


" V ^ ^ c e s magic 
TRS-80 MODEL 1 INSTRUCTIONS 

DISK A = DISK 1 DISK B = DISK 2 

^ | ^BALROG SAMPLER (Only) * I N I T I A L I Z I N G DISK* 
For al l other MACES & MAGIC disks - see below. 

1) Boot a d isk. If it te l ls you to mount a TRSDOS 2.3 
disk ttien fo l low the instruct ions. 

2) If program starts running then hit " B R E A K " key. 
Type; Close, Type: CMD " S " 

3) Backup disk after it is in i t i a l i zed . Put original 
disk away and use the copy for play. 

4) Do same with second disk 

^ BALROG SAMPLER (Only) ' R U N N I N G * 
MUST USE 2 DISK DRIVES 

1) Put copy of DISK A in DRIVE 0 
2) Put copy of DISK « in DRIVE 1 
3) Boot system. 

^ A L L MACES & MAGIC DISKS OTHER THAN 
BALROG SAMPLER ' I N I T I A L I Z I N G * 
1) Put one of the two d isks in DRIVE 0 
2) Boot system 
3) Load TRSDOS 2.3 as described 
4) If program loads and starts running, hit " B R E A K " 

key, Type: Close, Type: CMD " S " 
5) Backup this d isk and put master away in safe place 
6) Repeat procedure for other disk 

^ A L L MACES & MAGIC DISKS OTHER THAN 
BALROG SAMPLER * RUNNING* 
(May be used wi th 1 or 2 dr ives) 

1) IF USING A 1 DRIVE SYSTEM 
A) Put disk mark A in DRIVE 0 
B) Boot system and fol low instructions 

IF USING A 2 DRIVE SYSTEM 
A) Put disk marked A in DRIVE 0 
B) Boot system 
C) When program stops and asks a quest ion, 

hit " B R E A K " key 
D) Type: Close • . . • » 
E) Type: Run " C O N F I G U R E " 
F) Answer any quest ions asked 

©Copyright 1980 - ADVENTURE INTERNATIONAL 

maces^ magic 
maces ̂  magic 

i s a BASIC fantasy adventtore involving you and your ccrputer. 
Armed only with your wits, a microocrputer, and the software provided, 
ycu can beccme the hero or the meal your destiny dictates. You create a 
character, equip him (or her) with suitable weapons and armor, and enter 
the dungeon in search of fame and fortune. Neither i s particularly easy 
to obtain. 

I f you are successful in avoiding or conquering tte various monsters, 
traps, enchantments and illusions set by the nefarious dungeomasters of 
Chameleon Software, you nay escape with riches and glory. Your name and 
deeds w i l l be recorded for posterity in the reoords of the dungeon. 
More importantly, you'll be alive. You may then use the same character 
in his Rore experienced and wealthy form when you enter dungecns on 
later occasions. 

In each dungeon there are randan events which occur, but in the 
vast majority of cases the s l c i l l of the player in ma)cing correct choices 
determines the cutocrte of the game. The majority of instructions are 
furnished within the program in the form of appropriate prxaipts. 

GENERAL STORE: 

This i s the f i r s t section of the dungeon. After all, ycu wouldn't 
want to fight a slime worm inproperly attired! After signing on, the 
program w i l l present you with the previous reoords of a l l exploits 
(successful or not) in your dungeon. You w i l l then be asked to either 
create a new character or reca l l cne of your previously used chcuracters 
who have survived a trip throu^ the dungeon. After naming your character, 
the program w i l l generate a set of "prime attributes" for you. Ttiese 
w i l l be extremely irrportant to )<eep in mind when selecting the weapons 
and armor. They should also inflvience your choices within the dungeon 
i t s e l f . _ 
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Prime Attributes: 

Strength: Itiis attribute i s one of the more iiqportant 
for warriors. I t hcis a direct effect cn 
which weapons you can use without tiring. 
I t also determines how iruch w e i ^ t you 
can carry. I f your strength should ever 
drop below 5 (Heaven forbid!) you'll pass 
out and be easy pickings for whatever wanders 
eilong. 

I Q : Intelligence helps wherever thinking and/or 
observation i s more inportant than bludgeoning 
an adversary. There are secret doors to be 
discovered, potions to be examined, and 
warnings to be evaluated. Durtitdes do not do 
well in these categories. 

Luck: V4iat can we say? There are situations where 
i t pays to be lucky. In most of them, you'll 
never know how lucky you v«re... 

