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From The Editor's Desk

From The Editor's Desk - by: Tino Pau

This is the issue that al nbst never was, first off | want to apologise to
everyone for the |ateness of this issue, it was originaly planned for usua
August tinme, however things got in the way. Firstly if you had read the |ast

i ssue you will be wondering what | am doing here still. Well, sadly Bill due
to health issues was unable to take over the nagazine, unfortunately this was
found out about a nonth before the i ssue was due and no work had been done at
that tinme. So, | needed to step back in but as fate would have it | got hit
by sone health issues which neant | could not be at ny Amiga to work on the

i ssue. Sod's |aw i ndeed!

But here we are once again back with another issue. As | sit here in the
closet with ny Amiga .... | will explain nore about this next issue, the
weat her has finally started to cool off in Japan fromthe stifling 37-40
degrees. Though it is Cctober the tenperature is still 30 degrees sone days
and then if we are lucky 25 degrees. To say that | amtired of sumrer woul d
be the understatenment of the year

However, the weather has cooled off finally issue 4.17 is finished, in this

i ssue we have two great guides from Roald Strauss about noise reduction and
making multiple formats of your music. There is also a continuation of the

Di gi Paint series of tutorials and a deep dive into some of the extra features
of Am gaCui de

Review wise it is a mxed bag of software with the Sony CD PCGA-CD51 and free
driver from Am net, Amiga OS3.2.3 and nore!

Finally to top it off we have three great interviews with the Boris Krizma
devel oper of the Furia, Frank Neunmann devel oper of the new ganme A100 and
Szilard Biro a software devel oper known for the DarkForces conversion.

Admittedly it is a slinmrer issue this time but rest assured the next issue is
already in the works with nore content and, touch wood, will be in tine for
bef ore Xnms.

Thank you to everyone who has contributed to this issue and those who
contacted the magazi ne aski ng about the next issue. | hope you will enjoy what
we were able to come up this time. Until next issue, take care!



Letters From WhatlFF? Readers

Tal k Back: Letters From What| FF? Readers January- Qct ober 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

Woul d you believe it that we have had three new Ami ga announcenents this
year? First came the A1200NG while that is nore of a notherboard product it
was quickly followed by the official announcenent of The A1200 with pictures
and then in Septenber Apollo Conmputers has | aunched the A6000. For those who
do not know of it, it is the V4+SAin an A600 |ike shell with all the ports
plus 2@ ram and a faster processor by the looks of it! O course with al
this power comes a hefty price of 1,000 EUR but considering that 700 EUR
asking price for the V4+SA this seens a good deal. If we are honest though
the Vanpire conputers were never ained at the casual or do | even venture to
say that average user, they are amamzi ng conmputers but they have al ways
carried heavy price tag. But this is part of what makes the Ami ga comunity
such a great place to be. Here we are 40 years later and new hardware is
bei ng made and yet we still find the effort and time to conplain in |ong

t hreads about how it is not a "real' Amga, it is too expensive for 'real
users, FPGA verses enul ation. Reading the forums can get quite exhausting
and | amalready tired enough after readi ng what is happeni ng around the
world in the newspaper.

It still amazes ne that after all the Am ga community has been through we
still find ways to attack each other and try to pull down other's efforts.
Wel |, you know what, | amnot going to participate in this anynore, | think

we need nore positive thinking in the Amiga community and try to give
support when we can. It is much easier to conplain and try to destroy what
one has nmade than rather support them

So, here we go!

AmigaKit, well done on the A1200NG it is a unique and exciting way to
extend the Ami ga. What you guys are doing with introducing ARMIlibraries is
very exciting and I am | ooking forward to what the future holds.

RetroGanes Ltd. thank you for answering the calls of Am ga users around the
wor |l d, The A1200 | ooks npbst exciting and it is going to be great to have a
full size Amga at a hopefully reasonable price. Wiat a great way to get new
users hooked on the awesoneness that is Am ga.

Apol 1 o Conmputers, congratulations on bringing a fully blown Amiga fromthe
V4, you guys have pushed the next generation Amiga for such a long tinme and
it is so exciting to see a real next generation Am ga avail able again. If
you feel so inclined to send a review nodel | would not be offended in the
| east. This also goes for Retro Ganes Ltd. and AnmigaKit, no one will fee

in the | east be slighted to receive some gear to review.

Si nce none of these three conmpanies will be reading this magazine | can fee
safe witing the above words. But aside fromwanting to play with sonme new
Am ga hardware | think it is such an exciting time to be an Am ga user. W
have so much to | ook forward to at the end of 2025 and it will be very
exciting to see what the next year will hold. But at least for nme, | wll

|l ook at things will a nore positive light and try nmy best to support those
who are still contributing to our scene fromnaking nusic, art, software to
har dware and Ami ga content such as videos, podcasts and magazines. And if
you ever are feeling down then go to YouTube and watch sone AmigaBill to
power up your positive Anmi ga energy again



Welcome to the reviews section!

-= Hardware Review. Power Shark USB =-

Martyn | ooks at the highly sought after Power Shark USB power adapter for
t he A500/ A600/ A1200.

-= Hardware Review H D2AM v3.1 (v4 Firmnare) =-

Revi ewed back in issue 10, Martyn exam nes the | atest version of one of
t he best USB nouse/joystick adapters avail able for the Am ga.

-= Software Review. Am ga 1200 Backgrounds =-

Feeling not up to nmaking your own Wrkbench backgrounds, but want to
spruce up your desktop, then this little pack just night what you

are | ooking for.

-= Software Review Am ga OS3.2.3 Update =-

April 1st this year our favourite OS got another update, find out inside
if it was just another April Fools joke or a worthy update for you Am ga.
-= Hardwar e/ Sof tware Review. SONY PCMCIA CD Drive & Driver =-

Just intinme for this issue there has been an update to the SONY PCMCI A
driver for Am gas, we take the drive and software for a test run

#Revi ews - Whatl FF? |ssue 4.17 - QOctober 2025#



Hardware review: PowerShark USB

Har dwar e revi ew. Power Shark USB - by Martyn Banpton

Product Name
Power Shark USB C to Am ga Power Adapter.

Devel oped By
Mad Hackers Lab.

Avai |l abl e From

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

Flanelily Retro Shop <a href="https://ww. shopflanelily.co.uk">https://ww.shopflanelily.co.uk</a
McroM ga <a href="https://ww. nm crom ga. com'>https://ww. m crom ga. conx/ a>

Price
80 EUR

Har dwar e Requi renents
* Am ga 500/ 600/ 1200/ CD32 (requires an adapter cable).

Test Devices
* Am ga 500
* Am ga 600
* Ami ga 1200
* CD32

Power Shark | mage 1




I ntroduction
|'ve been wanting to try a PowerShark for a while and like many others |'ve

been [not very] patiently waiting for themto come back into stock. 1've
seen USB C power adapters for other devices (including the BBC Mcro) and
was hopi ng soneone woul d produce one for the Amiga. The concept is sinmple,
use a readily available USB C PD power supply and convert the voltage (12V)
it provides into the +5V, +12V and -12V power rails the Am ga requires.

The Power Shark Website |lists USB C PD power supplies known to work al ong
with many technical details, sonme highlights are:

* Utra-efficient USB-C power for your Ami ga 500, 600 and 1200.

* Clean, stable energy supply.

* Advanced nonitoring and protection features.

* Possibility of using a USB C PD battery pack for a portable Am ga!

Power Shar k | mage 2
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There have been several good reviews of the PowerShark including a great
video by Rob Smith. This reviewis not as in depth since Rob does a great
job and I recommended watching his video. This is nmy own experience as an
end user.

Power Shar k | mage 3




| npressions and Use

The unit arrived in a rather snazzy black box with a silver enbossed
Power Shark | ogo on the cover, much |ike an expensive phone packagi ng woul d.
If you opt for a light grey unit then the box is white with a black | ogo,
it's a nice touch and feels quite premum Inside the box lid there is a
qui ck start guide and a sticker, in the box you'll find the PowerShark
itself snugly nestled in a foaminsert. Again, this is an excellent
unboxi ng experience and it's clear a |l ot of thought has gone into it.
Renenmber this is a voltage adapter indented to be used with an existing
USB C PD power supply - Unless you ordered your PowerShark with a USB
power supply and cable then you'll have to provide those yourself.

At only about 6 cm (L) x 2.5 cm (W by 3 cm (W including the square DIN
power connector it's really conpact, the case feels well nade and it nol ded
accurately. On the top there's a PowerShark | ogo and an indicator LED, on
the front there's the Am ga power connector (power out) and on the back
there's a USB C port (power in) and a power switch. The case has stripes
nol ded around the rear, remniscent of nany Ami ga power connector

housi ngs in keeping with the Am ga case design. Another exanple of
attention to detail.

The power specifications when using an appropriate USB C PD supply are as
fol |l ows:

R S R S R R +
| Current | 5V | 12v | -12Vv

Fom oo R R Fomm oo +
| Sustained | 4.5A | 1.0A | 0.1A
S [ [ B S, +
| Peak | 6.5A | 2.0A | 0.13A
Fom oo R R Fomm oo +

| bought an Anmazon Basics USB C PD adapter as recomended on the

Power Shar k Website, | also ordered some UG een USB C to USB C cables. Before
plugging the unit into ny Amiga | tried it on the USB C power adapter and
cable on their owmn. |If the supply is able to be used by the Power Shark then
the LED will change colour fromred to green, a very handy built in test.
The LED will also turn red if the unit detects a power issue

(under/over voltage/short circuit) and it has a built in power cycling del ay

to avoid start up issues due to inconplete cycling. | got the green |ight
so | turned off and then plugged it into my Am ga 500 (TF536) and turned it
back on. A power switch alnost on nmy Aniga, brilliant! Everything started

normal |y and several hours of use passed without incident, it was stable,
qui et and there wasn't any noticeable heat fromthe device. The smaller
USB C cable really helps with cable clutter at the back of the Amiga. One
thing to note is on the A500 the hei ght of the PowerShark and the proxinity
to the parallel port neans it might block the power port on sone versions of
the PLIPBox parallel network adapter.

Power Shar k | nage 4




| also tried it with ny A1200 (TF1260) and CD32 (via an adapter cable). The
A1200 happily booted consistently, ran Starstruck, Silkcut and sone other
denps, MP3s and games. The Power Shark remained fairly cool, perhaps only
| ukewarmto the touch. The CD32 worked as expected and if they ever make a

round DIN CD32 version. I'd certainly get one for the conveni ence and
cable clutter reduction. For mninalists this will be fantastic!

Sunmary

Amazing. Wrth the wait. | want another. Al phrases that junp to mnd -
Really though this is a very well thought out, designed, inplenented and
presented device. It's a prem um product and therefore not cheap. |

appreci ated the thinner USB power cable and the built in protections

i ncluding the power cycle delay. Wile certainly not a nust buy for everyone
| think it's worth considering, for the protection it provides alone if
nothing else. ©Ch and the shark's mouth in the logo is a USB C connector,

ni ce.

Pros and Cons

+ Lets you use a USB C PD power supply/charger and thin USB power cabl e.

Conpact! Helps tidy up your desk.

Vol tage nonitoring and short circuit protection features.

Very ni ce packagi ng and good online docunentation

Power switch right on the back of the unit (and therefore Armiga) with

restart del ay.

I ndi cator LED | ets you know right away if the USB C power supply is

i nsufficient.

+ You probably had a suitable USB C PD power supply already for another
devi ce.

+ Easily power your Amiga froma USB C PD battery pack

- Mght block access to sone PLIPBox adapter power ports.

+ 4+ + +

+

O her Key Points:
* Works with a CD32 |ike any Anmiga 500/ 600/ 1200 power supply, you just need
an adapter cable.

Scores

Ease of use: 100%

Docurent at i on/ Packagi ng: 100%
Val ue for noney: 80%

Overall: 95% - WatlFF CGold

Sources and Credits

Sold by Alinea Conputer: <a href="https://ww. am ga-shop. net/en/ Am ga- Har dwar e/ Am ga- cl assi c- hard
Created by Mad Hackers Lab: <a href="https://ww.retrousbpower.con >https://ww.retrousbpower.con
Rob Snith&€™ in depth test:<a href="https://ww. yout ube. com wat ch?v=kLQ s0j ZJOc" >htt ps://ww. you



Hardware review: HID2AMIv3.1

Hardware review. H D2AMv3.1 - by Martyn Banpton

Pr oduct Nane
H D2AM v3. 1

Devel oped By
Enber Heavyl ndustri es (sanpedenawa)

Avai |l abl e From
Am Bay <a href="https://ww. anm bay. coni t hreads/ 2451017" >htt ps://ww. am bay. com t hr eads/ 2451017</ a

Price
36 EUR

Har dwar e/ Sof t war e Requi renent s
An Amiga, Atari or C64 with a free DB9 nopuse/joystick port.

Test Devices
* Am ga 500
* Am ga 600
* Am ga 1200
* CD32
H D2AM v3.1

I ntroduction

As our editor mentioned, an earlier version of this adapter was revi ewed
previously in issue 10. This is an updated ook at the [atest version (3.1
with firmvare V4) which adds the follow ng features:

* Tiny size.

Resin cases available (by Lenmaru).

Onboard DIP switches to select Amiga, Atari or C64 node.

Backward conpatible with V2. 1.

* X X

Ful | details can be found here:
<a href="https://github. coml Enber Heavyl ndustri es/ H D2AM " >htt ps: // gi t hub. conf Enber Heavyl ndustri es

| mpressi ons and Use
Straight away the build quality and size are really quite inpressive, |



also ordred a V3.1 case for the adapter in CD32 grey which is equally

well made in resin. It's simlar in size to the Tikus but doesn't quite fit
into ny A600's ports w thout renoving the case and trinm ng the DB9
connector's housing. | just used a short extension cable rather than

nodi fyi ng the adapter but do be aware of this if you have an A600.
My case was a little I oose but a snall piece of clear tape fixed that.

In addition to the DIP switches for Ami ga/Atari/C64 node there's al so
a switch for DFU node to enable firmvare updates, this having
previously been a junper and/or solder pads. To update the firmare
you connect a USB A to USB A cable (male to male) to the H D2AM

and to a Wndows or Linux conputer. There are conplete firnmnare
flashing instructions on the project Whbsite but one inportant warning
is to unplug the HHD2AM fromthe Ami ga before connecting it to

anot her conputer for updating.

Support for devices continues to inprove and every nouse | tried just

wor ked, nouse scroll wheel included. Al ny joypads worked including

ny TheA500M ni's TheGanepad which was great! However while ny
Conpetition Pro (Extra) didn't work, some earlier Competition Pro USB
joysticks do, reportedly. | sent a H D dunp off for investigation but it
can be a difficult problemto solve w thout access to the physica

device. Amazing that you submt that so an attenpt can be nade to

i ncl ude new devi ces, great product support and nmakes it better

for everyone

H D2AM v3.1 with Joypad
N, _

Summar y

This is a great update! The reduced size, inproved device support and
resin case option are all welcone inprovenents. Wile | didn't test
them the addition of Atari and C64 nodes will no doubt be a plus for
users of those computers. | was disappointed it didn't fit my A600
directly, however that's hardly a new problem and many devi ces have

that issue. On the other hand it | ooked great on ny CD32 with the col our
matching really well. | will be recommendi ng the H D2AM for those

| ooking for a USB nouse/joypad adapter as it just works. Friendly
ordering experience and after sales support included!

Pros and Cons

Excel | ent USB nouse support with scroll wheel

Great joypad support, huge list of supported devices on the project page.
Fi r mvar e updat abl e.

Am ga, Atari and C64 support.

