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Greetings and ~.1elcome to the second issue of QL 
Adventut' ers' Forum. I rnus t adm i l to being very 
pleasantly sur pl'l sed b1:1 the very favourable 
reccction to the first issue. This second issue hcis 
several srna l ler pieces left over from the fir:. t 
issue plus some articles, reviews and letter~. sent 
in by readers. I'm pleased to see that we tiave 
ar tic l es on both the QL Adven lure systems 
comrnerc ia l ly available, Quill and APT, plus some 
d-i-y hints for those using SuperBASIC. 

This issue al so has some correspondence be tween 
Javid .Systems and myself regarding their "Dark 
Side of the Moon", In spite of my review I'd 
recommend readers to get ' a copy thernse l ves and 
rncike their mm minds up about it. I must confe:s 
thcit my reactions to it 1,1ere co lour'ed by the 
difficulty I had in getting started. 

The wargame pro j ec t look:. l i ke getting beyond the 
suggestion stage and I'm currently researching the 
Battles of St. Albans with a view to doing them in 
col.laboration with David Bayliss and anyone else 
who cares to climb aboard (v. bad pun!) , I'd 
especially like to hear from artists 1..•ho can 
design a medieval typeface, the map and the tokens 
for the respective arrnies. 

I've received a copy of "Imagine" and this has 
been shipped out for revie1..1ing in the next issue. 
I've only managed a sneak preview of this before 
sending it off but first impressions are very 
good I \,Ii th graph i CS at ell Ch l OCa ti On ShOW i ng 
obj eels that are removed from the screen 1-•hen you 
pi ck thero up • Certainly a good advert for the APT 
sys tern. Al an Pember ton has kind I y subm i tled two of 
his adventures "Adventure Pla1,,1time" and "Frorn the 
Tower of Ua l agon" which have a l so been sent out 
for review. 

Al so in the nex t issue I hope to have clues for 
Dark Side of the t1ocin 1 for tho:.e of you 1..1ho have a 
copy and Zkul. I'd al:.o like to see rnr11e hints for 
Hearl of (;ern - especicd ly getting sturted! ! Al:.o 
hou are peop le get t i ng on w i th Nernes is , Horrordai,,1 
and 1..le:.t ? Alan ha: given me sorne hints for 
"Adven lure PI ay ti me" wh \ch uses a novel "DECODE" 
for root. I · 1 l pub I i : .h the:.e in nurnber 3, As they· re 
in code and you ccm' t use them unless you have the 
gwne runn i ng they shou I dn ' t spo i l anybody ' s fun • 

There hcwe been a fel,• new garnes is:.ued recently 
1Jhi.ch mai:1 be of intere:.t to reader~. : 

Gr id land-Holocaust from Quantum Computing, cm 
Arnet' ican outfi l - so ~.1e can guess 1Jhere their 
politics ar e at; The Tcdi:.man, from PCBS - 1,•hich 
e•Jen the a1Jtheor has yet to fini~h! and RI ien 
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H i j ack from t1ax lron i cs 1.rh i ch 
ad'Jen t.ur·e . 

is an arcade 

Pl euse fee I free to give copies of QLAF to friend~. 

etc as al I m1Jterial is anti-cop•right (unless 
stated otherwise in the rele•Jant text.) At the 
current rate of production the next issue should 
be out ciround Easler time. I've no1..1 got a 
volunteer for 3 .5 in disks so 1,1 ill put a 1 l the 
detclils in the next is<;.ue of where lo get them. 

If you've got a game you want to publicise or se l 1 
do let us knolJ - especially details as to format, 
pr ice and address. Alternatively put thern in 
either· the Qu1Jntc1 I ibrary or Sinclair QL World's 
mdv _ exchange • Advertising IJ i 11 be free in QLAF 
for the time being - ju~.t send a _doc file with 
1-•hal you 1.mnt included - but de• keep it brief if 
possible. 

I hope lo be co-operating 1..1 i th Si nc I air QL Super 
User Bureau in the near future - see next issue 
for detai Is. 

Right that's enough guff, remert1ber that if you 
want QLAF3 then send an s.a.e., blank medium and 
50p to R i chcw·d R 1. excmder, Cwm Gwen Ha l l , Pencader , 
Dyfed, Cyr11ru 1 SA39 9HA a~. soon as you I ike ! 
And let· s be having lhem rev iet,•s, letters and 
articles. 

Cheers, Richard. 
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Thls is a text ad1,•enture from Javld Systems and is 
on speclal offer, C•f £10, from them until ~lcmuary 
1988. The nmoe may l nd l ca le an Indian author or 
publlsher but ls, ln fad, an amalgamatlon of two 
Engl i sh names • The game is attractively packaged 
and lhe scencw lo c1 t lea-;. t gels m,1ay frc•rn 
dr·agon-s lay i ng, w i tches , mag i c and al l tha l stuff 
b':.J se t.t l ng the adventure on the t1oon. 

HolJever there are some th lngs about this adventure 
that get up m1:1 nose! Flrstly having loaded it, and 
thls takes oges even from disk, 1:1ou may find 
yourse l f confronted by a command parser that 
totally ignores every comrnand you type in. ~lhy ? 
Becau;e you ha1,•e to t1,1pe every th lng in capitals, 
tha l ' s 1..1hy. And does the manual le l l IJOU th ls, 
does it hell. All that there is in the manual ls 
the comment "The coroputer wl l l accept the 
beg lnn lngs of some words as typed ln cap l ta ls". A 
qu i ck e>: am l nation of the l ls t that fol lows sho1..1s 
that the parser scans the f lrs t four letters. And 
that's l l. You are supposed to infer from that 
crypt le comment that l t ONLY accepts commands ln 
capi t.al: .• No on-screen lnstructlons. The lc0catlon 
descr iptlons are not ln cap lta ls and neither is 
the invitation to enter a command. All ln all a 
s lopp1:1 piece of work. Grrrrr ! 

Mt,J nex l gr l pe cbncerns the other crew merubers • The 
r1KmuC1 l ~.ays lhet l they w l l l he l p you by carr1:1 l ng 
out tasks and carry lng things for you. Ho~1 k lnd. 
But don ' l bo t.het' try l ng to cornrnun i ca te 1..1 i th them 
or is sue ins fr uc ti ons ' coz they can· t heat' you • 
tlo, you lr·ea l them as dumb ~·a i ters, lo have s luff 
l oc1ded on and off as r equ i.red cmd l f you g i 1.•e the 
right tool to the right person, and lo be fa lr 
th is some li roe-; h l n led at , thei::J go off and do the 
nece:.sary actlc•n without you saying a l,1ord. Soroe 
might call l l "artificial intel l lgence". 

The gr l pes continue • The 1.•oo:abu l ary is very poor l y 
thought out. One ha:. to spend age:. tr1:1in9 lo lJork 
out. the cor-rect. ~1ordi. n9 for t.he s i.mpl.est cc•rnwmd. 
Tr1:1ing le• gel the "Jet-Pock" falls, it has ta be 
"Jet" , cmd so on . G l o.•en the complex nature of rncm1:1 
of the objects de-:cribed I would have thc•ught thctl 
more synonyr11s should ha•..oe been provided to n1ake 
life a l l ttle bit ea:.ler for the player. It is. 
lmroensely frust.r·ating and off-pulling lo 
con: ton t l 1:1 h(1ve to ~ lr u99 I e l' i t.h vocc1bu l ary. The 
pr ob l e111s : hou 1. d be the puzz le: , not the wording 
of acces: lble objects. 

Another gr urnb le. One -: pend:. mo:. l of the fl rd 
phase , ctpetr t. from swearing, ga lher l ng the 
necessary bl ts cmd pi.eces together" for 1;1our 
journey to the moonba: e and subsequen l bc1 l tl es. 

·You hctve to go through labor i eous procedures to get 
al I. the c I. o t.h i ng and lJecw l t, get th.;: bug9•:1 cmd 
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lra i l er etc . and f i na l l y proceed through an 
air-lock. Flne ln it~.elf but the other characters 
walk out c•nto the moon surface stralght frorn bed, 
in one case, without any such equlpment. Either 
they should . be described as going through the 
motions or your cho:u-acter ~.houldn' t be singled 
out. As a resu l t I was unaware that the other 
chcwacters 1.1ere cc•m lng out of the :pace craft w l th 
me until too late, necessitating the leaving 
behind of valuable iterns. Well that shouldn't be 
too bc1d, should lt? Well lt ls if your position 
ls saved automatically for you as you pass from 
Phase 1 to Phase 2 (and yes there is a password 
needed cts l,te l l ! ) so l f you make a ml stake there i t 
means s tat'l lno al l over aoa in. And with four 
phases to get through that co~pounds the problems. 

Right 1-•hat of the game l tse l f, apart frorn all the 
above grurobles. Mctpplng the spaceship ls easy and 
the "puzzles" there are easy too. Jn fact one 
could argue that the whole phase ls unnecessary 
except to get you used to the style of the game 
and the problems. Whizzing around the moon surface 
ls r l pp l ng fun, fu l l c•f pl aces wher·e you can wreck 
the bugg•,1. Mapp l ng ls a nu l sance • No neat gr l ds 
here , you have to leave plenty of spctce around the 
"centrol" locations to al low for the nooks and 
crannies ta be explored and mapped, otherwise your 
map w i l l become a mess. There ls, of course, a 
maze. And l f your stuck ln l t, the wc1y out is to 
follow the descriptions. I shan't say more. 
(Thanks ta Ja'J id Sys terns for the hint!) Another 
grumble, when describing your· ln1.•entory it lists 
1,1ha t you ett'e wear l ng ll..1 l ce and counts both i terns 
as be lng cctrr led. As you have to keep your space 
suit, helmet and boots on all the time you can 
only carry three more i terns. Again sloppiness 
manifested. 

Ho1..1ever, I must thank Javid S1:1:.terns for kindly 
send l ng me a rev l ew copy of the l r game, comp le te 
l,1l th covering letter and hints sheet. (You didn't 
thlnk I'd got cts fat' ci; Phase 2 all on my 01,m dld 
you ?) I lJlsh I could be more ceornpl lroentary about 
their product, and perhaps being forewarned, you 
rolght find l t mot' e friendly, knol,tlng of the above 
prob leros, and therefore ab le to get straight into 
the ad•Jer1ture it: elf. At £1(1 l t' ~. one of the 
chec1per QL ctd1Jen lures and l f you ~mn t to get away 
fror11 the rnore trctd i ti onet l scencw l os uou 11ia1:1 fl nd 
i t. to your l l king . Perh(lp$ o letter ed-l ti on of the 
QUI LL 1..1ou l d resu l t l n an i rripr oved product ? 

