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C64 Dead? When did this happen?

It never ceases to amaze me that
the Commodore 64 user base 1s
still so strong and passionate.

Roughly 20 years after it
finally ceased production,
enthusiastic users continue to

embrace our 1little breadbin for
a number of purposes and
reasons. But, 1it’s clear that
whatever the reason you continue
to use your C64 one thing 1is for
sure, you are far from alone!
The 1internet has allowed users
to interact and immerse
themselves 1in a plentiful amount
of user groups, forums, web
pages and databases with a
wealth of information and access
that any (64 wuser would have
dreamed about 1in 1its heyday.
Whether you’re just reliving a
nostalgic and happy past or
still programming demos or
games, one thing we «can all

Page 3

machine of ours has stood the
test of time and 1is arguably
stronger now than it was at its
commercial decline in the early
90’s. Scene demos continue to
reach new boundaries and break
records, new quality games are
plentiful, and the forums are
going as strong as ever - not to
mention the 1impressive new
hardware that has appeared over
the last few years. C64 dead, I
think not!

Welcome to the first Reset,
designed to give the modern (64
user a light hearted 1insight
into the current world of the
C64. I hope you enjoy the first
edition.

Long(er) Tive the (C64 and retro
computing!

Sincerely,

Usiele K

agree on 1is that this Tittle
Credits:

Editor, Writer, Design - Kevin (Unkle K)

Writer - Vinny (C64endings.co.uk)
Writer - Ray

Writer - Merman

Writer - The Mighty Brain (TMB)
Comics - Cameron (Gazunta)

Some screenshots, graphics and clipart © various sources on the internet. If you require an
image to be removed please contact resetc64@gmail.com

A1l text remains the © of the author.
This is a non-profit, free publication.

Produced 2013 © Reset.. Please contact us at the above mentioned email address.

Can you name each game on the front cover? Visit the Reset thread @ Lemon to have a go.

Answers next issue.



Frank put on Cisco Heat
and everybody left. Go
figure?

Turrican gets awarded a
gold medal ending from
C64endings.co.uk, but un-
fortunately the award was
too late for the cover art.

The cassiopei - brings new
meaning to the words
‘Press play on tape!’

Reset...

Games That Weren’t

Frank Gasking had a
display for GTW64 at the
Play Expo 2013 in
Manchester. It 1is always
fantastic to see the (64
on display at events Tlike
this. Photos, videos and
a podcast from the event
have been posted on the
GTwW64 website. Ten new
updates were posted at
GTW64 on October 14th,
including updates for

C64endings.co.uk

If you haven’t visited
this site before,
Cb4endings.co.uk contains
screenshots and reviews of
end sequences for (64
games. At the time of
writing they have 810
online game endings, 625
YouTube videos, 795 in
their offline archive and
a Tlist of 454 games that
have no endings at all.
They also have a forum and

Cassiopei

The Cassiopei is an
interesting new device
designed by Jan Derogee
for 8-bit Commodore
machines. It uses the
cassette port to Toad .PRG
and .TAP files up to 50
times faster than the
ordinary C2N. The
Cassiopei includes a built
-in file browser and can
hook 1into the PC’s USB
port to download files

Page 4

News

Breakthrough by Jon Wells
(a particular favourite of
mine, which Commodore
Format readers may
remember) and a Lord of
the Rings RPG from
Interplay. GTW64 continues
to be an important site
for unearthing and
discovering unfinished,
unreleased and cancelled
C64 games.

http://www.gamesthatwerent.com
gtw64

a Tist of games with ‘Gold
Medal’ endings. (64 games
are notorious for having
simple message screens at
the end, or even worse
just Tlooping back to the
first Tlevel, so it is
great to have a 1ist of
games  with satisfying
endings. This site is

regularly updated too,
which is certainly a
bonus!

straight into 1its internal
memory, as well as for
updating firmware. The
device also features an
expansion connector.
Information on its
availability is a Tittle
bit sketchy, however, Jan
is easily contactable from
the website if you would
Tike more information.

http: jderogee.tripod.com/
projects/Cassiopei/Cassiopei.htm



http://www.c64endings.co.uk/
http://jderogee.tripod.com/projects/Cassiopei/Cassiopei.htm
http://jderogee.tripod.com/projects/Cassiopei/Cassiopei.htm
http://www.gamesthatwerent.com/gtw64/
http://www.gamesthatwerent.com/gtw64/
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Commodore Free

Commodore Free have
released their 73rd issue.
Dedicated to all Commodore
computers, Commodore Free
is released as a PDF,
ePUB, MOBI, HTML, TXT, SEQ
and D64 disk image. This
issue 1includes a special
reader interview with
Nigel Parker, the
magazine’s  creator  and
editor. The magazine is
always full of interesting
news and features as well

Psytronik

Psytronik have indicated
that their next release
will be The Vice Squad,
which will be ready “this
side of Christmas”. Next
year, Psytronik plan on
releasing games 1in their
Ultimate Range, which will
feature big boxes with
glossy artwork and also
include bonus goodies. The
first release 1in this new
range will be Darkness,

Brisbane C64 Night

The Brisbane C64 night is
back! The annual event is
being held on Saturday
30th November, 6:00pm—
11:00pm, at Bray Hall
which is Tocated about 5
minutes walk from the
Petrie train station.
Entry 1is $5, which will
help cover costs for the
night. Attendees are
encouraged to bring in any
unique and interesting

as game reviews and
competitions. It is
extremely comprehensive
and has gone from strength
to strength since it first
began. Richard Bayliss has
made a call out for any
exclusive games and demos
to be included on future
cover tapes for the
magazine. See the website
for more details.

http://www.commodorefree.com

which 1is being developed
by Achim with graphics by
Smila.

Kenz has also indicated
that he plans on re-
releasing Commodore Zone
with new cover artwork and
colour screenshots.

Visit the Psytronik
webpage or email Kenz for
more information.

http://www.psytronik.net

hardware that they might
like to show off, or even
their favourite game, demo
or utility. Previous
nights have included games
competitions, scene demos
and coffee drinking. They
have been huge successes
and there is no reason why
this one shouldn’t be any
different.

More details @ Lemon.

Afree to download Magazine dedicat
Issue 73

Multicart Review

Do yourself a favour
and get the latest issue
of Commodore Free.

The Psytronik 20th
Birthday celebrations.
What happens at the

party, stays at the party!

If you turn up to

Brisbane, California you
are going to be sorely
disappointed!


http://www.gamesthatwerent.com/gtw64/
http://www.psytronik.net/
http://www.lemon64.com/forum/viewtopic.php?t=50029

People from the United

Kingdom can be
creative too, and they
have the logo to prove

it!

4 N

“Most

commercial
publishers have
been busy, with
Psytronik and
RGCD 1in
particular
delivering the

goods.”

- /

\

1541 Ultimate II.
Some say it’s better

than sex, but not
quite as good as beer.
You decide!

Reset...
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(Games Scene

Inbound!

