end of the |oop and the number of times for the | oop to be repeated.

E7x = where x can be 0,1 or 2 Set Trenol o Wavef orm
PPV 77

E9x = Retrigger
X is the delay between triggers in ticks. Wth 6 ticks a value of 1 will

play the note 6 tines, a value of 3 will trigger twice, geddit? In OctaMeED
this is 1Fx0

EAx = fine volune slide up
Simlar to the AXO command, but a bit nore delicate and precise.

EBx = fine volune slide down
simlar to the AOx comand, but a bit nore delicate and precise.



ECx = Note cutting by x anount
Stop current note playing after x ticks.

EDx = Note delay by x anpunt

Delay note by x ticks, with 6 ticks a value of 2 will delay the note by one
third of a step and 3 would be a half a step delay and so on. In CctaMED
this is the 1FOx conmmand.

EFX = Invert |oop
2?92?7727
Fxx = tenpo

In ProTracker val ues above 20 will set the beats per nminute using the CIA
chips for timng, assum ng the default nunber of ticks is 6. Wth the
default val ue being 7D. While values 20 or below will set the nunber of
vertical blanks ticks per line assuning a default bpmof 7D, with 6 being
the default. Also in regards to tenpo in Amiga tracker software, the default
tenmpo for a PAL machine is extrenely close to 125bpm That is to say a tenpo
value of 7D AND 06. In OctaMED 9xx is the command to set the nunber of

ticks. Also be aware that in ProTracker you will be wanting to set your
tempo on the first line of the first pattern as MDD format does not store
the tenpo otherwise. Also in CctaMED FFx is used for special commands.

OctaMED al so has a bunch of other commands not nentioned here |like MD
comuands, stereo panni ng and whatnot, but we won't worry about those right
now.

And now t hat we have comands out of the way, we can now get to working on
our tune! IN THE NEXT | SSUE OF What | FF? Magazi ne : P

POSTSCRI PT: Wth rmusic nodules it is by no nmeans conpol sury yet is something
of a convention for the artist to sign their handl e and crew and anyt hi ng
else they feel Iike saying to the listener as linar notes in the sanple nane
text field upon conpletion of a nodule. It is quite rare to see a nodul e
which sinply has a list of sanple filenames out in the wild. If you are doing
this in CctaMED, be sure to do it fromthe instrument properties dial ogue or
risk losing inportant instrunent information |ike |oop, finetune, default

vol unme, etc.

Secondary pages:

Tabl e of Note Frequencies Links to Software PT MOD vs MED



modvsmed

MED ver sus MOD

MDD is arelatively sinple format, which nmakes it easy to wite code for
This is why it was the preferred format for many early tracker prograns,
such as ProTracker. The sinmplicity of the fornmat al so nmakes it easy to edit
and nodify MOD files, which is why it is still popular anbng chi ptune
nusi ci ans today.

MOD is often used to create chiptune nmusic, which is nmusic that is inspired
by the sound of early video ganme consoles. The sinplicity of the M format
makes it ideal for this type of nusic, as it allows nusicians to create
musi ¢ that sounds authentic to the era.

MED is a nore conplex format than MOD, which gives it nore flexibility in
terns of nusicality. The flexibility of the format all ows nusicians to create
nore conpl ex and expressive nusic. MED is often used to create electronic
musi ¢, which is music that is created using electronic instrunments and
synthesi zers. The flexibility of the MED format allows mnusicians to create
nore conpl ex and expressive nusic, which is ideal for this type of nusic.
Utimately, the best format for you will depend on your individual needs and
pref erences.

If you are looking to create sinple and straightforward nusic, then MDD is
a good choice. If you are | ooking to create nore conpl ex and expressive
music, then MED is a better choice.



softwarelinks

LI NKS TO SOFTWARE

IF YOU ARE USING IT ON AN AM GA (EMJLATED / REAL) | SUGCGEST YQU
USE PT2. 3F MADE BY 8BI TBUBSY!

=> https://16-bits.org/PT23F. LHA

=> https://16-bits.org/ PT23F. ADF

Li nk to MOD2SMP

=> https://16-bits.org/etc/nod2snp_v081.| ha

Link to the Zero-G packs converted to Amiga | FF format (Huge thanx
to DJ Nest for converting these)

https://drive. google.conidrive/fol ders/ 1lcceW HUGANCHXI SOxObxp- al aKpl42aJX?usp=drive_link



notefrequencies

TABLE OF NOTES, PERI ODS AND FREQUENCI ES

CG1
CH1
D1
D1
E-1
F-1
F#1
G1
G#1
A1
AHL
B-1

G2
CH2
D2
D#2
E-2
F-2
F#2
G2
GH#2
A-2
AH2
B-2

C3
CH3
D-3
D#3
E-3
F-3
F#3
G3
GH#3
A-3
A#3
B-3

856
808
762
720
678
640
604
570
538
508
480
453

428
404
381
360
339
320
302
285
269
254
240
226

214
202
190
180
170
160
151
143
135
127
120
113

4143.
4389.
4654.
4926.
5231.
5542.
5872.
6222.
6592.
6982.
7389.
7829.

8287.
8779.
93009.
9852.
10462.
11084.
11744.
12445.
13185.
13964.
14778.
15694.

16574.
17558.
18667.
19704.
20864.
22168.
23489.
24803.
26273.
27928.
29557.
31388.

56
72
71
24
40
02
34
62
74
07
36
78

13
44
43
48
81
04
68
24
48
15
72
22

27
88
86
97
08
09
36
45
29
30
45
44

Here's the formula for cal cul ating sampl e
rates of Am ga Tracker notes
this information

Thanks Hof f man for

(For a PAL

machi ne)

7093789. 2

Sanpl eRate = --------------

Period * 2



Creative Graphics: Easy Aztec Images

Creative G aphics: Easy Aztec Inmages - by: Tino Pau

About 10 years ago | released nmy first albumon a record |abel called Dark
Til Dawn, it was a hardcore breaks albumand | had created a special CD case
with an Aztec face on the al bumcover. It |ooked great but it had al ways
bugged ne that it was not created on the Amiga. Now that 10 years have passed
| finally wanted to re-create the cover using only Am ga software and while

| was at it, create a little guide for those who want to try sonething
simlar.

VWhat we will need for this tutorial are:

* 2D Paint packages: Brilliance or DPaint will suffice
* Pixel Pro (Am ga Format Cover Disk 65 is your best bet)
* 3D Rendering software such as LightWve, | magine etc.

To begin with | suggest having a | ook at original Aztec art to give you an
i dea of the style you are aimng for. Aztec art often has strong |ines and
al nost always with a mouth open, showing teeth and a tongue. Go to Google
and type in 'Aztec art' and have a | ook at the images that come up.

Once you have an idea of what you want to draw, sketch it out on paper first
t hen when you have your imnmage, nove over to your Am ga, keeping the sketch
on the desk in front of you.

For the next part you can use either Brilliance or DPaint, in ny case | used
Brilliance. Set your screen to 2 colours and PAL LowRes, mmke sure that your
background is black and the second col our is white. Choose the 'Line' draw too
and select a thickness of at least 3-4 pixels. On Brilliance have a | ook at

the tool bar and find the button that has the letter Mmrrored upside down.
Right-click on the "Mrror' button and select the 'Y AXIS only and then
"ADJUST', draw out a small rectangle box roughly 2-3 centinmetres. The reason

for doing this is that by default Brilliance puts the mrror nbde on the X and Y
axis and the area is too far apart for our needs.

If you |l ook carefully at Aztec art it is often a mirror inmage of each side.
The images are very well-balanced. Wth Brilliance or DPaint this effect is
easily done with the "Mrror' tool. Once you have your settings, have a play
around to get a feel for howthe 'Mrror' tool works. Then get down to
drawi ng your picture. Remenber you only need to draw half of the picture as
what ever you put down will be mirrored on the X-axis by Brilliance/DPaint.

Take your time and try to fill in the entire screen and once you are happy
with your inmage change the screen to 2 colours if you have not done it
al ready. Save your inage and get ready to hop into Pixel Pro.

In PixelPro | oad your Aztec 2 colour image, if you have an issue with it

| oadi ng doubl e check it is only 2 colours, if not go back and resave it as
2 colours. Once the inmage is loaded it will take a short while to convert
the black and white i mage into pol ygons. Those of you with Pi Storms, 060s
and 080s will not have to wait long. You will see a 2D wirefrane of your
imge but it is not 3D yet, for that, we need to find the 'Extrude' button
and where it says 'Value' put in '30', there is no need to change anything
el se. After a short wait you will be presented with a 3D object of your
image, if it seems a bit jaggy, then use the ' Smpoth' button to make it

| ook better. Finally save the object in the format of your choice, for nine
| am using Lightwave so | chose the .Iwob fornmat.

From here it is just a case of |oading your object into the 3D program of
your choice, setting the colours or textures and rendering your object. If



you want a |l ess boxy look then go into the Mddel er program of Lightwave and
go to 'Polygon' and find 'Triple' on the left side. Have fun and | et your

i magi nation go wild! | have included the 2D nage, |wob object and test
render for your reference.

Brilliance | mge Lighwave Render.

See you next tine!



Creative Graphics: Fun With Smear

In the md-1880s French artists Georges Seurat and Paul Signac popul ari sed
the painting technique of pointillism The technique involves painting with
smal |l colourful dots, in a way very simlar to how nany artists work on Am ga
artwork. One of nmy favourite paintings is ~Sunday Afternoon on the Island of
La Grande Jatte by CGeorges Seurat painted in 1884. It depicts a warm day
with people sitting on the grass relaxing, it is quite different fromthe
hyperrealistic paintings frombefore. In a way, it remnds me of sone of the
earlier Am ga artwork that was done in the A1000 days.

