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FOREWORD

The Adventure Adventure

Almost from the start, this Adventure book was an Adventure unto itself.
The plain truth of the matter was that almost from the time the Rainbow was born, we wanted to produce some sort
of an Adventure book. And finally, yes, finally, here it is.

A large number of people contributed their talents to this book, and you can see their names on the masthead. They are to
be congratulated for collaborating to produce the book you are holding in your hands now. But it was sometimes a rocky
road and our editors, artists and contributors sometimes thought, I am sure, that they were in the infamous maze with
twisty passages all alike - and no vending machine to recharge flashlight batteries anywhere.

Am I getting ahead of myse1f7 I'm sure I am.

The idea for The Rainbow Book OfAdventures began before there was even a Rainbow. Thanks to Scott Adams, Byte
magazine and those wonderful people who brought you the original Adventure on the big mainframes.

"Wouldn't it be nice," dreamed lone day, "if there could be a whole book of Adventures just for the Color Computer?"
I had just finished reading Byte's Adventure issue of December, 1981, and seen one of Scott Adams' famous Adventures

on an Apple computer at my not-tao-friendly local computer store. Just the day before I had discovered how to get by the
snake in the Colossal Cave. But I wanted to play an Adventure on my CoCo.

None to be had. So I wrote one. Just to see whether I could do it. Name: Vampire! Playing time: Around 30 minutes. But I
did learn how to move things around, including myself.

(I know, you want to know what happened to Vampire! So do I. Ilet a friend market it for me and it sold, I think, about
three copies. Besides, working on the thing late at night was scary, anyway.)

Suddenly, like an Arab who folds up his tent and steals away into the night, rode an Adventurer out of the west. Ron
Krebs was (and still is) his name, and he came up with the first two Adventures in machine language for the Color
Computer, marketing them under the name Mark Data Products. Were they great? Yes they were. And still are.

But I digress. I usually do, which is why they don't let me write very much around here...
Well, yes, it would be nice if we could have a book of all Color Computer Adventures. But there weren't many out there,

so we began publishing a magazine called the Rainbow instead. (This isn't exactly how it happened, but it is close enough.)
As the Rainbow grew, we started to get some Adventure submissions, and, pretty soon, started an Adventure contest. We

decided that each winning entry would be published in a book. And here it is.

I hope this will be but the first of a number of Adventure books that we will publish; along with a series on simulations,
too. Blit, that's in the future and this is now. So, other than wanting to do it, why a book on Adventures? Is it like Mt. Everest,
climbing it just because it is there?

Everyone craves an Adventure but few of us have one. I'm fortunate, I've had many. I've trudged through the moors with
Sir Randolfand tried to Escape From Sparta. I've snuck through a Dungeon Adventure, peeked here and there in a Horror
House and even met the famous Dr. Ava/oe.

In doing all of this, I've had to be quick-witted, fast on my feet (while sitting down, of course) and exceedingly careful of
all manner of nasties.I've been places I've never dreamed, seen things I've never believed and, sometimes, beaten them all.

And with it all, I've had fun. No, make that fun.
Now you can experience it all, too. Just turn the page, there's an Adventure waiting just a few sheets of paper away.
Thank you for helping us make a years-ago dream come true.
Enjoy!

-Lonnie Falk
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A Look at the "Lucky Thirteen"
By Jim Reed

Rainbow Managing Editor

A preview of the winning selections in this book.

F rom New York to California, Wisconsin to Florida ... from Sawmill Road to the 12000 block of West Balboa Drive,
from mid-America and central Canada, too ... from 4K to 32K ... graphics and non-graphic ... the entries in the
first annual Rainbow Adventure Contest came in.

What a variety! A plane crashes in the jungle ... a love boat island hops ... a carpet flies ... a horse runs away ... a Trans
Am car needs a driver ... a space station seems to run itself. Throw in a heaping helping of creaky old mansions, eerie
castles, underground tunnels and traps, traps, traps.

You think judging an adventure contest is easy, do you? Well, we've been thrown in pits, bitten by snakes, blown to bits
by a self-made bomb, flash-fried by dragon breath, caught in cobwebs, surrounded by fire, poisoned by arrows, needles and
spiders, drowned in blood, nibbled on by piranha and crocodiles, hacked by an axe, strangled, shot, beheaded, eaten alive
and brutally slain by every monster imaginable: dragons, zombies, lizards, hydras, giants, robots, demons, harpies, trolls,
wererats, burglars, wizards, and even ants. Invariably, a replay of an adventure is simply death warmed over.

The funny thing about all this is that you can hardly wait to get your turn at bat, can you? Well, your time is coming - in
this, The Rainbow Book ofAdventures! For your personal pleasure and family entertainment, we have selected from the
dealers of death the very best architects of annihilation.

Heed these words, though: the goblins will surely get you, even if you do watch out. So, get your personal affairs in order
before embarking on this journey to death's door, and beyond.

Well, there are some lighter moments, even when the shadow of death darkens your path. Let's see, we seem to recall
being stung on the nose by a bee, stumping our toe or kicking a door, having a carved pumpkin fall on our head, being
devoured by a man-eating soup can and having an evil scientist's experiment turn us into a microwave oven. Your kind of
fun, you say? Well, read on and we'll give you the lowdown on these high adventures.

Naturally, the love of money is the root of all this evil. And, if it's treasure you're after, we have bullion by the billion,
pearls by the basketful, valuable relics, an emerald statue and free hula lessons. There are also fiery diamonds that'll singe
your fingers, rubies for rubbing, a gold knife that's hot merchandise, a sack of marbles and enough red herring to divert a
hungry bear. But, while we believe wealth is its own reward, you'll pay dearly as you search for the pots of gold.

Well, enough hyperbole. Let's talk results. Let's announce the winners. Let's distribute the prizes. Let's experience these
adventures for ourselves.

We've painstakingly whittled down the numbers to settle on a baker's dozen for our first - and what we hope will be
annual- Rainbow's Book ofAdventures. Here, in alphabetical order, are the Lucky Thirteen - all ofwhom have received
prizes, and from whom we have singled out the winners, runners-up and a number of special honorable mentions.

GREGORY CLARK of Syracuse, New York, for Sir Randolfof the Moors
DON DUNLAP of Reynoldsburg, Ohio, for The Polynesian Adventure
CHRIS HARLAND of Regina, Saskatchewan, Canada, for The Deed of the York
ROBERT W. MANGUM, II of Titusville, Florida, for Horror House
JORGE MIR of New Berlin, Wisconsin, for Dreamer
JORGE MIR of New Berlin, Wisconsin, for Oneroom
JUSTIN PAOLA of Berkeley, California, for Search for the Ruby Chalice
GREGORY RICKETTS of Columbia, Ohio, for Dungeon Adventure
JEAN ROSEBOROUGH of New Berlin, Wisconsin, for Door
STEVE SHERRARD of Normal, Illinois, for Dungeon Adventure
SCOTT SLOMIANY of Downer's Grove, Illinois, for Dr. Avaloe
RICK TOWNSEND of Bettendorf, Iowa, for Escape from Sparta
CHRIS WILKINSON of Larchmont, New York, for Lighthouse Adventure

We have included An Unexplored Mansion by Tim Hanson of Saint Paul, Minn. as an extra treat. Although it was not a
contest entry, we felt it should be included based on its merits. In this interesting Adventure, the object is to explore a
mansion .and find the fortune hidden somewhere in the estate. Hats off to Tim for this treasure!



If you're the superstitious type, take note that Jorge Mir's name appears twice - he had two entries. So, really, only 12
people made the final selection. Also, note that two entrants had adventures by the same name, Dungeon Adventure (one is
graphics, one non-graphics), so we only have a total of 12 titles in the Lucky Thirteen. Finally, the inclusion of An
Unexplored Mansion brings our total number of Adventures to 14!

And, as merit resulting from long, hard work - rather than the whim of fortune - is what turned these entries into
winners, we now see that the epithet "Lucky Thirteen" is an illusion of both number and kind, a quality well-suited to the
tone of the following Adventures. .

In keeping with the great Miss America contest tradition, we'll save the royal coronation for the grand finale. First, some
special awards and honorable mentions, then the runners-up, then the two top winners. .

THE SOUNDS OF MUSIC AWARD to Don Dunlap for The Polynesian Adventure. Not only musical interludes, but
music from the islands. Don's entry made excellent use of the 80C's sound capability and also put others to shame with his
artful use ofcolors. The Polynesian Adventure was not only easy to play, but it did not end the game when you screwed up; a
slap on the wrist was a much-appreciated punishment by our judges who had grown weary indeed of having to start many
games from the top every time they made a fatal mistake. We commend Don for the leniency and recommend that more
adventure writers consider wounds and bruises or other penalties in lieu of crudely and rudely ending the program for
every little infraction.

THE DOOR PRIZE (what else?) to Jean Roseborough for Door. Ms. Roseborough believes there are 44 ways to open
doors. Billed as the world's shortest adventure game, we recommend this 4K game for children; supply them noun and verb
lists and let them learn how to spell while they're banging their heads and everything else to get the door open. (Confidential
to JR: How about "Fire!," "Pizza," "Police," "Avon Calling," "Meter Man," or "Honey, I'm Home."

BEST SCIENCE FICTION TROPHY to Rick Townsend for Escape/rom Sparta. In this action-packed mission, your
object is to save your creator. No desecration or sacrilege intended, it's just that you are an advanced robot yourself and you
and all those like you need your creator to keep your springs wound and your joints oiled and whatever. Trouble is, the evil
warlord has captured your creator. This is a computer game in which you use the space station's computers to get help and
to locate the creator. And action! We were being shot at by an enemy robot as soon as we were beamed aboard. (Confidential
to Rick: Space Dust, huh! A nice way to treat somebody who thought your title page was classy. By the way, your printout of
the listing on Radio Shack's graphics printer was highly readable; not that we had to peek for help, or anything like that.)

SPOON FEED THEM AWARD to Chris Harland for The Deed o/the York. Some adventure games seem impossible to
win, but not this one. You may use up several incarnations, but persistence will payoff if you just keep reentering this
haunted house to find the hidden deed. Ifyou collect even a portion of the clues and still can't find the deed, you'd better
stick to Pong. A fun game to play, and Harland obviously has a warped mind. One minute you pinch your finger, the next
you're a goner. (Confidential to Chris: A pizza delivery to a haunted house? You must know Rainbow's creator, Lonnie
"plain cheese, lightly cooked" Falk. Too bad for you he abstained from the judging: you'd have won even bigger.)

BEST TITLE PAGE CITATION to Robert Mangum II for Horror House. A lot of work goes into title pages. Many are
quite artistic. Some move. Some have brilliant colors. Some flash. Mangum has it all. Really, you have to see it to appreciate
it. The judges liked the fact that you can fight the monsters inHorror House for a bit and then split if they seem to be getting
the better ofyou. You get a blow-by-blow report ofyour own and the monster's condition. (Confidential to R W MII: About
that vending machine that says "Drink Creature Cola," we lost a lot ofcoins in that contraption. You know, realism has its
drawbacks; that machine is too much like the real thing.)

THE ONE ARM TIED BEHIND YOUR BACK MEDAL to Jorge Mir for Oneroom and Dreamer, a combination entry
under self-imposed limitations. Many of you owe much of what you know about writing Adventure games to the articles
Jorge has authored for the Rainbow, and frankly, he took us a bit by surprise in entering the contest. But, then, we did make
a wide open invitation - it wasn't even voided in Nebraska. Well, Jorge, the mark of a good teacher is to be surpassed by
your pupils. In effect, though, Jorge took himself out of the running by electing to submit the extremes in programming: a
32K adventure that never gets out of the original room, and a 4K adventure that has 26 rooms. That's right, in Dreamer you
can visit up to 26 rooms, get in a sword fight, ride a horse, get chased by a bear, take a boat ride, explore a cave, and kill
yourself a half-dozen different ways - all in a 24-line, 4K program. On the other hand, in Oneroom, everything you need is
within easy reach, but don't expect any easy way out. While Dreamer is mainly for beginners, Oneroom promises to keep the
veteran adventurers well contained.

JORGE'S BEST PUPIL PRIZE to Steve Sherrard for Dungeon Adventure. Go to the head of the class, Steve, and listen to
your high school teachers. It's obvious you've been sitting on the back row writing computer programs during your English
literature and trigonometry classes. Musty rooms? Moldy bones? Drunken guards? Oh, to be 16 years old, like Steve, again.
Dungeon Adventure is a cleanly executing game based on a format printed in the July, 1982, Rainbow. Not a thing wrong
with that; no sense re-inventing the wheel when you have a tried and proven format. Special praise to Steve for that spacey
musical ditty at the end of the game. It was very satisfying. Too often, we find that after successfully completing an
adventure, defying death, conquering evil and decimating demons, we get no more than "Congratulations!" printed, and
then a clear screen. For a change, we get a treat for a job well done.
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ADVENTURE HINTS

I 'm a firm believer in Socrates' adage, "Know thyself," and after playing these Adventure games, well, let's just say I
know myself a lot better. Within the last few months of compiling this book, I have learned-by being killed 153 ... or
was that 154 times-to respond to life-threatening situations that the average city-dwelling woman usually doesn't

encounter. I ran from a dragon with hot, vile breath; fought ugly minotaurs (and yes, they are a bit slimy); offered jewels to
escape death from African headhunters and staggered to safety after being hacked with an axe from a mysterious
disembodied arm.

I learned when to run and when to fight, and most importantly, how to calm down and think each action through, instead
of screaming, throwing my computer against the wall and pulling my hair out. Though, there were times when I thought I'd
kill myself, instead of getting to know myself while plodding through all the trial and errors of these Adventure games as a
beginner.

One of the most important things I have found in playing Adventure games is to learn how to command action. The
programs respond to two word verb-noun combinations, such as PUSH DOOR. As you learn which verbs the game will
accept, write them down and use this as a guide. To move in a given direction, most Adventure games respond to north,
south, east, and west, and usually typing the first letter of the direction is sufficient.

So, you've started an Adventure and have eagerly explored a few directions. You went north, east, north again, but now
you feel you are lost. Ifyou go back the way you came, you may encounter that creature and might not escape death as easily
the second time. To avoid this frustration, and believe me it is frustrating, make a map of the Adventure as you play. On a
large sheet of paper, draw boxes which represent the rooms, or places you enter. Within each box, describe key items
associated with the room and any other useful notes to help you. Draw lines to each box so you know in which direct.ion
each room is. This can be a life saver.

In nearly every Adventure, I invariably get stuck at one point, and after trying every command option I can think of, I
have found that the word HELP is the best four letter word I can use. Most Adventures have the HELP command and it can
be extremely useful in getting you through the tough parts.

