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CEO TALK 

LAST CHANCE! If you plan to attend 
The 5th Annual "Last" Chicago CoCoFest, 
make your Reservation NOW! Rooms at the 
Holiday Inn MAY NOT be available after 
March 28th. We will be there, and hope 
to see a GOOD turn-out! Drop by our booth 
and say hello! 

5TH ANNUAL "LAST" CHICAGO COCOFEST 

SPONSOR: Glenside Color Computer Club 
WHEN: April 13th and 14th, 1996 

Sat. 10 AM to 5 PM 
Sun. 10 AM to 3:30 PM 

WHERE: The Holiday Inn, Elgin 
345 W. River Road, Elgin IL 

One block south from 1-90 on IL-31S 
and then East on West River Road. 

(same location as last year) 
CALL: BEFORE  March 28 t 1996! 

1-708-695-5000 or 
1-800-465-4329 for 

Reservations. Ask for 
GLENSIDE or CoCoFEST rate. 
($57/night + 10% Tax) 

GENERAL ADMISSION: Whole Show! 
Non-Members: $10. 

Current Members: $ 5. 
(Children 10 & under: FREE!) 

ADVANCE TICKETS and/or CLENSIDE 
MEMBERSHIP ($15), Contact:
George Schneeweiss, Treasurer 
Clenside Color Computer Club 
RR#2 Box 67 
(or 13450 N 2700 E Road) 
Forrest, IL 61741-9629 

INCLUDE SASE or .50 - Ticket Order. 

Terry Laraway of SMALL GRAFX ETC., has 
with Bill Baker, introduced a NEW PRODUCT 
called THE TOOL (vers. 2.5). It's a CM3 
file manipulator (+ a number of graphic 
utilities) for a CoCo 3, Hi Res screen, 
especially for the HSCREEN2 sixteen color 
mode. See the SMALL CRAFX ETC. Ad on page 
8 for more information. 

For AS Members: Terry offers $5 OFF on 
the 2400 baud modem purchase - MENTION 
you're a Member of Adventure Survivors. 

Have you seen any of Terry's color 
print-outs? Simply, STUNNING! A number 
of other items and services are offered. 

UPGRADE, the fine disk magazine from 
MI&CC, authored by Terry Sim6ns is in the 
process of shutting down. The June Issue 
is expected to be the last one, and all 
membership/subscription dues have been 
adjusted to reflect that end. However, 
Items in the MI&CC Library will still be 
available, and Terry has said that he MAY 
offer another Issue (perhaps two) next 
winter. UPGRADE has been an execellent 
publication for a number of years. We'll 
miss it, and certainly Terry's comments. 

After the June Issue (#53), CFDM from 
RICK'S COMPUTER ENTERPRISE, will become a 
quarterly publication. Future Issues will 
be in Sep., Dec., Mar., and Apr. The new 
price will be $30/year, WILL include the 
"companion", HARDCOPY Magazine; AND when-
ever Rick is able to put together a BONUS 
disk, that will be included TOO! 

Rick has also "launched" PCFDM (PC 
Friends Disk Magazine) for PC users (3.5" 
1.4 disk). IT-IS-ONE-NEAT-PUBLICATION! 
It is Quarterly, and also $30/year. A $6 
"sampler" will be available by March, 15. 
More about this next Issue. Write or 
call (606 787-5783) Rick Cooper For more 
Information: 

RICK'S COMPUTER ENTERPRISE 
P.O. Box 276 

Liberty, KY 42539 

CORRECTION 

Last Issue, #36 Jan'96, page 3, at the 
bottom. I left out the "Y'BIRD" Alien 
marking. It should be: .JJ" 
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REVIEW: INFIDEL BONUS REVIEW: TARZAR 

Another HIGH QUALITY text adventure 
from INFOCOM (all rights, and trade names 
now belong to Activision). Ten (or so) of 
INFOCOM's early text adventures were made 
available for the CoCo 2 in 1985-87, but 
play just as well on a CoCo 3. 

The excellent game package contains an 
un-protected game disk, the game Booklet, 
a separate Card for CoCo users, and a Map 
(X shows where to dig). A disk drive, and 
monitor are required. The game disk must 
be in drive 0 during play, and 7 Saves 
can be made to a separate, formatted disk 
(in drive 1 or drive 0). SAVE or RESTORE, 
and follow the on screen prompts. 

