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Greetings and welcome to the cecond issue of QL
Adventurers' Forum. I must admit to being very
pleasantly <surpriced by the very favourabtle
reaction to the first issue. This second issue has
several smaller pieces left over from the first
issue plus some articles, reviews and letters sent
in by readers. I'm plessed to see that we have
articles on both the OL Adventure systems
commercially availoble, GQuill and APT, plus some
d-i-y hints for those using SuperBASIC.

This issue also has come correspondence betueen
Jovid Sustems ond myself regarding their "Dork
Side of the Moon". In <cpite of my review I'd
recommend readers to qet ‘o copy themselves and
meke their oun minds up about {t. I must confecs
that my recctions to it were coloured by the
difficulty I had in getting started.

The vargome project looks Llike getting beyond the
suggestion stage and I'm currently researching the
Battles of St. Albons with a view to doing them in
collaboration with David Boyliss ond onuone else
who cares to climb aboard (v. bad pun!). 1'd
especially like to hear from artiste vho con
design o medieval typeface, the map and the tokens
for the respective armies.

I've received o copy of “Imagine" and this has
been shipped out for reviewing in the next issue.
I've only monoged o sneak preview of this before
sending it off but first impressions are very
good, with graphics ot each location showing
objects thal are remcved from the screen when wou
pick them up. Certainly o qood advert for the APT
system. Alan Femberton has kindly submitted two of
his adventures “"Adventure Playtime” and “From the
Tover of Valagon" which have also been sent out
for revieuw.

Aleo in the next issue I hope to have clues for
Dark Side of the Moon, for those of you who have «
copy and Zkul. I'd alzo like to see come hints for
Heart of Gern - especially getting cturted!! Alco
hou are pecple getting on with Nemesis, Horrordoy
and West ? Alon has qiven me some hinte for
“Adventure FPlaytime” which uses o novel "DECODE"
format, 1Ll publich these in number 3. fAs they're
in code and you con't use them unless uou have the
geme running they shouldn't spoil anybody's fun.

There have been o few new gomes iscued recently
vhich  may be of interest 1o readers:
Cridland-Holocaust  from Quantum Computing, an
Fmerican outfit - <o we can quess uhere their
politice are aty The Taliesmon, from PCBS - which
even the oauthor haz yet to finich! ond Alien

Hijack from an arcade

Moxtronics
adventure. '

vhich ie

Flease feel free to give copies of GLAF to friends
etc os all material is anti-copuright (unlese
stated otherwise in the relevant text.) At the

" current rate of production the next issue should

be out around Easter time. I've now got a
volunteer for 3.5in ditks <o will put all the
details in the next issue of uhere to get them.

If you've got o game you want to publicise or sell
do let ue know - especially details as to format,
price and oddrese. Alternatively put them in
either the Guanta library or Sinclair GL World's
mdv_ exchange. Advertising will be free in GQLAF
for- the time being - just cend o _doc file with
vhat you want included - but do keep it brief if
possible.

I hope to be co-operating with Sinclair GL Super
User Bureau in the near future - see next issue
for details.

Right that's enough oquff, remember that if you
wvent GLAFR then ¢end an s.a.e., blank medium and
S@p to Richard Alexonder, Cwm Guen Hall, Pencader,
Dufed, Cymru, SA39 9HA as coon as you like!

And let's be having them reviews, letters and
articles,

Cheers, Richard.
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DARK SIDE OF THE AGOX

This iz o text adventure from Javid Sustems and is
on special offer, of £1&, from them until January
1988, The name may indicate an Indion author or
publisher but is, in fact, on amalgomation of tuo
Englich names. The qome is attractively packaged
and the scenario ot least gets awoy from
dragon-slaying, witches, magic and all that stuff
by cetting the adventure on the Moon.

Hovever there are some things about this adventure
that gat up my nose! Firstly having louded it, and
this tokes oages even from disk, uou moy find
uourself confronted by o command porcer that
totally ignores every commend you tupe in. Why ?
Becauze you hove to tupe everuthing in copitals,
that'e why. And does the monual tell uou this,
does it hell. ALl that there is in the manual is
the comment “The computer will accept the
beginnings of some words as typed in capitals". A
quick examination of the list that follovs shous
that the parser scons the first four letters. And
that's (t. You are supposed to infer from that
cryptic comment that it OMLY accepts commands in
capitale. No on-ccreen instructions. The location
descriptions are not in copitals ond neither is
the invitation to enter o command. ALl in all o
sloppy piece of work. Grrrrr!

My next agripe cobncerns the other crew membere, The
manual  coys  that they will help you by carrying
out tasks and carrying things for you. How kind.
But don't bother trying to communicate with them
or issue instructions ‘'coz they can't hear you.
Ho, you treat them as dumb vaiters, to have stuff
logded on and of f as required ond if you give the
right tool to the right person, ond to be fair
this cometimez hinted at, they go off ond do the
necessary action without you eaying o word. Scome
might call it "artificiagl intelligance”,

The gripes continue. The vocabulary is very poorly
thought out. One has to spend ages truing to work
out the correct vording for the cimplest command.
- Truing to get the "Jet-Pack" fails, it hus to be
- "Jet", and <o on. Given the complex nature of many
of the objects dezcribed I would have thought that
more synonume should hose been provided to make
life a little bit eazier for the plauer. It ic
immensely  frustrating ond  of f-putting to
constantly have to etruggle with vocatulary., The
problems should be the puzzlez, not the wording
of accessible objects,

Another grumble, One <pends most of the first
phase, apart  from suearing, aqathering the
necessary bite and pieces together for  your
journey to the moonbuze and subsequent battles,
‘You have to qo through laboricus procedures to qet
all the clothing oand vear it, get the bugoy and

trailer etc. ond finally proceed through aon
air-lock, Fire in iteelf but the other characters
walk out onto the moon surface straight from bed,
in one case, without ony such equipment. Either
they should be described os going through the
motions or your character chouldn't be singled
out. As o result I was unoware that the other
characters vere coming out of the space craft with
me until too late, necessitating the leaving
behind of valuable items., Uell that shouldn't be
too bad, should it ? Well it is if your position
is saved automatically for you as uyou pass from
Phase 1 to Phase 2 (end yes there is o password
needed as well!) so if you make o mistake there it
meons starting oll over aguin., And with four
phases to get through that compounds the problems.

Right uwhat of the game itself, apart from all the
above grumbles. Mapping the spuceship is easy and
the “"puzzles" there are eusy too. In foact one
could argue that the uvhole phase is unnecessary
except to get you used to the stule of the game
and the problems. Whizzing around the moon surface
is ripping fun, full of places vhere uou can ureck
the buggy. Mupping is o nuisance. No neat grids
here, uou have to leave plenty of space around the
"central” locations to allow for the nooks and
crannies to be explored and mopped, otherwise your
mep will become o mess. There is, of course, d
meze. And if wour stuck in it, the way out is to
follow the descriptions. 1 shan't say more.
(Tharks to Javid Sustems for the hint!) Another
grumble, when describing your inventory it lists
what you are wvearing tuwice and counte both items
us being coarried. As you have to keep your space
suit, helmet ond boots on all the time you can
only carry  three more items. Again sloppiness
monifested.

However, 1 muzt thank Jovid Sustems for kindly
sending me o review copy of their gume, complete
with covering letter and hinte cheet, (You didn't
think I'd got as four as Phaze 2 all on my oun did
wou 7) I wish 1 could be more complimentary about
their product, and perhaps being forewarned, uou
might find it more friendly, knowing of the above
problems, and therefore able to get straight into
the adveriiure itzelf. At f£16 it'c one of the
cheaper GL adventurez and if uou want to get auay
from the more traditionol scendarios you may find
it to uyour liking. Ferhops o loter edition of the
QUILL would result in an improved product ?

