venture

into the depths of mmaxzmmm you go. Armed with
n your computer, and your keen mind, you have
‘decided to take on the forces of evil.

be on & desert island, inside a haunted
within & dungeon deep within the bowels of

oansmuumnAamnm<mm<mnmao:mvpmsm«
4omewhere in a galaxy far away', :

u<mzqcmm games take place in all these scenarios,
and & thousand more beside. Come with us now, as we
{scover the excitement of the worlds of ADVENTURE.

&**l***#**##&Q&&l#*##*#i#’*

an

In this 'otherworld' there are

to be fought, treasures to be discovered,
be made, and puzzles to be solved.

- “.people feel that ADVENTURE games are the most
- #deiting games which can be played with a computer.
: 3-8re interested in role-playing games Like-TSR

fes! Dungeons and Dragons (the game and name are
jistered trademarks of TSR), then you're -certain
@8joy playing ADVENTURE,

cluded three ADVENTURE-Llike programs in this
Two  are of medium difficulty, and the third

massive program occupying more than 16K --
:h8ve you scratching your head as you try to

A5, B e T S A

tuce . of true ADVENTURE games is that the
J Shey model is consistent. That is, the world
W4 within the ADVENTURE progrem is solid, and
L from any events specific to that game, such
hquake, or a magic spell -- the parts of
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do not shift in a random ﬁmms*os.. If you
“”Mx :W“MM s 'gnerled and twisted omr. with nﬂm
initials of your best friend carved in the trun
when going down a certain woodland park, the same
osk should still be there when you amaca:. In @
properly constructed ADVENTURE the rivers stay J“
place, the dungeon walls do not mysteriously .ao“
and shift every time you turn your back, and objec M
you put down 1in one cave within an c:nmﬂmaocs
labyrinth do not suddenly eappesar of their ~own
volition a hundred caves away (unless, oq nocammn
they've been blessed with some form of amm,omp auto
transportation].

Map-making 1is one of the true ADVENTURE-players
skills and delight. Working your wsy a:mocus an
imaginary {but self-consistent) environment,
tackling monsters and collecting mwmmm:wmm~ solving
puzzles as you go up and down m«mdsmmmmm and m:cnmm.
explore side tunnels, get —omn Js mm~w|ndwo-”w
mazes, and so on is only fescinating if the zom
you are exploring is mappsble. You should, or
example, be able to expect both ends of a tunnel tc
always emerge in the same spots, &0 when you _come
across one entrance to that tunnel mmnms on in @
geme from a different position, you will have & new,
useful clue to further flesh out your map of the
environment. All the 'worlds' created in the geres
in this section of your book are amuvmapm. and .nw-
first two even give you glimpses, from time to tiee.
of the scene from sbove. The third one does not, -qa
this is the one you should teckle tast of all, on”.
you're confident you can move through the othe
much simpler, environments at will.

Role-playing 1is part of Life. There mqm.mmwm ncvnu
many situations in your everyday activities «wPs
you, to some extent, are forced to adopt & 1oﬁ“.
Most jobs, unfortunstely,; expect you to behave at
the needs and goels of the company were your g
needs and goals, that the enthusiasm you prcjes
each day to customers and fellow-workers were -ﬁ
own, inner enthusiasms, and so on. You mey ws:s

find that, in new situations, you have learnt to
mask your lack of ease by acting confident, and st
ease, discovering that -~ if you do it skittfully --

vmoupmamxmn:muwohmononwopmmm*wﬁn:mwm your
true self. .

The role-playing which tekes place within the
{imaginary environments of an ADVENTURE game is far
more interesting, and is generally far removed from
the self of your everyday life. When you think about

§t, even playing games Like 'Cops and Robbers' is an
xercise in role-playing.

000

8o, we've all hed experience in role-playing, even
4f some of it was not as much fun as taking part in
long~range campeigns to rescue 8 handsome prince,
‘trapped within a tower. The ADVENTURES given in this
Book are by no means as elaborate as some of the
offered for sale for your computer, but they

more carefully and consistently organised than

I have seen, and -- as a bonus -—- give you
#rameworks within which you cen construct ADVENTURE

e-playing games which involve other people, such
:TSR's D & D which I mentioned earlier, generally
@ 8 great deal of flexibility in development as &
8 proceeds. Under the control of a good Dungeon-
er, @a role-playing game can develop and evolve
directions which he or she had not even imagined
R setting up the initial scenario. Unfortunately,
uter role-pleaying games cannot be so flexible.
$-Bany ways when playing ADVENTURE with a computer,
§84¥ sre trying to solve a puzzle, or series of them,
48h the programmer has crested. The computer can
! to help set up the initial scenario and
Adreine where objects will be located, and perhaps
- particular stairwell will Llead, but the
to the environment is fixed by the

r when the game is written.

g8n see this in action, for example, in
: STRONGHOLD OF THE DWARVEN LORDS where




have to work your way throu i

where the Dwarven nsmmwcwm ﬁmmManMMwm 4NM MM“o”MMﬂ

MMncth< hides the treasure, and modifies n:mu.mlm

n:Mmoohocmoam.mxﬁmsn. but that is al(. of course,

e bPuter is also used to produce the feedback tg
Player as the game is underway, and jts role

there is very valuable,

m“”wm:umn a time, :mq.omaum*w:m were re-enacted gn
aate Ps. Napoleonic battles were fought and won
. ge  sheets of card marked with rivers and
:mnswm . 88 players re-enacted major engagements
e u~mMMMmm ohqnwmnwmm n:m*ﬂ:ozz. Wargamers found
: . © 9ames they played could be
tncreased if attention were paid as h i

more) to the individuals the wer macn i i ih
rather than Jjust. with mncmwm om mﬂmnmdsm :d«c.
attention tg individual identity lead o. cetly w&ﬂm
the aopm|u~m<¢=m games we :m<w noammuammwp<mmhM”M

discovered how rewardi i

ing it was
of a particular leader. " 1o take on the rote
Our Dungeons and cﬁmmoam.nm<m—oumn directly fronm

Mwm *umm<wmmmw z:mwm Players took on the identities
8ls within battles T
. . W0 gamers Dave
mthw“~ and E, Gary .m<mmx decided to oonhm< " an
o n:m< ”Mwwmmnm wmwwwn<. which they initially gave
in 4 as a boxed set of
cM“rFMnm under the tit(le Dungeons and Dragons. n:%”M
m:oMm mmmam an enormous success, and :mu hundreds of
n:mﬂamﬂ 5 of umouﬁm spend a8 significant portion of
st eisure plunging into the depths gf the earth
erics, trolls, magaicians m:n.mowomamwm..mxn

ploring, fightin c P .

