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From The Editor's Desk

From The Editor's Desk - by: Tino Pau

Wel cone to the August issue of Whatl FF?, if you are sitting reading this at
your real Amiga in the August heat, then thank you. Qur passion for the

Am ga hobby never rests but Summer can definitely danpen it. As nuch as |
enjoy sumer, the sweltering heat, humidity and dripping sweat make for

st range bedfel | ows.

Even t hough, the Ami ga scene has been nmoving al ong quickly with many

new rel eases and updates. Once such exanple is ny favourite unpacker

Aval anche whi ch has received a nice graphical user overhaul. Aminet is a
wonder ful place as you can view every week the new projects and prograns
people are working on. If anything Am net really shows the Amga is so far
from being dead, instead it is thriving.

And thanks to all the Ami ga users creating new software and hardware we
have anot her packed issue. To top it off, we also have Marytn back with his
in depth hardware reviews. For this issue he is |ooking at the DriveRDY

Al'i nea Fan Adapters and the External Conpact Gotek. Plus nore!

In regards to guides and articles, Kristian returns with a great guide on
using a Raspberry Pi as an Am ga hotspot, Am ga 101 gui des: nmking a script
to turn off and on Roadshow, Am ga conpatible email account, Easy 3D text
in Li ght Wave, and Amiga WFI MAC address finder

Qur big article this issue continues the Japan thenme and | ooks as the inpact
the Amiga had in Japan and what it was used for

Finally we have sone fascinating interviews with Axel Fridrich the devel oper
of Kaboomani a, Stefan Rei nauer devel oper of xSyslnfo, Thomas Libker who
created the Mac application Amiga |Imger, and |astly Pawel Tukatsch, the
proganmer behind Orbital M ssion

A rather packed issue again, thank you to everyone who has contributed to
this issue. Please enjoy it, be it on a real Amga, online or even printed
out. Until issue 5.22 in Decenber, take care and keep the Aniga spirit
alivel

Ti mo



From The Editor's Desk

The Am ga scene has had a remarkabl e August, with a historic | ega
settlenent, a new direction for Am gaOS 3, fresh RTG devel oprment, new
ganes, new hardware and a steady stream of software rel eases.

After decades of uncertainty, the biggest story is the settlenent
bet ween Ami ga Corporation and Hyperion. But what follows nay be even
nore inportant for owners of classic 68K Am gas.

THE AM GA LEGAL WARS ARE OVER

After years of courtroombattles, argunents over intellectual property
and nore twists and turns than an Am ga adventure game, August brought
genuinely historic news: Hyperion Entertainnent and Am ga Corporation

have reached a settlenent ending their ongoing | egal disputes.

The agreenent establishes a clearer framework for the Ami ga and
Commodore intellectual property. Hyperion's existing Anm gaCS 3.2 and
3.3 distribution rights beconme transitional, while Aniga Corporation
takes responsibility for the future devel opnent of the classic 68K
Am gaGCs.

That coul d be one of the nobst inportant changes to the Amiga platform
i n decades. The conmunity has spent years wondering who actually had
the right to develop, license and distribute the operating system

Not hi ng has been announced regardi ng a new FPGA Amiga, so it is inportant
not to get carried away. But after decades of uncertainty, the Amga's
future suddenly | ooks considerably nore interesting.

AM GAGCS 3 IS MOVI NG FORWARD
The biggest surprise follow ng the settlenent nay be what Am ga
Corporation is planning for the classic 68K Am ga.

Under the new arrangenents, Hyperion will hand over source code, revision
hi story and docunentation for Am gaCS 3.1.4 and its updates, including

fi xes and updates. Code that was backported from Am gaCS 4 is excluded
fromthat transfer, and the exact treatnment of some OS 3.2/3.3 code

still needs clarification.

Hyperion will also release the devel opers involved in AnigaOS 3 from
their obligations to the Bel gi an conpany, hel pi ng Am ga Corporation
conti nue devel opnent after Hyperion's withdrawal fromthe 68K market.

Ami ga Corporation has nmade it clear that the classic OSis not sinply
bei ng abandoned. The intention is to continue devel opnent of Am gaCS 3,
buil ding on the work that has accunul ated over the years.

For owners of classic Amgas, this could be one of the nobst inportant
devel opnents in years. Am gaCS 3 has remmi ned remarkably capabl e, but
nodern features have often depended on third-party solutions.

The | egal settlenment may therefore be nore than the end of an old
di spute. It could be the beginning of a new chapter for Anm gaCS 3.

AM GA GETS I TS OWN RTG SYSTEM

And if the | egal news was not enough, Am ga Corporation followed it with
anot her significant announcenent.

At Kickstart UK in Derby, Mke Battilana presented details of Am ga



Corporation's own RTG (Retargetabl e G aphics) system Am ga-News reports
that the system has now been conpl et ed.

RTG is inportant because it provides Amga software with a standard way
to use graphics hardware beyond the original chipset's capabilities.

A nmodern, Anmiga-controlled RTG solution could therefore becone an

i mportant part of the platforms future.

The presentation al so covered w der devel opment work around the classic
GS, including networki ng and ot her system conponents.

Taken together with the new | egal arrangenments, this suggests sonething
nore amnbitious than sinmply preserving AnigaOS 3. Anmiga Corporation is
I ayi ng groundwork for continued devel opnent.

MAG CMENU RETURNS - AFTER 24 YEARS

One of the classic Am ga desktop enhancements has unexpectedly returned
to active developnment. Am Kit publisher Jan Zahuranci k has rel eased
Magi cMenu 3.0 - the first update to the popul ar menu enhancer in 24
years.

Magi cMenu repl aces Workbench's standard nenus with a nuch nore
configurabl e system The new rel ease gives pull-down and pop-up nenus
their own settings, adds a new MJ preferences editor, adjustable drop
shadows and openi ng del ays, and fixes around 30 crashes, hangs and
menory | eaks.

There is even a little piece of WatlFF? history here. MgicMenu was
nmentioned in our April issue as a useful addition to an A1200 setup -
al t hough the ol der version was found to be rather sluggi sh on an A600.

It's anot her wonderful exanple of the Ami ga comunity refusing to | eave
good ol d software behind. Twenty-four years between rel eases is one heck
of a version gap

THE A1200 RETURNS - W TH ZZAP
The forthcom ng THEA1200 is getting closer, and there is now anot her
reason for British Amga fans to be interested.

The full-size A1200 recreation will feature a working keyboard, Am gaCs
Wor kbench, HDM output, USB connectivity and 25 built-in ganmes. Early
UK | aunch nmachines will also cone with a 36-page collector's edition

of ZZAP! Am ga

The magazi ne includes new features and reviews, along with an Alien
Breed comc, naking it rather nmore than just a pronotional |eaflet.

For anyone who remenbers waiting for the |atest issue of ZZAP! or
Amiga Format to arrive, it is a wonderfully appropriate bonus.

URBX WARRI ORS: THE LOST CITY
The Amiga is not just receiving hardware recreations - devel opers are
still naking anbitious new ganes for the original nachines.

U bX Warriors: The Lost City is being devel oped for Am ga AGA and CD32,
as well as the Sega Mega Drive/ Genesis. The project cones from Tony
Warriner and Stoo Canbridge, two veterans with deep connections to the
Ami ga's gol den age and classic Revolution Software titles.

The gane ni xes arcade action, exploration and |ight RPG elenments, with
pl ayers fighting through interconnected areas while discovering hidden
routes and secrets.

It is hard not to snmle at the thought of veterans of the Ami ga's
gol den age returning to the platform decades |ater



KABOOVANI A BLOAS UP ON AM GA
If frantic naze-based nmultiplayer action is nore your thing, KABOOVANI A
has arrived

Devel oped by Axel Friedrich, the ganme takes the classic bonber-style
formula and gives it a nodern nmakeover while specifically targeting
Am ga hardware. It supports original Amga systens including A500 and
A1200/ CD32 configurations.

There is another very Amiga connection too: the soundtrack was conposed
by Chris Huel sheck, whose credits include Turrican, G ana Sisters,
Api dya and Kat aki s.

Not bad for a computer that officially stopped being manufactured
decades ago!

WORMS: THE DI RECTOR S CUT LI VES AGAI N

Just when you thought Wornms: The Director's Cut had finally been |eft
in the past, its original creator cane along and gave it a new | ease
of life.

To cel ebrate the 30th anniversary of Wrns, Andy Davidson has rel eased
a free expansion for the Am ga-exclusive Director's Cut.

The expansion adds nmore than 40 new | evel s, over 50 new sanpl e sets,
10 new terrain types and plenty of new teans and content. It was created
with contributions fromnenbers of the retro and Anmiga comunities.

Thirty years on, the game is still being devel oped for the machine it
originally called home. That is about as Amiga as it gets.

AM GAGCS 3. x SOFTWARE KEEPS MOVl NG
VWiile the OSitself is gaining renewed attention, the w der Am gaCS 3. x
sof tware scene remmi ns remarkably active

Ami berry 8.3 continues to inprove emnul ation, while vArmi ga 4.5 keeps
pushi ng Ami ga enul ation forward on nodern Macs.

Recent Am gaOS software includes Boi ngTube, which provides access to
YouTube content fromclassic Am gaOS 3.2 through a native application
and a | ocal hone-network backend.

Dir M Up 4.30 brings another update to the comercial file nanager,
while Am TCP_NG 4. 1. 3a provides a nbdern open-source TCP/IP stack with
DHCP, DNS cachi ng, packet filtering and CPU specific optin sations.

d oonRef orged AGA continues to inprove the classic Doom styl e ganes,
and new devel opnent tools such as Exile and Copper Shar p68k denonstrate
that people are still witing genuinely new software for 68K Am gas.

The sheer variety is a useful rem nder that the Anmiga is no | onger
sinmply a platformfor preserving old software.

REMEMBERI NG DR. TI M KI NG
August al so brought some sad news for the Amiga community.

Dr. TimKing, who passed away at the end of July, played a key role in
t he devel opment of AmigaDOS. His earlier work on the Tripos operating
system at MetaConCo hel ped forman inportant part of the Amiga's
operating system

VWi le the Aniga continues to evolve, it is worth remenbering the people
whose work made the original platform possible.

THE COMMUNI TY KEEPS GO NG
August has al so seen the usual stream of neetings, shows and gatherings.



Ki ckstart Amiga took place in Derby on 7-8 August, bringing together
devel opers, enthusiasts and hardware projects. Mke Battilana's Anm ga
Corporation presentation there nmade the event particularly significant.

Evoke 2026 takes place in Col ogne from 21-23 August, with an alternative
pl atform conpetition that explicitly includes retro conputers.

And that may be the biggest story of all

After nore than three decades, the Armiga is not sinply surviving on
nostal gi a. New ganmes are being rel eased, new hardware is bei ng devel oped,
nodern software conti nues to appear, and the people who grew up with

the machine are still nmaking things for it.

Not bad for a conputer that was supposed to be dead by the m d-1990s!

SOURCES
Sources consulted for this August 2026 col um:

Am ga Corporation - August 2026 update and announcements
Hyperion Entertai nnent - settlenent announcenent

Ami ga- News. de - August 2026 news archive

CGenerati onAm ga - Amiga Corporation OS and RTG devel opnment
English Ami ga Board - comunity di scussions

Ami Bay - Amiga conmunity di scussions

Amiga.org - Amiga comunity news and di scussion

News checked on 16 August 2026. Details and rel ease dates can change
after publication, so readers should check the original sources for
the latest information.



Letters From WhatlFF? Readers

Tal k Back: Reader Letters

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



Where Amigans Speak Freely!

Shel|l Talk - by: ByteBandit

Commodor e Rel oaded... But Wiich Way Is It Goi ng?

VWhen Commodor e di sappeared fromthe scene, many of us assuned that the
fanous bl ue-and-white [ogo had finally reached the end of the road.

The conpany that brought the C64 into mllions of hones, created a gam ng
revol uti on and gave us the Am ga seened destined to live only in nenories,
nmuseuns and enul at or packages.

Then came the resurrection.

The new Commopdor e, now under the ownership of Perifractic, initially seemed
to understand exactly what nany retro fans wanted.

The rerel ease of the C64 was a smart nove. It tapped into nostalgia while
still acknow edgi ng the nodern world. Here was a product that reni nded
peopl e why Conmobdore nattered:

Af f or dabl e conput ers.

Creativity.

Gami ng.

Technol ogy that bel onged to everyone.

For many fans, it felt |ike Commpdore was finally back.

But then things took an unexpected turn.

The Phone Nobody Expected

I nstead of |ooking towards the future of conmputing, the new Commbdore began
expl oring... mnobile phones.

Not a new snart phone.

Not a portable conmputer inspired by the Am ga.

A flip phone.

Now, there is nothing wong with flip phones. Sone people |ove their
sinmplicity, excellent battery life and freedomfromthe endl ess distractions
of nodern smartphones.

There is certainly a market for them

But this is Commodore.

The Amiga community is not exactly fanpus for wanting | ess technol ogy.
These were the peopl e who bought machines with custom chi ps, expanded
nenory, added accelerators, installed hard drives and pushed 1980s hardware
far beyond what anyone expect ed.

The Am ga phil osophy was al ways:

"How far can we push this machi ne?"

So when fans saw Commopdore returning with a basic phone, the reaction was
under st andabl y m xed.

Many were hoping for sonething that carried the spirit of the Anmi ga



i nnovation, creativity and pushing boundari es.
And Then Canme The Belt Hol der..

As if the flip phone was not enough to start a discussion, Conmpdore also
i ntroduced a plastic belt hol der

Now, perhaps sonewhere there is a person who | ooked at this product and
t hought :

"Yes! This is exactly what Commpdore fans have been waiting for."
However, many others had a different reaction

It has a certain futuristic style, if your idea of the future cones from
t he wardrobe departnent of The Fifth El enent.

It |ooks less |ike sonething a 2026 Conmodore user would wear and nore |ike
sonet hing Leel oo m ght have grabbed before junping out of a spaceship

Retro-futurismis a difficult thing to get right.

Sonetimes you get a vision of tonorrow.

Sonetimes you get a plastic accessory that belongs in a sci-fi costunme box.
The Conmmunity Speaks

As expected, the announcenent created plenty of discussion throughout the
Conmodore and Ani ga comunities.

Here are sone of the reactions heard from fans:

\Y

"I waited 30 years for Conmpbdore to return... not to buy a phone ny
> grandnot her had in 2004."

> "The C64 rerel ease made sense. It rem nded peopl e what nmade Conmodore
> special. A flip phone feels |ike Commbdore has wal ked into the future by
> goi ng backwards. "

> "The Amiga conmunity spent decades addi ng RAM accel erators and expansi ons
> to machines. W are not exactly the "keep it sinple' crowd!"

> "] actually like the idea of a distraction-free phone, but |I was hoping
> for something with a bit nmore Commpdore DNA. Were is the innovation?"

> "The belt hol der |ooks |ike something fromThe Fifth Element. | keep
> expecting Leeloo to turn up carrying a Conmpdore 64."

O course, not everyone has been negati ve.

Sone fans appreciate that the Cormmbdore nane is alive again and believe
that any new product is better than seeing the brand di sappear forever.

Fi ndi ng The Conmobdore Spirit

The chal l enge for the new Commpdore is that it is not sinply selling
products.

It is selling nenories.

The peopl e who renenber the original conmpany are not only custoners; they
are the reason the nanme still has neaning today.

That is both a huge advantage and a difficult responsibility.

Nobody expects Commpdore to recreate 1985 forever. The world has changed,



and a conpany cannot survive by only | ooking backwards.

But perhaps fans are hoping to see a little of that old Conmpdore attitude:
Be different.

Be cl ever.

Be ahead of the curve.

Because Commpdore was never fanmpus because it made ordinary things.

It was fampbus because it nmade peopl e i magi ne what was possi bl e.

The C64 showed that conputers could belong in every hone.

The Am ga showed that a personal conputer could be a creative powerhouse.

The next Commpdore needs to renenber that the nane is not special because
of the logo printed on a product.

The logo is special because of what it represented.
We don't want Conmpdore to sinply wear the nane.

W want it to renenber why that nane nattered.



Welcome to the reviews section!

-= Hardware Review External Conpact CGoTek =-

Want to get access to ADFs but don't want to | ose your physical drive
then check out this reviewto see if this is just what you need.

-= Hardware Review Alinea Fan Adapters =-

Power fans in your Amiga fromthe internal floppy drive power port.

-= Hardware Review DriveRDY =-

Don't want to spend and armand | eg on an authentic Ami ga floppy disk
then this adapter that allows you to use a standard PC drive in your
Ami ga might be just what you are | ooking for

-= Hardware Review. Alinea Conputer's 4 Way C ockport Expander =-
Expand your Anmiga's ability to use one clockport to four, find out if
this is next on your shopping list.

-= Software Review Lum Pass =-

Wth the internet now a dangerous place, having a different password is
essential, and were best to keep themthan your Aniga?

-= Software Review Lum Wather =-

Want to keep updated on the | atest weather news? Then, Lum Weat her has
you covered.

#Revi ews - What| FF? | ssue 5.21 - August 2026#



Hardware review: Mini External Gotek Drive

Hardware review. Mni External Gotek Drive - by Martyn Banpton

Product Nane

M ni External Cotek Drive.

Devel oped By

A egM shi n.

Avai |l abl e From

* retro32.com

* bitsretro.com

* am 64.com

* eBay

Price

Around 28 UKP as reviewed but prices tend to fluctuate.
Har dwar e Requi renents

An Amiga with an external floppy drive port.
Test Machi nes

* Am ga 500+

* Am ga 1200

I ntroduction
For a while I've been using a Gotek in an external drive enclosure which has

been very useful. While browsing around eBay | occasionally see "mini
external Cotek drives" listed, little boxes not too dissinmilar to the SDBox
or Plipbox in size and shape while still having a two |ine OLED display and

rotary sel ector/encoder button. They would presunably be a bit easier to
nove between conputers as they are nore conpact, plugging directly into the
floppy port without a needing a cable. There's no pass through floppy port
for downstream devi ces though, so this will have to be the only device or

| ast device on your external chain. | found a UK seller and decided to
order a unit to try it out, thinking it would arrive faster. However the
order was shi pped from China and so took about 2 weeks to arrive, which was
fine but the listing didn't disclose that so it was an unexpected wait.

That said it was well packaged and arrived safely in a padded mmil er and
antistatic bag with a plastic protector over the rotary button

Front View

@IMs "I mages/ m ni gotek_1smal | .iff"}

| npressions and Use

The unit has a decent 3D printed case which feels solid and is held together
with four hex head bolts threaded into the plastic. | noticed sonething

i nside seened to have a | oose, springy feel to it so to be sure | opened up
the case to see what it could be. Nothing major to report, it's just the
OLED display, it's plugged directly into the board header and it has a bit
of spring to it.

Wiile | had the case off | had a ook at the circuit board to check the
build quality and see what MPU it's using. For the npost part it was decent
enough, a small blob of solder on one of the MPU |l egs but not big enough to
cause a short. It's a STMB2F105 m croprocessor so not the newer AT32F435
but that's fine, still works well enough. The bottom of the board was
insulated with tape which was okay if a bit untidy. The LED | egs protruding
t hrough to the underside of the board were a bit too long so | trinmed them
back.

I nsi de Vi ew

@1 MG "I mages/ mini gotek_2smal | .iff"}

| put the case back on, plugged in the USB drive frommnmy other Gotek and
pl ugged the nmini Gotek into ny Aniga. It was running FlashFl oppy 3.41 and



I could select and nount the ADFs on the USB drive as usual, no issues, just
worked as anticipated. Great! | tried booting fromthe device as well as
just accessing it via Wrkbench, no surprises. The rotary selector was easy
to use and had a good feel to it and clicked nicely when pressed. The drive
didn't obstruct the adjacent ports and it was really lightweight - the
listing says 57g and that's about right. Drive access speeds were in |ine
with other floppy drives at around 20KB/ sec and both USB access speeds and
ejecting/inserting times were simlar to other Goteks with the STM32F105.
Di splay Cose Up View
@IMs "I mages/ mnigotek 3snall.iff"}
| decided to update the firmmvare since FlashFloppy 3.44 is the |atest stable
rel ease available. It's really easy to do:
1) CGet the firmvare from<a href="https://github.com keirf/flashfl oppy/wi ki/Downl oads">https://g
2) Select the correct file. The bootloader on ny device was recent enough
to use the flashfloppy-*.upd: Universal Update file.
3) Rempove any old firmvare files and copy the new firmvare file to the root
of your USB drive.
4) Hold down the rotary selector (press it) and turn the Ami ga on
5) The di splay should show FF Update Fl ash, release the rotary sel ector.

6) That's it! It will automatically programre the device and you can then
reboot .
Full instructions are here:

<a href="https://github.com keirf/flashfl oppy/w ki/Firnmnare-Update">https://github.comkeirf/flas

Sunmary

An external CGotek is a useful tool to have, a conpact cordl ess Gotek even
nore so. Wile the 3D printed case isn't as rugged as a netal externa
floppy case it's fine given the small physical size and | ow weight , besides
you can al ways get another 3D printed if needed.

| appreciated the ease of which | can attach the drive w thout having to
thread a thick floppy drive cable around my workspace. Updating the
firmvare was as easy as any other Gotek and while the MPU is ol der, the
recent bootl| oader was a wel cone bonus. The springiness of the display is a
small niggle but it could be solved by fixing a small support in place.
Once | realised it wasn't anything inportant | just ignored it. It's a nice
drive with a few mi nor inperfections at a decent enough price, |

ordered nore...

Pros and Cons

Conpact and |ight.

+ Rotary sel ector/encoder and 2 |line OLED screen

+ Doesna€™ bl ock any ports.

+ Came with a recent bootl oader

- Mass produced so sonme minor quality control issues.

