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Origins
In the mid-70’s, if you had a
300-baud modem terminal, you
could dial up most ‘time share’
systems and play the first com-
puter adventure. “Adventure

Land” (“The Adventure”, etc.):

was— in fact, still IS— a text-
only game which challenges the
player to solve puzzles, over-
come hazards, and collect good-
ies. In a ‘Text Adventure’, you
type in commands and get text
descriptions of what happens
as a result. For instance, GO
NORTH might produce some-

thing like “You are in a rocky

gulch with high cliffs to the east
and west. The way continues
north and south. An iron grate
covers an opening in the
ground.” (Hint: OPEN GRATE!)

With the arrival of for-real
home computers like the Apple
II, text adventuring really ‘took
off. We had the Scott Adams
quests (e.g. “The Pyramid of
Doom”), Infocom’s “Zork” (I-III),
“Enchanter”, “Wishbringer”,
etc., assorted adventures from
other vendors, and ‘home brew’
efforts published in magazines
like Computist and SoftSide.
The early ‘80’s also saw the be-
ginnings of Eamon adventur-
ing.

Eamon?

“Eamon” is not a single ad-
venture. It is a text adventure
play and authoring system orig-
inated by Don Brown. His idea
was to provide both a character
creation/jumping-off point for
many adventures AND the tools
by which he and fellow enthusi-
asts would produce an unend-
ing stream of new scenarios.
Don wrote “The Beginner’s
Cave” and a few other early
adventures; but, most of the
over 200 Eamon’s are by nu-
merous creators who joined in
later.

Indeed, “Eamon” is people. It
is chiefly due to -efforts of the
many “fellow enthusiasts” that
Eamon adventuring continues
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to flourish. The Apple Avoca-
tion Alliance was largely re-
sponsible for organizing, num-
bering, and distributing the
early Eamons. Besides writing
several adventures, John Nel-
son helped collect submissions
and expanded the capabilities
of MAIN PGM (the main game
program) through version 6.2.

Via the Eamon Adventurer’s
Guild (EAG), Tom Zuchowski
deserves most of the credit for
adapting to Apple II series im-
provements, assuring product
quality, and, in general, main-
taining order in modern Eamon-
ville. Tom has also produced a
number of scenarios; and, his
version 7.0 of MAIN PGM is
just one of many contributions
to Eamon game development.
Chuck Haight has been a solid
Eamon supporter from its ear-
liest days. Computist not only
publishes Guild ads, but, as a
distributor, supplies Eamon
adventures and authoring ma-
terials (complete with fancy dis-
kette labels!) at unbeatable
prices.

The Guild does not pay for
submissions and all Eamon
materials are public domain.
Anyone can copy them, place
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them in user group libraries, or
post them to bulletin boards.
(Of course, club libraries and
BB’s are not nearly so likely to
have the latest version of each
adventure as is an official dis-
tributor like Computist.) Possi-
bly, Eamon’s best ‘selling point’
is that the many people who
make it work do so, mainly, for
fun.

“Eamon” is also a place, one
dominated by an imposing"
structure known as The Main
Hall. Here you can buy and sell
arms and armor, bank your gold,
and hire a wizard to teach you
Eamon’s four ‘stock’ spells
(Blast, Heal, Power, Speed).
Presiding over the Main Hall is
a burly Irishman whose first
question is always “What’s yer
name?”

To get started, you enter a
character name. If the name is
not found in the CHARACTERS
file, the character is created—
you pick gender and the pro-
gram assigns Hardiness, Agili-
ty, and Charisma plus skills
numbers for five Weapon types
(Spear, Axe, Club, Bow/Gun,
Sword) and Armor use. There is
no strict limit on the number of

characters you and/or others
who use the same “Eamon Mas-
ter” (Main Hall) diskette can
create; but, you can bring in
only one hero per adventure.
Since scenarios often allow some

.development of skills and at-

tributes, players usually stick
with a single character through-
out their Eamon questing.

The Main Hall’s most impor-
tant attribute is that it leads to
somany interesting places. Just
select “Goon an adventure”, pop
in the diskette for your chosen
quest, and you’re off! As far as I
know, no one has ever explained
how leaving the Hall in this
manner can place you at the
mouth of a cave, before the gates
of a city, on a Star Base launch-
ing platform, ... ; or, indeed,
how returning from such dis-
parate locales so often lands you
“on the road leading to the Main
Hall”. Tom Zuchowski has spec-
ulated about “strange forces”
brought to bear by the influ-
ence of orbiting suns. My guess
is that magic, super science, and
time portals are all involved.

The Adventures

When Computist published
its first major Eamon article in

1983 there were only about 25
adventures; but, even then,
quality varied wildly from sce-
nario to scenario. Thanks to the
EAG, serious bugs have, for the
most part, been tracked down
and eliminated; and new sub-
missions are checked out more
thoroughly. The Guild publish-
es a 10-page journal (four is-
sues per year/ $7) where fixes
for any newly discovered bugs
appear. Along with news and
reviews of late releases, each
issue also lists authors and rat-
ings for all 200+ adventures.

By far, the majority of
Eamons are built around swords
& sorcery themes running the
gamut from whimsically Zorki-
an wanderings through Co-
nanesque quests and Dragon-
lance-style crusades. Others
may send you back to the time
of dinosaurs, into the future to
battle robots and mad scien-
tists, drop you into a modern
city to solve a crime, deposit
you at the entrance to a haunt-
ed manse, or ... . There really is
no limit to the possibilities. In
terms of both numbers and va-
riety, the challenge is practi-
cally endless.
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Relatively few scenarios in-
corporate actual mazes (i.e.
places where you are supposed
to get lost); but, with up to 200
locations allowed via the stan-
dard game program, exploration
is a goodly portion of every
Eamon challenge. Most players
rely upon simple line-and-box
maps to keep track of treasures,
puzzle-locked doorways, and
other key features of the ga-

mescape.
More so than in most other
text adventures, critical

achievements in Eamon tend to
involve overcoming dangerous
adversaries. In combats you
trade blows to ATTACK MINO-
TAUR, BLAST GOLEM, etc.
until all the bad guys are dis-
patched or flee. Most scenarios
allow you to flee as well (one or
more particularly aggressive
monsters may follow) and a few
permit three or four restora-
tions should YOU be the one
dispatched. Usually, getting
killed ends the game and you
must either create a new char-
acter or use a resurrection util-
ity to restore the old one.

Some Infocom devotees may
be turned off by Eamon’s em-
phasis upon combat. Under-
standable; however, there are
numerous adventure-enhancing
side benefits. First, the need to
overcome adversaries, makes
character development and ac-
quisition of better weapons
‘mean something’. It greatly
increases the stake you have in
your character. Second, not all
“monsters” are unfriendly; some
will join you for the duration of
a quest. (In Eamon, every char-
acter is, technically, a “mon-
ster”. This includes critters, as
well as guards, wizards, elf bow-
men, princesses, etc..) Acquir-
ing helpful recruits adds anoth-
er dimension to the challenge;
and, besides, it’s more fun to go
questing with stalwart compan-
ions at your side. Finally, as a
Russian revolutionary once ob-
served: “You can’t make a soup
without slicing monsters.” Cru-
sading against evil wizards,
wicked queens, and other pow-
erful foes naturally tends to be
a rough business.

In text adventuring, “pars-
ing” is equated with how well
the game seems to understand
your typed-in commands. A very
good parser, such as the one
you find in Infocom games, can

‘make sense out of inputs that

‘sound’ the way people really
speak. Since you don’t have to
fish around for just the right
command, it is much easier to
try outideas. You play the game,
not the game program.

Most Eamon adventures em-
ploy a two-word parser. To
move, you enter commands like
GO NORTH (or NORTH, or N).
You may also OPEN CHEST,
GET JEWEL, ATTACK VAM-
PIRE, DRINK POTION,
READY LONG BOW, READ
SIGN, ... . Typically, an adven-
ture recognizes 50-75 command
words and the names of any

COMPUTIST #89



monsters and artifacts. (The
reason for the variationin num-
ber of available commands is
that many authors modify
MAIN PGM, whichis in BASIC,
to add words.) Entering an in-
valid command automatically
produces a list of commands the
particular game understands.

The down side of Eamon’s
simple parser is that you must
sometimes experiment to find
the command that does what
you know must be done. Sce-
nario development is also im-
pacted. To assure playability,
Eamon authors have tended to
avoid building-in complex puz-
zles. The up side is that, by the
time you’ve gotten through your
first two or three adventures,
you have a good feel for how the
commands are used and pretty
well know what works and what
doesn’t. Then, too, many pre-
Version 7.0 games employ au-
thor-originated mods which let
the program understand syn-
onyms, make sense of command
abbreviations, and otherwise
behave more intelligently. All
of these are standard 7.0 fea-
tures, as are improved capabil-
ities for checking the status and
inventory of any ally, trading
items, and handling puzzle-ori-
ented entries like PUT CUBE
IN SLOT.

With so many games produced
by so many authors, quality con-
tinues tovary a great deal. EAG
nails bugs; but there’s no ques-
tion that some worlds are bet-
ter ‘filled-out’ with richer prose
and more interesting challeng-
es. Playing time is another in-
consistent variable. Most of the
early adventures offer no GAME
SAVE; yet, some may be good
for barely an hour while others
canrun to four or five. The range
is even larger for the newer
games (including several multi-
diskette quests) which often do,
happily, offer a SAVE option.

Picking a ‘good one’ is a lot
like shopping for something to
read: you look for a juicy sound-
ing title and a favorite author.
EAG’s reviews and ratings are
a fair guide, too. (Each adven-
ture is rated on a 1-10 scale; 10
is highest.) Predictably, how-
ever, many fun-to-play early
adventures tend tobe down-rat-
ed due to lower playing times.
Most scenarios fit on a single
diskette; and, at $1 each, you
can afford to go for ‘good pros-
pects’ AND experiment with
‘unknowns’. A ten or twenty-
dollar investmentis guaranteed
to deliver several evenings of
adventuring challenge.

Eamoneering

Backin the early days of com-
puter adventuring we collected
Eamons more or less automati-
cally from our local user group
(HAAUQG) library. Incredibly, I
did not become a player until

just t’he}}ést couple of months,:

when curiosity about the ad-
ventures included on Comput-
ist Library Disks took hold. So
far I’ve made it through thirty
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or so scenarios. Fun (and more
than 170 still ahead!); but, the
real hook turned out to be the
‘other side’ of Eamon: program-
ming and game development.
Among our vintage “AAA
Eamon” adventures I came upon
one not listed by EAG! (Kind of
like finding an unpublished
Brahms symphony.) “The City

of Sorcerers” was playable; but,

one notable bug and some un-
developed areas of the games-
cape made it obvious the adven-
ture was not quite finished.
(Also, a dead give away, an ear-
ly version of the dungeon editor
was on the same diskette.)

I fixed the bug and began to
fill-in some gaps and polish a
few rough edges with the idea
of sending “City’” to EAG for
registration under the original
author’s name. Well, one thing
led to another and it soon be-
came clear that 1. the version
6.x DUNGEON.EDIT I was us-
ing needed a user-friendliness
transplant; 2. the version of
MAIN PGM (which wasn’t even
named “MAIN PGM” in those

-days)imposed too many restric-

tions BECAUSE 3. I was mak-
ing somany changes that a com-
pletely new adventure was tak-
ing shape! With the latter real-
ization I copied the original,
added the REMed bug fix, and
mailed it to the Guild. “The City
of Sorcerers” was where it be-
longed in the first place; and I
was free to develop my own sce-
nario. :

First, I needed a better edi-
tor. NUEDIT began as a pro-
gram intended’to allow a player
or designer to ‘walk through’ a
gamescape (using normal N, S,
etc. commands) and read de-
scriptions without having to
fight monsters. With a nice text
editing routine lifted from
DUNGEON.EDIT and using
Beagle’s Program Writer
($49.95) running on the Ilgs, it
wasn’t long before the new edi-
tor was ready for serious work.
(Writing NUEDIT was fun and
a valuable refresher course in
BASIC. In case you are think-
ing of learning a new program-
ming language: Step One is to
find something interesting to
program.) :

Anyway, armed with
NUEDIT.6 and a more modern
version of MAIN PGM, I was
enmeshed in sculpting my new
scenario when what should ar-
rive in the mail but Tom Zu-
chowski’s version 7.0 package!
Complete with on-disk manual,
this IS a major upgrade (still
DOS 3.3-based) offering a larg-

er gamescape, better speed,

built-in GAME SAVE, and op-

tional 80/40 column display. To-

which you can add a host of new
artifact types (e.g. containers,
keys, hidden doors, ...), better
parsing, and other features
guaranteed to enhance puzzle
development. My ‘old format’
files were soon moved to 7.0. As
for EAG’s 7.0 editor, it is an
improvement, but still too cum-

bersome. NUEDIT.6 became
NUEDIT.7.

Along with the version 7.0
game creation materials, Tom

-included a beta version of a new

“Multi-disk  Supplement”
(which, he notes, has never ac-
tually been used to create a
game)and materials for author-
ing in 40 or 80 column ProDOS.
Since my adventure is not seri-
ously pushing 7.0’s normal 1-
diskette limit, and DOS 3.3
works on our II+ and IIgs, and

our Eamons are all DOS 3.3

versions, I haven’t tried the
MDS or ProDOS stuff yet.
(Speed would be a decisive Pro-
DOS advantage except that
most “DOS 3.3” users actually
run some version of Beagle’s
Prontodos.)

Granted, ProDOS may be ‘the
wave of the future’; and, in fact,
EAG now has ProDOS versions
of roughly half the adventures.
For now, 7.0 under ‘3.3 is, by
far, the best tested, best docu-
mented format for Eamon au-
thoring. Most of the newly re-
leased ‘Guide for Eamon Ad-
venture Designers and Players
is devoted to version 7.0 play,
utilities, and programming.

Note: The 21-page ‘Guide’ is
available from Computist. It’s
the best introduction yet to
Eamon adventuring AND it
saves the bother of printing out
the on-disk 7.0 manual. You’ll
find plenty of nuts & bolts de-
tail covering Eamon text files,
MAIN PGM, and LEADIN PRO-

GRAM (a ‘raw’ game startup

program where you can place
introductory textj etc.). Evi-
dently, the booklet is free with
every order. There is one er-

. ror— one which occurs in the

on-diskette manual, too— on
page 14, artifact Format 1 shows
parm 5 as “Weapon type” and
parm 6 as “Complexity”; it
should say parm 5 is “Complex-
ity” and parm 6 is “Weapon
type”.

The ‘Guide’ recommends that
a game author have most of his/
her scenario mapped-out BE-
FORE even booting up the edi-
tor. Perhaps experienced
Eamon makers actually do it
that way. Newcomers, howev-

“er, can learn a great deal by

starting with a rough idea, cre-
ating a few rooms with neat
things to find and monsters to
fight; and, then, giving the new
adventure a try as a player.
Changing (a copy of) an exist-
ing adventure is another good
way to get started. Whatever
your approach, once into creat-
ing an Eamon world you won’t
want to stop. Eamoneering is
addictive stuff!

No PC?!

As far as I know, there is no
PC or other non-Apple II equiv-
alent for the Eamon Guild of
Adventurers. (And, after speak-
ing with Tom Zuchowski, my
impressionis that Hell may well
freeze over before EAG changes
its II-only policy.) Clearly, con-
verting and test-playing 200+
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adventures for another machine
format is the sort of task one
normally assigns to a monas-
tery. It isn’t likely to happen.

Happily, our PC-only readers
can get into Eamon via a low-
cost ‘Eamon Kit’! According to
flyers from some Apple-stuff
vendors, an Apple II+ with mono
monitor sells for $58. Add adisk
drive and 80-column card (re-
quired for just a few adventures)
and your total cost should fall
somewhere around $200. (Com-
parable Ile and IIgs ‘kits’ sell
for about $450.)

The Programs

NUEDIT.792 lets you edit a
version 7.0 adventure or create
one from scratch on a formatted
diskette. (It will work in 40 or
80 column mode, whichever is
active when the program is run.)
When started, NUEDIT first
asks you to insert the diskette
to be edited. I NUEDIT detects
an incompatible version it will
tell you and then exit. If a com-
patible (7.x) version is detected
NUEDIT takes you to the main
menu ready to do editing.

If no adventure is found,
NUEDIT will ask if you want to
start anew adventure;if “YES”,
you will be asked for a name
and the number of movement
directions (6 for NSEWUD or
10to permit NE, NW, etc. move-
ment). NUEDIT then creates
the standard Eamon TEXT files
(7.0 default values are in pa-
rentheses):

EAMON.NAME: Name of the
adventure, Number of direc-
tions (6 or 10), and Version num-
ber (7.0)

EAMON.DESC: descriptions
of Rooms (records 1-200), Arti-
facts (201-400), Effects (401-
600), Monsters (601-800).
‘DESC Record length is 242;
max length of each description
is 238. Record O of this file has
current counts of rooms, arti-
facts, effects, and monsters fol-
lowed by record lengths for the
‘ROOMS (72), ‘MONSTERS
(92), and ‘ARTIFACTS (72) files.

EAMON.ROOMS: Each
record has Name of a “room”/
location (max length=38), room
# Destination for each move-
ment direction (for each direc-
tion, 0= none), and room Lumi-
nation (1=1lighted, 0 means the
player must have a lighted
torch, etc. to see).

EAMON.ARTIFACTS: Each
record has Name of the artifact
(maxlength= 30), Value in gold,
Type #, and Starting location
plus four additional parms. The
meaning of the latter depends
upon artifact type. The 7.0
MAIN PGM recognizes 11 arti-
fact types (e.g. Treasure, Weap-
on, Container, Door, etc.).
NUEDIT includes formats/la-

‘bels for all 11 and allows 4 addi-

tional user-defined types. _

EAMON.MONSTERS: Each
record has Name of the “mon-
ster” (max length= 30) followed
by 11 parms to set hardiness,
friendliness, starting room #,



etc.. Each record can describe
just one monster or a group of
same-kind monsters.

There is no separate ‘EF-
FECTS file because an effect is
a text message (max length=
238) contained entirely in
‘DESC.

At the start of new adventure
creation, NUEDIT writes just
one dummy record for each
game element (room #1, arti-
fact #1, effect #1, and monster
#1).

Once at the main menu you
press ‘R’ to view/edit Rooms, ‘A’
for Artifacts, etc.. When ‘R’, ‘A’,
‘E’, or ‘M’ is selected you are
given the choice of entering the
number of the room, etc. to view/
edit OR pressing ‘+’ to create
one or more new records. (i.e.
after selecting ‘M’, pressing ‘+’
and entering “25” will create 25
dummy, ready-to-edit monster
records.)

Most of the time you will be
viewing/editing. For example,
pressing ‘R’ and entering “73”
will produce a display showing
the room #, Room 73’s name,
the room’s description, and the
# of the room or door/gate you
can reach by movement in each
direction. Prompts at the bot-
tom of the screen indicate that
you may move to Room 72 or
Room 74 using the arrow keys;
OR, you may move to a destina-
tion room by pressing a direc-
tions key (like ‘N’, ‘S’, etc.). If
the destination is a door/gate
artifact, NUEDIT checks to see
that the door and ‘room beyond’
both exist and automatically
moves you to the room on the
other side of the door. (Note:
NUEDIT ignores any attempt
toview or do anything toaroom,
artifact, etc. which does not yet
exist.)

Entering ‘C’ and then, say,
“142” copies the current room
to Room 142. Entering ‘#’ and,
say, “565” is a quick way to hop
to Room 55.