MMMmM=*mm:m~ D & D idea soon Spawned a host of other
» Such gs Runequest (Chaosium Ltd, Albany
?

nm_mwcwsﬁmu.mcmzido and n:*<m~ﬂ< & Sorcery ﬁmm:nmm<
4==:m~mm qwoppm

mmamm.capﬁa*nmn. Roslyn, New York]),
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{Flying Buffalo, Inc., Scottsdale, Arizona), Travel-

ler (Geme Designers' Workshop, Bloomington, Illi-
nois) and Heroes of Olympus (Task Force Games, Ama-
rillo, Texas}.,

Will Crowther and Don Woods entered computer history
in 1876 by putting the world's first role-playing
game -- just called ADVENTURE -- onto & mainframe
computer at Stanford University. (The program wsas
actually written by Crowther, and elsborated by
Woods, although today both men are generally cre-
dited with developing in the program.) Although the
game quickly became a cult-pursuit all over America,
the floodgates to computer ADVENTURE-gaming did not
cpen until microcomputers put machine-power -- and
computer time -- into the hands of millions.
Cheaper memory enabled extremely elasborsate adven-
tures to be created, and so now the computer ADVEN-
TURE gamer is extremely well served. ,

Crowther and Woods perhaps created better than they
knew. Even today, despite the multitude of programs
available, the original ADVENTURE is still going

strong. At least five companies st present are
selling versions of the original ADVENTURE for the

Apple alone,

This original program was written in Fortran, and
when it was added to a free software-exchange libra-
ry (Decus) organised by the Digital Equipment Compu-
ter Users' Society (most of whom used Dec's DCP-11
systems), it soon became the most-used program in
the Llibrary. Two years later, sanother adventure
program, Dungeon was added to Decus. This program
which took the ADVENTURE idea much further than
Crowther's program, was written by Tim Anderson,
Marc Blank, Bruce Daniels and Dave Lebling, all of
the Programming Technology Division of the MIT Labo-
ratory for Computer Science.

The Addison-Wesley Book of Apple Computer Software

(edited by Jeffrey Stanton and John Dickey, The Book
Co., Lawndele, California, 1981) devotes 29 pages to
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aomnqwuﬂzc fentesy, =a~m|v~m<w=m. adventure and war

simulation Sames available for the A

Pple II. If the
support for nswn computer is so good in this field
of software, it indicates that many other popular

Computers are also well-supported

m¢0= m°~ QQW et e , . A <
‘Q_ our OQBU:" I ﬂ_—a t rs - O—QU"-: <°=— own

6 for this most special of com i i

one -:do: you should experience. >=nnmnwa ww”MwmhM
given in this part of the book will certainly give

. you 8 framework upon which to buitd, I suggest you
get them up and running, and then elaborate them to

<o:a=oman.mno:nmzn~oa 8t least unti
of memory) . | til you run out

Although there 18 8 trend towards. . ic— .
.mu<m:n:ﬁom. rather than the classic nmxmhn”MMM ””an
the mnmwmnawoz of text programs continues, Just mm
nm~m<mmdoq did not make radio obsolete -- because
the imagination is stronger than anything men can
make ~- S0 graphic adventures hsve not taken awa
‘nqo special value of text-based games, where ﬂrw
ad:n 18 triggered to produce worlds far more fantas-
tic than any that a clever progremmer could draw

using the sophisticated graphics i
of today's machines, P sreileble on neny

However, you'(l probabl i

) Y find you can make the
uammm:nmn_os of the text output of these games more
attractive on your computer by adding color and
sound as you see fit, wusing the special features of

<o==amo:msmnom==m:nmo j i
The ganchi , <:w m:go<sm:n,:=m: playing

One of the leading companies in the wo i

ADVENTURE programs is Adventure HhhMﬂMMMM“”MHm
woc:nma by Scott Adams. His company has some of n:w
most aqmmwsmnm<m displays at computer shows of
a8nyone in the games software field, and it isg uoon
nm know :*m pPrograms are as exciting as his show
n_mu*m<m. Make sure You experience the pleasure of
playing & Scott Adams adventure program

in  due
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,.mocqmm., and you'll see how faer the genre has been

».oxnmzamn.

I met Scott in Atlanta one day at a computer show
and found him friendly, quiet and reserved. Somehow,
I'd expected him to be like a warlock from one of
his dungeons, or a dragon from one of the cave
systems. However, some behaviour was more in keeping
with my expectations. It wes Halloween, ' and Scott
end his crew were all dressed to the nines as chars-
cters out of some of the progrems. The same approach
to Life which had him tell his staff to come to work
in fancy dress permeates his programs. Start with
the programs here, which are much simpler to solve
than programs such as Scott's, and then graduate to
the commercial programs. Perhaps his program
Adventureland would be a good place to begin, before
you move on to some of his other games, and onto
those produced by other companies.

SNENOT

i
i

Avalon Hill's program Empire of the Over—Mind is
another of the classics of the field, and this -- as
well as Sentient Software's Cyborg deserve inspec-
tion. The list could go on and on, and certainly new
titles have been added to the programs now
available, so your computer magazines and/or your
local gemer end computer clubs would be a good place
to find out just what else is around for you and
_your computer,

EEXEXEEBERXRRRSRRRRREABR%S

I guess it's time now to introduce you to the
adventure programs in this book. If you'd like to
know more about the field, to help you write your
own programs, there is a vast body of Lliterature
which is of interest. It includes:

IN ADVENTURE GAMES -
August 1981, by

ADVENTURE
Computing,

- PUTTING
article in Creative
. Robert Plemondon

— GRAPHIC ADVENTURES ON THE ATARI - article in
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Creative Computing -, August 1982, by John And
) - FANTASY GAMES (parts one m=n<n:o_ - mwmwmwmm
in Creative Computing, issues of March 1981 (part
one) and May 1981 (part two) by David Lubar

- AN ADVENTURE IN SMALL COMPUTER GAME
SIMULATION - article by Scott Adams (when he was

Just about unknown!) in Creative Computing, way back

in August 1978

- KINGS OF THE CASTLE WALLS - article in
Prectical Computing, March 1882, by Dennis Ellis

= ADVENTURE WRITING - this 1is an immensely
valuable 16-page booklet, distributed by Aardvark-
80, 2352 s, Commerce, Walled Lake, MI 48088 {313 669
3118) for around $5.00, 1t explains the whole
background of adventure game writing, and includes s
complete adventure program, Desthship., 1If you read
nothing else in the field, you should get hold of-

.nsmm booklet if you really want to discover how to
"wWrite asdventure games

— FANTASY ROLE-PLAYING GAMES - Holmes, J
[Hippocrene Books, Inc,, New York, 1881)

- WHAT IS DUNGEONS AND DRAGONS? - Butterfield
John, Parker Philip, and Honigmann David (Penguin
Books, New York, 1982) .

- DICING WITH DRAGONS - AN INTRODUCTION TO
ROLE-PLAYING GAMES - Livingstone, Ian {Routledge &
Kegan Paul, London Melbourne and Henley)

dusty stacks of uncatalogued manuscripts in room

Deep beneath the earth you go, far into the Dwarven
Heartland, Danger is on every side as you descend,
but your greed draws you on, Searching through the
dusty stacks of uncatalogued menuscripts in room
546B of the British Museum, you came across a faded,

-and  almosty illegible mep to a Dwarven hoard of

gold, and since that day, you have been obsessed
with the ides of finding it,

As you go down into the Labyrinth, you realise that
the Dwarven Lords, who secreted the gold here 7389
years ago, have long since become extinct, so the
main danger you face is from the layout of the
cavern system itself, rather than from Guards of the
Stronghold.