You are standing in a dark cave and need some light. Do you still have those matches or did you drop that darned torch
when the terrifying Grom nearly scared your pants off? Type INV (inventory) and the computer will list all the items you
are carrying. It will tell you when you cannot carry anything more, so if you encounter an object you think may be useful
down the road, DROP the least valuable item and get that useful object.

Remember, these are Adventures and logic doesn't always prevail. (How many times have you been chased by a
minotaur?) You will find some Adventures more logical than others, and thus, each game must be treated as such. For
instance, in order to climb a stairway, you might have to throw dust on it. Use your imagination.

Here's a tip if you don't want your friends to cheat by looking at the listings for hints: type POKE 383,158 at the end of
each listing before you CSAVE. To return to normal listing, type POKE 383,0.

Now that I have provided you with helpful hints to get you started with these exciting Adventure games, here is some
important information about The Rainbow Book ofAdventures. First, please note that all the BASIC program listings you
will find in this book are formatted for a 32-character screen - so they will show up just as they do on your CoCo screen.
One easy way to check on the accuracy of your typing is to compare what character "goes under" what. If the characters
match - and your line endings come out the same - you have a pretty good way of knowing that your typing is accurate.
We also have "key boxes" to show you the minimum system a program needs. But, do read the text before you start typing.

The little cassette symbol on listings indicates that program is available through ourRainbow Adventure Tape service. An
order form for this service is on Page 55. .

What's a CoCo? CoCo is an affectionate name which was first given to the TRS-80 Color Computer by its many fans,
users and owners. As such, it is almost a generic term for three computers, all ofwhich are very much alike. When we use the
term CoCo, we refer to the TRS-80 Color Computer, the TDP System-lOO Computerand the Dragon-32 Computer. In
most cases, when a specific computer is mentioned, the application is for that specific computer. However, since the TDP
System-l 00 and TRS-80 Color are, for all purposes, the same computer in a different case, these terms are almost always
interchangable. " .

The small boxes which you see with programs in this book are our RAINBOW CHECK program, which is designed to
help you type in programs accurately.

The check program itself is a machine language program which will count the number of characters you type in. You can
then compare the number the RAINBOW CHECK gives you to those printed in this book. On longer programs, some
benchmark lines are given. When you reach the end of one of those lines with your typing, simply check to see if the
numbers match. The RAINBOW CHECK program is listed on Page 81.

I'm sure you will find The Rainbow Book ofAdventures to be fun and a learning experience, as I have. So, good luck and on
with .the Adventures ...

-Susan Remini
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940 R$(6,0)="ON A LOVE BOAT":R$(
6,1)="N W· 0507"
950 R$(7,0)="IN THE DINING ROOM"
:R$(7,1)="W AlE 100806"
960 R$(8,0)="AT THE TABLE":R$(8,
l)="S 07"
970 R$(9,0)="IN CABIN G7":R$(9,1
)="S 10"
980 R$ <10, 0) =" IN A HALLWAY FULL
OF CABINS":R$(10,1)="E 1370709"
990 R$(ll,O)="IN A SAMOAN VILLAG
E":R$(ll,l)="BOS E 061213"
1000 R$(12,0)="IN A COUNCIL HOUS
E":R$(12,1)="N 11"
1010 R$(13,0)="IN A COMMUNITY HO
USE":R$(13,1)="W II"
1020 R$(14,0)-"IN A MAORI VILLAG
E" : R$ ( 14, 1) =" BOS E 061615"
1030 R$(15,0)="IN A MEETING HOUS
E":R$(15,1)="W 14"
1040 R$(16,0)="IN A MAORI MUSEUM
" : R$ ( 16, 1 ) = "N E 141 7"
1050 R$(17,0)="BY A LAGOON":R$(l
7,1)="W 16"
1060 R$(18,0)="IN A FIJI VILLAGE
":R$(18,1)="BOS E 061920"
1070 R$<19,0)="IN A CHIEF'S HOUS
E" : R$ ( 19, 1 ) = "N 18"
1080 R$(20,0)="IN A FIJIAN HUT":
R$(20,1)="W 18"
1090 R$(21,0)="IN A TAHITIAN VIL
LAGE":R$(21,1)="BOS E 062223"
1100 R$(22,0)="IN A PRAYER HOUSE
":R$(22,1)="N 21"
1110 R$(23,O)="IN A FISHERMAN'S
HOUSE":R$(23,1)="W 21"
1120 R$(24,0)="IN A TONGA VILLAG
E":R$(24,1)="BOS E 062625"
1130 R$(25,0)m"AT A TONGAN FESTI
VAL":R$(25,1)="W 24"
1140 R$(26,0)="IN A QUEEN'S BEDR
OOM":R$(26,1)="N E 2427"
1150 R$(27,0)="IN A QUEEN'S BED"
:R$(27,1)="W 26"
1160 R$(28,0)="IN A MARQUESAS VI
LLAGE":R$(28,1)="BOS 0629"
1170 R$(29,0)="IN A COOKING HOUS
E (ha'e tumay)":R$(29,1)="N E 28
30"
1180 R$(30,O)="IN A GUEST HOUSE
(ha'e manahi't)":R$(30,1)="N W 3
129"
1190 R$(31,OY="IN A TATTOOING HO
USE":R$(31,1)="S E 3032"
1200 R$(32,0)="IN A WARRIOR'S HO
USE (ha'e toa)":R$(32,1)="W 31"
1210 R$(33,0)="IN A TRANS AM CAR
":R$(33,1)="OU02"
1220 J$(l)="NOTHING 01"
1230 J$(2)="A GAS CAN (empty)04"
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1240 J$(3)="*SILVERWARE*08"
1250 J$(4)="A GLOVE COMPARTMENT3
3"
1260 J$(5)="A BOARDING PASSOO"
1270 J$(6)-"A TRANS AM CAR02"
1280 J$(7)="*GOLD NECKLACE*09"
1290 J$(8)="TONGA COINS20"
1300 J$(9)="*VALUABLE RELICS*16"
1310 J$(10)="*A GOLD KNIFE (very
hot) *29"

1320 J$(11)m"*EXQUISITE CARVING
OF A FISH*23"
1330 J$(12)="*BEAUTIFUL WOVEN MA
T*27"
1340 J$(13)="A PINK HIBISCUS11"
1350 J$(14)="*A BASKET FULL OF P
EARLS*12"
1360 J$ (15) ="A FIRE KNIFE DANCER
13"
1370 J$(16)="A COLORFUL RED TULI
P TREEI4"
1380 J$(17)="A BEAUTIFUL PLUMERI
A18"
1390 J$(18)="*A DIAMOND HEADED S
PEAR*19"
1400 J$(19)="*A HAWAIIAN ORCHID*
21"
1410 J$(20)="A TROPICAL WATERFAL
L24"
1420 J$(21)="A BIRD OF PARADISE2
6"
1430 J$(22)="FREE HULA LESSONS25
"
1440 J$(23)="*AN EMERALD STATUE*
32"
1450 J$(24)="AN ACTIVE VOLCAN028
"
1460 J$(25)="A GROUP OF BOY SCOU
TS SIN8IN822"
1470 AV$="N SEW 60 GETDROL
OOSCOFILDRIREAINVPICSMEHELPOU"
1480 AN$=" CANCOMPASCAROUTG7 A
1 NECCOIRELMATFISKNISILTANBOAPEA
SPEORCSTAHIBTULPLUPAR"
1490 NL$="0000020000050000000000
00007008009012011010003000000014
018019023000000000000"
1500 S$="11141821242805":Sl=1
1510 PLAY"T3V15L4GFL8V20EV15EEEV
20EVI5EDEV20FL4.FV15L4FL8FFV20DV
15DDDV20DV15DCDV20EL4.EL4V15EL8G
L4V20EV15EV20EL8V15DEL4FV20FV15A
L8AAV20GV156GGV20FV15FDDDL4.V20C
L2V15C"
1520 60T030
1530 PCLEAR1:CLEAR5000:GOT0850
1600 REM COPYRIGHTED 1983
1610 REM BY DON & LINDA DUNLAP
1620 REM 6840 TANYA TERRACE
1630 REM REYNOLDSBURG, OHIO
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)=1:0(40)=1:GOT031
790(OB)=L:IN=IN-l:PRINT"DROPPED
":GOT031
80 IFO(OB)=L OR 0(OB)=-lTHEN81 E
LSE PRINT"I DON'T SEE IT HERE":G
OT031
81 IFOB=lTHENPRINT"I SEE A FEW T
YPES OF STONES - INCLUDING FLI
NT.":0(41)=O(1):GOT031
82 IFOB=90ROB=20ROB=20THENPRINT"
THERE'S SOMETHING WRITTEN ON IT"
: GOT031
83 IFOB=3THENPRINT"LOOK'S LIKE A

TOUGH GUY.HE SAYS <WHAT'S THE P
ASSWORD?)":GOT031
84 IFOB=4THENPRINT"IT LOOK'S LIK
E A BELL-PULL":GOT031
85 IFO(6)<>L AND OB=7THENPRINT"I

SEE SOMETHING!": IFO (5)=OTHENO (5
)=L:GOT031: ELSEO(6)=L:GOT031
86 IFOB=8THENPRINT"I SEE RATHER
BADLY EXECUTED PICTURES OF I
SLANDS WITH LARGE 'X'S DRAWN ON

THEM": GOT031
87 IFOB=10THENPRINT"HE'S DEAD AL
LRIGHT!":GOT031
88 IFOB=12 AND 0(13)=OTHENPRINT"
I SEE A SKELETON IN IT.":O(13)=L
: GOT031
89 IFOB=12THENPRINT"I SEE A KNOB

--

f

ON THE BOTTOM OF THE COFFIN."
:O(14)=L:GOT031
90 IFOB=13 AND 0(9)=0 THENPRINT"
I'VE FOUND SOMETHING.": 0 (9) =L: GO
T031
91 IFOB=15 AND C=OTHENPRINT"THER
E'S NO OIL IN IT.":GOT031
92 IFOB=15THENPRINT"IT LOOK'S LI
KE AN ANTIQUE":GOT031
93 IFOB=16THENPRINT"I SEE HEIROG
LYPHICS AROUND IT":GOT031
94 IFOB=17THENPRINT"THERE'S A LI
QUID IN IT":0$(17)="BOTTLE WITH
LIQUID":GOT031
95 IFOB=22ANDF=OTHENPRINT"IT'S L
OADED":GOT031
96 IFOB=22THENPRINT"IT'S EMPTY":
GOT031
97 IFOB=25THENPRINT"IT LOOKS VER
Y UTILITARIAN":GOT031
98 IFOB=26THENPRINT"IT LOOK'S LI
KE A GOOD ONE":GOT031
99 IFOB=27THENPRINT"IT'S LOCKED"
: GOT031
100 IFOB=29THENPRINT"IT'S BIG EN
OUGH FOR TWO OF ME":GOT031
101 IFOB=30THENPRINT"IT LOOK'S T
ERRIBLY FERROCIOUS!":GOT031
102 IFOB=32 AND O(34)=OTHENPRINT
"I SEE SOMETHING! ":0(34)=L:GOT03
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"'T HAVE IT.":80T031
193 IFL-18 OR L-19 OR L-20 THEN1
94 ELSE PRINT"IT SOUNDS BEAUTIFU
L. ":60T031
194 IFa-1 THENPRINT"THE MONSTER
SMILES HAPPILY AND DISSAPEARS."
:D(19,4)=20:0(30)=0:60T031
195 PRINT"THE SERPENT OPENS HIS
MOUTH AND •••• AAAAA ••••• ":SOT020
6
196 IF OB<>29THENPRINT"I CAN"'T II

;I$:SOT031
197 IFO(29)=OTHENPRINT"WHAT BOAT
?":80T031
198 IFL=17 THENL=18:0(30)=19:80T
027
199 IFO(23)<>-lTHENPRINT"I DON'T
,HAVE A SUITABLE OBJECT TO DO T

HAT. ":SOT031
200 I FOB=30 THENPR I NT" P M AFRA I 0

HE DIDN'T LIKE THAT •••••••• 00
000000•••• ":80T0206
201 IFOB=3THENPRINT"HOW MURDEROU
S.UNFORTUNATELY IT DID NO 6000.
":60T031
202 PRINT"DON'T BE RIDICULOUS!":
60T031
203 IFL<>9THENPRINT"OK.":60T031
204 IFOB<>42THENPRINT"NOTHINS HA
PPENED.":60T031
205 IFOB=42 AND 0(3)=L THENPRINT
"HE SMILES AND SAYS: u :PRINT"600D

TO SEE YOU A6AIN, CAP'N•
• AND DISSAPPEARS!":0(3)=0:D(9,2)
=10:60T031
206 END
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P-2TO YP+2:DP=PEEK(31002+J*31+XP
):IFDP>30THENDP=DP-30:X=166:GOSU
B2090
1020 GOSUB4I0:DRAW"BM166,"+STR$(
Y)+"A"+STR$(A)+DP$(L):Y=Y+37:NEX
T:RETURN
1030 FORL=66T080:IFPPOINT(L,92)=
OTHENRETURNELSENEXT:GOSUB2100
1040 XP=XP-l:PUT(51,88)-(58,95),
MC,PSET:EXEC&H7FBO:LINE(0,0)-(36
, 191),PRESET,BF:Y=18:FORJ=YP-2 T
OYP+2:DP=PEEK(30998+J*31+XP):IFD
P>30THENDP=DP-30:X=18:GOSUB2090
1050 GOSUB410:DRAW"BM18,"+STR$(Y
)+"A"+STR$(A)+DP$(L):Y=Y+37:NEXT
: RETURN
1060 FORL=OTOI0:IFCA(L,0)<>XP AN
DCA(L,l)<>YP THENNEXTELSEI100
1070 FORL=OTOI0:IFCA(L,0)<>OTHEN
NEXTELSEI090
1080 GOT01120
1090 CA(L,O)=XP:CA(L,l)=YP:CA(L,
2)=R
1100 NU=31000+YP*31+XP:POKENU,PE
EK(NU)-30:IFK$=CHR$(94)THENYP=YP
+lELSEIFK$=CHR$(10)THENYP=YP-IEL
SEIFK$=CHR$(8)THENXP=XP+IELSEXP=
XP-l
1110 GOT0220
1120 'FIGHT SEQUENCE
1130 PMODE4:COLORO,1:SCREENl,0
1140 PCLS:FORK=23T0179STEP12:FOR
L=12T0168STEP12:PSET(L,K):NEXTL,
K:LINE(0,11)-(180,191),PSET,B:J=
LEN(MO$(R»-15:L$=RIGHT$(MO$(R),
J+l):DRAW"BM30,10":GOSUB2070:L$=
" FIGHT":J=6:GOSUB2070:L$="MOVE"
:J=4:DRAW"BM184,150":GOSUB2070:L
$="FIGHT":J=5
1150 DRAW"BM184,160":GOSUB2070:L
$="POTION":J=6:DRAW"BM184,170":G
OSUB2070:L$="STATUS":J=6:DRAW"BM
184, 180":GOSUB2070:CP=1:L$="UP":
J=2:DRAW"BM212,60":GOSUB2070
1160 FORL=ITO RND(6)-1
1170 X=INT(RND(143)/12)*12:Y=INT
(RND(SO)/12)*12+11:LINE(X,Y)-(X+
RND(4)*12,Y+RND(4)*12),PSET,BF:N
EXT
1180 SOUND200,1:X=CP(CP,0):Y=CP(
CP,1):IFCP=lTHENPUT(X,Y)-(X+7,Y+
7),MC,PSETELSEIFN$(CP)="MERCENAR
Y"THENPUT(X,Y)-(X+7,Y+7),MR,PSET
ELSEPUT(X,Y)-(X+7,Y+7),HM,PSET
1190 CP=CP+1:IFCP<>C9+1THEN1180E
LSEAL=VAL(LEFT$(MO$(R),2»:MP(0,
2)=VAL(MID$(MO$(R),3,2»:DF=VAL(
MID$(MO$(R),5,2»:DP=VAL(MID$(MO
$(R),7,2»:MP=VAL(MID$(MO$(R),9,
2»:NU=0:FORL=lTOI0:NU=NU+AL(L):