Rlche1rd. 
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JAVID LETTER: P.E DAF.K SIDE or THE HOON 

Dew" R \chard, 
Thank you for yout' recent teller and re\Jlew • 
rnus t adrn l t to be lng a lit lle di sappo in led about 
the amount of ~pace devoted to complaints, as 
ago inst har'd ly any good po in ts, lJe did ha~·e a line 
of program which automaUcal ly turned the commands 
into capitals, but we deleted all the poke 
commcmds which had been g l v l ng us a lot of 
prob l ems and om i lled to put this one back in. We 
should . have made more of this in the manual , but 
we sll l l feel our manual has a lot of detailed 
compared to other games fo'r the tll. We ha'Je now 
added this to the manuals. Lie feel out' vocabulary 
ts rea-= onab l y ex tens l ~·e , as I · m sure that. most 
players would think to wri le "Take Jet", instead 
of "Take Jet Pack" or "Take Gun" ins lead of "Take 
Laser Gun" , as l t ls preferable to ha~·e shorter 
sentences. The totlal program ls .around 4001( 
already and to put in every combination of object 
descriptions elc would make it even longer. This 
also applies to the question of communicating with 
the other characters. I feel you should base your 
revlew against other text adventures for the 
QL(1), most of which do not include speech, so I 
don' t think most adven lure pl ayers would expect 
th ls • Our characters take far more actions l n the 
grnoe than most other adventures for the QL cmd I 
enjoyed Zku l cmd Liest just as much. (2) 

It is rny op l n ion that most aoven lure pl ayers enjoy 
the problem solving most and expect to take weeks 
or months sol v l ng the garne, wh l ch g l ~·es good value 
for money. Th ls gmne took us 2 years to wr i le and 
so far ad\.'er tis l ng and production costs hw.,1e 
amoun led to nera l y £5500 • As a resu l t of this 
expend l lure we have sold only 60 garnes during the 
past 12 months, so it is no sur·pr i se to me that 
there are not more garoes for the QL of a h l gh 
s tcmdard. (3) 

Yc•u ha~·e corop la lned about F'hcise 1 being too easlJ, 
but we a l ready staled that l n our manual and that 
logically you would not expect your· mm space ship 

' to contain too mcm1J problems. The laborious 
proco::dures t.!ear i ng space su i t and he l met are (j l l 
int.ended to add reality, as real e1stronc1uts would 

- have a l l this ex tre1 work to do on the t1oon cmd the 
pl a1:1er must be mmr-e lha t. he i ~- lrw.ie l l i ng in a 
hostile environment.(4) 

tlcipp lng is al so part of the fun and I don't see 
wh'J you put th ls in cis an obj eel i. on when 1:1ou have 
to fol low lh is pt'ocedure in any other gwne • (5) 
There i~ a map that we hcwe fol lowed ln joining 
the locations, -=o it must be po·ssible to h1C1ke an 
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accurcite one, but I suggest thctt you have only 
g i ven th is a shor t ti me • 

· I 'm afra ld that I don· t qui le unders land your 
po int about leaving valuable th lngs behind when 
you leave the craft. If the chare1c ters are 
carrying them , then they w i l l br i ng them through 
i.li th you. Alternatively, there is enough room ln 
the tra l l er • Howe\Jet' , e1ny problems l i ke this would 
be e1l levlated b1J using the "Sm,1e" commcmd before 
leaving the ship, which I think would be standard 
procedure for most p la1Jers. (6) 

Hoi,1e•Jer , I must accept your er l l l c isms , as l t · s 
\.'ery hard to be objective about sorne lh i ng you' ve 
spent such a long time on. 

Yours fo i thfu l ly, 

David Colyer 

Editor's comments: 

(1) G l \Jen the pauc l t1:1 of QL sof twar·e, I don' t 
th ink there is a s tandar-d to r11easure lex t 
adventures again-=t (The Pmm, Zkul?) - I'd rather 
judge each on l ts hler l ls or demet' l ts . 

(2) This is a total non sequitor 

(3) See 2 ! LJi thou t be l ng too er ue l , I feel one 
~ hou l d point out lha t the ~.ur11 of r1ione1J l n•Jes led in 
a product does not necessarily give a clue to its 
quality. It must be hearl-breukini;i to in1.•est so 
much money for so little return. 

( 4) My po int here ls that the chctracter under 
one's ceon tro 1. i ~ the Ol ll Y one to be required to go 
through all lhis r lgrnar·ole, which is not recd is tic 
as the o I.her chat'ac ters wonder on to the t1oon 
wit.hout helmets or suits - or perhaps they were 
wecwi.ng them all the time. A si.mple pi.ece of text 
revecd ing thc1t as thelJ enter the air-lock they had 
put on the lr go::w·· ~iou ld ha•Je helped. As it. was I 
di dn · t recd i se thelJ too ~1er· e able to I. ea•Je the 
Space (Yaft. (Or is thCtt TOO reCtlislic?) 

(5) I ha 1Je no obj eel ion to rnapp ing in itself -
having mcippo::d both Lord:- of tlldnight and 
Ooeirf1dr.1rk'~ re•Jenge on the Speccy - not to 1'1ention 
loads of other ad1Jentures, mapping I quite enjoy. 
Llhe1t. I don't like ar·e ad•.ient.ur·es where the text. 
gi1.1es no idea of scale. Whilst I don't expect 
adventures to be based on a str-ict square gr id - I 
don't like ha•.ilng lo redr aw mc1ps se•Jeral ti111es due 



JAVID LETTER: RE DARK SIDE Of THE NOON 

to ne~i "spaces" opening up in the map. This ls not 
to say thc1 t one cc.u ldn' t trcKe the map of Dark 
S l de accurate l y - once you had the o\ap • Sure l y, l f 
we're talklng "real ism" 1 a moon buggtJ would have 
proper mapp l ng facl l i tl es onboard cmywcty • 

(6) My con\ments under (4) above explaln my 
confusion as to the other characters. Yes one 
should save frequently, but saving on the last 
location is a pa in - as one has to then toad the 
next sec tl on, st::e vha t ha;. happened 1 l f you · ve got 
i t wrong, reload the previous phase · and reload 
your saved pos i tlon. 0 .K. it's part of adventuring 
to save/load of ten. Personal l y I 'd prefer to be 
stopped at the end of a phase l f I hadn ' t got 
everything rlght - but I can see circumstances 
~ihen th ls lsn' t or wouldn't be so much fun. 

Anyway I've had two bl tes at the cherry. If anyone 
else has plaiJed Dark Side then I'd llke to hear 
your opinions too. Alternative l y if you need any 
help, I've still got Javid Systern's help sheet to 
hand. 

Richctrd. 
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Although thls has yet to be released, 
underdcmd thc1t TK Sofhmre 1,ti l l be b1-ir1ging this 
out on tr1elr Talent+ label. I have wrltten a . 
rev l ew of th is , the second ep l sode l n the 
Denn ls the Dwarf saga 1 based on a pre- produc tlon 
cop•J. This tl me the scene is a circus , rather than 
a Hw11mer fl Im-set, sl lghtl y rernlnlscent of the old 
Spectrum adventure "Circus" - although this should 
not be thought of as a d l reel spoof of that tl U e • 

Thls is cmoth1::r two part text adventure, whlch 
runs ha pp l l y frc•rn d i sk , com i ng 1 l i ke Horrorday , 
w l th l ts own boot prog that al lows you to choose 
whlch part you tJcmt to play. The vocabulary is 
O.K. so far, although lt ls c.1l1.1c:1ys difficult to 
say un ti l one has solved al l the adven lure , as 
l t can sorue ti rnes be the case that puzzles and 
l n terac U on with other chc1rac ter<;. is ec.s i er than 
one real lses lf you haven't sorted out the way to 
do l t. 

Un l lke the earlier adventure, Dennis is this 
time accornpcmled by his fr lend, 'Enry Elf 1 who 
apparently has wings. h'Plorlng the funfair ls 
qulle straight-forward, allo~1lng one to be lulled 
into a false sense of security, untl l one stumbles 
upon the off-duty Frecaks. However this ls not a 
sens lb le adventure - ctl though I th ink the rev lewe:r 
in QL World was 01,•ers ta ting it when recorr1rnend ing 
leaving one· s bra in<;. behind 1,1hen p la tJ ing this - as 
brains wlll lndeed be required to solve it, 
especially lf you haven' l been sent a complete 
solution and rnap to help re:•Jiew it. Like tlert's 
earlier gmoe this looks like being sensible: 
geograph lea l ly 1 and the problems are "reca l is tlc" 
even if seime of the objects are a little silly. 
Still when ~ias the last t lr1h~ you saw a dww'f (i.e. 
a my tho log l cal erect lure , not a person of 
dim ln l shed stature) and cm elf ~m 1.k ing round a 
funfair? 

As th ls game bets yet 'to be re lecised I won' t be 
giving any hints in this issue, especially as I 
have yet le• fl ri i '= h l t. Ho1-1e:ve:r , I can reco111rnend 
this gcm1e to al l QL adven tur-er·s , un less they are 
offended b'J the idea of cm elf throu ing up on the 
E:lg lthee l. 

If , by any chance , you cornp le le this before the 
th lrd l c;c;ue of this rnc19c1z ine corries out, I'd l lke 
to see cmy rnaps you dr'mJ , and if you find a way of 
getl ing pe1:l the trapdoor in the Crazy Hou~e I'd 
appreclcite: it. (I ~.1onde1' ~ihy lt1e three foot both 
plug doern · t cover it?) 

Richar·d. 
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SUPERBASIC ADVENTURE WRITING 
For some of us , undoubled l y a masoch ls tl c 
minor'l ty, there ls more enjoyh\ent to be gained 
from wrltlng advent1Jres than actually playing 
them. To satisfy this unnatural desire, a number 
of ad1.•enture creat lng ut ill ties has become 
avollcible, and for the QL these include the Quill 
(from Gllsoft) and APT (from Shadol.J Gcm1es). 

However , these two u ti l l ti es ar-e rel a U 1.1e l y recent 
additions to the QL c1dventure writer· s armoury -
prev lous ly we were left to code our own una lded. 
This WJs not such a bad situation as it mlqht 
!eem , s lnce we QL owners . have access to a very 
flexible alternative, narnely SuperBASIC. 

At this s l age , and I hope you· re not toted ly 
devas lated, I feel I must reveal that you won· t be 
able lo crec1te the next "Pmm" using SuperBASIC, 
but if you're not averse to playing God, you will 
have the opportunity to create yG<ur 01-1n pet 
uni verse and have comp le te control over how l t 
works. 

Where to start ••• 

lfolJ l f you hcwe the l nc l l nation to 1-•rl te your 01-1n 
BASIC adventure you might already have had a stab 
at it, but even if you haven't, you wlll find that 
most of the fun (and if l t lsn' t fun - don't 
bother) comes f'rom finding your 01.m 1-1a1J of getting 
l t to work. For that reason (not to mention time, 
effort, space, etc.) I do no intend to go into t~1e 
nl tty gritty and describe a complete skeleton 
o: '::IS tern in de ta i l , but o:.ome general suggestion: cmd 
guidelines won't spoil the fun too much. 

LJhat is an adventure? 

OI', so ue al l know the answer to that one, but how 
do we get the pl ayer input l n to the cornpu ler, 
declpher it, create the illusion that the computer 
understcmds it, and give cm appropriate r-eo:.pc1n:.e? 
tlosl adventures appear to do that along the l lnes 
of •.• 

ct) Get plc11Jer input 
b) Decode input. 
c) Take appropr' la le ac tl on 
d) Perform cm1,,1 lnp1Jt independent act ions 
e) Go bcKk to o) 

I in tend to 1-1ork through the f l rs t h10 l tems on 
the l ls t , ef f ec tl 1.1e l y whc1 t ls kno1-1n as the PAF:£:ER, 
tout if there lo:. a demond I 1-1l l l dlsc1Js! t.he other 
i. ter1ls in c.moth12r· al't le le, or mctybe another 
en thus i as t w i l l have soroe th l ng to H•y on the 
<:..ubj.ect. 

Tlrne to get technical 
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a) Get. P lwJer I npul. 
Th ls can be a s l hip le " rnFUT sen tence't" to take 

the who le player lnput into the : tr· ing var lab le 
"sentence$", Thot would be enough to be going on 
w l th , but idea l l y a fu l l y err·or- trapped routine 
1.1ould be desirable (examples of this sort appear 
regularly in computer magazines and books). 

b) Decode Input 
Before rushing headlong into this section, we 

must pou:.e and dee ldi;: ho1,i cornp lex the pars lng w l l l 
be. For exornple, the Quill looks only for the 
first ll.10 words in the sentence that are included 
in the vocabulary, lgnor ing all others. Th ls ls 
ob1.1 l ous l y the ml n l mur11 requ i remen t , bl t l t works 
quite l,1el l for the usual "verb - noun" type of 
c1dventur· ln9. 