In STRONGHOLD OF THE DWARVEN LORDS you are in a
cavern which holds the gold. Each time you play this
game, the gold can be in one of three places. The
only information you get as to your progress is
information provided by the Dwerven Source Beam
which you found as you made your way into the cave
system. This gives you feedback safter each move as
to the location of the gold, but you need to learn
how to interpret the informetion it gives you before

you'll be able to make much use of it.

The other information you get is in the form of @
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Straight statement regarding the directions you can 4 which you cen csll up from time to time. The map

aw<m wwoa YOUF present position. After each move i looks Llike this [with the walls shown as # symbols,
% Mﬂmn.u. you'll be.given a screen display like the , . and you shown as *): : : .
ollowing: .

. : . North
STEP NUMBER 49 o . & S “**““““H“MH~H““
’ E o tE Hed 44 #
NORTH: . s
Sopon. et : g TR
EAST: WALL : : t 8480 #¢
: i : #H - 1 R
WEST: OPEN , v 1o T T
THE DWARVEN SOURCE BEAM READS 10 o Hm~u"wm *¢“ “*H
I IIIIT #
. t # #e48d
Then you'll be asked to enter the direction "you want e ti404s #4 28044
to move, &5 follows: . : FRRE0E 08 $288
: e # 2 #
#EESELEERLLOEE00
South

Which direction do you want
to move?

= north, S - south : ; There are two catches to calling up a map of this
- east, W - west, H - help T type. Firstly, although you are shown, the location
W = of the gold is not. Secondly, each time you enter

; 'H' to get a look at the map, you'll be penalised 15

steps. Therefore, it is in your interests to use the

You will not, as you probably realise, be mp—o:mn to _ Help option as few times as possible.
walk through walls.

N
E
?

Although there are some features which are common to

each’ and every cavern generated by this program

The - ai . . ldictated by the dsta statements from 870 to 860),
the c:usmM:nWMnMMMmmm :”maﬁmmm to say, is to reach : the cavern is not identical from run to run. As well
you, there is s ma £ m:dn y as possible. To aid - a5 thet, as I mentioned earlier, the gold itself can
! po & cavern system from sbove, be in one of three lLocations within the cave system.

The output of the program, as it is given in terms
of the directions you can take from your present
position, could be modified to produce a '3-D maze'
output, You know, from move to move, which
direction you're facing, and the computer knows
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which  directions from that pesition

represent
possible moves. You would need to add a subroutine

which drew a picture of the situation immediately in
front of you, choosing from a bank of pictures (one
with the ares straight in front of you clear but
with the walls solid on either side of you, another
with extrances to the right and to the left but with
the path straight ahead blocked off, and so on) to
produce a continuous picture of the scene ahead,
This can be most effective, and may well be worth
implementing on your systen.

Now, here is the listing of STRONGHOLD OF THE
can start trekking for gold:

DWARVEN LORDS sgo you

10 REM STRONGHOLD OF THE DWARVEN LORDS
20 GOSUB 640

30 GOSUB 480 :

kO REM ﬁttt‘#ﬂ*l!t.."t‘..t#..t#.‘l*l

50 M = M + 1

60 CLS:PRINT:PRINT

70 PRINT "STEP NUMBER"M

80 PRINT

90 PRINT "NORTH:
100 IF A(D + 1,E)

110 IF A(D + 1,E)

120 PRINT "SOUTH:

130 IF A(D - 1,E)

140 IF A(D - 1,E)

150 PRINT "EAST: »n
160 IF A(D,E + 1)

170 IF A(D,E + 1)

180 PRINT "WEST: n
190 IF A(D,E - 1)

200 IF A(D,E - 1)

210 PRINT

220 PRINT "THE DWARVEN SOURCE '‘BEAM READS";

0o
%]

THEN PRINT "OPEN®
X THEN PRIKNT "WALL"

n
7]

THEN PRINT "OPEN®
THEN PRINT "WALL"

"
>

S THEN PRINT "QPEN®
THEN PRINT "WALL®

i
>

It -e

S THEN PRINT "OPEN®
X THEN PRINT "WALL®

"

230 PRINT 100%ABS(Z - D) + 10%ABS(Y - E)
240 REM hAAAALEELZEE 1T TT ¥ BTy R e

250 PRINT:PRINT:PRINT

RNy -

260 PRINT

270 PRINT "to move?"
280 PRINT:PRINT "N
290 PRINT -

300 INPUT ‘A$.

310 IF A3 =

0.

320 IF AS ngn

0

330 IF ngE®

0

340 IF nwn

0

350 IF = WHn
360 IF = WN®
370 IF =z mgn
380 IF = WE®
390 IF = nyn
400 IF 2z D AND Y
510 GOTO 50

420

430

hes"

440 PRINT "in Jjust®™M"steps
450 GOSUB 500

460 END

470 REM

380 REM help

490 CLsS

500 PRINT

510 PRINT "Northn
520 FOR B =

530 FOR C = 1 TO 15
540 IF A(B,C) =
550 IF B D AND C
0 570

560 IF A(B,C) = .
570 NEXT C:PRINT:NEXT B
580 PRINT "South"
590 M M-+ 15

600 FOR J

610 CLS:A(D,E)

REM %28 aas  sassuatnanisnsnssnssnsg
PRINT:PRINT "You woc:a the Dwarven ric

"Whieh direction do you want"

"N" AND A(D + 1,E)

LA A2 A R XS R R R F R R R RN RN RN Y |

15 TO 1 STEP

1 TO 2000:NEXT J

==}

W - west,

X THEN 30

AND A(D -

X THEN 30

AND A(D,E + 1)

X THEN 30

AND A(D,E

X THEN 30

X THEN PRIN
E THEN PRINT "#&n;:GOT

S THEN PRINT "




RETURN
630 REM WA A L A I Y YNy I
CLs .
N 1:PRINT "Press any key"
660 N N + 1:1IF INKEY$ = n» THEN 660
670 RANDOMIZE N
680 CLS
690 DIM A(15,15)
700 B INT(RND#3) + 1
710 2 148: Y = 14
720 IF B 2 THEN Y 2
730 IF B 3 THEN 2 2
740 X = 1:8 = 2
750 FOR B = 1 TO 15:FOR C=1TO0 15
760 A(B,C) = X: IF RND>.8 THEN A(B,C) = s
qmw IF C<2 OR C>14 OR B<2 OR B>14 THEN A(B
’ = X
780 NEXT C
790 D = 2: =
800 FOR F = 1
810 READ B:REA
820 a(B,C) = s
830 NEXT F
840 M = -15
850 RETURN
860 REM R R RN R O NN RN NN RANERRRNERD
870 DATa 2,2,2,3,2,4,2,5,2
880 DATA .d«a~ 19T 3y 0, .m.m-ﬂ
890 DATA 7,3,7
900 DATA 9,9,1
910 DATA 0,3,
0 .
wmo DATA v2,11,2,1
Wwo DATA N._w.m.da.m.da.m.dm.m.aw.m.da.ﬂ.d

-

:NEXT B
E 2

TO 68
D C-

7,5,
Y

’
’

o,
11,3

mww DATA da.dm.m.dm.m.dz.o.dm.m._w.w._c.dc

?

mwo_w>e> dd.o.dd._o.4d._d.dd.dm.dm.o._w.w.
4

960 DATA 13,11,13,12,13,13,13, 14, 14, 14

 DRAGONFEAR

THE DUKE OF DRAGONFEAR puts you into enother grid

system world, but one which is populated with =

range of fearsome possibilities including pits
containing quicksand or dragons, @as well as magic

. caves which can transport you st random within the

land of Dragonworld, and caves filled with Dragon's
gold.

