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From The Editor's Desk

From The Editor's Desk - by: Tino Pau

Wel cone to the April issue, our first issue of 2025, of WatlFF?, since our
| ast issue in Decenber 2024 the Am ga scene has nmoved quickly such as the

t he announcenent of the Am ga 1200NG by Ami gaKit and nore new ganes and
updates to big sellers such as RogueCraft. In this issue though we
concentrate on the hardware and software revi ews such as the Ti kus USB
adapater, AKUA Ami ga keyboard adapter, QpenPSX2Am ga adapter, the updated
TechnoSound Turbo sanmpler and the English edition of the Am gaCS3.2

ref erence nanual

We are also privileged to have interviews with Paul Vince of AGS, who has
al so kindly included all the back issues of Whatl FF? with the | atest update
of AGS. SOLAS creator Rob Cranley also talks to us about hit project and

Ti mot hy Deters gives us a quick update on Final Witer.

We have the usual guides for using graphics software such as the Digi Paint
basi cs and how to connect to BBS in 2025 without a nodem Roald Strauss has
witten a fascinating piece about pixel art and Martyn Banpton wites about
hi s experience with DELL monitors. John Scolieri continues his excellent
series on the PiStormw th anot her guide on upgrading a PiStorm32 to a

Pi - CM4 nodel .

Also this will sadly be ny last issue as editor, due to an increase in work,
lack of tine and funds | am handing the reigns over to Bill Panagoul eas. It
has been an incredible experience working on Wiatl FF?. Wen | started the
magazi ne back in 2021, | was not sure howlong it would [ast, there was nuch
| still had to learn and as you can see fromthe first issues it was quite
bar ebone conpared to now. Communicating with all the witers and contacting
people for interview ng has given nme a new appreciation for the hard work

t hat each person puts into this "hobby" computer. It is also incredibly
hunmbl i ng to have them share their know edge and experience in the nmagazi ne.

| have made some amazing friendships along the way and aimto keep in
contact even though I will not be nanagi ng the nagazi ne anynore.

Thank you Steve, John, Andy, Martyn, Ivan, Roald, and Rob, you guys have
done an amazing job each issue and have put up with ny badgering for a
new article as each issue nears rel ease.

I am | ooking forward to nagazine continuing its growmh under the |eadership
of Bill and hope to still contribute when | can. Finally, thank you to al
who have taken the tine to downl oad and read What| FF?, it has been a

pl easure readi ng your e-mmils and hearing your comrents.

Am ga forever!

Ti mo Pau



A Few Words From The New Editor

| still remenber the first announcenment of WatlFF? four years ago. | was
excited to see a new online Am ga focused nagazi ne and one uni que thing
about it was that it was available in the Am gaGuide format. | read each

i ssue that cane out after the launch with interest on what products were
covered and what news was di scussed. | always found Whatl FF? to be a wel

desi gned and exciting fan based online publication. | have had a keen
interest in reading and enjoying Aniga publications for many years and was

a regul ar published reviewer in Amazi ng Conputing Magazine. Since |'min the
i ndustry, | see and appreciate the hard work Tinp has put into Whatl FF? with
his team Whatl| FF? has grown and matured with each fun issue.

Al so, it's awesone that Tino lives in Japan! |I'mstuck living in the Chicago
Subur bs, Japan sounds way nore exciting. |I'mhonored to continue guiding the
direction Whatl FF? takes and publishing each issue four tines per year. Tinp
is currently busy with Iife and other projects. W can continue to build
VWat | FF? into sonething he will still enjoy and contribute to sometines.

| ook forward to work with the great witing/creative team Ti o has put
together so we can rel ease nore exciting quarterly issues of WatlFF? for
Amiga fans. It's an honor to work on this project.

Best regards Bill Panagoul eas
Founder of DiscreetFX



Letters From WhatlFF? Readers

Tal k Back: Letters From What| FF? Readers January-April 2025

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. Everyone has a unique
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



Free For All About Anything

Shell Talk - by: Tino Pau

Do we need a better systemto keep Am ga sellers to account? The Ami ga has
grown in popularity over the years and along with newer users has cone

hi gher prices, nore demand and new resellers. However as a consequence of
that the quality of the Ami ga nerchants has been ... wanting, for lack of a
ni cer word.

It seens quite commopn now to see people posting on foruns about del ays,
undel i vered itens, |ack of communication, and badly built products. Then the
hoops we have to junp through just to get a refund. Sadly this has seened to
af fected sonme of the higger and nore established Am ga shops. This was not
an issue in the earlier days when the Amiga was still just a faded nenory
for nost people.

There are nore ways to buy Anmiga gear but |less reputable sellers, | recently
paid for a set of 0S3.2.2 rons from RetroFl etch, after no conmuni cation |
contacted PayPal and then got a response fromthe guy. After some back and
forth I thought | would give himanother chance and reversed the claim Wl
after that cane silence, excuses such as having a mgrai ne and then needing
to check the office. Suffice to say nothing was sent and no commruni cati on
was forthconming afterwards. It was ny fault for having given hima second
chance but | always want to believe the best in people and the Ami ga.

Unfortunately this is not the exception, in today's Ami ga market, you have
to be very careful when you buy Amiga gear. So, this brings up ny orgina
thought. Is it tinme to have a registered and reviewed |ist of Am ga shops
where all shops can be listed and custoners can give their ratings and
experiences, instead of having every experience spread across various
forums and websites. It is a shame that the Amiga scene has cone to this
as it also affects those Ami ga shops that provide fantastic service and
conmuni cati on. And communication is probably the key, as npbst conplaints |
see are froma |lack of sinple back and forth between the seller and buyer.

| hate to call out conpanies and perhaps it was not best of ne to nane one
Am ga seller out of so many but it is also good to warn people to be carefu
when spending their hard earned cash. The Amiga is an expensive hobby and
only getting nore so. Not all of us have jobs that pay well but still want
to enjoy the orginal Aniga experience.

So, be careful out there, the Am ga has becone a nore unsecure place to
buy goods but al so thank you to the Amiga shops that are providing quality
servi ce and conmuni cati on.



Welcome to the reviews section!

-= Hardware Review AKUA - Anmiga Keyboard (to) USB Adapter =-

Want to use your orginal Am ga keyboard on with a nodern computer then
Martyn has you covered with a review of this interesting adapter

-= Hardware Revi ew. OpenPSX2Am ga Pad Adapter =-

Use the classic Playstation controllers on your Anmiga, Martyn does a deep
dive into this unique adapter

-= Hardware Review. AM-RGB2VGA U timate =-

This RGB to VGA adapter does nmore than just allow you to connect a VGA
nmonitor, find out inside else it can do.

-= Hardware Review Tikus USB Muse/Joystick Adapter =-

There are a nunber of USB adapters available for the Am ga, we continue
the ever lasting quest to review them all

-= Hardware Review. TechnoSound Turbo Re-rel ease =-

In 2024 a new version of the TechnoSound Turbo appeared on eBay, we have a
|l ook to see if there have been any inprovenents to the hardware and
software in the latest iteration

-= Book Review Amiga OS3.2 Reference Manual =-

Oiginally only available in German, it has now been translated into
English, we take a |l ook to see what it offers to new and ol d users.

#Revi ews - What| FF? |ssue 4.16 - April 2025#



Hardware review: Amiga Keyboard to USB-C HID

Har dwar e Revi ew. Ami ga Keyboard to USB-C H D - by Martyn Banpton

Product Name
AKUA - Ami ga Keyboard (to) USB Adapter

Devel oped By
Al i nea Conmput er
t koecker

Avai |l abl e From
Al i nea Computer <a href="https://ww. ani ga-shop. net">https://ww. ani ga- shop. net </ a>

Price
Currently 33 USD/ 30 EUR

Har dwar e Requi renents

An Ami ga keyboard and a USB device to use it with. Adapters are
avail abl e for:

* A1000 external keyboard (4P4C).

A2000/ A3000 external keyboard (5 pin DN).

A4000/ CD32 external keyboard (6 pin mini D N).

CDTV external keyboard (5 pin mini DN).

A500 internal keyboard (8 pin internal header).

* X *

Test Keyboards and Devi ces

* Ami ga 2000 external keyboard
* Ami ga 4000 external keyboard
* Linux desktop
* TheA500 M ni
* Raspberry Pi
AKUA Keyboard | mage 1

| ntroduction

Wiile | was in the mddle of restoring ny A2000 and A4000 | noticed the
cabl e was pinched on nmy A4000's keyboard. It would probably be fine but
| wanted to test it first before causing any damage, a nultineter showed



it was okay but you never know | had a | ook around the various Am ga
Websites to see if there was sonething to interface an external Am ga
keyboard to USB. While | saw a | ot of adapters to achi eve the opposite
(USB keyboard to Amiga) | did also find this adapter. It's nmade and
sold by Alinea Conputer using firmvare fromtkoecker. Adnmittedly it
woul d be a bit expensive to buy the AKUA sinply for one test so
thought it would be great to use ny Am ga 4000 keyboard with ny
wor kstation or AS500 Mni afterwards. It's another really interesting
use of an Arduino ("Pro Mcro" Arduino clone), taking the Am ga keyboard
signals and converting themto the USB H D standard. One point is the
keyboard must have it's own onboard controller so A1200 and A600
keyboards won't work as their controllers are on the notherboard. You
shoul d be able to use the AKUA with any USB HI D conpati bl e conputer or
CS, Raspberry Pi, FPGA (V4SA/Mni M g/ M STer), or emul ator

AKUA Keyboard | mage 2

| npressions and Use

| chose the version for the A4000 keyboard and it arrived in a | abelled

antistatic bag as part of a larger order. Included is a short (20 cm
USB C cable and a white 3D printed case in which the AKUA is installed -
black is also available if you prefer. | was pleased to see the cable

was USB C and detachabl e so you can use one of appropriate length for
your needs. The 6.5 CM (L) x 2.8 CM (W x 2 CM (H) case is a higher
quality two piece print, there's no give or rattling with everything
fitting neatly.

Using the adapter is as easy as using any ot her USB keyboard, just plug
your keyboard in and then plug the adapter into your chosen device. A
bright LED illuminates the interior of the case naking the nost of the
unit glow, | find this is comopn with these cases and it's up to
personal taste if that's good or not. The nmain keys are mapped directly
key to key and the rest in a way that makes sense, for instance the Help
key is mapped to Page Up and the Aniga keys are mapped to the W ndows or
Conmand keys. For the nost part it all works as expected, the only
niggle I had was the the caps | ock responsiveness with it needing an
on/of f toggle sonetines. Both of ny keyboards worked without issues so
was happy about that. Included on all adapter versions is a pin header
for A500 internal keyboards. You could use the bare adapter inside an
original or A1200.net case to connect a real Am ga 500 keyboard to a
Raspberry Pi or FPGA board. This is a welcone inclusion

AKUA Keyboard | mage 3



I chose the A4000 version of the adapter because | expect the A2000 to
be nore repairable and its keyboard cable is undamaged - but al so
because | have a female DIN to nale m ni DI N adapter and the A2000
keyboard shoul d work using that. For me it did which is another plus,
the reverse may also be true if you wanted to use an A4000 keyboard on
the A2000 AKUA via an adapter but | was unable to test that.

Sunmary

If you want to connect an Am ga keyboard to a device over USB then this
is an excellent option. It's well built, [ooks tidy and sinmply worKks.
The inclusion of the A500 keyboard header is nore than a bonus, it could
be the reason for buying the adapter in the first place - even if the
AKUA is intended for external keyboards. Both of ny keyboards worked

i ncluding the A2000 via a DIN adapter, a relief given how original Am ga
ext ernal keyboards are stupidly expensive - nice one indeed!

Pros and Cons

+ Wl | designed and sinple to use.

+ Several versions.

+ Possible to use one adapter for nmultiple keyboard types (A500 or using
DINto mini DN).

+ Price conpetitive with other adapters.

- None really, the LED glow if you don't like it?

O her Key Points:
* A1200 and A600 keyboards are not supported as they lack a controller
however the main focus of the AKUA is external keyboards.

Scor es

Ease of use: 100%
Docurent at i on/ Packagi ng: 80%
Val ue for noney: 90%
Overall: 90% - WatlFF CGold

Sources and Credits
Sold and built by Alinea Computer <a href="https://ww.am ga-shop. net">https://ww. anmi ga-shop. net

Base on work by tkoecker <a href="https://github.comtkoecker/am gak">https://github.con tkoecker
Case by Alinea Conputer <a href="https://ww.thingiverse.conithing: 6701517">https://ww.t hingiver



Hardware review: OpenPSX2Amiga Pad Adapter

Har dwar e Revi ew. QpenPSX2Am ga Pad Adapter - by Martyn Banpton

Product Name
penPSX2Am gaPadAdapter - PlayStation Controller to Am ga

Devel oped By
SukkoPer a

Avai | abl e From
* eBay (search QpenPSX2Am ga)
* <a href="https://ww. sordan.ie">https://ww.sordan.ie</a>

Price
Varies but typical best prices are 30 USD/ 28 EUR/ 50 AUD

Har dwar e Requi renents

A PlayStation 1 or 2 Controller such as:

* PlayStation Controller (SCPH 1080)

Anal ogue Joystick (SCPH 1110)

Dual Anal ogue Controller (Europe, SCPH 1180e€)

Dual Shock Anal ogue Control |l er (SCPH 1200).

Dual Shock 2 Anal ogue Controller (SCPH 10010).
Wreless controllers may work, the full list is here:
https://github. com SukkoPera/ PsxNewLi b

EE T

Test Machi nes

* Am ga 500

* Am ga 600 (see note)

* Am ga 1200

* CD32

Note: You'll need a joystick extension if you have an Amiga 600 but it
wor ks!

PSX2Am ga Adapter |Inmage 1

!’I | T e
S [\
. TEREERN

| nt roducti on

I've often heard that a) the best controllers nmade were the earlier
Pl ayStation controllers - and b) that the CD32 controllers weren't all



that great to use. | never found themthat bad in truth but |I'm
probably nore used to nmy Conpetition Pro joysticks and "Honey Bee" CD32
controllers. Perhaps that says something. However, when | saw this open
source project | absolutely wanted to see if PlayStation controllers are
any good when used with a CD32. The appropriately named OpenPSX2Ani ga
lets you use a PS1 or PS2 controller with an Amiga as well as other
Commodore conputers. | found a seller on eBay and ordered a few
adapters based on the project and waited for themto arrive. Not very
patiently. ..

PSX2Am ga Adapter |nmage 2

| npressi ons and Use

The adapters eventually arrived, packaged securely in a box with bubble
wap and inside an antistatic bag. The PCBs are mounted inside nice 3D
printed enclosures. There's certainly a thene here, open source adapter
project using an Arduino or similar microcontroller, PCB, 3D printed

case, it's a great tinme to be a builder. |It's a chunky feeling adapter at
8 CM (L) x 4.8 CM (W x 2 CM (H) but the PlayStation controller connector is
quite wide. |It's been designed to accommpbdate the connector without

putting it on a short cable which | think is neater and feels nore solid
and secure. The adapter did take up a fair amobunt of room at the back of
ny Amiga and | had to renove one of the retaining thunb screws from ny

floppy drive connector to get everything to fit. |t has been designed with
a bit of clearance for floppy connectors but watch out for that if you're
using the floppy port. |If you want to use two of these then you will need

an extension cable for at |east one of them two won't fit side by side
directly. The adapter has two LEDs to indicate power and operating
node, mine are red and green respectively.

PSX2An:ga Adapt er | nmage 3



It really is plug and play, after powering on the adapter gl owed bright
red and the anal ogue button on the PS controller was lit. | enjoyed a
few ganmes and found | could use the D-pad and | eft anal ogue stick

i nterchangeably, or turn off the sticks using the Anal ogue button as
expected. In the standard nmapping button 1 (fire) is mapped to square
and button 2 is mapped to X, however you can access other nmappings with
the adapter's second LED blinking to confirmyour selection:

St andard Mapping (accessed with Sel ect + Square, 1 blink):
* D-pad and Left Anal ogue work as direction buttons.
* Square is Button 1 and X is Button 2.

Raci ng Mapping 1 (accessed with Select + Triangle, 2 blinks):
* Accel erate and brake mapped to Square and X

* Left Anal ogue used to steer, vertical axis is ignored.

* Triangle is Button 1 and Circle is Button 2.

Raci ng Mapping 2 (accessed with Select + Circle, 3 blinks):
* R2 (or R1) to accelerate and L2 (or L1) to brake.

* Button 1 is napped to Square.

* Steering and the D-pad work as in Racing Mdde 1.

Pl at f orm Mappi ng (accessed with Select + X, 4 blinks):
* D-pad and Left Anal ogue work as direction buttons.
* Xis Button 1 (junmp), Triangle is Button 2

You can add custom nmappings if you like (details on the project page)
and there are nore nodes.

Mouse Mode:

Use the right stick for nmouse node, it'll activate automatically to
provi de a basic nouse if you needed one, the second LED will blink

conti nuously when nmouse node is active. Cancel by pressing any D pad
button. It's useful to have and saves quickly plugging in a nmouse while
the computer is on (we used to do that? Yikes!) but I've often activated
it by accident which can be annoyi ng.

C64 Mode:

Swaps some signal |evels around for button 2, toggle by pressing Sel ect
+ Start. The second LED will flash once when activated and twi ce when
deact i vat ed.

CD32 Mbde:



This is activated automatically when the adapter is plugged into a
CD32. It maps all 7 buttons of the original CD32 controller and the
D pad and Left Anal ogue work for direction. The second LED will 1ight
up steadily.

Buttons are mapped as foll ows:
Square to Red.

X to Blue.

Crcle to Yell ow

Triangle to G een.

L1/L2/L3 to Left.

Rl/ R2/ R3: Right.

Start to Start/Pause.

L R T R

Pressing Select will rotate the 4 main buttons:
* X to Red.

* Circle to Blue.

* Triangle to Yell ow.

* Square to G een.

