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Lords of Midnight was
jtical acclaim in August

20 years Qago. in the
wo—-part feature,

Chris Wild chronicles
the original game and its
sequels, and talks to Mike

the trilogy's

“ elcome to the world's first-ever Epic game,” begins the manual to Lords
ight, Mike Singleton's g-bit classic. The author was keen to point

out that this wasnt simply an adventure of a war game, but a new type

only be desctibed as ‘gpic’. indeed,

a fantasy film than a compul
and whether you lead
5. The game sets the
and out of
¢ befare seen

of game that could the term ‘game’ could only be
used loosely: "It more closely resembles ter game, but the
main difference is that you are n contral of the main characters
them ta victary or defeat, th ory is written around your exploit
sceng, controls the forc of evil and independent characters which move

the plot, and draws the and its people in a way ne

in any computer game. ited to write 8 new
chapter in the history of Midnight, while the gam
history of gaming. Lords of Midnight really was revolutionary for its time.
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andscape of Midnight
= as Luxor of the Free, the player was inv

e itself left an indelible mark on the
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Lords of Midnight was conceived in
September 1983, when Terry Pratt
organised 2 meeting with Mike. “He was
in the process of setting up Beyond
software for EMAR” remembers Mike, “and
was keen for me to write 2 game for them.
| talked about three different possibilities,
one of which involved the idea of
landscaping — | really car’t remember what
the other two ideas were. Anyway, the
|landscaping idea interested Terry the most,
but it was still very much at the idea stage.
The outcome of our discussion was that |
would first implement the technigue and
then, providing it worked, we'd g0 ahead
d to call the Lords of Atlantis.
arly fond of the title and

- which | wante

with the full game -
fFortunately for everyone, Terry was

't particul
hing else. After a month or so of

| seem to remember | hegan by drawing pyramids in
BASIC ~ | had enough to show as a proof of concept and | signed a
contract with Beyond. And thus Lords of Midnight was born.”

Singleton created a technique that would display his game
compellingly and originally. Adventure games of that era displayed the
odd static image, which took a few seconds to draw, along with a
textual description of what the character could see. Mike's technigque
gave the player a full 360-degree panoramic view that changed as
things altered on the horizon. The functional graphics were an integral
part of the game and the accompanying text provided the player with
additional details. For example, you knew there was an army before you
rough Luxor's eyes, and the text would confirm
T army consisted of. Mike called the technique
.white colour scheme, this came about
s to overcome the colour-handling
and white worked well together, and

ice followed.

asked me to think of sometl
experimentaﬁnn

as you could see it th
how many soldiers tha
“Landscaping’. As for the blue-on
when Mike was designing graphi
limitations of the Spectrum. Blue
the idea of a world covered with

The .Iandscaping and panorama
technique demanded a grid-
based, terrain-driven map rather
than the usual location-based
ad.wemures of the time. Thus,
Mike drew up his map and i
Slar[ed inventing the world in
which his game would take
pllace. The previous year's
biggest adventure game, The
Hobbit, comprised 8o
locations; Lords of Midnigh
BRI aduenlu[r:dcn;::hless than 3,904. The Hobbit, glotrlg
one character; Lords gave you ccnlmla::fe:; f;f‘;‘:i’-d il

Myth making

Lords of Midni: i i
it mapl Unrilg'r:cs:mped uflth a 3o0-page novella that had a hand
e :Lk. Inside was a keyboard overlay to hel Ih-
g 'r. e- eyf control method. The story and i
e : if not particularly original, as Tolkien" e
s an obvious influence. L
The story se
e drdwr\';ow: Tt:g:lnlaarl? the Witchking, a fallen counsellor of the
ise, e icy cold and i i
s : i and use it to increase hi
s maulln:' :drvarged by winter for thousands of years, ;Isa h'old i
2 of the northern territori pigi
d rie: i
:11_0 rgmammg strongholds of southern LT T —_—
w'ldmgm during the deepest part of the
inter, the solstice. He draws on the powe
?f Lhe magical artefact, the Ice Crown \
fashi g
- i(loned from the purest, coldest crystals
il :; and forged in the frozen wastes on
il .Ea.kes[ nights by Doomdark himself -
crease the mystical Ice Fear that gri
the world. S
il L:xor of lhl? Free discovers that he is
. ne true King, the last heir of the
p;:ze o; l:e Maoon. By hamessing the
r of the Moon Ring, gi i
. given to him b
Ennhmn the Wise, he has the Power of i
ommand and Vision. Luxor must attempt

How sxplope the epic coald of

THE LORDS OF MIDMIGHT

Hike Singleton )

".,
&

The map provided with the
Boriginal Lords of Midnight




1o unite the Lords of Midnight and take them into battle against
Doomdark. To help with the nearimpossible task, Luxor's son Morkin
joumneys north to seek out and destroy the Ice Crown. Thus, the War of
the Solstice begins.

