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Background cover illustration copyright of: http://mediamicke.se 

Some time before the current interest with the computers of my youth, and we 
are talking 10 years ago now, the whole retro scene seemed to be a delight-
ful pastime. I felt as though everything that was going to happen had already 

happened. But then everything that I once enjoyed now began to arouse a deep 
and damn-near overwhelming sense of nostalgia. I felt that new games were not 
as fun as they used to be and music not as enjoyable. It may seem hard to believe, 
but every time I launched an emulator, because I foolishly disposed of my hardware 
a long time ago, a feeling of sorrow washed over me. I was gasping my final 8-bit 
breaths—the unflappable c64.com and the humble nostalgia.pl—but I still felt isolat-
ed and with all hope lost.

There was hope but I, paraphrasing master Sapkowski, could not recognize the 
movement even when it jumped out of the bushes and bit me on the ass. A new 
era was dawning and the tide of victory was coming in. All of this was happening 
thanks to our shared memories and experiences. There were many people out there 
just like me. It took some time for my generation to sort things out – to get the nec-
essary education, land a stable job, grow a family, and maybe even wait for our 
offspring to leave the nest. Buried deep in our subconscious was the sentimental 
yearn to return to the pixels, chip sounds and creaking plastic of our first Commo-
dores, Ataris and ZX Spectrums.

Then the movement exploded. Tens of thousands of tinkerers and enthusiast con-
gregated on social networking platforms talking, laughing and creating the scene. 
New auction sites launched, new portals spawned, retro events and contests for 
new productions were organized. Classic Amiga lines even received new power-
ful Apollo accelerators and new hardware expansions were developed. Modern       
FPGAs now reconstruct old computer boards. NextGen Amigas are being manufac-
tured. If you want to buy this tech then you will have to wait on backorder for many 
frustrating months because their creators are not keeping up with the demand. So 
much is happening so quickly. Now is the time to write and to share what we do 
with the world.

We are standing somewhere in the middle of it all throwing proverbial pebbles into 
the frantically spinning full steam retro machine. It’s not just in Poland, we’ve gone 
global. We aren’t just publishing on the web, we’ve gone to press. Your recent 
feedback has been phenomenal and your words of encouragement have inspired 
us with a palpable sense of self-confidence and passion.

Still Ready? Is the future ahead of us? Yes! And as bright as never before.

Tomxx & the crew
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C64

Modulo
Atlantis, 2017

A game for maths enthusiasts – 

are there any of you among our 

readers? If you can sum the num-

bers properly and know some-

thing about algorithms, you can 

try to beat the time on each of 

the 28 levels. It looks simple – add 

the numbers to each other, check 

mod 10 and be happy about the 

highscore. And then, the same on 

the next level. And again. If you 

can do that, the game shouldn’t 

be a problem for you. The authors 

glorify the randomness of each 

level, so you can’t just memorize 

number sets. It’s probably good, 

though that game is definitely not 

for everyone. You can try it out, 

because Atlantis shares it on the 

Internet.  

■ phowiec

C64

The sky is falling
Psytronik, 2017

Our fearless hero Orangeman is 

stuck in one of the dungeons he 

visited. Full of stalactites, the roof 

starts to fall on our heads, and on 

top of that, there is a giant rock 

rolling behind us. This is a very dan-

gerous place. Our job is to help the 

Orangeman – we do that by hitting 

the stalactites with a spanner, to 

move them back “into the rock”. If 

we do the opposite, we’ll get hit by 

their spiky endings. The gameplay 

is only on one screen, but there 

are many levels that players go 

through. In my opinion, for a game 

released with such hype, it should 

have slightly better graphics, but 

on other hand you can clearly see 

what is happening on the screen, 

oh and the soundtrack is quite 

good actually. What’s about this 

buzz and hype I mentioned? The 

game authors want you to pay not 

only for the physical copy, but also 

for the virtual one.

■ Minimoog

VIC-20

Arukanoido
Pixel Productions, 2017

Arkanoid is as everyone sees it. 

For those who don’t know – small 

mobile platform, controlled by 

the player, hits a ball inside a rec-

tangle, open from one side. The 

objective is to hit all the colorful 

bricks, and not allow the ball to 

fall outside the rectangle. The 

clone of that 1986 game for ar-

cade machines, will be needing 

24k memory expansion for VIC-20 

and will operate the paddles. The 

soundtrack was made by Adrian 

Fox. If you’re the more patient part 

of the gaming community, this 

game is for you. 

■ phowiec

C64

Spyders C64 – Chapter 1 
Mr. NOP, 2017

Hmm... It’s a strange clone of the 

game called Space Invaders. The 

aliens replaced by spiders? Okay, 

that might work. Original Spyders 

game was created for Com-

modore PET. Through Mr. NOP’s 

conversion, C64 users can play it 

as well. Technically, it’s nothing 

special, but if someone wants to 

shoot, you’re welcome. 

■ Komek

Fresh 
News
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AROS

Bermuda Syndrome
serk118uk, 2017 

Flashback fans who are using 

Aros OS will surely be happy to 

hear that Bermuda Syndrome, 

the game originally released in 

1995 on PC, has been ported to 

the above mentioned OS. Its story 

is about American pilot Jack T. 

Thompson, who is fighting in World 

War II. During one of the battles 

his plane is shot down over the 

Bermuda Triangle. He manages to 

survive unscathed, but he lands 

in a place forgotten by not only 

civilization, but evolution itself. To 

survive, he’ll need to face many 

challenges such as dinosaurs. To 

play the game, you need original 

game files from the PC version.

■ Don Rafito

AROS

Icaros Desktop 2.2
Paolo Besser, 2017

It was a long time ago, that this OS 

had its pre-release version distribut-

ed, under working title X-Mas Edi-

tion. Obviously, there were a few 

mistakes. But this is the past now! 

Earlier this year, the author has 

released a full version with proper 

fixes. On top of that, by the time 

you’re reading these words, there 

is at least one update available on 

the OS website. This time though, 

Paolo did not only focus on fixes 

and updates, but also on a new 

project called Host Bridge. This 

allows integration of Aros with Win-

dows or Linux and launch it native-

ly, without virtual machines. Besides 

that, Host Bridge gives a possibility 

of launching the host’s applications 

directly from Icaros Desktop. 

■ Don RafitoA

m

C64

King’s Valley
RE.BIT, 2017

Egypt, mummies, that sort of stuff 

– everyone knows it. King’s Valley 

is a game made by Konami for 

MSX in 1985, so it’s very NESsy. The 

C64 version is still in production, 

though it looks nice right now and 

it might be finished in no time, you 

can see it here: https://www.you-

tube.com/watch?v=1L889m1p-

ZMk. King’s Valley is a classic 

platform game with a great 

soundtrack (supposed to be 

Egyptian, though for me it sounds 

very Jewish). Gathering artifacts, 

avoiding walking mummies – clas-

sic scenario for that game type. 

Thumbs up for C64 fans, so they 

might start to play it ASAP. 

 ■ Minimoog

C64

Limbo – early preview 
Soren Trautner Madsen, 2017

I have to run. Run straight. Don’t 

stop. If I do, I die. That’s how it 

was a while ago. And a while 

before a while. And even earlier. 

I’m running. Always right, because 

behind me there is NOTHING. That 

NOTHING terrifies me, so much, 

that I don’t have courage to 

look behind. But I have to run, my 

sister is at the end. I will find her 

and save her. This big time game, 

known from popular consoles 

and PCs will probably be seen on 

the old C64. We have only seen 

one static screen, with a running 

character, then a short gameplay 

fragment, where our hero climbs 

a line, but it picks our interest. 

We’re waiting impatiently in our 

office.

 ■ phowiec

C64

Galencia
Jay Aldred, 2017

Have you ever been to arcades? 

I spent some time there, playing 

Galaga for the first time. Yes! 

These were the beautiful 80’s, 

wonderful years of innocent child-

hood. And what now? Now, we 

have Galencia! It won’t be as 

shocking as the original one, be-
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cause the world now is into newer 

and more complicated “toys”, 

although it will find its fans in retro-

gaming. Galencia is a pure classic 

with new look, based on such 

great hits like Galaga or Gaplus. 

To sum it all up, it’s a great shoot-

er on your computer! 

■ Komek

C64

Velcro
Wilfried Elmenreich, 2017

This production was made for 

bitbitJAM 2017. One of the most 

crazy and weird activities that 

I have seen in a long time – we 

need to get the sheep back with 

our hunting dog Velcro. Easier 

said than done, the trick is that 

our hero moves independently in 

strange directions, and we can 

change it only by clicking SPACE 

intensively. The game is really nice 

and fun, although it’s early alpha. 

Thumbs up, so this game might 

become a more interesting and 

original production.

 ■ Minimoog

Amiga m68k

Open Tyrian
Artur “arczi” Jarosik, 2017 

Open Tyrian is a shooter game, 

released on a bunch of platforms, 

including Windows and Linux. You 

can also have some fun with the 

game on your Android phone. If 

we take Amiga under considera-

tion, you can play it on Aros OS. 

As a default, the game is sold in 

a bundle with Icaros Desktop. The 

big news is that from now on, you 

can also play this game on classic 

Amigas, but you will need a good 

configuration and hardware for 

it to play properly. According to 

the information provided by the 

game’s author, he was using his 

machine, with a Vampire 500 card 

and with a 060/66Mhz CPU.

■ Don Rafito

C64

Beer Belly Bill In: Grillieren! 
Barbecue

Genesis Project, 2017

Summer, sun, mosquitos and BBQ. 

Yum. The taste of grilled meat is in 

the air and cold drinks to quench 

your thirst. Idyll… you just need to 

figure out the way not to let Dra-

go tramp to steal your food. The 

version for C64 is a ported version 

from GBA console from 2006. That 

is a possible selling point for some 

of you – after all not everyday 

35-years old games are being 

converted from pocket consoles. 

What’s better is that C64 will join 

the Wii, Java and Android team 

– as Beer Belly Bill In: Grillieren! 

Barbecue is already available on 

the mentioned platforms. We are 

reviewing the preview version, 

and unfortunately there are some 

rumors that there will be no other 

version available.

 ■ phowiec 

C64

H.E.R.O II – preview 
Excess, 2017

Roderik Hero again. Emergency 

Rescue Operation helicopter will 

once again save miners working 

under Leone mountain. The game 

will be a remaster of the game 

from 1984. The eye-laser shooting 

hero, having helicopter bags and 

pockets full of dynamite will be 

even better than the first one. It will 

have more animation, sound will 

be more sophisticated and some 

locations will get new colours. For 

now, you can watch one part of 

the underground, that shows how 

the game might look. I just hope it 

works out in the end. 

■ phowiec

C64

Bacillus – preview
Thorsten Jordan, 2017

It’s the second preview version of  

platform game Bacillus. We live 

in the world of microorganisms, 

we gather artifacts and avoid 

enemies, eventually we can kill 

them like in Great Giana Sisters. 

Graphics are nice and the par-

allax scrolling works smoothly. 

Sprites of most of the enemies are 

in one colour, but multicolor is 

probably just a matter of time. So 
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far, the game has a problem with 

sprite reloading, so everything 

slows down from time to time. The 

perspective of game’s later de-

velopment fills us with hope, that 

Commodore users will get a nice 

platform game.

■ Minimoog

Amiga 68k

Miky’s Land
Michael Gibs, 2017

This game gained some popular-

ity already and there is a reason 

behind it. Michael Gibs, French 

programmer, is working on the 

very interesting game called 

Miky’s Land. I have to say, it’s 

a very good combination of FPS 

and platform games and re-

sembles Wonder Boy in Monster 

Land. Although the work is still in 

progress, he already managed 

to make a big impression on the 

fans. I wonder how well the final 

version will look like.

■ Komek

C64

La Carretera (The Road)
Sputnik World/ Excess, 2017

Good text adventure games are like 

cold beer during hot days. They will 

quench your thirst, even the more 

fussy ones. La Carretera is one of 

them. Interesting scenario with nice 

graphics are on the good side of 

this program. The original game is in 

Spanish, and thanks to the cracker 

group Excess, it can be played in 

English. Well, I found out again that 

you can find an exciting adventure 

without a need to leave your home.

■ Komek 

C64

Stranded
Lft, 2017

Did you ever have that sort of 

situation, that due to lack of fuel, 

you needed to get to nearest 

station in the middle of nowhere? 

If not, you need to play the new 

adventure game called Stranded 

and learn that things so simple 

and straightforward can become 

very complicated. Game has 

monochromatic and characteris-

tic graphics, and good soundtrack 

(although a bit too cheerful). 

Hmm... it would be nice too see 

more grotesque events here.

■ Komek

C64, C128, Plus4

Pentagram
Rod & Emu, 2017

Careful readers might have no-

ticed, that I already wrote an ar-

ticle about this game in #5 Fresh. 

What’s more – original is from 

1986. So what is the update here? 

This time, the thing was about 

additional upgrades and platform 

changes – not only C64 users, but 

also Plus4 and C128 ones (they 

have the game working faster by 

25%) might now enjoy the game. 

The authors support Turbo Chame-

leon, Super CPU, PAL and NTSC, 

used new music and sound ef-

fects and started the handling of 

a second “fire” button for C64GS. 

You can always be happy about 

its abundance of stuff.

■ Minimoog

C64

Argus
Psytronik, 2017

It’s always worth to wait for 

games developed by Volkers, 

Storey and Cross. The most recent 

one is called Argus. They tried 

the Dungeon Crawler game type 

and they did quite well with de-

livered a big world (1500 rooms 

to explore) that can be explored 

in “fake” 3D. By the time I write 

these words, the game is al-

ready finished, and even though 

it didn’t have a premiere yet, 

I know that I’ll buy it! Watching 

the gameplay video, it’s hard to 

imagine that it’s on C64. 

■ Bob8bit
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Featured artist: José A. González, nickname: Jojo073
 
José comes from Spain where he teaches computer science at a primary school. At the early days of 8-bit 
computers he started to draw on ZX Spectrum with a program called Art Studio. Later on he switched to 
Amiga and Deluxe Paint II, and went all the way up to Deluxe Paint V, which is his main software for pixel 
art nowadays. Drawing on a real Amiga or in an emulator using this simple yet powerful program in 16 or 32 
colors at 320x256 is José’s primary hobby.
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If you’re interested in learning the pixel art make sure to check the YouTube channel named “Amiga Wave”. 
It’s José’s primary place for tutorials presenting the process of drawing graphics in Deluxe Paint. Watching 
live pixel art sessions on full-length videos can be very inspiring. “Amiga Wave” is also a Spanish scene group 
that is heavily focused on Amiga game development and we plan to cover some of their work in the up-
coming issues of K&A plus.
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Some of the artwork submitted by José also includes Deluxe Paint’s UI icons. We decided not to remove 
them and present the graphics as they are. It’s worth admiring them from the perspective of an artist and 
examining the colour palettes used for a given image – 16 or 32 colours selected by the artist for each 
piece. This contrasts with the now common million colour artistic works. The effect created is reminiscent of 
a traditional painting...
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We’re doing our best to keep the old-school feeling of retro magazines from the past and coverdisks are insep-
arable parts of each new release. This time however we decided to go one step farther and add something 
tangible to the current issue! Every hardcopy of K&A plus #8 in both the English and Polish language version, 

now includes an A2 poster printed on high quality coated paper.

The CBM-shaped logo collage is built out of over a thousand C64 game screenshots. Images were download-
ed from the screenshot database available at www.gamebase64.com and the previously mentioned “STILL 
READY” slogan perfectly reflects the content of our current issue. We hope that the posters will proudly deco-

rate your retro gaming caves!

”Commodore Still Ready” poster in A2 format

Get K&A plus in its printed version!
Physical copies of our magazine are now available from three online stores:

•	 http://ka-plus.pl/pl/sklep – our magazine’s official website
•	 https://amiga.net.pl – the largest Polish Amiga store, where we can be part of a larger community 

that includes magazines like RetroKomp, Amigazyn and Amiga User
•	 https://www.retro-cloud.eu – a new store featuring various retro computer hardware

11Komoda & Amiga plus #8
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The Train. Escape to Normandy
Review: phowiec; Translation: Mariusz Aniszewski

The cigarette in Pierre’s hand was slowly burning down. Le-Fues tried not to notice it. He 
looked straight ahead. He was wondering. He planned to leave Metz today. Escape. He had 
enough of the war and those damn Germans.

He threw the cigarette to the ground. He stomped it with his foot and placed the rifle on his shoulder. 
– It’s time – he said to Le Duc. 
Together they had fought in French Resistance and they both had enough of all the fighting and they 
decided to escape to freedom. 
– Remember, shoot accurately, otherwise our escape will be finish before it even begins and the Nazis 
will add us to their victories. 

Pierre looked at his friend and removed his gun from his shoulder.
– Don’t worry. Today we are leaving. His armoured train is waiting just for us. 
Le Buc started running. He needed to get to railway switch before the unit that is stationed there would 
notice him. He was halfway there when the lights in station’s windows started turning on. Not thinking 
carefully, Pierre opened fire at the Germans leaning out the windows. He couldn’t let his friend be hit. 
The French Resistance fighter arrived at the railway switch, changed it to the right track and shouted:
– It’s ready, jump in.

Being inside the steam locomotive Pierre looked at his hand watch. Glowing watch hands showed that 
it was precisely one o’clock.

Their escape to Normandy had just begun.

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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The kidnapping of the train to 

Metz is a prologue to the game 

which is supposed to prepare 

us for what is more to come. By 

changing the railway switch you 

choose the difficulty level, which 

determines the length of the jour-

ney and the amount of problems 

along the way. You must keep in 

mind not to fire at your accom-

plice by mistake. The main obsta-

cles are the bridges, stations and 

track switches. Most likely when 

you see one you have to stop and 

do some type of task.

To move the train you first need to 

turn the break lever (BRAKE) and 

the forward/reverse lever (FOR-

WARD REVERSE LEVER). Next open 

the throttle (THROTTLE) and add 

some coal to the furnace (FURN-

ANCE DOOR). Keep the amount 

of the coal within the accept-

able level because if the steam 

pressure level is too high (STEAM 

PRESSURE HIGH) you will have to 

use the steam safety valve (STEAM

BLOWOFF). The train will slowly 

start moving.

– Pierre, don’t sleep – Le Duc’s 

voice woke him from his slumber. 

We are moving. I need you now. 

Should you see the German fight-

ers take the gun and blow them 

away!

– I’m not sleeping. You can count 

on me. Don’t forget about the 

bridge ahead. There the train will 

be a baptism of fire by using its 

gun. We’ll see how much German 

resistance there will be. 

They were reaching the overpass. 

Pierre started slowing down with 

the throttle valve as the break 

had limited strength. You had to 

be easy on the brakes (EASY ON 

BRAKE), as any repair could mean 

that their escape would fail at the 

end. They had to manage till sun-

set. If by that time they have not 

reach Riviere station they would 

have to abandon the train.

Cassandra’s	bridge

After stopping the train on the 

bridge, you are automatically 

moved to be a gun operator and 

your goal is to shoot any naval 

ships by aiming the gun at them. 

They will sink from only one shot 

but you have to act quickly as the 

enemy’s units do it more precise-

ly and faster than you. If any of 

the enemy’s units are near you 

(THAT WAS REAL CLOSE), or hits 

the gun (THAT WAS TOO CLOSE) 

than an appropriate warning will 

be displayed and some repairs will 

probably be needed. After sinking 

all the opposing units you will have 

to return back to the train (CLIMB 

ABOARD).

The last passenger

– We’ve made it. As usual. – Le 

Duc smiled. He looked at the 

water gauge (WATER), steam 

pressure gauge (P.S.I.) and tem-

perature gauge (TEMP). He had 

to make sure the last one is not 

too low (FURNANCE TEMP LOW), 

otherwise he would have to add 

some coal. 

– How much coal do we have? Is 

it enough? – Le-Feus asked as if he 

was mind reading. 

– If there is not enough we will 

have to add it at the next sta-

tion – he answered (F7 – COAL IN 

HOPPER status).

So far everything was going quite 

smoothly, all too well. Le Duc felt 

that there was something in the 

air. He couldn’t shake the feeling 

that something was about to hap-

pen. Suddenly he heard a roaring 

sound that quickly changed into 

hum.

– A plane! – He shouted. Pierre, 

quickly use the gun!

The fighter appeared in the front 

(ENEMY FIGHTER ATTACKING

FRONT). Pierre fired the gun and 

sent a lot of ammo in its direction. 

At first he missed but the second 

shot turned the plane into a fire-

ball. He heard another sound, this 

time coming from the back of the 

Great	train	robbery

The runaway train
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train (ENEMY FIGHTER ATTACKING 

REAR). Not thinking much about 

it he changed his position and 

opened fire. This time he got the 

fighter right away.

Night train with the meat

There is no need to stop at every 

station. If you don’t need water, 

coal, repairs or you don’t need to 

send any message you can travel 

without slowing down. Should you 

need to stop just remember that 

every station is full of German 

troops. Your partner must reach 

the railway station door and you 

must cover him all the time. You 

must be careful to not fire at him 

by mistake! After taking the build-

ing you can send the message 

to take the nearest bridge (TAKE 

BRIDGE) or station (TAKE STATION). 

You can also ask for a repair, in 

that case you will be given name 

of the destination and time you 

need to arrive at. You can also 

leave the station without sending 

any message (NO MESSAGES). 

While travelling you can also find 

some switches (SWITCH). In order 

to change the direction of the 

train you must stop and use the 

whistle (WHISTLE) from the train. 

Switch status can be read from 

the display nearby the throttle.

The train of life

Pierre looked at the watch. 

They’ve been travelling along the 

French railroads for a few hours 

and with each one they are closer 

to their destination. He felt an 

overwhelming excitement and 

happiness. They are almost at their 

destination. Soon they will reach 

Riviere. This will be the end of their 

escape.

 

– We’ve made it – Le Duck shout-

ed. Nothing can stop us now!

He was right. In the distance they 

noticed the city. Their final des-

tination was getting nearer and 

nearer. As to make it more real 

they noticed the sunrise. It was the 

end. They have won.

Polar express

Accolade didn’t let their fans 

down by creating The Train. It 

wasn’t the best game they had 

ever made but it managed to 

maintain a high level of game-

play. A good combination of 

a simple simulation game with 

a simple shooter game created 

an unforgettable title. I played 

this one for many hours and tried 

to get better results each time 

I played. Although the game’s 

graphics was not the best you 

could have at that time, some 

elements like to be inside of the 

train or the movement of the 

outside trees were good. Currently 

the game still doesn’t look bad, 

except maybe for the animation 

of a character while he is running 

along the tracks. But we must 

keep in mind the fact that it is 

a 30 year old game (published in 

1987) and as such it still manages 

to entertain. If you haven’t played 

it yet you should do it soon. If you 

have played it than you surely 

know that it is a game worth 

playing again. Final result – Full 

recommendation

8 5 9

Publisher: Accolade
Year of publication: 1987
Platform: C64

THE TRAIN. ESCAPE TO NORMANDY

 ▼Normandy	train	painted	by	artist	A.	Brockie	Stevens.

 ▲C64/C128 game cover.
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Review and Interview: Komek; Translation: Mateusz Skotarski

Despite being in the sixth grade of primary 
school, I vividly recall that moment, when 
physics teacher first time confiscated my vid-

eo gaming magazine. A single screenshot from the 
game Lazarus was to blame, one I found in an issue 
of gaming magazine “Top Secret” from 1994. I’ve 
had a chance to talk to Lazarus’ creator, Krzysztof 
‘Zephyr’ Augustyn - a man who singlehandedly 
extended the life of C64 in Poland. But first, let me 
provide you with some background.

Krzysztof Augustyn is a Polish coder and graphics de-
signer from Gliwice, founder of the Inflexion Devel-
opment. My first exposure to his creative work took 
place in 1993, when I got my hands on an original 
cassette that had the game Castle. In a heartbeat, 
I was immersed within the depths of the massive 
castle, still exploring unknown locations in the game 
- I’ve spent a lot of time from my daily life on this 
game. Some time later Droid was released, a unique 
hybrid of platformer and shooter, although its author 
considers it a “sloppy, rushed job”. Yet, despite the 
comment mention above, gaming magazines such 
as “Top Secret” and “Secret Service” published pos-
itive reviews for it. Additionally, it earned a place in 
the list of top 10 best C64 games, that was present-
ed by “Top Secret”. After Droid, Lazarus was next 
another maze crawler similar to Castle, with even 
better gameplay and design. To this day I remember 
spending long hours playing it with my friend Wojtas, 
admiring its classic design combined with crisp and 
colorful graphics. No wonder “Top Secret” nominat-
ed Lazarus as the 8-bit game of the year 1994.

