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Joins our range of acclaimed pure-text puzzle adventures, at E9.90, for:
BBC 32K COMMODORE 64 SPECTRUM 48K LYNX 48K NASCOM 32K ORIC 48K ATARI 32K

ADVENTUREREVIEWS
"Adventures which have afast response time, arespectacular in the amountof detail and number oflocations, and are availableto cassette owners I amextremely impressed TheLevel 9 Adventures aresuperbly designed andprogrammed, the contentsfirst rate. The implementa-tion of Colossal Cave(Adventure) is nothing shortof brilliant; rush out and buyit. While you're at it, buytheir others too. Simplysmashing!"- SOFT, Sept 83"I found Dungeonexceedingly well plannedand written, with a fastresponse. There are wellover 200 locations and thedescriptions are bothlengthy and interesting. Theobjects number about 100.It could therefore takesome months to explorethe whole network, givingmany hours of enjoyment inthe process."CI& VG, Sept 83
"The descriptions are sogood that few players couldfail to be ensnared by therealism of the mythicalworlds where they are thehero or heroine ..great funto play."-Which Micro?, Aug 83
"My appetite has beenwhetted and I intend to getmy own copy (of Snowball)to play."- What Micro?, Dec 83

1: COLOSSAL ADVENTUREA complete, full size version of the classic mainframe game"Adventure" with 70 bonus locations added.2: ADVENTURE QUESTCenturies have passed since the time of Colossal Adventureand evil armies have invaded The Land. The way is long anddangerous; but with cunning you can overcome all obstacleson the way to the Black Tower, source of their demonicpower, and destroy it.3: DUNGEON ADVENTUREThe trilogy is completed by this superb adventure, set in theDungeons beneath the shattered Black Tower. A sense ofhumour is essential!
THE FIRST SILICON DREAM ADVENTURE

1: SNOWBALLThe first of Pete Austin's second trilogy. The giant colonystarship, Snowball 9, has been sabotaged and is heading forthe sun in this massive game with 7000 locations.

MIDDLE EARTH ADVENTURES

•LORDS OF TIME
•••••••, ADVENTUREREVIEWS

"This has to be the bargainof the year. If adventuresare your game then this(Colossal Adventure) isyour adventure."- HCW, 5 Sept 83"Colossal Adventure issimply superb. Anyone whowishes to use adventures inan educational settingreally must use and see thisprogram as it emulatesCrowther and Wood'smasterpiece so well. Forthose•who wish to moveonto another adventure ofsimilar high quality,Dungeon Adventure is to berecommended. With morethan 200 locations, 700messages and 100 objectsit will tease and delight!"
- Educational Computing, Nov 83Colossal Adventure isincluded in PracticalComputing's Top 10 gameschoice: "Poetic, moving andtough as hell."-PC, Dec 83"Tasum up, AdventureQuest is a wonderfulprogram, fast, exciting andchallenging. If you likeadventures then this one isfor you" - NILLIG 1.3"Colossal Adventure Foronce here's a program thatlives up to its name amasterful feat. Thoroughlyrecommended"Computer Choice, Dec 83

"wholly admirable"- Your Computer, Sept 83
THE LORDS OF TIME SAGA

LEVEL 9 COMPUTING

7: LORDS OF TIMEOur congratulations to Sue Gazzard for her super design forthis new time travel adventure through the ages of worldhistory. Chill to the Ice-age, go romin' with Caeser's legions,shed light on the Dark Ages etc. etc. Welt be selling thisgame mail-order from January 1st.
Price: E9.90 each (inclusive)

Level 9 adventures are available from good computer shops,or mail-order from us at no extra charge. Please send order,or SAE for catalogue, to:

Dept 119 229 Hughenden Road, High Wycombe, BucksHP-13 5PGPlease describe your Computer
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lAdventures • War Games • SimulationsLetters 5
Your opinions on adventures, a place toturn to for help, and some advice fromfellow adventurersNews
New adventures from Richard Shepherdincluding one from Peter Cooke, author ofInvincible Island, a naval war game and amodern tactical warfare master programfrom Lothlorien, and a £10,000 competitionThe Quill in depth • 9Tony Bridge reviews The Quill from Gilsoftwhich is an interpreter program that givesadventure players the chance to write theirown game
Mapping fantasy land 11
Map compression is one of the first,important steps a programmer should takewhen writing an adventure and here BBCowners are shown how this is done withPEEK, POKE and BIT manipulationConquering the stars 17

From a humble beginning with only fiveplayers two years ago, Mike Singleton'sStarlord, Britain's first computer-moderated play-by-mail game may soonenter the electronic age.

Valley of Death 19
An important feature of the valley is stillmissing and this month Brian Lloyd showsyou how to add it to the program,completing the scenarioSoftware Inventory 23On the trail of the best adventures thismonth, we include Wizard0 III: TheLegacy of Llylgamyn, for the Apple, GhostTown and Invincible Island, for theSpectrum , 48K, Knife of Kishtu, for theDragon 32, and Quest of Merravid, for theCommodore 64 and Vic 20, among others(front cover illustration by Stuart Hughes)Role-playing games 30The techniques programmers use whenwriting role-playing games or adventuresexplainedYour Adventures 34An auto repeat facility for the ZX81 and aZX Spectrum game called Castaway wherethe player must refit a boat with objects thatare scattered around a tropical islandAdventure File • 41The most comprehensive list available ofwar games, life simulations and adventuresAdventure Help/Contact 48
Write to Tony Bridges if you need help orhave some to offer — or try our contactcolumn if you want to reach fellow adven-turers
Competition Corner 50
Being happy With your successful journeythrough the hex Tisch feeds you and thensets another task for you to complete, andfor your trouble you could win RomanEmpire from LothlorienEDITORIAL

ONE OF THE DILEMMAS faced by a magazine such as Micro Adventurer is how muchhelp to give readers. While you may be spending your time wondering which treasure hasthe greater value, we're spending ours wondering whether to tell you.If we offer individuals help we'll reduce their frustration but we may also reduce theirpleasure in solving the adventure. And clues we publish may be read by adventurers whowould have preferred to pursue their own paths. We could, of course, print early warningsbefore the advice appears — as newscasters do when they advise sports fans to turn downthe sound if they want to avoid hearing the result of a game to be televised later. So wecould warn that a clue to the Hobbit was coming, advising readers keen to get out of thegoblin's dungeon under their own steam to wear opaque glasses for the next few lines.Another possibility is to offer gnomic clues so that readers have to exercise some ingenuityin interpreting the advice. The risk here is that readers won't be able to tell when we'rebeing gnomic and when we're just using fancy language. Writing about adventurers gettingout of the dungeon under their own steam might lead to Thorin receiving more maltreatmentthan even he's entitled to. The other obvious risk is that elliptical clues can cause moreconfusion than they're worth — it's bad enough trying to get out of the dungeon withoutalso having to unravel some helpful but obscure piece of advice.One solution to this delimma is (surprise, surprise) to let readers sort it out forthemselves — by using our Adventure Contact column. If you fill in the form then readersmore successful than you will be able to come to your rescue. And if you read the entriesthen you may be able to do the rescuing. We'd like to extend this section so keep onsending the entries — and let us know how you get on once you've established contact.Another solution also requires readers' help. There are too.many adventures on the marketnow for one magazine to know all the answers. And believe me we get stuck too — there'sno sadder sight than a team of "experts" stymied before a TV set. It's even worse if youhave to write a review of an adventure whose first phase defeats you, leaving no hope ofsolving the tenth in time to reach your deadline. So send us any advice you have to offerand we'll put it on file, or if you're willing to help with certain adventures write in and we'llpublish your letter. Again we look forward to hearing from you.
January 1984 Micro Adventurer 3
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Send your hints,successes,complaints andcompliments toLetters Page, MicroAdventurer, 12-13Little Newport St,London WC2R 3LDLeisure timewell spent

BEING semi-retired I thoughtthat I would have to spend myleisure time knitting, reading orwatching tv, but not any more.I now spend my time decidingwhether to kill the dragon withmy bare hands, which can some-times be amazingly successful,or Idoking for a key to open adoor, cupboards or chests. Younever know what's lyingaround the corner.Although some of' the graphicadventures are very good I stillprefer the text-only ones whereI can let my imagination paintthe scenery. Your new maga-zine will certainly help me in myfireside adventures.M. Maloney,32 Beverley Rd,Liverpool.Finding anending
COULD A reader of this maga-zine please help me? I have TheHobbit adventure game. I startthe game and I get all theequipment the sword,rope, golden key, Thrain's key(small curious key), the map,golden ring, trolls' key,treasure. But when I arrivehome I don't know how toEND the game.Darren Lot-en,237 High Si,Henley-in-Arden,Solihull,West Midlands.poses ariddle

•

I HAVE had The Hobbit forabout three months and havevisited many of the places inthe adventure from the corn-

fortable tunnel-like hall andRivendell to the Elves'Dungeon, the forest river andthe magic door.My highest score is 8607o. Ifanyone cares to write to me atthe address below and send astamped addressed envelope, Ican tell them a way out of thegoblins' dungeon, a placewhere most people get stuck.In return for that clue Iwould be pleased to find outhow to get through the magicdoor and how to uncodeGollum's riddle. Which animalis it that has four feet in themorning, two at mid-day andthree in the evening?Adrian Jones,Cotswold Avenue,Kettering.to fans ofthe Hobbit
I HAVE some queries aboutThe Hobbit which I hope areader might answer.The first one I am surprisedhas not been asked before inother magazines: what is thefunction of the golden key? Mybrother and I have tried manythings, but to no avail. Does itjust increase your score andhave no other function? Canyou ever pass through theempty place?The next question concernspages six and seven of theinstruction booklet in whichthey give the followingexamples: take the lamp andthe rope out of the barrel.Drop the short and the longswords. Take the money andrun. Open all except the greenbottle. Drink beer. Are allthese examples or does thelamp, short and long swords,

money, green bottle and beerexist in the adventure?Stephen Flight,Honley Rd,London.
• •Isslng apirate

MY FRIEND owns a BBC andhas had some difficulty playingLevel 9's Colossal Adventure.Could anyOne tell us how topass the oriental dragon andwhere the pirate hides?Malcoltn Bennie,Fraser Gardens,Kirkintilloch,Glasgow.Comparingprograms
I'M WRITING this letter whileplaying Velnor's Lair. I'm justreloading my saved gamehaving been killed again. I canheartily recommend thisadventure.
Which is more than I can sayfor the Hobbit. I've spent myhard-earned cash on this pro-gram. The blurb says that theadventure follows the bookvery closely, but I find that itdoesn't. I've only got as far asthe trolls and I can't say"Don't eat me" or similar, asin the book. Consequently Iget eaten. I know I've got toget the key and wait for dawn,but how? I'm going mad onthis one.I thoroughly enjoyed FaustsFolly. I think it is one of thebest adventures for theSpectrum available, but hasnot had the publicity itdeserves.It is far and away better thanPlanet of Death from Artic.

My wife completed Planet veryeasily and it was our firstadventure.But back to Velnor, whichhas just killed me again. Onebug that I have found is thatthe program crashes sometimeswhen deleting input spellingmistakes and when scrolling.When this happens RUNdoesn't work but GOTO 5 willtake you to the beginningagain.I've got lots of tips for thisprogram but being quite new toit I'll keep an eye on otherpeoples' progress throughTony Bridge's column.I wouldn't mind writing to aSpectrum adventurer to ex-change ideas and information.Perhaps we could get anational mail helpline going.Another frustrating adven-ture is in the book Over theSpectrum. Unless I've typed itin wrong it's very hard. I'vehardly progressed at all findinga locked door, a kitchen, atable, booze and an endlessdesert. Any tips would begratefully received.I'll wind up with a few ideasfor adventures. I can'tprogram well but shouldsomeone have a go at MichaelMoorcock's Warhound andWorld's Pain or Warrior ofMars I'd be more thaninterested.Tony Close,Con gleton,Cheshire.A HID gamecontrol
I HAVE written a D & D gamecontrol program which runs ona Sharp MZ 80K computer.This program relieves theDM of the routine "book-keeping" chores of a Basic D &D adventure. It handles allaspects of combat (missile andmelee), wandering monsterproduction, routine tasks (lis-tening at, opening doors etc.),as well as subsidiary dicethrowing and character sheetproduction.The program still allows theDM to fudge results to suit hisparty and is not a strictcontroller of the game as areother game control programs.The program runs in 30Kand is written so that it can betranslated to other machineswith the minimum of effort.Brian Johnson,Highfield Road,Saxilby, Lincoln.
January 1984 Micro Adventurer 5



If you think you'vesomethingnewsworthy, call01-437 4343 and let usknowicrodriveoptionavailable
ADVENTURE game softwareproducers Richard Shepherdhas released a cash controllerprogram with a save-to-ZXmicrodrive option in the mainmenuThe microdrive allows theuser to save the program onto ablank microdrive cartridge.Using the ZX microdrive,the cash controller can beloaded in 90 seconds on theSpectrum 48K.Cash Controller with ZXmicrodrive costs £9.95.

WAR STRATEGY features intwo recent releases from Loth-lorien, Dreadnaught and Con-frontation.Dreadnaught is a naval wargame set in 1914. The Britishfleet confronts the Germans,who are about to launch anattack on Britain.The game is designed for twoplayers who choose their sidesand the victory criteria. Thecomputer acts as referee.After deciding how many.ships are to be lost before avictory is declared, the playerscall up their security inform-ation.Here they are told what theirstrength is, the size of the fleetand their quantity of ammuni-tion. But neither opponentknows how strong his enemy is.Using the security inform-ation the players give battleinstructions to their ships.The player can see his ownships and a few (if any) of theenemy's ships that may appearon the screen.
6 Micro Adventurer January 1984

NEW ADVENTURES in storefor the New Year includeRichard Shepherd's UrbanUpstart, from the Adventuresinto Imagination series.Written for the Spectrum byPeter Cooke, the author ofInvincible Island, the programchallenges the player to escapefrom a nightmare 1980s town.In Scarthorpe a resident'severy action is under scrutiny.You can be jailed for littering.The game begins in a housewhere you plot your escape.Avid if you are not astuteenough, you could end upwhere you started from, oralmost.If you're jailed for someminor offence, or caught in therain without an umbrella, catchpneumonia and go to hospital,your efforts to escape havecome to naught. You startagain.•Some of the 90 locationsinclude a fish and chip shop,where there is a red herring onthe counter, a book shop,where you can find out valu-able information, and a cash

Dreadnaught is available forthe Spectrum 48K.In Confrontation, a moderntactical warfare master pro-gram, the players get to choosetheir own battleground setting.Whether you want to fight inVietnam, the Middle East orEurope you merely load in themaster program to create anymodern war scenario of yourchoice.The player can copy a realwar scenario, for example the

Urban nightmare introducedto imagination series
dispenser for money.No help program has beensupplied with Urban Upstart asthere was with InvincibleIslandDesigned to take some pres-sure off the company and toprovide players with hints toBoard garoad to
THE company founded tomarket Dungeons andDragons, TSR Hobbies Inc, islooking at methods ofimproving its poor finances.After high profits in the 1983fiscal year the company hasexperienced growing pains.Management was forced towrite off one company and layoff workers just after a recruit-ment drive.They also experienced pro-duction problems and failedwith a diversification projectwhich included a move intocomputer software.A new team of managers hasWin wars the strateg
Battle of Alamein, into thecomputer using Confront-ation's facility to positionmountains, hills or airfields torecreate the battle scene.With the master program theplayer receives a game of amodern European war scenariothat can be played immediately.Confrontation is availablefor the Spectrum and, by themiddle of this month, the BBC.Lothlorien also have on themarket a tactical aerial combat

•

the game, Richard Shepherdfound that the help programincreased the customers' con-fusion.
"This time we'll supply helpsheets to those who write to usasking for information," hesaid.e firm onrecovery

been hired to smooth out theproblems.With a coherent system ofplanning the managers willdivide TSR into four. •In the new system, TSR Incwill publish games and books,TSR Ventures Inc will supervisetrademark licensing, TSRWorldwide will manage inter-national sales and Dungeonsand Dragons EntertainmentCorporation will producecartoons.The managers believe thatthe new system will ensure thatone venture's failure won'thandicap other operations.c way
game for the Spectrum 48K.Called Red Baron, theplayer, from the cockpit of hisWorld War I Sopwith Camel,fights two ace enemy pilots.You must control your alti-tude, the direction in whichyou move and other variablesin order to attack enemy planesand avoid their fire.If your strength holds out,and your plane is not too badlydamaged, you may get throughall the 19 levels of difficulty.Failing this you can go backto the beginning of the gamewhere a friendly pilot gives yousome hints on strategy.Stolen Lamp is Lothlorien'sonly adventure out of the newbatch of releases.A text/graphic game for theBBC it joins the spirit of Talesof the Arabian Nights.The hero or heroine mustretrieve a magic lamp.The main mode of transportis a magic carpet and you meetan assortment of people inclu-ding an enchanteress.



Twin Kingdomcassettefeatures 175locations
FULL-SCREEN pictures for175 locations is one of thefeatures of Twin KingdomValley from Bug-ByteSoftware.In their new adventure,based on a dragons anddungeons theme, you mustbeware of tricks, wanderingmonsters, dwindling strengthand search for keys that mighthelp you open closed doors inorder to complete the quest.A valley king asks theTwig offers MAO in prizes
TWIG SYSTEMS Software inassociation with disc jockeyand television personality DaveLee– Travis have organised anation-wide competition withprize money totalling £10,000.The competition, MonsterChallenge, will accompany thelaunching of a new range of"mind-bending" softwarefrom Twig, who tag theprograms a new generation ofcomputer games.Twig say that the collectionof six games are orientedtowards the intellect, reasoningpowers and keyboarddexterity.Dave Lee Travis, a computerand video buff of long stand-ing, says that the games willhave people beating their headson the floor in frustration."I've been messing aboutwith computer puzzles foryears and I like to think I'mpretty good", he said, "so Ispeak as something of anauthority when I say that thesenew games will take a lot ofsolving."Whoever wanted to win the10,000 Monster Challengeprize should be prepared toearn it.The collection comprises AirSea Missile, which will appealto the video champs; Cam-bridge, involving a trip roundthe city directed by a series ofclues which may appeal tothose with university degrees;Take the Strain, whichrequires the player to learnhow correctly to disembarkfrom a train before he evenproceeds to the final

player, under the guise of awandering adventurer, toretrieve a treasure chest from arival kingdom.In his travels the adventurermeets various nasties includingthe castle guards, sand lurkers,trolls, a dragon and a witch.There is also a giant to fightand some mischievous elveswho might be persuaded toprovide you with weapons inreturn for certain favours.A spokesman for Bug-ByteSoftware said some of thecharacters had minds of theirown. Elves and guards wouldclash but could become val-uable friends for the player.And like Valhalla, the gameplays by itself when the adven-turers are slow issuingcommands.

Dave Lee Ithvis• plays aconclusion; Othello, the well-known board game; TheTower, a gruelling visit to thatwell-known penal institution;and Countdown Quiz for thosewho aspire to the ultimatechallenge — and the £10,000.Twig computer games arecurrently compatible withBBC, Dragon and Sinclairmicros and the scope is beingbroadened to encompass othercurrently popular systems.The games are available onmail order from Twig's head-quarters at 6 High Street,Wendover, Bucks.Full instructions for par-ticipating in DLT's MonsterChallenge are included witheach of the games. Each pur-chaser becomes a registeredcompetitor.

ovice mastersprogram writing
SUE GAZZARD went fromadventure novice to masterwhen, within three months ofbuying her BBC, she beganwriting games for Level 9Computing:She began playing adven-tures in April last year when theBBC was bought. She enjoyedplaying Level 9 games andwhenever she got stumpedwould write to the company forclues.
"I've been known to stay uptill two o'clock in the morn-ing," Sue said. "I found

Twig Systems gameThe ultimate CountdownQuiz is to be held in Londonwhen 10 competitors havesolved the build-up games ofthe series and it is proposed totelevise the final. The gamesmay be attempted in any orderof preference.Dave Lee Travis said: "Weknow the games are difficultwe just don't know quite howdifficult. So we don't knowhow long it will takeindividuals to solve them orhow long it will take us to get10 finalists together."But the prize isn't staticthe longer it takes for 10winners to emerge the biggerthe cash prize will become.And if our plans for the finalpan out, that will be realMonster fun all on its own."

adventures fired my imagina-tion."
In August last year, afterbecoming known at Level 9 asan avid adventurer, Sue wasasked to write a program forthe company. Then a second,then a third.She tried to use life-like,situations in her games. "I usethe library for research. So (inLords of Time) a Roman villageis based on a map of a realvillage and a Tudor house is acopy of a real house," Suesaid.Her first game, Lords ofTime, was released at the YourComputer Christmas Fair inDecember. The sequel will belaunched before Easter. Andtwo months ago her third gamewas in the making.Computer•ail gamestarts onPrestel

THE FIRST computer-mod-erated game to be Hayed onPrestel will begin this month.It is Starnet from Mike Sin-gleton, the writer of the firstBritish play-by-mail 'game,Starlord.Playing on Prestel meansthat micro owners need waitonly minutes for replies ratherthan weeks.Starnet has been written onmassive proportions with thethree-dimensional map takingup 343 Prestel pages.According to Mike it is sim-ilar in aim to Starlord, with thetask being to capture a throneship."As in Starlord there aredifferent types of stars withdifferent properties, butStarnet has been adjusted to fitin with the new system," Mikesaid.The main difference betweenthe programs would be in themap of the galaxy. In Starlordit was a standard disc shapewith a defiite centre, while themap in Starnet was a three-dimensional cube.
January 1984 Micro Adventurer 7
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••••••••Adventure, strategy and war games galore! We offer an unrivalled selectionfor many makes of home computer and a full range of other software forhome and business users alike. You name it we can provide it!
EAdventure Quest LEV9 9.50 EAdventureland ADIN d29,0014.50 EBIade of Blackpool° SRSS d27.50 ECastleWolfenstein MUSE d21.50 EColossal Adventure LEVY 9.50EConflict MART 14.75 ECranston Manor SOL d14.50LiCrush Crumble Chomp EPYX d21.50 21.50 E Curse of RaEPYX 13.50 LiDark Crystal SQL d27.50 EDeadline INFOd34.50 EDungeon Adventure LEV9 9.50 DEmpire of theOvermind AHGC d25.00 22,00 DEnchanter INFO d37.95OGalaxy Conflict MART 14.75 EGateway to Apshai EPYXr26.00 EGhost Town ADIN d29.00 14.50 EGolden VoyageADIN d29.00 14.50 EGruds in Space SRSS d27.50 EinfidelINFO d37.50 ELords of Darma AHGC 14.50 EMissionImpossible ADIN d29,00 14.50 EMission Asteroid SOLd14.50 0Mystery Fun House ADIN d29.00 14.5000'Riley's Mine DSFT d21,50 21.50 DPirate's AdventureADIN d29.00 14.50 EPyramid of Doom ADIN d29.00 14.50DRoman Empire MCLO 12.50 liSavage Island 1, 2 ADINd29.00 14.50 ESnooper Troops: Casel SPNK d28.00ESnooper Troops: Case2 SPNK d28.00 ESnowball LEV99.50 ESpy Strikes Back PENG d14.30 ESpy's DemisePENG 15.95 EStarcross INFO d29.00 DStrange OdysseyADIN d29.00 14.50 ESuspend INFO d35.00 ETemple ofApshai EPYX d29,00 EThe Adventure of Preto EDUC d17.9517,95 EThe Count ADIN d29.00 14.50 EUpper Reaches ofApshai APYX d13.50 13.50 EVoodoo Castle ADIN d29.0014.50 DWitness INFO d35.00 EWizard of War ROCK r29,95EZork I, II, Ill INFO d29.00
BBCElAdventure Quest LEV9 9.50 ElArrow of Death I, II CB 9.95ElBattlezone 2000 MCLD 6.95 ECastle of Riddles ACM9.95 MCircus DGTL 9.95 DColossal Adventure LEV9 9.50DConflict MART 14.75 ECountdown to Doom ACRN 9.95EDiclator DKTR 6.95 DDragonquest BYTE 11.50 EDragonAdventure LEV9 9.50 EEscape from Pulsar7 DGTL 9.95EFeasibility Experiment DGIL 9.95 EGalaxy Conflict MART•x:. .1 4.75 EJohnny Reb MCLO 6.95 EKingdom of Hamil ACRN9.95 EOld Father Time BYTE 9,50 EParas MCLD 6.95ElPerseus and Andromeda DGTL 9.95 OPharaoh's TwitA&FS 7.99 EPhilosapher's Quest ACRN 9.95 ERomanEmpire MCLD 6.95 ESnowball LEV9 9.50 ESpace KingdomSFA 7.95 ESphinx Adventure ACRN 9.95 Men LittleIndians DGTL 9.95 EThe Hobbit MELH 14.50 EThe GoldenBaton DGTL 9.95 EThe Time Machine DGTL 9.95 ETheWizard Akyrz DGTL 9.95 ETime Traveller SULI 7.95ETower of Altos A&FS 6.90

• ••••••••••.
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COMMODORE 64EAdventure Quest LEV9 9.50 EAlice In Wonderland ADGCd27.50 DArrow of Death 1, 11 C8 9.95 DAztec Tomb AGTA7.75 DBlade of Blackpoole SRSS d27.50 ECircus C8 9.95EColossal Adventure LEVY 9.50 EConflict MART 14.75ECosmic Capers SSFT d10.00 7.50 ECrush CrumbleChomp EPYX d21.50 OCurse of Ra EPYX 13.50 EDeadlineINFO d34.50 EDungeon Adventure LEV9 9.50 EEnchanterINFO d37.95 EEscape from Pulsar7 C8 9.95 EFeasibilityExit C8 9.95 EFool's Gold ROMK 6,75 EForbidden ForestCOSM 11.95 EGalaxy Conflict MART 14.75 EGateway toApshai EPYX r26,00 EGoblin Towers DDGY d10.50 9.00EGolden Baton C8 9.95• OGruds in Space SRSS d27.50High Flyer CBMS d14.95 Ein Search of the Most AmazingThing SPNK d21.50 Elnlidel INFO d37.50 EKnights of theDesertSTSI d29.00 29.00 EPAidway Campaign AHGC 11.50ED1Riley's Mine DSFT d21.50 21.50 OPerseus & AdromedaC8 9.95 EPlanettall INFO d35.00 Oiling of Power (MIK 9.95EShip of the Line SHEP 6.50 ESnooper Troops: CaselSPNK d28.00 ESnooper Troops: Case2 SPNK d28.00ESnowball LEV9 9.50 EStarcross INFO d29.00ESuspended INFO d36.00 ESword of Fargoal EPYX d20.5020.50 ETelengard AHGC 16,50 DIemple of Apshai EPYXr20,50 20.50 ETen Little Indians C8 9.95 EU° Cracks ofFire SSFT d1.0.00 7.50 OThe Hobbit MELH 14.50 ETheIsland SPRB 9.75 EThe Streets of London SSP' d10.50 9.00ETime Machine C8 9.95 EToken of Ghall INTM 6.75ETombs of Xeiops ROMK 6.75 DUpper Reaches of ApshaiEPYX d13.50 13.50 EWitness INFO d35.00 EIWizard ofAkyrz C8 9.95 DZork I, II, Ill INFO d29.00

