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About this book 
This book contains a program listing for 
an adventure game called " Island of 
Secrets" which you can type in and play 
on your computer. It also contains lots of 
exciting colour pictures which te ll you 
the story of the game and show what 
some of the places and characters in it 
look like. These contain vital clues - look 
at them carefully or you won't be able to 
play the game. 

The program listing starts on page 20. 
It is written to work on a Commodore 64. 
VIC 20 (with 16K expansion). Apple, 
BBC. Electron and Spectrum, though, 
because these computers do not all use 
exactly the same version of BAS IC, there 
are changes to make depending on which 
one you are using. You will find out about 
these in the notes at the beginning of the 
listing. 

Is land of Secrets is an extremely long 
program to type in and even experienced 
programmers will find it difficult not to 
make mistakes. You will find some tips 
and hints on typing in programs on page 
20. 

If you don't know what an adventure 
game is or how to play one. you can find 
out more about them on the right. You 
can also find specific instructions for 
playing Island of Secrets on page 18. 

Howtousethisbook 

2 Check through 
the listing. noting 

how many 
conversions there 

are for your 
computer. 

You have probably heard about 
adventure games even if you've never 
played one. They were invented in the 
U.S.A. in 1976 and first played on 
mainframes with huge memories. 

The player wanders round an 
imaginary world by typing in commands 
such as GO SOUTH or TAKE SWORD 
a nd t he computer describes the 
surroundings and events as the game 
unfolds. Some more recent adventure 
games draw pictures of the characters 
and locations on the screen too. 

The object of an adventure game is 
usually to collect treasure and escape 
from a series of dangerous situa tions. 
They are difficult to play and can take 
weeks, or even months, to solve. 

4 Now turn to page 18 
and read the 

instructions on how 
to play the game. 

5 Type RUN and 
RETURN and check 

that your screen 
display looks like the 

one in the first 
picture on page 18. 



Island of Secrets is a text adventure. It 
doesn't show any pictures on the screen, 
but it does have pictures in the book 
instead. Unlike most adventure games, 
the computer will not tell you all you need 
to know about the world you are 
travelling through. There are no 
directions, for instance. You will need to 
look at the map and work out for yourself 

whether you can go north, south. east or 
west. You will need to look at the 
pictures, too, to see if there are any 
objects that might be valuable or useful 
in your Quest, as the computer probably 
won't mention them. 

This game is also different from a 

To find out who Alphan is and what he has 
to do with the Island of Secrets you must 
read the Story on pages 4 and 5. His task is 
to find the objects of power. though he 
doesn't know what they are. and take 
them to the Island of Secrets. He must 
then work out what to do with them to 
estore light, warmth and life to the world. 

1 Have a good look at the 
~~"' colour section of the 

book to familiarize 
yourself with the world 
of Island of Secrets and 

its inhabitants. 

traditional adventure because you play a 
role. You are Alphan and you must try to 
decide what he would do in a particular 
situation (based on the clues in the book) 
rather than what you personally would 
do. Other roles are played by the 
computer and characters sometimes 
move around or do surprising things 
which you cannot control. You are given 
a certain amount of strength and wisdom 
at the beginning of the game and these 
vary according to what happens to you in 
your role d AJphan. 

,-.~~~~_,......,.+~ 

If you do something wrong you may fi nd 
you have Jost the game. The computer will 
tell yoµ you have fail ed and give you a 
score based on what you have done up to 
that point. You will then have to start 
again and try something different. Perhaps 
you said the wrong thing or didn't pick up 
something you needed. 

8 Keep the book 
alongside you as you 
play. You will need to 
refer constantly to the 
map to find your way 

around. Lr"_."' 

9 You can save a game part way 
through if you want and load it 
again another time. or you can 
give up and get your score by 
typing QUIT. The book tells 

you how to do these things on 
---- pages 18-19. _,._.,,,,, 



. . . the sky was blue and the grass was 
green. The Ancients had built The 
Pyramid and established communication 
with the Sky People. lt was even agreed 
that one or two specially selected 
Earthlings should visit Sky Land. 

6 Then they gave him 
the Cloak of Entropy 
wh ich they said was 
essential for releasing 
the power of the 
objects and. because 
he task was too long 

for one person's life
ime, they also gave 

him the secret for 
prolonging his life. 

2 The first (and last, as it 
turned out) Earthling Sky 
visitor,,wasOmegan, youngest 
son of the most influential of the 
Ancients. He was fascinated 
by what he saw - the Sky 
People knew a lot of thing,~s~-

Ea~ings didn:L- . 
'--'--~ ' ~~ 

;JI' 

5 t ecame obvious to the ky People 
that a great war was inevitable, they sent 
Omegan back to Earth with a mission. 
The war would darken the Earth, they 
said, but when it was over Omegan must 
collect the secret objects and release the 
power that had been locked into them, 
thus restoring the Earth to normal. 

3 Shortly after Omegan 
arrived, conflicts began 
between the Sky People 
and the O uter Ones. Sky 
messengers came down 
to The Pyramid and 
gave each. of the 
Ancients an object, 
telling them to hide it 
carefully. 

4 The Ancients wondered 
why the Sky People should 
bother to give them such 
ordinary looking objects. 
But, who were they to ask 
questions? They set off to 
find hiding places, little 
knowing they would never 
meet again. 
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a ~ ea 81f""" 
even the Sky People had antidpated. A huge 
dark cloud enveloped the Earth blocking 
out light and heat, the ground ripped apart 
forming the Crimson Canyon, and the 
lakes were poisoned. 

8 Omegan set out on his task. but it soon 
became a pparent that it was of immense 
and incredible difficulty. He didn't know 
what he was looking for or where to look 

or even how many 
things he had to find. 

9 He began to realize that the Cloak had 
enormous power. With its help, he built a 
castle for himself and assembled the 
secret equipment for extending his life. So 
what if the Earth stayed dark, he thought. 
No-one would find all the objects, and as 

!bi! Cloak - that was his now ... 

10 ... but the land is still in darkness and 
Omegan still lives on his Island of Secrets. 
No-one found the objects or discovered the 
secret of Omegan's long life, though ther·...._--v.1.V" 
are rumours of some who have tried . 

. ----
11 Tales are told, for instance, 
of a wanderer named Median 
who entered the Castle of 
Secrets. He even drew a plan, 
they say, which he put in a 
bottle and thre into e Lake. 

12 No-one thought Alph~ 
would take on the_ ta'sk . ..,..
Intelligent and wise he 
certainly is. but surely 
too slight and gentle to 
wrestle with the will of 
Omegan. True he has 
that map left to him by 
his explorer grandfather. 

What if he really could 
bring the Earth back to 
normal! 

5 



Grandpa's 1t1a 





Chal'actersyouwill m.eet 
/Canyon Beasts/ 

You may come across canyon 
beasts anywhere in the forest, 
though you won't be at>Ie to catch 
one without help. 

/Omegan/ 
He moves around the 
castle, so you can't be 
sure where you will 
come across him. 



