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THE ELEPHANT IN THE ROOM!
Welcome one and all to yet another helping of Commodore
64 goodness, which is all neatly wrapped up in a colourful
FREEZE64 cover.
And what a humongous issue we have for you...
First up – we celebrate one of our all-time favourite C64
platformers, CJ’s Elephant Antics, which was released back in
1991 by Codemasters. And how are we celebrating the game?
Well – not only are we giving it a retrospective view and
providing a cheat or two, but we’re also chatting with its
musician, Ashley Hogg, and also its graphic artist, Jon (Smyth)
Temples. Both have a lot to share about the making of this fine
game. We also have a few wise words about the game from our
good friend and partner in crime, Frank Gasking.
WE DON’T DO REVIEWS is back, but with a difference! Not only
are we reviewing a new cartridge game from TFW8b.com, but
we’re also checking out some new hardware in the form of a
C64 loading device by the name of Tapuino, which is from
Arananet.net. There will be more hardware reviews in future
issues of FREEZE64.
And that’s not all we have! Dan Tootill is sharing his
Commodore 64 collection in MY C64 HEAVEN; our Julian is back
with another helping of ZZAPBACK!, which transports us all
back to May 1986; Steve Collins continues his quest to produce
the perfect arcade conversion of Badlands in his diary entries;
and finally, we have some exclusive POKES ‘n’ CODES for
Keystone Kapers, which was recently released as part of an
Activision trilogy set.
And to top it all off, Secret Squirrel, the Mouldy Cupboard, and
a cool piece of game news wrap up yet another mammoth issue
of your favourite Commodore 64 fanzine.
So – grab a warm cuppa, a big slice of cake, sit back, relax and
enjoy this new and exciting issue!

Vinny@FREEZE64.co.uk
EDITOR

Ivory much
like this issue.

Why not drop me a tweet on @FREEZE64UK and
let me know what you think of this issue 
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PLAYING FOR PEANUTS!
Back in 1991 Codemasters were flying the flag for
budget software on various home computer
platforms, but the Commodore 64 was given an extra
boost in the form of a cute platformer, which was
produced by the Genesis Software team, and was a
perfect contender to compete against the Spectrum’s
overrated Dizzy games [did I really just say that!].
But CJ’s Elephant Antics was no ordinary budget
platform game; it oozed quality right from the moment
the loading intro sequence appeared, and this was
down to the coding expertise of Dave Clarke, the
gorgeously drawn graphics by Jonathan (Smyth)
Temples, and the wonderful sonix by Ashley Hogg.

WHAT’S IT ALL ABOUT?
Somewhere over France, an aeroplane carries CJ the
elephant, captured and boxed, ready for a zoo in
England... until suddenly, turbulence hits the plane and
his cage bursts open! Grabbing a nearby umbrella, CJ
jumps out and begins his long trek across foreign lands
to reach his family back in deepest Africa!

THE OBJECT OF THE GAME
CJ must reach the EXIT at the end of each level, where a
large foe will challenge him. He can jump, using the
UMBRELLA to break his fall, and fire PEANUTS using his
trunk or THROW BOMBS at anything in his way. Eating
CAKES and BANANAS will keep CJ in tip-top condition.
INVINCIBILITY pills will make him immune for a while.
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GAME PROFILE
NAME: CJ’S ELEPHANT ANTICS
PUBLISHER: Codemasters YEAR: 1991
TEAM: Dave Clarke, Jonathan Smyth,
Ashley Hogg
OUR GAME RATING: 10/10

“This is the best Commodore 64
budget game we’ve seen for
years and should kick-start
a series to rival the
Spectrum’s Dizzy mania.”
ZZAP!64 – 94% - April 1991

THE LOADING INTRO...

FREEZE! Issue #00

LOADING...

Part way through loading, a beautifully crafted
animated intro sequence tells the story of how CJ
the Elephant was stolen from his family in Africa
and is on an aeroplane heading for a secret zoo
somewhere in England.

As with the majority of releases from
Codemasters, CJ’s Elephant Antics is
beautifully packaged in more ways than one...
Not only does the tape inlay look inviting and
colourful, but during loading there is a
separate intro sequence, which sets the
premise of the game (see box-out on the
right).
The intro is then followed by a colourful
loading bitmap by Jonathan Smyth, which he
chats about on pages 30-33.

PLAYING THE GAME...
Once loading is complete, a bright and
colourful title screen bursts onto view along
with some joyful SID-music by Ashley Hogg
(more from Ashley on pages 18-25). During
the title sequence you also get a glimpse of
each of the four tasty levels: Paris, Egypt,
Switzerland, and Africa.

During the journey, the plane hits turbulence and
CJ’s cage bursts open. Grabbing an umbrella
(that’s handy), CJ heads for the exit and leaps out!

Whacking the FIRE BUTTON takes us straight
into the first level, which is France. CJ has to
make his way through the horizontally
scrolling level, avoiding the ‘wildlife’ and
collecting the various items such as bombs to
assist him on his journey.
As well as being armed with bombs to throw
at the enemy, CJ also has the umbrella that
allows him to float down from high platforms
without injuring himself. There’s also an
invincibility pill to collect, which will make him
immune for a short period.

We then see a wonderfully animated sequence of
a large aeroplane flying in the clouds, and CJ
leaping out to freedom... or so he thinks!

CLOSING
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VERDICT
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END OF LEVEL BOSS

There is no doubt that CJ’s Elephant Antics is pure
class – and to think that it was a budget title! I
would happily have paid full-price for this
delightful game knowing that I was still getting
value for money.

At the end of each level, CJ has to battle
against a large boss, which takes extra effort
to beat. The first boss that CJ encounters is
Quasimodo, who you will find at the foot of
the bell tower at the end of the France level.

From start to finish the game is oozing quality,
with its colourful and eye-catching graphics, funpacked SID tunes, and of course, challenging and
enjoyable gameplay.
Back in 1991 ZZAP!64 magazine
awarded CJ a Silver Medal, but I
think this game has stood the
test of time and is still an
incredibly fun game to play
today, which is why I am going to
give it a FREEZE64 Gold Medal.

BONUS LEVEL

As we mentioned in a previous issue, CJ’s
Elephant Antics has a built-in cheat, which
goes as follows:
On the title screen, type:

HAIRYARSEHOLES
(no spaces). The border will change white to
indicate that infinite lives is active.
In addition to that, I have also coded one of
my infamous Hackersoft Crazy Hacks, which
includes cheats and features such as: infinite
lives, invincibility on, walk through walls,
infinite bombs, float up, level skip, game
ending... and more! You can download it
from:

But fear not because dying on the bonus level
doesn’t mean the end of the game; it’s
straight onto the next level.

tiny.cc/90ozdz
You’ll find lots more CJ info on pages 18-25
and 30-33.
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And I didn’t even get the chance to chat about the fab 2-player mode!

CHEATS

Once a boss has been defeated, it’s on to a
bonus level, which has CJ riding a bicycle(!) to
the next location – how he manages to ride
from Switzerland to Africa is beyond me! The
bonus section is probably the only part of the
game that doesn’t work and feels a little
disjointed – as well as being incredibly hard!

FREEZE! Issue #00

NEXT LEVEL:
CJ’s Elephant Antics consists of 4 main levels: France, Switzerland, Egypt, and Africa.
Plus there is a bonus Bicycle Level after each of the sections.

FRANK’S THOUGHTS...

C64 writer, owner of GTW64.co.uk, programmer and graphics artist
Frank Gasking shares his memories of CJ’s Elephant Antics...

CJ's Elephant Antics was my very first
introduction to the Genesis development team
of Dave, Jon and Ash.
I'd been aware of their new game at the time, but
by chance found a loose copy in my favourite
second hand shop for a quid. I remember being
treated to a cool little introduction with CJ
jumping out of a plane, before then discovering a
wonderful New Zealand Story style budget
platformer (little did I know at the time that it was
a reworked version of an abandoned New
Zealand Story conversion.)