When you first run the program, you'll get this
information:

Welcome to the world of Dragonfear

Your mission is to explore the

caves of Dragonworld, looking for
treasure, and attempting to slay the
fearsome dragons who live in the
caves. What is your name?

Al)l hail, Duke Tim

You start this exploration

with 25 units of charisma, and

you must complete your task before
the charisma is worn out. You lose
one unit for every move you make

PRESS ANY KEY TO BEGIN




“Having assimilated this,

guick peek
at a map of Dragonworld:

54 B¢ D4 D4 D4 DS D D4 D X4
Dd 5¢ >4 bt B DG DX B <

In ﬂzim.Smu. X represents a wall you cannot pass or
a8 cave you cannot enter, H (for human) is you
starting in about the centre of the system, $ is the
treasure caves, ? the magic transportation caves, D
represents dragons and @ tells you thst cave
contains quicksand. Obviously this is & world
filled with potential pleasures as well as dangers.,

If you're a veteran of computer games, you may well
recognise that THE DUKE OF DRAGONFEAR is a develop-
ment of the Hunt the Wumpus games. Wumpus is one of
the grand old standards of computer gemes, in which
you are in a cave system, looking for one or more
mythical beasts known, 1in the singular (and these
are most singular beasts) as Wumpus. Wumpii we are
assured, by those who care about such things, is the
pluratl. Anyway, 1in essence, 8 grid is set up in
such gemes, and objects, people, effects, monsters
and whatever else you choose is placed at locations
on the grid. From time to time, if you so decide,
one or more of the contents of specific cells of the
grid mey move. The human player, of course, can also
move from cell to cell within the grid.

Generally, there is no overall visible map of the
system, ealthough some programs {such as THE DUKE OF

DRAGONFEAR) do provide such information for players.
The very first Wumpus geme was written by Gregory

ob in 1975, In David Ahl's superb book More BASIC
ﬁo:n:naq Games (Creative Computing Press, Morris-
‘town, New Jersey, 1973), Mr Yob explains how he was
visiting People's Computer Company, in Menlo Park,

.Catifornia, to -see the programs they were develo-

ping, and he noticed thers were three 'hunt the
‘something' programs being written, each on 8 10 X 10

:wnaﬂn. and each of which gave feedback to the player

in terms of 'no, no...try to the northwest',
Unenchanted, Mr Yob returned to a lonely time-
sharing terminal (basck in those sncient days, gentle
resder, human beings did not have lLittle computers
at their beck and call) and hammered out the program
which eventually beceme the very first 'Hunt the
Wumpus'. Mr Yob had the creature dwelling in a doce-
cahedron-shaped cave system.

‘Mr  Yob's inventive genius did not stop at this

point. He peopled the cave with 'magic bats' which
moved you from place within the system at random,
with bottomless pits, and ensured that the arrows
with which vyou were equipped when you entered the

system could fly round corners.

You can see now how this framework became the heart
of the Wumpus programs which have proliferated
around the world and which formed the very rawest
framework upon which THE DUKE OF DRAGONFEAR s
based. This program gives you more control on the
outcome of the program, adds treasure to the caves,
and imposes a time-limit to your game.

As well, you are equipped with a8 ‘'magic emulet'
which can see into the caves which are around you,
Unfortunately, because you're not much of &8 whizz
when it comes to envoking magic, the old samulet
doesn't work too well. It can only tell you of the
contents of one of the eight caves surrounding the
one in which you stand, and worse than this does not
tell you which of the eight it is referring to. It
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18 not as bad as it may sound, You'll be surprised
8t how much use You can meke of the limited inforp-
ation the amulet provides., Asg well, you'yy get s
brief glimpse of the Cave system from above at the

vwnmwa own:m umam.man from time to time as it goes
on, .

As  you can see from the sample run which follows
this wzaaon:on*oz. your options at each move include
'F' to fight. Pressing 'Ft yj(| direct the program
to the subrouting starting at lineg 930, which first
checks tg see you have not used up all your arrows,
and if it finds you have not, allows you to choose
in which direction == .from your present position --
you want to fire the arrow. A successful kill gerng
you & handsome monetary reward, .

Here are some Snapshots of the Program in actygn:

DUKE Tim, YoUu ARE IN CAVE 55
Your amujet signals that
there is gold

nearby

YOU HAVE 25 UNITS oOF CHARISMA LEFT

What do You want to do?

N - move north, § - move south
E - move east, W - pmove west
F <« fight a dragon, Q - quit

? N
Treasure | 11
Treasure 4 [ |
Treasure | 11
Treasure | | I |
Treasure | 1!
Treasure | 11
Treasure 1

Treasure | 1 |
Treasure ! | |
Treasure ! 1 |
Treasure 1 | |
Treasure ! | |

You've found a hoard of
dragon-gold, worth $ 170

Tim, YOU ARE IN CAVE 48
wwmm>wm m>x=«Hzn $ 170 WORTH OF GOLD
Your amulet signals that
there is quicksand
nearby

YOU HAVE 21 UNITS OF CHARISMA LEFT

What do you want to do?

N - move north, S - move south
E - move east, W - move twmn
F - fight a dragon, Q - quit

? E

Duke Tim, <o=.<m stumbled ,
into a magic cave, and now you'll
be whisked to another cave es e

2 >C D4 BE b4 3¢ bd bd be B
B¢ 34 ¢ 34 3¢ B¢ < b4 3¢ ¢




This is the program listing to enable
to become THE DUKE OF DRAGONFEAR:

you

10 REM THE DUKE OF DRAGONFEAR

20 GOSUB 1280

30 CLS:PRINT:PRINT:PRINT

40 GosuB 1200

50 Q = INT(RND®7)

60 IF Q = 0 AND E <> 55 THEN GOSUB 1200

70 CLS:PRINT:PRINT:PRINT "DUKE "A$", YOU A
RE IN CAVE"E .

80 IF G > 0 THEN PRINT "YOU ARE CARRYING §
"G"WORTH OF GoOLD"

90 GOSUB 760

100 PRINT:PRINT "yoy HAVE"25 -~ HWUNITS oOF
CHARISMA LEFTw
110 PRINT:PRINT "

What do you want to do?n
120 PRINT "y -

move north, S - pove south"

