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C CBM64 SPECTRUM ORIC1 LYNX Nil
Trapped in a fiendish Level 9 Adventure?Your lamp burning low? Every exit guarded?
You need escape plans! Send for one of Level 9's greatnew clue sheets for help. The clue sheets are free andeach answers hundreds of questions: follow theinstructions supplied with your adventure to get one.(Don't forget to send a stamped self-addressedenvelope and tell us which game you have.)
NEW REVIEWS: "Level 9 are fast ec'stablishing a name forthemselves among computer adventurers as the Number 1producers of quality adventure software. All their adventures aretext only, but because of a special coding they have developed,the amount of description and the number of locations packed in32K in truly amazing." — Midweek, 10 May 84

"Quicksilva call themselves the 'Game Lords'. Thatmight be open to argument. But there can be nodoubt that Pete Austin and the team at Level 9 arethe 'Lords of Adventure'.— Central Press Features, April 84
"Play Lords of Time and get nine times the pleasure!"— Your Computer, May 84

AVAILABLE FROM: WH Smith and good computershops nationwide.
If your local dealer doesn't stock Level 9adventures yet, ask him to contact us or:Centresoft, Drake Distribution, Ferranti & Craig,HI•Tech, Lime Tree, Microdeal, R&R orWonderbridge.

•

Contact:LEVEL-9 COMPUTINGDept. V, 229, Hughenden RoadHigh Wycombe, Bucks. HP13 5PGTelephone: (0494) 26871

111111
1 Adventure Quest: an epic journey across theweird landscape of Middle Earth
1

1

11
1

My micro is a.I (one of those listed on the arch above,I with at least 32K of memory).

Level 9 Computing
Colossal Adventure: the original mainframeadventure with 70 extra locations

-Dungeon Adventure: a truly massive gamewhich completes the Middle Earth Trilogy 0Snowball: could this be the biggest SFadventure in the world?
Lords of Time: an imaginative romp throughWorld HistoryI ENCLOSE A CHEQUE/PO FOR E9.90• EACH
My name.
My address.
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ADVENTURES • WAR GAMES • • SIMULATIONSLetters
Valhalla — treatment for Loki, BulletinBoards, Blake's 7, The Quill, a roasting forSAE hoarders, and moreNews

Lords of Midnight

6
Publishers turn pages to software,Doomdark's plans revealed, Quill gets thegift of tongues, Arthur meets the Aztecs,Level 9 update, and Warmaster's armieslocked in Confrontation as the Bomb drops

Tips on Lords of Midnight from PhilMcDonald, while author Mike Singletonreveals dark secrets (cover: Stuart Hughes)Level 9 1 1
A profile of the Austin family the peoplewho bring you colossal adventures

Flight Simulators 12Programs for the ZX81, Spectrum, Atari,and BBC test flown
Wargames 1 8Laurence Miller spies out the way wargamesprograms differ in complexityGilson Gold 20
Gilsoft hope to tickle your fancy with theQuilled Gold Collection we try them outSoftware Inventory 24New wargames, simulations, and adventuresreviewed
Arrays 3 0Stephen Robinson shows how to use arraysto unclog your memoryYour Adventures 36
For the Spectrum, text tidying, morecomplex commands, and a Daley trip into aminder's nightmare. For the BBC, how toscore 100070 on Melbourne House's Hobbitclues
Adventure Help 42MAD's agony uncle, Tony Bridge, helpshimself to a full pageAdventure/Contact 43
Readers cries for help doubledCompetition Corner46
Beyond offer 20 chances to win Lords ofMidnight, Kriegspiel, or AztecEDITORIAL

SIMULATION GAMES allowing you to try your hand at masterminding an empire, abusiness or even a Chicago gang are proving increasingly popular. But when it comes tothe real world some microcomputer companies are showing that they wouldn't do too wellon their own games.Building a small stronghold from which to launch one's attacks has not yielded much ofa dividend for Jupiter Cantab, Camputes or Dragon Data. And a bigger base is of little usewhen it comes to attacking a bigger market. Sinclair may dominate the UK but it's failedonce in the US, although it's going back for a second attempt with the QL. Commodore'sglobal strategy has been more successful, with Atari and Texas Instruments bearing thebrunt of its aggression. The news that General Haig is leaving political intrigues andmilitary manoeuvres behind to direct operations at Commodore signals that the attack isbound to continue. Perhaps Atari should be trying to find a Patton in its ranks to respondto the challenge.This type of resource allocation "game" has been around for a long time — in the realand the simulated world. When mainframe programmers weren't struggling withAdventure, they were playing Hamurabi — running a primitive kingdom whose peoplewould revolt if they starved. More modern equivalents take you through a series ofeconomic decisions: when to plant crops or invest in manufacturing, when to buy and sell,how to keep your people alive, and how to avoid making a loss or being deposed. Or, asour Mugsy reviewer described last month, when to buy or sell your clients, while keepingyour hoods happy and avoiding being gunned down.You make your decisions and then the program calculates their effects. The problem isthat in the real world program, similar strategies can have different results: bothCommodore and Dragon Data chose to invest in manufacturing — only Commodore got itright. Sinclair, on the other hand, chose not invest — they got it right as well. However,Sinclair's and Dragon Data's American failures suggest that attacking the US is not a wiseway to allocate your resources.But if you are successful, there's no need to rest happy with global supremacy there'salwasy the galaxy to conquer. Such games are available for microcomputers, but tend tocome into their own in computer-moderated postal gaming. Here you're pitted not onlyagainst the galaxy you're trying to colonise, but also against all those other players only a16p stamp away trying to do the same. Most of these games provide the possibility ofcollaborating with rival players, although most partnerships are said to end in bloodshed.It makes you wonder which of the wave of MSX machines will be the one to triumph, andwhich will be the first to fall.
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Send your hints,successes,complaints andcompliments toLetters Page, MicroAdventurer, 12-13Little Newport St,London WC2R 3LDBulletinboard
THE Valhalla piece in May'sissue was a godsend, but nowthat Colossal Caves isbecoming larger, how aboiutsomething on that?I have solved Planet ofDeath, MysteriousAdventure's Circus, and TheMountains of Ket (100 percent!) I offer my services toanyone with problems. Youcan contact me via BulletinBoard, Liverpool Mailbox, orComputer Answers BulletinBoard — try it, it's fun!Peter Hickman332 Richmond RoadKingstonSurreyBlake'sSpace City
I WOULD like to complimentKerr Eastman on his very in-depth and accurate article onBlake's 7. Very seldom doarticles give due credit to aseries such as this one.Your readers might beinterested to hear about SpaceCity, the 1985 Blake's 7convention: the address is 37a,Byfleet Avenue, Old Basing,Basingstoke, Hants, RG24OHR.Alex DelicadoCommittee member Space-City 85Quillhappy
I AM writing in praise ofGilsoft's Quill. It is anexcellent utility and already Iam writing quality games. My

first, Bizarre, is a freakishdream of monkeys, lions,shopping trolleys, underwaterbreathing apparatus and giantfish fingers.I would be grateful for anyhelp in obtaining Felstrong inValhalla, or any advice onRichard Shepherd's UrbanUpstart. I can thoroughlyrecommend this game.I am also interested inwriting to people who havewritten decent games using theQuill and would be interestedin exchanging theirs for mine.By the way, with regard toMike Grace's articles on thePrisoner. He's wrong — mymother is Number One.Richard Robinson143 Oakfield RdWhickhamNewcastle upon TyneValhalla:helpoffered. • •
AFTER a month's perse-verance, I have finally solvedValhalla - and what anexcellent adventure it is! I havealso solved The Hobbit, with ascore of 881/2 per cent, UrbanUpstart, and Mackensie, allfor the 48K Spectrum. I amcurrently. tackling the Level 9adventures.If anyone wants to write tome, enclosing an SAE, I will beglad to answer any problems Ican about the aboveadventures.Chris Dale41 Hoxton RoadEllacombeDevon

• • and brainsurgery
HAVE I discovered somethingnew about Valhalla? I'veplayed it for two months, andhave found Ofnir, Drapnir,and Felstrong, but so far Ihave got no further.'An early review of Valhalla- mentioned that you don't haveto play the game as a goody, soI've carried out some experi-ments and found out that notonly can you get baddies tohelp you by killing goodies,but you can also change thepersonality of characters. Ifyou keep asking Loki, abaddy, to attack other badcharacters he begins to becomegood. Equally, the reverseapplies — a goody can becomea baddy.I have found Valhallacompulsive to play, andwonder if any other readershave discovered other hiddenfacets of the game?Simon PitmanWey bridgeApplesauce
I WAS very pleased to see AlanBlackham's program in May'sMicro Adventurer. At last,something which would run onalmost any computer, and notjust the cheap and cheerfulSpectrum! I adapted theprogram for my Apple lie,including an input routinewhich allows a two wordcommand. It recognizes about15 verbs, and all the nouns inthe game.

A S o
e * *4.

y 4-1°11.1•11M1.48'your opirliori ofthese Plav-t)y-Mail Achim-hoe 6ame6 ?"

Playing the game, I foundtwo minor mistakes. The firstis that if you take the safe intoa different room and then openit, the contents are transferredback to the original room. Tostop this happening, add:to line 1470 let L(2) = Rto line 1503 let L(5) = 1RTo empty the tin afterfeeding the monster, add:to line 1513 let C$(4) = emptyThese changes make thegame more realistic. I do hopeyou print a few more gameswhich can be used on a widevariety of computers.Raly Ten brinkPembroke

Replypaid
AS AN avid reader of MicroAdventurer since the firstissue, I decided to let you knowabout a few problems I havehad recently. You featureseveral letters each monthfrom people who have finishedadventures and offer help. Ihave written to several of thesepeople, enclosing stampedaddressed envelopes, but todate have never received areply.Why do people offer help ifthey don't intend to reply toletters? Is it just to see theirnames in print? I am stuck inInca Curse, Castle and Ketil; ifanyone can help, all letters willbe answered.W.H. Gray87H Tower DriveMidtonGourockInverclyde

Worth themoney?
I HOPE you can save memoney. I am new to adventuregames, but already haveHobbit, Twin ValleyKingdom, the Level 9adventures, plus others.I'd like to know about agame called Planetfall, fromInfocom. At £36 for a disc,it's very expensive.M. FamdonLincsCOMMODORE has no plansto publish Planetfall in the UKyet. Can anyone say if it'sworth E36?
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ME

To Beyond Competition House,Farndon Road, Market Harborough,Leicestershire LEI 9 9NR.
Please send me
THE LORDS OF MIDNIGHT E9.95
PSYTRON 0.95
SPELLBOUND E5.95
BEYOND ORDER HOTLINE 0858 34567 GRANDBEYOND ENQUIRY HOTLINE 01-251 8496 TOTAL

QTY Total Price

all prices include p&p

Card Number
Access/Visa (Delete as necessary)NAME
ADDRESS

SIGNATURE
Please rush me details of the "ENTER the BEYOND"Software Club

I enclose a Postal Order/Cheque payableto Beyond, or charge my credit card.

POST CODE

CVG8



HENMINEM
If you think you'vesomethingnewsworthy, call01437 4343 and let usknowAftertheBomb

ARTIC COMPUTING'sGround Zero has a topicalstory line; warning of an immi-nent nuclear strike sends theplayer scurrying for cover,either in a home made shelter,or in the municipal bunkerunder the town hall.Apart from the certainty ofvapourisation if caught outsideby the blast, dangers includerioting, looting, and thegeneral breakdown of thefabric of society. A lot to fit in-to your last three minutes!The game is for the Spec-trum 48K, at £6.95. For everygame sold, ten pence will bedonated to an as yet un-namedcharity. Artic's MaretingManager, Andy Nutton, says"Artic are not politicallymotivated. We're not evenmotivated."

THE domination of theadventure market by smallsoftware houses is to bechallenged by the big guns ofpublishing, the traditionalbook companies.Hutchinson Computer Pub-lishing, the new computer armof Hutchinson books, is torelease text-and-graphicsadventure programs based onthe first two Lone Wolf gamebooks, Flight from the DarkGaryChalkLoneWolfArtist

and Fire on the Water, inSeptember. The coding is beingdone by Five Ways, aManchester based softwarehouse. The programs willinclude a real time combatsystem, used with a keyboardoverlay.
JoeDeverLoneWolfAuthor

The publishersstrike back

While the adventures will beplayable on their own, therewill be page references onscreen, referring players tosections of the books wheremore in depth descriptions of aparticular scene will be found.The adventures, for theSpectrum 48K, will cost £5.95,or 0.95 with the paperbacks.Graham Taylor, head ofCollins Software plans torelease a number of games bythe end of the year, and will beconcentrating on adventures.

Hutchinson's challenge to Penguin
"I have no interest in arcadestyle adventures," he said,"their day is past."Penguin has no plans to re-release The Warlock of FiretopMountain as an adventuregame, as opposed to an arcadegame. But, the company is to
The original, best selling series

publish the next two books inthe Fighting Fantasy series,The Forest of Doom and TheCitadel of Chaos, as adventureprograms. Programmers areDarryl Mattocks and SimonBall, and the release date is setfor Christmas 1984.

The Flo-Rept:37rOf 1DOOM
(Zfli,14S' atPientUre whi•:h $OLarc, Ow hir!ty! Cow p wilh<amb?t ,v5Ltent, mortstierV M. r/VI nt,• od *(varr k•teet

an 1 ingston4'
—',,tar A
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Doomdark's Eden saw play

Warmaster
M C LOTHLORIEN'Smanaging director, MikeCohen, confirmed that adapta-tions of the Confrontationgame system, allowing An-cient, Medieval, and Napolenicbattles to be fought, areplanned.Also scheduled for release isthe second scenario pack forConfrontation, which will pro-bably cover Second WorldWar operations in mainlandGreece, Crete, and Poland.Like the first set of scenarios,it will be for the Spectrum 48Kand the BBC, and will cost

Revenge
BEYOND HAS sold 10,000copies of Lords of Midnight intwo weeks, according topublisher Terry Pratt. Most ofthese have been over thecounter sales.
Mercenary giants anddwarves feature in the first se-quel, Doomdark's Revenge.They will only help players ifsuitably bribed. The gameshould be ready by late Sept-ember, although Beyond admitit may be delayed.
Interior scenes of keeps andcitadels will appear in The Eyeof the Moon, the third in theseries. In both sequels, thelandscapes will be substantiallydifferent to Midnight 's screens.
Four entries for the novelprize have been received so farthe first within two weeks ofpublication. Three are quest

Terry Pratt
victories, onevictory.The book ofprobably not

is a military
the game willappear untilsome time next year. Beyondare still discussing it withseveral publishers, and, asTerry Pratt wryly commentedto MAD, "there's no suchthing as a fast book."

£5.95. The master program,which is needed to play, costsE7.95.The autumn will see thepublication of Redcoat, anAmerican War of Independencegame, for the Spectrum at£5.95, and for the Commodore64, BBC, and Electron at £6.95.Aztec Art
Hill McGibbon, a newcomputer publishing eompanyformed by three ex-directors ofHeinemann, is to produce twotext-and-graphics adventuresin the autumn.
Provisionally titled KingArthur's Quest and Hunt forthe Sun, the games will be'video maps', wherelayerswill be able to look at differentthings within each location,and the pictures will changeaccordingly.Five Ways will code theadventures, which will be forthe Spectrum and Commodore64, at £9.95.

Dragonmeet '84 is on 28 Julyat Central Hall, Westminster.Admission fl, 10.00amonwards. All sorts of gamesand stands.

LEVEL 9's Pete Austin iscurrently working on RedMoon, a fantasy adventurewith text and graphics. Theobjective is to explore a mazeof caverns to retrieve the RedMoon crystal, which must thenbe placed in the heavens. Tomake the task more difficult,the crystal is guarded bydragons.La plume deCommodore
THE QUILL is now availablefor the Commodore 64, at14.95 for a cassette, or £19.95on disk.Versions for the BBC B,Oric, Atmos, and Atari 800 arecurrently being worked on.A graphic utility for use withThe Quill is also planned; 48KSpectrum owners will be ableto create their own graphicadventures.Translation of another sortis also planned German,

Players will be able to use upto nine spells, so long as theyhave the right focus objectswith them. Iron armour can beworn for protection — butthen no spells can be cast.The game should be ready inabout two months.Also being coded now is thethird in the Silicon Dreamseries, Return To Eden.

French, Norwegian, Swedish,and Danish versions are pro-mised shortly, and Dutch,Italian, and Spanish versionsare being considered.American speakers will bepleased to hear that The Quillis also available in America,Canada, and Mexico, where itgoes under the title of Adven-ture Writer. It is availablefrom Codewriter Corporation,7847 N. Caldwell Avenue,Niles, Illinois 60648., GILsOFTnotmc,,40p4h,s8,41„„„,

I or the Commodore 64
•August 1984 Micro Adventurer 7



War of theSo st•ce
Phil McDonald goes in search of the Ice Crown the objectat the heart of the Lords of Midnight
LORDS OF MIDNIGHT is described as an epicrather than an adventure, something com-pletely new. After extensive testing — Ihave immersed myself till midnight andbeyond — I think epic is a fair description.Lords of Midnight is well packaged andincludes an excellent instruction book,printed on best quality glossy paper. Hereyou will find the story of the mysteriousLand of Midnight, and the war of theSolstice.Also included is a keyboard overlay to fitthe Spectrum keyboard. Unfortunately, Iam one of the many people who have fitteda full stroke keyboard, and the overlaydoesn't fit. Still, it is an excellent featureand makes the package that bit more pro-fessional. Inputs for the game are all bysingle key, but there are so many optionsthat this does not detract from it.

Lords of Midnight author Mike Single-ton revealed to MAD:There are roughly 4,000 locations onthe map of Midnight.Possible allies include the Wise, Lordsof the Free and of the Fey — and at leasttwo rather unusual characters.Thirty or more characters can berecruited to aid Luxor.Lords will not always be in the sameplace; Ddomdark's armies can forcethem to move before you can reachthem.lcemark, a land to the north east ofMidnight, will be the setting for the firstsequel, Doomdark's Revenge. The thirdin the series will take place to the southof Midnight, and is to be called The Eyeof the Moon.A Commodore 64 version is planned,as is a French version for the Thomsonmicro.

•
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At the start of the game, you control thefour main characters. The central characteris Luxor the Moonprince — he must rallythe forces of the free to defeat the evilDoomdark (Spectrum). Luxor wears themoonring, which enables him to seethrough the eyes of his allies.Morkin is Luxor's son, half man and halfFey. Corleth the Fey may be able to raise anarmy from the Forests of Midnight, whileRorthron the Wise may be able to seek helpfrom the wise who live like hermits in theirtall towers. If more than one person wantsto take part, it is possible for each to playone or more characters, which is ideal for afamily.There are two methods you can pursue todefeat Doomdark. The first is to gather asmany allies as possible to your banner andattempt to defeat the evil hordes on thebloody field of battle.You could also send Morkin north tofind the Tower of Doom and capture thedreaded Ice Crown. However, Morkin can-not be accompanied safely by an army and,having found the Ice Crown, must discoverhow to destroy it. The wise may be able tooffer advice in this matter, but it's still upto you to fulfill the conditions.

Of the two victory conditions, defeatingDoomdark's armies can be a protracted af-fair, likely to take several sittings (I stillhaven't done it). Fortunately, there is asave game option. It is possible to try eitherquest, or both simultaneously.There are no animated graphicsin Lords of Midnight and yet graphicsare the strongest point in an alto-gether excellent program. By amethod described as land-scaping, the scenery is puttogether in blue andwhite. The perspectiveis superb.There are no set'pictures' in memory,each feature in viewis constructed start-ing from objectsfarthest away andworking towardsyou. However, itis all done in a
411111161ka .anaisma,

split second, before the view appears onscreen. Therefore, you cannot see thingswhich are hidden from view and somefeatures may be partially obscured, say bytrees.Some of the features you will comeacross are citadels, keeps, towers, moun-tains, forests and lakes, all beautifullydrawn. The best view of all is of advancingarmies, banners flying. Any ally, denizen orenemy in the adjacent area in the directionin which you are looking, is drawn in theforeground in multicolour. There are32,000 possible views, eight from each loca-tion. You can look and move N, NE, E etc.It is possible to hide in forests andmountains.The first thing to do is to attempt toenlist some allies quickly. Having donethat, you can use them to enlist furtherallies, thus freeing your main characters formore urgent matters. Enlisting an ally suchas Lord Blood or Lord Shimmerill,automatically brings their armies to youraid. Visiting a ruin, a henge, a lith or acave, you may find a magic sword such asDragonslayer or Wolfslayer. On the otherhand, you might find something altogethernasty.

If you want to frighten yourself, youcould approach the pass to the north of thePlains of Blood to see Doomdark's hordesflooding through each night. Doomdark'swarriors and riders have different shieldemblems for each army. In addition tothese, other nasties that you will encounterinclude dragons, wolves and skulkrin.Atmosphere, that elusive ingredient sadlylacking in so many other adventures andgames, fairly oozes from Lords of Mid-night. You can spend hours just exploringthe landscape. The book includes a map ofthe Lands of Midnight, which shows majorfeatures such as plains, mountain rangesand forests. However, if you are lookingfor the Keep of Lord Blood, youit must search the Plains of Blooduntil you find the one he is at,for there are several.I have not yet succeeded infinding all the possible addi-tional allies and armies. You
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aren't told how many, or where they are,but I would guess at about 20. They takequite a bit of controlling once you've founda dozen or more! There are several extranice touches such as Gothic writing and,best of all, whichever character or ally youare controlling, their own heraldic shieldappears on screen.

Each character has up to eight moves aday, depending on the terrain throughwhich they are passing. Travelling in moun-tains can be particularly exhausting.Characters and armies can be invigorated
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to a greater or lesser degree, depending onwhat fighting or travelling they have done.Exhaustion can be alleviated by resting atvillages, citadels or keeps, or negated bydrinking at magic lakes.Even when a citadel or keep contains nonew ally, you can recruit a few warriors orriders from the garrison. If an army is fac-ing insurmountable odds, it is easier fo de-fend a keep, or better still, •a citadel, thanfight in the open. Your characters' horsesmay be slain in battle, and your warriorsbecome exhausted quicker than riders.Doomdark bends the Ice Fear towardshis enemies and if the Ice Fear is strong, hisarmies are harder to defeat. The Ice Fearcan be diminished if Morkin captures theIce Crown or by defeating Doomdark's ar-mies. Your allies will be afraid to a greateror lesser degree depending on the strengthof the Ice Fear. Ifthey become tooafraid, some of themmay refuse to obeyor even desert. Severalarmies can take partin any one
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battle or seige. When all of your charactersand allies have used their move allowancesfor the day, you press the 'night' key. Atthis stage Doomdark moves his armies andthe outcome of any battles, sieges and skir-mishes are decided.

