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Foreword

An adventure system is much more than just a single program.
The emphasis is on expandability and diversity, to give the
player a wide range of possibilities:

The Places — tunnels, castles, pits, marshes, craters, wide
p
prairies, rocky islands and forest clearings. . .

The Characters — warriors, explorers, hunters, wizards,
rulers, castaways, bounty hunters, treasure seekers. . . .

The Aims — finding treasure, escaping from seemingly endless
mazes, collecting useful articles, fighting monsters, staying
alive, keeping in power, or just fleeing from oversize
monsters. . . .

The Challenges — man-eating plants, poisoned food, slippery
cliffpaths, magic that gets used up too quickly, weapons that
break, treasure that is hidden, marshes to sink in, unlabelled
potions to drink, precipices to fall over, holes to slide into,
cliffs, rocks, rivers, seas and thick forests to confuse you,
labyrinths to get lost in, and tough monsters such as
. stonebeasts, fangmoles, dragons, snakes, sabretooths, griffins,
. and the weaker armadillos, penguins, tarantulas and bats, or
. human adversaries — guards, priests, guildsmen and the
- Wizard. There are monsters that are stronger than you, faster

I you, magic-resistant, poison-resistant, too big to kill or
numerous, have poisonous bites or that put out your
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Introduction

This book contains six major adventure systems, all of which
are designed to be expandable, either increasing in complexity
and variety, or changing to completely different scenarios as
the systems grow.

In an adventure game, you, the player, take on the role of a
warrior, explorer or mage, and venture forth into a different
world presented by the computer. Adventure games differ
from most other computer games because they offer a choice
of strategies. The way in which you tackle the problems and
achieve your aim is up to you, and every adventure player
develops his or her own style. There is scope for improving
technique, and learning how to increase your chance of win-
ning is one of the main attractions of adventure games.

The chapters for each system are divided up into a number
of sections.

First, there is an overall introduction describing the type of
system, its scope and the way in which it expands.

Next comes the initial program — the Core Program — which
is at the centre of the system. Several headings are used here.
‘To play’ describes your actual aim, and the commands and
options you will use on running the program.

Typing in the lisning gives any special points to look out for in
the listing. This may include details or graphic characters to
look out for, as well as which programs to MERGE onto which
when additions to the core are made. This section may be
short, but it is important that you read it.

Explanation of lisung gives details of the program con-
struction, and the purposes of some of the important
variables. Interesting programming techniques which have
been used are discussed here. It is not necessary to read this
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section before typing in and using the program, but when you
want to alter the system, or write your own, the explanations
of listings will be very useful.

The listing follows, and every few lines (normally at the end
of subroutines) there is a gap of one line to make it easier to
read. Line numbers are normally in tens, but in the early parts
of a system there may be odd gaps which allow for lines that
are included in later additions.

Finally, Hints on play gives some useful tips for tackling the
game so far. Reading this is, of course, optional, but it is
helpful if you find that your early attempts at the adventures
are rather brief and unsuccessful!

Each addition to the core program is detailed in the same
way, although the explanations of listings may be very brief —
if the scenario alone is changed, providing too many details
may give the game away! For the addition it is more important
than ever to read Typing in the listing, especially when
MERGE:ing is required.

Even though the systems are split up into short sections
wherever possible, some of the listings are still very long, and
typing them in will take a long time. The listings have one-line
gaps between each group of lines, and after every twenty
minutes or so it is a good idea to type up to the next gap and
then SAVE. In this way, if the power lead is pulled out, or you
accidentally wipe the memory, you cannot lose more than 20
minutes’ typing. At the end of a session, save again, and this
will be the version you reload to carry on next time. Finally,
you will have a tape with lots of partly completed versions, and
one complete version at the end. Save this complete version
onto another cassette, and wipe out the development one.

As the final programs are very long, it is vital that you have
a back-up tape with all of them saved on it, so you can be sure
that you won’t have to type them again.

If you have microdrives, I suggest that you save only the
completed programs onto the microdrive cartridges. Always
make sure the programs are saved on cassette first — as if a
microdrive fails to save, it usually becomes stuck in an endless
loop which you have to unplug the computer to stop. If you
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have more than one microdrive, always save the programs
using drive 1, as this tends to give slightly more capacity on a
cartridge.

The first system is Preset Fantasy and this includes three
separate scenarios: Statue is a short scenario which is a good
introduction to adventuring; Temple is more complicated, and
may take quite a while to solve; Wizard’s Tower has a magical
bias — your rather limited magic versus the powerful wizard’s
spells and guardian monsters. Preset Fantasy System has its
room and action descriptions in a special code so you won’t
spoil all the surprises by reading the listings.

Warrior Mage System is a fighting adventure, Fairly short
and simple to begin with, the game expands to include high-
res pictures, special rooms, lots of interesting objects (includ-
ing potions), and a lower level with extra-tough monsters. The
system is random - i.e., different each time you run the
program - but you can make several consecutive attempts in
any one maze. Both fighting skills and magical powers are
utilized in this game, but you must not waste your spells
indiscriminately.

Tribe puts you in charge of a small tribe, elected on the
promise that you will bring prosperity to the people. Again,
this system expands stage by stage from a relatively small, 16K
version into a very large program, giving you the full pleasures
of bribery, stealing from the treasury, controlling employment
and stockpiling food. Your only problems are droughts, fal-
ling standards of living, riots, clashing with one of the guilds
and, of course, elections.

Preset Future System uses a similar type of programming
method to Preset Fantasy System, but develops in a different
direction to give two scenarios set in the future. You are a
space explorer, and ‘Crater on Archelon One’ finds you
stranded in an inhospitable, misty hole out of which you must
climb before you can call for help. In ‘Mountains of Sirius
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Two’, your planet-hopper takes you out of communicator
range before running out of fuel, and you must walk back to
your spaceship. All you can remember is that the spaceship is
to your west, and that you flew over some rather impressive
mountains. . . .

The Fangmole Tunnels System is a graphic system. You
control your character with the cursor keys, moving around a
large maze of tunnels and rooms looking for treasure. The
system expands to give various objects, such as exploders to
blast your way through the walls (blasting yourself all over the
walls if you are careless), ladders to bridge pits with, and
torches to increase your vision. Monsters include bats which
take your torches, snakes which bite if stepped on, and, in the
largest version of the game, the fangmoles. These huge, inde-
structible, voracious monsters can tunnel after you as fast as
you can run, creating new corridors in the process. Your only
hope is that they will give up pursuing you before you reach a
dead end. . . .

Finally, Anarchic System provides four separate scenarios,
each of which can be slotted in to the core program. This
system is designed to let the player exercise his initiative,
perhaps using objects to do things they were not intended for.
With multiple aims and a highly advanced fighting system, the
four scenarios are very different from one another. As a special
bonus, the program used to write the scenarios is also in-
cluded, so you can invent your own. Work out the details of
your scenario and input them, and the computer will tell you
which lines to type in!

S. Robert Speel
Eastcote, Middlesex




1. The Structure of an
Adventure Program

Most of the adventures in this book have the following main
sections.

Setting up the game.

Description of locations.

Entering commands.

Moving.

Interaction with monsters.
Interaction with objects.

Special commands.

Introduction, end, and final score.

P OuT I R

The length and importance of each of these sections varies
between adventures and in some adventures one or more of
the above may be absent altogether.

1. Setting up the game
This includes initializing the variables, DIMensioning the
arrays and string arrays and often READing data into strings,
arrays and string arrays. The adventure usually has a map,
which consists of string arrays holding all the locations of the
adventure, the characteristics of these locations and their pos-
itions in relation to one another.

In Random adventures, the whole map is usually set up at
- the beginning of the game, often with characteristics for each
. location. For this reason, there may be a wait of several
~ minutes while running the program before play can comm-
Preset adventures, due to their locations and characteristics

i
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being within the listing, do not need to build up large arrays
holding the whole map. The characteristics of rooms can be
extracted from DATA statements as needed. This can save
memory, as only small arrays are needed. However, due to the
large number of special characteristics of various rooms, many
single variables may be needed.

2. Description of locations

This can take the form of text or a picture of your
surroundings. In Preset adventures, as each location is indi-
vidual, there can be a very large description section to the
program. This can often be reduced by coding the text into a
shorter form, translating the code as needed.

In a Random adventure, the description section can be
fairly short, as all descriptions have the same format. If
graphics are used, then this section of any adventure expands
rapidly.

3. Entering commands

This is the routine which acts on what you type into the
keyboard. If the inputs are single key-presses, INKEY$ can
be used. This is useful when a time factor is important, such as
when fighting or travelling at speed. For general purposes, a
whole string is entered — one- or two-word commands - and
this is more complicated. A program will often contain several
‘Enter command’ routines, for different types of action.

4. Mowving

This section deals with moving you around the adventure
map. Generally, this consists of checking if you can move,
then altering your X and Y coordinates within an array. If
there is a third dimension, a Z coordinate may be used as well.
An alternative to this can be used in the Preset adventures,
where each location has a separate routine. A record of the
program line number where the routine starts is kept, and this
is changed when you move to a new location.
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5. Interactions with monsters

This includes fighting, bargaining, bribing, questioning and
other ways of dealing with living creatures you meet in the
adventure. Random adventures may confine themselves to
fighting or bargaining, while Preset adventures tend to feature
diverse ways of overcoming life forms. Either way, this is
likely to be a large section of most adventures.

6. Interactions with objects

The two most important commands for dealing with objects
are ‘take’ and ‘put’. Generally, an object cannot be used until
it has been taken and, once put down somewhere, should
remain there until the time when (and if) you come back for it,
unless there is a special reason why it should be removed
(objects may be eaten or stolen).

Objects tend to have special uses for fighting, changing your
characteristics or, as wealth, helping your score — e.g., money
and valuable objects. In Preset adventures, each object may
have just one specific purpose, invoked by the right command
at the right time. The other extreme is reached in Anarchic
Adventure where any object can be used in any way: you may
want 1o use a plank for fighting, or throw your food at a
monster — it’s up to you,

7. Special commands

These are very important in Preset adventures and refer to
commands that are used only occasionally, in special locations
or with certain objects. These tend to invoke several lines of
text and a few variables for each command.

8. Introduction, end and score

At the beginning, an introduction with background details of
the adventure, your commands, and some advice may be
given. As it commonly takes a long time to play a single game,
it is usual to have some sort of ‘reward’ at the end — a picture,
or a tune, and maybe a score to show how well you did. These
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can add greatly to the length of listing and amount of memory
used, so I have reduced them as much as possible, giving
explanations of how to play, etc. in the text before each listing.
You can expand the introduction to the limits of your RAM,
as line numbers have been left for this.

How the sections fit together

I construct adventure programs within a fairly loose
framework. Setting up the game is usually done at lines
9000 onwards, to keep it out of the way of the main program,
and the program starts with GOTO 9000 or GOSUB 9000.
The introduction may also be here, or at the beginning of the
program, before line 1000.

The main routines tend to be between lines 1000 and 4990.
Manipulating objects, moving, commands and descriptions
are all held in this section of the program. Fighting is usually
at line 5000 or later. Extras tend to come after line 7000, and
may include some special commands, subroutines, scoring
and similar short sections. For some adventures, this format is
not suitable, and another is chosen, but in general it is a good
idea to keep to a particular system. This helps when changing
a program or trying to follow through a listing. ]

Other programming conventions are used for variables and
strings. FOR-NEXT loops start with f, and nested loops
continue g, h, i, etc. If a loop is needed outside the f loop, e is
used. Variables have two-letter names (except for coordinates,
X, V, z), particularly important variables (e.g., cash), and
variables very closely related (e.g., variables dependent on
variable ab might be called abx and aby). To save on RAM,
when a routine is continually GOSUBed or GOTOed, the line
number is given a single letter variable, the letter being
towards the end of the alphabet. When variables are used just
for convenience and then discarded (dummy variables), the
letters a, b, c are used. ]

Inputted strings are nearly always called a$, and dummy
strings are b$, c$, etc. Monsters are usually held in m$, and
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the map is held in string arrays z$, y$, etc., and numeric
arrays of similar names.

The advantage of these sort of conventions is that, when
writing additions to an adventure, it is easier to know how the
program works and what each subroutine does without the
need to refer to written tables saying what each variable stands
for.




2. Preset Fantasy System

Each time a preset adventure is played, its
locations, objects, monsters and traps remain the
same. The player has a small set of commands for
moving through the locations and manipulating
objects, while the other commands are discovered by ex-
perimentation. A particular object’s use is often not im-
mediately apparent — for instance, a metal pipe may seem
useless until you find yourself in a collapsing room, where the
pipe can wedge apart the approaching walls. The obvious
playing technique is to take anything you find, even if you are
not sure why, and for this reason the player is generally
restricted to carrying just a few objects at a time.

When the player first enters a preset adventure, he is usually
killed off fairly quickly. Next time he will avoid the particular
trap or monster that originally killed him, and progress a little
further until a subsequent trap gets him. Gradually the player
will progress through the adventure, learning how to overcome
each difficulty, until finally the adventure is solved. -

If the player was able to read the room descriptions straight
from the listing, as well as the special commands, monsters
and objects, the surprise element of the adventure would be
spoiled. To avoid this a special code is used. The room de-
scriptions are held as a string of characters, each character
representing one word. When a description is to be printed,
the character string is decoded, READing the correct words
from a vocabulary held as DATA. This has the added bonus of
saving RAM. Special commands, monster names and object
names are also held in DATA statements, but here the actual
words are in code. They are decoded as the program runs and
put into string arrays for ease of use. No attempts have been
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made to make this code complicated and indecipherable, as
the only purpose of the code (which could easily be deciphered
by using the decoder which is in each program) is to increase
the surprise element for the player.

The same wordlists and basic command set have been used
for several different adventures. To avoid the need to type in a
monstrously long program in one go, the adventures are split
into several stages, allowing progressive stages of play.

The Foundation program is essential to the whole series.
Foundation 1 is typed in, and a short scenario program (mini
adventure) is MERGEd with this. This allows you to play a
complete game. When you are ready for more, Foundation 1
can be MERGEd with Foundation 2, and this can in turn be
MERGEd with firstly Scenario 2, and then Scenario 3. Each
scenario gives a totally separate game which means, in effect,
that you have several games in one.

Y FOUNDATION 1
and SCENARIO 1

Statue (fits into 16K)

Statue is a very simple, short adventure, but it is a very good
introduction to adventuring. There are no complicated traps:
it is just a matter of finding the right order in which to do
things.

On looking through your attic, you find that you have the
deeds to a small cottage on the coast, where a golden statue of
a bull used to be kept. You decide to investigate. The cottage
is derelict and the front door has fallen in, but you decide to
look for the statue anyway. You goin. . . .

. TOPLAY

You start in the hall of the cottage and your aim is to find the
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statue. Commands are: go north, south, east or west (these can
be abbreviated to: n, s, e, w); go up; go down; take; put; look
and search. Plus other commands which you have to think of
for yourself. You can only carry three objects at a time. As this
is a simple adventure, with just ten locations, it should not
take very long to solve.

TYPING IN THE LISTINGS

Type in Foundation 1 and SAVE it.

Type in Statue, and MERGE it with Foundation 1, and
SAVE it.

The Statue scenario can then be played.

Keep the separate Foundation 1 (saved independently on a
cassette or microdrive) for use later.

NOTES ON LISTINGS

Foundation 1

Foundation 1 contains the simplest possible vocabulary

together with the translator. It also contains the basic com-

mand set and the main program loop which allows you to enter
commands, act on them and print the result, together with the
associated variables and arrays.

100-330 Basic vocabulary, including spaces. The word “xxx
(line 330) is a dummy word, as in the code used it
corresponds with the graphic space character (character:
code 128), indistinguishable in a listing from a normal space
(character code 32). '

700-710 Removes leading spaces from inputted words. Note
that the NEXT f is only carried out until there are no more
leading spaces.

750-760 Converts a single character into the word it repre-
sents.

800-830 Decoder. Calls the routine at 750 repeatedly for
whole room description, also dealing with space deletio
before commas, capital letters after full stops, etc.
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60006050 Calls decoder subroutine and prints names of any
objects or monsters present, if the location has just been
entered.

61006580 Input command routine. All the basic commands
are held there.

6600-6610 Move routine.

6650-6670 Search routine.

6700-6840 Put routine.

69006990 You win.

9100-9110 Variables.

9650-9820 READs data for names of objects, special com-
mands and monsters, decodes it and puts it into string
arrays.

Scenario 1: Statue

340-350 Extra data for this particular scenario.

1100-2050 The locations. Z$ contains the code for the room
description, d$ holds the exits. Note that when the game is
played, after you input your command, program control
returns to the location subroutine to consider special com-
mands. This means that the special commands are con-
sidered before the normal commands.

6910-6930 You win. Picture DRAWn.

7000-7120 Fighting system.

8000-8210 Deals with special commands and responses.

9200 O$ contains object locations, q$ indicates their
visibility.

9500-9600 Coded data for objects, commands and monsters.

- 9640-9680 Information for size of arrays, and to test whether

~ lines 9500-9600 have been entered correctly.

9910-9920 Introduction. Expand as required.

9930-9980 Picture.

N.oA8.8.—2
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Foundation 1
LISTING
3 BB EUNERESY doeet s0ms
e
i@ GG Tg "

18@ DATA "You are","entrance"
118 DATA “there“, “Sasnlcnt“
128 DATAR "and™, “single™

13@ DRATA "the" ,"stairway"

140 DATAH “raol“ ndown™

i858 DATA “door"“,“up"™

160 DHTR'“north“ “dark*

178 DATA “SoUth","pit™

180 DATA “west"™, “uut“

182 DRATA "east",“thtn"

208 DATA “"with"
218 DATAH "going"

238 OATHR "a *
24@ DATA s "
280 DATA “to"“
26@ DRATA "is"“
27@ DATA "no"
28@ DATR ", ™

S8 DATA v p

310 DRATH i

320 DATA * T

33@ DATA “it"“,“xxx"™,“kitt™,“ral

700 FOR f=1 TD &: IF ag{i)=" *
THEN LET ag-asta TO ) : NEXT f
718 RETUR

7590 LET b=CODE v&: LET c=INT {4
inl .'4) I-10+1O L d=2+b-INT (b
+

7BB RE&TORE c: FDR 981 TO d: RE
AD b%: NEXT g9: RETU

888 LET ro=0: LET a=0: FOR f= i
TO LEN z8&: LET H‘l‘az!(f'.' IF vE&E="
t!t nn L") “!Io L1 OR l- =s!. 11}
OR v$="1" OR U.= t“ THEN Ps
CHRS &;
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810 GO SUB 75@: PRINT CHRs (cOD
E b$(1)-a);b%t2 TO ;" “;: LET &
= (ve="0") aha

820 IF vE="K" OR "S =k vg="
0" OR vg="[" THEN RERINT cuns ;

838 NEXT f:

G080 POKE 23692,255: IF NOT ro T
HEN GO TD 6100

BBIB GO SUB 800®: PRINT "’': LET r

BBQG LET a=0: FOR f=1 TO LEN o%:
IF qttf)n“i“ THEN IF (CDDE o$t/#
) -986) *100+1000=ryu THEN LET a=a+d
- PRINT INK 2; (" There is a*“
P a=1),TAB 13;(BHR S+CHRS 8+CHR
g a+CHR$ BF“& a ar1i;rEtft:

D
Z

6050 IF mn THEN PRINT PRPER 5; T
here is a “msimn)

g!DB IF at AND mn THEN GO TO 700

6200 INPUT "WUhat next? “; LINE a3
$: LET c$=as: PRINT °‘TRB 2; BRIG
HT 1; PRAPER 7;a$’’

6219 LET ag=ag+"

6220 GO SUB 70®: RETURN

g?aa LET at=0: IF mn THEN LET at

éa:a DATA "north","east”, south"
'e’t (1] Olu [ 1] "do.ﬂ (17
saga RESTORE ‘©6310: FOR f=) TO &-

OR l‘(f TO 3+LEN b!!-b: THEN LE
T rt=CODE dlif) GO TDO 660
6330 NEXT

6350 IF ag$( TO 43 ="1o0k"™ THEN LE

T ro=1: 0 TO ru

5360 IF atl TO 4)="sear" THEN B3
sSUB B66S@

5370 IF att TO 4)="take"™ THEN GO
SUB 678

5380 IF as( TO 3)="put" THEN GO
SUB &68@

6583 PRINT “"You cannot do that.™
: G0 TO ru
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5688 LET Ci=lrt-95) :100+1000: I~
rtel THEN PRINT “You tlﬂﬂnt so
that wa : LET ro=@: GO

5&13 LET ru=rt: LET ro=1: GO TD

6650 LET a=8: FOR f=1 TO LEN o’:
IF qttfla“a“ THEN IF (CDDE o f
J—961i103+1009-ru THEN PRINT
You find a “;r&%i(r): LET &-a+
ET NEXT

1 #(f!-ni-l

5550 IF NOT a THEN PRINT
_INK '"YOU find nothing.

5678 60 TO ru

3709 LET ag¢=ag(5 TO >: GD SUB 722

571ﬁ f-i TO LEN 0.' IF agt 7T
3)=r! TO 3) AND {((CODE og!f

I—BEJG ea-ru OR q$(f)="£") THEN

GO TD &74

6720 NEXT f

S738 PRINT TRB 5 “You cannot tak
e that.": GO

65749 IF (f)="£“ THEN PRINT TAR®
5; “You l ready have that!™: B[O

TO ru
3753 IF q%(f)>™1" THEN GD TO 73

6762 IF o0b>2 THEN PRINT TAB 4;"Y
DU cannot carry any sore.": 96 2

5770 PRINT TRAB &; “Dtlg LET Ob=
ob+l: LET os(f)="e":; 0D TO ru

SBOE LET a$=a%(4 TO ): GD SUB 70

6818 FOR f=1 TO LEN o$: IF ag¢i 7T
O 3)=r$ilf, TO 3) AND o$(Ff)="£" T
HEN GO TO 68540

6820 NEXT ¥

6830 PRINT TRB 4; “You tan‘t put
do-n SDII‘hinﬂ you don‘t hava!™:

TO

PRINT TRB 8;“Okay“: LET as(
554"1,__ LET otui-cnn tru 710648
6): LET ob=ob-1: GO TO ru

6900 PRINT " You have succeeded
Lin your Rission. Well done.
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695@ INK @: FOR =5 TO 1@ STEP &
: FOR 9=1 TD 5 STEP 2: FOR h=1 T
o s STEP 2: azsp 23, Fra: BEEP .3

F-@#h: NEXT h: NEXT g: NEXT ¢
dood sSTOP

9108 LET mn=0: LET at=0: LET ru=
1108: LET ro=1: LET ob=0
9110 LET Lt=@G: LET Lu=0

9658 RESTORE ssao LET e=0: &GO =

UB 9808: DIM r c) FOR (=1 TO
b: LET r§(f)= gt NEXT f

9670 GO aua 950 DIM 5 ib,c7: F

DR fli TO b: LET s$(f)=t$(Ff): NE

9593 GO SUB 9B@@: DIM m$(b,c): F

gg == TO b: LET M$if)=t&if1: NE

98008 LET a3=0: DIM ;s(b,c! FOR
=1 TO b: RERD b%: ] g=1 £
LET ctchR ttcaDE bg(a) +120+g9£2
1/2) LET 2 }=CH ﬁ (CODE c%#&

g¢>"£“)+a E(CH="F£")): LET a=a+

E t:(f,g): NEXT : NEXT

a<>d THEN PRINT “error i

n codc Line “;0500+ex50: STOP
9820 LET e=ze+l: RETURN

Egﬂﬁ INK 1: PAPER 6: BORDER 4: C
9998 PRINT *"‘‘'‘: G0 TO 11606

S
Q

Scenario 1: Statue
LISTING

1 REM The St1atue
2 REM @ S.Robert Speel i9a4

de—ﬁ DATA '"'die”,"locked"”,  "you"” "
350 DATA "goes"™

1100 LET z$="{8S5/%30 'cWU7_-20"
1126 LET d%="00c8ed": G0 sSUB saa

115. GO TO 6300
1200 LET z&="85SUdKUW,.7_-s;c"
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%229 LET d$="c20022": S0 Sus s
125@ GO TO B3R

13@e LET ZS="NSWUIKZL_; K7RC+B0"
%32&! LET d3$="asbg@®2”: G0 SUS sSad

1338 IF a$¢ TO 2)="5 " OR ag$c TO
7)="90 sS0ULl" THEN IF NOT LU THE
N_LET z$="/7ca0": GD SUBR RIA: RO

1342 a.( TD 4)=2851(3, T 4 TH
EN GO SUB 200
35@ GO TD 6300

1400 LET z$="RSU3KW7_./7?+UBD40"
5429 LET d$="80ed8,". GO SUR S0

1450 GO TO 6300

1500 LET z$="2SUd3K7I[_; AG+Co"
éS?B LET dS$="dfacea"”: G0 5u8 san

1558 GO TO 63@@

1600 LET z$="8SW3KW7_-Co"
1620 LET d$="000ed@" GO SUB a3

gﬁSﬂ G0 TO 6380
gzﬂﬁ LET Z$="1I8SU3KKWIw@08K +W7_,0G
1720 LET d3="0c@hR"”: B0 SUR SBD
?753 GO TO 6300
%QQB LET z$="RSU3KN,7_~,0°cii{dD4

1828 IF t$(1)="1" THEN LET mn=1
éBSB LET d$="idee®g"”: GD SUB 682

1848 IF as( TO 4) =!-l(1, TO 4) AN
O mn THEN GD SUB 7ige
1585 GO TO 6300

1988 LET z$="BSU3KU7_~- 70"
1320 LET d: ="22h2Ve": GO0 SUB oA

?950 GO TO 6308

2282 LET z$="#5/\0c {ctid0Bo": RAEM
#S57 (0" 1cADB0 "
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2018 LET z%5=2%4+ ("€\cs <0"” AMND I(NOT
it DR o%(1) ¢>"£" J*("*fcu«wo" »

ND Lt AN o%(1l)="£"

2920 LET Jd$="00088d@": G0 SUB Sag

2930 IF as( TO 4)=585(4) THEN B8O
SUB SR
2050 GO TO B3R

6500 IF as%( TO 42 (2 THEN BQ
SUB 8lioe e i

6912 POKE 23692,285: FOR rf=1 TO
1B. 'PRINT PAPER B.TRAB 31; " *“:

6920 DATA "0305-1-5030SAa6-2-1-3@A

20301 -300030183 -899 -5 -4 - 191909&-

30182-108-3-2-ZPi-13Riri-2-1-81

S0000-E-000-80002050200 "

6938 INK 6: RESTORE 691@8: RERD b
: PLOT 109,5@: FOR F=1 TO 188 &
EP 4: LET a=UAL b$I(F TOQO F3i2: L

ET b=UAL b (F+42 TO F33): DANNY a3

4d,b#d4d: NE f: PLOT 95 2@: DRAW

2,9: DRAYU -1,1: DRAW e
7029 PRI “The “;m o .. g4 op
z.-“'Li 1: GO 565‘330 .sTOP

QU can‘t*": GO

7311@ LET zg%=" so": GO SUBR 82
: PRINT rs(3)

7120 LET Bn=0: LET at=0: LET ts$7¢
)="0": 680 TO ruv

soeo IF NOT L1t FR 0% ‘.l) u"f:“ THE
N za-“srcl : BO sSuB

8010 IF Lt THEN PRINT “You find
the statuve.”: GO TO 69@0

3150 LET ags=as$(6 TO ): GC SuUB 7@

8110 IF o0%51(2) ¢>"E£"™ THEN PRINT Y
oV have no ";rgi2): GO TO rv
5120 FOR f=.1. TO LEN o%: IF o$(r}
="£" AND { TO 3l=rg(f, TO A T
HEN GO TO 4@

81098 NEXT f: PRINT TAR 4; "You =
n“t.": G0 TO rv

7100 IF 0$(3) <>"£" THEN PRINT Y
7000
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8140 IF f=2 THEN LET z$=" fo
Dﬂ ": GO SUB B09: LET Ob=0b-1:
T (2) =**1": 80 TO
815 IF f=1 THEN PRINT TRR 2; "D!
OU. : LET (t=1: LET ob=0b-%-

(2) ="1": GO TO ru
B% B FPRINT "It won‘t burn.'": GO

Bﬂ.ﬂ IF 0%(4) =" THEN PRINT TRR
2; 3 : LET Wu=i: &GO TO ru
aa:a PR NT TRAR 2; “"You have ne e

r$t4): GO TO ru

9200 LET o$="berfi,jo": LET q$="11
iz=21*"

9500 DATA “LFtHUF" , "£F jFN¢(" " 1r e
dF <" L, CANLEY "L, T LLDAhF " "EUFANE "

9558 DATA "\UZX><¢", “"TtURPPFL" ,"pET
TtDR™ , " LNDJDL "

9600 DATA " LEDUH"

3643 LET b=6: LET ¢=6: LET d=0F1
9660 LET b=4: LET c=4: LET d=172
éaao LET bwil: LET ca=S; LET o=E3

S72@ DIM t$(1): LET t$="1": GO T
O ossa

9910 PRINT TAB 18;"The Statue""*
You have entcred an old and

Neglected building, where an
ancient statue ofFf & bull has
hetn hldden.'
92 RINT “This vatuvable object
is Ildt OF gold. Your tasi i
$ 10 fFind &

9938 PRINT °‘. FOR f=2 TO2e: o8
INT AT od®: f: " iar 1¢ L pgE
L ¥ ?- 3; INf AT 19+ F
5 33 u' TF!B . u .u d N

9'950 RESTCIRE 6918: READ b%: FOR

TO 6: PLOT e#28+7,70: FOR f=
1 TD 198 STEP 4: LET a=VAL bS(f
TO F3l): LET b=URAL bSIF+2 TO F+3
1: PRAU a,b: NEXT F: NEXT e
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HINTS ON PLAY

This scenario is very easy to win, and as long as you make a
good map of where the objects are, there should be few
difficulties. The map was originally planned on a square grid,
so mapping is uncomplicated, even though there is more than
one level. Remember that to use an object you have to take it
first.

The Statue

YOou have entered an otld
sagtasted BOReTRes hele 0
¥:02 hi%d!gi 8 bull has

i valua € abject is
‘i:_.l': g0ld. Your task is IO.:?:d

y FOUNDATION 2
and SCENARIO 2

Temple

Temple is more complicated than Statue. There are more
locations, more objects and more enemies. In this scenario you
are after the hoard of offerings collected in a temple. It is
known that there is a tunnel leading from the treasure
chamber to the outside world, but at its end there is a door
which can only be opened from the inside. So, once you find
the treasure chamber it’s easy to escape. The only problem is
finding it.

You arrive at the temple entrance to find the guard absent,
d the door invitingly open. . . .
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TOPLAY

You start at the entrance to the temple and your aim is to get
'to the treasure room. Your basic commands are the same as for
the previous scenario, but this time there are more special
commands which you have to think of,

TYPING IN THE LISTINGS

MERGE Foundation 2 with Foundation 1 and SAVE it.
Type in Temple and MERGE it with the combined Found-
ations 1 and 2.

SAVE the result. The game is then ready to play. Keep the
separate Foundations 1 and 2 for the next scenario.

NOTES ON LISTINGS

Foundation 2
100-250 There is some new vocabulary. Note that the lines o
Foundation 1 can be updated to Foundation 2 by EDITing|
and adding the new words, rather than typing in the whole
lines again.

Scenario 2: Temple

340-370 Extra vocabulary for this scenario.

1100-2520 The locations.

7000-7900 You meet your doom. i

80008540 Special commands and responses. The greater
complexity of this scenario means there are more special
situations than in Statue.

9200-9680 The new object, command and monster set. f

9980 No introduction has been included, as the progran
nearly fills the 16K machine. A very short introductiol
could be added. or a longer one if you have more than 16 K.
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Foundation 2
LISTING

1 REM undation
2 REM S.Robert Sptll 1984

108 DATA “You are“,.“antrance™.™
icogth-ra“ “"basampant™,"lo
120 DATA “and™,“singte“,“hi an*t .
13@ DATA “"the",“stairway","wida
49 DATARA “room" ,“dosn™,"takla™,
15@ DATRA “door™,"up",“centre™,>
168 PATAHR “"north","dark","singla
@ DATA “south“,.“pit™,.“pite™,"
188 DRATA "west","out”,“furnitur
@ DATRA "east™,“then",“fioor"™,
"gg?h?ﬁTﬁ "with" ,"“gyour","plLank™,
e:g DATA '"“going","“passagae™,“'s"

,223 DATA "“in®™,"on"," Lead","but"
23@ DATA “a * "largc“

815@ IF tt THEN GO SUB 8506

7000 PRINT "the ";m$imn);"™ kRills
oU. ": GO TO w

739@ PRINT TAB 6;"You are dead."

: STOP

aBgE°¥ESTgnE 89@9: READ a,b,Cc,n$

6818 FOR =) TO LEN n$: LET ai=D

ODE Nn$(f): DRAL (INT (a11103-atn
;:II—IINT (alsl10) 21087 -4) ¥c: NEX

3529 RETURN

9028 LET z=500: LET y=6030e: LET
X=00080: LET w=7900

9120 LET ul=0: LET dd=0: LET das=
9: LET df=0: LET tti=0@
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Scenario 2: Temple

LISTING
1l REM Scenario: Temple
2 REM S.Robert Speel 1984

298 DATA ". ",.“way“","cloth",™fi
replace”

28 DRATA “;2M“itreasura®,sev
eraL™ “crossroads“

ala 691-9 (1] llturnll "blﬁtk“.o"
Lever"

S2e DATA *,s"end" ,"stop*,"go 1
S380 DATA “i ", "Xxx","“kiLL","FalL
o492 DRATA “bed","boli™ ,“"temsple™,
"aLttar"

958 DATA "priest",“"stieaeping".,"s
toreroom', “pursuit“

S50 DHTR "dog","keuy" ,"guvards* . "
secret"

378 DATA “wake"

118® LET z:-“nﬁ/g“/{go LGC5sTO™
112@ LET d$="0bk O SUB x: GO
TO Y

1200 LET zt=“{REUXPuO L v’ .p_s K
ThG+Co

1333553 ‘Eus 8050: LET d$="fcma"-
123@ IF a*( TO 2)="n "™ OR asil TO
4J=“g THEN GD SUB BDOOD

1246 F a'l TO 31 =s%(2, TO 3 TH

EM GO SUB B8ie0
1252 G0 TO v

13@@ LET z$="8SULPOC+CGkKUX36 /G 10D
«S7ILS/;, +75 > (dsPO™
132@ LET d$="edib": GO SUB Xx
1330 IF (ag(i TO 2)="n ™ OR as( T
Q d4x=" N1 AND NOT ul THEN LET
zz--"/ CJRD“' GO SUB z: GO :
1348 IF ag$i( TO 4)r=s5%11) THEN PRI
NT (“you have no Ieg“ AND O%$C1) <
UETNL0T DRaBY" AND 0%(1) ="£"):
LET ULIUL+(OS(1)=“£"1. GO TO ru
1358 GO TO y

1498 LET z ="£35UX30U5J5t3/94130
cM4ZT /20 ° gu F_
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ZE={Z%(l TO LEN ZXZ%-1) +"Kk
AND dd) + (X% AND NOT
_ATD" AND da)
IF de THEN L

1 dd THEN LET d$(4) ="0"
1440 GO SUB x: 7;( TO 4)=s§(7?
)} THEN LET zs-t"ux [4+SHIJC? /S
Zo"™ AND NOT dd) +("NBo" ARND 447 :
G$95”9 Z: LET dd=1: LET tt=0: GO

14-50 IF asi( TD 4)="sear'"™ AND NOT
de HEN LET Z$="'C 7S /wTr0": O
[} SUB Zz: LET de=1: GO TO ru

1468 GD TO 9w

1508 LET z ="£#5UH&KU,F_/'?D'.FI[

JEK £4+X [J:

1510 F' (S)="e" THEN LET zI¢=x§
9

( t-g? %El.\_l ZH-1) +"k+W:TsI0M": L
=
ggBQLET d$="00cO0": GO SUB xX: GO

1600 LET z$="RSUXK13k{KU™[0 ‘' .Sl
oW uxrc /€70

1610 I (5!-”?" THEN LET zZ@=x $

+"‘curﬂv{ o": LET q$i{3)=""0"

1620 LET d&="00b2": GO SUB x

1630 IF agf TO R ="s " OR agl TO

4) =" s THEN GO SUB BB

1658 GO TO v

ir:'égﬂ LET z&="85UaPKW76~; lo_-TiEx
17290 LET dS$="d@@h": GO SU
1738 IF N df THEN IF a:l TD 2)

mi'w - OR a$( 4) =90 TH!: i
ET ZR="&XCK + Satimo-2%60 z:
G0 _TO 7909

1752 GO TO v

%gga LET z$="1iBSU2Ps0GK*x [, orsCF |
1_?309LET d§="9080,;": GO SUB x: GO

1900 LET Z§="RSWaSKL7IL_: +70°'CMZS
1913 LET sn=4: IF o%(B)="i" THEN

LET =@
1220 LET d&="c@Jjd": GO SUbB X
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123@ IF as$( TO 4)1=s$14) THEN IF

0% (6) ="£" THEN LET o0$(6)="i“: LE

T X$="the wolfhound Srabs the bo

nNe and settles down to eat. “: ¢t

53 =n=0: LET at=9®: PRINT x%: &GO

u

1948 IF ag$( TO 4)=s$(7} THERN LET
df=1: PRINT “"there is a Low rum
le. ": LET ti=tt+itt=0): GO TO

ru
1952 GO TO y

AB0Y LET z&="8S5.-9ou350 "' cUXSRUIS+
Wro?L._,; +Co*

20108 IF NOT dd THEN LET z$=zg+ -
5; C'k+%[&%0": GO SUB z: GO TO 73

ggf{ LET Z$=2%+""'Cco0-"9'0/-sWcK /K

olf

agg LET d$="ihOK": GO SUB x: GO
' ]

2100 LET z$="1i8S/130RIJ"Y[.T/IK ¢
WaT /717 [B 0WSPU L8, W) R7K KIS #3 6 =
2510 GO SUB z: GO TO 656

2200 LET z$="{#SUX3KU.™KT 1icy 0
v __ "

2320 LET d$="00@m": GO SUB x: GO
70 y

2000 LET z$="8SW%PK? [_CkG4+70W1PU

[; o
zégaul.z'r d$="blno": GO SUB x: GO

240@ LET Z&="{R8SUXSKUSoMce S200 *

cU7_rwtf;0
a%gi LET d8="800@": GO SUB x: GO
Y

2508 LET z$="{8SU3KWS {r K12k ¢, 7
/Gou{sgc- T /g
E_?_gaya_ d$="0a08": GO SUB x: GO

6500 IF as$( TO 4)=s§(B) OR asi T
D 4)=3%1(9) THEN GD SUB B200

7988 PRINT TRB 6; “You are dead.™
: STOP
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8000 IF o%(3) ¢>"b" AND oft(S) cr'b
) ESE_I;I_DL ZHE="8" 4 00" sSuUs z

: w
8010 PRINT ™ you £ross the pit 2
n the "LACK(3) AND 0%(3) ==“b" AN
'2") ‘ trt(a) AND o%I(S)="b"
sts:-‘a“
: RETURN

GEB Il' O$(3) ¢>"b™ AND o%(S) <> b
TUE L ZE=z$+"Uviefy Lr-po*": RE
SR6@ LET z$=z$+" " cUBksKU"

8070 LET a=3s(q${3)="0" AND o%{
3';="b".l +SE(qQE(S) ="90" AND 0$(S) =
S8 IF NOT a THEN LET a=3#%1{
la"b“) +Ex(0&(S)="b"): LET 9%

809@ LET b=77#ia= )+Eﬂl(a=5) I’.

T Z$=x$+CHRS b+" ?. (&}
il Eer I QE(S) =""1": LET qt a) ="
": RETURN

810@ FOR f=1 TO 4: IF agi4)=" ™
TREQTLET ags=asl TD 3) +a%t(sS TO »:
8110 IF a%(4 TO 6)¢>r&i(3, TO 3}
FIND lSI‘ 0O 6) <>r$(5, TO 3) THEN

8190 LET a-al-(a:u)zrsta 1)) +S=t
AS(4)=rg(S5,1))

8130 IF o ta) (P“E£" THEN RETURN
8(1?3 5!' 0%(8~-a) ¢>"b" THEN LET g%
a="p"

8150 RETURN

5200 LET a=rus100: IF a=22 OR a=
24 OR a=25 THEN GO TD &83@8+tlas!
TO 4)=5%(9)) 100

85218 IF a=16 THEN GO TD B350
8220 RETURN

83090 LET z -“&'HRUH{J"&O“' GO
SUB z: GO TO

QSEQ LET I't"/nih-&o“: GO SUB z

B‘-BB LET 1’.=“#‘[+'£-&0“' G S5UB
4
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8580 DATA "the guards have waked
“,"the guards are trying to
Cross the pit"”,“"the guards have
‘'Crossed the Pi{“,“tht guards ara2a
rUunning up thﬁzaaszagl“
8510 IF tt:5 7T RETURNM
8520 IF tt=5 THEN PRINT PRPER §&;
“*The guards_catch wou and kill
gou.': GO TO w |
8550 RESTORE 8500: FOR f=1 TO Lt |
: READ b: NEXT f: PRINT PRAPER S
nll***ll\h ;l\***ll 1‘
8540 LET tt=tt+l+(tt=1 AND (O&(D
J=""b" OR 0%$(3)="f" OR 0I5 ="H"
OR o%$(S)="7")) £2: RETURN

8900 D 79,120,3," MY, v {
7988 BUR ZRciEe: o ORIV Ll

E"":"'hvp zlg.f.!’JJ)J.‘).‘-ﬁ.‘.‘-‘.‘

9100 LET t=0: LET mn=0: LET at=3
: LET ru=1108: LET ro=1: LET ob=
@3: LET Lt=0

9200 LET oS="0dFlLecm”: LET q&="3
2ielrev

S5O0 DATA “"\NIE> <", "JbpX> ™., " N0
ST, "IbLUS <", “SFJHHE", “Ubt ) ¢ .
“OhesX <™

ES5@ DATA “PEZA™, N i@", " iNDH™, ™

gnh?;i33rLa","r\DF","rnzx","\uzx

- 96P@ DATA "fhTJdd: 864", “UUPPIELE
NN, UTNDAF ¢ : 864" , "t bZLNZAT >4™

9648 LET b=7: LET c=6: LET d4d=368

%ssa LET b=9: LET c=4: LET d=375

geaa LET b=4: LET c=10: LET d=35

3?1@ GO TO 9850

9990 PRINT °'TAB 10; “The
PRINT * ' °

GO _3SUB 8800:
GO TO 1100

EE L4

"
»

-
-

L]

HINTS ON PLAY

You may get frustrated in this scenario, faced with a no-
situation. Remember that a lever is only installed for a p
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pose, which must be beneficial to whoever is intended to use
it. Also remember that whatever obstacles are in your way are
likely to be obstacles to your enemies as well. Incidentally, as
the temple represents a cult which uses many martial arts, you
are likely to be outclassed in fair fights.

