














































































































































































































































































































































































































The Edge of the Future 

depending on what you're doing. What's more, the objects 
that are present don't normally call themselves to your atten­
tion; instead, they might remain undiscovered until you do a 
little searching. 

Making the environment more of a continuum would re­
quire quite a different approach from that of the current room­
based type of adventures. Rooms are convenient for a 
computer representation because they allow binary decisions: 
either an object is where you are, or it isn't, with no ambiguity 
about what "where you are" means. Having things pinpointed 
by spatial coordinates would require the program to do more 
work in checking its data structure for objects that are near 
enough to affect the character. Devising data structures that 
make this operation reasonably efficient will be vital to 
improving the adventurer's environment. 

Adding this kind of realism is an area in which Infocom is 
hard at work for its next generation of adventure programs. 

An increased sense of continuous action. Action made 
of separate turns also limits the realism of an adventure. Major 
steps have already been taken in improving the time flow in 
Deadline and Witness, and less obviously in Enchanter. In each 
of these adventures, time passes in the game world according 
to how long it takes to perform an action. The time to solve 
the problem eventually runs out, or else night follows day, 
and the demands of hunger and fatigue affect what the 
character must do. 

One way to get a more realistic time sense would be to 
have the clock continue to tick whether the player enters com­
mands or not. This wouldn't be the best approach, however. It 
would put too great a sense of urgency on what should be a 
relaxed activity; besides, game time shouldn't pass through in­
teresting and uninteresting events at the same rate. 

Another approach, as illustrated in the earlier example, 
would be to let the character continue on a course of action 
for some time, giving him descriptions until something im­
portant happens or he stops the flow. Deadline does this with 
the WAIT command, which makes the program describe on­
going events and ask the player if he wants to keep waiting 
after each event. This principle could be expanded to let the 
player indicate a general course of action and stop it only 
when he saw a reason to do something else. 
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Better simulation of characters. Computer pioneer A. M. 
Turing said that people would agree that a computer could 
"think" if it could imitate a human being well enough to fool 
people. Certainly, realistically simulating human behavior is 
one of the toughest things to do on a computer. Covering the 
full range of human action is too much to ask of any program 
we're likely to see soon. 

But it isn't beyond hope to expect future adventure pro­
grams to include characters that can answer questions on a 
limited range of subjects and can react to the player's charac­
ter. It would be a major step forward to be able to ask charac­
ters questions like, "Why did you invite me?" or "Do you 
think Phong is lying?" Beyond that might come programs that 
let the player make statements (such as, "I am seeking the 
Palantir," or "You are in danger.") and then observe the re­
action of the character he is addressing. 

Characters in adventure games should also react to the 
player's character-not just to one statement or action at a 
time, but to what he shows himself to be. No adventure pro­
gram to date has gone very far in making the player-character's 
actions have a long-term effect on how the other characters 
will respond to him. Suspects will answer the same question 
four times in a row. An abusive detective will not find people 
refusing to talk to him ten turns later, even if they walk out of 
the room when he insults them. 

Adding this sort of feature, on a primitive level, should 
not be very difficult. The program could maintain an attitude 
variable for each character, which is affected one way or the 
other every time the player's character interacts with him. 
Once this variable fell below a certain level, the character 
would just become very uncooperative, answering all ques­
tions with, "Figure it out yourself!" or the like. Having the 
value rise high enough could cause the character to volunteer 
new information or offer help. This would force the player not 
only to solve problems but to develop his character consis­
tently, too. 

A wider range of alternatives. Early adventures had only 
one real ending. They could, of course, end unsuccessfully in 
many ways; but these conclusions were just a matter of run­
ning afoul of some hazard and getting killed. Unlike the true 
ending, they didn't represent a culmination of events. 
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Deadline was the first adventure to provide a number of 
well-developed alternative endings. The detective could arrest 
the wrong suspect (or the right one without enough evidence), 
and he would get a message explaining why the suspect was 
not convicted at the trial. He could also exhaust the 12-hour 
limit without making an arrest, in which case he would be 
driven off into the sunset with nothing to show but a sense of 
dissatisfaction. 

