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Level 9 Adventures are superblyLdesigned and programmed,the contents
ichever machithe vaguest tendency towards adventureplaying then you must try one of these games(unfortunately you'll probably end up wantingto buy the tot!)11Computing Today, August 84L To me, all Level 9 adventures create aremarkable atmosphere because thedescriptions sound so tile-like. This is where somany other adventures fai151Crash, July 84

L But it's not just the size of the game it's thequality as well that is astonishirigscenes to fire the imagination.qPCG, April 84
L As in all Level 9's adventures, the realpleasure comes not from scoring points but inexploring the world in which the same is setand learning about its denizensWhich Micro?, February 84
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Available from W H Smith and good computershops everywhere. If your local dealer doesn'tstock Level 9 adventures yet, get him tocontact us or: Centresoft, MicrodealerFerranti & Craig, Leisuresoft, Lime Tree, LITL,PCS, R & R or Wonderbridge.
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vlbese progr t eams ton very fast and there axe
no trusisating pauses. Level 9 Adventures aresuperbly designed and programmed, hcontents first rate. The implementation ofColossal Adventure is nothing short ofbrilliance; rush out and buy it. While 'you're attoo
it, buy their others . Simply smashine

Vour 64, (tone 84

I- Level 9 -- arguably i t
the producer of the best

adventure gar fTIME s anes in the LYK -- has doneagain. LOWS O ' i sparlaingaddition to its stable of winners.qAcorn User, July 84
I- (SNOWBALL). This is anoovable t Level 9
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massive-scaled immensely eniadventuTe from those 0.petts (1001 aComputiogg Your Computer, March 84

Level 9 specialise inhuge adventure games,cramming over 200 locations and a host ofpuzzles into your micro. We take care whendesigning games writingthem like storieswith detailed settings andsensible reasons for thepuzzles. They are solved byinspiration not luck.
IENCLOSE A CHEQUE/PO FOR £9.90EACH

11011111
1. COLOSSAL ADVENTURE Theclassic mainframe game"Adventure", with all the originalpuzzles plus 70 extra rooms.1 2. ADVENTURE QUEST An epic• puzzle journey through Middle1 Earth.3. DUNGE ON ADVENTURE Over100 puzzles to solve and 40treasures to find.4. SNOWBALL Save the interstarfreezer, Snowball 91in a huge spaceadventure with over 700 locations. 05. LORDS OF TIME Animaginative romp through WorldHistory.

0 My micro is a:
(one of those listed below,with at least 32K of memory).Contact:LEVEL 9 COMPUTINGDept. V , 229, Hughenden Road,High Wycombe, Bucks. HP13 5PG.

My name:
My address
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Early Adventures
Robert Kingsley takes a trip downMemory Lane, and looks at the originaladventures.
Pete Austin's classic Snowball taken outof the freezer by Ken Matthews.

11

12
Killworth 1 4A special feature on Acornsoft's residentadventurer, Peter Killworth, with reviewsof his new book on writing adventures,and his first ever game, Philosopher'sQuest.
lud 2 1

Richard Bartle looks at the single mostimportant factor in the Multi UserDungeon the Wiz.

Starcrossed 2 4
Noel Williams has his ego crushed by apatronising computer as he travels theheavens in Infocom's Starcross.

6 Midway

Boardwalk
One of the new generation of RolePlaying Games, reviewed in depth.

26
David Fox valiantly battles the might ofthe Imperial Japanese Navy.
Software Inventory 28Adventures, war-games, and simulationsreviewed by our panel of experts.
\dventure Help 31Tony Bridge, the Marje Proops of theAdventure world, dispenses LIvice; andAdventure Contact.

38
Linefeed 4 1
Peter Berlin reviews game books, some ofwhich are being published as software.
Competition Corner 46Dream Software's graphic adventureauthoring system, Dungeon Builder, tobe won.EDITORIAL

WHAT MAKES A good adventure game? Ask any hardened adventurer and they willtalk about the importance of atmosphere, attention to detail, the need for an originalscenario, the use of graphics, the absence of graphics and text compression.However, one factor which may not spring immediately to mind is logic. Adventuresare built around a series of puzzles, the solutions to which are more or less complex.Much of the fun of playing adventures lies in the sudden realisation that a seeminglyimpenetrable problem actually has a deviously related answer. By the same token, muchof the frustration in playing adventures comes from the discovery that the solution to aparticular puzzle has no logical connection to it at all.Suppose, for example, that you come across a vampire during the course of anadventure. The simplest, though not particularly inspired, solution would be to drive awooden stake through the vampire's heart. To make it more difficult, the stake might beconcealed elsewhere in the adventure. Alternatively, you might have to wait for dawn,wear garlic or use some holy water.A more devious solution would be to make the stake unrecognisable in its presentform. Thus, you might have to find a wooden fence and make the logical leap requiredto realise that a fence can be broken down into individual staves, each of which canfunction as a stake. Equally, you could be required to find a wooden table and an axe,chop a leg off the table and sharpen it to form a stake. Both solutions are trickier thanjust finding a wooden stake, but are logically related to the problem of removing thevampire.An even trickier solution would be to make the vampire friendly and necessary to thecompletion of a puzzle later on. Then you might be required to find a blood bank inorder to keep the vampire alive, rather than killing it.But, if the solution to a puzzle has no connection with it whatsoever, except that theprogrammer decided that that was what the solution would be, there is a gnawing senseof pointlessness when the problem is finally solved.
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ticular Lord is of no use on thebattlefield — safely ensconcedin a keep he can usuallymanage to kill a few hundred
adventures: Snowball,Colossal, Adventure Quest,and Lords of Time, by Level 9;- I -1

cle that vast areas of memorycan be saved using thismethod. I'm not so sure. I con-

Send your hints,successes,complaints andcompliments toLetters Page, MicroAdventurer, 12-13Little Newport St,London WC2R 3L0

I HAVE recently purchasedLords of Midnight and mustsay that this is a game no Spec-trum owner should be without.It is brilliant!As I have (to date) com-pleted the quest three timesand the military victory once, Iwould be more than happy tooffer help to anyone still strug-gling. (I must be honest,however, and admit that whenmy armies conqueredUshgarak, Doomdark hadalreacly taken Xajorkith andMorkin was safely tuckedaway in the Citadel of Gloomwith the Ice Crown!). Fans ofthe game may be interested toknow that I had so many ar-mies I couldn't put them all in-to battle. I took the Citadel inone night losing less than 10men, and there were about12,000 Foul either on theCitadel or immediately adja-cent to it. (It certainly helps toseize the Ice Crown beforeattempting to captureUshgarak!)Finally, a special messagefor Phil McDonald (article onp.8 September). Phil — yourstatement that Morkin cannotbe safely accompanied by anarmy on his quest to locatethe Ice Crown is rather mis-leading. You will probablyhave discovered that Morkincan only recruit certaincharacters - i.e, those whichwill be of benefit to him on hisjourney. The Lord ofShadows, who is within oneday's travelling of the Towerof the Moon, can be recruitedby Morkin, and can be veryuseful to him by going aheadand "clearing the way" ofdragons, wolves, skulkrin andthe like. Certainly, this par-

of Doomdark's men and loseperhaps half his own army of1000 warriors, but out on theplains he is absolutely hopelessand usually loses the lot,himself included! EvenFarflame the Dragonlord cando better — when utterlyinvigorated he can kill 400 inone go! It is not impossible tocomplete the adventurewithout recruiting Shadows (Ihave done it) but it is mucheasier with him around, at leastuntil Morkin reachesFarflame.Julie E Lewis88 Western RoadGooleYorkshireDN14 6RD

I am writing to thank everyonewho phoned or wrote to meoffering help on Snowball andEspionage Island.James JennettWidnesCheshire

WE WOULD be pleased tohelp on any of the following

U 1 (Jen natal?, w izaraAkyrz, and Time Machine byChannel 8; Melbourne House'sThe Hobbit.We have completed TheHobbit on the Commodore 64,and think that it is very boring.If the graphics were takenaway, it would be a completewaste of £14.If you want a reply to anenquiry, remember to send anSAE.M Jervis and C Barber4 Ainsdale ClosePen kethCheshire

CONGRATULATIONS aredue to Stephen Robinson, forhis article on numeric arrays(Micro Adventurer August).An excellent piece, and veryinstructive.I would take issue on a cou-ple of points, though.Firstly, line 50 in the pro-gram is superfluous. When anarray is dimensional, all itsvalues are automatically set tozero — there is no need for thefor/next loop.Second, it states in the arti-

•••.' 'ff'• •

11$7•z,: "Don't you think you're gettingjust a bit too involved with youradventure software?"
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vertect a game I'd written,Lethos, from standard flags toa number array, and had todelete three pages of intro-duction and nine link loca-tions. It seemed to me that thearray used more memory, notless.Dave WatsonWest houghtonLancs

•
WHILE LOOKING throughmy January issue of MicroAdventurer I saw an article on"play-by-mail" games. Thistype of game interested me, soI suggested it to my friends,and we decided to form asyndicate to play them. When Ireread the article I could findno mention of the addresses towrite to, to join these games. Iwould be grateful if you couldsend me an address for thefollowing games.StarlordVorcon WarsKeys of BledGraham Giller6 King's Newnham RoadChurch LawfordNr. RugbyThe addresses are:Starlord 1 Rake Hey Close,Moreton, Wirral, L46 6EWVorcon 59 Juniper, Birch Hill,Bracknell, Berks, RG12 4ZGBled 95 King Street, Ramsgate,Kent
We will be featuring more onPBM gaming in later issues

COULD you tell me if MicroAdventurer is still beingpublished? Since obtaining onein March, I have been unableto find further issues in thisarea. I wondered if it had beendiscontinued.E SpokesAmblesideCumbria
ANYONE who has problemsgetting hold of Micro Adven-turer can always take out asubscription. Alternatively,pester your local newsagent.1
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,, .,. ,..'• -- .,' 1 ri.;:a.C.-,-;,1-1Cii -i-,t,i( , - ' ••:', icy,; -J, cr r ' , ' --,: ‘ io )1 f— I ' ere s..,,! , 'ichlo discover andtf abo " c- Free-Inevingot.:op/,agents may help you or hinder; -rim,' : - ,might be.,.- ,befriended if ways can be fccf ;' , • - ' 8'0. .,lore-work was false and a failure, Butrenders good service in different vein, Andvanquished aggressors might be your.protector, In perilous places of dark, deathand pain. Of devious problems and magicaltasks, This song is a warning, a riddle, a clue.To Caraland's saviour it offers a little,So mark well its lines for the saviour is you...

ALSO JUSTOUT
A new and richly devious worldfor the 48k Spectrum E6.95
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If you think you'vesomethingnewsworthy, call01-437 4343 and let usknow

oMMEMEMEMMINIONTirNa Nog
THE AFTERWORLD isbecoming rapidly over-populated with computerisedcharacters. The latest additionis from Gargoyle Games, andis called Tir Na Nog, after theCeltic equivalent of Valhalla.The game follows the heroCuchulainn, as he searches TirNa Nog, which means theLand of Youth, for the piecesof the Seal of Calum.Described as a "vast inter-active adventure," the game isall graphics.The player can look in anyone of four directions, and willsee a coherent landscape.When the main charactermoves, the landscape scrolls.Also in the game are inde-pendent semi intelligent adver-saries, out to stop the playerachieving his end.Due for release in the firstweek of October, Tir Na Nogis for the 48K Spectrum andwill cost £9.95.
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FORGET about videorecorders,or Golden Sundials;now you can win enoughto retire on — for a couple ofyears at least. The prize await-ing the first person to solveEureka, a new adventuregame, is no less than £25,000.Eureka is a multi partadventure game with arcadeinterludes, devised by twoformer advertising executives,Mark Strachan and DominicWheatley (the grandson ofthriller writer DenisWheatley).The games have been writtenby Ian Livingstone, ofFighting Fantasy game-bookfame, and are set in fivedifferent time zones. Playerswill have to fight dinosaurs,Roman gladiators, evilknights, Nazis, and anegomaniac bent onworld domination.The programs run to 250K,

CREATIVE SPARKS, thesoftware arm of Thorn EMI,are to launch an adventuregame based on Shakespeare'sMacbeth. The game will be infour parts, all with text andgraphics. Macbeth will beavailable for the Commodore64, and will cost £14.95.Creative Sparks will also beproducing an adventure gamebased on Dangermouse, thepopular cartoon character.Called Danger Mouse and theBlack Forest Chateau, it willbe launched alongside DangerMouse in Double Trouble, anarcade game.Danger Mouse and theBlack Forest Chateau has beendesigned for children of eightupwards, and will featuresome quite complexproblems. Gordon Reid,Creative Sparks productmanager, believes that "kidswill probably need someparental help, as the game isdesigned as a learning

r

and have been written byAndromeda Software'sHungarian programmers.Eureka apparently took fiveman years to create.Throughout the text andgraphic adventure arescattered clues which, when

Macbethprocess." It will be menudriven, to avoid the need fortyping skills.Danger Mouse and theBlack Forest Chateau will befor the Spectrum at £6.95, andthe Commodore 64 at 0.95.Plans for next year include aseries of adventure gamesfeaturing the exploits of ahero called NayIan Grant.Each will be set in a differentera. Grant is the victim ofmanipulation by powerfulsuperbeings, and must

prizebe won
Artworkfrom theEurekahandbookwhich willcontainadditionalclues tothe mystery

decoded, will give a secretphone number. The firstperson to rin that number willwin the £25,000 prize.Eureka will be for the CBM64 and the Spectrum 48K, at£15.50. It will be released onOctober 31, worldwide.actieth's adventure
complete tasks in various timezones before being released.According to GordonReid, the programs willfeature computer controlledcompetitors with sophis-ticated artificial intelligence, asin Valhalla. The first in theseries ahould be ready sometime in April.Catacombs
ANIROG is releasingCatacombs, a text and graphicadventure for the Commodore64, in September.The game will featureanimated graphics, and hasaround 50 locations. Pro-grammer Marian Clark hasdeliberately made it non-sexist:you have the choice of playingas Duke the Fighter, or asOswitch the Witch.The game will also have aspecially written musical scoreto accompany the graphics.Catacombs will cost 0.95.



sleep,perchance to dream
STAR DREAMS, based inSeaford, near Brighton, is torelease an adventure called TheSandman Cometh. It has arather different plot line — theplayer is a dreamer, and theadventure is the dream.Justin Middleton, StarDreams' computer graphicsdesigner, says that the group."thought of all the dreamclichés we could, so you findcorridors lined with doors,fairgrounds, Dracula — weeven have a software reviewsection." There is no dying inyou wake upthe gameinstead.The game features text andgraphics, and runs as two 48K

IT -AM OF ANADVENtUREFOR THE ZX SPPTIRMISK
programs for the Spectrum at£10.95

cinemaFoyer in thei ffei Towerre is aiftntrance tothe Southa,teal4•own 0
888 rt 88 &Ring 8/11111E REAMER-BE ElIg118You see a cloakedo hooded figurebeckoning you from a_ Lift

onesicro
SHERLOCK HOLMES, fromMelbourne House, is pro-grammer Philip Mitchell'sfollow up to The Hobbit. Itshould do for Conan Doylewhat its illustrious pre-decessor did for the works ofJR R Tolkien.Sherlock understandscomplex sentences, andfeatures a similar cast of semi-intelligent characters as appearin The Hobbit, with Watsontaking Thorin's place as theplayer's travelling companion.The game will be launchedin mid September on theSpectrum 48K at E14.95. ACommodore 64 version isplanned.The game's afoot, Watsontake precautions!Peter Pan
PETER PAN and the LostBoys seem to have left NeverNever Land and taken upresidence in the 48K Spectrum,or so a publisher would have usbelieve.Hodder & Stoughtonlaunched Peter Pan, the

Adventure Game, onSeptember 6. The player facesthe challenges that Peter Pandid — pirates, indians, andwild beasts. Hodder &Stoughton, who publish J. M.Barrie's original Peter Pan, saythat a royalty on the adventuregame, as on the Peter Panbooks, will go to the RoyalHospital for Sick Children inGreat Ormond Street.Pilgrim sProgress
THE SCRIPTURE Union hasreleased an adventure gamebased on John Bunyan'sclassic tale of the Christiansoul struggling towards salva-tion, Pilgrim's Progress.James Day, who devisedand coded the program, sees itas a response to programswhich are "overstepping thelimit". He says "I'm notrunning down the Hobbit, orgames like that, I've had a lotof fun from them."Pilgrim's Progress will befor the Spectrum 48K, and willcost £10.95. Prospectivepilgrims will not need a copyof Bunyan's book, but aBible is necessary.

GAMES DAY '84, thelargest games convention inBritain was held in Londonon September 1/2.Sponsored 'by GamesWorkshop, it was well sup-ported by the hobby tradeand by the games playing(and paying) public, althoughin smaller numbers thanprevious years. While soft-ware was sparse, there wasmuch else of interest.New role playing gamespreviewed included JudgeDredd, Dr Who, and GoldenHeros, a superhero RPG, allfrom Games Workshop. TSRwere showing Indiana Jones,their RPG based on the Spiel-berg/Lucas box officesmash. Avalon Hill UK hadtwo copies of the new Rune-quest 3.On the play by mail front,KJC Games were signing upplayers for Earthwood andCrasimoff's World, whileMitre Games were selling

mesay
their new introductory boxedsets of Tribes of Crane andStarm aster.Real life role playing wasrepresented by TreasureTrap, and Killer Kastlemembers of the former weretaking on all comers in thearena at mock combat.Both Hutchinson andPenguin had stands, andwere selling their game books.In stark contrast to otherGames Days, there was noorganised computer gamessection, although a numberof micros were to be spottedaround the hall.Triffid Software launchedthe first in the Runemagicseries for the BBC. The pro-gram includes a charactergenerator, and a text onlyadventure. Triffid plan to in-clude graphics on adventuresnumber two to eight. Price is£6.95, and Electron, Spec-trum, and Commodore 64versions are promised.