It couldn’t be a better
time to be a C64 gamer,
with a fine assortment
of commercial and pubTlic
domain games being
released and due to be
released 1in the near
future. Most commercial
publishers have been
busy, with Psytronik and

RGCD in particular
delivering the goods.
RGCD have released

Bomberland and the sales
version of Super Bread
Box, both on cartridge,
which have received
extremely positive
feedback on the forums.
RGCD’s 2013 (C64 16kb
Cartridge Game
Development Competition
is in full swing with 16
confirmed entries at the
time of publication. The
deadline 1is midnight GMT
on the 30th November,
with some great cash
prizes and 1541 Ultimate
ITI cartridges to give
away to the winners.
Previous competitions
have produced some

Auf Wiedersehen Barnsley

Smila, AKA Trevor Storey, has
released screenshots of another
upcoming C64 game called Barnsley
Badger. Created using the Soulless
engine and described as a Monty
Mole style game with a ‘few
puzzles thrown in’. Not quite sure
if Smila ever sleeps or if he is
in fact two separate people, as
put forward by a poster on Lemon.
Needless to say, the screenshots
Took stunning. Hopefully this one

sees a release.

stellar entries so this
is definitely one
competition to Tlook out
for. Psytronik released
Flubble and Squij 1in
celebration of their
20th birthday. The
package comes with two
versions of the game,
the original version and
another with minor
graphical tweaks  from
Jon Wells and alternate
music by Paul Hannay
(Feekzoid). Psytronik
have also shown support
for the ‘Made in
Creative UK’ 1initiative.
This was started by the
now sadly defunct Blitz
Games as a way to “raise
awareness of the
economic and cultural
contribution of the UK
games sector to the
global games industry.”
Being Commodore 64
fanatics, we should all
be well aware of the
massive contribution the
UK games sector has
made in support of our
favourite 8bit!
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A fine selection of future releases.

r

Game Developer Publisher
Armalyte IT Cyberdyne Systems TBA
Barnsley Badger Smila Psytronik
Catnipped Smila/Endurion Psytronik
Crimson Twilight Arkanix Labs TBA
Darkness Smila/Achim Psytronik
Hyperion SmiTa/Endurion Psytronik
Invert TND ?

Jam It ? Psytronik Sports
OQutrage Cosmos Designs/? Protovision
Pac-It Protovision Protovision
Pushover Magic Cap ?

RGCD C64 16kb Cartridge Game De- Various ?

velopment Competition

Rocket Smash ? RGCD

Super Carling the Spider ? Psytronik
Ultimate Newcomer CID Protovision
The Vice Squad Smila/Achim Psytronik
Wonderland Endurion Psytronik

————————

Every effort has been made to make this Tlist as accurate as possible. Please
support the developers and publishers by sending them messages of support and
buying their games when released.


http://www.lemon64.com/forum/viewtopic.php?t=45567
http://www.lemon64.com/forum/viewtopic.php?t=49915
http://www.arkanixlabs.com/
http://www.lemon64.com/forum/viewtopic.php?t=47037
http://www.lemon64.com/forum/viewtopic.php?t=42886
http://tnd64.blogspot.co.uk/2013/08/here-comes-blob.html
http://www.protovision-online.com/development/outrage.php?language=en
http://www.protovision-online.com/development/pacit.php?language=en
http://ready64.it/hosted/pushover64/
http://www.rgcd.co.uk/2013/05/c64-16kb-cartridge-game-development.html
http://www.rgcd.co.uk/2013/05/c64-16kb-cartridge-game-development.html
http://www.lemon64.com/forum/viewtopic.php?t=47261
http://www.lemon64.com/forum/viewtopic.php?t=48366
http://www.protovision-online.com/development/ultimate_newcomer.php?language=en
http://www.newcomer.hu/index.html
http://www.lemon64.com/forum/viewtopic.php?t=46104
http://www.lemon64.com/forum/viewtopic.php?t=45369
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Game Review

Game: Super Bread Box

Publisher: RGCD

Release Date: October 2013

Available: RGCD

It’s a bit 1ike: Bubble Bobble Vs BombJack
Score: 9/10

The deluxe edition will cost RGCD unveils the long awaited commercial 64kb
you an arm and a leg, but physical release edition of Super Bread Box. The
| h ill | .. .
at least that stil leaves you 16kb edition has been out since the 2012 RGCD 16kb
one arm to play it with. .. . .
Games Competition (which it won). Is the new
//f —\\ edition worth your hard earned dough? Will it rise
to the occasion? Do we really knead 1it? Read on.
“A 2D action
game at its Game Overview
core, Super Super Bread Box is an official top again. Your objective,
Bread Box plays conversion by Paul Koller of other than simply surviving,
the 2010 PC 1indie hit, Super is to stop the creatures from
on a static Crate Box. The original was reaching the bottom as well as
screen very well received by gamers collecting special crates
and critics for its fast which offer various weapons to
containing action gameplay. use against the enemies. Your
various A 2D action game at 1its core, score is a reflection of how
many crates you collect, which
" Super Bread Box plays on a )
platforms. ceries of static  screens in turn allows you to unlock
\ j .. . new Jlevels and ©playable
containing various platforms.
. characters.
An assortment of enemies
continue to fall in from the The options menu consists of a
top of the screen and make tutorial which explains the
their way through the Tevel objectives to the player. The
Filirar-m until they fall dinto a fire game is available as a
pit located at the bottom. If physical release (cartridge)
this happens, they come back or download for use 1in
nastier and faster from the emulators/1541UTtimate/

Chameleon from RGCD.

Concept

YLHMEEER

If you think this game is
going to be a ‘walk in the

bakery’, think again! EETifiiprrie—pyrrriiiineriiy
—
=s T ew



http://rgcd.bigcartel.com/
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Unkle K - 9/10

Super Bread Box 1is one of
those games where you are
Titerally thrown straight into
the action. There dis no
difficulty curve, no easing
you into 1it. You start the
game and it immediately kicks
your arse! One of the most
important aspects of any game
are the controls, and 1in Super
Bread Box they are super
tight! The physics in the game
are absolutely perfect. So
many platformers/shooters have
been irreparably hurt by dodgy
controls and collision
detection. The overall frantic
and unforgiving nature of the
gameplay Tleads to a full on
experience that 1is both fun
and exciting. The inclusion of

Cé64endings.co.uk - 9/10

I’'m a 1ittle lazy when it
comes to computer games; I
either play them once, and

then I can’t be bothered; or I
don’t play them at all and
just fiddle with the code.
This means that it takes a
‘special’ kind of game to get
my attention and really get me
excited.

Ro11l out the red carpet
because Super Bread Box from
RGCD has got my attention.
This fast paced and CRAZY

shoot’em & collect style game

a save state means your
progress is never lost and the
on-1line high score chart is a
C64 first! A simultaneous two
player mode 1is sorely missed
(was probably not a part or
the original PC game?) but
that is the only thing missing
here. The graphics are
exceptional and have a certain
style about them and a
suitable soundtrack plays
throughout. The current crop
of C64 games is truly amazing,

taking dinspiration from the
strong PC 1indie games scene
which in itself takes
inspiration from the golden

age of gaming. We’re a real
Tucky bunch, aren’t we!