The story: You wake-up in Your Tent at 
a Camp Site surrounded by the Egyptian 
desert, but near the Nile River. You're 
work crew left during the night, and took 
just about everything - You insulted, and 
treated them poorly. You are searching 
for a buried Pyramid that is believed to 
be the tomb of an Ancient Queen of Egypt, 
and expect to find great riches there! 
THAT'S WHAT YOU'RE AFTER! 

A Map, and a piece of limestone (Cube, 
has Hieroglyphs on it) are locked in your 
Trunk (the Key's gone!). A circling plane 
is overhead. You have been expecting the 
delivery of a Navigation Box that'll help 
find the correct place to dig - it isn't 
really needed. 

The game Parser is excellent, and many 
different forms of commands are useable. 
The command parser only "sees" the first 
6 letters of any longer word, and "knows" 
many words. It accepts one or two letter 
abbreviations for the TEN directional 
moves, a few one word "Special" commands 
(some of those can be abbreviated), most 
two word (verb-noun) commands, mutiple 
commands, and simple sentences. Here are 
a few examples (notice how a "comma", IT, 
AND, and THEN are used): 

GET ALL (Take, or Drop as well). 
DROP SACK,SHOVEL or 
DROP SACK AND SHOVEL 
TIE ROPE TO ALTAR THEN THROW IT NORTH 
GET THE SCROLL THEN EXAMINE IT 
GET HEAD THEN PUSH STATUE NW 
The game will tell you if a command or 

word you use, is not understood - try a 
different "form" of a command or word. 

DOS •(RSDOS 1.1 or 2.1) loads the game, 
shows a few scrolling screens of infor-
mation, and begins play. If you do a DIR 
on the game disk, nothing appears to be 
on the disk! GOOD HUNTING! 

This is an early PD graphic adventure. 
It was available from T&D Subscription 
Software disk #75, Sep.'88. No author is 
listed. It is writen in Basic, but the 
intro-screen, a separate file, is ML. It 
plays on any CoCo, requires a disk drive, 
and Composite monitor or TV. It does not 
have a save feature, but there are only a 
few "areas" that are dangerous. 

Unfortunately, there are ERRORs that 
cause a game CRASH! I haven't been able 
to "fix" these, but the causes can be 
avoided - see page 7. 

The command parsor is a standard Verb-
Noun type. One letter abbreviations for 
the 4 directional moves, and Inventory 
(also INV) are accepted. All other words 
must be completely typed in, and a little 
beep is heard whenever a key is pressed. 
Typing in commands is SLOW! 

Move around by entering a one-letter 
abbreviation for the direction you wish 
to travel (N - North, S - South, etc.). 

RUN"TARZAR loads the game. A title 
screen is shown with music, and a high-
speed Poke option (Y/N) is given. That's 
for a CoCo 2. If you are using a CoCo 3, 
then press 3. Still, play is slow. Every 
time you do anything that changes a Rooms 
description (get or drop an item, find a 
new exit, etc), it is re-drawn, painted, 
and described. Most items, and creatures 
are randomly placed at the beginning, but 
some are always in the same location. No 
objects are hidden, but there is a Wall 
(not described) that must be Pushed. The 
four Rings - one's a DEATH TRAP - must be 
Enchanted, and Rubbed to be used. Look up 
a Ring's name in a dictionary for a clue. 

The game also has a HELP, and a VERB 
command - a nice touch! 

Your TASK: ZAP Tarzar, and rescue Dr. 
Razrat. 

FUTURE REVIEW LIST 

MAY'96 
JUL' 96 
SEP'96 
NOV'96 
JAN' 97 
MAR'97 

(3,3) 
(2) 
(4,6) 

(3) 
(3) 
(4) 
(4) 

(5) 
(5) 

ROGUE * 
BALLYHOO 
SEASTALKER 
ALCATRAZ 
ZORK II 
ZORK III 
CASTLE OF THAROGGAD 
MIS-ADVENTURES OF EDDIE * 
TARZAR 2 * 

(n): Member Choice number(s). 
: We haven't played these yet. 

