






































10 Adventure Gamer's Manua; 

2.2 Studying the initial description ) -· 
Once I've read the introduction, I load the game; and I then spend some 
going carefully through the description of the opening location: there's nearly·· 
always a wealth of information to be found here - and I'm going to give a 
number of examples in a moment so that you can see what I mean. 

2.3 Checking your status 

Your next task is to check your own status - rather in the way that your 
computer checks itself when you first switch it on. The computer is a bit more 
complicated, but the similarity between its own status check on power-up 
what the adventurer needs to do is very close. Usually checking your own 
status involves entering the command Inventory, Inv or even just I. You will 
then get a report on what you are carrying and, just possibly, what you are_ 
wearing. 

Sometimes you turn out to be wearing and carrying absolutely nothing; if d 
that's so your first task is probably to get some clothes before venturinl 
outside. If you don't, your chances of being arrested and thrown in jail 
indecent exposure are quite high. • 

2.4 Checking the exits 

Next, examine the available exits. It's always possible that, before you can see'r 
them, you will need to type in a command - possibly Exits On. If the 
description of the location includes the words: visible exits are ... it might mean;u 
that, somewhere in the adventure, Invisible exits will be found - if you canfH 
work out how to see them, that is. y 

One favourite trick of the nastier-minded adventure writers is to place an50 

exceedingly attractive exit as an immediate option - and you'd be surprised'e 
how often it can lead to your painful extinction. It turns out to be a 
chute to a fiery furnace or something equally pleasant. Still, it's better to findan 
out quickly. m 

it, 
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2.5 Equipment 

~me time2.5.1 Clues from equipment 
·e s nearly 
to give a 

that your 
l bit more 
~r-up and 

Your next job is to examine 
most carefully, any items that 
happen to be lurking around. 
On very rare occasions, some of 
these will tum out to be red 
herrings, but you'll normally 
see things that are going to be 
of some use during the game. 
Knives, daggers and other wea-

rour own tha f 
You Will 

pons suggest t, rom time to 
Various 'items' · h ill b t time, t e environment w· e 

you are hostile; bottles of water, spades 
and the like suggest that you may get thirsty, or need to water a plant, and 

;,thing; if that gardening or even excavating might be called for at some point in the 
renturing adventure. 

n jail for • • 
2.5.2 Testing equipment 

Another procedure to go through before getting started properly is that of 
testing equipment. Sometimes you can learn something that will prove very 

--- useful later on. If there is, for example, an item that may have magical 

1 can see properties located at the start, it can be worthwhile trying various actions. 
t. If the Anything described as a rod, a wand, a staff or even a stick should be 
ht mean subjected to the command Wave (object). 

you can 

!>lace an 
.irprised 
>ne-way 
·to find 

The chances are that nothing will happen immediately - though it may - but 
you may well be told that the object reacts in some way. It may give off a 
sound, emit light or something similar. Even if all you are told is: Nothing 
seems to happen you can be fairly sure that something WILL happen at some 
point in the adventure. Similar actions should be tried if you come across 
anything that could be a talisman of some kind - it may be described as a 
medallion, a locket or something similar. Try wearing it, too; and try rubbing 
it, for that matter. 

2.5.3. Fragility and usability 

The other tests that should be made before starting off on your adventures 
concern fragility and usability. Basically, you should try to do everything you 
can think of to each object; particularly see what happens if you Drop it. 
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Some things tum out to be quite fragile, and you may need to test out \ 
alternative command before such things as eggs or Ming vases can 1', , 
deposited safely - either that or you may need to find a cushion or son­
similar soft landing place before you can part company with it again. 

~-

2.6 The parser \.j 

A word of advice for beginners here concerns the parser. This is the piece 1 

software which translates the instructions you type into the computer in( 
something the adventure program understands. It is absolutely essential P 
type a word exactly as you see it in the description, or you may find your , 
very frustrated. · 

:o 
Let me give a simple example. You find yourself in a location which tli 
described as follows: This is a gloomy cellar full of cobwebs and the odd bottle fi 
old wine. In a corner you can just make out a trap-door. 