e lives in the stumps of the 
,. great bluewood trees, which 

his ancestors planted. He is a 
sworn enemy of the Logmen 
but cannot leave the swamp to 
get revenge or to get the liquo r 
which he believes would 
restore the trees to their 

~~~ . -
~-;.-. ~~,~~~~ 

/ The Boatman/ 
Even the intrepid 
ca nyon beast won't 
go near h im, so 
beware. It would be 
wise to approach 
him at some stage 
in yo ur quest 
though. 



/The Logmen / 

10 

These unfriendly characters are aJways on 
the look-out for something to entertain 

them. They are addicted to a lethally 
strong liquor which they brew 

themselves. Their loggin 
activities include 

destroying the 
last of the 

great bluewood 
,tre\s in the east. 

, 



/Sage of the Lllles f 
The Sage has meditated for so long that she has forgotten how 
to move anything other than her head. She has been vaguely 
worried for the last 500 years by a slight, but persistent 
irritation on her back. The lilies she guards are said to revive 
old memories. 



-
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Lava engulfed this village so quickly 
that everything was preserved in 
stone. It gives you some idea of what 
life was like long ago. 

Don't hang around too long in here. 
Stolen goods often end up on the 
table. 



J 

Someone appears to have lived here In 
recent tbnea. but there's no sign of 
anyone now. 



It is said that one of the Ancients leh a 
clue with Snelm. Look for a piece of 
old "paper". 

Omegan's Sanctum 

The end of your journey, 
whatever its outcome. You 
can't escape. 

Watch your step here too. 



This is aJJ that remains 
of the University 
of the Ancients. 



How to play lslandof Secrets 

If your screen 
doesn·t look like 

this, you've 
probably made a 
typing error, so 
check again. 

18 

You can use 
N,S,EorW 
instead of 

GO 
NORTH, 

etc. 

l 



-'~-bugging 
However carefully you think you have 
checked a listing after you have typed it In. 
It Is still likely that it will contain mistakes. 
You may not even notice them until you 
have played the game for a while. Here Is a 
checklist of common problems to look out 
for. A good way of checking Is to ask 
someone to read the listing out loud, 
including all the punctuation, while you 

at the listing on the screen. 

1) Have you typed in all the 
conversions for your computer? 
Check RND and clear screen i 
particular. 

2)-Sra ets are very easy to 
miss. Check there are an equal 
number of opening and closing 
brackets in eve!}! line. 

3) Quotes are a lso easy to miss. 
Make sure there is an even 
number of them in every line. 

4) Check that you haven't 
missed any puctuation or 
confused, with; for example. 

6) Watch out for two similar lines 
close together in a listing, as 
your eye can sometimes jump 

• • 

&om one to the other J>.!rl wa throu9 
,,,,._.,,,.,....,,...,,.~-

7) Make sure you haven't 
confused capital 0 with zero, 
figure 1 with capital I or figure 6 
with capital G. 

8) Some lines in this listing are In 
code. You will need to check 
these letter by letter to make sure 
they are correct. ----9) The data lines have a group of 

l s and Os at the end. Make sure 
there are four (correct) numbers 
in each group. 

10) CtieCJ< diit ill the GOSUB 
line numbers are correct and 
that you haven't missed out a 
RETURN line. 



Program listing 
Here is the Island of Secrets program 
listing. The symbols down the left hand 
side indicate lines that need to be altered, 
added or deleted for different computers. 
There is a different symbol for each 
computer, as shown below, so make a note 
of the one for yours. Turn to pages 30-31 to 
find the new lines to type in. 
Commodore 64 t::,. 
VIC20 4 
Apple • 
TRS-80 • 
BBC * 
Electron * 
Spectrum D 

It is a good idea to check through the 
listing before you start typing to see how 
many changes there are for your 
computer . 

• JORE" ISLAND OF SECRETS 
2060SUB2820 
30LET D=R:IF R=20 THEN LET D=FNRl80) 

Hints on typing in the program 
You will need to go slowly and carefully to 
type this long listing in correctly. 
Here are some hints: 
ll. Make sure you are sitting in a 
comfortable position. 
2. Use a ruler or piece of blank paper to 
mark the line you are on, or see if you can 
persuade someone to read the listing out 
to you. (Explain that they must distinguish 
between TO and 2 and FOR and 4, and 
that they must read all the punctuation.) 
3. Check each line before you press 
RETURN and make sure you don't miss a 
line altogether. 
4. Stop at the bottom of each page, or 
m ore often if you like, and walk around the 
room for a few minutes. 
5. As soon as you begin to feel irritable or 
panicky, STOP. You can always save what 
you have done and continue later. 

• 4060SUB650:60SUB2770 :PRINT"ISLAND OF SECRETS',"TI"E RE"AINING:";L 
oe•......:>OPRlNT Gf; TAB!Ol'STRENGTH = ';INT!Yl ;TAB l23l;"'lllSDO" = ' ;X:PRINTGS 

Remember, it is 
easier to check 

each line carefully 
before you press 
return than to 

check through the 
whole listing for 
mistakes at the 

end. 

o""'oOPRINT'YOU ARE ';!S(VAL(LEFTSIAS,l lll;' •;:GOSU8720:LET N=O 