Next year brought two amazing productions: Eternal 
and Miecze Valdgira 2 (eng. Valdgir’s Swords 2). The 
former is an expansive, multi-level platformer, quickly 
becoming a fan favorite due to its high production 
quality all compressed into a single file. The latter, 
Miecze Valdgira 2, its predecessor known already to 
the owners of small Atari, lived up to all expectations 
and then some, despite being a sequel to a known 
and widely liked title, and most likely thanks to the 
fact it was made from the scratch, which enabled 
better overall quality. Miecze Valdgira 2 is actually 
Krzysztof Augustyn’s last commercial production.

So much for the introduction - let’s get to the inter-
view.

Krzysztof Augustyn

 Inflexion Development games

Eoroid (C64, 1993, publisher: L.K. Avalon)

Acid Runner (C64, 1993, publisher: L.K. Avalon)

Castle (C64, 1993, publisher: L.K. Avalon)

Droid (C64, 1993, publisher: Mirage Software)

Slaterman (C64, 1994, publisher: Timsoft)

Lazarus (C64, 1994, publisher: Timsoft)

Eternal (C64, 1994, publisher: Timsoft)

Shaman (C64, 1995, publisher: CP Verlag)

Ashido (C64, 1995, publisher: Timsoft)

Drip (C64, 1995, publisher: Timsoft)

Miecze Valdgira II (C64, 1995, publisher: Timsoft)
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Hey Krzysztof. Could you please 
tell us what was your first com-
puter and how did you get your 
hands on it?

Hey there. I shared my first 
computer with my brother, 
when our parents got us a C64 
with tape reader, around 
1989. Before that time I’ve had 
played my share of games for 
ZX Spectrum, Atari and Arcade. 
You see, from fifth grade on-
wards my school attendance 
was maybe something around 
60% - I’ve spent rest of my val-
uable time in arcades, which 
in the 80’s were styled after 
trailers similar to Drzymała’s 
Wagons. My own comput-
er at home was a personal 
breakthrough, despite having 
to share it with my brother. 
My first computer that I didn’t 
share was another C64 I got 
few years later, with 1541-II 
disk drive, funded by my own 
games: Eoroida and Castle.

When did you discover you had 
potential to become a pro-
grammer and graphics design-
er?

Before I got my first computer. 
It was nothing strange at that 
time, many of my friends wrote 
code in Basic on paper, copy-
ing it over when the hardware 
was available. 

Numerous computer clubs 
operated back in 80s, I was 
a member of one such club, 
organized at my mom’s work-
place. It was thanks to the 
geeky members that I sank 
deep into the mentality of pro-
gramming. The ability to create 
by writing lines of code was 
extremely alluring, although 
I could barely operate any 
hardware at the time. As for 
visual design - I always doo-
dled, so pixelating on C64 was 
its natural consequence.

Do you remember your first 
steps in design? What did they 

look like?

I began by using Basic. 
Despite common trend, 
I would not underestimate 
the practice it offered in 
terms of learning the basics 
of programming. Dem-
oscene was the eye opener 
that followed. Computer 
market and exchange in 
Katowice allowed to copy 
both games and fresh re-
leases and meet its authors. 
It was there I’ve had the 
pleasure to meet guys from 
Taboo. The Copernicus 
Estate I used to live in, in 
city of Gliwice, had quite 
a few people who shared 
my interests, most of which 
also attended my school. 
That’s where I’ve met Greg 
Wróblewski, Mark “Benji” 
Wyszynski, and brothers 
Tom and Wojtek Kostrze-
wski, soon-to-be founders of 
Infinite Dreams. 

We’ve teamed up with 
Mark to make our first logos, 

fonts and intros on C64. On the 
other hand my brother, Marek 
“Gherkin” Augustyn introduced 
me to C64 assembler, debug-
ging demos and games and 
recording tapes with the results 
of our work. That’s exactly how 
my brother’s game, Acid Run-
ner, released by L.K. Avalon, 
was developed. In any case 
such network of people includ-
ing my own brother, with whom 
I’ve had a healthy competition 
in our attempts to make some-
thing tangible, led me to take 
assembler seriously and profes-
sionally, allowing us to release 
our first mature product.

Around 1991 you’ve formed 
a group Inflexion Development. 
What did the group work look 
like at the start and how did it 
change over the years?

Indeed, in was 1991. We be-
gan making simple intros and 
functional software for the 
various needs of the dem-
oscene. We eventually got the 
idea for a “big” demo on C64 
and involved two friends in the 
project: Jarek Burkacki and 
Krzysztof Majka. I remember it 
being a complete freestyle: we 
had a very foggy idea of what 
we want to accomplish, we 
THOUGHT we knew how to do 
it, so we just kind of got to it, all 
the while formalizing our group 
as Inflexion. 

We took a demo party As-
phyxia, summer 1992, as our 
target. The demo was finished, 
as could be expected, last 
minutes before the contest, 
during the demo party itself 
and yet we took second place 
- as a group of people no one 
knew with no prior develop-
ment history, losing only to 
the breakthrough demo from 
team Elysium, Origon. After the 
“demoscene period”, we’ve 
focused only on the game dev. 
Around ‘93 and ‘94 I joined Ely-
sium, while they began brand-
ing their commercial work as 
Inflexion Development.

 ▼Droid, C64, 1993

 ▼Castle, C64, 1993
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At what point did you decide 
your products were good 
enough to begin commercial 
sale to companies such as 
Timsoft, L.K. Avalon or Mirage 
Software?

You see, that’s the beauty 
of those times - I didn’t pon-
der whether they were good 
enough or not. Without inter-
net’s instant feedback, provid-
ed within minutes of showing 
content on facebook, develop-
ers could afford a different per-
spective. Before presenting an-
ything to a developer, I wrote 
a text based logic game 
Eoroid. At the same time my 
brother worked on a somewhat 
more advanced clone of Lode 
Runner, titled Acid Runner. We 
packed the tapes and went 
by train to Rzeszów, where L.K. 
Avalon had their headquar-
ters. Took us around two hours 
to get a contract signed and 
payment approved. Such was 
the way we “released” our first 
games.

As far as I’m aware, Inflexion 
Development was affiliated 
mostly with Timsoft. How did this 
co-operation work?

From what I can remember, it 
was quite efficient. I began my 
partnership with Timsoft after 
releasing my first three titles, so 
I’ve had some experience al-
ready. I was lucky in that after 
Lazarus was released we’ve 
created a team made up of 
the best members of C64 dem-
oscene of the times. Graphics 
were done by Tom “Carrion” 
Mielnik, while the music was 
developed by Wojtek “Shogo-
on” Radziejewski. Meanwhile, 
when I began my work with 
Tomasz Golik (Timsoft’s owner), 
figures such as Krzysztof “Brush” 
Dąbrowski and Tom “Hain” 
Olszewski, top notch people on 
the demoscene, began work 
under the brand of Inflexion 
Development.It was a great 
time for co-operation between 
Inflexion and Timsoft: multiple 
prominent personalities worked 

on quality products on a plat-
form already forgotten by the 
western markets. I’ll go as far 
as to say Inflexion Develop-
ment releases were somewhat 
of a quality defining products 
on the C64 scene in 1994 and 
1995.

During our last conversation, 
during the eighth edition Silesia 
Party, you mentioned an un-
released title, Arthema. Could 
you tell us anything else about 
it?

That’s a curious story. I’ve 
only found out about this 
title recently myself. Turns 
out another development 
team, Agony Design, 
whose members worked 
on C64 until the end of its 
popularity in Poland, also 
decided to release a game 
under the brand of inflexion 
Development. The team 
consisted of lead designer 
Robert Kan, graphic de-
signers Sebastian “Astaroth” 
Kozlon, Rafal “Comanche” 
Kwasny and Tom “Carrion” 
Mielnik I mentioned earlier 
and music designer Sebas-
tian “Moog” Bachlinski. The 
game itself was a platformer 
with a stunning visual design 
and although the game was 
finished and sold to Timsoft, it 
was never officially released. 
Only a demo is available 
publicly. 

Sadly, the fine days of C64 
and Amiga are gone. What 
do you do nowadays?

I’m still programming and 
doing some work on visual 
design, so in a way not 
much has changed. Cur-
rently I’m focusing on web 
apps and work on some 
video projects.

To close it off I’d like to 
ask, is there a chance 
you’ll work on something 
new for our beloved Com-
modore?

I want to say yes for certain, 
but time will tell. I have few pro-
jects in mind which I should be 
able to do, safe to say, to be 
completed within this decade. 
Fingers crossed!

Thank you for the interview and 
all the best in your personal life!

 ▼Eternal, C64, 1994

 ▼Lazarus, C64, 1994

 ▼Miecze Valdgira II (aka Valdgir’s Swords II), C64, 1995
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From the very beginning, the dif-

ferences between the C64 version 

and the original one are obvious, 

especially when it comes to graph-

ics. Despite both versions being 

maze games, their level design 

and room layout are completely 

different. Sadly, the game lost its 

atmospheric soundtrack still present 

on the Atari and Amiga releases, 

taking away from its charm. If I had 

to point out an attribute connect-

ing the two products, it would be 

the meticulous placement of the 

items found throughout the games. 

The devil is in the details – if you 

look closely, you’ll notice similarities 

in the design of both games.

The game’s visuals, designed by 

Tomasz ‘Carion’ Mielnik, deserve 

special mention. Whether you’re 

exploring castle chambers, aban-

doned mineshafts or the dark man-

sion, there’ll be plenty of colorful 

graphics. 

Overall, I have to say I’m impressed 

by the idea of creating a conver-

sion from scratch – it’s certainly 

more interesting than porting over 

the original. As far as the game 

itself goes, Miecze Valdgira II was 

a successful one which, despite be-

ing released somewhat late within 

the lifetime of 8-bit computers, was 

a classy sequel, preserving the spirit 

of its predecessor.

T
he game’s success effectively 

forced adaptation to other 

platforms and so, after 2 more 

years, players could enjoy it on 

Amiga and C64 – this time released 

by Timsoft. Both ports differ signif-

icantly, since the one for Amiga 

was ported directly, while the C64 

version was made from scratch.

After the interview with Krzysztof 

Augustyn (programmer of C64 

version of Miecze Valdgira II), I’ve 

decided to give the game a little 

extra attention. Instead of tradi-

tional description, I’d like to offer 

you a game map, designed by our 

office friend, Uka – it should help 

you finish the quest faster. Read on 

and enjoy!

Review: Komek; Map: Uka; Translation: Mateusz Skotarski

Miecze Valdgira (aka Valdgir’s Swords) is an adventure-maze hybrid released in two 
parts, produced by ASF s.c. – a Polish company based in Gdansk. The first part of the 
game saw the light of day in 1991 and was available only for Atari. It was an excep-
tional production during its time, popular enough to quickly warrant the release of 
a sequel two years later – Miecze Valdgira II: Władca Gór (eng. Valdgir’s Swords II: 
Lord of the Mountains), offering improved visual and sound design.

7 5 8

Publisher: Timsoft
Release year: 1995
Platform: C64, Amiga

VALDGIR’S SWORDS II
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 ▲Amiga version  ▲Atari version  ▲C64 version

Comparison	of	different	releases	of	Valdgir’s	Swords	II	on	3	different	platforms:
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Review: Petrichor; Translation: Ari

I
n the history 

of computer 

games, we 

have many 

pearls embed-

ded in the dark 

future, such 

as Syndicate, 

the brilliant 

System Shock, 

BloodNet, or 

the legend-

ary Flashback. 

Amongst all these 

games there is a ti-

tle that has always 

been underestimat-

ed and never earned 

the reputation it deserved 

— Dreamweb.

The game was 

released on the 

Amiga and PC. 

Throughout its histo-

ry there were several 

versions that were very 

similar, except for some 

small changes in voice 

and audio recording, or 

some modifications due 

to censorship, thanks 

to the controversy 

it drummed up. In 1994, there 

weren’t many titles in which the 

player controlled a serial killer, 

and maybe a psychopath who 

killed people in cold blood, break-

ing into a bedroom and executing 

a man who is having sex with his 

girlfriend. Of course, these themes 

led to censorship of the game in 

several versions and a total ban 

on in Australia. Nowadays this kind 

of publicity only helps sell a game, 

but in those days this controversial 

“hype” was unfortunately more of 

a stigma. 

But let’s talk about the game 

itself; Dreamweb is a dark and 

very depressing cyberpunk thriller. 

The player takes control of Ryan, 

a bartender on compulsory leave 

and living in a dystopian metropo-

lis somewhere in the near future. 

The main character is tormented 

by visions in which a mysterious 

character - a Dreamweb resi-

dent - orders him to kill influential 

people. Ryan knows he must kill 

those people to keep the balance 

of Earth and to save the world 

from the apocalypse. Sure, at 

first it may seem that the script is 

Cyberpunk memories. Did the Dreamweb creators dream about electronic sheep?

Cyberpunk returns to grace. In October, we’ll see the continuation of the legendary Blade 
Runner on the big screen, and recently we also watched the live-action adaptation of the 
great anime Ghost In The Shell. There’s a lot going on in the Polish market too — CDPojekt 
Red has been working on Cyberpunk 2077 for four years (seeing the pace of the work, 
I hope 2077 is not the date of the game’s release), and the Bloober Team is about to pub-
lish a cyberpunk horror Observer in a few weeks, which takes place in a dystopian Krakow! 
So, cyberpunk in computer games? Big comeback? Renaissance? That’s what it looks like. 
This topic is rarely used by game developers. This wasn’t always the case, however.

cluttered and less revealing, be-

cause how many times have we 

saved the world from the apoca-

lypse? But in fact, the story is not 

as simple as it seems and it is not 

quite clear whether the people 

who are about to be annihilated 

by the main character are (or will 

be in the future) truly guilty of their 

deeds and sins. We also have no 

certainty whether Ryan meets 

mysterious characters in Dream-

web, or if he’s losing his mind and 

experiencing hallucinations. The 

game answers these questions in 

R
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an ambiguous way, and the end-

ing does not explain everything, 

leaving the door open for guesses 

and interpretations. In the original 

(boxed) version of the game there 

is a “Madman’s Diary.” In it there 

are strange memories of the main 

hero, and some information need-

ed in the game, which was a form 

of copy protection. With this diary, 

we can dive deeper into the story 

that the creators tell us. 

The game itself is quite an unusual 

adventure, which is very unique 

in its genre. This is mainly due to 

the rather unintuitive and strange 

control system as well as some of 

the solutions in the game itself. The 

player sees the game “from the 

bird’s eye view”; Ryan during his 

adventure can pick up and hide 

literally every object encountered 

within his inventory. While only 

a small percentage of what you 

find in the game is important to 

the story, it creates an illusion of 

freedom of choice. For example, 

found cigarettes can be smoked, 

and you can use the glasses that 

Ryan has in the inventory (you can 

see it on the image of the hero on 

the left of the screen, but it does 

not matter for the game itself). 

Dreamweb is completely linear, 

and there is always only one way 

to achieve the main goal. That’s 

why it’s sometimes easy to miss 

a key item and get stuck in the 

middle of a dilemma, moving 

between locations, looking for the 

only solution the developers offer. 

Does it discourage you from going 

further into 

history? 

No! Is it 

frustrating? 

Sometimes, 

for sure. But 

that’s the 

charm of 

this game. 

What to 

think of this 

title? Well, 

Dream-

web is a weird game, and 

you’re probably wondering 

why you should play it. The 

control system and certain 

solutions in the game are 

imperfect, and the graphics 

are, well… decent (remem-

ber, we’re talking about the 

1994 game). The answer to 

this question is simple; play 

for the story Dreamweb tells, 

for the mature storyline and 

the exceptional ending. If 

you like cyberpunk and Blade 

Runner, and somehow missed 

this production, then play for 

the atmosphere... it’s worth it.

6 4 8

Publisher: Empire Interactive
Release year: 1994
Platform: Amiga

DREAMWEB“Well, Dreamweb is 
a weird game, and 
you’re probably 
wondering why you 
should play it. 

Play for the story 
Dreamweb tells, for 
the mature storyline 
and the exceptional 
ending.
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Bruce Lee 3DProject:

Some time ago there was quite popular clip on the internet featuring a 3D animation embedded in 
the classic Bruce Lee game as we know it from C64. This animation project was created by Mikael 
Sjöberg, music and effect tracks were then added by an artist nicknamed LukHash, and altogether 
resulted in a very pleasant to watch little clip. While working on the cover design for the current issue 
of K&A plus, we contacted Mikael and asked about the permission to use some of the frames of his 
animation. He not only agreed, but also revealed a few more details about his Bruce Lee 3D project 
and about his cooperation with LukHash. You can find out more about Mikael’s works on his website 
at http://www.mediamicke.se and on his FB profile page: https://www.facebook.com/mediamicke.

I ’ve always wanted to do 3D out of old C64/
Amiga games and Bruce Lee has always been 
a favorite game of mine. When I heard LukHash 

song “Pixel My Heart” I got really motivated and 
decided to do a little intro which can be now seen 
on YouTube: https://youtu.be/NkdUr_0gcTM.
 

It turned out to be a huge project. Creating the entire scene 
in Qubicle, then importing it into 3D Studio was not a problem. 
The stop-motion part however made me write a stand-alone 
software for sequencing animations of the sprites (pretty much 
turning them on/off in 3D studio). Once this was done I export-
ed all the sequences as an XML and then wrote a major script 
in 3D studio to handle it.
 
Once I got this done I contacted LukHash and asked if I could 
use his song in my intro, which I could. Which, in turn, got him 
motivated to do a remix of the C64 Bruce Lee music, that I later 
made the video for with an extended intro. The final result looks 
fancy: https://youtu.be/iUHewyaavys. 

Editorial and Translation: Tomxx & Mikael Sjöberg
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Bruce Lee
Editorial: c00k; Translation: Mariusz Aniszewski

W
e received a really 

interesting product. It 

was a platform game 

with elements of fighting game. 

The levels were diverse, hit points 

system didn’t make you angry and 

there was an interesting 2 player 

mode where one player became 

Bruce Lee and the second one 

his opponent. There was just one 

major problem; the game had 

completely nothing in common 

with Bruce Lee.

In 2001, there was a port of the 

game for newer PCs that was 

released. The keyboard options 

weare a bit improved, but the 

rest was unchanged. You could 

play without the need to use any 

emulators. 

The real revolution came in 2008. 

We got a remastered version of 

the game. During the main screen 

you can see an animated char-

acter practicing tai chi, the font is 

changed to the one used in Chi-

nese restaurants . We can play the 

original version or the remastered. 

The latter has various modes that 

can be played. It also supports 

mods which we can be unlocked 

during the play. 

Let’s start. We can see a real-

ly nice graphics. It is the same 

Bruce Lee, the same gameplay, 

the same levels, but everything in 

a new version. and all according 

to contemporary standards. The 

moves are the same but they are 

clearly visible now, the ladders 

that Bruce Lee climbs are now vis-

ible as well contrary to the original 

where we often had to use our im-

agination to envision it. The ninja 

is the same; just the green fat guy 

is a bit different (who is that, does 

anybody know?). The game looks 

good enough to let your kid play, 

if you have one, and tell him/her 

that you used to play the original 

and do not have to hear that the 

graphics are terrible.

Was that enough for you? Some 

people felt that it wasn’t and in 

2013 another version of the game 

was created. It was created just 

for Windows systems, but the style 

of the original game was kept. The 

colours were a bit more vivid but 

the gameplay was improved a bit. 

The idea was kept unchanged: 

run and jump, collect Chinese 

lanterns and try to avoid the 

enemies. What changed was the 

design of the levels, they became 

more complicated and diversified. 

Not only did you have to think 

more how to overcome any given 

obstacles but new and better 

enemies were introduced. Now 

you can’t find a random ninja or 

a green fat guy. All the enemies 

were copied from Bruce Lee films. 

There is a samurai and old-school 

afro karate fighters. There is even 

a Chuck Norris. The fact is that 

Bruce Lee was the only person 

that beat Chuck Norris in The Way 

of the Dragon. Now Lee is dead, 

or is that a coincidence? 

Anyway, if you are a fan of Bruce 

Lee the game, then you already 

know about it. If you don’t know 

about it then I fully recommend it 

to you.

I remember when there was a big hit on TV called Enter the Dragon. It was the first ever 
fighting movie that was broadcast publicly on Polish TV. I’m not sure but maybe it was at 
that time that I decided to practice martial arts, but that is a different story. The movie had 
become a hit in 1982 when it was in Polish cinemas. It created such a buzz that a Polish 
film called Karate po polsku (Karate in Polish) was named intentionally that way in order to 
gain some added popularity. The same case was for with a game called Bruce Lee.

 ▼Screenshot from the original C64 version (1984)

 ▼Graphics of the most recent PC version (2013)

 ▼Ultimate Bruce Lee, PC (2008)
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Editorial: Bob8bit; Translation: Mateusz Skotarski

The oldest game on this list is an example of how far one can shoehorn 

a brand to a pre-existing and finished product. This game was released 

shortly after the movie premiere of Conan the Destroyer, but the two 

share few similarities. The barbarian character in the game uses a sword 

that behaves like a boomerang, while each jump is accompanied by 

an air flip. Any fan of the Cimmerian hero would be surprised both by 

the weapon’s properties, as well as his newfound acrobatic skills.

If we ignore these inconsistencies, the game turns out to be quite enjoy-

able. Progressive challenges accompanied by constantly changing environments 

draw the player into an ever escalating spiral of stronger and more clever enemies 

and traps. The first three levels are relatively easy but those that follow require more 

effort. Sadly, the game only has seven levels in total. I believe it would have been 

better to add extra maps rather than to frustrate the player by increasing the diffi-

culty of the later stages.

The visuals and the score are not appealing, substantially 

because Conan was ported from the Apple II release. I can 

safely say Halls of Volta is both the oldest and the worst title 

on this list.

Recognizable brands are the cornerstone of a good business model. Any product, regard-
less of quality, can be successful provided it is associated with a recognizable brand. It is 
human nature to always find comfort with the familiar, or at least the recommendation 
by our peers. This phenomenon did not escape Engineer’s Mamon’s attention, close to 50 
years ago, when he said, “How can I like a song I hear for the first time?”. With this principle 
in mind, studio Datasoft released many games for the Commodore platform based on pop-
ular franchises. This issue extensively covers ‘Bruce Lee’ (1984) as well as its unofficial sequel. 
Below you will find my commentary of other movie spinoffs.

Movie games from

Conan: Halls of Volta (1984)

Between the Goonies and Conan games, 

you’ll encounter as many similarities as differ-

ences. Although both games are based on 

movie titles, Goonies, unlike Conan, takes key 

scenes from the movie and turns them into 

interactive levels. The number of available 

stages are similar in both games, as is their de-

sign (single stage levels). However, the levels in 

Goonies work much more coherently.

Goonies (1985)

Zorro (1985)

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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Editorial: Bob8bit; Translation: Mateusz Skotarski

I categorize this game as a “classic adventure”. Each 

new screen presents a new challenge. The game also 

introduces a new dynamic in form of cooperative game-

play between characters. Goonies was one of the first 

games to use teamplay as a way to solve various puzzles, 

similar to the newer Gobliiins series.

The puzzles aren’t particularly difficult but they still pose 

enough of a challenge to require several attempts to 

overcome. Since games from the Eighties tend to require 

good reflexes, joystick skills are just as important as logic to 

completing this title.

Although Goonies might not be the best title on this list, 

it does offer some interesting gameplay. Ultimately the 

game lacks that certain “something” to ensure its place as 

a cult classic. Perhaps it was the short gameplay, mediocre 

graphics or the movie tie in that pushed players away, or all 

the above. Regardless, history remembers only the best.

Zorro (1985)

The Fox (in Spanish: Zorro) first appeared on the pages of novels, then movies, 

and then ultimately getting his own game adaptation by Datasoft. Zorro begins 

in an interactive intro with brave Diego standing on a balcony with a beautiful 

maiden. Suddenly the girl is kidnaped by one of Sergeant Mendoza’s men who 

carries the unconscious girl away into the distance. The only thing she leaves 

behind is a handkerchief tied to the handle of a well. While the player can follow, 

no matter how fast he goes, the soldier always escapes through the outer city 

gates. It is this sort of detail that distinguishes great games.

Zorro is a platformer combined with an adventure game. Most of the gameplay 

consists of solving uncomplicated puzzles, usually by finding a specific item and 

then finding out how to use it to unlock the next stage. Once all the challenges in 

the town are complete, we lead our hero through an underground labyrinth. The final stage is in a fort riddled 

with dangers lurking around every corner, where our sword is constantly unsheathed and bullets fly over our 

heads. The levels tend to be unique and there’s no time for boredom.