Richard.
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JAVID LETTER: RE DARK SIDE OF THE MOON

Dear Richard,

Thank you for your recent letier and review. 1
nust admit to being @ little disuppointed about
the omount of <cpace devoted to complauints, as
against hardly any good points. We did have a line
of progrom vhich cutomatically turned the commands
into copitals, but we deleted all the poke
commands which "had been giving us a lot of
problems ond omitted to put this one buck in. Ue
should have mode more of this in the manual, but
ve still feel our manual has o lot of detailed
compared to other gumes for the OL. We have now
added this to the munuals. Ve fesl our vocabulary
ie reusoncbly extensive, o I'm sure that most
players would think to write "Take Jet", instecd
of "Take Jet Pack" or "Take Gun" insteud of "Toke
Laser Gun", as it is preferable to have shorter
sentences. The totlal program is .cround 468K
already ond to put in every combination of object
descriptions etc would moke it even longer. This
also applies to the question of communicating with
the other characters. I feel you should buse your
reviey against other text adventures for the
PL(1), most of which do nmot include speech, so I
don't think most adventure players would expect
this, Our characters toke four more actions in the
qume than most other odventures for the GL ond I
enjoyed Zkul and West just as much.(2)

It is my opinion that most adventure plauers enjoy
the problem solving most and expect to tuke weeks
or months solving the game, uvhich gives good value
for money. This gume took us 2 years to write und
so far oadvertizing ond production costs have
omounted to neraly £55008. As o result of this
expenditure we have sold only 68 games during the
pust 12 months, so it is no surprise to me that
there are not more gumesz for the OL of a high
standard. (3)

You have complained about FPhaze 1 being too easy,
but we wlready stuted that in our monual and that
logically you would not expect your oun space ship
to contain too mouny  problemsz. The laborious
procedures wedaring space suit ond helmet are all
intended to add remslity, as reul astronauts would
have all this extra work to do on the Moon and the
ploger nust be cuare that he ic travelling in o
hostile environment. (4)

Hopping s also part of the fun and I don't see
why you put this in as an objection when you have
to follow this procedure in any other gune.(S)
There i¢ o mep that we have followed in joining
the locations, so it must be possible to muke un

accurate one, but I suggest that you have only
given thiz o short time.

“I'm afraid that I don't quite understand your

point obout leaving valusble things behind when
uou lesve the craft. If the characters are
carrying them, then they will bring them through
with you. Alternatively, there is enough room in
the trailer., Houever, any problems like this would
be alleviated by using the "Save" command before
leaving the ship, which I think would be stoundard
procedure for most players.(6)

However, I must accept uour criticiems, as it'e
very hurd to be objective about something you've
spent cuch o long time on.

Yours faithfully,
David Colyer
Editor's comments:

(1) Given the paucity of OL software, I don't
think there is o stoandurd to meazure text
adventures aguinst (The Pawn, Zkul?) - 1'd rather
judge each on its merits or demerits.

(2) Thiz is a totul non sequitor

(3) See 2! Without being too crusl, I feel one
cshould point out that the cum of money invezted in
o product doe:z not necessarily give o clue to its
quality. It nmust be heart-breaking to invest <o
nuch money for so little return.

(40 My point here is that the character under
cone's control is the OHLY one to be required to go
through all this rignarole, vhich is not realistic
s the other characterse wonder onto the HMoon
without helmets or zuits - or perhops they were
vearing them all the time. A simple piece of text
revealing thut as they enter the air-lock they had
put on their gemr would hoave helped. Az it was I
didn't reulize they too were able to leave the
Space Craft, (Or ic that TOO realistic?)

(5) I have no objection to mopping in itself -
having moapped both  Lords of Midnight and
Doomdurk's revenge on the Speccy - not to mention
londs of other adventures, mupping I quite enjoy.
Vhat I don't like are adventures uhere the text
gives no idey of scale. UWhilst I don't expect
adventures to be bazed on o strict square grid - |1
don't like huving to redrow maps several time:z due
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JAVID LETTER: KE DIARK SIDE OF THE MOON

to new “"spuces” opening up in the mop. This is not
to say thut one couldn't truce the map of Durk
Side accurutely - once you had the mup. Surely, if
ve're talking “realism”, o moon bugoy would have
proper mapping fucilities onboard anyuay.

() My comments under (4) above explain my
confusion as to the other characters. Yes one
should save frequently, but saving on the last
location iz o pain - as one hus to then load the
next section, see vhat has happened, if you've got
it wrong, reloud the previous phase and reloud
your saved position. 0.K. it's part of adventuring
to save/load often. Personally I'd prefer to be
stopped at the end of a phase if I hadn't got
everything right - but I can see circumstonces
vhen this isn't or wouldn't be so much fun.

Anyway I've had tuwo bites at the cherry. If anyone
else has played Duark Side then I'd like to hear
your opinions too. Alternatively if you need any
help, I've still got Javid System's help sheet to
hand.

Richurd.
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Funfear

Although this has  yet to  be released, I
understand that TK Softuare will be bringing this
out on their Talent+ label. I have written a.
review of this, the second epiccde in the
Dennie the Duwarf sagu, bused on o pre-production
copu. This time the scene is a circus, rather thon .,
a Hunmer film-set, slightly reminiscent of the old
Spectrum adventure "Circus” = although this should
not be thought of as a direct spoof of that title. .

This is another tuwo part text adventure, which
runs happily from disk, coming, like Horrorday,
vith its oun boot prog that allows you to choose
vhich part uou want to play. The vocabulary is
0.K. so far, although it is always difficult to
say until one has solved all the adventure, as
it can sometimes be the caze that puzzles and
interaction with other characters is easier than
one realises if you haven't sorted out the way to
do it.

Unlike the earlier adventure, Dennis is this
time accompanied by his friend, ‘'Enry ELf, who
apparently has wings. Exploring the funfair is
quite straight-forward, allowing one to be lulled
into a falce cense of security, until one stumbles
upon the off-duty Frecks. However this is not o
censible adventure - although I think the reviewer
in GL World was overstating it when recommending
leaving one's braine behind vhen playing this - as
brains will indeed be required to solve (t,
especially if you haven't been sent a complele
solution and mup to help review it. Like Mert's
earlier game this locks like being sensible
geographically, and the problems are "realistic”
even if scme of the objects are o little silly.
Still when was the last time uou sauw a duarf (i.e.
a mythological creature, not o person of
diminished stature) and an elf walking round o
funfair?

As this game has yet to be relessed I won't be
giving any hints in this issue, especially as I
have uet to finich it. Hovever, 1 coan recommend
this game to all GL adventurers, unless they are
offended by the idea of an elf throwing up on the
Big Wheel.

If, by any chunce, you conplete this before the
third iscue of this moguzine comes out, I'd like
to see any maps you drav, und if you find a woy of
getting pazt the troapdoor in the Crazy House 1°d
appreciate it. (I wonder why the three fool bath
plug doesn't cover it7) :

Richard.
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SUPERBASIC ADYENTURE WRITING

For some of wus, wundoubtedly o masochistic
minority, there is more enjoyment to be guined
from writing odventures than ectually ploying
them. To satisfy this unnotural desire, a number
of wadventure creating wutilities has become
available, and for the GL these include the Quill
(from Gilsoft) and APT (from Shadou Gumes) .

Houever, theze tuo utilities are relatively recent
additions to the OL adventure uriter's armoury -
previously we were left to code our oun unuided.
This was not such o bad situation as it might
zeem, since we OL owners have access to a very
flexible alternative, nomely SuperBARSIC,

At this stoge, and 1 hope uyou're not totally
devastoted, I feel I must reveal that you won't be
able to create the next "Pawn" using SuperBASIC,
but if you're not averse to playing God, you will
have the opportunity to create ycur oun pet
universe ond hoave complete control over houw it
works,

Where to stort...

How if you have the inclingtion to write your oun
BRSIC adventure uou might already have hod a stab
at it, but even if you haven't, uou will find that
most of the fun (and if it isn't fun - don't
bother) comes from finding your oun way of getting
it to work. For thut reason (not to mention time,
effort, space, elc.) I do no intend to go into the
nitty gritty and dezcribe o complete <ckeleton
sustem in detail, but some general suogestions and
guidelines won't spoil the fun too much.

What is an adventure?

0Ky g0 we all know the answer to that one, but how
do ve get the plouer input into the computer,
decipher it, create the illuzion that the computer
understands it, and give an appropriate responze?
Most adventures oppear to do that along the lires
Gtiess

o) Get plauer input

b) Decode input.

c) Toke appropriate action

d) Perform any inputl independent actions
e) Go back to @)

I intend to work through the firet tun items on
the list, effectively what i knoun as the FARSER,
but if there i¢ o demond 1 will discuse the other
itenz in onother article, or maybe another
enthusicet will have something to sou on the
subject.

.Time to get technical

o) Get Flayer Input -

This can be o simple "INFUT sentencel” to take
the vhole player input into the string varicble
"centenced”. That would be encugh to be going on
with, but ideally a fully error-trepped routine

" would be desirable (exomples of this sort appear

regularly in computer maguzines and books) .

b) Decode Input

Before rushing heudlong into this section, we
must pause and decide how complex the parsing will
be. For example, the Quill looks only for the
first tuo words in the sentence that are included
in the vocabulery, ignoring all others. This is
obviously the minimum requirement, bit it works
quite vell for the usual “"verb - noun" type of
adventuring.