Superb!

has got what it takes to keep
us all occupied for a Tong
while yet. With {its various
levels, weapons, and
characters to unlock I can’t
work out whether I’m coming
or going - which is a good
thing.

And the icing on the cake? A
wonderfully designed on-Tine
Highscore chart that allows
you to enter your strategy
code, and see where you are
in the world-wide Tist.
Genius.
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The original PC version. The

C64 graphics compare very

favourably!

-

“There 1is no
difficulty

curve, nho
it. You start
immediately

kicks your

arse!”

~

easing you 1into

the game and it




Bomberland Deluxe
Packaging, 100%
guaranteed not to self

destruct or your money

back.

/

N

\

“The gameplay
is spot on,
with everything
moving exactly
as it should
and the
controls
feeling natural

and

Reset...
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Game Review

Game: Bomberland
Publisher: RGCD

Release Date: October 2013

Available: RGCD

It’s a bit like: Bomberman, surprisingly.

Score: 10/10

responsive.” 4//

Play as Nick Brody from

Homeland, rumoured to be

an unlockable hidden
character!

Bomberland, apparently 10 years in the making.
Heavily 1inspired by the classic Bomberman series
by HudsonSoft, 1it’s certainly not the first game
of 1its kind, not even on the C64. Will you be
blown away by it all, or will it fail to have an
impact? Either way, hopefully you have a blast

finding out!

Game Overview

Bomberman, published by Hudson
Soft, first appeared on the MSX
platform and a few other
Japanese computers in 1983. It
was even ported across to the
Spectrum as ‘Eric and the
Floaters’. A NES version was
released in Japan in late 1985
(not 1in North America until
1989) and a true Tegend was
born. Since then, ports and
versions have been released on
almost every home computer and
console, with a couple of
notable exceptions. Us (64
users received zip, nothing! A
re-imaged game was released in
1990 and released in Europe as
DynaBlaster. Sadly, it  was
never released on the C64 even
though it was announced. But
that’s about as close as we
got. We did get a few fantastic
unofficial versions  though,

including the recent Bomberman

C64 released 1in 2007, also by
Samar. Now, 1in 2013, we get
Bomberland by Samar Productions
and RGCD. Despite some silly
backstory about elections and

saving Bomberland, this is
Bomberman at dits core. The
gameplay revolves around

navigating a single screen or
scrolling maze while planting
bombs to blow up enemies and
obstacles. Along the way there
are various power-ups to
collect and enemies to defeat.
This 1is a very simplified
explanation, because there is a
bit more too it than that
(including many ways to score
and bosses to fight) but
suffice to say, once a Tevel
has been cleared you need to
Tocate the exit and off you go.
BomberTand supports both the
Protovision and Hitmen four
player adaptors, as well as
keyboard support so you can
have up to five human players
playing at once in manic death

matches. RGCD have released
Bomberland as a physical
release (cartridge only) and

download. Both packages include
a manual, code sheet, monster
sheet and poster.


http://rgcd.bigcartel.com/
http://www.gamesthatwerent.com/gtw64/dynablaster/
http://csdb.dk/release/?id=45809
http://csdb.dk/release/?id=45809
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Unkle K - 10/10

No amount of expletives can
give my excitement towards
this game justice. Perfect 1in
just about every way,
Bomberland is a truly
exceptional release. It’s the
best Bomberman variant on the
C64 and does the
unformentioned series true
justice. The attention to
detail 1is superb, with the
consoleseque presentation,
the super stylish graphics
and Bomberman inspired +
original SID themes. My 8
year old daughter and I had a
great time, and any c64 game
that can hold the attention
of a kid 1in the days of
Android, 1i0S and consoles is
proof in itself that gameplay

Cé64endings.co.uk - 10/10

There are certain game styles
throughout your Tifetime that
you naturally avoid. For me,
it has always been RPG games,
and also anything that
resembles  Bomberman. It’s
very much to do with personal
taste, and also what vyour
mind is comfortable with. But
then along came Bomberland
published by RGCD, and all
that seemed to change.

Bomberland for the Commodore
64 1is an exciting breath of
fresh air. It’s very much 1in

2 THIS IS5 THE EBOMEERLANLC .
. THE LAHNC WHOSE RESICDENTS
LIKE EXPLOSIVE EUVENTS.
UNFORTUNATELY. THE GLOEBAL
CRISIS HAS ALSD REACHED
= INTO THE TREASURY OF A
DEMOCRATIC COUNTRY .

AFTER RECENT ELECTIOMS. THE DISSOLUVING LIUVING
CONDITIONS HAVE RESULTEDR IN POWER ACCESS OF AN
EXTREME HNATIOWAL PARTY HEADED BY LORD BDOMEBER .

HE AND HIS CREW HAVE LONG AWAITED FOR THIS DAY

THEY QUICKLY SHIFT THE
STATE TO TOTALITARIANISH
- FORCING THE GOOD PEOFPLE

OF THE LAND THNTO SLAVERY =
¥OU. AS THE LERACER OF
THE OPPOSITION MOJEMENT .
|

HAVE BEEN COMNSICERELD THE
HUMEER ONE EHNEHMY .

YOU HAVE TO OUICKLY FIND AWMD DEFEAT LORD B.
. SAVE THE BOMBERLAND !

¥OU ARE THE OHLY HOPE.

continues to reign supreme.
We always knew it, didn’t we!

There’s a fantastic
assortment of power-ups and
maps. The gameplay 1is spot
on, with everything moving
exactly as it should and the
controls feeling natural and
responsive.

I haven’t finished Bomberland
but so far have thoroughly
enjoyed playing it. Those of
you that Tike discovering
hidden features will have
loads of fun.

BomberTland 1is a game for
everyone. It truly is a game
that shows off the «c64’s
capabilities. Brilliant!

the style of the old
Bomberman games, but at the
same time 1it’s also very
different. It’s fast, 1it’s
furious, 1it’s colourful, it
sounds brilliant, and most of
all it’s a lot of fun. I’ve
been fortunate enough to play
every Tlevel and complete the
game, and I must say, I
wasn’t bored once and still
go back for more - especially
with the hidden features.

A MUST-HAVE for any Commodore
64 gamer!
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“Bomberland for
the Commodore
64 is an
exciting breath

of fresh air.”

\_ /
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The game would even be
more mysterious if it
remained untranslated.
Thanks a lot, Hokuto Force!

//’“The thing abou;\\

type-ins is that

half the fun is
actually typing
them 1in, running
them, and
needing to find
the countless
typing errors
while trying to

make the games

\_ run.” .

ISLAND OF SECRETS uL.L

JENNY TVLER & LES HOWARTH

BUGFIXES~1541 SAVE/PETSCII ART: EREGIL

1
READ INSTRUCTIONS?
CYANT

THE BOATMAN

The Boatman kind of looks
like the Grim Reaper. You’ll
be wishing it was after
playing this for a while.