The visual side of the game is definitely good. Interestingly, our 

character’s worn items are visible on the model (that is, you 

can see what he’s holding). In terms of the soundtrack - I can 

still hear the bells… (those of you who played will understand). 

It’s one of my favorites for C64 and I recommend this game to 

everyone.
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Summary

Last but not least, Dallas Quest is based on the US 

television series Dallas. This text-adventure game 

puts the player in the shoes of a local detective 

whose goal is to help a certain lady on her way to 

becoming rich. Supposedly, this can be achieved 

by obtaining a map marking the locations of oil 

fields. 

Please forgive the brief review of this title. I did my best to acquaint myself with the gameplay but text based games 

just don’t resonate with me. In return, you’ll get more pictures here as the graphic side of the game is its strong 

point.

The Dallas Quest (1984)

As you can tell, Datasoft not only knew how to create interesting games, but also knew how to market their prod-

ucts. I suspect that, due to the principle described in this article’s intro, titles and brands recognizable from the get-

go were often successful and probably quite profitable.

I remember browsing pirated games when I was young and if a title told me nothing, or I didn’t recognize it, I usually 

assumed it wasn’t worth my time or money. Nonetheless, titles such as Zorro or Bruce Lee can be appreciated today 

even without their recognizable brand names. Quality remains the determining factor in the long-term desirability of 

a game.

Datasoft game covers designed for Commodore computers
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So who is Julian Gallop? 
He’s a legend of a man, 
consistently on the lists of 

influential people within the 
video games industry. Who 
hasn’t heard of games such 
as UFO/X-COM, Julian’s most 
famous creation? Therefore, I’d 
like to say few words about the 
man in question, as it would be 
rude not to.

Julian’s childhood 
home was no 
stranger to board 
games. As he once 
said himself, while 
his neighbours went 
on familial cine-
ma trips, his family 
would sit together 
by one of their 
board games. As 
he grew up, young 
Julian reached out 
for more sophisti-
cated games to 
enjoy (including my 
dearest Dungeons&Dragons), 
until his interests brought him 
face to face with programming 
and new capabilities offered 
by computers. In 1983, when 
he was 18 years old, he joined 
the publishing company Red 
Shift (at some point affiliated 
with Games Workshop — the 
very creators of Warhammer), 
where he became an idea-
tor (behind such titles as Time 
Lords and Islandia), then as 
a programmer (Nebula and 
Battlecars). In 1984 he made 
a two-player game Rebelstar 
Raiders, which offered the 
players three battle scenari-

os as tactical squads facing 
off against each other. The 
problem was, Games Work-
shop wanted a singleplayer 
title, so Julian quickly worked 
out a pathfinding algorithm 
which allowed him to create 
a singleplayer mode. However 
the seed was sown and future 
games from the Rebelstar series 
(latest release was in 2005), 
aforementioned Laser Squad, 

the UFO / X-COM series, or 
recently funded Phoenix Point, 
are all extensions of the ideas 
behind Rebelstar Raiders. Julian 
didn’t lose any momentum, 
since after first few titles he 
joined forces with his brother 
Nick, creating Mythos Games 
studio; 6 years later UFO: Ene-
my Unknown saw the daylight, 
becoming Julian Gollop’s 
flagship title. The following 
years were a bit rocky; Mythois 
Games disbanded and Julian 
created Codo Technologies, 
releasing Laser Squad Neme-
sis. He had plans to revive the 
Rebelstar series, but instead 

of three planned titles, only 
Rebelstar: Tactical Command 
was released for Gameboy 
Advanced. In 2006-2012 he 
worked for Ubisoft on Tom 
Clancy’s Ghost Recon: Shadow 
Wars and Assassin’s Creed III: 
Liberation and eventually left 
when crowdfunding became 
a realistic option on the game 
developer scene. This in turn 
lead to a $211,000 campaign 

for Chaos Reborn 
and he’d just 
collected $766,000 
for the release of 
Phoenix Point. This 
is the summary 
of Julian Gollop’s 
career, so let’s talk 
about the game 
now.

As I’ve mentioned 
before, the game 
belongs to the 
genre of tacti-
cal games. We 

have a group of soldiers at our 
disposal, each of them with his 
own unique attributes, able to 
accept various equipment we 
can outfit them with before 
each mission. The game is turn 
based, and the C64 version 
offered three unique missions 
with optional two (later versions 
included all 5 missions with an-
other 2 available for purchase). 
The first mission’s objective is to 
raid an arms dealer house pro-
tected by an army of droids, 
the second takes place on 
a moon base where we destroy 
data gathered by Omni Cor-
poration, while the third sends 

Julian Golop is the man who introduced me to tactical games, and by doing that, 
he established my everlasting love for the genre. It all began with a single cassette 
for Commodore C64 with two levels from the game Laser Squad.

Laser Squad
Memories of the Geezer Gamer

Editorial: Beamhit; Translation: Mateusz Skotarski
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us to rescue our people from 
a mine. As you can see, Julian 
had quite some ideas not only 
for the game’s mechanics, but 
also it’s story.

Speaking of mechanics, the 
gameplay was based on 
Julians previous game, ‘Re-
belstar’. Our soldiers have 
attributes such as endurance, 
accuracy and health, as well 
as their own Action Points pool, 
used for movement and com-
bat alike.

Stages of the game are well 
detailed. Upon entering the 
house of Sternar Regnix in the 
first mission we can immedi-
ately notice realistic stage 
layout — kitchen, guest rooms, 
shower and toilet are all in 
place. The moonbase and 
mines look appropriate for 
their themes, too. All of that is 
complimented by our ability to 
destroy environment, in year 
1988 no less, when even today 
many productions have issues 
with implementing this feature. 
From the very start of the Laser 
Squad mission we can use the 
risky rocket launchers strategy 
to destroy the walls on our way 
towards Sterner’s hideout. If 
the game gets boring, inviting 
a friend for a hot-seat multi-
player session is sure to help.

The game has a faithful follow-
ing to this day, with new remas-
ters and missions for the original 
being made. Naming conven-

tions started by Julian Gollop 
reappear in other titles such as 
the UFO series (Marsec corp, 
or Corporal Jonlan). Given the 
opportunity, you should take 
a look at the covers of XCOM: 
Enemy Unknown and XCOM: 
Enemy Within from 2012, which 
were inspired by the cover of 
Laser Squad.

I’d like to take this opportunity 
to mention how, in the days of 
old, games were beaten. At 
the dawn of the 90s, games 
weren’t easy to figure out, 
especially for a teenager with-
out internet access. FAQs and 
gameplay videos, when most 
games were pirated copies 
without any manuals attached, 
no gaming magazine had 
walkthroughs on its pages and 
the only foreign language you 
could somewhat understand 
was the one from the east, 
since that was the only one 
taught at school. By some 
miraculous chance my parents 
bought me an English-Polish 
dictionary which allowed me 
to figure out Laser Squad using 
the graceful method of trial 
and error (and loading a soldier 
with nothing but ammo clips). 
Unlike the youth of today, 
so well acquainted with the 
English language, we had dif-
ficulties figuring out meanings 
of alien words such as “clip”, 
“move” or “change”; I’m glad 
this journey is behind me.

Laser Squad, Blade Software, 
1989

Editorial: Beamhit; Translation: Mateusz Skotarski

About	the	author

Geezer Gamer is a... geezer gam-
er. Sometimes, just like here, he 
has flashbacks from the C64 and 
Amiga days on:
facebook.com/growydziad.

And because he is also a great 
RPG fan, he can be found on:
facebook.com/rpgpiekielko.
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the charm of computer markets
Editorial: Petrichor; Translation: Mateusz Skotarski

D
o you remember the com-

puter markets and their un-

forgettable atmosphere? Let 

us travel back in time, to Poland in 

the late 80’s and see for ourselves 

what the fuss is about.

It was a strange period, time 

when you could already see the 

changes looming over the horizon, 

time when laws of free market 

and copyright were about to be 

permanently introduced to our 

country. However, before this could 

happen, we had to figure out our 

own ways of getting new hardware 

and software, applications and 

games alike. There was no better 

place to do so than weekend 

trips to computer markets, almost 

mystical in their status, spoken of 

only in whispers as if they were an 

equivalent to the black market. 

Only the chosen could… all right, 

I jest – exchanges were open to the 

general public.

Once you arrived at this mecca for 

gamers and computer enthusiasts, 

the first thing you would notice 

is the unforgettable, magical 

atmosphere of the place. Mixture 

of scents recognizable from a busy 

school gym, sweat and tobacco 

smoke, combined with ever-pres-

ent sound of drives, recorders and 

general hardware were broken 

only by the constant chatter com-

ing from all directions. It was that 

specific environment, so new and 

unique to our young minds that 

formed the image of a mythical 

land, where everyone was a mem-

ber of a special community.

 

It was at the exchanges where 

visitors would hear the latest news 

about hardware, purchase a new 

part, find an Atari turbo expert or 

simply get a new game for any 

of the popular platforms of these 

times.

 

As some of you might be aware, Nintendo has noticed that nostalgia is quite the 
moneymaker and recently released the SNES mini-console (in essence nothing more 
than a Raspberry PI in a more appropriate case). Consumers went wild, pre-orders 
sold out within minutes and I realised how easy it is to get new hardware nowadays 
as well as games accompanying it. Long gone are the days when getting what 
you want required patience and long trips to magical places called the computer 
exchange. 

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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It was for that last reason I used 

to visit these markets – to browse 

various catalogues of games, 

searching for new titles to partake 

in yet unexperienced adventures. 

On occasion I’d have a chance to 

see the title in action, if the vendor 

had time and will to fire up the 

game in front of me; oftentimes 

I had to rely on a screenshot from 

the game, taken from foreign press 

and magazines used locally only 

to advertise the seller’s product. 

These elements, alongside the title 

and a short description, were all 

I’ve had to determine whether the 

game was worth my time.

 

Exchange markets were a per-

fect place to get a hold of spare 

parts or even brand new full rigs 

(although these would sometimes 

be dodgy). It was there I got my 

extension for Amiga, had Turbo2000 

installed in my Atari tape reader 

and purchased countless springs 

and parts for my joysticks, used ex-

tensively during long sprees playing 

Decathlon.

Of course, the above merely 

scratches the surface. Exchanges 

were frequented by more ad-

vanced users, such as amateurs 

of Amiga demoscene, precursors 

of the Polish game industry. Late 

80’s and early 90’s were marked by 

increasing entrepreneurship and for 

many young amateurs, exchanges 

were a startup opportunity to get 

into business. Companies such as 

Techland or CD Project have their 

roots at these markets. Michał 

Kiciński and Marcin Iwiński, founders 

of CDP begun their adventure with 

games by setting up a market stall, 

similar to the Techland founder, 

Paweł Marchewka.

Computer exchanges perfectly 

filled a niche present at that time, 

enabling wider distribution of 

software, as well as giving young 

entrepreneurs some networking 

and market research opportunities; 

Poland’s encroaching capitalism 

and efforts directed at fighting 

rampant piracy allowed them to 

kickstart their fledgling businesses. 

It took a while, of course, as such 

changes always do. Often times 

one could bring his own blank 

floppies to copy the games over at 

one stall, only to purchase originally 

packed productions such as Oper-

ation Stealth, Black Crypt or even 

homeland’s own Kajko i Kokosz 

(released in a VHS box rather than 

the standard cardboard one) at 

a booth one step away.

As time went by, the need for, and 

magic, of computer exchanges 

began to fade. Legal businesses 

and stores, such as local Optimus 

began taking over customers, while 

the advent of the PC platform 

and the Internet sealed the fate of 

exchanges forever. All we have left 

now are beautiful memories.

Sources of images used in the 
article:

• archiwum.zajezdnia.org
• wykop.pl
• computerworld.pl
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Hi Mariusz! Welcome to K&A Plus 
mag! Can you introduce yourself 
and your music to our readers, 
please?

My name is Mariusz Wasilewski 

(I go by the nickname KATOD), 

I was born in 1976 in Poland. I was 

studying acoustics/electronics, but 

now I work at car workshop. Music 

has always played a very important 

role for me and today it’s mainly 

a hobby that gives me so much fun 

and happiness.

Have you been involved into any 
computer demo scene (C64, 
Amiga or PC)? Have you com-

posed music for any commercial or 
homebrew game(s)?

No, I am not involved into dem-

oscene. At some point while being 

active with creating tracker tunes 

I have received offers from Amiga 

and PC demoscene members, but 

back then I was performing in live 

bands and was not so interested in 

creating computer music. I played 

mostly on electric and bass guitar 

in a great variety of bands that 

perform thrash metal, progressive 

rock, instrumental and even in 

a death metal band.

Now I don’t have much time for 

live band performance, so I am 

focused on composing and record-

ing (track by track) my instrumental 

music.

Have you followed some music 
related courses?

No, I was not at any music school. 

I performed in some above men-

tioned live bands before, so I have 

some practical experience in 

making music and can honestly say 

that I compose based on experi-

ence. I also had many occasions 

for playing drums and getting basic 

drums playing skills help me to add 

some “real sound” of drum tracks in 

my music.

Do you make use of a midi con-
trolled synth/device or you prefer 
writing your music on paper, note 
by note?

I always prefer playing real music 

instruments. When composing, I first 

record a simple back track on bass 

guitar or synth and then follow with 

improvisation on a few instruments. 

When I compose something inter-

esting, I immediately record it and 

then proceed with modifications 

or extra additions. I love minimoog 

sounds, so I was using VST version 

(real moog is too expensive for me) 

on my 7CATS album. I was record-

ing minimoog parts via MIDI using 

Commodore MK-10 MIDI keyboard 

(it is a toy, but I love it), and Yama-

ha DX7 via MIDI (for fast parts, and 

some chords).Of course I have 

both modified Commodore 64 and 

C64C always plugged in, ready for 

action! I have a ROM switch (Cyn-

thcard 1.24 and Retroskoi ROMs) 

and 2 x POTs modifications. I have 

also built an internal SD2IEC in my 

C64C.

I want to have a “saw” wave-

form usually on my first C64C and 

a “pulse” on my second C64. So 

when I’m playing, I have (without 

switching) 2 minimoog instruments 

(MK-10 and DX7), and 2 x C64 

waves (pulse and saw). I can play 

all of them simultaneously. When 

I need a guitar part, I use one 

of my electric guitars: Cort Solo 

Series or Jackson DK2S. I also have 

SID Adventures:

Interview: GeoAnas
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Randall RG50TC combo (nice tube 

amplifier) and a microphone for 

recording directly from my Celes-

tion speaker. On my Cort guitar 

I have installed a MIDI interface 

that allows me record directly from 

guitar (via MIDI), or playing live by 

synth sounds. Now I also use other 

hardware synthesizers (Korg R3 

and Waldorf Blofeld).And my Atari 

1040STE as MIDI sequencer.

Can you list your favorite C64 musi-
cians? Your favorite tunes/demos? 
Please name your heroes.

Do you really have to ask for them? 

:-) Obviously Rob Hubbard! He is 

the original composer of many 

great C64 SID tunes including: The 

Last V8, Chimera, International 

Karate and my MOST favorite C64 

SID of all time which is Commando! 

Actually, Commando’s arcade 

music theme was composed by 

Tamayo Kawamoto, but Rob Hub-

bard’s SID version is quite better. 

It is a masterpiece and one of the 

best SIDs ever made!

I also like Matt Gray, especially 

his Last Ninja 2 music theme, Nick 

Scarim (Spy vs. Spy) and of course 

Jeroen Tel (also known as WAVE) 

with Supremacy – What a brilliant 

SID! – Cybernoid and Lemmings 

tunes. About modern composers, 

I like very much Markus Klein’s 

(LMan) innovative compositions.

Which chip do you prefer to create 
your tunes, the warm and familiar 
sound of 6581 or the crystal clear 
8580? Do you find any pros and 
cons between them? Why do you 
think, most people enjoy listening 
to tunes created on C64?

I use both of them and it depends 

on what instrument’s wave I use at 

given moment (triangle/saw/pulse). 

For pulse wave with changing 

PWM, I prefer 6581 sound. Some-

times when I need more aggressive 

sound, I use 8580 for pulse too. For 

saw/triangle I use 8580. There is also 

a different filtering between both 

SIDs, but I sometimes also notice 

some differences between two C64 

computers with the same type of 

SID chip, similarly to analog synths. 

I don’t use SIDs to play samples at 

all, so the buggy 6581 sample audi-

ble click feature (corrected later in 

8580) doesn’t bother me at all.

Have you ever had a chance to 
work with “SwinSID” chips? Will it 
finally make it to be 
a perfect SID replace-
ment?

SwinSID sounds very 

good to me. It can be 

a good SID replace-

ment for playing 

games, etc... But 

I use real SIDs for the 

same reason I prefer 

using an original C64 

hardware over an em-

ulator. I like to put my 

hands on a real C64 

keyboard, smell it’s 

unique “retro smell” 

when computer becomes hot. It’s 

just a REAL thing.

In which way a vintage C64 is able 
to assist you? How do you combine 
it in a perfect harmony with classic 
music instruments?

I am mostly using my C64s as 

analog synthesizers for their unique 

and pure old school sound. One 

C64 is equal to one synthesizer, 

using 1 or 2 generators of SID 

chip. I just love C64 and other 8bit 

machines. I like playing games and 

write simple programs on them.

Do you use special trackers made 
for C64 or you prefer working with 
some more sophisticated ones like 
Milkytracker, Schism Tracker, Fami-
Tracker, etc? What kind of software 
and extra hardware do you run on 
the C64 and use in your studio?

I only use a few C64 sound pro-

grams. These are: Cynthcart 

1.24 (as realtime synth), Ret-

roskoi (as synth) and Defmon 

(for making back tracks and 

some fast arpeggios during 

recording etc...). I do record 

my music, track by track, on 

Cubase DAW, so for example 

4 tacts of C64 line is played 

“live”, recorded, looped and 

then I move on with record-

ing next track. And so on... I’ve 

also used Mssiah for playing C64 

tracks previously recorded via MIDI 

before, and of course as realtime 

“live synth” for recording SID audio 

output signal.

From A to Z, how long does it 
usually take you to complete a per-
fect tune? How harsh could be the 
whole process to compose a tune?

Sometimes it takes one week-

end, sometimes even weeks – it 

all depends on how much time 

I can spend at given time. Some-

times, even after 2 months, I feel 

that I have to alter or to readjust 

some details. For example, when 

working on mastering of an entirely 

completed album titled 7CATS, 

I decided to completely change 

Pussy tune. After all I think it’s much 

better now and I can say, that 

I enjoy making a fine tuning of all 

details in the final stage...

Do you enjoy 2- or even 3-SIDs 
tunes?

2 SIDs are OK for me as they give 

us musicians more features to 

work with. I still prefer 1 SID tunes, 
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because it’s a bigger challenge 

to make something sound great 

on 3 generators only. Composing 

for 3 SIDs, on the other hand, is my 

opinion definitely a bad idea. 2 

SIDs are much more popular, and 

6 generators are quite enough for 

a good tune.

Have you ever performed live on 
stage?

Yes, of course. I performed live on 

stage multiple times together with 

bands I played with in the past. 

Together with my progressive rock 

band (Freeport) we won bands’ 

competition during Castle Party 

independent festival in 1996. It was 

organized in town of Grodziec at 

the Gothic-renaissance castle in 

Polish mountains. :-) The following 

year we also performed at cas-

tle in Bolków (the small castle in 

Grodziec could not accommodate 

so many spectators, so the festival 

had to be moved to a new larger 

place). It was the time we started 

using some synthesizers together 

with real instruments like electric 

guitars, drums, cello, flute and so 

on... 

Nowadays I also perform with my 

new electronic music material. 

In 2016 I’ve played concerts few 

times during Demo party events 

and electronic music gatherings.

Your best remembered moments? 

Please name some tunes you’re 

proud of composing them.

I like all music I composed so far. 

Everybody usually likes so much 

their own most recent songs, but 

after some time when looking back 

for their oldies, they say: 

“Oh! That was pretty good”. I am 

also happy that I played so many 

different genres and I have learned 

so much from these. About nicest 

and best remembered moments, 

I like live performing my music and 

playing at concerts is really big fun 

for me.

Do you produce your clips all by 
yourself?

Yes, I do them by myself. Some-

times my friend or my wife help me, 

but these are just supportive tasks, 

like holding light, etc ;) Directing, 

camera work and editing is 100% 

my job. 

Your clips can be very creative. Tell 
us more about the production and 
how did you manage to convince 
your cat to play in the Labyrinth 
clip. :)

It’s always very difficult to work with 

acting pets, especially

cats ;) The point is to make some-

thing interesting for a cat and 

don’t allow him to touch it right 

away. After some tries they tend to 

do everything to get it ;) Also there 

are other methods with giving food 

and learning some easy tricks. But 

generally cats have to WANT to do 

this and need to get some fun out 

of it, otherwise one won’t record 

anything interesting. 

Labyrinth was built with help of 

some old furniture boards I bought 

cheap from auction portal. I used 

furniture building methods for 

connecting them together and 

used some metal-looking foil for 

wrapping interior. I built 4 types 

of segments: straight, turning left, 

turning right and 3-ways. Changing 

configuration of them and ad-

justing different angles of camera 

made it look spacious. In fact, the 

labyrinth took 80% of my living room 

for some time :) This video clip story 

will be continued... Sometime in 

spring, I believe.

Could you please provide links 
where someone can download or 
listen to your music?

Sure! As you know, there is my 

full album released on April 2015 

(KATOD – 7CATS). You can find it on 

my bandcamp:

https://katodmusic.bandcamp.

com, and on many other digital 

music services as iTunes, Spotify, 

Google Play, etc. It was also re-

leased on CD: 

http://www.generator.pl/p,ka-

tod-7cats,5247.html.

On January 2017 I released my 

newest album so far I play on 

Commodore 64, Korg R3, Waldorf 

Blofeld, Yamaha DX7, guitars, 

written drums and my good friend 

– TOMALYO (Tomasz Dworczyk) – 

plays bass guitars. It was released 

as KATOD feat.Tomalyo – FUSION64. 

It’s really a very interesting con-

nection. There are many C64’s and 

other old school sounds in these 

recordings, combined with modern 

bass parts, real sounding drums, 

etc... You can find this album here:

https://katodmusic.bandcamp.

com/album/fusion64

and other digital music services 

as above. CD is also available 

here: https://www.generator.

pl/p,katod-fusion64,5526.html and 

here you have video promo of this 

album: https://youtu.be/PvOtFf-

CfSqU.

May I steal a glance at your future 
plans?

Coming up is my next album which 

will be released a little later. Some 

songs are already waiting to get 

added into this collection. A cou-

ple of them were composed for my 

friend as a soundtrack for an inde-

pendent, psychedelic movie. I also 

plan to perform at a few concerts 

in spring/summer season, because 

my fans are demanding my live 

presence at shows. 

Next video clips for my tunes will 

appear in near future as well. 

I want to make them very interest-

ing, so I need some time to prop-

erly prepare them, but I am pretty 

sure that all visitors of my channel 

eventually enjoy them. Limited 

time is the major and only problem 

that I have to deal with. I will really 

try to do my best. Greetings to all 

retro fans, old school fans and 8-bit 

machines’ maniacs!

I want to invite you all to my You-

tube Channel. In the upcoming 

future you’ll find there some cool 

and very interesting stuff...
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Pixel Heaven 2017
Report: c00k; Translation: Tomasz Kubisztal

Day I

We arrived by train, left our stuff at 

the hotel and showed up at the 

convention. At the ticket machines 

(by the way, were made from the 

old, remodeled buses) we got the 

tickets and maps. Especially the 

convention’s map was impressive, 

as it was designed to look like 

a floppy disk when folded. When it 

comes to the event itself, we knew 

more or less what to expect; no 

wonder that we were completely 

(and, of course, positively) surprised 

when we realized that the conven-

tion took a completely new level 

this time. First of all; the retro zone. 

This time it was not pushed aside for 

the sake/benefit of a certain gam-

ing company (which, by the way, 

recently got a lot of attention due 

to patenting of widely name they 

obviously didn’t come up with). The 

retro zone has been placed cen-

trally in the main convention hall. 

Here we could find a lot of gaming 

hardware connected to the old TV 

sets. It all looked very classy. At the 

same time the lecturing hall has 

been moved to the side, thanks 

because there was no disturbing 

like last year, which greatly benefit-

ed audibility. On the first day there 

was a viewing of the movie Lady 

Terminator, surely appreciated by 

any good film fan, like myself. We 

played Mortal Kombat a bit more 

on a special arcade machine 

connected to Playstation console, 

had a chat with friends and came 

back to hotel to recharge before 

the next day.

