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A fellow retro gamer once said: I don’t know how should I explain this to 
you, but the 80/90s games are truly special. They have “something” 
unique that does not exist in ambitious modern productions”...

Times are different now and the technology has moved forward but thanks to 
the support of people who have passion for the scene and thanks to the in-
die development companies who constantly provide us with fresh, classically 
inspired games, we can still enjoy so many new releases for our 8- and 16- bit 
computers.

Just think about the amount of software already covered by our magazine and 
then add to that the numerous other titles still to be discovered in the upcoming 
issues! The wheels of the retro machine keep on turning and it doesn’t look like 
it’s about to slow down any time soon. It’s good to be able to add to the mo-
mentum of these wheels... but it’s even nicer to know that we can continue to 
deliver content to our readers, provide updates on new software and hardware, 
present tutorials and discover new paths of old machine development together.

We all like to reminiscence about the old days and nostalgically recall our own 
experiences from video gaming history. We thank you, Dear Readers, for your 
activity and for being with us for all this time. You give us the drive and energy to 
do more...

The sixth issue of K&A plus will surprise you with heavy content and many interest-
ing articles. The lead topic, as you probably concluded from the cover image, 
is Moonstone, Amiga all-time classic. We have an exclusive interview with the 
game’s lead designer, Rob Anderson (complete with some unique concept 
sketches back from the development time) along with beautiful fan art illustra-
tions created by two Swedish artists: Henrik Sahlström (illustration above) and 
Joakim Hellsted (front cover image). There is much more to browse and I’m not 
going to spoil it for you. Just dive in to instantly travel back in time. Do you think 
it’s impossible? Check us out!

PS. The K&A plus editorial crew would like to thank all of our co-workers for 
helping us preparing this magazine. Big shout goes to Magdalena Piss, Joanna 
Jawor, Danuta Pączko, Michał Sroka, Grzegorz Sojka, Łukasz Herman, Daniel En-
gland, Matt Skotarski, Ruben Messeguer and Leopold Tupalski. And obviously to 
Matt Knott, who rewrites most of our texts in English, thanks dude!

Merry Christmas, Komek & the crew
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VIC-20

HAT TRICK
Vic Porter, 2016

Oh, what a nice surprise! The 

great 80’s hit Hat Trick finally 

got its VIC-20 conversion. Most 

importantly, you don’t have 

to be a hockey lover to enjoy 

this game. The main advan-

tage is its very high playability, 

similar to the original. A great 

benefit is also the music at the 

beginning of the game which 

sounds almost the same as in 

the C64 version. All in all – it’s 

a very good conversion, so 

take your hockey stick and go 

sliding! ■ Komek

C64

GOBLIN
Pond Software, 2016

I’ve never had an opportunity 

to rescue potatoes from an 

attack of giant worms! Ponds 

Software gives us this unusual 

scenario in their great platform-

er Goblin. The size of the game 

is only 4096 bytes, so it took part 

in 2016 C64 4kb Game Coding 

Competition organised by the 

team of Reset magazine. 

■ Komek

VIC-20

DROPOUT
Aeb, 2016

Rejoice, Tetris lovers! This year 

the game titled Dropout for 

VIC-20 has seen the light of day 

and it’s obviously a variation of 

the famous Russian game. We 

can choose one of four modes 

– standard long play, 40 lines 

(you have to complete 40 lines 

in the shortest possible time), 2 

min challenge (as many lines 

as possible within this time) and 

master mode (standard long 

play with lethal speed). The 

biggest problem I had to face 

was overcoming controls. After 

some time, however, we can 

adjust to it. Graphics refer to 

NES and although there is not 

much happening on the screen 

Dropout still impresses with its 

complexity – it is created for an 

unexpanded VIC. ■ Minimoog

Amiga

RESHOOT
Richard Löwenstein, 2016

New shoot’em up created 

for Amiga with AGA chipset is 

surely an successful project! 

Author went out of his way 

to make great game engine, 

which basically translates to 

smooth scrolling and impress-

ing animation of big object 

on the battleground. Graphics 

and sounds are also well per-

formed, so the new game of 

“the hell of bullets” genre can 

provide many hours of great 

fun. You can find longer re-

view of this game in this issue 

of K&A Plus. ■ tomxx

Amiga OS4

ONCE UPON A TIME
AmigaTec

Wonderful news for all fans of 

real time strategy games! Ami-

gaTec group, known for Amiga 

Racer game launched earli-

er this year, has announced 

plans for their next production, 

which should be ready for 

release at the end of this or 

at the very beginning of the 

next year. There new project 

is a classic RTS and, similarly 

Fresh 
News
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to the best known genre rep-

resentative, Age of Empires, 

the main task is to develop our 

kingdom in economical, social 

and military matters. The game 

is designed for OS4 and we’re 

obviously going to watch the 

progress and possibly review 

the game in the next release 

of our magazine. ■ Tomxx

C64

GRANNY’S TEETH 
TND Games, 2016

Oh my god! Where is my den-

ture?! What the hell is hap-

pening in my house? Some 

dogs and cats are going 

bananas! Some vicious birds 

are flying here and there, 

and there is a gigantic spider 

out there on the web! What, 

a plane? I’m hallucinating! As 

it turned out, granny’s denture 

was thrown into the aquarium 

located at the highest floor 

of the house. Funny story, you 

say? Well, I’m curious what will 

you say about the game. 

 ■ Komek

Amiga, OCS/ECS

VAMPIRE: CURSE OF THE 
NIGHT 

Backbone, 2016

Dark stories have often been 

a good foundation of the 

game’s plot, especially vam-

pires and bloodthirsty mon-

sters. A platformer with the el-

ements of a shooter released 

by Backbone is the essence of 

it. Our protagonist has to pass 

several levels and face a boss 

at the end of each area. 

Gloomy graphics and de-

pressing musical setting keep 

the lot in a good atmosphere 

and may feel disquieting. 

Wooden stakes in hands and 

get into it! Amiga OCS/ECS 

with 020 processor and 2MB 

RAM is required to play.

■ Don Rafito

Amiga, AROS

Tux Football 2D 
tuxfootball.sourceforge.net, 2016

Personally, I’m not a big fan of 

sport games and this includes 

the football ones. This title was 

checked by me in terms of the 

other games from the “TUX” 

family. And… instead of pen-

guins running on the pitch I’ve 

discovered professional foot-

ball stars doing their job at the 

National Stadium. It’s a foot-

ball game that originates from 

the classic Kick Off. All enthu-

siasts of this species interact-

ing with AROS system should 

at least give this game a try. 

VESA mode will be enough 

to launch this product.                                         

■ Don Rafito

Amiga Aros

Black Shades 3D 
David Rosen, 2016

And here we have yet another 

shooter equipped with 3D vec-

tor graphics and pretty good 

music. The game is built entirely 

from blocks, so we won’t see 

any bitmaps in it (even our 

weapon’s crosshair is made 

out of blocks). This game is 

a genuine FPS and the only 

thing I don’t like in this release is 

that in order to run smoothly it 

requires a dedicated graphics 

card. On a VES it just looks like 

a slideshow. So, take the gun 

guys, and let’s shoot! 

■ Don Rafito 

C64

LET’S INVADE 
The New Dimension, 2016

Any lust for Space Invader 

clone (which would be right-

ly concluded from the title), 

but with an amazing audio-

visual setting? Then you are 

in a good place to be! Even 

before the game’s start the 

author displays a warning 

about stroboscopic effects, 

which firmly describes what’s 
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upcoming (screen flashes cra-

zily with variety of colours). It 

is necessary to notice great 

music with energetic bass that 

could possibly impress any 

techno music fan. This produc-

tion simply enforces a player 

into some sort of a trance, 

which is very relaxating. Be-

sides that, the game itself isn’t 

too difficult and is very pleas-

ant to play with minimalistic, 

but still elegant graphic style. 

You have to check it out!

■ noctropolis

C64

ANTARCTICA 
Antarctica, 2016

Four scientists working at 

a research station somewhere 

in Antarctica and separat-

ed from the rest of the world 

have a severe problem. Due 

to bad weather conditions 

the airplane that is meant 

to deliver supplies necessary 

for the living can’t land and 

instead drops the cargo from 

the air. As if it wasn’t troubling 

enough their snowmobile’s 

control system is out of or-

der and the machine is run-

ning circles instead of going 

straight. We have to choose 

one of the scientists (each 

one with different driving 

speed) and collect the pack-

ages one by one. Our control 

system is just a fire button that 

pushes forward our vehicle in 

a specific direction (well, it’s 

difficult to describe, just check 

it out by yourself). The amuse-

ment lasts until the end of 

the time or (I hope not!) after 

having fallen into the water. 

Despite unsophisticated de-

sign and small size, the game 

is really pleasant and captures 

the atmosphere of frosty Ant-

arctic. It’s perfect for some 

free quarter on a chilling win-

ter evening.

■ noctropolis

C64

LUMBERJACK 
Megastyle & Protovision, 2016

The game welcomes us with 

following words placed in the 

manual: “Ripp off your grey 

and boring suit and reveal 

the red flannel shirt you are 

hiding under you clothes. Let 

your beard grow and equip 

yourself with a big axe and 

enter the woods. Just admit 

it, You’ve always wanted to 

be a LUMBERJACK!”. With 

such juicy introduction there 

is nothing left but play, es-

pecially because the game 

concept is quite interesting. 

As a friendly-looking and 

well-built lumberjack we cut 

an enormous tree (I’ll tell you 

a secret - it’s height is infinite) 

by swinging our axe between 

left and right hand. Our goal 

is keep high tempo at work 

and to avoid the upcoming 

branches. No time for slack-

ing! Nice graphics, pleasant 

music, simple but interesting 

concept and a good overall 

mood – is there anything else 

you require to play?

■ noctropolis

C64

DOG 
Privy Software, 2016

Smelly case, the dog pooped 

in the garden. But – it is not an 

ordinary dog. Furthermore, it is 

a dog that is controlled by us. 

To be more specific, here we 

have a game in which the main 

hero is a mongrel and our goal 

is to make his intestines empty 

right in the garden of his slightly 

irritated master. The faster – the 

better. This game might be a lit-

tle different from the other ones 

and I will let you to decide if it’s 

still within the bounds of good 

taste…

■ bobikowoz 

VIC20

IT CAME FROM THE GRAVE 
Jeffrey Daniels, 2016

Do you like goosebumps and 

memory-like games aren’t 

a problem for you? It came 

from the grave is an ideal 

solution! Written for an unex-

panded VIC small one-screen 

game consists in collecting 

a key and escaping from 

the graveyard. Everything 
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takes place during the night, 

we move our protagonist in 

complete darkness and thus 

don’t see our opponents. They 

blink on the screen only at 

the beginning of each level. 

When you touch one oppo-

nent – you die and the game 

is instantly over. Completing 

a level gives us one point. 

Simple but still nice game with 

high level of addiction.

■ Minimoog

VIC-20

VICROSSROADS
Vic Porter, 2016

In 1987 COMPUTE!’s Gazette 

published a type-in game for 

C64 titled Crossroads. This year 

the game has been convert-

ed for VIC. With a gun in our 

hands we have to kill mutated 

creatures that eat everything, 

even each other. Graphics 

aren’t very clear, but its main 

advantage is the smoothness 

of gameplay – quite rare in old 

type-in games. You can also 

play with another player.

■ Minimoog

C16, Plus/4

BOMBRUNNER 
264er_Fan, 2016

I have always truly admired 

the work of sappers. Maximum 

concentration and courage 

– it is the matter of life and 

death. I know it by heart that 

I am not a person suitable for 

that kind of tasks and I would 

surely poop in my pants if 

I had to perform this job. But 

hey, while sitting comfortably 

in an armchair I can become 

one of the brave explosive 

engineers in the game named 

Bombrunner. Bombs constantly 

appear on the board and your 

goal is to quickly disarm them, 

otherwise they will explode. 

This simple game was written 

in Visual Basic and I definitely 

encourage you to try it.

■ Komek

C64

MOONSPIRE 
RGCD, 2016

The announcement of this 

game was quite hot news at 

the end of the 2014, but its 

final version was just released 

by RGCD. I can firmly admit 

that this is one of the best 

and most developed arcade 

games launched in the recent 

past. Hmm... such high quality 

productions recalls or even 

surpasses the golden years of 

C64 development. I am in-

credibly impressed and what 

do you think?

PS: The screenshot comes 

from the earlier, playable ver-

sion Moonspire preview 1.0.

■ Komek 

C64

DONKEY KONG 2016 
Oxyron, 2016

I have never been a fan of 

this classic title. Like, for real. 

But, the true enthusiasts should 

definitely be amazed by it. 

What do we have here? It’s 

an old, good “Donkey Kong” 

with unchanged mechanics 

delivered in a smartly re-

freshed form. Even for myself is 

hard not to look at the screen 

when the game is loaded! For 

the first sight everything might 

look the same, but as always 

– the devil is in the details. 

We start off with fantastic title 

screen and then are amazed 

with modern esthetics. Don-

key’s genre fans should defi-

nitely try playing it, while the 

others might just admire the 

very good reworked version.

■ c00k 

C64

SNAFU’64
Megastyle, Protovision

It seems like it’s another clone 

of Tron, but it allows a larger 

group of players (up to 4) to 

play at the same time. It’s also 

a bit less aesthetic but in over-

all it’s a nice idea for a party 

game with quite an interesting 

concept: when joystick is “idle”, 

computer takes over the ac-

tions of other players. And this 

music... it is so good I can load 

the game only to listen to this 

tune in the background. ■ c00k
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 ▼Another Flock of Seagulls by Yazoo  ▼Brain Dead Idea by Carrion

 ▼Song for the Dead by Duce  ▼Burner by Electric

 ▼Boabots by Dr. TerrorZ ▼As We Advance in Years by Elko

 ▼Elsewhere by Mermaid ▼Cat Barf by Duce
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 ▼Goblin Towers by Mermaid  ▼Huhuu by Duce

 ▼Test Flight by Mermaid  ▼Sail to the King, Baby by Bitbreaker

 ▼Totem by Leon ▼Korvsatan by Razorback

 ▼No Shit by Mermaid & redcrab ▼Timeless! by Leon
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The power of infirmity
Editorial: Hery; Translation: Grzegorz Sojka

T
he construction of micro- 

computers naturally urged 

to use the rule of min- max 

(maximum of expressiveness 

with minimum of supply use). 

Every attempt to breach the 

balance between the content 

and form may cause a disaster. 

Every brushstroke, which leaves 

observable pixels behind, must 

be carefully thought through, 

so that with other elements of 

composition it will gain desired 

shape, smooth colour transition 

or the illusion of transparency. 

Likewise in the domain of sound: 

3 eight- octave channels aren’t 

many. But if given to a contriv-

ance of a virtuoso, constantly 

searching for different tones, 

unafraid of experiments, he or 

she will use the potential of SID 

to the limit and we will be lost in 

the jungle of sounds, complete-

ly unable to find 3 basic, varie-

gated waves with sophisticat-

edly selected conformations, 

modulations and envelopes.

A narrowed down range of solu-

tions also gives us the gauge 

of knowledge and abilities of 

a musician, graphics designer 

or a coder, who can reach an 

effect, not necessarily original, 

with less technical expendi-

tures. So, there is an element of 

a healthy rivalry which would 

lose a lot importance, if the 

used platforms differed with 

the parameters. Closed config-

uration determines hard rules. 

When there are no clear restric-

Processor: 1 Mhz, RAM: 64 KB, 16 colors...– for some people insurmountable limita-
tions, for others – determinants of still endless possibilities of C64. The flagship pro-
duct of Commodore has found itself several users, which persuades that it’s weak-
nesses didn’t impede deriving profits of using such hardware for at least a decade. 
We would like to even risk a hypothesis, that part of its current popularity the pro-
duct owes to it’s... restrictions.

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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The power of infirmity

tions, searching for daredevils 

ready to sacrifice part of their 

lives to explore the secrets of 

programming within the limits 

of one, but very unsustainable 

in the matter of technological 

progress configuration, will be in 

vain. The temporarily of con-

struction makes it impossible to 

gather large number of enthu-

siasts.

Due to the limits of old com-

puters we also had a better 

view into hidden solutions inside 

them. With little knowledge, 

determination and patience 

we could create some simple 

set-ups widening the range 

of use of a machine a bit on 

our own. We also had an easy 

reach into computer’s memory 

and programmers locked within 

it, allowing us to observe, study 

and modify them. Besides, it’s 

extraordinary that old engines 

can still regenerate code, that 

was invented 20- 30 years ago, 

and now, in the era of super- 

fast calculating processors it 

is brought back to its finest. 

A good programme (algo-

rithm and tricks used in it) is like 

a good book- never gets old.

Current complexity of com-

puters distances us form hard-

ware, which architecture is so 

complicated, that it has been 

away from the user’s scope of 

interests for a long time. We be-

come more and more passive 

receivers of ready answers. This 

tendency is common and easily 

noticeable everywhere, where 

electronics is widely used. Let us 

take the example of cars filled 

with silicon chips. Obviously, all 

this stuff is the source of many 

possibilities: on- board com-

puters with overtaking system 

signals chances of a defect, de-

creases the gasoline consump-

tion, traffic fumes emission etc. 

But if any critical component 

gets out of order per system’s 

point of view (not necessarily 

to driver’s) one will stop in the 

middle of the road scrubbing 

around for the nearest service 

point equipped with diagnos-

tic computer. Sincere desires 

will do nothing in repairing the 

failure on the spot, nor will often 

vast knowledge and experi-

ence. 

The first pc’s had a peculiar 

symbiosis with their users. More 

ambitious were close to con-

nect outer microcomputer 

circuits to their nervous system, 

making them almost an ex-

tension of their senses. If the 

electronic construction of that 

years had no clear limitations 

it wouldn’t be possible. Who 

would dare to challenge the 

infinity as large as the entire 

universe? A planet, about 

which we know almost anything 

and we can manage with its 

resources freely, is enough to 

put our flag on its surface. Our 

kingdom is vast, but it has its 

borders, which we can demar-

cate by taking bold actions on 

and on. The chance of getting 

to the end of programmatic, 

graphic and sound possibilities, 

which seem to be in reach, 

has fascinated many. But still, 

despite decelerating march into 

truth about capabilities of 8 and 

16 bit computers, this perspec-

tive remains a mirage.

Strong interest in retro hardware 

also can be explained with 

live sentiment to first machines, 

which have separately bound 

with memories of our child-

hood and youth. But the past 

does not mean everything. 

The secret of immortality of old 

platforms seems to be located 

in the steady configuration and 

restrictions related to it, which 

still have the incredible power 

of stimulation: they unleash the 

energy needed to cross them. 

So we shouldn’t pass by them in 

silence, but rather see in them 

the core of creative poten-

tial. Only with breaking down 

the frozen structures with the 

strength of mind, we cause our 

development; it’s the only way 

to push the world into a better 

future, even if it is “only” broad-

ening the knowledge about 

old computers: their history, 

applications, capabilities and 

technics of programming.

“ The chance of getting to the end 
of programmatic, graphic and 
sound possibilities, which seem 
to be in reach, has fascinated 
many. But still, despite decelera-
ting march into truth about capa-
bilities of 8 and 16 bit computers, 
this perspective remains a mirage.
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Author: Daniel England

G
EOS is a graphical user 

interface operating 

system for 8-bit 6502 

based machines including the 

Commodore 64, 128, Plus/4 and 

the Apple II series of computers.

GEOS is an acronym for Graph-

ical Environment Operating 

System and it was initially de-

veloped by Berkeley Softworks 

as an operating system for 

a product to be called Sky Tray, 

an in-flight services system that 

was never released.

Having a completed operating 

system but nothing to do with it, 

Brian Dougherty and his team 

realised a potential market with 

the Commodore 64. GEOS was 

remarkably similar to the original 

Macintosh operating system, 

even modelled after it but those 

machines cost approximately 

four times as much as the Com-

modore 64. With some adapta-

tion, GEOS 1.0 for the C64 was 

created and released in 1985.

The release breathed new life 

into the C64 sales and was it 

eventually even bundled with 

a C64 and a 1541-II disk drive. 

GEOS became the third most 

widely used operating system, 

ahead of products like Microsoft 

Windows. The system was truly 

remarkable for what it could 

achieve within the limitations of 

the platform and sales point.

The file management and initial 

user interface was provided by 

an application called desk-

Top. It provided application 

launching functionality and 

control was returned to it (it was 

re-loaded) when an application 

exited.

GEOS included a WYSIWYG 

(What You See Is What You Get) 

word processor called geoWrite 

that supported many formatting 

options, font styles and even 

typefaces. GEOS also includ-

ed a sophisticated graphics 

application called geoPaint. 

There were many high quality 

applications available for GEOS 

GEOS
Many of us missed GEOS when it was first released or like me, simply couldn’t run 
it effectively on their set-ups but its making a resurgence and many people are 
becoming interested in using it again or even for the first time. What is it and why 
was it so ahead of its time?

Introduction to
REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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Author: Daniel England

including a spreadsheet appli-

cation geoCalc, a fully custo-

misable database application 

geoFile and a much loved 

desktop publishing application 

geoPublish. The flexibility and 

functionality of the applications 

was astounding and amaze me 

even today.

The system is technically sin-

gle-tasking, although there is 

a mechanism for co-operatively 

running applets called “Desk 

Accessories” and even threads 

called “processes”. 

There were advanced features 

such as document file owner-

ship (a document was opened 

by an owning application, re-

gardless of the file name), copy 

and paste (through a mecha-

nism called “scraps”) and some 

limited drag-and-drop capabil-

ities, all of which I found to be 

incredible.

GEOS wasn’t without criticism, 

however. I personally found that 

with only one disk drive, disk 

swapping was a major issue. 

Although I couldn’t afford it, 

to truly get the most out of the 

system, a 175x series REU (RAM 

Expansion Unit) was required 

once it was supported in version 

1.2. GEOS was pushing the ca-

pabilities of the platform to the 

limit and it did feel somewhat 

sluggish at times.

Initially, it was also displayed 

only in two shades of grey 

which, even though also done 

on the Macintosh, was some-

what foreign to C64 owners. 

I found the greys to be some-

what drab. GEOS 1.2 geoPaint 

was enhanced to support 

colour and GEOS 2.0 introduced 

more colour options on the 

deskTop.

GEOS 2.0 for the C128 alleviat-

ed many of the performance 

issues. The extra RAM was used 

instead of having to swap parts 

to disk and the 2MHz mode 

could be used when in the 80 

column mode, making the sys-

tem much more usable. There 

was no colour in 80 column 

mode, however.

Primarily, GEOS was supported 

by Berkeley themselves until 

1988. In 1996 Creative Micro 

Designs released an upgrade 

called “gateWay” which sup-

ported more hardware, had 

a simple two task switcher and 

an improved deskTop replace-

ment called “TopDesk”. In 1998, 

Maurice Randall of Click Here 

Software released a greatly en-

hanced system called “Wheels” 

which supported the SuperCPU 

and had a web browser called 

“TheWave”. In 1999, MegaCom 

Software released an update 

to GEOS 2 called “MegaPatch 

3” also with a large number of 

improvements.

The original 

floppy with GEOS 

operating system 

for C64c. Berkeley 

Softworks software 

has breathed new 

life into 8-bit line of 

Commodore com-

puters (C64 and 

C128) when best 

years of sales have 

already passed.
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is released. Work has begun to 

port GEOS to the C65 and M65 

which will feature improved 

speed and hopefully, increased 

display resolution and colour 

support.

In general, the total cost of 

ownership was too high for an 

eleven year old kid having to 

buy everything himself but I was 

truly inspired by what Berkeley 

had achieved and wrote my 

own menu and dialog systems 

which I used in my programs 

from then on (although they 

used the extended background 

colour mode instead of bit-

mapped mode).

I have been working with GEOS 

again now that it is freely avail-

able and I can use an emulator 

to support all of the hardware 

options I need. I haven’t 

programmed for GEOS before 

but I am finding the API to be 

quite remarkably advanced 

and easy to use. It is not without 

frustration (why oh why DOU-

BLE_W/B flags?) but the API 

really has been lovingly crafted.

GEOS is a platform upon which 

I can truly imagine being able 

to build amazing applications 

for my Commodore based 

hardware into the future.