Price is reasonable for the features you get.

Good product support.

+ + + + + +



- wWwn't fit the A600 wi thout nodifications or an extensi on cabl e.

O her Key Points:

* Resin case avail abl e.

* Never plug the H D2AM into an Ami ga and other conputer (USB-USB)
at the sanme tine!

Scores

Ease of use: 100%

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

Sources and Credits

Sol d by Enber Heavyl ndustries: (sanpedenawa)

<a href="https://ww. am bay. conm t hreads/ 2451017" >ht t ps://ww. ani bay. coni t hr eads/ 2451017</ a>
Case by Lemaru



Software review: Amiga 0S3.2.3 Update

Software review. Amga 0S3.2.3 Update - by Tinpo Pau

Product Nane
Am ga 0S3. 2.2 Update

Devel oped By
Hyperion Entertai nnent (Am ga OS3.2 Devel opment Team

Avai | abl e From
Hyperion Entertai nment <a href="https://ww. hyperion-entertai nment.con>https://ww. hyperi on-ente

Price
Free

Har dwar e/ Sof t war e Requi renent s
A registered copy of Amiga 0OS3.2 with serial nunber

I nt roducti on

In April 2025 our favourite conputer got a new Wrkbench update in the form

of Am ga 0S3.2.3. Even after all these years it still suprises me when the
Ami ga gets a new OS update. In fact initially | was skeptical due to the
rel ease being in April, "Oh no, here is another Amiga April Fools joke!"

but luckily the news turned out to be real and all registered Am ga OS3.2
users were treated to anot her update

So, what are the sone of the changes/inprovements in 3.2.3?

In total there have been over 50 inprovenents, | will not list themall here
for conveni ence sake and just list the npost inportant ones.

12kB | ess Chip RAM use, very useful for ol der systens.

Better conpatibility with ol der software.

| nproved ReAction library making for a snmoother user experience.

More powerful TextEditor: now supports custom nmenus and macr os.

Ram Handl er i nprovenents making for a nore stable Wrkbench

experi ence.

ADF i nprovenens such as snoot her ejection of ADF disk.

Updates to lcon Edit.

* Qverall system perfornmance i nprovenents via optimsations to various
libraries such as: workbench.library, locale.library, als.library
and our favourite, am gaguide.library.

* Kickstart 3.2.3 ROM | nproves overall systemconpatibility and

per f or mance.

*  F X F

* X

VWhile this lists only a fraction of the inprovenents you can get a gist of
the type of inprovements you can expect. Overall you will experience a
faster and snappi er Workbench

The update can be downl oaded fromthe Hyperion website and cones in at
around 18Mby in .l ha conpressed format. Obviously you need to be a registered
Am ga 0S3.2 user to downl oad t he update

Install ation

Installation is very easy, just copy the .lha file to a CF disk or your

internal drive, extract it and get ready to install. One aspect that | was
particularly inpressed by, and | amnot sure if this was the same with the
| ast update but you do not need to manual ly open each ADF di sk. As |long as



you run the installer fromthe sane directory where the other ADFs are
stored it will automatically nount the required ADF. This nakes for a very
sinple and hassle free installation, even better than using a GOEX drive.

As with previous rel eases, you dot not need to install new kickstart roms as
the startup-sequence will check if you have the required romand if not it
will load it fromthe hard disk into nenory. | was initially worried as ny
Amiga is an NTSC nodel and | use a patched kickstart 3.2.2 to force the
Amiga into PAL node fromthe get go. Even with the new ki ckstart | oaded
during the bootup sequence the | did not |ose ny PAL setting.

Fi nal Thoughts

Getting Workbench updates in 2025 still feels pretty anazing and nore so
that they are available for free. This is a solid update that brings system
stability and speed i nprovenents to our aging girlfriend. If you have not
updated to 3.2.3 then nowis the best tine, if you are still on Wrkbench
3.1 then it is tine to support the Am ga commnity and purchase 3.2 and help
Am ga Wor kbench grow i nto sonmething even better. If you want to get the nost
out of your Amiga then upgrading to Amiga OS3.2/3.2.3 is your best bet.

Wth the freed 12kB of Chip RAM a boon to ol der systens or even those of us
who are always | ooking for ways to save nore Ram especially if you are

wor ki ng wi th graphics and audi o. The new i nprovenments to the ReAction
library and TextEdit nmake for a better Wrkbench experience. | find nyself
using TextEdit nore for editing the nagazine due to the inprovenents.

You and your Amiga both deserve this update, downl oad/purchase it today.
Pros and Cons

Free to update

Installation sinple and easy.

Over 50 inprovenents.

Can see and feel the inprovenents.
- None.

+ + + +



Hardware/Software Review: SONY PCMCIA CD Drive & Driver

Product Nane
Pcnti aCD & Sony PCGA- CD51

Devel oped By
Adi an Hol nes (Driver)

Avai | abl e From
Driver: Aminet <a href="https://ww.amn net.net/package/driver/ medi a/ Pcnti aCD'>htt ps://ww. am net.
Sony CD Drive: Am Bay/Yahoo Auction Japan

Price
Driver: Free
Sony CD Drive: 10 USD ~ 90 USD

Har dwar e Requi renents
PCMCI A Por t

Revi ew
SONY CD Drive C osed

 EREACtas .

This review has been a long tine conming,initially I had planned for it to
appear two issues back but due to issues that | will cover below, | felt it
best to wait until | could fix them Luckily there were several updates to
the Sony PCMCI A driver in July that has fixed ny issues.

PCMCI ADD. device is a driver for the Sony PCGA-CD51 PCMCIA CD-ROM it is
avail able from Aminet. The file is small comng in at 14K, and contains
the followi ng files:

- CDO
- pcnti acd. devi ce
- Pcnti aCD. r eadne

Installation is a very sinple task of copying the pcntiacd. device to DEVS:
there is also an exanple nount file CDO that can be copied to
DEVS: DOSDrivers. |If you use an exisiting CDO nount file, such as the one



i ncluded with Am ga(0S3.2, you will need to update the Tool Types to the
fol | owi ng:

DEVI CE=pcnti acd. devi ce
UNI T=0

Only unit 0 is available, changing this will cause the Sony drive to not
appear. As you can see it is a very sinple installation. So, why did it
take ne so long to wite up a review of the drive and driver? My Anmi ga
runs on 0S3.2, and | had upgraded to OS3.2.3 as soon as it had been

rel eased. Prior to that, | was running 3.2.2. | purchased a Sony drive
earlier in the year and ran into issues with the drive and driver straight
away. The drive would not appear all the tine, and when it did the drive
access was slow at best of tinmes, or sinply non-existant. This was
frustrating to say the least. | thought this m ght have been due to the
drive, and luckily living in Japan the Sony PCGA-CD51 are dirt cheap, you
can get a decent one for around 5 GBP, so | ended up buying three to see if
it was hardware issue. To cut a long story short, all the drives had the
sane issues, so | presuned it was driver. Around April of this year the
0S3. 2. 3 update was rel eased, however this still did not fix my issue.

| was about to give up in the entire thing when | noticed there was a new
update to the Sony PCMCI ACD driver available on Aminet in July. Again it
was a sinple case of downl oading the driver and replacing the driver with
the new one.

And | o and behold, it worked! My disks started to pop up wi thout delay and
drive access was as it should be.

SONY CD Drive Open

| have been testing the drive now for a few weeks and it has been working
like a dream Disks that were an issue for in the past, such as CD-Rs are
now accesi ble. Wile | have not been able to neasure the exact drive speed,
it is a very snappy experience and copying files or opening videos and
denos, takes only a short tine. | did a fewtests copying files over to the
RAM di sk, these were a file just over 1Mo and 5x1Mo is a group copy. M nd
you this was a rough test, the speed cane to just over 146.5KB/s, so not
bad.

Booting with the drive plugged in has been a bit hit and m ss though, on a
cold boot the Aniga will stop after |oading but before bringing up Wrkbench
it stops. This can be fixed by unplugging the drive and the Anmiga will boot
fine. Once the Amiga has been running for a while, a warmreset does not
cause this issue.



SONY CD Drive and PClVCIA Car d

Fi nal Thoughts

Installation of the driver and drive are very easy, though you need to nake
sure you are running OS3.2.3 or there is a good chance you will run into

i ssues. While the driver is free the drives vary in price, it seens if you
buy themin the States or Europe you can expect to pay 3-4 times the actual
price. | amlucky for once regardi ng Ami ga conpatible hardware and the CD

drive is very cheap here. You can easily pick up one for between 10-20 USD.

The CD-ROM drive itself is conpact and | ooks good next to the Am ga, though
the cable is a bit short neaning you are linited where you can place it. For
nmy situation | ended up with it sitting on top of the Ami ga. Not the best

pl ace but even with limted space like nmine the drive is still usable.

VWiile it is now possible to access CD | SO i mages from Workbench this is
still a nice way to relive the fun of accessing Anmiga CD rons fromthe tines
when we did not have easy internet access and CD Rons were our only gateway
to vast resources of software and nedia.

Addi ti onal :

Since first witing this review | have had nore tinme to test the drive and
one thing I have noticed is there is a higher chance of the driver causing
the Aniga to freeze, if you are using a PiStorm Wwen | first wote this
review | was using a TF1260. Since then | have changed to a Pi Storm and the
i ssues started after only a few m nutes of use. At the nmonent | cannot say
what is causing the issue only that it started after switching to a Pi Storm



Software review: Amiga 1200 Backgrounds

Sof tware Revi ew. Ami ga 1200 Backgrounds - by Ti no Paul

Product Nane
Ami ga 1200 Backgrounds

Devel oped By
Capt ai nnow2

Avai | abl e From
Ali nea Conputer <a href="https://captai nnow2.itch.iofan ga-1200-wor kbench-screens">https://captai

Price
Name your own price

Har dwar e Requi renents
None

Wor kbench Screen I mage 1

Hraips Limd iam b ddienras £0 5 TR pagdnn o mem 915 AR5 1M nllnantn LRI i b Lt A EL

e S

rresnst | O-Fierce BIrer Ulingcs S gnyal 08y g boru B E D,

| nt roducti on

One of ny favourite ways to pass tine is to scan through the |atest uploads
on Aminet or itch.io., there is usually at least one itemof interest. It
was during one of these 'patrols' that | came across Am ga 1200 Backgrounds
on itch.io.

It stuck out as usually you find games on the website, to find a pack ful
of Am ga backgrounds was nost interesting. You can downl oad the pack for
free or nanme a price. You get 26 inages in 8 colours using the default

Wor kbench palette and in PAL H res 640x256. The backgrounds are nade up of
9 x A1200 keyboard photos, 4 x Conpetition Pro Joystick photos, 6 x gane
boxes, 5 x various floppy di sk conmpositions, 1 x CF card inmage, 1 x tank
nouse, and screenshots of Gods, Speed Ball 2 and Chaos.

Al so included are screenshots of Wrkbench with each background in .JPG and
and three png i nages of Workbench with the game backgrounds.

Considering that the artist has stuck to the default Ami ga Wrkbench palette



t he backgrounds cone out quite nice. There is an awful |ot of dithering
t hough and while this probably could not be helped with the PAL Hires it
beconmes very apparent. If the inages were made for PAL Hires Laced they
woul d probably | ook better

Each inmage is around 62Kb in size, it seened to take up around 100Kb of ny
Chi pram which is not bad.

Overall the backgrounds are quite nice, it would have been nice to have
had sonething simlar in the Amiga OS3.2 update instead of the sinple

Am ga OS3.2 backdrop. You definitely need to have a background fill on the
icon text though, otherwise the text will be lost in the background. So if
you are one who does not like to have their icons like that, this pack wll
probably not suit you.

My only issue with the pack is that there are no proper file names, each one
is named | MG 1551.iff for exanple. This nakes it a bit tedious if you want a
particul ar background. Saying that, this is a good background pack overall
the i mages | ook professional and it is nice they have the sane palette as

a stock Workbench install. The author has mentioned that nore inmages are

conm ng of the A500, A600 and CD32.

If you are wanting to spruce up your Wrkbench and feel a bit |azy about
maki ng your own background then give this a try.



gamereviews

-= Ganme Review A100 =-

Fromi OGS and Android to the Am ga, how well does this snartphone puzzler
fare on the Am ga?

-= Ganme Review pjusk =-

Anot her fun game fromthe Zooperdan stable, a remaster of a gane that
first came out for the PC

-= Ganme Review VYEET =-

A new gane from Zooperdan that canme out just in tine for this issue that
puts a new puzzle twi st on playing with rune stones.



al0Oreview

Gane Review. A100 - by Tino Paul

Pr oduct Nane
A100

Devel oped By

Kevi n Saunders - G aphics
Krzyszt of Odachowski - Misic
Frank Neumann - Code

Frank WIlle - ptplayer.asm
Keir Fraser - inflate.asm

Avai |l abl e From
<a href="https://cobour.itch.io/al00">https://cobour.itch.io/al00</a>

Price
Nanme your own price

Har dwar e/ Sof t war e Requi renent s
PAL Amiga with mninmum 512Kb Chi p RAM

Test Machi ne
Amiga 1200 TF1260

FS- UAE
Revi ew
CGenerally | do not ever play games on a snmartphone, aside from not having
one anynore, | never really enjoyed the touch screen gane experience. So,

it was with conpletely fresh eyes that | came upon the gane A100, that was
announced on EAB in July of this year. Finding a conrent regarding 1010

| had to do sonme research and found it a 10x10 puzzl e game that cane

out in 2014 for i OS and Android.

A100 is an Ami ga version created by Kevin Saunders - G aphics, Krzysztof

Odachowski - Music, Frank Neumann - Code, Frank WIlle - ptplayer.asm and

Keir Fraser - inflate.asm The ganme can be downl oaded fromitch.io at

<a href="https://cobour.itch.io/al00">https://cobour.itch.io/al00</a> for free but as always it i
nice to show our appreciation to the devel opers by purchasing their ganes.

The gane can be downl oaded in two flavors, ADF and WHDLoad, | chose the
WHDLoad version as | have an 060 and ganes tend to run better under WHDLoad
with faster CPUs. It was a sinple case of copying the unpacked drawer to

your destination and then running the ganme. | initially had some trouble
with mssing kickstart ronms, but | rectified this by copying the Kickstarts
drawer whole frommnmy dassicWB FULL install. If gaming is your main thing

in my opinion the C assicWB packs are really the best way to go.

Wth the Kickstart directory in Devs | was ready to go, once the gane is
| oaded you are presented with the title screen. It is a sinple yet very
stylized screen, you have the avail abl e options:

(S)tart gane
(Mode: Infinite
(H)igh Scorees
(Oredits
(E)xit

The letters in the brackets indicate the key press for that action, the
node is set to Infinite by default, there is only one other node, Timer.
Starting off at 99 seconds. Starting the gane brings you to the nade



gane area, the majority of the screen is taken up by the grid, consisting
of 10 bl ocks either side, totaling 100 bl ocks, hence the title A100
perhaps? On the right side you have three smaller areas which display the
avai |l abl e bl ock pieces, you nove around by the joystick or keyboard arrow
keys, ny favourite way to play. The aimof the game is select one of the
shapes and place it on the grid, pressing Enter will select the shape but
if you have made a mi stake you can press Esc to reset your selection. The
arrow keys are then used to position the piece and Enter once again to

set it down. Make a horizontal or vertical line fromend to end, regardl ess
of colour and a line disappears increasing your score. Once you have used
up all three pieces, three new ones appear on the right side of the screen
agai n.