NEXT:NU=INT(NU/(RND(0)+.70)/AL)
1200 IFNU>50THENNU=50ELSEIFNU<1T
HENNU=l
1210 EX=VAL(MID$(MO$(R),11,4»*N
U
1220 FORL=lTO NU-1:MP(L,2)=MP(0,
2):NEXT
1230 FORL=OTO NU-l
1240 X=INT(RND(160)/12)*12+14:Y=
INT«RND(180)+11)/12)*12+1:IFPPO
INT(X+4,Y+4)=OTHEN1240ELSEIFX>59
ANDX<121ANDY>130THEN1240ELSEMP<L
,0)=X:MP(L,1)=Y:PLAY"V3002T255L2
55":FORK=lT030:PLAY"CCDV-":NEXT:
FORK=lT05STEP2:CIRCLE<X+4,Y+4),K
:NEXTK,L
1250 TT=0:L=RND(100):IFL>50THEN1
550ELSECP=1
1260 L$=N$(CP):J=LEN(L$):DRAW"BM
184,70":GOSUB2070:X=CP(CP,0):Y=C
P(CP,1):GET(X,Y)-(X+7,Y+7),CY,G
1270 DRAW"BM204,140CONU30NH1SNEl
5":PUT(X,Y)-(X+7,Y+7),CY,PRESET:
DRAW"BM204,140CINU30NH15NE15CO":
PUT(X,Y)-(X+7,Y+7),CY,PSET
1280 K$=INKEY$:IFK$=""THENI270EL
SEIFK$="M"GOSUBI320ELSEIFK$="F"G
OSUB1380ELSEIFK$="P"GOSUBI500ELS
EIFK$="S"GOSUB2130:GOT01270ELSEI
270
1290 IFNU=OTHENI730
1300 CP(CP,O)=X:CP(CP,l)=Y:LINE(
184,63)-(255,70),PRESET,BF:CP=CP
+1:IFCP=C9+1THENTT=TT+IELSEI260
1310 IFTT=2THEN1250ELSE1550
1320 PUT(X,Y)-(X+7,Y+7),CY,PSET:
PUT(X,Y)-(X+7,Y+7),MO,PRESET
1330 K$=INKEY$:IFK$=""THEN1320EL
SEIFK$=CHR$(94)THENL=Y-6:J=Y-l:K
=X ELSEIFK$=CHR$(10)THENL=Y+8:J=
Y+14:K=X ELSEIFK$=CHR$(8)THENL=X
-6:J=X-l:K=Y ELSEIFK$=CHR$(9)THE
NL=X+8:J=X+14:K=Y ELSEIFK$=CHR$(
13)THENCC=0:PUT(X,Y)-(X+7,Y+7),C
Y,PSET:RETURNELSEI320
1340 IFK=X THEN1350ELSEFORLL=L T
o J:IFPPOINT(LL,K)=OTHEN1320ELSE
NEXT:GOT01360
1350 FORLL=L TO J:IFPPOINT(K,LL)
=0 OR PPOINT(K+l,LL)=OTHENI320EL
SENEXT
1360 IFK$=CHR$(94)THENY=Y-12ELSE
IFK$=CHR$(10)THENY=Y+12ELSEIFK$=
CHR$(9)THENX=X+12ELSEIFK$=CHR$(S
) THENX=X--12
1370 CC=CC+1:IFCC=3+PO(CP,3)THEN
CC=0:PUT(X,Y)-(X+7,Y+7),CY,PSET:
RETURNELSE1320
13S0 L$="E R T":J=5:DRAW"BM190,9
O":GOSUB2070:L$="D G":J=6:DRA



WI BM190,100 1 :GOSUB2070:L$="C V B
":J=5:DRAW"BM190,110":GOSUB2070:
GET(X,Y)-(X+7,Y+7),CY,G
1390 PUT(X,Y)-CX+7,Y+7),MO,PRESE
T:PUTCX,Y)-(X+7,Y+7),CY,PSET:K$=
INKEY$:IFK$=""THEN1390
1400 IFK$="E"THENX1=-12:Y1=-12EL
SEIFK$="R"THENX1=0:Y1=-12ELSEIFK
$="T"THENX1=12:Yl=-12ELSEIFK$="G
"THENX1=12:Y1=OELSEIFK$="B"THENX
1=12:Y1=12ELSEIFK$="V"THENX1=0:Y
1=12ELSEIFK$="C"THENX1=-12:Y1=12
ELSEIFK$="D"THENX1=-12:Y1=OELSEI
FK$="Q"THEN1440ELSE1390
1410 FORL=OTO NU-1:IFMP(L,0)=X+X
1 ANDMPCL,1)=Y+Yl THEN1420ELSENE
XT:GOT01390
1420 L=RNDCI(0):IFL«AL(CP)+PO(C
P,0»*3-DP+40THEN1450
1430 FORL=IT020:PLAY"T255L255V15
03C04C": NEXT: DRAW"BM190, 130":L=R
ND(8):IFL=lTHENL$="STUPID":J=6:G
OSUB2070ELSEIFL=2THENL$=IWIMP":J
=4: GOSUB2070ELSEIFL=3THENL$="LOS
ER":J=5:GOSUB2070ELSEIFL=4THENL$
="SWISH":J=5:GOSUB2070
1440 FORL=1T0500:NEXT:LINE(185,8
0)-(255, 130),PRESET,BF:RETURN
1450 PLAY I V20T4L403G04CL3EL4CE":
DRAW"BMI90, 130":L=RND(6): IFL=1TH
ENL$=IPOW":J=3:GOSUB2070ELSEIFL=
2THENL$="BAM": J=3: GOSUB2070ELSEI
FL=3THENL$=ICLOBBER":J=7:GOSUB20
70ELSEIFL=4THENL$="SLASH":J=5:GO
SUB2070ELSEIFL=5THENL$="SMASH":J
=5: GOSUB2070
1460 FORL=IT0500:NEXT
1470 FORL=OTO NU-1:IFMP(L,0)<>X+
Xl ORMP(L,I)<>Y+Y1 THENNEXT
1480 MP(L,2)=MP(L,2)-RND(DF(CP)+
PO(CP,I»:IFMP(L,2»OTHENLINE(18
5,80)-(255, 130),PRESET,BF:RETURN
ELSEFORJ=1T05STEP2:CIRCLE(MPCL,0
)+4,MP(L,1)+4),J,I:NEXT:LINEC185
,BO)-C255,130),PRESET,BF
1490 FORK=L TO NU-l:MP(K,O)=MP(K
+1,0):MP(K,1)=MP(K+l,1):MPCK,2)=
MPCK+l,2):NEXT:NU=NU-1:RETURN
1500 L=1:CLS:PRINT" 0 NONE"
1510 PRINTL;PO$CL):IFPO$CL+1)<>"
"THENL=L+l:GOT01510ELSEINPUT"whi
ch one";L:IFPO$CL)=""THENPMODE4:
COLORO,1:SCREEN1,0:RETURN
1520 IFLENCPO$(L»=15THENPOCCP,0
)=POCCP,0)+RNDC4)+4ELSEIFMID$CPO
$(L),11,1)="H"THENBP(CP)=BCCP)EL
SEIFMID$(PO$(L).,11,1)=IS"THENPO(
CP,1)=PO(CP,1)+RNDC10)+8ELSEIFMI
D$(PO$(L),11,1)="R"THENPO(CP,2)=
PO(CP,2)+RND(20)+10ELSEPO(CP,3)=
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1530 FORK=L T09:PO$CK)=PO$CK+1):
NEXT:PMODE4:COLORO,1:SCREEN1,0:R
ETURN
1540 GOT01540
1550 MO=0:J=LEN(MO$(R»-15:L$=MI
D$(MO$(R),15,J):DRAW I BM184,70":G
OSUB2070
1560 CP=I:HY=300
1570 L=INT(SQRCABS(CP(CP,O)-MP(M
O,0»A2+ABS(CP(CP,1)-MP(MO,I»A2
»:IFL<HY THENX1=CP(CP,0):Y1=CPC
CP,1):HY=L:C1=CP
1580 CP=CP+1:IFCP<>C9+1THEN1570
1590 IFHY<20THENI670ELSEM1=MP:X2
=MP(MO,0):Y2=MPCMO,1)
1600 IFABSCX1-X2»ABS(YI-Y2>ANDP
POINT(X2+16,Y2+4)<>OANDPPOINT(X2
+17,Y2+4)<>OANDSGN(XI-X2)<>-1AND
X2<169THENX2=X2+12:GOT01640ELSEI
FPPOINT(X2+4,Y2+16)<>OANDPPOINT(
X2+5,Y2+16) <>OANDSGN(Y1-Y2)<>-lT
HENY2=Y2+12:GOT01640
1610 IFSGN(X1-X2)<>-1ANDPPOINT(X
2+16,Y2+4><>OANDPPOINTCX2+17,Y2+
4) < >OANDX2< 169THENX2=X2+12:GOT01
640
1620 IFABSCX1-X2»ABSCY1-Y2)ANDP
POINT(X2-8,Y2+4)<>OANDPPOINT(X2­
7,Y2+4)<>OTHENX2=X2-12:GOT01640E
LSEIFPPOINT CX2+4,Y2-8) <>OANDPPOI
NT(X2+5,Y2-8)<>OANDSGN(Y2-Y1)=IT
HENY2=Y2-12:GOT01640
1630 IFPPOINT(X2-8,Y2+4)(>OANDPP
OINTCX2-7,Y2+4)<>OTHENX2=X2-12
1640 FORL=1T05STEP2:CIRCLE(MPCMO
,0)+4,MP(MO,1)+4),L,1:NEXT:MP(MO
,0)=X2:MPCMO,1)=Y2:S0UND200,1:FO
RL=1T05STEP2:CIRCLE(X2+4,Y2+4),L
,0:NEXT:M1=M1-1:IFM1=OANDMO=NU-l
THEN1660ELSEIFM1=OTHENMO=MO+1:GO
T01560
1650 L=INTCSQRCABS(X1-X2)A2+ABS(
Y1-Y2)A2»:IFL<20ANDMO=NU-1THEN1
660ELSEIFL<20THENMO=MO+l:GOT0156
OELSE1600
1660 TT=TT+1:IFTT=1THENCP=1:LINE
(184,63)-(255,70),PRESET,BF:GOTO
1260ELSELINE(184,63)-(2S5,70),PR
ESET,BF:GOT01250
1670 FORL=1T05STEP2:CIRCLECMP(MO
,0)+4,MP(MO,I)+4),L,1:CIRCLE(MP(
MO,0)+4,MP(MO,1)+4),L,0:NEXT:L=R
ND(100):IFL<AL*3.75-DPCCl)-PO(Cl
,2)+25THEN1690
1680 L$=IMISSED":J=6:DRAW"BM185,
120": GOSUB2070:PLAY"TI2L404V15BA
GFDEC":FORL=lT0500:NEXT:LINE(185
,113)-C250,120),PRESET,BF:MO=MO+
1:IFMO=NU THEN1660ELSE1560
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1690 PLAY"T4V2SL204DL403B04EL2DO
3B":L$=IHIT":J=3:DRAW"BMI9S,120"
:60SUB2070:BP(Cl)=BP(Cl)-RND(DF)
:6ET(Xl,Yl)-(Xl+7,Yl+7),CY,G:FOR
L=lT020:PUT(Xl,Yl)-(Xl+7,Yl+7),C
Y,PRESET:PUT(Xl,Yl)-(Xl+7,Yl+7),
CY,PSET:NEXT:LINE(185,113)-(250,
120),PRESET,BF
1700 MO=MO+l: IFBP(Cl) >OANDMO=NU
THEN1660
1710 IFBP(Cl»OTHEN1560ELSELINE(
Xl,Yl)-(Xl+7,Yl+7),PRESET,BF:FOR
L=Cl TO C9
1715 CP(L,O)=CP(L+l,O):CP(L,l)=C
PlL+l,l>:B(L)=B(L+l):BP(L)=BP(L+
1):DF(L)=DF(L+l):DP(L)=DP(L+l):A
L(L)=AL(L+l):EX(L)=EX(L+l):N$(L)
=N$(L+l):PO(L,O)=PO(L+l,O):PO(L,
1)=PO(L+l,1):PO(L,2)=PO(L+l,2):P
O(L,3)=PO(L+l,3):NEXT:LC=1:C9=C9
-1:IFC1=ITHEN2270
1720 IFMO=NU THEN1660ELSE1560
1730 'BOUTY PHASE
1740 CLS:PRINT"experience collec
ted";EX*(I-«AL(I)-l)*.OS»:PRIN
T"credits collected";:C2=INT(EXI
(RND(C9)+I»:CR=CR+C2:PRINTC2:PR
INT"credits to date";CR:PRINT"po
tions collected":L=RND(10): IFL>A
L THENPRINT"NONE":GOTOI840
1750 FORL=ITOI0:IFPO$(L)=""THENl
770ELSENEXT
1760 PRINT"NONE":GOTOI840
1770 K=RND(5):ON K GOT01780,1790
, 1800,1810,1820
1780 PO$(L)="POTION OF SKILL":GO
T01830
1790 PO$(L)="POTION OF HEALiNG":
GOT01830
1800 PO$(L)="POTION OF STRENGTH"
: G01'01830
1810 PO$(L)="POTION OF REFLEXES"
:80T01830
1820 PO$(L)="POTION OF QUICKNESS
"
1830 PRINTPO$(L)
1840 PRINT:PRINT:PRINT"{enter)":
EX=EX*(1-«AL(1)-1}*.05})
1850 K=C9-1
1860 IFK<)OTHENFORL=2TO C9:IFN$(
L)<>"MERCENARY"THEN EX(L)=EX(L)+
EX/2/K:NEXTELSENEXT
1870 EX(1)=EX(1)+EX/2
1880 L$=INKEY$:IFL$=""THENI880
1890 FORL=ITO C9:AL=AL(L):AL(L}=
INT(EX(L)/3280+1):IFAL<>AL(L)THE
NB(L)=B(L)+RND(2):NEXTELSENEXT
1900 FORL=IT010:FORK=OT03:PO(L,K
)=O:NEXTK,L
1910 IFAL(1)=20THEN2280