+

O her Key Points:
* No floppy port pass-through, has to be the | ast device.
* O der MPU

Scor es

Ease of use: 90%
Docunent at i on/ Packagi ng: 70%
Val ue for noney: 80%
Overall: 80%- Watl FF Silver

Sources and Credits

Sold by various eBay sellers: <a href="https://ebay.confsch/i.htm ?_nkw=M ni +Ext er nal +Got ek" >ht t p
Created by O egMshin: <a href="https://github.coni O egM shi n/ Got ekFl ashFl oppy">https://github. co
Case: <a href="https://github.com A egM shi n/ Got ekFl ashFl oppy/tree/ mai n/ Cad/ ext er nal %20case" >ht t p
Fl ashFl oppy by Keir Fraser: <a href="https://github.com keirf/flashfloppy">https://github.conl ke



Hardware review: Fan Power Adapter and Floppy Power Hub

Har dwar e revi ew. Fan Power Adapter and Fl oppy Power Hub - by Martyn Banpton

Product Name

Fan Power Adapter and Fl oppy Power Hub

Devel oped By

Rwahl er/ Al i nea Comput er

Avai |l abl e From

* Alinea Conputer (amn ga-shop.net)

Price

Currently 7 USD/6 EUR (Fan adapter) and 12 USD/ 10 EUR (Power Hub)
Har dwar e Requi renents

* Fl oppy power cable, 5V or 12V fan

* Ot her device requiring power via a fl oppy power connector
Test Machi nes

* Ami ga 1200

* Am ga 500

I nt roduction
G ven that nost Am ga setups are decades ol d now and too nuch heat is
bad for electronics, a bit of forced air cooling isn't a bad idea. Even
nore so if you happen to have a nodern accelerator with an overcl ocked
CPU in a cranped case (be aware some slower 030 CPUs are rel abelled as
50MHz). If you have an A500/500/ 1200 then finding power for case or CPU
fans can be a bit fiddly, the nobst obvious source being the floppy power
connector (if your accelerator card doesn't have a fan header). 1've
tried making my own adapters or daisy-chaining a string of adapters but
it can be a cable managenent muddl e with bundl ed cables restricting
airflow Alinea Computer offer a sinple floppy power hub and fan power
adapter which | ooked like they may help so | ordered a few sets to try out.

Fl oppy Fan Adapter |nmage 1

@1 MG "I mages/ Fl oppyFanAdapter _1smal I .iff"}
| mpressi ons and Use
The adapter and the hub both arrived in a small antistatic bag al ready
fitted into their 3D printed case/cover. The covers fit well and not
only provide visual polish but help avoid short circuits too. Al
fl oppy connectors on both adapters are keyed to prevent reversing the
plugs. On the fl oppy power hub the cables clicked home securely and
had no worries of anything com ng | ose, everything felt solid.

Fl oppy Fan Adapter |nage 2

@I M5 "I mages/ Fl oppyFanAdapter 2smal | .iff"}
The Fan Power Adapter has a junper so you can set 5V or 12V output power
which is very handy. Fitting the fan power cable into the two pin
header on the Fan Power Adapter was straightforward, just check and
recheck the polarity and voltage - but | think this is probably intended
for the 2 pin connectors on small fans. The larger 3 pin connector
found on nost case fans is offset to one side and could feel a bit |ess
secure. In practice isn't really a problembut it would be great to see
a 3 pin fan header in addition to the 2 pin in any future revision. For
reference the positive pin on the fan header is marked on the board,
it's the pin closest to the centre. The junper should be in the |eft
position (closest to the floppy power cable connector) for 5V and in the
right position for 12V.A Again check and recheck your connections,
junper position and output voltage before connecting your chosen fan



Anot her thing to note is adding nultiple fans to your system could put
nore strain on your power supply. Then again if you need fans because
of all your upgrades then you probably already have a good PSU, | didn't
have any issues when using a PowerShark or a PSU from Electroware.

Fan Wth Cabl e

@1 M5 "I mages/ Fl oppyFanAdapter _3smal | .iff"}

Sunmmary
Usi ng a conbi nation of these adapters and sone short cables | was able
to clean up ny fan cabling quite a bit. It's quick and easy to plug and

unplug things as you add cables and rewire your set up. A great way to
i mprove your case fan cabl e managenent wi thout spending too nuch noney.

Pros and Cons

Wl | designed and sinple to use.

Avoi ds shorts.

5V/ 12V sel ectabl e fan vol t age

3D printed cover.

Conveni ent !

- None really, no standard 3-pin case fan header?

+ 4+ + + +

Q her Key Points:
* Check your PSU can handle the extra | oad?

Scores
Ease of use: 90%
Docurent at i on/ Packagi ng: --%

Val ue for noney: 80%
Overall: 85% - \WatlFF Silver

Sources and Credits

Sold and built by Alinea Conputer:

https://ww. ani ga- shop. net/ en/ Ani ga- Har dwar e/ Am ga- cabl es- adapt er s/ Fan- power - adapt er: : 1315. ht i
Based on work by rwahl er

https://gitlab. com rwahl er 1/ ki cad/ Am ga_Fl oppy_Luefter_Adapter

Case by Alinea Conputer: https://ww.thingiverse.comthing: 6701517

Sold and built by Alinea Conputer:

htt ps://ww. ani ga- shop. net/ en/ Am ga- Har dwar e/ Am ga- cabl es- adapt er s/ Power - hub-for - f | oppy-dri ve- pow
Based on work by rwahl er:

https://gitlab. com rwahl er 1/ ki cad/ Ami ga_Fl oppy_Power Hub



Hardware review: DriveRDY Floppy Drive Adapter

Hardware review. DriveRDY Floppy Drive Adapter - by Martyn Banpton

Product Name

Dri veRDY PC Fl oppy Adapter.

Devel oped By

Boris Krizma/ Lot harek

Avai |l abl e From

AM GAst ore. eu

am ga- shop. net

retrol enon. co. uk

retroready. one

* eBay

Price

Varies but typical best prices are 26 USD/ 23 EUR/ 21 UKP
Har dwar e Requi renents

An Amiga with a floppy drive header and a conpatible PC floppy drive
Test Machi nes

* Am ga 500+

* X F

* Ami ga 2000

I ntroduction

Fl oppy drives still hold a |ot of value, both sentinmental and
practical. The nenories of hearing the drive spin, inserting or

renmovi ng di sks or even that relentless click as the drive checks for a
floppy (at least for a while before you install a tool to stop it). On
the other hand you may sinply want to get a disk imged before it fails
and you'll need a drive to do it. |If your original drive is beyond
repair or you don't want to pay for a replacenent Amiga drive you can
al ways use a PC floppy drive. They're (conparatively) nore readily
avai |l abl e and often a | ot cheaper too. The steps required to nodify a
standard floppy drive for Amiga use aren't overly difficult if you have
the tine, skills and equipnent. That said it would be nice just to have
an adapter you can plug in and get on with enjoying your conputer.
That's what the DriveRDY does, a sinple device (designed by Boris
Krizma, Furia creator) you connect to the back of a standard PC fl oppy
drive to generate the ready signal the Am ga expects.

| mpressi ons and Use

The adapter is conpact and unobtrusive, the components are |aid out
neatly with the fl oppy connectors arranged front and back, top and
bottomto sit inline and "pass through" the connection. It requires no
addi ti onal power, taking what little it needs fromthe floppy drive and
basi cal |y beconmes part of the drive, very tidy.

Si de View

@IMs "I mages/Driverdy 1small.iff"}
| added the DriveRDY to the floppy drive, hooked it up to the Anmiga and
turned the systemon. | inserted a floppy disk and waited. There were
no surprises other than the bright power and activity LEDs on the
adapter - the drive span up and sinply worked as expected, |ike any
other original Amiga floppy drive. | did manage to offset the pins at
first when fitting the adapter as there's no keying, just double check
everything is where it's supposed to be before powering on to be sure.
| tried every PC floppy drive | had and they all worked fine, Drives
from Sony, Panasonic, Epson, Teac, BEC, Samsung and Chinon are listed as
bei ng conpatible. The LEDs on the board could ook interesting in a
transparent case.

Rear Vi ew

@IMs "I mages/Driverdy_2smal | .iff"}
Notes: Sone floppy drives (usually Alps or Mtsum nopdels) have the



power connector above or bel ow the data connector, the DriveRDY can't
physically be fitted to these drives. Also be aware that H gh Density
drives will operate as Double Density (880K) drives.

Sunmary

A quick and tidy solution, reusable and renobvable. It nay not be the
cheapest option available but it could save you nore in terns of tine
and potential frustrations conpared to manually nodifying a PC drive.
It's also very satisfying to just plug and go and/or fit and forget.

Pros and Cons

+ Easy and reversible no-solder option to nodify a standard fl oppy drive
for Am ga use.

+ Conpact size, takes up very little room

+ Conpatible with nost PC fl oppy drives.

+ Good build quality.

- Possible to misalign/offset connector

- Coul d seem expensive, may cost nore than a PC fl oppy drive.

O her Key Points:

* May not fit sonme floppy drives due to the drive's power connector

pl acenent .

* The PC drive operates as a DD drive (for 880K disks) even if it's a HD
drive.

Scores

Ease of use: 100%
Docurent at i on/ Packagi ng:

Val ue for money: 70%
Overall: 85% - WatlFF Silver

Sources and Credits
Sol d by

<a href="https://ww. am ga- shop. net/ en/ Am ga- Har dwar e/ Ami ga- cl assi c- har dwar e/ Dri veRDY- adapt er:

Created by Boris Kriznma/Lotharek: <a href="https://|otharek.pl">https://| ot harek. pl </a>

13



Hardware review: Alinea Computer's 4 Way Clock Port Exander

Product Name

Alinea Conputer's 4 Way C ockport Exander
Devel oped By

Mat t hi as Minch

Avai |l abl e From

<a href="https://https://ww. am ga-shop. net/en/">https://https://ww. am ga-shop. net/en/ </ a>
Price

33.95 EUR

Har dwar e/ Sof t war e Requi renent s

A1200

Test Machi ne

A1200/ GS3. 2. 3/ TF1260/ Pi coWwfy

Mai n Board
@IMs "I mages/ d ockportl snall.iff"}
Revi ew

The hunbl e cl ockport on the Am ga has becone somewhat of an unsung hero,
initially being there just for a battery clock it has beconme quite the
gate to nunmberous expansions. A314-cp, PicoWwfy and SOLAS LED |ights are
just a few that cone to mind, not to forget Rapi dRoad or Subway USB cards.

It is the port that keeps giving, however just one feels a bit limting
and so we have the clockport expander, for this issue I am|looking at the
cl ockport expander from Alinea, which was designed by Mtthias Minch

Who is this expander for?

My main intention was originally to try the fast clockport which is on port
three of the board. It cones with a Gayle adapter which | found a | ot easier
to install conmpared to the Amigakit clockport adapter which uses the
ki ckstart socket.

Mai n Board Installed

@I M5 "I mages/ d ockport2_snall.iff"}
Fitting the board is sinple enough but quickly | started to run into
probl ems. The first of these was the |ack of space if an Indivision is
installed as the cable that connects to the VGW HDM port is very close to
the board itself and if you are using the rear expansion port it will be
covering the extra clockport pins.

The second issue that cropped up was the spacing of the ports, | had

i ntended to use nmy Picowfy on the fastclock port but due to the placenent
t he pi cowyfy woul d extend beyond the back of the case. So, this was a bit
of a di sappointnent. Even with the PicoWwfy on another port, it and the

I ndi vi si on gave no room for other devices to be plugged in.

So, this goes back to ny original question, who is this for? If you have an
Am ga that does not have many expansi ons such as an Indivision, or an
A314-cp/ Pi cowyfy, then this board m ght be of use. It makes ne think that
if you plan to get the Framethrower in the future it also m ght cause
problens with this board.

Addi ti ona

Wiile | had | ooked forward to having a faster internet speed from ny

Pi cowfy on port three it turns out that | would not have seen nuch

i mprovenent anyway. Port three is fantastic for high speed USB transfers
(l'i ke the Rapi dRoad nodul e), the PicoWwfy runs at pretty nuch maxi mum



speed on the existing clockport and is nore restrained by the CPU you have.
Since | have a Pi Storm already ny downl oad speed is on average 298KB/ sec
which is not too shabby.

Fi nal Thoughts

While it would have been nice to try the Picowfy and see if there are any
gains to be had the current design does not take into consideration the nore
expanded Amigas. This limits the target user as upgrades are nuch nore
conmon now than ten years ago. If you have a relatively untouched Aniga and
wi sh to have nore than one cl ockport device then this is a good way to go
but keep in mind if you want to get an internal scandoubler or Pi based
internet gateway the adapter will have to go.

Pros and Cons

+ Good price point

+ Easy to install

+ Nice to have the option of a faster clock port

- WIIl not fit dependi ng on what expansions you al ready have i.e. Indivision

O her Key Points:
* This is a good card but if is limted by the fact that you cannot use one
of the growing clockport wifi cards.

Scor es

Ease of use/lnstallation: 95%
Docurent at i on/ Packagi ng: 75%
Val ue for noney: 70%

Overall: 80%- Whatl FF Sil ver



Software review: LumiPass Password Manager

Software review. Lum Pass Password Manager - by Tino Pau

Product Name

Lumi Pass

Devel oped By

Mat t hi as Muench

Avai |l abl e From

<a href="http://am net.net/package/util/m sc/Lum Pass_1.2">http://am net. net/package/util/m sc/Lu
Price

Free

Har dwar e/ Sof t war e Requi renent s

0S3. 2+, MJUI3.8, NList.ntc,BetterString.ncc, Text Editor. ntc
Test Machi ne

A1200/ OS3. 2. 3/ Pi St or Ml Pi coWfy

Revi ew

Keepi ng your passwords and uni que and never repeating is becomnming ever nore
i mportant with the increased chance of your data bei ng hacked. However, it
can be hard to handle all of your passwords. For nyself | have been using a
sinple text file to keep all of ny passwords in one place and easy to access
however with Lum Pass | just mght be thinking of nmoving all of nmy password
handling to the Am ga.

Lum Pass i s devel oped by Matthias Miench, whose Lum FTP we revi ewed | ast
i ssue. So, what mekes Lum Pass standout as a password nmanager ?

Let(s first highlight sone of the nost inportant features of Lum Pass:

* Native .lum database format (ChaCha20-Pol y1305 AEAD, RFC 8439;
optional Argon2id key derivation)

* Versioned . bak backups before each save (configurable depth, 1-9)

* Full CRUD: title, username, password, URL, nulti-line notes

* Trash for deleted entries: restore or purge permanently, persisted
i nside the .lum database

* Real -tine password strength indicator with a 16, 792-word
conmon- password di ctionary

* Password generator (length, character cl asses,
anbi guous- char act er excl usi on)

Di cewar e passphrase generator (EFF long word |ist)

* | nport: KeePass 1.x (.kdb), KeePass 2.x and 4.0 (.kdbx, with
key files), CSV, 2FAS Pass, Bitwarden, 1Password (.1lpux) and
Proton Pass (all unencrypted exports)

* Export: KeePass 1.x (.kdb), KeePass 2.x (.kdbx v3.1),

KeePass 4.0 (.kdbx v4), CSV, XM, HTM.

* Merge two .lum databases locally (with the inmport conflict
dialog) -- reconcile two nmachi nes w thout cloud sync

* Atomic save (.tnp + renane) of the database protects against
data | oss on power-cut or crash

* Full ARexx scripting interface (port LUM PASS)

* Optional online pwned-check (Have | Been Pwned k-anonynity API):
only the first 5 hex characters of the SHA-1 | eave the Anmi ga;
plain password and full hash stay |oca

* Password audit report: finds reused, weak, old and enpty
passwords offline, with an optional breach check (+ H BP)

This is not all of the features but the ones the stand out the nost.
What | found nost useful were real-tine password strength indicattor
password generator, passphrase generator, inport/export funcitons and
finally the online pwned-check, which | presune checks if your password



has been | eaked online in regards to your nane.

It comes in at a rather hefty 5.9M) file so you mght want to download it
on anot her computer and transfer it via CF. As is usual with Lum software
there is an included installer and readne. Upon | oading the software you
are shown a very clean and user friendly program You have two col unms,
with the left side for Goups and the right side showi ng your passwords
for the selected group. By default there is a group |abel ed Passwords.

Beneat h t hose panels you have buttons for New, Edit, Duplicate and

Delete. Clicking on New, will bring up a new wi ndow where you can i nput
the title, select the group, user nanme, url, and password. Bel ow t hem
there is a password strength indicator bar, and an online password checker
However, you need to enable this first in the settings fromthe nmain

nmenu. Finally there is a box for addi ng notes.

Overall it is a well laid out programw th nodern features that you woul d
not expect to find in software nae for classic Ani gas.

Due to the ease of maki ng passwords and checking them | find I am using
Lum Pass for creating and handling nmy passwords instead of a text file.
Having the ability to check online how safe is a real boon as well.

Fi nal Thoughts

Lum Pass is a very well designed and thought out product that puts the Am ga
in a great position for handling your passwords. Al ongside with the extra
security that comes with Lum Pass, | also wonder if there is less of a
chance of your Ami ga being hacked even one that is online.

Pros and Cons

+ Modern features not seen in Am ga prograns
+ Safe and secure way to keep your passwords
+ INtuitive and easy interface

- needs internet access for sone features

O her Key Points:
* None

Scor es

Ease of use: 93%
Docunent at i on/ Packagi ng: 90%
Worth your tine: 100%
Overall: 94% - Watl FF CGold



Software Review: LumiWeather

Product Name

Lum Weat her

Devel oped By

Mat t hi as Muench

Avai |l abl e From

<a href="http://am net.net/package/util/m sc/Lum Weather_1.1">http://am net. net/package/ util/m sc
Price

Free

Har dwar e/ Sof t war e Requi renent s

Am gaCs, Active TCP/IP Stack (bsdsocket.library)
Test Machi ne

A1200/ OS3. 2. 3/ Pi St or Ml Pi coWfy

Revi ew

Havi ng active internet connectivity on a classic Amiga setup continues to
be one of the nobst satisfying achievemrents in nodern retro computi ng.
Beyond I RC, FTP, and browsing, utility prograns that pull live online data
strai ght to Workbench bring real daily utility to our desktop setups.

Lum Weat her v1.1 by Tomasz "Lumi " Wszkowski ainms to do just that
by delivering clean, |ocalized weather forecasts directly to your Am ga.

SETUP & FEATURES

Installation & Configuration

Installation and initial setup are renmarkably sinple. Once unpacked, getting
your | ocal forecast running requires alnost no effort, sinply type in your
town or city name, and the application quickly resolves your |ocation
onl i ne.

Conpr ehensi ve Weat her Dat a:
For a lightweight utility, Lum Wather packs an inpressive anount
of detailed information into its interface:

* Current Conditions: Live tenperature, humidity |evels, and exact
chance of precipitation.

* Extended Forecast: A secondary tab provides a clear, multi-day
weekly prediction to hel p you plan ahead.

Having a live, accurate weather report sitting on an internet-connected
Amiga is a fantastic touch that makes your Wrkbench feel nodern and
genui nel y connect ed.

MULTI PLE LOCATI ONS & DAI LY USE

One of Lum Weather's standout features is its ability to store and
save multiple preset |ocations.

Practical Applications:
* Fam|ly & Friends Abroad: Easily flip between preset entries to
check real-tinme conditions for famly |iving overseas.
* Travel Planning: Check destination weather before setting out
on a trip.

The quick-switching functionality makes it nore than just a single-city
desk accessory; it's a handy hub for keeping tabs on internationa
condi tions.



| NTERFACE & SCREEN REAL ESTATE

VWile the feature set is solid, Lunmi Weather hits a notabl e drawback
when it comes to GUl dinensions and Wrkbench footprint.

W ndow Si ze | ssues:

The primary window itself is quite large. On standard PAL H Res Interl aced
screennodes (such as 640x512 on stock AGA setups), the wi ndow consumes a
huge portion of the desktop real estate.

M ssing Options:

Currently, there is no built-in toggle or conpact node to scal e down or
mnimze the interface |ayout. For users who like to keep utility w ndows
open al ongsi de ot her Workbench tasks, this large footprint nakes it far |ess
likely to remain running in the background as a permanent desktop fixture.

FI NAL VERDI CT

Lum Weather v1.1 is a well-designed, functional, and genuinely

useful internet tool for the nmodern Amiga setup. Its effortless search
setup, detail ed atnospheric data, and nulti-Ilocation presets nake it a
pl easure to use when checki ng forecasts.

However, its bul ky wi ndow | ayout holds it back from perfection on classic
PAL screennodes. |f future updates introduce a nini-node or scal able GU
options, this could easily become a mandatory addition to every connected
Am ga's Startup-Sequence.

Pros and Cons

+ Easy to find your |ocation

+ Fast to set up.

+ Lots of detail

- Wndow is too big, takes up too much desktop space.

Q her Key Points:
* The ability to store multiple locations is a nice bonus.

Scor es

Ease of use: 75%
Docurent at i on/ Packagi ng: 85%
Worth your tine: 80%
Overall: 80% - WatlFF Silver



Game Reviews

-= Gane Review. Orbital Mssion =-

As part of the COMODORE civilisation it is your duty to fly into space
and wi peout the forces of the ATARI in your hunble A500 space ship.

-= Game Revi ew. Dunjons =-

If you are a fan of rogue |ike ganes such as Roguecraft then this little
gane from Zooperdan ni ght be just up your all ey.

-= Ganme Review. RogueCraft DX =-

RogueCraft is back in DX form find out inside if it is worth your
investing in the latest update to the snmash hit of 2024.



Orbital Mission Review

Gane Review. Orbital Mssion - by Tino Pau

Product Nane

O bital Mssion

Devel oped By

Pawel Tukat sch

Avai |l abl e From

<a href="https://tukinemitch.io/orbital-m ssion-denp">https://tukinemitch.io/orbital-nission-de
Price

18.35 USD

Har dwar e/ Sof t war e Requi renent s

Ami ga 500

Test Machi ne

Am ga 1200/ Pi St ormf Pi cowfy/ 0S3. 2.3

Revi ew

Wen a newtitle drops for the Aniga, there's always a rush of
excitement to see how nodern devel opers push our classic hardware.
Obital Mssion delivers a slick, challenge-heavy space shooter

that wears its denpscene roots proudly on its sleeve--even if getting
it running on original iron comes with a few caveats.

STORY & PREM SE

An interesting detail about Orbital Mssionis howits narrative
evol ved during devel opnent:

Early Devel opment Premi se:

Back when we interviewed the devel oper, the gane featured a |ighthearted,
whi nsi cal storyline centering on the ultimate 16-bit rivalry: Commodore
versus Atari! You were tasked with piloting a ship fittingly naned the
A500 to defeat the evil Atari civilization

The O ficial Setting (Year 2203):
The final release shifts to a far nore serious sci-fi backdrop (notably
i nspired by H JoachimDeeg and Hel mut Kohlen's 1987 title Enetic Skimer).

By 2203, an Al-driven satellite network spanning Earth and space has taken
silent, absolute control of global comruni cati ons and navi gati on systens.
After scientists uncover the core Al deep in the Sahara Desert, a desperate
counter-strike is |aunched.

Because nodern systens are conpletely conmprom sed, humanity's |ast hope is
to deploy an old, non-Al-controlled craft capable of slipping past detection
to sever the orbital network.

GAMEPLAY & MECHANI CS

At its core, Orbital Mssion offers tight, responsive ganepl ay,
t hough it expects you to earn your wings. The ship's flight mechanics

instantly bring classic Asteroids to mnd--you' Il need to master
nomentum drift, and thruster managenent before you feel fully in
control

The conbat nechanics take a deliberate, tactical approach. Rather than
letting you hold down fire to flood the screen with plasna, shooting
requires strict discipline:

Rate of Fire: Limted projectile count.
* Cool down Rules: Once you fire a volley, you cannot |aunch



another until the initial shot hits a target or travels a set
di st ance.