‘Z’ lets you edit displayed in-
formation. The cursor is set at
the beginning of each item’s
field and you enter text or num-
bers as appropriate. (Pressing
‘RETURN’ with no changes re-
tains the original and moves
you to the next item.) Text edit-
ing is the same as in EAG’s
editor (CTRL-I inserts a space,
etc.). One important change is
that any text character at the
length limit for a Name or De-
scription is automatically
pushed out when you do an in-
sert. When done, NUEDIT lets
you ‘Save’ the changed Room,
‘Redo’ editing without throw-
ing away your work, or scrap
the changes (the original dis-
play appears). ‘SPC’ exits to the
main menu and CLOSEs all
open files.

Viewing and editing Arti-
facts, Effects, and Monsters
works much the same. When
you have fixed choices, as in
picking an artifact’s Type, the
current selection is shown (e.g.
“Container”) and the “c— —>”"
prompt reminds you to make
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your selection using the arrow
keys.

Other main menu options let
you change your adventure’s

name or get a Room Connec-

tions display. The Name Change
option affects the name stored
in EAMON.NAME and, possi-
bly, the name of the your ad-
venture’s startup program. (The
startup programis a user-made
program or renamed LEADIN
PROGRAM which has the same
name as the adventure. To start
play MAIN HALL reads
EAMON.NAME to get the ad-

" venture’s name and runs the

startup program, which ends by
running the main game pro-
gram.) Ifa startup program has
not yet been placed on the ad-
venture diskette or it is still
named LEADIN PROGRAM,
etc., then Name Change affects
only the name in
EAMON.NAME.

The Connections option is
very helpful for quickly check-
ing your adventure’s layout. It
shows the selected room’s des-
tinations (or “exits”) by direc-
tion ALONG WITH the exits for
each destination. (Due to clut-
ter, this option is not available
in 10-direction mode.)

THE WONDERFUL WORLD
OF EAMON and MAIN HALL
programs have changed very
little over the years. One enter-
prising author did produce an
Ultima I-style map-graphics
version of MAIN HALL. “Graph-
ics MAIN HALL” seeks to patch
a serious Eamon deficit, the
absence of a cumulative Expe-
rience number, by letting' you
convert gold into attribute and
skills boosts at various train-
ing centers and sheps. GMH
never ‘caught on’, partly be-
cause 1. It is too easy to over-
enhance your character; and, 2.
Having to steer a figure around
on the screen maps slows down
transactions. Mainly, though,
the problem is format. A graph-
ics interface doesn’t ‘belong’ in
the Hall. The TEXT Main Hall
remains the standard, accepted
version because that’s the way
Eamon players like it.

Modified versions of Eamon’s
two core programs plus the new
EXP.UPDATE program are list-
ed in this issue. They add sev-
eralenhancements without dis-
turbing Eamon’s traditional
‘look’ and feel:

Experience- The new MAIN
HALL automatically runs
EXP.UPDATE each time you
return alive from an adventure.
Your character gains Experi-
ence based upon gold obtained,
new/better weapons brought
back, and any gains in at-
tributes and skills awarded by
the scenario. Experience trans-
lates into Level advancement,
whereupon you can select an
attribute or skill to increase.
The same program also records
and displays the name of each
adventure you have experienced
along with the number of times
played. '

Roster- in ‘WORLD OF
EAMON, a new option lets you
display names of all characters
in the CHARACTERS file. You
can also obtain an Experience
display for any character show-
ing adventures played and num-
ber of times for each.

Restoration- It is no longer
necessary torun a separate util-
ity to restore a killed-off char-
acter. In ‘WORLD OF EAMON
you need only visit The Temple
of Restoration.

Locker- in MAIN HALL, a
character who meets the Level
requirement can buy a space in
the Adventurer’s Lockers. This
space holds up to eight weap-
ons. You can visit your locker at
any time when at the Main Hall
to deposit, retrieve, or swap-in
items.

Status- the MAIN HALL char-
acter status display shows Ex-
perience and Level along with
more detailed information on
Magic skills and Armor Exper-
tise. Similarly, displays for the
Banker, Weapon Shop, and
Magician now include useful
information (e.g. gold in your
possession, spells you already
know, etc.) to help speed-up and
simplify transactions.

Since installing the above en-
hancements, my dad and I have
played through something like
fifty adventures including an-
cient “AAA Eamon” versions of
the earliest scenarios, newer 6.2
games with and without GAME
SAVE, and the latest 7.0 sce-
narios. That the mods work and
are compatible with any CHAR-
ACTERS file and characters
already in existence is not espe-
cially remarkable given that
information is-passed back and
forth among Eamon programs
via TEXT files. Inputs and out-
puts are clear-cut and easy to
keep track of. The same applies
to the two new files each active
character acquires: aname.EXP
file (for experience data) and a
name.LOC file (for locker data).

Probably, the most important
mod is the incorporation of a
true Experience attribute and
recording of a character’s ad-
ventures. The purpose is to up
the stakes and deliver a more
tangible payoff for player suc-
cesses than mere gold. Advanc-
ing in Level and getting to in-
crement Hardiness, Agility, etc.
certainly qualifies. So does the
‘status symbol’ value of a high
Level ranking. Now, even ‘weak-
ie’ scenarios are worth complet-
ing; and, of course, a character
with a long record of adventure
credits (i.e. a genuine, provable
history) becomes more real and
more fun to play.

So far, so good. However, as
veteran Eamoners well know,
there are some adventures
which shower the character
with enormous wealth, hefty
attribute boosts, and double-
digit skills gains. Other scenar-
ios may be just as extreme in
the other direction. Either way,
Experience would be devalued.
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Consequently, EXP.UPDATE
includes a ‘change filter’ which
suppresses scenario-induced
shifts in attributes and skills to
just a point or so. In the same
spirit, beyond roughly 10000
gold, wealth increase has little
effect on calculated Experience
gain; and, to squelch the ‘honey
pot’ effect, potential Experience
gain is less each time you re-
play any adventure.

Experience is also the one
change likely to evoke some
suspicion of risky, bomb-prone
trickery. There are just three
‘tricks’, all fairly straightfor-
ward. First, to derive an experi-
ence gain, EXP.UPDATE com-
pares the character’s status and
possessions before the adven-
ture (saved in name.PRE) with
status and possessions after.

To remember the name of the
adventure, MAIN HALL copies
it into the DOS error message
area before running the adven-
ture. This does no harm; and
EXP.UPDATE is able toretrieve
the name when you return. (If
the adventure is restarted from
a SAVEd game, EXP.UPDATE
detects an invalid name and
asks you to reinsert the adven-
ture diskette long enough for it
to read the name.) Finally,
MAIN HALL needs to know
whether it was RUN by an ad-
venture’s MAIN PGM (if you
are alive, it sends you to
EXP.UPDATE) or by either
‘WORLD OF EAMON or
EXP.UPDATE (you stay in the
Main Hall). It can tell by PEEK-
ing at the command buffer. The
“RUN MAIN HALL” commands
in ‘WORLD’ and ‘UPDATE’ have
extra spaces inserted. :

Ofthe other changes, only the
Locker offers benefits which
may not be apparent, especially
to new players. The old MAIN
HALL ownership limit of four
weapons looks okay UNTIL you
consider that 1. Weapons break!
It’s nice to have a good backup;
2. You want to develop skills for
all FIVE weapon types; 3. It is
handy to have some high quali-
ty weapons to carry into an ad-
venture for use by allies you
may acquire; and 4. When
you’ve got your Locker and it’s
full, you are certain to complain
that the eight extra spaces are
not nearly enough! (I settled for
eight to avoid having to scroll
the Lockers display.)

To install the enhanced
Eamon play programs, first
make a §ust in case’ backup of
your “Eamon Master” play dis-
kette. Now, copy the new pro-
grams. The ‘WORLD OF
EAMON and MAIN HALL will
replace versions already there.
EXP.UPDATE uses 21 sectors;
and, for the new .EXP and .LOC
files which will be created, you
should figure on 8 or so sectors
per active character. That’s it.
Veteran Eamoners can look for-
ward to a new dimension of play.
As for newcomers, the Wonder-
ful World of Eamon awaits!
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- The Wonderful World of
Eamon

0 REM THE WONDERFUL WORLD

~ OF EAMON '

1 REM BOOT-UP PROGRAM FOR
EAMON UNIVERSE _

4 REM ORIG. RULES & CORE
PROGRAMS BY DON BROWN

6 REM

7 REM ON-GOING
DEVELOPMENT : TOM
ZUCHOWSKI, E.A.G.

8 REM EAMON ADVENTURER'S
GUILD 7625 HAWKHAVEN DR.
CLEMMONS, NC 27012

9 REM (919) 766-7490

10 REM

11 REM PLAYER INPUTS
CHARACTER NAME AND (IF
EXISTING CHAR) GOES TO
MAIN HALL.

12 REM IF NAME NOT IN

'CHARACTERS' FILE THEN
'NEW CARACTERS' PROGRAM
IS RUN 1ST.

13 REM

14 REM 7/92 MODS BY JEFF
HURLBURT (COMPUTIST
MAGAZINE) 713-645-8680:

15 REM 1- PLAYER CAN
RESTORE DEAD CHAR AT THE
'TEMPLE' .

17 REM 2- PLAYER CAN VIEW
RXPERIENCE RECORDS OF
CHARACTERS VIA THE
'ROSTER"' .

24 REM

25 REM DRAGON PICTURE
SHOWN

26 REM DURING PROGRAM BY

27 REM R.L. PHILLIPS &
FRIENDS

28 REM OF ANN ARBOR, MICH.

29 REM THE BEAUTY IS
GREATLY

30 REM ENJOYED.

31 REM

50 GOTO 100 _

55 PRINT DK$; "OPEN(OCHAR
ACTERS,L150" PRINT
DK$; "READ(CHARACTERS,
RO" INPUT NC: PRINT
RETURN

60 HOME : HTAB INT ((40 -
LEN (Q$)) / 2): PRINT
Q§: FOR I =1 TO 39:
PRINT "_" ;: NEXT I:
PRINT PRINT : RETURN

67 Q% = "ROOVOSOTOEOROOOOF
QOHOEOROOOE(OS" : GOSUB 60

70 GOSUB 55: FOR R = 1 TO
NC: PRINT DK$; "READ(CH
ARACTERS,R" ;R: INPUT A$

72 PRINT "[" ; SPC( R <
10);R; "10" IF A$ =
we PHEN INPUT "" ;AS$:
PRINT "-" ;

73 INPUT "" ;HD,AG,CH:
PRINT AS;

75 HTAB 28: PRINT HD; "{"
;AG; "O" ;CH

77 NEXT R: PRINT DK$
"CLOSE"

78 PRINT INPUT "<CR>0TO¢
EXITOOROH#OTOOVIEWO>>O"
;A$: IF A$ = "" THEN 140

79 QQ = ASC (A$): IF QQ <

49 OR QQ > 57 THEN 140
80 QQ = VAL (A$): IF QQ >
NC THEN 140
81 GOSUB 55:
"READOCHARACTERS, R"
INPUT NAS$: PRINT DK$
"CLOSE" HOME IF NAS
THEN PRINT PRINT
"FIRST, OYOUOMUSTOVISITO
THE(TEMPLE" PRINT "TO¢

PRINT DK$;
7QQ:

RESTORE(OTHISOCHARACTER." .

GOSUB 580: GOTO 67
82 PRINT "THE(ADVENTURES
QOF0" NAS$: PRINT
83 z$ = NAS$ + ".EXP"
84 ONERR GOTO 95
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130 PRINT DK$;

85 PRINT DK$ "UNLOCK" Z$:
PRINT DK$ "OPEN" Z$:
PRINT DK$ "READ" Z$

86 FOR I = 0 TO 8: INPUT
P(I): NEXT I

87 POKE 216,0

88 PRINT "LEVEL:0" ;P(2);

"0000EXPERIENCE: 0" ;P (1):
PRINT FOR I =1 TO 39:
PRINT "_" NEXT I:
PRINT ;

89 POKE 34,6: VTAB 7:QQ
0:g =1

90 FOR I = J TO P(0):0Q =
Q0 + 1: INPUT E$,N%:
PRINT E$; SPC( 31 - LEN
(E$)) ;N%; LEFTS$ (
"OTIMES" ,6 - (N% = 1))

91 IF QQ > 14 THEN 93

92 NEXT I

93 QQ = 0:
"CLOSE"
"O<KKEY>O0" ;:
HTAB 1: PRINT SPC( 9):
PRINT :J =I 4+ 1: IF J <
= P(0) THEN PRINT DK$
"OPEN" 2$: PRINT DK$
"POSITION" Z$ ",R" ;I *
2 + 9: PRINT DK$ "READ"
z$: GOTO 90

94 PRINT POKE 34,0:
98

95 PRINT "THISOCHARACTER
0DOESONOTOYETOHAVE" :
PRINT "ANOADVENTURING
ORECORD . ("

97 GET Q$: PRINT

98 POKE 216,0: PRINT DK$
"CLOSE" GOTO 140

100 TEXT HOME NORMAL

105 PRINT PRINT "EAMON
OADVENTURER' SOGUILD"
PRINT "76250HAWKHAVEN
ODR." PRINT "CLEMMONS,
ONCO27012" PRINT
"(919)766-7490" FOR I
= 1 TO 250: NEXT PRINT

110 DK$ = CHRS (4): PRINT
DK$; "BLOADOEAMON.PIC, .
A$4000" :Z22 = PEEK ( -
16299) + PEEK ( - 16297)
+ PEEK ( - 16302) + PEEK
( - 16304)

120 X = RND (
- PEEK (79))

125 PRINT DK$ "OPEN(SNAPPY
,L64" PRINT DK$ "READ(
SNAPPY,RO" INPUT NS:R
= INT ( RND (1) * NS +
1) : PRINT DK$ "READ({SNAP
PY,R" ;R: INPUT CM$:C1l$
= LEFT$ (CM$,23):C2% =
MIDS$ (CM$,24): PRINT DK$
"CLOSE{SNAPPY"

127 ONERR GOTO 131

"OPEN(OCHAR
ACTERS, L150" PRINT
DK$; "READOCHARACTERS
,RO" INPUT NC:R =1 /
NC: PRINT DK$; "READ(
CHARACTERS, R1" INPUT
A$: PRINT DK$ "CLOSE"
GOTO 135

131 POKE 216,0: PRINT DKS$
"CLOSE" PRINT DK$
"DELETE(CHARACTERS"
PRINT DK$ "OPEN(OCHAR
ACTERS, L150" PRINT DK$
"WRITE(CHARACTERS, RO"
PRINT 1: PRINT DK$
"WRITEOCHARACTERS, R1"

132 PRINT PRINT
"NUGUY92"

133 FOR I =
wiln NEXT I: PRINT
: PRINT "M" PRINT
"200" PRINT "O"
PRINT "O"

134 FOR I = 1 TO 4:
"NONE" PRINT "O"
PRINT "O" PRINT "0,0"

NEXT I: PRINT DK$
"CLOSE"

135 POKE 216,0:

TO 500:I = RND (1):

PRINT DKS$
PRINT
GET Q$:

GOTO

- PEEK (78)

1 TO 12: PRINT

"0"

PRINT

FOR X = 1
IF

PEEK ( - 16384) < 128
THEN NEXT X
137 X = PEER (

TEXT

140 HOME PRINT "000YOU
OAREOINOTHEOOUTEROCHAM
BEROOF(OTHE" PRINT
"HALLOOFQTHEOGUILDOOF({
FREEOADVENTURERS . "

PRINT "MANYOMENOAND(
WOMEN(OARE(OGUZZLING{BEER"

145 PRINT "AND{THERE(IS
0LOUDOSINGINGOANDOLAUGH
TER." PRINT PRINT
"000ONOTHEONORTHOSIDEQOF{
THEOCHAMBER(OIS"

150 PRINT "AOCUBBYHOLE(
WITHOAODESK.(OOVEROTHE(
DESK" PRINT "ISOA0SIGN
OWHICHOSAYSO 'REGISTER
OHERE" _

152 PRINT "OROVISITOTEMPLE
QOFORESTORATION" PRINT

- "OROVIEWOROSTER" PRINT
"OROELSE!'" PRINT

160 PRINT PRINT "DOOYOU?
GOOOVER{OTOOTHE(DESK, 0JOIN
OTHE" PRINT "(00BEER(
DRINKERS, OVISITOTHE(
TEMPLE, OOR" PRINT
"0O0CHECKOOUTOTHEOROSTER
QOFOHEROES?"

190 PRINT PRINT "0O0(HITO
"D'O'B'O'T'OORO'R . ) 00"
;: GET A$: PRINT IF AS
= "D" THEN 220

195 IF A$ = "T" THEN GOSUB
500: PRINT GOTO 140

197 IF AS$ = "R" THEN 67

200 IF A$ < > "B" THEN 140

210 PRINT PRINT PRINT
"000ASOYOUOGOOOVEROTOOTHE
OMEN, 0OYOUOFEEL" PRINT

PRINT "AO0SWORD{BEING(
THRUSTOTHROUGHOYOUR
0BACK" :

215 PRINT : PRINT "ANDOYOU
OHEAROSOMEONE(SAY, ¢ 'YOU
OREALLY" : PRINT PRINT
"MUSTOLEARNOTOOFOLLOW(
DIRECTIONS!'" GOTO 345

217 Q% = "TOHOEOOMOAOIONOO
DOEOSOK" GOSUB 60:
RETURN

220 GOSUB 217: PRINT "YOU
0ARE(GREETEDOHERE(BY(A
0BURLY" : PRINT PRINT
"IRISHMANOWHOOLOOKSOAT(
YOUOWITHOAOSCOWL"

PRINT PRINT "ANDOASKS
0YOU, 0 ' WHAT ' SOYOURONAME
(AR GOTO 235

230 PRINT

235 PRINT PRINT "YOU?
GIVEOHIMOYOURON o
PRINT INPUT "0>>>0"

; NAME $

239 IF NAME$ = "" THEN
GOSUB 217: VTAB 5: PRINT
" ' NOONAME , ONOOGAME . 0YE(
CANNAOBEONOSIN'" PRINT

PRINT "ABOUT{THEOHALL(
NAMELESS ! (COME(OBACK
OWHEN" PRINT PRINT
"YEOBEOREADY(TOOMAKEOA(
BIT0O'{0SENSE.'" GOSUB
580: GOTO 140

240 PRINT IF LEN (NAMES$)
< 2 OR LEFT$ (NAMES$, 1) <
"A" OR LEFTS$ (NAMES$, 1) >
"z" THEN GOSUB 400: GOTO
230 ’

250 IF LEN (NAMES$) > 20
THEN GOSUB 217: PRINT
win NAMES "21'v PRINT

PRINT "00OHEOSCOWLSOAT
0YOUCANDOSAYS, O 'YER"
PRINT PRINT "NAME'S(
TOOVLONGOFEROME(OBOOK . 00T
OCANNA" PRINT PRINT
"USEOMORE(THANOTWENTY
OLETTERS . " PRINT
GOTO 230

260 PRINT "(OOHEOSTARTS(
LOOKINGOTHROUGHOHIS(
BOOK, " PRINT PRINT

- 16368):
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"MUTTERINGOABOUTO" ;C1$:
PRINT PRINT C2$: PRINT

270 GOSUB 55: FOR R =1 TO
NC: PRINT DK$; "READ(
CHARACTERS,R" ;R: INPUT
A$: IF A$ = NAME$ THEN
330

280 NEXT R: PRINT DK$:
PRINT "Q00OHEOEVENTUALLY(
LOOKSOATOYOUOAND(OSAYS, "

PRINT : PRINT "'YER
ONAME ' SONAOINOHERE . OHAVE
0YEOGIVEN" PRINT :
PRINT "ITOTOOMEQOARIGHT
21n PRINT : PRINT
"HOWODOOYOUOANSWER( (HITO
TY'OORO'N ') Q0" ;