1920 IFLC=lTHENLC=0:GOT0810ELSEF
ORL=lTOI0:CP(L,0)=CP(L,2):CP(L,1
)=CP(L,3):NEXT:RETURN
1930 CLS:PRINT"STAYING IN TOWN H
AS COST YOU":L=RND(100)+100:PRIN
TLj"CREDITS":CR=CR-L:FORL=1TO C9
:BP(L)=B(L):NEXT:GOSUB2120
1940 GOSUB2110: PRINT" (1) DO YOU W
ANT TO GAIN LEVELS.":PRINT"(2)HI
RE ON HENCHMEN, MERCENARIES";:PR
INT"(3)GO BACK TO THE DUNGEON.":
INPUTL:IFL=3GOSUB810:GOT0220ELSE
IFL=ITHEN1950ELSEIFL=2THENI990EL
SE1940
1950 CLS:GOSUB2110:FORL=lTO C9:P
RINTL;N$(L):NEXT:INPUT"WHO IS TO

GAIN EXPERIENCE l jL:IFN$(L)="ITH
ENCLS:GOT01940
1960 INPUT"HOW MANY CREDITS ARE
YOU SPENDING"jl<:IFK<OTHEN
1950ELSEIFI<>CR THENI<=CR
1970 EX=(RND(0)+.5)*CR:PRINT"YOU

HAVE GAINED "j:PRINT USING"#.##
"jEX/3280;:PRINT" PERCENT OF
A LEVEL":EX(L)=EX(L)+EX:AL=AL(L)
:AL(L)=INT(EX(L)/3280+1):CR=CR-1<
:PRINT:PRINT" <enter>";:IFAL<
>AL(L)THENB(L)=B(L)+RND(2)
1980 k$=INI<EY$:IFI<$=""THENI980EL
SECLS:GOTOI940
1990 CLS:GOSUB2110
2000 IFC9=10THENPRINT"NO ONE WAN
TS A JOB":ELSE2020
20101<$=INKEY$:IFK$=""THEN2010EL
SECLS:GOTOI940
2020 PRINT"HENCHMEN COST 2000 CR
EDITS":PRINT"MERCENARIES COST 15
00 CREDITS":PRINT"ENTER 0 CREDIT
S FOR NEITHER": INPUT"AMOUNT"jL: I
FL=1500THENCR=CR-L: GOSUB2120: GOT
02030ELSEIFL=2000THENCR=CR-L:GOS
UB2120:GOT02040ELSECLS:GOTOI940
2030 C9=C9+1:L=C9:N$(L)="MERCENA
RY":BP(L)=8:B(L)=8:DF(L)=6:DP(L)
=6:EX(L)=3300:AL(L}=2:CLS:GOT019
40
2040 C9=C9+1:L=C9:BP(L)=RND(8)+3
:DF(L)=RND(7)+2:DP(L)=RND(7)+2:B
(L)=BP(L):EX(L)=3300:AL(L)=2:PRI
NT"WHAT NAME FOR YOUR HENCHMAN

(UNDER 9 LETTERS) ":PRINT"BODY
PT/DAMAGE FAC./DEFENSE PTS.";:P

RINTTAB(4}B(L);TAB(15)DF(L)jTAB(
27)DP(L)
2050 INPUTL$:N$(L)=L$:CLS:GOT019
40
2060 G01'02060
2070 FORL=lTO J:LL=ASC(MID$(L$,L
,1»-65:IFLL<OTHENDRAW"AOBR4"ELS
EDRAW"AOCO"+L$(LL)+"BR4"







41

Adventure Contest -- Non-Graphic Winner

I
n the year 974 A.D. a male child was born. The
parents, being very poor even for peasants,
indentured the child to their local lord.

The boy grew up within the castle walls, never
seeing the outside world except through the tales of
the knights, overheard while he fought with the
castle dogs for scraps of food under the banquet
tables.

Never having been given a proper name, he
thought of himself as Sir Randolf of the Moors. All
of his waking moments he envisioned himself as
the victor ofmany jousts, and even as the leader ofa
band of knights on a quest for the king.

Being a rather husky young man, he was given
the task ofcleaning the lord's stables. Every chance
he got, he learned to ride within the confines of the
stable. This, in itself, showed a certain level of
bravery, for if he was discovered even mounting a
noble's steed he knew at the least it would mean a
stout whipping.

One fateful day, he happened upon a complete
suit of armor belonging to a knight visiting the
castle. What possessed him to don the armor, even
he had no idea. Once suited, the logical step would
be to set astride the knight's horse.

As fate would have it, no sooner had he posi­
tioned himself on the horse than one of the castle
dogs started barking. The high spirited animal
immediately galloped out of the open stable door
and through the castle gates, carrying Sir Randolf
with him.

"Oh, what tricks the lord plays on me," la­
mented Sir Randolf, when he finally regained con­
trol of the horse. He found himself many miles from
the castle, in completely unfamiliar surroundings,
realizing that if he returned to the castle, an
unknown, but definitely unpleasant fate awaited
him. After long deliberation, he decided to con­
tinue on the road and let fate do what she willed.

Hungry and weary, after several days of riding,
he came upon a small village situated at the base of
a towering mountain. Here, his physical needs
overcame his natural fear of the unknown. He
boldly rode into the town, and when he had
reached the inn, he realized that a relatively large
group of townspeople had already formed around
him. More came from every direction.

Helping hands assisted him from his mount and
fairly carried him to the inn. He was taken to a
table, and even before he was seated a large tank­
ard of ale and a sizable chunk of venison were
placed before him.

Removing his helmet, he tried to explain his lack
of funds. However, he was told that everything had
been arranged and not to worry. Having failed in
his protests, he began to devour the fare.

A commotion at the entrance interrupted his
meal. Looking up, he spied a rather rotund man
approaching. Speaking very rapidly, he greeted Sir
Randolf and thanked him for arriving so quickly.
Randolf may have been short on worldliness, but
he was bright enough to continue eating and just
listen.

It seems the stranger was the equivalent to
mayor of the village. Randolf soon pieced together
an idea of what he had happened upon.

Near the peak of the mountain was a castle of an
evil lord, Blandor. He had demanded and received
heavy taxes for so many years that the village was
now near collapse. Anyone opposing him was dis­
posed of either by his guards or by some magical
means. Recently, it had been rumored that he had
fallen ill and died and his guards, fearing loss ofhis
magical protection, had fled.

Three weeks ago, prior to this moment, the
mayor had requested from a neighboring lord the
services of a knight to explore the castle and prove
the rumor true or false. The town's messenger, a
not-too-bright lad, had forgotten most of the reply
by the time he had returned. The only thing he was
sure of was that the knight carried the sign of the
unicorn on his shield.

Randolf now realized his situation: the mount
and armor he had acquired belonged to the knight
promised to the town. The townspeople were
counting on him to go to the castle and discover
exactly what was going on. He decided to attempt
the quest himself.

After two days of rest, he mounted up and
headed to the castle. After a few hours of travel, a
dark-cloaked man appeared on the trail ahead of
him. He introduced himself as Herman,. former
wizard to the evil Lord Blandor, who had dis­
charged him after learning all he could of his craft.

Herman had observed Randolf and had cor­
rectly deduced his plight. In an attempt to help, he
presented Randolfwith a pea-sized ruby. The gem
had the ability to break minor magical spells, but
most of its power was exhausted. Only five charges

(Greg Clark, a technician working for Nynex, writes
programs as a hobby. His wife. Ruth, kindly refrains
from commenting on how much time Greg spends at
the keyboard.)
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=3 THEN PRINT;"I'VE GOT IT":SW=1
: GOT030
145 IF G$=C$(4) AND V2=Wl AND DA
=3 THEN PRINT;"I'VE GOT IT":DA=1
: GOT030
146 IF G$=C$(5) AND V3=Wl AND RB
=3 THEN PRINT;"I'VE GOT IT":RB=1
: GOT030
147 IF G$=C$(12) AND V4=Wl AND F
T=3 THEN PRINT;"I'VE GOT IT":FT=
1: GOT030
148 IF G$=C$(6) AND V5=Wl AND RI
=3 THEN PRINT;" 1" VE GOT IT": RI=1
: GOT030
149 IF G$=C$(13) AND V6=Wl AND N
E=3 THEN PRINT;" I'VE GOT IT": NE=
1:GOT030
150 IF G$=C$(40) AND V7=Wl AND S
K=3 THENPRINT"I'VE GOT IT":SK=I:
GOT030
151 IF G$=C$(35) AND V8=Wl AND L
A=3 THENPRINT"I'VE GOT IT":LA=I:
GOT030
152 IF G$=C$(33) AND V9=Wl AND H
E=3 THENPRINT"I'VE GOT IT":HE=I:
GOTQ30
153 IF G$=C$(21) AND Vl0=Wl AND
NE=3 THENPRINT"I'VE GOT IT":NE=l
: GOT030
154 IF G$=C$(24) AND V11=Wl AND
KE=3 THENPRINT"I'VE GOT IT":KE=1
: GOT030
155 IF G$=C$(28) AND V12=W1 AND
OC=3 THENPRINT"I'VE GOT IT":OC=1
: GOT030
156 IFG$=C$(15) AND VV=4 AND HV=
1 AND LV=4 THENPRINT"I'VE GOT A
HANDFULL OF DUST":DU=I:GOT030
157 IF G$=C$(24) AND KE=O AND LV
=4 AND VV=3 AND HV=3 AND ST=O TH
ENPRINT"I'VE GOT THE KEY.":KE=I:
GOT030
158 IF G$=C$(22) AND ST=1 AND LV
=4 AND VV=3 AND HV=3 THENPRINT"O
W! SOMETHING PRICKED ME-":FORX=1
T01500:NEXT:CLS(O):FORX=1T0500:N
EXT:CLS:END
159 IF G$=C$(28) AND OC=1 THENPR
INT"I'VE ALREADY GOT IT.":GOT030
160 IF G$=C$(28) AND LV=4 AND VV
=3 AND HV=5 THENPRINT"I'VE GOT T
HE OCTAGON.":0C=1:GOT030
161 IFG$=C$(6) AND LV=2 AND VV=3

AND HV=3 AND DW=l THENPRINT"I P
UT THE RING ON MY FINGER. I GUE
SS THAT MEANS I'M INVISIBLE- BUT

FOR HOW LONG?":RI=I:GOT030
162 IF G$=C$(35) AND LV=3 AND VV
=3 AND HV=2 AND LA=O THENPRINT"I
'VE GOT THE LANCE":LA=1:GOT030

163 IF G$=C$(33) AND HE=O AND CH
=1 AND LV=3 AND HV=2 AND VV=4 TH
ENPRINT"I'VE GOT THE HEXAGON OF
GLASS. ":HE=I:GOT030
164 IF LV=2 AND VV=5 AND HV=5 AN
D G$=C$(40) THEN 165ELSE167
165 IF SK=l THENPRINT"I'VE ALREA
DY GOT IT":GOT030
166 IF SK=O THENPRINT"I'VE GOT T
HE SACK":SK=I:GOT030
167 PRINT; "I CAN'T GET THE ";E$:
GOT030
168 'UNLOCK
169 PRINT; "UNLOCK THE ";E$:LINEI
NPUT"WITH WHAT? ";M$
170 IF G$=C$(25) AND LV=4 AND HV
=4 AND VV=3 THEN171ELSE174
171 IF D3=O THENPRINT" IT' S ALREA
DY OPEN. ":GOT030
172 IF M$="KEY" AND KE=O THENPRI
NT"I DON'T HAVE THE KEY. ":GOT030
173 IF M$="KEY" AND KE=1 THENPRI
NT"IT WORKED! THE DOOR SWUNG OPE
N.":D3=O:T=0:O=10:GOT0447
174 '
175 PRINT; "THE ";E$;" WON'T UNLO
CK":PRINT;"WITH THE ";M$:GOT030
176 'STAND
177 IF G$=C$(21) AND LV=2 AND VV
=5 AND HV=2 AND NE=l THENPRINT"E
VERYTHING IS FUZZY-":FORX=ITOI50
O:NEXTX:LV=4:HV=1:VV=2:GOT0304
178 IF G$=C$(21) AND LV=4 AND HV
=1 AND VV=2 AND NE=1 THENPRINT"E
VERYTHING IS FUZZY-":FORX=lTOI50
0:NEXT:LV=2:HV=2:VV=5:GOT0304
179 PRINT"I CAN'T":GOT030
180 'PULL
181 IF DI=1 AND G$=C$(8) THEN PR
INT;"IT CAME LOOSE FROM THE BOTT
OM. THE WATER IS NOW SWIRLING A
ROUNDAND AROUND! IT'S ALL GOING
OUT OF A SORT OF DRAIN IN.THE F
LOOR. THERE ! IT'S ALL GONE-I'M ON

THE FLOOR OF THE PIT."
182 IF 01=1 AND G$=C$(B) THEN PR
INTi"I SEEM TO BE STANDING ON A
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227 IF LV=1 AND Y=2 THEN 228ELSE
230
228 IF G$=C$(1) OR G$=C$(2) THEN

229ELSE230
229 PRINT;"IT'S MUCH TOO STRONG
TO BREAK":GOT030
230 '
231 PRINT;"I TRIED TO BREAK THE
";E$:PRINT"BUT NOTHING HAPPENED.
u:80T030
232 'HIT
233 PRINT; "HIT THE ";E$:LINEINPU
T"WITH WHAT? ";J$
234 IF G$=C$(22) AND HV=3 AND VV
=3 AND LV=4 THEN 235ELSE238
235 IF J$="DAGGER" OR J$="SWORD"

