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Desert Island Disks
with Scott Adams
[left] Scott poses with 

three beautiful models 

(TRS-80, TI-99/4a, Apple II)
The most graphically advanced computer game I’ve ever played was released in 1981. It was called ‘The Count’ and written by an American called Scott Adams. Over two decades later, I can still see the rugged castle walls, the unruly mob of villagers brandishing flaming torches, the grand painting of the count himself, which undeniably revealed his vampiric tendencies. I can feel the knot in my bedsheets tighten as I use them to escape from the nocturnal pursuit of the bat. I can sense the claustrophobia as I clamber into the dumb waiter and use it to reach unexplored parts of the castle. All this from a few well chosen words. 

You see, Scott wrote text adventures – over a dozen of them, starting with ‘Adventureland’ in 1978, through to his Marvel Comic adventures in the mid-eighties. This largely forgotten genre involved you entering simple two word ‘verb-noun’ commands into your computer – ‘open door’, ‘climb tree’, ‘drink rum’ – and the computer would respond with descriptions of your location, items you could pick up and use, problems you needed to solve. In less memory space than your average one page word document, Scott created whole worlds. These were games you played in your head long after the computer was switched off, as you struggled to find different ways to tackle the intriguing puzzles and discover more about these strange new lands, be they tropical islands, haunted funhouses or Egyptian tombs. And everything was rendered in the highest resolution possible – by your imagination.
Moon Radio is kindly hosting this live streamed interview with Scott in Wisconsin, USA. I shall be doing my best Sue Lawley impersonation and asking him which eight games he would take with him as a castaway on a desert island. Along the way, Scott will give us a fascinating insight into the early videogame industry, entertain us with stories from his days writing games and running his company Adventure International and talk about his hopes for future online gaming.
After Scott has selected Game number 6, we shall be taking questions from the audience. If you wish to ask a question, please fill in the section below and pass it to Ian Pare. 

We hope you enjoy the session.




Paul Drury and Ian Pare
…………………………………………………………………………………………………………………………………………….
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