If you then enter the instruction Open Trapdoor or Open Trap Door you 
almost certainly be told that the computer doesn't understand you. Tll 
problem is that you have omitted the hyphen between the words Trap ar 
Door; as a result the program will not recognise the word. You'd be surprisdf 
how often I still get caught out by this kind of thing, just because certac 
conventions in written English are very much a matter of choice. 

So, the lesson here is: check the spelling of anything in the text very carefully ani 
then reproduce it accurately when typing in a command. If the program th · 
refuses to understand you it most probably means that the item you weis 

trying to manipulate was just part of the scenery. The better programs wi 
~~~~~ s 

b 

2.7 Better saved than sorry 

Once you are some way into the adventure, it will be sensible to Save you 
status before testing out actions on various objects. It's not so important at th 
very beginning, but later on this simple precaution may well keep you from 
lot of grief. I'll come back to this point later on. ~ 

2.7.1 Potentially dangerous actions 

Some objects only reveal their true properties when you try to Throw them: 
curved stick may tum out to be a boomerang, an egg may reveal itself as 
hand-grenade in disguise. There's just no way of telling until you try. Onl 
when you've tried all of these varied actions on everything around you is 1 

time to think of moving. So let's take a look at some opening descriptions o 
adventure games. 
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test out~ • 
s can tt..8 Examples of opening moves 

on or sorn------------------------------~ 
tin. 

2.8.1Zork1 

A game that deserves to be called a classic is Zork 1 by Infocom. The opening 
----.:· s innocuous enough it tells you: 
the piece c 
nputer int You are standing in a open field west of a white house, with a boarded front door. 
essential t There is a small mailbox here. 

nd yourse My initial reactions were twofold: I was pretty sure that the mailbox would 
contain something useful by way of information, and I was also convinced 

n which i that there ought to be some way of getting into the house. Nevertheless, my 
Jdd bottle cfirst input was Inventory- and I was told: You are empty-handed. 

Next move was Get Mailbox - and I was told: It is securely anchored. So I tried 
or you wi Open Mailbox and was rewarded with: Opening the small mailbox reveals a 

you. Th leaflet. Get Leaflet and Read Leaflet followed and the message read: 
s Trap an WELCOME TO ZORK! ZORK is a game of adventure, danger, and low cunning. In 
e surprise it you will explore some of the most amazing territory ever seen by mortals. NO 
use certaiJ computer should be without one! 

Apart from the advertising enthusiasm, I was given some important 
refully am information - I might get injured or even killed in this adventure. Now it was 
!gram thet time to see if I could actually get into the house - I had to case the joint, so to 
you wen speak. 

grams wil 
Since I was west of the house, I tried typing East, only to be told: The door is 
boarded, and you can't remove the boards. Nothing daunted, I entered NE (as an 
abbreviation for Northeast) and made a little progress. 

---- This time the message read: You are facing the north side of a white house. There 
Save yoUJ is no door here, and all the windows are boarded up. To the north a narrow path 
tant at tfo winds through the trees. 
rou from a 

I wasn't interested in paths leading north at this stage, I just wanted to get 
into that house if at all possible so I entered the command East - and struck 
pay dirt. 

w th . The screen had the words: You are behind the white house. A path leads into the 
itsel;m. a forest to the east. In one corner of the house there is a small window which is slightly 
try. ~a ajar. Open Window brought the response: With great effort you open the window 
you is It far enough to allow entry. The next command, therefore, was In. 

iptions of 
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Now we were beginning to get somewhere; the legend read: You are in t1J r 
kitchen of the white house. A table seems to have been used recently for tlex 
preparation of food. A passage leads to the west and a dark staircase can be seiup 
leading upward. A dark chimney leads down and to the east is a small window whi1are 
is open. On the table is an elongated brown sack smelling of hot peppers. A bottle 
sitting on the table. The glass bottle contains: A quantity of water. I 

in 
There was a veritable mine of information here: several places to visit anso 
some goodies to collect. The way the bottle of water was described made wo 