290 GET A$: PRINT AS:
PRINT IF A$ = "N" THEN
GOSUB 400: GOTO 230

310 PRINT "OOOHEQOHITSOHIS?
FOREHEAD{AND{SAYS, 0'AH, "

PRINT PRINT "YEOMUST
OBEONEWOHERE ! 00WELL, OWAIT
oJgusT" PRINT PRINT
"AOMINUTEQOANDOI ' LLOBRING(
SOMEONE{OUTOTO" PRINT

PRINT "TAKE(CARE(QOF
OYE. '™ PRINT

320 GOSUB 350: PRINT DK$;
"RUNONEWOCHARACTERS
,86,D1"

330 PRINT DK$: PRINT
PRINT "00OHEQOLOOKSOUP?O
ANDOSAYS, 0 'AH, OHERE(QYE"

PRINT PRINT "BE!(
OWELL, 0GOOANDOHAVE(FUN(
INOTHEOHALL! '™ PRINT

340 GOSUB 350: PRINT DK$;
"RUNOOOMAINOHALL, S6,D1"

344 REM ///END: CLOSE
ADDED

345 PRINT DK$
PRINT END

350 PRINT DK$; "OPENOTHE
0OADVENTURER" PRINT
DK$; "WRITE(OTHEOADVEN
TURER" PRINT NAMES:
PRINT R: PRINT DKS$;
"CLOSE" RETURN

399 REM ///NO NAME ROUTINE

400 GOSUB 217: VTAB 5

410 CNT = CNT + 1: IF CNT
> 1 THEN 450

420 PRINT "OHEOPULLS(OOUT(
AOSWORDOANDOBEGINSOTO"
PRINT "SHARPEN{OIT,(SAY
INGO'YE 'DOBESTOBE(

"CLOSE"

GIVIN'" PRINT "ME(OYER(
NAME(OLADDIE, 0IFOYEOKNOW
OWwoTs" PRINT "GOOD{FER
OYE! 1

430 RETURN

450 IF CNT = 2 THEN PRINT
"I'VE('BOUTOHADOMEOFILLO
O '0YEROSICK" PRINT
"SENSAQ'UMOR! ! " PRINT
"NOWOGIMME(OYERONAME! !
RETURN

460 IF CNT = 3 THEN PRINT
"THEOMANOCUTSOONEQOF{
YOUROFINGERSQOFF! ! "
PRINT "HEQOTHENOEATSOIT!!
tin PRINT "THENOHE(
SAYSO 'ARE(OYEOREADY{OT!
OTALKONOW?" RETURN

470 IF CNT < 13 THEN PRINT
"THEOMANOCUTSOOFF{
ANOTHEROFINGER! ! ! "
PRINT "HEOEATSOTHISOONE
0T00!!"™ : RETURN

480 PRINT "THEOMANOSTARTS{
SLOWLY, ¢ '"WELLOYEOBEO" :
PRINT "OUTTAOFINGERS!'"

PRINT "THEOMANOTHEN(

SPINSOAROUNDOANDORUNS
Oyou" PRINT "THROUGH{
WITHOAQOSPEEDOYOUOHAVE
ONEVER" PRINT "SEEN¢
BEFORE ! 0 (ANDONEVEROWILL
OAGAIN.)" GOTO 345

499 REM THE TEMPLE

500 Q$ = "THE(TEMPLE(QOF{
RESTORATION" GOSUBR 60

505 PRINT "WHOQISOTOOBE
ORESTORED?" PRINT

~



INPUT "0>>0" ;NAS

510 IF NAS = "" OR NAS$ =
"0" THEN 590

530 GOSUB 55: FOR R =
NC: PRINT DK$ "READ(
CHARACTERS,R" ;R: INPUT
N$: INPUT ME$

535 IF N$ = NAS$ THEN PRINT

PRINT N$ "0ISOINOGOOD

OSHAPE!" : PRINT DKS$
"CLOSE" : GOTO 580

540 IF N$ < > "" THEN 555

550 IF MES$ = MIDS$ (NAS,2)
THEN 560

555 NEXT R: GOTO 570

560 PRINT DK$ "WRITE(
CHARACTERS,R" ;R: PRINT
NAS$: PRINT DK$ "CLOSE"

1 TO

PRINT PRINT "OKAY, 0"
;NAS; "OISORESTORED!"
GOTO 580

570 PRINT "IOCAN'TOFIND
OANYODEADO" ;NAS$: PRINT
DK$ "CLOSE"

580 PRINT PRINT "<KEY>{"
;: GET Q$: PRINT Q$

590 RETURN

Checksums
0-$92CC  86-SAE33  235-$BC93
1-SDB99  87-SEF54  239-$A457
4-$8756  88-$3639  240-$E971
6-$9CE1 89-SDF9B  250-$E70C
7-$2AFA  90-$6282  260-S$COAF
8-SDOBB  91-$4C59  270-$D082
9-$4029 92-S0E8B  280-$E968
10-$17DA  93-$DDC7  290-$152F
11-$9535 94-$CAAC  310-SFEB2
12-$CB6C  95-$704C  320-$DE26
13-S03FA  97-$COD1  330-$6EE6
14-$8039 98-$51C4  340-$9A60
15-$5232  100-$097E  344-SE076
17-$9D8D  105-$2E40  345-$97A8
24-$8316  110-$CD05  350-$E475
25-$8144  120-SF060  399-$SOCIF
26-$86ED  125-SE482  400-$4CE3
27-$B6A6  127-$D003  410-$0CD7
28-$4CCD  130-$699C  420-$837F
29-$5E0B  131-S08EF  430-$9023
30-$1DDA  132-$7654  450-$354C
31-$9535  133-500D8  460-$65EA
50-$52D6  134-$BE80  470-$7D68
55-$4B64  135-$7800  480-$DOE3
60-54180  137-$4869  499-$9211
67-52BED  140-$351F  500-$E351
70-$30BA  145-$6214  505-$B2FB
72-$BFE3 - 150-SB068  510-$653C
73-$5BC6  152-$D9E3  530-$282A
75-$BOAA  160-$14B1  535-$6775
77-SDC8A  190-$43RA  540-$DC11
78-$271B  195-$1B5D  550-$25CC
79-$5E26  197-$B401  555-$4618
80-$24AF  200-$D3FF  560-$5E6F
81-SABBS  210-$SAAF4  570-$D39B
82-$739E  215-$1DB0  580-$DCBD
83-$70FE  217-$4AD1  590-$2537
84-$82A7  220-$8950 :
85-STE2B  230-$7A6F
Main Hall

0 REM

1 REM MAIN HALL (BUY STUFF
& GO ON ADVENTURES)
ORIG. BY DONALD BROWN

-2 REM

3 REM REV. 9/92: ADDS
LOCKER/ IMPROVED CHAR
STATS DISPLAYS/
EXPERIENCE

4 REM BY JEFF HURLBURT
(COMPUTIST MAGAZINE)
713-645-8680

5 REM 8000 SUB: Q9=1 MEANS

HALL RUN FROM AN

ADVENTURE

GOSUB 8000

8 PRINT CHRS (4)
"MAXFILESO3"

9 TEXT : HOME
SPEED= 255

~

: NORMAL

115 PRINT

10 DK$ =

CHRS$ (4) :U$ =

Editors note: “Inline #10, U$
contains 39 underlines.

16 VTAB 5: PRINT "EAMONY{
ADVENTURER' SOGUILD"
PRINT "76250HAWKHAVEN
ODR." : PRINT "CLEMMONS,
ONC027012"

17 DIM SA%(5),WAS%(6), WNS$
(6) ,WTS$(6),WO%(6),WD%(6)
/WS% (6),LNS$ (8),LT%(8),
LO%(8),LD%(8),LS%(8)

20 ONERR GOTO 7000

30 PRINT DK$; "OPEN(OTHE(
ADVENTURER" PRINT DK$;
"READOTHE(ADVENTURER"
INPUT NAMES$: INPUT REC:
PRINT DK$; "CLOSE"

35 IF Q9 = 1 THEN PRINT
DK$ "RUNEXP .UPDATE"

END :

37 ONERR GOTO 49

38 Q% = NAMES$ + " .EXP"
PRINT DK$ "OPEN" Q$:
PRINT DK$ "READ" Q$:
INPUT XN,XE,XL: PRINT
DK$ "CLOSE"

40 REM OLD ONERR GOTO100

42 Q$ = NAMES$ + " .LOC"
PRINT DK$ "OPEN" Q$:
PRINT DK$. "READ" Q$: FOR
I =1 TO 8: INPUT LNS$(I)
,LT%(I), LO% (I),LD%(I)
,LS%$(I): NEXT I:LQ =1

49 PRINT DK$ "CLOSE"

50 PRINT DK$; "OPEN(CHAR
ACTERS,L150" PRINT
DK$; "READOCHARACTERS,R"
;REC: INPUT NAMES$: INPUT

_ HD,AG,CH: FOR X = 1 TO
4: INPUT SA%(X): NEXT
FOR X = 1 TO 5: INPUT
WA% (X) : NEXT INPUT AE

60 INPUT SEXS$

70 INPUT GOLD, BANK: INPUT
AC: FOR W =1 TO 4:
INPUT WNAMES (W), WTYPES$
(W) , WODDS$% (W) , WDICES (W)

,WSIDES% (W) : NEXT W:
PRINT DK$; "CLOSE"

73 FOR I = 1 TO 4: IF
WN$ (I) = "" THEN WN$ =
"NONE"

75 IF WN$(I) = "NONE" THEN
WO (I) = 0:WDS$(I) =
0:WS%(I) = 0

77 NEXT I

80 DEF FN P (X) =
RTIO + .5)

90 POKE 216,0

100 HOME :Q = FRE (0)

102 HTAB 9: PRINT "TOHOE(
OMOAQIONOOHOAOLOL ™ FOR
I =1TO 39: PRINT "_"
;: NEXT I: PRINT PRINT

105 PRINT "ASOYOUOWANDER(
ABOUTOTHE(OHALL, 0YOU"
PRINT "REALI%EOYOUOCAN
ODOOONEQOFOSEVENOTHINGS : "

PRINT : PRINT "01.00GO
QONOANOADVENTURE . " :
PRINT PRINT "02.00VIS
ITOTHEOWEAPONOSHOPOFOR
OARMS . "

110 PRINT PRINT "03.¢
OHIREOAOWIZARDOTOOTEACH
0YOUOSPELLS . " PRINT
PRINT "04.00FINDOTHE(
BANKER(OTOODEPOSITOOR"
PRINT "00000OWITHDRAW
0SOME{GOLD . " PRINT
PRINT "05.00EXAMINE(
YOURCABILITIES."

PRINT "06.00GO
0TOOTHEOADVENTURERS '{
LOCKERS . " PRINT
PRINT "07.00TEMPORARILY
OLEAVEOTHEOUNIVERSE."

120 PRINT PRINT PRINT
" (HITOTHEOKEYOFOROYOUR
OCHOICE, 01-7)"

INT (X *

130 GET A$:CMD = VAL (AS$):
IF CMD < 1 OR CMD >
THEN 130 '

140 PRINT CMD: PRINT ON
CMD GOTO 1000,2000,3000,
4000,5000,5500,6000

200 PRINT NAMES$

202 PRINT HD: PRINT AG:
PRINT CH: FOR X = 1 TO
4: PRINT SA%(X): NEXT

FOR X = 1 TO 5: PRINT
WA% (X) : NEXT : PRINT AE:
PRINT SEX$

210 PRINT GOLD: PRINT
BANK: PRINT AC: FOR W =
1 TO 4: PRINT WNAMES (W) :
PRINT WTYPES$ (W) : PRINT
WOODS% (W) : PRINT
WDICES (W) : PRINT
WSIDESS% (W) : NEXT W

220 RETURN v

300 IF LQ THEN Q$ = NAMES$
+ ".LoC" PRINT DKS$
"OPEN" Q$: PRINT DKS$
"WRITE" Q$: FOR I = 1 TO
8: PRINT LN$(I): PRINT

LT%(I): PRINT LO%(I):
PRINT LD%$(I): PRINT
LS%(I): NEXT I: PRINT
DK$ "CLOSE"

310 RETURN

1000 HOME :Q = LEN (NAMES)
1003 PRINT DK$; "OPEN¢
CHARACTERS, L150" : PRINT

DK$; "WRITE(OCHARACTERS
,R" ;REC: PRINT PRINT
RIGHTS$ (NAMES$,Q - 1):
GOSUB 202: PRINT DK$;
"CLOSE"

1005 Q$ = NAMES + ".PRE"

PRINT DK$ "OPEN" Q§$:
PRINT DK$ "WRITE" Q%:
GOSUB 200: PRINT DK$
"CLOSE" Q$

1007 GOSUB 300

1010 HOME : VTAB 5: PRINT
"INSERT{ODISKETTE(WITH(
ADVENTURE( (OROKEEP"
PRINT PRINT "THISODISK
ETTEOFOROBEGINNERS{CAVE)
OIN" PRINT PRINT
"DISKODRIVE(OINOSLOTOSIX,
ODRIVEOONE(THEN" PRINT

PRINT "HITO'C'"

PRINT : PRINT : PRINT
PRINT "00000" ;: POKE -
16368,0

1020 GET AS:
THEN 1020

1030 PRINT

1040 PRINT DK$;
EAMON .NAME"
"READOEAMON .NAME" :
INPUT ADNAMES$: PRINT

IF A$ < > "C"

"OPENY{
PRINT DKS$;

DK$; "CLOSE"

1045 GOSUB 8100

1047 HOME : FOR I = 1 TO
12:J = 25 - I: VTAB I:

PRINT U$: VTAB J: PRINT
U$: NEXT I: FOR I = 12
TO 1 STEP - 1:J = 25 -
I: VTAB I: PRINT SPC(
40) : VTAB J: PRINT SPC(
40) : NEXT I

1050 VTAB 10: PRINT "YOU?
ARE(QABOUT(OTOOADVENTURE
QIN" PRINT INVERSE
PRINT ADNAMES$: NORMAL
PRINT PRINT

1060 PRINT DK$; "OPEN(
FRESHOMEAT" PRINT DKS$;
"WRITEOFRESHOMEAT"
PRINT REC: GOSUB 200:

PRINT DK$; "CLOSE™
PRINT DK$; "RUNO"
; ADNAMES$

1920 FOR W2 = ZW TO
4 :WN$ (W2) = WNS (W2 +
1) :WT$ (W2) = WT$ (W2 +
1) :WO% (W2) = WOS% (W2 +
1) :WD% (W2) = WD% (W2 +
1) :WS% (W2) = WSS (W2 +
1) : NEXT W2:WNS$(4) =
"NONE" RETURN

1940 HOME HTAB 4: PRINT

"10GOM00 ' 0SOOLOOOCOKOED

Readers Data Exchange

ROS, 00IONOC . ™

1941 PRINT U$: GOSUB
5060: W = 0: FOR I =
4:W =W + WNS(I) =
"NONE" NEXT I: PRINT :
IF LQ < 1 THEN GOSUB
5008: PRINT GOTO 1944

1942 X = 0: PRINT
"INOSTORAGE----" : FOR I
=1 TO 8:X = X + LN$(I)
= "NONE" :Q = ABS
(LO%(I)): PRINT LNS$(I);:

1 TO

HTAB (24 - (LOS$(I) < 0)
+ (Q < 10) + (Q < 100)):
PRINT LOS(I); "$0000"
;LDS(I); "ODO" ;LS$(I):
NEXT I: PRINT

1944 RETURN

1945 FOR I = 1 TO 4: IF Q$

< > WN$(I) THEN NEXT I
1946 RETURN
1947 FOR I = 1 TO 8: IF Q$
< > LN$(I) THEN NEXT I
1948 RETURN
1950 HOME HTAB 10:
"TOHOEQOBOAONOKOEORY
PRINT U$: GOSUB 5008:

PRINT

PRINT PRINT RETURN
1970 HOME HTAB 10: PRINT
"TOHOECOWOIOZOAOROD "
PRINT US$: GOSUB 5008:
GOSUB 5010: PRINT
PRINT RETURN
1990 HOME HTAB 9: PRINT

"WOEQOAOPQOONOOSOHOOOP ™
PRINT US$: GOSUB 5040:

. PRINT : GOSUB 5008:
PRINT : RETURN

1998 PRINT : PRINT
"<KEY>0" ;: GET Q%:
PRINT Q$: RETURN

1999 GOSUB 1998: PRINT
GOTO 100

2000 GOSUB 1990: GOTO 2005

2002 GOSUB 1998: PRINT

2003 GOSUB 1990: GOTO 2015

2005 PRINT "ASOYOUOENTER(
THEOWEAPON{OSHOP, OMARCOS"
PRINT "CAVIELLIO (THE(
OWNER) 0COME S 0FROMOOUTO
OF™ PRINT "THE(OBACK(
ROOMOAND{OSAYS, ¢ '"WELL,
oasoI"

2010 PRINT "LIVEQAND(
BREATH, 0IFO0ITOISN'TOMYO
OLDOPAL" PRINT NAMES$
wyn PRINT

2015 PRINT "SO, ¢YOUOWANT
0TOOBUYOAOWEAPON, 0SELL"
PRINT "AOWEAPON, OOR{OGET
0SOME{BETTER(ARMOUR?"

2017 PRINT PRINT " (HIT
0SPCOTOOEXITOOROB, 0S, ¢

A) 0"

2020 C2 = CH + INT (11 *
RND (1) - 5):C2 = C2 +
(C2 = 0) :RTIO = 10 / C2

2030 GET A$: PRINT A$: FOR
TR = 1 TO 3: IF A$ < >
MID$ ( "BSA" ,TR,1) THEN

NEXT TR: GOSUB 1990: ON
1 + INT ( RND (1) * 1.9)
+ (GOLD < 300) GOTO
2210,2289,2113

2040 PRINT : ON TR GOTO
'2050,2220,2490

2050 IF WNS$(4) < > "NONE"
THEN GOSUB 1990: PRINT
"MARCOS(SMILESOATOYOU(
AND{SAYS, 0 'THATSA"
PRINT "GOOD, 0BUTOFIRST
0YOUOGOTTAOSELLOMEOA"
PRINT "WEAPON.OYOU(
KNOWOTHE(LAW--NOOMORE
OTHAN" PRINT "FOUR(
WEAPONSOPEROPERSON! '"
PRINT GOTO 2002

2060 GOSUB 1990: PRINT
"MARCOS{SMILESOATOYOU
0ANDOSAYS,0'GOOD . "
PRINT "IOGOTTAOTHE(OBEST.
0YOUOWANTAOAXE, 0BOW, "
PRINT "MACE, 0SPEAR, 0

OR{OSWORD?" PRINT

GOSUB 2650: IF A$ = "X"

THEN 2003 :
COMPUTIST #89



2070 GOSUB 1990: PRINT
"MARCOS{SAYS, 0 '"WELL, 010
JUSTOHAPPENOTO" : PRINT
"HAVEQOTHREEO" ;N$; "SOIN
, OOFOVARYING" PRINT
"QUALITY.0I'VEOGOTOAQ

- 'VERYOGOOD{OONE(OFOR" . :
PRINT FN P(2 * BP);
; OAOFAIROONEQFORO" ;
P(BP); "OGP,"

2080 PRINT "ANDOAOKINDAO
SHABBY(ONEOFOR(" ; FN
P(BP / 2): PRINT
"WHICHODOOYOUOWANT? '™
PRINT PRINT " (HITOTHE
ORKEY, 0GOFOOROP) 000"