I was instantly hooked, and really felt the higher
than usual quality of this Codemasters budget
game and enjoyed playing it regularly in 2 player
mode too. After the very positive experience of
their first game, I brought their next title (Spike in
Transylvania) almost on the day of release and
wasn't disappointed. Every time I load up the first
CJ game, it always evokes warm fuzzy memories
of the late summer of 1991 due to its graphics and
in particular Ash's wonderful tunes.
A great time to be a C64 user.
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THE mouldy CUPBOARD
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 SAVING RATSPLAT FROM THE DEEP, DARK CUPBOARD!
TEXT
Time for another Commodore 64 game
salvaged from the Mouldy Cupboard, and as
always, it’s a game I don’t ever recall playing.
Ratsplat from Prism Leisure Corporation was
released back in 1985/86. It’s unknown as to
who programmed the game as there are no
clear credits, but there’s a clue in the
highscore table, which states that the
copyright holder is ‘ORPHEUS’. Any ideas?

WHAT’S IT ALL ABOUT?..........

TIME TO LOAD IT UP.............
Ratsplat is a fast loader and only takes a
minute or so to load... which is good in some
respects, but it could also mean that it’s going
to be a small and pretty basic game...

Your mission: simple enough, or so they said;
reduce the rat population to as near zero as
you can. They handed you the hammer when
you asked them how. "Is that all?" you asked
incredulously. "A hammer, what am I
supposed to do with a hammer?" Silly
question. They demonstrated on a dummy
rat which, nevertheless, made a quite
satisfying squelching noise. "Yes," you said,
"but real rats run around a lot." They'd
thought of that. Gorgonzola cheese. In fact,
Gorgonzola cheese that was so pungent that
after being in the same room with it for
about two minutes, grown men fainted and
goldish expired. This cheese had been
specially developed, so that it not only was
irresistible to rats, but it also gave off
oxygen, and if you're going to be that far
below ground...
You got the picture. The only thing that now
worries you is this can of "Monster
repellent", which was thrust into your hand
just before they put the lid back on the
manhole.

Up pops the title screen, which is in fact a
highscore table full of the word ‘ORPHEUS’.
You’re offered two options: 1. PLAY GAME,
and 2. INSTRUCTIONS.

Time to press ‘1’ to PLAY...
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QUICK CHEATS – INFINITE LIVES: POKE 18531, 165 : POKE 18709, 165
– FREEZE SMELLOMETER: POKE 19384, 165

Armed only with a hammer and a can of
some foul smelling spray, with the label
"Tonfat's Patented Monster Repellent", you
have been dropped down a manhole into the
city’s sewer system.
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STARTING THE GAME...
I’m not holding out for too much on this one
as it appears to be pretty basic and limited
even before starting the actual game... but
I’m happy to persist in the name of
Professional Journalism...

It’s not long before I’m whizzing around the
screen, running across the platforms and up
and down the ladders splatting the scuttling
rats as if there’s no tomorrow.

The game starts by spending a second or two
building the actual playing area, consisting of
platforms, ladders, cheese and the game
panel. A short ditty plays, which is a rendition
of The Entertainer – basic in sound and style.

Once enough rats have been disposed of, a
Cheese Bonus screen appears, which awards
you bonus points for the lumps of cheese not
devoured by the rats.
Then we’re on to the next level with a
different layout and more rats to splat.
VERDICT: Even though Ratsplat appears
incredibly bare and basic, and the tape cover
is a little nondescript, it’s actually a fun game
to play! It’s fast, frantic and very enjoyable.
I’m definitely keeping this highscore chaser
out of the Mouldy Cupboard.

The action begins with numerous scuttling
rats racing around the screen heading for the
ponging cheese. Your character appears on
the lower-right of the screen wealding a large
mallet, and pressing the FIRE BUTTON allows
him to swing and drop the mallet, which is
deadly to any rat in its path – hence the name,
Ratsplat!
As I guide my character around the screen,
frantically thumbing the FIRE BUTTON, I then
realise that there is a RAT COUNTER in the top
stats panel, which indicates how many rats I
need to splat. Let the fun commence!

---=== # ===--Just in case you’re finding it difficult to locate
a download of this game, we have made it
available for you on our EXTRAS page via our
www.FREEZE64.co.uk website.
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More from the Mouldy Cupboard in the
next issue of FREEZE64 □

DIARY OF A GAME
FREEZE! Issue #00

 THE MAKING OF BADLANDS WITH STEVE COLLINS
TEXT

This seems to confuse, so I dropped it. The ST
version is now just about finished with a Beta
version now ready to go off. Jim also managed
to get some graphics into the Spectrum,
which yielded a remarkable improvement in
appearance. After this I messed around for a
few hours mainly putting in collision maps for
the second screen (the Oil Refinery) as well as
the corresponding drone aim points. It’s still
very clumsy though and needs to be touched
up a little further. Got my Tran tapes in the
post today (an unreleased game I worked on
last summer), but sadly no Herobotix tape so
I’ll have to ask dad to send that over as well.
Dean told us today about plans for the future
and it seems that after Revelation I would be
moving onto ST and Amiga and be given 6
months to do a fully original game of my
choice, which I would really kill to do.
Unfortunately I’ve already decided that I will
be returning to University after Badlands is
finished, but I haven’t worked up the courage
to tell Dean yet. I feel bad. Oh well… on
Monday I will start to work on the laps and
lines and get some gameplay going. Should be
OK... I hope!!

PART 7
Welcome to part 7 of Diary of a Game: The
Making of Badlands, which is a series of
exclusive diary entries by programmer Steve
Collins written back in 1989.
In the previous instalment Steve was
working on implementing the “fat”
helicopter sprites...

 Friday 10th August 1989
Well, today my major achievement was
getting the chopper routine working
correctly. This turned out to be quite simple,
with only a few bugs, mainly concerned with
the hassle of having about 3 distinct sectors
of the horizontal screen space when trying to
get an expanded sprite to smoothly scroll off
the left side of the screen. Then redesigned
the chopper itself because the de-rezzed
version was quite nasty. It now works
reasonably OK given that it's an expanded, fat
pixel, disgusting sprite. The car is brought
across under the helicopter so I had to shuffle
priorities slightly giving the helicopter top
priority and the cargo car a slightly lower
priority, but higher than normal to pass over
other sprites. Decided that no helicopter will
be cued until the explosion has completely
disappeared. This effectively gives me two
free sprites (i.e. just enough for the missiles yippee!) It also means that I may be able to
have nice explosions using two hi-res overlaid
expanded sprites. Took away the direction
changer that replaced your car facing the
opposite direction when you blow up.

“...redesigned the chopper
itself because the de-rezzed
version was quite nasty.”
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“...I’ve completely written all the
code, a good 490 lines of it. I’ve
no idea whether or not it works!”

 Monday 13th August 1989
Very successful day today, strange though it
may seem. Dean isn’t in until Thursday so we
have the run of the office. Richard rang today
looking for commitments on the keys used in
the C64 version… apparently the manual is
being written as I code. Loaded up Tran (my
unpublished game) for the 1st time in ages
today. It’s great to see it again after so long!!
Started out with the lines and laps routine. 2
hours later it worked perfectly. Quite
amazing, it actually worked first time and I
haven’t changed it since. It even handled
going backwards; the laps can actually
decrease. As I write I’ve just remembered that
I haven’t included the reverse tracks into the
code. It only works on the first 8 levels and not
when the track directions switch. That
shouldn’t take too much extra to write it ... I
hope. Well, I was on a roll, so I decided to
continue with the bullets. They are done via
software sprites and I decided to try for full
masking of the bullets even behind the
background. This is tricky, but I’ve completely
written all the code, a good 490 lines of it. I’ve
no idea whether or not it works! It’s quite
complex.

When plotting the bullets, I check each
destination pixel for the colours 00 and 01,
the low priority colours i.e. I’m implementing
exactly what the C64 sprite controllers do. It’s
liable to be very slow and I haven’t exactly got
buckets of raster time left. I may have to cut
it down to simple char plotting on normal
“road” chars, which wouldn’t be as nice, but
would be much faster. Oh well - I’ll find out
tomorrow.