As a part of ny journey of using the Amiga as an art tool box, | was
interested to see if there is a way that this type of style can be enul ated
or used in Amiga art. W can just use the paintbrush and paint

down dots to get a sinilar effect, | tried this but it did not achieve ny
desired result.

It then struck me that using the snear tool mght conme in useful, this cane
about when | was working on sone clouds for a project. It is funny how

A thing can |l ead to something else conpletely, on nmy journey into pointillism
| cane across a tool that is easy to access but can give you sone fantastic
results if used correctly.

For this little guide, we will be using ny favourite art package Brilliance
but you can use DPaint as well since it also has the snear tool. First off
| et us imagi ne what you are going to draw, in this instance, | want to create

A bright blue sky with white fluffy clouds. Now usually you can use the
gradient tool and in this case, we will do so too but to help give the inage a
nore pointillismfeel we will use the dither setting. To begin with, outline
your clouds and fill themin with white. You do not need to do

anything else to the clouds for a little while.

Choose your col ours

Next, go to "Palette’ and set two colours at the far left and right of the
pal ette, use colour settings of 0 136 255 and 0 255 255, you shoul d have

a darkish blue and light blue on the left and right respectively. Now you
need to spread the colour and this can be done in the same panel, find the
button | abelled “Spread”, you need to click on the far left and then far
right colours to tell Brilliance which colours you want to spread, if al
goes to plan you should see the band of blue to light blue spread out on
your palette.

Now we have our chosen colours, we need to go to the “Gadient/Cycle too
and select the two colours that you used to nmake the col our spread

i.e. 0 136 255 and 0 255 255. When you have set your colours find the
"Dither” button and set it between 17 - 25. The reason is that if we

leave it at the default setting it creates a hard gradient, very conputer-
like. Wth the dithering set between 17-25, it creates a nore natural effect
inasimlar vein to pointillism

When that is finished it is just a quick trip to ~Draw Mdde® and sel ect
“Vertical °, and use the fill tool to fill in the area above the cl ouds.

Sneari ng Fun

You shoul d have a nice gradient above the clouds but al so one that has

a bit of a rough look to it. At the nonent our clouds have a very sharp

di stinct line between the sky, so to make the cl ouds | ook nore hand- pai nted
we Wi ll use the snear tool. First choose "Pen Tip  and right-nouse click



to bring up the options,

Now cones the fun part,
select it. For this part, you wll
while pressing the left nmouse button
pixels will start to get
nore "fluffy".

the snear first the gradi ent sky wou
properly.

Have a play around and even put sone
like it is a windy day. Wen you are
go back to the "Draw Mdde® panel and
run the nouse over the sneared edges
that snearing again after the snooth
and life to the clouds.

And t hat
snoot h tool s,
t hem As usual

and not so nmuch a tutoria
t echni ques or

is it for this part, have a
they are quite powerful

on how to

Until next time, happy snearing!

sel ect the pen tip size that

go to “Draw Mde’
just follow the outline of the clouds

The blue sky and white clouds wll
created the clouds first and then added the gradi ent sky.

i deas you wi sh to share pl ease contact

is 4th fromthe left.
and find the “Smear™ button and

Ri ght away you will see that the

m xed up. The sharp edges becone | ess distinct and

mx and this is why we
If we had done

d not have mixed with the clouds

swirls if you want to make it | ook
satisfied with your smearing, next
select “Snooth’. Just as before,

to give it a natural |look. | found
ng gave the inage a bit nore depth

Pl ease have a | ook at an Exanple Picture.

play around with the snear and
when you use your inmagination with

this particular series is an exploration of creative ideas

best do sonething. If you have any

us.



Brilliance 101 - Tokyo Bay

In the previous issue, we discussed the creation of the background inage
for nmy submission to the Amiga Art Conpetition. However, the background
was only one part of the image. The Tokyo Bay scene was applied to the
train wi ndow using the "Rub Thru" feature. After that, we needed to add
passengers to the image. To get an idea of where to place the passengers
and how they would look in the imge, | created a sinple seat using
lighter and darker shades of blue for the backrest and seat, respectively.

Then, | downl oaded an i nmage of some passengers on a Japanese train from
Coogle and inported it into ImageFX. | scaled down the i nage to 640 pixels
and reduced the colours to 8. | then saved the "Rendered Screen" as an | FF
file and inported it to Brilliance.

| intended to create a sense of lost identity with the passengers. Although
t he background was a beautiful view of the bay, everyone was only
interested in their small screens. Therefore, | decided to create a bl ock
effect. Since | amnot good at drawi ng humans, | used the inmage from Googl e
as a reference. In Brilliance, | selected the "Filled Lines" tool and
renoved t he background using the "Filled Shape" tool. Then, | filled in the
body shapes using the "Filled Lines" tool. | started with outlining the hair
followed by the face, which | filled with one colour to achieve

the desired | ook. The rest of the body, including the jacket, trousers,
shoes, and bag, was filled using the "Filled Lines" tool. The final touch
was to draw bl ack rectangles using the "Filled Lines" tool to represent the
smart phones that were distracting the passengers fromthe scenery outside.

The process was slow and required zooming in at tines to see where the

i nes should go. However, once the bodies were filled in, the inmage started
to take shape. Al though nuch of the detail was lost fromthe initial inage,
you can still get the inpression of people sitting on a train. The inage
used a contrast between the detail ed background and t he sinple shapes of
the foreground. This inage shows how sinple lines and bl ocks of col our can
be nmore powerful than many shades of colour and detail. | hope this short
tutorial will give you ideas for your next art projects.

If you have any artwork you would |like to share, please send it to us, and
we Will include it in the next issue. Until next tinme!



How to get better samples

How to get better sanples - by: Tony Horgan and Ti no Pau

When | first began making nusic on my Amiga in the late 80 s | always
struggled with getting decent audi o sanples. Eventually, | started to notice
magazi nes that had articles about better sanpling techniques. Wll that was
over 30 years ago and after recently talking with Am ga audi o | egend Tony
Horgan, pernmitted me to republish sone of the advice that he gave

nme regardi ng better sanpling techniques.

As you probably have noticed if you sanple into the Amiga, it is very easy
to get hissy sanples, and they often don't quite sound as good as you had
hoped. To hel p conmbat this we need to do sonme extra | egwork before sanpling
into the Am ga. One techni que that was suggested by Tony was to use heavy
conpression, here is what he said:

"Preparing sonme sanples for ny Am ga, using heavy conpression to raise the
relative volune of the quiet parts for better reproduction when they're
8-bit at the Amiga end.”

In this exanple, he was processing a batch of drum | oops and, "smashed down
to -6db then "normalised" back to full volune (0db)"

He goes on to say:

"You can repeat the process (conpress to -6db then nornalise to 0db) for
better results in nany cases."

When | asked himfor nore detail about the conpression process he expl ai ned:

"My techni que: ML->NanoConpressor->Datel Sanpler->Am ga->CctaMED. Play a

chord. Sanple it. Find a good |loop point. Trimthat. Tiny volunme fade

start +end. Copy. Reverse. M x original +reversed. Trimends slightly so the wave
goes in the sane direction at |oop point (eg. fromup to down). Loop."

| then asked himwhy a conpression would help with sanmpling into
the Amiga, and he replied:

"When you sanple into the Amiga's 8-bit resolution, quiet sections

sound noi sy as there aren't enough steps to capture the detail. A conpressor
bet ween the source and the sanpler can boost the quiet parts to make them

| ouder. Better to do it at this stage than anplify the noise.

The trick is to keep the signal as loud as possible for npost of the time as it
goes into the Amiga sanpler. At 16- or 24-bit, there are plenty of steps to
descri be the quiet parts but when it gets to the Amiga, we're draw ng those
qui et sections with very few steps.”

So as you can see, if you want to get the best quality sanples into your
sanpl e | oud use a conpressor. Wile he used a conpressor box you can

al so use software conpressors such as those in other audio software |ike
Renoi se.



Articles

-= Conpl eting Ganes at Long Last =-

I van Sorensen continues his series of philosophical Am ga musings and
how they relate to gam ng

-= Building a new Rejuvenator in 2024 =-

John Scolieri docunments his experience building a new rejuvenator for
his original Anmiga 1000.

-= Am ga Paradox of Choice =-

VWhat is the Am ga paradox of choice, and why is it nore relevant to the
Anmi ga user now than in the past?

-= Am ga Through the Lens of an LD Learner Part 2 =-

A continuation of last issue's article, this time we ook at a selection
of software that can aid those with LD

-= Contributing article: Lessons Froma 7MWz CPU =-

Contributing witer Jman wites about his Am ga experiences in a nodern
wor | d.
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The Amiga Philosopher's stance on Amiga Games

In the past couple of nmonths, | have been doing sonething | do not usually
do: Playing ganes for the explicit point of conpleting them

That sounds funny perhaps, after all, is the purpose of playing a gane not
to conplete it?

Most of the tinme | amnot so sure. How nany sit down to play a bit of
Turrican 2 just to enjoy the nmusic and the rel axati on of playing through
the first world or so, but are not prepared to white-knuckle it through
the shoot emup and alien stages?

That assunes the player can realistically conplete the game at all. WII |
ever beat The Chaos Engine? That seens pretty doubtful, so | suppose every
time | play that is not to conplete it but to experience it.

But lately, | decided that | wanted to try something different and
deliberately try to conplete nore games. | think a ot of people who play
retro ganmes tend to play in a pretty scattered formso why not put a bit
nore in-depth enphasis on each gane? | think it is easy to be.

In sone cases, this meant revisiting a game | had previously conpl eted
years ago, sonetinmes on the PC. In other cases, it just nmeant havi ng anot her
pl ay-through. And | definitely wanted to tackle a few ganes | had never
managed to conpl ete before.