Right, firet of all ve need to split the sentence
into ile comporent words ond ctore them in an
oppropriate array (soy, “"wordst()"). Then each
word is checked off against the vocabulary (o DATA
list containing the words recognised by the
program, each of which - ignoring synonums = has a
unique number) until o word iz recognised. If it
is the first word recognised, then "wordl" is made
equal to the number of the word from the
vocabulary, otherwise “word2" is assigned that
value. Having worked out the essence of what the
player vante to do, we con qive an oppropriate
response.

The excmple progran

LOAD the proaram “"parser_bus" ond exomine the
listing (best dore from MOCE 8).
The important procedures are
"assign_values”,

"get_vords" and

"get_words" - Hotice how the FOR - EHD FOR loop
(lines 260 to 370) chops up the sentence by
locking for spaces (CHRY 32),

"geeign_values” - This procedure runs through the
vocubulary wuntil two of the input words are
recognised, or the words run out.

Look at the wocabulary then run the program and
try some inputs, Motz houw the "full vercion” of
each vord is given in o DATA statement ot 10060 +
the numerical value of the word. You could eazily
alter and odd new words to the wocabulary
(remsubering to put in  an appropr iote
"tranzlation”) and tru them cut.

Thie custem for cemrching the vocabulary works OK
with ¢ relatively small runber of words, but with
o larger number, it will begin to take quite some
time. You could try eplitting the dictionary into
26 alphabetical <cections, o that knowing the
initial letter of any word, uou reed only search
ore emallich cection,
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Thiz Llisting chould hove provided come food for 570 DEFine PROCedure ok
thought, ond possiblu make the basis of an 580 IF word2=0 THEN

adventure system. UWhy not try it and see? 590 IF wordl1>1608 THEN PRINT "You cun't do that to
"stransd (ordi)\:
Happy adventure wuriting! RETurn ¢ REMark - NO VERE RECOGMISED
€08 PRINT "You "jtrans®(uordl)\: REMurk YOU DO
Alan Pemberton . SOMETHING
610 ELSE
160 REMark SIMFLE PARSER £28 FRINT "You "jtrans®(uordl) !transs (word2)\:
118 REMark ALAN PEMBERTON REMark YOU DO SOMETHING TO  SOMETHING/BODY
126 €30 END IF
136 dictionary=950@: tranz lations=1060a €40 END DEFine ok
149 CLS:CLSH#B €50
ey 668 DEFine FuMction trans®(x)
168 REPent parse 670 LOCal x%
178 qet_uvords ) 680 RESTORE translations+x
188 azzign_values 698 READ x%:RETurn x%
196 IF wordi=@ AHD word2=0 THEN PRINT 76@ END [EF ine
"Purdon???" :ELSE ok 9500 REMark ¥ii¥ vocabulary ¥¥i¥
195 PRINT 951@ DATA "nort”,1
260 END REPeat parse 9515 DATA "n",1
218 9520 DATA "sout",2
220 DEFina PROCedure get_words 9525 DATA "s",2
238 DIM vords$(15,4) 1start_slice=1: 953@ DATA “east”,3
no_words=0: lust=32 9535 DATA "e”,3
249  INPUT =entence$ v 9548 DATA "west” 4
258 sentence¥=sentencedd" 9545 DATR "v",4
268 FOR num=1 TO LEM(sentence%) 955@ DATA “get”,11
2780 letter=CODE (sentence$ (num)) 9555 DRTA "toke",11
288 IF letter=22 AND last<{>32 THEM 9568 DATA "exam™,12
290 no_words=no_uords+1 9565 DATA "look",12
360 end_s lice=num-1 9567 DATA "1",12
316 wordst (no_uords)=sentencet (start_slice TD 9570 DATA "drop”,13
end_slice) 9572 REMark = You can have as many synonyms os
326 start_slice=num+l uou like,
J38 ELSE 9575 DATA "kill",14
340 IF letter=32 AND last=32 THEN 9580 DATA "atta”,14
ctart_slice=num+i \ 9585 DATA “"slay”,14
358  END IF 9598 DRTA "murd",14
3@ lust=letter 9595 DATA "muti”,14
3768 EHD FOR rum 9597 REMark - Mames of OBJECTS have values 181 -
320 END DEFine get_vords 200
390 96008 DATA “swor",181
460 DEF ine PROCedure assign_values 9665 DATA " lamp" ,102
410 REPeat ass 9616 DATAR "qobl",183
428 vordi=@:ucrd2= 9615 DATA “orc”,103
428 FOR num=1 TO no_words 9778 DATA "!",8
44a RESTORE dictionary 9999
450 found=0a 16000 REMark ¥4¥% translations *44¥ This line must
460 REPeat loop be 16060
478 READ dictd,val 1A021 DRTA "go north”
420 IF dictt==vords%(num) THEN found=1:EXIT 16662 DATA "go south”
loop 10683 DATA "go exst”
490 IF dict$="1" THEN EXIT lcop 16664 DATA "ao west”
560 END REFeat loop 16011 DATA "take”
a6 IF found THEW last_found=num:IF 16812 DATA “examine”
vordl=0 wordl=vi | :ELSE vord2=unl 16013 DATAR "drop”
520 END FOR num 16614 DATA "attack”
533 EXIT uss 16181 DATA "o <harp <vord"”
54@ END REPeat ase 16162 DATA “the magic lamp”
558 END DEFine assign_values 18103 DATR "the hideous goblin”
SeQ s
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Decr Richard,
I've tuker the Llikertu of using white text. If
anyone else hoz used Buill with SPEEDSCREEN they
will know why!

Plesze note that the contact addrese for Samson
Softuare is

H C Billington,

Heurhan College,

Cambr idge.

not to me oz your reductions document cuggest.
Further all® cheques should be made pouable to H.C.
Billington. Also note that all Kings sent out will
now be duplicated from my copy which will moke
fixing errors (if they exist in V1.2) easier.

I cun arrange to act as o contoct point for 3172
disks if required. I'll leave the ¢orting out to
you,

The cornect 4 is now tuice as fast and o little
meanar . :

If you do set up o wargame writing commitee I will
offer my services as a programmer. As o point you
may vish to consider, if the wargume does prove to
be any good it will be moarketable. If this proves
to be the case it is worth writing it in o manner
vhich will moke it easy to port to other machines.
This will involve muking the code well documented
and moduler., I hence suggest that uou supervise
the vork quite closely as programmers tend to go
off on their cwun little tongents if not watched.
It moy even be worth considering some launguoge
more portable than BRASIC if enough people have
skill ond compliers for it.

Try as I might I cannot get king to crash. I'm not
saying I don't believe you merely that I'm having
troubles removing @ bug I can't find! I have
hovever come up with the idea that we may be
vorking from different copies of the progrom.
(Duplication is handled elsevhere.) I om thus
sending you o copy of what I believe to be the
released version. If you have time betueen your
studies I would uppreciate you trying to crash it.
If wou etill can crash it I1'ULl have to think
again!

(I did have the time, and alas I crashed it. King
v1.3 is now being developed - Ed)

I'm gorry I didn't explain uhat o finite state
automaten i T4 s really a lot simpler than it
sounds. Indeed wou have probably ploysd with a
emcell one in the 'Game of Life'. (See anu of about
28 different moguzine articles.) ]

The idea is simple that you imagine o ‘machine’
(automaton) . Nov this automaton can be in o number
of different positions (states). Hou to simplify
things you say the machine cen onluy be in o finite

number of positions. (The shreuder among uou may
guess how it got it's nome now.)

The trick ic then to have o ¢et of rules such that
if comething hoppens to o mochine when it is in a
given position it will move into « new position.

. For exanple you could have a FSA that counted

pulses and could tell vhether on odd or even
runber hod pozsed. First you need tuwo states (0DD
and EVEN). Then all uou need is two rules:

1: If o pulee comez and I'm in ODD move to EVEH

2: If a pulce comes and I'm in EVEN move to ODD.
Cot the idea? The extra idea I uzed is to have the
‘external event' as eimply a clock tick. Thus it
is possible to have many FSA's operating in
parallel vithout unwanted interference.

Right row imogine o grid (sou 18 by 16) with lots
of these little machines in. Further imagine that
each machine can  cee vhat its'  immediate
neighbours stutes are. You then have the basis for
o very clever cimulation game. For example imogine
each muchine represents S68 square yards of earth.
Further imagine that the ctate of the machine
depicts the inhobitants of the <oil. The rules
like the following help build the game.

1: If the clock ticks and I'm in state COHTRINS
ZEBRAS «nd one or more of my neighbourse are in
state CONTRINS LIONS then move to state CONTRINS
SCARED ZEBRAS.

