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Qlll·:ST 1 
by Brian Reynolds 

Apple translation by Rich Bouchard. 
ATARI® translation by Alan J. Zett. 

"Quest l" is a graphics dungeon game which will run in 16K 
RAM on the TRS-80®, or 24K RAM on the Apple or ATARI®. 

In "Quest I" you become a strong warrior who journeys 
through an ancient maze in search of four huge saphires and other 
treasures. These precious jewels are guarded by terrible Wraiths, 
Giants, Mummies, and other unpleasant monsters. To find the 
treasures, then, you must be very strong (to kill the monster), very 
dextrous (to kill the monster), very dextrous (to sneak around the 
monster and steal the treasure), or very intelligent (to list the pro­
gram and cheat!). 

When you begin your quest, a character will be created for you. 
He (or she) will be either an Elf, a Dwarf, or a Human. He will be 

·given ratings in strength (3-20) and dexterity (3-20), and a percen­
tage rating according to his wounds (100% = no wounds , 0% = a 
dead fighter). Being new to the field of questing, your warrior will 
not be much favored by the gods and will not have much magic to 
use. He will, however, have four different ways to fight: He will be 
given a random number of normal arrows, magic arrows, and holy 
water, plus his trusty sword. Some healing potions will also be 
given for restoring wounds. 

After you have named your fighter, you will be teleported into a 
marketplace in a nearby town to bargain with a greedy merchant 
for more supplies. This usually takes only a short time, since the 
merchant will probably either sell to you quickly, or else refuse to 
sell at any kind of affordable price. After completing your 
bargaining, enter a "O" to begin your quest. 

When you enter the dungeon, a text-graphics display will be 
created on the screen, showing all your statistics in the corners and 
a picture of your current location in the center. If you have an 
TRS-80® Model III, your character will look different depending 
on his/her gender. On the Model I and on the Apple, both male 
and female characters are represented by an "@" symbol. And in 
the ATARI® version, a specially-defined text character is used. 
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Treasure chests appear as asterisks(*), while monsters are shown 
by the initial letter of their name. 

You can attempt your quest through the 58 rooms of the 
dungeon simply by killing monsters, taking the treasures, and 
moving on. However, this is not advisable for two reasons. First, 
you must remember the way out of the dungeon, or you will surely 
perish. And second, wandering monsters abound in this dungeon; 
if a Wraith, for example comes up behind you, he will probably 
kill you in one good turn. You should also be aware that fre­
quent trips back for supplies are not wise, since more monsters are 
added each time you re-enter the dungeon with more than 100 ex­
perience points. 

Note that the greater your dexterity rating, the more SLOWLY 
the game will seem to move. This is because your higher dexterity, 
in effect, gives you more time to think and react relative to the 
pace of the game. As you accumulate experience points, however, 
the pace and difficulty of the game will increase. 

When you find your way out of the dungeon, the computer will 
give you a list of all the treasures you retrieved, add in any arrows 
or potions you may have found, give you a ch_ance to save the 
game, and let you quit if you want to. If you do quit, the computer 
will give you a list of all your fighter's abilities and possessions so 
that you can use him in a later game. If you elect to continue, you 
are teleported back into the marketplace to get more supplies and 
then to continue your qL1est. 

Commands are entered with single keystrokes, as follows: 

TRS-80® version 

The number keys are convenient if you have a numeric keypad: 

8 or up-arrow: Move up. 
4 or left-arrow: Move left. 
6 or right-arrow: Move right. 
2 or down-arrow: Move down. 

Apple and ATARI® versions 

The keys form a diamond shape: 

W: Move up. 
A: Move left. 
D: Move right. 
X: Move down. 
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All versions: 

Any key other than above: Stop movement. 
N: Shoot a normal arrow (not effective against Wraiths). 
M: Shoot a magic arrow. 
T: Toss a vial of holy water (affects only "undead" monsters: 
Skeletons, Zombies, Ghouls, Mummies). 
F: Fight in close combat (not effective against Giants or Wraiths). 
0: Open a treasure chest when you are next to it. (It will disappear 
and its contents will be displayed on the screen.) 
H: Drink a healing potion. (This restores your wound rating to 
1000/o.) 

Below is a complete inventory of the monsters, with their wound 
ratings. These ratings represent the monster's strength, relative to 
your initial strength. If you are attacked, by a skeleton for exam­
ple, it can inflict wounds of up to 200/o on you with each hit. And, 
it takes more to kill a monster with a high rating than one with a 
low rating. 

Skeleton: 200/o 
Ore: 300/o 
Zombie: 400/o 
Ghoul: 500/o 
Spider: 700/o 
Mummy: 800/o 
Giant: 900/o 
Wraith: 990/o 

Variables 

Al: Number of normal arrows. 
A2: Number of magic arrows. 
DX: Dexterity rating. 
EP(*): Experience value of each treasure. 
GP(*): Gold value of each treasure. 
HW: Number of vials of holy water. 
M$(*): Single-character monster identifier. 
Ml(*): Type of monster in each room. 
M2(*): Number of monsters in each room. 
MN$(*): Names of the monsters. 
MS(*): Standard wound value for each monster. 
NM$: Name of fighter character. 
OP: Original price of an item at the market. 
Pl: Current price of an item at the market. 
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PT: Number of healing potions. 
Rl(*): Identifies each location as either a passage/ intersection 
( = 1) or a chamber/ room ( =2). 
R2(*, *): For each room, identifies what room you will enter by 
exiting up, down, left, and right respectively. 
RC: Race of fighter (0 = Human, I = Elf, 2 = Dwart). 
RM: Current room number. 
ST: Player strength. 
T$(*): Name of each treasure. 
Tl(*): Identifies type of treasure in each room. 
TRSSOMODEL: Model number of computer (TRS-80® version). 
TS(*): Quantity of each treasure type retrieved by player. 
TX,TY: X and Y coordinates of treasure. 
W: Wounds (multiply by 100 to get percentage). 
WX,WY: X and Y coordinates of monster. 
XS, YS: X and Y coordinates of player. 
YY$: Single-character identifier for player. 

Apple Version 
By Rich Bouchard 

Print title page. 

0 DS = CHRS 14): PRINT 
1 PRINT DS;"NO "ON C,I,O" 
2 HO"E : VTAB b: HTAB 14: FLASH 

: PRINT "QUEST 11
: NOR"AL 

3 AS = " S S S 
S S S S S I I g U E S T 

N A S N R I T T E N 
B Y B R I A N R E Y N 0 
L D S -- APPLE TRANSLATION B 
Y RICH BOUCHARD S S t S S S 
S I I S IHAVE FUN~> • 

4 FOR l = 1 TO LEN IAS> - 13: VTAB 
9: HTAB 14: PRINT "IDS IAS, 
11131;: FOR Y = 1 TO 75: NEXT 
Y: NEXT l 

7 DEF FN Alli = INT ( RND 11) S 
x + 11 

B YYS = "i":KS = "!ISI&'St:l/{+)I 
":KS = KS + KS + KS + "Siii+ 
+H • 
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Data for monsters and treasures. 

100 DAlA WORTI1LtSS ODDS L ENDS 
,o,o,A BAG FULL OF COPPER co 
INS,1,3,A S"ALL BRASS STATUE 
TTE,2,5,A BAG FULL OF VARIOU 
S COINS,3 17,A PURSE FULL OF 
GOLD COINS,5,12,3 GOLD NU66E 
TS 18117,4 S"ALL TURQUOI 
SES,7,15,A LARGE RUBY ,1 
5,30 

105 DATA A SHU6Et SAPPHIRE,150, 
150,A HEALING POTION,10,0,A 
QUIVER OF 10 "AGIC ARRONS,15 
,O,A QUIVER OF 10 NOR"AL ARR 

. ows,10,0 
110 DATA SKELETON,S,2,0RC,0,3,Z 

O"BIE,Z,4,6HOUL,6,b,HU6E SPI 
DER,H,7,"U""Y,"1816IANT,G,9, 
NRAITH,N,9.9 

Data for the rooms. 



l1S DATA 1,12,3,2,18,0,0,0 470 DATA 1,46,0,50,45,0,0,3 
120 DATA 2,0,0,0,1 14,2,8 480 DATA 1,0,0149,46,o,o,1 
125 DATA 1,1,0,4,19,0,0,1 490 DATA 2138,51,52,48,6,1 16 
130 DATA 1,o,o,s,3,3,1,1 500 DATA 1,o,o,s1,47,2,5,10 
135 DATA 2,6,38,0,4,1,3,6 510 DATA l,49,0,53,50,4,3,5 
140 DATA 1,8,5,9,7,0,0,0 520 DATA 2,0,0,0,49,6,l,6 
145 DATA 1,0,0,6,0,0,0,l 530 DATA 2,0,54,0,51,5,1,8 
150 DATA 2,0,6,0,11,2,11,2 540 DATA 1,53,o,o,ss,o,o,1 
155 DATA 2,0,0,10,6,2,3,1 550 DATA 2,o,o,54,s6,2,3,2 
160 DATA 2,0,0,0,9,5,1,4 560 DATA 1,010,55,57,61118 
165 DATA 1,0,0,8112,0,0,1 570 DATA 1,0,0156,58,7,3,11 
170 DATA 2,0,1,11,13,2,5,3 580 DATA 2,0,0,57,o,8,4,9 
175 DATA 1,0,0,12,14,0,0,1 
180 DATA 2,15,26,13,17,5,1,1 Initialize variables. 

185 DATA 2,0,14,0,0,0,0,1 
190 DATA 2,0,11,0,0,1,2,5 600 DI" "N$!8l,"$!8l,"S!8l,Rlt58 
195 DATA 1,16,20,14,0,4,1,1 l,R2t5814l,"lt:SSl,"2!58J,T1! 
200 DATA 2,0,19,1,26,2,2,7 58l,T$(12l,EPtl2l 16P!l2J,TS< 
205 DATA 2,18,30,3,27,3,2,2 121 
210 DATA 1,11,21,0,o,o,o,1 601 BELL$ = CHR$ !7l 
215 DATA 1,20,22,0,0,6,2,9 603 FOR X = 1 TO 12: READ T$!Xl, 
220 DATA 1,21 123,0,0,2,3,12 EP!Xl,GP!Xl: NEXT X 
225 DATA 1,22,24,0,0,4,2,10 b05 FOR X = 1 TO 8: READ "N$!Xl, 
240 DATA 1,23,25,34,0,0,0,11 "S!Xl,"S!Xl: NEXT X 
250 DATA 2,24,0,0,o,1,3,9 blO FOR X = 1 TO 58: READ Rl!Xl: 
260 DATA 2,14 10,18,0,3,2 11 FOR Y = 1 TD 4: READ R2!X,Y 
270 DATA 2,0,20,19,0,4,1,2 l: NEXT Y 
280 DATA 1,27,29,31 ,0,0,0,1 b15 READ "1!Xl ,"2!Xl,Tl!Xl: NEXT 
290 DATA 2,2e,o,o,o,5,1,10 x 
300 DATA 2,19,0,0,0,1,2,3 620 Rl'I = 1 
310 DATA 1,0,32,0,2B,0,0,4 
320 DATA 1, 31 ,33,43,o,o,o,1 Use an old character? 
330 DATA 2,32,35, o,o,s,1,B 
340 DATA 1,0,0,35,24,o,o,12 BOO IF BI = 1 THEN GDSUB 20000 
350 DATA l,33,3b,45,34,0,0,5 BOS IF BI = 1 THEN 81 = 0: SOTO 
360 DATA 1, 35,0,37,0, 7, 1, 10 900 
370 DATA 2,o,o,o,3b,B,3,9 BIO HTAB 1: YTAB 13: INPUT "DO y 
380 DATA l,S,49,0, 39,0,0,1 OU WANT TO USE AN OLD CHARAC 
390 DATA 1,0,40,38,0,0,0,b TER?';AS: IF LEFTS ms, I) < 
400 DATA l,39,0,0,41,2,3,2 .> •y• THEN SOSUB 21000: SOTO 
410 DATA l ,42,4b,40,43,4,l,7 900 
420 DATA 2,0,41,0,0,7,3,B 812 PRINT : INPUT "NA"E: ";N"S 
430 DATA 2,0,44,41,32,b,1,ll BIS INPUT "STRENGTH: ";A$:ST = VAL 
440 DATA 1,43,45,o,o,o,o,5 !ASl: IF ST } 20 OR ST < 3 THEN 
450 DATA 1,44,0,47,35,0,0,1 815 
4b0 DATA 2,41,47,4B,0,5,1,7 820 INPUT "DEXTERITY: ";AS:DX = 
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VAL !ASl: IF DX > 20 OR DX < 
3 THEN 820 

825 INPUT 'WOUNDS: ";A$:W = VAL 
!ASl I 100: IF W < • I OR W > 
1 THEN 825 

830 INPUT 'EXPERIENCE: ';AS:EP = 
VAL IA$l 

832 INPUT 'SOLD: ";AS:SP = VAL 
IA$l 

835 INPUT 'IS !SJHE AN ELF? ';AS 
: IF LEFTS !AS, 1l = •y• THEN 
RC = 1 

836 IF RC = 0 THEN INPUT 'IS IS 
lHE A DWARF? ';AS: IF LEFTS 
lAS,ll = •y• THEN RC = 2 

840 INPUT 'KASIC ARROWS: ';A$:A2 
= VAL !ASl: INPUT 'NORKAL 

ARROWS: ';AS:Al = VAL IASl 
845 INPUT 'HEALINS POTIONS: ';AS 

:PT = VAL !AS! 
846 INPUT 'HOLY WATER: ';AS:HW = 

VAL !ASl 

Load in an old game? 