Sone of the titles would be little games on itch.io and others would be big
ol d RPGs.

| did not set a lot of conditions. It is easy to set all kinds of rules and
requi renents for this sort of challenge but | think it runs into two
pr obl ens:

First the nore conplications the bigger the chance the challenge falters. If
you have to beat each release of the gane |eft-handed and wite a 13-page
wal kt hrough and do it every Thursday, you will eventually get tired of it
and once you skip doing it once, you've sowed the seeds of failure.

Second | realised that | don't have to inpress anyone by trying to do
nore difficult chall enges. Nobody cares what difficulty nmode you picked for
a 35-year-old ganme for example.

So ny conditions were sinple:

Play the gane at whatever difficulty setting | liked. If I conclude |
absolutely can't conplete a gane, | will blowthrough it with a cheat code,
trainer or wal kthrough. If | learned anything useful, try to put a few

t houghts on ny bl og.

For nmore complex games | will also spend sonme time perusing the
docunentation and trying to get into the vibe of the ganme. Nowadays
you can find nost of themonline.

For a few ganmes, | specifically wanted to try to beat the gane at a high
difficulty (like the Warlords "every conputer opponent on max difficulty"
chal | enge nmentioned in the manual), for others, | was happy to just nake it

t hrough alive (Banshee).

So what has been the spoils?



So far | have beaten

Alien Breed 2*, Banshee, Battle Isle, Boxx 1, 2 and 3, Breathless, Cataconb
3D (amiga port), Chanpions of Krynn*, Gvilization*, Doom 2*, Leisure Suit
Larry*, Magi ca, Shanghai, Transplant*, Turrican 2*, Turrican 3*, UFO Eneny
Unknown*, Warl ords*, Wl fenstein 3d.

Those with an asterisk are ones | had previously conpleted so only a few
new titles but ones that felt |ike big achievenents (Battle Isle in
particular) or were just fun to experience (the Boxx ganes are all very
short but quite |ovely).

Currently, | amworking my way through Dune 2 and seeing if | can, in fact,
beat Chaos Engine (I remain doubtful). | ve al so begun Death Knights of
Krynn agai n.

| find that playing a single game at a tine tends to be too sl ow paced for
nme. Doing 2 or 3 nmeans | can switch things up and when | am"in the zone"
for a game, | can sit down every night and work at it a little bit. For
Breat hl ess, | played one |evel every night, with deaths neaning | tried
again the follow ng night.

Have | had any big revelations? Well, | nostly picked ganes | knew were
qui te good. Breathl ess was probably the biggest revelation in how rmuch |
ended up enjoying nmy tinme through the game. The Amiga port of Cataconb 3D
| wouldn™t say is a great game but it was fun to experience sonething

m ssed back in the day.

Battle Isle | think I am"done with". It was trenendous fun to beat all the
maps (and the last few naps are quite challenging) but | probably won't be
returning to that one. On the other hand, even after doing what the nmanua
said was the hardest challenge (Starting as Sirians with every eneny set to
the highest difficulty) | still want to play nore Warlords. If you are
giving this challenge a try, be aware that it is heavily |uck-based. A nore
manageabl e "max eneni es" chal l enge would be Elvallie or Grey Dwarves.

Most of all it gave ne the feeling of zen: O sitting quietly in the
eveni ng and working towards a goal and doing so without the rest of the
wor | d | ooki ng over ny shoulder like it often feels on the internet. |
suggest you give it a try.

- Weasel



rejuvenator

Bui |l ding a New Rejuvenator in 2024 - by: John Scolier

Bui | di ng a new Rej uvenat or Expansi on board in 2024 for ny Am ga 1000
Topside Picture Underside Picture

It was 1990, ny Amiga 1000 and | were in University and we were both
drooling at a magazi ne ad showi ng a new board expansi on for the Am ga 1000
that replaced the existing daughterboard inside the Am ga. This wasn't just
any 'upgrade' it was the Holy Grail of expansions for the Anmiga 1000 which
gave users the follow ng:

- The ability to use a physical KS ROM (no nore needing a kickstart disk to
boot though that never bot hered ne)

- Internal RTC

- ECS Deni se

- Video Port

- and the ultimte upgrade...FI NALLY, Amiga 1000 users could have 1MB Chi p,
or even 2MB Chip RAMwith a Fat Agnus !!!

I must have phoned every conputer store in Canada and the U S (which wasn't
cheap back then...renenber there was no 'online' anything yet other than
dial-up BBS') with no luck finding one. I was on waiting list after waiting
list for well over a year when | found out that only around 800 Rejuvenators
were sold and production was stopped by the devel oper (G eb Tibbs) who

| ater found out ran into royalty issues with Conmodore (i.e. he never
received the noney originally agreed upon and left the Am ga scene
altogether). For |egal reasons, Commpdore couldn't sell any nore Rejuvenator
boards after the legal issues and was happy to pay Ami ga 1000 owners to
trade in their 1000's to buy a new Ami ga 2000 at a reduced price !?

Well, | loved my Amiga 1000 and needless to say, | didn't '"trade it in' but
rather invested in nore fast RAM sidecars and a 68010 CPU which notored ne
along just fine for the remainder of nmy University years while stil
desperately waiting to see if I can find a used Rejuvenator of the 800 or
so that were sold. Alas | never was able to find one until | stunbled on a
YouTube video by intric8 (Eric Hill) who also is the Sysop at the website
am gal ove. com

In the video, Eric discusses his wish to make new Rej uvenator boards with

the help of the Anmiga comunity, not for profit but rather as an homage to
the original devel oper (Geg Tibbs) and for the benefit of the Ami ga 1000

conmuni ty.

That was in 2018 and in the follow ng years, there was a conmmunity effort

to re-engineer the original boards fromexisting production boards and al so
with help from Geg Tibbs himself! A big bunmp in the road was that G eg

Ti bbs had lost all of his original files which were necessary for four
custom chi ps on the board. Luckily in 2021, a well-known engi neer in the

Am ga comunity based in Germany (Matthias Heinrichs known as Matze on Ami ga
foruns) was able to read and dunp the contents of the four custom chips
using an old ALLO7A chip progranmer by Hi Lo-Systens and with that, all the

i nformation needed was in order

As promised by Eric Hill, all information for building your own new
Rej uvenat or board is open source for the Amga community and can be found
at the projects github.com page at:

=> https://github. conifjoet hezonbi e/ Ani ga- 1000- Rej uvenat or



If you can handl e basic through-hole soldering and have a | ot of patience
it's truly an awesone project to carry out yourself. |'ve been slowy
buil ding mne (see attached pics) and |'m so happy that there's no SMI

i nvol ved with this new board | o

For those who want to buy a pre-built board, you can find themcurrently
at am bay.com and sonetimes on eBay.

| absolutely love that the nanes of the team nenbers who managed to get
t hese new Rejuvenator boards avail able again are printed on the new boards
so cheers to:

Joe Carter, Matthias Heinrichs, Christian Stich, Matt Martin, Adrian Garay,
Marco Both, Eric Hill, and an eternal thank you to Greb Ti bbs who sadly
passed away in 2020

cheers,
G Scolieri



amigaparadox

The Am ga scene has naturally changed over the last 10 years, and nore so
over the last 20 years. Those who grew up with the Am ga now have stable
jobs and live with disposable incone, the Am ga has nore new upgrades and
hardware than ever before. W have new variations on the Am ga concept,

Ami gas which are not Amigas and a dizzying array of Amiga installs and
emul ation options. Conpared to what was available in the 80s and 90s it is
a lucky time to be a new and original Am ga user.

When | was younger | could not afford nmore than one Ami ga and could only

upgrade it to an 030 and hard disk. But as | got older, | got a proper
job and nore noney, | started to buy other Am gas, an A500, A600, CD32
Vampi re V4+ Standal one and an A2000. It did not stop there, | also massively

upgraded the machi nes with new hardware. Soon ny roomwas full of Ami gas and
not only that, retro gane consol es. PC Engi ne, Super Fanm com PC- FX, Mega

Drive, NeoGeo, the list goes on. | was very happy as | had managed to obtain
much of what | could not when | was younger. During ny free tine, | would
swi tch between Ami gas, or play one console and then another, it was a good
life and | was very happy, until a few years later. | started to notice

that sonme of my machi nes had nore dust than others, so | tried to use the

ot her machines nore but it started to dawn on ne that it becanme nore of

A chore. | felt that | had to use the other Anigas and consol es because they
were there, they becane a necessary choice. Soon | was playing and using

ny consol es and conputers because | felt bad if they were just sitting

there and as a result, | was using ny Armigas in a |less productive way than
before. We all use our Amigas in different ways, for me it is about creating.
The Amiga was and always will be the creative conputer and when it becones

sonething that | start to use just because it IS, or is there, the magic
of the Amiga is |ost.

VWiile | was feeling this way, | was studying for a qualification in counselling
as it would prove hel pful for ny special needs teaching. One section of the
course covered nodern society and an area concentrated on the ill effects

of having too nuch choice. It was here that | started to consider naybe |

was having an Anmi ga paradox of choice, | had too nany Anmiga choices and as

a result, nmy experience was not as satisfactory as | wanted. There is a great
book and TED talk by Barry Schwartz, 'Paradox of Choice', he tal ks about
how i n nodern-day society we have too many choices and as a result, we are
unhappi er. There are other studies into this and it ramed honme that for
nysel f at least | was not as happy as | was when | had fewer Anmi gas and

Fewer consoles. So | started to cull my Am gas and consoles, as of now !l only
have ny one A1200 and zero consoles. It was a difficult choice at first but

I have found nyself to be much happier when using nmy Amiga. | find that |

di ddl e-daddl e I ess and amusing it in a rmuch nore productive and fun way.