2: If the clock ticks and I'm in stute CONTRINS
LIONS ond ore of my neighbours is in state
COHTAINS TRAPFED ZEBRAS then move to state
CONTRINS GRASS. ‘

3: If the clock ticks and I'm in state COHTAIMS
CRASS and cone of myu neighboure iz in clate
CONTRINS SCARED ZEERR then move to state CONTRINS
ZEERA

4: If clock & in CONTRINS
neighbours in CONTRINS CGRASS=@
TRAFFED ZEBRA

S: If clock & CONTRINS SCARED ZEBRA & neighbours
in COMTRINS CRASS>® then COMTRINS GRASS

SCARED ZEBRA &
then CONTRINS

These rules say that Zebras with lions near them
vill try to flee to grazs. If they can't they are
trapped and the lionz will move to them ond eut
thern. .

There are certain technical problem with getting
these beasties to run fast enough that uvou can run
hundreds of them in parallel. T will not witter on
about this unless cpecifically asked to hovever,

David A Buylice,
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WRITING YOUR OWN ADYENTURES - PART ONE

A reviey of “"Creating Adventure Programs on Your
Computer”, by Andrew Nelson, Interfoce
Publications, 1983 (236 poges, paperback).
Auailable from MPC Software, 72, Julion Road, Uest
Bridgeford, Hottingham, NG2 SAM, - £2.58,

findrew Helson's book mouy be of interest to 6L
veers wishing to write their oun adventure gumes
in Superbazic. The author covers the muin elements
in creating an adventure, including the mapping of
the fontausy world, allotment of treasures and
monsters, acquisition of food, weopons ond bootu,
combat with ghouls and aliens, and uze of mugic
amulete and troansporters. Three complete qame
listings are given for the reader to tups in and
play.

Though the progrum listings are for the IBM PC,
only o feu minor alterations are required to get
the gomes running on the @L. Specifically, the
section of the progrom which (interprets the
player's responses to prompts uses the following:
460 INPUT A% : A% LEFT$(RS,1)

=

This meuns that the ployer may input o complete
vord, such as "PICK" for "pick up the treasure”,
but the program acts only on the letter "P" and
then responds along °  the lines of :

IF A} = "P" THEN ..... (do somethina). There are
several ways of oavoiding the use of the LEFTY
keyword, not available in Superbusic, the easiest
being to leave that part of the line out. A few
other  changes are  necessary, though some
programmers moy prefer to adopt the essential
ideas of the programs but rewrite them in more
structured Superbasic, Utilities such as  the
Better Busic Expert System are cvailable to assist
. in the conversion of prograns from wversions of
Basic euch «z 2¥81/Spectrum Busic, PBBEC Basic,
Commodore Busic and Microsoft/IBNM Busic to 6L
Superbasic. Thie presente the 6L uszer with the
possibility of aquiring adventure Llistings from

severgl zources and converting them to run on the
GL.

In addition to converting the diulect of Basic,
there are o few errors in the liztings which

prevent the gomes being played correctly, The
firet gome, “"UWerewolves and Uonderer”, has on
error in the movenent tuble which prevents o valid
move being made from one particular room to the

one from which you have just emerged. Check the
data statements for rooms aguinst the movement map
in the book, Also 1 believe there is no check to

" ensure that the mogic emulet connot be used if it
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has not yet been purchazed. This means that it con
be used without having to qo to the expense of
using tregsure to buy (t! To prevent such
cheating, all that needs be done is to wdd : IF A%
"M" AHD RMULET 1 THEH.... to lines 625 and
630, I have put o version of this gume, with the
errors corrected (I hope!), in the Quanta library.
1 hoave added input error tropping vhich works on
JS OLs, and intend replacing it with a compiled
vercsion with error trapping to vork on all Gls.

The gumes in the book are not massive, and
represent only o small advance over adventures I
used to play on the 16K 2¥81. The listings are for
programs of cbout 13-18K length, Hevertheless they
can  provide o certain omount of omusement,
especially to the novice adventurer. It is fairly
eusy to complete them, €o the aim should be to
achieve os high o score as possible, based on
number of monstere killed and booty collected. To
o considerable degree, more plexsure is to be
obtained from entering the programs, understonding
how they work and expanding and improving them.
The knouwledge gquined from doing this should encble
you to write similar adventures from scratch.

Due to the present shortuge of adventures on the
eL, it ie worth the price of the book for the
three gqomes. Hore importantly, if the reader
learns how the gumes work it can provide a
starting point for writing further GL adventures
in Superbaszic. Houwever, it is wvery unlikely that
you will learn how to begin producing mammoth
adventures to compete with The Poun simply from
reading this book!

Michael L. Juckson‘
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THE QUILL ADVENTURE WRITER AND OTHER SUCH GRIPPING STUFF

by

Martin Hopkins

Anyone who has  ever been <ucked into the
stimulating (ond often extremely frustrating!)
world of computer adventures, will, at some ctage,
take 1t upon themselves to consider producing o
gome of their oun. Let's face it, how often have
you played an adventure and thought that you could
have uritten o far better one? (Especially if it's
one of mine!) It happens to us all, I con ossure
you, But, the big problem - how does one go about
getting all these wonderful ideas from the mind
ond into the computer. If, like me, you are an
adbsolute incompetent in so foar as programming goes
(even busic qives me o migraine), then Gilsoft's
‘The Quill' is truly o gift from the gods!

I firet encountered 'The Quill' several years ogo
on the humble Spectrum. After cpending many
pleasurable hours trying to solve - that quirky
Helbourne House qome, 'The Hobbit', I wos totally
hooked! (If you've never encountered this program
then you're missing out on the groandfather of
graphic adventures, a true classic.) 1 fiddled
with 'The Quill' for o while, produced an
embarrassingly auful odventure, then purchased o
QL and promptly forgot all about my aspirations to
become on Infocom hack!

fih, the delights of QL ounership! The tired old
Spectrum vent by the board as 1 delved into the
wor-ld  of  supercomputationalsophistication! But
that old uearning was still there, lurking in the
back of my mind whilst 1 tried to grapple with the
very basice of SuperBasic. Talent launched the
first rexl oqome for the 0L, the brilliont
adventure 'Zkul'. Hastily I mailed my cash, and
wasn't to be disoppointed! Here was on adventure
which vas really taxing. After tuo yeare I still
haven't cone anyuhere near solving it (though I do
take delight in killing thot nasty chap with the
suord!). Then come ‘West', and my OL was alive at
last,

‘But the utter frustration of it all! 1 hed o
computer which wos copable of great things - in
the right hands! 1 attempted to write my
nognificent adventure in SuperBusic, with zero
success., If onuore out there thinks that this mon
is o fool, theu're absolutely correct - 1 deny
nothing. At last! (ALl breath o cigh of relief!)
My prayers vere answered. The Quill on GL!!!

Building on my previous experience with the
Spectrum, I wvaz soon able to operate the progroam
with come dexterity, A wvord of advice at this
point = don't both to follow the example
wini-adventure in the monual, it's o deadly bore -
enough to put you of f adventure writing for life!

Besides, I really believe that the program is

- simple enough to master just by playing around for
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o couple of ueeks, interspersing with a litlle
judicial delving into the small print at the rear
of the manual.

"The Quill' really is well written. It has been
developed over the pust four or five years onto
practically every home computer on the market -
with stunning success. The pleasure in using 'The
Duill' ie derived from ite relative simplicity of
operation, which belies its virtually unlimited
capabilities, (By the way, I don't have shares in
Gilsoft - honezt!) Thus onto Horrorday.

Whilst ouwning the Spectrum, 1 encountered «
vonderful spoof adventure - ‘Bored Of The Rings'.
I had read the book many years before, so I sort
of krew vhat to expect. The gume wos quite simple,
too simple in fact, but its saving gruce was the
humour. This was the tupe of adventure I wonted to
produce. I must confess that I very quickly lose
interest in an adventure if it is too difficult.
There is nothing worse than spending £15 or £20 on
o game in which it is only possible to traverse
the first three locations! (RAlthough there is an
adventure?? on  the  Amstrad called 'The
Experience', vhere the vhole aim is to get out of
one room. When uou succeed in escaping, the gome
ic over - exciting, eh!)

There ie alzo on air of pompozity about mouny of
the 'straight' adventures on the market nowadays,
so much so that it detracts from the enjoyment of
participating. Too many gomes tend to  take
themselves seriously - in writing Horrorduy I
vanted to get auoy from that stigmatic situation.
Surprisinglu, (or not, depending on uour point of
vieu!) Dennis the Dwarf wes born os 1 stagoered
from o pub one Friduy evening just after Christwas
‘86, 1 epent « weekend working on the plot of part
one, (which consisted muinly of working out the
rame of the adventure) then oncther ¢ix uveekz
conpleting it, I do tend to work zlouwly!

