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MIDDLE EARTHADVENTURES
for the same micros as Snowball

Each of these games has over 200locations and a host of puzzles.They can be played singly ortogether as an impressivetrilogy. Each game couldwell take months tosolve!
1) Colossal AdventureThe classical mainframegame "Adventure.' with all the original'puzzles plus 70 extra rooms.
2) Adventure QuestAn epic puzzle journey in Middle Earth..
3) Dungeon AdventureOver 100 puzzles to solve as you explorethe dungeons left by the Demon Lordoutwitting their guardians.
Price: E9.90 each (inclusive)Level 9 adventures are available fromgood computer shops, or mall-order fromus at no extra charge. Please send order,or SAE for catalogue, describing yourmicro to:LEVEL 9 COMPUTING
DeptV 229 Hughenden Road,High Wycombe, Bucks HP13 5PG

•, 31101011L—msmmsgrmitil SNOWALL
at E9.90 is a great new adventure for:

BBC 32K COMMODORE 64 SPECTRUM 48K
LYNX 48K NASCOM 32K ORIC 48K ATARI 400/800 32K
Snowball is a massive adventure with over 7000 locations. it took ninemonths to perfect and marks a new leap forward in adventure games -it has a detailed, planned background and is set aboard a huge starshipthat would really work. Snowball could be a glimpse of the future!
You play Kim Kimberley, security agent. Your mission is to guard thecolony ship Snowball 9 from sabotage.
Thus when your freezer-coffin wakes you with the Snowball still inflight, you know that something must be very wrong. You're weakenedand disorientated by lengthy hibernation, but the fate of the 5 mile longspace-ship is in your hands!
Snowball is our new fourth adventure. Here's what the reviewers havejust said about the first three:
"The Level 9 Adventures are superbly designed and programmed, thecontents first rate. The implementation of Colossal Cave is nothingshort of brilliant; rush out and buy it. While you're at it, buy their otherstoo. Simply smashing!" - SOFT, September 83
-Of the programs reviewed here, the only one that is wholly admirableis Level 9's Colossal Adventure."- Your Computer, September 83
"I found Dungeon exceedingly well planned and wriiten, with a fastresponse. There are well over 200 locations and the descriptions areboth lengthy and interesting."- Computer & Video Games, September 83
"This has to be the bargain of the year If adventures are your game,then this is your adventure"- Home Computing Weekly, 30th August 83"There are three excellent adventures on offer from Level 9 thedescriptions are so good that few players could fail to be ensnared bythe realism of the mythical worlds where they are the hero orheroine great fun to play." - Which Micro?, Augusi 83
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MICROADVENTURER (MAD for short) is designed for novice and experiencedadventurers alike. It will also cover the world of computer strategy, simulations andwargames.
For those of you who have never ventured into the realm of computer adventures before,they consist of a series of intricate puzzles. The puzzles themselves are set in worlds of mythand imagination, ranging from J R R Tolkein's The Hobbit through any number of elves,dwarves and trolls, to deserted castles and vast alien space ships.Most adventures have some central aim, either a princess to be rescued or some treasureto be collected, but much of the fun lies in exploring the world created by the programmer.Suddenly, you are confronted by wizards, vampires, dragons and perhaps even the fabledMedusa, whose mere glance will turn you to stone. Alternatively, you may find yourself ina world populated by Norse gods — Odin, Thor, Loki and the rest — or maybe a worldwhere the confederacy won the civil war in the United States. But, whatever form theparticular adventure takes, sooner or later you will be faced with problems to which thereare no obvious answers. You may find your progress blocked by a locked door. Perhapsthere is a key hidden elsewhere, or an axe, or maybe the door really is impassable and youneed to find a hidden passage in another room. The only solution is to experiment, lookingfor clues all the time.
There is usually a purpose behind most of the objects to be found in adventures, thoughthere are some deliberate red herrings. A tree, for example, may enable you to see thesurrounding countryside, if you climb it. Then again, chopping the tree down may expose ahollow hidden in its roots. A cave which, at first sight, appears to be empty, may contain acellar. But, if the entrance to the cellar is barred by a leashed watch dog, you will have todecide whether to kill the dog, or make friends by giving it some food. The obvious choiceof killing the dog may allow you to progress further in the adventure, until you reach a tollbridge guarded by an armed sentry. The sentry refuses to allow you to pass, making itimpossible for you to complete the adventure. But, if you had fed the dog and taken it withyou, the dog would have frightened the sentry away, leaving the bridge clear for you tocross.
It is almost impossible to describe the feeling of elation that results from solving a puzzlethat has had you stumped for hours. The solution is often obvious, after the event,prompting cries of "But why didn't I see it before?". Adventure players are continuallyquestioning their environment and the characters they find living in it. Things are often notquite what they seem happy adventuring.
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The ultimate adventurefor the Dragon 32

An epic three part journey, taking up over 90K of memory. Packed withfeatures, this is the ideal family entertainment. Solve the mystery of the diarybefore time runs out! You start in the serene English countryside, then travelthrough the bustling London streets, to further 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/RID to us at:SHARDS SOFTWARE189 Eton Road, Ilford, Essex IG1 2UR

4 Micro Adventurer November 1983 :A



I, LETTIE
Send your hints,successes,complaints andcompliments toLetters Page, MicroAdventurer, 12-13Little Newport St,London WC2R 3LDObsessedwell-doers

MY FRIEND and I areobsessed by adventures andhave recently purchased ArticAdventures A-D and think wehave done reasonably well withthem. We have some hints thatmay interest others: a multi-coloured inventory will proveENTERtaining at the porthole,and a surprise may mean adisguise.The only adventure that wehave succeeded in so far is IncaCurse in which our highestscore is 3,850 treasure pointseagle 2,500 points, statue400, coins 500, chandaliers200, knifes (Artic's spellingmistake) 100, and bowl 150.Kennth McClure,Belfast.Space foradventure
NOT EVERYONE uses theirBeeb for education. Howabout reviewing some BBCadventures instead of alwaysVic 20 or Spectrum stuff? Iwould be glad to write you areview if you sent me sometapes.C McQueen,Steeple Morden,Herts.YOUR WISH etc, etc noother micro mag has as muchspace as we do for adventures,so we will be able to extend ourcoverage to a wider range ofmachines.on the subject of reviews:the best thing to do is send us asample 300-word review of anadventure you already have,telling us what micros youown. If we're impressed thenwe'll send you new cassettesfor reviewing.

HAVING SOLVED the Counton the Vic 20 in three months Iwas pretty fed up with myjourney into adventuring. Ithen swapped it forAdventureland and I solvedthat in about two weeks.Then I realised that thenumbering of the adventureswas significant and so I nextgot Pirate's Cove instead ofVoodoo Castle, thinking itwould take four weeks tocomplete. How wrong I wasI have now been trying to solvethis part of the adventure for21/2 months.In this time I have made afew discoveries: pressing theV key causes the text to scroll alot faster, and the P key revealssomething totally unusualwhich I suspect is a debuggingaid for the programmer. Thisworks on the Vic 20, but Idon't know about othercomputers.Simon Mills,London SW12.

I WAS interested to read ofproblems with Tansoft'sZodiac adventure, as I am theprogram's author. The clue tothe safe is that the playercannot open it him/herself, butneeds to get someone else to doit for him. I think that willprobably be enough to go on.On the maze in Zodiac: eachroom in the mirror maze has aunique name, so it can bemapped. For instance, oneroom might be: "You are in a

Keepinga count

It's all inthe name

maze of confusing shinymirrors" and the next: "Youare still in the confusing mirrormaze". Also, you areoccasionally asked if youwould like to be brought out,with a slight loss of score.I would also like to point outthat there are six treasures andthat, despite reports elsewhere,the ram and scorpion are notred herrings. And there are 12signs (think about the name ofthe game).Geoff Phillips,London NW9.Unstickingservice

Runningaway

11111.111.1.1

MAY I take this opportuniyof mentioning the formation ofa new mail-order softwarecompany, Adventure-ZoneSoftware.This company sellsadventure programs only, andacts as a forum for adventurersto swop ideas and hints. Wealso help people that are stuck(if we can!), even if they didnot buy their programs fromus.Simon Clarke,Adventure-Zone Software,Jo Ennis Close,Harpenden,Herts.

I HAVE played a game similarto Vvrhite Barrows on theMZ8OK and the reason thewizard (wumpus) runs awaymay have something to do withthe fact that the exits are open.I also have some clues forColossal Adventure. Thevending machine needs coins

"This one,
is ol9micro
Aolventu re
Campoli
111661611 p1

and, as to where the colossalcavern is located, I think youmust already be in it to find theplover room.Anyone requiring specificclues to Colossal or Castle ofRiddles can contact me onMicronet 302840768.Jim Thornton,Doncaster.Down in thedungeon
I WOULD be most grateful ifyou could give my datighterand I some guidance on theadventure game the Hobbit.We have been wrestling withthe tape for something over 12weeks now, but no matter whatbrilliant ploy we come up with,we cannot get out of thegoblin's dungeon.We have visited the smallcomfortable room, the lonelylands, the trolls' clearing (largekey), trolls' footpath,trolls' cave (sword and rope),Rivendell, misty mountainmaze (golden key), the dimvalley, Beorn's house (food),outside the goblin's gate, insidethe goblin's gate, a large cavewith torches, a stuffy windingpassage, etc, etc.We always finish up in thegoblin's dungeon, armed witha sword, some rope, somefood, Thorin (and sometimesGandalf). After digging in thesand and prevailing uponThorin to smash open the trapdoor, Thorin gets the smallcurious key (Thrain's key).We cannot reach thewindow. We have askedThorin to pick up the Hobbitand then we get stuck! Ourpleas for help always result inthe same cryptic reply: "Awindow should be no obstacleto a thief with friends."In order to restore someform of sanity in ourhousehold, we would be mostgrateful for any advice.Peter R Feller,St. Albans.JUDGING FROM the cor-respondence it prompts, thegoblin's dungeon is familiar tomany. Tony Bridge is theperson to write to if you needhelp with an adventure — he'llbe writing a regular adventure,help column for this magazine,in addition to his contributionto Popular ComputingWeekly. If you want to solve aproblem by contacting a fellowadventurer, then adventurecontact is the section you need.

November 1983 Micro Adventurer 5



HAVEYOP BEEn MOWED inmkesTERIous° DVEIITU Rear)

,k•'about this elOpment worchips etc. wvise TIS suffer". "TIS is highl66 is futile".
; BC ComputerOf the following• -'BATON-CHINEPART 1

volved inan mainsermanentsourcesy it while•

s I s  I . i1  it.' I t ,io 14s4 41,4ts (v 11 i I_A „414 s: 11"

A

SEND CHEQUE OR P.O

110

1

ECK,



If you think you'vesomethingnewsworthy, call01•734 2631 and let usknowungeonstartsto stir
DRAGON'S Dungeon hasannounced four newadventures for the Dragon 32.The first is The CrystalChalice of Quorom, a swordsand sorcery text adventure ofadvanced difficulty. Next isThe Temple of Zoren, ascience fiction text adventureof intermediate difficulty.Third is Treasure Tombe, areal-time graphics adventure,and last comes Giant's Chest, agraphics adventure for youngchildren.All four have been writtenby Mike Meineck and areavailable on cassette. Eachcosts 0.95 except Giant'sCastle which is £5.95.Contact Dragon's Dungeon,PO Box 4, Ashbourne,Derbyshire, DE6 1AQ.Blackpoolelights upon CBM 64
SIRIUS Software hasconverted its best-sellingadventure title Blade ofBlackpoole from the Atari torun on the Commodore 64.Also, a new graphicadventure, Gruds in Space, willshortly be available for theApple II and Commodore 64.Each of the four costs$39.95.Contact Sirius Software,10364 Rockingham Drive,Sacramento, CA 95827, US.Some of the titles are availablein this country from CalistoComputers in Birmingham.

osaic paves the wayto science fiction tapes
SCIENCE fiction fans will beinterested to hear of a newcompany MosaicPublishing.Mosaic will specialise inadventure games based aroundbooks by well-known sfauthors. The software andbook will be sold as a jointpackage, and the games will atfirst be for the Spectrum, BBCand Commodore 64 com-puters.The first title, scheduled forearly January, will be anadventure game based on oneof Colin Kapp's UnauthodoxEngineers stories — The Penand the Dark. TheUnauthodox Engineers travelthe galaxy solving trickyengineering problems thatnobody else can handle, and inthe adventure you play the roleof the book's hero Fritz VanNoon.Harry Harrison, anotherscience fiction author, isplanning games to accompanyhis Stainless Steel Rat novels,and in fact is also working on a

Sl author Ian Watsonprogram to be released at thesame time as the final of theRat series, early in 1985.Adventures are also plannedto accompany other books andshort stories: SpecialDeliverance by Clifford DSimak: Soldier, Ask Not, oneof Gordon Dixon's Dorsalseries; The Width of the Worldby Ian Watson; The WorldThinker by Jack Vance; andTechnocolour Feudal, one ofthe Dag Fletcher stories by

John Rankin. All of these titlesshould appear in the first halfof 1984."The games will beadventures in the broadestsense of the word," saysMosaic's founder Vicky Carrie."Some of the titles will be ofThe Hobbit style, others will bemore of the Dungeon andDragons type."To write the games thecompany uses freelanceprogrammers working fromschemes either developed bythe books' authors or byMosaic's own designers. Morethan 10 programmers arecurrently working on thevarious projects.Mosaic was formed in July1983 by Vicky Came. Shepreviously worked for SinclairBrowne, the book publishingarm of Sinclair Research.Others involved in Mosaicinclude computer author TimHartnell and Clive Allison ofpublishers Allison and Busby.Mosaic's titles will bedistributed by John Wiley.Scrolling through the caves
SCROLLING on the Spectrumis put to good effect onOracle's Cave, a graphicsadventure from Doric.Your quest is to find yourway through the maze of cavesto defeat the monsters andclaim the treasure.

Pretty standard? Not really.The program features a splitscreen display. The top half isyou, an animated figure, andthe cave you are in. Text inputin the lower screen half movesthe figure into the labyrinth.As you move from cave toJ'111•111"P"-

VALHALLA, for the 48K Spectrum, looks like becoming aworthy successor to Melbourne House's The Hobbit. The objectof Valhalla is to find Grimnir, the helmet. But, first, you mustlocate five other special objects. Set in the world of the Norsegods, Valhalla uses a split screen to show both text and graphics.Unusually, however, the graphics are not static — you can movearound the screen, as can the other characters. Valhalla, whichcomes complete with a player manual, costsof14. 95 and is availablefrom Legend, Freepost, 1 Milton Road, Cambridge CB4 1U11.

cave the display scrolls acrosspixel by pixel as the figurewalks. When you enter a cavewith treasure or monster youcan see it and in the latter casedefeat it. When you climbeither up or down ladders youencounter, the screen scrolls upor down as the figure climbs.You mustn't hang around,though. As the game proceedstime is running outExplains Chris Dorrell, theprogram's author: "A gamelasts foqive days — computerdays that is. In real time youcan expect a game to last about40 minutes."Every time the game isplayed the layout of the cavesand connecting passages isdifferent. So, too, is thedistribution of monsters andtreasure.The Oracle's Cave runs onthe Spectrum 48K and costs0.95. It will shortly beavailable from WH Smith.
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On yourarks forGrouch
MID-OCTOBER sees thelaunch of Groucho, Auto-mata's follow-up to Pimania.In it you must followGrouch() all over the USpicking up clues to a mysterypersonality. The first todiscover the hidden identitywins a trip to Hollywood fortwo.Those only in it for themusic may delight in a newsingle by Lady Clair Sincliveand the PiMen to be found onthe other side of the tape.Groucho is for the 48KSpectrum and costs £10.Automata can be reached at 27Highland Road, Portsmouth,Hants.Wizard given qualitygraphics on the Apple

Graphics to get you in the mood, courtesy of Sir-Tech
ADVENTURES on the AppleII are beginning to employsome quite fancy graphics.Most of the companiesinvolved are American becausethat is where most of theApples are. Sir-Tech is a NewYork based company with onesuch title Legacy ofLlylgamyn.The program uses anunusual method for presentingits text and graphics. Bothappear in 'windows' producedon-screen. Different types ofdisplay have differentpriorities. For example, anoption asking if the playerwishes to use stairs to go up ordown might appear in themiddle of the screens, coveringpart of the graphic repre-

Sheri()the him
MELBOURNE House has an-nounced its follow-up to TheHobbit.The new adventure, as yetunnamed, will be the first of aseries based on the charactersfrom Conan Doyle's detectivenovels — Sherlock Holmes, DrWatson and InspectorLastrade.The adventure is in twostages — both in the sameprogram. In the first you, asHolmes, discover a body andneed to find the clues toidentify the killer. In thesecond you must present your

sentation of the room: the texthas priority over the graphics.However, when the playeranswers the question the text isremoved and the missinggraphics are regenerated toproduce the complete pictureonce more.Up to five levels of displayare at times represented usingadvanced software techniquesnot unlike those on Apple'snew machine — the Lisa.Legacy of Llylgamyn is thelast part of the Wizard trilogyfrom Sir-Tech and the first touse the new windowingtechniques. Available on disk itcosts $39.95.Sir-Tech is based at 5 MainStreet, Ogdensburg, NewYork, NY 13669, USA.

•

ck Ho!meof The
evidence to Inspector Lastradeand, when he is satisfied thatyour evidence stands up,apprehend the culprit.In the new adventure it ishoped to take communicationwith the other characters astage further than in theHobbit."The Hobbit was a uniquestep forward for artificialintelligence," says Melbournefounder Fred Milgrom. "Sher-lock Holmes will be anotherstep down that road where itwill be difficult to distinguishbetween the computer andanother player."Dr Watson will be an invalu-able helper, according toMelbourne House, but he israther gullible — should youmake an erroneous choice forthe culprit he will most likelybe just as amazed as if youhave chosen correctly.You must use him as a foil todiscuss your ideas before goingto Lastrade.Doctor Watson's knowledgeof railway timetables will be

THE second part ofSalamander's adventure trilogyfor the Dragon is now availableLost in Space.At the end of the firstprogram, Franklin's Tomb,Franklin discovers andactivates the matter trans-ponder, transporting him intospace for the start of the newadventure.The final part, FishyBusiness, should come out veryclose to Christmas. In anunderwater world Franklinmeets the person who sent thestrange message which first sethim on the trail at thebeginning of Franklin's Tomb.Fishy Business provides thefinal clues to resolve themystery.Although the trilogy will be

s onobbit
crucial to apprehending thekiller.If you make foolish deduc-tions in your discussions withLastrade he will become"stroppy". If you continuallybother him with ridiculoushypotheses he will even stopgiving you much of his time."Although the plot is notbased on any particular bookwe have tried to stick veryclosely to the mood of theConan Doyle stories," saysFred.It is not clear if the Sherlockprogram will have graphics asThe Hobbit does. ExplainsFred: "We are not sure if wewill be able to manage themore advanced graphicstogether with the morecomplicated English inter-pretation and character inter-action routines."The Sherlock program is notexpected to be ready until thebeginning of 1984 and it will beavailable simultaneously forCommodore and Sinclairmachines.Franklin takes offin Fishy Business
available first for the Dragon,BBC and Oric versions ofFranklin's Tomb should nowbe available and versions ofLost in Space for these othertwo machines will followshortly.Each adventure in the seriesis supplied with an illustratedbooklet and costs £9.95 — thesame price for the threemachines.Looking further into thefuture, Salamander plans a fullmachine-code arcade/adventure hybrid by Februarynext year called RainbowWarrior.The first of Salamander'slong-awaited Castle-Barronseries of role-playingadventures is now scheduled forthe end of next year.
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frnic rorituSnowballstartsto roll
LEVEL 9's new adventure,Snowball, is the first part of atrilogy of adventures.In the program you wake upinside a freezer cockpit on acolony ship bound for a distantstar. The ship — an asteroid ofice five Miles in diameter beingtowed through space by afusion-powered tug — hasbeen hi-jacked. You have been

put on the asteroid, unbe-knownst to the crew, just tostop this kind of thing fromhappening — so you have todo just that.Snowball is available for theSpectrum, BBC, Commodore64, Lynx, One and Atarimachines, all priced at E9.90. •The second part of thetrilogy, Return to Eden, isplanned for around Christmas,with the final part aimed forEaster time The Worm inParadise.Shortly before Christmas,Level 9 plans a furtheradventure, not part of thetrilogy, called Time Lords.Orienteering in thecomfort of home

The landscape unfolds before you on the Spectrum screenTHE Forest, a new simulationgame for the 48K Spectrum,will appeal to armchairorienteers.If you have always fanciedthe outdoor sport oforienteering, only without thephysical effort involved, thenthis is for you.The object of orienteering isto complete a given coursethrough the countryside overrough terrain as quickly aspossible, without getting lost.At the start you, and othercompetitors, are given the mapreferences you have to get to, amap, and a compass.The Spectrum version is alittle different. For a start youdon't need to leave your seat.A map is provided, and theSpectrum does the rest. Youare given a routine to completeabout seven computer kilo-metres — but you can also setyour own. There is alsouncharted ground beyond theedges of the map.When you are ready, off yougo. As you change direction

the landscape unfolds beforeyou on the Spectrum screen.The time that has elapsed sincethe start of the race is alsoshown.The Forest is intended toteach the basics of the sportand enables an experiencedorienteer to practise in thecomfort of the home environ-ment.The program is published byadventure specialists PhippsAssociates and is written byGraham Reif. Graham spendshis spare time both makingmaps and orienteering. In fact,he is currently preparing themap for an internationalorienteering event to be held inNorthumberland in 1985.Says John Phipps of PhippsAssociates: "The simulation isnot as easy to play as it looksmost people say 'This isgreat' and go roaring aheadand fall straight in the lake."The Forest comes completewith instruction manual andcontour map of the terrain andcosts £9.95.I I

TOWN NATHAN
Dragon LastByte Chance
Home Computers 1 0  Ash RoadSoftware and Games Headingley51a Queen Street L e e d s  6Morley T e l :  744235Leeds Home computers, softwareTel: 0532 522690 board games, role-playingZX SPECTRUM games and booksnow under MOO

Ring for more informationAt Last's place we makeyou offers you can't refuse
- We're worth a visit because:
= * We've probably the best range of software in theNorth — and we're improving all the time.

* We've a growing range of computers, peripher-als, upgrades and books.
= * We've the biggest range of Citadel figures forleagues around.
= * We've board and adventure games for all agesfrom ISR, Games Workshop, Avalon Hill, VictoryGames, GDW, Yaquinto, etc, etc.
= PROGRAMMERS — Assassin Software needsyour marketable programs. Give us a call

EAT YOUR HEART OUT GEORGE LUCAS!ASSASSIN SOFTWARE
(in collaboration with Buccaneer)Presents

In versions for the I6K or 48K Spectrumsfeaturing conflict, gambling and The tinge. Plusgame map and rules for Board Game option
THE FIRST MULTI-PLAYERADVENTURE GAME

1-10 (48K) or 1-4 (16K) players wade through thegamut of Beasts, Men and Monsters' Amass yourforces and wealth Seek the aid of powers temporaland spiritual (but beware the Undead) Attack andweaken the other players if you get the chanceWhen you are strong enough the time comes tooverthrow the King or be crushed by his Army'
The first part of a trilogy

£6.50 P&P incl
Cheque POs payable to Town Nathan
10 ASH ROAD, LEEDS 6
Tel Leeds 744235
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WHAT POSSIBLE connection could therebe between a venerable scientificorganisation like the MassachusettsInstitute of Technology and a netherworldinhabited by dwarves, unicorns andwizards?Stumped? Well, the answer is Infocom,one of the new breed of companiesrevolutionising the adventure game market.Infocom is a young company made up ofyoung computer professionals who cut theirteeth working within the hallowed walls ofthe MIT. It was there that they began thework that has put them among the trend-setters in adventure games.Since going it alone Infocom has played alarge part in the development of adventuregames. Its first, Zork, was written formainframe computers in 1977 in MDL, alanguage inspired by Lisp and developed inthe early 1970s at the MIT. As the 1980sdawned, Infocom used its expertise toconvert Zork to run on microcomputers.
Sentences
The company has developed softwarepermitting adventure game players to usecomplete sentences rather than the standardtwo-word commands. These games areknown as the Interlogic Series. Theyinclude the Zork trilogy, Starcross (agalactic adventure game), Suspended (asortie into the twilight world of cryogenicsuspension), Planetfall (a light-hearted lookat science fiction), Deadline and TheWitness (both murder mysteries).The games, which require 32K primarymemory and a disk drive, are compatiblewith the Apple II, Atari micros, theCommodore 64, CP/M systems, DEC's,Rainbow and RT-11, IBM bit, NEC's APC
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and PC-8000, the Osborne 1, TexasInstruments' Professional and Tandy'sTRS-80 Models I andIn Zork I the Great Underground Empireconfronts players with predicamentsranging from the mystical to the macabre,as they strive to discover the 20 treasures ofZork and escape with their lives. Zork IItakes players into new depths of thissubterranean realm where they will meet theWizard of Frobozz. And in the final gamein this trilogy, players encounter theDungeon Master himself, who holds theirdestiny in the balance.
Initiation
Deadline, an interactive mystery, is aninitiation into real-life adventures. Playersare pitted against a 12-hour time limit tosolve a murder case, working from anactual dossier on the crime as they try topiece together the clues.In the science fiction adventure Starcrossplayers are launched into the year 2186 andthe depths of space where they are destinedto rendezvous with a starship from theouter fringes of the galaxy and enter theship's mysterious interior. Once inside, theywill come face-to-face with other worldlybeings, both helpful and harmful.Another science fiction adventure,Suspended, takes players into the twilightworld of cryogenic suspension and awakensthem to the nightmarish reality of a planetin crisis. Players strategically manipulate sixrobots in order to solve the problems. Agame board and movable game pieces arealso used. Suspended comes from staffmember Michael Berlyn, an establishedwriter of science fiction books.The Witness, a whodunit rooted in the

eetthe menbehundnfocom'smask
Andrew Briggs survives dwarves,wizards and other perils to bring you thestory behind US firm Infocom

classic mystery novels of the 1930s, is afollow-up to Deadline. It puts players onthe scene of the crime, working from a clue-laden police file and battling a 12-hour timelimit.Planetfall takes a lighthearted look atscience fiction. On a distant planet, thehapless player has been shipwrecked, armedwith only a patrol-issue, multi-purposescrub-brush and aided by a impish robotcompanion. Players are challenged withsaving the doomed and plague-strickenworld while trying to keep a straight face.The company's vice-president forproduct development, Marc Blank, clearlysees the Interlogic Series as a bigbreakthrough in the adventure game field.Writing in the January 1983 issue ofSoftline magazine, he said: "In the fiveyears during which Interlogic games havebeen developed, the parser (the part of theprogram through which the playercommunicates with the games environment)has been continually enhanced andexpanded. The impetus for that expansionhas been the desire to present the playerwith new and challenging problems.
Opening doors
"Early on, we recognised that adjectiveswere important in that they allowed theexistence of more than one object of thesame kind. An example from ZOrk I isdoors: in the living room are two doors, atrap door (which is initially hidden) and awooden door. The ability to distinguishbetween these is vital."The addition of prepositions andcompound verbs using prepositions (eg"Pick up", "Put down" and "Turn on")was another important turning point in the



Marc Blank (left) and Joel Berez "A complement of additional enhancements make game-playing more enjoyable"construction of the Interlogic parser. Therewere two equally important reasons for thisaddition. In the case of prepositions, theneed was compelling: "Put the knife in thetrophy case", "Swing the sword at thecyclops", "Unlock the door with the key","Fire the gun at the monster". Prepositionsused in this way are vital if the verbs "Put""Swing", "Unlock", and "Fire" are to beused conveniently and logically. Compoundverbs allow a great deal of flexibility.Although the verb "Look" is ubiquitous inadventure games, the additional ability to"Look inside" "Look behind", or "Lookunder" adds new possibilities."Deadline incorporates a moreconversational (albeit limited) style forinteraction with the characters. One might
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say, for example, "Mrs Robner, tell meabout your husband." Or "McNabb, showme the holes." The important thing torealise is that the entire interactive basis ofDeadline is predicated on the availability ofa parser that allows that interaction. In thecase of the Interlogic games, the need for anever-improving interaction has consistentlyled to ever-improving parsers."A complement of additionalenhancements make game playing moreenjoyable; foremost among these are theability to use multiple objects in acommand, the ability to string multiplecommands on one command line, therecognition of ambiguous nouns and theability to easily clear up the ambiguity.These are all intended to save the player

players are pitted against a 12-hour time limit to solve a murder

from time-consuming repetition," heconcluded.
The development of a programmingsystem that allows full sentences to be usedis obviously a big advantage for Infocom.But the company's president, Joel Berez,believes Infocom has two other things in itsfavour.