This is not for everyone but | can sincerely say that having
reduced nmy Am ga paradox of choice has nade conputing nore fun, plus | have
nore noney for going on holiday and naki ng new nenories with nmy wife.

It is funny to think of it but while the Amiga is a rem nder of our past
it is still not imune to nodern societal changes and influences. | for
one am overwhel ned by the choices available for our Amiga and this

is a great thing but | amalso happy that | amfine-tuning nmy Am ga
experience and making it into a fine wine that I can sip slowy.



Amiga Through the Lens of an LD Learner Part 2

Am ga Through the Lens of an LD Learner: Part 2 - by: Tino Pau

Thank you to everyone who wote in about the [Ami ga Through an LD Learner]

| was pleasantly surprised by the corments and interest being this is a
topic not nmuch covered in regards to retro technol ogy. For the continuation
of this article, I will cover some specific pieces of Ami ga software that
can be of help to LD learners and the reasons why they are hel pful

To begin with, let's have a | ook at the hunble word processor, the staple of
any computer while it may at tinmes be derided as not being inportant it

plays a large part in nost computer users' lives. In the last article, we
delved a little into why the Amiga is a great tool for children and even
adults with dyslexia or ADHD. The [ Quiet ] and distraction-free environnent
of fered by the Ami ga hel ps keep the m nd focused and the | ower resolution
makes it easier to focus on what you are working on. Wiile we want to keep

the working area distraction free we also nust take into consideration the

way nost |earners with LD work. Research has shown that it is often the case
that LD |l earners' brains are right-side dom nated, hands up who knows what this
neans? You get a point if you say the right side of the brain is used for art,
musi c, visual and spatial processing. So, with this in mnd, if we use a

word processor fromthe M5-DOS era, we usually get a very sparse environment
with no nouse, and text on either a black screen or black on white only, it is
not conducive to a nice working environment for someone who works visually.

An ideal word processor on the Anmiga is Excellence!, it runs in H Res node
so you get 75 colums, there is not much to do on the screen via buttons
etc. The [paper] is white but it is possible to change the colours of the

[ paper] via the Palette requestor. You nay be asking why this is inportant.

St udi es have shown that LD | earners can concentrate, read and

conprehend better if the background is a col our darker than white. For sone,
it is alight blue, darkish blue or light yellow Being dyslexic |I was
tested in London for ny best reading colour, and it was found that ny
readi ng speed and conprehensi on junped when using a blue-tinted plastic
sheet. This is why when choosing a word processor for a child or adult with
a learning difficulty it is inmportant to be able to change the paper

col our.

O her word processors can do this on the Amiga but | found

that with Excellence! the GU and default colours to be the npost rel axing
for soneone with LD. If you have a favourite word processor on the Am ga
try and see if you can change the paper colour to something nore rel axing.

| have mentioned Excellence! a lot but as you all know there are many nore
word processors available for the AmMga with Wrdsworth and Final Witer being
t he better-known ones. | spent sonme tinme digging into Final Witer

to change the background colour, while it seens possible fromthe Preferences
menu it did not change the white background to ny chosen col our. There coul d
be another nmenu but it denonstrates why | find Excellence! a better option
when using it for soneone with a learning difficulty. | was able to quickly
change t he background with only three clicks.

Finally, there is the text to speech, while we may | augh about how it sounds
today, it was a very hel pful tool for those who struggle to read and

is still a useful tool that |I use nyself. The nore nodern word

processors seemto have lost this feature but Excellence! still has it along
with other ol der word processors. Having the ability to highlight text and
have it read back to you was revolutionary in the 80s but for a dyslexic, it
was a lifesaver! If you had a school report that you had to read out or a
presentation for your company, the Amiga was there to help you practice



reading it out |oud w thout naking any nistakes.

| hope that if you are a parent or teacher and want to hel p your chil d/student
who has a learning difficulty, you mght consider the benefits of an Am ga.



Lessons from a 7 MHz CPU

Hel | o, readers of WhatlFF?, this article follows the trail of previous
contributions to Watl FF? describing various aspects of the classic Am ga
conputing, both technical and philosophical. They are listed at the bottom
of this article (feel free to read themin case you missed them).

There's a thread connecting all these articles and today I'Il try to
identify four key | essons, so to speak

1) Cal m conputing

In What | FF 2. 12 Tino Paul (editor of WhatlFF) tells about a student with
learning difficulties using an al nost stock Ami ga 600 under their
nmentoring. The article provides a novel perspective about how such an old
pi ece of hardware turns out to be a surprisingly didactical tool because
not junping on the user with popups and distractions. It's not inportant
what the student is learning, it is inportant what the |earning process

| ooks i ke.

| amwiting this text while listening to nusic through Bl uetooth speakers,
conpul sively checki ng phone notifications and email. That's a | ot of
technol ogy at once! Not the kind of cal mconmputing |I have in mnd

Note: if we look up "cal mconputing" or "cal mtechnol ogy" we find
definitions that in principle only partially overlap with what is neant
here. I'mjust borrowing this termfor the sake of this article.

Conputing with an Amiga can be a less distracting, nore "crystallised"
experience. Less distracting because limted resources dictate essentia
software features without frills; crystallised because it's finished
software. For the better or the worse, there won't be another rel ease
or a patch. W forgot what a finished piece of software is.

So, the first lesson is that a classic Amiga provides a conplete conputing
platformthat respects the user. W used to buy software and use it,
peri od. That was the deal

2) Ofline first, focused experience

When | earni ng how to do sonething on an Amiga we can choose to be al one
with the machi ne and the docunentation. No Stack Overflow (and no
advertisenent or gamfied karma | adders), no Reddit (and dodgi ng the
trolling), no stochastic parrot machines (and no filtering the nonsense).

This isolation teaches us about a focused conputing experi ence unusua
today. We don't realise anynore how rmuch our brains are over-stimulated and
try to frantically cope with billions of stinmuli when all you're trying to
do is fix a bug.

It's no surprise people find it difficult to get "into the zone" and be
producti ve.

3) How nuch conputing resources do we need?

Wen | wite code, blog posts or check email, nost of the tine surely the
bottleneck is me rather than the computer because | stare at the screen
readi ng and thinking. Like you in this very nonent.

It's exciting observing new hardware replacing the stock Amiga chipset with



power houses at the time not even conceivable. However, let's try forcing
sone restraints and see how these linmits affect our experience. An Am ga
with a Mdtorola 030 can provide a slow but cal mconputing experience

wi thout trying too hard to imagine "what if" scenarios where this platform
had a future (which we now know wasn't really about to happen anyway).

Smal | video resolution? It's just a small video resolution, software was
designed to fully use it. |Is ProTracker or DeluxePaint limted software? O
am | the bottl eneck because | don't know how to make digital art?

Maybe we want to learn a bit of React+ GUJ progranmng, howto wite an
AmigaCuide file, make a presentation with Scal a400 or just play a bit with
the Lispy dialect witing an Installer script. Slowly, but an Amiga wll
get you there, eventually.

So here we learn that engineer ingenuity gave us good tools already |ong
ago for software devel oprment, productivity, multinmedia and entertai nment
pur poses. And good tools, even! Even when we | ook at them through our eyes
of spoiled kids of the future.

| mean, there's a reason why ny main software tool is Enacs, sonething
first released nore than 45 (!) years ago, right? Wiich brings us to the
| ast point

4) Know the past to learn the future

When we touch with hands that a | ot of what we have today was al ready
avail able - in sone form- long time ago, we sort of realise that (quoting
a book about the Amiga) the future was here 35 years ago.

A classic Aniga doesn't need to be the old car used on Sundays for a short
ride and then spending the rest of the day shining it with a cloth. Yes, we
are conscious of its limts and | won't make it look like an Anmiga can do
everything | do today. Even pushed over its limts with nodern peripherals,
an Am ga probably offers today a subpar experience.

But this is exactly the point: what can | do and howcan | do it. There's a
threshol d behind which if we trade in a bit of time, there's a lot we can
do with such a hilariously underpowered machine. By using this "tine
capsul e" we | earn sonething about our technol ogical roots.

I am not nostalgic. | would never give away the Rust conpiler (a nodern
progranm ng | anguage) | use daily that checks all nmenory bounds in ny code
for me or a CPUwith virtual nmenory. | live today and enbrace the future

but just like any other discipline, |earning about the past tells us a |lot
about the present and the future.

Suggest ed readi ngs:
- Whatl FF 1.06: "Little Things That Made Amiga Great" by Carl Svensson
- Whatl FF 2.09: "Kickstarting Your Zen" by |van Sorensen
- What| FF 2. 12: "Ami ga Through the Lens of an LD Learner"
- "Decades of Fun: Conputers Built to Last" by Carl Svensson at
htt ps: // ww. dat agubbe. se/ 30year conp/



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

-= Massinmo Loi: Devel oper of NEONnoir interview =-

Last year we reviewed the highly enjoyabl e ganme NEONnoir, this issue we
are priviledged to have an interviewwith it s creator Massinp Loi

-= Simone Bevil acqua: RETREAM =-

John Scolieri neets up with C64 and Am ga gane devel oper Sinone Bevil acqua
to discuss Am ga and his gane devel opnent history.

-= 8080: Gane Devel oper Interview =-

A game devel oper from Sweden who has been naki ng waves in the Anmiga scene
with his next gen Amiga rel eases, nanely for the Apoll o Conputer range.
-= WllemDrijver: Apollo Robin Hood Interview =-

We talk to one of the mamin drivers behind Apollo Conputer and his | atest
conversion, Robin Hood to the V4 series of Am gas.

#Tal king Amiga - Watl FF? Issue 3.13 - April 2024#



Massimo Interview

Interview - Massino Loi: NEONnoir by Tino Pau

1. Hello! Thank you for taking the time for this interview To start, could
you tell us a little bit about yourself, such as where you are from etc.?