850 PRINT : INPUT 'DO YOU WANT T 
0 LOAD IN AN OLD SAKE? ';AS: 

IF LEFTS !AS,ll < > •y• THEN 
900 

852 INPUT 'DISK OR CASSETTE ?';A 
s 

855 IF LEFTS !AS,ll = 'C' THEN 
INPUT "HIT <RETURN> TO BES! 

N READ ';AS: PRINT : PRINT 1 

!WAIT FOR SIX BEEPS.I': RECALL 
Kl: RECALL K2: RECALL Tl: SOTO 
890 

857 INPUT 'ENTER FILESPEC >';A$ 
860 PRINT DS;'OPEN ';A$ 
865 PRINT DS;'READ ';AS 
870 FOR X = 1 TO 58: INPUT KllXl 

: INPUT "21Xl: INPUT TllXJ: NEXT 
x 

875 PRINT DS;'CLOSE ';AS 
890 PRINT 'LOAD COKPLETE.' 
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Marketplace and bargaining routine. 

900 HOME : PRINT 'SOLD: ";GP 
901 PRINT : PRINT 'YOU ARE AT TH 

E MARKET. PRICES HERE ARE:" 

903 PRINT ' t. KASIC ARROW •• 
.2 GOLD" 

904 PRINT • 2. FOUR NORKAL ARR 
OWS ••• 1 GOLD' 

905 PRINT ' 3. HEALING POTION 
15 SOLD' 

906 PRINT • 4. HOLY WATER •• 
.3 SOLD' 

910 PRINT : PRINT 'DK, ';NKS;", 
WHAT ITEK WOULD': INPUT 'YOU 
LIKE? !ENTER NU"BERl ';AS: 
IT= VAL !ASl: IF IT> 4 OR 
IT < 0 THEN PRINT BELLS;'I 
DON'T SELL THAT!': SOTO 910 

911 IF IT = 0 THEN 990 
912 IF IT = I THEN Pl = 2 
913 IF IT = 2 THEN Pl z 1 
914 IF IT = 3 THEN PI = 15 
915 IF IT = 4 THEN Pl = 3 
916 PRINT 'AT ";Pl;' GOLD APIECE 

'HOW "ANY WILL': INPUT 'YOU 
BUY? ';AS:N" = VAL (A$l 

917 IF NK < 0 THEN PRINT BELLS; 
'VERY FUNNY!!': PRINT 'I DO 
NOT BUY THINGS, I SELL THE"! 
': GOTO 916 

920 Pl = PI S NK 
921 OP = Pl 
925 PRINT 'THE PRICE NOW COKES T 

0 ';PI;' SOLD.' 
930 PRINT 'HOW KUCH WILL YOU SIV 

E ME, ';NKS;: INPUT '? ';AS: 
A = VAL !A$l 

935 IF A < OP I 10 THEN PRINT ' 
FORSET IT 1!!': GOTO 901 

940 IF A < OP I 2 THEN PRINT 'N 
OT INTERESTED.': GOTO 901 

941 IF A > = Pl THEN PRINT 'YO 
u GOT A DEAL!!!': ·soTQ 950 

942 Y =A I Pl:X = RND !11: IF X 
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> Y THEN PRINT "NOT INTERE 
STED":Pt = INT <<OP +Pt> I 
2l: GOTO 930 

945 Pt = INT !!Pt t 2 +Al I 3l: 
IF <Pt < = Al THEN 941 

947 PRINT "HOW ABOUT ";Pt;•, ";N 
"S;"?": GOTO 930 

950 IF GP < Pl THEN PRINT BELLS 
;"WHAT!! CAN'T PAY YER DEBT 
S, ";N"S;"?","YOU'LL BE THRO 
WN IN PRISON FOR THIS!!!";BE 
LLS: END 

955 GP =GP - Pl: PRINT ·vou NOW 
HAVE ";GP;" SOLD, ";N"S;•.• 

960 IF IT = 1 THEN A2 = A2 + N" 
965 IF IT = 2 THEN Al = Al + N" l 

4 

970 IF IT = 3 THEN PT = PT + N" 
975 IF IT = 4 THEN HW = HW + N" 
980 SOTO 901 

Enter dungeon; check for too many 
arrows. 

990 PRINT "OK, ";N"S;", PRESS <R 
ETURN> TO 60","INTO THE DUNS 
EON. I 

991 EL = 0 
992 IF EP > 100 THEN EP = EP - 1 

OO:EL = EL + 100: FOR X = I TO 
58:"2!Xl = "2!Xl l 1.1: NEXT 
: SOTO 992 

993 EP = EP + EL 
994 IF EL > 500 THEN FOR U = EL 

TO 500 STEP - 100: FOR X = 
1 TO 58:"2!Xl = "21XJ I 1.1: 

. NEXT : NEXT 
995 INPUT AS: HO"E 
997 A3 = O:A4 = 0 
998 IF A2 > ST t 2 THEN A4 = A2 -

ST t 2:A2 = ST t 2: PRINT "" 
ORE THAN ";ST a 2;" "ASIC AR 
ROWS WOULD","WEISH YOU DOWN. 
": FOR X = 1 TO 2000: NEXT X 

999 IF Al > ST l 2 THEN A3 = Al -
ST l 2:AI = ST l 2: PRINT '" 

ORE THAN ";ST l 2;" ARROWS W 
OULD","WEISH YOU DOWN.": FOR 
X = I TO 2000: NEXT X 

Upon entering a new room, draw It with 
.v"' its monsters and treasures. If this is 
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room one, give option to leave. 

1000 HO"E : IF 81 = 0 THEN Bl = 
I: SOTO 1005 

1001 IF R" < > 1 THEN 1005 
1002 INPUT "DO YOU WANT TO LEAVE 

THE DUNGEON? ";AS 
1003 IF LEFTS <AS,ll = 1 ¥1 THEN 

BOO 
1004 HO"E 
1005 ON RllR"l SOSUB 10000,11000 
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1010 IF Tl!Rlll ) 0 THEN TX = FN 
A!9l + 15:TY = FN A!bl + 9: 

HTAB TX: YTAB TY: PRINT "l" 
; 

1015 X5 = 20:Y5 = 13 
1020 IF IS = "W" THEN YS = 22 
1022 IF IS = •x• THEN Y5 = 2 
1024 IF IS = •o• THEN X5 = 2 
1026 IF IS = "A" THEN X5 = 39 
1028 HTAB X5: YTAB Y5: FLASH : PRINT 

YYS;: NORllAL 
1030 IF 112!Rlll > = 1 THEN WX = 

FN A!lOI + 15:NY = FN A!6l 
+ 9 

1031 llS = llS!lll !Riil l I 10 
1050 IF 112!Rlll > = 1 THEN HTAB 

NX: YTAB NY: PRINT llS!lll!Rlll 
I; 

Print player status, check for wandering 
monsters. 

1055 HTAB 1: YTAB 2: PRINT "ARRO 
WS:";Al;" ";: HTAB 1: YTAB 1 
: PRINT "II. ARROWS:";A2;" "; 

1060 HTAB 1: YTAB 22: PRINT "ST= 
";ST;" DX=";DX;: HTAB 1: YTAB 
3: PRINT "WOUNDS:"; INT IN l 
100 + .5J;"I";" "; 

1061 HTAB 1: YTAB 4: PRINT "ROOll 
:";Rll;" "; 

1062 HTAB 33: YTAB 18: PRINT "PO 
TIONS:";: HTAB 35: YTAB 19: PRIN 
PT;" •; 

1063 HTAB 33: YTAB 20: PRINT "HO 
LY H20";: HTAB 35: YTAB 21: PRIM 
HN;" "; 

1065 IF 112!Rlll > = 1 THEN HTAB 
28: YTAB 1: PRINT "llONSTER:" 
;: HTAB 30: YTAB 2: PRINT Ill 
S!lll!Rllll; 

1070 IF 112!Rlll < I THEN HTAB 28 
: YTAB 1: PRINT SPC! 131;: HTAB 
30: YTAB 2: PRINT SPC! 111; 
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1075 IF 112!Rlll > 1 THEN HTAB 28 
: YTAB 3: PRINT "NUllBER:"; INT 
!112!Rlll I;. "; 

1077 IF 112!Rlll < = I THEN HTAB 
28: YTAB 3: PRINT SPC! 131; 

1080 HTAB 1: VTAB 18: PRINT "EX: 
•; INT !EPJ; • •;: HTAB 35: VTAB 
5: PRINT "N";: HTAB 34: YTAB 
6: PRINT "AD";: HTAB 35: VTAB 
7: PRINT •x•; 

1085 HTAB 1: VTAB 19: PRINT "GP: 
";GP;• "; 

1086 IF 112!Rlll = 0 AND FN A!IOO 
l = 1 THEN FOR X = 1 TO 10: 

HTAB 5: YTAB 24: PRINT "NAN 
DERING llONSTER~";: FOR Y = 1 

TO 50: NEXT Y: HTAB 5: VTAB 
24: PRINT SPC! 181;: FOR Y = 
I TO 50: NEXT Y,X:ll2<Rlll = FN 
A!31:111!Rlll = FN A!8l: GOTO 
1030 

Accept a command from keyboard and 
call appropriate subroutines. 

1090 AS = ••: FOR X = 1 TO DX S I 
0 - EP: IF PEEK ! - 163841 > 
128 THEN X = 9999 

1091 NEXT X: IF X > 9000 THEN GET 
AS 

1093 IF T1!Rlll > 0 THEN HTAB TX 
: VTAB TY: PRINT 1 1"; 

1095 IF AS = •• THEN AS = IS: GOTO 
1100 

1097 IS = AS 
1100 IF 1$ = "N" THEN GOSUB 151 

00 
1105 IF IS = •x• THEN GOSUB 152 

00 
1110 IF IS = "D" THEN GOSUB 153 

00 
1115 IF I$ = "A" THEN GOSUB 154 

00 
1120 IF IS = "H" THEN IS = ••: IF 
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PT > 0 THEN PT = PT - l:W = 
l 

1125 IF If = "K' AND A2 > 0 THEN 
IS = '':A2 = A2 - 1: SOSUB 1 
ssoo 

1130 IF IS = 'N' AND Al > 0 THEN 
IS = '':Al = Al - 1: SOSUB 1 
SbOO 

1135 IF IS = "F' THEN SOSUB lbO 
00 

1140 IF IS = 'O" THEN SOSUB 170 
00 

1145 IF IS = 'T' AND HW > 0 THEN 
IS = "':HW = HW - 1: SOSUB 1 
8000 

II there is a monster in the room, move 
him and let him attack. 

1200 IF K2!R"l < I THEN 1030 
1201 IF KS < = 0 THEN FOR X = 

1 TO LEN !KSl: HTAB WX: VTAB 
WY: PRINT KIDS IKS,X,ll;: NEXT 
X:K2!RKl = "21R"l - l:EP = .E 
P + "S("l!R"ll: SOTO 1030 

1205 "X = SSN !XS - NXl 
120b IF WX < XS THEN "X = 1 
1207 IF WX = X5 THEN "X = 0 
1210 "y = SSN IY5 - WYl 
1215 HTAB WX: VTAB WY: PRINT " ' 

; 
1220 IF SCRNI WX + "X - 1,WY i 

2 - 2l + lb l SCRNI WX + "X 
- 1,WY l 2 - ll = lbO THEN 

wx = wx + "x 
1225 IF SCRNI WX - 1,"Y I 2 + W 

Y i 2 - 21 + lb I SCRNI WX -
1,"Y l 2 + WY l 2 - ll = 160 

THEN NY = WY + "y 
1230 IF ABS !WX - X5l > 1 OR ABS 

!NY - YSl > 1 THEN 1050 
1235 X = RND !ll: IF X > "S THEN 

1050 
1240 X = RND 11) i "S 
1245 W = W - X: IF W < 0 THEN SOO 

0 

Quest 1 

1250 SOTO 1050 

End·routine for the "Great Dungeon in 
the Sky" ending. 

5000 FOR X = I TO LEN IKSl: HTAB 
15: VTAB YS: PRINT "IDS !KS 
,X,ll;: NEXT X: FOR X = 1 TO 
1000: NEXT X: HO"E 

SOOS PRINT 'WELCO"E TO HEAVEN, ' 
j N"Sj I!!! I 

5010 PRINT "I HOPE YOU ENJOYED Y 
OUR SHORT LIFETI"E IN WHICH 

YOU ACCU"ULATED ';SP;" SOLD .. 
5015 PRINT 'AND ';EP;" EXPERIENC 

E POINTS.' 
5020 PRINT : PRINT : INPUT 'WOUL 

D YOU LIKE TO BE REINCARNATE 
D AS A NEW CHA~ACTER ?';At: 

IF LEFTS IAS,ll = "N' THEN 
STOP 

5025 RUN 

Subroutine to draw a 
passage/intersection. 

10000 RE" DRAW HALLWAY !TYPE Ill 

10002 INVERSE 
10005 Xl = R2IR"1 ll 
10010 IF Xl ) 0 THEN FOR X = 1 TO 

8: HTAB 15: VTAB X: PRINT ' 
';: HTAB 26: PRINT I ';: NEXT 
x 

10012 IF Xl < = 0 THEN HTAB 16 
: VTAB 9: PRINT SPCI IOI; 

10015 XI = R2!R" 1 2) 
10020 IF Xl > 0 THEN FOR X = lb 

TO 23: HTAB 15: VTAB X: PRINT 
I ";: HTAB 2b: PRINT I •;: NEXT 
x 

10022 IF Xl < = 0 THEN HTAB 16 
: VTAB lb: PRINT SPC! IOI; 

10025 Xl = R2!R"1 3l 
10030 IF Xl > 0 THEN FOR X = 26 

TO 40: HTAB X: VTAB 9: PRINT 
" ';: HTAB X: VTAB 16: PRINT 
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I I;: NEXT x 
10032 IF Xl < = 0 THEN FOR X = 

9 TO lb: HTAB 2b: VTAB X: PRINT 
• ";: NEXT X 

1003S XI = R2!R"14l 
10040 IF XI > 0 THEN FOR X = I TO 

IS: HTAB X: VTAB 9: PRINT 1 

";: HTAB X: VTAB lb: PRINT • 
I;: NEXT x 

10042 IF XI < = 0 THEN FOR X = 
9 TO lb: HTAB IS: VTAB X: PRINT 
I I;: NEXT x 

1004S NOR"AL : RETURN 

Subroutine to draw a chamber/room. 

