The Lords of
Midnight

Producer: Beyond
Memory required: 48K
Retail price: £9.95
Author: M. Singleton

Beyond have produced a
game of immense complexity
that transcends the simple
word-matching of the main-
stream adventure and in many
respects more resembles a
strategy war game. Many fea-
tures of the game are new or are
developed to an elaborate de-
gree setting new high standards
in Spectrum software.

The cassette is accompanied
by a lavish booklet giving thor-
ough and very sound playun?
instructions. n | say you will
need them, and you most cer-
tainly will need to read some of
the hints given, | mean this as a
compliment to the inventive
depth which pervades the
whole project.

There is an original reward for
the first adventurer to finish off
Doomdark, your evil adversary.
The prize has the winner cast in
the role of fantasy fiction writer
as he will become the co-author
of a novel based upon the
scenes of his unique version of
the War of the Solstice. Thus
you will have had a hand in
creating the first ever computer-

enerated novel. Had | heard of

is idea from a third party |
would've immediately dismis-
sed it as half baked folly but
having seen the game | should
like to be first in line to receive a
copy.

A look at the overlay card for
the keyboard might show some
ways this game differs from the
others. Instead of the
adventure-style input, here you
have a set of keywords. LOOK
gives a vista with details of
where a character stands. The
heraldic shield at the top right
tells you through whose eyes
you are Iuoldn?. You can tum a
character to look in another
direction by pressing the

72 CRASH August 1984




direction

appropriate
THINK gives more details re-
garding the character and any
army he controls is numbered
and described. CHOOSE can

key.

lead to searching, hiding,
attacking an enemy and repair-
ing defences but the options will
shrink or expand with different
characters and circumstances;
a cowardly character will sel-
dom volunteer for daring deeds.
SELECT gives you a list and
allows access to the characters
under your control. At the begin-
ning of the game you only con-
trol four characters but can em-
ploy many more once you have
visited the various citadels and
keeps scattered about the land.

Although this game is so
complex it is difficult to review in
the few days available there is
one feature which impresses on
the very first frame of the game.
The graphics which show your
journey through the land of Mid-
night are little short of stunning.
The panoramic views are drawn
in full perspective and consecu-
ve moves see mountains,
forests, hills, citadels, towers
and fortresses rising in stature
as you approach or fade to
distant outlines as you leave.
The screen as a whole is very
well presented as if designed by
a graphic artist. There is no
crude split on the main screen
but instead a pleasing mixiure
of superb views of the scene,
tastefully redefined characters
for the text, a heraldic shield
depicting the crest under which
your character fights, and highly
decorative and detailed repre-
sentations of the numbers and
type of foe you might come
across. These last are the best
I've seen on the Spectrum.

Possibly the most pleasing
aspect of the Lords of Midnight
is its wonderfully coherent
storyline.

Doomdark has woken from
his slumber and the lands of

ter. This Solstice is the peak of
the Witch king's power and it is
now that you must defeat him.
The computer plays the role of
Doomdark and intelligently pits
the evil forces against you. A
cold blast of fear emanates from
the Citadel of Ushgarak, blow-
ing across the Plains of Despair
ever southwards to where you
are busy marshalling troops.
Victory for Doomdark is elimi-
nating Luxor the Moonprince
and rkin, his son. Altemna-
tively he can creep south into
the peaceful land of the Free,
striking at its figurehead of
serenity and happiness — the
Citadel of Xajorkith.

If thinking of yourself pitted
against the computer fills you
with despair don't worry, you
have your friends and your own
wits. You take the role of Luxor
the Moonprince, Lord of the
Free and your first task is to
travel abroad and gain the sup-
port of the other citadels and
keeps throughout the land of
Midnight and amass an army.
As Luxor you have the Power of
Vision and the Power of Com-
mand which enable you to con-
trol other characters loyal to
you, move through the land of
Midnight and look through their
eyes, The closer a character or
army is to Luxor and his Moon
Ring the less demoralising is
the effect of the Ice Fear that
emanates from the Plains of
Darkness as the ring radiates
the strength and warmth of his
mind.

Your most trusted compan-
ion, and the most important per-
son in the quest, is your own
son Morkin who is half human
and half fey. By virtue of his
uniqgue ancestry Morkin can
withstand the utter coldness of
the lce Fear which is increasing-
ly directed at him as he
approaches the Citadel of
Ushgarak and so lifts some of
the burden upon the armies of
the Free.