The graphics are sinple but very effective, | in particular like the palette
used. | have noticed there is a trend for newer ganes to use nore muted

col our schenes, al nbst pastel like. It gives the ganes a nodern | ook and

| think works very well. A100 has a similar palette, the grey used for the
majority of the background is has a grey purple tinge to it. The other
colours used a suitably restrained, naking for a gane that does not tire

t he eyes.

Audi 0 wi se, you have the title screen nusic and the ganmeplay nusic. The
title screen sounds like it could cone froma C64 and that is a good thing
it is punchy and gets you ready for the gane. The main gane nusic is
suitably nore chilled, it is nore Ami ga denp' esque noving away fromthe
C64 i nfl uence.

Fi nal Thoughts

I am a sucker for a puzzle gane and this little game just hits all the
right notes. A great way to spend a quick gane or try to play for as |ong
as you can with the infinite node. Ganeplay is quick to learn yet there
is depth to the gane. The graphics and audio suit the game perfectly and
it also cones in a WHDLoad version for those with suped up Am gas. Anot her
great new gane for 2025

Pros and Cons:

+ Easy to pick up ganeplay but still has depth
+ Very nice graphics and audi o

+ Quick to get into

Scores
Ganepl ay: 95%
Graphics: 90%

Sound: 90%
Overall: 91%- Watl FF Gold
@ndnode

pjuskreview

Gane Review. pjusk - by Tino Pau

Pr oduct Nane
pj usk

Devel oped By
Zooper dan Code/ Art
mMA2E/ dSr Musi ¢

Avai |l abl e From
<a href="https://zooperdan.itch.iol/pjusk">https://zooperdan.itch.i ol pjusk</a>

Price
Nane your own price



Har dwar e/ Sof t war e Requi renent s
PAL Amiga with m ni nrum 512Kb Chi p RAM

Test Machi ne
Ami ga 1200 Pi Storm

Revi ew

| always get excited when a new gane is announced by Zooperdan, one of ny
favourite games LUVA was nmade by Zooperdan and ever since | amon the | ook
out for nore ganes by him

Pjusk is a small dungeon crawl er puzzl e ganme where by you attack enen es by
bunpi ng/ wal ki ng into them something that people who played Ys will be
famliar with. Each tine you cone up to an eneny you will see their stats on
the right side, their hit points represented by a heart, attack by a sword
and defense with a shield. You can also pick up power ups along the way.

The gane is based on another gane made for the PC by Robert Alvarez, it is
worth having a play to conpare the Ami ga version. | was pleased to find out
that the Amiga version is an inprovenent.

Ganeplay is very sinple, just walk into the enem es nmking sure you check
their stats first before attenpting to kill themoff. Sone will be stronger
than others so it is possible to die quite easily.

Pj usk however, |eads you by the hand into the gane and the first few |l evels
are easy and good way to | earn the ganmeplay mechanics. In total there are 24
levels and while this may not seemlike nuch the later |evels beconme quite
tough to figure out. Soon you will have to figure out where you need a sword
or shield nore, which eneny will you be able to defeat w thout |osing too
many hitpoints. In addition you have | evel codes which is great for those of
us who have linmted Aniga tine.

Visually wise we are treated to sone very cute character designs, the |levels
t hensel ves are very sinple but overall it comes across as a stylish and cute
| ooki ng gane. The nusic is another C64 influenced sound that is uplifting
and suites the ganes cute visual style

Fi nal Thoughts

Pjusk is great little game that is easy to get into, has sonme nice ganepl ay
nmechani cs and suitable | earning curve. Wiile it would have been nice to have
nore than 24 levels there is an update that now includes a | evel designer.

If you like games |ike the RogueCraft then pjusk deserves a play as well. It
is not as polished or as engaging but it still provides a few hours of fun
gane tine.

Pros and Cons:

+ Si npl e ganepl ay

+ Cute graphics and uplifting audio
+ Wel | bal anaced ganepl ay

- Coul d have nore |levels

Scor es

Ganepl ay: 87%

Graphi cs: 80%

Sound: 79%

Overall: 82%- WatlFF Silver

@ndnode

yeetreview

Gane Review. YEET - by Tinpo Paul



Pr oduct Nane
YEET

Devel oped By
Code and graphics - Zooperdan
Musi c - mA2E/ dSr

Avai | abl e From
<a href="https://zooperdan.itch.io/yeet">https://zooperdan.itch.io/yeet</a>

Price
Nane your own price

Har dwar e/ Sof t war e Requi renent s
PAL Amiga with mininmum 512Kb Chi p RAM

Test Machi ne
Am ga 1200 Pi Storm
FS- UAE

Revi ew

In the ki ngdom of Nornheim warfare is not done by the sword and shield but a
gane of runes. To protect your people you nust partake in ganmes of Rune
Trial.

And so starts the |atest ganme fromthe Zooperdan stable, recently we have
been treated to the fatastic Pjusk and just in tine for this issue he has
rel eased anot her gane, YEEP. In YEEP, you travel across the land visiting
vill ages and chal | enge ot her Runemasters via puzzle ganmes. To win a gane
you rmust slide the runes into each other until there is only one remaining.

YEEP is a ganme that will tax your puzzle thinking skills, requiring you to

pre-plan each novenent so not to get trapped and require a reset. Wat sets
apart YEEP from nost other puzzle ganmes is the story and setting, as in the
average puzzle gane you are given the nost mninmal of story. Zooperdan has

created a gane that feels like an RPG but in puzzle fornat.

Fromthe title screen you have the options of:

- New Gane

- Enter Code
- How to play
- Credits

- Qit

To begin with | suggest starting with Credits as it has pictures of
Zooperdan and mA2E/dSr crediting their work. It is so nice to be able to
see the developers this way, it really brings hone how these ganes are
made by just a one or a few individuals. Next going to "Howto play' is a
smart nove, | had tried to play the gane fromthe get go but found out

qui ckly I needed to understand how to play the gane and what keys did what.

Here you can find out that gameplay is done via the keyboard (Yay!) or the
joystick. A massive thanks again to Zooperdan for supporting us keyboard
ganers.

Sel ecting New gane will take you through a series of inages, generated by
Al possibly? Regardl ess, they set the tone and setting of the game well and
are a great addition to the gane. Wiile there are those who benpban the use

of Al, | think it is turning out to be a great tool for smaller gane
devel opers who nmight not have the graphic skills or tine for making detail ed
graphics. If you are one who al ways skips game intros, | suggest hol ding off

fromthe fire button and watching and reading YEEP's intro as it sets a
great tone for the gane.



Once the intro is finished you are presented with a map, nove the cursor
with the keyboard or joystick and a circle will appear where indicating
where you can go. The map has several routes and | ooks great, it rem nds

nme of the fantasy books | used to (Well, still do!) read and al ways had a
map in the first few pages. dicking on a dot will bring up your opponent
with their difficulty | evel and nunber of rounds. Each one is acconpani ed
by sone short text and portait of said opponent. Fromthere you get straight
into the gane.

As with pretty much all Zooperdan ganmes the difficulty level is set just
right, giving you anple tine to get used to the game play and figure out
what needs to be done. Later |evels becone quite the m nd bending puzzles
and you need to have your wits and thinking hat on all the way to the end.

The graphics during ganeplay are very sinple but work well, you have just
enough information and there is nothing that is distracting. The cut scenes
bet ween each round very well done and set the entire thene of the gane well.
It is the first tinme that | have really enjoyed the visual aspect of a
puzzl e gane.

Sound wi se the title screen music sounds suitably 'folkish' with strings and
lutes. A very fitting style of nusic for the gane. In gane there is no nusic
except during the scenes between each opponent.

Fi nal Thoughts

YEET came conpletely out of the blue for me when | saw it announced on EAB
and it has becone a gane that | amconstantly com ng back to. It has the

gol den, just one nore time, pull. I find nyself playing the gane on the
train to Tokyo via FS-UAE and al nbst missing ny train stop. There are 50
levels and | am sure many will find the gane easy enough to finish I am

not the best of ganers and amstill working through the game. However, it is
like a good book, | like to take ny time and enjoy the experience. YEET is
this, as such | am|looking forward togetting back into it after witing this
review. You have | evel codes which is great since a |lot of us do not have
the tine to spend hours gaming, this allows us to get in a gane when we can.

Overall this is a fantastic gane narred by random freezing of the gane, |
have not seen this reported by other users. So, | did some testing, nmy Am ga
i s runni ng Roadshow fromthe user-startup, | also have a PicoWwfy installed
for wifi access and amal so running SNTP to get the correct tinme/date. After
conmenti ng out each one, | found there to be an issue with Roadshow. At this
time | have reported on EAB and hopefully sonething will cone of it.

However, if you want to play YEET fromthe hard di sk and are running
Roadshow, it | ooks |ike you need to disable it for the nonent.

Aside fromthis odd behavi our YEET stands out as a fantastic piece of work
from Zooperdan. | have approached himfor an interview regarding the game
fingers crossed he will have responded in tine for the next issue.

Pros and Cons:

+ Great graphics and audio

+ Addi ctive ganepl ay

+ Interesting story line

- Maybe issues with nore powerful systens

Scor es

Ganepl ay: 97%

Graphics: 94%

Sound: 92%

Overall: 94%- \Watl|l FF Gol d

@ndnode



Welcome to the guides section!

= TUTORI ALS/ GUI DE S Seccmmmmmmmmmmaooo oo e oo

-= Creating nultiple filetype versions of your tracks =-

There is nore to Ami gaCuide than just hyperlinks, we |ook at the system
comuands that can be called fromw th an Am gaGui de docunent.

-= Most Noi sel ess Sine =-

There is nore to Am gaGuide than just hyperlinks, we |ook at the system
conmands that can be called fromw th an Am gaGui de docunent.

-= Am gaGui de Deep Dive =-

There is nore to Am gaCuide than just hyperlinks, we |ook at the system
conmands that can be called fromw th an Am gaGui de docunent.

-= DigiPaint: Basics - Part 2 =-

The second part of the DigiPaint Basics guide series, this tine we | ook at
how to create perspective objects with ease

#Tutori al s/ Gui des - What| FF? | ssue 4. 17 - Cctober 2025#



The most noiseless 8-bit sine

The nobst noi sel ess 8-bit sine - by: Roald Strauss

In previous issues of Watl FF? Magazine, |'ve witten 3 guides on
noi se-reduction for 8-bit MOD nusic:

Way back in issue 2.11 | wote a guide on reduci ng quantisation noise. In
issue 3.14 | wrote another piece about harnonic distortion, and in issue
3.15 1 wote about howto elimnate clicks'n'pops.

You can consider this article a kind of part 4 to that series. Because there
is actually a 4th kind of noise that | never addressed in any of the
previous articles: Alias noise.

Alias noise is a bit simlar to quantisation noise, but they're not quite
the sane. Wiile quantisation noise spawns froma change in the bit-

resol ution, you can say that alias noise spawns froma change in the
sanpl e-resol ution. Quantisation noise will only happen when the bit-
resolution is reduced though, and the same applies to alias noise: It
only happens when the sanmple-resolution is reduced.

And the reason | haven't nentioned this type of noise in the previous
articles, is because we can't really do anything about it.

You can conpare it with | ooking at a 21 mega pi xel s i nage on your Ful |l HD
screen. Or a 320x200 pixels imge on your FullHD screen. This will shrink or
expand the inmage to fit the available resolution, and thus create alias

pi xel s. The only way to avoid such alias pixels would be to have a screen
that has a resolution the exact size of the inage - or one that is an exact
nmul ti ple of the i mage di nensions.

O course, we don't notice alias noise particular nuch (or at all) when
working with high resolutions, and that's also one of the reasons why we
never really talk about alias noise. Everyone knows it's just a matter of
using a high enough resolution. Then the alias noise won't be noticed. But
when we don't have such a high resolution avail able, then what?

We can add an interpolation filter to snpbothen out alias noise, but that is
somewhat CPU expensive, so it's generally not considered an option on the
cl assic platforns.

Let's focus on single waveform sanples, al so known as chip sanpl es.

If we create a sine tone of 220 Hz in a resolution of 16574 sanples pr

second, then each cycle (the wave-length) of that tone will have a
resol ution of 16574/220 = 75,34 franmes. Wenever the wave-length is not an
i nteger nunber of frames, it neans the sound will have alias noise. So

avoiding alias noise in such chip sanples is actually rather easy: Just nake
sure the sanmple-resolution is a match to the tone frequency.

And if we, at the sane tine, consider the harnonic distortion as described

in one of the previous guides, then we'll sinply need a sanplerate of <span class="highlight">
tonefrequency * 2~x</span>, where x is any integer we prefer, as long as the result

is within the supported range of sanple-resolutions on the Ariga. So if we

want a 220 Hz tone, then the sanplerate could be 220*2"6 = 14080 Hz.

In other words; if we apply the harnmonic overtone trick to the sanple

described previously, we're also automatically avoiding alias noise.

This of course neans we have to nake sure all sanples are tuned to the sane
rates. OGtherwi se the sanples won't be in tune with each other. No pain no
gai n, as the sayi ng goes.



You can conpare chip sanples with pixel graphics. Say we have a circle
perfectly drawn in pixels. Like this:

As soon as we change the resolution of that inmage, the circle will no | onger
ook that crispy'n'sharp. It'll be sonmewhat blurry:

All of that blur is the alias noise.

So in order to properly enjoy pixel graphics, we will of course want to | ook
at it in the actual resolution it was nade for. That makes sense, right?
Sane thing with chip sanples.

And that's how we create the nbst noi sel ess chip sanpl es.

In the playlist of this issue of WatlFF? Magazine, the first track in the



playlist; "The A dtiner", is using such chipsanples. Notice the (al npst)
conplete lack of noise in that track

Unfortunately though, we only achieve this noiseless result on Am ga.
Because on other platfornms, devel opers sets the mixing rate in <span class="highli ght">software</
whi ch neans we'll get a |lot of alias noise again

The <span cl ass="hi ghl i ght">Atari Jaguar</span> devel oper typically sets this mxing-rate to just
(sometines even as |ow as 12 kHz) due to bus linitations, while the <span cl ass="hi ghlight">Ganeb
Advance</ span> devel oper can go up to <span class="highlight">31 kHz</span> - but may set a | ower
wel |l to save on CPU usage.

So any optimsation you may apply to your sanmples (such as any of the

noi se-reduction tricks described in previous issues of WatlFF? Magazi ne),
will nost likely lose their effect when played on these other platforns.
In other words, MOD playback on any platformthat is not the Amiga, wll
inevitably be of a |lower quality.

Why doesn't this happen on Am ga though, you night ask? Doesn't Amiga al so

have a set audio resolution? Yes it does. But Anmiga is different. Am ga has <span cl ass="hi ghligh
4 hardware channel s</span> that sinply change pl ayback rate according to the

sanple-rate. There is no software mxing-rate for MODs on Anmiga (unless

you're using a customengine). Only a hardware audio resolution, and this

hardware resolution is a whoopi ng <span cl ass="hi ghl i ght">3. 546. 895 Hz</span>! That's <span cl ass
than typical rates set in software on other platforms. So virtually no

frames will be lost on Amiga, and virtually no alias noise will arise. <span class="highlight">An
i s king.</span>

The only way to avoid such alias noise on a | ower audio resolution set in
software, is to nmake sure all the sanples in the MOD (or at |east the nost
"inportant” ones) are optimsed and played at the exact sanme sanple-rate as
the m xing resolution. Wiile theoretically possible, unfortunately the
sanmpl e-rates of MOD and the supported audi o resolutions on the various
platforns just doesn't match with each other

The only other way to achieve a better quality on other platforns, is to add
some kind of interpolation filter in the mxer. Many PC players do this, but
on classic platfornms it is rare - because it requires nore CPU, and when
t al ki ng gane-devel opnent, CPU is usually nore inmportant than good audio

quality.