Factors affecting battles include thestrengths of opposing armies, the strengthof the Ice Fear, the quality of your com-manders and the involvement, or not, ofLuxor. If Luxor is killed, you lose controlof the Moonring and therefore all of yourallies, unless Morkin can find the Moonr-ing. If Morkin wears the Moonring, he canno longer continue his quest to destroy theIce Crown.To sum up, Lords of Midnight is welldesigned, well programmed, with excellentpackaging, and is reasonably priced. Thisprogram deserves to be a financial success,to encourage other software houses to bemore Adventurous. The author of Mid-night, Mike Singleton, tells me there aretwo sequels in the pipeline. Personally, Ican't wait! El
: The Lords of Midnight: Spectrum 48k: 1.9.95: Cassette: Beyond Software
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Fancy a game ofdragon slayingand dungeon looting?All the bestadventurescan be found in
THE ROLE—PLAYING GAMES MONTHLY
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White Dwarf is themonthly magazine ofadventure gaming.Dungeons & Dragons,RuneQuest, Traveller,computer games, comicstrips, news and reviewsawait you each issue, andfantastic colour artworktoo.
White Dwarf is availableon the fourth Friday ofeach month at your news-agent or games shop.Order your copy today.Only 85p.



PETE AUSTIN, driving force behind Level9, belies the widely held view that onlyinfant prodigies can be successful designersof adventure games. At 29, with twodegrees from Cambridge, he may still be aprodigy — but he is no infant.Level 9 began as a hobby for Pete and histwo brothers, Mike and Nick. Their firstgame was for the Nascom. Called Fantasy,it was released in 1981; a few hundred havebeen sold since then, compared to the salesof Level 9's more recent titles such asColossal Adventure, which has sold around25,000.The company was officially launched in1983, but it was only when Pete's sisterMargaret took over the marketing side thatsales to distributors began.Expansion is under way. Up to now,most of the programming has been done byPete and his brother Mike, who is themachine code expert: but they are nowrecruiting outside programmers. Mike willbe leaving for university soon; "We thinkhe should do electronics or businessstudies," says Pete. "He'd learn nothingfrom a computing course."The design of a Level 9 game takes abouttwo months, up until now mostly of PeteAustin's time. Bought in designs are beingused more frequently as they reduce Pete'scommitment to a week spent "polishing".The problem with bought in designs,however, is that few of those submitted areof high enough quality to be published.Programming takes another two months.Level 9 has its own language — A codeas well as adventure, graphics and musicgenerators.
Magical music
Music, Pete feels, is very important, buthas previously been overlooked by gameproducers. He intends to have a score forhis new games, including themes forvarious characters, to link the on screenaction with the soundtrack.Two more months then have to be spenton the production of tapes, and onpackaging. Level 9 offer a hint sheet foreach of their games; that also takes time towrite.The total time to produce an adventure isabout six months.The micros for which programs are mostin demand are the BBC, the Commodore64, and the Spectrum; but Pete sees atailing off on Spectrum orders when, andif, the QL finally arrives.The QL, Pete believes, will be anexcellent micro for machine codeprogrammers, and will have massivepotential as a games computer. Level 9,however, have no plans to produceanything for it yet. As Pete comments, "wewill develop programs for the QL when SirClive finally finishes developing the QL."Turning to the competition Level 9'sfavourite adventures are from Infocom,who "take a great deal of care, and have amarvellous sense of humour."Valhalla is not viewed too highly in HighWycombe. Pete suggests that certainelements in the design are cynical. He par-

Expanding thequest for success
andLevel 9 adventurers, Pete, MargaretMike Austin tell Martin Croft their story

From left to right, Level 9's Mike and Pete Austin
ticularly does not like the way in which thegame has been slowed down; "HELPseems only to be answered about once inevery ten appeals. The business of having tolook for food or die, is also a 'brake' on thegame."The animated graphics are a plus, butPete, who is working on a game based onthe children's book, Eric the Viking, doesnot think the characters look like Vikings.If Valhalla is the game of the moment,then Lords of Midnight, from Beyond, hasto be the game of the near future. Pete hadbeen playing it all night before MAD'svisit, and his verdict is interesting."Lords of Midnight is the first reallysuccessful wargame for micro computers,"he believes; "But it is not an adventure.Morkin's quest for the Ice Crown seems tobe entirely a matter of luck."Pete has managed a military victory,defeating Doomdark at Ushgarak. Thatgame took him 20 hours. He refuses toreveal the final screen, however, as Beyondare using it as a security device. (His victoryimpressed Mike Singleton, the author ofLords of Midnight, who visited MAD'soffices recently.)Pete says that the game works extremelywell as a strategy game. He particularlylikes the way in which armies get tired,which forces the player to provide a reserveof fresh troops — a realistic touch lackingin many computer wargames.Pete also applauds Beyond's packagingand artwork on Lords of Midnight — heknows just how hard it is to produce highquality support materials.The quality of back up services offeredby software companies is something thatPete Austin feels strongly about (probablybecause Level 9 has invested so much timeand effort into such services).Clue sheets in the box, he suggests, ruin a

game; on the other hand, he personallydoes not care for telephone enquiries. Thesolution which Level 9, along with othercompanies, adopted was to offer clue sheetsto those who sent them an SAE, and proofof purchase. The response has benphenomenal — the week before MAD'svisit 100 requests a day were received.About one third of Level 9's regularcustomers are female, letters and phonecalls indicate. Pete certainly believes thatadventure games offer many women,trapped at home by children, a moreintellectual alternative to Mills and Boon.Sexist game designs, therefore, are notwelcome; the protagonist of Snowball isdeliberately called Kim — a name that hasno distinct sex attached.Racism is also out: Pete is at presentworking on a design provisionally calledIsland. Having cut the cannibal cook potscene, he has been having problems withthe classic fairy-tale ending, in which the'hero' gets the princess.Level 9's plans for the next six monthsinclude the release of its own graphicadventures. In addition to Eric the Viking,being produced for Mosaic, the publishers,Pete is also working with Longmans, on adetective game.Level 9's own titles will include RedMoon, a graphics adventure, and Return toEden, the third game in the Silicon Dreamseries. Apart from those, there are anumber of as yet untitled projects underway.The final question Pete had to field wasshort: why Level 9?"Levels are the sort of things you comeacross a lot in dungeons. And it's useful tohave a number in the title. For one thing,you can slip adveM in your own games.You'd be surprised at the number of timesnines turn up in our adventures." El
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The vit tiblue yonder
Kevin Bergin pilots Spectrum and BBC flight simulators

PICTURE THE scene: "I say, Biggles oldchap, the weather's triff — how about aspin in the old crate, what?""Sorry to be a bore, Ginger old worm,but I've got a spot of gippy tummy — musthave been last night's bubble-and-squeak,don't you know?""Bad show, Biggles, old fruit. Telly'what, I think I might just have a quickshufti round the old cabbage patch for theHun. Be a good fella and load in the jollyold prog, what?""Right-ho, Ginger tally ho!"Even with a ZX8 1 Ginger would havehad to decide which flight simulator to use.If you own a Spectrum, BBC or Atarimicro, the choice is even wider. This reviewaims to help you pick the best for yourflights of fantasy.The good old lo-res, black and whiteZX8l is not a machine that springs readilyto mind when talking of flight simulators;but it was for this machine that one of thegreatest programs yet written wasproduced. Psion's Flight Simulation wasgreat in the sense that graphics like this hadnot been seen on the ZX81 before. It wasalso fun! But don't think that it was easybrilliant machine-coding ensured thatPsion's plane, a twin-engined light aircraft,behaved very like the real thing.The view from the cockpit shows thehorizon, and as the plane dives, climbs andbanks, so the horizon moves in a veryrealistic way. The instruments in front ofthe pilot include dials, digital readouts andbar displays; they show such information asspeed, height, and fuel, and an artificialhorizon as well as a comprehensivenavigation system. Several beacons aredotted around the Psion landscape, andthese all help the pilot to pinpoint therunway on which he must finally land.
Overshot
As the plane nears the landing strip, itappears in view. The ZX's low resolutionmeans that the lines of the runway musttake the form of white pixels against theblack background — but still, disbelief issuspended, so well-presented is the environ-ment. As the plane approaches the runway,the perspective gradually changes, and theground really does seem to reach up to meetthe descending aircraft. It is even possibleto overshoot the runway, and swoop roundand round the airport, with the lines of therunway remaining coherent all the time.If the pilot has time, there is a furtheroption ask to see a map (press the M
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key), and the view from the window isreplaced by a plan view of the "play" area.This gives you an idea of where the plane isin relation to the runway.The controls are comprehensive; to makethe plane bank, dive and climb, the cursorkeys are used, and other keys are pressed toraise and lower the landing gear and flaps,apply and release the brakes, adjust thethrottle and rotate amongst the beacons tofacilitate taking bearings. There is norudder control, but all in all, the plane fliesquite realistically, although it seems verywell balanced — set to level flight, it willhappily purr away until the fuel runs out.Precision aerobatics are not really possible,though the controls are very responsivewhen it comes to necessary manouevres.There is a small question about the flapsput them down above a certain speed, andthe plane crashes. This wouldn't happen inreal-life, of course; similarly, a stall at asafe height is also fatal for the pilot inPsion's program. The ultimate thrill in thisprogram, though. is the final landing.Flight Simulation became the yardstickby which other ZX81 programs weremeasured (programs of any kind, that is,'not only flight programs), and other flightsimulators had a very hard job to compete.Hewson released its Pilot not long afterPsion's program. Written in Basic, it didn'thave the smooth responses typical of theearlier program. Rather than the keyboardbeing scanned, and the display beingupdated accordingly every nanosecond,Hewson's program works through theroutines (this all takes about two seconds)— pumping away furiously at a control keywhile waiting for the keyboard to wakemerely results in overcorrection, andanother sickening plunge until the thing canbe brought under control. No fine-tuninghere! Hewson avoids the problems ofcoding the horizon by setting the wholesimulation at night! Thus the range of hillswhich is such a hazard is not actually seenjust felt as you crash into it.As for flying — once the pilot isaccustomed to the annoying slowness ofinput from the keyboard, then the basicscan be accomplished. Banking, climbingand diving are possible, as well as arudimentary rudder control that adjusts theheading by one degree each time it ispressed. There is no map during the flightthis time, but there is a "flight profile" atthe end (when you've crashed), whichshows all the mistakes you have made.When the Spectrum was released, the

colour and enhanced graphics capabilitiesensured that, sooner or later, flightsimulator programs would start to appear.Sure enough, they did! Psion and Hewsonboth released new versions of theirsimulators.For the Spectrum Pilot, Hewson againturned to author N Male, and, again, theprogram was in Basic. The instrumentpanel (drawn in white on blue) includes alarge circular Air Direction Finder (AIM,which is permanently tuned to a groundbeacon, and gives an indication of theplan's position relative to the beacon.Other instruments include a large, squareArtificial Horizon, and the InstrumentLanding System which gives an indicationof the plane's attitude when landing, sothat the pilot has a continual read out of theplane's position on the approach glidepath. Readouts, like Airspeed, Heading,Altitude and so on, are in digital form.Again, an end-of-mission map is availablefor reference.Then Hewson released Nitellite II, takingthe place of Pilot. This made better use ofcolour, with the instrument panel beingdrawn in several colours (although theArtificial Horizon suffered a little in itsresolution), and a rather more stylish"select option" screen. On-screen inform-ation was more comprehensive, withdetailed readouts on the cloud-base, winddirection and so on. Also among changesfor the better was the provision of brakes,taxiing on the runway, a (signed) assess-ment card of the pilot's performance, andmuch better instructions, "talking-through" salient points.The major difference, however, was thatinput had been dramatically speeded-up, sothat keyboard input was almost (not quite)immediate - and provision was made forjoysticks. There is still, however, nocredible feel of flying; stalling, at anyheight, is immediately fatal, as is puttingdown the undercarriage or flaps above acertain speed.Psion's new version of Flight Simulationwas the first true simulation available for



the Spectrum. Only three options areoffered the user — Final Approach, Take-off or In Flight. Again, the aircraft inquestion is a small, high-performance,twin-engined, propeller-driven airplane,and the view is from the cockpit window.Anyone who had seen the ZX81 versionwould be immediately at home with theSpectrum version — the horizon is nowdrawn in higher. resolution, as is thecomprehensive instrument panel.Again, the feeling of actually flying isintense, and the keyboard is immediatelyresponsive to any keypress. The Map isavailable here, too, but now it is in muchmore detail and shows two runways: Clubis a small airfield with a rather shortlanding strip, while Main is an internationalairport with a much longer runway (mucheasier to land on). Also on the Map are acouple of lakes, and several beacons. Thesebeacons can be used to attempt navigationto any point on the map. While the Map ison screen, the instrument displaydisappears, making it necessary to switchcontinually between the two displays whilein flight.
Thrilling
What makes Psion's program so thrillingis that the lakes and runways are seen intrue perspective as the plane approachesthem. Unfortunately, while the sky is lightblue, the ground is a disappointing uniformdark blue, with the lakes in light blue.Aerobatics can be indulged in — loopingthe loop is quite possible. Put down thelanding-gear while in flight, though, orlower the flaps too far, and the planesuffers damage, maybe even fatal damage,as in so many of these micro-basedsimulators. Try dive-bombing the lakes orrunways, however, and you'll swear thatyou are in a real plane — fantastic!Fighter Pilot, from Digital Integration(written by D K Marshall), is an unashamedtribute to Psion's Flight Simulation. Here isa Map, showing, in this instance, fourrunways (BASE, TANGO, DELTA andZULU), and several beacons which flash as

they are selected by the pilot here, too,are mountains which must be avoided.Looking out of the cockpit's window showslight blue sky with, this time, a uniformyellow ground (no lakes, though, inDIland).Your aircraft is an Fl Eagle, the USAFair-superiority fighter, with two turbofanWhitney engines, complete with re-heat.Sounds pokey, and it is! Selecting the Take-off mode (there are several other Modes,and several levels of difficulty), allows youto use the performance to the full. Unlikethe other programs we've seen so far, thebrakes, realistically, have to be held onrev up to above the red line, brakes off, andaway you go, hurtling down the runwayand up into the sky in a near-vertical climb.Within a few seconds, you will betravelling at 600-odd knots (maximumspeed is 1,440 knots at 60,000 feet, 800knots at sea level), and you will already beat a height of 25,000 feet or so. What acontrast to Hewson's 80 knots at a puny100 feet! Throw the Fl about the sky asmuch as you like — it's extremely difficultto control until a lot of practice is put in,but I imagine that it is a lot like flying thereal thing (a Cessna is the closest I've got!).The instrumentation is the most useful ofall the programs so far — the ArtificialHorizon looks authentic, with instantfeedback, and the Roll and Pitch indicatoris very useful in fine-tuning the plane'sattitude. Navigation is simplicity itself.Select the Map, on which you will find allthe salient features of the landscape alongwith the four landing strips. While the mapis on-screen, the instrument panel remainsat the bottom of the display; unlike manyother simulations, it's perfectly possible tofly on instruments only, thanks to instantand continual updates. Pressing the N keydisplays the Next beacon you require — itwill start flashing on the map, and itsbearing is shown, along with your currentheading, on the radar screen on yourinstrument panel.A flashing cross shows the position ofthis beacon relative to your current heading

steer toward the beacon, until the crossswings directly ahead of the little plane onthe radar screen. Above the screen is yournew heading, and the distance from thebeacon. If you are going to land, theInstrument Landing System becomesoperative within five miles of the runway,and this allows the pilot to fly down thecorrect approach path to the runway.Though this may sound easy, it isn't — Ihave to admit that I still haven't effected asuccessful landing!This program would be a sensation, anda very accurate simulation, but there ismuch more — on the opening OptionScreen, you will notice two selections thatdon't appear on others in this review. Asthe plane you fly is a fighter, all thistraining would be useless if it couldn't beput to some real use, and this is what youget in the Combat modes.In the Combat Training mode, your taskis to find the enemy (looking much like amedium bomber) and destroy him. A cross-hair target and a readout of your remainingammo help you, and the enemy will not fireback. Once you've had enough practice, it'son to the real thing, and this time the enemywill fire back if he has the opportunity.Things develop into a real dog-fight!Enemy planes are not visible until you arewithin a one-mile range — they will be ataround a 5,000 feet altitude, and you mustmatch height and speed in order to fighteffectively. The enemy plans are not justthere to be shot at, but also to seek anddestroy your runways. As you'll need theseto refuel and rearm, it is necessary toprotect them at all costs.
Accomplished
All in all, Fighter Pilot is a veryaccomplished program. A superb fightingmachine with very sensitive controls, state-of-the-art navigational aids, and a worthyopponent — what more could the Spectrumowner ask of a Flight Simulator?Before we leave the Spectrum, it is worthmentioning another Hewson programHeathrow. This is another simulation, butthis time from the point of view of those onthe ground. Air Traffic Control wouldseem to be an ideal candidate for computercontrol, and this program gives you someidea of what it must be like to juggle withall those incoming Jumbos and Concordes.As with its Flight Simulator, Nightflite,Hewson has elected to cater for both the16K and 48K Spectrum from within oneprogram, thus making the thing not quiteas complex, maybe, as many people wouldlike.However, with the continually up-datedradar display, and multiple bar-chartsshowing aircraft headings, altitudes and soon, there is quite enough to digest for me!The instructions are complex, the display iscomplex — the whole program is a detailedsimulation, including radio failure,emergencies, rogue aircraft and so on, andis recommended for the Spectrum-ownerwho wants to see what havoc may be causedby his stumbling around in other programs.On now to the Atari. Strangely enough,
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this machine, in every other sphere of"games" programs so much better than theSpectrum, has been poorly served when itcomes to Flight Simulators. One of the firstcame from APX, the Atari ProgramExchange, and is a 747 Simulator. Writtenin Basic by William J Graham, it is poorwhen, set against the best for the Spectrum.The only option is Final Approach,although the pilot may select Auto-pilotif so, all that remains for him to do is todecrease the engine revs when prompted,in order to keep the aircraft on the correctglide path. Manoeuvring is effected byjoystick, and as the landing gear is loweredby pushing the stick to the right whilepressing the fire button, this immediatelysends your airplane off to the right. As littleas 10 degrees off-course means that youhave a mid-air collision. The instrumentpanel consists only of digital readouts (nocircular dials here), although the runway isshown in a sort of 3D.The sensation of flying is not particularlystrong (and maybe isn't in a real Jumbo),and the program is rather more of anintellectual exercise in number-juggling.Like the vast majority of Atari programs,however, the APX Flight Simulator is, forsome reason, extremely addictive, and youwill find yourself returning to it again andagain, as it seems so simple and yet soinfuriatingly difficult to beat. Thedocumentation is extensive, and includes adetailed "talk-down", so that even thefirst-timer has an even chance.
SubLogic's Flight Simulator II, whichhas been advertised for some time now asbeing available, will be the most excitingdevelopment in Atari flight simulators.Thousands of people are eagerly awaitingthe program, on both sides of the Atlantic,and no-one, as far as I am aware, has seenit at the time of writing (June '84). It hasachieved fame on the IBM machine as ayardstick of compatibility, and is justlyheld in high regard. It includes a WorldWar I Air Ace scenario, with dogfightsversus the Red Baron! Instrumentation andfacilities are comprehensive, and the flyingarea includes the whole of the UnitedStates, with 80 airfields from Los Angelesto New York, user-defined weather and thetime of day all making their impression. Itwill be expensive, but, also, the only "real"Flight Simulator on the Atari.The BBC machine is not one that is' favoured with too many Flight Simulatorsin fact, I have just two to look at thismonth. The first is 737 Flight Simulatorfrom Salamander. This comes on a cassettewhich includes a version for tape loading,together with a version which can be savedto disk. The program is in two parts — thefirst allows the user to select all the para-meters, such as designing an airfield,selecting take-off or starting in mid-flight,choosing between daytime and nightimeflight, and so on.After this initial set-up period, the"business" part of the program is loaded,and the pilot finds himself sitting at the endof a runway, looking over the well-appointed instrument panel (everything you
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need is here and you'll need it). Thisassumes that the Take-off option has beenselected — and a shock is in store! Aftertake-off, the horizon suddenly disappearsthe cloud base is at 35 feet!
Muck

I personally wouldn't want to fly in mucklike that, but Salamander gives you nooption, so continue we must — and on theway back, you'll find that the clouds havemiraculously rolled back to 400 feet.Having struggled into the (very low) cloud,the pilot will obviously not see very muchout of the window (a good wheeze, this,which helps programmers out of a tightspot) — instead, the display is replaced by aradar screen. Suddenly, you are now an AirTraffic Controller. Against a blue back-ground, the track of your aircraft isdepicted in red, and, flying on instrumentsonly, you must steer your plane into alanding.For some reason, it seemed a lot easier toland the 737 after selecting the FinalApproach option, than it was after a cross-country navigation exercise. But thecontrols are very responsive, despite thefact that only one key at a time is read. So,you won't be able to lower the under-carriage while throttling back, whilelowering the flaps. Each task has to betackled in turn, and the pilot needs to be anambidextrous octopus in order to negotiatethe 20 or so keys that have to bemanipulated.However, there is a very helpful"BEEP" option (which may be turned off)which informs the pilot of acceptance of hisexecutive action. The Beep pales into insig-nificance, though, beside the whine of theengines, which increase in pitch as thethrottle is opened, finally reaching thepoint when nothing short of a strategically-placed pillow mutes the shriek.Looping-the-loop and other interestingpastimes are not available on Salamander's

airliner — but those pilots who likewatching the instrument panel should havea good time.Now, let's step back to Aviator, fromAcornsoft. Let's be charitable, and say thatthe early releases from this company were"toes in the water" to feel the temperature— the more recent programs show verymuch more promise. And this is evident inAviator.Although the memory constraints of theBBC machine, I imagine, mean that thedisplay consists of white "wire" lines, on ablack background, the loss of colour is notnoticed after a while. The aircraft you areflying now is a World War II Spitfire Mk3.Of all the planes in this War, the Spitfire isthe best known today, and to be in the seatof this one is a real change from the Eaglesand Jumbos of the other programs here.An excellent manual, complete withdetachable map of the countryside, andanother sheet showing the keys to use,prepares the user for the experience tocome. When the flight starts, the instru-ments are slowly drawn — no round instru-ments here, but octagonal — and the viewfrom the cockpit window of the runwaystretching before you. Start up and the veryrealistic sound of a prop engine is heard.Rev up, ease off the brakes, and away.
Torque
The Beeb Spitfire is the most realistic ofall the aircraft we have looked at in thisreview. Nowhere is this more clearly seenthan in the first moments, when you, thepilot, are beginning the take-off. Althoughthe Spitfire suffered from tending to driftto the right (as the torque of the spinningpropeller pulled the aircraft's nose from thestraight-ahead), the slight left rudder thatwould be necessary in real life is not neededhere. As speed increases, the tail gently liftsoff the ground, and the "joystick" has tobe slowly eased back in order to keep thepropeller from digging a nice little trough

