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Commodore Free Cover Tape #4

By Richard Bayliss


Did you enjoy issue 67's cover tape. We had some less exclusive material, but do our best to keep the tape going.  We have two exclusive games, courtesy with Alf Yngve and Christian Siege. A playable preview of an upcoming RGCD+Psytronik Software game title. There is also a very handy utility on the cover tape as well, which we have found on an old Public Domain utility disk.

While we are on the subject of the Commodore Free E-Covertape. As you may know, these days it is very difficult to find new exclusive material for the C64 cover tape. If you are a programmer, or created anything using any particular game creator, without any form of copyright infringement, please send us your submission. We will be happy to master the program on to the cover tape for you.

Finally, you may have noticed we have a brand new feature has been added to Thunderload – Series Six, with huge thanks to whoever requested this option.  The loader now has a special “Load complete, press space” message for after loading has successfully finished. We have also increased the loading speed, to a possible high speed. This is only for a trial period. If the loader speed fails a lot on native C64 tape decks, please let me know at richardbayliss.c64(a)gmail.com and I'll decrease the loading speed for the next cover tape. 
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GRAYHAWK 2013 

(C)2013 TND Games and Alf Yngve

Game design + Graphics – Alf Yngve

Front End code and Music  – Richard Bayliss

Title screen logo – Johan Janssen

Alf Yngve has kindly produced us exclusively for Commodore Free this nicely polished Shoot Em Up Construction Kit title. Alf has been well known for many of his classic SEUCK titles, and his amazingly clever tricks for his games. However Grayhawk 2013 is yet another of his promising games. This time it is a vertical scrolling blaster, inspired by Firebird Software's Warhawk (Originally created by Proteus).

It is the year 2167 and planet Earth is under a major threat of an alien invasion. That's right – an alien invasion. According to our satellites, aliens are gathering forces on various asteroids. They are even gathering resources to build a deadly weapon. That of which is a huge threat to not only Earth, but the entire solar system. 
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We have sent out Grayhawk ships into space, to find out what is going on – and we have discovered, the aliens are maintaining sources to build a huge intergalactic bomb. One of which could make a huge impact on all of our planets.

As a Grayhawk pilot, you have been assigned to fly through each giant asteroid, shutting down all alien defences. Simply by zapping lasers at them. Unfortunately you will not be alone in each asteroid. The aliens are also ready to do battle against you. Shoot all aliens in sight, or try to avoid them. The aliens are that hostile, they will try to fry your ship. Can Earth be rescued or will the entire universe be penetrated by the alien's mega weapon?

Sheepoid DX Demo

(C)2013 Psytronik Software and RGCD

Programming and Sound : Richard Bayliss

Graphics: Trevor Storey

Music: Richard Bayliss 

Usually we are putting full games on to the cover tape. This time, we are happy to bring you an exclusive playable demo of a brand new game I have been writing for the RGCD cartridge and Psytronik Software. It is a game called “Sheepoid DX”. 

For those of you who remember Sheepoid, this game is a deluxe version of the crazy game. This game was of course inspired by Laser Zone by the Yaktastic Jeff Minter.

This demo version of Sheepoid DX features smarter graphics and sounds, and also 4 fun levels with really nice in game graphics and effects. The type of effect you would expect with a Psychedelic game. Unlike the original Sheepoid, there are no silly quotes at the top of the screen. This was to make way for the clever warp laser effects for where the aliens enter the screen. 
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Alien presence has been spotted down on Earth. It looked like a harmless space craft at first, but we wanted to be sure. So sent two sheep (the sheepoid) into the space craft. Looking through the cameras, we have discovered warp tunnels inside the ship. The sheep was then sent through the warp hole to each deck on the ship – The neon vortex.

Using a joystick In port 2. Guide your sheepoid and blast aliens with the bleat phasers. The problem is that you have a strange vision, and it is possible to shoot your own sheep as well. There are sheep in which you must rescue as well, simply by touching them. Transporting the sheep out of the neon vortex will result of a smart bomb. You can only carry ONE at a time. Try to avoid zapping the sheep, otherwise 1000 points will be deducted from your score. No matter how well you play, it is POSSIBLE to end up scoring no points at all :)

Sheepoid DX is going to be a game, given away in a double pack with Woolly Jumper V3 on disk, tape or cartridge. Please read the scroll text on the front end to find out more about this game. We hope you will enjoy playing it.