Being fairly pleuzed vith the way thet part one
came out, I cobbled up « looding screen and sent
the pockoge off to Talent., A couple of month:
later (after I'd forgotten «ll about Horrorday) o
contract dropped through the letterbox. It wes
about then that panic set in! Here 1 was with a
contract and only half a gume!!! Suffice to sy,
part tuo of the program evolved from non-existance
to completion in four days - and the game play was
far better than 1'd expecled.

finyone who hos waited for their product to hit the
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THE QUILL ADVENTURE WRITER AND OTHER SUCH GRIPPING STUFF

by

Martin Hopkins

market will tell you what o miserable time the
vaiting is. The gome is complete, uou eagerly
avait the revieys, but the release dute is monthe
avay! What could I do but write another adventure
to uvhile the weeks auay?

Funfear was produced in o much more censible
manner thon Horrorduy. I had my characters, I had
@ plot, T had a title. I planned everything before
committing myself to code, aiming for the perfect
csequel. Uhen Funfear wus completed 1 promised
myzelf thot there would be no other adventures, I
uas in need of o breck, all my cpare time was
being swalloved by Dennis Owarf and ‘Enry ELf!

But the best laid plans of mice and men...

It was literally houre after finishing Funfear,
and there I was, scribbling doun the basics of The
Praun., I hod just sent a partially completed copy
of The PFrawn to our esteem editor, Richard, uhen
the bodublow came. THAT review of Funfear in the
October issue of OL World. I cun laugh at it now,
but ot the time 1 was devastated. It's not too
pleasaunt to read that something which has taken
months to produce is regurded as ‘infantile’ and
‘childish’ and ‘on insult to ones intelligence’.
The final quip. about leaving your brain somewhere
else before wttempting to play the adventure was
the final straw - I quit! The reviewer mentioned
nothing of the humorous slant of the adventure -
perhaps  there was no humour? T wes becoming
paranoid!

Then Talent anncunced that they were pulling out
of the BOL market - it was more than flesh and
blood could <tand! After a ceveral month ‘cooling
of ' period I decided to complete The Praun - a
copy of which Richard has for review purpoces,
T.K. Computeruare has token over from Talent, and
ts morketing Talent's softuare under the nome of
Talent+. There is o good chance that they will be
marketing The Praun, <o look ocut for it all ycou
readers of this sorry tale!

Finally o vord about APT, Shadow Gume's Adventure
Frogramming Teal. I am working on o new adventure
utilising this system, ond hoave to say that it ie
superb. You can do just cbout aruthing with i,
including  graphics!  Unfortunutely o  Llittle
programming <kill is required to reap the full
benefits - if uou are competent with SuperBasic,
you' UL have no problems here. Az to the questicon
of price (the suztem iz over £62 complete) all I
can say is that the entire suite of programs fill
a total of five microdrivez - I consider it to be
very good value indeed!

HINTS TIME:-
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Just to really bore you. Heny adventures have real
time feautures - like night and doy occuring etc.

This is how I did it in The Proun using The
Quill.ll
STATUS TRELE
START _ ER S @ If flag 5 = 8 then
LET 5 126 let flag 5 = 120
NIGHT _ EQ G 9@ If flog 5 = 90 then
SET @ cet flug 6 to non-zero
and print mescage
MESSACE 1 "NIGHT FALLS"
DAY _ EQ 5 3@ If flag S = 30 then
CLERR @ clear flug B to zero
' and print message
MESSAGE 2 "DAY BREAKS"

Simple, isn't it? You cun of course move objects
and characters around to different locations etc
vhen night falls or doy breamks. Uhat about the
various people wou meet in adventures? The
simplest voy to include them is to produce them as
chjects uwhich you are unable to pick up.

As to bodies following you around in your
vander-ings i.e. ‘'Enry Elf vandering behind
Dennis Duwarf, (What do you mean, uyou've never
played Horrorday or Funfear? Go and buy them this
instant!) The only vay I know of doing this is:-

If object one is a cat and uou wish to go north
from lecation 1 to location 2, Ignore the movement
table. Entries are required in the STATUS TAELE as
follows:

N X AT 1 at location 1
FRESENT 1 cal is precent
GOTO 2 ao to location 2
CFEATE 1 cat is created at location 2
DESC describe location 2
N ¥ AT 1 at location 1 but cat not
present
GOTO 2 go to location 2
DESC describe location 2

The <econd piece of date N % ic required because
commands to the etotus table will ‘fall through'
if the cat isn't prezent.

Right, that's enough for now - I'm off to bed.

Cheers
Hert



[ ElLip)

LIE)

HELP WANTED ON MORDON'S QUEST

In Morden's Quest, with your help, I have been
through the futuristic world and come to the Roman
Arenat, where 1 have failed miserably to get the
better of the gladiator or to make wny progress,
Where's my ticket? Halp aguin!!! (see OLAF 3 for
more hints!)

HELP WANTED ON CLASSIC ADYENTURE 1

I haven't touched Classic Adventure 1 since I
urote the article for OLAF 1 ond I am still stuck
at the window by the pit, trying to elicit o
response from the shodowy figure. Help would be
appreciated from any of your readere who have got
past this bit.

SHANE MCGARVEY, Two Gables, Eaton, Nr. Congleton,
Chezhire. CW1Z 2HH '

HORRORDAY - HINTS

It's alueys o dodgy business giving hints to
adventures when you haven't finished them, you con
never be sure if what you've done is actually the
right thing, Needless to say if any of our readers
cares to correct my advice, so much the better,

Also really good adventures are full of
red-herrings and should allow you to misuse
objects.

The first phuse is straight-forward, doing uhat

one usually does with rubble and handing over the
usual drink. Tree trunks are there to be climbed
end sign-posts to be read. Uith o nome Like
HORRORDAY you can expect the usual denizens of
Hammer films to moke their oppearance and <o
gorlic will come in hondy. The spiky vise one
would oppreciate o Lift from you provided he's
kept warm.

* The second phaze about the old hog's cotiuge is o
shade  awkuard atl  I'Ll say (s  that
stepping-stones are made of stone (or rock) and
that the old crone likes to use o face-puck,
Fences not only have gutes and the old hog's gift
iz uzeful when spanning chasmz. (Thanks to Martin
for those hints!!!)

Af ter this you can go exploring, o useful disguise
is hidden in the caves and the doors to the castle
need o good shove, There is a useful clenning
inplement in the cellar but what it reveals takes
tuwo to Llift, Cats can be fed in the usual way.

Although the pie looks most tempting, resist or
else you won't be able to leave. Some additional
clothing comes in handy oand the heed vell the
hedgepig's advice - it'll save a lot of banging on
walle. The final grill simply reeds a touch of the
Doc Martens, ond you should be through to the

- gecond part. If Esmerelds wails at you then you'll

just have to go back ond pick up just about
everything that you con to get out. Uell that will
get uou through the first part, if not urite in to
the "Agony Column” for further advice - happy
adventuring.

Richard.

F.S. If uou can get past the Centurion or "solve”
the maze in part two, do let me know, As foar oz 1
can see the moze has only two locations and I've
yet to find a way out, I'm sure that the answer is
staring me in the foace but you know houw it is with
adventures!!!

NEMESIS
Plea for help from Kurt Johansson

I'm discovering the first poart of the adventure
gome “"Nemesis",

There are some difficulties to overcome and I hope
that you con toke the time neceszsary to answer
come questions I have:

1) OLD LADY SITTING OUTSIDE A HOUSE PLAYING WITH
TRROT CARDS.

When 1 sit dowun, as she tells me to do, the
microdrive starts to uvhirl for a while but then
stops and the gume does the same. I must reload
the gume again.

Is it ony foult in my game or shull I do anything
elee before, like give her some kind of gift or
what?

2) MAN IN THE FOREST VERRING R FUR CORT

I have tried to give the mon the deod rabbit and
he offers me some water,

I have also tried to give the longbow to him but
the micrdrive starts to whirl for a moment ond
then @z in the exomple above I have to relucd the
gume,

What chall/con T do with this man? T would like to
get his cout off him as I an freezing to death in
other parts of the gume,

~ 3) UP IN THE MOUNTAIM WITH THE POOL

13

I monage to cuim down in the waier coming up in
gnother roomn with come vood staff.
What shall/can 1 do with the wood staff?
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Whiat uze con 1 have of the man in the mountain who
is wilting to follou me?

4) CASTLE'S ENTRANCE

When I try to enter the castle I have problems
with those iron sticks on the floor.

What equipment must I have uwith me and are there
also other demonds to fulfil before going in?

S) "INSERT BABY HERE"

I have read on inscription on the wall near to the
water closet in the underground but I don't knouw
the mecning of the word "BABY" in the sentence.
What is a "BRBY" in this coase?

¢) BOTTOM LINE
Az you understand I'm in great nead for help!

Are there any maps or hints to be given for my
future search?

Is there any vocabulary list available?