Cjonatituticn: This i s a measure of your general well-
being. Ycu may consider i t your " l i f e 
foroe". I t has a direct bearing cn how much 
punishment you can take. Need ve mention 
v*iat happens i f i t feills to zero? (Curt2dnsl) 

Dexterity: This i s a measure of your e»gility, 
both with weapons and with using your body 
in genercQ. Vhen cliirfcing a precipice 
you don't want to be too dunsy. I f you try 
to use a weapon you are not dextrous enough 
to handle, you might hurt yourself. Be 
careful. 

Chariana: Just because this i s a solo gzme, you didn't 
think you'd be alone!! There are many 
situations in v*u.ch i t perys more bo be 
charming than gauche. Even in the dungeon, 
manners and breeding count. Brush your 
teeth. 
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In the GEHEKAL STORE section of the dungeon you are also given seme 
gold as a staJte, unless you have an experienced character who brings liis 
cwn gold along. You are informed of ho* much veight you are carrying 
(just the gold at this point) and how much you are capable of carrying. 
Your language abi l i t y i s noted. I t i s related to your IQ and w i l l come 
in handy i f you wish to speak to someone (or something) who doesn't 
speak the Ccrmon Itongue. 

I f you bring in an experienced character, you w i l l be given an 
opportunity to s e l l old and unwanted itans of weaponry and armor in the 
used items department. This gives you an opportunity to eliminate 
outmoded or cuiterscme items and earn a few gold pieces (the only unit 
of money) in the process. 

You then proceed to the weapons department where you may select any 
items that strike your fancy as long as you can afford them and can 
carry them. A weapon's power i s a measure of hew deadly i t i s in ocrtoat. 
Adds are additional points given to the weapon (or subtracted from i t ) 
when i t i s used. Weight and cost are self-explanatory. 

Be ceureful, however. Many weapons require a certain amount of 
dexterity to use them without risJdng injury to yourself. This minimum 
amount i s noted in the weapons l i s t under DEX. There i s also an "encumb­
rance factor". This i s a negative effect of carrying the weapon but not 
using i t . This i s noted in the column marked DEX-. The lesson here 
i s : Don't carry around a large armory. I t w i l l get in your way. 

The f i n a l ooluim in ths weapons l i s t headed SN denotes how much 
strength i s needed to use the wsapwis without tiring. I f you use a 
weapon that i s too heavy for you, your strength i s depleted f a i r l y 
rapidly. Remember cilso that your attributes may change in the dungeoi 
(and there's no turning back for a lighter model). Strength requirements 
are additive wt)en using two weapcsis at once. 

Armor i s chosen in a similar manner in the armor department. The 
HITS oolvmn in the armor l i s t denotes hCM much damage the armor w i l l 
absorb for you when you get into disagreements with dungeon inhabitants. 
The MAX # colunn t e l l s how many of that particular item you may buy. 
(You can't very well vrear two steel caps!). You may buy only one shield 
for use i n the dungeon...otherwise, you'd look like a turtle. 

A l l these things cost money (gold) and add weight. You may find a 
l i t t l e spare change handy in the dungeon, as there may be important 
things which can be purchased. 
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Ihe DUN3EEN: 

After leaving the GENERAL STORE, you enter the dungeon i t s e l f . I t 
takes a minute or so to straighten up the ores, though, so don't be 
impatient. Time i s measured by "turns". Waiting (tte special ccnmand) 
w i l l force a turn. Aside frcm that, turns w i l l seem more or less at 
randcm. I f ycu have no personal enchantments or enchanted items by 
irtiich.to gauge the passing of time, you may never know how many turns 
have gone by. 

In a situatiOT you w i l l usually be asked to make a choice among 
severed options presented. The consequences are a direct result of this 
choice, so think i t over! There i s often a twisted, perverted logic 
behind the options. Match wits(?) with the Dungeonmaster! Bear in mind 
that some portions of the dungeon may only be visited once or twice. I t 
may not be possible to ocme back and try for your second choice. 

Usually you may travel back and forth in the various chambers and 
corridors at w i l l . Each dungecm i s stable in three-dimensional space. 
I f you l e f t a room via the north door, you can re-enter the room by 
using the south door of the room you presently occupy. This happy state 
of affeiirs i s limited only by an inability to find secret doors or 
atterpting to re-enter a situation more times than allowed by the 
Dungeormaster. In this latter case a cryptic message w i l l appear 
indicating that the situation has disappeared or some such thing, and 
you w i l l be shown bo the exits of that particular room. 