So... what does all of this nean? Well, it just nmeans that this "nopst

noi sel ess 8-bit sine" will only be the nbst noiseless 8-bit sine when
listening on the Amiga. Wich nmeans you'll only be anazed by "The A dtiner"

track in the playlist for this issue of \WatlFF? Magazine that is using this
technique, if you're reading/listening on your real Aniga. If instead you're
currently reading this in your PC browser on TAWS. ch, then it won't sound
particul ar noi sel ess due to the | ower audio resolution set in the software
m xer of the Javascript port of H ppoPlayer. And the sane goes for

enul at or s.



Creating multiple filetype versions of your tracks

Creating nultiple filetype versions of your tracks - by: Roald Strauss

It was rather awesone being an amateur nusician in the 90's. Because the
Amiga made it possible for any nusician to pursue their passion. You didn't
need to buy a |l ot of expensive audio equi pnment to nmake nusic. You just
needed an Amiga. 4 channels of 8-bit | owresolution nono sanples was enough
for anyone.

| created many such tracks on ny <span cl ass="highlight">Am ga 600</span> back in those days, and
consi dered any of ny tracks to be "<span cl ass="hi ghlight">Am ga nusi c</span>" or even "<span cl a
was just <span class="highlight">nmusic</span> And | wasn't particular picky about the relative p
quality that the MOD format had conpared to CD audi o.

In fact, | don't think I even noticed stuff |ike quantisation noise, alias
noi se, clicks'n' pops or harmonic distortion back in those days.

Ah yes, life was sinpler back then

If you happen to be an audi ophile who can't understand why nost of us didn't
noti ce any noise in our 8-bit sanples back then, you should consider the
fact that nost of us were used to listening to nmusic on <span class="hi ghlight">cassette tapes. </

And cassette tapes actually only had the equival ent audio quality of about

<span cl ass="hi ghlight">6-bit</span> To conpensate for this low bit-resolution on cassette tapes
dithering was applied: A constant hissing sound, that we all just accepted

as bei ng how normal audi o sounded |ike. So, the MOD format was actually a

step up for us, having an audio quality potentially 4 times higher than a

t ape pl ayer.

Al so: Many of us used a TV as a nonitor, which would al so give a constant
static noise, and this static noise did a great job masking the noise in the
sanmpl es as wel | .

But I was only 15 years old back then. Today | of course have higher

requirenents for my nusic. | want ny tracks to have at |east <span class="highlight">16-bit</span
<span cl ass="hi ghlight">48 kHz</span> quality in <span cl ass="hi ghlight">stereo</span>. But | als
on Am ga, by always providing a MOD version of nmy tracks as well. And

al t hough ny MOD skills has inproved over the years, a 16-bit 48 kHz

stereo WAV wil|l always be something significantly superior to an 8-bit MOD,

no matter how many noi se-reduction tricks we apply. | can't nagically create

both versions fromthe same source.

So in order to do what | want, | basically have to create each version from
scratch. .

| amway too lazy to do two versions of ny tracks from scratch though. So
I'"ve spent a lot of time researching ways that allows me to create such
two versions of ny tracks with minimal effort. And while |I was researching
ways to do that, it becane obvious to include even nore filetype versions
in the process as well, with the purpose of supporting gane-devel opers on
other classic platfornms as well. All retro game-devel opnent i s good

gane- devel opment .

So today | have a | ot of experience on howto create many different filetype

versions of nmy tracks, with minimal effort. |I create my track once, and then
use various tools to convert it to other filetypes fairly effortless. And in
this guide I'll share the various ways | do this.

Choosi ng a nusic application
| have personally tried many different nusic applications in ny time, both



trackers and sequencers. It's all about personal preference. Al of them has
di fferent advantages and di sadvant ages.

Maybe you prefer to be able to do all your work in one single application,
or maybe you prefer working in many different applications for each filetype
versi on. Whatever floats your boat is fine.

My own favourite group of nusic applications are wi thout a doubt the

trackers, and ny two favourite trackers are <span cl ass="hi ghli ght">Renoi se</ span>

and <span cl as

<span cl ass="hi ghli ght">Renoi se</ span> has the advantage of being a nodern tracker with support f

-resolution stereo sanples, and it offers lots of dynamc effects with
autonmation, |like reverb, echo and various filters. You can really put sone
life and variation into the sound of your tracks wi th Renoise.

But these effects, as well as the programmmabl e effect comuands that can be
used in the patterns, aren't conpatible with the old formats. And that neans
you have to spend a lot of tine adjusting all such conmands between
ver si ons.

<span class="hi ghlight">M 1| kytracker</span> is a Fasttracker Il clone, and the effect conmands of

format are nuch closer to those of the MOD format, which nmeans you won't
have to spend (nuch) tine editing them when doing a MO version. So this
approach sounds rmuch nore appealing at first.

But the XM format doesn't offer fancy dynanmic effects |ike Renoise does, and
there's no support for stereo sanples either. So you have to either accept
t he absence of such effects - or find alternative ways to make them

After trying out both Renoise and M| kytracker for creating a high-quality
16-bit stereo WAV + a 4-channel 8-bit MOD version of nmy tracks, | ended up
going with MIkytracker. It is the option that requires the | east anpunt of
work for each track, when the goal is to create both an XM and a MDD as wel
as a 16-bit 48 kHz WAV. The effect comands in Renoise were sinply too
different fromthe effects in the MOD) XM format, and thus required way too
much editing in the MOD

The only thing the MI kytracker approach was m ssing, was some way of
achieving the various effects - and stereo sanples. | therefor dived into a
| ot of experinents on creating various effects in the MOD format - and
docunented all of it in an article for Watl FF? Magazi ne issue 2.11 called

"<span class="highlight">How to create nodern effects in ol dskool trackers</span>"

Al so avail ab

<a href="https://ww.indi eganenusi c.com tutorial -nbdern-effects-in-trackers. php">https://ww.indi

al so ways to do them dynam cally.

I then also coded nyself a little handy tool that stereoifies ny XMfile, by
doubl i ng the nunber of channels and instrunents; |oading the |eft channel of
all sanples into existing instruments, and the right channel of all sanples
into the new instruments. The result is a stereo version of the track

wi t hout any effort at all

And then | was all set!

Before diving into the process though, here are a few alternative options
for music applications:

- OpenMPT is a nice mx of a nodern tracker and ol dskool tracker. M ght
actually be perfect for this kind of mission, since it handles all the old
formats while at the sanme tine also offers nodern effects and stereo
sanples. But the U isn't for everyone.

- Protracker 2.3d clone for Wndows / Linux / Mac is a near perfect clone
of Protracker for Amiga. | use it for checking how the MOD actually sounds
(especially in regards of clicks'n' pops). Though never forget to al so test
on a real Am ga too of course

- Skal e Tracker, although old and di scontinued should al so be nentioned in



this regard. Has it's owmn format that |ets you use stereo sanples, but can
al so save as XMwith nono sanples. For a while | thought this tracker was

going to be ny choice, but sadly authors stopped working on it, and there

are still a few things nmissing in my opinion.

Alright, let's get started!

Am ga Protracker MOD version

The filetype version | often look into first, is the <span class="hi ghlight">MOD</span> format. T
filetype is my absol ute biggest passion, that | keep including as a first

priority in nmy list of release versions, for many reasons:

- It has a lot of nostalgic value to nme, because it was a huge part of ny
t eenage years.

- It isthe filetype I'"'mselling the absolute nost |icenses for at
I ndi eGameMusi c. com

- Even here 35 years after creating ny first MODs, it's still an intriguing
challenge to try to create something great within the limtations of the MOD
format.

- Most of ny tracks are actually born fromvarious MDD specific experinments;
achieving certain effects, reduci ng noise and clicks'n'pops, creating
specific synth sanples, mxing multiple channels down to one etc.

- | very nmuch enjoy supporting retro gane-devel opers on any classic platform

and the MOD format can be used on many such classic platforns. The MOD

filetype gives us <span cl ass="highlight">4 channel s</span> of <span cl ass="hi ghli ght">8-bit</spa
64 kB - as |I'msure all readers of WatlFF? Magazi ne knows perfectly well

And while it originated on <span class="highlight">Am ga</span>, it is also popular on platforns
<span cl ass="hi ghlight">Atari Jaguar</span>, <span cl ass="highlight">Gneboy Advance</span>, <spa
a MO player driver exists for nobst platfornms in sone form so there's

really no telling where our MODs might be used.

Since Ml kytracker is a Fasttracker Il clone, using it to create a MDD file
is rather straight forward. It's sinply a matter of sticking to the few
l[imtations of the MOD fornat. Scal e the sanples down to 8-bit nmono. Stick
to the notes that are supported by the MOD format, and avoi d using
unsupported effect commands (neani ng XM ef fect commands). Shrink nunber of
channels to 4, and make sure the relative note for all instrunents is set to
zero. Ch, and nmake sure |loop points are placed at even offsets too.

Gane- devel opers have different requirenents for their MIDs though, depending

on the platformthey' re working on. Many <span cl ass="hi ghli ght">Am ga</ span> devel opers prefer t
have a max filesize of <span class="hi ghlight">50-80 kB</span> (or even |less), because they often
ir gane to be able to run on a stock Ami ga 500. They al so prefer to have a

channel free for sound effects, which neans we actually only have 3 channels

avai |l abl e for nusic.

Meanwhi | e, <span class="highlight">Atari Jaguar</span> and <span cl ass="hi ghli ght">Ganeboy Advanc
<span cl ass="hi ghli ght">800 kB</span> or nore, and they don't need a free channel for sound effec
Bot h <span cl ass="hi ghl i ght " >Am ga</span> and <span cl ass="hi ghlight">Atari Jaguar </ span> support
only out put <span class="hi ghlight">8 bits</span> so it obviously does not support the 14-bit tr

That's just a few exanples of the differences between platforns.

Anot her thing to keep in mnd when nmaking MODs for nultiple platforms, is

how t he different <span class="highlight">audi o resol uti ons</span> used on each platforminpacts
of your MOD. Other platforns doesn't have 4 handy hardware channels |ike

Am ga does, so the developers are forced to use software m xing, which wll

inevitably create alias noise. Read nore about this in ny other article for

this issue called The npst noiseless 8-bit sine.

Anyway... Since the various target platforns have all these different
capabilities and linmtations, | usually create <span class="hi ghlight">3 MOD versi ons</span> of n
tracks in an attenpt to make everyone happy:



- Atypical version with average quality and filesize; corresponding to the
versi on the average MOD nusician woul d probably nake.

- Alowqquality version to get a snaller filesize, in an attenpt to please
devs on platforns with [imted RAM

- A high quality version for the audi ophiles, often utilising the 14-bit
trick for certain instrunents, in addition to using a high sanplerate to
reduce noi se to an absol ute mi ni num

Maki ng such 3 versions doesn't require nmuch effort, since it's nmostly just a
matter of doing sone resanpling.

The gane-devel opers on the various classic platforns should know whi ch MOD
version is ideal for their platformand their player engine. Oherwise it's
a sinple matter of trying each of themout one by one and listening to how
it sounds.

But as a guideline:

- the high quality version should of course be used on platforns that has
the space and CPU available for it, but ironically it would also be idea to
use it on platfornms that sets a | ow audio resolution in their software

m xer. Because the nore data we have to scale down from the better the
result should logically be. This will of course require that the platform
has the necessary space and nenory avail abl e t hough

- the nmediumquality version should be used on platforns that doesn't have
enough space for the high quality version, but does have enough CPU to use a
hi gh enough audi o resolution that the sanples won't get scal ed down too
much.

- the low quality version is nostly suitable for the Amiga, since it
provides the snmall filesize that many Ani ga gane-devel opers require, but

al so because there's no additional quality reduction on Am ga, since having
4 hardware channel s avoi ds software m xi ng.

XM ver si on
Once the 8-bit 4-channel MOD version is done, an <span cl ass="hi ghlight">XM/span> version is eas

- Simply reload the <span class="highlight">16-bit</span> versions of all the sanples.
- Set the |l oop points again that was set in the 8-bit sanple

- Then possi bly <span class="hi ghlight">split</span> a few channels with instrunments that you fee
benefit from havi ng nore <span cl ass="hi ghli ght">pol yphony</ span>.

- Add <span cl ass="hi ghl i ght">panni ng</ span> comrands where you see fit.

- Possibly edit values of 3xx and 4xy comands, since their effects wll
typically be slightly off conpared to the MOD fornmat, dependi ng on where the
notes are.

Sone of the platforns that use XMfiles only have <span class="hi ghli ght">16 channel s</ span> ava
gane-devel opers on these platforms typically prefer to have <span class="hi ghlight">4 channel s</s
for <span cl ass="hi ghlight">sound effects</span> so you may want to aimfor an XM that uses max
<span cl ass="hi ghlight">12 channel s</span>. (O maybe even just <span class="highlight">6 channe

| usually don't create different quality versions of ny XMs, like | do with
nmy MODs, but you can if you want to of course.

For exanpl e, since we know that the <span class="hi ghlight">Ganmeboy Advance</span> can use XM fi
only has a bit-resolution of <span class="highlight">8 bits</span> available, we could consider c
filesize in half (in one XM version), by only using 8-bit sanples instead

of 16-bit sanples. However, depending on the driver, the mxing would nost

i kely be done in <span class="hi ghlight">16-bit</span> before outputting in 8-bit, in which case



the sanples in 16-bit resolution will actually increase the output quality a
little bit. And since there's plenty of space avail able on a Ganeboy Advance
cartridge, there's really no point in reducing filesize by cutting the bit-
resol ution.

After reloading the 16-bit sanples, you may want to resanple them down again
to produce a snaller filesize. Before doing that though, nmake sure you save
the XMin a full quality version. W'll need this for |ater when rendering

t he best possible quality WAV version of the track

You can al so choose to create the XM version before the MOD version. Then
it's just a matter of doing the above steps in reverse order to create the
MOD ver si on.

Wth the XM version we're targeting platforns |ike <span class="hi ghlight">Ni ntendo 64</span> (I
framewor k), <span cl ass="highlight">N ntendo DS</span>, <span cl ass="hi ghli ght">PC</span>, <span

Streanmed version

Rendering a high quality streamed version of the track is of course just a
matter of saving the full quality track (the one with the 16-bit sanples

that hasn't been resanpl ed down) as a <span cl ass="hi ghli ght">WAV</span> file.

However, that's not enough for ne. | want the WAV version of ny track to be

better than the XM version. And that's why | created ny little stereoify

tool that turns nmy XMinto a stereo version. It is this stereoified version

that | then render to a <span class="highlight">16-bit 48 kHz stereo</span> WAV version

If you use OpenMPT you should be able to sinmply | oad stereo sanples, and
t heref or have no need for such a stereoify tool. But | have never tried this
approach nysel f.

| then encode the WAV to two <span cl ass="hi ghli ght">MP3</span> and <span cl ass="hi ghl i ght " >0CG</
A <span cl ass="highlight">160 kbit 44100 Hz</span> version, and a <span class="hi ghlight">80 kbit

These streaned versions of the track cover all the newer platforms. | could
al so choose to provide this stereoified XM version as a rel ease candi date.
But | suspect the nunber of channels (usually way nore than 24 channels) nay
require too nmuch CPU on the platfornms that use XMfiles. And the filesize
will nost likely also be too big to make any sense. It will alnpst certainly
take up nore space than the MP3/ OGG versions, and also require nmore CPU to
pl ay, which nmeans such a version won't be interesting to any game-devel oper
on any platform as far as | can see. So |'ve never provided the stereoified
XM version as an option.