The story borrowed heavily from Lord of the Rings and there were
many similarities in characters, landscape, and plot lines. |t certainly
wasn't coincidence - in fact, two vears earlier Mike released the game
Shadowfax, in which you played Gandalf riding his trusty steed against
the Black Riders, and in 1989 he would go on to write War in Middle
Earth, an official strategic war game for Melbourne House. It's safe to
say that Mike had a desire to work with Tolkien material.

The fact that the story is typical fantasy fare matters little. For its
time, Lords of Midnight was both beautifully crafted and

thoroughly
gripping, immersing the player in

an extensive world with a complete
history. Wayne Britcliffe, artist on War of the Salstice, a PC remake of
Lords of Midnight, agrees: "I think the strongest draw is that Midnight,
Icemark and all the characters were sg Strongly realised that they live
on beyond playing the actual games themselves, All the great fictional
places and characters of literature, films or Bames, at least where I'm
Concemned, do this, Midnight is no exception. Even when actually playing
the games your imagination takes you beyond, especially in the case of
the original's 8-bit limitations. | imagined swords clashing, men
screaming, the plains filling with marauding enemy armies, and smoke
rising in the distance as snow falls.”

Forging ahead

Lords of Midnight was an epic undertaking, huge in scope and
technique. Despite being designed and written by one person in under
six months, the coding was extremely tight and very well tested. There
have only been a handfyl of

. OMPR INCE
IHOR THE MO
_Hvostnnéﬁ

bugs found to date. “There

jm tha would have been some seven

F Shoadows
Fonast of = aaist  to "
Lpak fnc SouL et ae. months between my first meeting

with Terry Pratt and the final
master copy of the game,” Says
Mike, *but in actual flat-out
work, | would say it was
actually somewhere between
four and five months of full-
time effort, including writing
the story and manual,”

you were p
offering to tum the -
4 novel - providing you sent in the prin
depended on finding a book publisher

idea,”
Commented Singleton, “Beyond, | know, tried hard to get a publisher
interested

= &l one stage, Roger Kean and Oliver Frey, the Buys who set up
Crash magazine, wers very nearly recruited to tum it into a Eraphic novel,
But in the end, no willing Ppublisher was found, The fir

L it nllim.ﬂel_\.-
who would run with the

st person to

nt in his roll of thermal paper within
itting the shelves, which amazed us all -
especially me. it had taken me nine solid hours to test the game 1o victory
and | had the complete map and all the inside information to help me. |
know Beyond gave him some sort of other prize but | really

€ant remember
what thal was,*

By the end of the project there was very little o.f the Spn.:_[ru:: Zave

it least not enough to do anything with. In or PI’.. o
it L.wed the bottom three rows of the map, which save
rqenmw‘hM”::-r;nr::Ba bytes, because each location required 2 h.\:tes.s )
:;\r:raw:uﬁipnnly just store the paragraph you've ]u.h[ read,nl]:;l |b::m.e

nt to Mike. Towards the end of Thl’. project, me! : r\:_[ .

hutg: :r;:}uubliem that it was streamlined four times to make it fit an
S

s,
|
|

even then a few features were st-ill lost in
the process. The manual states: “The
Utarg of Utarg may be pet‘;uadl.zd to
bring the Targ into the war agatrlsr
Doomdark, especially if the armies of
the Witchking are tempted or forced
to trespass on his lands, If the lce
Fear grows too strong, however, he may
lend his loyalty to Doomdark.” Sadly,
deadlines and memory restrictions mealnt
the feature was nothing more than an item
in the manual.
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February 1085 saw the release of the
second part of the saga, Doomdark’s
Revenge, on the Spectrum (as with
Lords, versions were alsg released for
the Commadore 64 and Amstrad CPC).
The game used the same visual
§ techniques as the original but the
__ design was rationalised to allow
greater scape, With the game engine in
l place, Mike obviously had a head
start. Still, despite a complete new
4 back story, new graphics, new game
mechanics, and the required changes
1o the engine, the game was finished
in less than six months,
Doomdark’s Revenge was set in the
night’s Icy Wastes. Shareth the Heartstealer,
the defeat of her father Doomdark, kidnaps !
lth\ Icgrnark. Luxor must travel narth to fi;|d
. & uprising within the Frozen Empire,
ma;: gg::":;:t;rmemnw prt?blems at the end of Lords, Miie had to
G i Programming refinements to cram the new game into
ifl crlrurn-. 48Kb RAM. The mMap was now 64xe6 screens
resulting in a staggering 6,144 locations, This -

Frozen Empite, narth-east of Midi
desperate for revenge for
Markin and takes him inta
his son and crush a possib

intelligence in Lords was simplistic - ta
some extent the game played on a set
of rails. A large number of armies were

set to stream down the map, visiting Fen bk o,

i Pkl i
strangholds in an almost predefined ilk"l TR et
el
o (4 y
iy T

manner, before finally making an assault
on the Citadel of Xajorkith. Although {

M i P
this olﬂen led to & verylslrr.niar game i f!ﬂ'{.‘u fivion
experience every time, it did help the 1l ¢ ] e
game fit within the storyline. In I Tl [
Revenge everything was less
predetermined, which in turn made the
game seem much more random.

| bought Doomdark’s Revenge but

the same wonder was never there,”
says Gaz Bell, author of Psion Midnight, a handheld version of
Lords. “Maybe it's because there was no need to draw a map and
discover the world as the lords usually found you one way or another. |
did play it a lot and the first victory was sweet if somewhat unexpected,
but the whole game was just too big and too random, and well-thought
out strategies didn't really pay off like they did in Lords. In the end |
went back to the original.”