 Tuesday 14th August 1989
I did the bullets today. They turned out pretty
okay, although getting the plotting routines
done took ages. I still haven’t got the hang of
all of this. I had serious hassles with a
misplaced CLC causing bullets to periodically
disappear on some X coordinates. They’re
working now and quite nice they are too; they
don’t seem to take up too much raster time,
which is a relief. Thought a bit more about it
and remembered that if both cars are firing
then there can only be one drone car, and as
drones are heavy on raster usage, this is good
news indeed.
That’s it for now. We’ll have another
instalment of Steve’s Badlands development
diary in the next issue of FREEZE64.
Don’t miss it! □
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BITS ‘N’ BYTES
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 SNIPPETS OF NEWS ON UPCOMING & NEW GAMES
TEXT

Time for another helping of Commodore 64
game news, and this time round we have a
fun Thrust meets Space Taxi style shooter to
share with you...

Ah – so definitely a bit of a homage... but
that doesn’t take anything away from the
fact that this is a fab game in its own right...
where did the initial game idea come from?

CRAZY BLASTER

Actually, George Bachaelor from Blast Annual
2020 emailed me and asked if we could make
a space shooter. He came up with the name
"Crazy Blaster". I added a few things and now
it's almost finished.

by Mika ‘Misfit’ Keranen
Buy from: thefuturewas8bit.com

So is this going to be another of your multiformat games, which you did with Rodman?
That’s right. It’s going to be released for the
C64, ZX Spectrum, Amstrad CPC and MSX.
Ah – and a single cartridge release for the
Commodore 64?
Yes. We (TFW8B) will be releasing a C64
cartridge version first, and hopefully the other
versions will follow.

It’s no coincidence that the programmer of
this game is also featured in our WE DON’T
DO REVIEWS section on pages 26-27. You see
the thing is, Mika has recently become a
prolific C64 games programmer, releasing
such delights as Super Goatron and the
fabulous Rodman, and so it was inevitable
that we would eventually feature two of his
games in the same issue of FREEZE64.

I played a recent version of Crazy Blaster,
which appears almost complete. How many
levels are there in its current form?
At this moment in time the game includes 18
levels. I'll add a few more levels before the
actual release.

And so onto his next Commodore 64 creation
by the name of Crazy Blaster, which is a
mixture of shooting, puzzles and gravity – and
has an air of Thrust (Firebird Software) and
Space Taxi (Muse Software) about it. We
recently caught up with the man himself,
Mika Keranen, to find out a little more about
his upcoming game...
Hi Mika. So – Crazy Blaster... a mixture of
Thrust and Space Taxi?

Well – it’s definitely shaping up to be
another corker of a game. We look forward
to playing the full game once it’s released.

Yeah - maybe it's something between the two.
Thrust is my all-time favourite game.

Thank you Mika.
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ZZAPBACK!
Greetings and welcome to the latest
instalment of ZZAPBACK, a regular
monthly column in which I take a trip
back in time to look at the top games
reviewed in an old edition of the classic
Commodore magazine, ZZAP! 64. This
month, I'm going back to 1986 and
delving into issue 13—the May edition
of the publication.
After last month's rather poor selection
of software, where only one game
received a high enough score to be
awarded a coveted ZZAP! Sizzler, May
turned out to be a far better month for
C64 releases. No less than three titles
were given top scores, with two
receiving ZZAP! Sizzlers, and one being
awarded a Gold Medal.

The detail was quite incredible, and the game
presented the player with a wide variety of key life
choices in which the consequences could be
potentially very far reaching, starting from the crib
and going through childhood, early adulthood, and
then mid- and late-life stages. Players of the game
went to school and college, got jobs, went out on
dates, and endured the ups and downs of
relationships, marriage, family problems, and even
divorce. It was incredibly complex and
comprehensive, and nothing seemed to have been
left out of the game in terms of important life
decisions and opportunities. Sean Masterson was
similarly enthusiastic, noting, "From the very first key
press, this game is additive. Really additive.

So let's kick things off with the topscoring Gold Medal game of the month.
Well, it wasn't quite a game, but more
of a life simulation—Activision's
incredibly ambitious disk-only release,
Alter Ego. This icon-driven title
incorporated
elements
of
text
adventure gaming, multiple-choice
questions, and life sim components to
enable players to live an entire virtual
existence from birth to death.
The ZZAP! team were absolutely
entranced by the game and rated it a
sky-high 98%. I went completely
overboard in my review saying,
"Incredible!!! The harmless-looking
packaging of Alter Ego contains one of
the most incredible programs I've ever
seen—and played. Addictive is not the
word for it. I sat down one Sunday
afternoon and loaded up Alter Ego—
goodbye Sunday night and most of
Monday morning."
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With its myriad of choices, scenarios, and
situations, Alter Ego was very deep and kept
us entertained for days as we played and
replayed our simulated alternate realities,
trying to live to a ripe old age and die
peacefully surrounded by friends and family.
Indeed, I think the game still stands up very
well today. While it takes a little time to get
used to the many icons that drive the
gameplay, it's pretty straightforward once
you figure out what's what. And the
entertainment and enjoyment you get from
reading through its well-written life choices
and trying to live a good and full life is great.
It's certainly not an action-packed game, but
it's nevertheless really entertaining and very
addictive. Once you start playing, it's really
difficult to stop.
Another game that also turned out to be very
addictive, but in a more conventional way,
was Firebird's Thrust. This high-quality, lowcost budget title was a brilliant release that
proved to be a veritable bargain—which is
why we rated it an impressive 94%. It's
basically a variation of Atari's classic Gravitar
coin-op that involves flying a ship down to the
surface of a series of planets, picking up items
and destroying enemy gun emplacements.
It doesn't look that good, which Gary Liddon
commented on in his review. "Upon loading,
I'm afraid that Thrust looks hopelessly
dated—a throwback from the ancient days of
computing. Still, playing the game puts any
reservations the graphics may have aroused
far into the back of your mind. Thrust is
immensely playable, mixing in with a fair
amount of originality is a blend of certain
elements from such arcade classics as
Gravitar and Asteroids. It's just a great game
to play."
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I need to get out of
here so that I can
have a play of Thrust!

“I didn’t play Alter-Ego until 1996! I was instantly hooked and spent HOURS playing it.” - Vinny

The writer (an American psychologist)
displays a great sense of humour and a
surprisingly perceptive view of all the
problems the young and the old face in their
lives." He continued, "With this game, you
have the chance to answer back to teachers
when you never had the guts to in real life—
and make decisions that you have not yet
experienced for real."
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The final top-scoring game this month was
Ocean's Super Bowl, an American football
simulation that we rated 90%. This was back
in the pre-Madden era where the action in
many American football games was conveyed
by dots, exes, and various other icons, rather
than nicely-drawn sprites. This featured the
former, and as a consequence, it looks pretty
basic these days, and is not at all impressive.
I aired similar sentiments, saying, "Okay, so
the graphics are very basic and the sound isn't
amazing, but who really cares when the game
is as good as this?" And yes, I did say that the
sound wasn't amazing—which might surprise
you if you know Thrust at all, because it has
an absolutely stellar Rob Hubbard
soundtrack. Turns out that our review copy
was bugged, resulting in the music not playing
properly and sounding rather poor. Which is
why we rated the sound 80%, and not 98% as
it should have actually got because Thrust's
title tune is one of the all-time classic
Hubbard compositions.
The first thing that strikes you when playing
Thrust these days is that it's challenging, but
still great fun. The game's gravity feels just
right and makes guiding the ship around the
numerous hazard-packed environments
tricky, but highly entertaining. It's the gun
emplacements and limited fuel supplies that
make the action tough, but assuming you
have a decent aim and conserve fuel by
tapping the thrust button judiciously, it's
possible to make good progress. If you
haven’t played Thrust before, I highly
recommend doing so—if only to listen to that
stellar title screen music.