Interesting things w i l l happen in the dungeon. Not only w i l l you find 
gold, treasure, and the like, but you w i l l often encounter those magical 
moments v*ere you become l i t e r a l l y , enchanted. This may be a good or 
bad thing, and i t may be teitporary or permanent. I t pays to keep track 
of your enchantments. Vfeapons and armor can become enchanted also (how 
nice). 
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I f you meet something or somecxve who takes exception to your con­
tinued existence, you may have to fight. (It's sad but true - the 
Dungeon can be a dangerous plac«.) In this case you enter a cxxifcat 
sequence. Since things happen faster in carbat than in a regular turn, 
there are five combat turns in a regular turn. What this means i s that 
onoe a combat begins, five exchanges of blows w i l l pass before you get a 
breathing spell. I f both you and your adversary last that long, the 
choices of continuing the attack or attempting to escape may be presented 
to you. Likewise the monster (or whatever) may try to run for i t . You 
have the option of letting him go or pursuing him for the k i l l . After 
t i l l , some of those guys carry cash, treasure, or credit cards. 

In a combat situation i t i s VITAL that you keep track of how 
you're doing. Any "Hits" v*iich get through your armor are directly 
deducted from your constitution. I t i s generally a SAD mistake to use a 
weapon which i s too heavy for you or which you are not dextrous enough 
to handle, but you might get desperate 

You w i l l be given the option of dropping your shield. While on the 
surface this might appear to be a counterproductive move, i t does cillcw 
you to use a vreapon in both hands. Remember that the strength needed to 
use waapcms i s additive when you use more than one. Just to be f a i r , 
you have the option of picking your shield again should you survive. 

The damage you accumulate during canbat w i l l be repaired at the 
rate of one unit per turn. UTiile this i s comforting for your old age, 
i t really doesn't help much when you have a 300 pound slither beast on 
your back. Watch yourself in canbat. You could get k i l l e d ! 
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And that's not a l l : 

Itiere cure, of course, other ways to meet an untimely demise in the 
dungeon. Monsters and such are just one of the lines of defense between 
you and the treasures stored there. Varioias traps await the unwary (and 
the wary too). Sane are lethal, while othere are merely ur^leasant or 
inconvenient. I t pays to be suspicious. Beware of ores bearing gi f t s . 

The object of the fchole exercise i s not just to fight the monsters 
and collect treasure. You have to get out alive to enjoy i t . In every 
dungeon there i s at least one exit. I t i s possible to escape frxan each 
and every dungeon with a whole skin. We state that fact here because 
players often believe this not to be true. Vfe really aren't out to get 
you. Not really 

Once you successfully exit fran the Dungeon you w i l l have an 
opportunity to save your character for further adventures in this and 
other dungeons (we suggest you do this on a separate disk - the Dungeon 
disk i s *really* full.) Your treasures w i l l be converted to their gold 
equivalent and your weapons and armor stored in bat guano. When you 
start another adventure, you may c a l l up your experienced character for 
another trip. The only limitation i s that once a character i s k i l l e d , 
he i s gene forever. No second chances, no tears, no breast beating. 
Gone. Kaput. Finished. You w i l l have the distincrtion of adding to the 
dungeon s t a t i s t i c s , however. A sort of second hand inmortality in 
recognition of a nice try. No glory or cash though. 

CHARGE!! 
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Special Caimands 

maces^ magic 
. . . . ccntains a nunber of unique cemands which may be entered 
whenever a "?" prorpt appears on the screen: 

G i s used v*ienever you wish to get an item present in this situation. 
Items available are indicated by printing vhich follows the situation 
description. For exanple, i f there i s an enerald you might wish to 
pick up present in your location, the program w i l l print out a 
description of your situation followed by EMERAIC HERE. I f you 
wish to get the emerald, you enter a G in response to ths "?" prcnpt. 
At that point the prcjgram w i l l inquire, PICK UP WHAT?. You then 
enter a name vhich uniquely identifies the item you wish to get. 
In this exanple you might type in EMERAID or merely E. 

Take care though that you give the program enoxigh information to 
pick out your item frcm any others v*iich might be present there. 
I f the nane i s anbiguous, the program w i l l pick the f i r s t item 
there that matches your input. I f ttere was also a HEAVY MfiCE 
available in the previous exanple, your response of E for emeredd 
might also match the E in lieavy, giving you the mace instead of the 
emerald. However, EM as an input would not match any series of 
letters in HEAVY MSCE, so you would loe sure of picking \ip what you 
wanted. I t ' s really not hard. Just don't get too stingy with your 
input. 