Day II

Unfortunately, we were too late 

take to part in the premiere of the 

famous Polish game Labirynt Śmier-

ci (eng. The Labirynth of Death). I’ll 

admit that we wanted to be there 

mostly for the laughs (although it 

was also some sort of a marketing 

strategy, as some players man-

aged to get the game before the 

“premiere”), since the whole history 

around Crystals of Time turned out 

to be no longer a mere anecdote, 

but a real legend! Too bad, after 

a night spent on drinking we didn’t 

manage to get up on time.

Luckily, we made it to a meeting 

but were late with a editorial team 

of a Polish gaming magazine 

“Top Secret”. The highlight of the 

meeting was a signing of a special 

issue of the magazine by the whole 

team. Afterwards, we attended 

a meeting with John Hare. Tradi-

tionally, our team played a Pong 

match, checked the news on the 

gaming market and chatted with 

many friends we’ve met with along 

the way.

In the place of last year’s lecture 

hall there was a huge Lego exhibi-

tion together with arcade ma-

chines. I must admit that this year’s 

location of exhibits appealed to 

me a lot more. Since we already 

knew the area, we’ve had dinner 

in our favorite Chinese restaurant 

and spend time in a pleasant 

environment until the evening. The 

only things, I miss was the cancel-

lation of the cosplay contest and 

This year – just like the last year – our editorial team made a trip to the Pixel Heaven con-
vention. We were especially glad that the event took place in the same place as before: 
not only it has great atmosphere, but is also well-located just by the subway, which is helpful 
when it comes to commuting. Not to mention that we were already on the well-known turf. 

the meeting with the author of my 

favorite video game Syndicate 

who didn’t make it to the conven-

tion. All things considered, though, 

it must be admitted that this time 

Pixel Heaven turned out to be 

a full-blown retrogaming event. 

Even more when you consider the 

after-party was a concert of the 

cult band Kryzys, started by the 

timeless Robert Brylewski (although 

the acoustics could be a bit bet-

ter, it didn’t matter in the end as 

everyone knew the lyrics by heart!). 

It was finished by a jam session by 

John Hare. We came back to the 

hotel in a reeaaaally good mood!

Day III

It wasn’t easy to get up, and 

functioning was even harder. While 

the whole event was heading to 

it’s end we could still have some 

fun. This year, I skipped the Street 

Fighter tournament, both because 

I didn’t feel up to it and because 

this time entry was filled up as well 

at the same time a couple of other, 

non-official gaming contests took 

place the day before. 

To sum up: compared to last year, 

the whole event turned out a lot 

better. First, thanks to better space 

planning, this made it easier to take 

part in both the expo part, as well 

as the lectures. Secondly, the retro 

zone was so big that it turned out 

to be one of the most important 

parts of the event. It’s just those 

cosplayers I can’t let go…
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Tutorial: Jarlath Reidy | www.amigausers.ie

Raise your hand if you have a WiFi router in your home? Now, raise your other hand if your 
Commodore is not currently connected. I thought so! Give your C64 the keys to the inter-
net with our guide to going online using the Commodore 64 Telnet WiFi adapter. While the 
Telnet protocol predates WiFi by about thirty years, it’s something the C64 understands.

C64 on WiFi

This device uses Telnet and WiFi internally to 
allow you to access the internet via WiFi. Using 
the Striketerm application, we will configure 

the device and get you connected to a BBS 
where you can get chatting, sharing files, play 
games and view ASCII art with others Commodore 
lovers out there. You can really experience a dif-
ferent side of the internet with this device.

This device can be tricky to get going. I hope this 
guide will help people spend less time configuring 
and more time using. I hope this will also encour-
age people to get one of these wonderful devic-
es. 

It’s a bit of work, but luckily the settings can be 
saved to the EEPROM on the device so we don’t 
need to repeat this work. Never connect or dis-
connect the device while the computer is pow-
ered on.

• Commodore 64 Telnet Wifi Adapter
• Striketerm 2017 Final [1]
• WiFi router. I used the MegaFon MR150-5.

Connect the WiFi modem to your User Port and 
power on your computer. I’m using a C64. Load 
Striketerm.

You will see settings, but the defaults won’t be 
right for your device most likely. When you press F3 
you are taken to the terminal. You won’t be able 
to type anything unless the [B]aud, [M]odem and 
[T]erm are set correctly. Typing the command at 
should result in an OK message. If you can’t type, 
or don’t get a message then your Baud, Modem 
or Terminal are not set correctly.

REQUIREMENTS

C64 Telnet WiFi Adapter setup tutorial 

PREPARATION

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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Modem: Press M to choose the modem. Use the cursors 

to choose UP9600 and press RETURN.

Baud: Press the B key until the baud is 300.

Term: Press the T key and choose ANSI-40.

RESULTS

We now have these settings we need to use the termi-

nal. Press F3 to switch to the terminal. 

Here is how my final configuration looks like:

You are greeted with a message and we are ready to 

proceed further. Sometimes you need to press RETURN 

or even press the Modem Reset button on the device 

followed by RETURN to get the greeting.

FORWARD TO VICTORY

Before we go online, it’s better to increase the baud 

rate to give us better performance. The command: 

at$sb=9600 will do this. 

When you see the dot (.) you know the change is com-

plete on the device.

But, now our software is not matched (again!). Press F1 

to return to the main screen. Press the B key until Baud 

equals 9600. 
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SSID AND PASSWORD

CONNECT TO BBS

Now that our software and hardware settings match, we 

can return to the terminal by pressing F3. We will supply 

the router authentication details here. (Again, I some-

times have trouble here and need to press the Modem 

Reset button on the WiFi device. On one occasion I had 

to press the Baud Reset button first, then Modem Reset 

followed by searching for the correct baud settings. 

But hopefully this will not happen to you. You can always 

reboot if things get difficult. Alternatively, see the Trou-

bleshooting section below.)

My device’s SSID is MegaFon so the command to de-

clare this is: at$ssid=MegaFon.

Similarly, for the password use the command: 

at$pass=YOURPASSWORD

Finally, the command atc1 will send these details to the 

router for authentication and you should see something 

like below. Sometimes (but rarely), I get an error and 

need to repeat the atc1 command.

SAVE SETTINGS

If you’ve gotten this far, it’s worth saving all this work. 

The command at&w will do the trick. You can see in my 

screenshot that this failed the first time but succeeded 

the second time.

The command atdt is used to connect to a BBS. It’s 

unusual because it is used without a space between it 

and the name of the server. To connect to afterlife.dynu.

com on port 6400, we use the command:

atdtafterlife.dynu.com:6400.

The results are wonderful, but I won’t go into details on 

how to use BBS in this article.
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NEXT STEPS

But when you are finished you can quit by pressing F3 

again and using the C= key with the H key to hang up.

Now that you’re up and running, it might be worth learn-

ing to use Speed Dial to save your favourite BBS locations 

for easy access in the future. Adding an entry is done 

with this command: 

at&zN=HOST:PORT (N=0-9), where N is the speed 

dial number you prefer, host is, for example 

afterlife.dynu.com and PORT is 6400 in this example. 

To use it again, use the command atdsN – so if you used 

1 for your speed dial entry, you would summon it with: 

atds1.

Having trouble with the instructions? There are some 

things you can do. 

1) The command at? lists available commands. Check 

your syntax this way.

2) The Modem Reset button (not to be confused with the 

Baud Reset button) on the device can return control of 

your terminal if it has become unresponsive while setting 

up and you know your settings are correct. Otherwise, 

you may need to play with Baud settings.

3) I used at&f to clear my settings because I want 

to start fresh so this article will work for everyone. You 

shouldn’t need to do this, but if you feel your previous 

settings are getting in the way you might want to do the 

same and start this process again.

4) Some people online have had success with CCGMS 

2017 [2]. I haven’t needed to use it.

This article wouldn’t be possible without the help of some 

friends. Thanks to Łukasz Kucharuk (Sir_Lucas) as well as 

Daniel Cyganek who gave me his copy of Striketerm. 

The original documentation is available at: https://drive.

google.com/file/d/0B9OhO5ySjUu8WC1OYzhwZnVEU0E.

[1] Striketerm 2017 Final – 

http://csdb.dk/release/?id=130807

[2] CCGMS 2017 (8th January 2017 release) – 

http://csdb.dk/release/?id=152620

TROUBLESHOOTING

ACKNOWLEDGEMENTS

List of popular BBS servers 

Scorp’s Portal – scorp.us.to:23
Anarchy Underground – anarchyunderground.zapto.org:23
Centronian BBS – centronian.servebeer.com:6400
Citadel 64 – bbs.thejlab.com:6400
1st Wrong Number ][ – cib.dyndns.org:6404
2nd Wrong Number ][ – cib.dyndns.org:6405
Elite BBS – elitebbs.dynu.net:23
Retrograde – retrograde.dyndns.org:6400
64 Vintage Remix – 64vintageremixbbs.dyndns.org:6400
Digital Dial – digitaldial.homeunix.com:2300
Commodore Image BBS – cib.dyndns.org:6400
Afterlife – afterlife.dynu.com:6400
Amiga City – AmigaCity.xyz:23
FRoZEN FLoPPY BBS – bbs.retrohack.se:6464
Altiworld BBS – bbs.altiworld.com:6400
HOTWIRE BBS – hotwirebbs.zapto.org:6502
Borderline – borderlinebbs.dyndns.org:6400
Reflections BBS – reflections.servebbs.com:64128ko.
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We can choose to use 
emulation for a varie-
ty of reasons. Some-

times it is a lack of hard cash 
for real hardware, sometimes 
there is not enough room for 
another box, power supply 
and cables, and sometimes we 
just want to remind ourselves 
“how it was as a kid when we 
played...” (insert your favorite 
game here). Using a real C64 
or Amiga is incomparably 
more enjoyable than using an 
emulator, even in spite of ad-
vantages like save states and 
graphic filters. But when the 
only practical option is WinUAE 
or Vice, I have good news for 
you!

There is a way to connect and 
use your classic joysticks and 
gamepads with modern hard-
ware. It’s called USBJoy and is 
available from www.stepstick.
pl. I discovered this wonderful 
device, when I googled “9 pin 
on usb” adapters one after-
noon. USBJoy is an adapter for 
connecting old 9 pin, or DE-9 
type, controllers to a modern 
USB port. Popular Amiga, Atari 
or C64 (one or two-button) 
joysticks, old Sega and Ninten-
do pads, even those included 
with the popular (in Poland) 
Pegasus and clones should 
work flawlessly. The adapter 
works seamlessly on Windows, 
Linux and MacOSX comput-
ers, as well as on Android 
and Raspberry Pi. It is worth 
mentioning that this is not 
some Chinese manufactured 

junk, but a product designed 
and produced in Poland. This 
project is based on the idea of 
Raphael Assenat but contains 
far-reaching changes to the 
original. The Polish manufactur-
er added support for the CX-78 
joystick and Matt Boomerang 
pads, improved the detec-
tion of SEGA pads (3 and 6 
buttons) and implemented 
a bootloader with a built-in us-
basp programmer, so you can 
upload new features using free 
avrdude software. 

The USBJoy adapter makes it 
possible to revive the game 
play of the glory years and 
that is precisely its main 
purpose. You can connect 
any USB, PS3, PS4, Xbox 360, 
etc. pad to your PC (or in my 
case TVBox) but it is so much 
more enjoyable using your 
old controller to smash that 
record in Great Giana Sisters 
or Alien Breed. I assure you, 
it’s worth trying. Joysticks that 
have remained buried in the 
basement can finally enjoy on 
a second lease of life, not just 
as an idle relic or a peculiar 
exhibit. 

This adapter completely 
changes the gameplay when 
you control the action using 
your favorite QuickShot or 
Scorpion! The low price (14 
EUR), one-year warranty, de-
tailed instructions and firmware 
updates (!!!) are strengths that 
make USBJoy a mandatory 
addition to any emulation kit. 

USBJoy
Review and Translation: Ari

Hardware: 

The life of a self-confessed retromaniac is not an easy path to take. The price demanded 
for hardware is sky high, availability is poor, and when something breaks it is a total disaster. 
To make matters worse, our friends rarely share our passion and our housemates can’t see 
the beauty in a stack of classic computers with the obligatory cable spaghetti squeezed 
under the TV. The solution to some of these problems is one of emulation.
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Dear Readers! I want to intro-
duce to you a weird creature 
named Rogelio who’s very 
keen on fish. Since he’s a great 
fisherman, he knows exactly 
where to catch the best ones.

One afternoon, Regalio went 
to the sea in his little wooden 
boat to do some fishing. Not 
being entirely satisfied with his 
catch, he decided to venture 
into a giant cave (is such a risk 
worth taking just for a dinner?). 

This decision became Regal-
io’s own demise, as the cave 
turned out to be a giant maze 
with the water level rising every 
second. It is up to you, the 
player, to get Regalio out of 

this mess. While rowing 
to the top, you have to 
be cautious of falling 
rocks and getting to 
close to the walls. If you 
want to show off your 
high score, make sure 
to grab as many coins 
and jewels from the 
depths of the cave.

I’m aware that Row-
man is a typical arcade 
title with a very basic 

story, but it proves to be addic-
tive. How can I explain this high 
quality? Well, first and foremost 
the game requires constant 
attention, with more intense 
moments giving the player an 
adrenaline rush. The graphics 

Review: Komek; Translation: Michał Sroka

ROWMAN

Publisher: Darro99
Release year: 2017 
Platform: C64

  5  5  6

are nicely crafted which is also 
a plus, brown and blue pixels 
create an interesting atmos-
phere. Nice and minimalistic 
sound effects complement the 
whole package.

That’s it! Another proof that 
games don’t need to be com-
plicated in order to be fun. Is 
the title worth checking out? 
Definitely so!

PS: Originally, all text in the 
game was in Spanish, but 
thanks to Laxity group the 
game can be enjoyed in 
English.

Traditionally, today on this day of the week we’re having fish for dinner. Maybe 
fried? Hmm… No! This time it’s going to be steamed. Properly prepared it tastes 
like being in hog heaven. So let’s go fishing, because it is nearly dusk! 
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Review: Komek; Translation: Michał Sroka

If you were to ask me which 
bear do I remember from my 
childhood, I’d say: Polish Miś 

Uszatek (Teddy Floppy Ear), 
British Winnie the Pooh and 
American Yogi Bear. Today I’m 
going to talk about the last of 
the three.

It is known that Yogi’s fa-
mous for grand theft of picnic 
baskets from tourists visiting 
Jellystone Park. The goal of 
the player is to clean up trash 
scattered over the park.

Yogi’s Big Cleanup is a game 
released by Hi-Tec Software Ltd 
in 1992 for Amiga and Atari ST. 
Recently, near the end of 2016, 
on www.gamesthatwerent.
com we could see an infor-
mation about the previously 
unreleased version of Yogi’s 
Big Clean Up for C64, along 
with a d64 file. I download-
ed, launched and played it, 
and…?

And I’m impressed, in spite 
of similarities to other games 
from Hi-Tec. Traditionally, we 
have some platforming, object 
collecting (this time we collect 

trash) and points scoring. We 
also have some interesting 
creatures – beware the ass-bit-
ing fish ;) Blah-blah-blah, but 
what’s important is the game-
play! Here we have four stages 
with different backgrounds, fast 
action and cartoony graphics, 
all of which is certainly going 
to be appreciated by fans of 
good platformers. The graph-
ics looks very nice. Though 
I must say that in the second 
stage the background blends 
too easily with the rest of the 
graphics, making it hard to tell 
the difference between ob-
jects. Unfortunately, the game 
lacks music and simple sound 
effects (like “plum”, “shhhh” or 
“trrrr”) are not enough.

To sum up, I’d like to say that 
Yogi’s Big Cleanup is a solid 
platformer, and in spite of few 
flaws is worth checking out!

– Honey?
– Yes, dear?
– I’m sure I put a full picnic basket over here. Did you move it?
– No, I haven’t seen it since you put it in the trunk.

Yogi’s Big Clean Up

7 3 7

Publisher: Hi-Tec, ‘92/’16
Release year: 2016
Platform: C64, Amiga

YOGI’S BIG CLEAN UP

Try out other platform games from Hi-Tec Software:

Atom Ant, 1990 Ruff and Reddy in the 
Space Adventure, 1990

Scooby and Scrappy 
Doo, 1991

Turbo the Tortoise, 1992
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W
hat is $B after all? The 

mysterious name seems 

to have no deeper 

meaning than the hexadecimal 

11, but its numerical character re-

fers to the original, based on which 

it was created – the puzzle game 

2048 by Gabriele Cirulli. Many, 

especially younger players, know 

it, especially with smart phones. 

This is the first element that makes 

$B a noteworthy item because it 

combines modern retro game play 

and thus shows how little you need 

to interest a player. 

For those who do not know the 

original, I say that the goal of 

the game is to score the highest 

number of points by shifting on 

a square surface and pairing the 

blocks of the same value. In 2048 

we are dealing with multiples of 2, 

and with the VIC-20 single digits. 

This is forced by the fact that in 

the way the author used that, it is 

impossible to use numbers larger 

than one digit. So by using the W, 

S, A, D keys, it intelligently controls 

the entire board and moves the 

numbers (and they all move) to 

earn points.

Unfortunately $B has a problem 

with the aesthetics. The author 

most likely wanted the game not 

to use a lot of memory (note that 

the PRG file has only 428 bytes!), so 

the graphics are simply PETSCII in 

the most ascetic edition – dots and 

numbers. You would like the game 

to be played in a beautiful color 

interface, which is not uncommon 

in logic games. But we get the 

absolute minimum – including 

everything that happens is placed 

on a small section of the screen. 

This does not mean, however, that 

the game is unplayable. It will give 

you a lot of fun. If only there was 

joystick support. The game also 

lacks any sound effects or music. 

However, this does not matter 

because you can always listen to 

your favorite music 

from a CD or radio.

If $B have had 

a nice, aesthetically 

pleasing and colorful 

full screen graphic 

design (and the VIC-

20 could do it), and 

if there could be 

There are many games that we do not notice. In the case of $B it is not diffi-
cult – it does not look spectacular, does not promise to be an exciting game 
for a long time. Still, I think that it deserves to be noticed and I have a few 
reasons for thinking so.

joystick support, and some catchy 

music – it would be a masterpiece. 

And so we got a good game, 

based on a good concept that 

can be played, taking advantage 

of this creative pleasure.

Review: Minimoog; Translation: Ari

$B

$B

Publisher: Vic Porter
Release year: 2017 
Platform: VIC-20

  2  0  5

 ▼2048 as known from its PC release
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Review: Komek; Translation: Ari

T
ake a look at how much time 

has elapsed before someone 

finally created the Gunfright 

conversion for Commodore Plus 

/ 4 and 64 users (let’s not forget 

about Atari users, they also enjoy 

this year’s game conversion to 

their 8-bit machines). Over 30 years 

which really is a lot, but as a saying 

goes, better late than never.

In short, I would remind you that 

Gunfright is a game that was cre-

ated in 1986 for the ZX Spectrum, 

Amstrad CPC and MSX platforms. 

This program has similar traits to 

the 1984 hit Knight Lore. There is 

nothing to be surprised about this 

as , both titles come from the same 

developer.

And now here is some advice for 

those who have not played it. 

Gunfright lets you take on the role 

of the best gunman in the Wild 

West. Your task is to win the prize 

that can be earned by the removal 

of the bad guys who have taken 

over the city. For starters, make 

sure you shoot down as many 

money bags as possible. This is very 

important part of the gameplay, 

because your revolver quickly uses 

ammo and new bullets are not very 

cheap. Watch out for all of the 

nice ladies that are in your way – 

meeting them is deadly and shoot-

ing them decreases the amount of 

cash you have. The same is true for 

the men but they will point the way 

to where the bandit is hiding. Well, 

it will not be easy, but I think you 

can do it! 

I have no reason to complain 

about anything by comparing the 

original game with the conversion. 

That’s not the point. The whole 

game was carefully copied and 

I did not see much difference be-

tween original and remake. I am so 

glad that this cool and old school 

game has been converted to my 

beloved platforms. So grab a gun 

to restore peace in this once quiet 

town!

Bang, bang! Get out now you nasty bandits! I’ll deal with you! Is it so nice to 
spread confusion and oppress the townspeople? You have just come to an end! 
Hehehe...

6 2 7

Publisher: Ultimate Play the 
Game, 1985/ Rod & Emu, 
2017
Release year: 1985, 2017
Platform: Plus/4, C64, C128

GUNFRIGHT

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT

45Komoda & Amiga plus #8

spring / summer 2017

C
O

M
M

O
D

O
R

E
R

EV
IEW



I
f anyone said that the Boxx series 

is a series of endless pixelated 

blocks, then he should shake 

hand with LEGO fans. Anyway, 

both LEGO and Boxx fans can be 

happy because, angular shapes 

are beautiful which, I also enjoy. 

Graphics are on a good level with 

excellent detail readability. Great 

animation of objects: generally 

a good job. 

I liked a lot the games tunes from 

the days when I was playing NES 

and Commodore 64 games. In 

the Boxx series these memories 

have come back to life. Songs are 

even better, even more 

dynamic and they make 

the joystick burns in your 

hands. All dressed up 

with gorgeous ret-

ro-sound effects. 

There is not much 

else to say about 

this next version of 

this great platformer 

series. If you have 

played the previous versions and 

have liked them, I am inviting you 

to try the next version. And those 

who did not play or try the game, 

claim that it’s bad. Let them first 

try this wonderful work from Lem-

ing880, and then only comment. 

I guarantee that playability will do 

its job. And I recommend to start 

from the first version and admire 

how the game has evolved from 

the first to the third. I can only say 

to the author, on behalf of all of 

us, we are waiting for the fourth 

version.

BOXX 3

Publisher: Lemming880
Release year: 2017 
Platform: m68k, 020, 2 MB

  6  6  6

Take control of the robot, from the Robocop movie series – Ed210; priceless. That 
was my first thought when I saw that kind of attraction in this part of the game.
Known to be a heavily retro inspired platformer that has shooting elements, has 
now reached the third game in the series. The author has not taken it easy since 
the second and wanted to go do the third. The story is the same; lots of aliens, 
plenty of platforms, switches and coins to collect. Plus, new scenery, new bosses, 
new abilities and new levels. The gameplay is the same; equally as good. Created 
with the Backbone editor, it still represents a high, unsurpassed level.

Review: Don Rafito; Translation: Ari
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Review: Don Rafito; Translation: Ari

Progress in software development on retro platforms has been gaining momentum la-
tely. And the best part is that more and more often you can meet Polish artists there. 
In 2017, there are a few titles, from our native backyard, that are worth the time to pay 
attention to them. One such production is Max Knight, developed by the Polish group 
Pixel Nation.

T
his beautiful game takes us into 

times of knights and dragons. 

The story is about two brothers 

named Max and Miki. The boys, like 

knights, were trained a lot every 

day, so they were able to win all 

the tournaments. And everything 

would go on with this idyllic knightly 

life, if not for the fact that one 

beautiful day, while improving 

his skills, Miki was kidnapped by 

a dragon. Max prepared himself 

immediately and started a long 

journey to find his brother. The title 

is a classic 2D platformer, created 

using the Backbone editor. The 

player will come up with a good 

jump, avoiding the various oppo-

nents like flying creatures, monsters, 

ghosts, evil knights and some other 

diabolical beasts. During the game 

you will have to switch levers or 

pick up loot, such as an extra life. 

There are 36 levels divided into 5 

worlds, which are mainly located in 

dungeons and castle chambers.

It is no wonder that the title got 

the Amiga community excited. As 

for the game editor, the layout is 

pretty good. There are nice colors, 

clear design, lots of details, variety 

of worlds and decent character 

animation. All done very well. 

You can feel a cool retro atmos-

phere with in the sound effects. The 

effects are done 

decently and well 

harmonized with 

the action on the 

screen. Levels are 

not that bad, though some are 

kind of boring, but on the plus side 

is each of the worlds is has their 

own music. 

The game may seem easy, even 

for young, inexperienced players. 

But it is not. The title can also be 

classified as being quite demand-

ing. In fact, finishing the level also 

requires deep thinking. At Max 

Knight there were only two things, 

that I missed and unfortunately af-

fected parts of the game. Name-

ly, the final level (yes I know, it’s 

a spoiler), instead of fighting the 

dragon we get only some comic 

relief and the other one, what 

does Max need this little sword 

for? Since it cannot be used at 

all during the game, for example, 

fighting monsters? I leave you with 

these questions, recommending 

this game for every kind of player 

who values an Amiga classic in 

a modern edition. 

