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02 | LOAD “ISSUE 40”,8,1 
# Poor old Johnny Ray, sounded sad upon the radio... # 

03 | FOUND ISSUE 40 
“I am not an animal! I am a human being.” 

04 | COVER FEATURE: BARBARIAN II 
Sequels can sometimes be hit or miss, but when Palace Software had the 
chance to improve on an already successful game, you knew it was going to be 
something special. Barbarian II gets the FREEZE64 cover feature treatment. 

08 | OUT OF THE ‘MOULDY CUPBOARD’ 
The Mouldy Cupboard spurts out an early Audiogenic Frogger clone that looks 
as though it was coded in BASIC. But that’s not always a bad thing... 

10 | DIARY OF A GAME – THE MAKING OF BADLANDS 
Steve Collins is almost at the end of his Badlands diary, and shares the final few 

days of creating his C64 hit for Domark Software. 

12 | JULIAN RIGNALL’S ZZAPBACK! 
We love him; you love him... we all love him! Julian takes a look back at some 
of the successful C64 releases reviewed in issue 22 of ZZAP!64 magazine. 

16 | SECRET SQUIRREL INVESTIGATES 
He investigates; he hacks; and then he reports. Our delightful squirrel is back 
again with another set of case files for us all to delve into. 

18 | CODERS’ CORNER: ROB STEVENS 
We chat with the creator of Snare (Thalamus) and Barbarian II (Palace 

Software) and find out how he started his career in programming and how he 
was given the chance to create 2 fabulous games for the Commodore 64.  

27 | WE DON’T DO REVIEWS! 
The recently released BoxyMoxy by Antionio Savona and team gets two 

reviews: one by FREEZE64, and one from our guest reviewer, Dan Tootill. 

31 | SPOILER ALERT! L’ABBAYE DES MORTS 64  
We share the brutal game ending to this charming C64 platformer. 

34 | NEW & EXCLUSIVE POKES ‘N’ CODES 
We have a nice little collection of POKES ‘n’ CODES for you to play with, which 

include some exclusives for Flying Saucers and The Cursed Prophet. 

35 | MY C64 HEAVEN WITH BRENDAN RANDALL 
Brendan kindly shares his C64 collection with us all. 

 

 

“The C64 was my first 

computer and my first 

experiences of coding 
were on that. I’d given up 

on BASIC and tried a game 
development package 

called White Lightning.” 
 

ROB STEVENS 

C64 Programmer 
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ANOTHER HEAD-CHOPPING ISSUE! 
Welcome to the Pleasure Dome! Time to do battle with the 
gaming world and show them all that the Commodore 64 is 
still a worthy opponent that’s not to be messed with... 

In this fresh, new issue we take a retrospective look at the 
amazing Barbarian II – The Dungeon of Drax from Palace 
Software, with a few extra memories from our good friend and 
C64 partner in crime, Frank Gasking of GTW64.co.uk. 

Here’s a real treat for you... as always, we do our best to hunt 
down and interview the programmer of our cover feature 
games, which we have done this time round with the great Rob 
Stevens who at the age of 18 programmed the fabulous 
Barbarian II. We have lots to chat about and lots to share. 

A few of you will have noticed that we have a bit of a Tony 

Savona theme in this issue, what with the review of his 
charming new C64 game, Boxymoxy, which was recently 
released on cartridge by RGCD; and we also share a SPOILER 
ALERT where we reveal the game ending to his fab platform 
adventure, L’Abbayes Des Morts. 

Our Badlands diary with the great Steve Collins is coming to an 
end, with this issue revealing the penultimate ‘making of’ diary 
entries of Steve’s fast-paced arcade game on the C64. 

Our Julian is here with another fine collection of C64 hits, which 
have been taken from issue 22 of ZZAP!64, February 1987. We 
get to hear his past and present views on Gauntlet, Escape from 
Singe’s Castle, Park Patrol, and They $tole a Million. 

The infamous Mouldy Cupboard spits out a Frogger clone, 
which we check out – another game we haven’t played for over 
35 years! 

Secret Squirrel is back with three new case files of secrets in 
C64 games: Freaky Fish DX, Trooper Truck and Toad Force. 

