PLUS A FEW SUPRISES!
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Joystick is
now available in
the UK. ..













$ PECTRUM GAMES.
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DN\ bubble bus software]

o original, top quality games for the
ommodore 64 44,1y £6,99 each
ncrorr

‘woows Revenae

ExteRumAToR




Texas
INSTRUMENTS
T199/4A Solid State Software
oy s o ) S

B £50.25

50X 64, BASINGSTORE, HANTS.
















THREE EXCITING NEW GAMES
THE LIVEWIRE SERIES FOR THE &/

MICROWARE

MICROWARE
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PLAY

Arcade Action For The
ZX Spectrum

[ —

Spectrum,you'lfind the
Protek combinationhardto

OCEAN, pus many more.

Ataritype
recommend he Spectravision Joystckatonly £9.95
forPistolGrip Joystck with top and base fre buton
plus specill contoured shape and rubber suction cup.
footing forsingle hand aperation.

ARLINER  BYTER




GAME

HUNTER-KILLER

For the 48K ZX Spectrum
Gan you Captin a Worid Wer i submarine, hunt the enemy
e Gy i i your pacons”
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¥ rPaNncom  |[GANES MACHRE Th.

dscoun st (Games Machine s a successi company
PR L - Proccng games i home computrs

curenty looking or good market
| abie games fortne Gommodae o+, At

- Spectnum ana B8C ompuiers.
g = ‘Gamsfor the popuiar miros i Ssoba

00 game 10 el then contat us.
ol

Educationa pograms are o urgenty 1o
auree

can earm from your program.
‘Games Machine Lt
Busiess T TocmologyCone

0462 78249 (evenings)

s B =

DM ame Computer Servers,
e 43 N N










Inside...
Setting new standards in
ional software with
| Sinclair-Macmillan
Plus six other learning programs




NEWWAVS TO LEARN WITH
SPE(




SINCLAIR + MACMILLAN: A NEW DIMENSION
IN EDUCATIONAL PROGRAMS




W ROM CARTRIDGE AND

“ ZX MICRODRIVE/
ZX INTERFACE 2 2ZX INTERFACE 1
THE NE e
JOYSTICK INTERFACE

Loads| o acss ey
Takes
Just pmg i ani play

2X Microdrive *information request
s et oo e i e i et
Free Sinclair X * Software Catalogue.

Seci 2x Spacnen o
Pinass wes o fams sheve 10 st Sl adbann
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foce ek e two exes
s ihabited by a o st stttk xé

Your own ricknames. X

Increasing with the depth olievel Depersin on the choce of e
0 havea diferent gae. e
lwnhummemimm



*E«X-T - M-O-N-T-H * N-E+X-T -
HIS ONE YOU MUST NOT MISS!

N

X3 H-LN-OIN - LoXT N=H-LNO:
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River Raider

PLAY ALL DAY WITH THE LATEST AND
GREATEST SOFTWARE TO
BE SEEN ON SCREEN! _ 403, ™ :
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ZX SPECTRU
JOYSTICK INTERFACE ADAPTOR
£9.95
QUICKSHOT JOYSTICK £11.95
£19.95

48K UPGRADE KIT £22.50

£39.95

Send chegu POt fam Eectonis (st s O8p CYG)
106 Fleel Road, Fieet, Hamy

o g s wilhyour Ates o Vs o monbr o (514) SES8

SPEE\RWIH&?
=Y WHICH MICRO2
GAME FREAKS um&&?fé“v‘é*é%«m
IF YOU WANT JOY. .. STICK TO US SO TPS O
SOFTWAREREVEWS
BUYERSGUDE_

onans 01500 s5ek7
and et Dav i
on Prkerng

| YA U, | ADORNEWSIGENTS




¥ i Rz
GAMES LIBRARY

0 games

L membersi now anly 55,0,
ol 7 Gays e per.
* Ony 21 (nc.pao) e game

o

s el s relaie sevee.
* Exch member gt a ol catdogue
'NOW ON MONEY BACK
APPROVAL OF SEND FoR DETALS:
o 64 Games Lty
15 Pa Top, Pudsey, L528 6BY.

SOFTWARE LIBRARY
SPECTRUM

KERNOW SOFTWARE LiBRARY
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'WS| Fantastic Value from Spectrum!
o mmm-m COMMODORE 64
BUSINESS

) PACKAGE
m SAVE £200




Sensational
coM MODOR

Offers fmm Spemum'

DISK DRIVE

for BBC Model ‘B*

7|

o 2X-81 COMPUTER
e Pl e RaM PACK

s on e lon a8

v corao | £
195>
4 “:zi;:;:;::' )

Other equipment
u-



gspeclsum
I SHARP MZ 711

SHARP MZ80A £399 _

Gy




Everything you’ve ever wanted for your

ZX SPECTRUM

Superb ZX add-on’s from your local Spectrum dealer

New & exclusive to Spectrum!

INDESCOMP

soescon? s & cenTRoNics
PRINTER INTERFACE 49,95

the page for more supes
offers from Spectrum




ATARI ves cames | -

MACHINE

EEZE‘

™ Q
TI-99/4A \/

New!
MEMOTECH MTX500

SUPERB VALUE
AT ONLY

MY TALKING COMPUTER

- &
menonrns DY




There’s a Spectrum Centre near you

senesne




PSS, creating programs
for your machine.
SPECTRUM, ZX81, ORIC 1,
COMMODORE 64 &

BBL MICRO.

ntlYl' ople of
H‘mm Y cooteeets”  Light Cyel
woerdle o Race your Light Cycle on the
esrored infamous grid. Fast action ail
e way:
TR £6.95

PSS, programs for your machine...




Blade Alley

NEW RELEASE

Blade Alley

Atoce ogois! me.ost exing arcode
action. 48K £595

.and soon Electron and Memotech MTX




CHOPLIFTER]
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Atari 400/800" software







ATARI' VCS
SOFTWARE!
FROM

Home
Entertainment
ATARI CENTERS

Y













MR CHIP SOFTWARE
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‘Getitright
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Program name:

Author's T e

Address:

T Date.

Type of game: (irens

Loadingnstructions:

Game instructions:

Dato received:
Acknowledgementsent:
Date sentout:

Dato due back

Dustobe, pnbhsheﬂ in
issuo of magaz

goood




.nobody sells
micros

HMicoopoint ]

| ATART6WXL ||| VIC20 STARTER PACK ||

COMMODORE 64K




éﬂ gives youmoregames toplay...
fora package you can pay!

‘GAMES FOR COMMODORE 6+,
BRAGON, SPECTRUM, CBM 64.

EIER) ANIK MICROSYSTEMS
o S ooneies




. (D) HEWSON GONSULTANTS
i @==] - - NIGHTRITEIl




’ SOME OF OUR |
)
SOFTWEAR
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‘SCOTLAND'S SOFTWARE
CENTRE

STYxeax - |

NTAR] WO, ROGESSIG

Fon X SousoTERs

. Y
ARCADE ACTION

2







ATTENTION ATTENTION
ATARI 400/600/300 OWNERS

MIDLAND GAMES
LIBRARY

9/4A SOFTWARE




ToRTHE e/aax seecTRUMS S
$Obeas amarmn
100%% MACHINE COOE,

FUN PACKED ARCADE ACTION

" Brand Comple
Kionon Rase;
Woolton, Eerpool,

erseyude 123758
051-428
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BOMBS LAND ONBRITAIN

'SPECIAL OFFER TO READERS OF COMPUTER AND VIDEO GAMES
‘SAVE ONCE - ONLY £19.95

JEMBERSHIP

TomE woRocANes cive 4







" THESPIRITOF |
F CHRISTAS PRESENT |







Asyour childr
SO canyour




en get bigger
Atari GOO%Cgﬁ
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“The e puzzle
“thatneeds a computer













How to progra




m your family

0 computer.

The VIC 20 can please all of the
peopleall of the time because it has,
quite literally, hundreds of software
programs.

Programs that are exciting,
et i R v
entertaining,

“There's KOM software they're
the arrdges yousimply plugntothe
ick of the computer) for only
R e
cassette unit starting at under £5.00.
o other home computer offers
suchachoice.
5, toput it another way: who
in your family would have nothing to
do with the VIC 202
We suspect that the answer is
e

TR S D
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MEDIA SUPPLIES
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Experience CDS programs
for
yourselt..

s s Spectrum Safart
i and new Advenaies

S /







MORE THAN
DAD OF BALLS










Bottle battle beats
Italian brothet




PROCOM SOFTWARE WOULD LIKE TO

INTRODUCE THEIR FIRST IN A SERIES OF

DYNAMIC PROGRAMS

DYNAMIC GRAPHICS for the 48k Spectrum
PROCOM SOFTVARE, 39 Wi RORD
s

Also available shortly

DYNAMIC PROGRAMMING

DYNAMIC SOUNDS

C (@), Elcion, Commodore 64

SEND FOR FULL COLOURFUL DETAILS
AND YOUR FREE 1984 CALENOAR

|

=z SPECTRUM GAMES| G|
: . |RI









CAN YOU BEAT OUR
GREAT GAMES

We've got the biggest (and best) selection of games
for the Commodore 64. We think they're unbeatable

So ot
the best, st remember our name.. .




EXPLORE
NEW FRONTIERS OF FUN
WITH

Audiogenic
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£ COMPUTEs s

BBC wooeLs
MICRO fml

(= commodore &t
c190.00

DRAGON32 £155.00

ORIC1 i

SHARP “355%

ELECTRON £199.00




ATARI COMPUTER
OWNERS.

: ‘ THE ULTIMATE |
= ULTIMATE |







ACTION
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Lloome]

BLASTERMIND!

.aspectaular
range ol software

COMPUTER e
MODERATED same:
BOARD GAMES

complemty unie two playr
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&= DrFFERENCE
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FOR THE FESTIVE SEASON-
FOUR OF THE BEST FROM ARTICS

'm In Shock santa




Quliy arcade acton games for the

EﬂMMﬂﬂﬂRE 54

- 2H
panica u ky %7 -95

B —
e e |
e
i |

Osovencadencnn £7-95
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dicring e youve 90 he g ot & iy nt ke o e
‘harder by increasing the speed of your helicopter or- e
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blue chip computers
Software Bonanza

We pride ourselves on afast delivery | oo |
& customel oenien |

Arcade
Joystick

PISTOL GRIP
2 Fire Buttons

£12.95
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k' Once you've gotto

over and get your
teeth |nlo Dratula.

gz

New

mpq..,l..».m.,.mu
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Twice the fun with two on one.










ICATIONAL-BUSINESS

ision Store KINGSTON Vision Stor
3 Eden Walk Precinct, Kingston, Surrey. _96-98 North En

a7 o
Ams PAACHINE

1:01-546 8974

re CROYDON
. Croydon, Surrey
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" BLABY COMPUTER GAMES "=

FOR SPECTRUM AND DRAGON SOFTWARE
............ - “coTeHA’




7ZX Spectrumie,
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ANIROG SOFTWARE
COMPUTER GAMES s

OF TOMORROW

AVAILABLE

.

COMMQDQRE

o8

iooN Buaay

GMax
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“YOU REALLY DO LIVE UP TO YOUR BOAST
OF SAME DAY DESPATCH"

SOFTWARE SUPF‘RMARKF‘T

DOGFIGHT ‘THE HOBBIT
TRENCH JOHNNY REB
leADRUml 3D DEEP SPACE =™ ===

747 FLIGHT SIMULATOR DICTATOR

CALL 0709 54 24 b
o

GROUCHO
GAIIIES nnmm

MANIC MINER
HALLS OF THE THINGS -

GOTO JAIL®
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Scott Adams

News, Reviews and an
exclusive interview wi
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Patthe P ndar Cruise Attack
nsl, AllPat  Bortn s umder ttack Save the city from
from mutantaliensin  anni

implementation of a
top arcade game-
and one of the most
difficultto survive in!
48K Spectrum.

One Hundred & ind of Sagan Greopy Crawi

Eight ithentic version
That famous shout et

talleyou what s all

theusuaifeatures
(Centipede, Spider,
Bug, otc) with unuse
of Spectrum graphics
and sound.

K Spectrum. £5.95

Find your way round
stthe  Dracula’
Agame to get your
teeth into!
48K Spectrum. £6.95 Simpie control, far
from simple
XSy 1695

Nanas
Catch the bananas,
miss the coconuts.

Easy? Try itand see.

Simple in concept,
hilariously
entertaining - itll
e you bananas.
16K Spectrum. £5.95

bulls and the wrathful

O o 195

Knockout
Noaliens, lasers,
i o rockets -
justsimple but
Shcorting femwhich
upto4 players can

Please make cheques/PO payable to‘Mikro-Gen' and add 40p post & packing per order.