2 ADVENTURR SURN7TVORS MAR 9 9 6 



IN]?IDEL. MAPS 
I  MAP KEY  1 

NW N U NE - Different or 

N 
W ROOM1 E 

/// II\ 
SW D S SE 

Problem Path: 

Connecting 
Path: 

CAMPSITE 
SURROUNDED 
BY DESERT 

IRIVER I

IBANK  I I 

SARCOPH- 1 BURIAL: 
AGUS :CHAMBER:
COVER, STATUES

DOOR: AN-E- : 
LINTELICHAMBER1 
(SEAL) 

'TREASURY' 
1  TABLE  1 
3 DISC-PADS 
SCARAB 

3 E-W PASSAGES
AN -E- 1_ _INICHES: 1 1_ _ISTAIR1 

:CHAMBER: :  DOOR  1 1 1 1BOTT.:
PLASTER PLASTER 

CUBE AND 
ANTECHAMBER 
LEVELS 

ISTAIR1 
1  TOP  1 

ANNEX 
1 SLAB_ :ANTE-

SUPPLY  / FIREPIT \\ :HOLES: 1CHMBR: 
1 TENT1 1 OUT-1 IMATCH 1 1 MID I_), (SPATULA, 
I a AXE  I a I  SIDEJ I-BOOKI 1 PATHI a BOOK) . 
SHOVEL \ FOI13\c—T  

  \1_7  I /  
_IOUTH1 1 OUT-; !SOUTH: 1DESRT: 1DESRT: 
— I _PATH: 1 SIDEI 1 PATHI I

illrn

TRUNK' YOUR1(LOCK,BEEF, 
COT  TENT1 MAP,CUBE) 

NEAR1 OUT - 1 INORTH1 
NILE' SIDEI I  PATH:

/ 

NOTE1 WORK:KNAPSACK 
TENT:(ROPE,CANTEEN) 

(X) 

s 
PYRAMID DEPTH LEVELS 

LEVEL 1. Chamber of Ra. 

LEVEL 2. Cubes. 

LEVEL 3. Barge. 

LEVEL 4. Antechambers. 

LEVEL 5. Circular Room. 

CHAMBER OF RA LEVEL 

CIRCULAR ROOM DESERT 
t iv

CUBE :CHAMBER: CUBE 
(4) :  OF RA  1 (6) 

ALTAR, TORCH,JAR 

: SOUTH 1 
1LANDINGLI NARR. 
  HA L L . 

I NARROW: 
:HALLWAY:

1NEPHTHYS: 
1  DIAMOND,'
HIEROG-
LYPHS : NW 1 

IHALL I

CIRCULAR ROOM LEVEL ISELKISI 
I  RUBY  1 

/HIEROG-
I NE LYPHS a a 

RA :HALL: 

:CIRCULAR, 
1  ROOM 

  STATUE N  
1 SW (HEAD) 1 SE 1 
IHALL 1 GOLD :HALL:

CLUSTER N. 
I ISIS ( a 
1EMERALD:
HIEROG-
LYPHS 

NEITH1 
OPAL  1 
HIEROG-
LYPHS 

CUBELI CUBELI CUBE1 
(2)  a a 

a a  (3)  I 
RA  1 i i  RA 
t_ CUBE:_: CUBELI CUBEIJ 

(4)  1 I 5) I  0)  : 
I 

CUBELI CUBE:  _ 

(7)  1 1  (8) 

BARGE AND TEMPLE LEVELS 

.ITURN Ia 1 
'PASS.:

I GOLD 1 1 INNER : SILVER: 
ROOM :CHAMBER I ROOM  I 

(RING)  1 
1 ALCOVE! 1 ALCOVE: 
:GOLDEN  : I TEMPLE: 1SILVER 
CHALICE :CHAMBER: CHALICE 

1 

I STEEP 1 
:PASSAGE:

1 STEEP 1 
:PASSAGE:

1 
I STEEP I 
IPASSAGE Ii 

1 NW- : I BARGE 1  
ICORNR1 :CHAMBER: 

FORE 

I NE Ia a 
. I CORNR Ia a 

1CABIN I__I BARGE 1 1 AFT 1 
IScRoL I  CENTER: ICABIN1 

W. END 
SLOT 1 HOLD: 

(SHIM):  MAST:
KNOTHOLE 

!BELOW: 
DECK:

1 SW 1 I BARGE : : SE 1 
: 1 1CORNR: :CHAMBER: CORNR

NARROW1
JHALLWAY1 

J.4 
NARROW HALLWAY 
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I NF I Do E L I NE' ORIALLVT I ON 

L (LOOK): Repeats a Room's description 
I (INVENTORY): List of carried items. 
G (AGAIN): Repeats last command. 
Q (QUIT): Exits the game. 
Z (WAIT): Time (moves) passes. 
RESTART: Starts the game again. 
SAVE: Saves your place, to a separate 

disk. Seven Saves/disk maximum. 
Follow on-screen prompts. 

RESTORE: Loads in your saved position. 
SCORE: Shows your Score and ranking. 

SPECIAL COMMANDS: 
VERSION: Release and Serial numbers. 
BRIEF: Default, fully describes a Room 

when first seen. Afterwards, 
only a Room's name, and objects 
there will be given. 