Today, GEOS is still being used 

by enthusiasts, mostly for desk-

top publishing. GEOS 2.0 for 

the C64 has been completely 

disassembled and the source 

code is available for download 

from GitHub. GEOS itself has 

been made available for free 

download. Permission has been 

granted to the MEGA team 

working on the M65 to include 

GEOS with the product when it 

GEOS Timeline

1985 – GEOS version 1.0 released (primarily a preview release).
1986 – Version 1.2 released. geoPaint was updated and support for the REU was included. Mice and other pointing devices supported.
1987 – Version 1.3 released.
1987 – Version 1.5 released. Allowed copying disks and and supported three drives in deskTop. Further RAM expansion support.
1988 – Version 2.0 released. Enhanced “geoWrite Workshop” included (geoSpell, geoMerge, geoLaser, Text Grabber and improved geoW-
rite). Colour support for icons on deskTop.
1988 – Final version from Berkeley 2.5 released but only in Germany. Included advanced deskTop replacement called “TopDesk” and 
a simple task switcher as well as a number of other productivity enhancements.
2000 – GEOS C64 2.0 kernal disassembled and uploaded to GitHub.

 ▼Initially, it was also displayed only in two shades of grey, which was somewhat foreign to C64 owners.
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X-2016
Report: Yugorin/Samar Productions; Proofreading: Tomxx

R
EC

EN
ZJA

It began quite spontaneously: Don Kichot was passing 
through Opole so we’ve met at lunch, where he disc-
losed he’s visiting X this year. After negotiations with 

my better half (“Honey, I’m going”) I set out.

I didn’t realize it was too late for cheap travel – Car 
was an option, but 1000km travel alone by car is so-
mewhat risky. My next step involved informing people 
on c64scene.pl forums about some free travel seats 
I could offer. Nobody replied until last days of the 
planning, when – luckily – Raf and CJ Warlock reached 
out to me and took up my offer. We encountered no 
problems on the trip and soon reached the destination, 
completely exhausted, around 10:30pm. However, soon 
I’ve felt a surge of energy as soon my eyes fell upon so 
many things reminding me of my childhood years: C64 
in multitude of models, long tables with CRT monitors 
and people swapping cartridges in and out. If there’s 
paradise, that’s what it looks like. We took a moment 
to figure out the logistics, finding a place to stay, had 
a beer and met some people, amidst clouds of pot 
smoke – we were in Netherlands after all.

Day two. Still affected by the long day of travel, we’re 
surrounded by smiling people happily burdened with 
yesterdays experiences. Fortunately we’ve had plenty 
of time to chill, since the main program began at 4pm.

First thing on the list was music compo. Choosing “The 
Best” was tough for someone like me, someone with 
absolute hearing; that is, absolutely awful, although 
one piece – Octave Sounds – Rock Da X blew me away 
with its rhythm and bass. After a dinner break – the 
compos were amazing – came time for graphic design 
showcase (I’ve had no clue Commodore is capable 

of something like this) and demos (at times I felt Amiga 
was used, rather than Commodore). It’s hard to transla-
te emotions to written word, especially when I was one 
big walking emotion, so I won’t even try – you simply 
have to see and live it yourself! Some of the showcased 
effects seemed impossible to do on C64 and I’m under 
impression nobody told their creator they were not do-
able :P The event didn’t end until late night hours, with 
positive energy surrounding and energizing everyone.

Since I’ve talked about the positives, it’s only appropria-
te I recount the downsides, as every reviewer should::

• Sleeping places – Bring your own sleeping bag, 
inflatable mattress and pillow. I feel the space ava-
ilability should be based on registration order, rather 
than first come-first serve basis. Fortunately I always 
take my gear with me.

• The bane of all events – air conditioning. Each per-
son is a little generator running at 36,6C°. Without air 
conditioning, sitting inside a cloud of not-only-CO2 
is quite uncomfortable.

• Lack of permanent food place – even a stand with 
fries and hot dogs would do. The food truck came 
by for few hours of the day and left, while events 
usually reach their peak by the evening, when ha-
ving a cold beer and some food is a blessing.

• ID stickers, made of paper, were simply awful – fal-
ling off after only 5 minutes. Next time I’m bringing 
my own self made ID.

In, short, to summarize the experience I have to say...

Damn, it was good! So good! Holy fuck I’m glad I went 
there!

R
EC

EN
ZJA

Celebrating 
8-bit culture...
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LMan: a weekend where likeminded, 
intelligent, creative, extraordinary 
people gather to create,exchange, 

watch and listen. To talk, to meet old 
friends and have a great time. Yes, it is 
as awesome as it sounds. Be there! :)

lft: X’16 was a great experience! Well organised, 
good weather, a friendly atmosphere and last but 
not least – downright spectacular compos! 

Knut Clausen: Being able to socialize 
and spend more time talking to talent-
ed scene people was the highlight for 
me. And the live acts and competitions, 
of course. The X organizers do a ter-
rific job to keep the c64 scene alive.

LKP: Many hap-
py years have 
gone by. C64 is 

in my heart since 1983 
and is far from dead, 
as we witnessed at 
x2016. Presented new 
visual and audio tricks 
have never been seen 
before on this humble 
machine with all its 
limitations. The X par-
ty is the place to be if 
want to speak to your 
hero program-
mer, graphic or 
musical artist.

Axis: 300 c64 sceners in one hall – can’t be-
lieve this is really happenening in 2016. This 
feels like time travel back to 1992 and I love it!
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Harlequin: The worst thing about X is that 
it attracts a ton of fucking weirdos, but the 
best thing about X is that this little comput-
er brings all these fucking weirdos together 
(myself included), and that’s erection-worthy 
in itself. But seriously, even the weirdest 
weirdos are just super nice people, it always 
feels like family in some way ;)

Raf: I was highly impressed by new 
demo effects presented 2 years ago, 
when I first attended the X party. 
In 2016, to my surprise, the releas-
es were of even higher quality and 
there were also some new VIC tricks! 
Everyone interested in scene, regard-
less of the followed platform, should 
at least once attend this epic show 
of digital creativity! See you all at 
X’18!

Spread love, be kind, enjoy sex, play games, cherish 
your Commodore and you shall live long and prosper! 
Love, Bonzai (The Phoenix Code demo quote)

CeriX: It was very inspiring 
for me to meet the people 
I only interacted online un-
til then and to meet some 
friends I met on a party before 
X-2016. The quality of the 
releases was stunning and the 
organisation was perfect from 
my point of view.

Aomeba: You put 300+ drunk men in the same 
space and not a single fist fight takes place. That 
should tell something about the mood of the X 
party, and the c64 scene in general. The c64 scene 
feels like a long lost family to me that I got back!

grip: The X parties are the Venice Biennale of the C64 scene. 
This year it was bigger and better than before with more old 
friends to greet and more new ones to get to know. What re-
ally stands out, however, is the quality of the compos. Seeing 
all that beauty on the big screen, created by people who pay 
money to be there – that’s a very special thing indeed.

Digger: The best X I’ve been to so far. OK, 
maybe dinner was better at X’2014 ;-)

za
ph

od
: X

20
16

 is
 n

ow
 a

 n
ew

 c
ha

pt
er

 in
 

th
e 

hi
st

or
y 

bo
ok

s.
 A

 c
ha

pt
er

 a
bo

ut
 tr

ue
 

lo
ve

 in
 th

e 
sc

en
e.

 T
hi

s 
pa

rt
y 

w
as

 fa
nt

as
ti

c!
 

...because this party creates Legends...

Jammer: X-2016 is definitely one of these parties 
that nobody should ever miss. The mood is unbeata-
ble, compo releases rock, and there are such a great 
people. Wacek should be invited to give his show at 
every possible event. And those who haven’t slept 
in MSL room don’t know where Psycho8580’s ident 
ended up at :P 

Copyfault: Meeting all these guys left me with a steady 
resistance to return to real life after the party (I still didn’t 
manage to fully switch up to now!). It was completely right 
to offer a glass of wine to everyone I knew upon the first 
cometogether @ X.

Zer0-X: Meeting those familiar persons from behind the screens, 
having some related (and not so related) chats. Compos that seem to 
be kicking the previous years harder and harder year after year. Eat, 
sleep, cheer, repeat. A small party, yet such gigantic!

Groepaz: Real party is outside although 
there are meditation groups. I swear.

Linus: Waking up with a terrible 
hangover being surrounded by lau-
ghing naked Poles in a small prison 
cell-esque room (tm) and your life 
is flashing before your eyes.
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Pal: The breakfast needs more 
spice. The projector need to skip 
even more frames to hide bugs.

X’2016 Someren Wall Quotes

Our desire was to let X’2016 party attenders speak up 
and spread this unique retro community love. Here is the 
wall filled out with quotes we collected from various sce-
ners via csdb. Different views and and a bit of internatioal 
humour. Enjoy! Collected by: Tomxx and Komek

Magic: X MC host “Did you see this shit?” 
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Weasel: This is scene-friendship, this is c64-spirit at its very BEST!

The Ryk: Well, as always I need to have some weeks to get past the 
post-X-turkey and over all the impressions. I had insanely much beer, 

coffee, cigarettes and fun, meeting many of the most creative and 
devoted people in C64 scene, some of which I’ve been knowing in per-

sona for years now. But what’s really gonna stick to my mind will be all 
these beers and good talks to a great bunch of excellent fellows!

Count Zero: This gives a rough nightly drunkyard sound 
impression: https://youtu.be/VtAe_khbaWQ I found :)

daison: As I came empty handed, X’2016 felt 
mostly like a reunion with old friends 
who share the same passion for this spe-
cial 8 bits machine. I’m starting to feel 
more like home each and every time and am 
now already looking forward to X’2018...

marty: When I arrived at Satur-
day the first I saw was a crowded 
parking lot with many many cars 
from all over Europe and it felt like 
about 30 years ago, back in Venlo. It was a very 
familiar feeling from the first second on. The 
whole day flew over with talking to old, very old 
and also new friends. I’m afraid, but it was too 
little time and much to many friends to talk to. 
I did not talk to all i planed to talk to, but I will 
sure try again on X-2018. :)

Angel of Death: With all the jubi-
lees, VIP’s that showed up, overall 
nostalgic vibe and, almost nau-
seating, camaraderie this edition 
was truly one to remember!

hedning: What I think 
I reacted most on X this 
year was the amount of 
great demos. I mean, there 
should be at least one or 
two shitty entries, right? 
Oh, my. So much awe-
someness. Great party as 
always, and the one that 
really pointed out that 
the C64 scene of today is 
the strongest one alive. 
C64ever!

Dr.J: First of all it w
as great organization, and of course top notch releases, lotza cool ppl, lotz beer, 

lotza fun, lotza m
ayonnaise and thank you very m

uch for another yet cool party. +
+

no carrier :) 

uneksija: X-2016 was definitely worth to come to 
all the way from Finland. Great music, graphics and 
demos - the quality of entries was really high! The only 
downside was that one weekend wasn’t enough time 
to talk to all of my scene heroes ;)

GI-Joe: This w
as m

y first X-party but not the last. 
I found a perfect organisation and the com

peti-
tions, and the live events w

ere “the ham
m

er”. It w
as 

a pleasure to see the entire C
64 scene on a bunch ;)

Ziili: Great 
demos, 
great per-
formances, 
but most 
of all great 
people 
gathered 
together 
around the 
one and 
only C64.

subjik: The X parties had been on my todo-list for a long time 
and now finally I was able to attend for X2016. The entries were 
of the highest quality, something I already expected based on 
the previous years and the party was really well organised and 
had a great atmosphere. The best part was meeting old & new 
friends and it was also fun to witness some scene kids meet 
again right after short period of 20 years :)

wacek: The X 
as usual was 
a blast - sheer 
amount of re-
leases and their 
quality speak 
for themselves. 
Great vibe, top notch organisation 
and great people to hang out 
with, what more would you want 
from a demoparty? I personally 
also feel very grateful for the 
opportunity to play for the party 
people Friday evening, I really 
enjoyed that and I hope also did 
the people present at my gig ;) 
See you all in 2018!

Brannigan: This was my first X and it was truly an amazing 
experience! I’m already looking forward to X’2018.

CJ Warlock: X’2016 was awesome, well organised and its won-
derful excited and friendly atmosphere still boosts me and will 
do so for a very long time. The only 2 things saddening me were: 
no trash segregation for recycling (WTF? It’s XXI century, every-
body does that!) and that when I left my new printed t-shirt after 

I’ve changed clothes in a hurry before going 
back – nobody kept it for me even though I was told earlier that “nothings gets 
lost or stolen at X” (I’ve got a reply via mail it was thrown out... Yeah, right, new 
printed t-shirt with my nickname on it – f..king BS! I’ve organised many parties 
and always collected lost items to return them to owners!).

Yazoo: I want to bitch 
about all this bitching, 
as i feel its gonna 
make me a bitch!

 CreaMD: 
Music compo 

digested. A lot 
of melancholy! 
Is it because 

I§m nostal-
giac, or be-

cause nobody 
composes tru-
e-body-moving 

music nowa-
days? The tune 

I loved the 
most (except 

of the obvious 
crowdpleasers) 
was composed 

by Zardax.

Scan: Someren needs a coffeeshop.

Axis: I just realised X2012 also had 21 demos. But IMHO overall quality was better this time.

Xiny6581: Too many great 
demos! Too many great 
SIDs! Too many great 
graphicarts! Too many 
great concerts! Too many 
great productions re-
leased! I want more!!! 
Oh, I just wanted to say 
thank for rocking another 
X-2016! Love you all. 
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Old Computers
and Games Expo

Report: bobikowoz; Translation: Michał Sroka

T
he list of hardware available to look at and play 

during the event goes on and on: consoles, 8-bit 

(of course including C64) and 16-bit computers 

(with numerous Amigas), bongo drums, old comput-

er screens and a plethora of CPUs. The 

most noteworthy aspect is that all the 

hardware was fully operation- al and 

lured visitors with various video 

games. Only the CPUs were 

to be admired behind 

a glass pane. It’s worth 

to mention that 

our favourite 

computer had to 

support an Atari 

at one point. Un-

fortunately, a per-

mission to set up 

a furnace to pow-

er the Atari couldn’t be acquired, 

so a civilized piece of equipment 

had to be used. In this case it was a power brick from 

Commodore that managed to supply the computer 

with enough juice.

”DKiG” foundation also took care of reading materi-

als for the visitors. The foundation managed to pres-

ent a sizeable set of magazines from the last century, 

including: Secret Service, Amiga, C&A and Neo.

Those who dared had an opportunity 

to test their skills in one of two tourna-

ments. While the matches in 

Sensible World of Soccer were 

rather standard, the Super Mario 

Bros tournament proved 

to be very challenging. 

The task of beat-

ing the first level in 

the shortest time 

possible was spiced 

up by inverting the 

screen. I wasn’t 

brave enough to 

accept this chal-

lenge, but in Sensible World of Soccer 

I managed to pass the elimination 

phase. Unfortunately, the fact that I didn’t score a sin-

gle goal in any of the following matches showed me 

how hard I need to train.

First days of October, 2016,  saw the comeback of old computers to the city of 
Kraków; this time under the name of “Festiwal Dawnych Komputerów i Gier” (“Old 
Computers and Games Expo”). For two days Arteteka WBP was crowded with peo-
ple who wanted to witness how the entertainment looked back in the day.

Kraków ‘16
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People who lacked dexterity needed to compete in 

the tournaments were not left with nothing. Just next 

to the hardware exhibition “DKiG” organized a series 

of professional lectures that can be watched online. 

YouTube links are presented on the right, but unfortu-

nately they are only available in Polish.

If you ever see a poster announcing that “Dawne 

Komputery i Gry” are going to visit your city don’t 

hesitate and visit the expo!

Kraków ‘16 The history of Amiga:
     https://youtu.be/1hQgImiGdxk

 
What should you play:
     https://youtu.be/xVUiZd4b8jo

 
Gamers of today and of the past
     https://youtu.be/Ejq9EV3T_vA

“Unfortunate-
ly, a permis-
sion to set up 
a furnace to 
power the 
Atari couldn’t 
be acquired, 
so a civilized 
piece of 
equipment 
had to be 
used.

 ▲Bobikowoz, representing K&A plus  

team during the game of SWOS.

 ▼Bobikowoz and Tbxx.

 ▼Tomasz Marcinkowski and the History of Amiga.
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RetroKomp 2016
Report: Minimoog; Translation: Matt Skotarski

O
n 24th-25th Septem-

ber 2016 in a beau-

tiful coastal town of 

Gdansk an event occurred, 

one important to fans of retro 

hardware – RetroKomp. It was 

a fifth edition of this event; talks, 

lectures, contests and most of 

all gaming were at it’s core.

Arrival wasn’t difficult – Gdansk 

contains an efficient bus net-

work, and even by foot it would 

take no more than 20 minutes. 

Once I was in front of the stage 

of Gdansk Culture Archipela-

go’s Music Scene (the location 

of RetroKomp), I’ve noticed 

a familiar noise, the ever-pres-

ent, low pitched sound of CRT 

TVs. With each step, my uncer-

tainty grew along my excite-

ment – a great retro weekend 

was on the way.

First hall welcomed me with a sir 

Clive Sinclair computers exposi-

tion. This year is the 40th anni-

versary of Z80 release, which 

could be found in most com-

puters of Sinclair brand, includ-

ing ZX Spectrum, also present as 

an exhibit. Unfortunately, unlike 

the rest of the event, this expo 

was not interactive and afore-

mentioned hardware wasn’t 

plugged in. Nonetheless, the 

sight of so many Sinclair pro-

duce was quite impressive.

On the first floor of the Music 

Scene, Polish products reigned 

supreme – one could find multi-

tude of Elwro computers (even 

very rare ones), including Elwro 

800 Junior. Amstrads were also 

present, GameBoys had their 

place, too; and the number of 

Neptun monitors connected to 

the computers was dizzying.

Lower floor was dedicated 

to majority of activities and 

certainly most densely packed 

with computers. I have to admit 

it was quite a sight to behold! 

Amigas were the most numer-

ous among the hardware pres-

ent, Ataris coming as a close 

second, while Commodores 

were surprisingly rare – one C64, 

C SX-64 and CBM II from the PET 

line.

As soon as I’ve opened the door to Gdansk Culture Archipelago’s Music Scene, 
I’ve noticed a familiar noise, the sound of CRT TVs. With each step my uncertainty 
grew along my excitement - a great retro weekend was on the way.

RetroKomp in the lens

All images are copyrighted 
by Grzegorz Mehring and we 
publish them with permission 
from www.gdansk.pl portal.

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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The organisers invited many 

guests to give talks during the 

event. The topic of the first lec-

ture was Amiga podcast, pre-

sented by Radzik who authored 

such podcasts. He covered 

difficulties one has to face and 

how to successfully author pod-

cast. Next lecture was a blast 

from the past – Jemasoft and 

Hi-Man described the role C64 

played during physics classes 

at their school, including some 

varieties of Basic usable on this 

platform; this in turn was fol-

lowed by a discussion between 

Adam Zalepa and Piter about 

DTP for Atari and Amiga. Next 

was a lecture on production 

process for the game Tanks 

Furry (review of it is available in 

the previous issue of K&A Plus), 

and what further plans Juen 

and Kojot1222 have for group 

ProjectR3D. The last lecture 

included Duddi’s talk about his 

career path, beginnings of Ami-

ga and business in China. Once 

the lectures were over, Sławomir 

and Tomasz Łosowski performed 

instrumental tracks authored by 

KOMBI – energetic music was 

a perfect fit for the atmosphere 

of the event. It’s worth to note 

that during the proceeding 

Q&A session, Sławomir revealed 

he used C64 himself and he 

still uses Atari ST for his music 

production. Following day also 

included lectures 

– or rather, a single 

lecture, by Adam 

Zalepa covering the 

development of File 

Managers.

The Joystick Break-

ers contest oc-

curred parallel 

to the lectures. 

Competition in-

cluded games such 

as Slam Tilt (Amiga) 

and famed River 

Raid (Atari 2600). 

Although I’ve tried 

my best at the latter, 

but was beaten by 

Juen’s fantastic skills 

and ended up losing 

by quite a large 

margin. I’d love to 

try my best during 

following editions of 

the event; it will not 

be given, however, 

as the organisers 

confirmed this was 

the last time we see 

River Raid as part of 

the contest.

Another thing worth mentioning 

was the RK GameDev Compo. 

I’ve watched the following pres-

entations in anticipation, since 
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RetroKomp 2017 to anyone 

interested – an event created 

by passionates with a genuine 

retro aura.

my own production – Slavia 2 

Deluxe – was also competing 

for the main prize. Below are the 

results of the contest:

Here, too, Amiga was the pre-

ferred platform. The winner was 

VilQ – a great game with well 

placed humour, decent diffi-

culty level and brilliant sound-

track. It’s worth to note that last 

place was taken by a compo-

filler loaded with sarcasm and 

humour, providing the crowd 

with most amusement. I strongly 

encourage you, dear reader, 

RetroKomp 2016 GameDev Compo

1. VilQ – Sega Megadrive  
2. Bridge Strike – Amiga  
3. Trionoids – Atari Falcon  
4. Small Cars Drag Race – Amiga  
5. Alar City – Amiga 
6. Slavia 2 Deluxe – C64 
7. Steel Hawk preview – Amiga 
8. Tasiemiec – C64 
9. Blazing Guns preview – Amiga 
10. Ferrari Testarossa Turbo Challenge 2

   Deluxe – Amiga

to familiarize yourself with all ten 

productions, to truly experience 

just how interesting and well 

designed they are – although 

some of them were 

still in beta, as of 

writing this article.

I’ve spent that week-

end surrounded by 

chiptune and jagged 

geometry, amidst 

other oldschoolers 

I’ve held many good 

conversations with, 

and it was worth every 

minute. I recommend 

visiting October 
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The Moonstone phenomenon
Editorial: Petrichor; Illustrations: Henrik Sahlström, Joakim Hellstedt

T
he game was released by 

Mindscape in 1989 for the 

Amiga and PC computers, 

with Amiga being the primary 

target platform.

In game we control one of the 

four knights, sent by the druids 

of Stonehenge on a journey in 

search of the legendary Moon-

stone which, according to the 

Danu, the leader of the druids, 

gives the one who wields it an 

infinite power and eternal glory. 

The awesome looking intro at 

the beginning of the game 

allows players to get dragged 

into a story and get immersed 

into the created world.

The gameplay itself is a kind of 

a mix of different game gen-

res. There are a RPG aspects, 

like hero statistics that we can 

improve as the game goes, we 

can interact with some neutral 

characters (at the bare min-

imum, but we still can); there 

are arcade parts (combat), 

and also a little bit of adventure 

game elements (search for the 

I won’t lie by saying that Moonstone shaped my hobbies and passion. Thanks to 
it (and master Tolkien, of course) I fell in love with fantasy settings and fantasy 
universes of different kind. Keeping this in mind, I do not think I would be able to 
write a fair review of the Moonstone game. So instead, I decided to tell you more 
about the game itself, the setting and gameplay mechanics. The text below com-
bined with a detailed interview with the creator of the game – Rob Anderson, will 
give you a full picture of the “Moonstone: A Hard Day’s Knight” video game.

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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The map itself is divided into 

four different areas: meadows, 

forests, swamps and mountains. 

On top of that we have two 

cities, a stone tower, the Stone-

henge and the mysterious circle 

in the valley. On the map of the 

world we also find many “lairs”, 

which are the places where 

we fight with various monsters 

guarding chests, with precious 

treasures and items. 

The combat element is crucial 

to the game as it moves the sto-

ry forward. With every opened 

chest we have a chance to 

get a part of the amulet that is 

required to face the final boss. 

The fights themselves are pretty 

schematic, we move our knight 

on static screen trying to find 

the best tactics to beat the 

enemy. The enemies are su-

per-well designed and they vary 

a lot – on our way to the final 

victory we will face the monsters 

of the swamp, who can attack 

the knight suddenly and pull 

him into the swamp abyss, we’ll 

fight the trolls, who can crush 

our hero into the bloody mess 

with just one strike, we will also 

face the ratmen, humanoid 

troggs or Baloks with the jaws 

so strong that they can bite our 

head off with just single clap.

There was some controversy 

around this game at the time, 

as the game its super gorey. 

Blood gushes out left and right, 

you slice enemies in half, cut 

their heads off or impale them 

on the spears, and so on and 

so forth. The cool thing is that It 

looks impressive, because the 

graphic design in Moonstone 

is really good. Unfortunately, 

some publishers did not like the 

game and the gore elements 

as much as I do, and the game 

was blacklisted in some regions. 

