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Introduction 
 
We created the original Super Audio Cart library with the intent of reproducing and remixing 
some of the most legendary sounds from classic video game consoles and handheld systems. 
However, we only sampled a single personal computer – the Commodore 64 – despite that 
millions of people have been using computers to play games since the 1970s. With Super Audio 
Cart PC, we sought to capture the tones of those beautiful, blocky machines so many of us grew 
up with. 
 
This virtual instrument includes over 1,000 authentic sounds from 8 classic computer sound 
chips; the glassy, metallic timbres of the AdLib sound card, the lo-fi goodness of the Amiga and 
early music tracker software, the thick pulse waves of the Atari ST’s POKEY, and much more. All 
sounds have been painstakingly recorded directly through the original hardware, not with 
emulations or reproductions, to fully capture all the grit and character of each computer. 
 
Our goal in this project, even more so than with Super Audio Cart, is just as much about 
preservation of classic sounds. Computer systems from decades past are notoriously 
unreliable, and it is nearly impossible to integrate them into a modern music production setup. 
With Super Audio Cart PC, all of their sounds can be accessed in VST, AU, and AAX form in an 
incredibly powerful 4-layer synth and modulation engine, just like with the original Super Audio 
Cart. 
 
We hope you find these sounds as inspiring as we do, and that you will enjoy our collection of 
modern and reimagined snapshot presets which breathe all new life and character into these 
classics! 



 

Installation 

 
No installation or activation is necessary! By downloading Super Audio Cart via Pulse, you will 
already have the entirety of Super Audio Cart PC as well. The Super Audio Cart PC patches are 
included in the same folder as the main Super Audio Cart NKIs. 
 

Usage 
 
Since the interface & engine of Super Audio Cart PC is identical to Super Audio Cart, please 
reference that manual for how to use the instruments & UI. Below you’ll find more information 
about the content in this collection! 
 

Systems 

 
ADLIB 
One of the first standards for the digital music scene, the Canadian sound card is powered by 
Yamaha’s YM3812 sound chip, which used FM synthesis to produce multitimbral instruments 
and sound effects. After the game King’s Quest IV broke the card out of obscurity with highly- 
praised music and sound effects, it gained popularity because of its versatility and ease of use, 
finding its way into most retail stores by 1990. 
 
AEGIS 
A software synth for Amiga, Aegis Sonix was a cutting edge digital replication of a hardware 
synth with various capabilities that were fairly new for the time. It sports one oscillator and one 
LFO, and gives the user the ability to draw custom oscillator and LFO waveforms. It also 
contained an adjustable ADSR envelope and low pass filter, the ability to add 2nd and 3rd order 
harmonics to your waveforms, and gritty phase distortion. 
 
AMIGA 
The spiritual successor to the Commodore 64, the Amiga 500 was released in 1987. Although it 
was popular with hobbyists due to a low price tag, it was most commonly used for gaming, with 
high-end graphics and audio capabilities for its time. It was eventually discontinued in 1992 and 
was replaced by the Amiga 600 and 1200, but neither product gained as much popularity as the 
500, as the market shifted away from typical home computer models. 
  
This computer uses the Original Chip Set (OCS) that was found in many late- 80’s Amiga 
models. It used 4 hardware- mixed PCM channels of 8-bit PCM audio, up to a sample rate of 28 
kHz. It also shipped with a software controllable low-pass filter. 
 
 
 



C64 
One of the most widely-used home computers of the 1980s, and in fact the most popular single 
computer model ever released. The C64 was ubiquitous particularly in Europe, with a huge 
range of games and other software available. Its audio was driven by the famous MOS 6581 SID 
chip, capable of a wide range of tones. It featured three independent oscillators, four 
waveforms, volume envelopes, ring modulation, oscillator sync, and a multi-mode filter. Many of 
these capabilities were not to be found even in dedicated synthesizers of similar price. 
 
MSX 
The starting point for many successful Eastern video game franchises, such as Metal Gear and 
Bomberman, the MSX was very popular in Japan as well as Europe, but never achieved much 
popularity in America. Microsoft created it with the vision that it would set a standard for how 
computer hardware was made, but never reached that vision due to the systems’ lack of 
western popularity. 
  
The sound chip in the MSX is the AY-3-8910, a 3- voice PSG (Programmable Sound Generator) 
developed in 1978 by General Instrument that produced square wave tones. It is commonly 
used in various arcade games, gaming consoles, and a plethora of home computers, including 
the MSX. The PSG generates base frequencies of up to 125 kHz, granting high resolution and 
pitch accuracy not seen on many sound chips of the era. 
 
The MSX could include additional sound chips via expansion cartridges, such as the MSX-Audio 
(Y8950) and MSX-Music (YM2413) chips, offering additional FM synthesis timbres. These were 
also sampled for this project. 
 
POKEY 
The Atari ST line of home computers, released in 1985, was Atari’s last line of home computers, 
focusing on gaming consoles after its discontinuation in 1993. Due to its built- in MIDI ports, it 
was a widely renowned system by many electronic musicians for use as a controller or running 
sequencer software. The digital audio workstations Cubase and Logic Pro were both originally 
made for the ST. 
  