70FOR I=I TO C4 
BOLET C=O:READ YS 
90IF L(ll=R AND Flf )( I THEN LET C=I 

1001F N>O AND C=1 THEN LET AS=As+•,• 
110IF C=1 THEN LET A$=A$+' "+YS: LET N=N+l 
120NEXT I 
130IF N>O THEN LET AS=' tYOU SEE'+AS:GOSU8720 
140PR!NT:PR!NT 6f;F$ 
150PR!NT:PRINT'WHAT NlLL YOU DO'; 

D !601NPUT E$ 
170LET C$= 11 :LET X$=11:LET A=O:LET 0=52:LET L!=LEN!ES) 

DIBOFOR I=I TO LI 
Dl90!F "IDS (ES,1 11)=" 'AND CS=''THEN LET CS=LEFTt (ES ,I-11 
D200IF "IDS !Ef,I+l,11()' 'AND CS)'' THEN LET X$=Rl6HTf(E$ L[-J):LET l=Ll 

210NEXT I 
2201F XS='' THEN LET CS=ES 
2301F LEN!CSl<3 THEN LET C$=CS+1 ???1 

240FOR l=l TO V 
D2501F LEFTf!Cf,3l="1Df!Vf 13tll-ll+l,3l THEN LET A=I 

260NEXT I 
270GOSU8760 
2BOLET BS=": IF A=O THEN LET A=V+l the Spectrum. 
290IF XS= "???" THEN LET FS='"OST ACTIONS NEED TWO llORDS' 
3001F A>V OR 0=52 THEN LET Ff=llf+CS+' '+XS 

20 310IF A>V AND 0=52 THEN LET FS='llHAT! I 

J 

• • • 



t 

320LET L=L-l:LET Y=FNSIZ) 
•&A330LET B$=STR$ 101 +STRS ll IOl) +STR$ (f (OJ l +STR$ IRl 

CJ3400N INT(A/101+1 GOSUB 590 1600 1610 1620 16301630 1640 
3501F R=61 THEN LET X=X-FNR(2l+1 
3601F R=l4 AND FNRl3l=I THEN LET Y=Y-l:LET FS='YOU ARE BITTEN' 
3701F F!36l<I AND -R<>Fl22lTHEN LET F!3bl=F!361+1:LET L(36l=R:LET Y=Y-1 
380IF R<>Lll6) AND L(l61 }0 THEN LET L!l6l=l+FNR(4) 
3901F R<>L(39l THEN LET l!39l=10t lFNRl5)-l l+7+FNR l3) 
400IF R=L!39l AND R<>Ll431 AND f(l31>-I THEN LET Y=Y-2:LET X=X-2 
410IF R<78 THEN LET L(32l=76+FNR(21 
4201F R=33 OR R=57 OR R=73 AND FNR!2l=1 THEN LET L!25l=R 
4301F R=L !32lAND FNR(21=1 AND Fl32l=O THEN GOSUBl310 

&A4401f R=19 AND Y<70 AND F!431=0 AND FNRl4)=1 THEN LET FS='PUSHED INTO THE PIT':LET FIWl=I 
4501F R<>Ll41l THEN LET L1411=21+(FNR!3ltlOl+FNRl2l 
460IF R=L (41lTHEN LET F!41l=F(41)-l :IF F141l(-4 THEN 60SUB1230 
4701F fl43l=O THEN LET L!431=R 
480IF L!431<18 AND R<>9 AND R<>IO AND FIW-2)(1 THEN GOSUBl330 
4901F R=IS THEN LET Y=Y-1 

&ASOOIF Y<SO THEN LET O=FNR(9):60SUBl530:1F L(Ol=R THEN LET f$='YOU DROP sonETHING" 
5101F L<900 AND R=23 AND F(361 }0 AND FNR!3l=3 THEN GOSUDl360 
520IF R=47 AND F!Sl>O THEN LET FS=FS+' YOU CAN GO NO FURTHER" 
530IF F!8l+F ll ll+F ll31 =-3 THEN LET FIWl=l:GOSUB2800 
540IF F!Wl=O AND L>O AND Y>I AND X>I THEN GOT030 
SSOIF L<I OR Y<I THEN LET FS='YOU HAVE FAILED, THE EVIL ONE SUCCEEDS' 
560PRINT:PRINT FS: PRINT'YOUR FINAL SCORE=';INT IX +Y+ IABS IL/7t (L(640) ))) 
570PRINT:PRINT:PRINT'GA"E OVER' 

CJSSOEND 
CJ5900N A GOSUB a10,a10,a10,a10,a10,1oso,1oso,1390,15301RETURN 
CJ6000N A-9 SOSUB 1540,1630,1670,1710,1730,1080 11760,1760,1760,1760:RETURN 
CJblOON A-19 GOSUB 1820 11820,182011820119f0,2100,2210,227012270 1 10BO:RETURN 
CJ6200N A-29 GOSUB 2500,2500 12300,2300,2330,2350,2400,2400,2470,2540:RETURN 
CJ 6300N A-39 GOSUB 2600 12600 12720 1640 

640RETURN 
e•&A 650LET D=Dfl O+LR 
••A660RESTORE D 
••A670READ A$ 

CJ680LET D$=Rl6HT$(AS,4) :LET A$=LEFT$IA$,LEN!AS)-4) 
CJ6901F R=39 THEN LET D$="IDS!' IOlllOIOO',FNR!5l,4l 

7001F R=20 THEN LET DS='lllO" 
710GOSUB27BO:RETURN 

CJ720FOR I=2 TO LEN!ASl :LET E$="ID$!AS,l,l l 
CJ 730PRINTES;: IF ES=' "AND FNP!Z) >Z THEN PRINT 

740NEXT I 
750PRINT'. '; :LET AS=' ' :RETURN 
7601F LENIX$l(3 THEN LET XS=XS+'???' 
770FOR l=I TO W 

CJ7801F LEFT$(X$13l="ID$(Zf13t !l-ll+l,3l THEN LET O=I f53 
790NEXT I: IF O=O THEN LET 0=52 Take a rest now. 

BOORE TURN 
BIOLET D=O:LET C=O:IF 0=52 THEN LET D=A 
B20IF O>C4 AND O<W THEN LET D=O-C4 
B30IF BS='500012"0R BS=·sooos3• OR BS='500045 'THEN LET D=4 21 



B401F 8$='500070'0R 8$='500037 "0R 8$="5100ll'OR 8$="510041" THEN LET D=l 
8501F BS="510043"0R BS="490066'0R 8S="490051"THEN LET D=l 
BbOIF BS='510060"0R 8$='480056" THEN LET D=2 
8701F 8$="510044' 0R BS="510052' THEN LET D=3 
B801F 8$="49005l"AND Fl291=0 THEN 60SU82110: RETURN 
B901F R=L!391AND !X+Y<1BO OR R=lO ITHEN LET FS=W$+"LEAVE !" :RETURN 
9001F R=L(32lAND Fl32l<1 AND D=3 THEN LET FS="HE Nill NOT LET YOU PAST':RETURN 
9101F R=47 AND Fl441=0 THEN LET FS="THE ROCKS "OVE TO PREVENT YOU' :RETURN 
9201F R=28 AND F(7J()l THEN LET F$='THE ARKS HOLD YOU FAST":RETURN 
9301F R=45 AND Fl40l=O AND D=4 THEN LET F$= 'HISSSS!' :RETURN 
9401F R=25 AND Fl161+Lll6l<>-1 AND D=3 THEN LET F$='TOO STEEP TO CLIKB":RETURN 
9501F R=51 AND D=3 THEN LET F$="THE DOOR IS BARRED !" :RETURN 

A.~c:fl9601F D>O THEN IF KID$ ID$1D,ll="O' THEN LET R=R+VAL IKID$1'-10+10+01-0l ",Dt3-2,3ll:LET C=l 
970LET F$='0K' 
9801F D<l OR C=O THEN LET FS=W$+' 60 THAT NAY' 

A.~ 9901F R=33 AND Ll16l=O TH EN LET Ll161=FNRl41:LET Fllbl=O:LET FS='THE BEAST RUNS AWAY!' 
lOOOIF R<>Ll25lOR 0< >25 THEN RETURN 
!OlOLET FS='' :LET A$="tYOU BOARD THE CRAFT ' 
l020JF X<60 THEN LET A$=AS+S$ 
1030LET AS=A$+T$ 
1040GOSUB2740:GOSUB2760:GOSUB2760 
IOSOIF X<60 THEN LET A$='1TO SERVE onE 6AN FOREVER!":LET FINl=l 
l060IF X>59 THEN LET A$='1THE BOAT SKIKS THE DARK SILENT WATERS':LET R=57 
1070GOSUB2750:GOSUB2760:BOSUB2760:RETURN 

A. ~lOBOIFllFIOJ >O AND Fl0l(9JOR L(OJ<>RIAND O<=C3 THEN LET FS="WHAT 1 +X$+ "?1 :RETURN 
10901F 8$='3450050"THEN LET Y=Y-8:LET X=X-S:LET FS='THEY ARE CURSED' :RETURN 
llOOIF 8$=0 3810010" THEN GOSU81370 