It was not available in the offi-

cial circulation in Germany, and 

in was generally condemned 

in the United States, but in the 

long term, I think it helped the 

game to gain the popularity.

Moonstone permanently en-

tered the canon of computer 

pop culture. This is reflected in 

all the assets being created 

after all these years. The fans-

ites, the concept arts, and even 

unofficial remakes of this game. 

The truth is that the Moon-

stone is relatively short game, 

although the storyline and the 

world is so well shaped that they 

could be a good base for new 

computer games. You can find 

some great examples of fan arts 

in this issue of our magazine, 

they perfectly reflect the depth 

and variety of the Moonstone 

universe. 

Another good example of 

how engaged the players are 

in the world of the game is 

the “Moonstone Tavern” web 

portal. Owned by Rob Taylor, 

the website is a true compen-

dium of the game, that include 

all the information about the 

game, cool stories, interviews, 

graphics, and much more. 

Visit http://www.moonstonetav-

ern.co.uk/ if you want to find 

out more.

If you want to know more about 

the history of Moonstone first-

hand, skip few pages and read 

the above-mentioned interview 

to find out more about game 

development, gaming industry 

back in the days and more.

amulets, gambling in towns, 

visiting merchants). All of this 

is happening on the map that 

looks like one taken from the 

classing table-top games, even 

our hero moves by turns.
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Fan-art illustrations inspired by Moonstone plot

Thanks to Joakim Hellstedt (cover art and four knights image in this ar-

ticle) and Henrik Sahlström (images above and panoramic illustrations in 

this article and above the intro) we can present you with highest quality 

concept artm inspired by the storyline of Moonstone.
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Interview: Petrichor & Tomxx

Let’s start off by clarifying your 
current occupation. What do 
you work on nowadays?

My career has been a long 
journey of trying different 
career paths. The past several 
years I haven’t done much re-
garding game development, 
but I have dabbled in some 
new technologies (VR) and 
electronic toys for kids, and 
some embedded stuff. I am 
currently working with PlaySta-
tion hardware and exploiting 
what it can do.

I have in my spare time been 
working on several new game 
designs and ideas and have 
been using my time out of 
industry to build up the tool 
pipelines and needed re-
sources to build out a series of 

games. I hope to pursue it in 
the future, but at this point it is 
simply a hobby.

How did the gaming industry 
treat you after Mindscape?

Overall the gaming indus-
try has treated me well and 
I have worked for several big 
publishers, such as EA and 
SEGA in various roles and de-
veloped some good games. 
I haven’t had the opportuni-
ty to repeat what I did with 
Moonstone, where I main-
tained a lot of creative control 
and direction over the project. 
While at other studios and 
publishers I was more special-
ized and focused in one area, 
such as motion pipelines, AI, 
and for most part I worked on 
franchise projects. I learned 

a lot working with these bigger 
teams and within a publisher 
business and met a lot of real-
ly talented people.

Ok, let’s go 25 into the past. 
You were the lead designer 
and a programmer for Moon-
stone. It’s not easy to com-
bine these two functions, but 
I suspect game development 
back then was different. What 
exactly were your responsi-
ble for while working on this 
brilliant title?

I was also doing artwork, 
and animation for the game 
as well, but I didn’t see it as 
combining the roles but rather 
a process to create a game. 
Mostly I enjoyed doing the 
3 roles, where I would do 3 
weeks of programming and 
then switch over to artwork 
which would offer a fresh pair 
of eyes on how things were 
looking. I will admit it was dif-
ficult at times because of the 
amount of pressure to finish things 
quickly and mainly this comes 
from the business end of things.
The way games are done in 
today’s generation are only 
different due to higher expec-
tations and features (i.e. net-
work, big storylines, complex 
hardware), but budgets have 
increased as well to achieve 
that. An artist’s annual sala-
ry in today’s game industry 
exceeds what Moonstone’s 
entire budget was at the time. 
Fortunately I brought on peo-

GameDev Story:

Rob Anderson is Canadian video games designer and the 
creator of the one of the best Amiga games “Moonstone: 
A Hard Days Knight”. He spared a moment to tell us more 
about the game production when Scrum, Agile methodolo-
gies were not existent and when the back-up copies were 
made on 3.5-inch floppy disks. Rob talks about the con-
troversies associated with the game and how the sales of 
Moonstone killed the chances for the sequel.

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT Moonstone A Hard Days Knight 

 ▼Mudman attacks knight.
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ple to help that I had worked 
with prior and had a lot of re-
spect for, so it was a stress free 
situation working them.

How big was the team behind 
this project and how long was 
the game in production?

The team was very small 
compared to today’s stand-
ards. There was no cohesive 
team that was together from 
beginning to end and I made 
the game primarily at home in 
Canada. Everyone was a con-
tractor that was brought on for 
their talents. The team con-
sisted of Todd Prescott, Kevin 
Hoare, Dennis Turner, and 
Chris Gray. While I was working 
on the game at home in Can-
ada, Todd was at university, 
Kevin was doing his own thing, 
Dennis was working for multiple 
people, and Chris did the con-
tract negotiations between 
myself and Mindscape.

When I travelled over to Eng-
land to finish off the project, 
Mindscape loaned me Steve 
and he contributed to some 
in-game artwork and they 
brought on Richard to pro-
duce the music. I had all of 
the scenes programmed by 
that time and Richard scored 
the opening and closing 
scenes to music and put in the 
rest for the towns and vari-
ous other bits. When putting 
together the sound effects, 
I had already created some 
for the game and we ended 
up keeping several of them 
with only a little clean up here 
and there.

Mindscape had several peo-
ple that I worked with to get it 
published (Phil, Richard, and 
Steve to name just a few). My 
first concept artwork I did was 
done in late 1989, and over-
all the development took 1.5 
years with people coming in at 
different points in the game. 
I was working on it for the en-
tire duration of the project and 
it was my full-time gig.

Seeing how complex the 
game is (gameplay mechan-
ics, animations, designs, etc), 
I imagine you were over-
whelmed with the amount of 
work. How did you guys man-
age to deal with it? 

It was overwhelming at times, 
and many long hours were put 
into the project. Kevin really 
helped with the technical 
because he overwrote the 
Amiga OS which allowed us 
to take over all of the Amiga 
hardware resources. This has 
great benefits, but also opens 
up compatibility issues when 
Commodore changes hard-
ware, but for the most part 
it was huge advantage in 
getting all of that memory and 
control over what the system 
was doing.

Everything was written from 
scratch, I first started develop-
ing tools to manage all of the 
assets that game would have, 
being animation tools, some 
simple scripting, level design, 
and an entire art and anima-
tion pipeline.

I have a background in 
classical animation, so all of 
the animation was drawn 
on an animation light table, 
and then to ensure the best 

line quality I used a drawing 
tablet called an Easyl which 
was available for the Amiga. 
This was a little slower than 
the digital methods, but the 
cleanup was non-existent and 
it gave me the quality of line 
that I wanted. We used Deluxe 
Paint III to do all of the anima-
tion and then the images went 
to the tools were written which 
compressed the data and al-

 ▼Ratmen hanging knight.

 ▼Concept of Great Forest.
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Thank you for that, and it was 
very much a collaborative 
effort. I was still studying a lot 
of classical animation at the 
time and wanted to have 
a nice bookend opening and 
finale to the game. Todd and 
I had already discussed the 
druids, and Stonehenge so we 
had our setting and I worked 
with Dennis on the storyline 
and how we can put it all to-
gether. I attribute Dennis a lot 
to creating the drama and 
being able to break down the 
scene into something that was 
manageable on the Amiga at 
the time. I used the tools I had 
developed to choreograph it 
all together into code. Once 
I got over to England and 
met with Richard, who did the 
music and sound effects, we 
discussed the music and what 
I felt it should be for the scene 
and he immediately saw what 
I was going for and did a fan-
tastic job scoring it.

Did you only work on the Ami-
ga version or were you also 
involved in the DOS port?

I only did the Amiga version, 
and Mindscape had a com-
pany in mind to do the port. 
While I was in England I met 
with them for one meeting, 

but Mindscape managed it 
and I had little to do with it. 
I only delivered the assets and 
explained how they were put 
together into the game using 
the tools that I had developed 
on the Amiga.

The game had a tendency to 
crash. Were you aware of this 
before the release?

Crash, what crash??? Yes, 
I was aware of a rare crash, 
but I wasn’t sure where the 
crashes were coming from. 
There was a lot of pressure to 
release Moonstone as it had 
gone over the projected de-
velopment time and unfortu-
nately we only had a couples 
of days to test it before it went 
to duplications. I was in Eng-
land to help get it completed, 
and it wasn’t until it went to 
shelves and I was back home 
in Canada when I found the 
bug and fixed it. I know there 
was another crash regarding 
some Amiga 500 computers 
that we also fixed, and it was 
lucky that one of the guys at 
Mindscape happened to have 
one of the rare Amiga 500 that 
had the problem and we were 
able to diagnose and fix it.

The game should have had 
another couple of weeks 
of testing and I am sure we 
would trapped all of the issues.

How did you organize your 
work? It must have been to-
tally different on how we work 
on games today, no internet, 
sprints, scrums, Agile… Did you 
only work from the office or 
added some legendary night 
hour’s shifts?

 ▼Dragon dead concept.

 ▼Dragon notes.

 ▼Dragon TODO list during the design phase.

Concept & Design Art

Design concepts and development 
notes were all recovered by Rob and 
delivered together with the interview 
document. We’re extremely happy 
to present these unique images, 
especially that some of them still 
present original notes dated back to 
the development days. 

lowed me do timing, collisions, 
and some gameplay scripting. 
For the time, I think we topped 
all games for the most anima-
tion frames in a game.

Programming was all in 68000 
assembly, and game play was 
often done by way of trial and 
error which I think is one of the 
better approaches to game 
development. There is no way 
to determine fun unless you 
try it out, and then tweak it. 
I also wanted to make sure 
it was entertaining to both 
winning and losing, which is 
why I added so many death 
scenes which were a lot of fun 
to come up with.

The Intro is one of the most 
impressive in Amiga gaming 
history. Who came up with that 
idea?
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I worked from home in Cana-
da and never had an office, 
more of table in a corner. 
I would often work through 
the night if I got on a roll, but 
I usually wrapped up around 
3am or sometimes I would stay 
up later to call Mindscape 
and bring them up to date on 
what was happening. We had 
a 5 hour time change.

I had a system for each of the 
monsters, and how I worked 
on them but mainly it was 
a monthly A&O for myself on 
what I needed to get done, 
and what got completed. 
Sometimes I would go back-
wards and update tools which 
would require updating some 
aspects of the game as well, 
but it was often for the better 
and streamlined other charac-
ters that were still to be drawn, 
and or programmed.

Meetings were done by old-
school phone calls to England 
usually at 5am, FedEx, and 
a BBS board. When I met with 
Dennis or Kevin, we would 
sometimes meet at my house, 
or I would go to theirs. Artwork 
and code was delivered on 
3.5” floppy disks and because 
source control was non-exist-
ent, I had a lot of backup disks 
of the game.

This game’s medieval fantasy 
lore really shines out! What 
was your mystic design based 
on? Any inspirations for the 
background history, land-
scape, individuals, monsters, 
etc?

I played a lot of D&D for years, 
so I will attribute a lot of the 
design to playing that game 
with friends. I also read a lot 
Conan comics, Edgar Rice 
Burroughs novels, and enjoyed 
many movies that followed 
those genres. I am a big fan 
of Monty Python and the 
Holy Grail and the humour 
that goes into that. Both Terry 
Jones and Terry Gilliam movies 
were also great inspiration.

Most of the landscape was 
designed like many of my D&D 
campaigns that I had writ-
ten prior to doing this game. 
There was town, a place to 
make some money and buy 
things. The monsters were 
inspired again by D&D, but 
when I was drawing them they 
were a combination of a lot of 
things, but basically I created 
them to follow some sort of 
game mechanic and how the 
knight would interact them.
Many monsters never saw past 
the drawing table as it was 
nearly impossible due to time 
and complexity to make them 
work for the game. I have 
included a couple of drawings 
which were for the wetlands 
(pixies) and the grasslands 
(trogg riders).

Do you think your concepts in-
spired some future generations 
of designers?

Yes, I still get emails from 
people saying that they are in 
games because they played 
Moonstone and others have 
shared their stories of playing 
the game with their friends. It 
is a nice feeling knowing that 
something I worked on had 
such a positive impact on 
people.

The game itself is very brutal 
and gory, did it cause any 
trouble for you, and do you 
think it affected the game in 
any way, or perhaps added to 
the popularity? [Game banned 
in Germany and condemned 
in the USA are just examples.]

When I did my initial pitch 
and I created an animation 
of a Knight slicing a Trogg into 
two, I was kindof of hesitant 
and wondered if it was too 
much. However, once I looked 
at it with some fresh eyes and 
got other feedback I was 
ok with it. I definitely think it 
helped make the game more 
popular and created a fol-
lowing, similar to some horror 
movies.

The gore did hurt potential 
sales because North Ameri-
ca deemed it too violent for 
the general public and both 
SEGA and Nintendo liked it, 
but didn’t want to publish it 
because of the gore. Since 
the game industry was moving 
in that direction it did hurt me 
and the chance for a sequel.
I did create the gore switch 
which was a novelty feature 
and a hope that would alle-
viate the perceived public’s 
fear of blood, but in the end 

 ▼Early concept for troll.
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it didn’t change their minds. 
I don’t think anyone played 
the game with gore switch 
OFF (at least to my knowl-
edge).

How did the final product meet 
your expectations? Did you 
have to do any sacrifices or 
tough calls?

I really liked the final product, 
and the only thing I really 
wished for was I had more 
testing time to get rid of those 
bugs. 

I made sacrifices to cut fea-
tures and some monsters just 
due to time but in hindsight 
I don’t regret it. I felt the game 
was at a good stage and 
I was getting good feedback 
from people that were playing 
it while I was wrapping it up. 
Because I was so close to the 
game, it was hard for me to 
judge things from a fresh pair 
of eyes and that is why the 
trip to Mindscape UK was so 
valuable.

My only big sacrifice was the 
final level when you fought 
the demon, I really wanted 

that to be a bigger build up 
to that fight and have more 
drama when getting ready to 
fight her. Perhaps when I do 
the sequel / remake that can 
happen.

So, if you were about to work 
on a sequel, what would your 
dream Moonstone be like?

Funny you should ask that, 
I have been working on a de-
sign but it is more of a remake 
than a sequel. There are 
several items that I wanted 
to expand on in the original 
Moonstone universe. I wanted 
the world to be a little larger 
for exploration, more encoun-
ters and monsters to interact 
with. Perhaps revive some of 
the monsters that are on the 
floor.

Knights on horses is something 
that I have thought about 
many times, more types of 
magic, and curses and ex-
panding on the final stages 
of the game. I would like to 
expand the combat a little if 
the knight has different swords, 
and make for more visual 
variety in the characters when 
they bought different armour. 
A network game where 4 play-
ers could all play together.
Mindscape did ask me to write 
a design for a sequel, and I had 
completed a Moonstone II de-
sign but it never moved past 
the word processor.

Wow, a remake sounds amazing! 
What would be the target plat-
forms and tentative schedule?

I don’t have a particular plat-
form or schedule in mind and 
it is simply in the draft stages 
of development. I have start-
ed some prototypes for various 
components, but primarily 
I haven’t setup a clear goal 
for completion. Primarily I have 
been working on a revamped 
design for the game and look-
ing to add/enhance elements 
of the game.

Moonstone was originally 
released as an Amiga game, 
why did you decide to go for 
this platform? We – Commo-
dore maniacs – believe that 
this game took all the best 
from 16-bit systems.

Thanks for that, I really tried to 
take advantage of the system 
the best I could. It was always 
my computer of choice even 
though people were starting 
to lean towards PC at that 
point. Being an artist, it ap-
pealed to me for the graphics, 
sound, 68000 assembly lan-
guage, and a great machine 
overall. I had been using the 
Amiga for several years at that 
point and thought I would be 
able to do my best work on it.
I cringed looking at EGA and 
CGA games at that time 
and had no interest in work-
ing on those systems. VGA 
was looking pretty good, but 
I never cared for Intel assem-
bly. I don’t feel that anymore 
today, and for the most part 
game development doesn’t 
dwell in the world of assembly 
unless you are optimizing.

Do you feel nostalgic towards 
80s/90s gaming culture called 
retro nowadays?
 
I sometimes miss the simpler 
game mechanics and designs 
at times and I really enjoyed 
the platformers and 2.5D sprite 
games of yesterday. Some 
mobile games are reinventing 

 ▼Balok popping the knight’s head.

 ▼Beast concept.
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these style of games which are 
great fun, or they are being 
integrated into side games/
easter eggs in larger scale 
games on consoles.
 
Back in those days, games 
used a 8 directional joystick/
d-pad and maybe up to 3 but-
tons, so naturally those games 
were designed for that type 
of control and designers were 
limited in what the user could 
do. Now with dual analogue, 
triggers, multiple buttons, 
touch screens, VR, and other 
things it has opened up new 
ways of interacting with worlds 
and characters in games. 
 
I am happy to see retro 
coming back and being seen 
by a new audience at Indie 
conferences, expos, and app 
stores. I think in the 80/90s 
Cinemaware, Bitmap Brothers, 
and Psygnosis, just to name 
a few made some of the best 
games (IMO) on the Amiga. 
However, I really enjoy todays 
games and the more complex 
consoles, but I do think some 
studios are overthinking sto-
ryline over gameplay and that 
is just my small point of view. 
I fondly remember playing 
Battle Chess, Stunt Car Rac-
er, Barbarian, Shadow of the 
Beast, Lemmings, and many 
other ones.
 
Do you still own any of the 
classic 8- or 16-bit computer?

Unfortunately no, I wish I still 
had my Amiga 2000, which 
I wrote Moonstone on and ac-
tually archived those hundreds 
of 3.5 floppy disks, but be-
cause of too many moves and 
lack of storage space I had 
to give it up some time ago. It 
would be nice to boot up all 
of those old games once and 
while, but I suppose if I looked 
hard enough I would find them 
on emulators.

Did the success have any 
impact on you and your future 
career?

Yes, I got lots of interest after 
completing Moonstone and 
a lot of it was around a se-
quel or new ideas that I had 
swimming in my head. I had 
written a couple of game 
designs however none of them 
stuck to go into development. 
This was mainly due chang-
ing markets and hardware; 
the landscape changed and 
I went to work at other de-
velopment studios producing 
their game projects. Having 
Moonstone helped give some 
cred and earn the trust in my 
team. A lot of engineers liked 
the fact I had programmed 
games and could talk specif-
ics with them about critical 
issues, instead of just asking 
“when will it be done?”

How was Mindscape Interac-
tive back then? Good place to 
work on or another corporation 
with massive business goals? 
Do you keep in touch with 
people from your old office?

I really liked working with 
Mindscape, however I wasn’t 
actually an employee of 
Mindscape and only worked 
at their offices during the last 
part of the game. I flew to 
England near the end of the 
project to wrap up testing, 
do some PR, a trade show 
and get the game out to the 
shelves. That ended up being 
about 3 months, where it was 
originally intended to be 3 
weeks, but I had a lot of fun 
and it was a great experience.
I really liked all of the peo-
ple that I worked with at 
Mindscape and made sev-
eral friends that came out to 
visit me in Canada afterward. 
I should really try and reach 
out to some of them as it has 
been quite some time since 
I last communicated with 
them.

Can you share any cool stories 
from your software develop-
ment past?

I managed to be in this 

industry before it became 
what it is today. CES was the 
first video game tradeshow 
and was held twice a year in 
Chicago and Las Vegas, and 
then it became E3 in LA and 
some fantastic parties put on 
by Sony, Nintendo, SEGA, and 
Microsoft (to name just a few). 
It was never normal compared 
to most careers, and I still en-
joy it today. 

Aside from lots of late nights, 
which are a little blurry now 
I have had the unique op-
portunity to go and stay at 
places, meet some great peo-
ple, that I never would have 
normally because of games 
industry and all of these have 
too many stories to recall.

I still find it amusing that Moon-
stone was banned in Germa-
ny, but it appeared pirated 
on German BBS for downloads 
(with bugs fixed) before an-
yone else. When all said and 
done after Moonstone, I re-
member several of the PR staff 
at Mindscape asking me to 
make a game that everyone 
would like to play.

Is there anything you would like 
to say to our readers and fans of 
your game?

I want to say thanks for the 
amount of compliments and 
stories that I get about the 
game. I wrote the game so 
friends could play togeth-
er and I am happy to have 
made something that was 
enjoyed by so many people. 
I have received fan emails/
letters from parts of the world 
that I didn’t know the game 
was even in. I would like to 
thank Rob Taylor for setting up 
the moonstone tavern website 
and keeping up with fans of 
the game and giving them 
a place to voice their stories 
about the game. I have seen 
established and up and com-
ing artists re-imagine moon-
stone artwork which I think is 
incredible.
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Review and Translation: Tomxx 

RESHOOT

Publisher: Richard Löwenstein
Year of publication: 2016 
Platform: m68k AGA

  7  6  8

Reshoot

F
irst of all, we’re getting 

a furious action game 

that at the first look recol-

lects Project-X and some other 

horizontally scrolled arcade 

shooters. The main difference 

where Reshoot really shines, 

however, is the silky smooth 

scrolling rendered in PAL at the 

full 50-Hz-framerate. It feels right 

away that the assembly-coded 

game engine is highly polished 

and the stable frame rate is 

there even with multiple objects 

and large size enemy sprites 

animation. With such a pleasant 

scrolling the activity of dodging 

enemy’s bullets seems to be 

a good fun, right?

Graphics and sound effects, 

on the other hand, are both 

the matter of taste. Modern 

graphical art with bits of Andy 

Warhol-like highly contrasted art 

and abstract pixel parallaxing 

can be definitely enjoyable for 

some, while the others would 

probably enjoy something 

less garish. Same with music: 

a rhythm based, accelerated 

and pulsing chip tune can 

easily get you into the fighting 

mood right away, but in the 

long term it might feel repetitive 

and tiresome. Well, that’s all up 

to the personal taste of players 

but fresh brave ideas always 

encourage a healthy debate 

and it’s really cool.

The gameplay is a bit unique 

as well, as we’re only getting 

a single life and no energy 

bar. Just launch your cube-like 

spaceship and get as far as you 

can traversing a single endless 

level full of bullet chaos. Old 

school minimalism sounds good, 

doesn’t it? Play for the highest 

score and then submit your best 

results to an online board (work 

in progress as I write this review). 

On the other hand, the playabil-

ity would probably improve with 

a bit of creative power-ups and 

some final finishing touches. 

Some players complain about 

rather poor collision detection 

which results in getting our ship 

destroyed just out of nowhere. 

It doesn’t look like these things 

will be fixed, as author already 

started to work on a sequel 

called “Reshoot R”. Stay tuned 

for more info next year. 

Game is available from http://

www.amiworx.de store for 

€34.90 and works perfectly on 

all unexpanded AGA Amigas 

(1200, 4000, CD32) with 2MB of 

RAM. Reshoot is distributed on 

a CD-ROM, but the game file is 

small enough to fit into standard 

floppy. 

You’re again alone in the cold 

universe. Enjoy the bullet hell in 

a space war!

Reshoot – a brand new Shoot ‚Em Up for an AGA chipset – is a commercial prod-
uct developed by Richard Löwenstein with music by Adam Morton and graphics by 
Kevin Saunders. The game is advertised as danmaku – a never-ending “Bullet Hell” 
shooter with a high-score hunt goal and is distributed in a well-designed and great-
ly tempting DVD box. What will we find inside?
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Patreon Program

Reshoot was partially financed 
by a program called Patreon 
which is something in shape 
of “support me financially as 
I build this new cool project”. As 
opposite to the Kickstarter-like 
programs it’s more like sup-
porting art and the artist than 
wanting to buy a game. If you 
like someone’s work or want to 
encourage a developer to do 
something new and cool, you 
can just give a person an initial 
encouragement by sponsoring 
him at as low as 1$ per month. 
It’s not much for a person or 
team, but the idea behind it 
is motivation. And it can be 
freaking strong!

