








































































































26 Adventure Gamer’s Ma

get stuck. It's important to remember this fact and it is essential to work
which beginning is which fairly quickly, so that your grey cells can
working in the right direction.

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

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

Next, by restoring the saved position I had made before starting
experiment, I turned the cog to 2 and toddled north once again, noting
location description once more. It wasn’t possible to go back inside the
from many of the nine time zones without working through the wi
section, and so saving a position just before leaping off into somewhere 1
turned out to be a very good idea indeed. It then meant that the Resf
command could pop me back where I needed to be quite easily with
having to complete my explorations or solve any puzzles.

It didn’t take long to discover that each cog represented a different time
and that moving north with the cog set to a different number meant
equally different exit location. I went methodically through the nine differ
cog settings with the aim of working out roughly what the time zones w
Only after that was I ready to explore.

I started by moving north through the exit with the cog at position 1 (wl
was a contemporary era) and it turned out to be the correct initial scenar
but there was to be a great deal of dodging back and forth between
different time zones before this exciting adventure got solved.

3.3 Dungeon Adventure

——

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

On starting, you were told that you were on a mud bank by a wide river,
that there was a piece of driftwood and an open packing case nearby - ¢
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e was also a path leading up. The driftwood turned out to be an

aportant piece of equipment (a source of light) but the packing case, simple

m that it was, I discovered had an even more important double role. I am

vinced that a number of adventure game players never discovered the
ond use, perhaps because I only found out myself by sheer accident.

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
ow that the Tardis is the size of a telephone box on the outside, but (thanks
'y multi-dimensional foldings of space) it is absolutely enormous on the
iside. So, once I was inside the packing case, which was now described as a
irge wooden box, I discovered yet another door: IN I went again.

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
andelier - which I reckon is what anyone would do if they suddenly found
elves in that particular predicament - and everything then sorted itself
fat. The room inverted, and suddenly I found myself in what was described
§ a large store room, and in it was a machine with a red button.

a fully paid-up member of TSOCA (where adventures are concerned,

wyway) so as one of The Society Of Cowardly (Cautious?) Adventurers I

romptly saved my position and only then pressed the red button; after all,

dd does usually stand for danger. As it happened, the outcome was

eneficial: I was bathed in special rays that meant I could now be revived if I
d something fatal.

he other thing I took note of was the fact that I was in a location described
a store room: I am always on the lookout for somewhere to dump the
teasures I collect during my forays into dangerous dungeons - and this
doked like the ideal place. You’ll remember that, in Philosopher’s Quest,
fore points were awarded for depositing the treasures in the shop than you
ained 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
e a bit like Julius Caesar’s idea of Gaul, I suppose; since he reckoned that
aul was (as I recollect) omnia divisa in partes tres.

ay the tripartite division where adventure scoring is concerned goes
e this. Some writers think that points are pointless: the game’s the thing;
ue adventurers are purely interested in penetrating puzzles. For them, it’s a
like the business of art for art’s sake.

en there are those writers who like to dangle a carrot in front of us by way
awarding points for various things done so far as solving puzzles are
























































































































































































































































































































































































