'84
Also on display wereGames Workshop's ownsoftware packages, announc-ed in the MAD news sectionlast. month. Since then,Argent Warrior has beenrenamed Tower of Despair.There were literally dozens

Citadel Miniatures' display

of participation and compe-tition games being run, rang-ing from AdvancedDungeons and Dragons toVictorian Role Playing.In the Games Day '84Awards, The Hobbit wasvoted best Computer Game,with Valhalla second. BestSoftware Manufacturer wasUltimate, followed byAcornsoft.
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(ha eni fi9sophist icatedadvanced,extra spec  sa •
Be the world's greatest sleuth — in the most advanced and challenging adventure game ever.
Forthe first time ever, here is an adventure game in which you can talk with intelligent characters, ask them questionsand argue with their conclusions — all in everyday English sentences.
Work against time to solve the mystery as you travel about Victorian England. Villains, suspects and witnesses all liveout their lives in a realistic manner, and you can never be sure of who or what you will find anywhere. You must be alertbecause nobody is above suspicion.
In 'Sherlock', the world of the famous private detective comes vividly to life. Time passes naturally: day turns to night,racing towards the inescapable deadline. You must ensure Sherlock has sufficient time for sleep, money to travel onpublic transport and other necessities. And you can rely on Dr. Watson to help you collate information, or gather clues.
'Sherlock' makes the maximum use possible of the 48K Spectrum and is the result of 15 months' work by a team led byprogrammer Philip Mitchell, the author of 'The Hobbit'. The text and graphics of 'Sherlock' makes it the most excitingand sophisticated adventure game yet devised.
Study the clues, question the suspects, make the deductions and match your wits against the most dastardlycriminals in history.
Melbourne House makes the choice of your next computer adventure elementary.A I•ea
I enclose my cheque/money order for t
Signature
Name
Address

T1 Please send me Spectrum 48K Sherlock Holmes @ E14.95

Please debit my Access Card No. Expiry Date

adventure!
Please send me your free catalogue. All Melbourne House cassette software is unconditionallyguaranteed against malfunction.

PostcodeMelbourne House
E +.p/p .80Total

a

Order to:Melbourne House Publishers39 Milton Trading EstateAbingdon, Oxon 0X14 411
Correspondence to:Church YardTringHertfordshire HP23 5LU
Access orders can be telephonedthrough on our 24-hour ansafone(0235) 83 5006.
All prices include VAT whereapplicable. Please add 80p forpost and pack.Trade enquiries welcome.
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Valkyde 11 is distributed by Palace Virgin Gold, 69 Flemptom Road, London E10 7NL. Telephone: 01-539 5566. Available from all leading wholesalers.



First adventur
Robert Kingsley looks at a golden oldie.IN LATE 1977 I was a new student at EssexUniversity, reading Computer Science. Thiswas a time before the dawn of the personalcomputer era, when the only people withtheir own computers were those electronicwizards who had home-built machines.Computer games, therefore, were verymuch a minority sport, being limited tosmall numbers of people in and around thecomputing departments of universities andpolytechnics.Early on, I discovered the existence ofthe University of Essex Computer Society,a "hackers association" which was grantedsemi-official access to the University's DECsystem 10 computer by the Universityauthorities. This was in complete contrastto the policy of the academic institution Ihad attended previously (a campusuniversity somewhere in the Midlands)where all non-academic use of computertime had been regarded very suspiciously.My only previous experience of acomputer game had been the originalBASIC version of Star Trek, so I asked oneof the experienced hackers whether this wasavailable. "Yes, we've got that, but nobodyuses it any more. We've something muchbetter. Have you ever heard of Advent?"he replied.

Original
In the unlikely event that anyone readingMicro Adventurer has never heard of it,Advent was, and is, the very first computerrole-playing fantasy game. It is the originalfrom which all others derive. Inside thecomputer industry the Advent program wasalready well known in the days whenCommodore was just a calculatorcompany, and Sinclair made matchboxsized radios. When Data General developedtheir rival to DEC's VAX superminicomputer the Advent program was used asone of the tests that the design was workingproperly. (See The Soul of a NewMachine by Tracy Kidder, Penguin pp.82-84, for details.)In the light of later developments, (Zorkand Mud for example) Advent appears justa little old fashioned to the sophisticatedgames player of today, mainly because ofthe fact that it only has a two wordcommand parser (a limitation that a lot ofmodern micro adventures still have), but Ifind I retain a certain attachment to it, evenafter having solved all the puzzles andwinning the very last point (which RoyTrubshaw and I managed togethersometime in 1978). This is probably due tothe clever and witty style of the program.The version I encountered in 1977 wasthe work of Don Woods of StanfordUniversity MongSU-AI} from an originalprogram by Willie Crowther. This is the'standard' version. Other people haveproduced programs which more or lessconform to the original, although

presumably the "story-line" of the game iscopyright to Don Woods. There is amaximum score of 350 points in the'standard', in case you want to compare itwith your version.Around 1979 — 80 the Essex UniversityComputing Centre obtained a copy of amuch larger version with many more roomsand a total of 550 points. This was alsowritten by Don Woods, and was every bitas good as the original, but unfortunatelyhas an unchanged end-game. It had theaddition of an ogre, a basilisk, a singingsword, a magic mushroom (honestly!) andother interesting features. I haven't heardof this 'Version 2' in a personal computerincarnation yet, but I would be veryinterested to hear from anyone who has.Since the early days Adventuring, theprogram has become very popular with alarge number of personal computer owners,with several versions of the game availablefor home computers. This was madepossible by the rapid fall in the price ofMOS memory and the consequent rise inthe memory capacity of the average homemicro. It is now more generally known asAdventure, as computer operating systemstend not to have the limitation on the lengthof program names which older mainframesdid.
If you are playing the game at themoment, then I must warn you that thereare one or two hints to be found in the restof this article. I have tried hard to avoidspoiling the fun of the game, by givingaway the answers to the puzzles (after all,the enjoyment to be had from the game ismainly in puzzle solving) but you have beenwarned.

One thing to remember is that withoutexception, every object in the cave has ause. It either is a treasure, or can help youtowards scoring in some way. Even the axe,although not itself a treasure, is absolutelyessential in order to defend oneself from

the marauding dwarves. It is, I suppose, ameasure of the complexity of a game, if itcontains useless, red-herring and evenpositively dangerous objects.In Advent everything is useful.Something similar can also be said aboutthe denizens of Colossal Cave. Animals,such as the bird and the bear, can behelpful, though they have no will of theirown and have to be directed, butinhabitants of the cave (who can berecognised by the fact that they movearound of their own free will) are alwayshostile. There are vindictive dwarves, agrasping troll, and a thieving pirate, noneof whom will offer you any assistancewhatsoever, although you can profit fromthe poor aim of the first dwarf (indeed it ismost unwise not to). The pirate, who isreally a dwarf with delusions, causes noactual harm, but is a confounded nuisance.Offbeat
It is really odd, that no matter howinsoluble a puzzle may appear it is possibleto solve all the puzzles in the cave if youthink long and hard enough about them.Lateral thinking is important, as is aslightly offbeat sense of humour (tryfeeding the bird, to see what I mean). Someknowledge of traditional fantasy and fairytales is useful. There are two mazes to besolved, one of twisty little passages allalike, and one of little twisty passages alldifferent. One of these mazes is, in fact,extremely easy to solve, and one is ofnormal difficulty. The pirate hides histreasure chest somewhere deep inside oneof them, along with any treasures he hasstolen from you. At the centre of the othermaze is a vending machine which cansupply fresh batteries (at a price) for yourlamp, if it is running out. Life not beingeasy, you will find the treasure in thedifficult maze, which has to be mappedusing traditional methods.In my view, the hardest puzzle of all isthe mystery of the last point. After havingfound all the treasures and solved the end-game we found that we still had only scored349 out of the maximum 350 points. Forweeks we believed that the 'final point wasmythical, but we refused to give up, tryingcombinations of the most peculiar sort. Inthe end, we discovered that final point, andlearned in the process that even dwarvishconstruction workers like to read!In conclusion, it must be said, thatAdvent, the game which started it all off, isa very enjoyable and challengingadventure, even by todays standards, whichno serious games player should miss. ri

MUD (Multi-User Dungeon) was inspired byZork and Advent but had the uniqueinnovation of interaction between up to 36simultaneous players (on different terminals)within the context of the dungeon. It waswritten in BCPL and MACRO-10 by RoyTrubshaw of Essex University ComputerSociety with help and encouragement fromRichard Bartle, Nigel Roberts and BrianMallett. Most of the current features wereadded by Richard Bartle. It is only availablefor PDP-10s under TOPS-10 at the time ofwriting.

ZORK was created at the ProgrammingTechnology division of the MIT Laboratoryfor Computer Science by Tim Anderson,Marc Blank, Bruce Daniels, and DaveLebling. It was inspired by the Adventureprogram of Crowther and Woods, and theDungeons and Dragons game of Gygax andArneson, an,d was written in MDL. AFORTRAN-IV version was done by ".ananonymous DEC engineer" which is knownas Dungeon, and is available for PDP-11sand VAXen from DECUS. (DigitalEquipment Computer User's Society.)
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I SCREAM aloud and thrash wildly as Iawake to find myself in a padded coffinwith no apparent exit. Fortunately, myfrantic movements nudge a previously un-seen lever, the coffin opens and light floodsinReason penetrates my sleep numbedbrain and I realise that I'm aboard the col-ony ship Snowball 9 bound for the newworld of Eridani A. The fact that I'm alonemeans that something is terribly wrong ,the 1.8 million passengers sleep on.The above is my interpretation of theopening moves of Pete Austin's epicSnowball, a well structured, all-text adven-ture set in the twenty third century and bas-ed, in part, on Larry Niven's novel TheMote in God's Eye. Unlike most, theadventure loses nothing from its lack ofgraphics since, like Infocom games,

Snowball's chancein dee est space
Galactic agent Ken Matthews tackles murderous robots, the perils of cold sleep, anda crazed saboteur in Level 9's epic Snowball
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descriptions are very thorough and allow tect the passengers and serve as fuel for thefull scope to the player's own imagination. giant fusion engines. Freezer control andYou take the part of Kim Kimberley, a other services are mounted on the outer sur-secret agent, placed aboard without the face of the shell. This huge ecosystem is at-crew's knowledge to take over in an tached to the motor unit and control roomemergency, which is, of course, just what's by a vast cable network called the 'Web'happened. Armed, initially, with only an which incorporates 'Jacob's Ladder', aelegant backless hospital gown you must system to allow transport of personnel anddivert the ship from its collision course with fuel to the motor unit.the alien sun of the new Eden. For the adventurer, the first challenge isThe background for the adventure is to escape from the mortuary levels. Youcovered extremely well in the twelve page soon realise the freezer systems havebooklet accompanying the game and a detected your early awakening and havedescription of the Snowball itself means despatched the robot Nightingales to putthat you can have at least some idea of you back to sleep — permanently! To aidwhere to go from the start. Basically the your escape, and for later, it is useful toSnowball consists of ten vast, rotating crack the colour code of the indicator lights'freezer discs', each containing 180,000 scattered about the mortuary levels — elec-sleeping colonists. These discs are enclosed tronics enthusiasts should have littlein a vast shell of ammonia ice, to both pro- trouble.Several lives later, you will elude thesyringe-wielding Nightingales and collapsebreathlessly into an elevator on the floorabove. From here, it is easy to find yourway to the sealed off Freezer Control,hopefully clutching your trusty, airtighttoolbox. As you wander around you willfind two usable exits, the first leading to amassage parlour (maybe, after all thatsleep, a quick rub down might be in-vigorating!) and the other to open spacewhich, without a space suit, is inevitablyfatal. The only one who seems to knowwhere he's going is the scruffy little clean-ing droidNow at the centre of things in FreezerControl the mystery unfolds with thediscovery of the dead body of a ship's of-ficer. Still, every cloud etc. and you findyourself a few useful items the richer.You're sure the screen would provide someuseful clues if only you can get the blinkingthing to work after looking at it for ages!Exploring the living quarters makes youeven better equipped to continue your mis-sion. The library finally points out yournext step and adds to your battery of equip-ment. Lentil custard might seem ratheruseless now but would have been welcomewhen you'd just woken up.Pretty soon you return to this area, codesand Nightingales hopefully dispensed withto deal with more of the electronic denizensof this floating world. Two problems faceyou at this stage in the form of one ailingdroid and several bureaucratic ones eachneeding to be satisfied in its own way. Youcan play with the paper-pushers all you likebut the damaged droid has only a short



time to go! Still, at least now you're equip-ped to go outside.Once on the outside you soon findyourself climbing round on the seeminglyendless web of cables connecting theSnowball to its drive unit. The suit air islimited and you'd best make a positivemove quite quickly. A certain step in theright direction leaves you floating in spaceand approaching the ice field at fatal speedany hint given here would be a shot inthe dark!You next encounter the monorail systemwhich provides simple access to severaluseful locations such as the Habidome,Robodome, Warehouse and the route tothe motor unit/control room. Getting tothese locations and the items they containwill be no problem to the, by now, ex-perienced Kim Kimberley but two majorchallenges present themselves in the formof a broken down Snowdozer that must berepaired and sent on its way, and a deadlywaldroid (controlled remotely by thesaboteur) which prevents your access toJacob's Ladder. Assembling the items torepair the Snowdozer is quite straight-forward, providing you've discovered howto replenish your air supply, but thewaldroid must be disabled and this is nomean task — if you can crack this oneyou'll be painting the town tonight.Eventually though you will reach the topof the ladder and find the base of the driveunit/control room. Here you encounter thevillain's second line of defence which, whilenot a patch on the first, still requires a purr-fect solution to get you past it.At last! You've reached the control areabut don't get carried away — a little cau-tion will prevent a real roasting from a hid-den laser. You must reflect carefully beforemaking your next move. •The final problem faces you! A crazed,armed saboteur when you'd expected a fan-fare or similar accolade! Still forewarned isforearmed and in a quick flurry of movesthe Snowball is safe.The above is not a solution but one ofseveral scenarios that might apply duringthe playing of Snowball and hopefully givessome idea of the drama that builds up dur-

ing a game session part of what makes.Level 9 games interesting and absorbing. Itreally is easy to imagine your role as themain character in a novel. The storylinepresented above gives only a suggestion ofthe possibilities open to the player and afew hints to the more abstract problems. Ahuge amount of descriptive narrative hasbeen omitted, together with the location ofalmost all items and the simpler problemsthat need to be solved to obtain them, toallow you, the player, to discover foryourself the intriguing worlds of Level 9.If you are new to Level 9 adventures youwill find that careful mapping and ex-amination of ALL items will pay dividends.Use of items is made easy by the extendedvocabulary of over 200 words and the pro-gram's ability to search a complicated com-mand sentence and guess at your meaning.This alone makes Snowball worth playingwhen compared to other adventures wherehours that could be spent problem solvingare wasted in a frustrated search to find acommand the program understands. Thiscommand analyser is a refreshing improve-ment over Level 9's Middle Earth TrilogyDungeon Adventure didn't understand'GET'!Every item in Snowball can be used, butsome needn't be, and although points arescored and lost, there are no treasures tocollect, only your mission to completebelieve me, that's enough!

The game itself comes attractively andsturdily packed to be Post Office proof.The accompanying booklet contains a firstclass introduction to the adventure andboasts artwork usually reserved for the bet-ter role playing games. It is well produced,comprehensive and free of typographicalerrors — which is not true of the spelling inthe game itself. My copy loaded first timebut is backed up on side two just in case.Also included is a voucher entitling thebuyer to a free clue, but I'm told you nowreceive a complete hint sheet in return foryour sae — not that you'll need it given thisreview and Tony Bridge.In summary, I believe that Level 9 adven-tures leave Scott Adams and others farbehind and are matched in concept, designand implementation only by Infocom andto some extent Melbourne House. Beforeyou all write in in praise of Scott et al, thisis not intended as a criticism — indeed Iwas weaned on Adventures 1-12 — but as asuggestion that the adventure game hasevolved to allow more interaction betweenus and the programs we love. Level 9 cer-tainly seem to be the British leaders in thisfield.
AdventureMicro
FormatPriceSupplier

: Snowball
: BBC, CBM64, Spectrum plusothers: Cassette: 1.9.90: Level 9
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PETER KILLWORTH'S CV is impressivebut incomplete. Nowhere in his six pagelist of publications does Peter, AssociateFellow of Clare Hall, Cambridge, and anacademic of long standing, mention thetitles which brought him two thirds of hisincome last year.The explanation for this strange omis-sion is simple; Peter is the author of someof the most deviously original adventuregames on the market. No doubt he felt thatPhilosopher's Quest, Kingdom ofHamil and Countdown to Doom wouldnot look quite right alongside DeepConvection in the World Ocean, orMeasuring Patterns of Acquaintanceship.
Simulations
Peter spends most of his time creatingcomputer simulations of the oceans, tostudy the way the world's water circulates.Six weeks every year are devoted to anotherof his interests — anthropology. Yetsomehow, he also finds the time to writegames, and, this year, a book — How toWrite Adventure Games for the BBCMicrocomputer, Model B and AcornElectron, published jointly by Acorn andPenguin.Peter started working with computers in1968 and, like so many others, first cut histeeth on Crowther and Woods' ColossalCave, about 6 years later.His two sons, then aged three and seven,
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Acornsoft'smaster sorcerer
Martin Croft meets Peter Killworthl the author of Philosopher's Quest and other highlyacclaimed adventures for Acomsoft

showed him how such games should beplayed. "I was constrained by what I knewabout computers," he recalls, "but theytreated the terminal as a person. While Iwas trying to work out what an axe was do-ing in a computer program, they were chop-ping the nearest tree down."Peter was quickly hooked by the magicof adventures, and set to designing his own."I had a problem which revolved aroundusing a pivot to get up a cliff. Put weight onone end, and the other goes up — but youhave to be careful to get the weight right. Iprogrammed it on the mainframe, and leftit for a friend to have a look at. When Icame back next morning, I was delugedwith messages from people I'd never heardof, all telling me where I'd gone wrong inthe program."With contributions coming at him fromall sides, he felt that he had to finish theprogram. He called it Brand X "becauseit was different to all the others around atthe time." It was Brand X which led to hisinvolvement with Acornsoft in 1982."A friend of mine wrote a statistics pro-gram for Acornsoft, and they gave him afree computer. I thought they might giveme one too. The only program I had lyingabout was Brand X. They took it, once I'dpromised them it was intelligent and educa-tional, and published it as Philosopher'sQuest.Peter was delighted with his new com-puter, and thought it reward enough. Heexpected little from the game, thinking itwould sell about 500. In fact, Philosopher'sQuest has sold over 20,000 copies.Since then, Peter has received continualsupport and encouragement from Acorn-soft. A case in point is the new book; it waswritten this summer, while Peter was spen-ding six weeks at the Woods Hole Oceano-graphic Institute on Cape Cod, in the USA.The fledgling Acornsoft USA provided himwith a BBC B adapted for 110 volts, amonitor, and an advance copy of Acorn-soft's new wordprocessing package.
Slow
Philosopher's Quest is now something ofan embarrassment to Peter: "everything isin capital letters, and it has very slowresponses," he says; "I can do much better.In fact, I've just finished a version for theElectron, which runs faster than on theBBC. I'll be reworking the original next."Perhaps because of his academic back-

ground, Peter is adamant that all the text inhis games should be grammatically correct,and that the spelling should be faultless.Detail, he feels, is vital. He found early onin the partnership, he says, that Acornsoftshare his attention to detail anotherreason for his loyalty to them."I've only ever written games for Acorn-soft," he says. "I've toyed with the idea ofwriting for other machines, but never reallyseriously — I like the BBC too much."Peter believes that there are two types ofadventure games: "there are the big games,with lots of rooms, but few problems; andthen there are the small games, with limitednumbers of rooms, but a very intensive useof the space available, and very tough pro-blems.