Right, firo:t of all we need to spllt the sentence 
into its coroponent l,1ord:. and :.lore them in an 
appropr late ar ra1J (say, "words't () "). Then each 
1-1ord ls checked off against the vocabulary (a DATA 
list containing the words recognised b•J the 
program, each of which - ignoring synonyrns - has a 
un lque number) unU l a word is recogn l sed. If l t 
is the first 1,,,1ord recogni:ed, then "wordl" ls made 
equa l to the nurnber of the word from the 
vocabulary, o them l se "1-•ord2" is assigned that 
value. Hav lng worked out the essence of what the 
ployer lJants to do, we can give an opproprlate 
response. 

The example program 

LOAD the program "parser'_bas" and exarn ine the 
l is tlng (bed done from t10DE 8) • 
The inlportcmt procedur-es are "get_uords" and 
"assign_uolue:". 

"get_1-1ord:" - Not ice hot.1 the FOR - EtlO FOR loop 
(lines 260 l.o 370) chops up the sentence by 
look lng for' spaces (CHR'I- 32) , 

"o: s l gn_ uo l ue:." - This procedur-e runs through the 
vocubu l ary un ti l two of the l npu t words are 
recogn l: ed , c•r the ~•ords run out • 

Look at the l.Jocc1bu 1.ary then run t~112 pr-ogrmr1 and 
try sor1le l npu I. s . t lei te ho1.J the "fu l l vers l c•n" of 
eoch word is given in a DATA stalerni;:nt at 10000 + 
the nurn121'lrnl 1Jalue of the word. You could eo5lly 

Cf 1. I.er· cmd add net,1 \Jord:. to the vocabulary 
(rerueruber'ing to put in cm appr'oprlote 
" transl a ti cin") and try them out. 

This :•J:l.err1 for !-E:ar·chlng the vocabulary l.1or·ks OK 
•,J l th ci re 1. (t t l 1.1e 1. y sm1) l l r1urnt.12r of words , but w l th 
c1 larger nurr1ber', l t w i l l bi;:g in to take qu l le some 
tlmi;:. You coul.d try spl. i I.ting the diclloncir1J into 
26 al phc1be tl ca l : ec t l ons , so thu t knc11-1 l ng the 
initial letter of cmiJ word, you need only search 
one smalll:h :ectlon. 



Thi. s l ls Ung should have prc•v lded -:.oroe food for 
lhough l, and poss lb l y make lhe bas ls of an 
ad•Jenlure sys t.em. L.lhy not. fry l t and see? 

Happy adven lure ~ir l t l ng ! 

Al cm Pember lon 

100 PElfork SIHPLE PARSER 
110 REMark ALAt~ PEt18ERTON 
120 : 
130 d le Uonm-y=9500: trans. lctl\ons=10000 
140 CLS:CLSlt0 
150 : 
160 REPeat parse 
170 gel_lJords 
180 asslgn_values 
190 IF 1.1ord 1 =0 AHO lJord2=0 THEt~ PR INT 
"Pardon???":ELSE ok 
195 PRINT 
200 END REPeat parse 
210 : 
220 OEFlne PROCedure get_words 
230 DIM uords$(15,4) :start_sllce=l: 
no_words=O: l•)S t=32 
240 INPUT sentence$ 
250 sentence't=sentence$tc" " 
260 FOR nurn=1 TO LEtHsentencd) 
270 le tter=CODE (sen tencei(num)) 
280 IF le tter=32 At lD last<> 32 THEt I 
290 no_words=no_words+l 
300 er1d_s l lce=nurn-1 
310 l'ordsi(no_words)=sentencei (start_sl ice TO 
end_sl ice) 
320 s lart_s l i.ce=nurn+l 
330 ELSE 
340 IF le tter=32 ANO last =32 THEH 
start slice=num+1 
350 EtlD IF 
360 last=letter 
370 mo FOR num 
380 EtlD DEFlne get_words 
390 : 
400 DEF lne PJ;:OCedure as.s ign_vcdues 
410 REPecit ass 
420 word1=0:wc~d2=0 

430 FOR nurn=1 TO no_words 
440 RESTORE dlcf.ionary 
450 found=O 
460 REPeat loop 
470 READ dlcti,ual 
480 IF d l c U==vc•rds i (nurn) THEH found= 1 : EX IT 
loop 
490 IF d icU=" ! " THEH E:<IT loop 
500 EtlO REPeat loop 
510 IF found THrn last_ fo1Jnd=nurn : IF 
1mr··d1=O:1,1ord 1 =i..m l : ELSE lltJr d2=va l 
520 El ID FOR num 
530 [>(IT ass 
540 EtlO REPectt ciss 
550 mo OEFlne a'Dsign_values 
56(1 : 
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570 DEFlne PP.OCedure ok 
580 IF ~iord2=0 THrn 
590 IF wordl> 100 THEH PRillT "You can't do that to 
"; trans~.(wordl) \: 
RETut n : REl1ctrk - HO LIERE RECOGMISEO 

600 PRINT "You "; trcmsi (wordl) \: REl1ark YOU DO 
SOl1ETH ItlG 
610 ELSE 
620 PRillT "You ";trans'!. (wordl) ! trans\ (~1ord2) \: 

REl1ark YOU DO SOt1ETHING TO SotlETHIHG/BOOY 
630 EMO IF 
640 El~D DEF ine ok 
650 : 
660 DEF lne FuMctlon transHx) 
670 LOCal xi 
680 RESTORE translations+x 
690 READ xi:RETurn xi 
700 HID DEF i ne 
9500 REf1ark ~ . .t.U \ ... ocabu lary U'U: 
9510 DATA "nort",1 
9515 DATA "n",1 
9520 DATA "sout",2 
9525 DATA "s",2 
9530 DATA "easl",3 
9535 OATfi "e",3 
9540 DATA "west" ,4 
9545 DATA 'V' , 4 
9550 DATA "get",11 
9555 DATA "take",11 
9560 DATA "exarn",12 
9565 DATA ~look",12 
9567 DATA "l",12 
9570 DATA "drop" , 13 
9572 REt1ark - You can have as many synonyms as 
you like. 
9575 DATA "kill",14 
9580 DATA "alto" 1 14 
9585 DATA "slay",14 
9590 DATA "murd",14 
9595 DATA "n1ut. i", 14 
9597 REMcffk - Ncm1es of OBJECTS h(l'Je values 101 -
200 
%00 DATA "suor",101 
9605 DATA " lamp" , 102 
%10 DATA "gob l", 103 
%15 DATA "'ore", 103 
9770 DATA "!",0 
9999 : 
10000 REtfork t:tu· lrcmsl.(iti.ons :ttH This l lne must 
be 10000 
10001 ORTA "go north" 
10002 DATA "go s.outh" 
10003 DATA "go e1:1 : t" 
1(1004 DATA "90 t...te~ t" 
10011 DATA "take" 
10012 DATA "excmrine" 
10013 DATA "drop" 
10014 DATA "attack" 
10101 DATA "a sharp suord" 
10102 ORTA " the mctg i c lamp" 
10103 DATA "the hi d"ous gob l ln .. 

• 

0 



Dear R l chc1rd , 
I've token the l iberl1:1 c·f us lng i-•h lle text. If 
cm1:1one e t se has used Ou i t l w i th SPEEDSCREEt~ lhe1:,1 
wilt knoi-1 why! 

P tease note that the contact address for Samson 
Softwore is 

• H C B\l l ington, 
Newnhor11 College, 
Carnbr l dge • 

not to me as yout' reduc U on:. document :.ugges t. 
Further all cheques should be niade payable to H.C. 
Bl l l lngton. Also note that all Kings sent out will 
now be dup l l ca led from my copy wh l ch w l l l make 
fixing errors (lf they exist in V1.2) easier. 

I con arrcmge to act as a contact point for 31/2 
disks if required. I' t l leave the sorting out to 
you. 

The connect 4 is now tu ice as fcls t and a l i ll le 
meaner. 

If you do set up a wargarne wri Ung comrnl tee I wl l l 
offer my services as a programmer. As a point you 
mc.11:1 wish to cons i der, l f the warganie does prove to 
be any good l t w l l l be roarke tab le. If th ls proves 
to be the case l t is worth wr l ting it in a manner 
which tJlll make it easy to port to other machines. 
This w \l l lnvo l ve mak lng the code well documented 
and modular • I hence suggest that you superv l se 
the work qu l te closely as pt'ogrc.m1mer·s tend to go 
off on their own llttle tangents lf not watched. 
It n1ay even be wot'th con? ider lng some language 
rnore portable than BASIC l f enough peop le have 
sk l l l and cor11p t lers for l t, 

Try as I rnight I cannot gel king to crash. I'm not 
saying I don't belie1Je you merely that I'm having 
troubles removing a bug I can't flnd! I have 
however come up w i th the idea tha l we may be 
uorklng from different copies of the program. 
(Dup l l ca ti on is handled e l sel.1here • ) I cun thus 
send lng you a copy of what I believe to be the 
re leased vers. i cin • If uou have ti 111e be h .1een uciur 
studies I would appreclcite you trying to crash-it. 
If you still can cra:h it I' l l ha•Je le· t~ilnk 
ctgain! 
(I did have the time 4 and a las I crashed it. King 

0 v1.3 ls now being developed - Ed) 

I' rn :orry I d ldn' t. exp la ln l!hat a f ln i te slate 
- outom'.1lc•n i:. ll ls really a lot s lmp ler them l t 

<;01.mds. Indeed you hcwe pr·eibab l y played w lth o 
srnci l l c1ne ln the 'Garoe of L l fe' , (See cmiJ of about 
30 di.fferent magctzlne ar·tlcles.) 

The ldea ls slrnple that uou lmaolne a 'rnachlne' 
(aul.ornaton). NOl,1 this autor~1alon ca-n be ln a number 
of ·different positions (slates). Noli to simplify 
lhln9s you SOIJ the n-.achine can only be in a finite 
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number of pos l t lons. (The shrelider among yo1J mc•y 
guess hoi-1 it oo t it's name no1.1.) 
The tr ick is then to ha•.ie a set of rules such lha t 
lf something hcippen:. to a machine l,•hen it is in a 
given pos i lion it w ll t move into c• new pos i tlon. 

. For exarnp le you could have a FSA that counted 
pulses and could let l whether cm odd or even 
number had pcissed, F lrs t you need hJ•) stales (ODD 
and EVEN). Then all you need ls two rules: 
1: If a pul:e comes and I'm in ODD move to EUEI~ 
2: If a pul:e comes and I'm in El.1Etl move to ODO. 
Got the idea? The extra ldea I used is to have ~he 
'external e1Jenl' as simply a clc•ck tlck. Thus it 
ls possible to hm.•e many FSA's operating in 
parallel 1.1 l thout un1-1cmted interference. 

Right noi-1 imagine a grid (say 10 by 1(1) with lots 
of these little machines in. Further imagi.ne that 
each me.chine can see 1,1hci t l ts' i rorned la le 
ne l ghbout'S stales are. You then have the bas ls for 
a very clever slmulallein game. For example lmaglne 
each mcich l ne represents 500 square yards of earth. 
Further l mcig l ne that the s t<:1 te of the mach l ne 
depicts the inhabltants of the soll. The rules 
like the following help build the game. 
1: If the clock ticks and I'm in slate CotlTAIHS 
ZEBRAS cmd one or more of roy neighbours are ln 
stale CON TA INS LIONS then move to stale COtHA INS 
SCARED ZEBRAS. 
2: If the clock ticks and I'm ln state COllTAINS 
LI ot~S and one of "'':I ne l ghbours ls in stale 
Cot ITA INS TRAPPED ZEBRAS then rno1.ie to state 
CotHAINS GRASS. 
3: If the clock ticks and I'm ln st.ate CotlTAitlS 
GP.ASS cmd one of my ne lghbc•ur·s ls ln slate 
CotHA I t~S SCAF:EO ZEBRA then rnove to stale COtHA INS 
ZEBRA 
4: If clock l ln COIHAIHS SCARED ZEBRA 8' 
ne lghbours in CONTAINS GRASS=0 then CONTAINS 
TRAPPED ZEBF:A 
5: If clock l COtffAINS SCARED ZEBRA t. neighbours 
ln COIHAHlS GRASS>0 then CotlTAIMS GRASS 

These rules. say that Zebras w l lh l ions near them 
will try to flee to grais. If they con't they are 
trapped cmd the l lons will move to lher1\ and eal 
thern. , 
There are cer·tain technical problerfl with getting 
these beas lies to run fast enough lhnt you can run 
hundreds of them l n par·a l let • I ~' i. l l not lJ it ter on 
about thls unleis specifically asked tci however, 



WRITING YOUR OWN ADVENTURES .. PART ONE 

A rev leli of "Crecit lng Ad1,1enture Programs on Your· 
Cornpu let'" , by Andrew Ne l son, Interface 
Pub l icaUons, 1983 (236 pages, pciperback) , 
Ava i lab le frorn t1PC Software 1 72, Jul i an Road, West 
Bridgeford 1 tfot Unghcmi 1 tlG2 5Atl 1 - £2 .50. 