Full details and conpatibility information is listed on the project page:
<a href="https://github. cont SukkoPer a/ OpenPSX2Ani gaPadAdapt er">htt ps://github. conl SukkoPer a/ OpenF

Al so useful is this list of two button Am ga ganmes on an EAB thread
started by SunChil d:
<a href="https://eab. abi me. net/ show hr ead. php?t =57540" >ht t ps: / / eab. abi ne. net / showt hr ead. php?t =575

PSX2Am ga Adapter |mage 5

PSX2Anm ga Adapter |nmage 6



Sumary

If you have a PS 1 or 2 controller and an Armiga then this is worth it.

| successfully used a SCPH 1200 controller with Xenon 2, Seek and
Destroy, Alien Breed: Tower Assault, Wng Commander, Zeewolf and Zool to
nane a few ganes. |Is it any good? Yes! It works very well indeed and
felt very snooth and confortable. However there's no runble (it would
need power and game support), the left anal ogue stick is napped to work
as the D-pad (digital) and you coul d have issues physically attaching
the adapter in sone situations. As a side note - it seens it's commopn
practice to use screws to keep the DB9 shield in place. This put

too much stress on the ground connectors, twi sting themout of the PCB

and preventing the case fromclosing properly. | understand this was
probably for clearance reasons so |I'mgoing to repair themusing nuts
and countersunk bolts. |'mvery happy with the OpenPSX2Ani gaPad

and I'll be using it often, it was worth taking a | ook

Pros and Cons

+ No configuration needed, it works out of the box.

+ Lots of nodes plus add your own custom mappi ngs!

+ Mouse node to avoid hot swappi ng m ce/joypads.

+ Nicely designed with integrated PS controller connector and sone

consi deration given to nei ghbouring connectors.

Proj ect page provi des good docunentati on.

CD32 aut omappi ng.

- Wn't fit the A600 as-is, you'll need a joystick extension cord for
ei ther port.

- Like other adapters you may not |ike how brightly the LED gl ows.

+ +

O her Key Points:

* Most PlayStation 1 and 2 controllers seemto be supported including
Wi rel ess but do check the conpatibility list.

* External floppy drive connectors and the adapter nmay not fit properly
t oget her.

* Two adapters won't fit at the sane tine.

Scor es

Ease of use: 100%
Docunent at i on/ Packagi ng: 80%
Val ue for noney: 100%
Overall: 95% - WatlFF Gol d

Sources and Credits
Sol d by nel bour neconsol erepros: eBay

Created by SukkoPera: <a href="https://github.com SukkoPera/ OQpenPSX2Am gaPadAdapter">https://gith
3D case nodel by Lenmaru: <a href="https://ww.thingiverse.conthing:4620027">htt ps://ww. t hi ngi ve



Hardware review: AMI-RGB2VGA Ultimate

Har dwar e Revi ew. AM - RGB2VGA U timate - by Martyn Banpton

Product Nane
AM - RGB2VGA U timate (RGB to VGA with selectable filtering)

Devel oped By
Enber Heavyl ndustri es (sanpedenawa)

Avai |l abl e From
Anmi Bay (sanmpedenawa)

Price
35 EUR plus postage (plus the cost to print your own case if you choose).

Har dwar e Requi renents
* An Ami ga (A500/ A500+/ A600/ A1200/ A4000/ CD32 with expansion/riser RGB port).

Test Machi nes
* Ami ga 1200
* Am ga 600
* Am ga 500

| ntroduction

[/
/




The Am ga was desi gned when bandwi dth |inmted anal ogue CRT di spl ays
were the norm Any harnonic frequencies generated by the Amga's
circuitry which were present in the RG output couldn't be displayed by
those nonitors. Essentially the troublesone frequencies were "filtered"
by hardware limtations. Newer LCD nonitors are not so limted and can
accept nuch hi gher bandwi dths - they can indeed display these
frequenci es on their anal ogue i nputs when using an RGB to VGA adapter
This is seen as vertical banding or lines on the screen, often called
"jail bars". This is perhaps another reason to use an upscal er or
flickerfixer but if you have a 15 kHz capable nmonitor and just want to
use RGB on the VGA port then the output will need filtering to reduce
the vertical lines. Thankfully such filters or "Vertical Line Renpvers"
(VLR) do exist, such as the configurable AM -RGB2VGA U ti nmate.

thought I'd conpare this adapter to a cheaper buffered RGB to VGA
adapter from AM GAStore.eu as well as ny original Commodore 390682-01
Sync Dongl e included with my A4000.

| mpressi ons and Use
AM RGB2VGA U timate | mage 3

The adapter was packaged in an antistatic bag, everything was sol dered
correctly and it felt sturdy. There was no case included but there are
3D files available so | had some printed. There may be slight sizing
variations as they alnost but didn't quite fit correctly causing the

clips to break - a bit of tape and they'll work for now Perhaps the
case was designed for a previous version of the adapter and not this
version (3.1). |Its dinmensions with the case are:

6 CM (L) x 4.5 CM(W x 2.2 CM (H)

and it looks great in purple as nost PCBs do but that's purely down to
taste.
AM RGB2VGA U tinate | mage 4




The adapter plugged snugly between the RG port and the VGA cable, the
DB23 connector is placed with the PCB between its pins while VGA port is
sol dered on top. This was a bonus for me as it neant the VGA connector
cleared my nmonitor stand base thanks to the added height. The project
page is very conprehensive and explains the vertical |ine problem and
the solution in detail and how the adapter filters the troubl esone
frequencies. A table is included on the bottomof the PCB to detail the
DIP switch positions for frequency filter selection:

+--m - - +--m - - +--m - - Fom e e +
| 2 | 2 | 3 | Option |
S e S e S e S +
| x | x | OFF | No Filter |
+--m - - +--m - - +--m - - Fom e +
| ON | ON | ON | SD 9.5 Miz |
S e S e S e S +
| OFF | ON | ON | ED 18 Mz |
+--m - - +--m - - +--m - - Fom e +
| ON | OFF | ON | HD 36 Mz |
e e e S +
| OFF | OFF | ON | FHD 72 MHz |
+--m - - +--m - - +--m - - Fom e +

Switch 3 turns the filter on or off regardl ess of the positions of the

switches 1 and 2. Switches 1 and 2 give you four filter options from9.5

Miz to 72 MHz. There's also a separate switch for replacing the

hori zontal synchronisation signal with the conmposite synchronisation

signal. Mre details can be found on the project page:

<a href="https://github.com Enber Heavyl ndust ri es/ AM - RGB2VGAULTI MATE" >ht t ps: // gi t hub. conf Enber Hea
AM RGB2VGA U tinmate I mage 5

| tried each adapter in turn in 15 kHz ganme nodes and on a DBLPAL 31 kHz
Wor kbench screen, | also tested each filter setting of the AM - RGB2VGA

| used a Dell P2414Hb nmonitor in an Aniga 1200 for these tests and noted
the visibility/intensity of any vertical lines present. Please note
these results are not very scientific and they' re certainly specific to
nmy set up, however they should provide a general indication of how these
adapters perform

Fom e e e e e e o o m e e e e oo o m e e e e e e aa oo +
| Adapter | 15 kHz Displ ay | 31 kHz Displ ay |
o m e e e e e eee oo s o e e e e e Fom e e e e a e +
| AM GAStore.eu RGB to VGA | Lines highly visible | Lines highly visible |
Fom e e e e a o o m e e e e oo Tt +

| Commodore 390682-01 | Lines reduced | Lines reduced, gone |



| Sync Dongl e | | with clock/phase |

| | | adj ust nent |
T o e e e e e e o e e e e e e oo +
| AM -RGB2VGA U ti mate | Lines nuch reduced, | Mbderate |ines but |
| 9.5 Mz Filter | narrower and fainter | blurry display |
| | | out put |
o e m e e e e e e e oo o e e e e e e o e e e e e e oo +

AM - RGB2VGA U ti mat e
18 WHz Filter

| Lines reduced, |
| inmprovenent with |
| clock/phase |
| adj ust nent |
+ +

Li nes nmuch reduced,
narrower and fainter

AM - RGB2VGA U ti mate
36 Mz Filter

Li nes reduced,

i mprovenent with
cl ock/ phase

adj ust ment
Moder at e, sone

i mprovenent with
cl ock/ phase

adj ust ment

| AM -RGB2VGA U timate |
| 72 MHz Filter |
| |
| |

The cheaper adapter certainly showed the npost vertical |ines, however
it's a sinple cost effective buffered adapter and makes no cl ai ns of
filtering. What surprised nme was how well the original Comodore
adapter performed. Then again it was intended for use with a nultiscan
or VGA nonitor with 15 kHz and/or 31 kHz screennodes and AGA out put.
The AM -RGB2VGA U timate did very well at 15 kHz with the 9.5 MHz and 18
MHz filters, however it didn't conpletely elinmnate the lines and the 9.5
Mz filtering resulted in blurry 31 kHz output. This is unavoi dable as
filtering 9.5 Mz at 31 kHz will cut sharp edges other than just bars.
However, it is possible to achieve a line-reduced 31 kHz output with the
18 MHz filter and sone settings, adjustnents and patience. Using the
adapter on an A500 and A600 for ganes and 15 kHz Workbench nodes was
straightforward and produced noticeably better results with the 9.5 Mz
filter. |I settled on the 18 MHz filter for acceptable results in 15 kHz and
31 kHz.

AM RGB2VGA U tinate | mage 6

AM RGB2VGA U tinmate | mage 7

Copyright @ 20z2: Copyright @ 2023



Summary

The AM - RGB2VGA Ul timate might not conpletely renove vertical lines in
all situations but it does noticeably reduce them The adapter is
conpact and well built and while it doesn't cone with a case there are
files available to 3D print one which nostly fits the V3.1 PCB. The
adapter works brilliantly at 15 kHz but was | ess effective for 31 kHz
Wor kbench nmodes in ny testing. Overall this is a capable and well
designed RGB to VGA adapter and the price is reasonabl e when you

consi der the selectable vertical line filtering (and the price of a
Conmodore Sync Dongle). Very effective in a 15 kHz set up

Pros and Cons

+ Very nice build quality.

+ Reduces vertical lines considerably at 15 kHz.
+ Buf f er ed.

+ Sel ectabl e frequency filtering.

+ Purpl e!

- Less effective at frequencies higher than 15 kHz.
- No case option as sold but you can print one.

O her Key Points:

* There's a huge variety in nonitors, conputers and cables, results my
vary but are generally positive.

Scor es

Ease of use: 90%
Docunent at i on/ Packagi ng: 85%
Val ue for noney: 80%
Overall: 85% - WatlFF Silver

Sources and Credits

Sol d by sanpedenawa:

<a href="https://ww. am bay. com t hr eads/ 2445149" >ht t ps: // www. am bay. coni t hr eads/ 2445149</ a>
Created by Enber Heavyl ndustri es:

<a href="https://github. com Enber Heavyl ndust ri es/ AM - RGB2VGAULTI MATE" >ht t ps: // gi t hub. conf Enber Hea
3D case nodel by Sl ozka:

<a href="https://webshare.cz/#/fol der/ 7ynEN M\r Y/ vga-rgb-ul ti ma">htt ps://webshare. cz/ #/ fol der/ 7yn



Hardware review:Tikus USB Mouse/Joystick Adapter

Har dwar e Revi ew. Ti kus USB Mouse/ Joystick Adapter - by Martyn Banpton

Product Name
Ti kus USB Adapter - USB Muse/ Joypad (to DB9) Adapter

Devel oped By
Lot har ek

Avai | abl e From

* <a href="https://ww. ani gastore. eu">https://ww. ani gast ore. eu</ a>

<a href="https://ww. ani ga- shop. net">htt ps://ww. am ga- shop. net </ a>

<a href="https://ww.retrol enon. co. uk">https://ww.retrol enmon. co. uk</ a>
<a href="https://www. sordan.ie">https://www. sordan.ie</a>

eBay

E o I

Price
Varies but typical best prices are 28 USD/ 25 EUR/ 35 UKP

Har dwar e Requi r enent
* An Amiga, Atari or Commpdore (GEOS) conputer with a free DB9
nouse/j oystick port.

Test Devices
* Am ga 500
* Am ga 600
* Am ga 1200
TIKUS | mage 1

| ntroducti on

I'"mglad | have some original Anmiga mice, however | found the novelty of
using themfor any length of tine wore off very quickly. Wiile | do |ove
the design and they bring back nmenories I'd rather not use w red ball

m ce when wireless optical mice are an option - as nuch as picking dirt
and dust out of the rollers was fun. The Tikus (apparently it neans
nouse or rat) is a small adapter with a DB9 plug on one end and a USB
port on the other. Like any other USB nouse/joypad to Anm ga adapter



just plug your device's USB cable (or wireless receiver) into the USB
port and then plug the Tikus into your conputer. Wth Amiga OS 3.2 and
the Tank Mouse driver you can get scroll wheel (nouse wheel) support in
Wor kbench which is brilliant! Earlier Amiga OS users can use the
Freewheel app. As the name suggests you can al so use "sone" digital USB
joypads with the Tikus although support is not as good as for USB H D
mce. | thought this was a great feature so | wanted to try it with ny
joysticks and joypads.

Note: There is a version of the Tikus included with the new wirel ess
Tank Mouse, this version is for mce only and won't work with joypads.
Tl KUS Inage 2

| mpressi ons and Use

The Tikus is tiny!l It cones in a nice 3D printed case and neasures
about 3.6 CM (L) x 2.2 CM (W x 1.5 CM (H) including the connectors. It
felt alittle loose and rattled slightly but it's nothing to worry
about, it cones in white although the version bundled with the Tank
Mouse can cone in black if you order a black nmouse. The USB port and
DB9 connector are both a snug fit and | had no cl earance issues pluggi ng
it into an A600's nobuse port.

When you first power on a green LED on the Tikus will blink rapidly for
a noment. During this time you can configure the Tikus for your
particul ar conputer:
- Green LED blinking, USB device detected, ready for configuration
- Red LED blinking, USB device not detected.
- Press right nouse button while green LED blinking to enter configuration.
- Press left nouse button to cycle through 1) Amiga, 2) Atari, 3)
Comodor e GECS.
- Red LED will blink 1, 2 or 3 tines to indicate option sel ected.
- Press right nouse button to save and exit.
- Green LED steady, ready for use.
There's a configuration video here: <a href="https://ww.youtube. coni wat ch?v=7i 8K6C 5mM' >ht t ps:/

USB j oypads do not require any configuration options to be set and will
work as-is - if they are supported by the Tikus.

Configuring for my mice took a couple of tries which was nore to do with
timng than difficulty. Once saved the mce worked right away and

could swap them out as needed. | enabled the nouse scroll wheel in

Wor kbench (Prefs/1Prefs) and installed the Tank Mouse driver. Add the
tankmouse. driver file to Cand call it fromyour S:User-Startup or use



the provided installer which will do the sanme thing. You can get the
driver here: <a href="https://am net.net/package/driver/input/TankMuse">https://am net. net/ packa

Note: Many sites still suggest using the Cocolino driver from El box
with the Tikus, this does work but a bug was found when using MJ.
experienced this when using Magi cMenuPrefs on its own screen, it would
switch back to the Wrkbench screen with any use of the scroll wheel. |
repl aced the Cocolino driver with the Tank Mouse driver and had no nore

pr obl ens.

| didn't have as nmuch success with joypads. First of all | tried ny
Conpetition Pro USB joystick which didn't work at all, | knewit was a
l ong shot but worth a try as that woul d have been brilliant! Then

tried one of the cheap SNES style USB joypads you can find on Amazon and
eBay. That showed sone prom se, however while | could use the D pad,
the fire buttons didn't work. Lastly I tried my TheA500 M ni ganepad
and that also gave nme direction control but no fire. |In fairness the
proj ect page recomrends Buffal o branded SNES style USB joypads and does
i ndi cate that joypad support is not universal, ny joypads al nost

wor ked. The nopuse support is great and the main reason | needed an
adapter but | was a little disappointed | couldn't get a joypad to

work. Perhaps a future firmvare update will inprove joypad support but
it's probably difficult to support everything.

Summary

There are lots of options for using a USB nmouse with an Amiga and for
that purpose it worked flaw essly for ne. M Logitech wireless nice
were supported as were a random sel ection of wired USB m ce including an
old Macally one | bought for nmy G3 i Book. Scroll wheel support is very
useful and welcone - it's normal to want to scroll with the wheel and
it's great to have that functionality in Wrkbench. The Tikus didn't
work with my USB joypads so be aware of that and buy it for the good
nouse and scroll wheel support -and- maybe your joypads will work too!

Pros and Cons

Excel | ent USB nouse adapter, w reless mce work.

Conpact, fits the A600.

Configuration is fairly straight forward.

Scrol |l wheel support.

Price conpetitive with other adapters.

- Advertised as a Muuse/ Joypad adapter which is true but joypad support
can be hit or mss.

+ + + + +

O her Key Points:
* The version of the Tikus included with the Tank Mouse does not support
j oypads.

Scor es

Ease of use: 90%
Docurent at i on/ Packagi ng: 80%
Val ue for noney: 70%
Overall: 80% - \WatlFF Silver

Sources and Credits
Sol d by Am gastore. eu:

<a href="https://am gastore. eu/ en/ 950-ti kus- usb- nousej oypad- adapter. ht ml ">https://an gastore. eu/ e
Built by Lotharek: <a href="https://| otharek. pl/productdetail.php?i d=244">https://|otharek.pl/pro



Hardware review: TechnoSound Turbo

Har dwar e Revi ew. TechnoSound Turbo - by Tinpo Pau

Product Name
TechnoSound Turbo (2023 Edition)

Devel oped By
New Di nensi ons

Avai | abl e From
eBay
<a href="https://ww. ebay. conistr/anyretro">https://ww. ebay. conf str/anyretro</a>

Price
39 &BP

Har dwar e Requi renents
Any Am ga

Test Machi nes
Ami ga 1200/ TF1260

As Ami ga hardware ages and becones | ess avail abl e exi sting hardware
prices skyrocket. Audio sanplers in particular have been susceptible

as well. Looking at the eye watering prices of the DSS8 can make you give
up on ever owning a decent Am ga audi o sanpler

Wth this in mnd, | was curious when | came across the Techno

SoundTurbo cart being sold on eBay. A quick read of the description
confirmed this as being a new or re-release of the original card by the
same devel oper Jon Weatnman. | had the original TechnoSound Turbo cart back
in the day and DSS8, in the |last few years | have been on the search for

a new cart and di pped ny feet into the AOCS Am ga Open Sanpler, with

di sappointing results, as can be read in nmy reviews in previous issues.

