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Abstract. In this work I present performance data and failure anal-
ysis related to the use of emulated environments to view “demoscene”
audio-visual presentations originally intended for execution on a vari-
ety of computing platforms. Open-source tools and operating systems
are used exclusively in order to evaluate the efficacy of this preservation
technique.

1 Introduction

The use of machine emulation to enable access to executable audio-visual content
in legacy environments has been notably [4], [5] - if somewhat sparsely - docu-
mented. In this project I demonstrate an emulation/virtual-ization environment
constructed using open-source tools and intended to provide one-click access to
original “demoscene” executables. These presentations represent a multi-decade
span of artistic endeavor which have over time gained full recognition for their
impact on new media art [3]. The project analyzes the execution of a repre-
sentative selection of these programs on a Linux host system using emulation
tools including Wine [7], UAE [6], and Hatari [1] with respect to audio, video,
and timing performance. As demoscene software frequently exploits low-level
programming routines such as custom interrupt processing to maximize perfor-
mance, failure modes are recorded and addressed.

These executable objects typically encapsulate various issues encountered in
handling complex media within a single file, along with implicit expectations
about the composition of their execution environment and its limitations. They
are therefore uniquely suited to an emulation strategy, as the art is the real-time
output of the program [2]. The use of open-source software for the emulation en-
vironment, along with scripted installation and execution, mitigates a number
of issues associated with the future maintenance and operation of both object
and toolset. These include providing a unified front end for otherwise disparate
emulation modes, leveraging the considerable work that has been invested in
construction of emulators for these environments, and providing a natural pack-
aging of the executable along with extended metadata covering usage criteria
into a well-defined preservation object.
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