clear that the adventure would also expect other liquids to be carried in tt 
bottle - oil, perhaps for rusty locks or door hinges. Th 

l 
Anyway, first things first; Examine Sack elicited the message: The sack km 
closed. So I opened it and was told that it contained a lunch and a clove ( 
garlic. So, someone (maybe me) would be hungry at some point in the gam A 
and garlic, apart from being an essential in much decent cookery, is also re 
well known protection against vampires and other noxious nasties. sh ' 

mi 
I took the bottle and sack - and tried putting the bottle into the sack as a wa tr 
of being able to carry more things - but I was told there was no room. Still, ~ 
had been worth a try. th 

Now I had to decide where to go next - I figured that I might need a ligt I 
source before going upstairs, and the same thing seemed true of the dar w 
chimney leading downwards; so really there was only one option left - West th 

th 
I was told: You are in the living room. There is a doorway to the east, a wooden d0< pa 
with strange Gothic lettering to the west, which appears to be nailed shut, a troph 
case, and a large oriental rug in the centre of the room. Above the trophy case hang L 
an elvish sword of great antiquity. A battery-powered brass lantern is on the troph te 
case. 

There was a awful lot to be learned here. The trophy case looked like 
2. 

possible storage place for any treasures collected during the course of m: p 
adventuring, specially since it was empty. There was my light sourc ta , 
awaiting use but, I realised, I would have to be sparing in its use so as not t M 
drain the battery - though a replacement might be obtainable somewhere els or 
in the adventure. Also, a lovely elvish sword for battering baddies wit a 
beckoned - and the chances were that it would warn of impending dangei se 
elvish swords are like that. w 

ov 
I took the sword and lantern, and then tried Pull Carpet on the grounds tha 

n 
you never know what may be underneath - lots of dirt gets swept unde 

u 
carpets, and some of it can be pay dirt. That move was well worth the troubli 
since the message then read: With a great effort, the rug is moved to one side q 1 
the room, revealing the dusty cover of a closed trap door. Q 
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1u are in tl I resisted the temptation to dive down immediately; instead I decided to 
tly for tl explore the rest of the house and so I went back east into the kitchen and then 
can be set Up the stairs. I was told: You have moved into a dark place. It is pitch black. You 

'indow whic are likely to be eaten by a grue. 
s. A bottle 

1 hadn't a clue what a grue was, but the message told me plainly that moving 
in the dark in this adventure was likely to prove gruesome, if not fatal. In 

:o visit an some games you can move around in the dark at will - but not in Zork 1 it 
led made would appear. So: Light Lamp. 
rried in th 

The following message appeared: This is the attic. The only exit is a stairway 
leading down. A large coil of rope is lying in the corner. On a table is a nasty-looking 

The sack 1 kn if e. 
a clove c 

1 the gamf A coil of rope would be of help in climbing down (and back up) cliffs and 
~, is also reaching otherwise inaccessible places; it possibly could be used to tie two 

short planks together so as to make it possible to cross a stream or chasm; it 
might even be useful for trussing up any villains encountered during my 

k as a wa: travels. Similarly, nasty-looking knives are always useful in a tight comer - or 
Dm. Still, i possibly even might be used for cutting ropes at some later date - so I took 

them both. 

~a ligh 
f the darl 
!ft- West 

10oden doa 
.t, a troph} 
case hang. 
the troph~ 

I want to deal with the opening moves of other adventures beside Zork 1, so 
we'll leave things here. A word of warning, though, to anyone who may buy 
the game and then follow me through these moves: don't forget there's still 
the outside to explore before leaping down that trapdoor. In adventuring, 
patience pays off . 

Let's tum now to a very different adventure which, although it is still a 
text-only game, has quite a different style and flavour to Zork 1. 

:ed like a 2.8.2 Philosopher's Quest 
rse of my 
ht source 
1 as not to 
vhere else 
dies with 
g danger, 

rnds that 
ipt under 
•e trouble 
me side of 

Philosopher's Quest was one of the early 
tape-based adventures written for the BBC 
Microcomputer by Peter Killworth. In 1987 
or thereabouts he revised it quite extensively, 
and it became available for a much wider 
series of computers - and on disk, naturally -
when the software house Topologika took 
over the marketing and distribution of a 