MINHUNGER

Mikro-Gen, 1 Devonshire Cottages, London Rd, Bracknell RG12 2TQ  Tel: 0344 27317

accident spreads

your capsule across
ime. As you land in

w era, fr

perils face you. A very
skillful graphic

adventur

48K Specirum. £6.95

SAS Assault
Your mission- rescue
jan

Watc!
ikt
formation o attaekin
such force that no

re human can

survive
16K Spectrum £5.95




Cover illustration: Pefer
chrank

TAKE CREDIT

CONTENTS. |

News and Reviews

Compemlon
We' 9 locations, suggesed 12 obiecs ond ek yo
v B o «.umg in tho plot. There’s o prise of an nleliviion
o i i o Do oo e S

ucky winners
Adventure News 8
W recked down o whole host of now advanivieswich il b wih
us in he newyear. Including exclusive news for Specirum ond
‘owners thal Scon Adoms' sedes s being converied 1 ther machines
Reviews Introduction
There's many a crack of gold in our reviews saciion and we give you @
rundown on our marking system and how fo spof fhe fop games
Sco Adams Review:

our of the best from Scof’s series. We review the new grophic Saga
e o e o Savage lsland

Time Adventures 20
Four adventures which foke you back in fime including Time Machine

Welcome to the
Computer & Video
Games Adventure
special. We've 28 pages
dedicatod to the subject
and @ whole host of
news, reviews and
features.

There’s inferviews
with America’s Scott
Adams who wrote the
famous Adventure
International series
and Melbourne House'sl
Philip anen who led
the team wi
produced The Hobbit.

‘ve a competition
for those with an active
imagination and seven
pages devoted to
adventure reviews.

A special vote of
thanks goes to our
regular Adventure
columnist Keith
Campbell and his
Helpiine helper Simon
Clarke who
helped plan and write
much of f

Between
them they’ve solved
more adventures than
most of you have found
packed lunches.

from the Mysterious Adventures series.
Sci

i ures 21
Odrkwr ways to get lost in space in the various futures planned by sci-fi
Graphic Adventures 22
After the Hobbit ... came Groucho and @ few more adventures which
gwe rhe \mngmuﬂon a helpm p h.

sy Advent

tur 23
Fanta ooty s aeriures ke, Leopord Lord and Goldon

FEATURES

Hel lin,

O B e R lonely odventurers
ture

Scoft Adams of Adventure Infernational is recognised the world over
a5 “Mr Adveniure he mon who f \mmirodu:ecﬁmsgummg1nrmurm
microcomputers, We falk fo Scat on 1 his views on his own
and the future of adventuring.
lor of Adven'ure 11
The first adventures were played on mainframe machines which ook
up wholo walls Kewh“CampbeH fraces the past lives of adventure and
wonders where ifs alltokin
Flo's and Themes 12
Any advenlure is only 63 good s ihe loryine behind . If thafs
o amount of rogramming will meke it right. Keif
e on a fop plot,
Wrif tu res 13
When the r»w et o jemeins 10l i the cods. Simon
Clarke explains how fo write an adver

ind
app o i o i o g i e
Simon Clarke fakes o professional look af solving advenfures by
mapping out the locafion

Ing 1
The Hobly brcke pew grcund - odvriires g Complex
o e
freeclipdedil i e coled ngah Evgen locey Ik o
Phlp Mitchelin Auiirais — he man befind the-Fio

9 5
The spiit of adventure has been uscd in olher gomes ideas which
cllow the escapist in us fo fravel imaginary worlds, chea decth and

WHO DUNNIT?

Plotted by:
it Cambell ond Simon

Flunned b

Terry Prat, nm Metcalfe and
Eugene Lace

Foatured 1 messuges:
Clare Edgeley, Seamus St
John, Robert Schifreen
Mapping and layout:
Linda Freeman and Lynda

Video Games Adven'uras 27
We lak ot Adventuing onhome video games sysioms. You can deve
bl it L ik o i

COMING NEXT MONTH!

Next month in your reader friendly magazine — The
Book of Games! Yes, we're bring your 52 fun pccked
pages of games listings for all the top micros —
g the Spectrum, BBC, Vi, Atari, Dragon, Oric,

Texas.
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To solve an adventure, there

computerist’s way!

Dear Sir,
Re the question of how to get
through Finani’ green door
iheut esing objec
CHERT tmor ol Break into
o prcgrum and type —

= 7: CONTINUE

Keithis reply: We like it
Brendan! | faki

is for Sgedrum o
the BBC doesn’t have a
CONTINUE?

Some fime ago readers were
asked how offen they saved
their games. Here’s a fip from
New Zealand for all
Adventurers —

Dear Mr Campbell,

points are eluding us of the
moment.
You asked how often we

or having fo get @ meal
always hindered us. If fook
nine saved games o reach
our grand tofal 5o fo any
other Adventurers | would say

world! Hope this next
letter may help — but |
doubt it!

course, we occasionally
get letters from the demented.

FROM OUR POSTBAG
Many of the letters Simon and Keith re-
ceive are read with great interest and
amusement. Usually they can only be
mentioned briefly in passing. However
here, with more space to spare, is a selec-
'Ion to help, amuse and entertain! We give

uarantee whntsoevar that using some
ol these tips will improve your Adventure
performance!

HELPFUL HINTS & CRYPTIC CLUES

SANDS OF EGYPT ZODIAC
To light your way mag- Bank on a wire solution
nify atorch beam. You'll reached by ladder. The
have dig around DIY book is a hint and
south. of acliffandnorh helps with a key feature
of a start. in releasing the prison-

I!AIDERS OF THE LOST °™
ARK

Go to map room, walk WIZARD & PRINCESS
down the yellow line. There’s a bit of Hocus
Don't hang around or Pocus in crossing the
you'll be robbed in the chasm

black room — head for notes together for the
the bottom RH <ide of clus. One s found in the

the screen and keep hole. To leave an island
right on. drink parrot’s brew.
Dear Dota-twiddler, VDU 2: FOR X = TO 300
Methinks thot this may e PROCM(X): NEXT

useful for Spectrum owners it scroams o such

(no comment for fear of variable’ then fype 'C
Sorimg o wor)with Aras e e 501 hen
Adventure A you've finished, otherwise let

This is how fo communicate s assume that c=X+1, then
with the compuer behind the  type —

wind funnel. FOR X=c TO 300:
HELP" and presx ENTER PROCM(X): NEXT
Good, ai and press instead of return,
Wi for i Howe to get the  CTRUS. hen CTRLM
coin in the lake. Wear boots. _ Cheers. Yes | am
o lake, You will Pimaniac, is this a clue?
automatically emerge with the ~ John Yeates,

coin. Tony said that the Le Boorg,
computer and coin were red St Clement, Jersey.
herrings. Tony is falling down!
am a novice adventurer).  Keith's reply: Were you
On fo the BEEB and the original artist’s
Philosopher’s Quest. Type the  model for Asylum
following — John?

And here's a discovery fo
speed up play —

Dear
While p| aying Expignage
Island on my 16k ZX81 |
discovered @ “new feafure” of
the game — if you input
several commands separated
by spaces. e.g. W E N (about
& spaces shouid do the
computer will input ll of them
and respond fo each affer
hifing “new line’”. Although
this gives a maximum of
about five single lefter
commands it is an extremely
useful feature.

Justin Musson,

Hitchin, Herts.

Keith's Reply: Thanks
for the tip Justin —
amazing what you can
do if you experiment,

isn't i
Adventure has followers
everywhere, not only in the
UK and USA, as this letter
festfies —

Dear Mr Campbell
Having @ spare moment and
an aerogramme | thought |
wauld write in response fo
your July arficle. As | get my
issue by surface mail | om
some months behind.

1 have a TRS-80 with discs,
and an Apple with discs

| wrofe down the names of

finished Mission Impossible
and Strange Odyssey almost
St off Advanfreiond
and Pirate at great length,
and am well into Voodoo
Castle, The Count, Mystery
Fun House, and Pyramid of

oom.
I have three Jyym Pearson
adventures, Escape fr
Traam, Earthquake, and the
urse of Crowley Manor.
don'tlike them all that much,
and the hint sheet for Traam
is USELESS|
I'am confronted by o huge
black mon i o save’s unforn
o says, “If you're really
from the third planet — who
am 12" The clue sheet says BE
PERS\STENT 'WITH FRIENDS.

maybe this is foo.
Edward McArdle,

Keith’s reply: Thanks
for your long letter (not
all printed here) from

lown-under, Edward.
Can anyone help with
Traam?



Our_readers play a
big_part_in_making
s__adventure
pages — they help us
help you by send-
ing in tips and hints o
Keith’s _Helpline —
and often get him out
of a few tight corners
in a sticky Adventure!

info_Keith's Helpline
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the  issues
Campbell and Simon Clarke
are both busy typing reples fo
the many letters they get. S

in, that without

g

Even so, forgive them if o
reply fo your lefter is late. They
ity fo keep things under con-
trol, but every now and again
one escapes! So fo speed
things up, they soon will be
using aftractive  postcards,
complete with the Adventure
ind C&'

W. J. Bailey was suffering
from Zodiac way in

Thonks also fo ofher readers
who helped with this one, no-
tobly o detailed solufion from
Richard Mallory, and other ips
from G. Whaley, both of whom
had fo find out the hard way!
Or did they? Which is harder,
1o write an Adventure or solve
i

G. Whaley begs af the same
time, for help with the tapestry
in the Oric Castle adventure.
He seems unable fo do with it
in the 48k version what he
found possible in the 16k
game. Anyone had  similar
problems?

Raiders of the Lost Ark clues
for Johnston Barlow. Robert

Moss gave us one way fo
reach fhe Black Market, and
lain Alexander from Bracknell
suggested twol Read the clues,
Johnston, you must be able fo
get there now!

here is o rumour circulafing
in Ireland that | have a com-
plefe solufion to Espionage
Island! Michael Carroll, wriing
from Wexford, suggests that |
might pass it on fo him! Have
got such informationz Only the
reader who sent it in will ever
know!

Paul Coppins, thankful for
receiving help in the past, has
repaid his debt fo society! He
sent sealed envelopes fo be
forwarded fo the Clipshams
and the Millars, both of whom
featured in o recent plea
Thanks o lot Paul, your lefters
have been sent on!

I/ don't know the confents of
the envelopes, but one was
marked ‘The Sands of Egypt
hold many secrefs, and the
other, ‘Join the notes, the key fo
s

If you're thinking of wriing
for help — bewarel David
Anthony wrofe on behalf of a
group of boys stranded af Lord
Wandsworth boarding school
in Long Sufton.

Ifs o matter of pride with
them, that once starfed, an
Adventure has o be finished
before they set out on another.

The one in question, Planet
of Death, was boring them to
death. Can't say | blame you,

s

“If you can't help we'll have
o do something really inferest-
ing like reading  roll of wall-
paper, wrote David, | did help

ond fed o length of wall-
paper through my printer to
take the reply! Two birds with
one stonel

My Editor (bow, scrape) was
not visibly amused when he
heard. ‘Tut fut, Keith, what will
the readership think we're
playing ot So please, readers,
don't fempt mel

Escope From Traam i
gome that | can't seem to

T
g

s a
get

hold of for my TRS-80. Howev-
er, following Stephen Banner's
request for a difficul clue, | om
beginning to feel | know the
game very welll

From Mike and Sue Moseley
of Macclesfield:
The Frond is quite nice,
But dig my advice,
And your cup may spill over
right now.
So here’s a good lead,
But make haste indeed,
Don't altar your course any-

0

how

Mike and Sue are them-
selves desperafe fo know how
to open the Old Safe.

Problems, fips, and odven-
ture chit-chat are always wel-
comed af Keith Campbell’s
Adventure Helpline, Computer
& Video Gomes, Durrant
House, 8 Herbal Hill, London
ECIR '50B. Simon and | are
both here to try and help each
otherl Please write fo us — but
not all ot the sme fime

HELPLINE INDEX REGISTER

L]
1
|
]

lere are some recent achieve-

Karma points,

our previous high-

score of 887 totted up by Dun-
can Wood. Is this  record?

lan Parker of Genfleshaw

the most dreadful spelling in
any Adventure | have ever
seen.

Perhaps | am a litle lacking

Hobbit clues. | admititis o
game | have played but not

Help required
section — can any obl

hi
-
ing reader come clean
about the following?

Velnor’s  lair,
Andrew ~ Kennedy
North Harrow. He has
reached the waterfall
after killing Medusa
and can get no further.
And for Craig Lee of
Bournemouth,  who

erocodile

can’t cross the
infested river.

Knight’s Quest for
John Powell of Work-
: 4
quite
game he is now

for
of

of the
totally

stuck in a dark tunnel
without a light.

shamus Case Il

completed. Perhaps fhis shows.

for R. | bourne H:
T. Britwell of Billericay. |{

Stuck in Room 21. What

a place fo get stuck!
Help him somebody,
pleaset

Ulysses and the Gol-
den Fleece for Alison

Matulko o Lymm,
Cheshire. She is strug:

gling to open the jewel |
i

encrusted  box.
sounds familiar!
similar to a

iewel-encrusted  egg,
then you may never
open if!

s
If it is
certain

eeling emanafing from him.
He could fell

Hobbit clues are very diffi-
cult to give, as the game

nedy of North Harrow.

one  ha scored
100%, but all have their own
theory about going back out

there and. .. |
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We would like to wish a

MERRY
CHRISTMAS

to all our distributors, wholesalers,
dealers and customers, both at home
and abroad.