Expertise
The first is the MIT-influenced expertiseof the people working for it. "It's theability of these individuals that keepsInfocom in the forefront of the markets,"says Berez. "With all these talents blendedtogether, the resulting products can offerthe highest level of sophistication. Byworking in a stimulating environmentformerly in the lab at MIT and now atInfocom — this team has developed anadvanced set of programming tools."The second is the versatility of the games."Because we develop application softwarein a machine-independent manner, a singledevelopment effort yields software that,after only a very small amount of machine-dependent programming, will run onhardware manufactured by a number ofmajor vendors," says Berez.He believes both these factors augur wellfor the young company. In fact, he predictsthat Infocom will soon branch out fromentertainment into other areas, one ofwhich will probably be businessapplications."We have the technological baseestablished to develope new products," hesays, "The personal computer market isgrowing by leaps and bounds and our plansare to provide quality products for a widespectrum of computers and end users."
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An amazing 3D allaction arcade stylegame.

A colourful arcadestyle fantasy-adventure.

STARFORCE ONE• Take on the robot guardians of thecentral computer in a superbly stylisedthree dimensional battle game(100% machine code arcade action)Av,idablia lbw,' tot the 45/C.Spet ttum sit 15.95

THE CRYPT ... written by Stephen RentonPrepare yourself for the manychallenges that shall confront you whenyou dare to enter THE CRYPT.You will battle with giant scorpions. Hellspawn. Craners. Pos-Negs-An ifyou areunlucky enough -- the $  in

, \ ,,s.,,,:,,;,,,..,11,\N •'

thisarcadestyleadvnAvailable now for thef.4.95
•„,,$-,,,,-,,,,,x,•ks,,o--•'4 : ,,, -4

THE ADVENTURES OF ST. BERNARDAn exciting fast moving. machine code.arcade game where you guide yourintrepid St. Bernard through the perils ofthe icy wastelands to rescue his Mistressfrom the clutches of the abominablesnowman.A t.,t,hble omit for the 48kSpectrum at £5.95

At THE DEVIL RIDES INI uttered tkir last incantations as theclock struck thirteen All fell silent exceptfor faint rustling in the corner. Fromout-of the shadows they came all Hell'sfury against me but I was notdefenseless until the Angel of Death.astride a winged horse. joined the battle.Avoiding his bolts of hell fire. I tookcareful aim My chances were slim but ifmy luck held(Fast moving, machine code, all action, sArcade game)At/di/a/A) now for th 48KSpectrum at 115.95

ZX81 COMPENDIUMAlien Intruder, Wumpus Adventure,Numerology, Hangman, Hieroglyphics,Movie Mogul.The ideal software package for all 16KZX81 owners. Six major programmes ontwo cassettes for only 0.50"Alien Intruder/Hieroglyphics — Bothprograms make good use of graphicsand words to make a very entertainingpackage.- - Sinclair User Aug 82"Allen/Hieroglyphics/Wumpus/Movie -- Avaried mix from Carnell. all featuringimaginative responses and graphics andall of them good games for all ages.(Hieroglyphics is particularly good forchildren).- (Popular Computing, Weekly

BLACKCRYStALTheCIassic, six programadventure The'firWthe 48K Spectrum and- compulers No softwarecolIecton is complete without it.BLACK CRYSTAL is an excellentgraphics adventure and a well thoughtout package'', (Sinclair User, April 83)"BLACK CRYSTAL has impressed me by! its sheer quantity and generallyh''quality of presentation. I aril,afT: •have become an addicr:•;Computing Weekly. ASpectrum 48K 180K of programparts onZX81 16K Over 100K of program in separts Only f.WHY PAY MORE FOR LESS OF AADVENTURE? •

An epic role-playingadventure of fantasyin six programs.



CARNELL SOFTWARENorth Weylands Industrial Estate,Molesy Road, Hersham, SurreyKT12 3PL

The first born has been destroyed. TheBlack Crystal of Beroth has beenbanished. The alliance of Evil has beendefeated by the armies of Lord Fendal. Soends the Third Age Now we invite you towrite your name in the history of theFourth Age of the Third Continent.
You will meet friends and enemies, oldand new, in the long awaited sequel toVolcanic Dungeon. Using high resolutiongraphics and combining the best qualitiesOf "Black Crystal" and "VolcanicDungeon", we will allow you to becomepart of this tale of revenge.
"The Wrath of Magra" comes as three, 48Kprograms on cassette, boxed withinstruction manual and book detailing thehistory of the Third Continent and themany spells you will be using throughoutthe game.
NOTE: "The Wrath of Magra" is acomplete adventure. You need not buy"Volcanic Dungeon" or "Black Crystal" toplay it.



One of the less friendly inhabitantsof the netherworld created in adventure gamesMeetg a 11 g
Tony Bridge tells who's who in theadventure game world in this extract fromhis book Spectrum Adventures

THE BETTER AUTHORS employ a gooddeal of imagination in creating monsters,weapons, treasures and all the otherparaphernalia in their adventures. But somecharacters tend to be regular inhabitants ofthese games — although familiarity shouldnever be allowed to become contempt.The term monsters, for our presentpurpose, can be applied to any character ina program that is out to do us harm — andthey are not always recognisable as such.We can see distinct categories here. Theclassic adventure, descended from theoriginal mainframe adventures, containsfairly passive monsters which tend to sitthere, waiting for some brilliant strategemfrom the player to scare him away. Or wemay have to avoid the monster by finding away around him.The evil dwarves are a notable exceptionin the Colossal Cavern adventures. Theyappear occasionally to throw a weapon atthe adventurer. The first dwarf throws anaxe. This must be picked up by the playerand then thrown at the succeeding dwarves.They are all hurling knives, after the initialaxe, but if you remember to keep retrievingthe axe, you should have no trouble in
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surviving their attacks. In Level 9's versionof the classic, an endgame is included thatextends the original to some 70 newlocations. And here you can really get yourown back on those little dwarves! Bydropping dynamite near a crowd of them,you can score many points. Incidentally,during this finishing sequence, you can alsoscore points by saving from death a numberof elves.As played originally, on mainframecomputers, the printer was often the onlymeans of seeing what was happening — soblow by blow combat in D&D style was notreally feasible.Active monsters
This leads us to the next monstercategory, which we find in the actiongames. In this category, the monsters areextremely active, and definitely out to getyou! The combat system from the roleplaying games like Dungeons & Dragons isoften used in these games, as exemplified inThe Valley. And the monsters themselves,as befits the ancestry of this type of game,are of the leg-ripping, skull-crushing, heart-stopping sort. Here follows a list of some of

these lovely things, along with brief detailsof their attributes, and origins. I've putthem in a very subjective order of fierce-someness — so, if you meet a balrog, youwould usually treat it with rather morerespect than, say, an Ore.Dwarves appear in the original main-frame classic, hurling knives and axes at theplayer — nuisance value only. Orcs, thejack-of-all-trades monsters, appear in themost Tolkienesque adventures. Extremelyvicious and ugly creatures, in groups, andusually wielding spears or scimitars. Thereis an Orcish Archer in one of Level 9'sgames. The Waug appears in The Hobbit.Originally an extremely dangerous creature,who often accompanied Ores on theirraiding trips, the Waug doesn't seem to beactive in The Hobbit. Its mission in thatgame appears to be lying around dead.Animals also abound. Most programsfeaturing a snake do so to create a problemrather than to actively cause a player harm.Birds are often to be found at the top ofmountains sitting on Gold Eggs. Find a wayto frighten them off before attempting topurloin the treasure. Dragons are veryfrightening and powerful do not



A gathering of the monster clan —but the creatures needn't follow the classic monster mould
approach unless very strong, or very sure ofhow to cope with it. In The Hobbit, youmay need help. A kraken is a water dragon.Elementals come in four types: Air, Fire,Earth and Water. You will need magic of asort relating to the Elemental beforeattempting to fight.There's no need to tell you how to fightvampires. Before coming across them, youshould have picked up any requisites atother locations, don't turn your nose up atthe garlic. Mind vampires are a special sortthey are not after your blood!Dogs are very lowly monsters, but oftenattack in packs. Only the most rudimentaryof weapons are needed to fight them.Wolves are often more vicious than dogs.Only magical weapons will be of any useagainst werewolves.Goblins are small, ugly creatures whichdelight in prodding their victims in theknees with sharp sticks. Hobgolins arelarger, more dangerous and more cunningthan their more animal-like halfbrothers.A harpy is a winged creature of amazing

strength and agility. A siren is a sea-faringharpy — usually found basking on rocksnear the sea, singing. Rock music was neverlike this.Trolls are devious, greedy, oafishcreatures. You'll meet two very typicalexamples in The Hobbit. They don't likethe sun. Barrow Wights are ghostlyapparitions which populate the MiddleEarth wilderness.Centaurs are half horse-half men, oftenarmed with bow-and-arrow, of which theyare masters. Fire imps are little, agile flamesof nuisance value. A fire giant is a large,dangerous flame. The thunder lizard is oneof the most potent of monsters. Only tackleit if you are well-armed with conventionalweapons, and have a fair amount ofdexterity. A sand worm/purple worm isextremely dangerous. The sand worm isbasically a mouth with a 60-foot stomachbehind it. The purple worm is similar butwith eyes, and not confined to the sand.The Minotaur is the well-known bull-likecreature. As dangerous as you would expect

Some of the monsters looktruly out of this world
a highly-intelligent bull on the rampage tobe. The Wyvern is another winged beast —this one comes equipped with vicious fangsand claws. The Balrog is one of the mostdangerous of all monsters, and often met inadventures, as typifying the wholeTolkienesque, D&D world of fantasy. Youmay also have occasion to meet a Lich, sobe warned — they are extremely powerful.They are former wizards who have died andbrought themselves back to life to wreakhavoc.
Original creations

This is, of course, only a partial list of themonsters you may expect to meet. Mostadventure programs will feature some ofthese, and more of their own. In writingyou own adventure, imagination can be theonly restriction. Just about anything can bepressed into service in a game, and I haveseen everything from snowmen to Londondouble-decker buses being used as death-dealing enemies.Most programs that rely on a Dungeon &Dragon-style combat system will keep youinformed of your current physical status.This may take the form of physical points,combat points, or food points. You may,indeed, be given a combination of all these,but it will be clear to you when playing, thata decision on whether or not to fight with aparticular monster must be made by you,taking into account your own strength,using whatever system the program adheresto, together with your own knowledge ofthe monster's own rating.Of course, you may be given no fore-warning of a monster's presence, and thushave to fight whether you want to or not.This sort of program would be a very unfairone, and they're not common. Most gameswill give you both a certain pre-knowledgeof the monster's capabilities and a methodof escape should you wish to decline thechallenge. You may not, though, makegood your escape, if the monster is aparticularly speedy one!The sort of combat we've spoken aboutso far, with the system of strength >
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APOCALYPSE
FIGHTER COMMAND
DRAGON CAVES
NIGHTMARE PARK

Sharp M1700
50 SUPERB 3 . 9 5GAMES FROM

MIDASTRUCKER
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A completerange of softwarefor the

TOMBS OF KARNAK

24 HR.CREDIT CARD SALES

ICE WARRIORS
FLAME QUEST
CLUB GOLF
POLARIS

LAccess j

P E A K f O F T 7BUHRATTNHOONRNTRCERNETSCENT

Holding 1,000 records, this filer is designed foruse in such areas as telephone numbers, pricelists, stockholdings, etc. Many differentsystems can be generated from the one only
programme and data held on separate data- 6cassettes.

send for a 51 Broad St Also for
catalogue Worcester WM 3LR MZ-EICIA/KTel (0905) 26524

DATABASE Flkw.ER

SPA DATA CLUB•SUB

PLEASE NOTE—ALL OUR PRICES ARE FULLY INCLUSIVE

After this, other adventureswill just be games
The classic rescue adventure, with astoundingprogram intelligence.'Breaks new ground' — Dragon's Teeth.'Very realistic and enjoyable recommended'Popular Computing Weekly.'The most original and interesting' YourComputer.'The armchair caver has really come of age'Caves and Caving.'The most original role play game I have yet seen'Popular Computing Weekly.
DRAGON 32/48K SPECTRUM/BBC BFrom software retailers nationwide, or by return of1st class post. £5.45

Yes, please rush me Death's Head Hole for myDragon 32/48K/Spectrum/BBC B.
NAME
ADDRESS



< or combat points is based on thephysical side of combat — that is, a fewwell-aimed chops at the monster's headwith your broad-sword or morningstar.Many programs, however, give you theoptions of employing magical powers, andcasting simple spells at a monster. This ideais very well-entrenched in D&D and Tunneland Trolls, where many pages of therulebooks are devoted to complex spells,which become ever more complex thelonger you survive as a wizard.The basic idea of a spell remains thesame, however — to zap the monster with awell-aimed spell. This can take the form ofa simple "SLEEP" spell which lays out themonster for a certain amount of time, tothe "CRISPIT" spell as seen in The Valley,which annihilates the thing completely.Spells of this potency require a great degreeof experience to use.
Weapons
At the start of the classic adventure, youare weaponless. You have to find your ownarmoury during the course of the game, andit will probably consist of not much morethan a short sword, or dagger, or axeand these are usually thrown at you by theoccasional passing dwarf. These weaponscome in handy when dealing with thedwarves, and you'll get points for killingthem, but you will probably not get muchof a chance to use them against dragons, orsirens, or other monsters. No, they are to bebeaten by guile. You'll find that the BigBad Pirate, who, every so often, rushes into steal all your hard-won treasure andrushes out again to hide it, does so longbefore you can throw any axe you may alsobe carrying. So we have to look elsewhere ifwe are to use a lot of lovely, blood-drippingswords!Although the Dungeons and Dragonssystem, with its swords, maces and so on, isa fertile ground, well-used by game-writers,there are several adventure programsavailable for the Spectrum which make useof more conventional weapons, includingRichard Shepherd's Superspy andTransylvanian Tower. Fighting monsterswith deadly weapons, however, is not reallythe ultimate aim of the traditionaladventure game sorry Jason, Fred andTom of 2C! The monsters are usuallyprotecting something, and that is usuallythe treasure (sometimes heavily disguised).We've finally arrived at what is withoutdoubt the real reason for putting up with allthe frustrations of playing these wonderfulgames.Getting the treasure is not, however, thefinal story, as you have to return to acertain location to deposit the treasure andcollect your points. Whilst this may seem abit of a chore, as you will have torenegotiate all the perils on your return,there are, in most good adventures, certainroutines to bypass this necessity.Crowther and Woods wrote a certainmagic word on a cave. wall in theiradventure — utter this at the right time(that is, when you have an armful oftreasure you want to get rid of), and you'll

s tins monster one of the good guys or one of the bad guys?find yourself, treasure included, back atyour original starting point. You may thenobtain your score. Other adventureprograms actually allow you to carry thetreasure-repository along with you. Youmay have to drop it at some point to allowyou to collect treasure (or squeeze throughnarrow cracks In rocks) so don't forgetwhere you left it.Treasures
Let's have a look at some typicaltreasures. And, as with my list of monsters,there will be a (rather loose) progression ofpotency. A helm is a boring iron sort ofhelmet, a silver helm is a bit better, a goldenhelm is quite nice, but a magic helm is morelike it, although there is an even better one' on offer — the Helm of Immortality.Gemstones come as opals, diamonds ofcourse, emeralds, topaz, lapus lazuli — youname them and you'll find them somewherein an adventure. Rings are the boring sort,a silver ring is not bad, and even a goldenring is a bit common nowadays — everyadventure seems to have one! The onefound in The Hobbit is famous for havingno perceivable purpose. An invisible ringdoesn't look much (how could it?) but if itmakes the wearer invisible too, then it isobviously useful. An invisible cloak is evenbetter than the ring.These last two lead us to a secondary listof 'found' weapons. That is, weaponsthat the explorer will find in his travels,scattered about the caverns, rather than the

sword that most adventures provide theirplayer with at the start of the game.A torch is a very basic weapon, useful forclearing an area of ants, frightening wolvesand so on. A club is a bit of a brutalweapon, not very subtle, while a dagger is asecretive variation of sword. A Kris is justone example of exotica. The typicaladventure author is extemely imaginativewhen it comes to dreaming up newweapons, and you can meet all sorts ofdevices you never knew existed. Who saidthese games weren't educational?Scimitars are another bit of exotica on theface of it, but actually one of the favouriteweapons of the Orcish tribe, so often met inadventures.Meanwhile, back at the treasure: booksare generally just worth points, as anartefact, but they are understood to berepositories of ancient lore, so, on opening,may increase your intelligence. But beware,they have been known to explode onopening. Gold coins are the standardcurrency in all the best adventures, but notas valuable as gold which is usually found inhoards, and is often the objective of theadventure.And finally, but not leastly, the ultimatetreasure of any adventure to date, TheGolden Sundial of Pi. There is only onetime and place in which it is to be found,and that time may well be 1986. It is still,however, the only treasure 'featured in anadventure program which can actually bewon by the player.I I
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Littleflairin doom
Adventure The Caverns ofDoom Micro Dragon 32Price £4.95 Format CassetteSupplier PremierMicrosystems, 208 CroydonRd, London SE20.PREMIER Microsystems,known to Dragon owners asthe disk drive company, hasmoved into adventuresoftware. The cassette arrivedin a custom cassette case withscant instructions. Premier'sreply to this is that to give toomuch away would spoil thegame — fair enough.I had a little trouble loading,the levels required seemed to behigher than usually needed.However, after a few attempts,the ga.rne was up and running.It is a standard sort of textadventure. Your aim, I canonly guess at, because you arenot told in the instructions. Iwould imagine it is to collect asmuch treasure as possible inline with the classic mould ofadventure games.The game starts promisinglyenough with a simple scenarioand several useful objectsnearby to pick up. You are tolda couple of the commands inthe instructions but to getanywhere in this adventure youmust endeavour to build up alist of the computer'svocabulary. There is no otherway to do this than by trial anderror.on moving around the gameand solving a few of thepuzzles along the way, I saw afew things which suggestedthat this adventure had been alittle rushed. Several words arespelt incorrectly and three orfour are cut in half by the endof a line.The response time for mostcommands is around 10seconds, but this shortcominghas prompted Premier toproduce a new version whichshould be the one on sale whenyou read this. The new versionhas a response time of aroundfour seconds and the screendisplay has been improved (Ihope those little errors havebeen corrected too).I have come across nographics and at the time ofwriting am close to solving the
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What's on the way in the adventure world — ifyou have a new adventure, war game or real-lifesimulation which you are about to release senda copy and accompanying details toSoftware Inventory, Micro Adventurer,12-13 Little Newport St, London WC2R 3LD

adventure. The game is reallyfor beginners, fairly simple andstraightforward with a fewabsorbing puzzles to solve butnot much to excite theexperienced adventurer. At£4.95 it's fairlytpriced but it islacking in flair. CG

o sensein thethunder
Adventure CavemanAdventure Micro BBCPrice 0E6.95 Format CassetteSupplier Program Power,8/8A Regent Si, ChapelAllerton, Leeds.CAVEMAN Adventure isintended as an introduction toadventuring, and is thereforenot too arduous a trial. But it isvery well presented, andpleasant enough to play. Youtake on the persona of aNeanderthal man, who mustovercome various hazards toreach his village. The hazardsare suitably neanderthalincluding stampeding buffalo,large insects and the like.Here is my first complaint:

the various "sudden deaths"resulting from a wrongdirection are a bit too suddenfor my liking. Early on, forexample, you are told that youare hungry. In the next move,you drop dead from star-vation!One feature of the game, notmentioned in the insert, is theuse of the BBC's sound. Thismakes the game all the moreenjoyable, using white noisemainly for rivers.Caveman has one of the bestscreen layouts I have seen in anadventure. A description of thelocation is displayed at the topof the screen, along with thetitle, on a coloured back-ground. Any objects areimmediately under this, againsta different background. Therest of the screen is normalteletext white-on-black, and isused for commands andresponses. Oddly, the programcan run in Mode 4, 5 or 6.The game has some quirks inits commands (there are 12verbs it will accept). GET andDROP are replaced by TAKEand LEAVE, and DESCRIBEis EXAMINE. The moreunusual USE is a kind ofgeneral purpose verb forobjects.There are a number pf other

quirks, some serious. Forinstance, a thunderstormwhich frightens the cavemaninto dropping everything doesnot reset the inventory to zero.Instead, you are told "youcannot carry any more", evenwhen INV responds "you arecarrying nothing".Thunderstorms apart, this isan enjoyable adventure whichexperienced adventurers andnewcomers alike can play. MWAll aboardfor wargames
Adventures Conflict andGalaxy Conflict Micros ZX81,Spectrum 16K, CBM 64,Atari 800, BBC B, Dragon 32Prices £11.95 on the Sinclairmachines, .(14.75 on the restFormat Cassette plus boardand countersSupplier Martech Games, 9Dillingburgh Rd, Eastbourne,Sussex.BOTH OF these games aredifferent from most adventuresas a separate playing board isincluded with each, andconsequently most of theaction takes place off thecomputer screen itself.
The games come in fairlylarge boxes by computer gamestandards, and look likeordinary board games at thefirst glance. Indeed, once thebox is opened the similaritycontinues, until you notice thatamong the board, counters andother paraphernalia there is acassette tape.On one side of the tape isrecorded a program for theZX81, and on the other aprogram for the ZX Spectrum.The appropriate program forthe players' computer has to beloaded before the game canstart. Both games are two-player only, so you will have tograb a sibling, spouse orgullible friend as well.Conflict, the first game, isset in the present or nearfuture, and is a war betweentwo countries. Each player is incontrol of the resources of onecountry, and the winner is thefirst to march an army into hisopponent's city. As analternative, if time is limited,both players can agree on anumber of moves after whichthe game will end.Most of the game is spent