number of adventures originally produced 
under the Acomsoft label. 

I was originally attracted to Philosopher's 
Quest for the simple reason that I happen to 
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have a combined honours degree in Philosophy and History! Philosophy wa'vf, 
fun in my student days (it still is, when I can spare the time) and so 1 t~ 
reckoned that anything by way of an adventure game that had Philosopher'~/ 
as part of the title ought to be fun, too. I wasn't wrong. ia 

When you first load Philosopher's Quest, you get a great deal of helpfu
1
e 

background information which tells you some of the things you can expect tn 
cope with. Here is how it starts. ;i1 

Magic wands can be dangerous things. 

The one you find in the junk shop off Market Street is no exception. It's a mistake tPr 
wave it while the old shopkeeper's back is turned... 1 

Instantly the atmosphere turns inside out, taking you with it. Then it twists bacl°? 
again, dumping you back inside the shop - but a strangely altered shop indeed ... Nl 
windows, precious little stock - and no shopkeeper, either. You're in part of a Ca'OI 

system, to judge from the walls, ceiling and floor. 

As you pause, uncertain what to do, a voice seems to weasel through the back of yol 
skull: r 

"Go and seek the treasure, mortal, and bring it back here in payment for the mis 
of my wand. You will need every ounce of cunning to deal with the serpent in tfilc 
Garden of Eden, the ancient mariner, the invalid old lady, the whale, and other 
problems too difficult to name ... A word of warning - it is dangerous to travel in t 
dark! One last thing - READ MY NOTICE!" 

The casual approach to adventuring will lead to players ignoring an awful lot 
of helpful clues and information packed into this introductory text. It's tha 
bit more flowing than the Zork 1 text - and indicates that it is of a rather latetf 
vintage. 

Look at what is mentioned: the Garden of Eden, an ancient mariner, an old 
lady, a whale - and other things just hinted at. To me, the Garden of Eden 
suggests one of two things: either forbidden fruit, or else lies; the serpent inJ 
the Book of Genesis lied in whatever passed for his teeth. The reference to ant 
ancient mariner suggested a poem by one Samuel Taylor Coleridge entitled 
The Ryme of the Ancient Mariner which (as I seem to recollect) had 
something to do with albatrosses, as well as water, water everywhere, and no! 
a drop to drink. I wasn't so sure about the old lady ... except that I felt she 
would want a lot of satisfying one way or another. 

Finally, the reference to the whale suggested that - as so many have done · 
the biblical book of Jonah was being slightly misinterpreted. A giant fish 
(rather than a whale) is recorded as having swallowed Jonah: however, I was. 
pretty sure I'd encounter some aquatic, and maybe digestive, adventures~ 
somewhere along the line. 
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isophy wa!My next job was to trigger the opening scene - and this is what I saw: You are 
~ and so standing in a small shop which normally has various goods displayed for sale. Areas 
1tlosopher'10/ the shop are obviously intended for the display of treasure. Above an exit south 

hangs a large sign, which reads:- Adventurers please note only two implements may 
of helpfulbe removed from this shop under penalty of death. So choose carefully. 

n expect tcThose readers who happen to own an original (tape) version of Philosopher's 
Quest will by now have realised that there are already some changes to their 
opening scenario. The serpent is definitely a parvenu, rather than old money. 
There are further changes to come. Peter revised with relish - and puzzles 

1 mistake to proliferate; I guess it has something to do with the desire to update games 
and provide even better value for money. 

twists back The list of items available in the shop has changed from that originally given 
indeed ... No in the tape version, too. Here's how it reads: 

·t of a cave A . ,1 . led he piece o1 sausage is cur up re. 

k 
,, There is a fluffy lace-edged cushion here. 

ac o1 your 
There is a small teabag here. 

the "!isuse There is an aqualung with a full tank of oxygen here. It turns on automatically upon 
rJent m the contact with water. 
and other 

avel in the There is a bunch of keys here. 

Now I'm going to confess a couple of things: I haven't yet had time to 
awful lot complete the revised and different version of Philosopher's Quest; and -

t. It's that secondly - I'm not sure it matters. You'll get the fruits of what I had to do 
tther later from the very beginning while you understand that I've not yet reached the 

