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A short run down of this months 
monthly page as follows :
- Interview with HANS MiniGL = 1 
- Console Talk = 1
- General Talk = 2
- Game Front = 2
- Stargus Update = 2

INTERVIEW WITH MINIGL HANS

Firstly a warm welcome from us here 
at BlitterWolf Development.

1. Hello, so the readers may know who 
we are talking to, can you give us
your name, country and occupation 
please?
My name is Hans de Ruiter, I live in 
New Zealand, and I am an electrical 
& electronic engineer (mostly 
software).

2. What was your first Amiga ever 
owned?
The first Amiga that I personally 
owned was an A1200. Before that, my 
family had an A600.

3. How many Amiga computers have 
you owned in your life, classic and 
newgeneration?
Just the A1200 and my current 
Amigaone-XE G4.

4. What was your most favourite 
software to use with Amiga OS?
These days it would be Codebench, as 
most of the time that I’m using my 
Amiga, I’m coding.

5. Which games did you like playing 
the most on Amiga Computer?
That list is pretty long. I enjoyed 
playing Civilization, Superfrog, 
Project X, Ports of Call, Lotus 
Turbo (all versions), Wipeout 2097, 
all of the Pinball versions, Lemmings, 
Wings...

6. What made you consider 
developing MiniGL for the Amiga 
OS?
I’ve always had an interest in 3D 
graphics, and was using OpenGL 
(version 2.0) for my university 
research when I started working on 
MiniGL. People were begging for 
display lists to be supported so that 
they could port more 3D games. The 
developers of MiniGL clearly had 
more important stuff to work on, so I 

had a look at the source code, and saw 
that I could implement display lists 
myself. While I was at it I started 
fixing various bugs, and then asked 
others what other OpenGL features 
they needed.

7. When did you start learning to 
program / code?
In the mid 80s. We had a Commodore 
64 at home, some manuals, and 
magazines with source code. Pretty 
soon BASIC wasn’t good enough for 
me any more (too slow), but we didn’t 
have a compiler or assembler, and as 
a child I couldn’t afford to buy any 
tools. The craziest thing I ever 
did with the C64 was write a program 
in pure machine code that wrote 
something to the screen. No 
assembler was involved. I got the 
operation codes from a reference 
manual and “poked” then straight into 
RAM.

8. How long ago was it when you first 
set up your MiniGL website? 
I registered the domain and set up the 
site at the start of June 2008. 
It took me about a month before I had 
created enough pages to make it 
public. According to the CMS page 
version history, the first MiniGL 
page was published on the 25th of 
June 2008.

9. What was your main purpose for 
writing MiniGL?
I didn’t write MiniGL from scratch, 
but added extra features to it. My 
purpose for improving MiniGL was so 
that more 3D software could be 
written/ported to Amiga OS 4. Given 
that we now have more OpenGL 
games, and even Blender, I’d say that 
I succeeded in achieving what I set out 
to do.

10. Are there any new projects you 
are currently working on for the 
Amiga users?
Not at the moment. If wxWidgets is 
ported to Amiga OS

(including wxAUI 
and wxAdvanced) then I might be able 
to port some of my other work over 
once it’s finished though.

11. How compatible is MiniGL with 
existing Open GL applications?
It is a subset of OpenGL 1.4. The 
most used features are supported, so 
a fair number of OpenGL applications 
should work. Applications that 
require features of newer OpenGL 
versions won’t work with MiniGL.

12. As we understand it MiniGL 
makes use of Warp3D and does it 
also make use of OS4 monitor 
drivers?
  
No, the OS4 monitor drivers aren’t 
involved, at least not directly. The 
3D rendering is done via Warp3D to 
bitmaps which naturally reside on the 
graphics card. Exactly how Warp3D 
interacts with Picasso96 I don’t 
know, but it’s not important if you 
are developing Warp3D based 
software.

13. Is there any kind of hardware 
acceleration in the MiniGL? 
Warp3D *is* the hardware 
acceleration driver. In fact, there is no 
software renderer.

14. Will future Monitor drivers for 
OS4 such as the Radeon driver be 
able to give MiniGL access to 
hardware acceleration in future?
Since MiniGL is already hardware 
accelerated via Warp3D, this 
question doesn’t make any sense. 
The current Radeon drivers are not 
using the graphics cards to their full 
potential. There is much room for 
improvement in the graphics system. 
Ultimately MiniGL will also have to 
be replaced, because Warp3D does 
not support hardware based 
transformation,
clipping, and lighting, or more modern 
features such as shaders. It has 
already been said that a port of 
MESA, which is a full OpenGL 
implementation, will replace MiniGL 
at some point in the future. Despite 
all of the work that I put into MiniGL, 
I am looking forward to the day 
when we have a MESA port, because 
I know how powerful shaders are. The 
improved MiniGL provides us with 
something that’s very usable in the 
mean time.

15. From your work on the Radeon HD 
Driver you mention hardware
acceleration and sprites, how do these 
compare to the original Amiga
sprites or chipset?
The 2D hardware acceleration in the 
R500 chipset series is quite similar 
to the blitter unit in the original 
Amiga chipset. It can clear regions, 
copy bitmaps, etc. With the R600 
series (Radeon HD 2000/3000 
series) and up, there is no 2D 
acceleration unit any more; 
everything - 2D and 3D - is done by 
the GPU.  The “sprites” on the 
Radeon HD cards are only there 
for the mouse pointer. While the 
original Amiga chipset has more 
sprites, but the Radeon HD sprite (or 
cursor) can be truecolour, which 
the old chipset cannot manage. This 
is as far as the similarities go. 
Part of the 2D acceleration is the 
compositing feature that was 
introduced with Amiga OS 4.1. The 
old chipset cannot do this whereas 
the Radeon HD cards have a powerful 
GPU that can render 3D graphics and 
do compositing.
Thank you very much for doing the 
interview with us, and we look 
forward to many more years of great 
development from you for the Amiga 
community.
   You’re welcome.

CONSOLE TALk

A mate of mine found an interesting 
article concerning how the PS3 will 
compete against the wii soon with the 
new move type controllers.
Well, after reading the article, 
although many current PS3 owners 
may want to play like a wii, I 
personally prefer the “couch potatoe” 
approach, and use my consoles for 
relaxing, and not to work up a 
potential sweat. Anyway, heres the 
link : http://www.co-
optimus.com/article/3580/Sonys_An
swer_to_the_Wii_is_Moving.html
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