130 PRINT "E . move east, W - pove west"
140 PRINT *F . fight a dragon, Q - quitw;p
RINT

150 INPUT 2$:U = 0:IF Z$ <> "N" aND zZ$ <>
"S" AND 2z$ <> npnm AND Z$ <> mym anDp Z8 O
"F" AND Z$ <> "Q" THEN 150

160 IF 2§ = nyn AND A(E - 10) 88 OR z$ =
"S" AND A(E + 10) = 88 OR z$ = nEn AND A(

E + 1) = 88 or Z$ = mym aAND A(E - 1) = g8

THEN PRINT "You cannot move that way!®":GoT

0 150

170 IF 24 = ngn THEN Q = 9:G0TO 1170

180 A(E) = 46: IF Z$ "N" THEN E = E - 10

190 IF z$ = "gm THEN

z$ = E=Ea+ 10
200 IF Z$ = "EW THEN E = E 4 4
210 IF 2§ = mym THEN E = g . 4

220 IF Z$ = mFn THEN GOSUB 930
230 IF A(E) .63 THEN GOSUB 310:REM MAGIC
240 IF A(E) 68 THEN GOSUB 400:REM DRAGON

120

250 IF A(E) = 81 THEN GOSUB 550:REM QUICKS
AND
260 IF A(E) = 36 THEN GOSUB 630:REM GOLD
270 H = H + 1:IF H = 25 THEN D = 9:GO0TO 11
60
280 GOSUB 1610 : 4
290 GOTO 50 . :
300 REM ¥E¥sssssscsssvsesnsssasy
310 REM MAGIC )
320 PRINT :PRINT "Duke "A$", you've stumbl
ed" v
330 PRINT "into a magiec cave, and now you!
11n
340 PRINT "be whisked to another cave ceea
"
350 GOSUB 1610
360 A(E) = 46
370 E = INT(RND*76) + 12: IF A(E) = 88 THE
N 370

RETURN
www REM #E SRR Eu SR s annuenssnnes
400 REM DRAGON )
410 PRINT "You have wandered into a aﬁwmon
tgn )
420 PRINT "lair...start saying your prayer
sn
430 GOSUB 1610
440 M = RND:IF M < .2 THEN PRINT "It has f
lown away":RETURN
450 PRINT "It awakens.,..and it has seen yo
u" -
460 GOSUB 1610 )
470 IF M >.8499999 THEN PRINT "but it has

recently eaten":PRINT "and so goes back t
O sleep":RETURN

480
k9o
500

PRINT "And now it attacks..,."
GOSUB 1610 - )
IF M >,95 THEN PRINT "But you fight ba

ck...and win":RETURN

510
520

PRINT "Goodbye Duke "A$
GOSUB 1610




Q = 9:G0TO 1160 : 940 PRINT

REM %%sassssonsnsnnnunsnssnose ) o 950 AR = AR - 1:IF AR = 0 THEN PRINT "You
REM QUICKSAND . have used up all":PRINT "your arrows....":
FOR J = 1 TO 12 : GOSUB 1610:RETURN v

FOR K = 1 TO J:PRINT = " :NEXT L - 960 PRINT "You have"AR"arrows in your quiv
PRINT monwowm...n:»axumsa_a _ ©er®

FOR 0 = 1 TO 90:NEXT 0 970 SS = 0

NEXT 5 - 980 PRINT "Which direction do you want®"

Q@ = 9:H = 0: ooao 1160 : © 990 INPUT "to shoot in (N,S,E or W)";S$.
REM SRS snasssassssssunsansasn . ) , - 1000 IF s$ "N® AND A(E - 10) = 68 THEN S

REM TREASURE . L5 8 2 1:¥T = E - 10

K = INT(RND*100) + 100 ; . 1010 IF. S$ nSw AND A(E 10) = 68 THEN 8§
FOR. J 1 TO 12 . : S = 1:¥T = + 10 : )
FOR 2 = 1 TO g: PRINT " n;.NEXT : " 1020 IF S$ "E" AND >Am 1) 68 THEN SS
PRINT "Treasure f | in .= 1:¥T = E + 1

FOR 0 = 1 ToO 200 : NEXT o 1030 IF S$§ = nyun» >zb A(E 1) 68 THEN SS
NEXT g = 1:YT = E - 1

GOSUB 1610 . 1040 PRINT

PRINT:PRINT "You've found a vomaa of" : 1050 IF SS = 0 THEN PRINT "There was no dr
PRINT aawmmosnmowa worth $"K . agon there...":PRINT "You have wasted an a
G =G + K - ; rrow":GOTO 1150

RETURN ¢ -~ 1060 PRINT "Well done, Duke "A$

REM #3sssussssssssnnunssnnsns . . 1070 PRINT "You have hit"

REM AMULET DETAILS . : 1080 PRINT "a ferocious dragon"

Y = 1 - : 1090 GOSUB 1610
. L A(E + P(Y)) 1100 IF RND > .3 THEN 1140

IF L <> 46 THEN 820 : 1110 PRINT "You killed iti": A(YT) = 46: K
IF Y < 8 THEN Y = Y + 1: GOTO 780 -.. = INT(RND®100) + 100

IF L = 46 THEN RETURN : :™ 1120 PRINT

PRINT "Your amulet signals that" G 1130 PRINT "You are rewarded with $"K:G =
PRINT "there is " : . G + K:GOTO 1150 .

IF L THEN mmuza "a solid wall" 1140 PRINT "But you only wounded it..."

IF L THEN PRINT "a magic cayen A 1150 GOSUB 1610:RETURN .

IF- L THEN PRINT "3 dragon" 1160 IF H < 1 THEN PRINT "All your charism
IF L =81 THEN PRINT "quicksandn , a is":PRINT "....exhausted...":GOSUB 1610:
IF L = THEN meZH fgold" ’ - GOTO 1180

PRINT "nearby" s 1170 PRINT "You have"25 - m:cswnm of chari
GOSUB 1610 sma left"

RETURN : 1180 IF G > 0 THEN PRINT "You amassed $"G"
REM #Rsssssnsssussssnnsnannnns . worth of gold" .

REM >He>nw DRAGON 1190 PRINT:PRINT
: 1200 A(E) = 72




1210 FOR J = 1 TO 100

1220 PRINT CHR$(A(J));" n;

1230 IF 10%INT(J/10) = J THEN PRINT

1240 NEXT

1250 GOSUB 1610

1260 IF Q = 9 THEN END

1270 RETURN

1280 CLS:PRINT:PRINT:PRINT

1290 PRINT "Welcome to the world of Dragon
fear®

1300 PRINT:PRINT "Your mission is to explo
re the" .
1310 PRINT "caves of Dragonworld, looking
for® i

1320 PRINT "treasure, and attempting to sl
ay the" '

1330 PRINT "fearsome dragons who live in t
he"

1340 PRINT "caves.
1350 INPUT A$

1360 CLS:PRINT:PRINT "All hail, Duke "AS$
1370 PRINT:PRINT "You start this explorati
on®

1380 PRINT "with 25 units of charisma, and
" .

What is your name";