ﬂ"SL]ERI!lllll!ill.l!‘..l

I HARUEN'T THE FOGGIEST !!!

I haven't spent much time on Hemesis myself,
S0/5i0 0is

If you can help bleaselurlte to:

{urt Johansson
Sodra Laget 149

S - 136 53 Huninge
Sueden

(And while you're about it, hou about dropping the
editor a line too. Thanks. Richard)

COLOSSAL CAVE - HELP & CLUES

If wyou intend offering solutions to <¢pecific

"problems, there is one in Colossal Cave/ The
Aduenture which has been holding me up for months.
I cun find mu woy around the pirate’s moze to
recover the trewsure, but not the maze with the
battery muchine, Sometines I con find the machine
but not the way out. Other times I a@o in and cut
wvithout finding the machine. I need to do both, as
I have explored as much of the muze as I can and
my light is disoppeuring, Incidentally, I con buy
the butteries eqzily in the fuanta version but not
in the Sinclair one. Is this o bug?

In reply to Caveman, OLAF1, to get Llight into the
enzrald room, soy PLOVER when at Y2. Then go ME to
get a plotinum pyramid, $ back to the emerald,
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then PLOVER again to return to Y2, At the debris
room, sday #VZY (or XYZZY in the Quonta and other
versions) to get back to the well houze, and the
same again to return to the caves.

TREASURE HUNT - CLUES

SOMEWHERE I have o complete myp to the Treasure
Hunt game, but have only been able to find a
partial colution. The game largely requires most
actions to be performed in the correct order, i.e.
an object obtwined from solving a problem at one
location is needed to solve o further problem
elseyhere, sometimez with other tools. Help con be
obtained in some locations, but not many. For the
time being here's o solution to one of the more
provoking problems. Near the morket in the Orcs’
castle there is a well. It is well worth
exploring, once you know how. To attach the rope
acquired in the gquard room to yourself and o
nearby horse, "Tie Rope" -twice! Once you "climb
doun”, there is u loose brick in the wall which is
vorth o look., Don't go further down the well
unlese you particularly want wet feet ond o
reception party waiting for you when you return to
around level,

I found the need to use the exuct words all the
time a great problemy, ond had to resort to
cheating by exemining the program listing o couple
of times. I will try to compile Trenmsure Hunt to
prevent cheating by others, though the Basic is
odd in places and might defeat QL iberator.

Yours sincerely,

Hichoel L. Juckson
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Dear Richard,

I'm most plessed that uou have mancoed to start
the ball rolling with OGLAF, I must admit that 1
hod almost given up hope since you indicated that
uou expected to lounch it sometime in November
last year, 1 hope that the decision to wuse
microdrives as the shipping media for the mogazine
doesn't couse too mony problems, mine copied to
disk without hassle, I hope you have no trouble
with it nouw, since I've used the sume curtridge to
put this letter on...

You mentioned, in the forum, that it might be «
good idex if anyone could undertoke to copy OLAF
to 3.5" disk, well I don"t mind taking that on
provided I'm not out of pocket ot the end of the
day. Let me know if you want to take this further.
You will, I'm sure, have noticed the other tuo
cartridges enclosed, these contain a finished copy
of the illustrated odventure that I have now
conpleted, FPleaze do have thie revieved in the
next possible edition of GLAF, if you wont. The
gume was revieved, all-be-it rather briefly, in
the Feb. edition of GL UWorld, but don't let this
put you off. If you have any comments about the
gome concerning ony bugs etc. that uou, or your
reviever, might find, then please do let me knou.
Although this version has undergone considerable
debugging, I would be most surprized if it is
error free. Hovever, I om sure thut no major
mistakes are in .it, or at least as sure as I con
be! T have included o few background notes about
INAGINE at the end of this letter.,

Now on to the AFT custem, which wus used to urite
IMAGINE. 1 have included a ‘'plug’ for AFT as you
suggest, this ie in the file APT_doc, alsc on thic
cartridge. Please feel free to edit this as you
see fit, provided, of course, that you don't alter
any factual information in it. The cystem haz been
finished for some time although Shadow Games are
being rather slou, much to my dismoy, in ectually
advertising it. The latest addition to the APT
system is the sound package, you will hear this in
action when you run IMAGINE. Thie now allows APT
to produce adventure gumes that make full use of
call the features that the QL haz to offer. I'm now
considering branching out to other machires, such
as the AMIGA, and T will probably try to transport
the APT sustem over to thic machine. I expect this
will keep me busy for some time to come!

Uhile reading through the firet edition of GLAF I
had « thought concerning your comments about
copuing softuare to dicks etc, Before I tell you
what 1 have in mind 1 must ctreze that 1 om most
certainly NOT prepared to do anuthing that would
help would be softuare pirates, I share your vieus
o that cubject. However, 1 om quite uszed to
legitimate ‘hacking’ for my oun convenience. What
I vould like to suggest ie that 1 would be quite

willing to offer to attempt to convert any
‘problem’ softuare so that it can be operuted from
digk, If any GLAF readere have any program, even
non forum related stuff, that they would like to
have run from disk, but can't sort it out
themzelvez, then I om willing to have o go for

. them. Clearly I will have to drav @ line on the
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nunber of such jobs I take on, but I don't expect
that there are too many programs that fall into
this category.

If there ic anuthing else I con do to help with
the forum then do let me know, I om willing to
support it in any way I con, time permitting of
course.

NOTES O IMAGINE, TO GET YOU OFF THE GROUND

I have zupplied the game on mdv_ but you cun copy
it, uvsing the coppropriote CLOHE progrom on each
cartridge, to any other device. Note that CLONE_I1
must be used if uyou vont to run the game off of
any device other then mdv, since it does the
required patch, to the gume itself, to tell it
vhich device to look for the picture file on. RAs
it stands, you should run the gome in mdvi_ ond
the picture file should be in mdvZ_.

INAGINE will run OK on any 6L configuration, you
uill find that (t avoids delays in reading picture
dute if you do convert it to disk, though. The
program itself is memory resident, you con remove
the cartridge in MOU1_ once the qume is running,
if you wont. Don't be tempted to remove the
picture media though, this wuwill qive it o
headuche. The <ave feature will deposit the save
file on the sume device as the picture file is on.
So, if you CLONE the progrom to cperate from disk
then the save file will also be on the disk.

The game has about 160 locationz, 78 objects and o
vocabulary of over 338 worde. I have o ‘hints’
file auailable for the qome, if you chould need
it. I have pitched IMAGINE ot o level that will
probably moke it on the ewsy side for experienced
plavers, houvever, I have also put in quite a few
little nusties that might moke you think you have
salved o puzzle, only to find out, tater, that
uour particular colution leaves you scuppered!

IMAGINE is to be sold through Shadow Games, the
price mentioned in OL World was £19,95, but 1
think ve might well reduce thiz to £15 or so.

K, T'1L leave it there. If uou have any problems
vith any of the cartridges I hove enclosed then
let me know, I'UL hoappily cend duplicates in this
cuze,

I look foruward to OLAF_2

Cheers, Steve Sutton
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The APT adventure writing system
- an alternative to QUILL

I became irwolved with adventure qomes quite come
time ago vhen, over mony a lunchbreak at work, I
groppled with FAOVENTURE, the original UWillie
Crouwther gume, which I had acquired to run on a
DEC  mini-computer. From this beginning, 1
progressed through several -other gomes and
eventually began uriting quames of my oun. It was
only natural that I should want to convert these
for use on my QL, but this is vhere I started to
discover some of the speed problems with home
micros!

Early attempte to write o gume using SuperBASIC
quickly convinced me that this wasn't the way to
proceed. At this time the QUILL wasn't available
for use on the GL and anywoy, 1 found that it
couldn't offer all of the features I was looking
for. I toyed with using some other languuage on the
QL, opart from SuperBASIC, to code a game in, but
after some thought I decided to embark on o
project to construct on adventure uriting system
of my oun that would include ALL the features I
vanted, Well, here I am, several thousund hours of
vork later, and at last I have managed to convert
a part of my original gome to run on the QL by
using my AFT cystem! The game I have produced,
IMAGINE has been reviewed in the Feb. issue of OL
World, and I hope in this issue of GLAF, but if,
like me, you enjoy actually writing adventure
ganes as well as playing them, then you might like
to know a bit more about APT itself. (It'll have
to be in CGLAF3 as GLAFZ has filled up wvery
quickly! Richard)

AFT actually stands for Adventure Frogramming
Tool, and it consists of a comprehensive cet of
utitity progroms, datla files ond, of course,
manuale. With APT you can program ANY feature you
vant into a quame, it con include illustrations
(including simple animation effects too) and sound
effects, and both the APT cysten and the games it
produces can run on any @L configuration. In o
vord AFT offers complete flexibility,

For ANY adventure writing susten there are ceveral
features that are ezcential. For exauple, o systen
for constructing the ‘gecgraphy’ of the gqamne must
be included, as must ways of including cbjects and
creatures, With AFT these, and other features such
as the vocabulary of words that the gume g to
knou, are contained in data files uvhich moy be
examined and edited using one of the appropriate
multi-tasking utility programs provided, These
make constructing the 'frawework’ of an adventure
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o sinple matter.