Reset...
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Oldie Game Review

Game: Island of Secrets
Publisher: Unknown

Release Date: October 2013 (Hokuto Force crack)
Available: http://csdb.dk/release/?id=123599

It’s a bit Tike: Early C64 text adventures

SCORE: 5/10

Island of Secrets is an adventure game recently
unearthed and released by the cool guys in Hokuto
Force, so we thought we'd give it a go. We’re just
a little unsure if we’re allowed to tell you any-
thing about it though, so shh!

Game Overview

Island of Secrets (originally
published in Italy as L’Isaloa
Dei Segreti) is a text adventure
with slight RPG elements,
written in basic but compiled in
BT1itz. You play the part of
Alphan, your mission being to
find the objects of power to
restore warmth and Tlife to the
world. What the objects are you
don’t know. A time Timit s
enforced, and your strength and
wisdom scores progress as Yyou
play the game. Eat food for
instance, and you will 1increase
your strength. Make good
decisions, and you will increase
your wisdom. These stats are
essential 1in certain parts of
the game. The are a few randomly
occurring events throughout the
game to keep you on your toes,80
different Tocations and various
characters you will meet along
the way. Saving and Toading your
progress is enabled. The parser
is as basic as it gets, usually
only requiring a direction, or a
verb/noun combination. Hokuto
Force have provided a solution,
map and enhancements to the
original game.

Unkle K - 5/10

I'’ve always had a Tlove/hate
relationship with text
adventures. I'd love to be good
at them, but hate the fact that

I’'m not. It all began as a
child playing Bastow Manor,
which Island of Secrets

actually reminds me of with its
simple parser. Everything here
is fairly basic but it’s

actually kind of cool
considering it originated as a
type-in game. Worth a quick

look and won’t tax the brain
too much, but needless to say
don’t expect an Infocom or
Magnetic Scrolls quality
adventure. The thing about type
-ins 1is that half the fun is
actually typing them in,
running them and needing to
find the countless typing
errors you made while entering
the Tisting. This process
enables you to form a
connection with the game so the
end result is more fun. Anyway,
kudos to Hokuto Force for
translating, modifying, and
putting the package together,
saving another game from being
completely Tost and forgotten.
Fun for a single play through.



http://csdb.dk/release/?id=123599
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The Mighty Brain -

I will not lower myself by rating
this so called game just to satisfy
the curiosity of mankind.

Greetings Towly humanoid species. It is I,
The Mighty Brain. You will remember me as
the superior intellect who answered your
whiney Tletters and wrote outstanding
articles 1in that terrible excuse of
excremental wipe ‘Commodore Format’ for 61
painfully average 1issues. I was also the
brain who inspired Stephen Hawking’s ‘A
Brief History of Time’ (we had lunch), and
wrote the unpublished sequel myself, which
never appeared due to the in-capabilities
of your pathetic Tlanguage to properly
articulate the secrets of the universe.
Also, there weren’t enough trees left on
your disgusting planet to finish printing
the first chapter. Too bad!

I made a trans dimensional jump from
Galaxy 3542.7a of the Gamma Quadrant just
to review this game. Frankly, a being of
such a Targe intellect as myself 1is far
beyond participating 1in such trivial
matters, but as the (C64 gave me my start
in video game journalism all those Earth
years ago (a Tong time for you, but merely
a small fraction of my time 1in this
puniverse), I thought I'd make a
reappearance and say hi.

Island of Secrets 1is not the most
perplexing of adventures, in fact it only
took me 1/100th of a Nano second to
complete, barely worth Tloading it wup
really. But it was either that or adhering
to Mrs. TMB’s constant nagging about
cleaning out the Horse Head Nebula. So is
Island of Secrets worth your time? It’s
all relative really. It depends on how
much time you have, and what else you
could be doing with it. It is certainly
preferable to sitting through a Tom Hanks
and Meg Ryan rom-com movie marathon with
the wife, but not quite as good as the
thrill of travelling through a black hole
beyond the speed of Tlight and having your
innards infinitely ripped apart and put
back together at the sub-atomic Tevel to
travel back in time. I hope this helps.

Farewell, TMB.
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HORDS UNDERSTOOD

get, take, go, give, drop, leave, eat
drink, ride, OpPeén, Pick, Chop, ChiPp
tap, break, fight, strike, attack, hit
kill, swim, shelter, help, scratch,
catch, rub, polish, read, examine, fill
say, wait, rest, wave, info, quit

apple, egg,., flower, jug, rag, parchment
torch, pebble, axe, rope, staff, coal
flint, hammer, canyonbeast, loaf, melon
biscuits, mushrooms, water, wine, sap
boat, Chest, column, stone, trapdoor
villager, liquor, sSwampman, Sage, books
roots, wraiths, cloak, omegan, snake
logmen, scavenger, median

nort

h, south, east, west, up, down.
in, out

It’s just a shame that ‘quit’ isn’t in there too. Oh
well.

Not your traditional game over screen. Ha Ha
Hah indeed, Omegan.

ISLAND OF SECRETS TIME REMAINING: 16686
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OUR_QUEST BEGIN
WILL YOU DO? 3

With 1000 time, 100 strength and 35 wisdom
points remaining, that leaves us plenty of moves
to try out some naughty instructions. Like
you’ve never done it!
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Hardware Review

Name: 64JPX (purple) adaptor
Manufacturer: Nick Coplin

Available from: http://www.64hdd.com

Price: US$19.95 (red, blue) — US$23.95 (purple,
orange)

New joysticks for the C64 don’t grow on trees, and with

every session of Decathlon played, another joystick

Teaves this world forever. In comes Nick Coplin and his

64JPX adaptor, which allows you to use gamepads safely
from other systems and consoles. Genius!

It 1is common knowledge that
plugging 1in a MegaDrive/
Genesis controller directly
into the (64 joystick port
could harm chips 1inside the
computer. The purple 64JPX
purple adaptor alleviates this
problem and makes using these
controllers safe to use. It’s
clever enough to auto detect
whether you are using a Sega
or Nintendo controller,
although the Nintendo
controllers will require a pin
adaptor to be able to connect
to the 64JPX. The other great
thing is that the adaptor also
pre-programs the buttons on
the controller so unlike
regular C64 joysticks, you
have more than one fire
button. For example, on the
modified SNES controller that
I use (also purchased from
64hdd), b 1is used for regular
fire, y is up, a is down and x
is auto fire. As up on the c64
is usually reserved for

jumping 1in a Tot of games,
having a separate button for
jump (or accelerate 1in racing
games) and fire 1is a clear
advantage for gamers.

My MegaDrive controller also
works flawlessly on the purple
JPX being reviewed.

The adaptor is well
constructed and does not come
with any casing, which is not
necessary. Nick offers

optional heat sink wrap to
protect the electronics,
although mine work fine
without it.

The modified SNES controllers
that Nick sells are cheap
bootlegs (photo on Tleft) but

do the job, I have not had a
problem with either of mine
since they were purchased

about a year ago.