Countdownto Doom

"My games are of the second sort. I'd farrather use memory on cunning ideas thanon providing lots of locations. I also tryand introduce new types of problems, oneswhich aren't just solved by being in theright place with the right object!"Graphics adventures hold no appeal forPeter; he says that he can visualise thingsfor himself, and has no need for pictures;"anyway, PO much rather use the space fortext. I have an unofficial competition runn-ing with Pete Austin of Level 9 and variousother people on text compression. We'vegot it to about fifty per cent."Surprisingly enough for such a compe-



tent programmer, he considers program-ming skill "irrelevant" in the design of agame. "It doesn't matter how well you canprogram," he believes, "if you haven't gota good enough plot, people won't buy orplay the game."
QuondamAt present, Peter is hard at work on anumber of projects. About to be publishedby Acornsoft is a game co-authored by himand Rod Underwood. Called Quondam, itis, according to Peter, "a very small landwhich contains totally original features."He is quick to add, "I can say this because Ididn't write the original storyline."Acornsoft has suffered severely at thehands of software pirates in the past, andso Peter was unable to say much about thegame. He could say, however, that thereare about 50 objects to be found. Onlyeight of these, though, can be carried at anyone time; and to prevent players going backto collect "one over the eight" there is aseries of one way gates. The mainproblem, then, is how to get the extraobjects past the barriers, because they willbe needed later in the game.Another feature of the game is, accord-ing to Peter, "an extensive banking systemwith dreadful puns."Another of Peter's projects at the mo-ment relates to one of his hobbies. He is amagician, specialising in close up magic;strangely enough, so is Acornsoft's manag-ing director, David Johnson-Davies. Thetwo got together with Paul Daniels, and theresult is a software package which enables aBBC to perform tricks.Peter's next adventure game is likely tobe based around a derelict spaceship. "I'mcalling it Celeste at the moment. It's set inthe far future, when mankind has evolvedinto lots of different sub-species. A space-ship is found, deserted except for a fourfingered corpse. The challenge is to get intothe security system of this alien craft, andfind out who is responsible for the deathsof the crew.

Book How to Write Adventure GamesAuthor Peter Killworth Micro BBCand Electron Price of.5. 95 PublisherPenguin Acorn Computer LibraryIT'S AN old but true saying "writingAdventure games is more fun than play-ing them". It follows from this thatbooks and tools used to develop yourgame can be more fun than games. Ifproof were needed of this truth thisbook supplies it.The book is written by Peter Kill-worth who is the present chief sorcererof Acornsoft with a string of greatadventure games to his name. The ob-ject of the book is to enable a reader,

m cro
A , 0

P

Peter Killworth — adventure writer extraordinaire
Celeste is a good example of the wayPeter writes his games. He spends sometime just thinking about a particular idea,working it through in his mind. "I've beenthinking about Celeste seriously for about amonth now," he says, "and I'll probablykeep on thinking about it for another twoor three months."After that, he will spend some three orfour days getting the plot and related ideasdown on paper. Then it takes four to sixweeks to program, followed by two weekstesting and then he gives it to somebodyash for add

Andy Mitchell reviews Peter Killworth's book
who is fairly fluent in BBC Basic, tocreate and write fairly complicatedadventures. The book uses three gamesto illustrate the ideas and techniques ofthe author: Caves, a game of explor-ation through a random network ofcaves in search of treasure, Mini, a sim-ple four room adventure, and Roman, acomplex adventure set in ancient Rome.Before launching myself into a moredetailed description of the book's con-tents I should first say a word on itsstyle. In the first few paragraphs wherethe author reminisces on his first en-counter with an adventure game, Ifound myself reliving the feeling of

else to go over. "I like to throw it tosomeone and tell them to kill it."
Sometimes there are problems that re-quire more time: "Castle of Riddles had tobe written for a prize competition — thefirst person to solve it got f2000. It took metwo weeks solid work to figure out how toprotect the code word so that a hackercouldn't break in to the program."Peter has no plans to desert the academiclife — "I still feel that there is far too muchchallenge in research for me ever to give itUp and write full time," he says.cts

wonder and excitement that he, like me,experienced when those never to be for-gotten words appeared:- "You are stan-ding at the end of a long road. In frontof you is a brick building. A streamflows out of the building and down intothe valley. Around you is the forest". Indescribing his feelings as he wanderedoff down that road to the mysteriousgrating in the forest clearing throughwhich countless thousands of us havealso travelled, his skill of story tellingshows why he has been so successful inhis games and now in this book. I felt Iwas listening to a kindred spirit who hasalso been bewitched by the wonder and0-
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the fun of this fantastic genre. It is thisfeeling of fun and excitement which per-vades the book and makes it enjoyableand easy reading throughout. Ifanything is going to move you to writeyour own game this is it.Prior to embarking on the mundanematters of techniques and hints theauthor cautions us with his first rule ofAdventure programming; "No matterhow small an Adventure you write, itwill take far, far more time and effortthan you thought it would".The book is split into eight parts,three of which design and create in sim-ple steps the previously mentionedgames. Complete listings of the code aresupplied as is the listing for a furthersection containing a data generator pro-gram used to store the many items ofdata used by the game in an efficient,compacted form. Further sections ex-plain the basic requirements of a game,the method of dovetailing the data intothe main program, and a "shell" of agame which can be used as the basis ofyour own game.Two appendices are provided whichbriefly explain bitwise logic and hex-adecimal notation. The reader is treatedsympathetically here and its all donewith sugar on it to keep the nasty tasteof work away—still, we must suffer forour art sometimes! At this point Ishould mention that thoughout the book
•

Robin and Jean Burgess look at some of the problems the adventurer faces inPhilosopher's Quest, and give some hints on how to solve them
NOW HOW might someone who bravelythought of themselves as a Philosopherstart out on a journey of discovery andadventure? Where might he or she expect tobe when suddenly launched into the fray? Adimly-lit cavern, perhaps, or somewhereelse far from what passes as civilization?Not a bit of it. Far more subtle is ourdevious Adventure-Creator. We findourselves standing in a small shop. What?Or as the program would say when itdoesn't appreciate the clever wisdom of ourerudite instructions:- "EH?" The descrip-tion continues: "There are areas of theshop intended for the display of Treasure."(Ah! That's more like it!) "There is an exitSouth, above which hangs a sign, reading"Leave Treasure here. Please note that on-ly TWO objects may be removed from thisshop. So choose carefully!"Oh! A problem straight away. (But whatdid we expect?)The items that are lying in the shop arean Aqualung (perhaps there is some waterin which to swim somewhere), a bunch ofKeys (oh yes, they must be useful), a Cup ofTea (curiouser and curiouser, for we havebeen told in the instructions before webegin that nothing is a Red-herring) and a
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the author explains many techniqueswhich I myself have used; he then goeson to explain why these are bad tech-niques and suggests better ones (WinceWince!).I found the level of programming ex-pertise required to understand all that isoffered meant that there was sufficient"meat" to enable me to pick up quite afew tips in fact an embarrassingly

large amount! For those whose abilitiesmay be even shakier the author kindlyinvites you to skip some small sectionstype in the procedure offered and"believe"!
The final section is perhaps the mostimportant in that it is devoted to thediscussion of plot creation. At the baseof every good adventure is a good storyline and reading how a master goesabout it sheds some light into hisdevious mind and is good practise fordeveloping your own plots. It was herethat I enjoyed it most. Devising thepuzzles and solutions to Roman is alesson in how to anticipate and nudgethe player along the path. As the authorreminds us, having a suitable and usual-ly amusing answer for the player'swrong move can be as much fun for theplayer as getting the right answer.In short the book is a feast for addictsand I suspect I could spend many hourstrying out the tips. The best featurehowever is its never failing enthusiasmwhich shines through the facts andmakes the idea of writing your owngame sound like fun. For this reason thebook is a much better investment thanmost games and utilities. So for those ofyou who don't know how to, it's a goodbuy, and for those who, like me, thinkyou already know how to, it may be aneven better one!Andy Mitchellosoplier's problem

oteel Rod. And yes, we have counted cor-rectly — that makes four objects! But we'reonly allowed to take two!Giving away as little as possible, onepossible action on your part results in theintriguing but intimidating retort:- "Anenormous voice intones: 'VERY CLEVER!BUT YOU WON'T GET AWAY WITHTHAT AGAIN!' (And you won't, either.What is more, you face another problemthe moment you leave the shop.)Later on, you reach the Curly Passageand here you find a Ruby Amulet.Presumably you will pick it up, but you willfind it is worth only one point! (This is outof a possible total of 250. Now the test ofcharacter: do we despair, or do we, as weare told all brave adventurers would,persevere? Do we have a choice?)Before long we discover a way toproduce:- "The sound of bells ringing out,and lights flashing," before "peace"returns (and very nice too). A lot friendlierthan the Star Wars-type "garbage chuteact" that might follow if we're not careful!But what do we make of the "device" thattips a lot of paint all over us? At the begin-ning of your explorations the program,seems to throw up far more problems than

it solves!
Eventually you will reach the seaside,complete with cliffs, (probably still withonly that one point!) where you discoverone of no less than five differently-colouredstars, this a yellow one inscribed on thecliff-face. Yet another puzzle that remainsobscure to the end. Here it is no holiday-resort, unfortunately, but there is an ap-parently irrelevant piece of jetsam (or is itflotsam?) lying nearby and a curious Buzz-ing noise over the sea in the distance tothink about.

Southof thepink star
South of tile Pink Star is a diminutivecuddly bundle of fun, well-known for itspartiality to a certain kind of dairy product.The said product, or at least a "very smellypiece" of such is available elsewhere, butthe procuring of this ultra-obnoxious item



and its transportation provide the intrepidPhilosopher with ample scope for ingenui-ty. (We can still vividly picture the assaulton our senses!)There are several other creatures to befound on your travels too. It does seemexceedingly unfair that trying to find a dogin the room where there is a "largeapparently-empty kennel, fastened to thefloor" produces nothing but frustration. Inaddition, having discovered this room, youimmediately have another problem,because none of the ten possible directions(8 points of the compass plus Up andDown) enable you to leave the room again!Speaking of dogs, one day you may ac-tually meet the dear old lady, at "Shangri-La". (Yes, we said "dogs"!) Just likesome people we all know well she has thehabit of sending you on difficult, but ap-parently imperative errands, provided youhave accomplished each previous errand. Inaddition she seems to want to keep youalways at arm's length.

Largeemptykennel
Above all, you must ensure she doesn't"pop her clogs" prematurely. If youmanage that you will find that in the end(and that end takes a great deal of time, pa-tience and thoughtfulness to achieve), sheproves to have a heart of gold. (Not literal-ly, you greedy pseudo-philosopher!)Incidentally, the first thing the old ladywants from her visitor is a nice Cup of Tea.(You remember that was in the shop, don'tyou? — Sorry, we're just trying to makeyour decisions more difficult!)There are several locations where exitscan be found in many different directions,all of which need to be investigated sooneror later. One of these is referred to as beingrather like Piccadilly Circus, where we aretold one of the Exits leads down a slipperyslide. In addition we learn tantalisingly thatin the roof there is a slide entering fromabove, "but you can't reach it!" And whatmight be the function of the Empty Bottleyou find here? Fill with water? — but weare categorically told that we, as trulyascetic Philosophers, may not eat or drink.It is in the various exits leading awayfrom "Piccadilly Circus" that some ofyour further escapades occur. We almostguarantee that you will personally meetyour doom a minimum of eight times as adirect result of investigating these differentexits fully. It is of considerable value tohave the SAVE feature in the game! Andthough there are many different ways toterminate your travels the claim that everyproblem you face has a perfectly reasonablesolution is accurate. Finding all the solu-tions is of course far from straightforward.There is the Gloomy Area near PiccadillyCircus, for example, with only two exits,

V.
neither exactly inviting:- A Narrow Crawlin one direction and a Gate, protected by aHeavy Iron Portcullis, decorated withHuman Bones, in the other. Charming!And believe it or not:- a Green Star floatsabove you!One of the most difficult single rooms inthe program to enter and exit successfully isclearly the cause for all the human bones.Indeed, it is referred to in the program as"The Danger Room". We leave you toexperience this for yourself, if you can infact work out how to get INTO it safely atall! Suffice to say that you have merelyswords, spears, pits and other lethal itemswith which to contend.
Another interesting room is a certainpassage where "Those Uncertain about Ex-istence should venture No Further!" Ifyou, being the ace Philosopher you hopeyourself to be, do indeed plough on youcome to a place where you CEASE TOEXIST! Perhaps you can philosophise yourway out of this predicament, but anothercouple of perils will then immediately faceyou, one of which is the ubiquitous GiantSpider who inhabits all dark nether regions(and who just loves tasty bipeds.)Sooner or later, as with all good ShaggyDog stories, you will come upon someonelike the Ancient Mariner, complete withLong Grey Beard and Glittering Eye. Youare told further that he seems to have some-thing tied round his neck. Upon investigat-ing (and who can pass up such an oppor-tunity?) the Old Mariner apprehends youwith the said Eye before you can escape andbegins "This Frightfully Interesting Story"about, you guessed it, an Albatross! Unfor-tunately while he drones on and on, yourLamp runs down. That's one problem, andyou certainly need a lamp for yourAdventuring. The other problem is thatvery soon you find a particularly heavyweight tied around your own neck!Clearly no Adventure program would becomplete without its Mazes. Here there aretwo examples. The first is of "SmoothPassages" where you have to find all theexits from each apparently identical loca-tion, and the second consists of somethingcalled the "M.E. Passages". (A tip here isthat you can program the Function Keys toperform various common commands foryou, and using *FX4,2 you can programthe cursor and COPY keys too.)A little digression about the M.E.Passages, as this is where we were reallyStuck, because the whole network seems to

consist of irreversible slides. You can goDown (accompanied by:- WHEEE00F!! or similar!) but not Up. Nor, onceyou have gone so far, can you return to thepoint whence you begin. Our troublestarted when we reached the place where wewere told that "To the North lies a SlideUnder Construction".East, South and West led back to thesame notice while every attempt to goNorth (by Jumping, Crawling. Flying orwhatever) gave the inauspicious reply:-"WHEEE — CRACK! The Slide has Col-lapsed and you have broken every bone inyour body. Would you like to try again?"We considered ourselves extremely versatilein our thinking, and reasoned thus: the signsays "Caution", and in a certain locationcan be found a Bronze Trophy labelled"Danger Man". Now M.E. could be pro-nounced "Emmy", as in the televisionawards, and there used to be a program onthe television called "Danger Man". Soperhaps if you held onto the Trophy andbravely leapt along the tunnel, you wouldsucceed in passing the dangerous part of theSlide. Isn't that ingenious? But completelywrong! You'll have to puzzle out the solu-tion for yourself.When at last the time comes to go out tosea, you will find the journey can only bemade once. You encounter in your travels,amongst other things, a "Sad-Looking Oc-topus", some "Wriggly red wet Passages"and several typical diving hazards. Each ofthese you will need to overcome by your in-genuity, though temporarily putting any-thing down to do so can unfortunatelyresult in its loss ". into the Murkbelow".

Sadlookingoctopus
You are told that if you manage to scoreabove 200 points then you may consideryourself to be a philosopher. Eventuallyyou may even finish the game in its entirety.It certainly has a large selection of differentproblems and challenges to be overcome,some of which appear only after you havecircumvented some other puzzle. A text-only Adventure, the game should appeal toall those who like to pretend they are"thinkers".May all your Philosophisings be happyones!

S.

AdventureMicroFormatPriceSupplier:

Philosopher's QuestBBC BDisc£11.50Acornsoft, BeljemanHouse, 104 Hills Road,Cambridge
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THE LESSONS OF COMBATAND ENDURANCE
When you were train ng wIth the Kai Lords,you acqu red many secret skills and disciplines. Row,you may need to use them. You may need to mprovesome, and disregard others.
"Combat Skills" may be needed to defeat theenemies you encounter on your way to reaching thebeleaguered King, and whilst saving your country.You will need "Endurance" to survkie. Each decisionyou make can alter the course of-your adventure. Sochoose wkely, for you willoften be totally surphsed bythe effect yourchoice mayhave onyour survival.THE SURVIVAL DISCIPLINES
Over the centuries, the Kai Lords had masteredthe sidlls of the warrior As you proceed through your

ECOME LONEWOLF...
sole survivor of a devastating attack on themonastery of Kai.
A great cloud of black winged beastshas swept down and engulfed the monastery.All the Kai Lords, whose secret skills you werelearning, have been killed.
Raising your face to the sky, youswear revenge on the Darklords of theWest. But first, you must warn the Kingof the invasion, retrieve Sommerswerdand then use it to beat off the attackers. Thereare now two exciting LONE WOLF adventure games.Each one requires you to assume the mantle of LoneWolf, make all his decisions for him, and actuallyfight his combats move by move. You really areLone Wolf.
You are going on a journey, a quest. You createyour own adventures, choose your own tactics andmake your own decisions.Oil SW/ear

adventure you may find that you are becoming moreand more proficient. If you, too, have mastered theseskills they may save your life!

