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Uelcome to the first issue of QL Adventurers' 
Forura, The first of .any, I hope. Each issue u\tl 
include reviews of neu games, hints for those 
aul<uard prob le111s 1 d i scus'i ion on the var \ous 
adventure ur\ tlng systHs, hou to go about solving 
adventures, s.al I ads (no pirating please), Uncle 
Dick's "Agony Colwn" 1 flaPS - if they're s..at I 
enough, ads (if ue get any), etc. 

Ue intend to cover text and graphic adventUt'es, 
arcade adventures, serious silllUlations (1'11 not 
sUt'e about games s i•s, we' I I see), uarpes and 
any o lhet' le i sure software that i nvo l ves llOr'e than 
zapping, dodging and Mapping. We uelcome any 
softuat"e for rev ieu or eva tuation that people 
uould like to send in. Please indicate uhether the 
softuare is a finished productlon copy or 
pre-product\on, We u\ll be establishing a panel of 
rev\euers and evaluators - which if you'd like to 
join please let ae knou. 

As you ~~ay gather from sOMe of the articles lt uas 
•Y original \ntentlon to do this as a Magazine, 
but MY plans to go on the Enterprise Allowance 
Schetrle fell through, and to be honest, I couldn't 
see a uay of Maklng this a co.erc\al propos\ Uon 
and d\dn' t uant to throu auay £lOO's of pounds on 
printtng a .agazine that d\dn' t set l. So QLAF u\ll 
only be available on Microdrive and 5~" disc frora 
1e (see be lou) , As for s~cr \pt ions, these depend 
entirety on 1) postage costs, 2) cost of •edia, 3) 
whatever I feel u\11 reflect the tiMe and effort I 
put into putting this at I together (not a tot!), 
If you can supply the eed\a and a staMped 
addressed enve lope ( \ n U • K , ) then the sla\ of 50p 

.---.... u i ll cover MY costs • Beyond that I ' • not sure 1 

ue' l I see how we go. 

The address for all correspondence 1 review copies , 
ads 1 etc is: RICKIRO ALEXANDER 1 CUM GUEH HALL, 
PEHCAOER , DYFED , CYMRU , SA39 9HA • 

Another reason uhy this \sn' t even photocopied 
print-out is that neither Peter Charlber's ·Front 
Page Extra v2.00" or the latest lssue of OtliJII'l 
Jones "Page des ignet'" 1 exce I tent as they are in 
their oun uay 1 proved suff le iently adaptable to .y 
requirements, especially regarding uslng 
pre-existing text flies. Front Page insisted on 
chucking in spurious I ine feeds, especial ty at the 
start of second eo I uw.ns, uh i Is t Page Des igner 's 
very versati I i ty in cotuam uidth proved a 
night~~~are uhen trying to get tuo coh.Jmns of text 
on an A4 page, in the right place! As it uas, I 

r--- uas taking 2-3 hours to uork out an enUre page on 
each of tt'lim and u i th about 24 pages to do 1 i t 
uou l d have taken a coup le of ueeks to comp I e te 1 

uorking futt-ti•e- uhich I haven't got. I haven't 
given up on these progs yet (and consider 0\ tuyn's 
package superb va I ue at £6 • ee frOM Quan la) and you 
IIOY uell flnd future QLAF's having suppte.ents in 
the for111 of .aps, print-outs of loading screens, 
etc. 

If you have difficulties u\th the 11\crodrives let 
r.e knou. I · ve got tuo QL 's nou and u \ I I check a I l 
carts on both of theM before sending theM out. If 
anyone reading this can copy onto 3~" disks let 
11e knou 1 I · l l put your n<ae and address as the 
contact point for users u\th these m'tves. 

Vo lu111e 2 of QLAF \ s already \ n preparation and 
u \ I I have a rev \ eu cn:f subsequent correspondence 
u\ th Jav\d SysteMs on "Dark Side of the Moon" -
I'd l \ke to knou uhat you think of it - entl tted 
"Dark Side of the Moan"; conti~"K.Jatlon of the 
Mordon · s Quest c lues ; c I ues for Horrorday 1 
Hemesls: a plea for help frOfl\ Sueden (and probably 
the ed ttor ! ) 1 I e tters fr01a you (hopefu l l y) ; and 
perhaps s011e revteus of the various adventure 
ur \ ti ng systems , If you ' ve ur \ tten an adventure 
you'd l \ke reviewed, or even distributed via QLAF 
let liE! knou. 

Thanks to John Shau, Unda CalllJII-Broun and Shane 
MacCarvey for their contr\but tons · and I an 
Brunttett and Martln Hopkins for their help. 

Please feel free to distribute these texts near 
and far, unless expl le\ tty copyurl ted 1 and let's 
be hear \ng fr0111 you. 

Richard Alexander· 

(Ed \ tor and Pub l \ sher) 
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"Mert", the author of Horrorday, has just 
COfftPleted another adventure "Funfear", uhich i~ 
pr-eviewed in this issue and ~o~i ll be revi~ 
properly in the next. He also has another in the 
pipe-line, this ti.e a 3 parter called "The 
Prawn". Hot surprisingly this latter game is a 
spoof of "The PAWN". Again a quick previeu in this 
is sue (based on a 75(. comp le te vers ion) , to be 
folloued by a full revieu once it's available 
commercially. Unlike its predecessors this uon' t 
have password$ betueen each section so you' ll be 
able to roam freely throughout the land, taking 
your goodies with you, a I though you w i ll need to 
have saved a position first frOM part one to 
access parts two and three. Like the previous two, 
this uill also be uritten using the Quill 
adventure system and "Mert" has prOMised to uri te 
an article or tuo on using this for those of us 
considering uriting our own adventures. I suspect 
we Might see MOre of the qualities of the Quill in 
the Prawn, as Martin had been using an early, 
sOMewhat underpouered , vers ion of the Qu i ll , 
unaware that it has been upgraded ! 