Havi ng used the TechnoSound Turbo in the past and been inpressed with
its sanpling ability | quickly used the BuyltNow button and waited for



it to arrive

When you receive the itemit is in a sinple card board box, if you paid
extra you will get a printed manual, there is no official box so the rest
of the itens (sanpler, audio cable and disks) are just wapped in bubble
wrap. The first thing that you will notice, if you had the orgina
TechnoSound is the reduction in size. | would say it is over half the height
and a little shorter which is a wel come update.

TechnoSound | nage 2

A A R A EE RN
PErEwEaRu gy

R e

| wanted to see if the innards had changed and proceeded to open it up
Printed on the circuit board is TechnoSound |ISS 3B, 1990-2023. There are the
same anount of conponents (13), however two of the resisters are conntected
toget her on one connection, which I did not see on nmy orginal circuit board.
Two ot her conmponents are m ssing, diods |abeled S1J224K, they seemto be
connected to the phono sockets. As far as ny |limted understandi ng of

el etronics goes, diod is to limt the flow of a current in one direction

Perhaps this is to help with reducing sound feedback? They connect to the
audio in P2 and P1. The heart of the sanpler the A-D Convertor chip has a
di fferent nunber and brand name but | ooking themup on the internet shows
it to be the sane chip as the original board.

TechnoSound | mage3
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So, now we have checked the innards of the board tine to give the sanpler a
go and see how well it perforns.

It conmes with a new version of the TechnoSound Turbo software, (I think!) at
the bottomit says USA Version. Prior versions of the software would crash
on my systemwhich is an A1200 with a TF1260. The version supplied with

new sanpl er runs okay. But there are stability issues. The interface is the
same as before, this is a good thing if you liked the it or bad if you did
not. | fall into the latter group, it is not very intuitive and | find
SteroMaster IV a nuch better experience. Though | seemto get better sanples
with the TechnoSound software so | have to grind nmy teeth and bear with the
i nterface.

My main gripe is the difficulty in trinmming a sanple, in AudioMaster |V and
ot her sanpler software this was a sinple case of selecting the area | want
and cutting it out. TechnoSound does not give you any visual cues as to
where you are selecting in the sound wave. So, when | save ny sanple, what
shoul d be a 45Kb sanpl e ends up being 4MB since | was unable to trimit down
to a nore reasonable size. | can edit the sanple in Audi oMaster but it would
have been nice to have nodern inplenmentati on of the TechnoSound software.

Li ke all Ami ga sanplers, when you sanple the screen will go blank, you can
noni tor what you are sanpling before clicking on record. | have included
some sanmples that | took with the TechnoSound and you can hear how they
sound. And this is where the TechnoSound really shines, as it should! | use
t he techni que that was suggested by Tony Horgan of sanpling in fromny
MacBook in Renoise, | use the built in conpressor to boost the sanple and
this allows for a loud, crisp and relatively noise free sanple. Mich better
than the OAS that | used the past. It is not quite at the | evel of the DSS8
sanmpler but it gets quite close.

Fi nal Thoughts

If you are after a quality Am ga sanpler and the TechnoSound Turbo is stil
being sold, then |I highly recommend purchasing one. It has the benefit of

a smaller footprint, but retains the high quality sampling ability. Wile it
woul d have been wel cone to have an updated version of the software there are
ot her options out there so it is not such an issue.

Be it tracking, gane devel opnent or just sinply having fun, the new
TechnoSound Turbo is a great purchase. | suggest skipping the ACS sanplers
that are available and buy this great cart instead.

Pros and Cons

+ A quality product that is better than the first edition
+ Half the size of the original

+ Better sanpling quality than the AGCS.

+ Reasonabl e price.

+ Software update is a conpatible with upgraded Am gas.

- TechnoSound software is still difficult to use.

- Still has unstable.

O her Key Points:
* | ncluded audio cable is not the best quality and it is recomended to use
a shielded cable to for better results.

Scor es

Ease of use: 90%
Docurent at i on/ Packagi ng: 20%
Val ue for noney: 80%
Overall: 63%

Note: Wiile the overall score is low, the quality of the hardware is very
good but the software drags it down. |If just review ng the hardware al one
woul d be happy giving it score around 85%



Sources and Credits

Sold by AnyRetro
<a href="https://ww. ebay. conistr/anyretro">https://ww. ebay. conf str/anyretro</a>



Book review: 0S3.2 Reference Manual

Pr oduct Nane
0S3. 2 Ref erence Manua

Witten By

Martin Steigerwald
Si mon Neumann

Ni co Barbat (ed.)

Publ i shed By
LookBehi ndYou

Avai |l abl e From
<a href="https://ww. | ookbehi ndyou. de">htt ps://ww. | ookbehi ndyou. de</ a>

Price
35 EURO

Har dwar e Requi renents
N A

Test Machi nes
N A

Am gaCS 3.2 Book | mage 1

| ntroducti on

When | think back to heady days of the 80s and 90s, | remenber ny bookshel f
heavi ng under the wei ght of so nany nmanuals. Wiile | still treasured those
manual s they were also taking up a lot of room Little did I know t hat
thirty years later | would be | ooking back on those nenories wi th fondness
and envy. Here we are in 2025 and the physical manual is dead. It is not
supri sing when you read about the reports of literacy declining around the
world and over half of adults not even reading one book a year. | have been



buyi ng up ol d boxed Anmiga software just so | can get my manual s back as they
are an essential source of information. As such it was a nice surprise when

| saw the advertisenment for Am gaCS 3.2 Reference Manual in an issue of

Ami ga Future. At the tinme though the manual was only available in German but
LookBehi ndYou, the publisher had nmentioned an English version was coning. In
Sept enber of 2024 the English version went live on their website and

bought it right there and then.

Am gaGCS 3.2 Book Inagi 2

Shi ppi ng was unusual ly fast from Gernany to Japan and cane well packed in a
hard cardboard shell and wapped in plastic. First inpressions of the book
are it is a heavy hardback brimmng full of Amiga information. Proudly
printed on the front is the text, AM GACS 3.2 Reference Manual with the
obligatory boing ball and Amiga A letter set against a strong red
background. Included is a very useful reading tassle to keep your spot, a
very thoughtful feature for such a large book. It comes in at 480 pages and
is in gorgeous full colour.

The book is split into 8 sections:

Chapter 1: Installation
Chapter 2: Basics

Chapter 3: Preferences (Prefs)
Chapter 4: Progranms

Chapter 5: The Shel

Chapter 6: Power User

Chapter 7: Next Steps

Chapter 8: Quick Reference

Chapters 1-4 are marked in orange to indicate basic know edge, chapters 5
and 6 are in red and are ai med at experienced users. The final two chapters
7 to 8 are general know edge i.e. frequently asked questions such as how to
transfer data, setting up internet, recommended software and Ami ga DOCS error
codes.

Al the content is laid out in an easy to read format with full col our
phot os spread throughout. It can be read by a conplete new user or if you
are a nore experienced user the later chapers will be of use. There is an

i ncredi bl e ambunt of infornmation froma listing of the Shell conmands, to
the nost useful commands for creating Am gaCui de docunents. Since buying the
book | delved into it several tines when editing an issue to confirma
formatting conmand that is only available with OS3. 2.

Beyond 3.2

What | particularly enjoy is how the authors have not restrained thensel ves



to only Wbrkbench 3.2. They also cover alternative file systens, hardware
expansi ons, diffent software options for getting the Aniga online. There are
sections that cover how to add a scandoubl er, nenory or accel erator and they
cover all the Am ga nodels.

Am gaCS 3.2 Book | nmage 3

Finally there is a section named Software nust-haves, and this is a great
source of information especially for people newto the Amiga or even those
com ng back to the Aniga. If you are an experienced user there mght be sone
i nformati on new to you.

Fi nal Thoughts

Wth printed manual s few and far between nowadays, the rel ease of the

Am gaOS 3.2 Reference manual nakes it special event. If you have even a
l[ittle interest in the Amga and want to get nore out of it then this is a
book you need. It takes many cues fromthe original Am ga manaul s and
updates themwi th nodern users in nmnd. The fact that it caters to new and
ol d users does not dimsh its value in anyway. Wiile the first half of book
was not relevant to ny Amiga knowl edge | amglad that it is there, just in
case | forget something.

Finally, it is a gorgeous |ooking book and stands out with pride on ny
bookshel f shouting, Am ga! Wen we have guests over they often ask about the
bi g red book on our bookshelf. Wich is a great kick off point to tal k about
the Ami ga, where by | say, "So, have you heard of the Am ga?".

Snap up this book while it is still available and display it with pride and
hopefully you will also find sone real use out of it.

Pros and Cons

+ Suitable for beginners and pro-users.

+ Full col our images.

+ Har dback cover.

- Could have a bit nore information regarding the Shell and Am gaCuide.
Scores

Overall: 98% - WhatlFF Gold - An essential purchase!

Sources and Credits

Sol d by LookBehi ndYou. de:
<a href="https://ww.| ookbehi ndyou. de">htt ps://ww. | ookbehi ndyou. de</ a>



gamereviews

-= Gane Review Final bHangman =-

Fi nal Fight and hangman together ... sounds interesting, click to see if
this unique gane is worth your tine.

-= Game Revi ew. Dungeonette =-

Rel eased Xmas | ast year we take a |l ook at this new dungeon craw er and see
what it gaming fun it offers.



fohangmanreview

Gane Review. Final bHangman - by Tino Pau

Product Nare

Fi nal bHangman

Devel oped By

Four seasons/ A. Sgagger o
Avai | abl e From

<a href="https://fourseasons.itch.io/final-bhangman-for-comobdore-ani ga-500">https://fourseasons.
Price

Nanme your own price

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

Test Machi ne

Am ga 1200 TF1260

Revi ew

Fi nal Fight and Hangman, three words that | never thought | would see in

t he sane sentence, but in Decenber 2024 the Ami ga world was introduced to
this little gemof a game. Created in AMOS by the devel oper Fourseasons
the gane is available fromtheir itch.io page and is listed at a name your
own price.

The gane takes influence fromthe Final Fight "continue" screen and bl ends
that with the classic Hangman gane. It conmes on an ADF, you need to make
sure you can wite to the disk though as it saves scores. | was able to
copy it to nmy hard disk but it did not run and was only able to do it from
t he ADF, however that in turn did not allow me to save the scores. For the
nonent you will need to wite the ADF to a physical disk and use it that
way to save scores. Hopefully a way will be figured out for it to be run
fromthe hard disk.

The first screen you see when loading the gane is a classic Capcomstyle
di scl ai ner screen, very nice! Pressing any key will take you the title
screen with a very well done screen with a great take on the Final Fight
title screen. Pressing the SPACE bar will get the ganme going.

From here on you have a Santa C ause crossed M ke Haggar character tied up
with some dynamite burning down. There is a little aninmation with the
character blow ng on the spark. Underneath you have letter spaces, just

i ke hang nman, you need to press a letter on the keyboard to guess the
words. You have several chances before poor Santa Haggar is bl own up

The phrases are usually Amiga related so this gane is really ained at
Amiga users. Wien | tried it with ny students they enjoyed the gane but
were confused on sone of the Anmiga references, sonme nore education is due
| believe!

Fi nal Thoughts

Fi nal bHangman is an enjoyable little gane that can be a nice way to pass
the tine or use even in classes. It would have been nice to have words that
were not only Amiga related, perhaps in a future update? That aside the
gane is easy to pick up and is fun for alittle while. Played alone or with
another this is another nice ganme that us Am ga users should treat

t hensel ves to.

Pros and Cons:

+ A nice twist on the hang man idea

+ Graphics are few but do a nice job

- Only ained at peopl e know edgeabl e about the Am ga



Scor es

Ganepl ay: 85%

Graphi cs: 80%

Sound: 75%

Overal l: 80% - VWhatl FF Sil ver

@ndnode

dungeonettereview

Gane Revi ew. Dungeonette - by Tinp Pau

Product Nane
Dungeonette: The New Advent ure

Devel oped By
Adrian Cunm ngs
Publ i shed By

Mut ati on Software & Software Amusenents

Avai |l abl e From

<a href="https://ww. nut ati onsof t ware. co. uk">htt ps://ww. mut ati onsof t war e. co. uk</ a>
Price

Approx. 13 GBP

Har dwar e/ Sof t war e Requi renent s

AGA/ CD32/ 2MB Chi p RAM

Test Machi ne

Am ga 1200 TF1260

Revi ew

In issue 2.11 (Septenber 2023) | reviewed the ganme CyberPunks 2, and found
it to be a very enjoyabl e experience. Decenber 2024 we were treated to
anot her ganme by Adrian, just in tinme for Xmas, Dungeonette. The gane had
cone out originally for the AppleWatch in 2015 and the ZX Spectrum Next in
2018. Adrian then rewote the ganme for stock AGA Am gas, taking around

18 months to devel op and was witten conpletely in 68x0 assenbly | anguage.

At its core, Dungeonette is a dungeon crawl er but you are not restricted to
dungeons and will also be able to explore forests and nountains. There are
16 stages in total with a boss at the end of each fourth stage. Ganmeplay is
sinmple with the use of only one button to sw pe your sword with, for
switches you sinpley walk into themto activate. At the end of each |eve
you have the option to buy upgrades for arnour, weapons, and spells.

I found it alittle difficult to get the handle of the ganmeplay mechanics
as the your starter sword has a very short reach, so enem es have to cone
very close for you to be able to kill them However, after a few aborted
attenpts | began get the handle of and was able to progress several stages.

The gane is a mx of hack and slash, exploration and figuring out sinple
puzzles. It makes for a very enjoyabl e ganme experience, | can fee

i nfl uences from CyberPunks 2 with the coins, even the coin sound effect
seens the sane.

Graphics wise they are very nicely done, while again |like with CyberPunks 2
I would not be able to say right away this is an AGA gane. They work very
well and the limted view when in the dungeons nakes for a nice effect and
adds to the ganeplay. Qutside you have brighter and bol der colours all drawn
skillfully. The animation is snooth and your character |ooks quite cute as
he bobs al ong when i n novenent.

Regardi ng audi o, there is sone catchy organ nusic for the title screen but

during ganeplay there is no BGM But, we have sonething better, very

ef fective sound effects, on the first stage you hear birds chirping in the

background bringi ng the environnent alive. In the dungeons there are creepy



sounds that help increase the feeling of dread and isol ation

Ganepl ay once you get the hang of the fighting systemis done very nicely,
it becones second nature and you are able to get into the ganme experience
wi t hout having to worry about what to do. If you die in the game you can go
back to where you were before but start at the begi nning of the stage.

However, if you quit your gane, all progress is gone, which is unfortunate
as you will need to finish the gane in one go or like we used to do back in
the day, turn off your nonitor and | eave on the Amiga until you can return
back to it. Saying all that though, the game is relatively easy and | am
sure with some determ nati on nost people can finish the gane, this does not
di mi ni sh the gane in anyway though as it is wholely entertaini ng experience.

Fi nal Thoughts

Dungeonette is a fun gane that should not be viewed as an RPG but as pint
sized RPGish gane. It has all the right elenments for an entertaining gane
has wonderful visuals and spot on audio. If can find the boxed version still
buy it right away, if not then buy the downl oad version and nake sure you
have a few hours free time prepared.

Pros and Cons:

+ Graphics and audi o are very well bal anced and work wel |
+ Ganeplay easy to pick up after initial |earning curve
+ Not too hard

- No savi ng progress

Scor es

Ganepl ay: 93%

Graphics: 89%

Sound: 95%

Overall: 92% - Watl FF Gol d

@ndnode
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Upgrade a PiStorm32 with Raspberry Pi3A+ to Pi-CM4 module

If you haven't already guessed fromnmny previous articles on the Pi Storn2
accel erator board for the Amiga 1200 |I'ma huge fan, so when a good friend
of mine asked if | had any use for a Raspberry Pi CW4 nodul e, which he had
lying around in his shop that wasn't being used, | enthusiastically yelled
YES!

To be clear 1've been loving ny PiStron82 with a Raspberry Pi 3A+ running
0S3.2.2 installed but when this free CMA nodule fell in nmy Iap and me being
a hardware tinkerer since the 80's | decided to upgrade nmy 3A+ to CW in ny
Pistorn32. Initially I was going to remove the 3A+ and install the CW al ong
wi t h expansi on adapter board that cleans up the nessy cables fromthe 3A+ to
a clean back plate at the rear case of the Ami ga 1200; however, | realized

I wanted to keep ny PiStorn82 with 3A+ as a backup just in case anything
goes wong with the CM4 install or to instantly plug into ny 1200 Tower one
day.

Here's what you need to get started:

- PistornB2

- mcroSD card (that you were using with your 3A+ install ed)

- Raspberry Pi CV4 nodule (get module with wifi if you want to get online)
- CM4 adaptor board

- Breakout expansion board (accessories incl.)

- heatsink for Cv4

- CPU fan (optional if you're not overclocking the CM4)

Now t hat we have all the parts we need foll ow the steps bel ow
Step 1:

First step is to boot up your Pi StornB2-3A+ before renmoving it from your
1200. Go to HDTool Box and edit the SCSI _DEVI CE NAME after the = sign to read
"brcm sdhc. devi ce"-don't enter quotes (See Pic 1). IMP: Don't forget to
click Save and shut down your 1200.

PIC1
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Step Two:



Renove your Pi StornB2 from your 1200. Take your SD card out of your 3A+
and make a copy of your SD card on your conputer as a backup as you really
don't want to start the full setup again fromscratch and it's always good
to have a backup (I used Wn32D skl mage on my PC whi ch nakes an exact clone
of the SD card).

Step Three:

Put your SD card into your PC and add the following line into the
cmdline.txt file:

"sd.unitO=rw emt. unitO0=rw' (don't enter quotes)
Step Four:
Install the 3 plastic spacers to the CM4 adapter board and line up 3

screws through the spacers (See Pic 2).
PIC 2
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Step Five:



Li ne up and press down to install the PiStormw th the CW adapter board
connector and plastic spacers ensuring screw heads are fully through the
Pi StornB82 board (See Pics 3&4).