Found in many Atari computers and arcade games from the 80’s, the Pokey sound chip in the 
Atari ST we sampled has a thick sound, characterized by a detuning of individual sound 
channels in the system as well as having multiple forms of distortion available for processing. 
 
SCC 
A custom collaboration between Konami and Yamaha, the Sound Creative Chip is a wavetable 
sound chip with 128 bytes of wave samples. It was used to expand the capabilities of the MSX, 
which only generated square waves, as the wave samples in the SCC could be used to build 
waveforms much more complex than anything the PSG could accomplish. 
 
TRACKER 
Once one of the most popular forms of PC- based sequencers, music trackers such as 
Famitracker and Deflemask are some of the most popular tools utilized by chiptune musicians. 
The term “Tracker” was coined by the first tracker program, Ultimate Soundtracker. They feature 
number based interfaces that allow the user to program audio playback by entering codes into 
specific parts of a grid of timeslots. 



  
We sampled an Amiga tracker from the late 80’s, which was the first platform for which trackers 
were developed. Step sequenced audio sampling software only otherwise existed on the 
Fairlight CMI workstations at this time. These early trackers featured four pitch and volume 
modulated channels of 8- bit PCM samples, and used the 8-bit Sampled Voice (8SVX) format. 
 
WINGROOVE 
Developed by Hiroki Nakayama in 1995, WinGROOVE was a PC application that enabled 
higher-quality playback of MIDI files. It came with its own sound set of WAV samples rather than 
using synthesis – unlike sound sources such as SoundBlaster/AdLib cards. Though the 
software has not been distributed officially for a long time – and indeed, it is not supported by 
modern versions of windows – we worked with the creator to retrieve the source files and loop 
data to provide THE authentic sound set in Super Audio Cart PC! 
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Troubleshooting and Feedback 
 
Have you used Super Audio Cart PC in a project recently? Got an awesome track you'd like to 
share? Drop us a line (admin@impactsoundworks.com) and we might post it on our website! Or, 
tell the world at our Facebook page here: http://www.facebook.com/ImpactSoundworks 
 
We encourage all our users to share and promote their work. Word of mouth is the #1 way 
people find our samples, so it also helps us to produce more great libraries for you! 
 
For any technical support issues regarding the library, don’t hesitate to email 
support@impactsoundworks.com.  
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License Agreement 
 

The following license is granted non-exclusively to all purchasers of our products. This 
version (updated December 4, 2014) supersedes any prior printed or digital versions of our 
license. 

Overview 
All sound recordings, performances, scripting and/or code contained in this product is the 
intellectual property of Impact Soundworks unless otherwise noted, and remain the property of 
Impact Soundworks after the product is purchased. When purchasing an Impact Soundworks 
product, you are purchasing a non-exclusive license to use, edit, perform, or otherwise utilize 
these recordings, performances, scripting and/or code for commercial and non-commercial 
purposes as defined below. 

Authorized Users 
Depending on the type of customer and usage scenario, authorized users of this license will 
vary. ALL purchases fall into category A or B. 
 

A. Individual Purchase 
This license is extended to customers who are purchasing as the primary user of the 

product, OR are purchasing on the behalf of another primary user (i.e. as a gift). 
 
The licensee (primary user) MAY install the product on as many computer systems as 

he or she has access to. However, ONLY the licensee may use the product. No other  users 
are authorized. 

B. Corporate, Academic, Institutional Purchase 
This license is extended to customers who are purchasing for a multi-user setting, such 

as a shared studio, networked workstation, computer lab, etc. In this case, the licensee  is the 
institution and not any one user. 

   
In contrast with individual purchases, an institutional license applies to ONE computer / 

workstation. All users of that workstation who belong to the purchasing institution 
(licensee) shall be considered authorized users.  
 

However, at no point may multiple authorized users access one license simultaneously. 
Multiple licenses must be purchased if the product is to be used by multiple users 
simultaneously. 
 



 

Scope of License 

The licensee is entitled to the use and unlimited editing of the product within the scope of music 
production, performance, recording, and composition. This includes both non-commercial and 
commercial usage of all types, including, but not limited to, film scores, television scores, music 
libraries, video game soundtracks, digital and physical music releases, albums, compilations, 
etc. Exceptions to this scope are listed below. 

The licensee MAY NOT use the product in the production of any other sample library or virtual 
instrument products. 
 
The licensee MAY NOT sell individual sounds from a product in any context. 
 
For clarity: The licensee MAY use sounds from the product to create individual sound effects 
(SFX) for use in film, TV, advertising, and video games. However, the licensee cannot sell these 
sounds individually via marketplace, stock music/stock audio site, etc. 
 
Ownership, Resale, and Transfer 
 
Redistributing, reselling, electronically transmitting, uploading, sharing, or renting the product in 
any way, shape, or form is prohibited by law. The licensee may create a physical backup copy of 
any digitally purchased and downloaded product. This backup copy is subject to the same 
limitations as the original copy of the product, and may not be transferred to any other individual 
for any reason. 
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