Second nature

Mike seemed to lavish more attention on Lords, and this was probably
due to new time pressures. The map in Lords was hand drawn with
every place and character individually named. In Revenge, Mike used a
genierating program, tweaking the seed numbers until he found a map he
liked. The code that generated much of the map

ulurje would take 12Kh, so the engine was
optrmised, making each location just 1 byte, In
this way, the bigger map was stored in less
memory. Lords: had 32 characters, each taking
up 32 bytes, whereas Revenge needed 128
_tharar!e:s, but Mike managed to store each iin
lust 15 bytes. Many thanges like this had to be
made for the game 1o fit.

Although written with

almost the same gam
engine, e

Revenge felt like a very different game
and wasn't necessarily better for it. The artificial

- ! s
L_.he map to Tcemark, the frozen Empire

coritent and the names in the game was required to
keep the memory usage down. This technigue was
the start of the fractal generation later used in his
16-hit games. The name generator made all the
characters very similar, robbing them of personalities.
They never felt like they had the history of the
previous game's characters and the rationalisation of
the language made the descriptions less colourful.

To be fair, Revenge also introduced a number of
new elements, such as magical items, a female
character, tunnels, mist, lieges and foes, character traits,
and NPCs with a purpose. Problems aside, the game




By Mike Sincletan

The seguel featurad improved grap

a sequel, it was more ]?ws 7“ than ngid 2.
himself prefers the original. “With 2 d
in Doomdark's Revenge made an
d. and moved about the map on
' able for the sort of

was still very guod..As

Looking back, Mike
hindsight, the way the characters
broke alliances of their own accor

story of Morkin's search for a magical jewel that he could use to look
into the future.

The stary is set some years on fram the events of the first two
i games, in the lands south-west of Midnight. Luxor
their own quests, made things

; — ci
“The third part of the trilogy, possibly the most exciting yet,

tlLL t(! come 'll”ie” I'Ilke W1 lL Se“d |'|0| k 1N dONIi tO the warmer LEIHB
S ’

the reader with talk of the third game

too unpredict

- The manual to Doomdark's Revenge teases

is dying and wants to see what is going to happen to Midnight
after his death. So that Luxor can rest in peace, Morkin goes in

in Lords. Perhaps some better

strategic planning a player could do

ance information - to the
he (largely unseen) |
haracters would have made this

f release, though, | was c_unulnced
improvement over the original.

feadback - in the form of news or |nr':ei1|l1|g1
player on what was actually going o

background between the other cl
feature really work. At thf} time o
that Revenge was & significant

i f the
} trilogy and Eye 0
nned his story as 2
Mike pla F L. The game was always intended
S first game as the

Just like Tolkien,

he final
Moon was to be U : ; ol
for release; it was even mentioned in the

search of the magical jewel, the Eye of the Moon, which enables
people to see into the future.

After Lords and Revenge, Mike became very busy on numerous
projects, so Eye became partly a hobby for him. He rewrote his graphics
routines to enable full-colour graphics in the landscape panoramas -
green trees, golden castles, red roofs - that didn't suffer from the
Spectrum's dreaded colour clash, To achieve this, the engine would
add extra black shading dynamically to the scenery graphics to mask
any clash, a process that Mike would later premier in Dark Sceptre.
The scenery graphics were runtime maodifiable, allowing the engine to
draw various versions based on the same graphics. For example, all
the castles in the game would be unigue - Mike would be able to
specify the number of towers, shape of the tower, shape of the tower
roof, colour of the tower roof, number of walls etc. Similar principles
would be applied to all the scenery graphics allowing for more varied
landscapes. Each character in the game would have a unique large-
scale face generated by a similar identikit-style process.

-
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The game's map would be four times larger than Lords, mainly
generated rather than stored using an advanced versian of Revenge's
compression technigques. Mike also wrote a new name generalor that
provided mare convincing names.

To prevent the vastness of the game hurting game play, the map was
split into 12 realms and the player would have to complete quests in each
kingdom before moving on. Although there would be more characters, the
able to take control of a commander and have characters
follow his lead. The quest for the Eye of the Moon would make up the
main thread of the game and it would have been uniikely to have had
any military campaigns, apart from dealing with an enemy hindering the
player's progress.

During one interview,

player would be

Mike even hinted that he had been playing with
linking two Spectrums together through the ear and mic pors, allowing for
multiplayer games. “I did try it. And | made it work,” says Mike, “but there
it wasn't very useable. The ear-mic

were certain limitations that meant
50 | had to do a rdiculous

socket connection was absolutely full of noise,
amount of handshaking, re transmitting, and re-receiving to exchange

corect data. The actual rate was something like two characters per second
- a magnificent 16bps compared to the 5,6oobps of a slow modem.