11000 
11002 
llOOS 

11010 

11012 

RE" DRAW CHA"BERITYPEl21 
INVERSE 

HTAB 9: VTAB S: PRINT " 
";: HTAB 26: PRINT" .. 
' HTAB 9: VTAB 20: PRINT I 

";: HTAB 2b: PRINT I .. 
' FOR X = b TO 9: HTAB 9: VTAB 

X: PRINT I ";: NOR"AL : PRINT 
SPC! 22>;: INVERSE : PRINT 

I •;: NEXT x 
11014 FOR X = lb TO 19: HTAB 9: VTAB 

X: PRINT 1 
";: NOR"AL : PRINT 

SPC! 22>;: INVERSE : PRINT 
I •;: NEXT x 

llOlS XI = R2!R" 1 11 
11020 IF Xl > 0 THEN FOR X = 1 TO 

4: HTAB IS: VTAB X: PRINT " 
";: HTAB 2b: PRINT " ";: NEXT 
x 

11022 IF XI < = 0 THEN HTAB lb 
: YTAB 5: PRINT SPC! IOI; 

11025 XI = R2!R"12l 
11030 IF XI > 0 THEN FOR X = 21 

TO 23: HTAB 1S: VTAB X: PRINT 
I ";: HTAB 2b: PRINT I •;: NEXT 
x 

11032 IF Xl < = 0 THEN HTAB 16 
: VTAB 20: PRINT SPC! 10>; 

11035 Xl = R2!R" 1 3) 
11040 IF Xl > 0 THEN HTAB 32: VTAB 

9: PRINT SPC! 91;: HTAB 32: 
VTAB lb: PRINT SPC! 91; 

11042 IF Xl < = 0 THEN FOR X = 
10 TO IS: HTAB 32: VTAB X: PRINT 
I • ; : NEXT x 

1104S Xl = R2!R" 1 41 
llOSO IF Xl > 0 THEN HTAB 1: YTAB 

9: PRINT SPC! 9l;: HTAB 1: VTAB 
lb: PRINT SPC! 91; 

. llOS2 IF Xl < = 0 THEN FOR X = 
10 TO IS: HTAB 9: VTAB X: PRINT 
• I;: NEXT x 

llOSS NOR"AL : RETURN 

Subroutines for moving player around 
screen. 

lSlOO IF Y5 = I THEN 15105 
15102" = SCRNI X5 - l,Y5 S 2 -

41 + lb S SCRN! X5 - 1,Y5 S 
2 - 3) - 128: IF " < > 32 THEN 

RETURN 
1510S HTAB X5: VTAB Y5: PRINT • 

I' 

' 15110 Y5 = Y5 - I: IF Y5 < 2 THEN 
R" = R21R"1 ll: POP: GOTO 10 
00 

15120 HTAB X5: YTAB Y5: FLASH : PRINT 
YYS;: NOR"AL : RETURN 

15200 IF YS = 22 THEN 15205 
15202" = SCRN! X5 - 11 Y5 S 21 + 

lb S SCRN! X5 - 1,Y5 S 2 + 

ll - 128: IF " < > 32 THEN 
RETURN 

1S205 HTAB X5: VTAB Y5: PRINT • .. 
' 15210 Y5 = Y5 + I: IF Y5 > 22 THEN 

R" = R2!R" 1 21: POP : GOTO 10 
00 

15220 GOTO 15120 
15300 IF X5 > 37 THEN 15305 
15302" = SCRN! X5,Y5 S 2 - 21 + 

16 l SCRN! X5,Y5 S2 -11 -
128: IF " < > 32 THEM RETURN 
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15303" = SCRN( X5 + l 1Y5 l 2 -
21 +lb l SCRN< X5 + 1,Y5 l 
2 - ll - 128: IF " < > 32 THEN 

RETURN 
15305 HTAB X5: YTAB Y5: PRINT • .. 

' 15310 XS = X5 + 2: IF X5 > 39 THEN 
R" = R2<R" 13l: POP : SOTO 10 
00 

15320 SOTO 15120 
15400 IF X5 < = 2 THEN 15405 
15402" = SCRN( X5 - 2,Y5 t 2 -

21 +lb. SCRN( X5 - 2,Y5. 
2 - ll - 128: IF " < > 32 THEN 

RETURN 
15403" = SCRN< X5 - 3,Y5 l 2 -

21 + lb l SCRN< X5 - 3,Y5 l 
2 - ll - 128: IF " < > 32 THEN 

RETURN 
15405 HTAB X5: YTAB Y5: PRINT • .. 

' 15410 X5 = X5 - 2: IF X5 < I THEN 
R" = R2<R"14l: POP : SOTO 10 
00 

15420 SOTO 15120 

Normal arrow firing routine. 

15500 SOSUB 15b99 
15505 X = RND (ll I 2: IF RC = I 

THEN X = X - .I 
1550b IF RC = 2 THEN X = X + .1 
15507 X = X - <EP I 10001 
15510 x = x - .2 
15511 X = X - (DX I 1001 
15515 IF X > W THEN RETURN 
15520 X = RND (11: IF RC = 1 THEN 

x = x + .2 
15522 IF RC < > 1 THEN X = X + 

.1 
15523 IF RC = 2 THEN X = X + .I 
15525 ns = "s - X: RETURN 
15599 RETURN 

Magic arrow firing routine. 

15b00 60SUB 15b99 

15b01 . IF "l<R"l = B THEN RETURN 
15b05 X = RND (ll I 2: IF RC = I 

THEN X = X - .I 
15b0b X = X - <DX I 1001 
15b07 IF RC = 2 THEN X = X + .I 
15b08 X = X - (EP I 1000) 
15bl0 IF X > W THEN RETURN 
15b20 X = RND <ll: IF RC = I THEN 

X = X + .1 
15b21 IF RC = 2 THEN X = X - .I 
15b25 "s = "s - X: RETURN 
15b98 RETURN 

Calculate monster range, aim, and shoot 
arrow graphically. 

15b99 IF WX = 0 THEN WX = 31: IF 
WY = 0 THEN WY = B 

15700 Xb = XS:V6 = V5 - 1:X7 = WX 
: 'O = WV - 1 

157Qi IF Xb = X7 THEN SL = O:XB = 
X7: X9 = Xii 

15702 IF X6 < } X7 THEN SL = (Y 
6 - Y7l I <Xb - X7l:XB = Xb: 
X9 = X7 

15703 SOTO 15708 
15705 IF Xb > X7 THEN SL = (Yb -

Y7l I !Xb - X7l: XB = Xii: X9 = 
X7 

1570b IF X7 > Xb THEN SL = IV7 -
Ybl I !X7 - Xbl:XB = X7:X9 = 
Xb 

15707 IF X7 = Xb THEN SL = O:XB = 
X7:X9 = Xii 

15708 YB = Yb:Y9 = Y7 
15709 Y = YB 
15710 SL = SL l SSN (YB - Y9l: IF 

Yb ( Y7 THEN SL = - SL 
15711 IF Xb } X7 THEN SL = - SL 

15712 FOR X = XB TO X9 STEP SSN 
<X9 - XB + .Oil: FOR XX = I TO 
20: NEXT XX 

15713 IF Y > 23 OR Y < 1 OR X > 
40 OR X < 1 THEN NEXT X: SOTO 
15750 

15715 IF SCRN< X - 1, INT <Yl l 
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2 - 21 + SCRN( X - 11 INT ( 
VJ l 2 - II l lb = 32 THEN X 
9 = X - 1: SOTO 15750 

15720 HTAB X: VTAB V: PRINT •+•; 
:V = Y + SL: NEXT X 

15750 Y = YB: FOR X = XB TD X9 STEP 
SSN !X9 - XB + .Oil: HTAB X 

: VTAB V: PRINT I •;:Y = y + 
SL: NEXT X 

157b0 RETURN 

Subroutine for close combat with a 
monster. 

lbOOO IF ABS (X5 - WXI } 1 OR ABS
1 

!Y5 - NYI > 1 THEN RETURN 
16001 IF "l!R"> = 8 THEN RETURN 
16002 IF "llR"> = 7 THEN RETURN 

16003 IF "l!R"l = 6 THEN W = N -
.05 

16005 X = RND Ill: IF RC = 0 THEN 
x = x - .1 

16006 X = X - !DX I 1001 
16007 IF RC = 2 THEN X = X - .3 
16008 X = X - !EP I 10001 
16010 IF X > W THEN RETURN 
16015 X = RND Ill: IF RC = 0 THEN 

x = x + .1 
16016 X = X + <ST I 1001 
16017 IF RC = 2 THEN X = X + .2 
16020 "s = "s - X: RETURN 

Subroutine for obtaining a treasure. 

17000 IF ABS !TX - X51 > 1 THEN 
RETURN 

17005 IF ABS !TY - Y5l > 1 THEN 
RETURN 

17010 HTAB TX: VTAB TY: PRINT 1 .. 
' 17011 TX = O:TV = 0 

17015 HTAB 8: VTAB 24: PRINT T$( 
Tl!R"ll;: FOR X = 1 TO 1000: 

NEXT X 
17020 FOR X = B TD 35: HTAB X: VTAB 

24: PRINT I 
1
;: NEXT x 

17021 IF TllR"I = 10 THEN PT= P 
T + 1: SOTO 17026 

17022 IF Tl!RHI = 11 THEN A2 =A 
2 + 10: SOTO 1702b 

17023 IF Tl!RH> = 12 THEN Al= A 
1 + 10: SOTO 17026 

17024 TS!Tl!R"ll = TS!Tl!R"ll + 1 

17025 GP= GP+ 6P!Tl!R"ll 
1702b EP = EP + EP!Tl!R"ll:Tl!R"I 

= 0 
17030 RETURN 

Subroutine to throw a flask of holy 
water. 

18000" = "l!R"l: IF"= 2 OR"= 
5 DR " = 7 THEN RETURN 

18005 60SUB 15699: HTAB NX: VTAB 
WY: PRINT I •;:NA= NX:NB = 
NY:NX = X5:NY = Y5: 6DSUB 16 
OOO:NX = NA:NY = NB: HTAB X5 
: VTAB Y5: FLASH : PRINT VY$ 
;: NDR"AL : RETURN 

Take care of "end of quest" procedures 
such as saving games and printing out 
Information on the player's fighter. 

20000 INPUT 'WOULD TD LIKE TD SE 
E THE TREASURES THAT YOU RET 
RIEVED FRO" THE DUNGEON ?';A 
S: IF LEFTS !AS,11 = •y• THEN 

FOR X = 1 TD 9: PRINT TS!XI 
; TAB! 301;TS!XI: NEXT X 

20010 FOR X = I TD 9:TS!XI = 0: NEXT 
x 

20011 Al = Al + A3:A2 = A2 + A4 
20015 INPUT 'MOULD YOU LIKE TD S 

AVE THIS GA"E ?';AS_ 
20017 IF LEFTS !AS,11 < > •y• THEN 

20028 
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20018 INPUT 'DISK OR CASSETTE ?' 
;AS: IF LEFTS IAS,ll = •c• THEN 
INPUT 'HIT <RETURN> TO BES! 

N SAYE ';AS: PRINT : PRINT • 
!llAIT FOR SIX BEEPS.I": STORE 
Rt: STORE "2: STORE Tl: SOTO 
20027 

20019 IF LEFTS IAS,ll < > 'D' THEN 
20019 

20020 INPUT "ENTER FILENA"E >';A 
s 

20021 PRINT Dt;"OPEN ";AS 
20022 PRINT Dt;"DELETE ";AS 
20023 PRINT DS;'OPEN ";AS 
20024 PRINT DS;"llRITE ';AS 
20025 FOR X = 1 TO 58: PRINT "ll 

Xl: PRINT "2!Xl: PRINT Tl!Xl 
: NEXT X 

20026 PRINT DS;'CLOSE ';AS 
20027 PRINT 'SAYE CO"PLETE." 
20029 INPUT "llOULD YOU LIKE TO S 

TOP NOii ?";AS: IF LEFTS !AS 
11l < } •y• THEN RETURN 

20030 PRINT 'OK. SO THAT YOU CA 
N USE THIS CHARACTER A6AIN A 
T A LATER TI"E' 

20035 PRINT "NA"E: ";N"S;" RACE: 
";: IF RC = 0 THEN PRINT I 

HU"AN" 
20036 IF RC = 1 THEN PRINT "ELF 

20037 IF RC = 2 THEN PRINT "DllA 
RF" 

20040 PRINT "WOUNDS: ";II S 100;" 
t• 

20045 PRINT "HEALING POTIONS: "; 
PT 

20046 PRINT "HOLY llATER: ";Hll 
20050 PRINT "ARROllS: ";Al;" M 

GIC ARROllS: ";A2 
20055 PRINT "GOLD: ";GP;" EXPE 

RIENCE: ";EP 
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20060 PRINT "STREN6TH: ";ST;" 
DEXTERITY: ';DX 

20065 INPUT "llOULD YOU LIKE TO T 
RV AGAIN AS A SNElll CHARACT 

ER ?';AS: IF LEFTS !AS,ll = 
'Y' THEN RUN 

20099 PRINT : PRINT 'CO"E QUEST! 
N6 AGAIN S°"ETI"E! 1!': END 

Subroutine to create new fighter 
characters. 