......•••• • o.
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VIC 20(minimum expansion required: * 3K ** 8K **a 16K or E)EAdventureland CBM d9.99 EAnimal Magic (***) ROMK5.99 ECurse of the Werewolf (E) TERM 9.95 EiDarkDungeons (***) ANRG 5,95 ElDracula + Last in the DarkANRG 5.95 Einto the Labyrinth ABCS 5.99 EMagic Mirror(E) TERM 9.95 E Mission Impossible CBM 9.99 ENosteratu(**) TERM 9.95 EPharoah's Tomb (***) ANRG 5.95EPirate Cove CBM 9.99 Eliescue from the Castle Dread (E)TERM 9.95 EStrategic Advance (E) CBM 9.99 ESword ofHrakel (*) ROMK 5.99 EThe Count CBM 9,99 ETheDungeons (***) ANRG 5.95 OThe Golden Apples (**) ROW4.99 EThe Wizard and Princess MELH 5,95 ETomb ofDrewan (E) ADGC 12.95 OTrader QUIK 14.95 EVoodooCastle CBM 9.99 EZak's Kingdom (***) ANRG 5.95EIZorgon's Kingdom (**) ROMK 6.99
DRAGONEAlien Odyssey BMBY 9.95 EBlack Sanctum DD 7.95ECalisto Island DD 7.95 ECastle Adventure VIRG 6.95EConflict MART 14.75 ODeadwood A&FS 6.90EDeadwood A&FS 6.90 EDragon Mountain DD 7.95 EHDiablero DD 7.95 EEscape MIDL 8.00 EFinal Countdown DD7.95 EGalaxy Conflict MART 14.75 EGolden Apples BMBY5.95 Dint° the Labyrinth ABCS 5,99 alerusalem AdventureMIDL 8,00 EKeys of Roth CORE 6.95 EKeys of the WizardMIDL 8.00 EMadness and the Minotaur DD 7.95 DMansionof Doom Dd 7.95 EMansion Adventurel MIDL 8.00ElPelopannestan War MCLO 6.95 EPettigrows Diary (3-part)SHRD 7.95 OPhantom Slayer MIDL 8.00 OPirate ABCO 8.50OPlanetary Trader BMBY 5.95 EPoseidon Adventure DD7.95 EQuest DO 7.95 DRoman Empire MCLO 6.95ESamurai Warrior MCLO 6.95 EScanner 13 BMBY 8.45ESpace Monopoly MIDL 8.00 ESTalag/Eno DD 7.95EISuper Spy SHEP 6.50 ESurprise BMBY 8,95DIranslyvanian Tower SHEP 6.50 ETyrant of Athens MCLO6.95 EUltimate Adventure MIDL 8.00 DWarlord MCLO 6.95OWilliamsburg Boulevard MIDL 8.00
ZX SPECTRUM (4810DAirline CCS 6.00 Li Auto Chef CCS 6,00 DAdventureQuest LEV9 9.50 EArrow of Death I, II C8 9.95 EBedlamMCLO 5.95 EBlack Crystal CARN 7.50 ECircus DGTL 9.95ECollossal Adventure LEV9 9.50 EColossal Caves CPS 6.95EConflict Mart 11.95 EConfrontation MCLO 7.95 ECornCropper CC 6.00 EDallas CCS 6.00 EDictator DKTR 5.95EDomain ABCS 4.95 EDreadnaughtsn MCLO 5,95ODungeon Adventure LEV9 9.50 EDungeon Master CRYS7.50 EEmbassy Assault SINC 4,95 EEscape from Pulsar 7DGTL 9.95 LEspionage Island ARTC 6,95 OEverest AscentSHEP 6.50 LFaust's Folly ABBX 5.95 EFeasibilityExperiment DGTL 9_95 EGalaxy Conflict MART 11.95EGolden Apple ARTC 6.95 EHalls of Things CRYS 7.50Einca Curse ARTC 6.95 Einvincible Island SHEP 6.50alohnny Reb MCLO 5.50 EMad Martha MIGN 5.50EMines of Saturn/Return MIGN 5.50 OPerseus andAndromeda DGTL 9.95 DPIanet of Death ARTC 6.95 El PrintShop CCS 6.00 EPrivateer MCLO 4.50 rilledweed MCLO5.50 ERescue CORE 5,95 ERoman Empire MCLO 5.50EIShip of the Line SHEP 6.50 EiShip of Doom ARTC 6.95EISnowball LEV9 9.50 DSorcerer's Castle MIGN 5.50ESpace Island TERM 5.95 OStargazer's Secrets CORE 5.95ESuper Spy SHEP 6.50 Elfin Little Indians DGIL 9.95EThe Castle BYTE 6.95 EThe Crypt CARN 4.95 ETheGolden Baton DGTL 9.95 EThe Hobbit MELH 14.50 OTheIncredible Adventure CORE 5.95 1.2.The Korth Trilogy 1:Escape from Arkaron PENG 4.95 1:,The Korth Trilogy 2:Beseiged PENG 4.95 EThe Korth Trilogy 3: Into the EmpirePENG 4.95 LIThe Time Machine DGTL 9,95 EThe Warlock ofFiretop Mountain PENG 6.95 Li The Wizard Akyrz DGTL 9.95ETime Traveller SULt 7.95 LTrader QUIK 9.95ETranslyvanian Tower SHEP 6.50 ETyrant of Athens MCLO5.50 EValhalla LGND 14.95 EVampire Village TERM 6.95EVolcanic Dungeon CARN 5.00 EWarlord MCLO 5.50EtWoods of Winter CORE 5.95 EWrath of Magra CARN12.50
ZX81DAdventure BYTE 5.95 EBlack Crystal CARN 7.50EConflict MART 11.95 EDamsel and the Beast BYTE 6.50

• • • •;•;••••:•:•X•::•:••••:-:••••:•••;•;•••:;:•:•:: :::::•::•:-:••••:••:•:•••:•:•:••••••••••••••••••: ••••!••••••:•:••:•:-:••:•:•••••••:•:•:••••:••••••••••
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ODictator BYTE 9,00 DEspionage Island ARTC 5.95EGalaxy Conflict MART 11.95 Elm Curse ARTC 5.95DMarchant of Venus CRYS 5.50 EOcean Trader QUIK 3 951:Peloponnesian War MCLO 4.50 OPioneer Trail OUIK 3,95OPlanet of Death ARTC 5.95 EPrivateer MCLO 4.50ERoman Empire MCLO 4.50 DSamurai Warrior MCLO 4.50EShip of Doom ARTC 5.95 EThe Island CRYS 7,50DIrader OUIK 9_95 ETyrant of Athens MCLO 4.50EVolcanic Dungeon CARN 5.00 EWarlord MCLD 4.50EWumpus Adventure CARN 5.00
IBM PC(may require graphics board)ECurse of Ra EPYX 13,50 OCrush Crumble Chop EPYXd21.50 EIDark Crystal SQL d27.50 EDeadline INFO d34.50EEnchanter INFO d37.95 Einfidel INFO d37.50 EMidwayCampaign AHGC 15.00 ESnooper Troops: Cavil SPNKd28.00 ESnooper Troops: Case2 SPNK d28.00 EStarcrossINFO d29.00 ETemple of Apshai EPYX d29.00 OUlyssesand the Golden Fleece SQL d25.50 EUpper Reaches ofApshai EPYX d13.50 EWitness INFO d35.00 EZork I, II, IllINFO d29.00
APPLE IIEAdventureland ADIN d29.00 LIBlade of Blackpool° SRSSd27.50 ECastle Wolfenstein MUSE d21,50 DCranstonManor SQL d21.50 ECrush Crumble Chomp EPYX d21,50EDeadline INFO d34.50 DEmpire of the Overinind AHGCd25.00 22.00 ElEnchanter INFO d37.95 riGhost Town ADINd29.00 EGolden Voyage AWN d29.00 EGruds in SpaceSRSS d27.50 EIntidel INFO d37.50 riKnight of DiamondsSIRT d25.00 DLegacy of Llylgamon SIRT d29,00 ELords ofKarma AHGC 14.50 EMission Impossible ADIN d29,00EMission Asteroid SOL d14,50 EMystery Fun House ADINd29.00 EMystery House SQL d14.50 EPirate's AdventureAdin d29,00 EPyramid of Doom ADIN d29.00 F.SavageIsland 1 and 2 ADIN d29.00 OSpy Strikes Back PENGd14.30 OStarcross INFO d29.00 OStrange Odyssey ADIN029.00 ESuspended INFO d35.00 IETemple of Apshai EPYXd29.00 EThe Count ADIN d29.00 ETime Zone SOL d24.00EUlysses and the Golden Fleece SQL d24.00 7UpperReaches of Apshai EPYX d13.50 EVoodoo Castle AdINd29.00 EWitness INFO d35.00 EIWizard and the PrincessSQL d21 .50 EWizardry SIRT d36.00 EZork I, II, Ill INFOd29,00
TEXAS TI99/ 4a
(* require Adventure &.Pirate ROM)[Adventure & Pirate TX r24.95 EAdventureland Tex 14.95OChisolm Trail TEX r19,95 OGhost Town (*) TEX 14.95EMission Impossible (*)TEX 14.95 EPyramid of Doom (*)TEX 14,95 ElSavage Island 1, 2 Tex 14.95 EIStrangeOdyssy (1 TEX 14.95 EThe Count (*)TEX 14.95 ETheGolden Voyage (*) TEX 14.95 ETombstone City TEX 04.95
LYNXEAdventure Quest LEV9 9.50 EColossal Adventure LEV99.50 ElDungeon Adventure LEV9 9.50 LAnowball LEV99.50
ORIC[Adventure Quest LEV9 9.50 ECastle BYTE 6,95OColossal Adventure LEVY 9.50 EDeath Satellite A&FS6.90 El Dungeon Adventure LEV9 9.50 alohnny Reb MCLO6.95 ESnowball LEV9 9.50 LiThe Hobbit MELH 14.50EZodiac A&FS 6.90
NASCOMEAdventure Guest LEV9 9.50 EColossal Adventure LEV99.50 EDungeon Adventure LEV9 9.50 ESnowball LEV99.50
TRS-80
(* Model 1, ** Model 2, *** Model 3)EDeadline (* and **) INFO d34.50 EEmpire of theOvermind AHGC d25.00 22.00 EKnights of the Desert STSId29.00 29.00 Elords of Karma AHGC 14.50 EMidwayCampaign AHGC 11.50 EPlanettall (***) INFO d35.00EStarcross (* and ***) INFO d29.00 OWitness INFOd35.00

The software list shows, in order, the product name, producer and price (prefixed to indicate: rcartridge, d disk and no prefix for cassette). Producers are abbreviated to identify like-namedproducts for price checking and ordering. Please make cheques/PO's payable to The DGHSoftware Centre. Postage and packing free!. Remember to specify choice of cassette, disk orpartridge where choice available. Telephone hot-line for credit card orders only: 0227 266289
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mag•naron'the only•
of objects carried (nothing so far!). Notethat, as the program is written in machinecode, the responses are just aboutinstantaneous.
To make the adventure more interestingscatter a few objects around. The aboveprocedure is followed here: select (E) fromthe main menu and a mini-menu ispresented from which you may decide to(P)rint, or (L)PRINT the list of objects sofar present in the adventure. (I)nsert or(A)mend the object text. (P)rinting willshow that the database already contains "asource of light", which will be found atlocation O.
Insert the rest of the objects using themap in the manual as a guide. You'll find,for instance, a torch, the source of light, asharp knife and an apple. Some may becarried, while others are not created, thatis, not immediately visible until a certaincondition is met, such as opening the safe.

Gilsoft has developed a program that turns novicesinto adventure designers Tony Bridge reports
IN THE PAST few weeks a couple of BRIGHT, FLASH, INVERSE and so on.programs have appeared (Hurg from If you wish, and to get a bit of practice, youMelbourne House and Games Designer may CLEAR the description of thisfrom Quicksilva) which will allow the location by pressing CAPS SHIFT AND '1'budding arcade game designer to create his together. The text may then be amended toown Zaxxon. 30 wordsyour heart's content, and of course changedFrom Gilsoft comes the adventurer's completely. C a r e f u l  working out is needed in order toequivalent, The Quill. It is an adventureDescriptions of other locations may becover all possibilities but the manualsystem for the 48K Spectrum. Written by inserted in the database, and amended as makes things very clear. For instance, theG Y The Quill is an interpreter program to necessary. Once all this is satisfactorily act of opening the safe creates the jewel andcompile your own adventures. accomplished we can go on to the move- destroys the closed safe.The tape is accompanied by a 52-page ments routine. Press 'D' on the main menu If the player then takes the jewel, themanual which explains things in great and another sub-menu, much like that for jewel ceases to exist as an object anddetail, and rewards a close reading. the location routine is presented. (P)rinting becomes a carried object, which is treatedA sample t h e  movement table at this point shows us differently. And so it goes on. Each andthat, in fact, there are no movements every object and location must beOn LOADing, an 18-point menu isrecorded at present. Back to the mini- thoroughly initialised through the menu.presented, then you open the manual. Aftera page of introduction: what is adventure? menu, and then press (A)mend. There is The vocabulary menu for The Quill(Onset here; creating a location already contains more than 30 words, suchand a page of 'getting started', or how toautomatically inserts a null entry for that as up, down, east, north, take and wear.LOAD the program, the user is given aquick tour of the menu. location in the movement table, so the user These should be sufficient for much of yourcan only amend it. adventure.Pressing 0, for instance, informs us howFrom location 0, the hall, we have The vocabulary also allows you to inspectmany bytes are to spare. At the start there isdecided that we want the adventurer to go the synonyms of all these words. Ascendsome data in the program, so we haveeast to one. The kitchen down to five, the will also yield U, up, clim(b), as well as30,553 bytes free. celler and so on. Note that locations must asce(nd). North is recognised by N andA sample mini-adventure is thenbe created before attempting to make nort(h) for as long as you want.presented which eases us gently into themovement links between them. Once the Asking for (G) in the main menu will putcreation process. A six-location map ismovement table has been completed, the us in the event menu. From here we may seeshown, with the objects present, and thetable may be printed or LPRINTed for all the actions that the program will take toroutes between the locations. Following theinspection. r e s p o n d  to the player's input. The wordexample adventure will give you practice in values input by the player will be matchedusing The Quill. D i n i n g  room against each entry in the event table and theTo write your own adventure you must Now the adventure may be tested to appropriate action taken. I, or INVENTfirst of all map out the locations and decide ensure that it works, insofar as it exists. (for inventory), is answered by "I have withwhat objects you will initially leave lying Select (L) from the main menu and the me: .91.around. Then work out how the player can program will ask if you require diagnostics. And so the adventure is constructedmove from one location to the other. In the Forget this for the moment. This option building it up from our initial frameworkmanual's example map the player will start will only be required later when a lot more and adding and amending as necessary. Toin the hall where there is a hat and a coat. data is present.start with, we'll be working on the mini-From here the player may proceed west On refusing this option you'll see the first adventure presented in the manual, which isinto the bedroom, east to the kitchen, south location appear on-screen and the state- good practice for writing our own.to the lounge or down to the dark cellar and ment: Tell me what to do. There's nothingthe dining room. The sixth location may be clever you can instruct the computer to do Detailed look

reached from the lounge and the kitchen. at this stage (after all, you've typed in The 29 pages of the manual are taken upNow to set it all up: Pressing C, at the nothing more than the basics) so type S, or with the set-up of the adventure. It includesmain menu gives us our location text menu, south, and you'll find yourself in the all the actions such as quit, save (presentfrom which we may choose to (I)nsert a lounge. This is as it should be. Type W or game), load (previous game), and so on. Alltext, (A)mend a text, or PRINT (to the west and the reply will be, "I can't go in these words may be specified to your ownscreen) or 'TRIM" (to the printer) a text. that direction". Type E and you'll arrive at taste. The remainder of the bulky manualStart by printing a text to the screen and the dining room. contains a more detailed look at theyou'll see all the locations so far defined, Assuming that you've typed everything in adventure editor.
along with their descriptions as written by correctly you will be moving around the After entering the data as indicated you'llyou. In the database included in The Quill, locations in the way you want. Anything have written a full-blown machine-codeis the first location, O. The description else will elicit the reply "I don't under- adventure. In summary all you have to do isdemonstrates all the modes that may be stand". (R), however, will redescribe the draw out the map of your adventure.used in • your own descriptions, such as location and (I) will give you an inventory Decide what text will describe
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Bedroomwith bed

DarkCellar 5
JewelIn Safe

a

Hall 0
HatCoat

Lounge
TV

Key
A map of the adventure in which the objective is to find the jewel and place it in the dining room41 each location, what objects you want - Gi soft asks to be mentioned somewhere inaround, the exits from the location and if the finished adventure, which seems a smalllight is needed. Write in your own price to pay. Gilsoft seems to have novocabulary and decide what conditions objection to the commercial sale ofhave to be met at each point. adventures constructed with The Quill.A person without any programming I foresee many highly imaginativeexperience can construct an adventure. adventures coming onto the market in theImagination is the only limiting factor. The future, from the quills of people whoQuill rates 10 out of 10 and will be an otherwise would not even contemplate theindispensible aid to any adventure writer. idea. At £14.95 the price seems rather highThe final good facet of The Quill is that but it is worth every penny. The adventures

Kitchen 11Torch

DiningW Room 1AppleKnife

created with the aid of the system, I thinkwill be passed around the adventuringcommunity at a very low cost.To illustrate what can be done Gilsoftprovides a copy of its own adventure,Diamond Trail, based on The Quill system.It takes the form of a traditional textadventure but I would expect somebody tocreate a more unusual scenario as theybecome familiar with the system.Imagination is the only limit. E
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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
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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
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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

PUBLISI4ED JAW AO 1984Marl Adventures
A guide to playing and writing your own
adventures by TOnY Bridge & Roy Cornell

Please send meSpectrumAdventuresat E5.95 each
I enclose cheque/postal order for E made

Ipayable to: Sunshine Books: 12/13 Little Newport St.,London WC2R 3LD
Name
Address
Signature

Commodore 64 Adventuresat E5.95 each

We can normally deliver in 4 /5 days. I
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ap and exp
In simple terms Lyman Alphashows amateur adventurewriters how to draw a map oftheir fantasy landTHE very first thing you have to do whenwriting an adventure game is to draw a mapof your fantasy land.A simple explanation of how to programan adventure map using PEEK, POKE, andBIT manipulation follows. Don't bealarmed, they are dead easy. But to start offwith, a story about Startrek.In the old days of mainframe computing,just a few years ago, the only decent gameyou could play was Startrek. It was oftenwritten rather inefficiently, mainly becausemost computers have quite a large amountof memory.The familiar scenario, "You are in agalaxy divided into a 8 by 8 quadrant whichis sub-divided INTO an 8 by 8 sector"means that you will need a dimensionalarray of 8 by 8 by 8 by 8 which isDIM A(7,7,7,7)since the BBC basic's DIM statement givesyou a Oth element instead of starting from
This is a very large array and occupies20K since each array of the element needs 5bytes, and will leave you with 8K toprogram the main Startrek game. Aludicrously small amount. What can we do?Well, we could use an integer array;DIM Ao/o(7,7,7,7)which will take up 16K, still quite a heftyamount.How about a byte array;DIM A% 4096 (8 x 8 x 8 x 8 = 4096)The above byte array reserves 4096memory spaces for all the locations in thegalaxy. You can POKE 255 (whichrepresent TRUE) in the memory locationwhere the stars are and use PEEK to test ifthere is any star. You will need a functionto work out the memory location as below.DEF FNA(QX,QY,SX,SY) =512><QX-4-64xQYA-SXx 8 +SYTo poke: Ao7o?(FNA(1,2,3,4)) = 255To peek: X = Ao/o?(FNA(1,2,3,4))This method is quite memory efficient. Itonly uses 4K bytes which will leave you withplenty of memory to play around with. Butyou can do one better than a byte array. Bitmap the galaxy! Okay, what is a BIT youmight ask. Well each memory location, i.e.each BYTE is made up 8 Binary digits (8BITs). A combination of 8 binary numbers(0 or 1) gives a number between 0 to 255which is the range of numbers one byte canhave.
Because the binary number system is asystem using only 0 and 1 it can' be taken asmeaning 1 = TRUE and 0 = FALSE. Nowsince all you need to know for a particularlocation is whether there is a star there ornot you can say that a location with a star is1 and where there isn't O.Since 8 bits are in a byte you will i>

10REM XXXXXX'AXXXXXXXXAXXXXXXXXXXXXXXXXXXY0EXXXXX30RE1 MAP LOADER40REM50REM BY L.ALPHA6OREM
?OREM THIS IS AN EXAMPLE PROGRAM NHICH YOU'LL HAVE80REM TO MODIFY TO SUIT YOUR ADVENTURE.9OREM INPUT HIMEM=&6400 BEFORE YOU START100REM LOADS THE MAP FROM &6400110REM (HIMEM CAN BE CHANGED IF YOU NANT)120REM

130REM XV-4XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX140150160REM THIS ROUTINE IS FOR A 2D MAP170RCH IF YOU ARE USING A 3D MAP180REM YOU DON'T NEED LINES190REM 10 TO 370200210220A=5 :REM CHANGt THIS VALUE TO THE LENGTH OF YOUR X DIRECTION2308=5 :REM CHANGE THIS VALUE TO THE LENGTH OF YOUR Y DIRECTION240250260FOR Y=1 TO270FOR X=1 TO A280READ N$,S$,ES9N$29000DE=-(1X(NS="N")+2X<SS="S4)4-4X<ES="E")+8X<WS="N"))300'<<Y-1)5(Ai-X-11-&6400)=CODE310NEXT X320NEXT Y330PRINT"LOADED"340END350360
370REM XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX380390400REM THIS ROUTINE IS FOk A 3D MAP410REM IF YOU ARE USING A 2D MAP420REM YOU DON'T NEED L;INES430REM 370 TO 630440450460A=5 :REM CHANGE THIS VALUE TO THE LENGTH OF YOUR X DIRECTION4708=5 :REM CHANGE THIS VALUE TO THE LENGTH OF YOUR Y DIRECTION480C=5 :REM CHANGE THIS VALUE TO THE LENGTH OF YOUR Z DIRECTION490500510FOR Z=i TO C520FOR Y=1 TO 8530FOR X=1 TO A540READ NS,S$,ES,NZ,U$D$
55000DE=-(1X(NS="N")-1-25((5S="S")-1-4X(ES="E")-1-8X(NS="41l)+16X<US="U"560?<(Z-1)AX84-(Y-1)XA4-X-1+&6400)=CODE )4-32X(DS="D")

MEMORYLOCATION
One byte i n + 7 8

ore fantasy

n + 6 7
n +5 6
n + 4 5
n +3 4
n + 2 3
n + 1 2

Bit Bit Bit Bit Bit Bit Bit8 7  6

n
Sector 1 IY  ) ,  2  3direction Section X direction

5 4 3

4 5  6
1 = Star0 = No Star
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2

Diagram 1 — a quadrant of the Startrek galaxy using the Bit map technique
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'A NEW 'WORLD OF ADVENTURE

An amazing 3D allaction arcade stylegame.

Six exciting programsfor the ZX8116K

CAlltsit I  •  I IVIU Of I 1

STARFORCE ONETake on the robot guardians of thecentral computer in a superbly stylisedthree dimensional battle game.(1000/0 machine code arcade action)
Available now for the 49KSpectrum at E5.95

THE CRYPT written by Stephen RentonPrepare yourself for the manychallenges that shall confront you whenyou dare to enter THE 'CRYPT.You will battle with gianIsrpions, Hellspawn, Craners, P you areunlucky enoughthis arcade stylAvailable nowE4.95

THE ADVENTURES OF ST. BERNARDAn exciting, fast moving. machine code.arcade game where ygu guide yourintrepid St. Bernard through the perils ofthe icy wastelands to rescue his Mistressfrom the clutches of the abominablesnowman

I THE DEVIL RIDES INI uttered thl last incantations as theclock struck thirteen. All fell silent exceptfor a 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,Arcade game)
Available now for 49KSpectrum at E5.95

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 — BothI programs make good use of graphicsand words to make a very entertainingi package." - Sinclair User Aug 82"Alien/Hieroglyphics/Wumpus/Movie —Avaried mix from Carnell, all featuringimaginative responses and graphics andall of them good games for all ages.
(Hieroglyphics is particularly good for•• , •••• SO A ".

ix programadV4 e c t r u m  andrs. No softwarecomplete without itSIM. is an excellentgra ,  yet,M.tre and a well thoughtout i n c l a i r  User, April Bq)"BLACK CRYSTAt has impressed mexits sheer quantity and generallyquality of presentation. Ihave become an additfComputing Weoikly,!Spectrum 48K 180K of progparts onZX81 16K Over 100K of program in sevenparts Only E7.50WHY PAY MORE FOR LESS OF ANADVENTURE?

ir II I t •,A tAir 41 I 11

,

An epic role-playingadventure of fantasyin six programs.



FROM .CARNELL:SOFTWARE

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

D-JANUARY
"THE WRATH OF MAGRA"
The first born has been destroyed. TheBlack Crystal of Berothk 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 qualities•of "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.
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Diagram 2 in which north is upwards is an example map 5 by 5
570NEXT X580NEXT Y590NEXT Z600PRINT"LOADED"610END620630640REM XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXMOEXXXXX650REM
660REM670REM680REM690REM700REM710REM72ORM730REM740REM750760770REM780REM790800REM Z=1 Y=1 X=1810DATA N5S,E1W,U,D820REM 2=1 YL-1 X=2830DATA NISIEs1.45U9D840REM Z=1 Y=1 X=3
850DATA NISIEIN,U9D860REM Z=1 Yfl X=4870DATA880REM 2=1 Y=I X=5890DATA 0,S10,W,05D900REM Z=1 Y=2 X=1910DATA 0,S,0,14,LcD920REM Z=1 Y=2 X=2930DATA N,S90"0,0940'960REM AND SO ON

JUST STORE THE COMPASS SIGN OF THE DIRECTION
YOU CAN GO. i.e. N,SIE1W,U,DU MEANS UP AND D MEANS DOWNTHE DIRECTIONS WHICH YOU CAN'TGO ARE DENOTED BY 0 (ZERO)IF YOU ARE USING 2D MAP THENSIMPLY IGNORE UP AND powN CODES
XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX

THE FOLLOWING IS AN EXAMPLEREPLACE THIS WITH YOUR OWN MAP

IOREM *XXX*.XXX)00000EXXXXXXXXXXXXXXX30REM DIRECTION FINDER ROUTINE4OREM50REM BY L.ALPHA60REM70REM HIMEM MUST BE EQUAL TO 6(6400 ANDSOREM THE MAP STORED ABOUE HIMEM TO9OREM USE IT.100REM110REM LET'S ASSUME THAT NE ARE DEALING120REM WITH A 5 BY 5 BY 5 MAP AND YOU CAN130REM GO IN 6 DIRECTIONS (N,SIE1W,U,DY'140REM YOUR LOCATION IS XX.,r/.9a-/.150REM160REM XXXXXXXXXXXXXXX)EXXXXXXXXXXX170

DATA

5

<1 need 8 bytes per quadrant. The map ofa quadrant looks like diagram one insidethe memory. There are 8 x 8 quadrants inthe galaxy so the memory requirement isonly 8 x 8 x 8 = 512 bytes, which is only1/40th of what we started off with. Theother thing you'll need is the bit test routinewhich I will explain in detail later.Oh yes, I nearly forgot, the positions ofKlingons. Well just have another map;additional 512 bytes. It will still leave youwith a lot of memory to mess around with.The moral of the story: if a map involvestrue or false then it can be BIT mapped andshrunk to an insignificant size.What's that to do with adventure games?Well, let's say that you have a square 5 by 5map for your adventure land and for eachlocation you have to know in whichdirection you can travel. Say six directionsnorth, south, east, west, up and down. Nowif you use an integer DIM ArrayDIM Ac7o(4,4,5)(remember that BBC's DI array has Othelements) this will take up 600 bytes worthof memory. (Not much but if you have alarger map, the DIM will eat up aconsiderable amount). You can map it injust 25 bytes with the BIT map method.Whether the player can go in a particulardirection is a true or false question right? Soif you define the first BIT (2 0) north, thesecond Bit (2 1) south and so on andputting in 1 if you can go that way and 0 ifyou can't. All you then have to do is bit testto see in which direction the player can go.To test whether a BIT is 1 or 8 you mustAND the number which contains thedirection code with another number whichis a power of two. AND executes thefollowing binary operations.