“This rather restricted the sort of game you could apply it to. | suppose
it could actually have worked with the Lords model, which isn't particularly
data heavy. | did actually use it in a game | wrote for CRVG. This was a
minture of a board game (the board was the centre-spread of the magazine)
and a computer game about spies and spying. The Spectrum kept track of
who was really who and who knew what about what. Normally, in a two-
player game with one Spectrum, only one person was allowed to look at
the computer screen at a time and would have a password to enable his
display. But the facility to link twa spectrums with the tape leads was there
and you could each watch your own screen, with the two machines talking
to each other - very slowly.”

Mike was working on Quake Minus One for the Cé4 and planned to start
Eye after its release, However, by the time Quake Minus One shipped,
Beyond was in the process of being bought out by Telecomsoft. Mike
started work on its Star Trek licence, and then Dark Sceplre, O Eye of the
Moon slipped into the shadows of history. Some of his later games, such as
Midwinter, Flames of Freedom and Ashes of Empire, no doubt used many of
the ideas that he was planning for Eye.

“Quake Minus One was 2 joint project with a friend of mine,” Mike
recalls, “Originally | was going to do mostly design and just 3 little

speaking
in tongues

edrik Ekman, author & article “Andient Tongue of 5e o
» auther of the articl ]
Fi k nent Tongue of the Wise", talks about Lord

s @ major source of inspi
o piration for Singleto:
novelette contain: intrigui . i
e 'S an intriguing introduction. “Tolkien's influence i mél i
Eame in the seres, but can be clearly seen lhmuzh: :‘T::""'h'h" iy
5 i three games, |

eivtiogy s language. He just wanted

i “a "ing the languages he invented, and thus he c m i "“ g
of the most influential literary worlds e e SR g
. L ¥ worlds ever, For Si g

Tolklen's case, the driving motivation w; he love of
. E motivation was the love
¢

g i _Ia Ton it was different. He did not

games are all too typi S R, pUCRR B persouts: o
o wpl.ual of the sort of thing you will find In m, b
s to be littie or no consdous thou it of -
M T &Nt of phonology, morphology or

the other ‘logie: i
ey Eies’ which form the linguistic science,

it Is all the more =

i : urprising and fascinati

Introducti i : gDy

e tion 1o the third game, The Citadel, a few phras b
structed language, the ancient tongue G s

language, but it seems

sketch, complete with

R of the Wise. Not only is there a constructed
orated at least to the level of being a Fairh i
3 y complex

some simple grammar n n ary ol
o ; grammar rules and a vocabulary of some 20
wonds, Either that, or Singleton did a briliiant job of fooli T i

ng me.

plrogramming but the project tumed out to need more i

2;:&? :;:nel :‘:S:cgzated. This in tum meant | had less E;ﬂzf;:ﬂ ;“el::ngt: "10"“'-‘
byl a.nd\.r\:m time Quake Minus One was finished, Beyond had
Wi e D?shpart of Telecomsoft. The new management wanted
ottt in:g: dagr:emenl Ilor EVP: of the Moon - same advance
sy “:-mo one, SI!‘IE?_ this was originally a gentleman's
sz mﬂ;ewh en. contract, it was a question of take it or
e .2 aggrieved at the proposed change, | decided to
e ;"il: find another publisher, but setting up

pmi.e]:: kept pushing Eye 'rmgn Thﬂ:eb:;:ﬂszz:;hﬁavih g

W 9055:2;?“"1?3 e:owhrundamemallv zero Eye of the Moon material in
i m‘ﬂ. i }ns ots were ever published (and | honestly can't
e 1e), Thnl?y must_ have been mock-ups of what was
Telemms.nﬂ ande' D:zi;r::):(;:ung on ;he rendering code when

4 ny on the proj

emember making some mock-ups, so mavbep5c::i::1-s|h:|ns do exist.”



In 1993, Mike was finely
given the chance by Domark
to work on the final part of
his trilogy. “Domark had
contacted me about
releasing a retro pack with

{amongst others) Lords of
Midnight and Doomdark’s
Revenge. This was duly
published and this in turn
led to Maeistrom and
Domark talking about
doing a new Lords of

Midnight game.”

For some reason, the
new PC game wasn't to be
Eye of the Moon. It was to
ke place in the Blood March, south-east from Midmgr:r. an!dn i

::efefpore to the east of where Eye wnuldhhtaver;::u.:\ i::(r:{he, wi

i Blood March to
s ’:mklt: :;St\nv\::;;;_e But despite these changgs 1n_rhehslorv.
:\'::::tzil?[i‘:umduced the game as part three of .[hE 1rrlu|g:|r |r; :n:

i b nual: “...| had always planned to write paft o el
s m-‘:l; es of publisher, demand for other projects, tan he
i Bs ired against this for many years. Final_l-.r. w|th.r Z
rWhnnnr“;%'.;;‘-:‘I:ilppn:mess,ing power on the PC, with a h|gh||:_‘s'b:|:lr:ae
: i i
:1:;; at Maelstrom already deep into 3D t?chnnlzﬂr_e;nr?pe s
enthusiasm of Domark fizzing over, the time se