21000 PRINT "OK, I'LL "AKE YOU 0 
NE.": FOR X = 1 TO 1000: NEXT 
x 

21005 GP = FN Al20l + 5:ST = FN 
Al17l + 3:DX = FN Al17l + 3 
:RC = FN Al3l - l:Al = 3:A2 
= FN Al10l:PT = FN Al3l + 

l:Hll = FN Al5l:EP = 0:11 = 1 

21010 PRINT "STRENGTH: ";ST;" 
DEXTERITY: ';DX 

2101S PRINT "GOLD: ";6P;" HEALI 
NG POTIONS: ";PT 

21020 PRINT "HOLY llATER: ";Hll;" 
RACE: ";: IF RC = 0 THEN PRINT 

"HU"AN" 

21021 IF RC = 1 THEN PRINT 'ELF 

21022 IF RC = 2 THEN PRINT "DllA 
RF" 

21025 PRINT "ARROWS: ";Al;" "A 
SIC ARROllS: ';A2 

21030 INPUT "llHAT llILL YOU NA"E 
THIS CHARACTER ?";N"S: 
PRINT "HAYE A FUN QUEST, "; 

N"S;"! ! 1•: FOR X = 1 TO 1000 
: NEXT X: HO"E 

21040 RETURN 
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ATARI® Version 
By Alan J. Zett 

NOTE: User must hit (SYSTEM 
RESET] prior to every " RUN" of 
" Quest 1" to reinitialize the character 
set. 

Initialize character modification and 
print ti tle page. 

7 GOSUB bOO :FOR l=l TO 276:TS(ll=' ':N 
EXT X:FOR 1=1 TO B8:MN$1Xl=" ":NEXT I: 
YYS=•'" 
B FOR X=O TO 9:T5(XJ=O:NEXT X 
9 FOR X=l TO 49:K~(X,Xl =CHR$(iNT(RND(0 

ll32i J :NEXT X:~SmJ=• ' 

Data for monsters and treasures. 

100 DATA Worthless odos and ends,O,O,A 
bag of Copper Coins,1,3,A small Brass 
Statuetle,2,5 --

.!_02 DATA A bag of various Coins,3,7,A 
purse of Sold Coins,5,12,3 Gold Nugget 
.?,18, 17 
104 DATA 4 small Turquoises,7,15,A lar 
ge Ruby,15,30 
106 DATA A tHUGEl Sapphire,150,150,A ~ 
ealing Pot1on,10,o 
108 DATA 10 Magic Arrows,15 101 10 nor1a 
1 Arrows,1010 
110 DATA SKELETON,S,2,0RC,013,ZOHBIE,Z 
,4,GHOUL,g,b 
112 DATA HUGE SPIDER,H,7,MUMMY,M,8,GIA 
NT,G,9,llRAITH,11,9.9 -- ·-

Data for the rooms. 

115 DATA 11 12,3,2,18,0,0,0 
120 DATA 2,0,0,0,1,4,2,8 

r-........ --=.w. 1,14Q,4,l9!0,0~ 
130 DATA 1,0,0,5,3,31 1,1 
!35 DATA 2,b,38,0,4 1 1,3,6 
140 DAfA l,B,5,9,7,o,o,o 
145 DATA 1,0,0,610,0,0,1 
150 DATA 2,0,6,0,11,2,11,2 
155 DATA 2,010,10,6,2,3,1 
160 DATA 2,0,0,0 1 9,5,1, 4 
165 D~TA 1,0,0,0,12,0,0,1 
170 DATA 2,0,1,11 113,2,5,3 
17: DATA 1,0,0,12,14,0,0,l 
180 DATA 2,15,26 1 13 1 17 ,5, 1,1 
!SS DATA 2,0,14,0,0,0,0,l 
190 DATA 2,0,11,0,o,1,2,5 
195 DATA 1.16,20,14,0, 41 1,1 
200 DATA 2,0,19,1,26 .2,2,7 
205 DATA 2,18,30 13127,3,2,2 
210 DATA 11 17,21,0,010,0,1 
215 DATA 1,20,22,0,0,6,2,9 
220 DATA l,21,23,0,0,21 3,12 
225 DATA 1122,24,0,0,4,2,10 
240 DATA 1,23,25,34,0,0,0,1! 
250 DATA 2,24,0,0,0,7,3,9 
2b0 DATA 2,14 101 19 10,3,2,1 
270 DATA 2,0,29,19,0,411,2 
280 DATA 1,27,29,31,0,0,0,1 
290 DATA 2,20,0,o,o,5,1,10 
300 DATA 2,19,o,o,o,1,2,3 
310 DATA l,0,32,0,28,0,0,4 
320 DATA 1,3!,33,43,0,0,D,l 
330 DATA 2,32,35,0,0,5,1,B 
340 DATA 1,0,0,3S,24,0,0, 12 
350 DATA 1,33,36,45,34,0,0,5 
360 DATA 1,35,0,37,0,7,1,10 
370 DATA 2,o,o,0,36,B,3,9 
380 DATA 1,5,49,0 139 1010,1 
390 DATA l,0,40,38,0,C~0,6 

400 DATA l,39,0,0,41,2,3,2 
410 DATA 1, 42,46, 40, 4314, 1,7 
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420 DATA 2,0,41,0,0,7,3,8 
430 DATA 2,0,44,41,32,6,1,ll 
440 DATA 1,43,45,o,o,o,o,5 
450 DATA 1,44,0,47,35,0,0,1 
460 DATA 2,41,47,48,o,s,1,7 
470 DATA 1146,0,S0,45,0,0,3 
480 DATA 1,0,0,49146,0,0,1 
490 DATA 2,38,51,52,48,6,1,6 
500 DATA 1,o,o,s1,47,2,5,10 
510 DATA 1,49,0,53,50,4,3,5 
520 DATA 2,o,o,0,49,6,l,6 
530 DATA 2,0,54,0,51,S,1,8 
540 DATA 1,53,o,o,55,o,o,1 
550 DATA 2,o,0,54,56,2,3,2 
560 DATA 1,0,0,55,57,6,1,8 
570 DATA 1,o,0,56,58,7,3,11 
580 DATA 2,o,o,s1,o,0,4,9 
590 RESTORE :SOTO 603 

Initialize variables. 

600 DIM MN$(89l,MS!Bl,MS!Bl,Rl158l,R21 
58,4l,M1!58l 1"215Bl,T1\581,T$!277l,EP ! 
121 ,BPi12), T5(9), YY$(1l 
602 DIM X$!23l,NM$!201,A$(5J,K$!49l,X1 
$!2l,I$l2l:RETURN 
603 FOR X=l TO 12:READ xs,x1,x2:T$((Xl 
23l-22l=X$:EPIXl=Xl:GP!Xl=X2:NEXT X:T$ 
(277)="1' 
605 FOR 1=1 TO 8:READ X$,ll$,X2:MN$!!X 
llll-10l=X$:M$(Xl=X1$:MS!Xl=X2:NEXT X: 
iiN$l89l="ll" 
610 FOR X=l TO 58:READ Xl:Rl\X)=ll:FOR 

Y=l TO 4:READ Xl:R21X 1Yi=Xl:NEXT Y 
615 READ Xl:Ml !Xl=Xl:READ Xi:M2(Xl=Xl: 
READ Xl:TliX)=Xl:NEXT X 
620 RM=l:Al=1000:A2=1000:W=l:P2=2:POKE 

752,0 

Ask if you want to use an old character. 

800 IF Bl=l THEN GOSUB 20000 
~05 IF 81=1 THEN Bl=O:GOTO 900 
810 POSITION 2,12:? "Want to use an ol 
d character "; :INPUT AS:? :IF A$ (1 1 ll< 
>• y" THEN SOSUB 21000:GOTO 900 
812? 'NAME: "::INPUT NMS 
815' ' STRENBTH: ";:INPUT ST:IF ST>20 

OR ST<3 THEN 815 
820? "DEXTERITY: ";:INPUT DX:lF Dl>20 

OR DX<3 THEN 820 
825? "WOUNDS: ";:INPUT W:W=W/!OO:IF W 
<0.1 OR W>1 THEN 825 
830 ?·"EXPERIENCE: ";:INPUT EP 
832? "SOLD: ";:INPUT SP 
835? "IS lSlHE AN ELF ";:INPUT AS:IF 
A$ 111 ll="Y' THEN RC=l 
83b IF RC=O THEN ? "IS (SJHE A DWARF • 
;:INPUT AS:IF Arn,l)="Y" THEN RC=2 
840? "MAGIC ARROWS: "::INPUT A2:? "NO 
RMAL ARROWS: ";:INPUT Al 
845? "HEALING POTIONS: ";:INPUT PT 
846? "HOLY WATER: ";:INPUT HW 

Ask if you want to load in an old game. 

850' "Want to load in an old game";: 
INPUT A$:IF A$ll 1 ll <>"Y" THEN 900 
8b0 ? "FROM CASSETTE OR DISK ";:INPUT 
A$:IF A$(l,ll='C" THEN? ' HIT <RETURN> 

WHEN READY ":GOTO 880 
862 IF A$(1,1l<>"D" THEN 860 
870 OPEN 1214,0, "D:QUEST.DAT" 
872 FOR X=l TO 58:INPUT ll2;Xl:Ml!Xi=Xl 
:INPUT ll2;X1:M2lll=Xl:INPUT 12;Xl:T!IX 
l=Xl 
874 GOTO 884 
880 OPEN ll2,4 101 'C:QUEST.DAT" 
882 FOR X=! TO 58:INPUT t2;Xl:M!lXJ=X1 
:INPUT ~2;Xl:M21Xl=X1:INPUT ll2;X!:TllX 
l=Xl 
884 NEXT l:CLOSE #2 

Marketplace and bargaining routine. 

900? CHRSl1251;"60LD: ";SP 
901 ? :? 'You're at a market. Prices h 
ere are:":? 
903' "111 MAGIC ARROW ......••.•..• 2 

SOLD 12J FOUR NORMAL ARROWS ••..•. 1 
GOLD" 

905' "131 HEALltlG POTION ......... 15 
BOLD [4J HOLY WATER .•.•••..•..•.• 3 
GOLD" 

910? :? "OK, ";NMS;", what do you nee 
d ';:INPUT A$:IT=VAL IA$l 
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911 IF IP4 OP mo THEN J CHR?<25~ 1 : •· 
I DON'T SELL THAT'":GOTO 010 
q12 IF IT=O THEN 990 
913 IF IT=! THEK P1=2 
914 IF IT=2 THEN PI=! 
915 !F IT=3 THEN P!=15 
QJo IF IT=4 THEN P!=3 
917 1 :'.l "At ";PI;' GOLD apiece,":? "'1 
cw many will you buv ";:INPUT A$:NM=VA 
L (All :PRINT 
918 IF NMCO THEN PRINT CHR$12531; 'VERY 

FUNNY' ' ":PRINT "I D!JN'T Bll'f THiNGS, I 
SELL THEM' '":GOTO 9Jo 

92(> PJ=PllNM 
q21 OP=Pl 
925 ~ :? "That comes to ";P!:" GOLD. " 
;NM$ 
910? ' How much will ~ou give me ';:IN 
PUT A:? 
935 iF A(OP / 10 THEN' "FORGET IT' I 1 ":6 
OTO 901 
940 IF A<OP/2 THEN~ "NOT INTERESTED." 
: Gorn 901 
941 IF A>=Pl THEN ~ 'YOU GOT A DEAL!': 
GOTO 9:.0 
942 Y=A/Pl:X=RNDIOl:IF X>Y THE~' 'Not 
interested.":Pl=INTllOP+Pl !/2l:GOTD 9 

:.o 
945 Pl=JNT ( 1°U2+Al 13i: IF Pl<=A THEN 9 
41 
0 47 7 " Ho~ about ";P I; ", ";NMS;"' ' :GOT 
0 930 
950 IF GP <, fl THEN " : : "WHAT 1 ! YA CAN ' 
T PAY YER DEBTS' ":' "YOU ' LL BE THROWN 
INTO PRISON FOR THIS'":CHR$1253l:END 
955 GP=GP-Pl: ' "You ~ow have ";GP;" GO 
LD, H; NM$ 
957 IF IT=4 THEN HW=HW+NM 
960 IF IT=! THEN A2=A2+NM 
965 IF IT=2 THEN A!=Al+NMJ4 
970 IF IT=3 THEN PT=PT+NM 
980 GOTO %1 

Enter dungeon; check for too many 
arrows. 

9qo ? "OK, •; NMs;", PRESS <RETURN > TO ' 

: '"ENTER THE DUNGEON'' 
991 EL=O 
992 IF EP l lOO THEN EF=EP-lOO:EL=EL+100 
:FOR X=l TD 58:M211l=M21XIJ1.l:NEXT I: 
GGTO 9q; 
QQ3 EP=EF+FL 
994 lF EL; 500 THEN FOR G=El TD 500 STE 
P -!OO:FOR X=I TO 58:M21X l=H2111 / l.1:N 
EXT X:NEn lJ 
~95 INPUi A$:7 CHR$ 11251 :POKE 752, 1 

~q ; IF A2>5Jt2 THEN A4=A2-STl2:A2=STJ2 
:: "MORE THAN ":STJ2;' MASIC ARROWS WO 
ULD ": ' ' WEIGH YOU DOWN":? 
998 IF Al 1STJ2 THEN A3=Al-STJ2:Al=STt2 
: '." 'MORE THAN ";SH2;' ARROWS WOULD":? 