PS. It is worth mentioning that on 

the author’s website there is also 

a demo of the game, that has 

a winter graphic design, called 

X-Mas Edition.

Max Knight

Publisher: Pixel Nation
Release year: 2017
Platform: m68k, OCS/
AGA, 14 MHz, 2 MB Chip

  8  7  6

Max Knight
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A
fter all, I told myself, there 

are plenty of Amiga emu-

lators available for Android 

systems. So I decided to check out 

the most popular of them all – UAE-

4all2. It is available from the Google 

Play store and the best part is that 

it’s free to download and use. 

I chose UAE4all2 mainly because 

Lord Google told me that this app 

runs games directly from .adf files 

and there is support for virtual hard 

disks (VHDs). From my experience, 

VHDs are a practical necessity to 

avoid endlessly attaching floppy 

disk images. Nowadays I just want 

to load a system and a dozen of 

my favourite games preferably 

with WHDLoad. WHDLoad makes it 

possible to install bundles of demos 

and games, which were originally 

designed to run only from floppy 

disks, to your VHD.

I have discovered that all this and 

more is possible and its turns out 

that it is not particularly compli-

cated to achieve. All we need is 

a suitable emulator, Amiga Kickstart 

ROM images (version 1.3, 2.0 and 

3.1), Workbench installer, WHDLoad 

package installer, and your favorite 

games.

Before you follow in my footsteps, 

I must warn you that this is not 

a typical step-by-step tutorial, item-

izing each stage of the installation 

process. To do this I would probably 

require at least eight pages.

My goal is to show that 

you can easily run an 

Amiga system on Android 

devices (in my case on 

an Android TV Box). Now 

let’s get started with the 

fun!

The first stage of the pro-

cess involves using a PC 

to create a virtual image 

of your Android system. 

Most readers will have 

image using WinUAE. 

Readers who have not 

yet created a suitable 

image can find practi-

cal instructions on any 

good Amiga portal or by googling 

“creating an Amiga VHD”. All you 

need is an emulator, the previously 

mentioned Workbench installer 

and 20 minutes to spare. One very 

important lesson that I learned the 

hard way is to create your HDD im-

age in the emulator by using “Add 

Directory” not the “Add Hardfile” 

method. I recommend this meth-

od it gives more freedom in later 

stages. To make life easier, install 

the WHDLoad package right away 

(it’s free). From now on you can 

enjoy the Amiga experience on 

your PC. But this is not the point and 

you should go continue further by 

transferring the newly created HDD 

image directly to your Android’s 

flash drive / SD card.

Now start your TV Box and launch 

the Google Play store. Search for 

and install the UAE4all2 app by 

Lyubomyr Lisen. After the quick 

installation process, launch the 

UAE4all2 app (switching on a few 

more options that require further 

downloading) and immediately 

enter the “Change device config-

uration” menu. The following tabs 

contain important settings : Audio 

/ Video, mouse emulation, file stor-

age (internal memory or SDcard), 

etc. Again, I do not want to give 

specific solutions here as you need 

to customize the settings suit your 

device configuration. The main 

menu is revealed once you have 

In K&A Plus #6 I showed you how to make a fully operational C64 with a device com-
monly called a TV Box. My TV Box has been a great success in this role and since that 
time has served me flawlessly, beyond its basic multimedia functions as C64. Thanks to 
this setup, have enjoyed a lot of great games, both classics and new releases. I have 
even managed to implant ”a retrogaming gene” into my son and now more than ever 
we sit together on the couch, not to play PS2 or PS3 games, but to play River Raid, Gol-
den Axe or Ikari Warriors with broad smiles on our faces. But soon I felt that the C64 was 
not enough and a new idea blossomed in my mind – Is it possible to emulate an Amiga 
on my TV Box?

Android TV Box
Tutorial: Ari

Emulation zone: Amiga on
REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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worked your way through the initial 

configuration steps. We are most 

interested in tabs: two (Hard Drv) 

and three (Misc). In the Hard Drv 

section, select the “Dir” option and 

enter the path to the Amiga HDD 

image that was created earlier. This 

file can be located on the SD card 

or copied to the device memory. 

The “Misc” tab gives you options 

to choose the Amiga model to 

emulate, including specifying the 

processor, speed, graphics chip-

set, memory size and the Kickstart 

version. Remember to copy all the 

Kickstart ROM versions to: 

Android\data\uae4all2\files\

kickstarts 

The Kickstart ROM images are es-

sential for operating the emulator.

You are almost ready and it is time 

to get excited. Now just transfer 

your favorite games from the 

WHDLoad project location into the 

appropriate folder on the VHD. 

When everything is ready click the 

magic button “Start” and ...the 

familiar blue Workbench screen 

appears. Mission accomplished! 

The Amiga system has launched on 

Android. What you do next is up to 

you. You can customize the system, 

add additional packages or build 

your game library. I use my “Amiga 

TV Box” to remind myself how to 

exterminate aliens in Alien Breed, re-

veal the Simon the Sorcerer ending 

or finally to kick that damned T17’s 

ass in Body Blows.

And in this role the TV Box excels. 

If you demand something more … 

then buy a classic Amiga. Re-

member that this solution is only an 

emulation.

It is time to review the advantages 

and drawbacks of this solution. Let’s 

start with the disadvantages first, 

namely – compatibility. According 

to my observations this set up works 

around 90% of the time. Sooner or 

later you will come across a game 

or program that will not run. You 

can always try to run the program 

directly from the .adf image of 

a floppy disk. If the program doesn’t 

start from WHDLoad, you can fur-

ther adjust the emulator settings, for 

example, instead of emulating 

an A1200, try an A500 configura-

tion. There are a lot of possibilities 

but unfortunately 100% com-

patibility will remain just beyond 

reach. 

Sound and mouse emulation 

appears to be a particular 

challenge. Audio crashes and 

mouse pointer malfunctions are 

common, but thanks to a wealth 

of configuration options, you 

can, inmost cases, do some-

thing about it. The performance 

also tends to slow down during 

intense action, so the longer you 

use it, the slower it becomes. It 

is worth using an Android cache 

cleaner to regularly restore full 

performance and functionality. 

I may be complaining a little 

too much so it’s time to mention 

the positives… Enjoying classic 

games on a big screen TV is 

an experience that cannot be 

replaced.

There is also support for USB pads, 

mice and keyboards (including 

wireless!), save states, and HDD 

capacity is limited only by the 

free space available on your 

storage device. Undoubtedly 

the advantages overshadow the 

 ▼Main menu of UAE4all2 emulator 

 ▼Further options to tweak our virtual Amiga

 ▼Workbench	as	we	know	it

aforementioned shortcomings. The 

TV Box appears to be a practical 

alternative for enthusiasts who want 

to relive the Amiga experience or 

just start the journey without a big 

investment in real hardware. I am 

personally very happy with my Ami-

ga emulated on an Android TV Box 

and I encourage you to investigate 

if this solution will work for you.
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As the age of our retro computers progresses we often come across various types of 
failures affecting our lovely machines. These can be related to serious electronic mal-
functions or just physical damage, that doesn’t directly impact the boards or connec-
tors. The latter ones are usually related to damage to the plastic casing and to some 
people might just seem trivial, but not to us – on top of being players we are also col-
lectors of retro computers and any physical damage caused to our machines deeply 
hurts our hearts…

No problem! 
Tutorial: Drygol; Edition: Tomxx

the plastic and that is nearly always 

a worse option resulting in a weak-

er joint.

In order to get a proper joint, cer-

tain method has to be applied. Sol-

dering iron tip has to be sunk quite 

deep. Next, as quick as possible, 

the bulges created while sinking 

have to be moved back into 

a cavity. Lowering the temperature 

might help a bit. I’ve no idea if this 

description makes sense on paper, 

but no worries, I have prepared 

a video showing the entire process 

in real-time. 

Navigate to following YT url 

to better understand the 

entire idea:

http://youtu.be/5Ykpvxo-
0CNY

Make sure you proper-

ly clean a soldering tip, 

otherwise your joints might 

get quite dirty. I person-

ally don’t really care too 

much, as I usually spray paint the 

cases afterwards anyway.

3. Next step is to sand off a surplus 

of melted plastic to get the desired 

effect. Use low grade sandpaper 

to remove unwanted parts and 

smooth the surfaces with higher 

grades afterwards. 

4. Finally, in spots where parts of 

the material are missing, polyester 

putty has to be applied and sand-

ed off later on.

Broken plastic?
RECENZJAFELIETONRELACJA TUTORIALWYWIAD

T
his article describes the way 

I fix damaged plastic cases of 

retro computers. The targets 

for today are a severely damaged 

C64 Breadbin case followed by 

an example fix of Amiga 500 case 

destroyed in transit (quite common 

nowadays). We obviously work on 

Commodore cases, but similarly to 

the previous painting tutorial print-

ed in #7 of K&A plus, this method is 

applicable to other equipment as 

well. 

1. First of all, plastic has to be 

washed thoroughly. Washing is al-

ways mandatory but it’s especially 

important when we work on some-

thing that “used to be a computer 

case”. Old cases can be covered 

with various crap that I won’t even 

mention here. :)

2. My approach of fixing cases is to 

use a standard soldering iron to fix 

broken parts. In my opinion, it works 

way better than glue or acetone 

because these methods introduce 

different chemicals when melting 
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No problem! 

 ▼Target 1: Broken case of Amiga 500  ▼Target 2: Severely damaged C64 Breadbin
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Review: Bob8bit; Translation: Michał Sroka

I 
liked the game from the very 

start. Even the background music 

on the title screen already builds 

an eerie atmosphere. Though you 

mostly hear footsteps after entering 

the titular maze, the sparse selec-

tion of music becomes more inter-

esting the longer you play. Tunes 

are pleasant and well-suited for the 

game’s Egyptian setting.

The purpose of visuals in puzzle 

games in to not interfere with 

gameplay. Maze of the Mummy is 

decently made in that regard. The 

UI is clean, the maze is clearly visible 

and there are apparent visual 

differences between the enemies. 

Though I think that the authors 

should have been more diverse on 

how subsequent pyramids look. Dif-

ferent types of enemies are scarce. 

I suspect that instead of focusing on 

the aforementioned problems, Psy-

tronik decided to put an emphasis 

on developing a large number of 

rooms and puzzles. Is it quantity over 

quality? Definitely not, the game-

play speaks for itself in this regard.

The beginning of this review is 

unusual, as I started with visuals and 

sounds. It’s high time to talk about 

the gameplay aspect. This game is 

really difficult. I mentioned before 

that I like when things are kept 

simple. So why do I dare to com-

plain about the difficulty level? Let 

The older I get the more I appreciate slow-paced games. Video games should provide 
me entertainment, not frustration. Nothing spoils my mood more than having to over-
come the same obstacle over and over again. So instead of doing pixel-perfect jumps, 
I prefer solving some puzzles. Dark Egyptian ruins and fleeing from a mummy – that’s Maze 
of the Mummy.

Maze of the MummyREVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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Review: Bob8bit; Translation: Michał Sroka

me explain: one thing is to train your 

arcade skills and another to train 

your brain.

At first, you may get the impression 

that the player is bound to lose the 

game. Our treasure hunter can only 

move one tile per turn. The Mummy, 

our main antagonist, can usually do 

twice as much. On top of that, he 

often uses help of his friends. Thank-

fully, monsters are not very clever 

– after a few levels you can easily 

learn their patterns. Knowing which 

direction the Mummy will go is vital 

to winning most of the mazes.

At first I was worried that the game 

could get boring pretty quickly. 

I have to admit to not finishing 

the game yet, but I’ve already 

completed a hundred levels and 

still want to keep playing. The fact 

that the game area gets bigger 

with subsequent levels (tiles get 

smaller) gives the authors a chance 

to show their creativity in making 

lives of the players more difficult. 

Also, I encountered some mazes 

where visibility was hindered by 

lack of torches on the wall. I hope 

that there will be more secrets and 

surprises to discover. Even if future 

levels are going to become repeti-

tive, I’m giving this game a big plus 

for being diverse.

I’ve only found one negative 

aspect of this game: loading times. 

I’m aware of limited memory of 

old computers, but it can get quite 

frustrating when you have to wait 

a long time just to see a Game 

Over screen. It’s nice to hear a new 

piece of music after the loading, 

but it’s not worth the wait. If only 

this was a one-time case… Unfortu-

nately, you have to wait for the start 

screen to load after that, which is 

followed by loading of the maze. 

Additionally, I think the punishment 

for using all credits is too severe.

Maze of the Mummy is a good 

conversion of Mummy Maze Deluxe 

from Popcap. I have to admit that 

I have not yet play the original, so 

I can’t do a side-by-side compar-

ison, but I can 

recommend the 

Psytronik’s version. 

People who prefer 

their games being 

dynamic may be 

disappointed with 

these slow-paced 

pyramids. I hope 

that the eerie 

atmosphere and 

the requirement 

to use your brain 

are enough to 

convince other 

people. It’s about 

time for me to get back to the 

Maze of the Mummies, as numerous 

treasures are yet to be discovered!

5 8 7

Publisher: Psytronik
Release year: 2016
Platform: C64

MAZE OF THE MUMMY
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L
et me ease everyone up first- 

there is no need for deleting 

or formatting the phone for it is 

not going to be a standard system 

installation on the device’s cleared 

memory. Our post-Amiga system is 

launched in an Android-Host mode 

as a separate process, however, it 

will not be a regular emulation, for 

the distribution is dedicated to the 

ARM architecture and the system 

will support itself with it partly.

Let’s do it. Visit the Nightly Builds 

website aros.sourceforge.net/

snapshots1.php and download the 

android- arm- system distribution. 

After downloading and unpacking 

the archive named AROS-20131104-

android-arm-system.tar.bz2 we 

have access to some things. The 

Aros folder is going to interest us 

where the complete system and 

AROSBootstrap.apk application are 

found. 

Time for installation. Copy the Aros 

folder onto an internal memory 

card into the main catalogue 

without changing the name (do not 

confuse with the external SD card 

which you put into a reader) and 

the AROSBootstrap.apk file install us-

ing the system’s installer. One should 

bear in mind that he or she should 

change the Android’s options to al-

low the installation of a programme 

from an untrusted source. After all 

of this the well-known cat eye icon 

will pop up in the list of applications. 

Click it and wait for Aros 1.12 version 

to show on the screen with the fa-

miliar desktop and the RAMDisk and 

system icons placed on it.

The system starts defaultly in a verti-

cal view (portrait 24bit) so I suggest 

launching Prefs/ScreenMode and 

change the screen parameters 

on a horizontal one (Landscape 

24b) before wandering around the 

catalogues. By the way we shall 

see how Aros sees the graphics in 

our smartphone/tablet and what 

kind of resolution is available. The 

Tools/ShowConfig, however, will 

give us some information about 

processor or memory.

At our disposal we have primary sys-

tem applications set from Multiview, 

through Editor, ScreenGrabber up 

to commodity programmes. There is 

the Zune visual environment installed 

in the distribution (Aros equivalent 

of MUI, known from Icaros Desktop, 

for example). Coming back to the 

changes in the OS options, one may 

change localization settings (some 

of the applications have Polish 

translation), desktop’s and window’s 

background colour and other op-

tions of Wanderer, graphical style, 

fonts, string encoding and so on. 

System works fine as well as using 

your fingers or an attached mouse 

(no matter USB or bluetooth). 

There has already been Amiga in a pocket. Now it is time for Aros. So as to have it 
done, one needs a portable device like a smartphone/tablet based on ARM v6 CPU 
and an Android operating system of version 2.2 or greater. About the processor, one 
may read at forums that users recommend v7.

Aros ARM on Android
Tutorial: Don Rafito; Translation: Grzegorz Sojka

AROS in your pocket
RECENZJAFELIETONRELACJA TUTORIALWYWIAD

 ▼Aros ARM on Android-GC-1
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Now some disadvantages. The 

primary and flagrant mistake is the 

lack of on-screen keyboard. So if 

we don’t have an external to spare 

(USB/bluetooth), writing anything 

won’t work out. The second and 

as important as the first matter is 

minimal number of applications for 

this Aros version. It refers not only to 

the programs themselves but also 

to the libraries and controllers which 

results with, for example, the lack 

of sound in the system, because 

AHI doesn’t see any sound card. 

Same with network service. But if 

one has no browser then one needs 

no network. Next thing is a small 

problem with handling the right 

menu. It is however activated by 

the smartphone or tablet’s context 

menu key but if we don’t “set 

it free” in options, then trying to 

activate it from the upper level will 

require remarkable skills assuming 

it is possible. There is no such key 

in some phone models because 

the context menu is provided by 

the applications. The system also 

can’t see any external memories 

plugged in the device (SD cards, 

pendrives). Some disturbances are 

called by refreshing the screen 

after changing the display mode. 

Unfortunately, to make everything 

back to normal I had to reset the 

system every time I changed an-

ything in options. The last difficulty 

I noticed was the problem with ac-

tivating the font box. I had GURU 

everytime. Despite this problem 

I managed to use Polish ISOfonts; 

I simply typed their names and 

sizes in settings.

I used GoClever Tab105BK (An-

droid 4.1.1) tablet and LG K8 LTE 

(Android 6.0) smartphone for tests. 

I noticed that the system works 

much more stable on the tablet. 

There was less surprising crashes 

and shutdowns. 

The described version is the only 

distribution on AMR Android plat-

form and was released in 2013. 

Looking at the pace of Aros’s 

development and the frequency 

of new software coming up, this 

one is simply old. Since then it 

hasn’t been improved and I have 

a feeling that it was meant to 

be just an oddity, not a separate 

project. A pity, for it is actually the 

only post-Amiga version of the 

system which you can natively 

launch on a smartphone and “carry 

in your pocket”. My article is a small 

appeal to programmers so that 

they didn’t set aside that “oddi-

ty” because nowadays portable 

devices have the largest potential 

and further development of Aros on 

these platforms would bring even 

more fans and users to a con-

stantly increasing number of them. 

There could be new programmers 

and even sponsors in it. You, dear 

Aros ARM on Android

 ▲Aros ARM on Android-GC-2  ▼Aros ARM on Android-LG-1

readers, I encourage to at least toy 

with Aros on your tablet or smart-

phone during travelling or standing 

in a queue. Sometimes it is worth to 

take a break from scrolling through 

your Facebook news feed.

AROS ARM for Android

Publisher: The AROS 
      Development Team 
Release year: 2013 
Platform: Android 2.2+,  ARMv6+
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Editorial: Minimoog; Translation: Ari

Three-dimensional is a little older than you think. The first experiments date back to the 70s, 
but before the 3D became popular, the 90s had to come. Does that mean we’ve only lived 
in two dimensions before? Both yes and no. Game Creators have tried, some good, some 
bad, to produce a three-dimensional space, trying in various ways to create an illusion. A lot 
of trail and errors created on this principle are 3D labyrinths. I decided to look and write a bit 
for the VIC-20, because for this computer, with its limitations, the third dimension seems unat-
tainable. So I invite you to travel to this story that is a little funny, a bit crazy, a tad monoto-
nous; but also surprising. 

3D games on VIC-20

This game was released in 1984 by Mastertronic. It does 

not require any memory expansion. This is probably the 

best of all the games I will describe. It works smoothly and 

gives a lot of satisfaction. The scenario is a classic; get to 

the place marked on white map through a white labyrinth. 

However, you cannot go wrong indefinitely; each step 

consumes valuable air, so the entire route must be devised 

as quickly as possible, and looking at the map is limited, 

because we can only see it once in the beginning. The 

player gets a wide spectrum of difficulty; there are eight 

levels, and each has several labyrinths to choose from. The 

lack of music is not a nuisance, you can choose the playlist 

yourself. Play with the joystick or keyboard (Z and C keys for 

rotation, M for forward). 3D Maze is a good puzzle game 

that will not get boring quickly. As a curiosity, I will add that 

the structure part of the game was written in Basic. 

3D Labyrinth, Llamasoft’s 1982 game, requires 8k expansion 

and is, unbearable. Actually the only thing you can do is 

3D MAZE

3D LABYRINTH

get lost. The map, which is activated with a question mark, 

does not help much, because it doesn’t show the exit. So 

we move slowly around the world which we have to get out 

of. It’s easier to do this by switching the VIC off rather than 

wandering at a turtle like pace. The pace of the game is 

based on the language in which it was written, Basic. The 

final outcome is not that good. The only way to navigate 

the maze is with the keys I, J, K and M. The creators have 

prepared 18 levels. If you are patient and like challenges, 

I recommend you to play. 

Monster Maze was released in 1982 by Epyx. It is definitely 

a very famous game. It has a slightly different purpose. It 

refers to Pac-Man; we walk around the maze and collect 

points lying on the ground. We must avoid the monsters 

that want to take each of our nine lives, but the monsters 

become harmless when we collect special spells. The 

script does not differ from the arcade classic. There are 

eight levels waiting for us. The map is activated by a fire 

button. Thanks to the smoothness of Monster Maze, it is 

very playable. 

MONSTER MAZE

Conjure something out of nothing

“3D Labyrinth requires 8k ex-
pansion and is unbearable. 
Actually the only thing you 
can do is get lost. 

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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3D games on VIC-20

Capture the flag is originally a team based game for 

outdoor fun. In 1983, Sirius Software released its electron-

ic version on the 8-bit Atari and VIC-20. It is distinguished 

by the fact that the three-dimensions are not so conven-

tional here; we have a game in full 360 degrees, not just 

in four directions. There is a special two player mode, 

running in two windows (you can play with the comput-

er). The task of the first player is to reach the flag of the 

other player before he captures the first player’s flag. 

The task is not easy, because the computer is hard at 

rendering the environment, which reduces the playabili-

ty. Fortunately there is a map whose fragments unfold as 

we walk around the maze. The capture the flag concept 

is great for two players, and the innovative game play is 

surprising, although its slow pace makes the game more 

difficult to play. 

This game is unique because it is a Dutch production, and 

its title does not mean anything other than 3D Labyrinth. 

The rules are similar to those of 3D Maze; reach the exit 

point with limited amount of oxygen. Unfortunately, this 

game cannot compete with 3D Maze; it is the slowest of 

all. Fortunately, it is also aesthetic; black background and 

yellow lines are a good choice, better than the white and 

blue in 3D Maze. Still, 3D Doolhof is hard to play, because 

it is not possible to display a map, the controls (positioning 

of the keys) make it difficult to play, it’s very easy to get 

lost, and the rate at which you lose oxygen before the 

end. I do not recommend it.

3D DOOLHOF

This game, in the form of a listing, was published in 1984 

by Hebdogiciel, a French-language computer magazine 

from the 80s. The original is in French but Kweepa has 

decided to translate the game into English. The name 

and origin of the game refers to the Greek myth in which 

King Minos trapped Dedal and his son Icarus in the 

Minotaur’s labyrinth. Dedal spectacularly flew from the 

trap on wings, and the player has a much more difficult 

task; go from point A to point B. Although this task is not 

easy, especially since we see only four views in front, and 

the map, activated by fire, presents only what we have 

discovered. In addition, there are teleports in differ-

ent places, which move us to different places, but not 

always! The game is surprisingly pleasant and fast. The 

game is written in Basic but Dedale is really well made, 

the author even tried to put in simple sound effects (this 

pleasure is only with 16k expansion). 

It’s one of the newest productions because it comes 

from 2015, and its author is Kweepa. The game refers to 

Dedale and the same myth. Also has a limited field of 

view and teleports. Unlike Dedale, when we start a level, 

we see a whole map for a moment and it is drawing 

slower than in Dedale, but is still pretty fast. It also has 

one more level. It does not need any memory expan-

sion. The saddest thing is that this opinion is based on 

YouTube videos, because Kweepa’s web page is down. 

(screenshot was downloaded from www.commodore-

free.com).

CAPTURE THE FLAG DEDALE

KNOSSOSS
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Another production from Kweepa. We are dealing here 

with real 3D, as in Capture the flag. But the game is 

much smoother and more responsive. Whenever I watch 

this type of work, I am extremely excited because the 

3D is no longer an illusion here, although the gameplay 

is displayed on a tiny screen. We wander through the 

maze, with a map available. The limitation that forces 

you to move is a diminishing number of lamps. Going 

through the door that require a key, rebuilds the lamp. 

Just like in Dedale or Knossoss, the map shows only what 

we have toured. The game has very good sound effects, 

stunning 256 levels and really nice 3D graphics. And 

that’s all in 3.5K of memory! Unfortunately, the game 

suffers from the same problem as Knossoss – it cannot be 

found anywhere.