Revo
Adventure The QuillMicro Spectrum 48KPrice 114.95 Format CassetteSupplier Gilsoft, 30 HawthornRd, Barry, South Glamorgan.ONCE IN a while, a productcomes along to revolutionisethe whole microcomputerscene. The Quill is one such,and will change the face ofmicrocomputer adventure.With this package, anyone,even those with absolutely noprogramming experience, canwrite their own adventures forthe Spectrum. All that isrequired is for the user to readthe bulky, well-writtenmanual, plan the adventure onpaper, and then key in thedata. The Quill takes care ofthe rest.A long menu is shown on-screen to begin, allowing theuser to input all the textmessages, or edit existing ones.A similar process takes care of

trying to earn the moneynecessary to purchase andmaintain army units(mercenaries?). This can bedone by dealing on the stockmarket, surveying and drillingfor oil, and pirating neutralships carrying precious metals.At each turn the players haveto decide how much of theiravailable revenue to spend onbuying shares, armies,warships, oil prospecting, etc.In this sense the game is aboutresources management, notunlike the many other suchgames available on mostmicrocomputers (eg Dictator,King, Hammurabi and StockMarket).However, the game also hasthe feel of a more traditionalboard game, since armies,warships and the like arerepresented by counters whichare moved around the board.Galaxy Conflict, the secondgame, has a much morefuturistic setting. This timeeach player is the leader of afleet of battle eoncruisers, andthe object is to defeat theenemy and become ruler of thegalaxy.The game is very similar toConflict, except that this timethe limited resource is energy,and at each turn the playersmust decide how much of theavailable energy is to be used tobuild new eoncruisers, refit

ution on The

ttle movement allowed, objectsto be found, special conditions(for example, the player mustGET the lamp before beingallowed to switch it on), and allthe other parameters of a goodadventure. The finished frame-work may then be tested, andamended if necessary.
damaged eoncruisers, attackenemy planet stations, and therest.However, the game is not assimple as it sounds, as there arealso crew to think about, whowill starve unless their suppliesare replenished at fairly regularintervals, and of course there isthe element of the game whichinvolves moving countersround the board, as inConflict. Also, there is theproblem of defending eachplanet station's mineralmoons, which provide the onlysource of regular energy input.The programs vary littlebetween the Spectrum and theZX81 versions, since only verylimited use of colour andsound is made on the Spectrumversions. However, althoughthey are not very impressivefrom a programming point ofview, they do the job that theyhave to do.However, I do have acriticism of the programsthey do not keep track ofwhere everything on the boardis. Instead this information hasto be entered every time thecomputer requires it.The boards themselves arevery clear and well laid out.Both are divided into grids,with Conflict also beingdivided into regions which areidentified by colour. Theboards certainly have a much

Qu•

Thanksfor theemory

Gilsoft will allow the writerto sell the resulting adventureall it asks is that it be given amention.Although programs resem-bling this one have been avail-able before (such as CrystalComputing's DungeonMaster), these have been aids•to Dungeon and Dragon-typeplay-board creators, and notaids to writing complex anddifficult adventues. With TheQuill, anyone can sit down, lettheir imagination run riot andfashion satisfying programs.Admittedly, many attemptswill be rather repititious fora start, graphics are notsupported, although UDGs arecatered for.Such an important programreally needs more spacedevoted to it than I have here,and next month, MicroAdventurer will be looking indepth at The Quill. TB
more professional feel to themthan the programs.However, the instructions donot receive such high praise.There seemed to be essentialdetails missing from both sets,such as how to move theneutral ships in Conflict, andwhen the game actually ends inGalaxy Conflict. Still, as longas both players can agree on aconvention, this needn'tactually spoil the fun.In general, I found boththese games enjoyable, andsometimes even quiteintellectually taxing to play.However, rather than sayingthat they are computer gameswhich also use a board, I thinkthat it would be more accurateto say that they are boardgames in which a computerprogram replaces the dice andpaper money. SL

Adventure Adventure/andMicros Vic 20, Ataris 400expanded and 800Price .19.99 on the Vic and.116.99 on the Ataris for textonly — graphics version onAtari disk costs .127.99

Format Cartridge for the Vic,cassette or disk for the AtarisSuppliers Commodore, 65Ajax Avenue, Slough, Berksfor the Vic version,Adventure International, cloCalisto Computers, 119 JohnBright St, Birmingham for theAtari.CAN THERE be anyadventure fanatics who haven'theard of Scott Adams? I doubtit. Adventureland is cartridgenumber one of theCommodore range of ScottAdams adventures, and is alsoavailable for the Atari.So, what do you get for yourpennies? The packaging on theVic version is OK and there is abrief but useful instructionleaflet. The fact that it is acartridge is a big plus — sevenminutes of thumb twiddling isjust a bad memory! Plug in thecartridge, switch on and awayyou go.Down to the program itself.First you are asked if you wantto play a saved game, a fairlystandard but useful option.Then you get a brief into page.The object of this textadventure (graphics only comeon the Atari disk version) is tofind 13 treasures and storethem away in a speciallocation. However, you don'tknow where that location isuntil you find it.The screen format andcommand structure are alsostandard. One and two wordcommands are accepted in theusual verb-noun style. Someabbreviations are alsoaccepted, eg N, S, E and W.You begin the adventure in aforest, where a head forheights may prove useful. Youmay stumble across a sleepingdragon in a leafy meadow oran evil smelling swampcontaining Chiggers — asurprise to me, I thought thatChiggers was Noel Edmond'slittle friend. The largest part ofthis adventure takes placeunderground, but you mustfind out for yourself how to getthere. You will also meet,amongst others, a bear andsome bees during your travels,and find uses for the mostunlikely sounding objects.When you have made goodprogress, it pays to 'save' yourposition, in case you meet asudden end and have to startfrom scratch.There are a couple ofannoying features in thisadventure. Each time youmove to a new place, you I>
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< have to 'look' at yoursurroundings, as if you werewalking around with your eyesclosed. Secondly, a lot of thetreausres you just happen uponfor no particular reason. Itwould be far better if they werehidden within a location.If there's one thingguaranteed to get anadventurer pulling his hair out,it's locations that are laid outillogically, eg moving south toa new location and thenfinding that you have to go eastto get back to where youstarted. No such problems withthis one.Yes, I enjoyed thisadventure; it's not a fiveminute wonder and severalproblems had my wife wearingearplugs. PMGood andbad onkraal
Adventure Kraal's KingdonMicro Vic 20 + 16KPrice £4.95 Format CassetteSupplier Buntasoft, 149Monks Walk, Buntingford,Herts.KRAAL'S KINGDOM is a textadventure spread over two 16Kparts, giving a full 32Ks worthof adventuring.The  adventure is, apparently, set in the DarkAges in the kingdom of Kraal,an evil land baron. Kraal haskidnapped the princess of aneighbouring kingdom. It isthe adventurer's task, as thehero, to rescue her.In part one you have to

Adventure Secret MissionMicro Vic 20 + 16KPrice N/A Format CassetteSupplier Kew Enterprises, 14Fairway Avenue, Manchester.THIS IS a text adventure (witha touch of graphics here andthere) in which you, theexplorer, have been trapped ina huge computer complex.Your mission is to find anddeactivate the central computerwhich is in control of theestablishment. As you movearound the rooms andcorridors, you encounternumerous puzzles. These can

travel around Kraal'skingdom, collecting weaponsand equipment with which todefeat him and survive thetraps he has set for you. Thisinvolves fighting an evilknight, smashing down barndoors and robbing a corpse ofits weapons, among otherthings.In part two you must makeyour way into Kraal's castle,find the princess and deliverher from the clutches of theevil baron. To do this, Kraal'sloyal guards have to beovercome.
I'm afraid I was not reallyexcited by this game. The plotitself seems reasonable, but Ifound the presentation not upto the standard that one wouldexpect from such a game.The whole game's text is incapitals, making it difficult toread. There also appeared to besome bugs in the program. Forinstance, at one stage, I wascaught floating on a plank ofwood in the middle of a lake,and no matter what I tried, Icould not move or get ashore. Ihad to resort to turning off andre-LOADing.This happened on a numberof occasions at severaldifferent locations. Maybe Ijust couldn't find the rightcommands and gave up toosoon, but none of the standardadventure commands worked.Another fault was that youcould go straight on to parttwo without even playing partone.Still, Kraal's Kingdom doeshave its good points as well. Itis easy to use and you can movearound reasonably easily,allowing you to make a map ofyour movements without

range from opening a doorwith one of six buttons, withonly a cryptic clue for help, tokilling a manic robot.The building's four floorsare inter-connected by severallifts and stairways. There arealso several utility rooms whichhave to be discovered with thecareful use of the clues andhints provided.After sitting for about fiveminutes, waiting for the gameto load and hoping it would beas good as it sounded, thescreen lit up with the runningtitles and the adventure began.

KRAAL'SKINGDOM

running into problems.I'll leave it up to the buyer toweigh up Kraal's good andbad points, but those who arevery experienced in adventuregames should give it a try. It isnot, however, the best gamefor beginners. SLChallengein TheCrypt
Adventure The CryptMicro Spectrum 48KPrice £4.95 Format CassetteSupplier Carnell Software,North Weylands IndustrialEstate, Mosely Rd, Hersham,Surrey.PREPARE yourself for themany challenges that shallconfront you when you dare toenter The Crypt. You willbattle with Giant Scorpions,Hell Spawn, Craners, Pos-Negs and if you are unluckyenough, the Dark Cyclops!So runs the blurb on the

Secret Mission features agame-save option and acceptsall of the usual adventurecommands, except that theINVENTORY command isreplaced by CHECK.The game is furtherbrightened by the addition ofthe odd bit of graphics. Forinstance, when you enter oneof the lifts, the control panel isdisplayed on the screen, with alight next to the floor numberthe lift is on.Although I did not manageto complete this game, I amsure I came very close. This is

packaging of a new program,released this very month byCarnell Software. Written by17 year-old Stephen Renton,The Crypt is a mixture ofgraphics and fantasy.Several levels of dangersmake up the game, and eachlevel contains a large numberof mini-crypts for the player toexplore. There is a chest ineach location which maycontain treasure, or, if you'reunlucky, something horriblelike a black mamba. There is acatch, of course — there is alsoa Guardian present, whodoesn't take very kindly tohaving its personal chestexamined in this way, and willcome after you, intent ondrinking your blood. Carnelldoesn't want to lose all itscustomers, though (there are alot more goodies on the wayfrom the company), so it wantsto provide a weapon for theintrepid adventurer to pick up.The monsters aren't easy tokill, and precise positioning iscalled for. At screen-bottom isdisplayed your combat rating,along with the monster's, andthese are reduced as battleprogresses.There are plenty of otherhazards — watch out for thelethal lightning bolts, and theinvisible walls.Your reason for indulging inall this wandering about is notjust mere monster-bashing.Your mission is to find acertain bauble and return it tothe first location. Once this isaccomplished, the player isgiven a code word which isused to advance to the nextlevel — then the trouble startsall over!The program is so new that IEscaping from the computer
the type of adventure whichcan be almost as addictive asInvaders, but, of course, stillinvolves the cunning andlogical thinking necessary tosolve all good adventures.My only criticism is thatmap-keeping is made a littledifficult by the fact that youoccasionally go up or downflights of stairs automatically,or. fall through a trap door inthe floor.I shall say no more now, forfear that your fun will bespoiled. Just go and have a try.SL
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Adventure :Well's TempleMicro Oric 48KPrice 112.00 Format CassetteSupplier Kenema Associates,1 Marlborough Drive, Worle,Avon."IT IS the time of the darkages when only witchcraft,sorcery and fear ruledmankind." So I entered therealm of Hell's Temple, anexcellent adventure for the 48KOne. You are placed on thetop level of a deep, dark templeof many rooms, and your taskis to gather as much treasure aspossible while avoiding thedark forces of evil.The game revolves around agraphic display of the part ofthe temple in which you aresituated. You can move in oneof three directions: left, rightor forward. In this game, thereis no turning back.You will be confronted witha quick description of the roomin your chosen direction. Thenyou are given the choice ofentering the room, leaving,asking for details of anymonster, or detecting whether

visited The Crypt a mere fewhours before press time, so Ihaven't even rated a mention inthe Fantasy HiScore Table, butI'm looking forward to findingall the secrets of this weirdplace. TBVirgincastlespeciality
Adventure Castle AdventureMicro Dragon 32Price £6.95 Format CassetteSupplier Virgin Games, 61-63Portobello Rd, London W11.VIRGIN, THE recordcompany, has launched intocomputer software in a big waywith the introduction of anumber of games for the mainhome micros. CastleAdventure is its offering forDragon 32 adventure buffs.Set in and around a castle,this program operates in thestandard manner of GETKNIFE, KILL MONSTER,etc. Supplied with Virgin'ssomewhat gaudy packaging(green and lilac stripes all over

brings•

the information given to you is, an illusion or a trick. If youenter a room where a monsterlies, then you are given fourmore commands: RETREAT,FIGHT, BRIBE and SPELL.The chances of bumpinginto a monster are very high asthere are 76 different varietiesof beast waiting to kill you. Asyou get lower and lower, themonsters become tougher,larger and more frequent. Theinstructions warn casually that
the card are not really my cupof tea), the cassette loadedwell.Your aim in this adventure isto recover the staff of Gamrothand get back to the castledrawbridge, the start of thegame. You are not given anycommands to use and mustwork them all out for yourself.If you make a mistake thecomputer rather oddly replies:'EH! WHAT? PARDON!!SORRY?' — not very helpful.The game is written withtongue quite firmly in cheek,though I did not find it funnywhen I tripped over a cassetterecorder lying on the spiralstaircase and killed myself.Why a cassette recorder in anold castle? I don't know, butwhen you write an adventuregame of this quality, a littleartistic licence is allowed.This game does support areasonable range of commandsand gives balanced replies toyour inputs. But I won't giveyou examples of the commandsavailable, that would spoilyour fun. The author is a14-year-old programmer fromManchester named ConradJacobson.One feature I would havelike is a game save facility.

e to Oric
things do get a bit difficultfrom level 27 downwards. Onlythe locations are shown in 3Dgraphics, there not beingenough memory to include themonsters, though you get anidea of them from the excellentinstructions at the beginning.In many adventure games,the constant battering youreceive from monsters can andoften does get monotonous.Not so in this game, each battleis a test of your resources.Your gold, strength and spelllevels are displayed on screen.If you are killed, and there area number of delightful waysthat this can occur, you have asmall chance of reincarnation.That's what the instructionssay, I have never beenreincarnated.The game is simply excellent,and obviously much thoughthas gone into its design. Thereis a game save facility and ananti-copying device built intothe program. I would haveliked to see it priced lower butone cannot grumble at such asuperb game. CC
There is nothing more mono-tonous than having to enter thesame first 30 commands just toget back to your previoussituation.There are a few otherminuses as well, including apoor use of sound and anunimaginative use of theDragon's graphics and colourcapabilities but these criticismsare concerned with the frills ofthe program. There is nothingwrong with the main gamecore. CCAll at seaon thisisland
Adventure The IslandMicro CBM 64Price ,E10 Format CassetteSupplier Superb Software, 98Oval Road, London NW1.ANY FIRM with a name likeSuperb Software can't really betaking itself seriously. This isproved by its "interactivegraphical adventure" TheIsland, which could yet win aprize for one of the worst

computer games in 1983.To load the tape takesalmost a quarter of an hour,which gives you a lot of time toread the cassette inlay card andinstructions. Well, it would ifthere were any, but all you getis a handwritten postcard(without a stamp) asking youfor your comments about thegame.Luckily it's a very smallpostcard, because there isn't alot that can be said about TheIsland.
When the program finallyloads, a map of the islandappears on the screen,followed by two pages ofinstructions. Basically, you area competitor in a round theworld motorcycle race, and thelast stage finds you on anisland "somewhere nearJapan". To win the race youmust cross the island with yourlimited supply of petrol,money and time.To help you out, theinstructions kindly give you alist of all the verbs that you canuse in the game. Surely part ofthe fun of playing adventuregames is finding them out foryourself? Oh well, with twoword entries having to beentered as PUS SOU forPUSH SOUTH, you can't takeit all too seriously.On a machine with thecapabilities of the Commodore64 you might be forgiven forexpecting some qualitygraphics. However, what youget is a collection of blockgraphics!On with the game. Eachmove you make takes up threeminutes of your very limitedtime allowance, and a quarterof a litre of your preciouspetrol. As soon as that runs outyou're reduced to pushing thebike, unless you can find outhow to get some petrol out ofthe garage.Sooner rather than later yourun out of time, and the gameflashes the words YOU BLEWIT at you, all over the screen:the last thing you need.Side two of the tape givesyou some more informationabout Supberb Software, andinforms you that a prize will beawarded to the first person tosend in a complete map of TheIsland. Perhaps they don'tknow themselves?Superb Software is quite aname to live up to, but TheIsland certainly doesn'tmanage it. Don't botherbuying it. PCI 1
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The Vortex — the last hazard the contestants face before escaping back to earth

22 Micro Adventurer- November 1983

A COUPLE OF years ago BBC producerPatrick Dowling was given the task ofdevising a science programme for children.But the BBC bosses were infor a shock.What emerged from Patrick's fertileimagination — honed by numerous gamesof Dungeons and Dragons and afascination with computers — looked like across between Dr Who, The GenerationGame and Open University.Instead of blinding the kids with science,Patrick decided to make the learning fun.He took the concept of computer adventuregames and adapted it for television. Theresult, appropriately enough, was calledThe Adventure Game.The premise of the game is simple: threeEarth people arrive on the planet Arg and,before they are allowed to return home,have to solve a series of logic-related

milting theadventureIra m on tit
Andrew Briggs talks to the men behind The AdventureGame, without being evaporated

problems. Failure to do so meansevaporation. But, just to make things alittle easier for the Earthlings, clues areprovided along the way by some of theplanet's zanier inhabitants.Aspidistras rule
The BBC obviously likes the game, as dothe younger viewers. A third series has justbeen made.
Patrick Dowling and the man eventuallyresponsible for producing the program, IanOliver, both believe strongly in the "fun"aspect of the show. "Children likefantasies," says Patrick. And TheAdventure Game certainly isn't lacking inthe fantastic. Just look at some of theresident Argonds — a "Bazza McKenzie"character who talks backwards because hecomes from the other side of the planet; a

Producer Ian Oliver, whose friends include
furry little three-eyed beast called a dogran;and a rather bad-tempered aspidistrawhich, it transpires, is the planet's ruler!"Originally the program was aimed at the11 to 16 age group," says Ian Oliver, "butwe get fans as young as five. I think theylike to see people get evaporated."But The Adventure Game isn't com-pletely out of this world. The puzzles posedfor the contestants are quite down to earth,some being of 11-plus science level, while

the three-eyed

Noel Edmonds, RayVirr, Fern Britton andfriends struggle througha puzzling environmentin one episode from theshow

dogr6



iograneyed others bear a strong similarity to childhoodgames. They all have one thing in commonit takes logic to solve them.In a typical show contestants might berequired to work out a telephone number ora password, find their way through a maze,or use their powers of logic to beat aresident Argond to a crystal. And,thoughout the programme, the visitorsmust work out what present they can givethe planet's ruler without incurring his

"We get fans as young as five. I think they like to see people get evaporated"
wrath and being evaporated. At variousstages in the show, for example, they aretold that the ruler likes balls but not roundthings, ballads but not songs. All verylogical really.And, of course, where there's logicthere's usually a computer — often up tofive (BBC, naturally) are used inproduction of The Adventure Game. Mostobvious is the one used in some parts of theprogramme by the contestants, but a

number are also used behind the scenes toadd the effects that help make theprogramme so appealing.But even with the aid of a computer,ultimately it is the logic of the contestantsthat is being put to the test. And, since thecontestants are not always the most logicalpeople in the world, clues are often neededto prevent the show getting bogged down. Itis the job of the Argonds those strangecharacters mentioned earlier to steer 1>
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Deviser Patrick Dowling Drogna is now being marketed as a program for the BBC micro
< the contestants in the right directionwhen needed.If you're a fan of The Adventure Showyou will probably have noticed that some ofthe clues seem a bit obscure. Well, there's areason for this. The contestants usuallyconsist of two show business personalitiesand a "specialist" guest. The showbusinesspeople often have an edge over the otherguest in that they are used to theatmosphere of a TV studio. Ian and Patrickquickly found a way to make the otherguest more involved. Explains Ian: "We try •to make them feel more at home by makingsome problems relevant to their specialistknowledge."Hence the clues which may seem a littleobscure to viewers.The Adventure Game gives viewers thechance to watch other people's processes ofdeduction and logical thought in action —and maybe even compare their powers oflogic with those of the contestants. A luckyfew, through pre-recorded answers to apuzzle which runs throughout the show,
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can take a greater part in the game.But that's where viewer involvement inthe program ends. According to Ian Oliver,it is just not realistic to film The AdventureGame in front of a live audience or getmembers of an audience involved. Time isthe enemy: filming takes too long toaccommodate an audience. "We have torecord about three hours of stuff for everyshow — most of it gets edited out later."Consolation
There is, however, one consolation forthose who want to do more than just watchThe Adventure Game on TV. One of themore popular parts of the show — a puzzlecalled Drogna — is being marketed as aprogram for the BBC machine. AcornSoftware is manufacturing the game which,although not an adventure, neverthelessrequires the use of logic.Drogna, in which the contestants have tocross a board of different shapes andcolours to get a crystal, is one of twosegments of The Adventure Game that have

proved extremely popular. The other comesat the end of the programme and is the lasthazard the contestants must face beforethey can escape back to Earth. Called theVortex, this could also soon be made into aprogram for the Beeb.The Adventure Game has obviouslycome a long way from its beginnings as a"science program for children". But sincehitting on the adventure game format,changes have been minimal. The regularcharacters, for example, have remainedunchanged over the three series. But,according to Patrick, the puzzles havein fact become easier as the show hasprogressed.Just what will happen to the show afterthis series is something of a puzzle itself.Patrick, the man who dreams up most ofthe puzzles, emigrated to Australia soonafter I talked to him. He doubts whetherthe BBC will make another series. IanOliver, on the other hand, believes there'sstill more for Earthlings to puzzle over onArg.1
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"DASHED LUCKY REAllY, THATTHIS FISSURE HAS $HELTERED USFROM THE WEATHER. YOU SHARE THELAST GINGER NUT, CHAPS. I AMSURE THAT AID IS IMMINENT."

r,

"SURE THING, HANK!WE'LL SEE MI BACKHERE 1ATER1.".I. ,  •
•• "GUT .DIS MAY VEIL BE 41-t>MY CHANCE TO DISPOSE OF41Z 1 E  SCHWEINHUNDAMERIKANER !" ;••

'LEE, YOU co WITH FRED BACK TO BASECAMP AND GET MORE SUPPLIES. CARL ANDWU SEARCH FOR THE OTHERS."
"41

"AND IN A MINUTE,SCHWEIN, YOU WILL JOINZEM IN OBLIVION"

1000 HERE WHAT I'VEFOUND, CARL. MONTY'S NAT.THEY MUST BE TRAPPEDBELOW."
"GOTT IMHIMMEL!"

OtIZilQg emprraubit
NO1 FARAWAY, MONTY, TOM AND IAN ARE TRAPPEDAT THE BOTTOM OF A CREVASS.

r-

MONTAGUE MONTAGUE Iff,DUKE OF BOLTON, HASORGANIZED AN EXPEDITION TO CLIMB MOUNT EVERESTRUT MONTY AND THE TWO OTHER BRITISH CLIMBERS,IAN AND TOM, DID NOT RETURN TO CAMP THE PREVIOUS'NIGHT THE AMERICAN, HANK, TAKES CHARGE OF THESEARCH PARTY...
/

HEAR A NOISE ABOVE THEM...SUDDENLY, THE TWO CLIMBERS/

WILL HANK AND CARL SURVIVE THE AVALANCHE? WILL MONTYBE RESCUED? WILL CARL'S' EVIL PLANS COME TO FRUITION? WILL THEAARDVARKS REACH THE SUMMIT OF MOUNT PALOMAR BEFOREPETERKINS THE FERRET-STRANGLER ?DON'T MISS NEXT WEEK'S EXCITING EPISODE!
CAM YOU ORGANISE AN EXPEDITION SETTER THAN MONTAGUE MONTAGUE ? EVEREST (FOR THE DRAGON 32)8RINGSYOU ALL THE EXCITEMENT OF HIMALAYAN MOUNTAINEERING.YOU CA, CHOOSE ANY ONE OF THREE PEAKS IN SPRING ORAUTUMN, 811T ONLY THE BEST AND THE 'INVEST WILL LOOK DOWN ON THE ROOF OF THE WORLD.THIS, AND OTHER FINE GAMES, ARE AVAILABLE AT SELECTED BRANCHES OF BOOTS, JOHN MENZIES,ANDCOMPUTER DEALERS NATIONWIDE, OR DIRECT FROM

SALAMANDER SOFTWARE, 17 NORFOIr ROAV,RIGHION, SNI AA.
EVEREST L7. 95,PLEASE ADD 50p P&P TO ALL ORDERS'. SEND S.A.E FOR FULL CATALOGUE.

QUALITY SOFTWARE FOR THE DRAGON 32, ORIC-1 AND( EC MODEL 8 MICROCOMPUTERS.
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New from SUNSHINEMaster your ZXMicrodrive
programs, machine code andnetworking by Andrew Pennell
Master your ZX Microdrive contains allthe information you will ever need to usethe ZX Microdrive to the full. Clearlyexplained, with many examples, it isequally suitable for the relative newcomerto BASIC through to the experiencedmachine code programmer.

Please send me
[-1 Master your ZX Microdrive at E6.95 each

MOster Dettip
ZXtnicrottyrice
'''n1964tIttao 0.)41) onct4t11,4Kkkinia
0/IdtqPit

ISBN 0 946408 19 X
Andrew Pennell has also included a full database file handlingprogram to let you put the ZX Microdrive to practical usewith your Sinclair Spectrum.Look out for the Sunshine range in W. H Smith's, Boots, John Menzies,other leading retail chains and through our national network of bookshops and specialist stores. Dealer Enquiries: 01-734 3454

AMEN 11=11 MN El= OEM = N E  = E l  MEN IIMMIN MEE NM MEM NM&

I enclose cheque/postal order for E  made payableto: Sunshine Books: 12/13 Little Newport St., London WC2 31.D.Or 'phone your order through on Access Mastercard 01-734 3454

Signature

Please rush me: —QTY TITLE

111
PRICE

The Quill 12.95
Magic Castle 4.95
Diamond Trail 4.95
Timeline/Tasks 4.95

We can normally deliver in 4/5 days.Imo nm • • • •  Elm =In ENE NEN

THE QUILL
FOR THE 48K SPECTRUM AT £14.95

The Quill is a major new utility written in machine code which allows even the noviceprogrammer to produce high speed machine code adventures of superior quality to manyavailable at the moment without any knowledge of machine code whatsoever.Using a menu selection system you may create well over 200 locations, describe them andconnect routes between them. You may then fill them with objects and problems of yourchoice. Having tested your adventure you may alter and experiment with any section with thegreatest of ease. A part formed adventure may be saved to tape for later completion. Whenyou have done so The Quill will allow you to produce a copy of your adventure which will runindependently of the main Quill editor, so that you may give copies away to your friends. TheQuill is provided with a detailed tutorial manual which covers every aspect of its use in writingadventures.
We also have a range of machine code adventures which is growing constantly. Titlescurrently include:TIMELINE Et TASKS £ 4 . 9 5A superb 16K adventure in which you must locate your time machine to return to the present.Plus a collection of mind stimulating puzzles.MAGIC CASTLE E4.95Try to rescue the princess from the castle, but beware of booby traps and vampires! Agripping adventure for the 48K Spectrum.DIAMOND TRAIL  £ 4 . 9 5

Recover the Sinclair diamond after a daring robbery. First you must overcome manyproblems in a city fraught with danger and intrigue. This is our latest adventure for the 48KSpectrum.
GILSOFT wish MicroAdventurer every success, and as a special launch offer: if youreturn the coupon below with your order you may purchase 'The Quill' at a specialdiscount price of only E12.95. Please note that the offer closes on 30th November 1983.