The Teaple

|

You are at the entrance to tha
[ genpte. To your east is the
b o0r «

FOUNDATION 2
and SCENARIO 3

Wizard’s Tower

Or many years a wizard with vast riches has ruled over the
from his tower, and wielded great power. In recent times,
Wwever, he has doné little, living a hermit-like existence in

tower, guarded by various monsters. You feel it is high
} that the old wizard was removed from office, to make
t for a more dynamic, enterprising person — yourself. To
' end you have decided to enter the tower, find the
jician and dispose of him.

LAY
ve two potent spells — a sleeping spell and a petrifying
Which paralyzes an enemy. You use these with the com-
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mands ‘cast petrifyspell” and ‘cast sleepspell’. Each time yo
cast a spell you lose psychic energy, 1 for a sleepspell, 2 for th

. more powerful petrifyspell. As you start with only 4 ener
points, you cannot afford to waste spells. Physically you a
not up to very much, so monsters will be able to destroy yo
relatively easily. Your spells should take care of them, bu
there are ways other than spells to get past a monster. . .
Another command is ‘status’. This lists out the objects you
have with you, and also your level of resistance and psychi
energy.

Your aim is to find the wizard in his tower, and either p
him to sleep or paralyze him. But first you must get past th
guardian monsters, and remember that even though past hi
best, the wizard is still a powerful spellcaster, and probabl
faster than you. . .

¥YOoU are at the top oF the

staicway in a8 room with doors

1o north, scuth and westl.
search

You fFind nothing.
status

Objects carried:

JU?
Energy eft: 4
Resistance: 4

90 up
You cannot go that way.

TYPING IN THE LISTING

There are more coded words than normal characters availab |
50 some user defined characters have been included. To
these appear different in the listings, the characters have
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above and below. When you type in the listing, first type line
9910 and run it before typing in the rest of the listing. This
gives UDGs bars. Then when you see a barred letter in the
listing, go into graphics mode to type it, and you should get
the barred character. A few of these letters look a little odd,
for example in line 7710 the barred letters are N, I, H and U.
Most of the words which have barred character codes are used
infrequently, so there are not many to type in.

Type in the Wizard’s Tower listing and SAVE it.
Load Foundation 1, MERGE with Foundation 2, and then
MERGE Wizard’s Tower to play the complete game.

EXPLANATION OF LISTING

]

100-300 Additions have been made to the word data list, and
slight alterations made in order,

700-830 Due to more words being added, the decoder has
had to be modified.

1100-2770 Locations. Note use of barred capital letters —
these are user defined graphics,

6100 Check if monsters are able to attack you.

6380-6410 New commands recognized here.

9006930 You win. Picture drawn.

7000-7010 Monster attacks. You can sustain several levels of

being damaged before you collapse, so can try different

~ methods of overcoming a monster. Note that if you flee, the

monster will follow you.

100-7180 You cast a spell. sp is the psychic energy you have
left.

$00-7530 Status command.

8310 Special circumstances. There are rather a large

. number of these now.

900 Data for pictures.

$-9120 Changed variables.

90 Object positions.

9710 Objects, monsters, special actions.
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9910 Poke UDGs with bars to make it easier to type i
listings. Note this line can be deleted when game full
operational.

Scenario 3: Wizard’s Tower
LISTING

1 REM Scenario:
Wizard‘'s Towar
2 REM S.Aobert Specli 18684

118 DATRA “"there",“"basement*™.“Lo
cred” ,"which"

218 DATRA "going" ,“has"“,"'s"™,"an
23@ DATA “a " ,"\large*“,"too"™,"on
248 DATA "s ",“empty™,"it",“oit
258 DATR "to™,"jug","say™,“can"

Esa DHTR L1} i s (11 uno L1 (L] top L L] uea t .
27e DATA “no" : “box™ : “sea™ : “"belt

28@ DATRA , “"Lvopent.“burn*,"La
290 DATA ". “,"fall","will"™,"ta

 3ee pbArA - “,"have","book™,"
31? DHTR (1] “,n“help“;.“ul.l".| \|§

5
-gga PATA * “"LsVwhen" ,"leak","da
33@ DATAH “tower","xxx","spire*.
34@ DATA "sting","chair","sheatif

350 DATA "spell™."straw",“broka
n“,"thick smoke"

36@ DATA "waste", "Mmirror","barr
eL","match™

376 DFH"FI ‘_‘lanage“. “appear™.,vpra
Pare” tgiving”

380 DATA “strewn",“cuttlefish b
ones" ,"propped against™,"“throuvgh

the ceiling"™
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39@ DATRA * otdrish“,“surroundcd
“,v“pegtrified","filthy"

420 DATR m$(1) .mg(2, TO 7).m$(3
, TO 6) ,m8 (4,
410 pATA foinecr . "passase™,"for

1"
420 DATA "turn","do"

808 LET ro=0: LET a=0: FOR f=1
TO LEN z$: LET vE=2%(f): IF vga='
[II O v =.l° (1% R v =|Is an Dn v =|‘- -

g £ OR v$="k" OR v&="6" T
HEN PRINT CHRS$ B;

iie@ LET z “{8617 sk xPUs , %o
‘cWgET /20 /77C 27

112 LET d&= qaéaao“- GO SUB BOO

1133 S [ .JO 4)85 (1) THEN LET

I¥="U 80@: L
=4: GO B 6000 il
1150 GO TO 6308

:Lgaa LET Z$="8SUX30 "fcth'07L._5;
+Go "
%zaa LET d$="dgd@®e": GO SUB 600

123@ IF asl TO 41::::93 THEN PRI

NT "There C W Tl s =~ st LET
zg="8101 {™(ao": G sub ecb: GO
To 79908

1241 IF a§( TO 4)=sg(2) AND a&(9
Yorle THEN IF ag(B TO B)=r%&

5 3) THEN LET z$="3lcYXo": GO SUB
82@: GO TO ru

1250 GO TO 6380

1380 LET ZH="H#SUX30 ' <T. MS+glosrs , F

1310 F O 15)=“c“ THEN LET Z&=Z &
+"RNWK C /KU

1saa IF o (s)c>"c“ THEN LET z&=Z

$+"T/Ic®

1339 LET ds="000900": GO SUB &0®

2

1340 IF o%iS)="c" THEN IF as$t TO
SSIEERY THEN IF S308,T0.% Uk
zs="70 L[k +U fo": GO SUB BOL:
i mn=4: GO SUB 6000

1358 GO TO 6300

N.A.8.8.—§
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1410 IF tthJ)“O“ THEN LET an=5
%420 LET d$="0ebl0": GO SUB 500

1430 IF ag( TO 4)=58(2) THEN GO
TO 8000
1450 GO TO 630@

1500 LET z$="2 uxxsuxv [ GRC+5 700
xscs.fﬂ-.lfal. +1Ccw mlO
15 LET d‘="0fgdﬂa“- GO SUB 600

e
1550 GO TO 6320

1600 LET z$="<I83U%X\30 ' cUesU Gk +&
tFL._; +Co"
%BED LET d$="he9eid"”: GO SUB OO

1650 GO TO 6300

170@ LET zn"usumo/-tr IC_IrS TR +
‘P L WsGKC+; 0"
1728 LET dus"ecabaa": GO SUB 600

o] i
1752 G0 TO 650

1603 LET Z$="BSUXVRL3KUrJHS ‘0 7Z7
C_r7uw?
1820 LET d$="00r000": GO SUB 600

@

1830 IF ast TO 4)=8$(2) THEN IF

a$(6 TO Q) =r$i(3, TO 4} THEN IF o
$(3) ="£" THEN PRINT “"Don‘t be gr
ggd uou have one ailready.*:

1850 Ga TO 6300

%QEB LET Z$="8#6/2eJ/5s{ASUINKTLL_; K
7+CO0"
1920 LET ds$="JjBal@Or": GO SUB 600

2
1956 GO TO 6300

2088 LET 2!:“35! BSON.JU!ET/)Kf‘
UL.DET /IKk 4+l .T/{50"' .71 _ru?+Co"
2820 LET d$="ﬁaik09“' LET mn=3:
GO SUB 6206

2858 GO TO 6300

2198 LET zsa“#suxl'auKEansIo e
CL.C+G"



Preset Fantasy System 43
3120 LET d$="90.6po0d": GO SUE 680
2150 GO TO 65@0

2200 LET z ="{HSUIK-30 " cUXNrSir9
o CZFI!C

EQQB LET dtﬂ“@iaaﬂﬁ“' GO S5UBp 800
2250 GO TO 6300

2300 LET z=="uua 07 IU; +Co™
2300 “i@PndR": GO SUB 509

o
2388 GO TO 630

2409 LET Z§="1&. aUKau{sIK.+s{EoF

415 Ir t: (2) ="1" THEN LET 2 n
e¢ao LET d$="0om@000": GO SuUB eco

24-30 IF t$(2)>"0" THEN IF ast TO
4)=8%(7) AND a%(6 TO QX=n&i2, T
g 4) HEN GO TO 7300

2459 GO TO 6300

QgBB LET z$="{aSuUX3KIR\v o’ .70 _;

o
25190 IF (4) =" THEN LET z&=Z &
+" cUX{msE/Cr0"

2520 IF q$(4)="a" THEN LET ZE=Z &
+"UL< >

str0"
2530 14 s=“panaaa"- GO SUB 6B6

54-0 IF qQs$(4) ="9" THEN IF a!‘. TO
4) =8 $i2) AND a%(6 TO 9)=r§! R
0 4) THEN LET ZS:-—-“]P[!-C{I.HJ 2
“. G0 SUB §08: PRINT - ET t4y
="2": LET mn=4: GO TO ry

2552 GO TO 6320

L 7+LEGO"
6§a L YyE=" the door is Locked

gsaa LET d$="0ko@q@": GO SUB 6@0

2630 IF as( TO 2i="e " OR a%t TO
7)="go east"” THEN IF NOT Ul THE

N LET z$="/s7c)o": GO SUB 5868: GO
TO ru

§39B LET z$="1I8SU30 'ciN‘UVV: #{UILL
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RE40 IF a$( TO 4)=s5$(8) THEN PRI
NT ( 90U have no “+rs(6, TO =) &
ND ot(&J{>"£")'("otq¥" AND o%(5)
2R IF 08$(B) ="£“ THEN LET Gro
1: GO TO ru

2658 GO TO 6300

2780 LET zsa"u.'.n/'o'cund.‘.to/u_.l'c
s:#UL40"

g?&ﬁ LET d$="0@eeep": g0 SUB see

2730 IF as( TO 4)=3%(9) AND q&ELS
I="1" AND O (6)="9" AND NOT cr 7T
HEN LET Z$="&L/ho ‘' cU": GO SUB 50
B: PRINT r!tB, TO 4);"in it."”: L
ET q%(6) ="1". GO TO ru

irceseart ‘PUE A THEN IF as( To

=l0 . z =.| o‘ .-

GEUSUB 800: LET QE () =1, GO TG

278@ IF as( TO 4)=s$(2) AND 9
Y= Eg IF ag(s #a a:-rssg‘ i
0831 THEN LETuz ="1c¥Xo™": GO SuB
3 r

T ET
8/8£{I0": GO SUB BRG. LET cr=1-
LET A8 (6) ="3": GO TO ry
2770 GO TO 6300

6108 IF at AND BN THEN GO TO 700
@+ (en=3) 2712

6398 _IF as( TO 4)="stat" THEN GO
TO 7508

6400 IF as( TO 1@) =“cast Slesp™
THEN G0 10 719022’ =

6418 IF as( TO 1@)="cast petrin
THEN GO 70 7399 2% ="cast p

6420 IF as( TO 4)=5%(4) OR ag( T
o 4)-5;(5) THEN GO TO Bi00
6430 IF ast TO 4]-5*(3! OR ast( 7T
O ‘lli’(ﬁl THEN GO TO B200

49 I Iz( YO Si=ms$(6, TO 63 A[r
P 08(S)="€" THEN GO TO 835ee

68408 PRINT TAB 8; “Okay": LET ot
f) =CHR$ (ru/100+86): LET ob=oboi

: IF f=1 AND 0%(8) =" £ THEN LET
ob-ob—l:TLET 0%(8) =>dgd"
ru
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6900 FOR F=1 TO 18: PRINT : NEXT
N’T "‘You have Suc
cesdea ,nT 11 i “and the Tower
st 48,177 yours."
6910 PRINT Lo

@
S930 FOR f=1 TO 4: PLOT 60,50+ f
3: DRAW @,3: DRAW 1,1: DRAL 1, -
: DRAW @,-3: DRARU —2 @: NENT |

7000 PRINT “the "“;mEfman) ;" attac
£S5 YoU. “: LET rs=rs-INT (ENDx3)}
-1: IF rs<1 THEN GO TO 7908

7010 PRINT " You are “;("badiu"

AND (rs=3 OR rs=2)1; “gr:evoustg
;agm} rs=31);"' uounded. v GO

710@ LET sp=sp-1: IF s5p<@ THEN F
RINT “You ave no ener99 Lefr 2

cast spellsi™: GO TO

?110 IF NOT mn THEN PRINT “"Okau.
: GO TO ru

7ize IF MmN <>3 THEN FRINT “Th. i
)-"B" LET mn=@: GO _TO

7 38 LET z&="NBk /NHciy%o™: GO SUE
80@: PRINT : GO 0 7710

7150 LET sp=sp-2: IF sp«® THEN G
QO TO 7108
*158 IF NOT mn THEN PRINT “Dkay.

Q TO ry
7170 IF mn=3 THEN GO TO 7788108
7183 PRINT "“the “;m&fimn);" is p=2
triried,": LET ';(mn3=“ﬁ" LET ™

n=a: GO TO ru

720@ LET zs-“/ﬂcdo“- GO SUE GO
GO TO G696

7300 LET z$=("1¢L/H+zZ0" AND O%L(3
F="£") +("&L _fo" AND o%(3}) <" £
"y»: GO SUB & @: IF oE(3i="£" THE
8 LET t%(2)="0": LET at=0: LET @m
n=@: L o%(3)="h"

731@ GO TO ru

7509 PRINT °"“Objectis carried:

LET a=@: FOR f=1 TO LEN O&: IF
0$(Fl"“£" THEN PRINT TRAB 15,76t
F): LET a=a+l
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7§12 NEXI f: IF NOT a THEN PRINT

one.
7520 PRINT TRAB 1@;“Ener99 Lafy:
/5P ; TAB 19, "Resistance: " rs
7530 GO TD ruv

ggga LET z$="UIsEL"Pwi": GO SUE

7710 L Z&$=",sHi [&kv [Lw¥k +&TS_\s
o&.suégo&hibo‘cﬂ&h i
728 GO SUB 6060: STOP

.1 Kbdiso&viTo
781@ LET z&="/ NcJo": PRINT - GO
5UB &08: GO TD 6900

5200 LET b%=as%(S TO ): FOR f=1 T
[} 5+°If baE§%=: " THEN LET bé&=b$
(2 &

52310 IF b${ TO 3 »rEt8, TO 5 7T
HEN GO TO 86300 i
5020 IF o0%$(1)="£" THEN LET ZhE="5
STS5LE0": LET o0%(8)="£": GO SUB 5
2@: GO TO ruv

232 IF o$(S) ="£" THEN LET zg&=“5&
STSLNkVIT DO : GO SUB E0B: GO TO

Ty
5240 LET zg="&tN_E1So0": GO SuUB 5
B@: GO TO ru

B10@ IF 0$<(7) ¢<>"£" THEN LET zg="
HIN_m/{": GO SUB BO®: PRINT agi(s

7808 LET z$="/ l§

TO LEN ag-12); "with.": GO TO ro
8110 LET ag$=as$(6 TO ): FOR f=i T
9, 3: IF a$(l)=" " THEN LET ag=as$
(2 TO ): NEXT ¥

8120 LET 0$(7)="z": LET vg="g":
GO SUB 750: IF a&( TG 5,558 FHEN
oEl Z$="1cv _mo®: GO SUB Bow: G

U
5130 LET 0%(7)="0": IF ag( TO 33
=r§i8, TO 3)_AND 0&(B) ="£" THEN
LET z®="1mCk 0": GO SUB B@G: L
ET _at=0: LET Lo=(ru=2000): LET o
S1d0 Ler 232 LA P R
zE=" Gdmo ..

80@: GO TO ru

3222 PRINT " A iRELE, TO 8);i: b
ET 2$="HI0)a(lwqx&i&asss": GO sU
5 8@@: PRINT "=~ L.

. M6, TO B); :
ET z$="x0": G0 sSUB BOO: PRINT ™~
ru

*: GO TO
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5328 IF ru=270@ RAND cr=1 THEN PR
INT "the "'ﬂ!(&, TD 83" g ,3
Qts 3) zt=“ J

17110'. GD SUB Baa LET qstara
#: LET cr=2: GO TO ru

831@ PRINT “ The “;mn$!(6, TO 67 ;
LET z%="&[": LET a=INT tRND*a
LET Z%=Z&$+("90™" AND a=01 +1"%&
" AND a=1): GO S5UB 8E@: GB TD

r
5902 DATA S0,50,3, "XXXXLlldd, , | IF
nirueneuenapﬁn,,lihu 1 @@+ XXUPPR
edleRkIZ, s 002004, EWE_J_JeVUEjiE_£*

S318@ LET t=@: LET cc=0: LET LO=0
G100 LET wmn=0: LET at=9: LET ru=
110@: LET ro=1: LET ob=0: LET 1%

=0

9120 LET UL=0: LET dd=0: LET de=
@ fF=@: LET tt=0: LET rs=4:
LET = sp-4

22080 LET o%="Lbhocqkdq™: LET =
”139@22282* b s 1.

950@ DATA "ZNP@><:8","J
CTHZHJINEH" , “"EUfavE:-B",

u

fdx
,"NNt@><: 8", "EF JFN¢: B“
T, Jdbr@x<: 8"

9550 DATA " JULN", "nFXJ", " (LZR"
ALy TRURRR, JnFe' YrRNint  Cpeie
’

2508 DATA "Ldﬁd&NXT“ "ThTLJINUE™ ,
thBbD B ,"NNNTZ (: 8" "LEDUVH ¢ B‘
“NXT\NZ<¢:8"

S54@ LET b=9: LET ¢=8: LET d=519

3

9663 LET b=9: LET c=4: LET d=373

358@ LET b=6: LET c=8: LET d=425%

1

571@ GG TO 9850

2210 FDR fF=144 TO 164: POKE USR
CHRS 255 POKE USR CHR$& F+7.23
S: NEX T

82 DIM t$l8): LET t$="21113111%1

9@ PRINT TAB 1@;“uUizard‘'s Tows
P05 G0 To 11060
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HINTS ON PLAY

It is a good idea to explore as much as you can, and it may b
necessary to retrace your steps at some points. Do not become
frustrated if you get completely stuck at some point — take a
review of your various objects and see if one of these can help.
Shortage of psychic energy is an acute problem, but if you do
not waste it, you will have enough spells to get through and
win the game.

Finally, it is not necessary to carry out certain actions — fin
objects, kill monsters — in the order in which you come acros
them, and by choosing a different route to the ‘natural’ on
you may pass through more quickly, or use up less spells.

B e ———.

YOoU have suycceedsad s
and the Towar is
Now Yowurs.

S v

p e R S S N S S




3. Warrior Mage System

Warrior Mage is a Random adventure system.
The setting is an underground maze, called the
‘upper reaches’, which is inhabited by various
monsters. Your aim, initially, is to get a certain
amount of gold. Gold is found in the monsters’ lairs, so if you
meet a monster just wandering through the maze, it will not
have treasure.

You are the warrior mage, and can use both weapons and
magic. Weapons lie around in the rooms and corridors of the
maze, and you may use any weapon as many times as you like,
unless it breaks. Magic spells, however, are controlled by your
psychic energy. Each time you use a spell, your psychic energy
(initially 5) decreases. It can only be replenished by finding
psi-stones, and as these are rare, you must be thrifty in your
use of magic.

The system expands to include high-res pictures of the
monsters. Then carnivorous plants and magical potions are
introduced. Pits, traps and special pool rooms are also added
later stages, as extra hazards. Finally, a lower level is added
the maze, with new, much tougher monsters, and much
ter treasures. . . . The aims also change, with a final range
three alternative aims.



CORE PROGRAM -
WARRIOR MAGE 1

« Monsters and Spells

This program contains all the essential parts of the system. As
the maze set-up is complex, and the fighting routines very
comprehensive, it has not been possible to reduce this pro-.
gram to a shorter first stage listing. Note that on running the
program you have to wait for a couple of minutes while the
maze is set up.

TOPLAY

At the beginning of the game, you are asked which level o
difficulty you wish to play at. In level 1, you must collect 30
gold coins; you need 60 in level 2; 120 in level 3; and 160 in
level 4.

The maze is different each time the program is run, but you
always start off in a room with four exits and a stairway, and
you are strongly advised to draw a map as you travel around.
To move around the maze, use go north, south, east and west,
which can be abbreviated in the usual way. For the various
weapons lying around (you can carry a maximum of 10
objects), use take or put, followed by the object’s name, e.g.;
‘take spike’. Fighting involves hitting the monster with a
chosen weapon and the monster biting back in turn until one
of you dies. The computer asks which weapon you use, and
you type in the name of the weapon. If you have no weapons.
typing ‘fist’ will let you punch the monster, and typing ‘spell’
will let you use magic.

There are six type of weapons. Swords are the easiest to hit
with, and are therefore the most dependable weapons.
Daggers, also, do not miss often, but neither do they cause
much damage. Axes are fairly useful all-round weapons. Clubs
and maces can inflict the most damage, but are very unwieldly
and difficult to hit with. They have the advantage that they
cannot be blunted (although they can be broken) in combat
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with thickly armoured monsters, A spike, very unreliable, is a
last-ditch weapon.

There are six monsters, of which the sabretooth is easily the
toughest. Dire wolves and hellcats are fairly strong. Snakes are
weak, but just a couple of snakebites can be lethal, Armadillos
have tough shells which are able to blunt edged weapons,
making them hard to kill, but they are feeble at biting you.
Giant rats are the weakest monsters.

During a fight your resistance is reduced, and you can
recover afterwards with the command ‘rest’. This increases
your resistance by one or two points, up to a maximum of 10.
You also gradually recuperate as you wander through the
maze, by 0.1 point at a time. You are not killed unless your
resistance drops to zero, so you can be alive with a resistance
of 0.1.

When you find gold, it is automatically added to your
collection. When you have enough, return to the room where
you entered the maze, and use the stairway by typing ‘escape’.
You are awarded the title of warrior mage class A, B, Cor D,
depending on the difficulty level you chose (the highest, most
difficult grading to achieve being A).

You have a ‘status’ command, which gives your current
resistance, gold found, psychic energy, and a list of objects
taken. You start the game with a randomly chosen weapon:
typing “status’ as your first command will tell you what that
weapon is.

Magic can be used by typing ‘spell’, and spells can be used
at any time, including during combat. You have five spells
initially. When you type ‘spell’, the computer asks which
spell, and you then type in the spell’s name. When you use a
spell, your psychic energy is reduced by 1 (2 in the case of the
fear spell), and so your use of spells is limited. You may
occasionally find a psi-stone when you kill a monster. This
automatically increases your psychic energy by 1 or 2 and then
disappears.

The strength spell puts your resistance up to its maximum
value of 10 without you resting. This is important if you're
getting very battered in a fight.

Warrior Mage System
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The teleport spell puts you back in the room where you
entered the maze. This is useful for escaping from monsters,
and for getting out quickly once you have enough gold to win.

The summonsword spell magically conjures a sword, and
you may well need this if your last weapon has just broken.

There are two purely fighting spells: ‘disarm’ makes the
monster lose its defensive powers — helpful versus armadillos —
and ‘fear’ makes a monster run away, leaving behind any
treasure it had. The fear spell is a very powerful one, which is
why it costs 2 psychic energy points to cast, but it will not
work against a sabretooth. ;

) 33 3
Mou havse
i 2 sSMocrds.
{ 1 axe.
i 2 maces.
Yoy resistance = 7
ﬁsgchic tnerig _ LB &

ansters kilied = 4
BoneyY gained = 21

W

N

¥ouU are at a 4232 2hd. l

Exits: {
2600 to the east

There i3 a spike

TYPING IN THE LISTING

As explained, this type of complex adventure starts with a long .
hsnng It may be a good plan to type it in over two or more
sessions.
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EXPLANATION OF LISTING

This first listing consists of five main parts.

Lines 1000-1520 are descriptions of your surroundings.
2000-2920 are the input and execute commands routines.
3000-3990 include the fighting system.

4000-4630 are the magic routines.

4800-9990 are the routines setting up, beginning and ending
the game.

Taking a more detailed look at the listing:

1000-1020 w$ contains a miniature ‘map’ of your
surroundings, and el and e2 are the numbers of doors and
open passageways around you. x3 and y3 are a record of
where you are before moving, and mp is set to mp = 1 when
there is a monster present.

1100-1160 Describes your position if you are in a passage.

1200-1220 You are in a room.

1400-1440 Exits, and if any are doors or passages. Note that
doors in a passage usually lead to rooms.

1500-1520 Print list of any objects in room. Note that there
can be no more than five objects in a room.

1600-1630 Check for monster in room, and also wandering
monsters, which do not usually carry treasure.

2000-2390 Input command and go to correct routine.

2400-2450 You move in a direction. If you succeed, then the
routine jumps to line 1000 to print new location de-
scription, etc.

2500-2570 You take something. tc = total number of objects
carried.

2600-2680 You put something down. There are five places in
y$, the object array, where the object can be put. This
routine finds an empty one and puts the object there. If
there is no space (i.e., there are five objects in the room),
one object is eliminated so that the new one can be put
down.

2700-2750 Status command.

2900-2920 You try to escape.



54 New Adventure Systems for the Spectrum

3000-3070 Find monster name and characteristics and an-
nounce its presence.

3500-3570 You select a weapon. You can also type ‘fist’ to
punch a monster, or ‘spell’ to use magic. If you mistype, or
choose a weapon you do not have, you miss your chance.

35803590 You attack.

3600-3660 You hit. h$(12) is the monster’s resistance. da is
the damage your blow causes. Note that there is a chance of
your weapon breaking, and that if the animal has a tough
shell, swords, axes and daggers can be blunted.

3700-3790 The monster has a 60 per cent chance of getting
you, and its maximum attack strength is h$(13).

3900-3990 The monster dies, treasure is checked for, and
there is a 20 per cent chance that you will find a psi-stone if
the monster has treasure.

40004120 You cast a spell, and if you have enough psychic
energy, it takes effect.

4200 Strength spell.

4250 Teleport spell.

4300 Non-existent spell - used in next expansion of program.

4350 Summonsword spell.

44004430 Disarm spell. h$(15) is the monster’s defence
value, and is set to a minimum by this spell. ‘

4450-4490 Fear spell. mt is the ‘monster number’, and if the
monster is a sabretooth, nothing happens. When further’
monsters are added in a later expansion, only two will be
immune to this spell.

46004630 You find a psi-stone —en is your psychic energy.

48004840 You die and a new game in present maze
offered. If accepted, the maze structure will not change,
and nearly all the monsters and oblects will be as they were.
Some of your objects may be left in the location where th
monster got you, and in any case fresh monsters and trea-
sure will be added all over. -.

63006430 Check if you have succeeded in your aim, and pnn
a congratulatory message if you have. Again, another go
the same maze is offered. For a new maze, press ‘n’ in reply
to the question ‘Another game?’ and rerun the program.
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80008510 Set up for a particular game in a maze., This is
used each time you get killed or escape, and is fairly quick
in execution as a new maze does not need to be formed.
90009040 Select your initial position, near one of the four
corners of the maze.

9100-9180 Set up maze. There are two alternative ‘patterns’
for each 5 X 5 location block of the maze, and these can be
rotated, reflected and otherwise manipulated to give many
different variations. The array is twice the dimension of the
actual maze, as every second space in the array is used to
denote a door, open passageway or wall. These are not
locations as you cannot enter them.

9300-9310 y$ is the object array, and is filled with objects at
random.

9400-9450 x$ contains the names of objects and their charac-
teristics when used for fighting. Objects added in later
additions to the system will not have these characteristics,
as they are not used in fighting.

9500 List of monsters and their characteristics. When read
into h$, h$(12) is the monster’s resistance, h$(13) is its
attack strength, h$(14) refers to how much treasure it will
have (if not wandering) and h$(15) is its defence value.
h$(11) is the number of spaces after the name, and is used
when printing.

9600-9660 Monster array.

9800-9830 Starting variables. sp is the number of spells, tt
the time you have spent in a room. x2, y2 are your starting
coordinates, rop is set if you have a rope, and is not used
until the expansions are added. t$ holds the number of each
object that you are carrying.

Warrior Mage 1: Monsters and Spells

LISTING
1 REM Uarrior Mage 1
2 REM & S5.Robert Speel 1984

iea GO TO Sodae
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1200 LET wg=z YI4Z2$(X-1,4) +7
tx a+1)+zltx+ t +ztt§ u—i)g ”
e2=0: FOR f=2

To S: LET el=eil+(ws(f) ="3"): LE

T e2=ent(ws(F)="2" OR ws(f)="B")

éBEB LET X3=x: LET y3=y: LET mp=

1998 60 TO 11091- i
110% tE‘(1) =g 19@* (ws (1) ="0") +

1100 BORDER 4: PRINT ’’"Yo
IF el+el=1 THEN PRINT “a
dead end.: GO TO 1400
@ IF e2<>2 THEMN PRINT ("“i
r

N." AND e2=3);
“"AND eR=4) : éo TO 1400

1159 IF (ws(2)="2" DR wE(4) ="2")

AND (W (3) ="2" OR WS (5)="2") TH

EN PRI *at a corner in the"’''p
0 li4@@

Yo itnorth-south
);('east-uast“ B
passage.": GO TO

s ONZ
(]
<]
m
D
4
Lv ]
"
0
u
-
H
:‘
-
m.
-~
>

1206 aogbsn B: PRINT '‘“"You are
a ro
4293 IF x=x2 AND y=u2 THEN PRINT
“A stairway leads up to the
Outside.”

142@ PRINT °'TRB 8;"Exits:"’
1‘1° DRTR llnorthll OO.astll .lsouthll

est”

1400 RESTORE 1419: FOR f=2 TO 5:
READ b$: WHIF) ="2" DR W$if) =

"R OR Wt (1 et T THEN PRINT (“do

gr" AND wH(f)="3"); (“passage” AN
(LS () ="2% OR Wt FI="B"));" to

1“0 NéX* f

158@ LET bg="": FOR f=1 TO B: IF
untx:aé f,éf1>"a“ THEN LET b%=b
Y

25! ‘NE IF bs="" THEN GO TO
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'I.Th i ‘l-: Fon

N bR PRINT u::Hnt 8+CHR

“ " AND gtn: NPT Y

S cas, TO U (CODE BS(F

Y'TRB 7; (“& a R EAND F el EN
NEXT f

a(xfa /E) * AND RND»>

HND).GB THEN GO TO 2oaa
Y>21 AND RND<.7 THEN GO

STDRE e508: LET a=INT (RN
FOR =1 TD a: RERD bs: N
LET hE=b t=a: LET
AL e RO h tillstb 114) A
'@ AND NO NT Yo
a “";hg( TO 1 J, »ea'd BO

*Gﬂgﬂﬁ
nae

CZOMOp s 2
Qu

2009 INPUT “"What do you do7? "; L
a%$: BEEP .1,-10: BEEP . -2
PRINT ‘TAB 6; BRIGHT 1; PAPER

Emi LET ags=ag+" ¥

2100 RESTORE 1419. FOR Ff=1 TO 4:
RERAD b: IF as( TO 2)=b${1)+" *
or .‘éﬁ TO 7)=b%( TO 4) THEN GO

2118 NEXT ¢

EIEBEIF as( TO d4)="take" THEN GO
2130 IF as( TO gla“séat“ THEN GO
alag is a’t TO 41;;35&[“ THEN GO

21850 IF as$( TO 4)="took" THEN GO
TO 1000

2160 IF as( TO 3) ="put" THEN GO

T 2608

2180 IF as( TO 4)1="rest"” THEN GO
SUB 4708: GO TO 1610

2190 IF asg( TO 6)="escape” THEN

GO SUB 2008: GO TO 2026

‘*399 PRINT “You cannot do that."
: TO 2020

2428 LET f=f+2: LET X1=INT (SIN
(PI/28fF)): LET 4yi=INT (COS§ (PIs2
%¥f)): LET b$=28%(X#+X1,Yy+y1)
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2412 LET eS$=a$(1+3s(ag(1)="9")):
IF b$<>"”2" AND b%<¢>'"3" THEN GO

TO 24480

243@ LET x=x+2%x1: LET I9+2§!1:
LET re=rs+(rs<id) *.1 0O TO 108

2D
245@ PRINT INK 2; "You cannot go
that way.”": GO TO 2000

2509 LET a aants TO ): IF agil) =
ot THEN a-as(e )
' F agt( TO ™)

I
=x4(f, TO 3) THEN GO TO 5530
=528 NEXT f: PRINT I¥§ Eé;YDU c3

T™D S E.txza glﬂ
.9 =CHRS r+4a: THEN G
2542 NEXT 9: PRINT INK 2;"It is
not here”: GO TO 2000
2552 IF tc>=180 THEN PRINT ""You

annot carry any more.”": GO TO EB
assa PRINT INK 2,"Okay": LET ts(
f} =CHR$ (CODE LSty aay;: LET usix

/2,9/2,8) =" *
5548 CEY tcetc+1: G0 TO oeow

2680_LET I“l.(t TO ¥»: IF asil)=
i) THEN LET ags=as(a TO )

2618 FOR f=1 TO ob: agt TGO 3)
=X&$(f, TO 3 THEN GO TD

2620 NEXT f

2638 PRINT "You can‘t put down_s
aggéginc Yyou doan“t have!": G0 TO
ga¢a IF ts(f) =" " THEN GO TO 283
2658 PRINT INK R,"Okay": LET tgt
EJ=CHR8 ‘GDDE tt(f!-i

2660 FOR g=1 S5: IF ysixrs2,yrs2
ég 2" UTHEN NEXT

HR7° LET ?‘(X!ﬁ,ul 19~ 1(9>5) 35) =T
2680 LET tc=tc=1: GO TO 2008

2788 PRINT TRB a, BRIGHT 4i1;"STRAT
Us*" " ""You have:
2719 LET 2=0: FOR fwl TO ob: IF

atr)>" « P THEN LET 3=a+l: PRINT
IAB 10;CODE_U§(F)-aa; " " x$(F, T
UpL x$¢F, 7)) P WO S-S F IS
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2720 NEXT ¢: IF NOT a THEN PRINT
TAB B8; "nothing.”

2738 PRINT "Your resistance = “;
rs""Psychic energy = "sen’“lonsﬁ
ers li ted = “;mn‘“pOonNey gained

.
-

S7s6 RETURN

2900 IF X(>xX2 DR Yy <>y TH!N PRIN
T "You nced to find & wa

befo escaping! “: R URN
2918 PRINT “"You escape to the ©O

utsid.l'l
W28 GO0 TO 63CA+2insR0@

3000 RESTORE 9S00: LET nt-cnnz g
§(x/2,us2) -32: FOR f=1 TO mt: R
h$: NEXT F
3988 PRINT ° PA 7:"There is »
h$t( TO 1e-onL htti:
086 L ET Bp=
3070 PRINT "You must fight it."

35@6 INPUT "Uhat E%apon dn JHou w

287 [ehTNE a8; g “
3518 LET a nesrone 2480: FOR
f=1 TO 6&: : IF ag( TO 3) =
53¢ 70 Si Then & LR=UAL bs (8] -
c=URL b$(9): d=UAL bslie
R L
SSEB NEXT f: LET a=il: LET c=2: L
ET duf: TO 3)="rFis" THEN

PRIgT gNK ﬂ YOU punch it.”: GO

3AS30 IF as( 4) ="spel” THEN GO
SUB 4000: BO To 3700-2700% (& =2)

3860 PRINT INK 2;°¥ou pause in i

ndecision.": GO TO 3700

IS7@ IF LI me  THEN PRINT IN
X 2;"You o0k for a weapon':
TO A700

3580 PRINT INK 2;"You attack wit
hogour Vibe( To OAL Be(a)
3590 I AND>d,/18 THEN PRINT “You
miss”: GO TO 3700

damINT (RND3(c-a+1)+a+3
3608 LET da= Srae1ls

-URAL h$(isg)): IF mt=7
Sia"sgl" THEN LET da=da+6




60 New Adventure Systems for the Spectrum

RINT "You hit ", (“weahkly”

2); ("quite hlfd“ AND da>a
& (“"very hard' AND das=d4
fect strength’” AND d

12):CHR§ (CODE h'(lﬂ
(12) ¢<"1" THEN GO

ND Al TO 3)<Hr»"r
our ";be( TO VA
P . LT tg(f) =C
): BEEP : B
3700
»~ AND Rﬂo<.4 AN
D f«4 THEN PRIHT “voufr “;b8( TO
URL blt?))'“ is btunted Gu-'"the
blLow nd Yo discar ite. LET
t!(ff-cHR tcooz t!tt) -1) : BEEP

-

3700 PRINT PHPER 7:"The “;hg!( TO
@-VAL h$(12)),;" tries 10 bite

10 LET a=RND: PRINT PRPER 7; ("
d misses." AND a<.4); (“success
LLYU"™ AND ajr=.4): IF a<.4 THEN
T S500

20 LET r3=rs-INT (RND#(CODE bh
SJ ;48) +1): IF rs<.1 THEN GO T
3790 GO TO 3500

5900 LET mp=@: PRINT PRPER 7{"Th
t ;;htt TO 10-UAL h$(l1)); ;" is
391a LET RnN=mn+l1: LET g%ix,2,us/2

) =

3920 IF h$tlid) ¢<"1" THEN PRINT "I

t has no reasure.”: GD TO 2000

3930 LET n-xNT (RND25+2+ (14+RND*E

h$(14)>"1") +(S+RND=52 2 th$(14)

2 IE?T QR?DG(CODE h$(i4) -48)
’Ol .

4 RINT "You tale its hoard o

‘,a,;" crowns.’

s cash-cash+a

@ BEEP B: IF RNDc¢.2%+.1%0(y>

281 THEN GO 6ua 4600

9298 GO TO 20

4000 INPUT “Uhich sp

ast™’' LINE as: LET a

1
454¢
an
fu
GO
37
t1
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4010 DATA “strengith",i.,"teleport
";1 “Ucadkilt“,l,“sunlonsuurd“.1
fear"
1asa nesrbné 4010: ‘FOR e=1 TO sp
READ

b$ agt TO 3r=bs( TO
"3) THEN 60 T 3 ks

42608 NEXT e: PRINT INK 2; BRIGHT
2;"You try to cast a spell, but
fait.": RETURN

4100 PRINT INK 2, BRIGHT ;" You
cast . “'b.- LR

4110 IF enc«<b THE PRINT INK 2;

RIGHT 1;"You d0o not have G‘DOU?h

PSUChiC lnlrgg for your spel

o MOork.,":

3180 LET en=en-b: GO TO 4150+e #5

4200 PRINT "You are back to full
strength.”: FOR =1 TO 1@: BE P
B85,0: BEEP .05,5: NEXT f: LET

r5=10: RETURN

wou f -
4200 FOR_ f=1 TD 20: BEEP .05, f:
NEXT f:E;OR f=l TO 8O: BEERP .05,

20~f: NEXT f
3§3e LET X=xX@: LET yYymwyk: GO TO 1

4300 GO TO [0

4350 PRINT " Thare is & high-pit
ched humming sound, and a4 sword
gpcars in our

i LET tet¢ -CHR. tCODE L) +

1
4%70 BEERP R,50: RETURN

4480 IF NOT np THEN PRINT "“You w
aste lour spell.": RETU

RN
44108 FOR f-l TO 20: BEEP .05,f:
BEEP .05,08: NEXT f
4420 PR NT "The “;hs( TO 1@0-VAL
hztll) " LOORS weaker."
30 LET h$(i5)="@": RETURN

4452 IF NOT mp THEN GO TO 4400

N.A.B.8,—4
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4468 FOR f=1 TO 16: BEEP .01,9:

BEEP .GS.-40 BEERP F,100,9: NEXT
F: BEEP .

