Commodore Free E-Cover Tape #2

By Richard Bayliss

After the success of issue 64's E-Cover tape. We have yet again decided to get those loading stripes in action and bring to you a second dosage load of great productions. We even have one or two exclusive productions for this issue's cover tape. I am also happy to bring you a a neat shoot 'em up game, inspired by a classic arcade game. We also have a some other goodies for you to enjoy.

If you have a game, demo or utility which you would like us to include on issue 66's E-cover tape, then please go ahead and submit it to us at the usual Commodore Free email address or to me via the TND web site. Okay, on with the show.

XETRIS

(C)2004 Danny Beismans

Programming and SFX: Danny Beismans

Graphics: Neil Kendall

Music: Richard Bayliss

Note code: Explorer/Agony

Music: Jeff/Camelot

Genre: Puzzle (Tetris)

Controls: Joystick in port 2

This is a Tetris remake. Tetris is a game in which you rotate shapes to form lines, to score points. I think some people, if not then most may have gathered this already huh?. The aim of Xetris is similar, apart from this time round there's a story, which Danny has made up for this game. The full story can be found before you can run the game, as I have put both files together as a whole specially for mastering to tape. To exit the story and run the game, pressing the CBM key will take you to it. 

The idea of the game is to place the falling shapes into place and form lines. Unlike normal Tetris, you have a limited number of lines to select instead of just one. As soon as enough lines have been created, within a time limit, a bonus will be awarded and you will proceed on to the very next level, in which has an additional construction built with the shapes, making the game more frustratingly addictive. 

Xetris consists of a nice presentation with some clever ideas implemented into it. I am pretty sure you may enjoy this game. If you are a Tetris fan.
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V.I.O.S 2011

(C)2011 Carl Mason

Programming: Carl Mason (Using SEUCK)

Graphics: Carl Mason

Music: Richard Bayliss

Genre: Shoot 'Em Up (SEUCK Vertical)

Controls: Joystick in port 1 or 2

This is a special 2011 version of the game, in which has some great scenarios.  Amazing effects, lovely graphics implementation and also superb skills used from the limitations of Sensible Software's Shoot 'Em Up Construction Kit. V.I.O.S is an awesome frantic laser blazing game inspired by the classic Japanese video games you seen in the arcades back in the late 1980's to the 1990's.  

Versatile Intelligence Operations Scout). Once again, The Federation are sending two new V.I.O.S recon pilots into Rynax territory. Constantly advancing the Rynax foothold grows ever stronger. This our last stand. Engage and eliminate the enemy on contact, and gather intel to the location of any large scale threat. The fire power and armour of these could be too strong for your upgraded V.I.O.S craft, but our battle station will support with it's ion cannon once it has fixed co-ordinates on it's position. Go give the enemies a major blast over. We know that you will want to.

At any time during play of VIOS 2011, player 2 is welcome to join in the fun. Just press the fire button and start laser blazing those evil scum-bags to save your world from a mass holocaust.
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RETRON

(C)2012 Arcadestation

Programming: Arcadestation (Using SEUCK)

Enhancements: Richard Bayliss (inc. gfx)

Graphics: Arcadestation

Music: Richard Bayliss

Genre: Shoot 'Em Up (SEUCK Vertical)

Controls: Joystick in port  2

Here's an exclusive cover tape game which TRON fans may probably enjoy. It is a vertical scrolling blaster by Arcadestation, featuring a new front end, in game music and enhancements. Retron has really difficult but fun game play, which SEUCK fans will  probably enjoy experiencing.

The Phase One mainframe computer system has been infected by  wide spread computer viruses. You have been assigned to program a solution to the wide spread of those viruses. If the virus spreads even further, then it could result to complete chaos.

Fly the Retron ship through the matrix of the mainframe system. To find what has been causing the main problem with the mainframe computer system and destroy existing viruses in sight. The Mega Virus, is a huge battle tank. To be able to destroy it (To stop the wide spread of viruses). You must find it first. 

Zapping at viruses during the journey may be quite helpful, but it doesn't really help when the viruses are throwing out deadly invincible charges. If your Retron ship crashes into the matrix, a virus or its charges. Then one of your ships will fizzle out.