THE KEEP

And finally comes Doom, released by Kweepa in 2013. 

It’s a Doom clone from id Software, a FPS classic. The 

game was built on a similar engine to, The Keep. It gives 

a kick to all the retro players. Doom is not as smooth as 

The Keep, and requires a full memory expansion, but it’s 

worth your attention. To find out more, refer to the #5 

K&A + (pages 8 and 9). 

DOOM

As you can see, there are different productions in this composition: good, bad or even amazing. Laby-
rinths in the first person perspective and other first-person, three-dimensional adventures often suffer from 
the problem of playability, and the illusion of 3D is often just an illusion. Nevertheless, I think it is worth to 
play these games because they are quite a unique species. Maybe today some will prefer Counter Strike 
and Witcher than Capture the Flag and Dedale Palace – but if you want to go deeper into the third 
dimension just use a little bit of your imagination. 

“Whenever I watch this type 
of work, I am extremely ex-
cited because the 3D is no 
longer an illusion here, al-
though the gameplay is dis-
played on a tiny screen.

It’s dangerous to go alone! Join our editorial crew!

We’re looking for great additions to the team – contact us on: team@ka-plus.pl
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compilation as any other 
native executable file, even 
ones for modern Androids 
and iOS. Hollywood uses 
libraries from the system it’s 
on, while the RapaGUI tools 
provides the language with 
the native interface of the 
said systems. The number 
of functions and attributes 
of the environment is huge 
and we can’t possibly 
cover them all here, but 
few are worth mentioning: 
OpenGL support (through 
GL Galore), Internet protocols 
support, containers, animation 
systems, video streaming, vec-
tors, 2D graphics edition, alpha 
channels, advanced sound 
engineering, system dialogue 
window support and many, 
many others. 

We also have a Hollywood De-
signer, separate system directly 
related to the language. It’s 
an application using WYSIWYG 

interface, used to create Holly-
wood applications without hav-
ing to learn the language itself. 
Software made in Designer can 
then be recompiled using the 
language itself, into executable 
or video files. Projects made in 
Designer and Hollywood are 
interchangeable and can be 
merged.

The 15th anniversary of the 
product’s lifetime was marked 
with the release of version 7.0, 
vastly enriching the environ-
ment. It’s worth to note these 
products are commercial: 7.0 
goes for €99, previous iterations 
€39 or €59, while Hollywood 
Designer for Amiga lands at 
€69. Perhaps not the cheapest 
option on the market, but if you 
like its perks and you suspect it 
will be just the right stuff for your 
software, I think it’s worth a try.

Without further ado, let’s move 
on to the interview.

MAL Hollywood
Review: Tomxx; Translation: Mateusz Skotarski

Programming: 

H
ollywood is a language 
created mostly for multi-
media application design. 

Since the heart of the environ-
ment consists of a powerful 
coding tool consisting of over 
500 unique expressions, the en-
tire environment soon became 
a staple, used to create various 
applications, from simplest 
multimedia slides and games 
to more complicated apps. Of 
course, since it’s a high-level 
programming language, one 
can’t obtain the speed of 
execution expected from pure 
assembler, but it offers unques-
tionable advantage of its ability 
to directly compile projects 
compatible with all modern 
operating systems. It’s no joke 
– project with roots reaching 
as far back as Amiga allows 
for product design on any of 
the multiple systems available 
today (regardless whether it’s 
classic Amiga, Amiga NG, Win-
dows, OS-X or Linux) and allows 

I’ve heard about the Hollywood language before, but only after a conversation with 
Trevor Dickinson during an Amiga fan meetup in Athlone, Ireland – it made me realise the 
impact of this environment. Merely one person stands behind the entire project – Andreas 
Falkenhahn, who created the language 15 years ago, maintaining and improving it to 
this day. I strongly recommend reading his interview, full of passion for creative design, 
even going beyond retro scene coding. As an intro to the long interview done by our 
Radzik, here’s some basic info about this development environment.

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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Interview: Krzysztof “Radzik” Radzikowski; Translation: Thorwyn & Minimoog

Let’s start off with a standard and 
easy introduction: please describe 
your first ever contact with a home 
computer. Was it Amiga or any 
other machine?

It was an A500. In the early 90s 

my friends started to get A500s 

one after the other and after 

some months I was finally able to 

convince my parents to buy me 

one as well.

What was the type on configuration 
of your first Amiga? Were there any 
other models to follow on?

It was just a stock A500 (last revi-

sion). By the time I got an A500 

(it must have been in early 1993 

I guess) there were already A1200s 

in the stores. Still, all I wanted was 

playing the games all my friends 

played and an A500 was enough 

for that. So I first got a 512kb 

A500 and a 1084S and some time 

later a 512kb memory expansion. 

Later I bought a CD32 with an SX-1 

expansion and finally an A1200 in 

a Micronik Tower with a Blizzard 

68040 accelerator. The A1200 was 

my main development system be-

tween 1997 and 2001. But it didn’t

have a graphics board. So by the 

turn of the millennium I was still 

using a 640x256 16 colours Work-

bench or so, I was really a latecom-

er concerning RTG.

How did your adventure with Next 
Generation systems start? It looks 
like you are using all flavors of Ami-
ga systems.

Yes, I try to support them all, includ-

ing real exotic stuff like WarpOS. 

Hollywood 1.0 was released in 

November 2002 and it was written 

in AmigaE. The success was really 

overwhelming so I ported the 

whole code in just 3 weeks to C, 

so that I could compile a Mor-

phOS version (there weren’t any 

E compilers for MorphOS back 

then). At that time I was running 

a public beta of MorphOS 0.4 or 

something on my Blizzard PPC. At 

the beginning of 2005 I was given 

a Micro-A1 to port Hollywood, 

Hollywood Designer and Malibu to 

AmigaOS4. That was my real start 

of my experience with NG systems. 

A little later I bought a Pegasos2 to 

run MorphOS 1.4 on. Later in 2005 

I completely moved development 

from my A1200 with a Blizzard PPC 

to the Pegasos2 running MorphOS. 

This is still the main Amiga develop-

ment system today because it can 

run both MorphOS and OS4. I’m 

hoping to replace it with an X5000 

soon, though, but currently there 

don’t seem to be any graphics 

boards that support both OS4 and 

MorphOS decently on the X5000.

You are a well-known person within 
our community and I can honest-
ly describe you as the hardest 
working man in the Amiga devel-
opment business ;) Please tell 
us something about your work 
and how did you actually start 
the Hollywood project.

Actually, I was on the verge 

of leaving the Amiga for good 

when I got my first Windows 

PC in 1999. That’s why there 

wasn’t much Amiga activity 

in the years 1999 to 2001 from 

me. But then, I think it must 

have been some time in 2001 or so, 

someone from the Czech Republic 

was offering me his used Blizzard 

PPC accelerator (040+200mhz 

PPC) for an insanely cheap price. 

I wasn’t really interested in Amiga 

that much at that time but it was 

just so cheap that I couldn’t say no. 

I actually was very sceptical if he’d 

really send the board and I was 

mentally prepared to find myself 

cheated in the end but it really was 

insanely cheap so I just took the 

risk. But the guy was completely

honest and sent the board and it 

worked fine.

So in 2001 or so, I had an RTG Ami-

ga for the very first time because 

the big advantage of the Blizzard 

PPC was that it allowed me to use 

graphics board on my A1200. And 

then, in 2002, after finishing my 

A levels in April, I had some time to 

kill, actually several months before 

starting my studies in October that 

year, and I had this alluring RTG 

Amiga machine at my home. I had 

never done anything RTG Amiga 

before so it was a whole new world 

to explore, even though I was really 

late to get an RTG Amiga! Still, 

I thought let’s do something that 

we don’t have on the Amiga yet. 

And this was an RTG programming 

language and presentation system. 

So sometimes it’s really funny to see 

how things come about: without 

the guy from the Czech Republic 

selling me the PPC accelerator for 

an insanely cheap price I couldn’t 

resist.

I probably would have left the 

Amiga for good in 2001 and there 

would have been no Hollywood at 

It was not easy to prepare and schedule an interview with one of the best Amiga 
software developer! But dreams sometimes come true and you can now enjoy our 
lenghty talk with Andreas Falkenhahn – the guy behind great and amazing Holly-
wood MAL and Designer is finally here. Beside tons of information about his own 
products, Andreas shares his opinion on several crucial for all Amigans topics.

Andreas FalkenhahnREVIEWEDITORIAL TUTORIALINTERVIEWREPORT
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all. It was only the RTG experience 

made possible by the PPC acceler-

ator that rekindled my interest in

the Amiga.

In my opinion, Hollywood is “our fu-
ture”. It’s platform independent and 
already quite mature. How hard 
was it to bring Hollywood to such an 
advanced stage? Could you shortly 
describe pros and cons of your 
language? What kind of a software 
can be created in Hollywood?

From an outsider’s point of view 

creating such a beast as Hollywood 

might seem like a monstrous task 

for just a single programmer. But of 

course it hasn’t been like that from 

day 1. In 2002, it was very limited 

from today’s point of view but 

since then 15 years have passed 

and I have been constantly improv-

ing it throughout this time. The pros 

are of course that it’s very easy to 

use and can be used on almost all 

important platforms. The biggest 

con is that of course Hollywood 

programs can never be as fast as 

real machine code. But that’s not 

Hollywood’s goal anyway. Apart 

from that, you can create all kinds 

of software in Hollywood, except 

maybe 3D games, even though 

there’s now an OpenGL plugin but 

of course it doesn’t support 3D stuff 

needed by modern games. Still, 

there’s a plugin interface which 

you can use to add the things not 

already available.

Do you personally perform all the 
works or you have a team behind 
this project? What about beta 
testers? 

No, there is no team, it’s just me, 

although I do like to refer to Airsoft 

Softwair as the hardest working 

MEN in code business, but that’s 

just marketing speak because it 

sounds better. There are some 

beta testers but most testing is also 

done by yours truly. I always do 

extensive tests myself instead of just 

hacking things in and letting others 

find the bugs. Most time is actually 

consumed by testing and writing 

documentation. That takes a lot

more time than writing the actual 

code.

Your environment (Hollywood) fea-
ture cross-platform development, 
we can use it also to create apps 
for MS Windows and MacOS.
Could Amiga developers poten-
tially make some money releasing 
software for all systems?

Sure, you just need a good idea. 

A lot of people especially on mo-

bile platforms have shown that you 

can make lots of money with soft-

ware which isn’t complicated to 

write at all. Take WhatsApp as an 

example. I just takes a good idea.

What about mobile platforms: sup-
port for Android is included, do you 
plan to support iOS?

Hollywood has already fully sup-

ported iOS since 2011. For Holly-

wood 7 iOS support was greatly 

improved and the backend was 

rewritten. Unfortunately, Apple 

doesn’t allow the Hollywood Player 

on the App Store, probably

because it falls under the anti-Ado-

be Flash rule. To allow people to 

run their Hollywood applets on iOS

anyway I’m now trying to create 

an Xcode Hollywood framework 

which will enable people to com-

pile their projects for iOS. But of 

course you’ll need a Mac for that. 

Hollywood with Designer look like 
a smooth starting point for easy 
software development. What should 
be the default approach: to first 
learn Hollywood scripting language 
or to forget about it and just use the 
Designer?

Depends on what you want to do. 

Designer has its limits and isn’t suita-

ble for certain sorts of software.

If you only want to create simple 

games and presentations, Designer 

is enough and you don’t need to

know anything about what’s under 

the hood. For serious software de-
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velopment you need to learn the

Hollywood scripting language 

directly. And you shouldn’t start by 

looking at code generated by

Designer as it is very complex.

I feel like the updates of Hollywood 
Designer do not follow the rapid 
development of the Hollywood 
itself. Can we expect more frequent 
updates and better support for new 
features in next Designer? Do you 
plan to release Designer on others 
systems as well?

There will be a big update for 

Designer soon. The technology of-

fered by RapaGUI would also allow 

me to port Designer to other plat-

forms without going to great pains, 

although it is still a lot of work. 

Whether or not we’ll see Designer 

on other platforms hasn’t been de-

cided yet but there’ll certainly be 

a major new version for the Amiga 

platforms soon.

Hollywood is considered to work 
a bit too slow, especially on real 
68k systems. Do you plan to per-
form any optimization?

Not really. 68k systems aren’t my 

main focus of interest because if 

you want to program fast-paced 

games for 68k systems, you have 

to go with the custom chips and 

Hollywood isn’t the right language 

for you then. You’d have to use 

palette-based screens or even take 

over the system completely, all of 

which is impossible with Hollywood.

We’re equipped with great docu-
mentation, although it’s not suitable 
for people without experience. 
Would you agree a book is need-
ed? Perhaps something like we had 
in the past with AMOS?

A book would certainly be nice 

but I’m so tired of writing all this 

documentation (Hollywood, Holly-

wood SDK, MUI Royale, RapaGUI 

and GL Galore together are well 

over 2000 pages) that I certainly 

won’t write a book. But I wouldn’t 

mind if somebody else took up the 

challenge.

What are your plans for future 
Hollywood development and would 
Amiga always be in the center? 

You could probably 
benefit more from all 
modern operating 
systems...

There are no big 

plans for Hollywood 

itself after Unicode 

and 64-bit support 

have been added. 

However, I have sev-

eral ideas for some 

nice plugins. I think 

this is a good way 

to go. Keeping the 

main program rather 

slim and provide 

extra functionality via 

plugins. Concerning 

modern operating 

systems, I consider 

myself a retro guy so 

I’m not that much 

interested in being 

forced to be up 

to date and hop 

on every train that 

comes around. That’s 

too stressful and as 

a single software 

developer it’s impossible to keep 

up with all the new developments 

anyway.

What are you missing on Amiga 
platforms? (tools, memory protec-
tion, etc?)

Personally, I’d like to see some 

improvements in the datatypes. 

Maybe a datatype for playing 

video streams or a HTML datatype 

or something. Memory protection 

would be nice to have as well but 

I don’t think that’s going to happen

soon because there will be many 

compatibility issues. I can live with 

Amigoid operating systems having 

no memory protection, though. 

I think it’s nicer to have compati-

bility with the classic Amiga than 

memory protection. I mean, every-

body has memory protection, just 

use Linux if you want it :)

Do you think there is still chance 
to keep AmigaOS, MorphOS, and 
AROS up to date? Lately, we can 
see there is a big slow down, espe-
cially on MorphOS side.

Well, you have to live with the fact 

that these are all hobbyist projects 

done by people in their spare time.

Of course they can’t compete with 

professional developers with mul-

ti-billion companies behind them. 

I think it’s still fascinating to see that 

almost 25 years after Commodore’s 

bankruptcy there are still people 

working on AmigaOS and tribute 

operating systems like MorphOS 

and AROS. Of course, progress is 

very slow, but there is progress still. 

For example, 2016 saw the release 

of brand-new hardware, the X5000. 

It took a long time but ultimately it 

really was released so I think that’s 

a good sign after all. 

Current Amiga market splits into 
3x NG and 68k systems. This is 
less than perfect for developing 
new software that would run on 
all previously mentioned systems, 
for instance MUI is different for 
AmigaOS and MorphOS, AROS has 
Zune. Maybe we should have one 
core team for MUI/Odyssey etc., 
and then port software for the other 
three major systems?
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Yes, I’m strongly for a joint MUI 

developing MUI team but unfortu-

nately, I don’t think that’s going to 

happen because of strong resent-

ments among the people involved. 

Apart from that, I’m not even sure if 

the division between OS4 and Mor-

phOS is so bad at all. There’s an old 

saying in German which claims that 

competition is good for business. 

I’m not sure if there would be more 

progress if we only had AmigaOS 4 

and no MorphOS. Maybe the exist-

ence of OS4 is an extra encourage-

ment for the MorphOS side to try to 

be better and faster than OS4.

Lack of time usually equals lack of 
software development. Let’s take 
Odyssey – it’s a great browser with-
out major development in the last 
four years, and as we all know, an 
operating system without a good 
browser is nothing nowadays. Can 
you comment on it from the devel-
oper standpoint?

I think Odyssey, albeit 4 years 

old, is still working really well with 

most websites. Of course, nothing 

changes faster than the WWW, but 

from a developer’s point of view, 

nothing is probably scarier to write 

and maintain than a browser. I can 

fully understand why nobody likes 

to touch those projects. You can’t 

even compile them on Amiga

systems because they are just 

way too big. Browsers are really 

intimidating pieces of software, 

from a developer’s point of view 

at least.

A lot of Amiga users state that 
porting is not a prefered way for our 
future. Isn’t it better to use QT and 
port modern software instead of de-
veloping everything from scratch?

I’m not such a big fan of ports, 

especially if they feel foreign to 

the host system. That’s why my 

RapaGUI plugin takes a complete 

native approach. GUIs created 

with RapaGUI will be native on all 

supported systems, i.e. on Amiga 

(MUI), Windows, Linux (GTK), and 

Mac OS (AppKit).

What Amiga could you advise for 
the newcomers? Classic, NG or 
emulation?

I’m all for NG Amigas for newcom-

ers. Classic hardware will die sooner 

or later anyway and you can do all 

stuff related to classics with WinUAE 

anyway. For NG Amigas you need 

the real hardware (although OS4

emulation is now supported on Win-

UAE but of course it’s painfully slow 

compared to real hardware.)

Classic Amiga still has the largest 
community, mostly driven by pure 
nostalgia. NG could only dream 
about this size – do you think can 
we change these proportions 

somehow? Or maybe it’s 
too late and our commu-
nity is too old?

I don’t know. I think it’s 

good to see that people 

are still interested in the 

Amiga, be it classic or NG. 

Maybe some classic fans 

will become interested 

in NG Amigas after some 

time. Who knows? After 

all, we all started on clas-

sics and were classic fans 

initially.

Polish Amiga community is 
very active and you have 
lately sold a number of 
copies of Hollywood to us-
ers in our country. Do you 

think this trend could be repeated 
in other countries as well? More 
users mean more potential devs!

Yes, I’m really happy to see all 

those new Polish Hollywood users 

and I’m hoping they will create 

very nice programs and games 

with it. And they are perfect 

beneficiaries of Unicode support 

introduced in Hollywood 7 because 

Polish is not a language that is in 

the ISO 8859-1 (Latin 1) encoding 

used previously by Hollywood.

Greetings time!

Greetings to all Amiga users all 

over the world. Keep spreading the 

word that Amiga is still alive and

keep supporting all developers who 

create new software and hardware 

for it. This is the best way to make 

sure that the Amiga scene will still 

be active in 10 years from now!

Platforms	supported	by	Hollywood	

The following platform architectures are 
currently supported by Hollywood:

• AmigaOS 3 (m68k)
• AmigaOS 4 (ppc)
• Android (arm)
• AROS (x86)
• iOS (arm)
• Linux (x86)
• Linux (x64)
• Linux (arm)
• Linux (ppc)
• Mac OS X (x86)
• Mac OS X (x64)
• Mac OS X (ppc)
• MorphOS (ppc)
• WarpOS (m68k/ppc)
• Windows (x86)
• Windows (x64)
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Don Rafito: Hello. Let’s start with 
introductions, I’m sure our readers 
are curious of whom the Digital 
Team group consists of and what 
are you responsible for during your 
titles’ production.

Djpiotrs: Greetings, I’m Piotr Szere-

jko and I’m a programmer.

Selur: Hey, Sergiusz “Selur” here, 

I was responsible for majority of the 

visual assets for this game, based 

on pre-existing graphics made by 

Djpiotrs.

Andrzej Drozd: Hey everyone, 

I’m Andrzej and I think I might be 

responsible for the game’s mu-

sicscore :D

Standard question, could you 
describe the beginnings of your 
Amiga and programming adven-
tures, before the Digital Team even 
existed?

Djpiotrs: My first computer was C64, 

when my parents bought me one 

in 1990. Before the C64, my only 

chance to play was a Atari at my 

friends’ place, but I don’t remem-

ber which model, it was roughly 

1986-1987. From those fateful days, 

I began studing programming 

and computers themed literature, 

borrowing any books I could find 

at a local library. I got my Amiga 

in 1998; A1200 with 8 MB memory 

extension. Aside from gaming, I was 

also interested in Amos and Blitz 

Basic.

Selur: I got my Amiga in 1991, and 

such were my beginnings.

Andrzej Drozd: My story begins 

in mid 90s, but it took some time 

– roughly around the fall of C= – 

before I got properly into it. I’ve 

only recently started doing music 

on Protracker, my first module was 

finished in 2013.

When and how did your group 
form?

Djpiotrs: Our private group, Digital 

Team exists on PPA since 2013. I’ve 

simply decided that games I work 

on will come out under the banner 

of Digital Team. Selur did a really 

good job on the visual layer of 

Total Pattern, I praise him for that. 

I could only do a sketch to provide 

the art direction. Adrzej Drozd did 

the atmospheric music, a creative 

process that I’ve had pleasure to 

see firsthand. Everything began 

when Total Pattern, still in develop-

ment, was presented at RKLE/15 in 

Gdansk.

Despite earning only a second-

to-last place in the competition, 

which took place at the time, 

we’ve received support from 

private group members, including 

Aszu, which allowed us to finish the 

game. If it wasn’t for that support, 

we might have ended up with 

nothing other than a poorly made 

demo. Aszu helped us with writing 

and provided a review of the 

game on his own website. I guess 

it’s safe to say Total Pattern is the 

beginning of Digital Team group.

Selur: Indeed, Djpiotrs asked forum 

members for help with the au-

dio-visual layer of the game and 

offered the game to be released 

under the name of the group.

Andrzej Drozd: I’ve joined the 

team in the middle of Total Pattern 

production timeline, my job was 

to create an audio score that fits 

the theme of a logic game. I have 

to admit it wasn’t easy, especially 

at the start, when I used to torture 

everyone with terrible recordings 

of space storms. Technically we’ve 

 ▼Djpiotrs

 ▼Andrzej Drozd

Digital Team
Interview: Don Rafito; Translation: Mateusz Skotarski

GameDev Story: 

In relation to our review of Total Pattern (right after this article) – yet another new 
game for classic Amiga systems – we contacted its developers – Digital Team 
group to ask about their game creation processes. Similarly to our other interviews 
from the GameDev Story series, you can learn more about people involved in this 
project, as well as learn tons of interesting details from the world of game de-
velopment. It’s relatively short, but information packed chat with another young 
Polish group involved in retro game development.
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prepared the audio score altogeth-

er and the only pieces that got 

through were the ones everyone 

was happy with :)

Your projects are developed with 
Amos, even though Amiga fans 
tend to have mixed feelings about 
that language. Despite that fact, 
your product is more than present-
able. What was the reason for this 
choice?

Djpiotrs: I believe Amos is a great 

programming language. Using it 

skillfully is the key, it unlocks the 

tool’s potential. If we anticipate the 

game to run smoothly on A500 with 

68000 CPU , we’ll be disappoint-

ed. Amos and Amiga with a turbo 

card, Amos and Amiga NG with 

a FS-UAE, Amos and Amibian for 

Raspberry PI, Amos and WinUAE… 

they all hold incredible potential in 

terms of software development.

Selur: I too use Amos, simply be-

cause Assembler 68k is something 

I’m not familiar with.

Andrzej Drozd: When it comes to 

music, I did my best to avoid using 

any commands not compatible 

with Amos. The programmer should 

decide what player will be used, 

which module should be accessible 

and reliable for everyone. Well-

tuned samples are a key, and I’m 

not keen on tuning using Finetune 

in Protracker.

Do you consider developing for any 
post-amiga systems?

Djpiotrs: I’m neither familiar nor 

interested in most post-amiga sys-

tems. I’m into Amiga Classic both 

as hardware and in the form of 

emulators.

Selur: I’m totally green when it 

comes to post-amiga systems, and 

green people don’t write well.

Let’s talk about your flagship 
product, the game Total Pattern. 
What inspired you to make it, why 
a logic puzzler directed at a limited 
target audience since – I have to 
admit myself – it requires significant 
mental gymnastics?

Djpiotrs: It was RKLE/15 GameDev 

that influenced the game the most. 

Why a logic puzzle? Simple, I per-

sonally enjoy these kinds of games, 

alongside strategy games, where 

your brain needs to be flexed ap-

propriately.

Browsing the web, I’ve found an-
other product of yours, Mink Gold. 
Could you spare us some details 
about it? Perhaps you’ve got a few 
other projects in the works we 
might not yet know about?