A further step would be to provide a variety of successful 
conclusions to an adventure, each reached by a different path, 
leaving to the player's judgment which of these endings is the 
most satisfactory. All of the conclusions would represent solu­
tions to the main problem of the story, but in different ways 
and at different costs. 

For instance, if the adventure gave the player the task of 
getting revenge against an enemy, one set of choices might 
lead not only to the death of the enemy but also of a friend. 
Another path might lead to merely humiliating the enemy 
while avoiding any tragic side effects. One ending might sug­
gest the other, letting the player know that there are more 
alternatives, something like this: 
The next day, Pierre brings you the news that Maraud has left 
France and abandoned his holdings. You feel a deep satisfaction at 
having driven the imposter away, although you wish he had not es­
caped with the ring. Perhaps you could have recovered it if you had 
moved more decisively, yet such rashness might have turned to ill. 
It's just as well, you decide, that people cannot go back and change 
their past actions. 

While future adventures will undoubtedly allow more 
alternatives than present ones do, they will still run into the 
fact that the world includes more possibilities than any com­
puter could ever represent. Currently, the restrictions are often 
very artificial. In Adventure, directions are distorted in the 
wilderness, so you can never get very far from your starting 
point. Infidel is set in the middle of an infinite desert. G.F.S. 
Sorceress has a spaceship with automatic controls that can take 
you only to certain planets. 

Dungeons and spaceships are convenient for today's 
adventures, because they impose naturally restrictive environ­
ments. But if interactive stories are going to break the bounds 
of these settings, they will have to deal openly with the fact 
that the player might reasonably want to do things that the 

192 



The Edge of the Future 

program can't handle. A minimum would be to say simply, 
'Tm not programmed to handle that." 

A further step would be to go into a different mode for 
handling activities outside the program's map. For instance, if 
the player tried to leave a house which is the scene of the 
main activity, the program could put up a menu of activities 
that are possible outside the house. These might include "Go 
shopping," "Go home to sleep," "Quit," and so forth. The 
range of alternatives in the menu might vary depending on the 
player's situation. Some of the choices might even be to travel 
to other areas where whole new maps are brought into play. 

The more things that can happen in an adventure, the 
greater the burden is on the author. It isn't just memory 
limitations that keep every possible action from having a 
reasonable result; the author's ability to anticipate is also in­
volved. For instance, the player might try to use something in 
a way the author never thought of but that might reasonably 
do the job. Nothing will ever replace thorough testing by 
imaginative players as a way to solve this problem. But if the 
author has programming aids that let him concentrate on 
these situations, then his job is much easier. 

The key to letting the author be selective is the use of de­
fault actions. Even the simplest adventures use defaults, but 
only in a simple way. Obvious examples are having an object 
become part of your inventory when you pick it up or having 
a door open when you give that command. But much more 
than this is possible, at least in principle. The adventure pro­
gram of the future will have to describe its world generically, 
with the writer intervening only when something distinctive is 
expected to happen. It will have to contain data about the 
usual characteristics of common objects, so that doing ordinary 
things with them will work. 

The adventure writer of the future should be able, for in­
stance, just to put a chair into a location and have the pro­
gram recognize that it can be sat in, that only one person at a 
time can usually sit in it, and that it's movable but not some­
thing you can put in your pocket. Furnishing a room becomes 
a simple matter, and letting the player rearrange the room re­
quires no extra effort. This leaves him or her free to con­
centrate on any unusual items in the room. 

Handling items generically will, of course, have its limits. 
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Anything described this way will lack the color and in­
dividuality of objects that the author takes the trouble to de­
scribe in detail; this can serve as a clue to the player about 
which objects are useful. But having a few well-described ob­
jects and a lot of sketchily described ones would be a major 
advance from today's room, which has only a few usable ob­
jects in it. Providing an adventure with more ordinary items 
would help to round out the game's environment. 