A. ~ll!OIFIA=lS AND 0<>20 AND O<> llORIA=29 AND O<>lolOR O>C3 THEN LET FS=~$+C$+' "+XS:RETURN 
1120IF L!Ol=R AND IF!Ol<l OR FIOl=9lAHD O<C3 THEN LET LIOJ=O:LET A=-1 
11301F 0=16 AND LllOl<>O THEN LET L(Ol=R:LET FS='IT ESCAPED':LET A=O 
11401F O>Cl AND O<C2 THEN LET F=F+2:LET A=-1 
1150IF O>=C2 AND O<=C3 THEN LET B=6+2:LET A=-1 
1160IF O>C I AND O<C3 THEN LET LIOJ=-81 
11701F A=-1 THEN LET F$="TAKEN' :LET X=X+4 :LET E=E+l:IF FIOl>l THEN LET FIOl=O 
llBOIF 8S< >'246046"0R Lllll=O THEN RETURN 
1190LET FS=U$:LET L(Ol=R:IF FNR l3l <3 THEN RETURN 
1200LET A•=·t•+us+RS 
1210LET R=63+FNRl6l:LET Lll6l=l:LET FS=' ' 
122060SUB2740:RETURN 
123060SUB2770 :LET FS='":LET AS=' ITHE LOGKEN '+"$ 
1240LET F(4ll=01LET Y=Y-4: LET X=X-4 
1250IF R<34 THEN LET AS=AS+'THROW YOU IN THE WATER':LET R=32 
12bOIF R>33 THEN LET A$=A$+"TIE YOU UP IN A STOREROOK":LET R=SI 
1270BOSUB2750:60SUB2760 
1280FOR 1=3 TO 4 
12901F LIIl=O THEN LET Llll=42 
1300NEXT !:RETURN 
1310LET AS='•THE SNAKP"AN TELLS HIS TALE" 
1320GOSUB2740:LET F(32l=-1:RETURN 
1330LET FS='KEDIAN CAN DISABLE THE EOU!PKENT" 
1340IF L!Bl=O THEN LET FS=FS+' AND ASKS YOU FOR THE PEBBLE YOU CARRY' 

22 1350RETURN 



1360LET Fl361=-!FNR !41+6l:LET F$='A STORM BREAKS OVERHEAD!':RETURN 
1370FOR K=l TO 30:GOSUB2770 :PRINT'////LIGHTNING FLASHES!':NEXT K 
1380LET L!39l =R:LET Y=Y-S:LET X=X-2:RETURN 
13901F 10<>24 AND L!0))0) OR 0=52 THEN LET FS='YOU DON 'T HAVE THE •+xs:RETURN 

.A.1400PRINT"GIVE THE ' ;XS; ' TO NHO"'; :INPUT XS 
1410LET Q=O:GOSUB760:LET N=01LET O=Q 
1420IF R<>LINI THEN LET FS='THE "+X$+" IS NOT HERE':RETURN 

.A. Ll.14301F 8$='10045' AND N=40 THEN LET L!Ol=Sl:LET F!40l=l:LET FS='THE SNAKE UNCURLS" 
.A. Ll.1440JF 8$="2413075"AND N=30 AND G>l THEN LET Fllll=O:LET FS='HE OFFERS HIS STAFF' :LET G=G-1 

CJl 450LET BS=LEFTS!BS13l:LET FS="IT IS REFUSED' 
1460IF BS=1 3001 AND N=42 THEN LET X=X+10:LET L!Ol =SI 
14701F BS='120'AND N=42 THEN LET X=X+10:lET L!Ol=Bl 

lll.A.Ll.14801F 8S='40-'AND N=32 THEN LET FINl=l:LET L!Ol =Bl 
CJl4901F LEFTS!BS,2l='BO' AND N=43 THEN LET L!Ol=Sl:GOSUBl560 

1500 IF L!Ol=Bl OR 10=24 AND L!lll>O AND G>OlTHEN LET FS='IT IS ACCEPTED' 
15101F N=41 THEN LET L101=51:LET F$='IT JS TAKEN' 
1520RETURN 
1530JF 0=4 AND L!Ol =OTHEN LET L!Ol=Bl:LET X=X-l:LET FS="IT BREAKS!':RETURN 
1540IF L!Ol=O AND O<=CI THEN LET L!Ol=R :LET FS='DONE' :LET E=E-1 
15SORETURN 
1560LET A$='•HE TAKES IT ' : IF R<>S THEN LET AS=A$+'RUNS DONN THE CORRIDOR,' 

.A. Ll.157060SUB2740:LET AS='•AND CASTS IT INTO THE CHE"ICAL VATS, PURIFYING THE" MITH' 

.A. Ll.15BOLET AS=A$+1 A CLEAR BLUE LIGHT REACHING FAR INTO THE LAKES AND RIVERS BEYOND' 
1590LET F!81=-l:GOSUB2750:60SUB2760:60SUB2760:RETURN 
16001F L!Il< >O AND I<Cl THEN LET I=l+ l: GOT01600 
l6101F Llll=O THEN LET llll=R:LET Flll=0:60SUB1540:LET FS='YOU DROP SO"ETHJNG' 
1620RETURN ,,,,_._,.~ 

16301FIO<CI OR O>C3l AND XS<>"???" THEN LET F$=W$+C$+" "+XS: LET X=X-l:RETURN 
1640LET FS="YOU HAVE NO FOOD': IF F>O THEN LET F=F-l :LET Y=Y+IO:LET FS="OK' 
1650JF 0=3THEN LET X=X-5:LET Y=Y-2:LET FS='THEY nAKE YOU VERY Ill!' 
1660RETURN 
16701F 0=31 THEN GOSUB2380:RETURN 
1680IF l$(}' ???" AND !0<21 OR O>C3l THEN LET FS=WS+C$+' ' +XS: LET X=X-l:RETURN 
1690LET FS= 'YOU HAVE NO DRINK' : IF G>O THEN LET 6=G-l: LET Y=Y+7:LET FS='OK' 
1700RETURN 

CJ17101F LEFTS IBS14l='l600" THEN LET FIOl=-l:LET FS='IT ALLOWS YOU TO RIDE" 
I 720RETURN 
17301F 8$='2644044' THEN LET FS='CHEST OPEN':LET Fl6l=9:LET Fl5l=9:LET F!1Sl=9 
17401F 8$='2951151" THEN LET FS='THE TRAPDOOR CREAKS" :LET Fl29l=O:LET X=X+3 __;~~~ ........ 
1750RETURN 
17bOLET Y=Y-2:IF BS="3577077'AND L!9l=OT~EN LET Fl23l=O:LET L!23l=R 
17701F V>IS AND Y<19 AND IL!9l=O OR L!15l=Ol THEN LET F$='0K' room. 

.A. Ll.l7BOIF 8$='125815B'OR 8$='2758158' AND Ll l5 l=O THEN LET Fl12l=O:LET Fl27l=O:LET FS='CRACK! " 
CJl790JF LEFTS!BS,41='1100' AND R=IO THEN 60SU81980 

1BOOIF A=IB AND 10>29 AND 0(341 OR 10>38 AND 0<44l OR 0=16 THEN GOSU81900 
IB10RETURN 
l820LET Y=Y-2:LET X=X-2:IF R< >L(OlAND LIOl <>OTHEN RETURN 
1830IF 0=39 THEN LET FS='HE LAUGHS DANGEROUSLY" 
IB40IF 0=32 THEN LET FS=' THE SWA"Pl1AN IS UN"OVED" 
ISSOIF 0=33 THEN LET FS=WS+'TOUCH HER!':LET L!3l=BI 
1960IF 0=41 THEN LET f$='THEY TH INK THAT 'S FUNNY! ' 
IB70!F R=46 THEN SOSUBl200 23 



018801F LEFTS(8$,4)='1400"AND R=L(39lTHEN SDSU81980 ~ 

1990LET Y=Y-B:LET X=X-S:RETURN 
19001F Ll91 >0 THEN RETURN 
1910LET Y=Y-12:LET X=X-lO:LET FS='THAT WOULD BE UNWISE!' 
1920IF R<>L(O) THEN RETURN 
1930LET FINl=l:LET A$='1THUNDER SPL ITS THE SKY!':LET FS="' 
1940LET A$=A$+'1T IS THE TRIUKPHANT VOICE OF O"EGAN.": sqsUB2740 
1950LET AS='tWELL DONE ALPHAN! THE "EANS BECO"t THE END •. ' 
1960LET AS=AS+'I CLAIK YOU AS KY ONN! HA HA HAH!":GOSU82750 
1970GOSUB2760:LET X=O:LET L=O:LET Y=O:RETURN 

CJ 1990GOSUB2770 :ON 0-10 60SUB2010,2060,2060,2060 
l990LET X=I+IO:LET LIOl=Bl:LET f(0)=-1 :60SUB720 :60SUB2760 :60SUB2760 
2000RETURN 
2010LET AS='tIT SHATTERS RELEASING A DAZZLING RAINBOW OF COLOURS !' 
20201F L(2l<>R THEN RETURN 
2030LET A$=A$+'THE EG6 HATCHES INTO A BABY DAKTYL •+as 
2040LET Ll391=81:LET Ll21=81:LET Fl21=-1:LET Y=Y+40 
2050RETURN 
20601F Ll13l< >R THEN RETURN 