PCBS , uho pub l i shed ·Heart of Gern • , have three 
~~~ore pes due out soon a "The Fate of The Oracle", 
a follow-up to "Heart" J "Desolation", uhich is 
partly a quest and partly an investigation; and 
"Talisman", a strategic role-playing siMulation 
(only on expanded Qls). 

David A. Bayl iss, of Samson Software, . has 
Mentioned that he has a version of Connect 4, 
written in Pascal at beta-stage. it searches up to 
2e-ply cmd has 1e skill levels. It takes 30 secs 
per Move at SL3 and uses A • I. so will get be Her 
the longer you play it, storing re~.ul ts on a 
m lcrodrlve. I 111us t adtrl it that I can't even beat 
the Connect 4 in the QUAHTA llbrary, so I don't 
kno~J if there t.•i ll be a market for an even 
cleverer version. Let David knou if you're 
interested. If it is released we may run a review 
or article explaining how it is written. 

David is also working on a siMulation of a Kenyan 
safcu· i park. "It is novel in that it uses a lit He 
beastie called a finite state automaton to handle 
spatial si.ulation. This means that the simulation 
is far rtore accurate" , he says • Hopefu ll y I will 
be able to get Oavid to explain uhat a finite 
state automaton is for the next issue of the 
Magazine. 

Richard. 
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One of the banes of •os t Ql. users, if not Tl£ 
bane , is the unre I i ab it ity of •lcrodr i ve 
car tr i dges • A popu I ar uay around th is prob l•m has 
been to f i t d i sk clr i ves • Houever it uou Id appear 
that this has barely penetrated the collective 
skulls of the QL software publi~ing uorld. Result 
- •any frustrated QL users. 

QLAF uill try to indicate in every review hou easy 
it is to port softuare over to disk and also, 
incidentally, uhether it is coapatible with 
expanded -.eaory. 

A110ngs t a I ready ex is Hng softuare, I can re late 
that the following adventures and simulations can 
be transfered to disk: 

Talent: ZKUL 
UEST 
HORRORDAY 
FUHFEAR 
NEMESIS 
TYPE 22 

The f i rs t tuo .ay cause prob l ems if you have ear l y 
issues. Send the original back to Talent and ask 
for a version suitable for disk use. The next tuo 
transfer O.K. but due to the uay that -Quill 
c011p iles its files the ur iter has to specify the 
default load/save uithin the database - although 
this can be ftp_ or fdk_ - but once c011pi led this 
can't be easily aMended. Only solution is for 
sortuare houses to provide disks for each format 
(or at least r~dv_s ui th the relevant default). 
Obviously this uould seeM to add to costs but in 
the long term •ay reduce the ruabers of returned 
Mdv_s (especially if all softuare uas available on 
disk in the first place). And finally HEMESIS and 
Type 22. Both of these ported over O.K. and ui l I 
run with a li Hle fiddling with the boot. Type 22 
can also use RAM-DISKs uhich make it so much 
quicker ln operation than reading fr011 adv_s. Even 
uhen they are ported, you'll still need a security 
copy in 11dv2_. 

M i crodea I : AQUAHAUT 471 
LAHDS OF HAVOC 

These can transferee! u i thout to MUCh trouble, but 
you ui ll sU 1\ need to have the IDaster ra(j.J_ in 
drive 2. In terms of speed, this is not a great 
penalty, but it would be very irritating if drive 
2 packed-up uhen everything else uas s U 11 
functioning properly. 



~ 

Slnclal~: CLRSSIC ADVEHTURE 
MOROOI~ ' S QI..EST 

I had no trouble portlng these over to dlsk, and 
do not require . any secc.rity lldv_s, A slight 
a~~~endMen t to the boot uas all that uas needed, 

Samson: Ql KING 

Ho probleMs lotlatsoever, copied first tlr.e and 
c~ed no problMs in .converting to dl'ik usage. Ho 
secc.r l ty check e i thet' • 

BYTEBACK: QUEST F~ Tl£ ~AGON SUORD 

Agaln no problems on this one, but ulll need a 
security copy ln Mdvl_. 

PYRAMIDE: MORTUILLE I1AHOR 

An in teres tlng problem arose here. My FCopy 
utility for My dlsk drlve couldn't cope uith the 
huge l'li.Jilber of f lles or. Mdv2_, I needn' t have 
bothered as the gar.e cOMes u l th l ts own ef f l cl en t 
clone prog. Backs up •uch qu l cker to d l sk than to 
llldv_!!! Runs very SMoothly thereafter ulth only a 
•loot:' a~~~endMent to the boot necessary. 

JAUID SYSTEMS: DARK SIDE OF Tl£ MOOH 

I haven't really got it ln for these people BUT 
this fOUI"-part adventure needs to be lrun from 
reset for each of the four parts, And they take an 
age to load even frota d l sk, I have ur it ten a very 
siMple boot prog for ay dlsk to allou .e · to 
autoboot and then choose uhich phase to play at 
the touch of a key (uell tuo actually), Having 
said that the pe does uork O.K. frOM dlsk. · 
You'll need the usual key copy ln Mdv2. Actually 

,........_ you' ll need a d l ff eren t key copy depend l ng on 
uhlch phase you're playing. 

IMPOSSIBLE: 

Slnclalr: n£ PAll~ 

As far as I can tell lt ls practically l•posslble 
to have thls uorklng from dlsk, Luckily lilY •dv_s 
s t lll uork , a l though I ' ve had to re-copy once or 
tulce, but really thls ls a nightmare. Uhllst I'M 
gr lplng, anyone fancy trying to persuade Magnetic 
Scrolls to put "Culld of Thieves" out on the QL. 
Or perhaps s0111eone uould llke the licence. 

If you have further co~r~~~en t to .ake on th l s 
sub; ec t , froM e l ther the pub li shers ' , ur i ters · or 
users' polnt of vieu1 ln the foNl of advlce or 

~ your oun experiences please let us knou, as thls 
is, I feet, one of the cr·uclal areas for the 

eontl nued ~urv l va l fo~ QL ~oflua~e , It l ~, of 
course, a plty that the Ql wasn't issued ulth a 

. dlsk drlve .ln the flrst place and there seea~s 

ll t tl e prospect of l t hav l ng a long term future , 
but the length of l b ·acuve . serv lee· u ltl be 
greatly prolonged if dlsks are properly supported. 
A l so the Thor u ill need to be supported , a l though 
thls has 3~· drives and •any of us (l.e. ~~e!) 
have 5~· drives. Uhich agaln .ul tlplles the 
probleMs. 

s 

One solution for publishers not ulshlng to produce 
these different versions thell'lselves ls to 
authorise/ licence thelr softuare to third parties 
for them to lssue ln the various formats. 
Obvlou$ly precautions uould need to be taken to 
prevent piracy but I don't bel teve that uould be 
insurmountable. Indeed I'd qul te happily offer 111y 
oun set'vlces, but not until I've cleared lt ulth 
the pub ll shers • 

00 HOT SEND ME AHY DISKS UNTIL YOU HEAR 
OTHERIJISE, 

Please note that the above experiences I have had 
~~ay not be duplicated by you, as .ost QL $ofluare 
goes through upgrades , and it l s qu l te possible 
that the problems (or lack of them) lay not apply 
to the versions currently available or uhlch you 
bought s0111e Ur.e ago, Also I aM not the uor ld' s 
best Superbas l c . prograr.lfller, ~o you IKlY find 
convers l ons e l ther than r.e , especi a ll y l f you have 
a prog or toolkl t that uill automatically change a 
particular string ln a progratt. 

Rlchard. 



~orrorbaJ? 
Thls is a likeable adventure, featuring a someuhat 
inebriated duar·f, Oennis, and is, in a ua\j, the 
QL · s ansuer to the Bogg it and other' spoof 
adventures • In fact spoof adventures are becom i ng 
a genre in their oun right. It loads in tuo parts 
and you can· t start part tuo lTltl l you know the 
password. Unlike ~e software this transfers to 
disk very easily as there are only 3 files to 
contend ui th, and it also seems tolerant of added 
..emory (512K in lilY case). As there are so feu 
f i les one doesn · t have to go searching through the · 
program looking for possible changes to .ake. 
(Although as the pe is Quilled there doesn't 
seem to be anyuay of saving positions to disk , 
only mdv_.) 

It's a relatively siMple adventure to play, 
ui thout too MUCh in the uay of diffkul t 