Have you got what it takes to destroy the Mega Virus, before a huge virus widespread through the mainframe system – Causing possible Armageddon to the world. This planet needs a good programmer, and it is YOU who has to fight the Armageddon hackers' latest weapon.
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MEMORY

Public Domain Software

Programming: Pocok/Lethargy

Music: Ollie/Pride, Cane/ADSR

Genre: Puzzle (Memory)

Controls: Joystick in port  2

This was a game I remember quite well and was perfect for Commodore Scene back in the early 2000's. Now Memory is here once again with Commodore Free (Since it is a PD game). So what is this game all about?

A series of cards are spread across the table, upside down. It is up to each player to select two cards, hoping that each one will match. If it matches, then the player gets the points. The cards will also be discarded from the table. If however, there is a mismatch between the two cards. The cards get covered again, and it is up to the second player to participate in the game. 
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TAPE MASTER PRO V2.1

(C)2012 The New Dimension + Element 114

Programming: Richard Bayliss, Martin Piper

Genre: Utility – Tape Mastering

Controls: Keyboard only

To end this issue's cover tape, we have something fun for you all. It is also fully documented on this page. Have you ever had the dream about mastering tapes, with loading pictures, and music playing in the background? Well, with thanks to this utility and Martin Piper's IRQ tape system source, it is most definitely possible.

When programmers have their own limitations to mastering programs to tape. Either they pass it over to someone else, or used an existing tape mastering tool, which just had a plain loader. We know that tape loaders, such as Novaload, Visiload, Burner, Megasave (CHR loader) and RasterLoad were pretty common back in those days. But Thunderload is somewhat special. With an IRQ tape loader system and additional programming. You can get the system to do various things (Like you already saw what I did on this issue's cover tape – and tnd entries). 
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Tape Master Pro V2.1 allows you to create your very own IRQ tape loader, with some limitations. First of all the Scroll text message entry is very limited. The music can only load $1000-$2000, and cannot override $2000. Pictures loaded into the loader can only be built in the format of Koala Paint. I will give you a simple tutorial shortly. To help you get started. You can also select the tape turbo speed. From the fastest speed, to the slowest speed. There's also the loading colour bars which you can choose from as well.

As well as Tape Master Pro V2.1. I thought we should include an example tape master file for you to extract to disk, and try out for yourself. Here is a simple guide on how to make your very own tape master for Woolly Jumper (The TND release, not RGCD version we gave away last issue.)

First of all, go into the scroll text editor and type in: PLEASE WAIT … NOW LOADING – WOOLLY JUMPER … PROGRAMMING BY RICHARD BAYLISS … GRAPHICS BY SHAUN PEARSON AND STEVE DAY … MUSIC BY RICHARD BAYLISS … (C)2012 THE NEW DIMENSION … @

So then, why do we need an @ at the end of the message? This is so that the loader text can restart again, while waiting for the next file to load. The scroll text editor has a limited area to type. Thus you should not go past the last green char. Always remember to add @ at the end. Pressing RETURN/ENTER will store the scroll text and take you back to the menu.

Now the text has been edited, you can use the colour editor to select the char colours of the scrolling text. (Select the scroll text colour editor from the menu). When you edit the colours for the loading text use keys @ = Black, A = White, B = Red, C = Cyan, D = Purple, E = Green, F = Dark Blue, G = Yellow, H = Orange, I = Brown, J = Pink, K = Dark Grey, L = Medium Grey, M = Light Green, N = Light Blue, O = Light Grey. You can only edit 1 line for the character colours. Once you are finished with the text entry, press RETURN/ENTER again to store it and return to the menu.