This sinmple restriction conmpletely changes how you approach dogfi ghts,
forcing you to make every shot count rather than blindly spanm ng the
trigger.

Instruction Integration:

One neat design touch that inmediately stands out is the instruction text
enbedded directly into the background art. It's an atnospheric,
unobtrusive way to teach you the ropes while giving the gane a distinct
personality.

VI SUALS & AUDI O DEMOSCENE PEDI GREE

Visual ly, the gane opts for functional, clean sprites and | ayouts during
general play to keep action readable. Were it truly shines, however, is
inits special effects.

Graphi cal Highlights:

You can feel the devel oper's denbscene background bl eeding into the
code--the bonmb effect in particular inpresses with a full-screen

di splay that wouldn't | ook out of place in a top-tier denp conpetition

Audi o Desi gn

That denpbscene heritage carries over into the soundtrack as well. The
nmusi ¢ i s exceptional, perfectly matching the tension on screen with rich
at nospheric Tracker tunes that keep the energy high throughout your run

HARDWARE & COMPATI BI LI TY NOTES

Unfortunately, hardware conpatibility is currently a sticking point for
this rel ease

Real Hardware Tests (A1200):
During testing, the ganme refused to render on real Am ga 1200
har dwar e:

* Tested Accel erators: TF1260, Pi Storm

* Wor kar ounds Attenpted: Soft-kicks, downgrading configs,
and | aunching directly fromthe Shell

* Result: The gane consistently |oads and plays its background
nmusi ¢, but outputs a conpletely black screen.

Ermul ati on Not es:
At present, the title seens to run reliably only under enulation via
FS- UAE.

FI NAL VERDI CT

Obital Mssion hits that sweet, addictive |oop of being deeply
frustrating yet conpelling enough to keep you hitting "retry." The
difficulty curve is tuned just right--brutal when you nake a m st ake,
but fair enough that you al ways know how to inprove on the next run

Plus, the extra content packed onto the second disk gives it plenty
of replay val ue

Sunmary:

A well-crafted, beautifully balanced shooter with great presentation and
fantastic audio. It's a bit of a heartbreak for those of us who prefer

pl ayi ng on authentic A1200 hardware, but if you're happy to load it up in
FS-UAE, it's an absolute blast and well worth a spot on your virtua

fl oppy shel f.

OVERALL RATING 8 / 10



(Deducted slightly for real-hardware conpatibility issues)



Dunjons Review

Gane Review. Dunjons - by Tino Pau

Product Nare

Dunj ons

Devel oped By

Zooper dan

Avai | abl e From

<a href="https://zooperdan.itch.io/dunjons">https://zooperdan.itch.io/dunjons</a>
Price

Free/ Nane Your Price

Har dwar e/ Sof t war e Requi renent s

Ami ga 1200 or better

Test Machi ne

Am ga 1200/ Pi St ormf Pi cowfy/ 0S3. 2.3

Revi ew

Created for a maze-thened gane jam Dunjons is a charm ng turn-based
dungeon craw er that packs a surprising anount of polish into a conpact
package. While intentionally designed as a short prototype, it has

captured the attention of the retro scene with its accessi bl e hack-and-sl ash
| oop and open-source foundation

PREM SE & GAMEPLAY

The Quest:

A priceless relic has been stolen fromthe | ocal nonastery. As the brave
adventurer, you rust navigate through four dangerous dungeon floors filled
with nonsters, chests, and traps to recover the stolen artifact.

Mechani cs & Features:
* Turn-Based Exploration: Mwves snoothly step-by-step, allow ng
tactical planning w thout overwhel mi ng the player.
* Fog of War & Autonmpper: A crisp line-of-sight visual system
gradual |y reveal s the dungeon | ayout as you expl ore.
* RPG El enents: Features stat upgrades, inventory nanagenent
with usable items, and experience points gai ned from conbat.

Accessibility:

Unl i ke many notoriously brutal roguelikes, community feedback highlights
Dunj ons as one of the least unfair ganmes in the genre. It serves as an
excell ent entry-level crawl er, approachabl e enough for begi nners who don't
typically play heavy RPGs, yet rewardi ng enough to offer a satisfying
chal | enge.

TECHNI CAL UNDERPI NNI NGS

Ami Blitz3 & Open Source:

One of the nost inpressive aspects of Dunjons is that author

zooperdan included the conplete AmiBlitz3 source code. It stands as a
fantastic educational resource for devel opers |ooking to study 2D til e-map
rendering and logic in Blitz Basic.

Al Pat hfindi ng & Line-of-Sight:
Enem es track the player using an integrated A* pathfinding algorithm
paired with a custom Bresenham | i ne-of -si ght system

Because these algorithnms require substantial cal cul ati ons per step, the gane
specifically targets the AGA chi pset and 68020 CPUs (A1200) or higher

The devel oper notes that unoptim zed pathfinding math currently prevents
snoot h performance on stock 68000 machi nes.



COMVUNI TY RECEPTI ON & HARDWARE NOTES

VWhat Pl ayers Are Sayi ng:

The scene reception across retro news outlets and YouTube channel s has been
overwhel mingly positive. Critics and players alike praise its satisfying
core loop, with many draw ng conparisons to early builds of RogueCraft

and eagerly calling for zooperdan to expand it into a comercial full-Ilength
procedural roguelike.

Speed & Hardware Quirks:
* Stock A1200: Runs at the exact intended speed.
* Accel erated Setups / Enul ation: Players on heavy accel erators,
M STer, or enulators report that player and eneny novenent cycles can
run a bit too fast, though it remmins conpletely playable.

FI NAL VERDI CT

Dunjons is a gemof a honebrew project. It delivers clean visuals,
cl ever pathfinding mechanics, and an inviting difficulty curve that keeps
you playing until the relic is recovered.

Wiile it | eaves you wanting nore | evels, expanded equi pnent, and NPC
interactions, that brevity is sinply a testanent to how good the core
foundation feels. Conbined with the open-source release for AmiBlitz3
| earners, it's a must-downl oad ADF/ LHA for any AGA Ani ga user.

OVERALL RATING 8.5/ 10
(A fantastic jamentry; ripe for expansion into a full comrercial release)



Roguecraft DX Review

Product Nare

RogueCraft DX

Devel oped By

Badger Punch Ganes

Avai | abl e From

<a href="https://thalanusdigital.itch.io/roguecraft-dx-am ga">https://thal anusdigital.itch.io/rog
Price

9.99 USD

Har dwar e/ Sof t war e Requi renent s

2MB Chip RAM + 2MB Ot her RAM ( PAL)
Test Machi ne

Am ga 1200/ Pi St ormf Pi cowfy/ 0S3. 2.3

Revi ew

When RogueCraft hit the Amiga scene in 2024, it instantly set a

gol d standard for isometric dungeon crawl ers on classic hardware. Now,
Thal anus Di gital and Badger Punch Games have delivered RogueCraft DXa
nmassi ve overhaul that transfornms an already stellar title into a deep
cont ent - packed roguel i ke nasterpi ece.

WHAT' S NEW I N THE DX EDI Tl ON

The "DX" noniker isn't just a mnor patch; it's a huge content expansion
and rebal ancing effort that touches al nbst every aspect of the gamne:

Expanded World & Content:
* The W1 derness Area: Your journey now begins outside the
dungeon in a brand-new overworld zone before descending into the depths.
* 80+ New Room Variations: Significantly increases floor variety
wi th enhanced background tiles and cl earer visual cues for secret roons.
* New Bestiary: Face off against new nightmare entities like Ad
Thang,
Oogl es, and Bl uet hul hu. Monsters |ike Snark and Skorpeeo can now poi son
you!
* Expanded Arsenal & Potions: Introduces Invisibility,
Regeneration, and Confuse Potions, plus rare Divine Intervention chests
that can revive you from deat h.

Met a- Pr ogressi on & QoL:
* H gh Score Table & Achievenments: Tracks your top five runs
(i ncluding class and potions used) al ongsi de optional cross-run
achi evenent s.
* Rogue Cl ass Rework: Tel eportation no |onger consunes a turn and
triggers a devastating Backstab buff granting nmax damage for 4
turns.

GAMEPLAY & CLASS MECHANI CS

At its core, RogueCraft DX mmintains the crisp, turn-based
i sonetric ganeplay inspired by classic Lovecraftian horror and table-top
craw ers |ike HeroQuest.

Choose Your Hero:
Difficulty is intrinsically tied to your choice of hero:
* Warrior: H gh health and crushing nel ee power; ideal for beginners
| ear ni ng eneny novenent patterns.
Mage: Relies on ranged spells and resource managenent.
* Rogue: Heavily buffed in DX with free teleportation and | etha



crit setups, catering to advanced tactical players.

Tacti cal Depth:

Moverrent and attacks are handled with single-button or joystick sinmplicity,
maki ng runs fast (typically 30-40 minutes). However, survival requires
careful potion conservation, pathing choices, and knowi ng when to hunt for
gl owi ng upgrade gens versus heading straight for the floor exit.

VI SUALS & AUDI O A BENCHVARK FOR AM GA

| sometric Pixel Art:

The graphical upgrade in DX is striking. Fromthe newy rendered title
screen animations to the refined torchlight floor tiles and fluid character
sprites, it oozes atnospheric Lovecraftian charm

Legendary Soundtrack:
The audi o presentation remains top-tier for the platform
* Music: New at nospheric tracker conpositions by | egendary Anmi ga
nusi ci an Jogeir Liljedahl (Photon) that dynam cally change as
you descend deeper into the dungeon.
* Sound Effects: Punchy, visceral SFX crafted by scene veteran
hof f man.

COWUNI TY RECEPTI ON & HARDWARE NOTES

Public & Press Acclaim

The community response to the DX rel ease has been universally positive.
Retro press outlets praised the original (with Zzap! Am ga awardi ng 91%
and Ami ga Addict 96%, and fans on itch.io and Reddit consider DX the
definitive way to play. The additions of the Rogue's Backstab ability and
the Wl derness starting area are widely cited as major ganeplay highlights.

Har dware & WHDLoad Requirenents:
Unli ke the original ADF-focused rel ease, RogueCraft DX is distributed
primarily as a WHDLoad package due to its size and expanded assets:

* Menory Requirenments: Requires 2MB Chip RAM + 2MB Fast RAM

* Setup Tip: Real hardware and FPGA users (M STer / A500 Mni) report
fl am ess execution via WHDLoad.

* Enmul ator Users: Ensure your W nUAE or FS-UAE configuration allocates
sufficient Fast RAM standard stock 1MB Chip configurations will throw
menory errors when unpacki ng the DX WHDLoad payl oad.

FI NAL VERDI CT

RogueCraft DX takes what was al ready one of the finest nodern comerci al
rel eases on the Amiga and polishes it to a brilliant sheen. The addition of
achi evenents, overworld w | derness, expanded eneny nechanics, and Jogeir
Liljedahl's incredible soundtrack nake this an essential addition to any
Ami ga ganer's WHDLoad set up.

If you loved the original release, the DX update turns a great weekend
crawm er into an endl essly replayable retro nasterpiece.

OVERALL RATING 9.5/ 10
(Must-Have / Essential Am ga WHDLoad Rel ease)



Welcome to the guides section!

= TUTORI AL S/ GUI DE S S-cnmmsmmmmam oo ici e

-= Raspberry Pi Hotspot for Amiga =-

Kristian hel ps you setup a RaspberryPi based hotspot for when your
Amiga's WFI card only supports ol der WPA st andar ds.

-= Amiga 101: Turning off and on Roadshow Script =-

Do you wi sh you could turn off internet accesss when usi ng Roadshow?
Here is a short tutorial on creating an easy way to do this.

-= Am ga Conpatible Email Account Setup =-

Fi nding an email account that you can still use with your Amiga is
getting harder each year, we look at an alternative and how to setup

-= Amiga 101: Easy Custom 3D Text in Light\Wave =-

Using the built in fonts that cone with LightWave are a great way to get
into 3D rendering, but what if you want a nore custoniorganic font?

-= Amiga 101: MMULi b and Amiga 0S3.2 =-

MMULi bs, M Libraries & Am gaCs 3.2: Wich accelerators actually need

t hen®?

-= Amiga 101: Amiga W-Fi MAC Address Finder Cuide =-

Wth network security increasingly becom ng essential instead of optiona
we | ook at how to make a nore secure connection with your Am ga.

#Tutori al s/ Gui des - What | FF? Issue 5.21 - August 2026#



Raspberry Pi Hotspot for Amiga

Raspberry Pi Hotspot for Amiga - by: Kristian &K

When | was | ooking to get my A1200 online the obvious route appeared to be
using a PCMCI A network card. | wanted the luxury of a wireless connection
and | had seen these on Ebay with detailed sumaries listing the various

use cases for an online Armiga in the 2020s.

VWhat was not inmediately clear

to nme however was that some of the Amiga conpatible PCMCIA wirel ess network
cards which are on the market do not support WPA2 encryption and only work

with the ol der WPA st andard.

At the time, | attenpted to get the WPA card | had ordered to talk to ny
hone wireless network and had no joy. | considered giving up and buying a

new card, but another idea occurred to ne -

I wondered if | could get an

ol d Raspberry Pi to create a compatible hotspot for my Am ga.

Reader, | did nmanage it, and | was very pleased with the result. However, |
achi eved this using an ol der version of Raspberry Pi OS based on debi an

Bul | seye and this OGS is now reachi ng end of

life for security updates. In

researching this article | realised that this earlier approach would no
| onger work with the nore nodern versions of Raspberry Pi OS and so

needed to find a new way. Fortunately, the

new Networ k Manager built into

Bookworm and Trixi e based Pi OS nmeans the process is now far easier, and

nore straightforward than ever. The earlier

nmet hod i nvol ved updating text

config files for dnsnasq and hostapd prograns, but we can do this now

sinmply using the GJ and a basic Raspberry

Pi CS install

For this guide | amusing a Raspberry Pi 3b+, but | amsure it would work
with other raspberry pi nodels with an ethernet port and wirel ess chip.

<span cl ass="shine">** Pl ease be aware this guide creates an open wifi hotspot fromthe Pi
whi ch anyone can connect to without any password or encryption if they

are in range. Use with caution! **</span>

Step by Step Guide
Start with a fresh Raspberry Pi OS instal

(Trixie 2026-06-18). Ensure the

device is connected to the internet via Ethernet port. Gve it the | atest

updat es.

sudo apt-get update
sudo apt-get upgrade

1. Configure the wireless country in settings to enable the WFi

sudo raspi-config

Navi gate to 5 Localisation Options
Navi gate to L4 W.AN Country

Sel ect your country

Fi ni sh

2. Create a hotspot with no security

Find the network menu (top right) and cl
Navi gate to Advanced Options subnenu
Select Create Wrel ess Hotspot. .

G ve the Hotspot a name

Sel ect W-Fi security - None

You should be able to see the WFi hotspot
and test it is working.

ck

on your phone or other device



3. Make the hotspot connect automatically on boot

Find the network menu (top right) and click

Navi gate to Advanced Options subnenu

Sel ect Edit Connections..

Sel ect the hotspot and click on settings icon at the bottom of w ndow
Navi gate to Ceneral tab

Check the box marked Connect autonmatically with priority

Cick Save

Now reboot and see if the connection is persistent.

4. Next we will need to nake sone adjustnents so that the hotspot is
suitable for the Amiga to connect. | am usi ng Roadshow and a PCMCI A
wireless card which is conpatibile with prisnR. device

Find the network menu (top right) and click

Navi gate to Advanced Options subnenu

Sel ect Edit Connections...

Sel ect the hotspot and navigate to settings icon at the bottom of w ndow
Navi gate to Wreless tab

Set C oned MAC address as ' Pernmanent

Set MIU as 576 bytes

Navi gate to | Pv4 settings tab

Check Method is 'Shared to other conputers

5. Finally we mght need to tweak our Amiga config. This step will depend
on which TCP/I P stack you are using. | needed to change ny roadshow config
away fromthe static ip address and netmask | was using successfully with
ny previous hospot (using Bullseye based Raspberry Pi OS) and instead rely
on roadshow s automati ¢ DHCP handl i ng.

The good news is that using this nmethod | am now getting a wirel ess
transfer speed of 340KB/s instead of the 250 KB/s nax | was getting
previously.

Not es

* This is a workaround - ideally | would not have a unsecured network, but
it can be useful (e.g. Nintendo DS needs an unsecure network to connect).
Pl ease remenber to disable the wifi when you are not using it.

* You can also use this guide to create a secure hotspot by changi ng sone
of the parameters in Network Manager in Pi OS. Good | uck

* You can use Raspberry Pi Connect to log into your device and perform
sof tware updates renotely and even enabl e and di sabl e the hotspot. Very
useful !

sudo nntli connection up [SSID - turn hotspot on
sudo nntli connection down [SSID] - turn hotspot off



Amiga 101: Turning off and on Roadshow via a script

Havi ng our Anmigas connected 24/7 has been a reality in part thanks to
Roadshow, the TCP/IP client that runs silently in the background on your
Amiga. Wiile, there are nany benefits to this, certain issues can crop up
due to Roadshow running. | found this a nunber of times after | started
using an A314-cp and PicoWfy. Nanely, the issues cropped up when running
ganes from Wrkbench, even nodern ganmes such as Roguecraft would freeze at
randomtinmes. | tracked this down to Roadshow and PicoWfy running in the
background thanks to the help fromthe A314 Di scord channel

Roadshow and t he PicoWwfy can disabled fromthe Shell using the comand:
ConfigureNetlnterface InternetDevice offline

In ny case, since ny netinterface is the Picowfy, | would replace the
text InternetDevice with Picowfy. To get ny Amiga connected again, sinmply
typing in the same comand but replacing offline with online will do the
trick.

However, being the lazy sod that | am | wanted to find a faster/easier
solution. And the answer cane fromny last article about setting the tine.
So, to begin with we need to create a script using your favourite text
editor. | find Redit works well.

Step 1 - Script

Once in the the text editor and we have a new file, type in the follow ng:
ConfigureNetlnterface InternetDevice offline

Save the file with the nanme, InternetOffline, then we need to nake the
file executable, open a new Shell, get to the |ocation of the file and then
type the foll ow ng:

Protect InternetOfifline +s

Repeat this process again, creating a newtext file, and replace the |ast
word offline with online. Save the text file as InternetOnline. Open the
Shel |l again going to the location of the file and type in the same:

Protect InternetOnline +s

Step 2 - Icon

Now, we need an icon to associate with the script and launch it, find any

i con of your choice and copy it to the location of your script and then
rename it to the same name as your script. My scripts are called
InternetOffline and InternetOnline so | renaned the icons to those nanes.
As it stands the icon will not do anything, we need to some nore things
first. Select the icon and then press Left A+ |, or select lIcon Info from
the menu bar. Fromthe nenu bar find 'Type' and select 'Project'. After
that click on '"lcon' tab and where it says 'Default tool' enter 'C.lconX.

Finally, go back to the 'File' tab and | ook at the boxes that have ticks
in them nmake sure the followi ng are ticked:

* Read
* Wite



* Delete
* Execute
* Script

In nost cases it will be the 'Script' that will not be ticked. Now click on
Save and your icon will be ready to start the command to stop internet and
restart it without resorting to the Shell. If you are running Tool sMenu t hen
you can drag and drop the icon for easy access fromthe menu bar to provide

easy access for turning off and on internet.

This process will fix nany of the strange freezes that you may encounter
when | oadi ng games from Wrkbench and have Roadshow runni ng.



Amiga Compatible Email Account Setup

Am ga Conpatible Email Account Setup - by: Tino Pau

Keepi ng emai | access going on our classic Am gas has been an uphill struggle
wi th each passing year. New security protocols and two time authentications,
has nade it difficult to use an emmil account. However, there are a few
options, and when | say few, | nmean there are really only two options for
accessing email on your Amiga. There is a third option but that would be in
another article, as it would involve creating your own enail server and for
many this would not be something they want to do. Instead, you need to
search for emnil hosting conpanies that offer email services targeted at

ol der computer users such as Wndows XP, Mac OS X, etc. During ny

i nvestigation for this article | canme across several potential candi dates
but the majority were no |onger functioning or accepting new users. Qut

this came two main contenders: ww.eno.one and ww.tty.sdf.org, of them

the former is the option that is nost ideal. You will get an enmil address
with wwtty.sdf.org, however there is a five minute limt, so you can only
access the server every six mnutes. This is not an i ssue with ww. eno. one.

Eno. one provides encryption free enmail access using their own cusonter nail
server. Once you have signed up and created an account you can go ri ght away
to your favourite email client on the am ga and use the followi ng details:

User name: your enail address

Passwor d: your account password that you use to login to the website
Server: mail.eno. one

| MAP Port: 143

POP Port: 110

SMIP Port: 587

Encryption (Optional): TLS (STARTTLS)

That is all the information you need, | have been using eno.one as ny nain
emai | address on ny Amiga for a while and it works perfectly. They have been
around for a while and seemready to keep supporting ol der systens so this
is a good alternative.



Amiga 101: Easy Custom 3D Text in LightWave

Am ga 101: Easy Custom 3D Text in LightWave - by: Tinp Pau

If you are new to 3D rendering, creating 3D textmwith the built in fonts
that come with LightWave is a great way to start. However, they can be a bit
staid and if you want sonething with a bit nore personality or organic | ook
then you need to either go to the Mddeler and create your own font/text.

However, there is an easier way that al so gives you better results in nany
ways. In previous issues we have | ooked at using Final Witer and Pixel Pro
to make 3D objects. This tine around we are going to use Brilliance and the
newer version of Pixel Professional, PixelPro 2. In this tutorial we wll
show you how to create an organi c and funky | ooking text with using only

t he m ni mum of steps.

Step 1:

Load up Brilliance and reduce the colour depth to two, we just want bl ack
and white. Make sure you are in PAL Hi Res Laced for the best working

envi ronnent. What we are going to do, is not create a new font set but a
text as an object. The thing to renenber here is that the background shoul d
bl ack and the text/object white.

Draw out your text, naking sure it is thick since we want to be able to
really pop out when you bring it into PixelPro2. | should al so note that
you want to nmake sure everything has a clean edge, do not have any stray
pi xels as this will cause you headaches in the future

Be creative, drawing as if you were back in school doodling on your notebook
or using a thick brush try sone cursive text.

Once you are done, save the image and nake sure it is still in two col ours.
Step 2:

If you do not have Pixel Pro2 already, then please install the copy that is
included with this issue. Load up PixelPro, click on 'Load', find your image

of the text. A requestor will pop up asking if you want to snooth the object.
Thi s depends on how well you have drawn your text, in my case the text is
thick and without any fraying edges so | clicked on 'Cancel'. If you have a

sl ower machine such as an 030 it might take a while to |load up the i mage and
convert it to an object.