SUPERBRIEF: Only a Room's name is given. 

VERBOSE: Each time a Room is entered, it 
is fully described. 

SCRIPT: Prints out everything from the 
screen. Works on most printers. 

UNSCRIPT: Turns SCRIPT off. 

SCORE POINTS - 400 MAXIMUM: 

Score Points by finding some objects, entering some locations, and solving problems. 

The game also assigns an Adventure Ranking - according to how many Points you Score. 

Breaking the Padlock   5. 
Finding the Prymid Opening   25. 
Putting the Cube in the Opening   25. 
Entering the Circular Room   30. 
Entering the Room's of Nephthys, 

Neith, Selkis, and Isis. Each   25. 
Taking the Diamond, Opal, Ruby, 

and Emerald Clusters. Each   5. 
Taking the Beam (Mast)   15. 
Taking the Golden and Silver 

Chalices. Each   15. 

Many other Verbs 
ASK DIP LIFT 
CUT DIG EXIT 
EAT RUB FILL 
PUT GIVE WEAR 
TIE HIDE PUSH 
SIT JUMP WAVE 
GET KILL CHIP 

: A 
* RA 
/ TO 
imr UNDER 
• OVER 

THE 
ii. THIS 

DAWN 
T NIGHT 
:: AND 
; WITH 
( OPEN 
! SOUTH 
- RESTS 

(and other 
DROP 
LOCK 
LOOK 
MOVE 
OPEN 
PICK 
PLAY 

THEN 
** NEW 
-) WILL BE 
-> THROUGH 

WEST 
EAST 
NW 
NE 
SE 
SW 
MUMMY 
GOLDEN 
SILVER 

/!% MAST 

• • • 

• 11•••••11 

Taking the right Bricks out citf 
the Panel in a Cube Room  

Chip the Plaster, Stair Bottom 
Chip the Plaster at the West end 

of the Narrow Passageways  
Taking the Ancient Book  

Opening the Sealed Door in the 
North Antechamber  

Taking the Scarab  
Preparing Sarcophagus for opening 

25. 
10. 

25. 
10. 

40. 
10. 

-- 35. 

VERBS AND OTHER WORDS: 
words) are useable. Some of these listed are synonomous. 

POUR FOLD CLIMB SMELL REMOVE IT ALL 

PULL PRAY CLOSE CLEAN SEARCH TO THEN 

READ DRINK SLEEP LEAVE DESTROY AT WITH 

TAKE ENTER RAISE TOUCH EXAMINE IN UNDER 

TELL KNOCK STAND LISTEN ON INSIDE 

TURN LIGHT THROW FOLLOW THE BEHIND 
WALK BREAK SHAKE ATTACK AND THROUGH 

HIEROGLYPH TRANSLATIONS: 
ONE <:.> 
FOURTH <::.> 
PLACE (aaaa) 
REMOVE (0) 
REVEAL >... 
PLASTER ...> 

INJURY ‹... 
WINDS 
SCARAB 
BETWEEN 
QUEEN(S) 
BALANCE 
OFFERING 
CLOTHING 

THREE 
FIVE 
FIRST 
ALL 
FROM 
TRAVEL 
RETURN 
TREASURE 

<— —> NICHES 
--->> PATHWAY 
! ! DOORWAY/ 

DOOR 
= BOOK 

!=! LINTEL 
! ! 

!-! ENTRANCE 
! ! 

! ! SMALL 
!--! AREA 

! ! LARGE 
!---! AREA 
!-! ROOM 
! ! 
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INF' I DoE.1- SOL:Err I ON 

CAMP SITE 
YOUR TENT: GET UP THEN S. WAVE AT PLANE THEN S. FIRE PIT: GET MATCHBOOK,FOIL (empty 
cigarette Pack) THEN S,S. WORK TENT: (get the Note, Read, and Drop it). OPEN KNAPSACK 
THEN EXAMINE IT (Rope and Canteen). PUT MATCHBOOK, PACK IN SACK THEN GET SACK. N,NW,W. 
SUPPLY TENT: GET ALL (Shovel and Pick Axe). E,NE,N. YOUR TENT: BREAK PADLOCK WITH AXE 
(Get and drop the Padlock). OPEN TRUNK. DROP KNAPSACK. GET BEEF,MAP. OPEN MAP,GET CUBE 
THEN DROP MAP. PUT AXE,BEEF IN SACK. GET CANTEEN,SACK. S,W,W. RIVER BANK: OPEN CANTEEN 
THEN FILL IT. DROP SACK,PUT CANTEEN IN SACK THEN GET SACK (Eat the Beef when hungry, 
and Drink from the Canteen when thirsty. A plane will drop a Crate, which contains the 
Box, but it isn't needed. Death is in the River, Mirages and Death in the Desert). E, 
SE,SE,E,E. DESERT,"X": DIG SAND WITH SHOVEL. G,G,G,C (look at the Cube, and the 
Opening). PUT CUBE IN OPENING. D. 