Example:00000010

0 AND 0 = 01 AND 0 = 00 AND 1 = 01 AND 1 = 170 AND 2 = 01000110 AND
01000110AND 00000010
00000010Example: 70 AND 8 = 01000110 AND0000100001000110AND 00001000
00000000Let's put this into practical use. Saythere is a location where the player cantravel north, south and up.The code will be272625242322212oDUWESN00010011 = 19To test if the player can go north AND thecode with

2140 = 1 = 0000000100010011AND0000000 1
00000001If you test for west AND with 2'1'3 =00001000 = 8



OPERATIONGREMLIN
A very different game thatcombines the intrigue ofadventure with the real time,machine code speed of arcadeaction. The player mustcontrol not one, but EIGHTdifferent troopers, each withtheir own character status, inthe search for the weaponsthat will destroy THE GREMLINS.DRAGONTREK
Dragon Trek is a newimplementation of aclassic game, takingfull advantage of theDragons hi-resgraphics and soundcapabilities. Yourstarship's impressivearmament iscomprised of highenergy PhotonTorpedoes andPhasers. Both longand short rangescanners (in fullgraphics) enable youto track the Klingonsand your onboardcomputer will giveyou extra tacticalfacilities. Ascommander you willhave to use strategyand cunning to outwitthe enemy.THE RINGOF DARKNESS

ORDER WITH CONFIDENCE:All titles In stock aredispatched by return of post.
SEND SAE FOR OUR FREECATALOGUE.
Selected titles are alsoavailable from good softwareoutlets and from Boots.

BRITAIN'S No. 1ADVENTURE GAMEFOR THE DRAGON 32IS NOW AVAILABLE FORTHE 48K SPECTRUM AND ORIC
THE RING OF DARKNESS is a completerole playing adventure in hi-resgraphics, featuring a detailed landfilled with towns, 3D dungeons, forestsand seas, and populated by kings,princesses, evil rangers and otherstrange creatures. All versions areidentical with respect to theadventure. The Oric version isrecorded in fast mode only. Manyhours of mystery and suspenseawait you in your quest to findThe Ring Of Darkness.

YomilKTER OFTSlbyllaruiRrips

Complete this order form and post it to: WINTERSOFT,Dept. MA , 30 Uplands Park Rd., Enfield, Middx., EN2 7PI.
DRAGON 32The Ring Of Darkness   E 9 . 9 5Dragon Trek  E 6 • 9 5Pepper's Game Pack  E 6 . 9 5Artist's Designer   1 , 6 . 9 5ORIC-1 48KThe Ring Of Darkness   E 9 . 9 5Operation Gremlin   E 6 . 9 5SPECTRUM 48KThe Ring Of Darkness   E 9 • 9 5
I enclose my cheque/PO for f

NAME
ADDRESS

All prices include pap, VAT and the WINTERSOFT guarantee of quality and reliability.

WINTERSOFT, 30, Uplands Park Road,Enfield, Middlesex EN2 7PT.
DEALER 'ENQUIRIES WELCOME 01-367 5720
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0 0 0 1 0 0 1 1ANDO 0 0 0 1000
0 0 0 0 0 0 0 0In the general case:(location code) AND 2 (direction code) ifyou can go that way and(location code) AND 2 (direction code) = 0when you cannot go that way.This can be programmed in a IF-THEN-ELSE statement as follows: IF (AWo AND211 B3/4) ( )0 THEN PRINT"OK. YOUMOVE THAT WAY" ELSEPRINT"YOU CAN'T GO THAT WAY"The theory's over, let's put this intopractice. First of all you need to draw amap. It can be two or three dimensional.For each location mark all the directionsyou can go as I have done in the diagramtwo. Now load in the appropriate portionof the MAP LOADER program. It con-tains all the necessary instructions andexplanations in the REM statements, so itshould be easy to understand. You mustreserve memory space by inputtingHIMEM &6400 (or any other suitable'address) because this program uses memoryspace above HIMEM to store the maprather ,than using a DIM statement. It iseasier to SAVE the map. Add the map datato the program as instructed the RUN it.After that store the map using:x SAVE"MAP" 6400 7C00

To use this map you'll need thedirection finder procedure in your mainadventure program. All you need is the basicfour-line PROCDIRECTION procedure. TI

180190
200REM THE DIRECTIONS ARE CODED IN THE210REM FOLLOWING MANNER220REM NORTH=0230REM SOUTH=1240REM250REM260REM270REM280•90SOOREM310REM320REM330340350INPUT"HHICH WAY
360WS=LEFT$(NS,1)370IF W$="N" THEN380IF W.S="S" THEN290IF H$="E" THEN400IF HS="H" THEN410IF 14.1)="U" THEN420IF W•="D" THEN430PROCDIRECTION440PRINT11YOU ARE450END460470480490REM PROCDIRECTION

EAST =2WEST =3UP =4DOWN =5

ROUTINE TO INPUT THE DIRECTION YOU HANTYOU CAN CHANGE THIS BIT TO SUIT YOURHORD RECOGNITION ROUTINE.

DO YOU WANT TO GO ",H$
P%=0P%=1P%=2P%=3P%=4P%=5

AT LOCATIONX="pe,%; II Y=";YX;"

TO GO

IS THE IMPORTANT BIT YOU NEED500REM ALL YOU HA‘)E TO DO IS TO SET P% TO THE5IOREM DIRECTION CODE AND CALL IT.520REM IT GETS THE DIRECTION CODE FOR YOUR PRESENT520RE1 POSITION FROM THE MAP AND STORES IT INTO F%540REM THE FORMULA FOR F% IS AS FOLLOWS
550REM F%=?("address of the start of the map1'4.560REM X%-l-Y%X"length of X-direction"4-Z%*:"length570REM of Y-direction"X"length of X-direction")580REM THEN IF (F% AND 2.'P%)(>0 TEST TO SEE590REM IF YOU CAN GO THAT NAY AND MOVE YOU TO600REM NEXT LOCATION..IF YOU CAN'T GO THAT WAY610REM IT HILL TELL YOU SO.620630640DEF PROCDIRECTION650FX=?(&64004-X%.*Y%*54Z%25)
660IF F% AND 2AP%)(>0 THEN Y%=Y%-f(P%=0)-(P%=1):XX=XX-P(P%=2)-(PX=3):2%=Z:4“P%=4)-(P%=5) ELSE PRINT"YOU CAN'T GO THAT WAY"670ENDPROC680690
700REM FOR A 2-D MAP MODIFY PROCDIRECTION THUS710REM LINE 640 : DELETE Z%=25720REM LINE 650 : DELETE :274=Z%-1-(PX=4)-(P%=5)

0

All Games for48K ZX Spectrum.Only,E7.50 each.

Crystal Computing have the adventure for you!
' A stunning multi-level maze 'arcade - adventure'."The Game of '83"....ZX Computing."Excellent and dangerouslyaddictive - 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

Traditional

0=1,

Crystal Computing2 Ashton WayEast HerringtonSunderland, SR3 3RX

'Ob*"*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 fascinate andfrustrate you for months!

OWN

1
•

ma

tdiriJcoceCe

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 48K

—Role - Playing —
Dealers!Ring Chris Clarke on061-205 6603 NOW fordetails of our excellentterms.
Programmers!Send your Software tous for a FREE

\zofessional evaluation.
Please Supply:The Island CIThe Dungeon MasterHalls of The Things D

Catalogue (Please enclose SAE 6in. x 9in.) E
I enclose cheque/PO for
Name
Address



Conquering thstars by ma

Mike Singleton — '!The players compete to gain control of the
EMPIRES ARE WON or lost in the spaceof an evening; light years pass in seconds;universes shrink, meet and are conquered insitting rooms all over earth — technologicalchange is about to transform the tame andrelatively simple art of postal gamingbeyond recognition.Time between turns will be a matter ofseconds rather than weeks and emperorswill change change crowns as frequently ascomputer games players buy software. It ispossible that with the introduction ofinteractive cable tv coupled with satellitetransmissions, players from Papa NewGuinea to the United States will battle eachother for the control of the universewithout moving out of their sitting rooms.But back to the less complicated present.The first play-by-mail game started in theUK with Diplomacy about 12 years ago,and the first computer-moderated PBMstarted in 1981 with Starlord, written by aformer teacher from Liverpool, MikeSingleton.It was a spin-off from a game played inthe United States called Starweb, fromFlying Buffalo. An Englishman called ChrisHarvey learnt of the game and arranged tobring it to the UK. He acted as the postingcentre. Players would send their movesonto Chris who would forward them on toFlying Buffalo where they were processedand returned to the UK.After several years of playing and payingairmail rates Mike began Starlord. From ahumble beginning with only five players in1981, there are now 34 separate Starlordgames running and more than 700 playersnot just in the UK, but in Papua NewGuinea, Canada, Australia and the US.

throne star"

A look at play-by-mail games past, present and future
• • ef.0:<•/:

To play a PBM such as Starlord, which isdesigned so that new players can join at anytime without disadvantage, you pay anentry fee of £1.25. For this you are given arule book, the scenario and your first twoturnsheets. The charge for subsequent turnsis £1.25.Your moves are fed into a computer. Thegame master then sends you a printout des-cribing the consequences of that move, amap of the galaxy with various throne starsmarked, the number of ships you have oneach star, how many opponents are in yourvicinity and the size of their forces.Mike compares Starlord in aim to King ofthe Castle. "The players compete to gaincontrol of the throne star and try to becomeemperor of the galaxy by battling either thepresent occupier or the computer." Theemperor's turns are free for the duration ofhis reign. International players are given afour-week turnaround and in the UK thereis a two-week turnaround.
Casting a net

In an innovative move that could changePBM games radically Mike has designedStarnet, a program to be played on Prestel.He hopes to begin its operation this month.It will be the first computer-moderatedPBM to be played on a system such asPrestel in the UK. Similar versions haveexisted in the US for some time.The UK version, however, enables microowners to type in their commands and waitfor replies. Everyone has access to the in-formation at any one time. The US versionis electronic mail, with the turns beingloaded manually into the system, althoughsent in over the network. (One such game

exists in Britain but is buried deep amongthe pages of Prestel making it difficult forpotential players to find.)With Starnet the moves will go directlyinto the system. There will be no humaninteraction apart from the players. "In thisway the UK version is unique," Mike said."A player will be able to call up maps of theuniverse which will be stored on variouspages as long as he is a member of Prestel."The game has been designed on massiveproportions with the three dimensional mapalone taking up 343 Prestel pages. Starnet issimilar to Starlord in aim with the taskbeing to capture a throne spaceship. "As inStarlord there are different types of starswith different properties, but Starnet hasbeen adjusted to fit in with the newsystem," Mike said."The major difference will be the map ofthe galaxy. Starlord was a standard flat discShape with a definite centre. In Starnet themap is three D arranged as a cube, and has343 different sections each with a map of itsown. The player is able to move from sectorto sector by going North, South, East,West, up or down."Mike is confident that Starnet will attractthe players needed to make the projectpractical. Six months ago he advertised thegame and 200 people replied."It will be possible to have up to 500players in one game," Mike said. "It hasn'tyet been properly costed but it is expectedto be close to 25 pence a turn, with fasterturnarounds of perhaps a day when thesystem is running smoothly. At thebeginning turnarounds will be once a weekWhen there are no bugs, twice," he said.Atlantis is another conventionalcomputer-moderated game Mike plans tolaunch this year. Using the same theme asStarlord, Atlantis will be a wargame/fantasy adventure. "It has a similarobjective to Starlord except that it is set inan underwater environment where theplayer attempts to become leader," he said.Starlord has attracted a number ofcompetitors and now there are about 12PBM games in the UK, The designer ofVorcon Wars, J M Nicholson, was a formerStarlord player. Described as an advancedstrategy PBM game, Vorcon Wars is set ona planet in a distant solar system. Theplayer must explore the land of Vorcon anddevelop partnerships in trade with theinhabitants.The competition with other players fortrade forces you to build forts and set minesto protect the wealth you have amassed.The ultimate aim is to gain control of theplanet. You can use anything from spysatellites to nuclear weapons to ensure theannihilation of your enemy. Turns are twoweeks apart and cost £1, but £1.50 will payfor a rule book, example sheets and the firstthree turns.For £1.50 a turn Keys of Bled is a PBMsimulation which allows its participants toadopt any role they choose on the archaicplanet. As an explorer, conqueror, ruler ormerchant you will have to consider factorssuch as morale, combat ability and leader-ship. The characters and setting allow a I>
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< degree of flexibility so that playerswrite the game as it develops.Having chosen their roles, players adoptobjectives, which if usuccessful or tiresomemay be changed to suit present needs. Thetask is to lead a tribe through a new worldknowing only what the rules tell you. In-formation is gathered gradually throughexploration and asking questions.
Settling the tribe
When the tribe settles it can choose anythree of 12 activities if they have ac-cumulated enough skills during thejourney. The activities include herding,scouting, hunting, weaving and implement-making. Most are necessary for the tribe'ssurvival. A scouting party sent out toexplore a mysterious cave returns with goldor a quantity of copper: a good find fornew settlers in a foreign land.The popularity of PBM games has gen-erated two commercially-produced maga-zines and 130 amateur no-profit fanzines.Enthusiasts produce these fanzines for eachother covering the games they play. Theyprovide hints and cover the history of thePBM — and sometimes are highly recom-mended reading. An example is Interimwhich accompanies Starlord.More sophisticated than most fanzines,being professionally typeset, Interim ispublished quarterly. It contains articlesfrom players on strategy, tactics, opinions,

imperial reports and fiction. It sells for 25pence an issue.The two commercially-producedmagazines in the UK are PBM, from EmjayPublications, and Flagship, from NickyPalmer, a former editor of a general gamesmagazine. Both titles were recentlylaunched with their first editions appearingin October and November respectively.PBM is published every second month.Edited by Mike Costello, who also publishes The War Machine, it aims to be acomprehensive guide to play-by-mail andmodem gaming. Included are in-depthgame profiles, reports on current gamesarticles on recent developments, coverageof non-commercial war games and roleplaying and adventure programs.Flagship is a quarterly publicationaiming at an international audience. It isprofessionally typeset, complete with acolour front cover. The magazine aims forthe PBM player's greatest weaknesses witharticles such as how to win at PBM — adiscussion on tactics; Professional Secrets,*which analyses popular games and suggestsnovel strategies; and a workshop section forgames designers; and reviews.
Sophistication
With an increased enthusiasm for PBMand multi-player games the mediums onwhich they can be used are becoming moresophisticated. The scenario at the beginning

9

may not occur for some time but the daywhen cable tv and modem gaming can beused is close.According to Mike Costello, the intro-duction of interactive services will enableplayers to send information back and forthon the cable system. "Such networks arefully capable of handling multi-player gamesin which the participants are scattered allover the country but can communicate viaterminals linked by cable," he said.The main problem was in getting users topay: "It is accepted that cable will notbecome profitable until it is linked to asatellite broadcast."Problems
While modem gaming enables a quickturnaround, long-term problems haveoccurred in the US, with a rich playermonopolising the game after six months.Because telephone cables are used, thenumber of turns you have depends on howhigh a Telecom bill you can afford.However with modems it is possible to playan entire game in one evening, while a gameof diplomacy could take 1 'A to two years toplay using the Post Office.But cable seems the most practicaldirection for interactive PBM gaming to goin the long term. And with the introductionof satellite transmissions, transcontinentalmulti-player games will be won and lost inan evening.I 1
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Create and solve ADVENTUREprograms on your Spectrum,Commodore 64, Dragon, Oric orBBC Micro.
CREATING ADVENTURES ONYOUR ZX SPECTRUM —Peter Shaw and James Mortleman.Create and solve Adventureprograms on the Spectrum withthis exciting new book whichincludes five complete majorprograms, plus chapter afterchapter of hints and tips to help youwrite your own programs. Chapterheadings include Creating Locations; Picking Things Up;Monsters; Adding Graphics; and Adding to theVocabulary. Just £4.95 and you're up and away.

CREATING ADVENTURE PROGRAMS ON YOURCOMPUTER - Andrew Nelson. If your computer usesa version of Microsoft BASIC, then this book is for you.It contains three complete Adventure programs, alongwith extensive documentation to help you create andsolve Adventures. Suitable for use with the Commodore64, Dragon, Oric, BBC Micro, Sirius, IBM PC and

Apple, you'll find this book aneasy-to-understandprimer on Adventure creation.The full-length programsinclude WEREWOLVES ANDWANDERER and THE AFTERMATHOF THE ASIMOVIAN DISASTER.This book is just E4.95

Interface Publications, 44-46 Earls Court Road, London W8 6EJ
Please send me the following books. I enclose i•
LI Creating ADVENTURES on your ZX SpectrumShaw/Mortleman— 4.95El Creating ADVENTURE programs on your ComputerAndrew Nelson — £4.95
Name.
Address.INTERFACEPUBLICATIONS

Computer and book trade supplied by The Computer Bookshop,30 Lincoln Road, Olton, Birmingham B27 6PA (021 707 7544, telex 334361)



OVER THE past two months we have builtup an adventure program from scratch, andnow have a valley that contains a footpaththat weaves through it, several caves, aforest and a swamp. We also have a largeselection of monsters, magical items, gemsand spells.But the valley still has one very importantpiec,e_ of architecture missing: the darkdungeons of Darganyon. Hidden some-where in the depths of these dungeons is thekey which you must find and take back tothe palace to open a chest that contains amagic potion to cure your dying king.This program has been written in Micro-soft Extended Colour Basic as used on avariety of micros including the Dragon andthe IBM PC. Listing one is responsible fordrawing the dungeons and controllingeverything that goes on inside them.Remember that where there is more thanone space, a symbol has been inserted tomake it easier for you to count how manyspaces to type in.Line 300 puts the dungeons into thevalley. An inversed D represents them. Line550 lets you enter the dungeon in the usualway (i.e. by moving onto the inverse D).The screen is cleared and the top floor ofthe dungeon is drawn by lines 1510 to 1620.A few objects, represented by the stars, arescattered about the floor by lines 1640 to1670 and the timer is reset by line 1680. You
300 . f 1 .590 1FPFEb(MAN4D)=4THENO-.MeiN:W=7:(;0T015101b10 FORN=010288c...TEE32:PRI1IISIN,STRING$(32$32);;NEXI11.120 PRINIARIFARINGSk1L.,191);PR1N10)40,CHVi(19J);"4###";CHR$(191);" ";CHR*(1C1);nittittOilitniCHR4(27-3);(;HRg(191)1530 PRI41a121CHR$.191);• •;CHRs(lf,1);"#1400";rHR$(191);• ";(14R$(1v1);(HR*(FM(Hk(191,;•41041";(HR$(191)1!40 PR)NT@104,CHRS(191);" ";:FOPN 0103:PRENICHRS(191);:NIX-I:NOM" H;(HRS(191,;"##t0;CHR$/191);* ";CHR-t(191)1550 PRIN1C4iRS(191);(HRS(191)

1560 PR1N1136,,,HRS(191);" ";CHR$(191);" "z(H1$(191);"#*";(HRSt191);CHR$(191;110#";CHRS(191);"40#";(HF4,191)1b/O PR1M1@1681(sHR$(191);"Ht44";(HP$k191);"OttiriCHR1(191);I ";(HRS(1q1);CHR$(191);" ';(Hk$;191);" n;CHPSi191)110W FIR1N1&2001(HRS(191);" ";CHRt(191);" ";CHR$(191);(HP*(191);(11P1191);" ';(HR$(191);;CHRS(191);1590 PRINI(HRS(191;"##";CHF4i191);" ";CHRi;lc./1,li00 FPIN16i23;$CHR$(191);n ";(HP*(191);" ";i(HP4(191);" n;CHRS(191);" m;(HR$(191) ;$ittliV;CHRS(191);(HR$(191);"1610 PRINTCHRS(1c1):MINTa/64,(HRS(191);" ";(HRSk191);hil#41";CHRS(191);'44#0";STRING3(3,191);"4#";(HRSk191)PRIN1@2961(HR$(191);CHRSG(7);E-JR1Neo$(141191)1630 11AN=13211640 FORN=0ToRND(41,4-21650 IF0=-1rHFNP0KENAM,-36
1660 ).,--4iND(9)*3;-1RNI)(14)4103z:IFPFFIOX)-,--96THFNPI)RFX1106;ELSEleN60

StageVal

II •

s set for theey of Death•1
Brian Lloyd adds an important and final feature to DeathValley in this excerpt from "The Dragon Trainer"

have to stay in for a certain amount of timebefore the door opens. Line 1700 tells youwhere you are. Lines 1710 to 1750 arecopies of lines earlier on in the program.Lines 1930 to 1950 decide which flooryou are on and consequently send thecomputer to the correct one of the fivefloor-drawing routines from lines1970-2280.These lines are all PRINT statements andonly draw each floor, so you can change thedungeons simply by changing these lines.You are asked whether you want to go upor down by lines 2460-2510. The stairs arerepresented by cyan blocks.You may have noticed that one of theobjects that you can find (lines 1850-1890)is a magic sword. This sword adds yourstrength to your energy when you arefighting, and for this reason we need lineline 2800 at the end of Listing One.

The next step is to allow the computer toacknowledge your success in bringing thekey back to the palace. Listing two doesthis, and gives you a picture as a reward. Iwon't go into explanations of the graphicsas it will take. too long and will spoil thesurprise at the end of the game (noRUNning this routine and peeking at thepicture — that's cheating).The Valley of Death is almost finishednow, all that's left is to tidy up the looseends and add a few useful routines.The first of these is covered by listingthree and is an inventory. This routine iscalled each time you press the I key and willtell you everything you have.If, while battling with a ferocious blackpudding, you are called away to deal with amore timid one on your dinner plate, then itis useful to be able to save your characteron tape. Listing four allows this
16/0 NE>1:1F0=-0THFNMAW1321: 2071680 IFLUVE1=-0IHENTIMFR-1690 It4.1
1700 primra320,.IN THE dungeon####4f##0";1/10 1FDEADOTHENDFAD=DEADA-1:1CDEAD.,181HFN3770POINEMAN'361730 IFICW400THENI0=4001740 IFENe4001HENEN.4001750 1EST,400THENSI.--4001760 GOSUB23001770 606M3601780 E=E4-1:1FE=10THFNEN=EN-1;E:-...01790 IFRNDk4)=.2ANDDEAD=01HENG0SUB27701800 IFI EVEL:4AND1IMER>10001HENPOKE13211961810 IFPEEh(MAN+D),,-.223THENNAN=MAN4D:7223:60UB2460:6(flo1930
1820 IFPEEh(MANi-D)=-96THENMAN=MAN-4-D:PoKFMAN-D‘Z:7=96:GOTO1840
1830 IFPEEK(MAN*D)106THFNMAW.MAWD:P01,\EMAN-D12:796:6EM-11840 IFMAN=1-13211HENPRINlii320$STR1NCA(1/132);;GoSUB1500;MAN-0:2:-W:TWO:60T0440lono IFGEM:11HENR:,,RND(1.0
1860 IFR=4ANDRND(5)=2ANDWAND=1ANDKEYOIHENPRINI&1480,"YoU'VE FWND them;CHRS(128);"Fey";:FORWOT02000;NEXT:PRINT@480,EJTRINGS(30$32);:KFV:-1:6111:-.01870 IF6EW1ANDR=2AN1)SD=OTHEN1RINT5)4801"YOWVF FOUND THEContinued on page 20
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NG$(31NTCHR$;CHR$();CHR$4TF0169(191):CHR$(1NT"SItt"41&233
);. H.)1960

Continued from page 19
MAGIC SWoRDI";:fORN=0102000:NEYT:PRINT&4801S1RING$(31,32);:SD=1:GEM-.0

1480 IFfIEM-1ANDP=-31HENPVINTa480i"Yom'VE FoUND A PRE(1011SioNE";;FORN:OT02000:NE)1:PRINTE44f10,S1RIM-4(iI‘3/1;:1R=1R-4-RND(5)*100:6Em.01ft90 IFGEM,=-11HENPPINIa400,"YoU'VE FoUND A WoR1H1E-SSI(MF1";:FOPN 01“4000:NIX1:PRIN1&400,c,IRIN($C-;1132,;:GFM-01900 1):,-01910 GOT.)17/0
1930 I Fl f 01}11 No- 1: Go101cil : FL3E 1E1 E VE1 ;QIANDI FVEI • 611IF N• ON LEVEL 6010197014.001,1:0121P0,22401940 IILEVEL,01HENLEVEL:41:601c.,193019g10 IFIFVFLITHENI EVE." -..5:601()19301960 0=1:GoT01640
J9:0 PRINI&41,"Mtt#P41";(Hk$(191);"#4#14#00";CHR*(2231;(11R$(191):PRINM)73,"#041";61F1W3$(80911;" ";(11P$(1(.11;"CHR$(191)1980 PRINIEJ1W1t191);" ";t1911;(HR$1990 PRIN1(HR$2000 PRINI@169(HRI(191);PRINT@201,2010 PRINI" N;2020 PHIm1a3