4470 IF nt=é OR Bt>8 THEN PRINT

"nothin NT pgtns.“: RETURN

14488 PR “;hae( TO 18-VURL
h&(11)3;" panics and fleesi" .
3*%31%E+ pp=@: LET sn=mn-1: GO T

4600 FOR f=1 TO 20: BEEP .22,20:

BE .B1L,60: NEXT f

461@ PRINT " You find a Psi-Ston
£1%: LET en=en+INT (RND#3) +1

4523 P‘RINT "Your psuchic energy
is2 now *“

iB830 RETORN

4782 PRINT INK 2;TAB 6; “OK"
€710 TP T's<10 THEN LET rSers+INT
lgND*E)+1: IF r53>1® THEN LET rs

s
4748 RETURN

4529 BORDER @: PRINT "“You are de
ad.”’**""wou found *";cash;" crowns
T 8 Rilled “;mn;" monsters.*
431n PRINT """Anpther Qame in th

152 System?"

48208 LET ag$=INKEYS%: IF ag<="" TH
EN GO TO 4828

4830 IF at-“g“ THEN G0 TO S008
48498 BEEP lé : INK @: PRAPER 7: B

DRDER 7: STOP

S390 PRINT "You have ";cash
OWNS.": IF cashi>=Leva:3d THE& Gu
TO 6330

S318 PRINT " YoU wanted “; Leva3d®

TP Crowns . " You have raitlsd
S328 PRINT " That was our ", ;
("st'" RBND qn-l),l"nd" ND> 90: );
(“ra'™ AND 083] ("th'" RAND 90)3]
" otrg in this " laystem...: T
0 4810

BE338 PRINT *° BRIGHT 1;" You hawv

2 won!"”* " ""You can return to your
homeg cilyas a warrior-mage grad

e 'CHR (62-Lev)

5340 FOR e=1 16 18: FOR f=1 TO 1

$:¢BEEP «B5/F,fF+e34: NEXT F: NEX
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5438 GO TO 4810

@ LET go=ga+1i: BDRDER 6: CLS
g@?g LET gEBg FOR_f=1 TO ob: IF

Q28 NEXT

3833 FOR f=1 TO i@d: FOR ?-1 TO 1

W: IF RND<.1 THEN LET g f.QiBIl
s INT (¢8+RNDiohl a a:

&0& EXT NEXT

a FOR F-ﬂ TO QB FOR g=2 TO 2
S?SIF Z$(F,9)<>"0®" THEN GO TD 96

gg&@ IF RND(.B THEH GO TO 628
5280 G0 TO Y66

2100 953 : PRINT TAB 8; "Warrior-
BLZO INPUT “"Level of difficuit 3
(1- ;JLE+a. I: ag<"i" OR ag>»"”

TH ags= ol

Biag LET 1LSUINT (RND26B) 1) =*1"
8138 LET (ev=URL 03: LET ag="123
4567880 : LET aim=

8508 PRINT * Your aim is to Find
' LlevEd®; " gol coins , by 4

estroying creatures and taking

their treasvres."

8518 RETURN

9390 BORDER 4: INK 1: PAPER 6: ©
LS nanDHIZE

2010 LET x2=6+(RND<.5) 310: LET ¥ |

2=68+INT (RND<¢.S5) 213

S04@8 LET aob=8: LET ?o-x: PRINT =&

T 10,1@; "Please Wait"

9109 DIM Z8(21,21): FOR f=1_TO &
9=1 21 STEP 1@: LET z4

ti-tToe Teiriet) gl ="A". LET z

g- %a;tq=31:,r1="é : NEXT 9:: NEX

S1l@ LET b‘-"BKdKKBKdKLKTLKTKKUK
ZKt": FOR fF=1 TO 16 STEP

' LET

ZQIDDDE b'(f)-ﬁi.BDDE b$(f+1) -4
="'2": NEXT f

912@ DATA "931303031", "SARASARAR

A ﬂﬂi"éAERRRS A2t , 12138

1RAR1
3121“ “SRAA3A Y UORIALIRG3IY, V3
R3PA2A3AA", "A383121i38

w1l
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9136 DATA "G3121A130","3AAR2A2a03
U TAARARIALALT , " 2ARRARAART , "83130
3031, “2RAA3R3R2" “1RBA12621", "3
ASA3ASAZ", "a31A6niz0e

9179 FOR e=0 TO 1: FOR f=0 TO 1:
RESTORE ©120+1@% (RND<.S) : LET &
= (RND<.5) #8+1: LET c=(RND<¢.B): F
OR g=a TO i1@-a STEP 1-2%(a=9)
9180 READ b$: LET b=(RND<.5) 28
: FOR h=b TO 19-b STEP 1-2% (b=
P LET ZSC(GICHhENOT ©) 4221041
*C 49 #NO +ra1o+11=hst1) LET
$=b8(2 TO 1 NEXT h: NEXT g: N

S300 DIM uB(12,19,5): FOR Ff=1 TO
i@: FOR 9=1 TO 10: IF RND<¢.75 T
HEE)LET Us(f,9) =CHRS INT (49+RND

0

B31@8 NEXT @: NMNEXT F

S400 DATAR "'sword.S238","axe...31
46" "dag ersla?" ,"mace..4355"
2‘1 "Cciub. .41855" ,"spike.S51

Q&EO RESTORE 9409: DIM xX$(0b,18&)
FOR f=1 TO ob: READ x&(f): NEX

9500 DATA “VipPer.....83812" ,"dir
& wolr., 15523" “"hellcat... 35#33",
"arlad: LLD. 136 6" ,"sabretoothas?
23" ,"9iant rat. 1&&13‘

960@ DIM g8(18,18) . FOR f=2 TO 2
- FOR g@= éa IF ZH(F,Q) <>"@

P THEN 80 TO 965

2620 IF RND( 2°THEN LET Ssifs/2,0

72) =CHRS INT (33+RND¥6)

QBE@ NEXT g: NEXT

S800 LET sp=6: LET tit=2: LET ap-=
B: LET x=xX2: LET =y2: LET rs=1@
: LET as="Lo0ok": E tc=02

2Q810: L en=4: LET cash=0: LET
nn=@: LET rop=9

O98528 DIM tgiob): LET uymp=0

8830 LET g§(x2/2,yR2s2) =" ": LET
TS (X2 ,y2) ="a"

9988 GO _SuUB alea
99298 BEEP 1.,1@: GO TO 10ea
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HINTS ON PLAY

Due to the random factor in this system, you may find that
you do not meet monsters for quite a while, or you may meet a
sabretooth almost immediately. Although things will even out
over a long period, you may get some very untypical dis-
tributions of monsters and objects. It is important that you
make a map of where you go, so that you can retrace your
steps and, if killed off, do not have to find your way around all
over again.

You start with just one weapon, and you may need to use up
most of your psychic energy against the first few monsters you
meet, to avoid being killed. This is not as bad as it sounds, for
although you will lose out on energy, you should gain a wide
range of weapons and so be better at fighting. You may also
find a psi-stone, which will replenish your psychic energy. If
you are killed off, it is worth going to the site of your demise
next time round, as some of your objects from your previous
explorings may still be there.

Do not become discouraged if you get killed off rather
quickly in the first few games — as you become more familiar
with the game, and improve your skills, your success rate will
increase.

ADDITION 1
gives WARRIOR MAGE 2

High-res Pictures

OPLAY

'his addition adds high-resolution pictures to the program.
ch of the monsters is now accompanied by a picture when
u first meet it, and when you are successful in your aim and
pe, you are given a picture of your home city.
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You have won!

You can sreturn to dYour home Ccity
85 3 warrior-mage 9rade O

another game in this system?

TYPING IN THE LISTING

MERGE Addition 1 onto the program so far. :
This listing is awkward to type in due to the code in lines |
7800-7850. It is easy to make mistakes in these lines, and for |
this reason a self-check routine is included at line 7950. When
| you have typed in this listing, type GOTO 7950. The routine
: will detect if there is an error in any of the lines, but not
| exactly where in the line it occurs. Note that if there are two or |
. more errors, it is possible, although unlikely, that they will
' cancel out. Errors in lines 7800-7850 during play show up by
monster pictures which do not join up at the ends. ‘

EXPLANATION OF LISTING

3200 This line translates the code in line 7800-7850 into
high-res pictures on screen. See pages 174-9 on ‘Adding
Graphics to Adventures’. s

63506420 Draw picture of city at end of successful game.

6350 draws the wall, 63606390 draws the towers, using
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POINT to stop them overlapping. 6400-6420 draws the
windows.

7800-7850 Data for pictures of monsters. They are, in order,
the viper, dire wolf, hellcat, armadillo, sabretooth and giant
rat. The numbers in each DATA statement are: the ink
colour of picture (the background is always black), the
number of lines that need to be left to draw the picture on,
the magnification, and the x and y coords of the initial
plotted point.

7950-7980 Routine to check you have put in the right charac-
ters in lines 7800-7850. It does this by adding up the
character codes, and checking if their sums are equal to the
correct sums in line 7950. Note that two or more errors may
cancel out, and this routine will not then detect a fault - in
which case, the error will be obvious when the picture is
drawn.

Warrior Mage 2: High-res pictures
LISTING

b | REH uarr!or Magc =2
2 Rober Speel 1984

3200 RESTORE 779@+mt210: READ L,

i,8,b,Cc,NB: POKE 23692 ,285: FOR_
1'T6 L: PRINT PR APER b;

", NEXT f: PLOT

LEN n$: LET a::coéﬁ neif): DRAW

INK i, (INT (al,si@) -8) #a, (ad- (IN
T (81/190) #10)-4) %a: NEXT [

6350 FOR f=1 TO 15: PRINT : POKE
23602,258: NEXT f: PLUT_iGﬁRO'
. NE f: RAU @, -2@
DRAU -1@5,0

6380 LET 28=-020,10,20 e4a, 2@
136e86 ie 192 é?s 46 6 é ai g

é 357,68, é 16

881150730 04 800, 12678
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370 FOR f=i TO LEN ag STE® 13.
NK (RND # LET c=UAL a$(f+
i TNDET Geuhl seirri10™10
PLOT VAL a(f TO f+2) ,40:
U @, URL ag(f+d TO Fa8) B
/2,-¢: DRAU -d,@

BSBQ FéR 2-39+UHL agi{f+4 TO f+5)
TO 385 IF POINT (URL as%
(f TO f+9)+d;9)=8 THEN DPRAW &, -1

6390 NE%T f
6400 PLUT 53610. DRHU 2,15: DRRW

5¢16 6nTn 20 19 80,30, 100,
3@,37,68,37, 42 67 és ios 50, 108

5420 Rzaron: 841@: FOR f=1 TO 9:

] INK INT (RND24): PLOT

a.b 6 =1 TO 4: DRAW 2,0: DR
EXT 9: onnu 2,8: NEXT f: INK @

. H

T80 DHTR Q, a8 ,5e iVi
h\epgsszrs talf"d& Evﬁe'f H"HU,-
|_59q_£iQiU B‘.ﬂKﬁB?ﬂBLD+?

7810 DATA 11,4,3,89,55, “thKIUsC
p8UIsq I3 th gat DArPORTeP , J
LB7MLDDG [ =G8K fan Ht?nunttzr KU
MCCQ(-:SQ KBKB7,40_ia7u"

7820 DATA 11,2,3,100 "
AU TSIRKUE F sx.siuﬁnnzésuunx
USGOB) SEXCONALIISET LT TREOEES
$_LF_LFPUNTUNHL FRAUN_Kg 8"

7830 DATR 8:4.3,50,8, 3tuuyaktss
L tthR\R(sigég 115 , 7EUOHA

>

@S7NU3 +JOMaki?= +2Hh 7?9259
Wq7AS0 =3555"
7848 DRATRA 13,7,3,50,62,"a | IK@Kj>
vazhHEeR tHehal~Fit11tte tPPIZNgihs
> BABLMNXMEGHRE \G=T@KUi LALCMA®hQ [
(PT(BKJRLWWAJS?@?6( i GZPF@AUL UMML
gggﬁnt)‘BSGHQLlutuBHB??uK£d>quK
7850 DATA 7 gae “I3T*tifkea
Extisqpergu b ZREEEPAe] B *ren78g97
Il 81 RBMURSER iHLﬁ N\ [BHOrs
T) @A, AAMB FLUEHR\ R > 7455+ 68K ™
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980 LET c=6: DATA §722,8148,813
2 715@,11676,848684

7968 RESTORE 795@: DIM t(c): FOR
=1 TO READ t (F): NEXT f
2978 RESTORE D800, For Fol O 6
READ_a,3.3.8.8,38. LET b=d: FOR
9=1_ 70 LEN' L b=b+CODE a$ (
9V "NEXT g R oS LB PTREN PR TN
TR tEfl FErvor in tine i Fs1047

7980 NEXT F: PRINT "“RLL code oka
y.": STD

HINTS ON PLAY

There is nothing in this listing which should make you change
your tactics — unless it gives you a healthier respect for the
sabretooth!

Exits:
docfr 10 the north
passage to the west

There is a tlub

There is a sabretooth
You must fight it.



ADDITION 2
gives WARRIOR MAGE 3

Carnivorous Plants

TOPLAY

In this addition, a new aim is introduced. Instead of trying to
get gold, you are trying to kill monsters. The computer
chooses your aim at random from the two possibilities. ‘
A plant, chokeweed, has been introduced into the maze.
This plant is a nuisance, as it literally chokes off passages and
doors. The stems are thick and rubbery, and cannot be pushed:
or crushed out of your way — they have to be cut. This means
that you must use a sword, axe or dagger to get past the
chokeweed. You can always cut it down with one of these
weapons, but you may break the weapon while doing so. To
cut chokeweed, go in the direction it blocks you and, instead
of allowing you to go in that direction, you are asked, ‘Which
weapon do you use to cut the chokeweed?’ You enter the name
of a weapon (remember, it must be an edged weapon) and you
are told that you cut the chokeweed, and whether or not yous
weapon has broken. You then need to go in that direction &
second time to move from your location. This procedure i
adopted to cope with situations where more than one exit from
a room is blocked with chokeweed. 1
Up until now, after fighting a monster you have been able t0
rest peacefully to recover, unless disturbed by another mom
ster. This is all changed by the introduction of stranglemoss
Stranglemoss ‘is normally a flat-growing plant that i
indistinguishable from normal moss which carpets the maz
floors. However, in the presence of an animal (e.g., you), i
quickly becomes active, sprouting long tendrils which grasg
its prey. The victim is then pulled slowly into the centre of thy
stranglemoss, and is ingested.
Whenever you rest, there is a risk that the stranglemoss wil
get you, and the longer you rest in one place, the more likely.
is to attack. The active stranglemoss is far too strong to escap
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from, or cut down, so you need another way to deal with it.
There are two ways you can escape.

1. Magic. A new spell — weedkill — has been added to your
repertoire, Casting a weedkill spell instantly destroys
stranglemoss and nearby chokeweed. You may also teleport
out of the weed’s grasp.

2. Owverfeeding. The stranglemoss is gluttonous, and once it
has started to feed it will ingest anything. If it ingests non-
digestible material too fast, it will die. By feeding it objects
you may be able to kill off the moss. As an extra bonus,
stranglemoss is passionately fond of wood, so feeding it with
wooden objects (e.g., spikes, clubs) is more likely to make it
die from indigestion! To feed the stranglemoss, use the com-
mand ‘feed’. You will then be asked what you feed it with, and
you enter the name of one of your objects. Stranglemoss takes
a while to ingest a whole person, so you have quite a bit of time
to feedit. . . .

TYPING IN THE LISTING
MERGE Addition 2 onto the program so far.

There is ?

madillo
You must t it.

i
t

ar
igh

You attack with your sword

You hit weakly

Your sword is blunted by

the blow, and gou discard it.
The armadillo ries to bite Yyou
and misses.

You cast a disarm spell.

The armadillo Looks weaker.

The armaditllo tries to bite you
successfully




e
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EXPLANATION OF LISTING

1420-1430 Passages can be blocked by chokeweed.

2440 b$ = "B" when you are trying to cut the chokeweed. _

2800-2890 You cut the chokeweed. Only the first three
weapon-types can be used. There is a 30 per cent chance
that your weapon breaks. '

43004340 Weedkill spell. The four squares surrounding
your location are examined, and if chokeweed is there it is
removed. Stranglemoss is also destroyed, and mp, which
denotes the presence of a monster or plant, is set to zero.

4720-4730 1t is a measure of how long you have rested, and
this determines the chance of stranglemoss growing.

5300-5390 Input routine for stranglemoss. The stranglemoss
only decreases your resistance by 1 or 2 each turn, so you
have plenty of time to try to kill it. ‘

5800-5860 You feed the moss. In line 5840 objects 5 and 6 are
the club and spike and have a greater chance of killing the
moss. Object 8 does not yet exist, but will appear in later
scenarios as the paddle — another wooden item with which
to overcome stranglemoss.

6500-6520 You leave the maze, and your aim was to Kkill
monsters. This routine checks whether you have
succeeded.

8600-8610 The new aim. You get an extra weapon to begln
with, to help you in fighting.

9640-9650 This adds chokeweed to the maze.

Warrior Mage 3: Carnivorous Plants
LISTING

REM Qarrior Ma 3
REM é nnberg Speel 132384

1420 RESTORE 141@: FOR f=2 TO S:
RERAD b%: IF wg(f)="2" OR ws(fl)~=
"3 OR wH(F2 r-"B" THEN PRINT (“dC
F1="3"1,; ("passage"'" AN
R wgifr="B"22;" tC
&gs%Ed by chokewe

neo
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24308 IF WHif)="8" THEN LET mp=1
2440 IF by="B" THEN GD TO 2800

28838 PRINT INK 2;“You decide to
cut the chokeweed."

2810 INPUT "UWhich weapon do you
use? "; LINE az: LET af$=a§+"%#3"
2520 RESTORE 0400: FOR f=1 TO 4
RERD b%: IF a:t TO 3)=bs%( TO Z)
THEN G TO 2840

2838 NEXT f: PRINT INK 2;"You ch
angt your mind.”: G0 TO 2000
2840 IF t$(f)<=" " THEN PRINT IN
K 2;"You look Ffor a cutting toot
«": GO TO 200@

285@ IF F>3 THEN PRINT INK ai:Ya
U try to vuse an unsvitable ]
2t.": GO TO 200

2880 PRINT INK 2; "You hack down
the weed with your";bst TO VAL b
(7)), : IF RND<.3 THEN PRINT INK
=;" Which UNLUCKRI LY breaks"; :
LET {gtr>=Can (CODE tH(F)-1)
2870 PRINT “."*“The way is clear
e LET zstx+xi,g+yl)=“2"

2890 LET Usazftx,g $ZS(X-1,4) +Z %
Y ;=$+z!tx+ (Y 3ZHEX,u-1): GO

4300 IF NOT mp THEN PRINT “You W
aste aur SPE[LQ": RETURN

431@ LET a=@: FOR f=1 TO 4: IF =
$(X+8IN f,u+COS f) ="B" THEN LET
THE (X +SIN F ,y+C0OS FI="2": LET a=a
+1: BEEP .1,f%a: BEEP .1,f-a
4323 NEXT f: IF a THEN PRINT “Th
2 cChokeweed collapses.": FOR =1
TO 1@: BEEP .@1,RND#4@: NEXT f
4330 LET WH=ZH(X,9) +2$(X~1,9) 4Z &
(x,g+I) sz ix 21,05 3z80x Y1) IF
mp=1 THEM PRINT “The strangiemocs
S mwithers and dies.": FOR f=1i
TO 10: BEEP .@1,RND¥-40: NEXT ¥
4340 LET tt=a: LET wp=@: 60 TO 2

4728 LET tt=tt+1
3739 IF RND<«t1s1@ THEN GO TO S3@
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S308 LET mp=1: PRINT "While youw
have been ere,"""stranglemoss h
as grouwn, and now it grabs Yyou.,.

5312 INPUT "What do you do? “; L
INE a2a%: LET ag=ag+"™
S3282 IF asi{ TD 4) ="spel" THEN GDQ
ngg }g gsf TO 4) tat
3 ="stat" THEN &
SUB 2780 o
=350 IF asi({ TO 4)="feed"” THEN GOC
SUB S800
5388 PRINT “The strangtemoss tig
htens its GriPpas«": LEYT rS=rs-
1-INT (RND*2): IF rs+=8 THEN GD
TO0 4800
5398 GO TD S310@

5820 INPUT “"Uhat do you feed the
oSS Mith? ", LINE as: LET as=a

+
818 FOR f=1 TO ob: IF as( TO 3}
=X$(F, ;gBSJ AND t$(F) > " THEN

85820 NEXT f: PRINT BRIGHT 1i; "“You
LOooOKk for sonethin to q;ve the
stranglemoss.":

S838 PRINT BRIGHT 1;"You fe
2 stranglemoss with a ";x%
O VAL X$(F,7));"."
SE840 L t$(f) =CHR% (CODE t
1) : PRINT ” X1 ingests your
fing.-a-"""' IF RND>.3+.2%(
R f=6 DR f=8) THEN RETURN

5858 PRINT ” The adss has o
ngestcd. collLapses and d4d
: LET t1=0: LET mp=0@
S858 FOR f=1 TD 28: BEEFP .1
#28-30: NEXT f: GD TO 2009

652@ PRINT "You have killed “;mn
;"' mconsters.*

Es1@ IF mn<levssS THEN PRINT “Tha
Tt is notlt enough. You have fai
led.”: GO TO B32O

5520 GO TO B33@

8138 LET lev=URL a%: LET agf="123
4867890 : LET aim=INT (RND*2): G
0 TO 8580+10@xaim
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8623 PRINT “ YoUu Bus
25;" monsters.""" Yo
escape.”’" You start
ca Weapon...
8619 LET a=RND#*6+1: L
Rg {CODE t!(a1+11
8620 RETUR

9640 GO TO 9659
9650 IF z$(F,9)="2" AND RND<¢(.1 T

HEN LET zg(f,g)="8B"

t
u

[
L L.
P~

HINTS ON PLAY

The addition of chokeweed can deplete your stock of edged
weapons or limit your explorations. If you play several games
in one system the amount of chokeweed tends to increase, thus
compensating for the increase in the number of objects lying
around, which in turn accumulates.

Stranglemoss is a much more dangerous problem. It is a
good idea to collect spikes and clubs just to deal with
stranglemoss. Do not rest for too long at a time, and you may
avoid the problem altogether.

The monster-killing aim reduces the use of the fear spell, as
scaring off a monster does not count as killing it.

ADDITION 3
gives WARRIOR MAGE 4

Magic Potions
PLAY

third aim of collecting bounty points has been introduced.
ach time you kill a monster, you get a certain number of
ints, depending on how tough that monster was. This
s that you should actually look forward to meeting a
bretooth as it represents a lot of bounty points!
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A very important element in this addition is the potion.
Potions, like weapons, are randomly distributed around the
maze, and are also often found in a monster’s lair. You use a
potion first by taking it, then by using the command ‘drink
potion’. Potions may be healing, replenishing your strength,
or poisonous, damaging (even killing) you if you are weak.
Alternatively, a potion may contain scent, which is harmless to
drink but invariably lures the nearest monster (0
investigate. . . . Naturally, there is no way you can tell the
effects of a potion before drinking it. Note that you can drink
a potion during a fight.

Potions also provide a new method of fighting stranglemoss.
Using the command ‘pour potion’ you can tip the potion over
the moss. If the potion is a poison, the moss will die. If it is
scent, nothing will happen — no monster will want to disturk
the stranglemoss. Of course, if you pour a healing potion on 1@
stranglemoss, it will get stronger and therefore hurt you more,

TYPING IN THE LISTING
MERGE Addition 3 on to the program so far.

There is a hetlcatl
You must fight it.

vou attack with your sword

Yau hit qQuite hard

The hellcat tries to bite you
and misses.

You cast & fear speli.
The hellcat panics and flLees!
You take its hoard of 14 cromns.
yau find a potion.
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EXPLANATION OF LISTING

2170-3540 The new ‘drink potion’ command is put in the
main input routine, line 2170, and also in the fighting input
routine at 3540. aim = 2 is ‘bounty point’ aim, and pmt is
the bounty points for a particular monster, calculated from
its attack, defence and resistance values. Note this is done
before the fight, as its resistance decreases during the fight.
ymp is your total bounty points so far,

39604520 For monsters with treasure, you may find a
potion.

5330-5450 You pour a potion on to stranglemoss. There is a

30 per cent chance of you killing it, and a 30 per cent chance

that it will grow faster and attack more.

5500-5660 You drink a potion. Note that if it is a scent
potion, no monster is attracted if you are already fighting
one when you drink.

700-6720 Your bounty point score is given.

130 There are now three possible aims.

7008710 The new aim. You need forty times the difficulty

level bounty points to win.

9420 The new object (potion) is added.

OK
rest

K
cu have been here,

hile y

itranglemoss has grown, and now
1L grabs YoU. e s

U feed the stranglemoss with
sSword.

It ingests Your OFFEring....
Pe stranglemoss tightens its
! - n .

oU pouUr a potion on the moss.
Othing happens.

?e stranglemnoss tightens its
IP--.
Dy cast a weedkill spell.
g Strangiemoss withers and
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Warrior Mage 4: Magic Potions
LISTING

1'Rzn warcior Mage 4
2 RE «sRObETr Speeil 1984

2170 IF as( TO 4)="drin" THEN GO
SUB 55S99: GO TO 2000

2740 IF aim=2 THEN PRINT "Bounty
points = “,ump

3260 LET mp=1: LET pat=CODE hgil
2)+CODE h%(13) +CODE hg(1S) -15

3540 IF as( TO 4)="dcin" THEN GO
SUB SS0@: GO TO 3700

3910 _LET mn=mn+i: LET Ymp=yYymp+pm
t: LET 9%(xs2,9/s2)="

386@ IF h&(l4)> 2" OR RND<.1 T
N GO SUB 45@@ i

45@@ FOR f=i TO 1@: BEEP .02,20.
EP NEXT f

4516 PRINF Svon find a potion.”

ag2@ LET f=7: LET tc= tc+l: GO TO

5330 IF as( TO 4) ="'pour’'" THEN GO
SUB S400

S488 IF t3(72 171" THEN PRINT Yo
v have nolhing to pour.”: RETURN

5410 LET t$%(7)=CHR$ (CODE t%$(7) -
13 : LET tcmtcC~1

S420 PRINT INK 2;"You pour a pot
ion on the moss.’

5432 IF RND<¢.4 THEN PRINT "Nothi
1Y happens.”: RETURN

S440 IF RND<¢.7 THEN PRINT "The &
gss withers and dies.": GO TO 20

@
5452 PRINT “"The moss thrives, 97
ows rfaster and is eager for mor
e potion.": LET rs=rs-3: RETURN

S50 IF t$(7x=" " THEN PRINT INK
2; "You have nothing to drink.':
RETURN
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S510@ LET t$(?7)=CHRS$ (CODE t$(7) -
1) : LET tc=tc-1
520 PRINT INK 2;"You swallow th

Ss86 o To'sssa+saazmr {RND 23)

5558 PRINT "You feel chk...lt w

as poisont!": LET ra=rs-1-INT (RN
D¥5): IF rs<l1 THEN PRINT "You CoO
Liapse and die.’”: GQ TO 48@a

556@ RETURN

EB578 PRINT “It apﬁears to have n
O effect.”: RETUR

5628 IF mp THEN GO TO SS57@

5610 RESTORE 9580: LET a=INT (RN
D&l +1: FOR f=1 TQ a: READ b%: N
EXT f: LET h$=bs$: LET a={RND<.1)
: LET h$(14)=(b$(14) AND ay+("a"”
AND NOT a)

S620 PRINT "There is a pungent s
mell, and & passing "“;h%( Q 1a-
UHL htlii!)," comes to" " “investi

ate
5630 GD TD VB

5650 PRINT "You instanttg feet r
es ted and 5trong.": LET rs=10+
(rs=10)

5668 RETURN

5700 PRINT "You have gained “;ym
R bountu“'“ oints .

5710 IF -p< slev THEN PRINT Y
0oU needed (evd@d,;'" points ,"""s
o You have failed.": GO TD 6320
6720 GO TO 6330

3130 LET Lev=URAL a% LET asg="122
4567880@": LET aim=INT (RNDx3): &
QO TO 8502+108aim

S7@@ PRINT " You are a bounty hu
nier. You have beéen commission
2d to do a monster cull, and fo
r each one Uou kKill, Yyou are aw
arded bountgpotnts. YouU want to
get ";levdd;" of"""tLthese points

3719 RETURN
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2a84®@ LET ob=7: LET go=1: PRINT R
T 12,10, "PLease Wait™

2420 DPATA “"potionsg™

HINTS ON PLAY

The use of potions decreases the threat from stranglemoss.
Potions also help when you are losing a fight and have no
magic, as they give you a chance to recover from your wounds.:
Do not feel compelled to drink potions as soon as you -"
them, but keep them in reserve.

With three different possible aims, you should develo
slightly different tactics for each. For instance, potions are
more beneficial if you are aiming to kill monsters, as they may
attract monsters for you to artack. But if you are looking for
gold, remember that wandering monsters do not have trea
sure.

ADDITION 4
gives WARRIOR MAGE 5

Traps and Pits
TOPLAY

This addition adds pits, traps and a special type of room calle
the pool room. A room may now contain a pit, which drop
you into a hole and damages you, or kills you if you are wea
It may also have a trap from which rocks drop upon yo
head. :
Pits and traps may work every time you enter a room, 0
only 50 per cent of the time. There is no way you can avos
these perils, but there is a new object, the helmet, whie
protects you from the fallmg—rock traps. When you take
helmet, you are assumed to be wearing it, but this will break
hit by rocks, so you will need a new one for the next rockfalk
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The pool room consists of a room with a small lake in the
centre which blocks all passages through it. If you go into a
pool room and wish to exit by a way other than how you came
in, type in your instruction as usual. You are then asked how
you get across the pool. You can swim, or go along a ledge
against the wall. Alternatively, you can go over a bridge across
the pool, or use one of the rafts there. To use a raft, you need a
new object — the paddle.

There are various things that can happen: you may lose
objects, money, or be attacked by carnivorous fish.

TYPING IN THE LISTING
MERGE Addition 4 on to the program so far.

EXPLANATION OF LISTING

1210 Check for pool room.

1300-1330 If you have just walked i into a room, check for pits
and traps.

00 The pit. This may do considerable damage when you fall
in: 1-5 resistance points.

10 Falling-rock trap. A 50 per cent chance they hit you,
and you lose (-5 resistance unless you have a helmet.
0-6270 The pool room. 6000-6010 You enter the pool
room, description printed. 6020-6070 If you decide to go
across the room, determine which way you try to cross and
g0 to appropriate subroutine.

06099 You cross the bridge. A 20 per cent chance you
fall, or more if you are carrying lots of objects,

20—6140 You go along the edge of the pool. A 25 per cent
chance you fall and lose gold, unless you have daggers to
drive into the wall.

606190 You try a raft. You need a paddle and only have a
10 per cent chance of sinking.

06220 You swim. A 25 per cent chance fishes attack, and
this routine is used if you fall in the water while using other
methods of crossing the pool.

N.A.B.8.—5
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6240-6270 Miscellaneous routines. Line 6260 updates th
number of objects carried after you lose things in the water.
9040-9630 Two extra objects, the helmet and the paddle,
included. There is an 8 per cent chance of a pool room
occurring,

Warrior Mage 5: Traps and Pits
LISTING

1 REM Uarrior ™Mage S
2 REM S.Robert Speel i9s84

1210 IF nar
200 X ZH (X ,9) ="4" THEN GO SUB

/E g/ﬂ))u * DR ast(
GO TO 1408
aeaema LET a=CODE
: FOR f=1 TO 6: IF a
gN LET a=a-2%(6~-f):

e S

Ph‘

“@" AND (d%(6) ="0"
AND RND<¢.5)) THEM

BH~ U@ >~

-
noo
ove
S

IF z8(x,9)="4" TH

wou

pRLD=I+4 98

2) ="aa" THEN PRIN
in the floor, and
. LET rs=rs-INT
(“The fFall kilt
b i ("You are bf'Ui
Cl;lb Out-

AHIWD

D

z

*®Q

]

-

I

[
-] M
oz
005

sed, but ab
AND rs>0@)

S@10 IF d$t¢ TO 2)="91" THEN PRIN

it "Rocus allL from & hole in the
ng."- LEY_ a=INT (RND #8) #

anoc 51 PRINT "Theg a (“nass

RND NGT a); ("hit” youv."
LET b=(t§(a)>” “ a): PRIN
T' (CHRS$ 8+, but wou Aare :
rotected bg gour glmet, which b
reaks."” LET a=a#% (NOT b)
LET rs-rs-a. (9) =CHR% (COQ
E t%1(9) -b): PRINT ““You are hur

t."” AND r8>8 AND &) f
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h and Lesing all your gold coain
S.": LET cash=0: ET az=.3: GO TO
s21a
5i4@ GO TD 6096
| 5169 PHINT “You tr a rart.": IF
tHE(8) =" THEN PRINT "“Youv have
| ggéaxng to paddie with.": GO TO
| -
“ 517@ PRINT "You start to paddie.
": IF RND<.1 THEN PRINT "The rat
t sinks, and yYyou rfall in the wat
2r.": LET t%(B)=CHRS (CODE t#% (8}
~1): LET a=.2: GO TO 621
6180 IF RND«¢.5 THEN PRINT "RAs yo
¢ reach the other side, youlose
aur paddie.": LET t$(8)=CHRE (C

6208 LET a-ias PRINT "“You swim

ALross .’ I 1854 TOQ B2>»™ " THE

M PRINT "Ctubs and maces agre to
bUll'J to sSwim witlh S50 QOU drop
them LET t8id TO S)=

65210 IF RND<¢a THEN PRINT "The sp
Lash Yyou make attractis bitin
fishes and these attack.": LE
rs=rs- {RND #4.)

8220 GO TD 6258
5240 PRINT "You 90 back.": GD TO
2430

6250 IF rs <=0 THEN PRINT "You pe
aégh from Yousr wounds.”: GO TO 4
5260 LET tc=0: FOR f=1 TO 0b: LE

tc=tc+CODE t$(F) -32: NEXT f
eava GO TO 8&@9

204@ LET ob=9: LET go-i. PRINT R
T 10,10; "Please UWai
9&2 n+ "potionu" “paddilet","h

eglmets”
9510 IF RND(.®8 THEN LET z%$(F,9)

9630 IF RND<.BS THEN LET bS="0"%+
STRE INT (RNDz2) +"B"+5TR5 NT (R
ND22) +"2" +STR$ INT (RND22): LET

??(f!2,912)=CH95 (VAL ("BIN “+b8
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HINTS ON PLAY

You are unlikely to die from the inclusions in this addition,
unless you are already in bad shape. However, once you know
where the pits and traps are, it is a good idea to try to find
diversions around them.

If you need to cross a pool room, consider your aim and
status, You can lose your gold by going via the ledge, so avoid
this if your aim is to get gold. Similarly, if you want to keep
your clubs and maces, avoid swimming.

door to the south
Passage Lo the west

There is a club

s
YoU arfe in a cavern mith a wide
FPOOL OCCUPYING the flLoorspace.
There is a narrow ted?e altong
the walls, a shaky brideoe, and
several dfiftwood rafts at each
t 8 »
A pit opens in the flLoor, and
you fall in.
YouUu are bruised, but able to
Cll.b ouUtL.
Exits:
door to the north
door to the east
door to the souvuth
YoUu €£ross the bridge.
A rotten plLank ives way, and
*ou fall into the water.
he spLash You make attracts
biting fishes, and these attack.
You get across the pool and exit
the room.

You are at » dead end.

Exits:
door t0o the west




ADDITION 5
gives WARRIOR MAGE 6
. (The Complete System)

The Lower Reaches
TOPLAY

You may have experienced great difficulty in finding enough’
monsters to achieve your level 4 difficulty aim. With this
addition, a new lower level to the maze — the Lower Reaches —is.
introduced. Here the monsters are much tougher but thel
treasures much greater. '

'.
| |

There esseater |
You m t it. ;

You offer the cresseater sSome
chokeweed.

It eats it hungrily,and is
;oisoncd.

he cresseater is hurt
The cresseater tries to bite you
and BigsSes.

To get to the Lower Reaches, you will have to find a hols
leading down. You also need a rope. The command ‘tie ropé
will attach the rope to the top of the hole, and you can go dow
using the command ‘descend’. i

There are 5 new types of monster in the Lower Reaches
The vampire has a lot of treasure, but is very tough to kill, an

i
i
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strong in attack. You will need to protect yourself with a cross,
and can attack best using a spike.

The cresseater is a huge beast with a passion for green
leaves. Feeding it with poisonous strangleweed is the best way
of damaging it. To do this, type ‘weed’ as your weapon during
a fight. When you cut strangleweed, you are given the option
of taking some for this purpose. However, strangleweed is
common only in the Upper Reaches, so you will need to collect
some before going down. Cresseaters have no treasure.

Fanged bats attack viciously from above, but if you have a
helmet they cannot fight well.

Tarantulas need to be killed with your first blow, or they
can destroy you. Tarantulas have venom, and you can take
this to fight with. During a fight, entering ‘venom’ as your
weapon will throw it at a monster.

The worst creature with the most treasure is the dragon.
You can protect yourself to some extent with a shield, but the
dragon will still be very difficult to kill.

TYPING IN THE LISTING

Add Addition 5 to Warrior Mage 5 to get the complete, fully
expanded Warrior Mage 6. Finally, delete the checking
routine, lines 7950-7980, once you are sure everything is

working.

LANATION OF LISTING

230 If there is a hole down to the Lower Reaches, describe
it.

#0-2210 The two new commands to get you down the hole.
80 You can take some weed just after cutting down a patch
of strangleweed.

100-3120 Special effects of various objects on some Lower
Reaches monsters.

5503880 Venom and weed. You have a 70 per cent chance
of hitting with venom, which affects all creatures except
tarantulas and vampires. Offering weed to any other
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monster than a cresseater is useless, but the cresseater loses
1-6 resistance if it eats. -
3910 If you kill a tarantula, you can take some venom.
5100-5220 You try to go down to the Lower Reaches. 4
7860-7890 DATA for new monster pictures. }
7950 The self-test routine is enlarged. Type GOTO 7950 to,
carry out test after new DATA lines have been entered. |
8030-9300 There are more objects now. The maze is d.l- 4
mensioned bigger to include the Lower Reaches.

h&re is a dragon
ouU must fight it. ;
our Shield protects you waeill !

Warrior Mage 6: The Lower Reaches

LISTING
1 REM uareior Mage & |
2 -Robert Speel 1984

1238 IF xaxd4 AND y=yd4 THEN PRINT
“*There is » hole leading down t

a the Lower Level.": IF rop THEN
l:RENT "R rope hangs down the ho i

2200 IF as( TQ 3)="tie" THEN GO 3
SUB SiP9: GO TD 2000
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2210 IF agsi( TD 4)="desc" THEN GO
TO S208

2880 PRINT “You can tale SOmE wWe
ed.’'": LET Uus(x,/2,us2,8)="="

3100 IF mt=7 AND t$(11)>" “ THEN
PRINT ”It is weakened by ouyr €

g?ssé": LET h%(12)="S": L h&(l
=Il L 1]

3113 IF mt=8 AND t

$(18)>" " THEN
INT "Your Shitld Erotects youw
e LET h$(13) ="
aize IF, ut=11 RND t$(9)>" “ THEN
It cannot attachk well
due A YOUr helmet.": LET hS(is

) 'l' 1..