H Tino, thanks for reaching out. This is pretty exciting! A right, where

to start... where to start... When | was very young, ny uncle taught ne one
line of Basic on his Speccy: '10 PRINT "MASS' : GO TO 10'. As | saw ny nane
zoom past the screen, | was hooked, and | knew right then and there that |

wanted to become a programmer and nake games.

| had to wait a few years until | got a hold of my school's Apple Ile and
I1GS before | really got nmy chance to fall in love with coding, and | spent
countl ess days and nights trying to make ganes of all sorts. As usual, with
i nexperi enced programers, the scope of my projects always eclipsed ny

tal ent.

The gane | nost fondly remenber working on (and that was uncerenoniously
abandoned once a new idea hit) was a wireframe dungeon crawler in the style
of Wzardry or Utim's dungeons.

Several years later, | volunteered to be part of ny school's audio/visua
lab, where | was first introduced to the Amiga 500 that they used to create
the rudi mentary graphics for the high school's sports events they'd televise
on public access TV. Although |I never got to use it for any programm ng,

got to spend a lot of tinme with DPaint.

Eventually, | landed a job in the ganes industry (working on the platform
not the ganes), where |'ve been for the last 20+ years. During this tine, |
never gave up on making my own gane, though I have a pile of hard drives as
a graveyard for an uncountabl e number of unfinished projects.

It wasn't until 2020 that | joined nmy first ganme jam which unl ocked ny
dormant ability to finish a gane, and | was, once again, hooked. |'ve
participated in nany jans since then, but ny favorite and nost successfu
was the Amiga Blitz Basic Game Jam hosted by Zooperdan | ast year, which
spawned NEONNoi r.

2. How did you start working with the Anmiga?

| put the blane squarely on Zooperdan. | had participated in a few of his
Dungeon Craw er Jans (note my previous |ove of 'en), and he nentioned that
he would run a Blitz Basic jamfor the Amiga. | had a fondness and nostal gi a

for the system and | thought, "How hard could it be?" and joined. Little
did I know that it would be very, very hard

| had a blast getting acquainted with the Amiga all over again. | was
surrounded by people who had been progranm ng this systemsince the late
80s, who understood it inside and out, and I felt a bit |ike the ignorant
new kid in the roomfull of adults.

However, the community was incredibly kind and wel coning to this newconer.
If | had to name every person who patiently hel ped ne, there wouldn't be
enough space for other articles in this issue!

3. Have you created any other games for the Amiga or other computers prior
to NeoNoir?

NEONnoir is the only gane |1've nade for the Amiga (so far!); prior toit,
| created several jamganes. My nbst recent is a silly dungeon craw er



parody of NEONnoir for nodern systens that takes the perspective of Daisy,
the main character's dog.

4. \What made you decide to create a futuristic point-and-click adventure
ganme?

Back in high school, when | wasn't spending time on DPaint, the teacher was
cool enough to let me play the one Aniga gane on the system "Rise of the
Dragon.” | really loved the aesthetic, blending the filmnoir genre with
cyberpunk. Oddly enough, it would be years before |I'd see Bl ade Runner

VWhen thi nki ng about the gane |1'd nmake for the jam | kept thinking about
Ri se of the Dragon and how, for me, it was the quintessential Aniga gane
(after all, it's the only one | ever played!), so | knew | needed to pay
homage to it.

Oiginally, NEONnoir was going to be a dungeon craw er/adventure gane |ike
the WaxWorks or the Elvira ganmes. Once again, my anbitions exceeded ny
talents, and | scaled it back to an adventure/visual novel hybrid.

5. The graphics in NeoNoir are amazing! Can you tell us which parts of the
gane were devel oped on the Aniga and whi ch were devel oped on the PC Mac?

Al'l the graphics for the gane were devel oped on PCwith two very different
wor kf  ows. About half of the scenes were rendered in Unreal Engine using
several assets. The other half was created with the help of Mdjourney. In

both cases, | would take the i mage and do a whol e bunch of alterations,
conposition, post-processing, and finally, dithering and color reduction in
Phot oshop. In quite a few parts, nmy wife (a talented illustrator, in ny

opinion) lent her talents to bring the characters to life.
6. What was the nost challenging part of creating the gane?

I had two big challenges in the creation of NEONnoir. The first was a
technical one. |'ve gotten spoiled by nodern programm ng environnments with
noder n progranm ng | anguages and nodern tool sets. Taking a step back in
time and leaving thirty years of quality-of-life inprovenents behind was a

definite culture shock! | did all my coding on Wndows (I know, | know),
where | wote the Blitz code for the engine and a bunch of C++ code for a
suite of tools that would allow ne to create content for the gane. | would

then build and debug nmy game on WnUAE and finally (once | could get one)
test it on ny physical Am ga 1200.

The ot her chall enge was an enotional one. Hal fway through the jam our dog
passed away, and | stopped working on the gane. About a nmonth |ater,

pi cked up ny virtual pen and started coding again, resolving to imortalize
her in the gane.

7. Are there any planned updates or physical rel eases for NeoNoir?

Yes, there are! | worked (and continue to do so) with a few translators to
| ocalize NEONnoir into Italian and German. The Gernman translation is
conplete, and the Italian one is com ng along nicely. That update will be,

as always, freely available on nmy site and is the version | plan to
di stribute as a physical boxed edition

| was extrenely lucky to win the jam especially since the grand prize was
a boxed version of your gane. Wile that has, unfortunately, not panned
out, the dreamis still alive.

Wth ny wife's help, |I've created and made a tiny run of boxes to give them
out as gifts. | decided to go as all out as possible and have fl oppies
(with an installer, which was a small victory), a full-color nmanual
stickers, and a custom nade USB drive that |ooks like Coral, the drug
featured prom nently in the gane.

My friends convinced ne to ask the Amiga comunity if they had any interest



in a boxed version of a free gane that's a year old, and the answer was a
resoundi ng yes.

Ri ght now, my biggest obstacle is that while I'min the United States, npst
peopl e who want it are in the EU or UK, so |I'm | ooking at ways to be able

to publish and distribute the gane in those areas to avoid ridiculously high
shi ppi ng costs.

8. Do you have any plans for a sequel to NeoNoir?

Absol utely! Plans are in notion for the sequel tentatively titled NEONnoir
The Phantom Refl ection. I'mworking on rewiting the engine in C and addi ng
features that | could not fit into the original (there are no sound effects
in the original version!). Not having the | ooning deadline of a jam
progress is a little slow, but that's not bad, as | can be a little nore

i ntentional about the code. |I have a lot of the outline for the story done
as wel | .
As nmuch as 1'd like to, | don't expect it will be released this year, but

who knows?
9. How has the Amiga community reaction been to your gane?

The Ami ga community i s conposed of superstars. They have been anmazing,
encour agi ng, and generous. | didn't expect anyone other than the other jam
participants to play the gane, and they bl ew me away. NEONnhoir seens to
have resonated with quite a few folks, and | could not be happier.

| started out thinking that making a ganme for the Amiga would be "one and
done," but this community's support has made nme realize that this is
definitely a space where | want to be.

10. Thank you for your generous responses! Do you have any final coments
before we finish?

First, I'd like to thank you for the interview and for giving nme the
opportunity to share my story. Magazines |ike \WatlFF? connect gane creators
with this venerable platforms loyal fans, and | can't wait for your future
i ssues.

| also want to thank the talented comunity on the blitzbasic.dev D scord,
who has taught nme everything | now know about Ami ga programmi ng. Many
friendshi ps were forged through the shared trauma of tight deadli nes!

Naturally, | would be remiss if | didn't also thank the broader An ga
conmunity for welcoming me in as one of their own.

Finally, people can reach ne and see ny ganes on ny site
=> (massproduced. ganmes). Thanks again



Simone Bevilacqua Interview

Interview - Sinone Bevil acqua: RETREAM by John Scolieri

Dear readers |I'mcertain the mgjority of you have played at |east one of

Si none's ganmes for the Amiga and C64. His ganes (to ne) are unique, easy

to play but hard to master, well docunmented with great graphics/nusic and
ganepl ay. You can check out his projects at:

=> https://retreamitch.io/

1. How and when did you initially get involved in programm ng games for the
C64 and | ater Ami ga 68k and then Am gaOs4 (PPC)?

Wen | was 7, a cousin of mne got a Conmpbdore 64 as a present for his First
Conmuni on. Seeing that machine in action at his home was a jaw droppi ng
experience which ignited ny already wild fantasy. Two years later, in 1986,
| asked ny parents for a Conmodore 64 as a present for ny own First
Conmunion. | just had no idea of how big a request that was, considering
the wage of my dad - but my wi sh was granted and a breadbin entered ny
bedroom My father apol ogized for not having been able to afford a col or
nonitor, but | was so happy that even the nonochronme Philips nonitor he
bought (I believe the nodel was BM/502) was |i ke heaven to ne.

The shop provided for free also Sanmy Lightfoot, Krypton and G ls Wl

(all pirated, but | had no concept of "pirated" and "original"), which did
entertain me quite a lot (especially Ols Wll) but did not steal ny ful
attention: | was also interested in the creative side of the machine. So,

| started | earning the basics (poor pun intended) of programing fromthe
user's manual

Unfortunately, the manual was limted (and even terribly translated), ny
wits were even nore limted, it did not even dawn on nme that the libraries
of my snmall town could have hel ped (years later, when | finally searched
them | could not find any useful book - but maybe ny inexperienced eyes
simply did not spot them) and | knew nobody who was into programrng, SO
did not achieve anything noteworthy. It was only at 11 that staring at the
user's manual finally produced sone significant effects: | felt sonething
clicking in ny head and finally the doors of progranm ng opened to ne.