2090 GET A$: PRINT A$: FOR
Q =1 T0O 3: IF AS$ < >
MID$ ( "GFP" ,Q,1l) THEN
NEXT GOTO 2287

2100 P = BP + BP * (Q = 1)
- BP / 2 * (Q = 3):P =
FN P (P)

2110 IF P < =
2120 :

2111 GOSUB 1990: PRINT
"MARCOS{SHAKESOAOFINGER?
ATOYOUQAND(SAYS, "

PRINT " 'YOU{SHOULDN'T(
PLAY0TRICKSOONOANOOLD"
PRINT "FRIEND!'" PRINT

2113 PRINT " 'COME{BACK(
WHEN{OYOUOGOTTAOMORE" :
PRINT "GOLD{OR(OYOUOWANT
OSOMETHING(YOU(CAN"
PRINT "AFFORD. '0MARCOS
OWAVESOASOYOUOLEAVE . "
GOTO 1999

2120 FOR W =1 TO 4: IF
WNS$ (W) = N$ THEN N$ = N$
+ M GOTO 2120

2130 NEXT W: FOR W = 1 TO
4: IF WNS(W) < > "NONE"
THEN NEXT

2140 WNS$ (W)
TP : WO% (W)
Q) :WD% (W) =
= SIDES:GOLD = GOLD - P

2150 GOSUB 1990: PRINT
"MARCOSOHANDS{YOUOYOUR(

"0Gp
FN

GOLD THEN

N$:WTR (W) =
10 * (2 -
DICE:WS% (W)

WEAPONOANDOTAKES"
PRINT "THE(PRICE(FROM(
YOU." PRINT

2160 GOSUB 1998
2170 GOSUB 1990: PRINT
"HEONOWOASKSOYOU, ¢ 'NOW(
HOWOABOUT(OSOME™" PRINT
"ARMOUR? '" PRINT
PRINT " (HITOYOORON) Q000"
2180 GET A$: PRINT A$: IF
A$ = "N" THEN PRINT ON
1 + SH GOTO 2580,2210
2190 IF AS$ = "Y" THEN 2490
2200 GOTO 2003
2210 PRINT "MARCOS(OSMILES{
AND(OSAYS, 0 'COME{BACK"
PRINT "AGAIN(OSOON! 'QAS
OHEQSHOOSOYOUQOUTOOFOHIS"
PRINT "SHOP." PRINT
GOTO 1999
2220 GOSUB 1990: PRINT
"MARCOSOASKS{YOU, ¢ ' 180

THISOWEAPON(OYOU" PRINT
"WANTOTOOSELLOMECAQSTAN
DARD(WEAPONOLIKE"
PRINT "IOSELL?00(HITO'Y!
QORO'N') 00" ;

2230 GET A$: IF A$ = "yv
THEN 2350

2240 IF AS$ < > "N" THEN
2003

2250 PRINT A$: PRINT :P =
INT (50 / RTIO + .5):
PRINT "MARCOS{SAYS, Q'
THENOIOCANOONLY{OGIVE(OYOU"

PRINT P; "(0GOLDOPIECES

OFOR(OIT, OTAKEQCITOOR"
PRINT "LEAVE{QIT!'"
PRINT : PRINT " (HITOTO
OROL) 000"

2260 GET A$: PRINT AS:
A$ < > "T" THEN 2003

2280 PRINT GOSUB 1990:
PRINT "MARCOS{SAYS,{'OK
AY, OWHAT 'VEOYOUOGOT?"
PRINT INPUT

IF

COMPUTIST #89

" (WEAPONONAME) 0" ;W$: IF
W$ = " THEN 2287

2283 FOR W = 1 TO 4: IF
WN$ (W) < > WS THEN NEXT

PRINT PRINT "MARCOS
OFROWNSOATOYOUOAND(OSAYS,
¢ryou" PRINT "CAN'TY
SELLOAOWEAPONOYOU(ODON'T
QOWN! '™ GOTO 2002

2285 IF W$ < > "NONE" THEN
2290

2287 GOSUB 1990: PRINT
"MARCOS({SAYS, 0 ' IOTHINK(
YOUOAREOWASTINGOMYO
TIME!"

2289 PRINT PRINT "MARCOS
0SHOOSOYOUQOUTOOFOHIS
0STORE . " GOTO 1999

2290 L = 5 * ( LEFTS (W$,5)
= "SWORD" OR LEFTS$ (W$,5)
= "SPEAR") + 4 * ( LEFTS

(W$,4) = "MACE" ) + 3 *
( LEFT$ (W$,3) = "BOW"
OR LEFT$ (W$,3) = "AXE"

): IF L = 0 THEN 2300
2292 GOSUB 1990:N$ = LEFTS
(W$,L): PRINT "MARCOS?
FROWNSOATOYOUOAND(OSAYS, "

PRINT : PRINT "'THISO"

N$ "0ISOAOWEAPONOLIKE(I
0SELL, " PRINT
"REMEMBER! '"
1998: GOTO 2420

2300 PRINT :GOLD = GOLD +
P:2W = W: GOSUB 1920

2303 GOSUB 1990: PRINT
"MARCOS{GIVES{OYOUOYOUR
OMONEYOAND{OTAKES"
PRINT "YOUR(OWEAPON."
GOSUB 1998

2310 GOSUB 1990: PRINT
"MARCOS{ASKS(OYOU, ¢ ' HOWO
ABOUT{BUYINGOA" PRINT
"WEAPON? '™ PRINT
PRINT " (HITOYOORON) 000"

2320 GET A$: PRINT A$: IF
A$ = "Y" THEN PRINT
GOTO 2050

2340 PRINT GOTO 2170

2350 GOSUB 1990: PRINT
"MARCOS{ASKS, 0 'WELL,
OWHATOWEAPONOYOU™
PRINT "WANTAQORETURN?"
PRINT : GOSUB 2650:
PRINT IF A$ = "X" THEN
2003

2360 W2 = W: FOR W = 1 TO
4: IF LEFTS$ (WN$ (W), LEN
(N$)) < > N$§ THEN NEXT
PRINT "MARCOS{LAUGHS¢
ANDOSAYS, 0 ' YOUONEVER"
PRINT "BOUGHTOONE(FROM(
ME, OREMEMBER? ' " PRINT

GOTO 2002

2370 BP = BP + BP * (WO%(T
) > 5)- BP/2 * (WOS%(T )
<- 5):P = INT (BP/RTIO +
.5): IF P > BP / 4 THEN
P = INT (BP / 4 + .5)

2380 GOSUB 1990: PRINT
"MARCOSOEXAMINES(OYOURO"
N$ "OAND"™ PRINT "SAYS,
0 'LOOKSAOLIRE(YOU'VE(

GOSUB

DINGED{'ER" PRINT
"AOBIT.QIOCANOOFFERO" ;P;
"0GOLDOPIECES.'" PRINT

2381 PRINT " 'TAKE(ITOOR
QLEAVE(QIT.'" PRINT
PRINT " (HITOTOOROL) 00"

2390 GET A$: IF A$ < > "T"

THEN 2003
2410 PRINT GOTO 2300
2420 PRINT FOR X =1 TO

4: IF MIDS$ ( "ABMS"
+X,1) = LEFT$ (W$,1)
THEN ON X GOTO
2440,2450,2460,2470
2430 NEXT X
2440 BP 25: GOTO 2370

2490 A2 = INT (AC / 2):SH
= AC - A2 * 2:Bl1 = 25 *
(A2 = 1) + 60 * (A2 = 2)
+ 100 * (A2 = 3):TI =
INT (Bl / RTIO + .5)

2495 GOSUB 1990: PRINT
"MARCOS{TAKESOYOUOTOOTHE(
ARMOUR(OSECTION" PRINT
"OF0HISOSHOPOAND(OSHOWS
0YOUQSUITSOOF" PRINT
"LEATHEROARMOUR, OCHAIN(
ARMOUR, OANDOPLATE . "
GOSUB 1998: IF TI > Bl *
2 THEN TI = Bl * 2

2500 GOSUB 1990: PRINT
"HEQSAYS, 0 'I0CANOPUTOYOU?
INOANYOOFQTHESE" PRINT
"VERY(OCHEAPLY.(00IONEEDO"
; FN P(100); "0GOLD"
PRINT "PIECESOFOR(THE
OLEATHER, 0" ; FN P (250);
"OFOR" PRINT "THE(OCHA
IN, 0ANDO" ; FN P(500);
"OFOROTHEOPLATE .": PRINT

2510 IF TI THEN PRINT

"ALSO, 0IOCANOGIVEOYOUOAD |

TRADE-INOONOYOUR"
PRINT "OLDOARMOURQOF{"
;TI; "OGOLDOPIECES."
PRINT

2520 PRINT "WELL, OWHAT(
WILLOITOBE?'" PRINT :
PRINT " (HITOSPCOOROL,
0c,op) 0" ; ,

2530 GET A$: PRINT A$: FOR
A=1TO 4: IF AS$ < >
MIDS$ ( "NLCP" ,A,1l) THEN
NEXT ON 1 + (SH > 0)
GOTO 2580,2003

2540 PRINT IF A =
2570

2550 P =

1 THEN

FN P(100 * (A =
2) + 250 * (A = 3) + 500
* (A = 4)) - TI: IF P >
GOLD THEN GOSUB 1990:
PRINT "MARCOS{OFROWNS(
WHENOHE(SEESOTHATOYOUODO"
PRINT "NOT(HAVE(QENOU
GHTOTOOPAYOFOROYOUR"
PRINT "ARMOUROANDOSAYS, ¢
'IODON'TOGIVEOCREDIT! '™

PRINT GOTO 2570
2560 GOLD = GOLD - P:A2 =
A - 1:AC = A2 * 2 + SH:
GOSUB 1990: PRINT "MARC

OSOTAKES(OYOUROOLDOARMOUR
0ANDOYOUR™ PRINT "GOLD
OANDOHELPSOYOUOINTOOYOUR

ONEW" PRINT "ARMOUR."
2570 GOSUB 1998: IF SH
THEN 2003
2580 GOSUB 1990: PRINT

"MARCOSOSMILESOAND(OSAYS,
0 ' NOWOHOWOABOUT" PRINT
"AOSHIELD?00I0CANOLET{YOU

OHAVEQONEOFOR" PRINT .
"ONLY(O" ; FN P (50); "0GO
LDOPIECES!'" PRINT
PRINT " (HITOYOORON) "
2590 GET A$: PRINT A$: IF
A$ = "N" THEN PRINT ON

1 + INT ( RND (1) * 1.9)
GOTO 2289,2210

2600 IF AS$ < > "Y" THEN
2003

2610 PRINT A$: PRINT
GOLD < FN P (50) THEN
GOSUB 1990: PRINT "WHEN
OHEOSEESOTHATOYOUODOONOT
OHAVE" PRINT "ENOUGH{
GOLD{OTOOBUYOTHE(SHIELD, ¢
MARCOS" PRINT "FROWNS
OANDOSAYS, 0'I'MOSORRY, ¢

IF

BUTOI" : PRINT "DON'T({
GIVEOCREDIT!'" : PRINT
GOTO 2113

2620 GOLD = GOLD - FN
P(50) :SH = 1:AC = A2 * 2

+ SH: GOSUB 1990: PRINT

2450 BP = 40: GOTO 2370 "MARCOS{OTAKES{YOUROGOLD{
2460 BP = 20: GOTO 2370 ANDOGIVESOYOU™ PRINT
2470 IF MID$ (W$,2,1) = "AQSHIELD." GOTO 2003
"pP" THEN BP = 25: GOTO 2640 END
2370 - 2650 PRINT " (HITOTHE(OKEY
2480 BP = 50: GOTO 2370 (S),0A0BOMOSPOOROSW) OO
Readers Data Exchange

2660 GET AS$: FOR W = 1.TO
4: IF A$ < > MIDS (
"ABMS" ,W,1) THEN NEXT
W: GOTO 2755

2670 ON W GOTO 2680,2690
,2700,2710

2680 PRINT "AXE" :BP =
25:N§ = "AXE" :TP =
1:SIDE = 6: GOTO 2750

2690 PRINT "BOW" :BP =
40:N$ = "BOW" :TP =
2:SIDE = 6: GOTO 2750

2700 PRINT "MACE" :BP =
20:N$ = “"MACE" :TP =
3:SIDE = 4: GOTO 2750

2710 PRINT AS;:

2720 GET A$: IF AS$ = "p"
THEN PRINT "PEAR" :BP
25:TP = 4:SIDE = 5:N$
"SPEAR" GOTO 2750

2730 IF A$ < > "W" THEN
2755

2740 PRINT "WORD"
50:N$ = "SWORD"
5:SIDE = 8

2750 DICE = 1: RETURN

2755 A$ = "X" PRINT
RETURN

2760 END

3000 GOSUB

3002 PRINT

3003 GOSUB 1970: GOTO 3015

3005 PRINT "AFTEROAQOFEW(
MINUTESODILIGENT(SEARCH
ING, " PRINT "YOUOFINDO
HOKAS{OTOKAS, 0THEQOLD?
MAGE . QHE" PRINT "LOOKS
OATOYOUOANDOSAYS, 0 'SO0YOU

:BP =
TP =

AS:

1970: GOTO 3005
GOSUB 1998

OWANTOOLD" PRINT "TOK
EYOTOOTEACHOYOUOSOME(
MAGIC, OHEHOHEH?"

3010 PRINT "WELL,{IT'LL
0COSTOYOU.O" ;

3015 PRINT "TODAYOMY(OFEES
QARE:" :C2 = CH + INT
(11 * RND (1) - 5):C2 =
C2 + (C2 = 0):RTIO = 10
/ c2 .

3020 PRINT "000BLASTOO"

FN P(3000); "GP" PRINT
"OOOHEALOOO" ; FN P (1000)
"GPp" PRINT "000SPEED
(2l FN P(5000); "GP" :
PRINT "000POWERQO" ; FN
P(100); "GP" PRINT

3030 PRINT "WELL, OWHICHO
WILLOITOBE?'" PRINT
PRINT " (SPCOTOOLEAVEOOR(
PICKOB, 0H,0s,0P) 0" ;

3040 GET A$: FOR SP = 1 TO
4: IF AS$ < > MIDS (

"BHSP" ,SP,1) THEN NEXT
: PRINT : GOTO 3200

3050 ON SP GOTO 3060,3070
,3080,3090

3060 AS$ = "BLAST" PRINT
A$:P = FN P(3000) : GOTO
3100

3070 A$ = "HEAL" PRINT
A$:P = FN P(1000): GOTO
3100

3080 A$ = “SPEED" PRINT
A$:P = FN P(5000): GOTO
3100

3090 A$ = "POWER" PRINT
A$:P = FN P(100)

3100 PRINT IF P > GOLD

THEN GOSUB 1970: PRINT
"WHENOHOKAS(OSEESOTHAT(
YOUODON'TOHAVE" : PRINT
"ENOUGHOTOOPAYOHIM, OHEQ
STALKSOTOOTHE" PRINT
"BAR, OMUTTERING{ABOUT(
YOUNGSTERSOWHO" PRINT
"SHOULD{BE{QTURNED{OINTOO

. FROGS." GOTO 1999

3110 IF SA%(SP) < = 0 THEN
3120

3113 GOSUB 1970: PRINT
"HOKAS(OSAYS, 0 ' I0OUGHTY
TOOTAKE(YOUR" PRINT
"GOLDOANYWAY, OBUTOHAVE
N'TOYOUOFORGOTTEN"
PRINT "SOMETHING?{0I¢
ALREADY{TAUGHTOYOUO" AS



3114 IF CH > RND (1) * 28
THEN 3002

3115 PRINT PRINT "SHAK
INGOHISOHEADOSADLY, OHEQ
RETURNS{OTO" PRINT
"THEOBAR." GOTO 1999

3120 GOLD = GOLD -

P:SA% (SP) = INT (50 *
RND (1) + 26): GOSUB

1970: PRINT "HOKASOTEACH
ESOYOUOYOUR(OSPELL, 0TAKE
S" : PRINT "HISOFEE, 0AND
ORETURNSOTOOHISOSTOOLO

~ ON" PRINT "THE(BAR."

3125 PRINT "ASOYOUOWALK(
AWAYOYOUOHEAROHIM"

PRINT "ORDER(CAODOUBLE
ODRAGON(OBLOMB . " GOTO
1999

3200 GOSUB 1970: PRINT
"ASOYOUOLEAVE, 0YOUOHEAR(
HOKASOMUTTERING" PRINT
"ABOUTOCHEAP SKATE(ADVENT
URERSOALWAYS" PRINT
"WANTINGOSOMETHINGOFOR
ONOTHING." GOTO 1999

4000 GOSUB 1950: GOTO 4005

4002 PRINT GOSUB 1998

4003 GOSUB 1950: GOTO 4015

4005 PRINT "YOUOHAVEONOOTR
OUBLE{SPOTTING{SHYLOCK"

PRINT "MCFENNEY, 0THE(
LOCALOBANKER, ODUEOTOOHIS
" :PRINT "LARGE(BELLY."

4007 PRINT PRINT "YOU{
ATTRACTOHISOATTENTION
, OAND" PRINT "HEOCOM
ESOOVER(OTOOYOUOANDOSAYS : "

PRINT

4010 PRINT NAMES$ ",OMYODE
ARO" MID$ ( "GIRLBOY"
; (SEX$ = "M" ) * 4 +
1,4); »," PRINT "THIS
0ISOAOGENUINEOPLEASURE!"

4015 PRINT "DOOYOUOWISHOTO
OMAKEQOAODEPOSIT(!){OR, "

PRINT . "PERHAPS, 0AO0TINY
OWITHDRAWAL? '0 (SPC/D/
w) 0" ;

4030 GET A$: PRINT AS$: IF
A$ = "D" THEN PRINT
GOTO 4090

4040 IF A$ < > "W" THEN
100

4045 IF BANK < 1 THEN

* PRINT "HA'!'0GOOD{TRY, ("

NAMES$ "." PRINT
"UNFORTUNATELY, 0YOUR
OACCOUNT" PRINT
"BALANCEQISOZERO!" :
GOTO 4002

4050 PRINT PRINT

"SHYLOCK(0SAYS, 0 'WELL, ¢
YOUQHAVE(O" ;BANK: PRINT
"GOLD{PIECES{STORED{
WITHOME . OHOWOMANYODO"
INPUT "YOUOWANTOTOO
TAKEOBACK? '0>>0" ;AS$

4053 IF A$ = "" THEN 4003

4055 MNY = ABS ( INT ( VAL
(A$))): IF MNY < = BANK
THEN 4080

4070 GOSUB 1950: PRINT
MNY; "!!10(GASP)"
PRINT PRINT
"THEOBANKEROTHROWS(YOU
OAOTERRIBLE(GLANCE"
PRINT "AND({SAYS,{'THAT'S
OMORE(THAN(OYOU 'VEOGOT! "

4075 IF CH > 28 * RND (1)
THEN 4002

4078 PRINT "YOUOKNOW(QIO
DON'TOMAKE{OLOANS{TO
OYOUR" PRINT "KIND! '00
WITHOTHATOHEOLOSESOHIM

SELFQIN" PRINT "THE(
CROWD . " GOTO 1999
4080 GOLD = GOLD +
MNY:BANK = BANK - MNY:
GOSUB 1950: PRINT "THE(

BANKEROHANDSOYOUOYOURY
GOLD{OAND" PRINT "SAYS,
O'THATOLEAVESOYOUOWITHO"
;BANK: PRINT "PIECES{INO
MYOCARE. '00HEOSHAKES
OYOUR" PRINT