Danmaku

Danmaku (“bullet curtain” or 
“curtain fire”), also known as 
“Bullet Hell” in English, is a Jap-
anese term for “barrage”, as in 
a barrage of bullets. They are 
shoot ‘em ups similar to regu-
lar shooting games, but focus 
more on weaving through 
complex patterns containing 
anywhere from dozens to 
hundreds of bullets; the genre 
is considered the hardest genre 
for a shoot ‘em up.
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RECENZJAFELIETONRELACJA TUTORIALWYWIAD

Review: Don Rafito; Translation: Joanna Jawor

S
o it is with computer 

games. Sometimes we 

pick up a special edition, 

a product which contains in 

its title a “SE” shortening. An 

upgrade to some beloved title. 

The graphics and figures cor-

rected or modified, new levels 

added, sound improved. All 

within the original confines and 

plot of what we loved.

Giana Sisters Special Edition has 

a lot of details and they make 

for a fantastic whole. OCS/ESC 

Amiga users will immediately 

see the difference. Actual-

ly, they’ll see a classic GURU 

meditation error. To start, Giana 

Sisters needs an AGA chipset. 

So the game will run only on 

A1200, A4000 and CD32. For this 

last machine a separate version 

was prepared. After start of the 

game we get a nicely done 

demo with quite good inciden-

tal music. This introduces us in 

the plot of the story which all 

fans of this title know the best. 

Continuing graphic description 

immediately we can see that 

prefix “SE” speaks for itself. “The 

devil is …” nearly the same, but 

so much better. 

S.E.
“The devil is in the details” – so goes the proverb. This maxim can be applied to 
almost all areas of life. People came up with this saying to emphasize that certain 
thing, object or activity has changed,  often for the better. The change of small 
elements can make a much greater whole.

Giana Sisters

34 Komoda & Amiga plus #6

autumn / winter 2016

A
M

IG
A

R
EV

IE
W



Improved forms, some redone 

completely, smoothed scenery, 

improved colouring. Everything 

is nice, clear and simply neatly 

done.  

Likewise, the music! Similarly 

to the graphics, the modules 

sound as we know them. Every-

thing is just  better, smoothed 

and pleasing to the ear. More 

channels, less divisions, in one 

ear you hear jumps but in the 

other explosions, that in one ear 

a module is heard and in the 

other effects. And above all 

distinct better quality.

I will not be writing at length 

about the gameplay, the game 

remains “Giana Sisters”. I’ve 

played many different “Special 

Editions”, many of them have 

had incredible hard work done. 

Giana Sisters sets an incredibly 

high standard and as such is 

highly recommended.

S.E.

10 10 10

Publisher: Tsak & Earok   / 
Reimagine Games
Year of publication: 2016
Platform: m68k, AGA

GIANA SISTERS S.E.
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S
o it was November 1993, a Monday, on a gray rainy afternoon at 

a computer store in Gliwice... I was browsing through photocop-

ied catalogs of games with a friend of mine, while the seller was 

advertising a brand new football game that, as he would proclaim, 

was “a great, unprecedented product, filled out with supporters loudly 

cheering for their teams, playing football song rhythms on the drums”. 

I think it’s these drums that captivated me back then; I already was 

a devoted fan of Górnik Zabrze, and an experienced (if a 13-year-old 

boy can be experienced at anything) player of Kick Off series, but 

I was still looking for that extra additional fans-related experience. It’s 

following these circumstances that I came to acquire Sensible Soccer 

92/93 from a suspicious seller.

It feels like, when we were young, we would be far more susceptible to experience our passions 
with intensity, than we do today. For instance, I vividly remember the exact circumstances of my 
first contact with Sensible Soccer. 

Review and Translation: Tomxx
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I never stopped adoring Kick Off, in fact I still 

consider it today to be the best football game 

of all times... However, I must admit that the 

later Sensible Software releases – from the first 

SWOS onwards – have added something special 

to the computer games history: an aspect of 

customization. I would have never believed that 

Jon Hare’s team had implemented to its game 

all the contemporary state of world’s football. 

Back then I could understand the usage of offi-

cial names in national teams, but reflecting all 

European leagues, with every single player hav-

ing own speed, strength and shooting abilities, 

even a hair color too? Well, in those days it truly 

was something groundbreaking...

I recalled my first contact with Sensible Soccer 

few days ago, when I read that a group of 

enthusiasts gathered around the www.sensible-

soccer.de community, released an unofficial 

update commemorating the latest official re-

lease of SWOS from 20 years ago. The unofficial 

updates have been released before as well,  

but usually they were considered as unfinished 

projects, with missing leagues and a lot of mis-

takes affecting our hardware from time to time. 

This time however, things looked different: with 

an enormous amount of work, the 2016/2017 

version now accurately reflected all up-to-date 

football teams from the entire world! Additional-

ly, the Career mode had been properly tested, 

and would from the current year, and not begin 

in 1996. As if that was not enough, both Amiga 

and PC versions, now feature an online mode 

with the possibility to play against players from 

all over the world, which would not even have 

been dreamed of, even by the most optimistic 

visionaries 20 years ago… 

The game in both versions can be download-

ed from: http://files.swos.eu/swos16-17. Highly 

recommended! 20 years later it’s still worth to 

re-experience all these beautiful moments of our 

childhood!

Review and Translation: Tomxx

OFFICIAL UNOFFICIAL UPDATE
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Tutorial: Leopold Tupalski; Translation: Grzegorz Sojka

A
long with popularisation 

of digital cameras at 

the beginning of the 

century the market was almost 

flooded with cheap semi-

conductor memory cards of 

different types. They were also 

applied in portable comput-

ers, what gave hope for using 

them in Amiga 600 and 1200. 

These models are equipped 

with PCMCIA joints (otherwise 

PC Card) recognized for being 

used in laptops. However, in the 

early 90’s, when Amiga where 

still taken for basic house com-

puters, there were not many 

available devices, which could 

make any use of this mysterious 

junction. After several years the 

situation began to improve and 

owing to adapters for PCMCIA 

Amiga could be connected to 

CompactFlash memory cards, 

too. Thanks to them the Amiga 

computers are almost in their 

finest these times, although they 

are not very young.

The first step is to supply yourself 

with special adapter for PCM-

CIA- CompactFlash (CF). It can 

be achieved by visiting some 

hardware shops or internet 

auctions. In case of Amiga it is 

important that adapter could 

support the older 16- bit mode 

PC Card. It is also worth taking 

note of type of CF card sup-

ported by an adapter. CF cards 

type 1 are 3.3 mm thick, in con-

trast to type 2, which are 5 mm 

thick. The adapters of type 2 CF 

cards are more multi- purpose, 

for they allow to support both 

types of cards, as well as Mi-

crodrive discs contained in type 

2’s case. On the other hand 

many developers produce only 

type 1 cards.

The CF cards itselves, which 

are the second element of 

described set, are now easy- 

available products, offered by 

electronics shops. It is worth 

mentioning that some of devel-

opers of digital recorders are 

used to add to sold apparatus 

CF cards of low (e. g. 8- 64 MB) 

memory capacity. Admittedly, it 

is not enough for digital pho-

tography, however they may 

be used for transcribing image 

of Amiga’s discs in form of ADF 

files between PC and Amiga.

The installation itself is simple. 

The CF card should be placed 

in adapter and the entire set be 

plugged in slot PCMCIA, which 

is on the left side of A600/1200.

(Image 1).

CF cards can be put out or into 

an adapter even when com-

puter is connected to a pow-

er supply, using the property 

called Hot Swap (or Hot Plug-

ging) of such set. If one is more 

cautious, it is recommended 

to plug in or detach CF cards 

along with an adapter.

The operating system of clas-

sical Amiga didn’t cooperate 

with CF cards on standard, 

which were launched on the 

market in 1994, so in the period 

of Commodore Company’s 

downfall. And yet the amiga 

society gave an aid, especially 

Torsten Jager, author of CFD 

controllers for CF cards and 

Fat95, which enable Amiga to 

support PC’s systems of files. 

Both packets, indispensable to 

run the CF cards, are available 

in Aminet as LHA archives, to wit:

•	 disk/misc/cfd.lha
•	 disk/misc/fat95.lha

and CompactFlash memory cards

Over the years computers used various data carriers, which had been ousted from 
the market and almost forgotten by mass audience. As a result of this, over the 
time users have to face the problem of how to provide deliverance of software and 
other information required to their hardware functioning. In case of Amiga 600 and 
1200, equipped with PCMCIA joints, adapters and CompactFlash cards may lay 
a hand, which also do not disturb the character of these classical constructions.

Amiga

INSTALLATION

RECENZJAFELIETONRELACJA TUTORIALWYWIAD

CONTROLLERS
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 ▲Image 2. SanDisk Ultra 4 GB card visible in AmigaOS 
3.1 thanks to the CFD controllers. As it can be seen, 
even the proper Amiga600 may support new CF cards.

After unpacking mentioned 

packets it is required to copy 

from them the following files into 

the Amiga’s system:

•	 L:FAT95
•	 DEVS:	CompactFlash.

device
•	 DEVS:DOSDrivers/CF0

It is worth to use the latest edi-

tion of CFD controllers, e.g. 1.32, 

as the older versions of included 

in these CompactFlash.device 

do not support some of the 

newer CF cards, for example 

SanDisk Ultra of capacity of 4 

GB.

To install the CF card into the 

system one has to modify the 

boot sequence, which means 

located in S directory file Start-

up- Sequence, adding to it the 

following enrolment:

C:Mount	>NIL:	DEVS:
DOSDrivers/CF0

Since now the visible CF card as 

volume CFO will work as ex-

changeable disk (Image 2).

One can dare to use the card 

of this type as a disk, in which 

will be installed... the Work-

bench itself! The question is; 

how to do it?

To that end the disk, from which 

the computer will be initiated 

(booted from), should upload 

the CF card’s controllers and 

install them into the system. 

The next step is to run the boot 

sequence from the CF card, 

which will finish the system’s 

loading. Assuming that the tar-

get Amiga’s system is found in 

the SYS directory in CF card, the 

adequate fragment of Startup- 

Sequence initiated from boot 

disk, may look like this:

;	Volume	C	Assignment	:	to	

directory	C	in	CFO:SYS

Assign	C:	CFO:SYS/C

;	Launching	boot	sequence	

from	CFO:

Execute	CFO:SYS/S/Us-

er-Startup

 ▲Image 1. The CF card plugged in with adapter to PCMCCIA joint in Amiga 600.

↷
↷

↷
↷

↷

39Komoda & Amiga plus #6

autumn / winter 2016

A
M

IG
A

TU
TO

R
IA

L



It also should be kept in mind to 

assign Amiga’s key volumes with 

Assign command to equivalent 

to them directories placed in 

the CF card. Otherwise the sys-

tem will keep refering to those, 

which still are in the boot disk.

;	System	volumes	assign-

ment	to	CFO	directories:

Assign	SYS:	CF0:SYS/

Assign	LIBS:	CF0:SYS/Libs

Assign	DEVS:	CF0:SYS/Devs

Assign	FONTS:	CF0:SYS/

Fonts

Assign	L:	CF0:SYS/L

Assign	S:	CF0:SYS/S

In such a configuration the 

primary system with controllers in 

the boot disk may have residual 

form.

This solution is recommended 

to the beholders of Amiga with 

a kickstarter of final number low-

er than 300 (e.g. 37.299). ROMs 

of this type had errors, which 

in practise unabled Amiga’s 

cooperation with hard disks. This 

idea may also be useful in case 

of worn- out hard drives, thanks 

to it their malfunctions will not 

cause the loss of the system.

Fundamentally CF cards work 

perfectly, meaning quickly 

and efficiently even with not- 

very- advanced Amiga600. 

Obviously one has to prepare 

for loss of some RAM memory 

available in the system. Indeed, 

the controllers and CF card’s  

buffer have to place themselves 

somewhere. It is why it is worth 

to equip yourself with memory 

expansion at least of 1 MB Chip 

RAM or to make yourself some 

turbo card. It is important, how-

ever, so that the last one will not 

block the PCMCIA slot. Such 

cards are labelled in the market 

as “PCMCIA” friendly

About performance, in the 

table below (Table 1) there is 

a comparison of one of the CF 

cards with dense floppy disk 

drive 3.5’’ and an aging hard 

drive  Seagate ST351A/X with 

capacity of 40 MB. Test was 

conducted on Amiga600 with 

2 MB Chip RAM and MC68000 

processor @ 7 MHz using SysInfo 

4.0 programme.

Type of drive Volume Speed [KB/s]

Floppy drive DF0: 20

Hard drive DH0: 334

CompactFlash CF0: 428

It is worth mentioning, that in 

case of standard Amiga1200 

speed of CF card equals to 

about 2 MB/s.

The other comparison (Table 2) 

includes the defined by SysInfo 

4.0 speed of 3 CF cards put into 

Amiga 600 with Furia 020 turbo 

card installed,  MC68EC020 

@ 33 MHz and 5 MB Fast RAM 

available in compatibility with 

PCMCIA mode.

 ▼Tab. 2. Comparison of Compact Flash cards’ speeds.

CF card model Capacity Speed [KB/s]

SanDisk Ultra 4 GB 2133

Canon FC-32MH 32 MB 1878

Canon FC-8M 8 MB 1791

As it can be seen, in case of de-

veloped 600 speed also equals 

about 2 MB/s. Fundamentally, 

the impact on the parameters 

have: configuration of Amiga, 

throughput of it’s slot and prop-

erties of a card.

In spite of so many years, Amiga 

600 and 1200 computers, thanks 

to their built-in PCMCIA slot, 

can still support modern mem-

ory cards. It may simplify the 

exploitation of these machines 

and make easier the exchange 

of data with external world, 

replacing also now obsolete 

data carriers, which are floppy 

disks or even CDs. CF cards are 

relatively quick, nowadays 

comparatively cheap and first 

of all stable and secure data 

carriers. Therefore they may 

be used in data archiving but 

also in creating backup copies 

of Amiga’s partitions, allowing 

us to restore the system in an 

emergency situation. 

It should be also pointed, that 

there is a possibility of replac-

ing classical hard disks with CF 

cards or Secure Digital owing 

to adapters to IDE joints. But it is 

theme for a different elabora-

tion.

PERFORMANCE

AT THE END

↷
↷

↷

 ▼Table 1. Comparison of drives’ speeds
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MADE IN POLAND

Where bytes travel back in time...

DUST COVERS FOR RETRO-COMPUTERS
• durable, crack-proof plastic material
• protects against dust, splash, dirt and UV radiation
• perfectly transparent, emphasize a computer’s look
• machine will shine as new

Available models: Atari STFM/STE/Falcon, Atari XE, Atari 800XL, Commodore 64, Commodore 64C, Commodore 16, Commodore VIC-20, Amiga 
500, Amiga 600, Amiga 1200, ZX Spectrum Plus, ZX Spectrum 48K. New models soon, also dust covers for accessories - tape decks, disk 
drives and many more! 

www.retronics.eu
OUR PRODUCTS ARE AVAILABLE ON , and   EBAY.COM EBAY.CO.UK  SELLMYRETRO.COM
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Interview and Translation: bobikowoz

Recently there have been 

some attempts to revive Com-

modore brand: THE 64 Com-

puter and Handheld Console, 

CBM Smartphone. You are not 

trying to mix the old brand with 

some completely new hard-

ware, but to expand and re-

work the original. What do you 

think about these new items?

 

I actually like these announce-

ments very much, as they all 

include hints at how hard it 

would be to really re-create 

the C64 or Amiga machines. 

Instead, these announcements 

are using emulation, which 

is much easier to make, but 

inferior technology. 

 

What we’re doing here is far 

more advanced: We have 

re-created the mainboard of 

the C64 using it’s original chip-

set, and we have reverse-en-

gineered the original C64 

and Amiga chips, so we can 

synthesize them on a mod-

ern-day chip, called “FPGA”. 

This has been a process that 

has been going on for years, 

while other projects are trying 

to make a quick buck using 

cheap ARM processors and 

open-source emulation. 

 

The real chips and our FPGA 

implementations have a huge 

advantage: They really be-

have like the original machine. 

With so many programs requir-

Jens
Schönfeld

Jens Schönfeld is a founder and CEO of Individual Computers company. 
A passionate engineer with ultimate goal to bring us brand new Commodore 
hardware in highest quality, as we all recall it form the past. You can find his 
ideas and previously released projects at https://icomp.de, but most of 
active Amiga users are definitely aware of Jens’ progress. However, from time 
to time it’s still good to catch up on the latest news.

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT

42 Komoda & Amiga plus #6

autumn / winter 2016

C
O

M
M

O
D

O
R

E
IN

TE
R

V
IE

W



ing cycle-exact execution and 

games requiring input timing 

precision of less than 5ms, 

emulation will never give the 

exact look-and-feel, because 

there is always a long input 

lag. Further, emulation can 

only work sequentially, but 

real chips and FPGAs can run 

simultaneously. In short: We 

provide the better technology. 

Has anyone ever contacted 

you in attempts to purchase 

your technology? Would you 

agree to sell this solution so 

that it can be used in someone 

else’s idea?

Of course licensing is possible. 

If the target platform allows 

identifying single units (which 

is easily done by using FPGAs 

with unique serial IDs), I’m 

open to cooperation with oth-

er retro-related projects.

The news post on Icomp.

de portal announced your 

works as “Commodore Back 

In Germany”. I hope that was 

only about the location of your 

company, and there won’t 

be any regional limitations for 

buyers…

There is no regional limitation. 

We can ship worldwide, and 

the Commodore brand has 

been registered in all major 

countries. The news item really 

only points out that we are 

developing and producing our 

products in Germany: Ger-

man engineering for a classic 

brand. We specifically exclude 

using the Commodore brand 

to re-label cheap imported 

products.

You are planning to release 

two mainboards and four cas-

es. Everyone can compare the 

outside easily, and choose the 

prettiest one, but what about 

the inside? Could you reveal 

something about the mother-

boards?

I’m sorry, but at this point 

I cannot reveal too much, as 

the specifications aren’t final 

yet.

 ▼C64 reloaded from 2015.

“We have re-cre-
ated the main-
board of the C64 
using it’s original 
chipset, and we 
have reverse-en-
gineered the 
original C64 and 
Amiga chips, so 
we can synthesize 
them on a mod-
ern-day chip, 
called “FPGA”. 
This has been 
a process that has 
been going on for 
years...
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For the C64, there will be two 

mainboards: 

 

The first one is “restoration 

gear” and uses original chips. 

This will be very much like the 

C64 Reloaded boards that we 

have shipped in 2015, but with 

a few technological updates. 

All interfaces remain the same, 

so original monitors will work, 

but we’ll also keep the S-Vid-

eo output. The board will be 

shipped without chips – sim-

ply because we don’t have 

C64 chipsets any more. I am 

specifically calling this board 

“for restoration purposes only”, 

because I don’t want people 

to harvest chips from working 

C64 computers. This type of 

board will be available first. 

 

The second board will be 

based on FPGA and it will 

have a few more modern 

interfaces for flat screen moni-

tors and TVs. This is what I think 

will be interesting to many 

more people, because there 

is no need to add any chips. 

The FPGA chip implements the 

complete C64 chipset, much 

like the Turbo Chameleon 64 

does in a standalone mode. 

This board will be available 

much later, probably in the 

second half of 2017.

And how what is your progress 

with Amiga Reloaded?

Priorities have moved, but 

one major thing has changed 

on the “Amiga Reloaded” 

project: it’s name. We don’t 

have a license to use the 

Amiga name, and we’re not 

interested in using that name. 

Instead, we will use the Com-

modore brand, and the name 

of this board will be “Commo-

dore A1200 reloaded”. 

 

The prime goals of the project 

are still in place: It shall use the 

real AGA chipset for providing 

best compatibility, and it shall 

be a basis for making both, 

a low-cost gaming machine, 

or a high-end Amiga work-

station with performance not 

shown before with the stand-

ard AGA chipset.

What does it feel like to finally 

“catch the rabbit”, to get the 

rights for something you love 

and work with your whole life? 

Do you have another dream to 

follow?

Getting the rights to use the 

Commodore brand may seem 

to be a goal of some kind, 

but in reality, it’s just the start 

of a lot of work. This may be 

due to the way that I handle 

all engineering jobs: Anything 

I make must be “better” than 

what I’ve made before. Now 

being able to put the Com-

modore brand on a product 

means a lot of responsibility, 

because we all remember 

Commodore as “cutting edge 

technology” and we connect 

the name with various mem-

ories of a new technological 

age. 

 

Whatever I make, people will 

compare the new products 

with what they remember from 

the 80s. It is my responsibility 

not to destroy the fond memo-

ries of potential customers, but 

to revive and refresh them. 

This is a challenge, and I’m 

happy to face it.

44 Komoda & Amiga plus #6

autumn / winter 2016

C
O

M
M

O
D

O
R

E
IN

TE
R

V
IE

W



1024 bits
Editorial: Neurocide; Translation: Ari

R
EC

EN
ZJA

D
eep yellow cover with a black BASF 

inside, marked with red inscriptions. Ferro 

Extra I 60. 

I will never forget cassettes from this series. In the 

early nineties you had the opportunity to buy 

pirated software from your local computer shops 

and enjoy it. The truth is computers were horri-

bly expensive but the games were dirt cheap. 

I think, that every C64 owner remembers their 

first cassette. Western Europeans bind this expe-

rience with one specific game. In Poland things 

were different, we had our “first time” with twen-

ty or even thirty titles at once, and we checked 

one after another just to distinguish those worthy 

of our attention. My father chose my first cas-

sette – it wasn’t just blind choice, he encoun-

tered exactly the one with Kane 2 on it. And it 

was the only title he remembered from C16. We 

used to play it when we visited our friends, who 

had that machine. 

I must admit it, he made a good choice. 

Many games from this tape had one thing in com-

mon. It was the Mastertronic logo. And you could 

find some great games there, such as : Kane 2, 

Ninja, Panther, Leaderborad golf 2, Express Raider, 

Flash Gordon, Speed King, Thandos, Barbarian 1 

and Barbarian2, Spitfire 40, Platoon, Super Zaxxon. 

As you can see, they represented the wide themat-

ic range : western, far east, fantasy, SF, Vietnam war 

and a multiple choice of genres: racing, fighting, 

shooters, simulations. The thirteen year old kid in the 

early nineties didn’t need any more than that. 

There were hundreds of similar game-sets in those 

times, more or less various, but I must admit, the one 

I got was the special one, because I spent many 

hours playing every game on it and I often returned 

to it just to play one more time. Besides, I love to 

listen on YouTube music theme from the great 

Panther at least once in a month, and when I think 

about our family golf tournaments (that lasted 

many hours), it brings a tear to my eye.

BASF Ferro Extra I 60. First and above all others. 

R
EC

EN
ZJA
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Resurrection:

Review: MrDarth; Translation: MrDarth, Matt Skotarski

U
pon turning on the TV, 

an eighth wonder of the 

world appeared right 

before my eyes, a beautiful, 

orange logo with a frog facsim-

ile; ever since then, I’ve spent 

more time with my new green 

companion, than the trees and 

bushes behind the house. 

But first things first: who is this 

mysterious “Super Frog”? He’s 

a sad prince-turned-frog after 

his princess was abducted by 

a cruel witch. Depressed by the 

loss of his beloved, he contem-

plated by the riverside, where 

he found a bottle of “Lucoza-

de” and promptly drank from 

it, obtaining superpowers and 

a cool red cape. 

And that’s how his journey 

begins. The game consists of 

24 platform lev-

els divided into 6 

locations in which, 

besides finding the path to the 

next chapter, our goal is to 

collect as many coins and fruits 

as we can. Each level is packed 

with secret passages, with 

precious treasures waiting to be 

picked up. After each level we 

can play one-armed bandit, 

giving us a chance to win extra 

lives, score multipliers or – the 

most awesome prize – code to 

the level. Using it, it’s possible 

to start our next journey from 

the level we just finished, rather 

than from the beginning. These 

are very useful, especially when 

we die on the same spike trap 

seventh time in a row. 

Sometimes we have to find 

a key to the gate of the castle 

in which we are, surprisingly, 

locked to proceed to the next 

level. From time to time we 

try  to escape the pyramid, or 

we slide on 

glaciers. On 

our way to princess, we have to 

face bloodthirsty monsters, such 

as small fluffy bees and hedge-

hogs; some of the creatures 

can be defeated by jumping 

on their heads, and some are 

sad, when we shoot them with 

our Frog-ammo. 

The music accompanying us 

from the beginning definitely 

makes this game complete. 

Team 17, creators of games 

like “Worms”, already in 1993 

were able to make kids spend 

their time in front of the screen. 

