Super Eamon




Welcome to Super Eamon

from little green software

Super Eamon is a replacement for your Eamon Master disk. It uses
high resolution graphics and animation to bring the old Main Hall alive.
The much expanded concourse simplifies playing, and eliminates the
cheating that once was necessary (to resurrect a character, for instance).

Super Eamon also uses a fast DOS both to allow for faster disk access
within the Main Hall, and to speed up the loading of adventures.

Unlike the original Eamon Master, and most adventures, Super
Eamon is copyrighted. Copyright law allows the purchaser (you) to
make backups for his or her own use, and Little Green Software encourages
you to impress your friends with Super Eamon However, you are notl
allowed to give copies Lo your [riends (even for free).

Many software companies charge ridiculous prices to make up for
the copies that they believe their customers are giving away; these high
prices just encourage more illegal copying. Little Green Software sells
Super Eamon for a relatively low price; we ask your help in keeping this
price low by not giving away copies of Super Eamon. (Don't even t4/n£
about selling copies!!)

Super Eamon contains routines from other companies and authors, as
noted below (more details appear on the Credits page toward the end of
this manual).

The neato color pictures you see when you enter a shop are
displayed using routines from Penguin Software's Graphics Magician™:
these are used under license.

Super Eamon’s fast DOS is used under license from DSR, Inc. and
Apple Computer, Inc.

The characters (letters, numbers, etc) used to write on the graphics
screen were created using Beagle Bros’ Apple Mechanic program; the
original map of the Main Hall and the Side Alley were created with Beagle
Bros' Alpha Plot program. See the How Did They Do That? page for more
information on these.

The Dragon picture on the introductory screen of Super Eamon is a
modification of the picture by R.L. Phillips & Friends, which is in the public
domain. Little Green Soltware i3 not claiming copyright to it, or other
similar public domain material.
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Gotting Startod with Super Eamon

First, make a backup

Belore doing anything else. you should make a backup copy of the
Super Eamon disk. In this way. if anything happens to the original you will
still be able to play

You can make a backup with the COPY program on your DOS 3.3 disk
(sometimes the program is called COPYA), or with any other copy program
you may have. When you have the backup, store either it orthe original
away in a safe place. and use the other. (If you use the original, you will
be able Lo pick 1t out quickly because it's a different color )

Attention //e and //c ownersa
If you have an Apple //e or //c. check now Lo make sure that the

CAPS LOCK key 13 down.

Bool the disk

Now, bool the Super Eamon disk (or the backup) on your computer.
The easiest way Lo do this 13 10 turn on your compuler with the disk in the
drive (Drive | if you have more than one). If your compuler i3 already on
you can type PR#6 with Super Eamon in the drive, or do a «coatrol»
<open apple> «reset> | you have a //e or //c

And you're off!

Follow the instructions on the screen, and you will soon encounter
The Irishman. Now what you should do will depend on what kind of
character you are using or going 1o use.

If you are creating a new character, just give your name. When The
Irishman asks if you have given it o him aright, answer Y. When he asks
if you are an old adventurer transfering from another branch, answer N.
You will then get to create your character.

If you want to {ransfer a character [rom another disk (your old
Eamon Master, say), then answer Y when asked if you have given your
name correctly. Then answer Y when The Irishman asks you if you are
transfering [rom another branch.

If you want to play with a character already on the Super Eamon
disk, just enter his (or her) name as usual. If you forget how to spell it, or
wonder how many characters are on the disk, just type "READ" instead of
a4 name, and you will get a list of all the living characters on the disk.

On the the Main Hall
After The Irishman has found your character (or you have created
him), you will wander out into the Main Hall.



The Map

Moving Around

When moving around on either the Main Hall or 5ide Alley maps
you will be able to move your character (distyynguished by his or her sall
by use of the keyboard To accomodate the different Apple || keyboards
there are several ways Lo move vour characler.

These keys move your character UP: A T I <RETURN:>

DOW N Z + M /
I.LEFT. - J
RIGHT — K

On Apple |ls and |[+s, these keys are easiest lo use:
<RETURN> | A — -
- -+ J K Z
/ ¥ |

If you have an Apple //cor //e, remember that the CAPS LOCX key
must be down. You will find these keys easiest Lo use:
| T
] K - -

M v

instant Inventory

In addition 1o the above "movement keys”, there is one other key
acuve when you are moving on a map.

The <BSC> key will give you a short inventory of your weapons., the
amount of gold you have on you, and the number of spella you know. A

more complete descriplion is available in the Hall of Mirrors.