Il of Lords of Midnight, The Citadel. Now we could have real-time 30
action, we could deepen the personalities and relationships of the
characters, we could have full sound and music, we could... it was
irresistible.=

S0 maybe Mike had finally abandoned the original concept, or

Eye had turned into The Citadel, or more likely, Midnight had
turned it into a trilogy in four parts. “Largely, it was a good way of
keeping personal intellectual property rights open on Eye of the
Moon, the real part iil of the trilogy in my own mind, The Citadel
was exclusive to the publisher for two years after publication and,
of course, Maelstrom was involved in the rights to it as well. But 1
also felt there was room in the Lords of Midnight world for an in-
between storyline. | had actually talked to Beyond (when it was
still owned by EMAP) about extending the series to Seven games
(Eye of the Moon plus four subsequent episodes), which they
were very happy with. All this fell through when Beyond changed
hands, but the idea of mare than three in the series wasn't
completely new.”

The Citadel took place in a timeline 20 years after Morkin's
kidnap by Shareth. 1t seems Eye would take place later than that,
Still, The Citadel does have a few interesting links to Eye, as Mike
explains: “When we were developing The Citadel, | still had a
printed list of all the place names that my Eye name generator had
Created, so quite a few of these made their way into the game

kingdoms were taken straight from what | had planned for Eye. Of
course this meant | would have to start afresh with Eve when the
time came, but that seemed a distant Prospect at the time.”

In fact, there’s a high probability that The Citadel borrowed a lot
more from the Eye than Just names, The opening chapter of the
novella shipped with the Bame tells of Luxor travelling to the
Blood March to get the Eye of the Moon back from the King's
Tower in Coromand. Luxor Is old and would like to use the jewel, as
well as returning it to jts rightful place. Up until the point that
Luxor makes the Journey to the Blood March, the story could well

intend to do Fye later on. So the first chapter was designed to keep
the Eye of the Moon theme alive as well as to lead the way into this

lk
(AL I o




RETRD GAMER™ | issue four | house of joids |

ords « J
tdmglu

it

The third game was released

the PC in 1995

Amarin Starchaser

new interlude. And the Citadel story as a whole really builds up
the baleful power of the Eye of the Moon, in preparation for that
game. Or 50 the thinking went.”

Problem child

The Citadel was beset with problems before it had even left the
drawing board. Domark started to publicise The Citadel early, with
adverts appearing in the specialist press. Midnight fans were
excited — a new Midnight game was in the works. Would it be the
infamous Eye of the Moon? Then the adverts dried up and
everyone started to wonder where the game had gone.

The main programmer left the project after a year. This is always
a problem in development, as new programmers generally don't
like picking up the pieces left by another. This still holds true, even
though most code is now written in high-level languages like C or
C++. The Citadel, however, was 100% assembler. It would be
another 18 months before the project was finished with a new coder
at the helm. However, none of the original code was rewritten,
which led to continuity problems and bugs. The project was
probably overly ambitious for the allotted timescale and number of
developers. Mike had many ideas about how the third part of the
<eries should be developed, but developing a 30 game in 1995 far
the PC was a much bigger task than writing the originals.

As before, Mike wrote all the stories, drew all the maps,
designed the artificial intelligence, and even managed to do some
3D model animation. As much as he wanted to, he was never able

7

to ]?Fogram the whole game. Running Maelstrom and its other
pm;ects_, like the Ring Cycle for Psygnosis, was just too time
consuming. But in a link to his pioneering debut in the series
Mike did manage to write the original version of the 30 i
landscaping engine.

The game was released a year late and although the
relationship between developer and publisher had initially been
guod,lbv the end it had badly deteriorated. Lords of Midnight 3:
The Futndel. slipped out to an unsuspecting world, The press did;'rt
Er!(e Jt,_PC gamers didn't like it, and worst of all, the Midnight fans
didn't like it. *1 wasn't completely satisfied with it but | wasn't totally
Iunhapp\r with it either,” says Mike. “Another six months work on
it s:oluld have made it a lot better but, at the time, that wasn't
feasible. In the event, both the interiors and the exteriors ended
up venr_ much more sparsely populated by characters, creatures
and objects than we had originally intended, and corllsequenli\;
opportunities for real player interaction were diminished.”

Time waits f

FoNO oOne

The ga_me had many bugs and needed patching almost
immediately. It was a DOS product and didn't work well with the
newly emerging Windows gs. Even now, the game doesn't work
parllcularl-,r well with any version of Windows, which prevents it
being revisited and enjoyed for what it was,

Lords of Midnight and Doomdark’s Revenge were technically



excellent. Firstly, there was the revolutionary landscaping
technique that afforded the player a level of realism never before
experienced. It's hard to appreciate that now, but back in 1984
Lords of Midnight really was breath taking. Secondly, Mike
managed to cram the games into a small amount of memory,
achieving so much with so little code. In comparison, The Citadel
failed technically. The new 3D voxel landscaping technique may
have been relatively new during the design phase, but by the time
the game hit the shelves, it was old hat and rather plain looking.