very end, even though I believe I'm well on the way. That's the trouble with 
~r, an old trying to solve a couple of dozen adventures simultaneously. 

l of Ed:n Adventure games - and this is not confined to text-only offerings - can (unlike 
erpent m Julius Caesar's Gaul) be divided into two, rather than three, parts. There are 
~ce t? an those games which pose a problem very quickly, and those adventures which 
i entitled allow you to roam around almost at random before puzzles become a 
ect) had priority. Zork 1 lets the adventure game player roam almost at will for about 
!, and not 30 locations before puzzles become a problem. 
[ felt she 

·e done -
~ant fish 
er, I was 
ventures 

Philosopher's Quest isn't quite so kind. It looks as though only two items can 
be removed from the shop - in which case, what on earth shall we carry? The 
cushion could be invaluable if fragile Ming Vases need to be dropped; teabags 
and old ladies seem to go together; aqualungs and whales would appear to be 
inseparable; keys can do an awful lot of opening doors - and we haven't even 
thought of that piece of sausage curled quietly up in a comer. 
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e 1 was daf 2.8.3 Snowball 
r on accour 

o~the bkey Snowball was the first part of Level 9's science fiction trilogy called Silicon 
1 

dso turav Dreams, and was also the first adventure I ever came across where the chief 
. a ven re . f mal 

t "t protagonist was e e. 
~n 1 wron 

Kim Kimberley, secret agent, was a tall fair haired, brown eyed, athletic 
dy said tha young lady of variable age (it depends what you want to do with the time 
re to confes dilation factor that occurs once you approach a reasonable fraction of the 
y-on, but speed of light) who was not quite bright enough for Cambridge, and so had 
disgruntle to settle for Oxford as second best. 

th that plo Before continuing, I would remind readers who are Oxford graduates that the 

md I (ver 
1ext puzzl1 
;e problem 
are lande 

st probabl 

'ent versio. 
et as badl 
ologika th 

mentione< 

background detail here is entirely the responsibility of Pete Austin, and 
therefore any hemlock should be sent to him and not to me. 

Eventually, Kim was recruited as someone who could emerge and take over if 
anything went wrong with the starship Snowball during its voyage to the 
Eridani star system and the planet Eden. This is the background scenario to 
Snowball and, of course, something does go wrong; and the adventure starts 
with Kim being wakened by her specially modified freezer-coffin. Weakened 
and disorientated though you are, as Kim, the fate of two million passengers 
is in your hands. 

Remember that Snowball first appeared in 1983, and that we are therefore 
studying something of an antique! 

dd pick U) The first information was simple: 
nent in th 

because 
[ the Helf 
. was fair · 
lon't knoll 
>vided th! 

1 easily - I 
:>ly would 
\ the now 
:. I helped 
shop and 
anything, 

·e into the 

It is dark, you cannot see. What now? 

In such cases, my own preferred course of action is that of masterly inactivity: 
it's a question of waiting to see what will happen since, quite clearly, no sane 
adventure writer is going to leave the player in such a totally helpless 
situation. At the same time, if you are in a freezer-coffin with the lid closed, 
you aren't going to be able to see an awful lot are you? In this sense, the 
game was being perfectly authentic. I therefore entered the command: Stand. 

I was now told: 

You notice a lever beside you. 

Well, there we were; no red-blooded adventurer can resist the pull of 
something like a lever, can they? I duly pulled the lever. 
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The message read: fe 
se 

The lid above rises and a light comes on .. You are in a sponge-lined coffin. The onlU 
visible exit is out. \!\ 

On moving out, I was told: a~ 
ni 

The coffin slides away. You are in a blue mortuary beside a smooth ceramic slalp1 
Lights twinkle beside a trapdoor in the ceiling. Exits lead north, up and down. 

Purely on the basis of trying the first one mentioned, I moved north an 
received the following information: 

You are at the entrance to a blue mortuary beside indicator lights and a control pane 
Exits lead north (through a door) and south. 

Now it was far too early in the proceedings to even think of going ot 
through that door. Instead, a little bit of cogitation seemed in order. Firs 
why was the mortuary given a colour? I decided it probably had to do with 
way of identifying that particular mortuary and that I should keep an ey 
open for colours that might prove significant. 

Second, it was time to take a closer look at the indicator lights: did they hav 