APT does most of the sorting out of the text
automatically, each message, location description, :
or vhatever is formatted to fit the display window
quite automatically as the game runs. In addition, .
you have full control of INK and STRIP, character
by character if you want, and either QL screen
mode is supported. ALl thie is combined with a
poverful text compression system which will
achieve o compression factor of up to 2K, uhile
allowing most characters you are likely to want to
use, and of course, mixed case letters,

You can optionally add illustrations to APT
adventures, This is done by o versalile graphics
program that can also be used independently of the
APT  system to provide pictures for other
applications. In addition, pictures produced by
other draving programs can alsc be incorporated,
using an efficient screen compression utility. A
unique feature of the system is that it allous you
to have MODE 8 illustrations along with MODE 4
text on screen at the same time, if you want, (yes
I really do mean that). This doesn‘t involve any
harduare changes or anything like that. The amount
of the screen used for illustrations can be varied
in a game if you want. Sound effects coan also ke
incorporated, if you can BEEP it, you can include
it.

Arncother unique feature of AFT is the way that it
controls the logic of the adventure game. Rather
than being fixed, this is controlled by tuo
programs, witten in AFTBRSIC. These programs are
provided with the kit, but you can add to or
change them in order to include any number of
extra features into your game. Two programs are
used in order to allow AFT to offer real-time
facilities to o gume. One program is inveolved with
responding to a playerse command, this only runs
vhen such o command is actually made, The other
program i run, about once a second, all the time
the gume is running. This provides the control of
counters and flags that are used to operate all
the real time events in the gume, such as movement
of creatures, control of burning objecte or other,
‘randon’ events,

AFT includes an irdelligent parcer, that allous
the player to enter commands in abbreviated form,
optional lust command recall, automatic freeze
screen if too much text is cutput ot one go, qume
suve/restore to any media you want, a wvocabulary
of up to 409 words, up to 285 locations and 256
cbjects, virtually unlimited messages... 1 con’t
really begin to list all the features here.
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AFT is ovailable through Shodow Gomes, ond the
price varies depending on how much of the kit you
wvant., The complete kit (s considerably lese than
£58 and is available on microdrive (six of them)
or an a single 3,5" disk (and there ien't too much
space left on that). The kit i supplied with
extensive documentation ond, of course, full
backup service in the unlikely event of your
having difficulties with any of it.

If you want more information, please contact
Shadow Games directly, the address is:

Shadow Games
Moory Park
Jeffreyston
Kilgetty
DYFED
SAE8 BRT
Cymru
Steve Sutton, January, 1988,

CONYERTING GAMES TO DISC OPERATION

It is to be welcomed thot OLAF gives details of
the likelihood of converting euch of the revieuwed
gemes to disc operation, since GL World und Quanta
rarely mention . such matters in their revieus.
Hovever Richard Alexander- implies in OLAF1  that
he does not use o program or toolkit to help
change the adventures to running from disc. This
is quite reasonable of cource, since the authore
and publishers of the gomes should provide clone
programs to do the job for us, The problem ie that
often they do not provide such o clone utility,
and even worse they insult our integrity by using
methods of copu protection which require the use
of the original cartridge as o key to load their
gumes. Several of the guames reviewed o far have
required the key cartridoe to be placed in
microdrive 2 each time the adventure is loaded. In
order to convert such qames to SINGLE disc
" operation (uhether 5.25 inch or 2.5 inch) o copy
utility is needed.

The proarem I hove found of most use in copyuing
from cartridge to disc is Zitasoft UK's dilatter,
by Steve Jores. Though I have not used ary of the
other clone utilities adverticed in OL World, 1
underetand thatl most of them will eimplu make an
exact copy of the key cartridge, which must be
placed in mdvZ_. as usual., 4Matter gqoes much
further than this in providing routines to assist
in running progroms from a single disc (FLP or
FOK) . To put it simply, not only chould 4Hatter be
able to change all references in on adventure

(uhether Superbasic or machine code) from say
mdvi_ to flpl_, but it should be able to fool the
game into thinking that the original cartridge is
in mdv2_ when in fact it is quite emply! How it

does this is covered quite adequately in the
program's muny help screens.
To give an example, recently I purchased a |
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dutabase program published by Sinclair vwhich would
have required the use of three cortridges to
operate. An original cartridge wos required in
mdv2_ as o loading keu, and backups of the program
cartridee and the data cartridge had to be swupped
in and cut of mdvli_. Heedless to say, 4Hatter
alloved the programs to run from o single disc in
flpl_ with no key in mdv2_. I have had 10067
cuccess in removing the need to use original
cartridges, mony of wvhich are quite expensive and
almost impossible to replace if dumoged.

With euch utilities available several of the
popular methods of software protection are a
nuicsance only for the 3@ minutes or so it tokes to
fully deprotect them. I hope this will encourage
adventure game authors to rely on other methods of
protecting their creations, especially copyright
law. Incorporating o user number or nome ond
address of the purchuser in each copy sold is an
acceptable method of protection as it would allow
the source of any pirate copies of a gume to be
identified. Two other changes to publishers’
policies would help discourage piracy.

(i) Supply adventure qumes in all formats of disc
and cartridge.

(i) Reduce the price of the games. Adventures
written using The Guill are available at £1.99
each on the Spectrum, Commodore, etc. £5.6@
£6.00 vould not be unreuscnable for such games on
cartridoe or disc (mony disce are CHEAPER than
cartridges!), and <hould oppeal o a greuter
number of QL adventurers.

Michael L. Jackeon
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THE PAWN : CLUES, PART TWO

At the end of the clues in BGLAF1 1 left you
having, or rather giving a drink to Jerry Lee
Levis., From his room go south and eust. If you're
carrying the vhite you'll not be able to proceed
further unless its Llight is hidden. From here its
a sharp north inte a cavern full of poverful
demons. If you vant to loock in the fridge, do save
your position first, similarly if you wish to go
back the way you come. Eastuwards lies your goal:
Hell,

Surprise! Yes old Nick rules the roost here. fnd
he's got the solution to your problems with Kronos
- s0 ask him for the low-doun on the wizard and,
vhile you're at it, see if he'll enlighten you
vith regards the uristband. Generously he gives o
crystal bottle and then banishes you from his
realm back to the high ledge. A little light will
help here and nouw you con face the dragon.

In the dimly-lit cave there's o bundle of treasure
vith o cute dragon rubbing his tum at the prospect
of lunch - you! Those shadows could do with some
illunination and the dragon needs o Llittle
guidance before he'll look into them. Nou uhilst
the dragon gorges himself on those hobbits you can
rush off into the moagician‘s cave and bung him o
little devil's brew. The ensuing mess can be
cleaned up with with suirt from the aerosoul.
Having vacated his vestments, you can vear them
yourself - as the dragon recognises Kronos by
them. That wand loks hondy too. And exit south
pronto. Alternatively you cun go north and fly
buck to hell on that handy slab, provided you're
not carrying excess bagguge. Whichever old Hick
would like the aercsoul.

Back in hell chow the [evil the aercsoul and lo,
the wristbond vanishes. Don't hang around to
discuss the weather - scoot! Retrace your steps,
past the porter, but do g2t your rope before
climbing it. Right we have o little gardening to
do before finishing so, following the booklet
plant the plant in the pot with the trouel. Hou,
back to the mountains - it is o chore izn't it -
and tackle those perspex doore.  Ansuwer  the
question truthfully and you'll be revarded by the
programmers with o listing., This needs to be
debugged. Once that
can safely wander arcund the game without
hindrance. If the princess hus not been rescued,
uou can take her back, but T doubt if you'll be
revarded.

That's your lot, I think, If I've left comething
out, do tell me, or drop a line to the help-line.
But if you wuant to play Guild of Thiewes or
Jirxter, you'll have to buy ancther machine!

Richard.

ie done you've finiched and

3

MORDON'S QUEST - HINTS PT2

Following on from the hints in OLAF1, we come to
the next stuge of solving this adventure. This
concerns the notoricus underuater section. One hus
to solve this purt before being able to complete

the game and as it is a self-contained section it o

can be done in one go.