A major achievement with Lords of Midnight was Its simplicity.
The game was easy 10 understand and easy to play; the interface
was a marvel. Being tum based it gave you the leisure to think
through what you were about to do - a bit like playing chess on
the open battlefield. The Citadel tried to be too complex. During
key moments of the game you were forced to take real-time
control of your lords, actually fighting a one-on-one battle with
them, moving them over dull landscapes lo touch other maoving
lords in an attempt to communicate with them, You even had to
suffer watching your lords travel long distances and wait for
something to happen that warranted an intercept.

Plainly and simply, The Citadel suffered from evolution. Mike
had been heading to this point since the moment he started
coding Doomdark’s Revenge. Midwinter, Flames of Freedom, and
Ashes of Empire, all previewed many of the technigues used in
The Citadel and in the context of these games, they work.
However, with a Midnight game, the Midnight community were
expecting something more like the original games. Although it

replaced the keyboard overlay with a nice icon-driven interface,
and the landscaping technigue was improved, in hi-res and hi-
colour, fans of the series wanted a strategy adventure, not @
third-person fighting game.

It's interesting that Mike would later tell Andrew Leonard in an
interview that reviews for the original games always praised their
immersive qualities: “Immersion can be many things. The degree
of perceived immersion was very great, despite the fact that the
graphics were chunky, the soundtrack was often nonexistent, and
[in some cases| there was absolutely zero real-time animation.
Immersion does not necessarily require photo-realistic rendering
at 6o frames per second and Dolby Surround sound.™ Yet with
The Citadel he appeared ta be striving for these things and
veering away from the immersion-led originals.

The eye reopens

Mike is currently in Switzerland, working on a multiplayer online
RPG for Komodo Entertainment. “If aur plans come to fruition, we
should be launching in two years time and after that we start
work on the sequel, so that’s my medium-term future fairly well
tied up. | plan to do quite a lot of skiing." Despite these
projects, and the attraction of the Swiss slopes, he still hopes to
make The Eye of the Moon one day, perhaps as a collaborative
project with the Midnight community. In the meantime, you can
always play the various remakes of the original games, and we'll
have a round-up of the many faithful fan projects in the next
issue of Retro Gamer, For now, Luxor the Moonprince lives on.
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In the'second part of our in=
depth LO ds of Hidnight.feature,
Llooks at the many
remakes ~ including his ouwn —
and talks to fellow members of
the thriving Midnight community
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My own personal interest in the
games was rekindled in 1991. I'd
just bought myself a Spectrum +3
and was reverse engineering
some old Spectrum games. 1
came back into contact with Lords
of Midnight and as a programmer,
the game had always fascinated
me. | decided to reverse engineer
it and work out how Mike had
prog d it | di
to a file on my PC and worked
my way through the assembler
documenting the code.

While working on i, | had a
real urge to start replaying it, but
| didn* really want to use my
Spectrum. The Spectrum scene
wasn1 officially dead yet - even a
few dedicated magazines still
existed — and emulators weren't
openly available, if indeed there
were any at all. So | did the only

bled it

WORK IN PROGRESS

thing any respectable prog|
would do in that situation: 1
ported both Lords of Midnight
and Doomdark’s Revenge lo the
PC. | fined a few bugs, added
some little interface features, but
on the whole, the games were
the same.

The games werenl released to
the public until | got permission
from Mike Singleton in 1993, but
two years later, the ports became
the first of my games to be
released when they were shipped
with The Citadel. My link with
one of my all-time favourite
games was firmly forged.

In g8 | started work on
Windows ports. | had intended to
update the game graphically, keep
the same landscaping technique,
and add icons and other
Windows-type user interface

during the
coding | decided to remove all the
hard coding that the originals had
and make everything data driven
and changeable. | soon realised
that | wanted to write an engine
that could not only run Lords of
Midnight and Doomdark’s
Revenge, but that would allow

patched graphics, similar to Mike's
concept for Eye of the Moon.

Today, the engine is fully
configurable, allowing people to
creale new scenarios via data or
adding code if they wish. It can
also be plugged into other

5! prog to
write their own version of Loids,

people to create idnight-type
scenarios. At first | used graphics
from The Citadel, but then jure
Rogelj produced all new graphics
and The Midnight Engine was
bom. The Lords scenario has been
finished for some time and Jure
and | have recently given the
graphics engine an
overhaul in order o
accommodate our new
graphical ideas for

main features is

€ o

dark. and ; i ot
needing to concentrate on the Al
side. During the process | also sel
up my website
(www.icemark.com) as a nucleus
of all things Midnight and a
Yahoo group for the Midnight
community.