You can learn how to hide undetected amongstrocks and trees of the countryside. In a city, you canlook and sound like a native which may help you tofind shelter.
Learn how to communicate with an s andmove objects by sheer concentration alone.
You can develop a "Sixth Sense" that warns youof imminent danger. It may also reveal the true natureofa stranger.
"Trackng" may help you choose the right pathand decipher prints or tracks of-creatures in the wild.



The discipline of"Heal flg" can restoreyour 'Endurance" afterb6ng woundedcombat,THE "COMBAT"SKILLS
When you enteredthe <ai monastery youwere taught to fight with daggers, spears,warhammers axes and swords.

The evil Darklords, though, have the abi 1 ty toattack usng nclforce". Lone Wolf-can learn theclIsdphne orMindshield" and also "Ivindblast", theold Kai Lord's ability to fight using the forces of themind alone. You, Lone Wolf, control the combat, youdecide wnether to fight or not, and you alone canmanipulate the moves,THE EQUIPMENT TO SURVIVE
You set out with just an axe, a leather pouch ofgold crowns and a map of Sommerlund which you

have discovered amongst the smoking ruins of themonastery. -247
474, it You are aboutto begin the mostj incredible adventureofyourlje.

‘Itt6pAt t •
__MCMASTER yI7A-

UnI2rc' •

WE CHALLENGE YOU TO DEFEAT THEDARKLORDS IN THE LASTLANDSIONLV OLE
Available from leading software stores.Dealer enquiries to Nick Ford, Arrow Publications,17-21 Conway Street, London \MP 6j D. Tel: 01-387 2811.

THE LONE WOLF ADVENTURES
The creators of LONE WOLF are Joe DeverandGary Chalk, In 1982, Joe won the Advanced"Dungeons and Dragons" Championship in America,

Gary has had 17 yearsexperience of wargames, and is theoriginator of the highlysuccessful "Cry Havoc"and "Starship Captain".
Together they have created two unlqueadventurescombining the skillsof mental andphysical dexterity.And there are more to come A)The presentation is vsuallyexciting, and involves youtotally in every action andreaction.
Discover the LONE WOLF adventures "FlightFrom the Dark" and "Fire on the Water". Now, availableindvidually in a special gift box, including a cassette andillustrated book for E3,95. (Software only £6.95 each.)



WIN THE LEAGUE CUP
Manage your own football team. The game features 4 divisions, league tables, promotionand relegation, name your players, pick your team, buy and sell players, train them andscout to find out opponent's tactics. All the excitement and frustration of a manager.See the goals scored and your star player being suspended! Can you take your team tothe top of the 1st Division?Available for Spectrum 48K at 25.95 from larger branches of Boots, Greens, John LewisPartnership, Rumbelows, W. H. Smith and all good computer shops or mail order fromCases Computer Simulations MEI 14 Langton Way; London SE3 711.
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MUD's multi-user capabilities set it asidefrom normal adventure games. There aremany of these features, includingcommunication, interaction by way of giv-ing, stealing, kissing and the like, and ofcourse the great favourite, killing yourfellow players. These are reasonably directconsequences of having more than one per-son playing in the same world at the sametime; the most significant development,however, is in an entirely different vein,although indirectly its success depends asmuch on the game being multi-user assomething as obvious as FOLLOW orASSIST does. I am referring to the conceptof a wizard/witch.
Wiz
Since "wizard/witch" is a bit of amouthful, and since MUD players are toofastidious to tolerate the type mismatch in-volved in calling a male a witch or a femalea wizard, the MUDspeke term "wiz" hasbeen coined to mean wizard/witch generic-ally (or witch/wizard, you pedant!).Although using wizard/witch expands thesize of this article, and hence means I getpaid more, I'll stick to the friendlier term"wiz".Last time, I told you that MUD has"levels" indicating a player's experience ofthe game, which depend on the number ofpoints you've obtained for your deeds(similar to the Dungeons and Dragons

Thengereatil
This month, Richard Bartle looks at themost important character in MUD the wiz

system). This is so that people who knowthe game better can swank around assomething like "Nero the Hero" instead ofjust plain "Nero". Also, your chances ofgetting spells to work increase on a level-by-level basis, and there are certain useful arti-facts such as the amulet which you can't useuntil you're a sorcerer or whatever. Thelevels have to end somewhere, and the topof the tree is wiz. It's possible to make wizin 4 or 5 games if you get absolutely ALLthe treasure. Indeed, you can make it in on-ly one game if you don't mind kicking thebeggar 102,400 times. Once you've reachedwiz, however, the game changes.Well, perhaps it's not fair to say thegame actually changes. It's still the sameold MUD, it's just that once you're a wiz ittakes on a new perspective. If MUD werean ordinary adventure, you could expect atthis point some kind of "endgame", andthat would be it, you put your cassette backin the box and rush out to buy (ha!) a newone. MUD, however, as I keep telling you,is not an ordinary adventure, and reachingwiz is where the fun really begins!When you're a wiz, you have power. AndI mean real power. You can do virtuallyanything. A forbidding array of commandslie at your fingertips. These are so virulentthat it's a cinch to crash the game if you'renot careful. Indeed, MUD even has aCRASH command for wizs in case theycan't be bothered to, say, pick up the rain
SOME PLAYERS go to extraordinarylengths to get points. One made it to thetop level of experience almost solely onthe basis of what he learned by readingthrough log files of other players'games, which they had forgotten aboutand left conveniently easy to read on theshared disc. Another favourite ploy is toask for innocent "hints" from variouspeople about some particular problem inthe game, stitch the answers together,and then go do it.This was the strategy of one of ourregular players until last night. The mostvicious and ferocious creature in MUDis the dragon. It is not unknown for thismonster to beat a party of 8 players whomount a mass attack at once. If youcome across the dragon, you can reckonon a life expectancy of about 20 secondsunless you flee before it notices you.However, by probing and questioning,

our hero managed to learn that therewas some easier way to kill the dragon,and that a lump of coal was somethingto do with it. Linking this with a half-erased notice he'd seen, he managed tofind out from an obliging colleague thatif you feed the coal to the dragon, it dies.Happily embarking on this quest, hecourageously wrested the coal from thebunker full of rats where it is stored,braved the shark and the storms to get tothe island where the dragon roams,came upon the beast and fed it the coal.Nothing happened. Perplexed, he waslooking for someone to ask what to dowhen all of a sudden the monstersmashed him into a pulp with one blowof its enormous claws!Evidently, no-one had told him that ittakes 30 minutes before the coal has anyeffect on the dragon .!Oh well, it's only a game.

twice from different rooms and do an in-ventory (although that's more fun!). Oncepeople make it to wiz, for the next coupleof days the game crashes with monotonousregularity until they learn the ropes. Fortu-nately, one of the first commands theylearn is how to reset the game so that theycan unscrew all the problems they'vecaused!Of course, in the commercial version ofMUD this sort of thing would be toneddown a bit, otherwise you'd get peoplefrom rival games companies making wizand keeping your world in a perpetual stateof imminent destruction. Since MUD hasno competition as yet, though, this fragilityis left unchecked to give the "mortals"(non-wiz's) a little more incentive to getthose few elusive points that they need toreach the top.
Snoop
Most commands will stay in anycommercialised MUD, however. Some arepowerful yet not dangerous, for exampleSNOOP. This enables you to see what is onthe screen of any mortal you choose, exact-ly as it appears to them. In effect,everything MUD sends to their terminal iscopied and sent to yours too (in addition tothe stuff you'd normally get). Of course,you can't snoop on someone who is snoop-ing on someone else, otherwise it's possibleto get into a sort of feedback loop, whichwouldn't do the game much good at all!SNOOP is one of the most popular wizcommands, and it's normal for wiz's to besnooping on a mortal full-time. The reasonit's so good is that there's a certain wickedhuman fascination for watching other peo-ple making complete idiots out of them-selves as they try to go about doing thingscompletely the wrong way.Other reasonably safe commands includethe ability to pick up or drop objectsanywhere you like without having to movethere. Even if you did feel the need to makean appearance, you can materialise inplaces rather than take the normal walkingsort of route which mortals are obliged touse. There are a few rooms, in fact, which itis impossiblt to reach except by teleportingthere. These are the STORE, full of useful,spare items which you might want playersto come across (like zombies, for example);HOME, the wiz room where you can sitand SNOOP on mortals without their

1
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NO EXTRAS! All our prices include VAT and Postage & Package. 24 hr.—CREDIT CARD HOT LINE (0705) 735242.Send your order and payment to: AUTOMATA U.K. LTD. 27 HIGHLAND ROAD, PORTSMOUTH, HANTS. PO4 9DA, ENGLAND.
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PLAYERS may come and go in MUD,but the names of everyone who evermade wiz are preserved for posterity inMUD's graveyard. Later players gaze onthese epitaphs as they wend their wearyway by (for the graveyard is also an easymaze), and hear some of the great namesof the past. These are often in-jokes, forexample "On a huge grave is the name,Evil the Wizard." means nothing untilyou've seen how fat the chap was! A

similar sentiment can be applied to thedescription "You smell the grave ofConn the Wizard some way to oneside." Some tombs outline the methodby which the player made it to wiz, forexample "The hastily-erected grave ofEndora the Witch is said to stand here." (she made it from scratch in 4weeks — a record) and "The grave ofTremble the Wizard is here, madealmost entirely of old logs." (he spent

hours sifting through log files of otherfolks' games to find out how to dothings!). The third type of headstone isthe one ordered by the players them-selves. Some go for the impressive("Before you looms an obsidian vault,insculpt Shadow the Wizard."), butthankfully we're not all that egocentric.("Inscribed on a modestly austere tomb-stone here is the name, Richard theWizard.")!
knowing you're in the game (since it iscloaked from their view); LIMBO, an exit-less room which corresponds to a sort of"sin-bin", a place you take mortals whoare annoying you to cool off, leaving themto languish until you deign to release them;and XMASBX, which contains all you needfor a merry christmas, and which wizsdistribute to players when they feel theseasonal urge to do a bit of goodwill to allmankind.
These abilities are reasonably ,harmless,as I said. Tormenting mortals by sittingaround in HOME, SNOOPing on them anddropping strange objects in the rooms youthink they're about to enter is the sort offun thing wizs do all the time. Some of thethings they can do are not harmless,though. Primary among these is the MD.FOD stands for "Finger of Death", andwhat it does is more or less obvious fromthat! Once you're FODed you're "deaddead"; you lose all your points, your per-sona is destroyed, and you have to startfrom scratch again. Wizs mainly FOD eachother, since they can come back straightaway due to there being a password on wizmode. Once you've made wiz, you just tellit the password and you're back to wizagain. Sometimes, though, if mortals reallyplay up a lot and pester you despite yourominous warnings of the dark andmysterious things you're going to do tothem, you might use your FOD on them asa last resort.BenignWizs, although all-powerful, are meantto be generally benign. Most of what isdone to mortals is really just teasing them,and they are generally rewarded by a fewpoints or some treasure once the wiz hasfinished their play. Mortals don't havemuch say in the matter, naturally, but arespurred on by the knowledge that whenthey're a wiz, they'll be able to dish outsimilar treatment to hapless, innocentvictims!There is an unwritten code of conductwhich wizs follow, and which works
THE RECORD for number of timesFODded goes to ABUSE, who, as thename implies, used to come in as anovice and spend all his time (shortthough it was!) insulting people. Afterbeing FODded he'd start from scratchand do the same thing. Eventually hehad to give up when people used to FODhim before he could open his mouth tosay anything! MORAL: if you're goingto insult people, make sure they're notwizs!

Simon Daily ofCenturyCommunications,who plays asCentury theWizard andGrendel theMortal

because the wizs were once mortals them-selves. Wizs know all too well what it's liketo be summoned to a cold, dark room andleft alone with the words "hehehe" ringingin your ears. They know the disappoint-ment in forging through the swamp for halfan hour only to find that someone hasswapped the incredibly valuable crown inthe centre for a fake one. They've felt thepangs of outrage when you've been attack-ed by a souped-up bunny rabbit which tookyou 15 minutes to kill. In short, they knowwhen to stop.There are many more powers which wizsmay call upon to make their life easier and

cause mortals to fear them with ferventparanoia, some more of which I'lldoubtless be mentioning in future articles.I'll also be introducing you to a few wizswho have achieved notoriety, and tellingyou some of the quaint tricks they get up toto give mortals the heeby-geebies. To finishwith, though, I'd like to talk about therelevance of MUD's wizs to Multi-UserDungeons in general.Anyone can design a multi-user adven-ture and sell it. It will be a success whateverthey do, but if there's one thing MUD hasgoing for it, it is experience. A total exceed-ing 20,000 hours of play has been spent onMUD, and if any single point arises fromthat it's that wizs make the game. They ruleit, they stamp their personalities on it, andthey give mortals something to aim for, agoal, a purpose, something which explainswhy they're in there hacking and slaying.Without wizs, MUD would only be half thefun that it is with them (although stillconsiderably more than single-user adven-tures!). If MUD does nothing else formulti-user adventure games (whenever theybecome generally available), for evolvingthe concept of a wiz it should always beremembered.1
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lielldleZVOUSbetitieell the stars
An insufferable computer with a neat line in sarcasm helps Noel Williams pilot theStarcross to a meeting with destiny

INFOCOM have a reputation second to sarcasm ("Other than that things have beennone in the world of text adventures, but pretty dull around here"), you want to getin Starcross I think they have forgotten on board the starship M.C.S. Starcross.something. Why doesn't the package (disc, Even if you don't you will find thatbooklet and starmap) contain a screw- Infocom's latest offering is anotherdriver? If I had a screwdriver I could get winner.into that infernal computer and turn the From the same stable as the ever-(expletives deleted) thing off. Some people popular Zork, this game is very similar inmight think its supercilious remarks are presentation, structure and feel. Theclever, even humourous (the computer instructions booklet is virtually the sameitself obviously thinks so), but when you as for Zork, being Infocom's standardhave just struggled for half an hour tp guide to text adventuring, which is fairland your ship on the temptingly enough as the text processing, commandmysterious planetary body ("not your structure and version of English isordinary asteroid" says the computer, identical to that of Zork. This meanshelpfully) where, I ask you, is the humour several sentences can be in one line ofin being told "The ship is at rest, but input, objects can be coupled together byunfortunately, so are you." My ship was the use of AND, indirect objects, such asgrabbed by an alien artifice and the result- 'in the cage' are allowed (but only one pering bump proved fatal. sentence) and you can ask questionsIf you want a computer that runs the beginning 'What' or 'Where'. Sometimeswhole range of useful comments from this leads to odd output, like the responsesurly self-satisfaction ("Maybe next time "What do you want to what?" but thereyou'll listen to me") to downright has been a great effort to ensure reason-
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able response to the majority of likelycommands. All this will be familiar toprevious Infocom addicts but the delightsof sophisticated input commands just arenot appreciated by enough adventurers. Inparticular there is much less of the 'guesswhat two word combination works in thisroom' syndrome than in most adventures,as in several cases different words areallowed for the same action. Infocomdeserve even wider recognition than theypresently receive.There is one major difference betweenStarcross and Zork. As you may haveguessed, you can talk directly to thecomputer which (or rather, who) controlsmost of the happenings on your starship.Because you never invested in completeinterfacing of computer to other ship'sequipment (as it will readily remind you)you have to communicate with it througha natural language interface. (In moreprimitive times we used to call this 'talking'you might have heard of it.) Well, thisis what makes Starcross something special.Any command can be prefaced by"Computer" in which case it is taken as adirect converstional gambit directed at thecomputer. The conversation is notintelligent (in other words it is purelyconditioned by whether you feed it keycommands) but the vocabulary is so large(I have no reason to doubt the claimed600 words) and the allowed sentencestructures so flexible (compared with thepainful and familiar two word format)that many of the exchanges' seem perfectlynatural. I must admit I have spent most ofmy time enjoying the comments of thecomputer rather than actually exploringthe game. Probably this will becomeboring after a while, but not before youare well into the game and caught by itsspecial set of problems.The other thing that makes Starcross alittle different from Zork is the mapsupplied with it. It shows the position ofvarious 'masses' around your ship at thestart of the game. These objects includeasteroids, planets, ships and mysteryobjects. The player can steer the ship toany object once he or she has discoveredhow to pilot the thing (don't botherasking the computer). In this way you'move' to different sets of locations anddifferent problems. The only trouble isthat the objects themselves are moving andthe map becomes invalid after move 64, soyou have an additional task, navigatingaround the heavens based on partial
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information. The map includes theheadings of the objects at the start of thegame, so you should be able to figure outwhere they are later on. Well, you may beable to, but I'm having a little difficulty. Ineffect this is a game with moving rooms —a good idea and one sufficient torenovate the tried and trusted textadventure formula. I would not say that itfeels like piloting a ship around the stars,but certainly some of the difficulties youencounter make the imaginary world thatbit more enjoyable.The initial scenario is perhaps a littlehackneyed now for science fictionadventures. I have lost count of thenumber of times I have awoken as theonly crewmember of an empty spaceshipapparently knowing nothing about howto operate the ship or where things are.And some of the 'problems' are rathertrivial, like remembering to stand up or toget out of your bunk. Taken to extremesthis kind of necessary command couldlead to adventures which require you to'PLACE FOOT' each time you want towalk or to 'MOVE EYES' beforeattempting to read something. These arelegitimate actions and could be adventurecommands but they only bore the playerand add nothing to the feel of the game.But such unoriginality and triviality is theexception in Starcross, especially once youget into the meat of the problem, solvinga riddle set aeons ago.

A commendablystrong plot and apot full of puzzles'— BIG K
'Full marks'- CENG
'100% — the besthave everreviewed'— PCT

As is usual with Infocom the roomdescriptions are excellent. Who needsgraphics? Some descriptions are so longthat they will not fit on the screen, and allare intriguing, humorous and give plentyto think about. Not only this but theyare correctly spelt (making due allowancefor colonialisms). There is one slightdrawback, of course, with such a largegame — it is only available on disc. It is,however, almost worth investing in a discdrive to be able to play such games. I had alittle difficulty loading my copy and once,when loaded, it crashed mid-programOther than this I could find no seriousbugs in the game, though I must admit Ihave not solved it yet and am not likelyto without many more hours play. The
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A VIDEO RECORDER
KET is a strife torn land which has never knownpeace. Particularly vicious attacks from beyond themountains now threaten its very existence and the Lords ofKet look upon you as their only hope

Each episode of the Ket Trilogy hides a short part of asentence that is only revealed on completing the adventure.Having come to the end of this mammoth 120K challenge. thefirst person to discover the complete message will be awardeda video recorder of their own choice (up to value of E400) andthe coveted award BRITAINS BEST ADVENTURER.

