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This book is dedicated to all the old (and new) gamers out there for whom the
Commodore 64 is still very much alive.

In this volume we explore some of the video games
created in 2015 and 2016 and speak with their creators
about the motivations driving them and the difficulties
they encountered during development. We love the
idea of giving creators a platform beyond their games
on which to delight and inform their audience - and it
is for that purpose we made this book.

We take a look at "Caren and the Tangled Tentacles",
a point-and-click graphic adventure; "Let's Invade! ",
a new extended clone of Alien Invasion; and
"Donkey Kong (2016)", a faithful port of the arcade
classic!

Although most of the book is dedicated to games,
we also give space to some of the best 8-bit
graphic masterpieces. This book showcases entries in
the graphics contests at the X’2016 and Syntax 2016 demo
parties.

We also examine a recent (im)possible project: a C64 port
of the recent multi-platform game, "Limbo"!

This first volume has 40 pages. The next will be
expanded to 44 pages if we can avoid increasing the
postage costs.

The final chapter is dedicated to the making of this
book!

PREFACE

You can reach the authors of this book at:
Website: regame.altervista.org
Email: regame@altervista.org

For information about IceTeam and their
other productions:

Website: iceteam.altervista.org
Email: iceteam@altervista.org
Facebook: www.facebook.com/IceTeamIt
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The LucasFilm games division was
famous for their point-and-click

graphic adventure games based on the
SCUMM games engine. These include the
commercial and critical hits Maniac Man-
sion (1987), Zak McKracken and the Alien
Mindbenders (1988), Indiana Jones and the
Last Crusade: The Graphic Adventure
(1989), LOOM (1990) and The Secret of
Monkey Island (1990). The first two games
appeared on the Commodore 64, and the
later games on Amiga and MS-DOS.

In those games you use a joystick or
mouse-driven point-and-click User Inter-
face to control an on-screen character and
interact with objects and other characters
to solve a series of
puzzles to complete
the game.

I'm sure that many of
you will be thrilled to
have new adventure
game on the C64 like
the LucasFilm ones
and this is not a
dream, but a reality!

Near the end of 2015
the development group PriorArt entered
their point-and-click adventure “Caren
and the Tangled Tentacles” in the Adven-
ture category of the Forum64 Game Com-
petition 2015. They won!

The game was coded by enthusi (Martin
Wendt) with graphic by Veto (Oliver
Lindau) and music by Jammer (Kamil
Wolnikowski). Their game submission
was version 1.0. It was later extended and
released as version 1.1 , followed by ver-

sion 1.3 which was a special limited edi-
tion for which just 100 cartridges were
produced by Retro Gamer CD (RGCD).

The cartridge-based release was a stretch
goal of the C64 Visual Compendium's
Kickstarter campaign. The other backers
receive a USB pen drive the size and
shape of a credit card. Its cover features a

beautiful illus-
tration of Caren
amidst swirling
clouds, and the
flipside has a
stylised cassette.

The USB drive
contains a CRT
(C64 cartridge)
image file of the
game plus PC,
Linux and Mac

versions of the popular C64 emulator
VICE.

After the game loads you are presented
with an initial menu from which you can
choose the following actions:
•read the graphical game manual
•set the in-game language to English or
German
•load a previously saved game

The main game screen is split into three

Caren and the Tangled Tentacles

Genre
Released
Code
Graphics
Music
Year

Adventure
PriorArt
enthusi
Veto
Jammer
2016

Usb key with CRT image of the game
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fact, the first thing I coded for Caren. At
its core it checks thirty-two 16-bit timers
every frame and decreases them if they
are still running. Once a timer ends the
following information is read out from its
corresponding task-slot: the amount of
frames for the next call (if any), the 16-bit
address of the routine to call, and three
additional bytes that go into the three
CPU registers before calling the given
routine.

This is the sourcecode for task-slots occu-
pied by the engine:
.byte 1,5,<_flash_pointer,

>_flash_pointer,1,2,3
.byte 1,3,<_update_actions,

>_update_actions,1,2,3
.byte 1,19,<_update_mimik,

>_update_mimik,1,2,3
.byte 1,23,<_poll_keys,>_poll_keys,1,2,3

So, every 5 frames the pointer changes
color, every 3 frames the engine checks if
the pointer hovers over an item or object
and highlights the available actions ac-
cordingly, every 19 frames the actor's
mimic is updated and four times a second
the keys are polled to see if someone has
tried to load/save a game or change the
game's language. All these do not require
any additional external information and
run on their own. If, for example, the
game-script for a room contains a line
like this:
say "Nun ist es besser.",0,"That's better
now.",0

This is inserted as a task which carries the
address of the line of text in registers X/Y,
the talker’s ID in register A and a refer-
ence to the game routine _talk. The timer
is set to launch _talk in the very next
frame. The routine _talk replaces itself in
the multitasking flow by a function that
gets called repeatedly; it stores the text
display area, prints the text and parses the
spoken text letter by letter to animate
Caren's mouth. When the task-slot gets

called and parses the last letter it starts a
wait-loop and finally restores the graph-
ics of the text display area.