The Artist's Tools 
The adventure writer of the future should not have to be a 
programmer at all-at least, no more than the user of a good 
data-base system has to be a programmer today. He will have 
to understand the concept of a decision tree and sketch out his 
story in appropriate terms. But from there, he will not have to 
touch any programming language. If he is a free lancer, he 
might first put his adventure on a home adventure-development 
system. This system would not enable him to get in all the de­
tails of a real, published adventure; but it would let him thor­
oughly plot the story and all the significant alternatives. 

Next, this writer might present his adventure to a publish­
ing house for consideration. The editorial staff would look at 
his home-developed version; if they liked it, they would buy it 
and proceed to give it full development on their professional 
system. The progression would be similar to that of turning a 
screen play into a movie. The actual programming would not 
be done for any particular adventure, but for the development 
kit that allowed the writer to create adventures. 

This kit would undoubtedly consist of several different 
parts. One would let the writer create nonplayer characters. 
He would give the characters names, indicate where they start 
and how they move about, and define their roles. He would 
create every line of dialogue that the characters might utter 
and would specify the conditions that would prompt each line. 
These lines would include responses for general "don't know" 
or "don't care" situations. He would indicate how the charac­
ters interact with each other. 

Another part would deal with the map of the adventure. 
Here, the author would define areas (not rooms) that the 
player's character can enter. He would include the description 
of as many different points of view within the area as he cared 
to. He might also include a number of throwaway lines, which 
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the final program would use randomly within an area to de­
scribe incidentals like birds singing or trucks going by. He 
would fully describe any events triggered by the character's 
entry into a room. 

Inanimate objects would also be taken care of. The writer 
would give their weight and size and provide a brief descrip­
tion. When applicable, he would state what predefined class 
an object fell into. He would specify what actions would pro­
duce unusual results-and, of course, he would give an exact 
description of those results, both in text and in terms of its 
effect in the game world. 

The development kit would include a debug mode in 
which the writer could play the adventure for a while, setting 
up situations to try out, then go back into one of the stages to 
change or add something. The final shape of the adventure 
would be reached only after many cycles of playing and 
reshaping. This should not require programming skills, but it 
would, inevitably, require the ability to think logically and 
imaginatively at the same time. But then so does any good 
writing. 

All the things discussed so far are possible with today's 
computer technology and will be economically feasible in the 
next several years. But what lies beyond that? What might 
new scientific discoveries do for the descendants of Adventure? 
Here we must enter the world of science fiction. 

Verner Vinge's novella True Names (published as half of 
Dell's Binary Star #5) presents an intriguing view of this fu­
ture. The main character is an author of computer "participa­
tion novels." But the really intriguing part of Vinge's 
speculation lies in the next step beyond those novels: the Por­
tals. These are described as data bases that are accessed with 
electroencephalograph (EEG) terminals, which provide sensory 
cues that let the user experience a complete environment with 
which he or she interacts. The adventurer, with a certain 
amount of help from his imagination, actually experiences 
traveling on paths, facing monsters, and dealing with the 
personas of other participants. A programming language 
(called Psylisp) allows the computer to present characters that 
are difficult to distinguish from real people. 

Dream Park, by Larry Niven and Steven Barnes, suggests 
that in the next century, computer programs, holography 
(projection of 3-D images), and live acting will be combined to 
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let players participate in adventures with an entire environ­
ment set up for them. The game as presented is closer to Dun­
geons and Dragons than to computer adventure. However, the 
use of computers to control realistic sound and visual effects 
suggests the extent to which they may someday put players 
"in the story" even without using props and actors. 

All these speculations about the future will undoubtedly 
be proved wrong in many details. But, barring global catas­
trophe, one thing is certain; the computer games of the future 
are going to be so advanced that they will make today's best 
efforts look feeble by comparison. 