THEN 236 ELSE 238
236 IF ST=1 THENPRINT"THE STATUE

SMASHED INTO MANY PIECES,A M
ECHANISM WITH A NEEDLEATTACHED F
ELL TO THE FLOOR. ":ST=0:GOT030
237 PRINT"THE STATUE IS ALREADY
SMASHED. ":80T030
238 '
239 PRINT;"I HIT THE ";E$:PRINT;
"WITH THE "; J$:PRINT; "BUT IT DID
N'T DO ANYTHING":GOT030
240 'DIG
241 PRINT"DIG THE ";E$:LINEINPUT
"WITH WHAT? ";K$
242 PRINT;"I TRIED TO DIG THE ";
E$:PRINT;"WITH THE ";K$:PRINT;"B
UT I WAS UNABLE TO DO IT":GOT030
243 'BURN
244 PLAY"L200;DDA":INPUT"WITH WH
AT";I$
245 IFI$="FLINT AND TINDER" THEN
246ELSE248
246 IF LV=1 AND Y=2 THEN247ELSE2
48
247 IF G$=C$(1) OR G$=C$(2) THEN
PRINT;" IT ALL BURNED UP IN A F

LASH!u:B2=1:Y=1:GOT0304
248 PRINT"USING THE ";L$:PRINT;"
THE ";E$;" WON'T BURN":GOT030
249 'OPEN
250 IF G$=C$(18) AND LV=2 AND HV
=3 AND VV=3 THEN INPUT"WHICH DRA
WER? TOP OR BOTTOM ";DW$:IFD
W$="BOTTOM"THENPRINT"THERE IS A
YELLOW GAS COMING OUTFROM THE DR
AWER. I CAN'T SEE OR HEAR ANYTHI
�N�G�~�"�:�F�O�R�X�=�1�T�0�3�0�0�0�:�N�E�X�T�:�C�L�S�(�0�)�:�F�O

RX=lT0500:NEXT:CLS:END
251 IF DW$="TOP" THENPRINT;" IT' S

OPEN":DW=1:DW$="":GOT030
252 IF G$=C$(32) AND LV=3 AND HV
=2 AND VV=4 THEN253ELSE258
253 INPUT"WITH WHAT";ZX$:IFZX$="
LANCE"THEN254ELSE256

254 IF LA=1 THENPRINT"JUST AS TH
E TOP OF THE CHEST OPENED A L
ARGE BLACK SPIDER CAMEOUT AND DI
SAPPEARED INTO THE CLUTTER IN

THE REAR OF THE ROOM. ":CH=1:GOT
030
255 PRINT"I DON'T. HAVE A LANCE":
80T030
256 IF ZX$="SWORD" OR ZX$="DAGGE
R" OR ZX$="HAND" THENPRINT"A BLA
CK SPIDER JUMPED FROM THE CHEST

AND BIT ME. IT'S HARD TO BREAT
HE":FORX=1T02000:NEXT:CLS(0):FOR
X=1T0500:NEXT:CLS:END
257 PRINT"IT WON'T OPEN":GOT030
258 IF SK=1 AND G$=C$(40) THENPR
INT"IT CONTAINS ONLY A FEW WORTH
LESSMARBLES.":GOT030
259 PRINT;"I CAN'T OPEN THE ";E$

: GOT030
260 'PUT
261 INPUT"WHERE";XX$
262 IF XX$="HOLE" AND HE=1 AND 0
C=1 AND NE=1 THEN 266ELSE263
263 IF XX$="HOLE" AND D4=1 AND L
V=5 AND VV=1 AND HV=3 THEN264ELS
E267
264 IF NE=1 OR OC=1 OR HE=1 THEN
265ELSE267
265 IF G$=C$(33) OR G$=C$(21) OR
G$=C$(28) THENPRINT"IT FIT OK,B

UT NOTHING HAPPENED":GOT030
266 IF G$=C$(33) OR G$=C$(21) OR
G$=C$(28) THEN PRINT"! PUT ALL

THREE IN THE CORRECT PLACES AND
A SECTION OF WALL SLID OPEN.

":T=0:0=8:D4=0:GOT0447
267 PRINT"I CAN'T":GOT030
268 'SMELL
269 PRINT;"I JUST SMELL A(N) ";E
$: GOT030
270 'SPRINKLE
271 PRINT; "SPRINKLE iHE ";Eii:LIN
E INPUT"ON WHAT? ";0$
272 IF TS=O AND DU=l AND VV=4 AN
D HV=1 AND LV=4 AND G$=C$(15) AN
D O$="STAIRS" THEN PRINT"AS THE



DUST HITS THE MISSING STAIRS
IT SPARKLES-OUTLINING THEWHOLE S
TAfRWAY.IN FACT NOW THE STAIRWA
Y IS COMPLETELY VISABLE.":T=I:0=
I:TS=I:GOT0447
2-'3 IF O$="STAIRS" AND DU=O THEN
PRINT"I DON'T HAVE ANY DUST. ":GO
T030
274 PRINT;"l SPRINKLED THE ";E$:
PRINT; "ON THE ";O$:PRINT;"NOTHIN
G HAPPENED":GOT030
275 'KICK
276 PRINT"OUCH! !":GOT030
277 'DIVE
278 IF LV>ITHEN282
279 IF WA=1 AND VV=1 AND HV=1 TH
EN PRINT; "THE COLD WATER IS ABOU
T 15 FEET DEEP. AT THE BOTTOM IS

A LOT OF STUFF,BUT IT IS TOO DA
RK TO SEE WHAT IT IS. I ONLY REC
OGNIZE A PIECE OF CHAIN. PLEASE

HURRY-I CAN'T HOLD MY BREATH T
00 LONG!":DI=1
280 IF WA=1 AND VV=1 AND HV=1 TH
EN TI=TIMER:GOT030
281 IF WA=1 AND VV=l AND HV=1 TH
ENPRINT;"YOU TOOK TOO LONG-I COU
LDN'T STAY DOWN ANY LONGER-I'
M BACK ONTHE SURFACE.":DI=O:GOTO
30
282 PRINT;"I CAN'T":GOT030
283 'WIPE
284 IF VV=1 AND WA=O AND HV=1 AN
D Dl=O AND LV=1 AND G$=C$(9) THE
NPRINT;"IT'S NOT EXACTLY FUN BUT

I'VE GOT MOST OF IT OFF":SL=1
: GOT030
285 PRINT;"I CAN'T":GOT030
286 PRINT;"I MUST HAVE MIS-UNDER
STOOD-- PLEASE RE-ENTER COMMA
ND":GOT030:'TRAP
287 IFD$="N" AND 1'1=1 THEN VV=VV­
1
288 IFD$="S" AND S=1 THEN VV=VV+
1
289 IFVV>5THENVV=5:GOT0303
290 IFVV<ITHENVV=I:GOT0303
291 IF D$="N" AND 1'1=0 OR D$="S"
AND s=o THEN303
292 IFD$="E" AND E=1 THEN HV=HV+
1
293 I FD$="W" AND W= 1 THEN HV=HV-­
1
294 IFHV<ITHENHV=I:GOT0303
295 IFHV>5THENHV=5:GOT0303
296 IF D$="E" AND E=O OR D$="W"
AND W=O THEN303
297 IFD$="U" AND U=1 THEN LV=LV+
1
298 IFD$="D" AND D=1 THEN LV=LV-

49

1
299 IFLV<ITHENLV=I:GOT0303
300 �I�F�L�V�>�5�T�H�E�~�V�=�5�:�G�O�T�0�3�0�3

301 IF D$="U" AND U=O OR D$="D"
AND D=O THEN303
302 GOT0304
303 PRINT;"I CAN'T MOVE IN THAT
DIRECTION":PLAY"LI0;API0":GOT030
304 GOSUB305:0N LV GOTO 326,358,
381,417,431
305 'VARIABLE SCENERIO ROUTINE
306 ON Y GOTO 307,314,316,317,31
8,319,320,321,322
307 Q6=0
308 IFQ1=OTHEN RETURN
309 IFLV=1 AND Q3<4 THEN RETURN
310 Q4=RND(100-(Ql*10»
311 Q5=INT(100-(Ql*10.3»
312 IF 04<=Q5 THEN RETURN
313 Q6=1
314 'MAZE LEVEL VAR SUBROU
315 IF LV=1 AND VV>1 AND B2=0 TH
EN PRINT; "A WEB OF STICKY STRING
-LIKE STRANDS FELL FROM THE
CEILING OF THE CORRIDOR. I CAN
'T MOVE VERY WELL-THE MORE I S
TRUGGLE AGAINST THEM-THE TIGHT
ER THEY BIND ME. ":T=0:O=0:Y=2:
GOT0447
316 IF LV=1 AND VV>1 AND B3=OTHE
N PRINT; "SUDDENLY THE AIR IS RES
OUNDING WITH CLICKING. LITERALLY

COVERINGTHE FLOOR ARE THOUSANDS
OF MAUVESCORPIONS.THEY ARE BLOC

KING ALL ESCAPE AND ARE SLOWLY C
LOSING IN.":T=O:O=0:Y=3:GOT0447
317 IF LV=2 AND HA=1 AND B4=0 TH
ENPRINT"THERE ARE FLAMES ALL ARO
UNO ME! !A RING OF FIRE COMPLETEL
Y SUR- ROUNDS ME! ":T=0:O=0:Y=4:
GOT0447
318 IF LV=4 AND HA=1 AND B5=0 TH
ENPRINT"IRON BARS HAVE COME DOWN

FROM THE CEILING!! ALL THE EX
ITS ARE BLOCI<ED.": T=O: 0=0:Y=5: GO
T0447
319 IF LV=3 AND HA=1 AND B6=0 TH
ENPRINT"SUDDENLY ALL THE EXITS A
RE BLOCKED BY SOLID WALLS.S
PIKES NOW EXTEND FROM THE EAST

WALL AND THE WEST WALL IS MOV
ING IN. HURRY,BEFORE I'M CRUSHED
!":T=O:0=O:Y=6:GOT0447
320 IF LV=4 AND HA=1 AND B7=0 TH
ENPRINT"I CAN'T MOVE MY LEGS! TH
EY SEEM TO BE FROZEN TO THE FLOO
R.":T=O:O=0:Y=7:GOT0447
321 IF B8=0 AND LV=5 AND HA=1 TH
ENPRINT"THE FLOOR IS DROPPING!":
FORX=ITOI000:NEXT:PRINT"I'M SLID
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ING DOWN A CHUTE! ":FORX=1T01000:
NEXT:CLS«(I):FORX=IT0500:NEXT:LV=
I:HV=3:VV=4:B8=1:Y=I:CLS:LA=0:GO
T0304
322 IFB9=0 AND LV=5 AND HA=1 THE
NPRINT"THERE IS A GOBLIN DRESSED

IN GUARD'S ATTIRE BLOCKING T
HE WAY.HE HAS A SWORD AT LEAST T
WICE THE LENGTH OF MINE AND FR
OM THE LOOKS OF HIS BUILD HE ISN
'T A PUSHOVER":T=0:0=0:Y=9
323 IF B9=0 AND LV=5 AND HA=1 TH
EN FORX=ITOI000:NEXT:PRINT:PRINT
"OH OH!":PRINT"ANOTHER ONE IS BE
HIND ME! ":GOT0447
324 IFY=9 AND WJ)15-(Ql+l) THENP
RINT"THEY ARE BOTH ATTACKING-":F
ORX=lT01500:NEXT:CLS(0):FORX=lTO
500:NEXT: CLS: END
325 HA=O:RETURN
326 'PIT AND MAZE
327 IF HV=1 AND VV=l AND WA=1 AN
D D1=1 THEN PRINT;"I'M IN THE BO
TTOM OF THE PIT, UNDER WATER,W
AITING FOR YOU TO TELL ME WHAT
TO DO! ! ! " : GOT030
328 IF HV=1 AND VV=1 AND Dl=O AN
D WA=1 THENPRINT;"I'M TREADING W
ATER IN A PIT. IT IS ABOUT EIGHT
FEET ACROSS IN EACH DIRECTION

.THE WALLS ARE COVERED WITH A
SLIPPERY GREEN SLIME.! WON'T

MENTION WHAT THE AIR SMELLS LIK
E.":T=0:0=0:60T0447
329 IF HV=1 AND VV=l AND WA=O AN
D Dl=1 THENPRINT;"I'M AT THE BOT

TOM OF THE PIT. LAYING IN A HE
AP ON THE FLOOR ARE ENOU6H ASS
ORTED BONES AND RUSTED EQUIPME
NT TO MAKE UP PER-HAPS TEN TO TW
ENTY KNIGHTS. ":T=0:0=2:60T0447
330 IF HV=l AND VV=1 AND WA=O AN
D Dl=O THEN PRINT; "THE WATER HAS

ALL GONE AND I AM STANDING ON A
PILE OF JUNK. IT ISTOO DARK TO R

EALLY TELL WHAT IS IN THE PILE-N
OT THAT I REALLY WANT TO KNOW
FROM THE SMELL. ":T=0:0=0:60T0447
331 IF HV=4 AND VV=l THENPRINT"I

AM AT THE BOTTOM OF A FLI6HT 0
F STEPS.":0=3:T=I:60T0447
332 Q3=Q3+1
333 PRINT;"I AM IN A FEATURELESS

MAZE OF CORRIDORS"
334 IF HV=1 AND VV=2 THEN 0=5:T=
0:60T0447
335 IF HV=1 AND VV=3 THEN 0=6:T=
0:60T0447
336 IF HV=l AND VV=4 THEN 0=8:T=
0:601'0447
337 IF HV=l AND VV=5 THEN 0=6:T=
0:60T0447
338 IF HV=2 AND VV=1 THEN 0=8:T=
0:60T0447
339 IF HV=2 AND VV=2 THEN 0=5:T=
0:60T0447
340 IF HV=2 AND VV=3 THEN Q=12:T
=0:60T0447
341 IF HV=2 AND VV=4 THEN 0=13:T
=0:80T0447
342 IF HV=2 AND VV=5 THEN 0=10:T
=0:60T0447



343 IF HV=3 AND VV=1 THEN 0=9:T=
0:GOT0447
344 IF HV=3 AND VV=2 THEN 0=6:T=
0:60T0447
345 IF HV=3 AND VV=3 THEN 0=8:T=
0:60T0447
346 IF HV=3 AND VV=4 THEN 0=7:T=
0:60T0447
347 IF HV=3 AND VV=5 THEN 0=10:T
=0:60T0447
348 IF HV=4 AND VV=5 THEN 0=13:T
=0: GOT0447
349 IF HV=4 AND VV=4 THEN 0=11:T
=0: GOT0447
350 IF HV=4 AND VV=3 THEN 0=12:T
=0: GOT0447
351 IF HV=4 AND VV=2 THEN 0=14:T
=0: GOT0447
352 IF HV=5 AND VV=1 THEN 0=9:T=
0:60T0447
�3�~�-�:�r IF HV=5 AND VV=2 THEN 0=12:T>.},-'