3568 IF as( TO 4)="veno” OR as(
TO 4) =a"weed” THEN GO TO S202+50#
fag(l)="w")

ggaa IF t5(34)¢=" " THEN CGD TOD 3

3810 LET _t8$(14) =CHRS (CODE tg(14
“*You throm some sSpi
ervenom i FoR 7oa R 20: BEEP F
20@,4@-F: NEXT f: IF RND<.3 THEM
INT “You miss.": GO TO 3700
3828 PRINT “You hit!": LET da=IN
T (RND38): IF mt=7 OR mnti=18 THEN
LET da=@: PRINT "The venom has
no effect™: GD TO 3700
38308 LET h$(12) =CHRS (CODE h$ (18
)5da): IF hs112) ¢<“1” THEN 60 10

38¢B PRINT “The Yih&tl TO 10-VUAL
hBl(11)); " is bhurt”: G0 TO 3700

W

gBSB IF t$(13)<¢" " THEN GO TO 38

?Bg? LET tl(}alscﬂﬁﬁ (CODE t!(l&

70, $0C0AL hefaa) 5, et  nin s/
R A K A
3870 BRINT STt eoss i AUNDr Ly,
and is poisoned.”
3g8@ LET da=1+INT (RND6): GO TO
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391G en=mn+i: LET gnp=gnp+pm
t: a!tzz&,u:ﬂl—" ¢ 1=10
THEN P “"You c€an tate sone ]

enom.": LET ySsixra,yrs2,5r=">2"

Si10@ JIF t3(A@) ¢=" " THEN PRINT '

You have no fope.": RETURN

110 IF X<>X4 DR Y<>4yd THEN PRIN

T “You tie your rope in a knot.
oUu untie, : RETURN

Then T R
8120 PRI “You tie your rope at
the top OF the hole."”: LET rop=
% (CODE t%(i@) -

1: LET uatiﬁ)-CH

saam IF x<¢»xd OR w<e<rud THEN PRI

T “"There is nouhcr: 0 descend ?
g!": GO TO 20

sa1e IF NOT rog THEN PRINT "You

JUump down the hol Jekiie You break

our ﬂ&cl--a“.‘ GO TO ‘8
S228 PRINT “You climsb down the r
ope into theLower Level.": LET X

=xS5: LET u=45: GO TO 1000

7860 DATA 13,4 150,80, A, K_ 1 IK
rnan¢3=an25tnrnvtussshaqL ®hq
sELH7LMU >HUIUJO9ZOI V:Qd>"

7878 DATA 17 150 .85, "HG[Wa jk
—GDQtaag?)@FtlitiFDRZbﬂkJ ‘FeeTh
égusne LJjJIFEZbatROZWabaakkkU
a8 7-=-=GGEG ) »DBB-4+74.> VA [RJIS
UJUH(\?UfoUfuruﬁ)Junat%U rpr
Tflfs7n4P\UngBU gqh;?\ FLIB
SHt >tH_szLU_af g [G?57-68754=Re7p
IBWHLKS TZ 1T IrT t R bXN"

7880 DATA 13 3.5,30,"naw crr
L5 SRFEALUVZE ZE!!6+5! I¥re
%!l 1146 WL\ {4\ -ROMaKM > [+66
s ~bMIFfei »qQ5R.; :CaG-% (J"

789@ DATA 10 10@,15,"Xs{rén
NEWIUK_$2] 3 B Be I T vDa a e

RBD47 fOBaV: 4 TUVRINGZ?7=HN7ES3: c-s.
Bk ee /ESGRAE%RZRO*40RCTiO\TA4ZS

7908 DATAR 9@ 4,50,5, " "NXuuU . idl £UJ]

3
+ T1U2 In “YUPFFHSXSNUN 1 VUL IGAKHSK Y
3L =AGH ¢
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7950 LET c=11: DATA S722,8148,81
32, 7150,115?5 8484 ,5369, 18595,80
654 ,8652,4116

8038 FOR f=1 TO 19 FBR 351

5: IF RND<.1 THEN ysaf
CHRS INT !ABiRNDliDh—tﬂtll
BEEP .1.,0

3928 LEI xg=83-x2: IF RND<¢.5 THE
2038 LET yd4=22-y2: IF RND<¢.B AMND

=
9@4@ LEY ob=14: LET 90-1_ PRINT
AT _10,10; "Please

ai
gagg LET xﬁlﬁflRND{.EliIB LET Y

9163 DIM ZI (21
FOR _9=1

0 31): FOR f=1 TO 3
(f—(f—a ) E( ;

i STER 1@: LET ZT

--f'L_B-l (g=31) , :: NEX

2118 LET b a'BKdKKBKdHLKTLKTKKUK
ZK+": FOR f=1 TO 21 STEP 2:
ZY9(CODE b$ () ~-B4 ,CODE htlf+1)—54
1 =lla.. " NEx‘T f

RESTORE 9120+10% (RND<.5): LET a
=(RND<.5) 38+1: LET c=(RND<¢.5): F
OR g=a TO 10-a Ut AR
o300 DIH YU$(10,15,8) : FOR f=1 TO

19: i TO 15: IF RND<.78B T
HEN LET " t!,?)=CHR. INT (49+RND
2(ob-2-(9¢11) 1))

2428 DATA "potionB","“paddiled" ,"h
elpeté"”, " rope..4", "tfﬂ’l 5", ".'Ihi
Eldﬁ" "Uﬁld--‘" "UCNOI 5"

9510 DATH “vampire...3=0XS","dra

on. 47> cCresseater@ampseail”
:32r;5{utl.12§.ﬁ“,"r.ngld batded

9690 DIﬂ.gilioélsl. FOR f=2 TO 2

D: IiF rEy

9700 FOR f=2 TO 20: FOR g=21 TO
gg: IF z%(f,9)>"1" THEN GO TO 97
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9710 IF z$(f,9)="0" THEN IF RNOX
6 THEN L § (F/2 am.\ =CHRS (37
+INT (RND#S)): GO +0 e7ae

et THEN IF RND¢

o720 IF IE%F;%):
«4 THEN L ? tfs2,9-2) =CHR$ (42
+INT (RND=x2)

9730 NEXT 9: NEXT f

There is 3 fanged bat
vou must fight it.
It cannot attack welt, due O
your helmet.
yvou attack with ¥our axe
vou hit quite hacd
The fanged bat tries to bite WOU
and misses.
You attack with your sword
Yyou hit quite hard
The fanged bat is dead.
It has hO treasvre.
HINTS ON PLAY

The Lower Reaches literally add a whole new dimension to the
system. You can now use the Upper Reaches merely to find
the various objects needed to conduct more daring exploits in
the lower level passages. k

The objects you will want to have are:

rope, spike, helmet, weed, cross, shield, a couple of go j
weapons and, ideally, some potions. A

As this system has expanded so much, the various details Of
play are rather dispersed. Here is a full list of commands:
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go north '
south
east
west

take (object)

put (object)

look

rest

status

tie rope

descend

escape

spell strength

summonsword

weedkill
fear (does not work versus sabretooth or Lower
Reaches monsters)
feed stranglemoss
drink potion
pour potion




4. Mapping for
Programmers
and Players

Apart from Tribe, all the systems in this book contain a map..
When going around a maze, island or forest, for example, it is_
useful to draw a map of where you have been. :
If the locations are the same shape, the map can easily be’
drawn out on a grid, and this is the best technique to use for
systems such as Warrior Mage. If the locations vary in size
and shape, as in the Preset Systems, then mapping cannot be
done in this way. In this case, just draw locations as you come
to them, and be aware if two different routes lead to the same
place. ]
When there is more than one level to the game, start a map
for each level on a different piece of paper — marking clearly
which locations lead from one level to another. Each location
drawing should be large enough to contain several words =
details about the type of location, monsters and any special
objects. Exit directions are, of course, very important, and
you should also note which directions are blocked off. ;
In Warrior Mage, one of the first things you should do after
an unsuccessful mission is to go to the place of your previous
character’s demise, and you will probably find at least some of
his objects there. In Fangmole Tunnels, it is not practical 1@
draw a map as you go, but do keep a mental note of which
direction the map extends in. |
For programming purposes, there are several ways of stor:
ing maps. The Preset adventures have a different set of ling
numbers for each location, and a variable (ru) holds the lini
number where your location begins. A string holds f
numbers of the locations in each direction from a location, O
zero if a direction is blocked. This method uses very littl
memory for variables and arrays, but is inflexible.
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For random-maze adventures, the map is stored in one or
more two-dimensional arrays. Each array-coordinate holds
one location, and the map is made up of small blocks — each
block containing, say, a room and a passage, or a T-junction.
These blocks are selected randomly, turned in a random direc-
tion or reflected, and placed in the array, giving many
different configurations.

Another method is to make a room consist of many
locations, as is done in Fangmole Tunnels. In both these
methods, there is no need to have a list of which locations are
connected to which — the computer can tell if you can go that
way just by examining the next location in the array. The
advantage of this is the tremendous flexibility of arrays —
locations can be easily altered and randomized, but at the cost
of using up huge amounts of RAM, and often a long setting-up
time, before the game can be played.

Anarchic System is midway between the Preset and Ran-
dom systems. The map is pre-defined, but the details of
locations are held in arrays so that they can be easily altered,
e.g., holes being dug. The use of strings to hold the
orientations of the locations in relationship to one another
means that very irregular maps can be formed.

Here is a typical example of the way in which you might
build up your map.

side - Start
passage
~
sword
——
passageg
nort centaur
irepr———
e
ablLe to Map for
dig Minotaur so far
here -~

Passage
;outg




5. Tribe System

Tribe is different from the other adventures in this |

book. You are the elected leader of a band of

hunters and their families — the Tribe. Your aim is |

to survive in power for as many years as you can, ¢

or until a maximum of twenty-five years has passed at which |
point you retire. 1
The most important features of an adventure are all present: -
attributes which are altered (foodstocks, treasury, private
savings, people); interactions with the voters and their guilds;
a range of commands; ‘treasure’ (good harvests); and a score at
the end. However, rather than fighting monsters you fight
elections, instead of taking objects you help yourself from the
treasury, and instead of a status command there is an opinion
poll.
The game is in four parts, consisting of a core program
which fits into 16K and three additions, each adding ne W
features and increasing the complexity. i

TRIBE 1
CORE PROGRAM (fits into 16K)

The People, Guilds and Elected Chief

TOPLAY

You start as leader of a tribe of twenty hunters. At first thej
are fairly content, but you were chosen to be leader on th

T

condition that you would give them a better life, and unles
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you do this you will soon be removed from office. Each year
you make several important decisions, and for each type of
decision you are shown a different screen of information. The
first screen shows how many there are of each type of worker
(initially only twenty hunters), and any retirements and new
recruits to the workforce. (Note that the workforce numbers
are given as they were before retirements. )

Your first decision concerns the occupation of the new
recruits — hunters, gatherers, fishers or farmers. Unfor-
tunately, your choice is restricted due to the workers’ guilds.
There is a guild for each type of worker, and their aim is to
increase the numbers of their particular workers. Initially,
there is only the hunters’ guild, and a confrontation between it
and you is inevitable. If you do not increase the membership
of each guild - or worse still, you reduce it — they will try to
force an election.

The next screen shows the situation after the harvest. This
depends considerably on the weather: hunters do fairly well in
warm weathér; gatherers prefer dry weather but always collect
something; fishers do well in wet weather, and farmers achieve
huge crops in warm weather, but miserable crops in the cold.
Out of the total crop, you must feed the people, sell some
produce abroad for money, and maybe store some for poor-
harvest years. You start with fifty sacks of food stored from
the year before your leadership commenced. First, you are
asked how much you wish to feed the people, and the mini-
mum acceptable is one sack each, i.e., a number at least as big
as the total number of workers. Second, you are given a
chance to sell food abroad, and the price offered varies from
year to year, from 1 to 4 ingots a sack.

The next screen shows the state of the treasury, and also
our hoard. You now decide whether to increase or decrease
e workers’ wages, which start at 1 ingot per year per worker.
he treasury may go into debt to pay, but must never fall to a
bt of 200 ingots, at which point you would be automatically
cked. You are given a wage of 20 ingots (unless, again, this
ould lead to the treasury dropping to a debt of 200 ingots).
Finally, at the end of the year, the living standards (food

N.A.5.5,—6
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sacks'per worker and wages per worker) are announced, ang
the degree of contentment among the people and the guilds;
The people like to have ccnstantly mcreasmg living standard ::‘
and the guilds want constantly increasing memberships.

If the people riot, due to an insufficient rise in their livin
standards, or having less than the minimum of one food sach
per year per worker, an election is called. The guilds can alsi
force an election if their support for the government fall
below 50 per cent. If no election is called, you proceed w1
the next year.

When an election is called, you have to pay 50 ingots fro
your hoard (not the treasury) to stand for re-election. The wa
the people vote depends only partly on their guilds’ recom
mendations, so the guilds may force elections even if you g
100 per cent of the vote! People care mainly about rising lw i
standards (i.e., ‘are we better off than last year?” and ‘ar
living standards rising at a fast or slow rate?’). For you to losi
an election, there must be a majority against you, so a 50/
split means that you are re-elected. A

Once you are defeated, thrown out of office, too poorto

Orkers:

unters
atherers
15hﬂf§

F 2asury

Eocd stored
4

Your hoard
4e
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004d receive

ota
from workars: workers
itkera . o8 =
erers
ishers 3 rﬁ.i%ur

fight for re-election, or you have survived for twentyfive
years, your final score is given, which depends on how long
you survived, the final population, and how much money you
received.

EXPLANATION OF LISTING

100-110 Introduction.

1000-1340 First screen. This shows types of workers, new
recruits, retirements, food stored and the money available.
It allows you to input the number of recruits which turn to
each profession. Note that if when inputting the recruits’
jobs the recruits are not all placed, the routine repeats until
all the recruits do have work.

3000-3550 Deals with the harvest, works out how many sacks
of food are gathered, and gets you to input how much food
is fed to the workers and how much sold.

42004230 Deals with reduction of stored food, preventing
the amount of food dropping to less than zero.

42504280 This routine is accessed at 4250 when using

money. If you try to spend more than the treasury holds,
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your spending is reduced. The routine can also be accessed
at 4270 for transactions which allow a debt - e.g., paying
wages — and if there is a debt the amount is printed flashing. 3
4300-4520 Allows you to alter wages. Once this is done the:
treasury is altered and you are paid your yearly wages —
unless this would bankrupt the treasury. 4500 calculates the
final living standards, and 4510-4520 checks to see if the!
treasury is bankrupt. :

4600-4630 Calculates the satisfaction of the guilds depending
on whether a guild’s membership has risen, stayed the
same, or fallen from the previous year. 1

5000-6180 The living standards screen. The satisfaction of
the people is calculated and printed along with the guild
satisfaction. If neither value forces an election, the year is
updated and the program loops back to the first screen;
unless you have survived for twenty-five years. i

7000-7020 Announces election and decides if you can afford
to stand for re-election. b

7030-7300 Election fought. Each trade is taken separately,
since the guild satisfaction is a factor in deciding how likely
a worker is to vote for you. For each worker in a trade the
calculated chance of voting for you is changed by up to 1€
per cent. Finally, the worker’s actual vote is decided by
checking if RND is smaller than his chance of voting for
you. This is repeated for all workers in all trades. [

7320-7360 Tells you how long you lasted in power, how
much money you gained and your final achievement score.’

7500-7520 At the end of each screen this subroutine is called
which causes a small sound and instructs you to pres
ENTER to continue. 3

8240-8280 You survive twenty-five years. The final score ¥
calculated in the same way as when you lose.

9000-9940 Starting variables. Ye = year, st = food stored
cash = treasury, rs = your hoard, Is and Isl are the tof
living standards of the current and the previous years

Arrays a and b show how many people are in each trade th
year and last, and array s gives the actual living standard §
terms of food and wage standards. :
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Tribe 1: Core Program
LISTING

1 REM Tribe
2 REM 5. Robert Speel 1984

i@ GO SUEB S000

12@ PRINT AT 2,10, “The Tribe""
11@ PRINT " You have been elect
ed Chief of a spall tribe. YOouUu m
Ust make thetribe prosper and be
come wealthywithin 26 vears. If
YOouU do not pleasa the people, t
heg will dis pose of you."
120 GO sSuB 7500
égﬂ@ INK 7: PRPER @: BORDER d4: C
181@ INK 1: PAPER S: PRINT BRIBH
T 1, PAPER Ec“SITUﬂTIGN REP
Start Year ;HQ;TQ a2
1920 LET Lsil=
1032 FO? f=1 TD d: LET bh(ri=a(r}
l1as50 PRINT AT 3, V"Workers: " TAB
18; AT ASiTHE 248
1068 Dn ‘hunters" ,"gatherers",

"fFis hll‘S" “*farmers"

1a?a RESTORE 1@60: FOR f=1 TO 4:
READ b%: PRINT PAPER @;TAB 3; P

§$£n S;b%;TAB 153 a(f),; TAR i15: NE

1080 PHINT QT 3 20; PRAPER S;"Tre

asur te @, TAB 31,AT 3,25
. Cas

1100 PRINT AT 9,3, PRAPER S;"Reti

r&ntnts otw LEEE e=1 THEN &
GO TO 1i2e ye = LET c=

16_LET c=0: RESTORE 106@: FOR
TO 4: REARD b%: LET a=RND: IF

i
<
)

a4

mori=

@ IF NOT ¢ THEN PRINT PRPER S
;AT 12,3, "xE¥snonNexx+*"
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1140 PRINT AT 5,20; PAPER S; Foo
4 3tored” ;AT 6, 20,TRB 51;AT 6,28

135@ PRINT BT 8,20; PARER S; "You
r hoard “;RT 9, 29;TRB 31i,AT 9,28

1200 LET tp=@: FOR f=1 TO 4: LET
tpntt+a(f): NEXT f

i2 ET np=INT (RNDxtp~s8) +2

3? @ PHINT Frr 15,.25"Recrui ts nees
iz LET tP=tP+nP

1300 RESTORE 196@: FOR f=1 TO 4:
READ bg

131@ INPUT ("new “;bs&;“7? "1; 14

ET a=INT £8% a: IF axnp THEN BEE
Pléig BEEP 1,0: BEEP 1,0: GO TO
132@ LET np=np-a: LET atf)=alf)+
a: PRINT AT f+3, ist atr:,Tna 15; A

T 15,25, np: IF np*® THEN NEXT f
133@ 1IF e Th THEN GC TO 1302

134@ PR .2; FLASH 1;"ALL.
RECRUITS PLHCED"' FLASH ©; PRPE
R @, TAB 30

1350 GO SUB 7500

3%83 PAPER 2: CLS : INK 1: PAPER
3%%0 PRINT AT 1,3;"“AFTER THE HAR

amaa PRINT AT 5; "weather: “;
3030 LET uea:NT thnn-43+1

3052 DATA "Warm & dra“."Warm & w
et","cold & dr wcold & wet™

3asé RESTORE 3 sé FOR f=1 TO we
RERD b$: NEXT f: PRINT b%;"

910@ PRINT AT S5,2;"Food received
+nﬂ éa.'frnu warkers:" ;AT 7,2

3200 DATA “"2514030203",'"468242423
14" ,"0236022500" , “364713 52@1“

3210 LET ha=@: FOR f=1 TQ ir
2(f)=0 THEN GO TO 3258
3220 RESTORE 1068@: FOR g9=1 £

RERD bs: NEXT 9: PRINT PRPER 2;
TAB 2, APER 6. bs.;TRABR 12/
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RE3TORE SQBG FOR g9=1 TO Ff:

b{ LET a=08: FOR g
fJ' LET a-a+INT (RND % (U
iﬁj—Uﬁbe‘(Ueiﬁ—lJ)J+UﬁL

EXT
RINT a,TRB 15;TRB iS: LET

LIraolii
npens =D
mmm

SBB PRINT AT 15,2;"Total harves

‘LiT? stust+h
@ BRINT PAPER 2:TRAB 2; PRPE
H "TO tal food availakle: ‘23t

é PRINT AT 5,23;“Total “AT
aaé“ggrkers “TAT 7,23, TAB 26;

@_PRINT AT 9,23; “Treasuru“ AT
23;" ", cash;TAB ¥

P@ INPUT "HOow much food FfFor wo

s7 “:a: GO suB 4266

LET $ (1) =INT (a/tp

=INT RND#43+1 INPUT
r food Am Yk

ck"* “Hou many sac
; 3

Dzl
Lo i0 ]

=N g GF“UiﬁﬂP'
L

7

ol &= GAAWD AU>0 270

ReE » 020

e

LA R Y
5] ok

o
oo -~

€T ¢ cash
PRINT AT 10, as,cash TRAB 31

GO TO 4300
g IF a»st THEN LET a=st

LET st=8t-a
@ PRIN; AT 17,24;3t, TRABR 25

see-.\-

e p QUutaxa
L]

425@ IF a>cash THEN LET a=cash
4260 LET cash=cazh-a

: NT RT 4,4; FLASH (cash«@®
yjcash; FLASH O;TAB 10;AT 4,23;

s:TAB 50

4288 RETURN

43208 G0 SUB _750@: INK 7: PAPER B
CLS : PAPER 1: PRINT AT 1,12;"

UAGES "

431@ PRI&T AT sﬁa;"Treasur ‘AT

ash;:T AT 3,20; Yo
Er hoard®sAT 4,2@; * ik “;r8;TRAB O3
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4320 LET lilﬂ
4333 PRINT

g cost * s(a::{
i348°PRINF AT a,"n uage increa
5S¢ would ICKQ" ﬁ 4

@,2;"this ", t
P#(s (32 +1.’l TAB’
435@ PRINT AT 20,0; INK _0; PAPER

d; "Do you 1)1ncrease, 2)deccreas
oraltot chanse the wages”"iTn

2,"”!9!3 current

e

B 32 =TINKEY IF ag<"ad

R I&}"G“ TH N GO TO 4350

4360 PRINT AT 30 G. PRAFER S, TRS
31‘. e (1} -TRB 31‘- "

4370 LET a=UAL a$: PRINT AT 12,4
;YHages " ('increased” RND a=31);
("decreased” AND a=2); ("unchangs
d'” AND a=3)

438@Q LET s (3)=3(3)+(a=1)-(a=2)
A3Z90 LET cash-:ash—sts P

4400 GO 8SUB 4270

4410 LET a=20-(cagsh<-1789)%(-179~
cash): IF 3¢l THEN LET a=0©

4420 LET cash=cash-3a

4430 PRINT AT 14 ,2;"You take ou
57ézthe." LET rs=rs+a: GO SUB 4

450@ LET is=@: FOR f=1 TO 3: LET
Ls=Lls+s5 (F): EXT
1515 IF cash>-200 THEN GO TD 460

452ﬂ PRINT RT 16 ai"The treasury
owes too much®: 2,"!&“29 t
ar

o continue, and HOU"'ﬁT ig 3
%aégroun oUt of Officet": GO T

4609 LET vs=100: FOR f=1 TO

)
4822 NMEXT f: LET sb=0
4530 IF us»EB THEN GO TO Sopl

S0 GO SUB 7500
§01@ INK 2: PAPER 1i: CLS8 : PAPER

3 PRINT AT 1,2;"LIVING STANDRA
@ DATR "food","wages"
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a=1: FOR f=1 TO 3 STEP
g“‘%,tfz{,:. THEN LET a=s(f)

5058 NE f

£ saan FOR f=1 TO 3
§$gg HF§T°R 7 PRINT AT 3+fs2,
S5:b$;TAB A3:s(f): NEXT §

SO20 LET 3at=(L8-181) %2+1LS+5 (3) -
tst11u91i50—05+(tl-90 S2

621G LET sat-sat+(:at<—1llt i1-85a
1) ~(53L>3) 283t -B) -5 b

GOR2@ IF us <@ THEN LET us =@

100 PRINT“RT 12,2;" BGuild suppo
23102877 01214080, annguea ™. s
i " l ‘ ll il a p
6120 nes+og: 611@: For" 7208 1o s

at: READ f

?éae PRINT arh 1¢ 2;"The people a
6340’ I satco OR US<5@ THEN GO T
0 7002

615@ LET ye=ye+1

§1s@ GO sUB_7508

6170 €>25 THEN GO TO 5008
8160 GO 0 1000

7000 PRINT AT 16 2;“The “; (“guil
d" AND Us <5@) ; "peopte" AND S8t ¢
B AND us »=50) force you to hol
d%th 3@; AT i?,n “an electioni ™
2z

5910 I8 rs<S@ THEN PRINT AT 18,2
;"¥You do not have enough";TRB 20
JAT 1 a2 "ingots to fight an ele
ction,": GO TO 7300

?@2@ PRINT AT 18,2; “You have to
sPend 58 ingots “TAT 19,2 “to st

7@3@ LET rs=ra-5@: GO SUB 7E5@0
7@4@ LET vwty=@: LET wvtn

7250 INK 1: PAPER 4: CLS : PAPER
25 PRINT INK 27AT 1,8; "M ELEC

7058 NT s 25 "PEOPLE FOR
You HGHINST YDU

?1@@ RESTORE 1@6@: FOR f=1 TO 4.
b$: IF al(f)=@ THEN GO TO

95 :
7118 PRINT AT F#2+4,2; b%,; TRAB 13
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1=50-40% (5 1) =) -2
) +5#8 (3B) +20% (L5 >
1:-4a§:
&+

B
< g

#d /S) 24

A TDO atfF)
ND$1©) -INT
o

@
0 + (RND 71@@): PRI
S;v0, TRAB 25,;9-v0;TH

s=vty+vo: LET vin=vin

NeanNMNmA | -
PpIBRR=TNRE
OZNPL~~A~N
Lol Lol g

e

b
\Ls

)1}
-ye
a=
(R
<Y

R
YO~
QQ:B?B@
Z
ﬂmwdv
5» :
L-pLE€LL
CGO- tx Ul YR
pLEd§L ~
e
+
g

PRINT AT 15,2;"Total votes

gou = ll’nvt - . .

?ng?IsTuﬂT $a¥é“Totat votes
o s ll; ’- (1] (1]

@ IF vtu»=vtn THEN PRINT RT 21

:"“wou have been re-elected!.’

TO 6i5e

PRINT AT 20.,2;"You have bee
cked."; TAB 36
GO sSuUB 75@@
IMK 1i: PRPER S: BORDER 2: C

7330 PRINT AT _1,5; PAPER 6;"“THE
END OF YOUR REIGR®
7340 PRINT AT 4,2;“"You were Rulse

r for "'aﬁj" uears,"

7350 PRINT AT 6,2; "during which

time You“";TAB 3@;AT 7,2; "amassed
ngots.";: TAB 3@

" . r’- 1) i
7360 PRINT AT 10,10;"Score:";S0#
He+(tp -20) #5453 $2: STOP

7500 BEEP .5, -40: PRINT AT 21,2;
INK 2; PRPER 7, "Press "; FLASH
%;"ENTER"; FLASH ©;" to continue
7;1?@IF INKEYS$<(CHRS$ 1 THEN GD TO

7820 RETURN

8242 INK 4: PRPER ©@: BORDER
825@ PRINT AT 2,6; 25 YEARS
8260 PRINT AT 4,2;"YOUu have

essfully ruled” ;AT 5,2;"the
e for 25 uears!t™

- OO n
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270 PRINT RT 7,2;"You are rewar
Ged with tands“ At 8,2;"and S@0
1ngots by the grateful™;AT 9,2;
8280 GO TO 7060

SRae RHNDQHIZE
10 LET ue LET 8t=50: LET_ca
QESB L.ETul‘:B.‘lD LET ls=0: LET ¢t

?%g% DIM a(4): DIM bi4): LET afl
9339 DIM 5(3): LET s8(1)=1: LET s
(3) =1

299@ RETURN

HINTS ON PLAY

The main problem initially is the dominance of the hunters’
guild. As soon as you reduce the hunters they will force an
election, therefore it is in your interest to build up
counterforces of other workers as quickly as possible. The
ideal situation is when no single guild can force an election on
its own.

Increasing living standards is not necessary at first, but has
to be done at some time. Increasing the food standard (i.e., to
2, 3 or more sacks per worker — no fractions) reduces your
income as there is less food to sell. Increasing the wages
increases your expenditure. As reducing living standards often
forces an election, don’t be too nice to the people too quickly
as you may regret it later!

ADDITION 1
gives TRIBE 2

Developments

This addition expands the program beyond 16K, giving you
Tribe 2. To make it easier for you to improve the people’s
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living standards, a new ‘housing standard’ has been intro-
duced. This has the advantage over other living standards of
being a one-off expense. Unfortunately, builders do not work
on credit, and so the treasury must hold enough money to pay
them to work, or they get angry. A new screen, ‘develop-
ments’, has been added to cope with the builders.

After wages have been paid you now have the opsion of §
requisitioning money from the treasury, which is morally
quite fair as your wages are now only 10 crowns per year. |
Again, this only works when the treasury is solvent. The guild
Jeaders now give you warning when the guilds look like forc-
ing an election, and for a suitable bribe they can swing the
guilds into a less destructive attitude. Be warned, though; °
occasionally the guild leaders try to get you to bribe them even =
if there is no chance of an election being forced! :

The other major change is in voting. People now take into
account not just the current and the immediate preceding
years, but also the year before last. Although this is not as
important to people as events nearer the present, it is still a
significant factor in their chances of voting for you. This also |
affects the attitude of the guilds.

TYPING IN THE LISTING :

Load Tribe and type in Addition 1, which adds new lines and
replaces a few existing lines. SAVE the result. )

EXPLANATION OF LISTING

1020 RS2 is the total living standard the year before last. ;
40004090 The new ‘developments’ screen. This allows you:
to hire builders if the treasury has sufficient money avail-*
able. The more the people, the greater the expense of
improving their houses, but there is a considerable random’
factor in the cost. 1
4450-4470 You take money from the treasury: di is set 50 per
cent of the time if you take more than 20 per cent of the
treasury, and represents the people learning about your
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greed. This affects their satisfaction with you as leader.

46404680 The guild fathers (leaders) say they will force an
election and you can bribe them. Note that line 4630 lets
them try for bribes even if fifty-five per cent of the guilds
support you. Bribes are taken out of your personal hoard,
not the treasury.

7120 The voting system is more complex now, taking into
account living standards and guild size both last year and
the year before.

DEVELOPR

Eraasurg' on.)é hoard

srsng Bu:tders 16 improve
gtcpte & housing woul

ingots .

| _Press ENTER to continue |

Tribe 2: Developments
LISTING

1 REM Tribe 2

102@ LET (s2=is81: LET Ls1i
1038 FOR F=1 TO 4: LET c¢
: LET b(f)=a(f): NEXT F

3580 GO SUB 7So@
4%99 PRAPER 6: INK 1: CLS : PAPER

4219 PRINT AT 1, a,"DEUELoPHzNTs”

4920 PRINT AT 3 ;"Treasurg
‘i cash; Téa o
sr hoard‘;HT 4,28; " nirS; Th 3
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A@3@ LET b=(s (2)+2+INT (RND#3)) #
tp: PRINT AT 6 ;'"Hiring builder
s to improve”,AT 7,2;"the peopl
2 s housing would” ;AT 8,2;"cost
I.-b-ll in% 5.‘l ;
abad PRI AT 21,8;"Do you hire

bui lders? {(ysn) “: LET ag$=INKEY
: IF as+4>"y”™ AND as$<>"n"” THEN G
TO 4848

405@ PRINT AT 21,9; PAPER 6;TAB
31: IF ag="n" THEN GD TO 4166
i06@ PRINT AT i@,2;"You hire bui
Lders.": IF cash<b THEN PRINT AT
1@ ,.2; "The builders, rinding ths
t"jéT 11,2, "gou cannot Pay hew
smash"iﬁT 12,2;"0p all EXisting
houses ! “T'LET s (2)=0: GO TO

410a
L@76G LET s8(2)=s8(2)+1: LET cash=c

ash-b
4i@8@ PRINT AT 12,2; "New building
standard: "il-(?)' Y

APSD LET a=0° 20 SUR 4250

4410 LET 2a=10-(cash{(-189) £ (-189~
cashl): IF a<1 THEM LET a=0

Ad4@ LET di=0: IF cash<«i THEN GO
TO 450@

4452 INPUT “How such of the treéa
aury do you divert to your own f
undﬁ? “":3: XIF acash THEN LET a=
Cas

44680 IF a THEN LET cash=cash-3a:
LET rs=rs+a: IF a>(cash+a) -5 AND
RND<.5 THEN LET di=2

4470 GO SUEB 4276

3

4519 LET ussus-I tatf)ztg*lﬁe
(fbIFI>a(FI)+(CCFID>bIFI) .75+ (b
Fl=a(Ffl)x.2)]

4840 PRINT AT 16,2;"“The guild f
thers saw that ;AT 17,2;"they w
L L farce an etltection.”

465@ PRINT AT 21,@;"Do You try

o bribe them? tgznl “. LFT ag=Y
KEY §: IF as¢>"y" AND as<:"n" THE
N GO TO 4658

4662 PRINT AT 21,0;TAB 31: IF a$
<>"y" THEN GO TD 50600
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46702 INPUT "How much? “,a: IF aj»

r£& THEN LET a=rs

4680 PRINT AT 18,8'"You bribe th

2f.": LET rs=rg-8: LET us=us+INT
tg*iaxtpl IF RND<¢.3 THEN LET s
-

ggaa DRATA "food"” ,"housing'","wage

5240 LET a=1: FOR f=1 TD 3: IF s

(Ffl>»>a THEN LET a=s(fF)

SQBB RESTDRE S@30: FOR f=1 TO 3:
RERA , RINT AT 3+7*2,5;b%,; TR

B 13,3( Y: NExT F

BB LET sat=(ls-L5l) 32418 -1Ls2+5
(3) ~(8 (1) =@) ¥EQ-wi ~di+(Ls-yel ,2

7088 INK 1: PRPER 4: CLS : PRAPER
7: P INK 2;AT 1,5; "AR® ELEC

TION &
7@6a AT 4,2; "PEOPLE FOR
You RGﬂINST YDU

7120 LET vi=S2-4Q#(5 (1) =0) -5S%is (
e 2) =) -28% (5 (3) =B) +S28 (1) +5#8 (2) +
B35 () 420218 >21L81) +ARF(LSA>182) =~
RE5#(Ls<1L8l)-B(lsl<LlsR) ~-Brlls=Ls
1) =4BF(A(F){b(F)) -3D2(bIF)LC(F))
~1@%(AC(F)=bi(Ff))-Bx(biFf)=C(F))+20
#(BI(FIO>DIF2YH+ADE(DIFID>C(F)2
2020 DIM at4): DIM b(4): DIM ¢ (4
}: LET atil) =2@
HINTS ON PLAY

The addition of a ‘building standard’ is very useful, as raising
it means a single payment, not a permanent expense. Taking
money from the treasury is useful for remaining rich enough
to fight an election, but do not take too much as this can ruin
the whole economy.

Bribing the guilds often needs a large amount (more than 20
ingots) to be effective, and is worth doing only if you want to
avoid an election. Remember that bribes come from your own
hoard, so be careful not to put yourself in the position where
bribing the guilds means you cannot afford to fight an
election.



ADDITION 2
gives TRIBE 3

Opinion Polls and Inflation

Your main new option now is polling. If you want to know
how people would vote if an election were called, you can have:
a poll. This takes place after food has been harvested and
allocated, but before developments, so you can still do some-
thing to placate the people if they are against you. Polls a
paid for out of your personal hoard, and come in three types..
The quick poll is the cheapest, and conmders about one-third
of the voters. The large poll costs twice as much, but po ;s
two-thirds of the population, and the in-depth poll whi -.
costs three times as much as the quick poll, takes all .;.,
workers into account to give a fairly accurate idea of your
popularity.

A new type of weather, drought, has been introduced, but it
occurs only rarely. When it does, the results can be calamxto
if you have insufficient stores. A new bonus, however, ',
increased food prices. This means that, due to increased
population of neighbouring countries, the average food pn
occasionally increases by 1 crown per sack.

The presentation has been improved by altering the dlSpl Ay
of living standards from single numbers to a row of usel
defined symbols.

TYPING IN THE LISTING
MERGE with Tribe 2. SAVE the result.

EXPLANATION OF LISTING

3040-3050 Drought has been incorporated. Note that 0}
average this occurs only once in ten years.
3520 ic is the provision for inflation, i.e., prices can increas
from a 1-4 range to 2-5, 3-6, etc. ;
3560-3570 A poll option is offered.
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4100 Food prices have a 10 per cent chance of increasing from
the fifth year onwards.

5060 Display of user defined graphics alters the printing
routine slightly.

7600-7930 Polls. Note that prices vary (for the cheapest poll)
byuptoll mgots You have the option of declining the poll
if you think it is too expensive.

9500-9540 User defined graphics data.

25 YERRS OF POUER

YoU have SUCCeEsSsSfFUlLLY ruled
the Tribe for B85 years!

YOoU are rewarded with Lands
gggpsaa ingots by the grateful

Score:
FOr Ltime in POWET ..o ..1300
FOr Living standards....348
For poputation growth...21@
FOFr YOUT hOBfdeseesessse540
TOTRAL POINTS. ....2396

Tribe 3: Opinion Polls and Inflation
LISTING

1 REM Tribe O
2 REM S. Robert Speel 1984

30#0 IF RND<.i THEN LET we=5: BE
EP 15: BE @

EP .S,
3050 6RTH “Hare & dry”,"Warm &
et”,"cold & dry”,"cold & wet", d
f'ﬂl.lﬂht g d

3520 LET SPp=INT (RND#4) +1+ic: IN
UT 5¢ Ling price for food is"
‘L, iS5P);" ingotsssack™’"How many

S2cks food s£old? "“;a

N.A.8.8,—7
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35680 PRINT AT 21 8; "Would Uou

ke a _poLL? (us/n) *: LET asi=INKEY
SEr ag<>“u AND as$<»"n"” THEN G
TO 3560

PRINT AT 21,0;TAB 31: IF a$
THEN GO TO 76 Bo0

IF ye>d AND RND<.1 BND ic <4
E .5,1 BEEP «:5,18: PR
,2; FL FI5H 1; "BONUS";: P
fFood prices increase!"™: L
ET ic=ic+l

4500 LET Ls=0: FOR f=1 TO &:
SI.SIIII.S-I-SIF) NEXT f: LET z (ue

5@6@ RESTORE B@se: FOR f=1 TO 3.
L PRINT_AT 3+f22,5; be;TH
=1 TO s(Ff): PRI
(143%F); : NEXT 9: TR
(44 AT F3244,5;TAB 144a: N

INK 7: PRAPER 3: BORDER 1: C
PAPER 2
& PRINT AT 1,7;"ELECTORRAL POL

7820 LET a=INT (RND211) +10

7830 PRINT 2;"Prices: ;AT &

,2:"1) Buick poit.....";a;nf 7,2

; LBFG€ POLL.csse";as2;AT 8,2
-depth pPOoLL..";a£3," ingo

ts™
7640 PRINT nT 3,20; "Your Hoard";
AT 4,20; ré; TAB 30

765@ PRINT AT 21,2; "Press 1, 2,
3 @ for no polL™
7550 LET &%= INKEY :IF ascron OR

2"3" THEN GO T 62
gB 0 PRINT AT PRAPER SBTRB

;" v IR a:="a" THEN GO T

L)
7680 FOR f=1 TO 5: PRINT AT 5+4F,
2; E;?_PER 3;TRAB 4+ (VAL as<>F) *27:

7698 IF rs:aiunL a$ THEN PRINT A
T 18,2; PAPER ©;"You cannot affo
cd this poll‘"- FOR f=1 TO S: BE
EP .5,20: NEXT f: GD S5UB 7580: G
D TO 4000

7700 LET rs=rs-axURL a$
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7710 PRINT AT 4,23 SiTAB 30
$750 LET vto=0: LET vine=e

7 RESTORE 18960: FOR f=1 TO 4:
800 b$: IF a(f)=0 THEN GO TO 7

S
0
Lag
)
3
=
5
:
-
"
3]
¥+
o
N

s b%;

820 LET Vt=5@0-40%(5 (1) =0) -30% (s
(2) =@) ~5%(8 (3) =0) +53s (1) +5%8 (2) +
8355 (3) +205(L5>151) +1B2(LSi>LlsD) -
2BF (LS (ls1) -BR(LlS1<1lSR) -BF(ls=ls
1) -40F(a(FI<b(Ff)) 3@ (b(F) <C (F))
~1@38(a(f)=2b(f)) -Bal(b(f)=Clf))+20
$Calf)O>b(FI)+1@a(b(FI>c(f))

7830 LET vo=®: FOR 9=1 TO al(f) /¢
4-URAL a$)
7840 L VUVt +INT (RND210@) -INT

(RND#10) -wi
7850 LET vO=v0+ (RND vy /10@) : NEX

g LET vo=INT (vox(d4-UAL at}
Tela LET ViY=V Ly +vO
723768 LET vtin=vtn+ati(r) -vo
788@ PRINT TRAB 13;Vv0; TRE 25;a (f)
F¥239,58;T 30

~Y0;TRAB 30; AT
7898 N

79098 PRINT AT 18,28;"Estimated vo
tes for gou=“'vt9

7910 PRINT AT 19,2;"Est. votes a
gainst you=";vtn .

7928 GO SUB 7500

7932 GO TO 4200

GR10 LET ye=1: LET st=50: LET ca
ih-B. LET rsaB- LET Lls=0: LET Ls
D020 DIH 2(33) DIM a(4): DIM bt
4Y: DIM c(4): LET ati)=2@

8500 DATA ©,60,24,60,126,126,60,
9510 DATA 16,48,68,124,68,84,124
9520 DATA @.0,30.38,74,244,152,2
sgggonrg 255, 129,129, 129, 129, 12
2546 BATA 2,0,60,60,60,60,0,0
9600 RESTORE 950@: FOR f=144 TO

148: FOR 9= TO 7: RERAD a: PDKE
USR CHRS f+g,a: NEXT 9: NEXT
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HINTS ON PLAY

The introduction of polls makes it possible to ‘fine-tune’ the -
economy. The quick poll is suitable for getting a rough idea of
how things are going, but neglects minorities. The large poll
gives a good idea of how particular worker-types will vote and -
the in-depth poll is useful when you think an election might
give a very close result. The cheaper polls often miscalculate |
the total number of voters, which is what you should expect if |
you opt for second best! .

Droughts mean you have to exercise a little more prudence
in storing food, or risk riots if the crops fail totally. Gatherers,
being somewhat drought-resistant, are a useful failsafe. -

An increase in food export prices may provide a welcome
boost to an ailing economy but cannot be relied upon to occur.

ADDITION 3
gives TRIBE 4 (The Full System)

Progress Graph

The main new feature is the progress graph. This screen
comes up at the end of the first year and every third year
thereafter, and gives an indication of your position regarding
total living standards. It is also to help you improve your play:
as the prominent peaks and troughs in the graph can usually
be identified with particular decisions you have taken. ;

Another addition is an occasional demand by the guilds for
wage increases. Although this can be ignored, it makes the
people more dissatisfied and prone to vote you out of office
Like droughts, wage demands are nuisances which can some
times disrupt a tottering economy, but they can be brushed of
if the situation is healthy. P

A detailed breakdown of your final score is also provide
and this can help you decide on ways of improving your play..

1
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TYPING IN THE LISTING

MERGE with Tribe 3. SAVE the result.

EXPLANATION OF LISTING

4320 A 10 per cent chance of workers demanding wage in-

creases. wi is a measure of how important they think it is
that you agree.

6170 Every third year, living standards subroutine is called.

7360-7390 Breakdown of your final score. Note that your
hoard is not as important as the time you spend in power
and the living standards achieved.

8000-8230 Living standards screen. Shows ideal and actual
living standards total for the years you have been in power.

Tribe 4 (The Full System): Progress Graph
LISTING

1 REM Tribe 4
2 REM © &. Robert Speel 1984

4320 LET wi=@: IF RND<.1 THEN LE
T Wi=1+INT (RND%¥3):G@ BEEP .5,15:
BEEP .5,10: PRINT AT 6,2;"The we
rhers demand that AT 7,2:"th
eiff Wages be increased. "

S17@ IF (4e+l1) s,3=INT ((ye+l1) /3
THEN GO SUB S200

7ISE@ PRINT AT 16,16, "Score: " ;AT
iz,2;"For time inD POWEFr.assssas'';
Spxye: LET po=Sasxye

7370 PRINT RAT i4.,=z2; “"For livin? =
tandardg e eece'';: LET a=@: FOR =]
TO 3B: LEYT a=a+z(f): PRINT AT 1
1,26; 8%2: NEXT F: LET poc=po+aia
7388 PRINT AT 16,2, "For poputats
an growth..."; (1p-20) *5: L po=
Po+ (tp-2@) 38: PRINT AT 18,2; "For
YOUTr hOBrfJdesrssassassee'";rsaa2+iye?
241 +500: LET po=po+rs2+(Ue>24) ¥

L]

S

7393 PRINT AT 211,6; BRIGHT 1;"TCO
TAL POINTS--..."; 0: STORP
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S@2@ BORDER S:: PAPER s; CLS

8@1@ PRINT AT TNK PAPER

1; "GROWTH OF Lzuxha sTnubnnDs"

8620 PRINT AT .20; PRAPER 7;"Yea
¥

100 INK ©: PLOT 31,150: DRAU @,
11: DRAW 213,02
1@ FOR 1=1 TO 12: PRINT AT 17-
1, F¥2: NEXT f
aé FOR f=1 TO 25 STEP 3: PRINT
AT A8, {+?, ;AT 17,f+3; OUVER 1; "

o

813@ _BRIGHT 1: PRINT AT 4 INK
3; PAPER 7;CHRS 147;: i Wag

geal L.s.";AT 6,5; INK SCHRS 14

8) PR INT '=actual L.S o'

814@ PRINT QUER 1;AT '3 L.S."

