
























































































































































































































































































































































SOME USEFUL BOOKS 

Despite its popularity, there are few books of note on this 
subject. I have searched the bookshelves for any good 
volumes and below are, in my opinion, the most informative 
and useful. 

WRITING BASIC ADVENTURE PROGRAMS FOR THE 
TRS-80 
Frank Dacosta. Tab books. ISBN 0 8306 1422 2. 
Despite the book being set around a different computer, this is 
a most useful guide. Lots of clever programming tricks 
described in a light informal format make this a 'must' for 
adventure writers everywhere on any machine. 

THE ZX81 POCKET BOOK 
Trevor Toms. Phipps Associates. ISBN 0 950 7302 2. 
30 pages of adventure programming make this worth con­
sidering, particu larly if you are shrewd enough to pick it up at 
a discount price. Many shops are selling ZX81 material 
cheaper and you could well benefit from this. Trevor Toms 
uses a more unorthodox framework for adventures and if you 
have previous knowledge of a ZX machine, then you will find 
little difficulty in converting it to your new computer. 

ADVENTURE WRITING 
Aardvark-80,2352 S.  Commerce, Walled Lake, Ml 48088, USA. 
This 1 6-page booklet selling in the United States of America 
(for the exorbitant figure of five dollars) is a terrific help to all 
adventure writers. The adventure program included, 'Death 
Ship', is broken down in detail and illustrates the program­
ming techniques used very well. Recommended. 

C R EATIN G  ADVENTURE GAMES ON YOUR BBC MICRO 
Ian Watt. Interface/Addison Wesley. ISBN O 20 1 14678 9. 
Ian really does know his stuff when it comes to writing 
adventure programs. In this book, there are three full scale 
adventures all written with a skill that makes them very 
difficu lt to beat while still being fairly simple to understand in 
terms of programming used. 
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