Still, we liked it back in the day, with me
saying, "This is an excellent title that is well
worthy of its official NFL license." While I
criticized the single-player mode for being a
little too easy, I nevertheless lauded the twoplayer mode, noting that it "is brilliant and
more than makes up for the computer
opponent's deficiency."
Paul Sumner was similarly enthused, saying,
"Most other attempts at an American football
simulation have tended to lean more towards
the strategy side, but Ocean have brought out
the exciting fast action features in the game
where you can both plan your moves and play
them. Everything is completely joystick
controlled, and although using the menus is
initially tricky, once mastered, some pretty
amazing results can be achieved."
However, as I said, these days the game does
not look especially impressive. The main
gameplay screen is tiny, with little dots
representing the players, and it feels more
like some kind of play-selection chalkboard
than an American football game. It's just
really clunky and not especially good to look
at. Some games age well, and some games
age badly. Unfortunately, Super Bowl is one
of the latter…
And that wraps it up for this month. I'll be
back in 30-or-so days with another
ZZAPBACK column—this time looking at
issue 14.
See you then!
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 REVEALING HIDDEN SECRETS IN C64 GAME CODE
But that didn’t stop it housing a hidden
message within memory location $C380
onwards, which reads:
HELLO OLD BOY! HAVING A SNIFF AROUND
ARE WE? NAUGHTY, NAUGHTY

CASE FILE 1991-P-DPAL

Hehehe... a humorous, little message left in
there by the coder Phillip Ruston. I wonder if
anyone within the software house actually
checked through any of the code to ensure
the programmer wasn’t harbouring anything
that could get them into trouble.

LA POLICE DEPT.
by Phillip Ruston (Players, 1991)

Oh – and if you’re wondering why I
mentioned Interceptor Software... Well –
take a look at the screenshot on the left. You’ll
see that the copyright isn’t for Players
Software - which was the label the game was
released on - but in fact it says INTERCEPTOR
LTD. As we all know, Players was the budget
label owned by Interceptor, and so it looks
like they felt the game wasn’t good enough
for a full-price release. I’m inclined to agree.

Here’s a budget title that appears to be a
poor-man’s Operation Wolf – and no way
near as polished. Featuring only 3(!) levels,
there’s no wonder that Interceptor Micros
decided to publish this game via their Players
budget range.
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Phillip Ruston also produced Havoc, Operation Hanoi, Outlaw, Shark, and Taskforce for Players Software.

Being
TEXTa well-known squirrel, I’m forever
being asked how I find the hidden messages
within Commodore 64 games. Unfortunately
I cannot reveal my sources, but I can tell you
that it takes a lot of time, effort and nutscratching to find something worthy of
publication. Let me show you...

FREEZE! Issue #00
CASE FILE 7891-SM-K

KENTILLA

by Derek Brewster (Mastertronic, 1987)

Hands up who purchased this Mastertronic
Graphic Adventure *just* for the Rob
Hubbard SID tune? Guilty as charged, m‘lud.

But there’s a bit of a secret behind this 90%
rated game... a dirty secret that most of you
may not have realised...
Prepare yourself for a shock because... the
game was actually written in BASIC! It’s true!
Check out the screenshot below. If you have
an Action Replay cartridge you can check it for
yourself. Just reset the game and then press
F7 to enter FASTLOAD mode. Then type OLD
and LIST, and the whole game listing is
revealed before your very eye. Shocking!
Winter is upon us. Time for me to hibernate
for a while. I’ll see you all soon...

Programmed by Derek Brewster, who also
produced Codename Matt 2 and The Curse of
Sherwood, Kentilla was released by
Mastertronic in 1987, and received some rave
reviews, including a 90% score from the
ZZAP!64 Adventure team.

That’s it for this instalment. More in the
next issue of FREEZE64.
Until next time...
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THANK
YOU FOR THE ♫USIC*

 WITH ASHLEY HOGG
Our cover feature game this issue is much loved
by the C64 scene for its fun gameplay, delicious
graphics, and also its insanely cute music, which
was produced by the talented Ashley Hogg.
The man behind the SID tunes to Nobby the Aardvark, CJ in
USA, Steg the Slug, and Spike in Transylvania, Ashley Hogg
had the rare ability to brighten up any C64 game and help
bring it to life. And so what of the man himself... when did he
get into music, and what inspired him to tinker with the SID
chip. Let’s find out...

ASHLEY
Hogg
WORKED FOR:
- Codemasters
- Thalamus
C64 GAMES WORKED ON:
- CJ's Elephant Antics
- CJ in USA
- Nobby the Aardvark
- Spike in Transylvania
- Steg the Slug
“...I’D JUST ABOUT HAD
ENOUGH OF IT AND
ACADEMIC PRESSURES
WERE ALSO INCREASING.”

Hi Ashley. A warm welcome to FREEZE64 and thank you for
agreeing to be interviewed for our Coder Corner feature.
My pleasure. Always fun to talk retro!
Please tell us a bit about yourself...
Well, I’m 46 and live in the Midlands (UK) with my long-time
partner Kathy. No kids, just a couple of cats. I currently work
as a Developer Relations Engineer for Unity (the game engine
company), so I tend to travel a fair bit visiting games studios
around Europe and occasionally further afield, which is a lot
of fun.
Tell us about your musical background... are you from a
musical family?
Not really a musical family, no.
So when did you first get the musical bug?
I think it was my second or third year at primary school; they
did a bunch of tests to identify kids with musical abilities to
offer them lessons, and I was one of those. I suppose I’d have
been around 7 years old. But before that I had some kind of
musical keyboard or organ in the house, so I must have shown
some interest even earlier than that.
Ah – I remember those tests! I too took one and ended up
with the violin!
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So what instrument did you get?
I was offered lessons on the violin, which
didn’t really interest me until I was offered a
packet of crisps to say yes. So I did!
Spooky! Maybe they just offered everyone
the violin! I gave up after a couple of weeks.
So how did you do with the violin?
I ended up getting Grade 5 around age 11. I
played in the school orchestra and then a
training orchestra outside of school, in the
First Violins section. I continued with that at
grammar school, until about age 16 or so
when I’d just about had enough of it and
academic pressures were also increasing. I left
the violin at that point and have never been
back. I do still have a piano in the house
though, and occasionally play, but these days
I don’t really do much that’s musical.
So who were your musical influences?
Well, back then I actually wasn’t really
interested very much in pop music – although
I’d grown up with a fairly eclectic collection of
stuff that my dad listened to, such as JeanMichel Jarre, Kate Bush, Supertramp, and
more. Out of everything, I suppose Jarre was
the most influential, but it was really only
when I got my C64 and spent a couple of years
really enjoying the music in games that I then
went back and developed more of an interest
in ‘normal’ music.
Funnily enough, Andy Roberts pinged me last
week as he was in the middle of a Twitter
discussion with someone who suggested my
CJ music sounded a bit like Muse – definitely
not a case of influence given when CJ was
produced!

So you had some great musical experience
with the violin, but when was your first
experience of the Commodore 64?
Not entirely sure I remember my first actual
experience – it was probably in one of the
local shops like Tandy or Boots, just having a
quick fiddle with it and typing in a stupid
BASIC program, like we all did back in those
days. But first I had a ZX Spectrum for a couple
of years, which I really loved, before getting a
C64 in 1984/1985. I originally loved the 8-bit
Atari machines, but even at that time it was
clear that the C64 would be a better bet with
more games and so on.
Were there any favourite games you had at
the time?
There were so many games I loved, but I think
the two that I probably put most time into
were Paradroid and Defender of the Crown. I
was lucky enough to have a disk drive and
could just play DotC ad infinitum; I loved it.
It’s a fab game...
And so – you had a good understanding of
music, and also a C64... but when did you
first get into creating music for the C64, and
how easy was it for you?
I think I probably first briefly experimented in
BASIC when I first got my C64, but just
messing around along with doing other things
like poking screen colours and showing a
sprite. I can’t quite remember when I started
learning assembly language; probably
something like 1987 or 1988 after my dad
made me buy a copy of Laser Genius in a shop
rather than another game.
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What kind of hardware were you using to
compose your tunes?