The game never reaches 32 simultaneous
actions but in that event the engine will
balance priorities. The first slots have low
priority, the last slots have high priority.
The engine checks the slots starting with
the last one. For example, a door anima-
tion might be assigned slot #31 , so this
will be done first.

This is important as Caren runs at full 50
frames per second and uses no double
buffering. The multitasking system starts
when the raster beam reaches the end of
the room graphics. The tasks that affect
on-screen graphics are dealt with first -
completed before the raster beam begins
drawing the visible screen of the next
frame. Computing pathfinding steps is a
low priority routine that can be executed
during display. If raster time runs short,
the next slots, such as for key-press
polling, will be skipped that frame to pre-
vent flickering sprites and other graphic
glitches.

We will be smart enough not to design a
room with 10 large doors that can all be
animated in parallel ;-). But if we did, the
engine would decide to delay the anima-
tions from say door 5 on by one frame.
This is also why update_actions and
flash_pointer above occur in prime num-
ber intervals; so they overlap as little as
possible.

I know you’re following the Ron Gilbert
diary of his new adventure game,
Thimbleweed Park. Ron is one of the
fathers of adventure games on the C64,
and the creator of the SCUMM scripting
engine. What can you tell us about your
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Donkey Kong was one of the first ar-
cade game ports I played on a Com-

modore 64. Nintendo released it many
years ago - way back in 1983 - and it had
been a real shock to learn the C64 was
able to reproduce a game that previously
we’d only ever encountered at local bars -
housed in a bulky cabinet and playable
only if we fed it a coin. Today, in hind-
sight, I reckon my initial shock of seeing
Donkey Kong on a C64 would have been
even greater had I encountered the new
port that coding group Oxyron released
earlier this year!

This new version opens with an amaz-
ingly detailed introduction screen from
talented C64 artist Veto; amid steel
girders of an unfinished skyscraper a de-

fiant Kong hurls a barrel toward unseen
foes. The accompanying music is C64 mu-
sician Linus’ perfect arrangement of the
title music from Nintendo’s Donkey Kong
Country.

At the press of a key we are catapulted
into a repeating sequence of screens: high
score table with “coins”, a 30-second “at-
tract mode” and the title screen.

Applause!
That applause is not just for the existence
of those screens, but also for their ap-
pearance. The game looks very similar to
the arcade version - a point we need to
discuss further:

If you remember the original Donkey
Kong arcade game you’d be correct if you
thought its aspect ratio might be difficult
to replicate on a Commodore 64. The
C64’s versatile multicolour mode comes
at a cost: the horizontal resolution is
halved, so pixels become twice as wide -

an effective aspect ratio of 2:1 . Images
originally designed for a 1:1 ratio appear
stretched on the C64, as can be seen in
the original Nintendo port.

Ocean’s 1986 version is closer in appear-
ance to the arcade original, and from a

Donkey Kong

Genre
Released
Code
Graphics
Music
Year

Arcade
Oxyron
Peiselulli
Veto
Linus
2016

A pre-title graphic screen

The presentation screen!
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ion it is more interesting to follow a more
C64-specific attempt than a graphics down-
grade - which is not unusual by the way.
My graphics are more inspired by the
gameboy version, even though the ape is
typical[ly] me, I'd say..."

There is only one thing left to say: this is
probably the best arcade conversion to
date, and shows how future arcade ports
can be done accurately. Well done boys!

How did you come up with the idea to
make a new conversion of Donkey Kong
superior to the existing ports?

I bought an arcade board called “60in1”.
On this board many arcade classics are
implemented, one of them being "Donkey
Kong". After playing it I felt that this ver-
sion is much more fun than any version
implemented on the C64. As a result, I
thought it might be a good idea to make a

new C64 conversion that contains the
same game logic of the original arcade
game. But how would I do it?! Fortunately
I found the complete documented source
code of the original binary code dump in
an online forum that specialised in Don-
key Kong.

What coding techniques did you use to
implement such an accurate emulation of
the original game engine?

I recognized that it might be necessary to
split up the conversation process into two
main steps.

First, I would to convert all the Z80 stuff
into 6502 assembler.
Next, I would exchange the original hard-
ware of the arcade board with the C64
hardware.