L i s the counterpart of the G catmand when you wish to leave something 
iDehind. By entering L in response to the "?" prorpt, you indicate 
to the program that you wish to leave scmething tiere. The prxogram 
w i l l respcaid by asking you which category of item you wish to 
reduce: weapons, armor, pack itans (things you are carrying around 
with you that aren't staridard armor or weapons), or gold. You may 
select one of these categories by the nunber provided in the prcnpt. 
The program w i l l then print a l i s t of a l l your items in that category 
and ask you to enter the nunber of the item you wish to leave. The 
item w i l l then be removed from your personal inventory of items and 
the v«i^t reducticn w i l l be credited. Any item that you leave 
behind can later be picked up again by typing a G when the program 
indicates the item i s HERE. I f you leave an item and i t s presence 
i s not indicated in your imrediate situation, don't panic. Typically 
the items are placed near the entrances or exits of each situation. 
you"ll find i t , don't worry. 



P i s the oarmemd entered when you wish to take an item from your 
pack. Presumably you want to use i t for scmething, and aren't 
taking i t cut just to shine i t up. In response to a P ccmnand the 
program w i l l bring out a l i s t of your pack items and ask you to 
enter the nunber of the item you wish to use. Following this,yoa 
w i l l be asked what you wish to do with the item you have selected. 
For exanple, i f you responded P to the "?" prorpt, the program 
might l i s t an UiCN ROD, a SHACKLE CHAIN, and a LADDER as being in 
your pack. I f you selected a ladder to use, the program would 
inquire WHAT DO TOU WAOT TO DO WITH THE lADDER?. A one word verb 
i s usually the proper response - scmetimes a verb and object. For 
instance you might input CLIMB. I f the program recognizes the word 
you type ar»J knows hew to apply i t in your present situation, you 
w i l l be able to acooiplish your objective, namely to clint) the ladder. 
This may enable you to reach parts of the dungeon otherwise inacoess-
able to you. 

Other items in your pack may have magical effects a l l their own. 
These effects may be explained to you by the program at an appro­
priate time, or their operation may be oorpletely clandestine, 
cne item may require another before i t can be used. For exanple, 
you won't be able to carry water without having scmething to carry 
i t in. 

I f you get stuck trying to use an item frcm your pack, you're 
probably trying too hard. Try some different verbs to describe 
what you want to do. The program i s no good at synonyms, but in 
most cases i t ' s not looking for anything reedly obscure. I f at 
f i r s t you don't succeed, you probably can't do v*iat you want to in 
this situation. Despite the frustration of not knoring when and 
v*iere to use pack items, many of the n i f t i e r parts of the dungeon 
can only be reached through s k i l l f u l and imaginative use of pack 
items. 

H i s a Help ccmnand which you can use during the oourse of the 
pnogram when you've forgotten what your options are. This ootmand 
in response to the "?" proipt w i l l print out a brief sunmary of the 
coimand options open to you during the game. 
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i n response bo the "?" protpt w i l l print out a status report 
giving your current prime attributes and other information about 
hew you are doing at this particular point in time. When an 
attribute i s altered cn a terporary basis, an asterisk (*) w i l l be 
printed in front of the veilue for that attribute. For exanple, 
i f your chariana i s down frcm i t s base value of 24 by 3 for 8 turns 
for one reason or another, a ootmand S w i l l print among other 
information, CHARI3IA = *21. Wien, eifter 8 turns have passed, your 
ctoriana i s resborad, the printing CHRRI3R = 24 would be 
returned when a status r^Mrt i s requested. 

I f , cn the other hand, the alteration in chariana i s permanent, 
no eisterisk w i l l be printed. For exanple, i f your charisma i s 
permanently depleted by 2 for seme indiscretion you have cortmitted, 
a status report w i l l return CHARISMA = 22. 