THE KEY TRILOGY Series of adventures are available fromSoftware Dealers nationwide. In case of difficulty, please use our fastand efficient mail order service.PLEASE NOTE Each of the Trilogy is a COMPLETE ADVENTURE INITSELF which can be played totally independently of the other two.REGISTERED OFFICE 54 London Street Reading RG1 4S0.CREDIT CARD ORDERS Telephone direct (0734) 591678.

AdventureMicroFormatPriceSupplier

ORDER FORM THE KET TRILOGY
ZX SPECTRUM 48K Mountains of Ket5.50 each (incl. P&P) Temple of VranThe Final Mission

need to access the disc slows things down alittle on occasions and disc access doeshappen rather frequently. If your drive isprone to errors, you might want to leavethis game alone as nothing could be morefrustrating than a head crash midwaythrough such a game, but the delays duringnormal operation are no greater thanmany games which involve decoding text.All in all another winner fromI nfocom

Li

: Starcross: Commodore 64: Disc: £11.99• Commodore UK

'A stimulatingadventure'SINCLAIRUSER
'Heartilyrecommended'' CRASH
'Very professionala very polishedadventure'— PCW

Also available:1984— Government
ManagementMillionaire  Splat

Please send me the titles as indicated, by 1st class post.I enclose cheque for   or debit my credit card.AccessEl Visa LiBarclaycard ElName/address
1

INCENTIVE SOFTWARE LTD, 54 London Street, Reading RG1 4SQ, England
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A GRATIFYING recent trend in the fieldof computer games has been the synthesisof arcade and adventure/strategy themesinto single programs.Some players would deny that theshoot-'em-up aspects of arcade games haveany place in the more thoughtful, intel-lectual challenges of adventures andsimulations. However, it's always been myfeeling that so long as the sleight-of-handjoystick bashing doesn't totally overwhelmthe strategy elements of the game, the mix-ture of chance and hand-eye coordinationwhich arcade elements introduce into agame make for greater realism, and allowless chance for monotony to creep in.PSS's Battle of Midway is a good at-tempt to combine these two • elements, andin my opinion perhaps fails only in not go-ing far enough.Midway is certainly not the most com-plex strategy game around, although thepreproduction manual I was given suggeststhat the final product will contain enoughinformation to make at least half-an-hour'sstudy of the rules necessary before attemp-ting to play!For those of you unfamiliar with yourhistory, the Battle of Midway was a crucialpoint of the Pacific conflict of World WarTwo. The PSS Midway manual gives fullhistorical details, but to summarize briefly,the island of Midway had to be defended bythe American carriers Yorktown, Hornetand Enterprise to prevent Japanese lan-dings which would have opened up the wayto an invasion of Hawaii and eventually theAmerican mainland.On loading the game, from disc or tape,you must first select keyboard or joystickcontrol. The control key for "joystick" is"S", for some reason, which caught me outfirst time since I instinctively pressed "J".Never mind.There are three game levels and sixspeeds available.Each game begins in Map mode. The
26 Micro Adventurer October 1984

David Fox puts on his goggles and flies off in search of the Imperial Japanese Navy,'as they creep up on Midway Island
map, which suffers from a distinct lack ofdetail, shows the island of Midway, the sur-rounding islands and shallows, and thedisposition of your American fleets andcourses of the Japanese invasion fleets.This last detail appears only in mode I,which is intended largely for practice pur-poses; in •mode 2 the courses of theJapanese fleets are not marked, and inmode 3 the Japanese fleet is blessed with ex-tra carriers.
Corn Box
The graphics in map mode are chunkybut acceptable. To manoeuvre your fleetsyou use a square cursor which is controlledby keyboard or joystick, and which is desig-nated the Corn Box.Your forces consist of sea fleets, searchaircraft shown with a surrounding searcharea (square instead of circular, which Iwould have thought would have been moreaccurate) and later in the game, attackaircraft. The Japanese forces are repre-sented by sea fleets and attack aircraft, allof which are invisible on the map unlessthey fall within the search area of a searchsquadron.Units are moved by placing the Corn Boxover them; pressing the trigger so that thebox changes colour; moving to the newposition; and pressing the trigger again.The units then begin to move in stages, at aspeed determined by the speed option youselected earlier. A game-time clock at thetop of the screen ticks over in intervals often minutes, and it's important to keep aneye on this clock since after a certain timeMidway becomes more likely to beattacked.
While in Map Mode, you have the optionto read the Unit Book, which gives the rela-tive strengths of the American andJapanese fleets. This is apparently useful inworking out which Japanese fleet you arecurrently in conflict with, though wheneverI got to that stage I was much too busy try-

ing to stay alive to worry over which fleetwas trying to sink me! Also from MapMode, you can get an up-to-date report onlosses and damage to each fleet.Having used your search aircraft tolocate a Japanese fleet — which is indicatedby a "J" appearing overlaid on the searcharea — you can get an aerial view of thefleet by pressing "R", then use the UnitBook to work out which fleet it is.Your next task is to launch attack air-craft, which is accomplished throughanother menu page. This tells you whichunits are ready to launch, which are arm-ing, how long it will take for them to battle-ready, and so on. It's a pity that therearen't any graphics in this section — itwould liven things up a bit if you had ananimated sequence of the planes taking off.There's a nice animated section when youguide your attack aircraft to the Japanesefleet — tiny planes dodge and weave avoid-ing flak, and you can use your joystick totake the role of the Japanese anti-aircraftgunners and try to shoot the planes downwith lines of tracer fire. Should you beunlucky enough to sustain an air attack onMidway island, there's a similar sequencein which you have to contend againstJapanese fighter-bombers with your ownguns.
Direct hit
Unfortunately, though these arcade se-quences are beautifully animated and haveexcellent sound effects, they don't contri-bute much to the progress of the game. Youcan never be sure if your•shots, or those ofthe other anti-aircraft guns which areoperating, are responsible for the destruc-tion of a plane; and in any case it doesn'tseem to make much difference, since youinevitably end up with the message "GUNDESTROYED BY DIRECT HIT" on thescreen, and a smouldering mass on theground.A Japanese air attack on your fleet has



similar results, whereas a sea attackfeatures a slightly different sequence, inwhich flashes on the horizon are your onlyclue to the position of the Japanese ships atwhich you fire your artillery.
Hectic
After a day of hectic searching andshooting, you'll have to return your planesto their carriers, and use the Launch menuto land them again, since they aren't allow-ed to fly at night. The game clock runstwice as quickly at night, but beware, sinceattacks are still possible.Should all three of your aircraft carriersfall victim to Japanese air attacks, you'llhear what must be the Japanese NationalAnthem, and see the Rising Sun emblembeing hoisted. Presumably if you sink thefour main Japanese warships, you'll see theStars and Stripes — I must admit I neverdid that well!Battle of Midway has many goodfeatures, and a full range of SAVE andLOAD options which make it possible toreturn to a half-finished game. It suffers,though, from poorly-designed imenuscreens, insufficiently integrated arcadesequences (they should play a much greaterpart in the game), and if anything asuperfluity of detail on the historical back-ground to the battle. Reading section 16 ofthe manual — "Basic Tactics — How toWin" gives you so much help that you

BBC

wonder whether the game is worth playing.It would perhaps have been better to giveless detail, or, to be honest, to have design-ed a battle strategy game around fictionalrather than real events. Fantasy strategygames have, I would have thought, becomeso popular partly because the element ofthe unexpected is very strong. Battle ofMidway doesn't have much of this element— I enjoyed playing it once or twice, but itcould have been a perennial favourite had alittle more thought gone into its design.

LEAVE REALITY BEHIND YOU WITH...

Game
Micro
Format
Price
Supplier

ELECTRON
41401%

MP ADVENTURE GAMES
A new range of Real-Time Adventures we believe the mostadvanced available for the BBC and Electron: intelligent charactersthat will move around independently, multiple command statements,advanced text compression methods allow even more detail.
**NEW** SADIM CASTLE It is said that those who enter the haunted estate of SadimCastle do not return! Long ago tragedy struck here and since then many people havedied in mysterious circumstances. Can you uncover the secret and break a terriblecurse!!
**NEW** VALLEY OF THE KINGS Far away across the desert lie the lost pyramids ofKaculud, rumoured to contain fabulous treasure and a legendry golden mask. Thepyramids may now have been discovered although strange happenings have caused thearchaeologists to abandon their camp. Your task is to find the golden mask.
Further titles coming shortly: Crown of Mardan, The Fallen Eagle
Our original and popular text adventures are also available: FIRIENWOOD, WOODLANDTERROR, BLUE DRAGON, SURVIVOR. Please send for full details.
Text Adventure Prices: £750 (Cass) f 10.50 (Disc) including VAT and postage withinU.K. State which machine when ordering. Dealer enquiries welcome.

MP SOFTWARE LTD., 1 65 Spital Road, Bromborough, Merseyside L62 2AE.
Tel: 051-334 3472

: Battle for Midway
: Commodore 64
: Cassette or disc
: 1'9.95 cassette, 112.95 disc
: PSS, 452 Stoney StantonRoad, Coventry CV6 5DG

MI,M•Me•••••••••••••,

Access

October 1984 Micro Adventurer 27



Pa
Adventure Odyssey of HopeMicro Spectrum 48K Price1.5.95 Supplier Martech /Software CommunicationsPANDORA — the firstwoman! She was fashionedfrom clay at the direction ofZeus, and all the Gods gave hera gift. (Pan-Dora: all gifts).Thus, Apollo bequeathed toher the talent to sing; Zeusgave her a box, which hecautioned her never to open— what a sauce! And what atemptation. Of course, she suc-cumbed and "let loose all theills that now beset man;disease and sorrow, hate andjealousy, theft, lies and manymore." Hope alone was left.Now, some has stolen Hope,and all the ills have takenover the world. You, as theadventurer, have been chosento undertake an Odyssey, tofind and restore Hope to itsguardian on Mount Olympus,home of the Gods.This is the opening pream-ble, contained on one side ofthe tape. Odyssey of Hope is"a Classical Graphic Adven-ture", an allusion to the Greekmythology contained therein.The introduction is rathernifty, consisting of the turningpages of a book, on which arewritten the aforementionedintroduction (no instructions,however, are forthcoming),and apart from the slowly tur-ning pages, there is also a littlegraphic of various Ills,floating up into the air, fromwhere they hope to destroy theworld. Although the programcontained in my preview copysometimes got rather confusedand overwrote the previous

• •
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FMKA NEHWEHU
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

graphics, the idea is neverthe-less unusual and a pleasantchange. Loading the main pro-gram should be a simple matterof turning over the tape, butagain, my review copy hadtrduble with this, and I foundmyself having to NEW theinstructions and LOADing thesecond part separately. I'msure all this will be sorted outon the release copies.On to the adventure: theplayer is first of all asked if apreviously saved game is to beloaded — the only input is thefull word (YES or NO), noabbreviations are accepted. It'snot a big deal to type two orthree letters instead of one, butthe seasoned adventurerexperiences a brief shudder uphis back! Is this indicative ofthe friendliness of the programas a whole? I'm afraid it is.INVENTORY is definitelynot accepted, but I is: NORTHelicits the response "IncorrectInput, try again," and N is theCorrect Input. Similarly,SEARCH will do you no good,but try EXAMINE. The pro-gram is written in Basic, soresponses are little slower thanwe have become used to, whichmeans that the player spendsan inordinate time waiting forthe program to wake upreally annoying if the wrongkey is pressed (and beware hit-ting Q for Quit — you can'tget back into the game!). Thegraphics, however, are held inmemory, and thus arecommendably quick to appearon-screen, although the otherside of this coin is that they arenot great works of art, beingrather blocky and simplifiedrepresentations of the scene.The pictures do, though, in-clude a constant display of ob-jects at the scene, and anInventory if it has been askedfor.How many locations thereare, I haven't the faintest no

Help sheet was supplied withthe review copy, and I haven'tgot very far into the adventure.This is partly due to a closeddoor in one location, the secretof opening which I haven't yetfound, and partly due to theprogram's habit of killing youoff every so often.The graphics are, however,often accompanied by soundeffects, which is prettyunusual: the python hisses,deadly bees buzz and so on.Actually, I may be churlish insaying this, but they got on mywick in very short order; oncethe infernal noise starts, onehas to sit through it until thebitter end!All in all, a reasonableknockabout. The graphics andsound don't add a bean to theatmosphere, of which there isnone, despite the occasionalappearance of nefariousmonsters. The puzzles seem ofthe standard type (i.e., Here isa Closed Door/DangerousSnake — how do you Openit/Kill it?), and a beginnerwould find it interesting. Amore experienced adventurerwould, I believe, yearn forsomething more unusual andfriendly. TBKnight'smove
Adventure Fame Quest MicroCommodore 64 Price17.95Format Cassette SupplierBraingames, AmpliconGroup, Richmond Road,Brighton BN2 3RL.I HAVE always thought Iwould make an excellentknight in shining armour,despite the problem of findinga helmet large enough, andFame Quest gave me a chanceto test my mettle (or should it

be metal?). This game involveswandering around 'talking' tocreatures (a euphemism forexercising your sword arm)and thereby winning fame andfortune.Reward comes in the formof fame points. As a knightof the lowest level, you need20 points to be promoted.There are nine levels. As youwould expect, some famecomes from successfullydoing deeds of derring-do(the bloodier the better) butyou can also win fame andgold by being honest whenyou talk to such creatures asold men, monks and ladies,or doing what they require ofyou. (You'll have to guesswhat old men, monks andladies may require — suffice itto say that this adds a nicetouch of variety to the game).

CBM 64
Famequest is one of thebetter implementations of thistype of game. Each encounteris illustrated with an appro-priate graphic, and combat isalso given graphically (if in avery wooden manner).Information on your currentpossessions and the arms youare carrying is also shownpictorially rather thantextually. In fact the wholescreen layout, with its five'windows', and the errortrapped menu driven instruc-tions, is attractive and carefullythought out.Text is printed in a 'period'script which gives the gamesome flavour but which isdifficult to read in places.Some attempt has also beenmade to mimic mediaevallanguage, though this has ledto at least one error ('canst'does not mean 'cannot'). Allin all an attractive package,not startingly original butmuch more playable thanmany similar games. NW1



Rabblerousing
Simulation Election TrailMicro Commodore 64 PriceCassette of 7.95/Disc 1'9.95Supplier Brain games,Amp/icon Group, RichmondRoad, Brighton BN2 3RLWHY ANYONE would wantto govern the United States isbeyond me — but then,judging from Election Trail,governing the USA is alsobeyond me. This game takesyou through the stages of anAmerican election either as atwo player game, or as a oneplayer game, with thecomputer controlling theDemocrats.There is a bewildering rangeof actions that can be takenbut you are guided througheach with sensible menustructures seldom requiringyou to press more than onekey. You can take part inpublic debates, hold partyrallies, seek endorsementsfrom abroad or variouspeople at home, raise funds,issue press releases and so on.I specially like the press releasefeature because the computerjournalists have a habit of

Adventure System 15000Micro Commodore 64 Price112.95 Format CassetteSupplier CraigCommunications
DID YOU thrill toWargames?Were you rooted to TV'sWhizz Kids? Do you readreports of million poundcomputer frauds and think "IfI had the right equipment, Icould stop all that?" Well,System 15000 is your chanceto try.Not that you will actuallybe able to tap into the phonelines, illegally penetrate secretdatabases or downloadcompany secrets withoutleaving a trace — but you willbe able to enjoy all the thrillsand spills of simulating thesehackers' delights. System15000 is a game about acomputer communicationsystem called (and here's a