Superfrog has a special place 

in my heart, because of it’s plot 

and extraordinary atmosphere. 

When I was playing, i felt like 

I was the titular frog myself, 

trying to reach my beloved 

princess. 

Back in my youth, being a little adventurer curious about the surrounding 
world, I was exploring the forest near my grandparents house, which led to 
them scolding me for spending too much time in the wild – few trees and 
couple worms around strawberry patch at best. As a sad adventurer would, 
I went to the room, contemplating the cruelty of the world. There, I found 
a locker, with a strange gray plastic box within, signed “Amiga 32” and 
a disc titled “Superfrog”.

SuperfrogREVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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In 2013 Superfrog visited mod-

ern consoles and PCs. Unfortu-

nately, the atmosphere wasn’t 

preserved – graphic design, 

besides being adapted to the 

contemporary requirements, 

doesn’t have the same effect 

as the original one. Intro to the 

game is no longer a short mov-

ie, but a few pictures’ slideshow. 

The music itself was remade 

and “remastered”, further tak-

ing away from it’s original effect 

of keeping players excited and 

at the edge of their seats. Some 

locations were refreshed and 

an entire pack of new levels 

was added as well. In addition, 

after finishing one of the new 

levels, we gain access to the 

original one, with it’s original 

music, in new HD Graphics of 

course. In this version of the 

game, creators implemented 

a new game mode, introducing 

a time limit, forcing us to keep 

going as fast as possible, all the 

while collecting clocks giving us 

extra time. In standard mode on 

the other hand, every four com-

pleted stages in a particular 

zone rewards us with a mini boss 

battle against The Witch; sadly, 

they’re repetitive and don’t 

differ much, except for envi-

ronment – dangerous spikes we 

have to avoid, or big cannons 

shooting at us.

The remastered game ap-

peared on PC, PS3 

and PS Vita. Due to 

newly introduced 

feature of cross-platform saving 

between the two latter options, 

players can continue their ad-

venture on the go. A level editor 

was added, not very intuitive 

on PS consoles but appreciated 

nonetheless.

During the play-through of the 

remaster, I was deeply con-

cerned by the fact that some-

thing is missing. In my opinion 

it was the music and graphic 

design. Despite the game being 

a nice touch for the fans of the 

original, it won’t replace it. Clas-

sic will remain a Classic.

Superfrog RESURRECTION

 ▼Superfrog HD on PS3.

 ▼Original Superfrog as we know it from Amiga.

 ▲Superfrog HD on Android.
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Interview: GeoAnas

Hi Markus! We are all so glad 

having you here! Could you 

please introduce yourself to 

our readers?

Hi George, and a big Hello 

to all readers! I’m Markus 

from Germany. I’m known in 

the C64 scene as c0zmo, or 

let’s put it this way: I hope 

I will be known as c0zmo! I’m 

42, and thought this is the 

perfect age for finding the 

answer to life, universe and 

everything: It’s the C64! So, 

I just started composing on 

the SID, some months ago. 

Outside the scene, I work as 

a systems administrator and 

network engineer. My family 

status is “Al Bundy” – married 

with children... Thank you for 

having me here. I enjoyed the 

other SID-Adventures. That’s 

quite a great company you 

put me in!

Are you a self taught musi-

cian?

Yes, absolutely. As a child, 

I did not have the opportunity 

to take music lessons. But I was 

very early fond of black and 

white keys – my uncle had 

a home organ, and there’s 

a story still told in my family 

that I tried to play on it before 

I could even walk. When I got 

older, I didn’t feel like taking 

lessons, but I taught myself to 

play the piano and keyboards. 

However, since I was 20 or 

so I play in bands, and every 

once in a while I feel like I’m 

a bit stuck because I cannot 

read sheet music. But I com-

pensate that by memorizing 

the pieces. Two years ago, 

I took a few piano lessons to 

finally learn notes and stuff, 

but it was quickly clear that 

was wasted effort.

Let’s start from your early 

days, shall we? I have a hunch 

that you have a long story 

to tell, about your very first 

Amiga years! Do you want to 

share with us some “relics” 

from the past?

Ok, then. Let’s start right from 

the very beginning. When 

I was 10, my cousin gave me 

his Sinclair ZX81, which I fooled 

around with, typing BASIC 

listings and stuff. I quickly 

wanted “more” – there was 

that awesome computer 

a few guys from school had: 

The Commodore 64. I urged 

and begged my parents, but 

they couldn’t afford buying 

one. I had a classmate with 

a VIC-20 and his father, who 

was a sales representative for 

a HiFi-Stereo company, talked 

to my parents and organized 

a Commodore-computer 

with a big discount. Then on 

Christmas, there was a huge 

present under the Christmas 

tree. I unwrapped it full of 

anticipation, saw the Commo-

dore-Logo and it read Com-

modore 16! Can you imagine 

my disappointment? Man, 

I got the laughs from all my 

schoolmates on my side. But 

I got to like that computer. It 

had a good BASIC interpreter 

and a built-in machine lan-

guage monitor, and it had 

a reset-button! Of course, it 

was very limited compared 

to the C64, and there weren’t 

many good games. However, 

I used the C16 for two and 

a half years. Then, finally, I had 

saved enough money to buy 

an Amiga 500.

The Amiga was a revelation, 

compared to the C16. Of 

course I played games on it, 

but I also learned structured 

programming in C, Pascal and 

Modula 2, as well as a little 

68K-Assembler. When I went to 

business school, there was this 

c0zmoSID Adventures:

c0zmo / BliSS is a newcomer musician to the C64 Demo 
Scene and a talented SID composer. His origins go back to 
the Amiga Scene. He has not released many tunes yet but 
these few are all real gems. He, maybe, holds also a world 
record: he took part in two music combos and won them both 
in a row with “Oldschool Heaven” (BCC party #10) and with 
“The First Storm” (at Forever 2016 – Defender of the 8 Bits).

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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guy who also had an Amiga, 

and he told me that he was 

composing songs. He called 

himself MLP Artworx and was 

a member of the Amiga scene 

group “The Special Brothers”. 

This made me very curious. 

I went to his place and saw, 

for the first time, a tracker: The 

Soundtracker by Karsten Obar-

ski. I was stunned by 

the possibilities. We 

teamed up, from 

that point MLP Art-

worx was a duo. For 

the next three years, 

we composed a lot 

of songs, some of 

which were used in 

demos and intros of 

The Special Brothers, 

and later Desire. But 

then we had a real 

bad argument, and 

split up.

How was the Ami-

ga-scene like back 

then? Your music 

was quite good, 

but most of your 

tunes were released 

in music collections 

and there doesn’t 

seem to be in many 

demos. What happened?

Well…I’ll be honest. From the 

beginning, I had the feeling 

that I did not quite fit in the 

Amiga scene. Most people 

I met on group meetings or 

scene parties were edgy and 

arrogant; they let me feel that 

I was a rookie without any 

experience. I had just turned 

16; everyone else was older 

than me. I was excluded from 

group decisions and wasn’t 

taken seriously. The situation 

did not get better when I grew 

older and made more (and 

better) music, and eventual-

ly I could not stand that any 

more, and left the scene. 

Maybe I’m doing them wrong, 

but that were my feelings.

I kept on composing MODs 

for myself, but never released 

them. I traded the Amiga 500 

for an Amiga 1200 with Tur-

bocard (Blizzard 1220/4) and 

even installed a hard drive 

– 200 Megabytes (!) for 899 

Deutsche Mark, that’s about 

460 Euro… I then, focused on 

BBSing, I was an avid user of 

the Fidonet and several BBS 

in our area. In 1996 I bought 

my first PC with a Cyrix P150+ 

CPU and Windows 95. I sold 

the Amiga and – I could bang 

my head against the wall for 

hours, when I think of this – 

gave away ALL of my disks, 

including ALL the works I did 

in Protracker. All of my own 

self-sampled instrument disks. 

They are lost, forever. I don’t 

know what I was thinking – 

maybe I was still hurt by how 

the collaboration with MLP 

Artworx turned out and took 

the opportunity to make a fi-

nal cut.

Years later, on a garage sale, 

I found an A1200 with a 200 

MB hard drive and 

a Blizzard 1220/4 

Turbocard that 

I bought it for 20 

Euros but it was not 

the same machine, 

as one could think. 

I played around 

with it a little and 

enjoyed nostalgia, 

then I put it into the 

cabinet, where it 

began collecting 

dust.

Was Amiga your 

very first system 

that gave you the 

motive to com-

pose? Have you 

any previous ‘SID’ 

experience?

I had a music 

program for the 

Commodore 16, but I did 

not use it often – the TED’s 

sound is just too rudimentary. 

I mean, two voices sharing 

one ADSR-Envelope – and only 

square-wave without PW-Mod-

ulation? Come on! So yes, the 

Amiga was the first platform 

that I used for composing.

Did you enjoy playing games? 

Which were your favorite titles?

Of course I did! My all time 

Top Three are: Turrican (I+II), 

Lotus Esprit Turbo Challenge 

and Cannon Fodder. I espe
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cially liked the games where 

Karsten Obarski did the music 

– e.g. Future Tank and Crystal 

Hammer – because he was 

the author of the Soundtrack-

er. It was interesting to hear 

what he achieved using his 

own program. And he did 

the music for Dyter-07, which 

in my opinion has one of the 

best soundtracks of all Ami-

ga games, as it’s so ‘chip-

tune-ish’.

Have you been involved in 

music making for any com-

mercial release?

Yes, that was my dream back 

then – and with MLP Artworx, 

we managed to jump onto an 

opportunity to do game music. 

We had a contact to Rainbow 

Arts and they were interested. 

They provided a game con-

cept and early graphics to us, 

but a few weeks later we got 

notice that the development 

was seized. At first we childish-

ly thought they found a “bet-

ter” composer, but the game 

was in fact never released.

I think that around ‘90s, you 

started a professional music 

business. You were about to 

release an album on CD, am 

I wrong? What happened in 

the end?

Well, yeah. That’s a sad story. 

In 1996, when I got my first PC, 

I bought a MIDI interface and 

started playing around with 

sequencers. A few months 

later, I met Mig (MLP Artworx) 

again, by chance. We de-

cided to forget our old fight, 

and teamed up to make 

music again – this time “real” 

music, as professionally as we 

could achieve. I already got 

some synthesizers, he got an 

AKAI-Sampler and voila, our 

project studio was ready. We 

called our project “Cosmic 

78”. We made a lot of songs, 

most of them quite crappy, 

but some very cool, even for 

today’s standards. I bought 

more keyboards and we even 

hired a professional female 

singer. Yes, we were serious! 

In a tremendous effort, we 

created a complete album. 

Unfortunately, we were not 

able to sell it. We were too na-

ive and made some mistakes. 

Shortly said, it was a disas-

ter, financially, 

and personally 

too, because 

we again had 

a bad fight and 

parted.

So your CD 

album has never 

been published 

and is lost for-

ever?

For almost 20 

years now, our 

complete “Cos-

mic 78” album 

“When Cosmic 

Cultures Meet” was lost, and it 

almost fell into total oblivion. 

First I wanted to just leave it 

behind me and never think of 

it again and then over time 

I didn’t care about it anymore. 

But since the day you contact-

ed me and asked me about 

this CD album, I just could 

not stop thinking about the 

“Cosmic Cultures”. This nev-

er-released album, breathing 

the spirit of ‘90s optimism, of 

the attitude that everything 

is possible, was still stored on 

some old hard disk of mine. 

Eventually I could not ignore it 

any more – I wanted to publish 

it! But I couldn’t just upload 

it somewhere, because I was 

not the only creator – Mig 

was the other part of our duo 

– and I had lost contact with 

him for over a decade. Over 

a few nights with very little 

sleep, I decided to try and find 

him again, and I actually suc-

ceeded. He was very happy 

to hear from me again, and 

I managed to convince him to 

finally let the world out there 

listen to our work from back 

then! So, today is the day, and 

this interview is the opportu-

nity, where I can make the 

official announcement: “When 

Cosmic Cultures meet” is now 

on line at SoundCloud, free of 

charge, for everyone to listen! 

I hope you’ll enjoy these songs 

at least as much as my C64 

tunes. But when judging these 

works, remember how long 

ago they have been created.

Why does someone active on 

the Amiga scene, buys a C64 

some 30 years long after he 

started on the Amiga and 

begins composing on a SID? 

What attracted you to start 

working with SID as well?
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Last year, after undusting my 

old Amiga 1200 and enjoying 

playing games, somehow 

the C64 came into my mind. 

I always wanted one – the 

time had finally come. I got 

a C64 from eBay and ordered 

a XM1541 cable. I discovered 

websites like gb64, HVSC and 

of course the CSDb, especial-

ly the demos there caught 

my interest – the last demo 

I watched on a C64 was in 

1991. The C64 hardware did 

not change since 1982, and 

I had no idea of the extreme 

software evolution that I had 

completely missed. The first 

demo I had running on my 

very own C64 was Edge of 

Disgrace, and you can proba-

bly guess that I was shocked. 

Completely. What… The… 

Fuck!!! Then I loaded up Un-

censored, and I was lost. That 

piece is so much more than 

just a demo, it is art. Everything 

is perfectly timed, and the 

soundtrack is just awesome. 

I watched more high-rated 

demos: Comaland, Coma 

Light 13, Wonderland XII, We 

Are All Connected and a few 

more. They all blew my mind.

And wow, the music: Diverse, 

rich and not at all the simple 

chiptune style I knew – here 

I listened to the work of real 

artists! That was the moment 

where it became crystal clear: 

I want to be part of this; I want 

to compose on the C64!

What exactly does the Com-

modore 64 represent to you?

Although I went from C16 to 

Amiga, the C64 always had 

a place in my heart. One of 

the first games that I played 

was Ghostbusters. Personally, 

this game stands for the glory 

days where I visited my school-

mates and we played all 

afternoon, loading the games 

from tape. I have many good 

memories which are somehow 

linked to the C64. When I got 

my first own C64 last year, 

I instantly knew how to use 

it – LOAD “$”,8,   SYS 64738,   

POKE 53280,0... After all those 

years, the commands where 

still in my head – even though 

I never actually owned a C64 

before! It was kind of spooky, 

but on the other hand it shows 

the bond that I always had 

and still have with this great 

machine.

To me, the C64 got a soul. It 

represents the zeitgeist of the 

‘80s, when things were easier. 

Life was easier. Seeing how it 

is being used today, 30 years 

later, with people still releas-

ing stuff for it, creating tools, 

demos, gfx, music – awesome 

pieces of art – is just pure bliss.

How do you compare SID mu-

sic composing to Amiga/MOD 

and real music making?

On the C64 I use Hermit’s 

great SID-Wizard for creating 

my music, and the work flow is 

not very different from Pro-

tracker on Amiga. Of course, 

you don’t have to deal with 

1.000.000 instrument disks that 

make things easier. On the SID, 

you are very limited though: 3 

channels, 3 waveforms, noise, 

one filter, ring-modulation 

and sync. The challenge to 

make the most out of this is 

one of the reasons why I like 

composing on the C64. As 

for the ‘real’ music, that’s 

a completely different thing. 

You can add as many tracks, 

instruments or FX as you like in 

a modern sequencer. Virtu-

al instruments are on a level 

where even trained ears fail 

to distinguish whether it’s the 

real thing. It’s a composer’s 

nirvana!

And there’s another impor-

tant point: The failure of the 

Cosmic 78 project somehow 

totally destroyed my motiva-

tion to compose my very own 

music. So, in my bands we fo-

cus on playing cover versions 

of existing songs. With the C64 

coming into my life, that nerve 

has been tickled again, and 

my desire to be creative has 

been re-ignited. I am back, 

composing own tunes, and 

that’s great.

Do you have any plans for an 

Amiga demo scene “come-

back” as well?

No. Seriously, I cannot stand 

those 8-bit-samples any more.

Time to show off! It’s not a sin, 

isn’t it? Let’s talk about your 

studio, your favorite music 

tools, trackers, gear?
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For my ‘real’ music, I use 

a Macbook Pro with Logic X 

for arranging and mixing my 

recordings. My formerly giant 

synth-park has been boiled 

down to one stage piano 

that I use on every gig, the 

fabulous Nord Stage 2. When 

I need a second set of keys, 

I still got my Korg X5D, 20 years 

old and still doing it’s duty! For 

the fun of it I also have a Nord 

C2 Hammond-Clone.

Regarding my C64 setup, 

I have a ‘Breadbox’, a C64-

II and a 1541 Ultimate II. My 

“weapon of choice” for com-

posing is Hermit’s SID-Wizard. 

I love to compose on the real 

thing, and SID-Wizard really is 

a beast.

Please name your SID “He-

roes”!

Okay – but please take into 

account that I missed 25 

Years and haven’t caught 

up yet! (That HVSC is HUGE!!!) 

Old masters, in no particular 

order: Matt Gray, Ben Daglish, 

Jeroen Tel, Martin Galway, 

Chris Huelsbeck and of course 

Rob Hubbard.

From the currently active com-

posers I like the works of Drax, 

Dane, Fanta, Linus, Jammer 

and Flex. And I give special 

kudos to LMan and Jason 

Page, as they keep pushing 

the SID into directions nobody 

would have dared to dream 

of in the ‘80s!

Do you think that SID emula-

tion reached its ultimate state 

of perfection? What do you 

think about ‘SwinSID’ and the 

rest modern hardware –wan-

nabe– SID replacements?

SID emulation has come to 

the point where it works as 

a substitute. I use to check my 

tunes in VICE, as it allows me 

to select from a pretty wide 

range of different SID-mod-

els. It’s pretty close, but not 

perfect, in my opinion. As long 

as SID chips are available on 

the market, I see no real need 

for replacements. I haven’t 

checked one yet, but I have 

great respect for the people 

developing them. Someday 

there will be the need for 

those chips, if we want to 

keep the C64 alive beyond 

using emulators.

What is your favorite chip to 

work with, the “dirty”/”click-

ing” 6581 or the almost perfect 

8580? Nostalgia 

or quality? Name 

your poison!

That’s difficult to 

answer. For pure-

ly oldschool-ish 

tunes there is of 

course no substi-

tute for the 6581, 

but you quickly 

encounter its lim-

its. On the other 

hand, the 8580 

is perfect for sweet basslines, 

filtersweeps and all kind of 

tricks. But then the users with 

only a 6581 cannot enjoy the 

tune, except on an emulator. 

That’s a real conflict for me. 

I’m not comfortable with that 

situation; I cannot favor one 

over the other. So I support 

both.

I really enjoy your first “Trans-

forming” music tune! Such 

a good start! This was followed 

by “Blissed Out!” an equal (or 

maybe better?!) to your first, 

in terms of quality, release. 

Another ‘ear’ candy! I was 

caught by a nice surprise with 

the “SID-Diffing” feature, you 

introduced there. Could you 

explain us in more details what 

is this exactly for? Will you use 

it to your future releases? Are 

you going to improving it by 

adding new features, making it 

“smarter” perhaps?

I think that every C64-own-

er has the “right” to enjoy 

SID-Music as it is intended, 

regardless of which SID there is 

in his machine. During com-

posing “Transforming”, I decid-

ed to make two versions of the 

song to support both 8580 and 

6581. When I finished the song 

(on the 8580, by the way), 

I loaded it into my 6581-ma-

chine and started tweaking 

the instrument parameters. 

I found out that I only needed 

to do minor changes: In the 

end, just five bytes made the 

difference!

When I coded the frontend 

screen for Transforming, 

I had this idea: What if I did 

a SID-Detection and then alter 

these five bytes to the accord-

ing values? I wrote a small 
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routine that compares both 

tune versions byte by byte and 

writes the deviating addresses 

and values into a table. These 

values are then written back 

after the SID-Detection, which 

I by the way “borrowed” from 

SounDemon (Kudos, man!). 

That worked perfectly. I added 

the feature to manually switch 

the diff-data, so if the de-

tection fails, the user can just 

switch to the correct model. 

:) Several sceners contact-

ed me after the release and 

asked me about the diffing, 

one called it “...the best thing 

since sliced bread”. So I seem 

to have found a soft spot 

here.

The diffing itself cannot be 

made smarter, although in 

theory, it should be possible to 

“map” certain settings to their 

“other SID” counterpart. But 

I think the work to adjust the 

settings to the SID should be 

done manually by the com-

poser. It’s quite easy actually, 

and I will try to adjust every 

tune I make to sound properly 

on both SID-models. Mean-

while I’m also in direct contact 

with Hermit, I try to convince 

him to implement support for 

SID-switching directly into his 

SID-Wizard.

This year you joined “BLiSS”. 

How did this happen? What 

are your plans this year?

BLiSS was founded by Thun-

derBlade. We were friends in 

the late ‘80s, but we lost sight 

of each other. Over the years, 

he built his own scene group, 

and later became a member 

of Fairlight. Then he gave that 

up to build Protovision and the 

German magazine GO64!

He had left the C64 scene 

over 10 years ago, but re-

cently he came back. Right 

after I got my C64, I found 

him on Forum64.de, and after 

25 years we met personally 

again. He led me into the C64-

scene, and helped me releas-

ing my first SID composition, 

Transforming.

 

So seen from a C64 view, I’m 

kind of a new guy while he is 

the veteran, which is positive 

for both of us. He has all the 

experience, but I am “un-

spoiled”, full of fresh ideas.

But there’s more to BLiSS: 

Just for nostalgia and fun, in 

2012 ThunderBlade released 

an updated version of his 

“Ultraflash-Noter”, originally 

released in 1995. I tried it out 

and was struck: What a mark 

against the volatility and 

superficiality of today’s over-

rushed communication!

Think Facebook, WhatsApp, 

eMail, etc… In the old days 

of the C64, communication 

happened in a better way: In 

notes – with SID music. I found 

that notion very appealing. 

We actually started sending 

each other C64 note files to 

discuss matters! I found this 

a much more intimate and 

personal way to communicate 

than sending plain eMails or 

instant messages. As a nice 

side effect, I include my tunes, 

so he can test them on his 

machines.

This is a great aspect of the 

C64 scene – you can just be 

crazy, because everyone else 

is, albeit everyone in a differ-

ent way, I guess. So why not 

use this machine like it was still 

1989? I’m glad that modern 

communication tools exist, as 

well as emulators, cross-dev 

tools, etc. And I’m perfectly 

fine with all releases made 

with GoatTracker, SID-Track-

er64 or any other off-platform-

tool. It’s just not my cup of tea. 

To me it feels a bit like a meet-

ing of classic car owners, 

who all arrive in their air-con-

ditioned, latest-generation 

Mercedes or BMWs, because 

it’s easier and more comfort-

able, while their classic cars 

never leave their garages.

That’s also one of the rea-

sons why I use a native music 

program and not GoatTracker. 

It’s one of the reasons why 

I care about SID-models and 

put effort into the SID-diffing. 

If I didn’t care about the real 

thing, I could rather use an 

emulator for everything. But 

as I mentioned earlier, I also 

test my tunes in VICE, and 

I use a 1541 Ultimate II, which 

in its core is nothing else than 

an emulator. So yes, the line 

is very blurry. Of course there 

are situations where emu-

lators or cross-dev tools are 

extremely useful. And I don’t 

save my notes to Thunder-

Blade onto real floppy disks 

and put them into an enve-

lope – I snag them from the SD 

in the 1541U2 and send them 

via eMail. But I make them on 

the C64, and that’s what it’s 

about.

The more I talked with Thun-

derBlade, learned about BLiSS 

and the mindset behind it, the 

more I felt that it would be the 

right thing to do, to team up 

with this old friend from the 

‘80s. Eventually, on a “pure 

C64 meeting” initiated by me, 

he introduced me to some 

project ideas, and one 
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of them was very appealing to 

me because it needs several 

pieces of music – the right 

task for me! It’s not a demo, 

at least not in the traditional 

way – but there will be much 

to see and, of course, listen 

to. For me, it’s quite an am-

bitious project and I have no 

idea how far we will come 

– we both have families and 

demanding jobs – and if we 

will ever cross the finish line. 

But maybe we will have a little 

surprise later this year?

Are you going to support ste-

reo SID format? Do you enjoy 

it?

I ordered a STEREOinSID kit 

a few days ago, but primarily 

to be able to check my tunes 

on both SID-models without 

having to boot up the other 

machine. While I think I will 

stick to a single SID for now, 

I am also very curious about 

Stereo-SIDs. Having an ad-

ditional SID means so much 

more than having 3 extra 

voices. More things become 

possible, imaginable.