And finally - FREEZE64 subscriber Brendan Randall pops in for 
a cuppa and chats about his C64 HEAVEN. 

I hope you enjoy this new and  
exciting issue! 

Vinny@FREEZE64.co.uk 
Proprietor | Editor | Publisher 

FREEZE64 TOWERS 

Vinny@freeze64.co.uk 
Twitter: @FREEZE64UK 

Facebook: /FREEZE64.co.uk 
YouTube: youtube.com/C64endings 

Instagram: freeze64uk  
LinkedIn: linkedin.com/company/freeze64 

www.FREEZE64.com 

FREEZE64 is designed, written, produced 
and published by Vinny Mainolfi. 

Big thanks and respect go to: 
Frank Gasking 
Julian Rignall 
Steve Collins 

Lucia Mainolfi 
Rob Stevens 
Dan Tootill 

Tony Savona 
Brendan Randall 

Yorkshire Tea 
Cadbury’s Chocolate 

Costa Coffee (though I drink tea!) 
DigitalPrinting.co.uk 

FREEZE64 is the copyright of Vincenzo 
Mainolfi ©2020. No part of this publication 
may be copied, stored or transmitted in any 

way without express, written permission 
from the Editor.  

So don’t even think about it! 

FREEZE64 
©2020 Vincenzo Mainolfi 
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GAME PROFILE 
NAME: BARBARIAN II 

PUBLISHER: Palace YEAR: 1988 
TEAM: Rob Stevens, Jo Walker,  
Steve Brown, Richard Joseph. 
OUR GAME RATING: 10/10 

“By far the best (and goriest) beat-
em-up and an excellent sequel.” 

ZZAP!64 – 96% - August 1988 

THE DUNGEON OF DRAX 
BARBARIAN BOUNCES BACK! 
History has shown us that game sequels are not always 
a good thing, and that sometimes a follow-up to an 
already successful idea can sometimes tarnish the 
original game... 

Fortunately, this wasn’t the case for our cover feature 
game, which had big shoes to fill back in 1988 when 

Palace Software decided that they would continue their 
head-chopping Barbarian saga with a multi-screen 
arcade adventure – featuring both male and female 
leads. The task of programming Barbarian II was passed 
to Commodore 64 programmer Rob Stevens, who along 
with Jo Walker and Richard Joseph, produced an 
incredible sequel that would bury the likes of arcade 
adventure FIST 2, and earn itself a well-earned score of 
96% and a Gold Medal from ZZAP!64 magazine. 

WHAT’S IT ALL ABOUT? 

At the finale of BARBARIAN - THE ULTIMATE 
WARRIOR, our hero defeated the warriors of Drax and 
thus freed Princess Mariana from his evil spell.  

Drax fled to the dungeons beneath his black castle, 

vowing to wreak disaster on the jewelled kingdom. It 
is decided that there is only one way to stop Drax. The 
Barbarian and Mariana - herself an accomplished 
swordsman - are the only two warriors skilled enough 
to survive the perilous journey to Drax's lair. They must 
stop him before it's too late. 
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And so our intrepid hero is back... but this 
time round ‘he’ can also be a ‘she’ because 
Palace Software made a conscious decision to 

provide us with the choice of a male or female 
character to lead us through the game. 

 

If, like me, you didn’t read the original 
instructions, the inclusion of a female 
character becomes evident when you first 
load up the game, and a beautifully drawn 
loading picture pops up – which is also 
accompanied by an epic SID tune that starts 
to lay the foundations of an exciting 
adventure ahead. 

And if the loading screen wasn’t obvious 
enough, then the character/gender selection 
screen would ensure you knew who wore the 
trousers in the relationship... 
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In true Palace Software style, the character 

selection screen comes into view once the 

initial loading has completed. The male and 
female barbarians come running onto the 

screen, and the C64 awaits your command – 

looking for you to select either the man with 
his axe, or woman with her sword. If you leave 

the game for more than 30 seconds without 

selecting your character, the C64 
automatically selects the male barbarian, 

who makes an exit through the nearest gate. 

The sprite animation of the barbarian running 
towards and then through the gate is highly 

impressive and takes into consideration the 

perspective and lighting placement of each 

character. A lovely touch. 