Thank you for making this Christ-
mas a successful one for us.

For those of you who have not yet sampled
our wares, all the Mysterious Adventures are
now available for the Commodore 64 with
graphics and retail at £9.95 each.

For more information phone Norman or John
on 0772 53057 or write to CHANNEL 8
SOFTWARE LTD., Dept CVG, 51
FISHERGATE, PRE STON, LANC
ENGLAND.

CABSOF T Prosents A Graphical Rdventure.

TME WARP

By Gordon Hulmes For the 48K Spectrum.

Full tnsructions on tape.

Trade Enquiries Welcome

Access Orders Tel. 0782 636911/322642
Mail Orders to Computer Cabin 24 The Parade,
Silverdale, Newcastle under Lyme, Statfs.

ST5 6LQ.

(Please make cheques payable to “‘Cabsoft”).

exciting ad

TED GRAPHICS

venture

DORIC COMPUTER SERVICES PRESENT

THE ORACLE'S
CAVE

jame c
and text which

ning a unique blend of HIGH RESOLUTION
s been designed especially for the

48K SPECTRUM

1ce generated
hat pushes SPEC’

sty g
TRUM graphics to the

“THE cx.os:s'r YET TO A TRUE ANIMATED GRAPHIC ADVENTURE .
EXCELLENT VALUE FOR MONEY" Popular Computing Weekly.

Available frc
ZIE:

rade enquiries welcome.

Telephone nsaa 314345 or
3 543856

Also u\lm\nl.\(. direct at £7.95 (postage and
acking free) from.

& DORIC CQMPUTER SERVICES
3 THE OASL
GLENFIELD,

LEICESTER I.E:I 8Qs




i
./.,Lut,.vé .

Z‘J A,

o,

PLOT COMPETITION

Win an Intellivision TV games centre complete with all three
Matel adventure cartridges by helping us finish this
adventure plot.

We’ve come up with a map showing 19 locations and how
they interlock with one-another. There are also 12 objects
(although four of them are un-named) to fit into the story. All
we need is a plot, giving a name for each location, the exits,
the obijects to be found there and an objective. We'll leave it
Up to you to add most of the characters and give us the
storyline.

Some of the locations give clues as to their
pertinence to the plot and feel free to add
other objects — but no more locations
please. The best plot we get through
before January 16th wins our super prize
of an Intellivision machine and the
cartridges which we feel most capture the
spirit of adventure: Advanced D&D and
Treasures of Tarmin.
Note that all red routes are just entries
into the next room, while No. 17 can
only be entered by ladder from No. 7.
No. 12 leads to No. 15 and No. 13
only leads to 15 via 14. Remember to
start in No. 1 but you can
wherever you like.
Flease send your entries to Mattel
Adventure, Computer & Video

MOt ="M= >

Games, Durrant House, Herbal Hil,
London ECIR 5EJ. 250-500 words
a) X porman o) Conker gt the most please.
The competition will be judged
Fosd’ on imagination, how well the
b) Ruler h) hamper  Plot holds together and how
interesting and challenging we

9 @, Watkins ) feel it would be to play.

Minor
d) School cat i) %“

Bottle of ink k)w

), Cricket ball 1) %

Mustaron: e Alen



Red Herrings are definitely out
of water in this adventure —
you'l encounter them all over
the place!

You play the part of the only

exam which is so difficult that
everyone will fail

which must be negofiated and  This is another Phoenix ac-
in each one you'l find freasure, fion/adventure game, where
clues and objects, all of which you must first play an arcade-
may be of help. However, fype game fo win through to

2
8
&3
E
B
2
3
3
-
3

be given code words and
us clues which will help
solve the caper.

In order fo discover the
loading code for the adventure
cassefte you need fo complete
af least four of the eight skill
good his escape in the fosiestlevel on the acion cosset.
e o However, some dummy clues

The ltlond 1 avalla fromore siped T cnd youhave 16
Manchester-based _ Crystal dmde which are the red her-

“helpful” clues and objects are v
nothing more than red her-
rings!

idicvarioeeelts set

3

o I
wage a constant batfle against
isor the trrle wiors url youve
managed to complete enougl

O LEVEL CAPER skilllevels to arm yourself with
Anarchy is rife in ‘O’ Level the code fo start the adventure.
Using the necessary clues in
v the adventure, you make your
o prevent an exam disuw way fo Oxford and fight your
The cim of thi way info the University past
is o track down o il banes of corrupt teachers.
Once you've tracked down the
original papers and sw
by some wicked teachers in them with the foke st o0
collusion rofessor af can sit the exam with a sigh of
Onford Universiy. Should you. ralief in the knowledge:that
foil you'l find yourself sffing an you and several thousand

|-|-|=c=—lzr-n<==:|=-

g

others are ot least doing the

right paper
The ‘O’ Level Caper comes
as fwo casseftes and is avail-
able from Middlesex-based
Phoenix Softvore for the Vic
ith 8K expansion o

complefion of each level you 2055

MOUNTAINS OF KET

A venomous furry creature is
ok fost o yourneck hrough-
e Assossin Bug odven-

Edgor isthe unlikely name of
the bug and Hs presence on
your neck is the Lords of

el amna
stop you escaping while you
nderako the doadly ques

Fromed for murder and
e aly el
Lords give you one last chance
to escape your fate. You must
find the Temple of an and klll
its evil priests, who sent
mrdorous acliesto et

u stort off in a village ot
gt ot e Mammine ot
In your purse are some gold
coins which can be used to
barler for the supplies you
might need on your journey.
On entering the gaping black-
ness of the mountain, the huge

doors swing shut behind you
with a crash The only way out
eing through the maze of
B o o dewn
and through the heart of he

i e o
be found glinfing in the dork-
ness — buf don't leave it lying

ound as there are rofs lurking
whollwhip it and hide it again.

enemies fo help or hinder you
— watch out for the gambling
ogre who is out fo win your
supplies.

The Mountains of Ket is the
first of a frlogy of fext adven-

revealed and e first person fo
complete ll three will receive
a prize by sending all three
code words fo Incentive.

The Mountains of Ket is
ovailable from Reading-based
Incentive Software for the

will be released early next
yeor.

DWINTER

The earth is in the grips of
another Ice Age and you've
got only 12 days to find the
device which will melt the ice.

group of prominent scienists
PR bring evey-
thing back to normal.

But the process went too far,
plunging the earth info

once lush and verdont with-
ered, the population dwindléd
and the people lost hope.
One day while looking
through your affic you come
across some documents ex-
plaining how the earth got info
such @ mess. Armed with fhis




Secret Mission

valuable_information, you set

e machine ond
reverse the process to resfore
the earth fo a semblance of
normality.

You've only 12 days in
which o save the earth and the
adventure leads you fo many
strange places and encounters
before ifs solved.

Midwinter is one of fhree
new fifles 1o be added fo Digi-
tal Fantasio’s extensive series
of Mysterious Adventures and
is ovailable for the BBC as o
text adventure and the Spec-
frum which is @ graphical ver-
sion for £9.95.

The ofher fwo adventures
are Wox Works and After The
Fire. In the former you have fo
find your way out of @ wax
works factory in which all the
exhibits become alive. Fight
your way post Jaws IV the
shark, tackle the manic moun-
faineer and fry fo out-smart
Robin Hood

After The Fire is a real horror
story. You have survived a
nuclsar holocaust and realising
you'e the only person who
hosn't fallen victim to radiation
sickness and fall-out i your
areq, you set off on a grue-
some journey fo find"and join
the foy g survivors of
the holocaust.

Waox Works ond After The
Fire are olso_available from
Digital Fantasia for the BB
and Spectum ot £9.95 an
con be played with the Currah
Speech Synthesiser.

COTT'S GAMES

Santa's bringing a great Christ-
mas present over from the
States for all you adventure
reaks.

Calisto Computing, the UK
ogents for Adventure Interna-
tional hove recently obtained
the rights fo produce Scoft
Adams advenfure games for
the BBC, Electron and Spec-
frum. This is in addifion to the
Atori 400/800 and TRS-80
which they already cover

The production and conver-
sion of these popular games
are already in hand with four
of the 12 ifles scheduled o be
released before Christmas. The
remaining eight are due fo
appear in the New Year.

The firt files fo be released
are Adventureland, Pirate

iventure, Secrot Mission and
Voodoo Castle. The Spectrum
will corry the first two games
and ol four will be available
for the BBC and Electron.

Inthe New Year the remain-

again in his attempt fo com-
plete the mystery begun by a
cryptic nofe. many.

Having recsived o nofe fo  snould collect o help him in his
the effect of “Come, you're our - mission, but beware — some
only hope” in Frankiin's Tomb, could be litfle more than red
Dan, the futuristic defective, herrings!
sefs out on his strange questto  Traveling through caverns
find the authors of the note and and groffos in-his search for
1o help them in their dilemma. ~clues, Dan has many sirange.

encounfers. He may come

ing games will be released for
all three micros and the full set

C. includes: The Count, Strange
d Odyssey, Mystery Funhouse,

Pyramid of Doom, Ghost
Town, Sovage Island Parts | & I
and Golden Voyage.

Al the BBC and Electron
adventures will be fext-only
for £7.95 but
the Spectrum s are
graphicaland pricedlat £9.95.

And finally, Calisto are
already looking info the future
with he cim of extending their
range sill further. During the
next few months they will be
looking seriously at the new
Elan microcompufer, Dragon
and possibly the Oric fo in-
crease the range of machines

across a lift-room which wil

transport him info the depths,

Fishy Business is a

advenfure and can be played

individually or os one of a
i

by mid-February
should also be available for
the BBC and Oric.

PUFFINS

Read the book, play the game
and immerse yourself in o
gripping adventure.

Puffin Books have entered
the software market with four
new adventures, each accom-

Mmoo =M ==

Following a series of clues,
his weird journey fakes himinto
Lost in Space, the second part  clusion of the plot.
of the trilogy where he finds  Escape from Arkaron, Be-
himself in a derelict space craft
hovering somewhere in the c
depths of the galaxy. He must the accompanying books out-
find his way round the ship and  lining the story of the adven-
lond it safely on o portcular fure.
planet!

In the Warlock of Firetop
Mount you brave the dark

Atlast, in the third adventure
in the series, Fishy Business,
Dan has miraculously found the Warlock's treasure using
the very planet he had fo the book fo pick up clues and
land on. map your journey.
Descending from the space  The trilogy is available from
survey the lie of the leading refail outlefs for the
land he finds, o his horror, that 16/48k Spectrum af £4.95
he's set down on a small sandy while The Warlock of Firetop
outerop surrounded by water.
Taking o deep breath and trum, i priced at £6.95.
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o the microcomputer games
srihusos, Scot Adams is Mr
Adven o glgiedy
um,  Sdiantureland,
which iroond oy 50 Admane
addict fo the delights and frusirations of

this popular game format,
That first offering wes five years ago
and has been followed by 1 2 titles from
t Town, The

want fo challenge their wits
os well as their co-ordina-
tion.

The sign of a successful
Adventure and the sirength
of Scotfs, is that the player
can lose himself completely
in the action. Scoft strives fo
spark the fmaginations of
his players

“The key element of an

come the problems even-
all
“It is important that enough clues are
placed in the adventure for people to
make a logical progresson foth sol-

e e
an Adventure? “I get a basic theme like
the old wes, science fiction or fantasy
and then fillin the location, say a space
ship or an old ghost town

ext

2 That's when the real
imagination comes in, drawing in the
landscape.

g X

But of these corrently availobl, The
Count and Ghost Town are the two
usually choose. They have the best plu»
ting in my opinion.”

MR.
ADVENTURE

Keith Campbell’s Adven-
ture Helpline gets most
pleas from players lost in
the Mystery Fun House,
ing to undertake a Mis-
sion Impossible  or
stranded in a Pyramid o
Doom. They all have one
thing in common, trying to
combat the devious mind
of Scott Adams — the mind
that lies behind 12 classic
udventures. No Adve!

Scoft was a professional computer
programmer long before he discovered
Adventures. It was while working in o
Florida company’s programming de-
partment that he was infroduced fo the

“original adventure” Colossal Caves by
Crowther and Woods on the company’s
mainframe computer.

Affer solving it in  week of staying
lote o the office he wrote Adventure-
land on a TRS-80 af home.

1979 he set up a refail store called
Adventure International

ness with a large range of

fiware.

“Ifs not only adventures
Our product range also in-
cludes a strong arcade side.
There are around 250 fifles
in the range. Games like
Preppie and Sea Dragon s
well as adventure and clso
business packages.”

The Adventure Inferno-
tional service does not stop

o
feedback from players in
difficulties asking for help.

ne of our best sellers is
our Hints Bool

“We_help them over the
mugh ardiednof by gviog
them the answers but by
providing extra hints and
clues.