Djpiotrs: Mink Gold actually marks 

the beginning of our activity within 

the PPA service. It wasn’t Digital 

Team yet. Selur helped me with the 

visuals, since the prototype was 

awful. It was originally meant to 

be a logic puzzle, but we ended 

up with a platformer-esque. We 

didn’t put enough effort into it, so it 

turned out the way it did. 

While working on Total 

Pattern, I found out Mink 

Gold is enjoying quite 

some attention, which 

surprised me, but it points 

towards the fact players 

tend to be more interest-

ed in these game genres 

than logic puzzles. I have 

quite a few projects in my 

sleeve, one of which is 

a game similar to Tanks, 

titled Iron Armor. Sadly, 

the engine requires at 

least 040 CPU and is hard-

ly perfect, so this project is 

temporarily suspended.

Whats your next project? 
How will Digital Team ex-
ceed expectations?

Djpiotrs: We’re currently 

working on the sequel to 

Mink Gold. If all goes well, 

we’ll present a demo of it 

at RKLE/17.

Aside from Amiga, what 
can you tell us about your 
other time killers? Any 
other passions or interests, 
perhaps complementary to 
the above?

Djpiotrs: I enjoy parapsy-

chology and hold interest 

in paranormal activities. I love 

photography, book reading and 

cycling.

Selur: Sadly, I hardly have any time 

for hobbies.

Andrzej Drozd: When time allows, 

I play guitar in a punk-rock band, 

hike local highlands, play retro 

games and some new Tomb Raider 

and… I troll PPA boards ;)

Thank you for the interview, all the 
best in your future development!

Djpiots: Thanks a lot, to you and all 

Amiga fans, both old and new.

Andrzej Drozd: Thanks! Amiga 

RULEZ!

 ▼Total Pattern displayed on a CRT monitor

 ▼Old school welcome screen ;)
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Review: Don Rafito; Translation: Ari

T
otal Pattern is a typical puzzle 

game, embedded in an 

unspecified sci-fi storyline. 

Surely, we are dealing with some 

alien race, whose representative 

appears from time to time, mainly 

when something goes wrong dur-

ing the game. Our task is to set the 

blocks according to the pattern 

given for each board. This is not 

a simple task. The chopped block 

flies through the board until it en-

counters a physical obstacle (the 

wall or another block). All these 

obstacles, by stopping the rushing 

block, will allow us to give it a new 

path to use. The best part is that 

we have a limited number 

of moves for the whole 

game. Well, I said it would 

not be easy. 

Looking for information 

about the game, I encoun-

tered a forum member 

saying that Amos is a good 

language in the hands 

of a good programmer. 

Well, that’s very accurate 

review, don’t you think?. 

Amos in the hands of 

Digital Team is like wood-

en block in the hands 

of a sculptor. Levels are 

legible and accurate, and 

the color scheme evidently 

refers to the above-men-

tioned sci-fi storyline. All 

carefully crafted and 

carefully thought out. 

The same can be said 

about sound. Both sound 

effects and background 

music are decent. They 

mix well with the game 

and complement each 

other. It is worth adding 

that the options include 

the possibility to play either 

with music background or with 

effects. It is a pity that there is no 

third option here, namely choosing 

both of them together. It’s a shame 

because I suspect everyone would 

have chosen this option. 

As I wrote in the introduction that 

not everything is for everyone. Total 

Pattern is aimed at players who like 

puzzles, and those from the upper 

shelf, which will allow the player to 

approach the game strategically 

and predict the next combination. 

The title is recommended to any-

one who likes to strain their brain. 

To add, well-made graphics and 

music will make it a pleasant audio-

visual experience.

7 6 7

Publisher: Digital Team
Release year: 2016
Platform: m68k

TOTAL PATTERN

Total Pattern
A jack of all trades is a master of none, as some say. And so it is with computer 
games. Developers or publishers, by developing a game, direct it to a specif-
ic audience. It is well known that market research is to test how many of us like 
shooters, how many prefer adventure games, and how many rather stay by 
board games. The presented title by the Polish (ours again! Bravo!) Group Digital 
Team, is undoubtedly a production directed to a particular species of joystick 
breakers.
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Go Ahead!
Review: Komek; Translation: SlayerPL

R
EC

EN
ZJA

S
omething quick and light? Is 

that some sort of riddle for an 

animal? A meal, perhaps? 

Wait, wait... Maybe... Oh yeah! This 

one game matches the descrip-

tion! Go Ahead! is a run of the mill 

logic game: ideal for short play 

sessions, light puzzles for gentle 

brain teasers, and occasionally 

hard ones to put our grey matter 

to work. It’s a good pick if you’re 

looking for a game whilst getting 

your brain to work.

The puzzles’ tasks are to lead each 

one of the colourful balls to the ap-

propriate exit in the allocated time; 

for instance, the green one to the 

exit marked with green. Depending 

on the level, the labyrinth will take 

different shapes. That being said, 

I noticed that the difficulty selected 

did not always match the laby-

rinth’s complexity. It would have 

been a smoother experience, had 

the difficulty increased with the 

reaching of later levels. 

On the right side, along with the 

scoring and time indicators, you 

can notice a “Code” section, 

which contains a four digits code. 

This allows the player to always be 

able to come back to the latest 

puzzle reached, as long as you jot 

down the code!

Why did I turn my attention to Go 

Ahead!? After all, there are many 

games like this... But it’s most likely 

due to the fact that although the 

labyrinths are monochrome, the 

balls themselves are always colour-

ed - adding a nice contrast over 

the background. The sound effects 

are also a solid point for this game, 

with the melody giving it some kick. 

I won’t write about the playability 

of the game given that it is a rela-

tively simple move and push game, 

but its simplicity provides with a lot 

of fun and brain gymnastics! 

And so, dear readers, Go Ahead!

Something quick and light? Is that some sort of riddle for an animal? A meal, per-
haps? Wait, wait... Maybe... Oh yeah! This one game matches the description! Go 
Ahead! Is a run of the mill logic game: ideal for short play sessions, light puzzles for 
gentle brain teasers, and occasionally hard ones to put our grey matter to work. 
It’s a good pick if you’re looking for a game whilst getting your brain to work.

6 6 5

Publisher: Gentlemen Soft-
ware
Release year: 1994
Platform: Plus/4

GO AHEAD!

Review: Don Rafito; Translation: Ari

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT

67Komoda & Amiga plus #8

spring / summer 2017

C
O

M
M

O
D

O
R

E
R

EV
IEW



Review: Don Rafito; Translation: Grzegorz Sojka

it doesn’t refer to the creators of 

today’s hero. They have already 

shown their mastery with Tanks 

Furry, refreshing in a very fulfil-

ling style a game known from 

the 8-bit console Pegasus. This 

time the boys took an Atari 2600 

classic, a flying shooter – arcade 

River Ride. And what have they 

managed to do? The latest issue 

of the demo version says that it’s 

absolutely amazing.

But if somebody dosen’t recall this 

console classic, which is hard to 

believe, I will review the plot of the 

game a little bit. The player imper-

sonates a pilot of a fighter armed 

with an enormous gun. The target 

is to fly as far as possible through 

a canyon filled with among other 

things, floating and flying enemy 

units and destroy as many possible 

bridges that cross the river by 

bombing it. Enemies shooting at 

the player are not all of it. One 

who flew over a the Cuckoo’s 

nest may end quite quickly if we 

get to close to all kinds of obstac-

les, for example, a rocky edge 

of the canyon. To make things 

worse our aircraft is not fueled 

with hydrogen gathered from the 

river but with ordinary fuel. It can 

be solved by the aircraft carriers 

stationed throughout the water. 

We get to resupply the fuel by 

flying over them provided that we 

don’t destroy them in the heat of 

the battle. It may occur that the 

position of the carrier collides with 

the trajectory of the shot by the 

enemy. Then to destroy the enemy 

you will have to destroy the carrier 

as well and fly on reserve fuel for 

a loooong time.

I hope that when you read these words that one of the most awaited Polish game of the 
year on the Amiga Classic, Bridge Strike, is already available (a little birdie told me all of 
the maps are finished, so it’s possible), and my words you read are just a confirmation of 
talents the creators have shown, the Project R3D group.

I was blown away by the graphics. 

Literally and positively. River Ride 

in its simplicity delighted me when 

I was barely a teenager. Now 

when I play Bridge Strike and see 

the same thing that I used to see 

decades ago but in a new version 

it is like eating a good old Silesian 

roll with potato dumplings (I’m 

from Silesia, Poland) in a three 

– star restaurant. The maps are 

colourful, readable, filled with 

details and wonderful effects. The 

animation is smooth and with lots 

of frames.

The player is accompanied by 

rythmical rock music all along the 

flight. I’m not really a fan of guitar 

sounds, however I keenly listen to 

the track if it is catchy. Neverthe-

less, the Bridge Strike’s soundtrack 

appeals to me, mainly because 

of its dynamism. Such features are 

important in reviewing the title, 

no matter the music style prefer-

red by the player. The well made 

sound effects go well alongside 

the action on the screen making it 

a complete well made game.

In Retro Gamedev Compo 2016 

the playable Bridge Strike demo 

stood on the podium taking 

second place. Is there anything 

else to comment? I think there 

is nothing left but to launch the 

program and savour the title while 

waiting for the next hit from the 

Project R3D group.

Bridge Strike

8 7 8

Publisher: Project R3D
Release year: 2016/17
Platform: m68k, OCS/ECS, 
020, 1 MB 

BRIDGE STRIKE

R
emakes tend to be pretty 

messed up which relates to 

games as well as to, among 

others, films. But there had been 

some of both, games and films, 

that encouraged the viewer or 

player to try the original. Luckily, 
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Review: Don Rafito; Translation: Grzegorz Sojka

Bomb Runner 2
Review: Komek; Translation: Petrichor

A
s you all may remember in 

the sixth issue of our maga-

zine we mentioned a small, 

Basic made game – Bomb Runner 

– in which you have to deacti-

vate some bombs that appear on 

the screen. After more than half 

a year, we can now play Bomb 

Runner 2. Where the original game 

was created by Mark (264er_Fan), 

the sequel was created by RKSoft.

Believe me or not, but disarming 

bombs is a god damn dangerous 

job. The time is rushing on us, and 

there are usually some guards 

patrolling the area, so it’s not 

really a piece of cake to com-

plete the task. So, before you start 

the game, for your own good, 

keep a few things in mind: When 

approaching the bomb, be sure 

that you won’t be spotted by the 

flashlight beam, otherwise you 

will alarm the guards, you will be 

caught and end up in the prison 

cell. Also, remember that with 

each level, you will have less time 

to disarm the device. And then, 

at the end of the game, you will 

meet… yeah, ok, I won’t tell you. 

No spoilers here. You will find out 

yourselves.

The game offers some of the op-

tions that will make your life easier. 

In the main menu, you will be able 

to pick preferred controls – key-

board or joystick. You will also be 

able to select the difficulty – hard, 

medium or easy.

If you look on the visual part of 

Bomb Runner 2 you can clear-

ly see that the game has been 

created in Basic, so don’t bother 

too much with the performance 

and how smoothly the game is 

running. Even though the game-

play is bit choppy, the designers 

managed to smartly hide it with 

the graphics. Yeah, the truth is 

that the gameplay and the graph-

ics are the strongest element of 

Bomb Runner 2. I will not say much 

about the sound as there is not 

much to talk about, the sound in 

the game is super minimalistic.

Here is the question you probably 

would like to get answered - is the 

Bomb Runner 2 worth your time? 

The answer is, it is! I won’t lie, 

I am kinda picky when it comes 

to the games, but I must say that 

I had good fun playing this one, 

and I will probably return to it at 

some stage to disarm some extra 

bombs.

– Hurry! It’s gonna explode any minute! 
– Don’ panic, just calm down a little and focus! 
– But...
– There is no “but”. Just do it!

5 1 5

Publisher: RKSoft
Release year: 2017
Platform: Plus/4

BOMB RUNNER 2
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Review and Translation: Ari

M
y main game source 

in those times was my 

father, who was search-

ing the whole city after work to try 

and get something fresh for me, so 

it came naturally for me to head 

to him and ask for help. It was 

a good decision, two days later, 

after getting home back from 

school, I found a blue cassette 

on my desk labelled “STRATEGIC 

#36”. Without thinking, I started to 

load one game after another and 

when I did so, it left me perplexed. 

I wasn’t expecting that, all these 

games were boring, ugly and very 

hard. Instead of armies, you’d 

see some squares on the map, 

and if you wanted to know what 

even happened, you had to read 

some instructions and statistics on 

the screen. That was hardcore, 

it definitely wasn’t for me. My 

enthusiasm for strategy games 

quickly died out. Nevertheless, my 

dad had gotten me the tape, so 

I decided to check every game 

on it. And that eventually paid off, 

because the best game was wait-

ing, on the very last position.

English Civil War is a specific strat-

egy game. Its main goal is not to 

show the war on a macro scale, 

you don’t lead many thousands 

of soldiers, there are no expanded 

campaign, and you won’t find 

a tactical map of the world, coun-

try or terrain. This game shows one 

specific battle, where two armies 

meet, and the fight begins. It’s not 

some quick random battle, it’s an 

encounter that once took place 

in history. As you can guess from 

the title, the setting is the English 

civil war (1642–1651). As a small 

history lesson sidenote, it’s a con-

flict that happened between the 

king Charles I (and later Charles II) 

supporters (Royalists) and their op-

ponents (Parliamentarians). When 

looking on the battlefield, all we 

need to know is that the red ones 

are Royalists and the blue ones 

are Parliamentarians.

Time to start the game! 

At first we will be asked 

about choosing the army 

type. There are three 

available types. Which-

ever we choose, there 

always will be eleven 

units and a star-shaped 

fort. Depending on our 

choice we will have:

Did you ever get that feeling where you do the same thing over and over again, to the 
point where it become monotonous, and you crave doing something new? In my case, 
this happened about one year after buying the Commodore 64; I eventually became 
bored when playing yet another shooter, or yet another platform game, which are, let’s 
face it, represented over 80% of the C64 games. It’s not that I was tired of playing – I was 
still a very proud and happy Commodore user, organizing Great Giana Sisters or River 
Raid marathons, but occasionally, I was craving for something different – and I eventually 
found an answer: strategy.

Option 1
    1 x artillery 

3 x cavalry

   2 x musketeers 

5 x pikemen

Option 2
      2 x artillery 

3 x cavalry

3 x musketeers

3 x pikemen

Option 3
2 x artillery

3 x cavalry

4 x musketeers

2 x pikemen

As you might have seen, the 

first option is an advantage of 

a melee weapon, the third option 

is a strength of a ranged weapon 

and the second option is a bal-

ance between them. Personally 

I like the third option the most, as 

it allows you to quickly start the 

fight from a distance.

The next thing that we need to 

do is to choose the forestation 

level of the battlefield. Typing 

zero, means that we will fight on 

the empty plain, entering a digit 

from 1 to 9 causes the terrain to 

receive more green (vegetation) 

in proportion to our decision. This 

affects the gameplay, as such 

that a collection of trees might 

be used as an impact shield from 

enemy fire.

English Civil War

 ▼Parliamentarians’	fort	in	danger!
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After having decided on the kind 

of army we want, and knowing 

the conditions of the battlefield, 

we can set up our troops on the 

map. Placement must be done 

carefully, or you might end up 

regretting it later. There is “friendly 

fire”, and this may result for in-

stance in situations where moving 

your cavalry into the line of fire 

from your artillery could result in 

you losing the units. There are 

two winning conditions, killing all 

enemy forces or destroying their 

fort. So putting your fort in the line 

of sight could result in a quick loss, 

even if you had plenty of soldiers 

left. A good option is to set our 

fort behind the tree line.

Controls are not too complicated, 

but you will need both joystick 

and keyboard. The joystick is 

needed to control your army 

movements and attacks (fire), 

pressing enter causes changing 

units. When all of our units’ actions 

are done, it’s time for enemy’s 

turn. This brings us to the only 

negative of this production – you 

can’t play against a computer. 

You can only play against another 

person, or yourself. The second 

option isn’t too encouraging – as 

the idiom goes, “the right hand 

knows what the left will do”. But if 

you can convince somebody to 

play with you, this flaw quickly falls 

into oblivion. It’s like playing chess. 

Armies are chess figures, the bat-

tlefield is the chessboard and your 

fort is the king, and you’re tasked 

with protecting it at all costs. Lose 

it, and it is game over.

I can’t say too much about the 

graphic, they’re poor but accept-

able. You always clearly see what 

unit you have the control of. The 

unites are visually distinct from one 

another, and the whole map is 

generally characterized by clarity. 

There is no music in the game. All 

you can hear are the sounds of 

shots, explosions and confirma-

tions of your units.

Despite the deficiency in the 

audio/video layer, the game has 

one undisputed advantage – the 

gameplay. In this matter it domi-

nates the other productions of the 

genre. It forces you to think when 

setting up your army, when oper-

ating it and during direct com-

bats. And they are shown very 

graphically (as for the C64), we 

always see condition of our units, 

which, in the beginning, consist 

of sixteen soldiers, a number that 

can quickly dwindle after the first 

encounters, or even disappear 

altogether. Visual clarity is always 

a good benefit of the game, 

whichever step you are in. 

The battlefield looks inter-

esting after a few rounds, 

when our troops are 

depleted but still fighting. 

For example, one surviv-

ing unit of the massacred 

cavalry tries to destroy 

the enemy artillery, but 

ends up getting in the line 

of fire of the musketeers 

and dies. Two rounds 

later, musketeers are cut 

by pikemen, who had 

managed to approach 

unnoticed and make use 

of the advantage in me-

lee fight. 

A single battle won’t 

generally last longer than 

30-40 minutes. So it’s 

a game that is fairly easy 

to pick up. Even for those 

who do not necessar-

ily like strategy, might 

enjoy playing English Civil 

War. It provides different 

emotions such as: anger 

– when we unwisely lead 

our troops straight into 

the line of enemy’s fire; 

satisfaction – when our 

cavalry will beat ene-

my artillery without any 

loses; sadness – when our 

soldiers die before getting 

to enemy line. You will 

come back many times 

to this game, because 

you can always try new 

tactics next time, choose 

a different type of army, 

or test yourself against an-

other player, who might 

lead their gameplay in a totally 

different way.

To summarize, English Civil War is 

one of the best strategy games 

on C64, and is definitely worth 

playing!

3 3 8

Publisher: Unknown
Release year: 198?
Platform: C64

ENGLISH CIVIL WAR

 ▼Let	the	battle	begin...

 ▼The	thick	of	battle...

 ▼Royalists	are	victorious!
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Review: Łukasz Jeglorz; Translation: Tomasz Kubisztal

R
ise of the Robots was one 

of the most anticipated 

games of 1994 for Amiga, 

PC and gaming consoles. It has 

been released on practically all 

leading platforms at the time. Bold 

announcements made by devel-

opers praising their creation and 

colorful ads in the gaming press 

were making a big impression at 

the time. Lots of money was spent 

on advertisement and so-called 

“positive PR”. Involvement of Brian 

May (guitarist of the sorely missed 

band Queen) also did its share; 

although his input was small and 

limited to submitting the track 

from his solo album, publicity-wise 

it proved to be a huge contribu-

tion, fueling the imagination of 

expecting players. In the creative 

team, his place found one of the 

ex-employees of the Amiga gaming 

powerhouse: Bitmap Brothers. When 

interviewed, developers promised 

a modern, high-quality level of 

enemy AI to be unfolding during 

the gameplay. How did it all turned 

out? We’ll find out later on. 

The plot is as simple as it gets: 

in the dark, but currently not 

so distant future the rise of the 

machines breaks out under the 

command of the super-modern 

robot named Supervisor. Super-

visor learns at a tremendous rate 

and becomes the supreme being, 

taking a rule over all mechanical 

entities. The humanity’s last hope 

turns out to be the Cyborg, sent 

by humans with the objective of 

neutralizing rebel robots. 

The gameplay is divided into two 

modes: in the Single-Player, we 

take control of Cyborg as the 

only one available, fighting our 

way through enemies in a fixed 

order. At the very end awaits 

the main culprit: Supervisor. 

In Two-Player Mode we have 

a choice of additional 6 robots. 

The number of moves available 

is very limited, and the combat 

system feels underdeveloped 

and lacking dynamics; sometimes 

even repeating the 

same move all over 

again might be just 

enough to defeat 

the enemy. That’s 

probably not what 

Rise of the Robots is actually one of the biggest falls in the history of gaming: the storm of 
criticism that followed was crushing and overwhelming. CD32 port took advantage of CD 
drive’s capabilities, but I recall juggling over a dozen of discs every couple minutes, which 
made it a nightmare for an Amiga 600 user. For any sort of serious gaming we had Mortal 
Kombat anyway.

the developers intended, and in 

comparison with Mortal Kombat 

or Street Fighter, the playability is 

practically non-existent. Graphics 

are a completely separate matter 

and turn out to be the game’s 

biggest quality: stunning for 1994 

standards as well as fitting, consid-

ering highly popular trend of sci-fi 

stories about cyber-future at the 

time (back in the day, when the 

visually stunning game Cyber-

war was also released, while The 

Lawnmower Man and Terminator 

2 ruled the VHS-domain). Graphics 

are fully rendered and character 

design was developed with at-

tention to detail. Despite the fact 

that the gameplay takes place in 

2D fighting areas make impression 

of depth and seem three-dimen-

sional. 

The score is climatic and the 

opening piece, as previously men-

tioned, is the work of Brian May. 

During the actual gameplay, the 

soundtrack pretty much comes 

down to imitating sounds of MRI 

scan, which actually turns out 

perfectly fitting. The game itself 

welcomes us by short pre-ren-

dered intro, quite typical for PC 

games at the time, while every 

fight is preceded by short ren-

dered animations in 3D. It wasn’t 

that groundbreaking for CD32; af-

ter all, we already had quite a few 

visually pleasing games for the 

platform, i.e. Microcosm, Prey and 
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Labyrinth of Time. While Rise of 

the Robots also took advantage 

of CD drive’s capabilities, but 

I recall juggling over a dozen of 

discs every couple minutes, which 

proved to be a nightmare for an 

Amiga 600 user. However, I con-

sider the classic Amiga port of the 

game to be quite a success: you 

could launch it to watch the intro, 

show it off to your friends, admire 

the graphics and… put it back on 

the shelf. After all, when it came 

to actual gameplay, you’d rather 

play Mortal Kombat. 

Rise of the Robots is actually one 

of the biggest falls in the history 

of gaming: the storm of criticism 

that followed was crushing and 

overwhelming. “Amiga Power” 

gave it one of the lowest ratings in 

magazines history (bare 5%) and 

in 2014 the game was included 

in the top 100 worst video games 

ever made. Despite the huge 

disappointment, a sequel was 

released 2 years after the original; 

Rise 2: Resurrection appeared on 

PSX and PC, gaining over time 

a surprising number of fans and 

even a cult following. 

In 2015 the special edition of the 

Amiga CD32 port of the game, 

titled R.O.T.R. – Special Edition, 

was released by an enthusiastic 

fan of the game. He introduced 

a couple of fixes and improve-

ments, including a raised difficulty 

level, which prevented winning 

the game by repeating the same 

pattern of moves. Also the order 

of enemies has been rearranged, 

intro has been extended by 

additional 3-minute animation, as 

well as new and improved battle 

arenas that have been added, 

with a particular attention that 

give an even better impression of 

background depth. 

5 5 2

Publisher: Time Warner Inter-
active
Release year: 1994
Platform: Amiga, CD32

RISE OF THE ROBOTS

“(...) you could 
launch it to watch 
the intro, show it 
off to your friends, 
admire the graph-
ics and… put it 
back on the shelf. 
After all, when it 
came to actual 
gameplay, you’d 
rather play Mortal 
Kombat. 
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Editorial: Komek; Translation: Ari

I received an order from my captain to describe the great and dangerous adventure 
of a hero. I have only one page at my disposal and no more! Uff, this will be hard!

Let’s move to the seven-
teenth century to learn the 
story of the brave Captain 

Claw. Our hero is an intrepid 
pirate of the Animal Kingdom, 
commonly known as “The Sur-
veyor of the Seven Seas”. One 
day, Claw’s ship is sunk by the 
cunning sea dog Captian Le 

Rauxe and Claw 
is thrown into jail 
at La Roca Castle. 
Shortly before his 
impending execu-
tion, Claw discov-
ers a letter from 
former prisoner 
Edward Tobin with 
an incomplete 
map to the Amu-
let of Nine Lives, 
a mystical item 
giving near-immor-
tality. Claw uses his 
legendary dexterity to escape 
from jail and set out in search 
of the amulet. And this is where 
the adventure begins.