1



along the runway. The Spitfire in flight isvery responsive, just as in real life.As with most of the other simulators, ittakes a great amount of practice before asmooth flight can be undertaken, and,especially in the first few moments of theflight, it can be all too easy to stall themachine, and spin into the ground (it's nota long job, thank goodness, to startagain!). One of the main drawbacks withthe Spitfire, and one that caught manytrainee pilots unawares, was the narrowtrack of the landing gear — a slight cross-wind, causing the Spitfire to "crab"sideways on landing, would place a greatstrain on the steering characteristics of thelanding gear, and easily cause a ground-loop. I haven't had enough practice, yet, tobe able to get close to touching down, but Ihave a feeling that this detail will not beprogrammed into Aviator. In most otherdetails, however, the BBC Spitfire behavespretty much like the original — which was ahoney, and one of the best aircraft everbuilt.The landscape consists of severaltrapezoid shapes, representing fields, andeach of a different shape, thus allowing forsome sort of recognition as you passoverhead. It's extremely difficult to tell oneshape from another, but it is essential tolearn how to do it — there are no beaconsor other navigational aids in the Spitfire.You can also fly through the streets of a

small town or under a bridge. For thesevarious feats, points are scored — more ifyou can do them upside down.There is the added fillip in Aviator ofcombat — but not with Messchersmitt109s. In a weird bit of lateral thinking,Acornsoft has seen fit to pit the Spitfireagainst strange alien spaceships shaped likeelongated triangles. It seems ratherincongruous to have to fight these.However, you can behave realisticallyturn away after firing, and the shells willcontinue toward the spot originally aimedatThe combat part of this program,though, is not important (no way couldanyone play this game as some sort ofantique Space Invaders!), while the flyingpart is — and Aviator is certainly amongthe best to be seen so far on a micro-computer.
Fringe
It is worth mentioning those "fringe"programs that require a certain amount offlying skills. These include, for theSpectrum, Zzoom and Omega Run (bothplace the player in the cockpit of a rathermystical aircraft — actually a "skimmer"in the case of Zzoom) and Fort Apocalypseand Chopper Rescue for the Atari andCommodore, which require the player tofly a helicopter remotely. Although theseprograms are nothing like real simulators,

they are worth looking at if you get a thrillfrom handling fast, manoeuvrablemachinery.The Flight Simulators we have looked athere seem to fall into one of two types.There is the "seat-of-the-pants" type, ofwhich Aviator is a prime example, and the"fly-by-instruments" type, such as theAPX Simulator and Jumbo Jet Pilot.Programs in the latter category tend to beintellectual exercises in which many detailshave to be balanced against each other. Thefeeling of flying is not particularly great,except for any view that you may havethrough the "cockpit" window. It is thissort of program that tends to place a heavyemphasis, rather unrealistically, on stresslimits, so that lowering the undercarriage,for example, above a certain speed willimmediately wreck the plane.The other kind of Simulator lets the pilotpay more attention to the actual flying, andallows aerobatics, and also includes acertain leeway in structural limitations. TheSpitfire program for the BBC is an extra-ordinarily accurate simulation, and,incidentally, addictive. The Fl Eagleprogram, for the Spectrum, is thrillingthe pilot can almost feel the kick in his backas the throttle is pushed into the red, andthe plane hurtles, at Mach 2, to 50,000 feetin just a minute or so.Which one you prefer, Biggles, must beyour decision.
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Puffin Adventure Gamebooks
•Share the secrets of a power that holds millions in its thrallFIGHTING FANTASY GAMEBOOKS

The Warlock of Firetop Mountain Steve Jackson and Ian Livingstone 0.50The Citadel of Chaos Steve Jackson 0.50The Forest of Doom Ian Livingstone ELMStarship Traveller Steve Jackson E1.50Deathtrap Dungeon tan Livingstone 0.50
City of Thieves Ian Livingstone 0.50

And for those who want to go it alone!
anguliv Fighting Fantasy Steve Jackson 0.75
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Fighting Fantasy Gamebooks FEEL THE FORCE!
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Amazing graphics, fast and furious action, challengingstrategy, compelling adventure— this first wave of games fromTALENT has got the lot!Written by professional computer scientists using powerful newprogramming techniques (which leave machine code standing),these games have pushed home micros to the very limit!

PANORAMA (H) Cassette (11795)£15.95PANORAMA (H) Disk (119,95)0 11795ARCHIPELAGO Cassette (f 795)0 I 5.95ARCHIPELAGO Disk (f 9.95) 795KALAH Cassette (f 7.95)0 f 5.95KALAH Disk (f 9.95)0 f 795WEST Cassette (f 9.95)f 795WEST Disk (112.95)0 f 10.95BBC MODEL BLASER REFLEX Cassette (f 795)D I 5.95WEST (text only) Cassette (f 795)ti I 5.95ELECTRONLASER REFLEX Cassette (I 795)0 f 5.95WEST (text only) Cassette (f 795)LiI 5.95

LASER REFLEX

f

ARCHIPELAGO
Dare you venture into the ancient undersea labyrinthswhich link the islands of the Archipelago? Fabulousjewels await you there but the guardians of thetreasure mark your every move, waiting to deal aswift and terrible vengeance. How long can yousurvive?A fast-moving, action-packed game with brilliantgraphics, animation and musicCommodore 64 (joystick needed) Cassette £7.95 Disk 19.95
KALAH
One of the oldest games in the world! Originallyplayed by Bedouins using pebbles and holes scoopedin the desert sand, this strategy game has absorbedthe mind of man for thousands of years. Superbgraphics and music, with a choice of levels and depthof search. Easy to learn, fiendishly difficult to beat!Commodore 64 Cassette 1795 Disk 19.95
LASER REFLEX
A new angle in alien zapping! Against a brilliantbackdrop of stars, you must defend your asteroidbase from wave after wave of swooping mutatingstarships. Your defence a powerful laser deflectedagainst a giant mirror. How long can you hold outbefore your defences crumble?BBC Model B Cassette1795Electron Cassette 17,95

WEST
A compulsive adventure game set in a ghost town inthe Wild West. Your task — to flush out a gang of bankrobbers and retrieve their loot — with only your trustysteed and your six-shooter to aid you!Test the speed of your draw, your skill at cards, yourpowers of survival!The first of a stunning series of adventure gamesfrom Allan Black, played in real-time.Commodore 64 Cassette 19.95 Disk f12.95BBC Model B (text only) Cassette £795Electron (text only) Cassette £7.95
PANORAMA (H)An outstanding graphics package for theCommodore 64. Features include: free-handsketches, circles, ellipses, block move, copy andreverse, magnification, choice of cursor, joystick orkey control PLUS texture definition and texture andcolour fill. PANORAMA (H) uses the full colourfacilities of the Commodore 64. Pictures can includetext and can be stored and incorporated into BASICprograms. The program is menu-driven and comeswith a comprehensive illustrated instruction booklet.We use PANORAMA (H) to create all the graphics forour Commodore 64 games. Need we say more?Commodore 64 Cassette11795 Disk 09.95
SOFTWARE FROM SCOTLANDffirTPA • on ilk,. NE&a el, IC

COMPUTER SYSTEMS
CURRAN BUILDING, 101 ST, JAMES ROAD, GLASGOW G4 ONS TEL 041 552 2128
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c2DISCOUNT ON ALLTALENT PRODUCTS!
For every TALENT product you order, we'lldeduct 0.00 from the price.This offer must end on August 31st so don't delay—make sure you've got TALENT!_I1

INSTANT ACCESS 24 HOUR ORDERING SERVICE TEL 041-552 2128
1111111

_AL 1110 a l t o
To: TALENT COMPUTER SYSTEMS%FREEPOST (no stamp required)GLASGOW G4 OBR

-•-•,••• 0 0 , f t ,  •••••••••

Please send me the following items:
/COMMODORE 64 uasttity

Total (includes postage and packing)
I enclose a PO/Cheque to the value of
Please debit my ACCESS

SPECIAL PRICE

TOTAL

HIIIHII II II I I
Name (block capitals)Address Post Code

S.

PCWICI
Signature T e l
Please allow up to 28 days for delivery. We shall not bank your
remittance until your order has been despatched.
Dealer enquiries welcome. Contact Veronica Colin on 041-552 2128



GOLD COLLECTION • GOLD COLLECTION • GOLD COLLECTION • GOLD COLLECTION •
The Quill is a major new utility written in machine code which allows eventhe novice programmer to produce high-speed machine code adventuresof superior quality to many available at the moment without anyknowledge of machine code whatsoever.Using a menu selection system you may create well over 200 locations,describe them and connect routes between them. You may then fill themwith objects and problems of your choice. Having tested your adventureyou may alter and experiment with any section with the greatest of easeA part formed adventure may be saved to tape for later completion. Whenyou have done so The Quill will allow you to produce a copy of youradventure which will run independently of the main Quill editor, so thatyou may give copies away to your friends. The Quill is provided with adetailed tutorial manual which covers every aspect of its use in writingadventures.

The Quill
48K Spectrum

Magic CastleRescue the Princess from the MagicCastle but beware of Vampires and-Booby Traps.

SpyplaneCan you survive and complete yourmission high in the sky over enemyterritory?

Diamond Trail
Where in this city of death and intrigueis the stolen Sinclive Diamond?GILSOFT
30 Hawthorn RoadBarrySoth GlamorganCF6 8LEII: (0446) 732765

From The Golden Nib OfThe QuillComes a Gourmet FeastforHungry AdventurersVolume 1of theGOLD COLLECTION
\  \\\ ksak Akktk

Mindbender
Only you alone can save the worldfrom the terrible power of theMindbeinder.

A Superb collection of adventures for the 48KSpectrum written with the Quill.From the fertile imaginations of many authors, wehave selected this fine volume of adventures foryou to collect. Each adventure is complete in itselfand is presented in the distictive livery of theseries to grace your software shelf as you build upthe collection,The adventures are priced at only E5.95 each.
Selected titles available from good computershops nationwide including:-0 •  H. Smiths, Boots, Menzies

Or direct from us by post or telephone
SAE for full details of our range
Dealer enquiries welcome

Devil's lsland
Escape from the infamous prisonmaybe impossible, but whatalternative have you?

Barsak The Dwarf
Help Barsak recover the treasures ofhis ancestors from the underworld ofmythology.

Africa GardensWhat is the secret of the desertedHotel and where are all the guests?.
Credit Card Order LinePersonally Manned for 24 hours0222 41361 Ext 430

AnkAccess
- [BARCLAYCARDVISA

GOLD COLLECTION • GOLD COLLECTION • GOLD COLLECTION • GOLD COLLECTION •

CI

CI
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PLAYER VERSUS computer war gamesprovide one of the greatest programmingchallenges requiring not only skilled pro-gramming but also a knowledge of wargaming and game theory. To illustrate theproblems involved it is possible to dividecomputer opponent games into severalcategories, which also serve to describe thediffering games available.The first category is the simplest toprogram but can provide an interestinggame if well done. Basically, the computerhas a straightforward target to achieve anddoesn't respond to its human opponentunless the player interferes with this primeaim. An interactive situation will onlyoccur if it is caused by the player, as thecomputer will happily proceed to itsobjective without approaching the enemyforces unless they are directly in its path.Lothlorien's Battlezone 2000 for the BBCmodel B provides a good example of thistype.Overwhelming force
Unfortunately there are also gameswhich give the computer overwhelmingforce to disguise their basic simplicity. Bysetting the player nearly, or totally, impos-sible task in eliminating the opposition,such games appear more complex. Thecomputer will attack the player's unitswhilst attempting to destroy an objectivebut is in fact programmed to attack any-thing within range with no realisticresponse to enemy forces. The computer isprovided with such a concentration of forcethat the player will find any defence to beextremely difficult and any intelligentstrategy to be worthless. One ofLothlorien's games, Redweed for the BBC,certainly illustrates this principleespecially when compared with TaskForce's War of The Worlds which covers asimilar theme for the Atari, but with someunderstanding of the principles of provid-ing a balanced war game involving strategyand tactics for the computer, as well as thehuman player.A second category takes a little more pro-
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Laurence Miller battles his way throughanother collection of wargames programsfor the BBC and Spectrum

War gameshow to beatthe computer
gramming skill and is capable of providingan entertaining and challenging game. Toprovide a simulation of a competentcomputer opponent, this type of programintroduces "real-time" gaming in that thecomputer's units move steadily and simult-aneously with the player's moves. Thecomputer is set a definite target (or targets)and moves continuously, attacking wherenecessary to meet its objective. Thesituation appears fully interactive, but failsto provide a realistic simulation in mostcases because the "real-time" element ismerely used to cover up the deficiencies ofthe computer opponent. The techniqueworks well for man-to-man type war gamesbut for larger scales of combat the rationale• breaks down — with, for example,division-sized units covering tens orhundreds of miles in seconds.Imagine's Stonkers is a prime example ofthis type of game. As one military leader,Major General Sir Jeremy Moore, hascommented: "I don't think this would holdmy attention for long enough, though I'msure my son would like it." It is unfortu-nate that such a technically proficient gameshould have such a shallow content whenthe effort in providing continuous move-ment could have been used to program anefficient computer opponent with limitedintelligence.A variant of the continuous movementgame is one in which the human player hasa definite amount of time for making amove, usually for each unit. This can workvery well when you're controlling unitsranging from individuals up to battalionand possibly regimental strength. In thesecircumstances such games allow a reason-able amount of planning time whilst apply-ing the pressure appropriate to thecommander actually on the spot — withoutincorporating ridiculous divisional-sized 40mile movements in seconds.A third category provides the bestsimulation from a wargamer's point ofview, incorporating a genuine attempt atproviding a computer opponent withartificial intelligence capable of strategic

and tactical analysis. Whilst not easy, this isby no means as difficult as it appears atfirst sight. Such a computer opponentneeds to be programmed with its objectives.and then a series of methods to accomplishthem. It should recognise terrain effects onboth mobility and combat, be aware of theprinciples of concentration of force, and beable to react to the player's strategy andtactics where this is required.There are a few war games which showthis type of technique in action on theSpectrum. One such game is Next Warfrom Assassin Software. This deals withground warfare in Europe in the event of aSoviet assault against Nato forces andoffers five prepared scenarios and theoption to design your own."Battlezone 2000an enjoyable andexciting game"
Although there are several other types ofwar game, these three represent themajority of games available for theSpectrum and the other machines dominat-ing the UK computer market (with theexception of disk-based Atari andCommodore 64 systems) so I'll take a closer.look at some of the titles mentioned above.



Although only produced for the BBC B,Lothlorien's Battlezone 2000 represents anenjoyable and challenging game in the firs(category. Taken from Steve Jackson'sboardgame Ogre, it provides an excellenttransition from a boardgame to a computergame with the provision of a clearly definedcomputer objective. The computeropponent controls an Ogre which is a.computer-controlled (rather apt) super-tank bristling with deadly weapons rangingthrough missiles (long range and few), mainbatteries (medium range and few but re-usable each turn), secondary batteries(short range, more numerous and re-usableeach turn) and a number of anti-personnelweapons (many, but contact range anduseful only against infantry). The Ogre alsohas a number of tread units whichdetermine its movement points.
Ogre
The computer opponent's objective is forthe Ogre to exit the map on the sideopposite to its starting point. That isprecisely what will happen if no humancontrolled units interfere, because the Ogrewill only attack anything that comes withinrange — it will not seek out and engageenemy units. The player is equipped with avariety of units to stop the computer, eachtype having its strengths and weaknesseswhich must be capitalised on if the player isto have any chance of winning. These units

range from infantry (short-range attackand medium movement) through GEVs(Ground Effect Vehicles with medium-range attack, longer initial movement andsecondary movement after attack — hit andrun) to the howitzer (long-range, powerfulattack and no movement after.emplacement).To beat the computer, it is necessary tostop the Ogre moving, and to destroy all itsweapons before it exits the map. Due to theoverwhelming power of the Ogre, it isnecessary for the player to be very carefulin the choice of tactics to use, and to ensurethe best use of the individual units'strengths, eg move in with a GEV, attackthen retreat to preserve the unit. It isnecessary to develop specific tactics to dealwith an Ogre. Once you start winning thereare ten levels provided to extend thechallenge.In the third category Next War providesa real challenge for the war gamer with asimulation of combat on the plains of WestGermany at some point in the near future.The player controls Nato forces consisting"of an augmented brigade trying to deal witha Warsaw Pact force of two or threedivisions. There are five scenarios on offertogether with an option to design your ownscenario. This simulation is not for thosewho like an easy life as the setup tendstowards current thought of an invasion ofWestern Europe, le Nato forces will be

performing superbly if they can slow theinvading forces down long enough forreinforcements to arrive but are definitelynot expected to beat an invasion withconventional weaponry.
"The initialpriority issimply survival"

Game scale represents two miles persquare and 12 hours per turn with Nato'sbasic task being to survive for at least 25turns, at which point reinforcement ratesshould allow the player to force a victoryagainst the computer opponent.The game features a multi-phase turnsequence which allows the player aplenitude of choices but a few points mustbe borne in mind. This is a simulation: assuch, Nato forces should only attack acomputer unit when they have a consider-able local superiority. The initial priorityfor the player is simply survival in the faceof overwhelming odds. This requirescareful strategy in using your forces.Despite the odds in favour of the computer,this game definitely belongs in the thirdcategory and is well worth considering byany 48K Spectrum-owning war gamer.EI
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Howard Gill of Gilsoft — giving you the opportunity to design your own adventures
I HAVE BEEN extolling the virtues ofGilsoft's Adventure Generator since theQuill was first released. Using this'program, anyone with a Spectrum or aCBM64 can compose a machine-codedAdventure. There are a lot of people withthe imagination to write absorbingscenarios, but coding these into a fully-fledged program usually proves too great abarrier. The Quill frees the user from thehard work of writing, debugging and so on,allowing full attention to be devoted tocrafting the plot.There is, however, a drawback to all this:the structure of all these Quill'd programswill necessarily be the same. The generallayout of the screen and many of theresponses (for example, DO YOU WANTANOTHER GAME?) are recognisablyQuill and nobody seems to have found away round the final "OK HAVE A NICEDAY. BYE" So, while The Quill allows theauthor's imagination full rein, the scenario
20 Micro Adventurer August 1984

Tony Bridge dips into adventure

really has to be special to stand out fromthe rest.This month, I am going to look at a newcollection of adventures from Gilsoft, thepublishers of The Quill, and see howdifferent writers handle the generator.Other software houses have releasedQuill'd Adventures in the past couple ofmonths — in fact a flood of them! Some ofthem have gone to great lengths to maketheir programs look less like the result of anadventure factory. How do Gilsoft's ownattempts differ?Under the inclusive banner of The GoldCollection, the release consists of sevenadventures, two of which, Magic Castleand Diamond Trail, have been with us forsome while.
Clive's problem
Diamond Trail is probably the very firstQuill'd adventure, written by Tim Gilbert,one of the founders of Gilsoft. Released in

feathers
S

ink and Gilsoft Gold

1983, it starts off with a nice title page,featuring a 3D Diamond (and Mr Gilbert'sdog?), and then goes into the scenario. Thisconsists of the usual groan-inducing playon poor old Sir Clive's name: "The SincliveDiamond has been stolen from the JewelRoom of Spectraisia's Capital, Micro-drivia. You must restore it in as short a timeas possible, before the public begin todoubt its existence." Hello, a very subtlein-joke about the QL (and a year before itslaunch!).The instructions that follow this openingare repeated in a fairly similar form inmany of the Gold Collection Adventures:the player is reminded of the Verb/Nounconvention, and that the program willaccept the first four letters of an object'sname, thus saving the player's poor littledigits!The screen layout in this Adventure israther restrained — the default colours ofwhite-on-blue are replaced by white text on
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THE GOLD COLLECTION48 K Spectrum

black paper. The responses, as is usual withany Quill'd adventure, are immediate.Almost straight away, the player is told thathe feels hungry. In just about everyadventure, this means that you have only avery limited number of moves before youdie, and this concentrates the mind wonder-fully! If you find a way of staving off thehunger, a man appears at every move toshoot you (this will eventually prove fatal),or you may get run over by a car, whilestanding, meditating your next move, in themiddle of a road. Try stealing the churchcollection (but you wouldn't think of that,would you?), and you will be uncere-moniously dumped into jail, where thelocal police have a unique way of dealingwith petty criminals!Diamond Trail is one of those adventuresin which almost every move depends onwhat the player did in the previous movebe prepared to keep going back to thebeginning time and again while finding thebest route through the puzzles.CastlingMagic Castle is written by GraemeYeandle, and was the second QuillAdventure to be released. Oddly, there isno title screen, as with all the others in thiscollection. This adventure has a prettysuccinct scenario — "You have to rescuethe Princess who is imprisoned in the MagicCastle". Not exactly atmospheric, is it?Then follow the same instructions as inDiamond Trail, highlighting the fact thatmany of the Quill'd adventures can appearthe same — but this one doesn't hold theattention like its predecessor. The same sortof hazards abound (beware the booby trapsand vampires, says the blurb): minefieldscan easily be stepped into, with fatalresults, and this time, the player getsthirsty, rather than hungry. That takes careof the booby traps — I'm afraid that I canimagine the Vampires!It's a rather pedestrian adventure; that is,.nothing really adventuresome happens (atleast in the first stages Gilsoft didn't

supply any maps or playsequences with thiscollection), and the player will die of sheerboredom. Besides, who wants to rescueanother Princess? Let them stew, says I!One of the newer programs in the GoldCollection is Devil's Island, (author: ColinSmith). After the title page (a lovingly-drawn skull set against a menacing prison-block), we see again those instructions thatwe have come to know from the other Quilladventures — Verb/Noun, first four lettersof the Noun etc. Somewhere in the two orthree pages of instructions, the programtells you to refer to the cassette inlay forfurther instructions; but the inlay only tellsyou how to load the program, and thathas presumably been accomplished by thistime.Cruel
"Briefly, your task is to escape from theinfamous prison on Devil's Island.Then, if you survive the perils of thesurrounding jungle, to reach the mainlandand freedom!" The first location is "a grimprison cell." You can see a filthy bed, abarred window, and a closed door. Thedoor can easily be opened, and then it is outinto the corridor, at the end of which is aclutch of cruel guards. One of these willshoot you without the slightest provo-cation, as I found to my cost.There are one or two things to be foundin the cell before you leave — these may ormay not be of help to you later in your bidfor freedom. The Guards will plague you atthe start, as they are rather trigger-happy(although the Tasty Pie may keep theirattention diverted for a moment!). Sound isalso used in Devil's Island, even though it isthe pitiful BEEP.Although I didn't get very far with thisone, I have the feeling that the later stageswill prove to be v-e-r-y interesting!Barsak The Dwarf seems to be sufferingan identity crisis, with his name spelt in twodifferent ways throughout the packaging.This adventure, Written by P & VNapolitana, seems to be the first part of a