But how could I check if the first step is
correct and I could start the second one?
That was the point at which MAME came
into play. I patched MAME so that it con-
tinued to emulate the original arcade
hardware but the Z80 CPU was replaced
with a 6502 CPU. This can be done very

Up and up!

I can reach you!

Ahhhhhhhhhhhh!! Bum

Creator's corner: code with Peiselulli
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B ack in 2003 I began writing a column
for SID related topics for ReLoad - an

Italian paper magazine for the C64. The
column used the same title, SIDin, as my
own PDF magazine that I’ve been produ-
cing since 2002. ReLoad had about 42
black-and-white pages and a color cover,
probably printed in-house by its owner.

Unfortunately just two issues were pro-
duced! I liked the idea behind that
magazine so much that in 2007 I began to
create my own magazine focused on
games and graphics. It has the same A5
format as ReLoad, but the pages were de-
signed with colour in mind, and a website
was created to accompany it.

My magazine was named ReGame be-
cause it was intended to show games of
the past and encourage people to play
games again on the Commodore 64. But
showing only old games was not enough,
so I decided the magazine would also cov-
er the best images ever pixelled on our fa-
vourite 8-bit computer.

So I used GIMP, Inks-
cape and Scribus to be-
gin making the magazine
- but my PC hardware at
that time was simply not
enough. It took 20
minutes to load the
magazine in Scribus then
another 20 minutes to
save the changes (it was
like using a Commodore
Datasette! ). In the end I
had to shelve the project
until the situation im-
proved.

But during that same period the last is-
sues of Game Over(view) were pub-
lished. This was a C64 disk magazine that
focused on new C64 games being created
at that time. That idea was a good one,
and because of the increasing number of
new commercial game releases I realised
that approach should be the model for the
soon-to-be-reborn ReGame.

Another magazine that
helped in this decision
was Commodore Free,
an excellent digital pub-
lication still produced to
this day and featuring
many interviews with
people related to the
programming and demo
scene. But I wanted a
magazine with that kind
of content on paper...

So, back to the very re-
cent past, there were two
items that encouraged
the birth of ReGame:

ADDENDUM

ReGame collage

ReLoad magazine
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Reset 64 Magazine and the fanzine
Freeze64. I received a specially printed is-
sue ofReset 64 (issue 8.5) as a stretch goal
for the Kickstarter project “The Story Of
Commodore 64 In Pixels”. For me, the pa-
per version is more valuable than the PDF
version. Reset 64 usually has 20 copies
printed, distributed on a first come-first
served basis, with everyone else receiving
the PDF version. It is a pity not everyone
gets a printed copy. Paper is paper...

On the other hand, Freeze64 is a printed
magazine devoted to gaming cheats (as
was common in the old days), new games
in production, special interviews, game
secrets, game endings and more. It is cre-
ated by Vinny and you should never miss
an issue of this high quality product. It is
a pure diamond that you must have on
your desk, believe me!

With those last examples in mind,
ReGame 64 is now a reality - but as book,
not a magazine! This may seem odd but it

is the only valid way to release it in Italy,
even if it is a not-for-profit product! So it
will be a book minus an ISBN number (to
reduce costs). It will produced as volumes,
each with a preface, chapters and biblio-
graphy - just like a book. A good one.

As you can see, I want to give a lot of
space to the coders, artists and musicians
who created the games reviewed in the
book. This is by choice, and will be the
hallmark of this publication.

ReGame 64 will also showcase the
pixelled artwork of the best C64 graphic
artists. When I first started planning this
publication I intended that they and their
work should receive special attention.
Additionally, relevant information and
public comments from Commodore Scene
Database (CSDB) will be reported here.

The front cover of the book is dedicated
to the games reviewed and it is arranged
as a notes board and try to took the es-

sential part of a game and re-
produce it in an artistic manner.
This is an evolute step onto the
original ReGame cover that used
original 8-bit images of the
games but in a vectorized form.

The back cover of each volume
will be reserved exclusively for
an artist’s fantasy composition
of one of the games featured in-
side.

Freeze64 Fanzine
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Caren and the Tangled Tentacles
http://martinwendt.de/caren/
http://facebook.com/carengame (accessible for everyone)

Let's Invade!
http://csdb.dk/release/?id=151230

Donkey Kong 2016
http://csdb.dk/release/?id=151272

Commodore Free
http://www.commodorefree.com/

Game Over(view)
http://csdb.dk/group/?id=4725

Freeze64 Fanzine
http://freeze64.co.uk/

Reset64
http://reset.cbm8bit.com/

Limbo
https://www.youtube.com/watch?v=4FOOeEV36c4
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