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  INTERACTIVE ADVENTURE





  c 1987 by Heff Munson


   Overture plays as opening credits run.  Background to 

     credits is a series of adventure-game packages with gorgeous 

     artwork depicting exciting scenes.  Some of the games could 

     have amusing titles ("DRAGON MISBEHAVIOR" for example).  As 

     the overture ends, dissolve to a plain box bearing only the 

     title "INTERACTIVE ADVENTURE", which is held in the Player's 

     hands.


    PLAYER is in his late teens, a veteran computer-gamer 

     of the DUNGEONS & DRAGONS school.  Not quite a nerd, but 

     decidedly bookish, he likes to think of himself as a bit 

     jaded, with a flip sense of humor.


   Player mutters something about "not the game I ordered",

     and "They really went all-out on the packaging, didn't they?".

     He loads the game program into his home computer anyway, just 

     to try it out. 


   The game starts off as a simple "Text-only" adventure, 

     with no illustrations, no sound effects, just descriptions 

     displayed on the computer monitor screen.  The "story" presents 

     simple, survival-oriented puzzles with the occasional computer-

     generated wisecrack (in the style of Infocom's "ZORK" series). 

     Player maneuvers his "character" easily through the simple

     logic puzzles to an apparently safe position, then decides to 

     leave the game.  As he ends the session, the game-program

     awards him points for his puzzle solutions, but chides him 
     for ending so soon when the puzzles were so simple.  His pride 

     a bit ruffled, Player  decides that he'll play again the next 

     day "before sending back the game".


   The next day, Player begins SESSION 2 by reloading the 

     game into his computer, and notices that the game now presents 

     a full-color title screen and partial-screen illustrations in 

     addition to the text.  The puzzles are not so easy as 

     before, now concerned with the search for security.  The 

     player still manages to solve most of the puzzles to his 

     satisfaction and leaves the game.  Again, the game awards 

     points, but still admonishes him for his unimaginative

     solutions.  Player decides to play again on the following 

     day.


   In SESSION 3, the game now features simple 3-part 

     computer music and spot-animated screens (as in Electronic 

     Arts' "BARD'S TALE").  Player now guides his character to a 

     "special" well.  The computer screen shows an animated figure 

     apparently advancing toward the "front" of the screen.

     Player discovers that his "character" in the game is a female 

     of his own age.


   CHARACTER is a medieval peasant-girl of above-average 

     intelligence.  She is basically attractive, but a bit

     disheveled.  Her knowledge is initially limited by the ideas 

     of her time, but she assimilates rapidly.


   Player discovers that he can communicate with his 

     Character, first through the computer keyboard, then through

     speech (although her voice sounds a bit distorted by the

     microchip through which it passes).  She treats him as a

     mystical being at first, although their relationship

     normalizes later.  Player finds that the game is becoming 

     increasingly real to him, and at the end of this session, 

     the first song, "Interactive Adventure" is heard.


   SESSION 4 finds a fully-animated Character responding to

     Player more and more as an equal.  She also demonstrates

     that she can function in her world independently, for she 

     has had some experiences of her own while he was away with 

     the computer turned off.
They "compare notes" on their

     worlds, and discover that time moves a bit faster in hers. 

     The second song, "Time", explores this idea, but also 

     features the Character singing a response for the first 

     time.  They bid each other goodnight with growing

     affection.


   SESSION 5's screen presentation is now almost 

     photographic, and Player seems to be conversing with a 

     televised movie.
Player is now feeling a bit TOO involved 

     with the game, and fears losing touch with his own world. 

     So they discuss his world and his problems.  Her solutions

     are still based in medieval terms, but their content makes 

     sense to him.  Song #3, "I wonder if your Soul has travelled 

     Far", is sung entirely by Character, and as Player confides 

     in her, their relationship intensifies further.  At the end 

     of the session, Player discovers to his dismay that most of 

     the "points" possible in the game have been scored, and that 

     there appears to be only one session left.


   In SESSION 6, Player muses that he might have been

     better off emotionally with a simple joystick game.  Character

     overhears, and asks to see what a joystick is, so he shows her

     a joystick used in one of his other, video-arcade style games.

     Then Player and Character discover that the game awards points 

     based upon HER learning.



   But there is also bad news from her nearby town: a magic

     staff has been stolen and must be recovered.  They decide to go 

     on "a Good Old-Fashioned Quest" to recover the staff.  She 

     goes to save her town so that she may continue her learning; 

     he goes to prolong their time together and stall the 

     realization of that "last lesson" of hers.  At first he

     fears that he can't accompany her, and indeed he can't, but 

     via his imagination he can be "almost present" wherever 

     she goes, even though they can't touch.


   They go to the Inn, where they meet three comically 

     exaggerated fellow adventurers: Strongsword, an overly 

     honorable knight, Swiftarrow, an Elf-archer who can't stop 

     talking about HIS people, and Cheapbucket, a "half-Halfling"

     (part hobbit, part human) with a magic swill-pouch that 

     never runs dry.  The trio has been assembled by a 

     wisecracking wizard ("the Mage") who knows he's in a 

     computer game and makes the most of it.  He gets to poke 

     fun at the situation in song #4, "Didn't I see you in the 

     Unseen World".  The quest is an affectionate parody of all 

     quest adventures, the goal in this case being the recovery

     of the powerstaff from "the Evil One".


