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INTERVIEW :

First a warm welcome from us 
here at Blitterwolf development.

1. Four our readers can you state 
your name, occupation and 
country you live in?
I am Davy Wentzler, 35 years old, 
live in The Netherlands near 
Rotterdam and work as a 
scientific software engineer in a 
cancer clinic on medical software
libraries and applications.

2. When did you have your first 
Amiga and what was the first 
thing you did on this Amiga 
system?
I think I was around 12 or 13 years 
old when we purchased an A500 
with some sort of paint program, I 
think it was called Graphicraft. I 
did a lot of AmigaBASIC coding 
at that time since there wasn’t a 
lot of other things to do with it 
until the time I met other people 
with A500’s.

3. How many Amiga systems have 
you owned in your lifetime?
Five: I have owned an A500, A600 
and A4000 and still own an A1 
and a Sam Flex.
My brother used to have an 
A1200 as well, which we used a lot. 
I gave away the
A600 at one point and sold the 
A4000 3 or 4 years ago. The 
A4000 was my ‘work horse’
and main machine for many years 
before I switched to a PC with 
Windows as my main
computer.

4. Do you own any new Amiga 
systems like the A1 or SAM?
Both actually. I have an A1-XE 
G4@800 and have received a 
SAM Flex a while ago to solve 
some audio driver issues. In all 
fairness, I hardly use them 
anymore I’m afraid.

5. What were your favourite 
programs to use with your Amiga 
at the time?
I’ve enjoyed a lot of programs, 
but SAS/C, Music-X and 
DPaint were probably the 
productivity programs that I used 
most.

6. What were your most favourite 
types of games and genres on 
Amiga?
Strategy and multi-player games. 
I’ve actually forgot lots of the 
names of the games we’ve played 
in the past, but the ones I do 
remember are Civilization,
Colonization, Bubble Bobble, 
Super Cars, Bug Bomber, Doom 
and Gloom.

7. When did you first start 
programming or designing on the 
Amiga computer?
I started doing AmigaBASIC 
soon after we first got our A500. 
I only made some simple things at 
that time, but that changed when I 
purchased SAS/C during my
computer science study around 
1993.

8. How many years would you say 
it took to become proficient in 
using
particular programs that helped 
you Code / Design for Audio 
evolution?
Audio Evolution (and formerly 
PlayHD) was written in SAS/C. 

 it had a nice editor and a graphical 
interface for changing settings.
It probably took a couple of months 
to learn most ins and outs.

9. Recently we saw the rebirth of 
Audio Evolution 5 on the windows 
and mac platforms. How different is 
this and the new customer base?
As for customer base, I don’t 
expect a lot of sales on Windows, 
but my main target is OSX with a 
very affordable (around 30 euro) 
and easy to use program for the
beginning computer-musician. A lot 
of people don’t need all the features 
of the ‘big’ audio applications with 
their complex menus and overload 
of buttons. I believe that on OSX 
there is room for low-priced 
audio/midi software and AE5 and 
definately AE5.1 can do quite a lot 
for its price.
I haven’t promoted AE5 yet since I 
feel that only 5.2 will attract people, 
since that has the basic funtionality 
that everyone expects these days: 
audio, MIDI and virtual instruments.

As for differences in features, the 
major change is the use of a new 
audio system that I originally 
planned as a replacement for AHI on 
OS4: eXtream. This delivers a vast 
increase of audio quality since 
everything is done in 32-bit floating 
point, which also gives lots of 
headroom for mixing and effect 
processing. Besides that, it allows 
the use of multi-channel inputs and 
outputs and flexible routing 
between tracks, groups and effect 
sends. The user interface also got a 
bit of a touch-up. The introduction 
of a mixer strip in the timeline 
window now lets you do most of the 
things in one window too. And there 
are lots of smaller improvements 
like time stretching, real undo/redo, 
support for VST and Audio Unit 
effects, freely vertically resizable 
tracks, mastering to 32-bit AIFF or 
WAV, support for WAV and 
FLAC, etc.
And 5.1 adds the long awaited MIDI 
sequencing so combining audio and 
MIDI in one project
is very easy.

10. As I understand it, Audio 
Evolution 5 also features what are 
called virtual instruments. What are 
these and what can they do?
Virtual instruments are actually 
planned for version 5.2. They are 
like synthesizer modules (like from 
Roland, Korg, EMU, etc.) but then 
in software. So you could load one 
or more virtual instruments, play 
them from your MIDI keyboard 
and/or play recorded MIDI 
sequences through them. The audio 
gets mixed with the other audio 
channels.
Virtual instruments can be (pre-
recorded) sample players, but also 
‘real’ synthesizers that generate 
sounds on the fly.

11. Until recently, Audio Evolution 5 
was not to be released on Amiga 
OS4, but now this has changed. 
Good News!! What happened to 
bring about a comeback of Audio 
Evolution 5 on Amiga OS4?
Actually, it’s not quite sure if AE5 
will come back to OS4. It depends 
on the availability of a native 
wxWidgets port. There is an Amiga 
Bounty for that, and the wxBase 
part seems close to be finished. 
However, after that, wxCore needs 
implemented as well, which contains 
the GUI and gfx part. So I guess 
there is still a lot of work to be done.
12. Being you have already gone 
“x86” on windows and mac, will we 
see an Audio evolution 5 for 
AROS? And furthermore on 
powerPC, MorphOS?
First and for all, these platforms 
need to have wxWidgets running 
before I can even consider a port. 
Secondly, if there is one thing I’ve 
learned, it is that every platform
takes a lot of time to support, 
however similar they are. So not 
only the actual development time, 
but the period after that consumes 
vasts amount of time. There is
always a possibility, but the amount 
of effort must weigh against the 
amount of returns. 
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