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In this months issue of the 
monthly we have had the 
opportunity to have an interview 
with the creator of HollyWood.

Here is how it went :

I would like to start, by firstly 
saying hallo from us at 
BlitterWolf Development.

1.Just in case there are users 
that do not know you yet, can 
you state your name and 
country?
Hi, my name’is Andreas 
Falkenhahn, I’m from Germany, 
and I’m the developer of many 
Amiga programs, most notably 
Hollywood & Hollywood 
Designer.
2.Hi Andreas, How many 
Amiga’s do you own at the 
moment? And what Models?
I have quite some Amigas in my 
collection. Two A1200s 
equipped with Blizzard PPCs 
(one with the flagship Blizzard 
PPC 240mhz, SCSI and 68060 
and the other one with a 
200mhz PPC and 68040), 
A2000, A600, several CD32s 
(including the FMV module) and 
a Pegasos 2 1ghz, a Micro A1 
and
a Sam440ep board. 
3. which Amiga computer do you 
like using the most, be it classic 
or new?
I’m mainly developing under 
MorphOS on the Pegasos 2 
because it’s running so fast 
which is important for 
development (compilation speed 
etc.)  
4.Do you plan to develop more 
software or games for the 
current Amiga
market, by current I am 
referring to OS4.x users?
No, I’m totally busy with what I 
do. I don’t have any plans 
besides
continuing development of 
Hollywood & Designer.

5.If so, what would you be 
developing?
see above :)
6. If not, would you consider 
helping other developers with 
their creations for the Amiga 
user base?
I’m already helping all the 
Hollywood users to get their 
developments done.
Hollywood is a great addition 
for the Amiga market because 
it enables people to create new 
programs for the Amiga 
without the hassle of the 
complicated and outdated 
Amiga APIs. There are already 
lots of cool
Hollywood programs available.
7. What has been one of your 
mot favourite games to play on 
your Amiga computers?
Good question. I don’t think 
someone has ever asked me this 
before. Of course when I got my 
first Amiga (an A500) it was 
for games only. I didn’t start 
programming before the games 
situation dried out :)
So, well, what’s my favourite 
Amiga game? I always enjoyed 
jump’n’run games most... so I 
would probably opt for one of 
the legendary Factor 5 games. 
Turrican II & III are very good 
but I’d say that my favorite 
game is Mr Nutz because it is 
so huge and manifold and it’s 
technically really advanced. This 
is as good as it gets for an 
A500. Incredible what these 
coders were able to achieve on a 
plain A500. Mr Nutz is really a 
game where coders are showing 
off :)

8. Are there any more possible 
features, that you think, your 
Hollywood programs still are 
missing?
Well, Hollywood is already quite 
advanced and I’m pretty happy 
with what it can do. Of course, 
there are always things that 
come to my mind that could be 
implemented. This will never 
stop. I could spend the next 10 
years to conceive new features 
for Hollywood. That’s the
bad thing about application 
programming... it’s never really 
finished. You can always publish 
new versions with new features. 
Currently I’m working on a new 
version of Hollywood Designer 
but I can’t disclose anything 
about it yet :)
9. Will future products 
potentially have AGA support 
for the remaining classics out 
there?
Definitely not. Hollywood 
internally handles all graphics as 
true colour images. It would take 
ages to render these to palette 
based AGA displays. So it 
doesn’t make any sense. Go and 
get a gfx board :)
10. Regarding Hollywood with 
music modules, do you play 
them through the AHI music 
interrupt, or render a 
soundstream yourself and send 
that to AHI?
Both. The 68k version of 
Hollywood uses an interrupt 
driven replayerwhile the PPC 
and x86 versions of Hollywood 
render the Protracker module to 
a sound stream. This would be 
too slow for an 68k processor
so the 68k version still uses the 
old school music interrupt but 
of
course through AHI.
11. When Hollywood exports a 
project to play on a non Amiga 
platform like windows or Mac 
OSX, is it obvious that 
Hollywood is running the show? 
And so stands apart from the 
usual program used named after 
a switch in the wall?
No, it’s not obvious that it’s a 

Hollywood program unless you 
choose to keep the “Hollywood” 
title in the window. But this can 
be changed from the script so 
you can create programs for 
Windows/Mac without
disclosing that it’s a Hollywood 
program.

12. How is the performance of 
Hollywood on the PC platform 
compared to Amiga? As in, a 
finished project made.
Of course it runs faster but 
that’s not surprising because 
PC CPUs are much faster. 
However, in absolute numbers 
Hollywood runs faster on 
Amigas because it’s optimized 
for AmigaOS. In other words: A 
667mhz Sam would beat a 
667mhz PC running Windows. 
But of course on a 3 Ghz
PC Hollywood runs much faster 
than on a 667mhz Sam.
13. Hollywood is becoming quiet 
an established product, now 
upto version 4 already. And with 
the malibu plugin can now 
officially take over where Scala 
left off. So how long has 
Hollywood been in Development 
and providing Amiga multi 
media needs?
I started work on Hollywood in 
spring 2002 and the first 
version was  ready at the 
beginning of November 2002. 
Although this feels like
yesterday, it’s already almost 7 
years past... time flies.
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