PIC 3

PIC 4

Step Six:

Insert 4 screws and washers to connect the CM4 nodul e to the expansion
board (See Pic 5).
PIC 5




Step Seven:

Install the CW nodule to the expansion board connector ensuring the
screws are fully through the CW board & apply a thin coat of thermal paste
to the top of the CM4 CPU (see Pic 6)

PIC 6

Step N ne:

Install heatsink atop the CM4 with supplied nuts and add optional fan
atop the heatsink ( | purchased a slighlty thicker fan so had to offset it
a bit towards the back of the case to nmake sure it cleared the keyboard in
nmy 1200 hence why | needed to use sone hot glue to mount it on the heatsink
Make sure you connect the CPU fan to the pin header on the CV4 adapter
board (See Pic 7)

PIC7
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Step Ten:

Install screw at base of case and install backplate (nmake sure it clicks
in on both sides of the case) and Breakout expansion board, install screw
and connect ribbon cable to both CM expansi on board and Breakout board
(See Pics 8 & 9). Lastly don't forget to connect your HD light wire to pin



PP13 on your CM4 adaptor board (See Pic 10)
PIC 8

PIC 9
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And you' re done! Congratul ations you now have the fastest Pi StornB82 setup
(well at |east for now anyhow :-).

Here's a clean view of the backside of ny 1200 (See Pic 11)
PIC 11

cheers,
G Scolieri



Using OpenURL: WhatlFF?

In the last few issues of Whatl FF? we have started to include buttons with
url links, these are using the QpenURL programe. For those of you have not
installed it or are having some troubles getting the links to work from

wi thin the nmagazine, here is a short guide on setting it up.

Step One

First you want to downl oad the OpenURL software, this can be found from
Ami net at: <a href="http://ww. ani net. net/package/ comi ww/ OCpenURL- 7. 18" >htt p: //ww\. ami net . net/ pa
downl oaded to your Amiga, extract it and run the installer.

Make sure you choose the correct version according to your Am ga setup/CS
ver si on.

Step Two

Once it is installed, double check your Prefs directory to see if it has
copi ed over the OpenURL prefs file. If not then copy it by hand to the
Prefs directory. For sone reason ny installer did not copy over the icon as
such the icons was not visible until using Show All. | ended up copying the
the pref file by hand.

OpenURL | nmage 1

Step Three

I will presune that you already have a brower installed by now, start the
OpenURL Prefs file and you will be presented with a list of browers, and
several tabs for Email and FTP progranms. By default the browsers will not be
activated, as indicated by red square. Double click on the square to
activate your installed or prefered browser. As | just own |Browse, |

del eted the other browsers.

OpenURL | nage 2

Definitions




Step Four

Next click on Edit on the right panel, locate Path and click on the button,
fromhere you will need to tell the programe where your browser is |ocated.
For exanple, ny IBrowse is |ocated at: Wrkbench: Prograns/ | nternet/| Browse

If I did not change the default setting of QpenURL it will not be able to
| ocate ny | Browse and start it.

That's it, now you will be able to open the links in the Wiatl FF? articles
and downl oad the software/ganes straight to your Am ga.

How To | npl enent OpenURL in Anmi gaGui de

If you want to add the ability to open links in your own Ani gaCui de
docunents, then all you need to do it use the bel ow conmands:

| @{"ww. whatiff.info" system "openurl https://ww. whatiff.info"} |

Pl ease note, you need to renpve the space after the @sign to get OQpenURL
to work. A space has been added to stop the code becom ng a button and
show how it is created.



DigiPaint: Basics - Part 1

Digi Paint: Basics - Part 1 - by: Tino Pau

I nt roducti on

The first program| used on the Amga, or that | can at |east renenber

was Digi Paint. Using an Amiga was a magi cal experience in the 80s, | think
you had to be there at the tine to realise how advanced the Aniga was for
the tine. Using DigiPaint for the first time was |ike encountering sonething
fromthe future. But with all the power canme conplexity, while DigiPaint is
not an overly conplex programto use it can be a bit confusing for those
whom have never used it or are returning to it after being away for a while.

In this new tutorial series we will explore how to use DigiPaint and what is
possible with it.

Di gi Pai nt History

To begin with let's delve into the history of DigiPaint, the first rel ease
was in 1986 and was rel eased at the same tinme as DigiView You might have
seen Digi View as device that connects to a canera and allows you to digitise
i mages in colour using a red/green/blue colour wheel. Since there was no
software to edit photos on the Am ga, Newlek al so rel eased Digi Paint shortly
after. The final release was version 3 in 1989 for 50.00 USD. It was the
first paint package to take advantage of the HAM node, prior to Digi Paint
you could only use a maxi nrum of 32 colours, there were no versions rel eased
for the AGA machi nes. However it does run on AGA Ami gas and takes advant age
of a faster CPU making for a snoother user experience.

W will concentrate on the |ast release of DigiPaint, version 3 as it has
several useful features such as:

- Texture mapping with anti-aliasing

- Controll abl e transparency

- Rainbow and anti-aliased fonts

- Brush rotation and resizing with anti-aliasing
- Interface designed by Ji m Sachs

Cetting Started

If possible try to purchase the boxed version of DigiPaint 3 as the boxart
is gorgeous and manual will prove inval uable. However, it is not necessary
for this tutorial series and you will do fine with downl oadi ng the ADFs
fromthe Internet. Installation is sinple, just drag the disk to your
desired | ocation and | aunch the application fromthere.

A quick note here, if you are running Am ga OS3.1+ you m ght encounter
some problens when quiting fromthe program Quiting is done fromthe
nmenu bar but the requestor is cut off on newer Wrkbenches, you can get
aroud this by using (Left Amiga + V). Using this conbination only works
when you use Quit fromthe nenu bar.

Starting DigiPaint3 will bring up a black screen with a panel with buttons
if you use Brilliance it will seemfamliar. Pressing the right nouse button
will bring up the nmenu bar, it will not appear fromthe top of the screen

but fromthe top of the tool bar. To begin with bring up the drop down menu
and go to Prefs -> Open Workbench. By default Wrkbench is closed but since
we wWill be working with the article in MiultiView being able to switch

bet ween screens wi |l nake things easier

In this tutorial we will concentrate on draw ng shapes as Digi Paint works a



bit differently fromother art packages. Looking at the left side of the
tool bar you will see the drawing tools. Fromthe | eft the buttons are as
fol |l owi ng:

Freehand (Keyboard shortcut: s)

Freehand Conti nuous (Keyboard shortcut: d - unfilled, D - filled)
Pol ygon/ Strai ght Line (Keyboard shortcut: v - unfilled, V - filled)
Rect angl e (Keyboard shortcut: r - unfilled, R - filled)

Crcle (Keyboard shortcut: ¢ - unfilled, C- filled)

Elli pse (Keyboard shortcut: e - unfilled, E - filled)

Fill (Keyboard shortcut: f - off, F - on)

* % Xk %k F X

Next to the draw ng/painting buttons you have 'Brush Size', 'Brush Shape

Let's try to re-create an elenment fromthe i nages on the back of the box,
it has the wood floor, with a floating gl obe and cube. To begin with we
wi Il make the 3D cube effect which is surprisingly easy with Digi Paint.

Sel ect the 'Polygon/Straight Line' tool and use it in "Fill' npde, you can
do this by clicking on "Fill" first or pressing 'V . DigiPaint polygon node
works differently to other prograns in that once you have two |ines they
wi Il be connected, creating a shape. By noving the nouse and clicking with
the I eft nbuse button you can add nore lines to create a shape. Wen you
you are satisfied click on the right nouse button. For this tutorial we wll
use the default colours, select the [ighter green colour and draw a square
with the top and bottom at 45 degree angles, the left and right should be
straight.

When sel ecting your col our renenber to click on the colour on the left of
the gradient, by default it will be yellow A white box will surround the
col our and then you can choose the lighter green

Once you have one side of your box you usually would be able to copy and
paste it down and then fill it with another col our but since D giPaint
does not have a fill tool. However, there is another way you can do this,
and that is by cutting/copy your image, flipping it around and stanmping it
down i n anot her col our

To cut an image and not include the black background you need to go to the
nmenu bar first and find, Brush -> No Background. If you do not do this first
when you pick up a part of the inage it will grab the bl ack background as
well. Setting 'No Background' wll fix this problem

Next use the 'Scissors' tool and create an outline around your one side
cube. When it has been picked up we then need to flip the brush, this is
done fromthe nenu again: Effect -> Flip Horizonta

After selecting this your brush will be flipped and we can stanmp it down

on the other side to create a 3D cube effect, but before doing that we need
to change the colour. This is done by clicking on the left colour of the
gradient, you mght need to click on it nmore than once, then click on the

i ghter/darker green colour swatch. You will be able to tell it has been
sel ected by the left colour box changing to the selected colour. A white
outline will appear on the colour selector indicating it is active.

The neat part about this is if you are using the gradient tool, you can
stanp down a gradient of the brush, and changi ng the gradi ent by choosing
different colours on the left and right of the gradient selector. However
we wWill stop their for the nonent and go into detail on using the gradient
and texture tool in part 2.

Good luck with your experinentation with DigiPaint and see you in
the next issue!



Accessing BBSs Without A Modem

Accessing BBSs Wthout A Modem - by: Tinop Pau

Getting Online with BBSs Wthout a Mbdem

If you were conputing in the 80s and 90s, the screech of the nbdem down the
tel ephone line will bring back (hopefully!) fond menories. Wth the advent
of ADSL and now fibre Internet access, connecting to a BBS via a nodem has
become a rare, if not inpossible, task. However, as with all things retro
conputing, enthusiasts have kept the BBS flanme alive and devel oped nodern
ways to connect.

One of these nodern nethods is Telnet, a client/server protocol that

provi des access to virtual termnals on renpte systens over a |ocal network
or the Internet. Created in the 1960s, Telnet stands for Tel etype Network
and was initially used as a tool for network administration. By the mid-90s,
as the Internet grew in popularity, nmany BBS operators added Tel net support,
all owi ng users to connect over the Internet rather than via a tel ephone
nodem

Si nce Tel net does not offer built-in encryption, it has fallen out of

wi despread use due to security concerns. However, sone nodern Tel net-based
BBSs enhance security by using SSH tunnelling or simlar techniques to
encrypt the connection. Despite Telnet's text-based roots, nany BBSs stil
feature ANSI art, graphics, and nmenu-driven interfaces that create a
nost al gi ¢ user experience.

Tel net vs. Dial-Up Modem Connecti ons

If you think about dialling into a BBS back in the day, the process is
fundanental |y the same: you control the renote conputer by sendi ng conmands.
However, instead of transmitting data over a phone line, Telnet uses the
TCP/ I P protocol for conmunication. This neans you can connect to a BBS using
nodern I nternet connections, even on (ahem ) vintage systens |ike the Am ga,
provi ded they have a conpatible TCP/IP stack

Popul ar TCP/ I P stacks for Amiga conputers include Roadshow, which is stil
bei ng devel oped and supported, and Am TCP, an ol der but functional option
Once your Amiga is connected to the Internet, all you need is a Tel net
client, and you're ready to relive the golden age of BBSs. A great choice
for the Amiga is DCTel net, a Telnet client that works very wel |

How to Get Started

1. **Set Up Internet Access**
First, you'll need to connect your Amiga to the Internet via a TCP/IP
stack. | recommend Roadshow, as it is actively devel oped and supports
nodern I nternet protocols. By purchasi ng Roadshow, you al so support the
ongoing efforts of Anmiga devel opers. Alternatively, older prograns |ike
Am TCP can al so work and are free.

2. **Install a Telnet dient**
Once your Internet connection is up and running, the next step is
installing a Telnet client. For the Amiga, DCTelnet is the ideal choice.
Be sure to install it using the included installer; sinply copying the
program drawer can lead to issues with nissing files or inproper
configurati on.

3. **Find a BBS**
Many cl assic BBSs are no |onger active, but a new generation of Tel net-
accessi bl e BBSs has energed. These nodern BBSs often retain the nostalgic



feel of the originals while offering updated content and features. To
find active BBSs, check out resources |ike Tel net BBS Gui de
(www. t el net bbsgui de. com) or ask on the najor Am ga foruns.

4. **Connect to a BBS**
Once you have found a BBS, such as one fromthe Tel net BBS Gui de, you can
connect to it. In the past, you would have dialled a tel ephone nunber,
but now, it's a URL, usually in this format:

“strangepl anet. org: 6800 .

Usi ng DCTel net nakes connecting very sinple. dick on "Connect", and type
in ~strangepl anet.org, 6800°. Note that the ":" is replaced with a ",". If
you forget to use the "," DCTelnet will not be able to connect to the BBS.

Fi nal Thoughts

Connecting to a BBS via Telnet is a fantastic way to relive the gol den age
of conputing while exploring the vibrant Amiga BBS comunity. O if you wi sh
to visit other platformspecific BBSs there is a whole new world of ANSI art
and text-based ganming waiting to be expl ored.

Wil e Gemi ni can be seen as a nodern equival ent of the "l ook" of BBSs, it
does not offer the same inmedi ate conmuni cati on and conmunity experience
that a BBS does. So, best of luck with your Tel net journeys and see you
out there in the BBS ether

A great place to start is ciaamga.org: 6400, an ol d-school BBS in the best
way. It's hosted on an Amiga 1200/030 with 32MB of RAM and 8GB of disk
space!
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DELL Monitors and 15 kHz - Part 1: Will it work?

DELL Monitors and 15 kHz - Part 1: WIIl it work? - by: Martyn Banpton

In this two part article | thought it would be useful to share ny
experiences with some Dell nmonitors and their ability to display native
Am ga 15 kHz video over VGA. | should say that this isn't a nonitor
review as such but an informal | ook at what works (Part 1) and how to
make it better (Part 2).

You're probably aware that "sone" Dell LCD/LED nmonitors "may" display 15
kHz signals with several Wbsites detailing which do and which don't and
lots of forum posts about it. Such nonitors are fairly inexpensive with
the cost of delivery being nore expensive in sone cases. You al so have

to consider the age of a nonitor and any potential useful life it may
have | eft as well as possible delivery damage. Disclainers such as
"worked last tine | used it", "as-is", "no returns", "sold for parts and
repair" don't instill confidence in the buyer. After doing ny research
and thinking about it for while - weighing up the pros and cons versus
an expensive upscal er for each of nmy desks - | decided to chance the

Dell 15 kHz option. The odds seened good so | ordered a few Del
nonitors reported to have 15 kHz support on these lists:

* <a href="https://gol denchil d2. bl ogspot . conf 2023/ 04/ am ga- 500- nt sc- vga- 15khz-nmonitor-1list. htm ">
* <a href="https://15khz. m raheze. or g/ w ki / Mai n_Page" >ht t ps: // 15khz. m r aheze. or g/ wi ki / Mai n_Page</
* <a href="https://ww. am ga. net. au/ 15KHz%20Moni tors. ht m ">htt ps://ww. anm ga. net. au/ 15KHz%20Mbni t
Moni tors Tested (multiples of each)

DELL 2410f 15 kHz VGA | nage
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DELL 2410f CD32 nposite I mage 1

U2410f - No revision or date marked <span cl ass="highlight">or so | thought, it's on
a daft pull out tab, thanks for mentioning that Roy!</span>

Rev A02 (Septenber 2010) and Rev A07 (August 2012)

24" display, reported to have the best support and it has a tonne of

inputs, HDM, DP, 2 x DVI, VGA, Conponent and Conposite. |t even has

pi cture-in-picture! 1It's a very heavy nonitor though, 6 Kg w thout the
stand (which wasn't included)! Really, ny nonitor armstruggled with
it. | tested two of these nmonitors, | assume they're of sinmlar age

fromthe sane batch fromthe same seller.

DELL W2212HMc A1200 15 kHz VGA
o




DELL U2212HwVe A1200 31 kHz VGA
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U2212HVe - Rev A03 (June 2012)

A nice 22" nonitor which is a little nore nodern | ooking and nuch, much
lighter than the U2410f. It has DP, DVI and VGA inputs. Two nonitors
tested, both Rev AO3 fromthe sane seller

P2414Hb - Rev A00 (Septenber 2013 and Cctober 20213), Rev A0l (June 2014)
The P2414Hb i s another decently designed 24" nonitor, sharing the design
and inputs of the U2212HM | also got two stands and they're very nice
too, if overly... "Dell." 5 Monitors tested in this batch, 4 Rev A0O

and 1 Rev AO1 fromtwo different sellers.

Not e: Revision versions are something to be aware of. Sonetimes
different revisions of the same product code may not support 15 kHz

i nputs so be aware of that. This was nmy main concern as nmany nultiple
listings won't guarantee the item (and therefore revision) you'l
receive. It seens that Dell uses XXYY in these nodel nunbers where XX
is the size and YY is the year

Testing

To test each nonitor | used several RGB to VGA adapters - ny origina
silver A4000 390682-01 adapter, a buffered adapter from AM GAStore. eu

and a very nice AM-RGB2VGA U timate vertical line renmover. This
adapter has 3 DIP switches allowing you to filter out noise at various
frequencies (9.5, 18, 36 and 72 MHz). | used a PAL Ami ga 500 and tested

each nmonitor in turn with each adapter, first just to the Kickstart
screen and then | oadi ng Wrkbench 1.3 and a ganme (Troddlers) from
floppy. | was cautiously optimstic |eaving room for disappointment but
| was very happy to find that every nmonitor | tested di splayed 15 kHz!
There was very little signal noise and the display filled nbost of the
screen with little adjustnent needed. | did see vertical |ines when
using the first two adapters so | was interested to see what it would
ook Iike through the AM-RGB2VGA U timate. |t was nuch reduced, really
it made a big difference the lines were still there but much fainter
Wth sonme display setting tweaking you can reduce it further. | didn't
noti ce any ghosting, blurring or lag in testing or in subsequent use
across a variety of ganes. O course everyone and every nonitor is

di fferent and your gani ng experience may vary.

Since the U2410f has a conposite input | tried it with a PAL CD32, again
it worked without issues, obviously not as clear as VGA but fine for games.