Before the 1950s, the only computers were experimental 
models that cost fortunes and could be used only by special­
ists. Until the sixties, no one considered the idea of interacting 
with a computer for entertainment; computer time was just too 
expensive. By the end of the decade, though, students were 
using the machines to play a wide assortment of board 
games-and in the seventies things really got going. Between 
1975 and 1980 came personal computers, Adventure, Zork, the 
first Scott Adams adventures, and Infocom's first personal 
computer adventures. No science-fiction writer would ever 
have dared to suppose that a completely new form of enter­
tainment would leap so far forward in just five years, when the 
technology for it didn't even exist at the start of that period. 

The eighties, so far, haven't yielded advances to match 
that sudden period of growth. Infocom has continued to refine 
its game system, but the rest of the industry hasn't produced 
much in the way of technical advances, aside from better use 
of graphics. 

Another burst may be coming soon, however, as serious 
writers begin to take notice of the format. It may not be long 
before computer games cross over the threshold of literature­
before the first computer adventure is written that stands up 
not only as a game, but as a story worth experiencing as a 
story. Such a work will really deserve to be called an inter­
active novel. It will be the first literary work in history to de­
mand the reader's active involvement and to provide the main 
character with the ability to make genuine choices. In a novel 
or play, the writer makes all the choices for the characters. 
Experimental theatrical productions have tried to give actors 
choices and involve the audience; but when this is done on 
anything but a very limited basis, the result is chaos. Books 
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that instruct the reader to turn to one of several possible pages 
do provide a choice, but not active involvement. The reader is 
limited to the alternatives that are spelled out, and he has no 
chance to think of a course of action on his own. 

The interactive novel will create a new kind of rapport be­
tween the author and the reader. It will let the reader say, in 
effect, "Yes, but what if the character did this?" -and see the 
author's answer. It will impose a new burden on the author in 
the process; he or she will have to spell out the consequences 
of not just one set of actions, but a multitude of choices that 
the main character might make. 

When will this happen? That's a dangerous question. But 
there is one safe answer: sooner than you think. 

197 





Suggested Reading 
Adams, Scott. "Pirate's Adventure." Byte, December 1980. 
Addams, Shay. "The Wizards of Infocom." Computer 

Games, February 1984. 
"Call Yourself Ishmael: Micros Get the Literary Itch." 

Softline, September-October 1983. (Includes short articles by 
Fred Saberhagen, Robert Lafore, Scott Prussing, Redmond 
Simonsen, Marc Blank, and Michael Berlyn on text adventures 
and interactive fiction.) 

Dacosta, Frank. Writing Basic Adventure Programs for the 
TRS-80. Tab Books, Inc., 1982. 

Holmes, J. Eric, M.D. Fantasy Role Playing Games. Hippo­
crene Books, 1981. 

Lebling, P. David, Marc S. Blank, and Timothy A. Ander­
son. "Zork: A Computerized Fantasy Simulation Game." Com­
puter, April 1979. 

Lebling, P. David. "Zork and the Future of Computerized 
Fantasy Simulations." Byte, December 1980. 

McClung, M.M. "Is It Fun? An Interview with Infocom's 
Michael Berlyn and Marc Blank." SoftSide, #44, September 
1983. 

Peterson, Dale. Genesis II: Creation and Recreation with 
Computers. Reston Publishing Company, 1983. 

Strehlo, Kevin. "Getting into Adventure Games." Personal 
Software, February 1984. 

Weizenbaum, Joseph. "Eliza-A Computer Program for 
the Study of Natural Language Communication Between Man 
and Machine." Communications of the ACM, Volume 9, No. 1, 
January 1966. 

Winston, Patrick. Artificial Intelligence. Addison-Wesley, 
1977. 

199 





Index 
Aardvark Systems Ltd. 80 
action dispatcher. See action routines 
action routines 119, 128-31 , 152-57 
actions 

standard for most games 153- 57. See 
also action routines 

Adams, Alexis 48 
Adams, Scott 9- 10, 46, 47, 49, 50, 51 , 52, 

53, 55 
review of adventure games 45- 56 

adventure games 
action adventures 91-96 
basic programming features 119- 36. 

