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FOREWORD

There’s little chance that one day you’ lI get the opportunity in real life to
explore labyrinthine cave systems, battle dragons or discover chests filled
with gems and gold. But with your BBC Microcomputer, and this book by
Ian Watt, you can at least experience all this, and more.

Since two programmers — Crowther and Woods — wrote the first
adventure program on a mainframe computer at Stanford University over a
decade ago, role-playing programs have proved firm favourites.

As you’ ll discover by reading and applying the ideas in this book,
inventing adventure programs is an enthralling experience. You play the
role of creator, devising and developing a complete mini-universe, complete
with its own laws and logic. Once you’ve mastered the tricks of the
adventure writing trade which are revealed in this book, you’ ll know how to
invent environments which are self-consistent, mappable, and which can be
discovered and explored by players.

Part of the immense interest which lies in adventure gaming comes from
the sense of discovery players feel, as they work out how parts of the
adventure ‘universe’ fit together; as clues are deciphered to solve the
problems the program poses; until the game yields up its final secret.

It takes skill to create adventure programs which can provide lasting
challenges to players, to write adventures which are challenging, satisfying
and fun. In this book, Ian Watt shares the secrets of adventure-writing with
you. And, as a bonus, there are a number of complete, ready-to-run
adventure programs for you.

Down into the mist we go, stalking through the murky woods. Look out!
What’s that swooping down from the tree? And is that a diamond I see
reflecting the starlight, at that bottom of that ravine?

The world of adventure awaits. Pluck up your courage now, and follow
the guidance of Ian Watt into that wondrous world.

Tim Hartnell
April 1983

(Tim Hartnell is the author of a number of books for the BBC Micro,
including ‘The Book of Listings’ (BBC Publications), ‘Games BBC
Computers Play’ (Addison-Wesley /Interface) and ‘Let Your BBC Micro
Teach You to Program’ (Interface Publications)).
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