Sone devel opers on older platforms may also find a | ower quality version of

the WAV attractive. Ganeboy Advance devel opers, for exanple, nay sonetines

prefer an <span class="highlight">8-bit 16 kHz WAV</span> instead of a MOD or XM because it requ
less CPUto play - and the filesize doesn't matter much since they have

pl enty of space available on the cartridge: 32 M.

Super Ni ntendo version

If the <span class="highlight">16-bit XM</span> release file is |l ess than <span cl ass="hi ghlight"
version), then it should be possible to make it play on a Super N ntendo as

wel . When that's the case, | of course go ahead and nmake a SNES version as

wel | . Because why not?

There is a nice converter tool called <span cl ass="hi ghlight">SNESMOD</ span> whi ch can convert an
Tracker</span> file to a Super N ntendo fornat.

So in order to use this converter I'lIl first need to convert ny <span cl ass="hi ghli ght">XM/ span>
format. This is easily done. Sinmply load the XM w th <span cl ass="hi ghli ght">Schi sm Tracker </ span
it as IT.

You can also do it with <span class="hi ghlight">CpenMPT</span>. Just load the XM switch filetype
save again. But notice: OpenMPT defaults to conpressing the sanples with
the IT format, and then SNESMOD won't work. So if you want to use CpenMPT to



make a SNESMOD conpatible IT file, you need to go to View -> Setup ->
Advanced. Then search for | TConpression, and set both | TConpressi onMono and
| TConpressionStereo to 0. Before saving as | T though, we have to make sure
the track sticks to a few SNES-specific rules:

- The SNES only has <span cl ass="hi ghli ght">8 channel s</ span> avail abl e, and game- devel opers typ
prefer to have <span class="hi ghlight">2 channel s</span> free for sound effects. So we have to cr
a <span cl ass="hi ghl i ght">6-channel XM</span> first (if we didn't already do that when creating t
version).

- Al loop points in the sanples nust be a nmultiple of <span class="highlight">16 franes</span>,
the BRR conpression that is used on Super N ntendo.

- Max sanple-rate is <span class="highlight">32000 Hz</span>, which of course we should be well b

Since all | oops need to be a multiple of 16 frames, you may need/want to

resampl e your sanples, if you didn't already use sanple-rates that are

"conpatible" with such 16-frame bl ocks. Ot herw se you may end up with

clicks' n' pops due to mismatching | oops, and/or the tone nay be out of tune

with the other instrunents. You can read nore about that at <a href="https://nesdoug. com 2022/ 01/
SNESMCD converts the IT file to an <span cl ass="hi ghlight">SPC</span> file and sonme binary files.

The SPC file can be considered a kind of preview, "proof"

that it works. It plays with VLC and can al so be | oaded on the SNES. But
it's the binary files the gane-developers will want to add to their gane
proj ect.

The Super N ntendo | acks volunme-ranmping just |ike Am ga does. So all the
tricks we applied to the MOD version to reduce clicks' n' pops should al so
apply to the SNES version nicely.

Most of ny tracks always end up much | arger than 180 kb though, so it is not
often | create a SNES version. It's just one of those "if possible, then why
not" things. | do this despite never having received any requests for any of
nmy SNESMOD files yet, because | know that one of the many things that keep
devel opers notivated is to have assets handy and available. If they have a
library of stock music available, there's a bigger chance they'Il actually
start up a project some day in the future. So I do a SNES version of ny
track whenever it's possible and doesn't require too nuch work.

GM M DI version

| rarely do <span class="highlight">M DI </span> versions of ny tracks anynore, because ever since
no one ever requests M Dl nusic anynore. This despite several <span class="hi ghlight">Ni ntendo

pl atforns</span> actually does use M DI files. And <span cl ass="hi ghli ght">D0S</ span> al so stil
retro gane-devel oper community. The comunities on both of these platforms

just sadly aren't a whole lot active.

But I'Il share the process anyway, in case we mght suddenly see a reviva

fromsome retro gane-devel opers on the DOS or J2ME or N ntendo platfornmns.

<span class="highlight">Tinmdity</span> is an excellent comand-line MD player. But it is also
excel l ent converter. It can convert MOD, XM S3Mand IT files to MDl, and

does so extrenely well.

The conmand is: <span class="highlight">tinmdity -OM <xm fil e></span>

The output is an <span cl ass="hi ghli ght">n2nx/span> and a <span cl ass="hi ghli ght">ni d</span> file
You need to edit the m2mfile with a text-editor to tell Timdity which MD

prograns (or patches if you will) each sanpled instrunent in the XM shoul d

be mapped to.

If you want a specific sanple in the XMto be mapped to a M DI piano, then
you sinply input program1 in that |ine.

We often use chord sanples in MODs and XMs, and Timdity supports that too.
If you want the sanple to be napped to a chord, you sinply add a letter to
the program nunber: M for a major chord, mfor a mnor chord, d for a



di m ni shed chord and f for a fift chord.

Additionally you can rotate the chord dowmn with a foll owi ng nunmber. So for
exanple 1M is program 1 (piano) major chord rotated 2 down.

GM M DI al ways use track 10 for druns. To map an instrument to a drum the
program nunber should instead be the instrument nunber for druns, followed
by an asterisk. So 35* would be a bassdrum

More instructions <a href="https://github.con Di strotech/ Ti Mdity/bl ob/master/doc/ C/ READVE. n2m' >h
conversion conmmand again and listen to the resulting mdi file. Keep

tweaking the mem file until you' re satisfied with the resulting M D

versi on.

And that's all there is to it really.

Here's an exanmple of an n2mfile | used for one of ny sinpler tracks.
# Sanple Program Transpose FineTuning %/l une

1 7 24 0. 000000 100
2 105 -12 0. 000000 100
3 105M 12 0. 000000 70
4 105m 12 0. 000000 70
5 3 12 0. 000000 100
6 3 24 0. 000000 100

M DI + soundfont version

It's not always easy to convert an XMto a plain GMMDI file if the XMis
full of sanples that can't easily be nmapped to a M DI equival ent, such as
long mi xed rhythm sanpl es, or certain conplex synthesizer instrunents that
sinmply aren't available in GM M DI .

Unl ess you wanna edit the whole track and recreate these sanples as best you
can within GMMDI limtations, the only option we have in such a scenario
is to extract and convert the sanples of the XMto an equival ent soundf ont
file to go along with the MDI.

<a href="https://ww. undseen. conl 2mi di . ht M ">htt ps: //ww. un4seen. coni 2ni di . ht M </ a> does an aweso
file. It's an ancient tool, and it takes sone getting used to, but the
results are absol utely awesone.

A GUMMD + SF2 file covers several <span class="highlight">N ntendo</span> platforms as well as
<span cl ass="hi ghli ght">Javascri pt </ span> engi nes.

eXt ensi bel Misic Fornmat (XMF)

| do not create an <span cl ass="hi ghli ght">XMr</span> version of ny tracks anynore, since there w
never any interest in the format whatsoever, even when <span cl ass="hi ghlight">J2ME</ span> (where
ideal format to use) was inits prime tine. It could have done wonders for

J2ME ganes back then, but it was never used/di scovered by anyone for sone

reason.

An XM file contains a <span class="highlight">M DI </ span> and <span cl ass="hi ghl i ght">DLS</ span>
the sane feel as the tracker formats does. In other words; ganes on the old

J2ME pl at f orm (phones before Android and i Phone) could have had tracker-

quality music instead of just plain boring GM M DI sound

But it was difficult finding tools that could create XMF files, or convert
to XM- fromother formats. So the lack of interest (or even know edge of its
exi stence) is somewhat understandabl e.

I managed to find a couple of tools though, and thus created XMF versions of
a few of ny tracks. XMrtool by Faith, Beatnik's Mbile Sound Buil der and
Noki a Audio Suite 2.0 are three options you can take a | ook at if curious.
But as | said; no one is using the format. Not now, not ever. | just wanted
to nmention XM briefly because it was once a part of ny list, and | spent a
ot of time researching the format. So | feel it deserves to be

nment i oned.



AY-chi p version

My chil dhood conputer was the <span cl ass="highlight">Anstrad CPC</span> (yes, | amthat old). Fo
reason | sonetines also like to create an Arstrad CPC version of ny track -

to support the Anstrad CPC gane-devel opers.

Previously | used to create Anstrad CPC tracks with "<span class="hi ghli ght">STaRKos Tracker </ spa
CPC itself. This tracker later evolved into "<span class="highlight">Arkos Tracker</span>" for W
whi ch then evolved into "<span cl ass="hi ghlight">Arkos Tracker 2</span>" for Wndows, Linux and N
recent times "<span class="highlight">Arkos Tracker 3</span>" was released, also for both Wndows
Mac.

Musi c created with any of the Arkos Trackers can be used on several ol der
AY- based pl atforns, such as <span cl ass="highlight">Arstrad CPC</span>, <span class="highlight">Z
and <span cl ass="hi ghlight">Appl e 2</span>.

Arkos Tracker 2 and 3 lets you inport a MOD. Fromthere it's just a nmatter
of replacing the sanpl e-based instruments with AY-based instrunents.
That's not the approach | use nyself (anynore) though

Since | sonmetinmes enjoy fiddling a little bit with Arstrad CPC devel opnent
nysel f, using the cpcTel era framework, which only supports Arkos Tracker 1
tracks, | have to produce Arkos Tracker 1 files. But Arkos Tracker 1 doesn't
inmport MOD files - and the tracker itself doesn't work on Linux either

I have therefor created ny own little MOD->AT1l conversion tool. That way I
can effectively use M| kytracker to create Amstrad CPC tracks.

More to cone?

|"ve often thought about maki ng nore conversion tools, to be able to support

other classic platfornms |ike <span class="hi ghlight">NES</span> and <span cl ass="hi ghli ght">C64</
gotten around to it yet. Misic Macro Languager (MWL) could al so be

i nteresting.

But | also feel there are already a ton of rmusicians covering NES and C64,
and | can't deny that ny biggest passion of course lies with the platforns |
have t he biggest relationship with.

| encourage you to (try to) target the platforms you have a relationship
with. And if you cone up with any clever ways of porting one format to
anot her, do share it sonewhere online for the rest of us to see.



AmigaGuide Deep Dive

Am ga Gui de DeepDive: Do More by: Tino Pau

Am gaQui de has al ways been best know for its hyper text abilities, and to
be honest not nmuch nore. However with the advent of Ami gaCS 3.2 Ani gaCuide
gai ned new features, such as inline graphics. This nakes the hunbl e AG doc
ook Iike a website fromthe early 90s. However the extra functionality
does not stop there, infact there are a |ot of systemcalls that you can
do froma standard Am gaCui de docunent.

Last issue we | ooked at the very useful OQpenURL tool and how it can be
integrated into AGdocs, in this issue we will look at the other system
calls that can be done and use the exanples that are used in this very
magazi ne.

The first feature is one that | nust thank Roald Strauss for |ooking into
and pushing for, this is the nusic playback with playlist. It is possible to
have a playlist of nmusic that can be turned on and off fromw thin an AG
file, without the need for a GUJ player popping up. This is done thanks to
two things: Hi ppoPlayer and the 'system call. A sinple exanple would | ook
like this, let's inagine we have a very short playlist of tw nods.

First we create a play or nusic on button: using the @comrand with "on" as
the title. Usually we would use a '}' to close conplete the button but we
want the button to do sonething, so next we add 'systeni, after that we can
direct the systemwhat software to use. Below is a shortened version of the
comuand that is use in the nagazine, please note that the '@ is missing, to
enabl e the bel ow conmands please add the '@ at the beginning.

{"on" system "MusicPlaylist/H P HDE Playlist/filel.nod Playlist/file2. md"}

Here we can see that we have created a directory called MisicPlaylist, and
inside is the HippoPl ayer executable i.e. HP. "HHDE' is used to stop the
program from poppi ng up and work instead in the background. Next we are
directing H ppoPlayer to find the Playlist, which is a sinple text file that
contains the file location of the nod files. Below is an exanple of what the
playlist file would look like. If you notice the drive denotation

"What | FF: What | FF4. 17° - this is not required usually but this has been added
to allowthe music to run under TAWS. If the ArmigaCGuide file is run only
froman Aniga, then it is not necessary, you cna just use:
"MusicPlaylist/filel. nod

VWhat | FF: What | FF4. 17/ Musi cPl aylist/fil el. nod
What | FF: What | FF4. 17/ Musi cPl ayl i st/fil e2. nod

The final systemcall is below, this will stop the nusic and cl ose
Hi ppoPl ayer if you do not press this button the rmusic will continue even if
you cl ose the Am gaGuide file.

{"of f" system "MisicPlaylist/HP quit"}

These are just sone sinple exanples of how you can spruce up your Anmi gaGui de
docunents, the 'systeml call is very powerful and you can even use it to
control system Prefs, such as changi ng the Wirkbench palette. As it stands
at the nonent | have not figured out howto stop it fromasking to cl ose

Wor kbench so that will cone in a future guide about Anmi gaGuide. In the
nmeantinme | hope you found this short guide on howto get nore out of AG and
can explore the new features available in the OS3.2 Am gaGuide.



DigiPaint: Basics - Part 2

Digi Paint: Basics - Part 2 by: Tinp Pau

In last issue we | ooked at the basics of DigiPaint, for this issue we wll
concentrate on the nore advanced features of DigiPaint. But, before we start
| just wanted to go back to a point fromthe last guide regarding quitting
the program | had nmentioned that if you are running Am ga OS3.1+ you m ght
have sone issues with quiting, by having the screen cut off and requiring
(Left Amiga + V). After witing the article | had nore tinme to dig into

Di gi Pai nt and discovered this is not an OS3. 1+ issue but a PAI/NTSC issue.

Having a | ook on the internet | discovred a downl oad that contains the NTSC
and PAL versions of DigiPaint, running the version dependi ng on your Am ga
will allow you to see all nenus and quit again. To be honest this is

somet hing that | should have considered | ast issue but it had not struck me
there woul d be separate NTSC and PAl versions. So, with this issue we have

i ncl uded the NSTC and PAL versions of DigiPaint.

Last tinme we | ooked at choosing colours, cutting a brush and using the
transformation tool. This tine we will delve nore into the gradient and very
useful perspective tools.
Gradi ents
A lot of the actions are selected by the drop down nmenu, so begin with let's
draw a sinple gradient using the default colors. Bring up the nenu and | ook
for:

Mode -> Range

PIC 1
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Cick on FILL and choose a shape, for exanple | chose the rectangle, draw
out a shape and the shape is filled with a gradient. By default the brighter
left colour is in the mddle spreading out to the right red col our. Now,
what if we want to change where the yellow colour starts, well this is very
easily done in DigiPaint. Find the CONTROLS button and left click, this wll
bring up a new panel, on the right side you will see a filled red sphere
with a white square in the mddle. This square represents the yell ow col our
or the left colour in palette. By left clicking anywhere on the sphere wll
nove the white box, for exanple nove the white box to the top left and then
click on TOOLS, and draw out your box again. You will see the highlight or
yel l ow col our will now have noved to the same spot on the red sphere

PIC 2
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You may have noticed the boxes above the sphere, these change the hotspot

| ocation, fromthe left you have the ' OFF button, then point hotspot,
vetical hotspot and horizontal hotspot. Once you have sel ected your hospot
shape it can noved by click on the shape in the sphere | ocator and draggi ng
the white square, vertical or horizontal line.