The next thing to try was 31 kHz nodes in Wrkbench (Am gaCs 3.2) on a
PAL A1200, specifically how each nonitor copes with switching to and
from15 kHz for games. Again | had no issues with all the monitors

di spl ayi ng everything fromthe early boot nmenu, to ganmes, to the higher
resol uti on PAL and NTSC Wor kbench screennodes. | should say that
interlaced nodes still flicker, there's no flicker fixing but they are
di spl ayed correctly. O course you'll have to adjust your overscan
preferences, nonitor display settings and use a tool |ike MonSpecsMJ or
MonEd (and sone tricks) to get the best result. ['lIl go over this in
nore detail in Part 2 but the point here is the nonitors work
surprisingly well in my experience. You can have a rock solid display
of around 700 by 500 pixels with AGA and an RGB to VGA adapter and
switch to | ower resolution 15 kHz ganes/apps and back easily which is
amazing! Just like a nultiscan CRT nonitor.

I was hoping the vertical lines in the 31 kHz nodes woul d be reduced by
the AM -RGB2VGA U timate but the AGA chipset runs at a higher frequency
produci ng hi gher frequency conponents. However, when | aunching a gane
you get the same 15 kHz benefits with reduced |ines, Wng Conmander

| ooked brilliant with the AM-RGB2VGA U timate! 1'Il cover this nore in
ny AM - RGB2VGA U tinmate review

Concl usi on

After a lot of testing | can say that the U2410f, U2212HMc and P2414Hb
nonitors | received all worked with 15 kHz native Ami ga RG video via
simple 23 pin RGB to VGA adapters. In addition the U2410f worked with a
CD32 (and a BBC Master 128) over conposite. PAL and NTSC were both

di spl ayed and the picture quality is generally good with the sone

vertical lines present. A vertical line renover |like the AM - RGB2VGA
Utimte can inprove things noticeably. While these nmonitors are used,
may be di mer, have bl em shes or even fail, they are a solid option if

you can find themat a good price. Al of the nonitors tested are over
a decade old and past their prinme. Brightness and general condition

| ooks somewhat degraded and in nost cases | didn't even get a stand.
However they will work fine for my purposes and for those set ups

wi t hout RGB2HDM or an Indivision Flickerfixer. They're a cheaper
option than nany upscal ers and nmuch better than those cheap SCART to
HDM adapters. |1'mglad | gave them a chance.



The Amiga, you, us, the community

Am ga Conmunity - by: |van Sorensen

The Am ga, you, us, the comunity

In any hobby there is always conflict. Sonmetines it is between different
i nterpretations of what the hobby is always about. Maybe it is between
di fferent ages of users or between different sub-categories. Oten it is
about commercial interests versus hobbyists and sonetines it is sinmply
because people |like to argue.

The Amiga is no different and | think all of you reading this has seen
your share of debates, arguments and | ong standing feuds between
i ndi vidual s, groups and conpani es.

One of the joys of a hobby like retro conmputing is that it is both a

very comunal hobby and a very solitary one. The communal aspect is both
practical: If you want new software soneone has to code it, if you want
new hardware soneone has to build it. It is also human: W like to talk
about our shared interests, show off neat things we have and indulge in a
bit of past history and nostal gia.

If you are trying to nake something work, it's hel pful to have soneone to
ask. If you just beat Breathless, it's nice to have soneone else tell you
"good job".

On the other hand, retro computing is also often a solitary experience:

Wet her you are a builder, a tinkerer, a musician or a gamer, odds are you
do nuch of it alone. There is a zen to sitting and working w th sonething
that you not only do on your own, but the activity is not a common or shared
one. You can di sappear into your thoughts for a little and ignore the world.

Wth the transition of this publication to a new editor, | thought it was a
good tine to perhaps give an encouragenent to Amiga users and that is to be
a user of the Am ga.

Per haps that sounds self evident but let me explain. The biggest danger of
the Ami ga scene is not the infighting or the conmpanies or the tribes. It is
apathy. It is ganmes being devel oped wi thout being played, hardware being
tested for 2 minutes and then put away, systens that get booted once in a
while to play a demp and then sit for nonths.

For the Amiga scene to continue flourishing, it needs action. It needs
peopl e doing things. It needs to be a conmputer. Use your Am ga. Find
sonet hi ng you have never done before. Transfer an activity to the Ami ga.
Conpl ete a gane series you always wanted to. If you buy a new piece of
hardware, |et people know how it worked not just for a benchmark but in
consi stent usage. If a gane is released, give feedback to the creator and
hel p track down bugs.

Al'l things eventually pass. The Amiga will too. But if |I don't it is today.



ChatGPT and Amiga: How Wrong Can It Get It?

Chat GPT and Anmiga: How Wong Can It Get It? - by: Tinpo Paul

When | had an idea for a new article | thought it could prove to be
interesting to ask ChatGPT for help, to see in a way how nuch of the heavy
lifting it could or not do. The nmain idea of the article was to investigate
some of options for patching a Kickstart ROM aside from what sone people
m ght think of this as being unnecessary, this cane about from my | ast
article about patching a Kickstart ROMto nake an NTSC Ami ga boot into PAL
by default, Excursions Into NTSC

Prior to this article | had not paid too nuch attention to what can be done
to Kickstart, but my article kickstarted (sorry!), nmy interest into what is
possible. Fromny |imted know edge, | knew about the PAL patch and the

El DE. devi ce that can be added to allow users to boot fromthe onboard |IDE
on the TF1260, but what else is there? So, | went off to Chat GPT and typed
"What ROM nods can be applied to Amiga Kickstart ROVS?" and it came up with
t heses answers. Apologies for the length of this, but since we are an Am ga-
Gui de magazi ne we can get away with this type article. So, w thout further
ado let's get into it

Questi on:
VWhat ROM nods can be applied to Am ga Kickstart ROVS?

Chat GPT Answers:

Am ga Kickstart ROVE can be nodified or patched in various ways to
enhance functionality, conpatibility, or add features. Here are sone conmon
nodi fications (ROM nods) that can be applied to Ami ga Kickstart ROMVs:

<span class="fill"><span cl ass="highlight">1. Custom Boot Logos or Thenes</span></span>
Modi fy the startup screen to include custom | ogos, colors, or text.

Tool s |i ke LogoHack allow editing of the startup nessage or graphical

el ement s.

#Poi nt 1:

The first point that it nentions is a real patch or hack that can be done
but the software LogpoHack does not exist, the real software is called at
Anmi gaBoot Logo

=> https://github. conf JensRest nei st er/ Anm gaBoot Logo

We can discuss if this a usetool tool or not since many people use a hard
di sk nowadays but this is not in the scope of the article.

<span class="fill"><span cl ass="hi ghlight">2. Fast ROM Fast Ki ck Pat ches</ span></ span>
Enhance system performance by optinizing routines in the Kickstart ROM
reduci ng boot times, or inproving nenory access.

#Poi nt 2:

Oiginally | thought Chat GPT was referring to addi ng El DE. device for faster
hard di sk access. But as was pointed out on EAB it is referring to the

novi ng of the ROMinto Fast Menory via Fast ROM whi ch does speed up Wrkbench
actions.

<span class="fill"><span cl ass="hi ghlight">3. WHDLoad Conpati bility</span></span>
Patch Kickstart ROVs to inprove conpatibility with WHDLoad, which all ows

you to run old ganes and denps fromhard drives. This may invol ve addi ng

mssing libraries or nodifying existing conponents.



#Poi nt 3:

Hm this definetly put up ared flag for nme, the entire reason for WHDLoad
is that it allows ganes to be booted up on all systens fromthe hard di sk,
it does not make sense to "inprove" WHDLoad conpatability fromthe

Ki ckstart.

<span class="fill"><span class="highlight">4. Wrkbench Enhancenent s</ span></ span>
Integrate nmore recent or custom versions of Wrkbench libraries and
utilities, such as:

Set Patch (for additional updates).
Updat ed versions of exec.library, intuition.library, or other key system
conponents.

#Poi nt 4:
This time ChatGPT got it right, you are able to update the ROM wi th updated
ver si ons.

<span class="fill"><span class="highlight">5. Kickstart 1.3 with 2.0+ Features</span></span>
Add features fromlater Kickstart versions (like 2.0 or 3.1) to ol der ROV

(e.g., 1.3), such as inproved fil esystem support or better nenory

managenent .

#Poi nt 5:
In theory this is possible, as one user on EAB conmented they have seen users
have added the SCSI.device to 1.3 ROMWs.

<span class="fill"><span class="hi ghlight">6. Add Fil esystem Support </ span></ span>
Patch the ROMto include additional or updated filesystemdrivers, such as

support for FAT32, large partitions, or nore efficient filesystens |ike PFS

or SFS.

#Poi nt 6:

Ahh, another red flag again, the file systemis contained on the harddi sk in
the Rigi dDi skBl ock (RDB) part. Think about when you update an Am ga harddi sk
to Professional File Systemfor exanple, this data is being copied to the
hard di sk not the ROM

<span class="fill"><span class="highlight">7. Preloading Key Utilities</span></span>
Integrate commonly used tools, such as HDTool Box or early versions of
network drivers, directly into the Kickstart ROM

#Point 7:

Add useful tools to the ROM hmmmthis does not seem possible, just
considering the space limtations of the ROM would nake this this just
anot her Al "Hal [ uci nation".

<span class="fill"><span class="highlight">8. Bug Fi xes</span></span>
Sone Kickstart versions have known bugs. Conmunity patches are available to
fix these issues, especially for Kickstart 3.1 and earlier versions.

#Poi nt 8:
Interesting this point, essentially what is it talking about is Kickstart
3.2 which as you all know is now at version 3.2.2. Alnost there Chat GPT.

<span class="fill"><span cl ass="hi ghlight">9. Deconpressing or Conpacting the ROW/span></span>
Use tools to deconmpress a Kickstart ROMto anal yze or nodify its content.

Conversely, you can conpact nodified ROVs for use in hardware with linited

st or age.

#Poi nt 9:

As far as | know the Kickstart is not conpressed, double checking about this
on EAB confirmed that. Definitely getting into the zone of "hallucinations"”
now

<span class="fill"><span cl ass="hi ghlight">10. Am gaGS 3. 2+ Updat es</ span></ span>
Oficial updates to Amiga Kickstart, like those introduced with Anmi gaCs 3.2



or 3.2.2, bring quality-of-life inprovenents, better hardware support, and
bug fixes. Conmunity nods nay replicate or extend these features.

#Poi nt 10:
Thi s seenms redundant as we al ready have updated ROV with each new rel ease
of GS3. 2.

<span class="fill"><span cl ass="hi ghlight">11. Locali zati on</span></span>
Integrate support for additional |anguages, |ike adding |ocalized keyboard
mappi ngs or | anguage-specific libraries.

#Poi nt 11:

Pointl ess, the entire reason we have Locale if for this reason and it is a
better solution since you can change and save your prefs, if this was kept
in Kickstart you would be unable to save your settings.

<span class="fill"><span cl ass="hi ghlight">12. Custom ROVs for Emul ati on</span></span>
Modi fy Kickstart ROVs for specific purposes in enmulators |ike WnUAE or

FS- UAE, such as enabling specific CPU or chipset configurations that aren't

st andar d.

#Poi nt 12:

This seenms |ike a conplete "hallucination" to nme, enabling chipsets for
exanpl e woul d be done via the UAE settings. Plus if, as we are, considering
this in a real Amiga, you are stuck with the chipset you have. W have dived
out of the real world and are firmy in the real mof Al "hall ucinations".

<span class="fill"><span cl ass="highlight">13. Integration of 3rd-Party Libraries</span></span>
Directly include libraries like warp.library, mathffp.library, or

mat hi eeedoubtrans.library to i nmprove nmat hemati cal operations or other

speci al i zed functi ons.

#Poi nt 13:

Now we are finally back in the realmof reality, this has been done, an
exanpl e are the ROMs that have the ElDE. devi ce added so peopl e can boot from
the faster TF1230/60 IDE port. However, it is rare to have |libraries added
to the ROM

<span class="fill"><span cl ass="highlight">Tools for ROM Editing: </ span></ span>
Remus: A tool for disassenbling, editing, and reassenbling Kickstart ROVs.
Phoeni x: Allows for nore extensive custom zations, including adding or

renovi ng nodul es.

Ki ckMaker: Hel ps to build custom ROV for specific needs.

UAE ROM Scanner: Useful for testing conmpatibility with nodified ROVs.

Renenmber to always work with | egally obtained ROV and respect copyri ght

| aws when nodifying or distributing them

Wth recommended software, you do have to be careful with ChatGPT, it can
for the nost give you accurate/correct answers, however there are tines
where it starts to make up stuff. | did an Internet research to see if any
of the software | was recommended exists, as the first software
recomendati on in point one was incorrect.

Remus, is a real tool and still available for downl oad.
=> https://ww. doobreynet. co. uk/

Phoeni x does not appear to exist according to ny searches, however if | am
wong in this please contact the nagazine so | can update this in the next
i ssue.

Ki ckMaker al so does not cone up in ny searches, so another "hall ucination"
but again if I amwong pl ease contact the magazine so this can be
rectified in the next issue.

W nUAE ROM Scanner, | amnot sure what ChatGPT is trying to say here, from
what | know you can set up WnUAE to scan for ROMs upon starting W nUAE but
| do not use a PC and use FS-UAE on the Mac instead. |If anyone knows nore



about this please contact the nagazine.
Fi nal Thoughts

It seems |ike Al has suddenly become a very large part of our lives, while
it has existed in various forns via video ganes, content suggestion and

i nternal application support, ChatGPT was the first tine we got a form of
Al that represents what we have seen and read in science fiction. Wile it
is undeniable that Al is here and will is already helpful in our lives

we still need to careful. |Inmagi ne soneone doing a report on retro conputers
for school and chose the Am ga. They will have had no experi ence and nost
likely will choose Chat GPT. The information they will get will be incorrect
but they will be unaware of having received incorrect data. As we put nore
content onto the net, content that has been created with Als that get their
information fromthe Internet, we will create a sort of feedback | oop where
Al will be creating answers and content based on the content that was
created by it in the first place and then posted to the Internet. In a way
you could say that Al will start eating itself, a terrifying though for

the future.

VWhile | do not paint a rosy picture of the future with Al, | still do
believe in its potential.

| use Chat GPT to support my |essons, though | always have to doubl e check
the spelling and sentence structure when it creates sone text for ne. In ny
case | deal with | earners who have dyslexia and often need to create
sentences or gane ideas and when | am overburdened Chat GPT has been hel pfu
but it also has given incorrect spellings and sentences that |ack nuance
and meani ng. For nme ChatGPT is a good way to get new ideas but it is

sonmet hing that | do not trust and always have to double check its output.



Increase interest in your pixel art

Increase interest in your pixel art - by: Roald Strauss

I"'ma big fan of nultiplatformreleases. | |ike how Whatl|lFF? Magazi ne can be
experi enced on both Anmiga and nodern phones, tablets, and conputers online
via <a href="https://ww.taws.ch">https://ww.taws.ch</a>. 1| also

like that it now includes an option of playing background music while
reading, as well as a "Dark Mdde" option, thus offering multiple variants of
t he magazi ne. By being available on multiple platforms while offering such
preference options, it becones interesting to a bigger group of readers.

Simlarly, | also find it cool when gane-devel opers create their ganes for
nmultiple platfornms. It is for this reason that |, as a nusician, enjoy
making nultiple filetype versions of ny tracks, so they can be used by
ganedevs targeting different platforns.

| wote an article about this back in WatlFF? Magazi ne issue 2.11 called

"<span class="hi ghlight">Custom Miusic vs Stock Misic</span>". Instead of just creating an
MP3 file, | also export and convert to as many other formats as possible,

such as XM MOD, M DI, SNESMXD etc. | even offer sone of these filetype

versions in different qualities / filesizes. The M version, for exanple,

is often offered in both a high quality 14-bit version, as well as a nmedi um

and low quality 8-bit version, thus logically matching different Iimtations

and constraints of various platforns.

Here over a year later, 1'd like to revisit this topic; "nmultiple versions
of your art", but this tine focusing on another art form Pixel graphics.

Looki ng back, | have to acknow edge that the only reason |'ve been selling
t he amount of licenses | have for nmy nusic, is exactly because ny tracks
have been available in nultiple filetype versions. | can especially thank

one particular variant of these "exotic" filetypes. <span class="highlight">The Am ga Protracker
format </ span> is without a doubt the filetype I'mgetting the nost requests for

Not from Am ga devel opers though. It's nostly been fromAtari Jaguar

devel opers. But that is besides the point. The point is that it has paid

off for me (and the ganedevs too of course) to create and offer different

filetype versions of ny tracks.

So what does this have to do with graphics? Well, in short: If this approach
works for music, then it should logically also work for graphics, don't you
t hi nk? Perhaps even nore so, since the denmand for pixel art seenms to be much
hi gher than the denand for nusic. At least that's the inpression |'mgetting
when browsing the various ganmedev rel ated Discord servers and forunms here
and there. The anmount of requests for pixel graphics and artists seemto

out nunber the requests for nmusic and nusicians at least 10 to 1.

When hangi ng out on these creative sites, | often see graphics artists (as
wel | as nusicians) scouting for a teamtoo hook up with, and/or a gane
project to becone a part of. But | rarely see anyone actually hooking up
despite them being rather persistent about it. Finding a good match isn't
sonet hing you just do. And that's one of the reasons why | instead prefer
to just do ny nusic when | want how | want. Then the right ganedevs can
find ny tracks on Indi eGaneMusic.com and request a license. Overall |ess
time demanding for all, cheaper for the ganedev and less frustrating for
ne.

"' mthinking there nust be pixel artists out there who'd Iike that too?

I nstead of wasting tine searching for custonmers, just spend the tine doing
what ever art you feel |ike doing, whenever you feel |ike being creative, in
what ever style that intrigues you at the time. Then convert to nultiple

pal ette versions to increase the nunmber of potential customers. Put al



versions on display online and wait for the right ganedev to find you.

| see a |lot of pixel artists posting exanples of their work here and there
already. Quite often rather inpressive huge tile sheets, which they've
clearly put a lot of work and time into. And it's usually done with a
rather limted palette; only a few col ours used, just |ike pixel graphics
shoul d be.

Unfortunately, the colours used are often picked froma 24-bit palette,

and nost of the classic platforns can't display that many col ours, which
neans that the graphics sinply aren't conpatible with these classic
platfornms. And | think that's a shanme, because the devel opers on these
classic platforns are obvious potential custonmers for pixel graphics. It is
after all where pixel graphics originated from And all of those graphics
could be made conpatible with a ot of these classic platforns

with very little effort.