2070Ltf Af='•THE COAL BURNS WITH A WARH RED FLAHE":LET F(l3>=-I 

.A ~20801F R=IO AND R=L139lTHEN LET AS=A$+" WHICH DISSOLVES OKESAN 'S CLOAK':LET Y=Y+20 
2090RETURN 
2100!F R<>51 OR Fl29l>OTHEN LET FS=N$+C$+' HERE":LET X=X+I .. 
2110LET l=X-! :LET R=FNRl5> :60SUB2770 :PRINT'SWIKHING IN THE POISONOUS WATERS' You're halfway • 
2120LET J=O:LET BS="' :LET FS='YOU SURFACE':PRINT"YOUR STRENGTH= ";INT(Yl through. 
2130FOR l=I TO R 
2140IF Y<15 THEN PRINT'YOU ARE VERY WEAK" • 

02150PRINT"NHICH MAY";:INPUT XS1LET XS=LEFTS(XS,ll:LET 8$=8$+XS:NEXT I • 
2160FOR l=lTO R 

D2170LET Y=FNS(Zl-3:IF HIDHBS,I,ll="N" THEN LET J=J+l • 
2180NEXT !:IF R/2)J AND Y>l THEN GOTO 2110 
21901F Y<2 THEN LET FS='YOU GOT LOST AND DROWNED" 
2200LET R=30+FNR13l:RETURN 
22101F F136))-I THEN RETURN 
2220GDSUB2770 :PRINT"YDU CAN RUN TD SHELTER IN: ':PRINT'! ) GRANDPA'S SHACK" 

.A~ 2230PRINT"2 l CAVE OF SNELK' :PRINT"3l LOG CABIN":PRINT"CHOOSE FROK l-3":1NPUT AS 
022401F AS>'O"AND A$('4'THEN LET R=ASCIMl0$('A >" VALIASl 1)l-21:LET Fl22l=-R Of 

2250PRINT"YOU RUN BLINDLY THROUGH THE STORK":LET FS="YOU REACH SHELTER" 
2260GOSU82760:RETURN f 
22701F BS="3075075 "0R 8$="3371071"THEN LET FS="HOW WILL YOU DO THAT" 

.&~2280IF BS="3371071' AND A=28 THEN LET F(3l=O:LET FS='SHE NODS SLOWLY":LET X=l+S 
2290RETURN 
2300LET FS="EXAHINE THE BOOK FOR CLUES ' 

023101F LEFT$IB$13l='600'THEN LET FS=LS DI 
2320RETURN 
2330IF B$=' 40041" THEN LET Fl4l=-l:LET FS='FILLED' 
2340RETURN 
2350LET FS=X$: 1F XS=HS AND R=47 AND F(8 l=OTHEN LET Fl44l=l:LET FS=JS 
23bOIF XS<>PS OR R()L(42l OR L(31<81 OR Lll21 <81 THEN RETURN 
2370LET FS='HE EATS THE FLOWERS- AND CHANGES' :LET Fl42l=l :LET F(43l=O:RETURN 
2380IF Fl4l+L l4><>-1 THEN LET FS="YOU DON 'T HAVE '+XS:RETURN 

24 .&~2390GOSUB2770 :PRINT"YOU TASTE A DROP AND •. ":60SUB2760:LET FS='tOUCH!' :LET Y=Y-4:LET X=X-7 



• 2400SOSUB2770:FOR l=l TO ABStFt36ll+3 
2410LET L=L-l:IF Y<JOO OR -R=F(221 THEN LET Y=Y+l 
2420PRI NT"TI"E PASSES":60SUB2760 
2430NEXT l 
2440IF L>IOO OR F(36l <I THEN LET X=X+2:LET F(36l=l 
24SOIF A=37 OR A=36 THEN LET FS='OK' 
2460RETURN 
2470IF R=L(2SlTHEN LET FS='THE BOAT"AN WAVES BACK' 

Cl2480IF LEFTS(8S,3l="700'THEN LET F(7l=l:LET Ff=NS:LET X=X+S 
2490RETURN 

Cl2500LET FS='A-DUB-DUB":IF LEFT$l8$ 14l <>'281S'THEN RETURN 
2510IF F!Ol=l THEN LET FIOl=O:LET FS=KS:RETURN 
2520IF L(Sl=O THEN LET Ft81=0:60SUB1080:LET FS='THE STONE UTTERS "+HS 
2530RETURN 
2540GOSU82770 :PRINT" INFO - ITE"S CARRIED":GOSUB27BO 

e 2550PRINT GS;TABtOI;' FOOD=";F;TA8(23l;"DRINK=";G:PRINT GS;:LET FS="OK" 
2560FOR I=l TO C4 -~-----.,.....r 

2570READ YS:IF L(ll=O THEN PRINT YS 
2580NEXT I 
2590PRINT6S; :60SUB2730:RETURN 
2600LET CS='LOAD':lF A=41 THEN LET CS="SAVE' 
2610PRINT"PREPARE TD ";CS: 60SU82730 

.CJ.112620IF A=40 THEN OPEN 1,1,o,·1soATA1 

~·112630IF A=41 THEN OPEN l,l,l, 1 ISDATA' 
A.t. 2640IF A=41 THEN LET F(50l=R:LET f (49 1=Y:LET f(481=X:LET f(47l=F:LET Ft461=6:LET F(451=L 

Cl 2650FOR l = l TO W 
*De11 2660IF A=40 THEN lNPUTll,Uil:INPUTll,Ftll 
•oH 2670IF A=41 THEN PRINTtl , Lt Il: PR INTll ,FI l l 

Cl 2680NEXT I 
•oe11 2690CLOSE 1 

AA27001F A=40 THEN LET R=F(501:LET Y=Ft49l:LET X=F(48l :LET F=Ft47l:LET 6=F!46l:LET L=F(451 
2710LET FS="DK' :RETURN 
2720LET FlWl=-l:LET FS='YOU RELINQUISH YOUR DUEST.":LET L=l :RETURN 
27301NPUT'PRESS RETURN";AS: RETURN 
27406DSU82770 
2750SOSUB720:GOSUB2760:RETURN 

Dell~2760FOR D=l TO 2000 :NEXT D:RETURN 
e •.t.2770CLS :RETURN 

ell~2780RESTORE LR+BlO 
2790RETURN 
2800LET AS=' •THE WORLD LIVES WITH NEW HOPE!':60SUB2750 
2810LET FS="YOUR QUEST IS OVER' :RETURN 
2820PRINT"INITIAL ISIN6' 

I 0•11•.t.2830LET LR=2860:LET Z=39:LET Z=INTtlf.8) 
2840LET V= 42:LET W=51:LET C4=43 

Cl2850DI" IS!7l 
Cl2860DI" L(52l,F(521 

Don't forget to 
load what you 
have a lready 

typed, though, 
before you carry 
on to the next bit. 

2870DATA'4THE FURTHEST DEPTHS OF THE FORESTIOOl' 
2880DATA'4THE DEPTHS OF THE "UTANT FORESTlOOO' 
2890DATA' 7A PATH OUT OF THE OVERGROWN DEPTHS1000" 
2900DATA'6A CARNIVOROUS TREElOOO' 
29!0DATA"4A CORRAL BENEATH THE CRI"SON CANYDN1110 1 

--.......~ 
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2920DATA'7THE TOP OF A STEEP CLIFF!Oll" 
2930DATA'4THE "ARSH FACTORYIOOI' 
2940DATA'4THE SLUDGE FER"ENTATION VATSlllO" 
2950DATA'7THE UPPER"OST BATTLE"ENTSIOOI' 
2960DATA'40"E6AN'S SANCTUKlll O' 
2970DATA"4SNEL" 'S LAIROOOI' 
2990DATA'2A DARK CAVEOOOO' 
2990DATA"IBROKEN BRANCHESOIOO" 
3000DATA"IA THICKET OF BITING BUSHESOOOO' 
3010DATA"IA HUSE GLASSY STONElllO" 
3020DATA'7THE EDGE OF CRIKSON CANYONOOll' 
3030DATA"4THE CLONE FACTORYOIOI' 
3040DATA'4A CORRIDOR OF CLONE STORABE CASKS llOO' 
3050DATA'7EDGE OF THE NELLOOOO' 
3060DATA'4THE ROO" OF SECRET VISIONSll lO' 
3070DATA"4SNEL"'S INNER CHA"BEROlll" 
3080DATA'3THE SOUTHERN EDGE OF THE FORESTOIOI" 
3090DATA"7A LEAFY PATHI OOO' 
3100DATA"3A FORK IN THE PATHOIOO' 
3110DATA"7AN APPARENTLY UNCLI"BABLE ROCKY PATH1100' 
3120DATA'7A LEDGE ATOP THE CRI"SON CANYONOOIO" 
3130DATA'4A TALL ENTRANCE CHA"BERllOI" 
3140DATA'4A LON PASSAGE NITH AR"S REACHING FRO" THE NALLS IOIO' 
3150DATA'7THE APPROACH TO THE NELL OF DESPAIROOOI' 