1390 PRINT "you must complete your task be
fore" .

1400 PRINT "the charisma is worn out. You
lose" . , ,

1410 PRINT "one unit for every move you ma
ke™

1420 N = 1:PRINT:PRINT "PRESS ANY XEY TO B
EGIN®

1430 N = N + 1: IF INKEY$ = """ THEN 1430
1440 RANDOMIZE N:CLS

1450 PRINT "Please stand by, Duke "A$

1560 DIM A(100):H = 0:Q = 0:L = 0:G = O:AR
= b

1470 FOR B = 1 TO 100:A(B) = 46

1480 IF B < 12 OR B > 90 OR 10¥INT(B/10) =
B OR 10%INT(B/10) = B - 1 THEN A(B) = 88
1490 NEXT . .

b8 RIS K% R

1500 FOR B = 1 TO 5:RESTORE: FOR D
5 .
1510 Z = INT(RND®76) + 12: IF A(Z)
EN 1510 : .

1520 READ C: A(Z) = C

1530 NEXT:NEXT

1540 DATA 88, 63, 68, 81, 36

1550 FOR B = 1 TO 8:READ Z: P(B) = Z: NEXT

1560 DATA - 11, =10, =9, -1, 1,9, 10, 11
. 1570 E = 55 :

. 1580 RETURN

1590 REM ENGAGE CAPS LOCK

1600 REM BEFORE PLAYING

1610 FOR O = 1 TO 3000:NEXT:RETURN




THE
'BANNOCHBURN
LEGACY

As I pointed out 8t the stsrt of this section of the
book, when -you write an Adventure program, vyou are
actually (if you do the job properly]) constructing
an alternative reality, with its own inner consist-
ency and rules. 1In an Adventure pProgram which plays
by the rules, an object pleced in one room will stay
there until you move it, the walls in the haunted
house you're exploring will not moye - and shift
around you every time you turn your back, and
streams and riversg won't change their course sach
time you decide to cross thenm,

Our next Progrem, and the final one in this section,
THE BANNOCHBURN LEGACY, is far closer to the 'stand-
ard! Adventure programs we discussed in the
introduction. In this program, all activities
(except for the very beginning) tgke place with
Bannochburn Castle. The castle contsins a number of
monsters, including 'an angry warlock' and 'a fire-
breathing Fearbringer' who wander throughout the
castle while you are playing the game, wasiting for
the chance to leap upon you, and tear you Limb from
Limb. The castle also tonteins bottles of magic
Potion, chests which contain good and bad surprises,
sheets of Papyrus with magic spells written on them,
and more besides, To tell you of everything you will
meet would diminish the game somewhat.

You are unlikely to come across all the contents of
the castle in a single pley of the geme. As well,
the monsters have different powers each time you
tackle the adventure, and the chests and the gilded
safe, along with the rest of the magical contents,
sre in different locations, Although the monsters

126

wander from room to room while you're playing, the
gontents do not appear and disappsar st random. Once
~you've opened, for example, chest number two, you'll
hever see it agein during that geme. 1If you wound a
monster in combat, and you come scross him agsin
later in the game,  you'll find it is the very same
{wounded) monster that you sttacked earlier. "Things
like this help to aid the ‘reality' of the fictional
universe. R
You will not be given a map of the castle. Part of
' the pleasure of adventure gaming comes from actually
. working out how each part of the 'adventure
_universe' s related to the other perts, and map-
naking is one of the skills you will probably enjoy
developing. Castle Bannochburn was mapped carefully
before the program wes written, to ensure that the
“rooms actually did match up in 8 coherent manner,
to encourage you to map the castle asg you oexplore
it.. Once you've got 8 ressonable map worked out,
you may well want to test ift by 'wandering through!
~the castle from room to room,

~The eim of the game is to find the Black Lagoon,
~which Llies benesath the cestle, but ig entered from
en ordinary-looking door in the cestle. The location
of the Black Lagoon can change from geme to game,
although it will not move once a game is underway.
This ensures that your interest is maintained *za:m

geme, even after you first menage to map it.

You are endowed with three 'attributes' when you
play the game:

Magic - Strength - Wisdonm

You play the whole game in terms of these attri-
butes, choosing to bettle each monster in the part-
‘cular attribute in which you feel strongest, and in
. which you feel the perticular monster is weskest,

" Your attributes change and develop as the game
uvqouwmmmmm. .gaining when you win a battle, and dim-
= inishing when you lose one.
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When you first run the program, you'll ses the

following: ~One of these tasks is the running of the battles, or

TIM, your attributes are: ) sless, which occur during the game. All fights are
Magic: 1 resolved sccording to the relative strength of the
Strength: 5 protagonists in the battie, and on the result of s
Wisdom: 2 : :throw of & die which is weighted to favor the
i . stronger of the two squaring up to fight. You should
You are at the entrance to an therefore always select the asttribute in which you
ancient, forbidding-looking =z outrank the monster, to incresse your chances of
‘castle. You are standing on ; winning that particular fight.
the north side of the castle, o
and as you look south, towards - The point of the game is to get out of the Black
the tumbling structure, you _Lagoon elive. In the final fight, egainst the Guard-
notice the entrance portal ; .fan of the Black Lagoon, you must have three fights,
is open and unguarded. , one with each attribute, and you must finish this
three part fight with e totel of et Lleast 40
What do you want to do now? S sttribute points. The money you collect within the
. : : .castle can be used, just before the final fights, to
The final gquestion "What do you want to do now?" buy additional attribute points.
comes after most room descriptions in the game, and i
you need to give one of the following eight answers: % To tell you much more would detract too much from
v 23" your process of discovery when you pley the geme.
N (go north) ALL I need to do is assure you that the castle Llay-
§ (go south, the answer you must give to out 1{s mappeble and coherent, sand it is worth the
the first frame, shown above) trouble to try and work out the layout of the
E (go east) castle. Note that this program occupies more than
W (go west) : 16K, 80 the PRINT statements msy need shortening to
F (fight - this is one of the two possible get it into your system, meking sure you elso leave
answers you can give when confronted by v working spece 8s well es allowing for the length of

a8 monster) the listing.
(flee - this is the other answer, and

1t is not slways accepted; "No, you must .The story of Bannochburn Castle 1s simple, but

stand and fight" you'll be told) tragic. In the famed War of the Clans which ravagsd

(quit - this is used if you wish to end .t northern Scotland in the closing years of the 15th

@ game before the snd) Century, the Leird of Bennochburn engaged the

o services of Wee Sporrsn McMerlin, 8 sorcerer origin—-

The only answer you'll need is "Y" or "N" to answer ally in the employ of King Jemes in the Edinburgh
questions like "Do you want to open the chest?". -+ Court. When the bloodthirsty McKinns Clan joined
. . ’ forces with the equally intemperate McClaren hordes,
This progrem is largely self-running, and takes care %7 and together sttacked Bannochburn, the Laird emplor-

of  many of the tesks which a Dungeon- ad McMerlin to envoke & spell to protect the castls
master looks after in a role-playing game with other forever.
people. : &