vocabulary or inter-action uith other characters. 
I have yet to discover any graphics, apart frorra 
the colourful screen. Thanks to Martin Hopkins ., 
the author , I · ve 11Qt"1Q9E!d to get to the end of part 
one. SoMe of the puzzles are rather aukuard - but 
then again this isn't a "serious" adventure. 
(According to Martin, Talent had an irate letter 
from an adventurer uho had comp le led the game · in 
tuo days and uas quite upset at hou easy it uas. 
You just can't · please sOMe people!) If you're 
stuck in this one I've put a feu clues in the 
Hints Col1..1111ns. Mapping should not provide any 
probleMs, as even going up and doun uon · t require 
3-D .app ing. I haven· t encOlTltered any bugs (at 
teas t I don· t think so - I 'm not too happy about 
doors and heavtJ •e ta l gr i ll s that are descr i bed 
but uh i eh aren · t there , if you see uha t I ~~ean ! 
Also EsiYiere tda is someti1nes ea lled Emera lda. 
Apparently these bugs should not be in the 
production cop i es from T a lent , ne i ther shou t d 
Mat' tin · s name and addr·es s • If you · ve got a copy 
u i th these bugs return it and demand a proper' 
copy. lJake up, Talent!) 

Having said all that I can recommend this 
adventure, and look forward to 1nak ing further 
pr-ogress uith lt. The problems are not so silly as 
one Might expect, although a degree of t a tera t 
thinking coll'tes in handy. Suffice to say without 
Marlin· s help I· d still be floundering around in 
part one, instead of floundering around in part 
two. And if you can help in solving this adventure 
ue · d all l ike to hear frolll you. Or if ue ·re very 
lucky Martin uitl urite in with the solution- but 
don't worry ue uon't print it all - just use it to 
provide those tantalising hints that annoy al t 
adventurers. 

Richard. 
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beart o{ gern 
Let me say before I start to tell you about the 
theMe of this adven lure, that it is ue ll produced, 
professional and MOSt absorbing. So JAUCh so, that 
I f~ it very difficult to stop thinking about 
i t, even uhen I uasn · t at the keyboard. Vou see, 
the clever part is that a tot of the puzzles can 
be taken away to think about. It · s not one of 
those programs uhere you go round and round 
picking up and dropping things. It is a continuous 
journey, ui th ~~any obstacles in the for111 of 
prob terns to ovet'come • • • and ther-e· s not r~uch 
going back. (Hidden clue there!) 

The uhole thing comes in a ·presentatlon pack ui th 
the instructions for loading and copying fully 
explained for the learner. In addition there is a 
•ap and glossary of ter~ns. (The scenario is set in 
the liMes of "Runes , Sp i ri t Uo t ves and Seers" , you 
see.) There is also a very iMportant prologue, 
given in the fora of a cOMic strip. It is 
absolutely essential that this is read (three 
tiMes to be certain) as you uill not even set off 
on your quest unless you pick up your first clue 
fr011 the text. 

The Quest I Mentioned is si~r~ple enough. You just 
have to f i nd "The Heart of Gern • (Gern be i ng an 
evil spirit) ~ich has been encased in a · jeuel ar.d 
placed in a secret vault somewhere in a ~nountain. 
Your rtission is to get it before the "Brotherhood" 
(soae pretty nasty characters!!). Clues? Uell the 
authors give you so.e in the for111 of o crl:P tic 
rhy111e as envisaged by Dora l the Seer, but the best 
I think I can give you, is that . the Coaposer. has a 
B.Sc. I So you are up against sole pretty tough 
opposition. · 

All the usual features are there, i.e. saving and 
loading of position and single keystroke 
rtovements, so that there is little frustration in 
the actual playing. The solving, though, is 
another JliKit ter. The scenes are described 
beautifully and fully. Uhen you die yotr end c0111es 
in the rtost picturesque and grues011e fashion! (And 
that hapP'f)S pretty frequently to those uho are 
less than ~~eticu tous in their reasoning and 
calculation.) 

I have now, sadly, reached the end and recovered 
the .. Heart n • Sad liJ ' because i t has been such an 
enjoyable journey, 1.1l th · a real sense of 
satisfaction at the final curtain. But low ... 
Uhat is that rtessage? .•• P.C.B.S. uho have 
produced th is have brought out a seque l • • • "The 
Fate of the Or·acle" ••• I can tell you, I shall 
be amongst the first to buy it I!! 

John Shau. 
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jfun{ear 

Although this has yet to be released, I understand 
that TK Software will be bringing this out on 
their Talent+ label. I have uri tten a review of 
this, the second episode in the Denn is the Ouarf 
SQ90 1 based on a pre-produc tl on copy • Th is tl Me 

the scene is a circus, rather than a Hammer 
filM-set, slightly reminiscent of the old Spectrum 
adventure ·ctrcus· - at though this should not be 
thought of as a direct ~poof of that tl tl e . 

Th is is another two part text adventure , fotl kh 
runs happ d y fr01r1 d i sk , cora i ng , ll ke Horrorday , 
with its oun boot prog that allows you to choose 
which part you uant to play. The vocabulary is 
O.K. so far, although it is aluays difficult to 
say unt i I one has solved a 11 the adventure 1 as it 
can sometimes be the case that puzzles and 
interaction u i th other· characters is easier than 
one rea li ses if you haven ' t sorted out the way to 
do it. 

Unlike the earlier adventure, Oennis is this tiMe 
ac:ca.panied by hls frtend, 'Enry Elf 1 c.t.o 
apparently has uings. Exploring the funfair ls 
qul te straight-forward, allowing one to be lulled 
into a false sense of security, until one stunbles 
~ the off-duty Freaks. However this is not a 
sensible adventure - . although I think the revieuer 
in QL Uorld uas overstating it when recommending 
leaving one ' s bra ins behind l.tlen playing this - as 
bra ins u ill lndeed be requ \red to solve l t, 
especially if you haven't been sent a colr!plete 
solution and rop to help review it. Uke Nert's 
earlier gaMe this looks like being sensible 
geograph i ea ll y, and the prob l ems are "rea lis tl c • 
even if some of the objects are a little slily. 
SU ll uhen uas the last tl111e you saw a dwarf (i.e. 
a llY tho log i ea I creature , not a person of 
diminished stature) and an elf walking round a 
funfair? 

As this game has yet to be released I won't be 
giving any hints in this issue, especially as I 
have yet to f in ish i t • However , I can recom111end 
th is game to a 11 QL adventurers , un less they are 
offended by the idea of an elf throwing up on the 
Big Uheet. 

If 1 by any chance 1 you comp I e te th is before the 
third issue of this magazine comes out, I'd like 
to see any Maps you draw, and if you find a uay of 
getting past the trapdoor in the Crazy House I'd 
apprec late it. (I wonder why the three foot bath 
plug doesn ' t cover it?) 

Richard. 
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One of the f i rs t letters I rece l ved when I had a 
letter published in Sinclair QL Uorld came from 
Unda Cullun-Broun, asking for help in ZKUL, the 
adventure from Talent. I _shall reprint her first 
letter, belou and then select from her second 
letter some hints - l.tJ ich u i 11 help those of us 
who haven ' t even got as far as U nda has • I uou Id 
reproduce a map of Zkul, but as Talent say it has 
a huge llaP, fotl ich to reproduce c tear ly uou Id take 
nearly the whole Mdv_. To Make Matters uorse, the 
pe playi differently each tiMe you play it, 
relocating SOMe of the objects and re-doing the 
Maze. If you can assist Linda and the rest of us, 
p I ease ur·i te to the . usua l address • 

"My problems are ~anyfold! I can't solve the first 
Maze, HE of the long halt. Once •Y husband found a 