INSIDE THE PYRAMID 
CHAMBER OF RA: DROP ALL. GET ROPE, JAR, TORCH, MATCHBOOK. TIE ROPE TO ALTAR THEN THROW 
ROPE NORTH. OPEN JAR. POUR OIL ON TORCH. CLOSE JAR. OPEN MATCHBOOK. GET MATCH. CLOSE 
MATCHBOOK. LIGHT TORCH WITH MATCH. DROP MATCH. PUT JAR, MATCHBOOK, IN SACK (Shovel, no 
longer needed. NOTE: Later the Torch begins to flicker. When the SECOND warning is 
given, Pour the Liquid on the Torch or Dip it). GET SACK THEN CLIMB ROPE. 

CIRCULAR ROOM 
CIRCULAR ROOM: (Gold Cluster, not used). DROP SACK. MOVE STATUE. GET HEAD. PUSH STATUE 
NW. DROP HEAD (Door in the opposite direction remains open). SE,SE,SE. NEITH Room: GET 
OPAL. READ HIEROGLYPHS (Repeat this "bit" to enter each room, get the other Clusters, 
and Put them in the Sack). GET KNAPSACK. CLIMB ROPE. S,S,NE,NW,E,N,W,N,N,N,N,N. 

TEMPLE AND BARGE 
INNER CHAMBER: DROP SACK (Ring has no use - Death, if worn. Get the Golden, and Silver 
Chalices from the Alcoves, Put them in the Sack, and Read the Hieroglyphs). S,S,S,S,S, 
W,S,E,N,E. BARGE, FORE CABIN: (Get, Read, and Drop the Scroll). E,E,D,W. WEST END OF 
HOLD: PUT TORCH IN KNOTHOLE. LOOK AT SLOT,MAST. GET SHIM THEN DROP IT. LIFT MAST THEN 
GET TORCH. E,U,W. CENTER OF BARGE: GET MAST. S,SE,SW,N,N,E. 

CUBE ROOMS AND NARROW PASSAGEWAYS 
CUBE ROOM (6): W. CUBE (5): READ HIEROGLYPHS. S. CUBE M.  LOOK AT PANEL. GET FIRST, 
THIRD, FIFTH BRICKS (Path opens). DROP ALL BRICKS. E,N,D. 

NARROW PASSAGEWAYS 
BOTTOM OF STAIRS: LOOK AT PLASTER. READ HIEROGLYPHS. DROP SACK,CET AXE,GET SACK. BREAK 
PLASTER WITH AXE. W,W,W. NARROW PASSAGE, NICHES: READ HIEROGLYPHS. PUT MAST IN NICHES. 
STAND ON MAST. BREAK PLASTER WITH AXE. OPEN DOOR. W. 

ANTECHAMBERS 
ANTECHAMBER (middle): GET MAST. S. ANTECHAMBER (south  : READ HIEROGLYPHS. PUT MAST IN 
IN DOORWAY. OPEN DOOR. W. ANNEX: LOOK AT SLAB. DROP SACK. GET DIAMOND,RUBY,EMERALD, 
OPAL. PUT DIAMOND IN FIRST HOLE (Click! Ruby in 2nd, Emerald in 3rd, and Opal in 4th). 
MOVE SLAB (Get, and Examine the Book and Spatula). OPEN BOOK WITH SPATULA. READ BOOK. 
PUT BOOK IN SACK. DROP SPATULA. GET SACK. E. GET MAST. N, N. ANTECHAMBER (north): READ 
HIEROGLYPHS. PUT MAST UNDER LINTEL. BREAK SEAL WITH AXE. OPEN DOOR. DROP AXE. N,E. 

TREASURY AND BURIAL CHAMBER 
TREASURY: LOOK AT SCARAB. DROP SACK. GET GOLD CHALICE,SILVER CHALICE,PACK (Put Golden 
Chalice on one Disc, Silver Chalice on the other, and the Pack in the Silver Chalice). 
LOOK AT TABLE (Should be balanced, Scarab slightly above). GET SCARAB, BOOK. W. BURIAL 
CHAMBER: PUT BOOK IN LARGE RECESS. PUT SCARAB IN SMALL RECESS (Clicks!). TURN NEITH. 
TURN SELKIS. TURN ISIS. TURN NEPHTHYS (400 Pts.). MOVE COVER. Auto-Finish and DEATH!. 