You initially have control over
four characters: Luxor, Morkin,
Corleth the Fey and Rothron the
Wise but as you progress such
characters as the Lord of
Shimeral and the Lord of Brith
and their armies add support to
the forces of the Free.

If 1 run through a typical game
it may show you some of the
great features it has and
perhaps some tips if you've
already got a copy.

My tactics, and remember
you'll need them as this is very
much a strategy game, involved
building up armies at the Citadel
of Shimeril guarding the west-
em route into the tranquil south-
east and at the Keep of Athoril
which overlooks a major route

south.
Luxor

past the cave of shadows,
through the Mountains of
Ishmalay to the Keep of Bnth
where the Lord Brith is recruited
to the cause. Lord Brith travels
north-east to the Citadel of
Shimeril while Luxor leaves to
the east to recruit Lord Mitharg
who in tumn heads north to
Shimeril. Mitharg picks up an
extra 100 warriors on his way at
a keep in the Domain of Blood.

Morkin travels east to the
Domain of Morakith and finds
shelter and refreshment at
keeps along the way. Inthe east
he gets quite a shock to see
Doomdark’'s troops lined up
with 890 riders. Morkin finds it
difficult to recruit Lords of keeps
and citadels, presumably be-
cause he is so young, but does
manz:gﬁ to persuade the Lord
of ispers a little further
along his way.

Corleth headed east fto
Shimeril ahead of Morkin and
seeks and finds the sword Woll-
slayer — very handy when you
meet wild wolves as well as
Skulkin and ice trolls. You can
become very blase about killing
these creatures but if you are
tired they'll give you a nasty

| the lce Fear is mild. In these

headed south-east |

surprise. Corleath is very in-
vigorated, and utterly bold and

early stages all is going well.

Rothron goes north-east but,
apart from recruiting the Lord
Blood who takes his 1190 riders
and 375 warriors south to
Shimeril, he plays little further
active part in the game and
comes to an untimely end at the
hands of the Skulkin.

During the night of the third
day Doomdark has made his
presence felt. The bloody sword
of battle brings death in the |
Domains of Kor and Lorgrim
which are unfamiliar to me. |
consuit the map to find they are
in the far north in the vicinity of
the Citadel of Ushgarak.

Lord Blood loses 10 in the
battle of Blood but picks up 100
warriors in a keep in the Domain
of Blood on his way south. He
finds Lord Mitharg at a keep
unaware he is so near to the
Citadel of Shimeril where the
Free have decided to meet.

Blood takes Mitharg south with
him.

Midnight are plunged into Win-
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The Lords of Shimeril, Brith,
Blood and Mitharg are now en-
camped within the relative safe-
ty of the Citadel of Shimeril,
overnight losses being small —
say 5 to 10 warriors and about
the same riders per army a
night.

In the later stages of the
game Luxor recruits and sends
Lord Dawn to the citadel with
1200 warriors and 600 riders
bringing the total warriors in the
Citadel of Shimeril up to 3500
and riders to 4000. Later Luxor
finds Athoril, with its keep and
Lord Athoril and begins to build
up forces here, the point | had
chosen as the second major
bastion of defence and counter
attack. The Utarg of Utarg mar-
ches his 1000 riders to this
second meeting point. Howev-
er, on his way he is not so
commitied as to recruit other
armies and this is left for Luxor
to do.

At the end of the seventh day
at  nightfall, when looking
throughout the eight compass
directions, | could see the
silhouettes of the towers,
citadels and armies that sur-
rounded me, my thoughts
tumed north to Morkin who |
now knew had this very day

netrated deep into the dark

ountains of Ugrom, into the
Tower of Doom and at this very
moment was wondering how he
might get back with that pre-
cious object held tightly within

his grasp. He had the Ice
Crown.