Magic Castleby (;raeme Velma.
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THE GOLD COLLECTION48 K Spectrum

THE GOLD COLLECTION48 K Spectrumliff

Peas Island
by Colin Smith

GILSOFT
,

series. The title page announces "Earlydaysloading," which would seem to point to afollow up. The scenario of this PG-ratedadventure goes like this: "In ancient daysof the mythological underworld, thedwarves held the Nine Treasures. NowBarsak seeks the lost Treasure again. Tocomplete the Adventure you must wear orcarry all nine of the Treasures and sign thebook at the end."Conan
The design of the screen is rather nicebright white text on a blue paper for thelocation descriptions, and dull white forWHAT NOW and the player's commands.Responses are in various hues, which allmakes for a rather colourful display.Again, the player will start to feel hungryafter a few moves, but it is a fairly simpletask to find food to allay this feeling. Oncehunger is overcome, thirst almostimmediately becomes a problem, and onethat is not quite so easy to overcome (well, Ihaven't managed it yet). There is a lot oftramping around the castle to do, and manyof the objects lying around will put you inmind of a Conan-style novel — in fact, theplayer starts off with a broadsword.The descriptions are fairly sparse, whichmakes it difficult for the player to feelinvolved — and when hunger or thirst set infor the umpteenth time, it's easy just to giveup. As in all Quill'd adventures, of course,there is a SAVE-game feature, which maycome in handy.Just this week, I received a letter whichrelates to this very adventure:"Dear Sirs,Here is a cryptic clue for those of you stillpulling your hair out trying to find thewater:Light will be needed and bones be heeded,to succeed you find what you keep delvingin the deep,Pray tell Charon's river is the spellto change bones to treasures.Thank the Gods for the pleasures!After this part, the Adventure is quite
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48K ZX SPECTRUM SOFTWAREBY DAVID HARRISONThe Last Jedl48K Spectrum

£5.50
EACHINC. P&P

instructionsplayabilitygraphicsvalue for money
I 00ro95Nn/aI 0007,

HOME COMPUTING WEEKLY No, 31THE LAST JED!
48K Text Adventure. 500 rooms. Full save facility.Manual. As the Last Jedi you must defeat the Emperorand his evil followers. "Excellent value with hours ofintrigue"."The game responds quickly to your typed commandsand must be complicated enough for the most dedicatedadventure fanatic" HCW Review.ADVANCE TO MAYFAIR
The property trading game. Now you play against yourcomputer. Full save facility. Manual. Supports ZX printer — allthe features of the real thing and more. 48K Spectrum.ISLETS OF LANGERHANS
100% machine code text adventure — written using 'TheQuill'. You must enter the human body, recover the islets andescape. Full save facility. 48K Spectrum.DEATHSTAR
100% machine code arcade action in 3-D. Race Down TheCorridor. Shoot the Alien Craft. Avoid the force walls andscore a direct hit on the Reactor. Played on keyboard.Kempston cursor joystick. Interface 2. 48K.

AMAZING GAMES SOFTWARE39 Maple DriveBurgess HillWest Sussex RH15 8EX

1984
A GAME OE

GOVERNMENT MANAGEMENT

zTHE HIGHLYACCLAIMED GAME OFECONOMIC SURVIVAL
THE BRITISH ECONOMY WITH YOUAT THE CONTROLS' HOW MANYYEARS WILL YOU LAST?

ci
*5 STAR RATING HCW 31/1/84*
BBC "B" [6.50SPECTRUM 48K £5.50MILLIONAIRE

From a small humble home to amagnificant estate? Take on one oflifes little challenges Et become amillionaire! Start up a Software Co,Buy, sell, Advertise, Deal withHonest Harry, Full Screen GraphicRepresentation of your currentresidence, + many other features. Acompulsive game that grips you.SPECTRUM 48K £5.50
*ft

OUR PROGRAMS ARE AVAILABLE FROM ALL LEADINGDEALERS NATIONWIDE.
ORDER FORM

No
Name
Address

door
Please send me the titles asindicated by 1st class post. Ienclose cheque/P.O. for Eor debit my Access/Visa Account

48K SPECTRUM£5.50 EACH
SPLATMOUNTAINS OF KET 0TEMPLE OF VRAN
1984 0MILLIONAIRE 0

COMMODOREf6.50
SPLAT 0
BBC BISERIES 1f6.50
1984 0

INCENTIVE SOFTWARE LTD, 54 London Street,Reading RG1 4SO Tel: Reading (0734) 591678
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ARE YOU READY FORTHE PBM CHALLENGE?
Everybody's a king to his home computer. But areyou ready to take the ultimate challenge of multi-player play-by-mail ( PBM) games, controlled byprograms far larger and more sophisticated thanmost home systems can handle? Games for 1 0players. Games for 1 50 players. Battling for the fateof galaxies. Exploring strange, intricately-constructed worlds. Rising to power through alienpolitical systems. Arguing, double-dealing, fightingyour way to victory.FLAGSHIP magazine introduces you to Britain'sfastest-growing hobby, with coverage of everycomputer-moderated game and amazing discountsfor new games, worth over E I 0 in every issue! Ifyou'd like to find out more, send E6 for 4 issues (orEl .75 for a sample issue) to:FLAGSHIP (Dept MA), PO Box 12,Aldridge, Walsall, West MidlandsWS9 OTJ.Commodore 64& BBC 'Model B

UsersNOW YOU CANJOIN IN THE FUN'OF KEVIN TOMS' No. 1 Football GameFOOTBALL MANAGER

Action from the game

Prices: BBC Model B 0.95Commodore 64 £7.95Spectrum 48K £6.95ZX81 16K £5.95(N.B. 3D GRAPHICS ARE NOTINCLUDED IN THE ZX81 VERSION)Overseas orders add El SO
Strategy Game of the Year 1983(Nominated)
Golden Joystick Awards

To order by mail (p&p free) sendcheques or postal order to:

Football Manager
Designed by Kevin TomsThis outstanding game ofskill and strategy isnow widely availableand you can join themany thousands ofsatisfied customerswho have purchasedthe game.Some of the features of the game:• Matches in 3D graphics • Transfermarket • Promotion and relegation• F.A. Cup matches • Injury problems• Full league tables • Four Divisions• Pick your own team for each match• As many seasons as you like• Managerial rating • 7 skill levels• Save game facilityddictive

Available from computer softwarestockists nationwide, including
and John PAennesAddictive Games

7A RICHMONDHILL,BOURNEMOUTH BH2 SHE
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THE GOLD COLLECTION48 K Spectrum

pleasurable to play, with some both funnyand hard puzzles to solve. I can't get pastthe Zombie yet, But I will, given time!Count your steps carefully, the path is anarrow one!A Dungeon Delver, Barsak the DwarfPS Try entering these commands: Elves,Dwarves and Barsak"Thank you for the inside information,Barsak. I haven't worked out the clues yet,but it is quite amusing to enter thosecommands — this is the sign of a caringauthor!
Crazy
Mindbender, by Paul Styles, is a verystylish adventure, written with a great deaJ•of panache, and belying the underlying"sameness" of Quill'd adventures. Sittingpeacefully in your office one day, you hearthe phone ring. This starts you off onanother escapade through a prisoncomplex. There are a lot of humorousremarks made by the computer, and theplayer will end up in a lot of crazysituations. Again, one of those adventureswhich require careful planning, and onethrough which you will have to plot everystep on the way to the finish.Spyplane (David Brammer) is a braveattempt to apply the Quill system to adifferent scenario. Spyplane is not a regularadventure — in contrast to the others in thisreview, it is more of a strategy game than atraditional adventure. You are the captainof a Long Range Maritime Aircraft flyingat 15000 feet over the Arzelean Sea. "Youare on patrol, with the objective ofobtaining as much intelligence as you canabout Turyan military equipment. Themain objective revolves around eitherphotographing naval vessels or recordingother items encountered during the flight."So runs the scenario — a map is supplied,which is a bit of a change for an adventuregame!Another surprise is the Inventory, whichtakes the form of a detailed list of

electronic equipment, the uses of which youwill have to discover. For one thing,injudicious use of the radio will alert theenemy to your presence, and I haven'tworked out how to use it to full advantage.This does mean, though, that not only theusual N, S, E, W and so on are recognisedas direction commands, but also compassbearings, to be found from the radio. Theplane that you are controlling can easily, itseems, get lost in the cloud, although it ispossible to descend to a lower height. Toomuch of this, of course, and your planeattempts to become a metal raft — notrecommended!A long list of words is given in thedocumentation, so the novice is notcompletely in the dark, but there are manymore to be discovered during the course ofthe "adventure". As pilot of the plane, youmay land the aircraft, but it is ratherdifficult (you wouldn't want it easy, wouldyou?), as the enemy is on the alert. Thepuzzles in this adventure would seem toconsist of how to avoid the enemy'sunwanted attentions, how to land, and howto find the submarines which are skulkingabout as they tend to do!Finally, to Africa Gardens, by T. Davids(or Davis again, both spellings areincluded for luck!). Right from the titlescreens (the majority of title screen in thiscollection are by Terry Green, who alsodesigned the cover artwork) the player isplunged into a very atmospheric game. Ofall these adventures, only Mindbenderapproaches Africa Gardens in evoking abelievable and tension-ridden atmosphere.This is achieved through descriptivepassages filled with "soft chimes" and"whispering voices" and so on.Africa Gardens is an hotel — but, ofcourse, no ordinary hotel! The program.starts with: "A MESSAGE FROM THEMANAGEMENT. WELCOME TO AfricaGardens, I DO HOPE YOU ENJOYYOUR STAY. MR ROBINSON INSISTSON YOUR EVERY COMFORT IN THEHOPE THAT YOU EXTEND YOURVISIT. INDEED, MR ROBINSONHOPES THAT YOU MAY BEAMONGST HIS MANY GUESTS WHONEVER FEEL THAT THEY CANLEAVE!" What a way to instil confidence!There is treasure to be found in the oldHotel, but it is well hidden — there is even aBook of Spells, which, when found andused, will give you magic powers. Thescreen display is very colourful, with textand responses being given multi-colouredboxes, though the over-use of BRIGHTand FLASH becomes a bit wearing on theeyes. Unusually for a Quill'd program,graphics, albeit very simple block graphics,are used in many locations (they are veryquickly drawn), and these serve to heightenthe atmosphere. The puzzles contained inAfrica Gardens are difficult, though logicalenough, to hold the attention throughoutthe course of the game.Which one would I recommend? Well, Ihave always believed that a good adventurerelies more on atmosphere than on toughpuzzles though if it can combine the two,

so much the better. It is difficult to conveyatmosphere at the best of times, but anAdventure Generator can be aninsurmountable barrier; once a couple ofprograms written with The Quill have beenseen, others become instantly recognisable,and then the program has to deliver a littlebit more. It's almost as if the player says tohimself: "If the author had to sit down andwrite all the code, as well as the plot, Icould forgive him the occasional lapse intension and storyline. With the help ofTHE QUILL, however, he ought to beproducing perfect stories!".Of the present batch, I would notcondemn any out of hand Barsak, forexample, will appeal to the bodybuildersamongst us, and the players who like agood Sword-and-Sorcery romp. Spyplanewill be the choice of Flight Simulator fans(though, be warned, there are no on-screeninstruments!). Mindbender is, as its titlesuggests, full of tough puzzles and humourand is probably the best "straight"adventure here — this is my joint favouritewith Africa Gardens; the latter for sheeratmosphere, which makes up for slightlyless troublesome puzzles.Coffin
The price of £5.95 is about the most thatanyone could charge for these rathermainstream programs — 50p less would bebetter! None of them live up to thestandard of presentation set by, forexample, Nosferatu from Omni, with itssuperb documentation and packaging,including a page from a Diary, an oldtheatre ticket and so on, in the tradition ofthe best from Infocom. The cassette of thislast adventure even comes nestling in acoffin! Now that's the way to make a Quill-written adventure a little different!Gilsoft Gold CollectionSpectrum 48K £5.95 eachGilsoft30 Hawthorn RoadBarrySouthGlamorgan CF6 8LE

,Africa Carden
h,i Tont Davies
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Ultimateorchidsbeware!
Adventure Sabre Wulf MicroSpectrum 48K Price 1.9.95Format Cassette SupplierUltimate Play the Game,Ashby Computers andGraphics Ltd, The Green,Ashby de la Zouche,Leicestershire LE6 5JU.IF IT IS not top of theSpectrum charts now, it will bein two weeks. The only gamecurrently around of the samestandard and type is Jet SetWilly. This is Ultimate's gamein the same genre, a multi-screen graphic adventure withsuperb graphics, instantresponse, and a whole host ofvaried monsters ranging fromhippos to parrots to orchids.As usual there are objects tocollect as you wander throughthe maze. Collecting them isinstantaneous as you pass overthem. Your ultimate aim is tocollect all four pieces of anamulet, but you tend to paylittle attention to this as mosttime is taken exploring thejungle setting and coping withthe monsters.The orchids act somethinglike potions in a moreconventional game. Each oneof the five has a differenteffect, but you need not pauseto sniff them, because they actthe moment you pass over andturn you an appropriatecolour.Purple orchids reverse theeffect of the joystick or key-board, which is a mean trick;yellow orchids delay you (unlessyou have previously visited awhite orchid); red orchids turnyou into an unkillable zombie;and blue double your speed.Unfortunately orchids onlyflower for a short while, so youhave to be quick on your feet(or rather your fingers) tosuffer the effect.There is not enough space todescribe all the game'sfeatures, but I don't think theblurb exaggerates by claimingfifty.Control is by the QWERTkeys (for left, right, down, upand fight) or joystick. Thefighting animation is the bestI've seen, with our heroflourishing his sword in the
24 Micro Adventurer August 1984
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What's on the way in the adventure world — ifyou have a new adventure, war game or real-lifesimulation which you are about to release senda copy and accompanying details toSoftware Inventory, Micro Adventurer,12-13 Little Newport St, London WC2R 3LD

best swashbuckling tradition.In fact all the graphics arefirst class and even the tran-sition from screen to screen(apparently instantaneous)oniy. disturbs you the first timeyou play until you areaccustomed to the flash.My reviews are generallyrather jaded software byand large is very much thesame. But Sabre Wulf has mewanting to use phrases like 'thebest graphic game for theSpectrum I've ever seen' or'this makes the Spectrum seemlike a new machine'. One wordof advice — if you do not havea joystick, buy one. It is notessential, but it improves thegame no end. There is notmuch puzzle or intellectualstruggle in this game but it willbe difficult to find a betteraction adventure. Excuse me,my wife- has just left theSpectrum untended NW

11.ra_rsutValhallaagain
Adventure Valhalla MicroCommodore 64 Format

Cassette Price 114.95Supplier Legend, NationalWorks, Bath Road,Hounslow, Middlesex.ANY ADVENTURE fanworthy of the name will haveheard of, seen, and playedValhalla on the Spectrum.After all, as Legend insist onreminding us, it did win theaccolade of Game of the Yearfrom the BMA. The firstadventure to use animatedgraphics, this game has nowappeared for the Commodore64. Has it survived the trans-formation?The answer is an undoubtedyes. If you've gazed enviouslyat the Spectrum screens offellow computer enthusiastsand wished that the game wasavailable for the 64, you willnot be disappointed.Nice use is made of thepowerful features of the 64(even a picture to look at whilethe tape is loading, in non-turbo form unfortunately),including using the functionkeys to allow you to scrollthrough the text that you inputand the replies generated fromthe computer, so that you cankeep a track of the last fewmoves (twenty in all).Some features have notsurvived the transportationfrom computer to computer.In particular, when thevarious characters, food, drinketc. first appear on the screen,you are told who the charactersare, but you are not told thatthe little blob to the left of thescreen represents a sword, thelittle blob on the rightrepresents a bottle of wine, andso on. You have to guess whatthese objects are meant to be,which isn't easy.As on the Spectrum, you canjust sit back and watch theaction taking place, althoughthis is not really a good way ofsolving an adventure game.As far as I can tell, the story

line follows the same pattern asthe Spectrum version, minus acouple of irritating bugs thatcaused the original to crashevery now and again.Nice graphics, no sound, butis it really an adventure game?If you liked the Spectrumversion, you'll like this, butpersonally give me the originalAdventure any day. PC

•Ellphonehome
Adventure ETX MicroSpectrum 48— 16K Price£5.95 Format CassetteSupplier Abbex Electronics,Tavistock House, 34-36Bromham Road, Bedford,Herts.THIS GAME, based aroundMr Spielberg's profitable littlecelluloid piece, is very similarin play to Atari's own ETcartridge. It playsexceptionally well, and can beconsidered to have takenspeech to its limits on theSpectrum.There are two versions, onefor 16K owners and one for48K owners. The game loadson two sides with side onecontaining the loader, titlepage, and speech (for 48Kowners). After waiting theminutes this takes to load youare told to turn over and press'play again. At last, one thinks,the game is about to begin.How much farther from thetruth could you be!The next program gives youthe instructions with the option



to dump to the printer. This ismost definitely to be advised asthere are several symbols thatmust be remembered.At last, the game now loads(providing you do not have aloading error at which point thegame crashes meaning a totalre-load) and starts to talk. Ashas already been stated, thespeech is excellent and perfectlyaudible.So, what does one have todo. This animated graphicadventure (second generation)has smooth, almost sprite likegraphics. The ETX lookssurprisingly like the film's cutehero although the boy (notcalled Elliot) looks ratherskinny and deformed.The idea is for ETX to findhis intergalactic telephonewhich has been inadvertentlysplit up into three pieces whichhave been put in pits aroundthe area in which ETX "lives".ETX must wander arounduntil he has found these, thencall his ship and return to theforest to be collected.Things are complicated bythe various hazards. Forstarters ETX has only a limitedamount of energy that runsdown at an alarming pace as hewanders around the area.Fortunately it can be regained

Adventure The Wrath ofMagra Micro Spectrum 48KFormat Cassette Price £12.95Supplier Carnell SoftwareLtd., North Weylands Ind.Est. Molesey Road, Hersham,Surrey KT12 3PLAS ADVENTURES grow evermore complex, there mustsurely come a point when itwill be physically impossible tosolve a particular game in onesitting: the Guinness Book ofRecords may have to open anew category, specifically forthose people who havemanaged to solve the Wrath ofMagra in a single attempt.It is worth noting theamount of 'goodies' that youget for your £12.95 with thispackage. Two tapes, whichtogether form the threeadventures that comprise theWrath of A4agra, a detailedinstruction leaflet (which givesa number of hints aboutplaying the game), and a book

by getting some of the fruitthat is lying around and eatingit whilst in an "eat fruit" zone.Several other characters,however, inhabit this planet.One is the boy (Ernie), and theothers are the doctor (anenemy of ETX) and the FBIagent (also an enemy of ETX).When they capture you theytake you to their respectivehomes and then release you(which may not seem like muchbut uses a lot of energy).As has already beenmentioned there are several"zones" in existence. ETXTelepathy zone, Call ship

in the best 'Lord of the Rings'tradition, called The Book ofShadows. You'll need thisbook, since it contains detailsof all the spells that you'll beable to cast during the game, aswell as giving a detaileddescription of the land youfind yourself in: an interestingread in its own right.Make no mistake, this is anadventure in the best gothictraditions. Your mission is todestroy the "most powerfulsorceress in the ThirdContinent", the evil Magra.Rescued from death by theIce Giants, she has been takento her castle in the BlackMountains, and seeks only tocreate wickedness and evilthroughout the lands. In hergrip is the fair princess Edora,herself possessed by the powerof Magra.Given only a silver sword, ashield, a fur to keep you warm,a copy of the Book of

zone, Jump north-east zone,etc.When in these zones you canwiggle your magic finger bypressing 0 (which produces agraphic reaction I would rathernot comment upon) andactivate whatever you want.As a second generationadventure it lacks violence orany conflict, as ETX submitsto all forces. But it does have acertain appeal to me to beat mypersonal best time. There is nodoubt that it is a superb pieceof programming but as a gameit will be up to the taste of theplayer. See it before you decideto buy. JODungeonprowlers
Adventure Monsters andMagic Micro BBC 32K Price1.6.95 Format CassetteSupplier ISP Marketing Ltd.FOR THOSE of you novicedragonslayers who have neverplayed a Dungeon & Dragonmicro game I should explainthat much of the action takesplace in actual combat with themonsters who prowl theWrath of the Receiver
monaimmi
Shadows, and a 48K Spectrum,off you go to do battle againstthe forces of darkness.This is a great game, and itcould take a lifetime to solve it.Presumably by then the fairprincess Edora won't be worth

dungeon you are in the processof exploring. The game beginsby allowing you to choose thename by which you wish to beknown (e.g. "Olaf theTerrible" or in my case"Freddy the Frightened!").You may now choose thecharacter type you wish to be(Fighter, Thief, Cleric etc.)and then choose your race (Elf,Human, Dwarf.) Finally, youmay purchase the weapons andspells of your choice by buyingthem with your initial supplyof gold pieces. You may nowenter the black pit at your feetwhich is the entrance to theworld of Monsters and Magic.Sounds great doesn't it?However this game could giveD&D a bad name. This is verysimilar to an earlier D&D gamefor the BEEB called TheValley, which also had someuninspired Mode 7 graphicsand beeps for sound.One of the main fun aspectsof D&D is the companionshipof fellow heroes using theirindividual skills to overcomethe hazards that lurk in thedark. A good micro game mustinclude this by at least allowingyou to be the leader of a bandthus permitting you to decidethe important decision"Who enters that dark room

rescuing, but still.The screen display shows anoptional graphical picture ofwherever you happen to be(which takes an age to appear),along with a chart of yourprogress. Time elapsed, yourcourage and stamina, andother details are all constantlydisplayed. The bottom part ofthe screen is the input window,used for typing in yourcommands (to the accompani-ment of an annoying beep ortwo every time you press theenter key) and the computer'sresponse.For less than thirteen quid,this is well worth buying. Anygame that forces you to drinkmead in order to survive can'tbe bad. PG
CARNELL SOFTWARE hascalled in the receiver, but itstitles may be bought byanother company. MAD willkeep you informed.
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Commodore 64Adventures
A blueprint for the construction andplaying of Adventure programsbased on a full text Adventure.ISBN: 0 946408 114
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Spectrum Adventures
A major work by Tony Bridge andRoy Cornell 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

romocivonit:Idore 64::ures•,:ok
14,y

'9 !'svivo,..„

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: 01-437 4343•

1
Please send me1---1 Spectrum Adventures r--1 Commodore 64 Adventuresa t E5.95eacha t E5.95each
I enclose cheque/postal order for E madepayable to: Sunshine Books: 12/13 Little Newport St.,London WC2R 3LD

Signature

Name
Address

We can normally deliver in 4/5 days. I

The Ultimate Concept in Role-Playing Adventures* Graphical 8- Text Games* Customised Characters can be used again Et again* Game-Save facilities* Battle-Magic * Wandering Monsters* Hidden Treasures
The Runelord Masterpack (Character Generation Module plussample game) is now available for the OR IC-1Each game can be played on its own or built into a massive 10part quest! - new modules will be released over the next fewmonths. Each game becomes increasingly more complex andwill build into not just a game but a way of life!