GILSOFT
30 Hawthorn Road, BarrySouth Glam, CF6 8LE.Tel: (0446) 7363694AccessBARCLAYCARD

VISA
*I enclose a cheque/Postal order payable to GILSOFT for*Please charge to my Access Barclaycard account*Please delete as applicable.

or

No.
Signature
Name
Address

Announcing the arrival oftwo new textual adventures
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MAIL ORDER TERMS
U.K No chargeEUROPE 80p/programNON EUROPEAN El 50 & 50p program

L.SEND FOR A FREE CATALOGUE
software

LP SOF I WAHI I 1 Orchard Lane, PrestwoodGreat Missenden, BUCKS, HP16 ONN
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3 NEArSTRATEGYGAMES FROM THEFAMOUS WARMASTESERIES

There's still plenty offight left in thcConfederate South aseacrrside selects forcesto manoeuvre on a full-graphics battle field.use thi'save game' facilityto perfect your tactics andre-write American History.1 or 2 players.

W A MASTER SERIESING NAME IN,
P1RIS11911141
Dramatic all-graphicsreconstruction of a famousWorld War II Campaign.Your hand-picked force hasdropped behind enemy linesto capture a strategic rivercrossing. 2 versions of thegame with ten levels ot play.

t • ROWED-099VThe Martians are tomingin this superb all-graphicsbattle. You're in command ofland forces defending Londonwhen an outbriaak of semi-N sentient Redweed threatensto immobilize your forces.Fifteen levels of play.

Roman Empire
Peloponnesian WarBattlezone 2000 •OTHER GAMESTyrant of Athens
Samurai Warrior 16K Spectrum/Dragon 32/ZX 8116K
Privateer 48K Spectrum/ZX 81 16K
Prices: ZX 81Spectrum(except Paras)

ZX 81 16KBBC-B

16K Spectrum/BBC-B/Dragon 32Tandy Color 32K/ZX 81 16KAtari 400/800 48K

161< Spectrum/Dragon 32/TandyColor 32K/ZX 81 16K

combined cassette E4.50E4.50£5.50£5.95
Dragon 32BBC-BTandyAtari

Spectrum 48K C5.50. New- BBC-B E6.95 & Oric 48K C6.95.MORE SUPERB STRATEGYGAMES FROM LOTHLORIEN
WARMASTER TITLESWarlord 4 8 K  Spectrum/Dragon 32Tandy Color 32K/ZX 81 16K

£6.95£795£12.50

BBC-B £6.95 New-Spectrum 48K E5.95.
With one of the most mind-stretchingselections of strategy games in the UK,Lothlorien have justifiably earned the nameof 1Warmasters'.New titles are added or extended every'month. Lothlorien are always interested inhearing frbm programmers with first classsoftware that satisfies the high standardthat the market now demands.Lothlorien games are available frommost leading software specialists ordirect by post at no extra cost. Why not reallyput your computer through its paces today?

Spectrum 48K £5.50.LOTHILORIENthe mind stretcher
Please send me: (Tick box)REDWEED PAPASSpectrum 48K Spectrum 48K E5.95E5.50 LI BBC-B E6•951 IJOHNNY REBSpectrum 48K E5.50BBC-B C6.95 [1]Oric 48K E6.95 El

I I
Others (please specify)
I enclose a chequ'e/P0 for E made payable to M. C. Lothlorien
Please debit my Access A/C No
SIGNED
ADDRESS

Send to: M. C. Lothlorien, Dept. CV/10/83 56a Park Lane,
LPoynton, Cheshire SK12 IAE.
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Transylvanian Tower.
A spine chilling adventureenter via the dungeonsnavigate your way through500 3-E) rooms survivethe swooping vampire batsreach the terrifying topconfront and kill CountKreepie, ridding the worldof this Transylvanian Terror.Can you survive the Top ofthe Tower? Full save routinefor use during the hours ofdarkness! 48K SpectrumE6.50

.iuper SpyLocate the secret islandhideaway of the mysteriousmeglomaniac Dr. Death.Follow his trail acrosscontinents, throughcomplex puzzles and 3-Dmazes. Discover theentrance to his under-ground lair — but bewareeven with your death-defying gadgets his evilhenchmen may still win theday!With save routine for parttime secret agents! 48KSpectrum E6.50

"ADVENTURES INT

DEALERS GENEROUS DISCOUNTS AVAILABLE CON

•SOFTWARE

AVAILABLE FROM WM- SMITAND ALL LEADING CO

• ELM HOUSE, 23-25 ELMSHOIT LANE, CIPPENHAM, SLOUGH, BERKSHIRE.

CREDIT
RING (06FOR EXPR

RICHARD SHEPHERD
SOFTWARE

RICHARD SHEPHERD
SOFTWARE

eit#7.!- Ott "if11-- •k ,
r ,

Can you discover the fabled treasuresby lethal crabs and menacing electricsecrets of the Lost City as you wanderancient columns. Explore the hundrethe treacherous seabed, each with itsdangers.Sensational 3-0 graphics used as you'before! 48 K Spectrum E6.50. Hill sayK•tr&
RICHARlavAEPHESOFTWARE

• All programs are sold subject to the condition that they may not, by way of trade or otherwise, be lent, hi



D HOTLINE86) 63531SS SERVICE

CT JOHN SALTHOUSE ON (06286)63531 FOR DETAILS

ELM HOUSE, 23-25 ELMSHOTT LANE, CIPPENHAM, SLOUGH, BERKSHIRE.

!di le Islaby Peter Cooke
Exhaust your ingenuity inthe quest to find The SevenParchments of Xaro andtheir meaning! Will theylead you to undreamt oftreasures or eternal doom?Explore the mysteries of thestockade and puzzle withinthe Pagoda! A spectacularsplit screen graphic and textadventure to braintease youfor weeks!
Adventurous graphics forevery location. Save routine.48K Spectrum E6.50.

Ascent
Stake your claim to the topof the world in this strategicvertical adventure. Conquerthe summit of the world'shighest peak! strugglefrom base camp to basecamp survive theelements watch out foravalanches, thin ice an'dwayward sherpasencounter abominablesnowmen and cross,bottomless crevasses!
A game of skill, strategy andplanning — a graphicsimulation of man's ultimateendeavour! Save routine.48K Spectrum E6.50.

t, .,10 0 .., s, at- dift "uv..)t * " :1)As, el "iv Sir, • II f t  so-d, lc
• ai

.),,--tio9:411.7411111•

easures of Atlantis, guelectric eels? Uncover t ewander among the timelesshundred deadly sectors of•Nith its multitude of hidden

RICHARD SHEPHERD
SOFTWARE

ed out, resold or otherwise circulated without the written permission of Richard Shepherd Software Ltd.



This program iswritten inMicrosoft Basicit begins bydeveloping acharacter to gobattling throughthe maze.

Now that youhave a character,you need a worldfor him to live in.

nto theValley ofDeath
Brian Lloyd takes theDragon on a trip into DeathValley in this excerpt from"The Dragon Trainer"

(i) Hold down the SHIFT and CLEAR keystogether (ii) Press the @ key (iii) Releasethe @ key (iv) Release the other keysThis procedure does not always work firsttime, so you may have to do it twice. Onelast thing, all the 41 symbols in this routinerepresent spaces.When you RUN this routine (if you enterRUN 190 then you do not have to choose acharacter, etc) you will see a blue box with azig-zagging path passing through it (don'tworry about the OK message appearing inthe middle). The path appears in a differentposition each time you RUN the program,just to break up the tedium a bit. At oneend of the path is a keep, and at the otherthe Palace.
We can now add the lines which tell us10 CLS

70 ST=RND(9)+RND(9)+RND(9):10=RNO(9)+RND(9)+RND(9)80 EN-44RND(9)+RND(9)+RND(9):1=Ti(5:10=10*5:( •N=EN*690 1'RIN1"1) WARRIOR":PRIN1"2) CLERIC":PRINT"3) BARBARIAN"1( 0 PRINT"4) WIZARD":INPUT"WHICH ONF (J-4)";A110 IFA<10RA>4THENCLS1001":10:-IO-RND(10)
120 IFA=1THENCLS:.7"WARR1OR":ST=ST4PND(STWO=JOI-RND(10)130 IFA=2THENCLS="CLEP1C":10=I01-RND(10)*2
140 IFA::-3THENCLS="BARBARIAN":10=IO-RND(5):S1=EcT+RN(ST)130 JEA:-.=31HENEWEN+RND(E5T)
160 IF4=4THFNCLS="WIZARD":10=i0iVND(15)*2:FWEN+RND(5)170 1NPUT"NAME";NAMF$180 IFNAMES=""THENNAME190 CLS
200 PRINTS1FaNci$(21175);:FOPN=01-07:PRIN1CHRS(175);210 PRINTSTRIN6$(30'32);CHRS(17);:NEXT220 PRINTSTRINGS(321175)
230 Ali(1)=CHRS(175)4"#044t#M40##*0##4444#4141#/\#41#0####"+CHRS(175)
240 A$(2)=CHRS(175)-1."#/\/\tt#00##/\/\##/*# /\444#4t#"4CHRS(175)
250 A$(3)=CHRS(175)-1-"Ottififf\N##0/\/P#O#V0#4#4141\/\/k"4-CHR$(175)
260 A$(4)=CHR45.(175)-1-"ift44##R\/\/"+STRINGS(20132)+CHRS(1270 J=RND(5)*32:PRINTWIA$(1);:PRINTA$(2);:PRINTAS(3);280 PRMTAS(4);

how well the character is doing (lines360-380). Now that the character is seen to,we can start to move him around (lines 530and 2300-2450). That's the routine to checkwhich way you want to go, now we need aman to move around, and a routine tomove him (lines 30, 410-660 and 790). Youcan now have great fun racing around thescreen with your character, using the keys:
F VWe can now add some lines to tell us wherethe character is (lines 660 to 750).Racing around the valley obviously usesup some of your energy, so we need theextra lines 390, 400, 490 and 540. Runningaround in a valley can get pretty boringafter a while. The best way to cure this is topopulate the valley with a few friendly littlemonsters whose only desire in life is to eatyou (lines 40 and 500).The routine in lines 2770-2790 chooses amonster, with line 2790 choosing a moredangerous one if your EXperience is over2000. Lines 2810-2820 invert the letters ofthe monster's name (ie change uppercase tolowercase letters). If you are a cleric youcan turn away undead monsters, so lines2830-2840 allow this.

The monster's energy is worked out bylines 2850-2870, while lines 2880-3000 allowyou to hit the monster (you use the H key tohit — note the time limit in line 2930). Themonster retaliates in lines 3010-3030, andthe damage routine is lines 3040-3100. Lines3110-3120 check to see if you have killed themonster. The monsters come from lines3200-32400. Finally, lines 3770-3780 informyou that you are dead, complete withappropriate tune.I 1

7 5 )

ADVENTURE PROGRAMS are great funto write, as you are able to create a world allof your own, with the only restraints beingyour imagination and the amount of RAMyou have. However, adventure programsare also quite difficult to write, so, over thenext few months, we will go throughexamples of building up a simple adventure.Valley Of Death involves guiding a littleman (represented by a S symbol) around asmall valley. You must help him to fightmonsters, travel through swamps andforests, and eventually take him to thedepths of the Dark Dungeons ofDarganyon to find the key. You must thenrace back through the dungeons and backto the Palace to unlock a chest and retrievea magic potion to cure your dying king.We'll begin writing the program straightaway and let the plot build up as we goalong. First, and most importantly, we needa character to go battling through thevalley. Type in the routine in lines 10-180(make sure that you leave the line numbersas they stand or you won't be able to fit theprogram together properly). If you RUNthis routine you will be asked what type ofcharacter you want to be, and also for yourname. Error trapping is included so that ifyou type_ in a number not between 1 and 4your character will be an idiot. Also, if youdo not enter a name then your characterwill be called Mr. 'X'. The STrength, IQand ENergy of your character are adjustedaccording to the type of person you are.Now that we have a character, we need aworld for him to live in. One quick wordbefore you enter this routine (lines190-280). the ' \' symbol is not directlyavailable from the Dragon keyboard andmust be entered in this way:
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1

Telling you howwell yourcharacter isdoing.
Moving thecharacter aroundthe way togo...

...and a routinefor movement.

Telling you wherethe character is.

Using up energy.

Introducing themonsters.

Choosing amonster...

...in lower case.

Right of clergy.

360 PRINT@352,NAMEW THE ";CLASS$370 PRINT3841"ST:";ST;TAL(10);"IO:380 PRINTEN;:PRINT@4161"TR:";TR;TAE
530 GOSUB 23002300 A$=INKEYS:IFA$="THEN23002310 IEA$="P"THEND::::-332320 IFAS=" "TTHEND=-322330 IFA$="Y"THEND=-312340 IEA$="F"THEND=-12350 IFAV="H"THEND=12360 JFA$= :: T'I1END=31*7'370 IFAS"""THEND=322380 IEA$="E"THEND=332450 RETURN

11

30 MAN=1056410 MAN=MAN-4'J+33440 POKE MAN136560 IEPEEK(MAN+))=11I(RPEEK(HAN+D)=92THENHAN=MANA-D:POKEMAN -1)17.:PATH27:1:7PEEK(MAN):GOT0660

•

570 IEPEEK ::::11THENMAN-MAWD:POKEMAN-DPEEK(MAN):60T06605•0 IFPEEK(MANAD)16THENMAN=HAWD:PPEEK(MAN):60T0660650 IFPEEK(HAW660 REM SOMETHIN6 WILL GO HERE LATER790 GO1'0440

(MANA-1).)

qiIAN-W)<>175THENHAN=HAM-14.)
:KEHAN-D12

660 IEZ<>11THENCASTLE=0670 IF7<>16THENPL=0680 IF2<>92ANDZ<>111THENPATH=0700 PRINT5)3201"710 IEPATH=1THENPRINT@320,"SAEE ON PATH"720 IFCASTLE1THENPRINT@3201"SAFE IN KEEP750 IFPL=1THENPRINT@3201"SAEE IN PALACE"
390 IF U=I THEN RETURN400 1,J=1490 GOSUB 360540 E=E-1-1:IFE.7.101HENFWEN-1:E=0

IO;TAB(2();"EN:20);"EX:";EX;

II

137:CASTLE=1
• p I

:POKEMAN-D5-2:Z=PEEK

40 PL=1
500 IERND(4)=2ANDDEAD=OANDASTLE=OANDPATH=OANDPL=OTHENGOSUE2770

a•

2770 SO1,ND1015:SOUND10016:REST(PE:IFEX<2000ANDTW=OTHENEORN=OTORND(19):READMONSTERSIHITS:NEXT2780 M=0
2790 IFEX>=2000ORTt=1THENFORN=OTORND(1(;)+20:READHONSTERS,'HITS:NEXT
2810 EORN=1TOLEN(MONSTER9.1):MID$MONSTERSINOY=CHRS(AS(%(MIDS(MONSTEUM)N,1))+32):IFMID$MONSTERS,N11)="a"THENMID$1,MONSTEP$IN'1)=CHR$(128):NEXT:ELSENEXT2820 PRINTW3201"YO1J HAVE MET A "0-1ONSTER$;
2830 IFCLAS$-"CLERIC"AND(MONSTEP$=!'mummy."ORMONSTER$"wraith"ORMONST(E:RS="spectrem)ANDRND(3)2THENYZ=12040 IFY7=1,THENFORN=OT02000:NEYT:PRINT@3201"BUT YOU.TURN ITAWAY!":FORN=OT02000:NEXT:PRINT@320, II 11 :EX=EX-uH:Y7=0:RETURN Continued on page 33
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The Oracle's Cave is an exciting adventure game containing a unique blend ofHIGH RESOLUTION ANIMATED GRAPHICS and text which has beendesigned especially for the

Available from W.H. SMITH andother leading retailers.Trade enquiries welcomeTelephone 0533 543856 or0533 314345

DORIC COMPUTER SERVICES PRESENTTHE ORACLE'SCAVE
48K SPECTRUM

Its many features include:• Continuously displayed high resolution graphics• Time limit of five 'days' on every adventure• Completely new cave layout, monster position andevent sequence generated for every game• All monsters, articles and locations depicted to alevel of detail that pushes SPECTRUM graphics to the limit
"THE CLOSEST YET TO A TRUE ANIMATED GRAPHIC ADVENTURE...EXCELLENT VALUE FOR MONEY" Popular Computing Weekly

Also available direct at £7.95(Postage and packing free) from:DORIC COMPUTER SERVICES3 THE OASISGLEN FIELDLEICESTER LE3 8QS1/41•••••,\

\-mommor/Ii
/41•••••
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DRAGON ORIC SPECTRUMTHE RING OF DARKNESS

NOW! For the 48K Oric OPERATION GREMLIN. A giant space cityhas been overrun by the Gremlins. Armed only with their courage,Captain Bono and his crack squad of troopers are sent into theevacuated complex...CONTROL eight different troops in a search for the weapons thatwill destroy the Gremlins. A mixture of adventure and machine codearcade action with nine skill levels, a massive graphic city that scrollsaround you, on screen scoring, 19 different weapons, movingGremlins, mad "Killer Droid" and many other features. A sharp mindand an even sharper hand are needed for this game.OPERATION GREMLIN £6.95

"The most impressive adventure testedsoon displaced breakfast TV in ourhouse." Your Computer (April)."You are unlikely, ever, to find a betterrole playing adventure for Dragon. Anastonishing program." Softwards"Best seller still Wintersoft's mammothRing of Darkness" Dragon Dungeon
The game created to be the most complete,enthralling, addictive and detailed adven-ture ever written for the Dragon 32. Awhole graphic world (of nearly 3,000 traveldays) with kings, princesses, mad jestersand dangerous quests will unfold beforeyou. Across ocean, river, mountain andforest you trael to trade in many towns anddare the depths of vast dungeons (morethan nine levels deep with over 20 differentcreatures in hi-res 3-D graphics), in searchof fortune and the hidden curse of the DarkRing. Many hours of mystery, suspenseand raw excitement await you. Ring ofDarkness E9.95.

Great news for 48K Oric andSpectrum owners — "The Ring" willbe available for your micro in earlyNovember. Contact us now fordetails.
Available from

All prices include p&p, VAT and the WINTERSOFTguarantee of quality and reliability

Dealer enquiries welcomeTel: 01-367 5720Wintersoft, Dept. M, 30 Uplands Park Road, Enfield, Middx EN2 7PT
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Continued from 31
The monster'senergy.

Hitting themonster.

Monsterretaliates.

Is the monsterdead?

Range ofmonsters.

285028602870

3200

3210

3%).•20

3:c•••30
3240

HITS=HITS+RND(INT(HITS/2)):IFHITS<INT(EN/2)THEN2850WHITSFORN=0T01000:NEXT
PRINTW-1481"strike";CHRi(1);"now"SOUND5012AS=INKEY$PRINT5)480,3TRINGS(28$32)PRINT6)480,"THE MONSTER HAS";HITS;"ENERGY;FORN=0T0300:A$=INKEYS:IFAs<>""THEN2940:ELSENEXT:PRINT@4485"to0";CHRS(128);"EIote:FORN-0T02000:NEXT:PRINTE)440," ":GOT029902940 REM SOMETHING WILL GO HERE LATER

2960 IFA$="H"ANDRND(2)=2THENG=RND(EN)+RND(ST)*SD:PRINT@4481"you";CHRS(128);"hit":FORN=OT02000:NEYT:PRINT@4481G;"DAMAGE!";:FORN=OT03000:NEXT:Y„2970 IFYZ=JTHENY2=0:PRINT@A40," "*HITS=HITS-G:ELSEIFAS-"H"THENPRINT5)4481"you";CHRS(128);"missed":FORN=0T(2000:1EXT:PRINT5448'ISTRINGS( 32);:YZ=02980 IF6>OTHENSOUND15012:6-0:ELSESOUND200122990 PRINT6)4801"THE MONSTER HAS"WITEWENERGY3000 IFHITS<=0THEN3110

It 01

•
1

3010 SO1)ND20052:PRINT@4481"the";CHRS(128);"monsAer";CHRS(128);"strike":FORN=0T02000:NEXT:PRINT@4481" "3020 IFRND(2)=1THENM=RND(HITS):PRINT4)4A81"and";CHRS(128);"hits";:SOUND1012:FORN=0T02000:NEXT:ELSEPRINT5)4481"and"CHRS(128);"misses"SOUND5012:YZ=13030 IFYZ=1THENFORN=0T02000:NEYT:PRINT5)4483"
Damage routine. 3040 EN:-'4EN-M3050 IFM>OTHENPRIN46)4481"DOING";M;"DAMAGENEXT pin:3060 GOSUB360.3070 M=03080 IFEN<=0THEN37703100 HITS=HITS-1:EWEN-1:6,1-02880

1 II •FORN=0T02000:•

3110 PRIN15)448;" ":PRINIiII4E(01MRINGS(31$32);:fftR1NiiiO3201"YOU'VE KILLED IT!":FORW225T0250:SOINDN11:NIXT:EY=EX4H:EN=FN4RND(INI(H12)3120 FORWOT02000:NEX1:M1FIT@3201" ":IFEW400THENFWEN-RND(INT(11/2)):REIURN:RERFTURN
DAIA"BANDIT"120'1DERSERKER"1201"YUGBFAR",601 CARRIONCRAWLER"1601"COCKATRICE"11001"DWARF"1201"DOPPLEGANGER"801"ELF"1201"FIRE ITET1..E"120-DAIA"GARGOYLE"$801"GELATINOUS CUBE"1801"GIANT ANT"401"GIANT CENTIPEDE"151"GIANT RAT"1101"GNOLL"140$"GNOME"110,"GOBLIN"510t."GREY 00ZE".160•DATA"HIPPOGRIFF"7651"HOMOBLIN"1151"BLACK PUDDING"200$"CHIMER1%"11801"DJINNI"11451"DRAGON"$2209"6IANT"2001"GRIFFON"11401"HYDRA"1160DATA"WEREBEAR"11201"MUMMY"11051"OGRE",1DATA"SPECTRE"$120$"601"WRAITH",801"HELL

"MANTICORE"51251"MINOTAUR"205"OWL BEAR",1101"PURPLETROLL",1301"VAMPIRE"1180$"HOUND"1140
You're dead. 3770 PRINT&3201"YOU'RE DEAD!":IFK=1THEN37703780 PLAY"01V71T2L4GGL8GGL4E-AAGGF+G":K=1:GOTO: -770

11201WORM"WIGHT
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Audi ons fora war ga
Bob Collman takes the stage to put athrough its paces

Star Frontiers — one of the most recent science
1REM *2REM *3REM *4REM *5REM *6REM *7REM *a

10*TV255
20*FX229,1

Star Frontiers *Character Generator *Bob Collman *
69 Wincheap. Canterbury *Version 1.4 *
Filename: STAR-V4 *11 July 1983 *

34 Micro Adventurer November 1983

BBC micro

iction role-playing games, from TSR

30MODE7:VDU23.1,0;0:0;0;:PROCtitle:PROCinitialize:PROCwait(2):VDU23,1,1;0:0;0:0:
40REPEAT:PROCabi1itvro11:PROCcreate:*FX217350IFprint MODE3:PROCprint:MODE7
60UNTILend:MODE7:PRINT"May fortune smile on those created.":PRINT:*FX229,070END'80
90DEFPROCabi1ityrol1

100FORindex=0TO7STEP2:abi1ity(index)=potential(RND(20)1):abilitv(index4-1)=abi1ity(index):NEXT:ENDPROC110
120DEFPROCtemp
130FORitem=0T07:temp(item)=ability(item):NEXT:ENDPROC140
150DEFPROCperm
160FORitem=0T07:abi1ity(item)=temp(item):NEXT:ENDPROC170
180DEFPROCraceadjust190IFrace-4=1FROChuman:ENDPROC
200FORindex=0TO5STEP2:temp(index)=temp(index)4-modifyer(raceXlindex):temp(index+1)=temp(index):NEXT:ENDPROC210
220DEFPROCski11
230ps=INT(temp(0)/20-.5)+1:im=INT(temo(3)/104-.5):rw=INT(temp(2)/24-.5):m=FNM240ENDPROC250
260DEFPROChuman
270PROCwipe:PRINT"A human has one ability increased by5"/.."
280FORindex=0T07:PRINTTAB(6):index+1". "ability(index):NEXT
290PRINT:choice=FNquick(menu$1"1"1"8")-1:temp(choice)=temp(choice)-1-5:ENDPROC300
310DEFFNM IFtemp(0)>temp(2)=INT(temo(0)/24-.5)ELSE=INT(temp(2)/24-.5)720
:30DEFPROCadjust
340PROCwipe:PRINT"Y0u may subtract from 0 to 10 from ha