Andt' ew I-le l ~on' s book rnay be of interest to QL 
users w l sh ing to write their own ad•.•enture gciroes 
in Superbas le. The author covers the ma in elements 
in cre~::d. ing an ad1.1enture, including the mapping of 
the fcmtasy world, allotment of treasures and 
mons let s, acqu is i U on of food, weapons and booty, 
cornba t w i th ghou ls and al i ens , and u5e of nmg i c 
arnu lets and transporters. Three cornp le le game 
l is U ngs are g i 1.•en for the reader to type l n and 
plciy. 

Though the progrwo l is Ungs are for the IBM PC, 
only a few minor al teraUons are required to get 
the games running on the QL, Specif lea l ly, the 
section of the program uh ich interprets the 
plw:1er's responses to prompts uses the fol lowing: 
4€.0 INPUT A'!. A$ = LEFT'!. (A~., 1) 

This rnecms that the player mc1y input a complete 
word, such as "PICK" for "pick up the treasure", 
but the progr mo acts only on the le ltet' "P" and 
then responds a long · the lines of: 

IF Ai = "P" THEN • • • • • (do sornethlng). There are 
several 1.mys of avo ld ing the use of the LEFTi 
ke1:1word, not cwai lab le in Superbasic, the easiest 
being to leuve that part of the line out. A few 
other changes are nee es sary, though some 
programmers rnay prefer to adopt the essential 
ldeos of the progrmos but relir i te thern in more 
s true t.ured Superbas l c • U ti l l ti es such as the 
Better E:as le Expert Sys tero are ava l lab le to ass ls t. 

, in the conver~. ion of progrcims from versions of 
Basic -; uch os ZX81 /Spectr urn Bas l c, 88C Bc1s l c, 
Commodore Bos le and Mi crosof ti I8t1 Bc1s i c to QL 
Superbcts l c . This presents the G!L user lJ l th the 
po~slbillty eif aqulrlng ad1.1enture listings fror11 
~e·Jera l -=ource: cmd con•.•er-t. lng them lei r·un ein the 
OL. 

In addi lion to converting the dicdect of Bas le, 
there are a fe1.1 err·eirs in the li-=li.ngs which 
pre1.1en t t.he gwoes be l ng pl WJed correctly. The 
f i. re:: t 9m11e , "Ller e•,Jo l ves and Lkmderer" , has an 
er r·or l n the moveroen l tab le which pr even ls a 1.•a l l d 
·rnove being ·rncide froru one par l icu tar rooru to the 
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one from lJh i ch you have just eroer ged. Check the 
data statements for rooms agc1 in=· t the rnovernen t map 
in the book, Al so I believe there ls no check to 
ensure that the magic arnu let cannot be used if it 
he1s not yet been purchased. This means that il can 
be used without hav lng to go to the expense of 
us l ng treasure to buy i t! To prevent such 
chea Ung, all that needs be done is to add : IF A$ 
= "11'' AtlO RrlULET = 1 THEM.... to l lnes 625 and 
630. I have put a version of this game, with the 
errors corrected (I hope!) , in the Quanta library. 
I have added l npu t error trapp lng ~1h ich works on 
JS Qls, and intend replacing it wilh a compiled 
version lJ i t.h error trapp l ng to ~iork on al l QL s . 

The games in the book are not massive, and 
represent only a srna l l advance over adventures I 
used to play on the 16K 2X81. The listings are for 
programs of about 13-18K length. tlevertheless they 
can provide a certain arnount of arousement, 
especially to the novice adventurer. It is fairly 
easy to complete thero, so the aim should be to 
cichieve as high a score as possible, based on 
number of monsters k i l led and booty col l ected • To 
a cons i der·ab le degree 1 more pleasure is to be 
obtained frorn enter lng the prograr11s, unders land lng 
how they work and expand l ng and i mprov i ng them • 
The knowledge gained from doing this should enable 
you to Wt' l te s i m i l ar adven lures from scratch, 

Due to the present shortage of adventures on the 
QL, it is liorth the pr ice of the book for the 
three games. tfore importcmtly, if the reader 
learns how the gwnes work l t can prov l de a 
starting point for wrl Ung further QL adventures 
l n Superbas i c • However , l t ls very un l l ke l y that 
you w i l l learn how to beg in produc i ng rnamroo th 
ad•Jentures to compete with The Pmm si.mply from 
reading thts book! 

Michael L. Jackson 

• 
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THE QUILL ADVENTURE WRITER AND OTHER SUCH GRIPPING STUFF 

by 
Marlin Hopkins 

Anyc•ne i.•ho hcts ever been sud:ed into the 
stimulating (and often extremely frustrating!) 
world of computer adven lure:. , w l l l , al sorne s lage , 
take l t upon lhemse lves to consider producing a 
garoe of their mm. Let· s face it, hou often have 
yo1J p l a1:1ed cm adven lure and thought tha l you could 
have wr l llen a fclr better one? (Especial ll.:J if i l's 
one of m lne ! ) It happens to us all, I can assure 
1.:1ou • Bu l , the b i g prob l ero - hoi.1 does one go abou l 
gel ting all these wonderful ideas from the mind 
c1nd in lo the compu ler • If', l i ke me, you are an 
c1bso lute incor11petent in so far as prc•gramr11 ing goes 
(even basic gives me a rn igra ine) , then (; i l rnfl · s 
'The Qui. ll' is truly a glfl fror11 the god;! 

I first encoun lered ·The Qui l l · several 1.:1ew-s ago 
on lhe hur11b le Spec trurn. After spend l ng man1,.1 
plectsurable hours trying lo solve · lhal quirky 
Melbourne House game, 'The Hobbit', I 1.1a:. to la l ly 
hooked! (If you' ve never encoun ler ed lh ls program 
then you're mi:.:.ing out on the grcmdfather of 
graphic adventures , a true classic.) I fiddled 
with 'The Quill· for a while, produced an 
ernbarras sing l 1.:1 mifu l adven lure, then purchased a 
QL and promptly forgot all about my aspirations to 
become cm Infocom hack! 

Ah, the del ighls of QL ownership! The tired old 
Spectrum went by the board as I delved in to the 
~iorld of super·computet tlonet l soph is Ucation ! But 
that old yearning was still there, lurking in the 
back of my mind uh i ls t I tried lo grapple with the 
very basics. of SuperBet:.lc. Talent lctunched the 
f lrs t real game for the QL, the br ll l icml 
adven lure '2ku l ' . Hc1s ll l y I ma i led my cash, and 
~msn' l to be disappointed! Here was cm adventure 
1.1h ich 1.1a:. r·ecd l y lax i ng. A fl er h.10 yec1r: I s ti l l 
ha11en' t come any~ihere neC1r solving l l (though I do 
take delight in ~:illlng that na:.ty chc1p with the 
s~ior··d ! ) • Then caroe ' West · , and 1111,.1 QL was al l 1.ie at 
last. 

But the utter frustratic•n of l t all! l hod a 
computer whlch was capable of great lhlngs - in 
the right hands! I attempted to t.•rlte m1J 
roagn i fl cent ctd1Jenture in Super8c1s lc, ~.1 i th zero 
succe: s. If an1Jor1e out tt-iere th lnks that this. man 
ls a fool, the•.J 're absolutel•.J correct - I demJ 
nothing. At la:l! (All br·eatt·,-a sigh c•f relief!) 
111:1 pr-ayers wer' e cms•Jered. The Qu l l l on QL ! ! ! 

Bui ldlng on my pre1.•lous e:<per ience with the 
Spec lruro , I was soon ab le lo oper' a te Hie pr 09rcm1 
wl th some dext.er l t1:1. A t1ord of adv lee al th ls 
pc1 int don't bc•th to fol lt•w the examp le 
mini .:.ad•;ent .. ur··e ln the rnanu•J l, it's a decid l.y bore -
enough to put you off adver.tur e 1.1r i ting for· l l fe ! 

Bes. l des, I recd l y be l l eve tha l the prograrn is 
· simple enough to master just by playing around for 

a coup le of weeks, lnterspers lng 1.1 l th a l l t tle 
judicial delvlng lnto the small pr· lnl at the rear 
of the 1ncmua l . 
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'The Qul l l' really is well wt'l llen. It has been 
developed over the past four or flve years onto 
practically every home cornputer Ctn the market -
w l th s tunn \ng success. The pleasure ln using ·The 
Qu ll l' is derived from l ts re lallve s imp l lei ty of 
operation, which belies lts virtually unlirnited 
cap ab i l l t l es • (By the 1.1c1•J , I don' t have shctr·es l n 
G i l soft - hones l!) Thus on to Horror-dcty. 

Wh i ls t owning the Spectrum , encountered a 
wonderful spoof adventure - 'Bored Of The Rings' • 
I had read the book many years before, so I sort 
of knet.1 what lo expect. The game wa:. qu l le s imp le, 
too simple in fact, but its sa1.ilng grace was the 
humour. Th ls wa:. the type of adven lure I wan led to 
produce. I must confess that I very quickly lose 
interest in an adventure if it is too difficult. 
There is no th lng worse them spending £15 or £20 on 
a game ln which it ls only possible lo traverse 
the f lrs l three local ions! (Al though there is an 
adventure?? on the Arristrad cal led 'The 
Experience', where the whole aim is to get out of 
one room. l .. lhen you succeed l n es.cap l ng, the garr1e 
is over - exc l ll ng, eh!) 

There ls a l so cm al r of poropos i t1J about many of 
the · s. trc1 i gh t ' adven lures on the rnarke t nowadays , 
so much so tha l l t detracts from the en j oyroen t of 
par tic l pct l l rig . Too mC1ny grnne: tend to take 
themse l ves ser i ous l y - in wr l t l ng Horrorday I 
~mn led lo oe l m.iau frorn that ~ l l orua t. l c s i lua t l on. 
Surpr-lsingly, (or- not, depending on your point of 
v l ew ! ) Denn ls the 01.1arf was born as I staggered 
from a pub one Frlday eveni.ng jud after Ch1' lstrnas 
'86. I :pent ct i.1eekend t.•orking on the plot of part 
one, (which consisted mainly of ~iorklng out the 
name c•f the ad\Jenlur·e) then cmc• ther six week:. 
completing it. I do lend lo work slowly! 

8e ing fo ir ly p l.ei:1;ed w l th the ~JCl'J thi:1 t pCld one 
came out , I cobb led up ct l oCld l n9 ~er een cmd sent 
the pC1ckage off to Talent.. A coup le of roan th: 
later (after I'd forgotten ctl l obc·ul Horrorde1•:.1) a 
con tract dr opped through the le tler·box . It was 
about then lhe1 t panic set l n ! Here I 1.•tt:. 1.1 i lh a 
contract and only hctlf a game!!! Suff lee to say, 
pctr t h10 of the pro9rwn evo 1. ved frorr1 non-ex is lance 
t.o completion in four da1:1s - ctnd the game p l w:1 was 
far better than I'd expected. 
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by 
Marlin Hopkins 

mctd:e t 1.1 l l l tel l yc•u who t a miserable tl me the 
~ml ting ls, The game is complete, you eagerly 
awa it the reviews , but the rel ease do le is months 
c1wa1::1 ! What cou l d I do but wr l te ano lhet' adven lure 
lo wh i le the l,1eeks mJay? 