The 64JPX adaptors are a
fantastic idea and work
perfectly. I certainly

recommend this great product.

RED: for users who only want to connect their
Sega Genesis or MegaDrive controllers. Works
with 3 and 6 button controllers. The Start button
allows the different enhancement modes to be
selected. The Sega controller directly connects
to the 64JPX interface.

BLUE: for users who only want to connect their
Nintendo controllers. Works with SNES and
NES button controllers. The Start and Select
buttons toggle the different enhancement
modes available. You will need a pin-adaptor to
connect your Nintendo controller to the 64JPX
interface.

PURPLE*: a combination of RED and BLUE
interfaces. The 64JPX interface auto-detects
which controller is attached (Sega/SNES/NES)
and configures itself for it. You will need a pin-
adaptor to connect your Nintendo controller to
the 64JPX interface, or you can order the bun-
dle which includes a modified controller.

A flexible alternative if you want to use different
controllers.

ORANGE*: a combination of the RED (Sega)
interface and support for analog PC type con-
trollers (DB15 connectors). The 64JPX inter-
face auto-detects which controller is attached
(Sega/PCanalog) and configures itself for it.
You will need a pin-adaptor to connect your PC
analog controller to the 64JPX interface.

A flexible alternative if you want to use different
controllers.

This table, taken from the 64hdd
website, shows the different 64JPX
version available to buy.



http://www.64hdd.com/
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Deep Thoughts e wem

I've been thinking about bombs a lot
recently. They make a great gameplay
mechanic, blowing up obstacles,
revealing secret passages or getting
rid of enemies. And there have been
some great bombs making an impact on
the C64.

For issue 121 of Retro Gamer I wrote
a Making of Bombuzal, talking to
Tony Crowther and David Bishop about
how they created the brilliant
puzzle game. One of the most
interesting aspects is the choice of
viewpoint. The 2D overheard view is
useful for planning routes, but the
3D disometric view 1s more
impressive. David even admitted it
Tooked better for magazine
screenshots. If you've not played
it, the aim 1is to clear all the
bombs on the Tlevel without being
blown up or falling off the floating
platforms. Several well-known
programmers created special Tevels,
including Jeff Minter and Andrew
Braybrook.

At the end of the article the
unreleased Bombuzal sequel s
mentioned. And unreleased C64 games
were the subject of my article in
issue 122. This included a boxout on
games with bombs - the official
Dynablaster (aka Bomberman, see
screenshot on right) never made it
to the C64. I was personally
involved 1in an attempt to revive
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Scanned screenshot of the unreleased
C64 version of DynaBlaster, as seen on
Games That Weren’t 64.

Penguin Tower. I wrote several new
tunes with the Falco Paul/20CC music
player, but the progress stalled. We
had to wait for the brilliant Bomb
Mania from Classical Games to fill
the void, with Protovision's 4-
player 1interface making it so much
fun to play. At retro events 1in the
UK it attracted plenty of attention.

Another unreleased game was
Boombastic Benny, but that has
finally arrived after many years'
work in the form of Bomberland (see
review in this issue of Reset). It's
a fantastic piece of work by the
guys from Samar, perfectly
recreating the action and fun of the
classic Super Bomberman on the C64.
The graphics and music are
brilliant, and it all comes wrapped
in a fantastic package thanks to
James Monkman of RGCD. The orange
cartridge, instruction manual and
fold-out poster (complete with
monster 1ist) are a slick addition.
Grab it, plug in joysticks and drag
your friends around for some
explosive fun!



Ray Carlsen’s computer

saver could stop this from
happening to you.

4 N

“The Saver
protector is
essentially a
fast-acting
electronic
circuit

breaker.”

One of the more common
250407 boards.

Reset...

Page 16

Hardware

There has been lots of talk on Lemon recently about
homemade C64 power supplies being sold on eBay and
through various forums. Some of these may not be quite
as safe as you are led to believe. Ray Carlsen is a
Commodore enthusiast and has been involved in
electronics for 60 years. His ‘computer saver’ may just
be the mod you’re looking for while still using your

old power supply.

This over-voltage protection unit
is designed to prevent damage to
the Commodore 64 computer due to a
failing power supply. One of the
ways the Commodore "brick" power
supply can fail is from a shorted
internal 5 wvolt regulator. That
fault puts excessive voltage 1into
the computer and damages chips such
as RAM very quickly, and silently.
The Saver protector 1is essentially
a fast-acting electronic circuit
breaker. It functions to quickly
cut off the 5 volt supply Tine to
the computer if the voltage exceeds
about 5.3 wvolts. It 1s not a
"crowbar" device but opens the Tline
from the supply to the computer
before the voltage gets high enough
to do damage. That's the safest way
to do it. After-market power
supplies, even switching types, can
fail at any time. Switchers are
more reliable and Tess prone to
catastrophic failures but can still
cause damage to the computer when
they fail.

Early versions of this protector
were wired '"downstream" from the
power switch. That method Tlater
proved to be problematic because,
as the computer was switched on,
the relay engaged but its contacts
would often "bounce" and the
computer would not always start up
properly due to the resulting power
"glitch". Wiring the Saver
modification ahead of the switch
enables the relay to be engaged all
the time the power supply is
plugged in to AC power, whether the
computer 1is on or off.

There are several ways to add the
protection device to your system.
One way is to install the
components inside the computer
itself. That way, it is protected

from any supply that 1dis plugged
into it. If you have more than one
computer, a protector can be
installed 1in each one. Cost of
parts should be Tess than US$20 for
each unit. Since the parts count s
Tow, I didn't bother making a
circuit board for my dnternal
protectors although I did use a
"perf" board for my prototype. In
later ones, I used some silicone
rubber sealer as glue to hold the
relay 1in place on the motherboard,
then wired the other components on
top of 1it. Wires to and from the
added components complete the
installation. I took photos of
installations 1in several versions
of the C64 and C64C.

To install the protector «circuit
inside a (64, it 1is necessary to
open the +5 volt T1ine on the
circuit board. Input and output
Tines of the protector are wired to
each end of the now-open circuit.
If your C64 board differs from the
pictures on my site, you will have
to locate the correct area of your
board to make the connections. 1In
all versions, the correct point is
electrically between the power
connector and the power switch.
There are at Teast five board
versions of that computer, each
with a different PC board Tayout,
so the physical connections will be
specific for each board.

The most common board appears to be
the 250407 version B (see photos on
website), so I will describe how to
implement the modification of that
board first because it 1is the most
difficult. A modification must be
done to the bottom of the board.
Therefore, 1it's necessary to remove
the board from the case bottom and
then remove the metal shield


http://personalpages.tds.net/~rcarlsen/cbm/c64/SAVER/MOBOs/250407/
http://personalpages.tds.net/~rcarlsen/cbm/c64/SAVER/MOBOs/250407/
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(unsolder all tabs) from the
bottom of the board. NOTE: As
an alternative, you can
unsolder just one of the tabs
at the right rear side of the
board and bend up the shield to
access that area of the board.
I now use a Dremel tool with a
thin cutting blade to open the
copper circuit trace between
the power connector and the
power switch. The Saver
connections can be made to the
nearest solder pads of the open
ends or connections can be made
on the top of the board at the
rear of the power connector and
one Tleg of the power switch.
With those wires in place, the
bottom shield and board can be
re-installed and the Saver
components wired in.