RUNELORD Masterpack 7.50 incl.

TOP QUALITY HARDWARE FROM MCP FOR
THE ORIC-1

GAMES CONSOLE - Speech synthesiser/joystick
interface (Atari compatible) ORIC approved E79.35
SOFTWARE-CONTROLLED JOYSTICK INTERFACE E23.70
RS232 INTERFACE - Communicate or controlserial printers with your ORIC E38.52

ALL hardware, except RS232-C switch is modularand will plug into expansion port. Fully compatiblewith ORIC-1 peripherals

ALL PRICES INCLUDE VAT Et P + P
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DEALER ENQUIRIES WELCOME.
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first". A wrong choice couldsend a Dwarf in to meet a FrostGiant!This game is an endlessseries of boring battles with"A ORC" or "A GIANT"and little to choose betweenthem. As the battles areconducted in real time, thescreen is continually clearingbetween each strike causingyou to miss the display of hitpoints. In addition, after eachkey selection by the player, themessage PRESS ANY KEY isgiven which means you mustpress two keys for eachdecision which is obviouslya waste of time and effort. Toadd insult to injury, pressing akey which the program is notexpecting causes the programto crash which won't makeyou laugh if you have beenplaying for an hour buildingup your points.There is more to a goodD&D game than givingpretentious names such as"The Hall of the Soul of theDead King" to a square shaped.block on the screen, or usingthe random number generator,offset by some trivial irrelevantfactor, to decide whetheryou're dead or not after threehits by "A ORC". This gamecomes with two sets ofdungeon data, so havingconquered the first you mayprogress to the second.Needless to say if I'm not therewhen you arrive carry onwithout me. AMDante'svision
Adventure The Inferno MicroSpectrum 48K Price 1'6.50Format Cassette SupplierRichard Shepherd Software,Elm House, 23-25 ElmshottLane, Chippenham.IT'S SURPRISING wheresome people get their ideasfrom. Who would havethought, for instance, that a13th century epic poemconcerning the medievalconcept of Hell would make anaddictive adventure? Well,Richard Shepherd Softwarecertainly did and havefollowed the plot of Dante'sInferno quite closely. Now forthose of you who don't happento have a degree in medievalliterature (and I'm one) thisclassic work forms part of theDivine Comedy which

describes the poet's search foran escape from the Under-world.
In the poem, Dante imagineshimself lost in a dark forestand meets up with Virgil whopromises to lead him out of it.They come to Hell, a deep pitin the ground with nine levels,or circles, where individualssuffer torment from monstersand devils. To escape theymust pass through each circleuntil they come to the centre.Along the way they meet allsorts of mythical and historicalcharacters: Cerebus, the threeheaded dog, Monos, Judge ofthe Underworld and so on.The nine circles are notparticularly inviting places.There is limbo, followed by thePlain of Howling Winds, thenthe Circle of the Greedy andlater on a River of BoilingBlood. In marked contrast theninth circle is where traitorsare frozen in ice. Not a badscenario for an adventure is it?The game is somewhatreminiscent of The Hobbit,with castles, rivers to cross andseveral characters who appearto have minds of their own.Such comparisons are almostunavoidable even more sowhen you consider thebehaviour of Virgil, your guideand friend, who repeatedlytells you to hurry up and oftenreplies with a blunt 'no' whenyou ask him a favour. I seemto recall someone in TheHobbit doing exactly the samething.One major difference,though, is that the real-timeelement which contributedgreatly to the realism ofMiddle Earth, is lacking in thisadventure. It does mean youcan take as long as you likebefore entering your nextinstruction.The game has one novelfeature. You can switch thegraphics off if you so wish,which saves time waiting forthe pretty pictures to appear.Unfortunately, the descrip-tions are inadequate on theirown and you might just as wellbe reading a road map: "Youwade across the river. You arein the first circle of Hell, limbo.The castle is here."Nevertheless, you do facesome tricky situations, which Icould only resolve by referringto the hints sheet accompany-ing the publicity material. Thehelp facility is also useful,although inputs which seemedobvious to me were often

incomprehensible to thecomputer.I had no luck trying to killCerebus who stands stubbornlyguarding the pathway to theCircle of Hoarders andWasters. 'Throw stone' merelybrought the response 'throwwhere?' and whatever I keyedin wasn't understood. Andattacking Cerebus with thestone is no good either; a long

snake-like tail hurls me back tothe entrance to Hell and thegame begins again.This is an adventure whichwill no doubt keep meoccupied for some time yet;without the sophisticatedanimation of The Hobbit, itmay not have such lastingappeal. JFThings fallapart afresh
Adventure The Width of theWorld Micro Spectrum 48KPrice .0.95 Format CassetteSupplier Mosaic, BaflinsLane, Chichester, Sussex.THIS IS Mosaic's secondbookware package to have anadventure theme. Based on thestory The Width of the Worldby science fiction writer IanWatson, it deals with a ratherintriguing notion. The world isexpanding; a journey whichwould normally take a fewminutes now takes hours. Andstrangest of all, people are dis-appearing without trace.In the game you are AlanRoxbury, whose wife was oneof the unfortunate victims ofthe so-called 'distance effect'

't 0

and disappeared ten years ago.You have been waiting eversince for the world to widenagain, and now your chance tofind her has finally arrived.Although the book and soft-ware are in a combinedpackage, the game does notfollow the story but is really asequel to it. You still need thestory, though, as it sets thescene and provides valuableinformation for solving the

game. This way much of thefun of playing it is preserved.The text reads well and isgenerously supported by cluesand often extremely funnyresponses. Surprisingly, theword examine isn't recognised.Instead you use 'look' whichallows you to examine specificobjects, as well as to describeyour location, and that causedme some initial confusion.There appears to be no scor-ing system either, althoughthat is probably unnecessarywith this kind of game. As forthe occasional grotty graphics,these seem rather superfluousand they take a while toappear.Like The Pen and the Dark(Mosaic's previous bookware)this is at times an infuriating,but nevertheless entertaining,game. The most annoyingfeature of it is that wheneveryou reach certain locations,such as where your wife usedto go shopping, you are over-come by the distance effect andthe game begins all over again.Which is rather like whathappens when you get tooclose to the Pen in The Pen andthe Dark. Indeed, The Widthof the World is very much inthis tradition. A strange forcewhich, by all accounts, shouldnot exist has weird effects onthose who experience it.The game conveys the essen-tial mystery created in thebook, and demands a con-siderable degree of patienceand perseverance to play. Ifyou enjoyed The Pen and theDark you're likely to enjoy thisone just as much. If not, I'dsuggest tackling something alittle less exacting to start with.iF
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Whenjetscollide
Simulation Heathrow AirTraffic Control Micro Com-modore 64 Price £7.95 For-mat Cassette Supplier HewsonConsultants Ltd., HewsonHouse, 56B Milton TradingEstate, Abingdon.THE PROGRAM is designedto produce a life like simula-tion of the function ofHeathrow Air Traffic Control.Firstly, a menu offers thechoice of a useful demons-Globalnuclearwar
Game Computer War MicroVIC 20 Format Cassette Price£5.95 Supplier Thorn EMII ALWAYS thought ThornEMI made those wide screenfilm adverts that Cinemaowners play while you go tofetch your Choc-ice in thebreak, so I could not resist thethought that the leader pagemight also be in this form, butthis was not to be.The game is based on themovie "War Games", and theidea is that the NorthAmerican Air Defence Com-puter has detected a cluster ofincoming ICBM's, and ispreparing to counter-strike.The missiles are only part of asimulation, but the Computerdoesn't realise this, and ispreparing a retributive strike.In order to prevent GlobalThermonuclear war, you haveto fly a simulation fighter andtake the missiles out one byone, and also crack a code toclose each American MissileBase down, one code per base.The game, then, has onlytwo screens. The first screen(the Main Display) is a map ofNorth America, with black
28 Micro Adventurer August 1984

AIR TRAFFIC CONTROL

tration exercise to study in con-junction with the instructionmanual, and seven different airtraffic situations throughwhich to progress.The system operates bymeans of a radar screen
shapes to represent the missilebases, white blips, the incom-ing missiles, a black blip, amissile aimed at NORAD, andat the side of the screen, thecurrent score, and the currentDEFCON, or defence condi-tion. This starts at 5, and everytime you fail to prevent amissile base becoming active,or NORAD is attacked, itdrops one. At 1, globalthermonuclear war ensues;nobody- wins. Finally on theleft half of the screen is a bankof rapidly flashing lights in a6 x 9 block, and a smaller 3 x 3block underneath. I shallreturn to this little featurelater.The second screen is a viewout of the fighter cockpit.What you see is a stylised land-scape, and, in the top corner,an arrow to indicate where themissile is, if it is off-screen.The game works by swoppingbetween screens. Each screenscrolls up rather nicely, insteadof changing with a rapiditythat makes you jump, as withsome games. On screen one,you have a cursor. Place it overthe missile you wish to destroy,and on comes screen two. Killthe missile within the timelimit, and screen one scrollsback. Now you're on the bankof flashing lights. They freezeinto a random position, andsomewhere on the 9 x 6 grid isa match for the 3 x 3 grid pat-tern. It could be rotated or in-verted, but it's there andyou're still racing the clock.Find the correct position by

display. An aircraft is repre-sented by a small white blockand short, dotted trace show-ing its present course andspeed. All aircraft remain safe-ly circling their respectiveholding stacks until calledunder your control bykeyboard commands. Fromthen on, radio communicationis by way of abbreviatedkeyboard instructions tochange speed, compassheading or altitude. To assistin monitoring aircraftmovements, a current statusdisplay board is situatedalongside the radar screen.Your prime aim for eachlevel is to land as many aircraftas possible (ideally ten ormore), whilst strictly observingthe flight and safety regula-tions for that particular level.The time limit is thirty minutesand is followed by a detailedassessment of your expertise.
superimposing the small gridon the larger and you've closedthe missile base. Then on to thenext missileThe game is very fast mov-ing. You can't really do anygood using the keyboard, andyou will do only marginallybetter with a bad joystick. Thegraphics are very good, andbecause of the two stage natureof the game, the game doesn'tany of it's momentum.is a thinkingloseThis game,not

Points are awarded on amore the better, quicker thebetter basis, but are deductedfor any safety infringement,such as not maintaining ade-quate height and distanceseparation between aircraft.This specific breach of rules isaccompanied by an audiblealarm and could lead to a mid-air collision if not rectified.The program incorporatessome very useful special func-tion keys, especially f5 and fThese will either provide an in-stant score assessment to date,or an early end to a game(returning to menu), shouldyou decide that your ailingscore at that point is beyondredemption.Judging by the accuracy ofmovement of the radar 'blips',the simulation was obviouslywell researched and is a veryenjoyable exercise in concen-tration. LI
just another Zap-an-Alienborer. The game does nothave difficulty levels as such, itjust sends more and moremissiles, and gives you less andless time to wipe them out.Ultimately you lose; as theypoint out on the cassette insert,'If global thermonuclear war isa game then the only winningmove is not to play'. Fortu-nately, this is only a game,although, I must admit, it doeshave a certain fascination. SS
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Not much visibleBeyond the Cover
Book Beyond the ArcadeAuthor Nicky PalmerPublisher John Wiley &Sons/Mosaic PublishingPrice £6.95
NICKY PALMER is a verywell-known name in war-gaming circles as an author,editor, contributor and criticas well as a games designer. Itis therefore with a certainamount of respect that oneapproaches this latest volumefrom Mosaic Publishing.Beyond the Arcade issubtitled Adventures andWargames on Your Computer.It is a 150-page book coveringthe subjects that you wouldexpect, given the title. With anoticeably strong bias towardsthe American computers likethe Atari, Apple, PET andIBM, half the book is devotedto a rather critical overview ofavailable adventures.When Palmer decides toventure into the ground heldby British computers, he con-centrates on the Spectrum,with the Dragon gaining anhonourable mention.Adventures like The Hobbitare looked at — he says that"it seems unlikely that this isquite the start of the new ageof adventuring that thedesigners would have usbelieve," and then goes on tosay, "a stronger candidate forthe New Age is Valhalla."Crusoemarooned
Adventure Crusoe MicroSpectrum 48K Price (notsupplied) Format CassetteSupplier Automata UK Ltd,27 Highland Road,Portsmouth, Hampshire, PO49DAAS ROBINSON CRUSOE onan island which is not all thatdeserted, you must findseventy five treasures.Commands include singleletter, single word and twoword. Two things makeCrusoe a little different frommany adventures. Firstly ituses a split screen with threewindows to display Crusoe'scurrent status and the

Adventures are coveredrather sketchily — I couldn't,for instance, find anyreference, except in theAppendix, to Infocom, oranywhere to Scott Adams,surely necessary candidates forinclusion in a round-up ofadventures? There is passingreference to techniques, butreally nothing from which anovice would gain.There is also a very shortchapter which gives a few hintson how to market your ownadventure.After a few rather uneasypages devoted to adventures,Palmer eventually works hisway round to wargames, andhere he is on much firmerground. The discussion quicklygives way to a look at Play-By-Mail Computer-moderatedGames, and this takes up halfof the book.All the old favourites take abow in this section of the bookKeys of Bled, Starlord andStarweb among others, andthey are all accorded muchmore space than many of theadventures seen in the first partof the book.Here the novice PBM'er willfind plenty of advice onplaying these complex games.There follows advice on settingup your own PBM game(advice of the "buy a magazineand get an idea of what is
input/output messages and thecurrent graphic screen. Theisland is divided into a numberof such screens and by movingoff the edge of one, you enterthe next. Each screen occupies

••• •

NicholaS Pa(iner-
offered by other people"variety).£6.95 is a very high price topay for this book — it's a niceafternoon's read, but is toobasic for the experiencedcomputer wargame player, andnot basic enough for the tyro.Palmer, I believe, wanted to
about a third of the Spectrum'stotal screen and is covered withgraphics representing objects,creatures, and locations.Unfortunately no guidance isgiven as to what each means,until you get there, so yourexploration is something likeCrusoe's — a voyage ofdiscovery.The graphics are toocluttered to interpret easily,but they do give a veryattractive map. This leads meto the second aspect of thegame — the 'feel' of it.Automata have something of areputation for quirky games,and Crusoe has its owndistinctive atmosphere. Noexpense has been spared (well,some might have) to give aprogram which looks, feelsand even spells like a seven-teenth or eighteenth century

write a detailed volume aboutPlay-By-Mail games, and waspressured into includingComputer Adventures topander to the current vogue.Thus the book falls betweentwo stools, and ends upoffering nothing new toanyone. TB
document. Of course it isdifficult to know what a twohundred year old computerprogram would look like(historians have not donemuch research in this area) soCrusoe settles for a historicalatmosphere rather thanaccuracy, but the overallimpression is very favourable.The combination of puzzleadventure and graphicadventure, together with thiseighteenth century flavour,make this an interesting game.It plays well, though I found itvery easy to get killed (funnilyenough, this seems to happenin a number of games I play).If you are looking forsomething a bit beyond theconventional adventure,though based on thetraditional structure, this isone to try. NW
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ban n ksarrays forthe memor
Stephen Robinson's adventure explains howto use arrays in adventure programming
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ALL OVER THE world programmers areretiring their joysticks and entering into therealms of puzzle solving fantasy. You, theuser, can become lord and ruler of anyworld you care to create, where the onlylimitations are those of your ownimagination, be it a world of dark sorceryand barbaric lore or far into the futurewhere the endless stretches of the galaxy areyours to roam in search of your fortune.There are no rules or regulations to followwhen writing an adventure as you are thecreator and absolutely anything goes.Writing an adventure can be verysatisfying as you watch your friends tryingto overcome the problems that you haveset. As adventure games consist mainly ofproblems and puzzles to be solved greatcare must be taken in their planning stages.If the problems are too easy then theadventure becomes boring, the challenge nolonger exists and the adventure is sooncompleted. Likewise, if the problems aretoo difficult the player may soon loseinterest or will still be trying to cross thedark foreboding abyss months later. It istherefore very important to plan thevarious puzzles carefully, trying to strike ahappy medium between the two. A goodidea is to invite a friend to try the problems;this will give you some idea of the responsesas it is very hard to judge them when youknow the answers.Many styles and techniques can beadopted when writing adventure programs.Adventure programmers are constantlysearching for new techniques to use in theiradventures, to simplify and shorten thevarious routines that are used. The mostefficient that I have found so far is to basethe complete system on a data array. Bydoing this memory is saved and the generalstructure of the program is far simpler anda good deal less tedious. The structure isformed mainly around variables that areconstantly changing and must equal certainvalues before the game can be completed.The Spectrum's standard variables can beused but these are very limited unless youare prepared to take the long approach,though I must add that this method is verymemory consuming and in an adventureprogram saving as much memory aspossible is the key factor. In general such aprogram would take two or three times asmuch memory as one based on a dataarray.
Subscripts
An array consists of a set of variablesgiven the same name. In the demonstrationadventure with this article the array L() isused. This bears no significance to theactual structure of the program as anysingle letter array can be used. Thevariables are distinguished by a numberenclosed in brackets immediately followingthe array name. This is called a subscript.The array system uses a single subscript inthe form L(1), L(2), etc.There are various ways of using an arrayin adventure programs. A separate arraycould be used for each section of thevariables, for example the objects could be
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held in the array 00, creatures or monstersin the array MO, and so on for each of thecategories. An area of memory would haveto be set aside at the start of the program bydimensioning each of the arrays used.Using arrays in this way is fine, although ifa save feature is to be included the programwould have to save each array in turn. Asmany arrays could be used in the program,saving would appear clumsy and prolongedas each array would be saved and loadedseparately, with the program stopping andstarting to save each one. It wouldtherefore be more efficient to use a singlearray for the whole of the program. Bycombining each of the arrays together asone, the save routine would be simplifiedand its presentation greatly improved.
Reduction
To show how using an array is betterthan other methods we will look at theinstruction that is used to pick up anyobjects that you may find. An early systemthat I used would take the first three lettersof the object as the variable name for thatobject, the variable being equal to thelocation at which the object can be found,eg Lan would be the name given to thevariable that represents the lantern. Thenumber stored in this variable holds thelocation at which the lantern can be found.The program line to pick up an object usingthis method would therefore take the form:If 1\1$ (1 to 3) - "Ian" and Ian = In then letIan = inv

where In is the variable that holds yourcurrent location number and all objects,once they are taken, are made to equal thevalue held in the variable inv.Although the program line itself is notreally that long one must bear in mind thatthe line must be used once for each object'in the adventure. If the program uses 50objects the line will have to be entered 50times and that will only cater for the takeroutine. The same must be used fordropping objects, printing the objectsfound at the various locations and to printall of the objects that you are carrying. Sousing this method would be very timeconsuming and a great deal heavier on theall important memory.With the introduction of an array inwhich to store the objects, all of this can bereduced to a mere few lines. The length ofthe routine will remain the same whetherthe adventure uses 10 or 1,000 objects. Thekey to doing this is to store all of the objectsin data statements somewhere within theprogram and to read them into an arraywhen and where they are needed. To takean object using this method the programline would look like this:If 01 (lto3)= NIS (1 to3) and L(o) L(ln)then let L(o) = invThe only other lines needed in the routineare those to restore the object data and toset up the for-next loop. The program lineabove is repeated in the loop once for everyobject - in all, a far more efficient way ofachieving the very same result.To explain further the use of an arrayand exactly how they are used in the

• 7 .1-.1 • • • •  1  :  :  •  t  :  ••; 171 t
1 •11 P 1 1  I  •  •  1 1 1  1  le  1 IrL•  Imo • •  •  •  •••••• •

• •  •  "I.1••• :••• 1 L• I

• •I-••.- .74• • ; :- •••••••:• ••••t t :
:

• •• 1 1 el.• le 1•••• •  ••••
•  •  •

•  •
•  „••••••:, . t • a :  1.••• I  : 7 1• -  L • 1 :  I  :  i  :  t  :•••• •  *Mtn M N . MU •  •  d m .