See also action routines; automatic 
routines; Backus Normal Form; 
command parser; data structures; 
output routines; programming 
languages, use of in adventure 
games 

designing your own 139-57. 
See also action routines; arrays; 

automatic routines; command 
parser; commands, commonly 
used; commands, directional; 
data structures; flags; loops; 
output routines 

evaluation of 19-23 
graphic adventures 59-66 
guidelines for playing 99-115 
SAVE feature 4, 109-110 
text adventures 3, 4, 5, 91-93 
trends of the future 136, 185-97.See 

also interaction, with the player 
use of graphics 21 

Adventure vii, 5-6, 7-8, 69- 70, 122 
Adventure International 45- 46, 78, 82, 

83, 85 
adventure interpreter 157 
Adventure/and 46 
Adventure #3 47-48 
Anderson, Tim 7 
Arnstein, Robert 81 
ARPAnet vii , 5 
arrays 142-43, 145-49, 152, 154-57 
artificial intelligence (Al) 11, 14-15, 191 
assembly language. See programming lan-

guages, use of in adventure games 
Asylum 70-71 
Asylum II 71-72 
automatic routines 119, 128, 132, 151-52 
Aztec 95 

Backus Normal Form (BNF) 124- 25 
illustrations of 124, 125 

BASIC. See programming languages, use 
of in adventure games 

BASIC interpreter. See programming lan-
guages, use of in adventure games 

Bedlam 72 
Berlyn, Michael 35, 41 , 73 
Blade of Blackpoole 73 
Blank, Marc 7, 29, 31 , 32, 33, 38 
" Book of Hints" 46. See also Adams, 

Scott, review of adventure games 
C. See programming languages, use of in 

adventure games 
Castle Wolfenstein 96 
character descriptor 120, 126, 128, 141 
combat, in adventure games 132- 34 
command parser 119, 120-25, 142-44 
commands 

commonly used 106- 7, 154-57. See 
also actions 

directional 156- 57. See also actions 
grammatical rules and usage 3, 4, 8, 

27- 28, 106- 7, 112, 113, 120-25, 
130-31 , 139-40 

vocabulary 20 
compiler languages. See programming 

languages, use of in adventure games 
Count, The 49 
Cranston Man or 62- 63 
Crowther, Will vii , 5 
Cullum, Michael G. 76 
Cyborg 73-74 
daemons. See automatic routines 

Daniels, Bruce 7 
Dark Crystal 66 
Datamost 95 
data structures 119, 126- 28, 141 , 145, 

147-49, 190. See also character descrip­
tor; internal map; object descriptors 

Deadline 33 
decision tree. See interaction, with the 

player 
Demas, William 55 
Denman, William F., Jr. 71 
DeWitz, Harold 62 
Digital Equipment Corporation Users 

Society 69, 74 
DOWN.,See commands, directional 
DROP. See commands, commonly used 
Dungeon 74-75 

201 



Dungeons and Dragons 6-7 
EAST. See commands, directional 
Eliza 11-13, 14. See also interaction, with 

the player 
Empire of the Over-Mind 75 
Enchanter 38-39 
Epyx 93, 95 
error handling, of an adventure game 20 . 

See also commands 
EXAMINE. See commands, commonly 

used 
flags 146-47, 148-49, 150-51 
FORTRAN. See programming languages, 

use of in adventure games 
Galley, Stu 36 
G.F.S. Sorceress 76-77 
Ghost Town 52-53 
Golden Voyage 55-56 
graphics 10-11, 13-14, 21 

characteristics of hi-res games 59 
future use of 186-89 
See also adventure games, graphics 

adventures 
Haunted House 77 
higher-level languages. See programming 

languages, use of in adventure games 
Infidel 41-42 
Infocom viii, 9 

review of adventure games 27-42 
INPUT. See command parser 
interaction, with the player 187, 188-89 
Interactive Fantasies 79 
internal map 119, 126-27, 141 , 145 
INVENTORY. See commands, commonly 

used 
" Invisidues" 29, 115. See also Infocom, 

review of adventure games 
Lebling, Dave 7, 29, 31, 32, 34, 38 
limitless inventory, in an adventure game 