I then slowly started understanding how the
CPU and other chips worked together, and
after learning some general programming
and getting some things running on the
screen, I started poking the SID chip. It took
me a long time to figure things out as I didn’t
really know anyone else who programmed,
and there was no internet.

I would play with ideas and compose on my
Yamaha PSR-70 keyboard, then turn around
to my ST and type the pattern information
(notes and durations, etc.) directly into data
byte statements within the source code of my
player.

And did you start programming your own SID
player?
I did, yes. I managed to write my own audio
player, but the sounds were still a little
simplistic. I picked up some tips from various
magazine interviews with composers of the
day, where I learned that people did things
like constantly change waveforms or other
settings – this kind of information was a total
revelation! After a while I wrote a small utility
that could play and step through a ripped SID,
showing the state of all the registers. I used
this on many contemporary pieces by the likes
of Rob Hubbard and Maniacs of Noise to learn
how they achieved some of these amazing
sounds, stepping frame by frame.

Frequently I’d compile the player and send it
across to the C64 (via a parallel cable) to
play/audition it. That is basically how I
worked. I don’t think that was unusual either;
I get the feeling quite a few C64 musicians
worked this way.
What was your typical process when
creating a new SID tune?

Apart from your own bespoke player, did
you use any other music utilities?

Usually I’d start with either a section of
bassline that I wanted, or pick one of the many
random bars of melody that seemed to float
around my head. In all honesty, I didn’t have
much of a disciplined process; I’ve never
actually had any training in composition so I
didn’t find it easy.

No - I didn’t really have much else except my
audio player. By the time I had developed it
into a good state, I was using an Atari ST as
my workstation and I’d simply have the source
code for my player open there. I did all my
creation just within the source code itself. The
only other utility was a custom sound sampler
program, which I wrote to use with the
Commodore Sound Sampler, since the official
CBM software could only record a couple of
seconds’ worth of audio.

And once you had the SID tune, how was it
passed onto the coder to insert into the
game. Were you given specific instructions?
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Well, almost every time my tunes were for my
Genesis partner David Clarke. We saw each
other in person most weekends before we
shared a small office, so communication was
pretty good. The only factor usually was the
maximum size in memory. I’d also need to
know what memory address to locate the
player/data at, but that is trivial to change.
And did you also provide sound effects?
Sometimes, yes. For example, Spike in
Transylvania. The sounds were added the
same way as the music, simply created within
the source code of the player, with an extra
subroutine for game code to call to trigger a
sound. So the music and effects were just
delivered in the same binary ‘blob’ of data,
along with a list of the indices for each effect.

Let’s just go back a step... how and when did
you get into the gaming industry?
Around 1990 to 1991, through the
aforementioned David Clarke and his cousin
Jon Smyth (now Jon Temples – see pages 3033). David had worked at Choice Software
near where we all lived in Northern Ireland, so
he was a proper commercial programmer!

“IN THE END WE AGREED TO
SIGN WITH CODEMASTERS
AND THAT IS HOW I GOT INTO
THE INDUSTRY.”

He actually worked on the original C64 port of
New Zealand Story before Ocean took it back
in-house (I think because they had staff
capacity to spare). When David left Choice, he
& Jon prototyped CJ’s Elephant Antics. When I
saw it, I thought it looked great, and because
I had also been doing Amiga coding for a few
years alongside C64, I asked if I could have a
go at getting it running on the Amiga. It didn’t
take us long to do that, so then when David &
Jon started showing the game to possible
publishers, we could offer C64 and Amiga
versions (and almost by default, ST as well) as
a package. In the end we agreed to sign with
Codemasters and that’s how I got into the
industry. After a couple of Codies games, we
set up Genesis as a partnership with a small
office in Belfast, and started working on
Nobby The Aardvark for Thalamus.
So how old were you when you started
producing commercial C64 music?
Eighteen.
Wow! That was young. Very impressive. And
not only were you very young at the time,
but you were also following in the steps of
such greats as Rob Hubbard, Martin Galway,
and Ben Daglish. How did that feel?
It was hard...
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As I already said, I didn’t know how they were
achieving a lot of their sounds until I basically
started reverse-engineering their players to
teach myself! But aside from that, those guys
were just putting out some fantastic
compositions; it wasn’t just the technical
aspects of the sounds. It was all I could do to
even emulate them.

Was it fun working in the gaming industry?
Well, obviously at first it’s the most amazing
thing to realise what was basically your
dream! But of course, after a while it just
becomes like any industry – ups and downs,
highs and lows! Probably the biggest
challenge I would say is keeping abreast of
new developments. Back in the C64 days I
couldn’t really imagine how games could be
any better, but look at where we are today.

And did you ever meet any of those earlier
C64 SID tune pioneers?

And did you ever run into anyone in the
industry who you didn’t get on with?

Sadly not. Although, another early composer,
Jason Page, is now a colleague at Unity. He
seems a good sort!

Honestly - I’ve found that I’ve got on fine with
most people – sure there have been a small
number of exceptions, but this is true for all of
us, so I’m not going to name any names; it
wouldn’t be fair.

So who would you have liked to have worked
with in the C64 music industry?
I’m not sure about working with him (I think
I’d be so outclassed!), but I’d love to meet Tim
Follin and thank him. At the time I thought his
music was ‘pretty good’ but over the years I
think I’ve really come to appreciate just how
fantastic his work was, not just on the C64,
but other platforms too.

You produced some memorable SID tunes
for the C64. Notable ones are your 1991
Codemasters tunes for CJ’S Elephant Antics
and Spike the Viking. What do you
remember about creating them?
I remember how much fun they were and how
much I learned doing them. They each took a
while to do, as it was a bit of a feedback back
loop – improving the player code to achieve
what I wanted, whilst composing the music.

Yes – Tim was an incredible SID music
pioneer.

s
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You used sampled sounds, notably the bell in
Spike in Transylvania (AKA Spike the Viking).
How did you create the sound?

How did it feel to receive a copy of a game
you worked on in beautiful packaging, and
seeing it in the shops?

The bell in Spike is not actually sampled; it
uses the SID chip’s ring modulation! For the
couple of tunes I did make with sampled
sounds, I used my own sampler software with
the CBM sound sampler hardware.

It was pretty amazing, certainly. Nowadays
with digital, not everyone gets to experience
it - that’s not to take anything away from the
creative process those developers go through.
But in the pre-internet age, it was just mindblowing to walk into somewhere like the
Virgin Megastore and see something you’d
worked on sitting on a shelf, knowing your
name was printed on the inlay.

Frank Gasking of GTW64.co.uk mentioned
that the title tune at the start of Nobby the
Aardvark sounded similar/inspired by an old
90's show that used to be on CH4 called
Northern Exposure. Did you happened to
have any inspiration from it?
Actually, yes – Frank is spot on! I loved this
show at the time and I remember thinking
that for years I’d loved and strived for what I
thought of as a ‘typical’ C64 sound, with highenergy bass & drum, arpeggiated chords, and
pulse-width-modulated lead(s). I mean, that’s
a pretty broad term, but hopefully you get
what I’m driving at. At this point I thought I’d
try to be a bit more ‘musical’ and veer away
from that kind of sound. Whether I really
succeeded or not, I’m unsure. But I did enjoy
producing the many tracks in Nobby and tried
to make them fairly varied.
You worked with Nick Taylor on Steg the
Slug, who we interviewed in issue 15. What
do you remember about creating the music
for the game, and did you get to see the
actual game before creating the music, or
was it done blind?
I’m not sure if I did see the game or not. And I
suspect the interaction between myself and
Nick was very limited indeed! I think I already
had the title music written, but not done
anything with it, and Codies asked if I could
provide some music for the game. So I bundled
that track along with a new one and delivered
it for the game. That’s about as much as I can
remember!