Funfear was produced in a much more sensible 
rnanner them Horror day. I had my chcw·m: ters , I had 
c1 plo\, I hc1d a title. I planned everything before 
comm i l Ung myself lo code, aiming for the perfect 
sequel. l.lhen Funfear wa~ completed I promised 
rnyse l f tha l there would be no o lher adven lures, I 
~·cis in need of a bt'eak , all h\l::f :pm' e tirne i..•as 
be l ng s~m I. l 01.Jed by Dennis D1.Jarf and 'Enry E l f ! 
But the best laid plans of rnice and men ••• 

It wa:. liter-a lly hours after finishing Funfear, 
and there I was , scr i bbl i ng down the bas l cs of The 
Prawn. I had Ju-:.t sent a partially completed cc•py 
of The Prawn lo our es teem ed l tor, R l chard, when 
the bod1::1b 101..1 came. THAT rev ie.w of Funfear ln lhi!! 
October issue of QL l.lorld. I can laugh al l l now, 
but at the lin1e I 1.•as devastated, It's not too 
p leciscml to read that sorneth inQ wh ich has taken 
rnon ths lo produce ls regarded as ' i nfan tl le' and 
'chl ldl sh ' and 'an insu lt to ones intelligence'. 
The final quip about .leaving yout' brain somewhere 
else before c1ltempting to play the ad'.1enture uas 
the f i na l s trc11..1 - I quit ! The rev l e~1er men tl oned 
not.hi ng of the hur1Kir·ous s l ant of the adven lure -
perhaps there lJas no humour? I 1.•as becoming 
parcmo ld ! 
Then Ta lent anncu1ced thc1t they \Jere pull lng out 
of the QL market - it was more them flesh and 
bl oeod cou l d ~ tcmd ! After a several mc•n th 'coo l i nQ 
off ' per l od I dei:i ded to cornp le te The Prawn - a 
copy of 1.1~.i ch R i c~1ard hC1s for rev i ew purposes. 
T • K • Compu ter··wi:tr e hc1s taken over frorn fo lent, and 
is morketing Talent's software under the name of 
Ta lent.+. There is a good chcmce lhi:il they u ill be 
rr1c1rke l i ng The Prmm , -:.c• look out for l t al l you 
readers of this sorry tale! 

F i na l l y a uord abou l APT, Shadow Game's Ad'.•en lure 
Prograr11111 ing fool. I c1m ~!ork lng on a ne1J adventure 
utili s ing this -:ystem, and have to say tt~l it l-: 
super-b. You can do ju<:t about anything with it, 
lncludlng graphics! Unfort.unr..d.el1J a little 
pr· ogr··amm i ng ski l l l:. requ l red to r ee1p the fu l l 
benefits - if you ar'e compe ten l with Super Bees i c, 
l;JC•U' l l hc1ve no prc·b l ems here • Rs to the que:.l l c•n 
of price (the syslern ls over £61) complete) all I 
can say is thol the entire suite of progrmns fill 
(1 toted of f h.•e h1 icrodr ives - I consider l t to be 
very good value indeed! 

HitlTS Tlt1E :-
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Just to really bore you. tlony c1dventures have real 
time fealur-es - like night and day occuring etc. 
Th ls ls ho1J I did l t ln The Prawn using The 
Quill ... 

STATUS TA8LE 

START _ EQ 5 0 If flag 5 = 0 then 
LET 5 120 let flag 5 = 120 

HIGHT _ EQ 5 90 If flag 5 = 90 then 
SET 0 set flag 0 to non-zero 

and pr int mes<:.age 

t1ESSAGE 1 "NIGHT FALLS" 

DAY _ EQ 5 30 If flag 5 = 30 then 
CLEAR 0 clear flag 0 lo zero 

and print message 
MESSAGE 2 "DAY BREAKS" 

Simple, isn't l l? You ccm of course move objects 
and characters around lo different locations etc 
when night falls or daiJ breClks. ~Jhat about the 
veer lous. people you meet in c1d1Jenture:.? The 
s imp l es l way lo include them is lo produce them as 
objects which you are unable lo pick up. 
As lo bod i es fo l l 01.1 l ng you around in your 
wander l ngs - i • e • · Enry Elf wandering behind 
Denn ls 01Jcw·f. (l)hc1t do you w~cm , you· ve ne'.1er 
played Horrorday or Funfeor? Go cmd buy thern this 
instant!) The c•nly uciy I knm1 of doing this is:-

If object one is a cat and you wish to go north 
from lc•cation 1 lo location 2, Ignor··e the movement 
table. Entries are required in the STATUS TABLE as 
fol lous: 
I~ t 

I~ t 

AT 1 
PRESENT 1 
GOTO 2 

CF:EATE 1 
OESC 

AT 1 

GOTO 2 
OESC 

e1t lornt ion l 
cat is pre~ent 
go lo location 2 

cal ls created e1t location 2 
descr ibe location 2 

e1l local ion 1 but cal not 
present 
gc• lo lc•cc1ti1::.r1 2 
describe loca tion 2 

The secc•nd piece of dc1lc1 I~~: is required because 
co1111i1cmds lo the s talus lab le ~1 i l l ·fa l l through· 
if the cal isn't present. 
Right, that's enough for' now - I'ni off lo bed. 

Cheers 
tlert 

• 



HELP WANTED ON MORDON'S QUEST 

In Mor~en · s Quest, w l th y1Jur he l.p, I have been 
through the futur ls tlc world and come to the Roman 
Arena, where I have fell led mlser·ably to gel the 
better of the glad la tor or to make any progre·;s. 
Where's my ticket? Help again!!! (see QLAF 3 for 
more h lnts ! ) 

HELP WANTED ON CLASSIC ADVENTURE 1 

I ha1.1en' t touched Class le Adventure 1 slnce I 
wrote ihe artlcle for QLAF l and I am stl l l stuck 
at the window by the plt, trying to ellclt a 
response from the shadowy · f l gure . He l p wou t d be 
cippreclated from any of your readers who have got 
pas l th ls b l t. 

SHANE MCGARVEY, Two Gabl es , Ea ton, Nr . Congleton, 
Chesh lre. CW12 2tlH 

HORRORDAY - HINTS 
It's always a dodgy buslness glvlng hlnts to 
adventures when you haven't flnlshed them, you can 
ne1Jer be sure l f ~ihcit you've done ls actually the 
r lghl th lng. Need less to say l f any of our readers 
ccires to cc•rrec.l h1'J adv lee, so much the better. 
Al so real l y good adven lures are fu l l of 
red-herr l ngs and shou l d a l low you to m l suse 
objects. 

The flrsl phase ls stralght-forward, dolng what 
one usua t l y does w i th rubb le and hand l ng over the 
usual drink. Tree trunks are ther~ lo be cl in1bed 
and s i gn-pos ts to be read. ~Jl th a name l l ke 
HORRORDAY you can expect the usual den lzens of 
Hm1w1er fl l ms to 1riake the l r appecircmce cmd so 
gar l lc w l l l cor11e ln handy. The sp lky w l se one 
would appr·ec l cite a l l ft from you pro•J l ded he· s 
kept ~1arn . 

The sec1Jnd pha: e about the old hag's cottage ls a 
shade a1.ik1.icwd a l l I · l l say ls th(l t 
s tepp lng-s tones are made of stone (or rock) cmd 
lha t the old crone l i kes to use a f ace-pacl-' . 
Fences not only have gates and the old hag's glfl 
i. s u ~efu l ~1hen ~.pcmn l ng ch(isms • (Thcmks to Mar t l n 
for those h lnts ! ! ! ) 

After thls you can go explor·lng, a useful dlsgulse 
i.s hidden ln the cwh:~s and the doors to the castle 
need a good shove. There ls a useful cleaning 
implement in t.he eel lor but ~1hat l l reve(ds lakes 

. two lo lift. Cats can be fed in the usual way. 

Although t.he pie l.ooks most ter;opllng, r·eslst or 
else you won· t be ab le to lecM:~. Sor;1e add l l lona l 
c lc1lh lng cm11es ln handiJ and the heed ~1e l l the 
hedgeplg's advice - lt'll save a lot of banging on 
~ml ls. The flna l gr l l l s lh'1p ly need; a touch of the 
Doc Martens, and you should be through to the 

· second part. If Esroere lda walls at you then you' l l 
just have to go back and plck up just about 
el..1erythlng thcit. you can to get out. Well that wlll 
get you through the f lrs t pad, l f not wr l te ln to 
the "AgoniJ Column" for further· adlJlce - happy 
adven tul'lng. 
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Richard. 

P.S. If you can get past the Cent.urlon or "solve" 
the mcize l n pc1rt t1,io , do let ri1e l·:r1otJ. As far a~. I 
can see the maze has only two l oca tl ons and I · ve 
yet to flnd a way out. I'm sure that the answer ls 
staring me ln the face but you knmi how it ls wl th 
adventures!!! 

NEMESIS 
Plea for help from Kurt Johansson 

I'm discovering the first part of the adventure 
game "Ner;1es ls" • 
There are some d l ff lcu l ties to over-come and I hope 
that you ccm lake the tlme necessi:iry to answer 
some ques tlons I have: 

1) OLD LADY SITTrnG OUTSIDE A HOUSE PLAYWG WITH 
TAROT CARDS. 
When I s l t down, as she le l ls me to do, the 
rnlcrodrlve stcw·ts to ~1hlrl. for a 1.ihl le but then 
stops and the gcime does the same. I must re load 
the gcm1e aga ln. 
Is lt any fault ln my game or shall I do anything 
else befcore, l lke g lve her sor1·1e k i.nd of g l fl or 
what? 

2) MAH rn THE FOREST LJEARIHG A FUR COAT 
I hc11Je tr led to g l ve the man the decid rcibb l t and 
he offers me sor11e water. 
I have also trled to glve the longbo1..1 to hlm but 
the mlcrdrive ~tarts to whirl for a moment and 
then as i.n the exw1ip le above I have to re lnod the 
game. 
~Jhcit. ~hall/rnn I d•J wi.th this nKm? I would ll~e to 
get hls coat off hlm as I an1 freezing to death ln 
other part~ of the game. 

3) UP Itt THE MOUtlTAill WITH THE POOL 
I manage to swim down in the water corn l ng up in 
another room with some wood staff . 
LJha t sha l l/can I do with the wood ~ta ff? 



l.Jhi:d. u-: e ccm I ha1Je of the man i. n t.he moun lei in who 
ls wllllng to fol.low me? 

4) CASTLE'S ENTF:ANCE 
LJhen I try to enter the castle I have prob l eros 
~' l th those l ron sticks on the floor. 
~Jha t equipment must I ha11e with me cmd C1re there 
also other demands to fulfil before going in? 

5) "HISERT BABY HERE" 
I hat)e read an in·;cr iptlon on the well l near to the 
water c lo·:.et in the underground but I don't know 
the meC1n ing of the ~iord "BA.BY" in the sentence . 
What is a "BABY" in this case? 

6) BOTTOl1 LillE 
As you under's lcmd I '111 in great need for ' help! 

Are there any n1aps or hi n ls lo be g i 1.•en for my 
future search? 

Is ther'e any vocabulary list ava l lab le? 