And we're not just tal king about a handful of nore potential custoners.

Al most all of the classic platforns has had active conmunities for decades.
And quite a |l ot of ganes are still being released for all of themtoo,
because of annual ganejans taking place in each community nowadays. So
supporting these classic platforns should logically result in a noticeable
increase in potential custoners for your pixel art.

This will of course nmean that your custoners mght not come fromthe

pl atform you i magi ned. But does that matter? Personally, |'m happy as |ong
as nmy tracks get used in a gane on any platform | really don't care what
platformit is, do you?

Devel oper's notivation

| recently created a post on a retro gane devel oper forum asking the
devel opers what nmade them keep the notivation to devel op ganes for the
classic platfornms. The replies can be summarised into 12 statenments:

1. Having tools to speed up the boring parts of the devel opnent

2. Being able to create releases for nultiple target platforns with
relati ve ease

3. Receiving a cup of coffee, or sone other token of appreciation every
now and then; a sale or donation or even just positive feedback for a
gane they created

4. Being able to continue the work on the gane qui ckly whenever there's a
little free tinme avail able

5. Having fast'n'easy access to stock assets |ike nusic and graphics,
and/or be in contact with artists who will and can deliver assets

6. Having fast'n'easy access to | ook-up know edge dat abases, and/or be
in contact with other people who can hel p out

7. Being challenged technically and creatively (just enough to still be
able to sol ve everyt hing)

8. Achieving technical results that people didn't think was possible /
haven't seen before on the particular platform

9. Being allowed to do things his own way, wthout being told to do
things differently. This goes for both the devel oper, nusician and
artist

10. Finding a project where (alnost) all parts are interesting
11. Avoiding pressure from people who are inpatient for the project to

be compl eted: Don't announce the project before it's (al nost)
conpl ete



12. Preventing piracy of the finished project

Nunber 5 was particularly interesting. It essentially tells us that we
as artists can in fact notivate devel opers to nake nore retro ganes,
sinmply by creating and offering stock assets to them Your graphics m ght
even be the very thing that inspires themto get started on a project!

In other words, you can potentially create your own custoners sinply by
being creative and offering the world your creations.

And by making different versions of your graphics, it'll increase chances
of matching a ganme project. Mst pixel artists are already hal fway there:
You've already limted the nunber of colours used. So all you need to do
now is to replace those colours with colours that are actually avail able
on each platform The only question is: How nmuch are you willing to change
your original graphics? That's often a matter of pride. Personally, I'm
okay with a lower quality version of my mnmusic existing, as long as there
al so exists a higher quality version

VWi ch classic platforns can we expand to?

A few of the classic platforms do actually offer a 24-bit palette. For

exanpl e; <span cl ass="hi ghlight">Atari Jaguar</span>, <span class="hi ghlight">N ntendo 3DS</span>
<span cl ass="hi ghlight">Sega Saturn</span>. And let's just throw in the <span cl ass="hi ghli ght">N
it technically only displays a 21-bit palette. So your graphics are already

usabl e on those platforms, wthout making any changes to them

Posteri sing your 24-bit graphics down to a |lower level, so it becones

conpati ble with ol der devices, won't present a huge difference at first

either. At 18-bit (262,144 possible colours) you can add the <span cl ass="hi ghlight">Ni ntendo DS<
and <span cl ass="hi ghlight">VGA SVGA pl atforms</span> to the list, and it's doubtful you'll be ak
see any significant difference in your graphics, despite going froma

palette of 16.8 mllion possible colours to "only" 262,144 possi bl e col ours.

At 16-bit (65,536 possible colours) you can include the <span class="hi ghlight">Sharp X68000</ spa
And going further down to 15-bit (32,768 possible colours), you can add

t he <span cl ass="hi ghl i ght ">Super Ni ntendo</span>, <span cl ass="hi ghli ght">Ganmeboy Col or </ span>,
to the list of potential customers.

Keep in mnd that even though the platforns are capabl e of displaying

all of these colours, there's also a limtation on how many di stinct

colours they can show on the screen at the same tinme. So far this numnber

has been above 255, except for the <span class="highlight">Gneboy Col or</span>, which can only s
56 sinmultaneous colours on the screen

At 12-bit (4,096 possible colours) we find the <span class="hi ghlight">Atari STE</span>, <span cl
<span cl ass="hi ghlight">Apple Il GS</span>, <span class="hi ghlight">Gane Gear</span> and <span cl a
si mul t aneous col ours is now down to just 16 and 32. At this level, you

shoul d al so note that the <span cl ass="highlight">Anstrad Plus</span> only has a resolution of 16
pi xel s - and each pixel is double as wide as the height (2:1 ratio).

However, it also offers 16 hardware sprites at 16x16 pixels in a 1:1 ratio
with its own 16-colour 12-bit palette. So at this |evel, the conversions
begin to be a bit nore conpl ex.

Then we reach the 9-bit group (512 possible col ours), which consists

of <span class="highlight">Atari ST</span> (16 sinultaneous), <span class="hi ghlight">Sega Genes
<span cl ass="hi ghl i ght">M5X2</ span> (256 sinultaneous), and <span cl ass="hi ghli ght">TurboG aphX- 1
(482 simul taneous).

At 8-bit (256 possible colours) we find the <span class="hi ghlight">Enterprise</span> (16 sinulta
colours), and at 6-bit (64 possible colours) there is the <span cl ass="highlight">Sega Master
Syst enx/ span>, whi ch can show 31 sinul taneous col ours, and <span cl ass="hi ghlight">EGA pl at f or ns<
whi ch can show 16 sinul taneous col ours.

Can we go |l ower? Yes, we can! The <span class="highlight">Anstrad CPC</span> has a palette of jus
27 colours, of which it can show 16 sinultaneous colours in a resolution
of 160x200 pixels in a 2:1 ratio. The <span cl ass="hi ghli ght">Commodore 64</span>, with 16 col our



show all 16 at the same time in the sanme resolution as the <span class="highlight">Anstrad CPC</s
Though it has sone other restrictions regarding the nunber of simnultaneous

colours in each 8x8 pixels. The <span cl ass="hi ghlight">Combdore 64</span> al so of fers hardware
of 24x21 pixels single colour, or 12x21 pixels 2:1 ratio 3-col our sprites,

of which 2 col ours nmust be shared across all sprites. And the <span class="highlight">N ntendo
Entertai nment Systenx/span>, with a palette of 54 colours, can show 25 at the

sane time.

As you can see, the further down the Iist we go, the nore linited and
conpl ex things beconme. So it's up to you to deci de how nuch effort you
want to put into it, and pick the platforms you want to nmake your graphics
conpatible with. The | ower you go, the nore platforns you'll cover, but
the conversion will al so beconme nore conmpl ex, and your graphics wll | ook
increasingly different fromthe original. (Unless, of course, it was
designed with one of these snall palettes fromthe start).

A few hel pful tools

There are many conversion tools you can use for this kind of work. |'m

not going to nake a huge list. Just nentioning a few At <a href="https://ww. 8bitworkshop. com' >h
there's an online tool called <span class="highlight">Dthertron</span> which will convert an in
to various classic platforns. <span cl ass="highlight">G af X2</span> is another tool that many pi X
artists use to create or convert graphics when targeting these classic

pl atforns. <span class="hi ghlight">Convl ngCPC</span> is a converter specifically for converting
to the Amstrad CPC and Anstrad Pl us.

You can al so downl oad pal ettes for the various older platforms, instal
themin <span class="highlight">G MP</span>, and then convert inmages to each palette by indexing
hi gh-res pictures while applying dither

Were's the gol d?

So the next question is, of course: "Which platforms are worth the effort?"
probably thinking it nust be the ones that have the nobst active homebrew
scene. Logically, whichever platforns have the nost annual gane rel eases
nmust be the ones worth targeting, in order to get a higher chance of a sale,
right? Well yes, but that's not my own personal experience. It also

depends on how many other eager artists the platformalready has, and

whet her your style happens to match an ongoi ng game project on that

pl at f or m

But let's just list a few stats for 2024 anyway. Number of gane rel eases per
platformin 2024:

Pl at f orm | # | Source
_____________________ e
Am ga 38 | enpnami ga. com
Anstrad CPC/ Pl us 60 | cpc-power.com

Atari ST/ TT/ Fal con 23

| |
| |
| |
Commodor e 64 | 121 | | enmon64. com
| |
| |
| |

DO 30 DOS (CGA/ EGA)
MBX 250 nmexganeswor | d. com
Sega Master 32 snmEpower . org

A brief look at that short |ist would suggest that MSX is "the" platform
to target, since it had 250 gane rel eases in 2024.

But: The devel opers | ampersonally getting the nost requests from

cone froma platformwith only a few annual gane rel eases. So your
custonmers won't necessarily come fromthe nost active platforms. They
may conme from whatever platformyou decide to support, by creating a
version of your artwork that's conmpatible with that particular platform
W& never know where a potential match resides.

A few exanpl es

Curious to see how much effort it would take to do such graphics

conversions, | did a couple of tests nyself: | tried converting 2 inmages

and a spritesheet. (Spritesheet taken from<a href="https://ww. ukkosj ourney. coni'>https://wwv. ukk
be found in the Coverdisk folder of this issue, and one of the exanples



can al so be seen at <a href="https://ingur.com a/ Vn6XGPF">https://ingur.com a/ Vn6XGPF</ a>

(My apol ogies to the sensitive people for using an Al-generated inage
for one of the exanples. It was ny very first (and probably also |ast)
time ever using an Al-generator. I'mno artist nmyself, and | needed an
imge | could use for the experinent, so...)

Conclusion: It really didn't take much effort to do the conversions. In
fact, it was so easy to do that |I'mhaving difficulties understanding
why we aren't seeing pixel artists doing this nore. Real artists would
of course want to polish the results to make them even better, but it's
still ny inpression that the whole thing is a rather effortless process.

The vision | inagine with the exanples | created, is that the devel oper
nust add the title of the gane, as well as credits info, and then use
the image either as a | oading/splash screen or a title screen for his gane.

Ofer an attractive |icense nodel

Your artwork is nowtargeting all the ganedevs on a wi de range of classic

platfornms. Including a bonus group of gamedevs: The ones who are interested

in creating their gane for nultiple platforns. Especially if one |license

covers all palette versions. That's what | do with ny nusic: Devel opers

who buy a non-exclusive resale license for the MO version of ny track

are also allowed to use the high-quality WAV version for marketing videos,

or use the WAV file to create an audio CD with the game's soundtrack, to

include with the physical edition of the gane. And if the devel oper wants

to create and rel ease the gane for both <span cl ass="hi ghli ght">Am ga</span> + <span cl ass="hi gh
Ni nt endo</ span> + <span cl ass="hi ghli ght">N ntendo 64</span> + <span cl ass="hi ghl i ght" >M5- DOS</ sp
and M DI version of nmy track with a single Iicense. For me, a non-exclusive

resale license covers a gane title regardl ess of how many pl atforns and

filetypes.

(I't"s another thing with the <span cl ass="hi ghli ght">pl atform excl usive |icense</span> though
That one has to be paid per platform- if the devel oper wants
exclusivity that is). It's good to offer options.

So you can do that too: Grant a single |license permission to use al

pal ette versions of the graphics for the project, no matter how nany
platforns the ganme is released for. This will nmake your assets nore
attractive. Even if the gane devel oper ends up only nmaking a single version
of the gane, the fact that all the graphics (and nusic) is available for
multiple platforns mght be the very thing that nakes the devel oper choose
your assets instead of other offers.

O fer 24-bit high resolution posters

And that brings ne to another thing the graphics artist can do to becone
even nore attractive: Create your title/splash screens in 24-bit high
resol ution, and then scale down for the | ow resolution platforns. Because
that way you'll be able to offer the retro devel oper a high-quality poster
for his game, which he can choose to include as a large printed physica
version in a physical edition of his gane.

Sone of these retro ganedevs quite enjoy naking physical editions of their
ganes, and include all sorts of accessories with it. It's all part of the
fun for them So by offering this option fromthe start, it will nmake your
assets pack even nore attractive.

Consi der even nore pal ette versions

This article has focused on howto target nore platforns with your pixe
graphics, by adjusting the palette to becone conpatible with the classic
platforns. But there is al so another way you can increase the interest in
your pixelart with nultiple palette versions: By nmaking different |ighting
variants of your graphics. If you created a spritesheet with daytinme
lighting, then also create a variant with nighttine lighting. That way it'l|
beconme attractive to two ganedevs with different settings in mnd - and/or
those who wi sh to have both settings available in the sane gane.



W appi ng up

Since you're still reading this, | assune you're beginning to see the
potential advantage in offering nultiple versions of your pixelart. So
the only thing we have left to figure out now is: \Were do you display
your artwork in all of these different palette versions?

And that is indeed a good question. Because | sadly don't know of any
site that offers such a detailed indexation of artwork. And | don't

expect anyone will ever be making such a site either. (Never say never

of course). The only reason nusicians |ike nyself have a site |ike

<a href="https://ww.indi eganenusic. coni >https://ww.indi eganmenusi c. conk/a> that offers such a de
search options for nusic, is because it was made by sone geeky nut with a
big passion for it. (Yours truly).

So | don't really see any other options for you than to keep using the
sites you're already using, and sinply start addi ng nanes and search
tags of conpatible platforms to your entries, so that they have a chance
of being found by ganedevs on those platformns.

If there happen to be another geeky nut out there with a | arge anount

of passion for stock graphics in nmany forns, he/she has ny full support
and encouragenment to start creating |Indi eGaneG aphics.com:-)

Good luck with all your projects in the futurel



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

-= Paul Vince: Amiga Gane Sel ector (AGS) =-

Am ga Gane Sel ector (AGS) creator Paul Vince sits down with WatlFF? to

di scuss the devel opment and future of AGS.

-= Rob Cranl ey: SOLAS Board=-

We talk to the nmind behind the SOLAS board, how it cane to be and what it
can offer to Am ga users.

-= Tinmothy Deters: Final Witer Update =-

Wth the | atest update to Final Witer out in the wild we have a quick chat
to the man behind the | atest updates.

#Tal ki ng Amiga - WatlFF? Issue 4.16 - April 2025#



Rob Cranley Interview

Interview. Rob Cranley - SOLAS Board by Tino Pau

1. Hello Rob, thank you for agreeing to this interview, to start with can
you tell us about yourself?

My pleasure! |I'm Rob, originally fromlreland but currently living in
Scotland. |'m an engi neer with a background in automation and contro
systens, and | work devel opi ng nedi cal devices. My previous job invol ved
sone robotics and autonmation work, so a bit of hardware, software and
firmvare devel opment, but my current job is nore towards the nmaterials
engi neering side of things. My Am ga hobby hel ps keep that coding and

el ectronics part of ny brain going.

| was always interested in electronics and coding, and started out both at
an early age, first on nmy school's BBC Mcro and then on my own Atari 800XL.
Experinments as a 12-year-old building DY add-ons for the poor Atari didn't
end well, and it ended up danaged. As a result, | ended up getting an Am ga
as a replacenent, and have been using them ever since. (You'll be glad to
know that | recently rescued that old Atari fromny parents' attic and
repaired it, and it's now fully working!)

2. You created the SOLAS board, can you explain what it is and does?

Solas (Irish for light) is a snmall board that's intended to fit on the Am ga
1200 cl ockport. The primary function is to give the Anmiga the ability to
control RGB LEDs, simlar to those commonly found in nmodern gaming PCs. It
uses standard connectors comonly used on PC not herboards (often called
ARGB, 5VDG or ot her nanmes) and comunicates with the LEDs using the sane
protocol, so standard PC LED strips, fans and so on can be controlled. The
controller on Solas will display the LED patterns autononously; software on
the Amiga side is only required to change the settings (e.g. the pattern

col our and speed of the LEDs), or to access sone of the extra functions it
has to offer.

Through the magi ¢ of feature-creep, Solas ended up with many other features

too. It has inputs for tenperature sensors, a fan speed controller, a

cl ockport splitter, an audio input (so that Solas can nake the LEDs react to
audi o), and an i2c port which lets you attach various small devices such as

LCD screens, environnental sensors and nore. The LCD can be used to display

the readings fromthe tenperature sensors, as well as nessages sent fromthe
Ami ga.

On the software side, there's a main control programthat lets you adjust
the settings, as well as a comodity for reporting the tenperatures and
controlling the fan speed, and an ARexx host to allow the use of ARexx to
control Solas. The software is nostly finished and usable, but there are
still tweaks happening and so there might be nore features added in the
future...

3. You have gone through several iterations of the board, how different is
the current version fromthe first rel ease?

Well, it depends on how you look at it. In basic terns, the najor functions
are all the sanme, but the first couple of versions were essentially
prototypes. The first version even uses a different controller chip! But
nost of the changes beyond that are small - things like adjusting the shape
to accommodat e sone | ndivision boards, switching to a 4-1ayer PCB and fixes
for edge cases that were di scovered by various beta testers. There were bus
i ssues that only showed up with certain accelerators, for exanple, and were
due to a comnbination of shortcuts taken by some accel erator makers and



i ncorrect assunptions on ny part.

In total there have been 7 versions of the PCB, and |'m hoping | have al
the maj or hardware issues sorted by now

4. The SOLAS is quite a unique product what gave you the idea to create it?

Solas started out as a very sinple project. One of ny friends in the
Scottish Amiga user group asked me if | could add a 5V power connection

i nside his A1200 to connect to a Bifrost to enable the high brightness
nodes, and also to allow himto connect sone other LEDs internally. No
problem | said. But it was during the Covid | ockdown so | had a bit of time
on ny hands, and very quickly the project changed frombeing a small cable
adaptor for the floppy drive power connector to a PCB. Once it reached that
point, | thought about having the Ami ga control the LEDs, and for that,
connecting it to the clockport made sense.

|'ve al ways enjoyed programring PIC chips, and so | chose one that suited
connecting to the clockport. Once | had that chip, | realized there were
many pins |eft unconnected, and started thinking about what else | could use
them for. Tenperature sensors were an obvious one, as was the audio
sanmpling, and | kept adding nore functions until | had used up nost of the
pi ns.