Do you think that the C64 

demo scene is going to get 

more attention in the future? 

Can you make a prediction?

Since I’m totally new to the 

scene, I do not feel entitled to 

make any predictions. I missed 

its evolution entirely, and I feel 

extremely lucky that I finally 

got to be a part of it. All I can 

say is I’m glad that the scene 

still exists, and that it exists 

in such a scope. Of course 

I hope it will be like this for all 

eternity.

It’s such a different experi-

ence for me, compared to my 

memories of the Amiga scene. 

I found nice, warm-hearted 

and open-minded people who 

are more than willing to share 

their time and knowledge. In 

retrospective, my decision to 

favor the Amiga over the C64 

was the wrong one. Thunder-

Blade was very early clear 

about this; he abandoned his 

Amiga in 1992 and focused 

on the C64. I laughed at him 

back then – now he laughs at 

me. 

Can I take a peep into your 

future plans?

My primary plan is to continue 

composing on the C64. I’d like 

to make music for some dem-

os. Furthermore, I plan to visit 

some scene events. I will try 

out myself and my tunes in the 

compos, I hope that’ll be fun. 

I’m looking forward to meet-

ing a few composer friends; 

I already have an appoint-

ment with Flex on X for having 

a beer or two.

Would you like to share some 

info about your music band? 

What are your plans?

Of course! I currently have 

two bands. The “Rouven 

Tyler Electric Band” is formed 

around our singer. He is pretty 

successful in this area, having 

many gigs as a solo artist and 

in musical shows. He’s got one 

of the best voices I’ve ever 

heard. For the big gigs, we 

support him as a band. We 

play funk, soul and rock music.

The Rouven Tyler Electric Band 

together with Alexander, 

Prince of Schaumburg-Lippe 

(playing the Rhodes).

The other band is called 

“Affrocke” and is a dream 

project of mine which I found-

ed last year. It is a Tribute to 

the band “BAP”, which comes 

from Cologne and makes rock 

music with lyrics in “Kölsch”. 

That’s the dialect spoken 

there, hard to understand for 

non-Cologne people. We are 

making pretty good progress 

and hope to get some more 

gigs this year.

Thanks for being with us! Do 

you want to add something 

I forgot to ask you?

Like all the celebs today, the 

last thing I say is: Follow me on 

Facebook: http://www.face-

book.com/c0zmo64

Good luck with everything you 

are planning to! I will keep an 

eye on you my friend! Cheers!

Thank you! Keep up the good 

work! Hail to the SID!

Websites featuring c0zmo’s art

http://csdb.dk/scener/?id=27749 

https://soundcloud.com/cosmic78 

http://www.rouventyler.com/galerie/rouven-tyler-electric-band

http://www.affrocke.de
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Interview: Tomxx; Translation: Matt Skotarski

Where did you get the idea for 

this collection?

Once upon a time, I’ve ob-

tained copies of several 

Polish games, among them LK 

Avalon, ASF and Mirage. At 

first I was sceptical, as they 

weren’t impressive in terms of 

typography and didn’t seem to 

reach the western productions’ 

quality bar. In addition loading 

them up on Atari proved prob-

lematic; I had to use software 

authored by Tomasz ‘Krótki’ 

Krasuski in order to retrieve and 

consequently accurately judge 

the contents of the cartridges. 

Before long I’ve realized how 

wrong my initial perception 

was – indeed, many of these 

games were quite interesting. 

Initially, I wanted to release 

them in their original form, 

same as their respective com-

panies did in the past. It was 

meant to save them from obliv-

ion, before they cease to load 

from the cartridges entirely. 

During the process, however, 

I thought it would be great to 

add some maps, put them in 

nice boxes along with manuals 

and code cards. This lead to 

the search for suitable partners 

who could print said boxes, 

maps etc. – the enterprise took 

around year and a half.

Exactly 20 years after the production and distribution of 8- and 16-bit applications ended its 
boom in Poland (we were always far behind the world), a collector’s edition of retro games 
surfaces. We’ve talked with Jerzy “Duddie” Dudek – the owner of company responsible for this 
brave and momentous project, Retronics – about the details of the release. Although at the mo-
ment the retro collection only includes Atari games, we’re covering topics of the logistics, pro-
duction, publishing and  intellectual property involved here. Let’s begin!

Retro games collector’s edition
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Interview: Tomxx; Translation: Matt Skotarski

What titles does your publishing 

own at the moment?

Oh, there are quite a few. I’ve 

got licence for around 100 

titles and the list grows.

So what does re-production of 

old games actually involve? 

What kind of steps did you 

have to take in order to suc-

ceed?

Well, first step was to obtain 

the titles and refurbish them, 

followed by negotiating for the 

licences with their respective 

owners. The last step was to 

create print prototypes, fixes 

and production of the physical 

mediums. 

So you’ve obtained and re-

stored the original cartridges, 

then worked on obtaining the 

licences for ultimate republish-

ing?

Yes, my idea was to save them 

before they’re lost and keep 

them in my private collection 

regardless of my future publish-

ing plans. I’m in possession of 

some titles I still have no licenc-

es for and might never obtain 

them, since it’s quite difficult 

to find out who holds the IP 

rights nowadays. I’m using the 

original cassettes too – digital 

files are cracked, don’t always 

work as intended and I can’t 

publish games in that form, 

either. It means I copy directly 

from the source, along with 

any and all security measures 

in place.

Speaking of the Intellectual 

Property Rights – who owns 

these titles? How hard is it to 

reach them and are they inter-

ested in cooperation?

It varies. More often than not, 

it’s hard to determine who 

holds the rights to a title, some-

times they’re simply unreach-

able. LK Avalon fortunately still 

exists and that’s where I’ve 

begun my project – although 

they don’t produce 8-bit titles 

anymore.

Does the licence for re-pro-

duction cover all titles from 

particular collection, or do 

you need to obtain separate 

license for each product?

The licence is specific to indi-

vidual title and there’s a lot of 

contingencies in place, but it’s 

not a topic I’d like to dwell on.

Do you obtain, along with 

said licence, any additional 

assistance from the original 

publisher? Assistance such as 

extra materials or substantive 

support?

Sadly no, we don’t. Most of the 

time said publishers don’t even 

own the originals of the games 

anymore, never mind any 

additional materials. Everything 

comes from individual collec-

tions and auctions I search for 

meticulously.

The quality of the print – boxes, 

manuals, maps – looks great. Is 

this a result of original art being 

retouched, or is it a brand new 

work?

Everything is either made from 

the scratch, or retouched from 

the originals.

How many people do you work 

with, and what are their roles?
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The most crucial role is played 

by Robert Mirecki, our graphic 

designer. He’s the one respon-

sible for cover art remasters. 

Krzysiek Ziembik is the creator 

of the maps. Many people 

helped me obtain multiple 

titles; special shoutout to Artur 

Uczyński, thanks to whom I’ve 

got my hands on most of the 

titles. It would be hard to list 

everyone, however; many 

were involved, usually old Atari 

fans.

How is a cartridge produced? 

I assume there aren’t many 

manufacturers in Poland, who 

still produce tapes and floppies 

5.25”…

Tapes are recorded on proper-

ly calibrated high fidelity Aiwa 

and Technics mediums, better 

even than original Atari record-

er. Floppies are recorded on 

California Access 2001 hard-

ware, modified to be capable 

of recording weak or bad sec-

tors and various other security 

measures. Manufacturers are 

still in place, but I’ve done this 

process myself, to ensure high 

quality control.

What’s included in standard 

box release?

Neatly packaged and protect-

ed tape or a cartridge; high res 

map printed on a waterproof 

synthetic paper, resistant to 

tearing; instruction manual 

and sometimes a code card. 

The contents are contained 

in a crinkled cardboard box, 

which in turn is placed inside 

a printed cardboard box with 

selective gloss, and wrapped 

in laminated foil. It’s worth to 

note the tapes are custom 

– they’re only as long as the 

production needs them to be.

Does such process require 

some special kind of deal with 

a printing company? Are all or-

ders done with a single outside 

company?

The collection is produced in 

multiple places. There are 4 

printers, one partner respon-

sible for plastic elements’ 

production, one for tape pro-

duction and another handles 

holograms. Finally, it’s all being 

assembled and foiled by yet 

another, final partner.

Could you estimate the time it 

takes to handle an individual 

title? Is it a full time job?

As I’ve mentioned, first 10 titles 

took around 1.5 years of work. 

Following titles will take less, 

since both me and my partners 

learned a lot from the first run. 

And yes, it’s definitely a full 

time job, often involves work 

on weekends and nights. Retro 

is my passion, although I’ve 

had my moments of doubt, 

when problems accumulated.

What would you say is the 

greatest value of a collector’s 

edition of a game? 

Games are exactly same as 

the originals – even the cop-

yright protections are in the 

same place as on the originals. 

Of course the quality of the 

typography and overall pro-

duction are top notch, nobody 

released a retro game like this 

before. Don’t forget the extras, 
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too. A CD with soundtracks 

and perhaps even a vinyl will 

be available (one per ten 

titles), genuine stereo record-

ing. The final track on the disc 

will be an Atari software you 

can run on from a tape – I plan 

a contest for those willing to go 

extra mile and prove it.

Have you considered any for-

eign titles?

I have, but this is a difficult 

matter – reaching the owners 

of the titles, and sometimes 

even finding their identities, is 

quite challenging.

How could one order said 

games?

Ideally via e-mail: zamowie-

nia@retronics.eu although 

sometimes you can find them 

on eBay or Allegro.

Last question and perhaps most 

important for us, Commodore 

players: any chance for C64/

C128 or Amiga collection in the 

future?

Indeed! Commodore collec-

tion is in the making, although 

finding originals isn’t easy. At 

the moment we’re looking at 

titles such as Hand Kloss, The 

Curse, Lords of Darkness, Agent 

UOP – and we’re looking for 

more. Similarly, we’re making 

plans for Amiga games, too.

Thanks for the interview, and 

best of luck with your publish-

ing! We’ll inform our readers 

about updates regarding Com-

modore collection.

“My idea was to 
save them before 
they’re lost and 
keep them in my 
private collection 
regardless of my 
future publishing 
plans.

Help needed!

Dear readers, if you know any 
classic game’s intellectual 
property owner or you can 
provide assistance in ob-
taining such licences please 
contact Jerzy at zamowienia@
retronics.eu. This is by far the 
most complex issue in building 
our dream collector’s edition 
of Commodore games and 
we would appreciate any 
help!  

59Komoda & Amiga plus #6

autumn / winter 2016

IN
TER

V
IEW



Tutorial: Atreus; Translation: Michał Sroka

F
irst of all I’d like to clarify 

that this article applies only 

to the new version of C64E, 

the so-called short board, i.e. 

PCB ASSY No.250469. I’ve per-

sonally confirmed the meth-

od on C64E rev.4 and rev.B, 

because I have access to them 

at home.

During the creation of some 

of the extensions we usually 

get required signals by solder-

ing the cables to U6 8500, U8 

252535-01/251715-01 or the Ex-

pansion Port. Making a mistake 

during such operation can lead 

to a number of unpleasant 

consequences.

However, some of the signals 

are easily accessible on the 

C64E board, almost as though 

they were intentionally left 

there by the C64 engineers for 

us to discover. Soldering points 

can be found on the board in 

a form of fitted pin-stripes. They 

are located between the mod-

ulator and the Video socket 

(Image 1).

We’ll need 2x8 pin and 1x4 pin 

stripes.

Additional signal

Preparation of C64 extension boards always poses a question: “where do I get the 
needed signals?” Even though I’ve experienced such situation myself, I’ve man-
aged to find an interesting and often overlooked solution to this problem.

C64

 ▼Image 1. Soldering points between modulator and Video socket.

sockets for RECENZJAFELIETONRELACJA TUTORIALWYWIAD
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Tutorial: Atreus; Translation: Michał Sroka

The DOT CLOCK signal applica-

tion differs between PCB ASSY 

No.250496 rev.4 and rev.B. In 

rev.4 the signal goes directly to 

the Expansion Port and VIC-II. 

In rev.B, on the other hand, the 

signal directly connects only to 

the Expansion Port and goes 

through pins 1, 2, and 3 of the 

U3 circuit.

That’s how everything looks 

after the pin-stripes were sol-

dered in (Image 2).

Thanks to the aforementioned 

operation I no longer have to 

solder the cables directly onto 

the C64E board (Image 3) and 

take care not to rip out any 

of the wires when I’m messing 

around in the internals of my 

Commodore. All it takes is to 

plug a connector to the right 

pins.

Pins numbering (from top)

		1	 	 GND
		2	 	 9V	AC1
		3	 	 9V	AC2
		4	 	 9V	UNREG

		5	 	 	 A7
	6	7	 	 A8	 A9
	8	9	 	 A10	 A11
10	11		 A5	 A6
12	13		 _I/O1	 R/_W
14	15		 _EXROM	_GAME
16	17		 _ROML	 _I/O2
18	19		 _DMA	 BA

		20	 	 _IRQ
		21	 	 _INTRES
		22	 	 _NMI
		23	 	 DOT	CLOCK

 ▼Image 2. Pin-stripes soldered into C64E board.

Pins numbering from top to the 

bottom has been presented in 

the table below:

 ▼Image 3. C64E rev.B. board
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C64 & C128 
Tutorial: GeoAnas

Disclaimer: This guide has been written for educational purposes and just for fun. 
I try to describe in details, how I made my replacement power brick that works 
flawlessly together with my almost daily used C64 working horse.

I cannot guarantee that this will work for you as well. I cannot control your equip-
ment and I am totally inappropriate to judge your technical skills and knowledge. 
Constructing a power supply requires advance skills. Some lab working experience 
will be a valuable asset. 

There is a high risk of deadly electrocution or permanent damage to your com-
puter and devices. Proceed at your own risk. If you are unsure or you feel you are 
inadequate, please proceed only with a guidance of some professional technician. 

Under no circumstances me (author of this article) or “K&A Plus” mag, will be liable 
for any loss, damage or accident causing harm to you and/or to your devices.

Excessive amount of heat pro-

duced into the core of a pow-

er supply over time, could be 

the usual suspect of any pos-

sible failure of the electronics 

inside. I am referring of course 

to the power regulators. These 

are usually tough guys. Espe-

cially those attached to huge 

heat shields. When they fail, 

they output less voltage or 

they die completely most of 

the times.

But can we gamble away on 

that? What if they pop a sud-

den surge over 5.5 V? Elec-

tronic components, especially 

those manufactured 30 years 

ago, are very unpredictable 

and prone to fail. Better go 

for a brand new replacement 

now, that is still time left and 

they are still alive. We can’t 

afford any more dead C64s, 

can we?

Many people have repeatedly 

requested information on how 

I built my brand new power 

supply replacement, I use in 

a nearly daily basis for all my 

trusty, old 64s. I would like to 

be quite honest with all of you 

so I have to clarify something 

first. 

I am getting old and some-

times I talk nonsense! To make 

a nice and working power re-

placement, although it seems 

a simple approach, is a task 

that demands to be absolutely 

precise. This fact obliged me 

to remember any single detail 

of all the necessary materials 

along with the blueprints, just 

to pass you the info to try it by 

yourself. I couldn’t think a bet-

ter way to proceed, than to 

wide open the case and try to 

recall and explain every single 

connection I made and every 

tiny wire I used.

Power supply replacement for
RECENZJAFELIETONRELACJA TUTORIALWYWIAD

A
ll these original power 

supplies that fresh-

ly came out of the 

factory several decades ago, 

have rather overcome their 

average lifespan. Most of 

them have been turned into 

some kind of slow burning fuse 

bombs, threatening to ex-

plode your precious C64 and 

your nervous system. 

A very important detail that is 

often being overlooked is that 

the 7805 regulator located to 

the motherboard, has no elec-

trical connection to another 

component apart from the 

VIC chip. This means that any 

possible failure of the power 

supply has a rather unpleasant 

impact, directly to the other 

chips of c64 which are staying 

unprotected without any inter-

mediary regulation.
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C64 & C128 Let’s make our list, first. Shall 

we? We are going to use:

• A new power plug that fits 

the one of our C64 case. 

This is a 7 pin DIN connec-

tor and is a common part 

to purchase on line or in 

the stores.

• The pinout diagram from 

the original C64 power 

plug. This is more than 

necessary. Is like a map 

we are going to use to 

solder the right wire to 

the right pin. With the vast 

knowledge, today’s inter-

net can offer, this is again 

an easy task. So here it 

is (Image 1), courtesy 

of: http://ist.uwaterloo.

ca/~schepers/MJK/pow-

er_plug.html.

• An AC transformer pref-

erably giving two inde-

pendent outputs of 9V 

AC / 1.0A (Image 2). I will 

explain the necessity of 

dual output later. Because 

of their superior electrical 

performance and high 

efficiency, toroidal trans-

formers are always my 

first choice when I want 

to power up delicate and 

irreplaceable devices such 

as my C64.

The toroidal I used, with 2 

independent outputs of 

9V/1.67A. This is because 

I wanted to provide a second 

power plug to feed my C128 

as well. To make a supply for 

only one computer, your C64, 

you will need a transformer 

with only a single 9V output.

• A quality made switched 

mode DC transformer 

with an output of 5V / 1.5 

Amps. These traffos incor-

porate a switching regu-

lator to convert electrical 

power efficiently. They 

provide only the needed 

power for an apparatus to 

operate with ease. Noth-

ing more or less.

This is the switched power 

supply (Image 3), I choose. Its 

electrical characteristics are 

very clear. It has an output 

of 5V at 5A which of course is 

regulated. C64 uses no more 

of 1.5 Amp.

JAs you can notice, I used 

transformers that exceed 

the energy needs of a nor-

mal C64. This is because I run 

together some peripheral 

devices like a 1541 Ultimate 

II, SD2IEC or a DigiMAX, all of 

which are powered by the 

computer itself. 

• A safety switch equipped 

with a fuse box that will be 

placed to the 220V input. 

(Image 4).

Yellow wire is for ‘ground’ and 

connects straight to the metal 

cage. Black and red, pass 

through the “F1AL 250V” fuse. 

220V are feeding both the 

AC/DC transformers (Image 5).

 ▼Image 2

 ▼Image 4
 ▼Image 1

 ▼Image 3
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Here is a picture (Image 6) of 

the external switch in action 

and the nice plastic case 

I used to house all electronics.

!!! CAUTION !!! 

!!! RISK OF ELECTRIC SHOCK !!!

Connecting all internal wires 

to plugs is a pretty straight-

forward procedure. I simply 

followed the pin out diagrams 

and all the written signs on 

both transformers.

 

I think that the following pic-

ture (Image 7) is clear enough, 

to clarify of what goes where, 

eh?

Those black taped wires 

(Image 8) supplies 220V to the 

toroidal AC transformer. 5V 

DC current from the switched 

mode traffo feeds both the 

appropriate pins of the C64 

and C128 power plugs. I also 

soldered all ‘grounds’ to the 

metal plug shields. 

 

From toroidal, red and black, 

the first pair of wires goes to 

the C64 DIN power plug. This 

is the first power output of AC 

9V.

The other pair, purple and 

white, feeds the C128 power 

plug. This is the second AC 9V 

power output.

Here is the C64 plug (Image 9) 

together with description on 

where I connected the wires. 

And here is the pinout of the 

power plug of a C128

(Image 10).

Source: http://www.allpinouts.

org/index.php/Commodore_

C128_Power_Supply.

Enjoy your brand new power 

supply! ;)

 ▼Image 7

 ▼Image 6

 ▼Image 5

 ▼Image 8

 ▼Image 9

 ▼Image 10
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Editorial: Komek; Translation: Slayerpl

This type of competition like C64 16KB Cartridge Competition or SEUCK Game Cre-
ation Compo are a great moment for C64 fans. Yearly, mass scale flood of new re-
leases causes that everybody will find something interesting for himself. Not a long 
time ago, members of the “Reset” editorial staff organized another interesting contest 
titled 2016 Reset C64 4KB Game Coding Competition or less officially Reset Crap 
Game Compo 2016.

A
s you can guess by the 

name, the programs 

that participated in it, 

were smaller than 4KB. Only one 

thing is not right. The games, 

that took part, are not “crap-

py”. Of course, one is better, 

one is worse but everyone of 

them is playable and some 

of them very playable. All the 

coders of releases (Andreas 

Gustafsson, Cout, Craig Derby-

shire, Drumtex, Endurion, Erebus, 

Freakin Frankie, Graham Axten, 

Karmic, Majikeyric, Paulko64, 

Richard, Rotteroy, Roysterini, 

Vanja Utne, Wanax) did good 

what caused that we can say 

only good things about this 

contest. In 2016 Reset C64 4KB 

Game Coding Competition the 

following games participat-

ed: Lumberjack, Goblin, 

Dog, I Ate the Purple Berries, 

M4573R84G3L5, Rise and 

Shine Professor Miggles, 

Granny’s Teeth, I Am the 

Flashing C64 Cursor, Bonkey 

Kong, $#!7, Valentine’s Day 

Shopping Simulator, :10, 

Princess Saver 2000, Fire-

fighter Jenny, Picross, Zombie 

Massacre, Super Ski, Watsch-

inator, Antarctica, Attack of 

the Mutant Cabbages, Winky 

Blinky…. Ufff….that’s a lot of 

it……. All of this can be down-

loaded for free on csdb.dk.

I think that we don’t have 

to describe the aforemen-

tioned releases, because 

the most interesting were 

presented in the beginning 

of this edtion of our period-

ical in the “Fresh News”.  To 

sum it all up, a very good 

competition. I hope that 

the “Reset” editiorial staff 

will make such surprises 

more often.
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Superhero games
 Editorial: c00k; Translation: Joanna Jawor

Games (as well as films) about superheroes have a difficult task. At the begin-
ning the fans will take a chance on title alone, but any disappointment is felt 
keenly. In a swamp of games trying to hook people based on nostalgia and 
love for characters there are some stand outs. I’ve taken the time to lay out 
some of my favourites!

I
t’s obviously my personal, very 

subjective ranking. I believe 

that the key here is the game-

play diversity – game develop-

ers for Commodore 64 have 

often proved that it’s possible 

to design and code quite im-

pressive solutions and this is the 

reason on why I had rights to 

expect a lot! In such games I re-

ally want to see something else 

than faster speed or different 

amount of enemies on various 

levels. Ok, sometimes there are 

games that vary only on speed, 

like Microhexagon, but in gen-

eral we want to see diversity. So 

here is my list, the order is not 

random.

Number V  
Jeremias Ratterflatter

The game is a complete contra-

diction of what I like in such-

games. It’s boring, monotonous, 

poorly 

done, but 

since I al-

ways do 

some funny 

additions 

to my texts, 

this would 

be my joke 

this time ;) 

This game 

is for all 

who think, 

that it’s 

necessary 

to have an athletic body sculp-

ture to be a superhero :) And 

now seriously – you can present 

this game to your people just to 

have some laugh and forget 

about it.

Number IV 
Superman – Man of Steel

The game was named be-

fore this was fashionable :) In 

general Superman is a boring 

superhero (by contrast to his 

principal enemy Lex Luthor) 

therefore after the game with 

his participation I would not 

expect too much, but the 

authors surprised me positive-

ly. Most of all the levels are 

diverse and the graphics is 

also better than predecessor 

Superman – The game. There 

are a few interesting solutions, 

especially if it is about targeting 

in flight from the perspective of 

the third person.

Number III 
Teenage Mutant Hero Turtles 

– The Coin-Op!

Good old Ninja Turtles, not these 

ones from Megan Fox, that de-

stroyed my memories.  We have 

1991,  it is the time when the 

game salons had a good times, 

and  PC-s  did not have in their 

offer arcade emulators. How-

ever if somebody didn’t want 

to spend the pocket money on 

game  machines, so invested in 

this position. This position didn’t 
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Superhero games
 Editorial: c00k; Translation: Joanna Jawor

have a mode of exploration, 

like her earlier part – Teenage 

Mutant Hero Turtles, but it 

wasn’t a problem, becouse it 

wasn’t boring. Sha had only one 

minus. Co-op mode shortcom-

ing, called -on two.

Number II 
X-Men – Madness in  

Murderworld

The X-Men are my favourite 

superhero team, but it is not 

enough to throw game into the 

ranking. We have a cool com-

bination of adventure game 

with dexterity game. It is not 

enough to go ahead and kill, 

but it is necessary to think a little 

bit more. The strong pressure is 

exactly on what professor Xavi-

er is trying to say to the students. 