Our hero’s challenge is to col-
lect the missing map tiles and 
locate the nine gems belong-
ing to the amulet. However, 
no adventure of note is easy 
and our hero Claw will have 
face a horde of opponents. 
Claw can attack by stabbing 
opponents with his sword, or 
use a variety of other weapons 
including a pistol, dynamite 
stick or the “Magic Claw”. The 
fighting can get intense as 
many opponents will duel with 
Claw. Boss challenges are not 
particularly special but there 
are some interesting details, for 
example, each boss battle is 
preceded by a brief dialogue 
that builds tension. This is just 
one example of many. As with 
all great platformers, you will 
find a lot of gold coins and 
other treasures to collect.

So, what is the best part about 
this game? Definitely the 
graphics. The smooth parallax 

scrolling in combination with 
colorful graphics is a feast for 
the eyes. The soundtrack is also 
noteworthy, and the sound 
effects and digitized voices 
genuinely add atmosphere to 
the game. Fast and dynamic 
action makes Captain Claw 
very playable. The fact that 
it is a solid 2D-style platformer 
obliges us retro-gaming freaks 
to review this classic in our 
magazine. Yes, it is worthy of 
a mention but it is better to 
grab a joystick or keyboard 
and return to 1997/8.

The screenshots that were used 
in this article come from:
www.mobygames.com

Monolith Productions, PC, 1997

“The smooth parallax 
scrolling in combi-
nation with colorful 
graphics is a feast 
for the eyes.

Captain ClawOn anoth
er subje

ct
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Editorial: Komek; Translation: Ari

REVIEWEDITORIAL TUTORIALINTERVIEWREPORT

Review: Tomxx; Translation: Ari

The concept for this book first appeared on 
Kickstarter in March 2016 and has become 
an enormous success; The retro community 

really supported this project by pledging twice 
the requested money, leading in early 2017 to the 
release of the book and several accompanying 
extras such as a C64 demo mentioning all of the 
backers involved in the collection. 

8-bit Kids is a story about growing up in the 80’s. 
It’s the personal narrative of Koen De Brabander, 
a kid from Bruges, Belgium, whose most beautiful 
childhood years were intimately intertwined with 
his Commodore 64. It’s a journey back to school, 
honest friendships, first dreams, sorrows and joys. 
It’s a deep dive through Koen’s memories and 
carefree moments that over time turned into 
a youthful passion, shaping both character and 
lifelong interests. 

In fact, this is the story about us, as reading this 
book gives us the impression that it describes us 
alone. Regardless of our birthplace, language and 
culture, our childhoods were similar. We all collect-
ed chewing gum pictures, played football all day 
long, suffered from a chronic lack of cash and we 
all were fascinated by the dawn of the IT industry. 
Perhaps just the timeframes differed slightly, as 

Belgian IT development was miles behind the 
United States, but still light years ahead of Poland. 
Some of us first came across the C64 in the early 
80’s, for others a bit later that decade, and the 
unluckiest read the magic “READY” prompt only in 
the early 90’s. However, this does not change the 
fact that we are all 8-bit kids and most of us look 
back to these years with genuine nostalgia. 
 
This book perfectly describes our shared past, 
although you probably won’t learn anything new 
about it. The book’s main purpose is obviously not 
the technical content (although the first pages 
quickly review the greatest achievements of the 
IT industry), but to bring back that unique feeling 
of excitement and discovery. Short chapters are 
filled with the pop culture of the time: film posters, 
magazine ads, music albums and computer game 
graphics. The story itself is complemented by 
a handful of insights, like: “Your status was meas-
ured by how many tapes or discs and the amount 
of popular games you possessed,” or: “The kid with 
the new and highly desired games was a ruler of 
our world!” Seriously, this book should be part of 
your collection if only to allow you commemorate 
the history of 80’s.

Jeez, how happy we all were back then...
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Therapy
Editorial: Hery; Translation: Mateusz Skotarski

– Interesting.

– A few days later a courier 

knocked at our door. Krzysiek, my 

husband, snatched the package 

away and locked himself in his 

room. Since then I keep hearing 

strange electronic sounds from 

behind the door each night. My 

husband made himself a new 

toy, I thought, a computer. I also 

thought that it was good that he 

wasn’t drinking as much, but after 

he lost weight, his skin went pale 

and he changed to thicker reading 

glasses, I began to worry about 

him. He now spends every day with 

that miserable machine and the 

only thing he says is “my comput-

ie”, “little computer”, “my trunky”.

The woman reached for her hand-

kerchief.

– Even before our marriage, he was 

not so tender to me... – she added 

wiping her wet eyes.

– Does your husband display any 

other odd behaviors?

– He wanders around the house, 

counting, analyzing. He speaks in 

his sleep about registers, cycles, 

interrupts... He jumps up in the 

middle of the night as if scalded 

and runs to his computer. I then 

find him in the morning asleep on 

the keyboard.

– Have you tried helping your 

husband?

– As for the fact that I am a woman 

of great faith, I went to the parson 

for advice. In the vicarage, I was 

welcomed by a housemaid, a very 

kind old lady. She asked me to wait 

because the priest was occupied. 

We talked for a while. Oh, she com-

plained about our parson... that he 

became childish in old age, that 

he read heinous newspapers (some 

Majtki or Bajtki), that he wastes his 

time in front of the computer, curs-

ing... As if giving confirmation of 

these words I heard from within the 

house, sounds of electronic shots 

accompanied by parson’s spirited 

call, “Die, you devil’s spawn!”. My 

heart sank. I made a sign of the 

cross and started reciting the rosa-

ry. After two hail Marys the parson 

appeared at the door.

– Good morning, sister! – he invited 

me in cordially and sat next to me. 

– Excuse me for making you wait. 

I was stopped by matters of great 

urgency. But please, tell me what 

brings you here?

– It’s about Krzysiek, my husband.

– Oh, I know him, a pious parish-

ioner.

– Well...

I told the story of my husband as 

if in the confessional. The priest 

listened to me intently. After that 

he asked me what the name of the 

computer was, the one so beloved 

by my husband.

– I don’t know, Father – I replied

– Is it Commodore or maybe... 

Atari? – At that moment he made 

a sign of the cross with his hand 

shaking and chanting from which 

I can recall only nervously repeat-

ed “atari, apage satanes!”

– I really don’t remember...

– Please think. It is very important.

I shook my head resigned.

– Sister, please return then to your 

home and find out what type of 

machine it is. Should you see some-

thing like this... – The priest tore 

open his vestment. I saw a large 

C= sign on his chest – your husband 

a saint shall be!

– But if...– he ceased mid-sentence, 

reaching for a sheet of paper and 

scrawling vigorously, frantically spit-

ting thrice spiritedly over his shoul-

der. Focused, he said reverential 

formulas after which he took me 

to one side and, looking cautiously 

around, showed me the drawing.

– But if you see this /|\ then your 

husband has sold his soul to the 

devil!

I jumped away, terrified and ran 

away from the vicarage. The priest 

called to me that if it is, heaven 

forbid, Atari – the curia would have 

to be informed.

After I came home, my thoughts 

dark, I snuck into my husband’s 

– Doctor, I’m here in support of my husband. Something really bad is happening to him.
– What is disturbing you, Miss?
– My husband is behaving oddly. For as far back as a month ago he has maundered 
around the house lost in thought. One Sunday he came home from church and he had 
changed. He started cursing modern computers, mumbling something about confes-
sion, about conversion, penance... I couldn’t really make much sense of it.
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Therapy

room. Krzysiek was asleep in his 

favorite armchair with a joystick 

resting in his hand. Before him, on 

the desk, there was an obsolete, 

cream colored computer. In the 

right corner, above the keyboard, 

I saw the C= sign. So he shall be-

come a saint... But I don’t want him 

to be! I want my old Krzyś, a hog, 

a slacker, a slob...

– How long had you known each 

other before your marriage? – the 

doctor asked.

– Five, six years, perhaps.

– Has your husband ever men-

tioned a fascination with old 

computers?

– No, rather not. Although... – the 

woman pondered. – Now when 

I think about it, my husband has 

always passed by the arcades as if 

mesmerized.

– And has he ever mentioned the 

scene, sceners, compos, vote-

sheets?

– Yes! Every time he gets drunk.

– So I thought.

– What is it doctor?

– Your husband suffers from com-

modoroidal paranoia.

The woman’s face turned into 

a one big question mark.

– Is it something serious? – she 

asked, worried.

– Unfortunately yes. The trigger 

for this disorder remains a mys-

tery, however, the syndrome of 

addiction to C= sign hardware 

was described for the first time in 

American Journal of Psychology in 

June 1983, only six months after the 

launch of the first C64. It is estimat-

ed that every third former user of 

these computers has fallen ill of 

commodoroidal paranoia and this 

number will likely double by 2020.

– But my husband was fine...

– Only seemingly. The disease can 

lay dormant. Now, after years of 

remission, it comes back to take 

control of your husband’s thoughts 

and imagination once again. It 

attacks men between the ages 

of 30-40. I won’t delude you; The 

prognosis is far from positive.

The woman hid her face in her 

hands and started crying morosely.

– What can I do? – she uttered.

– Your husband needs a lot of 

rest. Do not disturb him under any 

circumstances – it may result in per-

manent regression. If he mentions 

any conventions for old comput-

ers or a party, do not stop him. 

Contrarily: do everything possible 

so that the trip will materialize. For 

the sake of the therapy’s effective-

ness you should indicate that you 

share your husband’s enthusiasm 

and demand his presence at these 

retro parties. Do not however make 

a common mistake and suggest 

going with him. Although your 

husband is seriously ill, he needs to 

believe that despite being sick, he 

alone can meet the challenge of, 

after 20 years, becoming a hacker.

– I’ll do what I can.

– There is also another way of fight-

ing this disease.

The woman was all ears.

– The latest research confirms that 

this contagion can be effectively 

managed by a medicinal hop solu-

tion but only in large doses.

– How large?

– Start with a can of beer per kilo of 

body mass per week.

The woman sincerely repeated the 

proportions given by the doctor.

– But it’s going to be at least 5 liters 

a day...– she noted.

– There is, however, the possibility 

of becoming addicted to alcohol 

– the doctor went on – but please, 

trust me. This kind of addiction is far 

less dangerous than the socio-

pathic doting for old computers. 

Furthermore, many researchers 

consider alcoholism as an unavoid-

able side-effect of the therapy.

The woman collapsed into tears.

The doctor, unmoved, 

passed her a handker-

chief.

– That’s all we can do. 

Now we have to wait.

– Doctor, how do I recognize 

if the therapy is working?

– In a few days, your husband 

will achieve the repletion 

phase. He will gather a few 

more C64 models and surround 

himself with lots of cassettes, disks 

and computer magazines. He will 

also attempt to make contact with 

other patients. Finally, he will lose 

himself in hysterical adoration for 

microcomputers. The next stage 

will be a pivot into the era of 16-bit 

machines. The Amiga will become 

your husband’s focus of attention.

– Oh mother! – the woman sighed.

– Please, don’t wring your hands – 

the Amiga is a very good com-

puter. Take a look. – The doctor 

opened the cupboard behind him. 

On the shelves were shiny, neatly 

placed computers. – This is my 

private collection – he announced 

with pride. The woman looked at 

the doctor distrustfully.

– At the top – he explained – was 

a classic Amiga 500. Beautiful, isn’t 

she? The six hundred next to her 

looks like a baby toy. Would you 

believe that this fingerling has an 

IDE hard drive controller?... Further, 

there is my A1200. It’s my favorite 

model, we have shared so many 

wonderful moments together... 

just me and my AGA... – the man 

smiled at his memories. – a won-

derful machine. So as not to be 

groundless, I’ll give the technical 

parameters... – the man dived into 

a pile of magazines lying at the 

bottom of the wardrobe in search 

of a specific issue.

– There it is! – he cried, gleefully 

lifting his head.

The chair, used by the woman only 

a few moments ago, was empty.

– Excuse me, lady! – deaf-

ening silence was the an-

swer. – Eh, what’s the 

trouble with these 

women?

The doctor 

kicked back in his 

chair with the 

magazine in 

his hand and 

grinning with 

satisfac-

tion.
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TALKING

G for Giana... 
Lets talk about educational games!
phowiec: Alphabet tripped, off oven it 

slipped, and broke into small pieces. 

B – Broke two eggs,

A – Twisted its legs.*

*Polish nursery rhyme, loose translation

Do you remember that nursery rhyme? 

Perhaps you’ve learned it at a young age, 

I barely remember it but I think I did. Why do 

I refer to it, and how does it relate to com-

puter topics? Up until recently I thought – not 

much, until my younger son who is currently in 

pre-school began reciting: “M for Mario, 

L for Luigi, G for Giana”. He even 

wrote those letters down despite 

being too young to begin 

writing yet. It dawned on 

me, that when we play on 

various consoles and com-

puters, he’s picking it up 

on his own – without even 

realizing it.

I didn’t start this develop-

ment path for him in any way, 

at least not yet. I simply didn’t 

think him ready. Then again, when 

would he be ready? He surprised me, 

without intending to do so – he began using 

computers to learn.

“What did games and computers teach me?” 

I pondered, and I didn’t mean educational 

programs, not at all – those applications and 

courses, be it Basic, History or Geography 

were loaded into C64 memory, done with 

and forgotten as soon as I pressed Reset.

The true question was: what kind of knowl-

edge, what kind of skills and habits did I pick 

up, while spending immeasurable hours in 

front of the screen? 

The one common denominator present 

across all these memories is English. Back in 

old days 99% of the games were in the lan-

guage of burgers and cola connoisseurs (the 

remaining 1% was either German or 

Polish) and as such knowledge 

of English was necessary; well 

at least enough to know 

that “lever” was a con-

traption that needed 

to be found, pulled 

and used. That’s how 

I learned a lot of Eng-

lish, much faster that 

I did at school. Said 

lever was used to pull up 

a bucket of water out of 

the well, later – to heat it up 

at a volcano and use hot wa-

ter to thaw the icy prison encasing 

my friend. Indeed, Dizzy the Egg series 

taught me logical and causal thinking, as well 

as performing responsible actions aimed at 

success – should I use an item in a wrong way, 

it meant I had to start the adventure anew.

Warhawk - Whoa! 
I remember the mur-

derous dexterity I had to 
display, several hand move-

ment a second while my 
eyes dart across the screen 
making sure I didn’t miss an-
ything. Maybe I did learn 

something after all! 

   – Komek

HEADS
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G for Giana... 
Lets talk about educational games!

What about the aforementioned Giana? 

She taught me patience – how not to throw 

my joystick against the ground when I miss 

a ledge jump. What does it teach my son? To 

jump over your enemies. Well, he’s still learn-

ing, but he’s not giving up; after all he has to 

be at least as good as his dad.

Letter G was the latest he has learned, after 

M, L, W and Y. Can’t really make a proper 

word out of it, but it’s not the worst scrabble 

hand.

Think back to your past and tell us, what did 

games teach you, which games taught you 

at all, or… perhaps games were simply there 

for you to fulfill their original purpose and pro-

vide entertainment? 

Minimoog: When I was still a kid, I’d spend 

lots of time in front of Optimus Pascal soft-

ware – designed to teach about a variety of 

topics, themes and ideas: anatomy, geology, 

history, biology, ornithology… in short, edu-

cation. They weren’t games, but simply 

software used to present various 

materials in an interesting 

way, engaging for younger 

minds. Although I was 

quite young myself, 

I had lots of interest 

in these broad top-

ics presented to me, 

kindling a need to con-

stantly learn more and 

perhaps pick up new 

interests.

Apart from that, games 

taught me how to lose. My older 

sister, being little more experienced 

with life than me at that time, was just a bit 

more proficient than me usually beating my 

scores and enjoying the taste of victory. I was 

well accustomed to the feeling of failure, but 

thanks to that I now take losses well – some-

thing my sister is not so proficient at after all.

As for C64 itself, it taught me the basics of 

programming and the associated mentality. 

Going through the games written in Basic – 

I learned by doing, and even modified some 

of these games going as far as entirely localiz-

ing one to Polish.

Komek: Let me start the same way as Min-

imoog just did – as a child I used to spend 

a lot of time in front of the screen. I didn’t 

want education, anything related to school 

was left until last minute. I hated maths and 

sciences in general, so what else I could 

say…? I’ll give it a fair shot. Frankenstein – this 

game taught me some English phrases. When 

Baron Frankenstein ordered Egor around I sat 

down with a dictionary figuring out 

what it is that he’s saying. Phar-

aoh – classic maze runner, it 

engaged my memory and 

taught me how to think spa-

tially. Figuring out your way 

around a massive maze 

inside a pyramid without 

any map is as difficult as it 

sounds. Warhawk – Whoa! 

I remember the murderous 

dexterity I had to display, 

several hand movement a sec-

ond while my eyes dart across the 

screen making sure I didn’t miss any-

thing. Maybe I did learn something after all!

Don Rafito: Educational games are no joke. 

Sometimes it’s difficult to find where the game 

ends and where learning software begins. 

Sure, games hone reflexes, perception, 

control and dexterity. However, as far as I’m 

concerned something educational is meant 

to bring new knowledge. For me, games are 

meant to be games while educational soft-

ware should stay separate. I don’t remember 

the titles but C64 housed software used to 

Games also 
taught street-smarts, 

indirectly, during all those 
trips to computer markets and 

exchanges. These markets went 
by their own laws and were a great 

place to learn basics of business and 
negotiation, similarly to arcade sa-

loons, a veritable urban jungle full of 
bigger, scarier dudes welcoming us 

warmly with their “Let me play 
that for you” and “Got some 

change kid?”
– Petrichor
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learn mathematics or grammar. After getting 

Amiga, the one game I remember particularly 

well is Koło Fortuny (eng. Wheel of Fortune) 

and Amilopedia. Only the former is a game, 

but it required player to exercise his memo-

ry while the latter was a typical multimedia 

encyclopedia for Amiga. I’ve actually had 

the pleasure to review it for “C&A Fan” mag-

azine when it was still being issued. Ultimately 

though, while games may teach they primar-

ily ENTERTAIN – let educational apps educate 

and bring knowledge.

MrMat: In my opinion, fun is the best way to 

learn something. That’s how we “take it in” 

and how we best remember what we’ve 

learned. I always enjoyed a good adventure 

game but my poor English skills were 

a serious barrier to overcome. 

I got my hands on Super 

Memo, software used to 

learn various skills, includ-

ing English, history and 

even introduction to driv-

ing licence. I can safely 

say it’s thanks to games 

I now know English, since 

all I’ve learned at school 

was good only for, at best, 

introducing myself to some-

one.

Platformers taught me how to lose well 

and persevere when for ‘yet another time’ 

I had to begin anew only to get to the later 

stages of the game. Once I got my first Amiga 

CD drive, I obtained some tutorial disc with 

pictures and animations showing how various 

technical contraptions and machines work. At 

that time it was a real treat, long before the 

inception of Amilopedia. 

On top of that various 3D games taught me 

spatial awareness and reflexes.

While I do enjoy mathematics, I never really 

“got” geometry. Eventually I got an app for 

Amiga with step-by-step tutorial on how to 

solve such problems and eventually though 

not without difficulty, I passed my grades.

I think that’s a complete summary of my ed-

ucational memories. To this day I remember 

some words I barely or never use in real life 

(Sword, Ring of Power etc) while those I use 

regularly still get lost, somehow.

Petrichor: Not sure I can add anything new 

here. Just like the others, games taught me 

primarily English language. Back in those days 

translations were practically non-existent, so 

the only way to play was with a dictionary at 

one’s side (I’ve especially fond memories of 

the game Spellbound which I’ve played with 

my dad figuring out new words for me). I too, 

know English thanks to games, not school.

Speaking of education don’t forget puzzle 

and logic games. While they might not have 

focused on honing any particular skill, they 

definitely taught the principles of prioritizing 

and solving problems. An example of 

such game would be Push-Over 

for Amiga.

Remembering the bright 

side of gaming we should 

not forget about its dark 

side. May he who has not 

played the nude poker 

cast the first stone. I don’t 

know about you, but 

Melissa and Suzi taught me 

the principles of Strip Poker II.

Games also taught street-smarts, 

indirectly, during all those trips to com-

puter markets and exchanges (covered in this 

issue). These markets went by their own laws 

and were a great place to learn basics of 

business and negotiation, similarly to arcade 

saloons, a veritable urban jungle full of bigger, 

scarier dudes welcoming us warmly with their 

“Let me play that for you” and “Got some 

change kid?”

By the way… I wasn’t the only one trying to 

convince my parents our first PC will be used 

for education and not games… was I?

c00k: Educational games aside, despite them 

being a great argument when battling with 

parents for extra time spent at the PC, I agree 

gaming was a fast and effective way to 

learn a language. Also just like conversations 

develop and fire up new connections in our 

There weren’t 
many Polish-localised 

games back in the times of my 
childhood, so if I wanted to play 

something more than just a shoot-
er or a platformer the very basics of 

English were needed. That’s the story of 
how little Ari sat in front of his computer 
wielding a dictionary in one hand, joy-
stick in the other and slowly but surely 
pushed forward in Maniac Mansion 

or Zac McKraken.

- Ari
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brains, so too do games, especially the ones 

scrambling our minds with puzzles that are 

seemingly too complicated for the human 

mind to come up with!

I remember in the 90s watching Joystick on 

air on the. They covered the topic of children 

who play economic games and end up pro-

ficient in that area in the future. We might be 

sharing mere opinions, but it’s not all hogwash 

– science supports our claims!

Tomxx: When I think of the educational side 

of 8-bit machines, I immediately imagine old 

American ads from the early 80s, showing 

Commodore as a height of human tech-

nological advancement, a solution to the 

world’s various problems of all kinds. Regard-

less of the topic at hand – writing up reports, 

management, budgeting, learning aid: the 

computer is the best solution, C64 says “Hello, 

world!” Reality self-corrected as it always 

does, society realized quickly all those Am-

strads, Spectrums, Ataris and Commodores 

are best suited for more common and fun 

applications. Joysticks broke, minds flexed, 

communities formed discussion groups to talk 

about methods of beating yet another level 

in Airwolf. 

Education? It came naturally. Some learned 

through their interests in coding, others want-

ed to learn the intricacies of bit operations. 

Some, fascinated by graphics, went into visual 

design and yet others honed their more ambi-

ent, aural interests in sound design. Personally 

I was swooped away by Polish Syn Maklera 

(eng. Broker’s Son) after which I gained inter-

ests in economy and trade. Millions of users 

now had a completely new interactive me-

dium and those who wished could develop, 

uninhibited and of their own will, rather than 

necessity or by compulsion. That’s why I’m so 

grateful for my parents – they never believed 

any of those lofty claims about educational 

values of the first computers. They simply gave 

me a free hand to figure my way out and the 

way computers affected me was was huge.

Ari: As far as I’m concerned, learning English is 

going to be the big thing. There weren’t many 

Polish-localised games back in the times of 

my childhood (around the turn of the 80s/90s), 

so if I wanted to play something more than 

just a shooter or a platformer the very basics 

of English were needed. That’s the story of 

how little Ari sat in front of his computer wield-

ing a dictionary in one hand, joystick in the 

other and slowly but surely pushed forward 

in Maniac Mansion or Zac McKraken. As for 

dedicated educational games, I do remem-

ber Wheel of Fortune, 5x5, Ortotris and some 

game about countries and their capitals I no 

longer remember the title of, as well as many 

others I had to play to maintain my parents 

belief in computer’s role in my education.

GeoAnas: Although I have never been 

involved in educational programs, I can 

recall a very simple database that I had 

programmed in BASIC, just to help me with 

the lesson of Biology. I also remember that 

a handful of Greek Software houses released 

several educational programs in tape format 

(most written in BASIC) that matched the 

existed school books of that era. 

Fancy knowing my personal point of view? 

I simply overtook them all! Since my early 

childhood, both my mind and soul were stuck 

to mesmerizing graphics and sweet SID sound 

of C64 games. I certainly cannot overlook 

that learning English was a nice consequence 

from all this time, well spent playing. ”Educa-

tion” was also and always a top notch excuse 

convincing my parents to give me some extra 

pocket money...that I was secretly spending 

in buying my favourite shooters! Yes, I know 

that I was a nasty youngster!
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JOHNNY PRESENTS

Prescription
Running this column brings up two conflicting feelings. When the deadline
is coming and I can’t come up with any creative idea, I instantly get nervous. 
On the other hand, when I have an idea I’m happy about, I just sit there and 
draw with pleasure. Sometimes I need to compel myself to do some work, 
but this is why I really value it so highly.

Jan Lorek