After almost 30 years, the C64 community is
still listening to your fine tunes and enjoying
them. How does it feel knowing that
someone, somewhere will be playing one of
your C64 SID tunes right now?
Statistically that probably isn’t quite true!
Okay – maybe not ‘right now’... 
But nonetheless it is very special to think
about it. I do occasionally get an email or
Facebook message from someone who played
a game like CJ growing up and to them, the
sights and sounds of it invoke a lot of good
memories. I have those same good memories,
so it really feels like something I can relate to.
Did you produce SID tunes for C64 games
that were never released – and still have the
source code?
Not really... although, I did some just as tests.
I wasn’t really a prolific musician, and I was
getting more into game programming than
music. I do have the source code for a couple
of those SIDs though.
I’ve actually seen some of your source code
whilst helping Nick archive and preserve
some of his old C64 disks. Fascinating stuff 
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Okay – time for the most important question
of them all: how much were you paid during
the time you produced C64 tunes?
Well, it varied quite a lot and I suspect at the
time, as a rookie, I was probably getting
offered rookie sums! For music, it was just
small one-time fees. For the games, you’d
typically get an advance on royalties, maybe
something like £2000-£3000. Usually, most of
that advance was payable on delivering the
title for mastering. Obviously not great for
cash flow, but then games were turned
around much quicker back then. Once on sale,
you’d get periodic sales reports, and once the
royalties had exceeded the advance, you
could see how much you were owed for that
period. In all cases, you just sent an invoice
and usually a cheque arrived a few weeks
later.
What was your pay range for each SID tune
you produced?
Ashley with a few of his famous C64 friends.
Bottom photo, left to right: Steve Rowlands, Andy
Roberts, Dave Clarke, and Ashley.

For the budget titles I did, I think it was maybe
something like £250-£300 a time. With Nobby
it was different really; we were contracted
with Thalamus and getting paid regular
milestone payments. I worked on the C64
music as well as Amiga coding, and it was just
part of what I did daily.

I bet you miss those innocent and innovative
8-bit times?
Definitely. Development today is amazing in
so many ways, but the rawness and purity of
getting down to the hardware in those
systems was really special.

And did you have a relationship with any of
the C64 games magazines at the time?
No, not really. We got in touch with ZZAP!64
a few times once we signed with Thalamus,
due to the Newsfield connection. I was and
still am a huge fan of the Newsfield
magazines, and ZZAP!64 were pretty kind to
us on our game reviews, so again, that was
like a dream come true.

So if you could revisit one of your C64 SID
tunes to ‘make it better’, which tune would
you pick and what would you do?
I’m not really sure, but I would probably do an
iteration or two over most of the Nobby tunes,
as I feel some parts work and others don’t. But
I’m unlikely to find the time nowadays!

I still occasionally speak to Andy Roberts
(Commodore Format), but we didn’t really
schmooze the press back then so there aren’t
any amazing stories to share I’m afraid.
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 C64 game: Defender of the Crown.
 C64 coder: Andrew Braybrook.

 C64 musician: Tim Follin (but it was Rob
Hubbard back in the day).
 C64 graphics artist: Steve Thompson.
 C64 utility: Laser Genius.
 C64 magazine: ZZAP!64.
 Top game: Project Gotham Racing 3.
 Home computer: Commodore Amiga (Sorry!
The C64 is a close second though).
 Gadget of the moment: PlayStation VR.
 Toy as a kid: My BMX bike.
 Movie: Clue (I have no idea why!).
 Band/Group/Music: Jean-Michel Jarre.
 Type of food: Thai.
 Way to pass the time: Trail running.

If you could revisit someone else’s SID tune
to make your own version, which tune would
you pick and what would you do to add your
own unique sound?
That’s a tough question. I’ve always had a real
soft spot for Rob Hubbard’s Kentilla track,
perhaps I’d go for that – so many other tracks
have been remade or remixed so many times,
it’s hard not to be heavily influenced.
Out of the Commodore 64 tunes you've
created, which is your favourite and why?
It absolutely has to be CJ in-game. It was the
first full-length tune I made properly, and I
poured a lot of effort into it musically and to
improve my music player. And it just has so
many associated memories of the time for me.
There can be no other choice.

Any gaming rock n roll moments you can
share with us, please?
Hmmm... possibly some early visits to the
ECTS show in London, where we met Andy
Roberts and the Rowlands brothers (authors
of Creatures etc.) for the first time. Those guys
were schmoozers and charmers and managed
to blag tickets to the Mirrorsoft post-show
parties, which we happily tagged along to.
Why did you stop producing SID tunes for the
C64, and where did you go after that?
I was doing game programming as well as
music and knew that was the direction I
wanted to go in. In 1992 I relocated to be near
Codemasters, where I spent 3 years as an onsite freelancer helping on various projects like
the Sega Megadrive versions of Fantastic
Dizzy and Micro Machines – some of this was
audio-related. Then I spent 4 or 5 years
freelancing for various companies like Empire
Interactive and Anco, before joining Runecraft
for a couple of years. After that I spent 11 ½
years at Blitz Games (run by the Oliver Twins)
working on their in-house engine tech,
followed by a period at Playground Games
working on Forza Horizon 2, then Radiant
Worlds working on SkySaga, and finally Unity
for the last couple of years.
And finally... do you still own a C64?
I still have my original C64 and 1541; however,
they’re in a box in my garage. Occasionally I
fire up an emulator to revisit an old game, or
look at one I missed back in the day. I think the
most recent games I went back to were
Mercenary and The Sentinel. I’m still terrible
at both of them.
Well THANK YOU for chatting with me and
for creating such memorable C64 tunes 
----==== # ====---In the next issue we’ll have another cool
C64 personality from yester-year □
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 MINI REVIEWS OF NEW C64 GAMES & HARDWARE
TEXT

Welcome one and all to another instalment of WE DON’T DO REVIEWS!
This time round we have two plug ‘n’ play devices to share with you: a game
called W.T.F., and the Tapuino Reloaded loading device.

W.T.F. | TFW8B.COM
Code, Graphics, Sound: Mika ‘Misfit’ Keranen | Frantic Ball-bouncing Action
Price: £9.99 | Buy from: www.thefuturewas8bit.com/ragne-wtf.html

TFW8b.com are trying their hand at massproducing Commodore 64 (and VIC-20)
cartridges for their new 9.99 range (or
‘ragne’ as stated on their site), and so we
thought we’d pluck one off the shelf and give
it the FREEZE64 treatment...

You’ll not have
experienced pain and
frustration as much as
you will with this game!

That’s about as much info and instructions
you get for W.T.F., which you’ll find on the
outer packaging of the cartridge... but then
again, maybe that’s all you really need.
Oh – and did I mention that this is a cartridge
release? No loading and no errors; just plug
‘n’ play. The game was coded by the talented
Mika ‘Misfit’ Keranen and came second place
in the 4KB Craptastic game competition. It has
now been released on cartridge by
TFW8b.com who have produced a lovely
looking cartridge along with a wrap-around
outer case that is beautifully designed and fits
perfectly.

Misfit Warner Thomas Fahrenheit is a stupid
ball. You have to help him and show the way
to the goal (that blinking black box). Use your
joystick and scroll the screen. Warner tries to
follow. If you push the joystick longer Warner
jumps higher. Small push means smaller
jumps. Warner's favourite place is the centre
of the screen.

26

VERDICT

FREEZE! Issue #00
Once plugged in and turned on, the game fires
up straight onto the first level screen with
only a PRESS FIRE indicator awaiting your
response. It’s at this point that I realise that
this game is exactly the same as the free 4K
competition version – there’s no difference.

Mika has produced a lovely game... but it’s
incredibly frustrating – which is probably why
it’s called W.T.F. 
The only downside is that it’s too short (only 9
levels) and no different to the original 4K
competition entry. I vote for more levels, more
variety, and plenty more of the Mika touch.

Pressing the FIRE BUTTON activates the
gameplay and the screen turns from brown to
grey to indicate play mode, and our intrepid
W.T.F. bounces into action and frustration
commences...

FINAL SAY: Taking nothing away from the
game itself... if you’re an avid collector of
Commodore 64 cartridges then this is
definitely for you. But – if, like me, you want to
own the game to play, then download the free
version because it is exactly the same and with
no extras whatsoever.