any significance? I tried in input Examine lights and was informed: 

The indicator lights are red black white black black black. The panel has 10 button! 
black, brown, red, orange, yellow, green, blue, purple, grey and white. 

I reckoned that there was some kind of identification code or combinatio1 
here and that it was time to experiment. Because I was so early into th 
adventure, I didn't save my position at this stage; instead, I started h)'i1' 
things straight away - having first noted the sequence of colours given. 

My first experiment was to press the buttons in the same order as that showi 
on the indicator lights. A coffin emerged (you will remember that the one 
climbed out of slid away somewhere) and I decided it was probably mine. 
pressed other combinations of buttons, and again coffins dutifully emerge( 
so I left things there. Soon afterwards, a clanking sound began to occupy m: 
attention, and shortly after that I was confronted by a robotic creature called 
nightingale: nightingales are lethal was my next discovery. 

Nothing daunted, I plunged back into the fray, retraced my steps and - afte 
a little experimentation - discovered that, by climbing onto a coffin, I cou11 
reach the trapdoor in the ceiling and go through it. I emerged into anothe 
blue mortuary and confess that I was a little disappointed at that fact 
however, I was delighted to discover that the indicator lights by the door nm 



mer' 5 ManuPetting Started 21 

featured a different colour code. I had learned something. Pressing this new 
sequence also produced a coffin. 

(fin. The onl1 
·uttering the cry Excelsior! I pushed upward and onward to the third level. 
While I was doing that the mechanical clanking came, paused and went away 
again. I had - by pure chance - discovered how to avoid those deadly 
nightingales. It was time to go back and explore outside the mortuary 

ceramic slat precincts. 
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More Opening Moves 

3.1 Colossal Adventure 

I want us to look at some more adventure openings, simply because we can 
learn a great deal from them: they show clearly the varied styles of puzzle 
that can confront adventurers. 

The very first adventure I 
bought, once I had a BBC 
Microcomputer, was 
Level9's Colossal Adven­
ture. This was one of many 
implementations of the ori­
ginal Crowther & 
Woods adventure that 
are now available -
and in this particular 
case it had a most enter­
taining and original endgame. 

This adventure later became part of the Jewels of Darkness trilogy which was 
released for a considerable number of different computers. 

You start off outside a building, with ex.its leading in various directions. My 
own first moves here were to go inside the building to see what it contained: I 
found a lamp, some keys, and a bottle. There was a well inside the building 
also. I'm glad I tried going down the well because there were some coins at 
the bottom - and it turned out that I was going to need them later on in the 
game. 
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After that, I went outside the building and - as it happened - explored fore 
area outside to the north. Apart from finding various locations that did~ hi: 
seem to lead anywhere much, I came across a picnic area. It had two thfull a 
which turned out to be of interest: there were some sandwiches - which I to 
- and a notice forbidding the dropping of any litter. Being the sort of perso 
am, I saved my current status, and then dropped the sandwiches which I h 
just picked up. 

It turned out to be deadly; but at least I knew. Personally, I always like to 
out dangerous moves - simply out of curiosity, I suppose - but only wh 
have saved my current status. I guess all adventurers need to be a bit like 
elephant's child in the Just So stories: full of insatiable curiosity - though 
not sure I want an elephant's nose; my own is quite long enough. 

After that, I went back to the building, collected all the items I felt I wo 
need - in this case the lamp, coins, keys and bottle - and left the sandwi 
for any later use that they might have. This particular adventure limits 
player's ability to carry things to only four items. 

Next, I moved south and worked my way steadily along to the locked gra 
which I proceeded to ignore until I had travelled to the top of the dried 
waterfall. Once I was sure that nothing was to be gained by further out 
exploration, I returned to the grating, tried out the keys and entered 
proved to be the adventure proper. 

The main lesson for newcomers to adventuring here, is that thorm 
exploration of above ground areas is almost always essential before enter 