E%sg PRINT AT ba,"vénﬁ"- TG

8200 FOR f=1 TO 25: FOR g=1 TO ¥

+2,5: PRINT AT 17-3,f+3; INK 3;

PAPER _7; CHRE 147: NEXT 9: NEXT ' f

8210 FOR f= ye: FOR 921 70 z

iF)s2: PRINT GUER 1; INK 2; 17

-g,¥+3; PAPER 8;CHRS 148: LEXT 3
NEXT' f

3220 GO SUB 7520

8530 IF Ye (25 THEN GO TO 1000

GROWTH OF LIVING STANDARDS

L8, Year 22
O=ideal L.5.

24

22 | s=actual L.S.

20

i8

16

i4 |

12

ie

5

& [

4 -

2 |= s

AR SRR ST - SR K. e - R G T e S L

YERR
Press ENTER to continue
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HINTS ON PLAY

The addition of the living standards screen is a useful aid to
improving your play. If you find that what you’ve achieved in
living standards lags behind the ideal level all the time, you
will probably be facing riots and the sacking fairly soon. If you
are constantly ahead, you may be expanding too fast and could
find later that you cannot afford to keep going. You will then
be forced to reduce your economy.

Judging the gravity of wage demands is not easy, and if a
wage increase is demanded you would do well to check recent
polls and the expansion rate of the economy before refusing.

In the complete game, you must be willing to take risks to
improve your position and achieve your aim of lasting twenty-
five years. There are several distinct stages in a typical game.
The first stage is demolishing the superiority of the hunters’
guild. Periods of rapid growth are ended by years of non-
expansion, often with guild-bribing to forestall elections. At
some point there is generally a cash crisis, when you are in
danger either of bankruptcy, or of not being able to feed the
people due to having sold your stores.

There is a fair amount of luck involved in this game, but it
needs a skilled player to take advantage of good fortune and
survive bad luck, and complete a twenty-five-year reign.




6. Saving Memory
in Adventures

On the 16K Spectrum, the screen uses up about 7K, leaving
only 9K for programs. Even with 48K, an adventure may
easily expand to fill all available space. Here are a few ways in |
which memory can be conserved. :

1. Use string arrays rather than numeric arrays. String arrays
consume much less memory than numeric arrays because they
store each element as 1 byte, without the need of a mantissa,
or numbers outside the range 0-255.
A 20 by 20 numeric array occupies 2034 bytes, whereas a 20 by
20 string array only occupies 435 bytes. It is well worth |
putting large amounts of information into string arrays, and
keeping numeric arrays small. ‘

2. Avoid long lists of numeric data. These use a surprisingly
large amount of memory. It takes less memory to enclose each
piece of data with quotes than to leave them as numbers, and
take these strings’ VALues. It is even better to take all thes
strings and put them together in one long string, saving on all’
the commas and quotes, €.g., instead of i

DATA1,2,18,0, 36,92
less space is occupied by
DATA l'flﬂ, "2"’ ”].8”, ﬂ'@if’ !f36H, H92"

and even less by

DATA "010218003692"
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Notice that extra zeros have been added so that a piece of
DATA can be used by READing the string, then extracting 2
bytes at a time from it.

3. Use small strings with DATA, rather than multidimensional
string arrays. When a multidimensional string array is filled by
information in the listing, e.g.,

DIM A% (20,12)
LET A$(1) = "13A416B6PQR5"
LET A$(2) = "LMNOPQRSTU12"

elc.

the information is stored when the program runs, once in the
listing, and once in array A$. It is often better to use DATA
statements instead, i.e.,

DATA"13A416B6PQRS5"
DATA"LMNOPQRSTU12"

etc'

and then READ the desired one of these into a short string
when needed. This only applies when the information does
not change as the game is played.

4. User defined graphics, and DRAWn pictures can be efficiently
coded into forms where they take up little memory. This is dis-
cussed in the chapter on ‘Adding Graphics to Adventures’

(pages 174-9).

5. I'n a large adventure, there may be dozens of lines GOTOing or
GOSUBing particular routines. By replacing all destination
numbers with a variable, hundreds of bytes may be saved,
e.g., if there are fifty GOSUB 1000 statements, replacing each
by GOSUB a, and by having one initial LET a = 1000,
approximately 200 bytes are saved.
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6. Do not create new variables and arrays for every task, but try to
use the same ones again and again. Most of the FOR-NEXT
loops in my programs are f loops, and nested loops will be g,
and i loops. Similarly, a, b, ¢, d are used in many parts of a
program.

7. Avoid making arrays and string arrays larger than you need to.
A map of a Random adventure may be, for example, 40 by 40
locations, with the border ones being a wall. The array of
objects will therefore only need to be 38 by 38 locations, as
there will be no objects in a wall location. This leaves 156 more
bytes than if a 40 by 40 object array were used.

8. Tidy up finished programs. In a long program like an
adventure, many variables and strings are initialized and di-
mensioned. Some of these will be made redundant as the
program is built up, and spaces at the ends of strings may be
left for data which is never used in the end. Odd REM
statements may be scattered through the program. Looking 2

the finished listing and trying to remove all the redunda
material can be a large space-saver.



7. Preset Future System

The format of this adventure system is similar to

Preset Fantasy System. The initial foundation

program is derived from Foundation 1 from Pre-

set Fantasy System and the same program
structure is used throughout. However, the vocabulary is very
different and the game develops in new directions.

The system is set in the future and you are an explorer of
new worlds who gets into various difficult situations. There is
no magic in this system, but you are aided by some of the best
futuristic technology — spacecraft that cannot fly, communi-
cators that won’t communicate, blasters that get used up, and
many others!

FOUNDATION F1
and SCENARIO 1:

Crater on Archelon One (fits into 16K)

While flying on a reconnaissance mission, on an unmapped
planet, you eject from your planet hopper before it crashes
into a crater. Although you have a communicator it will not
work through the side of the crater and so you must get away
from the crater before you can use it. Another problem is that
your communicator has a flat powercell, so you will have to
find the wreck of your hopper to get a spare.




i
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TOPLAY

Your aim is to get out of the crater with your communicator,
its antenna and a powercell. The basic command set is: go |
north, south, east, west, up and down, which can be ab- 3
breviated to n, s, e, w, u and d. Look repeats the description

of the place you are in, take and put are as normal, and status |
gives a list of which objects you have. Other commands have |
to be worked out by yourself, as in the Preset Fantasy System.

TYPING IN THE LISTINGS '

Type in Foundation F1 and SAVE it for use with later:
scenarios. Then type in the Crater on Archelon One listing and |
SAVE it. LOAD Foundation F1 and MERGE Crater on
Archelon One to get Scenario 1. The complete scenario can’
then be SAVEd. Note that I have used inverse stops for the
picture in the Crater on Archelon One listing, which makes it*
easier to count the graphic characters. When you type these
in, use CHR$ 143 (the all-black graphic) instead. |

i

EXPLANATION OF LISTINGS

Foundation F1
This listing is based on Foundation 1 from chapter 2, and
lines 60006840 are similar to those of Foundation 1. How=
ever, there are many small but significant alterations, and it i§
easier to type in the new listing from scratch than to alter
Foundation 1. 1
100-320 The simplest vocabulary set. This is very different

from Preset Fantasy, as the emphasis is less on rooms ang

corridors, and more on outdoor locations. b
700-710 Removes leading spaces from inputted words.
750-840 Vocabulary decoder. Note that provision has beer
made for a larger vocabulary than that of Preset Fantasy, by
using the character for a zero (CHR$ 48) to access a furthe
list of words. Although not needed for Foundation F1, thi
will be used in the next scenario. L
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60006840 The input and act on command routines. The
treatment of monsters has been changed from that in Preset
Fantasy, and this means that many lines have GOTO 6580,
instead of GOTO ru (ru is your location). Although line
6580 does not exist yet, this will be important in the other
scenario.

6900-6990 You win.

7900-7050 Status routine.

7900-7940 You die, and a new game is offered, without hav-
ing to re-run the program.

9010 The setting-up routines are now subroutines, so that a
new game can be played without re-dimensioning all the
arrays.

9650-9820 The object list, special action list and monster list
are taken from code, the same as in Preset Fantasy.

Scenario 1: Crater on Archelon One

330-370 Words specific to this scenario.

1100-2450 Locations. As in Preset Fantasy, z$ is the coded
description of a location, and d$ is the list of exits.

69006930 You win. A picture is drawn of you on the top of
the crater using low-res printed landscape and a high-res
DRAWing of a little man.

8000-8330 Special circumstances which occur in the various
locations.

9110-9680 Set up variables. Note that there are no monsters
in this scenario, so line 9680 skips the ‘set up monster array’
line!

9910 Introduction. Expand as desired.

Foundation F1
LISTING l

™ Founda! on Fi
% ggn ® S.Robert Speel 1984

2 GO TDO 2eed
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1aetgm'n “you are”,“walt”,"abov
el‘ L} P
110 DATA “there™” ,”all”,™too","m

E’.E?EA‘DHTF\ “and","ground"” ,"fatt",
.'130 DﬁTﬂ “west,"RxXR","crack*,"

1%9 DATA "east”,"which","break"”

"Ltower"

159 DﬁTH "north" “centre”,"exce
preLttrising ;
Pisé DATA “south™,“around"”,“high

er*,"surrface" !

176 DATA "the","your","thick","

1?? DATA “on","by","“through®,"s
180 DATA "at","standing”,"of","

gaa DHTH llwi th"'..i tnl'lﬁgouln’llcc‘v

23@ DATR "in®,"&d","are”
249 DATR "s
258 DATA "“to®
26@ DRATR "is'
27a DRATRH '"a
280 DRATARA ",
298 DRATH . "

9@ DRTHR o
31@ DRTH " i
3298 OATA i

780 FOR f=1 TO &6: IF agtl)="" "
THEN LET ag$=aj(2 TO 2: NEXY 7
71@ RETURN

750 LET b=CODE v%: IF b=0@ THEN
LET b=b+12Q

760 LET C=INT (ib+i)/4) ¥10+iD+ 1
k 1] #27@: LET d4=2+b-INT {((b+l) /4

?70 LET K=8: RESTC\RE c: FDR g=1
TO 4d: RERD b%: NEXT 9: RETURN

3@0 LET Z$=Z$+CHR$ 28%: LET ra=
D =@: LE =@: FOR f=1 TOD
LEN zs- LET vi-zstn IF vg="1L"
OR v, l'Xl. C\R \‘3 00°ll OR v$=-'snl on

vE="w" OR v$="{" OR vE="k" OR V¥
F="VU" THEN PRINT CHRS &
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819 IF v%$="0" THEN LET k=i: NEX

BEB GQ SUB 7SB: PRINT CHR$ {CDD
E b%(l1) -a) ; b$(2 i 0 Sl Tl LET &
-éga-;g");é DR vH="K oR v

wh=""n" -t 23 =
orR “[“QTHEN PRINT HRE
840 IF ZH1Ff+1) <CHRS 255 THEN NE

XT
85@ RETURN

G208 POKE 23692,255: IF NOT ro T
HEN GD TO 6100
60%9 GO SUB 8P@: PRINT ““: LET r

o=

2020 LET a=0: FOR f=1 TO LEN O%:
IF qQ%(f)="1" THEN_IF (CODE oS (F
—96)*109+1003-ru THEN LET a=a+l

: INT_INK 2; (" There is a'" BN
a:i) TRB 13; (CHRS$ 84+CHRY 84CHR

g 8+CHR$ 8+"& a " RBND a>1);r%(f)
B33 NEXT f

62@9 INPUT "“What next? '; INE a
% LET c =a%: PRINT “TRB 2, BRIG
Y, ER 7,85"

5218 LET ag=ag+"

5220 GO SUB 70@: RETURN
5?@9 LET at=9: IF mn THEN LET at

6310 DATA "north","east" ,"sauth*®
Olwestll lnu L1} lld nl.

&328 RESTORE 6313 FOR F=1 TO B:
RERD b: IF a%( TO 2)=b%(l) +*" *
OR agid4d TO 3+LEN b)) =b% THEN LE

T (Lt=CODE d%(f): GO TO 6@

5339 NEXT f

535@ IF asi TO 4)“"(00&" THEN LE

T ro=1: GQ TO

5368 IF agt TO 4)="sear" THEN GO
6650

68378 IF a%( TO 4)="take" THEN GO
g 670

5388 IF afi( TO 3)="put” THEN GO

TO 5808

5382 IF as( TO 4)="stat" THEN GO
TQ 7eea

S57@ PRINT “You cannot do that.”
&H9@ GO TO ru
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2 LET ri=i(rt-26)2180+180@: IF
21 THEN PRINT “You cannot go
t way."”: LET ro=@: GO TO ru

@ LE ru=rt: LET ro=1: GO TO

G652 LET a=®: FOR f=1 TO LEN o0&:
IF q¥%{f)="2" THEN IF (CODE oOo%(Ff
} ~96) #100+1000=rv THEN PRINT INK
3;"You find a8 “;r$ir): LET a=a+
1: LET q$(f)="1": NEXT ¥f

5668 NEXT f: IF NOT a THEN PRINT
INK 3;"“You rind nothing."

667@ GO TO 658@

8703 LET ag=as%(5 TO ): GO SUB 7@

5710 FOR fF=1 TO LEN o%: IF ags( T
O 3)=r$tf, TO 3) RAND ((CODE o&%(f
Y -86) ¥1@8=ru OR q%(f)="£") THEN

G0 TO 6740

572@ NEXT f

5738 PRINT TRB 6;"You cannot tak

& that.": BD TD 6580

5740 IF O0%(F)="£" THEN PRINT TRAB
5;"YOUu atready have thatt*”: GO

10’ e58@

5750 IF Q$i(f)>"1" THEN GO TO 673

a

67560 IF obrobm THEN PRINT TRB 4;
“vYau cannot carry any more.: Gé
TO 658@

57708 PRINT TRB 8; “0kay’: LET ob=
ob+l: LET os(f)="£": 60 TDO 6580

3800 LET as=as%(4 TO ): GO 5SuUB 7@

58318 FOR fF=1 TO LEN o%: IF as( T
0O 3)=rgi{f, TO 3) BAND a3f)="€" T
HEN GO TO 6848

63208 NEXT

o530 PRINT TRB 4; "You can

‘t put
down something you daon’t have!
L

GO TO 658@

5840 PRINT TAB & “Okay": LET q
F)="1": LET oS${(f)}=CHRS (ru,10@
8): LET Ob=bpb-1: GO TO BS80

58900 PRINT 7" You have succ

ee
gd"in your mission. Wetl do

i
O~ -

e 33§
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5959 INK @: FOR f=5 TO 1@ STEP 2
OR g=1 TO S STEP 2: FOR bh=1 T
G 5 STEP 2: BEEP .1,f*2: BEEP .1
#h: NEXT h: NEXT 9: NEXT F
699 STOP

TOOB PRINT ' Objects carried:'

7012 LET a=0: FOQR f=1 TO LEN
IF o%(f)="£" THEN PRINT TRAR
FfH(FY: LET a=a+l

7020 NEXT ¥: IF NOT a THEN PRINT
TAE 15, "none.”

7850 GO TO 6580

7900 PRINT ‘" You are dead. "
78310 PRINT """ RAnother try? (ys N

7920 IF INKEYS$="y4y" THEN BEEP i1.,@
: GO SUB 919B: GO TO 985

7938 IF INKEYS:“N" THEN INK @: P
ARPER 7: BORDER 7: CLS : STOP
7840 GO TQ 7928

9202 RANDOMIZE
9312 GO SUB 9100: GO SUB 9600: ©
0 To 9850

Q1028 LET mn=@: LET at=2: LET ru=
llgﬂ: LET ro=1: LET ob=@: LET ob
0 =

9210 RETURN

0
'-ﬂﬂ' .

¢

G5B RESTORE 950@: LET e=8: 60O &
UuB 9o8ea: DIM rS(b,C FOR f=1 TO
b: LET r8{f)=t$(f): NEXT f
Q570 GO _SUB 98@@: DIM s$ib,c): F
DR F=1 TO b: LET sBif)=t$(¢): NE
QGQB GG SUR 98@B8: DIM wmsib,c): F
OR f=1 TO b: LET mBif)=t$(fF): NE
9790 RETURN
893800 LET a=0: DIM t%(b,c): FOR ¥
=1 TO b: READ b%: FOR g9=1 TO c
LET c$=CHR$ {(CODE b%(3) +120+9 %2
1 x2): LET t$i(f,q)=CHRE (CODE c§=
(CHEI"E7) +32% (CHB="€"2 ) LET a=a+
CODE t3(y,g): NEXT g: NEXT F

9818 IF a<>d THEN PRINT “error i
n code, Line ";0500+ex50: STOP
9820 LET e=e+l: RETURN

N.A.5.8.—8
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EgBO INK 1: PAPER &: BORDER 4: C
9998 PRINT ‘’: GO TO ru

Scenario 1: Crater on Archelon One
i REM Scenario 1
Crater .on Archelon On
2 REM é «Robert Speel 138#
(330 DRTH “RUd® XXX, "misSt","Fa

346 DH’TH Jerater”,"Cliff","drow

o Ilted

353 D R “Uexght“ “‘ssreck*,"”
ened™,"pLanet hopper" fhmes
360 Dn A "foot"” ,"creeper”,”pPowe

rf_ceLi™,“from"
37@ pATa “"hangs*

é%@? LET z4="8HCJs L, kK?™g ,4+;0°C

<o

él&@ LET d$="bd2oB68": GO SUB GO0

1156 GO TO 6386

12@ LET zt-"ﬂG”’I’{S-slic @y s +7
CNU A [O

%2 ® LET dg="0cadnd®": GO SUB 60@

123@ IF asl( TO 3i1=s%(2, TO 3 TH

EN GO TO 8000

1250 GO TO 6308

iG88 LET zs-“SHK°s{-$_E?kK6,_,+3

%320 LET d$="0idbBB": GO SUR 606

1350 GO TO 6300

1400 LET z&="RCalXkf{@ >kKd,: T2

%429 LET d$="chea®dd": GO SUE 6@1

1430 GO SUB G206
145@ GO TO 6308

1500 LET z&="8G7PI7s {(™3dc_2{; +-0
a?{cH,0"
152@ LET d§="df2ed6": GO SUB 600
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155@ GO TO 6309

1600 LET z&="8CJ,kKw7™s._ @&{30"
1620 LET d4d%="h0ge®": GO SUB 61

5@ GO TO 63@@
ae LET zg=" YSIC({2TIMST7RL+7
18 IF cu THEN LET z$=z%+"oulllia?
26 LET dg="fe@e@m@": GO SUB 608

73@ IF ast TO 2!=CHRS$ 117+" " O
agid TO S)=s%(4, TO 2) THEN GO
0O 8186

42 IF a%t¢ TO 41=s&(1, TO 4) AN
_?_g(glgﬂ 11)=r$i6, TO S5) THEN G

a
17506 GO TO 6300

i
~N ey
' 4

OO0k Ve
<N b

%Bﬁﬂ LET dg§="ilfdo®": GO SUD 6OV

18506 GO TO 6300

1900 LET z$="8#HCSwOkK=,C({2[0"
LET

%920 d$="JhhC@0": 0O 5UB 600
1930 GO SUB 8200
195@ GO TO 6300

2800 LET ZH="8CJ , Ku?Mg (. @7k/+30
3020 LET d$="00i080": GO SUB 600
2050 GO TO 6500

2188 LET z:-"“b‘? Iewll kK gC_®74+30"
21280 LET d B“OQL’.OG“: GO SUB 600

@
2150 GO TO 6300

2200 LET z$="#CJ,Kw
*
2220 LET d%="k06hoa’

]
2250 GO TO 63500

2300 LET z$="8C? s&kX%?"0"
3380 LET d$="000 “: G0 SUB 600

2338 GO SUB B8S500
235@ GO TO &63@Qa

[—e - +3° "
.TGb sSuB 600
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2400 LET Z$="#C0%0 Y {m[4B_74I7 0
2420 LET d$="00080b": GO SUB 600
Bane 1F & L,T0 3 =ssi2, TO 3) TH

2440 IF c;=cnn: 117 OR_as$(4 TO S
1173CHRS 112 THEN LET z8=

MB oK 375 taS [OH-0": GO SUB 80@: P

RINT | GOTTO. 5250

2450 GO TO 6300

6988 PRINT ‘°'"You have escaped f
Tom the crater. ALt you ne
ed tO0 do is €aLL for help and

Waitsao
6916 INK @: PAPER 3: FOR f=1 TQ
5: P ™A : NEX 3

@ FOR f=1 TO 32: PRINT "B :
NEXT f

G958 INK 1: PLOTY 234.,40: LET asg=
"P2Q4-02-4.-104000302~-3-20402082~-30
AB2-2-3-302020883-4": FOR f=1 TO 4
8 STEP 4: DRAW VAL aslf TO F+1) ,
URL a$(f+2 TO f+3): NEXT f

GO0 IF o$(8S)<>"£" THEN PRINT "y
Ou have no “;r&(8): GO TO ru
8010 IF ru=1288 THEN LET Z%="7uml

Y)IA_{": GO SUB 80B: PRINT " “;s4%
(2 : GO TO ru

5020 IF q$i(B8) ¢<“3" THEN PRIN’T‘ "Do
not be a vandal.'": TO

8830 PRINT " You "‘S$ 2, TO 3);"
a ";r$t(6): LET q%i6) ="1": LET o
$(6) ="£": LET ob=0b+1

8840 GO TO ru

8050 GO TO 7308

8120 IF NOT cu THEN GO TO 6588
8110 LET z&="MB7 “: GO SUB B8P :
G;F*R.‘I:NT R ru=2388: LET ro=1:

0 TO ru
S%BB IF o8(8)¢>"€"” THEN GO TO 83

8168 PRINT " You ";S&(1);" *“;: L
ET z8$="7"ml37s gdolLll’'0": &0 SUB 8@86
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8170 LET c¢cu=1l: LET 0%$(6)="3": LE
T ob=0b-1: 60 TO ru
S200 IF ob<¢4 THEN RETU
8216 LET th"“cl *K 7w IKH—UE-O-
g'; g 880: PRINT GO TO

3008 IF o&il) <H>"E"™

AND o%$(2)<>"m

" THEN RETURN

85310
832@ NEXT

FOR

f=1 TO 3:
OK(f) <>"m"

IF 03(!) L8 Bt
THEN RETU

f
GO TO 6880

LET Lt=@: LET (u
g LET o&§="£L£kEknNn":

=9
LET q&="11

9%15 LET ob=3: LET oban=4: LET CUL

2500 DATR "HE JJZX<(86420" ,"Lb\ZhX

L>BN\PT" , " FbpJdb(@BNL23" , “R\Ch > BDP

ggg“,“\ﬂL <:856420" ., “LhLJtF1 664

9510 DATA "nTfri","Lnj@>","nFXJ>
- ll".deE)ll

gg&@ LET b=6: LET c=12: LET d=58

gssa LET b=4: LET Cc=8S: LET d=173
9688 G0 TO 9708
9910 PRINT TRAB 4;"Crater on Arch
2lLon One™'’’ '™ Your planet hopper
has crashed into a crater on a p
Ltanet you are expLorxn?. You n
eed to caitl for help, bul your ¢
ocRrmUNiLicator battery 18 flat, and
it won‘t work in the mis tha
t fiLlls the crater. Can you repa
ir ouUr communicator and get
ou of the crater S0 Yyou can c¢a
LL for heip?™
HINTS ON PLAY

This first scenario is fairly simple to solve. Remember to use
‘go up’ and ‘go down’ or ‘v’ and ‘d’, as ‘up’ and ‘down’ will not
be accepted. There is no need to try and fit the powercell into

the communicator, or to attach the antenna —

just getting the

three parts to the top of the crater will be sufficient.



FOUNDATION F2
and SCENARIO 2

Mountains of Sirius Two

TOPLAY

This scenario is much more difficult to win than Crater on
Archelon One. You have landed your spaceship and gone ex-
ploring in your planet hopper. After landing on the shore of a
large ocean, you find that your hopper does not have enough
fuel left to take off again — its fuel tank was leaking. Your task
is to get back to your ship which is somewhere to the west of
you. You have a small dinghy — not much use on the rough
ocean, but handy if you find a river. You also have a blaster
which can be shot twice, and a powercell to recharge yout
blaster once.

There are no special commands needed to use the dinghy -
if you go on water and have the dinghy with you, the computet

et

followed by the target name; e.g., ‘shoot icebeast’ (a goog
idea) or ‘shoot powercell’ (not such a good idea). To rechargg
the blaster you must be holding both the blaster and the
powercell, and type ‘recharge’. The charges in your blastel
and powercell are now given when you type ‘status’. "‘

There are monsters in this scenario and once you meet one i
must be dealt with immediately. Running away won’t worki
nor will using your blaster solve everything. ‘

TYPING IN THE LISTINGS

The Foundation F2 program consists of Foundation F1 plu
Foundation F2). SAVE this. Type in the listing for Mountai
of Sirius Two and SAVE it. il

Starting with Foundation F2 in the computer, MERG
Mountains of Sirius Two to get the complete Scenario 2. Th
in itself is playable and should be SAVEd separately.
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Foundation F2

go S0Uth
¥You acre at the (oot of the
crater wall which is to your
spUuth and westi. To Your horth
is lower ground.
search
You find nothing.
g0 east

» With

You are on rocl% ar nd
L ri ng to your

the crater wa
east,

210-310 Extra words.

6040 If a monster actually attacks, goto ‘you get killed’
routine,

60506060 Check if you meet a monster.

6300 If a monster is there, set at = 1 allows you to attack a
monster only once before it kills you.

6400-6410 The new commands are ‘shoot’ and ‘recharge’.
7030-7040 If you have blaster and powercell with you, they
are now included in the stat command.

7100-7190 You fire your blaster. cha is your current blaster
charge.

7200-7260 You recharge your blaster. Note that you can re-
charge a partially charged blaster.

7300-7310 You meet a monster.

7320-7340 The rather simple fighting system does not result
in wounds - just sudden death for you or the monster!

9110 New variable associated with the blaster and recharger.
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EXPLANATION OF LISTINGS

Scenario 2: Mountains of Sirius Two

330-390 There are more scenario-specific words now. ]

1100-3210 There are 32 locations now and this is a much
more complex scenario than Scenario 1. Location 32 is|
different from all the others, as it includes the whole sea. |

7180 Modification to ‘shooting blaster’ routine used against a
particularly tough monster. |

8000-8110 Special circumstances routines. The routine at}
8050 checks if you are going west, as this can introduce’
many special circumstances. ¥

9120-9910 Variables and array lists. t$ in line 9910 gives the
positions of the monsters. Note it has to be dimensioned, as
t$ is earlier used as a two-dimensional array while setting
up.

Foundation F2
LISTING

1 REM Faoundation F2
2 REM © S.Robert Speel 1984

210 DATA "val.l.eu",“cavern",“tra
itu'"deadn ¢ i
226 DATA “mountain”,"passage”,
tunnel”,"ing" &
230 DRATAH vin®,"ed","are'" ,'goes
240 DRTR “e ","UP";“SQG“,"I‘\BS"

250 DATA "to","go","from”,"'can”
tgso DATA "is" ,"Llead","deep™," 0V

278 DATA “a ","end”,"wide"”,"fil

280 DATA ", ","narrow”,”down","

hole"
{ 2008 DRTA . “,“Large","ptLain”,"
‘ river"
3ae DRTR (1] ","high","foof",“
plOock™

" » Ilhav. L » .0exi ts.l » or
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504@ IF at AND mn THEN GO TO 733

6@50 FOR =1 TO LEN t1%: IF (CODE
t!(f)-&s)*leﬂafu TREN GO TO 730

EBEG NEXT F
5?@0 LET at=0: IF mn THEN LET at

&400 IF as( TO 5)="shoot'" THEN G
0 TO 710@

5410 IF as%t( TO S)="recha"” THEN G
Q TO 7200

558@ IF mn THEN GD TO 733R

7230 IF bl THEN IF OQ(bl)-"ﬂ" TH
EN PRINT “blaster charge: °*“;cha

Vo490 IF bm THEN IF o%l I)a"t" TH
EN PRINT "Powercell charge: ‘“;ch

7100 IF NOT biL THEN GO TO 657
7118 LET fi=@: IF o&(bl) > E" TH
EN_PRINT “You have no blaster.

GO TO 6580

7128 PRINT “"You shoot yousr blast
er«": IF NOT cha THEN PRINT “NOt
ing hapeens - 3t needs rec

L]

28 F R f=1 TO 28: BEEP « 02, -2
NEXT f: LET cha=c

ET
40 IF mn THEN GO TO 7320

150 LET ag=asid TO 1: GO SUB 70
FOR f=1 TO LEN 0%: IF as( TO

rEif, TO 3) AND (o%lf) =“£" OR
EE 0$(f) -86=rv,/100@) THEN GO T

78
ge BEEP .01.,@: NEXT f: GO TO 8

178 PRINT " You biow up the ";r
F(f): LET os$(f)="" "
7190 GO TO 658@

7208 IF ba THEN IF o&Stbm)="£" TH
EN GO TO 72

7219 PRINT "YOU have no powercel
L.": GQ TO 658

7220 IF NOT thb THEN PRINT " You
f pPowercelt is flat.”: GO TD B65&

{)
;?30 IF Oogibl) ¢>"£" THEN GO TO 7

NONO Q8N NTNTT
8o 8]7"
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??%B PRINT "You recharge Y4Your bl
aster."

72858 LET a=i+(chb>l) ~-cha: LET a=
52(as@r: LET cha=cha+a: LET chb=
Chb—-a: FOR f=1 TO a%3: FOR =1 T
o 1@: BEEP .®1,9: NEXT 9: N > < R 4
7260 GG TO H56L

73@@ L.ET nnsf PRINT INK 2;" You
et mstmn
'?"*19 GO TD ru

7320 PRINT “ vou Kill the ims (m
3: LET t$(mn) =" ": =b"

Tty
"33@ LET n$=ms(mn): FOR fF=LEN n%
TO 3 STEP -1: IF NS ILEN D) =" "
THEN LET n$=ng( TO LEN n&-1): N

EXT
7340 PRINT *UThe "“;n&;" Kills yo
u.": GO TO 7900

2110 LET blL=@: LET cha=2: LET bW
=f: LET chb=2: LET fi=0

Scenario 2: Mountains of Sirtus Two
LISTING

i1 REM Future Scenario
Mountains of Sirius TUO

?3?°35TR “headland®” ,"Xxx","sea"”
:eg?ebﬂTn “soon","stlide" ,"face",
350 RTR “heach","plateauv” ,"9la
Cime Ve fED

360 HTR “drown',“stippery”,"sp
acesth" "ptanet hog par"
"37°a2 fira'", Laster","put
389 DﬂTn w“offering”,vignores™ , r
$(d4d , TO 3) ,a$(S, 0o 1)
g390 DRATA r$13, TO 6 ,“nest","ba

13% EET zs="°r'[EgU+fC_giqubJ@
v

1120 LET d'S"QbQGOQ"' G0 SUB BB
GD TO 690
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}290 LET Z$="SUaHKCgs Lr4" [aw3_/0
3226 LET d$="0cBa@®": GO SUB 600
1250 GO TDO 6300

1380 LET zss"augpqxxeﬁogr' EFEL?/
k +gUd [ G
"] LE’? ds-"odabeo"- GO SUB 6O

1330 IF 05(3) <>"£" THEN GO SUB
e5e: IF THEN LET zZ$="MxXZHK+MsS
n": GO TO Tale

1350 GO TO 6309

3%30 LET z$="8#iUglUd4d Ls0 " CcONG?3h4

3420 LET d&="008cef": GO SUB 6606
143@ IF as$( TO 4)x=s4%$(1) AND mh 0L
HEN LET z&$="70:x0(850 GO SUB
808: PRINT_: GO TO E

1449 IF mn THEN IF as$( TO 3)=s58(
F, TO 33 OR as$( TO 4)=s841(9) THEN
GO TO Blee

1450 GO TO 63080

1500 LET z$="8UgOKtiISIC(2[ogud I3
o'l

éSEO LET d$="0f00@23": GO SUB 68a
155@ GO TO 6300

16@0 LET z&="RUgLlTsd4ty_,+s5-0°Can
W2suI?To"

1620 LET d$="08gedd": GO SUB 600

&

1650 GO TO 63500

éZBO LET z$="8UgU4d (3+/70°Cg LT 77
%720 LET d$="fh9000": GO SUB 60

1730 GO SUB 8@5@: IF a THEN LET
Z¥°“7U ~-mC&IMO": GO SUB 5@8B: GO

i1789@ GO TD 6300

1800 LET %;:“"Ug;UKgnU”UG’SUhO?U
iékg{gguNDT f0 THE
0 N LET zg=z$+"
UM ?2<s0" gone
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1820 LET d$="0089q02": GO SuUBb 600

1eae IF NOT fOo THEN GO SUB 8@53.
IF a THEN LET sa“n W7o

¢ 0
184@ FOR (=3 ag ( TD 3 =
S$(f, TO 37 THEN GO T'O

1860 GO TD 539@

1§E?OLET Z$="BCORhKKg{l_@7k+tuwsS(

1gae LET d$="02/0000": G0 SUB 600

1950 GO TO 6308

2000 LET z&="8Ct,0_7+;YSIK+_ 730

Seze LET d$="0k0id0": GO SUB 606

gasa GO TO 6300

2100 LEI Z§="RC?/hIgug KKL,_7?/0°Y
{§g+LET d$="0p0jO@": GO SUB 608

3156 GO TO 6306

faae LET z$="8#C?3hIguws KKSL_7%; +9

aaae LET d$="mO0Kk80": GO SUB 600

ﬂasa GO TD &390

g%ag LET Z$="8C?7,/2I9{0~kK? "_a3%+

2388 LET dE="pviB20": GO SUB 6O

2
23586 GO TO 6300

2430 LET zs-“a(‘:g.‘Ks{s [IC(2[0°‘CgTE
B3K +9 LSmBd WV
242 LET ds-“eoeeaa": GO SUB 600

2430 GO SUB B@SG: IF a THEN LET
Z5="ME/K+™u+-0": GO SUB 888: GO
TO 7908

2440 IF 6#( TO 43 =5§1{9) AND 0‘(4
}="£" THEN LET zZ%="LCI?F+Z0o": GO
SUB 860. LET o%(4)="_": LET ts$(
11="0": LET mn=0: GO TO ru
2450 GO TO 6300
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25290 LET z$="{8CogBE?S[oLd[3+s,0"
2520 LET ds="gponvd": GO SUB &oa

@
2558 GO TO 6300

ag?a LET z$="8CogJakK{S[_@,s090d [E
2620 LET d$="qte0o@B": GO SUB 600

]
2650 GO TO 6300

2700 LET z$="#Ct _ kKuS[{_@/0"
2712{57 0% (S) =" “CTHENT LET Z2$=25

27 L LET df="rsp@oh": GO SUB 680

8730 IF as( TO 4) =5 (7) THEN LET
ag=a%(5 TO ): GO 70@: LET d
soa%; LET Seics. IF ds( TO 4)=r$
(5, TO 4) THEN LET z$="LcCIpo™:
0_SuB_80@: 60 TO ru o
2740 IF ag( TO 2} =58(8,1+ * AN
D o%(8) ¢>” * TH TO_6580
2750 IF ag( TO ars"go THEN _LET
ag=as (3 7O ): GO SU

=a% (1) +" TO 2740
276@ GO TO 6300

2800 LET Z$=“uCt,kKuSL_/+7k+gl_
IEUN__7? ®|ogp Ics .C7,

2820 LET d!:"OOqBGB"- GO SUB BBV
2850 GO TO 6308

2900 LET z$="8Cg {78 7+30"
2020 LET d$="vviqee": Eo SUB 601D

3950 GO TO 6300
ggao LET z$="{RC7?72I9{O-kK? = _@w;
3020 LET d¢$="suvp@@": GO SUB 600
gaso GO TO 6300

2%39 LET z$="8CoJuOD{alho? "c{_77k;

gian LET d$="vvvida': GO SuUB 68
3150 GO TO 6500

3208 IF 0$(3)="£" THEN LET z$="M
£7f_®ya": GO SUB BO®: PR NT r&t
TE 6);: LET zé="k+_¢ G0 5
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UB _8@@: GO TO 796Q
3210 LET z$="MEf_%% +{Fo": GO SUB
SP2: GO TO 7900

7180 IF =5 THEN LET z%="Mlgpndl
gn?": GO SUB B8OB: LEY ro=0: 0 T
u

8808 LET b%=a%(3 TO }: FOR f=1 T
- A o b*(l)()“s“ THEN LET b$=b
$(2 TO J): NEXT ¢f

8010 IF bl TO 4)<>r&(6, TO 4) T
HEN GO TO 63008

8020 IF o0%(6) <>"£'" THEN PRINT *
UOU 40 not have a “;r$(6): GO TO

8030 LET O%(S) =" *": ET fo=1: PR
INT hg -'&rsta TO 9); LET z8=

"ﬁ[f. g 0 SUBb 820: LET O iB)) =
feaier s S gky T ARG U

8958 LET a=0: IF a%{( TO 2)=s5%(6,
13+ " THEN LET a=1

8060 IF as{ TO 23 <>"go" THEN RET

UR

807 LET b§=ag(3 TO ): FOR f=1 T
0.6 XF b‘ii):“ " THEN LET b%$=
(2 TO 1: EXT

8080 IF b‘(l)—sﬁ(ﬁ 1) THEN LET a

8993 RETURN

8120 IF o$(4)="£" THEN LET z&%="7
0:04 [EA)W+Z0": GO SUB 80: LET 0O

c4)=" “: LET t$(B)=" ": LET man=
: B0 TO ru
811 LET g--"'?enesr_'lo": GD SUB B@
®: GO TO 7

9120 LET ru=3100: LET obm=2
3130 LET bi=1: LET ba=2: LET foOo=

o200 LET os="uuurqni”: LET qas$="1
111111

9508 DATA “J\D[IFE86", “ f bP JbBDEN
PURNUSNNG : 86", "PRP®)> <: 86", "JbLXF
céas” TNBEAR ARET  LRLTT pA0R]

g 1 " " .. J >
ENZR", U0T 4%, ENRR Y, T AFXYT, TNBP
" (1) RNLH

9528 DRTA “XJLDH>££6420" ," LEENBF
<ttdze” ébHUBF<f+420“,“RNOhNF?(
@BXX" , L LETHED: <v 2o
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3640 LET b=7: LET ¢=9: LET d=556
gBEO LET b=89: LET c=4: LET d=384
ggea LET b=5: LET c¢c=12: LET d4=54

8913 DIM t§(5): LET t&="nJprd"”

99280 PRINT " THE MOUNTRINS OF S
IRIUS TWO"™

9938 PRINT ‘" You are on a scou
ting mission on the planet Siri
Us 2, when youfind that wour plLa
net hopper hasrun out of fuel. ¥
QU recall flying east from W
QUr spaceship,and going over sSom
e mountains before vou Landed
on the coast of an ocean. Can y
oU find 4our way back, past the
mountains, toyour spaceship? *

HINTS ON PLAY

You will find several false trails, and will need to draw a map.
The locations are on more than one level, so the map you draw
may have to be in various parts.

It is important to take advantage of the objects you find, but
do not feel that there must be a use for every object.




8. Fangmole Tunnels
System

This movmg graphic system is based on an under=
ground city — a maze of passages and rooms be
neath the earth. The city was abandoned by it§
inhabitants when it was invaded by huge
carnivorous burrowing creatures — the fangmoles The original
name of the city being forgotten, it is now known as th
Fangmole Tunnels.

The adventure system builds up in several sections, from
the initial 16K version where you are just exploring the maze
through to larger programs which involve you avoiding pits
snakes and bats, and the final version where you meet thi
fangmoles themselves.

TO PLAY

The screen is divided into three parts. The top left shows
picture of your present location, and a small part of th
surrounding area. You can see three locations in each direl
tion, although this can alter in the more advanced version
You can also see if there are any oblects in the locatiol
directly adjacent to your position, i.e., in the eight squs '
around you. You move around the maze by pressing tf
cursor control keys, which are held down to move you in
desired direction. As you move, the picture is scrolled ef
right, up or down, so that your figure stays in the centre.

There are a number of objects, monsters and location tyg
which you will come across, and these are shown below |
easy identification. ]
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Key to
Symbols

= Yyou

| I
@

walt

- a

= passage

e

= staifrvway

= (ladder
over pit

= goLd
bar

3 2 B O B ®
"
o
]
®
b

H = Ladder

f = exploder

X = food
sack

¥ = torch

* = Fangmote

v = SNake

#¥= bat

N.A8.8.—Q
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You open a closed door by pressing the ‘O’ key. Howevcr, you
must be facing it — i.e., you must have been moving towards
it. So when you are next to a door, hold down the key that
would move you on to it for a second or two, then hold down |
the ‘O’ key to open the door. _
To escape from the maze, you need to go on to a stairway |
location and press the ‘U’ key for up. :
The second part of the screen is the panel in the lower thu‘d ‘
of the screen. This gives accompanying messages to your |
commands, such as ‘You open the door’ or “You find an
exploder’. It also gives details of any approaching monsters. |
After each message it scrolls upwards, so that only the latest
few messages are displayed. 1
The third part of the screen is the panel in the top right of
the screen. This gives your resistance, the number of gold bars.
(ingots) you have found and the time that you have been in the
maze, This panel is updated continually and does not scroll.

Your rTeS. = 4
Gold found = 13
time = G@

ou have found a gold bar
al have found an exXploder
Fangmole has sScC ed YOoU .o

ent
ou have found a Laddecr
he Fangmole tires, a




FANGMOLE TUNNELS —
CORE PROGRAM

The Maze (fits into 16K)
TO PLAY

The people who built the underground city fled when the
fangmoles attacked, leaving vast quantities of gold lying
around. As the fangmoles returned to lower depths, the
tunnels were left unguarded for a while.

You are an explorer in search of gold. You have made your
way into the tunnels, and your aim is to pick up as many gold
ingots as you can find. Movement is with the cursor keys.
Note that you have to hold the keys down for a moment before
there is a response. The only objects are gold ingots, and you
pick up an ingot by moving into the location containing it,
then holding down the ‘T’ key (take) until you hear a short
blip.