(HR$(191);"41***#041";2030 PRIN1" ";2040 GuT01960
20a-10 PR1Nr,SIRJN6*(1);CHRS(223);(HP$(191):PR1Nra731"#4t#";STRIN6$(81191);" ";(HR$(191);" ";(HR$(191)2060 PRINf@1051" ";CHR$(191);" ";CHR$(191);(HR$(191);°041###4t4$##14;CHP$(191):PRINT@137," ";CHR$(191);"10#";CHR$(191);"#####";CHR$(191);" ";CHR$(1911;4070 PRINT" ";CHR$(191)2080 PRINfh1169$" ";CHR$(191);"##";CHR$(1911;" ";STRINGt(71-191);" ";CHR$(191):PRIN161201," ";CHP$(191);"##44#4$$#4$##";(HR$(191);" ";CHR$(191)2090 PRIN1411233," ";CHR$(1911;CHP$(191);(HR$(191);" ";STR1N6$(51191);" ";(Hk$(1911;('HR$‘191);" ";CHR$(191P1 INTa265,(HR$(223);"0#0$1410M1;(HR$.2100 PRIN1m#414$40";CHR$k191)2110 G01-019(-.02120 PRIN16)415"#H0CHR$(223);CHR$"4101#4441";CHR$(?JAI PRIN1611051" "• ";CHR$(191):PRIN10)1691S1RI2140 PR1N1CHR$(191CHP$(191)
2150 PRIN16)201,CHR$(191);"4“1";(4R$1191);"4“1";CHR$(191);o ";CHR$(191);"###";CHR$(191);° ";CHR$(191):PRIN1CO23,($"#S10##";CHR$(191);CHR$(191);" ";2160 PRIN1STRING$(3,191);" ";CHR$(191);" m;CHRS(191).•70 ficnNla266,(HR$(2);"41#'0-,IRINtl$(4,191);4*10"zOiR1(191);"$#W;CHR$(1911:601o19602180 PPINT&41,"41#14#0140/1";CHR$(1911;" ";CHP$(191,(223);CHR$(191):PRINI ";TRIN5$(4091);SIR!2190 PRI"Sift"(1912200 PRP(HP$" "2210 PRI2••0 PRI'(191‘191:;30 Gka•

t" "ICHP$(191);"4141";CHR$(191);"04tH111#4";CHR$(HR$(191):PRIN1@l37$" ";CHR$(141,)1);" ";CHR$(191);4#41";('HP$(191);"4“1";(191);" ";CHR$(191);" ";CHR$(191)1" ";CHR$(191);" ";CHR$(191);"40";CHR$(191);• ";CHR$(191);CHR$(191);"#4144";Clik$(191):o ";CHR$(191);"#4140141";CHR$(191);CHRls(1911;"4I#";CHP$(191);" ";(:HR$(191)'se ";SIRING$(311911;"41$1";S1PING$(41191);" 11;C11R$(1911;" ";CHR$(191):PRIN14i2651CHR$(223);CHR$(191);"OW;CHR$(191);CHR$(191):PPINT@29TRING$(161191);

";CHR$(191);"41#41";STRING$(41191);"##";(191):PRINT&73$"#####°;CHR$(191);191);" ";(:HR$(191);STRING$(9,191);" ";CHR$(191);CHR$(1911PRIN-140137,STRING$(14,32);CHR$(191):wi$(5091);" ";(:HR$(191);" ";);(:HR$(191);" ";CHR$(191);(:HR$(191);"

191);" "“HP1(1(191):pRINTa11(5191):PRINT31371(191);" ";CHR$f." ";CHR$(1911;PPINY49201,(:HR$f91);" °;STR1NG$;CHR$(191);CHR$1"S*411141";CHR$(1CHR$(191);(HR$(STRING$(61191);
2240 1RINTa411"4/814#";CHR$(191);" ";CHR$(191);"###OW;(:H1$(223);CHR$(191):1:1flN1(W3," ";FORING$(411911;"440#";(:HR$(191);" ";CHR$(191);" e;SIRING$(3,191)
< at any time simply by pressing the KEY(except while fighting). It opens a file to thetape, gives the file your character's nameand then stores all the relevant variables ontape.Unfortunately, or fortunately dependingon where your character is, when you loadyour character back he will start at thepalace, however, he will still have all hispossessions (except the key if he had itthat would make things too easy).Having saved your character you canload him back with the help of listing five.This allows you to load a character at thestart of a game (by typing L) or to start anew game (by typing R).The next thing is to give the character an

191) ;

91);CHR$191"iii1";,cARING$(11‘3:-'i;(;HR$(191);" ";SiRING$(9091);" ";CHR1.
i9i)

K;CHRi(191);SIPM6101A01321;
1)1);CHRS(19i);4 s;CHFCS(i91);(41191);•191191);"####";(HR$(191):CHR$1911:Pp1NTi4261-),CHRI(223);CHR$•"4$###0";CH1$(1911

;"t0";CHP$

ego. This routine gives. you an idea of howwell you are doing, and may be called at anytime simply by pressing E (unless you arefighting, of course). Listing six handles thisfeature. This routine works by simplyseeing how high your experience is andgiving you a rating accordingly. There isalso incorporated a routine which increasesyour strength, IQ and energy after every500 experience points.The Valley of Death is now finished -unless of course you want to add anythingin which case you will probably need tocompress some lines as the program israther long. Hopefully this program hasgiven you an idea of how to go aboutwriting your own adventure programs, and

221,0 PRINT&1051"W;CHR$(1911;"004r;CH1$(191)4
(3,191);" ";1-RING$(31191):PRINial:/.7,"" ";CHP$(191);"#014W;STRING$(3,191)2260 PRIN141691STRING$191);" "0-iTRIN($(7,191)C1$R$(191):PRINTa201,"######";CHR$(191);"##4"(31191);" ";CHR$(191)

2270 PRINT&2331°##";STRING$(31191);(191);" ";CHR$(191);" ";CHR$(1912280 11INT&12651(:HR$(223);" ";CHR$(191"##44#14r;CHR$(191):GOT019602290 RETURN
2460 1 RINT@320,"UP OR DOWN?";2470 A$-INKEY$:IFA$=""1HEN24702480 IFA$="11°1HFNLEVEL=IFVEL41:GOT02510•490 IFA$="11"1HENLEVEL=IEVEL-1:G01025102500 •OTO 2470
2510 PRINTa3201"#04140141#44#01";:RE1ORN2810 IFSD=ITHINHII=HITS+RND(ST)

3990 FORN,-.38T0220E,1FP9:(IRclE4000 FORW:401O218S1EP31.:PAINT4010 FORW-201018051EP36:PAIN14020 FORN=34701806TEP36:PAINT4030 COL0R4:1INE(121911-‘19814040 Col )R4:LINE(92190) (12014050 1127=01HENCoLok1:11N1(8(38136)-(2:30,36),PSE14060 DRAW"B1208$158;C4;E27U644070 IFZT=OTHEN77=1:RETURN4080 COLOR44090 DRAW"BM10,90;C4;E45R1901.190044"4100 DRAWBM10,90;C4;F85640P190E10610°4110 DRAW"BM10,90;C4;E85R190"

11E-Aing Iwo770 D.:0780 IEPL.-1ANDKEY=1THEN3370
3370 CLS:PRINI"WEL1 DOW' YOU'VE SUCCEEDEDI";:PRINI"IHFKING IS SAVED1"":PRIN1"AND YOU MANAGED 10 RETUPNW11H:-":PRINT"thp";cHR$(1281;"leY"3380 PRINT"FHE MAGIC WAND":IUMEDALLIoN=11HENPRIN1"THFMFDALI IoN OF 1 WE"
3390 IFSHIFLD=11HENPRIN1"1HF MAGIC SHIELD"3400 1FAMULFT=11HFNPRINT"THE AMOI Fl OF IHF GODS"3410 IF-F-1E1=11H( NPRINI°1-HF MAGI( 40RD"3420 FORNIAT020:1FP0110N(N),01HEN344303430 NEXT:G0T034503440 PRINT"AND S()MFr POIIONS"
3450 PMDF3,1:PRINT:PCLS:GOSUB3790:PMODF311:SCRFEN1,0:FORN=01-02000:NEXT:/GOT041903790 DRAWYM101180;C4W190U901190D90R190F451190G45"3800 IF/7“4THENCIRC1F(38180),1014,1.481.41.1.E..:3810 If 7Z.,-OTHFNCIR(LE(226580)$3014$1.44::..4,3820 11 Z =0 THEN! INF (40,38 )- (2301:38 1:MAI INF ( 925 90)- ( 1 /0, I , PSF3840 PAIN-1 (92,923850 CO1..OPs4
3860 EINf(1041q2)-(108,108/,PSFTIBF:CIRCIE(106598)5/3870 PAIN1201170)12,4:PAINTG•20,80)54$4:11-/Z..01111-NPAINI(210170),214:PAIN1(40,80112143R00 COIOR43E-(90 W30
3900 FORM=160T0176S1FP4:LINI-(N1111-(210-N,N)IPSEI:NrN 4:NEXTi910
39:*0 folft:14T0A4STFP4zI INF(N.M49ri1-(N5199-M)sPSF1:1-1-M44:NEXT
3930 W-30:FoRM-..13010114STEP-4:1 INF(N,M)-(210-N1M)IPSET:N.,M-4:NLXF
3940 11:-20:F6P4=196T0180SIFP-4:LINF(NIM195)-(N1195-11) PSI i:ftti+4 NEXT
391,0 I INF ( 14, 92)•( 3t.1112 )5 PcIE T1 RF : 01 01-(3 : I I NE ( 405 92 )-(60,1141PSE f 1 BF:( 01 0R1:1. INF (64,92 -(84,112 ), 11BF3960 i INE(128,921- (1481112)IPSE1,BF:colOR3:11NE(1521921-(172$112)1PSFTIBF:CO10R4:LINF(1?6,921-(19b,112),PSE1,BF
3970 PAIN1(341134)$34:PAINT(281131.)9414:PAIN1(241136)11,4:PAINT(161136),4,43980 1177=1THEN4030

(N,W),30,4$1.(N,75),4,4:WFX(N,7)1314:NEX(N175)1114:NEX911114SET110)1PSETIE$37)-(230137%,
327D64":RAIN1(

;S1P1NG$
4040";CHP$(191);

CHR$ ( 1911" ; CHR$ ( 1911;"014#44" ; CHR$ (

220$1301,314

Continued on page 22
will give you some enjoyment as you battleyour way through the valley to save yourking's life.If any of you find that the program is toolong to type in then I would be pleased tosend you a copy of The Valley of Death ontape for £3.00 including postage andpacking. You should write to Brian Lloyd,9 Hornbeam Walk, Witham, EssexCM8 2SZ.Each of the. three parts of this series ofarticles can be used on its own, but worksbetter as a whole. Send a stampedaddressed envelope to Valley of Death,Micro Adventurer, 12-13 Little Newport St,London WC2R 3LD, for photocopies ofthe two preceding aticles.

ti P t

;"44#41";;STRING$
PI

•

;CHR$
1911;



COCOAdventures tor the bolder 032 owner
Mike Meineck's first sagas for the morecourageous Dragon-basher. Based on skill andcunning, rather than random elements. (Cluesheets available for trapped adventurers.)TEMPLE OF ZORENNobody made it back alive yet, but WanSecurity need plans of the defences and asample of the new Zoreen laser gun.THE CRYSTAL CHALICEThe Klarz scattered the shards of the Chaliceand darkness reigns supreme over CE11010M. Amind-bending Quest for Swords and Sorcery tans.TREASURE TOMBEA• real-time graphics adventure set in Merlin'smassive tomb complex. Violent death or Arthur'streasure?S7.95•per adventure from all good Dragondealers or it in difficulty direct from:DUNGEON SOFTWAREMilton Houses St John Streets AshbournesDerbyshire DE6 iGH.Telephone: Mail order (0335) 42529Trade & Retail (0335) 42639

6
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Continued from page 20
4120 NRAWIM200190;C4;F45R2D1R4DIR2U1R.:-.U1R,'"4130 PAINT(25180)1214:PAIN1(60180/,2$4:PA1N1(90,9( )$214:PAIN1(246,44)12544140 CIRC1F(125,125/$500134150 ('.IRCIF‘150,90/,154513.5$0:PAINT(1185)1314:CIRCIF(150,90),151311v.5,04160 CoLoP3:1.1NL(146$89)-(1114110),PSF1I1E:(-01...W1:11NF(146169)-(154164),PSETIBF4170 PMODF3,1:CREEN1,04180 GoTo4180
4190 CLSO:PR1N1,9227,"THF CHEST WIL.L BE OPENED IN A°;:PRIN1a269,"MoMENY";:PCIS:60T03790
I .cting Thret.,.2400 IFAV.-"I*1HFNGOSUB346034,-%0 I OPW-320 I 0448-1T/2P:12:PRINT i3iNinEI1RI146$(30$3;');:PRINTa120,"";3470 IFWAND:-,ITHINPPIN1"WAND"3480 1.114-11HFNPRIN1"-iW,IRD'3490 IINFIA1110W-11HENPRINT"NFDAttictN"3W0 IF ANIILFFI1HFNPRINr"AMIIII1"3!-.10 IF'i,HIELDI1HINPRINI‘SH1EiD"3520 IFINFY=1THENPPINIushen;CHRS(12.8);"1.ey';3530 E )RN.: 01020 I I PO1 I ON N 0111E-1,13'_1503'140 NEXI:GI)10370
3550 FoRN=OP13000:NUXT:FORN=:(20T044HSTEP32:PRINNItN," ":NEXI:PRINT@4(10sclIPING$170,321;:t4:0:FoRW01-0!0:11-POTIoN(N))01HENW-M-11:NiX1:FISFNIX13560 PRINT@320.11;"POTIoN6":M=01E170 IFAMOIFT:.0ANDSDOANDKEY=OANDWDALLUM.--0ANDHIFID-OANDWAND4ITHENPRINI"NOTHING"
3580 FORN=0T03000:NFT:FORN=3201044BSTEI'3.:':PRINI,'IlN,° m•NEY1:PRINF@4805,eARING$(30‘32);:60NB360:RflURN

":NEXT:PRINTa480,

Listing Four3590 CLS:PRINTHIS THE TAPE REAM?"3600 ASINREYS:IFASY"THFN36003610 PRINI"PRES play AND record ON TAPEN:FORW0103000:NEXT
3620 PRINTAVING ";NAMES;" 1HE m;CLASS$3630 OPEN"0"1-1$NAMES3640 PRINTS1-11CiA;Si;10;FN;Sl;EX;ME;SD;WAH;AM;3650 FORN,..01020:PRINT4t-1$PO1ION(N);:NEXT3•60 C10E3E41-13670 PRIN1NAMFW THE ";CiASS$;" I.AVEO".1680 END
Listing Five40 INPUTNIOAD CHARACTER OR rES1ART";At

111

SUNS
ThosoliextgDr 3

HINE

Sunshine Software
Cruising
Quick thinkingand dexterity orerequired tomaster this highspeed chase game.

22 Micro Adventurer January 1984

The Working Dragon 32A library of practical sub-routines and
programs. ISBN 0 946408 01 7• "There clearly is a need for books ofthis kind which provide more than justgames" — Practical Computing,Sept 1983• It's a good one -- Personal ComputerNews, May 20 1983
The Dragon TrainerWritten as a combined manual andbeginners course on the power ofDragon Basic. It is aimed at the beginnerand assumes no previous experience of
computing. ISBN 0 946408 09

Look out for the Sunshinerange in W.H. Smith's,Boots, John Menzies,other leading retail chainsand through our nationalnetwork of bookshopsand specialist stores.
Dealer enquiries:01-734 3454.

IFAS:011"FHEN39060 IFAS-)."1"THI N40690 CI S:INPVI"CHARACIER' NmME"zNAMES3700 PRIN1NPRESS play ON 1APF":FORN=Olo3000:NFYT3710 OPFN"P5-15NAME%3720 INP01*-15CLAfIS$ISTIIOIENIS1,EXIME5SDIWA,M,AM:FiRW010203730 IFEof (-1)1HLN37603740 INPUT#A$POTIoN(N):NEX13150 (106L4t-137/41 6)T0190

1-1>,JO DI1E(200/:FORN=110200:EiN)--N1500:NE).1:6,-.1:450 IFEX)E(G)THIN61:1N=FN4RND(5)*5:10:-.10+RND(5)*5:ST.,-.ST4RND.(5)*52440 IFAS,.."ENIHFNG..)SUB42904290 FORN.-32010448,TEP32:PRINT@N,"":NF)14300410432043:(04340

438043c414400441044204430444044504/-1044704480449045004510420453045404550
4W0115f!O45904e,O0

PRIN16)480,STRINGS(30,32);PRIN1a340,.' p;IFEX4,5001HE1PRIN1•"F1141 10i7.,0":60T045110IFEX::10001HFNPRINT6SWORPPRACTIU: DUMMV:GOTOW-430IFEX<200OFFIFNPRIN1"APPRFNlir:F FOOL":601045“0IFEY.<3000IHENPRIN1"1:NAII, NAYER":60104580IFF.Y..4000FHENPRINT"DRAGON lcYv":60T04580Ii-E“5000THENPRIN1"AFPRtNlICE A,10R1SNAN":66T045P0IFFX<60001HENPRIN1 "WOLF MAIT: PH : •710104580IFE!.<70001.HENPR)NT"SWORDSNAN":6104580IVEX8000THENPRIN1"1.10N 1AMER":60T°4580IFEXe..9000THENPRINT°:,TP RA1F HER0":60T04'180IFEY<J10001HENPRINT"MAIIR OF THE SWOR1)":601o45HOIVEXJ20001HENPFINTL2ND PATE HERO":60T041180IFFX,A3000THENPRINT"LoRD OF THE PATH":60T04580IFEV‹.14000THENPRINT"LORD OF THE iJiTP":60T04580IVEX160001*HFNPRINT'(,t)B1 IN SLAYFR":60T04580IFEX<I8000THENPRINTKCHAMPION":(10T04580IFEX':?20001HENPRIN1'HERO - I5T UASS":601i)4580IFF.x.-(2000THEAPPINT"DPAGON ElAYFR":G01045H0IFEX<30000THENPPINT"WARIRD":GOTO4',80IFF>350001HENPRINT*LORD OE THE HER6":60TU-4580If.E.40000THENPRINT*LORD oF 4F1F PALACEN:60T0480IFEX<450001HENPFONTHDEATH DEFYER":60TO4580IFFX<.50000THENPRINTNNONSTER TAMER":60104580IFEY<60000THENPRIN4"PRINCL oF LFGHT":60104580IFEX<100001HENPRINT"RUtEP OF 1HU VAIACN":601040PRINT"MATER OF FTFRNITY"FORW-040Y000:NFYIPRINTM320,""60SUP30 : RF1ORNThe best books for theDragon 32
Dragon 32 Games Master
Learn how to write your own top level
games. ISBN 0 94068 03• "If you can't write a half way decentgame after this then it will be down toyour own lack of imagination. I wouldrecommend the Brains book as the bestof this selection." Which Micro  Sept 83
Advanced Sounds & Graphicsfor the Dragon ComputerAll the major aspects of the sound andgraphics capabilities of this machine arecovered in extensive detail_ ISBN; 0 946408 06 8
rlease send meThe Working Dragon 32at E5.95 each

The Dragon Trainerat E5.95 each

Name
Address

EMI 1MM MEI

likregr.

QcIbed
fot r,,_9(.11PhkSsouAlif

Dragon 32 GamesMaster at E5.95 eachAdvanced Sound &Graphics at E5.95 each
Cruising at E6.95 each

I enclose cheque/postal order for E made payableto: Sunshine Books: 12/13 Little Newport St., London WC2R 3LD

SignatureWe can normally deliver in 4/5 days.•••• o w n  inimi I o n  mom ImoOEM



Degree ofdifficultya question
Adventure Quest of MerravidMicro Vic 20, 16K, CBM 64Price £7.95 Format CassetteSupplier Martech Games, BayTerrace, Pevensey Bay, EastSussex.MARTECH IS the companywhich produced Conflict forSpectrum and other micros. Imust say that I was quiteimpressed with that offeringso, when Quest of Merraviddropped through my letterboxfor review, I couldn't wait tostart punching the keys.Martech, I had decided,were innovative and not stuckin a rut like so many othersoftware houses.I have to admit to being justa --little disappointed to findthat this was a standard textadventure.'Okay', I thought,'nothing wrong with that.'Pausing only to pick up abucket, I plunged into Black-wood ForestQuest of Merravid allowscommands of up to ninewords, although I never neededto use more than four. Theobject of the quest is to retrievethe dwarfs' firestone from theevil dragon. But you cannotenter the dragon's lair untilyou have collected a full set ofarmour.Scattered about the land-scape are six items of armourand your charger is a whitestallion.Locations you will find asyou wander around include acountry inn, a glacier, theKing's stables (complete withmanure) and a village of head-hunters.The most interesting of theseis the inn, where you can inter-act in a limited way with theregulars and a barmaid — all inthe best possible taste ofcourse.The landscape is quite welllaid out and map making iseasy. The various problemsencountered are not verychallenging, so there were noexpletives to delete I'm afraid.The program is written inBasic and, considering theamount of memory available,there are disappointingly fewlocations.Overall, I would say that
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Quest is okay but I wouldrecommend it only forbeginners. The more battle-hardened adventurer willbreeze through it.The cassette is supplied inboth Vic and CBM 64 versions,one on each side.For those owners of Conflictby Martech: I have read inseveral reviews that the rulesmake no mention of the move-ment of neutral ships. This isnot so, neutral ships moveaccording to force and direc-tion of prevailing winds. PM

Foul play•in countrymanor
Adventure Murder at theManor Micro Spectrum 48KPrice i6.95 Format CassetteSupplier Gemtime, 16 BenLedi Rd, Kirkcaldy, Scotland.THE phone rang late onenight. The only way I couldfind who was calling was to liftthe receiver."Hello, Sir," I heard, "thisis P C Herring from Gemtown.We've 'ad a 'orrible murderdown 'ere, Sir, and to be

JP,s1W
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

'onest, oi can't 'andle it m'sel •Would yer come down and 'elpme out?".'0w, I mean, how could Iresist such an invitationafter all, if I do say so myself,my reputation is known farand wide.The local squire, whose safecontains a set of valuable goldcoins, has been cruelly done inby a burglar. The local police-man is out of his depth, andyour job is to solve the fiveclues that will lead to theapprehension of the culprit.The title screen portrays asleepy little village. Pressing akey starts the adventure. It isconducted with a split-screen.A graphic representation of thecurrent scene takes up the tophalf of the screen, and textinput and information fromthe computer is shown at thebottom. A compass showingthe possible exists is presentedat top left.So far, so ordinary. Murderat the Manor does not differ inthe slightest from similarprograms from PhippsAssociates, Quicksilva andothers. The pictures are ratherslowly drawn, and, as theprogram is written in Basic,wrong,ly typed inputs can resultin frOstrating waits, until theobligatory PARDON? appears.Every time a location isvisited, the picture is redrawnand this usually takes a longtime. It would be better if thisprocess could somehow beskipped. It becomes even morefrustrating as many of the loca-tions have exits that seem toloop around to other, alreadyvisited locations. Thus, the carpark, west of the starting pointseems to go on forever if theplayer continues to head west:Only by veering off at atangent does the adventurerstumble across furtherlocations.The village, as far as I have

discovered, consists of severalshops, a carpark, a policestation, a church and a sheeppen.By SEARCHing you mayfind several objects.Occasionally you'll stumbleacross a rabid rat, or a blood-thirsty sheep, who won'thesitate to sink their fangs intoyour leg or bowl you over, thussapping your strength.Strength is displayed whenyou type SCORE along withthe percentage of locations sofar visited and the time of day.There is no time limit but somestrange things can happen atnight, so beware!While you are walkingaround the village, yourstrength is slowly beingdepleted and the food parcels,thoughtfully left lying around,may be eaten to provide youwith much needed energy. Aswell as the usual commands,such as TAKE, QUIT andHELP, the program features aSAVE GAME routine. Youmay also, if you feel the need,FIGHT a character. Addi-tionally, you may type in asmany commands at one time asyou wish. So you may type:SEARCH GROUND. PICKRIFLE. GO NORTH.As you move around thevillage you'll meet local'inhabitants and you may askthese to give you clues as to themurderer's whereabouts andidentity. The replies areentered into your notebook,and at any time you mayREAD NOTES. The replieswill then be redisplayed on-screen for you to inspect.The unique thing aboutMurder at the Manor, is thateach time you play, a differentcharacter is chosen as themurderer. Thus, as in Clued°,each game is different. Whilenot as sophisticated as someAmerican Adventures (such asthose from Infocom), whichinclude case notes and news-paper cuttings, Murder at theManor will certainly help youwhile away many hours tryingto unravel the mystery. TBLegacy ofgems and•wizards
Adventure Wizardry HI: TheLegacy of Llylgamyn MicroApple , HE, HI Format I>

rmicroTprit

January 1984 Micro Adventurer 23



< Disk Supplier Sir-TechOgdensburg, New York.
AT LAST the third Wizardryscenario Legacy of Llylgamynhas arrived, complete with themuch-vaunted Windo-Wizardry.Now Wizardry fans can stopwatching television, readingbooks and doing all those otherfill-in activities, and get onwith the serious business ofsaving Llylgamyn from a fateworse than Visicalc.In case you've been away forthe last few years, we'd betterexplain that Wizardry is a role-playing fantasy adventuregame and was voted the mostpopular piece of software bythe readers of Softalkmagazine.The first package, ProvingGround of the Mad Overlord,set the style and the secondscenario, Knight of Diamonds,required a character to betransferred from the ProvingGround, legacy of Llylgamyna character can be transferredfrom either the first or secondscenarios so you don't need tohave completed Knight ofDiamonds.In view of the fact thatLegacy will only sell to ownersof at least Proving Groundwe'll assume you know thebasic style. The two questionsI'll try to answer are: is Windo-Wizardry all it is claimed tobe and how does the thirdscenario rate?According to a quotefeatured in the press handoutWindo-Wizardry emulates thewindow graphics of the AppleLisa. Having used the Lisasystem, we believe that this is abit of an over-statement. Toparaphrase Richard Lovelace,windows do not a Lisa makenor trailing wires a mouse. Butignoring such comparisons,Windo-Wizardry is a definiteimprovement on the oldWizardry display.The idea is that the familiarthree-D maze display fills thescreen, but information issuperimposed on this whennecessary. Hence, rather thanhave the screen divided into thevarious boxes with theinformation always there, themaze is given the prominence itdeserves and windows areoverlaid. In fact windows canoverlay each other and it isprobably this aspect which ledto the comparisons with Lisa.However, the sizes of thewindows and their positionson-screen are fixed by the

program rather than the user.The game comes on theusual double-sided disk withthe master on one side and thescenario on the other. Since itrequires characters from eitherProving Ground or Knight ofDiamonds, your first job is totransfer your characters onto acopy of the scenario disk. Youmust use a copy of the scenariodisk, but it's now possible tomake a copy even if you onlyhave one disk-drive.During the transfer processyou can change the alignmentof a character so your evilimage can suddenly become aspure as the driven snow. Butneither good or evil cansucceed alone, so your partywill be a motley bunch.Before the game begins thereis what amounts to a hi-respicture book to explain thestory. This is an interestingdeparture from the usualWizardry style, but it's a pitythe reader isn't given control ofthe page-turning. If you spendtoo long looking at the prettypictures, you miss thenarrative.After all the copying, trans-ferring, and so forth, whatabout the game? Well,Wizardry fans shouldn't beTraining plane takes flight
Simulator 737 Flight SimulatorMicro: BBC 32K Price: £9.95Format: Cassette Supplier:Salamander, 17 Norfolk Rd,Brighton.IF YOU are very lucky I won'tbe piloting your 747 holidayflight next summer.If this program is any indica-tion of my flying abilities thechances of me ever getting youand Aunt Edna more than half-way to Majorca is roughly zero.The program comes in alarge, padded video-cassette-type packet complete with a28-page manual on the exten-sive controls required to fly thesimulator.As with other programs ofthis kind the aspiring pilot mustspend quite some time familiar-ising himself with the manycommands and options beforetaxiing down the runway.To enable the novice to havea quick flip there is a step bystep set of instructions whichwill get you airborne. All youhave to do is get down again.The screen layout consists ofa fair representation of theanalogue and digital instrument

disappointed because all thefamiliar aspects are there —mazes, nasties to fight,treasures to win and riddles toanswer before completing thequest. One of the levelscontains what the designersconsider to be "the worstmapper's nightmare ever toappear in a Wizardryscenario", so be warned.A new Wizardry scenariowould have been news anyway,and the addition of Windo-Wizardry makes the game evenmore enjoyable. As the longwinter nights draw in, putanother log on the fire and goforth into the unknown to saveyour people this is theLegacy of Llylgamyn. CMUnwelcomegremlinguests
Adventure Operation GremlinMicro: Oric 48K Price: ,f6.95Format: Cassette Supplier:Wintersoft, 30 Uplands ParkRd, Enfield, Middx.A GRAPHIC-centred adven-ture with arcade action, Opera-

panel. However, I, would havepreferred more clocks and dialsthan the large number of digitalreadouts which, while they maybe easier to read, do not givequite the same effect as themore traditional panel.In addition to the standardinstruments there are radiobeacon indicators and aninstrument landing system.A pilot's view is given abovethe panel showing the con-verging lines depicting the run-

tion Gremlin is set in a spacecity that has been over-run bygremlins.Captain Bono and his cracksquad of seven troopers havebeen sent in to rid the nowevacuated city of its unwelcomevisitors.The city is shown as an aerialview, with lanes and highwaysconnecting various buildingssuch as the space port, soyastore, observation dome,leisure centre and broadcastingstudio. The map is much largerthan your tv screen so scrolls inthe direction of the trooperbeing moved.Each trooper is representedas a small figure. Controllingany one of the troopers at atime, you move around the cityby means of the up, down, leftand right cursor keys. Dottedaround are various objects,mostly weapons. A troopermust move into one of theseobjects and the key P pressedto pick up the object (D dropsit).Pressing the I key revealswhat the object is. Only oneobject can be carried at a timeand not all weapons are harm-ful to the gremlins. Part of thefun is discovering whatweapons have what effect.