10

"HANDOANDOWALKSOAWAY . "
GOTO 1999

4090 GOSUB 1950: PRINT
"SHYLOCK(GETSOAOWIDE(
GRINOONOHISOFACE"
PRINT "AND(OSAYS, 0'EXCEL
LENT ! 0OHOWOMUCH{DOOYOU"

INPUT "WANTOTOODEPOSIT?
10>>0" ;AS ,

4095 IF A$ = "" THEN 4003

4097 MNY = ABS ( INT ( VAL
(A$))): IF MNY < = GOLD
THEN 4120

4110 GOSUB 1950: PRINT
"THEOBANKER(OISOVERY(
PLEASEDOWHEN({YOU"

PRINT "TELLOHIMOTHE(OSUM,
OBUTOWHENOHE(DISCOVERS"
PRINT "THATOYOUODON'T(
HAVEOTHATOMUCHOONOYOU, "
4112 IF CH > 28 * RND (1)
OR GOLD > 2999 THEN
PRINT "HEQHELPFULLYY{
SUGGESTS{YOUOSETTLE(FOR"

PRINT "A(0'MODEST'{DEP
OSITOOFO" ;GOLD; ™." :
GOTO 4002

4113 PRINT "HE(WALKSOAWAY,
0SHOUT INGOABOUT{FOOLS"
PRINT "WHOOPLAY(TRICKS{
ON{ 'KNIDLYOBANKERS' ."
GOTO 1999

4120 GOLD = GOLD - MNY:
BANK = BANK + MNY: GOSUB
1950: PRINT "SHYLOCK{TAK
ESOYOUROMONEY, 0PUTSOIT
QOIN" PRINT "HISOBAG,
OLISTENSOTOOITOJINGLE,
OTHEN" PRINT "THANKS
0YOUOANDOWALKSOAWAY . "
GOTO 1999

5000 GOSUB 5004: GOSUB
5010: GOSUB 5030

5002 VTAB 23: POKE -
16368,0: PRINT " (HITOANY

OKEY0TOOCONTINUE) 00" ;:
GET A$: PRINT GOTO 100
5004 Q$ = "MIGHTYO" : IF
SEX$ = "F" THEN Q$ =
"FAIRO"
5005 HOME :Q0$ = "THEO" +

Q$ + NAMES$:I = INT ((32
- LEN (Q$)) / 2): HTAB
I: PRINT Q$; SPC( I);
"LVLO" ;XL: FOR I = 1 TO
39: PRINT "_" ;: NEXT I:
PRINT

5007 PRINT "EXPERIENCE: (0"
;XE;: HTAB 20 + (XE >
99999) : PRINT "ADVENT
URES:0" ;XN: PRINT "ATTR
IBUTES:0HD=";HD; "00AG="
;AG; "O0CH=" ;CH: PRINT

5008 PRINT "GOLDOIN(OHAND="
;GOLD; ",0BANK=" ;BANK:
PRINT

5009 RETURN :

5010 PRINT "MAGICOSKILLS:
" ;:SM = 0

5015 FOR S = 1 TO 4: IF
SA%(S) THEN PRINT MIDS$ (
"BLASTHEALOSPEEDPOWER"

/(S - 1) * 5 + 1,5); "0
;:8M = 1

5017 NEXT S: IF NOT SM
THEN PRINT "QZILCH!"
PRINT GOTO 5025

5020 PRINT PRINT SPC(
12);: FOR S = 1 TO 4: IF
SA%(S) THEN PRINT SPC(
3);SA%(S); "s"

5022 NEXT S: PRINT PRINT

5025 RETURN

5030 PRINT "YOUROWEAPON(O
ABILITIESOARE--" PRINT
"0O0AXEQOOBOWOOOCLUBO
0SPEAROSWORD"

5035 FOR I = 1 TO 5: PRINT
SPC(1+(I = 3)-(WAS(I) <

0)+( ABS (WAS%(I)) < 10)
+ ( ABS (WAS(I)) < 100))
JWAS (I); "$0" ;: NEXT I:
PRINT PRINT

5040 A2 = INT (AC / 2):Q$
= MID$ ( "SKINOOOLEATHER
CHAINOOPLATEOO"™ ,A2 * 7

+ 1,7): FOR I =1 TO 7:
IF MIDS$ (Q$,I,1) < > "Ov
THEN NEXT I
5043 Q$ = LEFTS$ (QS$,I - 1)
5045 PRINT "ARMOUR:{0" Q$;:
IF AC > A2 * 2 THEN SH =
1: PRINT "0&0OSHIELD"
5050 PRINT TAB( 26); "AE="
;AE; "%0AC=" ;AC: PRINT
5060 PRINT "WEAPONS";
23); "COMPLEX(0(DAMAGE"
5080 FOR I =1 TO 4:Q =
ABS (WO%(I)): PRINT
WN$ (I);: HTAB (24 -
(WO$(I) < 0) + (Q < 10)

+ (Q < 100)): PRINT
WO% (I); "%0000" ;WD%(I);
"ODO" ;WS%(I): NEXT I -
5095 RETURN
5499 REM ///LOCKERS
5500 GOSUB 1940: GOTO 5505
5502 GOSUB 1998
5503 GOSUB 1940: GOTO 5515
5505 PRINT "THEOLOCKER(
ATTENDANTOGREETS{OYOU:
'GOOD" PRINT "AFTER
NOON, 0" NAMES$ "!'"™ . IF

LQ THEN 5514

5506 IF XL > 6 AND GOLD >
6999 THEN 5511

5507 PRINT PRINT " 'COME
OBACK(OAS(OSOON{QASOYOU"

5508 IF XL > 6 THEN 5510

5509 PRINT "REACHOLEVEL(7.
OREMEMBER, 0THEOPRICEQIS"

PRINT "JUST(70000GOLD¢

FOROAOROOMYOLOCKER! ' "
GOTO 1999

5510 IF GOLD < 7000 THEN
PRINT "HAVE(THE(7000¢
GOLD{TOOPURCHASE"
PRINT"YOUROCOWNOLOCKER. '"

GOTO 1999

5511 PRINT PRINT "ARE(
YOUOREADY(OTOOBUYOAQ
SPACE?Q0(Y/N) 0" ;: GET
Q$: PRINT Q$: IF Q$ < >
"y" THEN 1999

5513 PRINT PRINT
"1 EXCELLENT!0" ;:GOLD =
GOLD - 7000: FOR I = 1
TO 8:LN$(I) = "NONE"
NEXT I:LQ = 1: PRINT
"YOUROLOCKER({ISOREADY . '™

5514 PRINT "YOU(OSMILE, {0
PICKOUPOYOUROKEY, "
PRINT "AND{OGOOTOOYOUR(
LOCKER." : GOTO 5502

5515 PRINT "DO{YOU{STORE(
ANOITEMOORORETRIEVE
OONE?" PRINT "0 (SPC
OTOOEXITOOROS, OR) O"

GET A$: PRINT A$: GOSUB
1940: IF A$ < > "S" THEN
5540

5525 INPUT "STORE(WHICH
OITEM?0" ;Q$: GOSUB
1945:2W = I: IF Q§ = ""
OR Q§ = "NONE" THEN 5503

5527 IF ZW < 5 THEN 5533
5530 GOSUB 1940: PRINT
"YOUOHAVEONQOQO '™ Q§ "' !In
GOTO 5502

5533 Q$ = "NONE" GOSUB
1947:2X = I: IF ZX < 9
THEN 5550

5535 INPUT "SWAPOFOR(
WHATOITEM?0" ;Q$: GOSUB
1947:2X = I: IF 2X < 9
THEN 5550

5537 GOSUB 1940: PRINT

"NOO'" Q$ "'Q0ISOINOSTOR
AGE!" GOTO 5502

5540 IF A$ < > "R" THEN
PRINT ." 'COME{OBACK(
ANYTIME!'" GOTO 1999

. 5542 INPUT "GETOWHICH(

ITEM?0" ;Q%: GOSUB
1947:2X = I: IF Q§ = v
OR Q% = "NONE" THEN 5503

5543 IF 2X > 8 THEN 5537

5545 Q$ = "NONE" GOSUB
1945:2W = I: IF ZW < 5
THEN 5550

5547 INPUT "SWAPOFOR(
WHATOITEM?0" ;Q$: GOSUB

Readers Data Exchange

TAB(

1945:2ZW = I: IF ZW > 4
THEN 5530
5550 LN$ (0) = WN$ (ZW): LTS
(0) = WTS%(ZW): LO%(0) =
WO% (ZW) : LD%$(0) = WD$%
(ZW) :LS%$(0) = WS% (ZW)

5552 WNS$ (ZW) = LN$(2ZX):
WTS (ZW) = LTS%(ZX): WO%
(ZW) = LO% (ZX): WD$% (2W)
= LD%(ZX): WS%(ZW) =
LS% (ZX)

5555 LN$ (ZX) = LN$(0) :LT%
(ZX) = LT%(0) :LO% (ZX) =
LO%(0) :LD$(2X) = LD%(0)
:LS%(2X) = LS%(0)

5557 IF WN$ (ZW) = "NONE"
THEN GOSUB 1920: GOTO
5580

5559 Q$ = WNS$ (ZW)

5560 FOR I = 1 TO 4: IF I
= ZW THEN 5570

5565 IF Q§ < > WN$(I) THEN
5570 '

5567 IF RIGHTS$ (Q$,1) =
"#" THEN Q$ = LEFT$ (Q$,
LEN (Q$) - 1) + CHR$ (65
4+ INT ( RND (1) * 25)):
GOTO 5560

5568 Q$ = Q% + "#" GOTO
5560

5570 NEXT I:WNS$ (ZW) = Q$

5580 IF LN$(ZX) = "NONE"
THEN 5503

5583 Q$ = LN$ (2X)

5585 FOR I = 1 TO 8: IF I

= ZX THEN 5595

5587 IF Q$ < > LN$(I) THEN
5595

5590 IF RIGHTS (Q$,1) =
"i#" THEN Q$ = LEFTS$ (QS,
LEN (Q$) - 1) + CHRS$ (65
+ INT ( RND (1) * 25)):
GOTO 5585 ‘

5592 Q% = Q$ + "§v
5585

5595 NEXT I:LN$(ZX) = Q$:
GOTO 5503

6000 HOME VTAB 11

6007 PRINT "ASOYOUOLEAVE(
THEQOHALL, 0THE0IRISHMAN"

PRINT "COMES{OUPOTOOYOU

, OSLAPS{OYOUQONOTHEOBACK"
:PRINT "ANDOSAYS,{'Y'ALL
OCOMEOBACKOREAL{OSOON, "

GOTO

PRINT "YAOHEAH?'"

6010 PRINT DK$; "OPEN(OCHAR
ACTERS, L150" :PRINT DKS$;
"WRITEQCHARACTERS, R"

; REC GOSUB 200: PRINT
DK$; "CLOSE"

6015 GOSUB 300

6020 PRINT DK$; "DELETE(
THEOADVENTURER"

6030 END

7000 PRINT DK$ "CLOSE"
PRINT "EXITOONO" PEEK
(222) ; "0Q0"™ ; PEEK
(218) + 256 * PEEK
(219); "."

7017 IF PEEK (222) < > 5
THEN PRINT PRINT
"KEY0>>0" ;: GET Q$:
PRINT Q$

7019 PRINT CHRS$ (4); "RUN(
THEOWONDERFULOWORLD(OF
OEAMON"

7020 END

8000 Q9 = Q0:F§ = v
I =4 TO 8:F$ = F$ +
CHRS$ ( PEEK (512 + I) -
128) : NEXT I

8010 IF F$ < > "000MA"
THEN Q9 = 1 '

8090 RETURN’

8099 REM START ADV (SAVE

FOR

NAME)
8100 L = 43382: POKE L -
1,40:F$ = ADNAMES$:L9 =
LEN (F$): IF L9 < 7 THEN
8130
8110 IF LEFTS$ (F$,4) =
"THEO" THEN L9 = L9 -
4:F$ = RIGHT$ (F$,L9)
8130 POKE L,L9: FOR I = 1
TO L9
COMPUTIST #89



| for 6 or more issues.

 OJun'8s O Sep'88 [0 Dec'88 [ Mar'89
| ODec'89 OO Mar'90 0O Jun'90 [ Sep'90 [ Dec'90

Hail and well met, Eamon adventurer.

COMPUTIST has news of great import for
loyal supporters of Eamon and members in good
standing at the Main Hall. There is a newsletter
for Eamon Adventure Buffs.

| Yes! I want to support Eamon adventure and encourage new adventures to be
written. Sign me up for a one year subscrition.
] CUs& Canada: $7.00 O Foreign: $12.00 (U.S. funds)

[ 1also want to order some back issues at $1.75 each for 1-5 issues and $1.25 each

0O Jun'89

O Sep'89
O Mar91

. O Jun'91 O Sep'91 [ Dec'91 [0 Mar'920 OJ Jun'92 [J Sep'92
Total enclosed

| ,

l Name

|

B Address
N |

|

| City State _Zip

“Whe Eamon Aventurer’s Guild”

Tom Zuchowski is the editor and driving force behind it. The
newsletter is printed on 8.5" x 11" bond, double sided with dot matrix
type. It is non-profit (it’s his hobby) and Tom’s avowed purpose is to
maintain a single point collection and clearing house for Eamon
Adventures. He also intends to fix all known bugs in these adventures.

This is a grand concept worthy of support. We highly recommend
that you subscribe. This newsletter will help you keep in touch with
other Eamon adventurers. But more important, it will improve the state
of Eamon adventures and encourage new adventures to be written. Tom
has accomplished a great deal along these lines already, not only fixing
bugs but also improving the Eamon Main program and authoring the
version 7.0 Dungeon Designer Disk.

The “/Guild” is printed quarterly. A 1 year subscription is:

US & Canada: $7.00 Foreign: $12.00 (U.S. funds)

The Eamon Adventurer’s Guild
7625 Hawkhaven Dr. '

Clemmons, NC 27012
(910) 766-7490

Eamon Adventure for only 81 (or less) each

l 0 1 Main Hall & Beginners Cave
(32 The Lair of the Minotaur

[0 3 The Cave of the Mind

l [J4 The Zyphur Riverventure
05 Castle of Doom '

l‘ [3 6 The Death Star

l 37 The Devil’s Tomb

l [0 8 The Abductor’s Quarters
[0 9 Assault on the Clonemaster’

B O 10 The Magic Kingdom

l 0 11 The Tomb of Molinar
[3 12 The Quest for Trezore

l [0 13 Caves of Treasure Island
[J 14 Furioso

. [J 15 Heroes Castle
[J 16 The Caves of Mondamen
[0 17 Merlin’s Castle

. [J 18 Hogarth Castle
0O 19 Death Trap

l [J 20 The Black Death

I 21 The Quest for Marron

. [0 22 The Senator’s Chambers
[0 23 The Temple of Ngurct
[ 24 Black Mountain

l (0 25 Nuclear Nightmare
[J 26 Assault on the Mole Man

l [J27 Revenge of the Mole Man

] O 28 The Tower of London

I (329 The Lost Island of Apple
0 30 The Underground City

B 031 The Gauntler
[ 32 House of Ill Repute

. [0 33 The Orb of Polaris
[J 34 Death’s Gateway

B O35 The Lair of Mutants

I {1 36 The Citadel of Blood
{337 Quest for the Holy Grail

I [ 38 City in the Clouds

l [0 39 Museum of Unnatural History

. [0 40 Daemon’s Playground
[J 41 Cavems of Lanst

I [0 42 Alternate Beginners Cave
(1 43 Priests of Xim!

[ (O 44 Escape from the Orc Lair
[ 45 SwordQuest
[ 46 Lifequest

l [0 47 FutureQuest
[J 48 Picnic in Paradise

i [J49 The Castle Kophinos .

| O 50 Behind the Sealed Door
l (151 The Caves of Eamon Bluff
[J 52 The Devil’s Dungeon
B 053 Feast of Carroll
[ 54 Crystal Mountain
l [0 55 The Master’s Dungeon
[0 56 The Lost Adventure
l [J 57 The Manxome Foe
l [0 58 The Land of Death
[J 59 Jungles of Vietnam
. [J 60 The Sewers of Chicago
] O 61 The Harpy Cloud
l (0 62 The Cavems of Doom
[0 63 Valkenburg Castle
l [J 64 Modem Problems
[} C 65 The School of Death
. [0 66 Dungeons of Xenon
[0 67 Chaosium Caves
B 068 The Smith’s Stronghold
l [0 69 The Black Castle of NaGog
370 The Tomb of Y'Golonac
. (371 Operation Crab Key
l (172 House on Eamon Ridge
l (1073 The Deep Canyon
[0 74 DharmaQuest
B 075 Temple of the Guild

[176 The Search for Yourself
077 Temple of the Trolls

[ 78 The Prince’s Tavern

(379 The Castle of Count Fuey
[3 80 The Search for the Key

[ 81 The Rescue Mission

[ 82 Escape from Mansi Island
[0 83 The Twin Castles

[ 84 Castle of Riveneta

{3 85 The Time Portal

[ 86 Castle Mantru

[J 87 Caves of Hollow Mountain
[J 88 The Shopping Mall

3 89 Super Fortress of Lin Wang
[0 90 The Doomsday Clock

[0 91 FutureQuest I

[0 92 The Fugitive

[J 93 Flying Circus

194 Blood Feud

095 The Maze of Quasequeton
[0 96 The Chamber of the Dragons
[3 97 The House of Secrets

[0 98 Slave Pits of Kzorland

[3 99 In the Clutches of Torrik
[J 100 Sorceror’s Spire

[J 101 Ground Zero

[J 102 The Eamon Railroad

[0 103 Top Secret

[ 104 The Lost World

[J 105 The Strange Resort

0 106 Camp Eamon

3 107 The Last Dragon

(3 108 The Mines of Moria
3109 The Forest of Fear

[J 110 Fire Island

[0 111 A Vacation in Europe

[J 112 Hills of History

[0 113 The Life-Orb of Mevtrelek
[ 114 Thror's Ring

(1 115 The Ring of Doom

[0 116 The Iron Prison

[ 117 Dungeon of Doom (40 col)
0 117 Dungeon of Doom (80 col)
[J 118 Pittfall

[0 119A Grunewalde

[0 119B Grunewalde

[J 120 Orb of My Life

[0 121 Wrenhold’s Secret Vigil
[0 122 The Valley of Death

0O 123 Wizard of the Spheres

(7 124 Assault on Dolni Keep

{3 125 The Mattimoe Palace

[J 126 The Pyramid of Anharos
[J 127 The Hunt for the Ring

3 128 Quest of Erebor

[J 129A Return to Moria

[ 129B Return to Moria

[ 130 Haradwaith

[0 131 Nucleus of the Ruby

[0 132 Rhadshur Warrior

[J 133 The Final Frontier

(3 134 Pyramid of the Ancients
[J 135 The Tomb of Evron

[J 136 The Mountain Fortress

[0 137 The Ruins of Ivory Castle
[J 138 Starfire

[ 139 Peg’s Place

3 140 Beginner’s Forest

[ 141 The Infested Fortress

[0 142 The Beermeister’s Brewery
[0 143 The Alternate Zone

[ 144 Gartin Manor

[J 145A Buccaneer!

[0 145B Buccaneer!