•

misrepresenting what you say.On one occasion the pressrelease that "Defence systemsare substantial" wasinterpreted by the press as apledge to reduce defencespending and on another thepious belief that all peopleshould be equal wasinterpreted to mean that I wasgoing to reduce the power ofthe unions!The main aim of the game isto increase popularity, hencevotes, by a series of correctchoices in twenty moves. It isdifficult to say how good asimulation it is. Clearly someof the responses are virtuallyrandom, but it seems realisticenough and certainly as a

game it is very enjoyable.However, I think it wouldalso serve as a useful introduc-tion to some of the featuresof an election campaign forchildren and therefore mayhave a minor educationalvalue. Children may also learnfrom the nicely drawn map ofthe US with its inventory ofthe states and will certainlyenjoy the little graphicinterludes that illustrate eachchoice. NWWizard!
Adventure Wizardry MicroIBM PC/PC jr Price £43.15Format DiscPublisher Sir TechSoftware Inc. 6 Main Street,Ogdensburg, N.Y. 13669IN A SENSE this is a fantasyadventure that can be createdand re-created by the player.The instructions, and possiblescenarios, are at first over-whelming, but gradually willmake sense. You will soon beable to get on with the hunt forloot and glory.What you need to play thegame is an IBM PC or PC jrwith a minimum of 64K and adisc drive of course. What youreceive is one copy of theMaster disc, two manuals (one

for getting started and one forplaying the game) and a wizar-dry map plotting aid, whichhas some 20 pages all for yourusage.Before playing the gamesome backup work isnecessary. The game will bootup into a menu. The first timeround you must select U forutilities. Briefly this will enableyou to make a Scenariodiskette as a first time playerand then use that disc to playfrom then on. There are otheroptions within the utility op-tion which enable you to movecharacters from one game toanother, recover lostcharacters, backup charactersand change character names.Up to six people can play atonce, each player in control ofone or more characters. Thefirst time around you will needto visit the training grounds tocreate and prepare a newcharacter. There is an enor-mous list of possible charactersall with different qualities andabilities. A few are fighter,Mage, Priest, Thief, Bishop,Samurai, and Lord.The castle is the startingpoint for all adventures and isalso the place where you mustbuy your equipment and getyour party together.Once you have gone throughthe many steps to preparerds of Prey
coincidence) System 15000.It's a computer game about apossible computer reality, theuse of this new communica-tion software to detect theperpetrators of a computerfraud and return stolen fundsof $1,500,000 to a companycalled Comdata.So far this sounds like asomewhat original version ofthe 'find the villain and returnthe treasure' type of adven-ture, which it is. But the plothides the major differencebetween this game and allother adventures because itattempts to simulate a realcommunication system and allthe stages you would have togo through to carry out thisinvestigation as if you wereactually running thecommunications software onyour CBM 64. Confused?You won't. be after the next

example I can assure you.Honest_Suppose you want tocontact Kingsdown Poly-technic to tap their special listto find the the code for L.T.Perry to call him tointerrogate his database to seeif he knows the code of thedata system used by Mid-minster Bank where you haveto deposit the retrievedresources. You have to dialthe phone number of Kings-down so you select functionkey 3 and the phone rings (theCBM 64 produces a tonewhich is too convincing, evento the extent of simulatingengaged lines on someoccasions). This puts youinto their computer, but youthen have to type in the codefor access to the data youwant. If you know it then youcan get the information you

want, make the call to Perryand try to crack his code. Findthe information and move onto Midminster.The simulation isconvincing, well structuredand logical. The codes aredifficult to crack butgenerally logical when youknow the answer and most ofthem seem to be providedsomewhere in someone's dataif only you can get access toit. I enjoyed this welcomechange from traditionalformat. Whilst dedicatedhackers might find it not acomplete representation ofthe environment they knowand love (for example it seemsthat there is really only one'correct' route through thedata you are given but inreality there might be several)most people will find itconsistently convincing. NW
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for adventure you mayenter the maze and explore thedepths of Wizardry. This takesyou into an amazing 3Ddisplay with text informationalong the bottom of the screen.To move around, the com-mands are entered in the formL for left and R to move rightetc.You will often encountermonsters that will need to beavoided or fought. This can bedone by having one of your-party fight for you, usingmagic spells, or fightingyourself. Things do not alwaysColditz
Adventure Castle ColditzMicro Spectrum 48K Price£6.95 Format CassetteSupplier K-Tel InternationalTWO GAMES for the price ofone sounds like excellent value,but in the case of this double-sided offering from K-Tel I'mrather doubtful. On one sideyou get Castle Colditz, a tradi-tional text-only adventure inwhich you have to (what else?)escape from the infamous Ger-man prison camp. Then onside two — and in completecontrast — there is a mildlyamusing arcade game calledToothpasteBattle of theTubes.If you can remember'the TVseries of the Colditz storyyou'll probably expect CastleColditz to be just as exciting.Sadly, though, this versionfails to make the most of whatis potentially an addictivescenario.You set out from theprisoners' room, throughnumerous rooms and passages,collecting Nazi treasures as youmake your way to the frontgate. Unfortunately, manyrooms are empty and you canwander about for ages, with

go as you expect them to. Oneof your party may refuse tofight or be quickly defeated.You may even pick the wrongspell!Wizardry really needs to beplayed for some time by morethan one person to even beginto get to grips with the manychallenges and do the gamejustice. I had a limited timeand had to do battle on myown. However, Wizardrycomes highly recommendedand is a must for all of youwith an IBM PC or access toone. KB
not even a single German insight.There are a few objects scat-tered around the castle, whilesome exits are one-way only;set foot in one of these loca-tions and, unless you have averylast brain, you'll be termi-nated in a most unpleasantmanner. Beware also of spend-ing too much time trying to getthrough the window in thewine cellar; I nearly died ofstarvation several times.The game responds quitefast to the usual verb-noun in-puts and adequate instructionsare provided on screen. Thank-fully, you are warned thatsome locations are one-wayonly, although you are not toldwhich until it's too late. Youare advised to make a map,which I soon found to besound advice.Surprisingly, there are twonotable omissions from thisgame: a help facility and ascoring system. You are toldabout the lack of the former inpretty blunt terms, while pass-ing out through the front gate,weighed down with loot, is theonly score that really matters.This is a relatively straight-forward and competent adven-ture, but for me it lacks atmos-phere. JF

The Ringreturns
Adventure Return of the RingMicro Dragon 32 Price £9.95Format Cassette SupplierWintersoft, 30 Uplands ParkRoad, Enfield, MiddlesexEN2 7PT

AFTER JAWS there was JawsII, and after Raiders of theLost Ark came Indiana Jones,so after their success with TheRing of Darkness is it surpris-ing that Wintersoft havefollowed it with Return of theRing? Sequels can frequentlybe disappointing, with themakers trying to be differentbut not too different, so wecan be thankful that Winter-soft seem to have got thebalance right in presenting uswith a graphics adventure thathas the hallmark of theoriginal but is far from being aboring repetition.You begin in familiarfashion with the Start Side ofthe cassette allowing you to setup your chosen character, whocan be human, elf or dwarf,and a trader, warrior or tech-nician. You allocate 50 pointsbetween Regenerations (inter-esting inclusion, that), Intelli-gence, Strength and Charisma,with a minimum of ten pointsto each. Having done all that,and also named yourcharacter, you flip to the GameSide of the cassette to startplay.The story is that you areRingbearer, and have taken theinfamous Ring of Darknessfrom its guardian Gron, ser-vant of the Evil Sage (noconnection with the EvilOnions). In attempting to

restore the Ring to its creators,the Masters of Ringworld, youmysteriously find yourself in acity on a decaying planet, withno communication betweenyou and Ringworld, but a feel-ing of foreboding that theforces of the Evil Sage are atwork. Now play onThe game starts with a textadventure type of description:"You are in the regenerationroom. Exits go north. Visibleitems here are: A dark ringShedir, A dagger." By pressingI for Inventory you alsodiscover you are carrying fourother rings, of copper, bronze,silver and gold; Now where didthey come from? TypingSTATUS tells you how yourGestalt Level is doing, alongwith Experience, Stamina,Maximum Stamina, and showsalso that you start with 300units each of Credits, Foodand Crystals.Resisting the temptation totake Shedir with you at once(watch • out, there's a thiefabout in fact dozens ofthem), typing N will take yououtof the regeneration roomand into the graphics maze ofpassages that makes up the citywhere you've found yourself:you see glimpses of mountainsand woods beyond the outerwalls.
As with the first game, thereare a variety of places you canvisit, some of which must beLOADed separately, though asI kept getting LOAD ERROR Ihad to be content with tryingthe ones contained within themain program.
As with The Ring of Dark-ness, you need several playsbefore you even begin to get togrips with how to approach thegame, and can start to workout some order of priority foryour visits, as well asremember to EAT regularly.The game operates quickly,incorporates a sophisticatedtext-reading system, accommo-dating such instructions asGIVE THE SACK OFMAGIC GRAIN TO MERAKTHE ELF, and all in all Returnof the Ring means a return tothe Dragon keyboard for manymore hours to come. MG
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Adventure Genesis II Micro48K Spectrum Price .f6.95Format Cassette SupplierMikro-Gen, 44 TheBroadway, Bracknell, Berks.AS IF LIFE didn't haveenough problems, you'renow the sole surviving crewmember on board the GenesisII, an Earth Colony Ship thathas been captured by spacepirates, and you have to savenot only yourself but yourcargo as well. No ordinarycargo this, as it is a collectionof rare Earth animals beingsent to populate a new world,plus a forest thrown in forgood measure. Don't askhow you pack a forest on aspace ship.This is the kind ofadventure that tests your map-making skills as there areseveral levels to the space-ship, and having movedNORTH, SOUTH, EAST andWEST to explore one level,you can then go UP orDOWN in the elevator shaftto start again on the nextlevel. Not only that but thereare metal grills set into thewalls, and once you havefound your Sonic Screwdriveryou can open all the grills andthen start to map out theventilator shafts which criss-cross the space ship. In allthere are about 100 locations,with 60 or so objects lyingaround. There seems no setrule about how many objectsyou can carry.The space pirates pop upregularly, but for somereason wound you ratherthan kill you, so you need tofind bandages to • staunch theflow of blood, as well asfood to eat. The tasks set youare not quite as direct asnormal, though there areplenty of keys to track downto cope with all the lockeddoors in the corridors, andgoodness knows where theforest and animals are stored.I enjoyed the feel of Genesisas it allows you plenty ofinitial exploration, giving youfair warning if anything nastywas likely to happen, andwhile its scale isn't quite in theSnowball class it's a well-written and thorough adven-ture that should be well worthseveral visits. MC

f you godown to thewoods today
Adventure The Forest ofDoom Micro Commodore 64Format Tape Price 1'6.95(with book), £5.50 (tapealone) Publisher Puffin BooksAN ANGUISHED sound likea cat in a liquidiser heralds thearrival of Forest of Doom forthe Commodore 64, new thismonth from Puffin Books.Happily, this effect is short-lived and leads to a fine high-res display of a Wizard'sTower and the path into theominously silent forest ofDarkwood. A human skull ona tree stump seems to questionyour wisdom in taking on thisQuest.Using a map supplied by amortally wounded dwarf youfind your way to the home ofthe wizard Yaztromo, thetower of the opening screen.Yaztromo is, fortunately, afriendly sage and purveyor ofvarious magical items. He isable to tell you that the dwarfwas trying to recover the lost

runes of his people stolenmany years ago. The thief was,ironically, killed by goblinsand the runes, in the form offour bronze medallions, scat-tered throughout Darkwood.They are now needed by Gilli-bran, the dwarven King, tounite his people against thetrolls. At last, all is clear andyou set off warily into theforest.The play system will befamiliar to fans of the FightingFantasy Books. It is based onthree simple characteristics ofSkill, Stamina and Luck whichare determined by dice throwsperformed by the computer.These attributes are recordedon a colourful summary chartthat also lists your possessions.Combat is plentiful and isresolved on a screen depictingyour foes in all their loathsomehigh-res splendour. Dicethrows are modified by skilland the loser of the round hastwo stamina points deducted

A 1.•••01,,,I,50, •

from his total. If yourstamina falls below zero, alas,you are no more! Luck playsits part in helping avoid losinggold or vital stamina points intraps, ambushes etc.Your progress is shown byvoluminious descriptive textscrolling up the screen upon,what else, an ancient scroll.The game plays much like thebooks, or other solo quests,where you are generally of-fered a number of options ateach game turn. Your task,therefore, is to pick a waythrough the forest that bringsyou to all four medallionsbefore exiting to the north ofthe forest in Gillibran's villageCareful selection of the itemsyou buy from the wizard cangreatly increase your chance ofsurvival.You will meet a greatnumber of characters in theinhospitable forest; friendlyfriars, churlish dwarves, bar-barians, trolls and wyverns, allgreedy for your gold — or apiece of your hide! Unlike aconventional adventure there isno scope to retrace your stepsand only many visits to theforest will tell you when to kill,when to grovel and when tostand proud.The major drawback Ifound with the game was thewait involved as data is loadedwhen you move from one partof the forest to another. Thisreally serves to lessen theexcitement and detracts fromthe adventure as a whole,which is a shame.Two other points I noted onmy pre-release copy: upon dy-ing or leaving the forestwithout all of the runes youare instructed to rewind thetape to 160 on the counterbut all my efforts at 160, 60 etcresulted in failure. This is nottoo serious as it's just as easyto reload from the start.Secondly, some items found inthe adventure should add toyour fighting ability, but minedid not seem to! I hope this istaken care of before copies arereleased.Overall then, this is a wellproduced, colourful adventurethat is fun and exciting to play.It has an addictive quality anddeserves to do well. However,it is a game that begs to be pro-duced on disk or Microdrive toremove those annoying waits.A Spectrum version is alsoavailable and, with the pricecuts, please don't forget theAtari, Puffin! KM



GAMES Ear Wood

ADDRESS

The No. 1 Play-By-Mail Company in the U.K.PR ESENT

THE MAJOR U.S. PLAY-BY-MAIL GAME
EARTHWOOD has been running for over 3 years in America and currently has over 2,000 players.KJC Games has been granted the exclusive right to moderate this unique computer moderated Play-By-Mail game in the UK. Twenty-five players compete to control all the cities of Earthwood and bethe ultimate ruler. A typical game will last about 18 months with the first knockouts after six months.Each player is either a king of a fantasy race or a powerful charismatic character in this world ofconquest and sorcery. Your character or king controls several groups each of which is totally inde-pendant of each other. You can recruite NPC trolls, wildmen and others into your service or evencontrol powerful creatures such as dragons or giant spiders. Your characters may also control or capturecities, upon which you can spend gold to improve security, increase your workshops production, builddefences and maintain or enlarge your army. With gold your wizards can undertake magical research toincrease their power and knowledge and thus aid your armies in battle. Spies can search out enemystrongholds, attempt to do acts of sabotage, theft, and assasination. These are just a few of the optionsavailable to a player in EARTHWOOD.EARTHWOOD is completely computer moderated but the turn sheet and replies are written in plainEnglish so that you can easily understand them. No need to look through complex charts and codebooks to understand this game.t4oltvc,ToRbli,b-tir,gfr

The largest Play-By-Mail game in the U.K.
CRASIMOFF'S WORLD is a Play-By-Mail game of exploration andadventure where hundreds of different players have the chance to interactwith each other on a grand scale. A complete world with magic, gods,exotic races, fearsome creatures has been developed along with a flexiblegame system which gives you plenty of freedom of action. This and theeffort put into each turn by our experienced gamesmasters has madeCrasimoff's World the best known PBM game in the U.K.

As a player you assume the role of chieftain in a band of brave adventurersset on gaining knowledge and power. Your party will set out from one ofthe small towns knowing nothing about the world apart from a fewrumours. As you travel you will learn more about the land and its secrets,encounter other parties, races and creatures.
I wish to enrol inECrasimoff's World nEarthwoodI enclose cheque/PO payable to KJC Games for the value of E
NAME

return to:KJC Games, 5 Vicarage Avenue, Cleveleys, LANCASHIRE FY5 2BD.
1 • • • • • • •

Earthwood or Crasimoff's Worldcan be joined for E5.00. For thisyou receive the rulebook andregistration form, set up sheets andfirst three turns. Future turns aref 1.50 each. European readers:Only CW, rates same as UK.

Whether you join one or both ourgames KJC GAMES GIVES YOU:
GOOD VALUE FOR MONEYA FAST & EFFICIENT SERVICEAND MOST IMPORTANTLY, THEBEST GAMES
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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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The Giant in Fantasy

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.
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POPULAR
WEEKLY* CLASSIFIEDS *

* Popular Computing Weekly was voted magazineof the year by the CIA.
* It is Britain's only weekly home computermagazine with a published Audit Bureau ofCirculation sales figure.
* It has a classified section that is now requiredreading for everyone with an interest in smallmicros, or who wants to buy or sell: SOFTWARE* UTILITIES * ACCESSORIES * SERVICES *HARDWARE * HIRING * CLUBS *RECRUITMENT *

E5 per SCC semi-display,20p per word lineage.
* 6 day copy date.

AN IMMEDIATE QUOTE.CALL DIANE DAVIS ON 01-437 4343 FOR
Popular Computing Weekly, Sunshine, miNsHINE12/13 Little Newport Street, London WC2R 3LD
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Buffer Adventure Mysterious Loony Bin
Featuring the reai-itle Fairground M a d  adventurecharacters who work at AJithe fun of the fair. plus requiring coolBuffer Micro Dare you unimaginable terrors in the logical thinking tounravel the mysteries House of Horror and the escape from the asylumbehind the shop'? Are the Ghost Train before you can and travel the worldpeople who serve you quite f o l l o w i n g  the clues Uses allhnd the hive items ofas weird as they seem 9 An treasure hidden but 8 bytes of theamusing, pun-laden somewhere in the spectrum s 48K memory.adventt;re Fairground.
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IP
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 (IDBM) 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 El 0 in every issue! Ifyou'd like to find out more, send E5 for 4 issues (orC1.50 for a sample issue) to:FLAGSHIP (Dept MA), PO Box 12,Aldridge, Walsall, West MidlandsWS9 OTJ.
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The best books for theSUNSHINE Micro Adventurer
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Commodore 64Adventures
A blueprint for the construction andplaying of Adventure programsbased on a full text Adventure.ISBN: 0 946408 11 4

36 Micro Adventurer October 1984

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

•

magazine

QdVenZt• °le 64„fres
SOCKp.

Your command: GET IMAGINEm MAGAZINE

I TM

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

Name
Address

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.

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

Signature

•

IMAGINE magazine (sales),The Mill,Rathmore Road,CAMBRIDGE CBI 44D.