•=0,.1-711 t t: :  t  • •
•  •  ;•  ...ma a .7.:1 1 1 1 1 P • 3 1•••• : 1 •

1 1 t  :  :  a m p  r i --  - . -, -....• •••• •• •
I I  :  ;  r . . 4  1

.. ,_s•-• r•t„ 1  t  ' wi 1 • • • • • ;  I  r .  ,  • t s1... -... •••••,a.....: - ....., . a t  I  •  •  Re 1 " . ' 1  8% I  r . .  i  • ,• 0  •  •
•  •: I  2  :to •  •  • • %MP I 1• !--! ! -I L•••• '•• :. t  :. .1:i_:.--- ,..,r--; T t• : • .1 :• • • -  . • - 7 • • •  L. 11 I 2 ••••-• ;''' r- •  •  .- • -s ..-. , . ,.... L. ••••• rl."---• 1 ,_t .t...: s !I mi g. 2  e t •  • • •••••••„.,•••••• . . . .  s  t : : .  : -  , : 1:-- -+ r•-• •  r••: • a  I  I 1 3.1 I

•  • .  •  •1 • •• :  ••••• •••• •  •  • • • • • • •  ••••• •  Me 8
=IP i 8  • ; •• 1  •  : •• • •

1••••  •  . 7 • • • •  • ,•••••• ;..• • •  MO. :  1  J .r••• t-tt  ••11 t••••••• • • • •

• •  •

• : . a :  : t t•••• ••••N ;.•• 4 .  ••••• *I• • • • •• •111 13 1 P1 ••11 2  . 1 1  I  1%• •

• • • •  •mk •  • • •  • • • •  ,  1 1 ' ;
1..1 1 . 1  I• •  1  :

t • 11% i  i  •1•• • +  + 1 %  +1 1.I.: :  :
1••• • I  • :

: •••••• :•  •  •  J
I moo •  i  ,t.. 1  .11•  t  • • • •  Iow.

•
11111 %II I • •I i% •  • , ,  ,

!MIME.

••••• 1 Immo •••
p.;  :  1  1 .01•1,, • • •  I  1: :1111 : I  %a 22 I  •• r•-•1

!! •••••t I • I  • •• la• • • .,••••
t •• • • ;  i•!  ! • • ..81

: r r•+; IC  a :  ••••• . . • • • •  „ m g ,  i  :  I ••P••• •
0000 •  •  •  •
• 1. 1 • • •1••• •wow 1 •  1.1.t I  ir• • • • . , t

•  •  •  • •; :
.•••• z 1r.• a t

•••••• s•••••o t :  •••••• a ;  •  •  •r-, r; - ! ••1 3 ! 1  I I
I 1  %I 1 •  • +  •  •  ••• . . 4 0 *  L .! •  •  •  •r 1 1 1 . . : 1  1  11.8.r-• ;  i  . . . ;r- t '  ;:•' :  : .  g_ i• I I••••

I  t  % I I
• • I  •  I  I.:•

: •  .  • 4 1  •
•Immo . •'''' ' I : -••.•• I  • I owl., 1  1  - 1  . 1I I  I . .  •  I  1% : : •  •' 7  1 ...: : •  • •  •• . . . M D  :; t •  •  •  1

• •  • • •  M O  ••  111••••• r. ,! - . . . . •,' ' :Fry , I •ol I: i% i r :  : 77:-.• •••-• •••,-• •.• L  • ..... +! ..! ..6., !  o I r•-• 1
MIER• 0 8 8 . 8 1 •••• 1 , . .  •

_ •  l •  . •  .  . . . . •  I . .  I L  I I  1 1 holit:

I • I  L . ,I I : : • ! •.
I

3 •  • • • •

Loa 1%

''. i% I r.  % 1 1 • .  a :  a.. 1;.. al... a...a ••••• a -.Di 111,1 : I I
1.. t  11;.. 1•1',.,..• ."'

: 7  MN,
i t  •  I  Imam, 8 :  t IF.. 1•.• I  I

am Imm, •  d l l •  •LI 1. 1 1 =  . . . .
•  • •Lomb . : •Th I  8

4 1  ••1• •  :  .1 •  ,  4
••••• .  7 1  I• •  :  t •  . ..... - •  4

•  • • •  1 1 e '  !  '1! I..... i . , .  I .  I  ..7t 1  H • ...L.-- _.
•  •

-1 a  •  •  •• •  ••=rilp
• ,.•••• ,111111•: •  •  •  •  d I n t .  AMMO../nt •  I •r .

7-7. :  : • 1 IL•lo• I ••••  .oz I L . 1  • 1
41•••• • v...

a •  .••., •  .
.1 miming, 7 1  7  •  F " . 8  • •

-1 ! ''..••• - - I 1 ,•,1t • : I• •  limom. • •
t•• 1  1  4••• • 1 1•1 • • :  • 41 1 11111 : :

••••• • • • • •% le 3 I  •  - I  loo••••
too= • • S  t  3 T ' t  - r -  :  •  ;  • • • •, ,• P . . '  111 I  • 1••••• • • di• •  " • •  r -  1 -

••111 I 11.•
• , • • •  • • •  • , = •  WORM,. OMMIP a 8I_ •  .; •  1 1 1 %  11••• :  • "  ; 4  •  1 1• :  Woo le 1 I  I I  111 ;  I••••••• • I  •• • • •  •
;81. ; 8 8 9; I  •ol • • • • :  1111  1  I  I

=  /I__ •  •I :
OM. • • • • •  •  •

I :  1 1I 1 1 1  :  •  ;
•1•910• •  • • ••  1  " T h • Imft 6 4  •" 1

• "

-  •T T
= 1 .  ,••••• ; 7 4  - r •  i  =

; •
71". •  a =  tit :  • • • •  •

••••• ion •••••• oor• •1111 • :  •

• :  I L  • I  1  I 1 I 1  •  :000 •  •
• ono :IS •  Imo: : I • •
•  • I  I  % .  • • •
• to t  I• • ••: :  •  •  • • • • •  •  •••••: I

•  •  ownhow ri
I I  S I •• •  I  I

1•• I ;  •  i  • •  7.0t •  1••• wow •
....ore o n o  • • • M i  M I N N O W  • • • •

:I  I  8•  • ;  t ,  i  •  . 1  3  ' I I .  •  •3 1 1 1  • • • 1 !  '  to ' : •
I I  .8 1 1 , • •1 I7. i111 I  I  6111 4 I • +

or • 1••• • *P. 1  N M I ,  6, •
/.1E: 1 : • 8 1 188891 le 1 ' M i l  1  I  I  I  • • • • • • •  • •  ••••• • • •huge •• I  i  I  P o  1r-, ;•,. •: : r.. r. •  •
I•5 I  1, 84 1  •  • I 1 I so 1 1 %I :  !  !  !  !

• •  (nom rpm ir.11.•  * N W  •
I l e  to• I ! r - s  T'I :  ,  I

.111 I I  •  .•••• : 1 1 1 1 1
• • •  •  •••••-1 I•74;--, ,-_-: •._- -r i : : : .- ,-, 4 ,....•:•.1, , „_.-.r.,:- i -- : •••:-.

I l e  r 71. !.... • t I . : +ft 1
•  8 ' 8 . 1  I  •  I  /11;„. I •  •  •I I  1  1  1  •  lo • I1•  •  •

.'..'.1 I ...:T •  I  I  I t 1  ••••••• .1 I  I  I  I  •  I  • • .  r i •
....mg. • • • • • • •  •  •

: •  :I ;  o8.88 I .  • t•  ,...•••. •  :  I  I  1•111.•  • • I I  I  I  1  I  1 1 1 1  I  / 111  I  I  191 •  t  t
• •

•  I  'MOP •••••• : • •oip • • • • •tom • m• I el I  •  I  •.•'• • •  1  •  I  loom I t ' . .  lo• =  P• i 1  I  t 1  ...'r i. i 1 r i • •1 : • 1 a.- I
••••• •  I M P  1  I  8 . .  1 .  I  I  I  •  I •• •  •  i •I ...'8.8l  I  •  I  1  1  1  1  . 4  J .• • r -  tr-s ... . ...s 1• • • I I ' -.11,...

MONO nol•3•L.: •4 I71: l e  4
••• •  •:mono • 1 .1: :  • 4 :

: : ommoo: t ar.4 7 :  t
11•11110.

•  •••••••
t •

;

: •  IF •••1 MIL111 : I  I

• ••

•-;
.•-••

71 =1•11 1 :

I.

•:••••

7

; •  I •1mow lg. :

t ,
•  •Mok •  •  • ; • •

••••••• P l . .•••• 1 : 1111I1

• r i -  - r-- 1+- t* -7 1 .11 I

:wow • •t ; I  %I-  • •

-  -•••• - -
: • I  I I  •  • I I M  •1+•1 I  •  •I I• •  •  •  •  ••  •••••I •  : 2  " 1 " .•Lt : s  I

• •

4* .1 •  : '7 . 7 .•••!• . •„., T:.• 1.1 ti....i;I• I  t  a I  1 .s• I: ! I II I 7.- e.. idil•M :  •••••• •  •

IL': .• N • 1  11 ....: :  A J  I N E n i  I  ..'t_ i  ;• '  • I
• •  •r -  P"/ I  .! • ol I I  1 1 •  •  woo • •1 1 1  I  .4++4..6 • I •'. 1  I I  I  : : .= 1 n Poel = .7 L.; 7 'i% ;--- , - , „  •••• •• :  I  7 , 111 : I II !  t  •le 1 I  I  ;  .•

ton In so :I Ing In •11 1111.• • 12  MI. • 2  ••• ../111•1111•

•  •

••••• • • • • •

": : :  , :  •
I I  I I  t  •• 1 1 1  111. I  1 .4  I

:
•  ••••.

• • r. : • •!

6a• • I %  I M I  •  a  ./It It Nano.It- s o  - - ,  = 1  2 IR  MO 2 o a l m •• • • • •
A.MEMIEL •••1

•  • • • P . 1  I  I I  1
I t  I  I 1.1 / 1 •  111•

•-• • ••  liema t • 1 ti 1  !  1 :  1 1 . •  f•••

••••r • i••! I i I !
i•

! !  • • 1 1

I11•••I lam! •  P • tt •  •  •

L.I $

t "M I  •  t
: : • .•e

EE.• - t r .  ;" ..•••• fp.. i-1 :7.: 1....1. :74
1 L• : lo• I le : • • • • • •  r r -  :  : I I I I s ..1 :  : -8., 1•••• • •

:  L'.....8 r"...: I  - r t  =

•••• ...... i _ T ;  ,_,T: 1 r...: : :  1• ••• •• ,  ,--1 • I  I I I I IP1
: 11. •  L . 1 1  I.....: 1  1  I  •  • •  •  •0

T .1 L i  1.2 •  •  •: 1 7'. : : •: le t• l e •  : ;  :  • . 0 0 •  •  ••  mom •  1 I :  I •  i  I  I.. : le I le• •  •  ••• I --; I el ...7t-  -  -= •  • •  .11, •
.1 I  6 . :  T  - i . - • • . • -.... .4

: s e  :  •..••...• I L .  : I  ;  • . . . . %  & M .  * : • • •  &Mt= , I M •  •  .  M•110
r, !• -4 . •• i• , , ,•• , : ••• _ , • 11 t: = I;•••: 1  1  •• ;.....; iTr.• k i: 1  NA

i L.. . .  i  I  I .  ...,••••• . :  .1• . 4 •  :  I  • • •  t
• •  •  •

81 1 1 7 1  I  1  I P . %  P i -  I  !  I  :

3 : a ÷  al •  • !  •••I •  •  •11•.: . I•,.. :  I  1•11 I .  •  1,,,-• , ,
ii• ,  •••••••••• .

•
MOM •

8 1  . 1  •1 l •  i  r  ,.•,. I  .••••• • :mi. 3•• :•g•• t  I  .: :  , . .  .  ••••• . :  I  -..... . I
••••• ; • • • ;  •  •  1 : ; $  i  • 8 r ,

... . ..... , , _ --7- L..-i = ;,•••• I
s7--, --E. f•-• ri- I. T.1 ''..T a •"': •  • ! '1! I ". ,-7 ..11.. •• .•L 1 .7  !  ! ! 1••• ! -1i '.11.. : I  • •  0 I•  •  • • •I I  ....._•1111 I • t •  •

•••••1 .1 I  .1 - ••••- ri..I.1 - • • • • • :  i - i  a= i••• • • • -: a.• t : • .11 I•  oil= :  I• •  •  I  I  : •ti• ..... t-• IU I •1 I :  ...IND: I
t. ! i  . . , . . . 1  •  4  I  .„..111 I  • . , . . . . I  I  I  :  •  •ONO •••••  :

•"; I7.••• ••; I • I  I  loom • 1 •  Pi.  I .  •1  • ' s  1..".1 •  1 11 . . . . .  :  : •  so, : :
MEM " . . .  i • i  8 1 7  88 • iLo• le 1 I  . . r • 1  I  $  I  •  I  . . I .  .  1 •••• 1.8•• •I I  1 1  / = ' •  ;ri- - s ri- t• •..-.• .  ,-.,I •  • I  I I 1 : .4. .1 1111  111 •  I 1 111 I  •  3...Ir. o p .  •  IMO I  3  :  ;holm I•

.1--1 o et, • le : • I be :
...moo •I el Pi I •

I !
dor • •"•• 1I 1 . 1  !  1... ..,•• •••.-1 I .... Ia i  Imoo •1, .1• I  I .  •  •  .1•01b •  :

.••••• •. . . . .•I!: •  ,  • •  i . .  i
•
• ,  t I

roe- ri- - I••-. ri.-I --P-: - : 8 ••PI I • II . . =  T  la :, • •  ••• It• • • • •11 •  11 .
17; 11••••• I ••11• - r

: L. I  I  le t I  1  „  I  I  rip-I I  •  IQED. 1 . 1 1  •  •
• • • •  moo •  • • • •  •

I I I  „ 1 , 8 8 1  I  I  1  :  ..et ; ;•  •  •  • • • • • •••••••
••••••=

•11 1 .  I  • e t iI I., I  , ,4•• •, I I
•  •  • • • •  1 1 1  : I :  t• - ; • - •  • ,-- •
I I I 1•1 •••• : I  111 - I I  :•  •  •  •  •
•1 :71 a  - rIr i •11; s • 1  ••• • • ,sa L s . i t  ;  IL' t  IV

WEB MIM• • • • • • • • •  • 1 111 t  4  I :  I  MEM 8  1 3  I t  %I 4 • • •  !•••••• • ss, •  • • ••••• • •

••••• 3 71 7:1, L •  : 4.•
.40 I • • • •  • • • •

: • • . ;  . + 1 1 • 1 1 9 ; 1 1 W 4 U r r I l l l11==11•1 2  -sop us am•is Norms co • .41•7111,; Lobo. .11 4 t  :  1 • . • • 1 1  MIS = MOM •  M I  • 1•11 *MI  11•• • . • 1 1 7 . 1 1 ,

I t a  Ir•• •  • t

ri• - r•-• ?I- :1 •1; • 1I  I I  •••••••• ..01 ...MP, . • I
II I 11P% •••• I 1 •1111 I  I  •I  ;  I  I  .  •  I••• .. • •••• •  •  •  •  •

•  •
1  . 1  ; . 7 • I  I .117t  T .  , . . . . . . ri- -,.. • •  : ....- - •• • i  1...! .1.- Ir ..1 :.-.•, •.--: --I i•• • *7' :  : • •• •••• ...•• I I

. g • •  .  l e  I  I  I  I  I  I 1 1 P I  owl .  I N .  •  8 . ' 8 ' 8  7 .  I  I  . 4  s• • •MEM • • •  1  I  I  L I
••• . I - .  • •  4 .

i : .  •  ••1 I  I  +  %  Mb . . , . . .  . I .  1  • I  I  :%... I 1 ••••1 I  •  •
• • : •  1 I  1  I ,  n o ,..... ••••,

1 I  I  •01:no•o• m o m  m.•  +  • %not 1 1 ••., ..,•••••. .. I ? !  *11... ••••••! r.' I r .  .1  1 1 •  omr, I . . . 7  1,...,111 •. loom =  l i  I .''' . i...,...11 ...I ....: le : :  :  I  ;  ... 1. • 11 . I II : •  •  •
a••••. .••, i  • • •  • • 11+1 1 1 1 .  I I  1 111 I

I re• ..,...ri- t- ; --:••••••• ,---, -,-- , - - , „  ,...1:7 -1 ••••••1 174
le 1 P  11 i I  •  I  1 •  • • • 1  ,..: 14 L l

••• •  •  ANOMIE.

:. 1  1 . . 7 1  •
i , ,

IMOD 11=m ,  ,  .:••1 gen ; i .. • •r ' .8 1,.:78 8  8  •  :  ; • • •  • •  •  N M  ,mm,:

August 1984 Micro Adventurer 31



-1

• .nto• :
I

: a. S .  :  ;

.r••••• ;
am.
aaar.1t :
1 =I •  !  • I  :- -

••••••
• ••••1

t-r•••-•

• :  1 I  I.• :

4-71.1.1:  1•• :•.•••• -
aaa • • •• 11.1 •  I • - 1.11. I.' • :• I -7n • -1••; w- :- s •n
••''' IP* : • :  L. :z•,•
!- •
I I

• I •--

-  • -••••: •.; I.• n-•• L, • ; wt. /6"am. a  •  a •
•...1 :71Lo• • 1 . •  :

• ; s r-• • a
;•••,•

...a. a n  a  a

•-: : - • • taa. I I  • :

z--•••; :_r

• t a-- 1 I•••••• • : : •:-

•-:

• :

7.r
• I  tmma• • tam.111 •• I  •  :

••••

= • - t g• ••-•I --•-t I I
• • 1

:-g
I I

I I •
••••• • I
air a  a• :  2 :  I 4 /an

•••••
I I

• -.• -7n- --1 :7n1 11 Iale la• .•• I  to.demo a••a,I ' II 11 I 1a  am

•-•:•
12L.I

- I  Imam .19'

= ;It t-7n• I I I  1.•••••••
•7••• Cao• 11711 lami-!
a  man.• •••• lam• I  •IMOD l a

Ala •••••••••• • la• I. I-
:

aFir
•=1••
ORRNO

t'7,t g7t t7tLola 1.• : I  :

:r-
I

;1 %I I

••••

I-'.

.4 .1I tame Ia••• a •

.";•• . • = • .
!
I I  1 1 I  11. s- - r
111• Vat. I  • • I  I

I I II I I• a
•: s I

1 l a:
•I a •I
tI ala

; • • m •  I14 • • 1 6  4
I I  4 I  I  P. %AI

ato • magI •  C •  a
71 I i•I.- t•-•: • t %I
aa amom• •  La • a  1  I  :•.1. :  I I

..' 1.1 a l m a  ...•
; ..; ! II I  I  Ia  a  :  I;..: I= i•me• Ina.iota - 3 its im to na ut a Imi 't t•••4 z me • •/- • i • • • • • • • .  .-st0111111....11111 a....111/1: I  t  O a • 1IS a  V I  II IIEZ SEM ...St II . . . 1 1 1 . •  -a• • •.••• •  •••••• na
moo•
I •11-7-

-r

:
'a S:•

• •r ;I It : r•••1-  -  • •

: • 5  I  I  I l • a •: I  :••••••
;••••••C •••=6•••tosocoss . t s  En  • •  git a m . .  ow;12. • • •  •  • on In 2, -- =2:;

- _ I  1 Ia.'• 1 1 1 I 1as, •a•

;

1•3I I•••••• mem

I S

.1 I I

I I

=o t

•
-A
11. : e a  •I

I 3 I ;11 ;; I  :

t •••11

moo I :• I t  I I  I•m, ea.
• mI •  t

ta

1 l a

=

-1

.IMI

••••
ase•

s'

1 I 11

• -:
•••=•a••••

I I

1

1.

I

••••••••

•••••••
••••••••

C m a  1 .116'

•I• ••••.
I • I  • a . :'al •••••••• a

WEIMIeaa

a.. ma•
I at I

I •  1 laomt :
I e l• :  1 1 .meo. eme

;• I  Ima am

• 1  ta•I I  I

I I-nt. I71
.111 3 I 111 I 11• I
.1
.1

•"; .4 .1 t •wow
0111111. • •

:

:

g

a= t-'7nI ;  11.•ea ma ow

••• • • • •  I1, I 411

1I

I....! .1 1 =  :711•
: 1--'s:I I :•

•••••• 1-71I lo•

-••

• a
• • • lam t  •; I

• • •  •I wo-1 or• ss •4
1 I I :

• :

••••

I-- I = : le.a bt 11-- I •....•.I 1  I  I Ia  a am• ••••• 1Iam •
;1•••A

g-:

p. i11••• •  em• •  :
; ;1 I  11.1 •  I
•• •  a  •

.4a•
r.1III ;
4 I  a m• I  I  a .eonI 1

fat •a• 1.•• •  + :•••a  deo •  •

.1 a= 17,• s.•
II

-7 L.; 4--: S I I

a  a  aam• I gI :  5. S L. :a  ea a
•11I to• I

••••

•••••
=EMI,

...•••• OOP

:

.1

•11L• I

•

a m  •  t M a k  071
.......: )  l a l  Ia l .
olliM •  a

I •  •••1 1 •1le. I 11.• 1
• :

oa Imam
I •11

I I ta

•
t

I L a  I  aia11 Ia  a• 1
la• 1 bo•

a a• •••••

aral I
ale, •

s-s a 171 1-1!44.1 I : wI Ile
1 . 1  m / e • •I I. la 8 •• 1.1II
I.. I .  4 I  I  • o .  a i m  ta•

I....I a.= 1 7••• -.sI : 1.• I IV•••• ea a

1.•I 1  I  I I  .3

••••

: t

I I  •maao•

-
• - • •: 4-: ••-•••••1 :

are!..••• ! I • ts ••a :

.••••• ;••
1 ! I • • i :

; • t7

aa, a n •I :  :  11.1. I :  -•

r•-•

.emm S II• I I  3 Iamo amm.•

Ia
: L a o: Ia a

: m m s: 1 I  a • •

am am a: 'omm :
111.1. 1..11

I01.• •mo

am am1 I I1••••••

r. I I  II-- I -7 ;•• :t'• r • -; -ft

aa,• 1 1 I  ;111 1 I I  I  :mam •  a

• a  t r• : ••-  . I 1,•t s •••I I a*

• -I Ir. i r• •i'• ! •4 I • .
; =  -7 •
I I  1  i ai =-r I
I I  I  3 owmea• ame a

••
g•maw •

L.. !

r. I• : :  •a •  •  ea. • •

Wale
MEM . 4 1  * A M  •  •  •IMIN.