i

e}

C :WOpPSTM

61 :y38uauig

€ :078ey
t9de §93nqQqTJ33e Jnofk ‘KIL

I UopsSTM %

L1 :y3Buausg

| :of8ey
$9J4B JaYsnJooaauy ayy Jo asoyi puy

¢ ‘HOpSfp %
0 :4yj33uauailsg
1 :ot1del
:9Je §37NQTJI3R
anof ‘qu3Ty 3BY3 J9JY

nok pajeeJap Jaysnaoeauy ayl

jaedy
dry

***pautof ST 8r133eQq
ay3 pue ‘3s4TJ Hoe33Ie nOX

L JO pJaeMBJ/1800 B S9TJJIRD 83790 3YJ

speod s9ToUW STYq 207 8Tqe3 YT Ayl
: S ¢

2 Sy wopsTtmM Jnof pue

G T Ya3uougs ¢ | sT o7feum Janojx

¢U3TA JYBTJ noA TITAM OTISTJIIFOBJEYD YOTUM

ot

d imMou op 09 juem nok op jeyy

1 Jo

WopsIM pue § Jo yjJuadais

1 Jo or8em sey oym ‘aaysnaossuy
3y3 ‘3T1draA®BdD y3yM aoe] 03

8083y 84,nof ‘yp °saxeme Sutyjzsmog

*jyJaep ay3 uy paddrdy sa,nogx

:Aemsopun wesBoud ay3 jo sejduss M9) B aJ8 asusly

*gsJemod
A3yBiw unok 03 171ey usipseng eyy Keuw pue ‘jonl poog

*pedoully aq
118 3ndut snojoead anok 118 Jo ‘wesBouad aysy Bujpuung
8Jojeq 88ed Jaddn ui BuiyJom st Jejnduos Jnok
esnsue 3snw nok os ‘eses Jaddn ui eq 3snu andut 131V
*83ybnoys puooes Joj wWoOJ Ou S| 8J4BY] 0S8 ‘8ousJius
juody 8y3 Aq ureBe aAse) 3jo0uusd no, °yBnodyi 3ng 3no

AeM ou st asoy3 ‘e11ses 8yl Jajus nok eauo geyj ajoN

. ‘31
3098304d 03 oBw sJueeh Ausw 0S S)]eM 8yl ULYILM pese)d
uessods eeMm sjusllqayul Kyoods syj jo 811889 8y3
pPtd snyy pue ‘uetpaesng oayg Kels o3 eBausw nok J| nok
01 1njejedb A33ead aq 171,Aey3 3By3 -- K13yBra  K1q1
-8sod —-~ 188j nop "esuBjiJdeyut jnyybiLd J19ys uieBay
uea [mofselg wuL s,Jssues)a Kup ® sAoqe Bupal) Mou)
uely uJnqyoouusg 3JueJuno ayy os uooBe] xoel1g 8yl
40 ueypseng ey3 Aeis o3 pus ‘plobB pue s3sises s3|
Ino yess pus K43 pue ‘31 ssojdxe o3 Sl Mou )se3 Janoh
pue ‘Aep siy3 o031 3yBiu peAAuns 31 *3o0e3ul pauiswad
813880 8y3l inq ‘peJelybnels ouom sJseuleisd siy pue
pJie] ey} “"e13seds ays 398304d 03 wJo3s 8 dn peJanl
-uod Ajduis ey ‘sijuejiqeyul ayjy Jeijje 3001 01 syieds
swos dn Suisnfuos jo pesjsul pue ‘oiBsu sty se poob
s8 30u sem asusbiy1y1e3utl s,usaaodg aopn ‘K1azesunijsogup




This is the most magnificent
room in the castle, the Great
Hall, with a massive hammerbean
roof, You can leave it by the
double doors to the north or by
those to the east behind which
you can hear nusic Playing,
Through the windows in the west
wall, you can see the Contoured
Garden, and beyond that, through
windows of 3 room hung with
many, many fine paintings

In front of you is a chest
labelled with a large # 1

Will you open it?

A goblin leaps out, stabbing youl

And this is the complete F*nw*su
(all 16K of it):

10 REM The Bannochburn Legacy

20 REM Al} inputs must be in upper case
30 GOSUB 4480

40 cLs : :
50 IF M(T) = 0 AND S(7) = 0 AND W(7) = 0 THE
N PRINT ®The adventure has ended,®:PRINT"You
have exhausted all your powers,.":PRINT:PRIX
T "You fought bravely and well":PRINT"but cc

uld not ana:no.-"mwmza"mwuza "Farewell.,.":[

ND

60 PRINT N$*, your attributes are:"

70 IF M(7) > o THEN PRINT * Magic:"M(7)

80 IF sS(7) > 0 THEN PRINT "Strength:"s(7)

90 IF W(7) > 0 THEN PRINT » Wisdom:"w(7)
100 IF MONEY > o THEN PRINT "Wealth: «a:ozm~%

182
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110 GOSUB 4990:REM Pause

¢ 120 GOSUB 3420:REM Room o
- 130 M = 0:IF 2>1 THEN IF RND>.5 THEN GOSUB 2

740 o

140 GOSUB 4990

150 GOSUB 1900

160 GOSUB 4990

170 GOTO 40

180 REM WA AL I Y Y Y YRR
190 REM Melee resolution

200 ROLL = INT(RND®#6) + 1

.210 VICTORY = 0

220 IF (DIFF < 0 AND ROLL > ABS(DIFF)) OR (D
IFF > 0 AND ROLL <=DIFF) OR (DIFF = 0 AND RO
LL<4) THEN VICTORY = 1.

230 GOSUB 4990

240 RETURN .

250 REM Suscssssssnsnasnss

260 REM Monster subroutine

270 IF Q = o THEN RETURN

280 ON Q GOSUB wdo.wmo.wwo.wco.wmo

290 GOSUB 4990

300 RETURN

310 PRINT "There is an angry warlock in":PRI
NT "the room. He has a magic®;PRINT "rating
of "M(1):PRINT "His strength is"S(1)"and": PRI
NT"his wisdom is"W(1):RETURN . :

320 PRINT "The room contains a fire-":PRINT
"breathing Fearbringer, His®":PRINT "wisdom i
s"W(2)"while he":PRINT "has a strength ratin
€ Of"S(2):PRIKT "and his magic skill":PRINT
"is"™M(2):RETURN

330 PRINT "Horrors! You've stumbled in on":pP
RINT "the hiding place of an awful":PRINT rnS
oulthreat, You can see at a":PRINT "glance h

-is strength is"S(3):PRINT "his magic ability

rates™(3):PRINT "and his wisdom is"W(3):RE
TURN

340 PRINT "You've tripped in the dark.":G0SU
B 4990:PRINT "Something awakes. Oh, you're ¢
ace":PRINT "to face with Gravelpit, the":PRI
NT "Kneecrusher, who has magic of "M(Y4):PRINT
"strength of"S(4)"and wisdom":PRINT "of"yw(}4
) :RETURN
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350, PRINT "This room holds the dreaded™:PRIN
T "enemy of all who enter the®:PRINT "castle
s Wolvling of Wolf Glass":PRINT “"with streng
th of"S(5)" plus®;PRINT "wisdom of"W(5)"and"
tPRINT "magic of"M(5):RETURN

360
370
380
390
400
‘410
420
‘430
440
450
460
470
480
490

REM f5stsasssnsssanssanns

REM .End of Game . }

PRINT *"You have stumbled on to the"
PRINT *marshy mud surrounding the"
PRINT "Black Lagoon underneath the®
PRINT "castle. To escape from the"™ -
PRINT "castle you must fight The"
PRINT "Guardian of the Black Lagoon.®
PRINT

PRINT "The fight must involve alln
PRINT "attributes...and you'll need™
PRINT "a total of 10 to escape.,.," .
GOSUB 4990:G0SUB 4990 :
IF MONEY > 0 THEN PRINT "You have $"MONE

Y"worth of gold"®

500
510

520
530
540
550
560
570
580
590
600
610
U!