way during take-off and land-ing. The runway is replaced byan aircraft track map duringflying time. This map showsaircraft position relevant to therunway and surroundingbeacons.A new runway and beaconlayout can be set • up usingoptions set by the player. Thiscan include ground atmos-pheric conditions for that day.To take off fly a holdingpattern then return safely to therunway. Using the radar andradio beacon signals takesmany hours of dedicatedpractice. My airfield is nowpock-marked with craters andthe control tower can't be seenfor wreckage.Simulator programs are astrange mixture of game andeducation. They have littlenovelty value (although it canbe fun to switch the engines offat 2000 feet) and I suspect theyhave little relationship to actualflying.If you are interested in flyinga jumbo, this simulator is wellup to the standard of thoseavailable for the Beet). AM
24 Micro Adventurer January 1984



Some havemost alarming con-sequences but I'm not tellingyou what and which.Gremlins are of three types:eggs, greebs and gremlins. Botheggs and greebs are stationary,but the eggs hatch into greebsand the greebs turn intogremlins. The gremlins arebouncing space invader likecreatures which move aroundthe city. To destroy any typethe trooper must be alongside,possess a suitable weapon andpress one of the keys immedi-ately above the cursor keys (toaim the weapon in the approp-riate direction).Other commands at your dis-posal are S which gives a statusreport, E to eat, T to use atransport shuttle (for fastmovement across parts of thecity), 1-8 to control one of theeight troopers, and R to repaira damaged building. You canuse U to unlock something(you'll have to figure out theuse of this yourself). All textmessages appear at the bottomof the screen with scores andstatistics at the top.Various catastrophes occurfrom time to time, such asscreen-shaking cosmic storms.'The adventure is played in realtime though you do have achoice of nine difficulty levelsand a short or long game.It is an interesting and enjoy-able romp which, playedagainst the clock, provides astimulating and challenginggame. Professionally producedand well worth the price. BCMysteryof theachine
Adventure Time MachineMicro BBC B, SpectrumPrice: .0.95 Format CassetteSupplier Digital Fantasia,24 Norbreck Road, Norbreck,

Blackpool, Lancashire.TIME Machine is one of aseries of Mysterious Adven-tures, all currently available.The cassette case came in ahuge cardboard box with thepublisher's name all over it. (Isuspect most people wouldthrow this away). There is alsoa booklet enclosed, which is ageneral guide to mysteriousadventuring.The program is text only,written in machine code, soscreen updates are near instant-aneous. The screen is divided intwo. In the top half is a briefroom description and list ofobjects, while the rest of thescreen is a text window forcommands. These follow theusual GET LAMP format, andif the program cannot under-' stand it gives some indicationW h y

There are no specific instruc-tions given in the packaging soyou have to find out for your-self, by playing the game orreading Digital Fantasia'sadvertising, that the object is torescue a professor by findingthe three missing prisms whichcontrol his time machine.The machine is the integralpart of the adventure, andusing it you must travel (some-what erratically) through timeto eventually find all threeprisms.The machine's behaviour isperhaps the most infuriatingpart of the whole game, as toget anywhere you must ENTERMACH, PUSH one of the twocontrols, and LEAVE MACHto see where you are. As far as Ican see there is no logic to themachine's travel.Time Machine could be des-cribed as a passive adventure,that is there are no dwarves toaxe, or dragons to slice up. Thisis a puzzle-solving game, some-times easy, sometimes hard. Allof the puzzles are logical, whichis the one criticism 1 have ofthis adventure. Everything isthere for a purpose. I like this

in itself, but would welcome afew red herrings along the way,and so far I have found none.After two days I had found twoof the prisms and was on theway to the third.You will find no dreadedOn a wideknife'sedge
Adventure The Knife of KishtuMicro Dragon 32 Price 0.95Format Cassette Supplier

Adventure Zork III MicroApple, Atari, Commodore 64,IM PC, TI Professional,CP/A/1" systems Price £28.75Format Disk SupplierInfocom c/o Softsel, CentralWay, Feltham, Middlesex.ZORK III is the latest of thegreat Zork trilogies and like theothers it is a text adventurewith commands that areentered into the computer assentences and allow you to domore than one thing at a time.Unlike the others, Zork III isa fairly small world and ex-perienced adventurers may notneed to map it although a mapis a great help in certain places.Being a small world doesmean that there are few puzzlesto figure out, but those that arethere are real meanies and thisadventure will take just as longto solve as any other.Experienced Zorkers ex-pecting to get points forcracking difficult puzzles willbe disappointed here. Thepoints come from doingrelatively easy things. Thereare only seven points to gainand you may have amassed anumber of these and still nothave realised what ishappening.The adventure starts at thebottom of an endless staircaseand lying around is our oldfriend from past adventuresthe brass lamp, now lookingslightly tarnished I shouldn't.wonder.Moving around you will findan Elven sword. Don't wasteyour breath trying to remove itfrom the rock it is embedded

spelling mistakes, or bugs in theadventure. It is very playable,including SAVE of position.There is nothing really wrongwith any of it but at nearly 10 Ibelieve that it is slightlyoverpriced. MW
Future, 6 Arundel Close,Chatham, Kent.The Knife of Kishtu is a role-playing adventure with a touchof Dungeons and Dragonscharacter creation mixed in forgood measure.The game is played in andaround an ice citadel and theusual commands GET(KNIFE), EAT (FOOD) are r>An ocean in whichyou cannot swim
in. The sword will come to youlater when you need it.As with all the Zork ad-ventures you must read theroom descriptions very care-fully. They are well written anddescribe your surroundingsgraphically. They also hide lotsof little clues so it is worthreading them two or threetimes.Other places of interest inthe Zork III tour are theFlatbed ocean. You cannotswim here but hang around fora while and something mayhappen. You will be able toswim in the lake.Swimming west will take youto a place called the ScenicVista. An important place this.Take your time and examineobjects with care. Re-enteringthe lake and swimming on youwill eventually come to a cave.What you did at Scenic Vistawill pay dividends here.Shadow Land is where youfirst come across themysterious cloaked figure. Hewill block your way andalthough fighting him mayhelp your frustration it willhelp to solve the adventure.Continuing through thegame you will enter themuseum, the jewel room andthe royal puzzle, whichincidentally is one of thetoughest parts of Zork III andhas only one solution as far as Ican see.I will not spoil it by tellingyou more, but you will meetthe guardians of Zork andeventually the dungeon master.Good hunting. RS
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•AbVENTURES: INT

Ils of the DeepDiscover the secrets of Atlantis as youwander amongst its ancient columns.Explore the 100 deadly sectors of itstreacherous seabed! Beware of gianteels! E.6.50

RiellARD SHEPHERD
SOFTWARE

Sur SpyFollow the trail of Dr. Death throughcomplex puzzles, coded messages and3-0 mazes until you find his lair! Butbeware — even with your death-defying gadgets you may not live to tellthe tale! E.6.50

CREDIT CARD HOTLINE06286 63531 (24 HOURS)

N"
kitS

1  A spine chilling adventure ... e r via the pigeon... navigate your way through 500 3-D rosurvive the swooping vampire bats ... reacilieterrifying top ... confront and kill Count Kreepie,ridding the world of this Transylvanian Terror.litt iCan you survive the Top of The Tower? E.6.50

• •  •

RICHARD SHEPHeRD
SOFTWARE

IL

Selected titles available fromW. H. SMITH. BOOTS, MENZIESAND ALL LEADING COMPUTER STORES
•ICHA R I j HEPH• SOFTWARE •

ELM HOUSE, 23-25 ELmsHorr LANE, CIPPENHAM, SLOUGH, BERKSHIRE.
IAll programs are sold subject to the condition that they may not. by way of trade or otherwise. be lent. hired Out. resold or otherwise circulated without the:written permission or Richard Shepherd.I



II- DVENTURES INTO IMAGINATI
Selected titles available fromWm H. SMITH. BOOTS. MENZIESAND ALL LEADING COMPUTER STORES

you to undre eJtiresorêerndoom? Explore the mysteries of the stockade apuzzle within the Pagoda! A spectacular.screen graphic and text adventure to byou for weeks!
Adventurous graphics for every locationSave routine. E.6.50

CREDIT CARD HOTLINE06286 63531 (24 HOURS)

RICHAR 7-1$.14,EPHER• SOFTWARE .

o •

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

RICHARD,SHEPHERD
SOFTWARE

Jhb the Line
Commanp a sailing ship, juggle yoursupplies, crew and firepower. Fearlesslybattle your way up the admiralty ladder,bribe Sea Lords as necessary until youmake First Sea Lord! E6.50

RICHAFib SHEPHERD
SOFTWARE

Jvetesb L sent
Conquer the world's highest peak indefiance of all the obstacles, man andnature can throwat you. Surviveavalanches, cross bottomless crevasses,cope with wayward Sherpas — butdon't run out of supplies! E6.50

II

All programs are sold subject to the condition that they may not, by way of trade or otherwise, be lent, hired Out, resold or otherwise circulated without the written permission or Richard Shepherd I



<] recognised in the adventure.The cassette comes with acomprehensive instructionbooklet. The program has sofar loaded over 20 times withnot one I/O error.Your objective in this ad-venture is to rescue Lovilia, theKing's daughter, and returnher safely home. To help youin your mission up to fourcharacters with their own spec-ial abilities such as wisdom,can be created. An alternativeis for four other people to playthe game at one session, thusplayers could help each otherwhen facing a problem.The games vocabulary isquite large, but only a fewcommands are given to youbefore the game so a procedureof trial and error must be usedto find and remember thecorrect commands.The response times are slowat four to five seconds butwhen a game is as enjoyable asthis one, time does not matter.The Knife of Kishtu is anentertaining adventure withsome intriguing problems, buton the whole any averageplayer or beginner could finishthe game in a few weeks. SMThis townis cominglike a • • •
Adventure Ghost Town MicroSpectrum 48K Price .E.5.95Format Cassette SupplierVirgin Games, 61-63Portobello Rd, London.GHOST TOWN is as you'dimagine from the title an ad-venture set in a deserted burgsomewhere in the old west.

Adventure Atic Atac MicroSpectrum 48K Price 00.50Format Cassette SupplierUltimate Play the Game, TheGreen, Ashby de la Zouche,Leicestershire.ULTIMATE already have aformidable reputation amongarcade-game fans, but AticAtac is bound to fix their namefirmly in the minds ofadventurers.There have been a numberof attempts to breed a hybridarcade-adventure, mostnotably Crystal's Halls of theThings and Atic Atac is thefirst game to transcend thisworthy ideal to give ussomething new and original. Ithas the feel of both itsancestors without their flaws.Simply put, this is a mag-nificent game. In a hauntedcastle you must search the five
When the game begins you'find yourself, without thebenefit of a single instructionto tell you why you're there orwhat you're looking for, in themain street. The only thing todo is explore, and luckily thereis an on-screen display showingthe street plan of theimmediate area. You set offeagerly into the saloon or thehotel.At this point disillusionmentsets in. Most of the buildingshave no graphical illustrationsand many consist of only oneroom. All of them arestrikingly barren and it soonbecomes apparent that most ofthe things described are onlythere to set the scene, since youcan't look at them moreclosely, examine them, oraffect them in any way.The words "You can't" be-come all too familiar, sincethey are the response to all butthe most obvious commands.The problems to overcomeare similarly straightforward,so once the requisite mundaneobjects have been collected it'sa short trek across the desert tothe gold mine, which inevitablyturns out to be your goal.By far the best things aboutGhost Town are the Graphics.The street plan is useful andclear, the pictures of rooms (all

Hybrid winsthe accolades
floors from atic to cellar forthe three parts of the key youneed to escape. On the wayyou'll meet •thousands ofnasties from witches andmonks to flying pumpkinswhich you can zap intraditional arcade style.Every room is displayedthree-dimensionally fromabove and many are furnishedlavishly. Transition from roomto room is smooth and instant.The illusion of frenziedmovement through a vast,labyrinthine building is utterlyconvincing.To enhance the adventureside of the game there are morepowerful enemies like Draculaand the mummy who must befought with special objectsfound scattered throughout thecastle.There are different coloured
two of them) are very attract-ively drawn, and the mazewhich forms the majorobstacle to finding gold isconvincingly depicted.The program defines its owncharacter set which is clearlydesigned and an improvementon Spectrum's. But the plotand descriptions are soordinary and the choice ofactions so limited that GhostTown would probably beboring for the experiencedadventurer and frustrating forthe novice. Overall, not a badgame, but certainly nothingspecial. DD

•;•.04, •
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keys to be picked up to opencoloured doors, and you mustconstantly replenish your foodsupply (graphically representedby a self-consuming roastchicken).You can also choose to bea serf, knight or wizard, whichaffects the routes you traveland weapons you use.When you finally die both anarcade-type score and anadventure success percentageare shown, so you can play thegame to favour either of thesegoals.With superb animation easycontrol of your actions (youdon't need six hands to use thecontrols), a huge area to ex-plore and all wrapped up witha great sense of humour for amodest E5.50, this game can berecommended withoutreservation. DDA bugworthfinding
Adventure Castle of RiddlesMicro BBC Price £11.50Format Cassette SupplierAcornsoft, 4A Market Hill,Cambridge.WHILE dusting out one of thedungeons I trod on a cassettewhich one of the dwarfs musthave dropped. On wiping offthe bat's blood I found it to beAcornsoft's Castle of Riddles.A quick look round revealedno traps so I picked it up andflew (which is a clever trick ifyou know how to), to mymicro. Kicking an inquisitiveminor demon out of the way Iloaded up and prepared to dobattle.The quest it appears is toenter the castle of a sorcerorwhich has been taken over byhis evil rival and then returnvyith the Ring of Power. Ifound myself outside the maingate of the castle with pathsleading off round the back.Nothing ventured I wentstraight in — wrong! Pickingmyself up I returned and
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finally entered the maincourtyard where surprise,surprise the Ring is easilyfound. I grabbed it — wrong!Needless to say this isanother great adventure fromthe Acornsoft stable. It hasgood atmosphere and a wealthof traps.The game has the additionalincentive of a large prize forthe first fearless hero to solvethe final mystery and I assumeit was for this reason that themany mazes have beenincluded. Personally I hatemazes but as these have novelsolutions I will forgive them.As the game has a continuousstory line I found it moreexciting than some of theearlier adventures from AcornFirst impressionsworth overcoming
A di,enture Invincible IslandMicro Spectrum 48K Price£5.95 Format CassetteSupplier Richard ShepherdSoftware, Elm House, 23-25Elmshott Lane, Cippenham,Slough, Berks.
MY FIRST impression of In-vincible Island was that it left alot to be desired.The tape took aninterminably long time to loadand the on-screen introductionwas formatted slowly with anannoying beep accompanyingthe arrival of each letter. But Ihave to admit that if I had leftit at that I might never have en-joyed this wonderfully com-pact adventure.The screen is split into twodistinct areas. The top third orso is for graphics where a dif-ferent picture is presented foreach location. This means that

• • •
• kNktr% q.

and some of the traps have anice touch of demonichumour.For those sneaky individualswho can't resist the impulse tocheat I'm afraid Acorn's chiefwizard has made this gamealmost "bomb, proof". Beingpretty sneaky myself I've spentsome time trying to wrest thesecrets from the code and I'mnot winning.Needless to say I, like theWishing Well bucket, am nowstuck in the mud beneath thecastle. I only hope some otheradventurer comes along soonto help get me out as I've anasty suspicion my lamp isgoing dim and that damn giantspider is still around heresomewhere. AM

there is little difficulty involvedin determining your currentwhereabouts during theadventure.The remainder of the screenis the scrolling-text window.Unlike other adventures of thistype there is no separatecommand area so your in-structions scroll up the screenalong with all the normal in-formation.Multiple commands are cat-ered for, and can be quite atimesaver. The packageincludes the usual SAVE andLOAD facilities.Basically, the scenario re-volves around a letter you havereceived informing you thatthere is a large amount oftreasure on this island to behad. But first you must findthe seven parchments of )(aro.The parchments can beexamined on-screen and reveala coded message as to thewhereabouts of the treasure.Your aim is to depart from theisland with the treasure, andyour life!This program is an ideal,frustrating introduction forfirst-time adventurers andposes some interestingproblems for the moreexperienced. It is, to my mind,good value for money andshould provide hours of enjoy-ment for all.All that remains is a finalword of warning: don't try tosail away in the boat until youknow where to go. SC

SUNSHINEThe bestbooks for theBBC Computer
.1%111"ics ttst 61f4 t*ff'P'1(414ralotwr.

Programming for EducationThe book, written by teachers, isaimed at showing younger childrenhow the various features of the BBCComputer can be used to their best
advantage. ISBN: 0 946408 106
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Please 'send meFunctional Fortha t E5.95each
Graphic Art for BBCI 1 at E5.95 each

Functional Forth
Boris Allan develops routines inAcorn soft Forth to demonstratea) how easy it is to write in Forthand b) that the programs are fastenough to dispense with the needfor machine code.
ISBN- 0 946408 04 1

Po9rattkrgn9
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Graphic ArtThe graphics in this book match thestyle and sophistication of the BBCcomputer and its Basic language.Boris Allan shows what can beachieved with Turtle graphics.
ISBN: 946408 08 4

DIY Robots and Sensors
Make your own joystick, robot, eye or whatever you like.The book gives you step-by-step instructions on how toconstruct a wealth of gadgetry for use with your BBCcomputer (Pub. 28th October). ISBN. 946408 130
Look out for the Sunshine range in W.H. Smith's,Boots, John Menzies, other leading retail chainsand through our national network of book shops andspecialist stores.Dealer Enquires: 01-437 4343

=NM MEIN MEN NEM IMMO MEM M I N N  M I M I  MEN

Programming for Educationat E5.95 eachDIY Robots & Sensorsat E6.95 each
I enclose cheque/postal order for E made payableto: Sunshine Books: 12/13 Little Newport St., London WC2R 31.D
Name
Address
Signature
min ••• mon Imo Imo 11== Elm ismil Imo imme NM MEIOr telephone Access Mastercard on 01 -437 434.3..
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oiAt to writeyour ownadventures
Andrew Pepper describes some of the techniquesprogrammers use when writing adventures

Deserted Ship

Ice Planet

Jungle Planet

Ancient/ Planet

Figure I: typical overall map of a space-type adventure
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Space Ship

Star Base

Lunar Dome

Black Hole

•Alien Battle Cruiser

ADVENTURE GAMES, or Role PlayingGames, have been available on mainframecomputers for many years, usually availableonly to a select few.Crowther and Woods' Adventure isprobably the most well-known fixedadventure (ie set in a fixed map). StarTrek,developed by Hewlett-Packard, is the bestknown random adventure with each mapdifferent, although developed within fixedconstraints.Recently, in the past three to four years,personal computers have begun to havestandard memories of reasonable size(16-64K). This has allowed adventureprograms to be written for the personalcomputer, producing a new generation ofadventure games and, because of the largemarket, setting new standards.Adventure programs are generally quitelarge because of the number of messagesassociated with them. This does not meanthat they are difficult to write: I normallywould expect to produce an adventure gamewithin a week. Most of the week beingspent in sheer typing. Adventureprogramming, like writing, is 10070inspiration, 9007o perspiration.You must first of all decide what kind ofadventure you wish to write. This is whereinspiration plays its major part. Normally,as far as I am concerned, I have the ideathen write the adventure. Sitting down andtrying to think of a subject does not seem towork for me. However, when choosingyour scene there are guidelines you shouldfollow.Adventure programs are generally usedas an escape. When playing one you canimagine yourself in command of aspaceship, travelling the universe at warpspeeds, or a mighty warrior, exploring amaze of magical passages in search oftreasures.You should remember that the programis an escape from reality. People are morelikely to enjoy a program which has Rlueke,the space knight, exploring the cosmosthan, say a program which involves, EricGroat exploring the NOrthern line.Adventures should be exciting, dangerousand unpredictable.Dreaming
From this premise the range of adventuresubjects should be limitless: "Any dreamyou want to have". In practice adventureprograms are very commonly set either inspace or in a cave system such as Star Trekand Adventure.
It is an advantage to know somethingabout the subject you are writing a programabout. Not that you have fought a dragonor flown the space shuttle, but if you have apassion for science fiction then a spaceadventure of some kind might be a goodone to start with. Whatever the caseresearch the stibject.Suppose you have decided to write aspace adventure of some kind (you may notknow what kind yet). If people are going tobe able to believe that they really are flyinga spaceship then you need to build up apicture of what the spaceship is like: how is



it propelled? Is hibernation required forflight? How large is it? Whatinstrumentation does it have? All thesequestions (and more) should have ananswer.As well as specific questions it isimportant to read around the subject; youdo not want to make a major technicalgaffe such as arming the spaceship withmachine guns. That is why it is anadvantage to write about something inwhich you are already interested.
Killing

There are two main types of adventure,fixed and random. Both have their owncharacteristics. Fixed adventures are socalled because they have a fixed map. Therooms in the adventure are always in thesame place and have the same contents.Adversaries who are met will be killed in thesame way. The enjoyment comes becausethere are usually a large number of ,rooms,typically aroud 100, which take time toexplore. There also are many problems thathave to be solved to get from one stage tothe next. These problems are usuallydesigned to drive people mad trying to solvethem.
, Random adventures are not completelyrandom. They have a fixed underlyingstructure. StarTrek is a good example. Thebasic idea is that you are captain of theEnterprise roaming the galaxy seeking anddestroying Klingons.The number of Klingons, stars andstarbases in each game is random, as is thepositions of the Klingons and the amountof energy required to kill them. On theother hand there is a fixed number ofquadrants in each game (normally 64 or100) containing a fixed number of sectors(64 or 100). Klingons are always bad news,you never play a game in which they don'ttry and shoot at you. The Enterprise alwayshas the same characteristics.Both adventure types have advantagesand disadvantages. Fixed adventures are aone-off game. Once you have explored thegame and found all the nooks and craniesthat's it. Bear in mind that, if you arewriting adventures to play yourself, you willknow all the answers when you are playing,making the whole thing quite boring.Random adventures can be playedendlessly. The only adventures I play whichI wrote are random. They are, in general,harder to write. They require carefulbalancing of several parameters to ensurethat each game is interesting to play. Whowould want to play StarTrek if there wereonly two Klingons a game?As this is intended to be an introductionto the techniques of adventureprogramming I will stick to the fixed-mapadventures. But I will describe how randomparameters in a fixed-map adventure cangive the best of both worlds.In principle the entire map 'should bedrawn and all the messages defined before asingle byte of program is written. Inpractise drawing the map in this way is verytedious.I usually work with the map at two levels:

the overall picture of the game and theindividual rooms.In a fixed adventure there are a numberof areas or sections. In a space adventure,for example, it is convenient to have eachplanet as an individual section. Eachsection is, in turn, divided into rooms. Theterm room has more than a literal sense. Itcould also be a cave, corridor or planet.The total number of rooms is fixed by theamount of memory you have available andhow efficiently that memory is used. Inormally have about 100 rooms in my 32KNewBrain, which uses ANSI 'standardBascic. If you have only a 16K machine orwant to draw pictures of each location thenyou will probably have to think about usingmachine code to get the efficiency ofstorage possible at that level.
Monster Found

Rat D e s e r t e d  Shia
Giant Alien Alien Battle CruiserAndroid

Armoured Ice Ice planetMonster

Plarthedon J6ng1e Planet

Guardian Star base

Objects F o u n d

Space Gun

Android arm

Earth Badoe

Ice axe

Space cookie

Steller Coln
Nay. Computer

Star Map

Zero orayitmachine

Space Ship

Deserted Ship

Star Base

Ice Planet

Star Dace

Lunar Base
Deserted Ship

Black H012

Alien Battle Cruiser

Effects

Figure 2: objects for the adventure, plus monsters to meet

I usually plan the overall map beforestarting to write the program. By this Imean that I know the types of incidents andsituations I envisage occuring in the gamebut I do not know have a precisedescription of the rooms involved.A typical overall map of a spaceadventure is shown in figure 1 Obviously Ido not draw each map out so neatly but I dokeep it on one piece of paper. If possibleyou should work on an A3 sheet. But anylarge sheet will do.The overall plan should indicate thename of each area. Notice that at this stageI have divided the adventure into around 10sections. This gives about 10 rooms persection.
You should decide what objects areexist in the adventure, and monsters
Dealt With

Ice Axe or Space Gun.
Destroyed by Plarthedonwhich also gets destroyed atsame time. Space Gun - noeffect.
Space gun at feet (thin icenotice gives clue). Ice axeonly found after killina Monster.