At the nmoment should see a flat wirefrane of your image, what we need to do
next is extrude it, and this is done funnily enough by the 'Extrude' button

on the left side. Wien you do this a new requestor will pop up, in the box
| abel ed ' Extrude Val ue' input a value between 30-40, | find this works best
for text.

Dependi ng on the speed of your nachine you should shortly have a 3D object
of your image. You can now nove it around in 3D space using the left and
ri ght nmouse buttons and nmovi ng your nouse. Once you have had fun rotating
it you will need to save it. And this is done funnily enough by the 'Save
button at the top. By default it will save as a Light\Wave object, however
if you want to save it as a different object then click on button next to
'Save Format' and a drop down nenu will appear with various 3D sofware
options. For this tutorial we are going to use Light\Wve.

Step 3:

Now all you need to do is load up LightWave or your favourite 3D software



and | oad the object that you saved from Pixel Pro 2. Wen it has | oaded you
can apply textures or colour via the 'Surfaces' panel. Fromhere you can
play around with the orientation and texture mapping or col ouring you want
to apply. This is a great way to have a nice |logo for your gane nade in
3D without resorting to the standard built in fonts.

Have fun and good luck with your Anmiga art excursions, until next tine!



MMULIib and Amiga 0S3.2

MMULi bs, M Libraries & Ami gaG0S 3.2: Wich Accelerators Actually Need Thenf?

Modern Ami ga accel erators have given cl assic machines a serious second life.
Whet her you are running a Mtorola 68060, a CPLD assisted accel erator, or an
ARM based enul ation |ayer, your CPU environnent may | ook very different from
what Workbench originally expected in the early 1990s.

Wth Am gaOS 3.2, Hyperion bundl ed Thomas Richtera€™s MVULIi b software on the
installation nedia. That has naturally led to some confusion. Does every
accel erated Ami ga now need MMJLibs? Is it only for devel opers and debuggi ng
tools? Is it essential for WHDLoad?

The short answer is: @B}it depends on your CPU, your accelerator, and which
processor libraries you are using. @ UB}

Sone accel erated systens, particularly 68040 and 68060 setups using Thomas
Richter's Mu CPU libraries benefit greatly from MMJLi b conponents such as
@B}mu.library@UB} and the acconpanying @B} 680x0 libraries@UB}. O her
systens either do not need themat all, or only benefit froma small subset
of the package. And sone platforms, such as FPGA- or ARM based 68k
environnents, should not be treated Iike a traditional Mtorola MV system
in the first place.

This article breaks down what MMULi bs actually does under Ani gaCS 3.2, and
whi ch accelerator famlies genuinely benefit fromit.

@B} VWMULi b, Mi Libraries, and MuTools: What's the Difference?@ UB}

One reason this topic gets confusing is that MMJLi bs is often used as
short hand for several related, but distinct pieces of software.

Thomas Richter's MMULi b ecosystem i ncl udes:

* @B}mmu.library@UB} a shared library providing MMJrel ated support
functions for processors that actually have an MVU.

* @B}Mu CPU libraries@UB} replacenent or updated @ B} 68030.1i brary@ UB},
@B} 68040. i brary@UB}, and @B}68060.1ibrary@UB} files used by the OS to
initialize and support those CPUs.

* @B} MuTool s@UB} optional utilities such as @ B} MuFast ROV@ UB}, @ B} MuMovedK@ UB}

@ B} MuRedox@ UB}, and vari ous debuggi ng or cache-managenent tools.

That distinction matters. In many cases, what a machine actually needs is

not "the whol e MMILi bs package", but the @B}correct Mu CPU library@UB}, and in
some cases @B}mmu.library@UB} as well. The extra tools are optional and depend
on the nachine, CPU, and what you are trying to achieve.

@ B} What Does MMULi b Actually Do on Am gaCS 3.2?@ UB}

AmigaCs 3.2 is nore MM aware than ol der AnigaOS rel eases, but it is
i nportant not to overstate what that neans.

The operating systemitself does @B} not @UB} suddenly turn MMILib into a
universal runtine requirenment for every accel erated Amiga. What AnigaCS 3.2
does do is handle CPU library |oading nore cleanly than ol der systens, and
in sone setups SetPatch will build MVJ tables as part of processor
initialization. That nmakes it easier to use nobdern Mu CPU |libraries on 68040
and 68060 systens.

In practice, MMILib-related software is npbst relevant to AnigaCS 3.2 in the
foll owi ng areas:



@B}1. CPU support libraries for 68040 and 68060 systens@ UB}

For many 68040 and 68060 accel erators, the nobst inportant MMVULI b-rel ated
conponents are the @B}Mu CPU |libraries@UB} particularly @B}68060.1ibrary@ UB}.
These provide the operating systemw th the code needed to correctly

identify, initialize, and work with the processor.

On AmigaCs 3.2, the right CPU library can often be installed nore cleanly
than on ol der systens because SetPatch is better at |oading the appropriate
library wthout sone of the older dumry-library tricks used on Wrkbench 3.1
-era systens.

@B}2. MMJ assisted ROM renmappi ng and menory control @ UB}

I f your processor includes a real MMJ, tools such as @ B} MuFast ROMd UB} can
copy Kickstart ROMinto fast RAMand renmap it there. This can provide a
noti ceabl e speed i nprovenment on sone cl assic accel erators, especially where
t he board does not already offer a preferred hardware MapROM nechani sm

MWJ configuration can also be used to define cache behavi our and nenory

attributes for particular address ranges. This is especially relevant on
some 68040 and 68060 systenms where the board, menory nap, and processor

library expect a valid MW setup.

@B} 3. Conpatibility and specialist tool s@ UB}

Some MMULib tools are aimed nore at power users than everyday users. This
i ncl udes debuggi ng, cache tuni ng, or workarounds for specific edge cases.
Sonme WHDLoad setups and certain software configurations nay al so benefit
from MVIJ assi sted features, but that does @B}not @UB} mean MMULib is a
uni versal WHDLoad requirement on every accel erated Am ga.

@ B} The Accel erat or Breakdown: Who Actually Needs |t?@ UB}

Because nodern expansi on boards approach CPU design in very different ways,
t he answer changes dranatically depending on the card and the processor it
uses.

@B}Blizzard Classic Cards (e.g. Blizzard 1230 1V, Blizzard 1260) @ UB}

* @B} Verdict: @UB} Oten optional on 68030; comonly recomended on 68060

* @B}Wy: @UB} Phase 5's Blizzard 1230 |V uses a real 68030 with an MWJ and
al so has its own well-established hardware MapROM ecosystem On a Blizzard
030, you do not necessarily need MMULib for ordinary operation if the
systemis already stable and configured the traditional way. However,
MMULi b tools such as @B} MuFast ROM@ UB} can still be useful if you want
MV based ROM remappi ng wit hout relying on ol der board-specific boot
nmet hods.

*On a @B}Blizzard 1260@ UB}, using the correct @B} 68060.1ibrary@UB} is
essential, and many users choose Thomas Richter's Mi 68060 |ibrary for
t hat purpose. Depending on the configuration, @B}mmu.library@UB} may al so
be required when using the Mu library stack.

If you are running a Blizzard 1260 under Am gaCS 3.2, the practical advice
is sinple: use a known-good 68060 software setup rather than m xing
libraries fromunrel ated boards.

@B} Tsunani  1230@ UB}

* @B}Verdict: @UB} MVU features generally not applicable

* @B}Wy: @UB} Arananet's Tsunam 1230 is typically built around a @ B}68ECO30@ UB}.
The EC030 | acks a real MMJ, so MMJ dependent tools such as @ B} MuFast ROM@ UB} wi | |
not function in the normal way.

* That does @B} not @UB} necessarily nean every file fromthe MMILi b ecosystem
is forbidden or harnful; it sinmply means you should not expect MW} based
features to work on an ECO30 system

In practice, a Tsunam should be treated as a fast, MVIJ|ess 68030
accel erator rather than a candidate for MVJbased tuning.



@B} Apol | o Conputer / Vanpire Series (V2, V4, Firebird) @ UB}

* @B} Verdict: @UB} Generally not a normal MMULI b target

* @B}Wy: @UB} Vanpire systens use the Apollo core rather than a physi cal
Mot or ol a 68030, 68040, or 68060. The Apollo 68080 environnent does not
behave |ike a traditional Mtorola MVJequi pped CPU board, and the
platformhas its own firmwvare, nenory handling, and software expectations.

* As a result, MMULib should @B}not @UB} be approached on a Vanmpire as if
it were a conventional 68030/040/060 accelerator. In practice, Vanpire
users are usually better served by follow ng Apoll o-specific docunentation
and software guidance rather than trying to force a classic MMIib setup
onto the machi ne.

@B} TerribleFire (e.g. TF1230, TF1260, TF536, TF4060) @ UB}

* @B}Verdict: @UB} Depends strongly on the CPU nodel and the software stack
in use

* @B}Wiy: @UB} TerribleFire boards span several different CPU cl asses, so
there is no single one-line rule that fits themall.

* A @B} TF1230@ UB} built around a real @B}68030@UB} with MMJ can nmake use of
MMULi b features in nmuch the same way as ot her 68030 accelerators. A TF1230
built around an @ B} ECO30@ UB}, by contrast, cannot use MMJonly features
because the processor |acks an MM

* A @B} TF1260@ UB} or @ B} TF4060@ UB} using a 68060 generally needs a
proper 68060 software setup. In current Am gaCS 3.2 practice, that often
nmeans using the Mu @B} 68060.1ibrary@UB}, and in sonme configurations
@B}mu.library@UB} as well. Many users sinmply install MMJULib or the M
680x0 library set and let the system use those conponents.

* What shoul d be avoided is assum ng that every TF board behaves
identically, or that every 68060 systemw || fail in the exact sane way
without a full MMILib installation. The real rule is sinpler:

@B}use the correct 68060 software for the specific board and CPU you
actual |l y have. @ UB}

* @B} Note: @UB} An @B} 68LC060GUB} still lacks an FPU, and an @ B} ECO30@ UB}
| acks an MMJ. Those mi ssing features matter when choosing libraries and
utilities.

@B} I ndi vidual Computers ACA (e.g. ACA1234) @ UB}

* @B} Verdict: @UB} Usually optional rather than essential

* @B}Wy: @UB} Jens Schenfeld' s ACA accel erators have their own mature firmare
and utility ecosystem Features such as MapROM and board configuration are
of ten handl ed by ACA-specific tools rather than by MMULI b.

* That does not nmean MMULib is usel ess on ACA hardware, sone users may still
choose to use Mu CPU libraries or selected tools, but ACA cards are not
typically the first exanple of a machine that @B}requires@UB} MVULi b just
to be stable.

@ B} Pi St or m ( Enu68) @ UB}

* @B} Verdict: @UB} Generally not a normal MMJULib or hard-drive CPU-library target.

* @B}Wy: @UB} Pi Storm systenms running Emu68 do not present a nornal
physi cal Mdtorola CPU MW environment. Enu68 is an ARM based 68k execution
environnent with its own handling for CPU setup, nenory, and system
i ntegration.

* For that reason, MMILib should not be assumed to behave the sane way on
Emu68 as it would on a real 68030/040/060 board. In nany cases it is
redundant, and in sone cases it nmay be inconpatible with the assunptions
Emu68 makes about the machi ne.

* The safe rule here is not, MMILib will always crash Emu68, but rather:
@B}do not install MVULib on Enmu68 unl ess current Enu68 docunentation or
current user-tested guidance specifically calls for it. @ UB}

@B} Pi Storm/ Enmu68 users: the AmigaCS 3.2 CPU |ibrary gotcha@ UB}

One point that often confuses new Pi Stormusers is that the Am gaCS 3.2



installer still asks about CPU libraries during installation, just as it
woul d on a conventional 68030, 68040, or 68060 accelerator. On an @ B} Enu68@ UB}
system however, that can be m sl eadi ng.

Current Enu68 setups provide their @B}own built-in 68040.1i brary@ UB}

t hrough the Emu68 boot environnent and initialize it automatically during
startup. In other words, a PiStormrunning Enu68 should @B} not @UB} be treated
like a normal physical 68040 accelerator with a hard-drive-based CPU library

st ack.

For that reason, if you install Am gaCS 3.2 on a PiStornB2-lite running
Emu68 and the OS copies a @B} 68040.1ibrary@UB} into @B}LIBS: @UB}, it is
general ly best to renove or disable that hard-drive CPU library afterwards
and | et Enu68 use its own built-in support instead.

The sane cautious approach applies to @B} MMILi b@UB}: do not install it on
Emu68 by default just because the OS installer offers CPU-library options
intended for traditional Mdtorola accel erators.

The safest rule is sinple:

* @B} Real Mtorola 68040/ 68060 board: @UB} follow the board's nornal CPU-Ilibrary
gui dance.

* @B} Pi Stormrunning Enu68: @UB} | et Emu68 provide the CPU side support unless
current Enmu68 docunmentation explicitly says otherw se.

If you want to play safe, do not immrediately delete the OS-installed

@B} 68040. i brary@UB}. Instead, rename or nove it out of @B}LIBS: @UB} for
exanple by renanming it to @B}68040.1ibrary.off @UB} so you can easily restore it
later if you repurpose the same systempartition for a real 68040-based

accel erator or another conventional setup that expects it.

@B} So Which Parts of MMULib Matter Mbst?@ UB}

If you are running a traditional Mtorol a-based accelerator, it helps to
think in |ayers:

@ B} You probably care about Mu CPU libraries if: @ UB}

* you have a 68040 or 68060 accel erator

* you want a clean, nodern processor library setup under Am gaCsS 3.2

* your board docunentation or community gui dance already points to Richter's
68040/ 68060 |ibraries

@B} You may care about nmmu.library if: @ UB}

* you are using Mu CPU libraries that depend on it

* your accelerator has a real MV

* you want MMJassisted tools such as @ B} MuFast ROV@ UB}
* your board benefits froma custom MVJ configuration

@B} You may want the extra MiuTools if: @ UB}

* you want ROM remappi ng, cache tuning, or MMJ}based di agnostics
* you are confortable fine-tuning an accel erated cl assic Am ga
* you are follow ng a known-good configuration for your board

@B} Ami net vs. OS 3.2 Stock: Wich Version?@ UB}

A common point of confusion is whether to stick with the MMILi b version
bundl ed with Am gaCSs 3.2 or to install the latest version from Am net.

The copy included with CS 3.2 is there to give users a sane, supported
basel i ne. For many straightforward systens, that nay be enough. However,
Thomas Richter has continued to maintain MMJULi b i ndependently, and | ater
Ami net releases may contain bug fixes, updated libraries, and refinements
for newer edge cases or accel erator behavi our.



A sensi bl e nodern approach is:

* @B}Start with the OS 3.2-supplied conmponents@UB} if you want a conservative,
known basel i ne.

* @B} Move to the latest Aminet version@UB} if your accel eratora€™ comunity
specifically reconmends it, or if you need newer fixes for a 68040/68060
set up.

* |f you only need the @B}CPU libraries@UB} rather than the full suite of tools,
renmenber that the Mu ecosystem al so includes packages focused nore
narrowy on the processor libraries thenselves.

@ B} Concl usi on: The Practical Rule of Thunmb@ UB}

MMULib is not magic, and it is not a universal requirenent for every
accel erated Amiga running OS 3.2. But neither is it just arelic for
devel opers running Enforcer.

The real question is not "Do | have Am gaCS 3.27?", but rather:
@B}1. Wat CPU do | actually have?@ UB}

A full 68030, 68040, or 68060 behaves very differently froman EC or LC
variant, and very differently again froman FPGA or ARM based 68k
envi ronnent .

@B}2. AmI| using Richter's Mi CPU libraries?@ UB}

If yes, @Bymu.library@UB} nay be part of the expected setup, especially
on 68040 and 68060 systens.

@B}3. Do | want MVIJ assisted features such as MiuFast ROM or custom cache
cont r ol ?@ UB}

If yes, then a real MW equi pped processor natters.

@B}4. Does ny board already provide its own preferred firmvare, MapROM or
vendor tool s?@ UB}

If it does, use those as your first reference point rather than assum ng
every card should be configured like a Blizzard or TF1260.

In short:

* @B} Real 68040/ 68060 accel erator?@UB} Very likely worth | ooking at Mu CPU
l'ibraries, and possibly @B}nmu.library@ UB}.

* @B}Real 68030 with M@ UB} MMILi b features can be useful, but are often
optional .

* @B}EC/LC CPU without the relevant hardware feature?@UB} MVJ dependent features
may not apply.

* @B}Vvanmpire / Apollo / Emu68 / other non-traditional 68k environnent ?@ UB}
follow the platformis own guidance first; do not assune classic MMULib
advi ce automatically carries over.

Used in the right context, MMJLib remains one of the nost useful pieces of
infrastructure in the nodern classic Amiga world. The key is sinply know ng

when you need @B}the CPU libraries@UB}, when you need @B} mmu.library@UB}, and
when you shoul d | eave the whol e stack al one.



Amiga Wi-Fi MAC Address Finder Guide

Ami ga 101: Amiga W-Fi MAC Address Finder Guide by Tinpo Paul

Modern router security often relies on MAC Address Filtering (Al ow Lists)
to keep networks safe. However, finding the physical MAC address of a nodern
wi rel ess expansion card on classic Amga hardware can be a real headache.

Thi s gui de provi des step-by-step instructions for identifying the MAC
addresses of the npbst popular Amiga W-F solutions to ensure snmooth router
aut henti cati on.

Sel ect your hardware device bel ow

Pi cowfy (d ockport) " LINK PicoWfy}

Pi Storm (Enu68 / ethernet.device) " LINK Pi Stornt

A314-cp (O ockport Raspberry Pi Co-processor) " LINK A314}
Uni versal Router Scanning Method " LINK Universal}

2292
AWNPE

Press Help at any tinme for navigation assistance.
@ENDNCODE

@NCDE Pi cowfy "Picowfy MAC Address Gui de"
1. Picowfy (C ockport Device)

The PicoWwfy uses an enbedded Raspberry Pi Pico W Because it relies on
the Amiga side to explicitly initialize the card, it won't broadcast
itself if the router drops the initial unauthenticated handshake.

Met hod A: Using PicowfyCtl (Easiest)

1. Open a standard Anmi gaDOS Shel | wi ndow.

2. Type the followi ng command and press Enter:
Pi cowfyCt| status

3. The utility will output the hardware status of the Pico Wchip.
Look for the line | abeled MAC Address: to find your string.

Met hod B: Via Roadshow TCP/ I P Stack

1. Open an Am gaDOS Shell w ndow.

2. Type: Netlinfo

3. Look for the active network interface (usually picowfy.device).

4. The 12-digit hardware address will be displayed under the interface info.

@" Back to Main Menu " LINK am ganacaddress}
@=NDNODE

@NODE Pi Storm " Pi St orm MAC Address Cui de"
2. Pi Storm ( Emu68)

Pi St orm configurations running Enu68 bridge network traffic directly
t hrough et hernet. device. The physical W-Fi chip on the Raspberry Pi 3A+,
4, or CMA handl es the transni ssion.

Met hod A: Ami gaDOS Netlnfo
1. Ensure your TCP/IP stack (like Roadshow) is attenpting to start.
2. Open a Shell and type:
Net | nf o
3. Scan the output for ethernet.device to | ocate the physical
Har dwar e Address line.



Met hod B: Boot Log Diagnhostics (O fline Method)

1. Power down your Amiga and renove the Pi's M croSD card.

2. Insert the card into a PC, Mac, or Amiga card reader

3. Open cndline.txt in the boot partition and append:
enu68. mac=show to the argunent I|ine.

4. Put the card back in the Pi Stormand boot the Am ga.

5. Emu68 will wite network diagnostics including the native Pi MAC
address straight into the emu68.1og file on the card.

@" Back to Main Menu " LINK am ganacaddr ess}
@ENDNCDE

@NODE A314 "A314-cp MAC Address Guide"
3. A314-cp (C ockport Edition)

The A314-cp routes data to a Raspberry Pi running a full Linux OS
in the background via a shared cl ockport nenory interface.

Met hod A: Calling Linux via Am gaDOS Shel

If you have the A314 software system active, you can send comrands

directly to the Pi's Linux termnal from Am gaDCS:

1. Open a Shell wi ndow.

2. Type the followi ng command string:
pi ip link show wi anO

3. Look into the resulting output string for the field nmarked
link/ether. The MAC address follows imrediately after it.

Met hod B: Direct SSH Termi nal Connection

Tenporarily drop your router's MAC filter so the Pi can connect.

Use an SSH terminal client on a | aptop or smartphone on the network.
Connect to the Pi's local hostname: ssh pi @aspberrypi.loca

Once |l ogged into the Linux pronpt, execute:

i p address show w an0

5. The hardware MAC will be listed next to the Iink/ether bl ock.

PR

@" Back to Main Menu " LINK ami ganacaddr ess}
(@=NDNODE

@NODE Uni versal "Universal Router Scanning Method"
4. The Universal Router Scan Met hod

I f Am gaDOS command line utilities or Linux configurations feel a bit
intimdating, this universal troubleshooting method works flaw essly
across all hardware types.

St ep-by-Step Instructions:

1. Access your router configuration page via a web browser and
temporarily turn MAC Filtering OFF.

2. Boot your Amiga and initialize your wireless software/ TCP-1P stack
as normal so it establishes a valid connection

3. Open a network analyzer tool on your phone (such as Fing) or a
desktop tool (such as Advanced | P Scanner).

4. Run a network scan. Look for an active device manufacturer |isted
as "Raspberry Pi Foundation" or an unrecogni zed device |P.

5. Note down the exact MAC address displayed next to it.

6. Paste or type this address directly into your router's Whiteli st
configuration nmenu, save the settings, and turn MAC filtering back ON

Router Tip for Users:

Many Japanese router brands (like Buffalo or Elecom) are highly case-sensitive
regarding entries and might throw syntax errors. |If your address is rejected,
try swappi ng between uppercase and | owercase letters, or check if the form
requires colons (:) versus hyphens (-).

@" Back to Main Menu " LINK ami ganacaddr ess}
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The Making of Echoes of Kindness Amiga Album

The Maki ng of Echoes of Kindness Amiga Al bum- by: Tino Pau

Echoes of Kindness is an album | created on ny trusty old Ami ga 1200.
The project was made with the intention of giving sonething back to
both the vegan and Ami ga conmunities.

Al though | ama strict vegan, | do not spend ny time preaching or
protesting about the animal cruelty that still exists throughout the
wor | da€” perhaps | should. Instead, | wanted to use ny passion for the

Amiga to create sonething that could help aninmals in a different way.
Every sal e of the al bum supports charities and ani mal sanctuaries that
care for aninals rescued from sl aughter

Thanks to the support of AmigaBill, along with nmentions from Ami ga
Addi ct and Retro Ganer, the al bum has sold far beyond ny expectati ons.
At the tine of witing, it has raised over £50, with every penny goi ng
directly to an ani mal sanctuary.