Firstly you hove to come out of the cylinder onto
d beach to the north. If you don't there is little
point exploring the Roman section aut this stage -
except to get an idea of what hazards lie ahead.
From the beach you head for the boat and then Doun
to pick a vital piece of equipment. Thence north
through o tunmel until you get to the ocean bed.
From here you have to head SE to the oyster bed
and then Up into the slimy orea. From here go the
clear ared und Doun to the gurden. Horth and East
will take you to the air supply for the aqualung.

Now, retrace your "steps” and retrieve the pearl
and back to the oceun bed. From here you have to
go North through the UWhale, o wreck and a tunnnel
to the bottom of a well, picking up goodies on the
vay. The octopus won't see you in the dark. At the
vell it is best not rush up or you'll get the
bends so hang around o couple of goes. Right now
you can go up and give the superhero something to
read. This'll give you o paint spray and help
yourself to the control uhilst you're at it.

From here it's a straight run back to the beach,
toking the same precautions as on your way to the
vorkshop and thence to the cylinder, vhere I shall
leave you to continue exploring until the next
issue of OLAF. (If you coan't wait read Sinclair
User for September 19867, to whom thunks.)

Richard.

Lo

?
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feur Richard,

Congratulations on the first edition of GLAF,
long may it reign!
How, in o bid to contribute to the moguzine,
rather than just crib answers from it, I have sent
off to Hicrodrive Exchange in order to review and
(hopefully) give hints for some of the programmes
that moy oppeal to GLAF. They are: Stellaris,
vhich ceems to be a combination of adventure and
simulation; The Double, which oppexals to me
greatly since it irnvolves plaging the part of o
soccer monager quiding his teom to League and Cup
success by buying the right plauers, boosting the
tean's morale and winning.
Knowing my luck I'lLl end up
Huartlepool ond the only way I <chall win is by
tuing the opponents’ bootlaces together! Adventure
Flaytime looks quite fun and the fourth programme

as  manager of

is the more conventionul dungeon-tupe adventure,

with the aptly nomed title of Dungeons.

So hopefully in the wintry months. that sceem
certain to deszcend on wus any moment in Exst
Cheshire I will be gainfully employed reviewing
and hinting for GLAF,

In the meantime 1 chall be having another look at
the three adventures 1 have hitherto been stuck
on, trying to muke some progress before the next
edition of GLAF arrives. You could be getting o
phone call or tuo!

I look foruward to receiving OLAF 2 in due course
on this mdv.Best wishes for No.2...

Shane McGarvey
PS Feel free to use this letter in uour letters

column or wherever it suits you.

*Dear Richard,
Thanks very much for the copy of GLAF1. Sorry to
see that you didn't manage to do it on o desk top

publisher, but it is quite understandable as I
aleo average 2-3 hours per page using Page
Designer.

Whet i more important ic the content, ond OLAF

seems set to cover territory largely ignored bu QL
borld ond Guanta. Even Popular Computing Ueekly
seems to have oboandoned its Adventure Helpline in
the recent issues I have ceen,

I encloze your cortridge, on which are a couple of
revieus (printed copies aleo enclozed). If 1 have
time I will put one or more comptlnd adveniures on
the cartridge as well,

The idea of producing o wargame betueen several
readers of OLAF oppeals to me, as I was once o

very keen wargamer. I don't know what I could
contribute, though 1 have o degre2 in Modern
History and <hould be aoble to check the

authenticity of several wars.

I have g 3.5 inch disc drive and would be pledsed
to review programs submitted to wou on such discs
if you cunnot use them otheruvise,

Good luck with future issues of OLAF.

Yours sincerely,
Michael L. Jackzon
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The latest issue of OL Forum contains on adventure
created using the QUILL adventure sustem. Called
"Farce", it is wuritten by Ten Bruntlett, who
produces 6L Forum.

The adventure itself is not very easy, and is full

of sudden death  trops, admittedly well
cign-posted! Fortunately the gqume re-storts
quickly, so that one con learn from one's

mistokes. This is uet another in a long line of
spoof wudventures., Is this o sign that people find
the "traditional"” adventures too unrealistic to
take seriously?

Anyuay this one is well worth its price (free!)
ond is available, with the rest of GL Forum for
58p and o blank mdv_ from Ion ot 25, The Broaduny,
High Barnes, Sunderlond, Tyne and Wear, SR4 8LP,
England. Ton welcomes contributions in the form of
progs, superbasic_extns, reviews and guames, <o
readers who want to get their adventures tested
can cend them to Ian to put on future Forume (or
to Quanta for that matter).

In the mean time if anyone con tell me houw to get
into the wooden hut to the west of the obelisk 1'd
be arateful, ond o use for the driftuood and
lasagne would be useful. One could grumble about
one or two points: driftuood isn't recognised, you
have 1o use “"wood" instead; ond I don't like
hidden puthe very nuch either - especially in the
firet (lond) location. Still this is a first
attenpt ot odventure writing and zhous houw the
QUILL can be used.
Richard.

P.S. I'd just like to register my displeasure at
finding @ crude draving program on OL Forum #3,
which purports to display « series of femules
(named) in euimsuite. Isn't it time thot male
computer usere grew up!
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NEVY HORIZON

On the buck of fQuunta vol2/4, May 1985, there was
an advert from New Horizons Sof tuare advertising o
range of adventures. Did anyone ever buy any of
these as they no longer sesm to be in business and
my attempts to contuct them appear to have failed?

Listed as being availoble were the following
adventures: '

Strandad

Dungeon

CGolden Chalice

Damien

Elfin Way

Martion Affair

Beacon Adventure

ALL were at £16.00 each. if anyone hos got o copy
of any of these or knows where to get hold of them
- if indeed they were ever produced - pleuse urite
to the editor. If I con get permission from the
copyright holders of these quues I'd like to
re-introduce them into circulation - hopefully at
a much reduced price. New Horizon's address used
to be Four Winds, Cum Lane, Rogerstone, Newport,
Guent, Cyuru, HP1 SRF.

ALAN PEMBERTON WILL BE HAPFY TO SUPPLY COFIES OF
BOTH OF HIS ADUENTURES: “ADUENTURE FLAYTIME® AND
"FROM THE TOWER OF VALRGON" TO ANY READERS UHD
SENDS A EBLANK FORMATTED MOU_ (FOR EARCH TITLE
REQUIRED) AND AN S.A.E.. FLEARSE MENTION THRT YOU
SAL THE OFFER IN GLAF. (ALTHOUGH ALAN DIDN'T
MENTION IT, YOU COULD ALSO SEND HIM R SBF OR £1.00
COIN FOR HIS TROUELES)

ALAM PEMBERTOM, 16,COMISTON TERRACE, HORHINGSIDE,
EDIHEURGH, EH1B €RH, SCOTLAND.

QUANTA ADYENTURES

Those of you vho are menbers of QUANTA, and chame
onn those uho aren't, will know that it maintains o
large library of free or very cheap sof tuare. Uhat
you may not realise is that in the Llibrary are
several adventures. I've licted below those
adventures currently Llisted on the library guide
(guide costs {£5.5 if you haven't hod  one

A
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previously) . I've playzd most of them and they're
quite good, certainly better than Treasure Hunt
that come GLs had as o fresbie, and would make an
excellent introduction to cdventuring if you're
neu to the genre. ?
]

Uhat is quite nice obout these aduentures is that§™
for the most part they are uritten in BRSIC, o
that you can breck into them or copy them to scr_
or serl., Mind you, even if you do so, it'll still
take you hours to work out the "cheats” way to do
things: it may just be quicker to play the game.
I'm not sure if it's worth doing individual
reviews ond hints for these gumes as they're so
chesp and con be got at. However if you are stuck
or vould like to review any of them, let us knou.

HACK, Soken Disk 82 (no charge)
QUEST, Shau Disk 85 (no charge)
WORM, Bladon Disk 86 (no churge)
WORMC, Bludon (inc Picsi + 2) Disk @7 (£1.60)
UALLEY, Methley Disk 86 . (no charge)
COLOSSAL CAVE, Crouther & Uoods Disk 88 (£6.00)
JEWEL, Bladon Disk 89 (£2.00)

ADVENTURE, Vun Loenen Disk 89 (£2.80)

Simulations:

MANRGAME, Salmi Disk 12 (no charge) ,
N.B. charges relate to an entire disk's contents,
and (f there's more than one adventure on o disk,
you only poy o single charge. There is a different
set of turiffs for mdv_ curts. You may be lucky
enough to get what you vant on o mdv_ without any
option charges on it.

QUAHTA membership: Erian Pain, 24 Oxford Street,e
Stony Stratford, Milton Keynes, MKI1 1JU (Tel:
0968-564271)

You'll have to join to get the berefits of
membership, €o you won't be able to get copies of
OUAHTA  softuare, ircluding the adventures, etc
above, any other uay.

Richard.