Team work, during that all mem-

bers of this group are complet-

ed each other. To pass a game 

it is necessary to use the unique 

capabilities of each figure. En-

tertainment on the highest level. 

The fights can be also very easy, 

so play it cool.

Number I 
Batman - The Movie

In 1988 the Ocean company 

produced the game entitled 

Batman – The Caped Crusad-

er. The only think which crowd 

in during this game was loud 

WTF?! Thankfully they rehabilitat-

ed quickly and one year later 

they produced very successful 

production Batman- The Movie 

production, on the basis of film 

from the same year. I am a fan 

of Tim Burton and nobody will 

make me believe that Heath 

Ledger was the better Joker. 

The levels are diverse and inter-

esting! I strongly recommend 

this game.

Honours

He-Man and the Masters of the 

Universe – for the music, which 

introduces me into the nostalgic 

climate. 

The Amazing Spider-Man – for 

the animations  of the Spi-

der-Man.
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Editorial: phowiec; Translation: Slayerpl

Project Firestart
Project Firestart – first “space survival horror” ever?

It was better, back then...

S
inless youth years were full 

of new experiences which 

caused that our heart 

beat faster. An adult movie, 

watched through a keyhole, 

getting inside a movie theater 

to watch PG16 movie (Aliens), 

back when you were just 10, 

a poster with a girl in bikini 

which was supposed to en-

courage people to enter video 

rental store.

These experiences with the 

passing of time became more 

mundane, more trivial. After 

some time the world began to 

flow quicker which caused that 

contemporary hits and novelties 

became trash the very next day.

While trying to catch the lost 

moments, I repeat in my 

heart: “Back then it was 

better”.

Aliens, watched inside 

a dark cinema, made 

a great impression on 

me. I remember almost 

dying from 

a heart at-

tack when 

I saw in the 

hallway of 

my building 

a pair of 

glowing 

eyes – and 

nothing 

more. The own-

er of the eyes 

was even more 

scared. A cat, 

that escaped 

very quickly.

Back then it was better be-

cause more things made us 

laugh, made us cry, horrified us, 

made us feel something.

This long introduction is sup-

posed to show the reader how 

much I respect the described 

game.

The idea for the game

Can computer games make us 

cry? I don’t want to say – “the 

programmer cried when he was 

making it”, because it sounds 

bad. The creators of  “Project 

Firestart” wanted to find the an-

swer for this question. They de-

cided that it can make us cry, 

especially if the crying is caused 

by suffocating fear.

Fascinated by the game “Ka-

rateka”, they wanted to cre-

ate something similar, but on 

a bigger scale. They were also 

inspired by Ridley Scott’s Alien. 

They combined it into a one 

thing. And something remarka-

ble was created...

In space, no one  
can hear you scream

Year 2061. Space station Pro-

metheus does not respond 

tosignals. The personnel of the 

station was conducting secret 

genetic research. The lack of 
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Editorial: phowiec; Translation: Slayerpl

contact with the scientists is 

causing anxiety in superiors. 

Agent John Hawkins is sent to 

Prometheus to investigate. He 

needs to find out what hap-

pened, retrieve the research 

results and if necessary destroy 

the station. If he fails, the explo-

sives will be detonated remotely 

to stop the threat from getting 

out from the area.

You reach the station. Silence, 

everywhere oppressive si-

lence… On the floor a body 

with a ripped off hand. Next to 

the body, writing on the wall: 

“Danger”. Something went real-

ly wrong.

The lights go out. You catch 

involuntarily the release of the 

gun. You hear the suspicious 

sound which becomes louder 

and louder. The lights turn on 

for a split second. You see 

a monster which is coming 

for you! You don’t think twice 

and you give him a taste of 

your bullets. The flash and 

horrible roar, a blink of an 

eye and the silence and the 

remnants of something dead 

before you.

Project Firestart has everything 

I loved when I was a kid in the 

eightties 

(I didn’t 

become 

a serial killer 

because 

of my child 

hobbies) If 

this game 

was a mov-

ie, it would 

be a cliché. 

There is 

a protag-

onist who 

destroys 

everything with his huge loaded 

gun. There are green, creepy 

monsters which appear always 

when the lights go out. There is 

a love story which makes our 

hero more human 

– he stops chew-

ing gum and kick-

ing ass for a mo-

ment. And there is 

a happy ending.

But it is not a mov-

ie. It is a game. 

It is a proof that 

C64 could give us 

unbelievable mo-

ments that made 

us forget about 

the whole world. 

And it could make 

us feel scared. 

With the atmosphere, sounds 

and cutscenes, where the visi-

ble pixels made it even 

more charming and 

scary.

Project Firestart got 

a fan remake in full 3d 

under Windows OS, but 

that’s a topic for anoth-

er article.

P.S. I know that chrono-

logically  Alien was first 

and this is how the idea 

for the game was born. 

But I watched Aliens first 

and from this moment I associ-

ate Project Firestart with this part 

of the Alien franchise.
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8 3 7

Publisher: Dr. TerrorZ
Year of publication: 2016
Platform: C64

FORT DJANGO

Review: noctropolis; Translation: Slayerpl

I will not lie, this is not a game to spend a lot of 
time playing, maybe only a couple of minutes 
or more. To note, this is approximately how long 

it takes to finish the game depending on how you 
play. We don’t know much about the plot, we 
can even say that we know practically nothing.  
We are supposed to escape Fort Django, defeat 
a couple of bad guys and get some money. So 
more conclusions about the plot lie only in our 
imagination, which shouldn’t be much of a prob-
lem…

The atmosphere of 
the game is great-
ly influenced by 
pleasant, untypical 
graphics, especially 
extremely big game 
characters moving 
on the screen. We 
notice it immediately 
and it encourages 
people to play. The 
main protagonist 
is a cowboy-like 
tough guy, long hair 
is visible beneath 
his big hat, bran-
dishing a gun.  His 
opponents, on the 
other hand wear 
an executioners’ 
hood and they hold 
in their hands an 
even bigger gun.  
An interesting thing: 
even though the 
background graph-
ics were made using 

signs PETSCII… it was done so good, that if I did 
not know about it, I would not have noticed it. 
The only negative thing that I can mention is the 

fact that the levels are similar looking, but when 
we deal with a game with a gameplay so short, it 
is not so important. There is no music in the game, 
but during the playing you can hear a couple of 
nice sounds entailing gunshots.

You can kill enemies pretty easily, because they 
move predictably (shooting automatically from 
time to time).  Our protagonist’s ability to jump 
and crouch, to shoot in those positions is also 
extremely useful. Our hero can also climb and go 
down ladders (animating those moves does not 
include an astonishing amount of frames, but it is 
done nicely), a great solution from a gameplay 
point of view is the possibility to shoot while lean-
ing out from the ladder – it is very useful when 
an opponent is a level above.  The case is made 
easier by the fact that the physical contact with 
the enemy does not damage our health and 
we only have to avoid the projectiles from their 
weapons. And before we leave safely Fort Djan-
go, we can become rich there, picking up here 
and there bags with precious things. An odd thing 
was used during this because if we reach the bag 
quick enough, it will be worth more for us.  So the 
game praises quick actions and informs us, that 
the score above 100000$ is a great result.

Fort Django is pretty fun and the author an-
nounced that he will maybe release a version 
expanded with new elements. But the game is 
really worth playing right now, because this small 
game has something attractive about it.

Even though the author of this game writes about this release that it is more of 
a introduction to programming than a full-blown game, there is something that en-
chanted me to such an extent that I had to write about it. I think that I was mainly 
impressed by the uncanny graphics, but I will write about it in a moment.  

Fort Django
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Review: noctropolis; Translation: Slayerpl

5 4 8

Publisher: Systems Editoriale
Year of publication: 1989
Platform: C64

PUNKILLER
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Punkiller
Review and Translation: Ari

25 years ago, I ran across a genuinely interesting title. A solid, vertically scrolling shoot-
er made by a pair of Italians back in 1989. Recently I stumbled across this title once 
again and decided to give it a push toward a wider audience! Punkiller is a great ex-
ample of what can be achieved by a small team with a lot of drive and talent.

B
eginning with no introduction 

but the titular punk standing on 

the street, sidearm in his hand. 

There’s no direction given, we have to 

ask where is he going and for what? 

Only whose who get to the end find the 

answer.

Running through the streets seeking 

that ending makes up the game. Police 

officers and large dogs stand shoulder 

to shoulder with knife throwing gran-

nies, nurses and angry mechanics. 

Skaters and sewer workers, drivers trying 

to run over him or shoot through the 

car window. It’s like a whole city gone 

to war with this one punk. You’ll trav-

erse a whole host of areas like parks 

and harbor districts all well made and 

represented by colourful graphics and 

effects. If there’s anything to com-

plain about, it’s the lack of any sound 

effects. The game really would bene-

fit from at least the sound of gunfire, 

though the music is functional.

If you seek a simple, short and well 

playing game, you will like Punkiller and 

you won’t regret spending 30-40 min-

utes on finishing it. I had fond memories 

for 25 years, hopefully it sticks with you 

for just as long.
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Review: Komek; Translation: Grzegorz Sojka

I 
think I have written about 

the supreme power of small 

games, how they can spin 

one’s head and  break one 

away from the reality. Quad-

rillion is the likes of them, the 

“younger brother” of Crillion. 

Maybe I will say something 

about it? Not everyone has 

to know the “older brother”. 

Crillion is a small-in-size game, 

belonging to the family of 

Breakouts, which were creat-

ed by Oliver Kirwa (a coder 

and a graphic de-

signer) on a Com-

modore 64 platform 

in 1988. A year later 

the conversion on the 

computer Commo-

dore 16 was launched 

by Micheal Meissner.

A short reconnais-

sance part is behind 

us, so let us get to 

the Quadrillion. In 

this game we control 

a small ball, which 

aim is to clear the 

stage of all coloured 

blocks. The task is not 

easy, but why? I will 

explain it quickly. 

Despite the coloured 

ones, you can also 

see the others em-

bed with the sign of 

skull. Everyone knows 

that it is better not to 

approach items like 

that. And it is correct, 

for touching the block 

with skull results with 

a loss of 1 of 3 lives. 

Ok, fine, but what 

Oh oh oh! Once again I have drawn myself into this. I can already see the pile 
of dirty dishes in my sink, trash bin filled to the limit and a thick layer of dust 
on my furniture. I had promised myself that after I came from work, I would 
prepare some good dinner, wash the pots, do the laundry... and everything 
suddenly changed into Quadrillion.

are the ones with the sign of 

asterisk for? They change the 

colour of our ball, because it 

has to be the same so that it 

can break the blocks down. 

The last type of blocks is the 

one like 5,25” floppy disc. They 

cannot be destroyed, but 

they can be moved, obviously 

if the ball is the same colour 

as the blocks are. Well, the 

piloting of the ball is not easy- 

peasy, it takes some time and 

play to master. But it’s worth 

the effort, because if well con-

trolled one will be rewarded 

with additional life. It is good 

that there is no time limit, 

so that we can get through 

a stage without a paranoia. 

There isn’t really much more to 

say. Quadrillion is a nice game 

with colorful and clear graph-

ics and simple sound effects. 

Try also the mentioned before 

Crillion and its next sequels: 

Crillion 2, 3, 4, 5 and 2000. 

You can have some fun with 

Crillion editor, too. So there is 

plenty to do, ladies and gen-

tlemen!

7 4 9

Publisher: Legion Of Doom
Year of publication: 2004
Platform: Plus/4

QUADRILLION

Quadrillion
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Pac-Pac
Review: Komek; Translation: Slayerpl
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P
ac-Pac is no different from 

the original, but I think that 

it is good because they 

managed to save the soul and 

atmosphere of the 80ties. And 

what about the gameplay? 

Of course, a yellow fella de-

vouring dots and three ghosts 

chasing him.  Eating all the dots 

is a priority, but let’s not forget 

that our duty is to replenish the 

decreasing energy (indicator in 

the upper left corner) by eating 

fruits, which we encounter from 

time to time. Besides the regen-

erating tasty things there are 

also mysterious question marks, 

under which additional lives or 

points are hidden. 

Unfortunately, the questions 

marks also have their draw-

backs, because they can con-

jure a ghost which causes the 

game to become more difficult.  

During the game there are 

also moments when the ghosts 

stop being visible (you see only 

their eyes).  That means that 

during that time they cannot 

cause us harm, but beware!  

This happens only for a couple 

of minutes! I mentioned earlier, 

that there is sometimes under 

a question mark an addition-

al life. We should remember 

however that it is a lottery and 

we should better try to get 5000 

points that will give us a bonus.

To sum it all up, I would like to 

praise guys from Assassins for 

a good job, because Pac-Pac 

is a very nice game where they 

still had good graphics style. TED 

sounds here great, because of 

that the game earns another 

point. As far as playability goes, 

it is a well-known fact that every 

devourer of dots guarantees 

a high level entertainment and 

I don’t need to convince any-

one about that.

Pac-man, that guy, he never has enough! Yes, dear readers, this is true. It is 
another time that we have an opportunity to meet our yellow headed, eating 
points friend?  Oh, we will definitely do not manage to count the different edi-
tions of the game and here we have another one – another version of 
Pac–Man named Pac–Pac. This time it was made for Commodore plus/4 plat-
form, because our favorite Hungarian group Assassins made another version of 
this cult game.  

6 9 8

Publisher: Assassins
Year of publication: 2016
Platform: Plus/4

PAC-PAC

Review: Komek; Translation: Grzegorz Sojka
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Review: Komek; Translation: Magdalena Piss

T
here is another chance 

to get the delicious, free 

apples, and it is all thanks 

to the game Frutty Man. 

I learned it is crisp conversion 

to commodore, while the orig-

inal was written on Amstrad 

CPC. In the game you control 

a sympathetic Frutty Man, 

whose task is to pick up all the 

apples that are on each of 

the four levels. Hmm ... well, 

it seems to me that this is not 

completely “free” , because 

our cheerful man 

must outwit the 

evil, green crea-

ture, which is not 

easy. Meeting 

face to face with 

this nasty creature 

ends up in loss 

of life. Let’s not 

come to you by 

chance to head 

to jump from the 

platform because 

such action also 

deprive you of 

I really like ripe, red apples. Crunchy and juicy, just melt in your mouth. Not 
once happened that I jump on the branches of trees behind the fruit and sha-
ke them so hard, until the best fall to the ground. Today I also want them, but 
I would do something different than in the past...

one hearts. So enjoy ladder in 

order to reach the next level. 

Coming back to our green 

opponent, please incline the 

note how it moves. If, for ex-

ample, he is on the same plat-

form as our Frutty Man, then 

he is rushing as fast as him in 

his direction. However, there 

where is the differential divides 

one floor, then they move par-

allel to each other. The point is 

to put the enemy in the field, 

where it will stay a politely in 

place, and in that time our 

man will collect together all 

the apples. But remember 

that when you are too close 

in range, then again, he will 

chase you again around the 

screen until you lose it.

 

Frutty Man is pretty cool, sim-

ple and minimalist oldschool 

graphics and sound effects. 

However, the most important 

is the playability, which in this 

case is quite high. And what 

made that this is so? Oh, I can 

not explain it to the end, you 

just have to play.

7 4 9

Publisher: Andreas Leicht – 
1986; RKSoft – 2016
Year of publication: 2016
Platform: Plus/4, C64

FRUTTY MAN

Frutty Man
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Athanor:

Review: Minimoog; Translation: Slayerpl
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Athanor, the Awakening 
belongs to this group. 
This release appeared 

on Amstard with a version for 
C64, which we mentioned in 
the Fresh News section of issue 
3. Athanor is the conversion to 
VIC-20 computer, announced 
shortly after the C64 release.

The plot takes place in 12th 
century south Italy. We are 
one of the Franciscans sent by 
an order to investigate a mys-
terious abbey where horrible 
and bizarre things happen. 
Italy is full of rumours and the 
player needs to confront them 
on their journey.

Nice sprites (for VIC) show the 
space in a neat way and the 
lack of sound even helps to 
build the dark atmosphere 
of the abbey. For the hard-
ware aficionados out there 
– to launch it, we need a big 
memory extension: 32 kb.

I can’t play these types of 
games very easily, maybe be-
cause of the language barrier 
(even though I like this genre 
– I even create text games), 
so Athanor brought some 
difficulties.  When I wanted to 
find some hints, the author put 
another obstacle ahead of 
me – French language.

The solution for the game was 
written in the language of Na-

poleon, so I, basing my efforts 
on the similarities between 
French, English, Latin or Ger-
man, I deciphered next steps 
of the proper gameplay. I still 
got lost very often and didn’t 
know what to do because 
I didn’t use the help.

The author does not hide their 
inspirations and even takes 
a cue from them. Just like 
in Hobbit, Athanor has vec-
tor graphics. We also have 
detailed descriptions that are 
supposed to incite the imagi-
nation of the player. The flec-
tion in both games is similar:  
infinitive + noun in singular, for 
example examinedoor. With 
one word – the game has all 
the traits of its genre. Too bad 
that the author didn’t put the 
funny taunts to the player, crit-
icizing him for the mistakes in 
commands, this type of taunts 
can be easily found in many 
text adventure games.

Athanor: the Awakening is 
a very nice game. It makes 
a great impression, when we 
play on VIC (as far as C64, the 
game is average) it is one of 
the better game for this plat-
form that I know. I recommend 
it to those that have a huge 
imagination, like mysterious 
atmosphere, solving riddles 
and traipsing through haunted 
castles.

When I first became aware of retrogaming I began a search through the Internet, looking 
for different games. These were mainly for DOS and among those gathered by me were 
releases such as Hobbit or Shadow of Mordor. both games could be classified as adven-
ture text games.

6 0 7

Publisher: Majikeyric
Year of publication: 2016
Platform: VIC–20, C64

ATHANOR: THE AWAKENING

The Awakening
REVIEWEDITORIAL TUTORIALINTERVIEWREPORT

Review: Komek; Translation: Magdalena Piss
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Publisher: John Christian 
Lonningdal
Year of publication: 2016
Platform: Plus/4, C64

ICICLE RACE

Review: noctropolis; Translation: Michał Sroka

I
cicle Race is an arcade-puzzle hybrid, where the 

goal of the player is to rid the levels of flames by 

using ice cubes (there is a time limit, but it’s quite 

forgiving). The player can utilize cubes already 

present on the playing field or create their own. 

They can be moved horizontally (and pushed off 

ledges) or evaporated. Ice cubes can be freely 

created and destroyed by the avatar’s magic 

wand, which not only helps in extinguishing flames, 

but also enables us to reach higher grounds (the 

rule is that the player can jump the height of one 

ice cube).

For a game contained in 16KB we are offered 

plenty of levels. Each of ten worlds packs ten levels 

(only last one of each world is locked at first – the 

rest can be freely selected). The author of the 

game made sure to created varied and interesting 

levels, each with its own charm. On top of that, 

they become increasingly difficult as we progress 

through the worlds. 

To sum up, we are dealing here with a really well-

made game that truly deserved the first place in 

the aforementioned contest. The game will not only 

appeal to those who love puzzle games, but also 

to the gfx and sound purists. What we have here 

is a delightful and colourful high-res graphics with 

detailed backgrounds and sprites. Cheerful and 

soothing music complements the experience (au-

dio and art was created by collaborating with the 

author Saull Cross). 

It’s a must-play!

Even though the game was released on April 1, 2016 (no, it wasn’t an April Fool’s 
joke), it was previewed at RGCD Compo 2015 where it managed to destroy the 
competition and win the contest. The gameplay may seem like a fresh concept, but 
in fact it is a clone of Fire’N’Ice (known in some territories as Solomon’s Key 2) for 
NES, which can’t be considered a bad thing.
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Pickle’s Pod Patrol
Review: Komek; Translation: Leon

Pickle, the main char-
acter of the game, has 
put himself into trouble 

and has to roll dozens of 
round pods into a safe place 
in a small house. The task is 
not easy as the player must 
complete 15 stages of various 
difficulty. Running, flying and 
crawling creatures as well the 
diversely placed platforms will 
be haunting the player until 
the end of the game. Fortu-
nately, the main character is 
not entirely defenceless as he 
can spit firmly. Spitting on the 
enemy results that he disap-
pears for a few seconds. This 
ability of the main protago-
nist has got a three time limit 
which forces Pickle to drink 
water out of a  puddle or 

a well to replenish the spittle 
stock. Unluckily, there are 
stages without a single water 
drop thus causing the player 
to avoid the enemy. Remem-
ber also not to play a stunt-
man as a fall from the height 
may result in loss of a life. It is 
also good to gain the most of 
points as there is a chance to 
enter the high score list at the 
end of the game. Players will 
be pleased as the game has 
got no time limit allowing to 
play it without a hurry.

Pickle’ s Pod Patrol has got 
nice graphics resembling 
NES-style games. Its music is 
also cool and fits the mood of 
the game. Perhaps it would 
be better to intersperse the 

The current issue of the “K&A plus” magazine focuses predominantly on platform 
and arcade action games. Pickle’s Pod Patrol tends toward the former, being 
fulfilled with somewhat flagship creatures. 

graphics as it looks quite 
similar on all the stages. Some 
more soundtracks would be 
also beneficial as the only 
one being played through the 
game may become a little 
boring. And how about the 
playability? Well, it is high. 

Pickle’s Pod Patrol  is a nice 
sort of entertainment for the 
fans of platform games and is 
good enough to stand outside 
that genre.

8 7 7

Publisher: RGCD
Year of publication: 2016
Platform: C64

PICKLE’S POD PATROL

Review: noctropolis; Translation: Michał Sroka
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Android TV Box
Review and Translation: Ari

E
asy to say, difficult to 

do. Full of willingness, 

I sat down in front of my 

laptop’s screen and typed 

into the browser well known 

address – allegro. And? You 

can dream of a C64 in good 

condition, but there are many 

broken models. Offers like – 

“I don’t know if it’s working, 

I couldn’t check it/I can’t con-

nect it” etc. should be avoid-

ed, because it’s almost every 

time an attempt of selling 

a scrap and avoiding a recla-

mation. Let’s try on eBay then. 

Another shock! The prices are 

jumping to the level of 1000 zl 

for a complete set with floppy 

drive and in good condi-

tion. That’s too 

expen-

sive. Well, I can always try an 

emulation – I thought, and as 

soon as possible I downloaded 

and installed CCS64 on my 

laptop. That’s not a bad thing, 

it’s kind of nice and fast but 

that’s just not it. I didn’t like 

sitting at the desk and watch-

ing 15 inches of my laptop 

screen. The immersion, that 

I was looking for when I need 

to break away from the reality 

has gone.

I didn’t give up and I was 

keep looking. The next thing 

on my list was a tablet with 

Android OS. It’s a small, light 

device, that can be taken 

everywhere with me, what 

more could you want? It’s kind 

of perfect solution but another 

unpleasant surprise waited 

for me here. It turned 

out, that being 

a player raised 

on all kind of 

gamepads, 

joysticks and 

then on 

mouse and 

keyboard, 

caused, 

that 

Late eighties and early nineties were, for many of us – retromaniacs, a won-
derful time. Wonderful, because just then the main spread of the commodore 
machines in our homes took place. For some of us it was the Amiga, for oth-
ers, her older brother C64. In year 1991 I finally put my hands on my own ideal 
commodore 64 and that’s how my computer journey began and it last till to-
day. Later, when I bought Amiga and many other PCs, I never felt that magic, 
which accompanied me during using the worthy commodore. Now, 25 years 
later I decided to feel this magic once more at any cost.

touching, slipping and taping 

the screen is not for me. 

It’s not a problem for my nine 

year old son and his younger 

sister, but for me it’s a horror 

and zero pleasure. So, I let go 

the searching and focused on 

second purchase, that was on 

my buying list.

For some time, I have been 

looking for a device popular-

ly known as “Smart TV Box”. 

I think, that you may hear 

something about it. They are 

tiny computers closed in small 

cases based on ARM proces-

sors and working under the 

control of the Android system. 

They are particularly recom-

mended to older, non-Smart 

TV owners. You just put it in 

the HDMI slot and from now 

on you can use it for YouTube, 

Skype, Netflix etc. Their biggest 

advantage is full configurabili-

ty, you decide what you need 

and you simply install it. From 

what I have noticed, most of 

the people buy this device 

mostly for watching video. 