How t he Al bum Was Made

Al though | wanted to create the al bumal nost entirely on ny Amga, |
had to make one conprom se: creating the sounds thensel ves. Investing
i n hardware synthesizers would certainly have been fun, but ny wife
probably woul d not have appreciated the sudden [ oss of |iving space,
regardl ess of how nuch | tried to justify it!

Instead, | turned to an old friend "Renoise" and the huge sel ection of
free VST instrunments available online. Using a Mac Iimted my choices
sonmewhat conpared to Wndows, but there are still plenty of excellent

free plugins avail abl e.

For the synthesizers, | mainly used TAL Noi semaker, MnoFury, and
Al pha Free. Drum sounds cane from Renoise's excellent built-in sanmple
[ibrary.

Once the sounds were created, | inported theminto the Amiga using the
TechnoSound Turbo hardware. However, | did not use the TechnoSound
Turbo software itself, as | found it rather awkward to work with.
Instead, | relied on AudioMaster for all of ny sanpling. In sone
cases, | created chords or riffs in Renoise, rendered them as WAV
files, and then used SoundBox to convert theminto nono | FF sanpl es.
This proved to be a great way of creating richer, |ayered sounds from
a single sanple.

Conposi ng on the Am ga

For composing, | went straight to OctaMED v5. While nany people
consi der CctaMED v4 to be the definitive version, |I prefer v5 thanks
to its pull-down nenus and the sinpler workflow when editing sanples.

The project took around a year to conplete, fitting the work around ny
job and everyday life. One thing I have noticed as | have grown ol der
is that tine spent with the Am ga has beconme nuch rarer. Because of
that, | think | appreciate it even nore whenever | get the chance to
sit down and create sonething.

Creating the al bumwas a rewardi ng experience. Even though | used
nodern tools during the sound design stage, it was satisfying to work
within the Amiga's limtations of four audio channels and 8-bit

sound. There is sonething uniquely enjoyable about working wthin



those constraints, they encourage creative solutions that sinply would
not occur in a nodern digital audio workstation with virtually
unlimted resources.

The nost chal l engi ng part was getting every sanple tuned correctly.
Wth nodern software such as Renoise, pitch adjustnent is effortless.
On the Ami ga, however, playback frequency and sanpling rates have a
much greater inmpact on how a sound behaves, so getting everything in
key required much nore patience and experinmentation

Looki ng Back

Overall, | amincredibly pleased with how Echoes of Kindness turned
out. Conpleting a full albumon the Am ga was an achi evenent | had
wanted to acconplish for a long tine, but knowing that it can also
hel p ani mal s who have no voi ce nakes it even nore neani ngful

I have no illusions that this albumw Il change the world, but if it
hel ps even a handful of rescued aninmals, then it has achieved

somet hing wort hwhile. One of the biggest surprises during the project
was di scovering just how many fell ow Ami ga enthusiasts are al so
vegans.

Finally, thank you to everyone who has purchased the al bum or donated
extra towards the cause. A special thank you al so goes to Anmi gaBil

for featuring the album and to Ami ga Addict and Retro Gamer for
hel pi ng spread the word. Your support has made this project far nore
successful than I ever imagined.



The Amiga in Japan:How a Handful of Artists Changed Japanese Television

The Amiga in Japan - Part One - by: Tinp Pau

How a Handful of Artists Changed Japanese Tel evision: Part One

"Every Ami ga user has heard the story that the machine never made it in
Japan. After all, how could an inported computer hope to conpete with NEC,
Sharp and Fujitsu on their own turf? The surprising thing is that the story
isn't wong - it just isn't conplete."

VWhen Commodore | aunched the Amiga in 1985, it introduced a conmputer unlike
anyt hi ng nost people had ever seen. Wile other hone conputers struggled to
di splay a handful of colours, the Am ga was effortlessly producing

t housands. It played sanpled sound that rivalled dedi cated synthesi sers,

mul titasked with ease and ani mated graphics so snmoothly that it often | ooked
as though it belonged in a television studio rather than a spare bedroom

Across Europe, the nmachine woul d becone a | egend. It inspired bedroom
programers, denop coders, nusicians, artists and gane devel opers, and for
many of us it remmins the conputer agai nst which every other systemis
neasur ed.

Japan, however, was a different story.

Unl i ke Europe, where the Aniga entered a market dom nated by 8-bit machi nes,
Japan al ready possessed one of the nbst advanced and fiercely conpetitive
personal computer industries in the world. The NEC PC-9801 had becone the
standard busi ness machine, Fujitsu's FM series enjoyed w despread

popul arity, the MSX standard had united manufacturers behind a conmon
platform and Sharp woul d soon introduce the X68000, a conputer whose
arcade-quality graphics would earn it an al nost nythical reputation anong
ent husi ast s.

Into this crowded | andscape arrived Commodor e.
It was a brave nove, some m ght even say an inpossible one.

Fromthe very beginning, the Amiga faced an uphill battle. It wasn't enough
to produce inpressive graphics or advanced sound; Japanese buyers al ready
had an abundance of capabl e domestic machi nes, backed by famliar

manuf acturers with extensive software |ibraries and established deal er

net wor ks. Comobdore was aski ng custoners to choose a foreign conputer in a
mar ket that was al ready overflowi ng with home-grown alternatives.

Yet the hardware was only part of the challenge.

One of Commmpbdore's greatest oversights was its failure to fully localise
the Ami ga for Japanese users. Unlike the Conmodore 64, which had received a
Japanese keyboard, the Ami ga never gained an official Japanese version of
Wor kbench, nor a dedicated JIS keyboard. To Japanese consuners, this was
nore than an inconvenience. It imediately signalled that the computer had
not been designed with their market in mnd

I nst ead, enthusiasts were forced to rely on third-party solutions. Chief
anmong these was ANS, the Ami ga N hongo System devel oped by Soft House
Tecnode. ANS transformed the Amiga into sonmething far nore practical for
Japanese users, adding Japanese fonts, kana-to-kanji conversion, text input
net hods and transl ated Wrkbench nmenus. It was an inpressive piece of
software and a testanment to the dedication of Japan's small Anmiga comunity,
but it also highlighted a problem Conmmpdore itself never sol ved.



Looki ng back, it's tenpting to conclude that this al one explains why the
Am ga struggled in Japan

VWiile it certainly explains part of the story, itt does not explain what
happened next.

Because whil e Commpdore was fighting an increasingly difficult conmercia
battl e, sonething rather unexpected was taking place behind the scenes. The
Amiga was quietly finding its way into places few people would have

predi cted. Not classroons or offices, but artists' studios. Television
producti on conpani es. Small computer graphics houses. Creative spaces where
peopl e cared | ess about spreadsheets and word processors than they did about
col our, novement and inagi nation

For this small but influential group of creators, the Aniga wasn't conpeting
with the NEC PC-9801 at all

It was of fering something entirely different.
Looki ng for Movenent

One of the first people in Japan to recognise that difference was a young
artist named Toshio |wai.

Today, Iwai is known around the world for his interactive installations,
experinmental nusical instrunents and col |l aborations that blur the boundaries
between art and technology. In the md-1980s, however, he was sinmply another
artist fascinated by the possibilities of conputers.

Li ke nmany Japanese enthusiasts of the period, Iwai's journey into conputer
graphi cs began on donestic hardware. He experinented with machi nes including
Sony's SMC-70G and Fujitsu's FM 77AV, both respected systenms in their own
right. The FM 77AV was particularly inpressive, boasting a 4,096-col our

pal ette years before true col our displays becane comonpl ace.

On paper, it | ooked remarkable.
In practice, it still left Iwai wanting nore.

Years | ater, when discussing those early days, one detail becones strikingly
clear. Iwai rarely tal ks about col our depth or processor speeds. |nstead, he
keeps returning to a much sinpler idea.

Static inmages no |onger satisfied him He wanted pictures that noved,
evol ved and reacted. He wanted ani nation

This is perhaps the first clue to understandi ng why the Ami ga nade such a
profound inpression on him Wile nany contenporary conputers treated
graphi cs as sonething to be displayed, the Amiga seemed to have been built
around the idea that graphics should nove. Its custom chipset, blitter and
Copper were not sinply technical achievenents; together they created a
machi ne that encouraged experinmentation. Aninmation felt inmediate. Draw ng
became playful rather than |aborious. The conputer responded al nost as

qui ckly as the imagination itself.

For an artist, that was transformti ve.

Iwai's first encounter with the Amiga canme during a visit to Borderband
Japan, where he saw one of the earliest machines to reach the country. W
can only imagi ne what that denonstration nust have | ooked like. After years
of working within the limtations of contenporary Japanese systens, suddenly
there was a conputer capable of snoothly animating colourful graphics in
real tine.

Years later, reflecting on the experience during an interview for the NIT
I nt er Cormuni cation Center, Iwai sumred up the nmoment with characteristic
nodesty:



| "That's where | really started using the Amiga."
It is a wonderfully understated quote.

Hi story often turns on nonents that seem al nost insignificant at the tineg,
and this was one of them Wthout realising it, Iwai had found the machi ne
t hat woul d shape much of his creative career

It's easy to forget how revolutionary the Anmiga's interface felt in 1985.

Most conputers still expected users to type commands or navi gate cunbersone
nmenus. The Amiga invited you to point, click and create. Mre inportantly,
it encouraged experinentation. You could try an idea, discard it nonents

| ater and begin again without wasting expensive materials or hours of

pai nst aki ng wor k.

That phil osophy found its perfect expression in Del uxePaint.

To many Ami ga owners, Del uxePaint was sinply the best paint package ever
witten. To artists |like Toshio Iwai, it became something nore significant:
a sketchbook that happened to exist inside a conputer

One story fromlwai's interview captures this spirit perfectly. Before
Del uxePai nt included dedi cated ani mati on features, he discovered that
repeatedly pressing the J key rapidly sw tched between the front and back
drawi ng screens. The effect created a crude but surprisingly effective
ani mation preview. Instead of waiting for the software to provide the
feature, he invented his own solution.

It is exactly the sort of discovery that seems uniquely Am ga.

Tal k to enough Ami ga users and you'll hear simlar stories: hidden keyboard
shortcuts, ingenious workarounds and acci dental discoveries that becane part
of everyday workflows. The conputer rewarded curiosity, and in doing so it
encour aged people to think creatively not only about what they wanted to
make, but how they wanted to nmake it.

For Iwai, the nouse itself becane part of that experience. Drawing directly
onto the screen with i mmedi ate visual feedback felt astonishingly natural
Rat her than distancing himfromhis artwork, the conputer seened to

di sappear beneath the creative process. The nmouse was no |longer sinply a
pointing device. It becanme a pencil, a paintbrush and, eventually, the
controller for an entirely new way of producing television graphics.

That may sound |ike an exaggeration
It wasn't.

Wthin just a few years, the Amiga woul d | eave the artist's desk and step
into the tel evision studio.

Read part two in issue WatlFF? 5.22 Decenber 2026 ..



Why I'm Saying Goodbye to My Real Amigas

Wiy |'m Sayi ng Goodbye to My Real Amigas - by: Bytebandit

For alnost forty years, | have owned a real Anmiga

Fromthe launch of the original nmachine in the 1980s right through to 2026,
t here has al ways been an Ami ga sonmewhere in my home. |'ve owned severa

di fferent nodels over the years, upgraded them repaired them expanded
them and enjoyed every mnute of using them For nuch of that tinme, |
couldn't imagi ne ever replacing genuine hardware with an emul at or

Yet today | find nyself doing exactly that.

This isn't because |'ve fallen out of love with the Amiga. Quite the
opposite. It is because | want to continue enjoying the platformwthout the
growi ng anxi ety that now conmes with owning increasingly fragile and val uabl e
vi nt age hardware

## Hardware Isn't Cetting Any Younger

Every year our bel oved Ami gas becone anot her year ol der

Capacitors age. Customchips fail. Power supplies wear out. Plastic becones
brittle. Expansion cards develop faults. Even sonething as sinple as a
floppy drive can require servicing.

The unconfortable reality is that these nmachi nes were never designed to
still be in daily use forty years after they were nmanufactured.

When sonet hing does eventually fail, the repair is often far from strai ght
forward. Finding replacenent parts is becoming nore difficult, and there are
fewer people with the know edge and equi pment to carry out repairs. As
supply decreases, prices naturally continue to rise.

## The Hobby Is Becom ng | ncreasingly Expensive

Bei ng an Am ga ent husi ast has never been a particularly cheap hobby, but it
has certainly becone nore expensive in recent years.

The val ue of original hardware continues to increase, which is wonderful if
you' re | ooking at your Aniga as a collector's item However, that increasing
val ue cones with a downsi de.

Every repair becomes nore expensive.

Repl acenent conponents becone rarer

Expansi on cards conmand prem um prices.

Even routine naintenance begins to feel like protecting an investnent rather
than sinply enjoying a conputer.

There's also the nagging worry that every time you switch the machi ne on
you hope today won't be the day that sonething irreplaceable finally gives

up.
## Emul ati on Has Finally Cone of Age
Years ago, emulation always felt |ike a conprom se.

Tim ng wasn't quite right. Conpatibility wasn't perfect. Certain denps or



ganes didn't behave correctly, and there was al ways sonething nissing that
rem nded you that you weren't using the real nachine.

That is no | onger ny experience.

Modern emul at ors have becone astonishingly accurate. Wether using WnUAE
on Wndows or Anmiberry on a Raspberry Pi, the experience today is renmarkably
cl ose to genui ne hardware for the overwhelmng majority of software.

Wor kbench behaves exactly as | expect.

Ganes run beautifully.

Devel opnent is effortless.

Hard drives are sinply files.

Confi gurations can be backed up in seconds.

I f sonething goes wong, restoring everything is often as sinple as copying
a directory.

Best of all, the software keeps inproving without requiring me to repl ace
failing hardware.

## Conveni ence W ns

Per haps the biggest surprise for me is that conveni ence has becone nore
i nportant than authenticity.

Wen | want to use the Anmiga today, | sinply launch an emnul at or
Wthin seconds |I'mback at ny faniliar Wrkbench desktop

There are no concerns about agi ng power supplies.

No worries about |eaking capacitors.

No fear of a customchip failing.

No expensive hardware sitting on the desk that could require hundreds of
pounds' worth of repairs tonorrow.

| sinmply enjoy using the Am ga.

Ironically, | now spend nore time actually using Am ga software than | did
when | insisted on using only original hardware.

## A Difficult Decision

Selling my real hardware hasn't been an easy deci sion

There is sonething magi cal about hearing the click of a genuine keyboard,

wat chi ng the power LED illuninate, and knowi ng you're using the same nachine
t hat anazed you decades ago.

No ermul ator can truly replace that feeling.

But nostal gia alone is no | onger enough for ne.

|"ve realised that | enjoy the Anmiga for its operating system its software,
its games, and its conmmunity, not necessarily because the code is running

on original Commodore chips.

## My Am ga Journey Continues

Sone people will always prefer original hardware, and | conpletely



understand why. There is enornmpus satisfaction in preserving these
remar kabl e machi nes, and | sincerely hope enthusiasts continue restoring and
mai nt ai ni ng them for many years to cone.

As for me, after owning real Amigas continuously since their launch, |'ve
reached a different concl usion

Emul ation allows me to continue enjoying everything | |ove about the Am ga
wi t hout the nounting costs, the fear of hardware failure, or the endless
search for replacenment parts.

For the first time in nearly four decades, | won't have a real Am ga on ny
desk.

Surprisingly, | don't feel like I'mleaving the Am ga behi nd.

| sinmply feel like |I've chosen the npost practical way to enjoy it for the

years ahead.



THE CALLBACK: IS COMMODORE SOLVING THE WRONG PROBLEM?

The Cal | back: |s Conmodore Sol ving the Wong Problem - by: Tino Pau

Conmodor e has been maki ng sone bol d cl ai ns about nodern technol ogy.
Wth its new Cal | back phone, the revived conpany isn't nerely selling a
sinpler mohile. It is selling an idea: that our snmartphones have taken
too much fromus, that constant connectivity is damagi ng our well bei ng,
and that stepping away fromthe nodern smartphone can help us reclaim
sonet hi ng we have | ost.

It is an attractive idea. It nay even be hel pful for sone people.

But is Commodore confusing a synptomw th a cause?

A PRI CE TOO PRECI QUS?

In Commpdore's article "A Price too Precious?", the conmpany asks:

"Do you find yourself touching your phone in your pocket whenever you're
anxious, and pull it out to disappear?"

It is an interesting choice of words, because read carefully, the
sentence does not actually say that the phone caused the anxiety.

It describes sonmeone who is already anxi ous and reaches for their phone
in response.

That distinction matters.

If | beconme anxi ous and conpul sively eat chocol ate, taking the chocol ate
away m ght prevent that particul ar behaviour. It does not necessarily
explain why | was anxious in the first place.

The sane possibility exists with smartphones.

Soneone who is lonely, stressed, depressed, worried about school or
wor k, experiencing bullying, or sinply dissatisfied with their life may
retreat into a phone precisely because it offers distraction

Take the phone away and the di straction di sappears.

But what happens to the original problen?

WHAT DOES THE RESEARCH ACTUALLY SAY?

This is where Commpdore's argunent becomes considerably | ess certain
than its marketing suggests.

There is evidence linking some forns of snartphone and soci al - medi a use
wi th poorer nental health, particularly anmong younger people.

That should not sinply be dism ssed.

Soci al conparison, cyberbullying, disrupted sleep, compul sive checking
and the constant pursuit of social approval can clearly becone
unheal t hy. Social -nedia platforns are deliberately designed to

encour age conti nued engagenent, and for sone people reducing their
exposure may genuinely inmprove their lives.

But there is an inportant difference between saying:



" Smart phones can contribute to nental -health problens.”

and:

"Smart phones are causing the nental -health crisis."

Research has struggled to establish the second clai m

Much of the evidence show ng rel ationshi ps between snart phone use,
soci al -nmedi a use and poorer wellbeing is correlational. If people who
spend nore time online are nore anxious or depressed, we still have to
ask which direction the relationship runs.

Does increased snartphone use nmake someone unhappy?

Does an unhappy person spend nore tine on their smartphone?

Do both result from another factor?

O, perhaps nost plausibly, do all of these things interact?

Recent research increasingly presents a conplicated and often
bidirectional relationship rather than the sinple cause-and-effect
story we are sometines given.

That nmakes the Call back an intervention, not necessarily a cure.

MVI NG THE PROBLEM

I magi ne a teenager who feels socially isolated.

Onl i ne ganes, TikTok, Instagram YouTube or Discord m ght become pl aces
to escape those feelings. Excessive use could subsequently nmake matters
wor se. Perhaps they sleep | ess, exercise |less or constantly conpare

t hensel ves with ot her people.

Taki ng the smart phone away m ght therefore be beneficial

But the original social isolation has not necessarily di sappeared.

The danger comes when society identifies the nost visible behaviour and
declares that to be the cause.

We have effectively noved the problemfrom

"Why are so nany young peopl e anxious, |onely or unhappy?"

to:

"Why are young peopl e always | ooking at their phones?"

The second question is nmuch easier to answer.

Unfortunately, it nmay not answer the first.

Econonmic insecurity, educational pressure, changing famly structures,
bul I yi ng, reduced independence for children, |ack of conmunity spaces,
sl eep, social isolation and many other environnental factors potentially
contribute to well being.

Those problens are enornously difficult to solve.

Taki ng away a smartphone is conparatively easy.

THAT DOESN T MAKE THE CALLBACK A BAD | DEA

This is an inportant distinction because none of this neans that



Commodore's Cal | back is pointless.

In fact, there is sonething rather appealing about it.

I f soneone recogni ses that they conpul sively check social nedia every
few m nutes, deliberately choosing a device that nmakes doing so
difficult could be extrenely useful

Soneti mes changi ng our environnent is nuch easier than relying upon
wi | | power.

We do this elsewhere in |ife. Soneone trying to eat |ess junk food m ght
sinply stop keeping it in the house. Someone struggling to concentrate
nm ght work sonewhere without a television

A deliberately linmted phone can work on exactly the sane principle.

In that sense, Commpdore nmay have created a useful tool

The probl em cones when the tool becones an expl anation

THE $399 QUESTI ON

Commodor e makes anot her fascinating argument in "A Price too Precious?"
Responding to criticismof the Callback's specifications and price, the
conpany suggests that peopl e conplaining about its specifications my

t hensel ves have been conditioned by a culture obsessed with having the
newest, fastest and greatest technol ogy.

There is a grain of truth here.

The technol ogy i ndustry has spent decades convincing us that perfectly
functional devices are i nadequate because a newer one has anot her
canera, a faster processor or a slightly brighter display.

As Ami ga users, we should perhaps understand that better than nost.
Many of us continue doing useful and enjoyable things with conputers
contai ning processors neasured in tens of negahertz rather than

gi gahert z.

More isn't automatically better

But there is a problemw th Commobdore's argunent.

Soneone can reject endl ess technol ogi cal upgrades and still think $399
i s expensive.

Questioning the value of a product isn't necessarily evidence that
soneone has been brai nwashed by consuner culture.

O herwi se the argunment becones inmpossible to chall enge.
"The specifications aren't good enough for $399."

"You only think that because nodern technol ogy has conditioned you to
val ue specifications.”

Heads Commmpdore wins, tails the custoner |oses.
ONE DEVI CE TO RULE THEM ALL?

Conmodor e even invokes "The Lord of the Rings", comparing our attachment
to smartphones with the corrupting attraction of the One Ring

It is a wonderful metaphor.



It is also perhaps a little too convenient.

The smartphone becones the villain: a small black rectangle responsible
for distraction, anxiety and our inability to di sconnect from nodern
life.

Destroy the ring and we are free.

Real life is rarely so acconmodati ng.

Qur phones didn't create the economc systemin which we |ive. They
didn't invent academ c pressure, loneliness, insecurity, bullying or the
human desire for social approval.

They can certainly amplify those things.

They can exploit them

And conpani es can design software that deliberately keeps us staring at
a screen far |onger than we intended.

But anplification and causation are not the sane thing.
THE STRANGE | RONY OF CALLBACK
There is also an irony that is difficult to ignore.

Commodore's solution to our unhealthy attachment to expensive
t echnol ogi cal objects is..

...to sell us another technol ogical object for $399.

The Callback isn't actually a rejection of technol ogy either

It offers messaging, maps, nusic, podcasts, games and Android
application conpatibility. Commpdore has therefore not renoved digita
life so much as made a judgenent about which parts of digital life we
shoul d retain.

That is a perfectly legitimte product phil osophy.

But it is still a philosophy.

It shouldn't be confused with scientific consensus.

PERHAPS WE SHOULD ASK WVHY

The nost val uabl e part of Commodore's canpaign may actually be the
guestion it raises.

Wiy do we reach for our phones when we feel anxious?