Tr anspar ency

Have a | ook on the right side of the gradient tool box and you will see a
slider, on both sides of the box, the left slider controls the Hotspot
transparency, the bottom being conpletely transparent and the top being
solid. Using the buttons on the left are preset to:

Top = Opaque
M ddle = 50%
Bottom = 100% Tr anspar ent

The right side works in the sane way, but controls the edge transparency.

PIC 3

TxMap

One of the nodern features in DigiPaint, especially at the tinme was the
TxMap, | believe this was a feature that was only inplenented in Digi Paint
vesion 3. For this issue we will take quick |ook at the feature and then
delve into it nore next tinme.

Wth TxMap, you are able to map a texture to one of the default shapes or
one drawn with the free tools. To do this you need to create a brush and put
it into the spare buffer. This is done by loading in your brush or creating
a new one, using the Scissors tool to cut/copy a shape. Then you need to
use the drop down nenu:

Brush -> Swap -> Copy This Brush
PIC 4
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This puts the brush into menory so it can be used by Digi Paint for the TxMp



node. For a sinple exanple we shall nmap the brush/texture onto a sphere. To
do this we need to use the drop down nmenu again and go to ' Mode -> TxMap'.

Now i f you choose the 'FILL' button and draw out a shape the brush will be
mapped to the chosen shape. Have a play around, | find using the

' Pol ygon/ Strai ght' gives sone great results, and you use it to create a nice
textured perspective floor. Have a play around and next tine we will take a
deeper | ook at what can be done with the TxMap t ool
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Is The Amiga Getting Out Of Reach?

Is The Amiga Getting Qut O Reach? - by: Tino Pau

What comes to mind when you read the above sentence, do associate it with

t he decreasi ng anmount of original Anmi ga hardware? The cost of upgradi ng
and reparing Am gas or perhaps the purchasing original hardware? The Am ga
1000 cane out for 1,285 USD, the equival ent of 3,800 USD in 2025. Conpared
to prices today, it is not cheap by a I ong shot, however, if you conpare it
to the Apple Macintosh that was released in 1984 for the princely sum of
2,495 USD, equivalent to 7,600 USD in 2024. It nmakes you stop for a nonent.
Doubl e the price for a conputer that cones with a built in 9 inch nonitor
but is black and white, and there is no hard disk as of yet. Even with a
nonitor the price included with the Amiga 1000 you were | ooking at a | ower
i nvestment than a Mac.

But still Commpdore was known for it's affordable conputers and as we all
know it was until the cost reduced Ami ga 500 canme out. Even witing these
words brings back warm nmenories of playing ganes and doi ng graphics on ny
A500. It was a machine for the people. The original price was 699 USD
equi valent of 1,930 USD in 2024, 499 GBP in 1987, equivalent to 1,770 GBP
in 2023. It still nakes me wince to see those prices but then again, the
Ami ga was cutting edge at the tinme. Looking at the current prices of the
cheapest i Mac in 2025, you will be paying 1,299 USD. That is a good price
i n conparison, but then the manufacture of conputer conponents has comne
down as techniques are refined and there is nore autonmation

So, the Amiga was relatively affordable conpared to the conputers of the
time. But, now in 2025, how affordable is the Amiga for people?

This is a tough question to answer, there are always disparities between

the i ncome of Am ga users. Though as a general thunb of rule you would
probably be | ooking at people in their 40s to 60s, taking into consideration
when the Amiga was at its peak. Looking at the current prices of Anigas you
need to make sure you have taken your high blood pressure neds. Looking on
eBay (I realise this is not the best measure of prices), you can find a
pretty good | ooking A1200 FOR 450 EUR, and this is in stock. The genera
price of A1200s have gone up drastically in just the |last few years.

Am ga 500s, were going for around 50 GBP a few years ago and now you are
lucky to find themfor 200 GBP. Thinking this was possibly getting out of
hand, | posted a thread on eab. abine.net, asking if others also felt the
Ami ga was increasingly getting out of reach for others.

Thank you to everyone who responded and as expected there were a variety
of responses, but having a | ook through all the responses you coul d see
there was the recurring thene of people feeling the prices have started to
get out of reach. Sone even joked about their collections being their
retirement fund. There were others though who did not see the prices as
goi ng too high and felt they were affordable or reasonable. In genera

they were fromcountries where the average salary is quite high conpared
to other countries. As an exanple, there was an article about how the
average Anerican feel they do not earn enough noney if their salary is
over 100, 000 USD

This made ne choke on ny tea, living in Japan the average salary is around
320, 000 YEN per nonth, which roughly converts to 2,100 USD per nonth. This
equates to just under the weekly salary of one working in the US. This hel ps
toillustrate how difficult it is to judge the affordability of the Am ga.
Even with the current prices of Amigas, it is peanuts to the average US

wor ker. Looking at the UK, prices come down a bit with the average UK

sal ary being 1,950 GBP, when converted to yen cones closer, equalling



389, 290 YEN.

But, this just |ooks at the prices, another aspect that popped up in the

t hread was considering the age of the Amiga hardware. Oten there were
conparisons to the cost of the Amiga when it first came out, and that it is
cheaper than when new. But it was brought up that the Amiga is al nost 40
years old now and it is not as capable as nbdern conputers. You can say

wel |l old cars have also increased in prices, but they still provide the
essential reason for the car to exist, to be able to carry you from point
Ato point B. The Amiga while it is still able to function as well, it
still struggles when connected to the internet, cannot play nodern files
or at best struggles. There have been nmany upgrades which give it nodern
abilities, or at |least better capabilities. But it is still very nuch a

conputer of the 80s and early 90s.

This makes it a hard pill to swall ow when seeing the current prices of
Ani gas.

Personally, the Ami ga represents the past, it is a link to ny younger
years and as such, while | put a certain value on it, thereis alimt
that | amwlling to invest in what is very rmuch a hobby. In a very

real sense it demeans what the Anmiga stood for, a machine that was perhaps
not cheap but affordable for what it offered. Wth the prices asking now
it tarnishes the inmage and possibly puts off a new generati on who m ght

be interested in owing a real Ami ga. Looking towards the future it seens
like the Amiga will only increase in price but fingers crossed that in
future prices will start to fall again when the original users start to

give up the ghost. Perhaps, if we are lucky there will be an influx of too
many Amigas that families want to get rid of and will go for reasonable
prices again. | for one hope that when | am 80 years old | can finally

afford an A4000 that | have coveted for many decades.



ag4web and more!

Agdweb: More ways to read What| FF? - by: Tino Pau

| fyou have visited the Whatl FF? website recently then you m ght have noticed
sone changes. Nanely on the navigation section there is a newlink titled
Online AG Reader. About a year ago we teaned up with TAWS devel oper M chae
Rupp to make accessing the nmagazi ne easier on conputers other than an Am ga.

We had great feedback frombut there were still sone who wanted to read
the magazine in a sinpler and nore i Mmediate form Martyn Banpton has been
wor ki ng on such a way over the |ast few nonths and created ag4web.

Agdweb converts Anmiga Guide docunents into HTM., including all the hyperlinks
and enbedded i mages. You view the | atest issues by clicking on Online AG
Reader from navigation bar and you will be taken to an index of all the

i ssues. Cicking on an issue nunber will take you into an HTM. form of

t he magazi ne.

This is a great way to read the nagazine if you want to junp straight into
it, it can also be scrolled through |ike a website or text file simlar to
how Am ga Report was in the early days.

However, Martyn did not stop there as there have been a few voi ces asking
for a PDF version, and he has answered their requests. Once you are into an
i ssue, look to the far right and you will see Downl oad PDF. At the nmonment it
is rudinentary however it supports inline imges and will be inproved over
time. It is a great way to read the magazi ne in physical formas you can
easily print the PDF

My thanks goes out to Marytn for his hard work on articles and hel ping the
magazi ne nore accessi be to readers wi thout an Am ga on hand.



40 Years of Amiga

40 Years of Amiga - by: Tino Pau

So the Amiga has hit the big four oh, and to mark this |Iand mark achi evenent
| thought | would wite a bit about what the Amiga was and is for ne now.
Back when the Amiga first cane out in 1985 | was still only 7 years old,
probably much younger than nost Am ga users. As the Amiga was not on ny
radar scope, we had a ZX Spectrumat the time and were still living in the
UK. | was not a ganer, or interested in conputers really, | was obsessed

wi th Ghostbusters at the tinme and drawi ng. About a year later ny father was
relocated to the States and so we packed up the house and nmade the nove to
Pennsyl vania, to a little town called Hatfield. My parents had a house that
t hey had bought in the past, | was born in Finland but a few weeks after
that my famly noved to the States. W lived there for a few years and then
noved to the UK, where | grew up. So, it was nice to see the old house again
after so many years, well at least to ny youngself, it seened.

After we settled into our old house, and | had explored it fromtop to
bottomit came time to get the famly conputer again. | was 9 by this
tinme and confess | did not have any interest in conputers. It was ny ol der
brot her who had done research about the Am ga and asked our father if we
could get the recently rel eased Aniga 500.

For ne the Amiga 500 was truly the gateway to conputers, prior to that I

had used Spectruns, C64s, Z88 etc, and while they were fun, they did not
light my fire for conputers. Little did | know that the pile of boxes that
suddenly turned up on our doorstep, nearly towering over me would be so life
changi ng.

| have to add that age is a factor here, | amyounger than nost Am ga users
at the age of 47, which nmeans that when the A1000 first came out | was only
7. At the age |I did not understand nuch. The Spectrum we had, | renenber
playing on it but was was very difficult for my 7 year old mind to
understand how to use. To be honest, | amsurprised and a bit envious of
peopl e who can renmenber much of their chil dhood when they were much younger

Anyways, by the time we got the A500 in '87/88 | am not sure exactly, but |
was around 9-10 years old. | definitely renenber things better fromthat
time and was nore aware of how revolutionary the Anmi ga was.

And now, on with the story ..

There was the usual excitenment of unpacking everything, we got the standard
A500 and a Conmmpdore nonitor, it was a 1080 | believe. It was first set up
in the living roomon a | ow wood coffee table. It |ooked so futuristic to ny
young eyes and nore so when seeing the blue Wrkbench screen with the nmouse
poi nter.

Learni ng the nmouse took a while and it was not until a few nonths |ater that
| was fully confortable using it. The Amiga blew ny mnd with the stereo
sound and col ourful graphics.

My first introduction to the Am ga software was not ganes but the speech
generator and Digi Paint. Hearing the Am ga speak what | typed into it was
just mnd blowing. More so since | amdysl exic and here was a device that
could help me read without the need of my parents or tutors. | know | am
biased in this regard but | feel it is a shane the Aniga is not recognised
enough how it was the first truly useful conputer for children with
learning difficulties.

However, where the speech capabilities rocked my world it was Digi Paint that



bl ew it open.

The first time | sawa HAMinmage in DigiPaint | was frozen, it did not
seem possi bl e that a home computer could display imges |ike that and nore
so that | could edit it. Fromthat day on | was interested in comnputer
graphics and digital art. Wich continued through high school, university
and even using an Amiga for animation for work in the early 2000s.

So, that was ny introduction to the Ariga and while | was late to the gane
by about 2-3 years it still resonates with me |like no other conputer that
has come since. In many ways owning an Amiga at that tinme felt |ike we were
living in the future conpared to other conmputers, even if that was short
lived.

VWile this was nmy story, | would love to hear your stories and if possible
put theminto the last issue of 2025, so you you wi sh to contribute

sonet hing pl ease send themin to: subm ssions@whatiff.info or

ti nopaul @watiff.info.



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

-= Boris Krizma: Anmiga Hardware Devel oper =-

We talk to the Slovak Am ga hardware devel oper known for his contributions
to the Ami ga scene including the FURI A accel erator for the A600.

-= Frank Neumann: Gane Devel oper =-

A100 is a new puzzle gane for the Amiga, originating on snmartphones, we
have a chat with the devel oper about adapting a touch ganme to the Am ga.
-= Szilard Biro: Gane Devel oper =-

Fanous for his conversions of PC/Mac ganes to the Amiga, we get the | ow
down on what it is like to convert ganmes to our bel oved Anmi ga.

#Tal king Amiga - Watl FF? |Issue 4.17 - Cctober 2025#



Boris Krizma Interview

1. Hello Boris, thank your for taking the tine for this interview, to begin
with can you tell our readers about yourself?

| conme from Slovakia, a snmall country in the heart of Europe. | live in the
historic city of Nitra, known fromthe tine of the Great Mravian Enpire.
was a rebellious child, froman early age | refused to conformto ny
surroundi ngs or authorities. | always had ny own mind, which was reflected
in ny acadenmi c performance. My unconventional way of thinking caused me
problens in life, but over time | found a way to use ny difference for
personal growth. | viewed failure as just another opportunity to |earn
somet hi ng new.

My best conpanion is solitude, just silence and a stream of thoughts |
observe. Fromthat cones the sense of calmthat fills ne with peace and
happi ness. That's the key to creativity. | love to travel and explore
different cultures. | deeply value free tine, | try to spend it with fanmly
or doi ng somret hi ng nmeani ngful: pleasant nusic, books, and nature (the al pha
and onmega of everything).

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

In high school, | joined a conputer club, where we used to play ganes on
the ZX Spectrum At the end of the year, there was a conmputer technol ogy
exhi bition, and nmy math teacher brought his Amiga 500. Fromthe nmonent |
saw it, | couldn't sleep. As a conprom se, ny father bought nme a Conmmodore
64, under the condition that | would inprove ny grades.

On the C64, | started programming in assenbler, using a plotter and a
phototransistor, | created a sinple inmage scanner. It was a very primtive
device, but it was a turning point: | realized that nmy future lay in

har dwar e devel opnent.

| had to earn my own noney for the Amiga, | worked odd jobs and did
occasi onal construction work. After finishing school, |I started working.
VWhen | added up all the savings, it still wasn't enough to buy the Am ga.

Seeing ny effort, my parents pitched in the mssing anbunt. At the end of
1992, | finally had ny own Am ga 500

3. You are the devel oper of the Furia accel erator board, prior to the Furia
did you devel ope any other Am ga hardware?

Yes, | made a few snall things for fun. |I think ny first serious project was
converting a Panasonic JU 257A floppy drive to Amiga HD. | quickly

di scovered how poor the online docunentation was. | found some info on

Ami net, but it wasn't very technical. Still, it was enough to get started.
spent a lot of tinme onit, and when | finally got ny hands on a |l ogic

anal yzer, | recorded all the signals froma Chinon BZ357A floppy drive. |
anal yzed that data and built a logic interface using gates. | was very

satisfied because it finally worked.

| published the project on the Amga forum Am gaportal.cz and shared the joy
with friends. But as usual, | wanted to push things further and shrink the
interface. The only way was to use a GAL | ogic chip, which brought a new
chal | enge. Fortunately, at the time, there was plenty of literature

avai lable in nmy native | anguage.

The final project was the AriseHD v6i, | nanaged to fit the whole interface



into a single PLD GAL16V8 chip. That was in 2008. To this day, | still use
the AriseHD v6i (unchanged) in all ny Amigas. Later, | made other small tools
SIlowRAM 1.5 MB and |later 4 MB Fast RAM for the Amiga 600. | nade all this for
nmy own needs because such things weren't available in the market. In post-
conmuni st countries, it was common for people to nmake these things

t hemsel ves.

4. \What made you decide to target the A600 with your Furia card?

That's a very interesting question. Sonetinmes you do things because you want

to, other times out of necessity. | had noved into a small one-room
apartment with ny girlfriend, and nmy Amiga 4000 didn't fit on the desk. So
| bought an Ami ga 600 through a classified ad. | remenber a friend warning

ne that it was a terrible nachine, slow and hard to expand. He was right;
it was |like going back to the Stone Age.