crown and some paraffin in ther·e, but I never 
have. (I 've found soMe tongs left by one of the 
dwarves - ed.) Naturally there is only so far you 
can go on ·.one load of paraffin and a box of 
~na tches • I aM ab I e to get through the Maze if 
necessary. 

Also, although I can take the lead bars and the 
tongs to the tank of green liquid, I can't seeM to 
get the right co111111ands to put the lead into the 
tank ul th the tongs to turn the111 lnto gold, and 
then get them out again. 

My best score uas 380. I haven' t found: Paraffin 1 
Jewe ll ed Crown 1 D l araonds 1 E111era l d Alnu let ; and as 
far as I know, haven' t visited: BottOM Ledge, 
Chas1r1 BoU011 1 Heart of Mountain, Second Maze (Cod 
forbid), City, Scroll Room.· 

Llnda kindly enclosed her ~ap but unfortunately lt 
i sn · t quite c I ear enough to be reproduced, so I · 111 

afraid you' ll a 11 have to f lnd your own way 
around! 

If you can help Llnda, and 111yse lf 1 on thls one, 
or, having read the hints, still need help getting 
as far as we have, then shoot us a tetter at QLAf. 
Please hurry as Linda and her hubby are emigrating 
to Australia early ln the new year and uould 
appreciate an ansuer a.s.a.p. 

Richard. 



O.K. as promised in the comment on Linda's letter, 
I've extracted some clues for those adventurers 
who are s tru99li ng u i th the ear liJ stages of -ZKUL • 
Perhaps once you've got this far you'll be able to 
help our- progr-ess further. 

We'll assUIIIe that IJOU've ~r~apped out the forest to 
the south of the MOuntain, and found the hut. it 
helps to do this as you· ll be COfft ing in and out of 
the caves quite frequently. Also it pays to visit 
the river to re-fill your bottle and I· ve even 
found some food there on occasion. Shame it uas 
poisoned. 

Once you've pushed your uay into the cave you pick 
up the lamp and can liQht it u i th your Matches. 
Hext you should find the rope, although if you· re 
playing this frOM scratch you MaiJ prefer to spend 
the f i rs t coup le of lives j us t roa11i ng arOtJ'lCI , 
Mapp i ng • Another useful ob j ec t to locate is the 
crystal bottle (to re-fill with uater) and this is 
to 1J0Ur ues t as you enter. The rope has tuo 
possible locations: one is above the cave Mouth ln 
one of the eyes, the other is beyond the tapes try 
(uhy do so Many adventures have tapestries in them 
?) • Uhllst exploring up in the zkul, you should 
find a mir-ror, l.tlich you'll need later on. Hext, 
(although I advise collecting all the bl ts and 
pieces you cOMe across, as and when you find them 
- and QE! H i ng them out) , IJOU have to t le your rope 
to the tr i sk, and then you should have access to a 
digging instrument. From here you can either 
return up the rope or unlock the pool-room door, 
which' ll make life a little easier, later on. 

From the pool-room you can descend to the 
Pentangle and here get the cossat, which requires 
some back-speak to get it and swiftness to avoid a 
crushing experience. From the southern room of the 
Pentangle IJOU should now go up, and utili se your 
shove l enough t iMes to uncover a usefu l ex l t and 
the uay foruard to the next stage of the 
adventure. 

Once you can get ln and out again without any 
trouble, and have taken the advice of the uanderer 
who u ill tell you uhat word to use to get you to 
the ex i t , you ' ll need an axe that come-:. wh i zz i ng 
past you to get beyond the drawbr·i dge. To the 
north east of the long hall lies the first maze­
and the best of luck to you. I'd recommend saving 
before entering the maze. You'll need plenty of 
food and water· and paraffin. Only trouble - you 
first have to find it! I'd Make a rapid exit if I 
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found it and place it near the exit so as to be 
easily accessible. 

Houever if you· go to the east you s~~uld come to 
the Colossal Cave. How if you' .ve had any treasure 
s to l en from you i t · ll be in a room HHlJ fr001 here 
(sneaky direction!). To the uest there's a uay 
further into the caves and to get over the rope 
br i dge you • ll need to H , j UMp H , step H and the 
saMe to come back again, using S ins lead of H. 
Beyond the bridge you should find an Ock, which is 
a paddle (although we haven· t found a use for l t 
yet!). Up from the oval room you should encounter 
a horn, which'll get IJOU lots of points, but if ,.,....... 
you blou it a wizard takes it auay. 

Re turn i ng over the rope br i dge carry s tra i gh t on 
and up to a ne tuork of ro0111s , down fr0111 uh i eh l s 
the tor lure chaMber. Here you u ill need the ivory 
Mirror to defeat Medusa. If you explore further 
doun here you should COMe across the tit t le tree 
uh ich is very sens i tlve to heat, so "toobee" 
quickly. 

Uell that's as far as Uncia got and even ui th her 
Map and notes I've usually run out of paraffin in 
the Jnaze before getting any further. ~~ilst you're 
in the caves you can do battle ui th the denizens 
and, provided you're strong enough, can defeat 
the11 , get tl ng useful treasure and ueapons • 

I haven· t given a "guided tour" of the caves as 
Much of it is straight foruard. If you· ve got any 
More prob letns in the adventure so far, drop us a 
line and ue'd be especially pleased to hear of any 
maps of the mazes and how to reach the p lace-:. 
L inda raent ioned in her letter, that she hadn · t 
coMe across. 

Richard. 



Tucked away in the back of Sinclair QL IJorld one 
1110n th ·I SOIJ an advert for this prograM • As i t 
seemed reasonably pr \ced I sent off for it and uas 
pleasantly surprised to find on receiving it not 
just a flldv_ cart, but also a neat 7 page Manual. 
So fer so good. ""'at is it ? 

King is another variation on the "kingdom" theMe 
in which you have to juggle your resources, feed 
your serfs, gather grain but MOst iMpOrtantly 
screw as MUCh MOney out of ever-yone as you can 
whilst keeping them fed · and happy; i.e. the 
classic feudal set-up. However this is a More 

....--.. advanced version in two Major uays: 1) not only do 
you start out as a knight and · have to Mke your 
uay up, through Marquis, Earl , Baron, Duke, Pr·ince 
to King but the pr-ogra111 allows for several players 
to take part and do battle u\th each other for 
land; and 2) There are more options than siMply 
getlil"'Q land and taxi~ everyone -you can pay to 
set-up .arkets, craft centres, castles, arMOUries 
etc. All in all this Makes for a MUCh MOre 
interesting game and one that uill hold your 
attention IXltll you becoMe King or are demoted to 
the peasantry, 

Obviously the uorld of computer si~aulatlons is not 
one that can enc01r1pass everything and there are 
certain factors of the rtedieval economy that King 
does OM i t. For exa~~p le , one of the Ma j or factors 
by uhich the rich got richer (and the poor got 
robbed) uas bt.l Marrying into uealthier families. 

~ It uou ld have been a nice touch - although none 
too easy to "reallstlcalliJ" prograt11 - to allow for 
the Marriage to heiresses (the program does not 
cater for dowagers or u idous or any uomen cOMe to 
that!). Another factor by which the nobility 
gained power uas through holding office - a SIJStem 
by uhich one could hold office and 110ke even 111ore 
money - or worse, subsidize the kil"'Q - this would 
be quite interesting too. Hot to ~~~entlon foreign 
wars and crusades. In Many UOIJS the persona you 
inhabit in this game is very MUCh a proto­
cap ita ll s l one, ~.!here buying and se tllng is all 
important, ui th ll ttle regard for prestige and 
holy favour. Plagues, another endeMic feallre of 
the period (14th century), are handled indirectly 
by hov i ng rats ea tl ng your gra in stores and thus 
causing serfs to leave or die. 