If you’re playing the game via tape or disk, 
you’ll be required to load the first level once 

you have made your character selection – 

which, if you’re loading via disk, doesn’t take 
too long, but the tape version takes a further 

2 minutes and 20 seconds before the first 

level is ready to play. 

Level 1 takes you onto an abandoned 
wasteland maze consisting of around 28 

screens for you to explore.  
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VERDICT: 
Barbarian II is pure class. I remember having 

my doubts about a sequel because the 

original Barbarian was such a polished game 
and proved to be incredibly popular with 

owners of the Commodore 64. 

Exploring all 4 levels of the game: the 

Wastelands, the Caverns, the Dungeons, and 

then the inner Sanctum of Drax, is a real 
challenge and becomes more and more 

addictive the deeper you get into the game. 

Every single level is beautifully drawn, 

animated and brought together by the clever 

programming talents of Rob Stevens. 

And what of the music by the late, great 

Richard Joseph? Unfortunately, the game 

only consists of 2 SID tunes, but both are spot 
on and definitely add to the adventurous 

atmosphere. 

Oh - and if you think they were going to leave 

it out, the infamous HEAD-CHOP is still in 

there and is required to defeat Drax during 
your final battle in his lair. 

When Way of the Exploding Fist  
went from being a beat-em-up to  

an arcade adventure, something  

was lost – we all felt it, even  
though Fist 2 was still a good  

game. But this wasn’t the case  

with Barbarian II; it took the  
original concept of Barbarian’s  

one-on-one action, and extended  

it out into an exploratory world of  
mystique and excitement. A classic. 
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As with all mazes, your aim is to find the exit, 

which at first glance appears impossible, but 

then you’ll realise that there is a nifty 

compass in the form of a sword that sits at the 
foot of the screen and directs you towards the 

overall direction you need to be heading. 

 

And just when you think you’ve got it easy, 

the game surprises you with one of its many 
beasts to battle with and defeat, which 

includes apes, mutant chickens, a 

Neanderthal, trolls, giant grubs... it’s an 
impressive list of enemies, all beautifully 

crafted by Jo Walker and cleverly animated.  

 

But if all that wasn’t enough, you also have to 

avoid treacherously deep and deadly pits, 

which if you plummet into, will instantly take 

one of your lives. 

And talking of lives... you start the game with 
5 lives and a full body of energy. Battling 

against the various enemy types will decrease 

your energy, to the point that you lose yet 
another life. No one said it was easy out 

there! 

But help is at hand. As you explore the various 

locations and levels, items such as keys to 
open locked doors, will bring you closer to 

useful objects that provide extra energy. 

Further assistance is also provided via shields 
and jewels, which protect you from certain 

enemy types further on in the game. 
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THE FINAL BATTLE: 
Once you’ve completed level 3, you’re taken deep, down into Drax’s lair where you have 
to defeat the Demon and take on Drax for the final head-chopping battle! 
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FRANK’S THOUGHTS... 

Rob Stevens may well hate me for 

saying this, but I was always more of a 

fan of the original game, with its simple 
hack and slash gameplay.  

I think it's a very similar situation to how I felt 

when playing Way of the Exploding Fist, and then 
later Fist 2; I just didn't get on with the more 

exploratory nature of the sequels. That isn't to 

say that Barbarian II is a bad game (and the 
ZZAP!64 Gold Medal award is certainly testament 

to that); it was just not for me at the time and I 

wanted more of the ‘same old, same old’, rather 

than this new direction.  

Our very own Cyber Brother and author of the GAMES THAT WEREN’T 
book, Frank Gasking, is back with his thoughts on Barbarian II... 
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Playing the game today, I appreciate the title a 

lot more and what it was trying to do – to not just 
lazily replicate the first game with a new skin, but 

to try and do something fresh and make a worthy 

sequel. The game is a lot of fun to play, and 
features some wonderfully large and imaginative 

characters, with plenty of exploration to be had. 

There is still some decent fighting action, so I was 

clearly being a miserable git back then. I may well 
have been in a minority at the time, but if you too 

felt like me, then I’d recommend checking out the 

game again to perhaps see things in a different 

and more mature light as I did. 
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