"WEISH YOU DOWN":' 
c;9q FOR X=l TO 500: NEXT X 

Upon entering a new room, draw it with 
its monsters and treasures. If this is 
room one, give option to leave. 

1000 POKE 752,1:' CHR$1125l:IF Bl=O TH 
EN Bl=l:GOTO 1005 
1001 IF RH <> l THEN 1005 
1002 PRINT "Do you wish to leave the d 
ungeon ";:INPUT A$ 

1003 IF ASCl,ll='Y" THEN 800 
1004 ? CHRS\1251 
1005 ON Rl !RMI SOSUB 10000,11000 
iOJO IF TllRHl >O THEN TX=INTIRND10lt91 
tl6:TY=INTiRNDIOIJbl+9:POSITION TX, TY: 
PRINT "J"; 
1015 X5=20:Y5=11 
1020 IF IS="W" THEN Y5=22 
1022 IF IS="X" THEN Y5=2 
1024 IF !S="D" THEN X5=2 
10~6 IF IS= "A" THEN X5=38 
1028 POSITION X5,Y5:? YYS; 
1030 IF M21RMl>=l THEN WX=INTIRND\OIJ9 
l+16:WY=INTiRNDIOIJ61+9 
1031 MS=MSIHllRHll/10 
1050 IF M21RMl >=l THEN POSITION WX,WY: 
PRINT MSIMllRMl,MllRMll; 

Print player status; check for wandering 
monsters. 
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1055 POSITION 2.1:? "ARROWS:";Al;" ";: 
POSITION 21 0:? "II ARROWS:"; A2;" 1 j 

1060 POSITION 2,21:? "ST=":ST;' DX=';D 
l;:POSITION 2,2:' "WOUNDS:":INTIWllOO+ 
0,5) t II ": 

1061 POSITION 2,3:' "ROOll:";RM;' "; 
1062 POSITION 31,li:? 'POTIONS:';:POSI 
TION 33,18:' PT;' "; 
1063 POSITION 31,19:' "H WATER:';:POSI 
TION 33,20:' HW;" "; 
1065 IF M2lRM)>=l THEN POSITION 27,0:? 
'MONSTER:";:POSITION 27,1:' MN$11MllR 

Mlllli-10,MllRMlllll 
1070 IF M21RMl<l THEN POSITION 27,0:? 
" ";:POSITION 27, i:? " .. 

' 1075 IF M2lRM1 >1 THEN POSITION 27,2:? 
"NUllBER:";INTIM2lRMll;' '; 
1077 IF M21RMl<=l THEN POSITION 27,2:? .. 

' 1080 POSITION 2,17:? "EX:";INTIEPI:' " 
;:POSITION 37 1 3:? 'W";:POSITION 36,4:? 
"A D";:POSITION 37,5:' 'X"; 

1085 POSITION 2,18:' "GP:";SP;' "; 
1086 IF 1121RMl <>O OR IINTIRNDIOlllODJ+ 
1 i <.~1 THEN 1090 
1087 FOR X=l TO 7:POSITION 4123:' "WAN 
DERING MONSTER!";:FOR f=l TO 40:NEXT Y 
: POSITION 4, 23 
1068? " ";:FOR Y=l i 
0 15:NElT Y:NEXT X:M2 1RMJ=INTIRND10ll3 
l~1:Ml!RMl =lNT IRNDIOilBl+l:60TO 1030 

Accept a command from the keyboard 
and call appropriate subroutine. 

1oqo A$='":FOR X=l TO DXllO-EP:IF PEEK 
1764)=255 THEN NEXT X:GOTO 1093 
1091 GET 43,A:POKE 764,255:A$=CHR$1AJ 
1093 IF TllRMl>O THEN POSITION TX,TY:P 
llltH "l'; 
l)q5 IF A$="' THEN A$=l$:GOTO liOO 
1097 l$=A$ 
1100 IF l$="W" THEN GOSUB 15100 
1105 IF l$="X" THEN 60SUB 15200 
lllG IF I$="D" THEN 60SUB 15300 
1115 IF l$='A" THEN GOSUB 15400 

1120 IF l$="H" THEN !$='':IF PT>O THEN 
PT=PT-l:W=l 

1125 IF I$="M" AND A2>0 THEN I$='":A2= 
A2-l:GOSUB 15500 
11~0 IF IS="N" AND Al>O THEN !S="':AI= 
A 1-1 : GOSUB 15600 
1135 IF I$='F' THEN GOSUB 16000 
1140 IF 1$="0" THEN GOSUB 17000 
1145 IF l$="T" AND HW>O THEN IS=' ":HW= 
HW-1 : GO SUB 1 BOOO 

If there is a monster in the room, move 
him and let him attack. 

121)0 IF M2(RM)(1 THEN 1030 
1201 IF MS<=O THEN FOR X=l TO LENIK$l: 
POSITION Wl,WY:? K$1X,XJ;:NEXT X:M2!Rll 
l=M21Rlll-l:EP=EP+"S(MllRllJJ:GOTO 1030 
1205 MX=SGNIX5-WXJ 
1206 IF Wl<X5 THEN Ml=! 
1207 JF WX=X5 THEN MX=O 
1210 MY=S6N!Y5-WYl 
1215 POSITION WX,WY:? " •; 
1220 LOCATE WX+MX,WY,A:POSJT!ON WX+MX, 
WY:? CHRSIAl;:IF A=32 THEN WX=WX+MX 
1225 LOCATE WX,MY+WY,A:POSITION WX,llY+ 
WY:? CHRi(Al::IF A=32 THEN WY=WY+MY 
1230 IF ABSIWX-151)1 OR ABSIWY-Y5l >l T 
HEN 1050 
1235 X=RND(OJ: IF DMS THEN 1050 
i240 X=RllD !OHMS 
1~45 W=W-X:IF W\O THEN 5000 
1250 SOTO 1050 
5000 FOR l=J TO LENlk$l:POS!TiON 15,15 
:' kS1l,ll; :NE XT l:FQR X=I TO 400:NEiT 
X: / CHR$ I 125J 

5CC5? "WELCOME TO HE~VEN. ";NMS;' !!'' 
5GIO ? "I HOPE ~OU ENJOYED YOUR SHORT 
LIFTIME IN WHICH YOU ACCUMULATED ";BP; 
" 60LD' 
5115? "AND ';EP;" EXPERIENCE POINTS." 
5020 ' :' :? "WOULD YOU LIKE TO BE REI 
NCARNATED AS A NEW CHARACTER ";:INPUT 

AS:IF ASllill='N" THEN GRAPHICS O:END 
5025 POKE I06,PEEK!106l+5:GRAPHIC5 O:R 
UN 
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Subroutine to draw a 
passage/intersection. 

10000 11=R2tRM,11 
10010 IF Xl>O THEN FOR l=O TO 7:POSITI 
ON 15,X:PRINJ "&";:POSITION 25.X:PRINT 
"~';:NEXT X 

10012 IF 11<=0 THEN POSITION 15,7:? "& 
&H&&!i!.&W'; 
10015 Xl=R~IR",:1 
10020 IF Xl>O THEN FOR X=15 TO 22:POSI 

TIDN 15,l:PRINT "&";:POSilION 25,X:PRI 
NT "&";:tlEH X 

10022 IF 11<=0 THEN POSITION 15,15:'" 
1M:!M<&:!i1-rH:"; 
10025 Xl=R21RH,3l 
10030 IF 11}0 THEN FOR 1=25 TO 3B:POSI 
TION X,7 :PRINT "•";:POSITION X,15:PRIN 
T "&" ;:NEXT X 
lOOJ~ IF Xl<=O THEN FOR X=7 TO 15:POSI 
TION 25,X:? "!.";:NEXT I 
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10035 X1=R2(R" 1 41 
10040 IF Xl>O THEN FOR 1=2 TO 15:POSIT 
ION X,7:PRINT "&';:POSITION X1 15:PRINT 

"&';:NEXT X 
10042 IF Xl<=O THEN FOR 1=7 TO 15:POSI 
TION 15,X:? "&';:NEXT X 
10045 RETURN 

Subroutine to draw a chamber/room. 

11000 POSITION 11,4:? '&&&L&';:POSITIO 
N 25,4:' "&&&&L"; 
11010 POSITION 11,18:' "&&&&&';:POSIT! 
ON 25, 18:? 'l!UW'; 
11012 FOR X=S TO 7:POSITJON 11,X:? '& 

&";:NEXTX 
11014 FOR X=l5 TO 17:POSITION 11,X:? • 
& &';:NEXT X 
11015 X1=R2(R",I) 
11020 IF Xl>O THEN FOR X=O TO 4:POSITI 
ON 15,X:PRJNT "&";:POSITION 25,X:PRINT 

"!<";:NEXT X 
11022 IF Xl<=D THEN POSITION 15,4:? "& 
&&&&&&U&&"; 
11025 Xl=R2(R",2) 
11030 IF Xl>O THEN FOR X=18 TO 22:POSI 
TION 15,X:PRINT '&";:POSITION 25,X:PRI 
NT "&";:NEXT X 
11032 IF Xl<=O THEN POSJTJON 15,18:? • 

11035 Xl=R2(R",31 
11040 IF Xl>O THEN POSITION 29,7:PRJNT 
"&&&&&•&&•&";:POSITION 29,15:PRINT '& 

!il<t.:&1.:&&&11'; 
11042 IF Xl<=O THEN FOR X=7 TO 15:POS! 
TION 29,X:' "&"; :NEXT X 
11045 Xl=R2l~M,4l 
11050 IF Xl>O THEN POSIT'JON 21 7:PRlNT 
"&&&•&&&&&•";:POSITION 21 15:PRINT "&&& 
&&1'&&H:"; 
11052 IF Xl<=O THEN FOR X=7 TO 15:POSI 
TION 11,X:? "&";:NEXT X 
11055 RETURN 

Subroutine for moving player around 
screen. 

15100 lF Y5=1 THEN 15105 

15107 LOCATE X5,Y5-1,":POSITION X5,Y5-
l:? CHR$(Ml:IF M<>32 THEN RETURN 
15105 POSITION X5,Y5:?" "; 
15110 Y5=Y5-l:IF Y5<1 THEN RH=R2(RM,1l 
:GOTO 1000 
15120 POSITION X5,Y5:? YY$;}RETURN 
15200 IF Y5=21 THEN 15205 
15202 LOCATE X5,Y5+1,":POSITION X5,Y5+ 
1:? CHRS(M): !F M<>32 THEN RETURN 
15205 POSlTION 15, Y5:? II II; 
15210 Y5=Y5+1:IF Y5>21 THEN RH=R2(R",2 
I: GOTO 1000 
15220 GOTO 15120 
15300 IF X5>37 THEN 15305 
15302 LOCATE X5+1,Y5,M:POSITION X5+1,Y 
5:? CHR$(Ml:IF M<>32 THEN RETURN 
15303 LOCATE X5+2,Y5,M:POSITION X5+2,Y 
5:' CHR$(M):IF "<>32 THEN RETURN 
15305 POSITION X5,Y5:' " •; 
15310 X5=X5+2:1F X5>37 THEN RM=R2(R",3 
):GOTO 1000 
15320 GOTO 15120 
15400 IF 15<3 THEN 15405 
15402 LOCATE X5-1,Y5,":POSITION XS-1,Y 
5:? CHR$(Ml:IF "<>32 THEN RETURN 
15403 LOCATE X5-2,Y5,":POSITION 15-2,Y 
5:' CHRS(Ml:IF M< >32 THEN RETURN 
15405 POSITION X5,Y5:?' '; 
15410 X5=X5-2:IF X5<3 THEN RM=R2(RM,4.1 
:GOTO !OOO 
15420 GOTO 15120 

Normal arrow firing routine. 

15500 GOSUB 15699 
15505 X=RND(0)/2:IF RC=l THEN 1=1-0.1 
15506 IF RC=2 THEN X=X+0.1 
15507 X=X-lEP/lOOOi 
15510 X=X-0.2 
15511 X=X-(DX/100) 
15515 IF X>W THEN RETURN 
15520 X=RND(Ol:IF RC=l THEN X=X+0.2 
15522 IF RC(\ l THEN X=l+0.1 
15523 IF RC=2 THEN X=X+O.I 
15525 MS="S-X:RETURN 
15~·99 RETURN 
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Magic arrow firing routine. 

150\•v GOSUB 1569<l 
15601 IF MllRMl=B THEN RETURN 
1~605 X=RND(Ol/2:IF RC=l THEN X=X-0.1 
15606 l=X-1DX/lOOl 
1~607 IF RC=2 THEN i=X+0 .1 
15608 l=X-!EP/1000) 
156!0 IF ~ > W THEN RETURN 
156~u l=RNDlOl:IF RC=I THEN l=l•D.I 
15621 IF RC=2 THEN X=J-0.1 
15625 MS=~S-C:RETURN 
156Q8 RETURN 

Calculate monster range, aim, and shoot 
arrow graphically. 