Other common versions of the
C64 include board numbers
326298 (very early model),
250425 and 250466. The Saver
modification can be added to
those boards without removing
them from the case because
everything can be done on the
top of the board and no foil
traces need be cut. Look for a
small coil Tabelled LS.
Disconnect one end of that part
and install the input and
output connections of the Saver
across the open circuit.

On a C64C 250469 short board, a
connection on the input filter
coil can be cut (see photos on
web site) to install the Saver,
which makes removing the PC
board unnecessary, although
there isn't much coil wire to
work with. A better way 1is to
cut the trace on the bottom of
the board (as 1in the above
description) between the power
connector and power switch.
When adding the Saver circuit
to this computer board, note
that the area under that top
metal shield (heat sink) is
very small and you must mount
the Saver components as Tow as
possible so the metal shield
doesn't short to anything
underneath it when it's put
back. Alternatively, you can
cut a portion of the shield out
over the new components, if

that's easier.

As an alternative to mounting
the protector inside a
computer, one can be built in a
small box as a stand-alone
device. That way, you can use
it with any supply or computer,
but that has the disadvantage
of needing two DIN connectors
and an enclosure. If the
protector box is wired directly
onto a power supply cable, that
eliminates the need for the
added connectors, but it will
work with only that supply
unless physically transferred.
You can choose the
implementation that works best
for you. The «circuit 1is the
same regardless of how it's
installed. The stand-alone
protector requires a 7 pin male
DIN plug that fits the power
socket on the computer, and a 7
pin female DIN socket on the
other to receive the plug from
the power supply. Note that
although a 7 pin connector is
used, only four pins are
active. The socket can be an in
-Tine or chassis mount
connector, but the plug should
be wired to a short Tength of
cable which allows the
protector box to be moved out
of the way of the user. My
prototype model used a cut off
2' Tlength of cable from an old
dead power supply. It's not
advisable to use a full Tength
cable since its added
resistance would drop the
supply voltage and the computer
might not function properly.
For my prototype, I found a
chassis mount female DIN socket
from a junked piece of
electronics gear and installed
it in the protector box. The
male DIN plug cable was
"pigtailed" out of the other
side of the box. A failure
indicator LED can be installed
in the box if desired. Another
LED can be wired to monitor the
9VAC 1line as well, but that PS
failure is quite rare.

If the protector is going to be
added directly to a supply
cable: route the cable through
the box by notching the ends of
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the box to allow a Toop of
cable to go through it when the
cover 1is reattached. Cut open
the outer jacket of the Toop of
cable 1in the box. Note that
there are several different
manufacturers of those bricks,
and so the wire colours can be
different! The most common
bricks use the following wire
colours: brown or red for
+5VDC, blue for - (ground), and
two black wires or yellow and
white for the 9VAC. The +5V
wire inside the cable needs to
be cut and the ends wired to
the protector {input and output
Tlines. The end from the supply
goes to the dinput of the
protector and the one to the
computer goes to the output
end. The uncut ground or
negative lead can have a small
bit of 1its idinsulation removed
so it can be attached to the
protector circuit ground. The
other two wires of the supply
cable are the 9VAC Tlines and
they need not be opened unless
you want to add a voltage
monitor LED to that source.
Just install a 220 ohm resistor
in series with the LED to 1limit
the current to it and connect a
diode across the LED to prevent
reverse voltage from the AC
source which could eventually
damage the LED. Wire the diode
so 1its anode goes to the
cathode (minus side) of the LED
and the diode cathode to the
anode (plus side) of the LED.

How it works:

The circuit for the protector
is simple and straightforward.
A 4.7 volt zener diode on the 5
volt Tline continuously monitors
that DC level. The resistor in
series with the zener diode
1imits the current to the base
of the first transistor Q1, and
the resistor from base to
ground keeps the transistor cut
off until the threshold voltage
is exceeded. The zeners 4.7
volts plus Q1 transistors 0.6V
B to E drop totals sTlightly
over 5 volts, the trip point of
the device. If the supply
voltage rises above that level,
the zener diode conducts, turns


http://personalpages.tds.net/~rcarlsen/cbm/c64/SAVER/MOBOs/250425/
http://personalpages.tds.net/~rcarlsen/cbm/c64/SAVER/MOBOs/250466/
http://personalpages.tds.net/~rcarlsen/cbm/c64/SAVER/MOBOs/250469/
http://personalpages.tds.net/~rcarlsen/cbm/c64/SAVER/MOBOs/250469/

Ray produces a custom
external computer saver
which he makes in small

quantities. It runs between
the power supply and
computer.
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“Use of a power
hungry add-on
Tike a RAM
expansion unit
is not
recommended
using the
original CBM

brick power

\\¥pack.” )//

Inside the cased external com-

puter saver. Someone once
cut the blue wire instead of
the green. BOOM!
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on the transistor and pulls -ts
collector Tead to ground. That Tead
is wired to a normally conducting
second transistor Q2 which drives
the relay. When Q2 turns off, the
relay opens. The relay is de-
energized only during an over-
voltage condition. If the supply
fails 1in that manner, the relay
drops out and opens the previously

closed contacts cutting off the
+5VDC  supply voltage to the
computer. The circuit is designed

to keep the 5 volt line open only
as long as the fault persists. It
is self-resetting.

There 1is one fuse 1inside the C64
that protects the 9VAC 1line (and
another embedded inside the supply)
but neither the C64 nor its supply
are fused on the regulated 5 volt
Tine. One fuse can be added to the
protector circuit if desired. That
fuse will open if an external
overload or short «circuit s
accidentally applied to the
computer ports.

The new fuse protects the Saver
relay (too much current can weld
the contacts together) as well as
the power supply from excessive
current draw. However, that failure
is unlikely and a fuse isn't really

needed since the power supply
regulator IC itself has a feature
called "fold-back «current
Timiting". If too much current is

drawn for whatever reason, the
voltage automatically drops down to
Timit the current. If on the other
hand the regulator shorts and iits
output voltage rises, the Saver
will "trip" and protect the
computer and itself from damage.

Some notes about the parts used:

The relay can be an SPST (single
pole single throw) if the indicator
LED 1is not used. An SPDT (single
pole, double throw) or DPDT (double
pole, double throw) will also work.
The relay selected must have a five
volt coil and contacts rated at 2
Amps. Since the computer only draws
about 850mA (more when a cartridge
is used), a 1 Amp relay would also
work but a margin of safety is a
good idea. This design 1is different
than a previous one that turned on
the vrelay during an overvoltage
fault condition. The main problem
with that design 1is that a 5 volt
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relay will overheat and eventually
burn out if Tleft connected to a
failed (internal regulator shorted)
power supply. That 1is because the
voltage goes upwards to 11 volts
during such a supply failure, which
will be more than twice normal
operating voltage for the relay. In
such a case, 1if the coil burned
out, the relay would deactivate and
the computer would not be
protected. That's why the design
was changed.