any underground cavern system, however tempting going below may 
There's many an adventure game player who has mourned the fact that heght 
she has dived happily down a hole without exploring everywhere else fiJ 
In this case, if I'd not grabbed the sandwich early on, I would have bEav 
exceedingly stuck when dealing much later with a sore-headed bear deep1ki 
the cave system. t. 

1dl 
3.2 Lords of Time 

m 
I now want to deal with one or two other openings of Level9 adventwven 
simply because they show clearly the variety that is on offer. After that, I st:)Ul 
look at some superb ideas of other software houses which are cla! 
illustrations of clever opening puzzles. :x:k 

ndi 
Lords of Time (part of the Time and Magik trilogy) was, in fact, written hteri 
housewife - Sue Gazzard - and included a most entertaining opening problven 
as well as introducing the BBC adventure game enthusiast to the multi-leme, 
concept of adventures. There were nine different time zones to be expfo 
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- explored ~fore the baddies could be made to bite the dust. I liked that, and I suppose 
ns that dide history side of my education is responsible - I still read history for fun as 
ad two thinen as philosophy. 
- which I to 
ort of perso1 
~s which I h 

Anyway, you start off sitting at home when 

ays like to 
t only wh 
~a bit like 
, - though 
l. 

1e sandwic 
lire limits 

ocked grati 
the dried 

tat thoroug 
fore enterir 

there is a blinding flash: if you then 
enter the command Look, 

you find that you are in a 
living room - and Old 
Father Time tells you that 
there's a need to collect 
nine valuable treasures 
which are marked with 
an hourglass symbol. 

Moving north from this 
location takes you to a 
large cold-looking room 
with a big Grandfather 
Clock, a matchbox (con­
taining four matches), and 
a wax candle. At least I 
could be sure of an im­
mediate source of light: 
my only problem was 

low may b I also 
1ct that he . 

that of working out how 
long the matches would last - and 

had a sneaking suspicion that I 

I f
. ght need a source of heat as well. 

~re ese in 

d have bef saved my status, took a match and lit it. After that it was just a question of 
bear deep haking various moves, counting them, and waiting until the match flickered 

1ut. After that I knew how many moves I could take before lighting the 
andle; I wasn't sure whether or not - as in many adventures - there would be 
1 maximum number of turns that could be taken before the candle was 

----~nsumed. Where this ploy is used, it is often worked out on the basis of the 
mmber of dark locations, plus a few bonus turns to take account of forgetful 

adventurt\dventurers who don't always extinguish their light source as quickly as they 
· that, I S~ould on emerging from the dark. 

are claSSJ 
Jocks being what they are, I next paid attention to the Grandfather and tried 

. Ninding it: and that action opened a door which enabled me to think about 
~tten by:ntering the clock itself. In passing, readers should note once again that some 
ing pr?ble~dventures make solving a puzzle the route into the proper depths of the 
! multi-levframe, while others allow you roam at will for quite a long time before you 
be explore( 
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get stuck. It's important to remember this fact and it is essential to worker 
which beginning is which fairly quickly, so that your grey cells can 1 

working in the right direction. 
n 

Once I was inside the clock, I found that certain actions produced interes~0 
results: there were cogs which were numbered 1 to 9; there was a mass 
pendulum, and there was a single visible exit to the north. th 

c 
Turning the cog (giving it a number) seemed to do something; and swin&ow 
the pendulum opened a door back into the cold-looking room. I began m 
think we had our exits and our entrances. What I did next was to save ;id 
current position. After that, I explored by moving north when the cog wa1ge 
position 1, but only to see where I emerged. The only thing I did was to m 
a note of the location description. ie n 

rch 
Next, by restoring the saved position I had made before starting and 
experiment, I turned the cog to 2 and toddled north once again, noting em 
location description once more. It wasn't possible to go back inside the c~t. 
from many of the nine time zones without working through the wh a la 
section, and so saving a position just before leaping off into somewhere n 
turned out to be a very good idea indeed. It then meant that the Restun a 
command could pop me back where I needed to be quite easily withywa 
having to complete my explorations or solve any puzzles. omp 