Other Eamonitos

You will notice. as you move around on the Main Hall and Side Alley
maps. that there are other people also moving around This should not
surprise you. alter all. how could Marcos keep going if his only customers
were your Adventurers?

There are basically three kinds of olher peuple moving around the
Main Hall with you There are Other Adventlurers (male and lemale).
Non- Adventurers (indistinguishable from Adventurers). and Guards. The
Guards have been hired by the Main Hall owners and shopkeepers Lo
maintain order and prevent stealing Thanks to them, yYou do not have Lo
worry about being robbed while in any store or office (including the Hall
of Mirrors and the Information Counter)

However. remember the notice you found posted on the Guild Hall

bulletlin board (reproduced below)

Attentiorn, [ellow Adventurers!

There has been an epidemic of picked pockets [ately! You
are advised to keep watch on your valuables, especially in the
unpatrolled Side Alley.

Sir William Misslefire, by order of the Owners of the
tMain Hall, has offered a reward of 200 Gold Pieces to anyone
assisting in the capture of one of these thicves! Pickpockets,
when caught, will be banned from the Main Hall forever!

signed,
The Guy on the Night Shift



Places to Visit

The Main Hall

As you can gee [rom the Main Hall map, there are 7 places Lo go,
nol including the This Way to Adventure” tunnel. A briefl description is
provided below for those Adventurers who prefer to be informed.
Tavern A plessant place where you can buy drinks
Bank A place where you can deposil your ill-gollen guins, or obtlain a loss
(inexperienced Adventurers need not apply). This bank is a branch of the
Sixrth Natronal fgnk, and is managed by one Shy/ocd McFemnmey
Weapon Shop. One of a chain of Weapon Shops around Lhe galaxy (similar
ones have been described by AE van Vogt). It carries normal weapons
and armor, will buy used armor and equipment, and is managed by one
Marcos Caviells
Information Counter: A free service to help new Adventurers and visitors
get oriented.
Hall of Mirrors: Another [ree service provided by the Ownersof the Maia
Hall.
Side Alley: A tunnel leading 1o the Side Alley.
Guild Hall: This is the office of the Super Eamon branch of the Free

Adveniurers Guild(ol which you are a member). You can rest inoned

the Guild s rooms upstairs, or visil the Bar.

The Side Alley
There are a number of interesting places to visit in the Side Alley. s

background sketch of the more important ones follows.
Smithy: Duvbrois well-known for his ability to improve almost any

weapon, though his services do not come cheap. Although Dubro is a smsh

he will work on non-metal weapons, oo,



Weapons Training: ¥2-0.38runs a Monster Preserveelsewhere on the
planet, and allows Adventurers (for a fee) to improve their fighting ability
against some of his spare monsters. Because of their unpredictable
breeding habits, he can only offer a small selection at any one time; some
monsters are more tame than others, so the same type of monster will not
always fight as well each time you encounter one.

In addition to this fee, the risk of death (to you) forces Whitey
requires a 500 GP deposit in case he has to call a resuscitation team in to
revive you. You'll get the deposit back if you aren’t killed.

Temple: 7he Temple of TASHwas once the subject of a prolonged
boycott. Eventually, greed overcame doctrine, and the Priests at the Super
Eamon Temple no longer practice human sacrifice. (Now they only collect
arms and legs in a financial sense.)

Their powerful incantations and chants can resurrect a dead
Adventurer to life (for a price!). If you die in the line of combat, a friend

can arrange for the Priests toresurrect you. In most cases, Main Hall
policy allows the dearly departed’s bank account (if any) to partially offset
the cost of the resurrection. Your Priest will know more about this.

Sam Slicker's: You've always wondered where his shop was; now you know.
In addition to buying your accumulated treasure at the end of an
adventure, Sam also sells rare weapons, in his enormous inventory are
more weapons than even an Adventurer can imagine. Even if one you
request is not in stock, more arrive every day (every hour, in fact), so you

should check back if Sam doesn't have a particular weapon.



Going on an Adventlure

In most respects, going on an adventure f[rom Super Eamon "
same as doing it f[rom the original Eamon Main Hall. In essence, YOU pog
follow the instructions on the screen. Below 15 a brief rundown of ke
procedure.
1+ First. move your characler oul the tunnel marked This Way o
Adventure at the top of the Main Hall. This disk drive will spin a LT
then you will be instructed to insert the disk containing the l‘:l"n"c'.'-:rlmng..,l
want to go on
2> Now insert the adventure disk (for example, the Beginners Cave dg
Again, the drive will whir, and you will be told which adventure yoy g,
going on. After a short waitl®, you will be in the adventure you chose
fighung monsters and rescuing distressed persons.
3» When you have linished the adventure (or it has finished you). Lhe
adventure program will tell you to insert the Eamon Master Disk: yow
should insert your Super Eamon disk, and soon you will be back with yu=

frends in the Bar.