1 1 ' .  •  !  4  L . -••••• P-t I.-

• tzIN
a

•Illa dna.

I•
I•

A I i r e  2 r. .
•MEI, IMAM ! - - !  !4 r•-

t.t.

1

1.•

/•••

„me

I a •  I  ,minmo
: m a  to•

:

•••••••
•

I :  Ia11, 3

IS a•••••.'

•'•••' -•

t i t

g

II  I -rt

L• :
a••••
a f t

I t  • .••••••• • I
.M1MM.

•••••• a • .•4"'" •

••••• •

••••••

•1

•••• L •-•is••

• • r.1 t

7 ! 1

• • • •
ea.

•••••••
end.

;•• I1•4a .

I

I 1  • 3mmo.
o••••••

: •aM, o • I  t  •  ••I• I  116• to• 1ea am

M .
:• • • •

I :  •  t •

•••••I I... I  t,•

• a -awe• t  •Ima I

=t to- : L• Imom

-7:1I.. I

3 • :I

ma I •1:ea; le• :
••

;alb
a•

--- ...I-  a

.4-

I t- -4

:

•aa1 • I II •••.1 Ia  a

• la• •11111 I  * a da• •  •  aa•

••••,
1 1

;••
! •4

•t I I  I  1 ••mot

I

--•-* L-4 = iI I Il s •.1
: : I  s• „....•• m.t; I

=

-r- 55j4- Psi * * 1

-r L.; a.1 !,••••.••tt i

: ••• •

I I I• St

I II••••• a

=0. RtiD
I 1

4181k •  s  ••11Mb •  •• ba t  lan 11/ II t  !..•71 •
I :

program, a detailed look at the structure ofone of the routines is needed.Staying with the subject of manipulatingthe objects, the routine that allows theplayer to pick the objects up starts at line1500 of the demonstration adventure. Atthis stage the program jumps to line 9600where a check is made to ensure that a nounhas been input, in this case to see that anobject to be taken has been specified. If noobject has been entered then C$ remainsblank and the response "take what" isprinted to the screen. Following this controljumps back to the start of the main loop atline 100.Line 1510 checks that you are not alreadycarrying too much. In this case themaximum number of objects allowed to becarried at any one time is set to 3. The arrayvariable L(14) is used to store the numberof objects currently being carried.Providing this is equal to a value of lessthan 3 the program is allowed to continue,otherwise a suitable response is printed andcontrol again jumps to the main programloop.Providing that you have passed this stagethe program will now be at line 1515. Thisline firstly checks that you are inside thecastle (L(25) = 5) and that you have takenthe giant's golden egg. If so the giant isawoken (by letting L(16) = 1) and there's notime to hang around for fear of beingdevoured by the overweight monster.The following lines form the heart of thetake routine. Starting at line 1520, theobject data is restored. The data for theobjects is held at line 9150 taking the form:DATA " object name ", object numberBy assigning a number to each of theobjects it is far easier to manipulate themwhen checking that they are at your presentlocation. Line 1530 starts the main loopthat checks which of the objects is to betaken. In this case the value of 8 is used, asthere are 8 objects used in the adventure.This of course, would vary according to thenumber of objects that you use in your ownprograms. The object's name is read into OSand its number is read into the variable O.
Matching
The next line (1540) is where it all reallyhappens. Firstly the program matches thefirst three letters of the player's objectinput with the first three letters of thecontents of 0$. If a match is found and theobject L(o) is equal to the player's currentlocation number, the value L(o) is changedto equal 10 showing that you are carryingthe object. If after taking an object youtype "look" you will find that the object isno longer displayed at that location as itsvalue is now 10 and you are carrying it. Theinventory count is increased by 1 (ieL(14) = L(14) + 1) and the program jumpsto line 9500 where the message "OK" isprinted and the program returns to line 100to repeat the process over again. If nomatch for C$ is found or the object is notfound at the current location, line 1560responds with the message "I don't see ithere" and yes, it's back to the start of themain loop again.
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As you can see, by applying a simplesingle dimension array to the program theroutines are far shorter and save much ofthat all important memory for moredetailed descriptions or more locations.When using an array it is important toremember that an area of memory must beset aside at the start of the program. This isachieved with the DIM statement. In thedemonstration adventure the array L() isDIMensioned to 25 as only this number ofvariables are used in the program.An inventory routine is held at line 2200.This follows a similar pattern to that of thetake routine, where line 2240 prints a list ofall of the objects that are held by the player(all objects with a value equal to 10). Thevariable FL is a flag that is set to zero in line2220. If nothing is being carried at thisstage the program does not pass the ifstatement at line 2240 and FL remainsunchanged, in which case line 2260 prints"nothing". If an object is equal to 10 thenits corresponding string is printed and FL ischanged to 1.
Flagging

The following shows the array L() andwhat each array number represents:L(1) SpadeL(2) Gold pieceL(3) BucketL(4) Golden eggL(5) Silver keyL(6) Golden keyL(7) AxeL(8) BeanL(13) Equals 1 when bean is plantedL(14) Inventory countL(15) Equals 1 when beanstalk hasgrownL(16) - ditto when giant awakesL(17) - ditto when hole is dugL(18) - ditto when bean is wateredL(19) - ditto when game is openedL(20) - ditto when tree 1 is chopped downL(21) - ditto when tree 2 is chopped downL(23) - ditto when gate is unlockedL(24) - ditto when bucket is fullL(25) - Holds player's current locationnumberL(1) to L(8) hold the location numbersfor all of the eight objects. If L(3) was toequal 9 then the bucket would appear atlocation 9, the meadow. At the start of theprogram the object locations are read fromthe data statement at line 9000. Thisscatters the various objects at differentlocations according to the numbers held inthe data statement. If you wanted to makethings easier in the adventure you couldchange all of these values to 10. On typinginventory you will find that you arecarrying every object in the adventure, butthat's cheating.L(13) through to L(24) are general flagsused throughout the adventure to checkthat various conditions have been metbefore the adventurer may progressthrough certain stages in the program. Atinitialisation these are all set to zero. Whena condition has been met the value of thatparticular flag is changed to equal I.As an example, L(23) is the flag for the
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TOMBS OF KARNAKDRAGON CAVEICE WARRIORS
only E6.95 each

NIGHTMARES

95B Blackpole Rading Estate West, Worcester Telephone (0905) 58351 (24 his)
Send for our catalogues of 100 games today

f you've everbeenkilledbyhe evil goblin, flamedb dragon or tuasnedato stoneby awizard• • •
Then you'll appreciate the magic in SEPTEMBER'SMicro Adventurer
David Swain reviews Galaxy's Edge — an adventure gamewhich can be played on two computers.T. Frost works through the myriad scenarios of The Ket Trilogy.
Robin and Jean Burgess attempt to solve the riddle ofAcornsoft's Sphinx adventure.Plus news of all the latest play-by-mail games, war games,simulations and all kinds of adventures and a brand newcompetition.

34 Micro Adventurer August 1984

for owners of the
SHARP 111Z -70E013

SUBJECT TO AMENDMENT

ENCOUNTERGAME OF TRUTHS.A.S. ATTACK
only E6.95 each

microAdyenturer
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castle gate. If this is locked then L(23)=0.Once unlocked, however, the value changesto 1, showing that the gate has beenunlocked. All that now remains is for thegate to be opened. The flag for this is heldin L(19) which, having entered "opengate", changes its value to 1 allowing you asafe passage east and into the cold draughtycastle. If at this stage the gate has not yetbeen unlocked the program jumps to line3520 where a suitable reply is printed andit's back down the beanstalk to find theright key.The inventory count at L(14) keeps arecord of how many objects you arecarrying (as described earlier).Though using an array has manyadvantages to adventure games writers, oneroutine that is particularly improved is theability to save an adventure at any partduring the game and then to load it back,taking up from exactly where you left off., On any adventure of considerable size thisis an essential feature. Otherwise playerswould have to start the game from thebeginning every time they played.Fortunately the Spectrum has a savefunction that will save a complete array inthe form:SAVE "file name" DATA LOwhere L is the name given to that particulararray. Various other features can be addedto the routine to enhance the program, suchas the ability to verify the saved array. Thiswould give players far greater assurance,knowing that their previous month'sadventuring had not been spent in vain.The routine that performs this functionstarts at line 6500. This is the main line inthe routine as it saves the array. Really thisis all that is needed in the save routine butadding a few extra lines makes the routinefar more useful to the player. Once thearray has been saved line 6510 prompts theplayer to rewind the tape and prepare forverification. All prompts printed during thesave and load routines are printed to theinput window at the lower part of thescreen. This is done so that they do notinterfere with the screen layout, leaving thescreen clear for communication betweenthe player and his puppet. this is achievedby inserting "hash 1." after each printstatement. The ink colour is changed in line6520 to the same colour as the paper so thatthe filename does not appear on the screen.Line 6530 simply verifies the array.Once this is completed another promptfor the player is printed and control jumpsto line 500 where a description of yourpresent location is printed. Obviously if asave feature is used then provision must bemade to load the array back into thecomputer. The routine that performs thisstarts at line 7000 and is achieved in asimilar fashion to that of the save routine.
Completing

I hope that this article brings many ofyou budding adventure writers out of thatdark uncharted forest you've beenwandering around in for weeks, looking forthe answer that will solve some of youradventure writing problems. El

•
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Your Adventures this monthfeatures two programs forthat trusty old workhorse,the Spectrum, and one forthe BBC. For the Spectrum,Alan Davis contributes a twopart short string handlingroutine. The first part addsto the complexity ofcommands a program canaccept, and the secondtidies up text. K. Dixon'sBBC program decodesMelbourne House's Hobbitclues. Finally, Alastair Mooretakes us into the world ofTV's Arthur Daley, with ashort text adventure basedon Arthur's nightmarestry not to get knocked onthe 'ead.
•

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 want usto return your program, enclosea stamped, addressedenvelope. If you have anyqueries on the listings, write tothe appropriate author, YourAdventures, Micro Adventurer,12-13 Little Newport St, LondonWC2R 3LD

It's all rightby 'or indoors
From Alastair Moore of SolihullTHIS PROGRAM was written on a 48K 220-260Spectrum, but it will run on a 16K Spec- 270-350trum if the poke statements are left out. Init you take the part of Arthur Daley, en- 360-390trepreneur. All instructions for playing are 400-475included. It is quite a lively little text adven- 480-660ture which should please and amuse peopleof all ages. 6 8 0 - 7 9 010-90 Opening statement and variables100-170 Attack variables180-210 Through the door, location800-1030

variablesFight and variables (win or lose)Incidents and variables (fightsetc)Victory messageDirection and movementRandom appearance of objects,their value and score increaseEnd message and messages dur-ing gameOpening picture, instructionsoption and instructions
1 REM ********************2 REM * M I N D E R  ID3 REM * B Y4 REM * Alastair Moore *5 REM ********************9 RUN 80010 PRPER 1: BORDER 1: INK 7: CLS20 LET 1=10: LET e=0: LET c=030 LET m=0: DIM w$(480)40 PRINT "RRTHUR°5 NIGHTMARE":PRINT "50 PRUSE 100: CL552 GO SUB 72055 GO TO 27060 LET m=INT (RND*5)+180 IF I<1 THEN GO TO 68090 LET a$=("ER INDOORS" AND m=1).1-("DRVE" RND m=2)÷("D.I.CHISHOLM" RND m=3)4-("D.5.JONES" AND m=4)+("MOURNFUL MORRIS" RND m=5)-11-("TERRY" RND m=5)150 PRINT " " A  "; FLASH I; BR'GHT 1;a$; FLRS)-I 0; BRIGHT 0;" ATTRCK5 YOUII!"150 IF m=2 OR m=5 OR m=8 THEN LET c=c+1170 GO TO 220180 PRINT ""HERE IS R DOOR.D0YOU WRNT T O  GO THROUGH IT fYdelq)"185 POKE 23617,236190 INPUT d$200 IF d$="Y" OR d$="y" THEN GOTO 60210 IF d$="N" OR d$="n" THEN GOTO 270220 PRINT ""DO YOU UANT TO FIGHT OR R U N225 POKE 23517/238230 INPUT b$235 FOR h=1 TO 4: BEEP .5e-RND*10-5: NEXT h240 CLS250 IF b$="F" OR b$="f" THEN GOTO 340250 IF b$="R" OR b$="r" THEN LffT L=1-.5: GO TO 400270 PAINT °""YOU ARE PASSINGHROUGH"'"THE WINCHESTER... 10272 BEEP .5s-RND*10-5: PACJi 50275 GO 5UB 720280 LET p=INT (RND*3)+1310 IF p=1 THEN PRINT oe YOU HRUE FFILLEN DOWN DRAIN: LET=L-1: PRUSE 50: GO TO 52315 PRUSE 100: CL5320 IF p=2 THEN GO TO leo330 IF p=3 THEN GO TO 400

El

•
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340 FOR g=6 TO 11: BEEP g'30tg,NEXT g342 LET m=INT (RND*6)+1345 IF m=1 OR m=3 OR m=4 THEN LET 1=1-1: PRINT  ' Y O U  HRVE BEEN INJURED!"350 BEEP .5,-RND*10-5: PAUSE 50360 IF m=2 OR m=5 OR m=8 THEN PRINT "YOU DEFEATED THE "; FLR5H1; INK 2; PRPER I; BRIGHT 1;a$:FOR g=11 TO 6 STEP -I :  BEEP 9./10O,2*g: BEEP g/100og: BEEP g/100t2*g: NEXT g: GO TO 480370 IF 1<1 THEN GO TO 680380 IF m=2 OR m=5 OR m=6 THEN LET c=c4.1390 GO TO 180400 PRINT '°'"YOU HAVE COME TO• CROSSRORD""YOU CRN GO IN RNYDIRECTOIN"'"" N-NORTH' " 5 - 5OUTH"'" E-ER5T' L I - W E S T "410 POKE 236171236420 INPUT D$430 IF RND>.8 THEN GO TO 720440 IF d$="N" OR d$="n" THEN GOTO 270450 IF d$="5" OR d$="s" THEN GOTO SO480 IF d$="E" OR d$="e" THEN GOTO 480470 IF d$="W" OR d$="w" THEN GOTO 180475 GO TO 410480 LET t=INT (RND*6)+1510 LET t$=("DIRMONDS" RND t=1A4-("GOLD" RND t=2)4-t"SILVER" ANDt=3)4.("EMERALD5" RND t=4)4-f"RUBI.E5" RND t=5)4-("SRPHIRES" RND t=6
570 PRINT ?'"YO(J HRVE FOUND RNOBJECT MADE OF ";t$: PAUSE 50580 LET e=e4-(5000 RND t=1)4-f100O RND t=2)4-(500 RND t=3)4-(4000 RND t=4)4-(3000 AND t=5).-(2000 RNDt=6)590 PRUSE 50: GO SUB 720640 PRU5E 100660 GO TO 60580 PRINT '""THRT5 THE END OFTHE GAME"'"A5 YOU RRE DERD!"700 PRINT ""YOU KILLED ";c;" MON5TER5"""RND FOUND TRERSURE WORTH E";e720 CL5 : BEEP .5eRND*104.50: I Fe>0 THEN PRINT FLR5H 1; BRIGHT1;RT 0,0;"YOU ARE CAPRYING TREASURE W O R T H  f"; INVERSE 1;e730 IF c>0 THEN PRINT PT 3 , " YOU HAVE KILLED "; FLASH 1;c; FLA3H 0;" MONSTER";735 IF c>1 THEN PRINT "5"740 PRINT RT 4,0; INVERSE I ;  FL

ASH 1;"YOUR 5TRENGTH IS "; INVEP5E 0;100*L/10;"%"745 PAUSE 50750 FOR y=-RND*30 TO RND*50750 BEEP •007#y770 NEXT y780 PRINT AT 6/0; PRPER RND*7;w$; INK 9; OVER 1;AT 6,0;785 IF RND>.9 THEN GO TO 480790 RETURN800 BORDER 1: PRPER 5: POKE 236'O9150810 FOR n=0 TO 255: PLOT nt136:PLOT nd.134: PLOT no132: PLOT nf130: PLOT r1074: PLOT r1/72: PLOTf1,70: PLOT n/88: PLOT n1152: PLOT nj154: PLOT n1158: PLOT no156:PLOT n048: PLOT i1/46: PLOT ne44PLOT n,42: NEXT n820 FOR m=68 TO 136: PLOT.01m.PLOT 2jm: PLOT 4,m: PLOT 61m: PLOT 255)m: PLOT 253,m: PLOT 25I/m: PLOT 249/m: NEXT m830 PLOT 29,77: DRRU 10150: PLOT 49197: DRRW -10,30: PLOT 49197: DRAW 10,30: DRAW 10,-50840 FOR n=77 TO 127: PLOT 7.gfil:PLOT 97,n: PLOT 122,n: PLOT 130,n: PLOT 1671n: PLOT 197,n: NEXT
850 PLOT 122,77: DRRU -25/50: PLOT 1571102: DRRU -25,25: PLOT 157,102: DRRW -25,-25860 PLOT 187,127: DRRW -20,0: PLOT 187,77: DRRW -20,0: PLOT 1771.02: DRAW -1010870 PLOT 222,114.5: DRRW -25,12.5: PLOT 222/114.5: DRRU -251-12.5: PLOT 197,102: DRRW 25/-25880 PRINT AT 11 29; "0";AT 1417;": POKE 238171IN5TP,UCTIONC. t4t235890 INPUT i$900 IF z$="Y" OR z$="y" THEN GOTO 1000910 IF z$="N" OR z$="n" THEN GOTO 101000 CL5 : PRINT INK 0;RT 314;he Story So Far  ' ; R T  4,4;

1010 PRINT INK 0;•ur DaLey who afterork goes homeeOnceFast asleep.1020 PRINT INK 0;thursinightmarede him safelyLecting treasurethe monsters.Uhoform of 11)-ttiti)-s#nemys!"1030 PRUSE 1000: GO

a
S.

You are Rrtha hard days whome you fatL
Now enter Rrworld and guiaround it.Cotand avoidingappear in thefciends and e
TO 10Unriddling the Hobbitclues on the BBC

From K Dixon in LondonIF YOU need help with the help Melbourne listing could be for you. It is a clue- clues in Melbourne House's book Guide toHouse is providing for the Hobbit, this decoding program written to help with the playing the Hobbit.
10REW**************************20REM"*CLUE DECODING PROGRAM*30REM"*TO HELP WITH CLUES IN *40REM"* GUIDE TO PLAYING THE *50REM"* HOBBIT60REM"*BYK.N.DIXON 3/05/84 *70REte**************************
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80 *TV25590 MODE 7100 REPEAT110 INPUT LINE" "CLUE",clue$120 PRINT FNcaesar(clue$)130 UNTIL FALSE140 END150REW**************************160 DEF FNcaesar(input$)170 LOCAL loop%,text%180 text$=CHR$(134)+"190 FOR loop%=1 TO LEN(input$)200 new%=FN1etter(input$,loop%)+24210 I F  new%=56 THEN new%=32220 I F  new%) 122 THEN new%=new%-26230 text$=text$A-CHR$(new%)240 NEXT loop%250 =text$260REW**************************270280290:300
DEF FNletter(strinq$,posn%)LOCAL text%,x$text%=ASC(MID$(string$,posn%,1))IF(text%<>32 AND text%<65) OR (text%)90 AND=32 ELSE =(text% OR &20)

text%<97) OR text%>122 THENmg and lig • • •ngupoose otitis
From Alan Davis of LancasterTHE LISTING gives two short stringhandling routines which I have founduseful when writing adventure programsfor the Spectrum. They may be included inyour own programs as they stand, andsimply called with a GOSUB. Please notethat lines 1 to 220 contain a demonstrationprogram, included here to display thecapabilities of the routines. It may be omit-ted if not required.Decoding a sentence of up to four words(Lines 500 to 540 inclusive): The standardtwo-word (verb-noun) input of manyadventures has its limitations. This routineenables more complex commands to beentered: TELL ELF OPEN DOOR, for ex-ample; or GIVE COIN TO GOBLIN. Aninput string, z$, is separated into its consti-tuent words when the subroutine is called,the words being stored in the strings a$, b$,c$ and d$. Each of these strings may thenbe tested against the program's vocabulary.(a$, for example, will be tested against theverbs, and so on.) The program itself isvery elementary, and simply searches theinput string for spaces, slicing it into wordsas appropriate, but the increased range ofcommands that becomes possible makes itsuse well worthwhile.

