
























































































































DUCKWORTH 
HOME COMPUTING 

EXPLORING ADVENTURES 
A complete look at the fabulous world or Adventure Games for your computer. Starting 
with an introduction to adventures, and their early history, it takes you gently through the 
basic programming necessary before you can start writinq your own games. Inputting 
infonnation, room mapping, movement, vocabulary, and everything required to write an 
adventure game are explored in detail. There follow a number of adventure scenarios, 
just to get started, and linally three complete listings written especially for your machine, 
which will send you off into wonderful worlds where almost anything can happen. The 
three games listed in each book are available on one cassette at £7.95. The complete 
guide to adventure games: playing, writing and solving them. Peter Gerrard is the author 
of Romik's two top-selling adventure games - Fools Gold and Tomb of Xeiops: 

EXPLORING ADVENTURF.S ON THE COMMODORE 64 £6.95 
EXPLORING ADVENTURF.S ON THE VIC* £6.95 

*Two of the games require 16Kexpansion and thethird32K 
EXPLORING ADVENTURF.S ON THE SPECTRUM 48K £6.95 
EXPLORING ADVENTURF.S ON THE ORIC 48K £6.95 
EXPLORING ADVENTURF.S ON THE DRAGON £6.95 
EXPLORING ADVENTURF.S ON THE BBC Model B £6.95 
EXPLORING ADVENTURF.S ON THE ELECTRON £6.95 
EXPLORING ADVENTURF.S ON THE ATARI 800 £6.95 

All books written by Peter Gerrard, former editor of Commodore Computing Inter
national, author of two top-selling adventure games for the Commodore 64 and a regular 
contributor to Personal Computer News, Which Micro? and Software Review. 

TBE ADVENTURER'S NOTEBOOK 
by Mike Gerrard 

This book is for both beginners and regular adventure players, and is designed to be 
used, rather then read once and then left on the shelf. The main part of the book consists 
or a series of ready-made maps, alongside which space has been left for your noces on 
verbs, nouns, the location of objects, how to pass obstacles - in fact everything the keen 
adventurer needs in order to keep all those scribbled sheets and noces together in one 
book. 

A chapter for beginners explains what an adventure game is, and how it works, 
together with lenqthy sections on the history of the adventure game and hints on how to 
play games more successfully. Also included are recommended adventures for all the 
popular home micros, and a list of synonyms and suggestions to use when you're stuck 
for just the right word 

Mike Gerrard is a regular contributor to Personal Computer News and Which Micro?, 
and has also written for Home Computing WeeJcly, Honey, Mayfair, Woman's Realm 
and the Daily Mail. 

Many other titles and cassettes available. Write in for a catalogue. 

DUCKWORTH 
The Old Piano Factory, 43 Gloucester Crescent, London NWl TOY 

Tel: 01-485 3484 
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