You need a relay with a 5 volt
coil, and one that has a high DC
resistance 1is preferred. Relays
used 1in my early protectors had
coil resistances of about 60 ohms.
One drawback to that is it puts an

additional Tload on an already
marginal power supply. The higher
the DC resistance of the relay

coil, the less Tload it represents,
so a coil-resistance of 150 ohms or
higher 1is preferable 1in this
application. NOTE: small relays
often have a coil that is sensitive
to the polarity of dits dnput
voltage! If the coil 1dis wired
backwards, the contacts will never
pull in and the computer will not
get power.

The transistors can be any Tlow

power silicon NPN type rated at
500mA or more. The voltage rating
is not «critical either. Generic
types such as the 2N2222, 2N3565

and 2N3904 are OK as s their
equivalent such as the old Sylvania
ECG123A or NTE123A. A higher power
NPN transistor will also work, such
as tab mount or TO0-220 "flat pack"
types, although they are physically
larger. Note also that the metal
tab or case of such a transistor is
normally connected to one -dinternal
element, usually the collector, so
its metal case must be idisolated
from surrounding metal or wiring.

The zener diode can be a 1/2 or 1
Watt but dits voltage rating is
important since it sets the basic
"trip" point of the device. The two
resistor values at the zener are
Tikewise critical. See special note
at the end of this article! The
silicon diode across the relay coil
can be a standard power diode
(1IN2004) or a small signal type
such as a 1N914. Its current and
voltage ratings are not critical as
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1.5A fuse (optional)
[~~~ 11
+5VDC | | | C | com
from \ \ K| O 0
PS / 560 \ A /\ I \ relay
\ ohms | | L NO O \0 NC
4.7V K | / ] | |
zener N \ 1K \ | ———————== +5V out to
diode A /N N\ / \ \ computer
| \ | /
| | | \
| | c_ | / 470 ohm
| | |/ \ (optional)
| | | Q2 /
| C | B | |
| |/ N A
| | o1 E | \/_
| | | |K fault
/ N | | indicator
470 \ E | \ \ LED
ohms / | | | (optional)
| | | |
GND (-) | | | | GND
it's only there to absorb beefier supply makes the trip prematurely even with a
"spikes" from the coil when it Computer Saver unnecessary good PS. I've gotten feedback

de-energizes. Polarity s
critical for any diode. They
usually have a band around the
cathode (K) end. The resistors
are all 1/4 to 1/2 Watt carbon
or carbon film types. 1 Watt
resistors of the same
resistance value can also be

used although they will be
physically Targer. Space is
limited 1inside the computer,

especially in the C64C which
has a metal shield over the PC
board. Make sure nothing shorts
out when you put that metal
cover back on!

If desired, an LED (shown 1in
the diagram but not seen in my
photos) or a buzzer can be used
to monitor the relay status and
indicate a fault condition, but
their use is optional. If the
red LED on the computer goes
out, it's Tikely a power supply
problem, either Tlow or high
Tevel of the 5V Tine.

NOTE: Use of a power hungry add
-on Tike a RAM expansion unit
is not recommended using the
original CBM brick power pack.

That RAM unit originally
shipped with {its own power
supply, one that provided 2.5

Amps for the 5 volt line. That

since it's a switcher 1like the
C128 supply, and 1is therefore
not vulnerable to over-voltage
failure 1ike the C64 brick. If
you have an expander but no
supply for it, consider getting
a (128 power supply and
installing a power connector
that fits your C64. With that

hook-up, again, you don't need
a Saver. A (64 power connector
can be "pigtailed" onto the

existing C128 power cord in a Y
formation or wired directly
into the supply case Tlike the
128 cable. With both cables
attached, that supply could be
used with either computer (one
at a time, of course). Just
make sure to insulate all the
wires after making the
connections to the cable if you
decide to pigtail the 64 power
connector.

SPECIAL NOTE: Because of fairly
wide Saver component tolerances
and to accommodate the normal
voltage variations of even good
power supplies, the Saver
circuit must be "trimmed" so
the voltage cuts off at about
5.4 volts DC. If set too high,
it will not protect the
computer; if too Tow it will

from a few users indicating the
Saver would trip when they
turned their computer off and
remained in failsafe mode until
unplugged from the PS.
Apparently some power supplies
output can jump up past the
failsafe point when the load on
them is suddenly removed
(computer off). That's why the
trip point is set as high as it

is. 5.4 volts is still under
the "absolute maximum rating"
specification for the RAM
chips. To ensure correct
operation, I wuse a variable
bench DC supply and a very
accurate voltmeter to test and
adjust all my Saver circuits

after construction and before I
connect it to a computer. The
Saver trip point 1is often too
high with the standard resistor
values shown. To trim the
voltage trip point down, I add
a higher wvalue resistor in
parallel with the 560 ohm one.
That resistor value can vary
between 1.8K and 3.3K. To test
the «circuit afterwards, I
slowly increase the supply
voltage until I hear the relay
cut in (voltage appears on the
relay output side) and continue
advancing it until the relay



Repairable C64 power
supply.
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“The original
Commodore
"black brick"
power supply
was marginal to
begin with and
is a frequent

failure item..”

European power supply.
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cuts out again. The voltage at that
instant 1is the trip point of the
device. One alternative to trimming
with an added resistor: substitute
one of the two divider resistors
with an adjustable resistor or
"pot", the 470 ohm resistor with a
1K pot, for example. That would
make the trip point easily
adjustable. That said, fixed
resistors are more stable over
time, so that's what I use.

Since the 5VDC minus Tine s
usually tied to ground of the three
wire AC cord, it's a good idea to
include the connection if you are
constructing an external Saver.
That ensures the computer s
properly grounded 1in case the
transformer in the PS goes
electrically "Teaky".

If you use an LED to monitor the
9VAC source from the power supply,
use a diode such as a 1N914 across
the LED to protect it from reverse
current "spikes" from the
transformer. A standard power
supply diode 1is not fast enough.
Wire the diode as follows: anode to
LED negative and cathode to LED
positive. Use a current Timiting
resistor in series from the 9VAC to
the LED: 220 ohms.

I have a European power supply that
uses pin 4 rather than pin 5 for
the 5VDC into the computer. A (64
has those pins tied together in the
computer so either PS will work.
However, unless the two pins are
Tikewise connected in an external
Saver female connector, your PS may
not work with the Saver.