=0:60T0447
354 IF HV=5 AND VV=3 THEN 0=5:T=
0:60T0447
355 IF HV=5 AND VV=4 THEN 0=12:T
=0:60T0447
356 IF HV=5 AND VV=5 THEN 0=7:T=
0:60T0447
357 PRINT; "LEVEL 1 HV=";HV;"VV=

";VV:GOT030
358 'LEVEL 2
359 IF VV=1 AND HV=4 THENPRINT"I

AM AT THE TOP OF A FLIGHT OF 5
TEPS":T=2:0=4:GOT0447
360 IF VV=1 AND HV=3 THENPRINT;A
$(9):O=8:T=O:HA=1:GOT0447
361 IF VV=2 AND HV=3 THENPRINT;A
$(9}:0=12:T=0:HA=1:GOT0447
362 IF VV=2 AND HV=2 THENPRINT;A
$(9l:1=O:O=10:HA=1:GOT0447
363 IF VV=2 AND HV=1 THENPRINT"I
'M IN A SMALL EMPTY ROOM.":HA=1:
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T=0:0=3:GOT0447
364 IF VV=3 AND HV=3 THENPRINT;"
THIS MUST BE HERMAN'S WORKSHOP!
THE WALLS ARE LINED WITH SHELVES
COVERED WITH VARIOUS BOTTLES AND
VESSELS CONTAINING ALL MANNER OF
COLORED AND SHAPED SUBSTANCES.A
DESK IS SITTING IN THE CENTER,
365 IF HV=3 AND VV=3 THENPRINT"L
ITERALLY PILED WITH PAPERS. T
HERE ARE WHAT APPEAR TO BE TWO 0
RAWERS ON THE FRONT OF THE DESK"
:T=0:0=11:GOT0447
366 IF VV=3 AND HV=4 THENPRINT;A
$(9):T=0:0=10:HA=1:GOT0447
367 IF VV=3 AND HV=5 THENPRINT;A
$(9):T=0:0=9:HA=1:GOT0447
368 IF VV=4 AND HV=3 AND DR=! TH
ENPRINT"THERE IS A LARGE DRAGON
BLOCKINGTHE HALLWAY. IT LOOKS LIK
E A NOR-MAL GREEN,ILL-TEMPERED,W
INGED, FIRE-BREATHING DRAGON.A
PENTAGONSHAPED JEWEL IS HANGING
AROUND IT'S NECK. ":T=O:0=5:GOTO
447
369 IF VV=4 AND HV=3 THENPRINT;A
$(9):T=0:0=5:GOT0447
370 IF VV=4 AND HV=5 THENPRINT;A
$(9):T=0:0=5:HA=1:GOT0447
371 IF VV=5 AND HV=2 THENPRINT;"
I'M IN AN EMPTY ROOM,INLAID IS
A PENTAGON-SHAPED MOSIAC IN THE
FLOOR. ":O=3:T=0:GOT0447
372 IF RI=O AND VV=5 AND HV=3 AN
D DR=1 THENPRINT"I TOLD YOU IT W
AS A ILL-TEMPEREDFIRE-BREATHING
DRAGON! ! HE'S TURNING ME

INTO A WELL-DONESNACK.":FORX=1T
03000:NEXT:CLS(O):FORX=1T01000:N
EXT: CLS: END
373 IF RI=1 AND VV=5 AND HV=3 AN
D DR=1 THEN374 ELSE 378
374 PRINT"I AM IN FRONT OF THE D
RA60N.THE RIN6 MUST BE WORKING-I
T �D�O�E�S�N�~�· T SEEM TO NOTICE ME.": PR
INT"VISIBLE DIRECTIONS TO MOVE A
RE-- --NORTH--SDUTH":PRINT" %%%%1./.1.
%%I.%%I.I.%I.%I.%%I.I.I.%%I.I.I.I.":PLAY"L15
O;FPI0F":INPUT"WHAT DO YOU WANT
TO DO "; P$:
375 IF P$="N" THEN T=O:O=5:VV=4:
HV=3:GOT0304
376 IF P$="S" THENPRINT"I GOT BY

IT! AS I WAS GOING BY IGRABBED
THE NECKLACE OFF IT' 5 �N�E�C�~�:�:�:�. II : D
R=0:NE=1:T=O:0=7:VV=5:HV=3:GOT04
47 T=0:0=7:VV=5:HV=3:GOT0304
377 PRINT"IT MUST HAVE SENSED SO
METHING!! IT JUST FLASH-FRIED ME
. ":FORX=lT03000:NEXT:CLS(O):FDRX
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=IT0500:NEXT:CLS:END
378 IF VV=5 AND HV=3 THENPRINT;A
$(9):T=O:0=7:HA=I:GOT0447
379 IF VV=5 AND HV=5 THENPRINT"T
HE HALLWAY COMES TO A DEAD END.T
HERE IS A SMALL SACK ON THE F
LOOR.":T=O:0=I:HA=I:GOT0447
380 PRINT; "LEVEL 2 HV=";HV;"VV=
";VV:GOT030
381 'ENTRY LEVEL
382 IF HV=3 AND VV=5 THEN PRINT"
I AM ON THE DRAW-BRIDGE AT THE
FRONT OF THE CASTLE. TO THE
NORTH IS THE ENTRANCE-THE DOOR
IS OPEN. TO THE EAST AND WEST IS
A PATH LEADING AROUND THE MOAT."
383 IF HV=3 AND VV=5 THEN PRINT"
TO THE SOUTH IS THE GROUP OF
TOWNS-PEOPLE WHO CAME TO WATCH.
IT WOULD BE UNTHINKABLE TO GO
BACK-THEY ARE COUNTING ON ME.":T
=O:O=13:GOT0447
384 IF HV=3 AND VV=4 THEN PRINT"
I'M IN THE GREAT ENTRY HALL. THE
VAULTED CEILING IS LOST IN THE
SHADOWS.THERE IS NO SIGN OF ANY­
ONE BEING AROUND. ":T=0:0=5:GOT04
47":T=0:HA=I:0=5:GOTOI5000
385 IF HV=4 AND VV=4 THENPRINT"T
HERE IS A CIRCULAR STAIRWAY L
EADING UPWARDS. A SMALL OPENINGI
N THE WALL IS THE ONLY SOURCE 0
F �L�I�G�H�T�~�T�H�E UPPER PART OF THE S
TAIRWAY IS IN SHADOW":T=I:0=1:GO
T0447
386 IF HV=3 AND VV=3 AND WA=1 TH
EN PRINT; "THE FLOOR IS TILTING! !
! I CAN'T MOVE FAST ENOUGH TO GE
T BACI<.":LA=O:FORX=ITOI500:NEXTX
: FOR X=1T030:PRI NT; " r M
FALLING! ":PRINT:FORY=IT050:NEXT

Y:NEXTX:CLS(O)
387 IF HV=3 AND VV=3 AND WA=l TH
ENFORX=lT0500:NEXTX:CLS:PRINT@23
3, "SPLASH! !??":FORX=lTOI000:NEXT
X:CLS:T=O:O=O:LV=l:HV=l:VV=l:WA=
1: GOT0304
388 IF HV=3 AND VV=3 AND WA=O TH
EN PRINT"THE FLOOR IS TILTING!!!

I CAN'T MOVE FAST ENOUGH TO GET
BACI<.":LA=O:FORX=lT01500:NEXTX:

FORX=lT030:PRINT;" I'M F
ALLING! ":PRINT:FORY=lT050:NEXTY:
NEXTX:CLS(O)
389 IF HV=3 AND VV=3 AND WA=O TH
ENFORX=lT0500:NEXTX;CLS:PRINT@23
7,"SPLAT! !":FORX=lTOI000:NEXTX:C
LS:END
390 IF HV=3 AND VV=2 THEN PRINT"
I AM IN THE REAR ENTRANCE HALL":

T=0:O=15:HA=1:GOT0447
391 IF HV=4 AND VV=2 THEN PRINT;
A$(9):O=9:T=0:HA=1:GOT0447
392 IF HV=4 AND VV=3 THEN PRINT"
I MUST BE IN THE THRONE ROOM. AT
THE REAR OF THIS LARGE ROOM IS A
LARGE ORNATE THRONE,ON THE WALL
BEHIND IT IS A TRIANGLE-SHAPED
MIRROR. ON EITHER SIDE OF THE
THRONE ARE PLAIN CHAIRS. LARGE
TAPESTRIES DEPICTING STRANGE"
393 IF HV=4 AND VV=3 AND MI=O TH
EN PRINT"BEINGS HANG IN TATTERS
FRO!"1 THE WALLS.": T=O: 0=1:GOT0447
394 IF HV=4 AND VV=3 THENPRINT"B
EINGS HANG IN TATTERS FROM THE W
ALLS.THERE IS A DOOORWAY IN THE
SOUTH WALL. ":T=O:0=5:GOT0447
395 IF HV=2 AND VV=2 THEN PRINT;
A$(9):O=8:T=O:HA=1:GOT0447
396 IF HV=2 AND VV=3 AND D2=0 TH
EN PRINT"THIS IS THE MAIN HALL.
SEVERAL LARGE TABLES AND BENCHE
S ARE IN THE CENTER. MOUNTED ANI
MAL HEADSARE ON THE WALLS,ALONG
WITH SOMELANCES.":T=O:O=5:GOT044
7
397 IF HV=2 AND VV=3 THEN PRINT"
THIS IS THE MAIN HALL. SEVERAL
LARGE TABLES AND BENCHES ARE IN



THE CENTER. MOUNTED ANIMAL HEADS
ARE ON THE WALLS. AT THE REAR IS
IS AN OPEN DOOR. ":T=O:0=5:GOT044
7
398 IF HV=2 AND VV=4 AND CH=O TH
EN PRINT"THE ROOM IS FULL OF CHE
STS. ALL LOOK AS IF THEY HAVE BE
EN BROKENOPEN EXCEPT ONE. IT SIT
S ON A SMALL PEDESTAL IN THE C
ENTER OF THE ROOM. ":T=O:O=l:GOTO
447
399 IF HV=2 AND VV=4 THENPRINT"A
LL THE CHESTS IN THE ROOM ARE 0
PEN, INCLUDING THE ONE ON THE P
EDESTAL.":T=O:0=1:GOT0447
400 IF HV=3 AND VV=l THEN PRINT"
I AM ON A FOOT BRIDGE LEADING TO
A REAR ENTRANCE TO THE CASTLE.":
T=0:0=14:GOT0447
401 PRINT; "I AM ON A PATH OUTSID
E THE CAS- TLE WALLS. THERE IS A
SLIME COV- ERED MOAT BETWEEN THE

CASTLE ANDTHE PATH."
402 IF HV=l AND VV=l THEN 0=8:GO
T0447
403 IF HV=1 AND VV=2 THEN 0=5:GO
T0447
404 IF HV=1 AND VV=3 THEN 0=5:GO
T0447
405 IF HV=l AND VV=4 THEN 0=5:GO
T0447
406 IF HV=l AND VV=5 THEN 0==6:GO
T0447
407 IF HV=2 AND VV=5 THEN 0=10:G
OT0447
408 IF HV=4 AND VV=5 THEN 0=10:G
OT0447
409 IF HV=5 AND VV=5 THEN 0=7:GO
T0447
410 IF HV=5 AND VV=4 THEN 0=5:GO
T0447
411 IF HV=5 AND VV=3 THEN 0=5:GO
T0447
412 IF HV==5 AND VV=2 THEN 0=5:GO
T0447
413 IF HV=5 AND VV=1 THEN 0=9:GO
T0447
414 IF HV=4 AND VV=1 THEN 0=10:G
OT0447
415 IF HV=2 AND VV=1 THEN 0==10:G
OT0447
416 PRINT;"LEVEL 3 HV=";HV;"VV=
";VV:PRINT;"#############ERROR##
##########":GOT030
417 'LEVEL 4
418 IF VV=2 AND HV=1 THENPRINT"I
'M IN AN EMPTY ROOM, INLAID IS A
PENTAGON-SHAPED MOSIAC IN THE F

LOOR.":T=O:O=2:GOT0447
419 IF VV=3 AND HV=l THENPRINT;A
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$(9):T=0:0=11:HA=I:GOT0447
420 IF VV=3 AND HV=2 THENPRINT;A
$(9):0=10:T=O:HA=1:GOT0447
421 IF VV=3 AND HV=3 AND ST=1 TH
ENPRINT;A$(9):PRINT"THERE IS A N
ICHE WITH A STATUE OF A GARGOYL
E IN THE NORTH WALL. ":T=0:0=14:H
A=1:GOT0447
422 IF VV=3 AND HV=3 THENPRINT;A
$(9):PRINT''THERE IS A NICHE IN T
HE NORTH WALL.":T=0:0=14:HA=I:
GOT0447
423 IF VV=3 AND HV=4 AND D3=1 TH
ENPRINT;A$(9):PRINT;''THERE IS A
MASSIVE DOOR IN THE EAST WALL."
:T=0:0=4:GOT0447
424 IF VV=3 AND HV=4 THENPRINT;A
$(9):T=0:0=10:GOT0447
425 IF VV=3 AND HV=5 THENPRINT"T
HIS TRULY MUST BE BLANDOR'S OWNR
OOM.THE WALLS ARE COVERED WITH R
ICH TAPESTRIES,THE FLOOR IS OF W
ODD-HIGHLY POLISHED,AND THE F
URNITURE IS GILTED IN GOLD AND C
OVERED WITH VARIOUS JEWELS.":T=O
:0=4:GOT0447
426 IF TS=O AND VV=4 AND HV=l TH
ENPRINT"I'M AT THE BOTTOM OF A F
LIGHT OFSTAIRS,WELL,ALMOST.THERE

ARE ONLY FIVE STEPS AT THE B
OTTOM, THEN AN EMPTY SECTION OF

ABOUT THIRTY FEET,AND FIVE STE
PS AT THE TOP NEAR THE CEILING
.":T=O:0=1:GOT0447
427 IF VV=4 AND HV=1 AND TS=1 TH
ENPRINT"I AM AT THE BOTTOM OF A
FLIGHT OF STEPS.":T=I:0=1:GOT04
47
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428 IF VV=4 AND HV=3 THENPRINT;A
$(9):O=6:T=0:HA=1:GOT0447
429 IF VV=4 AND HV=4 THENPRINT"I