You must exit the tunnels within 300 seconds, and you do
this by moving on to a stairway symbol and pressing ‘U’ (for
up). Doors can be opened by moving towards the door and
pressing ‘O’ (for open) when you are adjacent. Note that just
being next to a door is not enough, you have to move towards
it. Pressing the correct movement key for a second, as if to
move on to the door, ensures that it will open when you press
the ‘O’ key.

You score 50 points for each gold bar you find, but if you
fail to get out within the time limit, you lose 300 points.

TYPING IN THE LISTING

The Fangmole Tunnels listing should be typed and SAVEd
before testing, because if the machine code routine data in line
9710 is incorrectly entered you could crash the system.

The lines 9100-9145 and line 9200 contain user-defined
graphic characters, not normal capital letters. When you run
the program, the listing will alter to leave these lines as solid
graphics.
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EXPLANATION OF LISTING

10 CLEAR space for the machine code scrolling routine and
» goto initialize variables.
1000 Print man symbol and surrounding part of maze. To
stop you going too near the edge of the maze and crashing
the routine, there is a three-location thick wall around the
perimeter of the map.
1010 Print any objects in nearest eight locations. ]
1050 Calls the machine code routine to scroll the lower third
of the screen, and prints on the lowest line. 4
1200-1290 You take a gold bar. y$ is the object array, an
(y,x) your position. K is 1050 and so GOSUB K scrolls the
lower third of the screen and prints on the bottom line. =
1800-1830 You move. This routine stops you walking into
walls and closed doors. b$ is the direction you last movec

in.
2000-2150 Enter command routine. 2050 deals with openin
doors, which are held in z$, the map array. A
2200-2230 You try to exit the maze. If you are on a stairway;
you succeed. aim = 0, but in later expansions it can changi
its value. i
4000-4090 The main routine. All other subroutines are calle
from this when play begins. ta is the time since you entere
If ta > tb, the maximum time allowed (tb = 300), then th
game is ended with you losing 300 points. i
7000-7050 Set up screen and assign starting values W
variables, k
7500-7699 Print introduction and gosub set up maze pré
cedures. a and b are the length and width of the maze &
‘blocks’. See explanation of lines 9000-9220. :
80008010 Setting up control routine. This gosubs all
routines before the game starts. ;
8200-8500 Game ended, your points calculated, and a d
duction of 300 points is made if you were over the tif
limit. |
9000-9220 Set up maze routine. The maze is constructed.
square blocks, held in lines 9100-9140. Each of these co
tains a short section of corridor, or perhaps a room, at
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they are planned so that the corridors tend to join up
when two blocks are placed next to each other. Note that
the lines 91009140 contain UDG letters, not normal
capitals. Lines 9000-9080 set up a maze using a x b blocks.
Each block can be rotated in any direction, and reflected in
any direction, so that it has a maximum of eight
orientations. Blocks with lines of symmetry have fewer

Maze Building Sections
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orientations. With sixteen block spaces used, each filled
with any one of eight blocks with up to elght posmble
orxentauons, there is a very large number of possible |
variations in the maze. Lines 9200-9220 put a border
around the maze of three characters thick to prevent you
escaping.
9300-9370 Data for UDGs and routine to POKE them into
position. Some memory could be saved by removing the |
commas, but it is easier to read the data in the format used.
94009450 Puts ingots of gold throughout the maze. y$ (the
object array) could be smaller than z$ (the map) to miss out
the border, but this was found to unnecessarily comphcate
printing the maze, taking of objects, etc.
9500-9610 Some variables are initialized. 1d and exp are the
number of ladders and explosives you have collected, and
are not used until the program is expanded rs is your
resistance, again not used in the 16K version.
9700-9720 POKEs machine code routine into RAM. Thm}
routine scrolls the lower third of the screen up by on;e
character.
Fangmole Tunnels 1 (Core Program): The Maze
LISTING

1 REM hﬂ Fln mole Tunnels
2 REM « Robert Speel

1® CLERAR 32499: GO TO 8o

1000 ®: PAPER 5: PRINT AT O,
3. FOR Fau-s TO u-i: PRINT z$(F
,X=s TO Xx+8): N F: PRINT Z&(

O X+8 FOR f yo-:l Tox#_ﬂs
zstf,x—s TO X+8):

P~ {s>4) TO +i1+1(8>4

12124 FD? :!-é§£4:119 x+!+¢s;4a'
8l <>

tffg:' 49 THEN RS NI AT SSUSE .8~
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PAPER 7; INK 1+ (f <R
T ap A S SR YR

IGHT !ittf g <"IB")

(
agt(r.93+ aa*x¥t(f,93cugh31

@~ +

NEXT g:

S8 LET a=USR 325@@: PRINT AT 2
: RETURN

- &

LT

LET Jk=CODE 4y&%(y,x): IF Jk<
HEN RETURN

GO SUB k: PRINT "You have F
] BEE @

L

0

a8
-

gold bar.': o B
ET gold=gold+l: PRINT RT O3

Uiy, x)=" ": RETURN

e RO R R DX
™
o

oMMC U
UONIsrra =
Gaﬂlﬁ

s

b3i=INKEYS%: LET m=1: LET
KEYS$="8" AND z$(y,x+1) <C
éNKEY‘="5“ AND Z$(Yy,Xx~-

)

Y+ (INKEY%="6" AND Z&(
$ 148) - (INKEY $="7" AND
éCHRI 148)

o Ll
LELBPrAen S
B8~ 80 X8
X Ir+
M~ MieDH m
ﬂvnﬂ WZﬂ ~

=T =0
INKEY‘?“‘!-" AND INKEY‘(“B
GO SUB 18@28: RETUR

INKEY $="0" THEN LET 91=!

A8 ON+O-IXG

5 7]
ZHIC DI vCoe-IT T

i68

E

~8
got ~L8

S0Q0 a0
s+

1
m4nmm

“}—(bl "2"): LET x1=X+I(b
g m"8"): IF z;(gl,x1)=CH
HEN LET ZH{yl,x1)=CHRS 14
UB k: PRINT "You open the

IF INKEYS$="u" THEN GO SuB 2
IF INKEYS$="t" THEN GO SUB 1
RETURN

-
-

jUiloenE Gusa + 10
POREEL
ISGIR0 =
e B

08N

2 IF zg(%,x3<>cﬂns 147 THEN G
B k: RINT "“You LoOk fFor an
 but cannot': GO SUB Kk: PRI
ind one.": RETURN

GO SUB k: PRINT "You use &
way to escape”: GO SUB K: P
“from the subsystemn."

f=1 TO 20: BEEP .05, fF

2230 INK 4: PAPER ©: CLS : GO TO
B8S20+aim*10@

il R 1Y
T
'i-'-h-

iR
3

2N
wRp =G
g i CBD

mm
at
-
=)
)
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4000 LET ma=0: LET rs=4: LET s5=0
: B0 SUB 7.0

40190 LET ta=ta+l: GO SUB 1200: I
F ta>lb THEN GO TO 8202+1003xaim
4040 GO SUB 1010: PRINT AT 5,25,

ta
4060 INK ©: GO SUuB 2000
4080 GO TO 4018

7000 LET tte=0: LET k=1058
Zgi@ INK : PAPER @: BORDER @: C

@
290 FOR f=16 TO 21: PRINT AT F,
: S; TAB 31" ": NEXT f
2630 FOR f=0 TO B6: PRINT PRAPER 4
AT F,15;TAB 31: NEXT f
ARINT PAPER S, INK 1;AT 1,21

S04

6; "YOUr res. = ”;rs;n‘r 2,16; "GO

d ’2“"“ = ";90ld;AT 5,18;"time =
. . a

708@ RETURN

250@ PRINT TAB 6; "FANGMOLE"®’" VY

our aim:"’

7510 LET ain=@
7608 PRINT "You must coliect as

many gold ingots as Yyou can, a
nd escape before dawn, in 30
secs."

?glﬂ LET a=4: LET b=4: GO SUB 98

]

7828 GO SUB 2400
7630 GO sSuUB 295Aae
7648 LET 1b=008

786@ FOR Ff=1 TO 8: LET z8(15+RND
$15, 15S+RND216S) =CHRS 147: NEXT f
670 LET x=23: LET y=23: FOR f=1
TO S: IF Z$i(y,x) >CHRS 147 THEN
LET x=x31: NEXT F

5699 BEEP .01,20: NEXT f: RETURN

8022 RANDOMIZE : INK 6: PAPER @:
BORDER 2: CLS : GD SUB 93@8: 30
SUB 978R

8210 LET ta=0: GO SUB 75@0: GO T

0O 4008

8200 FOR f=1 TO 20: BEEP .85,T¥:
BEEP .05,-F: NEXT f: PRAPER @: IN
K S ELS

8218 PRINT * Your time is up, an
d you did not escape.”
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8228 PRINT "You get —BBB cints

;g& not escaping.,.”: Pt=-—
8238 PRINT ‘"You found “;gotd;"’
9old bars”’"and get ";gotd*sa,
Ppoints®: LET pt=pti+goldx*SO

8248 PRINT “Total POints = ";pt:
STOP

B503 PRINT *“ You escaped from th
gaaubsustan.": LET pt=@: GO TO B8

9000 RPANDOMIZE : DIM z%$(ax7+46.,.bs
7+8): PRINT AT 8,1 "Setting Up
maze'

9018 FOR F=@ TO a—i FOR g:ﬂ TO
b-1: PRINT AT 1@.,9; G SUB 9©
10AQ4+S3INT tRNDi¢l+1B§tRND( =3
S020 LET x=1+6% (RND>.S): LET y=1
+8% (RND>.5)

903® LET to=1: LET rf=(RND>.5)

Y8348 FOR h=X TO xX+6385GN (2-X) ST

EF SGN (2-x)1: FOR i=y TO u+8%SGN
(2-9) ATEP SBN (2-y): IF i f THE

N LET sw=h: LET h=i: LET i=sw

QPSD LET ZH(F#7+h+3,9%7+i +43) ax$ (

to): LET to=to+l: IF rf THEN L
SWw=h: LET h=j: LET ix=s5W

D60 NEXT i: NEXT

2A270 BEEP .05, 10

L8R NEXT g: NEXT ¥

292 GO TO QEBG

212@ LET x$="FFFRFFFFFFAFFFFFFAM
Fgg?ﬁﬁﬂRHFFFRFFFFFFQFFFFFFHFFF“'
91BS LET x$="FFFRAFFFFAAAFFFFAFFEF
FERRFARARF FFAFFFFFFAFFEFEFAFER" :
Q110 LET x$="FFFGFFFFFARRFFFFFFF
F A ARARARFFFAFFFFFFAFFTFFFAFFTr
3118 LET x$="FFFAFFFFAFAFAFFAGAF
A AF R CAFFAFAFAFFFFAFFFFFFAPTT -

9130 LET x$="FFFAFFFFARRFFFFAFAR
n;§$5§5nnFnannrrnnnFFFFFFnFFF"-
9135 LET x$="FARRFFFFAFFFFFFAFAA
ﬁ;gﬁﬁgﬁnFFﬁFRnﬁﬁFnFFFFFFRHHFFF‘
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9140 LET xt-"FFFﬁFFFFFHRﬂHRFFFGF

Fg;;3QQFRFFRRRFFFFFGFFFFFF RFFF"
9148 LET "FFFRFFFFFFRGFFFFFFﬂ

H;g?BEHﬂFF ARFFRGAGFFFFFAFFF®

QRd LET a$="FFFFF": LET b%$=2%:
FOR fF=1 TO b%2: LET bS=b%+as: NE
XT f: FOR f=1 TO a#7+3: LET zZ%(Ff
» TO 3)=a%: LET Z&%(f , b¥7+3 TO I =
3a%: NEXT r: FOR g=1 TO 3: LET Zz
(9) =b%: LET Z$(a*7+7-9) =bs%: NE

932@ BEEP .5,5: RETURN

9320 RESTORE 93@0: DATA “195,129
000 , 000, 002, 20@, 129, 195,219,210
,195,000,066,219, 195,210,255, 195
,129,129,123,123,195,255, 127,068
aes, 089,125 4201255

3352 DaTh "as8, 058,816 é¢ 186, 1
aa a4e 198,218, ass 218,384 251,11
10,255,210,

S350 DATH "255,105,189, 188,189, 1
83, 195,255,000, 80@, 853,267,253, 1

34, 002,000,036 ,060,036,060,
36, 360 935,
9350 LET as="": FOR f=1 TO 3: RE

Q% b%: LET as$=a%+bs: NEXT f: LET

=|r "

9368 LET h=1: FOR f=144 TO 152:

FDR 9= TO 7: LET a=UAL a%(h TO
+2) POKE USR CHRG f+g9,a: LET h

=h+¢ NEXT g9: HNHEX

9379 BEEP 1,10: RETURN

9402 PRINT AT 10,4;"Filling maxe
with Oobjects"”: DIM USiax7+6,b%?
48): FOR f=4 TO as7+3: FOR =4 T
0O b#7+3: IF RND<.8 THEN NE 9:
NEXT F

Q430 LET $(F, 91=0Hns 151: NEXT

g: BEEP 1,@: EXT

9450 BEEP 1,30: RETURN

QS8 PRINT "Initiat variables'™:
LET d%="": LET gold=0:

9520 LET Ld=0: ET rt=8

9530 LET exp=0

S9855@ LET re=4: LET mna=@8

QP8 PAPER @: BORDER 8: CLS
618 RETURN




Fangmole Tunnels System 155

9700 RESTDRE Q710: LET h=1l: REARAD
as: OR f=3288d8 To 32533. POKE
Fx¥ﬂ% agth TO h+2): LET h=h+4

N
9718 DATAHA "9833,032,050,017,000,0
80,062,008 ,801 ,224, 930,23 176, @
14,032, 237,874, 979 282,008 , 006,09
32,01? »,9189,816, ,121,081., 832;

éo RETURN

HINTS ON PLAY

It may take you a little while to get used to the movement
system, and to opening doors. Remember to keep an cye on
the time, and remember also in which direction the nearest
exit is. When exploring rooms, you do not have to look all
around for objects, but can stay one location away from the
walls, and thus save time.

ﬂ ADDITION 1
| gives FANGMOLE TUNNELS 2

The Miners

Since the tunnels were deserted, many people have been there
to collect and mine the gold. The new situation is that there
are fewer gold ingots around, but quite a lot of exploders being
used by the miners to excavate.

TO PLAY

Your objective is the same as before — to get as much gold as
possible and exit within 300 seconds. However, exploders are
now lying around, and these can be taken in the same way as
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gold. Exploders are used to get you to places which would
otherwise be difficult or impossible to reach. 1
To use an exploder, you put it down by pressing the ‘P’ key. -
There will be a message telling you to run, and you will hear a
high-pitched bleeping. This is the warning for you to get
away. You may have between two and ten seconds to escape
before the exploder blows up. When the explosion occurs, a
random blast will be produced, destroying walls and corridors:
and objects alike. If you are hit, you dle, and you not only end:
the game early, but also lose 400 points. However, with a bit
of luck and skill, you can blast your way through to anywhere
you want to go. But do not try to use explosives near the edge:
of the maze — if you could go into the border the program
would crash, and if the exploder destroys any of the border;
the blast kills you too! '
By pressing the ‘I’ key for inventory, you are told how many
exploders you have. You are also told that you have 0 ladders;
which are used in the next version of the game. 1
You may notice that the mazes have even more variety nowy
as an extra two possible blocks have been added. 1

Your res. = 4 t
Gold found = 4
time = 87

have found an exptioder
have found a gocld bar
have found a gotld bar
open the door

set an exploder




.
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TYPING IN THE LISTING

Type in Addition 1 and SAVE it. LOAD original program, |
Fangmole Tunnels, and MERGE Addition 1. SAVE the |
complete program. Note that you must not RUN the original |
program before MERGEing Addition 1, as the original pro-
gram CLEARs the memory to an area too small to run the
expanded program.

Remember that lines 9120 and 9125 contain UDGs.

EXPLANATION OF LISTING

10 This program now needs a 48K Spectrum, so CLEAR is
no longer used.

1050 The machine code is now stored at address 60000, to
prevent it being overwritten by the basic program.

1210-1240 You may find explosives as well as gold.

1500-1570 You set an exploder. This routine takes over from
the one at 4000 while there is an exploder getting ready to
blow up, so you can still collect objects. If you are destroyed
in the blast, you lose 400 points.

1700-1720 Inventory. Tells you how many exploders and
ladders you have.

2100-2130 Extra commands ‘P’ for put exploder, ‘I’ for in- |
ventory. |

7620-7690 Addition to starting routine to include exploder in
the maze, and extra gold.

8910-8950 Another game offered. This means you do not
have to wait while the machine code is re-poked and the
UDGs defined.

9000-9200 A thicker border is included as a preparation for
the next addition. Two new maze block types are included,
and the block selector modified. Remember to type graphic
characters for lines 9120, 9125 and 9200 statement 1.

9330-9360 New UDGs are needed.

9400-9440 Exploders as well as gold are put in the maze.

9700 The machine code has been moved to address 60000.
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Fangmole Tunnels 2: The Miners
LISTING

i1 REM The Flnﬂloll Tunnhels

2 REM @ 1954 S. Robert Speel
i GO TO BB

1050 LET a=USR B2OBB: PRINT AT =2
1,9;: RETURN

1219 GO SUB k: PRINT “You have ¢
und av;t"n- AND T(JK-158,1)="e
YRR 3:3:-150:. B8 A

bbo 1 x=iS1 THEN CET g [d=8ol
33 pnxur AT 3,29;g90ld:

24

@ IF Jk=153 THEN LET exXp=aXp+

B0 IF exp=@ THEN GO SUB k: GO
SuUB k: PRI “You can’t do that.
“: BO SUB k: RETURN
151@ GO SUB k: PRINT “You set _an
exptodcr"- LET !X =axXp-1: LET e
X=X : Iga tte-2+INT (
ND!B) B 1@55 PRINT "“Run!

1520 GO SUB 1000: GO SUB 1010: G
O SUB 2000: BEEP .1,48: LET tte
tte—-1: LET ta=ta+i: IF tte>d THE
N GO TO 1520 -
1830 GO 5UB k: PRINT AT 21,8;BO
OMII1": FOR f=1 TO =USR
£0@0@. NEXT f. FOR f-1 LT 20 "BE
EP -20: BEEP .085,-30: NEXT f
154a an f-tpx-l T0 epx+1: FOR @
U-1 TO ePy+i: IF RND<.5 THEN
LET Z8(g. 1) = P LET ysig,fli=

f=x ND OR F<6 OR >
%Eg?fgrgn: (g ERB-231*75$ Iﬁsurf
OR - +
5-1‘:” Ee shioks Th ALk blé
‘You .fe s
gz- BEEP 2,8: L E t=-408: INK
2: PHPER 2: CLS P NTY "Bl
n UPI.I""‘BG O.‘lnli“' GD TO 8230
578 NEXT 9: EXT f: RETURN

BD Fg¥ ¥=1 TO S: LET a=USR G600

ma €
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1710 PRINT AT 16,2; "INVENTORY"* "
You ha : “;exp;:" explosives"
TAB is,td,' Ladders"”

1720 GO TO 1000

ggge IF INKEY$="i" THEN GO SUB 1

9130 IF INKEYS$="p" AND NOT
GO TO 1300 bl a1

7620 LET €=.25: LET Jji1=1S1: LET

42:2 SUB 9400

8‘0 LETb:tBBBB PRINT AT 10,10;
L2 .

7680 FOR f=6 TO 30: FDR =6 TO 3
Q. IF RND(-BE THEN LET (F,8)=C

gO NEXT 9: BEEP .01,20: NEXT r
RETURN

8240 GO TO BSOS

8918 PRINT °‘""TOTAL POINTS: “;pt
?EBO PRINT ‘““"Anocther game? (Y/N

8930 LET a.:INKEYg: ag="y" TH

EN CLEAR : GO TO 5018

6940 IF l =“n“ THEN PAPER 7: INK
2: BOR CLS STOP

5O5D GD TD BQSB

99@9 RANDOMIZE : DIN z$(as7?+10.b
E7410): LET ai=a: LET bis=b; PRIN
RT 19, "Setting up ze"
2010 POR F-2 T0 221 PrOR 9=0 TO
b-1: PRINT AT 19,0;f;9: B8O SUB 9
10@+S % INT (RND*18)
2020 LET x=1+6&(RND>.5): LET y=1
+B# (RND> . 5)
S9S0 LET Z$(F27+h+5, 037 +i45) =xB(
10): LET to=to+i: IF r
sw=h: LET h=i: LET ;-su

2120 LET x$="FFFFFFFFFFFRAFFFFFA
n;ggﬂrncrr ARRAFFFFAFFFFFFAFFE " ;

9125 LET x$="FFFEFFFFEFFFEFFFRAAR
R;g$sasnrrannnnFFrFGFFFFFFanF"-

2320 LT ASDIETTIE AT baseey,
= =

XT_f: FOR f=1 TO a*7+g .+a‘ (F
» TO B)=a%: LET zs$I(F, h*7+5 TU )=
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a%$: NEXT ¢: FOR g9=1 TO 5: zZH
%Q%Hbt LET zt(a§?+11~93-b$' NEX
9330 DATA "000,012,018,046,048,0
48,0458, 000,080,068, 055 256 ,856.,0
EEJQBB;DOQJOBD 04D ,000,054,016.0
16,016,000,

8350 ag="": FOR f=1 TO 4: RE
Hg b*u LET ag=afi+b®: NEXT f: LET

a3 0 LET h=1: FOR f=144 TO 1i1S55:

F28,7 Bkl Gin Elmt-V0y. 20 Dt
5 + a:

=h+4: NEXT g: NEXT ¥ "

2400 PRINT AT 18,4;"Filling naze

with objects-: BIN
i) CPAR Fas TO Redis: TFom 4 3'

TO bl?;B' IF RND<¢.8 THEN NE

: NEXT

9430 LET U"f )-CH $ (2INT (RN
Dx¥2)+J13 x* : BEEP .81,08: N
0440 DIH C 8): LET c&(l)="gol
d bar™: itm ="exploder"™

@700 RESTORE 9710: LET h=1: RERD
ag$: FOR f=60000 TO 688308: POKE
Ex¥ﬂL agth TO h+2): LET h=h+4: N

ADDITION 2
gives FANGMOLE TUNNELS 3

Pits and Snakes

Time has passed and the fangmole tunnels are becoming ~_‘_
hospitable. The ground is less steady, and using explosives i
more dangerous. There are bottomless pits in the corridors

Rattlesnakes have moved in and lurk in wait of prey.
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TO PLAY

There are pits now, and if you try to move on top of one you
fall down it and die. To get over a pit, you need a ladder.
Ladders are now scattered around the mazes, and can be taken
as normal. The put command has altered slightly. Type ‘P’
and you are asked ‘Put down what?’ Then type ‘E’ for ex-
ploder, or ‘L’ for ladder. If you put down a ladder while
adjacent to a pit, the ladder will automatically be placed over
the hole. If not adjacent to a hole, the ladder will be put down
in the location that you are in. If you are next to more than one
hole, north has priority over east in the placing of ladders, east
over south and south over west.

Using an exploder can now lead to an earthquake, which
produces pits randomly over a fairly wide area. These pits may
be filled in by more explosions, but be wary of getting
trapped!

A new hazard is the rattlesnake. These can be seen at the
same distance as objects, and unless stepped on they will
ignore you. They tend to block your way down a passage or
across a room so that you cannot avoid them. If you step on a
rattlesnake, your resistance (shown on the top right of the
screen) decreases by 1. If your resistance reaches 0, you die.
Fortunately, sacks of food left by other adventurers are dis-
tributed around the maze, and when you take one of these
(same command as for gold, etc.), your resistance is increased
by 1.

Another change is your ability now to carry on even after
being killed. If you die, either from an explosion, falling down
a pit, or from a snakebite, you are resurrected. Your resistance
goes back to 4, but things are otherwise unchanged. However,
you are penalized by the loss of 160 points for each resurrec-
tion.

TYPING IN THE LISTING

Type in the listing Addition 2 and SAVE it. LOAD Fangmole
Tunnels 2, and MERGE Addition 2, to get the new version.
SAVEiit.
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EXPLANATION OF LISTING

1230-1250 Taking ladders and food. 1d is the number o
ladders you have, rs is your resistance. '

1300-1340 Put routine modified to cope with both ladders
and exploders. 1

1400-1420 You put down a ladder. If there is a hole next to'
you, put a ladder over it. If not, put the ladder down where'
you are. |

1550-1590 If you are killed by blast, go to resurrection
routine. 20 per cent chance exploder starts earthquake.

1820 You fall into a pit.

3000-3030 You walk on a snake. Your resistance is reduced
by 1, and if 0, you die.

4050 Check for presence of snake.

4230 Resurrection. i

7600-7680 Various variables changed to give larger maze, and
longer playing time.

8900 Points lost for resurrection.

9340-9360 Extra UDGs.

9410-9430 Alterations to put different objects in y$, and pits
in z$. Also puts snakes in v$. '

Fangmole Tunnels 3: Pits and Snakes
LISTING

1 REM Tha Flngnote TunnelLs
2 REN @ 1984 5. Robert Speel

12830 IF jk=152 THEN LET (d=(d+1:
G0 TO 1290

1268 IF jk=184 THEN LET rs=rs+1l:
G0 SUB k: PRINT "You eat, anhd 9
et stronger.";AT 1,28;rs

13@9 60 SUB k: PRINT "Put down W
1310 5F‘.INKEYI-“ L AND Ld>@ THEN
1320 IF INKEYS&="L" AND Ld=@ THEN

SUB k: PRINT “You can‘'t do t
hg?.": G0 TO 1000
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%gﬁﬂ IF INKEYS&$="e™ THEN GO TO 15
1340 GO TO 131@

1499 LET Lld=ld-1: BEEP .1,-5: GO
SUB k: PRINT "You put down a Lla
dder.": GO SUB k
418 LET a$="12211021": FOR 9=1
TO 7 STEP : IF ZS(Y4UAL ag(g+1)
-1,x+VAL l¥i93-1)(>“ " THEN NEXT
9: LET usiy,x)=CHR$ 152: RETURN

ET z$i(y+VUAL a%(g+l) -1,x+UAR
1) =CHRS$ 145: LET YS(y+UR
) =1,x+VAL astg) -1) =" *":

ey

rre
q &
v
Ceaad
nnn
Zoul
+ Al
=1

f =% HND 9-9 OR Ff¢6 OR F»>
+E OR 8 >a1*?+5 THEN F
ay -1 T !+ NT AT -9+f
4 f: GO SUB ri
You are dtstrogtd in tht bll
BEEP 1,8: GO TO 4230
70 NEXT 9: NEXT f: IF RND<.B T
RETURN

ﬂ FOR Ff=1 TO 3: LET a=USR 606
NEXT f: PRINT @; "You h

started a small tarih- quake
h )SMS appear in the groun

1590 FOR f=1 TO 24RND21@: LET a=
INT (RND#7): LET b=INT (RND#7):
urr'zne y-3+a,e x;?-up =" msx'lf'Er
e -34+8 ,EPX -3+ =' bt
:UzETﬁgN i %

5*va
| D=0
b

nﬂﬂ

L-pgr IRW
4.“ M=
-Oﬂ' &N

1520 IF z%lu,x)="" THEN GO SUB
K: 3r 20,0 .bou fall into
& chasn and lunﬂ 3our death
«": BEEP 1,0 GO TO ¢a

3AA@ BEEP .5, -50

3010 GO SUB k: PRINT “You steg

n a rattlesnaltl"- GO RI
NT “It bitesS YOUees"

3020 LET rs=rs-1: PRINT AT

rs: IF rs<i THEN GO_SUB 1asa ph
INT "You die.": GO TO 4230

3030 RETURN

4250 IF (Y,x1="9"
000 Us(y = THEN GO SUB
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4238 GO SUB k: FOR f=1 TO S5@: BE
EP ,@1,Ff: NEXT f: PRINT “Press E
NTER for ressurection”: INPUT as

LET rt=rt+l: LET Z$% K)=CHR3°

1&4 LET ysiy,x)="" H TO 49
7600 PRINT “You muUsSt collectit as
many goild nuggets as You ca

and escape before dawn, in 520
ecs."
7810 LET a=S: LET b=S: GO SUB 9@

7620 LET ¢=.25: LET Ji=1BE1: LET
J2=4: GO SuUB 9400

75:? LETbt?SEBB PRINT AT 10,18;
i

76889 FOR f=6 TO 49: FOR g=6 TO 4

@: IF RND<¢.®85 THEN LET u%(f,g)=C

HRS$ 151

890@ PRINT "°" ;O3 resurrect
ionNs «a«s" '-lﬂﬁirt, 'Pts." L Pt-
pt-16@%rt

9340 DATA 000,034,028, 126,126,0
28,834,000, 000, BEL 192,833, B?S;G
85 285,034 ,000,0838,109,024, @56,1

P64 . 032,000, "
6 LET a$="": FDOR f=1 TO S: RE
LET as=ag+bs$: NEXT f: LET

9330 LET h:l FOR (=144 TO 1586:
FOR =0 TO 7: LET a=URAL Il[h TD
h+2) : POKE USR DHR‘ F+9,8: LET
=h+4: NEXT g: NEXT

9419 IF RND<. 25 THEN LET z&(F.9)

=’ : _NEXT g: NEXT f

9¢ ® IF RND(C THEN LET 9.(?,9)-
: NEXT BEEF .01,1: NE

9‘30 LET nl(f,g)stﬂgs (INT IHND!

2}+J1). BE «01,6: NEX
2449 DIH c B8): LET c%il)="gol
d bar"™: L (2) =" Ladder™: LET

cltal=".xptod¢r"- LET cHi4)="f00D
dsack"™

HINTS ON PLAY

The easiest mistake in this version is to step on a rattle
and watch while your resistance goes 4 ... 3 ...
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1...0. If you have to step on a rattlesnake, do get off it
quickly. The addition of earthquakes should make you more
cautious in your use of exploders.

With 500 seconds, you have plenty of time to move into
most parts of the maze, and it is a good idea to try to move in a
wide circle, never retracing your path. This means you will
come across more objects,

ﬁ ADDITION 3
gives FANGMOLE TUNNELS 4

Bats and Torches

Gradually, bats have colonized the Fangmole Tunnels. These
bats hate light and will attack anyone carrying torches. With-
ouf a torch, you can only see two locations in any direction.

TOPLAY

Torches are now strewn around the maze, and when you find a
torch your view of the maze increases by one location in each
direction. The maximum seeing distance is five locations,
. when you can also see objects and snakes at a distance of two
locations away.

Bats pursue you in order to capture your torches, one at a
time. A bat pursues for ten seconds, and emits a high-pitched
squeak. If the bat fails to catch you in ten seconds, it will fly
off. Bats have a distressing ability to fly through cracks in the
walls, but as they have difficulty in turning corners they may
just hover a little way from you without attacking.

The new aim now is to get out of the maze via a single exit
somewhere to your southeast. You must do this in as short a
time as possible. You start with five exploders to help you get
through, and you get extra points for each exploder you escape
with — including those which you find on the way. The com-

N.AS.5.—10
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puter chooses randomly between the two possnblc aims, and -
alters the size of the map and the objects on it accordingly.

TYPING IN THE LISTING

Type in Addition 3 and SAVE it. !
LOAD Fangmole Tunnels 3 and MERGE Addition 3 to get .
the new program.
SAVEit.

EXPLANATION OF LISTING

1260 You pick up a torch. s is the number of locations that {
you can see away.

4030 Check if bat attacks. 'S

4300-4390 A bat attacks. The bat is mmally placed some
distance away from you and its attack path is calculated S0
that it will follow a straight path without hesitation but be’
poor at turning corners.

4400-4450 The bat grabs a torch, the top left of the screen w
cleared, and redrawn one size smaller. The minimum dls~
tance of sight is two locations in each direction, as this’
corresponds to unaided vision.

7510 Select one of two possible aims. u

7620-7650 m2 is the possibility of a bat attacking. j2 is the
range of objects, and jl is the character code of the fi st
object. d

7708-7790 Alternative aim. A single exit is in the southeast of
the map, which is extended in the east-west direction, and
you start in the northwest corner. 4

8810-8620 Your points are calculated. You get 2 points for
every second less than 500 you took to escape (negative i
you took longer), and 20 for each exploder you are carryings

9440 Complete list of objects.
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Fangmole Tunnels 4: Bats and Torches
LISTING

1 REH Th:dFaggluLe TunnelLs
2 REM © 1984 S. Robert Speel

1&60 IF il-iss THEN IF 8¢5 THEN
8 =84 GO SUB k: PRINT “*You
can S€e further now.'

40308 IF RND<m2 THEN GO TO 4308

43990 FOR f=1 TO 19®: LET x4=xX+INT
(2+RND%2) $SBN (RND-.5): LET U=
U+INT (2+RND22) 356N (RND-.5) : IF
zst*t,x4iacﬂnl 147 THEN NEXT f:

4310 GO 8UB k: PRINT "H bat sees
gour Light & attacks

4328 FOR =1 TO 10: BEEP .05,4@04+

RND#28: NEXT

43309 FDR e=l TB 18: LET d!-z'ts‘

4340 PRINT AT E,Es,ta INK @: GD
SuUB 2800

4350 LET zatu#.xt:-dt

43608 LET -!4+(E4<9)-t94>ul+(nﬂ
P¢1)=IRND<¢,. 1) : ET XBexXd+(xdx)
- (X4>X)}+(RND<.1) -(RND<¢.1): IF ﬁ%
(uB,xS)cCHRl 149 THEN 4=X

EY
LET X4=INT xS5: IF x=x2 RAND
1 4 THEN GO TO 4499
3 BEEP .05 BB+I NEXT
383 GQC sue INT “The bat fi
nallu flies fo
339 LET zttu#,x‘)-dt: GO TO 4@

4480 GO SUB k: PRINT “"The bat 8r
abs a‘'torch & flits“' GO sSUB &:

l)ﬂl: O SUB 4485
@: GO TO 4919

445@ FOR =0 TO 18: PRINT AT f,@
; PAPER ©; NEX
£ 7. 60 80B 1008: GO SUB 1@1@: R
ETURN

7510 LET ais=INT (RNDx2): GO TO
7600+aim»100
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7820 LET c¢c=.2%5: LET J1=151: LET
J2=8: G0 SUB 9400

7708 PRINT "You must reach the e
Xit, t0O the southeast, as quickl !
Yy as unu cln uith as many explLod 1
ers as can.

7710 L a-& LET b=7: GO SUB 98

20

7728 LET c=.,25: LET Jji=152: LET
2=4: GO 5UB 9486
738 GO SUB 95A8: LET exp=5S: LET 3
tb=1e6

7748 LET nl=.01l: LET IQB-B
7753 LET z${308,51) =CHRS 14
7768 LET xX=9: LET y=9

7790 RETURN

eeao PRINT " You hav finally es i
CI? heen You TLOOR ' j ta;" secs.
éé"iﬂgﬁ—tllﬂ'" pts.”: L pt=10
86810 PRINT “You have ";exp;" exp
ng:::-.-' ,IKPI-EB.' “Pt e EEY Pt 1
8628 GO TO 8921 1
94¢a o:n C 8) : zr cH(l ol &
bar": i 2= ddnr'-

cttaln"tx lodtr : ET c$(4)="f00
dsack”: L c$(S) ="torch" ]

o
HINTS ON PLAY j

The best way to avoid bats is by keeping a thick wall between
you and them, so they will just flutter in one spot. The ga ._'
slows down a bit when you see further, because more of the
arrays z$ and y$ have to be printed each turn, but the ability 10
see over long distances gives you a much greater scope fc of

intelligently planning your explorations. i

With the new aim, you may find yourself in a cut-ofl
portion in one corner of the maze. You will need to use youl
exploders to blast your way Lhrough to the main section of the
maze. Seeing long distances is especially useful in decidin
which paths will take you furthest east.



ADDITION 4
gives FANGMOLE TUNNELS 5
(The Complete System)

Fangmoles Attack

Finally, the fangmoles return to the maze to feed on the rich
crop of adventurers who wander in search of treasure. There is
no known defence against a fangmole; flight is your only
chance. The fangmole has a short attention-span, and often
gives up a chase fairly soon. If it does not give up, you are
doomed, for a fangmole can dig a tunnel through solid rock as
fastasyoucanrun. . . .

TO PLAY

This is the complete Fangmole Tunnels program, and at last
you will meet the fangmoles themselves. Fangmoles start to
pursue you from a distance away, and you hear them before
you see them. A fangmole may give up pursuing you almost
immediately, or it can follow you for more than thirty seconds.
If you flee up a dead end — tough luck. You may stop to take
objects as you flee, but this is not usually worthwhile.

The computer can now select three possible aims for you.
The first two are as for the game so far. The new one gives you
800 seconds in an extra-large maze to collect as many gold
bars, ladders and exploders as you can lay your hands on.

One other addition is a help command. Pressing the ‘H’ key
gives you a list of all the commands. This is useful when you
return to the game after a long absence!

TYPING IN THE LISTING

Type in the listing Addition 4, SAVE it and LOAD Fangmole
Tunnels 4. MERGE Addition 4 and finally SAVE the com-
plete program.

List the program and see how long it has become — you may
be surprised!
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EXPLANATION OF LISTING

1600-1610 Help command.

2140 If ‘H’ key pressed, do help routine.

4020 Checks if fangmole attacks.

4100-4180 A fangmole pursues you. The fangmole gives a_
warning beep each go which is useful as it starts off-screen.
Otherwise you might not notice it before being pounced on!
The fangmole routine takes over from the routine at line
4000, Although the time is updated, it is not printed, so
that when a fangmole gives up the chase, the time display
will jump several seconds while the routine at line
4000comes back into control. The fangmole has a 5 per cent
chance of giving up the chase each go, so there is roughly a
40 per cent chance that it will depart within the first ten
seconds.

4200-4220 The fangmole gets you. A message is printed, a
nasty noise made - the victory cry of the hunting fangmole
- and you go straight to resurrection.

7510 There are three possible aims now.

7800-7890 The new aim. A 36-block maze — the largest used =
and extra gold is put in. There are less snakes than usual
but there is a good possibility of being attacked bj
fangmoles and bats.

8400-8710 Your points score for the new aim. You get 4
points per gold bar, 15 points per ladder and 25 points per
exploder found. o

i

Fangmole Tunnels 5 (Complete System): Fangmoles Attack
LISTING

1 REM Th:dzagq-o Le Tunnels
2 REM © 1984 8. Robart Speel

1600 FOR _g=1 TQ 6. GO SUB 1850
NEXT g: P AT 16,@; "CoRmands:
trvg t0o open a
door, t to take“‘'"p to put, foll
owed by the first tetter of the
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obJject'’'s name™’""u for up, & i fo
r inven."

16812 GO TDO 18008
%%30 IF INKEY$="h" THEN GO SUB 1

4920 IF RND<m1 THEN GO TO 4100

410@ LET ma=1: GO SUB k: PRINT *
A Fangmole has scented You..."'":
FOR f=1 TO S: BEEP .05,10: EXT

f
4110 LET X3=x+425GN (27.85-x): LE
T 33=t+#iSGN (27.5 )
4120 LET zté*S;xaia HRE 156: GO
sSUB 1866: L ta=ta+l

GO SUB 1010: PRINT AT 5,25;

40 INK ©8: GO 5UB 2000

5@ LET z$(u3,x3) =CHRS 144

€2 IF RND:.3 THEN LET y3=y3+(y
Y AND xX=xX3) -{y3» AND X=xX3):
XK3=X34+(XJL)=-(XI>X): IF xX=x3

ND U=y3 THEN GO TO 4200

170 BEEP .@1,1@: IF RND<.95 THE
GO TO 4120+40% (RND<, 1)

180 GO SUB k: PRINT “The Fanglo
e tires and oes.": LET ma=9:
ET a=USR &0 : LET z&(y3,x3) =C
144: GO TO 4219

LET z.tga x3) =CHRS 144: LET
éx;;cnn ise: GO SUB 1900:

%
Y
S 18
%g GO SUB k: GO SUB k: PRINT A
u
20

qu&# B
()

0

&

p )

Ir~-pZH

0 "The Fangmole Springs on
& rips You in two."

FOR f=1 TO 5: FOR g=1 TO 10
BEEFP .05, -58: BEEP . ) 38-9: N
EXT 9: NEXT f

751@ LET aim=INT {(RNDx3): GD TO
TEOD+aim 100

2800 PRINT "You must find as man
y objecCts as yYyou can, and escape
within 8008 secs."

7819 LET a=6: LET b=56: GD S5UB 90

29

7820 LET c¢c=.15: LEY Jjli=15i: LET
2=5: GO 5S5UB 2400

830 GO SUB 95289



172 New Adventure Systems for the Spectrum

7840 LET tb=800: LET 8l=.02: LET
.QB-GE

7858 FOR (=1 TO 18: LET z&$(21+RN
o;a1 91+RNDi21}nCHR 147: NEXT f
60 LET x=21+INT ND#21) : LET
3-21+INT (RND221) : IF z%(u,x) >CH
% 148 THEN GO TO 78560
7890 RETURN

5400 PRINT " You did not escape
in ti gou et *“;: LET pt=-
100 - tta+tb)§ INT pPL;"PtS."
8410 PRI **“You found “;gold;
L9214 bars...' pold*4e,“pts ref e

513B1+U0l

64 ‘THB 5; Ld;" Ladders.
Ld#15; "pts™”: LET pt=pLt+Ld*1lS
6450 PRI&T _TAB S;exp;™ exploder
s... SEeEXP 25 Ypist: ET =pt+eX .