3160DATA '4A DI" CORRIDOR DEEP IN THE CASTLE1 010' 
3170DATA'4THE STAGNANT WATERS OF THE CRAWLING CREEKIOOI' 
3180DATA' 4A SHALLOW POOL OFF THE CREEKll00 1 

3190DA TA'7A LOS PIER, JUTTING OUT OVER THE CREEKOOOO" 
3200DATA'4A STRETCH OF FEATURELESS DUNESllOO' 
3210DATA"IA GROUP OF TALL TREESIOIO' 
3220DATA"7A NARROW LEDGE AT THE su""IT OF THE CANYONOOll " 
3230DATA'2A KONSTEROUS PORTAL IN THE CASTLE WAlLOOll" 
3240DATA '4A CHA"BER INCHES DEEP WITH DUSTOOOI' 
3250DATA'4HEREll11" 
3260DATA'2A CARVED ARCHWAYOOIO' 
3270DATA'4A S"ALL HUT IN THE LOS SETTLE"ENT0111' 
3280DATA ' IA HUSE SPLIT-LOS TABLEIOOI' 
3290DATA'4THE PORCH OF THE L06"EN 'S CABINOllO" 
3300DATA '46RANDPA 'S SHACKllOI' 
3310DATA'3A CLEARING IN THE TREES BY A RICKETY SHACKOOIO' 
3320DATA'4THE NEST OF A HUGE DACTYLOlll' 
33300ATA"6THE CASTLE OF DARK SECRE TS BY TWO HUSE STONESOOll' 
3340DATA'4A ROOM LITTERED NI TH BONESOlll' 
3350DATA'4THE CELL OF WHISPERED SECRETSOlll' 
3360DATA'4THE LI BRARY OF WRITTEN SECRETSOlll' 
3370DATA'4A REFUSE STREWN STOREROO"llll' 
3380DATA'4THE LOS"EN'S HALLOOOO' 
3390DATA'5A LOS BUILDIN61000' 
3400DAJA'7A RUTTED HILLSIDEllOO' 
3410DATA'7A WINDSNEPT PLAIN A"ONGST STONE "EGALITHSOIOO' 
3420DAJA'7THE STEPS OF AN ANCIENT PYRA"IDIOIO' 
3430DAJA'7THE ISLAND OF SECRETSOlll' 



I 3440DATA 'IA BROKEN "ARBLE COLU"NIOOI' 
3450DATA'7AN EXPANSE OF CRACKED, BAKED EARTHllOO' 
34bODATA '4A DESERTED ADOBE HUTIOIO' 
3470DATA'4A LIVID GROWTH OF "AD ORCHIDSIOll' 
34BODATA' 4A CORNER STREWN WITH BROKEN CHAIRSOlll' 
3490DATA'7THE BRIDGE NEAR TO A LOG SETTLE"ENTOOll ' 
3500DATA' IA CRU"BLING "ASS OF PETRIFIED TREES!Oll' 
3510DATA'3THE EDGE OF THE PYRA"IDl!Ol' 
3520DATA'7THE ROOF OF THE ANCIENT PYRA"IDO IOO' 

J 3530DATA'3AN !"PASSABLE SPLIT IN THE PYRA"IDlllO" 
3540DATA'7A BARREN BLASTED WASTELANDOOOI' 
3550DATA'4AN EXPANSE DF BLEAK, BURNT LANDllOO' 
35bODATA' 5A DELAPIDATED ADOBE HUTOllO' 
3570DATA'4THE HEART OF THE LILIESO!Ol' 
35BODATA'4THE "!DST OF THE LILIESllOO' 
3590DATA'3A RIVER 'S EDBE BY A LOG BRIDGEOIOO' 
3bOODATA '3A PETRIFIED VILLAGE BY A RIVER CROWDED WITH LILIESOIOO' 
3610DATA'4THE RE"AINS OF A VILLAGEllOO' 
3620DATA' 3THE ENTRANCE TO A PETRIFIED VILLAGEl lOO' 
3630DATA'4A SWA"P "ATTED WITH FIBROUS RODTSllOO' 
3b40DATA ' 2A VILLAGE OF HOLLOW STU"PS DEFYING THE SNA"POIOO' 
3650DATA'4A TUNNEL INTO ONE OF THE TREE STU"PSllOO' 
3bb0DATA'4A HOLLOW CHA"BER "ANY "ETRES IN DIA"ETERlllO' 
3670DATA'A SHINY APPLE' 

J 3b80DATA'A FOSSILISED EGG' 
3690DATA'A LILY FLOWER' 
3700DATA'AN EAR THENWARE JUG' 
3710DATA'A DIRTY OLD RAS' 
3720DATA'A RAGGED PARCH"ENT' 
3730DATA'A FLICKERING TORCH' 
3740DATA'A GLISTENING PEBBLE' 
3750DATA'A WOOD"AN 'S AXE" 
3760DATA'A COIL OF ROPE' 
3770DATA'A RUGGED STAFF' 
3780DATA'A CHIP OF "ARBLE' 
3790DATA'A POLISHED COAL' 
3800DATA'A PIECE OF FLINT' 
3810DATA'A GEOLOGIST 'S HA""ER ' 
3820DATA'A MILD CANYON BEAST' 
3830DATA'A GRAIN LOAF" 
3840DATA'A JUICY "ELON" 
3B~ODATA'SO"E BISCUITS' 
3860DATA'A GROWTH OF "USHROO"S" 
3870DATA'A BOTTLE OF WATER' 
3BBODATA'A FLAGON DF NINE' 
3890DATA'A FLOWING SAP' 
3900DATA'A SPARKLI NG FRESHWATER SPRING' 
3910DATA"THE BOAT"AN" 
3920DATA'A STRAPPED OAK CHEST" 
3930DATA'A FRACTURE IN THE COLU"N' 
3940DATA'A "OUTH-LIKE OPENING' 
3950DATA"AN OPEN TRAPDOOR' 
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3960DATA'A PARCHED, DESSICATED VILLAGER" 
3970DATA"A STILL OF BUBBLING GREEN LIQUOR' 
39BODATA'A TOUGH SKINNED SWA"P"AN" 
3990DATA'THE SAGE OF THE LILIES' 
4000DATA"WALL AFTER WALL OF EVIL BOOKS' 
4010DATA'A NU"BER OF SOFTER ROOTS" 
4020DATA'F!ERCE LIVING STOR" THAT FOLLOWS YOU' 
4030DATA'"ALEVOLENT WRAITHS WHO PUSH YOU TOWARD THE WELL' 
4040DATA'HIS DREADED CLOAK OF ENTROPY' 
4050DATA"D"E6AN THE EVIL ONE" 
4060DATA"AN l""ENSE SNAKE WOUND AROUND THE HUT" 
4070DATA"A GROUP OF AGGRESSIVE LOG"EN" 
4080DATA"THE ANCIENT SCAVENGER',""EDIAN" 
4090GOSU B2780 

0 4100DATA"BY ', "FACING', 1 AT 1
1 'IN1

, 'OUTSIDE1
1 

'BENEMH1
1

1 0N1 

•••.6 411 ORE STORE LR+ 1230 
4120FOR !=I TO 7:READ l$(ll:NEXT I 

CJ4130LET R=23:LET B=B:LET L=!OOO:LET E=O 
4140LET C1=16 :LET C2=21:LET C3=24:LET F=2:LET G=2 
4150LET F=2:LET 6=2 
41o0LET V=lOO:LET X=35 

.6e 4170LET HS='"Ng!L5;/UAk ZpcLXLJ\5LJ1-ALZ/SklngR173t+"JFF 
4180LET QS='901011910011091090009010001110000001000000!0000000000' 

o••.64190LET Gs=·----------------------------------------· 
4200LET Ff='LET YOUR DUEST BEGIN' 
4ilOLE I KS='REFLECllONS Silk WllHIN' 
4220LET LS='RE"E"BER ALADDIN IT WORKED FOR HI"' 
4230LET "S='DECIDE TO HAVE A LITTLE FUN AND ' 
4240LET NS='THE TORCH BRIGHTENS" 
42SOLET US="YOU ANGER THE BIRD' 
4260LET WS='YOU CAN 'T ' 
4270LET PS='RE"E"BER OLD Tl"ES' 
4280LET RS=' WHICH FLIES YOU TO A RE"OTE PLACE" 
4290LET SS="FALLIN6 UNDER THE SPELL OF THE BOAT"AN 1 

4310LET TS='AND ARE TAKEN TO THE ISLAND OF SECRETS' 
4320LET JS='THE STONES ARE FIXED" 
4330LET OS="NHICH TAKES O"E6AN IN ITS CLAWS AND FL IES AWAY' 

These lines are in 
code. Take special 

care with them. 

~4340LET VS='N??S??E??N??G0?6ETTAKGIVDROLEAEATDRIRIDOPEPICCHOCHITAPBREFIGSTRATT' 
4350LET VS=VS+ "HITKILSWISHEHELS CRCATRU BPOLREAE XAFILSAYNA IRESWAV INFX LOXSAQUI' 