Wormhole Ride

(C)2013 ColorClash Software 

Programming: Christian Siege

Graphics: Christian Siege

Music: Richard Bayliss 

This is an enhanced BASIC programmed game, in which has been written exclusively for this issue's cover tape. The music in the game is a rendition of the 1969 soundtrack, Popcorn by Gershon Kingsley. C64 conversion by yours truly :) This game feels like one of those BASIC type in games, which you get from a programming book. Thus next week, we will be doing our own type in special.
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The aim Wormhole Ride is to guide your shuttle through 5 levels of the wormhole. The only trouble is that the Wormhole is not a straight forward path. The path has been badly built, which means that you are in for an uncomfortable ride. Therefore you have to dodge the rocky walls and avoid crashing into those. One slight hit, and your ship becomes space garbage.

To move your player you need to keep tapping the A / D keys to move left/right. 

Next issue: We'll be giving you a BASIC type-in game and bring you an enhanced version of it for the cover tape. 

Yucatan

(C)2009 Achim Volkers

Programming: Achim Volkers

Graphics: Achim Volkers

Music: Achim Volkers

Here is yet another great fun game for this issue's cover tape. We were actually going to save this game for the next issue's cover tape, but we didn't want you to wait any longer. As Achim Volkers has done a great game, and it'd be a shame to not release this one on the cover tape.

You are an intrepid explorer, who is searching in the heart of the Yucatan forest, for artefacts to send back to the National Museum of Historical events. Unfortunately, the natives and the jungle critters don't like you very much. The natives want you out,  and the critters, they just want you for lunch. 

Your task is to explore the jungle and villages, and pick up the idol artefacts. You will have a fixed quota to pick those idols up. Some will be in awkward places, which will unfortunately be impossible to get. Luckily, help is at hand. 

[image: image5.png]



Strewn across the jungle are bombs. You can pick those up, and blow up anything in sight. Hint: only bomb awkward places, where you cannot get your hands on those idols. Do not waste those bombs. Also try to avoid placing bombs next to idols. Once they explode, the idols could be destroyed. 

As soon as you have picked up enough artefacts, you must make your way to the end of the level, to move on to the next level. You will be rewarded bonus points for a level completed, then move on to the next stage. Where you have to match the quota once again. Can you complete all stages of Yucatan, or will the natives and critters prevent you from achieving your goal?

6510+ Assembler

(C)Public Domain Software 1989

Programming: Dave Weaver

Music: Perdita

I have been digging back through the old PD disks (Mixed Utilities 11), and I discovered this classic program. It is called the 6510+ Assembler by David Weaver. We have included both the installer and also the actual assembler, itself on to the cover tape. The installer will allow you to save a copy of the 6510+ assembler from disk. 


Let's give you a brief description of what the 6510+ assembler is all about. The 6510+ Assembler is a BASIC line programming tool, which allows you to write in your own machine code programs. From a demo to a game. Of course you will need some programming knowledge. Which is why we have included some handy routines and a help file etc :) To load either of those, use LOAD “”,1 to load from tape. After loading a listing/help file, type LIST to view it, or type ASSEMBLE followed by SYS49152 to try it out. Each listing uses the Spectacular turbo loader system, so that we can get the file name loaded much quicker. The examples we have on this issue's cover tape are:

· Hello World

· Border Widescreen Effect

· Smooth scroll routine
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Next issue, we will be starting a fun and quick to learn tutorial on programming the classic 6510+ assembler and getting more out of it. We shall also be making use of the Machine Code monitor as well. 

NEXT ISSUE:

So then what is happening on the next issue of Commodore Free's cover tape? Well, we'll have some games maybe another playable demo, and maybe a handy utility. We also have something EXCLUSIVELY SPECIAL for the next cover tape. What ever it is, you're wondering, it is TOP SECRET. Nobody will know until issue 69 hits the scene. 

