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Editorial

Uelcome to the third ond last edition of GL
Adventurer's Forum on microdrive, From number 4
ormey-ds we shall be printed, RS size. I'm not sure
hou  misny  pages  each  issue  will

probably 32 - 36, but thiz depends  on
contributionz. The scope of the maguzine will
remain the same: adventures, simulations, strategy
ond uarganes - although I may extend it to include
educational softuare as well, The cost of o four
isgue subscription will be £4,88 sterling, which I
think is recsonable. Cheques etc paunble to C,G.H.
Szrvices, which is the nome I'm now trading under.
QOLAF will only be o small, but important part of
my buziness enpire (Robert Maxwsll look outl!),

conzizt of,

C.G.H. Servicez yill alzo be publishing adventures
etc. for the OL market (and the FC one if anyone
cares to urite them). We have got one definite
title lined up, but ue really need more. There is
one praviso, converzions of Public Domdin cof tuare
should be added to the GUANTA Llibrary. Muke that
two provisos: gomes must be original, e.g. don't
nick the scenurio from o book - people pay big
money for licences and won't apprecicte you doing
them out of some money. But by all means nick it
and then change  the nomes, geogroaphy and  add
puzzle: etc, Otherwize, let's be having them! They
con be Superbasic (preferably compiled), Quill or
AFT generated, text or illustroted. The retail
price I hope to keep as low as poszible, betueen
£5.080 - {8,884, to encourage sales, but don't
expect to get ' rich on the roggliies, T certainly
don"tit!

Az you may have rexd in Steve Sutton's letter,
Shadow  Gomes  howve  hod  problems  which  hove
prevented them from making “Imogine” and AFT
suzten available, I hope that this problem is only
temporary. For more details contact Steve, Another
firn vho zeem to be having problems are FCES, who
brought out "Hzart of CGern” ond lotely “The
Talizswan”. I sent them o copy of GLAF#2 but it was
refurned marked "Gone Auay”, If anyone knous uhere
to contact them please let me knou,

If you're thinking of contributing articles etc,
to the printed OLAF, then send them in as before
on mdu_ (or 1446 zector flp_) or alternatively, if
you've got an HLA printer (or better) then poges
of A4 lext and graphics coan be handled. Flease uze
Elite typefaces if possible oz the text will be
reduced to AS and condensed is likely to be too
smeth L. Another option iz to uze either "Front Page
Extraz” or "Page Designer2" and you con have the
layout oz uou wish, If you're doing thiz please
mehoe submizsions os near oz possible complete A4
Thic 1l zaue w2 lot: of tine tryging o

regscenble them,

A technical note, This iszue has besn put together
with the aid of SFELLEOUHD  in on-line mode and o
Speedscresn ROM. Therefore if uou se2 any hats,
“Av0in the text, plesze ignore them, it simply

_means I've forgotten to do o "Repluce” on them.

One thing I don't like, although it is in the
monuesl and  implicit in the softuare desion, is
(opart from littering the text with hats) is the
need to turn SFELLEOUHD on aosin every time one
back-spaces, (Alzo that dreaded uhooping noise,)
The Speedzcresn ROM seems to work very nicely with
Duill = althoogh how much faster things go I'm not
sure. I uwyz alzo hoping to incorporate an option
to use the Speedezcreen funtasy fount in o loading
boot for thoze of you who've got Speedscreen. But
I can't get it work properly. Even when I get the
blesced thing running properly if I soave the
anznded SuperBasic prog, when it's relooaded it
scranbles the text output again., Uery tedious. I
suspect the problem is easily cured, if so do let
us knou! 11! :

WARGAMES: UPDRTE

Confession time. Hot o lot of progress here, due o
variety of ressons, One is that researching Wars
of the Foses battles isn't as eusy as I thought
vhen you're stuck miles from o decent Library,
Secondly I've been playing with the Universal
Hilitary Simulator on my PC. And forget the
revievs, it's uselezz, I won't list all the buas,
suffice to gay, terrain iz o terrible m2ss, You
con't defina rood: or rivers, ualls or hedges,
indeed anything which only goes along o single hex
side. ALl features hoave to cover un entire square
- and even then the effect of the terrain varies,
depending on whether one troavels along the north
or eouth equare, It makes recreating o buttle such
s First 5t Albans impossible. There is also the
farcical scaling eystem. User-defined it says.
That's fair enough uou can cover any distance with
the mop. But vhen it comes to movement gou have to
give all units o speed in miles per hour, And if
you're not careful, thot con meon 868 yords tokes
& hours to cross. Nowhere is there ony indication
of the relution betuween hex and speed. Enough of
that, Meanohile I'm inuesting in some minafures
rules to zes if they can help,

Fichard,
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Superbagic ddventure
Writing

In the previous article, I described the operation
of o BRZIC porser, which tries to moke <enze of
the plauer's input., That's all very well, but it's
not o vhole lot of good by itzelf.

Howeyer, I now intend to describe a few other
essential ingredieniz in an adventure system, und
present o working listing, which could be expanded
into o full-bloun adventure,

People and Places

The progrem must obvicusly hold information on the
objects ond locotions you will encounter, There
are moany ways of doing thie, but T will just
suggest one.

Locations

Each locotion hes o unique number, o location
description and o list of possible exits. If you
look ot linss 2308 - 8805 in the listing, uou will
see hoy it iz done: for esch location there is o
duta line, i.e.

8003+ locution DATA "Description”,north exit, south
exit, east exit, u=st exit

The exit numbers in line 8801 (i.e, for locaticon
1) are 2,0,0,08 meaning that the north exit is to
location 2. The 2 other zeros indicate that there
are no exits to the south, esst, or wezt.

Hate that there is no actusl location zero. This
is reserved for your inventory (sees belou...)

Objects

Each object has o number, and its nome is found in
the dictiongry with viluz 168+object runber. e.q.
The uvord "LANF" has value 102, and refers to the
cobject "the mogic lamp”, which has object nunber
2. This moy cound rother complicated, but it does
mabe things simpler later on. Alzo, each object
hitz o location, found in the array objectZ(),

2.0, if objectZi(2)=3, that means that the lamp is
vn docalinn 3,
if objectiiz)=n, thal
coreied by ygou,

means  the  lanp iz being

If wou wont oan object to dizoppear, cef it
objecti() rnuwber to o location that does no
exizl, e.q. 255,

-

Flags

Throughout an adventure, the progrom-will often
have to decide whether o not you coan do what you
asked in uour input, depending on what has gone
before. e.g. If o hairy green monzter is quarding

.the entrance to o cove, you moy only be allowed to

go in if uyou hove previously splattered it with
your blunderbuss. The progrom could keep the
information in i var-iub le cal led
"splattered_hairy_gresn_monster_with_blunderbuss™,
vhich would be initiclly zero, but zet to 1 ofter
splattering. If the progrom finds the varioble to
be 1, it will let you pase, otherwize not.

Since  there will be wmany such  circumstoances
throughout on adventure, it will get cluttered up
vith all zorts of warigbles, which iz where the
ides of flags comes in wseful., You could simply
state that flugsf(14) reprezentz uhether you have
killed the monster or not (and kesp o note to that
effect on o piece of paper). If you kesp other
important - information, such as current location,
nunber of turns taken, zcore, etc, in flugs, then
it mokes it much easier uvhen writing o "SRUE"
routine,

Getting it Together

The heart of the listing is the lipez 160 - 260
168 REFeat game

178 get_vords

188 assign_values

190 if  wordl=G and
"Pardon???" tELSE actions
195 FPRINT

197 independent_actions
200 EHD REFeut gome

vordz=G  THEM  FRINT

The poreer ceclion was  described in the  last
article, <o the important procedures now ore
"gctions” ond "independent_octions",

Actions (1400 - 2020)

This iz, in itz simplest form, just a ceries of
SELect OH's and IF . .. THEN, , (ELSE, . .ENDIF
stoatemsnts, If you look at the listing it should
be clear how it works. The main problem with this
iz that when the SElect list haz got quite large,
it becomes difficult to find the place if you wont
to go bock ond alter something later,

There are other more concise  (but  more
conplicated) ways of doing it - zee “Aduventure
Flaytime” and "Tower of Uglogon” for examples
(plug, plug!!!).
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Independent actions (ssan - 40c0)

Some things in the wadventure must go  on,
regardless of whot you do. The simplest is that
the nunber of turns token must go up by one, of ter
each turn. FAnother example from the listing is
that if you have been holding the lamp for too
long, it will burn your hands. This depends on the
number of turns you have been holding the lamp,
not on your input, so the oppropricte code goes
into the independent_actions procedure.

Using the Listing

As you can ce2, 1 hove not described the listing
doun to the last semicolon, but it chould be
fairly self-evident, To create o full-size
adventure you could eazily expand the vocabulary,
add more objects and  locations, and make
appropriate additions to the action: and
independent_octions procedures.

And if you think SuperBASIC runs too slowly for
your liking, I coan report that the Llisting
QLiberates without any alterations, and runs very
fast indeed!

You will probubly have some idess which can't be
realised vith the system as it stands. Mo problem,
just customise the system to your ocun requiremsnts
- thut's the beauty of Sup=rBRSIC,

Aluan Pemberton

160 FEMark SINMFLE AROUENTURE SYSTEM
116 REMark ALAH FEMEERTOM

120

129 dictionary=9500: trans lations=10000
146 CLS: CLSHO

145 initiglise

150 location_dezcription: PRINT

o 1

160 FEFeat gune

176 get_vords

120 ussign_valuas

198 1F wordi=8 AHD wordZ=A THEN FRINT “Foardon??7":

ELSE actions

195 PRINT

157 indzpendent_octions

200 END REFext gume

218 3

220 DEFine PROCedure get_uwords

230 DIN word:z%$015,4) sstard_zlice=1:na_uords=:
luz t=32

24 INPUT ceniencel

259  zentencel=sentenceiit” "

268 FOR num=1 TO LENfsentence})

276 letter=CO0E (zentenced (nuw))

260 IF letter=32 AHD lust<{>32 THEN

294 no_uvords=no_words+1

368 end_s L ice=nun-1

316 vords$ (no_words)=sentencet (start_slice TO
end_slice)

320 start_slice=num+i

336 ELSE

340 IF letter=32 AHD last=32 THEH
start_slice=nun+l

358 END IF

360 last=letter

370 END FORE rum

350 END DEFine get_uord:

390

468 DEF ine FROCedure assign_values

418 REFeat oss

426 wordl=0:uordz=8

436 FOR num=1 TO no_uords

434 RESTORE dictionary

4568 found=0 .

468 REFext loop

470 RERD dict$,val :

488 IF dict$==words$(num) THEN found=1:
EXIT loop .

458 IF dict¥="!" THEN EXIT loop

560 EHD FEFeat loop

518 IF found THEN last_found=num: IF wordi=0:
wordl=val: ELSE word2=val

520 END FDR num

538 EXIT oss

540 END REFeut ass

550 EHD DEFine assign_uvaluss

560

578 DEFine FROCedure ok

580 IF wordZ=8 THEH

5908 IF wordl? 106 THEW FRINT

"You can't do that to "; trans®(uordl)N: RETurn:
REMark - HO VERE RECOGHISED

£00 FRINT “You "jiransi(uordi)\:

REMork: VOU DO SOMETHING

618 ELSE

€20 FRINT "vou "jirans® (word)) HMranzt fuord2) e
REHark YOU 0D SOMETHING TO SOMETHING/BODY
€30 END IF

€48 EHD [EFine ok

€50 3

660 DEFine FuMction tranzi(x)

670 LOCal »9

€50 RESTORE translations+x

690 FERD #%:FETurn x1

700 END DEF ine

710 3

800 DEFine FROCedure initialise

10 DIN cbjectZ(100) , flagsn (100), exit_(4)
820 no_of _objects=3:1cbject_data=%00
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830 FRESTORE object_dato

240 FOR rum=1 TD no_of _objects

850  READ objects(num)

260 EHD FOR nwm

2

593 REMark object stourt location duta
208 DATR 1,2,4

918 3

928 current_location=1:f lagsy (1) =current_location

333 END DEFine initialise

248 ¢

1688 DEFine FROCedure location_description
1018 LOCul num, objects_here, descriptiont, name®
1623 FESTORE (2008+current_location)

1020 FREAD descriptiony

1822 PRINT dezcription®

1835 FRIMTY"You con also sea..."

1037 objectz_here=A

1650 FOR num=1 TO no_of _cbjects

1660 IF object? (mum)=current_location THEN
1678 RESTORE (103939+108+num)

19826 RERD nume}

1698 PRINT nome$

1163 objects_here=objects_hereti

1116 END IF

1126 EHD FOR numi

1138 IF objects_here=A THEN FRINT "nothing.”
1156 END DEFine location_description

1160 y

1200 DEFine FROCedure movement (direction)
218 LOCal dummy$

1220 RESTORE (2000+current_location)

1230 RERD dunmyd, exit_(1), exit_(2), exit_(3),

2xit_(4)

1248 IF exit_(direction)<:® THEN

1298 ok ;

1268 current_location=exit_(direction):

flugsZ (1) =current_location

1279 location_description

1280 ELSE

1298 FRINT "You con't go thot way.”

1208 EMD IF

13168 END CEF ine movement

1228 ¢

1408 DEFine PROCedure actions

14209 SElLect 0N wordl

1430 =1 TD 4: movement (wordl)

1440 =11: FEMark 4% take $3%

1450 SELect ON vord?

14580 =161 TO 162

14580 IF objecti(vord2-100) =current_location
THEN

1499 ok: object? (word2-103)=0

1560 ELSE

1516 FEINT "But it isn't here.”
1520 END IF

1520 =102: REHark "GET GOBLIN"

1540
1556
1568
1578
1589
1598

16680

1616
1628

PRINT "But he's too heawy.”
=FEMAINCER
FRINT "Sorry, tuke what?”
EHD SELect
=1Z: FEMork 4% examine 4%
IF word2<181 THEN
location_description
ELSE
IF object? (word2-108)=0 OR

object? (word2-168) =current_locution THEN

1630
1648
1659
1660
1670
1660
1650
1706
1718
1728
1738
1744
1758
1760
1776
1720
1790
1630
161a
1820
1830
184a
1850
1860
1670
1660
1890
1906
1913
1920
1936
1940
1950
1960
1978
1920
199G
2068
210
el
2020
2060
810
2620
020
2644
3058

SELect ON word2

=181: ok: FRINT "It is sharp.”
=102: ok: FRINT "It is bright."
=1A2: ok: FRINT "He is hideous." -

=REMRINDER : ok
EHD SELect
ELSE
PRINT "But it izn't here.”
END IF
END IF

=13: REMark ¥%% drop #i¥
IF word2{1@1 THEM
PRINT "Sorry, drop what?"
ELSE
IF object?(word2-108)=6 THEN
ok: object?(uord2-168)= current_location
ELSE
FRINT "You don't have it.”
END IF
END IF
=14: REMark %% attock $i%
IF word2<>163 THEN
FRINT "You can't attack thet.”
ELSE
IF objectZ(3) <> current_location THEN
FRINT "But he's not here.,”
ELSE
IF objectZ(1)<>@ THEN
FRINT "But you have no weapon,”
ELSE
okt object?(3)=255
"FRINT "You scare him cuy.”
EHD IF
EHD IF
END IF
=151 FEMark 33% inventory Xtk
inventory
=FEMARIHDER : ok
EHD SELect
EHO DEFine actions

CEFine PROCedure inventory
LOCul item_count, nomed
iten_count=0
FRINT "You are carrying...”
FOE rom=1 TO no_of _objects

IF objecty (num)=0
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3063  RESTORE (10830+188+num)
2878 READ nomel
3888  ° PRINT nomel
339G iten_count=iten_count+1
3186  END IF
3118 EHD FOR num
3120 IF item_count=8 THEN PRINT "nothing."
3130 END DEFine inventory
3148
4300 DEFine FROCedure independent_actions
4018 1 lagsi (2) =1 lugsXk(2)+1
4620 IF objectZ(2)=0 THEM flags®(3)=flugsn(2)+1
4830 IF flogs%(3)=5 THEN
4040 FRINT "The lomp burns your handz."\
"You drop the lump."S\N
4050 objectii(2)=current_locution
4860 flagsii(3)=0
4678 END IF
4030 END DEFine independent_actions
2008 REMurk ¥¥¥¥ location duto ¥ibk
8001 DATA "You are in o dump cave, with an opening
to the north",z,6,0,08
8002 DATA "You are at o crossroods.”,3,1,4,5
8003 DATA "You are on o long north-south road.”,3,
2,0,08
€334 DATA "This is o« deud-end.",0,B,8,2
€005 DATA "You wre walking along an euzt-uest
pussagevay. A rockfall blocks the path to the
west, and the crossroads is to the eozt.”,d,0,2,
9503 REMurk ¥4d¥ vocabulory $i¥i
95168 DATAR "nort",1
9513 DRTA "n” 107
9528 DATA “"sout”,2
2525 DATA "s",2
9538 DATA “"east”,3
9535 DATR "e",3
9543 DATA "west",4
9545 DATA "u” ,4
Q558 DATA “get",11
555 DRTA "toke",11
€8 DATA "exon”,12
565 ORTA " look" 12
95&7 DRTA “",12
© 9570 DRTA “drop”,13
9572 REMark - You can hove as many synonums os you
like,
9575 DATA “"kill",14

=
)
ae
J
Qr,

9618 DRTA “gobl",183

9615 DATR “orc”, 103

9776 DATR "!",0

9999

10080 REMark ##44 tronslotions 444 This line must

_ be 16060

18081 DATA "go north"

10062 DATA "go south”

10883 DRTA "go east”

16684 DRTA "go west”

18811 DRTR "tuke"

16812 DATA "exumine"

16813 DATR "drop”

16614 DATA "attoack"”

186815 DRTA " inventory”
181681 DATA "o sharp sword”
10182 DRTA "the mogic lamp”
16163 DATA "the hideous goblin”

Q526 DATA
9525 OATA
9590 DATA
9595 DARTH

“i$

fE DRTH
2605 DATA

% ORTA "
°7 DATA "
? REMark - Mames of OBJECTS have veluss 181 -

"atto”,14
"elay” 14
“mord” 4 14
"muti”,14
%415

inve",15

"zyar”, 101
3 lamp" ’ 182



Review Letler/Reply

Decr Peakoroun,

Firetly I would like to thark you for
replacing the faulty copy of Squadrons so quickly.
I have becn able to successfully load and run the
programm:  from dizk, although T still need the
original in wmdv2_, which iz a reasonable way to
prevent copying.

Houegver T vould like to comment on the programme.
Az a gume it iz very interesting to ploy and has
provided me with mnony hours of entertainment. The
programme plays very neatly once one has mastered
the relevant keys but of ter playing the gume o fau
times I have still some reservations about it.
These cun be contained under two headings:

1) historical accuracy

2) gome-p Loy

1) Historical accuracy.

I must adwit to being comeuhat mustified by the

choice of airfields. Whilst it noy have made for o
more cluttered screen, [ feel greater effort
should hove besn expended on getting the Britich
airfieldsz correct., I om basing my comments on
Alfred Frice's book “The Huardest Doy, 18 August
1946", wuhich givez o detailed lizting of all
operationdl squudrons and their buzes on this duy.
Az far az 1 am avare this did not change
substantially throughout the period, allowing for
the rotation of squadrons.
According to Frice, neither Filton or Lunpne vere
used as Fighter Command buses in this pericd. They
thould therefore be reploced by other bases that
wvere, The most cbwicus omicsions are Eigain Hill,
kKenley, Middle Mallop, Duxford ond Horth Ueald,
These were all Zector airfield: with tuo squadrons
operating from them. These at leust chould be
represented by any half-uay decent zimulation. The
following <ctation: could aleo be included
Martlesham (2) , Fochford(1), Nanzton (1),
Gravesend (1), Westhamprett (1) and Croudon(1) .
Figures in  brackets reprezent 1he nunber of
gquiadrons bazed ot each location. Haukings, Uest
NMalling and Watticham were also used if necessary.
However the tolal noaber of aircraft ovailable
(about 433) ceen: quite reuzonable.

Fegurding the Luftuaffe forces there uwould ceen to
bz too wmany i lable, Having on thres occozions

gztroyed cver 1003 aircraft in o zingle doy (and
been told thiz waz o

zzem  that the qone gives the Luftuaffe olmoct
unlinited rezource:, Price indicoles o different
picture. The coanbired forces of Rirfleetz 2 & 3

give approcomately, 750 B89z, 200 EBf116:z, 275
JuBPe, £00 JuSZz, Dolfs & Hellle. Yet I have on
several occazions destrogsd over 203 bombers in 12
hours (DISHAL?) . Oboious ly there iz scmething very
geriouzly wrong here. Feloted to the above figure:
e the exceedingly high kill ratic enjoyed by the
Britich fighterz, Whilzt 1 way hove achieved
betler rezultz than average in my wnterceptions,

dizmal performance!) it vould”

8

the highest recorded total of Luftuaffe loces inq
single day (18 RAugust 1940) waz only €9: 17
Bfio%z, 1c Ef1lGs, 19 "Twins", 17 JuBPz. Quite
clearly the gume needs to reduce Cerman loszes by
98% to provide reasonable figures. On the some doy,
the RAF lost 35 fighterz, On both cides there uere
further plones “damaced” to o certain extent but
theze were repaired af ter varying lengths of time.
My RAF losces in combat vere of this order but by

far  the  biggest losses were sustained by
equadrons, uscally  Squadron “E", losing redic’
contact at o vital time and then procesding to

continue in the lazt ordered direction until
crazhing in Woles or Fronce. T an unouare of any
such losses being sustained during the Battle of
Britain, ezpecially to "wings" of 97 aircraft!

2) Gome ploy
Following on the last point, there ic o distinct
lack of (artificial) intelligence zhoun by both
cides. HAs mentiored obove <squadrons of plones
sinply did not lose themselves in the woy just
mentioned, uvhich ic not to sau a single plane
might not thus cuffer, This sort of accident could
be ctewiated by an immediate return to boase vhen at

the limit of endurance, similarly they should
return to base when ammunition is  eshausted.
Another annoying feature is  that plunes have

to be told to reduce height (Fngels 1) to land. 1

would hoave thought it obwious that if o squadron
vas ordered to “panceke” it would reduce height,
but opparently not. Another feature is that plones
have to be directly overhead an airstrip before
being ordered to lund, surely having besn ordered
to pancouke ond sent in the right direction they
shouldn't nesd telling tuice.

Arother  wzpect  that could be inproved is a
colour-coding of those cities and airfields uhere
gun-creus hove been told to stund-by. Thic could
cave much lost production ond lozzes of friendly
aircraft if one could se= instantly uhich were on
stand-by. Similarly squadrons cut of radic contact
could alzo be colour-coded (red).

Having said all this, please don't think thet I
regard this game as o turkey. If one looks wpan
thic as o gane without regurd for vericinilitude,
then 1t iz wery well prezenied and produces
moments of intense action, One gets some fesl for
vhat it meny hove been like 1o control Fighter
Command during such fenze ard eciting timez. In
addition to the comments obove 14 vould hove been
wore enjogable F one could soos lood gamez in
progress, e:pecially if a realistic sinulation of
rotating  squadronz, replocenent  roates,  repoair
rates etc. could be worked into i, enabling the
action to procesd  owver  an exiended  period.
Certainly the screemz look wery regliztic and
controlling the squadrons becoties quite edsy once
you've mastered o few elementary principlez: .e,
pancabe oz foon o you can, spread the fighter
force az evenly gz pozsible to auoid congestion ol
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key  airfields, attock in concentroted forces,
leawe the {ighters alonz, keep everygthing auoy
from your airfields f you con, and if you con't,
scrambile everything out.

Looking foruard to your comments,
Richard Alexandar,

Thiz iz the reply I received from Peakcroun Lid, 4
Beeby Road, Scroploft, Leics. LE7 95G.

Decr Mr. Alexonder,

Thark:  ygou  for your  comprehens ive letter,
commenting  upon the Pedkcroun gume "Sgquadronz”.
In reply ve vould like to emphosice at the etart
that "Squadrons™ is o gume  ond was never intended
to be educational, However conziderable rezearch
waz  carried out  to enzure that the result iz ws
realistic as ie practical.

In the nmoin ve oagree with your comments
upon  historical accuracy, but would point out
that  ony variations are due to the tuin factors
of s~

- limitationz impozed by the QL,.

- producing un interesting gume.

The gome fully utilises the QOL's copacity and its
not proactical to odd additionol features, which
would require both additional data and computing
capacity., Of courze it e o mutter of cpinicon
uhether the factors ue hove selected are the best,
but we are reazsured by the rumercuz  letters
informing u:z of. the plegsure given, over many
plaging hours,

To increase gome interest, the whole of Scuthern
England (Groups 10 and 11) wus selected as the
playing ared, which i¢ not unrealiztic if one
considers the Batlle of Brituin period ez o vhole,
Price's "The Huardzst Doy" covers only one doy and
conzequently o more limited orea, within Holl
Group. This Group containe the airfields thal you
hove listed vhereds to produce o practical gome,
girfield: are necezsarilu spread over the whole
gome  ared. To  provide additionul airfieldz is
impractical as:-

- gdditional OL copacity is not availuble

- more displogs wvould result, ond ve conzider that
the exizting four are already sonevhat exceszsive!

Az regurds the number of Luftuaffe aircrafi, the
firet gome prototupe had o limited rusker of
Cerman oircroaf b built in, as yow imply. Thiz wos
subsequently concidered undesirable for ceveral
reazonz, typically, ofter several intenzive gumes,
the controller would know approsinately how merg
aircraft he was up against. In actunl fact, of
couree, he hoe no idea! In addition zhould all
. Luftunffe  aircraft  be destroysd o non-
operationel, no further roaids would develop ond

the player is left wondering uvhen comething will
happen.

The point made dbout plunez returning to base when
amnunition or fuel ie low, ts, of course, correct
in real life, Housver it is ezzential in o
realtime gume 1o keep the plausr occupied. Ve
zuggest therefore that it enhonces the game if the
time of flight etc has to be kept in mind by the
player. This factor also covers the point - re gun
crens, squadron: out of radic contact, direcling
the squadronz back to buze etc. In other words we
aimed at o challenging and not on easy qume.

We also concur that o whole squadron losing
contact waz  hardly o duily real  life  event.
Hovever again we consider that it adds gqume
interezt, For it to hoppen, soy ewvery 58 gome:,
vould, we suggest, be pointless,

You appear to be achieving high enemy losses by
flying large, British  equadronz, i.e. "97
agircraft”, The lose of such o number is of course
significant. As you will be aumre, it is not
realictic, in that the FEAF did not flu squadrons
of this cize during that period. Il is one of the
penalties that uycu, the ploayer, rick, when flying
large zquadrons! (gume interest).

As regurds cquadrons crashing, following loss of
radio contuct and subsequently dizoppearing off
the screen, the controller need only direct them
on o reciprocal bearing (their data being
continuouz ly updated) oz soon as rodio contact is
re-eztablizhed,

We can wlzo azzure you thot there is no built in
Britizh highkill ratio, Eritizh ond enemy fighters
have the <ame “"kill" potential depending on the
usual factors (zee puge 14 of the handbook) .

It is difficult to comment wupon the Commonding
Officer's report being "diemal”, az ve do not hove
gll the factors, i.e. destroying €06 bombers iz,
of cource, good, but it moy be largely offeet by
very high. production lozsez for  inzlance. The
concepl being that the war effort has besn put in
jeopardy. Britizh fighters lost through
negligence, also curries a high penalty in this
respect.

We trust that you forgive our lengthy re:sponze,
but w2 hove ascumed you prefer lengthy ancuers,
frce again thanlb gog for goor leffer and we trozt
you will continue to have moany enjogoble  hours
controlling,

Yours sincerely,

L.E. Johnzan
on behalf of FEARKCREOUM Ltd.



Leiier

3 BRARM OUL LAY
STOKE CIFFORD
ERISTOL

EZ12 €RZ

Tel 0272-793629

174/ 1988
Dear Richard,

Hary thanks for GLAFZ. 1 thought T might
just put finger to keybourd and give QLAFollowers
sone thoughts on mutters you have brought up in
the lust issu=.

DARK. SIDE OF THE MOOM: Jouwid Systens

Here I oagree greatly with what you said about the
Adventure. It seemed to start wvell enough, but
having got through the airlock I found I lost o
lot of interest in the scenario. I seensd to be
wandering around, not totally sure of vhat I was
doing or why I uas doing it, The other resson was
because 1 made the fatal mistake of vhich 1
thought I woz cured ...1 had o peep at another
adventure uhich I had sent for (Just o make sure
it lowded properly, of course!!!) and that vas it,
I wus hooked, the new Adventure hod grobbed me
from line one! The name of it ....Floytime. (ED:
The scenario of Dark Side...iz even more stupid
than I originally wmentioned. Ice caves on  the
Moon. (And hou are caves created - wind, rain and
water on suitable geological formotions. Of which

the Moon ha: none of any. And Jce uhere the
atmosphere is  practically non-existant!!! Bah,
hun'at-ug H )

ADUVENHTURE PLAYTIME: by Alan Pemberton.

I wust confezs, right from the start, 1 found

myself taking to this exceptionally well composed

Adventure. It s=ems to contoin all the proper
ingredients for o good program.

1. The characters are full and interezting.
(Flying doors, talking Rabbits, frustrated

foreigners and many more,
2. The locations wee colourful ond  inoginative,
(The compulzary Maze and the Muze Bypazz!)

oo Wou oget resardsd gz ouou progress throosh the
Adventure, (Having zolved o problem, the fext
tells you that wou hew o bell toll... which in
itz turm corresponds to another cluz in the gume.)
4. There are problzs: vhich require o fair bit of
thought to solue (off the keybourd) . (How do you
communicate yith the Foreigner?)
5. UWhen you oy
prezented  with o directory

location

1 | |
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‘saves’.
€. The humour is present ot the right level; (try ¢
exanining the Chest in the Library!)

fin excellent Aduenture, by an cbuviously talented”
and imcginative uriter,

Thus, having successfully completed 'PLH'\’TINE',°
there was only one to move on to.....

FROM THE TOWER OF UALAGON: Alan Femberton.

This has the feeling of being another excellent
program. 1 have only achizved 207 so far, (The
program  shous your progress  percentuge) S0 fy
thoughts ore only interim, bul already I find
nyself obzorbed in the scenurio of Dracle:,
Trolls, Duarves and Protective Tress! (Is Alan
Peubertor the pseudonym for Enid Blyton??). There
are o few ‘extras’ which weren't in Playtine,
nanely “RAM SAVE' , o very wuseful way of saving
your position temporarily (Mo need for o Romdisc).
flso you tend to get pursued, (o little
disconcerting for those with slouer brainchips),
but not to the extent of exasperation.

So, there we are then, another cracking Adventure
with mory 'Flusses’ and few "Minusses' (i.e, The
veek of will can break into it, as it is written
in Basic. Protect us from ourselves, plexse, Alan!
.. This also makes for o slow ‘Load').
Conclusion: Buy it, lood it and then lock the door
for o few hours...you are in for a treat! (C.G.H.
SERVICES hope to have this auailable within the
next few uesks - look for more news in the next
QLAFILLY Ed)

TRLISMAN
This iz o vey complex Dungeons and Dragon gome on

tuo Mdvs wnd with enough interesting variables to
ensure that your Computer will probobly give out

before uyour interest does. 1 found it wvery
abeorbing ond well produced. (It is by the sous
team which made Heart of Gern). One  problem

though, you chould be able to sove your position,
but dezpite following the instructions to the
letter, I keep getling an error. I'm writing to
the Authors for advice.

Conclusion:  Dezspite the bug, o very worthuhils
program for your collection, Mzt vorth buging,

Yours sincerely,

John Shig



°

Book and Adveniure Review

Writing doventure
(Games - Part Twoo
A reviev of the book “Exploring Adventures on the

Commodore €4 by Feter Gerrard, publizhed by
Duckworth 1982, price £6£,95. And o review of the

gume “"Underground Adventure” by Van Losnen,
avei loble  (to members) from the Quanta sof tuare
Library.

Having read the first puragraph, many of you might
be wondering what use o book on writing wdventure
qumes on  the Commodore €4 would be to zomeone
ouning only a BL. In the first place, the book is
quite o good introduction  to  aduentures in
aeneral, ond gives useful hints on creating
scenarios and setting problems. The author has had
severyl qumes publiched for the 64, und offers o
few uvseful storylines for anuone to use in their
Qumes . '

In addition, there are program listings for three
gumes, one of which i3 "Underground Adventure”.
Gerrard starte by qiving details of some of the
spects of CEM ERSIC which he in the
programs, ond the descriptions of what he e
trying to achieve zhould help OL progranmers find
the Superbazic squivalentz, Then he examines edach
churk of the progrum in turn, devoting a cection
to each major commeand or object used in the gome.
The chort progrom listings. are accompanied by o
ling by lire dezcription (in Englizh!) of what
they do and what chould happan,

uses

I will not pretend it looks eazy 1o convert the
program: to Superbusic. The listings include such
apparent garbuge as:

2151FH0=10RHO=20FN0=50RH0=20RN0=1 10RNH0=17 THEHFRINT
"DOH'T BE STUPID!" :GOTOZ1&

Inzert eome cpuces and it begin: to make senze. (I

"never hod o Commodore €4, and of ter reading the

liztings do not rearet it.)

If wou just want to pley the main guue in the
book, then get the version in the Puunta Library.
(The subzcription iz £14 p.a, but uou coan get free
zof tuare  that vould cost uwou ten times thet,) Hr
Uan Loenen has done  the hard work of getting it
running in Superbuzic. He doesn't credit Gerrard,
put I don't know whether he converted the qome
directly from the book or wig zome intermedicte
you  hove  completed  the gome, it
inztructive to compare the OL listing

source, Once

zhould be

I

. Cave/The

vith that in the CEN

coresett the other gunes

book, It might help you
for the 6L if gou do.

"Underground Adventure” kept me occupied for quite
¢ vhilz, It haz some similurities to "Colossal
Adventure”, but isn't oz big or as
difficult, Rgain the action is in o series of
coves and mines ond nuch of it moy seem foaniliar -
ropes, planks ond oxes, etc. Ho ramsove, but you
con sove good positions to cartridge. You con be
viped out and if you do foolish things with some
of the objects you will be unable to complete the
gome, Don't drop the mirror before you dispose of
the shimmering curtain! Don't drink the uhiszky.
There iz no scoring suystem with this, The qome
demands ol or nothing - you either succesd or
fail, no half meazures.

Having finizhed the gume at last, I wim to use it
a3 o test for The Quill, The rezult should lood
foster ond hove o better scresen logout than the
Superbazic version, uhich does not work well on
televizions. I hope it will also be ougilable fres
through Quunta, but it might be o few months
before it appzars in the library.

FELEEE LU R LR R R

Feter Cerrard sags o few things in his book which
gy hawve  besn oo severe  restriction on the
Commodore €4 in 1983, but begun to be overcome
af ter the arrival of the OL in 1924,

OH ADUVENTURE GAMES WITH GRAPHICS:

“If thiz book iz rewritten in ten yeur:z time,
moybe we' Ll be talking cbout grophical gomes, but
until then...!”

OH BIG ADUENTURES WITHOUT DISC DRIVES:

“If you haven't got dizc drivesz, forget Ll Thie
guie  (The Adventure/Coloszal Cave) relie: almost
entirely on disc-buzed wmode: of operation, and
would require on wful  lot of memory before it
wold funclion on o micro that ez cans dizcs.”

], of course

courze, hive the benefit of hindsight - ond
i QL

Michoue !l L, Juckzon



Letlers

42 St Johns rd

Phone Dorking (B206) 825462 (hone)
Weztcott

Dorking

Surrey

FH4 3P

15-Narch-1928
Dear Richard,

I thought I aught to send you o cartridae and SAE
ready for the next copy of GLAF. Howswer, T might
as vell kill two birds vith one stone by bringing
you up-to-dute with how my APT and IMAGIME are
progressing.

Az T menticned to uou, on the phone, Shoadouw Ganes
are being o bit slow in handling both products
ouing to various problems that have occured for
them. I om expecting, in the near future, either
to have another compury deal with AFT and INMAGIME
or to get the situation with Shodow gqames
improved, but in the mean-time I can supply the
gume to QLAF rexders at the discount price of £15.

I hope the 'hintz' I <ent you about IMAGIHE
arrived 0K, and aleo that the reviever husn't had
too much trouble with the gome after I cent him
the hinte! T must say, I didn't think that T had
moade IMAGINE difficult, but then I suppoze nothing
ie difficult vhen you know the <olution.

I have - it in mind that I might well- urite an
articlef(z) for OLAF in the near future on
aduenture writing, obvicusly with a ¢lant towards
AFT. If you still fe=l that this would be worth
doing then perhaps you could let wme know your
thoughts on whot sort of format/contents you think
might be most appropriate? I could probably aim
towards  producing  something within the next 2
months or <o,

Arguay, 1'11 be looking forvards to ceeing OLAF 3,
and 1 hope  the rewview of  IMAGIME  izn't  too
critical.

Steve Sutton

Letter from Ioun Eruntlett
Dear Bichord )
I hope you are vell, Thanks for OLRFEZ...

Hy 6L iz O.F, nou. Around Dec &7/Jun 88 1 sent o
£35 cheque to Fon Nazsey, of Shodow Gomes, for
AFT. 1 thought its non—arrival ond the lack of
aduerts meant it wazn't ready. OLAFHZ put poid to
that! T phoned Steve Sutton and he waz surprised.
S0 he said he uvould send a copy of FAFT. (I
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underetond that Ron has had problems which have
preverited him from publishing APT, indeed he has
contacted ut leust one other zof tware house to ses
if they could handle it for the time being, but I
haven't hewrd any more about this, Let's hopz Ron®
can settle his difficulties scon. Ed.)

There is a mistake in the OLForund? article. The®
prices for Forum wre: #1 - 58p; #2 - SOp; 43 -
£1.66,

"Girle” waz included on #3 to display drawing
techniques. I thought it wos pretty toss and the
“girls" looked something out of o bad sci-fi film.

In a lot of adventures wiclence is used as o
cop-out when the wuthor is wnable to or couldn't
be bothered to find a woy out, This time it is the
meturity of the human roce in gquestion. To get
“true"” artificial intelligence und real
interaction, you nes=d people. So why not o
variation on the Play by Nail ganes advertised in
White Duart?? i.e. im o Role PFlaying Goume (RPG)
the Dungecon Master usually has o thing called
“imagination”. A solution would be computers
locking after the table crunching (und mapping -
hou many of Tolkien's characters lost their way
due to a main's epike?). Digital mupping for the
Dungeon  Master would bz o breokthrough. The
trouble is how to store so much data. Even in tuc
dimensions f(although I'd like 4) the problem of
vast areas needing. very lou-res moapping and small
aregs needing intensive detail is hard. But 3-D is
reeded for caverns, underground citiez and lakec.

Back in reality., Do you hove ony need for o
dutabase application? If the hintz were stored as
text files and’or in poaper files then all o
databgze  would hove  to hold is their
location filename and o bit of info about it, e.q.
gane nane, problem description. (I'we let lan know
that whilst I feel hic offer ic o genercus and
useful one, I personally haven't really got time
to key in the necessary datu. If cny OLAF readers
would Like to work with Tan on thizs project then
urite to him direct. Ed.) '

Ian Eruntlett
25 The Brooduay, High Burnes, Sunderlund, Englond,
SR4 ELF.

P.S. I'lLl help with the programming of the
wargame, f yog vant, (TRINY - see vargumes update
in edicrial, Ed)



Adveniure Review

Hoventure Plaptime by
“dlan Pemberton

Thizs text adventure iz availuble from Sinclair OL
Vorld's Microdrive Exchange (see any recent iszue)
or directly from the author, which iz probably
cheagper ond quicker (see AL Adventurers Forum no.
2 for detwmils), I ztarted playing the gane before
reading OLAF 2 <o didn't know the detail:s as to
the price/narketing. As  the oqome hos quite o
profeszional look to it in mony respects, 1 hoad
azeumed that it would be eold at o tupical
professionel price, Howsver, the qume is virtually
o give avey and must be considered vaulue for
money .,

To ztart withy, o few details OL World tends to
ignore in itz softuware reviews. Adventure Plautime
iz in MODE € and should appear well on o TV zcreen
or monitor, in monochrome or colour, The curtridoe
iz configured to loud from mdvl_, ond save and
lood gome positions from mdv2_. There is no clone
program, but it should copy to disc uzing BASIC
COFY, TK2 WCOPY,etc. To run from disc, FLP_USE MOV
should work, but for complete converzion ore or
tuo changes need to be made to the boot and main
program, List these and change any referencez to
HoY to FLP or FDE oz appropriate. The gome ic
uritten in BASIC, wund toakes o vhile to loud. If it
vz being marketed professionally T would hoave
sungezted compiling it or uzing o fazt loader zuch
as Qload., I tried compiling it with O_Liberator,
but thiz guve on 'internal error’ nezzuge at
runtime, suggesting o compiler problem. Feuders
might howe more luck with Turbocharge if they uant
to epeed up their copiez of the qame. But keep o
copy of the BRSIC listing to examine wofter you
have finiched the adventure, as together with the

author's article in OLAF 2 the progrom could
provide o wuzeful inzight into adventure gome
uriting,

‘The gquue itzelf involve: on interezting 'trip’
into o fontosy  lond  where  wou  will  meet
fuscinating choracters such az the questor, the
foreign  touriet, the heodbonger and  the orbon
guerrilly, The ‘parser’ iz quite sophizticated,
alloving gyou o communicoale with mo:t of the

characters, Some will give you useful information,
othere will ebey gour reguests, Unfortunoiely, if
you input certain word combingtions uhich do not
mike cenze to the parcer then you will oet garbled
rezponzez (zome ore omuzingd, The rezult iz less
than. perfect, but more ic achieved than in gomes
produced uzing The Ruill.
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The lond is gquite interesting, lucking caves but
hosing  dunes, mountain: and o custle, not to
mention the public convenience. Az usual, moking o
map should help, but after o little vandering wou

should  begin  to  remember  vhere  things  are
NMaszuning you get out of the first location),
Most of the zolutions to  the problems uou

encounter are fair, though one required knouledge
of the uzez of graphite vhich escoped me for quits
i uwhile., You might hove to resort to consuming
diches you would otherwize turn your nose up al,
and doing socimlly unacceptable things with your
nose, in order to leave home ond return again. (4)
Thouoh there iz a moze you don't have to room in
circles for in order to finizh the gume,
However, it iz o myze not to be missed. In
general, be bold or ygou won't get wery foar. Talk
to strangers (and come strange objects). But you
can usze the RAM SAVE and RAM LOAD feature if you
ure o little vary of some of the locations.

vesks

It is hard to foult o gome which offers such good
vaglue, Mozt players should get o few evenings
entertainment from it. I look foruard to seeing
Alun Pemberton producing bigger adventuresz,

Michuel L, Juckson

f Some azpects of the gome wight be considered
"subversive’, If o cinemy film, it might carry o
FG certificate, Bear this in mind if ygou let
youngish children use your GL to ploy adventurses
(they might not epot the solutionz!),



Letfer

FROM KURT JOHAHSSON
Dear Richoard,

I have got the first issue of "OLAF" and let me
say that it ugs very complete with a lot of
revieus etc. Thanks., T rexlly wvish you good luck
and progress uwith GLAF.

I do have some questions to you though?

1) Have you decided vhich adventure we shall pass
through together “uhere to go next" as mentioned
in earlier GLAF correspondence? I intend to buy it
and join in.

(I don't actually make any conscious decizion to
follow through on adventure, rather T uwait and ces
uvhich adventures people wont help with or those
which I find absorbing enough to want to play
through to the end. I would certainly like to
finish off "2Zkul" ond moke o start on "Uest" as
these have been around for o long time ond many
people must hows started them but never finished
them. Personally I'd like more help with "Quest
for the Dragonsuord” as thot appeared to be fun to
play. Also “Heart of Gern" might be good if only I
cun get storted on it!!! I'd recommend you getting
"FunFear" by Mariin Hopkin: az that looks like
it'll be interesting to ploy and vhen you see it
advertised (see Steve's letter in thiz izsue)
“"Imaugine” is o puzzler wvorth getting to grips
with, Ed.) ’ '

2) May 1 pay for one year in advance? You cee I
have to pay o “fez" for more thun £2.00 to get o
Eurocheque and would like to do it once o year
only., Of course I will send you o formatied mdv_
ae requested, but no money thiz time bul the next.
(As from GLAFH#4, thiz mogazine will be printed and
cvigi lable on subzcription which will cut out o lot
of problens - excepl one - eaze of producing this
‘zine!!! Ses Editorial in thizs izzue for further
details.)

3) Will it possible to buy copies of solutions of

conpleted aduentures? An adventure club hers in
Sweden  for  Comwodore’Spectrum  ouners  hoas  this |
faczility,

ez, providged the authors/publizhers aores, we

willl provide conplete zolutions - perbops waiting
& months before releszing them to give people the
opportunity fo solve thew the hoed ooay,)

4) How about printing the none, addrezs and phone
rmber of  people  who  hove  completed  “their®
advenfures ond are willing to help the “vandzring”
rest of us?
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(Yes, we already hove o policy of doing this -
only it dozs depend on people letting GLAF knoo!!!
(Subtle hint!!!)

5) 1 knouw it is difficult to have a “ranking"
amongst adventures revieuved but it is very camon
in other mags., It's o way to promote good
adventure and simulation writing since we tend to
buy goumes with good “"marks”.

(Personally, I wouldn't know where to begin in
giving marks for odventures., Rs you can ses from
the correspondence I've had with other uriters, my
views on vhat I like in an adventure or simulation
are not shared by other people. I think that the
standard of the reviews in OLAF is good enough,
houever, to give readers o recssoncble indication
uz to whether o gamne is worth buying. And gQiven
the lack of GL eoftuware, virtually ALL oduentures
and simulations should be supported (depending on
one's budget naturally!).

£) UWould it be possible to stute naees ond
udresses of the odventure selling companies? It
would be of great help when buying o game ond
could the reviewsr also mention the price? If so
one can buy o Eurocheque and send it together with
the order vithout contacting the companies first.,
(ves we should bz doing these things, and in
future will try to incorporate them into the
revieys. There i€ o problem in thoat sometimes we
get pre-relesse software  that hasn't got o
definite publisher or price and then we don't
wention one. Also, in Britain moany of the gumes
are ovailuble from shops ot o price below the
normal retail price. Also QL Super User Bureosu con
get you goods cheaply. Once OLAF becomes better
known ond sells more copies we hope to o=t
advertising from  compunies  themselves and
hopeful ly zpecial offers.)

I hope all these guestions haven't put you off!
Mot ot all, they guve me the opportunity to think
more olewly about what GLAF s supposed to be
doing and hopefully we will improve the siandard
of OLAF s o result.)

Furt Johanszon, Sodra Luget 149, 136 53
SWEDEN.

HRHINGE ,



Preview

The Praton

Some tue ago Martin Hopkine cent ne o previeu
vereion of the Froun and recently I guave nuself
the cpportunity to give this o thorough play test.
Arnd what o jolly jope it ie too. Martin has alsc
informed me that he has signed a contract with
Talent to have this published <hortly. (TK
Computervare, who now market Talent softuare, are
currently adverticing this for £15.0@, the cane as
Horrorday. Address: Stone Street, Horth Stonford,
Rehford, Kent, England. THZS &0F.)

To put it in a nutshell thie ie another cracker.
(0h pleuse yourzelves, nut.... cracker!!!) If you
enjoyed playing Horrorday or Funfear this will be
right up your street. As you can gquess, this time
Mertin  hos  taken on thot  doyen of the GL
Adventuring scene “"The Faun” and written a mighty
spoof of it. And having spoofed it, he has gone on
to make o much larger gume. The Praun hos been
uritten using Gilsoft's "Guill" and loads in three
parts and one can journey betueen each part by
saving o position (but only at the junction of the
three parte) and loading the required part uou
wich to explore next. As you'll be needing objects
fourd in one part in the others this can become o
bit of o fug, so 1'd recommend that when playing
thiz you chould explore as much of each area os
poscible before loading another zone.

The three zones are: King's Keep, The Ancient City
of Larcs and The Badlands. You start off in Fing's
keep and without giving too much auay unless you
have o rest very scon after starting you' (L not
qet etarted on your quest - although having <aid
that, 1 munaged to wisit 100 locations and get 2@
blisters without realising it!!) You con regard
King's Keep az the direct cpoof of “The Poun®,
with mory of the same, well sinmilar, features,
There's a philosopher, an itinerant sulesperson, o
magician vho arrives on o giant pop top, o castle
with gardens to explore, a mourtain uith o cave

and an Ice Touer quarded by o snow shrinp, o
dizmal forest etc. Even o tree stunp.
(re <plendid feature, although, perhapz not to

every one's taste, i Martin's wry cenze of humour
vhich suffuses the entire text. Exactly how much

of  the humour will be apparent {0 people  uho
heever't plaged "The Faun” I'm not  cure, but
adventurere beware! Martin hazn't forgoiten to

include o difficult cet of problems in the gome,
¢0 do read thoze location descriplicns carefully,

If wou haven't quessed already, uou play o proun,
g pravn with o copper tailbond around his tail,

15

Being o praun does have certain difficullies, e.q.
not being oble to do things., However  this
particular praun caf Lift mighty veights (namhole
covers), clinb ladders (to hoylofte), even remove
jewels from the backs of large chaire with «
screudriver, <o my advice is: do not under-
estimate the praun’'s pouvers. One feature of the
qame is the inclusion of day and night. I munaged
to roam for o long time wvithout realising how to
get light (being dim!) and until you can catch
your light-source, night-time will be extremely
tedicus. A vord to Martin though. I hope gou con
exclude the cewere etc from the day’night routine
as it's a bit daft being told you can no longer
see when it's night-time vhen you're underground.
FPerhaps o “dark unless light-source carried”
routine ig needed, but still incrementing the time
flag?

Nar{in has added o city for you to explore in his
quame, und here doy and night control access to the

various shopz etc. I must adwit 1 hoave found
interacting uwith the <chop-keepers o little
difficult, but being o prawn that's hardly

surpricing. One amusing touch is the inclusion of
twe  familicr  faces  from  Martin'e  eoarlier
udventures. 1'd also like to knouw uhen the Palace
qutes open, perhaps access will become apporent
vhen  the FAlchemist's laboratory reveals its
cecrets.

I haver't had much cuccese in the Badlands os yet,
although there's o grateful donkey in o field and
an ashtray in o ccoty nook. How to get beyond
immigration contral I don't know, although some
morney would help with the photo-booth, Ancther
touch that adventurers will be grateful for is the
praun’s provess ot carrying ttems. At the last
count 1 had 12 items in omy tally, vhich cute doun
the problems requarding deciding which chjects to
get and which to lewve, Very sencible az, with
having to re-load uhen moving from one section to
the other, a limitation on carrying would have
been very irkzome,

To summarice, 1 reckon that this qume i going to
give uhoever buys it o lot of pleazure, inttially
because of the humcur, ond then on cccount of the
puzzles that Martin has cet us. One feature thot
pleace me e thal uou con room cver o lorge aren
without solving any puzzies, thus allowing one to
get a feel for the gecgraphy of ord
alloving one to get really irveolved vith the qone,
unlike other adventures wvhere o difficult puzzte
in the fir<t few locations can totally stunp cne.

the ared,

Fichard.



Helpline

ADYENTURE PLAYTIME

Alon Penberton hos kindly sent me o copy of the
conplete  sclution to this aduenture (oudilable
from Sinclair OL World's Microdrive Exchangs or
the author - ce=e OLAF#2) and o wop, =0 if you need
any help - let me know! I've also got the mop ond
solution to Rlan's From the Tower of Ualugon, but
uou're not howving any clues on that until it's
besn out o while!

FARCE

Ian Bruntlett, the author of Farce, has given the
following tip  for  Farce_exe on  GLForum#s
(ovgilable for £1.08 from lan)

Start, then SUIM, E, N, EXAMINE SIGH, CGET KEY, S,
W, GET WOOD, W, GET LASAGNE, E, M, M, HU, HE, Ul
"fou are in o emall barusti hut"., T hope it's
right. I must have forgotten to put o RERD SIGH
in, Oh, and while you're ot it, hove gyou typed
SCORE or WF_ uet?

HORRORDAY

Thanks to Martin Hopkins, who hos potiently held
my hond so thot I con journey safely through his
imggination, sorry gome, I've negrly completed
Horrorday. Fart two's solution starts with o close
look ot Ezmerelda’s boy-friend, Thence it's east
(I hope I get this right as I haven't quite
completed it!), to get some gardening tools and
then return pust the courting couple. Don't drop
anything just gst, they moy come in handy later,
Have o look inside another hut and then dizpose of
the wunfriendly ghoul. Then exumine the grove,
Dpzning the crypt utilises one of uour new-found
possessions. Once inside you can go wezt to have o
cloze look at the stotue - using one of the
"gurdening” toclz. On returning to ground lewvel
give the horm o tug, which should reveml some
hidden depthz to the room.

0.6, Off to the ezt to a church viault uherein
S you' Ll see some purple ligquid. Uery tasty it is
too but there's o real gem of o surprize if you
con dizcover the right object to drop in the
liguid, Your Little piece of treasure looks like
it might it into o handy piece of jeuellery
located to the north of the moin entrance, To the
enzt there's o Centurion, brave bul undecorated,
and begond hin o ticket seller needs o swall bribe
too.,

Aszuming you've
wold  Like o

got os far as
replace  his

the tomb, the Mummy
rotten  veztments,

vhich'Il gyin you woccezs to the real monzier,
rather  than  his  statuz.  However o suifable
disguise will make him welcone you a3 o long-lost
relative, And az o reward you' Ll get o parchnent
giving directions around the muze. (By the way -
do give the muze o visit if you have plenty of
time, before getting the mop. There is o way out,

" honest!)
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Right, azeuming I've got it right so four, you con
now, indeed, toke the mup ond sofely negoticte the
naze, (See if you con find o use for the compost -
or anything in the gresnhouse or fountain.) This
ie where I'm stuck, From Fart One you'll be
carrying some leaves for o mad scientist (I do
hope no-one has mode the mistobke of calling o
monster by hiz creator’'s nome!!!), and in return
for this you'll get o Veggie-Burger. (Ho, ho ho. I
like veggie-burgers but theze I feel would be too
much like cannibolism,) Oracula wants his teeth
back, and why not, only he does insist on killing
me when they're returned to him, I've tried the
gurlic, muking o cross, stabbing him through the
heart, there's no running witer or bible handy,
and €0, deor readers you'll hove to wait "til the
next exciting installment of HELFLIME to find out
how to complete the adventure (providing Martin
tells me!!l)

Richard
NEMESIS, ZKUL

Still no response to the pleas for help on these,
If you can help do get in touch and put us out of
our miseryl!!
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Hints

fMoroon’s Quest:
The fFinal Clues

Well, here it iz, the lust episode of the Mordon's
Ruest cagu., I hope those of you who have been
playing this are finding theze hints helpful.

If I remember correctly 1 left us dbout to
re-enter the futuristic area, 0.K. Off we go to
tha esst, dropping the geiger counter on the way,
e that's of no uze to us now, ond by way of the
library we orrive, to the SE, al on ipvisible
barrier, To moke it visible o quick squirt with
Spidey’s gift will get you.past and kewing in the
number given will revesl another device., Re-troce
your steps to the junction and then head south ond
transport the ingot you find. Again re-trace steps
to the end of the corridor and then head west as
far oz you cong then north and east to the repair

droid uhich is in need of the buttery we fourd
edr Lier,
Once the droid is activated it will take up its

station in the resctor whilst you gquide its
progress  from the  control  room. The correct
sequence  of “presses” on  the numerical control
depends on whether uyou've olresdy been  here
before, The general ides is to seul off the
regqctor with the droid inzide oand zeal off the
control room. Then activate the droid until it
reports that it hos repaired the reoctor., Tt moy
not do this first time. bhatever gou do don't

legue the room until it iz sofe to do zo,. If you
do get killed you'll probobly get re-incarnoted
and be able to combinue, Also o save at the stort
of the sequence vouldn't go omiss.

Dnce the reactor room is safe, go through it wnd
beyond to the Lift., Up and follow the wyy HU. In
this wrea gou' Ll find an orb to transport, o cigor
to zmoke LATER, ond once you've keysd in the word
at the keyboourd that you wvere given in the dim
chaiber, SN from the cove, you con get oanother
nochine  piece to  transport, How simply retroace
your: eteps ol the way bock to he cylinder, (If
uou haven't picked up the coin: to the S of the
arite-raom do £a now.)

How return to the cylinder and activate the plute
until you're bock in the FRoman area., From here
it's o zteody morch nocthuerd: to the arens, Go
north a: far ez you con and pick up the wedpons.
Fucing the impending ordeal is obuicuzly o Homlet

moment . Your rewwrd for coolnes: i: an escope

hatch doun ohich you' LD find the cotacombs. How
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these ore ewvil, There's no difference in  the
locations, pathz everyubere wnd any objects you
drop to mork your progrezs are  disceppewsred for
g, S S S WL HHE getz 1o the Minotour. Sorey if
that's giving the gome away, but you'd be lucky to
find it by accident und to hove got that four ond

.been stuck would b2 <o annoying!!!

Right faced with the Minotour uyou can slay him.
Inside the belly of the beaszt is the finel pisce
of machinery. At which point I found I only had
gol 160 out of 118 tregsure pointz, ond there's no
woy out of the cotacombs, So, clever clogz, con
you find vhere the final 18 points of trecssure are
lurking, While we're at it, the Spectrum adventure
haz, according to the slightly inoccurate articles
in Sipcloir User, on Adventure Development ared
gooessable from the cylinder. Hos o angons  found
this on the GL wersion? Also it claims that you
can rewch the cylinder from the Waterhole in the
forest areas. Agauin I haven't found this to be the
case, FAnguoy, o I mentioned in an eorlier
epizode, «all those muachine purts we hoave so
lovingly transported hove disuppeared into Llimbo
due to o bug in the program so there's end to this
gums on the OL, Angore fancy re-uriting it so that
it vorks properly?

Richard (uwith lots of help from Sinclair User

(8767, 9/87).
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