Some notes on the Commodore C64
power pack:

The original Commodore "black
brick" power supply was marginal to
begin with and 1is a frequent
failure 1item because 1its dinternal
components run hot normally. It is
inadequate to supply external
devices such as RAM expansion
units. The brick 1is potted with
epoxy and therefore unrepairable
when it fails. The internal
components are cooled by convection
through the case, not a very
efficient way to do it. The
internal supply regulator IC runs
hot and fails, sometimes taking the
computer with it due to overvoltage

Page 20

on the 5 volt Tline. Anything you
can do to keep the PS case cool
while the computer 1is running is a
good didea. Put it on the floor
where it's cooler and will not get
covered up with anything that would
restrict air flow around it. Dried
out electrolytic capacitors 1in the
supply is another kind of failure
but that doesn't damage the
computer, it just produces
insufficient voltage to run it.
That's why 1it's important to "load
test" a power supply. Checking the
voltage without a proper Toad is
meaningless.

After-market C64 power supplies are
designed "beefier" with heavy duty
regulators and larger internal (but
still air-cooled) heat sinks. Some
supplies are not much Tlarger than
the CBM brick, and a few were made
with metal cases. If the regulator
is mounted on the case, the waste
heat 1is radiated from the entire
case directly 1into the air, a
better way to do 1it. A1l of those
units kept the "analogue" or
"lTinear" design and so are Tlarge
and heavy. Building such a unit
from scratch is not too difficult
if you can find a power transformer
with two 9 volt secondaries that
can carry at least 1.5 Amps each.
As an alternative, two transformers
can be used, but of course your
supply will be that much bigger and
heavier. The more power required,
the bigger the transformer and
regulator needed. Other components
such as filter capacitors remain
the same. Note that a beefier
supply means the +5 volt output can
carry more current, not the 9VAC.
The original supply has the same
1.5 Amp spec for all versions of
the C64. The supply for the 128 has
a 4.5 Amp rating for its 5 volt
output and the same 1 Amp rating
for the 9VAC.

Switchers are lighter in weight and
run cooler than the previous Tinear
C64 supplies. Building your own
switcher is not recommended.
Finding the correct parts would be
the worst of it and the design of a
switcher 1is complex. Places Tike
DigiKey (www.digikey.com) and
Mouser Electronics (www.mouser.com)
sell ready-made small, high current
+5 wvolt switching supply boards



http://www.digikey.com/
http://www.mouser.com/
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cheaper than you could buy the parts to build
one. One of those boards plus a 9 volt 1 Amp
transformer and a case would get you a better
supply than you could ever build. That's how
I would do it if I were starting from
scratch.

Ray Carlsen

rcarlsen@tds.net

http://personalpages.tds.net/~rcarlsen

Note:

(European power supply) I own one of these 110/220V power supplies and I discovered only
recently that it uses pin 4 for +5V, unlike the standard C64 black or white "brick" that
connects it to pin 5. Both supplies work on the C64 because the power connector inside the
computer has those pins tied together! Note that if the square connector is changed to a round
one on a Plus/4 so a standard CBM supply can be used, those pins are already tied together by
traces on the motherboard, and both USA and European supplies will work.

Ray Carlsen 2013

For more information and many more helpful photos, please email Ray Carlsen and visit his web-site.

Reset and Ray can obviously take no responsibility for any inaccuracies or damage caused to your equipment
by following the advice in the article. Ray would Tove to hear from anyone about any errors, omissions or
ideas relating to his articles.


mailto:rcarlsen@tds.net
http://personalpages.tds.net/~rcarlsen/
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Next Issue

Thanks for reading Reset. I hope you had as much fun reading this
first issue as I had producing it. I would Tlike to thank everyone who
contributed to this issue. Vinny and TMB for their mini-reviews, Ray
for his outstanding computer saver article, Cameron for his (very
funny!) comics and Merman for his editorial. Please support them by
visiting their various webpages and/or emailing. A big thanks to
everyone who enjoyed reading and supported the magazine. If you
enjoyed reading this issue, would Tike to contribute, or even join the
Reset team, drop me an email at resetc64@gmail.com. Feedback and
constructive criticism is always welcome. Keep an eye on the Lemon
forums or various news sites, or contact me at the Reset email address
to be put on the mailing Tist for future issues.

Until then, see you on the forums.

Happy computing!

Usdele K

Co4 Web Directory Issue #1

Organisation/Site Web-Address

C64endings.co.uk http://www.c64endings.co.uk/

C64HDD http://www.64hdd.com/index_en.htm]l

CSDB http://csdb.dk/

Funny Web Comics http://funnywebcomic.com/

GB64 http://gb64.com/

Lemon 64 http://www.Temon64.com/

Psytronik Software http://www.psytronik.net/

Ray Carlson Electronics http://personalpages.tds.net/~rcarlsen/
RGCD http://www.rgcd.co.uk/



http://www.c64endings.co.uk/
http://www.64hdd.com/index_en.html
http://csdb.dk/
http://funnywebcomic.com/
http://gb64.com/
http://www.lemon64.com/
http://www.psytronik.net/C:/Users/Kevin/Documents/2K%20Play
http://personalpages.tds.net/~rcarlsen/
http://www.rgcd.co.uk/
mailto:resetc64@gmail.com
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Brendan Brewer Video Game Reviewer

GRGIE SEPY

By Cameron Davis

I'MAVIDEC 7
GAME REVIEWERY
i -

T JOST WANTED YOU PEONS
TO KNOW I GOT THIS GAME
FOR FREE, A MONTH AGO, FOR
REVIEW.

———

HENCE I AM YOUR SUPERIOR

e T

“IT'S SORT OF Ok IF YOU

LIKE THLIS SORT OF THING,

THE TwWIST AT THE END
WHERE YOU FIND OUT YOU
ARE A ROBOT 1S TIRED
AND CLICHE"

“SEVEN OUT
OF TEN.”

www Funngwebcomic.com

HI I'M HERE FOR THE ROLE AS
AN EXTRA ON SOME NEW GAME
SHOW YOU'RE FILMING WERE?T

THEY'VE ALREADY STARTED
FILMING, BUT GO THROUGH

THE DOOR TO THE SET..

WHY IS THERE BLOOD
COMING FROM THE
_ DOOR WAY?

SURPRISEY

{3 Cameren Dayis 20011

Blow the Cartridge

cAmeron@pl@nt-mancom

By Cameron Davis

OOOHKAY...OH YEAR, THE CASTING
AGENCY SATD I BAD TO BRING MY
TOASTER?

LEAVE IT WITH ME, YOU
WON'T BE NEEDING IT.

IT'S A

wiw . b lowthecartridae .. com ey Cameron Davis 2011
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Brisbane C64 Night

30th November 2013
6:00pm - 11:00pm
sts)

The only thing you need to bring is $5 (to help cover co

A fun night of Commodore 8bit Games, Demos & Hardware.
Bring along any cool or interesting C= hardware you have,

even bring along your favorite game, Demo or utility.
There will be plenty of room to set up your own system.

.D& 'l.l !Z‘I!’
e y P [
& CHINESET/A &
3 &
5 _PluAsuoi V k /ﬁ'&i‘éu‘g A

itz

iy
WOOLWORTH

Hall is about 5 minutes walk from Petrie train station.

For further details join our IRC - Server irc.comsoi.com Channel #c64irc (or via cbm8bit.com)
or check relevant thread on www lemont4 comforum’