. WORKIN PROGRESS
E e e
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drew Smart has used the

i Midnight engine to drive his

version of Lords of Midnight, War
of the Solstice, allowing him to
focus on his graphics engine. The
results are superb. Wayne
Britcliffe is producing all the art,
David West is writing new
background information, and
|between them they are crafting
the ultimate version of Lords.
Andrew has managed to

W\H

gameplay. But | have also added
some new gameplay options. For
those who want to play a more
head-to-head approach, | have
allowed them to take control of
Doomdark's forces. There are also
changeable climates and weather
effects such as snow to enhance
the playing atmosphere. The goal
now is to take the playing
experience to a new level.

“Ever since | played the

AN

circumvent many of the issues of m‘ongmal and got the flavour for

a 3D engine by still keeping the
game turn- and grid-based,
although you wouldn really know
it as you seem to have direct
control over your characters in the
beautifully rendered 3D terrain.
“I've attempted to bring the

[ game into the 21st century by

using rich 3D graphic techniques
in place of the traditional
landscaping,” says Andrew.
“Shortly before | announced the
project, | approached Chris, and
he offered to release the source
code for TME so that | could
incorporate it. That has saved me
a lot of time getting somethmg
ded to
use a billboard-style display until
Wayne offered his help. He's
provided me with 3D mesh and
texture maps of a quality that |
could only have dreamt of.

“The game mechanics remain
the same as the original, the most
important being turn-based

g ing, | dreamt of being
able to wander around the land of
Midnight in true Technicolor,
being able to get a richer
experience of living in the land,
being able to wander through
forests in real-time, and to listen
to the sounds of the environment.

so much that | just yearned to be

there! From that, the project
began.”

Fulfilling

Thanks to the work of Wayne
Britcliffe, the remake looks
amazing, but the graphics artist
knows that gameplay and
atmosphere are key. “War of the
Solstice is an attempt to present
the Midnight games with an up-to-
date fascia while maintaining the
same game mechanics as the
originals and, most importantly, the

L i

o

.
| suppose the story pulled me in il

T



together, sharing the armies out

them and working out

strategies. Twenty years on, David |

remains a firm fan: “For me, no
other game before or since has

“I personally have been a fan
the Midnight games since they
\\'appeared on the Spectrum. The
Ubackstory, atmosphere and the
personalities that my young mind
projected onto the characters in
the game have lived in my
agination almost as strongly as
Tolkien's characters. So much so
that a chance to re-visualise the
Midnight realm was basically an
event | couldn't pass up on.”
Wayne and writer David West
were best friends at school and

LUXOR THEMOONPRINGE . T

He stands on the Flains of the
Moon, locking West to the
Towar of the Moon,

that is at the same time
believable. | reckon the Midnight
games are simply the best ever

| dread to think how many hours
I've put into them. Being able to
contribute in any way is very
rewarding for me and | enjoy
writing, which makes this the ideal
opportunity for me to work on
something Midnight related,
especially as my programming
skills are about 15 years out of
date.”

IlMatt Davies, Simon Bradley, Gaz

MORKIN

Dawnz of Shadows.

Bell, and Quirky have put Lords

_..of Midnight onto the Pocket PC,
|||Palm 0S, Psion3a, and GameBoy

dvance. Now everyone can enjoy
idnight, wherever they are!
Matt Davies is responsible for

Jthe Pocket PC port. *| always

oved Lords of Midnight; | have

e fond memories of it. It's
one of the few old games that
still plays as well as | remember.
| wanted it on the Pocket PC for
myself, so rushed it in three
weeks to get it done. The first
version was a port of The
Midnight Engine. The interface
and graphics were from the
Windows version, but the code
was written in C++ and based on
the original Lords Z8o
disassembly by Chris.

N THE WISE

aqain...

He stands at the Tower of the
Maon, looking Morth to the

Unfortunately, it only works on
mine and similar models, so I'm
currently trying to rewrite it to be
more generic about the hardware
it is on.”

Simon Bradley talks about
Masters of Midnight, his Palm 0S
port. “I intended it to be pretty
much a straight port of the first
game to the Palm OS PDAs, but |
am also trying to allow a bit of
flexibility so that certain elements
can be changed. This was
originally to cater for the different
specs of PDA, but this might end
up allowing compl 4 2
scenarios. In fact, since | am
concerned about the legalities of
the port, | might end up releasing
it with an original scenario and
graphics instead of the Lords
scenario.”

Simon touches on an
interesting point here not only for
Lords of Midnight but all
remakes: the issue of copyright
infri Mike Singl
addresses this point, echoing his
earlier comments on remakes. “As
long as my personal copyright
remains intact and I'm being
given due credit (which I'm
confident is the case), I'm entirely
happy with remakes being made.
If there's a commercial aspect,
then naturally I'd expect things to [N
be more formal and contractual
agreements made.”

Gaz Bell's Psion Midnight is
another handheld port that's born
out of love for all things
Midnight. “1 played Lords of




Midnight probably more than any
other game and really missed it
and wanted the chance to play it
again,” says Gaz, “and what
better way than on my little
palmtop computer in the pub over
a quiet pint? I'd written a few
odds and ends for the Psion and
fancied trying my hand at
something more ambitious, and
the built-in programming
language had lots of commands

-fol manipulating areas of the

screen and graphics-bitmap files,
50 writing a landscaping engine
seemed ideally suited to it...
provided it could do it fast
enough. And thus the project was

born, with version 1.01 released in

January 96."