Problems wilh an Adventure

Because the Eamon standard is a loose one, some adventures msy
nol be compatible with Super Eamon’s fast DOS. If this is true of one d
your adventures, you will find out as soon as you try to go on that
adventure, you will either get an error message, or your computer vil
hang (nothing will happen).

If this does happen, please write Little Green to tell us the named

the adveniure, and exactly what happened. We want as

* Bacaves of Super Eamon s fast DOS, this wait will be anywhere [rom 20 to SO0 cherter e
Lhe oid Eamon Master



many adventures as possible to work with both Super Eamon and the old
Eamon Master. Chances are that we will be able to supply you with an
improved version of that adventure which will work.

In our experience, only one of the dozens of adventures we tried

failed to work correctly, so chances are you will not encounter this problem

at all.

Continuing a Saved Adventure

Some Eamon adventures have a save option, which lets you solve a
long adventure in several sessions, saving the adventure in between.
Because Super Eamon uses a fast DOS, it will not run correctly under
Apple’s DOS 3.3. Therefore, when you wish to continue a saved advenlure,

you should not boot the adventure disk directly! If you do, you
will not be returned to the Main Hall, and your character may even be

killed (this is known as "death by DOS").
To continue a saved adventure, you should do the following:

1> Immediately after you have booted the Super Eamon disk, while the
dragon picture is still shown on the screen, press «C».

2> The program will ask you if you want {o continue a saved
adventure, and you should answer Y.

3> Insert the disk containing the saved adventure, and press <G>,

4> If the adventure is a standard one, all will be [ine.

5> If it is not standard, you can only continue the adventure by
booting the adventure disk, which will cause problems. However,

we have gone 1o great lengths to make sure your adventurer does

not suffer "death by DOS"."

‘I you encounter a non-standard advenlure with the save leature, we would like to know so we can

see aboul standardizing it.
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The Begirnrnera® Caswve

Included in your Super Eamon package 1a a copy of the
Beginnera’ Cave adventure, which was written by Donald Br
donated to the public domain. Eamon tradition recoamendg ,, *
any new character axplore this easier adventure before 90iny

*

to more difficult onea.
(1f you have an Eamon Master disk, please note that

adventure on the Beginnera” Cave disk la easentially thsg .
the cne on your master diak. A few minor improvements h‘“h:
made, but they will not affect play.)

The Beginners’ Cave is rumn by the Free Adventurer‘s Gy
and containa only aildly dangerous animala, and only moderss,.

valuable treasure.
Guild Hall rulesa prohibit non-beginning adventurers freg

entaring (Sir William Misalefire will prevent you from ent =
1f{ you are not a beginner’). Alsoc, you muat have a weapon we
you enter the Beginners’ Cave: without a weapon, it is wvery
unlikely you will survive for long.

Apart from theae differences, the Beginnera’ Cave isa
full-fledged adventure. You can die, or get rich, Just as i1,
other adventure.

Begirnmer Hints

New adventurers fight beat with a club, so0 you stand a better
chance of surviving if you bring one. Eventually yee =l
nead to learn how to use a Sword, Bow, etc, but for ssw=
ahould start amall. Remember that your character will s
unfamiliar with hias {(or her) armor, too.

Make & map of your moves to help avoid gatting lost. Drawa
circle for the room you're now in, and move in some
direction. Now draw another circle and labal it as tha®
room, and connect the two with a lina in the right
direction. For exampla, if you startaed in North Hall, =
moved South to Small Room, draw one circle labeled “Reci
Hsll®, another one to the south (below it) labeled “Sml
Room™, and draw & line from one to the other.

BUT: when you leave a room from the aouth, you will not
necessarily enter the new room from the northt Soas WD
and passages are very twisty, and you may even find yo=*
back in the same room! Ba careful about this when saki¥
your maps.

vhen you are injured, you will be told how you feel. If you F
close to death, you should Flee the fight. Remeaber D¥
dying will not rescue the princess (or whatever you 8™
trying to do), and Lf you don’t survive you will have ¥
snother adventurer to come “bail you out”™ in the T



Dther Adventures

The Beginners’ Cave 18 only the firast of more than 7%

adventures in the Eamon Adventure Seriea. Most of thaese are in
the public domain, which means you are allowed to make copies to
give your friends (and vice-versa). People are writing new

adventurea all the time; maybe you could write cna?