ADVENITUan SURVIVORS 5 



9E12sInZ 2I 4Ar) 

N 

ROOM' E 

One-way Path: 

I  MAP KEY  I 

Problem Path: 1 or 
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PORTABLE ITEMS AND OTHER NOUNS 

MONEY 
GUN 
GOLD key 
SILVER key 
RED key 
FOUNTAIN 
PEPSI 
CUP 
CANTEEN 
COKE 

HAMBURGER 
FRIES 
SPEAR 
BRICK 
BULLETS 
DEVISE ring 
SUSPIRE ring 
STANZA ring 
BELUGA ring 

DOOR 
WALL 
RING 
WATER 
GUARD 

DRINKING  40 39
IRM.WATERI 1 BACK' 
1FOUNTAINI---1  ROOM' 1  1 

GUARDED  31 32
ROOM ' ' INDOOR' 

,WALKWAYGUARD 1  1 

4 33
1 CELL 
RAZRAT1 

1 
DOOR 

29
'STORAGE' 
RN. RED, 1 1 

21 22 
!STORAGE 'ODORFUL' 
1  ROOM I I ROOM 1 

20'DIM--LIT'ROOM 
11 'STORAGE' 

1  ROOM  1
10

1 DUSTY 
1  ROOM  I 
 1 IENTRAN. I 

I  ROOM  I 

19
'DUNGEON; 

1 1 

12

I GLOOMY' 

1  ROOM  I 

 9 
'BRIGHT-1 
LIT RM.: 

START 2 
LOBBY ! 

 1 

1 GO 
2 N,NORTH 
3 S,SOUTH 
4 W,WEST 
5 E,EAST 
6 GET,TAKE 
7 THROW 
8 DROP 

24 

VERBS  1 

9 SHOOT 
10 SQUASH 
11 ENCHANT 
12 EXAMINE 
131.00K 
14 ASK 
15 PUSH 
16 GIVE 
I,INV,INVENTORY 

RINGS  11 1 

RING ENCHANT 
DEVISE: CREATE - 

SUSPIRE: SIGH --

STANZA: POEM ---

BELUGA: MAMMAL - 

17 RELOAD 
18 RUB 
19 EAT 
20 DRINK 
21 UNLOCK 
22 HELP 
23 VERB 

RUB RING result. 
Kills Tarzar. 

No longer need 
to EAT or DRINK. 
Key-Door.clues. 

DEATH! 

38 DEN OF 37 
'DUNGEON' 'ANIMALS 

TARZAR1- -IG.SNAKE 
DOOR 

3
MAIN 
HALL 

33
INDOOR! 
WALKWAY, 

28 
BATHRM.! 

 1 

23 
DINING' 
ROOM  1 

18
KITCHEN' 
DOOR  1 

- 1 

1 13 
DARK 1 
ROOM  1 

 8 
BACK RM1 
(WALL),

3 
HIDDEN' 
ROOM  1

36
BACK 
HALLWAY 

3 
BACK 
HALLWAY 

27 2 
MAIN BACK 
HALL HALLWAY 

24 2 
MAIN BACK 
HALL HALLWAY 

17 1 
MAIN BACK 
HALL HALLWAY 

MAIN 
HALL 

MAIN 
HALL 

MAIN 
HALL 

1 
BACK 
HALLWAY 

BACK 
HALLWAY 

BACK 
HALLWAY 
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Th I Z ?I IDI a INFC:4zZMA.alIC0M 

Alas, three "normal" commands will cause an ERROR, and a game CRASH! 
With my limited BASIC, and programing knowledge, I haven't been able 
to FIX any of these ERRORS. 

1. OS ERROR IN 186: Checking your Inventory (I, INV, or INVENTORY). 
"Seems" to only happen when you're carrying the maximum number of 
objects the game allows (8 - you're not permitted to pick-up a 9 4•1
item). AVOID this CRASH by NOT checking your- Inventory when you 
have 8 items - DROP any item first, THEN it MAY BE safe to check. 

2. SN ERROR IN 104: Happens when you THROW anything ANYWHERE, except 
the Spear or Brick in the DEN OF ANIMALS - GIANT SNAKE is there. 