4360L ET ZS='APPEGBFLOJUGRAGPARTORPEBAXEROPSTACH ICOAFLIHA"CANLOA"ELBIS"US' 
4370LET ZS=ZS+'BOTNINSAPWATBOACHECOLSTOTRAVILLIQSWASAGBOOROOASANRACLOO"ESNA' 
43BOLET ZS=ZS+'LOGSCA"EDNORSOUEASWESUP?DONIN?OUT???" 
4390FOR I=I TO N+I 

~~4400LET Llll=ASC("ID$(HS, I,1ll-32:LET F(l l=ASCl"IDS IQS,J,1 )) -48 
4410NEXT I 
4420LET HS='STONY llORDS' ~ow/ou can ~ve 

CJ• 4430DEF FNR IZl =INT IRND ll ltZ l+I it al on casse e. 

CJe••.64440DEF FNPIZl=POS 
e 4450DEF FNS!Z l=Y- IE/C4+.1l 

4460RETURN 

28 

J 

J 

J 

J 

) 

J 



J 

, 

J 

Conversion lines 
Commodore 64 t::. 

Leave out the LETs in lines 440 1 500 
960, 990, 1080, 1110, 1430, 1440, 1570, 
1580' 1780' 2080, 2280' 2390, 2640' 
2700, 4340 

Leave out the spaces (except where 
marked in quotes in the textl in lines 
440, 960, 1110, 1440, 2230, 2390 

eg . 14401FBS=1 2413075'ANDN=30ANDG>1THENFl11l=O:FS='HE OFFERS HIS STAFF':G=G-1 

In line 4170, use SHIFT and the letter 
to get lower case letters. 

Replace \ with pound sign. 
330 60SUB 4500 
650 RESTORE 
660 FOR I=l TO D:READ AS:NEXT I 
670 Leave out this line 

1480 IF Bs=·~o· AND F(4)(0 AND N=32 THEN LET F(Nl=l:LET L(Ol=BI 
2760 FOR D=l TO 900:NEXT D:RETURN 
2770 PRINT CHRS(l47l:RETURN 
2780 RESTORE:FOR I=l TO SO:READ TPS:NEXT I 
2830 LET Z=31 
4110 FOR I=I TO 43:READ TPS:NEXT I 
4190 LET GS='----------------------------------------1 

4405 IF L(JJ)127 THEN LET Lll)=L(IJ-96 
4440 DEF FNP(Zl=POS(Ol 
4500 8S=STR$(0l+STRS(L(Oll+STRS(F!Oll+STRS(RJ 
4510 BS=STRSIVAL!BSll:8S=RI6HTS(BS,LEN(8$J-1l 
4520 RETURN 
Vi c 20 .._ 
Use C64 conv~rsion lines plus the lines listed below. 

50 PRI NT 6$;TAB!Ol"STRENGTH = ";!NT!Yl:PR!NT 'WISDO" = ";X:PRJNT 6$ 
1400 PRINT "6IVE THE '; U;" TO WHOH': INPUT U 
2830 LET Z = 14 
4190 LET GS='----------------------• 

BBC and Elect~on• 

26201F A=40 THEN FL=OPENJN 1 ISDATA' 
2630IF A=41 THEN FL=OPENOUT "!SDATA" 
2660IF A=40 THEN INPUTIFL,Llll.F(!) 
26701F A=41 THEN PRINTIFL ,L(!l.F(ll 
2690CLOSEIFL 
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Spectrum o 50 PRINT 6$;TA8 (0l J"STREN6TH = ";INT!Yl;TA8(l8l; 1 llISDOM = ";X:PRINT 61 
55 LET Ll=VAL IA$(1ll 

60 PRINT 'YOU ARE ";Ullll t TO Hlll ll ;" •; :GOSUB 720:LET N=O 
160 INPUT E$:PRINT ' ";E$ 
180 FOR 1=1 TO LI ·! 
190 IF ES llJ=' ' ANO Cs=•• THEN LET CS=ESITO I-l l 
200 IF ES!l+ll <>" 'AND CS}1 1 THEN LET XS=ES!l+I TO !:LET l=Ll -1 
250 IF CS( TO 3l=VS (3t (l- ll+I TO 3•11-11+3) THEN LET A=I 
340 60SUB 6 IAI 
580 STOP 
590-630 Leave out these lines 
680 LET DS=AS!LEN!A$l-3 TO l:LET AS=AS!TO LEN lA$l-4l 
690 IF R=39 THEN LET RD=FNRIS l:LET D$=1 101110100'1RD TO RD+3) 
720 FOR 1=2 TO LEN(Af l:LET ES=AS l!l 
730 PRINT Es;:IF Es=· • AND PEEK (23688l< Z THEN PRINT 
780 IF JS ( TO 31 =Z$(3t ll-l l+l TO 3t (J- ll+31 THEN LET O=I 
955 IF D=5 THEN GOTO 970 
960 IF D>O THEN IF DslDl= 10" THEN LET R=R +VAL ("-10+10+01-0!"(Dt3-2 TO D•3ll :LET C=! 

1450 LET BS=Bfl TO 31: LET FS="IT IS REFUSED" 
1490 IF Sf! TO 21="80" AND N=43 THEN LET L!Ol=81:60SUB 1560 
1710 IF BSI TO 41='1600" THEN LET F!Ol=-l: LET FS="IT ALLOWS YOU TO RIDE" 
1790 IF 9$1 TO 41='11001 AND R=IO THEN 60SUB 1980 
1880 IF BS I TO 41="1400" AND R=Ll39l THEN 60SUB 1980 
1980 GOSU8 2770:60SUB 2010t (( 0-1 0l =11+2060t(l0-101}1l 
2150 PRINT "WHICH NAY ';:INPUT XS:PRINT XS:LET XS=XS(!J :LET BS=Bf+XS:NEXT I 
2170 LET V=FNS (Zl-3:1F Bf !Il="N' THEN LET J=J+l 
2240 IF As>·o· AND AS<"4" THEN LET R=CODE("A }"(VAL IASl ll -21:LET F<22l=-R 
2310 IF Sf ! TO 31='600' THEN LET F$=L$ 
2480 IF 8$! TO 31="700" THEN LET Fl7 l=l:LET F$=NS:LET X=X+8 
2500 LET FS='A-OUB-DUB' : IF Bf ! TO 41<>"2815" THEN RETURN 
2620 RE" 
2630 REM 
2650 RE" 
2660 IF A=40 THEN LOAD ' ISDATA' DATA L!l :LOAD ' JSDATA' DATA Fil 
2670 IF A=41 THEN SAVE ' ISDATA' DATA Lll :SAVE 'ISDATA' DATA Fi l 
2680 REM 
2690 REK 
2760 FOR D=l TO 70:NEXT D:RETURN 
2830 LET LR=2860:LET 1=8 
2850 DIM IS!7,71 
2860 DIM Ll52l :DIK Fl52J:DIK Hl7l :DIK 6(431 
4105 DATA 21612,2 171712 
41 25 FOR I=! TO 7:READ HIIl:NEXT I 
4190 LET 6$=1

-------------------------------- • 

4400 LET L!Il=CODE(H$!lll ·32:LET F!ll=CODE!QS (lll -48 
4430 DEF FNR!Zl =INT!RNDtZ+l l 
4440 FOR l=l TO 43:READ Glll :NEXT I 
4470 DATA 810,810,810 1810,810,1080,1080,1390 11530 
4480 OATA 154011630,1670, 1710,1730 ,1080 ,1 760,1760,1760,1760 
4490 DATA 1820 ,1820 ,1820,1820 ,1910 ,2100 12210,2270,2270 11080 
4500 DATA 250012500,2300 12300,2330 12350,2400,2400,2470 12540 

30 4510 DATA 2600 ,2600 ,2720,640 



TRS 80 • 

Line 4170 - use SHIFT I 0 to get reverse letters and use these instead of lower case. 
To get \ use SHIFT I CLEAR 

5 CLEAR 1000 
50 PRINT 6S;TA8(0l ;"STREN6TH = ";INT (Yl ;TA8(18l ;"NISDO" = ";X :PRINT 6$ 

330 GOSUB 4500 
650 RESTORE 
660 FOR I=I TO D:READ AS:NEXT I 
670 Leave out this line 

1480 IF BS="40" AND F(4l<O AND N=32 THEN LET F!Nl=l: LET L(Ol=BI 
2620 IF A=40 THEN OPEN "I",1-1,"ISDATA" 
2630 IF A=41 THEN OPEN •o•,1-1,•IsDATA" 
2660 IF A=40 THEN INPUTt-1,Llll,F(ll 
2670 IF A=41 THEN PRINTt-1,L(ll ,F!Il 
2690 CLOSEl-1 
2760 FOR D=I TO 900:NEXT D:RETURN 
2780 RESTORE:FOR 1=1 TO 80:READ TP$:NEXT I 
2830 LET Z=24 
4110 FOR l=I TO 43:READ TPS:NEXT I 