A status r^)ort w i l l cilso return your soore. The total nunber of 
points given for each particular dungeon can be obtained in many 
ways. I f you knew how to do i t , * * a l l * * of the points can be 
scored. Your score i s a rough measure of how nuch of the really 
good stuff you have found. 

i s a catmand which allows you to s i t and wait for a turn. This 
allows recuperation from battle or just waiting for enchantments 
of a negative variety bo wear off before continuing your jourriey. 
There i s , of oourse, a catch. After c i l l , a guy sitting in a 
comer resting i s more apt to have a wandering monster happen by. 
There i s no free lunch in the dungeon (excsept you). 

i s the ootmand which w i l l print out your entire inventory; pack 
items, we^xjns, and armor. This i s helpful vrfien you want to 
leave scmething behind or just check up on a l l the stuff you're 
clanking cuxund with. 

i s the oaimand to save the gams. The game i s best saved on a 
separate disk. The system w i l l proipt you through the procedure. 
Be patient. There's a ton of information that has to be written 
off just so. Remember that i f your favorite character i s tied \ip 
in one dungeon adventure, you can't start him out in arvother. 
Fair i s feiir. 
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ARMOR 

# NAME l\GT COST HITS MAX» 

1 Plate Armor 1000 500 10 1 
2 Basinet 150 80 2 1 
3 Breastplate 250 250 2 1 
4 Casque 120 70 1 1 
5 Chausse 200 50 1 2 
6 Cuirass 500 350 3 1 
7 Cuisse 200 50 1 2 
8 Solleret 100 25 1 2 
9 Ring Mail (caiplete) 750 200 7 1 
10 Heaume 200 20 2 1 
11 Steele Cap 25 10 1 1 
12 Chain Mail (ccrplete) 500 100 5 1 
13 Ganteson 50 10 1 1 
14 Gauntlet 50 10 1 2 
15 Hauberk 150 30 2 1 
16 Scale Armor (ccrplete) 400 80 4 1 
17 Leather Armor (ccrplete) 250 50 2 1 
18 Greaves 100 25 1 2 
19 Arming Doublet 75 15 . 1 1 
20 Tcver Shield 550 55 4 1 
21 Figure 8 Shield 525 52 3 1 
22 Knight's Shield 450 45 3 1 
23 Viking Shield 425 60 2 1 
24 Scutum Shield 400 70 3 1 
25 Target Shield 500 25 2 1 
26 Buckler 50 5 1 1 
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WEAPONS 

* TYPE POWER ADDS HGT COST DEX DEX SN 

1 Claymore 3 0 150 80 0 2 15 
2 Flanberge 3 3 100 90 0 2 15 
3 Yataghan 3 2 170 120 0 2 15 
4 Bastard Sword 2 0 87 70 0 2 12 
5 Broadsword 2 3 75 50 0 1 10 
e Tailbong 2 3 49 86 0 1 9 
7 Falchion 2 2 62 45 0 1 10 
8 Shasheer 2 2 71 100 0 1 8 
9 Tulwar 2 1 52 56 0 1 7 
10 Cinqueda 2 -2 40 30 0 0 7 
11 Cutlass 2 0 48 48 0 1 8 
12 Danascus Sword 2 0 50 69 0 1 8 
13 Epee 2 -3 25 30 0 1 7 
14 Gladius 2 0 36 25 0 0 7 
15 Kris 2 0 50 90 0 1 8 
16 Rapier 2 -4 20 25 0 1 6 
17 Saber 2 0 50 45 0 1 8 
18 Scimitar 2 0 45 60 0 1 7 
19 Shotel 2 0 43 71 0 1 6 
20 Tterbutje 1 5 44 48 0 2 6 
21 BillliocJc 3 0 190 120 8 3 14 
22 Catchpole 4 0 200 150 10 3 15 
23 Halhntxl 5 0 250 200 12 3 16 
24 Harpin 3 2 194 123 8 3 14 
25 Partizan 4 0 200 140 9 3 15 
26 Poleaze 6 0 300 225 13 4 16 
27 Ranseur 4 0 195 145 10 3 15 
28 Scythe 3 0 150 75 7 2 11 
29 Voulage 4 3 200 160 8 3 15 
30 Guisarme 3 4 198 135 9 3 14 
31 Bec-De-Corbin 5 0 150 90 0 2 18 
32 Great Axe 4 3 220 •'5 0 2 21 
33 War Haitmer 4 1 110 60 0 2 16 
34 Heetvy Mace 4 2 140 100 0 2 17 
35 Momingstar 4 0 90 80 12 2 15 
36 Bullova 3 5 130 120 0 2 17 
37 Heavy F l a i l 3 4 200 81 15 2 20 
38 Light F l a i l 3 1 180 77 13 2 19 
39 Broad Axe 3 0 150 80 0 2 17 
40 Taper Axe 2 0 70 40 0 1 8 