Fed with Space Cookie (Plarthedondescribed as hungry when first met).Plarthedon will follow you onlyto alien battle cruiser.
Show Earth Bade which proves fromEarth. Allows You onto base. Elsemust leave.

Melts ice. kills smallcreatures without armour.
Open emergency air lock onStar base without your armbeina chopped ofi!
Used by Nay. Computer,as indicationthat owner from Earth.

Used on Jungle Planet to makehandholds to climb tree. Or usedas weapon against small enemies.
Bought in Star Base Refectory.Can be eaten (lav owner) or fed toGiant Plarthedon met on iungleplanet to make friendly.
Required to buy Space Cookie.
Reouired to navigate to AncientPlanet.
Co-ordinates of Ancient Planet(different each run to stop cheats)required to navioate to AncientPlanet.

aWhen placed on obiect makes weiohtzero. Normally no effect on anythinobut gives access to ancient planets'cave system.

to
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Top of Ice Mountain

Cave Entrance,

SI, AN

Ice Planet Surface

Transporter Room

NE Back of cave (Ice Axe here).
You jump to.here after firing Space Gun. WayOut is melted.

Inside cave (Ice monster here).

Frozen Lake with "Thin Ice" sign.

Figure 3.• detailed description of the Ice Planet — a section of the overall 'nap shown in figure
< you are to meet. You should arrangethat all the objects are necessary to thegame. You should also note down anyeffects the objects have and what isrequired to deal with each monster. I saydeal with as you may not necessarily killthem. You may, for example, have amonster which you can tame. Figure 2shows an example of the type ofinformation you should write down.Next you should start work on detailed,room-by-room descriptions. There is noneed to go through the entire map at thisstage, although you can if you want to.These detailed descriptions should be

drawn on one piece of paper for eachsection.
Icing up

I don't usually bother to go down to aword-by-word description of each room.But I do give each room a unique name. Atthis point I decide what objects are going tobe in what room. Objects are usually ofthree types: ones you can get, ones youcan't get and ones you must fight. Youshould place the objects in logical places; ifyou land on a primeval planet you wouldn'texpect to find a spacesuit there, althoughyou might find a stone axe.

The connecting lines between rooms,indicating the route to be taken to get fromone room to another can be drawn now.You could keep it simple and allow betweenfour (North, East, South and West) and 10E, S, W, NE, NW, SE, SW, up anddown) routes. Figure 3 shows the detaileddescription of the Ice Planet; a section ofthe overall map shown in figure 1.After doing all this you should have anoverall map of the adventure, a list ofobjects and monsters and their effects,some notes on how the monsters are dealtwith and a partial detailed map of theadventure.



Doric Computer Services
Present

• A completely new cave layout,monster position and eventsequence generated for everygame.

• All monsters, articles andlocations depicted to a level ofdetail that pushes SPECTRUMgraphics to the limit.
"me closest yet to a trueanimated graphic adventure......excellent value for money."POPULAR COMPUTING WEEKLY.

••••••FOR THE48K SPECTRUM
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HiTru E
This month's selectionconcentrates on the Sinclairmachines — offering the firstpart of a new adventure fromKeith Parrock and an auto-repeat facility for the ZX81.Keith's Castaway adventureinvolves collecting 25 items torefit your boat, while avoidingtraps and solving problems.The program responds to 32words — including whatbecomes a deeply felt need,PRAY.J. Gallagher has a differentsolution to another type ofproblem — the lack of an auto-repeat facility on the ZX81. Hisprogram gives you just that.Next month we'll be featuringthe second and final part ofCastaway, along with tips forother micros — so keep onsending in your adventures andany program routines.

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,1213 Little Newport St, LondonWC2R 3LD

Auto repeatingon the
An auto repeat facility for the ZX81 from J. Gallagher in Kingsbury, LondonONE OF THE disadvantages of any sort of input on the ZX81 is the computer's lack of anauto repeat facility on its keys.This program gives you just that. It works by intercepting the display interrupt (called 50times a second) using interrupt mode 2. The routine is held at 7F20 onwards.If a key is held down for a short while (adjust this by poking 32566 with a value from oneto 255) then the routine continuously sets the debounce system variable to 0, making theoperating system think it has received a new keypress.Enter the hex loader followed by the hex code in the disassembled listing. Delete lines10-90 and then enter the second program. Run to save. To call the routine Randomise Usr32537.

7F017F027F17704-7F06
7F-f7i9
7FOD7F0F7F-1.1
•"'"".27.7."."g C

7FIR7Flr7FIE7F207F237F-1S
7F29
7F2D7F2E7F 3 17F 327F3S7F377F-977F3R7F367F3D

POP DELD E5C,7F19PUSt:IBCPUSH DELD R,1ELD I,RLD 1=1,DLLD B,F7DJNZ —2LO BC,1901IM IJP 38PUSH RFLD R,7ELD 1,RIMLD Ast.4025)CP FF*••R NZ-7LD Rj00LD (4021),POP RFRETLD R1(4021)INC RLD (4021),RCPRJR NC,2POP RFRETLD R,00LD (4027)

01 01ED 56 00=.=
3E 7F—ED 47ED r-IE3R 4 - 0FE FF'Do 07' '

L.  00--12 21 40FlCc43R 21 4-0:3C1-=1 21 40FE OFi30FlCTq3E 003227407F40 POP RF7F41 RET7F42 NOPHEX—LORDER1 REM ...*RT LER5T 58 DOTS.

FlCg00
▪ a

* a  i a  a  or •  otU  •  ta r  et a  a  a  ft c =  m  m e. tit a: le a  a  a  a
el a e  a  a  a  a  & WA •  ir a  U U U U U  a  et e  i t  a  a  a  a  15 &

10 POKE 18514,120 POKE 16515,12730 LET R=1651640 LET RS=$.'5SO IF R$=" THEN INPUT RS50 POKE R,15*CODE RS+CODE R$(21-47670 LET R=R4-180 LET R$=R$(3 TO Y90 GOT0'80.6 SAVE "REPEAT"10 FOR R=0 TO 6720 POKE 32511i-R,PEEK 16514-i-R)30 NEXT R40 POKE 16389,12550 NEWTO 5-TRRT ROUTINE TYPE3 3 7 RRND USO



A ZX Spectrum game from Keith Parrockin Middlesexin Castaway you are shipwrecked on aSouth Pacific island. Scattered around thisisland are 25 items needed to refit yourwrecked boat.on the island there are 105 locations,split into eight geographical sections.

;, —20303540
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Smncla
REM
adadmomZa&M&Im

REM
4- s t  T.,e740.-
'"&ar%.- Valhalogaidai i  U A W  Sae Oa, sma• = - %  •  •

•NE b nab - n a l '  le - m y - -or--Eno. ••••• • a n l ba a*6 LET c,zzi-iU'alit:ET cs=7100

50 PRINT-- GO 'LUZ
VPSo100110qi00oc)

EXT910 FOR920 RESTORE

POKE 3 9 I 6 aLET L=ILET mov=0GO SUB g00
45 REM

928 REM929 REM

IF = 0PR INT

obn
4•10

—s-,e&Mara- M M O S - U & I o

-r-Off WM-

vs: READ vc

•

1:47-• ••••-• , •11.4

4.1v;_-114161_,

10,4710vr-i-vn*20THEN GO TOute TO Scl

r castaway
The program understands and willrespond to the following words: TAKEDROP KILL INVENTORY SCORE CUTDIVE NORTH SEARCH RUN UNLOCKDIG EAT DRINK RUB SOUTH JUMPPUSH HIT SHOUT BREAK PRAYREAD EAST EXAMINE REVEAL UPDOWN HELP PULL CLIMB WEST.

LET v3awc7000: L
8 LET vr=14-60: LETET dr=18019 LET zt=125: LET cw=7: LET z=0: LET sc=0: LET res=0: LET rr=970010 RORDER 7: PAPER7 INK 0:

g

4-q TO oc: READ kaki)

50 POKE 23692,255: RESTORE 14-LREAD fit: PRINT "Sou find your11;m$: LET q$="Nearby there
t GO SUB 2000

OIM o(

•••••=„ =•• LT% ••••M 7:41,•••••:F.-1 rw.g. :r =

9$0 LET dd=O: LET b e :  LET 1u=0: LET gu=0: LET 1a=0: LET e$="on a stretch o f  beach, some wastFroD your wreckage.  The Lastfewremainingpossessions are ony jUSt in  V i E W . . . " :  IET p$="in a jungLe. Lush plants and trees tower overwou. The vegetationis so dense here as to maKe progreSS very S t o w. . . " :  LET k$="in an inner chamber of the tempIe. There is  no light save fromyour fLare...": LET c$_="in caveat s e a  Level. You splash throQgh isoLated pools of water • while st i l t_ more drops from the✓nof onto vour head...": LET="in part of thecaves where so/1d rock surroundswou.940 RETURN
999 REM

1000 INPUT "low what? "';s$: I FLE N s$=0 THEN GO TO 10001001 IF s$="save" THEN GO TO 99951005 MF s$="quit" THEN GO TO 99S;01005 IF s$="help" THEN GO TO 990
1007 IF s$="took" OR s$="view"HEN GO TO 50

1008 IF s$="cLimb" OR s$="run" CR s$="shout" OR s$="putL" OR S$27"Search" OR s$="hit" THEN GO TO99201009 LET mov=mov+11010 LET a$="": LET n$=""1020 LET x=0: FOR 1=1 TO LEN s$1030 LET 1$=s$(i TO i )1050 IF 1$=" 1 AND x=1. THEN LETi=LEN s$: GO TO 10801051 IF i$=• "  THEN LET x=1: GOTO 10801060 IF x=0 THEN LET aSi=a$4-1$1070__IF x=4._ THEN LET n$2:tn$.-1-i$1 0150- NEXT 4: LET 044Potoitg- LA-77-741104110r: LET d=vs-1-1: GO sus Lase1090 IF vn=la THEN PRINT "Sorry,but I  don't unders t arrePA G O  T0 10001100 LET v$=14$: RETURN1200 LET vn=01210 RESTORE d1220 FOR i=1 TO C: READ m4i: LETx=LEN ft$: IF  xl.LEN le$ THEN LET x=LEN w$1240 IF w$( TO x)=m$( TO x) TKEtsiLET Vr1=1: LET y$=m$: LET i=c1250 NEXT i: RETURN1300 IF n$="" THEN co TO 13111301 LET w$=n$: LET c=0c: LET d=osi-1: GO SUET 1200: IF vn=0- THEN1:30 TO 13111310 GO TO tr1311 PRINT "I'm not sure what gou mean": GO TO fa
1450 REM1451 REM1462 REM
1500: LET1520 LET1540 LET1550 LET1580 LET150o LET d=61501 PRINT : REm$: FOR 1=1 TO
1602 IF n1=0 THnot go that way1603 RESTORE 511
1604 READ s1505 GO SUBTO 16111610 IF oil)TO tr1511 PRINTfr o fh
1519 REM

d=1:d=2:d=3:d=4:d=5:

There are many traps and problems tosolve and an interesting ending.Part completed adventures can be savedon tape and restored later.Keith has drawn a fully detailed map ofthe adventure, which can be obtained bysending a stamped addressed envelope tothis magazine (second part next month).
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GO TOGO TO drGO TO di-GO TO drGO TO dr

:

5TORE 1+Is: READd: READ nl: NEXT

IF

EN PRINT "You can": GO TO fa+LS: READ r$ 'S / Sr 01

THEN GC
=0 THEN LET L=nL: GO

"Something stops youproceeding": GO TO I

1520 G0 SUB 3øQ I F  f=0 THEN RETURN1521 IF oEvrn<>1 THEN PRINT " I t r. not here": GO TO fa1622 RESTORE oz+vn: READ I F  s<0 THEN GO TO ct1624 READ s1626 READ s1626 GO SUB cs+s: IF  f=0 THEN GOTO ct1530 IF cw<>0 THEN LET cw=cw-1:LET 0(vn)=0:  PRINT "Okag, you ha
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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 is normally available from stock, and orders are despatched byreturn. If, for any reason we are unable to fulfil 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 1UY(0223) 312453
MOVISOFT OPERATING SYSTEM UNDER LICENCE.

Post to:- LEGEND (UK Mall Order) FREEPOST1 Milton Road, Cambridge CB4 1 UYPlease send me Copy/copies ofVALHALLA for the 48K Spectrum. dirqsAvI enclose cheque/P.O. for E(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 2



ve i t " :  RETURN1631 PRINT "You are carrqing toomuch": GO TO fa
1639 REM
1640 GO SUB 1300: I F  f=0 THEN RETURN1541 IF oivn)<>0 THEN PRINT "Youare not carrying it":  GO TO fa1542 RESTORE oz-t-vn: READ s154.3 PRINT "Okay/ i t ' s  dropped":LET o(vn3=1: I F  1=1 AND s<>0 ThEN LET sc=sc-i-s: LET otvn)=-1: PRINT '"That's a ,piece of equipmentowards your refit!"'1544 LET cw=cw+1: IF  -tc=250 THENfa0 TO 99,-30164.5 RETURN
1659 REM
1550 GO SUB 13OG IFf = 0  THEN RETURN1561 LET t$=y$: LET- mn=vn: RESTORE 0Z+Vn: READ s,ms: I F  s>=0 THEN GO TO ct1662 LET s=0: INPUT "B4 what means? ";w$: I F  bi*=" THEN GO TO 16701663 LET c=oc: LET d=osq-1: GO 5U8 1200: I F  vn=0 THEN GO TO 1.6621554 IF 0fivitnY<>0 THEN GO TO 15521665 RESTORE ori-vn: READ s.tS: I F5=0 THEN GO TO 16521§q1L,Paxisrr LET s.=,s**t.L,„i-RND•Eme 71-1Ekt GO- TO 11579--1671 IF s >ms -FRNDiFILS- rti-Ep4 ao TO 16781672 PRINT "The ";t$;” fights- back."•"You beclin to feet. weaker-a.
1673 LET st=st-RND*5: GO TO tr1578 PRINT "You have kiLLed thePRINT "The body vanishes from sight!": LET o(mn)=-1: GO TOtr1679 PRINT The ";tS,7" ):t-da.s Ailled you!": GO TO r r1680 LET 11=L: LET 1=0: LET q$="You are carrying:": GO 5U6 2000:LET (=11: GO TO t r
1699 REM
1703 PPINT "Srore

1 / 1 4 1 : ° . S i % t :

1 .71 I ea,--- REM @MWMWMMWMMW---
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I• ret t

--t 7fDa GO c--Im F = . 0  THEN RE_3_
T U R N1721 IF vn(;IS OR L'271(0 THEN G
1722 LET oil4)=o(vn): LET o(vn)=-1: PRINT '"SaiL canvas fails From the tree,": RETURN
1739 REM laREAMMEMEMS-
1740 IF L<>1.0 AND L.).Ser THEN GOTO ct1741 IF 1=10 AND 0(3)<>0 THEN PRTNT '"You have not the equipmentWith you for diving. You cannothoLd your breath and you drown!!": GO TO rr1742 IF 1=10 THEN LET L=58: GO T0 tr1743 LET 1=10: GO TO t r
1759 REM IMPOIRIBIMMIENBAI
1760 GO SUB 1300: I F  f=0 THEN RETURN1761 IF 1=13 AND of4.)=0 THEN LETo(20)=-1: LET o121)=L: LET Lu=1: RETURN1754 GO TO ct

1779 REM
1780 IF o(16)(>0 OR 1(4 OR 1>9 THEN GO TO ct1781 PRINT '"You have found ";1782 IF 1=9 AND 0(4)=-1 THEN LETo(4)=1: PRINT "something"'"interesting!": GO TO t r1783 PRINT "nothinq at alL"- GOTO tr
1799 M=14

1800 GO SUB 1300: I F  1=0 THEN RFTURN
1801 RESTORE R E R D  ss1js11802 IF s<0 THEN GO TO ct1803 GO SUB cs-t-sl: IF 1=0 THEN G0 TO ct1504 PRINT "Than.  I  was qettin9 peckish": LET o(vn)=-1: RETURN
1819 REM

1839 REN

WIRESIEMINEEINI

R93.5 Ce T •
1820 GO SUB 1300: I F  f=0 THEN ReTURN1821 IF 1<>48 OR vn<>7 THEN GO T0 18301822 PRINT '• "A bridge appearS before your eyes across the chasm": LET 0(15)=1: LET be=/: GO T0 t r2830 PRINT "Nothing happens": GOTO ga

• • • t t e•••• 'A.v• •
1340 IF 1=48 OR L-50 THEN PRINT"Oh dear t h e  f a l l  has brokenyour neck. I t  was- no time to tryout your new wings": GO TO rr1841 GO TO 1830
1859•REM REu-

GO SUB 1300 : IF (  =0 THEN RETURN1861 IF vn<>I7 THEN GO TO ct1882 PRINT '"DeLiciaust But I  would reaLLy p r e f e r  Captain Morgans": LET 0(18)=13(vn): LET otvn)m7-1: RETURN
1880 RETI MMEMMEMMEMENt
1881 IF 1<>25 THEN PRINT "Nothinci moves": GO TO fa1882 IF 1=25 AND o(23)=1. THEN PFINT °"The door is atready open":GO TO fa1883 IF 1=25 THEN LET o (22) =-1:LET o(23)=I: LET gu=1: PRINTThe heavy door slowly opens": GCTO tr
1899 REM rve-

1900 IF o (57) =0 FIND L >68 THEN PPUNT "Uarida1Ism iS the Lowest f  orm of animaL Life": GO -TO f a1901 IF o (57) < >0 THEN GO TO ct1902 IF -=68 AND o (57)=0 THEN LET 0(46)=-1: LET o(50)=1: LET 0(492i=1: LET o(4-7)=1: LET 1a=1: PRINT '"The Lock is  broKen and faLL5 a p a r t " :  RETURN
1919 REM
1920 IF 1<>71 THEN PRINT "This i• not the place for i t":  GO TO f
1921 IF 1=71 AND dd::0 THEN LET o(48)=1: LET dd=1: PRINT "Your prayers have been answersd": GO TCtr1922 IF 1=71 AND dd=1 THEN GO TCct
1939 REM

=Onl• •  Iplam• 4"

1112ME11111EIRMINNIAI
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The chart-hittingMad Martha

*  FOR 48K SPECTRUM
Marvellous adventure, really dotty...a refreshing change from some of thedoomiaden programs encounterednowadays a game where you won'tget to the next stage without solvingthe present conundrum.Popular Computing WeeklyRING FOR DETAILS OF OTHER GREAT GAMES IN THE MIKRO —

Available from retail outlets or direct from:MIKRO-GEN, 1 Devonshire Cottages, London Rd, Bracknell RG12 2TQ

A game to invest in funny, genuinelyoriginal, and the graphics are greathit the key to begin, the Spectrumplays a real Hollywood-style movietheme tune, and the hunt is on!Personal Computer News

Tread The Path of Adventure with ...... GILSOFT

Try to rea-ithe pnik-em from the cd!k bu imre boobv!rapt; and vampire6! A6nppine, adventure for the 48K 6pectrum.

THE QUILL

Poor little Henry is the hen-pecked heroof this domestic tale. One night Henrycan take no .more. He steals his wagesfrom his wife's purse, and sneaks out ofthe house being careful not to wakethe baby or trip over the cat, and headsfor the bright lights to have some fun.Trouble is he runs out of money. His onlyway to raise some cash is to gamble hisfew remaining pounds on the spinningwheel of the roulette table.Just as Henry is getting in to his eveningat the tables his wife — Mad Martha —has noticed his absence. Realising Henryhas absconded with the housekeepingshe sets out after him with an axe.Guess what part you play in this happytale? That's right, you're Henry. Watchout for that axe:

FOR THE 48K SPECTRUM

1 / THE QUILL1F1114.95

THEQUILL is a major new utility written in machine code which allows even the noviceprogrammer to produce high-speed machine code adventures of superior quality tomany availahle ,tt the moment without any itnowledge of machine code what-soever. Using a menu selection system you may create well over 200  locations, clescrthethem and connect routes ketween them. You may then till them with ohjects andproblems of your choice. Having tested your adventure you may alter and experimentwith any section with de greatest of ease A part formed adventure may Le saved totape for later completion. When you have done so THE QUI" will allow you toproduce a copy of your adventurerun independently of the e ma.nwhich will ; d leditor, so that you may give copies away to your friends.THE QUILL is provided with a detailed tutorial manual which covers every aspect ofits use in writing adventures. For the 48K Spectrum

And now—Mad Martha II
Time for the annual holiday and Marthadecides to visit her half-cousin Manuel,who is a waiter in a plush hotel inBarcelona.One afternoon, Martha sets out on abus tour with her son, young Arbuthnot,leaving orders for Manuel to keep an eyeon Henry. Unbeknown to Martha, craftyHenry has a Spanish pen-pal, and hasplanned a secret rendezvous. Henryleaves the hotel, brimming with enthu-siasm and Manuel (who is totally wacky:)is hot on his trail. The adventure takesus through the thrills and spills of amadcap chase, taking in amongst otherdelights, a bull fight in which poorHenry is forced to play the leading role.Guaranteed laughs and fun for all thefamily:ONLY E6295
*Full adventure format—accepts multiple commands at one entry, in plain English* Witty, intelligent replies to commands * Skill level select for beginners* Every location in full screen, high-res, colour graphics* Three exciting arcade-type games as an integral part of the adventure* Full help facility and save game commandGEN RANGE.

I III1* OR PHONE YOUR ACCESS/VISA NUMBER: (0344)27317 (gam-6pm)4411111

Post & Packing 40p

4147,,,,,NPerloV DIAMOND WAIL   0.95
V  n

lgNECOM 16 SiNcliVE diAMONd *FIER A dARiNg RobbERv. FIRST VOUMIA! OVERCOME MA O pRoblf ms IN A thy NOT Wi4i dANE4ER ANd
iNtRiqu. Ms is OUR IMES! idVEINILRE FOR 411 48K SpECTRI,M.

•

GILSOFT
30 Hawthorn RoadBarrySouth GlamorganCF6 8LE12(0446) 736369

presents *TWOgreat gamesfrom SaturnDevelopments

TIMELINE TASKS   [5 9 5
A superb 16K adventure in which you must locate yourtime machine to return to the present. Plus a collectionof mind stimulating puzzles.

Our Software is no14,' available from many computer shopsnationwide, or direct from us by post or telephone.
SAE for full details of our range.

Dealer enquires welcome.
Credit Card Order line
Personally manned for 24 hourslit0222 41361 Ext430AccesskEURO._ AYCARD

VISA
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Avd-micron
U \ — /

1940 IF L=32 THEN PRINT ,tt 1THW,E WHICH HAVE VIOLATED THE 'NNER SRNCTURRY 5H3LL PERISH'": Goa1941 IF 1=71 THEN PRINT "The inscription curved on the b l o c kis in the form of one w o r d  only -  'PRRYJ": GO TO fa.1,42 IF L=41 THEN PRINT "Thereare figures and strange markinQs etched into the rocK whichroughly translated mean ' I F  YOU GO INTO THESE CRVES REMEM5ER RLRDDIN AND HIS LAMP‘": GO T0 fa1943 IF L=11 THEN PRINT JGRERT SPIRIT RID US OF THE T E R RIBLE EVIL UHICH LIVES W I T HIN OUR TEMPLE T h e r eis more but the paper is o l d  and too worn to reads": GO TO fa1944 IF 1=59 THEN PRINT "  YOUHRVE FRLLEN INTO THE SRME TRRPRS MRNY BEFORE YOU. THE ONLYWRY OUT IS UP": GO TO fa1945 IF 1=3S THEN PRINT '14 'HUMRN SRCRIFICE TO THE GRERT SUN-GOD": GO TO fa1946 GO TO ct195g REm SAMERROAMMEOWEOW
1980 IF 1=11 THEN PRINT '"On closer inspection you see a note attached to the inside of t h e  canoe, in front •of the seat.": GOTO fa1961 IF L=71 OR L=4I OR L=32 OR1=35 OR L=59 THEN PRINT 1"Thereseems to be some form of inscr ipins*G O  TO fa1962 GO TO ct1979 REM MAIROMMORMOMMOW
1950 IF L<>58 FEND- T H E N  coTo 183o1981 PRINT '"You find somethingyou hadn't not iced before"1982 IF 1=88 THEN LET o(51.1=L1983 IF L=50 THEN LET • 0(34)7=11984 GO TO tr1g4a0 REM MEMEMEMMEMEMW
1997 PRINT "You cannot de- that1998 LET f=0: RETURN1999 LET f=1: RETURN2000 LET x=0 PRINT q$2010 RESTORE os41: rOR 1=1 TO oc: RERD m$2020 IF l<>o(i) THEN GO TO a0302021 LET x=1: PRINT;2022 LET z$=a$(1-1-0 I ) :  Mk z$="a" OR z$="es OR z$="1" OROR z$=.1u" THEN PRINT "n";2024 PRINT " ";m$2030 NEXT i2040 IF x=0 THEN PRINT " nothing;i2050 RETURN
6999 REM
70007001 DRTR 25DRTR "north"1"south""west"/"Llp","down"7002 DRTR "take""drop"inventory ' score"7003 DRTR "cut""dive""dig"7004 DRTR
7005 DRTR"read"7006 DRTR
709770987099
71007101710271037104

REMRErlREM

MEN2211111Millinta

"eat"‘"rub".,"
"pisstt
"examine"

a
GO TO trGO TO fa4-1uGO TO fa-t-guGO TO fa-i-beGO TO fa4p(o(3)=0)

,"east"

unlock"
jump".raldr

,"reveat."
SSTIIILtem.aviSor

•11•••••
wog omega

lolomma

•ENIM• •••••., ••••• ••••••••

7105 GO TORattlesnake7106 GO TOirate7107 GO TONative7108 GO TOGoriLla7109 GO TOCrocodile7110 GO TODiplodocus7111 GO TO,Jampire bat7112 GO TO7113 GO TO7114 GO TOPteranodon7115 GO TOLizard7116 GO TO

7998 REM7999 REM

fa.f(o
fa4-(o
fa+ to
fa-f-(o
fa4-(o
fa-f-to
fa+(o
fai-(ofa+ (o

(11) =-1) :
(12) =-1)
( 103=-1):
(26)=-1):
(29)=-11:
(35)=-1):
(25) =-1)
(41)(443(55)

fa+ to (53) = :
fa+ (o (22) = -I)