The easieat (and cheapeat) way to get adventures is to make
copies of your friends’. (Remember that this is legal only for
public domain acftware; Super Eamon, and moat games, buasiness
programa, etc, are not public domain.)

I1f you belong to a users’ group, you may have access to a
library of public domain acoftware, which will probably include
Eamon adventures. If your group doean’t have what you want,
maybe you can convince them to get it (tell them to try the
places below).

There are a large number of mail order places which will
send you a copy of public domain programs, including Eamon
adventures, for a fee (usually 3-6 dollars per disk).

The definitive source for all Eamon related stuff is the
National Eamon Users’” Club, which carries (and fixea) all Eamon
adventurea, and publishes a newsletter 5 times yearly. Membar-
ship is S12 per year, and entitles you to a lower disk price:

Membar Price Non-member Price
1-4 disks =4 .00 sach £5.00 each
5-9 disks S3.75 24.%0

If you are serious about Eamon, we recommend you join
N.E.U.C. Unlike other placea, they will try to help you if you
have problams (members get priority). For more info, write:

National Eamon Usera’ Club
2701 Arnold Road
Daa Moinea, Iowa S0310

Another aource for public domain software, including moat
Eamon astuff, ias the Apple Avocation Alliance, in Cheyenne. They
will not help you if run inte trouble (only N.E.U.C. doea that),
but their prices are good, and we have never had any problema
with them.

3A also carries computer equipment, and about every brand of
disk on Earth, so you might want to get their catalog for $2
(free with a 225 order).

Each adventure (or other public domain disk) from 3A costs
%3, plus 82 ahipping per order. You can write to them at:

Apple Avocation Alliance, Inc.
1803 Warren Avenue
Cheyenne, Wyoming 82001
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Did You Know?
(Miscellaneous facts about the world of Super Eamon)

» The average adventure lasts a month? (That's Eamon time, ny
Eastern Standard.)

» Most pickpockets are lightly built, and so cannot carry more thg
500 GP or s0 at a time?

-Many students of magic believe that some pools contain power,

- Casinos can make money even on fair odds, because most people
keep on betting until they have run out of Gold?

» Anthropologists have noted that Adventurers usually hang out
bars [or long periods of time?

» Magicians (of either sex) do, 100?

» The Priests of TASH have a galaxy-wide reputation for the pole

their curses?

» A Light-Year 13 a measurement of distance, not of time?

(Star Trek fans please take note )



Credits
Original Eamon Deaign: Donald Brown
Super Eamon Deaign: Paul Van Bloenm

With an aaaiat from a thouasand or aoc SF and Fantaay Authors
Including (but not limited to) the following:
(in no particular order?
C.5. Lewia L. Neil Smith Lynn Abbey
Robert Aspirin A.E. van Vogt Robert Adanms

Programming: Paul Van Bloenm
Teating: John Van Bloem
Special Consultant: Ray Morton

Manual Deaign: Paul Van Blcen
with apecial thanks to Tom Hardart for
the use of his MacIntosh computer

Original Dragon Picture: R.L. Phillipas & Friends

The following is hereby declared "a conspicucus place™.

Super Eamon containas a high-aspeed ocperating system called
Diversi-DOS (tm}), which is licensed for use with this program
only. If you would like to speed up disk access with other
programa, you should send B30 directly to DSR, Inc.: SA848
Crampton Court; Rockford, Illinois 61111. You will receive a
Diverai-DOS utility disk with documaentation.

Apple Computer, Inc, makes no warranties, aeither express or
implied, ragarding tha enclosed computer software package (aka
Supar Eamcn), ita marchantability or its fitneas for any partic-
ular purpose. The exclusion of implied warranties is not parmit-
ted by aome states. The above exclusaion may not apply to you.
Thia warranty providesa you with apecific legal righta. There may
ba other rights that you may have which vary from atate to atate.
DOS 3.3 is a copyrighted program of Appla Computer, Inc.
licensed to Little Green Software to distribute for uae only in
combination with Supar Eamon. Apple Software ahall not be copied
onto another disk (except for archival purposes) or into ReRory
unleas as part of the execution of Super Eamon. When Super Eamon
haa completed axecution Apple Software ahall not be uased by any

other program.