Way do sone of us feel unconfortable after only a few minutes w thout
stimul ati on?

Wiy are social -nmedia feeds so difficult to put down?
Wiy do so many young peopl e report feeling unhappy?
Those are inportant questions.

But "because smartphones” is an unusually conveni ent answer to an
extraordinarily conplicated social problem

Per haps putting our phones down occasionally really would nmake us
happi er.



Per haps buyi ng a Cal |l back woul d even hel p sone peopl e achi eve that.

But once the screen goes dark, we may discover that the things which
made us want to disappear into it are still sitting there waiting for
us.

And those are the problens we really need to understand.
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NOTE

Research into snart phones, social nedia and nental health renains an



active and contested field. The studi es above do not denpbnstrate that
snmart phones are harm ess. Rather, they show why a sinple claimthat
snmart phones are the prinmary cause of worsening nental health goes
beyond what the current evidence can firmy establish.



AminetPulse

This issue we take our usual |ook through the I atest Am net upl oads,
covering roughly the period from June through to early August.

VWi | e the nunmber of upl oads may not be as high as in Aminet's heyday,
the quality renmains consistently inpressive. From nbodern networking
sof tware and devel opnment tools to polished Wrkbench utilities, there
has been plenty to keep Ami ga users busy.

Bel ow i s our curated Top 10 fromthe past two nonths.

Top 10 Am net Upl oads (June - August)
1. Aval anche 4.1

One of the standout updates this period. Aval anche has received a wel conme
vi sual overhaul, giving the archive manager a much cl eaner and nore
noder n appearance. Archive tools are sonething every Am ga user relies
upon, and it's great to see a utility that conbines practicality with an
attractive ReAction interface. A superb quality-of-life update

<a href="https://am net.net/package/util/arc/aval anche">https://am net.net/package/util/arc/aval a

2. Anelinium

Per haps the nost anbitious upl oad of the |ast couple of nmonths. A nodern
web browser for classic Amiga systens and an exciting project to watch as
it continues to devel op.

<a href="https://am net. net/package/ commi ww/ Anel i ni um'>ht t ps://am net. net/ package/ comi ww/ Anel

3. Tel egramAni ga

A native Telegramclient for Am ga-derived systens. It is encouraging to
see nodern comuni cations software appearing on our favourite platform

<a href="https://am net. net/package/ commitcp/ Tel egramAni ga" >htt ps://am net. net/ package/ comm tcp/T

Gt comes to the Am ga, bringing nodern version control to devel opers
wor ki ng on cl assi c hardware.

<a href="https://am net. net/package/ dev/ m sc/amgit">https://an net.net/package/ dev/ m sc/amgit</

5. TheWre

A lightweight TCP/IP stack that continues to mature, show ng networ ki ng
devel opnent is still alive and well.

<a href="https://am net. net/package/ conmitcp/ TheWrel3">https://am net.net/package/ conmitcp/ TheW



A conpact TCP/IP file server and nounter that nmakes file sharing between
Am gas and nodern conputers renarkably sinple.

<a href="https://am net.net/package/ commtcp/Fitz">https://am net.net/package/ comitcp/Fitz</a>

7. REDPILL Gane Creator

Still one of the easiest ways to build AGA ganes. Every update expands
its capabilities and helps bring newtitles to the platform

<a href="https://am net.net/package/ dev/ nm sc/ REDPI LLGaneCr eat or ">htt ps://am net. net/ package/ dev/n

8. Am Arcadi a

Conti nued updates keep this excellent enmul ator anong the essenti al
downl oads for retro gam ng fans.

<a href="https://am net. net/package/ n sc/ emu/ Am Arcadi a">htt ps://am net. net/ package/ m sc/ emu/ Ani A

9. Lum Pass

A nmodern password manager showi ng that even security software has a pl ace
on today's Am ga.

<a href="https://am net.net/package/util/crypt/Lum Pass">https://am net.net/package/util/crypt/Lu

10. Pocket Launcher

A sinple launcher that makes navigating | arge WHDLoad col | ecti ons easi er.
<a href="https://am net. net/package/ gane/ n sc/ Pocket Launcher">htt ps://am net. net/ package/ ganme/ m s

11. MagicMenu 3.1

The | atest version of the ever useful popup menu utility, now sporting a new
preferences pane create in MJ for nore options than previous rel eases.

<a href="https://am net. net/package/util/wb/ Magi cMenu_3. 1" >htt ps://am net. net/package/ util/wb/ Mag

Honour abl e Menti ons

Ami co8

Finally the fantasy console cones to the Amiga thanks to Juen, needs an

68020 or better.

<a href="https://am net. net/package/ m sc/ enmu/ Am co8">https://anm net. net/package/ m sc/ emu/ Am co8</

E- VO

E-VO Anmiga E Conpiler is a derivative of the original Amga E compiler

witten by Whuter van Qortnerssen.

<a href="https://am net.net/package/ dev/ e/ evo">https://am net.net/package/ dev/ e/ evo</a>

ANAI | S USB St ack

ANAI | S has been around for a while, its an acronymfor Another Native Anm ga

IO Interface Stack, is a software solution that brings the possibilities of

the Universal Serial Bus (USB) to the Am ga.

<a href="https://am net.net/package/driver/other/anaiis">https://am net. net/package/driver/other/

Term
Mrermis a MrphGCS-native BBS term nal application for connecting to
classic ANSI, Anmiga, and C64-style bulletin board systens.



<a href="https://am net. net/package/ conmf bbs/ Mrer m 0. 20" >htt ps:// am net. net/ package/ conm bbs/ Mler
Fi nal Thoughts

Looki ng back over the past couple of nobnths, one thing stands out above
all else: diversity.

Whet her you're a devel oper, gamer or sinply enjoy inproving your
Wor kbench setup, Am net continues to deliver sonething for everyone.

Until next tine...

Byt eBandi t



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

-= Axel Friedrich / Fancy Factory: Kaboomania =-

Wth Kaboomania just around the corner, we sit down with the nman behind

the gane and tal k about its devel opnent.

-= Stefan Reinauer: Reinmagining a Classic with xSysinfo =-

We talk to the devel oper behind the new standard in classic Amga sytem
i nformati on repl aci ng the gaing Syslnfo.

-= Thomas Lubker: Am ga |Inager for Mac =-

Finally Ami ga Mac users are getting sonme |ove fromthe Pi Storm community
with Amiga Inmager. Find out about its devel opnent inside

-= Pawel Tukatsch / Awesone Ganes - Orbital Mssion =-

Rel eased in June 2026, Orbital Mssion is a tough but addictive ganme and
we had a chance to talk to the team behind this great gane.

#Tal ki ng Amiga - Watl FF? Issue 5.21 - August 2026#



Axel Friedrich / Fancy Factory - Kaboomania Interview

Interview Axel Friedrich / Fancy Factory - Kaboonani a

*Kaboonmani a* takes clear inspiration fromclassic maze-bonber arcade

ganes, yet it feels conpletely fresh. Wat was the original spark that made
you say, | want to build a brand-new interpretation of this genre for the
Amiga in 20267

Honestly, there was no grand business plan behind it, it was pure nostal gia.
In md-2025 1 finally got nyself an Amiga 1200, the machine |I could never
afford back in the day (I owned an A500), originally just to replay the old
classics on real hardware. It didn't take long, though, before the devel oper
in me woke up and | wanted to | eave ny own footprint on the platform So |
went | ooking for a manageable first project to get to know the hardware
again, and a multiplayer gane was right at the top of ny w shlist, because
early-90s nme had an absolute blast with Dynablaster. The thing is, there's
pl enty about that genre that always bugged nme. So the whol e "brand-new'
interpretation, really came out of wanting to keep everything I |oved and
fix everything | didn't.

The gane boasts an incredible 1,000 |evels across 5 thenmed worl ds. How do
you approach | evel design to ensure the ganeplay stays varied and addictive
across such a massive canpai gn?

Wel |, even though the levels are procedurally generated to a certain
percentage, for me, variety has to be designed in fromthe very start, not
bolted on at the end. Getting rid of the hated tine [imt was step one, it
changes the entire feel of the gane and | ets each | evel breathe and becone
alittle puzzle rather than a panic sprint. Each of the five worlds has its
own visual and nusically identity and its own nix of enem es, hazards and
power - ups, so progressing actually feels |ike nmoving sonmewhere new i nstead
of recolouring the same room And with original collectibles |ike the magnet
bonb, the bonmb shower or the deadly shuriken in the tool box, | can keep

i ntroduci ng fresh nechani cal winkles deep into the canpaign instead of
repeating the same checkerboard over and over.

You' ve given a special shout-out to Earok and the Scorpi on Engine
conmuni ty. How has Scorpion changed the gane for you as a devel oper, and
what specific features of the engine nade a project of this scal e possible?

Scorpion is genuinely the thing that nmade Kaboomani a possible at all
Witing something this size in pure assenbler would have eaten years, and
frankly ny own assenbl er days ended about two decades ago on a little C64
emul ator of mine. Earok's engine lets ne focus on the actual gane instead of
constantly fighting the netal. Make no mi stake, you still do "real"
progranmming in it: the palette handling, a tight variable budget, no
floating-point maths, the 880 KB ceiling for a single floppy, those are
real constraints you have to design around. Comi ng from C# and confortable
IDEs like Visual Studio it was a proper culture shock at first, but the
Scorpi on Discord comunity is fantastic and got ne noving quickly. One step
at a tine.

Del i vering both an OCS version for a stock Aniga 500 (with 1MB) and a

| avi sh 128-col or AGA version is a nassive achi evenent. What were the biggest
technical hurdles in squeezing the *Kaboomani a* experience down to fit the
constraints of a standard A5007?

The core challenge is that everything you take for granted on AGA, the wide
pal ette, the nenory headroom sinply isn't there. On a stock A500 (with

additional 0,5MB slow ram you're working with far fewer colours and a much
tighter menory budget, so it becomes a constant exercise in deciding what is



truly essential to the Kaboonania | ook and what has to go. My goal was
al ways that the A500 build still cones across as noticeably col ourful and
reads clearly, rather than feeling like a stripped-down afterthought.

Keepi ng that arcade punch alive within those limts was probably the hardest
bal anci ng act of the whole project. Above all, I'"'malso glad that | don't
have to make any conprom ses with Chris Huel sheck's soundtrack in the OCS
versi on.

On the flip side, what does the AGA CD32 hardware all ow you to pull off
technically, like the | evel caching or extra aninmation franmes, that you're
nost proud of ?

On AGA the obvious win is those 128 col ours used, and that's where Juliet's
artwork really gets to sing. Beyond the palette, the extra hardware headroom
simply lets me be nore generous. So yes, there are nore ani mati on franes so
the characters and effects feel livelier, and better |evel caching for

snoot her handling of the | arger maps without long waiting tinmes. It's the

di fference between maki ng the experience fit and letting it breathe, and
being able to give players that richer version on the bigger machines is
sonething I'mreally happy wth.

The 128-col or pixel art by Juliet Carke | ooks absolutely vibrant on a
CRT. Can you tell us a bit about the collaborative process between design
programm ng, and art to get that distinct 16-bit arcade | ook?

Juliet and | have worked together for nmany years now and she can do

absol utely everything, frompixel art right through to 3D. What's wild is

t hat Kaboomania is actually her very first pixel-art project, and | think
you' d never guess it fromthe result. The process is genui nely back-and-
forth: | work out what the ganeplay and the hardware need, she brings the
visual identity, and we iterate until it has that punchy 16-bit arcade | ook
that really pops on a CRT. Having sonmeone that versatile on the teamis a
luxury, and | think she's doing a fantastic job

We noticed a hilarious detail in the comments on lItch.io where a piece
of promo art originally showed a Conpetition Pro joystick being held
backward! It's great that the community spots these things. How has the
initial feedback fromthe Amiga community and creators |ike Amiga Bil
shaped the ganme's ongoi ng devel opnent ?

Ha, yes, the backwards Conpetition Pro! That's exactly the kind of thing
this community is brilliant at: nothing gets past them and honestly | |ove
it. Feedback from Ami ga players and fromcreators |like Amiga Bill has been
hugely notivating and genuinely useful, when you're a small teamit's a bit
i ke having a few hundred extra playtesters who care deeply about the
platform It absolutely shapes the ganme as it goes; the details matter
enornously to these fol ks, and that constant attention pushes ne to get
themright. And NO the backwards Competition Pro was no A.l. mstake :)
Juliet sinply never used a CP before. What's worse is that | didn't notice
it.

Securing a brand-new, exclusive soundtrack from| egendary conposer Chris
Huel sbeck is a nmassive coup for the project. How did that dream
col | aborati on cone together?

Thi s one was a genui ne chil dhood dream Chris's Amiga nusic shaped ny taste
growing up, a lot of his nelodies are still rattling around in ny head
thirty years later. Even two years ago |'d never have dreaned of actually
working with him the idea felt far too abstract. But once the A1200 was
sitting on ny desk I thought, asking can't hurt, and | sinply email ed him
not really expecting a reply. The thing about Chris is that he's an

i ncredi bly down-to-earth guy, so of course he answered. A few nails and a
hal f - hour video tour of his new house |later, we had a deal and the fun
began. He's celebrating his 40th anniversary as a conposer this year, and
Kaboonmania is his first brand-new soundtrack for an Amiga gane in around
30 years, so it means an enornous anount to me.



Fabi an del Priore handl ed the MOD conversions for the soundtrack. Can

you tal k about the process of translating Chris Huel sheck's new conpositions
into high-quality Ami ga nmodules that fit within the nenmory limts of the
syst enf?

Chris originally wanted to realise the project with his own TFMX sound

engi ne, but that clashed with the Scorpion Engine I'musing, so sadly it
wasn't possible. That's when he brought in Fabian del Priore, who he's

wor ked al ongside for around thirty years. Fabian's job is to translate
Chris's new conpositions into Amga tracker format and nmake themsit within
the machine's nenory limts while still sounding great, and that's a rea
craft initself. I think the result speaks for itself: if the Kaboonania
title track isn't an earworm | don't know what is.

A huge selling point for *Kaboomania* is the 4-player couch battle node.
Bal anci ng |l ocal nultiplayer with dozens of quirky Al enenies on screen nust
be chaotic. How did you optinize the gane to keep performance fluid during
i ntense 4-player matches, especially on a stock 680207

Local four-player chaos was non-negotiable for ne, that's exactly where ny
fondest Dynabl aster nmenories cone from Keeping it fluid on a stock 68020
nostly comes down to discipline: you keep a cl ose eye on what's actually on
screen, you keep the eneny logic |ean, and you design the nultiplayer maps
so the action stays readabl e even when everything' s exploding at once. The
whol e point of couch nbode is that it never stutters while four friends are
el bowi ng each other on the sofa, so a ot of the work goes into naking sure
it sinply stays smooth in the heat of the monent. And strictly speaking,
there aren't actually dozens of enemies active at the sanme tinme, but to make
it ook and feel that way, we had to use a trick or two. Wiat trick? That's
top secret! :)

Can you tease a few of your favorite collectibles, power-ups, or eneny
behavi ors that players will encounter in the deeper |evels of the gane?

Happy to drop a few hints. On the power-up side there's the nagnet bonb, the
bonb shower and a rather nasty deadly shuriken, all original to Kaboomani a
rather than borrowed fromthe genre. The eneny roster is alnost entirely our
own creation too, each with its own quirky behaviour, and they get

di stinctly meaner the deeper you go. |'Il happily leave the really sneaky
surprises in the later worlds for players to discover for thensel ves.
**cough**red dragon **cough** :)

You' ve chosen a traditional password systemfor the retro vibes

al ongsi de nodern WHDLoad support. Wiy was it inportant to you to preserve

t hese authentic, old-school elenments instead of just relying on nodern save
states?

The password systemis a deliberate nod to how we actual ly played back then
there's sonet hing wonderful |y authentic about jotting down a code, and it
fits the retro spirit I"'mafter. Pairing that with nodern WHDLoad support

gi ves you the best of both worlds: the nostal gia of the classic approach for
anyone who wants it, and the conveni ence for players running the gane off a
nodern setup. | just didn't want to throw away those authentic touches
sinmply because save states exist. And this way you can play the ADF version
of the gane on any stock original Am ga too, including saving (the

hi ghscore) to disk.

The *What | FF?* team di stri butes the nmgazi ne natively on the Aniga as

an Am gaCuide file to keep the classic reading experience alive. How do you
feel about the current state of the Am ga scene, where new ganes, physica
har dwar e expansi ons, and digital magazines are all thriving together?

| think it's wonderful, and I'Il happily admt |I'm biased, because | burn
for anything with a retro connection. The fact that a magazine |ike Whatl FF?
still ships natively as an AmigaCuide file, that people are building

physi cal hardware expansi ons, and that new ganes keep appearing, all at the



same time, says everything about how alive this comunity is. It's not
nostal gia kept on life support; it's a scene that is genuinely thriving,
and it's areal privilege to be able to add sonething to it.

Wth the denp out, an upcom ng Kickstarter canpai gn, and a pl anned
rel ease down the road, what does the devel opnent roadnmap | ook |ike for
Fancy Factory over the com ng nont hs?

The Kickstarter canpaign was a great success to help offset devel opnent
costs and then the full release. We're ainmng for all platforns to | aunch
simul taneously, with a release in (hopefully) August. There'll also be a
boxed version in cooperation with APC&TCP via ani gashop.org. And |'m al ready
working on the next two titles, again for the Amiga, so there's plenty
ahead.

Finally, if you could go back in time to the early 90s and show a

t eenage version of yourself a copy of *Kaboomani a* running on a stock Am ga
1200 with a Chris Huel sbeck soundtrack, what do you think your reaction
woul d be?

Oh, teenage ne would conpletely lose it. Picture a kid of the German

reuni fication era who'd just unw apped a C64 under the Christmas tree and
could only dream about an A1200, then show him his own game running on that
exact machine, with a brand-new Chris Huel sbeck soundtrack of all things. |
think he'd sinply refuse to believe it was real, and then demand to play it
i mredi ately. Honestly, finishing Kaboormania felt like fulfilling that kid's
dreamon his behalf. But... when | really think about it... my question
under the Christmas tree nmentioned woul d probably have been: "Wo the heck
is Chris Huel sbeck?" :)

Thank you for your tinme and fascinating answers, we wi sh you all the best
with the |aunch of the game. Having played the demo | found it thoroughly
enj oyabl e and am | ooking forward to the full version



Stefan Reinauer: Reimagining a Classic with xSysiInfo Interview

Interview Stefan Reinauer: Reimagining a Cassic with xSyslnfo

Wel cone to Whatl FF!, Stefan! To kick things off, Nic Wlson's origina
Syslinfo is arguably one of the npbst iconic pieces of Aniga software ever
witten, alnobst every Amiga user runs it the nonent they turn on a new or
upgr aded machi ne. What was the exact spark that made you decide to step up
and rewite this legendary utility conpletely from scratch?

H Tino, thank you for having me! xSysinfo was ny Christmas

break project in late 2025. The idea cane partly out of the previous project
I was working on, the reproduction of the A4091 SCSI Il Host Controller.

got a lot of questions from people around the speed of the Controller, and
peopl e frequently nentioned that even their onboard IDE controller on the
A4000 woul d get 6MB/s; 6553500 bytes per seconds to be exact. They got this
nunmber from Syslinfo of course, which every now and then runs into an

i nternal variable/register overflow and gets stuck at OxFFFF (65535) * 100
bytes. | kept nusing that it would be so easy to fix, if only the source
code for Sysinfo was available. But N ck and the newer maintainer Tobias
both got caught up in life and didn't have the tine to work on Syslinfo for
many years now. So Christmas conmes around, hot cocoa and cookies, and sone
time for a new project, and the decision was nade.

Your G tHub repository explicitly states that xSyslnfo

contai ns absolutely no code fromthe original tool. Wat were the main
techni cal chall enges of replicating that classic, nostalgic | ook and fee
whil e building an entirely new foundation in nodern C?

Yeah the idea was definitely to wite sonething fromscratch

that is unencunbered and let's others participate at their heart's delight.
Now, | have to add, that not all the code was witten by ne: xSyslnfo uses
the original Dhrystone inplenmentation fromAmnet, as well as
identify.library and the bootable disk bundles with nmulib to enable all the
advanced CPU features that bring out the perfornmance in 68020 and | ater

| have to say, creating the first version that kind of |ooked like Sysinfo
and ki nd of behaved that way on nmy few Amigas was fairly easy to achi eve
But two things have seen a lot of effort since the first rel ease: Mking
sure the neasurenents are as accurate as possible, and maki ng sure that
xsysi nfo works on the huge variety of Am ga hardware, operating systens and
with all the drivers out there. That is definitely a part that Sysinfo did
extrenmely well, that | conpletely underestimted going into this project.

Am ga setups today are wildly diverse. A user mght be

runni ng a bone-stock Ami ga 1000, a heavily expanded Amiga 1200 with an 060
accel erator, or nodern FPGA-based hardware |i ke the Apollo Core V4+, M STer
or PiStorm How do you safely handl e hardware di scovery across 40 years of

varying architecture w thout crashing ol der systens?

Carefully, very carefully. O course my own collection is

limted conpared to what is out there, and so | rely on the comunity to
file bug reports and test ny theories and assunptions. At the end of the
day, it is an iterative process though: If someone has a piece of hardware
that makes the code crash or report the wong chips or perfornmance nunbers,
pl ease | et me know and we can figure out what is going wong.

Interestingly, the different versions of software out there are just as
tricky to support as the actual hardware: For exanple, Ani Kit is using
AfA CS, which | believe uses parts of ARCS on top of Am gaCS, and that had
some interesting side effects where text stopped being rendered in sone

ci rcunmst ances. xSyslnfo also found bugs in a few storage drivers that are



overwiting menory where they shouldn't. O course when a crash happens when
starting xSyslnfo, the suspicion first falls on the tool and not the
drivers. So | have also inplenented a few safety neasures to be nore
resilient against these sorts of problens.

You' ve nmentioned that a major notivator for xSyslnfo was

fixing the notorious overflow bugs in the original Syslnfoéd€”specifically
the one that caps disk speed neasurenents at around 6.5 MB/s. Could you talk
a bit about how you tackled this, especially in relation to your work on the
A4091 Fast SCSI2 controller replica?

| am not sure what Sysinfo is doing there internally. It
seens that there is a 16 bit counter that overfl ows occasionally, but that
val ue seens to nmeasure in units of 100 bytes.

In xSyslnfo | use 32bit counters everywhere, but the program also has a

bal anced approach on how long to test. So on a very fast storage device
(think NVME on a PiStorn) you have to read a lot nore data to get accurate
results than, say, on a floppy disk, where you really don't want to read
500kB before returning a resilt, because that would take a mnute. So
xSyslinfo tries to neasure for a certain anount of tinme rather than by a

fi xed amobunt of data. The rough approach in xSysinfo is very simlar to what
Chris Hooper's anmmzing devtest tool is doing, just a lot sinpler.