•

SOME OF US have a weakness for rippingyarns. Possibly we have spent too muchtime with the wrong literature anddeveloped the mistaken view that life is aseries of daring adventures. It may be, butfor most of us, our adventures andsuccesses lack the glamour of jungleexploration or deep sea diving. We may riska great deal in our lives but few of us chooseto risk our lives at least off themotorway.Because we read history, thrillers, sciencefiction and/or fantasy we might havewondered at times how we would havecoped had we been in the shoes of thehero/heroine. Mercenary, spy, explorer,pirate, wizard, the possibilities are infinite.Role-playing games offer the Opportunityto face horrific dangers, succeed againstoverwhelming odds or die heroically in theattempt — without, in reality, sufferinganything more than wounded pride (losinga character's life, even in fantasy, isunsettling).
Only human
Role-playing games usually have ahuman moderator or gamesmaster whoruns the game, which allows for moreflexibility than boardgames: players cancreate situations not specifically covered inthe rules. Good role-playing rules providean easy framework by which the games-master can make realistic and fair judg-ments about the outcome of an attempted

lf of a pair and add i t  to the other half.":PRINT
350FORitem=0TO79TEP2:PRINT;item+1". "ableS(item);TAB(11)"/";TAB(16);item4-2". "ab1eS(item4-1):NEXT:PRINT
360choice=FNquick("Select the number of ability you wish taincrease (1-8)","1","8")-1:PRINT
370REPEAT:PROCwipe:PRINT"Number of points (0-10) you wish to add to "abilityS(choice);" <then hit RETURN>";;INPU1""points:UNTILpoints>=0ANDpoints<=10
380temp(choice)=temp(choice)÷points:IFchoice MOD 2=0 laser=choice+1 ELSEloser=choice-1
390temp(loser)=temp(laser)-paints:PROCab1edisplay:ENDPRDC400
410DEFPROCcreate
420print=FALSE:CLS:PROCtemp:PROCempty:PROCworkdisplay:PRINTTAB(0110)
430FORitem=1T04:PRINTTAB(10);item". "raceS(item):NEXT:P

RINTTAB(10)"5. END program":PRINT:race%=FNquick(menu$,"1","5"):IFrace%=5end=TRUE:ENDPROC
440PRINTTAB(31,0)raceS(race-4):PROCraceadjust:PROCabledisplay:PROCadjust
450REPEAT:PROCwipe:INPUT"Name (up to 18 letters) <RETUR

N>flname$:UNTILLEN(nameS)>=0ANDLEN(nameS)<19:PRINTTAB(6,0)name$
460IFNOT(race%=20Rrace%=3)PROCwipe:hand=FNquick("What is the character's hand preference (R or L)?","L","R"):handS=CHRS(hand+64)ELSE1Frace%=2handS="?"ELSEIFrace%=7handS=
470•RINTTAB(12,1)handS:IFrace%=2 sex$="7":PRINTT4B(31,1)sex$:GOT0490
480PROCwipe:sex=FNquick("What is the character's sex (Mor F)?","F","M"):sexS=CHRS(sex4-64):FRINTTAB(31,1)sex$490PROCwipe:PRINT"1. Develop this character again":PRIN1'2. Print character1:PRINT"3. Roll another character":PRINT"4. END program":PRINT:ONFNquick(menus,"1" "4")GOT050015107520,530500GOT0420
510PROCperm:print=TRUE:ENDPROC520ENDPROC
530end=TRUE:ENDPROC540
550DEFFROCprint
560CLS:VD112:PRINT—:VDU1,14:PRINTTAB(12)"Star Frontiers":PRINT"
570PRINT"Character's name: "nameS;TAB(37)"Race: "raceS(race7.)TAB(57)"Sex: "sex-STAB(68)"Hand: "hands
580FORpace=0T02:PRINTgoS(pace);" "speedlt(raceX,pace);""::NEXT:PRINTTAB(77)"Suit:"TAB(57)"Screen:"
590PRINT'"STR/STA: ";ability(0)TAB(14)"/ ";ability(1)TAB(22)"PS: ";ps TAB(37)"Racial Abilities:"TAB(68)"./.":PRINTTAB(37)" " T A B ( 6 8 ) "
600PRINT"DEX/RS : ";ability(2)TAB(14)"/ ";ability(3)TAB



action. Players are limited by what theircharacters can do and this is determinedwhen the character is first created. Eachrole-playing system generates characters inits own manner, but the basic ideas remainthe same.
A role-playing system attempts to labelhuman characteristics and divide them intoseveral broad categories, such as strength,dexterity, stamina and logic. These can thenbe determined for each character using dierolls. The rolls produce a statistical curvenot unlike the scatter of real humancharacteristics. Players then choose theircharacter's name, profession and beginningskills. Skills and some characterstics can bedeveloped as the character gains experienceand training.

P.S.A.
MILITARY:

Skill
Beam Weapons

Level
1 4 6

Cash: 265
EXPERIENCE:(3yrojet Weapons 1 4 6Melee Weapons 1

•.:• 4 m-....16Projectile Weapons 1 4 =-,../6Thrown Weapons 1 4 =....16 MEDICAL:Demolitions 17b 4 =,..1 6Martial Arts 1.4- -•.,-4 m-,...-16
TECHNICAL:Computer 4 5 6 ENER(3Y:Robotics 1 -7 456Technician 1 4 5 6
BIOSOCIAL:Environmental 1 r,.4- •-• 4 EOUIPMENT:Medical 1 r,.67-. 6Psychosocial 1 r,.4. 6
Notes:te

Fantasies
Once created, the character participatesin various adventures and in the processattempts to gain in experience, skills andwealth. The fun is not only in theexcitement of the adventures, although thiscan be quite considerable, but in watchingthe various characters develop graduallyover the months. Each player will develophis character according to his own fantasiesand the type of role he enjoys playing. Theinteraction between the characters is alesson in group dynamics and can be amajor element of enjoyment, and alsofriendly competition.Role-playing games attract a wide age 1>

(22)"IN: u;im;:IFrace7.=2PRINTTAB(77)"Lie Detection":TAB(68)"5"ELSEIFrace%=5PRINTTAB(37)"Comprehension"TAB(69)"15"ELSEIFrace%=4PRINTTAB(37)"Batt1e Rage"TAB(68)"5"ELSEPRINT610PRINT'"INT/LOG: ":ability(4)TA(4)"/ ":abi1.ity(5)TAB(22)"RW: ":rw;:IFrace-4=2PRINTTAB(7.7)"Elasticity"ELSEIFra.ce%=3,FRINTTAB(37)"Ambidexterity"ELSEIFrace%=4PRINTTAB(37)"Gliding, Night Vision"ELSEPRINT
620PRINT'"PER/LDR: ";ability(6)TAB(14)"/ ";abi1ity(7)TA8(22)"M : ":m TAB(37)"Encumbrance: ":INT(ability(()/2.4.5)" kg. (norm) ";abilitv())" kg.(max)"630PRINT""Weapon"TAB(16)"DMG"TAB(27.)"Basic 7."TAB(717.1)"PB"TAB(71.7)"S"TAB(42)"M"TAB(47)""TAB(52)"E"TAB(58)"Ammo"640PRINT"

Character's name: Bogart Gutslinger Race: YazirianWalk: 10m Run: 30m Hourly: 41-m Suit:
STR/STA: 20
DEX/RS : 60
INT/LOG: 49
PER/LDR: 65

Weapon

PS: 1.
IM: 6
RN: -7()
M :

DMG Basic X. PB

r-- CD r-1 -L. 1 •-•r--

Racial Abilities:
Battle Rage
Gliding, Night Vision
Encumbrance: 10 kg. (norm) 20 kg.(max)

Ammo

Sex: MScreen: Hand: L

1

Introducing Bogwart Gutslinger, a Yazarian with the ability to see in the dark

":PRINT"1)":PRINT"2)":PRINT"7.0":PRINT"4)":FRINT"5)":PRINT
650PRINT"P.S.A."TAB(11)"Skill"TAB(32)"Level"TAB(47)"Cash: ":250+RND(100)660PRINT"

":PRINT"MILITARY:"TAB(11)"Beam Weapons"TAB(32)n-STAB(47)"EXPERIENCE:"
670PRINTTAB(11)"Gyrojet Weapons"TAB(32)n$:PRINTTAB(11)"Melee Weapons"TAB(72)n$:PRINTTAB(11)"Proiectile Weapons"TAB(32)n$
680PRINTTAB(11)"Thrown Weapons"TAB(.2)n$TAB(47)"MEDICAL:":PRINTTAB(11)"Demolitions"TAB(32)n$:PRINTTAB(11)"Martia1 Arts"TAB(32)n$
690PRINT'"TECHNICAL:"TAB(11)"Computer"TAB(32)n$TAB(47)"ENERGY:":PRINTTAB(11)"Robotics"TAB(32)n$:PRINTTAB(11)"Technician"TAB(32)n$
700PRINT'"BIOSOCIAL:"TAB(11)"Environmental"T1B(32)n$TAB(47)"EDUIPMENT:":PRINTTAB(11)"Medical"TAB(17.2)n$
710PRINTTAB(11)"Psychosocial"TAB(32)n$:PRINTSTRING$(75,"):PRINT"Notes:":VDU1112:VDU3:ENDPROC720
730DEFPROCworkdisPlay740PRINT"Name: "TAB(26)"Race:":PRINT"Handedness: "TAB(26)"Sex: ":PRINTTAB(26,4)"PS: ":PRINTTAB(26,5)"IM: ":PRINTTAB(26,6)"RW: ":PRINTTAB(26,7)"M "750FROCabledisplay:PRINTTAB(019)8TRING$(39 CHR$255):ENDPROC760
770DEFPROCabledisplay
780PROCskil1:PRINTTAB(3014):ps:PRINTTAB(30,5);im:PRINTTAB(30,6);rw:PRINTTAB(30,7);m
790PRINTTAB(013):FORiX=OTO6STEP2:PRINTable$(i%)TAB(3)"/";able$(i7.+1)": ":temp(i7.)TAB(11)"/";temp(i%4-1):NEXT:ENDPROC800
910DEFPROCwait(delay)*FX21,0820dummy=INKEY(de1ay*100):ENDPROC87.0

840DEFFNcase(a$)IFa$>="a"ANDa$<="z"=ASC(a-$)-32ELSE=ASC(a$)850
960DEFFNquick(message$,low$7high$)970LOCALanswer$IX,Y:X=POS:Y=VPO5:IF1.ow$<>"A"AND1ow$<>"1"either=TRUE ELSEeither=FALSE
8801ow=FNcase(low$):high=FNcase(high-$):*FX21,0890REPEAT:REPEAT
900PRINTTAB(X,Y)message$;:answer$=GETS:answer=FNcase(answer$)
910UNTILNOTeither OReither ANDanswer=low
920UNTILanswer>.=low ANDanswer<=high9301Fanswer>=ASC("A")ANDanswer<=ASC("Z")=answer-64ELSE=answer-48940
950DEFFROCinitialize960X=RND(-TIME):end=FALSE
970DIMpotential(19),modifyer(4,6),ability(7)ed$(6,2),temp(7),ability$(7),able$(7),race$(6)980n$="1 2 3 4 5 6":menu$="Your choice":ok$="rrect?"
990FORindex=0T019:READpotential(index):NEXT

1000DATA30,30,35,3500,40,40,45,45,45,45750,5060,60,65770
1010FORrace=2T04:FORindex=0TO5STEP2:READmodifyerdex):NEXT:NEXT
1020DATA5,-510,-5,5,0,-10,5151030FORindex=0TU7:READabi1ity$(index):READable$(index)EXT
1040DATA Strength,STR,Stamina,STA,Dexterity,DEX,ReactionSpeed,"RS "lIntuition,INT,Logic,LOG,Personality7PER,Leadership,LDR
1050FORrace=0T04:READrace$(race):NEXT
1060DATA " ",Human,Dralasite,VrusktYazirian1070FORpace=0T02:READgo$(pace):NEXT10900ATA Walk:,Run:lHourly:
1090FORrace=1T05:FORpace=0T02:READspeed$(racelpace):NEXT:NEXT
1100 DATA10m,30mkm,10m,20m,7km1110ENDPR0C1120
1130DEFPROCempty
1140name-$="":race7.=0:hand$="":sex$="":ps=0:im=0:rw=0:m=(:ENDPROC1150
1160DEFPROCwipe PRINTTAB(0,10):tab=VPOS:FORx7.=1T013:PRINTSTRING-$(40," ")::NEXT:PRINTTA2(0.tab):ENDPROC11701180DEFPROCtitle
1190CLS:FORx=0T01:PRINTTAB(9,9-1-x)CHR$(141)"Star Frontier":NEXT:ENDPROC

15km1"5m

ORanswer=hgh

,go$(2),spe
Is this co

(race,

",20m,71.km,15m13.5m,6km110m13.0m,4
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< range. Their style seems to reflectthe maturity of the players more than thesubject. Role-playing can be a group ofbullies looking for a fight, or at the otherextreme, an exercise in mental agility andteamwork. The openness of the systemallows for effective use of lateral thinking(creativity) from players and gamesmaster,an attribute not always of value inboardgames.
Ell pretensions
You might ask what place micros have inthe lives of men who gather in groupspretending to be elves. Computers wouldseem to be, with their unyieldingsubmission to precise rules, out of place inthe flexible world of role-players. In reality,good rules are precise in many areasexactly those that often become choreswhich detract from the game. Computersare adept at taking over these mundanetasks. I will confine myself for now to oneaspect, the character generator, 'probablythe easiest game assistance program to writeand possiblity the most useful. #Creating characters normally consists ofa fair amount of die rolling, thencalculating characteristics based on the rollsand—filling out an individual charactersheet. This can be relatively quick for somegames and quite time-consuming for othersa significant part of an evening can bespent kitting out new players withcharacters. A gamesmaster may have to\VALfttliLl'ur

All Games for48K ZX Spectrum.Only £7.50 each.

A stunning multi-level maze 'arcade - adventure'."The Game of '83"....ZX Computing."Excellent and dangerously addictive -could change thespectrum games scene overnight"....Sinclair User."Spectacular - one of the best games I've seen. Themechanics of the game are superb finely balancedbetween simplicity and addictiveness superb graphicsand colour - I can't recommend it highly enough."....Popular Computing Weekly.Arcade.Adventure

10'*/*The ultimate test of logic and deduction! Can you solvethe hidden mysteries of the South Pacific island onwhich you have been stranded - and escape alive!A brilliant classic style adventure game to fascinateandfrustrate you for months!
Traditional

••••••••

Crystal Computing2 Ashton WayEast HerringtonSunderlandSR3 3RX

trz
e••• •

Crystal Computing have the adventure for you!t e T h e  it)Q1b
'yloVLIti'Vc4c4c4

Let your Spectrum be your guide in a totally newdimension in adventures in the true spirit of traditionalrole playing games where you design the scenario."I have been a Dungeons and Dragons fan for severalyears - The package provides excellent entertainmentfor all fans of the cult and should prove a goodintroduction to the game."....Sinclair User. • •"...really powerful - a great boon to anyone vaguelyinterested in D & D"....Popular Computing Weekly.

•,•••••

"Highly recommendedfor its versatility,originality and quality.Definately well worthobtaining."....ZX Computing.ZX Spectrum 48KE7.50.Role Playing —
Dealers!Ring Chris Clarke on061-205 6603 NOW fordetails of our excellentterms.
Programmers!Send your Software tous for a FREE

\,,pzorofessional evaluation.
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create large numbers of characters to fill hisscenarios and has even greater need forcomputerised help.
Grandaddy

Star Frontiers is one of the most recentscience fiction role-playing games andcomes from TSR, the originator ofDungeons & Dragons and the grandaddy ofthem all. The cover art does not suggestthat it is a game for the serious sci-fi fan,but further investigation will reveal, behindthe comic-book facade, probably the mostpolished role-playing system currentlyavailable. Star Frontiers uses the best ofD&D, Runequest, Traveller, Top Secretand others to produce a system moreconsistent and logical than its progenitorsgranted, the first three availablescenarios are D&D on another planet andcontain, for my taste, far too manyconfrontations with monsters. Fortunately,our group has a gifted gamesmaster whodesigns his own scenarios.The rules for developing and using skillsare extremely clever and allow excitementeven when the characters are not engaged incombat. Our group successfully concludeda mission the other evening by tapping intothe enemy's computer. Using variouscharacters' skills we were able to find andmake our way to the terminal, disablesecurity systems and change a vitalprogram. Not a single laser was firedbest of all, it was fun.

Please Supply:The Island LIThe Dungeon Master ElHalls of The Things CICatalogue (Please enclose SAE 6in. x 9in.)
I enclose cheque/PO for
Name
Address

The following program will allow you togenerate characters according to the rulesof Star Frontiers (I'm afraid it won't be ofmuch use without the game). It will "roll"general characteristics and allow you tochoose the race of your character (severalfriendly aliens are available if you tire ofbeing a boring human). You may tradesome characteristics for others and choose aname, sex and handedness (this isconsiderably more choice than you had atyour own birth). The results can then beprinted in the form of a character sheetwhich is used in the game.Most inputs are single key press and arewell-protected, both upper and lower casebeing acceptable. The program wasdesigned to be used by garners who are notnecessarily knowledgeable about computersand therefore nothing in it should frightenanyone.Menus
But, for those of you with computers, abit about the program. One of the mostused routines is FNquick which returns anumber from l to 26 for letters or 0 to 9 fornumbers, and is used in menus. Charactergenerators tend to have many menus and ifyou want protected inputs it is easier towrite one routine to screen them all. Theprogram is currently set up to work with anEpson printer with parallel interface butwould require very few alterations to workon most other printers. E



I

IMFT
This month you can play MageCage on the Spectrum 16K (thispage), a graphics adventurewritten by Quicksilvaprogrammer Mike Moscoff.Look out for the Dragons andTraps while you search for thesword to defend yourself. Yourtask is to find the Fusor anddestory it in order to save theEarth. If you want tostandardise input into youradventures, Simon Lane showsyou how on page 42. Hisroutine for Commodore andSinclair users converts asentence into two three-letterwords. Separate listings aregiven for both machines. Vic 20owners can search for theGiant's gold (page 43), a textadventure which needs aminimum 8K expansion. It usesprint statements and should beeasily transposable to othermicros. A large part of thespace taken up by adventuregames is used to storemessages. It is thereforeessential to store them asefficiently as possible. AndyMitchell shows BBC users howto do this by placing messagesin one large database at theend of the program and using asingle procedure to extract therequired message (page 44).

Send us your adventure listings— modules which readers canincorporate into their owngames, short adventures anduseful programming routinesare all welcome. Please sendus a printout and cassettealong with a generaldescription of the program anddetails of how it is constructedand can be used. If you wantus to return your program,enclose a stamped, addressedenvelope. If you have anyqueries on the listings, write tothe appropriate author, YourAdventures, Micro Adventurer,12-13 Little Newport St, LondonWC2R 3LD

P ay Mage Cageon the Spectrum1
A 16K Spectrum graphic adventureQuicksilva programmer Mike MoscollTHE AETHANES, NASTIES fromNth Dimension, threaten to destroy EaYou must enter the Valley of Shadoand find and destroy the fusor, a wobject that holds open the gateway betwthe Dimensions. The valley comprisesarenas, or rooms.Avoid or kill the evil Dragons: therefour types — Magenta, Green, BlueYellow. The Yellow Dragons have the wbite, and need for strikes with the sworkill them. Watch out for the Traps, whcan block, exhaust or kill you. Lookany useful objects (eg the sword). To pthem up, just touch them. To move, usecursor keys (5-8). To use the swordstrike left or right), press Caps Shift anor 8. Note: you must first find the swoTo get help, press 'H' (for info abouttraps).
This program has been horribly copressed. Most numbers have been replacby single-letter variables: 0 = 0,B = 2, etc see list of variables. Macharacter variables hold numeric da"ABCD" translates to: print trap numb1(A) using pattern 2(B) starting at positi3(C), X = 4(D). FN n convecharacters to numbers. FN c$ convenumbers to characters.-
Problems: don't mistake Hs (10) for(100). Lines 4400-4625 (and others) uweird characters: @ (Symbol Shift & 2)represent 0, / (Symbol Shift & y)represent 28, ( (Extended Mode, SymbShift & Y) to represent 27, ) (ExtendMode, Symbol Shift & U) to represent 2Typing in lines 4400-4470 is easier if yoenter the letters in groups of three: EYHAL. POKE 23693,7 sets INKPAPER O. POKE 23693,56 set INKPAPER 7, POKE 23658,8 sets Capitalock. USR 3280 scrolls up 1 line.Program routines
10 Initial setup & intro20 Setup new game30 Setup new room40 You move50 Alien move (or delay)80 Score •& end checks100 Alien move sub/routine300 Your move s/r400 Sword fight s/r500 Trap action s/r600 Objects s/r670 Print obj inventory680 Print object690 Convert attr colour to objectnumber

700 Replace lost object900 Print messages s/r1000 Lose game (or newlife)

by 1100 Win game1200 Scores & endthe 3000 Select new roomrth. 4000 Setup new roomws, 4020 Setup traps — barrierseird 4030 Setup traps — mazeseen 4050 Setup objects25 4080 Setup 'final' room4100 Setup alienare 4300 Setup youand 4400 Trap patterns sirorst 4600 Room datad to 7000 Define vars tempich 7500 Define vars permfor 7600 Define Special charsick 9000 Introductionthe 9100 Controls display(to 9200 Traps info ('help')d 5 9900 Cis & header s/rrd! 9920 Delay s/rthe 9930 Wait s/r9940 Object name s/rm- 9950 Trap name s/red 9960 Trap info s/r1,fly Numeric varsta: DCer DIon OKrts POrts ROROOMs SCse STto Tto TNol TRed TX, TY9. TXO, TY0UX, UYp UXO, UYO7,0, CIs D
F

0V
temporary:A, N, P, Q, X, Y
User defined charsline char:105 "D"106 "E"300301 "G", "C" t>

remaining livesdie flagwin flagpower (strength)room numberold room noscoretop scorealien way flagalien numbertrap numberalien x,y positionalien old posyour x,y positionyour old pos2345671020304011000.003.01
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VALHALLA is supplied on a 48K Spectrum program cassette, with VALHALLAplayer manual and presentation box. As VALHALLA uses the full 48K RAM,microdrives and full-size printers are not supported. ZX printer optional.VALHALLA will be despatched in the week commencing October 2nd.If, for any reason we are unable to fulfill your order within 14 days ofreceipt, we will notify you.
VALHALLA cassettes carry an unconditional lifetime replacement guarantee.TO ORDER: (UK Orders Only) Simply complete the coupon, and FREEPOSTwith your cheque/P.O. made payable to LEGEND (UK Mail Order).Credit Card Orders: By phone 9-5.30 Mon to Fri. stating name and address,Card No. and item(s) required.
RETAILERS: Please contact your regular distributor or LEGEND (TradeDistribution) at the address below.LEGEND (UK. Mail Order) FREEPOST1 Milton Road, Cambridge CB4 lUY(0223) 312453
MOVISOFT OPERATING SYSTEM UNDER LICENCE.

immommol

Post to:- LEGEND (UK Mail Order) FREEPOST1 Milton Road, Cambridge CB4 1 UYPlease send me Copy/copies ofVALHALLA for the 48K Spectrum.
I enclose cheque/P.O. for E  '11'.101e/(E14.95 each incl. VAT and P&P).Or I wish to pay by Access/Barclaycard/VisaCard NoPlease print name and addressNameAddress

Credit Card holder's signatureI I 1

!WM
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310 "B"315 "C"320 "A"325 "A"1020 "D"4080 "N"

7500 ,
Alphabetic vars
K$ blank line (32 chars)N$ message pass varOS objects array

9 REM 1RGECRGE37 t;:liklv5COFF10 CLEAR 32599: DEF FN RfR/0)=INT (RND*Ri-CO: DEF FM WC.7_$)=COF'/EZ$-64: DEF FN C$(0)=CHR$15 GO SUB 7500: GO SUB %q000: G0 SUB 7600: GO sue 910020 GO SUB 7eelet30 GO SUB K*M40 GO SUB J*H50 IF NOT TN THEM GO SUB 99221:IF RND<RO/M THEN GO SUB 4-1055 IF TN THEN GO SUB M80 PRINT TNn DOER LIJ47- IeJ—D;SC; FLASH PO(M;QT Iei-B;PD;": IF DI OR PO<L THEN GO TO 100081 IF OK THEN GO TO 310085 IF UX=L OR U.X=O Dr? UY=„D DRUY=I-C THEN GO TO J3kM95 GO TO K100 IF T THEN LET TX=TX4-fT_X(UX:$-(TX>UX)+FN R(1.4f.-..23: LET T$="
105 IF NOT T THEN LET TY=TYi-ITY<UV ) - (TY >UY) 4-FN R i 1.4 , 2) : LET
110 IF ATTR ("TY ,TX) >63 7)9E3 LETTY=TY0: LET TX=TX0120 PRINT INX ft;AT TYDeTNO;s4;INK 84-TN;AT TY,TX;TS150 IF TX=UX THEN IF TY=DX THENBEEP Wea: LET PO=PD-TNAE190 LET TX0=TX: LET TY0=TY: LET5$=T$: LET T=NOT T: RETURN300>LET 2:_$=INKEY$1 IF Z$=CHR* aTHEN LET N=UX-L: LET 7._$="-*": LET U$="*": GO SUB K*H: GO  TO 3-40301 IF 21-$=CHR$ 9 THEN LEU N=UX.4-L: LET 7$="4-": LET U$="*": GO 5U• K*H: GO TO 340302 IF Z$="H" THEN GO SUB 9000:GO SUB 9200: GO TO j305 IF z$<"5" OR Z$>"5" THEN GOTO 9920310 IF Z$="5" THEN LET UN=UX-illX)L): LET LIS="*"315 IF Z$="8" THEN LET UX=.UX-1.1)X<J): LET U$="*"320 IF z$=•6• THEN LET UY=UNe-t-(UY<17): LET U$="*"325 IF i$="7" THEN LET UY=k5Y-kUY>D): LET US="*"330 LET a=ATTP WY,UX): IFTHEN GO SUB E*M: BEEP W,K444340 PRINT 1NX B;ART LIYOIL-CgDiM$;INK G;AT UY,UX;14$: BEEP V,LrY: LET PO=PO-L390 LET LIXO=UX: _LET MYD=UY: JETTW$=U$: RETURN
400 IF oste)‹›"e- THEN RETURN401 LET P=RTTR 10Y0eNj: IF .gl›.1,28 THEN LET OK=fRO=I): GO404 IF R=70 THEN IF RNDLL,-ji Ti-JEN LET N$="YOU BROKE 7.H1E 5111aa1oo.1":GO SUB J*J: LET RE: GO TO GA:41405 IF R>63 AND Af>68 THEn 3?.T71.1RN410 PRINT INK EAT LIYO,N;7_420 BEEP 1.1,J: LET PO=PO-L: IF TN THEN IF N=TX RND UYO-TY THEN .4aEEP U,,K4-H: LET SC=17-zi-Ticl: I__ET TO=TN-L: IF NOT TN THEN SEEP LzH,Ki-T - PRINT INK 8; AT TY,TX;T$4.30 PRINT INK ,B; AT UYITI .19;445 RETURN(2)0 IF R.1-127 THEN LET .11-!=!:: 1_,ETDI=L: LET N$="DON'T TOUCH _ITJ -DESTROY IT! : QO SUB J*J: PETORN
GGG IF R>71 THEN GO TO rim510>LET R=R-64: GO 508 690: IF1::=8 THEN IF RND<U THEN LET N$='("USE" RND 0$(B)="e")+("FIND" RND0$(8)<>"&")+" SWORD": GO SUB J*J513 IF AC THEN LET UX=UXO: LETUY=UYO: RETURN515 IF 0,(A)="e" THEN IF RND<L/*H THEN LET N$="OBJECT IS RLL USE