AtlSLJER •••••••••••••••.•• 
I HAIJEll' T THE FOGGIEST ! ! ! 
I haven' t spent n1uch tin1e on Nemesis myself, 
so. e I I 

. . 
If you can help please write to: 

l(urt Johansson 
Sodra Laget 149 
S - 136 53 Hem inge 
Sweden 

(And while you' re about l t, how about dropping the 
editor c1 l i ne too. Thanks. Richard) 

COLOSSAL CAVE - HELP & CLUES 

If you intend offering solutions to s.peci f ic 
' pr'ob leros, ther' e is one ln Colossal Cave/ The 

Adllenture wh lch hl)s been ho l.d ing n1e up for nlont.hs. 
I can f lnd n11J WCllJ around the p ir a le' s maze to 
recO\,oer the trecis ure 1 but not the mctze 1.1 l th the 
battery rnw:h lne. Someli.n1es I ccm find the 1ric1ch lne 
but neot the l•.:1•:1 out. Other titt1es I 90 ln cmd out 
without flndin9 the rnC1chine. I need to do both, as 
I hcNe exp 1. cw ed ClS much of the maze as I ccm cmd 
roy light. is disappeciring. Incidentally, I can buy 
the b.:1lt.eries ei:1;i 11:1 in the G!ucmtC1 version but not 
in the Sinclair one. Is this a bug? 

'In reply to Caveman, QLAFl, to get light into the 
ernera ld roor11, sa1:1 PLOIJER tJhen at Y2. Then go NE to 
get a p la ti num pyrcmli d, S back to the emera l d, 
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then PLOl'ER c19cti.n to return to Y2 . At the debris 
rooro, SCll:I XYZY (or XYZZV ln the Quanta and other 
verslons) to get back to the well house, cmd tt·1e 
same agaln to return to the caves. 

TREASURE HUNT - CLUES 

SOMEl.JHERE I have a cc•mp lete n'ap to the Treosure 
Hunt game, but have only been able to find a 
par U al solution . The game l m'9e l 1J requ l res rnos t 
actions to be performed in the correct order, i.e. 
an object obtained from solvin9 a problem ot one 
location ls needed to solve a further problem 
el se~ihere, some t l mes w i. t.h o lher loo ls. Help can be 
ob ta lned ln some locations, but not n1any . For the 
time beinq her·e's a solution to one of the rnore 
provok l ng -prob l ems • Hear the market l n the Ores · 
castle there is a we l l • It is we l l worth 
exp l or l ng, once you know ho~i. To a Hach the rope 
acquired ln the guard room to yourself and a 
nearby horse, "Tie Rope" -twice! Once you "cllrnb 
down" 1 lher·e ls a loose brick ln the wall whlch ls 
worth a look. Don· t go further down the ue l l 
unless you particul.arly wcmt ~iet feet and a 
reception party uctl ting for you ~ihen you return to 
ground l e1,•e l • 

I found the need to use the exc1d uor·ds all the 
ti nie a great prob l em , and had to resort to 
cheating b1:1 examining the program listing a coup le 
of times. I will try to comp l le Treasure Hunt to 
prevent checctlng by others, though the Baslc ls 
odd in places and might defeat QUberator. 

Your's sincerely, 

Michael L. Jackson 

" 

• 



• 
• 

• 

DeC1r Richard, 

I 'm mo~ t pl ea~ ed th<:t t you ha1,.•e mcmaged to ~ tart 
the bal I rolling with QLRF, I mu<E.t c1drr1i t that I 
had almost given up hope since you indicated that 
you expected to launch it somellrne in November 
last year, I hope that the decision to use 
m lcrodr ives as the sh ipp lng med la for the magctz ine 
doesn't cause loo many problems, mine copied to 
disk w l thou l hass le , I hcipe you have no trouble 
with it now, s l nee I 've used the saw~ cartridge to 
put this letter on ••• 

You me~1tioned, in the forum, that it might be a 
good l dea l f cmyone could under take to copy QLAF 
to 3 .5" di sl<, 1.1e l l I don '·t mind taking that on 
provided l 'm not out of po•:ket at the end of the 
day. Let me know if you want to lC1ke th ls fur lher· • 
Vou will, I'rn sur·e, hcNe noticed the other two 
cartridges enc l osed, these con ta in a fl n i shed copy 
of the illustrated adventure that I have now 
comp le led, Pl em:.e do have this rev i e1..1ed in the 
next poss i b le ed i ti on of QLAF , if you want. The 
gcm1e was rev ieued, all-be-it rather briefly, in 
the Feb • ed l tl on of QL Wor Id , but don ' t let th is 
put you off. If you have any comments about the 
garoe concerning any bugs etc. that you, or your 
reviewer, might find, then pleccse do let me know. 
Al though this vers ion has undergone cons l derab le 
debugging, I would be most surpr lzed if it is 
error free • Ho1..1ever , I am sure tha l no major 
mis lakes are in it, or al leccs t as sure as I can 
be! I ha1.•e included a few ba1:kground notes about 
Il1AGINE at the end of this letter. 

tlo1..1 on to the APT ~yslem, which was u<Eed to wri le 
Il1AGrnE. I have included a 'plug' for APT as you 
suggest, this i<E ln the file APT_doc, also on this 
cadr i dge. Pl ease fee l free lo edit this as you 
see f i t, provided, of course , that yeou don' t alter 
ccny faduct l inform<:ttion in it. The sus t.er1\ has been 
finished for some ti rne a l theouoh Shadow Games are 
bei.ng rather slo~J, h1uch to m•J -dlsmi::1y, in actually 
advedlsing it. The latest ccddition to the APT 
sys tern is the sound package , y•)U w i l l heC1r this in 
ai:: ti on 1.1hen you run I MAG IllE , This nc•1,1 al lows APT 
to pr-oduce adventure gccrnes that mu.ke full use of 
all the features that the QL hcc~. to offer. I'm no1. . .1 

considering branching out to other rr1(Kh ines, such 
as the Al1IGA, and I will probably try to transport 
the APT system over to this machine. I expect this 
w i l l ~:eep rne bu~ y for some t i roe to corr1e ! 

~Jhlle reading through the first edition c1f QLAF I 
heed a thou•i1t concerning your cornrnents about 
copu ina -:.oflware to d l :ks etc, Before I le l l uou 
what I - hove ln TO ind I IYtlJS t ':tr e: s th(I t I Ctlil mC•S t 
certainly HOT prepared to deo anu th i no tho l would 
help would be software pirates, I shar-e your views 
or1 tha l subject. Ho1..1e•,1er, I arn quite used to 
.leg i Uroate ·hacking· for my own convenience. What 
I ~1ould like le• ~u99e-:t i:. thc1l I 1..1ould be quite 

wi.lling to offer to at.ternpl lo convert any 
·problem· software so lha t it can be opera led from 
d i sk , If i::1mJ (!LAF rec1der' s hw.Je any progr·cir1l 1 e1,.•en 
non forum re lated S luff I thcct they I.IOU ld like to 
have run from disk, but can· l sod it out 
thernselves, then I arr1 willing to have a go for 

. them. Clectrly I will have to draw a line on the 
nurnber of such jobs I take on, but I don't expect 
that there are loo mcm•J programs that fall into 
this category. 
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If there ls cmything else I can do to help with 
the forum then do let me kno~J. I am willing to 
support l t in any 1..1ay I can, time permitting of 
course. 

NOTES OI~ It1AG IllE, TO GET YOU OFF THE GROUHO 

I ha•Je : upp l i ed the game on n1d•.i _ but you can copy 
it, using the appropriate CLOtlE prograrn on each 
cartridge , lo any other device. No le that CLONE_ 1 
must be used if you tJant to run the game off of 
any device other than mdv, since it does the 
required patch, to the game itself, to le l l it 
which device to look for the picture file on. As 
i t s lands , you shou l d run the ganle in mdv 1_ and 
the picture file sho•Jld be in mdv2_. 

It1AGINE ~'ill run OK on any QL configuration, you 
t.•ill find that lt avolds delays in reading picture 
da la if you do con1.1er t l t to d l sk , lho•Jgh. The 
progrcun i ts e l f is memory resident, you can remove 
the ccirtr l dge l n t1DU 1 _ once the gar1\e is running , 
if you want. Dc•n · t be temp led to remove the 
picture media though, this w\ l l give it a 
headache. The save feature will depc•si t the save 
file on the same device as the picture file is on. 
So, if you CLOME the progr arn teo opera le from disk 
then the save file will also be on the disk. 

The game has ccbout 100 locc1tions, 70 objects and a 
vocccbu lary of over' 330 words. I have a 'hints' 
file a•Ja i I.ab le for the garne, l f you should need 
it. I have pitched It1AGINE at a le•.Jel that will 
probably ma~e it on the easy side for experienced 
p la':)ers i hm,1ever, I have al so put in quite a few 
l it ll e nasties thci t rn l gh t niake you think you have 
scd.ved c1 puzzle, only to find out, 1.ccter, that 
your p•::trt i cu l.ar ~col.ution leaves you scuppered! 
It1f1GltlE is to be sold through Shadc•w Gcmies, the 
price mentioned in QL World was £19.95, but I 
think 1.1e might 1-.1el l reduce thl: tci £.15 or so. 

01<, I ' l l l eove l t lher e. If you hn•.ie any pr·ob l err1s 
w l th cmy of the cartr idaes I hcNe enclosed then 
let me kno1,J, I· l l happily send duplicate~. in this 
cccse. 

I took forward to QLAF _2 

Cheers, Steve Sutton 



The APT adventure writing system 
- an alternative lo QUILL 

I became i nvo l ved w l th adven lure garnes qu l te s.orne 
time ago 1..1hen, c•ver rucmy a lunchbrecik ot 1..1ork, I 
grappled w l th AmJENTURE , the or lg i na l ~Jl l l i e 
CrolJ ther 9m11e, 1..1~ii ch I had acquired to run on a 
DEC mini-computer. From thls beginning, I 
progressed thrc•ugh severc1 l other gmnes and 
eventual ly began 1..1r it ing games of r11y Ql.m. It 1..1as 
only natural that I should want to conver t these 
for use on m1::1 QL, but this is where I' started to 
discover some of t~1e speed problems wl th home 
micros! 

for l y attempts to \,1r l te a gmne us l ng Super BASIC 
quickly convinced rr1e that this warn' t the way to 
proceed. At this time the QUILL wosn' t aval table 
for use on the QL and anyl,•ay, I found that l t 
couldn't offer all of the features I tms took lng 
for. I toyed w l th us lng some other language on the 
QL , apart from Su~·erBAS IC, to code a game in, but 
after some thought I dee l ded to erobark on a 
pro j eel to cons trud an adven lure 1..1rl Ung s.ys tern 
of my own that t-1c1u ld include ALL the fecitures. I 
wcm led. We l l , her e I am , several thouscmd hours of 
work later, and at last I have mcmaged to convert 
a part of my or lg ina l garne to run on the QL by 
us lng 111y APT sy-: tern! The gmne I have produced, 
IMAGINE has been reviewed in the Feb. lss.ue of OL 
World, and I hc•pe ln this issue of QLAF, but lf, 
like me, yc1u enjoy cictua l ly l,1r it lng adventure 
gmnes as l,•e l l as. p lay l ng them , then yc•u 111 l gh t l l ke 
to know a b lt wore about APT l lse l f. (It· l l have 
to be ln QLAF3 as QLAF2 has. fl l led up very 
qu ickly! R lc~1c1rd) 

APT actually s lands for Adventure Pr-ogramm ing 
Tool, and l t cc1ns is ts of a co111prehenc; lve set of 
utility programs, data fl les arid, of course, 
rocmua ls.. lJ l th APT you can progr mo flllY f ec1 tur·e you 
~1cmt into a gr.m1e, l t can include l l lus tratlons 
(including simple cmirwtlon effects too) c1r1d sc•und 
effects 1 and bo H1 the APT s.1Js tern and the garr1es l t 
produces can run cin any QL configurc1tlon. In a 
word APT offers ceirnp lete flex lb l l i ty. 