Benchmar ki ng on the Amiga is notoriously conplex because

nodern accel erators use heavily optim zed caches, burst nodes, and different
nmenory types (Chip, Fast, Zorro IIl, etc.). How does xSyslnfo ensure that
its Dhrystone, MPS, and M-Il ops calcul ati ons are accurate and fair across
both original Mtorola CPUs and nodern enul at ed/ FPGA i npl ement ati ons?

That is an excellent question. O course there is always a
way to do things better and nore accurate, but sonmetines it is even hard to
tell what "nore accurate" exactly means.

Dhrystone tests in xSysinfo are using the original Dhrystone code. | am not
sure what the original Sysinfo is measuring, but it is not Dhrystones -

whi ch is why Tobias had taken out the Dhrystone naming in one of his |ast
rel eases. But even then, the code is still witten in C and so the conpiler
used to translate it has a certain inpact on the results of the benchmark.

For FLOPS | devel oped nmy own test, which runs a mx of floating point
operations in a loop, and then corrects the result for |oop overhead.

The nmenory tests use a simlar approach. There are nany different ways of
accessing nmenory on a 68k CPU, and sone are significantly faster than
others. So the code is trying to neasure the upper bound of what's possible.
Here, luckily, bustest and xSyslnfo agree on the nunbers within a snall
margin of error. One interesting observation was that your chip nenory
speeds wi Il vary depending on the screen resol ution. VWich makes sense if
you think about it: Because that nmenory is shares between the graphics
subsystem and the CPU, the nore bandw dth the graphics use up, the less is

| eft over for the poor 68k

On the caches and their inpact on benchmark and fairness, that is a bit of a
tough one. At the end of the day, the benchmark results neasure how well the
benchnmark runs on a specific system That might or mght now refl ect your
real world application. But that is no different from conparing for exanmple
raytraci ng software: Reflections running at a certain speed naybe predicts
the direction on how fast TurboSilver is going to run, but any benchmark is
only an approxi mati on on what you m ght run on your nmchi ne.

In recent updates (like v0.6.1), you introduced

Ti nySet Pat ch, a mnimal replacenent for SetPatch to hel p bootabl e disk
setups. What specific problens does TinySetPatch solve for users booting
xSyslnfo straight froma floppy on ol der Kickstart revisions?

When Ami gaCS starts, the 68k CPUis in their slowest possible



node for conpatibility. No fancy features |ike caches or superscal ar
operation are turned on. And so benchmarks of course run slow or mght even
crash. | figured out that to initialize the CPU correctly, it is best to
| oad the right 680x0.library for your system But the CPU libraries (at

| east the ones in MMJib) refuse to be | oaded by anything other than

Set Patch. | found out that Sysinfo actually has two versions of SetPatch
one for 1.3 and one for 2.x+ systens. And one is copyrighted by Hyperion
the other by Cloanto (it seems). Rather than making the whole Amiga world
angry just to load a library, | decided it was easier to wite a nminina
Set Patch replacenent. O her than being Qpen Source and having a single

bi nary that works on both 1.3 and 2.x, there are no fancy features in

Ti nySet Pat ch.

xSyslnfo has a fantastic Dl SPLAY=auto tooltype feature that

automatically swi tches between a custom PAL/ NTSC screen for classic | owres
nmoni tors and a Wirkbench wi ndow for RTG (G aphics Card) users. How difficult
was it to make the GJ adapt cleanly to both environnents without losing its
retro identity?

Getting xSysinfo to run in a Wndow was pretty easy. Draw ng

on a new screen or in a Wndow on Wrkbench is not very different. Mapping
the colors correctly was a bit trickier, as that changed a ot in the

Ki ckstart between 2.0, 3.0 and 3.1+. The trickier part of the problemwas
that now you are exposed to all sorts of system preferences. Supporting
different fonts and AfA OS correctly was trickier. And one thing that keeps
bei ng asked for is a truly proportional GU that scales with the screen
resol uti on. The 640x200 wi ndow of xSysInfo |ooks a bit |ost on your zz9000
Amiga with 3840x2160 resolution. :)

You integrate several fantastic third-party libraries into

your build process, such as ldentify for hardware detection and Fl exCat for
| ocal i zation. How has | everagi ng these nodern open-source tools changed or
accel erated the devel opnent of a classic Amiga application?

The answer to that one is short: Wthout the great Qpen Source

code out there, this project would have never happened. Originally | thought
that | would get away wi thout witing any detection / benchmark code nyself,
but instead ny idea was to create an open source GU wapper around all the
exi sting Open Source utilities (nmore or less). A few nmonths later, this has
not quite held up, but wi thout standing on the shoulders of giants, witing
somet hing |ike xSysinfo could not be a project for a short holiday break

Speaki ng of localization, xSysinfo features inpressive

nmul ti- | anguage catal og support covering French, Gernman, Polish, Italian
Turki sh, and nmore. How inportant is it to you to maintain a gl obal
mul ti-1ingual approach for the nodern Ami ga scene?

| renmenber the day Workbench 2.1 came out as if it were

yest erday! Having a native | anguage (German in ny case) Wrkbench was a big
deal! | have to admit, for ny own use, that all my Amigas are set to English
unless | amtesting xSysinfo. It just makes it easier for me to communicate
wi th others about the hobby. But since Internationalization was one of the
cool est features of that time, and not all Ami ga users dreamin English, a
fundamental tool |ike xSyslnfo absolutely needs to support that.

Moder n devel opers are highly reliant on robust build chains.

You' ve set up xSyslinfo to be built via GCC cross-conpilers

(m68k-am gaos-gcc) with Python and Makefiles that can auto-generate a
bootabl e ADF file. Wat is your personal devel opnent environnent |ike, and
do you ever do any testing or coding directly on a physical Am ga?

At sone point | started creating ny own Docker container for

bebbo' s tool chain, because all the others didn't fulfil ny requirenments for
buil ding my projects fromgithub actions:
https://github. com rei nauer/ cont ai ner-am ga- gcc

Lately | added scripts to create identical tool chains for macOS and Li nux



and even added support for newer conpiler features and fixed a few bugs in
the conpiler. For quickly cranking out a feature, | typically work on ny
MacBook Air and test in WnUAE for macOS: https://github. con rei nauer/ W nUAE

My "daily driver" is a Amiga 3000D with an am gahi d-pi co and a RGB2HDM
connected to a KVWM | have a Raspberry Pi connected that can enulate a USB
stick for nmy GOTEK fl oppy enul ator, grab serial debuggi ng output, and do
JTAG in case | need to reprogramone of ny hardware projects. Then | have
smal |l scripts that automate tasks (insert the |atest xSyslinfo adf on the
Am ga, send CTRL-AM GA- AM GA, take a screenshot). Good engi neers are
impatient and a bit lazy, so | had to optimze to get a |lot of the nundane
t asks aut omat ed.

W' ve seen sone community feedback regardi ng behavior on

di fferent FPGA cores, such as the Mnimg core on the M STer. How do you
approach debuggi ng edge cases where a core's hardware inpl enentati on m ght
confuse standard di scovery heuristics?

Ch, | mght have m ssed the Mnimg feedback! Luckily I got nyself a M STer
just last week. | should go test xSysinfo on it after this interview

I do not have a nmgical bullet for these issues. Rather nmy approach is to
attack the issues one at a tinme - and there are nany nmany edge cases out
there, which is why | am so happy to get feedback from people if something
does not work. One one of ny other projects, the CDFil eSystem repl acenment
ODFi | eSystem (https://github. conireinauer/ CDFi|l eSystem) | started with a
sort-of test driven strategy that has greatly hel ped keepi ng regressions
out. On xSysinfo that is unfortunately not that easy, so | do rely on the
Ami ga comunity to help me nmake this project better

Aside from xSyslnfo, your GtHub profile shows an incredible conmtnent

to the Amiga platformw th projects |ike CDFil eSystem (an open-source

CDFi | eSystem repl acenent) and | aoshi (a ROM bank switcher). Were does your
passion for witing | owlevel systemsoftware for the Armiga stemfrom after
all these years?

| spent a long time of nmy career working on very low |l evel stuff, porting
SUSE Linux to Al pha AXP CPUs in the early 2000s, working on coreboot, the
Open Source BI OS replacenent, and other projects. These days ny job is often
a bit more high level, so | use the Amiga as an outlet to get ny |owleve
"kick". The Amiga is beautiful, because you can do pretty conplex projects

but you can still do everything in your garage without needing crazy
expensi ve equi pnent or a ton of people. But nore inportantly, the Aniga is
all about the community. |I found sonme amazi ng people here in the SF Bay Area

(and in the rest of the world!) and we keep pushing each other to do coo
proj ects.

The friendships | have nade along the way while trying to get new |ife out
of these old machines is what is really priceless.

You' ve frequently asked the conmunity to send in their benchmark results
fromreal hardware (Dhrystones, MPS, Chip/Fast/ROM speeds) along with their
exact expansion specs. How are you planning to use this database of crowd-
sourced hardware netrics in future versions of xSyslnfo?

Sone of it already went into xSysinfo. It is an easy way for people to
report potential problens (Wiy is that Am ga 4000 30% sl ower than mine wth
a very sinmilar configuration?). But also the speed conparison on xSyslnfo
gets updated and fine tuned fromthose results. As the raw benchmark results
nunbers don't match those of Sysinfo, | needed a way of getting actua
nunbers out there beyond what | have in nmy little garage. For exanple, |ater
xSysl nfo versions now have an A4000 with 68060 in the conparison, which
think is a very popular option since Chucky, TerribleFire, Matze and others
have brought us a wealth of nobdern accel erator cards.

Now t hat xSyslnfo has reached a highly stable state with the latest 0.6.x
and 0.7 iterations, what najor features or new hardware screens are next on



your roadmap? Are there any specific SCSI or expansi on boards you are
currently ainmng to support better?

| think the hardware section can use a bit nmore cleanup: Splitting Chipset,
mai nboard and CPU information. Since 0.7.0 | spent nost of the tinme on

i mproving conpatibility with devices out there. | feel like xSysinfo is
really becomng a lot nore stable since | get nore reports these days. But |
added better text mpde output, a dark node for the GUI, and generally worked
on nmaking the GUI nore snappy, which is kind of a big deal on the slower
(68000 based) Amigas. | hope to get a bit nore testing by the comunity
under the hood before eventually releasing a 1.0 rel ease.

Long term it would be nice to get in a nore nmodern RTG GJI, but that is a
big departure fromthe current structure, so it needs nore design work.

Since What | FF? is distributed globally as an AmigaGuide file directly to
the community, what nmessage would you like to | eave for the hobbyists,

har dwar e devel opers, and everyday users who rely on your tools to keep their
classic platforns alive and ki cki ng?

Thank you all for being a part of this wild ride of keeping the Anmiga spirit
alive! If you find bugs, please report them |f you have ideas, send them
over! Al of the stuff | do is Qpen Source, so patches and inprovenents are
very wel come, even if they are small and sinple! And, trust yourselves and
your abilities. Many of ny Amiga projects started out with a feeling of

"I don't think I can pull this off, but | amgoing to try anyways".

So don't let that hold you back fromcontributing to our wonderfu
conmunity. Last but not least, if you're visiting the SF Bay Area, drop ne a
note and stop by in ny garage for sone shop talk



Thomas Lubker: Amiga Imager for Mac Interview

Thomas Lubker

@I M "I mages/ Thomas_smal | .iff"}
For readers who may not know you yet, could you introduce yourself and tel
us about your history with the Am ga platfornf

I'm Thormas, and | live in Hanmburg, Germany. My Amiga story starts where a
ot of ours do: with an A500, which | got when | was 12 years old. A CD32
cane later, and it is actually the only Aniga | ever bought new. A few years
| ater, when PCs started becom ng unavoi dabl e at home, | traded the A500 and
nmy C64 for an A1200, then upgraded it with a Blizzard 1230 and an externa
PCMCI A CD- ROM dri ve.

That PC phase only really lasted five or six years. During my first job at
Xerox in Dublin, I got nmy hands on an early beta of Mac OS X, and fromthat
poi nt both ny private and professional focus shifted toward the Mac. To ne
it felt nore Ami ga-like than Wndows ever did, although | still have a soft
spot for NT4 and W ndows 2000. Like many people, | drifted away fromthe
Amiga in the early 2000s and gave nearly everythi ng away, except for the
CD32.

VWhat brought ne back was Covid. | was living in San Francisco at the tine,
in a very tiny studio apartnent, and as soneone who had al ways been into
old tech | ended up falling down the retro-conputing rabbit hole on YouTube.

That is how | discovered Guru Meditation, Amiga Bill's channel, and it
really pulled me back in. Wien | noved back to Germany, the first two things
| did were buy a M STer and have that old CD32 recapped, and fromthere

was properly hooked again. | bought far too nmany Amigas, also started
collecting classic Apple hardware, and began going to events |ike Am ga
Meeting Nord, Ami ga37, 38,40 and the amazing Am ga Ruhrpott Convention. Later
| also joined the Aniga C ub Hamburg. A huge anmount of Am ga | nmager cones
directly out of that conmmunity, but a lot of the testing credit really

bel ongs to the Am ga Germany crowd on the | MP3 channel. They have been
incredi bly generous with their tinme and hardware, and a [ ot of what works in
the app today works because sonebody there tested a build on a

machine I do not own and reported back in detail

VWhat inspired you to create Ami ga | mager, and what problem were you trying
to solve for Ami ga users on nmacQS?

At the core, | was trying to solve a classic hen-and-egg problem 1In order
to do al most anything useful with an old Ami ga, you first need a working way
to get data onto it. That might nean PCMCI A file transfer, networking, or
external nedia like CD or DVD, but all of those things already assune that
you have a working systemin the first place. If all you have is a 3.5-inch
floppy drive and a pile of old disks that may not even read reliably anynore,
getting to that point can be surprisingly difficult.

On top of that, there was no good Mac-native way to prepare a nodern SD or
CF card with everything set up properly. There is partitioning, filesystens,
the right filesystem Kickstart handling, RTG drivers, the network stack
and a long tail of snall Startup-Sequence and systemconfiguration details.
Get one of themwong and the machine may sinply refuse to boot.

In terms of inspiration, HST Imager and especially the first version of
Emu68l nager were very inportant reference points for nme. That early

Emu68l nager release really inpressed ne and nade ne wi sh there were a too
like that on macOS. | even spent sone tinme |ooking into whether | could
somehow get it working on the Mac despite it being built around Power Shell



but | eventually gave up because it relied on too many W ndows-specific
conponents and wor kf | ows.

VWhat stayed with me, though, was the core idea. Those tools showed very
clearly how valuable it is to reduce setup friction and nake nodern Am ga
storage nmedi a nuch nore approachable. Am ga | mager grew out of that sane
desire, just with a Mac-native focus and eventually a broader scope.

VWhat | wanted was sonething rmuch sinpler: put in a card, tell the app what
har dware you have, click Build, and put the card into the Am ga. Everything
in Am ga | mager grew out of that one idea.

Many Amiga tools have traditionally been Wndows-focused. Wiy was it
i mportant for you to create a native Mac solution rather than a cross-
pl atform application?

Part of that cones directly out of my professional background. | work as a
Techni cal Product Omer and spend a lot of tine thinking about |arge-scale
Appl e depl oynents in enterprise environnents: how software is packaged, how
it behaves on the platform how it is distributed, and whether it actually
feels native rather than nerely portable. That mindset definitely shaped
Ami ga | mager.

| did not want a cross-platformconprom se. | wanted sonething that behaved
like a proper Mac application: built in SmftU, signed and notarized,
integrated with Finder, with drag and drop and Qui ck Look previews, and with
nothing extra to install

That decision goes all the way down into the engine. The disk handling is
native Swift and runs in-process, so the app can build a conplete bootable
Am gaCs installation without spinning up an enul ator or dependi ng on hel per
tools. Being a native Mac application is not an inplenentation detail for
me. It is areal part of the project's identity, and al so why a cross-
platformport is not on the roadnap

Am ga | mager supports Pi Storm Enu68, classic Amiga hardware, and M STer. Was
supporting all three platfornms part of the original vision, or did that
evol ve over tine?

That definitely evolved over time. PiStormcane first, mainly because

wanted a better way to prepare nmy own cards on the Mac(and | al so just got

a PiStorm CV4 adapter for Christmas). At the time, the closest equival ent

wor kfl ow |ived on Wndows, and | really did not want to drag out the only PC
in the house and sit through Wndows updates every tinme | needed to rebuild
an i nage.

The ready-nade i mages online were fun to try, but they usually cane with

far nore software than | actually wanted. So the project started as a way to
build a cleaner PiStormsetup for nyself. Later, while | was visiting
friends in San Francisco, it clicked that this could becone sonet hing
broader: a proper Mac-side setup tool not just for PiStorm but for classic
Am gas and enul ator-style targets as well. That was the point where it
turned froma focused utility into a nore conplete Amiga toolkit.

One of the nost inpressive aspects of the software is the autonati on of what
can often be a conplicated setup process. Wich part of the devel opnent was
t he biggest challenge to automate reliably?

The boot chain, wi thout question. Ami gaCS 3.2 on real hardware is full of
beautiful little traps. My favorite exanple is a single error nessage,

"This disk rmust be booted from Kickstart ROM 3.2 (V47)", that has bitten nme
three different tines for three conpletely unrelated reasons. The first tine
it was a filesystembug of my own quietly corrupting scsi.device. The second
tinme it was an MMJ interaction on an accel erated machine. The third tine it
was sinmply the wong Startup-Sequence variant ending up on the disk.

The synptom was identical every time, but the cause was different every



time. That taught nme very quickly not to pattern-match and assunme, but to

di agnose carefully. A close second would be RTG graphics, because every card
famly seens to nunmber Picasso096 screen nodes differently, and some of them
only tell you the truth at runtime on real hardware, usually at an hour when
you shoul d definitely be asleep

Pi St orm and Enu68 continue to evolve rapidly. How closely do you work with
the wider Pi Stormcommunity, and how do you keep Am ga |nager conpatible
wi th new devel opnent s?

| follow Emu68 devel opment closely, and the app is designed to keep up with
that pace. It fetches the current release automatically at build time, and
there is also opt-in prerel ease support, which mattered for transitions |ike
Emu68 1.1 and things such as FrameThrower support.

In practice, though, the real conpatibility work happens with the community.
The Amiga Germany | MP3 channel, the club, and other testers are the people
who exercise the app on conbinations | do not personally own. That feedback
| oop is often very fast: sonebody posts a photo of a failed boot or a seria
log, and a fixed build can be out a day |ater

What has been the nost surprising feedback you' ve received fromusers since
rel easing the software?

One thing that genuinely surprised ne is how nmuch interest has come from
peopl e using classic Amiga hardware. The project started very nuch around
nodern i mage- buil di ng workfl ows and Pi Stormera conveni ence, but in practice
| get a lot of requests fromclassic hardware users, probably even nore than
fromPi Stormusers at this point.

The other surprise is what people actually care about, because it is rarely
the big headline feature. Mdre often it is the small correctness details:
the right |ocal e catal ogs, the ganes already appearing in i Gane on first

boot wi thout a scan, or a drawer icon sitting exactly where it should. Retro
users notice everything, and | genuinely |ove that about them

There is also a very direct feedback | oop. Soneone reports a failure on
hardware | do not own, and very often there is a fixed build waiting for
them t he next day. That kind of back-and-forth with the community has easily
been one of the best parts of the project.

Recent versions have introduced your native Swi ft-based Anm gaDi skKit engine.
What notivated you to nove away from external tools and build your own disk
handl i ng sol uti on?

It cane down to control over correctness. Wen an external tool has a bug,
you are often linmted to working around it. And we did hit real issues,

i ncl udi ng boot-bl ock corruption on large FFS partitions. Wen the engine is
your own and a byte comes out wong on real hardware, you can go straight to
the source and fix the byte.

That is what led to AmigaDi skKit. It now handl es FFS and PFS3 natively,
along with Rigid D sk Blocks, FAT32 for the Emu68 boot partition, ADFs, a
full LHA decoder, and even the disk access that powers features like the
file manager and Finder previews. There is also a strict rule in the project
agai nst relying on outside helper tools to do the real work, which neans the
app you downl oad is genuinely the whole story. Once that engi ne existed, the
proj ect becane nmuch nore capable than a sinple imge buil der

As soneone devel opi ng nodern software for a retro platform how do you
bal ance authenticity with conveni ence? Are there features you deliberately
avoi d because they woul d change the Amiga experience too nmuch?

My rule of thunb is convenience on the Mac side and authenticity on the

Am ga side. What conmes out of a build should still feel |ike a clean, honest
Ami gaCS installation, with a real Workbench, standard preferences, and
drivers where Anm gaCS expects to find them rather than a heavily themed



nega- di stro.

| stay away fromthe prebuilt-distro approach for two reasons. The first is

| egal cl eanliness, because every bundled file has to have a verified license
chain, and doing that work matters. The second is phil osophical: setting up

your own Amiga is part of the fun, and the app should renpove the error-prone
parts w thout making every choice for the user. And where automation m ght

actually conmpronise stability, | leave it alone. USB is a good example. It
is started manual ly through Trident, because auto-starting the stack at boot
can hang certain hardware. | would rather ship conservative defaults and | et

users stay in control

VWhat does your testing process |look |ike? How many real machi nes and
configurations do you currently use when validating new rel eases?

There are three layers to it. The first is an automated test suite,

i ncluding "gol den i mage" tests that build conplete bootable images and then
verify the result down to the individual byte. |I should al so say that the
devel opnent itself has been helped quite a bit by Al. | had wanted to
seriously explore Al-assisted devel opnent for a while, and this project
became a very good place to do that. It absolutely hel ped increase the speed
of iteration and inplenentation, but only because every inportant change
still has to survive testing and real hardware.

The second is ny own hardware, which has quietly grown: nultiple A1200s,
including one with a PiStornB2-lite and CM4, two A500s, an A600 with a
Pi St orml6, an A4000, an A3000, the recapped CD32 fromny youth, 2 M STer
setups, G easeweazle floppy hardware, and FS-UAE on the Mac

The third layer, and the npst inportant one, is community testing on
machines | do not own: different ROMrevisions, accelerator cards, unusua
RTG cards, and edge-case network setups. The iron rule fromday one has been
that a hardware feature is not finished when the tests pass. It is finished
when it has actually booted on real silicon

If a newconmer bought their very first Am ga or Pi Storm equi pped machine
tonmorrow, what setup would you reconmend and why?

An A1200 with a PiStornB2-lite and a CV4. For e, that is the sweet spot and
probably the nost bang for the buck you can get in the Amiga world right

now. You still get the real Am ga hardware and keyboard-computer feel, but
with fast RAM RTG graphics over HDM, W-Fi, and nodern storage that does
not feel fragile.