In 2006, Jens published a prototype of a new accelerator called the T630. |
was excited and expected it to be on the market soon. But it took another
four years before the ACA630 was rel eased. The A600 was really slow, so in
the evenings, | tinkered with a sinple mni-board using the MS68SECO00
processor. Cccasionally, | shared updates on the Amiga forum

| received support from other Am ga users, and that?s when Rafal Chyla from
Pol and reached out. He was al so an Am ga hardware enthusiast. W started
exchangi ng experiences, we were both trying to get the MC68EC020 wor ki ng on
t he A600. Each of us had our own concept and hardware, and we exchanged
source codes and ideas. Eventually, together, we succeeded. Wthout Rafal

| don?t know if | would ve had the nmotivation to build such a compl ex card,
| saw it nore as fun. | continued posting nmy progress on the forum

5. Are there plans for an A500 version in the future?

' mnot someone who makes bi ndi ng pl ans, because if they don't work out,
there's disappointnment. But | admit, the idea has crossed ny mnd, and |'ve
received simlar questions fromthe Amiga conmunity. | even got an offer to
col |l aborate on a card for the Am ga 500

However, | currently feel that there's a bit of hardware saturation, why
bring sand to the beach? On the contrary, |1'd rather focus on areas where
there's a shortage and potential for inprovenent. It doesn't have to be a
big project. Mire |ike something practical, like things |I've made for
nysel f, because | personally needed them For exanple, DriveRDY (to connect
any PC FDD to Anmiga) or |IDE LeyLines (a buffered adapter for CF cards with
softer signals and HDD sound enul ati on).

Now, back to your question, Are there plans for an A500 version in the
future? Maybe yes, when the right inner notivation strikes.

6. Was the Furia card difficult to devel op, what were sone of the major
hurdl es you encount ered?

As | nentioned, for ne, it was nostly fun, so | didn't see obstacles in a
dramatic way. If | struggled with sonething, | tried to find information
The dat asheets for the MC68000 and MC68020 chips helped ne a lot, they're
very well witten.

The problem arises when you try to inplenent that in the context of Am ga
hardware. The Amiga is built on custom chipsets, and there's a big | ack of
precise techni cal docunmentation. That's where nmeasurenment tools becone

i ndi spensabl e, you can't devel op conpl ex hardware w t hout them

Besi des knowl edge, experience with neasurenment tools is key. There's al ways
roomfor growh in that area, but now only in snall steps.

VWhen | got stuck, a good night's sleep often helped, in the norning, | could
see the problemnore clearly. | also want to highlight how nmuch easier it is
to work in a team Sharing know edge with Rafal was a huge benefit for both



of us. 1?d also like to thank Dani el Dundel ski (Retro-Am ), he handled the
busi ness side and contacted Lotharek for production of the Furia
accelerator. Wthout him the card m ght never have reached the narket.

7. Do have any future plans for the Furia?

This piece of hardware is like a second child to nme, | still work on it.
There's not much roomleft for new features, but the logic can still be
optim zed

My work on Furia is now nostly educational, I"'mcurrently refining the

logic to make it even nore stable. It's a formof self-education, |ooking
for new solutions, trying to do things nmore sinply and clearly.

| have a prototype of a Furia with a MC68030RC processor running at 40 Mz
in the drawer. The logic is alnost identical to the ECO020 version, but it

i ncl udes enhancenments the processor offers. It's an ol der concept, but it
coul d be nodernized, as a | owend accel erator at a reasonable price.

Ri ght now, | use this prototype as a test station ("dog station") for
checki ng MC68030 processor functionality.

8. Recently you have posted about your next project, the Portable CD 2024
PCMCI A. Can you tell us a bit about the project?

The concept is based on the Al fa-Data CDL200+ adapter's a nore nodern
refined clone. It's nore conpact with a discreet, stylish design that
doesn?t take up desk space next to the Amga. A red LED was added to
i ndi cate CD/ DVD- ROM activity.

Anot her innovation is the BUS Card, a green LED |ights up when a CO) DVD- ROM
device is active in Wrkbench. This feature has a practical use, if there's
a collision on the PCMCI A port, the LED won't |ight up, alerting the user

It also signals that the correct driver (tandemat_pcntia. device) has been

| oaded, as not all versions are fully conpatible. The driver package, |ike
for IDE LeyLines, is |IDE-Fix97, available on Am net.

9. What nmade you decide to create a new CD rom adapter for the A1200/ A600?

It was one of those projects that wasn't planned, it naturally evol ved.
There was a tine when the SONY VAI O external CD- ROM (PCMCI A) was popul ar
for connecting to A600/A1200. There?s a driver on Ami net (cdpcntia), which
excited nme, so | got the hardware too.

But over time, ny enthusiasmfaded, it didn't neet ny expectations. Mean-
while, | gained experience with the IDE-Fix97 software package. This base
by El aborate Bytes was reliable and offered full PCMCI A support for
removabl e medi a

That made it just one step away from nmaking my own adapter, the Portable
CD 2024 PCMCI A. | DE-Fi x97 not only allows readi ng COY DVD- ROVs but, together
wi th MakeCD, can also burn CD-R/ CD-RWs. The result is an elegant retro
solution for working with optical media on the Am ga.

Besi des the PCMCI A hardware, | |ooked for a suitable case. |I found one on
Al i Express, which needed only slight nodifications for the ATAPI connector

| also created an internal PCB for connecting a SLIM CD/DVD drive. This
concept al so allows external power via USB, useful when the PCMCI A port
can't provide enough power. That's how a conpl ete CD/ DVD- ROM system for the
A600/ A1200 was born

10. Is it available already or when you anticipate it will be ready?
| ?ve built several working units for friends, and testing went well. Early
this year, | contacted Przenys'aw Krawczyk (Lotharek) to see if he'd be

interested in a small production run. | haven't sent hima sanple yet.



This project is specific, nmany parts are handcrafted and require delicate
nmechani cal work. It depends on how Przenek evaluates it. Since it's retro
hardware, securing suitable CO/DVD drives will also be a challenge, but
we' ve al ways managed before.

| can't give a conpletion date right now, it doesn't depend solely on ne.
Many factors cone into play: material availability, production capacity,
| ogi stics. These are beyond ny control

11. WIIl it be sold in shops like the Furia or directly?

I"d like to point out this project was nore of a fun experinment. | have
various hardware concepts in ny drawer, and when | manage to turn one into
a real product with potential for others, | offer it to Lotharek

Fromthat point on, | |leave everything to him business dealings,

distribution, and sal es. Lotharek has his own sales strategy and works with
sel ected e-shops with a sort of exclusivity.

He's quite active on Facebook, so if anyone wants to stay up to date, |
reconmend following his page, the latest info usually appears there.

12. What issues have you encountered during devel oprment?
Wth the PCMCI A adapter, everything went relatively snoothly. Designing the

card with the connector and proper PCMCI A placenent required a bit nore
t hought .

From a user perspective, | always wanted the solution to include the CD/ DVD
drive itself, a conplete system | spent a lot of time figuring out the
case. That was exhausting, | nostly |ooked for inspiration on AliExpress.

Anot her chal | enge was choosing the right CO/DVD drive. | bought many types
of SLIMdrives fromvarious brands in second-hand markets. | had a specific
idea in mnd and eventually found a nodel that net nmy criteria.

One key requirenent was that it had to be powered through the PCMCI A port,
whi ch i mmedi ately disqualified 80% of the drives. Another requirenent was
the ability to burn CD-R/ CD-RWdi scs, even those still available in
forgotten shops. The selection was very limted, the only nodel that net al
the requirenents was the LG GSA-T40N. It's a real gem and works excellently
with the Am ga.

In summary, | spent the nbst time figuring out howto integrate everything
into a single working solution. That was the real chall enge.

But in the end, step by step and with breaks, the idea becane a reality.

13. The Amiga is going to be 40 years old this year, what are some of your
best Amiga nmenories?

There were three friends of us living in the same apartnment block, each wth
our own Am ga, carefree times. | often think back to those days when we

pl ayed games fromnorning till night. Later on, we got into nore serious
stuff. FastRay 3D on the Ami ga 500, for exanple, was an inpressive 3D
programfor its tine. Mdst of us | eaned toward 3D applications, and
eventually we nmoved on to | magi ne3D, and | ater, when the Amiga 1200 cane

al ong, to LightWave3D. It was thanks to the Ami ga and those graphics tools
that | ended up working in graphic design. | still use Light\Wave3D
professionally to this day.

14. What would you like to see fromthe Ami ga scene in 2025?

|?d love to see that the Amiga scene still has plenty of people who know
how to enjoy life and carry that joy in their hearts, just |like we did when
we were kids. The Amiga teaches us that some of us never really grow up, and
t hat ?s exactly what sets us apart fromthe adults.



15. Thank you for your tinme, it has been a pleasure talking to you. Do you
have any final words before we finish the interview?

Thank you as well for your interest. This interview has been a new and
genui nely appreci ated experience for me. In closing, |'mjust an ordinary
guy fromthe street, | don't feel like there's anything particularly specia
about me. That's the spirit | tried to bring into this conversation. Thanks
agai n.



Frank Neumann Interview

Interview Frank Neumann - Gane Devel oper

1. What inspired you to devel op new ganmes for the Amiga in 2025?
That s a long story.

Back in the days | did some progranming. | started with Anmi gaBasic and soon
switched to AMOS. That was okay for ne but | wanted nore. Inspired by the
ganes that made up the Amiga years | started to | earn assenbl er | anguage.
Together with two friends of mne (brothers, one of themalso a programmer
the other one a nusician) | started to work on a space strategy gane. First
| did a prototype in AMOS, then we started to develop it in assenbler. The
nusi cian did the graphics as well as we had no graphician at hand. W nade
some progress but worked | ess hours on it as tinme went on and at sone tine
t he gane was abandoned. That's when | |earned that finishing something is

t he hardest part.

During the corona tines | noticed a like (if | renenber correctly) of a
friend of mine on ny Facebook tineline about something in the Am ga Germany
group. | was stunned that there were so many people still using their Anm gas
nowadays so | joined that group. Later | found out that there are so many
nore groups on FB with interesting information

But wait - my old Amiga 500 which | purchased back in 1989 was still in the
basement. Wuld it still work? Yes, it did ;-)

Al nmost 30 years in a cardboard could not harmthat machine and now it has
its place in ny hone office and | love to use it every now and then

Later | |earned about decent emulators and coding tools for nodern computers
that do really ease devel opment especially debugging. | started to play
around with the "Am ga Assenbly" plugin for VSCode that ships with an
assenbl er, linker, enulator and excellent debuggi ng support. Again | fel

inlove with the assenbly | anguage and wanted to do sonething that really
woul d ship one day. Because | have absolutely no talent when it conmes to
graphics or music | started to search the internet for resources | could
use.

First I found the NeonWrld-tileset by Kevin Saunders which he created for
an Amiga contest. His notivation was to create a tileset with everything
needed to build a gane. Exactly what | was | ooking for

Now | needed the music for the gane. To find sonething suitable | searched
sone of the MOD- archive websites when | stunbled over the work of Krzysztof
(aka Soundkil |l er aka Danthalian aka Drakon). Hi s MODs were small (20kb to
30kb) and rocked! There was no information about himon that website so
asked i f anyone knew himon the mentioned Am ga Gernany Facebook

group. One of the admins pointed nme to his bandcanp account
(https://soundkiller.bandcanp. com) which enabled ne to contact him He
generously gave ne his perm ssion to use his nmusic in the gane.

When havi ng gathered everything | needed it took - | think - one and a half
years to conplete NeonWorld. It has only one level which is relatively |arge
conpared to other shooters but in the end it felt done for ne.

And that's the point: | actually finished ny first gane for the Ariga in the
year 2024 (and not 1993/1994 what coul d have been possible).

2. Al00 is based on the nmobile gane 1010!, what nade you think this puzzle
concept would work well on the Am ga?



After finishing NeonWorld | |ooked for a game concept that would not involve
extensi ve | evel design because | amnot a very good | evel designer as well
(no graphical or mnusician either).

| spent sone time back in the days on puzzle ganes (like Tetris, Klax or
Coloris) so | knew that this type of ganes does work out on a machine |ike
t he Am ga.

Because | was playing 1010! on ny phone for years on an al nost daily
basi s the choice was easy ;-)

3. NeonWorld is a shoot-emup with a uni que boss-focused structure. Wat was
your design phil osophy behind that format?

There wasn't that nmuch of a design phil osophy to be honest. | had that
tileset fromKevin and started to use what was possible with that tiles.

t hi nk Kevin had an 8-way-scroller in mnd when designing the tiles but that
felt too difficult for me so | decided to just do horizontal scrolling.
Actually the player sprite and player shots fitted that approach best.

There was no real plan or something | just kept adding features, enemes
and | evel screens.

Later on it felt that there were sone tiles needed additionally so

contacted Kevin and asked himif he could do some work on his tile set to
fit my needs. Generously he accepted to do sone extra work for ne. That nade
t he boss eneny possible! | felt that there nust be sone kind of real ending
of the level so it was vital to have a boss. As the |l evel grew the boss was
noved two or three tinmes.

4. \What tools, engines, or |anguages do you use when buil ding your Am ga
games?

First of all | use VSCode together with the Anmiga Assenbly plugin. For
runni ng and debuggi ng the ganes | use FS-UAE. Additional tests are perforned
with Am berry and W nUAE

For level design | use the editor Tiled.

To convert the files (.iff, .nmod. etc) |I've witten a tool nyself that fits
all ny needs. That tool is progranmed in the Java | anguage.

The ganes are progranmmed in assenbler.

5. How do you optimze your ganes to run snmoothly on machines with l[imted
specs |ike 512KB or 1MB RAM?

First of all | code in assenbler and switch off the operating systemso the
gane does not need to share the limted resources. Afaik there were very
few ganes back in the days that were coded os-friendly (the C nemaware ganes
cone to my mind). | think every action ganme bypassed the os.

Then it's always the choice between what you |lack nost. It's a war
bet ween not havi ng enough RAM or not havi ng enough cycles (cpu and/ or
blitter).

A very good option to save cycles is to pre-cal culate things during
initialization phase. For example the novenents of the enenies in NeonWrld
do all base on tables and not actual calculations while the gane is running.
The only exception is the boss eneny that actually reacts to the player
position and noverent. But when the boss is on-screen there is no scrolling
and no other enem es and that saves the needed cycles.

But on the other hand pre-cal cul ated tables consune additional RAMso that's
the trade-off.

Anot her trick in NeonWwrld is to use not only two buffers but three. Two



of them are shown on-screen one after another (classic doubl e-buffering)
with the code drawing to the buffer in the background and switching them at
vertical blank period.

The third buffer is for restoring the background of the bobs (blitter
objects) e.g. all enenmies and player shots. Wthout this third buffer the
wor kf | ow of drawi ng a bob woul d consist of three steps (restoring background
at old position, saving background at new position and then actually draw

t he bob). Because of this third buffer there only need to be two steps
(restore background at old position using the third buffer and draw t he bob
at the new position). That massively saves blitter cycles.

The trade-of f is that the background needs to be drawn to three buffers
instead of two (that's not a big deal because only one 16x16 pi xel block is
drawn each frane). The even bigger trade-off is the nenory consunption of
that third buffer!

6. Could you tell us about your collaboration with artists and nusici ans,
i ke Kevin Saunders and Krzysztof GOdachowski on A100?

Al'l conmmunication is done by email. There's always sone del ay

because Kevin and | live in different tinmezones that are 10 hours or so
apart. Wth Chris (Krzysztof) there was only very limted comrunication
because | again used MODs he conposed back in the early nineties, so there
was not that nuch of a collaboration like it was with Kevin.