3. BS ERROR IN 120: Happens when you SHOOT GUN anywhere except in the 
DEN OF ANIMALS - again, the Giant Snake. 

OBJECTS AND CREATURES: The Red key, Guard, Dr. Razrat, Water Fountain, 
Giant Snake, and Tarzar (invisible) are always in the same place. The 
rest of the items, and creatures (4 little Snakes, and 4 Spiders) are 
randomly placect at the start_of each game. The Gold, and Silver keys 
are not meant to be behind the Doors they Unlock, but if one is ...see 
SUPER SHORTCUTS below. Kill the Giant Snake by Throwing the. Spear OR 
Shooting the Gun (Reloaded) - 50/50 chance each method. If picked up - 
Cobra, bites - Death! The game won't let you harm the little Snakes. 
Spiders can be killed by Squashing them with a Brick - sometimes you 
miss. Picking up a little Snake and/or a Spider will PERMINATELY 
reduce the number of items you can carry. They will not appear in 
your Inventory, and can not be dropped. 

ENCHANTING AND USING RINGS: Enchant a ring by ENCHANT (secret name). 
Use it by RUB RING. You may not be able to Enchant or use a ring if 
you are carrying another ring. Exception: The Devise ring can always 
be Enchanted, and used even if you are carrying another ring. 

THIRST AND HUNGER: You can die of Thirst or Hunger. It's best to eat 
the Hamburger, and the Fries when they are found. Also Drink the Coke, 
and Pepsi. GET WATER from the Fountain if you have the Cup or Canteen. 
The Suspire ring - ENCHANT SIGH, RUB RING - is the answer to the need 
for food and drink. 

PLAY: Look through all of the rooms, and gather needed objects. You 
can safely investigate ALL rooms except the Cell. The Red key Unlocks 
the Kitchen Door, Gold key the Den of Animals Door, and the Silver key 
the Indoor Walkway Door. PUSH WALL in the first Back Room. RUB RING 
to Dispose of Tarzar - Enchanted (Create) Devise ring. You auto 
receive $2000 cash - it doesn't appear in your Inventory, but you have 
it. Find the $1000 cash. GIVE MONEY ($3000) to the Guard in the 
Guarded Room, then go south to the Cell, find Dr. Razrat, and the game 
auto-ends with music ("...Saints go Marching in.."), Congratulations, 
number of moves made, and an option to play again. 

SHORT CUTS: All creatures can be safely by-passed - don't need the 
Brick, Spear, Gun, and Bullets. If the Suspire ring is found early 
(Enchanted, and Rubbed), then you don't need the Hamburger, Fries, 
Coke, Pepsi, Cup, Canteen, or Water from the Fountain. 

SUPER SHORTCUTS: A number of early games are like this - actually, you 
can pick-up any object in the game AT ANY TIME, and ANY PLACE! 
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ADVENTURE S URN/ I VOR. S SWAP S HO I) E 

MARCH 1995 
MEMBERSHIP AND SHIPPING FEES: 

Memberships: U.S. mail addresse   $7 
Canada mail addresses   $8 

S&H Fees: All addresses, one package 
(Program, Combo, or 6 Back-Issues)   $2 
Each additional Package/order, ADD   $1 

Maximum S&H for each ORDER   $6 
BACK-ISSUES only: S&H Each 3 B.I.'s $1 

GRAPHIC ADVENTURES 
POWER STONES OF ARD (Ard I)  
Encludes our Preliminary Information 
(6 pages), and the NEWLIFE program. 
POWERSTONES OF ARD II (2 sides)   $17 
Both Ards: CoCo3, RCB/ CMP   $27 

TOMB OF T'IEN, and MR. COREY, each   $ 7 
All CoCo's, CMP/TV 

HONOR QUEST, Arcade/Adventure   $10 
CoCo 3, Joystick, RCB/CMP 

TEXT ADVENTURES 
Dsk. Vers., All CoCos, Save Feature. 

ADVANCED ADVENTURE COMBO   $11 
ATLANTIS KINGDOM OF BASHAN ALCATRAZ 

MEDIUM ADVENTURE COMBO   $11 
ESPIONAGE ISLE CUBE ADV. 4 MILE ISLE 

STARTER COMBO   $11 
MY HOUSE PIRATES ADV. SNAKES (arcade) 
FREE text adv., CASTLE OF THE CREATOR 
with any COMBO order!! 