P22
Bii6 co To sava

8708 PRINT " You have exXited the
. Junnels within the required
8710 LET pt=@: GO TO 8410

HINTS ON PLAY

Fangmoles are easily your greatest threat and it is sensible to
know where to flee to if you are suddenly attacked. Having to
stop to open doors when trying to run can be fatal. One goo ﬂ
point is that fangmoles eat snakes like normal moles eat
worms, so the snakes will not bite you if there is a fangmole
nearby.
The fangmoles often expose treasures as they dig, and it i§
worthwhile backtracking along a fangmole’s freshly dug
tunnel after it has given up the chase. §
The new aim of collecting as many ob;ects as you can me
that you should be less eager to ‘waste’ ladders on holes
exploders in order to reach tiny, isolated rooms. As the rnaze
very large, you will need to keep a rough idea of the dn'ecu
in which exits are found, so that as the end of the 800 second:
approaches, you can make a dash for a stairway. 1
Rather than the game just stopping when your time limi
i‘i‘

\
i
b
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expires, you lose 100 points immediately, and 5 points per
second thereafter until you reach a stairway. Be very sure not
to strand yourself 10 passages away from the nearest exit with
only 5 seconds to go!




9. Adding Graphics to
- Adventure Programs

Adding graphics to a text adventure makes it more enjoyable
to play, and they can be used to make winning a special |
occasion. Graphics may be informative — “You meet a
glitchcreature’ does not tell you much about it, but a picture of
it may give some clue as to whether you want to attack it or

not. Graphics can also enhance numerical data, as in Tribe,

where the addition of graphics to show living standards and a_

graph of progress look better than just lines of figures.

There are three main types of graphics — user-define
graphics, low-resolution graphics (block graphics) and hig
resolution graphics. They each have their own particulariti

and are good for certain types of pictures. b

1. User-defined Graphics 4

to give a textured appearance. In the Fangmole Tunnels, the
picture is made entirely of UDGs, with different symbols for
objects, monsters and passages. i

When using numerous UDGs, there are simple ways

conserving memory. Never store UDG data as BIN
statements, as this is extremely wasteful. )

Convert the binary forms of a UDG into decimal — just use
PRINT BIN 101110 to give its decimal value. Even so, ea
number in a DATA statement will occupy 5 bytes, not includs
ing the commas, and therefore remains expensive in memory
If you increase the length of each number to 3 digits by adding
leading zeros where necessary, and adding quotes at the begins
ning and end of the list, the data becomes a string. This string
consists of groups of 4 bytes (3 character digits and a comma
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which can be easily manipulated, and there is a substantial
saving of memory.

A further saving could be made by removing the commas,
but the listing becomes rather difficult to follow and to check
for errors, so this is usually avoided.

2. Low-resolution Graphics

Low-res or block graphics have the advantage of being easy to
form, easy to colour, and very suitable for landscapes,
buildings and backgrounds. The disadvantages are their
‘chunky’ appearance and lack of fine detail, which makes
them unsuitable for drawing monsters. They consume a
significant amount of memory — a picture covering half the
screen typically occupies between 250-350 bytes.

Low-res pictures are appropriate for use at the end of
adventures — as a ‘reward’ picture when you win. They can be
mixed with UDGs or high-res DRAWing. However, having
dozens of low-res pictures in one adventure would be costly in
memory and lack the fine detail of high-res drawings.

3. High-resolution Drawings
Using high-res drawings, accurate pictures can be drawn of
monsters, buildings and objects with all the detail required. It
is time-consuming to colour in such drawings, and so I limit
myself to outline drawings — it hardly seems worth while to
wait three quarters of a minute for a picture to colour itself in
for the tenth time in one adventure.

The usual form of a line drawing consists of lines of DATA,
which is read in pairs of figures by a FOR-NEXT loop, e.g.,

DATA 132,3,_2,154,0,2,_3,1
erc.

LETa=1: FORf=1TO 30: READ x,y: DRAWa «x,a
#y: NEXT f




176 New Adventure Systems for the Spectrum

In this example, the variable a is 1 for the normal drawing. If
Let a = 2 is used, the drawing is doubled in size, ifa = 3, itis
tripled, and so on. This is a very useful facility. Note however,:
that non-integral values of a will not work, e.g., a = 3/2, as th
odd values of x and y will be rounded down in length

The pictures can be moved around on screen simply b /
changing the initial plotted position where the first line starts.
If necessary, using DRAW a * x, b * y with differing values of}
a and b can elongate or compress a picture in one dimension.
Negative values, a = —1, b = —1, g:ve reflected plctures
This versanhty of high-res drawings is one of their ma
attractions. 1

One problem is the memory space occupied by a drawing. A
typncal picture of a monster might involve 60-90 vector lines
i.e., 120~180 numbers. If stored as numeric data, this mean
each picture will take 500 bytes or more! This can be reduce
as for UDGs by enclosing the data in quotes. However, it
would be useful if a whole drawing could be represented as @
string just a few lines long. h

For every plcture, each line drawn is stored as x vector, y
vector. With most pictures, these lines are very short to give:
the curves and details of the monster, landscape or obiec
being drawn. It would considerably reduce the memory con-
sumption if each pair of coordinates could be represented by
smgle character. The following routines are a coder — conv
ing DATA x,y pairs into single characters — and a decod
converting these characters into lines on the screen. The
routine has the advantage of being very short, so occupy il
little memory itself. A typical picture becomes a string of
about three lines of characters — about 100 bytes. A more
complex picture may be five or six lines of characters, but thi§
still represents a considerable saving of memory.

The coder converts a DATA list starting at line 1000 i m
characters in a string, n$, which is then printed. The DAT
list contains x and y vector pairs which may be numbert
between —4 and +5. The restriction is done to keep awal
from unprintable characters and UDGs. In practice, there an
few straight lines longer than this in a drawing of a typics
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monster, but where necessary, two or more shorter lines have
to be drawn.

5008 REM Graphic Decode
801 REM @ S.Robert sPect 1984

GB%EORESTDRE 2000: READ a,b,c,n%
f 3

8920 FOR f=1 TO LEN n%: LET al=C
ODE n$i(f): DRAW (INT Ial/iﬂ)—ﬁ)*
%;;ai-(INT (al1s,1@) 21@) -d4) 2C: NEX

2000 REM Graphic Coder
Q001 RENM .Robert Speel 1984

9@10 RESTORE 100@: LET n%="": RE

P28 FOR f=i TO a: BEEP .01,1: R
ERD ail,al: LET nS*n$+CHR$ (tai1ss
Y #1@+32+412 : NEXT

gasa pnm "n,=“..”;n,; (L LR L]

My decoder converts the string n$ into a drawing on the
screen. The parameters, a, b, c, are respectively the x and y
initial plotting position, and the magnification.

As an example, here is some data for a picture of a penguin,
shown below (perhaps suitable for the Island of the Penguins
scenario). 1010 is the uncoded data, and 2000 the coded data.
The string which is the fourth piece of data in line 2000 is the
one outputted by the coder as n$. The saving in memory is
obvious, and is even more than it looks due to changing from
numbers to string characters.

1800 REM Penouin data
1810 DRATA 54,4 ,0,0, 3 2,-3,3,4,1,

a,8,5,-1,4,-2,3, -1 Y et
W S S T Taten Wl —é é,é,i oA
EIEJ’- ¥ 1_411 é*ia 1;93'36@, éé 2
iiij"g: :'—étiaf:i‘ 4 5 ' S
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2000 DATA 1006,80.4," iUeXbYNCLE\ J
_KI4SRPZLUB CNXAFPA\G7?"

=" IWeXbYNCLE\J_KI4SROPZLUWE N
XFIF d\n

If you work out a picture, code it and then use a decoder, but
do not get your picture back, this will be because you have
inadvertently used a vector pair outside the —4 to +5 limit,
The character produced by this vector pair will be decoded as
a different vector pair, and hence the drawing will be wrong.

When making your own drawing, it is easier to draw the
picture out first on blank paper, and then, when it looks right,
draw it on suitable scaled graph paper. A fairly rough outlineg
drawing can be done on paper with ten or twelve lines to th '1
inch, more finely detailed ones on paper with ten lines to th
centimetre. |

When drawing on graph paper, it is not necessary to try €
fit the contours of the picture to the edges of squares — jus
draw it naturally. When finished, make dots on the pic :-:
wherever a drawn line crosses from one square to another,
These will be the points you use as your coordinates. Finally
start at an easily recogmzed dot (typically the snout of |
monster drawmg) and write down the x, y vectors to get o0
from point to point on your picture.

These are the data for line 1010 (for a large drawing the dat
will continue over several lines). Note that the first number i
line 1010 should be the total number of (x,y) vectors in th
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drawing. Run the coder to get n$ for line 2000, and put
suitable values at the beginning of line 2000 for a, b and c,
e.g., 100, 100, 2. It is worth checking the decoding before
wiping out line 1010 and the coder to make sure you have
copied n$ correctly, and your vectors are in the —4 to +5
parameters.

The last thing to do is to adjust the first three numbers in
line 2000 to get the picture to the desired size and position,
and to make sure it does not go off-screen.

Typically, a simple picture such as the penguin shown takes
10-20 minutes to design, draw, input and code, making it easy
for you to add line drawings to any adventure.



10. Anarchic System

This system consists of three types of programs.
The first is the Player Program, which deals with -
your inputted commands, fighting monsters and
describing your locations. The second is the
Scenario, of which there are four types, each containing the
data to set up the map, obiects, and creatures for a particular
game. By MERGEing a scenario on to the Player Program,
you get a complete game. The final program is the Scenario
Maker. This lets you create your own scenarios, which can
then be used with the Player Program. i
The Player Program is very long and complex. This is due to
the emphasis being on the adaptability of objects. All ob]ects
can be used for ﬁghtmg with, throwing at monsters, digg
with and even eating. This allows great freedom to the player=
in the way in which he tackles the adventure. i
Once you have typed in the Player Program, the scenarios
are very short and qmck to type in. _Various descriptions are

context, will not in any way spoil the novelty of the advemure
The important part is mainly in the DATA in lines
80208310, which gives very little away except for the names.

The Scenario Maker need not be used until you want to
write your own scenarios. It asks a series of questions about
the places, objects and monsters in your scenario, and ends
with a list of the lines which you then have to type in. ‘



ANARCHIC SYSTEM
PLAYER PROGRAM

TOPLAY

The Player Program cannot be used on its own, but has to be
MERGEd with one of the scenarios which follow or one of
your own scenarios. However, once MERGEJ, all scenarios
will use the same command set.

Go north, south, east and west are as normal and can be
abbreviated. On entering a location, you are given its de-
scription — e.g., grassland, mountaintop — and a list of the
possible directions in which you may go. Sometimes there is a
special description for that location, which is also printed, and
you can repeat the description of where you are by using the
command ‘look’. Any objects found there are also listed.

The ‘take’ and ‘put’ commands are more complex than
usual. A"maximum weight and volume of objects is given, so
you cannot take an object if it will overload you.

You can look at an object using ‘look’ followed by the name
of that object. This will tell you its height and depth, together
with any special description there might be. The command
‘open’ lets you see what is inside an object, but this only works
with a few objects: ‘Open box’ has a good chance of success,
‘open sword’ does not. There is no close command since there
is no practical reason why you should want to do this.

You can dig using ‘dig with [object]’, e.g., ‘dig with axe’.
Some types of location — e.g., rocky ground — are too hard to
dig in, but where there is soft ground you can dig in search of
buried objects. There are three depths of hole you can dig. A
poorly shaped digger will only go a few centimetres down,
which will not uncover deeply buried objects. A better in-
strument, typically a plank or sword, may dig %2 metre deep,
and an ideal object, such as a spade, can uncover every buried
object in a location, going 1 metre deep. Widely excavating
holes is also a good way of knowing where you have been
before.




182 New Adventure Systems for the Spectrum

To regain resistance lost while fighting, you can eat small -
objects. If they are classed as edible, you will recover. Eating |
.objects like spades, small rocks or similar will merely waste
them, and some may actually be poisonous. . . . ]

You have a status command which lists the objects you are
carrying, the amount of gold you have, and roughly how
strong you are at present. -

Flghtmg occurs whenever you meet a monster: you usually
see it at a distance, and as it charges you can throw things at it.
In this way you can damage a monster considerably before it
gets close enough to retaliate. Once thrown, an object cannot
be used again until the monster is dead.

At close quarters, you can use your weapons in two ways —
hitting and stabbing. The commands are ‘hit with [ob;ect]’ ‘
and ‘stab with [object]’. Stabbing works best with long, thin
objects, whereas blunt instruments are more effective for hit-
ting. If an object is actually a weapon, it will do more dama'.
than one not designed to be a weapon. Thus, a club will be’
better than a stick of the same dimension, as it will have been
designed to have a grip and proper balance, making it less
clumsy to use. Typing ‘hit’ on its own allows you to punch the
creature with your fist.

SUMMARY COMMANDS

go north, south, west, east
take object

put  object

look, look at object

dig, dig with object

eat object

status

when fighting throw object
hit, hit with object
stabwith  object
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TYPING IN THE LISTING

This is a very long listing, and it is suggested that you input it
in several stages. SAVE the complete program on tape at least
twice.

EXPLANATION OF LISTING

The program consists of numerous subroutines, which are
mainly accessed from lines 5000-5290, although some of them
access each other.

1000 Input command, add extra spaces and change to
lower-case letters if necessary.

1016-1020 Check for movement in a direction, and if success-
ful print message.

1030-1050 Remove first word from a multiword command,
and go to beginning of next word.

1060-1070 Cycle through a$ until the command entered has
.been deciphered.

1100-1110 Check for object name being used.

1120-1180 Check if object you want to use is in your hand or
in your location. b$ = “1” when the object is in the
location, and b$ = “2” if you have it. This means, for
instance, that you can dig with an object if it is in the same
location as you, but in order to fight with it, you must
actually possess it.

! YOou have successfulily achiesved |
Yyour aim!

s S o o s a

Loy

1200 No correct command found.
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1220-1230 Decode length, height or depth of object from a
character to a number. These two routines are very useful,
allowing the size of an object to vary between lcm and
12.7m in each dimension, and to be stored in one character.’
The mass, also stored as one character, can vary between'
0.1kg and 127kg. This is done by giving less accuracy to the
larger figures, which is reasonable since it does not matter if
an object weighs 30kg or 30.2kg, but there is a significant
difference if it weighs .1kg or .2kg. ]

1300-1340 Print where you are, and if any holes are visible.

1350-1360 Print list of directions you may go in.

1370-1380 Print list of objects you can see. i

1400-1490 Main command list. Where a command involves u_f
object, a routine to check if the object is available, is first
GOSUBed, before going to the ‘carry out command’ routme.

1500-1520 Check for monsters.

1600-1630 Check for ‘sudden death’ location, e.g., if u
walk over a cliff. Special message printed, and then GOT! lf
end of game routine. !

2000-2110 Take routine. Note that most of this routine is
concerned with when, for one reason or another, you
cannot take an object. This is typical of most such routines
— the program has to check for several conditions to bg
fulfilled before you can do something. In this routine, the
actual ‘taking’ is done in two lines — 2100 and 2110! /
tc is the total volume you are carrying, and tu is the volume
of the object you wish to take. Similarly, wht is the mass of
the object and wgt the total mass carried. ,

2160 Work out the volume of an object by multiplying its
length, height and width together, and also find its mass.

2200-2230 You put down an object. This is shorter than the
take routine because it only has to check if you have the
object — not if it is too big to carry, or broken, etc. ]

2300-2440 You try to open an object. If you succeed, any
objects inside the one you opened are listed. .

2500-2570 You look at an object. If it is open, the routing
continues at the ‘open object’ routine to tell you what f'_i
inside.
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2600-2750 You dig. If you dig with no object, you are
assumed to dig with your hands. Any objects dug up are
listed out, and they are ‘brought to the surface’ — which is
important to stop them burying themselves when you put
them down elsewhere!

2800-2810 This routine checks if you are using a legitimate
fighting command.

2850-2970 You eat something. You cannot eat something too
big or heavy. Objects may be poisonous or merely inedible,
wasting the object, or edible, restoring your resistance.

3000-4110 The fighting routine.

3000-3010 A monster is there.

3020 Check if it has reached you, or is coming towards you.

3100-3140 Check if you throw an object, or hit or stab a
monster.

3300-3350 Check if you can actually hit or stab a monster.
You may be using a broken or non-existent weapon, or you
may be trying to hit a monster 10 metres away, or not be
using an object at all.

3360-3390 You hit a monster. ya = your attack strength,
dependent on the attack value of the object and its mass,
and a random factor.

3400-3440 Check if a monster has treasure. The GOSUB
7000 lines found here and elsewhere are to check if you have
won the game.

3450-3460 If this type of monster is common, resurrect it
after death in a new location.

3500-3540 You stab the monster. Good if you attack with a
long, thin object, but not necessarily a dedicated weapon.
So stabbing with a sword or a pointed spike will have a
similar effect while stabbing with a wide object such as an
axe will do little good even though the axe is a weapon.

36003710 The monster attacks you and the effect of its
attack is commented upon. att is the monster’s attack value,
and this is deducted from your resistance rs if it hits.

38003830 Check if you hit. There is a 70 per cent chance of
you hitting, and this is increased if you use a dedicated
weapon.

N.A.8.8.—t11}
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3850-3860 The resistance of your attack object is rcduced
and if zero, the object breaks.
3900-3940 Check for effect of your attack on monster, and
comment. :
4000-4110 You throw an object. The oblect may fall short 1f
too heavy to throw far. Whether it hits depends on the'
range and a random factor. If it hits, the damage caused is.
affected by the weight, and if the object is a weapon, it is
increased. If you are throwing from right next to the’
monster, the impact is reduced, as the object will have less’
momentum - you are almost ‘battermg the monster rathEt
than throwing an object at it.
45004560 Status. i
5000-5290 Main routines, which gosub the rest of the pro~
gram. This format makes it easy to access routines from
different places, and modification of a routine is simpler to'
control — you do not have to worry about affecting the res
of the program.
60006020 You fail in your mission. If your task required
several objects and achievements, and you acquired some;
then the percentage score will show you are on the right
track. -‘
7000-7060 Check if you win, by seeing if you have the money
required the objects required, and that you are in the
appropriate place. f
71060-7190 You have won. A small picture of a treasure ches
is drawn, but this routine can be replaced by the pmture w'
your choice to suit the scenario.
8000-9990 The scenario DATA fits in here. All the variables
are read and the arrays filled.

Player Program
LISTING
1 REM nnarchic System:

er
2 REM ©® S. Rghlrt Speel 1984

12 60 TO oeed
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1000 POKE 93699 EBB INPUT “what
do vyovu do? BEEP :G' LET
a=L N a%: gsl FO

F=1 TO LE 32 LET a,tf)=CHR

g {CODE ag(Ff) » # {CODE ag(r) ¢921

UND CODE 383(Ff)>»842): NE f: RET

1918 DATA "north’”, east”," "south”
"westl": RESTORE i91®: FOR g=1 T
& 4d: READ bS: IF (b$(i)+" “=a(¥
TO £31) QR bg=ag(f TQ fiLEN bg
1)) RAND u!(g]>"a“ THEN LET pl=CO

8: PRINT "You 90 ";b&:
LET t=1: RETURN
1@20 NEXT ©: LET t=0: RETURN

id3d LET ag=asi2 TO ): FOR gﬂi %
LEN a%: F agti) <>" * THEN LET
afi=a t TO ): NEXT

O

o
la42 g-i TO LEN a$-5: IF asgl
%%s" o TH N LET as=as(2 TO ): NE

g9
19590 RETURN

1060 FOR f=1 TO LEN a$-5: POKE 2
3692,285: GD SUB i01®: GO SUB 14
@a: IF t THEN RETURN

1878 NEXT §7F: RETURN

1188 GO SUB 198390: FOR FfF=1 TO LEN

ag$-4: LET K=F: FOR g=1 TO ob: L

ET b$="": IF 0$(g, TO 4)=ag(k TO
N ilae

XT
LET n;-"12345573901234567330
: RETURN

1128 LET i= a! ﬁ‘(ﬂ]‘ LET
N%¥=q%: IF q (24)>" LET f=
LEN O!: GO TO 11

1130 IF ttaﬂl-“l" q;(23l=CH
R (PL+48) THEN LET bl: 2
N$=0%(i): RETURN

114@ IF I(EQ)-"E" AND q$(23) ¢»"

2" THEN O TO 117 :

115@ IF f231=“ﬂ" THEN LET bg$="
b T, ¢ g n =0%(i): RETURN
160 LET f=LEN a%: GO TO 1lle

70 IF (CODE qntaat-4s 21) ¢>"
=L E $: GO TO 111e
80 LET g:-o:tcone qQ$ (23) -48) :
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1280 FRINT "You iry to do someth
ing and Frailt.”: FOR =1 TO S
é .3,20: PAUSE 10: NEXT 9:

RETUR

1920 LET a=CODE ¢ 1190 IrF >i.2
rd HEN ET a=8-1.27: LET ana #F1@
1239 RETUR

1240 LET a=CODE c%/19: IF aj>i2.7
THEN LET a-l 312.7: LET a=az»10
1258 RETUR

1300 LET u -rst LET ve=t$(CO
OE URtB)-at): B INT “7you are. "
{*on’ s::a:-"a"n-l“in“ RND
E“%°éa"§ﬁn'7a3a ‘R vstas e
v )Il -
THEN GO SUB 160
1828 IF Dti&))" “ THEN PRINT s8¢
CODE ; -48)
I (7)>"@" AND ug(7) ¢“"a™
THEN PHI “Someone has been di
Gagg "T("shallow"” AND ug(7)="1"
(“"S@ce deep” AND usi(7)="2"); (“m
etre deep” AND US(7)="3");" hote

he
1349 RETUHN

1350 RESTORE i@1@: PRINT ‘“You »

8; tM: FOR =1 TD 4: READ b&:
Utff))“ﬂ" THEN PRINT bS$

i36@ NEXT fF: RETURN

137@ FOR f=1 TQ ob: IF os(f 2di=
’ 22)="1" AND o (
63 THEN PRINT T
a “ ot TO i@): BRINT

Broken o 17) ¢va"
F str.azjc"z" ' e so8ta

LB ﬂ;
Za

I

m

z

bt

1
0

P

(f TO fF+3)="take" THEN
1 @0: GO TO 2000
ag(r TO f+2)="put"” OR a8
+3) ="drop"” THEN GO SUB 11
TO 2208
EB IF a!(! TO F+85)="Lo0k -~ TH
RETU

ET RN
1438 IF i (f TD F4+3) =" look"™ THEN
B0 SU G0 To 2508
1440 IF -I ( ¥ TU fF+3) ="open™ THEN
GO SUB 1108: GD TO 23ea

M=
Z&&w&nh g
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1458 IF as$(Ff TO f+2)="dig" THEN
U 1108: GO TO 2600

460 IF asi(f TO fF+2)="eat" THEN
GO SUB 1i@@: GO TO 2850
1470 IF a9(fF TO F+3)="s5181" THEN
GO SUB 4508: RETURN
1498 RETURN

&Egﬂ LET a=0: IF NOT m0 THEN RET

1510 FOR f=1 TO mD: XIF m$(f 163 =
cﬂn: (PLHABY RAND BS(F,17) > 0"
EN LET a=i: RETURN

1520 NEXT f: RETURN

1608 IF CODE v (1iS)-48<=0b THEN

%E"ogécobs U.( Bl-&ﬂ 22 TO 23) ="
1610 IF v t16)>"0“ THEN PRINT IN
K 3,78 ICODE t15:-¢aa

1620 FOR f=i1' 30: BEEPR .01,10:
BEEP .01,20: aaap LBAR,-F: NEXT

f
1838 GO TO coee

2008 LET t=2: IF bs="" THEN PRIN
T "You trg and take something th
at isn’ here.'": RETURN

2816 LET tu=l1l: FOR f=128 TO 14: L
ET c':ngt&%:rﬂn SUB 18R9: LET tu

E
2028 LET c$=ng(15): GO SUB 124@:
LET wht=a ik

2038 IF nH(23)="8" THEN PRINT 'Y
ou already have the "“;ns$t¢ TO i@>
RETURN
2949 IF tua+tic>1l OR whiitwgt»>28 OR
O >aB THEN PRINT “You
the "‘nst TO 18)
8 THEN PRINT “You ¢
omething this heavy
«'ll¥ HURN
2059 IF wht+wgt>28 THEN PRINT Y
22U cannot carr this without o
TOpPPing something else.": RETURN

2878 IF tu)>».8 THEN PRINT "You ca
nNot carry something this big.":
RETURN

EEBB IF tu+tc>i THEN PRINT “You
cannot carry somaething this bulk
w Uithgga dropping something els
2 a

Ml o
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20292 IF n (A7) <A THEHN PRINT "Y
aw try h nNno sUCCess to pick v
p the hundrtds Of pieces oOF b
roken "“;n%l TO 18): RETURN

2128 PRINT "You take the ";n$( T

Q g?): LET tc=tc+tu: LET wgt=wot
3l

2110 LET o$(i 22 TO 233 ="10": GO
BUB 7900@: RETURN

215@ LET o%ii ,92)-“1“: LET o8(i,
23) =CHRS 48) : RETURN

(plL+
=160 LET tu=1: FOR =12 TO 14: L
ET c¥=n$(f): GO SUB 1220: LET tvu
=tu%a: NEXT fF: LET cE=ns(i8): GO
SUB 1249: LET wot=wgt-a: LET tc
=tc—-tu: RETURN

2200 LET t=2: IF b%$="" OR n%(23)
<{3"@" THEN PRINT "You try to put
dJown SOthhiag that Yyou do no
t have.": RETURN

2218 PRINT “You put down the '";n
€( TO 1)

22280 GO SUB 2168

2230 GO SUB 215@: RETURN

230@ LET t=2: IF b%="" THEN PRIN

T ey i < 1 A % p to Dpth sopething tha
isn‘t there. RETURN

(21) ="n" ‘THEN PRINT PA

u tr to open_the ";n$(

)‘“3%5 ail..": RETURN

S alrtadg ogen. : RETURN

A 7;"You open the
"Lngl TO 1@} : E#t (21 =YY"
EB&G G0 SUB 2493 R

2400 LET ag="": FOR f=1 TD o0b: I
F oSi(f,22)="2" THEN IF 0$(f,23) =
CHRS (i+48) THEN LET ag=as+"a "+
oK(f, Go*ie in

2418 NEXT f

2420 IF, gz: as$>1 THEN PRINT "Ins
a¢g? IF ag="" THEN PRINT “It is
SRROYPRINT °°: RETURN
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2580 LET t=2: IF b$="" THEN PRIN
T “"You try to took at somethin
that yovu cannot see.": RETURN

2518 PRINT "You lock at the “;n$
L = O 1 TR o A9 A BN

2828 IF ng(l7)="Y" THEN PRINT "b
roken into wmany pieces."”: RETURN

2538 DATA_“long", “wide”, “thick" .
nhight RESTORE 2S30: FOR f=12

. LET c8=ngtf): GO SUB 1228:
PRINT TRAB 1@;a3;"m “;: READ ag:
IF f=14 AND n&ti4) > " THEN RER

L a
EB&S PRINT TRB 16;a%: NEXT F

2550 IF n$(i11) »"@" THEN PRINT ‘p

$(CODE n&§ 11) -48) &
SE@ IF n&(21) ="Y" THEN PRINT "I
t is open,”: GO SUB 2400

3578 PRINT *°’: RETURN

260@ LET t=2: IF v$(14)="n" THEN
PRINT "YDU try to dig, but the
round is t00 hard.'": RETURN
812 IF b$="" THEN PRINT "You di

[~] u!th7zgur hands™”: LET hot=1: G

2620 PRINT “You dig with wour *;
Nl TO 1@)

€30 IF N$ii7)="0" THEN PRINT "I
is broken and you cannot digw
th it.": RETURN
84 LET n$(17) =CHRS (CODE n&(17
;i): LET 08(i, 17) =ngii?): IF n$
(17) ="@" THEN PRINT "It breaks..

J: B0 SUB 2160: 80 SUB 2158: RE
TURN

265@ IF n(i6)="n" THEN PRINT "I

2
t
i
=
]

éNis useless for digeing!”: RETU
2560 IF n$(12) >CHRS 148 OR n% (18
1»-=" OR Nn$(14) >CHRY 2 THEN PRIN
T "It is to0o bi9 to dig9g with..."
: RETU

2678 IF n$iisS) > (" THEN PRINT "I
t i5 100 heavy to dig with...":
RETURN

2688 LET hol=2: IF ng(iEJ{CHRS 3
@ OR n$ 133<GHR; 5 0O n1t1¢)> HR
5 2 DR n$(iS) >"#"” OR N ilS) «<CHRS

THEM LET hol=1
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2600 IF n$lI2)>"E” AND n$H(i2) <"
" AND n${13) CHRS 7 HND n$(i13) <
HR% 31 RND n%(14) <CHRS& 3 AND ns$(
15) >CHRS 4 AND n&il1S5) ¢" " THEN L
ET hoti=

2708 PRIMT "You d
¥ AND hoi=1); "1/,

ig ;("a few Cm
2 I etr " RAND
hol

e

ho LoD i a matras AND =3);" d
eep.”

2710 FOR f=1 TO S =1 TO S:

BEEP .1.,9,-20-g% g: FOR
g=1 TO 20: BEEP .9301*9,9 NEXT
g: NEXT f

5720 IF rsipt, 71<can= (hol+48) T
HEN LET r8(pl.7) =CHRS (hol+48)
2738 FOR faz TQ 0k: IF o8(f 22)<
S35 aND o%(f,23) =CHRS t+¢é: AN
D o%(f, 24)<-éTns hol n og rﬁ24
) >"@" THEN FOR 9=1 TO
21,10: BEEP .01,20: Nzxr : PRIN
T %¥ou find & ";ostrf, TO 1 : LE
i (F ,24) ="@"

2740 NEXT f
2750 RETURN
20090 LET b8="":: FOR f=1 TO LEN
3%-4. POKE 20862,285. @0 SUB Sie
@: IF bE>"" RETURN

281@ NEXT F: RETURN

2850 LET t=2: IF b#="" THEN PRIN
T “"You 1ry and Ilt SD.ﬁthihﬂ tha
1 is not there.'"”: RETUR

2860 LET tu=1: FOR f=12 TO 14: L
ET b$=ns$(f): GO SUB 122®: LET U
=tuzxa: NEXT f

2878 IF tu».@2 THEN PRINT "“You ¢
annot %ﬁt something that big."

RETL
EBBB PRINT "“You eat th ‘i l( .TO
o gbﬁ LET o%t(i, 228 TO 331-'3 G

1]
2898 IF Nn$I8) ="1" THEN RETURN
gg@ﬂ IF n(is8) ="3" THEN GO TO 29

2V18 PRINT "You fFeel S8iCRh,.,it w

as poisonous”: FOR f=1 TO 198: BE

EP .1,RND3S@-RNDES@: NEXT F

2928 LET rs=rs-INT (RND#S)-1: IF
re<l THEN PRINT “You collapse »

nd die.": GO TO coOe
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2938 IF rsc‘ THEN PRINT "“You fee

L ver WEaR .
294@ RETURN

295@ PRINT "It tastes very 900d.

2959 IF rs<i19 THEN LET rs=10: PR
Ynu feel stronger and refre

h
29?@ RETURN

3000 LET t'alitil: LET mi=f: LEY
R.:tl( TO 19);: FOR =10 TO 1 3T
=ds  KIF !(;%-" * THEN LET Lk$=

gt Tozgx NE
3818 L dis=1+I (RND!S) PRINMN
T "There is a ";k&%: RETUR

36280 PRINT ("It is "+3STRS

dis*1
@) +"m awa from" RND dil)ﬂ);("!t
has reached” RAND Jdis<1);" YOU. .«
« " RETURN

330 LET a=1: IF RND<.5 THEN PRI
NT "It has not seen You,..": LET

a=
3049 RETURN

31090 LET Yya=0: LET bg="": F ag(

fF TD f+2)-"hit“ THEN GO 88U 1100

: GO SUB 33BB: GO TO IdIS{-B ﬂND
t)Bli13350+10i(b$-""))+tdl »8 O

R t<=0]) %3138

3110 IF a(f TO f+3)="stab" THEN
GO SUB 11@G0: GO SUB 3306: GO TO
(dis<=8 AND t>8) = tasmnuen (b$=""
))+tdis>0 DR t(-nl 130
20 IF !tf r+31="thro" THEN
GO . 1 GO TO 4008

3130 IF I >"a"” THEN LET b3$="": 0O

QO SuUB 11i9®: GO SUB 3338: LET t=-
1: RETURN
3142 RETURN

3308 LET uwas=0: LET t=-1: IF dis)>
2 RAND Ib‘ﬁ"" OR N8 (23)>"@d") THEN
PR IET “Ypu Wwave your fFist at it

: ETURN i
3315 IF diS)O THEN PRINT "You wa
your “;n%( TO 1@ °" in the a
?31‘;30 ‘I'IETESN“ = HND a5 THEN PRINT
w
*You nunc LET t=1: LET W%
a=i+I(R D>.91+(RND>-QJ LET rs=rs
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-tRND(-ﬂ)i(fl)ll: LET n"”---u.-
«x v BLLIBYNNGB. 1" : RETURN

3338 IF bR<>"1" THEN PRINT "You

R 10 uUse a a'a on that yovare
notl holding.”: RETURNM

3340 IF n$(1i72<4"1" THEN PRINT 'Y

ou tra to use & broken weapon.':
RETURN

3358 LET t=1: RETURN

3368 _PRINT “You try to hit the *

'lg'"-ith our “; ?)

53 ze Pt cRohs (1) o sUB 124@:

ya=as.5+1i+UAL n§(18): IF n&

(58] =t mr  THEN LET wasINT (uar3)

3388 _BEEP .3,38: LET ya=INT (RND
as2e+9a s 2)

3500 RETURM

3400 LET t=3: IF L$(15))>"@" THEN
PRINT “You Ffind its hoard of "
CODE L8 (1) ~48;" crown

b 16 STEP 3: FOR g
=18 TO 2 STEP -1: BEEP .1,f: BE
P .05,9: NEXT @: NEXT f
3420 L cash=Cash+CODE L$(15) -4

8

3438 IF v4 THEN IF vda=mi THEN LE
T vd=-1

34480 GO0 SUB 7O

3450 LET w$(m1,17) =CHRE (CODE m

w1 a7) -3 IF (mi,17)>"®" TH
CET ngini 15) HRE (483 INT (RN

Do) RETUR

346@ LET ust-1 16) ="@": RETURN

35e@ PRINT “You try to stab the
;K$° "with your "iagl TO 1@)

351 LET caangcass $S0 SuB. 1040:

Yazas. 24 SoBRL netass: IF NS

(I8} =ne EREN LET a=INT (ya,s4)

3828 LET ya= i -l"'l (12} <CHR
i® OR N (13 nE(id) »

HRS ﬂl+!llﬁl(n.(1 1>"2" AND NSl
3) <CHRS 3 AND n$ (14} <CHR

3536 BEEP .4,20: LET ua:fNT (RND

*yas/2RINasR)

3640 RETURN

36808 LET dis=dis-1: IF dis>=@ TH

EN PRINT ‘The “3ng." roaches .
L' G0 SUB 3020 AETURN
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3618 LET a11=@: PRINT “The “;A8;
3628 LET a=RND: IF a<.3 THEN_ PRI
NT “BUT You” " “avoid it.": RETURMN

SB38 IF a<.3+UAL n$i(28) /20 THEN

PRINT “BUt YoU" “parry with
BN BB RaRaELY —

3640 LET att=INT (RNDa3VAL (S0211)
)—URL ny (28)
6859 IF ati¢l THEN PRINT “but on
g"“'bruises wou.": RETURN L
3668 IF att<d THEN PRINT “"and
wounds You. -
3678 IF att>2 THEN PRINT *and*™"*
danagas you badl
3688 LET re=rs-a t IF rs¢l THEN
PRINT "You die from Yyour wounds
«": GO TO 5088
3595 IF rs<2 THEN PRINT “You are
eru weak indccd.“: RETURN
370 IF re<8 THEN PRINYT "You are
r.ther battered." RETURN
3718 RETURM

3808 IF RAND<.S-URAL n$(i9) ,2@ THE

N PRINT "“Your bad aim causes you
to miss.": LET ya=0: RETURN

3818 IF ya<i TH PHIHT "You mer

ely graze it.”: RETUR

3820 IF g%<3 THEN PRINT e 3 S & S

URN
3850 IF TQ)E THEN PRINT "It is @
rieviousily wounded.": RETURN

2858 LET os(i, 173-CHR‘ (CODE o (
!. 17)-1): LET =0%li): IF n%tli7?
1 ¢7A" THEN PRI “Your "“,n&t¢ TO
19),;" breaks!"’" You discard it.
: G0 SuUB 9153 G0 SUB 2158

386@ RETUR

3909 LET L$(i3) =CHRS (CODE L$(13

39!8 IF L§(13) ¢="8" THEN PRINT “
gggahlVR Kilted the ";k%: GO TO

928 IF L:1131<"a" THEN PRINT "I
t is VQrY : RETURN
3938 Itiﬁ)(“ﬁ" JTHEN PgINT "X

Lt is in bad shape.'": RETURN
3848 RETURN
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4809 LET t=-1: IF bg="" THEN PRI
NT “"You Look fFor something to th
“: RETURN
4210 IF n$(23)>"8" THEN PRINT Y
OU try to throw somethin that 4
GU are not holding.": R URN
4?20 PRINT “You thfow your "“;n%(
4038’ FOR f=1 TQ 20: BEEP .00Ssf,
2@-f: NEXT f: BEEP .2,-1
$04p GO BUB 21608: GO SUB 23158: L
ET wa=@: IF (dis>@ AND a>1@) OR
{dis>1 AND 2>5) DR (dis>2 AND a>
£) THEN PRINT “It falls short.”:
GO TO 4082
4250 LET 9=.6-ABS (dis,/1@): IF d
is<l THEN LET g=.8
40680 IF RND<g THEN PRINT “You hi
t1”: GO TO 4100

4@78 PRINT "You miss."

4 LET !(i,l?)-cﬂﬂt (CODE o8 ¢
i,17)-1) FOgti, 170 ¢“a% THEN

RI “On impacl WOUr “;n&t TO 18
17" breaks UP-"

410@ LET .-a+(l(1)IS+URL niis)

lz-dis-ﬂi dis=0): LET =J (RN
! 2ULET 9.-3.+Ia
41 @ G0 SUB 3820 L2 ] sua I600: L
t==1: RETUR

4509 LET t=2: PRINT *"“TR8 19; IN
Keli DAPER 1;STATUS"-
4510 PRINT TAB ‘Strength: "; ("
above " AND s:ab: i“betow " AND
rs<1@ AND rs>5), (e lf" AND (€S
=5 OR rs=4)); ("NOrmal” AND rs>3}
("feeble” RAND rs<4)
4520 PRINT 'TRB S; “Objects:
4538 LET p=8: FOR f=1 TO ob: "’ IF
a%(f,23) ="08" THEN pnxur TRAB 1B;0
$17,°70 10): LET g=0+1
S48 NEXT F: IF NOT @ THEN PRINT
TAB 18, "none.s"

4550 PRINT ‘TAB S; "Money “;cash
45860 RETURN

8 RA DDHIIE i INK o PRPER 8:
E INT

3 PR
S018 INK 2: GD SUE 1390 INK 1
BBEOEBD SUB 1S0@: IF a8 THEN GO T
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5838 GO sSuUB 1378
5848 GO SUB 1350
SP5d GO TO S=20e

5128 G0 SUB Javs
5118 GO SUB 3020
5120 G0 5UB

? INK : : INK 1:
IF dis>»® OR t=-=1 THEN GO TO Si806
51483 INK 3: GO SUB 3808: INK 1:
IF b$="" THEN GO TD 51608
51808 GO SUB 3859
S160 G0 SUB 39@0: IF t=3 THEN GD
TO Saia
5188 G0 SUB 36008
53199 GO TO Si28

S2e® LET t=0: LET b%="": GO SUB

5210 INK 3: GO SUB 1@868: INK 1:
IF t THEN 60 TD S012+100% L =22
5298 INK 3: GO SUB 1208: INK 1:
GO TO S20e

GO0 G0 SUB 7000: PRINT “You ach
l&b‘td ";ys;"% Of your"*" mission

6910 PRINT " Better Luck next ti
6020 STOP

7008 LET v-o IF vi AND cash)=v
1 THEN L v+l

7018 IF w2 HE FOR 9=1 TO v2: L
ET pv=pv+iosivig) 23)="0"): NEXT

?339 IF v3 THEN LET pv=pv+ipl=vy3
?aaa IF v4 THEM LET pv=pv+i(ved==])

7040 LET ys=INT (pv/(vi+vE2+(vI>0
}2ivded=-1)) %190)

7050 IF ys=10€@ THEN GO TO 7i1e@
TO50 RETURN

7i2@ PRINT ‘°"You have successfu
Lly achieved your aimi""°"777°"

711® FOR f=1 TO S: PLOT 96+Ff,30:
DRAW 88,8: DRAU 6,16: DRAU -38,
@: DRAW —B,-16: NEXT

7120 DRAU -4,8: DRAW a,-ao DRAW
42,9: DRAU @,20: DRAW 6,16: DRA
U 0, -20: DRAW -6, -16
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7130 PLOT 104,48: DRARU @,28: DRA
DRAY @

.0 -20: DRRAW o 20,1
D188 ' PoR 1ol 16737 roR a=1"7T0"7:

CIRCLE INK 2&§%a+¢ag+raa B0 +4EF
%190 FOR ?-1 TO S: FOR g=1_ TD 10

BEEP @R g+f34: NEXT =
i1 TO TE BEEP .02 8+rc
NEXT 35 NEXT 7. PoR r-
BEEP .02 ,20: NEXT f:

799@ STO

SP90 REM Scenario

28030 RESTORE 8200: READ Loc,ob
o,pl,dt, dd,vil,v2,v3,vd,wdt, {'c
,is,cash, i

8130 DIM OS(Ob 24) : RESTORE 8l0&

OR f=1 TO Ob: RERD 03(?): NE X

T f FOR f=1 TD ob: RER $: FOR

g=12 TO 1S: LET o&(F, 9)=CHR3 VA
h ags((g- 123*3+1 TOD (g-12) #3+3) :

5293 BIH r*rtoc,7l RESTORE 8200
QTFDR f=1 TO \loc: RERD r$i(f): NE

8382 IF mo THEN OIM n;(lo,17l R

ES;??? 3 ¢OR F=1 mo : RERD
" ;

2408 IF dt THEN RESTORE 8400: DI

M sH5(dt,S@): FOR F=1 TO dt: RERD
SH{(F): NEXT f

2582 IF do THEN RESTORE 8580@: DI

™ pstao,sm:: FOR f=1 TO do: RERD
pgtr) NEXT F

2509 RESTORE 86@@: DIM tl(tt i17)
. TDR f=l TO Lt: RERAD LELfY: NEX

T

B700 IF dd THEN RESTORE 87@B: DI

M F$(dd,S8): FOR f=1 TO dd: RERD
FE(F): NEXT f

S338 IF v2 THEN RESTORE 8888: DI

? U&Ei%: FOR f=1 TO v2: RERD wI(F

F
Q322 LET c$=""
20998 GO TD S8a8

HINTS ON PLAY

Every time an object is used to fight or to dig, its resistance is

decreased by 1. When the resistance reaches 0, the object
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breaks. It is therefore not a good idea to use a spade to dig
everywhere in sight, or to waste your best weapon on feeble
monsters.