After conpleting NeonWrld | told the guys about my puzzle gane plans. Both
agreed to contribute to the project and | was very happy about that. The
plan was that | would create placehol der graphics to work with and once the
gane was nearly done Kevin kicked in and created the final graphics for the
gane in very short tine.

He sketched sone different designs (rel eased on his Patreon account) and
then worked in detail on that design that - to be honest - was picked by ne.
As | wite this | nust adnmit that | really do not know which sketch he |iked
most - (

7. What were the biggest chall enges adapting touchscreen ganeplay (A100) to
joystick control s?

Yes, that's definitely a pain point. The original 1010! touch contro
systemis very neat and feels natural. But on the Armiga it's not possible
for obvious reasons.

First | experimented with nouse controls in a drag-and-drop-I|ike nmanner
Later | changed that to a single click when selecting the brick and a second
click when placing it on the playfield. But | was unsatisfied with that type
of controlling the gane. It just didn't feel right.

Later | cane up with the idea of the joystick/keyboard control and the
feature that the brick is located in the mddle of the playfield and can be
noved around starting fromthere. After inplenenting that it felt right for
me. | instantly liked that arcade feeling that was created by this type of
control

Actually the challenge was to select the best type of control but not
i npl enenting that type in detail

8. How do you approach difficulty balancing in retro ganes, particularly in
NeonWor | d?

For NeonWorld |'ve used a very sinple approach for that. Back in the days

| liked shooters very much (because of the graphics and sounds) but |
definitely wasn't very good at playing them Nowadays ny action game skills
are worse than before (because | |ike turn-based strategy games nost |

t hi nk) .



So the approach was as sinple as: If it's too difficult for nme, it works
for the experienced ganer out there.

Later | got feedback froma couple of gamers and | al ways asked the
guestion: "How do you rate the difficulty level of NeonWrld?" Mst of the
f eedback showed that mnmy approach worked out and the experienced shooter-
ganers were able to conplete the gane but needed sone tine to reach that
goal . That was exactly what | wanted for the players. Invest sone time but
kill the boss after sonme practicing.

9. Were there any classic Amiga ganes that influenced NeonWorld or A100 in
terms of style or gameplay?

For NeonWorld that's difficult to say because the graphic design was set
and | did not want to change that because | respect Kevin's work on that
tileset. So my workflow was to try what was possible with that tileset.

Regardi ng the enem es sone influence came fromthe PC gane Serious Sam

i ndeed. Many ganes feature very intelligent enemes but in limted number.
Serious Samdid the conplete opposite of that. The eneni es act

dunb but there's plenty of theml That's what | wanted for NeonWdrld. There
shoul d be nuch nmovement on-screen to stress the player.

VWhen | began devel opnent of A100 nost of the tinme | had the gane Coloris in
mnd. | don't know if many ganmers are aware of that ganme because it wasn't
that well-known |like Tetris or Klax, but | always liked to play it back
then. The layout of the inganme screen is definitely influenced by Coloris.

10. You've rel eased your ganes on itch.io and recei ved WHDLoad support. How
i mportant is community involvenment in your projects?

Very inportant!

Because | never did game-devel opnment on a professional basis | really need
feedback and itch is a good choice to get that.

The devel opnent of NeonWrld was done publicly on GtHub but that's a too
for devel opers and not for players. So al nbst no one noticed that NeonWrld
was finished | ong ago.

This year | did re-release it on itch, mainly to get in touch with that
platformas a preparation for A100.

| didn't think of feedback at all but was very happy to see that sone people
di d pl ayt hr ough-vi deos of NeonWdrld on YouTube. Really great!

WHDLoad support is another fact that's inportant for nme. That way the gane
can reach new players because | hope it will be integrated into e.g. Amga
Gane Sel ector (NeonWrld is already there).

On the other hand | |earned that nany ol d-school -ganers still play on real
hardware (nost of the tinme | do use enmulators) so WHDLoad is vital for them
Fortunately | ast year Fabry of the Am ga Vault conmmunity contacted ne and
he already did the WHDLoad package for NeonWrld so it was a no-brainer to
ask himto do so for A100 al so.

Because | know al nost not hi ng about WHDLoad | am very happy to have him
taki ng that part.

11. What kind of feedback have you received from Am ga pl ayers since
rel easi ng A100?

Up to now | received nostly positive feedback through Facebook, the AlK and
EAB foruns and itch

One of them gave very detail ed and specific feedback that led to the v1.0.3
update (which optim zes keyboard controls).



It would be cool to get nore suggestions on inprovenents.

12. There have been some comments from users about ACA conpatibility, are
you planning to fix conmpatibility issues with ACA1221 or Kickstart 3.2 in
future updates of A1007?

After sone investigation it is clear, that A100 is conpatible to Kickstart
3.2, that's not an issue.

When it comes to the ACA1221 card | have a very sinple problem | do not
own an ACA1221 card nor an Amiga 1200 to put it in. So | have no chance to
hunt that bug down. |'ve asked the reporter of that problemfor further

i nfornati on be he did not respond to that.

Looking at his posts to other games showed that the ACA1221 is picky on
some ot her games, too. The 68020 cpu is not part of the problemso it has
to be sonmething that is unique to that specific card. Since he is able to
pl ay the WHDLoad version of A100 he's fine with that | think

13. Do you plan to update A100 wi th new nodes, |evels, or features?
No.

That's one point | do not |ike about 1010! at all and that's the

upgrades the gane received during the last years. The (I call themthat

way) cheat options like the rotation of bricks or the additional single part
brick weren't there when | started playing the gane. It is too easy nowin
ny opinion. | really liked the raw kind of gameplay it had in the beginning:
You nessed up? It's your own fault, gane over!

| wanted A100 to be exactly like 1010! was in that early stages.

I will fix bugs though as long as |I'mable to reproduce them (see question
12).

14. Are there any genres or gane ideas you'd |love to explore on the Anmiga
next ?

Kevin and | agreed to work on two ganes in the near future that will use
Scor pi on engine. He did some posts on both of themon his Patreon account.

First we will focus on an Anmiga conversion of Miutant Monty, a classic
CPC/ C64 gane fromthe eighties.

The other one will be Mg'n'Z ggy, a classic junp-and-run gane.
Beside these two | will invest sone tinme in a vertical scrolling shooter,
because | really love coding in assenbler and that will be some kind of

side project for the years to cone.

That will be an honmage to the classic ganes Hybris and Battle
Squadron and its name will be Hydron. ;-)

15. Finally, what advice would you give sonmeone who wants to start
devel opi ng ganes for classic systens |like the Anm ga?

Just do it. If it's fun and you like it: go ahead. If it doesn't feel right:
change it.

There are supercool tools nowadays to develop for the Am ga platformthat
speed up the devel opment process |ike feature-packed editors or debuggi ng
using an emul ator etc.

If you do not know how to code there are tools |ike Scorpion or RedPil
that can help to create awesone ganes!



It has never been a better tine to start coding/creating for the Ami ga or
other classic systens!!! :-)

Thank you Frank for your tine and answers, best of luck in your future
pr oj ect s!



Szilard Biro Interview

1. What first inspired you to start porting ganes and software to Am ga
systens?

| stared out with ARCS around 2012, as back then it ran on my system
natively, and | found the gane selection a bit |acking. Later | got a Mac
Mni G4 for MorphOS and the comunity hel ped me to get a Pegasos Il for
Am gaOs4.

By the end I was doing ports for all 3 platforms sinultaneously. Over the
years | gradually retired fromthe NG scene because ny interests have
shifted towards 68k machi nes.

2. How do you deci de which ganme engines or titles are worth porting to
platforns |ike MrphGCS or ARCS?

For AROS/MOS/ 0S4 | tried to port every open source game | could find, didn't
have any existing ports.

Since | noved onto 68k | usually pick titles fromthe 90s that could
realistically run on non-enul ated hardware.

Regardl ess of the platform the nbst inmportant requirement is that source
code has to be avail able.

This is usually the nmpst puzzling aspect for non-programers, who'd sinply
like their favorite game to be ported. Last but not least it has to be a
gane | enjoy playing, or |I find interesting for some other reason, otherw se
porting it becones a job instead of an enjoyable past time activity.

3. What's your general workflow when tackling a new port, where do you
begi n?

After replacing platformspecific code |I usually go straight to trying to
build the sources, fixing issues as they cone up

For complex projects | sonetinmes make Wndows or Linux ports first if these
don't exist, because it's easier to debug things there. Once |I have
sonething running | start to |ook for parts that are slow, fix bugs, and
nmake quality of life inmprovenents.

| do both private and public testing, which usually results in another round
of bugfixes and new features added.

4. \Wich port are you nost proud of, and what nmade it stand out technically
or personally?

From ny NG era OpenJK (Jedi Qutcast, Jedi Acadeny), nore recently the Build
FPS ports (Bl ood, Shadow Warrior, Exhuned, etc.) stood out.

These are all ganmes | played a lot back in the day, so it was fun to tinker
with them and they turned out decent given the circunstances.

From a purely techni cal standpoint Speed Haste was pretty challenging as it
had a | ot of x86 assenbly to convert, even if | wasn't satisfied with the
end result.

Fi xi ng the software renderer in Carmageddon to work on big endian processors
was al so a pretty big chall enge.



@}5. Wiat are the biggest chall enges when adapti ng nodern codebases to | egacy
Am ga-|li ke systens?

| don't really work with nodern codebases anynore, but reverse engi neered
gane engi nes are probably the closest thing to it.

For these it's a |l etdown when they | eave out the software renderer or even
wor se, use shaders in the hardware accel erated one.

It nakes perfect sense for nodern platforms, but for retro systens you want
t he opposite.

6. Do you wite any customtools or niddl eware to support your porting
efforts?

| have some common platformcode, but | always tailor it to the specific
gane | work on.

VWhen necessary | al so make customtools to convert between formats, pre-
process the gane data, etc.

7. Have there been any projects that were just too difficult or inpractica
to conpl ete?

Way too many to list. | sometimes revisit these after | gain nore experience
or conme across sonething that could help

| prefer not to go into specifics, because it creates the expectation that
they' Il be finished one day, which isn't always the case.

This is a hobby I do to entertain nyself in nmy free time, so I'd rather not
have t hat pressure on ne.

8. How do you test your ports across different Amiga platforns, rea
har dware, emul ators, or both?

| start out with WnUAE, then once | have things up and running |'d try
t hi ngs on nmy own nachi nes.

| also have kind people who help me with the testing, providing me feedback
to help fix bugs.

It's inportant to try as many configurations as possible, because Am ga has
an infitine amount of hardware and software combinations to contend wth.

9. How does performance vary across systens |ike 68k, MrphGCS, and ARCS,
and how do you optimze for each?

PPC and x86 are obviously nmuch faster than classic 68k processors.

For the latter there are nodern solutions |ike PiStorm but | never felt
like stuffing an RPi into ny system Optim zation always boils down to
finding what's slow, and replacing it with sonething faster, or making sure
it's avoi ded whenever possible.

How you do this highly depends on the specific problemyou are facing, so
it's hard to give a general answer.

10. How has the conmunity reacted to your work? Any nenorabl e feedback or
stories?

| get various reactions, but that's fine - you can't please all the people
all the tine.

| appreciate all feedback as long as it's reasonable, and it cones from
peopl e who actually took the tine to try what | rel eased.



| can't recall any nenorable stories, but | always enjoy seeing videos of
ny ports running on real hardware.

11. Do you work mostly al one, or do you collaborate wi th other devel opers
in the scene?

For my own projects | prefer to do things alone, but if | get stuck I'l
ask for help from ot hers.

While | no longer do NG ports nyself, | often collaborate with BeWrld on
Mor phCS ports of ganmes that'd be too demanding for 68k systems. | usually
help with fixing big endi an i ssues, debuggi ng and providi ng noral support.

12. How do you keep up notivation to develop for niche platforns in today's
tech | andscape?

For ne retro hardware is a nice break from nodern technol ogy.

Motivation cones naturally by picking games | |ike, but that doesn't nean |
never get bored of them Wen that happens | just shelve the project until |
feel |ike continuing.

13. Have you contributed i nprovements or patches back to the origina
projects you' ve ported?

| always try to upstream bugfixes, big endian fixes and other portability
i mprovenents.

| prefer to keep the Am ga-specific changes in nmy owmn fork to make life
easier both for nme and the original naintainers. | hope | have a pretty
good track record of open sourcing things whenever the |license permts.

14. What nodern tools or features would you |l ove to see added to Amiga-like
systens?

You probably guessed fromme losing interest in NGthat | prefer the retro
si de of Anmi ga

I"'mnostly interested in devel opnent tools, e.g. nodern conpiler tool chains.
Fortunately we have sone nice ones avail abl e already.

15. Where do you see the Anmiga scene, and your role in its heading in the
next few years?

What | do is a niche within a niche, but I'Il keep tinkering with gane
ports as long as | get enjoynent out of it.

I hope we'll see nore conplex original games rel eased as tools |ike
Scor pi on and Redpill keep inproving.

Thank you Szilard for taking the tine to answer our questions, best of
luck with your future projects and thank you for your work in the Am ga
scene.
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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
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Welcome to the Amiga Groups section!

= AMI GA* GROUP* LI NKS S-cccmmmmammao oo

khkkkhhkhkkhkhhkhkkhhhkkhkhkhhkkhhhhkhhkhkkhhhhkdhhkkhdhrxhkdhhkkhdhhkdhdrkhdrxhkdhrxddkrxhkdkhrxrdxkk,xx%x

* *
United Kingdom United States Canada Gernany Sweden

* *
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/
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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/
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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.
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germany

Cer many

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

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

Fi nl and

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

Scot | and

Scottish Am ga User G oup
htt ps://ww. f acebook. coni gr oups/ 626138110921245
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Am ga Malta
-/ www. f acebook. com gr oups/ am ganal t a
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Japan

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

Cctober 2025 * | NVENTS/ CORNER-= by Kevin Saunders



Cover Disk Number 4.16

-= Cctober 2025 Cover Disk Contents =------------mmmmmmmm oo

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.

Di gi Paint 3 (PAL and NTSC)
PDF Di sk Label
Updat ed Music Pl ayli st

* X

*

Music credits:

"The A dtinmer"” - by M sthalLu

"Pai ntings" - by M sthalu

"The Journey" - by M sthalu

"Step into ny dreant - by M sthalu
"Sword of The spirit" - by M sthalLu
"Undi scovered Jewel s" - by M sthalu
"BeFunky" - by The Mad Doct or



What's coming up in the next issue?

While this issue was |ate out of the door we already have content planned
for the Decenber issue. Reviews |ined up are of the Picowfy, BassMX, plus
nore from Martyn. QGuides on sanpling rates and instruments, continuation of
the DigiPaint tutorials and nore. Check out the website for nore updated
content news.

#Next |ssue - Wiatl| FF? | ssue 4.17 - Cctober 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
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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_lou@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 programmnmy 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. cont>https://ww. 8bit
(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 eGaneMuisi c. cont'>htt ps://ww. | ndi eGameMuisi c. conx



Cont act i nfo:

Websi t es:

Bi o:

Article subm ssion netadata:
Dat e: 20240309

Aut hor: Jman

Li cense: CC BY-SA 4.0



Tristanshiflett

Al i ases:
Mani cal

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

Websi tes:
mani cal . neocities.org

Bi o:

Mani cal started making nusic for the Amiga in early 2021 (August) 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!



danielreimann

Al i ases:
Contact info: daniel _rei mann@reenet. net

Websi t es: Transl ator for www. am ga- news. de