The game screen is made up of simple
platforms and obstacles, with W.T.F.
bouncing and waiting for your response.
Within a couple of bounces I’m dead! I
scramble for the instructions, but then
realised they are limited and a little sparse to
say the least. But to be honest with you, all I
really needed to know was that W.T.F. has to
make his way to the exit, which is indicated by
a ‘blinking black box’. But the thing is, it’s not
that simple. In fact – as the coder himself put
it to me, the game is “horrendously
frustrating”. Yep.
After a few deaths, I finally mastered the
controls, which require you to push the
joystick longer to jump higher. But it’s
incredibly difficult because it requires you to
position the screen at just the right point so
that W.T.F. bounces onto the next platform –
avoiding the sheer drop to his death.
A few more tries and I finally beat the first
level... and then I’m bamboozled by the
second one! I got *so close* to the level exit,
but kept bouncing over it each time, and then
died... again! :-D After some intense practice,
I got to level four and started to enjoy the
challenge.
As you progress through the levels, there are
new obstacles in your way in the form of
deadly spikes and burning hot laser beams –
all requiring you to manoeuvre around or
over them to get to the exit.
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THE TAPUINO | Arananet.net
Description: Plug ‘n’ Play C64 .TAP loading device
Buy from: www.arananet.net/pedidos/product-category/c64/ | Price: 30,00€

Welcome to the first of many C64 hardware mini reviews where
I reveal the pros and cons of the latest gadgets on the market.
My knowledge of Commodore 64 hardware isn’t as
advanced as some people within the C64 community, and
so my reviews will be coming from an intermediate level
of understanding. I will be lightly brushing over the
features, pros and cons of each device - enough detail to
give you a reasonable understanding of what to expect.
Our first review is for the popular Tapuino
Reloaded .TAP loading device, and as I’m sure you
already know, there are quite a few different
types available over the Internet and also on
eBay, but we’re going to focus on the version
available from Arananet.net.
Just in case you don’t know what a Tapuino device
is, it’s a piece of plug ‘n’ play hardware that
emulates the Commodore Datasette, allowing
you to load .TAP tape files into your Commodore
64, VIC-20, C64/Plus 4, and also the Commodore
PET. The device works straight from the
Commodore’s built-in operating system, and so
there is no additional software required.

ABOUT THE DEVICE
Available for 30,00€, which equates to around
£26.00 / $32 USD / $48 AUD, the Tapuino
Reloaded is a hardware level Datasette emulator
for the Commodore 64. This particular version is
based on the original work of Peter Edwards, and
allows you to have the entire TOSEC (The Old
School Emulation Centre) of TAP files on a single
microSD card.
Whizzing its way over from Spain, and only taking
a couple of days to arrive in the UK, the Tapuino
Reloaded was perfectly and securely packaged by
Arananet, surviving the usual battering of the
postal service.
Let’s take a closer look...
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A CLOSER LOOK
The first thing that struck me when taking the
Tapuino out of its packaging is how vulnerable
it feels without a case – the board is bare to
the elements. I wasn’t too sure where to hold
it `to ensure I didn’t damage anything.
The compact device came with no
instructions, and so I’m guessing, once
plugged in, it should be intuitive to use.

VERDICT

Plugging the device in was a struggle, but with
a bit of subtle force, I managed to get the
tight-fitting Tapuino into my Ultimate 64.

I spent time testing quite a few games with
different loading styles and they all worked
without fail. There’s no question that the
Tapuino’s built-in software and menus are fit for
purpose and make it very easy to load your
favourite Commodore 64 tapes...

Using the Tapuino is a simple process, with its
dinky LED screen, LED indicators, and labelled
buttons on the top that allow you to navigate
through the menu, and selecting the files and
folders on your SD card. Once selected, a .TAP
file is initiated, and then a simple tap of
SHIFT+RUN/STOP starts the loading process.
From that point the game loads as if it was
from a real tape – loading bitmaps and all.
Perfect loading every time.

But the device doesn’t come without a few
niggles, and the main one for me is the fact that
the unit comes without a case, leaving the board
exposed to the elements – and in a Victorian
terrace house, you’ve got a lot of damp and dust
to contend with. But Arananet informed me that
they can provide me with contact details of
someone who could 3D print a case for me.

But what of multiload games? Well – I tested
NARC by Ocean Software, and the Tapuino
paused at each section of loading, allowing
you to play a level before the Tapuino
continues to load the next level. All with ease.
And during each part of loading, the
percentage gauge on the Tapuino indicates
how much more is left to load. Nice.










FINAL SAY: As much as I like the Tapuino
Reloaded, I'd be more inclined to purchase a
Tapuino with a case; but for those of you
who are happy to have the device bare to
the elements, it's a good buy.






Compact and well-built
Intuitive and easy to navigate menus
Quick and easy to use
Works with the C64, VIC-20, C16/Plus 4, PET
No extra software required
% gauge indicates how long you have left for
the game to load
A good price for what it is
Sits sturdy and solid – no movement
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A little tough to plug in
Bare to the elements – needs a case
Doesn’t work with every single SD card
The board is a little too high and sits in my
eye line when looking at the screen
The labels for the buttons are too small and
not very easy to spot
Incredibly difficult to unplug

THE MAKING OF...
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 CJ’S GRAPHICS WITH JONATHAN (SMYTH) TEMPLES
As I’m sure you’re aware by now, this issue
has become a bit of a homage to CJ’s
Elephant Antics. We’ve spoken about the
game and provided some cheats, and we’ve
also discussed the music by Ashley Hogg...
But now it’s time to study the graphics a little
more and chat with the man who produced
all the beautiful backgrounds and sprites,
Jonathan Temples...

ARTIST PROFILE

Hi Jonathan! A warm welcome to FREEZE64!
As I mentioned above, you’re the artistic
talent behind the great CJ’s Elephant Antics.
But how did you get the job for producing
the fine graphics?

NAME: Jonathan (Smyth) Temples
WORKED FOR: Codemasters/Thalamus
YEARS ACTIVE ON C64: 1991-1993
C64 GAMES WORKED ON: 1st Division
Manager, Bubble Dizzy, CJ’s Elephant
Antics, CJ in the USA, DJ Puff, Miami Chase,
Nobby the Aardvark, Phileas Fogg’s Balloon
Battles, Spikey in Transylvania, Stuntman
Seymour and Wrestling Superstars.

Well - the coder, as you know, was David
Clarke. He’s my cousin and we both lived very
close to each other in Monkstown in Northern
Ireland.

David and I started messing around with
computer games when I first got my VIC-20,
and from the very start we both noticed he
was far better at picking up the coding and
game making than me. But because I was very
good at art, I naturally went the graphics
route and we became a very good team.

Ah – that was useful...

You certainly did!
What kind of kit were you using to draw all
your game graphics?
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Well – one day David and I drove an 80-mile
round trip up to Ballymena to see a demo in a
computer shop of the new Commodore 64's
Mouse and Cheese, which came with a mouse.
At the time this was amazing stuff. We rushed
up and David bought one, but he couldn't
draw to save his life and so I bought one too.
So from that day onwards all my loading
screens were created using Mouse and
Cheese.
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I also used Mouse and Cheese on the large
intro of CJ's Elephant Antics for the inside and
outside of the plane that CJ jumps from with
his umbrella. All sprites and characters were
designed using Anthony Crowther's Sprite and
Character Editor, which we got from a
Commodore 64 magazine at the time.

I also used a trick I was taught from GCSE art,
were I flipped the picture/screen and checked
out the image, then flipped it back. I always
enjoyed creating loading screens as I believed
a poor loading screen ruined the anticipation
of any game.
Where did the original design concept for the
way CJ looked come from?
Well - David and I were both thinking about a
character at the time and we wanted a cute,
little animal that was armed to the teeth, but
normally defenceless. So we thought of a
range of animals, but didn't want to go down
the normal route. From what I can remember,
I think David and I saw a baby elephant on a
TV show and I think the idea of an elephant
then came about.