12 13 
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TYPE 

41 Mitre 
42 Francisca 
43 Pickaxe 
44 Piton Haitiner 
45 Crowbar 
46 Bich'hwa 
47 Bodkin 
48 Miserioorde 
49 Dirk 
50 Janfciya 
51 Katar 
52 Poniard 
53 Sax 
54 Main Gauche 
55 S t i l l e t t o 
56 Swordbreaker 
57 Pike 
8 Spontoon 
59 Phalanx Spear 
60 Pilum 
61 Oxtongue 
62 Assegai 
63 Spear 
64 Javelin 
65 Arbalest 
66 Cranequin 
67 L i ^ t Crossbow 
68 Dokyu 
69 Prodd 
70 Ccrposit Bow 
71 Longbcw 
72 Self 
7 Staff Sling 
74 Cciti iXTi Sling 
75 ChaJcram 
76 Ankus 
77 Bagh Nakh 
78 Quarterstaff 
79 Blowgun 
80 War Fan 

WERPCNS 

POWER ADDS WGT COST DEX SN 

2 0 70 38 0 1 8 
• 2 2 60 50 12 1 9 
2 0 100 10 10 2 15 
X • 0 50 3 0 1 5 

? I ^ 0 80 8 0 1 10 
1 3 40 20 4 0 0 
1 : *l 10 2 3 0 0 
1 • 0 14 4 4 0 0 

• X ^ 2 16 8 4 0 0 
1 Z 4 12 24 8 0 0 
1 '• -1 10 18 8 0 0 

0 1 -• 0 10 5 3 0 0 
1 -'• • 5 20 30 10 0 7 
X < 0 30 25 12 0 10 
1 "2 15 2 3 0 0 
1 -1 10 25 12 0 10 

. • 5 0 80 50 12 3 15 
3 40 25 9 2 9 

. 3 0 60 40 11 3 10 
•'" 4 0 100 45 8 2 12 

3 70 33 0 2 10 
2 0 50 20 12 1 7 

0 50 15 11 2 8 
1 0 30 5 7 1 5 
7 0 170 100 0 3 15 
4 0 112 75 0 3 13 
2 3 85 50 0 2 11 
2 0 90 100 0 2 U 
2 -3 75 40 0 2 9 
2 5 50 60 12 2 14 
2 3 50 50 12 2 12 
\ S 25 10 10 2 9 

f 2 t 0 100 5 11 1 0 
c 1 » 0 10 1 8 0 0 
•; 2 i 0 20 40 14 1 0 
. 1 » 0 50 10 U 1 0 
' X ' 0 50 30 0 0 0 
i 2 ' 0 100 5 15 1 10 

0 5 1 10 0 0 
0 30 10 0 0 0 
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STARTING UP: 

I f your system i s an Apple I I @ or TRS-80 ?, no configuration i s necessary 
for the Dungeon to run on your ccrputer. I f your system runs under 
Micropolis @, North Star ?, or CP/M @ operating systems, you w i l l f i r s t 
need to configure the programs for your hardware. The only informtion 
necessary i s the character or sequence of characters viiich causes your 
CRT screen to clear. I f you do not know this, your hardware si:pplier 
w i l l be able to t e l l you. 

Systans needing to be configured should f i r s t load the program called 
"OONFIGURE". On running this program, the user w i l l be asked to enter 
the character which clears his CRT screen. This information w i l l then 
be stored in a permanent f i l e . The CCNFIGURE program need never be run 
again, and may, i f you wish, be erased frcm the disk. I f a change in 
hardware i s anticipated, however, i t i s suggested that the program be 
retained. Once the CCNFIGURE program has finished, i t w i l l automatically 
begin execution of "START", the program which begins the adventure. 

On systems not requiring configuration or on systems vtiich have already 
been configured using the OONFIGURE program, the Dungeon adventure 
begins by loading and running the program cedled "START". 
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ATTENTION 
SOFTWARE 
AUTHORS 

From The Company That 
Brought You Adventure, 
by Scott Adams 
now accepting TRS-80 (MODEL 
1,2 OR 3) Apple, and Atari software 
for review to manufacture under 
the Adventure International label. 
Join the fastest growing software 
company in the U.S. and enjoy a 
money paying hobby as well. Just 
send a machine readable copy of 
your program with documentation 
to: Adventure International, Box 
3435, Longwood, Florida 32730 

/9^dventure 
^ ^ ^ ^ I N T E R N A T I O N A L 
BOX 729 Casselberry, F L 32707 

(305) 862-6917 


