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C64, The Adventure!

Since the release of Colossal Cave Adventure environments allow us to be fully immersed
on the PDPR 10 in 1976 (which has been ported into other worlds, all housed within our

to the C64 numerous times), adventure games beloved breadbins, C2N units and computer
have been released on just about every screens.

system. Some of us have been lucky enough to
witness both the birth and evolution of this
classic genre. Even on the Commodore 64, the
evolution of the humble adventure game is
obvious. From the earliest text only
adventures with their simple parsers, the
integration of graphics and the ability of

the parsers to decipher more complex
language, sprawling interactive fiction
adventures to the birth of the point and

Reset #08 is dedicated to the humble (well,

maybe not so humble) adventure game. My

earliest memori es pl aying advent
about actually being able to solve the

puzzles, but instead just being immersed in a

whole new world, stuck behind a brick wall

with nothing but a cryptic sign and mailbox

in sight and no idea what to do, but loving

it all the same.

click with Maniac Mansion. All of this The high quality C64 releases just keep on

happened in a very short amount of time and coming and it couldndt have been
as the systems got more powerful, the genre that a lot of them are pure adventure games,

was able to be expanded even further. or throwbacks to the genre. The recent

Forum64 game development competition, the

RGCD 16kb competition and Ri c ha
competition continue to inspire and encourage

game development on the C64 and while the

various developers do all of the hard work,

we get to play and enjoy their wonderful

creations on our favourite computer.

There are many legendary adventures on the
C64, as well as classic adventure game
publishers/developers  (Infocom, Magnetic
Scrolls, Level 9 and Melbourne House to name
but a small fraction). The genre itself is so
diverse and catalogue so expansive, that
there is something available that just about
everyone can enjoy. The curiosity and Ahh, sweet bliss!
compulsion to solve puzzles and also
interacting  with the characters and

Sincerely,

Unkle K
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Reset Reloaded

It was the best of times, it

was the worst of times. With
sales of the Commodore 64
skyrocketing over Christmas,
and the C64 leading the way in
the rapidly developing games
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By Martin Grundy

seemed unbelievable that
Commodore was in such dire
straits. Yet you only had to
|l ook at the

machines to see where things
had gone wrong. The VIC20 had

companyds

industry, youdd be f ¢r ddewv @ massive success in the
thinking that the champagne early 80s but by 1986 it was
corks would be a - popping all hopelessly out of date and had
over the place at Commodore HQ. been discontinued in favour of
But the announcement of losses the budget priced C16 and +4.
of well over $100 million meant Multiple price cuts in the run
that both the Commodore up to Christmas had temporarily
Bl F LHen | mn T8 Icha DR R’:\nd any, SNew Year boosted salles of these. new low
dGdzyyAy3d 3FYS a ﬂ[ﬁws were \pp ke for spec machines but with hardly

mRnEnt 2f RO any software support they were

My C ZA y2e on floundering and the future of
., 2dzZQNB LJNEOI-Ofe ; i
KSKH W|tr$o@b%35|l|n§_uf.), BO%MC%OE both computers was looking as
made the decision to close grey as the C16 itself
their only UK based assembly
f \ plant in Corby. Previously all | f that wasnodt bad eno
dConsidering thCeommodore0§ Eur-wip e ajn nurtber of teething problems )
computers had been built there, surrounded Commodor eds
unprecedented but now production was moving C128 machine. Although
worldwide success to Germany. developers welcomed its
§ advanced features and much
of the C64 it improved keyboard there were
d some compatibility issues
seeme causing a few headaches. One
unbelievable that of the C1286s selling
_ was its backwards
Commodore was in compatibility. ~Advertisements
such dire boasted 6itds compati bl
our all - purpose computer, the
straits.o _ _ Commodore 64, the world
The plant was closing with the selling computerd Ye
loss of 250 jobs only 18 months wasnét quite true I'n i
after it opened. Commodore had of Zzap!64 Newsflash reported
invested $30 million in the that changes to the display
plant and its failure was chip meant that some games
another blow to the chances of didndt Fun properly an
the company surviving the year other titles which used a
ahead. Debts were spiralling certain type of fast loader,
out of control with Commodore such as Frankie Goes to
Horizons magazine reporting Hollywood, were incompatible
that by the end of 1985 also. It was a bit of an
Commodore was a  staggering embarrassment with Commodore

1Y T2NI ddzy I G St e Z $192R1)\nfhe “Ede Y239 promising to sort the problem
R)\ 2 R . ? Ié e |- 22 &Io%s%en the Sﬁp?eé\é‘gieﬂeﬁ a out as quickly as possible.
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