714.9 REM NOLEMENNEMMOWEI
7150 IF 0(17)<>0 THEN GO TO tr7151 LET o(17)=-1: LET 0(12)=-1:PRINT* '"Rs you enter the piratewhips t h e  rum from your handand runs away towards the direction of t h e  beach..": GO TO t r7160 PRINT Yo u  have been ki11ed by the Incaspirits!": GO TO rrMMI111111111111111
8000 DRTR 57e1J15#57-12118-1J10058,27,30A42,32-1-1,45,.16-1,26013-1025/-1,22,3802112•38,51#57/343#27'51)-1)1041)5757025All/42/44/59/59284068,-1J-1,-10-1,-1i52,52,729595.,438001•DATR "fLare"8002 DATA "machete"8003 DRTR "air tank"3004 DRTA "key"8005 DRTR "anchor"8006 DRTR "foghorn"5007 DATA "Lantern"5005 DRTR "rudder"8009 DATA "compass"
5010 DATR 'nativeull DRTR "ratttexnalm8012 1:41.714L'013 DATA -inca spirit"5014 DRTR "canvas"aels DRTP "bridge spanning the chasm"8016 DRTR "spade"5017 DRTR "rum bottLe"5018 DRTR "empty bottle"5019 DRTA "vine hanging from thetree"5020 DRTR "cane door"8021 DRTR "open door"8022 DRTR "stone door"8023 DRTR "door open wide"$024 DRTR "cross"3025 DATA "vampire bat"5026 DTI "gorilla"8027 DRTR "blowpipe"S028 DRTR "tiller"5029 DRTR "crOcadiLe'3030 DRTR "cut1ass"5031 DATA "chain"8032 DRTR "jib"8033 DATA "genoa"3034 DATA "pulley"8035 DATR "diptodocus5036 DRTR "table"CO37 DRTR "chart"3033 DATR "knife"3 9  DRTR -canoe"8040 DRTR "sextant8041 DATA "rope"5042 DRTR "halyard"8043 DATA "transmitter"a044 DRTR "bucket"5045 DRTR "telescope"5048 DRTA "chest"8047 DRTR "open chest5045 DRTR "dinghy"8049 DRTR "pump"5050 DRTR "wetsuit"5051 DRTR "staysail"

IS

=0)=0)=-1):

tis

REM
REM
REM
REM
REM
REM
REM

REM
REM
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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 WC211 3LD
/COMPANY
Abacus716 Llangyfelech RdTreboechSwanseaAbbexTavistock House34-36 Bromham RdBedfordAbersoft7 Maes AfallenBow SrDyfedAbrascoThe Grange BarnPike's EndEast coreNliddxAcornsoft4A Market HillCambridge
Addictive GamesAlbert HouseAlbert RdBournemouthAdventure Internationalc/o Calisto Computers119 John Bright StBirmingham

AM' Software830 Hyde RoadManchester

Algray SoftwareAhed HouseDewsbury RdOsset tWakefieldAnalog Softwarec/o MapsoftUnit AOak Rd SouthHadleighBen fleetEssexAnirog Computers8 The High StHoneySurreyArtie

CAME PRICE MICRO
Into the Labyrinth
Domain
Faust's Folly

Adventure IAdventure I
Pirate

Philosopher's QuestCastle of RiddlesSphinx AdventureCountdown to DoomKingdom of HamilFootball ManagerFootball Manager
Scott AdamsAdvent ures:Advent ureland, PirateAdventure, MissionImpossible, VoodooCastle, The Count,Strange Odyssey,Mystery Fun House,Pyramid of Doom,Ghost Town, SavageIsland Parts I and 11,Golden VoyageGalactic EmpireGalactic TraderTreasure QuestTriadCurse of CrowleyManorDeath SatelliteZodiacPharaoh's TombTower of AltosDeadwoodFortress of EvilLabyrinth of FearDouble Agent
Analog Adventure

DraculaPharaoh's TombZok's KingdomThe DungeonPlanet of DeathPlanet of Death

(5.99
(4.95
(5.95

(5.95(6.95
(8.50

(9.95(9.95(9.95(9.95(9.95(5.95(6.95
(16.99each oncas-sette,(28.95on disk

(5.95(5.95E5.95€5.95(5.95(6.95

Dragon 32,Vic 20Spectrum
Spectrum

ZX81Spectrum 48K
Dragon 32

BBC BBBC BBBC BBBC BBBC BZX81Spectrum 48K
Atari E (only thefirst twoadventures areon disk)

(14.95 Atari E(14.50 Atari E(10.95 Atari E(25.49 Atari F,£17.95 Atari E
(6.90 Atom, Uric£6.90 Atom, Ode€7.99 BBC(6.90 BBC(6.90 Dragon 320.95 Colour Genie(8.95 Colour Genie€12.95 Colour Genie
E16.95 Atari E + drives

Vic 20 EVic 20 EVic 20 EVic 20 EZ,X81Spectrum 48K

/COMPANY
Artie (Contd)Main StBrandesburtonDriffieldYorks

Assassin Software10 Ash RdLeeds 6AtariAtari HouseRailway TerraceSloughBerksAudiogenicPO Box 88ReadingBerksAutomata27 Highland RdPortsmouthHantsAvalon Hill650 High RdLondon N12

Bamby Software1,everburghIsle of Harris

Bug-Byte SoftwareMulberry HouseCanning Placel_iverpool

CAME
Inca CurseInca Curse,Ship of DoomShip of DoomEspionage IslandEspionage IslandGolden AppleUsurperKrago Castle
Energy CzarKingdomET

Tomb of DrewanBossGrand Master
Pimania
Grouch°B1 Bomber

LegionnaireVC
Nukewar
North AtlanticConvoy Raider
Midway Campaign
Tanktics

Dnieper River Line
Close Assault

Paris in DanagerTelengard

(IFS Sorceress

Empire of Overmind
Lords of Karma

Fredericksburg
Tactical ArmourCommandGalaxyVoyager I
Andromeda ConquestControllerPlanet MinersScramGolden ApplesPlanetary TraderSurpriseAlien OdysseyScanner 13Mystery ManorAlone at SeaNodrug's QuestUndergroundAdventureThe CastleDictatorDratonquestDamsel and the BeastAdventureOld Father Time

PRICE MICRO
(5.95(6.95(5.95(6.95(5.95(6.95(6.95€6.00€6.00
(14.99(14.99(29.99

ZX81Spectrum 481<ZX81Spectrum 48KZX81Spectrum 48KSpectrum 48KSpectrumSpectrum
Atari EAtari EAtari

(12.95 Vic 20 E(14.95 Vic 20 EE17.95 Vic 20 E,CBM 64(10.00 Spectrum 481<,ZX81, BBC B,Dragon 32(10.00 Spectrum 48K(11.95 Atari, TRS80 Iand III, CBM 64,Pet(25.95 Atari, Apple 11(14.95 Atari E, Apple II+ drives, TRS80I and 11(11.95 Atari, Apple 11,TRS80 I and 111.CBM 64, Pet(11.95 Atari, Apple 11,TRS80 I and 111,CBM 64E11.95 Atari E, Apple11, TRS80 I andIII, CBM 64, Pet(17.45 Atari E, Apple11, TRS80 I andIII, Pet(18.95 Atari E, AppleIRS80 I andIII, PetE21.95 Atari E, Apple11, TRS80 I and111(25.95 Atari + drives(17.45 Atari E, Apple II+ drives, TRS80I and Ill, CBM64, Pet(21.95 Atari E, AppleII, TRS80 I andIll(21.95 Atari E, AppleII, TRS80 I andIll
(14.95 Atari E, AppleII, TRS80 I andIII(25.95 TRS80 1 and+ drives€28.95 Apple II +drives€14.95 Atari E(14.95 Atari E,Commodore Pet,IBM PC(13.45 Atari(18.95 Atari(11.96 Atari E€19.99 Atari(5.95 Dragon 32(5.95 Dragon 32(8.95 Dragon 32(9.95 Dragon 32€8.45 Dragon 32(6.50 Spectrum 48K€6.50 T199/4A€8.45 TI99/4A€8.45 T199/4A
(6.95 Spectrum, Ode(9.00 ZX81(11.50 BBC(6.50 ZX81(5.95 7,X81C9.50 BBC B
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SCR ADVENTURES
presentCASTLE BLACKSTAR

A medieval fantasy for the Spectrum 48K.The first of the ARTEM IS quests.
SCR Adventures has been set up to supply high quality adven-ture programs to the personal computer market. Written bydedicated adventure players they aim to provide a real challengeto the expert whilst still rewarding the efforts of the novice.

CASTLE BLACKSTAR FEATURES-fast machine code based program-save game and restart facilities-large vocabulary-over 200 seperate locations-sophisticated data compression to make full use ofthe Spectrum memory-full of ticks, traps and puzzlesWILL YOU BE ABLE TO-steal from the witch?-cross the lake?-leave the chapel alive?-fly?PERHAPS YOU MAY LIVE TO ATTAIN YOUR GOAL

YOU WILL NOT BE DISAPPOINTED BY THE ARTEMISQUESTS

DEALER ENQUIRIESWELCOME!

CASTLE BLACKSTARPlease send me copies of CastleBlackstar at E8.95 eachMake cheques/P.0's payable toSCR Adventures.
NAME
ADDRESS

Send this coupon to:—Dept MA1,SCR Adventures,190, Shelbourne Rd.,Tottenham,London, N17 9YE3.

AO"--

LOOK OUT FOR THE SUNSHINE RANGE INW.H. SMITH'S, BOOTS, JOHN MENZIES,OTHER LEADING RETAIL CHAINS ANDTHROUGH OUR NATIONAL NETWORK OFBOOK SHOPS AND SPECIALIST STORES.
DEALER ENQUIRIES: 01-437 4343
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SUNSHINEMastercode Assemblerfor the Commodore 64
•

Full Commodore 64 Assembler/ DisassemblerOnly E14.95 inc VAT
Mastercode is a substantial and complex program, providing a hostof features of use to anyone interested in machine codeprogramming on the Commodore 64.Despite its complexity Mastercode is designed with the user in mindand is far easier to use than many assemblersidisassemblers.Mastercode features:• Machine code monitor• File Editor• Disassembler• Assembler

r -  S I M  MIN MEM IMMI M E I  SE= MIMI IMMOI Please send me Commodore 64 Mastercode Assembler@ £14.95 inc VAT. I enclose cheque/postal order for madepayable to Sunshine: 12/13 Little Newport Street, London WC2ROr telephone your order through Access/Mastercard on 01-437 4343
Name

11•111 111 EMI • = 1 1 1  M E I  EMIII Ml= 1111 MEE O M E N  EN= J

Address

Signature



/COMPANYBuntasoft Kraal's Kingdom€4.95Vic 20 E149 MOnks WalkBuntingfordHertsCarnell SoftwareNorth WeylandsVolcanic Dungeon€5.007_,X81, Spectrum,Dragon 32Industrial EstateBlack Crystal (7.50 Z,X81, SpectrumMosley Rd VVumpus Adventure€5•00ZX8IHersham The Crypt €4.95Spectrum 48KSurreyCCS Corn Cropper €5.00ZX8I, Spectrum14 Langton WayI,ondon SE3 Corn Cropper (6.00 Spectrum 48K,BBCAuto Chef (6.00 Spectrum 48KPrint Shop £6.00Spectrum 48KAirline €6.00Laser, Spectrum48KAirline €6.95OricDallas f5•00 Laser, Spectrum,BBCDallas (6.95 OricCamelot €5.00Spectrum, ZX81,LaserSmuggler £5.00Spectrum, ZX81,LaserPlunder (5.00 Spectrum, ZX81,LaserBritish Lowland (5.00 Spectrum, ZX8I,LaserBy €5.00Spectrum, 7,X81,LaserGangsters (5.00 Spectrum, 7,X81,LaserAbyss €5.00Spectrum, 7,X81,LaserChalksoft37 Willowslea Rdlnkosi (6.95 BBC, Spectrum,Vic 20Nort hwickWorcesterChameleon Softwarec/o Calisto ComputersStone of Sisyphus£27.99Atari plus drives
119 John Bright StBirminghamChannel 8 The Golden Baton0.95 Atari E, CBM 6451 Fishergate The Time MachineE9.95Atari E, CBM MPreston - Arrow of Death IE9.95Atari E, CBM 641,ancashire Arrow of Death 2£9.95Atari E, CBM MEscape from Pulsar 7£9.95Atari E, CBM 64Circus £9.95Atari E, CBM MFeasibility Experiment0.95 Atari E, CBM 64The Wizard Akyrz£9.95Atari E, CBM MPerseus and €9.95Atari E, cBry! 64AndromedaTen Little Indians€9.95Atari E, CBM 64Commodore Adventureland 0.99 Vic 20675 Ajax AvenueThe Count (9.99 Vic 20Slough Mission Impossible(9.99 Vic 20Berks Pirate Cove 0.99 Vic 20Voodoo Castle €9.99Vic 20Strategic Advance€4.99Vic 20 EHigh Flyer 04.95CBM 64 +drivesCompusense Pirates Ahoy 0.95 Dragon 32286D Green lanesPO Box 169Palmers GreenLondon N13Computer RentalsRescue (5.95 Spectrum 48K140 Whitechapel RdKeys of Roth (6.95 Dragon 32London El Stargazer's Secrets(5.95 Spectrum 48KWoods of Winter(5.95 Spectrum 48KThe Incredible €5.95Spectrum 48KAdventureCosmic/o ,CentreSoft HouseForbidden Forest(9.95 CBM 64
Unit 16Bloomfield RdTiptonWest MidlandsCP Software Colossal Caves(6.95 Spectrum 48K17 Orchard LaneGolfing World €5.95Spectrum 48KPrestwoodBucks
Crystal Computing,Dungeon Master€7.50Spectrum 48K2 Ashton Way Halls of the Things(7.50 Spectrum 48KEast HerringtonMerchant of Venus€5.50ZX8ISunderland The Island €7.50ZX81Crystal Computingc/o Soft MachineInvasion of the BodySnatchers €7.50
Station Crescent

GAME PRICE MICRO7 /COMPANY
Crystal Computing (Contd)BlackheathLondonDatasoftc/o CentreSoft HouseBloomfield RdTiptonWest MidlandsDigital Fantasia24 Norbreck RdBlackpoolLanes*

DK TroniesUnit 6Shire HillIndustrial EstateSaffron WaldenEssexDragon DataKenfig IndustrialEstateMargamPt TalbotWest Glamorgan

Dungeon SoftwareMilton HouseSt John StAshbourneDerbyshireEducational Softwarec/o MapsoftUnit AOak Rd SouthHadleighBen fleetEssexEighth Day Software18 FlaxhillMoretonWirralMerseysideEnglish Softwarec/o CentreSoft HouseUnit 16Bloomfield RdTiptonWest MidlandsEpyxc/o CentreSoft HouseUnit 16Bloomfield RdTiptonWest Midlands

Epyxc/o MapsoftUnit AOak Rd SouthHadleighBen fleetEssex

GAME

O'Riley's Mine

The Wizard of Akyrz €9.95
Perseus andAndromedaTen Little Indians
Arrow of Death I
Arrow of Death 2
The Golden Baton
Time Machine
Circus
Feasibility Experiment
Escape from Pulsar 7
DictatorDictator

o
Calisto IslandDragon MountainMadness and theMinotaurQuestBlack SanctumEl DiableroMansion of DoomPoseidon AdventureFinal CountdownStalag/EnoThe Crystal Chalice ofQuorumThe Temple of ZorenTreasure TombeGiant's CastleThe Adventures ofProto

Dark Lore

Escape from Perilous

Temple of ApshaiUpper Reaches ofApshaiCurse of RaCrush Crumble ChompGateway to Apshai
Sword of FargoalDatestones of RynInvasion OrionRescue at RigelStar WarriorCrush, Crumble andChompTemple of Apshai 1Upper Reaches (ifApshai 2Curse of Ra 3Crypt of the UndeadDragon's EyeKing Arthur's HeirThe Nightmare

PRICE MICRO

E21.95 Atari

BBC B,Spectrum 48K0.95 BBC B,Spectrum 48K£9.95 BBC B,Spectrum 48K(9.95 BBC, Spectrum48K(9.95 BBC, Spectrum48K(9.95 BBC, Spectrum48K£9.95 BBC, Spectrum48KE9.95 BBC B,Spectrum 48K£9.95 BBC B,Spectrum 48K£9.95 BBC B,Spectrum 48K(5.95 Spectrum 481<(6.95 BBC B

€7.95€7.95(7.95
(7.950.95E7.95€7.95(7.950.95(7.95£7.95
17.95(7.95125.9507.95

(6.95

+214.95 Atari

£15.95(21.95£27.95
£21.9503.80(17.25£20.75£27.45(20.75

(13.80(20.75€20.75(20.75€20.75

Dragon 32Dragon 32Dragon 32
Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32

£27.95 CBM 64, Atari€15.95 CBM 64, Atari

C27.45 Atari E[13.80 Atari E

Dragon 32Dragon 32Dragon 32Atari 4- drives

Spectrum 481<,ZX81

CBM 64, AtariCBM 64, AtariCBM 64,TI99/4ACBM 64Atari E, Vic 20Atari E, Vic 20Atari EAtari EAtari E

Atari EAtari E + drivesAtari E + drivesAtari EAtari E

(
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oa Man at the Amur
Death comes to a quiet country village when the Lord of the Manor is savagelymurdered.The police are baffled with no obvious clues to help them.Your skills as an ace investigator are required to identify and apprehend themurderer. This will involve searching for clues (which could be dangerous requiringingenious deductions), examining the scene of the crime and asking questions of theright people.What is the mystery of the Gravediggers Hut?What secret does the safe hold?What lurks at the bottom of the brook?These may be some of the questions you will ask yourself during your investigationinto the murder at the manor.
The game is based on a fixed map, comprising the Manor House, the Garden, theTown, the Graveyard and many other fully described locations, inhabited by a varietyof individual characters whom you are likely to meet.
It is up to you to solve the murder, the locals may know the answer — but will theytell YOU!
This original adventure fills your 48K Spectrum with over 120 locations, all of whichare depicted in full colour machine-coded graphics.Add sound effects, a full score and save game facility plus a comprehensive andeasy to use command analyser (incorporating abbreviations and multi-command lines)and you are sure of many exciting and frustrating hours.

WARNING — this is a 4D adventure where night brings added difficulties.
Cassette and instruction bookletcosts E6.95 inc.GEMTIME, 1 6 Ben Ledi Road, Kirkcaldy, Fife.

1.11111111111111•1111,
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Dealer encidires welcome

DUCKWORTHHOME COMPUTING
a new series

All books written by Peter Gerrard, former editor of Commodore ComputingIn a u t h o r  of two top-selling adventure games for the Commodore64, or by Kevin Bergin. Both are regular contributors to Personal ComputerNews, Which Micro? and Software Review.
EXPLORING ADVENMRES

A complete look at the fabulous world of Adventure Games for your computer.Starting with an introduction to adventures, and their early history, it takes yougently through the basic programming necessary before you can start writingyour own games. Inputting information, room mapping, movement, vocabulary,and everything required to write an adventure game are explored in detail.There follow a number of adventure scenarios, just to get started, and finallythree complete listings written especially for your machine, which will sendyou off into wonderful worlds where almost anything can happen. The threegames listed in each book are available on one cassette at E7.95. The completeguide to adventure games: playing, writing and solving them. Peter Gerrard isthe author of Romik's two top-selling adventure games - Fools Gold and Tombof Xelops:
EXPLORING ADVENTURES ON THE COMMODORE 64 E6.95EXPLORING ADVENTURES ON THE VIC* E6.95*Two of the games require 16K expansion and the third 32KEXPLORING ADVENTURES ON THE SPECTRUM 48K E6.95EXPLORING ADVENTURES ON THE ORIC 48KEXPLORING ADVENTURES ON THE DRAGONEXPLORING ADVENTURES ON THE BBC Model BEXPLORING ADVENTURES ON THE ELECTRON
Other titles in the series include Using the Commodore 64, The Beginner'sGuide to Computers and Computing, Sprites & Sound on the 64, 12 SimpleElectronic Projects for the VIC, Will You Still Love Me When I'm 64,Advanced Basic ee Machine Code Programming on the VIC, Advanced Basic& Machine Code Programming on the 64, as well as Pocket Handbooks forthe VIC, 64, Dragon and BBC Model B.

Write in for a descriptive leaflet (with details of cassettes).

DUCKWORTH

E6.95E6.95E6.95E6.95

(Just published)(just published)
(just published)(This month)(February)(February)(February)

The Old Piano Factory, 43 Gloucester Crescent, London NVV1 7DYTel: 01-485 3484
•••••••••••••46

From software stockists nationwide, incWHSMITHei

6,poSTLr 1

• 1 1 •11 he NO 1+4:11;6:4-6'A-' sp0FootballGame
Football ManagerDesigned by Kevin Toms
Some of the features of the game:* Matches in 3D graphics* Transfer market * Promotion andrelegation * F.A. Cup matches *Injury problems * Full leaguetables * Four Divisions

Comments a bout the game from press and our customers.'FOOTBALL MANAGER is the best game I have yet seen on theSpectrum and my personal favourite of all the games on any micro : To the ordinaryperson it is on excellent view of what can be done in the field of computer games :The crowning glory of this game is the short set pieces of match highlights which show littlestick men running around a pitch. shooting, defending and scoring It is a compulsivegame but people who cannot take game sessions of 9 hours or so. which happened on onehappy Sunday. will be grateful to know that there is a 'save to tape option. FOOTBALLMANAGER has everything it could The originator. Addictive Games, certainly deserve thename.- Rating:19 20 (Practical Computing — August1983)

Prices. spectrum 48K to 95D03116K 95
•. 3D GPAPmICS APE NOT INCLUDEDIN THE ZX8i VERSION)OvO(SOOS Vaets 000 50

' °finer n), —,1 tp8“ 'Tc,olsenccheaues of postai cwaers!oAddichle GamesAlbert House Albert Rood.Bournemouth 8H1ll3Z
Dealers! For urgent stocks sendyour headed notepaper direct toour address

DARK LORE IS A DYNAMIC NEWTEXT ADVENTURE GAME with over100 locations, and many problems tosolve on your journey.Can you find the sacred talisman, pityour wits against insurmountableproblems, and face many perils in yourbid to confront the Dark Lord? Haveyou the courage to do battle with ahost of awesome creatures, gambleyour final reserves of morey, seek asea passage, soar boldly through thesky, all in a desperate struggle for goodto triumph over unspeakable evil? DarkLore is the epic adventure to play forthe 48K ZX Spectrum. Send E6.95 to:COMING SOON
BYTE YOUR THUMB!!The craziest adventure game yetARE YOU MAN ENOUGH TO MEET THE MOP??*!?

thill111111116111Mon.. •••••••

;

ddictive
Agit

* Pick your own teamfor each match. * Asmany seasons as youlike * Managerialrating * 7 skill levels* Save game facility.
ZX81 Chart

Home Computing Weekly1.8.83 and 111.83.

8TH DAYADVENTURE

8TH DAY SOFTWARE18 FLAXHILLMORETON, WIRRALMERSEYSIDE L46 7UH

John PAsnzses
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< Epyx (Contd) Hellfire WarriorDanger in Drindisti 2€27.45€13.80

+ drivesAtari EAtari E MC LothlorienSamurai Warrior€4.50
Uric, Lynx,BBC, Spectrum48KZX81The Keys of' Acheron 3El 3.80Atari E 4 Granby Rd Samurai Warrior€6.95Dragon 32Monster Maze (27.45Atari E, Vic 20 Cheadle HulmePeloponnesian War€4.50ZX81Escape Vulcan's Isle€20.75Atari E + drives Cheadle Johnny Reb €5.50Spectrum 48KExodus Pyramid €4.95Dragon 32 Cheshire Privateer €4.50ZX81, SpectrumPenrice Drive Espionage €4.95Dragon 32 48KTividale Paras €6.95BBC' BWarley Roman Empire€4.50ZX8IWest Midlands Roman Empire(6.95 BBC B.Felix Software Tomb of Dracula€4.95Spectrum 48K Dragon 3219 Leighton AveTomb of DraculaC3•95ZX81 Roman Empire02.50Atari EPinner Tyrant of Athens€4.50ZX8IMiddlesex Tyrant of Athens€6.95Dragon 32Gebelli Dr Goodcode's TavernE21.95Atari E + drives Warlord €5.50Spectrum 48Kc/o MapsoftOak Rd South \Warlord €6•95Oric 48K,Dragon 32Hadleigh Warlord €4.50ZX8IBen fleet Roman Empire€5.50Spectrum 48KEssex Bedlam €5.95Spectrum 48KGemtime Murder at the Manor€6.95Spectrum 481< Con Iron tat ion€7.95Spectrum 48K16 Ben Lecii Rd Dreadnaughts €5.95Spectrum 48KKirkcaldy Red Baron (5.95 Spectrum 481<GiIsolt Tasks/Time-line€4.95Spectrum Battle Zone 2000€6.95BBC30 Hawthorn RdMagic Castle £4.95Spectrum 48K Martech GamesGalaxy Conflict CI 1.95ZX8I, SpectrumBarry Diamond Trail €4.95Sped rum 48K 9 Dillingburgh RdGalaxy Conflict 04.75BBC B, DragonSouth GlamorganWales The Quill {14.95Spectrum 48K EastbourneSussex 32, •CBM 64,Atari EGolem Katakonibs E8.00BB(' B Conflict £11.95ZX81, Spectrum77 Qualitas Conflict €14.75BBC B, DragonBracknellBerks 32, CBM 64,Atari EHewson ConsultantsHeathrow: ATC€7.95Spectrum Martech Quest of Merravid0.95 CBM 64, Vic 2060A St Mary's StNight flite E5.95Spectrum c/o Soft Machine\Val ttng ford Dragonfly E6.95Dragon 32 Station CrescentOxon Quest AdventureE5.95Spectrum 48K BlackheathImpact SoftwareOrb €5.00Dragon 32, London70 Redford AvenueEdinburgh The Quest E5.00

Vic 20 E,Spectrum 48KDragon 32,
Melbourne House131 Trafalgar RdLondon SEIO

The Hobbit €14.95Spectrum 48K,CBM 64, BBC,OneSpectrum 48K The Wizard and the€5.95Vic 203D Maze €5.00Dragon 32, PrincessSpectrum 48K Microdeal Phantom Slayer€8.00Dragon 32Infocomc/o Softsel Zork 1, 11 and €28.75each Apple, Atari,CBM 64, 41 Truro RdSt Austell Mansion Adventure 1Space Monopoly€8.00€8.00Dragon 32Dragon 32Central Way IBM PC, T1 Cornwall Keys of the Wizard€8.00Dragon 32Feltham Professional, Jerusalem Adventure(8.00 Dragon 32Middx CP/M systems Williamsburg Boulevard€8.00Dragon 32(all plus drives) Ultimate Adventure000 Dragon 32Infocom Deadline €37.95Atari E + drives Escape €8.00Dragon 32c/o CentreSoft HouseStarcross £37.95Atari + drives Mikro-Gen Sorcerer's Castle€5.50SpectrumUnit 16 Suspended €37.95Atari E + drives 24 Agar CrescentMad Martha [5.50 SpectrumBloomfield Rd Witness €37.95Atari E + drives Bracknell Mines of Saturn/€5.95•SpectrumTipton Planet fall Atari E Becks Return to EarthWest Midlands Castle Colditz Spectrum 481< Molimerx Mysterious Adventures:€10.06TRS80 I and 111,JRS Software Lost Island €3.95ZX81 1 Buckhurst RdGolden Baton, Timeeach Video Genie I19 Wayside AveBattleships €3,95ZX81 Town Hall SquareMachine, Arrow of and II, ColourWorthingSussexV Software Journey to the Planets£20.45Atari E
Bexhill-on-SeaEast Sussex Death Parts I and 11,Escape from Pulsar 7,Circus, Feasibility