You mentioned the loading screen... what
was the process of designing it?
My first attack of a loading screen was to wait
until the last level was worked on and then I
would sketch on paper the main elements I
wanted in the loading screen. I would draw
the main characters then once happy, I’d start
placing in backgrounds and then the company
text, info and logo. I would save it and then
work on it at home, coming back to it over a
few days or a week with a fresh pair of eyes
just to make sure it looked okay.

How did you build the vast level maps?
David designed his own 2x2 block editor (16
pixels x 16 pixels) and it loaded the character
set in from Anthony Crowther's editor. He
would set up the size boundaries and then we
would both draw a rough idea of a game’s
map on paper and then copying it into the
map editor. I would generally design it and
then David had the final say - fine tuning it and
adding his own amends or ideas etc.
Sometimes we would have a slight fight
shouting and balling at each other as we
didn't want something in or taken out. I don't
think this was bad as most businesses or work
partners sometimes need to vent their
frustration. To make sure the maps were as
enjoyable as possible and not too hard or
impossible, we would play the levels over and
over until we could finish them. We both
hated games that had levels that were too
hard or impossible to finish and we didn't
want our games to be in that category.
Good to hear that you had a great testing
process in place.
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So what of the GORGEOUS cartoon style
sprites you created... how did you design
those?
I always started my sprite design by creating
the main character. I would then go over the
rough animations over and over again making
sure the sprite character had their own walk
or run cycle and not just a run of the mill
normal, boring walk or run animation. I also
made sure all my sprites weren't created to
the full boxed-sized shape of a sprite, which
many other artists fell into by creating a
distorted cube-shaped sprite. I always liked
my sprites to be part of the level and not just
something that's forced or sits out of place.
My real creative pain was bringing life into
each sprite within my allowed frames.
Sometimes I was allowed 6-8 frames, say for
the throwing snowmen on level 2, and then as
we ran out of space, I was only allowed 2
animations for the large end of level enemies
that were constructed from 4 sprites placed
together.
How long did the graphics take to produce?
I think the game took around 5-6 months to
make, so I was working on this for the same
amount of time as David. My 5-6 months was
made up of maybe 3-4 hours here and there
each day, whereas David's was a full 8-12
hours. I was always on hand to help David and
add changes or tweaks if needed. The last
graphics I would work on would be that of the
loading screen, giving it one last look over,
just to be sure.
Cheeky question coming up, but I always ask
everyone this question, and so far everyone
has answered... how much were you paid for
the work?
It's been that long ago I'd have to make a
guess. It might have been around £900 or so,
but as I was a very young teenager then, I
really can't remember and it was over 28
years or so.
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How did you feel about the ZZAP!64 review
comments that said "In-game graphics easily
surpass numerous full-price games such as
New Zealand Story, combining attractive
backdrops with some excellent sprites"?
I was blown away and so was David by the
ZZAP!64 review. You have to remember that
this was our first commercial game and I had
just left school and to be given such an
amazing rating and praise, we were totally
shocked!
I remember David and I used to say to each
other whilst playing Commodore 64 games:
"We could do better than that!" and with this
ZZAP!64 review it just gave us the driving
force to turn it into a career. I remember we
were even asked to show up at the Earls Court
Codemasters show stand as we were starting
to be talked about, in a good way that is LOL!

Looking back at it now, would you have
changed anything with the graphics?
No, I think it's almost perfect as it was created
by David and me without hardly any studio
involvement and we just did our own thing.
Yes, I could add more things in now, but at the
time I think it stood its own. I'm very proud of
it and I still bump into people who still have
fond memories of it. I just wished David and I
had pushed more to do our own game design
for CJ 2 as Codemasters had more control and
we had to do it their way. I found CJ 2 maps
and some of the graphic ideas different to
what I would have wanted, but I loved the
ending of CJ 2.
So what are you up to at the moment?
At the moment I’m getting back into 2D game
graphics and you should hear about my new
project soon.
Cheers Jon. Thank you for sharing your story,
and good luck with the new 2D game 
Jonathan’s fabulous, early
concept drawing of CJ’s
Elephant Antics.
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 EXCLUSIVE AND UNPUBLISHED POKES FOR OLD & NEW C64 GAMES
TEXT

Welcome to another collection of new and
exclusive Commodore 64 POKES ‘n’ CODES,
which were specifically created for this issue.
You won’t find any cheats in this issue that
were copied from old magazines or websites.
They’re as fresh as the day is long 
Just one game this time round, which was
released a day before I started to create this
page, and so I jumped straight into grabbing
some cheats and features for you...

KEYSTONE KAPERS

> INFINITE LIVES
As always, we start with an easy cheat, which
gives you infinite lives:
POKE 9530, 165 or $253A A5 (C6)
HACKER’S NOTES: the LIVES counter sits in
memory location $0069.

> FREEZE TIMER
The timer can be stopped by entering in the
following:
POKE 5976, 165 or $1758 A5 (C6)

by A. Savona, S. Cross, S. Day (2019)
DL FROM: csdb.dk/release/?id=182116
In the previous issue we provided a few
POKES ‘n’ CODES for Chopper Command,
which was produced by Tony Savona, Saul
Cross, and Steve Day, and was a remake of the
Atari version of Activision’s arcade shooter.
The team have got together once again to
produce yet another Activision title in the
form of Keystone Kapers – another title that
never made it to the C64. And in true
FREEZE64 style, here are a few cheats and
features to add some extra sparkle to this
gorgeous little game...
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HACKER’S NOTES: the TIMER counter sits in
memory location $0067.

> FREEZE THIEF
Do you fancy stopping that dastardly thief
from going anywhere?
POKE 2884, 165 or $0B44 60 (A5)
HACKER’S NOTES: All we are doing is blocking
off the code that moves the thief around,
which is achieved by adding in a RTS
command (HEX = $60) to stop the code being
activated.
Sorted!
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MY COMMODORE 64

HEAVEN
TEXT

Featuring Dan Tootill
Time to share another of our Subscriber’s
Commodore 64 collection. This time round
we’re whizzing up the M1 motorway to visit
Dan Tootill in Loughborough...
Hi Dan. So when did you first start collecting
Commodore 64 gear?
I got my first C64 breadbin in March 1986,
which I still have in its original box. In 2002 I
discovered eBay before the prices went crazy.
Years later I had to downsize my collection due
to lack of space, so most of it went to the Retro
Computer Museum in Leicester, which is a
fantastic place. I'm more into hardware these
days, so I have a fair few different models of
the C64 and a C128.
And what are your 3 favourite games?
My childhood copy of The Last Ninja signed by
the late, great Ben Daglish - the one and only
time I was lucky enough to meet him. Rocket
Ranger because it's like a 16-bit quality game
on 8-bit. I bought a disk drive in 1989 just to
play this and it was worth every penny! Last
but not least, Hyper Sports, because the box
art and nice clamshell case take me straight
back to 1985, when I used to stare at the racks
of games in Boots or WHSmith for hours and
hours, dreaming of owning a Commodore 64.

And the worst game in your collection?
I still own a copy of Street Gang by Rainbow Arts
(Players release), which I bought for £2.99 as a kid
and still felt robbed. From the screenshots, it looked
like a half decent Double Dragon clone and since
you can't get much worse than the original C64
version of that game, I thought it was worth a punt.
In reality, it's more like Vigilante, but described
from the imagination of a five year-old.
What’s your favourite C64 hardware/gadgets?
KryoFlux (forensic level floppy disk controller) with
a specially-modified PC drive for imagining both
sides of C64 disks. I'm massively into preservation
so it's a must-have tool. I only wish I had more disk
games to image with it!
And finally, what have you purchased recently for
your C64 collection?
Ultimate64 in one of the new black C64c cases and
a white keyboard for that plus/4 look. Love it, but
my 'real' C64s still get more use. The last game I
bought was Galencia, which I've played to death
already... and I don't even like shoot-'em-ups. The
C64 has many technical limitations, but it seems
no-one told Jay Aldred. Incredibly clever
programming there; I still can't quite believe what
I'm seeing when it's on.
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