[ 146 The House of Horrors

[0 147A The Dark Brotherhood [ 191 Enhanced Beginners’s Cave l
{0 147B The Dark Brotherhood [J 192 Mean Streets
" [ 148 Joumey to Jotunheim O 193 The Creature of Rhyl [ |
[0 149A Elemental Apocalypse (3 194 Attack of the Kretons l
[ 149B Elemental Apocalypse [ 195 The Training Grounds
[ 149C Elemental Apocalypse (1 196 The House of Horrors .
[ 149D Elemental Apocalypse [ 197 Star Wars - Tempest One l
[J 150 Walled City of Darkness [J 198 Revenge of the Bookworm '
[0 151 EamonS.AR.-1(DenebRaid) [ 199 Quest of the Crystal Wand
[ 152 The Computer Club of Fear [0 200 The Lost Isle | |
[ 153 Lost! [ 201 The Cavems of Vanavara .
[ 154 A Trip to Fort Scott [0 202 The Plain of Srevi
0 155 Tomb of the Vampire (1203 Lotto’s Masterpiece i
[0 156 The Lake [0 204A Sanctuary .
[0 157 Pathetic Hideout of MrR. [0 204B Sanctuary .
(0 158 The Lair of Mr Ed [J 205 Utterly Outrageous
[J 159 The Bridge of Catzad-Dum [0 206 Curse of the Hellsblade .
- [0 160 Monty Python & Holy Grail [3 207 Eamon Renegade Club I
[J 161A Operation Endgame (1208 Assualt on Helstar
0 161B Operation Endgame [0 209 Apocalypse 2021 l
[0 161C Operation Endgame [0 210 Return of Ngurct .
[0 162 Eamon 7.0 Demo Adventure [J 211 Lair of the Marauders l
[ 163 The Sands of Mars [0 212 Haunted Keep
[J 164 A Real Cliffhanger [J 213 Demongate .
[J 165A Animal Farm [0 214 Deathstalker’s Castle l
[J 165B Animal Farm [3J 215 Treasure Island
[0 166A Storm Breaker 7216 The Pirates Cave l
(1] 166B Storm Breaker [0 217 Eye of Agamon .
[0 166C Storm Breaker [0 218 Return to Pendrama .
[J 167 Expedition to the Darkwoods [0 219 The City of Sorcerors
[J 168 The High School of Horrors 0J 220 Catacombs of Terror ) l
[0 169 The Black Phoenix 3221 Count Dracula’s Castle .
[J 170 Ragnarok Revisited [0 222 The Halls of the Adept .
[ 171 The Pyramid of Cheops (3 223 Time Shift
[ 172 The Mountain of the Master .
(1173 The House that Jack Built O Dungeon Designer Diskette v7.0 it
" [0 174 Escape from Granite Hall O Multi-Disk Supplement (DDD7.0)
01175 Anatomy of the Body " 0 Eamon Utilities Diskette [ |
[ 176 Dintie Trix’s Mad Maze 0 Graphics Main Hall [ |
(3 177 Shippe of Fooles l
[0 178 The Alien Intruder
0179 The Wizard's Tower |
0180 Gamma 1 |
{J 181 The Eamon Sewer System ] "
[0 182 Farmer Brown’s Woods
(7 183 The Boy and the Bard [ |
[ 184 Quest for Orion l
1 185 The Body Revisited
{7 186 Beginners Cave II l
O 187 Batman! N |
[ 188 Encounter: The Bookworm .
(J 189 The Ruins of Belfast -
[0 190 Shift Change at Grimmwax .
O Send me the Complete set of Eamon for: ___$125.0 =
Total number of Adventure disks _______ x $1 each = l
Add only if total # of disks ordered is less than 10: $4.00 =
Washington State residents only add 7.8% sales tax. [
Name .
|
Address
i
i
City State Zip =
Country Phone
Visa . .
MC SR - Exp .
Signature l
COMPUTIST, 33821 Orville Rd. E, Eatonville WA 98328-9590 ’

G BN BN BN BN BN BN B B B B N BN N N N BN B N BN B N NN N NN A N N B B N B N BN BN B AN .
Readers Data Exchange

COMPUTIST #89

Adventure Gaming doesn’t have
to cost a lot. The Eamon Adven-
ture Gaming system was created
by Donald Brown and placed into
the public domain. Since then it
has been updated and improved
by game players all over the
world. Take a look at what $1
will buy. (Get free games too.)

Note: Some Adventures are
multi-part and take more than
one disk. Be sure you have se-
lected all of the disks.

The Eamon Master disk (#1)
is required to play most adven-

Free
Eamons

Use the total number of adventures
ordered to determine how many free
adventures you get.

Be sure and check the boxes of your
free disks that you want but do not include
free disks when figuring total number of
disks ordered.

#of disks at §1 #of Fres disks
1-9 0
10-19 2
20-29 5
30-39 9
40-49 14
50-59 - 20
60-69 27
70-79 35
80-89 44
90-99 54
100-109 65
110-119 77
120-129 90
130-139 104
Complete set of Eamon

All 238 disks (includes all
adventures plus designer and utility
diSKS.) covvrrrirrenenrenerenneenaeenaes $125

Use your VISA/MC (206) 832-3055

COMPUTIST
33821 Orville Rd. E
Eatonville WA 98328-9590
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8140 POKE L + I, ASC (
MID$ (F$,I,1)): NEXT I
8150 RETURN

Checksums
0-$92CC - 16-$38F1  50-$14B5
1-$DB99  17-§C92D  60-$D925
2-$9F59  20-$3B18  70-SE13E
3-$7A8F  30-$24AD  73-$B3DO
4-$C1SF  35-$1F66  75-$6D88
5-$8CAA  37-$678F  77-$9353
7-$CF81  38-$656C  80-$3CDA
8-$142B  40-$E6B4 ~  90-$3B3C
9-$C02D  42-$B354  100-$2227
10-$7A8F  49-$6769  102-$39C8
EXP.UPDATE

10 REM EXP.UPDATE 9/92:
CALC/RECORD EXPERIENCE &
LEVEL AFTER AN ADVENTURE

20 REM BY JEFF HURLBURT
(COMPUTIST MAGAZINE)
713-645-8680

100 DIM ES$(300),N%(300),
P(8)

110 DIM TA% (4),XA%(5),XNA
MES (4) ,XTYPES (4) , XODDS$
(4) ,XDICES% (4) ,XSIDES% (4)

120 DIM SA%(4),WA%(5),WNA
MES (4) ,WTYPES% (4) , WODDS%
(4) ,WDICES% (4) ,WSIDESS% (4)

130 PRINT :DK$ = CHR$ (4)

140 PRINT DK$ "OPEN(OTHE
OADVENTURER" PRINT DK$
"READ{OTHE(ADVENTURER"
INPUT NAS$: INPUT REC:
PRINT DK$ "CLOSE"

150 Q% = NAS + " .PRE"
PRINT DK$ "OPEN" Q$:
PRINT DK$ "READ" Q$:
INPUT NAS$: INPUT HV, AV,
CV: FOR I =1 TO 4:
INPUT TA%(I): NEXT I:
FOR I = 1 TO 5: INPUT
XA%$(I): NEXT I: INPUT
VAE

160 INPUT SEX$

170 INPUT OGOLD,BANK:
INPUT OAC: FOR I = 1 TO
4: INPUT XNS$(I),XT%(I),
XO% (I),XD$(I),XS%(I):
NEXT I: PRINT DKS$
"CLOSE" PRINT DKS$
"DELETE" Q%

180 PRINT DK$ "OPEN(OCHAR
ACTERS, L150" PRINT DK$
"READOCHARACTERS,R" ;REC

INPUT NAS$: INPUT HD,AG
,CH: FOR I = 1 TO 4: '
INPUT SA%(I): NEXT I:
FOR I = 1 TO 5: INPUT
WAS (I): NEXT I: INPUT AE

190 INPUT SEXS$

200 INPUT GOLD,BANK:
AC: FOR I = 1 TO 4:
INPUT WNS$ (I),WT%(I),WO%
(I),WD%(I),WS%(I): NEXT
I: PRINT DK$ "CLOSE"

210 REM (GET ADV NAME)

220 L = 43382: IF PEEK (L
- 1) = 40 THEN 270

230 HOME VTAB 5: PRINT
"THE(SECRETARY(OF(OHALL(
RECORDS{LOOKS™" PRINT
"ATOYOUROPRINTOUTOANDC
SIGHS .0 'FOROSOME"

240 PRINT "REASON, '0SHE¢
SAYS, 0 'THEONAMEQOF(OYOUR"

PRINT "LATESTOQUEST(
WASONOTOSENTOIN. '™

250 PRINT PRINT "<PLEASE
ORE-INSERTOADVENTURE(
DISKETTE>{" ;: GET Q$:
PRINT

252 ONERR GOTO 267

260 PRINT DK$ "UNLOCK?
EAMON .NAME" PRINT DK$
"OPENOEAMON . NAME"

PRINT DK$ "READOEAMON
.NAME" INPUT F$: PRINT
DK$ "CLOSE"

262 IF LEFT$ (F$,4) =
"PHEO" THEN F$ = RIGHTS$
(F$, LEN (F$) - 4)

INPUT

12

"iAHIO
PRINT

263 PRINT PRINT
HERE(OITOIS.'"

265 GOTO 268

267 PRINT DK$ "CLOSE"
HOME : VTAB 5: PRINT
" 1 HMMMMM . . . ONOOHELP{THE
RE.{OI'LLOJUST" PRINT
"CALLOIT : 0ADVENTURE(OX! '
:F$ = "ADVENTURE(OX"

268 PRINT PRINT "<PLEASE
QINSERTOMAINOHALLODISK

ETTE>O" ;: GET Q$: PRINT
GOTO 290 :

270 L9 = PEEK (L) :F$ = ""
FOR I = 1 TO L9:F$ =

F$ + CHR$ ( PEEK (L +
I))

280 NEXT I: POKE L - 1,32

290 POKE 216,0:2Z$ = NAS +
” % ExP ”

300 ONERR GOTO 520

310 PRINT DK$ "UNLOCK" Z$

320 PRINT DK$ "OPEN" z$

330 PRINT DK$ "READ" 2Z$

340 FOR I = 0 TO 8: INPUT
P(I): NEXT I.

350 FOR I = 1 TO P(0):

INPUT ES(I),N%(I): NEXT
I

360 PRINT DKS$
POKE 216,0

"CLOSE"

‘370 FOR I = 1 TO P(0): IF

E$(I) < > F$ THEN NEXT
I: GOTO 390

380 N%(I) = N%(I) + 1:
GOTO 410

390 IF I > 300 THEN I =
300

400 N%(I) = 1:E$(I) =
F$:P(0) = I

410 POKE 216,0:NZ = N%(I):
GOSUB 540: GOSUB 670:
GOSUB 910

420 PRINT DK$ "OPEN" 2Z§:

PRINT DK$ "WRITE" 2§

430 FOR I = 0 TO 8: PRINT
P(I): NEXT I

440 FOR I = 1 TO P(0):
PRINT ES$(I): PRINT
N% (I): NEXT I

450 PRINT DK$ "CLOSE"

460 HOME PRINT "ADVENT
URESOOF(" NAS$: PRINT

470 PRINT "LEVEL:0" ;P(2);
"OOOOEXPERIENCE:: 0" ;P (1) :
FOR I = 1 TO 39: PRINT
" "™ ;: NEXT I: PRINT

480 POKE 34,4: VTAB 5

490 FOR I = 1 TO P(0):
PRINT ES$(I); SPC( 31 -
LEN (E$(I))) ;N%(I);
LEFT$ ( "OTIMES" ,6 -

(N$(I) = 1)): NEXT I

500 POKE 34,0: PRINT
PRINT "ANYOKEY(O>>0"
GET Q$: PRINT PRINT
DK$ "RUNOOOMAINOHALL"

510 END

520 P(0) = 1:E$(1) =
F$:N%$(1l) = 1:I = 1: GOTO
410

530 REM ...CHANGE FILTER

540 PRINT :L = 0:Q = HD -
HV:J =5 - 3 * (HV > 13)
- (HV-> 25): IF ABS (Q)
> J THEN HD = HV + J *

SGN (Q): GOSUB 640
550 Q = AG - AV:J = 5 - 3
* (AV > 13) - (AV > 25):
IF ABS (Q) > J THEN AG =

- AV + J * SGN (Q): GOSUB
640
560 Q = CH - CV:J =5 - 3
* (CV > 13) - (CV > 25):

IF ABS (Q) > J THEN CH =
CV + J * SGN (Q): GOSUB
640 -

570 FOR I = 1 TO 4:Q =
SAS(I) - TA%(I):J = 11 -
4 * (TA$(I) > 25) - 3 *
(TA%(I) > 50) - 2. *
(TA%(I) > 80): IF ABS
(Q) > J THEN SA%(I) =
TA%(I) + J * SGN (Q):
GOSUB 640

580 NEXT I

590 FOR I = 1 TO 5:Q =
WAS (I) - XA%(I):J
5 * (XA%(I) > 25)
(XA%(I) > 50) - 3 *
(XA%(I) > 80): IF ABS
(Q) > J THEN WA%(I) =
XA$(I) + J * SGN (Q):
GOSUB 640

600 NEXT I

610 Q = AE - VAE:J = 20 -
10 * (VAE > 30) - 5 *
(VAE > 50) - 3 * (VAE >
75) :
AE = VAE + J * SGN (Q):
GOSUB 640

620 L9 = L: IF L THEN
PRINT PRINT

630 RETURN

640 L = L + 1:
CHRS (48 + L)
RETURN

650 REM ...CALC EXPERIENCE

660 REM GOLD DIF

670 DG = GO - OG:
0 THEN DG = 1

680 IF DG = 0 THEN 720

690 Q = 0: IF DG > 100000
THEN Q = INT ((DG -
100000) / 100000):
> 9 THEN Q = 9

15 -
4 *

PRINT "*"
"011

IF DG <

IF Q

700 DG = Q + INT (DG /
200): IF DG < 1 THEN DG
= 1

.710 REM WEAP DIF

720 DW = 0: FOR I = 1 TO 4

730 IF WN$(I) < > XN$(I)
OR WTS%$(I) < > XT%(I) OR
WO% (I) < > XO%(I) OR
WD$ (I) < > XD%(I) OR
WS$(I) < > XS%(I) THEN
DW = 1: GOTO 760

740 NEXT I: GOTO 800

750 REM BETTER WEAP

760 BW = 0: FOR I =1 TO 4

770 FOR J = 1 TO 4: IF
(WO% (I) > XO0%(J)) OR
(WD% (I) + WSS (I) >
XD% (J) + XS%(J)) THEN
NEXT J:BW = BW + 1

780 NEXT I

790 REM ATTRIB DIF
800 DA = (HV < > HD) + (AV
< > AG) + (CV < > CH)

810 REM SPELL DIF

820 DS = 0: FOR I = 1 TO
4:DS = DS + (SA%(I) < >
TA%(I)): NEXT I

830 REM WEAPSKILL DIF

840 DF = 0: FOR I = 1 TO
5:DF = DF + ABS (WA%(I)
- XA%(I)): NEXT I

850 REM ARMOR DIF

860 DZ = ABS (AC - OA) +

ABS (AE - VA)

870 QE = (DA * 50) + (DZ *
11) +(DW * 3) +(BW * 25)
+(DS * 33) + (DF * 7)

880 QE = QE + 3 * INT (DG
/ NzZ) + (DG > 0)

890 RETURN

900 REM ...LEVEL ADVANCE

910 W = P(2):QE = P(1l) +
QE:J = QE

920 I = 0:L = 0

930 I = I + 100:Q = INT (J
/ I): IF Q > = 16 THEN L
=L+ 16:J =J - (I *
16) : GOTO 930

940 L = L + Q: IF L - W <

3 THEN 1010
950 REM (ADJUST OVER-EXP)

960 PRINT : PRINT "*" ;QE;
"0*" ,'L,' "O" ;:I = OIJ =
O:L =W+ 2

970 I.= I + 100:Q = INT (L
/ 16): IF Q > = 1 THEN J
=J+ 16 * I:L =1L - 16:
GOTO 970

980 J = J + L * I:L = 18

990 Q9 = (QE - J) / L:
PRINT "*" IFQ>TI/
2 THEN L = L + L: GOTO
990

1000 QE = J + INT (Q + Q /
3):L =W + 2

1010 P(1) = QE:P(2) = L

Readers Data Exchange

IF ABS (Q) > J THEN

1020
1030
1040

PRINT PRINT

IF P(2) > W THEN 1060

IF L9 > 0 THEN 1150

1050 GOTO 1180

1060 HOME PRINT NAS
"OADVANCESOAOLEVEL! ! "
PRINT CHR$ (7): PRINT
PRINT "O<KEY>(" GET
Q$: PRINT

1070 HOME RESTORE

1080 PRINT " [A]OHARDINESS"
;: HTAB 17: PRINT HD:
PRINT " [B]OAGILITY" ;:

HTAB 17: PRINT AG: PRINT
"[C]OCHARISMA" HTAB
17: PRINT CH

1090 FOR I = 1 TO 5: READ
Q$: PRINT "[" CHRS (67
+ I); "10" ;Q$;: HTAB ’
17: PRINT SPC( WAS(I) <
10 AND WAS(I) > -
1) ;WAS(I): NEXT I

1100 FOR I = 1 TO 4: READ
Q$: PRINT "[" ; CHR$ (72
+ I); "]0"™ ;Q$;: HTAB
17: PRINT SPC( SA%(I) <
10) ;SAS(I): NEXT I

1110 PRINT : VTAB 16:
PRINT "SELECTOATTRIBUTE
QOROSKILLOTOOENHANCE : 0"
;: GET Q$: PRINT Q$:
GOSUB 2000

1120 PRINT IF Q = 99
THEN 1070

1130 VTAB X: HTAB 25:
PRINT I; "0<<ODONEQO" ; :
GET Q$: VTAB 16: HTAB 1:
PRINT : PRINT

1140 W =W + 1: IF P(2) >
W THEN 1060

1150 PRINT DK$ "OPEN(CHAR
ACTERS,L150" PRINT DK$
"WRITE(CHARACTERS, R"
;REC

1160 PRINT NAS$: PRINT HD:
PRINT AG: PRINT CH: FOR

I =1 TO 4: PRINT
SA%(I): NEXT I: FOR I =
1 TO 5: PRINT WAS%(I):

NEXT I: PRINT AE: PRINT
SEX$ ‘

1170 PRINT GOLD: PRINT
BANK: PRINT AC: FOR I =
1 TO 4: PRINT WN$ (I):
PRINT WT% (I): PRINT
WO%(I): PRINT WD%(I):
PRINT WS$%(I): NEXT I:
PRINT DK$ "CLOSE"

1180 RETURN i

2000 Q = ASC (Q3%) - 64: IF
Q0 <1O0RQ > 12 THEN
2120

2010 X = Q: ON Q GOTO
2020,2030,2040,2050,2050
,2050,2050,2050,2080,

2080,2080,2080

2020 HD = HD + 1:I = HD:
RETURN

2030 AG = AG + 1:I = AG:
RETURN ’

2040 CH = CH + 1:I = CH:
RETURN

2050 Q = Q - 3: IF WAS(Q)
> = 100 THEN 2110

2060 WAS (Q) = WAS(Q) + 3 -

(WA%(Q) > 66) * 2 + INT
( RND (1) * 3): IF
WA%(Q) > 100 THEN WAS% (Q)

= 100
2070 I = WA%(Q): RETURN
2080 Q = Q - 8: IF SA%(Q)

< 1 OR SA%(Q) > 99 THEN
2110 )