Eonrﬂtnon THE: UISE. He Atmms in the Forest o

¥ Shuéous, Looking

Jean-Yves Rouffiac has taken
Lords of Midnight to a place
where many would love to play it
- online. Midnight/MU allows you
to play against up to three
players in the icy realms of
Midnight. It uses a slightly
modified map, new characters,
new rules, new algorithms, and
new features, but retains the
original graphics.

“I was looking for a project to
teach myself PHP and MySQL,
and this fitted perfectly,” reveals
Jean-Yves. “It was my chance to
recreate it with a multiplayer
angle that | felt would add extra
depth to the game.” Maturally, he
shares his enthusiasm with the
other members of the community.
"My earliest memories of Lords
were the adverts (‘The Lords of
Midnight are coming...”), which
sent my imagination into
overdrive. Then | saw the pre-
release screenshots in the
computer magazines, and they
exceeded expectations, Then
finally playing the game; it was

B T T T e T T

the first time that | really felt that}]
a game had taken me into

another world. It has stood the

test of time better than most
games. It still throws up

surprises. There's always a new
vista that has never been seen
before, always another strategy

g




Davor Cubranic has converted
Lords of Midnight into Java. He
says of jLOM: “I got into this with
the purpose of getting Lords of
Midnight to work on a Palm. |
started off rewriting Lords from
Chiis's annotated assembly source
in C, stalled, and then picked it up
about two years later while | was
playing with the Eclipse IDE. So it
naturally morphed into object-
orientated Java code. | wanted to

make a version that was easy o
read and modify, whether to fit it
with a different user interface
(using the same game engine) or
to play with game rules, the map,
of the computer Al | didn give
up on the small-devices idea,
though, because | have a version
working as an MIDP. It still needs
a bit of work, but | hope by the
time | buy a Java-enabled phone,
Il be able to play jLOM on it”

Imtiaz Dharssi has developed his
version of Lords of Midnight in
Visual Basic. “Midnight Flyer uses
a combination of 3D rendering
and billboards to create visually
stunning landscapes,” he
explains. “The player can explore
the land of Midnight in a
traditional campaign against
Doomdark, or just fly around
Midnight for fun. Midnight Flyer is
not an exact remake of the
original Lords. There are already
some differences, such as the
battle algorithm. Now terrain and
race are more important to the
outcome of a battle.”

Inspired

Midnight

==
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Matt Glanville is retro fitting The
Citadel into the Midnight engine.
This will allow people to play The
Citadel in the style of the original
Midnight games. “I'm trying to
recreate the excellent background
and established storyline of the
third game into the format of the
much-loved earlier games,” says
Matt of this worthy pursuit. “I

have always felt, along with quite
a few others | believe, that the
game Domark produced was
something of a disappointmenlL
The atmosphere of the original
games, especially Lords of
Midnight, was outstanding and it
kept drawing me in, wondering
what lay around the next comer. |
want to recreate this atmosphere,

Keeping

it real
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...With nowhere to go!

CW: How long did each novella take to write?

Many of the

levenge coverdisc.
wish to visit
own websites

Icemark

www.jcemark.com

Chris Wild's website ~ home to his
Lords and Doomdark PC remakes,
and The Midnight Engine.

: To settle an argument, is
on a dragon?

The Frozen
Empire

www. frozenempire.net

Home of War of the Solstice,
Andrew Smart's version of Lords
of Midnight.

Lost Realms

http:/fperso.wanadoo.frflost-
realms/index.html|

A brand new website 1o promote
Legends from the Lost Realms.
CW: | heard that you
this true and what i

produced a concept document of Midwinter 3. Is
fith |

Marshall
Lords

http://chthonic.150m.com/marshall/
index.htm

The website for Ben Wright's
Marshall Lords.

ning

Midnight

Flyer
www.geocities.com/idharssiflomexe
html

Maore information on Imtiaz
Dharssi's Lords OF Midnight
remake,

Java Midnight

www. s, ubc.caf~cubranigfjlom/fjlom
html

Home of jLOM, the lava re
implementation of Lords of
Midnight.
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remakes are
included on this month's |3
However,
information,
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for
you may
the authors'

Masters of

Midnight

www.pocketfuel.co
ex.html

Simon Bradley's website for his
Palm 05 port.

Psion
Midnight

http:/fwww.princegaz.pwp.blueyon
der.co.uk

Visit this site for information on
Gaz Bell's version for Psion
handhelds,

Midnight/MU

www.westhaven.uklinux.net/vmidni

ght/games_home.php
The online gaming site for the
Multi-User Lords of Midnight.

The Lair of
the
Dragonlord

www.tcwonline.org/~intruderzg
Tools and editors for use with The
Midnight Engine and Midnight/MU
are provided here.

Linux
Midnight

https/f pages.ge.ucl.ac,uk/~km
itchelhome/
Karl Mitchell has made Chris E

Wild's PC ports work under
Dosemu for Linux. Go to this site
to take a look,