In 1993, when | got an Anmiga 1200 (the only Anmiga | have ever had - and
which | still have a use), | finally nanaged to create ny first games -
thanks to AMOS. Then, in 1995, a book on assenbly progranmi ng and the Am ga
har dwar e docunentation found on the internet (courtesy of the university
conputer |lab) revealed to me the wonderful world of Amiga |owleve
progranm ng.

| landed on Am gaCS 4 when | needed a conputer for "serious" tasks and ny
Amiga 1200 just could not cut it anynore: instead of buying a Wndows
machi ne, in 2002 | decided to buy an earlybird Am gaOne XE, whose Linux
side woul d provide the productivity tools | needed and the Am gaCsS side
woul d allow ne to sonmehow stay in the Amga world. | started various
projects on it, but I finished and rel eased only the ganes Bl astaway, BOH
Hueni son, KOG and SCRAMBLY DV (a little game which eventually | retired),
and the utility gl UAE

| did enjoy creating that stuff for Ami gaOS 4, but such system provi ded
only a part of the Amiga experience: | sorely mssed the hardware
progranmm ng side and thus, in 2017, | finally returned to the classic

Am ga and renmade sone of the old ganmes fromthe scratch (ArtPazz, Follix,
MeMO, Ring around the Wrld), created a new one (Skill Gid), re-invented a
coupl e of graphics systems (ALS and PED81C) and tried ny hand at deno



coding (wwth THE CURE). Moreover, in 2008 | had also returned to the
Conmodore 64 to finally make a few games (MAH, QUOD INIT EXIT, QUOD INIT
EXITIImand QUJOD INIT EXIT I10) also for that nachine.

2. Did you have any formal training in conputer science or were you mnainly
sel f-taught?

| was entirely self-taught until | went to the university in 1995.
Eventual ly | got a bachelor's degree in Conmputer Science, but | did not
continue down that path as | sinply was not interested in the subject per se
or in (information) technol ogy in general

3. The only Amiga demp you nade won 1st place in 2020 at Sol skogen Deno
Scene Conpetition. How and why did you create your first ever Ami ga deno
and will you be making any nore in the future?

For years | had been uselessly trying to come up with a ganme that woul d make
use of the dot-matrix "engine" (it is too big a word, but that is what cane
tony mnd at first and then it stuck) that eventually found its place in

the denp. But it was just unsuitable for ganes, so all | had ever done with
it was only a bunch of test effects. In 2019 | had nade a piece of nusic,
just for the fun of it, that renai ned unused. In 2020, | thought that a deno

could be a good neans to finally put the "engine", those effects and that
musi c to good use, to express ny view about the terrible state the world was
in (and not just for COVID) and to give ny minuscule contribution for a
change.

O her denos were never planned, as | enjoy naking games nuch nore. However,
these days | amin an extraordinarily sinmilar situation: |I have a graphics
system (PED81C) for which | cannot conceive a decent gane, a few effects, a
new and unused piece of music, and the urge to scream how di sgusting are
the | eaders, the elite who are pushing the world towards total destruction
- the only enem es are the warnongers, not the countries and their peopl e!

4. \What was the nost chall engi ng gane to nake?

| amafraid there is no answer: given that | always try to i nvent sonething
new, from both a technical and ganeplay point of view, npbst of the ganes
posed a nunber of chall enges which can hardly be conpared.

Mor eover, often the games are built upon foundations that | had laid
previously and maybe for other purposes, so (part of) the chall enge ni ght
be there rather than in the games thenselves (e.g. ArtPazz and Follix were
quite sinple to make, but they rely on ALS, which required a | ot of design
and then programm ng worKk).

5. What are your thoughts on the recent nodern hardware accel erators for
Am ga 68k, i.e. Vanpire and Pi Stornf

First off, all the new hardware efforts are commendable and | wi sh themthe
ut nost success.

Then, let me first explain ny personal stance regardi ng hardware add-ons.
amall for increasing the computational power and RAM (Ili ke M58k + FAST RAM
expansi on cards do) and making interfacing with 1/O devices easier/possible
(e.g. scandoubl ers, Goteks, ConpactFl ash adapters, nouse adapters, etc.),

but I amnot interested in hardware that extends the Am ga's core nature.
Therefore, if | had one of the accelerators you nention, | would surely
enjoy the extra power they provide (especially for devel opnent purposes),

but | would not care at all about the extras |ike SAGA-specific features and
RTG

That said, froma devel opnent point of view, | ameven nore radical and

prefer to target stock/low end nmachi nes, because they are (close to) the
ori ginal machi nes and because that is where the challenge and the fun is
(in fact, the only production of mine which requires some nuscles is

THE CURE, whi ch needs a 68030 and FAST RAM - and even that makes ne fee



sonewhat unconfortable).

6. | also wanted to ask you about what the next gane you're working on, but
| know you don't like to mention anything until it's conpleted (publicly
anyhow) as you don't like to be stuck to any tineline etc., and | respect
t hat .

No problem | can answer this question, too. The only ganme | am working on
is QOO INT EXIT Ilo for the Conmpbdore 64. As you know, it has been in

t he maki ng since 2015! The progress is very slow because the content to
produce is massive (the |levels are huge), extrenely conplicated froma
techni cal point of view and demandi ng design-wi se (as | aimto nmake the

| evel s innovative and entirely different fromone another). Precisely
because it is taking so | ong and because the world has been in such a
precari ous bal ance since 2020, contrary to ny usual habits, | have

rel eased 6 previews in the past 4 years.

| would love (and | itch) to start making a new Ami ga gane, but it would
not be wise at the noment: real life is - let's say - conplicated.

Thanks for taking the tine for this interview Sinone |'msure many Am ga
and C64 enthusiasts worl dwi de are | ooking forward to your next gamne/ project!



8080 Interview

Interview - 8080: Gane Devel oper by Tinpo Paul

1. Thank you for taking the tinme for this interview. Firstly, could you
tell us a little about yoursel f? For exanple, where you cone from and
what you do.

I'"mfrom sout hern Sweden, manager in mcroelectronic repair industry

2. What was your first experience with the Am ga? Wiy did you choose the
Am ga for use/devel opnent ?

| have aways been interested in progranming, it started with a VIC 20 and
junped on different platforns. Amiga is fun and capabl e machi ne

3. You have an extensive backl og of releases on classic and next-gen Ani gas
such as the Apollo Vanpire V4 series. Wat got you into progranmi ng on the

Anm ga?

It has a special feeling... it's nysterious beast to master

4. What was the first gane that you rel eased on the Aniga?

Devil s Ni ghtshade 1995

5. Your recent rel eases have been for the Apollo Vanpire V4 series of Am ga
conputers. Wy did you choose this platformto devel op for over the PPC OS4
Mor ph or Pi St orm systens?

PPCis like off self old stuff, everyone can't enjoy it, way too expensive

and size is |ike a vacuumcl eaner ;)...It should be |IBM Conpati bl e hardware
that is called PC = Personal Conputer, then it would be nodern but still not
Amiga, Ami ga heart is the chipset and brains is the OS;), PiStormis fun
but it's not a new Amiga... This is how ! see it !

6. Can you describe your typical devel opment process?
It has changed over the years, now |l only do what | truly burn for..

7. Do you program create the graphics, and sound all by yourself? If so
what tools do you use?

| do program sone G-X adjustnents/effects, sound tunning. These days to cut
down devel opnent time and get nore stuff out | use mainly gfx/music/sound
created by others, but it depends on the project... !

8. Wien devel opi ng ganes for the V4 conputers, do you devel op on a V4SA, a
classic Ami ga, or a PC/ Mac? Wy?

|"mpretty new on V4SA so for The Deep + Killer Conet it was started on
FS-UAE Mac, |'mso used to that environnent, did so called ground work then
| nmoved over to V4... meanwhile | got network running between Mac and V4,
for backup and gane data, this speeds things up

My next gane Pong has started on V4, |'ve noticed since | got V4 |I'musing
| ess emul ati on.

9. How has the V4 nade devel opnent easier/better for you?

V4 is nodern and fast



10. You have recently rel eased The Deep for Apollo Vanpire V4 conputers.
Can you tell us about its devel opnent and what ganers can expect?

Devel opnent was 24/7 for 1 nonth, this thanks to other providing G-X &
audio, | spent 10%tinme on assets and 90% on code. Dependi ng how sal es are
on this game |'ve been thinking of doing another gane in this size or
greater.

11. Do you have plans for other ganes after The Deep?
| have Pong, probably I'll do sonething nore...

12. For those who are undeci ded about getting an Apoll o Vanpire V4 computer
what nessage would you like to convey to thenf

It's a small fun NG Ami ga computer, everyone can get one! Devel opnent
conmunity is strong and noving fast !!!

OWNI Boot |lets you easy install your favourite OS and have several instal
if you like, only this nakes it all worth it. It even runs nmy own made OS3.2
upgrade called 32se(itch.io) that really takes your Amiga to NG

13. Thank you for your time and hard work in the Am ga comunity. Before we
concl ude, do you have any final words?

| really looking forward seeing Amiga grow again... | believe Apollo has a
strong nonentumright now. ..



Willem Drijver Interview

Interview - WllemDrijver: Robin Hood by Tino Pau

1. H WIllem thank you for agreeing to this interview. Can you pl ease
i ntroduce yourself and tell us a bit about yourself?

Thank you for bringing us Whatl FF? nagazine and | am nore than happy to
contribute with this interview M full name is WllemDrijver and you can
find me on Discord under ny secret nickname @illenmdrijver. | was born in
the great year 1968 in the Netherlands, where | still live with ny wife
Moni que in a small village near Utrecht.