:i d 
It didn't take long to discover that each cog represented a different time ZGnefici 
and that moving north with the cog set to a different number meantd so 
equally different exit location. I went methodically through the nine differ 
cog settings with the aim of working out roughly what the time .zones WM? oth 
Only after that was I ready to explore. a sto 

!aSure~ 

I started by moving north through the exit with the cog at position 1 (wh:>ked I 
was a contemporary era) and it turned out to be the correct initial scenll'bre po 
but there was to be a great deal of dodging back and forth between ined fo 
different time .zones before this exciting adventure got solved. 

3.3 Dungeon Adventure 
i an asi 
ventur 
ea bit 
ml was 

Another entertaining adventure from Level9 was the final part of the Jew 
of Darkness trilogy - Dungeon Adventure. The early moves of this adventnyway 
meant tackling certain problems quite early on, even though - as usual w~ this. 
the Austins are concerned - it was possible to go exploring far and w.te adve 
before being actually compelled to solve a puzzle. t like th 

On starting, you were told that you were on a mud bank by a wide river, ~n ther 
that there was a piece of driftwood and an open packing case nearby - a awardi 
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t1 to work llere was also a path leading up. The driftwood turned out to be an 
cells can ~portant piece of equipment (a source of light) but the packing case, simple 

em that it was, I discovered had an even more important double role. I am 
. mvinced that a number of adventure game players never discovered the 

·ed mteres . ond use, perhaps because I ortly found out myself by sheer accident. 
11as a mas 

.t the outset I did the obvious: I tried to get in to the open packing case - and 
icceeded. It turned out to be a bit like the Tardis - fans of Doctor Who will 

and swinghow that the Tardis is the size of a telephone box on the outside, but (thanks 
n. I began1 multi-dimensional foldings of space) it is absolutely enormous on the 
LS to save T15ide. So, once I was inside the packing case, which was now described as a 
he cog wa51rge wooden box, I discovered yet another door: IN I went again. 
l was tom 

he next description had me momentarily disorientated: I was upside down, 
. erched on the ceiling of a room close by a chandelier. I grabbed the 

startt~g handelier - which I reckon is what anyone would do if they suddertly found 
~, noting 'lemselves in that particular predicament - and everything then sorted itself 
;ide the cll\it. The room inverted, and suddertly I found myself in what was described 
:h the wh a large store room, and in it was a machine with a red button. 
newhere n 
t the Restcam a fully paid-up member of TSOCA (where adventures are concerned, 
:tsily withtnyway) so as one of The Society Of Cowardly (Cautious?) Adventurers I 

iromptly saved my position and ortly then pressed the red button; after all, 
. ed does usually stand for danger. As it happened, the outcome was 

nt time zo'eneficial: I was bathed in special rays that meant I could now be revived if I 
~r meant ~d something fatal. 
rtine diffen 
~ zones w e other thing I took note of was the fact that I was in a location described 

s a store room: I am always on the lookout for somewhere to dump the 
. .reasures I collect during my forays into dangerous dungeons - and this 
~on 1 (w~ked like the ideal place. You'll remember that, in Philosopher's Quest, 
tal scenanoore points were awarded for depositing the treasures in the shop than you 
between ~ined for finding them. 

Is an aside, you ought to note that there are three main types of mainstream 
dventure where the actual business of scoring is concerned - once again, they 
,re a bit like Julius Caesar's idea of Gaul, I suppose; since he reckoned that ----.. .au! was (as I recollect) omnia divisa in partes tres. 

>f the Jewe 
us adventt!nyway the tripartite division where adventure scoring is concerned goes 
usual whdke this. Some writers think that points are pointless: the game's the thing; 
u and wirue adventurers are purely interested in penetrating puzzles. For them, it's a 

"t like the business of art for art's sake. 

de river, athen there are those writers who like to dangle a carrot in front of us by way 
learby - arf awarding points for various things done so far as solving puzzles are 
















































































































































































































































