156qq IF WX=O THEN Wl=31:IF ~Y=O THEN 
WY=B 
15700 Xb=X5:Yb=Y5-1:X7=WX:Y7=WY 
15701 IF X6=X7 THEN SL=O:XB=X7:X9=X6 
15702 IF X6<>X7 THEN SL=(Y6-Y7l/116-X7 
J: XB=X6: X9=X7 
15703 GOTO 15708 
15705 IF Xb>X7 THEN SL=IY6-Y7l/lX6-X7l 
: XB=Xb: X9=X7 
15706 IF X7 >X b THEN SL=IY7-Y6l/IX7-X61 
:XB=X7:X9=X6 
15707 IF X7=X6 THEN SL=O:XB=X7:X9=X6 
15708 YB=Y6:Y9=Y7 
15709 Y=YB 
15710 SL=SLSSGNlYB-Yq l:IF Y6<Y7 THEN S 
L=-SL 
15711 IF X6>X7 THEN SL=-SL 
15712 FOR X=XB TO X9 STEP S6N(X9-XB+O. 
Oll:FOR XX=l TO 5:NEXT XX 
15713 IF Y)22 OR Y<l OR X)37 OR X<3 TH 
EN NEXT X:SOTO 15750 
15715 LOCATE X,Y,A:IF A=38 THEN X9=X-1 
:GOTO 15750 
15720 POSITION X,Y:PRINT "•";:Y=Y+SL:N 
EXT X 
15750 Y=YB:FOR X=XB TO X9 STEP SGN(X9-
XB+0.01l :POSITION X!Y:PRINT" ';:Y=Y+S 
L:NEXT X 

15760 RETURN 

Subroutine for close combat with a 
monster. 

16000 IF ABS ll 5-WX J I OR ABSIV5-WYl >! 
THEN RETURN 
16001 IF ttllRM•=B THEN RETURN 
16002 IF M11RM•=7 THEN RETURN 
lo003 IF l'IHRHJ =b THEN iil=W-0. 05 
lo005 X=RNDIOl:IF PC=O THEN l=X-0.1 
lc006 X=\-iOX1lOOl 
16007 IF RC=2 THEN X=X-0.3 
16008 X=X-IEP •lOOOl 
1b010 IF x_,w THEN RETURN 
16015 X=RNDfO!: IF RC=O THEN l=X+0.1 
16016 X=X+IST/lOOl 
!b017 IF RC=2 THEN X=~+0.2 

16020 MS=MS-X:RETURN 

Subroutine for opening a treasure chest. 

17000 IF ABSITX-XSJ>l THEN RETURN 
17005 IF ABS ITY-Y5l>l THEN RETURN 
17010 POSITION TX, TY:? ' '; 
17011 TX=O: TY=O 
17015 POSITION 12,23:? T$((TllRMJi23l-
22, Tl!RMJS23l;:FOR X=I TO 120:NEXT X 
17020 FOR X=l2 TO 34:POSITION X!23:? ' 

";:NEXT X 

11621 IF TllRM)=IO THEN PT=PT+l:SOTO 1 
7026 
17022 IF TllR"l=ll THEN A2=A2+10:GOTO 
17026 
17023 IF TllRHl=12 THEN Al=Al+lO:SOTO 
17026 
17024 TSITl lRMll=TS(TllRMll+l 
17025 6P=GP+SP(TllRKll 
17026 EP=EP+EPITl(RHll:TllRMl=O 
17030 RETURN 

Subroutine to throw a flask of holy 
water. 

18000 l'l=l'lliRMl:IF 1'1=2 OR M=5 OR M=7 TH 
EN RETURN 
18005 GOSUB 15699:POSITION WX,WY:? • " 
;:WA=WX:WB=WY:WX=X5:WY=Y5:60SUB 16000: 
WX=WA:WV=WB:POSITION X5,Y5:? YV$;:RETU 
RN 

Take care of "end of quest" procedures 
such as saving games and printing out 
Information on the player's fighter. 
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20000 PRINT 'WOULD YOU LIKE TO SEE THE 
TREASURES YOU RETRIEVED FROH THE DU 

NGEON";:INPUl AS 
20005 IF ASll,1l="Y' THEN FOR X=1 TO 9 
:? STRS!Xl;". ";TS!!Xl231-22,Xl23l;CHR 
$ll27l;TS!Xl:NEXT X 
20010 FOR X=l TO 9:TS!Xl=O:NEXT X 
20011 Al=Al+A3: A2=A2+A4 
20015 ? :? 'WOULD YOU LIKE TO SAVE THI 
S 6AllE ";:INPUT A$ 
20017 IF A$ll,ll< >"Y 1 THEN 20028 
20018 ? "CASSETTE OR DISK ";:INPUT AS: 
IF A$l1 1 1l="C" THEN? "HIT- <RETURN> WH 
EN READY ":SOTO 20024 
20019 IF ASl1 1 1l<>"D" THEN 20018 
20020 OPEN 12,B,O,"D:QUEST.DAT' 
20021 FOR X=l TO 5B:PRINT 12;111(Xl:PRI 
NT 12;H2!Xl:PRINT 12;Tl!Xl 
20022 SOTO 20027 
20024 OPEN 12,B,O,'C:QUEST.DAT' 
20025 FOR X=l TO 5B:PRINT 12;111!Xl:PRI 
NT 12;H2!Xl:PRINT 12;Tl(Xl 
20027 NEXT X:CLOSE 12:? 'SAVE COMPLETE 

20028 ? "Would you like to stop now '; 
:INPUT AS:lF A$(1 1 1lO'Y" THEN RETURN 
20030 ? 'OK. So that you can use this 
characteragain at a later time:• 
20035 ? "NAHE: ";NHS;" RACE: ";:IF RC= 
0 THEN ? "HUllAN" 
2003b IF RC=l THEN ? "ELF" 
20037 IF RC=2 THEN ? "DWARF" 
20045 ? 'HEALING POTIONS: ";PT 
20046 ' 'HOLY WATER: "; HW 
20050 ? 'ARROWS: ";Al;" llAGIC ARROWS 
: It ;A2 
20055? "GOLD: ";GP;" EXPERIENCE:"; 
EP 
200b0? 'STRENGTH: ";ST;" DEXTERITY: 

";DX 
20065' :? "Would you like to try aga1 
n':? "as a lNEWl character ";:INPUT A$ 
:IF A$(1 1 11="Y" THEN 5025 
20099 GRAPHICS O:? "COllE QUESTING AGAI 
N SOMETillE 1 '" :END 
21000? ' OK , I'll aake you one.":FOR X 

=1 TO lOO:NEXT X:6P=INT(RND!Olt20l+b:S 
T=INT!RND(Olt17}+4:DX=INT!RND!Oll17l+4 
21005 RC=INT!RND(OlS31:A1=3:A2=INT!RND 
(0ll10l~1:PT=INT!RND(Oll3l+2:HW=INT!RN 

D!Oll5l+l:EP=O:W=l 
21010' "STRENGTH: ';ST;" DEXTERITY: 

";DX 
21015? "GOLD: ";6P;" HEALING POTION 
S: ';PT 
21020 ' 'HOLY WATER: ";HW;" RACE: '; 
:IF RC=O THEN? "HUHAN" 
21021 IF RC=l THEN ? "ELF' 
21022 IF RC=2 THEN ? "DWARF" 
21025? "ARROWS: ";Al;" llA6IC ARROWS 
: ";A2 
21030? :? 'What will you na1e this eh 
aracter":INPUT NII$:?:? "HAVE A FUN QU 
EST, ";NllS;"' ! I!' 
21040 FOR X=1 TO 200:NEXT X:? CHR$!125 
l :RETURN 

Redefines "&" to be a red block and 
"@"to be a man character. 

;;oooo POKE 10b, PEEK ( lObl-5: GRAPHICS 0: 
? "INITIALIZIN6 •.• ":SETCOLOR 2,7,0 
30010 START= !PEEK(10bl+1lS25b 
30020 FOR X=O TO 1023:POKE START+X,PEE 
K(57344+Xl:NEXT X:RESTORE 30050 
30030 POKE 7Sb 1START/25b 
30040 FOR X=O TO 7:POKE X+START+4B,B5: 
NEXT X:FOR X=O TO 7:READ Xl:POKE X+STA 
RT+256 1 Xl :NEXT X:RETURN 
30050 DATA 152 1 21b ,255,27,25,b0,102,23 
1 
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TRS-80®Version 
By Brian Reynolds 

Print title page. 

1 CLS:CLEAR400:1FPEEK(bb4)=58ANDPEEK!b65l=16THENTRSBOMODEL=3ELSE 
TRS80MODEL=1 
2 PRINTf476,"QUEST 1";:1FTRSBOMODEL=3THENPOKE1642D,1 
3 AS=' t l l t J l l t l t Q U E S T ~ 

A S W R I T T E N B Y B R I A N R E Y N 0 L D S S t l 
t t t t t l t IHAYE FUN 1l 

4 FDRX=1TOLEN(ASl-14:PRINTl537,MIDS(A$,X,14J;:FORY=1T030:NEXT:NE 
XT: PRINT 
5 ON ERROR SOTO 30000 
b FORX=lTOlOOO:NEXT 
7 PRINT 
S IFTRS80MODEL=1THENYYS="~"ELSEIFTRSBOMODEL=3THENYYS=CHRS!253l 

Data for monsters and treasures. 

100 DATA 'WORTHLESS ODDS~ ENDS",o,o,·A BAS FULL OF COPPER COINS 
",1,3,"A SMALL BRASS STATUETTE",2 15,'A BAS FULL OF VARIOUS COINS 
'',3,7,'A PURSE FULL OF SOLD COJNS',S,12,'3 SOLD NUSSETS ",B, 
17 1 '4 SMALL TURQUOISES',7,15,'LARGE RUBY ' 1 151 30 
105 DATA 'A tHUSU SAPPHIRE",150,150,'A HEALINS POTION",10,0,"A 
QUIVER OF 10 MAGIC ARROWS',15,0,'A QUIVER OF 10 NORMAL ARROWS',! 
o,o 
110 DATA"SKELETON',"S',2,'0RC','0',3,'ZOMBIE",'Z",q,•sHOUL',"g", 
b1 'HUGE SPIDER",'H",7,"MUMMY','M",8,'GIANT","6",9,"WRA!TH','W',9 
.9 

Data for the rooms. 

115 DATA 1,12,3,21 18,0,0,0 
120 DATA 2,0,0,01 1,4,2,8 
125 DATA 1,1,0,41 19,0,0,1 
130 DATA 110,0,5,3 13,1,1 
135 DATA 2,o,38101 4,1 13,6 
140 DATA 1,8,5,9,7,0,o,o 
145 DATA 1,0,0,6,0,0,0,1 
\SO DATA 2,0,b,0,11,2,11,2 
155 DATA 2,0,0,10,61 2,3,1 
160 DATA 2,0,0,0,9,5 1 1,4 
165 DATA 1,0,0,0,12,0,0,1 
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170 DATA 2,0,1,11,13,2,5,3 
175 DATA 1,0,0,12,14,0,0,1 
180 DATA 2,15,26,13,17,5,1,1 
185 DATA 2,0,14,0,o,o,o,1 
190 DATA 2,0,17,0,0,l,2,5 
195 DATA 11 16,201 14,0,4,1,1 
200 DATA 2,0,19,1,26,2,2 ,7 
205 DATA 21 18,30,3,27,3,2,2 
210 DATA 1,17,21,0,0,0,0,1 
215 DATA 1,20,22,0,0,6,2,9 
220 DATA 1,21,23,o,o,2,3,12 
225 DATA 1,22,24,0,0,4,2,10 
240 DATA 1,23,25,34,0,0,0,11 
250 DATA 2,24,0,0,0,7,3,9 
260 DATA 2,14,0,18,0,3,2,1 
270 DATA 2,0,28,19,0,4,1,2 
280 DATA 1,27,29,31,o,o,o,1 
290 DATA 2,28,0,0,0,5,1,10 
300 DATA 2,19,0,0,0,l,2,3 
310 DATA 1,0,32,0,28,0,0,4 
320 DATA 1,31,33,43,o,o,o,1 
330 DATA 2,32,35,o,o,5,1,B 
340 DATA l,0,0,35,24,0,0,l2 
350 DATA 1,33,36,45,34,0,0,5 

Quest 1 

360 DATA t,35,0,37,0,7,1,lO 
370 DATA 2,o,o,0,36,B,3,9 
380 DATA 1,5,49,0,39,0,0,1 
390 DATA 1,0,40,38,0,0,0,6 
400 DATA 1,39,0,0,41,2,3,2 
410 DATA 1,42,46,40,43,4,1,7 
420 DATA 2,0,41,0,0,7,3,B 
430 DATA 2,0,44,41,32,6,1,11 
440 DATA 1,43,45,o,o,o,o,5 
450 DATA 1,44,0,47,35,0,0,1 
460 DATA 2,41,47,48,0,5,l,7 
470 DATA 1,46,0,50,45,0,0,3 
480 DATA 1,0,0,49,4b,0,0,1 
490 DATA 2,38,51,52,48,6,1 ,b 
500 DATA 1,0,0,51,4712,5,10 
510 DATA 1,49,0,53150,4,3,5 
520 DATA 2,o,o,0,49,b,l,6 
530 DATA 2,0,54,0,51,5,1,B 
540 DATA 1,53,0,0,55,0,0,1 
550 DATA 2,0;0,54,56,2,3,2 
560 DATA 1,o,0,55,57,6,1,8 
570 DATA 1,o,0,56,58,7,3,11 
580 DATA 2,0,0,57,0,B,4,9 
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Initialize variables. 

600 DIM MN$18J,M$1Bl,MS!81,R115Bl,R2158,4l,Ml 15Bl,M215Bl,Tll581, 
i$l 12) , EP ! 12 l , GP ( 12 l 
603 FORX=1T012:READT$IX\,EPIX J,GP!Xl:NEXTX 
605 FORX=ITOB:READHN$111,M$1Xl,MS IXl :NEIT 
&10 FORX=1T05B:READRllX l :FORY=1T04:READR2!1,Yl:NEITY 
6i5 READH11Xl,H21Xl,Tl!Xl:NEXTX 
620 RM=l:A1=1000:A2=1000:W=l:PT=2 
625 1FTRSBOHODEL=3THENPOKE1b409,1 

Use an old character? 