Scott himself doesn'tfack-
le ofher people’s adven-
fures anymore: “I fry fo stay

fo steal their ideas. | ike fo
remain untainted.”

And he il finds he hos o
font of ideas springing forth:

Adventures
shortly which 'm very excited about. |
sl oy wrifng the

dventure harmationd) s also pro-

will go. “Is moving away from fext
Adventures. As computer graphics get
more sophisticated, so Adventures with
graphics become more sophisticated
rapfic Advriures now fend 10 ouel
o Adventy
“Graphics make on exira dimension
avllobla and <o add fo the ployer’
o

tu
compl.le without a word
from the man whose

one fo six weeks, it depends how well
everything s together — [ once wrote
one in a week.

The ploffing is important fo Scoft and it

one I've finished most recently, the best

have pro-
duced more curses and
commendations than any
others on the market. So

Adventure In'ernﬂ'lcnul
complex in Florida.

He doesn't feel that Adventures are
best e pursly o pecple’s mmgmcﬂom

of our new games u
wha vor posabla A 1axt only Adven:
is like a newspaper which has no

et

Does Scoft have any plans fo visit his
many fans in Britainz “Yes, I'm hoping fo
‘come aver in ]934 I¥'s just a question of
finding the fimk

We wai wih boted breathi

e




ontasy games take many
forms. The imagination is
olmost limitless in its capacity
1o create make-believe worlds

1o allow the mind fo experience excite-

ment beyond ifs reach in reality

We built a ship upon the stairs

All made of the back-bedroom chairs,

And filled it full of sofa pillows

To go a-sailing on the billows.

We took a saw and several nails,

And water in the nursery pails;

And Tom said, ‘Let us also fake

An apple and a slice of cake’;

Which was enough for Tom and me

To go a-sailing on, fill tec.

Imagine you are in a dark dungeon. A
flaming torch fixed fo the wall casts o
fickering light towards o passage —
Your only way out. In the shadows you
see the oufline of a dwarf brandishing
an axe .. All eyes gaze af the Dungeon
Master, fo discover what will happen
next

Crowther and Woods could hardly
have guessed what they were starting
when, in those dark days before the
advent of the micro, they took the fan-
tasy game a step further by writing an
Adventure on o large mainframe com-

puer.

This was the Colossal Cave which was
wrilen in Fortran and was played on
large installations — and stil is — by
bank clerks and students alike.

No longer had a dungeon master fo
be present — his place was taken by @
keyboard, and prinfer or screen.

Some time later the first popular home

wondered — would it be possible to

implement a similar game on a small
computer with limited memor

His attempt reslted in Adventureland,
which he wrofe in Basic, in 1978 and
followed with Pirate’s Cove.

Afriend of Scotfs, Lance Micklus,fried
to persuade him that the fast response of
machine code was needed fo make
these gomes widely acceptable. Scott

machine code adventures with relafive
east

e.

He converted Adventureland and
Pirote, and gave birth not only fo_his
own dlassic series, putfing micro-adven-
tures firmly on the map, but also 1o the
company of which he is now president
— Adventure Infernational.

Incidentally, Adventureland and
irate were the only two of his series
availoble on a Pet, in Basic

The TRS-80 wos, at that fime, Amer-
icg's most popular micro, followed by

the Apple, and Scoff's games were origi-
nally converted to both the Apple, and a
machine lifle heard of these days, the
Exidy Sorceror.

The heyday of the TRS-80 as a popu-
lar games computer, was now, sadly,
drawing 1o a close. Although a powerful
machine for serious enthusiasts, and with
o wealth of games software 1o s elbow,
1o events combined fo change the face
of Adventure.

The US. passed a law limifing radio
interference from home computers. The
popularly priced Model  failed to comp-

ly, and was phased out of production by

HISTORY
OF
ADVENTURE

Adventure games go back
along way — all the way to
those giant forerunners of
the present day home com-

uters — the mighty Main-

ames. Keith Campbell has
been delving back into the
mists of time to brlnx ou a
potted history of AV
turing. He looks at the
founding fathers of Adven-
ture gaming — and then
to his crystal ball to dis-
cover the shape of Adven-
tures to come.

Radio Shack in favour of a compatible
but more expensive Model |Il.

At about the same fime there came

new generaion of home micros —
cluding the Afari, Vic-20, Sinclair Spec-
frum and BBC.
All offered colour graphics, and all
cheaper, some much cheaper than the
earlier TRS-80, Apple and Pet. Owning
a home micro was now a vioble pros-
pect for millions, rather than a relative
handful of dedicated enthusiasts.

ket thirsting for adventures, new adven-
ture software proliferated

Cheaper memory meant sfll more
computers were arriving on the scene —
including the Dragon and Oric. The
memory size of a standard configuration
was now double or treble the 16k of the
older micros. Cheaper hardware meant
more disc drive owners.

Two new possibilies for Adventure
‘gaming were now opened up; graphical
adventures and disc-based adventures.

Disc offered the some possibiltes as o

plies necessarily tended fo be ferse and

ryphic.

Now a screenful of detail could enter-
tain the player, giving him the added
problem of siffing out the vital from the
irrelevant and somefimes zany informa-
fion presented.

Graphical adventures enabled pic-
tures 1o be disployed as wel os descrip-

lowever,
adventure “purist”
turer, preferring fo allow his imagination
o g fo work fo form the images, rather
than be shown how he should picture
the scene.

The range of quality extends from
excellent to inferior. T}
n

wrifing them. Now, however,
software is big business, and more likely
to be commissioned than ins

We have had five
Adventures. How will f
this orficle read five years hence? W
out for the muli-remote-player fully-in-
teraciive real-fime_hi-res animated col-
our graphical hi-fi stereo voice-simula-
ing adventure!

Adventure brings out the lfle boy or
lifle girlin all of us. The adventure world
of make-believe is perhaps epitomized
by Robert Lovis Stevenson's "4 Good
Play”.

We sailed along for days and days,
And had the very best of plays;

But Tom fell out and hurt his knee,

So there was no-one left but me.
State-of-the-art it might be. But im-
agination always was and always will
be.




HE heat from the glowing
stream of lava slowly but inex-
orably flowing down  the
chasm was beginning to
bother me.

1 hod been biten on ams,foce back

e spreading al over me.

They fchod. | scmiched |w@.ee I could
get AWAY from this plac

iy i, | i v s
sed out, for the next thing | remember
was a medicated hospital smell.
1 found myself lying on a cot in @
strange bare room, clothed in a white
robe. My eager fingers were no longer
able 1o soothe the wild itching — for my
own protection | ha

the fools had left the key on the other
side and | was out like a sho.

1 escaped and found a doctor. Or ot
least, | thought he was @ doctor. He
examined me all over, giggling as he did
so. He scratched one of my bites in an
unreachable lace. Thal oy beter? he
asked.

‘Nasty little things, chiggers’ and
thrusting a note in my hand, he was
gone. | read the wrifing on it. ‘GO AND
DIG'. One of the words was obscured
by a purple coloured slime. A bell rang
somewhere. | ran

I the foros, ruring further from
that dread place, the barking of the
iciows g they had sert aer e grow
louder.

in my desperation fo escape him, |
stumbled upon a tree roof and fell. Deep
in a pile of leaves | noficed something
special. | was lying across o series of
metal bars covering a shaft of some sort
1 pulled frantically but they wouldn't
give. The barking now elmost on fop of
me, | upped and ran, quite certoin thot
'd never moke it

Luck must have been on my side.
Feeling in my pockets, | found something
special. | lobbed the hand-grenade of
the dog. Leaves rained down every-
where, mixed with ears, paws, a fai, o
collar and an unlit lamp.

It must have been a direct hit, for the
bars were there no more. Wasting no
more fime, | clambered down the iron
ladder fixed to the side of the shaft. Ifs

And down there — well, you'd never
believe i, It was like @ whole fown. My

cafe down the svw for steak and eggs
— sunnyside v

The sag thet | broke over the griddie
looked ordinary enough — apart
the hinges and jewel encrusted shell that

PLOTS
THEMES

Well, just how do Adven-
turers get th eas for
their trips into the realms
of fantasy? Keith Campbell
has been attempting to un-
ravel some ideas for plots
and themes to give you an
msugm into the Adventure
writer’s mlnd And |udqlng
by his dre visiol
Qhey are a pre"y weird

i butthor wos s sunny id looking

for ol the word ke o b by clockwork

ragon, its emerald scales decidedly
Sroced i hod amsad o b dog b
clumsy aftemp at breaking the shell. If it

d meet its maker, then |
should have followed. I'd have ordered
fen gross, and would have been sef up
for life.

Instead | ran blindly down the sireef,
info the first entranceway | came fo
Tickets please’ squawked an old crone
behind the counter. | gave her my Ac-
cess bill. That was not all. She went
“Wheeee' and | went on in fo the funfair

1 pulled red levers and blue levers and
yellow levers, | found myself in a shoot-
ing gallery.

Suddenly everything vibrated, and |
was in o sandy desert. | examined my
surroundings. | noficed something spe-
cial —

| went east and dug. | went west and
dug.  wentoorh ond g | went souh
and dug. | threw my compass away an
Gog. | stombled around Bl under -
searing sun. were so many
damned holes around I fell down one,
Down, down, down

1 wos in some sort of lien space ship,
unable fo move, frapped in  force field

The force field suddenly collopsed. Just
as well — | was beginning to find the
nomed quite cute. | shot him.

In front of me was a conrol panelvith
three buttons, numbered 1, 3
paced up and down, dasperaiely ying
o work out the firing sequence for the
space-ship's engines

I ripped over a dustbin on legs. It had
a green furry lid. | lfted i, felt inside and
found  string of old beads. Nothing
special. | counted down. We took o

We were circling an island. In alarm, |
noticed we were on fire. | grobbed o
handy parachute, and headed for the
hotch. | was falling

‘Wake up, here’s a nlce hol cup
of tea!’ At last fq:e.
“What are you doi mg

floor, you must have fhlien o
of bed!”

| gmuned ‘Why did you

e up? | was going to
make it w! ith the native woman
at last!’ | was distinctly peeved.
She was not amused. ‘You're
supposed to glve her the beads

— you know th

“But I'd got it ull sussed out —
! had this spare grenade fo lob
at her husbal it ould have
been difforent this fimet"

‘Do you know, you were
playing on those four compu-
ters ?yonrs till 2 o’clock?
Adventure mad, that’s what
you are! Now drink this and
get up — you know you've got
fen reviews to write, and the
deadline’s next week . .."

‘OK. But get |ha| spade by the
bed and pop o the gar-
den and dig up.  Some mud, rnl

ing
b

9 oA
the bed. A fat cigar, box of
crackers, small statue of a blue
ox, an unshod horse (smelling
of stale emulsion), wet tanna
leaves, an iron glove, precision
crafted frisbee, cuddly to
nothing special.

‘But . . . these weren't here
when you came to bed . .. Her
adventure was over. She pas-
sed out.




HE most important part of any

adventure is worked out far

away from the computer
oard.

There are three steps fo every adven-
ture, but fs success depends on the plot
capturing the player's imagination and
leading him deeper and deeper info the
game.

When o good plot has been estab-
lished, the writer must lay out his loca-
fions in map form with routes, objects
and characters which bring the plot fo
lfe.

Mapping and plots are covered else-
where in this supplement and this arlicle
will take adventure-writing on from

ere.

But before you rush fo the keyboard
there’s some more work fo do with pen
and paper. A location fable must be
drawn up fo translate that map into o
more accessible form

ach location i given a number and a
description. The passible exits from it will
be noted down and location numbers o
ll feasible desfinafions noted.

biects are treated in a similar way
with @ nofe of the location in which they
can be found and o comment on
whether or not they can be TAKEn.

You will need o good working know-
ledge of your machine and, as adven-
tures use a lof of string-handling fechni-
ques, there may be some commands
which you are not foo familiar with, so
keep the manual handy.

two main areas people have most
difficulty with ore: storing the data and
recognising commands.

Storing the Data (objects and loca-
tions)

Storing location and obiect details is
simpliciy itself. The main thing to keep in

is the format in which you store
your information. The best way fo
approach it is fo build up your DATA
statements, with one location or object
perline. Thisline will lso contain details
of where you can go and what you may
find there. This format should follow the
nes of

Location, N.ES,W,U,D, and as many
obiect fields o5 you wish (but if any are
ot used they must il be set-up).

ere N fo D are the numbers of the
locations where these directions will take
you. This numbers the sequence in which
the DATA statements are listed and

certain direction is fo set those directions
10.0, then in your command section of
program you merely have fo include a
stofement to the effect of

IF LOC=0 THEN LET RESPONSES=
“You cannot go in THAT direction.” A
similor format can be used for the ob-
jects.

Command recognition:

This is probably the most difficult part of
coding an Adventure, and is very de-
pendent on the fype of machine you are

using. With simple machines like the
2X81, there is very litfle you can do
apart from using the whole input string,
But on more powerful machines, com-
mands such as LEFTS, RIGHTS, MIDS
and LEN become a godsend.