Commodore 64 Adventuresat E5.95 each

We can normally deliver in 4/5 days. I

Nt3412 NiAt

AT ventore Games Ma9:
14,00;.t. muotitts 1.10NGEONSAtf ;ONS 9
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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./)?0

' 6  t%,‘,t,*
‘ 6  v/4-,kY Only El Available on the fourth Thursday

t.' % 94 o f  every month.t90 elfOi/1))0 + t9 0/,tV0 ft3„6.1

0

IMAGINE magazine — available from all leading newsagents and games shops, or write to:

AoS. gftemr..1



MARTIN PAYNE of Hor-sham and John G Smith (of theSunderland Smiths) have writ-ten to me about a couple ofadventures for the VIC20. Thefirst is Scott Adams' MissionImpossible, about which theyboth give some hints.Much of the game relies onfinding and using several keys.If you're stuck with theYellow one, you'll find it11-20-3-25-20-14-21 and you'llhave to 26-7-23-4-19 to get toit. (The numbers refer to thelist of clues at the end of thiscolumn.)Martin says that, once thekey has been found, youshould save the game at regularintervals. The blue key ishidden 28-20-28-20-8-12-21-20-30-21. To obtain the key, 2-22, according to John, or 13-,22, which is how Martin doesit.
Finally, Martin passes on thetip: "to find out what you aremissing from your inventory,type SYS32590, although thiswill only work occasionally."John goes on to rave aboutan adventure, from Commo- ADVENTURE CONTACT

MICRO Olivetti M24 Adven-ture Enchanter Problem Can-not get out of hammer room orascend spiral staircase withoutbeing captured Name AshleyDavies Address 18 CulverClose, Widey, Plymouth, PL65NLMICRO Spectrum 48K Adven-ture Lords of Midnight Pro-blem How do I destroy the IceCrown? Where is Farflame?Name Scott Winter Address 44Springhead Road, Northfleet,Kent DA 1 1 9QYMICRO Spectrum 48K Adven-ture Urban Upstart ProblemHow do I get into the townhall? Name Vicky Cocker Ad-dress Norway, Whitestone, Ex-eter, Devon EX4 2JVMICRO Spectrum 48K Adven-ture Prisoner of the VillageProblem What is the object inthe cave, and how do you getto it? Name Peter Hunt Ad-dress 213 Winchester Road,Stretford, Manchester M324PTMICRO Spectrum 48K Adven-ture Temple of Vran ProblemHow to get across the lava nearthe .twin doors? I have thetrampoline. Name MickJohnson Address 7 FolldonAvenue, Fulwell, Sunderland,Tyne and Wear.MICRO Spectrum 48K Adven-ture Ten Little Indians Pro:

If you need advice orhave some to offerwrite to Tony Bridge,Adventure Help, MicroAdventurer, 12-13 LittleNewport St, LondonWC2R 3LD
dore itself, that he has beenplaying. "Quest", he reckons,,"is certainly the most difficultthat I've attempted, and I'dheartily recommend it to anyadventure-starved Vic-ers."He was originally stuck afterfinding himself near theocean's edge with no obviousway of progressing, apart froman un-seaworthy boat (and no,the program wouldn't allowhim to walk on the water!).Some help from Commodorethemselves (which shows howimportant the writers of theadventure can be, as a source
Nem How do you get past thegamekeeper? Name DonKeevney Address 24 OrchardAvenue, Partington, NearUrmston, Manchester M314DLMICRO Spectrum 48K Adven-ture Special Operations Pro-blem How do I get into the

of help) gave him the answer.If you, too, are stuck here:9-20-24-5-15-17-6-27-10-18.Once you get further into thegame, you'll find a Guardblocking your way — as sooften in adventures. The usualway past them is to BRIBEthem, and indeed this is true inthis instance. However, Gold,which is the normal currencyof the bribe, is not what theGuard wants here. In this case16-1-20-29. It's a bit naughty,and after all, this Guard seemsonly human."All in all," John says, "I
secret compound? Name NeilVarden Address 30 HomefieldLane, Rothley, Leicester LE77NEMICRO BBC B AdventureColossal Adventure ProblemHow to get past the snake,where to go above groundName Adrian Gray Address 35

r  M E N E P  EEO Min NEMO MI=
min mon

HAVE YOU BEEN staring at the screen for days, or given 1up in disgust, stuck in an adventure whose problems seeminsurmountable? Adventure Contact may be the answer. IThis column is designed to put adventurers in touch with one Ianother. When you're stumped a fellow adventurer may be Iable to help — and you may be able to solve other people's Iproblems. If you are having difficulties with an adventure, Ifill in this coupon and send it to Adventure Contact, Micro IAdventurer, 12/13 Little Newport St, London WC2R 3LD  IWe will publish Adventure Contact entries each monththis special column
Micro

I Adventure

.1 Name
Address

men N M I  OEM EMI NM I M O  EMI EWEN IMO MEE OEM

MI= IMMO

in

Problem

rate this as one of the bestcassette-based adventures forthe VIC20, and superb value atonly £4.95. Text-only, it hassome 120 room and 53objects."Chris Robinson offers ad-vice on Richard Shepherd'snew adventure, Inferno (seeAugust's MAD for a review).The releases from this com-pany are getting better and bet-ter, and Chris reckons that thisis "excellent". For his tip-sheet, which he says "won'tgive the game away!", send aSAE to 9 Tuart Street,Chester-Le-Street, Co.Durham DH3 3EN.1 HIM; 2 FRISK; 3 LEDGE; 4TAPE; 5 AND; 6 SAY; 7WINDOW; 8 SECOND 9WEAR; 10 MAGIC; 11 ON;12 MAINTENANCE; 13CUT; 14 VISITOR'S; 15GLOVES; 16 GIVE; 17THEN; 18 WORD; 19RECORDER; 20 THE; 21ROOM; 22 MOP; 23 WITH;24 CLOAK; 25 BEYOND; 26BREAK; 27 DWARF'S; 28IN; 29 MAGAZINE; 30YELLOW.

Chesterfield Drive, Riverhead,Sevenoaks, KentMICRO Spectrum 48K Adven-ture Mountains of Ket Pro-blem How do you enter theMountain? Name Stuart Ro-nayne Address 8 TurpynCourt, North Arbury, Cam-bridge, CB4 2RNMICRO Vic 20 AdventurePirate's Cove Problem How toopen the chest Name IanCaldwell Address 50 Kensing-ton Road, Oxbridge, Stockton-on-Tees, Cleveland, TS18 4DQMICRO CBM64 AdventurePirate Adventure ProblemWhat is the magic word NameSteve Moore Address 31 Pem-broke Court, Collin Road,KendalMICRO Spectrumn 48KAdventure Valhalla ProblemWhere is Drapnir? Name MarkHutchinson, Address 138Queen's Avenue, BromleyCross, Bolton.MICRO CBM 64 AdventureUnderworld of Kyn ProblemHow do you light the torchonce it has gone out, how doyou use the anti-wizard potion,and how do you move thestone blocking the south exit inthe King's Dungeon? NamePhilip Pluckrose Address HenWil Lodge, Wellington Road,Lysterfield 3156 Vic,Australia.
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Game Ringworld Format Role PlayingGame Publisher Chaosium Price 1'22.95 and looting of artefacts. Explorers • who hearted way which helps learning.Supplier Games Workshop. don't make friends will not live long despite The Creature Book is intended primarilythe miraculous medical capabilities of the for the Gamemaster and describes the non-
THE PAK looped a million-mile-wide, late twenty-ninth century! player entities of Ringworld. There are fiveharder-than-steel ribbon around a star and Character creation is, of course, dealt sections covering Aliens, Pak, Hominids,set the ribbon spinning. Like a lariat the with in some detail although experienced Animals and Flora. The entries within eachscrith band spun evenly, in an orbit coin- roleplayers will notice many similarities section are dealt with uniformly andparable to Earth's. Air came, and water with Chaosium's hit Call of Cthulhu and include Decription, Weapons, Skills andand soil, and beneath a sun always at high other D100 system games. Human Other Features. Detail, once again, is
noon, lived and died man-like beings who characters are recommended to begin with. exhaustive and allows explorers of these ,knew no other reality. T h e  character's main attributes are races to be generated at the discretion of theMysteriously, the Pak died out, but upon quickly determined, by following the Gamemaster. Many of the species arethe Ring there came to be many species with precise instructions given, with dice throws featured in the excellent illustrations.intelligence — Ghouls, City Builders, Grass and the results noted on the character Last, but by no means least, the Game-Giants, Machine People — and their sheets. Occupation and previous pursuits master Book which begins with a technicalempires and destinies grew bright or are then dealt with — again by random description of Ringworld that I can onlydimmed. Then expeditions from the far throws. An explorer might have many pre- describe as awesome! Gamemaster notesstars came, changing the fortunes of Ring- vious pursuits due to the people of this age give some idea of the design of scenarios,world as surely as Ringworld changed being virtually immortal! Skills are technology and creature culture. The endKnown Space — the little bubble of stars extremely well covered and some 53 types of this book is dedicated to a scenariowhich Earthmen know. a r e  used in the game system. Obviously, the which provides an ideal beginning to aRingworld is a brilliantly original role- higher an explorer's skill at a particular campaign and includes the starship,playing game from Chaosium based on six activity, the greater his/her chance of using landing and first encounters with the lifebooks by sci-fi master Larry Niven and is it successfully in the game situation. These of Ringworld.produced with his approval and co- skills may be improved by various means Thoroughness and first-class descriptionsoperation. Numerous other stories and during the game. and illustrations are evident throughout thenovels have been combed for additional The game system section covers package. Although many hours of diligentmaterial by game author John Hewitt and Experience, Movement, Combat, Damage reading are required to gain usefulhis team and a wealth of enormously and Natural Hazards and is presented in a familiarity with the game, the style anddetailed background material is supplied to clear and logical manner with all essential delightful presentation mean this time isGamesmasters and players. tales of figures being highlighted and repro- happily given. Within minutes I was totallyBasically, players, under the watchful duced in the Reference Sheet. engrossed preparing my explorer for hisgaze of the Gamemaster, assume the roles The Explorer Book continues with a first sight of Ringworld.of explorers from the three intelligent wealth of detail on the geography, ecology, The game retails at £22.95 but the pricespecies who occupy the worlds of Known recent history and politics of the major may come down if the importers, GamesSpace. These travellers may equip them- planets of Known Space to encourage Workshop, are licensed to produce theselves with the best twenty-ninth century player's understanding of their cultural , game in the UK. Nevertheless, given thetechnology and set forth on their voyage background, standards and genealogy. This wealth of detail and the immense scope ofof discovery beneath the Great Arch of will, of course, also add to the Game- the system, the price is fair and purchase ofRingworld. m a s t e r ' s  ability to judge a players reaction the game will provide years of fun for theThe game system supplied in the superbly as being in or out of character when corn- owner and friends.illustrated box is complete — even down to pared to his/her racial role. In summary I can do no better thancardstock figures (which can be replaced The final section of this book covers the quote from the introduction of thewith metal figures from Ral Partha). A creation of non-human characters and is Explorer Book.noteworthy feature is that character sheets supplemented by a Glossary of Known "The vastness of the Ring, the richnessare supplied with permission to photocopy Space Terms which is extremely useful to and variety of its trillion inhabitants, the-- something TSR and others should note! both new explorers and those familiar with diversity of its cultures and technologies,The most needed tables are reproduced on a the Ringworld novels. and the sophistication and power of thehandy reference sheet. T h e  huge amount of information pre- forces which guard the Ring force everyThe game information is suppliedin four sented may seem a little daunting to the un- expedition to be explorational. Even theseparate volumes and 1 shall examine each initiated and experienced alike — but, foulest brigands of the spaceways canin turn: f o l l o w i n g  the instructions, I was able to hardly avoid being intrigued and impressedFirstly, the Explorer Book which opens Produce a character in just under an hour by the greatest structure ever made bywith an introduction to Known Space and and I'm sure this could be halved with intelligence!'the era of Ringworld exploration. The Practice. T h e  Ringworld Companion, due shortly,concept and ethics of exploration are given The Technology Book is, thankfully, will provide scenarios for this unique gamesome consideration and it is clear that the half the size of the Explorer Book. Equip- and simplify the tasks for would-be Game-game is essentially a subtle campaign to ment is detailed according to its various masters.gain information about the Ringworld characteristics and effect on game It's love at first sight — so go out andcultures and to advance the technology of situations. Many items are illustrated and buy the Ring! It is the best sci-fi roleplayerKnown Space, rather than wholesale killing all are presented in a refreshingly light- I've seen. Ken Matthews



i IMF A
= W a l l
Orders to:Melbourne House Publishers39 Milton Trading EstateAbingdon, Oxon 0X14 410
Correspondence to:Church YardJungHertfordshire HP23 5LU
All Melbourne House cassette software isunconditionally guaranteed against malfunction.
Trade enquiries welcome.

Please send me your free catalogue.Please send me:
SPECTRUM 48K
u Spectrum Hampstead 48K  E9,95Spectrum The Hobbit 48K   E14.95[1 Spectrum Classic Adventure 48K   E6.95D Spectrum Mugsy 48K   E6.95D Spectrum Sherlock 48K   E14,95
COMMODORE 64
2J- Commodore 64 The HobbitD Commodore 64 Classic AdventureZim Sala Bim

E14.95E6.95E9.95
BBC/ELECTRON
D BBC Model B The Hobbit   E14.95D BBC/Electron Classic Adventure   E6.95

••••••••••

GENERAL BOOKS
A Guide to Playing The HobbitComputer and Video Games Book of AdventureLearning With Adventure Programs

E3.95E5,95E5.95
All versions of The Hobbit- are identical with regard to the adventureprogram. Due to memory limitations. BBC cassette version does notinclude graphics.

Please add 80p for post & pack .80
TOTAL

I enclose my fl cheque
LII money order for

Please debit my Access card No

Expiry Date
Signature
Name
Address

Access orders can betelephoned through on our24-hour ansafone (0235) 83 5006.

Postcode
I MA1 OA

a new type of adventure game!

A NEW TYPE OF A

Hampstead

VENTURE GAME
Hampstead is an adventure game for would-be social climbers. Speed of reaction isn't so important. Whatmatters is your ability to solve complex problems, which get harder the further you proceed in the game.Hampstead is a quest, but not for gold. The aim of it.is to reach the pinnacle of social status, and acquiringwealth is only one part of the problem. If you wish to go up in the world you also have to gain the admiration andrespect of your fellow men, and there's more to that than a fat bank balance.
In Hampstead it helps to know something about art or rather, to give the impression you do. You must wearthe right clothes, be seen in the right places, live in the right house with the right partner and use the correctmode of transport.
At the start of the game you are a nobody whose aim is to become a somebody. So lie, cheat, steal and defraud.You know it makes sense.

Questions People Ask About Hampstead:
11: Is there life after Hampstead?A: No, Only before and during.11: Why do dustbins have no lids in Hampstead?A: In order that passers-by may see the week'scompleted Guardian crosswords stacked neatly within.

Melbourne House
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To Beyond Competition House,Farndon Road, Market Harborough,Leicestershire LEI9 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 aktatie 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

MEN
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Computer books, game books, science fictionand fantasy books reviewed.
Peter Berlin reviews some of the gamebook series on the marketTheorigial

Books The Warlock ofFiretop Mountain, TheCitadel of Chaos, The Forestof Doom, Starship Traveller,City of Thieves, DeathtrapDungeon, Island of theLizard King. Authors SteveJackson and Ian Livingstone.Publisher Puffin. Price £1.50.
THE JACKSON and Living-stone series of game books giveevery appearance of havingbeen adapted wholesale fromold dungeons the authors hadlying around.There is not necessarilyanything wrong with this.Solitaire Dungeons andDragons, although it strikesme as a contradiction in terms,has always been greatly in de-mand and these two Britishrole playing pioneers havetaken note of the successfulmethods of computer garnersand produced nine highly play-able solo adventures.Indeed, three of the booksare adventures set in dungeonsand all the others are in veryfamiliar FRP environments.Starship Traveller is clearlymodelled on the popularTraveller games but all theother are heavily D & D basedand contain creatures, combatand encounters which will allbe cosily familiar to anymoderately experienced player.This is my main objection tothe books — there's nothing atall surprising in them. Evenwere they normal multi-playeradventures I wouldn't verymuch want to play in them. Agood dungeon is more thanjust a succession of rooms fill-ed with various monsters andtreasure and magic. I would

like to see a little flair, a littleof the linking imaginationwhich makes the best adven-tures hang together.
IanLiving-stone,Warlockco-author

The games are solid and con-sistent and almost totally freeof bugs. Seven different artistshave produced decent illustra-tions. If you want to play avery ordinary FRP game byyourself then this is ideal. Itwould seem, judging fromWarlock's outrageous salesfigures that a lot of people do.Ability
Books The Grailquest Series:1 Castle of Darkness 2 TheDen of Dragons. Author J HBrennan Publisher ArmadaPrice £1.50.
THE MECHANICS of Grail-quest are similar to those ofother game books. The 'plot' isa flow chart put in words.Brennan's plot is less sophisti-cated and has fewer 'turns'than most others and the com-bat system is rather crude, butthe game does make some pro-vision for experience which isunusual.But Grailquest's strength,and weakness, is the harmonybetween Brennan's writing andhis games-mastering style.There is no doubt that it is overthe top and some players mayfind the long passages of texttedious — the first forty-fivepages contain one piece of'play' while Brennan expan-

sively sets the scene for the restof the adventure.Some of the incidents are alittle peculiar too. Brennanprefers to have a few welldeveloped scenes rather than alarge number of ordinary ones.An example of his eccentricstyle is the poetry fiend whodemands that players write himsome verse. I thought this a lit-tle cute but it is clear that Bren-nan is aiming for a younger au-dience and his determinationto make the players use theirbrains is a welcome change.One room is impossible toescape from unless playerssolve a code — the clever touchbeing that Brennan lets youwork out that you have tobreak the code.Grailquest's skimpy adven-ture will disappoint hardenedgames players, but I have nodoubt that his approach is theone game books will have totake. As the readershipbecomes more discriminatingthe simple ability to write,which Brennan displays, willbecome an essential element.Sorceror
Books Steve Jackson'sSorcery; The ShamutantiHills; Khare, Cityport ofThieves; the Seven Serpents.Author Steve Jackson.Publisher Puffin. Price1.95.
THIS SERIES of books buildsin several ways on the previousJackson / Livingstone series ofgame books. In every respect itmarks a significant advance.The games are more sophisti-cated, and the adventures aremore involving and exciting.The series is more attractivelypackaged and the higher priceand cunning way in which thesequels are tied into the firstbook shows that Jackson'salready highly developedfinancial acumen has grown atleast as quickly as his under-standing of game books.The player is searchingthrough the badlands for thestaff of law. The territory is solarge that no adventurer couldpossibly cover it in one book:hence the four inter-linkedones. An 'epic', we are told.The basic combat systemand the flat writing style areidentical to the Warlock series,but there are several significantdevelopments. The most note-worthy is the magic
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PARADOX
Enter the realm of Dream andParadox — survive 150 locationson what is probably the mostdifficult task you've ever been setif you can!

E7.50

IFIIJIIESCOFT
SPOOF

Help Yaw Ning to find SPOOF themagic dragon, despite the wholeworld being set against him. PoorYaw — you'll probably dielaughing.

ROBYN HODE
A brand new adventure based onthe original ballads of the popularfolk hero. All the locations,characters and events are as theywould have been in the 13thcentury. The adventure has over400 locations, to make thispossible the program has beensplit into two parts on the samecassette.E7.50 E 9 . 9 5

ADVENTURES TO STIMULATE THE IMAGINATION
All programs for the 48K Spectrum available in selected stores nationwide.Or 'send cheques/P.0.s to RUNESOFT, Charnwood House, Crossgate Drive,Nottingham (06021 287667.
Trade enquiries Centresoft 021-359 3020.