60 
linearity, in an adventure game 60 
LISP. See programming languages, use of 

in adventure games 
LOOK. See commands, commonly used 
loops 141-42. See also adventure games, 

designing your own 
Lords of Karma 77-78 
maps 99-102, 194-95 

202 

illustrations of 100, 102 
"Tower of Mystery" 181 

mazes 101-5 
illustrations of 102, 103, 104, 105 
mapping of 103-5 

Med Systems Software 71 
Meretzky, Steve 37, 39 
Merlin's Treasure 78-79 
messages. See commands; output routines 
Microcomputer Games, Inc. 75, 76, 77 
Microsoft 69 
Mullich, David 79 
Mystery Fun House 50-51 
Mystery House 60-61 
The New Zork Times 29 
NORTH. See commands, directional 
object descriptors 119, 126, 127-28, 141 , 

145, 147-49 
Original Systems, Inc. 94 
output routines 119, 125-26, 150-51 

encryption of messages 125, 126 
reduction of storage requirements 

125-26 
parse. See command parser 
Pascal. See programming languages, use 

of in adventure games 
Pirate's Adventure 46-47 
Planetfall 37-38 
prefiltering. See action routines 
Prisoner 2 79-80 
programming languages, use of in adven­

ture games 134-36, 141 
pseudocode 140-56 

illustrations of 141, 142, 143, 144, 150, 
152, 153, 154, 155, 156 

puzzles, use of in adventure games 4, 
21-22, 139 

Pyramid 80-81 
Pyramid of Doom 51-52 
QUIT. See commands, commonly used 
Raaka-Tu 81-82 
Radio Shack 72, 77, 81 , 86 
Rogue 94-95 
role-playing games. See Dungeons and 

Dragons 
rooms. See internal map 
Savage Island 53-55 
Schrag, Roger Jonathan 82, 83, 85 







Notes 



Notes 



Notes 



Notes 



Notes 



Notes 



If you've enjoyed the articles in this book, you'll find the 
same style and quality in every monthly issue of COMPun! 
Magazine. Use this form to order your subscription to 
COMPun!. 

For Fastest SeNice. 
Coll Our Toll-Free US Order Line 

800-334-0868 
In NC call 919-275-9809 

COMPUTE! 
PO Box 5406 
Greensboro NC 27403 

My Computer Is: 
D Commodore 64 D Tl -99/4A D Timex/Sinclair D VIC-20 D PET 
D Radio Shock Color Computer D Apple D Atari D Other __ _ 
D Don't yet hove one 

D $24 One Year US Subscription 
D $45 Two Year US Subscription 
D $65 Three Year US Subscription 
Subscription rates outside the US 
D $30 Canada 
D $42 Europe, Austrol10, New Zealand/Air Delivery 
D $52 Middle East, North Africa. Central America /Air Moil 
O $72 Elsewhere/Air Moil 
D $30 International Surface Moll (lengthy. unreliable delivery) 

Nome 

Address 

City State 

Country 

Payment must be 1n US Funds drown on a US Bonk. lnternot1onol Money 
Order. o r charge cord 
D Payment Enclosed 
O MasterCard 
Acct No 

OVISA 
D American Express 

Expires 





COMPUTE! Books 
P.O Box 5406 Greensboro. NC 27403 

Ask your retailer for these COMPUTE! Books. If he or she 
has sold out order directly from COMPUTE! 

