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Foreword

From time immemorial, people have sought adventure. It is human nature.

Birth itself could best be described as our first adventure. From that point
on, it is futile to try to restrain us.

When we are children, adventure often comes in the form of fantasy.
Haven’t we all envisioned ourselves as Superman, flying like a human bird
over New York City, or as Captain Midnight, finally conquering Mars? On
more than one occasion, I have fancied myself as “Sky King,” wrestling the
controls of my Cessna Twin while trying to land in a thunderstorm.

But not all adventure is fantasy. Going away to college, getting that first
job, buying a house — all ordinary life experiences yet undeniably
adventurous. Maybe it’s something a litle more dramatic like white-water
rafting down the Colorado River or travelling the Al-Can Highway. Some
men have walked on the Moon.

Real or imagined, we all need adventure. It’s what keeps life interesting.

General Chuck Yeager once said that some people have an inherent desire
to “push the outside of the envelope” — to go beyond the usual, and stretch
the outer limits of imagination.

And so it is with adventure and the CoCo Community, to whom I dedicate
this, The Fourth Rainbow Book of Adventures. Thanks to your loyalty and
support through the years, the CoCo Community is stronger than ever. That’s
why it is so important to keep this spirit of adventure alive.

This promises to be the best Adventure book yet, due largely to the untiring
efforts, dedication and love of the authors. Without their zealousness, this
book would not be possible. They have really outdone themselves this time;
these are some of the most unique, intriguing and ingenous schemes I've seen.

Also, I want to express my gratitude to our staff members: contest judge
and co-editor Cray Augsburg, co-editor Lauren Willoughby, art director
Sharon Adams, and illustrators Robert Hatfield, Heidi Maxedon and Teri
Kays. Their combined talents brought it all together.

And so, without further ado, I'm proud to present The Fourth Rainbow
Book of Adventures. Enjoy.

— Lonnie Falk

Vi



Introduction

In accepting the challenge to judge THE RAINBOW’s fourth Adventure
contest, I was filled with excitement and enthusiasm. And those feelings
remain as we pass along the winning entries to a waiting CoCo Community.
Yet, little did I realize the difficulty involved in selecting a limited number
of winners from such a compendium of fine entries.

Each contest entry had its own unique features, giving it a certain flavor,
or personality, if you will. And indeed the choice of winners was approached
with a great deal of indecision at times. So, after discovering each Adventure’s
qualities, I turned to observation in the final stages of judging — I allowed
others to wander through the many mazes and pitfalls as I watched them
carefully. After all, I had reaped many hours of enjoyment (albeit, intermixed
with moments of personal frustration) from the Adventures entered. I based
my decisions, in part, on the level of enjoyment derived from the entries by
others who were not so connected with the contest. At the same time, you
will notice a slant toward the world of intrigues and clandestine involvement.
I feel this area lends itself well to the matter at hand.

Nevertheless, the contest itself, and also this book, are the product of
thousands of hours of work. And the work I put into this project is far less
than the combined work of the many entrants. I congratulate the effort put
forth by all involved and I thank them for sharing their efforts with the rest
of us. This sharing is at the core of what keeps our Community alive and
well.
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The winning Adventures put forth in this book are not arranged in order
of difficulty. Rather, I have come to the conclusion that interest in the subject
of the Adventure determines whether we should consider ourselves beginners
or advanced Adventurers. This is not to say experience has nothing to do
with it. But I find solving Adventures to be more a matter of letting your
imagination loose and holding on to your common sense at the same time.

At the beginning of each Adventure, you will find an introductory story.
In some instances, you will find clues to the Adventure’s solution. In all cases,
these stories are intended to prepare you for the journey. Make careful note
of any special commands and aspects mentioned in the introductions. They
can make a big difference in the outcome of your travels. Also, any special
commands required before running the Adventures are included here.

Most of the Adventures allow you to move using compass directions and
their abbreviations (N, S, E, and W). Aside from this, you will find the two-
word command lines consisting of a verb and a noun to be quite common.
An example would be GET SWORD. And, of course, don’t forget to LOOK and
EXAMINE your surroundings as you travel.

Your attempts to overcome the programmers’ creative efforts will be
enhanced with the use of common sense. After all, even in real life it is difficult
to open a locked door without the key. At the same time, allow your
imagination to guide you, for many Adventure programmers will stop at
nothing to stop you — there is more than one way to go through a locked
door.

The BASIC program listings are formatted for a 32-character screen to allow
easier error-checking while typing in the listings. And The Fourth Rainbow
Adventures Tape or Disk will save you a lot of time and frustration. The
filenames associated with each program on the tape and disk are indicated
at the beginning of each listing along with the minimum system requirements
for that Adventure.

As a final note, the most important key to solving Adventures is to make
a map. Indicate all directions, rooms, objects and exits in an organized
manner, and you will be on your way to mastering even the most formidable
game. For more information on Adventure mapping, I suggest you read
“Adventure Game Mapping Techniques” by John Dillon in the August 1988
issue of THE RAINBOW.

Lest my words fill more space than necessary, I now present to you the
best of THE RAINBOW’s fourth Adventure contest. Bon voyage!

Cray Augsburg
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Save yourself from Adventure nightmares with . . .

THE FOURTH RAINBOW
ADVENTURES TAPE OR DISK

Sure, typing in listings can be instructional, but you don’t want to spend
your valuable computing time on an Adventure of a different kind —
debugging your typing. No one needs that headache. So give yourself a break
and get the Fourth Rainbow Adventures Tape or Disk Set. They include all
14 Adventures in the book; just pop them in and you're ready for action! No
fuss, no worry, and no lost weekends spent typing, typing, typing.

The Fourth Rainbow Adventures Tape is only $9.95, Two-Disk Set $14.95

You can use your VISA, MasterCard or American Express to order the tape
or disk by telephone at (800) 847-0309 or you can enclose payment and mail
your order to:

Fourth Rainbow Adventures
The Falsoft Building

P.O. Box 385

Prospect, KY 40059

Yes! Send me The Fourth Rainbow Adventures: [ Tape for $9.95*
O Two-Disk Set for $14.95*

Name
Address
City State ZIP
O Payment Enclosed or [J Charge to:

OVISA [ MasterCard [0 American Express

Account Number Expiration Date

Signature

*Non-U.S. orders add $2 (U.S. currency only) to cover additional postage. Kentucky residents add 5% sales tax. In
order to hold down costs, we do not bill. (Please note: The tape and disk are not stand-alone products. You need
to purchase the book for loading and operating instructions.)
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The Putk of $Mystery

Program by Mike Anderson

Y

ou wake up on a rainy Saturday. Because you
can’t paint the shutters today, as planned, you
decide to spend a quiet morning fixing the broken
CB that you removed from your car last Wednes-
day. As you play with the dial, a barely audible
transmission comes through. A word or two
grabs your curiosity, and — despite the static —
you decide to listenin .. . .

“Hey, Martin! I pulled the job off. That bank
. . . easier than we thought. Cops . . . chasing me

and . . . make a quick getaway.”

“Where did . . . put the loot?”

“I stashed ... old suitcase. I ran to the
amusement park . . . hid the cash. Some clown

saw me. I don’t think he’ll talk. But he’ll . . . big
headache when he comes to. Pick up the loot
tomorrow as planned. I gotta lay low. There . . .
$500,000. I put it und . . . the orange. . . .

Too bad the last part of that transmission faded
out. Your old CB must have picked up some
private channel, and no one knows what you just
heard. Now, all you have to do is go to the park
and find the orange item where the cash is hidden.
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