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Trevor Jacob
Published by Jacaranda

Software $65

Auailable for Apple, BBC, Commodore.

UBM PC uersion due late 7986)

A popular way of giving students a feel for
the past is to dress up and act out historical
roles.

Role-playing is fine, but the practicalities

of filling in "gold mines" all over the
schoolyard, not to mention the
complications of enthusiastic wielders of
picks, shovels and explosives, makes a
computer-based alternative attractive.

The Goldfields package consists of a

disk, teacher's guide, four black-line
masters and a copy of A Goldfields Journal
or A Guide to Prospective Gold Seekers.

The disk, like all Jacaranda disks, is

unprotected and schools are allowed to
make one backup copy.

During the nineteenth century a number
of miners tried to make good by publishing

books purporting to tell new chums how to
survive on the colonial goldfields. In the
handbook which accompanies Goldfields
the author, Trevor Jacob, has combined
pictures and text from many of these

sources while keeping fairly tight control
over the vocabulary and reading difficulty.
Useful as a resource in its own right, it
would make a good basis for introductory
activities. Occasionally there are leads into
areas that won't be found in the textbooks.

The simulation begins with you, the
player, otr the wharf at a colonial port and
penniless. Given one year to make your
fortune, Vou are first faced with the
problem of reaching the goldfields. Job
opportunities abound and it should not
take long to make enough money to buy
necessities such as a pan, pick and shovel.

Players must look after their health. If
you spend too long in places like Damp
Camp or work underground without
making your mine safe, your health will
suffer badly. Your legal status is degraded
by committing crimes. In this game the
troopers always get their man, though not
always immediately, and some can be

bribed.

Unless you have a lot of money it's
difficult to get started in deep lead mining
ventures. Like most diggers of the last

century, players will find that alluvial
mining is not the fastest way to riches. It

becomes evident that the best opportunities
are offered by providing other diggers with
necessities. At Fields Town you can work
in a market garden, run a cartage business

or a pub, or even become a doctor. In
some of these jobs one gets to hear
rumours of a secret map, but to say more
would give away too much.

While similar to "adventure" programs in
that players are free to move around,
playing Goldfields does not involve solving
obscure logical puzzles. You progress from
one menu to another so that your range of
choices is always clearly laid out.

At any time in the game it is possible to
review one's activities so far. There is a

special "kitty" screen which summarises
one's activities throughout the game. Gold
can be exchanged for cash, though the rate
is better the further one is from the mining
areas. The game can be saved at any time
making possible its use in a class with only
one computer.

After a "year" has passed your activities
and achievements are summarised in a

certificate that can be printed (any printer
can be used) . Although it's possible to
continue indefinitely, it's better to start
again and try a different strategy.

The Apple version runs on the IIe and
IIc, the Commodore version is suitable for
the 64 and I28, and the BBC version runs
on the model B, B+, Master 128 and
Econet. A version for the IBM PC and
compatibles is due for publication later in
the year.

The teacher's guide has suggestions for
several themes and enrichment activities.

In summary this is a particularly useful
package, adaptable to a number of levels in
both upper primary and secondary social
science classes.