BACK ISSUES: $1 each or 6 for $5. T: Tape. 
1.Aug'90.MADNESS & MINOTAUR T,D 19. 
2.Sep'90.WORLD-CARMEN SANDIEGO   D3 

SIR RANDOLPH - MOORS 
3.0ct'90.DUNGEONS OF DAGGORATH 

DAGGORPATCH  

T,D 
PgmPk 

4.Nov.90.PYRAMID 2000, BEDLAM   T,D 
5.Dec'90.LANSFORD MANSION  

ONE ROOM   T,D 
6.Jan'91.WIZARD'S CASTLE 1  
7.Mar'91.WILDWEST   D3 

SILVERTON HOUSE   T,D 
8.May'91.RAAKATU - T,D, SANDS-EGYPT - D 
9.Jul'91.INTERBANK INCIDENT 

10.Sep'91.DALLAS QUEST  
SIR RANDOLPH RETURNS 

11.Nov 191.KEYS OF THE WIZARD 
12.Jan'92.KING'S QUEST III  

$12 

  T,D 
512K,D3 

13.Mar'92.RIDDLE OF THE RING  
BLACKBEARD'S ISLAND  

14.May'92.THE CONTROLLERS   T3,D3 
MAGIC OF ZANTH   D3 

15.Jul'92.WISHBRINGER 
HALL OF THE KING III  

16.Sep'92.HITCHHIKERS GUIDE  
HALL OF THE KING  

17.Nov'92.CALADURIL 2   D3 
18.Jan'93.TO PRESERVE QUANDIC  

HALL OF THE KING II  

NEW - THE TOOL NEW 
512K Upgrades $50.00 

litachi 111)031109E CPU & Socket  SIAVO 

"Y" / -nu" Cables Made Special 40 pin 

Male or Female connectors FA $.6.50 
Rainbow 40 wire ribbon cable min./ft   $ 1.00 
2400 Baud External Modem (Brand New) Hayes-
compatible ChM S Mn1i...$30.00 /Cable $5.00 

C( P-220 Printer Version 0.0 Eprom 
Bold Print)  $10.00 

CC15-220, 11-101t0A,Quadiet Printer Special ink 10nk 
Refill Kit 

*** THE Toot, 4" 

Graphic Manipulator Program $.1
i

5Up 

o13 screens in 51'2k Screen Zooms
Shrinks,Swaps, Palette Changes, Stamps, Scroll 
Memory, Multiple Printer Support, Save, Load 

Portrait(2), Landscape(3)Sizes,Doublehleight, Side by Side 
S&11 $3.00 1st Itein-$1.00 ea Additional 

SERVICE, PARTS, HARDWARE AND 01111RANWARE I TANDY 
SOFTWARE AVAILAHLE ALL WITH COMPLETE DOCUMENTATION. 
ALSO. t 'ANNUM 11P 1NKJ VI REFILL Km, AND PRINTERS 5111111)55 

TERRY LARAWAY 41 N.W. DONCEE DIME 

11111MERTONt WA 9/1311 360-692-S374 

$5 OFF on the Modem Purchase - 
MENTION you are a Member of A.S. 
D: Disk. D3: Disk, CoCo 3 only. 

Mar'93.MARTIAN CRYPT   T,D 
CALIXTO ISLAND   T,D 

20.May'93 CALADURIL  
21.Jul'93 QUEST OF THE STARLORD   D3 

WHITE FIRE OF ETERNITY  
22.Sep'93 ADVENTURE IN WONDERLAND ---- T,D 

DRAGONBLADE  
23.Nov'93 VORTEX FACTOR   T,D 

PLANETFALL  
24.Jan'94 WITNESS - D, BLACK SANCTUM - T,D 
25.Mar'94 SYZYGY T,D, ZORK I  
26.May'94 MAJOR ISTAR - D, SEA QUEST - T,D 
27.Jul'94 TERM PAPER - D3, TREKBOER T,D 
28.Sep'94 LIFE D3, SHENANIGANS   T,D 
29.Nov'94 CASTLE OF THE CREATOR  

ARD I Preliminary Info   D3 
30.Jan'95 CUBE ---- T,D. ATLANTIS ---- T,D 
31.Mar'95 MICKEY'S SPACE ADVENTURE  
32.May'95 KARRAK T, STOP COLOSSUS -- D3 
33.Jul'95 ENCHANTER  

POLYNESIAN ADVENTURE   T,D 
34. '95 KINGDOM OF BASHAN   T,D 

STAR TREK GALAXY ADV #1 T,D 
35.Nov'95 MR. COREY  

STAR TREK GALAXY ADV #2 --
36.Jan'96 KORONIS RIFT  
37.Mar'96 INFIDEL D, TARZAR 

Includes WORKSHEET.  

T,D 
D3 

T,D 
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