2090 SA%(Q) = SA%(Q) + 4 +
INT ( RND (1) * 4): IF
SA%(Q) > 100 THEN SA%(Q)
= 100

2100 I = SA%(Q):

2110 PRINT
"NOTOALLOWED ! 0>>0" ; :
GET Q$: PRINT

2120 Q@ = 99: RETURN

2130 DATA AXE, BOW,CLUB,
SPEAR, SWORD, BLAST, HEAL,
SPEED, POWER

RETURN

COMPUTIST #89



Checksums

10-$BADD  460-$B0OSD  900-$A429
20-$9B13 ~ 470-$BCD7  910-$5120
100-$54E7  480-$A21E  920-$93AC
 110-$9D2C  490-$SODE9  930-$0C4C
120-$D711  500-$B016  940-$2AAF
130-$6820  510-$B49E  950-$2E31
140-$7108  520-$6BB4  960-$85E5
150-$0329  530-$C359  970-$71F6
160-$0514  540-$6COF  980-SEETF
170-$15A9  550-$8A6A  990-$3845
180-$5F2D  560-$953F 1000-$A42B
190-$C13F  570-$4795 1010-$1ECT
200-SAC6E  580-$0D4A  1020-$4D9B
210-$4CD4  590-$E98B  1030-$A373
220-$7959  600-$DD2C  1040-$ABCA
230-$191B  610-$3E28 1050-$3E10
240-$93E6  620-$DC4B  1060-$605C
250-$2BD0  630-SEBB7 1070-$5223
252-$7028  640-$B365 1080-$A2C3
260-SA1BA  650-$F63F 1090-$D7A5
262-$2BDF  660-$94E9  1100-$7EAQ
263-$BA40  670-$0B87 1110-$BCFO
265-$B71B  680-SEABF 1120-$52ED
267-$567A  690-$7172 1130-$2EDC
268-$3E10  700-$09A3 1140-$7512
270-$AF5B  710-SC85F  1150-$B2DB
280-$6454  720-$4F50 1160-SFBCC
290-$5C0C  730-$64E0  1170-$0B50
300-$DE22  740-SFOEA  1180-$83AD
310-$FDSF  750-$CD94  2000-$C1AB
320-$0FA8  760-$9262 2010-$5644
330-$EAF2  770-$047C  2020-5DD92
340-$5DA7  780-SCB3D 2030-$0163
350-$5FFF  790-$7C60 2040-$B538
360-$56EE  800-$8585 2050-$E592
370-$901A  810-$A400 2060-$2499
380-$FAAC  820-$59CE  2070-$B277
390-$F7D4  830-$7318 2080-$5040
400-$BD6C  840-$139F 2090-$6904
410-$F1FA  850-$8636 2100-$D4AE
420-$872D  860-SC8EF  2110-$FFFE
430-$8D37  870-$1853 2120-$683E
440-$3B25  880-$21FD 2130-$6A%E

450-$3DC9°  890-$5FCD

NUEDIT.792

0 REM NUEDIT.792 IS AN
EDITOR FOR "NEW FORMAT"
EAMON GAME MOD & DESIGN
9/5/92

1 REM BY JEFF HURLBURT
(USES MOD OF DON BROWN
ROUTINE @ LINES 280-310)

2 PRINT CHRS$ (4)
"MAXFILES(O5"

3 D$ = CHRS$ (4):RE$ = CHRS$
(4) +"READOEAMON .DESC, R"
:WE$ = CHRS$ (4) + "WRITE
OEAMON .DESC, R" :0E$=CHRS$
(4) + "OPENQEAMON." :CC$
= CHRS$ (4) + "CLOSE" :NX
= 200:NF = 7:MF = 4:T2 =
15:PZ = 6:FM = 10

4 DIM N% (NF),DR%(11),D$
(11) ,M$(10) ,M%(10),TY$
(T2),TF(TZ),LOS$ (6) ,AFS$
(FM,4) ,WT$(1,6) ,R%(11),
F$ (NF)

5 FOR I =
F$(I): NEXT I:
TO 11: READ D$(I):
I

6 FOR I = 0 TO TZ: READ

TY$(I),TF(I): NEXT I:

FOR I = 0 TO 6: READ LOS

(I): NEXT I: FOR I = 0

TO FM: FOR J = 0 TO 3:

READ AFS$(I,J): NEXT J:

NEXT I: FOR I = 0 TO 1:

FOR J = 0 TO PZ: READ

WTS$(I,J): NEXT J: NEXT

I: FOR I = 0 TO 10: READ

M$(I): NEXT I

GOTO 700

9 Vv = 1: PRINT "#0" ;: IF
QC<= MF THEN PRINT "CO";

12 PRINT "<-0->02Z=ED{SPC
=EXIT:0" ;: GET Q$:I =
ASC (Q$): IF I = 13 OR

1l TO NF: READ
FOR I =1
NEXT

~
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Q$ = "O" THEN PRINT
POP GOTO 770

15 IF Q$ < > "#" AND Q$ <
> "C" THEN 33

18 Z$ - nmn IF Q$ - "C"
AND QC < = MF THEN Z§ =

"COPY{OTOO"
21 PRINT Q$: VTAB 23: CALL

- 958: PRINT 2Z$F$ (QC)
"#0(1-" ;NT;: INPUT
") :0“ ;Q$: IF Q$ = nmn
THEN POP GOTO 770

24 I =
Q >0 AND Q < =
N2 = Q:I = 2

27 IF 26 = "" OR I =
QC > MF THEN RETURN

30 GOSUB 61: RETURN

33 N2 = N2 - (N2 > 1) * (I
= 8) + (N2 < NT) * (I =
21):I = (I = 8) + (I =
21) _

36 IF Q§ = "Z" THEN V = 0

37 IF ASC (Q$§) < 32 THEN
Q$ - n.n

39 PRINT Q$: RETURN

49 REM **READ ARTIF INFO**

50 PRINT RE$;N2 + NX:
INPUT ADS

51 PRINT D$ "READOEAMON
.ARTIFACTS,R" ;N2: INPUT

_ ANS$,VL,TY,WT,RO: FOR I =
0 TO 3: INPUT PA(I):
NEXT I: PRINT D$: RETURN

57 REM WR.CHANGE

NT THEN

1 OR

58 GOSUB 64: IF Q% = "Y"
THEN 61

59 VTAB 23: PRINT "REDO?¢
(Y/N)O" ;: GET Q$: PRINT

Q$: IF Q$ = "Y" THEN Q$
= "R" RETURN
60 Q% = "X" :V = 1: RETURN
61 ON QC GOSUB 110,135,
160,175: PRINT D$

62 V = 1:Q%$ = "s" RETURN

63 PRINT "RMS=" ;N%$(1);
"O0ART=" ;N%(2); "OEFF="
;N%(3); "OMONS=" ;N%(4):
RETURN ' )

64 VTAB 23: PRINT "(SAVE(
(Y/N)O" ;: GET Q$: IF Q%
< > "Yy" THEN Q$ = "N"

65 PRINT Q$: RETURN

66 FOR I = 1 TO 6: HTAB (6
‘4 I * 5 - (DR%(I) < 0)):
PRINT DR%(I);: NEXT I:
PRINT RETURN

70 REM **QOPENS#**

71 PRINT OES$ "ARTIFACTS,L"

;LA: RETURN
72 PRINT OE$ "DESC,L242" :
RETURN :
73 PRINT OE$ "MONSTERS,L"
;LM: RETURN
74 PRINT OES$
;LR: RETURN
75 PRINT OE$ "NAME"
RETURN
76 REM **READ ROOM INFO**

"ROOMS, L"

77 PRINT RE$;N2: INPUT R2$

78 PRINT D$ "READOEAMON
.ROOMS,R" ;N2: INPUT
R1$: FOR I = 1 TO ND:
INPUT DR%(I): NEXT I:
INPUT LT: PRINT D$

79 RETURN

80 REM **READ DESC PARMS**
81 GOSUB 72: PRINT RES$;0:
FOR I = 1 TO 4: INPUT
N% (I): NEXT I: INPUT
LR,LM,LA: PRINT D§:

RETURN

87 REM **WRITE DESC
PARMS * *

88 GOSUB 72: PRINT WES$;0:
FOR I = 1 TO 4: PRINT
N%(I): NEXT I: PRINT LR:
PRINT LM: PRINT LA:
PRINT D$: RETURN

89 REM **WR.NAME**

90 GOSUB 75: PRINT D$
"WRITEQOEAMON .NAME"

PRINT DUS$: PRINT ND$:
PRINT DV$: PRINT CC$:
RETURN

91 REM MAKE .NEW

1:Q = VAL (Q§): IF

92 ON QC GOSUB 105,125,

155,170

93 FOR K = 1 TO PX: IF
N% (QC) > = NX THEN 97

94 N%(QC) = N%(QC) + 1:N2
= N$(QC): VTAB 23: PRINT
"CREATINGO" F$(QC) "O#"
JN2; v 00m

95 Q0% = STR$ (N2): ON QC
GOSUB 107,127,157,173:
PRINT D$

96 NEXT K

97 PRINT D$: GOSUB 88:V =
1: RETURN '

98 REM OPEN ARTIF & RM

99 GOSUB 71

100 REM MK.ROOM

105 GOSUB 74: GOSUB 72:
RETURN

107 R1$ = "ZILCHOROOM" +
Q$:R2$ = "YOUOARE(OIN
OTHEO" + R1$ + "."

110 PRINT WES$;N2: PRINT
CHRS (34) ;R2$; CHR$ (34):
PRINT D$ "WRITEOEAMON.
ROOMS,R" ;N2: PRINT CHRS$
(34) ;R1$; CHRS (34): FOR
I =1 TO ND: PRINT
DR%(I): NEXT I: PRINT LT

115 RETURN

120 REM MK.ARTIFACT

125 GOSUB 72: GOSUB 71:
RETURN

127 AN$ = "STICK" + Q$:ADS$
= "YOUOSEEOANOUGLYO" +
ANS + "." :VL = 5:TY =
2:WT = 3: FOR I = 0 TO
3:PA(I) = 3: NEXT I

135 PRINT WE$;N2 + NX:

PRINT CHRS (34);ADS;
CHR$ (34): PRINT D$
"WRITEOEAMON.ARTIFACTS
,R" ;N2: PRINT CHRS$ (34)
;ANS$; CHR$ (34): PRINT
VL: PRINT TY: PRINT WT:
PRINT RO

140 FOR I = 0 TO 3: PRINT
PA(I): NEXT I

145 RETURN

150 REM MK.EFFECT

155 GOSUB 72: RETURN

157 EF$ = "EFFECTO#" + Q$
+ "OTEXTOGOESOHERE."

160 PRINT WE$;N2 + 2 * NX:
PRINT CHR$ (34);EF$;
CHRS (34): RETURN

165 REM MK.MONST

170 GOSUB 72: GOSUB 73:
RETURN

173 MN$ = "BUG" + Q$:MD$ =
"YOUOSEEOAOGROADYO" +
MN$ + "I!" : FOR I = 0 TO
10:M$(I) = 1: NEXT I

175 PRINT WES$;N2 + 3 * NX:
PRINT CHR$ (34);MDS$;
CHRS (34): PRINT D$
"WRITE(EAMON . MONSTERS, R"
;N2: PRINT CHRS$
(34) ;MN$; CHRS$ (34): FOR
I =0 TO 10: PRINT
M$ (I): NEXT I: RETURN

180 REM ** INIT.FILES

185 PRINT CC$: POKE 216,0:
HOME IF DUS = "" OR
DUS$ = "X" THEN 190

186 PRINT "MISSINGOEAMON
.NAMEOPARMS"

187 PRINT PRINT DUS$

189 PRINT "USE{6.X0EDITOR(

FOROTHISOADV.O" ;: GET
Q$: PRINT GOTO 980
190 VTAB 23: PRINT "MAKE

ONEWOEAMONO7 . XO0FILES{O&"
;: GOSUB 64: IF Q$ < >
"y" THEN 980

195 HOME INPUT "ADV.NAME
0" ;Q8: IF Q%8 = "" OR
ASC (Q$) = 27 THEN 980

200 IF LEN (Q$) > 30 OR
LEN (Q$) < 3 THEN PRINT

PRINT "LENGTHOERROR
0>>0" ;: GET Q$: PRINT
GOTO 195

202 DUS = Q$: INPUT "MOVE
MENTODIRECTIONS{ (600R(
10) :0" ;ND$: IF ND$ = ""

Readers Data Exchange

280 I§ = ""

27 THEN

OR ASC (ND$) =
980
203 ND = VAL (ND$): IF ND

< > 6 AND ND < > 10 THEN
980

204 ND$ = STR$ (ND):DV$ =
“7 .0"

205 GOSUB 90

208 LR = 72:1LM = 92:LA =
72: FOR I = 1 TO MF:
N$(I) = 0: NEXT I: GOSUB
71: GOSUB 72: GOSUB 73:
GOSUB 74:PX = 1l: FOR QC
= 1 TO MF: GOSUB 93:
NEXT QC

210 GOTO 747

219 REM **NAME CHANGE**

220 HOME PRINT DU$ "/0O"
ND$ "/0" DVS$: VTAB 2:1I$
= DUS$: PRINT : INPUT
"NEWONAME: 0" ;Q$: IF Q$
= "" THEN 770

225 I = LEN (Q$): IF I >
30 OR I < 3 THEN PRINT
"LENOERRORO>O" ;: GET
Q$: PRINT : GOTO 220

240 DUS = Q$: GOSUB 90

242 ONERR GOTO 255

244 PRINT D$ "UNLOCK" I$:
PRINT D$ "RENAME" I$ ", "
DU$

255 POKE 216,0: GOTO 770

259 REM *LOC LABEL¥*

260 LK = (RO > 500) + 2 *
(RO > 200 AND RO < 500)
+ 3 * (RO > - 999 AND RO

< -1) + 4 * (RO = - 1)
+ 5 * (RO = - 999) + 6 *
(RO = 0): HTAB 1: CALL -
958: PRINT "LOCATIONO ("
LOS(LK) "):" ;: HTAB 30:
PRINT RO;: RETURN

278 REM ** ROUTINE TO
INPUT I$, HAVING BEEN
PASSED I2$ **

: IF 12$ - nn
THEN I2$ = "MSGOGOES(
HERE"

282 PRINT I2$;: CALL -958:
FOR A = 1 TO LEN (I2$):
PRINT CHRS (8);: NEXT

283 GET A$:J = ASC (AS$):
IF J = 13 THEN CALL -
958: IF I$ = "" THEN I$
= I2$: PRINT I2$: RETURN

284 IF J = 13 THEN PRINT

. RETURN

285 IF J > 31 AND LEN (I$)

> = TL THEN PRINT CHRS$
(7);: GOTO 283

286 IF J = 9 AND LEN (I$)
> = TL THEN PRINT CHRS

(7);: GOTO 283

288 IF J > 31 THEN PRINT
AS$;:I$ = I$ + A$:1I25 =
MIDS (I2$,2): GOTO 283

290 IF J = 5 THEN PRINT
I2%;:I$ = I$ + I2$:128 =
nw - GOTO 283

292 IF J = 2 AND LEN (IS$)
THEN FOR A = 1 TO LEN
(I$): PRINT CHR$ (8);:
NEXT A:I2% = I$ + I2$:I$

GOTO 283

294 IF J = 4 THEN 12$ =
MIDS$ (I2%,2): GOTO 282

296 IF J = 9 THEN I2$ =
wO" 4+ 12$: IF LEN (IS$) +
LEN (I2$) > = TL THEN

I2% = LEFTS$ (I2$, LEN
(I128) - 1)
297 IF J = 9 THEN 282
298 IF J = 21 AND LEN
(I2$) THEN A$ = LEFTS
(I2%,1):J = ASC (AS):
GOTO 285 '

300 IF J = 21 THEN A$ =
"G .3 = ASC (AS$):

GOTO
285
302 IF J = 8 AND LEN (IS$)

> 1 THEN I2$ = RIGHTS$
(I$,1) + I2$:I$ = LEFT$
(I$, LEN (I$) - 1):
'PRINT A$;: GOTO 283

304 IF J = 8 AND LEN (I$)
> 0 THEN I2§ = I$ +

13



I2$:I$ = v PRINT AS;:
GOTO 283

308 IF J = 27 THEN PRINT
I2$:I$ = I$ + I2%:
RETURN )

310 GOTO 283

330 VTAB VV: HTAB HH:
GOSUB 280: IF I$§ = "/»
THEN POP GOTO 770

350 RETURN

699 REM *** M A I NL I N
E *%%x _

700 DUS = "Xx" TEXT
HOME PRINT "NUEDIT"
PRINT PRINT "INSERT(
DISKETTE(OTOOBECEDITED.?
<KEY>0" ;: GET Q$: PRINT

IF ASC (Q$) = 27 THEN

HOME GOTO 980

710 ONERR GOTO 185

720 Q% = "6" GOSUB 75:
PRINT D$ "READ{EAMON
.NAME" INPUT DUS:
INPUT ND$: INPUT DVS$:
PRINT CC$: POKE 216,0:ND
= VAL (ND$):I = VAL (
LEFT$ (DV$,1)): IF I < 7

THEN HOME GOTO 187

730 GOSUB 81

747 ZL = 238:ML = LM -
62:AL = LA - 42:RL = LR
- 34,

748 M$ = "NOSOEOWOUODOO™
IF ND = 6 THEN 770

749 M$ = "NSEWUD{TVXYO"
:F$(NF - 1) = F$(NF) :NF
= NF - 1

750 GOTO 770

760 PRINT PRINT "MAX(
NUMBERQOFO" F$(QC) "SOIS
o ;NX; ".O" GET Q$:
PRINT

770 PRINT CC$:X = FRE (0):
HOME : GOSUB 8000: PRINT
Q$ "OOVREF:0" ; PEEK
(175) + 256 * PEEK (176)

780 PRINT PRINT DUS:
PRINT PRINT "DIRECT

IONS:0" ND$: PRINT "VERS

IONQISOO" DVS: PRINT

790 V = 1:N2 = 1:PX = 0:
GOSUB 63: PRINT

800 FOR I = 1 TO NF: PRINT

"[" LEFT$ (F$(I),1)
"100" F$(I): NEXT I

810 PRINT PRINT " [0]0¢0
SELECT" ;: HTAB 2: GET
Q$: PRINT QS \

820 FOR I = 1 TO NF: IF Q$
< > LEFTS$ (F$(I),1l) THEN
NEXT I: GOTO 770

830 QC =1

840 HOME GOSUB 63: VTAB

7: PRINT F$(QC):
NF THEN 980

845 IF Q$ = "N" THEN 965

850 Q$ = "ROOM" IF QC <
= MF THEN Q$ = F$(QC):
PRINT PRINT "ENTERO+
OTOOADDONEWO" Q$ " (S)OOR"

860 PRINT PRINT "OENTER
0" Q$;: INPUT "ONUMBER(
0>>0" ;08: IF Q$ = "»
THEN 770

870 IF QC > MF THEN N$%(QC)
= N%(1l): GOTO 960

875 IF Q$ < > "+" THEN 960

IF QC =

880 IF (N%(QC) > = NX)
THEN 760

890 PRINT PRINT "CREATE
OHOWOMANYO" F$(QC); :
INPUT "S?200>>0" ;Q$: IF
Q% = "" THEN 770

900 PX = VAL (Q$): IF PX <

2 THEN PX = 1

910 GOSUB 92: GOTO 770

960 Q9 = INT ( ABS ( VAL
(@Q$))): IF 9 < 1 OR Q >
N% (QC) THEN 770

965 ON QC GOSUB 99,125,
155,170,115,99

970 N2 = Q: ON QC GOTO
1010,2010,3010,4010,

220,1510
980 PRINT CC$: PRINT CHRS
(4) "MAXFILES(03" : PRINT
14

: END
1000 REM *** ROOMS ***
1010 GOSUB 77
1020 HOME PRINT "ROOMO"

;N2;: HTAB 15: PRINT

"LIGHTING:0" ;LT;: IF V

THEN PRINT : GOTO 1025
1022 HTAB 25: INPUT ""

;08: IF Q§% = "" THEN

VTAB 1: HTAB 25: PRINT

LT: GOTO 1025
1023 LT = VAL (QS$)

1025 VTAB 3: IF V THEN

PRINT "0" R1$: GOTO 1070

1030 VV = 3:HH = 2:TL =
RL:I2$ = R1$: GOSUB 330
1040 IF I$ = "" THEN 1070
1060 R1$ = I$ ~
1070 VTAB 5: IF V THEN

PRINT R2$: GOTO 1110

1080 VV = 5:HH = 1:TL =
ZL:I2§ = R2§: GOSUB 330

1090 IF I$ = "" THEN 1110

1100 R2§ = I$

1110 VV = 14: VTAB VV - 2:

PRINT "EXITS{ (0=NONE?
NEG=STRANGE(+500=DOOR) - -
" . FOR I =1 TO ND

1120 VTAB VV + INT ((I -
1) / 2): HTAB (1 + 19 *
(I / 2= 1INT (I / 2))):
PRINT D$(I); "0--->0RMO"
;DR%(I);: IF V THEN
PRINT GOTO 1150