Because the board had some 5V and 12V power pins exposed, there was a risk
of short circuits causing sone serious danage inside the Amiga. To reduce
this risk, | decided it would be best to have the board nounted directly on
t he A1200 not herboard. That way it had a "proper" |ocation and wouldn't need
sone ot her method of securing it inside the Anmiga case. But since there are
lots of other devices out there that also connect to the clockport, | felt
it was a good idea to integrate a clockport splitter on the board as well,
something | first built in the '00s to allow ne to run a Catweasel and a
Hyper COM 3 card at the sane tine.

5. Were you confident in there being a market for it?

To be honest, | didn't really think about it that nuch. RG lighting isn't
really something I'mbig into nyself - | don't mind it, but it doesn't
bother ne either way. The nain plan was to just build a few, mainly for the
original friend who wanted the LEDs and ot her |ocal Am ga users who liked
it. But npost of the people who saw the prototype working did say that there
would be a lot of interest init, and so there is!

6. What difficulties did you encounter during devel oprment, if any?

Well, | already touched on one of the issues regarding certain accelerators
and bus timng, but there were Iots of other little bunps along the

devel opnent road. Another issue arose when trying to control the LEDs

t hensel ves. The PIC chip chosen for the board is reasonably powerful and
runs at 32MHz, but norrmal C code was too slowto reliably conmunicate with
the LEDs, which use a very tightly tined bitstreamto set the R& val ues of
each LED in turn. | eventually solved it by using assenbly for the tim ng-
critical LED refresh routines, and it's been fine ever since. This timng
does nean the LED refreshes always get the highest priority, and other
conmuni cati on has to be paused briefly, which neant the comunication with
t he host Ami ga over the clockport had to be carefully nmanaged.

7. Since the release of the A1200.net translucent cases have you seen an
increase in interest?

Yes, | think so! There has been a steady stream of interest since | started
showi ng Solas to the world, but | really noticed it at the Kickstart show in
the UK. There were a nunber of people with the new col oured "Asahi" cases
there, and they were all asking ne about getting one. Unfortunately | didn't
have the boards available at the time, but | think nost of them have one
now.



8. Was it necessary to nodify the boards in any way to fit the newer cases?

No, Solas is nmainly designed to fit directly on the notherboard and doesn't
really interact with the case itself, so no adjustnments were necessary. But
since it was released |I've had quite a few people ask nme about versions for
di fferent cases, |ike Checkmate cases and bi g box Am gas..

9. Currently the SOLAS is only available for the A1200, do you have plans to
make versions for the A500, A600, or even big box Am gas?

| didn't initially, because it was so tied to being physically nounted on

t he A1200 cl ockport. But so many peopl e asked ne about it that | nodified
some of the beta boards to be used with a clockport cable instead.

El ectronically, there's no difference, but connecting with a cable neans it
can be nounted anywhere and connected to any clockport, including the
various adaptors available for the A500 and A600, and the cl ockports
commonly found on Zorro cards. Sone software changes were required, but
Solas works with all of these extra clockports that have been tested.

Mounting the board is a key consideration for such setups however, because
of the danger of shorting out the power rails to other parts or the case,
and there are so nany different possibilities that it's inpossible to suit
every situation. There are mounting holes in the PCB though that can be used
to nmount it on suitable spacers or simlar. Recently though, a guy going by
the handl e of Kavanoz has created an | SA card specifically for mounting
Solas. It fits in the nostly unused | SA slots that are present in nmany big-
box Anmi gas, and provides a safe way of nounting Solas. A clockport
connection is still required using a cable to a nearby Zorro card, but power
is provided through the 1SA slot. A small nodification to Solas is needed
for this to work (noving some connector pins to the rear of the board, but
not hi ng too conplicated.

10. Do you have plans for additional features?

Yes and no. The hardware is nore or |less feature conplete, but there are a
few things on the to-do list on the software and firmvare side. One big
thing is to start using interrupts for comunication with the Am ga. This
wi Il nean data transfers can be faster and nore reliable, but the current
system wor ks wel |l enough for nobst uses so it's a long-termgoal. | also want
to add support for nore i 2c devices, and ideally develop a driver library
for it that's conpatible with the de facto standard i2c.library APl that's
used for sone other i2c inplementations on the Anmiga. This would all ow
conpatibility with any devi ces supported on those other controllers. But a
particular i2c nodule |'m hoping to add support for is one to neasure
vol t ages and power consunption internally, so the PSU output can be

noni tored through software on the Aniga side.

O her long-termgoals on the software side include creating a standard API
for REB lighting, and another for tenperature sensors, thus opening the
door for anyone to wite software that supports sensors on new accel erators,
ot her clockport tenperature nodules, i2c sensors and so on. Al | need is
time ;) O someone who can wite library code to volunteer for the job.

11. Have you ever been surprised at how peopl e have been used the SOLAS?

I think npost people use it for the main features, but there are a few
surprising uses |I've heard of out there. One of the early adopters wasn't

interested in the LEDs at all, and only used it for nonitoring tenperatures
and controlling a fan. There's another user who has two Sol as boards in his
A1200 tower, | think one is daisy-chained off the clockports of the other

There are lots of RG fans and LED strips in that machi ne!

And, possibly nmy favourite, but one of the Scottish Am ga users added an
external LED connector to the case of his Am ga and spread a |long | ength of
LEDs across his room

12. Beyond the SOLAS do you have ot her hardware projects planned?



| always have so many projects (hardware and software) in ny mnd, but never
have enough tinme to get to themall. But there are two projects that |
currently have at early prototype stage. One is a pair of wreless nodul es
that allow you to use classic Amiga peripherals wirelessly. There are
adaptors that let you use wreless USB keyboards, mice and controllers, but
this project (which I've tentatively called "AirJoy") lets you use your old
Zi psticks, CD32 pads, tank m ce and original Am ga keyboards by plugging
theminto a battery-powered sender nodule, and plugging a receiver nodul e
into the relevant ports on the Amiga. | have prototype nodul es built, and
they generally work quite well, with minimal |ag and around an 8-hour
battery life using a nobile phone-style battery and USB-C chargi ng.

The other project | have in the early stages is a board that adds an

Am ga-style clockport to the Atari 800XL, allowing it to use Solas and lots
of other clockport hardware. It connects to the PBlI bus, and coul d probably
be adapted to work with the 1090XL busboard project, as well as the XE-

seri es machi nes.

13. If people wish to purchase a board how can they get in contact with you?

I"mcurrently doing a slowroll-out of the first batch of manufactured
boards. In the future they m ght be avail able through various Am ga
distributors, but for now |l'mhandling the kitting and shipping nyself. 1've
recently cleared nmy waiting list though, so |I'm happy to take requests from
peopl e for boards. |'ve just put together a webpage that details the various
options avail able. People can subnit their request there and I'I|l get back
to themto finalise the order. The address is
https://robthenerd. conf get sol as/ sol asconfi g. php and the Sol as project page
can be found at https://robthenerd. com sol as

14. Thank you for your tinme Rob, before we finish do you have any fina
wor ds?

Havi ng seen the Ami ga fade away fromuse, it's amazing to see the huge
resurgence of interest in the systemas a part of the overall wave of
interest in retro conputing, and the explosion of activity in the Am ga
comunity is nothing short of incredible. Twenty years ago, Am gas were
getting thrown in the bin, and nobody woul d have t hought there would be such
a vast array of new hardware, games, software, user groups and publications
(both digital and printed). It's a great time to be an Ami ga fan

Thank you for the questions, and keep up the great work with WatlFF



Paul Vince Interview

Interview Paul Vince - Anmiga Gane Selector (AGS) by Tino Pau

1. Hello Paul, thank you for taking the tinme for this interview, to start
with can you tell us a bit about yousel f?

Vll I"'ma pretty un-interesting 54 year old from Sl ough in England. If you
don't know anyt hi ng about Slough, it has a Mars Bar factory, the UK version
of the Ofice TV series was based here and it's about 3 mles from W ndsor,
where the King lives.

Me, | ama bit of a techy kind of guy. I've had conputers since the 70's and
ny life outside work pretty nuch of revolves around t hem

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

| started on the Sinclair ZX81, then a TI99/4a and then a couple of ZX
Spectruns; the 48k+ and the 128k toastrack. Wat drew ne to the Ami ga was
nostly games. | used to read the Spectrum nagazi nes and see the adverts with
the Amiga and ST graphics in themand | just had to have one. | chose the
Amiga as it had better graphics and there was a good deal going at Silica
Systens on the A500.

| got my A500 in 1988 with my first pay check frommy first job. | got the
ten star gane pack, F/ Al8 Interceptor, Carrier Conmmand and a 512kb RAM

expansion. |'msure it cane to about £600. This got ne hooked. | quickly
expanded the systemw th an A590 hard di sk and started programm ng, doing
art and making nusic. | would never say that | was great, but | was K

In 1992 | got my A1200 from Di anond Conputer Systens where | was working at
the tine. | still have this A1200 and it still works great. The A1200 t ook
me to the next level with large hard di sks, [oads of RAM and AGA graphics. |
got quite good at AMOS programm ng and nade a few utilities and gane
concepts but never went rmuch further as a few year later | built my first
PC and the Am ga was not hbal | ed.

3. You are the creator of the Am ga Gane Sel ector, for those who do not
know about it, can you explain what it is and what it does?

Ami ga Gane Selector (AGS) is a Wrkbench distribution and game |auncher for
t he Commmobdore Amiga. It has the conplete collection of WHDLoad ganes and
denos from

Retroplay's collection which are accessed by a conprehensive and wel |

organi sed set of nenus. The launcher is pretty much all inclusive and the
user can run all the included ganes and denps as well as the docunentation
gane dat abase, emul ators, docs disks, help files the conplete collection of
VWat | FF? gui des wi t hout having to | oad Wrkbench

The gane | auncher that | use is Arcade Gane Sel ector 2 by Magervalp which is
areally flexible |auncher that can use any Am ga screen node and uses
scripts to run everything fromthe nenus. This allows for a |ot of
cust oni sation of the launcher screen and also a |ot of options for running
sof t war e.

The Workbench side has a quite extensive collection of Amiga software and
nedia files and uses standard Wrkbench 3.1. | decided early on to give the
user an idea of what the Anmiga can do, but to be a base systens that all ows
themto add their own stuff as well.

4. Wen did you first start work on the AGS?



My first project on the Ami ga was a WHDLoad dat abase and col | ection of
screen shots and cover art. To nmake this | wote a programthat nanages the
process. This is witten in Purebasic, which is a direct descendant from
Blitz Basic.

| started this project just after | ockdown 2020 when | got my old A1200 out
of storage. 1'd been out of the Amiga scene for 20 years and concepts |ike
WHDLoad were conpletely new to ne.

My dat abase project norphed into a PC based WHDLoad | auncher that uses Wn
UAE.| was already quite famliar with WnUAE having witten one of the first
online tutorials for it in 2001.

Wi | st making this WHDLoad coll ection, | started to play with Arcade Gane
Selector 2 and wote sonme code that created a set of |aunch scripts for ny
WHDLoad garres.

This sat on my PC until the A500 mni cane out. | got my A500 mini on day
one and me being ne, | started to prod around the enul ator and how it ran.
Ji ny Johansson was doing the same thing with Arininmiga at the tine and

bet ween us we managed to get the mni runni ng workbench and ot her ganes.
That's when | got the idea to port ny AGS2 scripts and run themon the mni.

5. What was the inspiration behind AGS?

AGS is conpletely fueled by my OCD and conpl etionist attitude. | wasn't
happy with the clunky A500 mini carousel and wanted to get a conplete

col l ection of games and denpbs on it that could be easily run. Having the
WHDLoad i mages and dat abase and quite a good idea on how to adapt the AGS2
scripts nmeant that | had a working concept in a few weeks.

6. How long did it take to develop and did you develop it on the Am ga or
PC/ Mac?

The A500 nmini cane out in 8th April 2022. | started AGS a week |ater and the
first A500 M ni Ganme Sel ector cane out on 29th April 2022. So about two
weeks in total. If you include the database devel opment, | started that in

| ockdown June 2020 so just under two years for everything.

Al'l AGS devel oprent is done on Wndows or in AGS itself. | use ny own
dat abase nanager to generate the scripts and inages for the launcher. It
al so updates the whdload hdf file for the games and denbs. | use Paint. net

for the graphics, notepad ++ for text and | wote nmy own graphics converter
to change the png base imges to iff. On the Anmiga side | use nostly Del uxe
Paint to remap the inages for the AGS themes and tweak other graphics and of
course Directory Opus for file managenment. Everything | use on the Am ga
side to make AGS is included with the rel ease versions of AGS.

7. What were sone of the difficulties that you encountered during
devel opnent ?

Dealing with a 30 year old operating systemis not easy. Things have noved
on since 1992 and trying to make AGS work on all kickstarts and | oads of

di fferent hardware specs has been a challenge. One of the great advancenents
is the larger storage devices which takes away a | ot of the challenges of
trying to fit everything in

8. How has it changed/i nproved since you first started on the project?

AGS has grown and inproved in every version. The initial release was just a
pl ai n launcher that ran the whdl oad slave with no speed regulation. This
changed to running the icon files which added over 200 utility and data

di sks (No other collection does this!). There's also now over 250 officia

| auncher themes and another 300 third party ones.

Because AGS didn't access the included database on the A500 mni, it didn't



know to speed up or slow down the ganes that it ran. This meant that | had
to test 4500 ganes and denps to nanually set the speed of any software that
was probl ematic.

The scripts have al so become a I ot nore optinised and are designed to be
cross platform This neans that | can use the sane install on a real A1200
as well as in WnUAE

I"mstill finding better ways of doing things and naking the scripts easier
to manage. Al so the facebook group nenbers are great w th suggestions.
Things like the favourites system and expert nbode were all suggestions from
the group. | just have to spend a few days thinking about the solution and
99 tinmes out of a 100 I find one.

9. Are there any additions or changes that you still wish to do?

In terms of the launcher, 1'd like to make an RTG big screen version for
running on big TV's. There's also | oads of extra media and content that |1'd
like to add. | also have a list of hundreds of new thenmes that I'Il do as
well. 1'd also like to include a collection of proper CD32 garmes.

10. AGS has been rel eased for the AS500 Mni, Raspberry Pi nodels, UAE
real hardware and Pi Storm do you have other platforns that you hope
to rel ease AGS on, such as on consol es?

The Retroarch version of AGS already runs on consol es that support files

over 4gb. At the nonment, | have it running on ny Android phone, a Retroid
Pocket 2s and ny Steandeck. | do want to nake a FAT32 conpati bl e version

for handhelds |ike the PSP or Switch. AGS also runs on Mster as well.

| have three targets in terns of Am ga operating systems. Wrkbench 1.3
(using JOID s JST | auncher, CD32 with thenmed | aunchers and a standal one
boot abl e i nage for running on PC s without having to | oad W ndows.

11. There are a nunber of simlar products to AGS, what do you think differs
AGS over the others?

Oh, there's | oads! The launcher is the biggest thing. MegaAGS/ AmigaVision is
probably the closest systemto AGS but |acks the | ayout, systemregul ation
custom t henmes, docs, enulators, extra games and nore. Chris Edwards who
makes Pi M ga, has nade it possible to run the AGS | auncher in his
distribution as it's so good.

The WHDLoad collection in AGS is conplete. | haven't renoved anything so
you get all the foreign | anguages, all the different nmenory requirenents,
all the different chipset requirenments and all the different supported
syst ens.

Besi des Retroplay's collection, AGS al so includes over 500 extra ganes and
denos including PD Ganes, Educational Ganmes, RTG Ganes and a set of PC
conversions |i ke Doomand Quake (obvously | don't include the data files!).

There's a selection of enulators as well. You can run over 600 C64 ganes
and 350 ZX Spectrum ganes direct fromthe |auncher

In terns of the Wbrkbench side, AGS isn't as nature as say Ami Kit or Pi M ga.
They are designed as conplete solutions. AGS is designed as a base that you
can expand on. It does better with the included content |ike the 11,000
sound sanpl es and the 36,000 nods but it only includes basic Internet access
and doesn't have as nuch software on it in conparison. To be honest though
Am kit and Pi M ga have been in devel opment far |onger than AGS, so they wll
obvi ously be better set up.

12. Where can users find the software and are there tutorials on installation
avai | abl e?

Am ga Gane Sel ector is avail able from ww. ani gaganesel ector.co.uk. There is



ext ensi ve docunentation included on howto install AGS. |'ve tried to nmake
it as sinple as possible. Mst installation involve burning an imge file or
copying sone files. After that everything is plug and pl ay.

There is an official installation youtube video here.
htt ps://ww. yout ube. com wat ch?v=nt Wot HOLvNO&ab_channel =EasyEnu

There are al so dozens of videos made by ny facebook group nenbers that cover
installation and the basics of the |auncher

You can al so buy ready made cards/sticks fromww.retro32. comwho are one of
t he AGS sponsors.

13. Thank you for your tinme and replies, before we finish do you have any
final coments or words?

Firstly, thank you for letting ne include the Whatl FF? collections with the
| atest version of AGS. I'msure that the users will find the articles really
i nteresting.

| also would like to thank the AGS conmunity for their support over the |ast
few years.

| guess that ny final words are, if you ever loved gam ng on the Am ga, AGS
is a pretty good way of reliving those nonments. Ch, and it's conpletely
freel



Timothy Deters Interview

Interview. Tinothy Deters - Final Witer by Tino Pau

1. Timothy thank you for taking the tinme for this interview, to begin wth,
can you tell us about yourself?

Not much to say really. I"'m48 and | tinker with various projects. Mostly
lately | have been toying with cellul ar devices.

2. How did you get started with the Am ga?
| got nmy first AL000 in 1987
3. Wiat do you |ike about the Am ga nobst?
Honestly it was ny chil dhood.

4. You are working on updating Final Witer, did you work on other Am ga
software prior to Final Witer?

No | did not.
5. How did you get involved in the Final Witer update project?
| tracked down Wody and negotiated an agreenent we were both happy with.

6. In the UK Wordworth was the best regarded Ami ga word processor, how was
Final Witer viewed in the American Aniga scene?

For me personally | cane fromProwite and migrated through the Fina
series.

7. Did you conmmunicate with the original team or people from
Sof t Wod?

Yes | did.

8. What features have you been adding to Final Witer version 7?

W' ve been mainly enhancing and noderni zi ng ol der features. However we have
added antialiasing, Network printing, real time spell checking.