And this boxes are very good 

at it. After installing a few 

Emulation zone: MXQ PRO+ 4K 
     C64 on steroids

RECENZJAFELIETONRELACJA TUTORIALWYWIAD
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apps we are capable of play 

almost everything. And that 

was my intension. The main job 

for this box was to play mov-

ies, series and cartoons online 

for my family. But I would not 

be me if I had the occasion to 

try to use it as a C64. 

When the decision about buy-

ing was made, all I had to do 

was choose the right model, 

and it wasn’t that simple, be-

cause the choice was huge. 

Tens of manufacturers and 

each of them had at least few 

devices with different param-

eters, design and price. The 

market for these devices is 

booming. I had a few require-

ments, that had to be fulfilled. 

Box has to be 64-bit, there 

are still some 32-bit devices in 

offer, it should have as many 

USB ports as possible, and it 

should be based on AM Logic 

s905 chip and of course price 

must be not so high ;). After 

a week of intensive explora-

tions, comparisons, reading 

hundreds of reviews and 

watching on YouTube almost 

every possible material, I was 

sure of my choice. And the 

choice fell on device called – 

MXQ PRO+ 4K.

Decent parameters, quad 

core 2 Ghz processor, 2 Gb 

RAM, 16 Gb Rom, 4 USB ports 

and a microSD slot, Bluetooth 

and Wi-Fi of course. All that 

closed in a nice and shape-

ly case working under the 

control of Android 5.1 for 259 

zl only. Remote controller and 

HDMI cable included. First of 

all, let’s install some emulator. 

There are two main applica-

tions on Android: free Frodo 

and payable C64.emu. And, 

in my opinion the second one 

is the best. The configuration 

capabilities are really big, you 

can set almost everything. The 

main menu supports mouse 

and there you can choose 

what kind of controller would 

you like to use during playing. 

You can choose from pad, 

keyboard or even a Ninten-

do Wii. Nothing stands in the 

way to plug in the classic C64 

or Amiga joystick connected 

through 9 pin to usb adapter. 

That would be a really “back 

to the root” action! Next thing 

worth mentioning is Video 

bookmark. We can leave the 

original 4:3 screen proportions, 

or, if we don’t like black bor-

ders, we can change it to 16:9 

mode. I prefer the second set-

ting. Games don’t look unnat-

urally stretched and full screen 

looks very nice. Graphic filter 

that smooths the graphic is 

also a nice addition from the 

application developer – when 

you turn it on, all seems to be 

more soften and you won’t 

see those huge pixels any-

more. It’s a great option, that 

allows big modern TV owners 

playing games without any 

complexes. Audio options are 

set correctly any there is noth-

ing to change in them, it all 

works flawlessly. After setting 

all this necessary things we 

can finally go to Load Game 

section and start playing some 

games. The emulator handles 

every single file extension, and 

it doesn’t matter if you choose 

.prg, .tap, .d64, .t64 or even 

.crt. All this files will be run 

without any problem. 

And in that moment the mag-

ic begins! First an intro of some 

old cracking group appears 

on the screen, and speakers 

are playing some beautiful 

 ▼Screenshot taken from the C64.emu app. 

 ▼MXQ Pro+ 4K with remote controller.

Review and Translation: Ari

     C64 on steroids
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music in its wonderful sid-style. All you have to do now 

is press space or fire button and you can just immerse 

in 8-bit classic. Let’s start with: Turrican, 1942, Bruce 

Lee, Giana Sisters, Barbarian… Oh my god, it’s mid-

night already?! I have to go to work at six tomorrow! 

There will be another day. The next evening and next 

back to the past - Ghosts’n’Goblins, International 

Karate, License to Kill, Rick Dangerous. Maybe some-

thing for two players? No problem, my son connects 

the second gamepad and we play hard Bubble 

Bobble, Ikari Warriors or River Raid 2. And only my wife 

is giving me that strange look ;).

That’s how it looked in my case. Thanks to this lit-

tle box, that should be used in a different purpose, 

I fulfilled my dream of getting back to the past, and 

created my very own C64 on steroids. How many of 

you can say “I got a 2 Ghz commodore connected to 

TV” :)? And now to be clear, I don’t say it’s the best 

solution, because there is no substitute for a real, clas-

sic machine. But I think, there may be more people 

like me, that would like to back to the old days, but 

they not necessarily want to spend a lot of money on 

it, or don’t have enough space for another computer 

in room. For all these people it’s a reasonable solu-

tion that combines old-school with new school, fresh 

technology with our childhood classic. I can see one 

more advantage of this solution. How many times you 

was forced to left the computer turned on with turned 

off  TV, just to continue the play after getting back 

from school next day, because there was no save 

state option? This problem doesn’t exist here and it’s 

a “one click” in the Save State thing. That’s amazing! 

It’s one of the biggest advantage of the emulators for 

me. Not everyone has free 3 or 4 hours to complete 

the favorite game in one approach. And if we are still 

at the advantage issue, I would like to tell you about 

one more interesting application, which is very nice 

and comfortable. It’s called Sid player and it can be 

downloaded for free. It allows you to listen to the mu-

sic in well known .sid format, and it can be your own 

music loaded on SD card, or one of the 42000 files 

included (HVSC). And there is nothing more pleasant 

than surfing on the internet with some nice 8-bit music 

in the background.

Well, let’s summarize this long article. I think I can rec-

ommend this device to everyone who wants to use it 

as a typically multimedia device, but it’s also a great 

machine for those who are looking for something that 

can be used as a base for a retro-machine. In an 

analogous way it can be used to make an Atari, Ami-

ga, NES, SNES or even PSX. Everything is just a matter 

of installing proper software. 

Thanks to the USB ports you can connect all kind of 

controllers such as mouse, pad, joystick, keyboard (in-

cluding wireless) etc. Thanks to the Save State option 

you can stop playing, and return to it when you want. 

Thanks to the 100% compatibility you are able to run 

every game, and thanks to graphic filters we can 

easily play on big TVs.

And if you ask me about flaws, well, there is only one. 

It’s not a real Commodore 64. But I can live with that, 

especially when I’m going to sit comfortably on my 

couch with a pad in my hand and dive into the 8-bit 

abyss.
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Editorial and Translation: Minimoog

T
oby Fox in 2015 presented 

to the world his release 

which achieved a huge 

popularity. Undertale – be-

cause that’s how is called this 

release – thanks to its’ great 

plot, colourful world and pixel 

look, captured a lot of hearts 

and even created a rich 

fandom. To understand this, 

you need to look at the game 

closer.

As I said, Undertale has a quite 

visible plot. This release can 

be classified as RPG, but also 

a little bit of fantasy – because 

the gameplay takes place 

in the underground world 

of monsters, where the real 

protagonist goes coinciden-

tally – by falling down. The 

real person, that we meet, is 

Flowey – a flower with a hu-

man face. A little bit sweet, 

a little bit nice, but it appears 

that he has a rule “to kill or 

be killed”. A fight with him 

would have ended with an 

unavoidable death, if it wasn’t 

for the quick intervention of 

another important person – 

The retro scene becomes bigger and bigger with every year. It is on one 
hand irritating (accessories and retro hardware become more expensive), 
but on the other hand – very motivating. I’m not taking into account the 
scene activity because it was, is and will exist, but about a more global 
look at the retro games fascination. The effect of the more advanced 
references to retro is a game called Undertale.

Toriel. On this moment we 

find out about her that she is 

a guardian of the ruins (be-

cause in those ruins we are 

during the beginning of the 

game). She introduces us to 

the world, where we ended 

up, but very quickly we will be 

forced to deal with. Very often 

we also encounter important 

choices, persons we meet can 

be defeated in a couple of 

ways or in a peaceful manner 

(every person has a different 

method), and the breakup 

with Toriel, who becomes very 

On anoth
er subje

ct
81Komoda & Amiga plus #6

autumn / winter 2016

ED
ITO

R
IA

L

Komoda & Amiga plus #6

jesień / zima 2016



“Very often we also enco-
unter important choices, 
persons we meet can 
be defeated in a couple 
of ways or in a peaceful 
manner

 ▲Source of all images: undertale.com.

quick our best friend, or even 

a mom, which will also involve 

fighting.

I will admit that with the heart-

ache that Toriel also became 

during one moment our obsta-

cle – I killed her. I absolutely 

didn’t want it because I really 

liked this person (is it normal 

that a person is so emotional 

to the virtual world?) I saved 

a game and I finished the 

game peacefully. Everything 

would be fine, but when I left 

the ruins and I left Toriel, I was 

greeted by Flowey again... 

and I said that if I play God, 

that I killed her and loaded 

the game, because I didn’t 

want her death. When I saw 

this – I was nonplussed and 

I understood that I don’t play 

a normal game…

I didn’t kill anybody during 

the rest of the game. I was 

a real pacifist, because that 

is how I am in a real life – 

I didn’t propagate any hatred, 

I looked for the 

peaceful solutions 

so that all the he-

roes were peace-

ful. On the way 

I met a group of 

friends-monsters; 

skeleton siblings 

called Papyrus and Sansa, 

the dragon female – inventor, 

fishshaped warrior Undyne 

and the king of the under-

ground land, jovial Asgore. 

Of course, those are only 

some of the showing up in the 

game characters and those 

(and Toriel I Flowey) play main 

roles. Everyone of them tried 
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to kill me at least one time. 

What  is more – the fight with 

Asgor is a crucial plot element 

and is connected with the 

history of the underground 

world. The soul of the player 

is necessary to destroy the 

barrier between the world of 

people and monsters, earlier 

living together in one place.

Interesting facts

•	 You can purchase “Undertale” on Steam for €10.
•	 Original soundtrack from the game has been published on CD and titled “Determination”.
•	 Game has its very own Wiki available at undertale.wikia.com.
•	 Some elements of the game design have not been used in the final version, but you can 

still find their traces in the files.
•	 Vlogger Matthew Patrick from “The Game Theorists” YouTube channel presented Pope 

Francis with the Undertale game code.
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TALKING 
HEADS
The phenomenon of platformers

Platform games, also known as 
“platformers”, are nothing more 
than a combination of arcade and 

adventure genres. The most crucial title 
of this genre, a “flagship” of sorts is Super 
Mario Bros. While other platformers have 
been made before, 1985 was the year 
when Japanese company Nintendo 
revealed the new face of their already 
known main character from game Mario 
Bros (1983). Super Mario Bros marked the 
beginning of the platformer era, and 
soon many other platformers conquered 
the hearts and minds of players all over 
the world.

In this edition of Talking Heads we’d like 
to talk about aforementioned platform-
ers. What’s distinct about them; what 
effect do they have on us; why are they 
enjoyed by so many play-
ers? Also, which titles are the 
most important to us? We’ll 
try to answer those, and 
other, questions.

Bobikowoz: Platformers 
are the start of a jour-
ney to me. You never 
forget that first time, 
you know. Today I’m 
a grandpa… well, okay 
not yet, but I remember 
when back in the days my 
sweaty hands could barely 
hold the joystick while jump-
ing on owl’s heads in The Great Giana 

Sisters for C64, at my cousins place and 
Montezuma’s Revenge at another’s. 
The challenge posed by the games and 
the colourful worlds enthralled me, but 
nowadays basic platformers aren’t as 
enticing as they used to be. Not sure if 
my colleagues agree, but I see Metroid-
vania genre as the evolution of classical 
platformer: finding the right way, uncov-
ering secrets, traversing labyrinths and of 
course platform jumping. These kind of 
titles still get me stuck to the screen – not 
too long ago I’ve had great time playing 
Knight ‘n’ Grail and You Have to Win the 
Game.

Minimoog: Metroidvania as a genre ac-
tually refer to the well-known platformer, 
Metroid. No wonder they’re so similar to 
the platformers, considering what these 

games and their gameplay 
look like. Nowadays 3D dom-

inates gaming, many can 
stick to the classic form, 

which I’m a fan of my-
self. I’ll never forget the 
long hours spent play-
ing Super Mario Bros 
on Pegasus. One of 
my most memorable 

games was actually Fe-
lix the Cat. But I digress; 

I admit many C64 games 
that stole my heart were 

indeed platformers: Game 
Over II, Gordian Tomb, Soul-

less – these are the titles I keep coming 

Platformers are  
the start of a journey to 

me. You never forget that 
first time, you know.

   – Bobikowoz
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back to, especially considering I’ve never 
finished Soulless, due to its challenging 
gameplay and vast world. Well, that’s 
what we have free time for!

Don Rafito: It’s not just Mario. Amiga as 
a platform is the unofficial queen of this 
genre and you don’t have to look far to 
understand why. My journey with these 
games on Amiga began with Jimmy’s 
Fantastic Journey. Next on the list was 
James Pond 2: Codename RoboCod, 
which figuratively killed me with its va-
riety and quality of colours; Zool, The 
Adventures of Quik and Silva followed, 
with it’s fantastic tracks; Ruff’n’Tumble, 
a combination of platformer and shooter, 
and Bolo the Anteater, made by Polish 
developer. On C64, two games stuck: 
Hard’n’Heavy and, unsurprisingly, The 
Great Giana Sisters. Post-Amiga games 
are mostly ports, which doesn’t necessar-
ily mean they’re bad. On the contrary, 
Aros, MOS and AmigaOS 4.x users have 
access to many titles thanks to said 
ports. Beret is a title worth 
mentioning, using Icaros 
Desktop as its launcher. 
As for NES, Mario took 
over my household 
(everyone was excit-
ed about the con-
sole in 1993), but my 
heart belonged to 
Contra. Shooter, yes, 
but also a platformer.

Komek: I’d like to an-
swer the original questions 
posed at the introduction. 
Elements defining the platformer 
genre are most often, but not limited to: 
colourful graphics, fast paced action, 
varied scenery and joyful music; due to 
these reasons, platformers tend to pos-
itively impact the player. We like them 
because they’re relatively uncomplicat-
ed and simply nice. They hold a lot of 
nostalgia, too, for older players. As for 
my favourites, here they are: Flimbo’s 
Quest, Hard’n’Heavy, Creatures, May-
hem in Monsterland, The Great Giana 

Sisters, DJ Puff, Wonder Boy in Monster-
land, Drip, Zool, Arabian Night, Super-
frog, Marvin’s Marvellous Adventure.

noctropolis: Indeed, the light of the 
platformers doesn’t fade, since at least 
on the older machines  it’s an undying 
genre. Brand new games are still being 
made and they are good games at 
that. Although I have to admit, I prefer 
the “labyrinth” games, where going 
in one direction isn’t a priority, rather 
finding the way out (while collecting 
various items and finding right ways to 
use them). Notable old titles include Kle-
mens, Zamczysko and Monstrum. New 
ones worth mentioning are Knight’n’Grail 
and Soulless. I recommend all these 
titles.

c00k: I’ve never been a major fan of 
platformers – indeed, they bored me a lit-
tle. Although just like with movies, every 
now and then one needs some simple, 
eye-candy entertainment. We have to 

keep in mind there are platformers 
and platformers. The ones I did 

spend lots of time playing 
(there were quite a few) 

simply weren’t pure 
platformers and offered 
different type of enter-
tainment – co-op shoot-
ers or puzzle games, like 
Lost Vikings.

Atreus: In our youth plat-
formers were the basic 

game genre we’ve had pleas-
ure to enjoy. Today it couldn’t 

be more 
different; 
they’ve 
become 
a great 
pause-
break for 
the every-
day life. 
They allow 
us to set 
aside the 

Amiga as a platform 
is the unofficial queen 
of this genre and you 

don’t have to look far to 
understand why. 

    – Don Rafito
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reality for at least some time, we can 
play them on our handhelds and we 
can enjoy them almost any-
where.

Why do we like them? 
Honestly, I believe the 
simplicity of the con-
trols and the chal-
lenge we face. We 
don’t have combos to 
remember, or getting 
familiar with multiple 
controllers. All you need 
is a joypad or joystick with 
few buttons. Mobiles pose 
some problems here, so it’s 
always good to have a handheld 
console.
Back in my days my C64 titles included 
The Great Giana Sisters, Flimbo’s Quest 
and Hook, but quite quickly I moved 
on to drawing in “Amica Paint”. Amiga 
500 introduced me to a different genre, 
namely strategies. Sometime around 
middle school however I went back 
to platformers, and I fondly remember 

Strider and 
Strider II.

MrDarth: 
Platformers 
were the 
first games 
I’ve had 
pleasure to 
play. I used 

to spend a lot of time playing 
over and over, just to get to the 
next level. I’d like to recall a rel-
atively simple platformer Bruce 
Lee, released in 1984. My uncle 
showed me this title, infect-
ing me with the love for video 
games. Despite its simplicity, the 
game was very enjoyable. After 
all, everything you needed was 
a joystick and you could start 
jumping and climbing ladders 
straight away. Avoiding bestial 
stick figures with finest quality 
pixel swords was also a must.

MrMat: My adventure with platformers 
began as soon as I got my hands 

on C64. I’ve spent long hours 
playing titles such as Super 

Mario Bros, Game over 
or Flimbo’s Quest which 
I still fondly remember. 
However, these games 
had one major flaw – 
despite good graphics 
and great soundtrack, 

they were painfully 
repetitive. Every single 

playthrough was exact-
ly the same, well, maybe 

except for occasional discovery 
of some previously missed secret. 

They simply got boring too quickly, and 
more often than not became a way to fill 
time. You know, when I’ve got 30 minutes 
to spend, but don’t feel like finishing.

Later, on Amiga, I’ve tried them again. 
Games like Zool, James Pond 2 or the 
immortal Superfrog were of much better 
quality; their graphics and music were 

They’ve become a 
great pause-break for the 

everyday life. They allow us 
to set aside the reality for at 

least some time, 

– Arteus
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quite good. Again, after finishing they 
bored with repetitiveness and became 
time-fillers. The ones I liked the most had 
adventure games’ elements: Fury of the 
Furies and Lost Vikings. Although, were 
these truly platformers with adventure el-
ements; or rather adventure games with 
platformer elements? I’d say the latter 
holds true.

Sometimes I still play these kinds of 
games, but I can’t stick to them for 
longer than few moments.

Tomxx: True, platformers’ golden age 
was back in the days of our favourite 
platforms. We grew up with them, and 
they guided us through the gaming 
world, its rules and realities. Even to-
day, during Ami Eve podcast done by 
Krzysztof Radzikowski one of the main 
questions posed was “Did you play 
Superfrog?” That tells a story. Personally, 
I no longer enjoy the genre as much 
as I used to, but Jack Attack is still one 
of my favourites – while it’s not a side-
scroller, it’s full of platforms. My son on 
the other hand entertains himself with 
eye-candy platformers, but the older 

ones are still too hard for him.

Petrichor: I look at the topic through the 
lens of my Amiga experiences. Have you 
noticed how players mistake arcades 
and dexterity-centric games with plat-
formers? Specifically, what I have in mind 
is the adventure element in these games: 
is it a necessary component to define the 
game as a platformer? In my opinion, yes 
it is. Lost Vikings, Benefactor, Flashback 
or Eld are good examples of platformers 
because of their Arcade elements, but 
we can’t forget the challenge of figuring 
out how to progress (performing specif-
ic actions such as finding the switch to 
open the door, etc.).

On the other hand we have said ar-
cades, examples of which are afore-
mentioned Superfrog, Soccer Kid, Rick 
Dangerous or Premiere. There’s no real 
adventure element in those, your only job 
is to keep moving on, dodging various 

obstacles, sometimes meet-
ing a boss at the end of the 
game or level. Personally I’ve 
never enjoyed these games 
too much, although I have to 
admit I play Rick Dangerous 
on a rare occasion.

If there’s one key component 
that defines a platformer and 
contrasts it from an arcade, 
it’s the adventure element.
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Rafał Pączko

 � nick: Don Rafito
 � age: <40
 � team member since: 2009
 � role: editing: reviews, descriptions, 

tutorials. Amiga: classic and NG.
 � favourite game: Lotus III: The Ultimate 

Challenge

Arkadiusz Kosiarski

 � nick: Komek
 � age: <40
 � team member since: 2009
 � role: magazine founder, organization 

and chief editing: texts, reviews, QA. 
8-bit Commodore.

 � favourite game: Gordian Tomb

Marek Sowa

 � nick: noctropolis
 � age: >30
 � team member since: 2011
 � role: editing: reviews, descriptions, 

editorials, maps, proofreading. Mostly 
C64.

 � favourite game: Lazy Jones

Tomasz Ankudowicz

 � nick: Tomxx
 � age: <40
 � team member since: 2011
 � role: organization, dtp, editing: 

interviews, editorials, reviews, 
translations. QA and coding.

 � favourite game: Jack Attack

Piotr Haraszczak

 � nick: Neurocide
 � age: <40
 � team member since: 2011
 � role: dtp, editing: reviews, editorials.
 � favourite game: West Bank

Sebastian Baranowski

 � nick: Minimoog
 � age: <20
 � team member since: 2011
 � role: editing: reviews, proofreading, 

reports. Coding.
 � favourite game: Tetris

Łukasz Bobrecki

 � nick: Bobikowoz
 � age: +/- 35
 � team member since: 2013
 � role: editing: reviews, retro news and 

new releases. C64, Facebook fan page.
 � favourite game: Flimbo’s Quest

Marcin Jaworski

 � nick: Atreus
 � age: <40
 � team member since: 2009
 � role: editing: reviews, tutorials, 

editorials, proofreading. Hardware and 
electronics. 

 � favourite game: Street Rod

Grzegorz

 � nick: MrMat
 � age: <100
 � team member since: 2009
 � role: dtp, editing: proofreading, 

translations to Polish.
 � favourite game: Perihelion: The 

Prophecy

Jan Lorek

 � nick: Johnny
 � age: >30
 � team member since: 2011
 � role: drawings
 � favourite game: Defender of the 

Crown

Editorial staff Hello World, let’s meet!
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Marcin Królikowski

 � nick: phowiec
 � age: <40
 � team member since: 2016
 � role: editing: reviews, descriptions, 

editorials. C64.
 � favourite game: Magicland Dizzy

Dominik Warkiewicz

 � nick: Petrichor
 � age: <40
 � team member since: 2016
 � role: editing: Amiga-man with +10 

stats for reviews and editorials. User of 
Atari in his second life.

 � favourite game: Another World

Igor Szmulik

 � nick: MrDarth
 � age: +/- 20
 � team member since: 2016
 � role: editing: reviews, descriptions. 

Twitter page.
 � favourite game: Superfrog

Ariel Zimny

 � nick: Ari
 � age: <40
 � team member since: 2016
 � role: editing: reviews, translations. 

C64 and emulation.
 � favourite game: Bruce Lee

Michał Rzepka

 � nick: Slayerpl
 � age: >30
 � team member since: 2013
 � role: translations to English
 � favourite game: Arkanoid

George Anastasiadis

 � nick: GeoAnas
 � age: <50
 � team member since: 2015
 � role: editing: interviews, tutorials, 

English version proofreading. 
Hardware, electronics.

 � favourite game: Blackwyche

Piotr Machnowski

 � nick: c00k
 � age: <40
 � team member since: 2015
 � role: editing: reviews, editorials
 � favourite game: Syndicate

Mariusz Rozwadowski

 � nick: Ramos
 � team member between: 2008 – 2015
 � role: organization, ex editor-in-chief,  

magazine founder. The crew still uses 
his resources and passion.

 � favourite game: Knoorkie

Contributors

 � texts: Łukasz Herman, Daniel England, Leopold Tupalski, Arkadiusz Bronowicki
 � translations: Magdalena Piss, Joanna Jawor, Michał Sroka, Grzegorz Sojka, Matt Skotarski, Mariusz Aniszewski
 � Polish linguistic proofreading: Danuta Pączko, Łukasz Herman
 � English linguistic proofreading and editing: Matt Knott, Matt Skotarski
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JOHNNY PRESENTS

I DON’T LIKE WINTER
Drawing today’s picture took some time. Firstly, I was looking for an appropriate idea. 
I made the decision. I drew it quickly and didn’t like it; then I decided to correct some 
details and now I can publish the drawing with a clear conscience. There’s no need to 
waste much time on one picture.

I’d like to take this opportunity to greet Mr. Jacek Widor, whom I recently met in culture 
center in Kraków. When I was listening to “meet the author” session, I drew a part of the 
picture you can see alongside. If anyone wanted to buy me a Christmas gift, I recom-
mend one of this author’s comics. Hereby, I warmly wish you a Merry Christmas and a 
Happy New Year. See you soon.

Jan Lorek