Within the game play itself, the first 30- 5e 
~ years are the 1110st interestl~ as one struggles to 

maintain a balance betueen food and Mouths, but 
once you get the balance right ( inves tlng in craft 
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centres is the uay to Make fi'IOI"'ey) your fortunes 
sudden t y esca la le , In - the 1110s. t recent pe I 
played, for exa~~~pte, it took ~9 years to becOMe a 
Marquis, then another 13 to becOMe an Earl , 
another 6 to achieve Baron, another 10 to bec0111e a 
Duke and arrived a l Pr i nee in 1384 • However three 
years later I hit the final barrier- no I didn't 
die - you live forever in this pe - and no I 
didn't becOMe King - I si!llply had accUII'lulated so 
Much Money that the QL couldn't handle it. In this 
gaMe once your fortunes start 111ul Up lying they 
increase exponenlialty. 

Other Minor grUMbles (and don't let the~e put you 
off buy i ng i t ! ) include hav i ng ten tl Mes as 110ny 
Merchants - due to paying out for 100 craft 
centres at a U11e near the end - than I had serfs. 
Indeed on prevlou~ occasions I've virtually ki \led 
off all the serfs but still succeeded through 
havil"'Q so ManY soldiers and Merchants. I presUMe 
there ' s a MOra l there sOMewhere , A l so to use up 
Money I bought tots of soldiers - they beco.e very 
cheap uhen you're ueat thy - only to have them go 
off and get themselves killed on unauthorised 
raids. On the other hand if you don't have 
soldiers other people can steal your land. 

I haven't had the opportunity to properly t~l the 
11ul tl-player option on this gatr~e. You can play 
several people at the saMe ll•e but this takes the 
ele~~ent of unpredictabili ty and interactlon out of 
i t. I ' d be glad to hear frOflt an!Jone uho has got 
sOMe friends together and played this. 

Any~Jay if you uan t a copy they uere ava i lab le from 
Sa11tson Softyare, clo H.C. Billington, Heunha!R 
College , Cambr i dge • They were a l so in teres led in 
hearing froo other uriters doing siiiiUtallons and 
uhen I gel round to MY Uars of the Roses 
s iMu tation they can have it. 

Richard. 



This is probably one of the oldest Ql... adven tl.res 
still available (beside the Talent OI"'H) 1 and feu 
people have yet successfully COMPleted it ulthout 
other people's assistance. Luckily for us, 
Spec trl.MI User has been pr intlng the full solution 
and I have also been sent Hell P. McCu lloch 's 
copious notes culled frOM the Tu lllghlzone 
Bulletin Board b1J Jarnes NethletJ 1 to uhom thanks. 
However I wn' t be reprinting the full solution 
as I feel lt uould spoll it for those of us still 
struggling ulth it. Also 1110sl of the fun ulth The 
Pa\Jn co~~es from do i ng the "urong" th i ng as the 
program is very wit lily ur it ten. However· 1 be low 
are a selection of useful hints for those still 
trying to solve the gone. 

The first and very iMpOrtant thing to do is uhen 
you 11ee t Kronos • Do no l "Say to Kronos" le ll ae 
about the urislband" as he just flies off. Instead 
"ask Kronos ••• " as lh is produces your uay of 
eliMinating the advenll.rer. Looks llke a bug to 
Me 1 as they Qlllount to the same th i1"19 - but 
adventure urlters are knoun sadists and pedanb 
and uill claim that the subtle difference is quite 
legitiMate. Oh IJes, do locate the item you're 
carrying about your person before seeing Kronos. 

After that 1 IJOU can take the note to the guards 
and vis i l the shed. I haven' t found a use for the 
pot plant yet, as I haven't fOI.Kld a sui tab le pipe! 
(Actua ll!J you' ll need it to do a ll H le ltght 
garden i ng . ) AniJWOIJ IJOU shou l d knou about the guru 
and the uristband, but you can avoid all the 
hassle with the hoe, the rake and the shirt by 
sirtply cliMbing the guru. (Another bug ~~ethinks -
possibly left in from development stage?) Mind you 
if you 1.•ant full points then you'll need the hoe 
and the rake... Having returned u i th \.tlal the 
guru wants (Q:anyone found a use for the rice yet? 
A: you can feed the alchemists uilh it instead of 
the ratlons if you like) have a look in that tree 
stump in the fores l and remember uhat colours lrlake 
up the "colour" uhite. 

How you can vis it the depths of the tree house -
providing you do so in some privacy! Uay 
underground you should find the requisites for 
ge lti1"19 sol'lte " lumps" • Her·e a degree of patience is 
required. Also reMember how li fl doors are opened 
in "real" life. The lumps uill need a little 
digging up, so take a little digger. 

Right, you can now purchase some goodies from 
Honest John, (you did look under the cushion and 
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in the fountain, didn't you?). IJhalever you do, 
don ' l j us l give John the "JROrteY" and then expect 
hl11 to cough up something useful. "Buy ••• uith ••• • 
is the required way of doing business with "Honest 
John". Uhat to buy- well, if you've already done 
so111e exploring in the MOuntain you should know 
uhat the porter wants, if not you'll have to find 
out! Another hint- it's cheaper to strip the 
adventurer than shell out for another suit. 

O.K., ue can nou venture forth into the colder 
regions, using the colours again to get past the 
snouMcm • Ins i de the tower is the pr i nces s • How 
here one realises that if you let the adventurer 
rescue her 1 and you ' ll 111ee l h i rn carry i ng her on 
horseback if he does, that he MUst have got the 
blue key from under the pedes la l and that i l 
van l shes uhen IJOU open the door to the princes!.' s 
room. Therefore gel to the adventurer before he 
gets to the pedes la l or you' ll be d l senfranch i sed. 
To get the blue key eans dropping everything but 
if you . have the horie u ilh IJOU IJOU can avo id 
breakages by putting everything on the hoNe. 
Alternatively leave voting until after IJOU've done 
everything else. However check the tower, as those 
boots u ill come in handy • The pr i s1n does to t.tha t 
prls1ns usually do, uhlch is handy lf you've got 
your colours MUddled up. 

A visit to the caves is nou called for, and that 
"uhlle" ~s the satrte purpose as ln the tree. 
Give to the alchemists what they ask for - but not 
all at once as they are an unlrustuorthy lot. 
Cas tl1"19 a spe ll over the toes revea l s sOMe useful 
lnfor111atlon and then it's over the ricketly 
br i dge • A cupboard u i ll revea l a handtJ p lace to 
hang the rope from • Avoid the dragon at lh l s stage 
and again use a little patience uhen confronted by 
the porter - uho apprec tales a drop of the hard 
stuff. Jerry Lee also likes a tipple ! 

Right, I 'M going to leave you there - partl\,1 
because, like ln Mordon 's Ques l, I don' l uant to 
g i ve the 90111e away in one go (so you ' ll have to 
buy the next issue) and partly because ·haven't 
quite finished off the blessed gone MIJself !Jtl. 

If you still can't gel this far el ther sneak a 
look at the September, October and Hovefllber 
S inc lair Users or ur i te in u i th your specl f le 
problem to our "Agony Column" uhere ·Uncle Dick" 
uill lriJ and an suer ~Jour quer\ es u i thou t be i1"19 loo 
patronising! 

Richard. 



Type cc 

One of the latest pieces of softuare for the QL, 
is T...,e 22, published ~ Talent, a naval uarfare 
siMUlation, based around the Royal Havy's Type 22 
class frigates. These are quite versatile 
uarships, carrying Exocet (surface - surface 
missiles), Sea-Uolf (surface- air missiles), Mk32 
Torpedoes , and a Lynx he l i cop ter , i tse l f ar~r~ed 

with Tigerf ish torpedoes, carrying sonar and ab le 
to gu i de Exoce t over the hor i zon • They seem to 
lack arl\j conventional ueaponry - a shortc0111 ing 
that the Falklands' IJar revealed uith great loss 
of life, and uh ich one hopes the Ad«1 ira l ty will 