Fitting a string to the screen (Lines 800 to830 inclusive): This routine takes a string,z$, of any length, including spaces, com-mas, and full stops, and prints it tidily onthe screen without words breaking at theend of a line, and without spaces, full stopsor commas appearing at the beginning of aline. It may be used with good effect whenprinting inventories, objects present at alocation, or even location descriptionsthemselves (stored as strings in DATAstatements or arrays). For example, one

might start with z$ --- "You can see",splice on the strings for objects present("an old hat" "a dead mouse" etc,) — andthen call the subroutine for printing to thescreen.The final result uses less screen spacethan the common method of listing eachobject on a separate line, and gives a plea-sant continuous flow to the program'spresentation. (Especially given extratouches like the use of commas and inser-ting "and" before the last object.)
1234567
9979899

REMREMREMREMREMREMREMREMREMREMREMREM100 CL5105 PRINTLLowing:"°106 PRINTme -107 PRINTroutine -

*************************USEFUL SHORT ROUTINE5******************************A.Davis*1984*****************-****.******

**DEMONSTRATION ONLY***********************
"Select one of the fo
"Decode sentence rout1": PRINT"Fit _string to screen2": PRINT

4.
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108 PRINT "To quit this program3": PRINT109 INPUT "Pease enter 1,2/ or3"•LINE x$110 IF x$<>"1" RND x$4>"2" RNDx$<>"3" THEN GO TO 100111 IF VAL x$=1 THEN GO SUB 200112 IF URI_ x$=2 THEN GO SUB 150113 IF UAL >15=3 THEN STOP114 PAUSE 0115 GO TO 100150 CL5 : INPUT "Please enter the string to be arranged.fAnyength.)" LINE z$: IF  z$="" THEN GO TO 150155 CL5 : GO 5U5 500150 RETURN200 CL5 : INPUT "PLease enter the sentence to be decoded•' L I NE z$. IF  z$=' S THEN GO TO 200205 GO SUB 500205 IF a$="" THEN GO TO 200210 PRINT : PRINT "The sepe'ratewords of your s e n t e n c e  are• II215 PRINT : PRINT ,a$: PRINT ‘b$: PRINT ec$: PRINT220 RETURN491 REM492 REM493 REM494 REM495 REM496 REM497 REM ***********************498 REM DECODE SENTENCE ROUTINE499 REM ********************rn500 LET x=0: LET a$="": LET b$="": LET c$="": LET d$=1': DIM a(3)505 FOR i =1 TO LEN z$

510 IF z$(i)=" " THEN LET x=x+1512 IF x>3 THEN PRINT "No morethan four words are a l l o w e d ,Sorry!": PRUSE 100: RETURN515 IF z$(1)=" THEN LET a(x)=i-1520 NEXT i525 IF NOT x THEN LET a$=z$: RETURN530 LET a$=z$( TO a(1)): IF  x=1THEN LET b$=z$(a(1)4-2 TO ): RETURN535 LET b$=z$(af1)4-2 TO a(2)):IF x=2 THEN LET c$=z$1a(2)4-2 TO): RETURN540 LET c$=z$faf2X4-2 TO af3)):LET d$=z$(af3).4-2 TO ):  RETURN791 REM792 REM793 REM794 REM795 REM795 REM797 REM ***********************-798 REM STRING TIDYING ROUTINE799 REM ***********************800 IF LEN z$<=32 THEN PRINT z$: RETURN805 LET g$ttz$( TO 32810 LET step=32815 IF g$(step)4>"" RND g$(step)<>"." AND g$(step)(>" THEN LET step=step-1: LET g$=g$f TO step3: GO TO 515820 PRINT g$: LET z$=z$fstep TO
825 IF z$(1)=" " OR z$(1)="," 0R z$C1)="." THEN LET z$=z$(2 TO
830 GO TO 800

You are in a well-lit room, an emporium of some sort.Is this the place of which the old man spoke? For there,on the shelf in front of you, is the object of your quest,the fabled tome wherein the greatest products of theimagination can be found. You have the magic one poundnote in your hand. You know what you must do.
Your command: GET IMAGINErm MAGAZINE

EG1411 1magazine

'
te on Foto;in Itiouu,,atroomtmod

A monthly publication for all players of adventure games.With a complete role-playing game scenario in every issue, plus a completeservice of news, reviews, personal comment and feature articles.
Only El Available on the fourth Thursdayof every month.

IMAGINE magazine — available from all leading newsagents and games shops, or write to:
IMAGINE magazine (sales),The Mill,Rathmore Road,CAMBRIDGE CBI 4AD. r qiine 110 •••••••• Im• S •••• •••••••
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Post to; REDSHIFT LTD, 12C MANOR ROAD,STOKE NEWINGTON, LONDON N16.
Please send me the following items;(tick item required)LiREBELSTAR RAIDERS(No. RegNEBULA(No. Reg

APOCALYPSE(No RegPlease send details onApocalypse and other games.
I enclose my cheque/P.O. for
NAME
ADDRESS

TEL: (Day)  • T E L :  (Eve)Please allow 7 to 28 days for details on Apocalypse and other games.



THE FIRST adventurer askingfor help this month isS Campbell, of Manchester:"Dear Tony, I am well andtruly stuck in The Curse ofCrowley manor by AdventureInternational. I have battledwith the creature in thenumeral lock room for abouttwo months now, and I amcompletely baffled." Cananyone help?Scott Adams, the owner ofAdventure International, isobviously not above givingother authors a crack of thewhip. He has let JyymPearson, and his co-author,Norman Sailer, have a go (orrather, several goes) at writingSaigon, Escape from Traamand Earthquake 1906, as wellas Crowley Manor. If anyonehas intimate knowledge ofthese adventures, please let meknow of your experiences.Still on Adventure Inter-national problems, Neil Smithof South Wirral is stuck inSecret Mission. To defuse thebomb, Neil, try the Pail — itmight be of some use.In Castle of Riddles for theBBC, Neil is having troublewith the Bear. To get past theBear is a matter of timing —first, LOOK, then go North,go NE, go NW, go Northagain. Now you should be bythe North gateway: thanks toDavid Swain for these hints.As for help, Neil offers hisaddress to anyone wantingadvice on the followingadventures: Adventureland,Pirate's Cove (how do I getsome light? TB), VoodooCastle, Zok's Kingdom andThe Quest of Merravid. Theplace to write is 78 ChesterRoad, Childer Thornton,South Wirral, Cheshire L661GL.
Viking Hobbit
From Bardufoss in Norway,Einar Nilsen writes: "I wouldbe most grateful if you couldgive me some guidance on TheHobbit. How do I cross theBlack River? And how do I getthrough the Magic Door inElvenking's Hall?At the Black River, Einar,you must have the Rope fromearlier in the adventure. Thentry LOOK ACROSS RIVERthen THROW ROPE, andPULL ROPE. This will snarethe boat, and pull it back toyou. Thetn CLIMB INTOBOAT. It will move across theRiver, and then you CLIMBOUT. To get through the

D)W
If you need advice orhave some to offerwrite to Tony Bridge,Adventure Help, MicroAdventurer, 12-13 LittleNewport St, LondonWC21:1 3LD
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easily, you will have a hardtime finishing the adventureEXAMINE DOOR. You willhave to wait a turn or two now,and then the Door will open.Actually, in The Hobbit, youwill find that it is often a goodidea to WAIT every once in awhile.Dyton of Milton Keynesalso writes asking for help inThe Hobbit. "I am stuck in theGoblin's Dungeon and Icannot exit through thewindow. I am also stuck in theElven King's Dungeon, andcannot get out alive. EverytimeI try, I get swept against thePortcullis. I cannot avoidbeing killed by the PaleBulbous Eyes. And I cannotfind the boat to cross theriver."Well, J Dyton, you havecovered just about all theproblems that any Hobbitencounters in the first part ofthe game! Your problem withthe boat should have beenanswered earlier (or at leastpoint you in the rightdirection).The Goblin's Dungeon, I'mafraid, is the classic Hobbitproblem — everyone(including myself!) has beenstuck here at one time oranother. But ask the programfor Help and you will get agood clue. You must asksomeone else to lift you up;Hobbits are small after all! It isimportant not to carry toomuch at this point, or you willweigh too much to be liftedand don't forget to OPEN thewindow before trying to GOTHROUGH.The Elven King's Dungeonis straightforward to escapefrom, IF you have the rightobjects with you. You'll noticethat the door is red, so it wouldmake sense to find a Red Key.If you have the Ring with you,then wear that. However,while you may escape rather

Magic Door, you will need tobe wearing the Ring. Thenwithout Thorin, so you wouldbe well advised to help himescape too.Read the book carefully tofind the method of gettingthrough the Trapdoor, awayfrom the Butler, who will be aproblem immediately aftergetting through the Red Door.Then, making sure that you arewearing the Golden Ring,which makes you invisible(again, read the book), helpThorin to escape before you inthe same way.To escape death from thePale Bulbous Eyes — whichbelong to the Necromancerall that needs to be done is toWAIT! Actually, you need toWAIT twice, then move Eastto West. If the Necromancerfollows you, you may have toWAIT again in the nextlocation.After looking at these clues,the Hobbit-less reader mayhave gained some idea of thecomplexity of this Adventure.So much depends on what hasbeen done or discoveredbefore! Regular readers of thiscolumn may also be wonderingwhy I have not employed theusual code in giving the clues.Melbourne House has recentlyreleased a book, called AGuide to Playing the Hobbit,which is exactly that. It is ameasure of The Hobbit'ssophistication that a book likethis can be written withoutspoiling the adventure. If youare playing the adventure, buythe book, and if you havecompleted the adventure, stillbuy it, because it will show youmore ways of playing thegame.Mr K Price writes fromBirmingham: "Could youplease help with a couple ofadventures, which I am playingon my Commodore 64?"The first is Bug Byte's

Twin Kingdom Valley. I havereached the Castle but I needthe treasure chest of the DesertKing. Unfortunately, theDesert King wouldn't give methe chest (so I killed him andnicked his Crown!) can yougive me a clue?"The second adventure isnot so good, but still has somechallenging problems (toogood, some of 'em). It is AztecTomb by Alligata Software,reviewed in MAD, Marchissue. I am stuck by the cliff inthe boat. I have tried variousways of getting to the cliff, butI keep getting killed."Desert king
Richard C Hewison, ofLuton, is also playing TwinKingdom Valley, and also hastrouble with the pesky DesertKing. Can anyone help theseintrepid adventurers?Richard has other problems:"How do I get the Bronze Keyfrom the Witch in the Maze?How do I kill the Dragon andthe Witch in the Castle? Howdo I get to the Armoury? Also,I am having a lot of troublewith about five secret doors."To get the Bronze Key fromthe Witch, FIFEI/CRRS/YTSG/TIAV/ LELH/BEAR/ LTL. Still stuck withthose doors, Richard? TryEDRR / SIMN / EKET/THTE / OWSA / ETEE/TRHA/ETDW/ 0A0J/R.To kill the Dragon, you willneed some Help, and fromwho better than the Giant?.However, you will need tomake him well first, so swim inWatersmeet, after freeing him.This last tip comes from JonHughes of Birmingham, whowas mentioned last month. Heis having trouble getting thelast 100-odd points in TVK.Can anyone tell us how to killthe Sand Lurker to get theSilver?Back to Richard's problems.Can anyone help in killing theWitch? In return, Richardwould be glad to give help toanyone stuck in Franklin'sTomb, for the Dragon or BBC,from Salamander Software,(how do I get out of theAquarium, Richard?). Writeto him at 16 Bushmead Road,Luton, Bedfordshire LU27EU.I'm afraid that I had manymore letters to answer, butthey will have to wait for nextmonth — Happy Adventuring,and don't forget to let meknow of your Hints 'n' Tips.
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MICRO Spectrum 48K Adven-ture Snowball Problem Canyou repair the broken droid;if not what can you mend andhow? Name David LinsleyAddress 8 Manor House Rd,Jesmond, Newcastle-upon-Tyne.MICRO Spectrum 48K Adven-ture Atic Mac Problem Howdo I kill the mummy and whatuse is the treasure? Name MikeHunt Address 12 Dellney Ave,Haywards Heath, WestSussex, RH16 3ND.MICRO Vic 20 AdventureAdventureland Problem Howdo I get the object out of thelava? Name Graham GillerAddress 39 Walton Close,Ernsford Grange, Coventry.MICRO Spectrum 48K Adven-ture Planet of Death ProblemHow do you get the lift towork? Name Nancy JonesAddress 6 Victor Rd, SouthKirkby, Pontefract, \VestYorkshire, WF9 313F.MICRO Commodore 64Adventure Ring of PowerProblem What is the passwordthat ‘vill enable me to get thering? Name David BailieAddress 62 Hillside Ave,Kettering, Northants, NN156E17.MICRO Commodore 64Adventure Adventure QuestProblem How do I interpretthe scroll and what do the\‘hite dots mean? Name TonyScott Address 52 JesmondRd, Croydon.MICRO Spectrum 48K Adven-ture Valhalla Problem I can'tfind the first object Ofnir (theKey) or get to El Vinos?Name Andrew BarringtonAddress 20 Eastlands, RonleyPark, Stafford, ST17 9B13.MICRO Spectrum 48K Adven-ture Valhalla Problem I haveFe'strong but where is Ofnirand how do I get to him?Name John McNairn Address10 Ettrick Cres, Dryburgh,Dundee, Scotland.MICRO Spectrum 48K Adven-ture Valhalla Problem Wheredo I find the fourth questobject and how do I getthere? Name William MasonAddress 29 Lime Tree Grove,Shirley, Croydon, Surrey.MICRO Spectrum 48K Adven-ture Black Crystal ProblemHow to get past the mummyon map 4? Name SteveBebbing Address 172 SandyLane, Walton, Liverpool,Merseyside.
MICRO BBC B AdventureEscape from Pulsar 7 ProblemHow do I use repaired lathe

, i1

and what do I put in theelectrical edge connector?Name Ashley WainwrightAddress 6 Falkland Rd,Sheffield, South Yorks.MICRO Spectrum 48K Adven-ture The Castle ProblemUnable to light torch, get outof chasm, tower, maze NameDavid Pashby Address 6Cleghorn St (first-floor flat),Dundee, Tayside, Scotland.MICRO Spectrum 48K Adven-ture Snowball Problem Whereis the first part of the space-suit? Name Stephen kettleAddress 18 Saltcoast Drive,Grangemout h, St irlingshire.MICRO Spectrum 48K Adven-ture Quest Problem How doyou get into the castle afterunlocking the door with thelong key? Name Dave GillamAddress 27 Herschel' Rd,Exeter, Devon.MICRO Spectrum 48K Adven-ture Espionage Island ProblemHow do I get out of the plane?Name Matthew Woods Ad-dress 111 Annesley Lane,Selston, Notts.M ICRO Atari Adventure GFSSorceress Problem How topersuade crab to go with you;how to wake Selena; how todestroy cement wall? NameChris Bone Address 10 Garst

on Drive, Garston, \Vatford,Herts.MICRO Atari AdventureColossal Adventure ProblemHow do you get high enoughto smash the mirror? NameMartin Pearson Address 12Grahame Ave, Pangbourne,Reading, Berks.MICRO Oric 1 AdventureDeath Satellite Problem Howto get weight to workshop?How to open the plexi-glasscabinet? Name MartynNewman Address 62Middleton, Bretton, Peter-borough.MICRO BBC Adventure Cas-tle Frankenstein ProblemWhere is the paraffin forlamp? Name P.A. Mears Ad-dress 17 Bourne Vale, Hayes,Bromley, Kent BR2MICRO BBC AdventureSecret Mission Problem I havethe bomb, and am wearing thesuit — but how do I defuse thebomb? Name Neil Smith Ad-dress 78 Chester Road, ChilderThornton, South Wirral.MICRO CBM64 AdventureHeroes of Karn Problem Can'tkill witch, spider, or bat. Whatto do with mandolin, lyre, andharp. Name Chris Grigor Ad-dress 10 Oak Close, Felix-stowe, Suffolk.
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HAVE YOU BEEN staring at the screen for days, orup in disgust, stuck in 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 inthis special column.

Adventure
Problem

MICRO Lynx 48K AdventureAdventure Quest ProblemHow do I get the insulatingstilt to go through the fire andhow do I get the earth stonefrom the spider? Name .1Colenso Address W. Oak-field, Oakfield Rd, Hooton,Merseyside.MICRO BBC B AdventureAdventure Quest ProblemHow to remove serpents frompyramid across the desert toenter temple and what is theorchid used for? Name JamesAdrin Address 3 EastholmeGardens, Burton StatherWear, Scunthorpe.
MICRO MTX512 AdventureThe Boy on the Burning DeckProblem How to rescue Penifrom the burning Deck? NameGraham Cluley AddressMalvern, Seaton Rd,Camberley, SurreyMICRO CBM64 AdventureColossal Adventure ProblemHow to use 'Fee Fie Foe' puz-zle in giant's room. Name An-drew Cole Address 59 CliftonAve, Benfleet, EssexMICRO Spectrum AdventureDenis Problem How to find adrink in the first 10 turns?How to get what the copperhas for me? Name A.V. Mc-Combe Address Quorn House,Burbo Bank Rd,Blundellsands, Liverpool L236THMICRO Spectrum AdventureLords of Time Problem Howto overcome the gladiator, andwhat to give the Gods? NameMike Brunton Address 5Maybury Rd, Bornton,EdinburghMICRO CBM64 AdventureZork I Problem How to enterHades, how to open thegrating in the clearing. NameNigel Morse Address II GreenLeafe Ave, Wheatley Hills,Doncaster, DN2 5RGMICRO BBC AdventurePhilosopher's Quest ProblemHow to find the solicitor, whatsignificance are the stars?Name Donald McLay Address6 Balvicar Drive, Queensparr,GlasgowMICRO Dragon 32 AdventureEl Diablero Problem How toenter the cave? Name PaulDutton Address 25 GreenLane, Thornton, Merseyside,L23 1TJMICRO Vic 20 AdventureVoodoo Castle Problem Whatto do with suit of armour, andwhere is the lamp? NameStephen Bowes Address 104Western Rd, Goole, NthHumberside
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MICRO COMPUTERAUCTIONS
Regular monthly auctions for all micro hard- andsoftware.
Send now for entry form or next catalogue, toMICRO COMPUTER AUCTIONS (MA)Northington House59 Grays Inn RoadLondon WC1 X 8TLTel: 01-242 0012 (24 hours)
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A new concept in Adventuring for BBC Micro 32K.Features include:• 200 locations• Character Classes: Apprentice,Warrior, Priest or Elf• Foes shownin gory detail• Save Game facilityTape E6.50 — Send Cheques/P.0.s to

BUNTASOFT — great adventures, stupid prices.Marooned, 16K Vic-20. Well written, good value -Micro Adventurer - E4.50. Kraal's Kingdom, 16KVic-20, 48K Spectrum. Five star quality — HomeComputing Weekly - E4.95. Many more. SAE forcatalogue. See us at The Walthamsoft '84 Show.Buntasoft, 1 Chipping Hall Cottages, Chipping, HertsSG9 OPG.
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THE LAIR

42 Sutton Park Road, Seaford,E. Sussex BN25 1RP

•

ME MO EN NE MEHere's my classified

Name

SUSPENDED ON Disk for Commodore 64. New, unusedpresent (wrong machine). E23. Cowdenbeath (0383)511925.DRAGON'S LAIR — adventure for the unexpanded Vic20. 90 + locations. E4.95. Sardinesoft, 100Spottiswoode Street, Edinburgh.RHIANNONS CITIDAL presents Ivor Escape from theAsylum, Regain Mega Million Enterprises, Stole by Ivor.Over 120 locations, cheques, P.O.'s for E4.50 toRhiannons Citidal, 21 School Lane, North Hykeham,Lincolnshire.NEW 48K SPECTRUM M/C Adventures — Craze,Crazier, Stronghold and Safari. Hours of entertainmentE3 each, all four £9. SAE list. Odyssey Computing, 28Bingham Road, Sherwood, Nottingham.48K SPECTRUM. "Sherwood Forest" — The GraphicAdventures of Robin Hood, only E4.50 from Delta 4Software, The Shieling, New Road, Swanmore, HantsSO3 2PE.SURVIVOR. 48K SPECTRUM. Survive the Aftermath ofa Nuclear War. The adventure game you could play forreal one day. E4.95 from Redwhite Software, 23Thornhill Street, Canton, Cardiff CF5 1RD.DISPLAY AD INDEX

(Please write your copy in capital letters on the lines below.)
-••••
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Please cut out and send this form to: Classified Department, Micro Adventurer,London WC2R 3LD
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Tony Roberts testsyour skill — sendyour answers toCompetition Comer,Micro Adventurer,12.13 Little NewportSt, London WC2R3LD
TISCH doesn't know a lotabout the traps defending theseventh runic ring. It's easy tosee though, sitting at the backof this giant keyboard.At the front is a notice whichreads "scale me to take thering". So that's just what youdo, starting at the C note onthe front row, and moving toadjacent keys till you collectthe ring and return to the frontrow.Some of the scales weren'tcomplete, but that didn't seemto matter; you didn't stand onany key twice, though, andyou took the shortest route, toavoid booby traps.What key was the last youtouched?

/  / /

11•1.• 'dear

F
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To move on to June's pro-blem; the answer is room 2.Many of your solutions wereingenious — but wrong. Wehad enough right ones,though, to pick the winners, sohere's a list of the astutetwenty.D. Greasby of York, E.Williamson of Leicester,

Twenty perspicaciousSpectrum 48K owners canwin Lords of Midnight fromBeyond. Owners of othermicros can choose Aztec forthe Commodore Mt orKdegspiel for the Dragon 32.emember to say which titleyou want.

Calling the tune tocollect the G ringfor Tisch

F

Stuart Cullen of King's Lynn,Dennis Hallman ofLeytonstone, G. Warren ofEltham, Russell Goring ofCrofton, Andras Millward ofAberystwyth, Ann Hirst ofWakefield, Tony Hitchens ofGosforth, Auhe de Vries of theNetherlands, Joe McDowall ofGreenhills, Martyn Norton of

F
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2Z-4

Streetly, S.P. Millinship ofNottingham, M. Rawson ofDenmead, Patricia Bates ofNorfolk, Brendan Pollitt ofStranraer, P. Serbert of Pan-nal, Michael Lawrie ofBlackburn, Steward Flemingof Callander, and J. Fraise ofWigan.They will all be receiving acopy of Valhalla from Legend.The solution to this month'sproblem will be published inOctober. As a tie-breaker,complete the followingsentence in 15 words or less: "Iwant to win a Beyond gamebecause ." Your entry mustbe received by the last workingday in August.Good luck!
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Underworld Exploration UnlimitedMake the quantum leap from Middle Earth toUnderworld amongst the helifires of The Infernoa unique new adventure combining fast andeffective graphics, devilish complexity andadvanced character interaction.Discover the other inhabitants of theunderworld — some will help you — others willbe out to get you! Look out for Virgil — he couldbefriend you, carry your load, follow yourdirections or just abandon you to your infernalfate!The Inferno — £6.50 for the 48k Spectrum
CREDIT CARD HOTLINE RING 06286 63531 (24 HOURS)

rPRIORITY ORDER FORM Please rush me:
INFERNO48kSPECTRUMat£6.50(overseas orders add El postage and packaging)I enclose cash/cheque/P.O. made payable to Richard ShepherdSoftware Ltd. or please debit my ACCESS/VISA card no:

Signature1 NAME   ADDRESS
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SEND IMMEDIATELY TO: Richard Shepherd Software Ltd.
Lim House 23-25 Elmshott Lane, Cippenham, Slough, Berks

RICHARD SHEPHERD SOFTWARE
ELM Haig, 23-25 ELMSHOTt LANE, CIPPENHANI, SLOUGH, BERKS. TEL. (06286) 63531
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