Difficulty 8
Atmosphere 10
Vocabulary N/A
Debugging 10
Overall Value 10

Colditz

Producer: Phipps
Associates

Memory required: 48K
Retail price: £6.95
Author: T. Barber

Phipps made their name with
The Knights Quest and have
quickly followed it with many
similarly presented pieces. This
latest has you prisoner of the
Germans in Colditz Castle.
The game uses the same
split-screen graphics and scroll-
ing text window technique as its
famous predecessor and is yet,
curiously enough, written by a
different author. Unfortunately,
it also retains the curious hold
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up in loading. The first section
gives you the information, some
of which is far too trivial to be
included in the program and
would be better placed on the
cassette insert. You then start
the tape once more to get the
loading screen and the main
program itself.
any early Spectrum games
had reams of information dis-
played on the screen and you'll
no doubt remember how diffi-
cult it was to read — especially
with a white background on a
colour TV. | think the general
shift from screen instructions
toward more sophisticated cas-
sefte presentation is a ?md
move. After all, the illegal
copying of a tape isn't quite as
effective if you have to forfeit the
complex playing instructions left
behind with the packaging.
The game takes a long time
to load but the loading screen is

'very colourful depicting the

sombre outline of a prisoner of
war camp. On pressing a key
you are asked if you are starting
a new game. Perhaps it's just
me being pedantic but | really
had to think before answering
KES. It may have been better {0

ave had something like ‘DO
YOU WISH TO LOAD A
SAVED GAME'. Perhaps
again I'm just being awkward
but | seem to have done a lot of
button pressing and waiting to
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have the first frame in front of
me.

Your mission is to aid the
escape of a prisoner locked
awe:iy in a solitary cell of the
castle. You begin in the court-
vard which has different
graphics to distinguish between
the NW, NE, SE, SW sectors.

The first graphic depicts the
NW courtyard and you notice
the high standard of the

raphics, better than those in
nights Quest, but likewise
tucked away in the top left cor-
ner. Although | have reserva-
tions regarding the artistic lay-
out and impact of this arrange-
ment (a darker background with
light print may have, guite sim-
ply, lessened the gauche
pearance) this method of dis-
play has one great advantage —
it is fast. You can map out your
tracks rapidly with the graphics,
which are always displayed,
acting as useful quick markers.
Compare this 1o moving
through a text-only adventure,
especially one with a long scroll-
ing list of location descriptions.
e beeps and squeaks the
keyboard emits may seem a
minor point but an experienced
adventurer knows how impor-
tant it is to enter without mis-
takes. Colditz has a good selec-
tion of distinguishable beeps.
Each letter entry including the
space key — a common source

[/

of error on the Spectrum—has a
loud beep. When you are told of
your inability to walk through
doors or if the program needs
you to be more specific a beep
will draw your attention to the
computers remark in the bottom
half of the screen. The beep that
tells you the program is ready
for your next input is good but
rather necessary as aithough
the graphics are fast the pro-
gram itself is a trifle slow.
‘Machine coded to give fast
responses to your commands’
says the cover but not fast
enough for my taste.

On delving deeper into the
adventure the game becomes
eminently mappable but the
early impressive graphics dry
up alittle. At a guess I'd say that
the number of locations with
graphics falls well below 50 per-
cent. This is somewhat counter-
acted by detailed descriptions
and one doesn't expect mir-
acles with only 48K but if you
are new to the way in which
adventures are marketed it may
be worth noting in the text vs,
graphics debate. Just for the
record my purist instincts favour
detailed word descriptions but
with a colour TV an attractive,
fast graphic never goes amiss.

The Imuage used is basi-
cally Verb/Noun with two steps
to open a door — unlock, then
push open. The usual direction
abbreviations are, thankfully,
provided: N, S, E, W, U, D. The
first four letters define the other
nouns. Verbs include look, quit,
get, drop use, open, inventory
and examine. Elsewhere the
language can ar a little
atypical e.g. LOWER ROPE
rather than the more usual TIE
ROPE. THROW ROPE and
the:n you can immediately climb
up!
By the way, although | try my
best to complete a reasonable
amount of an adventure in order
to give fair comment, | am in-
debted to Phipps and Trevor
Toms for providing what is in-
deed a ‘Supa Solution’ sheet.
Not only does this put the re-
viewer into a favourable frame
of mind but also allows people
like myself to impress with the
easy wisdom the sheet imparts.

olditz has fine graphics with
many inter ting, logical prob-
lems and 15 well worth the
asking price.

Difficulty T
Atmosphere 7
Vocabulary 7
Logic 7
Debugging 9
Overall Value 8