The most widely used system is one of
looking at the firs three letters of each
word only, and that is the system | use.
Using whatever commands you have af
your disposal, getting the first three lei-
ters of the player's command is simple,
but gefiing the next words letters is a
litle more complicated. First, find out

how many characters there are in the

WRITING
ADVENTURES

Adventurers will face the dar-

kest without a

qualm, tackle the fiercest mons-
ters and steal treasures from
under the noses of the most
awesome wizards

but ask

In
n be a darn sight
easier than some of these pro-

rams are to play and solve
particularly if you are a new-
comer to Adventuring. And
writing a good adventure can

input string. Now, take this number and
character by character work backwards
along the string unfil you find a space,
now add one fo your string count, and

starting from this position, pick-up your

three lefters

The reason for working backwards
instead of forwards,is fo help the player.
Many people find if difficult to adhere fo
a strict two word command and fype in
lines like: “Gef the sword."

This system will cope with commands
like this, where the computer would
otherwise respond with: “I don't under-
stand THE". Litle touches like this make

of a pleasure fo play.

can be the main reason why players
give up on adventures.
The best way fo fest out the game, is to

but cannot find the exact one you had
oped for.

Then seriously consider changing the
word or adding the first one the friend
come up with. Adventures are often
judged on their vocabulary and the
words which the machine ifself uses yet
cannof understand.

Spectrum owners can invent their own
«adventures using the excellent new Quill
adventure program generafor.

The Quill is made by Gilsoft which is
based in Barry, South Glamorgan. You
can buy @ copy from selected computer
outlets or direct from Gilsoft by mail or
phone 0466 736369. If you're an
adventure fan, then you'l find it worth
every penny of the £14.95 price fag

Using The Quill lefs a computer user
create o playable Adventure game. You
do not need to know anything about
programming since The Quill will teach
G novice something about wriling pro-
groms as he/she works through e simple
language which the Adventure inferpre-
ter understands.

We're always looking for new and
original ideas for games lisfings in Com-

g e o [ B o ] e b —

just @ good plot idea or theme — ant
we'll pass it on 1o one of our team of
expert programmers o see what they
<an do with i

As Simon has said in his arlicle above,
Adventurers are often the last people
you'llfind actually wriing a game. So i
You are new fo the art of Adventuring,
perhaps you can bring a new idea or @

be just as g. Here,
Simon Clarke gives a clear,
step-by-step guide as to how fo
tackle adventure writing and
leads would-be adventure wri
ters to the golden gates of the
magic castle where their
dreams can become a reality.

g
demons and fire-breathing dragons.

If you have come up with an original
idea, drop us a line and there could just
be some Adventure software on hand
for the best ideas we receive. Write fo
Computer & Video Games, Adventure
Wiiting Contest, Durrant House, Herbal
Hill London ECTR 5E.




Tread The Path of Adventure with

FOR THE 48K SPECTRUM

£5.99

<

Y

produce high-speed machine code adcotures o speior qualiy 10
without any hnowledge of mac

erese well ove aoo locatons,

then bl therm with objeces snd

it any secion with the gesent of e . A st formed adenture may b saved 10
When you hoe don s THE QUL il o you v,
pendenly of the main QUILL
cditor, 50 that you may give copics away to your rends

THEQUILL is provided with  detiled ttoral mamual bich covers every apect of
v e in wriing dhentures. For the 48K Spectrum

s adventurs which wll run i

pros Y

GILSOFT

<o
o

s wscone waypacon i ol wihdog o
. T oce st scheuae o he 98K Specm

DIAMOND TRAIL £5.95

TIMELINE & TASKS £5.95

Asuperd 16K adentureinwhichyoumustocteour
time machinetoretumtothe prsen Pasacollecton
of mind stimulating puzzles.

Our Softwareisnow available from many computershops
nationwide, or direct from us by post or telephone
SAE for full details of our range.

Dealer enquires welcome.

GILSOFT

20 Havihon Rosd

Credit Card Order line
Personlly manned for 24 hours

0222 41361 Extd30

o f— oy
Pty =
B(0446) 736369 o
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LEVEL 9 ADVENTURES
for

BBC 32x COMMODORE 64 SPECTRUM asx
LYNX ask NASCOM 32K ORIC a8k ATARI 32k

hese games are very much bigger than normal
adventures yet cost £9.90 each. The number
ch name is an estimate of how man:

average player may take (o solve the

for your information,

}; COLOSSAL ADVENTURE (4 wesks)

The classic mainfrar Adventure

with all the onginal puzsies plus 70 exira
ooms

2. ADVENTURE QUEST (4 weeks)

Anepic puzzle jouney tfough

Middle

3. DUNGEDNADVENYURE(Sweek!)

Over 100puzzles tosolve an

401reasures o

4 SNOWBALL (2 weeks)
ave the interstar freezer,

|-l-|===-—|2r-r1<=>

over 7000 locations,

Note:a ot of
Dlayers take

ﬁ@@ﬂﬂﬂﬂ@ﬂﬂ@@ﬂﬂ@@

@@ﬁ?@@@@@@@ [EIEIER

Snowball was 100 new to have been reviewed
when this ad. was placed, but here is a sample
from the supevh independent reviews of our first
three adventurs

evel 8 Adventures are suvertly desianed
and programme: contents first rate.

at i, buy their others too. Simply smashing!
SOFT, September 83
Of the programs reviewed here, the only one
that is wholly admirable is Level 9's Colossal
Adventure. four Computer, September 83
| found Dungeon _exceedingly _well
planned and written. with a fast response.
both  lengthy
mpiter & Video Games, September 83
Vms has to be the bargain of the
fadventures are your game then
ihis s your adventu

& Gomputing Weekly, 30th August 83
Theve are three excellent adventures on
ofer from Level 8. the descriplions are

S ger Mt by pime ol e
ensnared by the realis mythical
Sors whare they. aro. the hre ot
heroine ... great fun 1o play.
~ Which Micro?, August 83
Price: £9.90 each inclusive
Level 9 adventures are available from

for catalogue, describing your
? LEVEL 9 COMPUTING

Dept G, 229 Hughenden Road
igh WyZombe. Bucks HP13 5PG
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ANY keen adventurers spend

as much fime joffing down the

ins and outs of their new world,
as they do exploring it

These are the cartographers of their
age who consider map-making o be the
best part of the game: and who will
hoppiy ke hours of pinsiing wcrk
producing their diagrams and
new terrifory.

I"am not among their number, but

hen | am reviewing a game or if | get
completely stuck then the pen and paper
comes out and a solution is sought.

Because | am not the keenest of map
makers, | have formulated a system
which s easy to make and can be
followed by any beginner.

‘e most important thing to remember
is to produce a key which will be
meaningful after several days away
rom the adventure. There’s no point
returing o the adventure, saring o he

map and wondering: “Now what did |
mean there?”

For my system you require some diffe-
rent coloured pens, lofs of squared
graph paper and a counter or 1p piece
o show your position

The first ask i fo set the key down on
the paper, give each colour pen a diffe-
rent job fo do and make @ nofe. My
system is shown in figure

Then draw yourself a compass head-
ing and get the adventure underway on
the screen.

At this point, it is impossible fo say
where the adventure will lead, it could be
thot the start i of the westernmost end of
the locations and that all routes will lead
east from here.

Figure 1
Black Descripion
Red Danger or Treasure
Green Other Characters
Blue Object:
Pink Indirect routes

fie. Doors]

Things in brackets are hidden.

{

MAPPING

Those first few locations of
any adventure can vanish
|n a blurr of hastily grab-

objects, half-remem-
berad descriptions and
casual investigation.

you keep a pen and
paper by you and take the
time to make notes as you
go, the adventure w:ll take
shape much faster.

Dead ends are easier to
spot, new routes to much-
visited rooms sugge:
|hemsalvns and it is aaslor

to tackle secon
around after you take Ohui
first break.

Grassy Plain
Rocks. Figure 2 N
(Dagger)
W E
5
Castle Courtyard TART Viewing Room
Door Vague Shapes Windoy
Brazier
> > >

own
(Weapons Room)

. This cannot be helped,the anly place
the centre of the graph

ox, large
enough to write llthe necessary e
and label it “starf

Put in the tifle of this location. Some-
fimes 'hu adventure will make this easy
by a location name: The Green
Room, Rets’ Cave or Wopworts Cobin
In other cases, you will have to come up
with something from the room's descrip-
folc remind yourself of where you are,

the room in which you find the
svordd vill be the vvord room.

More difficult are the featureless
rooms in a maze or an area where you
seem to be traveliing among identical
locations. These are usually just one
location which the programmer has dis-
guised fo make it seem lorge

The most common are areas of forest

he programmer hasn't wasted chunks

of code in producing @ seemingly end-
less forest; he has one locafion labelled
“Forest” and then all but one of the exits
leads back fo that location. I is usually
quite safe fo do the same.

Then mark the visible exits from the
location ot the relevant compass points,
add arrows fo each route and draw in

the location it leads fo. As soon os you
have arrived, fry returning by the same
route and add a double arrow if this is
possible.

In the colours you've laid out in your

Figure 3
(Viewing Room)
Up

Weapons Room
Sword

ke, add the bjecy peogle dangers
and treasures of the room. Objec
Stk e o3 shod B g
brackets.

Some exits from rooms will only be
possible under ceriain circumsiances or
by manipulafing a door, jum
and so on. These are *
and should be marked in a different
colour.

Maps can start o become metsy

e is o change of level. This
e e e ores separate sheet
of poper and marked as shown in
figures two and thre

"A final word on mazes, some of these
may not seem fo make sense when

mapped. As with forests, the program-

These mazes apar, this system should
help you fo solve even the most complex
of games




The ultimate adventure
for the Dragon 32

Software

An epic three part journey, taking up over 90K of memory. Packed with
features, this is the ideal family entertainment. Solve the mystery of the diary
before time runs out! You start in the serene English countryside, then travel
through the bustling London streets, to fu r adventures in France,
Germany, Italy and Turkey with a thrilling climax in Israel. The most compre-
hensive adventure yet for the Dragon. With hi-res graphics and text

ONLY £7.95 from all good software retailers or send cheque/PO to us at:
SHARDS SOFTWARE
189 Eton Road, liford, Essex IG1 2UR




HILIP Mitchell joined Mel-
bourne Hou:

half years ago after studying for a
computer science degree af the
local university.
‘Whilst studying for his degree, he was
already working part-fime on a project
which was the brain child of Mel-
boune's ideas man and managing
director, Alfred Milgrom.

Mitchell, Milgrom and Melbourne House
— not fo mention, a small fortune in the

process.

Mitchell modestly refuses fo steal all
the credit for the Hobbit, “I should say at
the start that it was a team effort. Alfred

assembl toom... myself o
another programmer called Veronica
Me linguistics  expert, Stuar

ture language Inglis
produced the illustrations for  the
graphics i the gome.”

t from having one of the best
fantasy adventures ever writien fo draw
upon, what really made the Hobbit
unique was the way the game’s charac-
ters roamed around the different loca-
tions. This made the game a litle diffe-
rent every fime it was played os the
player never knew who might turn up in
@ parficular place.

The Hobbit was also the first adven-
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which allows far longer phrases than the
usual adventures, with more than one
idea contained within them. Despite this
copabilty, Mitchell is often surprised f
the limited senfences which people em-
ploy when playing the g

I think they have become used fo
adventures where you can only use one
word commands — and fend fo play the
Hobbit in the same way ... this is @ pity
because the program can cope with
quite long senfences.”

Inglish is driven by three connected
ports of the program:  language ana-
yser which inferprets what the player
hos input, a data base which contins all
the accepted words in the program, and

ot Shitey Barker

# on applicator which applies commands
o the game.

The anlyser takes every command

4 through a chain of checks before pro-

ducing a response. First every command
goes fo the “passer” fo make sure that

passing them on fo a “ser
lyser" “which decides if the command
mokes sense according fo what it
already knows.

L

More simply, it checks if words exist;
checks that they make sense according
to the rules of grammer as defined by
the progrom, and checks thet they make
sense in the game itself.

Inglish has been refined and im-

Melbourne House's next big game —
Sherlock Holmes

This extra word power hos been
made the basis of the game where you

%

A

INGLISH
LANGUAGE

The big?est hit adventure
jame of 1983 was Philip
itchell’s Hobbit on the

Spectrum and now also

available on BBC, Oric

and Commodore 64.

when Melbourne
House told he was
worklng on a second, big-
ger and better adventure
we thought you'd like to

know a little bit about it.
I th tele-

marathon
phone interview with the
man who has sold a hun-
dred thousand cassettes
we bring you the low
down on ‘down-under’s’
hottest programmer.

All about Inglish — the
language that makes the
Hobbit  and  Sherloc
Holmes tick.