Q$ trap & object coloursR$ room path arrayS$, T$ alien chars (new, old)Us, W$ your chars (new, old)Z$ inkey responsetemporary: A$, B$, N$, Z$.
D UP!!!!": GO .5118 J*J: GO TO G*M520 IF nstR)=-e- THEN RETURN530 IF R=C THEN LET PO=PO-I540 IF A>C THEN LET DI=L545 RETURN600 LET N$=t't: LET R=A-72: GO 5UB 690: LET 0$(A)="0": LET 5C=.0+R*H: PRINT OVER O;RT UY,UX;"620 IF R=L THEN LET PO=H*H: LETN$="REFRESHES THE PARTS..."670 LET Y=I: FOR R=L TO E: LETX=G+R+L: IF 0$(A)="@" THEN GO SU8 680: BEEP U,A675 NEXT A: GO SUB ti,s4.3:: -RET.LtriN680>PRINT BRIGHT L; OVER 0; INKFN N(0$(All; PAPER L T  Y,X;CHR$ (157+R): RETURN690 FOR N=L TO E: IF R=Ftli N(DS(N)) THEN LET A=N695 NEXT N: RETURN700 PRINT FLASH L; INK B;AT I,G4-A4-L;" ": BEEP 8,-H: LET X=FN RtD,F):  IF  X=R0 THEN GO TO 705705 LET 0$(R)=FN C$(X)': LET N$="FIND RNOTHER IN ROOM "4-5TR$ X:GO SUB J*J: BEEP L,0: RETURN900 PRINT OVER 0; INK D;RT 21,0;K$;AT 21,16-LEN NS/BN$: RETURN
1000>LET DI=L: OVER 0: PRINT FLRSH L;AT UY,UX;"+": BEEP 8,-H: I FP0>0 THEN GO SUB 9950: LET n$="KILLED BY THE "-FN$: GO SUB J*J1010 BEEP Cs-I: LET DC=DC-L: IFDC THEN LET N$="LIVES:"+STR$ DC:GO SUB J*0: LET PO=P0-1-(1*J-RO)AND PO(L): LET RO=G+L: LET DI=0: LET UX=H+E: LET UY=H+B: BEEP 8,0: GO TO J1020 LET N$="INVRSION!": GO SUBJ*J: FOR N=0 TO M: PRINT INK RND*E+8;AT RND*H-FEARND*1J4-L;": BEEP (J,K-N/B: NEXT N: GO TO J*K1100 BEEP Lik: LET SC=SC-i-M: LETNS="THE GATES CLOSE": GO SUB J*J1150 FOR N=0 TO F: INK G-N: FORX=0 TO J: PLOT X*D,O: DPAW 0,175: PLOT 250-X*D,O: DRAW 0,175: BEEP ViLtN-VX=03,X*8: LET Y=USR 32ez: NEXT X: NEXT N1200>BEEP B,K: GO SUB 9900: LEYN$="ERRTH 15 "4-("SAVED!" AND OK)4-("LO5T!!" AND DI)1220 LET "7$="": IF SC)=ST THEN LET SY=SCf."BUT•1230 PRI-L;N$;AT

LET Z11=("AND" AND OKA+Cr DI)+" YOU GOT"T FLASH L; INK F;•AT E,HGi-L,H+L;"GRME SCORE:";AC; INK E;RT H+E,H+L;Z$;RT i-B,H+L;"HIGH SCORE:";AT I,H4E;ST1280 PRIME 0: INPUT "PLAY RGRINYieN ";ZII: IF  Z$="Y" THEN GO TO I1290 GO. TO 99993000 BEEP L E T  A=L+MY=D+(EXAND UX=J)+(C AND UY=I-C)3005 RESTORE 4600+RO: RERD ZS: LET P=FN N(Z$(A)): IF  NOT P THENPRINT INK B; INVERSE L;AT I+L,H;" NO ENTRY' ": BEEP W,H: GO TO k3010 LET ROO=RO: LET RO=P3011 IF R=L THEN LET Liketl3012>IF A=B THEN LET UY=H-1-F3013 IF R=C THEN LET UX=83014 IF R=D THEN LET UY=E3020 GO TO J4000 GO SUB 9908: LET P=239: LETf4=111: BRIGHT L: INK L: PLOT G-3.L,J+B: DRAW PAPER L;P,O: DRAW PAPER L;0,0: DRAW PRPER L;-P,O: DRAU PAPER L;0,-la: INK E4010 PRINT AT I-LL;"ARENA I N V
EN IPOUER SCORE"; INK F;AT I ,C;RO IF R$(RO)=" " THEN LET R$(RO)=LA": LET 5C=SC+RO4020 INK F: RESTORE 4600+RO: READ Z$: LET A$=CHR$ ISI: LET 6$=A$+14$ : LET X L E T  Nr =0 : Go sua



004021 IF Z$CLI="e" THEN LET X=L,:GO SUB 44204022 IF Z$(8)="e" THEN LET Y=D:GO SUB 44104023)IF i$(C)="0" THEN LET X=J-L.: GO SUB 44204024 IF Z$( d)="e" THEN LET Y=H+F: GO SUB 4410
4030 READ 2$: LET A=FN M(21$AL..)):LET P=FN N(2$(8)): INK FM Nt$B$tR)): LET A$=CHR$ 41501144)4031 LET B$=R$: FOR N=L TO D: LET B$=B$4-B$: NEXT N: LET X=04032 LET Y=0: IF  P(F THEN LET Y=FN N(Z$(C)): LET X=FN NEZ$(D))4035 GO SUB 4400-f-P*K: IF Z$(LENzs)‹)-e- THEN GO TO 40304050 LET A=0: FOR N=L TO- E" IF R0=FN N(0$tN)) THEN LET A=N4051 NEXT N: LET N$=K$: IF NOT ATHEN GO TO 40704055 LET Y=FN R(H,F): LET X=FN R(I,F)- IF  ATTR (Y,X)>63 THEN GOTO 40654050 GO SUB 580: GO SUB 9940: LET N$="GET THE "4.N$: GO SUB J*-J4070 GO SUB 670: INK G: BRIGHT 04080 IF R0=1 THEN PRINT BRIGHT L; INK E; FLRSH L;RT H-1._H-1-E;"e"4100 IF TN THEN LET TN=TN+LTN<D): GO SUB 4155: GO TO 43004105 GO SUB 4150: GO TO 43004150 LET TN=FN R(ROfF,a7): IF  NOT TN THEN RETURN4155 LET TY=FN R(H,F3: LET TX=FNR(I,F): IF  ATTR (TY,TX)>63 THEN_GO TO 41554160 GO SUB 190: PRINT INK Bi-TWAT TY,TX;T$: RETURN4300 LET UYO=UY: LET UXO=UX: PRINT FLR5H I;RT UY,UX;U$: BEEP INKEY$=""JRO: PRINT FIT UY,UX;U$: OVER L: RETURN4400 LET N$="DABD)BEABE3BPABP3BQAB038": GO TO 44854410 FOR X=L TO J STEP B: PRINTAT Y4-L_X;R$;AT Y,X-EL;R$: NEXT X:RETUR
4420 FOR Y=D 70 H4-F STEP B: PRIN.T RT Y1X4-L;A$;AT Yl-L,X;A$: NEXTY: RETURN4440 LET N$="RKBBCBBRACHACOBDGAEJEFRCGBEGNBHPRIIC": GO TO 44854450 LET N$="OAKAECBACBFABICCeACDACFACHACLADeCDDADFADHADJCEeREDAEFAEHRELAFeRFBBFFAFIBFLAGeAGECGLRHRK": GO TO 44854460 LET NS="E5CERFFIRFLAFXRF/AGBAGEDGNRGUBGYRG2AHJRHPCI-MCZZCJDBOSAJU5KIAKUAKzALCDLKALR6U2A1IAHMBMTRMXBMERNBRNGANJANURN3A0MBOTA0WA0EAPIDPU5P/5": GO TO 44854470 LET N$="EJDEYEFCEFOCGKAGSBGERHBBHEBHLRHXRIHRITDJGAtJJCKFAKtiAKOOKYBLHALMALVBMBAHGAMIANDBNLANRANYRNEROBROHROPRO3APBFPeCPXC"4475 GO TO 44854480 LET N$='FREGZAHGCIXBJNEKJOUXEHCF24485 FOR N=L TO LEN N$-B 5TEP C:PRINT AT FM M(M$(N))4-Y,FM NtM$&N+L))+X;BS( TO FN N(NS(N4-B))14486 NEXT N: RETURN4490 FOR Y=E TO H+C STEP D: FORX=C TO J-8 STEP B: PRINT AT Y)X;A$;AT Y-i-B,Xi-L;A$: NEXT X: NEXT Y: RETURN4601 DRTA "eFEce","CG"„AFe"4602 DATA "AeCe","CH","FEGM""DBfue-
4603 DATA "BeDe","FEGIe"4604 DATA "CMEe","BDDC","DBARO"4505 DATA "Dliee","BI","FH","BADA
460546074508460946/04611

DATADATADATRDRTRDATADATA

"OleGA""FLHe""GeIe""HNeD"-seeE""epLe"
"KOMG""LRNe"4612>DATA4613 DATADRei"4814 DATA "HSOI","CG"PA"1"DADA","DBA3e"

"AF"1"8He""BGtb t'• CADAe""BHe""AF""DADRO"-oF-,• -spctee""CI","CRDAS""CG,""CHe""BODC"-,-"DA
,"DDOC","DA

4615 DATA4615 DATA4617 DATA4518 DRTA•4519 DATA4520 DATABDDCO"4621 DATA4622 DATA4523 DRTAPRe"4624 DATA4625 DATA"EAPAe"

"NO-00""euetc-"eveL""eUeM""eXeN""@yee"
"eeVP""ue(JP"VOSR"
et
ita

,"EHe""DF"t"DADRe"CF","Cre""EH":"EADAe""FF","FGe""FEFC","PEFO"

et

,"REGI"s"CDDce","CG","ETe"
at " E RI I •  F E S I " E " R E ;

eallY5"7"EEGIBFe"XeeT","FF","ES","El-i"
7000 LET PO=J*M: LET TN=0: L.ETK=0: 'LET DI=0: LET DC=C: LETH-f-E: LET UY=H+B: LET Fq7=07015 LET RO=G+L: LET ROO=RO: DIMRS(Ii-E): LET 0$="06jUC": RETURN
7500 LET L=1: LET 0=0: L UX=0:LET Use=0: LET U$="*": GO SUB 3Q0: LET TY=0: LET TX=0: LET T$="*": LET T=0: LET TN=0: GO SUB75W5 LET Z11-$ po=c).- LET R=LET C=6-1-L_ LET D=C+L. LET ELET P=E+L: LET C=P+L7510 LET H=10- LET T=S*H- LET J=C*H: LET K=D*H: LET M=H*H: LETT=H! DIM K$CJi-B17 LET 0$="FOCEGEE"- LET U=LdeM- LFT V=1,1/Cf RETURN7660>LET P=H+F: LET G=K-i-P: RESTORE 7600: FOR N=USR "R" 70 USR "5RERD R: POKE N,R: NEXT N: G0 TO 995-e7660 ORTR

7661 ORTR64,248.64,0,0,0,0,0*FE,,1,50,142,150,76,6,0,108,150,14,/24.0,P,PA64,F,48,G,240,0,111,0,0,76,,F,0,124,13e,124,D‘I06.144,70,9,96,1481136,0,124,10,254,130.R,R,254,126,195,153,165,A.153,15,1267662 DATA 0.0)1241144.68tR.RGI.OP• F.APIP“DP.):JJ0.4814qPi10j,52)00 0 ipPIKIkIK 0,(1)84,A0JPPO-gikyil GO SUB 960(6
9010 INK F: PRINT "The Rethanesnasties from t h e " N t h  Dimension-,threaten to " invade  Ear th . " "9020 PRINT  'Rvo id  the ev i l  Draqoons!" INK E'e"UatCh Out for  traps, which wiLt" '"blockkit . t .ordrain gr strenqh."" INK F'"Loofor usefut objects!":: :  RETURN
9100 GO SUB 9900: PRINT TRB 114-15"CONTROLS"' INK E'S to go Left"j"8 to go Right' " 6  t3 qo Down16"7 to go U p '  INK F'"Caps 5hift and" 'S to str ike L " " " 8  to
S t r i k e  R " e  T N K  G H H e t p ! ! "9180 GO 70 99309200 GO SUB SS30: GO 5Ua SSOO: PPINT AT Dz8;"TRAP";TA5 I ;  "EFFECT": FOR P=L TO G: INK FN NOD$(P))9210 LET RP: GO SUB 9950: PRINTAT Ei-P*BO;CHR$ (1504-P);" ";N$:GO SUB 9960: PRINT RT E-4-P*B,I;t4$: NEXT P: GO TO .99300900 BORDER 0: POKE 23693G1 POKE 236581G+L: OVER 0: CLS,9910 PRINT PAPER L:"&akeelet MAGE CAGE - - -  R E T U R N
9920 FOR N=L TO E: NEXT N: RETUR
9930 PRINT UL; INK D;TRS H4-C;"MORE.."1 PRUSE 01 PAUSE RETURN
9940 RE5TORE 9940: GO TO 99519948 DATA "H.E.CAN"-,"SUORD"."GOOBOOTS""SERUM"?"H.MA5K"9950 RESTORE 9SSO: nn TO 9'4619958 DATA "ROCK5""•  TPFE5""SWRMP""POISON P O n "  "HRD MI5T"."1,1ALLE,--FUSOR"•9960 RESTORE 99509961 LET N$L--.." FOR N=1.... TO G: READ 7..$: IF AN THEN LET NS=Z$9962 NEXT N: RETURN9968 DATA "BLOCK5"Z$"EXHAU5T5"/"KILLS"IZSJ"BLOCK5"J"KILLS"9999 BORDER G: POKE 2369356
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reaking sentences down totwo words of three letters

£0.20 COAC E0 6C
_

E0_80
£1.00 E1,20 Cl 4C El 6D
C1.80 E2.00 E2,20 E2.40
£2.60 £2.80 £3.00 E3 20
E3.40 C3.60 £3.80 E4 00
£4.20 £4.40 Please continue on a separate sheet of caper

By Sunshine programmer Simon-LaneTHIS ROUTINE FOR the Spectrum orCommodore machines will convert asentence into two three-letter words. Thefirst corresponds to the first three letters ofthe first word in the sentence, and thesecond to the first three of the last word.This allows the input to an adventuregame to be processed so that to some extentit is standardised. For example, say theplayer wanted to drop the golden statuethat he was carrying. He might type in"DROP STATUE", "DROP THESTATUE", "DROP THE GOLDENSTATUE" or even "DROP THE GOLDSTATUE". All of these sentences wouldreturn the same thing if sent to thissubroutine, ie "DRO" and "STA". Thisshould be sufficient to determine what theplayer actually means.The string should be sent to thesubroutine in the variable Z$, and the twothree-letter words are returned in thevariables W$(1) and W$(2) in the Spectrumversion, and in W 1$ and W2$ in the CBM64/Vic 20 version.

98009810982098:';09840985098559860987098809890

REM DECODE I NPU•I CommodoreWIS = "":W2$IFZ$ = "":THEN RETURNFOR Z = 1 TO LEN(ZS)
IFMIDS(Z$,Z,1) =  'ff..EN NEXT: RETURNLET W1$ = MID'S (Z$,Z,3)LET ZZ=Z+2: IF ZZ)LEN(ZS) THEN REIURNLET ZZ = Z:FOR Z = LEN(ZS) TO ZZ '3TEP-1IF MIDS(ZS,Z,1) ="" THEN NEXT:RETURNIF MI DS ( Z-1 „ 1 "  " THEN NEXT: RETURNLET W2$ = MID$(7.$4Z13) RETURN

•••••
••  Ow.

II It

9-600 REM S p e c t r u mSiS 10 Dirt vx AmT; RETURkiS,t-.,;"!-ta2V-zron- z-=1, TO" TkiEls1-,ETURN-905a:-;-stat Ittt- f a z  TEuz$,9. 6712€7_71F---2 V-2 RETURIsr-19.kaaiWI-F- • •2r-lt- •••1'Ka TY-fElst-- NEXT-it *4121 t  T.O. U R N
UM MI NM NM NM NE NM INS MIN I= MN NM IMO MN MN MIHere's my classified ad.

I make this

Please cut out and send this form to:
ME OM EU NM ME ME ME ME MIN MN42 Micro Adventurer November 1983

MI E M I  EMI M N  I= MN EMI NM MEI NM NM NM ME NMI

(Please write your copy in capital letters on the lines below.)

words, at 20p per word so I owe you E
Name
Address

Telephone
Classified Department, Micro Adventurer, 12-13 Little Newport Street,London WC2R 3LD

NE um EN am mu im im En EN NE Eon EN Eno NE Es me um EN om ENO



FIFOTLr-v_kt./1u Li Li Q-_,J)

From Paul Price in BodminTHIS IS AN adventure program for the Vic20. The program requires a minimum 8Kexpansion for the Vic, as it uses just over81/2K. It uses print statements and shouldbe easily transposable to other machines.The adventure is text only and allcommands which must be entered as singleletters are explained in the program. Allothers are the usual two word commands.The following is a list of the mainvariables used:A Pointer to current location

Giant'sGold
LO$ = Additional information at thelocation — alters depending onactions taken013$ = ObjectsOB = Location of object

5 GOSUB40007 PRINT"0":RESTOREGOSUB5000
11 ONAOOSUB500,520,540,560,580,600,620,640,660,680,700,72013 PRINTLOSTRINTLAS15 FORN=ITO917 IFOB(N)=ATHENPRINTOWN)19 NEXT:PRINT21 INPUT"AWHAT SHALL I DO NOW M";I$:PRINTulM"23 FORB=1TOLEN(IS)25 IFMIDS(Is,B,1)<>CHRS(32)THENNEXT27 A$=LEFTI:(I$,(B-1))29 IFLEN(A$)=1THEN3731 C=LEN(IS)HB33 IFC<=0THENPRINTAS," WHAT?":00T02135 BS=RIGHTS(Is,C):00T04737 IFAS="N"ANDNOOOTHENA=N0:00T01139 IFAS="S"ANDSOOOTHENA=S0:00T01141 IFAWW"ANDWE<ATHENA=WE:00T01143 IFAS="E"ANDEA<>0THENA=EA:00T01144 IFA$="I"THEN6545 IFAS="H"THEN7546 IFFa="L"THENPRINT"I SEE NOTHING SPECIAL.":GOT0114• IFAS="TAKE"ORASGET"THEN7.948 TFAS="LEAVE"THEN9249 IFAS="EXAMINE"THEN10150 IFFIS="LIGHT"THEN10751 IFAS="CHOP"THEN12352 IFAS="BUY"THEN143IFAWCAST"THEN153IFAS="OPEN"THEN169IFAWUNSCREWTHEN188

C•0•1
54
ce56 IFAS="FEED"THEN19557 IFA$="CUT"THEN22098 IFAS="UNLOCK"THEN24059 IFAWCLIMB"THENARINT"I'M SCARED OF HEIGHTS!":GOT02160 IFAS="JUMP"THEN26061 IFAS="0"THENEND62 IFLEN(A47)=ITHENPRINT"NOT THAT WAY":GOT02163 PRINT"' DON'T UNDERSTAND":PRINTAS:0)T02165 FORN=1T0967 IFOB(N)00THENNEXT:GOT02169 PRINTOWN)71 N=N-4-1:IFN<=9THEN6772 GOT02175 IFA=3THENPRINT"HAVE YOU LIT A FIRE FOP HIM?":00T02177 IFA=9THENPRINT"PERHAPS HE'S HUNGRY?":00T02178 PRINT"HAVE YOU TRIED TO EXAMINE THINGS?":00T02179 IFB$="BOX"ORBS="LOG"ORBS="BARREL"ORBS=THEST"THENPRINT"I CAN'T IT TOO HEAVY":00T021
SO IFBS=11KEY"ANDKE=1THENPRINT"I CAN'T IT'S TIED TO SOMETHING"700T021Si IFA=5ANDO1=1THENARINT"OIANT WON'T LET ME!":00T02182 IFBS="FIRE"THEN PRINT"OW I'VE BURNED MYSELF TO DEATH!":FORT=IT03000:NEXT:GOTO550083 FORN=1T09:IFOB(N)(>ATHENNEXT85 IFOWN)=BSTHENPRINT"OK":0B(N)=0:GOT02187 IFN=10THEN9189 NEXT91 PRINT"NO!":00T02193 FORN=1T0995 IFOWN)=WNDOB(N)=OTHENPRINT"OK":0B(N)=A:GOTOI97 NEXT99 PRINT"I'M NOT CARRYING IT!":GOT021101 IFA=6ANDBA=1ANDBI:="BARREL"THENPRINT"THE LID IS SCREWED ON!"102 IFA=6ANDBA=OANDBS="BARREL"THENPRINT"SHOULD I OPEN IT AHD LOOK?"103 IFA=12ANDKE=1ANDBWKEY"THENPRINT"IT'S TIED ON AN IRON RING-BOLT WITH STRING":00T021
104 IFA=12ANDKE=OANDOB(8)=12THENARINT"THE STRING IS CUT ALL I NEED TO DO IS TAKETHE KEY?"105 PRINT"I SEE NOTHING SPECIAL":00T021107 IF1lB(6)00THENARINT"WHAT WITH?":00T021108 IFBS="FIRE"ORBSKINDLI1O"THEN160 •109 IFB$="MATCHES"THENPRINT"LIGHT THEM ONE AT A TIME":6OT021
110 IFW.>"MATCH"THENPRINT"THAT WON'T IGNITE"111 MT=MT-1:IFMT=OTHENPRINT"THAT'S YOUR LAST MATCH":05i6)="":0B(6)=A113 PRINT"MATCHES DO NOT LAST VERY LONG!"117 IFA=7THENA=11:00T011119 IFA=8THENA=11:00T011121 IFA=10THENA=12:00T011122 PRINT"NOTHING HAPPENED BUT I DID BURN MY FINGERS!":00T021123 IFOB(s7)00THENPRINT"WHAT WITH?":00T021125 IFES="TREPANDA<>4THENPRINT"THERE ARE NO TREES CLOSE ENOUGH":GOT021126 IFBS="TREE"ANDRA=OTHENPRINT"THERE ARE NO TREES TO CHOP HERE"TOOT021127 IFB$="TREE"THENPRINT"OK TIMPER CRASH!":RA=0:00T011129 IFES="LOG"ANDA(>1THENPRINT"WHAT LOO?":00T021131 IFBS="LOG"ANDOW3)<>"LOO"THENPRINT"NO LOG LEFT":00TM133 IF B$="LOG"THENPRINT"OK I'VE CHOPPED IT UP":0W3)="KINDLINO" HiT021134 IFBS="BOX"ANDA<>5THENARINT"WHAT BOX?":GOT021136 IFB$="BOX"ANDA=5ANDGI=ITHENPRINT"OIANT WON'T LET ME":GOT021137 IFBS="BOX"ANDA=5THENARINT"NO POINT IT IS NOT LOCKED":GOT021138 IFBS="BARREL"ANDA<>6THENPRINT"WHAT PARREL?":00T021141 IFP4="BARREL"THENPRINT"IT'S TO WELL BUILT TO CHOP":GOT01142 PRINT"I CAN'T CHOP THAT":00T021143 IFOB(9)<>0THENPRINT"WHAT WITH?":00T021145 IFW>"SPELL"THENARINT"IT'S NOT FOR SALE":00T021147 IFA<>2THENPRINT"IT'S NOT HERE":00T021