On top of that | would recomend Ami gaCS 3.2, a 1280x720 RTG Wr kbench
Roadshow for networking, and a WHDLoad col | ecti on. Aniga | mager pregenerates
the i Gane list, so the ganes are sinply there on first boot.

| would also tell people to install IMP3 and join our Am ga Gernany channe
there. It is a very friendly place, and for newconers especially it helps a
ot to have ot her users around when the first questions cone up. And once
you are hooked, and you probably will be, go buy the machine you actually
dreaned about when you were younger. That part | cannot automate for you.

Looki ng at the Ami ga scene today, what devel opments excite you the nost? Is
there a particular hardware or software project you think deserves nore
attention?

The pace of Emu68 is astonishing. Mchal Schulz has effectively given
classic Amigas a very nodern engine room The FPGA side excites ne as well,
because M STer keeps maturing and there is something genuinely wonderfu
about ol d chips being faithfully reborn in new | ogic.

| also have a soft spot for the smaller independent hardware nmakers, the
peopl e behind things Iike PicoWFy, the Freeway USB cards, Am GUS, P-Vision
fromdiver Achten, or A314CP. Those are often one-person or very small -
scal e projects that quietly expand what these machines can do. If anything



in the scene deserves nore attention, it is exactly that kind of work. A
| ot of the Amiga ecosystemstill runs on one person buil ding one usefu
thing really well and then sharing it.

Ami ga | mager has grown froman inmage-building utility into a broader
tool kit. Where do you see the project headi ng over the next year or two?

I amnot follow ng sone grand master plan with it. Mst of the tine | am
just trying to build what feels natural and what actually nmakes sense as the
next step. |If users keep running into the sane friction point on the Mc
side, | usually take that as a sign that Am ga |nmager should probably sol ve
it.

So over the next year or two, | want to keep wi deni ng hardware coverage as
testers bring ne configurations | do not own and nake the overall experience
nor e approachabl e, including a proper multilingual interface starting with
German. |If you ook at the broader direction, the goal is fairly sinple:

I would like Ami ga |nager to becone a real one-stop shop for everything

Am ga on a nodern Mac.

Have you | earned anythi ng unexpected about classic Aniga hardware,
filesystens, or operating systenms while devel opi ng Amiga | nager?

Constantly, and honestly that is half the fun. A few favorites come to mnd
Amiga filenanes are | SO Latin-1 rather than UTF-8, and things break in
subtl e ways the nonent you forget that. AmigaDOS will not run a script
unless its sprotection bit is set, so a Mac-side tool has to know that or
the script sinply fails silently.

And then there are the truly strange fil esystem edge cases. One bl ock of
scsi . devi ce happened to begin with exactly the wong four bytes, ny reader
"hel pful ly" repaired sonmething that was not actually broken, and only a
real Amiga's boot ROM could see the damage. Every one of those bugs cost ne
a night and taught me something no anmpunt of docunentation ever woul d have.

Finally, if you could add one feature, capability, or inprovement to the
Ami ga ecosystem overnight with no technical limtations, what would it be?

A fully open, legally unencunbered Kickstart and OS. So nuch of what nakes
Am ga setup hard, both for users and for people witing tools, comes down to
the Iicensing archaeol ogy around the ROV and Wor kbench. Every Aniga | mager
user has to bring their own Kickstart, and a surprising nunber of design
deci sions exist purely to work around that constraint.

If | could wave a wand, | would conjure an open ROM and OS |ineage that the
whol e conmmunity could ship, inprove, and build on. Overnight, half the
friction in the retro-Amga world woul d di sappear



Pawel Tukatsch / Awesome Games - Orbital Mission Interview

Interview. Pawel Tukatsch / Awesone Ganes - Obital M ssion

Pawel , thank you for taking the tine to talk to us!

Orbital Mssion has a spectacular sci-fi prem se, but behind the scenes,
theres an interesting history. W understand this project actually started
because of a request froman Am ga community menber, Patrick Skace
(grafpatrick), to renmake a highly specific 1987 gane called Enetic Skimmrer.
What was it about that request, or that original 1987 shooter, that nade
you say, "Yes, | need to build a whole new engine for this"?

Pawel tuki nem Tukat sch:

Hel | o everyone, and thank you for your interest in the gane. Patrick |oves
the gane *Enetic Skimrer*. O course, | hadn't heard of it before, since
it's not very popular. The first time | played it, it seened very poor to
me, with awful controls and incredibly strange gane physics. It seened as
if it had been witten by sone amateur in Anps. However, it dawned on ne
that in 1987, neither Anpos nor Blitz Basic existed yet. Patrick, of course,
told ne a [ot about this game and recorded hinself playing through it for
ne. | gave it another try. It turned out to be very addictive and very
cleverly designed, but in order to create a renake, | had to i nprove our
shi p's movenent, change the graphics, and add animations so that the gane
woul d be better than the original

For the full physical release of Orbital Mssion via the Konbda & Am ga Pl us
store, youve done something incredibly cool: Disk 1 contains the brand-new
gane, but Disk 2 features the original Enmetic Skimer |evels running on your
nodern Orbital M ssion engine. You nentioned you had to tweak those classic
levels slightly to actually nmake them possible to conplete. Wat was
fundanmental | y broken or brutally difficult about the 1987 origi nal design
that required a nmodern touch?

Pawel :
When witing the Obital Mssion engine, | tailored it to the |levels of
Emetic Skimer fromthe very beginning. First, | adapted it for Level 1

then | added adjustnents to nmake it conpatible with the subsequent |evels.
In Emetic Skinmrer, enemy turrets are divided into zones, so to speak. If
you destroy the last remaining turret in a given zone, the play area clears
with a graphical effect. In Orbital Mssion, | did away with these zones.

Destroyi ng each eneny turret triggers a one-tinme destruction effect on the
map. Sonetimes the turret sinply disappears, and in other cases, part of
the map vani shes. In Enetic Skimrer, after firing a shot, we could steer it
by nmoving our ship. It was very strange, but necessary to conplete the
penultimate level. In Orbital Mssion, the missile flies at a constant
speed. W can even outpace it. We have no control over its flight path, so
| had to nmodify that level at that specific spot. In other areas, the
changes are nore cosnetic, such as elimnating collisions on | owresol ution
gr aphi cs.

We are thrilled to have your long-tinme denpbscene col |l aborator, Marcin

(Eightbm, joining the interview as well! You two have built a reputation in
the scene. Marcin, when scoring a ganme like Orbital Mssion that pits the
"Conmodore civilization" against "Atari," how do you approach the mnusic?

Did you explicitly try to lean into a classic Anm ga tracker sound, and what
limtations did you place on yourself to keep it authentic to a standard
Am ga 500 setup?



Mar ci n Ei ght bm Bi aobr zewski :

When it canme to producing the nusic for Obital, | had a concept in mnd
fromthe start. | knew what the original |ooked |ike and that it wouldn't be
a dynamc gane like Project X, but a space |labyrinth with shooter el enents.
Such a gane can't have overly dynamic nusic; it needs to focus on atnosphere
and space. In the '90s, sanples from ST- XX di sks were popul ar, and they
inspired me to prepare the pads used in this soundtrack. They harken back to
that era, when both the denpscene and gane devel opnment were at their peak
Wiile the nmusic couldn't be too aggressive, | wanted to bal ance this |ayer
somewhat with sound effects. These, on the other hand, are nore aggressive,
occasi onal |y breaking through the nusical stagnation (nega bl aster
activated!!! ;) ) and reminding us that this isn't a cute game about

"teddy bears and kittens," but a fight for survival in a space where no one
can hear your screans ;)

Pawel , the gane runs beautifully on an unexpanded Ami ga 500 (68000 CPU, 0.5
Chip + 0.5 Slow RAM, but you note that having 1 MB of Chip RAM unl ocks even
richer sound effects. How closely did you and Marcin have to work to manage
the imted menory budget between the gane code, graphics, and the audio
tracker nodul es?

Pawel / Marcin:

PAVEL

Marcin and | have been working together for several years now. W get al ong
very well. W' ve devel oped our own style, but we're always comng up with
somet hing new. | always try to ensure that our ganes are conpatible with the

Ami ga 500 configuration with slow RAM and there have al so been projects that
|'ve optimzed to run on an Anmiga 1000 with 256 kB of chip RAM w t hout

addi tional fast RAM Marcin always has plenty of ideas and is very eager to
work. He's created a |ot of sound effects for the game to nake it nore
engagi ng. However, the graphics take up a lot of chip nenory, so | decided
that the game woul d | oad nore sound events if we have nore chip menory. This
is a fairly common approach in nany ganes. W also plan the nusic together
whether it will be a single file with several loops or nultiple files. W
try to plan every detail together.

MARCI N

It's always a bit of a struggle ;) For as long as | can renenber, 1've
bel i eved the Amiga was the first conputer that allowed for full inmersion in
ganes. For ne, it was a kind of cinematic experience, a state in which

don't feel like |I'mplaying, but rather becone the hero of a cinematic
adventure. Misic and sound effects are part of the story. Just think of
productions like Universe with Martin Iveson's brilliant soundtrack. What
woul d this gane be without that nusic ;) For this reason, | try to nmake the

sound | ayer interesting and engaging. And as | nentioned, it's always a
fight for free space. Every kilobyte counts. Wth traditional Am ga
configurations, it's not at all easy, which is why Pawel and | often have
| ong di scussions on this topic :))) Utimtely, conprom se and bal ance win
out. We assess what's worth giving up and what we have to get. There's no
ot her way.

You have been incredibly prolific on itch.io, releasing Anmiga titles ranging
from Ram zes to Ani Robbo 2 and Soltys. Looking at Orbital M ssion, what
were the biggest technical challenges in getting snoboth nmulti-directiona
scrol ling and snappy weapon firing out of the classic OCS hardware?

Pawel :

In the case of Orbital Mssion, this wasn't difficult. The entire map | oads
into the RAM chip, so there's no problemw th scrolling and rendering
graphi cs simultaneously. Unfortunately, this approach consunes a huge anount
of chip nmenory, which is why we couldn't add many nore sounds, we'd run out
of menmory. We had plenty of ideas, though. Rendering graphics on the fly
was al so out of the question because the map is drawn in its entirety,
rather than being conposed of tiles, as in nobst ganmes. Anyone who owns the



gane *Enetic Skimer* can easily view the nmap graphics, which are in |FF
ILBM format. For ne, it was a pleasure to decode the |evel data files
contained within. It clarified a | ot about how the origi nal gane works.

The narrative of the game has a fantastic, tongue-in-cheek hunor about the
rivalry between Conmpbdore and Atari. Were did that specific storyline cone
from is it born out of genuine nostalgia for the old 80s computer school yard
war s?

Pawel :

The lighthearted storyline about the war between Ami ga and Atari was just an
idea | came up with for the deno version. The storyline for the full version
of the gane was created jointly by Patrick and C audi a Sassen, a professiona
witer who goes by the pen nane Kal audi a.

VWhat s next for Awesome Ganes? Now that Orbital Mssion is flying out to retro
ganers on physical floppy disks, are there any other forgotten Am ga
cl assics you or the community have your eyes on for a nodern revival ?

Pawel :

At first, | ported ganes fromother platforns to the Amiga while learning to
program | chose ganmes that | was capable of witing, such as Sokoban, Soltys,
or El ectroman-ganmes that | felt were nmissing on the Amiga. Sinply reviving
Enmetic Skinmrer wasn't enough and woul d have rai sed copyright issues, so
created a separate gane. Currently, we're trying to devel op ganes based on

our own original ideas. O course, every gane is inspired by sonme other

gane, but we try to be inventive and creative. W currently have three ganes
in production that are already quite far along, but they still require a | ot
of work and tine.
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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!

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

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

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

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

Anmi ga MC1
<a href="http://am gal. coni>http://am gal. conx/ a>

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Retro Rew nd



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

Sor dan
<a href="https://sordan.ie">https://sordan.ie</a>
Tindi e
<a href="https://ww.tindie.con>https://ww.tindie.conx/a>

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

#Am ga Vendor Links - Watl FF? Issue 5.21 - August 2026#



Welcome to the Amiga Groups section!

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

LI NCS Amiga Goup (LAG
http://1incsani ga. org. uk/

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

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

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

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

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



USA

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

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

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

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

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

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

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

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

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

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

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

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

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



canada

Canada

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

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

Toronto PET Users Goup (TPUG

http://ww.tpug. ca

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

#Am ga Group Links - Wat | FF?#



germany

Cer many

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

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

#Am ga Group Links - \Watl FF?#



sweden

Sweden

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

Am ga Conputer G oup
http://ww. am ga-cg. se/

Synt ax Soci ety
http://ww. synt axsoci ety. se/






france

France
Triple
http://ww. triplea.fr/

AFLE
http://afle.free.fr/

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

#Am ga Group Links - \Watl FF?#



belgium

Bel gi um

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

#Am ga Group Links - Watl FF?#



Czech Republic

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

#Am ga Group Links - Watl FF?#



denmark

Denmar k

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

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

#Am ga Group Links - \Watl FF?#



finland

Fi nl and

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

#Am ga Group Links - Watl FF?#



australia

Australia

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

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

MAUG
https://ww. f acebook. coni gr oups/ MAUG' /

Perth Ami ga User G oup (PAUG
htt ps://ww. f acebook. coni gr oups/ pert ham gauser gr oup/

#Am ga Group Links - \Watl FF?#



russia

Russi a

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

#Am ga Group Links - Watl FF?#



ireland

I rel and

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

#Am ga Group Links - Watl FF?#



scotland

Scot | and

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

#Am ga Group Links - Watl FF?#



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

#Am ga Group Links - Watl FF?#



Japan

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

#Am ga Group Links - Watl FF?#
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Cover Disk Contents

* PDF Di sk Label
* Updated Music Playlist MODs



Meet the writing staff of WhatlFF?

VWat | FF? i s an i ndependent magazi ne created by Ami ga enthusiasts from
around the world |l ooking for a nore serious magazine. The main witers
at the nonent are a snmall group but hope to grow in com ng issues.
* Main Witing Staff *
Andy Vai sey
Byt eBandi t
I van Sor ensen
John Scolieri
Kevi n Saunders
Kristian &K
Martyn Banpton
Roal d Strauss
Rob O Mal | ey
Steve Lord
Ti no Paul
Tristan Shiflett
W are always interested in new articles, guides or stories, if you

have sonething you wish to submt please send it to:
submi ssions@hatiff.info

#Witing Staff - Watl FF? I ssue 5.21 - August 2026#



andyvaisey

Al i ases:
aNdy/ AL/ COS ( EAB)

Cont act i nfo:
andyvai sey@hatiff.info

Websi t es:
WWW. cOoSi ne. or g. uk
www, ar kani x| abs. com



timopaul

Al i ases:
ani fan ( EAB)

Cont act i nfo:
ti mopaul @watiff.info

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

Bi o:

My journey with the Amiga started in either '87/'88 when the famly got an
A500 (Back then it was a conputer for the whole famly), | renenber the
nmoni t or and A500 boxes al nost being as high as nyself. Before this time I
had only been exposed to the ZX Spectrum and C64, using the blue Wrkbench
for the first time was an amazing experience. Wen | saw DigiPaint in
action | could not believe ny eyes. Fromthat nonent | was a devoted Am ga
user goi ng through various Am gas, A500+A570, A600, A3000 and A1200. Over
the years my Ami ga has been used to creating digital artwork and for
maki ng or shall | say trying to nake music. Then in the year 2021 | deci ded
for sone crazy reason that the Am ga scene needed a digital nmgazine
simlar to Amga Report. It was ny intention to have sonething that picked
up where the great Am ga magazi nes such as Amiga Wrld and Amazi ng
Conputing left off, providing a nore serious | ook at Am ga usage through
tutorials and reviews.



stevelord

Al i ases:
st evel ord ( EAB)

Cont act i nfo:
stevel ord@hatiff.info

Websi t es:
www. t hedor kweb. subst ack. com

Bi o:

Steve enj oys doi ng inpossible things on his Ami ga 4000 and CDTV. Wet her
it's using his CDTV for email, playing Internet radio through his

bl uet oot h speakers fromhis Am ga 4000, or talking to the world via the
ISS fromeither. If people say the Amiga couldn't do it, he's probably

| ooking for a way to do it. Steve wites his WhatlFF articles nostly
usi ng Arnor ProText.



johnscolieri

Al i ases:

kl x300r ( EAB)
328gts (am gans. net)
aGS@b4_AM GA (Twitter)

Cont act info:
johnscolieri @hatiff.info

Websi tes:
mancave-r anbl i ngs. bl ogspot . com

Bi o:

Li ke nmany Amiga users ny first conputer addiction was the mighty
Commodore 64! One day close to Christmas of 1986 | drove to ny |oca
Conmodor e store called Conspec...l was in high school and played rep
hockey at the tine and didn't have the time | used to when | was in grade
school to visit Conmspec each weekend to check out the | atest nagazi ne and
ganes. Imagine ny surprise when | stepped into the store and immediately in
front of me was THE AMGA! It was | ooping the Defender of The Crown intro
and | fell in love instantly! Fromthat day on it was ny mission to buy
that Amiga but | had just worked a few part tine jobs to help pay for ny
first ever used car and didn't have a hundred bucks to ny name lol. The
Amiga was close to $2,000 Canadi an dollars (after taxes) and unlike ny
C64 ny parents didn't fall for the 'l need it for school' rant again.

To (try) to make a very long story short | didn't save up to buy nmy Am ga
until | started University in 1989. In the nmean time | saw another Am ga
called the Anmiga 500 at Comspec and it was a | ot cheaper than THE AM GA
but ny eyes and heart and soul were only set on THE AM GA! Wen | finally
bought it that was the proudest/happiest noment |'ve ever felt and

junped straight into University with Excell ence! word processor and

Logi stix spreadsheet/ database. In ny 2nd year | bought ny first ever
hard drive, a whopping 33MB which had its own case which sat atop ny

Am ga 1000 case. Later fast ramside cars showed up and | mingled with
Manx Aztec C conpiler in conmputer science class. O course all the great
ganes with awesonme mnusi c/ sound effects made ny Appl e/ PC friends envious!

By my 3rd year we had a small Aniga conputer club and a few of us got our
first accelerator boards for our Am ga which was called LUCAS and was
based on a design in a Transactor nmagazine. It had a 68020 at 16 Mz with
FPU on it and it really hel ped out with the nore conplicated spreadsheets
and conpiling prograns. Life was good, the internet was just starting up
| graduated University and got ny first full tine job and then the bad
news of Conmobdore goi ng bankrupt hit the newspapers, mmgazi nes, and BBS
boards! There was so much activity going on still in user groups and
conputer stores so us Ami ga users just figured that it would sort itself
out. At work there were only PC s running AutoCAD and | despi sed using
the early Wndows systenms and couldn't wait to get back hone to ny Am ga.
Over the years busy with work and 'adult life' nany of ny Amiga friends
noved on to PCs and | ended up getting ny first Am ga 1200 and | ater

Am ga 4000 for great prices. | was still anazed how the Ami ga comunity
was still active and so hel pful up to the early 2000's. By then | was
marri ed and worki ng harder than ever to save up to buy a hone instead of



renting an apartment and ny Amiga's were left at ny parents house until
around 2010 or so | read about a brand new Am ga which was com ng out
based on PPC CPU call ed the Am gaONE X1000 running a new Am gaCs4. | was
skeptical at first after hearing about the technical issues with the
earlier SE, XE boards with the initisal Anmi gaOS4 rel ease but after
consulting with some friends | joined the beta test teamto get one of
the first X1000 boards and | inmediately felt at home with Am gaCs4.1
and have used it as ny hone Ami ga ever since. Once | got sone space set
up in my house I got nmy Amiga' s out of ny parents house finally and
eventually my original Amiga 1000 sits next to my Am gaONE X1000 and
original C64 and of course ny Am ga 1200 and 4000 cane along too and with
new accel erator cards and ram boards and spare not herboards and parts
etc etc etc. Here | amtoday grateful to the Ami ga conputer and
especially to the amazi ng Ami ga conmunity who back then and today has

al ways been resilient, creative and hel pful !



kevinsaunders

Al i ases:
I nvent ( EAB)

Cont act i nfo:
kevi nsaunders@hatiff.info

Websi t es:

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

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

Bi o:

My journey with the Aniga started around 1988, The first time seeing the
Am ga 1000 in the shop wi ndow pl ayi ng ani mati ons such as the Am ga Juggl er
| fondly renmenber. My Brother and | saved up for an A500, and eventually
bought an A4000 (cybervision 64 card) and then an A1200 with an 030

accelerator. | loved collecting every Ami ga Magazine with denmo di sks. M
interest in gane designing for the Amga started with del uxe paint and
| did dabble with The Mracle Keyboard but that skill in nusic

didn't last. It is because of the Amiga that I now work in video
ani mati on and game design.



ivansorensen

Al i ases:
Weasel Fierce

Cont act i nfo:
i vansorensen@hatiff.info

Websi tes:
ever ydayam ga. post haven. com

Bi o:

Dani sh Amiga fan since the 90s. Started with a 1200 and a 1200 is ny
machi ne today. | aminterested in the casual and the phil osophi cal
aspects of the Ami ga conputer.

My cats enjoy Turrican.



robomalley

Al i ases:
anaki rob
M . Robot o

Cont act i nfo:
anaki rob@hatiff.info

Websi tes:
syst enof sound. or g

Bi o:

Rob has been nmaking nusic on Amiga ever since inthe mdto late 90's

his guitar teacher suggested that he get a drum machine to practice al ong
to, and he instead opted to use CctaMED on his Aniga 500+ with A590 to
craft beats and basslines

Favourite quote:

"...all she wanted to do was play with my ears all night' :P



roaldstrauss

Al i ases:
M st haLu, M. Lou

Cont act i nfo:

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

| RC. MsthalLu or nr_lou

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

Bi o:

| was introduced to the Anmstrad CPC464 at age 10, and had a great
chi | dhood because of all the BASIC coding | could do. | amalso a
nusi ci an. And when | discovered | could programny Anstrad to play nusic,
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 nmany years later. Since no one ever introduced me to options
like AMOS or Blitz Basic, it sadly nmeant that ny codi ng days were over -
for a period of time anyway. Instead, | used ny Anmiga 600 for |ots and

| ots 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 wwv. 8bit Mennirs. com
(Use a downl oad tool so you can resune).



Al i ases:
Jman

Cont act i nfo:

Websi t es:

Bi o:

Article subm ssion netadata:
Dat e: 20260309

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 naking nusic for the Ariga in early 2021 (Decenber) 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 nspired by Magi cB. Soon enough | need nore performance 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.



kristiangk

Al i ases:
Contact info: kristian@hatiff.info

Websi t es:



danielreimann

Narme: Dani el Rei mann

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

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



bytebandit

Al i ases:
Contact info: undiscl osed

Websi t es:






