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EDITORIAL 
Welcome to the fir!t printed edition 
of QL Adventurers' Forum the fourth in 
the series so far. This should have 
reached you before the ZX Microfair, 
but has been delayed due to factors 
beyond my control, the main one being 
that my photocopier blew its bulb and 
lhQ neu one mysteriously disappeared 
in the post together uith some toner. 

Uell uhat's neu? Uell the Qood neus 
for QL Adventurers is that C.G.H. 
Services have released Alan 
Pemberton's "From the Touer of 
Ualagon· at the uonderful prtce of 
£6 .00 (or £4 .00 if yo•J supply the 
necessary media and packaging and 
postage) uhich Includes a splendid 
manual. Right that's enough hype for 
this page. The other good neus is that 
Mert's "The Praun" !hould be out by 
the time you read this, I understa~d 
there uere delays over getting the 
manual done. Published by Talent+, and 
available from TK Softuare and most 
dealers. 

More good neus on the QL Adventuring 
scene is that Steve Sulton has managed 
to get Digital Preclslon to publish 
both Imagine and the APT system. APT 
is nou "Adventure Creation Tool" and 
l! "a greatly enhanced development of 
APT" <OP' s uords, not Steve· s) • It· l l 
cost you £49 .95, I· l l see if ue can 
gel OP to give QLAF readers a discount 
- no promises though! 

The other news is none too bright 
houever . It looks as though ue may 
lose the services of several adventure 
uriters due to the lack of return pn 
sales - so if you've been copying 
titles that are in print then you've . 
onlu qot uourselves to blame. I don't 
uanl lo slart a rush but the Atari ST 
looks like it miaht be the beneficiaru 
of this, especially as the ST -
Adventure Creator, based on G.A.C., 
has just been released. If this 
carries on, this uill have to become 
the 68000 Adventure Forum ! 

P.C.B.S. are, I assume, perhaps 
wrongly, having problems. They have 
moviad to 6 Cre~s•.H1ll SlrQQl, Tilhiaad, 
Glasgow, Scotland. Apart from the save 
bug no led b1J ,John S~1aw in the la-:. t 
issue, The T·:1lisman looks like an 
excellent Dungeons and Dragons game, 
but there have been no adverts for 
-:.evera l months. G l l soft are s t l l l 
~elling the Quill system for the QL at 
£10.95 if you supply the media and 
don't mind printing out your oun 
manual. They ore s t l l l at 2 Park 
Crescent~ Barry, South Glamorgan, CF6 
SHO (0446-732765). It looks 1Jnllkely 
that the~ ulll brinQ out P.A.W. for 
the Quilii which me~ns that people 

uanting to do illu~trated adventure5 
either have to do it all themselves or 
get ACT! 

On the arcade adventure scene ue've 
got the Maxtronics Allen Hijack uh\ch 
features some excellent graphics. It's 
3-0 dodge and pick-up gana uith, I 
presume, puzzles to solve. Being a bit 
rusty ot this I've not got very far, 
but I can recommend it for people 
uanting to do a little joystick 
uaggllng. They can be contacted at 
Chi-Soft, 20 Chandos Uay, Uell9arth 
Road, Hampstead, London HU11 7HF 
(01 -458-7249 ). Cost £18.25 all 
inclusive. 

Also if you're into Defender type maze 
games, Chris Skellern kindly sent me a 
copy of Starburst, uhlch ls a huge 
game, read the review and then order a 
copy ! 

O.K. You may remember that I've spoken 
of a wargame for the QL. Uell, I've 
finished the prelimtnary notes l6,500 
uords) and hope soon to start uorklng 
out the details. If you uant in on 
this project contact me at the usual 
address and send a mdv_ and s.a.e. and 
l' l I. send you the latest version of 
the note5. 

I hope you find this First issue 
legible, let me knou if an1d typefaces 
are causing prob lems. I originally uas 
going to use character uldth 2 for the 
articles but theu were too blocku. 
Uhat would be nl~e is a char. siie 
1.5. I've used Page Designer 2 for 
most of the text output, but have used 
a coup le of PC progs: Greeting Card 
Maker and Sign and Banner Maker (a 
mere £9.95 each) for the cover and 
some of the adverts. How there uould 
be a useful set of progs for the QL ! 

Another first for this issue ls the 
first part of Ma l com Smith's maps for 
ZKUL. I' II be reproducing these as is, 
as using DTP for maps is a PAIH ! 

Riaht that's all for nou. Don't foraet 
th~t QLAF needs your contr ibutions lo 
~urviuQ and bQ U~Qful. Ue YQlcome 
anything on adventures <text, graphic 
and arca•je) , simulation-:, strategy and 
wargames . Also notes on QL add-ons, 
front - ends, toolkits uhlch ore 
supposed to make life that little b it 
eas i er, but which often make it more 
complicated. I'm also happy to print 
anything educational if it includes 
programing hints or advice on 
simulations, etc. 

See you in a feu months lime, 

Richard Alexander 



1~ ng n;~ iil1i tDe 
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by ALAH D. PEMBERTOH 
PRICE £3 + mdv + p~p + vat from 
Microdrive Exchange 

IF you still have your 'L' plates up 
as an adventurer, then PLAYTIME is the 
one that ui ll surely get you through 

he "Test", But at the same t i me Alan 
ernber to n's brilliant adventure uill 

cater for the expert too, s i nce the 
Qu i ll document supplied uith Playtime 
enab I es you to 'cheat' as much as you 
uant - o~ not at all. -

t ou ore told at the outset that you 
a re about to enter a world where a 
variety of characters expect you to 
oerform tasks for them. You can wander 
t hrough the land without hindrance 
once you get there - u i th tuo 
exceptions. You hove to f lgure out hou 
t o get into the matn adventure and 
there i s one section you can ' t explore 
until you hove performed most of the 
t asks. 

A Ian· s sense of . humour ls ev ldent 
t hroughout ( try ask i ng the librarian 
obou t the chest or, better ~- li l l, 
exornine it) but un li ke some 
a dventures, it doesn ' t suamp it at the 
~xpense of the "ser i ous" business of 
yettlng home aga i n i n one piece. 

he Quill doc gives you on idea about 
uhal ls to come, tells you about the 
di ctionary and hou to converse uith 

he various characters. I uon't tell 
you uhat those characters are since I 
f ound that com in g across these 
oddballs added a great deal of 
en j oyment to Playtime. So you'll have 

o go out and buy it, uon' ' t 'JOU! 

In add i tion, the i nstructions give you 
~ "cheat sheet" ur i tten in code, so 

hat uhen you get stuck you can type 
i n "DECODE" follo ued by the code, 
uhich uill then give you the hint 
you've been looking for. You may find 
this aspect of the game a bit too 
access i ble but as I sa i d, you can 
c heat as much or as l i ttle as you 
li ke. YOU ALOHE WI LL KHOU YOUR DARK 
SECRET! 

here is also a section i n the Quill 
doc entitled TAKIH ~ PRECAUTIONS. Uhen 
I uos but a lad, that meant something 
co apletely different, i nvolving a 
f urtive visit to the chemists. For 
Alan, bless his innocence, it ' s merely 
a sect i on advising you on hou to sa ve 
the game as you go along, so if you 
get splattered you don't have to start 
all over again. 

Anyuoy, back to Pla y time. Having 
completed your allotted tasks and 
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lookinQ forward to the wonderful 
endscreen you have been promised as a 
reward, there's a sting in the tail. 
And that's all you get from this 
reviewer. 

Happy adventuring. 

SHAHE Mc GA RUEY 

Rich Mellor has uritten to say that 
he can supply Alan Pemberton's 
Adventure Playtime on 3.5" disk. If 
you want a copy, send on s.o.e. and 
a formatted 3.5" disk to Rich Mel l or 
Roscoe and Gladstone Hall, Greenbank 
Lone, L l verpoo l, L 17 1 AH,· Engl and. 
Please note that Alan Pemberton has 
gtven his permission for thls, as 
Ml crodrive Exchange only have the 
"r i ohts" to the Microdrive vers i on. 
If anu one wants Adventure P l au t i me 
on 5.25" d i sk they can obta i n a copy 
from C.G.H. Serv ices. Aga i n on s.o.e. 
and 5.25" d i sk wi ll be requ i red. 

WANTED 
New adventure, strategy, 
simulation and wargames 

for the 9L and PC. 

II you have written a game 
that you'd like to have 
published then contact 

CGH Services. 



DRAGONHOLD 
This progra• is by RUBICON systems, 
price £14.85. 
Rubicon are at 46 PO~IBDY CLOS!, 
A~BRSHA~, BUCIINGHA~SHIRI, HP? ?BW 

The progrn• is n 'graphic adventure', 
with a view from the top, although 
your Littte man is shown side on for 
obvious reasons. As you go around, you 
will see all sorts or articles strewn 
about, such as a dagger, 
quarter-staff, food etc. 
You move about by use of the cursor 
Reys nnd cnn enter commands by the use 
or single Rey presses, with the 
Letters A - X corresponding to both 
verbs nnd nouns. 
There nre several other characters 
about, including a nagging woman, a 
dwarf, n thief, a priest, and a 
Ynmpire bnt <PLIASi NOT!, TRV TD STAY 
CLEAR OF THI UA~PIRI BAT, SINCE THIS 
WILL ATTACI YOU IUIRY TI~! AND li!PS 
ON AJTIR YOU AS YOU TRY TD GIT AWAY> • 
Nearly att of these characters wiLL 
attacl you at the first opportunity, 
and it seems impossible to reduce 
their strength, while att the time 
your strength is being reduced in the 
fight. Still n quicl bite to ent if 
you are LucRy enough to haYe round 
some food, and you are bncl on your 
Feet and off to find some treasure. 
On the first screen, it is \•possible 
to pass through the door which Leads 
to the next set of caYes, until you 
speal to the nagging woman who 
pro•ptty tells you, that you cannot 
pass through a door if you are 
carrying nr•s. Ptease note seYernL of 
the characters wiLL not spenl to you 
untess you nre carrying something - . 
For example, the woman wiLL not speal 
if you are armed. 
The next set or caves is rather smaLt, 
with only a troll in there to stop 
your passing by. Howeyer he is rather 
stupid nnd cnn be Lend into a dead end 
white you pass by him and out through 
the door at the top into the JDRIST. 
The forest seems rather deyoid or 
objects, so your best bet is to go 
straight to the castle at the bottom 
right corner. 
Once in the castle eYerything seems to 
happen at a more frantic pace with the 
characters attacXing you nt nearty 
eyery turning. Also you must beware, 
since you mny haYe aLL sorts or 
goodies only ta came into contact with 
the thief, who promptly stenLs 
something orr you. 
There is a deeper Level, the dungeons 
which contain a tot of the treasure, 
but do not pass into them <through the 
red doors inside the castle) unless 
you haYe found a tamp, since you won't 
be abte to see about you at att, and 
it is impossible to get out. 
On the whole it is a very goad game, 
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but I do haYe a few minor groans: 
<1> The program is supposedly futLy 
multitasKing, but problems occur if 
you try ta run the program with 
SPi!DSCR!iN switched on <PRDBLI~ for 
BRA~ users, who are unabLe to switch 
it off), since the borders around the 
windows witt not appear after the 
first titte screen. 
<2> The title screen nsKs you to input 
the driYe which contains the •aster 
disl, and thinRing it is onty tooling 
for a Key, you enter this, onty to 
find the program proceeds to Land 
itself off this fite, maling a mocKery 
of any baclup disl you any hnYe. There 
is a way around this however, if you 
place your worling copy in FLP1 and 
the master disl in FLP2, type the 
command COPY FLP2_ TD FLP1_ and when 
it asls you for the drive containing 
the master disK, just enter 'fLpl_ ' 
and the program witt toad oK. <NB DO 
NOT LISI THIS !XC!PT FOR YOUR OWN US! 
SINCK TH! COPY CONTAINS A NDTX CF YDUB 
RD~ NU~BIR> 
<J> The objects are scattered around 
the screens eYery time you start the 
ga•e - this males it more enjoyable to 
play since it is different eyery go, 
but a few times I haYe been unable to 
find the tamp to enable me ta go down 
the du ngeons. I suppose one of the 
other characters had it, but when you 
can't find anything they woutd LiRe to 
trade, it is impossible. 
<4> The characters ntways say the same 
things, eyen when they appear in 
another set of caYes. - What point is 
there in the woman teLLing you in the 
forest that you cannot pass through a 
door carrying arms, since you needed 
this infor•ation to Leaye the first 
set of caves ? 
(5) When you die, you are offered the 
chance of being reincarnated, but huve 
ta start fro• the first set Of caves 
again - surety it would be better to 
be reincarnated at the point where you 
were Kitted, or at Least by the door 
to that set or caYes. 

The program has new been out since 
1885 and it is a pity that these 
probtems have not been fixed yet. 
However, aLt in aLL, I must admit to 
thoroughty enjoying the game and woutd 
recommend it to anyone. 

R.A.~iLLDR, Roscoe L Gtadstane Halt, 
GreenbanK Lane,Liverpaot, Ll? 1AH 

IS THIR! AN ADUINTURi THAT 
YOU AR! STUCI ON, DR THAT 
YOU CAN HiLP DTHIRS WITH ? 
WRITE TD BL ADU!NTURIRS' 
FDRU~, CID CGH S!RUICIS. 



WRITING ADVENTURE GA~XS - PART THRXX 

A reyiew of ·sinctnir OL AdYentures -
n micro odYenturer's hondbooK·, by 
Tony Bridge nnd Richnrd Wittinms. 
Pubtished 1984 by Sunshine BooKs, 
£5.95. PnperbncR, 1S5 pnges. Currentty 
nYnitobte from ~PC Softwnre, 72, 
Jutinn Rd, West Bridgeford, 
Nottinghn1, NG2 5AN, price £2.50 pLus 
£ 1. BB post nge. CSU Nan DVXH ! ) 

"Sinctnir OL AdYentures· is probnbty 
the only booE written nbout ndYenture 
gaming with specific reference to the 
BL. Consequentty, this Yolume is the 
main source of informntion nnd idens 
for the progro11er wishing to write 
ndYent~res in SuperBASIC. The mnterinl 
it contnins con hetp nYoid the need 
to cross-reference genernl booKs on 
writing odYentures in BASIC to the BL 
User Guide in order to get n gnme 
written for 'micro x ' to run on the QL 

The nuthors nre fro• worthy 
bncEgrounds. Tony Bridge wns the 
DdYenture correspondent or Populnr 
Computing WeeKly for 1nny yenrs, nnd 
Knows n good gnme when he sees one. 
Richnrd Wittinms Lectures on computer 
courses nnd nrtificint intettigence, 
the latter being or certnin interest 
to so1e adyenture crentors. 

Though the mnin aim is to nssist in 
the creation of SuperBASIC ndYentures, 
1uch or the hooE will he or use to 
those renders of BL AdYenturers Forum 
who wish simply to ploy nnd solYe 
QDleS they hnYe purchnsed f ro1 
co11ercinl sources, rnther than 
writing their own gnmes. This is 
hecnuse the first pnrt is deYoted to n 
history of ndYenture gn1es nnd 
contains mnny usefuL hints on how to 
solYe them. 

In 1984, ~hen Bridge and Richards were 
writing, only two Sinclair QL 
ndYentures were nYnilnbte, nnmety 
Tntent's West nnd 2Rut, both of which 
ore stitl on snte. West wns n 
conYersion from the Commodore S4, but 
2Rut, tiEe The Pawn, is betieYed to 
hnYe been written first for the OL. As 
n result of this scnrcity or QL 
ndYentures nt the time, •est Of the 
comments of pnrt one relnte to the 
enrty mninf rnme ndYentures nnd to 
gn1es on the 2X81, Spectrum and 
Co11adore 64. HoweYer, the suggestions 
on how to tncKle ptnying ndYenture 
gnmes in genernl ore quite usefut for 
odYentures on nll sorts or computers, 
including the QL. Newcomers to 
ndYenturing may lenrn much from this 
pnrt of the booR, especintty if they 
hnYe a tendency to get completely 
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stucK nfter the third locntion! For 
hints on problem sotYing in specific 
QL gnmes, consult nlt the bncE issues 
of BLAF. 

Incidentntly, though Bridge nnd 
Richards were not Yery complementary 
about West nnd 2F.ut in their 1984 
reYiew, these gnmes stitl pose 
probtems to BLRF renders four yenrs 
after their retense. ~ore expensiye 
Yersions or these two Tntent games 
were retensed on the Atnri ST series, 
which must be ftnttery to the BL of n 
sort, nnd Talent +is still n mnjor 
supptier of adventures for the BL. 

THE BL ADVENTURE GENERATOR 

Port two of the booR dents with the 
serious topic of producing nd~enture 
gnmes, but simplifies the tnsE by 
means of the BL AdYenture Generntor 
(QLAG>. This owes much in principle to 
Gitsoft's The lluill AdYenture Writing 
System, which wns not nYnilable for 
the llL until nbaut two years after 
"Sinclair BL Adventures· had been 
published. The debt to The Quilt is 
ncEnowledged by the authors. 

A major difference between llLAG and 
The Quill is that you wit! hnYe to 
type in BLAG nt the Eeybonrd, ns it is 
~n the form of a SuperBASIC listing. 
It is n shnme the publishers did not 
mnie BLAG nvnitnbte on cartridge ns an 
optional extrn for those renders who 
wonted ta produce their games quicKly 
without hnYing to type in the 
generator program. 

The options presented by OLAG ore liEe 
n cut-down version ar The lluit1: 

PBISS THI CDBP.ECT NUABIB TO: 

LOAD DATA FRO~ ~ICRODRIV! <1> 

AL !IR THI ~RP CC!) 

AL T!B TH! DBJ!CTS (3) 

ALTER THE ~ ONSTERS <4> 

ALTRR THE CHAEACTEHS <S> 

i D THE PP.OGRA~ CS> 

It is best to rend the booK thoroughty 
before using the program, ns there is 
little on screen hetp offered. 

There ore limitntions to the types of 
gnmes that can be produced with BLP.G, 
therefore careful planning is required 
before you sit nt the BL Eeybonrd to 
ensure thnt you will create n unique 
nnd interesting gnme. Bridge nnd 
Bichnrds suggest thnt with careful 



BOOK REVIEW 
continued 
design, you ~itt be abte ta create an 
adventure which combines both combat 
and puzzte etements. It is untiKety 
that games produced with QLAG witt 
equat the output of Gitsoft's game 
generator, but interesting games coutd 
stitt be produced. 

As an incentive to typing in BLAG a 
simpte adventure is inctuded in the 
booX, Qt AilYenture <BAD woutd you 
heL\eve?>. This shau t d demonstrate how 
ta use the adventure generator. 

In addition, it is exptained haw 
simpte graphics can be inctuded in the 
adventure games you create with BLAG. 
At the present, the BL version of The 
Quitt tacKs the abitity ta inctude 
graphics in its games. 

Though much of the booK is dated, 
adventure games on ntt computers 
having progressed quite n bit in the 
past four years, it is stitL worth 
rending in 1988. And even though The 
Quitt is nvnitabte to QL adventurers, 
it is educationnt to examine the BL 
AdYenture Generator to see how two 
programmers haYe tacKted the tasX of 
producing adYentures in SuperBASIC. 

~PC Software of Nottingham are 
advertising the baoK nt the time of 
writing, and the price is a few pounds 
tess than it was ariginntty. Buy now 
white stocF.s tast ! It woutd be a sha me 
to miss it at such a bargain price. 

~ichaet L. JacKsan 

Snd editariat note. I was hoping to 
get a few o1 these to mnKe avnitable 
ta QLAF subscribers, but ~PC informed 
me that they are out o1 stacR and are 
unL\Kety to get hotd of any more. Sa 
\f yau'ye got a copy that you wnnt to 
seLL ptease ndYertise in the smalt 
nds. Otherwise it ' s a trip to the 
tibrary far you - nnd the best of 
tucK. If anyone has written an 
ndYenture using this system please tet 
us Know haw you got an. 

11\chard. 

Further note: 
I actuntty managed ta picR ~ copy of 
this up in n computer shop in 
HaYerfard West but nt the futt price! 
<Curses> If someone Fett tiKe writing 
to the authors they mny tet the qtng 
come into the pubtic domain, now thnt 
the BL is practicatly dend as fnr as 
targe scale sates ga. 

1!i chard. 

~ ....... .. -..... 
~ 

In an tL!F1 ae hGd G sh+rt piece +n 
the CGoe !doentvre, in ahich Shane 
sh+aed h+a Car he had q+t. I haoe had 
an+ther q• Gt this adoentvre, aided L~ 
s+•e elves qioen in a PC •aq and haoe 
aanaqed t+ get Q Lit fvrther +n. 

In pGrticvlar I haoe s+loed the 
pr+l>le1 <I h+pe) +l the tr+l 1, and 
aith it, that +f the emerald. If ~·v 
remeaLer ~·v can qet t+ the emerald L~ 
SG~inq pl+oer in the Y2 r++•, Lvt 
qettinq +vt aqain svccesslvll~ is 
an+ther aatter. The s+lvti+n t+ this 
pr+Lle1 ino+loes ta+ parts. Firstl~ q+ 
int+ the emerald r++• aith v•vr lamp, 
qet the emerald, ~t int+ the dark r+•• 
t+ qet the p~rGmid, retvrn then dr+p 
the 1G1p, g+ aest then ohen v•v can 
qet n+ fvrther dr+p the emerald and 
retvrn t+ qet the lamp and retvrn t+ 
the Y2 r+••· If this is d+ne c+rrectl~ 
<and I'll lu.oe it t+ v+v t+ a+rk +vt 
the UClct c+macinds !) the the eaerald 
aill Le Gccesible fr+~ an+ther 
directi+n. 

T+ qet t+ the eaerC1.ld v+u ' 11 need t+ 
lie C4rrvinq the q+lden eqqs - s+ d+n't 
plvqh the• liClck t+ the livildinq ohen 
~·v qet the• - the kevs and s+•e £++d. 
•nee v+v'oe q+t the eqqs q+ aest lr•• 
the +rient41 r++• then sa t+ the l+nq 
ainding c+rrid+r, thence t+ the chase 
uhere v+v'll lie fQ.ced aith Cl tr+ll. 
He'll deund 4 t+ll (d+n ' t thev 
cilc4vs!> 4nd t+ pciv hi• thr+a the eqgs 
Gt tr+l 1. (Gioinq d+esn · t c+rk here.) 
•nee +oer the ChGS8 V+V Can either q+ 
ME t+ a spectClcvlar oieu Clnd pick up 
s+ae spices +r SE t + the lie11r, (+r 
indeed d+ li+th>. The liear,t+ lie 
vseful, needs feeding. S+ hci~inq fed 
the lie4r vnl+ck the chain and the liear 
aill Le v+urs. T+ retvrn p4st the 
tr+ll si•plv dr+p the lie4r C1.nd he'll 
chase 4aa~ the tr+ll. 

2iqht thcit ae4ns thGt, acc+rding t+ 
m+st oersi+ns +f the qC1.me, ae h11~e 
+nl~ t+ find 4nd kill the dr11q+n 11nd 
qet the ut t+ triqqer the end qne. 
8111s, neither Sh11ne +r myself hcioe 
c+me 11cr+ss the dr11q+n s+, dear 
readers, it's liack t+ ~+v. ls there a 
drClq+n, Clnd if s+ ohere is it1 Once 
ae ' oe sussed th11t +ut I h11oe a 
s+lvti+n t+ +ther oersi+ns thClt sh+uld 
let us cnplete the gu1e, Lvt thC1.t'll 
hCloe t+ a11it f+r an+ther issve •f 
UJ!F ! ! ! 

2 i chard. 



WO~M ADVENTU~E 
ADUEHTURE URITTEH BY TOM BLAOEH 

This adventure ls available from 
QUAHTA to all of its members, free on 
OISK_07. A text-only version ls also 
available free on OISK_06. <If you 
have only microdrlves, the respective 
libraries are Ll8_07 and LIB_08. HB 
you need three microdrive cartridges 
for LIB_08). 

The graphics version has been enhanced 
by H.Taylor, uho added a text 
compression technique and a split mode 
program <both from the QUANTA library) 
uhlch has enabled the graphics to be 
displayed in MOOE S, uhlle the text ls 
displayed in HOOE 4. I myself, have 
nou just completed adding the 
finishing touches to a TURBO'ed 
version of the proQram uhlch uill 
enable it lo run on any QL version - a 
bug in the program had prevented th i s 
earlier - and hove nou re-submitted i t 
to the l i brory. I in lend in the future 
to also update the MOU version and the 
text-only version. 

So, uhat is the adventure all about? 
A uora uho keeps the peace in the land 
hos been kidnaoped by the evil uizard 
and you aust set out on your mission 
to rescue the u rm. On the uay there 
are lots of different tasks to 
perfora, but all of them are very 
logical and uell connected. (Mind you, 
I do query that a squirrel should be 
carrying a torch around ulth it ?) An 
exaaple of the logical solutions ls 
that once in<: ide the cast le <can you 
f l nd it I uo nder) there ls a dragon to 
contend uith. Hou the only uay to put 
out the dragon's flre ls to give it a 
large i ce cubP. to eat, but if you try 
to pick up the lee-cube, you ulll f i nd 
i t ulll aell very quickly unless you 
ore carrying so mething to keep It 
cool. 

The adventure even includes a real 
tlae fight sequence against the ulzard 
although the program's logic may need 
a little clear i ng up here, since all 
you have to do is to ualch uhat lhe 
ulzard ls doing and you ulll defeat 
hia easily. Still I guess the out or 
didn't uant this part lo be too 
difficult, espec i ally since once you 
have opened the uay into the castle, 
the uizard uill come out and find you 
uherever you are. 

On the uhole the adventure ls uell 
thought out, and there are several 
hints to help you along your uay. 
These hints are in the form of signs 
uhlch appear at several of the 
locations, and e ven in some objects! 
The graphics for the lop quarter of 
the screen and include some sprites 
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such as when the dragon has been 
upset. These graphics are excellent 
and do not slou the game doun very 
much, even though they are loaded from 
disk, ;ince once you have been to a 
location once, the graphic 
representation for that location ls 
ava i ! able i nstantaneously. 

I uould indeed thoroughly recommend 
this adventure to anyone, and if you 
are thin k ing about jo i n i ng QUAHTA, 
this program may j ust sway your 
decision, especially wi th the 
knouledge that there l s also another 
excellent adventure in the li brary by 
Tom ('JEUEL') and also the gr aph i cs 
progra• and text compression programs 
used in this adventure are also 
ava i lable lo members of QUAHTA. 

HIHTS 
1) SQUIRRELS REALLY LOUE TO EAT ACORHS 
AHO MAY GIUE UP PRESEHTS IH EXCHAHGE. 
DOH'T EXPEC THEM TO CARRY TOO MUCH 

2) A Y-SHAPED STICK COUPLED UITH A 
RUBBER BAHD MAKES AH EXCELLEHT 
CATAPULT 

3) RIUER BEDS ARE EXCELLENT PLACES TO 
DIG 

4) THE SHAKE IS AH ADDER. YOU HEED 
SOMETHIHG TO COUNTERACT THIS BEFORE 
YOU PICK IT UP 

5) HORMAL SHOES UILL SIHK IH THE MUD 

6) THE STOHE IS HOT OHLY A UEAPOH, 
BUT CAH ALSO SHARPEH EDGES 

7> HE TREES HAUE THIHGS HIDDEH I 
THEM 

8) READ THE MESSAGES OH THE SIG HS 

9) HE DRAGOH EHJOYS EATIHG ICE, 
UHFORTUHATELY ? 

10) THE BIRD UILL TALK FOR SEEDS 

11) THE LEECH CAH EXTRACT SO ME BLOOD 
FOR YOU 

12) PIHE HEEDLES CRH SE RUE ALL YOUR 
MEHOIHG 'HEEDS' 

13) THE DOG REALLY LI KES BOHES 

14) THE BALLROOM ISH'T USED FOR OAHCES 
- TRY AHOTHER TYPE OF BALL THERE 

15) GET THE MAGICAL SUORO AS SOOH AS 
YOU EHTER THE CASTLE - IT ' S YOUR OHLY 
PROTECTIOH AGAIHST THE WIZARD ! 

REVIEW AHO HIHTS BY RICH MELLOR 



One or tuo uords concerning "Quest for 
the Dragonsuord". Overall, I felt that 
your revieu uas quite accurate and 
fair. <I thought that QL Uorld's uas 
as uell apart fro• their "limited 
vocabulary" com•ent.) 

The game uas originally started in the 
su•mer of 1985 using the Quill system 
on a Spectrum <or rather a couple of 
Spectrums). Ian Uard, Malcolm Johnson 
and I had just finished school and I. 
suggested trying to Quill an 
adventure. This took all summer, as ue 
didn't plan anything, just making it 
up as ue uen t. The 'finished' version 
uas •uch smaller than the present QL 
adventure, left 38 bytes free in a 48K 
Spectrum and had aore bugs than ue 
ever realised, despite intensive 
debugging and testing. Ue tried to 
market it uithout success. 

Shortly after, Malcolm and I purchased 
QL's at the neu price of £200 and I 
tried to convert the game into 68000 
machine code. Halfuay through this 
horrendous task, I discovered that the 
QL Metacomco Asse•bler has an object 
code limit of 32K, uhlch thankfully 
brought this project to a halt. About 
the same time, Gilsoft released the QL 
version of the Quill, so ue bought 
that and took the opportunity to 
dramatically improve the game. 

The greatest feat of engineering uas 
the loading screen. This uas 
transferred from the Spectrum to the 
QL, by 'beeping' it in binary on the 
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Spectrum, a•plifying the beeps and 
reading the• in by PEEKing the QL's 
netuork port. I then had to unscramble 
the Spectrum's uelrd screen format and 
tidy the picture up uith various art 
packages. QL pixels are shorter and 
fatter than the Spectrum's, so the 
picture uas squashed vertically and 
stretched horizontally, so the girl in 
the picture uas transformed from being 
slim and elegant to being short and 
fat!!! I had to redrau her head and 
drastically alter the shape of her 
body! The process improved the look of 
the dragon though! 

Uhen the game uas finished, ue tried 
to save it, only to find that the 
early version of the Quill had a 32K 
code limit, so I had to get Gilsoft to 
supply me uith a corrected version. 
They had been unauare of this bug 
until I told them about it. 

After all this uorl< <2 years on and 
off) and ue have only just managed to 
break even, due to high advertising 
costs (and larQe advertis11ents). 
Still, ue aren~t too uorried about 
that, Richard at Byteback took the 
financial risk and as he ls a friend, 
I'm glad he didn't loose any money 
over it. Any further sales ulll be 
prof l t <houever small) and money means 
beer to hard up students! Still 1 if 
people enjoy playing it then that's 
the main thing, I suppose, (although a 
profit uould be very uelcome, of 
course) • 



QUEST FOR 
DR GONS 

THE 
ORD 

Regarding the scenario, it was written 
one afternoon last summer, as an 
afterthought, by Malcolm and myself, 
partly to provide background 
i nformation to the game and partly as 
an exercise in 'Monty Python' style 
huaour. 'Claire' uas Malcolm's idea 
and one uhich no-one else agreed uith, 
but he insisted. He uas also 
responsible for the name 'Klklz Eddin' 
for the head of the Adventurers' 
guild. I'• afraid that 'Sir Lilipoof' 
uas •Y idea, as I uanted a name that 
sounded least like a brave 
dragonslayer. Ue sought the opinions 
of several people about the scenario 
and found luo general responses. Quite 
a nuaber of people thought it uas very 
funny, uhile others <such as •Y aua) 
shared your opinion. Ho offence uas 
aeant to anyone <including the N.U.M. 
about the Miners' strike jibe and the 
Y.T.S. My sister got a very good job 
through the Y.T.S.> Ue del i berately 
kept aost of the excessive corny 
humour out of the gaae, although odd 
bits crept in. Ue did try to hide a 
l ot of aore subtle <or at least less 
obvious) jokes and puns in the ga•e 
though. The most extreae dsecription 
that ue put in (probably under the 
i nfluence of alcohol) uas:-

·ue are not going to give you a 
description of this object, as ue are 
uriting this at 11 o'clock at night, 
and ue are all tired and hungry and 
uant some chips but nobody uill agree 
to go across the road to the chip shop 
to get us sorae.· 

Fortunately, I acc i dentally crashed 
t he QL just before this uas saved and 
ue couldn't be bothered to type i t in 
again. The proper description uas 
entered the next day uhen ue felt 
better. 

Ian Foot 

VEP.V OBSERVANT P.EADEP.S ~AV 
NOTICE ONE DP. TWO SPELLING 
AND SIMILAR MISTAXES IN 
THIS PUBLICATION. 

THESE HAVE BEEN INCLUDED 
PURELV FOR THOSE PEOPLE 
WHO LIXE LOOXING FOR SUCH 
l't\ I STAXES • 

XIND AREN'T WE 

CLLJJ::S 
'Descartes the Stuffed Fish' ls not 
difficult to converse with as long as 
you knou uhat to say to him. If you 
don't knou, go to your local library 
and look up Descartes. <then look up 
de horses. Silly ed) The ansuer can be 
found in the Encyclopaedia Brittanica, 
as uell as several books of 
quotations. Just type the correct 
sentence in and Descartes ui l l reward 
you. <Solving this puzzle ls not 
necessury for the completion of the 
gaae,) 

RATS!!! This is probably the hardest 
puzzle in the gaae. Prevention ls 
better than cure for bubonic plague. 
Perhaps something to uard off sickness 
might help. Escaping from the church 
requires the (unullling) co-operation 
of the rats and remember that the 
easiest solution ls not aluays the 
best. 

It you are lost in the mountains, 
there are tuo uays out, one ls an easy 
path, but uell hidden and the other 
takes much longer and ls often 
discovered accidentally. 

The first part of the suord can be 
discovered by aonkeylng about, 
although this is a giant problea! 

Don't be too greedy if you uant to 
obtain the second part! 

The key to the third part has been 
altared! 

The fly shouldn't enter the spider's 
parlour by the front door! 

Halitosis can be a real life-saver! 
<Difficult one this ! ) 

Ian also says ·1 am not uill i ng to 
provide the complete solution lo the 
gaae, but I uill prov i de more specific 
clues if asked. <£5.00 notes are also 
useful for extracting clues fro• 
ae ! ! !) 

<If you uish to contact Ian, urite c/o 
CGH Services or Byteback) 

Ian Foot 
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CONFESSIONS OF I I 

AN ADVENTURE WRITER 
OR •.• HOU I UEHT ABOUT URITIHC MY 
FIRST AOVEHTURE PROGRAM 

OR ••• 

1001 Uays to •ake your adventure 
boring and co•pletely unplayable. 

by Steve Sutton 

My original introduction to adventure 
ga•es uas by uay of the very first 
such program by Uillie Crouther 
<updated by Don Uoods> uhlch I 
acquired at uork <before the ho•e 
co•puter revolution) and ran on a DEC 
aini-coaputer. Since this magical 
beginning <at least it enchanted me) I 
have played, uith varying degrees of 
success, several other games both at 
uork (lunchtimes of course) and at 
home on various alcros. 

Being the ~ort ot bloke who can't 
resist copying a good idea, I started 
uriting an adventure of my oun on the 
DEC mini I had access to at uork <yet 
•ore uasted lunch/coffee/tea breaks 
and late evenings •• ,), this ga•e uas 
called IMAGIH <only 6 letters alloued 
for the DEC filing syste•> and 
ultimately it led me to urite APT for 
•Y QL, but that's another story ••• 

For no good reason, other than it 
happened to be the only language 
available to me at the time, I urote . 
this game in FORTRAN. This in itself 
caused lots of problems (if you think 
it's difficult to use the QUILL 
adventure uriter just try starting 
fro• scratch uith SuperBASIC say, the 
FORTRAN I had to use uas very 
prialtive compared to SuperBASIC>. 
More iaportantly though, I made a lot 
of •istakes uith the uay I constructed 
the gaae, both in terms of the uay it 
uorked and also in uhat features I 
included in it. 

This article ls really a collection of 
my experiences after having embarked 
on uriting a substantial adventure 
ga•e. Substantial? IMAGIH has over 220 
locations, 130 objects and a 
vocabulary of 450 uords <the QL 
adventure I have nou urltten <IMAGINE) 
that ls · c toned· from IMAGIH ls a mere 
100 locations and 60 objects). If you 
are te•pted to think that this 
specification doesn't sound like a 
very big game, after all there are 
several games available for home 
micros that boast a similar number of 
locations and objects, then maybe the 
overall size of the game, about 450K 

of total data/program space ulll 
convince you. 

IMACJH ls still being played, fro• 
tlae to time, by interested persons at 
uork. If anyone has access to a DEC 
PDP/11 that runs RT11 or TSX operating 
syste1s and uould like IMAGIH then do 
get in touch, I'll gladly send a copy! 

I tried to put a lot of the features 
tho t l l i ked fro• the various games I 
have played into JMAGIH, as uell as 
including several coapletely neu ideas 
of course. At the sa1e tl•e, I 
atte•pted to exclude all the features 
that I disliked in other games. 
Despite all the original good 
intentlon, I •ust say that it is VERY 
difficult to design a text only game 
that can maintain a high level of 
interest for a uide variety or 
players. I have learned a lot from 
IMACIH, but I still consider myself a 
novice uhen it comes to urltlng a good 
adventure (I'm gettlng better though, 
honest D • 

!MAGIN is a game of logic. It has a 
very loose theme, basically the player 
uakes up one mornlng to find 
themselves in a strange room. The 
object of the game ls to flnd out hou 
to get ho•e to tbe 'real· uor l d. All 
the usual sort of things llke magic, 
monsters, rlddles etc. are included, 
but I also relled a LOT on logical 
reasoning to provide the solution to 
many of the problems presented in the 
game. 

I also included several quite novel 
features ln the game, for exa11p le, the 
ga11es1an and the nagging uife <the 
uife is also included in IMAGINE, so 
uon't tell you too auch about her!). 
The games11an ls a uay of including a 
board game <othe l lo) as part of the 
adventure, the player has to play and 
uin a game against one of the 
characters in the game before they 
can continue beyond a certain point. 

!MAGIN uas contlnuously developed and 
improved in the light of various 
criticisms I received about it. These 
comaents uere absolutely essential to 
the development of the game, if you 
choose to discount everything I say as 
rubbish then flne, but that is one 
point I uould aluays recommend -
aluays gel comments from as many 
people as you can about any game you 
ur i te, l t is a rare person uho can 
urite a really good game without such 
help, even if it's only at the 
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MORE CONFESSIONS 
debugging stage. 

The critlcls•s about !MAGIN have been 
aany and varied. So•e just reflect the 
particular features that different 
people like or dislike. For example, I 
had equal but opposite comments about: 

the othello game - too easy/too hard 
startup information - too complete <le 
gives too auch auay I incomplete (le 
should have given aore help uith 
certain aukuard problems 
location descriptions - too 
descriptive, especially uhere details 
aentioned don't correspond to uords or 
objects the gaae actually knous about. 
Soae people thought my descriptions 
uere aostly too brief though ••• 

and so on. All this goes to shou that 
you can't please all of the people all 
of the tiae! 

After spending some time thinking 
about the various coaaents made, I 
uould list the follouing points as 
typlcal probleas I encountered uith 
IMAGIH, and also some more general 
do's and don'ts that ca•e out of the 
critlcisas. 

On the uhole I included aore locations 
than uere really sensible. Clearly 
soae nodes (places) should be included 
in order to pad the gaae out and to 
provide a aore interesting 'uorld' for 
the player to explore, but I uould 
recoaaend that no aore than 1 extra 
node be added for each node uhere 
so•ething interesting can happen, be 
it an object to be found, some magic 
effect or uhatever. 

In a siailar uay, the nu•ber of 'red 
herring' objects should be li•ited. 
IMAGIH originally had many more 
redundant objects than useful ones and 
several of the people uho have played 
it spent a lot of ti•e trying to think 
of soaething useful to do uith aany of 
these. Again, I uould recoaaend a 
ratio of AT LEAST 1 useful object for 
every redundant one. 

I foun c' that it is aluays a good idea 
to pro 1, l de alternative uays of solving 
all probleas that govern hou far a 
player can coaplet~ the gaae. One uay, 
the staple uay, should be tiae 
consuaing, lose the player points, 
possibly create other restrictions 
later in the gaae, but at least should 
provide a uay of keeping the player 
interested by providing a route to 
proceed in the event of their not 
being able to solve the puzzle in the 
correct (hard) uay. 

Hever underesti•ate hou difficult 
probleas aight be for the player. I 

found that many of the puzzles ln 
IMAGIH uere simply too obscure, 
lnltlally, to allou them to be solved 
ulthout hints. Try to make sure that 
there ls an adequate clue to help the 
player if you do include any difficult 
problea, by adequate I aean that the 
clue should not be too obscure, make 
sure that the player can reasonably 
easily figure out that a clue does 
actually relate to the prob lea it is 
designed to help ulth. Don't •ake up 
puzzles that require too auch prior 
knouledge from the player. It's OK to 
assume that the player has a 
reasonable general knouledge, but not 
everyone is familiar uith Physics or 
Greek Mythology, etc. If you do set a 
proble• that requires such specialised 
inforaation then a hint or possible 
alternative solution should be 
included. 

Repetitive puzzles get very boring. 
The first lime you have to search for 
a key before you can unlock a box it 
is quite fun. If every container uorks 
this uay, houever, then it gets to be 
ext.re•ely tedious. 

On the other hand, lhere are occasions 
uhere repeating a problea used 
previously in a game can be a god 
idea. IMAGIN had one such repeat uhich 
nearly everyone liked. This involved 
disguising the problem, the second 
time, so that players are distracted 
from the obvious solution. The actual 
trick I used uas that early on in the 
gaae it is necessary to realise that 
you can •ove a heavy chest <by PUSHing 
or PULL i ng it> in order lo reveal a 
hidden staircase, nothing very 
reaarkable in that. Houever, later in 
the game I do exactly the sa•e thing 
but this time the object that must be 
moved has apparently remarkable 
properties. In fact I make it a KLEIH 
bottle (a container that can contain 
itself!), so far everyone uho has 
encountered this tried all sorts of 
other things, often remarkably 
inventive, before realising just hou 
si•ple a puzzle it really uas. 

Pay particular attention to the 
logical correctness of your ga1e. 
There is nothing uorse than being 
given a clue or an instruction is a 
gaae only to find that it uas simply 
urong! For example, IMAGIH tried le be 
helpful to the player in many 
situations by providing a suggestion 
uhen certain co•aands failed. Say the 
player gives the coaaand 'TAKE THE 
SHOVEL', if they are already carrying 
too auch then they aight get the 
response 'You haven't enough strength 
to carry that, try dropping something 
to lighten your load.', This is fine 
in this case, but it is i•portant to 
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•ake sure that the object really CAN 
be picked up if the player does as 
requested. In IMACIH there uere 
several objects that uere simply too 
heavy for the player to manage even if 
they discarded ALL their possessions: 
in this case the response only has the 
effect of aaklng the game tedious. 

Partly as a result of copying features 
on so•e •ore recent ga es and partly 
as a general desire to make IMAGIH a 
'sophisticated' game I initially 
included some coaaand structures into 
the parser <that's the part of the 
progra• that decodes the co1mands that 
the player types in) that proved to be 
too co•p l i ea led. 

For exa•ple, I originally provided a 
sponge to allou liquids to be picked 
up by coaeands such as 'fill the 
bottle uith uater using the sponge'. 
An interesting idea but not altogether 
practical. In the end, after a 
universal failure of AHYOHE actually 
uorking out hou this com•and should 
uork, I uas forced to include the 
simpler co•mands 'fill sponge ulth 
uater' and 'soak up uater in sponge' 
as uell as coa1ands such as 'squeeze 
uater into bottle' etc. 

Generally, everyone uho has played 
IMACIH so far has oluays li•ited the 
coa•ands they try to one of three 
general foras. These ore 'verb· , ·verb 
noun· and f ino l l y 'verb noun noun' • 
Add it i ono l uor-ds such as ' the ' , 'to· 
or 'ulth' etc ar-e often (although not 
aluays> redundant. Of course there •ay 
be adjectives required to adequately 
distinguish each object, but the basic 
str-uctur-e is still the so•e. 

You uill gather fro• this that I a• 
not 1uch inter-ested in adventure go•es 
that boost porser-s uhich can cope uith 
multiple coeaands or that offer soae 
sort of syntact ic al analysis of 
co••ands. On the uhole I think, fro• 
•Y observations of hou people actually 
PLAY gaaes <• i ne at least> , such 
features are a uaste of tiae. 

There is no r-eason uhy paths should 
travel in straight lines in an 
adventure. For exaeple, if you go 
Horth fro• so•e location then the neu 
place you arrive at need not be to the 
Horth of your starting point, thus 
going South •lghl take you to a third 
location rather than back to uhere you 
started. This sort of 
non-reversabillty can add to the 
challenge of a gaee in so e 

situations, in a maze for example. 
Houever, if ALL routes are tuisty in 
this uay then it simply eakes the game 
more diff lcult to explore but adds 
little to the fun in doing sc. I had a 
lot of adverse comments initially over 
this, subsequently I made nearly all 
the paths in !MAGIN rever-sable, EXCEPT 
in the maze s. 

It ls helpful to provide details, 
either- stated or- i 11p l led, l n the 
location descriptions, that indicate 
uhich dir-ectlons have paths. If this 
isn't done then the player may spend a 
lot of time methodically checking each 
dir-ection at each neu location i n 
or-der to '1ap' the game. Of cour-se, an 
alternative ls to supply a map uith 
the game, houever I think par-t of the 
fun ls in exploring so I uould aluays 
choose HOT to supply a map. 

In so•e locations it •ay be a part of 
the intended challenge that some path 
ls hidden. In this case it is possible 
to use a location description 
so•ethlng like 'ther e are numerous 
paths fro• here, obvious routes ar-e to 
the Horth and Southeast', this then 
leaves the player to discover the 
other, possibly inaccess i ble until 
so e task ls co•pleted, routes. 

I notice that people ulll coaaonly 
1iss a lot of infor-aation that might 
be put into location or object 
descript i ons. If something ls 
essential to complete the ga e then it 
should occur aore than once or be 
str-essed in so ae uay. 

Mostly, there ls a problem uith 
aaintainlng interest in a gaae once 
all the easy bits have been solved by 
the player. Basically, once the player 
runs out of ideas about the bits they 
haven't solved yet then unless 
so ething happens to spur the• on the 
ga•e uill quickly be abandoned. 

I think this is a general problea uith 
adventur-e ga1es, you quickly get 
interested in the initial 9aae 
envlronaent and solving the puzzles 
first encountered, but unless 
soaethin9 unusual happens or you 
continue to •ake steady progr-ess in 
solving the ga•e, it uill ultl•ately 
become boring. 

IMAGIH uas particularly bad in this 
respect to start ullh, the sort of 
coa•ents I got uere 'IMAGIH uas OK but 
not auch happened' or 'I couldn't see 
uhat I uas supposed to do'. 

The only advice I can offer for this 
proble• ls to aluays try to think uhat 
the player uill try to do and cover as 
~any alternative avenues as you can 
think of that the player might pur-sue 
at ALL · the stages of the gaae. It is 
aluays useful lo see hou other games 
shape up in this respect. Probably the 
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CONFESSIONS 

bQst 9aae I have played 1 to ay •ind, 
i5 called Magical My5tery Man5ion <on 
a DEC •achine again). This game 
•anaged to keep something happening 
virtually All the lime, I don't think 
I ever lost interest in it once <I 
still ploy it from lime to time since 
r baven't aanaged to solve it 
co 1 p l_ e t e l y , ye 0 • 

Look l ng. al the uord coun l I think I 
had better drau this to a close. I 
could include a lot aore examples and 
ideas along the sa•e lines. Houever, 
it anyone is interested I could 
~erhaps uaffle on about soMe details 
of hcu I uent about actually uriting 
iY first adventure C~uch of the logic 
I uorked out for IMAGIH found it's uay 
into APT and IMAGINE). I uould uelcome 
any Feedback about these thoughts, 
especially positive criticisms about 
any of my conclusions/ 
recommendations, thev are, after all, 
only MY opinion based on my oun 
experiences. 

Steve Sutton, June 7, 1988 
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H\nts far 2F.ut - fram Nester Pntr\R\os 

The •ase NW of the tong haLL shouLd be 
mapped fram a Known entry point; the 
use of objects to mnrK Xey points is 
Yery usefuL. Remember that 
descri.p\i.ons are aLmast useLess -
there arE any number af different 
tocati.ons w\th \denticnL descri.pt\ons. 

The mn~e nboye the ovuL ronm cun he 
negat~uted by perseYeri.ng in n gi.Yen 
directi.on, si.desteppi.ng ohstnctes, and 
returning in the apposite direction. 

ALwnys be generous 1a dwnrYes - eYen 
U yau hn ye no food, gi. vi.ng them the 
Lnmp wi.LL genernlty do the tricR <nnd 
you get the lnmp bnc1D. Pa\saned food 
rently doesn't seem to mutter <except 
perhaps when t'i.ghting'?). 

The green Li.quid nenr the lnh i.s nn 
alchemist's dream hut is nLsa nn 
irri.tant - tongs are needed far the 
dip. 

In the snme area, remember thnt 
wherever the cossnt goes, so cnn you -
thinX af n useful plnce ta toss it • 
inst of the aYnl room you may find an 
undocumented descent. Both these 
rautes Lead ta the snme aren which 
should supply the Logical companion ta 
an ocX and a whole new rnnge of 
pass\ hi U ti. es. 

· That's as far ns I've got. There is 
something vitnL to be done in the 
do~ed city. It i.s to do, no doubt, 
wi.th the spectral pednsteL, but I 
cnn't worR cut whnt i.t is. 

Nestor PntriXios 
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IMAGINE by STEVE SUTTON 
PRICE £19.95(or ls it £15, Steve?) 
from SHADOW GAMES, l f they ever get 
round to lt. Otherwise from Steve 
himself. 

IMAGINE you're in a n i ghtmare full of 
nasty monsters - a nibbler, a gobbler 
and <worse) a nagging wife. <Is any 
one else getting fed up wlth thls 
inc essant sexism ln adventure ganes -
wher e 's the nagglng husband, why are 
there so few female adventure heros, 
Ed.) 

IMAGINE you're readlng a revlew by 
someone who knows hls way around the 
flrst adventure written on the new APT 
adventure writing system by the genius 
who invented lt. A very vivld 
imagina tion is required here, mainly 
because the only reason I can write 
any sort of review is that Steve 
Sutton sent me a cartridge full of 
hints! 

. 
Steve explained APT ln detail in QLAF 
2, so I won't go into lt here, except 
to say the end product <IMAGINE) is 
brilliant! You start off in a room 
with a box and a few other blts and 
pieces lying around. You know, the 
usual adventuring sort of stuff - a 
torch, a lucky charm, a mouldy 
sandwich and a box that can zap you to 
klngdom come. 

I have to own up here and confess I 
could get no further without help from 
Steve. Although everything you need to 
get out of the room ls here. And 
having got out of the room I still 
needed Steve's assistance to get any 
further. I was in one of those 
infuriating situations where once you 
know the answer to the puzzle you 
wondered what all the fuss was about, 
but untll then you come close to 
rearranging your QL wlth a chain saw. 

You'll get some idea of the scale of 
IMAGINE when I tell you that the cheat 
sheet Steve sent me ran to 13 pages. 
It ls HUGE! And then he tells me 

• there's a version for EXPANDED Qls. On 
the way you have to deal wlth a couple 
of monsters (at least I've found two -
there may be more), a greml ln sort of 
thing that moves your markers in a 
maze, appease a nagging housewife and 
do some gardening. Monsters I can deal 
wlth; gardening and a nagging 
housewife I can do without. <I thought 
adventures were supposed to be some 
sort of escapism Steve!) 

Anyway, having done the gardening and 
persuaded the nagging wife to leav e 
quietly - thus unblocking the way 
south - I got stuck again, although 
judging by the cheat sheet there is 
just as much adventure left as I've 
done already. Somehow it doesn't seem 
right to review an adventure without 
flndlng anything to complain about . ~n 
I have. Call lt nit-picking if you 
wl l l, but once agaln vocabulary - or 
lack of lt - has reared its ugly head. 
There ls nothlng so frustrating ln 
adventures as flnding that words used 
by the author ln describing locations 
aren't recognised by the prog. A case 
ln polnt is the larder in Imag ine . It 
warns ~ou about low beams but won't 
recognise the word "Beams" Or "under" 
for that matter. 

Imagine is definely not one for the 
beginner (see my review of Adventure 
Playtime) and I must confess that the 
theme isn't exactly my cup of tea. 
Gardening and a wife <nagging or 
otherwise) are a bit too close to 
reality! Bring on the Ores, dragons 
and wizards - the stuff that dreams 
(or nightmares) are made of. 

No doubt there are a lot of QLAF 
readers who will disagree and I mean 
no disrepect to Steve when I say this, 
but surely an adventure should be a 
quest; rescuing damsels, collecting 
pots of treasure and beating the bad 
guys. IMAGINE is about getting home 
again after being dumped in a room and 
while it is a perfect example of its 
genre (its type, for Sun readers) I 
hope it won't spawn a generation of 
adventures which involv e shopping, 
doing the dishes and going to the 
toilet. 

But, putting my personal gripe to one 
side, IMAGINE is well thought out and 
the graphics are a delight. The 
screens are drawn in a matter of 
seconds and compared lo (for lnstance 1 
Mortvllle Manor they are supersonic. 
So what are you waiting for? 

SHANE McGARVEY 

SOLVED A BL ADVENTURE ? 
NOT SENT IN VOUP. SOLUTION ? 
FEELING GUILT¥ ? 
FOP. ABSOLUTION WP.ITE TD BL 
ADVENTUP.EP.S' FOP.LI~ TDDAV AND 
ALL WILL BE FOP.GIVEN 
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STELLARIS by D. CARMOHA 
Price £4.00 plus 1 •dv, vat,p&p fro• 
Microdrive Exchange 

OHE of the better adverts on telly 
these days features a s•all girl 
scoffing baked beans. She turns to her •U• and asks: "If I eat enough baked 
beans, •u•, uill I grou up to 
be ••• Prl•e Mlnlster?" Mua, rather 
hesitantly, replies: "Er, yes 
Margaret" - and promptly takes the 
beans auoy. Uell nou you can be prime 
•lnlster - not just of Brltaln, but of 
an entire planet. And uithout risking 
the chronlc flatulence that ls bound 
lo result from years of eating nothing 
but baked beans! 

0. Car•ona has come up ullh a 
space-age advenlurelslaulatlon that 
features YOU as an e•issary from 
Earth, sent to uard off the threat of 
lnvaslon by Imperla, a nasty planet 
that could uell be a combination of 
Oarlh Uador's Death Star and uherever 
ll ls that the Kllngons llve. Anyuay, 
the general ldea ls that you have to 
zap around the galaxy, looking for a 
likely planet to take over ulth the 
object of earning enough cash lo buy 
arms, spaceships and the uhole Dan 
Oare bit lo conquer Iaperia. 

The "goae" <and I risk D. Carmona's 
urath by calling lt such, since it's 
•ore serious than that) ls a 
coablnalion of text and graphics. You 
start off by looking through the 
ulndscreen of your spaceship and 
flying round looking for a race of 
likely looking augs to drag kicking 
and screoalng lnto the 2Sth century, 
or uherever you are. Having avoided 
black holes and tlae uarps <black 
holes kill you and time uarps zap you 
to a different part of the galaxy), 
ll's tlae to check on the population 
and grain store of your chosen planet. 
By the uay, all the time you are 
flying round the universe, l•perla ls 
conquering mor• and more planets and 
getting closer. Once they conquer 
Earth, the game's up chum. Once you 
have decided to land you have to land! 
Pay attention to the qulle superb 
graphics ( a 1ajor feature of 
Slellarls) and brlng your aodule doun 
gently. It took me several goes to . 
achelve thls, largely because I used 
all •Y fuel up early and then 
free-fell the last 100k• ulth 
catastrophic results. 

Once you have landed the progress of 
Imperla seems lo be curtailed 
someuhat, although relentlessly they 
•arch <or fly) onuards. Hou it's time 
to stimulate the economy, You've 

arrived in uinler <ullh spring, summer 
and autu•n to follou) and you are 
asked hou •uch graln you uont to feed 
to the people, hou •uch grain to 
plant, hou •any people to uork ln the 
fields, hou •any in the planetary 
brigade and hou •any people to uork in 
industry. Clue: You don't plant groin 
ln uinter,du•dua, and uhen you do 
plant it, in the obvious season, you 
uon't see the results until autu•n. At 
the end of each season you ore shoun 
uhat your resources are in •onpouer, 
cash and grain. You are also shoun 
uhat the •orale of the population ls. 
Ignore lt at your peril. 

You also get the chance to buy stuff 
fro• the Federation <the good guys uho 
sent you on this harebrained mission 
in the flrsl place). But it's not 
cheap in the early stages, although if 
you are successful as a leader you 
ulll easily be able to afford the 
goodies later on. Keep an eye on your 
far•lng and industrial technologies, 
uhlch drop by one point each season as 
the equip•enl you have beco•es 
out-dated. You can buy •ore. 

There ls •uch, much •ore to this 
adventure as you ulll discover uhen 
you rush out to buy lt. Unfortunately 
I don't knou uhat it ls. Tulce I got 
lo an advanced stage of the ga•e only 
for the screen lo go blank at a 
crucial stage. Try as I might I 
couldn't retrieve it. That ' s grlpe 
one. Gripe tuo ls that I couldn't get 
back to the •enu to save the ga•e. 
Crlpe three < a •lnor one, once I 
realised uhat the proble• uas) is that 
as the menu comes up at the start of 
the game, you are told by the faithful 
QL that it ls out of range at line 4. 
Type in mode 4 and then run. Problem 
solved. Gripe four ls that uhen you 
hove lost all flve of your allotted 
llves, the screen doesn't clear to the 
main menu. Hit ctrl and space lo get 
lnlo basic and type run - obviously 
uilh Stellarls in adv1. 

Uhile Mlcrodrlve Exchange progs do 
seem beset by bugs, the advantage ls 
that lf you knou uhat you are doing, 
lt's possible to put things rlght. So 
if Stellaris ls just your cup of 
galactic soup, put auay the baked 
beans and be prepared to 90 uhere no 
man has gone before. 

May the Force be uith you ••• 

Shane McGarvey, Stardate 4.5.1988. 

PS •• Slnce I urote this I have managed 
to flnlsh the game. Imperla 
surrendered! 
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LETTERS 
Dear Richard, 

Please note that I have used QJUMP's 
QTYP spelling checker for this 
docu•ent, and it see•s able to keep up 
uith •e, no •otter hou fast I type -
Even if it has •anaged to lag behind 
ae for some reason - mainly uhile 
QUILL is tidying up the document and 
therefore not printing out any uords, 
as soon as there is a break, as each 
neu letter is printed on the screen, 
QTYP checKs it against its dictionary, 
so getting rid of the problem uith 
SPELLBOUHD uhich can miss out checking 
on uho le uords. Also, if you go 
backuards uith QTYP invoked, it is 
suitched on again as soon as you type 
another space, unlike SPELLBOUHD uhich 
you •ust turn on again. 
I also have a copy of Digital 
Precision's TURBO compiler uhich they 
sold ae at the cut doun price of 
£64.95 - If anyone uould like to 
contact •e about compiling an 
adventure they have uritten, I uould 
be uilling to do so, so long as I get 
a copy and the adventure is given to 
QUANTA or at least offered at a 
discount to •embers of QUAHTA and 
readers of QL Forum. 
By the uay, I got the £35 discount on 
TURBO by aerely requesting the TURBO 
TOOLKIT on its oun, uhlch DP no longer 
sell separately. 
If anyone is having probleas uith 
TURBO, or considering purchasing it, 
if they contact ae I uill tell the• 
the advantages and pit-falls (uarts 
and all> 
I aa currently uorking on compiling 
STELLARIS out of QL UORLD uhich •ay be 
of interest to QLAF readers - There 
are proble•s involved - aalnly since 
TURBO uon't compile a program uhlch 
opens over 16 channels. Houever, I 
have aanaged to reurite most of it to 
overco•e this, and nou aa left uith 
the proble• of getting rid of the feu 
bugs uhi ch re•ain. 
By the uay, if anyone ls interested, I 
have co1piled the screen drauing 
routlne in the excellent GOLF pro9ra1 
published in QL UORLD, uhich makes the 
pro9raa Much faster and therefore 
better. 

p. s. 

Yours Sincerely, 
Rich. 

I have a copy of TALEHT softuare's 
GRAPHIQL+ <also knoun as QLPAIHT) 
uhich I uould like to sell due to 
upgrading to Digital Precision's EYE-Q 
It uould cost £24.95 neu 
AHY OFFERS? 

Dear Richard, 

I've been rather busy lately, uhat 
uith one thing and another, so I 
haven't got around to sorting out 
quite a lot of things, APT and IMAGINE 
included! 

OK, uhat about APT and IMAGINE I hear 
you ask (ue l l actual ly I read the 
question from the note you sent to me, 
of course>? 

Uell, the neus ls that both APT and 
IMAGINE should shortly be marketed by 
Dlgltal Preclslon. This arrangement 
has been pending for soae time but 
obvlously I uas not able to say 
anything about it until the details 
uere sorted, both ullh DP and Shadou 
Gaaes. 

I can't give loo many delalls about 
prices etc but I can confirm that both 
APT and the ga•e uill have varlo~s 
improvements/upgrades aade . It i s also 
likely that APT uill have a neu name 
<a rose by any o lher na•e ••• ) • Don't 
uorry, the hints I have sent you for 
IMAGINE uill still apply to the neu 
version <I'a not going lo alter he 
gaa'! too auch al though it ls l l ke l y to 
have some refinements such as a fancy 
font for the text and probably some 
more sound effects). 

As far as a detailed ti•etable for the 
release goes, I expect that about 2 
months froa nou is about the rlght 
sort of ball-park, houever, such 
details are really up to DP, of 
course. 

Let ae knou uhat you think about the 
ortlcle. If there is any interest I 
could continue on a si~ilar veln uith 
another article <that is if other QL.AF 
readers can stand to read it ••• ,). 

Keep up the good uork 

Steve Sulton 

IF vou·n LIKE VOUP. LETTER 
PUBLISHED IN aL ADVENTURERS' 
FOP.UM. PLEASE SEND IT IN. 
TELEPATHY HASN'T REACHED 
PENCADEP. VET ! 

17 



II I I I I I I I I I I I I I I I I I I I I I I I I I I I I I 111111111111111111111111111111 

In the first issue of QLAF I reviewed 
this game from Javid Systems, none too 
favourably I have to admit. However 
quite a few people have bought lt so I 
thought it a good idea to give a 
little assistance to those readers who 
may be stuck with (sorry) in it. 

These hints were supplied by David 
Colyer of Javid Systems 

PHASE 1 

EXAM sock reveals KEYS to crew's 
sleeping quarters and the ammo 
compartment. 
If you take the spanner from Hobbie 
and gtve it to Robble he will mend the 
spare engine so you can get the 
screwdri ver. 
If you SPIN the globe clockwise, you 
can then UNPLUG torch. 
You can FIX buggy to trailer and ENTER 
and EXIT buggy. 
When you are suitably equipped, get 
everything to the Navlgatlon Room and 
SPIN wheel clockwise, ENTER buggy and 
go EAST. 
<To wh i ch I'd add be careful when 
mapplng the corrtdor, as it's easy to 
lose track where you are if you keep 
go i ng in and out of rooms. Also you 
can load up the other characters with 
goodies as they'll fol low you out 
wi thout e xplicit directions or putting 
on the i r spacesu i ts.) 

PHASE 2 

The wheel brace is only requ i red if 
you go to a location wlth smooth shlny 
walls and crash the buggy <i.e. the 
wall acts as a mi rror ) . However it is 
not necessary to go to that location 
so the brace is not reall~ needed. 
You must REST at the crater to enable 
Admiral Cola to get the Star fragment, 
which only he knows how to use. 
At the high boulders you must give the 
rope and peg to Dusty. He will climb 
up and fix the rope for you to go UP 
and get the ingot. 
You must visit the quicksand to get a 
vltamin tablet and save the admiral by 
GIUE rope to Robbie. 
It is best to put treasure in the 
trailer and give useful objects to the 
characters as the buggy breaks down a 
few moves from the Moonbase. <If you 
haven't already driven between two 
rocks and wrecked the buggy - be 
warned) 
When you reach the Patroller shoot him 
and then take his clothing. Then dig a 
hole with the spade from Robbie and 

then bury the body. You will need to 
return to the buggy to change into 
alien clothing. <Having done so you 
can drop the suit.) 
You can now return to the Moonbase in 
disguise and can INSERT your identlty 
card into the door. (Make sure you are 
carrying the paint. 
The ke•:1 to the maze is in the 
dlrection. E.G. Sadly means South, 
Well means West, Seven means SE etc. 
Also the number of roads also 
co l ncides with the correct d i rection. 
To whlch I'd add, when mapping leave 
space for at least another location 
all round each discovered locatlon as 
the distance between locations is not 
even <i.e. you cannot map lt on a grld 
basis) 

lJell that llttle lot should get you t o 
the end of phase 2 of Dark Slde of the 
Moon. If you're still stuck write ln 
and we'll see if anyone can help you. 

Rlchard. 
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BY CHRIS SKELLERN 
ORIGINALLY PUBLISHED BY BLUE CRYSTAL 
SOFTWARE, 3, BLENHEIM ROAD, ST.ALBAH'S 
HERTS, ENGLAND . All 4HS. 
HOU AVAILABLE FROM C.G.H. SERUICES FOR 
£ 1. 00 PLUS MEO I A, P&.P 

As I urite this my hands are aching 
after playing this game for over an 
hour, having used the cursor, ctrl, 
all, and space keys to control th i s 
9a11e. That in itself ls a tribute to 
the addictivenes of Chris Skellern's 
game. 

In ltself it breaks no boundaries in 
terms of game design, being a 
maze/Defender hybrid, uith the player 
controlling a space sh i p as it 
negotiates a massive maze in search of 
pirate ships to destroy. And uhilst 
one is about it, one gets plenty of 
other installations to zap on the uay. 
Having destroyed the 6 pirate ships 
you can then go on to zap the baddies' 
leader, but you uon't get access to 
that area until all 6 p i rate ships are 
destroyed. 

Controlling the space sh i p takes a 
little getting used to, and some of 
the vertical passages can be difficult 
to get into as one tr i es to manouever 
the craft into exactly the right 
posit i on. Still it's all part of the 
fun, and fortunately Chris has 
provided the space ship uilh plenty of 
shield points so that accidental 
collisions are not a passport to 
instant death. Joysticks can also be 
used for directional control, but not 
gun ai11in9. 

I had no idea hou many screens one has 
to pass through to destroy all the 
pirate ships, and I'd hate to map this 
unless I had a spare uall to do it on. 
<Ue l l it'd be more i nterest i ng than 
uallpaper!) Mapping should be quite 
possible as there are rarely more than 
4 exits per screen, so you could stop 
and drau a map on each screen, or even 
print it out if you have a hot key 
dump. Houever even standing still 
takes up energy, so don't hang around 
loo l ong. (nb ue nou have a map, it is 
i n 2 sections, one 16 x 9, the other 
14 x 8, a total of 256 screens. To 
help potential mappers play starts in 
cell 4 on the top rou, access lo the 
bottom "half" is via a passage on the 
extreme right of the play area and the 
maze ls evil.) 

The graphics are not spectacular, the 
background being a shade of pink I 
thought I'd seen the last of uhen I 
gave up drinking, and the 
installations and your space sh i p are 
rather small. But they do the job, 

anything more compl icaled would have 
taken up memory and possibly slowed 
the game doun. The screens flip rather 
than have continuous scrolling uhlch 
can lead to annoyance at being lead up 
a dead end or lnto a hornet's nest. 
But that's what these type of games 
are all about. 

The caverns have a feu surprises in 
store for you as you fly around: 
shooting barriers pop-up unexpectedly, 
but these can be blasted and there ls 
a large open space, about 3x3 screens 
large, uhich contains some heavy-duty 
battle-stations. These are quite 
fearsome and because you've got so 
much roo• to move around ln, gettlng 
the right angle to blast them can be 
difficult, especially as panic all too 
easily sets in when trying to control 
the space ship. What is uorse, the 
missiles fired from these 
battle-stations intercept your oun 
missiles. If uou can avoid these ! You 
uon't find any pirate ships flying 
around on your journey, they are all 
safely tucked up on their launch pads. 
One less thing to uorry about. 

This leads on to perhaps the only 
really aukuard part of the game. To 
chanQe direct i on uou use the cursor 
keys; but the guns are controlled by 
the control and all keys. But they ' re 
a touch too sens i tive to be sure about 
the effects of pressing them, so you 
can uaste precious time trying to get 
the angle of your gun correct. To 
minimise the damage done uhilst you're 
floundering about trying to get th i s 
rlght, I'd suggest a tactical 
u1thdraual to a safe place to get the 
angle of f i ring correct before 
returning to the screen uhere the 
enemy is. 

On other grumble: there i s no save 
function, uhlch means that you'll need 
to set aside a hour or more for this 
one. I belleve it uas planned to have 
included this, plus a direction 
indicator, in an improved version of 
the game but Chris has, I beleive, not 
implemented th i s and the i mproved 
version u i ll not be co~lng out. As the 
ga~e is 100~ mach i ne code I don't 
fancy anyone's chances of reuriting 
the game to include these fea t ures. 
However neither i s essential and uould 
only make the game easier ! ! ! 

Value for •oney ? At £12.50 it uas 
reasonable, con;idering hou small the 
QL market is, although uith its 
unsophisticated graph ics, you'd 
probably pay less on other machines, 
but nou that Chris has decided to quit 
publishing he has made Starburst 
public domain, so CGH can make lt 
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ACK 
HACI ADVINTURI - BY W. SOllR 

This is yet another adYenture which 
exists in the QUANTA \ibrary. It can 
be found on DISl_02 <cost £3) or 
LIB_2? <cost £1> - the latter being a 
•icrodriYe Yersion. Although the dis! 
Yersion is more expensiYe, it is the 
extra programs on the disK which cost 
the extra, Qnother two •icrodriYes are 
needed to the the same set or 
progrQ•s. 

The program is a massiYe grnphicQ1 
adYenture, tniing you on a •ystery 
tour or a \arge underground syste• of 
caYerns as either a fighter, a wiaard, 
a Knight, a cave•nn, or a tourist. The 
idea appears to be to race around, 
pic!i.ng up objects, trying not to ii11 
the \itt\e dog which is constant\y at 
your heels <your only ally> and 
piciing up as •uch gold as possible. 
The progra• is •ade more difficult by 
the fact that the maae is on\y 
reveQ\ed to you Q \itt\e Qt Q ti•e 
<although one or the scrc\1s wi\\ te\\ 
you where gc\d exists en that \eye\). 

Unfortunately, this progra• will only 
run on a QL with 6401 •e•ory, so dig 
deep into your poclets and get those 
memory beards stucX in to the side of 
the llL. <~ind you it is the on\y 
adYenture so f Qr to need an expanded 
llL to run <as f' ar QS I in ow, anyway)) • 
- It is oYer 2901 of •achine code, 
which suggests that either the progrn• 
is yast, or it is Yery badly coded, I 
suggest it is a combination of the 
two. Another problem is that the 
progra• wi\1 on\y run f'rc• disi if you 
issue the command FLP_US! mdY 
beforehand. I do not Enow why, but 
when I used DP ' s IDITOR to a\ter a\\ 
occurences or '•dv · to · n p · , the 
progra• wcu\d net run, giYing a BAD 
PARAl'llTU error! 

The progra• has been copied fro• a 
•ainframe Yersion of the program, and 
has also appeared in different Forms 
on the Co madares <although not so 
ut ensi. Ye\ y in those cases) • This is 
quite obyious when you see the 
program, since il is a graphical 
a dYenture, and yet does not maKe use 
or UDGs, using Letters and other 
symbols to represent objects and 
ani•als. So if there is a budding 
artist out there with time to do the 
UDGs, then please fee\ we\co•e to go 
ahead and alter it, so \ong as you 
re-sub•it the program to the QUANTA 
Library. - Damn it, I'd do it myself 
if on\y I had the time, maybe over 
this su111er •.• 

Also the program has been set up for 
use \n ~cn\tor 1104e 1 and \t \s 
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difficult on the instruction screens 
to see so•e of the symbols on a humb\e 
TV screen, although you can see the 
who\e of the playing area. Don't 
people realise that so•e of us can't 
afford to spend !250 on a fllonitor just 
t.o p\ay games on!! 

Besides the poor graphics, the progra• 
is quite enjoyable, eyen if after 
every few moyes you haYe to asl For 
help to find out what thnt '/' up the 
corner represents. I must wnrn you 
though, the help screens are mnny and 
contain a Lot or com•ands which you 
can issue - if you can remember them 
that is! 

The ga•e can be rather hectic, mainly 
due to the amount of creatures about 
the •aze rather than the speed of the 
ga•e, ·which is rather sLow considering 
it is in •achine code. 

0Yera\1 I thinl that the adYenture is 
a pLensant way to spend an hour or two 
eYen if you are just. about to get to 
the Last \eYeL when a tro\L eats you. 
It can be quite addictiYe if you giYe 
Lt a chance, although I wou\dn't 
reco•mend to anyone who Liles to sit 
hacE and thin! about problems in 
adYentures (although there nre seYera\ 
Yer~ good prob1e•s \ittered about the 
•aze> • 

IF someone added some better graphics 
to the game, it cou\d be a very good 
game indeed, although it. might tale 
some worl. Not among the best 
adventures in the QUANTA Library, hut 
is we\L worth a try. 

Rich flle\Lor 

STARBURST 
available al the lud i crously cheap 
price of £1.00 plus medla, postage a nd 
packing. Al that price everybody 
should buy a copy! Uhat is more, Chris 
has sent me his copy of the map, uhlch 
is a lad on the messy slde so u i ll 
need redrauing before it gels 
published. <Don't uorry, it uon't 
spoil the fun as ue uon'l be •arktng 
the position of the pirate ships !) 

As for playability, uell I'm off to 
have another shot al it, even uithout 
a save function, uhich is rare for me 
! 'Huff said ? 

Richard Alexander 



t e Heart Of ~ern 
HINTS TOWARDS A SOLUTION 

firstly I must thank John Shau for 
prOQidinq an almost complete solution 
to this adventure, ohich kept me on 
the right tracks as I attempted to 
solve Heart of Gern. I say almost as 
John, as I'm sure he uon' t mind me 
saying, left out many of the important 
commands. Still, so much the better as 
I oas forced to actually go through 
the uhole thing myself. 
Oell the first thing to do oith this 
ad~enture is to thoroughly read the 
accompanying cartoon strip as this has 
many Qery important clues. Take 
special note of the rhyme in the 
centre as it holds the most essential 
clues. Just to the left of it you'll 
be giQen your passuord to the caQe 
complex. 
Right let's get stuck in. Ha1.,ing 
uaited for the daun and called the 
requisite name you can enter the CQVe. 
Rs the rhyme tells you, here are 
guards uho must not see, so close the 
doors behind you and don't reQeal the 
sun disc yet. This oil! entail some 
touching of oalls in this stage but 
eventually you'll be in a room ohere 
you can safely shine the sun disc, 
faced uith a yaoning chasm (must be 
its hedtime!>. Here a grope around the 
oalls uill give you something to touch 
that uill bridge that gap. 
Beyond here you face a hunch of 
statues uho give you a choice of 
directions. Rememher that there is 
only one true uay, and that's the one 
to follou. The next prohlem is the 
stairs. These are rather odd and need 
testing and trying accordingly. Once 
safely at the hottom of the stairs 
you'll see a figure in the distance. 
Rvoid this and test the oall in the 
direction you've come from to reveal a 
secret passage uay and follou this. 
The next section is a test of your 
faith, so rememher there is no 
alternatiQe, so don't attempt any 
u-turns on the parapet and simply keep 
on going, even if there doesn't seem 
to he anything beneath your feet! 
Eventually through a feo doors and 
archuays, you'll arrive at a hall full 
of drumming skeletons. Refer to that 
rhyme again to give you the correct 
coMmand to get past here. 
Once past the dozen drummers drumming 
there are no maids a milkinq 1ut 
rather a ma.ssive pair of stone doors. 
liere you'll need the help of one or 
too qods, so repeat uhat you said to 
get into the caves a.nd read the 
inscription. You should then be ahle 
to oork out oho else to ca.11, <I must 
confess needed John's notes to get 
past this one.) If you can't uork it 
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out drop me a line or phone and tell 
you uho to ea 11 • 
Beyond the doors are some statues and 
you'll need to solue the riddle to get 
the right soord, so have a look at 
them all after looking at Barsh's, If 
in doubt keep trying every soord until 
you safely get pa.st the metal doors. 
~ind you, you'll need to be certain of 
the floor 1eyond those doors hut ha.ve 
faith. 
liere you'll come to the oolf statue 
and a little gentle testing oill 
reveal a. very handsome casket, 
containing the Heart of Gern. Close up 
the box lest prying eyes see you or 
you fall, and test the surrounding 
oalls until you find a. oay out. Rnd 
once you're out you should find you1· 
old friend Basak oa.iting for you and a 
plug for the Fa.te of the Oracle. 
I hope I ha.1.•en' t spoi 1 t the fwn for 
a.nyone uho ha.s yet to complet~ lhis 
adventure. It certainly ha.s some nasty 
surprises for the unua.ry and you'll 
often 1e stumped ohilst pla.ying it, 
eQen cith these notes. Ca.n't cait for 
their next aduenture. 
iicha.rd. 

SPECIAL OFFER TO 
9LAF READERS 

9uesl for the 
Dragonsword 

lor a mere 
9.95 pounds ! 
Available from 

9LAF Special Offer 
Bytehack 

6, Mumby Close 
Newark, NGa4 lJ 



HINTS 

1. Go to •eats regularly - It helps to 
leep •Yeryane happy. 
2. THI 1DLLDWING ARI WHAT THI 
CHAiCTliS HAUi TD SAY ABOUT IACH DTHIR 

IYn - In interior decoration. 
Luc - In jewels. According to IYa, 
he is 'interesting, hard to 
understand, but is worth the detour.· 
- HI ~AV GIVI VDU SC~! LIADS If SPDllN 
TD IN PRIVATI. 
Julia - Died of e•bolis• or the lungs. 
Died suddenLy as her health was 
i •proYi ng. 
Leo - ~anages Julia's estnte. 
Ida - Sews, rends. 
Pnt - A corrupted go-getter. A 
•nnnger of n perfu•e Co. 
l. A Letter (dated 15/2/51) accuses 
Pat of haying been forging the 
accounts. 
4. The bncl of an enYetope reYeaLs the 
following figures: 
9/12 Interest 518 Fr 
13/12 lxpenses 2J fr 
19/12 Sale 12Bl fr 
17/12 Cheque 1598 fr 

1721 fr 1721 fr 
5. Another Letter <dated 10/2/51) 
reYeaLs thnt Pat owes Guy 50,BBB frs. 
6. Vet another Letter <dated 5/1/51> 
snys the foLlowi.ng: 
fro• Jyn to Luc: 
'Guy lnows about us. I hnYe told hi• 

eyerything. ~ax Keeps pestering •e, 
but I n• finished with hi•. He wnnts 
to be alone together with you. for you 
I would get a diYorce.· 
7. Note the dates - Julia's Letter was 
sent 15/2/51. 
8. A pnrch•ent in the desE drawer in 
the bureau contains the following 
•essnge -

·Li.Ee a deep stony stare, n solitary 
eye that points towards the stars; the 
nrtery thnt Linls heayen and heLL. Vou 
•ust fatho• these depths, Eeeping hold 
of thnt which is, nnd wilt become, 
~onday, Tuesday, Wednesday, Sunday 
fro• ~onday lst to Sundny lst, 
plungi.ng from one day to the next, 
your ·i. s' or 'wi L L beco11e · • Cnrryi ng 
your burden wi.th lOYI!! nnd Light, the 
s•alLest OYersi.ght will seat your 
fate.· 

- Thi.sis obYiously about the welt. I 
bell.eye you need to go down the well 
at ni.ght ti.•e, holding onto your rope 
and wi.th n Li.ght in your hand, else 
you wi.LL drown. The dnys the•seLYes 
•ny suggest that you cannot descend 
during the first weeE, hut I n• unsure 
about this nt the moment, since I 
hnYen't got n copy nt the •oment. 
There wiLL be a secret passnge down 
the well I beLieYe 1 which wiLL Lend 

you to so•e new locations. 
9. You cnnnot stay outside the house 
after 11p• unless you are carrying one 
of the •any sets of Eeys whi.ch Li.e 
about the hous11. 
1B. The attic of the house contains 
•nny useful objects which you can 
explore nor•nLLy without anyone 
suddenly nppearing. 
11. The following roo•s contain the 
folLowi.ng <there •ay be •ore in the• 
which I haYen't yet found): 
BATHRDD~ : ShaYi.ng Brush, Clothes 
Brush 
II !CHIN : Auuni ti. on (is i. t ux · s??>, 
Tennis Bnll, Pi.pe, Cut- throat Rasor, 
Ti.n of Pni.nt, Pi.stet, SLeepi.ng Pi.LLs, 
llomanti.c NoYeL <•nx's agnin?!) 
DINING ROD~ : Playing Cards, Gun, 
Hai.rbrush, CnndLe, Jewelry Box <e11pty) 
ATTIC : Rope, Reel of Thread, flute, 
Binoculnrs, A Curious Diagonal Hole 
<in the top of the chest of drnwers), 
a Retort, Wooden Rod, NecElace, Bible, 
Purse, Old BooE, PncX of Cnrds 
BURIAU : ~edicine, Pen, Parch•ent, 
Pni.ntbrush, Ro•nnti.c NoYeL, leys, Old 
Boal, lxpensiYe lli.ng 
BOB'S ROD~ : Sul.tense, Dngger -
WARNING HI TINDS TD CD~I IN WHILI VDU 
AU THIRI 
PAT'S ROD~ : lnYelope, Dossier, leys, 
lxpensiYe Ri.ng, lngraYed Goblet 
IVA'S ROD~ : lxpensi.Ye Ri.ng, Pen, Old 
BooE, Rope, Gold Ring, Purse, Glasses, 
Cont of Ar•our, Dngger, WnlLet, 
Li.ghter, leys · 

12. Looi closely at the shi.eLd, I a• 
sure it contains n hi.nt to the 
eyentual conclusion of the adYenture. 
1J. ABDUi ALL BI DISCJlllT. 
14. Below is n full Li.st of nLL the 
words understood by the ndYenture -

attach, bypass, close, climb, 
descend, ent, enter, exit, force, go, 
hide, insert, EnocE, LooE, L\st, 
listen, lift, open, place, play, put, 
rend, scrntch, search, smell, sleep, 
sound, taKe, tnLE, touch, turn, wait 

JI\ eh "et Lor 

Please note thnt I had to reformat 
the amounts giYen on the enYYelope 
as Page Designer 2 doesn't Li.Ke hnY\ng 
tab mnrEers \n i.ts text, so the 
Lnyout on the enYeLope may well he 
different. I also notice that so•eone 
can't add up. Whether I'Ye \nadYert
antly introduced an error in retyping 
the text, or R\ch mnde an error i.n h\s 
Keying or, perhaps most liKely, the 
error i.s deli.berate nnd contnins a 
subtle clue, I don't Know ! 

Richnrd <edi.tor and typi.st) 
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by Peter Ives 
price £4.00 + mdv,vat,p~p from 
Microdrive Exchang e. 

THERE is a story, famous among sports 
journalists, that tells of the 
non-Leaaue football manaoer uho became 
SO fed Up Ulth being crtlicised by the 
~ports editor of his local paper that 
he resioned - and told the scribe that 
i f he thought he could do better, then 
he'd better get on with it . 
There should, of course, be a happy 
ending to the story but the sad fact 
is that our hero uent down like a lead 
balloon, provtng that anyone can talk 
a good game but actually doing the 
business ls a different matter 
altogether. 
Uell, move over Cloughie, here comes 
the lates t addition to the ranks of 
football managers .•• McGarvey! 
Thanks lo months of labour (a labour 
of love, I· rn sure) by Peter Ives, you 
loo can be a soccer manager. Uhether 
you are a success i s ent i rely up to 
you, since this extens iv e simulation < 
or lS it an adventure) requires you 
to buy and sell players, pick the team 
and eventual lu uin the Football Leaaue 
(sorry, Barcl~y·s League) championship 
AHO the FA Cup. Easy, isn't it! 
Ho! 
The mechanics of The Double are simple 
enough. Guided by prompts from the 
screen you select uhich of 96 League 
clubs you wish to be <I 'IR Ipswich 
Toun, since you ask) and are allotted 
a squad of players uho range from 
teenagers to mtd-30s uith varying 
degrees of skill in goal, defence, 
midfield or attack (strikers to anyone 
born since 1960). 
You then get the choice of getting a 
loan, selling players, or carrying on. 
If you carry on the screen shous the 
first match of your campaign in the 
Fourth Division. You can be Liverpool 
if yo u like, but you still start off 
in the Fourth. 
The screen shous your opponents and 
their strengths agatnst yours. At this 
point you can re-arrange your team - a 
uorthuhile excercise for it is 
unlikely that you have got 11 players 
on the p i tch. (?) Having selected 
your tearR 1 you are invited to play the 
first match and the cursor bleeps on 
your score or your opponents', 
depending on the strength of your 
Midfield . Uhen your score is 
"bleeping' the computer compares your 
attack with their defence and if 
you're good enough your team ui ll 
score. 
If uou are down at half time you can 
have a team talk, but beuare. You have 
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onlu 8 team talks available for the 
whole season of 46 matches plus cup 
games. I found it was important to 
uin early matches so tended to use the 
talks up fairly quickly. The more you 
uln, the higher your team's morale and 
so the feuer team talks uou need -
although I found lt useful to keep one 
or tuo talks for cup matches. 
At the end of the match your gate 
receipts are displayed, along with 
running costs and players uages, and 
your profit - or loss for the ueek. 
Then comes what I consider to be the 
piece de resistance of the programme -
results in all four divisions and 
corresponding league tables. A 
masterpiece. Just that part of the 
programme ls alone worth the money. 
You are also alven the chance to buu 
players as ana uhen they are made -
available by other clubs. Hou much 
they cost will depend on their age and 
skill level. 1 is lou, 20 is high. But 
once you have ·agreed terms· u i th the 
sell i ng club you have to strike a wage 
deal with the player. If your 
valuation of his services is too lou 
he uill demand more each time you make 
an offer, unless you get close to his 
demands. But uha+ he saus he wants 
i sn · t al ways uha t he u ill actually 
settle for. 
The Double ls addictive for soccer 
fans and indeed for anyone who has 
ever wondered where the fascination 
lies in 22 people kicking a ball 
around. I have played The Double as 
Ipswich Town for four 'seasons' and ue 
have just been promoted - as 
champions, naturally - to Division 
Tuo. 
Unfortunately, nothing in this uorld 
l s perfect and The Doub le ls no 
exceptton. Therre are annoying bugs tn 
the programme, but thanks lo the ease 
of access into the listings they ar·e 
not too d i fficult to put right. 
However, I am of the old school uho 
believe that if you are charging 
people rooney for a product, then that 
product should do uhat it is made to 
do. Mr Ives and Mlcrodrive Exchange 
take note. 
My main complaint ls that the "save" 
routine is an absolute bitch. Having 
just been promoted to Division Tuo , I 
tried to save the game - and lost the 
lot. 
You follow the screen prompts by 
presstng F4 to clear previously loaded 
data and then press SPACE to save the 
latest stuff, Unfortunately, when you 
press 7 and then EHTER on the main 
menu, the programme u l l l interpret 
anything but the lightest touch on 
EHTER as strike on the spacebar and 
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THE DOUBLE 
CONTINUED .•• 

tries lo save. You then gel a message 
that it already exists. I found out 
loo late that you can put a neu 
cartridge in mdvt and type in RETRY. I 
have since found it best lo use tuo 
cartridges at this stage, alternating 
betueen them to save a lot of 
heartache. 
Houever, I am loathe to restart the 
uhole ga~e so •Y ·Double· is due for a 
long rest. Heedless to say I have 
found this particular 'bug' most 
annoying. 
Having said that, The Double is a 
great deal of fun and is defin i tely 
addictive. So if Mr Ives can sort out 
the bugs, he may sell a feu •ore. 
FOOTHOT E •.• The Double d i ffers from 
real life in one respect ••• so far 
this manager has found it impossible 
lo gel the sack! 

SHAHE McGARUEY, for QLAF at the Big 
M~tch. Hou back to the studio .•. 

Thank you Shane for th~t fine revieu, 
I must congratula t e you on your patience 
as I s imply got fed up uith the t im e it 
look to calc ulat e the divisional scores 
and posit i. ons. 
Also I found actually understanding uhat 
uas going on at times a little difficult 
but having said that, and bearing in 
mind the wee buggettes, the game is 
definitely "value for mo~ey". 
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NEXT ISSUE 
UELL I HOPE YOU'UE EHJOYED THIS FIRST 
EDITIOH OF QL ADUEHTURERS FORUM. JUST 
A FEU UORDS TO GIUE YOU AH IHDICATIO H 
OF UHAT MIGHT BE IH STORE FOR YOU IH 
THE NEXT EXCITING <IT SAYS HERE) 
EDITION. 

ALREADY RECEIUED IS A REUIEU BY BILL
BOARD BAGGIHS OF DIGITAL PRECISION 'S 
IDIS DISASSEMBLER, U2.00. BILLBOARD 'S 
URITIHG LOO KED FAMILIAR BUT QUITE UHO 
BILLBOARD IS IH REAL LIFE, I DON'T 
KNOU. 

THERE UILL BE THE SECOHO PART OF THE 
MAPS FOR ZKUL BY MALCOLM SMITH, THERE 
IS A TOTAL OF 10 PAGES OF THESE SO IT 
LOOKS LIKE A THREE PARTER MINI-SERIES 
<THE SUSPEHSE IS KILLING ME - STILL 
AT LEAST JOAN COLLINS ISH' T IH IT ! ) • 

THERE UILL BE SOME HINTS FOR ORAGON
HOLD, I NEARLY PUT THEM IN THIS ISSUE 
BUT PREFER HOT TO PRINT HINTS UNTIL 
AFTER YOU'UE HAO TIME TO READ REUIEWS 
AND HAD A GO AT THEM. 

THERE UILL BE YOUR LETTERS, SO SEHO 
THEM IN. 00 MARK ANY CONFIDENTIAL 
BITS, SO THAT I OOH'T PRINT THEM. 

AS FOR THE REUIEUS ANO HINTS. 

WELL, HENESIS, QUEST FOR THE DRAGON
SWORD, UEST, ALL THE QL UARGAMES, 
LOADS OF SIMULATIONS, FUNFEAR, THE 
PRAUH, IMAGINE, TO NAME BUT A FEW, 
ARE STILL AWAITING SOLUTIONS <THOUGH 
I HAVE TO CONFESS I HAUE STEUE'S 
HIN TS FOR IMAGINE, BUT BEING BUS Y 
HAUEN'T HAD TIME TO COMPLETE THE 
GAME.) 

SO THERE ' S PLEHTY OF SCO~E FOR YOUR 
REVIEWS ANO HIHTS/CLUES, MOANS, BUGS 
AND ANYTHING ELSE YOU UAHT TO SAY 
ABOUT QL ADVENTURES, STRATEGY, UAR
GAMES ANO SIMULATIONS. 

COPY IS ACCEPTABLE, EITHER OH MDU, 
5.25" DIS K, TYPED OR HANDURITTEN OR 
IF YOU'RE FEELING ADUENTUROUS, WHY 
HOT TRY LAYING OUT A PAGE USING PAGE 
DESIGNER <IT'S UERY EASY TO GET THE 
HANG OF> OR FRONT PAGE EXTRA3 -
WHICH I UOULO HAUE USED BUT PETER 
CHAMBERS IS A BIT SLOW IN SUPPYING 
OR YOUR OUN HOME GROUH LAYOUT KIT. 

TONY UELLS HAS JUST SENT ME A COPY OF 
THE PROGS IN THE QL AOUEHTURES BOOK 
AHO, COPYRIGHT HOLDERS PERMITTING, WE 
SHALL BE MAKIHG THESE AUAILABLE AS 
PUBLIC DOMAIN <IF ANYONE KNOUS UHERE 
TO GET HOLD OF TONY BRIDGE OR RICHARD 
WILLIAMS). ONCE THEY' RE TRAHSFEREO 
FROM 3.5" DISK TO MOU I'LL BE ABLE TO 
LET YOU KNOW HOU GOOD THEY ARE. TOHY 
WELLS HAS ALSO FIXED A FEW BUGS IH 
THE PROGS SO THAT THEY UORK! ! ! 
SEE YOU SOON, RICHARD 