Genie, BBC B
c/o Mapsoft Green Ring E7.00Spectrum Experiment, Wizard ofUnit A Akyrz, Perseus andOak Rd South Andromeda, Ten LittleHadleigh IndiansBen fleet Epic Hero: Ocean€10.06TRS80 I and III,Essex Hunt, Dungeon ofeach Video Genie 1Kenema AssociatesHell's Temple €12.00One 481< Derojhen, Venus Mustand 11I Marlborough Drive LiveWorkAvon Battle of Britain €15.53'FRS80 I and 111,Video GenieKew EnterprisesSecret Mission €5.00Vic 20 E and 1114 Fairway AveManchester Concorde €17.25TRS80 1 and III,Video GenieLegend Valhalla 1:14.95Spectrum 48K and 11I Milton RdCambridge Fairytale E10.06TRS80 I and 111,Video GenieLevel 9 ComputingColossal Adventure€9•90CBM 64, Atari, and 11229 Hughenden RoadHigh WycombeBucks

Oric, Lynx,BBC, Spectrum,Nascom
Wonderland €10.06TRS80 I and Ill, Video Genieand 11Adventure Quest€9.90CBM 64, Atari,Oric, Lynx,BBC, Spectrum,Nascom
Dream World

Everest Explorer

€10.06
€10.06

TRS80 I and ill,Video Genieand 11TRS80 I and III,Dungeon Adventure€9.90CBM 64, Atari,Oric, Lynx,BBC, Spectrum,Nascom Temple of Bast€10.06
Video Genieand IITRS80 I andVideo GenieSnowball €9.95CBM 64 Atari, and I I
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Wumpus 0.32 TRS80 I and III,Video Genie Iand II

Quicksilva (Contd)
Red Shift

XadomRing of PowerApocalypse
E6.95£9.95/9.95

Spectrum 481<CBM 64Spectrum 48K,Mr Micro Dracula 0.90 Oric E 12C Manor Road BBC B
69 Partington Lane Mysterious Island£9.90Vic 20 E London N16 Apocalypse Expansion:£4.95Spectrum 48KSwinton G o l d  Rush 0.90 Vic 20 MapsManchester Apocalypse Expansion:£4.95Spectrum 48KMuse Softivare Castle Wolfenstein£21.55Apple, Atari Ancient Scenariosc/o Softsell (both plus drives) Apocalypse Expansion:£4.95Spectrum 48KCentral Way Modern ScenariosFeltham Red Shift Apocalypse £9.95BBCMiddx c/o Soft MachineNewsoft B l a c k  Dwarf's Lair£4.95Spectrum Station Crescent12 Whitebroom Rd Time Bandits£4.95Spectrum Blackheath
Warners End Secret Valley £4.95Spectrum London
Hemel Hempstead Great WesternE4.95Spectrum Rocklan Wizard of Wor 09.95Atari E + drives
Hens S p e c t r a l  Maze £4.95Spectrum c/o CentreSoft House
On-Line Systems Mission: Asteroid£17.19Atari E + drives Bloomfield Rd
c/o Mapsoft Wizard and the £21.79Atari E + drives TiptonUnit A P r i n c e s s West Midlands
Oak Rd South Ulysses and the£20.64Atari E + drives Romik SoftwareTombs of Xeiops0.99 CBM 64
Hadleigh Go lden  Fleece 272 Argyll Ave Fool's Gold 0.99 CBNI 64
Ben fleet Slough The Golden Apples of£4.99Vic 20, 8, 16KEssex Berks ZeusPeaksoft Death's Head Hole0.45 Dragon 32, BBC Animal Magic 0.99 Vic 20, 16k
7 Hawthorn Crescent • B, Spectrum 48K Zorgon's Kingdom0.99 Vic 20, 8, 16KBurton-on-Trent Don't Panic £5.45Dragon 32 3D Monster Chase0.99 Spectrum 16, 481<
Derbyshire Lionheart £5.45Dragon 32 3D Monster Craze£9.99Lynx

Champions! 0.95 Dragon 32, White Crystal 0.99 Dragon 32BBC B, Strategic Command0.99 Dragon 32Spectrum 48K, Sub £5.99Spectrum 16, 481<Uric 48K,Electron Salamander17 Norfolk Rd Franklin's Tomb£9.95Dragon 32, One48K, BBC B
Penguin S p y ' s  Demise £15.95Atari Brighton Wizard War £7.95Dragon 32c/o CentreSoft House, The Spy Strikes Back£15.95Atari Sussex Lost in Space £9.95Dragon 32Unit 16 Everest .0.95 Dragon 32Bloomfield Rd Night Flight .0.95 Dragon 32
Tipton 737 Flight Simulator£9.95BBC B
West Midlands Saturn SoftwareTomb of Tuthmosis0.50 Dragon 32
Phipps Associates Knight's Quest£4.95Spectrum, ZX81Sycamores Wax Works £5.50Dragon 3299 East St Greedy Gulch £4.95ZX81 Somersham Volcano Island £7.00BBC B
Epsom M a g i c  Mountain £4.95Spectrum Cambs
Surrey Adventure £5.00ZX81 Severn SoftwareGrail 0.95 One 48KNovotnick Puzzle1:5.00ZX81 5 School CrescentMona £4.95SpectrumGorgon £4.95Spectrum 48K Lydney Mona 0.95 One 48KBlack Planet £5.95Spectrum 48K GlosThe Forest 0.95 Spectrum 48K Shards SoftwarePettigrew's Diary.0.95 Dragon 32Pixel Games Trader £9.95ZX81, Spectrum189 Eton Rd
c/o Quicksilva £14.95Vic 20 Ilford92 Northam Rd Essex
Southampton Richard ShepherdSuper Spy 0.50 Spectrum 481<Portent Adventures Robin Hood0.95 Dragon 32 Software Transylvanian Tower0.50 Spectrum 48KLost Tower of Tintagel0.96 Dragon 32 Elm House Everest Ascent0.50 Spectrum 48KPremier Adventure Plus 0.95 Dragon 32 23-25 Elmshott LaneShip of the Line£4.95Spectrum
208 Croydon Road House of Horrors£4.95Dragon 32 Cippenham Ship of the Line0.50 Spectrum 48K,London SE20 Caverns of Doom£4.95Dragon 32 Slough CBM 64

Dungeons of Death0.95 Dragon 32 Berks Invincible Island0.50 Spectrum 48K,
Dragon Power £7.95Dragon 32 CBM 64Plant £5.95Dragon 32 Devils of the Deep0.50 Spectrum 48K
Oil Recovery £5.95Dragon 32, Sierra On-LineMission Asteroid£17.95Atari plus drivesVideo Genie, Systems Mission Asteroid£14.35Apple plus drivesTRS80 I and III c/o Softsel Mystery House£17.95Apple plus drives

Program Power Adventure £7.95BBC Central Way Wizard and Princess£23.70Atari, Apple
8/8A Regent St Eldorado Gold 0.95 BBC B Felt ham (both plus drives)
Chapel Allerton Labyrinths of La0.95 BBC B Middx Cranston Manor£28.75Atari plus drivesLeeds C o s h e Cranston Manor£25.50Apple plus drivesSeek £6.95BBC Ulysses and the£25.50Apple IBM PCAdventure [6.95 BBC Golden Fleece (both plus drives)Caveman Adventure16.95BBC Time Zone 01.95Apple plus drivesProtek A i r l i n e r £9.95Spectrum 481< Silverlind Haunted House0.00 BBC B
c/o Soft Machine 156 Newton RdJourney to the Stars£6.50BBC B
Station Crescent Burton-on-TrentPassport to Death0.50 BBC B
Blackheath Staffs Pent iles 0.50 BBC B
London Othello 0.95 BBC B
Psion F l i g h t  Simulation £7.95Spectrum 48K Sinclair Embassy Assault£4.95Spectrum2 Huntsworth Mews Stanhope Rd (also see underGloucester Place Camberley Psion and Artic)London NW I SurreyQuality Software Ali Baba £24.95Atari E + drives Sirius Fantastic Voyage£27.95Atari E + drives
c/o CentreSoft House c/o CentreSoft HouseUnit 16 Unit 16Bloomfield Rd Bloomfield Rd
Tipton TiptonWest Midlands West Midlands
QuiCksilva Trader £9.95ZX81, SpectrumSoft Toys The Lair £6.00Vic 20
92 Northam Rd Trader £14.95Vic 20 14 Lockharton AveStar Warp II £6.00Vic 20
Southampton Pioneer Trail £3.95ZX8I EdinburghOcean Trader £3.95ZX8I Software For AllR 0.95 BBC

Smuggler's Cove£6.95Spectrum 48K 72 North St Space KingdomE7.95BBC B
Velnor's Lair 0.95 Spectrum 48K London N6 Area Radar Controller0.95 BBC B
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/COMPANYSpectrumc/o CentreSoft HouseRealms of the UndeadE5.50Spectrum 48K
Unit 16Bloomfield RdTiptonSulis EducationalTime Traveller 0.95 Spectrum, BBCSoftware4 Church StAbbey GreenBathSuperb SoftwareThe Island (10.00CBM 649B Oval RdLondon NW ISupersoft Goblin Towers (9.95 CBM 64Winchester HouseStreets of London[9.95 CBM 64Canning Rd Forestland [9.95 CBM 64Wealdstone Cosmic Capers0.95 CBM 64Harrow Cracks of Fire 0.95 CBM 64Middlesex Catacombs [27.00Pet + drivesWeird Wood (25.00Pet + drivesCornucopia (35.00Pet + drivesGoblin Towers [14.00Pet + drivesCosmic Capers[16.00Pet + drivesCracks of Doom(16.00Pet + drivesSwiftyc/o Mapsoft Space Module 1(18.95Atari E + drives
Unit AOak Rd SouthHadleighBenfleetEssexSynapse Shamus I [24.95Atari, CBM 64c/o CentreSoft HouseShamus 11 [24.95Atari EUnit 16 Necromancer (24.95Atari EBloomfield RdTiitonWest MidlandsTemptation Software2.7 Cinque Ports StDungeons of Doom(5.95 Spectrum 48K,ZX81Rye Admiral Graf Spec[5.95 Spectrum 48KEast Sussex Special Mission[5.95 TI99/4A EBaron (5.95 Spectrum 48K,ZX81Terminal SoftwareCurse of the Werewolf[9.95 Vic 20 E28 Church LaneRescue from Castle(9.95 Vic 20 EPrestwich DreadManchester Magic Nlirror Vic 20 ENosferatu (9.95 Vic 20 ESpace Island E6.95Spectrum 481<Vampire Village (6.95 Spectrum 48KUltimate Atic Atac (5.50 Spectrum 48KThe Green Lunar Jetman [5.50 Spectrum 48KAshby-de-la-ZouchI,eicsVirgin Games Castle Adventure(6.95 Dragon 3261-63 Portobello RdLondon WI IWintersoft Ring of Darkness[9.95 Dragon 3230 Uplands Park RdOperation Gremlin£6.95One 48KEnfieldMiddxWork Force140 Wilsden AveAdventure in Time0.00 ZX8I,Spectrum 48KLutonBeds Pirate Island [6.50

Spectrum 48Kry

GAME PRICE MICRO

ZX81All programs need a 16K RAM pack.

NOTES TO THE TABLE
o•••••••••••••••••..•••••••••••••••••..oOr,...••••••••••••••••iryawiP

(  A t a r iThe 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.

LIIIIIIIIIII11111111111111111111111111111111111111111111111111111111111111111111111111101111111111111111111111g-:TOWN NATHAN
HOME COMPUTERS, SOFTWARE, BOARDGAMES, ROLE PLAYING GAMES AND BOOKS

WEST YORKSHIRE'SLOCAL COMPUTER SHOPS
1=MEMB
•M1MEM•

dMISIEMO

Immommb

MORLEY

HEADINGLEY

CROSSGATES

DRAGON BYTE51a Queen StreetMorleyLeeds 28Tel: 0532 522690LAST CHANCE10 Ash RoadHeadingleyLeeds 6Tel: 0532 744235HIEROMANS DELL89 Penda's WayLeeds 15Tel: 0532 641855
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, peripherals,upgrades and books.• We've the biggest range of Citadel figures for leaguesaround.
• We've board and adventure games for all ages fromISR, Games Workshop, Avalon Hill, Victory Games,GDW, Yaquinto, etc, etc.
PROGRAMMERS - Assassin Software needs yourmarketable programs. Give us a call.

DENIS THROUGHTHE DRINKING GLASS

Why did Denis Thatcher visit the Pope wearing a truss and aparachute and carrying a lawn mower?What use is the cherry blossom?Who is that strange tramp in the woods?
Only you can discover, but first you must deal with KenLivingstone, Norman Tebbitt and lots of other characters in thiszany political adventure.
Written in humorous verse. 10007o machine code - using theQuill from Gilsoft.Losing is often funnier than succeeding - Don't play it, playwith it - 48K Spectrum 0.50 incl. p&p.
ARCHIMEDES' MAGIC SCREWAvailable mid January - if the author can escape from hisstraight jacket and MI5.
Fresh from inventing the camel driven date stoner, Archimedes isup to his kneck in hot water again. Help him make newdiscoveries - Help him discover the secret of the universeHelp him find the soap
APPLICATIONS,Dept M.A1,8 St. Pauls Road,Peterborough PEI 3DW.
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micrp,Vgir
I WANT to devote this month'scolumn to one of the mostsophisticated adventure gamesever devised — Valhalla fromLegend Software.In some respects Valhalla hasall the classic and well-triedingredients — any adventureaddict will recognise them.It is set in the lands of Norsemyth; Asgard, Midgard and thewastelands of hell. Valhalla ischock full of good and badgods, magic artefacts, myster-ious locked chests and quests tobe fulfilled.The big difference with Val-halla is that all these thingsappear on screen and anyaction has a visible consequ-ence. This means that if youtype "Thor pick up food" toand behold a little charactermoves across the screen andpicks up the food.A full analysis of Valhallawill have to wait until anothertime but it's perhaps worthasking whether Valhalla isreallan adventure at all.Already some of the hardenedtext adventure freaks can beheard muttering darkly about"takes all the imagination outof it who wants to see,everything anyway?"I propose to treat that argu-ment in the same way I would apit of screaming fire demons
MICRO Spectrum 48KAdventure The HobbitProblem How do you get outof the goblin's dungeon, andhow do you get the Ring?Name Peter Munro Address 36Doods Park Rd, Reigate,Surrey.MICRO Spectrum 48KAdventure Dungeon AdventureProblem How do I get past thecarnivorous jelly and how do Ireach the siren? Name GwynOwens Address 38 RedcliffeWalk, Wembley, Middlesex.MICRO BBC B AdventureCastle of Riddles ProblemHow do I get out of the giant'sshooting gallery without beingshot? Name Jonathan BoydAddress 80 Greenside, Kendal,Cumbria.MICRO BBC B AdventureCastle or Riddles ProblemHow do I get out of the jet-black passages, and how do Iopen the safe? Name K PParker Address 1 Hopefield,Lowick Green, Ulverston,Cumbria.MICRO Spectrum 48KAdventure Espionage IslandProblem How to go down theriver without being shot and

--3)WERTUJEDII

If you need advice orhave some to offerwrite to Tony Bridge,Adventure Help, MicroAdventurer, 12-13 LittleNewport St, LondonWC2R 3LD
step neatly over it, and simplysay that true adventure or not,a lot of adventurers are playingValhalla.Believers in the four-year-oldwhiz-kid myth, are going to besadly disappointed therewere none involved in thecreation of Valhalla.The program is the work ofsix people, a team createdsolely for the purpose of pro-ducing the game. Each personhad a specialised area to workin and the project was co-ordinated by team leader JohnPeel who designed the map ofthe game.The youngest team mentor isJames Learmont, an 18-year-old responsible for the anima-tion effects. The other teamADVENTURE CONTACT

I HAVE YOU BEENup in disgust, stuck

I this special column.
Micro

the relevance of the graffiti onthe table Name T DaweAddress 16 Waltham Rise,Melton Mowbray, Leics.

members are in their mid 20sand have had previous exper-ience on mainframe computers.Richard Edwards formerlyworked at IBM and handledmost of the machine code pro-gramming. Graham Asherworked out the logic of thecharacters' behaviour; theirapparent independence is oneof the most immediatelyimpressive things about thegame. The one woman on theteam, Jan Ostler, worked onthe balance of the game andgave the characters theirpersonality.Work began in Februarywith the coding starting inMarch — it actually arrived inOctober to a rapturous recep-tion.
MICRO Spectrum 48KAdventure The HobbitProblem How do you get outof the goblins' and Elven

111101 111111 111111 111111 M11111 011111 MIMEO 111111 111111 M11111.111111 111111 111111 111111 MIS 111111

staring at the screen for days, or givenin an adventure whose problems seeminsurmountable? Adventure Contact may be the answer.This column is designed to put adventurers in touch with oneanother. When you're stumped a fellow adventurer may beable to help — and you may be able to solve other people'sproblems. If you are having difficulties with an adventure,fill in this coupon and send it to Adventure Contact, MicroAdventurer, 12/13 Little Newport St, London WC2R 3LD.We will publish Adventure Contact entries each month in

Adventure
Problem

Name
Address

MIMMOM M E M  611101 moMMO MOMMII MIN 111111 111111 111111 M•1111

I've had quite a few lettersasking for hints and clues forplaying Valhalla and I shall domy best to oblige, but unlikeordinary adventures it is really amatter of playing it for a longtime and persuading othercharacters to help you.Nevertheless, taking theArturian space bull by theantennae, here are a few thingsit's worth remembering whenyou play: the more lofty godsare unlikely to be much helpuntil well into the game whenyou've earned some prestige bydaring deeds. Boldir is a goodfriend though (assuming you'vedecided to be a goody).All the quest objects arehidden in locked cupboardsand chests. You will knowwhen you have found thembecause when you type in'What' to find out the contentsof something, the computerwill tell you the name of theobjects. The first clue, Dark-ness in Midgard, is really veryhelpful: what can you see thatis dark in Midgard?If you lock something noneof the other characters canopen it. You don't need tocarry quest objects with you,store them in chests and cup-boards but don't forget whereyou put them. Let me knowhow you get on.
King's dungeon? Name RAllsop Address 81 Derby Rd,Chellaston, Derby.MICRO Spectrum 48KAdventure The HobbitProblem How do you get intothe goblins' mountain? NameJ A Denning Address 133Morland Rd, Aldershot,Hants.MICRO Spectrum 48KAdventure The HobbitProblem How do you get pastthe waterfall? Name PaulStorey Address 10 LeyburnCresent, Harold Hill,Romford, Essex.MICRO Vic 20 AdventureAdvertureland Problem I canfind only eight treasures, whereare the rest? Can you pass thebear without honey? NameTony Hitchens Address HydeCollege, The University,Bailrigg, Lancaster.MICRO Dragon 32 AdventureAdventure 200 Problem Howdo you get past the snake?Which panel A-L in thepyramid? How do you get intothe outbuilding next to thegrain store? Name 1 FeeneyAddress 16 Surrey Way,Laindon West, Essex.



PBM
PBM magazine covers all aspects of the growing play-by-mail gaming hobby, with regular undates on the computer-moderated commercial games as well as details of theenormous number of "free" non-commercial ones. We alsolook at the prospects for modem and cable gaming anddescribe the American experience in this area.
Single issue: 90p. Six-issue subscription: E5.25.Cheques/POs payable to Emjay, 17 Langbank Avenue, RisePark, Nottingham NG5
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AApex Trading 49Applications 47Automata 52
Carnell Software 12 Et 13Chipmunk Software 49Crystal Computing 16
D. .H. Software Centre 8Digital Fantasia 4Doric Computer Services 33Dragon Dungeon 21Duckworth 44
Eight Day Software 44EMJAY 49
Gemtime 44Gilsoft 39
Interface 18
Level 9 2
Microl 36 Et 37Mikro-Gen 39
Nathan 47
S C. R Adventures 42Salamander 51Richard Shepherd 26 Et 27
Wintersoft 15

THE WAR MACHINE
Published since 1981, TVVM is the specialist magazine formicro owners interested in sophisticated simulationgames. We carry reviews of computer wargames,adventures and other software, as well as descriptions ofgames programming techniques for the home programmer.
Single issue: E1.15. Six-issue subscription: £6.50.Cheques/POs payable to Emjay, 17 Langbank Avenue, RisePark, Nottingham NG5 5BL.J.

HAVE an adventurous New Year! The Hobbit E12.95, level 9,Digital Fantasia and Acornsoft Adventures E8.95.Lothlorian5 Fantasy Quest, Artic, Virgin, A&F and manymore all available at discount. (SAE stating machine.) Pricesfully inclusive. Chipmunk Software, 64 Cherryhill Avenue,Dundonald BT16 OJD.
TEXAS TI9914A software. Wide range available from E3.95.Send s.a.e. for list. Apex Software (MA), Swiss Cottage,Hastings Road, St. Leonards-on-Sea, Sussex TN38 8EA.

DISPLAY AD INDEX

r . •  1 . 1  m i n  o w  onHere's my classified ad.
(Please write your copy in capital letters on the lines below.)

make this  w o r d s ,  at 20p per word so I owe you 2
Name
Address

Telephone
Please cut out and send this form to: Classified Department, Micro Adventurer, 12-13 Little Newport Street,London WC2R 3LD
•• NEI on um En i• • • •  EN ow mon um No no No Eno EN EN om
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Tony Roberts testsyour skill — sendyour answers toCompetition Corner,Micro Adventurer,12-13 Little Newport- St, London WC2R3LDTisch sets sightson larger ring
TISCH, the black dragon, hasactually been feeding you sincelast month's issue. She'smightily pleased that yousucceeded in obtaining for herthe second of the ancient Ringsof Power.As a reward (in addition tothe baubs that she allowed youto keep from your previousexploits) she has flown out ontwo hunting missions bringingyou back black, charred slabsof meat torn from somestrangely shaped beast. But it'sfood and by now the stenchthat seems to be everywhere inthe cave where she keeps youimprisoned has become bear-able enough to permit eating.However, it seems that thereare more of the Rings atleast one more because Tischhas given you this blood-stained map with the symbol ofthe Ring clearly marked in thecentral room.November winners
HERE are the winners and the solutionto the November competition: J. Pin-field, Droitwich; T. Briggs, Lyden;Stephen Marriott, New Duston; DavidBarr, Antrim; Barbara Logan, North-wood Hills; Jonathan Walford, Chelm-sley Wood; S. Vickers, St Bees; S.Whitelaw, Basildon; Jeff Bird, Moray-shire; Jerry Elsmore, Woking; T.Brown, Co Wicklow; E. Furnival, Roch-dale; D. Tuck, Essex; Gary Ushaw,Neweastle-upon-Tyne; ChristopherGlover, Newcastle-upon-Tyne; JohnConnor, York; Graeme Jones,Stockport; R. McLellan, Newcastle-upon-Tyne; Rod Malinowski, Lanca-shire; D. Brain, Liverpool.The treasure comprises half the goldcoins, a gold key, a diamond on a chainand the ring for Tisch.You should have entered and movedthrough the hexagonals in the followingorder: Firework, torch, troll, barrel,trapdoor, pool, wand, Gollum, Ring,ladder, dwarf, dragon, magic word,spider, chasm, giant, gold coins,soldiers, diamond on chain and exit.
50 Micro Adventurer January 1984

As Tisch flies you over themaze your heart drops. Out-side two of the entrances lie thegreat, pulsing bulks of twoslug-like Pogg, which canmove a fast as a man, leaving acorrosive trail as deadly to youas it is to them.They're lying at oppositecorners of the maze for theirown safety. Should they everactually touch the resultantuncontrolled chain reactionwould destroy everything formiles.The walls of the maze aretoo high for Tisch to pull youout once she has dropped youinto the central room so youneed to make your own way toone of the entrances carryingthe Ring. But the Ring isenormous. It will make youmuch slower than the Pogg ifthey come after you. As Tischdrops you the Pogg rush intothe maze, both trying to cutyou off from the entrancethrough which they enter andthe one opposite. They knowthat you can't run down apassageway already markedwith their trails even if you canjump over the trail at acrossroad.The only hope for you is tolet one or both of the Pogg seeyou and divert it toward thetrail of the other as it chasesyou. You should be able tokeep just ahead of it providedyou don't try to .carry theRing at the same time. Withboth Pogg dead you must leavea route back to fetch the Ringand to get out of the maze.Of course as soon as the firstPogg sees you the other onewill hear the commotion and

The best 20 answers we receive wilt win acopy of Roman Empire from tothlorien.This adventure is available for theSpectrum 16Kp BBC-Bp Dragon 32, Atari400/800 48K and the Tandy Colour32K/ZX 8116K — so let us know whichversion you want when you send in yourcompetition entry.

come toward you by theshortest route no matter howyou move. And if they actuallymeet you're dead anyway.It takes a minute for you tomove. from square to square inthe maze how many minuteswill it take before you finallyget out with the ring?Your entry must arrive by

inthe last working dayJanuary.The winners and the solutionwill be published in our Marchissue.You may only enter once.Entries will not be acknow-ledged and we cannot enterinto correspondence on theresult.
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Myptamee is Diatnoz;d1Dan Diamonc11%::•:•-•4. and this is my story; A story:of beautiful mermaids, • :_.!boretro139#‘1.and dank, darkdungeons; 4A story that •started one muggy dayin Ne* York, and likeA e .the Big tple, it's • •roitteci the core.
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The Dan DiamondTrilogy is three • •separate adventure •games. Each*gainemay be played on itsown, but clues maybe found in the ••'••earlier adventures •which may help .• •later on. Each ____--n•Arnint••••••••tilllip,,game comes with ---------------a lavishly illustrated20-page case fi4h;tand • :hints (bothihelpful and •misleading) which 4% •have been hidden in •• • ' fl -• •the illustrations.: ;I •• • Part I. Franklin'sTomb, in which ourhero receives a1 • mysterious plea\ for help whichAar leads hizn to ahidden tomb andthe mystery of thestargate. f i n d  a  way out.AU three programs cost 4/29.95 each and are availablefor the DRAGON 32, BBC MODEL B and 48k ORIC-1microcomputers. (note: Fishy Business for the BBCand ORM will be available February 1984).

Part 11. Lost inSpace, in whichour herohimself strandedon a derelictspacecraft, doomedto travel endlesslythrough space, or
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Part M. FishyBusiness, in whichour hero lands on awatery planet,discovers thesource of the pleafor help and savesthe day. •
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1.7 Norfolk Road, Brighton, East Sussex, BRA MAA.
Look out for Dan Diamond's next Adventure Series "Franklin in Wonderland" Available Spring 1984
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, AUTOMATA U.K. LTD, THE CREATORS OFPININNIA
PRESENT THE COMPUTERENTERTAINMENT WHEREDREAMS COME TRUE!

-

STARRING•GROUCHO, THE PIMAN& A GALAXY OF HOLLYWOOD STARS!

CARTOONS/MUSIC/HUMOUR/BRAIN-TWISTERS.CONCORD-QE2-HOLIDAY PRIZE & FREE HITRECORD. "GROUCHO" from AUTOMATA U.K.27 Highland Road, Portsmouth PO4 9DA.
tel. 0705 735242 (credit card sales)