   As the quest begins, the Mage reveals that he has a map

     that will lead the Party directly into the Evil One's

     stronghold.  The Player is suspicious: "How come this Mage

     knows so much about the Evil One's domain?".  The Mage levels

     with him, saying "I bought the hint book".  Satisfied, the

     Party starts their journey.


   They discover to their dismay that the local dragon has

     been captured by the Evil One.  The dragon was not friendly, but

     its defeat is an ominous indication of the Evil One's growing

     power.


   Following the Mage's map, the Party ventures into a

     forest and locates a secret chest which Cheapbucket is

     obliged to unlock.  His lockpicking skills are not up to

     the task, but when he accidentally spills some of his swill

     onto the chest's padlock, it smokes a little then drops,

     open, to the ground.  They open the chest and find a scroll

     which tells them how to teleport across an otherwise

     impassable river.


   By following the scroll's directions, the party

     teleports into an enormous maze (Cheapbucket teleports

     into a door by mistake, but this is easily corrected).


   They decide to spend the night in the maze.
Sticks

     are gathered for a camp-fire, and the Mage demonstrates

     his skill at fire-summoning: three swirls, three twirls,

     and some sleight-of-hand involving a matchbook.  Even

     so, the twigs are damp and won't light until they are

     doused with some of Cheapbucket's swill: then they

     burst into flames quite nicely.  The Mage remarks,

     "No wonder that stuff puts hair on your feet".


   After dining, they are all lulled to sleep by one

     of Swiftarrow's interminable epic elf-poems ("something

     lengthy...and historical, I should think").


   Cheapbucket falls asleep sucking the pouch like a

     baby-bottle, and, at dawn, leads everyone out of the maze

     ("See?  I told you it was a straight line!").  Once out of

     the maze, they can see the Evil One's fortress in the

     distance across a broad plain.  The Mage offers his reaction:

     "Very impressive...especially for a text adventure".


   They cross the plain, and Strongsword and Swiftarrow

     prove their worth by swiftly dispatching various illusionary

     monsters that pop up out of nowhere.  Finally they reach the

     entry into the fortress.
A voice calls out, "Who goes there",

     and the valiant and truthful Strongsword blows the Party's

     cover by announcing their identity and their intentions in

     loud, bold tones.  Fortunately, he is yanked back outside

     before the retaliatory fireball strikes.


   Cheapbucket decides to sneak his way inside while the

     others await his signal.
As they wait, Player takes the

     Mage to task for delegating all the dangerous work to the

     others ("for someone who bought the hint book, you don't

     seem very confident!"), and for marching near the back of

     the Party, even behind the female Character, whom they now

     call Juliana---and, by the way, "why have you brought her

     to this dangerous place?
Is there some part of the plan

     you're not telling us?!"


   The argument is interrupted by a blast of trumpets

     from inside the fortress and the announcement that

     Cheapbucket has been captured.  The Party rushes inside

     in collective shock, and finds out that things are worse:

     not only has Cheapbucket been captured, he's been killed,

     as first his pouch, then his body, are cast to the ground

     from the high inner wall of the fortress.


   The Party has no time to grieve, however, for the

     dragon is then released into the courtyard.  Swiftarrow's

     best shots bounce harmlessly off the dragon's scales, and

     Strongsword's sword breaks.  The Mage is about to ask

     Juliana to "run a little errand" for him when Player,

     furious, demands that the Mage go out there HIMSELF and

     do something!


   Reluctantly, the Mage offers one last hint: "If my

     death will bring you any joy...stick around"---then he

     trudges off toward the dragon, who knocks him sprawling.

     Juliana gets the hint and calls out to the Player, "Joy!

     Joy!  Stick around!" before running out to help the

     fallen Mage.


   Now the Player must act to save her.  Suddenly he

     whirls around and plugs his joystick into his computer.

     He fires and his laser-beams hit the dragon, who had been

     preparing a fire-breath.
The dragon falls back into the

     wooden walls of the fortress, belching flame.  There is a

     terrible explosion, then silence.


   Strongsword, Swiftarrow, and Juliana make their way

     back outside the outer walls of the fortress, along with

     the Player.  A moment later, the Mage also staggers out,

     carrying the body of Cheapbucket and the swill-pouch.


   Then the Mage vindicates himself by performing his only

     feat of true magic: he restores Cheapbucket's life. 

     Cheapbucket sits up, looks around, and says "Where's the

     pouch?".
The Mage tosses it to him, remarking:

     "That's fifty spell-points you owe me".


   Finally, the Evil One comes out and returns the power-

     staff.  It turns out that this whole quest was really an

     episode in HIS computer-game, and now he's learned his

     lesson.  Off he goes, a reformed older gentleman whose real

     name is "Barney".


  In the end, the town gets its magic staff back, the 

     knight gets the satisfaction of "Triumph of Righteousness",

     the elf gets a fine tale to tell his people, the half-

     halfling gets some friends, and the crafty Mage gets to 

     work out a nifty distribution deal with the Innkeeper:

     he's going into the computer-adventure-game business.

 
   SESSION 7 finds the Character realizing that she has 

     in fact learned her last lesson without really trying.

     Player is apprehensive until she tells him what that 

     lesson is: "There is no end."  This is also the title of 

     the final song which plays as the computer screen displays 

     the words "LOADING PART TWO" and the final credits roll.