9. How are you devel oping Final Witer, i.e. on an Am ga or PC/ Mac?

It has been worked on by nultiple devel opers so | cannot speak for them

10. Currently the denp runs on ARCS 68K/ Apollo OS, are there plans to
make a version for OS3.1/3.2 machi nes?

Yes, there is.

11. Beyond the current version what other features do you want to
add?

Updated nodern file formats. Possibly an Updated GU

12. Currently there is a denp available and a version with the
ABO0OGS, is the A600GS, why did you decide to release it this way?

It was an agreenent between AmigaKit and |I. However for ne personally it



made sense

13. Do you have plans to rel ease a physical version of Final Witer,
with printed nmanual and box?

At sone point | mght.

14. Tinothy, thank you for your tinme, do you have anything you woul d
like to say before we finish the interview?

| just hope everyone enjoys the changes we nmade.
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Retro8Bit Heaven!

Al'l you need for your beloved 8 and 16 bit
machi nes.

nedi a, nerchandi se, boxes, joysticks, ganes
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Welcome to the links section!

<a href="https://ww. am ganews. net/en/">https://ww. ani ganews. net/en/ </ a>

One of the nobst up to date and conprehensive sources for
Ami ga news from around the gl obe.

English Amiga Board, the majority of the users are from
Europe, a very friendly and hel pful Amiga forum

<a href="https://ww. exxoshost. co. uk">https://ww. exxoshost. co. uk</ a>

The resource if you need help or information about the
new Terrible Fire cards.

<a href="https://ww. am bay. cont >htt ps://ww. am bay. conx/ a>
A great place for buying and selling Anm ga hardware,

they al so have sone very nice people to give advice about.
O recent it has become very hard to register on the
website since their server migration

<a href="https://ww. am ga. org">https://ww. am ga. or g</ a>

Probably the | ongest running Amiga forumon the world
wi de web, nost Anerican Amiga users are on this board

<a href="https://ww. am gawor | d. net">https://ww. am gawor | d. net </ a>

Anot her | arge Amiga website covering all Am gas, includes
news, discussions and cl assifi eds.

<a href="https://ww. am gans. net">https://ww. am gans. net </ a>

English Ami ga website covering next generation, enulation
and cl assic Am gas.

<a href="https://ww. ani gaf uture. de">https://ww. am gaf uture. de</ a>

The | ongest running Amga print nagazine, issues are
avail abl e in English and Gernan.

<a href="https://ww. am ga- addi ct. con' >htt ps://ww. anm ga- addi ct. conx/ a>

Newest English Am ga print magazine, if you are m ssing
the likes of Ami ga Power and Amiga Format, then this is
t he nagazi ne for you.

Conmodore and Amiga print nmgazine avilable in English
and Polish. Lots of ganes content.

<a href="https://mancave-ranblings. bl ogspot. coni >https:// mancave-ranbl i ngs. bl ogspot . conx/

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!

Al i nea
<a href="https://ww. am ga- shop. net">https://ww. ani ga-shop. net </ a>

<a href="openurl ">openurl </ a>

Amedi a Conmputers

<a href="http://am ga68k. com'>http://am ga68k. conx/ a>
Ami ga 68k

<a href="https://am gakit.am ga.store">https://am gakit.am ga. store</a>
Ami gaki t

<a href="http://am gal. coni>http://am gal. conx/ a>

Am ga MC1

<a href="https://ww. am gashop. org">https://ww. ani gashop. or g</ a>
Ami ga Shop

<a href="https://am gastore. eu">https://an gastore. eu</ a>
Ani gast or eEU

<a href="http://am gaont hel ake. conf >htt p: //am gaont hel ake. conx/ a>
Am ga on the Lake

<a href="https://ww. arananet . net/ pedi dos" >htt ps://wwv. ar ananet . net/ pedi d
Arananet Retro Products

<a href="https://ww. ar cadeshopper. com >https://ww. ar cadeshopper . conk/ a>
Ar cade Shopper

<a href="http://buy. el box.coni>http://buy. el box. conx/ a>
BuyEl box

<a href="https://el ectronicsisfun.conm>https://electronicsisfun.conx/a>
El ectronics I's Fun

<a href="http://ww. ggsdat a. se">http://ww. ggsdat a. se</ a>
GGS Dat a

<a href="https://shop. nyam gashop. com' >htt ps://shop. myam gashop. conx/ a>
My Am ga Shop

<a href="http://ww.relec.ch/fr">http://ww.relec.ch/fr</a>
Rel ec

<a href="https://retroam .compl">https://retroam.com pl </a>
Ret r oAM

<a href="https://ww.retropassion. co. uk">https://ww.retropassion. co. uk</
Retro Passion

<a href="https://retroready.one">https://retroready. one</a>
Retro Ready

<a href="https://ww.sellnyretro.coni>https://ww.sell nyretro.conx/a>
Sell My Retro



<a href="https://retrorew nd. ca">https://retrorew nd. ca</ a>
Retro Rewi nd

<a href="https://sordan.ie">https://sordan.ie</a>
Sor dan

<a href="https://ww.tindie.con>https://ww.tindie.conx/a>
Ti ndi e

<a href="https://ww.vesalia.de">https://ww. vesalia. de</a>
Vesal i a

#Am ga Vendor Links - Whatl FF? |Issue 4.16 - April 2025#



Welcome to the Amiga Groups section!

= AMI GA* GROUP* LI NKS S-cccmmmmammao oo
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* *
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* *
France Bel gi um Czech Republic Denmark Finland

* *
Australia Russia Ireland Scotland Malta Japan

* *
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United Ki ngdom

Ami ga North Thane
htt p: // ww. am ganort ht hanes. co. uk/

Bi r M ngham Ami ga G oup
https://ww. f acebook. coni gr oups/ BhamAnm gaG oup/

Ki ckstart Ami ga G oup
https://ww. ki ckst art am gagr oup. or g. uk/

LI NCS Anmiga G oup (LAG
http://1incsani ga. org. uk/

Norwi ch Ami ga G oup
htt ps://norw cham gagr oup. co. uk/

North West Ami ga User G oup
htt p: // ww. banbi - anmi ga. co. uk/ spudm ga/ nwag/ i ndex. ht m

Sout h West Amiga G oup
http://ww. sout hwest ani ga. or g. uk/

#Am ga G oup Links - \Watl FF?#



USA

Sacranmento Ami ga Computer C ub
http://ww. sacc. or g/

Central Texas Aniga Conputer Society
http://min. org/ctacs

Central New York Amiga Conputing Enthusiasts
htt ps://ww. meet up. coni CNY- Ami ga- Conput i ng- Ent husi ast s

Central Texas Commodore Users G oup
htt ps://ww. meet up. coni Cent r al - Texas- Conmodor e- User s- Gr oup/

Met r opl ex Commodore Computer C ub
http://ww. am ganctcc. or g/

Sout hern California Commbdore and Ami ga Network
http://ww. port commodor e. cont dokuwi ki / doku. php?i d=sccan: start

Fresno Commodore User G oup
http://ww. di ckestel .com fcug. htm

West chester Am ga User G oup
http://ww. west chest er am gauser gr oup. or g/

Am ga Conputer Users Long Island
htt ps://ww. f acebook. com gr oups/ 202303702519

Sout heast Ami ga User Group
htt ps://ww. f acebook. coml gr oups/ Sout heast Ani gaUser Gr oup/

St anf ord Peterborough Aniga G oup
htt ps://ww. f acebook. coni gr oups/ spaguk

The O her G oup of Am goids
http://togausergroup. org/

#Am ga G oup Links - \Watl FF?#



canada

Canada

Am ga Conputer Users of Ednonton
http://ww. am cue. org

Am ga Users of Cal gary
http://ww. amuc. ab. ca

Toronto PET Users Goup (TPUG

http://ww.tpug. ca

* Started in 1979, TPUG is al so the operator of the annual World
of Commodor e conputer show.

#Am ga Group Links - Wat | FF?#



germany

Cer many

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

Ami ga C ub Munster
http://acnmuenster. de/

#Am ga Group Links - \Watl FF?#



sweden

Sweden

Swedi sh User Group of Am ga
http://suga. se/

Am 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/

Am gaPower
http://ww. am gapower . net/

#Am ga Group Links - \Watl FF?#



belgium

Bel gi um

Bel gi an Amiga Cub http://ww. anm gacl ub. be/

#Am ga Group Links - Watl FF?#



Czech Republic

Luky & Am ga Kl ub Forever + Czech Power PC User G oup
http://powerpc. | ukysoft.cz

#Am ga Group Links - Watl FF?#



denmark

Denmar k

Am ga Cl ub Denmar k
http://ww. am gacl ubdanmar k. dk/

Dani sh Am ga User G oup
htt ps://ww. f acebook. coni gr oups/ 101927439851660

#Am ga Group Links - \Watl FF?#



finland

Fi nl and

Fi nni sh Ami ga Users G oup
http://saku. ani gafin. org/

#Am ga Group Links - Watl FF?#



australia

Australia

Sydney Ami ga Users G oup
http://ww. saug. org. au

Ami ga Users G oup
https://ww. ani ga. net. au/

MAUG
https://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 - \Watl FF?#



russia

Russi a

Am ga Information Center (Al C
http://amga.org.ru

#Am ga Group Links - Watl FF?#



ireland

I rel and

Am ga Irel and Meetup
https://ww. f acebook. coni gr oups/ am gai r el and

#Am ga Group Links - Watl FF?#



scotland

Scot | and

Scottish Am ga User G oup
htt ps://ww. f acebook. coni gr oups/ 626138110921245

#Am ga Group Links - Watl FF?#



Am ga Malta
-/ www. f acebook. com gr oups/ am ganal t a

#Am ga Group Links - Watl FF?#



Japan

Conmodore / Amiga Fan C ub Japan
http://cfc.am ga. co.jp/

#Am ga Group Links - Watl FF?#
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Invents Corner

April 2025 * | NVENT S/ CORNER= by Kevin Saunders



Cover Disk Number 4.16

This issue we have sonme great graphics and ganes tiles provided by Roal d
Strauss for cross platformgane devel opment. In addition you can al so access
t he updated nusic available for |istening during reading the nagazi ne. And
as usual teh printable PDF disk |abel.

* Multiple Palette G aphics
* PDF Di sk Label
* Updated Music Playlist

Music credits:

"Dr eaner" - by MsthalLu
"Moment s" - by MsthalLu
"Real mof Illusions" - by MsthalLu
" Goodbye Friend" - by Ms DK
"Not Yet" - by Viraxor
"What | FF" - by Viraxor

"What | FF2" - by Tinp Paul



What's coming up in the next issue?

Due to a change of editorship, the current content has not been confirned as
of this issue. Please check the Whatl FF? website or EAB for updates.

#Next |ssue - Whatl FF? Issue 4.16 - April 2025#



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
Bi | | Panagoul eas
I van Sor ensen
John Scolieri
Kevi n Saunders
Kristian Hesketh
Martyn Banpton
Roal d Strauss
Rob O Mal | ey
Steve Lord
Ti mo 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 ssi ons@hatiff.info

#Witing Staff - Wiatl FF? Issue 4.16 - April 2025#



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



billpanagouleas

Nane: Bill Panagoul eas

Al i ases:
Pyromani a ( EAB)

Cont act i nfo:
bill @hatiff.info

Websi t es:
www. di screet fx.com



timopaul

Al i ases:
am fan ( EAB)

Cont act info:
ti mopaul @watiff.info

Websi tes:
www. whatiff.info
www. bi nar ybeat s. xyz

Bi o:

My journey with the Anmiga started in either '87/'88 when the famly got an
A500 (Back then it was a conmputer for the whole fanmly), | remenber the
noni tor and A500 boxes al nost being as high as nmyself. Before this tinme |
had only been exposed to the ZX Spectrum and C64, using the blue Wrkbench
for the first tinme was an anmazi ng experience. Wien | saw Digi Paint in
action | could not believe ny eyes. Fromthat nonment | was a devoted Aniga
user going through various Am gas, A500+A570, A600, A3000 and A1200. Over
the years nmy Amiga has been used to creating digital artwork and for
maki ng or shall | say trying to make music. Then in the year 2021 | deci ded
for sone crazy reason that the Anmiga scene needed a digital magazi ne
simlar to Amiga 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
Conmputing 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

Al i ases:
M st haLu, M. Lou

Cont act i nfo:

E-mail: nr_|l ou@ew all.dk
Di scord: M sthalLu

| RC. MsthalLu or nr_lou

Websi t es:
www. 8bi t Menoi rs. com
www. | ndi eGameMusi c. com

Bi o:

| was introduced to the Anmstrad CPC464 at age 10, and had a great
chi | dhood because of all the BASIC coding | could do. | amalso a
nusi ci an. And when | discovered | could programnmy Anstrad to play
musi ¢, by inputting tons and tons of DATA |lines, things became even nore
i nteresting.

When everyone |l eft the Anstrad CPC in favour of either the PC or Am ga,
| stayed with my trusty CPC464 - until a couple of mates lured ne over
to the Amiga many years later. Since no one ever introduced ne to
options like AMOS or Blitz Basic, it sadly neant that ny codi ng days
were over - for a period of tinme anyway. Instead, | used nmy Am ga 600
for lots and lots of Protracker MOD creations.

From 2012 to 2017 | wote "8-bit Menpirs", which is a sem biography
about those good ol d days. Downl oad from <a href="https://ww. 8bitMnoirs.com >https://ww.8b
(Use a downl oad tool so you can resune).

Nowadays, all these years later, I'mstill just as creative as |'ve
al ways been. | still create nusic - even Amiga Protracker MODs. And
["'mstill just as intrigued by (now retro) ganme-devel opnent as | was

back in the day. My geeky hobby is to create nmy tracks in multiple
different filetype formats, and offer |icenses to ganmedevs on many
different platforns at <a href="https://ww. | ndi eGaneMisi c. cont' >https://ww. | ndi eGanmeMusi c. co
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Al i ases:
Mani cal

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

Websi tes:
mani cal . neocities.org

Bi o:

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

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



martynbampton

Al i ases:
Contact info: nmbanpton@whatiff.info

Websi t es:

Bi o:

Like a lot of us | got ny first conputers during the |ate 80s and 90s,
an exciting time for home conputer owners. It seenmed |ike every week

br ought sonet hing new and there were | oads of conputers and accessories
to choose from If you had the budget ;) My fanm |y had a Spectrum and
then a BBC Mcro but *ny* first computer was an Amiga 500, all generous
hand- ne-downs frommy uncle. | did play games of course - Lenmi ngs,

Pi nbal | Dreanms and Stunt Car Racer spring to mind but |I also |oved
nmessi ng about in Deluxe Paint, eventually beconing half decently
productive. | never had a console and | was never interested in truth,
actually I don't think | really played on a console until my friend got
a Playstation. An A500 Plus cane next and then in March 93 | upgraded
to an A1200 with a "huge" 80 MB harddi sk!

It was with the A1200 and its harddisk that | was really able to get

i nto productive conputing as well as enjoying the new AGA specific
ganes. | loved Animating with Del uxe Paint 4, | knew Wrdworth inside
and out got into generating fractal |andscapes with VistaPro and 3D
rendering with Real 3D. | would spend countless hours in Wrkbench
setting it up just the way | liked, | nade nmy own icons very much

i nspi red by Magi cB. Soon enough | need nore perfornmance and added a
Blizzard IV, Squirrel SCSI and CDROM and | figured out how to make an
RGB cable for nmy specific telly. Still... After Commodore went

bankrupt and the chances of a successor to the A1200 evaporated | saved
up and was able to buy a secondhand A4000 conplete with 1942 nonitor

The A4000 was amazi ng, even nore so when | |oaded it with a Cyberstorm
Mk-111 and a Cybervision 64/3D (w th scandoubl er) and nmaxed out the

RAM | had a eventually got a 17" nonitor and ran Wrkbench in an

uni magi nably spaci ous resolution - conpared to 640 x 512 anyway. By

this time | was a long tinme |Ioyal Amiga fan and enjoyed sinply upgrading
and pushing the limts, way beyond anything nmy younger self could have

i magi ned. My A1200 was rehoused in an Infinitiv tower case and even ran
Li nux, launched fromw thin Wrkbench. My A4000 spent sone tine as a

Mac thanks to ShapeShifter and was ny first conputer to go online with a
56K nodem | knew | was fortunate to have these conmputers and upgrades
and it was hard to | eave them behind when | left the country.

It's funny. Years pass, you forget things - you don't even realise you
m ss things and then soneone rel eases a Mni A500 thingum and you start
wat ching retro channels. Soon you end up on eBay and a week or two

| ater you boot up an A500 for the first time in... Let's say a while.
kept nearly all of nmy Am ga gear, all apart fromthe very first A500 and
A500 Plus. | was able to collect everything frommy chil dhood home

where it had been nostly stored safely all this tine and bring it back
with ne. Now | have themagain | hope to share ny experiences with
repairing, restoring and upgrading themw th nodern stuff over the
com ng nonths and years, nmaybe my trusty A4000 will boot once norel!l



It was an anmazing time to experience and I'mglad | can do so again with
a fresh perspective.



kristianhesketh

Al i ases: COctopus66 (EAB)

Contact info: kristian@hatiff.info

Bi o:

I got my first Amiga in Cctober 1993, an Aniga 1200, which remains ny
favourite machine of all tine. This machine was upgraded over many years
until it was a fully towered, 060 powered, CD-ROM beast. It was in 2002
that | needed a portable wi ndows conpatible for study reasons and so

the real Amiga was |eft behind and eventually sold. It didn't take me

| ong to downl oad W nUAE t hough!

Since then | have been emnul ati ng and keeping tabs on the scene, unti
2023 when | realised that nothing but the real thing would do and got
hol d of an A500 and then an A1200. | much prefer the A1200 in it's
original case and have now upgraded with a TF1230/50, PCMCI A CD- ROM
PCMCI A Wrel ess card, GoDrive, External Cotek, MuSTer x2, RTC, CF Hard
Di sk, Ami ga OS 3. 2.

It has been great getting the nmachine online, sending nmy first Am ga
e-mai |l and browsing BBS boards - things | have al ways wanted to do.

Looking forward to nmuch nmore fun with my Amigas and witing for this
great magazi ne!
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Al i ases:
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