My professional career started in Urecht where | was studying "Informatica"
(Conput er Sciences) at the University around 1986-1990. At that tine
conput ers were bul ky mai nfranmes and acquiring access for coding time was a
chal | enge. Together with an older friend, | started a business inporting
the Atari ST into the Netherlands, selling themto ny fell ow students and
soon after also to ny professors when they di scovered the magic of a
personal 68K conputer for a small budget (starting from 2500 guilders =
3000 US$). Fromthere the business grew steadily, first with a conbined
Atari/Amiga retail shop in downtown Utrecht, which gradually transforned
into an | T-Services business and around 1999 the business noved to a | arge
office and grew to 80 enpl oyees in 2017 at when | decided after |ong

consi derations to sell and retire.

2. How did you start using the Am ga?

Li ke many in Amiga community, nmy first real conputer was a Commodore 64,
where | spent countless hours playing (and pirating) Ganes and | earning
Basic programming. At the tine | started ny study | started using Atari ST
(practice what you preach J), but ny heart was stol en when the Ami ga 1000
was introduced and fromthere | was |lost forever. | do still have nmy first
A1000 right here beside ne, revived with an Apollo Firebird. My primary
use for Am ga 1000, besides playing games of course, was coding, hacking
and doi ng sone amateur-level multi-nedia stuff.

3. Have you progranmed ganmes for the Anmiga in the past?

| honestly have to admt that | ama | ousy coder and although | did pass
all the exams on Assenbler, Pascal, C, etc |I could never reach the | evel of
sone of ny coding friends around ne who were very productive in cracking
ganes and/or creating their own denps. | was nore intrigued with the
commercial possibilities, although I always stayed in touch with ny

engi neering roots (I actually was one of the first batch of Mcrosoft

Engi neers (MCSE) here in Holl and.

4. You're currently working on converting Robin Hood: The Legend of Sherwood
for the Vanpire V4+ series of accel erators/standalone. Is this your first
gane for the Vanpire platforn®

Yes. The project of porting "Robin Hood" to Apollo V4 Series started from ny
personal wish to |learn nore about how real professional ganmes are coded

When | restarted learning to code for Amiga on Apollo Vanpire V2 and | ater
V4 series, | admired even nore than before the beauty of the Ami ga
architecture. The evolution by the brilliant mnd of master Gunnar of that
architecture to our current Apollo 68080 CPU and SAGA chipset is sinply
amazi ng, so when | was presented the opportunity to explore the fantastic
gane "Robin Hood: Legend of Sherwood" by Spell bound Studios and bring it to
life on Apollo V4 | grabbed this with both hands.

5. What made you choose Robi n Hood: The Legend of Sherwood?



This was a case of the right tinme and nonent. On the one hand, | was | ooking
into the coding structures of (Am ga) Ganes and on the other hand | stunbl ed
by coi nci dence on Robin and his merry men. | did not know the ganme nyself at
all, so | watched sone video clips and | imediately was captured by the
beautifully detail ed graphics and the whole i mersive feeling of the gane.
After sone initial studying, | decided to really make an effort to not only
port the game but to also adapt it to Amiga style and of course optimize it
usi ng the powerful Apollo V4 features.

6. Wiy did you choose to develop for the Vanpire platforminstead of classic
Am ga, OS54, or Mrph OS?

Well, the Apollo Vanpire V2 was the reason | rediscovered Amiga as it

brought my A1000 back to life and | could re-live all ny nenories playing
ganes. Fromthere | restarted to take an interest in coding with ASM for

the nm68k and C for AnmigaCS. The nore | got into coding the nore |

under st ood of the great work that had been done devel opi ng the Apoll o 68080
AMWX CPU and the SAGA special chipset. Wen the V4 arrived | had just joined
t he Team and was responsi ble for Apoll oBoot as ny personal project and |ater
al so coordinating Apoll oOS devel opment within the team Wth all the
additional features the new V4 Series offered | really started to dive into
witing Apollo V4 optimzed code. For ne personally there is no feeling with
either OS54 or MorphOS (this is not a qualification!).

7. What was the nost chal | engi ng aspect of porting Robin Hood to the
Vampi re?

Robi n Hood: Legend of Sherwood was released in two editions, the first was
targeted for Wndows and required 200Whz+ Intel CPU to run. Devel opnment
continued and in 2005 there was a release for OSX, which was again later in
2012 ported to Linux. For this version the requirements were lifted to 1Ghz+
CPU and a dedi cated sound and graphics card. So, the main challenge (stil
today) is to get good and stable performance to get a smooth quality user
experi ence the gane deserves.

To overcone this challenge, | need to understand the conplete inner worKkings
and identify all the critical data structures, routines and dependenci es.
Step by step | have recoded all these critical parts, using Apollo specific
features both fromC++ level as well as in a |ot of dedicated devel oped
Apol 1 o ASM routi nes.

Time will tell if I (with the help of my teammates) will succeed in getting
Robin Hood to a quality level that is sufficient for any form of rel ease.
Renenmber that the whole project is started as an internal and persona
experiment, and | never expected to get as far as | have at this point.

8. WIIl the port run on the V2 or only the V4 series?

G ven the challenge described in the previous question, | would already be
very happy to get the gane running smooth on V4. | very much doubt if it
will be possible to make this happen for V2, but | also do not rule out

anything at this point.
9. How has the advanced Vanpire hardware nade the gane easier to port?

Apol 1 o 68080 architecture is clean and sinple and yet very powerful for
devel opers using famliar 68k style registers and instructions. For exanple
| could relatively easy rewite the conplete Video and Audio parts of Robin
whi ch were based on the fine but bulky SDL framework. Dozens of conpl ex
Audi o routines for handling starting/stopping/mxing channels were replaced
by new code with only a fewlines and all critical Gaphic routines were
repl aced by short ASM routines which typically take no nore than 25
instructions or so. Wthin nmy scope of skills and experience this could
only be done on the Apollo V4 platform

10. What is the current stage of the gane's devel opnent?



It{s fair to say that we are beyond our "experinental" level, and | believe
a "beta" stage would be the appropriate qualification. There is still sone
work to do in squeezing out extra FPS to really make Robin and all his
friend cone fully to live on the V4{s of our growing and |loyal Apollo
conmunity. Also, the ganme profil e nmanager whi ch handl es save ganes and such
is still a painin the |ower part of nmy body (Never Endian Story). Finally,
all our devel opnent testing is done in the one "deno |level” and | kind of
expect some bunps in the road when we start travelling through a grand tota
of no less than 16 conpl ex M ssions.

11. When do you expect the game to be rel eased?

It AfACA AEA A™ still too early to give any indication for that. Anmiga conmmunity is
full of prom ses, but sadly a ot of themare no nore than that. | would

like to take the time needed to finish something properly.

12. What gane would you like to create or port next for the Amiga platforn®

After Robin | will likely take a pause from Gane codi ng/ porting and work
nore on Apol | oBoot and Apoll o0S. But in the longer run it would be |ogica
to |l ook at Desperados as this is the "twin" from Robin. Also, | have an

idea to develop a sinple but fun Gane fully coded in ASM | already have
the graphics for this, designed by Apollo Team friend Kevin Saunders.

13. For Amiga users interested in buying a Vanpire card or StandAl one
system what advice do you have for then?

Don"t hesitate and just nake the step. Apollo V4 Stand Alone as well as the
V4 | ceDrake (A1200), V4 FireBird (A500/1000/2000) and V4 Manti Core (A600)
accelerators will bring you into a revived Arm ga world where you can enj oy
both the retro history as well as exciting new devel opnents which cone from
our very active Team and Comunity. Visit our Discord server and becone
part of our little crazy, but always positive group of Am ga fans.

14. Thank you for your time. Do you have any final words before we wap up?

Again, it is ne thanking you and your colleagues for spending precious tine
on creating Watl FF nagazi ne and keeping us all inforned on all the
interesting Amiga stuff. | truly believe that the Ami ga community can becone
nore positive and cohesive by means of better comunication and information.
This is why initiatives |ike WhatlFF nagazine are inportant. Regarding
guestions or chats on Robin Hood, ApolloBoot, Apoll oG0S and other things | am
to be found on Apollo Discord (@illendrijver). Thank you all for reading
and have fun with Amiga in whatever shape or formis nost suitable for you.

Cheer s!
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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
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Welcome to the Amiga vendors section!

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 - Whatl FF? Issue 3.13 - April 2024#



Welcome to the Amiga Groups section!

= AMI GA* GROUP* L | NKS Soc-cmmmmam oo ici oo
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* *

United Kingdom United States Canada Gernany Sweden
*

*
France Bel gi um Czech Republic Denmark Finland
* *
Australia Russia Ireland Scotland Ml ta Japan
* *
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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/
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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/
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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.
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germany

Cer many

AUCB Treffen
htt p: //ww. am gacl ub- baut zen. de/

Anmiga Club Munster
http://acnuenster. de/
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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/
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belgium

Bel gi um

Bel gi an Amiga Cub http://ww. am gacl ub. be/
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Czech Republic

Luky & Anmiga Klub Forever + Czech Power PC User G oup
http://powerpc. | ukysoft.cz
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denmark

Denmar k

Aniga C ub Dennmark
http://ww. am gacl ubdannmar k. dk/

Dani sh Anmiga User G oup
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finland

Fi nl and

Fi nni sh Ami ga Users Group
http://saku. am gafin. org/
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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
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ireland

Irel and

Aniga Ireland Meetup
htt ps://ww. f acebook. coni gr oups/ am gai r el and
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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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Invents Corner

April 2024 * | NVENTS/ CORNER= by Kevin Saunders

News from I nvent:
Killawatt - C64 gane port to Am ga

Recently posted the inmage that is about 90% done for the Title page on ny
Patreon and Twitter/ X account. Keeping the options open for both OCS and AGA

versions. | should quickly backtrack and say that once | have conpl eted al
the assets, | will initially plan to find a coder or Scorpion devel oper who
mght like to create this gane. | did post an exanple on my YouTube of ny

Scor pi on deno, however, nore work is required. The design of the ganme so
far is keeping nostly the col our palette fromthe C64 which means OCS 16

colour palette is sorted. Once the gane is released (FREE), | plan to then
reuse the engine and build a brand new gane, this is very exciting and maybe
add a few nore bells and whistles. | truly believe we need to port nore of

the amazing 8bit ganes to our beloved 16bit Amigas :)
Boss Machi ne

I will be posting all the assets so far for Boss Machine on ny Patreon as an
exclusive, you will see just how nuch content | have created for the gane.
In fact, you probably could make 3 ganes. This gane has been a huge journey
and sonme woul d say very slow, however, we will conplete this gane one day.

| have had sone intense sessions on the gane dev side which includes

organi zing all the assets.