Spectrum 48KHistorical WargamingAUSTERLITZ £9.50
This game is a re-creation of Napoleons famous victory atAusterlitz. 'You are Napoleon'The computer provides a highly sophisticated opponent with 90% of the program writtenin machine code.All the mechanics of wargaming, such as movement, combat, terrain effects, reports etc.,are taken care of by the computer. The game is for one player only with 3 levelsofdifficufty and is played on a physical map of the battlefield.PACIFIC WAR £6.00MIDWAY £5.25

Refight the aircraft carder battles of World War 2. The player controls the Americanforces, your computer the Japanese. Full screen display of task forces and aircraftmovement. Includes airsearches, airstrikes, fighter defence of ones own carriers andallows the player to control the detailed activities of each aircraft carrier from within itsown status display.Cheques or Postal Orders to: —K SOFTWARE •155Ringinglow Rd., Sheffield Si 17PS1MICRO COMPUTERAUCTIONS
Regular monthly auctions for all micro hardware andsoftware.
Send now for entry form or next catalogue, to:
MICRO COMPUTER AUCTIONS (MA)Northington House59 Grays Inn RoadLondon WC1 X 8TLTel: 01-242 0012 (24 hours)
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1 Ipswich T.2 Liverpool3 Notts4 Earning5 West HaSoutham7 Leicesta Notts.9 Wolves10 Tot ten),11 Sundert12 Q.P.R.13 Watford14 Everton15 Norwich18 Coventr17 Rston18 Man.UniLuton20 W.8.R.21 Rrsenal22 Stoke C
• Full 22-team League• 42-match season

SIJPER-LgAGLI
• Full 11-a-side match action
• Scale 90-minute game
• On-screen commentary showing currentscore, name of player in possesston,time played
• Individual player skills
• League table and results on screen andprinter• Save season to date on tape
Order direct from fCROSS SOFTWARE(MA)
;.!Langford Crescent,arnet, Herts, EN4 9EH

L J D L F  PiPts For us q on48KSPECTRUM

•

DaLgLish 48 minutesLiverpool 2  Everton
Be a top tactician andwatch your team play inthe safety of your home!

Also form any league of22 teams and pickyour own players!E 6.5°
(inc. .111p.)

Also available from selected stores
in the London area (includingVirgin Megastore, Oxford Street)



system. A series of spells arelisted at the back of the books,each designated by a three let-ter word. Each time a playerhas an encounter they are of-fered the option of fighting orthrowing a spell. Seven threeletter words are listed; someare not spells, and some areinappropriate spells. Playersmust rely on memory whenthey make their decision.Cheating is, of course, possiblebut it's more fun not to.The other great improve-ment is the way each bookhangs together as a campaign-type adventure. Every creatureencountered is there for a pur-pose, and there is a pleasingconsistency of feel to the wholebook. The adventure is alsomore realistic because of the

need for rest and food every'day'.My only concern is thatthere are far too many bugs.For example, I found tworelating to one encounter witha witch called Alianna. Thereis a beggar who may give theplayer a key, with a numberwritten on it; but when I triedto unlock Alianna's cage withit, the section I was told to goto was inappropriate. Worse,Alianna rewards her rescuerwith glue, but when I tried tothrow a GUM spell at a GiantBat I encountered that nightthe book informed me I didnot have the necessary glue.Glitches apart, however,these are without doubt thebest game books on themarket.Wolvesbane
Books The Lone Wolf series:Flight from the Dark and Fireon the Water. Authors JoeDever and Gary Chalk.Publisher Sparrow books.Price £1.50.
THESE BOOKS are a qual-ified success. At its bestit is one of the most exciting ofthe game-book series; there is,for example, a marvellousstage-coach incident in Fire onthe Water which makes gooduse of the illustrations andshould test the wits of the bestplayers.On the other hand the se-quence of actions is sometimesmessy and difficult to follow.There are far too manyunavoidable deaths with no ad-vanced warning. No self-respecting dungeon-masterwould offer the players an ap-parently harmless choice whichresults in them being ripped toshreds by Giaks and othernasties. This Chalk and Deverdo quite frequently.Another problem is thatthere is far too much padding.It is possible for a player to gothrough four or five 'turns' ina row which contain onlychoices of direction (and no, Idid not fall for the old doublecrossroads trick which allowsthe player to spend hoursdoubling back).The Lone Wolf series alsosuffers from 'playability' pro-blems. Readers must keep onefinger in the page they are onto keep their place. Then theyuse another finger to turn tothe next page. They must have

another two fingers in thefront of the book, one markingthe map of Magnamund andanother the action chart/com-bat record. They must alsokeep two fingers in the back ofthe book, one noting the com-bat rules and the other on therandon number table.Players then seize their pen-cil with the six fingers of theother hand and, to decide com-bat, use it to select a randomnumber. If you want to cheatand peek at two or three op-tions at once life becomes verydifficult.
GaryChalkLoneWolfco-authorandartist

Another, rather moreserious, problem appears in thesecond book. The player willhave chosen a number of Kaidisciplines: if a particular oneis not taken, then the grandclimax of Fire on the Waterbecomes a damp squib, as themagical Sommerswerd cannotbe properly used.Good fun, is the verdict, butcould do better. As with all thebooks if they had been put•together with more care andthought they could have beenmuch better. Lone Wolf isn'tsloppy, just obvious andunimaginative.

ng
,Books The 'Zork' series:Forces of the Krill, TheMalifestro Quest and TheCavern of Doom. AuthorS. Eric Meretzky. PublisherPuffin. Price 1125.MOST GAME-BOOKS claimto be aimed at a young au-dience but the Zork trilogy arethe only ones to show anyevidence of having been writ-ten with child readers specific-ally in mind.For this reason they aremore 'book' and less 'game'than any of the other game-books on the market. They arenot particularly well writtenbut contain several deviceswhich clearly indicate Meret-zky's awareness of who he iswriting for.There are far fewer units ofaction than in any other bookand these are arranged sequen-tially which means thatanybody with a reasonablygood memory could read thebook straight through fromcover to cover.No dice are involved, whichagain makes the books easierto 'play'. This is not a greatdisadvantage because Meret-zky is unusually fair and thebook adheres reasonably con-sistently to a traditional fairytale logic with certain virtuesrewarded and 'bad' habits likeinquisitiveness, laziness andrecklessness usually penalized.The book has both boy andgirl heros and so avoids theusual sexual stereotyping.There is much less blood andguts than is usual. Whatviolence there is is the provinceof baddies and adults, and theplayer is rewarded forniceness.There are, however, somenice touches. On a couple ofoccasions Meretzky throws in acute trap to catch cheats andthe first book contains one ofthe few examples of illus-trations which are more thanpurely decorative but which ac-tually provide the player withimportant information. Thisobvious device seems to bequite beyond the scope of themajority of authors.The Krill series are not greatgame-books, but they are thebest game-books for youngchildren. Which isn't sayingvery much. They hardly com-pare, though, with Infocom'sZork series which they are sup-posedly based on.

a
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THE PRISONER
OF THE VILLAGE

You've been waiting for this!A new 100% m.c. adventure for the 48K Spectrum5.50 (inc. p&p)Cheques/POs to:SPOOF SOFTWARE58 Railway Road, Urmston, Manchester M31 1XT
AMSTRAD AND DRAGON. The trial of ArnoldBlackwood. A totally fresh adventure. £5.50 inc. (statemicro). From Nemesis, 10 Carlow Road, Ringstead,Kettering, Northants NN14 4DW.
WARNING! Buntasoft adventures can seriously damageyour life! Death awaits you in: Kraal's Kingdom for 48KSpectrum + 16K Vic 20 (in two episodes). Good value.Home computing weekly E4.95. Marooned — 16K Vic20. Well written — Micro Adventurer E4.50. Will youovercome the dangers and reign supreme? Find outtoday! S.A.E. for full list. 1 Chipping Hall Cottages,Chipping, Herts SG9 OPG.
BASIC SOFTWARE presents fantasy 'world. A greatoriginal adventure game for the 48K Spectrum. Can yousurvive in the dark Lord's kingdom. Only £3.95 each.Make cheques/P.O. payable to Mr C. J. Casey, TheTiger Moth, Brickhill, Bedford, Beds.
48K SPECTRUM Adventure. The Missing Princess. Almost100 locations. Lots of problems to solve. Cheque/P.O. forf 3.50 to M. Page, 1 59 Northumberland Avenue, Hornchurch,Essex, RM 1 1 2HW.
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C C S 2 0Cross Software 42

Domark 4 7
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Level 9 Computing 2
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White Dwarf 3 4
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(Please write your copy in capital letters on the lines below.)
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I make this  words, at 20p per word so I enclose E

• • •

Please cut out and send this form to: Classified Department, Micro Adventurer, 12-13 Little Newport Street,London WC2R 3LDou• E l l  aim v i m  EN



SThe countryside is devastated by akiller plague. Local legend tells of anancient n. poWerful sorceror w oknow the cure. didesce tothe CATACO • earch of his gpcelixir. The thrilling action ift.%•• multi-screen, role-tslayrnsa adventure takesagainst back-cloths of stunningly uireanimated-graphics to the accompanimentof eerily atmosphesicN,melodies.
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Tony Roberts testsyour skill — sendyour answers toCompetition Corner,Micro Adventurer,12-13 Little NewportSt, London WC2R3LD

NM&

IF YOU remember, lastmonth you had to recover theH ring for Tisch, the BlackDragon. Surprising as it mayseem, this month you have toget the- I ring for your awe-some mistress (strange howshe can't do it herself!).The I ring is hidden behind amassive metal door, besidewhich is this simple panel. Onthe panel, as you can see, arefour letters i's, the dots onwhich are push buttons. Eachletter i bears a four digitsequence of numbers. AllTisch knows is that onesequence differs from all theothers and will open thedoor. The other threebuttons are connected tobooby traps; touch one of

46 Micro Adventurer October 1984

ott11 g
these, and your death will betoo hor,rible to describe in afamily magazine like MicroAdventurer. What is thenumber on the button youhave to press?Twenty five readers can wincopies of Dream Software'sDungeon Builder, whichenables Spectrum owners todesign graphic adventuregames. Commodore 64owners can win The Quest forthe Holy Grail and Pub Quest.Don't forget to say whichmicro you have.As a tie-breaker, completethe sentence "1 want to win acopy of Dungeon Builderbecause..." in 12 words orless. Your entry must bereceived by the last working

Twenty-five Spectrumowners can win copiesof Dungeon Builder,from Dream Software;Commodore 64 ownerscan win Pub Quest andThe Quest for the HolyGrail.the
day in October. Winners willbe announced in the Decemberissue, just in time forChristmas.Our August competitionseems to have stumped a lotof you — maybe you aren'tmusically inclined. Anyway,20 readers won themselvescopies of Beyond titles — thefollowing maestros will bereceiving their prizes soon.Jean Burgess of Leeds, MJones of Gotham, JoseJohns of Harrow, Peter Fieldof Edgware, K Holland ofBFPO 16, P Glasgow ofExeter, Dave Linsley ofJesmond, W Donald ofSittingbourne, E Furnival ofRochdale, Mark Clase ofBrussels, S Williams of

•
Staines, L Walsh of Isle-worth, Mark Fox of WoodGreen, Kathryn Norton ofStreetly, Adam Harries ofChisledon, Fay McCullochof Hayward's Heath, PeterBela of Falmouth, GordonSneddon of Guildford,Martin Cross of GoldersGreen, and Robin Parry whodidn't give us an address(please let us have it soon).If you want to enter one ofour competitions, you mustremember to include yourown address. We have to beable to read it too — so besure to write it clearly. We getfar too many right answerswhich don't have names oraddresses on them.Good luck!
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a 5 complete Ain one multi-load mega-p theultimate computer Epic.• Epic in scale: "Eureka!" spans five ory!You battle against the dinosaurs, outwit - dhis gladiators, join the Knights of the Round Table,escape from Colditz, and finally into 1984 defeat theevil master of the Caribbean who is holding the worldto ransom.• Epic in sheer size — there's more than 250Kfor you to get yourself killed in.

• All 5 Adventures are linked but you can choose to play themseparately. And they all have REAL TIME built in. So if you don't thinkfast, you wind up as a pterodactyl's lunch, die of ovepexertion in a Romanorgy, or just lose your mind...• "Eureka!" is not just an Epic — not just an Adventure. At the start of eachhistorical era, you face an Arcade Action test, to decide your strength level forthe Adventure to come.• The better your score, the stronger and faster you'll be.• And it'll keep you on your toes, with constantly-changing, static and movinggraphics. Brilliant music and sound effects add to the excitement.• As part of the "Eureka!" pack, you receive a full-colour illustratedbooklet, containing cryptic riddles and mysterious illustrations. Usingbooklet and screen together, you steadily unravel the clues and buildup a secret phone number piece by piece.• If you're first to ring it, you save the world and collect the i25,000!• Quite a package!-And to give everyone a fair chance, "Eureka!" will bereleased simultaneously worldwide on October 31st, 1984. No packs will beavailable until that date. All orders received by mail or phone by 26thOCTOBER will be despatched by post on the 31st right across the world. Soorder now, and be one of the first off the mark.
1111.11EgnostartanAl- 1THENTHERACEISOW!

"Eureka!" was programmed byAndromeda teams led byHungarians Dondt Kiss and AndrasCsoszar. It took the equivalent 05YEARS to create, and the skills of•4 graphic artists, 2 musiciansand a professor of logic too.We told them to stretch thehardware's capabilities, and makesure you were kept awake for hours!!They've done it...

The storylines for "Eureka!" are by Ian Livingstone,whose "Fighting Fantasy" books have sold over2,000,000 copies. He's dreamed up some rathernasty tricks and twists for you in this Epic, becausehe has also devised the cryptic clues andconundrums in the booklet that goes with theprogram. He's the one who knows the answers.

When you order'EUREKA!" before 26 OCTOBER 1984, youreceive an additional bonus; E7 voucheroff the price of the TROJAN LIGHT PENfromPSLMARKITING.NormalpriceisE1725.You buy it for just E10.25.

Domark Ltd., 228 Munster Road, London SW6. Reg_ No:1804186 (England).

High quality
/ full-colour, static andmoving graphics

Send your order now to:'Eurekor, FREEPOST, Ds! 400, Mount Form, Milton Kelpes, MK1 1 HQJrzedz:N-o-SIA-KIPTIEEDED 9:fs fir?
/  To: "Eureka!", FREEPOST, Dept 400, Mount Farm, Milton Keynes, MK1 11-10Please send me Eurekado p a c k s ,  complete with cassette, full-colourDel booklet, instructions and rules, at E14.95 each PLUS 55p post & packing. Ifmy order is received before 26 October 1984, I will receive a tree £7

' r
voucher towards a Trojan light pen,Please allow 14 days delivery for orders40 0,,received after 26 October.

I enclose payment by cheque/PO. payable to DOMARK LTD.
OR Please charge my Credit Card VISA 0

Music andsound effectsbuilt in

Spectrum 48KCommodore 64(Turboload)

Full-colour bpacked with Crclues to help yunravel the mysteryand win the E25,001reward
4

Just clip the coupon. Or, for even as er action,order by Credit Card on the"Eureka!" Telephone Hotline 01-460 6000.

•

24 HOUR PHONEHOTLINE NUMBER01-460 6000For Credit Card Orders
ACCESS El M AMEX 0

Card Numberb_. ,
Expiry Date
Name
Street

a

Date
Signature

Town  P o s t  Code M A

/ r  AINIVAIVAIWAWAIIPAYAIP.arAll'AVAN'ArAIVAWAIFAIIVAVMFAIWAP'AIFAVAIYAWAIIVAIrAdir-4111r411FAIrAllrAVAIIPAlrArArAllr_alrAWAIFAIWAIIPIEFAIWAIVAINFAIriarAllirAIVANFAI
A The race for the E25,000 starts on 31 Oct 1984 and closes on 31 Dec 1985.
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WEREWOLF power level 4a selection of your opponents

SCA101ZDS CC soaceRy
Swords and Sorcery represents the first example of theultimate in graphic adventures using the unique MIDASsystem.
Swords and Sorcery differs from other adventures in thatyou guide your character through the unending corridorsof the underworld on a quest for material, physical and/orspiritual power. The choice is yours.
You begin as a novice with limited abilities in the use ofmagic, sword play and stealth (lock picking, thieving etc).
As you wander the corridors, you will encounter beingsmeek and mighty, discover untold wealth and worthlesstrash. Some objects will increase your powers, whilst somewill be dangerous and still others will be protected frompilferers (you!) by friendishly ingenious traps, all designedto help or hinder you on your pilgrimage to power andglory.
There are quests within quests within Swords and Sorcery,for those who want to follow them. Some are given others

SWOP_DS cc sorzceRy

must be found, and some are lost causes. There are manyways of opening the gate between the levels of the dun-geons. Some are obscure and easy, others obvious anddangerous. The most profitable paths are both. TheUltimate goal of many will be to find the lost armour ofZob, which was un-made by its maker, and its partsscattered across the levels. What, where, how, who andwhy are answers to be found. All that is known is theprayer of the seekers:
WHEN DARK CABALLUS HIS COUNCILS LEND USLET NOT THE RED CLUPEA HARANGUE USTURN US FROM WHAT SEEMS TREMENDOUS ANDTHUS TO ZOBS GREAT TREASURE SEND US.
You need never tire of Swords and Sorcery — when thisdungeon can no longer hold you, the next awaits. thereare a series of expansion modules planned to extend yourenjoyment indefinitely.Available on Cassette 19895
SPECTRUM 48K OR COMMODORE 64

14 IN
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(Multi Dimensional Animation System)MIDAS ADVENTURE CONCEPT

Stunning 3D graphic animation simulating video diskgames.
A unique fully interactive adventure language using thelatest ARTIFICIAL INTELLIGENCE techniques.
State of the art data compression techniques enablingenormous scenarious and vocabularies to be incorporated.Real time Interactive Conflict Sequences.Talk to youropponent, attack them, flee them and even confuse them.
Joystick capability for movement, combat and actionsthrough unique menu feature. Keyboard operationfor more complex interaction with the adventure whentime permits.
Develop your own unique player characters. For exam-ple — specialize in magic, swordplay etc.Total expandability — your own characters can betransferred to future adventures and new opponents,scenarious and objects can be added to all the games.A series of expansion modules to increase indefinitelythe playing life of each game written with MIDAS.

fl

P.S.S. 452 STONEY STANTON RD. COVENTRY CV6 5DG. TEL: COVENTRY (0203) 667556