correct if they have not done so already. Perhaps 

....--., the designer of the pe thought them irrelevant. 

The game converts to disk very eas i l y and can 
utilise RAM disk very effectively. Indeed I'd say 
that RAM d l sk is essential. The Manual is very 
inforMal ive and covers all that one needs to know 
about the game including extensive notes on the 
Soviet aircraft and uarships that are relentlessly 
thrown against one. Luck ll!J one can freeze the 
game uhilst playing it to consult these notes and 
the sh i p a l so has on-board data f il es • The prob l ern 
with access lng these lies in the tiMe it takes to 
zero in on the •target M, tiMe uhich is at a 
premium due to the scale of attacks one faces. 

At though I dare say that one can becoMe quite 
expert at this game, I found it a frustrating 
experience, Perhaps this is indicative of the 
"real tlfe" si tuatlon, as these ships are not 

~ designed to single handedty take on large numbers 
of eneMy units and planes, Suffice to say that I 
got sunk quite rapidly on several occasions, once 
within a few Minutes biJ thr~e planes that launched 
missiles outside Sea-Uotf range siMultaneously 
uhilst I uas being torpedoed and bombed. 

Uhi lst I appreciate that gatne designers are always 
took ing towards laak ing their ga~nes exciting to 
p la!J and not too eas'tl, I feel this ga~r~e has one 
doing too IIIUCh at one time, having as one does, to 
play the role of captain, radar operator, ~r~issi le 
aier, torpedo ai~~er, Lynx controller, etc. Hot 
only this but one has to keep a track (pun not 
in tended) of i ncorn i ng torpedoes uhen the te lex 
saiJS they · re 171<1Rs auay on a par ti cu l ar bear i ng , 
with the iMplication that you face auay from theM 
and ru; (some hope). 

I tr i eel th is game w i th both keyboard and joys ti cl< 
control and feel that it'1 best left to individual 
plO!Jers to decide uhich of the various controls 
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are used u i th these dev ices , as soae are sor~ewha t 
sUck'aj on ke!Jboord and others aiA<uard on joystick. 
The actual Mechanics of the game are fairly 
quickly .astered, especially if one uses the 
training 110de. This is great fun as one is 
invulnerable to all incoMing Missiles etc. The 
only constraint here is that one's supply of 
torpedoes is so liMited. Given that this is one's 
ros t effective long-range ueapon , hav i ng on l y 8 is 
disappointing, as it is so easy to use theM up 
against surface targets only to find oneself 
surrounded by submarines that one can't sink. 
Naturally in the "real life" game I never get as 
far as seeing the subs, or even, sometiMes ~,~ithin 

range of any of the surface craft. 

As for hints and tips for playing, uell I'd like 
to hear from people uho · ve ..as tered it. My best 
advice is to run like het l auay from surface 
craft, keep chaff up uhenever you find you're 
trying to hit planes that are too high, stay uith 
the Sea Uo l f screen as default, send the L'tjnx low 
touards the enemy surface craft, dipping sonar on 
the uay, and pray that you don· t have to face a 
situation like this for real! 

Type 22 u i tl not appeal to arcade or adventure 
freaks, but those people uho like a fast MOving 
strategy gaMe, uith plenty to keep theM occupied, 
will find this a cOMpelling game. Probably one to 
try out first before you buy it, but having said 
that, how does one do that lJ"l less you can get 
along to Microfairs, as most QL software is bought 
Mall order. The other alternative is to keep your 
eyes peeled for· the bargains in Micro Computer 
Mart. 

Richard. 



~ 
WAAGAMES 

As someone who enjoys playing uargames - a hang 
over from a !Ills-spent adolescence, when 
large-sea le wargames uet'e a preferable a l ternaUve 
to rugger on winter afternoons - I am really 
surprised at the tack of decent and cheap uargames 
on the QL. As far as I can tell there has only 
been two re leased: 0-Day by Cartes Uorkshop and Uar 
in the East by Sharps ln the U.S.A. Of '-*'ich the 
former was wi thdraun fro111 the Market-place soon 
after re lease , and the la Her got sOffte rather 
unfavour able rev iews and is very expensive (£39.00 
for the complete set), 

So, I'd like to set a challenge to our readers: 
come up u i th a workable wargal'lle for the QL. The 
bas ic a lgorithms have been discussed in several 
articles in the Sinclair and other ~RagQZines and 
the Ql can support real and virtual ulndows (see 
the progs in the QUANTA library, which can allow 
large 11aps to be draun up). The Spectrum, ul th its 
ll•l led fac ill t les supports sotae excellent games, 
especially those by R. SMith: Vulcan, Desert Rats 
and Arnhem; so the possiblll ties for the QL - ui th 
expanded Memory and disks - should be . IUCh 
greater. If you don· t feel up to do lng l t all by 
yourself, I'M sure that a co-operative effort 
isn't beyond our collective capabilities- sotaeone 
to do the graph i cs , another to do the his tor lea l 
research, another to uork out the program and so 
on. 

If you are interested, and I am for one, please 
ur·i te stating your preference for role, period etc 
and ue' ll get the shou on the road. In case anyone 
thinks that uarga~~~es, of necessity, glorify uat' 
and killing, and that they shouldn't be Made, I ' d 
j us t ll ke to say tha l I ' m a anti-mill tar l s l and 
that I find that playing war-gaMes gives one an 
insight lnlo t~~ military mlnd. 

Also I'd be interested to hear frOM anyone with a 
copy of e l ther of the two games Mentioned above 
who would like to write a review, or hints on 
playing, either of them or who would t ike to sel t 
Me a copy (no pirating please), 

Richard. 

P .S. I haven't mentioned "Uarsh ip", a military 
strategy game from Comp t ex Da la Sys terns due to 
three factors : 1) they haven · t sent 1e a rev i ew 
copy and nobody who has contacted ae so far has a 
copy; 2) from the appalling review in Slnctair QL 
Wor·ld I am loathe to spend my £20.00 on the game; 
3) 1 couldn't le ll from the review Ot' the ads 
whethet' l t qualifies as a uargame or is roore like 
an enhanced ver·sion of "Risk". Elucidation 
welcomed ! ! ! 
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Caveman 
By SHANE McCARUEY 

THERE IIIUS t be MOre prof i tab t e uays of spending 
your U~~~e than wandering around a cave - but 
they' re not half as MUCh fun! There have been 
tl~~es, though, when I u l shed •Y computer­
control led adventur·er uas safety tucked up in bed 
ins lead of try i ng to get the better of a u i zard 
(in The Paun), a ~~an-eating plant (in Mordon's 
Quest) or an angry snake (in the Ql. -updated 
Classic Adventure). 

I must confess that to dale I have not been very 
successful with The Pawn and have only scratched 
the surface of Mordon's Quest. But I have managed 
just under half (100 points out of 210) of Classic 
Adventure. Of course, telling you exactly HOW I 
got that fer would spoil the fun for you - but a 
feu pointers in the right direction; welt, that's 
a different matter altogether, isn't it? 

The first obstacle I ca.e across uas that 
aforementioned croused snake (a hyper-viper?) 
uhlch is lying ln wail to put the bite on ur~ary 
victl1s. How al t the best adventurers know that 
snakes don't t ike birds - but this one has 
developed a taste for them and uitt certainty eat 
yours unless you can calm hi• doun a bit first. So 
keep your bird safe in his/her cage (this is an 
equal opporluni ties adventure) md THIHK. Sotne 
sort of Muslcal interlude is needed here to put a 
brake on the snake. 

The one object I ' ve used MOre than 1110s t is the 
bottle of water - at though not always ui th the H20 