4190 LET Gf="-------------------------------- 1 

4430 DEF FNR(Zl=INT!RNDIOl tZ+ll 
4440 DEF FNPIZl=POSIOl 
4500 LET Bf=STRf (Ol +STRf!L(0ll+STR$1F(0ll +STR$(Rl 
451 0 LET 8$=STRf !VAL!8$ll :LET 8$=RIGHT$(8$ 1LEN (8$l-l l 
4520 RETURN 

Apple e 

40 GOSUB 650:60SUB 2770:PRINT 'ISLAND OF SECRETS':PRINT "TI"E RE"AIN INB: ";L 
50 PRINT GS; TABlll;"STRENGTH = ';!NT!Yl ;TA8(23l ;"N !SDO" = ';X:PRINT 6$ 

650 RESTORE 
bbO FOR I=l TO D:READ AS:NEXT I 
670 Leave out this line 

2550 PRINT Gf; TAB(ll;"FOOD=1 ;F;TA8(23l; 1 DRINK= 1 ;G:PRINT Gf;:LET Ff="OK' 
2620 IF A=40 THEN PRINT Flf;"OPEN ISDATA":PRINT FL$; 'READ ISDATA' 
2630 IF A=41 THEN PRINT FLS; "OPEN ISDATA":PRINT Flf; "NRITE ISDATA" 
2660 IF A=40 THEN INPUT L(ll:INPUT F(ll 
2670 IF A= 41 THEN PRINT Llll :PRI NT Fill 
2690 PRINT FLS;'CLOSE ISDATA" 
2760 FOR D=l TO 900:NEXT D:RETURN 
2770 HO"E:RETURN 
2780 RESTORE :FOR l=I TO 80:READ TPS:NEXT I 
2830 LET 1=31 
4110 FOR l=l TO 43 :READ TPS:NEXT I 
4170 Leave out this line 
4400 READ Llll:LET FIIl=ASC("lDSIQf,I,l ll -48 
4440 DEF FNPIZl=POS(Ol 
4455 FLf=CHR$(4l 
4470 DATA 45,46 171,41,44,21,27,15,53,62175158,80,67 ,44 15, 44 142 160 121, 44142,77 
4480 DATA 13133 144,58,15,51,75 ,41,78,71 ,50,77,23,19, 101 10,45 ,42 ,38,38,0,0 
4490 DATA 01010,0,0,0,0,0 31 



Clues 
Don't look at this page unless you are 
really stuck. It contains clues to some of 
the puzzles in Island of Secrets. If you are 
still completely stuck after studying these 
carefully, write to the address below, 
enclosing a stamped addressed envelope, 
and you will be sent some further clues. 
Mark your envelope ISLAND OF 
SECRETS. 

If the program does not work or you get 
error messages, check ea ch line very 
carefully for mistakes, using the checklist 
on debugging on page 19. If you still have 
problems, send a copy on cassette to the 
address below stating what computer you 
are using and what the problem is. Mark 
the envelope ISLAND OF SECRETS and 
enclose stamps for return postage. 

Here is a list of words the computer 
understands. 

TA3 3VA3J qQHO 3VI() 0() 3>1AT T3() 
q1H'.) qQH'.) >l'.)lq Vl3q0 30IH >IYllHO 
>l'.)ATIA 3>11HT2 THvr=I >IA3H8 qAT 

qJ3H H3TJ3He MIWe JJl}I TIH 
OA3H H2IJOq 8UH H'.)TA'.) H'.)TAH'.)2 
3VAW T23JI TIAW YA2 JJFI 3YIIMAX3 
()Ut, 2H3WOJ'=t ()()3 3Jq~ TIUO 01Yll 

3J883q H'.)HOTTVl3MH'.)HAq ()AH 
TVllJ'=t JAO'.) '=t'=tAT2 3qoH 3XA 

'=tAOJ T2A38VlOYVlA'.) H3MMAH 
2MOOHH2UM 2TIU'.)218 VlOJ3M 
T23H '.) TA08 <IA2 3VUW H3TAW 

HOOO<IAHT 3Vl0T2 VlMUJO'.) 
3vA2 VlAMqMAW2 HOUOIJ H3C>AJJIV 

>IAOJ'.) 2HTIAJIW 2TOOH 2>1008 
Vl3MvOJ3>1AVl2VlAv3MO 

HTU02 HTHOV! VlAI03M H3vVl3VA'.)2 
TUO Vll VlWOO <IU T23W T2A3 

Sn elm's inner chamber 
uoY .919r1 tn9mrl:n6q lo q61:>2 9ch 9:>iJoVl 
te9r1:> 2'19rit6lbn51g b9n9qo 9V6r1 ot b99n 

!9ub 6 9d teum tl .ti b691 ot 
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Dactyl's nest 
.2uoi1s2 916 uov i6rli l oo1q 2b9sn h[1:>60 

.te1il sg51Jiv b9ili1isq 9rit iieiV 

The " unclimbable" path 
Ji 2q5rh9q .919rl qu dmib n6:> n69d 9cfT 

ol gnirhsmoe b99n lliw uoY .UOl[ 9M6i lliw 
.rlguorlt rltiw ti cbt6:> 

The lo gm en's settlement 
9>161 lliw 1[9rlt ,UO\! rbt6:> n9mgol 9rlJ lI 

>1:>6d m9cft 19(? n~ uoY .uol[ m oll egnirlt 
.sld61 gol tilqe 9rit no >looJ .rlBuoch 

The lilies 
9rlt tuod6 gnirlt9m o2 ob bluo::> UOl[ 2Q6rl19q 
-1[10m9m 9V6r1 219woft 9cfT .rl::>:ti 2'9(?62 

.n6:> uov li smoe s>ls:t oe 219woq gniloi291 

Omegan' s sanctum 
ql9rl 1[6m tl .1ooft 9rli 16 >lool booe s 9>16T 
9vsrl ot b99n uo Y .ob o.t .t6rlw .tuo >l1ow UOI[ 

9d ot 19woq l o ei:>9ido 9vil Us bnuol 
.lul229:>:>u2 

The Scavenger 
ns9w19d noibsnno::> seob 1[19V 6 2's1srlT 
gnild oi 1[11 bluo:> uoY .nsibsM bn6 mirl 

bns egnirit owi mid 9viv .1[10m9m eirl >l:>6d 
.oot gnir1:tsmo2 1[62 

The Speaking Stone 
li gni1[11 q99}1 .s1srl lul92u sd lliw (?61 A 

.9mit t21il ensqqsrl rl:>um gnirlton 

Marble column 
6 qirl'.) .1[1om9m e'n6ib9M eoi trlgim 2irlT 

.992 bns tto tid 

The Pyramid 
.s1srl qu :tnift l o s:>siq s 2 's1srlT 

The blue wood stumps 
6 bs9n ll 'uov tud .s19rl gnirl19mo2 2'919rlT 

.ti 1se o.t nsmqmswe srlJ t ol rlig 
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The first two books in this series mark the beginning of a completely 
new kind of adventure game. They each contain an exciting adventure 
program for you to type into your computer. As you play the game on 
the computer, the imaginary world of the game is vividly recreated in 

colorful pictures in the book and you can find clues hidden in the 
pictures to help you. 

An adventure game takes you into a different world where you have to 
pit your wits against magical forces, evil creatures and powerful 

tyrants. The books give thorough instructions on how to play and hints 
on what to do if you get stuck. 

The programs are written in a standard BASIC and there are 
conversions listed to make them suitable for the Commodore 64, 

e.xpanded VIC 20, TRS-80 Color Computer (32K) and Apple II. 

Hlghgate8 is the 
Trade Marte of 
Usbome Publishing Ltd ISBN 1851230459 
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