800 IFBl=!THENGOSUB20000 
BOS IFB1=1THENBl=O:GOT0900 
81 0 INPUT"DO YOU WISH TO USE AN OLD CHARACTER";Af:IFLEFHIAS,li 
()"Y. THENGOSUB21000:60T0900 
811 IFTRS80110DEL=3THENPOKE16409,0 
812 INPUT"NAllE ";NHS 
813 IFTRSBOMODEL=3THENPOKE16409,1 
BIS INPUT"STRENGTH ";ST:IFST)200RST<3THEN815 
820 INPUT"DEXTERITY ';DX:IFDX >200RDX<3THEN820 
825 INPUT"WOUNDS ';W:W=WilOO: IFWC 10RW>1THEN825 
830 INPUT"EXPERIENCE ';EP:INPUT"GOLD: ';GP 
835 INPUT"IS ISlHE AN ELF";A$:IFLEFHIA$,ll="Y"THENRC=1 
836 IFRC=OTHENINPUT"IS !SlHE A DWARF";AS:lFLEFTSIAS,ll="Y'THENRC 
=2 
840 INPUT'HAGIC ARROWS ";A2:INPUT'NORllAL ARROWS ';Al 
84S INPUT"HEALING POTIONS ";PT 
846 INPUT"HOLY WATER ";HW 
847 IFTRSBOMODEL=3THENINPUT" Is this character fe11al e"; AS: IFLEFTS 
!AS,1 l="Y"THENYYS=CHRS!2S4l 

Load in an old game? 

850 INPUT'Do you wish to load in an old ga1e';AS:IFLEFTSIA$,l!O 
'Y'THEN900 
BbO INPUT"Fro1 cassette or disk ";AS: IF LEFT$!AS, ll="C'THENINPUT 
"PRESS ENTER TO BEGIN LOAD ';AS:60T08BO 
862 IF LEFTSIA$,l) <> 'D'THEN860 
!HO OPEN"l",1,"QUEST/DAT' 
872 FORX=1T058:INPUTl1,Nl!X) , "2!X),Tl!Xl:NEXT 
876 CLOSE:GOT0900 
880 FORX=ITOSB:INPUTl-1,111(1),N2!Xl,Tl!Xl:NEXT 

Marketplace and bargaining routine. 
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900 CLS:PRINT"Sold: ";BP 
901 PRINT"You are at the 1arket. Prices here are:" 
902 PRINT 
903 PRINT"l. 11agic Arrow --------------------------------------­
-- 2 gold" 
904 PRINT"2. 4 Nor1al arrows ----------------------------------­
-- 1 gold" 
905 PRINT"3. Healing potion -----------------------------------­
- 15 gold" 
90b PRINT"4. Holy water -----------~---------------------------­
-- 3 gold" 
910 PRINT" Ok, ";Nl1$;", what ite1 would you like lnu1berl";:INPU 
TIT:IFIT>40RIT<OPRINT"I don't sell THAT.':60T0910 
911 IFIT=OTHEN990 
912 IFIT=1THENP1=2ELSEIFIT=2THENP1=1ELSEIFIT=3THENP1=15ELSEIFIT= 
4THENP1=3 
915 PRINT" At ";Pl;' gold apiece, how 1any will you buy';:INPUTN 
11: IFNl1<1THENPRINT"Very funny. I do not BUY things, I SELL the1. • 
:60T0915 
920 Pl=PUNl1 
921 OP=Pl 
925 PRINT"The price now co1es to ';Pl;' gold." 
930 PRINT"How 1uch will you give 1e, ";Nl1$;:INPUTA 
935 IFA<(OP/lOlTHENPRINT"FORGET IT 1 !! !':GOT0901 
940 IFA<OP/2THENPRINT"Not interested.":SOT0901 
941 IFA>=PlTHENPRINT"You got a deal 111 ":SOT0950 
942 Y=A/Pl:X=RND(Ol:IFX>YTHENPRINT"Not interested':Pl=INT(IOP+Pl 
) 12 l : SOT0930 
945 Pl=INT((PlJ2+Al /3l:PRINT"How about ";Pl;", ";Nl1S;"'":SOT0930 
950IFGP<P1THENPRINT"What 111 Can't pay yer debts''' You'll be th 
rown in prison for this, ";Nl1$;' 1 ! !":END 
955 GP=SP-Pl:PRINT"You now have ";GP;" gold, ";Nl!S;". ' 
9b0 IF IT= 1 THENA2=A2+Nl1 
9o5 IFIT=2THENA1=Al+Nl1l4 
970 IFIT=3THENPT=PT+NM 
975 IFIT=4THENHW=HW+Nl1 
'180 GOT0'101 

Enter dungeon; check for too many arrows. 

990 PRINT'Ok, ":NM$;', Press <ENTER > to Qo into the dunqeon.' 
991 EL=O . . . 
992 IFEP > lOOTHENEP=EP-l OO :EL=EL+lOO:FORX=lT05B:l12(X ) =M~ !Xl ll.l:N 

EXT: 60T0992 
'193 EP=EP+EL 
994 IFEL>SOOTHENFORU=ELTOSOOSTEP-100:FORX=1TOSB:M21Xl=M211l / l.l: 
NEXT: NEXT 
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9~5 !~PUTA$: CLS 
997 A3=0: A4=(• 
9?8 IFA2 >STi2THENA4=A~-STf2:A2=STl2:PRINT"MORE THAN ";STl2;" MAG 
IC ARROWS WOULD WEIGH YOU DOWN. ":FOP.X=lTOIOOO:NEXT 
999 IFAl >STf2THENA3=Al-STl2:Al=STf2:PRINT"MORE THAN ";STl2:' ARR 
OWS WOULD WE i 6H 'fOU DOWN.•: FORX= !TOI OOO: NEXT 

Upon entering a new room, draw it with its monsters and 
treasures. If this is room one, give option to leave. 

1000 CLS 
1001 IFBl=OTHENBl=lELSEIFRM=lTHEN!NPUT"Do you wish to leave the 
dungeon";AS:JFLEFT$IA$,ll="Y'THENBOOELSECLS 
1005 ONRl lRHlGOSUBlOOOO, 11000 
1010 IFTl!RMl>DTHENTX=RNDl39-231+23:TY=RND141+5:PRINT~Tl+64lTY," 

i'; 
1015 X5=31:Y5=8 
1020 1Flt='B"THENY5=14ELSEIF!$="2'THEtiY5=1ELSE!FI$="6"THENX5=1EL 
SEIFIS="4"THENX5=62 
1025 PRINT315+64lY5,YYS; 
1030 JFM21RMl>=lTHENWX=RND139-231+23:WY=RNDl41+5 
1031 MS=MSIMllRMll/10 
1050 JFM2 !RMI >=1 THENPRINTaWX+64tWY ,11rnn IRHl); 

Print player status, check for wandering monsters. 

1055 PRINT30,'ARROWS: ";Al;:PRINT3192,"M. ARROWS: ";A2; 
1060 PRJNT~960,"ST=";ST;" DX=';DX;:PRINT364,"WOUNDS: ";LEFTSISTR 
S!WllOOl,61;'1 '; 
1061 PRINT~12B,'ROOM: ";RM; 
1062 PRJNT~832,"HEALING POTIONS: ";PT: 
1063 PRINT~896, "HOLY WATER: ';HW; 
1065 JFH21RMl >=1THENPRJNTt42,"MONSTER: ';MNSIMllRMll; 
1070 IFM2 1 RMJ < 1THENPRINT~42,STRIN6$(b4-42,12Bl; 

1075 IFM2tRMl >1THENPRJNT342+64,"NUMBER: ";INTIH21RMll;:ELSEPRINT 
~42+64,STRING$120!12Bl; 

1080 PRINT~704,"EX POINTS: ";INT!EPl ;• 
1085 PRINT¥76BJ"GOLD: ';6P; 
1086 IFM2 \ RM l =OANDRND t lOOl=1THENFORX=1T010:PRINT~42, ' Wandering M 
onster 1 ";:FORY=1T050:NEXT:PRJNTi42 1 " 

lT050:NEXT:NEXT:M21RMl=RND l3l :Ml !RMJ=RNDtBl:GOT01030 

Accept a command from keyboard and call appropriate 
subroutines. 

"::FORY= 

1090 FORX=1TO IDXS10 l-EP:A$=INKEYS:IFAS=""THENNEXTELSEX=3550:NEXT 
1093 IFT1 1RMJ >OTHENPRINTiTX+64lTY 1 'l'; 
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109S IFAS<>""THENIFA$="["THEN1$='8"ELSEIFAS=CHRS!10lTHENIS='2"El 
SEIFAS=CHRS!9lTHENIS="6'ELSEIFAS=CHRS!BlTHENIS='4'ELSEIS=A$ 
1100 IF1$='8'THEN60SUB15100 
1105 IFIS='2'THEN60SUB15200 
1110 IFIS="6"THEN60SUB15300 
111S IFIS='4'THEN60SUB1S400 
1120 !Fl$

1

="H'THENIS="': IFPT>OTHENPT=PT-1: II= 1 
1125 IFU='11"ANDA2>0THENU='": A2=A2-1 :60SUB15500 
1130 IFU='N'ANDAl >OTHEN!S=" • :Al=Al-1 :GOSUB15600 
1135 IFIS='F"THEN60SUB16000 
1140 IFIS="O'THEN60SUB17000 
1145 IFIS='T"ANDHN >OTHENIS='":HW=HW-1:60SUB 18000 

If there is a monster in the room, move him and let him 
attack. 

1200 IFl12!Rl1l<1THEN1030 
1201 JFl1S<=OTHENFORX=191T012BSTEP-1:POKEIS360+WX+(64tNYl,X:NEXT: 
112!Rl1l=M2!Rl1l-1:EP=EP+l15!111!RHll:GOTO 1030 
1205 IFWX>X5THENMX=-1ELSEJFWX<X5THENMX=IELSEl1X=O 
1210 IFWY >Y STHENMY=-1ELSEIFWY<Y 5THENl1Y=IELSEl1Y=O 
1215 PRINTiWX+64tWY,' '; 
1220 IFPEEK!15360+WX+MX+b4tWVl=12BORPEEK(153bO+WX+l1X+b4SWYl =32TH 
ENWX=WX+MX 
1225 IFPEEKi15360+64t!WY+l1Yl+WXl=l2BORPEEK\15360+b4S \WY+l1Y i+llXl = 
32THENWY=llY+HY 
1230 IF!ABS!WX-X5J )llOR!ABS!WY-Y5l illTHEN1050 
1235 X=RNDiOl:IFX>MSTHEN1050 
1240 X=RND(O) Sl1S 
124S W=W-X:IFW<OTHEN5000 
1250 GOTO 1050 

End-routine for the "Great Dungeon in the Sky" ending. 

5000 FORX=191T0128STEP-l:POKE15360+X5+64tYS,X:NEXT:FORX=ITOlOOO: 
NEXT: CLS 
5005 PRINT'WELCOME TO HEAVEN, ';NMS:"' 11 • 

5010 PRINT"! hope you enjoyed your short lifeti1e in which' 
5015 PRINT"You accumulated ";GP;" gold and ';EP;' e~perience poi 
nts. 11 

5020 PRJNT:PRINT:INPUT'Would you like to be reincarnated as a ne 
w character":AS:IFLEFTS!AS,l)="N'THENENDELSERUN 

Subroutine to draw a passage/intersection. 

10000 REM 
10005 ~l=R2!RH,li 

Quest 1 27 



10010 JFil .~TH~NFDRC=O T0~205TEf~4 : PRINTiX+~~.CHRS 1 !ql l ;:PR;NJ~I+ 

~ O ,CHR i l! C i 1 ;:hE1.ELSEPP!NT~: · ~.srprNG1 1 18,188J; 

1 ~ ~15 J!=R2 RM,:• 
1~020 IF~l 0THENFDRX=64010960S1E~64 :PRINTil +23 ,LHF$ 1 !91J + STR IN6$ 

' 16 ,1 28 +CHR$!\9!l ;:NE XT :ELSEPRINTi663, STRJNG$ 1l8.1431; 
10025 Xl=R2 iRM , 3i 
10030 lf ,l , OTHENFDRX=41T063:PRINT~3:0+X,CHR$ ll BB J ;:PRINTa640+X 1 C 
HR$1143 • ;:NEll:ELSEFORl=3B4T0576STEP64:PRINT~X+40,CHRSl19ll;:NEI 

T 
10035 Xl=R2!RH, 41 
I 0040 i FX I}(, THENFOR X=OT022: PR I NTi320+ X, CHR$ I I BB i ; : PR! NT:il640+X , CH 
RSll43l;:NEXT:ELSEFORl=3S4T0576STEP64:PRINT~J+23,CHRSll91l;:NEXT 

10045 RETURN 

Subroutine to draw a chamber/room. 