For Fastest SeNice 
Call Our TOLL FREE US Order Line 

800-334-0868 
In NC call 919-275-9809 

Quantity Tiiie 

___ The Beginner's Guide To Buying A Personal 
Computer 

___ COMPUTE!'s First Book of Atari 

___ Inside Atari DOS 

___ COMPUTE!'s First Book of PET/CBM 

___ Programming the PET/CBM 

___ Every Kid's First Book of Robots and 
Computers 

___ COMPUTE!'s Second Book of Atari 

___ COMPUTE!'sFirstBookofVIC 

___ COMPUTE!'s First Book of VIC Gomes 

___ COMPUTE!'s First Book of Atari Graphics 

___ Mopping the Atari 

___ Home Energy Applications On Your 
Personal Computer 

___ Machine Language for Beginners 

Price Total 

$ 3.95. --­

$12.95t -­
$19.95t -­

$12.95t ---
$24.95t __ _ 

$ 4.95. --­

$12.95t --­
$12.95t --­
$12.95t -­

$12.95t -­
$14.95t ---

$14.95t --­
$12.95t --

• Add $1 sh1pp1ng and handling Outside US odd $5 air moil. $2 
surfocemo1I 

t Add $2 sh1pp1ng and handling Outside US odd $5 air moil. $2 
surfocemo1I 

i Add $3 sh1pp1ng and handling Outside US odd $10 air moil; $3 
surfocemo1I 

Please add shipping and handling for each book 
ordered. 

Total enclosed or to be charged. 

All orders must be prepaid (money order. check. or charge) . All 
payments must be in US funds. NC residents odd 4% soles tax. 
D Payment enclosed Please charge my: D VISA D MasterCard 
D American Express Acc't. No. Expires I 

Name 

Address 

City State Zip 

Count 
Allow 4 5 weeks for delivery 





If you've enjoyed the articles in th is book, you'll find 
the same style and quality in every monthly issue of 
COMPUTE!'s Gazette for Commodore. 

For Fastest Service 
Call Our Toll-Free US Order Line 

800-334-0868 
In NC call 919-275-9809 

COMPUTE!'s ••••••• P.O. Box 5406 
Greensboro. NC 27403 

My computer is: 
D Commodore 64 D VIC-20 D Other _______ _ 
rn ~ ro 

D $20 One Year US Subscription 
D $36 Two Year US Subscription 
D $54 Three Year US Subscription 

Subscription rates outside the US: 

D $25 Canada 
D $45 Air Mail Delivery 
D $25 International Surface Ma il 

Name 

Address 

City 

Country 

State Zip 

Payment must be in US Funds drawn on a US Bank. International Money 
Order. or charge cord. Your subscription will begin with the next avail­
able issue. Please allow 4-6 weeks for delivery of first issue. Subscription 
prices subject to change at any time. 

D Payment Enc losed D VISA 
D MasterCard D American Express 

Acct. No. Expires 

The COMPUTE!'s Gazette subscriber list Is made available to carefully screened organiza­
tions with a product or seNlce which may be of Interest to our readers. If you prefer not to 
receive such mailings, please check th is box D . 







fo~· 
v 

/ 

Words Worth a Thousand Pictures 
You are in a dimly lit canyon, surrounded by swirling mists 
and hemmed in by towering stone walls. There is a dark pit to 
the north, and beyond it the glitter of gold. Behind you, from 
the south, come the shouts of the approaching horde .... 

What do you picture when you read those lines? It's up 
to you to decide. You read the words and your mind sup­
plies the images. That's part of the magic of fiction. 

That's also the magic of text adventures. 
Combining the descriptive power of prose, the speed of 

your computer, and your own imagination, text adventures 
can provide hours of entertainment. COMPUTE!'s Guide to 
Adventure Games shows you how those games are created 
and how to cre9-te your own. 

What makes a good adventure? You'll learn what goes 
into a good adventure game, what should be left out. Then, 
since many beginning text adventurers play commercial 
adventures first, a number of the most popular are reviewed 
so that you'll be able to buy with confidence. You'll also 
find reviews of several graphic adventures, games that com­
bine the mental imagery of a text adventure with the visual 
excitement of good graphics displays. 

But there's nothing like the thrill of creating text adven­
tures of your own. This book shows you how. There is even 
a complete adventure program-"Tower of Mystery" -that 
demonstrates how the programming techniques are applied. 
It's ready to type in and run on almost every home 
computer. 

Like other COMPUTE! books, COMPUTE!'s Guide to 
Adventure Games is a perfect combination of clear writing 
and solid information. With it, and your imagination, you 
can use your computer to explore an infinite number of new 
worlds-worlds inside your computer and in your mind. 
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