in it. It certainty cane in useful uhen I found a 
pathetic li Hte plant whi~~pering for water. High 
above the plant is a hole in the wat l. Wet l, 
what's good for Jack and the Beans talk is good 
enough for 111e, so here goes •••• But of course, one 
bottle is not enough. The trouble is that the 
bott t e is nou e111p ty • How l.ttere d id I see sOMe 
water? 

I final ty Made it through the hole in the wat l, 
only to be confronted by a rusty .door that 
wouldn't open, another blocked passage (which I 
s t lt t can· t penetrate) some ur i ting on the ua t t 
(careful ui th that) and (success) some raore 
treasure in the shape of a nest of golden eggs. 
Unless you have a can of U040 in your pocket, you 
are going to have to think of something else to 
get that door open. But there uou t dn' t be much 
point in exploring a cave unless everything you 
need is reasonab t y near a l hand , Oh 1.1e t l , back to 
the two-pit room! 

It wou td be too easy if a l t you had to do uas 
wander around p lck ing up treasure to ' u in· the 



game • The snake guar'ds i t , the door guards i t and 
the bottomless chasm guards it too. But this is a 

/'""'"'-111agi c cave and cou l d lha l rod w llh a rusty star 
jus l be a ~~~agl c wand? Ano lher treasure guard i an is 
a clam (or oyster) which ~~~ay reveal its secrets if 
only you can get it open. But unless you gel the 
door open you uon ' l gel the c lam open e ilher • 

lolhich just about brings me to MY l i11i t. This is 
where I ' 1 stuck too • I can ' t Make any headway w i th 
the shadouy f igure across the pi t and I can ' t make 
any progress through the dark corridor past the 
e~r~era l d. And if you have 111anaged to unb lock any of 
the b l ocl<ed pas sages , I ' d be gra tefu l to know 
about it. But here are tuo absolute giveaway~. 
Find the 'Plugh' room when you have any treasure 
uor th tal< i ng back to base (rid try say i ng l t • 
You'll be surprised at the result. Saying "Y2" can 
get vou out of trouble if IJOU've QOne the ~o~rong 
way in the 'P lugh' room. I s tlll haven't found a 
use for the .agic word XYZY - or is it a code? 

Finally, draw a map as you go along- it will help 
.....--.'JOU flnd ypur way around the trouble spots. And do 

save your game regu l ar l y , espec i a ll y when you 're 
not sure what the outcome of a particular action 
Might be. 

Happy adventuring ..... 

copyright Macsport 1987 

uuuuu 

Mordon's Quest 

This adventure is one of the tuo in the Sinclair 
Classic Adventures pack. It is an identical 
i1ptementation of the Helbourne House version for 
the Spectrum. So, tucki ty, ue can apply the clues 
and solutions for that to the QL version. If 
anybody knows of any differences - please let Me 
know. 

It i sn ' t the po t icy of QL Adventurers ' Forum to 
print complete solutions to any adventure, but 
rather to print hints and clues to solving the 
game. So don't expect a complete solution to 
Mordon' s Quest here. For those of you uho find 
that even with the following Ups (at t tested on 
the Ql I hasten to add) you still get stuck in the 
game, a complete solution was printed in recent 
editions of Sinclair User. 

Ue ll , as anyone who has p l ayed t1ordon ' s Quest 
knows , there are some pretty i ll ogi ea l prob l ems 
set, especially in the first section, alMOst as if 
the U" i ters uere de tl berate t y try i ng to put peop le 
off. Before you can gel started on the adventure 
proper, beyond the fog, you w i t l need to have a 
took at the bathroom from the outside, because if 
you fa i t to do that Mordon doesn' t appear. (Why I 
don ' t know ! ) • And I .ay as ue l t te t t you now that 

r--- the ne~!spaper is needed later on, much later· on. 
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Anyway as sun i ng you can Make your way l n to the 
jungle you ' t l very soon come across some 
quicksand, with the usual properties. To get past 
this it needs blanket coverage, and I don't Mean 
the newspaper! ~yond this, gathering at l the bits 
and pieces laying aroU'ld, you'll eventual ty come 
to two "dead ends·: the cannibalistic pygmy and 
the carnivorous plant. How, a· 110menl 's reflection 
shou t d lead to the cone l us ion tha l you need to 
feed the former to the tatter, and to do so means 
k ll tlng the little chap. Ue t l you should have in 
your hands the uherew ilha l , and a ll you need do is 
11ake the obvious instrUMent and use lt. 

Beyond th is ll t t.l e prob l e1r1 ll es , or rather stands 
a riddter in a loin-cloth. To answer his question 
you need to have draun a pretty accurate 1ap of 
the jungle, and to do that you need to go 
exploring further. HolhinQ loo difficult tefl in 
this ~ection, but if your hands are get ling too 
full you have to transport the goodies back to the 
house. Here, I'm reliably informed, we have a uee 
bug: the game transports the Machine parts, not to 
the house but to t i11bo, mean lng that you can' l 
actually finish this advenlur'e!!! Having explored 
everywhere in th l s section, and Mpped it (ar.d 
could those lakes be eyes, and the carnivorous 
plant a mouth?) lllllke your way to the altar with 
the king of the jungle and sacrifice it there. 

This allous access beyond the waterfall into the 
cylinder and some other chambers. Explore the 
chaMbers as far as you can, heeding ue l t the 
notice, and send back the goodies. Return . to the 
cy l i nder where you can answer the phone , again 
taking note of the answer when you Diat 1611. 
(Again I'M none to clear uhy- but it uorks!). All 
that remains is to activate the plate and step out 
into a new world, or perhaps an old one - as there 
are 4 different uortds to investigate, and you'll 
need soMe of the objects in one to solve a problem 
in another. 

~le ll I · don' l uant to give away loo MUCh in this 
first article, hopefully this uill have helped you 
enough to return to the game if you didn't finish 
it last time. And if you have finished it - uell 
you can always send us your name and we can let 
other peop le con tact you for more per-sona l 
a~.s is tance. 

Richard 
(with just a little help fr0111 Sinclair User 9/97) 



Thls l~ a brand new adventure, issued by Byteback, 
the well-known 111a ll order f lr1n. The three authors 
hall frOil'l Hewark, Hot tingharnsh lre, which Mlght 
account for the l r warped sense of hUMour • The 
scenario for· the adventure ls, to say the least, 
j uven \le. The hero of the quest l s ea lled C la lre 
but ls male. Ha Ha Ha. He is sent on hls quest by 
Klklz Eddln. Ho Ho Ho. The brave dragonslayer of 
yore ls Sir Llllpoof. He He He. Pathetic! lJhy not 
have a female protagonist lnstead of a Male ulth a 
female name. And why the gratutl tous lnsul t to gay 
men? Hot an au~plclous start to the adventure. 

Fortunately the adventure itself lsn't so bad. 
Indeed I· d say l t plays very nicely. There· s no 
problem getting lt to run from d l sk, although you 
wlll need the orlglnal ln rtdvl_ and copes ulth 
both normal and expanded memory. The loadlng 
screen ls qulte attroctlve and the loadlng time, 
from both dlsk and mlcrodrive is quick. All ~n all 
a uelcomlng plece of software. · 

As for the adventure l tse l f, l t' s a very easy one 
to get started on. The lnput ls standard, as far 
as I can can tell, and qulck. And lf I '111 not 
mistaken ls QUILL generated. There are no 
graphics, agaln as far as I have got, but until 
Gllsoft lssue a verslon of the QUILL ulth that 
capab ill ty, there· s not a lot ue can do about 
that. I1Cipping ls relatively straight foruard, but 
do leave plenty of room around the start 
locations, and lt's probably best to map each 
section seperately. The gulded tour of the mlne 
appears to be clrcular, but doesn't take in all 