145 IFMA=OTHENPRINT"IT'S HERE":00T021149 PRINT"OK THE MAGICIAN IELLS YOU THE SPELL AND HE DISAPPEARS!"151 MA=0:0W9)="":0B9)=A OW5)SPELL":0B(5)=0:00T021152 IFOB(.5)(>0THENPRINT11I DON'T HAVE IT!":00T021154 IPA=5THENARINT"OK THE GIANT IS ASLEEP":0i=0E7(5)="":0E(5)=A:GOT021155 IFF1=9THENPRINT"OK, THE DRAOON IS ASLEEPH7DR=0:0B$(5)=1":0B(5)=A:EA=10:001021157 PRINT"OK, IT SEEMS TO HAVE NO EFFECT'-OBV5)="":0B(5)=M:00T021160 IF0B(3)=OTHENPRINT"MCW I'VE SET FIRE TC MYSELF! i !":FORT=1T03000:HEXT GOT05500161 IFOB(3)(>ATHENPRINT"THERE'S NOTHING I CAN LIGHT":00T021162 IFA<>3THENPRINT"OK, I'VE LIT 8 FIRE":0W3)=1tFIRE"164 IFA=3THENPRINT"THE DWARF IS 50 HAPPY HE PAYS YOU IN GOLD:DW=0:0BS(9)="00LD":0B(9)=0166 MT=MT-I:IFMT=OTHENPRINT"THAT'S YOUR LAST MATCH" •27..4“6="".0P(6)=A168 OW.3)="FIRE":GOT021169 IFP$="BARREL"ANDAC)6THENRRINT"WHAT BARREL?":GOT021170 IFBIWBARREL"ANDBA=ITHENPRINT"I CA•'T THE LID IS K7:E.WED ON TIGHT":00T041172 IFBS="BAPREL'ANDPA=OTHENPRINT"OK I'VE OPENED IT' : flBS(4)="FOOD":00T021174 IFF$="F0X"ANDA<>5THENPRINT"WHA1 BOX?":0OT021176 IFES="BOX"AND0I=ITHENPRINT"GIANT WON'T LET 1E":OOT021179 IFFS="BOX"THENPRINT"OK I'VE OFPIED IT-D-47(1)="DAG0EP"OBV.2).-, KREWDRIVER"
N11.111;PWCHES7"ANDA<>5THENPRINT"WHAT :HEST?":GT021182 IFBS="CHEST"ANDCH=1THENARINT"I CAN'T :NKE7..!"'GOTII2j184 IFBS="CHEST"THEN5600186 PRINT"WHAT ARE YOU TALKING RBOUT?":007021138 IFES="BARREL"ANDA<>6THENPRINT"HT BARREL? G0TO21190 IFBS="BARREL'ANDOB(2)C,OTHENRRI-"HAT WITH?" G01021191 IFFS="LID"ANDOP(2)(OTHENARINT"WHAT WITH?":GOT02I192 IFE47="BARREL"0RP$=1 L12"THENPRINT"C I'•E 1_.-i5CREWED IT"-BA=0:00T021194 PRIT"., DON'T U1DERSTAND":00T021195 IFOB(4)00THENPRINT"I'VE 00T NO FOOD!":00T021196 IFBWDRAOON"ANDA<>9THENPRINT"WHq7 7AGON?"00T021200 IFT:4="DRAGON"THENPRIN7"MUNCH MUNCH i..':_;Nr.-,H":DF=OTA=1030702i202 IFBIt="GIANT"ANDA05THENPPI7"WH!:- .T-NTT :17021204 IFB$="GIANT"THENPRINT"MUNCH MUNCH MUNCH":0W4)="":0B(4)=A:GOT021206 IFPS="DWARF"ANDA03THENPRINT"WHAT DWARF?1':001021•08 IFBS="DWARF"THENPRINT"MUNCH MUNCH 1.11 'NCH":(B$(4)=1":0B(4)=A:GO1021210 ARINT"PARD0N?":00T021220 IFBWSTRINO"ANDR<>12THENFRINT"WHAT STRING1":00T021222 :FESSTFING"ANDOB(.1)<>0THEN2262•4 IFTS="STRING"THENPRINT"OK I'VE CUT IT":KE=0:00T021226 IFB$="STRING"AND0B(7)=OTHENPRINT"THE AXE IS TOO BLUNT":00T021IFP$="STRING"THEN PRINT"I'VE NOTHING TO CUT ITWITH":GOT0212S0 FRINT"I CAN'T CUT THAT":007021•40 IFB$="PDX"ANDA05THENPRINT"WHAT BOX?":00T021242 IFBZ="BOX"THENARINT"IT'S NOT LOCKED!":00T021244 IFB$='PARREL"ANDA06THENPRINT"WHAT BARREL?":GOT021246 IF•I;="PARPEL"THENPRINT"IT'S NOT LOCKED! EXAMINE IT!":00T021•49 IFPS="CHEST"ANDA<>5THENARINT"WHAT CHEST?":007021•50 IFPS="OHEST'ANDOP(9)<>0THENPRINT"I HAVEN'T GOT A KEY":OT021IFBS="CHEST"THENA9NT"CLICK!":C4=0:00T021254 PRINT" UNLOCK WHAT?":007021260 IFBS="RAVINE"ANDA04THENARINT"WHAT RAVINE?"00T021262 7FP47="RAVI1E"THENPRINT"0K HERE NE SO MOH !.!-2. IT'S TOO RAR!":FORT=ITO3000:NEXMOOTC530O464 PRINT"YOU'PE LIVING IN A FAHTASY!":00T021500 LOS="I'M IN A WOOD"502 LASTHERE IS A CAVE TO THENORTH."504 N0=6:30=2:WE=4:EA=0:RETUPN520 L017="I'M IN A CLEARING IN P WOOD, THERE IS A HUTTO THE EAST"522 IFMA=ITHENLAS="THERE IS A MAGICIAN HERE WITH A SPELL FOR SALE"
92654054254454656n
5645?,7or,590582584586600602;WO620r..22624
6326744640642644660662664
P'7,806826847C0 LOS="I'M INSIDE THE TUNNEL"

(0 = being carried)A$ = First inputB$ = Second inputGI, RA, MA, DW, DR, KE, MT, BA =Various flags to indicate certain conditions(MT is for matches and starts at six so usethem sparingly).All locations are held in subroutines andline 21 indicates which subroutine toGOTO, determined by the value of A. A isaltered by the values of NO, SO, WE andEA. H for help and EXAMINE will giveclues in the right places.

IFMA=OTHENLAS=""NO=1:S0=0:WE=0:EA=3:RETUR1.L0$="I'M INSIDE A SMALL HUT"IFDW=1THENLAS="THERE IS A COLD DWARF"IFDW=OTHENLAS="THERE IS A WARM DWARF"NO=0:S0=0:4E=2:EA=0:RETURNLOS="I'M ON THE EDGE OF A DEEP RAVINE"1FRA=ITHENLA$="THERE IS A LARGE TREE OVERHANGING THE RAVINE":WE=0IFRA=OTHENLAS="THERE IS A RECENTLY FELLED TREE ACROSS THERAVINE.":WE=5NO=n:S0=0:EA=1:RETURNLOS="I'M IN A FIELD, THERE IS A LARGE BOX AND A CHEST"IFOI=ITHENLAS="THERE IS A GIANT HERE GUARDING IT"IFGI=OTHENLA$="THERE IS A SLEEPING GIANT"NO=0:S0=0:WE=0:EA=4:RETURNLO$="I'M IN A CAVE THERE ISAN OPENING IN THE EASTWALL."LAS="THERE IS A BARREL ON THE GROUND"NO=0:90=1:WE=0:EA=7:RETURNLOWI'M AT THE ENTRANCE TOR TUNNEL"LAS="IT'S TOO DARK TOO SEE"NO=0:S0=0:WE6:EA=07PETURNLOWI'M AT THE ENTRANCE TOA TUNNEL"LAWIT'S TOO DARK TO SEE"NO=0:S0=0:WE=0:EA=9:RETURNLOS="I'M AT THE ENTRANCE TORLAS="IT'S TOO DARK TO SEE"NO=0:S0=0:WE=0:EA=9:RETURNLOS="I'M IN A LIGHT AIRY CAVERN. I CAN SEE A DARK ALCOVE EAST"IFDR=1THENLA$="THERE IS A DRAGON IN THE WAY":EA=0IFDR=OTHENLAS="THERE IS A SLEEPING DRAGON":EA=I0N0=0:50=0:WE=8:RETURNLOS="IT'S TOO DARK TO SEE IN THE ALCOVE"LA$=""NO=0:S0=0:WE=9:EA=0:RETURN

TUNNEL".
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702 LAS="THERE ARE EXITS EAST AND WEST"704 NO=0:50=0:WE=7:EA=8:RETURN720 LOWTHERE DOESN'T SEEM TO BE A LOT HERE!"722 LA"724 NO=0:S0=0:WE=9:EA=0:RETURN4000 PRINT"M**********************"4nn5 PRINT"*W*******************3*"4010 PRINT"* * X * "4015 PRINT"*.10 f*GIANTS GOLDH 303W"4020 PRINT"*R4 C I * "4025 PRINT"*E********************3*"4030 PRINT"**********************"4040 PRINT"NV VEY P. PRICE."4050 PRINT"MI•HEN READY PRESS A KEY"4060 ROKE19S,0:WA/T1913,1:POKE198,04070 PRINT":IXALL THE FOLLOWING MUSTBE ENTERED AS SINGLE4075 PRINT"VAINNNSNROPTH SOUTH"4180 PRINT"MOUPEST NERAST"4085 PRINT"OONLINDOK NHELP"4090 PRINT"OPINIMNVENTORY SDRUIT"4095 PRINT:PRINT4100 PRINT"XIIPHEN READY PRESS A KEY"4110 POKE198,0:WAIT198,1:POKE198,07PRINT"3"4119 PRINT""Storiwethe
From Andy Mitchell, Larkfield, KentA LARGE PART of the space taken up byadventure games is that used to storemessages. It is essential therefore to storethis as _efficiently as possible. For thisrerason it is a good method to place all suchtext in one large database at the end of theprogram and use a single procedure toextract the required message.By this method we have a neat structurewhich is easy to debug and as a bonus wecan make up different replies by mixing themessages (see line 3000). By calling theprocedure PROCM with suitable para-meters we can make up various messagesusing the same data (lines 2000-2030). Line10 will print the message: YOU HAVE
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LETTERS."

A

t,••••••)e•

FALLEN DOWN THE STAIRS BUTLANDED SAFELY.A further sophistication is to use thevalue of a flag in the calling parameter.Imagine a room containing a beanstalkwhich could be in one of four states: a tinyplant, a 6 foot plant crying water, a 12 footplant reaching the roof, or a deadoverwatered plant. A variable calledPLANT is initially set to 1 and is in turnchanged to the values 2, 3 and 4 in responseto the user giving the command WATERPLANT. By adding the plant descriptionsGuessing routinesfor the Electron
9000 bEF PROCsecret
9010 LOCAL GUESS1GUESS$,CHAR9020 FOR GUESS=1 TO GUESSLIMIT9030 PRINT "GUESS NUMBER ";GUESS;9040 INPUT GUESS$
9050 IF LEN(GUESS$)<>LEN(CODES) THEN PRINT LEN(CODE$)" CHARACTERS, PLEASE": GOTO 90309060 PRINT "CORRECT LETTERS:";9070 FOR CHAR =I TO LEN(CODE$)
9080 IF MIDS(GUESS$9CHAR,1)=MID$KCODE$,CHARO) THENPRINT MIDS(CODE$9CHAR,1); ELSE PRINT9090 NEXT CHAR9100 PRINT
9110 IF GUESS$OCODE$ THEN NEXT GUESS:GUESSED=FALSEELSE GUESSED=TRUE9120 ENDPROC

4120 PRINT"3**********************"
4122 PRINT"41r PRINT"3*4124 PRINT"M*1 CAN YOU FINE: *"4125 PRINT"* * "4126 PRINT" :*1 THE GIANT'S GOLD ?X *"41.-7 PRINT"3* • * "41•8 PRINT"2* * "4I3n PRINT"3**********************"4135 PRINT"WHEN READY PRESS A KEY"4140 POKE198.0:WAIT198,1:P0h198,0:PRINT"3":RETURN5000 FORN=IT09:READOPS(N),OB(N):NEXT5005 DATA" ",5," ",L00,I," ",6," ",2,MATCHES,3,AXE,11,KEY,12,"5010 A=1:GI=1:RA=1:MS=1:DW=1:DR=1:KE::1:MT=6:BA=1:CH=1:RETURN5500 PRINT7D1TTHAT WASN'T VERY SMART"5510 PRINT"NNKKOIN ANOTHER GO Y/N?"5520 GETAS:IFAS="THEN5520IFA-17="Y"THENPRINT"X":RUN75530 IFAI="N"THENPRINT"2":END54171 GOT055205600 PRINT":MTHE CHEST IS FINALLYX OPEN AND YOU DISCOVERN THE MISSING GOLD5610 PRINT"NN WELL DONE!"5620 POKE198,0:WA17198,17163n PRINT"n":END

30•0 DATA YOU HAVE FALLEN, INTO A PIT, DOWN THE STAIRS,
OVER A CLIFF, AND DIED, BUT LANDED SAFELY2000 DEFPROCM(X%)

2010 RESTORE 3.00.0 : FOR A%=1 TO Y% : READ MESS$ : NEXT
2020 PRINT MESS$
2030 ENDPROC
10 PROCM(1) : PROCM(3) : PROCM(6)
20 END
40.00 DATA A TINY PLANT, A 6 FOOT PLANT CRYING WATER,A 12 FOOT PLANT

REACHING THE ROOF,A DEAD OVERWATERED PLANT
5 PLANTROOM=2 : ROOM=2 : PLANT=3
15 IF ROOM=PLANTROOM THEN PROCM(5-1-PLANT)

to our existing database as shown in line4000, you will see that the first descriptioncan be printed by the command PROCM(6)and the subsequent states by PROCM(7),etc.
However, the state of the plant at anytime can also be printed more simply by thecommand PROCM(5 + PLANT). We cantherefore with the minimum of code insertthis command into our room descriptionprocedures to ensure the correct descriptionof the plant when the plant roomdescription is used (lines 5 and 15).

By Sunshine programmer Simon LaneTHIS PROCEDURE FOR the Electron orthe BBC micros makes the player guess asecret code, with a limit on the number ofguesses allowed. Each time the playermakes a guess he is shown how many of theletters in his guess were correct, if any.Input to the procedure is the string to beguessed, and the maximum number ofattempts allowed. The procedure sets thevariable GUESSED to TRUE if the codewas guessed in the number of tries allowed,and to FALSE otherwise.For example:1000 PRINT "The wizard looks at you, andin a booming voices decrees 'If you canguess my name I will let you enter thecavern. Otherwise I will turn you into afrog. My name has five letters, and you mayhave up to five guesses'.1010 PROCsecret("BORIS",5)1020 IF GUESSED THEN PRINT "Thewizard smiles and says 'You have passed mysimple test, good Sir. I will let you pass,'and he stands aside. ":GOTO 20001030 PRINT "Croak."I I
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The most complete listing available ofadventures, war games and real-life simulations- new entries are printed in italic and should besent to Adventure File, Micro Adventurer,12-13 Little Newport St, London WC2R 3LD

Abacus716 Llangyfelech RdTreboechSwanseaAbbexTavistock House34-36 Bromham RdBedfordAbersoft7 Maes AfallenBow StDyfedAbrascoThe Grange BarnPike's EndEastcoteMiddxAcornsoft4A Market HillCambridge
Addictive GamesAlbert HouseAlbert RdBournemouthAdventure Internationalcio Calisto Computers119 John Bright StBirmingham

A&IF Software830 Hyde RoadManchester

Algray SoftwareAhed HouseDewsbury RdOssettWakefieldAnirog Computers8 The High StHorleySurreyArtieMain StBrandesburtonDriffieldYorks

Assassin Software10 Ash RdLeeds 6AtariAtari HouseRailway TerraceBerks

GAME
Into the Labyrinth
Domain
Faust's Folly

Adventure IAdventure 1

Pirate

Philosopher's QuestCastle of RiddlesSphinx AdventureCountdown to DoomKingdom of HamilFootball ManagerFootball Manager
Scott AdamsAdventures:Adventureland, PirateAdventure, MissionImpossible, VoodooCastle, The Count,Strange Odyssey,Mystery Fun House,Pyramid of Doom,Ghost Town, SavageIsland Parts I and II,Golden VoyageDeath SatelliteZodiacPharaoh's TombTower of AltosDeadwoodFortress of EvilLabyrinth of FearDouble Agent
DraculaPharaoh's TombZok's KingdomThe DungeonPlanet of DeathPlanet of DeathInca CurseInca CurseShip of DoomShip of DoomEspionage IslandEspionage IslandGolden AppleUsurperKrago Castle
Energy CzarKingdomET

PRICE MICRO
0.99 Dragon 32,Vic 20£4.95 Spectrum
£5.95 Spectrum

' £5.95£6.95

£8.50

£9.95£9.95£9.95£9.95£9.95£5.95£6.95

£16.99each oncas-sette,£27.99on disk

£5.95£5.95£5.95£5.95£5.95£6.95£5.95£6.95£5.95£6.95£5.95.0.950.95.0.00£6.00
£14.99£14.99£29.99

tow..

ZX81Spectrum 48K

Dragon 32

BBC BBBC BBBC BBBC BBBC BZX81Spectrum 48K

Atari E (only thefirst twoadventures areon disk)

0.90 Atom, Oric£6.90 Atom, One0.99 BBC0.90 BBC£6.90 Dragon 32£7.95 Colour Genie£8.95 Colour Genie£12.95 Colour Genie

Vic 20 EVic 20 EVic 20 EVic 20 EZX81Spectrum 48KZX81Spectrum 48KZX81Spectrum 48KZX81Spectrum 48KSpectrum 48KSpectrumSpectrum
AtariAtariAtari

/COMPANY
AudiogenicPO Box 88ReadingBerksAutomata65 Osborne RdPortsmouthHantsAvalon Hill650 High RdLondon N12

Bamby SoftwareLeverburghIsle of Harris

Bug-Byte SoftwareMulberry HouseCanning PlaceLiverpool
Buntasoft149 Monks WalkBuntingfordHertsCarnell SoftwareNorth WeylandsIndustrial EstateMosley RdHershamSurreyCCS14 Langton WayLondon SE3

GAME
Tomb of DrewanBossGrand Master
Pimania

B1 Bomber

LegionnaireVC

Nukewar

North AtlanticConvoy Raider
Midway Campaign
Tanktics

Dnieper River Line
Close Assault

Paris in DanagerTelengard

GFS Sorceress

Empire of Overmind
Lords of Karma

Fredericksburg
Tactical ArmourCommand
Golden ApplesPlanetary TraderSurpriseAlien OdysseyScanner 13Mystery ManorAlone at SeaNodrug's QuestUndergroundAdventure
The CastleDictatorDragonquestDamsel and the BeastAdventureOld Father TimeKraal's Kingdom

Volcanic Dungeon
Black CrystalWumpus AdventureThe Crypt
Corn CropperCorn Cropper
Auto ChefPrint ShopAirline
Dallas
Camelot
Smuggler

PRICE MICRO
£12.95£14.95£17.95
£10.00

£11.95

£25.95£14.95

£11.95

£11.95
£11.95

£17.45

£18.95

£21.95

£25.95£17.45

£21.95

£21.95

£14.95

£25.95
£28.95
£5.95£5.95£8.95£9.95£8.45£6.50£6.500.45£8.45
£6.95£9.00£11.50.0.50.0.95£9.50£4.95

£5.00
£7.50£5.00£4.95
£5.00f6.00
£6.00£6.00£6.00
£5.00
£5.00
£5.00

Vic 20 EVic 20 EVic 20 E,CBM 64Spectrum 48K,ZX81, BBC B,Dragon 32
Atari, TRS80 Iand III, CBM 64PetAtari, Apple IIAtari E, Apple II+ drives, TRS80l and llAtari, Apple II,IRS80 I and III,CBM 64, PetAtari, Apple II,TRS80 I and 111,CBM 64Atari E, AppleII, TRS80 I andIII, CBM 64, PetAtari E, Apple11, TRS80 I andIII, PetAtari E, AppleII, TRS80 I andIII, PetAtari E, AppleII, TRS80 I andIllAtari + drivesAtari E, Apple II+ drives, TRS80I and III, CBM64, PetAtari E, AppleII, TRS80 I andIIIAtari E, AppleII, TRS80 I andIIIAtari E, AppleII, TRS80 I andlir
TRS80 I and Ill+ drivesApple 11 +drives
Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Spectrum 48KTI99/4AT199/4ATI99/4A
Spectrum, Uric
BBCZX81ZX8IBBC BVic 20 E

ZX81, Spectrum,Dragon 32ZX81 , SpectrumZX81Spectrum 48K
ZX8I, SpectrumSpectrum 48K,BBCSpectrum 48KSpectrum 48KLaser, Oric,Spectrum 48KLaser, Oric,Spectrum, BBCSpectrum, ZX81,LaserSpectrum, ZX81,
Laser N
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Commodore 64Adventures
A blueprint for the construction andplaying of Adventure programsbased on a full text Adventure.ISBN: 0 946408 11 4

Please rush me: —QTY TITLE
The Quill

LI Magic Castle
Diamond Trail
Timeline/Tasks

*I enclose a cheque/Postal order payable to GILSOFT for*Please charge to my Access Barclaycard account*Please delete as applicable.
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The best books for theSUNSHINE Micro Adventurer

PRICE
12.95
4.95
4.95
4.95

Spectrum Adventures
A malor work by Tony Bridge andRoy Carnell which details the growthand development of Adventuregaming and then presents a fullgraphic Adventure game called'The Eye of the Star Warrior'ISBN: 0 946408 07 6

THE QUILL

AsAccess,BARCLAYCARD
VISA

co o •orenturese 64
010-4,9010

FOR THE 48K SPECTRUM AT £14.95
The Quill is a major new utility written in machine code which allows even the noviceprogrammer to produce high speed machine code adventures of superior quality to manyavailable at the moment without any knowledge of machine code whatsoever.Using a menu selection system you may create well over 200 locations, describe them andconnect routes between them. You may then fill them with objects and problems of yourchoice. Having tested your adventure you may alter and experiment with any section with thegreatest of ease. A part formed adventure may be saved to tape for later completion. Whenyou have done so The Quill will allow you to produce a copy of your adventure which will runindependently of the main Quill editor, so that you may give copies away to your friends. TheQuill is provided with a detailed tutorial manual which covers every aspect of its use in writingadventures.We also have a range of machine code adventures which is growing constantly. Titlescurrently include:TIMELINE Et TASKS £ 4 . 9 5
A superb 16K adventure in which you must locate your time machine to return to the present.Plus a collection of mind stimulating puzzles.MAGIC CASTLE £ 4 . 9 5
Try to rescue the princess from the castle, but beware of booby traps and vampires! Agripping adventure for the 48K Spectrum.DIAMOND TRAIL  £ 4 . 9 5
Recover the Sinclair diamond after a daring robbery. First you must overcome manyproblems in a city fraught with danger and intrigue. This is our latest adventure for the 48KSpectrum.GILSOFT wish MicroAdventurer every success, and as a special launch offer: if youreturn the coupon below with your order you may purchase The Quill' at a specialdiscount price of only E12.95. Please note that the offer closes on 30th November 1983.