11000 REM 
11005 PRlNT-192+16,CHRSl191l+STRlNGS i7,143)+STRIN6$116,12Bl+STRI 
NG$ 17,l43l+CHR$11Q1 J; 
11010 PRlNTi768+16 ,CHRSl191l+STHIN6$ 17 ,1B8l+STRIN6$116,12Bl+STRI 
NG$17,1BBl+CHRS il9ll;:FORX=l92T0320STEP64:PRJNTtX+16,CHR$(1911;: 
PRINT~X +47,CHRS ' 191 ) ;:NEXT:FORX=640TD768STEP64:PRINTiX+lo,CHRS ! l 

9Il;:PRINT~X+47,CHRSll91l;:NEXT 

11015 Xl=R2 1RM,ll 
11 020 lF Al>O THENFORX=OTOl285TEP64:PRINT•X+23,CHRSil91l+STRIN6$!1 
6,12Bl+CHRS(191i;:NEXT:ELSEPRINT~192+24,STR1N6S(lb,1431; 

11 025 Xl=R21R" 1 2l 
11 030 IFX1 }0THENFOR X=B32T0960STEP64:PRINTIX+23,CHR$(191l+STRINGS 
116,12Bl+CHR$1191l;:NEXT:ELSEPRINTt7b8+24,STRIN6$(1b,1BBl; 
11035 Xl=R21RM,3l 
11040 IFXl >OPR!NTi320+4B,STRINGSl16,lBBl;:PRINTt640+48,STRIN6Sll 
6,143l;:ELSEFORX=3B4T0576STEP64:PRINTtX+47,CHR$1191l;:NEXT 
11045 Xl=R2!R" 1 4) 
11050 IFXl >OPRINTi320,STRINGS!l6,IBBl;:PRJNTtb40,STRIN6S i16,143l 
;:ELSEFORX=384T0576STEPb4:PRINTtX+lb,CHRSl191l;:NEXT 
11055 RETURN 

Subroutines for moving player around screen. 

15100 JFY5=0THENISI05ELSE"=PEEK!153bO+X5+(1Y5-lllb4ll:IF"=320R"= 
12BTHENl5105ELSERETURN 
15105 PRINTIX5+64lY5,' "; 
15110 Y5=Y5-l:IFY5<1THENR"=R21R",1l:60T01000 
15120 PRINTiX5+64lY5,VY$;:RETURN 
15200 JFY5=15THEN15205ELSE"=PEEKll5360+XS+!IYS+lll64ll:IF"<}32AN 
D"<> 12BTHENRETURN 
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15205 PRINTiX5+64SYS,• 1
; 

15210 Y5=Y5+l:IFY5}14THENR"=R2!R",2l:GOT01000 
15220 PRINTiX5+b4SY5,YY$;:RETURN 
15300 IFX5>61THEN15305ELSE"=PEEK!l53bO+X5+1+64lY5l:IF"<>32AND"< > 
12BTHENRETURN 
15301 "=PEEK!15360+X5+2+64lY5l:IF"\)32AND"<> 12BTHENRETURN 
15305 PRINTiXS+64*Y5," "; 
15310 X5=X5+2:IFXS>61THENR"=R2!R",3l:GOT01000 
15320 PRINT•X5+64SY5,YY$;:RETURN 
15400 IFXS<2THEN15405ELSEM=PEEK!15360+X5-1+64lY5l:IF"< >32AND"<>l 
2BTHENRETURN 
15401 "=PEEK!l5360+X5-2+64lYSJ:IF"< >32AND"<>12BTHENRETURN 
15405 PRINTiX5+64tv5," "; 
15410 X5=XS-2:IFX5<2THENRM=R2!R",4l:GOT01000 
15420 PRINTiX5+64SY5,YY$;:RETURN 

Normal arrow firing routine. 

15500 GOSUB15699 
15505 X=RND!Ol/2:IFRC=1THENX=X-.1 
15506 IFRC=2THENX=X+.1 
15507 X=X-!EP/10001 
15510 X=X-.2 
15511 X=X-!DX/100) 
15515 IFX>WTHENRETURN 
15520 X=RND!Ol:IFRC=lTHENX=X+.2ELSEX=X+.1 
15521 IFRC=2THENX=X-.1 
15525 "S=MS-X:RETURN 
15599 RETURN 

Magic arrow firing routine. 

15600 GOSUB 15699 
15601 IF"l(RMl=BTHENRETURN 
15605 X=RND(OJ/2:IFRC=1THENX=X-.I 
15606 X=X-IDX/100! 
15607 IFRC=2THENX=X+.1 
15608 X=X-<EP/ lOOOl 
15610 IFX >WTHENRETURN 
15620 X=RND!Ol:IFRC=lTHENX=X+.1 
15621 IFRC=2THENX=X-.1 
15625 HS=HS-X:RETURN 
15698 RETURN 

Calculate monster range, aim, and shoot arrow graphically. 
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15699 !FWX=OTHENWX=31:1FWY=OTHENWY=B 
15700 X6=X512-l: Y6=Y513 :17 =WX12-1: Y?=WYf3 
15701 lFX6=X7THENSL=SGNIY7-Y61:18=17+l:l9=16+1ELSESLP=IY6-Y71 / IX 
6-X71 : !F\6>11THEN XB=X6:19=X7+4ELSEIFX7 )16THENXB=X6+ 4: l9=17 
15705 !Fl6=¥7THEN IF Y7 (Y6 THEN Y7=Y7+3 :Y6=Y6-2 ELSE IF Y7 >Y6 TH 
EN Y7 =Y7-~+~o=Y6+3 

15706 i2=i7: IF ABS!W'l-Y5l=l THEN Y2='12+SGN\SLPlt3 
15707 Y8=Y6:Y9=Y7:i=YB 
15709 !Fl6>X7THE NSLP=-SLP 
15710 FORX=X8TOX9+.15TEPSGN!X7-X6l 
15711 IFY>470RY<DORX >l270Rl <OTHENNEXT:GOT015750 
15715 JFPOINTIX,Yl =-1THENX9= X-l:GOT015750 
15720 SET! X,Yl :Y=Y+SLP:IF X9<> XB THEN NEITX ELSE lF YC>Y2 THEN N 
EXTX 
15750 Y=YB:FORl=IBTOX9+.1STEPSGNIX7-Xbl:RESETIX, Yl :Y=Y+SLP:IF X9 
<> XB THEN NEXTX ELSE IF Y<>Y2 THEN NEXTX 
157 60 RETURN 

Subroutine for close combat with a monster. 

16000 IFABSil5-WXl>lORABS!Y5-WVl> ITHENRETURN 
16001 IFMl!RMl=BTHENRETURN 
16002 IFH1!RHl=7THENRETURN 
lb003 IFNl IRMl=bTHENW=W-.05 
16005 X=RND!Ol:IFRC=OTHENX=X-.1 
16006 X=X-(DX/100! 
16007 IFRC=2THENX=X-.3 
16008 X=X-tEP/lOOOl 
16010 IFOWTHENRETURN 
16015 X=RND!Ol: IFRC=OTHENX=X+.1 
16016 X=X+tST/100) 
16017 IFRC=2THENX=X+.2 
16020 HS=HS-X:RETURN 

Subroutine for opening a treasure chest. 

17000 IFABSlTX-X5l >ITHENRETURN 
17005 IFABS!TY-YSl>ITHENRETURN 
17010 PRINTiTX+b4lTY," "; 
17011 TX=O: TY=O 
17015 PRINTiB32+41,TSlT1!RMll;:FORX=lT01000:NEXT 
17020 FORY.=41T063:PRINT~832+X,' ";:NEXT 
17021 IFTl!RMl=IOTHENPT=PT+1:60T017026ELSEIFTl!RHl=llTHENA2=A2+1 
O:GOT01702bELSEIFTltRMl=12THENA1=Al+IO:GOT017026 
17024 TSlTl!RHJl=TSlTllRHll+l 
17025 GP=GP+GP(TllRMll 
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17026 EP=EP+EPIT1lR"ll:T11R"l=O 
17030 RETURN 

Subroutine to throw a flask of holy water. 

18000 "="11R"l:IF"=20RH=SORH=7THENRETURN 
18005 60SUB15b99:PRINTtWX+lb4SWYl, " ";:WA=WX:WB=WY:WX=XS:WY=YS:B 
OSUB1bOOO:WX=WA:WY=WB:PRINTiXS+lb4SYSl,YY$;:RETURN 

Take care of "end of quest" procedures such as saving 
games and printing out Information on the player's 
fighter. 

20000 INPUT"Would you like to see the treasures you retrieved";A 
S:IFLEFTSIAS,1l= 1 Y1 THENFORX=1T09:PRINTTSIXl, 1 Nu1ber retrieved: 1 

;TSIXl :NEXT 
20010 FORX=1T09:TSIXl=O:NEXT 
20011 A1=A1+A3:A2=A2+A4 
20015 INPUT"Would you like to save this ga1e 1 ;AS:IFLEFTSIAS,ll<> 
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"Y" THEN2002B 
20018 INFUl ' To c as~et te or disk ":A$: IF LEFT$ (A$,ll="C' THENINPUT 
'PRESS ENTER TO BEGIN SAVE ":AS: GOT020024 
20019 IFL EF TStA$, ll ,)"D' THEN200 18 
20020 OPEN "0" ,1, ' QUEST/DAT" 
20021 FOR X=! T!l5B: PRINTtl , Ml ( XI ; M2 (X) ; TI m: NE XT 
20022 CLOSE:60T020027 
20024 FDRX=I T05B:PRIHT4-1,Ml (X l,H2 11l ,Tl (Xl :NEXT 
20027 PRINT"SAVE COMPLETE ' 
20029 INPUT "Would you like to stop no" ' ;A$:l ~ LEFT$ ( ~$,l l<> ' Y "THE 

NRETURN 
20030 PRlNT"Ok. So that you can use this character again:• 
20035 PRINT ' Na1e: ";NHS; ' Race: ";:IFRC=OTHENPRINT"Hu1an':ELSElF 
RC=lTHEHPRlNT' Elf ' :ELSEPRlNT"Dwarf ' 
20040 PRINT"Wounds: ' ;WSlOO;'I" 
20045 PRINT'Healing potions: ';PT;' Hol y water: ";HW 
2005(1 PRINT"Arrows: ';Al;' l'lagic Arrows: ";A2 
20055 PRINT"6old: ';GP; " Experience: ";EP 
20060 PRINT"Strength: ";ST;" Dexterity: ";DX 
20065 lNPUT"Would you like to try again as a SNEWS character';AS 
:IFLEFTS!AS,ll="Y'THENRUN 
20099 PRINT:PRINT'Co1e Questing again so1eti1e! ' !":END 

Subroutine to create new fighter characters. 

21000 PRINT"Ok, I'll make you one.":FORX=ITO!OOO:NEXT 
21005 GP=RND120 l+5:ST=RNDl17l+3:DX=RNDl171+3:RC=RND13l-l:Al=3:A2 
=RN0(10l:PT=RND \3l+l:HW=RND(5l:EP=O:N=l 
21010 PRlNT"Strength: ";ST;' Dexterity: ';DX 
21015 PRINT"6old: ';6P;' Healing potions: ";PT 
21020 PRlNT'Holy water: ';HW;' Race: ";:lFRC=ITHENPRINT'Elf'ELS 
EIFRC=2PRIHT"Dwarf'ELSEPRINT"Hu1an' 
21025 PRINT'Arrows: ';Al;' l'lagic arrows: ";A2 
21027 IFTRSBOl'IODEL=3THENINPUT'Is this character fe1ale';A$:IFLEF 
TS!AS,ll='Y'THENYYS=CHR$l254l 
21028 1FTRSBOl'IODEL=3THENPOKE16409,0 
21030 INPUT'What will you na1e this character';Nl'IS:PRINT'Have a 
fun Ouest, ';Nl'IS; '! !!':FORX=ITOIOOO:NEXT:CLS 
21035 IFTRSBOl'IODEL=3THENPOKE16409,1 
21040 RETURN 

• Error-handling routine (for arrow-shooting FC errors). 

29999 END 
30000 IFERL=15750THENRESUl'IE15760ELSEIFERL=4096THENRESUl'IEHEXTELSE 
PRINTERL,ERR/2+1:FORX=IT01000:NEXT:RESUl'IENEXT 
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The Adventure is Waiting for You ... 

How would you like to go back in time to 19th 
century London to match wits with Jack the Rip­
per? Out into space to brave the swirling vortex 
of a black hole? Into the depths of the ocean, or 
on a quest to rescue a beautiful princess from the 
clutches of evil monsters? 

You never know where SoftSlde Magazine's 
Adventure of the Month might take you. But you 
can be sure that each month you will experience 
new delights and new challenges as you receive 
an original adventure on tape or disk, ready to 
load into your computer. 

The cost? A six-month membership is only $29 
for the adventures on tape ($4.83 each) or $49 on 
disk ($8.16 each). If you're not sure you can han­
dle six full months of excitement, you can order a 
single adventure on tape for $7 or on disk for 
$10. You can choose from these Adventures: 

Arabian 
Allen 

Black Hole 

Treasure Island 
Jack the Ripper 
Crime 

Wlndsloe Mansion 
Klondike 
James Brand 
Witches' Brew 

Around the World In llO Days 

To order, use coupon provided or write to: 

Adventure of the Month 
6 South Street 

Milford, NH 03055 

r-:n~~;;;-;~-=~N;;--
1 • Six month subscription: 

D Cassette - $29 
I D Disk - $49 
I • Individual adventures (please specify) 

1~~~~-,----c-~~~~-

1 D Cassette - $7 each 
D Disk - $10 each 

I • Three Adventures Super Disk ($16 each): 

I D Arabian, Alien, and Treasure Island 
D Jack the Ripper, Crime, and Around the World 

I D Black Hole, Windsloe Mansion, and Klondike 
Please specify which computer: 
DApple™ (req. 24K for tape, 32K for disk) 
0 AT ARI15 (req. 32K for tape, 40K for disk) 

DTRS-80® I/Ill (req. 16K for tape, 32K for disk) 

Name -------------------

Address ----------------
City/State. __________ ~ip. ___ _ 

D MasterCard D VISA D Payment enclosed 
Name of Cardholder ____________ _ 

MC# and Interbank#/VISA# --------­

Exp. Date 

Signature 

Prices subject to change without notice. Apple TM, ATARI• and TRS-
80" are registered trademarks of The Apple Computer Company, Warner 
Communications and The Tandy Corparation respectively. 