— playing the part of the genfleman
le

is an arfficial intelligence program cal-
led Eliza, whose applications have so far
been confined fo the research labora-
fory. In experiments carried out with the

intelligence” is already being used in its
promofional literature.
e new game will not be packed with
opy of one of Sir Arthur Conan
Doyle's books but every effort has been
made to check the authenficity and con-
sistency of actions in the game with thot
of the characters in the books.
The story line for the who dunnit

rather than basing it on any parficular

one.
Holmes' trusty companion Dr Watson

convince that his suspicions are correct. |

his is achieved in conversations
where the good inspector will do his best
to fault Holmes' logic and demand
further proofs.

he scene is naturally furn-of-the-cen-
tury London and the case is murder with
clues, suspects and witnesses in good
measure. The game is played in fwo
parts. First you must persuade Lestrade
that your proof is unassailable and then
the villin must be apprehended.

s with the Hobbit, Sherlock Holmes
will be available on pectrum
first and will be converted fo other com-
puters with sufficient memory later.

Sherlo lolmes

Philip Mitchells new game.

The doy fo be there is January 15th
and you'll need £14.95 to make the
purchase.

Next month Keith Campbell has twen-

keep a check on all the lotest adventure

gomes news and reviews
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Adventurers, Keith
si

dled over their compu-
ters — fighting dragons, finding hidden
treasure and braving all the dangers of
the universe during fhe past few weeks,

o discover the ulimate
Adventure game,

We've lef them loose on the next few
pages fo allow them fo bring you their
views on the Adventures they've been
testing. We've divided these Adventures
info five sections — beginning with
Graphic Adventures

We also look af those baffling games
written by Mr Adventure himself, Scoft
Adoms — who gets @ whole secfion fo
himself!

Then there’s Adventures with o Time
theme, Fantasy Adventures, and Adven-
tures with o Science Fiction background.
Keith has come up with o special
rating system for the games reviewed —
and we'l let him explain how this works,
Over fo you Keith....

It has not been the pracice in the past
for various scale rafings fo be applied to
Adventure reviews on the Adventure
pages.

*

*
PETTIGREW’S DIARY

Pride of place in this supplement for the
most original and enfertaining Adven-
ture must go fo Peffigrew’s Diary from
Shards Sofiware.

Three chapters make up this mystery
story. Each must be solved (in theory, at
least] to enter the next. Clues unearthed
s you progress are needed later in the

* * *

gome.
Chapter 1 — The Burning Farmhouse.
This is a cross

Peftigrew. His _lost
words display thinly and vanish. .. Find
my...", and he's a gonner.
Al the while you're batiing to beat a
fire spreading graphically and randomly
Nothing foo specil, but

2 — London Frolics. Here isa
full length text adventure with the most
original display | have seen.

xplore London, travel the tube
(choice of Circle, Central and Piccadilly
lines). Gamble in an amusement arcade
— real skil s required to win cash, Earn
more cash working in a cafe, or cleaning
toilets. Dodge traffic ot the Embankment
— skill s needed to dash when the lights
are in your favour. Browse a book shop

came up with the following factors, all
awarded poins out of five.

INTRO

This is because Adventure, more than
any other type of game, is very much a
question of personal faste.
However, with so many games cov-
ered here, we thought some sort of
comparison would be helpful, and we
* X ok Kk K
in Notting Hill. Visit the Hotel Euroconk.
Avoid Eddie the Crook

The computer's replies move letter by

new message You haven't slept for so
long, you'll collapse’.

One reply sequence was a classic.
Running confinvously across and off the
screen: ‘She |

use. .. info a dimly lit room
tumns on the light and fakes off her

<ot fo reveal..." but you'l have fo
play it for the revelafion!
Chopter 3 — European Trek. We're

now off to Paris, and there is Pierre up
the Eiffel Tower about fo jump. You must
talk him down so he can give you valu-
able information.

You are fold the words, and must type
them in undisplayed, fast and accurafely
o get him to climb down  level. If you
fail, he will cimb higher. Each time, you

ave a different and longer message fo
fype, 50 it becomes a speed typing and
memory fes

Next we move to Germany, and have
a litle puzzle fo solve in Stuttgart to
correctly identify one of fwo barbers.

Three separate programs, self loading

*

L ULTY

This is no a measure of how difficultthe
me is — it is easy fo make a gam:

almost impossible if the clues for logical

deduction are not there!

This factor is @ measure of the com-
bination of how logical the problems are
10 solve with the clues and background
given.

1f o game is easy, then not too much
logic would be needed, 5o if it al
together, then perhaps a rating of five
might be given. If it is difficul, there
would need fo be enough subtle clues to
enable the player fo judge the problems
os fair, for o rafing of five fo
awarded. To find out how easy or diffi-
cultitis, you will have fo read the review.

VOCABULARY
This is not only @ measure of the extent

occurring fo the player are recognised.
For example, if a location was de-
scribed as “by a river’, and the word
“river” wos not recognised, even if the
game understood a million words, the
vocabulary rafing would suffer.

PLOT/THEME

This is o rating of originality and plausi-
bility of the scenario of the game. And
how well the whole thing fits fogether.

* * *

from the previous one, and within them,
mini games in their own right! If's got fo
be value for money!

Pettigrew’s Diary

From Shards Software for
Dragon at £7.9:

* *

Logic/Difficulty
Vocabulary

Plot/Theme

Keith Campbel

HALLS OF THINGS

Halls of the Things has an impressive
cassefte inloy illusiration but it does not
live up to its cloim to be “The first fully
animated adventure” for the Sinclair
Spectrum.

It s just nof an adventure! Where
“Valhalla' is truly an animated graphical
of the Things is an
arcade maze game, and the adventure
enthusiast (who usually has litle inferest
in arcade games), will be disappointed.

You control a figure of a litfle man,
‘and drive him around a maze using four
keys representing Left, Right, Up and

own. The maze has seven levels, andis
randomly generated each fime you play.

You can open and close doors with
and “C", and “keep” or “drop”
obiects by coming alongside and typing




“K” or “D". Various spells can be in-
voked with their inifols — Fireball, Light-
ing and Heal, Arrows can be shot with
an "A’in the direction of the Spectrum's
arrow keys

The maze “pages” quickly if you drive

them (although looking very m:
hlfemply mik botis] iy ke
elixi
1ha Thiontjker cxctie tha mecatls
o

Once zapped it is sudden death. You
are out of the game, but can restart after
@ short delay, while the maze resets.

Quite an effective arcade-style maze
game, but | wonder — do the people
who bill such games os “Adventures”
really know what they're talking about,
g1 e thy s jing lo musce in on
both ends of the marke

Halls of the Thing
From Crystal for 48k
Spectrum at £7.50

Logic/Difficulty
Vocabulary 0
Plot/Theme 1

Keith Campbell

Fot cigars are Groucho's currency in
Adomatg's sequel o Pimania, You con
gomble them, buy clues with them, an
3ot robbed of fhem! Thet fost elking
member of the Marx brothers has been
ransferred to the Spectrum

sit and watch his cigar and eyebrows
witching? Affer he has loaded he freats
you fo an obligatory three minutes of
graphics.

The format of Groucho s different
from that of Pimanic, and comes across
o o seis of zany puzes ond fo
insuls, inferspersed with funes and set
against o background of clever and

Nr

Groucho invites you ss the
ideniity of o Hollywood it Jol o
do 5o by June 151, you stand a chance of

50 1 you st okt ok o the

stor's idenity. These are gained by gues-
the names of other stars, from clues

purchosed of an ever increasing price of
fot cigars

Cigars can be come by in the Casino
and oher ploces i you'eluckyl On the
other hand, the Piman might come along
s You.

Groucho somefimes amnoys me,
e O ol he

theml’ And them. And them. Wears a bit +
thin affer o whil
I quessed one of the stars to be

S

Pettigrew’s Diary

GRAPHICS

CHARLES CHAPLIN. Not so. THAT'S
NOT A NAME — IT'S AN INSULT! |
WAS THINKING OF CHARLIE CHAP-
LN didn't go down very welll

And | can't travel. My aftempts are af
best ignored, at warst, for some reason,
clear the program from memory — lie
some other commands — and that
means another eight minute  wai.
Together with the slow response fime,
playing i a laborious business.

Having said that, Groucho is enter-
taining and addictive enough o be play-
ed again and again. And like Pimanic,
be comes complete with a pop song —
‘Groucho' — on the fip side, this fime
performed by Lady Clair Sinclive ond

the Pimen. Will the Piman soon be seen
live on Top of the Pops? Will Clive
Sinclair get fo number one? Wait and
seel

Groucho

From Automata for 48k

Spectrum at £10
Logic/Difficulty
Vocabula
Plot/Theme

What do you do when you come across
an Advenure which specks in o frange
I

the most jaded Adventurer.
‘OK' is @ common Adventure response
to o command successfully obeyed.
Smugglers Cove, set in @ cave on the
Comish coast, replies ‘Right me dear’
Other fairly standard replies get similar
reatment.

These replies made o welcome
change, and persuaded me fo explore
the cave into which I'd fallen, and from
which | was rying o escape complete
with Blackbeard's freasure.

Smuggler’s Cove should nof be con-

these pictures display quickly, and the
overall fime commands s faster
than a lot of games without graphics

hanging o the ground. This change was
reflected in the picture.

On the minus side are disappoinfing

ns in vocabulery, and @ barrel
confaini ruml — spiked

Ikept slipping o ledge, and being
offered a chance of reincamation. Un-
fortunately my stars were always in the
wrong house!

I you con stand the dialect, and the
shocking pink border, not a bad, but
airly mediocre ganfe for your Specirum,

cas

full instructions and background story.
Smugglers

From Quicksilva for 48k
Spectrum at £6.95

Logic/Difficulty
Vocabulary
Plot/Theme
Keith Campbell
continued on page 24
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dreasure.

FEASIBILITY EXPERIMENT

“You have been chosen as the ulfimate
Warrior and you are the only hope of

an almost extinct alien race”

And 5o it begins. You wander around
in search of lost treasure.

On the way you will be presented with
the alien’s version of some of the most

overcome these dangers to recover the

This is another in the Mysterious
Advaniure seres and uses the'fomillor
splitscreen format,

The game is quite difficult and takes
quite some fime fo solve — days rather
than hours — but isn'ttoo difficult fo map
and itis fun fo play and is guaranteed to

sions are available, including ones for
the Commodore 64, BBC, Spectrum and
soon, Aferi. Check ads for defails.
Feasibility Experiment
From mguul Fantasia for Com-
. TRS-80/Genle,
Atai

Plot/theme

Simon Clarke

TIME MACHINE
The fourth dimension is opened up
through  an ells-type fime
machine which can explore the past and
the future.

But before the mysteries of fime travel

you have a slightly criminal ming

nce inside, it is up fo you fo gather
oll the necessary clues for you to begin
your task. It would spoil the game if | fold

flit back and forth in order fo complete
your tos
1 spent many enjoyable hours playing

confession: that | couldn't quite finish this
jame.

There is one point in the program
where | have just drawn a complefe
blank. So Digital Fantasio, for the soke
of my saniy, how do you brak the
generator?

Although | didn't finish the game, |

 TIME

Time Traveller

think that | got far enough through it
1o sy that i s excallnt.

Time Macl
From Di I|ul Fantasia for BBC,
ommodore , __Spectrum

Atari and Dragon 32. Variou
prices depending on micro.
Logic/Difficulty
Vocabulary
Plot/Theme

Simon Clarke

TIME TRAVELLER

“An Adventure in e legend
bl Bl o
sized case housing a computer cassefte
from Sulis Software.

The world “Adventure” on a software
package always sends the blood cours-
ing through my veins, so | picked up the
package and loaded info my BBC
Model B.

y effective arcade-type
sound and visual effects accompany
whatis essenfially a piece of educational
software. The idea is that you answer a
series of multiple-choice quesfions on
each of 5 ages through history, fo en-
able you to pass through  “fime-gate”

and refurn to the 20th century. After
soch seriesof quesions he ployer st
ardous maze with o

Unfortunately, (perhaps), not having a
foyick | uid the allomalive keyboard
method of negofiafing the mozes, and
found the response too sluggis

| did o lot better with the quesfions,
and even learnt that the Beaker People
were not, (as | had always thought)
children from the pre-Snaicher era of
free school milk, but a fribe originating
from Spain in the Bronze age.

Quite @ natty litlle historical educa-
tional game — but nof, as described
boldly on the package, an Adventurel
This is a pity, for | suspect thot accurate
historical Adventures could well find suc-
cess in the educational marke.

Time Traveller

are, from John Wiley
& Sone on 29,95 for BBC 'B’, 48k
Spectrum, Dragon and Com-
modort

Logic/! ulty

Vocabulary
Plot/theme

Keith Campbell

FATHER TIME

I sat and waited. And waited. And
waited. | lent across the desk and picked
up the cassette box and studied it for the
fourth fime. | stared ot the screen n front
of me fo confirm that the game was

goodness — or words fo that effect — |
thought, it can't be that long! Can if?