GILSOFT
30 Hawthorn Road, BarrySouth Glam, CF6 8LE.Tel: (0446) 736369

or

No.
Signature
Name
Address

Look out for the Sunshine range in W.H. Smith's,Boots, John Menzies, other leading retail chainsand through our national network of bookshops andspecialist stores.Dealer enquiries: 01-734 3454
•

4)14 PUBUS1-1ED JPINUfkiet 1984Atari Adventures

Please send me1---1 Spectrum AdventuresI  at E5.95 each

Name
Address
Signature

A guide to pkaying and writing your ownadventures by 1.011y Bridge 8t Roy Camel\

Commodore 64 Adventures

We can normally deliver in 4/5 days. I

at E5.95 each
I enclose cheque/postal order for E madepayable to: Sunshine Books: 12/13 Little Newport St.,London WC2R 3LD

DISPLAY AD INDEX
AAutomata 5 2
CP Software 2 9Carnell Software 1 2  Et 13Crystal Computing 3 6
Digital Fantasia 6Doric Computer Services 3 2
Gilsoft

Nathan

46
Level 9 Computing  2M.C. Lothlorien 2 5
Micro!  3 8  Et 39

9
Peaksoft 1 6
SDSalamander Software 5 1Shards Software 4R. Shepherd Software  2 6  Et- 27Solo Software  1 6
Wintersoft  3 2
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Lost Island £3.95Battleships 0.95

Hell's Temple £12.00

Colossal Adventure£9.90

Adventure Quest0.90

Dungeon Adventure£9.90

Snowball £9.90

Samurai Warrior£4.50Samurai Warrior£6.95Peloponnesian War£4.50Peloponessian War£6.95Warlord £6.95Johnny Reb £6.95Privateer £4.50Privateer £6.95Paras £6.95Roman Empire£4.50Roman Empire£6.95
Roman Empire£12.50Tyrant of Athens£4.50Tyrant of Athens£6.95Galaxy Conflict £11.95Galaxy Conflict £14.75

UU I L I  \---/

COMPANY
CCS(Contd)

Chalksoft37 Willowslea RdNorthwickWorcesterChameleon Softwarec/o Calisto Computers119 John Bright StBirminghamCommodore675 Ajax AvenueSloughBerks

Compusense286D Green LanesPO Box 169Palmers GreenLondon N13Computer Rentals140 Whitechapel RdLondon El

CP Software17 Orchard LanePrestwoodBucksCrystal Computing2 Ashton WayEast HerringtonSunderlandDigital Fantasia24 Norbreck RdBlackpoolLancs

Lancs

DK TronicsUnit 6Shire HillIndustrial EstateSaffron WaldenEssexDragon DataKenfig IndustrialEstateMargamPt TalbotWest Glamorgan

Dungeon SoftwareMilton HouseSt John StAshbourneDerbyshireGilson30 Hawthorn RdBarrySouth GlamorganWales

GAME
Plunder
British Lowland
Byte
Gangsters
Abyss
Inkosi

Stone of Sisyphus

AdventurelandThe CountMission ImpossiblePirate CoveVoodoo CastleStrategic AdvancePirates Ahoy

RescueKeys of RothStargazer's SecretsWoods of WinterThe IncredibleAdventureColossal CavesGolfing World

Dungeon MasterHalls of the ThingsMerchant of VenusThe IslandThe Wizard of Akyrz
Perseus andAndromedaTen Little Indians
Arrow of Death 1
Arrow of Death 2
The Golden Baton
Time Machine
Circus
Feasibility Experiment
Escape from Pulsar 7
DictatorDictator

Calisto IslandDragon MountainMadness and theMinotaurQuestBlack SanctumEl DiableroMansion of DoomPoseidon AdventureFinal CountdownStalag/EnoThe Crystal Chalice ofQuorumThe Temple of ZorenTreasure TombeGiant's CastleTasks/Time-lineMagic CastleDiamond TrailThe Quill

PRICE MICRO
£5.00
£5.00
£5.00
£5.00
£5.00
£6.95

£27.99 Atari plus drives

£9.99 Vic 20£9.99 Vic 20£9.99 Vic 20£9.99 Vic 20£9.99 Vic 20£4.99 Vic 20 E0.95 Dragon 32

£5.95£6.95£5.95£5.95£5.95
£6.95£5.95

Spectrum, ZX81LaserSpectrum, ZX81,LaserSpectrum, ZX81,LaserSpectrum, ZX81,LaserSpectrum, ZX81,LaserBBC, Spectrum,Vic 20

Spectrum 48KDragon 32Spectrum 48KSpectrum 48KSpectrum 48K
Spectrum 48KSpectrum 48K

Spectrum 48KSpectrum 48KZX81ZX81BBC B,Spectrum 48KBBC B,Spectrum 48KBBC B,Spectrum 48KBBC B,Spectrum 48KBBC B,Spectrum 48KBBC B,Spectrum 48KBBC B,Spectrum 48KBBC B,Spectrum 48KBBC B,Spectrum 48K£9.95 BBC B,Spectrum 48K£5.95 Spectrum 48K£6.95 BBC B

0.50£7.50£5.50£7.500.95
£9.95
£9.95
£9.95
£9.95
£9.95
£9.95
£9.95
£9.95

£7.95£7.95£7.95
£7.95£7.95£7.95£7.95£7.95£7.95£7.95£7.95
£7.95£7.95£5.95£4.95£4.95£4.95£14.95

Dragon 32Dragon 32Dragon 32
Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32
Dragon 32Dragon 32Dragon 32SpectrumSpectrum 48KSpectrum 48KSpectrum 48K

4.•••

/COMPANY GAME PRICE MICROGolem77 QualitasBracknellBerksHewson Consultants60A St Mary's StWallingfordOxonImpact Software70 Redford AvenueEdinburgh

Infocomc/o SoftsellCentral WayFelthamMiddx
JRS Software19 Wayside AveWorthingSussexKenema Associates1 Marlborough DriveWorleAvonLevel 9 Computing229 Hughenden RoadHigh WycombeBucks

MC Lothlorien4 Granby RdCheadle HulmeCheadleCheshire

Martech Games9 Dillingburgh RdEastbourneSussex

Melbourne House131 Trafalgar RdLondon SE10

Microdeal41 Truro RdSt AustellCornwall

Mikro-Gen24 Agar CrescentBracknellBerksMolimerx1 Buckhurst RdTown Hall SquareBexhill-on-SeaEast Sussex

Katakombs

Heathrow: ATCNightfliteDragonflyQuest AdventureOrb

The Quest
3D Maze
Zork I, II and III

ConflictConflict

The Hobbit

The Wizard and thePrincess
Phantom SlayerMansion Adventure 1Space MonopolyKeys of the WizardJerusalem AdventureWilliamsburg BoulevardUltimate AdventureEscapeSorcerer's CastleMad MarthaMines of Saturn/Return to Earth
Mysterious Adventures:Golden Baton, TimeMachine, Arrow ofDeath Parts I and II,Escape from Pulsar 7,

£8.00

£7.95 Spectrum£5.95 Spectrum£6.95 Dragon 32£5.95 Spectrum 48K£5.00 Dragon 32,Vic 20 E,Spectrum 48K£5.00 Dragon 32,Spectrum 48K£5.00 Dragon 32,Spectrum 48K£28.75 Apple, Atari,each CBM 64,IBM PC, TIProfessional,CP/M systems(all plus drives)ZX81ZX81

Oric 48K

£11.95£14.75

£14.95

£5.95
£8.00£8.00£8.00£8.00£8.00£8.00£8.00£8.00£5.50£5.50£5.95
£10.06each

BBC B

CBM 64, Atari,Oric, Lynx,BBC, Spectrum,NascomCBM 64, Atari,Oric, Lynx,BBC, Spectrum,NascomCBM 64, Atari,Uric, Lynx,BBC, Spectrum,NascomCBM 64, Atari,Oric, Lynx,BBC, Spectrum,NascomZX81Dragon 32ZX81Dragon 32Dragon 32Spectrum 48KZX81Spectrum 48KBBC BZX81BBC B,Dragon 32Atari EZX81Dragon 32ZX8I, SpectrumBBC B, Dragon32, CBM 64,Atari EZX81, SpectrumBBC B, Dragon32, CBM 64,Atari ESpectrum 48K,CBM 64, BBC,OricVic 20
Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon ;2SpectrumSpectrumSpectrum
TRS80 I and III,Video Genie Iand II, ColourGenie, BBC B
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/C,OMPANYMolimerx(Contd) Wizard War £7.95Lost in Space £9.95Everest £7.95Night Flight 0.95737 Flight Simulator£9.95Grail £6.95Mona £4.95Mona £6.95
Super Spy £6.50Transylvanian Tower£6.50Everest Ascent £6.50Ship of the Line £4.95Ship of the Line E6.50Invincible Island£6.50Devils of the Deep£6.50Mission Asteroid£17.95Mission Asteroid£14.35Mystery House £17.95Wizard and Princess£23.70
Cranston Manor£28.75Cranston Manor£25.50Ulysses and the£25.50Golden FleeceTime Zone 01.95Embassy Assault(also see under £4.95
Psion and Artic)
The Lair £6.00Star Warp II £6.00
JR £6.95Space Kingdom0.95Area Radar Controller£6.95Time Traveller £7.95

The Island £10.00
Curse of the Werewolf£9.95Rescue from Castle£9.95DreadMagic Mirror £9.95Nosferatu £9.95Space Island £6.95Vampire Village £6.95Atic Atac £5.50Lunar Jetman £5.50
Castle Adventure£6.95

Ring of Darkness£9.95Operation Gremlin£6.95
Adventure in Time£7.00
Pirate Island £6.50

Muse Softwarec/o SoftsellCentral WayFelthamMiddxNewsoft12 Whitebroom RdWarners EndHemel HempsteadHerts
Peaksoft7 Hawthorn CrescentBurton-on-TrentDerbyshirePhipps Associates99 East StEpsomSurrey
Pixel Gamesc/o Quicksilva92 Northam RdSouthamptonPremier208 Croydon RoadLondon SE20

Program Power8/8A Regent StChapel AllertonLeeds

Psion2 Huntsworth MewsGloucester PlaceLondon NW1Quicksilva92 Northam RdSouthampton
Fled Shift12C Manor RoadLondon NI6

Salamander

GAME
Circus, FeasibilityExperiment, Wizard ofAkyrz, Perseus andAndromeda, Ten LittleIndiansEpic Hero: OceanHunt, Dungeon ofDerojhen, Venus MustLiveBattle of Britain
Concorde

Fairytale
Wonderland

Dreamworld

Everest Explorer
Temple of Bast

Wumpus

Castle Wolfenstein

Black Dwarf's LairTime BanditsSecret ValleyGreat WesternSpectral MazeDeath's Head HoleDon't Panic

Knight's QuestGreedy GulchMagic MountainAdventureNovotnick PuzzleTrader

Adventure PlusHouse of HorrorsCaverns of DoomDungeons of DeathDragon PowerPlantOil Recovery
AdventureEldorado GoldLabyrinths of LaCosheSeekAdventureCaveman AdventureFlight Simulation

TraderTraderPioneer TrailOcean TraderApocalypse
Apocalypse Expansion:MapsApocalypse Expansion:Ancient ScenariosApocalypse Expansion:Modern ScenariosFranklin's Tomb
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PRICE MICRO
f10.00each TRS80 I and III,Video Genie Iand II, ColourGenie, BBC B
£10.06 TRS80 I and III,each Video Genie Iand II
£15.53

.07_25

£10.06

£10.06

£10.06
£10.06

£10.06

£6.32

E21.55 Apple, Atari(both plus drives)

£4.95 Spectrum£4.95 Spectrum,E4.95 Spectrum£4.95 Spectrum£4.95 Spectrum
£5.45 Dragon 32£3.45 Dragon 32
£4.95£4.95£4.95£5.00£5.00£9.95£14.95

£7.95£4.95£4.95£6.95£7.95£5.95£5.95

£7.95£6.95£7.95
£6.95£6.95£6.95£7.95

£9.95£14.950.95£3.95£9.95
£4.95
£4.95
£4.95
£9.95

TRS80 I and III,Video Genieand IITRS80 I and III.Video Genieand IITRS80 I and Ill,Video Genieand IITRS80 I and III,Video Genieand IITRS80 I and III,Video Genieand IITRS80 I and III,Video Genieand llTRS80 I and III,Video Genieand IITRS80 I and III,Video Genie Iand II

Spectrum, ZX81ZX81SpectrumZX81ZX81ZX81, SpectrumVic 20

Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32,Video Genie,TRS80 I and IIIBBCBBC BBBC B
BBCBBCBBCSpectrum 48K

ZX81, SpectrumVic 20ZX81ZX81Spectrum 48K,BBC BSpectrum 48K
Spectrum 48K
Spectrum 48K
Dragon 32, Oric48K, BBC B

Salamander(Contd)17 Norfolk RdBrightonSussexSevern Software5 School CrescentLydneyGlosRichard ShepherdSoftwareElm House23-25 Elmshott LaneCippenhamSloughBerksSierra On-LineSystemsc/o SoftsellCentral WayFelthamMiddx

SinclairStanhope RdCamberleySurreySoft Toys14 Lockharton AveEdinburghSoftware For All72 North StLondon N6Sulis EducationalSoftware4 Church StAbbey GreenBathSuperb Software9B Oval RdLondon NW ITerminal Software28 Church LanePrestwichManchester

UltimateThe GreenAshby-de-la-ZouchLeicsVirgin Games61-63 Portobello RdLondon N,Nr1 IWintersoft30 Uplands Park RdEnfieldMiddxWork Force140 Wilsden AveLutonBeds

All programs need a 16K RAM pack.

Dragon 32Dragon 32Dragon 32Dragon 32BBC BOric 48KSpectrumUric 48K
Spectrum 48KSpectrum 48KSpectrum 48KSpectrumSpectrum 48KSpectrum 48KSpectrum 48KAtari plus drivesApple plus drivesApple plus drivesAtari, Apple(both plus drives)Atari plus drivesApple plus drivesApple, IBM PC(both plus drives)Apple plus drivesSpectrum

Vic 20Vic 20
BBCBBC BBBC BSpectrum, BBC

CBM 64

Vic 20 EVic 20 E
Vic 20 EVic 20 ESpectrum 48KSpectrum 48KSpectrum 48KSpectrum 48K

Dragon 32

Dragon 32Oric 48K

ZX81,Spectrum 48KSpectrum 48K

NOTES TO THE TABLE
AtariThe programs will run on either the Atari 400 or 800 unless E isspecified, in which case extra memory is needed on the 400.
BBCThe programs will run on either of the BBC micros unless themodel B is specified, in which case extra memory is needed onthe model A.
DrivesIf a program needs a disk drive system this is specified in themicro column.

SpectrumThe programs will run on either Spectrum model unless 48K isspecified.



micro

AT THE recent ZX Microfairat Alexandra Palace, I spentseveral hours watching thecrowds around the variousstands and the reactions ofthose looking at the softwareon display.Did I detect a slight, butnoticeable, feeling of boredom(shock! horror!) with thearcade game? The latest crop isas far advanced from the earlyprograms as can be imagined,and is extremely good, toobut it is hard to foresee whatmore can be done with arcadegames on the home computer,as it presently stands.Until now, games pro-grammers have been striving tomake their creations as muchlike the arcade originals aspossible. It's unlikely, ofcourse, that games likeDefender and even simpleSpace Invaders will ever besatisfactorily copied across tothe home micro (Artic's SpaceInvaders is a remarkablysimilar implementation, but noversion has the adrenalin-pumping thump-thump of theoriginal).
ADVENTURE CONTACT

MICRO Spectrum 48KAdventure The HobbitProblem How do you get thebard to kill the dragon? NameAdam Lock Address 2 (MSQ)TA Centre, Llandaff North,Cardiff.MICRO Vic 20 (16K)Adventure Zok's KingdomProblem How do you getpassed the place with the pits?Name David Martin Address50 Whitehall Rd, Ramsgate,Kent.MICRO Spectrum AdventureShip of Doom Problem Howdo I remove the key from theglass cover? What part doesthe frozen body play inescaping? Name DavidHawkins Address 107 ButtsHill Rd, Woodley, Reading,Berks.MICRO BBC B AdventureCastle of Riddles ProblemHow do you get out of thesitting room without goingdown hole under the chair?Name James Skinner AddressWinterclyde, Rogers Lane,Stoke Poges, Bucks.MICRO Vic 20 AdventureAdventure 5 The CountProblem I cannot open thecoffin to get to Dracula NameSimon Hoare Address AshlettMeade, Stonehills, Fawley,Southampton.

D)
If you need advice orhave some to offerwrite to Tony Bridge,Adventure Help, MicroAdventurer, 12-13 LittleNewport St, LondonWC2R 3LD

IL

Sonow the writers displaygreat imagination in creatingnew games of their own.Games like Cookie, Zzoomm,Psstt and the rest are as goodas any arcade game. But witharcade games beginning to usevideo disks, total environmentsand multi-players networks,it's unlikely that the homemicro can keep up the pretenceof similarity.Thus, I believe that we havereached a plateau. Certainlythere will be new arcade-liketitles appearing each month,

MICRO Spectrum 48KAdventure Velnor's Lair(Quicksilva) Problem How onearth does one feed the sharkswith live food? How is itpossible to capture one of thenasty orcs, trolls, etc and takeit to feed them? Name D

and they will hold the attentionfor a while, but I think interestwill gradually turn towards lessfrenetic computer pastimes.One of the main reasons, Iimagine, for the popularity ofthe "zap" game, is the sheerescape that they afford theplayer but we can make thesame escape via, for example,adventure games (you knew I'dget to it soon, didn't you?).I don't know if arcade gamescan be called a hobby, but Ithink there is generally not alot of inter-action between

Clarkson Address 113 High St,Chesham, Bucks.MICRO Dragon 32 AdventureMadness and the MinotaurProblem Cannot findmushroom in order to find andlearn spell Name A WGarrington Address 45 Stationr ..,_ .... .... ...,_ .... _ _ ....-II HAVE YOU BEEN staring at the screen for days, or given 1I up in disgust, stuck in an adventure whose problems seemI insurmountable? Adventure Contact may be the answer.1 This column is designed to put adventurers in touch with one
: another. When you're stumped a fellow adventurer may be 1 I11 able to help — and you may be able to solve other people'sI problems. If you are having difficulties with an adventure, Ifill in this coupon and send it to Adventure Contact, MicroAdventurer, 12/13 Little Newport St, London WC2RWe will publish Adventure Contact entries each month inthis special column.

Micro

L.-

Adventure
Problem

Name
Address

adherents of the rocking,vibrating console. Althoughnetworks of machine usrs arenow appearing in the Statesthat allow inter-action betweenplayers, this does not make thepastime a hobby.Computer & Video Games,indeed, publishes hi-scores,and passes on hints from keenarcadists to others of a similarilk, but the advice passed on toother adventurers by those whohave successfully passed adifficult location, is of a muchmore helpful nature. And it ismore itner-active, of courseyou scratch my back, etc.As for hi-socres — well,there has been a little contestrunning for some time toachieve the lowest score incompleting The Hobbit!Of course, I have no wish toseem elitist at this pointarcade games have just asmuch right to be popular asadventures, and many, manypeople will be quite happy tocarry on playing them. Butzapping Zaaxon can't possiblybe as edifying as klobberingKobolds, can it!

Rd, Llanelli, Dyfed.MICRO Spectrum 48KAdventure The HobbitProblem How do you get outof the goblin's dungeon andwhere do you get the ring?Name Glen Hardy Address 14Telese Avenue, Canvey Island,Essex.MICRO Commodore 64Adventure Zork III ProblemHow to get by the panel/mirror near the button roomand how to get crown jewelsback to the present Name TimBell Address 37 Catisfield Rd,Fareham, Hants.MICRO 1199/4A AdventureScott Adam's MysteryFunhouse Problem How todisable the gun in the shootinggallery in order to enter fromthe tunnel and not get shotName G Westerlan Address 22Turner St, Rochdale, Lancs.MICRO Vic 20 AdventureAdventureland Problem Pleasetell me how to wake the dragonand how to get the axe NameS Barker Address 10Church View, Brompton,Nothallerton, North Yorks.MICRO Spectrum 48KAdventure Adventure B (IncaCurse) Problem What are thescales used for? Name JeremyForgan Address 39 ButtermereAve, Middlesbrough.
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Tony Roberrts testsyour skill — send,your answers toCompetition Corner,Micro Adventurer,12-13 Little NewportSt, London WC2RESCalle the .exbyretrieving the (lig
BURIED DEEP among thepiles of rotted and rottingvegetation that cover the floorof the dim cavern in which youhave taken refuge from Tisch,your eye has been caught bythe gleam of these shatteredpieces of chitin they'recuriously shaped, and so youthrust them into the pouch onyour belt.It is your undoing, becausethe extraordinary hearing ofTisch picks up the rasping ofthe fragments as you handlethem, and the hot stench of herbreath sweeping over thecontents of what she thinks ofas her herbal store is your onlywarning as she silently entersthe cave. Naturally, you dropdown into the debris, and,hardly daring to breathe (thesmell makes it difficult not topanic with each breathanyway), try to squirm deeperinto the decomposing mess.Now that Tisch• can smellyou, however, she swings hermassive tail across the entraceof the cave, blocking any hopeof escape, and starts delicatelypicking through the foliagewith a single claw extendedfrom her black and scarredwing-tip. Even so, you almostescape detection as her vision,sensitive to infra-red, confusesthe warmth of your body withthat of the decompositionaround you.But the rustling rasp of thosecursed pieces of chitin again

The best 20 answers wereceive will win a copy ofMelbourne House's The Hobbit.This adventure is now availableon the Spectrum 48K9Commodore 649 BBC and Oric48K — so let us know whichversion you want when yousend in your competition entry.

YOUR EXIT IS BARREDBY A BURNING BRIDGE -NEEDS A FEW GALLONS TOPUT IT OUT BUT ON THEOTHER SIDE GRATEFULELVES GIVE YOU A WAND

TROLL'S LAIR - THEY WILLONLY BE SCARED AWAY BYBRIGHT LIGHT - THERE'S ANIRON KEY HERE - A SWORD

DIM LIGHT FILTERSTHROUGH A DOOR ONTHE WALL HANGS AN UNLITTORCH

THERE'S AN OPEN TRAPDOOR HERE DROPPING DOWNTO A RUSHING RIVER

ACROSS THIS CHAMBERIS A YAWNING CHASMON THE FAR SIDE IS A CRATEOF IRISH WHISKEY.

YOUR EXITS A LARGERUSTY DOOR WITH RUNESTHAT READ USE MAGICWORD TO OPEN.' BUT EVENTHEN THE RUSTY HINGESWILL NEED OILING THEREARE GOLD COINS HERE

GOLLUMHIDES IN ACORNER OF THIS DARKCHAMBER - HE'LL KILL YOUIF YOU'VE HIS PRECIOUSRING.

A LARGE CHEST HERE CANONLY BE OPENED WITH ANIRON KEY - IT CONTAINS ABARREL,

( THIS CHAMBER HAS

A HIDDEN EXIT WHICHONLY REVEALS ITSELF TOTHE HOLDER OF THE WANDA LADDER IS ALSOREVEALED!

A GIANT SPIDER LIVESHERE YOU'LL ONLY GETPAST HIM IF HE CAN'T SEEYOU DOES THE RINGMAKE YOU INVISIBLE/

give you away as you passivelyroll under her massive clawand she has you once more: shehas a task for you. She wantsyou to enter the Hex, retrievethe Ring and make your wayout again.She wants you to succeed:

THERE IS A LARGEDIAMOND HERE ON ACHAIN WHICH IS SECURINGA LARGE DOOR MARKEDEXIT • THE CHAIN IS FIXEDWITH A GOLD PADLOCK

ONE MATCH LIES BESIDEA LARGE ROMAN CANDLEFIREWORK

A DARK DRAGON'S LAIR- ITS ASLEEP AS YOU PASSTHROUGH ONCE BUT THENWAKES UP

THE GIANT IMPRISONEDIN CHAINS HERE GRABSYOU AND WILL EAT YOUUNLESS YOU CAN GET HIMDRUNK, THERE•S A VAT OFCOOKING OIL HERE

GLEAMING IN THE CENTREOF THIS CHAMBER IS THERING,

THE LARGE VICIOUSDWARF HERE WILL KILL ANYTHAT PASS - YOU NEED ASWORD' THERE•S A KEY OFGOLD HERE

IN A MAGIC CASKET INTHIS DARK ROOM ISWRITTEN THE MAGIC WORDITS LOCKED WITH AGOLDEN KEY

<  A WOODEN PLATFORM

SURROUNDS THISFLOODED CHAMBER. THEWATER RUSHES IN ONE SIDEAND DRAINS THROUGH APLUG-HOLE

THE SOLDIERS HEREDEMAND HALF YOUR GOLDCOINS TO LET YOU PASS IFYOU'VE NONE. THEY'LLTURN YOU BACK

she sketches the rough layoutof the cells within the Hex withher claw in the sandy floor ofher sleeping-grounds. The Ringis in the centre. It is the Ringshe wants. Anything else youcan take is yours.The day before you are to

enter the Hex, Fortune smilesupon you at last. As you castaround for anything to distractyourself from the almostcertain death that you are tomeet in the Hex, you rememberthose curiously marked chitinfragments, and examine them:suddenly you realise that theymap the interior of the Hex:but how do they fit together?And what treasure will you beable to take for yourself?The diagram shows thefragments and a roughtranslation of the writing onthem you must join themtogether as best you can inorder to find the entry, locatethe Ring and make your wayout again. Send us yourrearrangement of the chitinfragments in the form of theHex, indicating whichfragment is which and theroute you followed to thetreasure and then to safety.Also let us know the othertreasures you emerge with. Asa tie-breaker, complete thefollowing sentence in less than15 words: I want to own a copyof The Hobbit because
Your entry must arrive bythe last working day inNovember. The winners andthe solution will be publishedin our January issue. You mayonly enter once. Entries willnot be acknowledged and wecannot enter into correspond-ence on the result.
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Nix1-1UNI WINs GRA%
At lesterclays %%coGrand Prix, a hunting part)/straed onto the track at the ,
climax of the race. Cat, oundsWere halted as the 'h
rampaged around t cll..cuit, "The whole plact hasgone to th he

e dogs,' ()tiedriver was reported as %,,trig. The race was restarte(i'rers and drivers battleq'bitidterly taround the courstbefore he Hunt thunderecipast the finishing line to takebeen seen since).the chequered flag (it hasn't?LA 'VCR
Eagle eyed spectator xkiptN
privileged to se s J erefifteentk -i-score a birdie P P a'r-

rf

1

17 • NORFOLK ROAD • BRIGI-TTON • 131',11 4AA • SAE FORPRIV ATE DETECT2 DEM) INEVERESTTRAGEDYD nee of ISAPPE S
LL CAT ALOGUE

Police are baffled by the disappeara Dan Diamond.Ile \vas last seen approaching the eerie edifice known asFrantdin's Tomb, but the authorities are completely un-are asIked to
able to tind any trace of  Citizens toreport any information relating -hs

i disappearance
immediately. For further details, buy FRANKLINSTOMB, a new adventure game for the DRAGON 32 and

ci IPS UP PUTERS FOR ALL
WEB-BOOTS, SPECTRUM, COM-

—I-0Q nnci 'all other purveyors
BANANA 481( ORIC-1. This adventurecomes complete with a 24-page
DICT NTOR illustrated Case File. E9 .95 from

rNtyri4 t

The Everest Elopedended in tragedyterday as Carl andplunged down a cto a grisly death.the expeditionwas quoted as"Yuk".Corainued°,COLD NV Alt IG FScA2Thousands deadin Ice StonnMucittras the--tpra



•' • .4 -  • •

Ji
ININI0111111

AoP

0.0.•••••••1.1 "..."111

1

#\  \ 1 \ . \ ' \ \\) 00 <<./ 69- cp
,qo 0 _ ,\ \'''• •q).<</,\C)4/4q;,,s4e4. ici59/ftt\  • ke'0 4, \-\\ o ' • -<z-v<</<(>4 .q.c)c,co' •••••\-\ co

\ ex4, 00
• • •

r t  \,as•
4- cs> •••••••co •••••k<). e•(>- #  • •

4-* 0 0 /<<'\* <<C" 0  • •  ••\• o<<" R>+-1 • - •.4) . • ••••..•

eirt-v •••••

</(5). • •
co z  ••-•• c2••

(t.

••••

•••••
••• •••••••

•••• • - •••••••
•-•••••..•••••.• . ••••• . • * .._-•

••••••

••••.•
•••••••

••••••..-•••
••••••••