Super Eamon uaes aome graphica routinesa from Penguin
Software’s Graphics Magician, written by Mark Pelczaraki, Steven
Mause, David Lubar, and Chris Jochumacn: these are copyrighted
1984 by Penguin Software, Inc. All Rightsa Reserved. You may
find thisa hard to believe, but Penguin Software ia a trademark of
Penguin Software, Inc.(1!) Graphics Magician is & registered
trademark of Penguin Software, Inc.

13
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A Caveat About Color

1f you have aeen lLittle Grean’a ads for Super
know that we recommend you uae a color monitor, by -
1f you have a b/w monitor, you’re prgml'ﬁ

requlired. ’
what you're miasing; 1f you have a color monitor, fﬁﬂ
wvonder if using a b/w monitor wou ld be all that bggq ™

here’s a brief discussion of color va b/w with S“P'hr

Fr

Uaing a color monitor will allow you to see 41;

farent Super E
of ecolor in the dif P anon
neat ahades re life-like. However, th-r..‘.‘

r

aakesa the pictures mo -
diasdvantagea to uaing a normal color monitor or w.‘;
Eamon.

The printing on the screan may be hard to reed.;

often be shaded in funny colors, rathar than atraeigng,
black-on-white or white-on-black. Similarly, other Py
ba a bit blurrnd (p.ﬂpl'ﬂ -Ovlng on the -.p.. fﬂr 1%
top of thias, color monitora and TVa can atrain your =
than monochrome (b/w, green, or amber) monitors do.

Monochrome monitors generally cause less eyestrgi
criaper detail; so the printing will be pretty easy ts,

0f coursa, they will not ahow colors, only shade,
Because there are few shades cof grey compared to ths ng
possible colors, same pictures will look a bit odd (i3,
for instance). We have gone to some length to make sx
this is no more than an aesthetic problem (some aanufe,
games are unplayable on b/w monitors).

You can get the best of both worlda by buying aan i
monitor, which will show color very criaply. Thia ia em
howavear: it will cost about S$600, and you also need mi
card for it.

Instead, you can hook twec monitors up to your Aph
an RCA-type cabla Y connector, which will aplit the igs
Output into two. The cable is about $3, and another ax
would coat around %150 for a monochrome, or S300 for ==

I1f aeyastrain becomes a problem, try to reduce tes
time you spend ataring at your Apple. After all, advex
happen in the real world, too.

» If Little Green Software geta complainta about the

of the print in Super Eamon, we will deaign a more
for a future update.



How Did They Do That?

Super Eamon is a complex program, with many different routines
meshing to produce what you see. Disk and memory space limits (both are
full) have required thal the routines not be designed with the inquisitive
programmer in mind. To make vp for this lack of “histabihity . we have
included below some information about some of the parts of Super Eamon,
if you have a question about something in particular, please write us.

The Dragon picture, and the maps of the Main Hall and the Side _
Alley. are stored in a compressed form on the disk, they are ‘uncrunched
by a Little Green Software routine. This saves disk space. and makes

loading the pictures somewhal faster _ _
The shop pictures (eg Weuapon Shop. Guild Hall, Shellie piclures) were

created using Penguin Software's Graphics Magician™. This creates very
compressed picture code  which a routine turns into piclures; because of
this system, a piclure that normally takes up 8k will use as little as 200
bytes. The longest Super Eamon shop picture takes up less than 1100

bytes (1.1k).
The writing on the screen is done using shape tables created by

Beagle iros’ Alpha Plot program. The text is stored in a siring, and sent
to a Little Green Software wriling routine o be wrilten on the screen. You
can see shape lable put lo guod use in the mirror-writing in the Hall of
Mirrors; note thal it is not really mirrored,

The other Eamonites moving on the maps are animated (though not
very) by a Little Green Software routine; this rouline is intelligent enough
o prevent them from ever bumping into you. a wall, or each other.

Separate Basic programs are used for the Introductory sequence, the
New Adventurer routine, the Main Hall, the Side Alley, the Weapon
Training Area, and returning from an adventure.

Exira memory space was crealed [or the programs and pictures by
moving DOS into the top 16k of memory (aka "the language card’). That is
why Super Eamon requires a 64k Apple. (This moved DOS carries over into
adventures, so with Super Eamon an adventure program has lots more
room Lo play with.)

If you have any suggestions for improve ment, we would be glad to
hear them (read them, actually. Please let us know through the mail).
Please address Super Eamon questions and comments to:

little green software
SE. Questions

PO.Box 1190
Columbia, MD 21044
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