the lnteres tir.g locations. t1y adv lee would be to 
follow l t, 111app lng away, untl l you· ve got the 
baslc layout, then go round following up the 
routes the tour· 111l sses. There's a handy supp l1,1 of 
goodles ready for the taJ<lng wlthln a move or two 
of the start, wh lch · ll help most adventurers on 
thelr way, although where you're going to use them 
ls golng to take a while to sort out. 

One nlce feature ls that there ls a language 
~Jzzle, whlch ls easy to solve, and which lets you 
know what the wand is for. The missile scroll can 
only be used the once and this may apply to other 
magic l tems , so be car·efu l how you use them • 
YoiJ ·re usually warned of sudden death si tua tl ons , 
and , who knows , there 11ay be ways of avo l d l ng 
deat.h ln those locations too! Don· t expect too 
much ln the way of help though, th l s l s given 
"once ln a blue 111oon". Location descriptions are 
to the polnt, and repeated in full each tl•e IJOU 

v l s l t a place. Ho pr lzes for· ll terature here, but 
they do their job efficiently, and glve one a hint 
of at11osphere. 

I '111 a long way from completing th l s, I haven't 
found any bits of the sword or the shleld yet, and 
where the Dragon-1.1 l tch l s, I haven ' t the f oggl est • 
This adventure must have a large number of 
locations, as ·I've vlsl ted 60 so far, ln an hour's 
playing ti111e, and there's plenty MOre leads to 
follow up. The adventure loads ln one go, unlike 
earller QUILL tnanlfestatlons, whlch, due to a bug 
ln the QUILL, could only cope wlth a 32K database. 
So, no passwords or other fuss. Saving and loading 
uou ld appear to be s tra lght forward, and allows 
one to spec l fl,l the f \le name of the saved 
pos l tlon. Th l s is a great improvement on those 
adventures whlch either glve you a nUMber (eg 
Pawn) , or au toma tl ea ll y gener·a te a name wh i eh you 
can't alter, thus having only one saved pos l tlon 
per cart or d l sk, (eg Mortv llle Manor, Dark S lde 
of the Moon) • 

Desplte my comments on the scenarlo, I thlnk this 
adventure will appeal to aost 11alnstream 
adventurers • The humour i sn · t overuhe l rn i ng 1 the 
geography is bellevable and the problems are not 
too easy! The vocabulary seems adequate for the 
job, Le. better than 1nost! 1 allowlng one to get 
on u i th the gMe and not having to spend ages 
trylng to flnd the rlght word. (~ich just shous 
how different revieuers can see a plece of 
sof h.1are - Si ne lair QL World d i dn · t think MUch of ~ 
the vocabu l ar'al 1 a Mere 200 words. M lnd you I 
haven't found a way of talking to other characters 
yet either !) 

Look forvard to so~~~e hints and clues in the next 
lssue of QLAF. If you solve thls let us know, it's 
unlikely that I'll solve thls before the next 
issue unalded. (Some people would say that I '11 

unlikely to solve AHY adventure unaided!!). For 
starters, how do you get out of the church once 
the door slams (and uhy can' t you pull the ropes 
?) , a good antidote to rats uould be handy and is 
there any benef l t from uander\ng around the 
Minefield if you're not feeling suicidal? 

Rlchard. 
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I have recently taken advantage of the offer ln 
Slnclalr QL lJorld to purchase Mortvllle tktnor frOM 
Pyramide at the bargain price of £10.00. Although 
this has been on the ~rket for some considerable 
tl~~~e I had previously been put off buying it due 
to both the pr lee cmd the nature of the pr·ogra~~~me. 

However hav lng got the carts and tr~fered them 
to dlsk (copying to mdv_ takes about an hour due 
to the number (9e) of f l les on the second cart ! 
0 l sk l s very qu l ck by compar· l son and very easy to 
do.) the game worked wlth both expanded and normal 
size tnemorles. 

~Mortvl lle Manor ls not a text adventure, nel ther 
is i t an lll us tra ted adventure , but uses the 
graphic screens - incidentally very nicely done -
as enorMous icons, a llO\J lng one to point to 
objects that one wishes to Manipulate. But to 
.anipulate something you first have to type ln the 
requ is i te command • Pyram i de give a ll s t of the 
necessary verbs, but only with their initial 
letters. Part of the foo of this game is to uor·k 
out uha t a ll the coMmands are , and if anyone has 
done so I ' M sure that other readers of QL 
Adventurers' Forum would like to see a cOMplete 
llst. Llkeulse when one wants to talk to other 
characters one has to use the "talk" command and 
then give the subject of the conversation. Here a 
llst is given, but some of the entries are 
spurious. 

lJell, uhat it's all about. You play the part of 
,.- ~lerorne Lange , (no joke:. about wh i eh part please) 

private eye, and you have been ea lled to the Manor 
to by Julla, an ol.d friend, who appears to be in 
desperate straits. Which is an understatement, as 
she has died by the tl111e you ar·rive. What follows 
has echoes of the Sher lock Ho l mes game on the 
Spectrum, in uh lch one has to interrogate the 
suspects, find 1110tives etc. The game plays quite 
well, but, inevitably, there are quibbles 
including the lack of a "drop" command - although 
you can "put" provided you've got sOMething in 
your hand, uh ich is not the sa~r~e as having it in 
your possess l on • I a l so found My se l f on occas l on 
going round in circles trying to get out of a 
particular sl tuation and was once locked out of 
the progr·amme a l together • (Of course they MaY not 
necessarily be the fault of the game itself!) 

I haven't really got far enough into the game to 
r--')e ab le to glve any spec l f le clues, indeed I d ld 

so badly I t.l(lS told to pack my bags by Mctx, the 
servan l , ha l f way thr·ough the second day , due to 
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MY lack of discretion. One little problem that 
I've found l les ln the fact that the other people 
ln the room with you are given at the top of the 
screen, ln 111on l tor MOde, uh lch Means those of us 
w l th T .V .s have probleMs read lng the narnes, or 
even realising that anyone's there. 

So, all you budding detectives, let's be having 
h lnts and clues on how to solve th l s 11ys t er y. And 
a good place to start '-IOUld be a l lst of all the 
commands that are U'lders tood by the game , what to 
ask the var l ous charac ter·s , t.then to v l s l t the 
var lous locations. Th l s looks llke be i.ng a 
complicated solution, so let's be hear·lng from 
you • And l f you haven ' t got the game , get i t frorn 
S lnc la lr QL lJor ld at the cheap rate of £10.00. 
It's a bargain. 

Richard. 



If you have any sof tuare or hardware that yo(J 
uou ld l lke to sell, buy or suap please send the 
de ta ll s to the S111a ll Ads Oep t • QL Adven turet'S ' 
Forun, Cum Guen Hall, Pencader, Dyfed, SA39 9HA, 
Cymru. 

Please note that thls Jlla9azlne does not condone 
piracy and requests that anyone belng offered 
cop led software does not accept l t • However i t is 
not possible to check all advet·ts appearing in 
this section and so ue leave it up to our readers 
to be vigilCI"lt and honest. The only exception I 
will Make ls for people uith corrupted •asters who 
t'equ lre back-up copies. 
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. . 
D-OAY, u:lR IH T~ EAST: The edl tor uould dearly 
love to get hold of originals of these two 
CHEAPLY. Offers to Richard Alexander, Cum Guen 
Hall , Pencader, Dyfed, SA39 9HA, C~J~~ru. ( te l : 
Pencader 574) 

Due to the aMazing efflclency of the editor the 
remaining sroll ads for thls issue have already 
been sa tl s f led • Adver tl se here , you know lt 11akes 
sense. (Unlike Most of the articles!) . 

Thank you. 
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