Oh yes it can, for this gome is BIG! |
dout ink thet i lsoves much of your
32K m

The gome e
a search for OId Father Time's hour-
gloss and staff, and fhis fask you must
complete before the Sands of Time run
out. You start the game in a forest with
the ground covered in leaves. Haven't |

rot
Getting. into the cave and
through the large door, the going
sttt get quie ough and Tihinc hat
this s the only game | have come across
that aclually gets more difficult the fur-
ther you get info it — very good for
beginners and experienced Cove-Craw-
lers alike. This is as much as | can fell you

at the moment because, well, you see, |
er, sort of, like, didn't manage fo er,
finish it. Sorry!

is game can be wholeheartedly re-

commended. It is well thought-out, im-
aginative, fun, witty, challenging and
well packaged. If costs £9.50 and is
available from Bug-Byte and their deal-
ers for the BBC A or B 32K.

® Logic/

ulty
° Vocubularv




Tuming o book info an adventure
proved a successful formula for the Hob-
bit and @ new company Maosaic has sef
out to capitalise on it.

The Pen and the Dark i one of the first
book/adventures fo come out of the
Mosdic stable ond it carries out ifs fask
very effectively.

e story is one of the many in the
book The Unorthodox Engineers, and
whether you buy this game or nof, the

ok ifself is well worth reading! The
main idea of the story is that 'you must

As | was lucky enough o get hold of o
pre-production copy of the BBC and
Tandy versions, | did not have a copy of
the book that comes with the game fo

‘game for about o week before the copy
of the book | ordered arrived from
W. H. Smith’s.

| found the game a lifle hard going
without the book, but once | had i it
made everything @ lot clearer.

One thing which really endeared me
fo the game was at one point | was at a
loss for what fo do next. So | read-up on
the section of the story | was in and
thought I had the answer. With baited

and the compuer responded with “Anti-
cipating the plot will not improve it

Thisi the first venture info soffware by
Mosaic, and if the rest of their software.
comes 'up fo this standard then they
should be very successful.

Pen and the Dark will be available in
Janary with more versions, including a
Commodore 64 one.

The Pen and the Dark
From Mosaic for BBC, TRS-80/
Genie and Spectrum. Py
not yet known.

Logic/Difficulty

Vocabulary
Plot/Theme

LOST IN SPACE

Lost in Space is the sequel to Frankiin's
Tomb from Salamander Software. It
comes complete with illustrated case file,
which gives you graphics without using
valuable memory space, and without
slowing down the response.

ere, Dan Diamond finds himself
ransmifted from Franklin’s Stargate fo
spaceship.

is, or rather, your world is very
limited unless you can deduce that one
of the rooms is a lf. Pure guesswork is
required, o there's not a hint that the
ship even has a lfil Once discovered, fry
operating if!

Having learnt how to move from one
level to another, | slowly explored the
ship. This explorafion was very slow, due
o constant inferrupfion from security

robots who whisked me off to a location
that takes about 10 moves fo escape.

P
As far as | could fell, these arrests
were random, and there was no way fo
prevent them unfil you learnt how fo
control the ship.
Dan Diamond, if he can negoticte the
space ship, is in for a surprise or fwo.
Ever fried Infergalactic Loxafive? Power-
ful stuff — where’s the loundr
I enjoy a dificult Adventure, providing
progress s possible using deduction and
thought. Lost in Space is difficult, but

cryplic clue. Affer al, interprefing the
clues or puzzles makes the game.

1 spoke o Salamander Software, and
requested o hint sheet. | was foo early —
the game had only just been released
and the hint sheet was nof quite ready.
However, Salamander were most help-
ful with verbal clues, and I learnt about
some disappoinfing red herrings.

now more” is the mofto
of Sussex Universify — just thal There,
and | had thought this was one of the
puzzle-clues!

1 played Lost in Space on a Dragon,
and the response was sluggish fo
reasonable. As the BBC version was not
due out unfil the 16th December, Sala-
mander kindly let me have a BBC ver-
sion of Franklin’s Tomb. ( (which | had
only played on a Dragon), so that |
could compare responses between the

tions of the robots in Lost in Space could,
| suspect, be more tolerable on this

icro
Frankly, Frankin, | was disappointed

in you this fime — but your game s sl
far better than a lot of other Adventures
on the market. | await Fishy Business with

hopel
Lost in Space

From Salamander Software
for Dragon, BBC ‘B’ and

Oric at £9.95
Logic/Difficulty
Vocabulary
Plot/Theme
Keith Campbell

SPACE ADVENTURE

Mony Adventures are not what they
seem. Some games described as Adven-
tures are nof quite what | would call o
real out and out Advenfure — but o
mutant form of the art.

‘With the new Adventure format bran-
ching out info new areas, not least the

raphic style Adventure mentioned ear-
lier in this review section, perhaps there
should be o standard industry code for
oll Adventure games.

or example a fext only, classic style

adventure gome would be marked with
alarge T somewhere on the packaging.
A maze fype Adventure would be
branded ig M and 5o on.

This would make life
ture addicts everywhere — and games
reviewers fool Enough of the great
debate.

1f such a code existed, Space Adven-
ture from Pro Software, would rate code
A for Arcade-type!

g = el b oy ] e b —

pace Advenfure makes reasonable
use of the Beeb’s sound capability, and
adequote use of its graphics.

llogical

at my blaster was always poinfing in
the direction in which | was moving —
therefore | had fo start moving on o
different course fo alter my aim.
Space Adventure
From Virgin Games for BBC
at £7.95

Logic Difficulty
Vocabulary
Plot/Theme

Keith Campbell

continued on page 24
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SAVAGE ISLAND ||

Of all the text-only Adventures ever
written, Savage Island Part 2 must surely
take the prize for the most difficull!

It is nof one of those difficult llogical
gomes — it is difficull AND logical. |
think!

You need to solve Savage Island Port

Your Adventuring is not up fo completing
part 1, get some more pracice in before
attempfing this onel
You'rs n dead trouble ight from the
star One move from the lo
o 6yl oo Vi

cannol avoid pasing hrough it fo get
into the game!

Hydroponics, and a cavemon in a
loss cate wil be awaiing your solton
of the vacuum. From i have
done a ltfle mnmpu\ahon ol it iy
progressed much furl

What s the hangar Tor? Whot s the
true use of the flower?

ave had one lefter from a reader

ve another ses-
sion. And usuol,find ou s o e bit

e gofiely o game for the
experienced Adventurer — and prefer-
by ith experancis oF e Seoll Ade
series

Savage Island Part 2

From Adventure Infernati
for TRS-80, Video Genie, Apple,
Atari and Tl 99/4a. Various
prices depending on micro.

Vocabula
Plot/Theme

Logic/Difficulty
lary

Keith Campbel

SAGA
This s Scolt Adomes clasic fst adven-
ture — Adventureland — b the
added bonus of excellent
graphics.

The plot is exacly the same, so any-
one who has already complefed the fext
Adventureland will not be inferested in
buying and playing the game again.

e version under review was played

(i ind

rogros
o roubla ot ol ond e 560
have a short wait for ll the information
fo be loaded in, you are trected fo @
very impressive flle scres

e o i doo, et sl Gt he
plot as Keith covered it in an earlier

exg
T P ABGeH e 18113 lost ecsire

Saga Adventureland

Obviously the main affraction of this
game is going fo_be ifs graphics, and
therefore comparisons with games like
“The Hobbif’ and The Dark Crystal’ are
inevitable. It beats the Hobbit hands
down, The Dark Cystol s beter grophi-
cally, but the storyline isn't s good.

‘e graphics were created by Scoffs
v grophic edior, which you can buy
and judgi Adventureland’s
graphics, | el kit
worth investing in. The graphics really
are excellent and — although | do have
a sirong preference for fext advenfures
— almost worth buying an Afari and disk
drive for.

There is it in the way of animation,
ut this fact is not really noficed when
playing. The graphics are switchable.
This | feel is an excellent feature and ifs

ing the two discs (in profective sleeves)
and a small handbook. | was impressed
by the quality of packaging and fhe box
should ensure that the discs are well
proected from knocks and dust

Thanks fo Microdeal for the review
copy. This and the other SAGA's are
gualable from them and their decers
dventureland from
Adventure Infernational for the
Apple 1l 48K disc and Atari 48K
dise. Price £28.99.
ulty/Logic

i
Vocabulary

Simon Clarke

THE COUNT

This is the file of a new and difficult
game from Adventure Infernational, in-
fended only for the most persistent

Adom's himself admits
thot s e his fovourites (see page
o highly

oles in your neck are me
tell-tole_clues to your peril when you
{HEE8 Wy & tonga bed u'Adaro1ihe
Count.

From the brass bed, the adventure

and confinues through a spooky
o o W b Coumt s
and — just as important — a way fo

desnoy him. Itis not an easy task and will
tax aven the most hardened adventurer.
What makes this game really difficult

has o be very carefully thought about.
When the sun sefs, you wil find it quite
dangerous withou faking the necessary
precautions that all good vampire hun-
fers would take.

The Count dons his guise of a bat and
flaps his way around the castle in search
of a supple neck to chew — yours!

e game is exactly the same screen
layout s other Adam’s adventures butis
the most frustraing of the bunch. | really
wouldn't recommend it fo anyone who
hasn't got a lof of patience or enjoys
real challenge.

Despite being very frustrating and dif-
ficult o complefe, it is an interesfing
game and one that will have you coh-
smmry refurning fo it to play it again, os

sed fo iving p and reuring o
he shelf to gother dus

Nicely presented e and a bare
lion of sk vokebly loodig
:ussewe interesfing game and challeng-
ing

5% Countis o e malivode
of systems and differing prices accord-
ing fo which machine you have.

The Count
From

Adventure In|urnu'lonu|
for TRS-80, Video

pple,
/4 and' Vie:20.

Logic/Difficulty
Vocabulary
Plot

Simon Clarke
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GOLDEN APPLE

The Arfic Adventures A fo D have a wide
following among Spectrum and ZX own-
ers, possibly because they were among
the first in the field for the Spectrum. It
was with inferest that | ook the plunge
into Golden Apple, next in the Artic

series.

Golden Apple is qite different from
the Ship of Doom Espionage Island for-
mat. To start with, it is displayed as
coloured text on a black background —
giving it o different look from the black
on yellow of the others.

Secondly, it is freasure-orientated
rather thon mission-orientated, except
that fo complete the game you must find
the Apple.

Something about the game struck me
os familiar. The insiructions mention that
the computer will be your puppet, and
thot you must collect and store 13 frea-
sures.

When | recched o plocs teling meto
drop freasures and fype E, | did,
s gl iiniinginy reply “You
have stored 1 freasure. On a scale of O
10100 that rates 8”. Now where have |
seen that before

coincidence, no doubt. After ll if
an infinite number of Adventure pro-
rammers write an infinite number of
adventure games...!

The game had @ fast response, and @
number of singe key commands mods
moving around simple and quick.

Unfertunotely, thers seomad 1o be no
identifioble theme o the game. The Ireq-
sures | did find seemed fo give them-
selves up fairly easily, and for no appa-
rent reason.

0 would suspect that a Siver Bar

itself when the log was chopped? And
would you really expect fo find an axe
o2 st
ny similarity in wording fo
clhas A s oo
liance of plot.
My verdict? Well written and worded,
and pleasant fo play, although lacking in

plete, but easy fo getin fo, and therefore
perhaps o useful and rewarding Adven-
ture for the novice.

Golden Apple

From Arfic Computing for the
48k Spectrum @ £6.95 and 16k
ZX81 @ £5.95

Logic/Di

cul
Vocabulary
Plot

Keith Campbell

LEOPARD LORD

There ore mediocre Advenfures and
bad Adventures, but Leopard Lord from
Kayde Software has that ltle something
less that makes it one of the most awful
have had the misfortune fo come across
Sounds bad doesn't it

anhnun More details on this
the < Adven-

e

FANTASY

It loads on a 48k Spectrum under
plain cover, and stops — so you have to
You may soon wish you

“THE PEOPLEOF YARM
HAVE OFFERED 1000 GOLD COINS
TO RID THEM OF FORDEL, THE EVIL

ZARD". Who was this sirange
”Peop»eow 1 wondered.

You find yourself in a gloomy forest,
and in so doing are freated fo your first
sight of Leopard Lord's firing screen
displo

The inifal screen, displayed on @ white
background, gives details of location,
exi, and objects

These are well spaced out, exits and
objects appearing in columns rather
than rows. After each command the
screen scrolls fo redisplay, and s the
display height is about 1 screen height,

e eyes soon fire of waiching the screen
and frying fo decide where the new
information starfs. Another firing feafure
is that commands must be enfered as full
words — no abbreviations allowe

BREAK and put in  CLS stofement be-
fore the display. All was then revealed!

Not the key to the game, but the lack

A further look ot the listing gave me
the impression that whoever wrofe it hd
not heard of a subroufine. Many lines
read PRINT “YOU CAN'T": GOTO 20.
There were counfless repeated FOR/
NEXT loops, and the Spectrum’s missing
ON statement was overcome
in an inefficient way. The vocabulary,
directly assigned variables, was minimal
I got the impression that fightly writien,
this program could have fifted @ 16/
Spectrum. 16k owners are lucky fo be
spared!