AM AT THE HEAD OF A FLIGHT OF S
TEPS":T=2:0=4:GOT0447
430 PRINT; "LEVEL 4 HV=";HV;"VV=
";VV:GOT030
431 'LEVEL 5
432 IF VV=4 AND HV=1 THENPRINT"I

AM AT THE TOP OF A FLIGHT OF S
TEPS":T=2:0=2:GOT0447
433 IF VV=5 AND HV=1 THENPRINT;A
$(9):T=0:O=6:HA=1:GOT0447
434 IF VV=5 AND HV=2 THENPRINT;A
$(9):T=0:O=10:HA=1:GOT0447
435 IF VV=5 AND HV=3 THENPRINT;A
$(9):T=0:O=7:HA=1:GOT0447
436 IF VV=4 AND HV=3 THENPRINTA$
(9):T=0:O=5:HA=1:GOT0447
437 IF VV=3 �~�N�D HV=3 THENPRINT;A
$(9):T=0:O=8:HA=1:GOT0447
438 IF VV=3 AND HV=4 THENPRINT;A
$(9):T=0:O=10:HA=1:GOT0447
439 IF VV=3 AND HV=5 THENPRINT;A
$(9):T=0:O=7:HA=1:GOT0447
440 IF VV=2 AND HV=5 THENPRINT;A
$(9):T=0:O=5:HA=1:GOT0447
441 IF VV=l AND HV=5 THENPRINT;A
$(9):T=0:O=9:HA=1:GOT0447
442 IF VV=l AND HV=4 THENPRINT;A
$(9):T=0:O=10:HA=1:GOT0447
443 IF VV=1 AND HV=3 AND D4=1 TH
ENPRINT;A$(9):PRINT"IN THE SOUTH

WALL IS ONE BLACK- COLORED BLOC
K.":HA=1:T=0:O=3:GOT0447
444 IF VV=1 AND HV=3 THENPRINT;A
$(9):T=O:0=8:HA=1:GOT0447
445 IF VV=2 AND HV=3 THENPRINT"I
T IS SOME SORT OF SHRINE.THERE A
RE SEVERAL LARGE WINDOWS IN THER
OOM-THE DAYLIGHT IS A WELCOME C
HANGE FROM THE DARKNESS OF THE C
ASTLE BELOW.AN ALTAR IS LOCATEDI
N THE CENTER OF THE ROOM. ":T=O:O
=1:GOT0447
446 PRINT; II LEVEL 5 HV=";HV;"VV=
n;VV:GOT030
447 D=O:U=O:N=O:S=O:E=O:W=O
448 PRINT; A$ (1)

449 IF T=O AND 0=0 THENPRINT;A$(
8>:GOT030
450 IF T=l THEN PRINT;A$(2):U=1:
GOT0453
451 IF T=2 THEN PRINT;A$(3):D=1:

GOT0453
452 IF T=3 THEN PRINT;A$(2);A$(3
) : U=1: D=1
453 ON 0 GOT0454,455,456, 457,458
,459,460,461,462,463,464,465,466
,467,468,469
454 PRINTIA$(4):N=1:GOT030
455 PRINT;A$(5):S=1:GOT030
456 PRINT;A$(6):E=1:GOT030
457 PRINT;A$(7):W=1:GOT030
458 PRINT;A$(4);A$(5>:N=1:S=1:GO
T030
459 PRINT;A$(4);A$(6):N=1:E=1:GO
T030
460 PRINT;A$(4);A$(7>:N=1:W=1:60
T030
461 PRINT;A$(5);A$(6):S=1:E=1:GO
T030
462 PRINT;A$(5);A$(7>:S=1:W=1:GO
T030
463 PRINT;A$(6);A$(7>:W=1:E=1:GO
T030
464 PRINT;A$(4);A$(5>;A$(6>:N=1:
S=1:E=1:GQT030
465 PRINT;A$(4);A$(5>;A$(7>:N=1:
S=1:W=1:GOT030
466 PRINT;A$(4);A$(6>;A$(7):N=1:
E=1:W=1:GOT030
467 PRINT;A$(5);A$(6>;A$(7>:S=1:
E=1:W=1:GOT030
468 PRINT;A$(4);A$(5>;A$(6>;A$(7
):N=1:S=1:E=1:W=1:GOT030
469 GOT030
470 'A$(1-10> DATA LINES
471 DATA VISIBLE DIRECTIONS TO M
OVE ARE-,-UP,-DOWN,-NORTH,-SOUTH
,-EAST,-WEST,---NONE---,I AM IN
A HALLWAY. THE WALLS ANDFLOOR AR
E SOLID STONE.,10
472 DATA LOOK,SLAY,JUMP,LIST,SAY
,RUB,TURN,LIFT,CUT,STAB
473 DATA CLIM,GET,UNLO,STAN,PULL
, PUSH,DROP,CARR,BRIB, BREA
474 DATA HIT,DIG,BURN,OPEN,PUT,S
MEL,SPRI,KICK,DIVE,WIPE
475 'C$(1-40> DATA LINES
476 DATA WEB,STRA,SWOR,DA66,RUBY
,RING,SCOR,CHAI,SLIM,WALL
477 DATA OUTL,FLIN,NECK,STAI,DUS
T,DESK,PAPE,DRAW,BOTT,VESS
478 DATA PENT,STAT,NICH,KEY,DOOR
,FLOO,PLAN,OCTA,TRIA,MIRR
479 DATA BLOC,CHES,HEXA,SPID,LAN
C,HOLE,ALTA,SPIK,BARS,SACK



ARE YOUR WALKING FINGERS
GETTING FOOTSORE?

Typing in the longer listings from our Rainbow Book of Adventures can be
instructive in terms of providing an opportunity to see how various portions of
a program are developed, but, oh,is it tedious at times. Just keying in Sir
Randolf of the Moors, for instance, can make for a lost weekend-or several
weeknights. There is an answer, though: the Rainbow Adventure Tape.

By ordering the Rainbow Adventure Tape, you can give those tired fingers
and bleary eyes a rest. With the Rainbow Adventure Tape, you'll be able to
spend your time enjoying these Adventures, instead of typing, typing, typing ..
. and debugging. You just pop the Rainbow Adventure Tape into your cassette
recorder and you're ready for Adventuring.

The Rainbow Adventure Tape is just $8* and contains all of the programs in
The Rainbow Book of Adventures. .

You can use your Visa, MasterCard or American Express to order the
Rainbow Adventure Tape by telephone at (502) 228-4492 or you can enclose
payment and mail your order to:

Rainbow Adventure Tape
9529 U.S. Highway 42
P.O. Box 209
Prospect, KY 40059

..........................................................................................................................

YES! Send me the Rainbow Adventure Tape

Zip _State _

Name _
Address _
City _

Payment Enclosed _ Charge my Visa account _ Cilarge my MasterCard account _ Charge my American Express account_

Account No. Card Expires Interbank No. _
Signature _

'Non-U.S. orders ad $2 (U.S. funds) to cover additional postage.
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I.
maginebeinglost in a forest,feeling scaredand
lonely.Everythingaroundyou lookshauntingly
unfamiliar. Your stepsand heartbeatquicken

everysecondasyou wanderaimlesslythroughthe
brush. "Should I go this way, or did I just come
from that direction?Wheream I, and wheream I
going?"you wonder.

Along your journey,you will encountera house,
cabin, cave and many other interesting places.
Your objectiveis to exploreall 26 roomswithout
gettingkilled.

This relativelyeasyandunusualprogram,while
excellentfor thebeginningAdventuregameplayer,
is fun for everyone.It usesonly 4K of RAM, so if
you have a 4K Color Computer, you must
CLEAR50 beforeCLOADing.

[3--Jc:JK�~ 0233
16 0406

.- -. END .. 0852

The listing:

1 CLEAR150
2 S$="":READL$,A$,I$:T=T+l
3 S$=S$+I$+CHR$(13):IFI$=""THEN4
ELSEREADI$:GOT03
4 CLS:PRINT"I AM ";L$:PRINT"I CA
N SEE:":PRINTS$
5 IFT=26THENPRINT:PRINT"IT LOOKS

LIKE THIS WHOLE THING HAS BEEN
A DREAM! ":PRINT"IN YOUR DREAM Y

OU GOT TO SEE A TOTAL OF"T"ROOM
S! ": END
6 INPUT"WHAT NOW"; 1$: IFI$=A$THEN
2ELSEIFT=1THEN4ELSEIFI$="LOOK"TH
EN4
7 IFT=6ANDI$="GO WINDOW"THENPRIN
T"YOU JUST FELL OUT THE WINDOW A
NDKILLED YOURSELF! ":GOT024
8 IFT=9ANDI$="GO NORTH"ORI$="GO
EAST"THENRUN
9 IFT=10ANDI$="GO BANK"THENPRINT
"YOU FELL IN THE RIVER AND YOU

DROWNED! ":GOT024
10 IFT=11ANDI$="GET BOX"THENPRIN
T"THE BOX WAS FULL OF POISONOUS

SPIDERS. YOU ARE NOW DEAD!II:G
OT024
11 IFT=12ANDI$="CLIMB TREE"THENP
RINTIISORRY, THE BEAR CLIMBED THE

TREE ALSO AND ATE YOU! ":GOT
024
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12 IF(T=150RT:a16)ANDI$=IIEAT FOOD
"THENPRI NT II THE FOOD WAa., POI SONED

AND YOU JUST DIED A HORRIBLE
DEATH! ":GOT024
13 IFT=25ANDI$<>"RUN"THENPRINT"T
HE GUARD GOT TO YOU AND KILLED Y
OU WITH HIS SWORD! ":GOT024
14 PRINTIII �C�A�N�~�T II 1$:PRINT:GOT06
15 DATALOST IN THE FOREST,GO WES
T,NOTHING SPECIAL"BY THE EDGE 0
F THE FOREST,GO HOUSE,A HOUSE"I
N FRONT OF A HOUSE,UNLOCK DOOR,A

DOOR"IN FRONT OF A HOUSE,ENTER
HOUSE,AN OPEN DOOR"INSIDE A He

USE,GO UPSTAIRS,STAIRS,FURNITURE
,
16 DATAIN A BEDROOM,GO DOWNSTAIR
S,A WINDOW,A BED,STAIRS"IN A FA
MILY ROOM,GO FIREPLACE,A FIREPLA
CE,A T.V. SET"INSIDE A TUNNEL,G
o �N�O�R�T�H�,�N�O�T�H�I�N�G�-�-�I�T�~�S TOO DARK!,
17 DATAOUT IN THE FOREST,GO SOUT
H,A HOUSE FAR AWAY, ,BY A RIVER B
ANK,GO CAVE,A CAVE"INSIDE A CAV
E,GO EAST,A LIGHT TO THE EAST,A
LARGE BOX,
18 DATAOUTSIDE THE CAVE,RUN,A HU
NGRY BEAR,A TREE"UP ON A HILL,G
o CABIN,A SMALL CABIN"IN FRONT
OF A CABIN,ENTER CABIN,A DOOR,A
HORSE,
19 DATAINSIDE THE CABIN,GET SADD
LE,FOOD,A SADDLE"INSIDE THE CAB
IN,EXIT �C�A�B�I�N�,�F�O�O�D�~

20 DATAOUTSIDE THE CABIN, RIDE HO
RSE,A CLOSED DOOR,A HORSE"ON A
HORSE,GET OFF HORSE,A LARGE LAKE
"BY A LARGE LAKE,GO BOAT,A HORS
E,A SMALL BOAT"IN A SMALL BOAT,
ROW BOAT,A SMALL ISLAND,
21 DATAON AN ISLAND, DIG SAND, SAN
D,A SHOVEL"ON AN ISLAND,BREAK 8
OTTLE,A BOTTLE IN THE SAND,A SHO
VEL"IN A STRANGE LOOKING PLACE,
GET WAND,A MAGIC WAND,A BLUE CLO
UD ENGULFING ME,
22 DATAIN A PALACE,GET DIAMONDS,
A WELL ARMED GUARD,DIAMONDS ON A

TABLE"IN A PALACE,RUN,AN ANGRY
GUARD,

23 DATAIN MY HOME"FAMILIAR THIN
GS AROUND ME,
24 PRINT"YOU ONLY GOT TO SEE"T"R
OOMS."

(Jorge Mir is a certifiedpublic accountantand cur­
rently controller ofa "Fortune 500"corporation. He
has publishedmost of his original computerwork,
mainly utilities, through the Rainbow. His wife,
Montrose, and three children only seehim at meal
timessincehepurchasedhisfirst CoCo.)
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II

II

50 IF F (13) =1 AND DB (49) <>0 THEN
85

IF YOU GET S
KNOW WHAT TO
'HELP' AND S

IF YOU GET T
THIS ADVENTU
SOLVED IT.