For AtN adven lure ~1r it l ng sys tern lher·e ar·e ~ e•.1er-a 1. 
fec1tures lhot ewe e: :enlial. Fc•r e>~ cuuple, c1 :ysteru 
for· cons true ting the · gec•grciphy' c·f the QCH11e 111us t 
be included , as ruu:l lJays c•f l nc 1. ud i ng obj ect: c1nd 
crec1tures. ~llth AFT these, and other· fe c.t tures such 
c1s the voe a bu I ar y of lJOr ds thc1 l the gcm1e is lo 
knolJ 1 are contoined in data fl les which mwJ t•e 
examined and edl led using one of the c1pprc•prlate 
rnu l ti-task lng u tl l i ty programs. prov i de:d, The~ e: 
111c1ke: cc•ns tr uct l n9 tli~ ·fr uuelK•t k ' c•f cm c1dver1 tur e 
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a simple rncitler. 

APT does most of the sorting out of the text 
automatically, each message, location description, • 
or wha lever ls forma lted to flt the d l splay w i ndolJ 
quite outomatically as the game runs. In addition, : 
you have full control of INI~ and STRIP, character 
by chw-c1c ter if you t-ian t, and either QL screen 
mode ls supported. All this is combined wl th a 
po1..1erful text compression sys tern which will 
achieve a compression factor of up to 2X, whl le 
a l low l ng most charc1cters. you are l i ke l y to want to 
use, and of course, mixed case letters . 

You can optlonal ly add i l lustratlons to APT 
adv en lures.. This is dcine by a versa ti le graphics 
prograrn that can al so be used independently of the 
APT system to provide pictures for other 
appl icalions. In addl lion, pictures produced by 
other drawing prograro:. can al so be incorporated, 
us lng an eff le ient screen compress ion uti l i lll . R 
un lque fea lure of the sys tern ls tha~ l t al lows- you 
to have t!OOE 8 ll l us lra ti ons along w l th tlODE 4 
text on screen at the sc1me tirne, if you want, (yes 
I really do roean that) • This doe:n' t lnvo lve any 
hc1rdlmre chcmges or anything like that. Hie amount 
of the screen used for l l lus lrat ions can be var led 
ln a game if you want. Sound effects can also be 
incorporated, if you can BEEP l t, you can include 
l t. 

Ano lher unique fec1 lure of APT i :. the l,1c1y that it 
con tro ls the log l c of the adven lur e qarue • Rather 
them being fi xed, thi:. is control-led b1J tuo 
progrcun ~. , l,1r it ten in APT BASIC. These progrcm1s are 
prc1v l ded 1..1 l t~1 the k i t 1 but you con add tc• or 
change the111 ln order' to include cm1J nu111ber of 
extra feet lures in to your 9cm1e. Two progrcrn1s are 
used in order to allot.1 APT to offer real-time 
facl l l ties to a garue. One program ls involve.d 1..1\lh 
responding to a players cororncmd, this on lll runs 
llhen such ct cc•rnmcmd l S· CK tucd l 1::1 rr1c1de ,' The - other 
progr mo i :. run, c1bout once a secc•nd, all the t irne 
the gcm1e is runn i ng. This provide~ the con t.ro l of 
counters and flags that are used to operate all 
the recd tirt1e events in the gmr1e, :uch cts movement 
of erect tur e:., contra l of burri i rig obj t:c ts or other, 
' rcmdc1111' even ls. 

APT includes cm lnte l 1 igent pcwser", thc1t al lm.is 
the pl a•Jer- to en ler cornrucmds in abbrev i a led fo1-m , 
opt i onct l la: t coro1t1cmd rec a l l , au tc• rna t i c freeze 
screen if too much text is output at one go, garue 
rnvelres tore to any media you wont , a voccibu l ary 
of up to 4(196 words 1 up to 25~· local lc•nc;. and 256 
c•t·jects, virluctll._i unllrnlted mi;:<;<;C1~e:. ... I ccm't 
really begin lo list all the fea tures here. 
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APT is ava i lab le through Shadow Games , and the 
pr· ice Vat' i e:. depending on hol-1 rnuch of the kl t you 
\JCtnl. ~he ceor11plele kit ls considerably les.:. than 
£50 and ls m1c1 i lob le on mi crodr l ve ( :. l x c•f them) 
or an a single 3,5" disk (and there isn't too much 
space left on that). The kit \:. suppl led with 
extensive documen tat ion and 1 of course, fu l l 
backup service in the unl i~:ely event of your 
having dlfflculUes with any of it. 

If you l.1an t more i nforma U ein, pl ease contact 
Shadow Garnes di rec Uy, the address is : 

ShadolJ Games 
Moo1·y Park 
~leffreys ton 
l<i lgetty 
DYFED 
SA68 0RT 
Cymru 

Steve Sutton, January, 1988. 

CONVERTING GAMES TO DISC OPERATION 
It is to be l.le l corned that QLAF g l ves. de la i ls of 
the like l lhood of converting each of the rev lewed 
garoes to disc opera ti on , s l nee QL ~lorl d and Quan ta 
rarely mention . such mc1l ters in their rev ie~Js. 
However R l chard A l exander· l mp l l es l n OLAF 1 that 
he does not use a progrm11 or too lk i l lo help 
change the c1dven tur es to running fr om d l sc • This 
ls qu l te reasonc1b le of cour:.e, since the author:. 
and publishers. of the garnes should provide clone 
progrcims to do the job fcor us.. The problem is U1a t 
often they do not pro•Jide such ct clone utility, 
and even worse they in:.u l t our integrity bid using 
roe thods of cop\,! protection l.•h i ch requ ire the use 
of the or lg ina l cartridge as a key lo load their 
garoes. Several of the games rev iel.ted so far hc1ve 
requ l red the ke\,l cnr tr i dge to be pl aced in 
ml crodr i ve 2 ectch t l we the ad\•en lure is l N1ded, In 
order to com1ert :.uch gmoes to SINGLE dis.c 
oper a U on ( ~1he ther 5. 25 inch or 3, 5 l nch) a copy 
utility is needed. 

The program I have found of mos. t u: e in copying 
from cartridge lo disc ls Zi lets.oft Lll : 's 41kitter·, 
b1:1 Steve Jones. Though I have not. u:.ed an1:1 of the 
o lher c lone u ti l i U es c1d•,.•er-t is ed l n OL l,lor l d, I 
under : land tha l mo:. l of them lJ i l l : l111p ly make cm 
exetd copy of the key rndr ldge, wh \ch must be 
placed in mdv2_ as. u<:.ucd , 4tla tter goe:. much 
further than this ln pr ov id lng routines le• ass.ls t 
in running progr ams from a s l ng le disc (FLP c•r 

·FOi :). To put it s imply, not only should 411c1tter be 
ab le lo chan9e al l ref er enc es l n an adven lure 
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(1.1helher Superbas le or machine code) from say 
mdv1_ to flpl_, but i l should be able lo foot the 
garne into thinking that the origincd cartridge is 
l n mdv2_ l,1hen in foct lt ls qu l te ernp ty ! How it 
does thi.s is cover·ed qui le adequately in the 
program's many help screens • 

To g l ve an exarnp le, rec en ll y purchased a 
database program published b1J Sinclair which would 
have required the use of three carlr l dges lo 
operate. An origincd ccff·tridge l.Jcts required in 
mdv2_ as. ct loading key, cmd backups of the program 
cartridge and the dc1 la cartridge had lo be swapped 
ln and out of mdvl_. Heedless to say, 411atler 
al lo~Jed the programs to run fron·1 a single disc ln 
flpl_ with no key ln mdv2_. I have had 100% 
success in removing the need to use or· lg incd 
carlr ldge:, mcmy of wh lch Ctt' e qu l te expensive and 
almost impossible lo replace if damaged. 

Mi th such uli l i ties available several of the 
popular methods of softwe1re protection are a 
nuisance only for the 30 minutes or so it takes to 
fu l l y depro tect them. I hope th ls w i l l encourage 
adventure game authors to rely on other methods of 
pro tee ting the i r creations, e~.pec i al l y copyr l gh t 
l a1,1. Incorporating a user number or narne and 
address of the purchase!' ln ectch copy sold ls an 
acceplab le method of protection as it would al 101,J 
the source of any pl ra le cop l es of a garr1e to be 
identified. Two other changes to pub l i she rs· 
pol lc les l-'OU ld help d l scc•urage p lrocy. 
(i) Supply c1dventure games in all formats of disc 
and cartridge. 
( i l) Reduce l~1e pr ice of the games. Adventures 
1.1rltlen using The Quill are cMlilable al £1.99 
each on the Spectrum, Commodore, etc. £5 .00 -
£6 • 00 wc•u l d not be unree1sonab le for such garnes on 
cartridge or disc (many discs are CHEAPER than 
car tr l dges ! ) , and :.hou l d ctppectl to a greater 
number of QL etdventur·er·s. 

Michael L. Jackson 



THE PAWN: CLUES. PART TWO 
At the end of the clues (n QLAF1 I left you 
hciving, or rather giving et drink to Jerry Lee 
Lewis • From his room go sou th and east , If you' re 
carrying the 1..1ral te you' l l not be able to proceed 
further unless its light (s hidden, From here (ts 
a sharp north into a cavern full of powerful 
demons • If you lJan t to look ( n the fridge , do sa1.1e 
your posi Uon first, simi larlv if you lJish to go 
back the way you came. Eastwards l ies your goal : 
Hell. 

Surprise! Yes old Hick rules the roost here. And 
he 's got the solution to your problems w i th Kronos 
- so ask hlm for the low-dolm on the wizard and, 
while you're at lt, see lf he'll enl(ghlen you 
w l th regcirds the: wristband . Generously he: give:<:. a 
crys ta l bottle and then bani shes you from h ( s 
realm back to the high ledge. A little light will 
help here and now you can face the dragon. 

In the d(rnly-lit cave there's a bundle of treasure 
w i th a cu le dragon rubbing his turn at the prospect 
of lunch - yo1J ! Those shadows could do with sor1ie 
l l lumlnatlon and the dragon needs a l l ttle 
guldance before he'll look (nto them. How whilst 
the dragon gc0r9es hin1:elf on those hobbit'E. yc0u can 
rush off into the mag iclan' s cave and bung him a 
little dev l l's brelJ. The ensuing rne'Es can be 
ctecmed up with wlth su(rt frorn the aerosoul. 
Having vacated his ve:s tmen t 'E·, you can 1..1ear them 
yourse l f - as the dragon recognises Kronos by 
thern. That wand loks handy too. And exit south 
pronto, Alternatively iJou can go north and fly 
back to he l l on that handy s l cib , prov l ded you' re 
not carry lng excess baggage. Wh lchever old 14 ick 
would l i ke the aerosou l. 

Back in he l l sho1.J the Devi l the aereosou l and lo, 
tr1e wr is tbo:md van l shes • Don' t hang cwound to 
d l scus s tr1e weather - scoot! Re tre1ce your steps, 
pe1st the porter, but do get your rope before 
clir11blng it. F:lght lJe have a little gcwdenlng to 
do before finishing so, fol lo~Jlng the book let 
plant the plant in the pot wltr1 the tro~1el. 1101..1, 
back to the rnountalns - it is a chore isn't it -
ctnd tack le ti 10<: e per spe:x door~ . Rns1,Jer the 
questlon truthfully and you'll be re1,mrded b1J the 
progrcirnme:rs lJ i th a listing. This r1eeds to be 
debugged. Once that i ~. done you' 1..•e fl n i shed and . 
can sc1fely lJander c1round the gcm1e lJl thout 
r1lndrcmce. If the princess hcl':. not b.::en r·e~cued , 

you can take: hff back, but I doubt if you' l l be 
rewar·ded. 

That ' s your lot , I l h ink • If I ' 1..•e l.:: f't some th in·~ 
out, do le: l l rne, or drcop a line to the help-line. 
But if you ~mnt to pla1J Guild of Thie1,1es or 
Jlnxte:r, you'll hove le• buy cmeolher rr1ctchlne! 