The warning is there for everyone in
Clveland. Don't go blockberry picking

the deadly “Peopleof

Fledgerow” wil got yout Al fo frends

and readers everywhere — don't even
Eather 1o prrte Loopord Lord!
Leopard Lord
From Kayde Software for the

48k Spectrum @ £5.95

Logic/Difficulty
Vocabulary
Plot

Keith Campbell

EAN HUNT

Epic Hero is the file of a series of
macline-code adventures fo the 16k
TRS-

Dendmg fo start of the
tried my hand ot the first Epic, i 1

— (Espionage Island without
beads?) The furnishings of @ cave give
the feeling thet here is a cross between

mention that there are ofher scenarios

nd there are some unusual objects
Iying around that seem fo have unusucl
use:

What | found o liffle irksome was
death without warning. OK, anyone
venturing info a mouth could expect fo
getecten — but boing sobbed b the
nofive woman for one's good looks
Soemed o e flogical

would summarise Ocean Hunt as
“the mixture as before”. If you like the
mixture, then the chances are you'll en-
joy this one!
Epic Hero 1 — Ocean Hunt
From Molimerx for TRS-80,
Video Genie @ £10.06.

Keith Campbell

Continued on page 24
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GRAPHICS
ASYLUM |1

“Nol | won't do ifl Never never neverl
I'm only just recovering from m
frontal lobotomy and I've managed to
keep my hand-grenade and there's no
way you'e going fo get me in there!
Nooooooooo

Try as | migh, | could not persuade
Keith 10 enter the Asylom cgain Ho ven
refused whon | ffered s fal K b 16
get fo Egypt in Temple of Bost. So with

operating theatres, mazes an:
ones
With ol the hi-res colour machines

nyone that his played Asylum | will
be pleased fo hear that Asylum Il is
easier o get o, but s sl an extremely
hard game fo solve.

Having solved Asylum's predecessors,

not short of surprises, so you won't get
bored
If you are considering trying an Asy-
woul

could fit under such a small table!
Asylum Il from Microdeal for
the TRS-80. Price £12.

Simon Clarke

MAD MARTHA I

After Mad Martha it was with great
inferest tht | 1o and woed for Mod
Martha Il o load info my Spet
‘ar o meannglews b of 1 Wasingi
screens and unplecsant besps you are
asked your name, a frifle odd, as you
cre supposed to be foking the part of
Martha's husband, H
e asked fo
select your skil level (1, 2 or 3), and this

sefs just how much fime you have for
Your night-on-the-fles.

More flashes and beeps and you are
seated af a fable on the beach, with the
glorious Spanish sun blozing

The waiter oppears and hands you o
scented lefter and you are freated fo o
short rendition of Viva Espana. The pic-
ture was quite nicely done and the music
was vory imprssive indeed ond o nice
mood sefer.

From then on, the game falls short of
expectations.

en all the many bugs are ironed
out, this may well be a passable game,
providing you're deaf, hove less than

seven brain-cells, and the Q. level of o
concussed bee!

Mad Murlhu 11l from Microgen
for 48K Spectrum. Price £6.95.

CONTINUED

FANTASY

NDERLAI

This gome has sat on my software shelf
for some fime now, gathering dust —
mere thought of it sent me fo sleep.
As | had both machines on the same
k and a separate T.V. for each, cou-
sl with he fothad o coupl of hours
car was worked o
reludanﬂy e he Bacs one R-40
versions into their respecive machines.
Loading was no problem on either
machine and after a relafively short waif,
1 was off. The fwo versions appeared fo
be idenfical, although it soon became
obvious that the BBC version's response

time was much quicker.

So, it is possible tha this game could

vercome my pre-judgement of it2 YOU
BETTER BELIEVE 111

This gome has probably the best plot |
hove ever come across. The various lfle
tasks of the game are all based on
nursery rhymes, but believe me, this is
not @ game for ltfle children —ifs hard!
The responses are chafty and amusing
and the location descriptions are very
atmospheric. The obiect of the game is
o recover reasure (what else! | bet your
cupboards must be packed with gold
and jewels by nowl) and each freasure
can only be gained if you apply the logic
formed from the old rhymes. That was
probably the hardest part for me, | never
wos very good of remembering nurser
thymes. | wonder what type of mentalify
the author has?

o wonderland gefs o thumbs up,
and the prize for the most misleading

read their description or you might be
put off an excellent game!

® Logic/Difficulty

® Vocabulary
@ Plot

Simon Clarke
SCI-FI

PULSAR 7

This is the fifth in the Mysterious Adven-
tures series and s loosely based on the
box office smash hit horror film Alien.

ture, for Earih's infergalactic Zoo.
Bit the creature escapes, plays in the
remains of the ore and turns info o
savage and bloodthirsty beast, devour-
ing the rest of the crew.
You must find your way o the frai
shuttle-craft and escape

complete it in one sifing, starfing ot 6
o'clock one evening and finishing ot

| played the game on a TRS-80 as my
Spectrum version had not yet come
through. The Tandy version is fext based,
where most of the ofhers, including the
Spectrum, have graphics.

The program does have a large voca-
bulary and the response fimes are
almost instant! | vote this game as one of

Digital Fant
Spectrum, BBC, Atari, Commo-
dore 64, Dragon 32 TRS-80,
Colour Geme‘ Price varies de-
n the machine.




here is o network of gamers

seffing hand on the  infernal
machine:

They cloim to be Starlords, to control
whole fribes of warring nafions or fo be
berserkers, space pirates or aposfles.

These then are fhe computer moder-
oted gamers, whose post can hold news
of infergalactic holocaust, petty
treachery or pleas o unite against @
stronger foe.

The games are played by post with

the players sending off orders for their
fleets, ribes or armies which are fed into
G computer and the machine correlates
all the informafion and works out the
ovtcome.
This s returned to the players who can
then see how their efforts fared and
whether they were double-crossed by
their allies, routed by their enemies or
hod run the entire fleetinfo a planet they
didn't know existed.

But the reading of the lofest reports
and compiling of orders is only a small
part of the game. The batfles are usually
won or lost in the rounds of
negofiafing and bortering over the
phone wih opposing players

101050 cantoke partin MR
any one gome.
The games cost around £1-£2 a fur
w of the most popular are:
Stariord, Tribes of Crane and Starweb.

f you want to enjoy adventuring
without the necessary inflexibilty
of computers then you have fo
look fo fantasy role playing.

The original and most successful fan-
tosy role-playing game is Dungeons and
Dragons. The game is played by an alter
ego. Each player assumes o character:
thief, fighter, wizard or cleric; and o
race: elf, dwarl, halfiing or human.

The choice of character is narrowed
down by first throwing dice fo discover
six oftrbutes, Dexterity, Strength, Charis-
mo, Intelligence, Wisdom and Consfitu-
tion. Each affribute helps fo form the
charader ond a sovenh

equi

ng
amount of gold pieces
With these he buys
ormour, weapons, po-
tions and supplies and
he then sefs out fo begin
adventuring,
This is just the prelude
o the game which involves several play-
ers, each represenfing one such charac-

FANTASY

GAMING

Adventures appeal to the
escapist in us, who yearn
to roam fantastic worlds
unfettered by the conven-
tions and restrictions of
society.

Instead of being ac-
cused of living in a dream
world, adventures let you
enter someone else’s
dream and blunder
against its boundaries as
you learn to thrive within

'I'he most successful
adventures are more than
logic puzzles and exer-
cises in lateral rlg
they contain a well-woi
ed plot, surprises and in-
teresting characters. To
enjoy an adventure it is
important to be able to
believe in it.

There are many other
wuys that games can take

layer into a fantasy
word whero he must use
is wi lay and win.
H:re Terry Pratt looks at

ter, delving info o dungeon which has
been designed by a referee or dungeon
master.

Guided by a book of rules, he has
invented o dungeon of many. levels
which features monsters, villains, victims.
and freasures. The players act fogether
to defeat as many monsters and eam as.
much Ireasure as fhey can before escap-
ing with their lives intact.

Each monster kiled ond freasure
gained, results in  experience points
which helps the character become stron-
ger and more capable. Wizards cost
spells, fighters wield swords, thieves
climb’and sneak and clerics heal and
ward-off the undead.

A successful party should be well ba-
lanced with all characters and well

that the dungeon master hos ready fo
throw at them.
other
pas of faniuey role.phoving
games but all feature @ book of
rules for the worlds, freasures and
monsters and a set of dice
to decide all conflicts
and other decisions
according fo carefully
worked out tables,
The gomes do not
pit one player against
another but encour-
age teamwork and even the dungecn
master is not expected to
merely fo create an en-

out over-whelming the
porty

A great fime can be
had by all as you take
on the role of a wizard
or an orc and let your
hair downl.

Oher ~ role-playing
games include: Runequest, Traveller and
games like Bunnies and Burrows — o
kind of adventure Watership Down.
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DRAGONFIRE

Drogonfire rushed on fo the adventure
gome scene earlier in the year amidst o
bloze of television advertising

e is a very simple one and,
despite involving dragons, a castle and o
young prince it owes more fo the shoot
em up style of game than fo a strategy
odventure.

You have fo run across the castle
drawbridge dueking o avard the bl of
fire being hurled from within the walls of
the castle.

Qnee scfely over he drawbridge you
find yourself in the treasure room sur-
rounded by gmmmg goblets, candel-
abras, lamps, urns, and pieces of gold.

The only ether slighly complicating
factor which | ought fo explain is that
each room contains an enraged fire
breathing dragon.

me is one of Imagic's best
offerings this year for the Atari VCS and
now also available on the Intellvision.

Theme

Graphics
Playability

ET.

The second Spielberg adventure game
— based on the blockbusting movie E..
is every bit s difficult as Raiders but
does not reach the some high standards.

The plot stcks very closely to that of
the film you have to help the litle alien
ossembled his tergolctc llophone

he various bits phone are
kb AL the
game. When you find o piece it is col-
o by molang contact wih 1.

Once he hos assembled the phone ET
hos fo go fo the forest and call up his
alien friends — who will then beam
down from the stors and rescue him.

Two ofher characters floafing around
in the game can often fleece ET of the
various bits of his phone, and in the case
of the FBI man, cart him off o ja.

Also affer our lile alien s a scienfist
who wanfs fo experiment or

This gome suffered from being rushed
utto coincide i he fim release

Yo T but there are far
dadyiliad gomes available for
your VCS than this

The hit adventure game of ll fime on
the video gomes systems is undoubtedly
Actvision's Pifall

Another freasure seeking game with
obstacles on route. You are Piffall Harry
running from left fo right across the
screen leaping over crocodiles, swinging
from ropes, and dodging scorpions as

. 000

Dragonfire

Treasures of Tarmin

Vld.o umu adventures
are a di of game
to :ompmr u -nlurn -—
though

no less
muln difference ﬂ |I|ul all
the action on scre

TARMIN

Thebestseling games onthe neliviion
ore s seres of Advanced Dungeo
ragons games.
“The letos of thos i he three cimen-
sional maze challenge — Treasures of
Tan

rmin.
Deep inside the island fortress of Tar-
min lies the priceless freasure guarded
for centuries by the forces of evil
o recover the freasure you must
avoid being killed by the monsters who
inhabit the corridors
s you travel you will find certain
arfifacts dofted around the corridors
which you willfind useful,
This is o challenging adventure game
where you have fo plan your route very
carefully, A must for D&D fan

RAIDERS

This fime lost year just about every game
coming out of Sunnyvale was an adven-
ture — Stephen Spielberg’s licensed
fifles prominent amongst ther

inrepid_archaeologist and explorer in
his quest for the Lost Ark of the Cove-
nant.

The game is played using two joysticks
— one fo move Indy around the screen

A chollnging game for  around
£20.

Theme

Grapl
Playability

ol
keypad will enable lho
to select certain op-

pla:
tions. Here we brin
views of some of
successful
adventur

you re-
e more
video game

the jungle background scrolls by,

ifall is o race against the clock as
well as a challenge fo overcome the
enemies encountered as you rt

Solutions o Pifall are’ a5 plonifl as
cures for the common cold. | just can't
get enough of this gome.

DRAGONSTOMPER

The biggest adventure ever written for
o video gomes system is Starpath’s
Dragonstomper.

The game runs in conjunction with the
Supercharger which enables the game
1o be fed info the VCS from cassette fape
in three parfs. You wander a mysfic land
under the evil spell of a Dragon who has,
the countryside gripped in o reign of
ferror.

The Supercharger gives this adventure
the feel and play value of a more com-
plox compuer odvanturs game

Playability




Book Your Adventure Now!

In this unique book, Keith
Campbell will lead you through
various facets of adventure
games, including the history of
adventure games, how to play
them and a hall of fame.

He then presents a complete
program listing, and explains the
intricacies of creating an
adventure game, including
devising a plot, creating the
environment and screen
presentation

Add to all of this, a clear
explanation of programming
techniques which will show you
how to introduce objects, control
space and time, interpret English
input, move your player from one
location to another and many more
exciting skills.

Suitable for all microcomputers,
with specific listings for BBC,
Spectrum and Commodore 64.
Make your reservation for this
special pre-release offer!
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