18 X=X+1:READ RM$(X):IF RM$(X)="
END" THEN 20
19 FOR Y=lT06:READ D(X,Y):NEXTY:
GOT018
20 x=o
21 X=X+ 1 : READ OB$ <X) : IF OB$ ( X) = II

END"THEN NO=X-1:GOT024:ELSE READ
I$,OB(X):OB$=OB$+I$

22 IF X>6 THEN READ EX$(X-6)
23 60TO 21
24 X=O
25 X=X+l:READ I$:IF I$="END" THE
N 26 ELSE VB$(X)=I$:VB$=VB$+LEFT
$(I$,3):GOT025
26 X=O
27 X=X+l:READ F$(X):IF F$(X)="EN
D" THEN 28 ELSE GOT027
28 GOSUB383
29 CLS:PRINT:PRINT"
TUCK AND DO NOT

DO, JUST TYPE IN
EE WHAT HAPPENS-"
30 PRINT:PRINT" ALSO, IF SOME OF

MY ANSWERS DO NOT MAKE SENSE T° YOU, PLEASE KEEP IN MIND THA
T SOMETIMES I MAY GET CONFUSED

41 IF F(2)=(> THEN PRINT"I AM BLI
NDFOLDED"
42 GOTO 48
43 PRINT"I CAN SEE: ":F=O
44 FOR 1=1 TO NO
45 IF INT(OBCI»<>INTCYOU) THEN
47
46 PHINT" "OB$(I):F=1
47 NEXT: IF F=(> THEN PRINT" NOTH
ING INTERESTING"
48 IF BT)6 THEN F(l)=O
49 IF FC!)=1 THEN BT=BT+l:G05UB3

40 PRINT"I AM SITTING ON A CHAIR

31 PRINT:PRINT" IF THAT HAPPENS,
YOU SHOULD JUST KEEP TRYING
OTHER THINGS."

32 GOSUB 383
33 CLS:PRINT:PRINT"
IRED OF PLAYING
RE AND YOU HAVEN'T
JUST TYPE 'SAVE'."
34 PRINT:PRINT" YOU CAN CONTINUE

THE ADVENTURE AT A LATER TIME
BY TYPING THE WORD'LOAD'."
35 GOSUB383
36 YOU:::!
37 CLS:PRINT"I AM ";
38 IF YOU<O THEN YOU=2
39 PRINT RM$(YOU):IF YOU>1 THEN
43

�~[]£] 0352 211 28F8
ECB 50 0742 241 2013

93 ODE6 267 314C
119 1401 291 3691

[S]
145 1A80 319 3C2D
166 1F1C 339 4085
191 2359 383 470E

END 4A2D

4 ' BY: JORGE MIR
5 '
6 ' (C) 1982
7 '
8' *************************
9 CLEAR 1000
10 CLS:PRINT" * A ONE ROOM ADV
ENTURE -1(.1111

11 PRINT STRING$(32,"·_") ;
12 PRINT:PRINT" YOU HAVE JUST AW
�A�~�~�E�N�E�D�. ": PRINT:PRINTII YOU DON'T
HAVE THE SLIGHTEST IDEA WHERE

YOU ARE OR EVEN WHO YOU AR

13 PRINT:pnINT" YOU SEEM TO HAVE
AMNESIA FROM A BLOW TO YOUR H

EAD. II

14 ST$=STRING$(32,CHR$(140»
15 DIM VB$(85),RM$(85),OB$(85),E
X$(85),OB(85),D(85,6),D$(6},F(30
),F$(30):MX=8:CA=O:XT=0
16 FOR X=lT06:READ D$(X):NEXTX
17 x=o

E! "

3 '

The listing:

1 80T0401
2' ** ONE ROOM ADVENTURE **

Your head throbs with pain as you slowly
awaken and realize you are sitting in an
unfamiliarroom.You cannotrememberwho

you are,whereyou areor anythingaboutthe past.
hi this a dream?Whereareyou andhow did you get
here?

Theroomis relativelysmallandhasonedoor.As
theminutesprogress,yourconfusionandfeelingof
helplessnessmountsbecauseyou realize you are
being held againstyour will and it will be a very
hard task to escape.

This toughOneRoomAdventurekeepseventhe
more experiencedplayer barnedat times as you
searchfor freedorn.
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PRINT"SOMETHING JUST CAME THROU
GH THE BROKEN WINDOW.":F(13)=O:0
B(54)=6:EX$(37)="THERE IS A PIEC
E OF PAPER TIED TO ONE OF ITS L
EGS."
51 PRINT ST$;
52 INPUT"WHAT SHOULD I DO";I$
53 IF LEN (1$) =1 THEN X=INSTR ("NS
EWUD",I$):IF X>O AND X<7 THEN YO
U=X+1:GOT037
54 IF I$=""THEN52 ELSE IF I$="LO
OK" THEN CLS:GOT037
55 IF I$="QUIT" THEN END
56 IF I$="SAVE" THEN 351
57 IF I$="HELP" THEN 92
58 IF I$="LOAD" THEN 357
59 IF I$="RADIO OFF" THEN F(1)=0
:PRINT"OK, RADItI IS OFF. ":GOT048
60 IF I$="PLAY RADIO" OR I$="RAD
10 ON" THEN IF OB(14)=0 THEN F(1
)=I:GOT048:ELSE PRINT"IT NEEDS A
BATTERY. ":GOT048

61 IF LEFT$(I$,3)<>"INV"THEN 67
62 CLS:PRINT"I AM CARRYING: ":CA=
o
63 FOR 1=ITO NO
64 IF DB (I) =--1THEN PRINT" "; OB$
(I):CA=CA+l
65 NEXT: IF CA=O THEN PRINT"NOTHI
NG"
66 GOTO 48
67 REM
68 SP=INSTR(I$,CHR$(32»:IFSP=O

THEN PRINT"TRY USING TWO WORD C
OMMANDS.":GOT048
69 V$=LEFT$(I$,SP-l):O$=MID$(I$,
SP+l)
70 A$=LEFT$(V$,3):B$=LEFT$(O$,3)
71 IF A$="TAK" THEN A$="GET"
72 IF A$::"LEA" THEN A$="DRO"
73 IF A$="LOO" THEN A$="FAC"
74 IF A$="MOV" THEN A$="PUS"
75 IF A$="TEA" THEN A$="BRE"
76 IF A$="TOU" THEN A$="FEE"
77 IF B$="FLO" THEN B$="DOW"
78 IF B$="CEI" THEN B$="UP "
79 IF A$="SHR" THEN A$="CUT"
80 IF A$="UNL" THEN A$="0PE"
81 IF B$="CB" THEN B$::"RIG"
82 IF B$="BIR" THEN B$="DOV"
83 V=(INSTR(VB$,A$)+2)/3:IF V<1
THEN PRINT"SORRY, I JUST DON'T I<
NOW HOW TO":PRINT V$" ANYTHING."
:80TO 48
84 0=(INSTR(OB$,B$)+2)/3:IFO>IT
HEN115
85 IF A$="EXA"ANDB$=="POC"THEN IF
OB(35)=-1 AND OB(24)=OTHENPRINT

"I SEE A PAIR OF PLIERS.":GOT048
:ELSE IF OB(35)=-1 AND OB(24)<>0

THEN PRINT"POCKETS ARE EMPTY":GO
T048:ELSEPRINT"I DON'T HAVE ANY
POCKETS.":GOT048
86 IF A$="EXA"ANDB$="ROO"THENPRI
NT"IT"S A LARGE ROOM. THERE IS
A WINDOW AND A DOOR AND THERE A
RE LOTS OF THINGS AROUND. ":GOT04
8
87 IF A$="EXA"ANDB$="GAT"THENPRI
NT"THE ONLY WAY TO OPEN IT IS TO

CUT THE WIRE. ":GOT048
88 GOT0115
89 '**************************
90 '****** HELP SECTION ******
91 �'�~�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*�*
92 INPUT"TELL ME WHICH OBJECT HA
S YOU A LITTLE PUZZLED";I$:PRIN
T ST$
93 IF I$="ROPE" THEN PRINT"HAVE
YOU TRIED RUBBING IT ON SOMET
HING SHARP?":GOT048
94 IF I$="RADIO" THEN PRINT"TRY
PLAYING IT.":GOT048
95 IF I$="CB" OR I$="SET" THEN P
RINT"READ A BOOK ON IT.":60T048
96 IF I$="DOVE" OR I$="BIRD" THE
N PRINT"LET IT FLY AWAY AND SEE
WHAT HAPPENS.":GOT048
97 IF I$="MOUSE"OR I$="RAT" THEN

PRINT"YOU CAN'T CATCH IT, SO DO
N'T WASTE YOUR TIME. ":GOT048
98 IF I$="STOVE" THEN PRINT"THER
E MAY BE SOMETHING IN IT. ":GOT04
8
99 IF 1$="ANTENNA" THEN PRINT"YO
U CAN MAKE AN ANTENNA OUT OF WI
RE.":GOT048
100 IF I$="WINt>OW" THEN PRINT"IT
CAN'T BE OPENNED, SO DON"T WA

STE YOUR TIME. ":GOT048
101 IF I$="CORD"THENPRINT"IT WON
'T DO ANY GOOD UNLESS IT IS PLU
GGED IN.":GOT048
102 IF I$="ROOM" THEN PRINT"IN C
ASE YOU DIDN"T KNOW IT, YOU CAN
ALSO LOOK UP OR DOWN. ": GOT048
103 IF I$="ME"ORI$="ALL" OR 1$="
" OR 1$=="ANYTHING" OR I$="EVEF{YT
HING" THEN PRINT"TRY MOVING THIN
GS AROUND. ":GOT048
104 IF I$="BUTTON" THEN PRINT"IF

YOU PUSH IT, YOU MAY BE ABLE TO
TRANSMIT ON THE CB.":GOT048

105 IF I$="CHAIR" THEN PRINT"HAV
E YOU TRIED FEELING IT?":GOT048
106 IF I$="DOOR" THEN PRINT"IT C
AN ONLY BE OPENNED FROM \HE OUTS
IDE. ":GOT048
107 IF I$="GLASS" THEN PRINT"IT
CAN BE USED FOR CUTTING. ": GOT048



108 IF I$="HANGER" THEN PRINT"MA
YBE IT CAN BE USED AS A CB AN
TENNA.":GOT048
109 IF I$="HOLE" THEN PRINT"TRYI
NG COVERING THE HOLE WITH SOME
THING.":GOT048
110 IF I$="TOOLBOX" THEN PRINT"Y
OU NEED SOMETHING WITH WHICH T
o OPEN IT.":GOT048
111 IF I$="PILLOW" THEN PRINT"TR
Y GETTING WHAT'S INSIDE.": GOT048
112 IF I$="PAPER" THEN PRINT"YOU

NEED TO HAVE SOMETHING IN YOU
R HANDS BEFORE YOU CAN READ IT.
":GOT048
113 IF I$="BLINDFOLD"THEN PRINT"
YOU NEED TO UNTIE YOUR HANDS
BEFORE YOU CAN REMOVEIT.":GOT048
114 �P�R�I�N�T�"�S�O�R�R�Y�~ I CAN'T HELP YO
U WITH THAT ITEM.":GOT048
115 F=O:IF OB(O)=YOU THEN F=l EL
SE IF OB(O)=-l THEN F=2
116 'IF PEEK(&H88)*256+PEEK(&H89
»1471THENCLS
117 ON V GOTO �1�2�0�~�1�4�6�~�1�5�4�~�1�6�7�~�1�7

�2�~�1�8�1�~�2�0�5�~�2�1�2�,�2�1�5�~�2�2�2�,�2�2�7�~�2�2�9�,�2�3

�5�,�2�3�9�~�2�4�2�~�2�4�6�~�2�5�3�~�2�5�7�~�2�6�1�~�2�6�6�~�2�7

5
118 I F LEN (1$)=1 THENPRI NT" I CAN
'T GO THAT WAY! ":GOTO 37
119 PRI NT" I DON'T UNDERSTAND lIJHA
T YOU ARE TELLING ME. ":GOT048
120 '*** GET ***
121 IF F (2) =0 THEN PRINT" I CAN'T

GET ANYTHING NOW!":GOT048
122 IF F=2 THEN PRINT"I ALREADY
HAVE IT!":GOT048
123 IF CA=}MX THEN PRINT"I CAN'T

CARRY ANYTHING ELSE! ":GOT048
124 IF 0<1 THEN PRINT"WHY DO YOU

WANT TO DO THAT FOR?":GOT048
125 IF 0<7 OR 0=15 OR 0=16 OR 0=
17 OR 0=26 OR 0=39 OR �0�~�4�0 OR 0=
41 OR 0=46THEN PRINT"DoN'T BE SI
LLY!":GOT048
126 IF 0=11 OR 0=27 OR 0=320R 0=
50 THEN PRINT"I CAN'T, IT'S TOO
HEAVY! ":GOT048
127 IF 0=12 THEN IF F(6)=O THEN
PRINT"I CAN'T, DESK IS LOCKED.":
GoT048:ELSE EX$ (0-6) =" I SEE A CB
SET.":IF V=3 THEN 166

128 IF 0=43 AND OB(54)=0 THEN IF
F(5)=OTHEN PRINT"I �C�A�N�'�T�~ THE C

AGE IS NOT OPEN.":GOT048
129 IF 0=43 AND OB(49)=-1 THEN I
F OB(54)=6 THEN OB(49)=0:oB(54)=
I): GOTO144:ELSEPRI NT" IT vION' T COl"!
E TO ME. ":GoT048
130 IF 0=43 AND OB(49)<)-lTHEN P

61

RINT"IT WON'T COME TO ME.":GOT04
8
131 IF 0=45 THEN IF LEFT$(EX$(34
�)�~�2�)�=�"�I "THEN EX$(34)="THERE IS
NOTHING IN THERE. ":GOTOI44:ELSE
GOT0145
1'32 IF 0=31 THEN PRINT"! CAN'T D
o THAT.":GOT048
133 IF 0=30 THEN OB(31)=YOU
134 IF 0=54 AND F(7)=1 THEN F(7)
=0:OB(54)=0:OBC49)=0:0=43:GoTOI4
4
135 IF 0=55 AND OB(55)=0 THEN PR
INT"I CAN'T, THE WIRE IS WRAPPED

TOO TIGHT.":GOT048
136 IF 0=35 THEN OB$(O)="A COAT"
:OB(36)=5:GOT0144
137 IF 0=36 THEN OB$(O)="A HANGE
R":GOT0144
138 IF 0=33 THEN EX$(26)="I SEE
A CAN OPENER.":GoT0144
139 IF 0=18 THEN OB(40)=3
140 IF 0=29 THEN IF F(6)=OTHEN14
5ELSE EX$ (6) =" IT' S �N�O�~�J EMPTY. ": G
OT0144
141 IF 0=44 AND LEFT$(EX$(37),1)
<>"T" THEN PRINT"I DON'T SEE ANY

PAPER HERE. ":GOT048 ELSE EX$(37
)="IT'S A SPECIAL TYPE DOVE."
142 IF 0=56 THEN EX$(26)="THERE
IS NOTHING THERE. ":GOT0144
143 IF 0=49 THEN IF OB(49)=(l THE
N 145 ELSE 144
144 OB (0) =--1 : PRI NT "01< �~ I GOT IT.
":CA=CA+1:GOT048
145 PRINT"I CAN'T GET THAT NOW."
: GOT048
146 '*** DROP ***
147 IF F<>2 �T�~�E�N 153
148 IF 0=43 AND F(4)=lTHEN PRINT
"THE DOVE FLEW AWAY THROUGH THE

BROKEN WINDOW.":F(13)=1:0B(43)=
0:GOTo152
149 IF 0=43 THEN OB(43}=0:OB(54)
=6:PRINT"OK, I LET THE DOVE GO."
:GOTOI52
150 IF YOU=6 THEN YOU=7
151 �O�B�(�o�)�=�Y�O�U�:�P�R�I�N�T�"�o�K�~ t DRoPPE
D IT."
152 CA=CA-l:GOT048
153 PRINT"I DON'T HAVE IT.":80TO
48
154 '*** OPEN �*�*�~
155 IF 0=13 THEN PRINT"THE BACK
COVER POPPED OPEN AND SOMETHING

FELL TO THE FLoOR.":oB(14}=7:GO
T048
156 IF 0=11 THEN IF OB(45)=-1 TH
EN F(6)=1:GOT0166:ELSEPRINT"I D
ON'T HAVE ANY I<EYS.":GOT048
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