O her Ganes|

Remenber "M g n Ziggy, or Miutant Monty", | still haven't forgotten these
ganes and eventually they will cone back for nore dev work. Ganes for the
Apol | 00S have been quiet these last few nonths, so no further work as yet,
however, Gunnar and | have tal ked recently about getting Dr Apollo, Apollo
Crown and Apollo Invaders.

AnmigaKit - A600 GS

I amworking on the prono video for the A600GS, this should be public fairly
soon, | think I have about another week or so. Wirking with Matthew and the
| egend Paul Kitching with sone 3D intro added to the prono.

Amiga Art Contest 2023 - update
No news here, Doug who organi zes the contest has been super busy over the
| ast few nmonths and as with all of us, famly, and work life come first.

P.S. On a personal level, | ve been quite fatigued over the last 6-12
nmont hs, so work and this Anmi ga hobby has had an inpact, hopefully over
time this will resolve itself soon. | haven't been as productive as | would

have |iked.

Am gaFor ever,
Kev | I nvent

www. pat r eon. cont Kevi nSaunder s



Cover Disk Number 4

You nmay have noticed that the Watl FF? file is a bit heavier than usual

that is due to our cover disk gane, The Deep by 8080, reviewed in this issue.
It needs a pretty beefy Amiga to run but can be run on 060+RTG Ami gas or the
Amigas with V4 cards. It is a great game and | am proud that we can host the
denp with the nagazine.

In addition we also have the |atest WHDLoad torrent, so you want to update
your Amiga gane library use this torrent file.

In addition there are the usual acconpanying i mages for sone of the articles
that can be viewed in the ExtraContent directory.

Thanks goes to 8080 for providing the denp this issue.



What's coming up in the next issue?

Thank you for reading this issue of Whatl FF?, the next issue is due to cone
out in August 2024. In this issue we will have reviews of |Browse,

Am Express, Roadshow 1.15, Apoll oExplorer and nore. In addition to the
reviews we will also have nore fromour resident witers, and Andy Vai sey
will start a new series on gane progranm ng, a continuation of the Creative
Graphics series and nore will also be com ng

Until then enjoy the current issue and see you in issue 14!

#Next |ssue - Whatl FF? Issue 3.13 - April 2024#



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 *
Andy Vai sey
| van Sorensen
John Scolieri

Kevi n Saunders

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:
subm ssions@hatiff.info

#Witing Staff - Whatl FF? Issue 3.13 - April 2024#



andyvaisey

Al i ases:
aNdy/ AL/ COS ( EAB)

Cont act i nfo:
andyvai sey@hatiff.info

Websi t es:
WWW. cOoSi ne. or g. uk
www, ar kani x| abs. com



timopaul

Al i ases:
ani 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 Amiga started in either '87/'88 when the famly got an
A500 (Back then it was a conputer for the whole famly), | renenber the
nmoni t or and A500 boxes al nost being as high as nyself. Before this time I
had only been exposed to the ZX Spectrum and C64, using the blue Wrkbench
for the first time was an amazing experience. Wen | saw DigiPaint in
action | could not believe ny eyes. Fromthat nonent | was a devoted Am ga
user goi ng through various Am gas, A500+A570, A600, A3000 and A1200. Over
the years my Ami ga has been used to creating digital artwork and for
maki ng or shall | say trying to nake music. Then in the year 2021 | deci ded
for sone crazy reason that the Am ga scene needed a digital nmgazine
simlar to Amga Report. It was ny intention to have sonething that picked
up where the great Am ga magazi nes such as Amiga Wrld and Amazi ng
Conputing left off, providing a nore serious | ook at Am ga usage through
tutorials and reviews.



stevelord

Al i ases:
st evel ord ( EAB)

Cont act i nfo:
stevel ord@hatiff.info

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

Bi o:

Steve enj oys doi ng inpossible things on his Ami ga 4000 and CDTV. Wet her
it's using his CDTV for email, playing Internet radio through his

bl uet oot h speakers fromhis Am ga 4000, or talking to the world via the
ISS fromeither. If people say the Amiga couldn't do it, he's probably

| ooking for a way to do it. Steve wites his WhatlFF articles nostly
usi ng Arnor ProText.



johnscolieri

Al i ases:

kl x300r ( EAB)
328gts (am gans. net)
aGS@b4_AM GA (Twitter)

Cont act info:
johnscolieri @hatiff.info

Websi tes:
mancave-r anbl i ngs. bl ogspot . com

Bi o:

Li ke nmany Amiga users ny first conputer addiction was the mighty
Commodore 64! One day close to Christmas of 1986 | drove to ny |oca
Conmodor e store called Conspec...l was in high school and played rep
hockey at the tine and didn't have the time | used to when | was in grade
school to visit Conmspec each weekend to check out the | atest nagazi ne and
ganes. Imagine ny surprise when | stepped into the store and immediately in
front of me was THE AMGA! It was | ooping the Defender of The Crown intro
and | fell in love instantly! Fromthat day on it was ny mission to buy
that Amiga but | had just worked a few part tine jobs to help pay for ny
first ever used car and didn't have a hundred bucks to ny name lol. The
Amiga was close to $2,000 Canadi an dollars (after taxes) and unlike ny
C64 ny parents didn't fall for the 'l need it for school' rant again.

To (try) to make a very long story short | didn't save up to buy nmy Am ga
until | started University in 1989. In the nmean time | saw another Am ga
called the Anmiga 500 at Comspec and it was a | ot cheaper than THE AM GA
but ny eyes and heart and soul were only set on THE AM GA! Wen | finally
bought it that was the proudest/happiest noment |'ve ever felt and

junped straight into University with Excell ence! word processor and

Logi stix spreadsheet/ database. In ny 2nd year | bought ny first ever
hard drive, a whopping 33MB which had its own case which sat atop ny

Am ga 1000 case. Later fast ramside cars showed up and | mingled with
Manx Aztec C conpiler in conmputer science class. O course all the great
ganes with awesonme mnusi c/ sound effects made ny Appl e/ PC friends envious!

By my 3rd year we had a small Aniga conputer club and a few of us got our
first accelerator boards for our Am ga which was called LUCAS and was
based on a design in a Transactor nmagazine. It had a 68020 at 16 Mz with
FPU on it and it really hel ped out with the nore conplicated spreadsheets
and conpiling prograns. Life was good, the internet was just starting up
| graduated University and got ny first full tine job and then the bad
news of Conmobdore goi ng bankrupt hit the newspapers, mmgazi nes, and BBS
boards! There was so much activity going on still in user groups and
conputer stores so us Ami ga users just figured that it would sort itself
out. At work there were only PC s running AutoCAD and | despi sed using
the early Wndows systenms and couldn't wait to get back hone to ny Am ga.
Over the years busy with work and 'adult life' nany of ny Amiga friends
noved on to PCs and | ended up getting ny first Am ga 1200 and | ater

Am ga 4000 for great prices. | was still anazed how the Ami ga comunity
was still active and so hel pful up to the early 2000's. By then | was
marri ed and worki ng harder than ever to save up to buy a hone instead of



renting an apartment and ny Amiga's were left at ny parents house until
around 2010 or so | read about a brand new Am ga which was com ng out
based on PPC CPU call ed the Am gaONE X1000 running a new Am gaCs4. | was
skeptical at first after hearing about the technical issues with the
earlier SE, XE boards with the initisal Anmi gaOS4 rel ease but after
consulting with some friends | joined the beta test teamto get one of
the first X1000 boards and | inmediately felt at home with Am gaCs4.1
and have used it as ny hone Ami ga ever since. Once | got sone space set
up in my house I got nmy Amiga' s out of ny parents house finally and
eventually my original Amiga 1000 sits next to my Am gaONE X1000 and
original C64 and of course ny Am ga 1200 and 4000 cane along too and with
new accel erator cards and ram boards and spare not herboards and parts
etc etc etc. Here | amtoday grateful to the Ami ga conputer and
especially to the amazi ng Ami ga conmunity who back then and today has

al ways been resilient, creative and hel pful !



kevinsaunders

Al i ases:
I nvent ( EAB)

Cont act 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.



Cont act i nfo:

Websi t es:

Bi o:

Article subm ssion netadata:
Dat e: 20240309

Aut hor: Jman

Li cense: CC BY-SA 4.0



danielreimann

Nane: Dani el Rei mann

Al i ases:

Contact info: daniel _rei mann@reenet. net

Websites: Transl ator for ww. anmi ga- news. de



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 Amiga 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 denpgroups 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 prinarily, and then he started
exploring I mpul se Tracker and started naking tracks with Furnace. His
songs have gotten good reviews by many fanmous people in the denoscene,
such as Janmer, Purple Modtion, Skaven, and cTrix (Mst known for his
gAtari). Since his music journey, he's entered Syntax 2021, Mysdata 2022,
Boozedrome VI (Wiich his track that he entered ended up on the officia
Boozedrone tape which was [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 enemies. 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 mann@reenet. net

Websites: Transl ator for ww. anmi ga- news. de