Digging is a useful way of registering where you have been,
but do not expect to find objects buried all over the place -
clues to where objects are buried are given. Remember, too,
that digging shallow holes will not uncover deeply buried
objects.

You will probably get killed or break up the vital objects the
first few times you play, but do not get discouraged — you will
get a little further each time, and learn which objects you must
conserve, until you finally succeed.

The per cent success when you get killed off is only a very
rough guide — if the only aim is to kill a monster, and you solve
all the problems apart from killing it, then you may get 0 per
cent. To overcome this, where possible, the absolutely
necessary items have been added to the victory conditions. For
instance, if a special plank is needed to get over a deep chasm,
then possession of this object would be one of the required
victory conditions. The only problem here is that you might
cross the chasm, put down the plank, and then find the
treasure. Should this happen, the computer would not count
you as having won, as you do not have the plank! So if you
find an object is absolutely essential for one part of the
adventure, keep hold of it just in case.

ANARCHIC SYSTEM
SCENARIO 1

Valley of the Swampbeast

TOPLAY

You have come to a secret valley where, it is rumoured, lies a
great treasure, guarded by a huge monster — the swampbeast.
Your aim is to find the swampbeast, overcome it, and take |
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the treasure. You are somewhat ill-equipped, having mislaid
your weapons, but as the valley was once the scene of a great
battle, there should be plenty lying around. .

' To win, you must actually take the treasure — just finding it
is not enough. There are only a couple of monsters that you
will have to fight and a few simple objects, so this is a fairly
simple introductory scenario.

TYPING IN THE LISTING

Type in the scenario listing and SAVE it. LOAD the Player
Program and MERGE the scenario. The system is then ready
to play. Be careful when typing in the spaces in lines 8110 and

8610. Also note that the < > in line 8210 consists of fwo
separate characters.

EXPLANATION OF LISTING

8010 Introduction :
8020 DATA for various variables used in the program —
where you start, your resistance, the aims, etc.
8110 Object list. The various monsters and letters after the
name give the dimensions of the object, whether it is rigid
or not, if it is a weapon, if it is edible, and where it is. |
8120 Location list. The characters give the location in each
direction, what type the location is, and any special message
numbers. ,

8310 Monster list. :

8410 Description list. Each description may be given at seve-
ral locations.

8510 Description of objects.

8610 Types of terrain, with details of whether it can be dug,
and whether you will be killed if you go there without r.he ‘
correct object—e.g., going over a cliff without a rope. -

8810 Relates to the victory conditions.
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Scenario 1: Valley of the Swampbeast
LISTING

S80668 REM SCenario:
Ua Lteg of ths Swanpbeast
081 REM @ S.Robert Speet 1954

S210® LET Z$="UValLliey of the Swamp
beast Theire are two legen
d5 about the vatieu which you ha
ve entered. One is that a great
treasusre isS hidden there. The o
ther is that a huge monster - th
& Swampbeast - guaids it. Can yo
U overcome the Swampbeast and
take the treasure?™"
5929 DHTR 25 65,2,1,6,3,1,0,3.,9,1
3,080,109,

2112 DATA "treasure POOPEYELIOON
193" ,"spade 2000AYsi108Nn 160"
"cudgel 20028usS140n128", “rart
10080y : 10BN1; 0", "Spear
20000y : 192n1H@" , "p Lank esan
PYD142n 180" , "SWOid 32008y 116
AN1E@" ,"marrow 22000Y2000Nn 11

Si2@ DATH "aASkezapz2eeza” , " 1200a8
281813 ,"142020830025" ," 14705001
aase”, "147005002020" ;. "14502001808
S8, "icde02001012" , 020010010010

8210 DRATA "4e5211e","31C8e168","e
422130'," 57131 0", 0540230, " 7=7
S1 ", "8e86e330","e9=7130", “®: (81
22", "0e8; 8358 .,":0I<{158","9; G=320
"L,"B(*»B3 0V ,"=0ETI28" ,"E2245320" ,
"Z7EA1LL 6" ,"eDBBl14eM ,"1R0C140", "2
Bagli6e" , "EGBRISO™" , " FDE2 &Y, "GHO
fs';'gd.ﬂ :"<IF>1 8" ,"IBBF258","; BHGE=

S31@ DATA “Suampbeast‘?sb 581" ,"6
rizzily 52¢ SH

8418 DATA "ALL about You are plLa
1iNsS.","YoU have 1D USe Your raft
bere.”,"To the north are high #»
ocuptaips. ", "Southwards is a high
ridge" ,"There are mRountains to
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the edst"”,"There is a cliffF to t
he west."

&510 DRTAR "It Looks sSturdy yet L
ightweight." "It is sharp, and t
Q0KksS wicious™,"It is rusty and b
Lun‘-.'

861@ DRTH “gra S U pPlainliys”, "pLa
teau NG ,"sSwanp 2941

5718 DATA "You stoutg Sink into

the mud and drown.

&816 DATA 1,2,4

89968 GO0 TO S006

HINTS ON PLAY

You may find it difficult to locate the swampbeast at first, and
you may easily get killed by going into the wrong places
unprepared. It is important to draw a map as you go.

ANARCHIC SYSTEM
SCENARIO 2

Hoard of the Exile
TO PLAY

You have translated some ancient documents, which reveal
that an exiled king from a small country fled into the forests
with his hoard of treasure. He left word in these documents
that he intended to bury his treasure by a conspicuous land-
mark — a deep gorge — to be recovered by his relations at some
later date. Neither king, hoard, nor relations were ever seen
again. ...

You have discovered a likely looking gorge from your
aeroplane and, as there is nowhere for it to land, you para-
chute down — intending to find the hoard and rejoin your pilot
when he can borrow a helicopter. Your objective is to dig up
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and take the hoard. Note that in the excitement of your
parachute jump, you left your metal detector and digging tools
in the plane.

There are no monsters in this scenario, so all you have to
worry about is digging up the hoard of the exiled king, wher-
everitis. ...

TYPING IN THE LISTING

As for the previous scenario, be careful with the spaces in the
DATA lines. Again, this is MERGEd on to the Player Pro-
gram. If you have microdrives you can save the Player Pro-
gram and all the unMERGEGJ scenarios on to one cartridge,
and use LOAD+"m";1;"Player”:MERGE+*"m";1;"Scenario

"

name-.

NOTES ON LISTING

It is worth noting that the Player Program can cope with there
being no monster DATA - line 8310, as long as the DATA in
line 8020 is correctly altered.

Scenario 2: Hoard of the Exile

LISTING
caega REM Scenaric: ;
Hoard OoF the Exile
BPRl REM & S.Roberi Sepeel 1884
S@i1@ LET zs$=" Hoard ©F the EX
ile You have parachuils
3 'antoc & ciearing of a8 tLarge
forest., where in the distan
t past, an exited king rfled i
ih his goldenhcard, and was DEYE
r seen a3gain. You have learned 1
mat he had intended ta bury it
hy the side oF & deep gorge. Yo

"
-

Jr aim is to fFind the hoard.

BBEB DHTQ 3@;?,@,25,5,3,1;@;9;ﬂ:
p,?,0,19,8,5
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21ii@ DRATRA "shovel l122@@y 31t
270", "spade 2edy21d2nica’
“hoard BBBBBBEiG@hE*B";"ChES
t P22RAYUSI@IVIC3" , “boX
cReeayEillyiHiT, "planx Ul
@2u3123nl<d"”, Yeack 222N 120
@dyii="

81286 DATR "122@29@2l1ai5" ,"a32B34
P21004" , "222032212038" , " 1AVATABT
ae2a","1471@00200a1" ;" 141150225
@' ,"alkaglaadlaaal”

E21@ DATA "6298411","73R112", "a4
PE22", "95@313", "I Bed4s”, " 71ail”
"eBaBis . =a37i", "> a8iat 708
LB ce@1ir, "A=7; 1" "Ryaca” o,

,'D@: 5 “ER; @aii", “FBz@d", "GC
HDIBRA" . " Ia?0s5", vur@aai .

L PLABFAY , "MICG23", "NeDHS1 "

CURRE@LI4AT, CALFOa14" , "2MEK44 ", "@NH

L1a", "aarms"

B4i@ DRTR “"To the wesl are€ inpeEn
gtrable thorn trees."”,"Ta 1he
sEouvth is a lake™”,"There is & de
Ep _gorge 1o your east."”,"An un
clLimbabie clifFF is 1o the nerth
«"L,"ALL around you is forest."

8351@ DATA "It is strong and stur
is 8 Littile on the smatl
J'It is old and dirty. "

I61@ DRTR “dark forest 294", “o
n heath Iy@d" ,"grassy hitl lg@"
n;;earnng 19@","deep gorge =

S718 DRTR "You fait down te your
the FfoCks Lelow. ™

€

28998 GO TO 5@99

HINTS ON PLAY

As there are no monsters, you do not need to worry about
finding anything to eat. You may be surprised at one of the
descriptions when you enter a particular location, but this is
not a bug in the program! Remember that objects may be
buried at more than one depth.
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ANARCHIC SYSTEM
SCENARIO 3

Island of the Penguins
TO PLAY

The only survivor of a shipwreck in the far south of the Pacific
Ocean, you are swept on to the shore of a snow-covered island.
Looking around you can see to the northeast one of the ship’s
lifeboats tossed up on a rock. Water and slippery icefloes lie
between you and the boat, but you think you could scramble
from floe to floe to the boat. A slip into the freezing, choppy
sea would be fatal.

To your west is the main part of the island, and at least the
ground is firm there. Apart from some large penguins staring
hungrily at you, and the distant howl of a wolf, the island
looks more inviting than the icefloes for the time being. Your
aim is to get hold of a paddle somehow, and get yourself to the
- lifeboat.

TYPING IN THE LISTING

There are spaces in lines 8110, 8310, and 8510 which are
important. SAVE this scenario along with the others, and
MERGE as before with Player Program to use.

EXPLANATION OF LISTING

There are a larger number of descriptions and location types
than in the previous scenarios, and also a longer list of ‘sudden
death’ messages.

Scenario 3: Island of the Penguins
LISTING
g v BB REM Scen

ar
Istand F the
3331 REM S5.R0

i

0:
Penguins
be Sp

rt eel 1384

N.A.8.8.—19
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3IG1A LET z$=" Island

; of the
Hins y After a terri?f?g
&XOFB, durxng which gyour ship =i
nks , you are washed ashore on a
barren, snow-covered island. To
the northwest wou see a boat on
tlhe rocks. There is water in
ihe way, but you think that by &
cramblang an the icefloes, yau C
an fEQCh the boat. Your task is
to find a paddie and get to t
he boat.”
sp28 DRATA £5,9,5,16,9,2,4,8,1,20
:9;9;9;19, ;11
511@ DATA “paddl\e PREPY : 100N
iB@" ,"stick 10@@0Y2144Nn130" ,
“axe PRy : 14BN 130", "icep
ick PPePPYR131n118", "rock
ARPQAYX1B@ni; @, "s ledge e
PuE1L00N 160" , "harpoon PRRRdyY (17
2ni180" ,"bread PARRey 120eniie
T, rege eeeoen 18000n 140"
3128 DATA "1SSA32918830" ,"14701@
212038 , " 1409020001020" , " 10004007
SALE™ , " H20020020086" , 1450600150
5@, 150930203950 , 03201091000 1
n Y Re6Re4AR4001"
=210 DATA "200@7", " 34123, "05208
T im(Res” ,"6; 439" ,"7050: 7", "90ae
48","Heaag",'E:7sg","ﬂ>ﬂgai"

{E‘g|l ‘ 1] i Bg‘all ' s ‘ammsll I'IHI-I?: 3!‘ ” -t
Nass® , 'oRe; 8" , "BHHER3" , "HCAN32 "
"HHHH51","Arﬂéaa","ﬂasﬂse","zeaé
s, "HHHF: ", " @eea1" , "HeF >»358"

531@ DATA_-penguin 426 845", p
enguin 53 263 "ptnguin 336

b1, "wolf 743 ©O3","seali
on S¢ 816"

24i1@ DATRA “Your icerfloe is drifr
inG outl to sea...","The s5ea is

o weset and horth."”,"There is uwWa
2 t0o e€ast and spouth” ,"The sea

= to your north and s5o0Uuth."
There i&s deep water to the no i
» fThe Se3 Lies to the east”,"R
sieep s lope oes down to the n
th.,” ,"The silope to your south
:00 slLeep to CLimk N ThE boa
s

-
5
1 to your east.”
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as:ua DR‘TR "It is tong and heavy”

gfﬁﬂl"\ and poudery.
3613 DHT CHRS B8+"Float 4 R
1V ,"icesheet lyd42™ ,"icefloe

iy43", "Sttﬂ? slope 1nG4","roc

ky crag ind" rocky shore ne*
"ig LoD y@"”,"pine forest 2
ya","rocug Ptaxn in@","snatl hut
2na*” , “boa 2n|"
S710 DRATA “You drown in the icy
water.","”"You lose your footing a
nd slide to your doom.","You sli
p, fFall into the sea and drown
«L,"You fall down the slope and
break gour neck."
8819 DATAH
HINTS ON PLAY

The footing is treacherous, and sudden death may come with-
out warning. For this reason it is more important than ever to
keep an accurate map. In your battered condition, even a
penguin is not afraid to tackle you, so finding a weapon should
be one of your priorities. Next you should look for an aid to
crossing the icefloes.

ANARCHIC SYSTEM
SCENARIO 4

Labyrinth of the Minotaur

This scenario is larger than the others, with more locations,
more objects and more monsters. Even so, the listing is still
comparatively short, and there is room for much bigger
scenarios than this.

TOPLAY

The minotaur lives in its traditional home — a labyrinth —
guarding a huge diamond. You have gathered a small band of
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followers and arrive at the entrance of the maze. Your
followers have decided not to go in with you, and are grum-
bling that you had better find them some gold to pay for their
services up until now. So you venture into the tunnels, on
your own, to hunt the minotaur.

The minotaur leads a good social life, and you are likely to |
meet some of its friends, but not yours — e.g., a centaur,
toadbeast and hydra. The labyrinth is also reputed to be the
last home of the nearly extinct dodo. Note that one monster .
you may meet — the drago - is so-called because it is not quite -
as tough as a small dragon. :

Your aim is to kill the minotaur, take its diamond and
escape with some extra gold for your followers. ;

You are in a passage

You may 9o0:
north
3outh
Y80 try to di

ry o i but ths
ie tee har 9. Srodng
You go south

¥You are in a Jjunction

You may g9o:
north

east

Z20Uth

You g0 sSouth

You are in a grott
There is a Cantaur
It is 20m away fro

0
R YOU ..

TYPING IN THE LISTING
Type in the listing and SAVE it. MERGE with the Pl €
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the right-hand column of your typed in program against the
listing in this book. So for example, in line 8110 the check
would read n,h1000hn041"0. This way you can spot where
odd characters have been left out, leaving only those actually
mistyped, which are usually much fewer.

EXPLANATION OF LISTING

The listing is made longer mainly by the lines 8110 (objects)
and 8210 (locations). You may have noticed the regular
patterns in the data lists, due to all the strings being the same
length. This pattern breakdown in line 8210 occurs because
the last character in each piece of data is actually a normal
space, so does not need to be included — but it is put there
anyway. In the positions where there are special characters,
the strings are longer and so the symmetry is lost.

Scenario 4: Labyrinth of the Minotaur

LISTING

5000 REM Labuyrinth of the
inotaur

5001 RENM S.Robert Speel 1984

201@ LET z&=" Labyrinth of the

Minotaur You have entered
he Labyrinth of the Minotaur, w
ich You have sworn to kill, to
et the huge diamond it guvards.
YoUu must atsofind some 9old to
ive to your accomplices, who awm
ait you outside."

8020 DRATR 56,17,14,1,4.4,2,50,1,
56,1,0,0,10,0,9

5110 DATA “dagger 200P0u6142n
138", "axe 2P0RAY6151n 150"
"melon Bﬁﬂanniaaani:O“."nusﬁ
room  DOORORIN 12@8n1; A", toadstooct
OBCRON1200Nn1; 8", “casket 2200
PUill00Y1: ", club 12208ub1d
Pn2E" , " Loaf PPN 202N 1B
L, "boo P00RY2108 26@","ch
est P0P0PRY2180U1t0" , " javelin

t
h
g
9
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200004u2196N1IB" ,"scut v
202y6153nidli" ., "pa addle 32339 <k
120nle@" ,"ego 0.009!12239“1
=@", “diamon 4D202YElIBON2: 0" , "
5U0fd 20 339115411193" "POi’Q
ndartooogoya28eni_o

8120 DATAR "23200600lasl” B "100012
P21050'" ,"210010010001" 60599589
S5001", "008 95018001 "iGBIBOOB 1
e2", “i‘ﬂﬁRBBQBBBB“ " A200090090@21
- 320008007001 " "1‘718910@130"
157003003020 " “i¢1045091016" “§
47005009035 " '610906096931“ 22

210010004, iEOBIBOBIOGQ' 610
ivaieai”

8210 DATA “"h@2011","18431", "0200
"LOBEBE" ) "SAa7L4L"
nge;ei: . Seses:
2<@>5" . "2=0721"
“CO@B4" | "eRDO1"
,"OF@D13", "FfaGES", "F@
JIB4" ,"HOBD5" ) "RKBHR1" 08
"aoanx" “OLN®4 " ) “MOBBE" ; "P®
, "ROOG94 " , "00dPE4 ", "SOPO94 "
"uggsi "@UTU4 " , “auees

17, "ZXN [ST, "00Yes”
“QYRD2" , "Yl£@4" “01‘0\1 ‘L 'O_@18"

"2+ 8" : '\@FP1" , "@bBdF1" ,"dBcal”
"b2Gaz" , "oekasdt , 'aaBe2" , "Lueaa2
","00042" , "hhl1lh7?

"Minotaur 848 0t1","S
72¢ DUL™, “Hyudra $48
@\2", ~Fishe

"Ccntige 22 eRrR3

1¢ Bdi", "Serpent
“Centayr 2= 151"
|: :L1","Cyclaops
do 4197 @=9","Trog
507 384" ,"Drago 4: 199

“"The exi

+"TO Your nor

O Your west Lie
ground is mudd
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351“ DATR “"passage 2n6" , "
end 2ne” , " four-way -
unction Enn" *cavern

nd","acid Lake n81%, "the op

airﬂu‘?a" "8!’0 2 e","p
s5age

B?OB IF dd THEN RESTORE 870@:
?idd gﬂ) FOR f=1 TD dd: RE

8719 DATA “A

Thoes o

ish.","Your

Yyou witho
you,"

881@ DATA 1S

3
oo
WIN o

F
s
is
ac ices, se
ut

[+ DN
v

»

B

(=]

b |

o

-

-

HINTS ON PLAY

This is another scenario where your map is very important.
There are several subtle traps which may not kill you outright,
but make your life more difficult. Try to see if you actually
need to take certain diversions, or if the rewards they bring are
worth the trouble. The minotaur is very strong, and you will
need good weapons to kill it. These weapons tend to get used
up quickly, so do not waste them on weaker creatures or they
may break when you really need them.

Once you have killed the minotaur, it is probably
advantageous to carry on, as you will need more gold for your
followers and there are more ways than one to the exit.
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SCENARIO MAKER

This program allows you to input your own scenario.

First you design the map, and invent the various monsters
and objects you want to include. Then RUN Scenario Maker
and you will be asked a series of questions: where the locations
are in relationship to one another, where the monsters and
objects are, the characteristics of the objects, and so on. When
you have answered these questions, the computer will display
a list of the lines which you will have to type in. This list will
be longer than one screenful, and the computer stops with the
‘scroll?’ message. At this point you can write down the lines,
or BREAK and COPY if you have a printer, before typing
CONT to get the next screen. If you COPY the whole output,
you will see that it corresponds to the listings for the various
scenarios, as this was the program I used to design them!

TOUSE

This is best shown by an example. Before RUNning the
program, the scenario has to be designed. First the map must
be drawn, and this consists of locations arranged in any way
you like. It is easiest to make a simple grid of locations, which =
is what will be done for the example. The map is just twelve
locations, arranged as opposite. {

Note the different terrain types, and the locations
numbered from the bottom left-hand corner, line by line
upwards. This is important when using grid-type locations. |

To make the map less ‘square’, the lower left and top right
corners are removed — this is done by making them impassable
locations. You need to note down the different location types,
which in this case are (1) mountains (impassable), (2) plain, (3)
quarry, and (4) lake.

Next, the objects and monsters need to be planned out. The
aim of this mini-scenario will be to find a fossil which is buried
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i@ 11 iz
moun -
pLain jquarry| tains
7 & )

pLain plain Lake

4 = =]
ptain | Lake pLain
% 2 3

mOuN -

tains plain pPLain

Map for Mini-Scenario

in the quarry. To get this fossil, a pickaxe is needed, and this
will be in location 3. The lakes block the way between the
quarry and the pickaxe, and there is a boat in location 4 for
crossing the water. A spade in location 6 is a decoy - it will not
dig deep enough to get the fossil. In the quarry itself there is a
crowbar, and this can be used as a weapon.

A list can be made like this:
Objects:
(1) Fossil  buried 1 metre deep, location 11.
(2) Boat location 4, low resistance.

(3) Pickaxe location 3, can dig 1 metre deep, low resistance.
(4) Spade  location 6, low resistance,

can dig %2 metre deep.
(5) Crowbar location 11, high resistance, weapon.

The monsters come next. There will be two of these, in
locations 2 and 6, so that the player will have to fight at least
one of them. As the setting is fairly ‘modern’, present-day
creatures will be used. Again, a list is made:
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Monsters:
(1) Jaguar strong attack, low resistance, location 2.
(2) Cayman high resistance and good defence, location 6.

Descriptions of both places and objects can be made, and for the
purpose of this mini-scenario there will be two of each.

Location descriptions:
(1) There are lakes to your south and east.
(2) To the west lie high mountains.

Object descriptions:
(1) (Pickaxe) It looks like a good weapon.
(2) (Boat) It is small enough to carry easily.

The player must therefore do the following: get the crowbar
from the quarry, find the boat, cross the lake and kill either
the jaguar or the cayman, collect the pickaxe, return to the
quarry and dig up the fossil.

Note that there are several ploys to mislead the player: the
spade seems the ideal object to dig for the fossil, but is actually
no good; the pickaxe is described as a weapon, but if broken in
a fight, the game cannot then be won; the boat will also break
if used in a fight, leaving the player stranded. Players do not
like retracing their steps, and the chances are that, after killing
one monster and finding the pickaxe, the player will then
move on to the other monster which may finish him off. The
other details of the scenario can be thought up when the
computer asks for them, so it is now time to run Scenario
Maker. i

First you are asked for the name of the scenario and a short =
introduction. Next you are asked ‘How many sudden death
location types?’ This refers to the type of locations that kill ¢
you when you enter them, unless you have a particular object
— the type that abound in Island of the Penguins. In this |
scenario the lakes cannot be entered unless you have the boat,
so type ‘1’ to answer the question. You will then be asked for a

R L ey
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special message — printed up if you enter that type of location
without the necessary object. A suitable message would be
‘You cannot swim, and quickly drown’.

Next you are told the number of location types — 4 in this
case — and then for a few details on each type. The computer
prints ‘type 1: ’ and you enter ‘mountain’. You are then asked
‘Do you go (1) on it? (2) in it? or (3) can’t enter it?’ For the
mountains, type 3. To the question ‘object needed to enter?’,
type 0 for no object needed.

Then the next location is considered — the plain. Enter
‘plain’ for ‘type 2: ’, and then 1, as you go on a plain. You are
then asked if you can dig in it, to which the answer is y, for
yes. Again, answer 0 to the question ‘object needed to enter’.

Continue in this way for the quarry and lake. For the lake
location, there is an object needed to enter — object 2, the boat.
Hence, type 2 to the question ‘object needed to enter’. The
last message number you are asked for will need the answer 1,
as this was the only last message you used.

After this, the map is designed. First you are asked ‘How
many descriptions?’ In this case the answer is two, and these
are then asked for. Input these as in the list of location
descriptions given earlier.

The next question is ‘1) grid? or 2) non-grid locations?’ Your
answer to this depends on how you designed the map. Ifitis a
maze, or has irregular locations, type 2 for non-grid. You will
then be asked for the location number of all the locations
surrounding location 1, then for location 2 and so on. Some
questions are missed out — for instance, if you tell the computer
that north of location 3 is location 4 it will not ask you what is
south of location 4, as it already has this information.

Putting in all this data is laborious, so for simple maps (as in
the mini-scenario) the grid option is chosen. You input 1 to
the question ‘Grid, or no grid, locations?’ and will then be
asked how many locs east/west?’ and ‘how many north/south?’
to which you answer 4 and 3 respectively.

The computer will then work out all the location numbers
and orientations by itself. Note that impenetrable locations are
used to get rid of the rectangularity of the map.
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You are now asked questions about each location. For
location 1 input 1 for ‘what type is location 1?° As this is
inpenetrable mountains, you then go immediately to location
2. This is type 2 (plain), and to the question ‘Special de-
scription?” answer n. Continue in this way for all twelve
locations. Locations 4, 7 and 10 have special descriptions. On
typing y to the appropriate question, you are asked for the
description number, which is 2 for ‘To the west lie high
mountains’. Location 8 will have description 1.

That ends the mapping and the objects are next. These are
fairly easy to input, and you provide suitable dimensions and
answers to other questions as you come to them. One special
point: to dig a full metre deep, an object must be between
about 0.8 and 1.2 metres long, 0.08-0.30 metre wide,
0.01-0.02 metre in depth, and weigh not more than 1kg or so,
and not less than 0.4kg. Make sure that the pickaxe conforms
to this and that the spade doesn’t! Suitable answers to the
object questions could be:

Fossii n,l,.2,.04,3,y,1,1,0,0,n,1,11,3

Boat y. "It is small enough to carry easily”, 1.5, .5, .2,
3,vy,2,1,0,0,n,1,4,0

Pickaxe "It looks like a good weapon’, 1, .08, .01, 1, v, 3,
1,5,0,n,1,3,0 |

Spade n,1,.1,.04,.2,y,3,1,0,0,n,1,6,0

Crowbar n, .5, .05,.05,2,y,12,1,5,2,1,11,0

After the objects have been inputted, there are the monsters.
Each of these has an attack value, a defence value and a
resistance. For the jaguar, these could be 7, 2 and 8, and 5, 4,
6 for the cayman. Both have zero treasure, and their locations
are 2 and 6 respectively. To the question ‘how many are
there?” input 1 in each case. If higher figures are put, a new
one appears when a monster is killed, in a random location.
This is the technique used to get so many penquins in ‘Island
of the Penguins’.

To the question ‘Where do you start?’, input 10, the top left-
hand corner of the map. The victory conditions are the last
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things to input. For ‘how many crowns needed?’ enter 0.
There are two objects to be found — the fossil and the pickaxe -
which are object number 3 and number 1. The location to be
found is 11, and as you do not have to kill any specific
monster, enter zero for ‘monster to be killed?’.

The correct lines for you to type in will then appear on the
screen, and these can be COPYed on the printer, jotted down
by hand, or typed in directly. They can then be MERGEd
with the Player Program exactly as with the four previous
scenarios in this chapter.

The above routine may look a bit complicated, but if you
RUN the program and follow it through step by step it is very
simple. After you successfully mput this mini-scenario, you
will be ready to write your own scenarios.

" EXPLANATION OF LISTING

This program is not at all complicated, merely assigning a long
list of variables and forming various string arrays, and then
printing out a list of the lines you must type in.

100-480 Asks questions and sets up scenario variables and
strings accordingly. Lines 180-190, which set up the
location orientations for a grid, are worth noting. This use
of variables as DATA can be useful on many occasions.
Lines 210-220 are for non-grid locations. Note that when
you input the location, say to the east of location 1, the
computer also puts location 1 to the west of the second
location. This means that you are asked the minimum of
questions.

500640 These lines print out a simulated listing of the actual
lines that you must type in. This is the reason for so many
quotes, and the COPYed screen when you type it in should
look just like the real listing for easy checking.




218 New Adventure Systems for the Spectrum

Scenario Maker
LISTING
1 REM SEcenario Maker
2 REM © S.Robert Speel 1984

198 INPUT "Name of adventure? *
JX%: FOR ff=LEN Z TO 31: LET Z%=
ZH+" ": NEXT ¢(: NPUT "Introduct
ionT? Y;ag%: LET zZ6=zZ$+as$

126 INPUT “How Bany avdden deat
h Location 1 pas?“ dd: IF dd TH
EN DIM f$(dd,50): FOR f=1 TO dd:

INPUT ‘Speciatl message “; (F); "7

"' EWLF) : NE f

13® INPUT "How wan Location ty
Des? YLt DIM t$(Lt,168): FOR f=
1 .TOD Lt: INPUT (“type. Difsle."M):
Lt¥C(Ff) '"DOo YOoU Qo l)on it, 2)in i
t or Scan’'t enter it? ttgge 3
, & or 3) “;a: LET t8lf,13)1=5TRS$
~a: IF a<3 THEN INP "Can yYou d
i9 in it7T (ys/n) i ,14)

14@ INPUT “Object needed to ent
er? (@ if nonel) “;a: LET t&%i(rF
15) =CHR$ (a+48): IF a THEN INPUT

"Last message no7T “,;a LET t$«(r
;18 =CHRS% (a+48)

158 NEXT f: INFPUT “How many des
criptionsT “;dt: IF dt THEN DIM
2% idt,5@): FOR f=1 TO dt: INPUT
é;$E%criptinn ot 0 A Redate g RO T N G RO |

160 INPUT "l1l)grid or 2)non-9rid
Locations? "“;a: IF a=2 THEN GO
TO 200

178 INPUT "How many LOocCs. eas
west7? ";a""how many norths-sout
B b IF asb>200 THEN BEEP 1,1
eEEP 1,10: GO TO 170
TR gxa+f-200%(g9=b) , (g-1
+1-200#(Ff=a), lg-2) $3+f 200 %
2 (9=-1) 22 +f-1-28@%x(F= 11 DIH
¥b,B): FOR f=1 TO a-: g=1
b: RESTORE 1S@: FOR M 4%
Al
2
)
(5]

L8

€: IF €<¢1 THEN LET c=0

LET rt(tg -1 xa+f,h) =CHR$ (cC
NEXT NEXT g: NEXT . LE
a#b: GD TO 285

[ In BN EES
~OOM M~

c=

4
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200 INPUT "How many Llocations?

*;toc: DIM r‘(toc ) FOR =1 TO
L[LOCLET raliy= iﬁlin @": NEXT
21@ DATA “north","east",“south"'
,"west": FOR f=1 TO Loc: RESTORE
2190: FOR ?31 TD 4: RER as: IF
rE(F,9)="1" THEN INPUT “Whith LO
Ca to “; 1a SN L EEE s T R
i3: LET r&lf,9) =CHRS$ (a+4a8):. I

a8 AND a<>f THEN LET r$(a,g+2-43(
3>2)) =CHRS$ (f +4.6)

220 NEXT 9: NEXT f

26@ FOR f=1 TO Loc: INPUT “"What

type is LOC. " trF)Y;"% ",‘2.‘ LET
r$Lf.8) =CHRS (33483 IF 819,13
=3 'THEN GO TOD =270

260 IF dt THEN INPUT “Special d
SCription? (4yn) “;a%: IF as:"p
5T THE IN UT “Uhich number?

i (dm) ; e Tpr SR DY PREN LBT
rstf,6)=CHR$ (9 +48)

270 NEXT

3090 INPUT “"How ..nt obJects? '
ab: DIM o$(ob g2a): LET B=1. Nel
T "How I«iﬂg o] Jﬂct descriptions?
*:do: o THEN DINM gstdo 5@l
319 FOR f=1 TO ob: DI l?téﬁ):
INPUT ""Name of objett 3 EFE)YrR
;m&( TO 10): L agiiL) =" ' IF
ac<=do THEN INPUT "Description? {
y/n) “;as: IF as="y" THEN INPUT
“Tgp in description: "'E_F(i-)-.‘ L

B$(11) =CHRS (asad) { ama+i

E a8 oAta “Length', "Width", "Dep t
330 RESTORE 320: FOR g=12 TO 14
. a%: INPUT (ag)l;" 7 (.81 to

12 7u) “;bh: LET b=b+(b1.27)2(b
/19+1.27-b1: LET m$lg) =CHRS (b#l
@83 : NEXT

34@ INPUT “Ueight? (.1 to 127:3

“";b: LET b=b+(b>32.7)(br10+1

«7-b): LET m$(15) =CHRS$ (b#1@)
35@ INPUT -Is it rigid? (uen) -
;RE(16) " "Resistance? (B-108) ";b
TTLET m$(17) =CHRS (b+48): INPUT
“Is it @ledible, 1linedible or
a)poi oNous? (tupe @, 1 or 2) *
3nf(18) IF ag(18)="0" THEN,%ET
m$(19 TO 212 ="@BN": GO TO 3
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368 INPUT "Attack value? (8-9)
nltig)'“befence value? (B0-00) «
(20) : LET (21) ="n": IF m$(A
HEN INFUT “Can th
0 in it? (Y- n) smgi(21)
LR I SIS pPlace,
act? (tupe 1 or 2
gt “; ("plLace* HND

.w.

o -@
=]
L)
i
'.
8
Q

Imv -~ p-g\.
Mu® =wd

TO 358
380 INP “Is it @)on sSurface.,
llburied a few cm, 2)buried 1,2
A OrF 33buried is deep? (t

ype B-3) “:;m$ (24
390 LET o%l )-nt NEXT F

43@ INPUT "“How many aonsters? "
;mo: IF NOT mo THEN GO TO 459
410 DIM m (Io 17): FOR f=1 TO m

o: DIM h‘l INPUT “Monster r s
0 & e "’ “'nt( TO 10) ‘“attac
L ll*—B) " ,n' 1) ‘“defence? (1-5
) (12)'"r¢sistancc? (1-28) *
i 9: L t13) =CHRS$ (g+48)

20 INP “"treasure? (0-190) *;

: LET nt(iS):CHRt (9 +48)
430 INPUT "Location (@ ir anE)
g LET ttl&)aCHRQ (48+9) |
T n$(17)="1": INPUT ‘'How many ar
e there? (1-9 "“;nk(1?2): LET m$!
fMN=n%$: NEXT f

450 INPUT "Where d0 you start?
“;lo0: LET plL=l0o

4860 INPUT "VUict
‘"How many Ccrown
HOoOw man objects
F v2 THEN DIM v (
ndl! I.rdl\ I\th.l; F

STORE 486: FOR s1 TO —TEr4) BT
~5) : RERAD a$: N g: NPUT “Num
ber % ';; (F,a%); " (] J.tt “ivIF2

: NE
470 INPUT “Uhich Location to be

3
488 INPUT "Uhich monster to be
Rilled? (@ if nonel) *“;vd

-1 1" ] gaggT "8000 REM Scenario “;
(T
gla PRINT “801@ LET z$=""";z&;"
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520 PRINT “8020 DATA “;Lloc;",";
°bz"d"h'9' i; aP}s adta“é":do_v
1 f. IIJ- h LA} ll 6 ? . - & r‘ fl ; a' E L

§3@ PRINT "811@ DATA “i: FOR f=
170 ob: PRINT ““"“:og%(f, TO 11}
. uoooall’-o ‘r 16 -ro ‘f. OEIRD ¢ u; : NEX
¥ f: PRI cnn; g; Hhe-

546 PRINT "8128 DATA ";: FOR f=
1 TO ob: PRINT “"“":;. FOR g=12 T
O 15: PRINT ("@" AND CODE O0S(f 8
) <193 ; 1"@" AND CODE ostr.g:<1aé
;CODE 08 (f,9)5 : NEXT 9 RINT v

g BRINT CHRS a,- "o

SS@_PRINT "821@ DRTA "“;: FOR
f=1 TO Loc: PRINT r&i(f, TO 7);""
; ""j;:“ygxr f: PRINT CHRS a YEnR
556 IF mo THEN PRINT 8310 DATA
. FDR f=1 TO mo: PRINT ““““;m
g;r:-"j",";: NEXT f: PRINT CHRS

\

680 IF 4t THEN PRINT “841@ DATA
FOR f=1 TO dt: PRINT ""9%;

FOR g=1 TO 48: PRINT (s%(F 92 ‘A
ND S®ifae TO g+l) cbb W0 XT

85 4FR RINT 7,50 NEXT f: PRINT C

610 ®iF do THEN PRINT "851@ DATA
Sic FoR f=1TO do: PRINT ©v=tis

%=1 To 49 PRINT tpstr,ga'n
ND pa r,g p+11¢>" ") NEXT

""" NEXT PRINT C
HR‘ B; l‘ s & »

&22 PRINT "8610 DRTA ";- FOR f=
1 TG Lt PHINT l‘l.lll.-t‘ c‘..l..)ll‘l
EXT f: PRINT CHR% B; A%
aaa IF dd THEN PRINT “8719 DATAH

;: FOR (=1 TO dd: PRI '"""h.
FOR g=1 TD 49 PRINT (f&(F, E)
ND fgtf -] g+1) W “)
IIIIII ExT PHINT c

HR - LI
za tF v2 THEN PRINT "8518 DATA
;: FOR f=1 TO v2: PRINT V(f);"
,";: NEXT f: PRINT CHRS 8&;"

7998 STOP
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HINTS ON USE |_

When you design your own scenarios, it is easy to get over-
ambitious and try to do a 100-location scenario which ends up
failing, Start with very simple scenarios, based on a grid map
with ten or twelve locations. Gradually progress to larger
maps, non-grid systems, and lots of monsters, treasure and
objects. :

Pay careful attention to aims, and make sure that these are
possible to achieve. Getting a suitable balance to the game is
difficult, and you may have to alter the monster characteristics
several times before they are about the right strength — neither
pushovers nor invincible. For this reason, and to aid in alter-
ing your scenarios in general, the system has been designed so
that the ‘Player Program’, scenario and ‘Scenario Maker’ can
all be MERGEd enabling you to check alterations immediately
they are made.

Try looking at the listings for the scenarios I have included
to get rough ideas on object data and monster strengths.
‘Valley of the Swampbeast’ and ‘Hoard of the Exile’ were
designed on grids, the other two scenarios are non-grid.
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Fontana Paperbacks: Non-fiction

Fontana is a leading paperback publisher of non-
fiction, both popular and academic. Below are some
recent titles.

WHAT DO WOMEN WANT? Luise Eichenbaum and Susie
Orbach £1.75

AVALONIAN OUEST Geoffrey Ashe £2.50

WAR AND SOCIETY IN EUROPE, I1870~1970 Brian Bond £3.50

MARRIAGE Maureen Green £2.75

AMERICA AND THE AMERICANS Edmund Fawcett and Tony
Thomas £2.95

FRANCE, I8I15-1914: THE BOURGEOIS CENTURY Roger
Magraw £4.95

RULES OF THE GAME Nicholas Mosley £2.50

THIS 1S THE sAS Tony Geraghty £4.0:

THE IMPENDING GLEAM Glen Baxter £2.95

A BOOK OF AIR JOURNEYS Ludovic Kennedy (ed.) £3.95

TRUE LOVE Posy Simmonds £2.95

THE sUrPER BOOK Elizabeth Kent £2.95

THE FONTANA BIOGRAPHICAL COMPANION TO MODERN
THOUGHT Alan Bullock and R. B. Woodings (eds.) £6.95

LIVING wiTh LOss Liz McNeill Taylor £1.75

RASPUTIN Alex de Jonge £2.95

THE PRIVATE EYE STORY Patrick Marnham £4.95

BARTHES! SELECTED WRITINGS Susan Sontag (ed.) £4.95

A POCKET pOPPER David Miller (ed.) £4.95

THE WRITINGS OF GANDHI Ronald Duncan (ed.) £2.50
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You can buy Fontana paperbacks at your local bookshep or
newsagent. Or you can order them from Fontana Paperbacks,
Cash Sales Department, Box 29, Douglas, Isle of Man. Please
send a cheque, postal or money order (not currency) worth the
purchase price plus 15p per book for postage (maximum postage
required is £3).

NAME (Block letters)

ADDRESS

While every effort is mude to keep prices low, it is sometimes neeessury W inerease prices at short
notice. Fontana Paperbacks reserve the right w show new retail prices on covers which may differ
from those previously advertised in the text or elsewhere,







NEW A '**%WTHJ?'? SYSTEMS

OR THE SPECTRUM

A system is much more tllun a single program. Starting with
a basic core program — a complete adventure game in its
own right — you can build on to it in short stages, adding a

more sophisticated program, a new aim or a different
scenario. For example:

THE PRESET FANTASY GAME A simple scenario in which
you are besieged with problems searching for a statue —
then expanding to an adventure in a strange temple, before
finally bringing you into conflict with a cunning wizard...

Starting with a 16K program,
you are hunting for gold in a maze. Then the computer
selects one of three possible aims for you — while you are
also fleeing from charging Fangmoles....

Secrecy is preserved by the innovative use of special codes,
which maintain all the surprise elements and challenges as
you type in and read the listings.

NEW ADVENTURE SYSTEMS FOR THE SPECTRUM makes
it easy and fun to build up the games, and concentrates on a
wide range of scenarios, lots of graphics, and the
expandability of each game.

ISBN 0-00-E3kLA9-k

90000
UK £3.95
NZ $14.95*
* recommended price

0006365996