1130 HTAB (15 + 19 * (I /
2 = INT (I / 2))): INPUT
"o ;Q$! IF Q$ = nn THENV
VTAB VV + INT ((I - 1) /

2) : HTAB (15 + 19 * (1 /
2 = INT (I / 2))): PRINT
DR%(I): GOTO 1150

1140 DR%(I) = VAL (QS$).

1150 NEXT I

1160 Q$ = v IF NOT V
THEN QC = 1: GOSUB 58:
IF Q§ = "R" THEN 1020

1170 IF Q$ = "X" THEN 1010

1200 VTAB 23: PRINT M$; :NT
= N%$(1): GOSUB 9

1210 Q = (QC = 1) + 2 *
(QC < > 1): IF I THEN ON

Q GOTO 1010,1510

1220 IF NOT V. THEN ON Q
GOTO 1020,1010

1230 FOR I = 1 TO ND: IF
Q$ < > LEFT$ (D$(I),1)
THEN NEXT I: GOTO 1200

1240 IF ABS (DR%(I)) < 501
OR ABS (DR$(I)) > 700
THEN 1245

1242 zZ2Z = N2:N2 =
(DR$ (I)) - 500:
N% (2) THEN 1244

1243 GOSUB 51: IF PA(0) <
> 0 AND ABS (PA(0)) <
N$ (1) THEN N2 = ABS
(PA(0)) : " GOTO 1247

1244 N2 = z2: GOTO 1200

1245 IF DR%(I) < > 0 AND
ABS (DR%(I)) < = N%(1)
THEN N2 = ABS (DR%(I)):
GOTO 1247

1246 GOTO 1200

1247 ON Q GOTO 1010,1510

1250 GOTO 1200

1500 REM *** DISP RM
CONNECTS **%*

1510 22 = N2: GOSUB 78:
FOR I 1 TO 6:R$(I) =
DR%(I): NEXT I :

1520 HOME : PRINT "ROOM{O"
;N2;: HTAB 11: FOR I = 1
TO 6: PRINT LEFTS$
(D$(I),1); SPC( 4);:
NEXT I: PRINT

1530 FOR I = 1 TO 39:
PRINT "_" NEXT I:
PRINT

1540 FOR J = 1 TO 6:N2 =
R¥(J):K =T * 2 + 3:
VTAB K: PRINT LEFTS$
(D$(J),1) "O#" ; spC( 2
- ( ABS (N2) > 9) - (N2°
< 0)):;N2;

1550 IF N2 =
11: PRINT ".

ABS
IF N2 >

0 THEN HTAB
..ONONEO..."

GOTO 1590
1555 IF N2 > 500 AND N2 <
600 THEN HTAB 11: PRINT
"...0A0DOORO..." : GOTO

1590

1560 IF N2 > N%(1l) THEN
HTAB 11: PRINT "...QUND
EFINED(..." GOTO 1590

1570 IF N2 < 0 THEN HTAB
11: PRINT "...0SPECIAL
0..." GOTO 1590

1580 PRINT GOSUB 74:
GOSUB 78: VTAB K: GOSUB
66: GOTO 1590

1590 NEXT J

1600 N2 = 2z:
6:DR% (I) =
I: GOTO 1200 :

2000 REM ***x ARTIFACTS **%*
(RD & WR 8 PARMS FOR ALL

FOR I =1 TO
R$(I): NEXT

FMTS)

2010 GOSUB 50

2040 HOME : PRINT "ARTO#"
;N2; "0000" ;: HTAB 9:

IF V THEN PRINT ANS$:
GOTO 2090

2050 VvV = 1:HH = 9:TL =
AL:I2$ = ANS$: GOSUB 330

2060 IF IS$. = "" THEN 2090

2080 ANS = IS

2090 VTAB 3: IF V THEN

PRINT AD$: GOTO 2140

2100 VvV = 3:HH = 1:TL =
ZL:I2$ = AD$: GOSUB 330
2120 IF I$ = " THEN’2140

2130 ADS$ = 1I$ ,
2140 VvV = 7: VTAB VV + 3:
PRINT "VALUE(INOGOLD(
PIECES:0" ;: HTAB 30:
PRINT VL;: IF V THEN

PRINT GOTO 2170

2150 HTAB 30: INPUT ""
;Q08: IF Q% = "" THEN
VTAB VV + 3: HTAB 30:
PRINT VL: GOTO 2170

2160 VL = VAL (Q$)

2170 VTAB VV + 4:
PRINT "TYPE:0" TYS$ (TY)
"0000" ;: HTAB 30: PRINT
TY;: IF V THEN PRINT
GOTO 2220

2180 PRINT
GET Q$:I =
I = 13 THEN PRINT
2220

2190 IF I. = 8 THEN TY = TY
- (TY > 0) + T2 * (TY =
0)

2200 IF I =
TY + (TY < TZ)
(TY = T2)

2210 PRINT GOTO 2170

2220 VTAB VV + 5: PRINT
"WEIGHTOINOGRONDS : 0"

HTAB 1:

"O<=0=>0" ;.
ASC (Q$): IF
GOTO

21 THEN TY =
- mZ *

HTAB 30: PRINT WT;: IF V
- THEN PRINT GOTO 2250
2230 HTAB 30: INPUT ""

;Q8: IF Q$ = "" THEN

VTAB VV + 5: HTAB 30:
PRINT WT: GOTO 2250

2240 WT = VAL (Q$)

2250 IF V THEN 2255

2253 VTAB VV + 7: PRINT
"INOROOMOX : 0X00000EMBED
OINORMOX: 0X+200" PRINT
"CARRIED: (00-1000000NOMON
STEROX:0-X-1" PRINT
"WORN : 00000-999000INOARTI
FACTOX:0X+500"

2255 VTAB VV + 12 - V * 6:

GOSUB 260: IF V THEN
PRINT GOTO 2290
2260 HTAB 30: INPUT ""

;Q$: IF Q$ = "" THEN
2275
2270 RO = VAL (Q$)

2275 VTAB VV + 6: GOSUB
2'60: PRINT

2290 z2 = TF(TY): FOR I =
0 TO 3

2292 VTAB VV + 7 + I: HTAB
1: PRINT AFS$(ZZ,I) ":0v

;0 IF (I < > 1) OR (z2zZ <
> 1 AND 2Z < > 9) THEN
2298

Readers Data Exchange

2294 PRINT WTS$ ((2Z =

1) ,PA(I));
2298 HTAB 30: PRINT
PA(I);: IF V THEN PRINT
GOTO 2320

2300 IF (I < > 1) OR (zZ <
> 1 AND 2z < > 9) THEN
2308

2301 PRINT
GET Q$:J =
J = 13 THEN PRINT
2320 v

2302 IF J = 8 THEN PA(I) =
PA(I) - (PA(I) > 0) + P2z
* (PA(I) = 0)

2303 IF J = 21 THEN PA(I)
= PA(I) + (PA(I) < P2z) -
PZ * (PA(I) = PZ)

2305 PRINT GOTO 2292

2308 HTAB 30: INPUT ""
;Q8: IF Q% = "" THEN
VTAB VV + 7 + I: HTAB
30: PRINT PA(I): GOTO
2320

2310 PA(I) =

2320 NEXT I

2430 Q$ = umn
THEN GOSUB 58:
"R" THEN 2040

2440 IF Q$ = "X" THEN 2010

2470 VTAB 23:NT = N%(2):
GOSUB 9

2480 IF I THEN 2010

2490 IF NOT V THEN 2040

2500 GOTO 2470

3000 REM *** EFFECTS ***

3010 PRINT RES$;N2 + 2 *
NX: INPUT EF$: PRINT D$

3020 HOME PRINT "EFFECT
O#";N2:VTAB 3: IF V THEN
PRINT EF$: GOTO 3090

3030 VTAB 3: HTAB 1:VV =

"O<=0=>0" ;:
ASC (Q$): IF
GOTO

VAL (Q$)

IF NOT V
IF Q% =

3:HH = 1:TL = ZL:I2$ =
EF$: GOSUB 330

3040 IF I$ = "" THEN 3060

3050 EF$ = 1I$

3060 GOSUB 58: IF Q$ = "R"
THEN 3020

3070 IF Q§ = "X" THEN 3010

3090 VTAB 23:NT = N%$(3):
GOSUB 9

3100 IF NOT V THEN 3020

IF I THEN 3010

GOTO 3090

REM *** MONSTERS **%*

4010 PRINT RE$;N2 + 3 *
NX: INPUT MD$: PRINT D$
"READOEAMON .MONSTERS, R"
;N2: INPUT MN$: FOR I =
0 TO 10: INPUT MS%(I):
NEXT I: PRINT D$

4040 HOME PRINT "MONO#"
;N2; "0000" ;: HTAB 9:
IF V THEN PRINT MNS$:
GOTO 4090

3110
3120
4000

4050 VvV = 1:HH = 9:TL =
ML:I2$ = MN$: GOSUB 330
4060 IF I$ = "" THEN 4090

4080 MN$ = I$
4090 VTAB 3: IF V THEN
PRINT MD$: GOTO 4140

4100 VV = 3:HH = 1:TL =
ZL:I2$ = MD$: GOSUB 330

4120 IF I$ = "" THEN 4140

4130 MD$ = I$

4140 VTAB 10: FOR I = 0 TO
10 '

4150 PRINT M$(I) ":0" ;:
HTAB 20: PRINT M% (I);:
IF V THEN PRINT : GOTO
4180

4160 HTAB 20: INPUT ""
;08: IF Q% = "" THEN
VTAB 10 + I: HTAB 20:
PRINT M%(I): GOTO 4180

4170 M$(I) = VAL (Q$)

4180 NEXT I

4190 Q$ = " IF NOT V
THEN GOSUB 58: IF Q$ =
"R" THEN 4040

4200 IF Q% = "X" THEN 4010

4230 VTAB 23:NT = N%(4):
GOSUB 9

4240 IF I THEN 4010
4250 IF NOT V THEN 4040
4260 GOTO 4230

COMPUTIST #89



8000 Q% = "" :J = PEEK
(103) + 256 * PEEK (104)
+ 4: FOR I =1 TO 11:0%
= Q$ + CHRS$ (128 + PEEK
(FJ + I)): NEXT I: RETURN

8999 REM *F$(I)

9000 DATA ROOM,ARTIFACT,
EFFECT, MONSTER, NAME(
CHANGE, CONNECTIONS, X-IT

9010 REM *D$(I)

9020 DATA NORTH, SOUTH, EAST
0, WEST¢, UP000, DOWNO, T-
NEQ, V-NW0, X-SE(, Y-

SW0, NONE

9030 REM *TYS$ (TZ) TF (TZ)
<TYPE NAMES & FMT #'S>

9040 DATA GOLD/MONEY, 0, STD
.OTREASURE, 0, STD . (WEAPON
, 1, ODDOWEAPON, 1, CONTAIN
ER, 2, LIGHTABLE, 3, DRINK
ABLE, 4, READABLE, 5, DOOR/
GATE, 6, KEY/OPENER, 7, BOUN
DOMNST, 8, WEARABLE, 9, DOOR
-12,10,CUSTOM-13, 0,CUST
OM-14,0,CUSTOM-15,0

9043 REM *LO$(I)*

9045 DATA INOROOM, INSIDE(
CONTAINER, EMBEDDEDOIN(
ROOM, ONOMONSTER, CARRIED
,WORN, 2?27 ?

9050 REM *AF$ (FM,J) <ARTIF
PARMS #5-#8>

9060 DATA #5,#6,#7,#8,WEA
PONOCOMPLEXITY, WEAPON
OTYPE, HITODICE, HITOSIDES

9070 DATA KEY(O#, STRENGTH,
OPEN?, #8, DURATION, #6
#7,#8

9080 DATA HEAL(OAMT, DOSES,
OPEN?, #8, 1STOEFFECT, NUM.
QOF0EFFECTS, OPEN?, #8

9090 DATA ROOM{BEYOND, KEY
O#, STRENGTH, HIDDEN?, #5
#6,#7,#8

9100 DATA MONSTER(#, KEYO#
, GUARDO#, #8, ARMOR{OCLASS,
TYPE, #7, #8, ROOMOBEYOND,
KEY0#, OPEN?, HIDDEN?

9110 REM *WT$ (P2) <ARTIF.
PARM #6 WEAP/ARMOR
TYPES>

9120 DATA ARMOR(,CAPE(?,
BOOTS{, GLOVES, HELM(¢,
CTYP#5,CTYP#6, NONEQ(O, AXE
000, BOW000, CLUBO?O, SPEAR(
, SWORD(, CUSTOM

9130 REM *M$(I) <MONSTER
PARMS>

9140 DATA HD,AG,GROUP{SIZE

. ,COURAGE, ROOM, WEIGHT/
PRM5, ARMOUR, WEAPON#, HIT
ODICE, HITO0SIDES, FRIEND
LINESS

Checksums
0-$92CC  24-5CC06  60-$5BCC
1-$DB99  27-$0652  61-$BC83
2-SEB48  30-$1845  62-$25B9
3-$7A80 33-5C60A 63-52B49
4-$C71B 36-$5C8A  64-$B145
5-$BE89 37-$38E7 65-5D6CD
6-50217  39-3D453 - 66-$4DC7
7-$71FC  49-5C881  70-$1981
9-$6DEC  50-$8682  71-$2CB6
12-$726A  51-$8941  72-$D75A
15-$D129  57-$5A98  73-SFASB
18-5CE28 58-$D3D1  74-$BBR4
21-$DE1A  59-$1DCO  75-$340D

Vendors

Eamon Adventurer’s Guild
7625 Hawkhaven Drive
Clemmons, NC 27012

atten: Tom Zuchowski (910-
766-7490)

Product Monitor
7814 Santa Elena
Houston TX 77061

atten: Jeff Hurlburt (713-645-

8680)

COMPUTIST #89

Jack R. Nissel PA

Softkey for...

U.S. Atlas Action :
Boppie’s Great Word Chase
Verb Viper
Word Man

DIM

Softkey for...
Space Math
Learning Well

Softkey for...
Reading for Meaning with
’ Mother Goose
Metric Skills I
Metric Skills IT
Compound Words and
. Contractions
Nouns/Pronouns 1
Antonyms/Synonyms
Patterns and Sequence
Size and Logic
Observation and Classification
Conservation and Counting
Parquerty and Pictures
Roots/Affixes
Verbs
Chariots, Cougars, & Kings
Money! Money!
Hartley Courseware

Softkey for...
Peanut’s Maze Marathon
Fixit
Galaxy Math Basic Facts
Random House ~

Softkey for.... ~ .
Dragon’s Kee
Sierra On-Line

Softkey for...
Piece of Cake Math
Fraction Factory
Springboard Software

Softkey for...
Sweet Shoppe
Grabit Factory
Eric Software

Softkey for...
Rhymes & Riddles
' Spinnaker Software

Softkey for...
Learn About Sounds
American Educational Computer

Softkey for...

Computer Literacy Adventures

of the Lollipop Dragon
Cursor Control Adventures
Plotting and Programming Adventures
Letter and Key Number Adventures
Function Key Adventures

The Society for Visual Education

Requirements:

The original disk(s)

Blank disk(s) for each title

COPYA from your DOS 3.3 sys-
tem master

A sector editor

(This last title was on the most
wanted list, as of issue #62, as

separate titles. They are Lolli-
pop Dragon: Cursor Control
Adventures, Lollipop Dragon:
Plotting and Programming Ad-
ventures, Lollipop Dragon: Let-
terand Key Number Adventures,
and Lollipop Dragon: Function
Key Adventures.)

Notes: On Peanuts Maze Mar-
athon make the sector edit to
both sides. On Rhymes & Rid-
dles you do not need to do any
sector edits. I found that when
you write to the Hartley
Courseware and American Ed-
ucational titles it locks up cer-
tain sectors on your unprotect-
ed copy. To avoid this I put Di-
versi-DOS on my copies.

Step-by-step

1. Boot your DOS 3.3 system
master and at the Applesoft
prompt enter:

POKE 47426,24
epilogu errors

RUN COPYA

2. Copy your original disk to
your blank disk.

3. Make the followin g sector edit
to your copy. ‘

Tk St Ble Fon  Io

$00 $03 $42 % 18

4. Write the sector back to the
disk.

ignore checksum &

Softkey for...
~ States and Traits
Crypto Cube
DesignWare

Requirements:

The original disk(s)

A blank disk for each title
Any fast copy program

A sector editor

Jim S. Hart’s Softkey, in is-

“sue #52, for European Nations

and Locations works for these
titles as well.

1. Fast copy your original disk.

2. Search for the byte string A9
38 8D 9E B9 and change to EA
EA EA EA EA.

3. Write the sector back to the
disk. ‘

Softkey for...

Maps & Globes: Understanding
Maps & Globes

Troll Associates

Requirements:

The original Maps & Globes:
Understanding Maps &
Globes disks

2 blank disks

DOS 3.3 system master

Paul D. Dillion’s softkey, in
issue 60, for Maps & Globes
Latitude & Longitude works for
this title.

1. Boot your DOS 3.3 system
master and at the Applesoft
prompt enter:

CALL-151 gets you into the monitor

B954:29 00 ignore first byte of address
header

B988:18 60 ignore both bytes of address
epilogue

3D0G gets you back to Applesoft BASIC
prompt

RUN COPYA

Readers Data Exchange

2. Copy both disks to your
blanks

That’s it.

Softkey for...

Math Tutor Fractions Part I
Math Tutor Multiplication
Math Tutor Division

Scholastic

Requirements:

The original disks

3 blank disks for each title

COPYA from your DOS 3.3 sys-
tem master

Copy II Plus

1. Boot your DOS 3.3 system
master and at the Applesoft
prompt enter:

POKE 47426,24
epilogues

RUN COPYA

2. Copy your original program
disks to your blank disks. You
can use any fast copy program
to copy the management disk.

3. Boot Copy II Plus and use the
CHANGE BOOT PROGRAM
function to change the boot
program to HELLO on your
copy of the program disks.

ignore checksum and

Softkey for...
Math Tutor Fractions Part 11
Scholastic

Requirements:

The original disks

3 blank disks

COPYA from your DOS 3.3 sys-
tem master

This title was slightly differ-
ent then Math Tutor Fractions
Part 1. On even tracks the ad-
dress prologues were D4 AA 96
and the address epilogues were
AB AF. On odd tracks every-
thing was normal. To deprotect
this disk we will patch COPYA
to allow both D4 and D5 in the
address prologues and toignore
the address epilogues.

1. Boot your DOS 3.3 system
master and at the Applesoft
prompt enter:

CALL-151 gets you into the monitor

B954:4A C9 6A DO EF allows D4 and
D5 in address prologues

B988:18 60  ignores address epilogues

3D0G gets you back to the Applesoft
prompt

RUN COPYA

2. Copy your original program
disks to your blank disks. You
can use any fast copy program
to copy your management
disk.

That’s it.

Softkey for...
‘Microzine Jr.
Scholastic‘
Requirements:
The original disks
4 blank disks
COPYA from your DOS 3.3 sys-

tem master
Copy II Plus

Disk 1 was like Math Tutor
Fractions Part II. On even
tracks the address prologues
were D4 AA 96 and the address
epilogues were AB AF. On odd
tracks everything was normal.
We will make the same patches

15



	01
	02
	03
	04
	05
	06
	07
	08
	09
	10
	11
	12