Richard. 
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MORDON'S QUEST - HINTS PT2 

Fol lowin9 on from the hints in QLAF1, we cor11e to 
the next sta9e of solving this adventure. This 
concerns the notor lous under~ialer· section. One: has , 
to solve this part before being able to complete 
the game and as it is a self-contained section it " 
can be done in one go, 

Fl rs tl y you ha1..1e to come out of the cy l ( nder on to 
a beach to the north. If you don't there ls little 
point exploring the Roman section at this stage -
except to get an ldea of what hawrds l le ahead. 
From the beach you head for the boat and then Down 
lo pick a v l ta l piece of equ lpment. Thence north 
through a tunnel until you get lo the ocean bed. 
Fror11 here you hcive to he•:id SE le• the oy: ter bed 
and then Up into the slimy area. From here go the 
clear areci cmd Omm to the garden. North and East 
u i l l take you to the air suppl 1J for the aqualung. 

How, re frace y•)Ur "steps" and re tr leve the peal'l 
and back to the ocecm bed. From here you ha•Je lo 
go Hor th through the Wha le , a wreck and a tunnne l 
lo the bot torn of a well, picking up good les on the 
way. The octopus won't see you ln the dark. At the 
uel l l t is best not rush up or you'll gel the 
bends so hang oround a coup le of goes, Right now 
you cccn go up and g i ve: the superr1er·o something to 
read. This'll give you a paint spray and help 
yourself to the control uhllst. you're at it. 

Fror1i here l t 's a ~. tra ight run back to the beach, 
taking the sar1ie precautions as on your wc1y to the 
workshop and th.:nce to the cy l i.nd.:r, ~ihere I shall 
leave you to cont lnue exp lor lng unl l l the next 
l ssue of C!LAF . (If you can't wait r·ead S inc lair 
User for Sep ternber 1987, to whom thanks.) 

Richard. 



Dear R i chcH'd, 
Congratulations on the first edi lion of QLAF, 

? lc•ng mc1y l t reign! 
Mow, in a bld to conlrlbute to the magazine, 

_,,, ra lher than j us l er lb answers from i l, I have sen l 
off lo Mict odrlve Exchcmge ln order lo review cmd 
(hopefully) give hlnts fcir some of the progr ahimes 
that mc:uJ appea l to QLAF . The1J are: Ste l l ar is, 
l,1h lch seems to be a comb lncttion of adventure cmd 
simulation; The Double, ~Jhi. ch appeals to me 
greatly since it involves plct1Jlng the part of a 
soccer manager gu l d l ng h ls team lo League and Cup 
success by buying the right players, boosting the 
team's morale and winning. 
Knm,1 l ng my luck I ' l l end up as manager of 
HCll'tlepool and the only WWJ I shall win ls b1:1 
tying the opponen l -:. ' bootlace-:. together ! Adven lure 
Playtime looks qui le fun and the fourth programme 
ls the mc•re conventional dungeon-type adventure, 
w l th the aptly named ti Ue of Dungeons. 
So hopefully in the l.•lntry months. that seem 
cer la l n to descend on us cm1J moment l n East 
Cheshire I will be gainfully employed reviewing 
and hinting for QLAF. 
In the mean t i me I sha l l be hav i ng another look at 
the three adven tut'es I have hi therto been stuck 
on, trying to make some progress before the next 
edition of QLAF arrives. You could be gelling a 
phone call or two! 
I li:.c•k forward to rece iv ln9 QLAF 2 ln due course 
on this mdv.Besl wishes for No.2 ••• 

Shane tlcGcirvey 

PS Feel free lo use this letter in your letters 
column or wherever it suits you. 

Dear Richard, 
Thanks very much fot' the cop1J of QLAF 1 , Sorry to 
-:.ee lha t you di dn' t manage to do l l on Cl des~: top 
pub l i shet', but it is q1.J i te understandable as I 
al so average 2-3 hours per page using Page 
Designer. 

Wh(~t is 111ore lruport.ant is the content, and QLAF 
seems set to cover terr· i tory large l y l gnored by QL 
LJor ld and Quanta. E1,,•en Popular Cor~puting Weekly 

~ seer11s to have C1bcmdoned l t-: Adventure He 1.p l lne in 
the recent l ssue ·~ I have seen. 

I enc lo-: e your cat'lr l dge , on wh lch are a couple of 
t'ev l et1: (pr In led copies cd: o enclosed) • If I hc1ve 
t i.r11e I ~' l l l put one or mot' e co111p i led ad1,1eril.ures on 
the cartridge as well. 

The idea of prc0duc i ng a 1-•cirgmoe be ll.1een : ever·a l 
reader's of QLAF appeals to me, as I was once a 
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very keen l.1argc101er. I don' t know 1-1ha t I could 
con tr i bu le , though I have a degree in Modern 
Hi-:tory cmd <:hc·uld be able to check the 
authenticity of several wars. 

I have a 3.5 inch disc drive and would be pleased 
l.o review programs subm i t led lo you on such di. scs 
if you C•::mno t use them o ther~J i se . 

Good luck with future issues of QLAF. 

Yours sincerely, 
Michael L. Jackson 

-. -. -The latest issue of QL Foruro contains an adventure 
created using the QUILL adventure system. Cal led 
"Farce", it is written by Ian Brunllett, who 
produces QL Forum. 

The adventure itself is not very easy, and is full 
of sudden death traps , adm l tted l y we l l 
sign-posted! Fortunately the game re-starts 
q•.J lck l y , so that one can learn from one ' s 
mis takes. Th ls ls yet another in a long line of 
spoof ad•.,ientures . Is this a sign thc1l people flnd 
the "trad It l ona l" adven lures too unre(t l is tic to 
take seriously? 

Anyway this one is well worth its price (free!) 
and ls available, l,1\th tt'1e rest of QL Forum for 
50p and a blank mdv_ from Ian at 25, The Broadway, 
H l gh Barnes, Sunder land, Tyne and Wear 1 SR4 8LP , 
England. Ian ~ielcomes contributions in the form of 
prog<: , supet'bcts l c_ex tns, reviews and gmoe:., so 
readers who want to get their ad1,,•en lures tes led 
ccm send them to Ian to put on future forums (or 
to Quanta for that matter). 

In the roe cm n me if cmy•:>ne can tel l n1e hNJ to get. 
in to the woc•derr hut to the west of the obe l l sk I · d 
be grat.efu l, and Cf use for· the dr i fhiood and 
la:agne 1_ic1uld be u:eful. One could grumble about 
one or two poi n l ~ : dr i flwood i sn' t recogn i sed , you 
have to use '\1ood" ln:. lead; and I don' l like 
hidden paths vet' y much e i ther - espec i Cl l l y in the 
first (land) loi:ation. Sll l l th l: ls a fir' :.t 
at. I.erupt at ad•,ienl.ur·e wr· l t lng cmd :hotis ho1,i the 
QUILL can be u:ed. 

Richard. 

P.S. I ' d just like to register m•~ displeasure at 
flndlng a crude drmJing pr·ograro on OL Forum tl3 1 

wh lch pur-port s to d l splay a ser les of feroa les 
(naroed) in su imsu its. Isn't it Uroe that rna le 
cc•mpu ter u: et' <: gre•.J up! 
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NEW HORIZON 

On tht: bc1ek of Quan ta vol 2/ 4 , 11WJ 1995, there was 
cm advert from l~ew Horlzons Sofhiar·e adverUslng a 
range of c1dven lures • 0 id an1Jone ever buy any of 
these as they no longer seem to be in business and 
my at tempts to contc1ct the111 c1ppear to hllve fal led? 

Listed as belng available were the following 
adventures: 
Strcmded 
Dungeon 
Golden ChC1 l lee 
Damien 
Elf in l,JwJ 
MC1rtian Affa lr 
8ec1con Adven lure 

All were at £10.00 el'.lch. if anyone has got a coptJ 
of any of the ·~e or knows where to gel hold of them 
- l f l ndeed the1J were ever produced - pl ease wr l le 
to the editor. If I can get per-ml ss ion from the 
copyr l gh t ho l ders of these gar1\es I 'd l l ke to 
re- introduce thern into c lrcu latlon - hopefully at 
a much reduced pr lee. Ne1.i Hor lzon · s address used 
to be Four W l nds , Cum Lane , Roger·s tone, Newport , 
G~ient, Cy!iirU, llP1 9AF. 

SMALL ADS 

ALAI~ PH18ERTON WILL BE HAPPY TO SUPPLY COF'IES OF 
80TH OF HIS ADlJEtlTIJl\:ES: "AOUEllTUl\:E PLAYTIME" ANO 
"FROl'l THE TOWER OF VALAGOtf' TO ANY READERS WHO 
SEtlOS A BLAIU( FORt1ATTED 110l,1_ (FOR EACH TITLE 
REQUIRED) AllO A~l S.A.E •• PLEASE l'lENTIOt~ THAT YOU 
SALJ THE OFFER rn QLAF. (ALTHOUGH ALAI~ OIDW T 
t1ENTIOI~ IT' ~·ou COULD ALSO SEND HIM A 50P OR £1 .00 
corn FOR HIS TROUBLES) 

AL All PE118ERTOtl, 1 E. ,COl1ISTOtl TEl\:f\'.ACE, 110PtntlGSIOE, 
EDillBURGH, EHHl E.RH, SCOTLAl~D • 

QUANTA ADVENTURES 

Tho~.e of you 1.Jho ewe rnernber·s of G!URtlTR, cmd ~hwne 

on those who ar' en't, will kno1,J thc1t it niarntcnns a 
lor·ge l ibr·ory of free or very checip ~oftwcwe . L.lhcit. 
you may not real l se is tha l in the library ore 
several odven lures, I've l ls led be 1.w those 
adventur'ii currently liit~d on l~1e librilr' y guide 
(guide co-:t-: £5.50 if you hc11)en't. ho:id one 
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previously). I've pla1Jed most of them cmd the1/re 
qu l le good, ceda inly better· them Treasur-e Hunt 
that sorne QL s had as a freeb le , ond wou l d ml'.lke an 
excellent introduction to adventuring if you're 
new to the genre. 

What ls qui le nice about these ad1Jentures ls thC1t 
for the most part they are wr l t ten in BASIC, so 
that you con break Into the111 or copy them to icr _ 
or ser 1. t1lnd you, even if you do so, l t' l l s U l l 
take you hours to work out the "cheats" wa1J to do 
th lngs: l t may just be qu lcker to play the game. 
1·~1 not sure if it's worth do.lng individual 
rev l ews and h ( n ts for these games as they' re so 
checip and can be got at. However if you are stuck 
or would like to review any of them, let us know. 

HACK, Sok en Disk 02 (no charge) 
QUEST, ShmJ 0 l sk 05 (no charge) 
WORl1, B ladon 0 l sk 06 (no charge) 
WORMC, Bli:1don (inc Picsl + 2) Disk 07 (£1.00) 
VALLEY, tlethley · Disk 06 (no charge) 
COLOSSAL CAUE, Crowther 8' Woods Dlsk 08 (£6.00) 
JEWEL, Bladon Disk 09 (£2.00) 
ADVENTURE, Ucm Loenen Disk 09 (£:4. 00) 

Si mu latlc.ns: 
t1At~AGAt1E , Sa l m i Disk 12 (no charge) 

' N.8. charges relate to Cin entire disk's contents, 
cmd l f lher·e' s more than one c1dven tur·e on a d ts!<, 
you only pay a single charge. There is a different 
set of tar lffs for r~d1)_ carts. You lilWJ be lucky 
enough to gel what y•)U want on a rndv_ wl thout any 
op ti on chc1r ges on l t. 

QURllTA rr1e111bersh lp: E:r· lan Pa in, 24 Oxford Street,~ 

Stony Stratford, 11l l ton Keynes, t·1Kl 1 1JU (Tel: 
0908-564271) 

You' l l hcMe to join to get. the benef l ts of 
merubersh l p , so IJOU uon' t be able lo get cop l es of , 
C!URllTA sof lww··e, l nc l ud l n9 the ad•Jen tur' e': , etc 
above, any other way . 

Richard. 
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