620
630
640
650
660
670
680
690

GOSUB 4990
PRINT:PRINT "The Guardian's attributes:"

PRINT *» Magic:"M(6)

PRINT "Strength:"S(6)

PRINT » Wisdom:"W(6)

PRINT:PRINT "Your attributes are:®

PRINT » Magic:"M(7)

PRINT "Strength:"sS(7)

PRINT * Wisdom:"W(7)

GOSUB 4990:GOSUB 4990

IF MONEY < 100 THEN 790

PRINT:PRINT "You can buy attribute point

PRINT "for $100 each..."

PRINT "If you want to buy any, enter"
PRINT "the initial of the attribute"”
PRINT "followed by the number of®
PRINT "of that attribute you want,*
PRINT "Enter 'N' when you've got"
PRINT "all the attributes you want"
INPUT "Attribute (M, S or W)";E$

184

IF E$ = "N" THEN 790
INPUT "Amount™; AM __— ’ .
IF MONEY - AM < 1 OR AM < 100 THEN 710
MONEY MONEY - AM

IF E$ "M® THEN M(7) M(7) +« INT(A&M/10

IF E$ = "S" THEN S(7) = S(7) + INT(AM/10

IF E$ "We THEN W(T) W(T7) + INT(AM/10

PRINT ®"Magic:"M(T7)"Strength:"S(7)

IF MONEY > 99 THEN 690 _

CLS ,
PRINT "Now for the Ultimate Test..."
GOSUB 4990

PRINT "Press RETURN when you're"
INPUT "brave enough to fight® E$
GOSUB 4990:CLS

PRINT:PRINT "First, magic..."
PRINT:PRINT "You:"M(7)"Guardian"M(6)
DIFF = ABS(M(7) - M(6))

PRINT:PRINT "The difference is®"DIFF
IF M(7) > M(6) THEN PRINT "in your favou

IF M(6) > M(7) THEN PRINT "and the Guard
has the edge"

GOSUB 4990

K = M(6) + M(T)

COST = INT(RND®K) + 1

PRINT:PRINT "This round carries a penalt

PRINT "of"COST"attribute points":GOSUB 4

GOSUB 2600

DIFF = M(T) - M(6)

IF DIFF > 5 THEN DIFF = DIFF - 6:GOTO 98

IF DIFF < - 5 THEN DIFF = DIFF + 6:G0TO
1000 GOSUB 190

1010 IF YICTORY = 1 THEN M(7) = M(7) + ooma".
PRINT "And you've won...and so"




"1670 SUM = M(7) + W(T) + S(7T)

"-1680 PRINT:PRINT *Well, *N$", your"
1690 PRINT "attribute total is"SUM .
1700 GOSUB 4990 ‘ .
1710 IF SUM < 10 THEN 1810
1720 PRINT ®"You needed at least 10 points"
1730 PRINT "to win the game, and you've"
1740 PRINT "done it, "N&"I":GOSUB 4990
1750 CLS:PRINT:PRINT:PRINT
1760 PRINT "You've succeeded, 0 hero of"
1770 PRINT "these dark and dangerous".

1780 PRINT "times. I hereby dub thee"

1790 PRINT "Sir "N$"..,., Arise.,."

1800 END -

1810 PRINT "Unfortunately, you did not™"
1820 PRINT "end up with the 10 points"®

1830 PRINT "you needed, so it is all over"
1840 PRINT:PRINT "You fail to escape the clu
tches" :

1850 PRINT "of the Guardian....":GOSUB 4990
1860 PRINT "You fought valiantly, but will®
1870 PRINT "now be consumed "

1880 GOSUB 4990:GOSUB 2600:GOSUB 2600:END
1890 REM S5 S Ranesnsususensansnsnnss

1900 REM Action
1910 D = 4:IF MID$(B$(2),9,1) = "o" OR MID$
(B$(2),9,1) = " » THEN D = 1:IF RND >.8 AND
Z > 1 THEN GOSUB 2740:GOTO 1910

1920 PRINT "What do you want t& do now";
1930 INPUT Z$:IF Z$ = "Q® THEN END

1940 IF 2¢ = "n THEN CLS:28% = ngn

1950 IF D = 4 AND LEFT$(Z$,1) <> "F"™ THEN D
= 0:GOTO 2090 :

1960 IF LEFT$(2$,1) = "Fm THEN 2060

1970 IF Z$ = ®"N® AND LEFT$(B$(2),2) = moon T
HEN PRINT s"No exit":GO0TO 1920

1980 IF Z$ = nSm AND MID$(B$(2),3,2) = ngon
THEN PRINT "There is no door that way":GOTO
1920
1990 IF Z$ = ®E®w AND MID$(B$(2),5,2) = moo"
THEN PRINT "That is not possible®™:GOTO 1920
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2000 IF z$ = *"W" AND MID$(B$(Z),7,2) = "oo"
THEN PRINT *You can't walk through wallsi®:¢
O0TO 1920

2010 IP 2§ = "N™ THEN Z = VAL(LEFT$(B$(2),2)
):RETURN .y

2020 IF Z$ = *S" THEN Z = VAL(MID$(B$(Z),3,2
}):RETURN ‘ : : :

2030 IF Z$ = "E"™ THEN Z = VAL(MID$(B$(Z),5,2

)) :RETURN , X
2040 IF 2§ = "W® THEN Z = VAL(MID$(B$(2),7,2

)):RETURN
2050 IF LEFT$(Z$,1) <> "F" THEN RETURN

2060 IF RIGHT$(B$(Z),1) = "0" THEN PRINT "T
here is nothing to fight against":G0TO 1920
2070 IF Z$ = "FL®™ THEN D = INT(RND#2)

2080 IF D = 1 THEN PRINT "Which direction?":
GOTO 1930 :

2090 IF D = 0 THEN PRINT "No!! You must stan
d and fight" :

2100 PRINT:PRINT "Which characteristic will
you fight with?" :

2110 PRINT "Your magic 1is"M(7)", strength is
*S(7):PRINT "and your wisdom is"W(7)

2120 INPUT Z$:IF Z$ <> "M" AND Z$ <> "S® AND
Z$ <> "W" THEN 2120

2130 IF Z$ = "M" THEN HUM = M(7):MON = M(Q)
2140 IF Z$ = "S" THEN HUM = S(7):MON = S(Q)
2150 IF Z$ = "W" THEN HUM = W(T):MON = W(Q)

2160 DIFF = HUM - MON
2170 IF DIFF > 5 THEN DIFF = DIFF ~ 6:G0TO 2
170

2180 IF DIFF < - 5 THEN DIFF = DIFF + 6:GOTO
2180

2190 PRINT ®The fight table for this melee r
eads "DIFF

2200 COST = ABS(DIFF) + INT(RND®#6) + 1

2210 GOSUB 4990

2220 PRINT "The melee carries a cost/reward

of"COST

2230 FI = INT(RND®2):GOSUB 4990 .

2240 IF FI = 0 THEN PRINT "The monster attac

ks and the":PRINT "fight is underway"