The next part will be the fun part. It is one option no other tape loader/mastering system ever had, which makes this tool pretty unique. You have a wide choice of the loading stripes around the border scheme. There are the colour cycling ones (Where the colour cycle takes place per block loaded from tape), you can choose the same stripes scheme without the colour cycling. Or to make things more fun, you can choose the AND or ORA colour scheme. For this one, the boot loader will not show what is happening, but will load the IRQ loader system. The IRQ loader system will load with the AND/ORA mode colour scheme selected. For a very classic loader appeal, you can choose the multicolour loading stripes. Or for a professional appeal. Just a plain black screen with white thin loading stripes (Like Hi-Tec Software used to when displaying their logo/loading picture with their loader). Once you're done playing around with this option, press RETURN/ENTER to store the loading stripes.
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The next thing to choose is the loading/mastering speed. The loading speed is incremented by $10. The fastest speed to choose (Selecting the first option) is $80. This is a higher speed than Freeload's loader, itself. The performance of a high speed loader is less reliable for some duplication. Selecting the second or third master speed is pretty good and should be reliable enough. I usually choose speed $a0, just in case of poor duplication. My C2N behaves strangely now and then. The slower the speed, the longer the music can play :)

Now that the selected master types have been selected. Your next option will be to master the tape. Well, before we can actually do that. You will need to have a disk ready with all of the Woolly Jumper files saved on to there. Here's what the tape loader will ask you.

ENABLE FLASHING TAPE LOADER SPRITE Y/N? This is to indicate that the flashing of the sprite shows a very good load. The sprite will always appear on the top left of the screen. Then after a loading picture appears, the sprite is moved to the bottom left of the screen. Select whether or not you want the flashing tape loader sprite. Then move on to the next part.

MUSIC FILENAME: Enter the name of the tune which has been saved to the disk from the example file (Unless you'd like to add music of your own). Music must always load from range $1000-$2000. If a tune loads from $1000 and is less than the range. That's okay. Remember to add a * at the end of the file name to load. Else the loader will read spacebar as the rest of the files.

MUSIC INIT. Most music players these day initialize at $1000 and play at $1003. Tape Master Pro will always want to play the first existing tune in the player routine. Example init and play will follow shortly.

MUSIC PLAY. Most music players play at $1003 these days. Here's a key of what music players init and play at which address.

Common music players INIT $1000, PLAY $1003. These are Goat Tracker, Demo Music Creator, JCH Newplayer, Cybertracker, Music Mixer, Voice Tracker

USA Music Assembler: INIT $1048, Play $1021

Future Composer: INIT $1000, PLAY $1006

For the Woolly Jumper loader tune, select INIT $1000 and play $1003, as I used Goat Tracker for the loading music.

PICTURE FILENAME: Type in the name of the Koala paint picture and add a * at the end of the filename. Some Koala Paint pictures use an inverted SHIFT+A character followed by PIC. You can use ?PIC FILENAME* for Koala painted pictures.

PROGRAM FILENAME: Type in the name of the game in which you wish to master to tape, followed by a *. 

JUMP ADDRESS: This is the start address for the decruncher system / game start. You game must always use the $0801 load address, as it will be relocated when mastered to tape. Woolly Jumper uses SYS2061 (if you list it). To convert this to hexadecimal, you can use a HEX/DECIMAL calculator in the Action Replay M/C monitor. Typing:

N 2061

The result will be $080D

So type in $080D for the jump address.

TAPE FILENAME. This is the name of the actual program on tape. This will appear on screen in white and printed on the top left corner of the screen after it is found. Type in WJ if you like.

Now the main files are typed in (Hope you made no mistakes there else it'll be back to the drawing board again). Select 'Y' at the prompt asking if you wish to save your tape master. Type in the file name of the tape master you wish to save. Ensure all files (Music, Koala Paint Picture and Game) are on the same disk, then save the tape master to the same disk.

Now reset the C64. Load in the file name of the tape master, which you saved to disk. Then type in SYS49152. The border will flash with multicolours with a message 'PRESS RECORD + PLAY ON TAPE'. Do exactly that and the files will master to tape (Unless you have been unlucky enough to have made a mistake with the file names). After the tape mastering has finished. The C64 will reset. Now you can load in your program with the mastered loading picture with music.

NEXT ISSUE:

Well, I am not going to tell you what's going to be on the next cover tape. We'll just keep that secret :)

For future submissions of your own games, demos, tools for the cover tape. Please email richardbayliss.c64@gmail.com.

