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FROGRAM LOADING
Diskette (40K RAM Required)

L. Turnm the gisk drive on. When the busy light goes of+, inmsert the
Original Adventure diskette.

ik, Make sure the Atari BASIC cartridge is in the computer.

Z. Turn the computer on.

4. The disketts will boot and Original Adventure will automatically
load and run.

S. Leoad time is approximatsly 42 seconds.

&. When the red ADVENTURE banner and Cocpyright noctics appesar, press
the ¥ kevy for instructions, or the N key to skip the instructiocns.
You are now about to enter into a fascinatinmg and enchanting
Jjourney that vou will never regret embarking upaon!

Cassette (32K RAM Required)

1. PFlace the Original Adventure cassette tape in the program recordsr

and rewind it to the beginning.

Fress the FLAY button on the recorder.

Make sure the Atari BASIC cartridge is in the computer.

Turn the computer on.

Type CLOAD and press the RETURN kesy twice.

The tape will move and the program will begin toc load.

Load time is approximately 10 minutes.

When loading is finished, be sure to rewind the tape and press

STOF on the recordsr.

. Type RUN on the keyboard and press the RETURN key.

10. When the red ADVENTURE banner and Copyright notice appear, prass
the Y key for instructions or the N key to skip the instructions.
You ars now about to enter into a fascinating and enchanting
journey that you will never regret embarking upon!

W0 &R

OBJECT OF THE GAaAME

Using one or two word commands, you must +ind the Colossal Cave,

Tigure out how to enter it, xplore 1t complstely, locate the 1S
treasures and bring them all into the well house while vyou remain
alive! This sounds guite simple, but it will take you davys, weeks

even months to complets this task which lies befores vou. In order to
succeed 1n mastering the Cave, you may want to map it out with paper
and pencil. Your task is complste whén you have achisved & score of

Z01 {(thr=e hundrsd and one) points. Then and only then can vou claim
the covetsd title of GRANDMASTER! Many have +ought wvaliantly to
attain that title, yet have paid dearly with their lives. Are vioid
capable of mesting the challenge? Good luck to wvou in  this  most

dnusual gusst upon which you ars abcut to smbark.

Robert &. Howell
Adventure GRANDMASTER
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HISTORY

madventurs was aoriginally developed in the 1%70's by Willise Crowthers
and Deon Woeds :(inm FORTRAN) on a largs computsr systam. The rooms oOf
the Colossal Cave, if actually constructsd in three dimensicons, would
fit together exactly as described in ths room descripticons. Scon
atter its development, Adventure literally took over the computsr

warld. It was converted to run en virtually every manufacturer’'s
computsr system in existance. Almost everyone who had access to these
large computers was playing Adventurs day and night. At many

companises and universities, special modifications had to be made to
close the Cave during business hours so that lsgitimate work could be
done on the computer! This one program launched the whole adventure
craz= as we know it today. Although the original room descriptions
and messages have been cut down somewhat to allow the Atari version to
fit into 32K (40K with DOS), the original flaveor and meaning of each
message has been retained including most of the vivid descriptive
adjectives. Likewise, almost every detail of the classic original
program has been faithfully reproduced for your total enjoyment.

YOUR FPART

Litsrally months and months of programming effort has been put into
this Atari version for you. When you play it, you will eanter intc the
vEry same experiences that thousands before you have enjoyed on
hundreds of large computer systems. By all means, make a backup copy
for vyour own protection and use. But, please respect the efforts put
into this program by the author and do not make copies for others.
You will find very few programs that cost less thanm this one and many
that cost much more but are not nearly as good. The price has
intentionally been kept low so that everyone can enjoy this classic
original. If someone else wants a copy, ask them to send %/6.90
{cash, check or money order) to the address below and a copy will be
put in the mail to them. CA REDENTS ATD &% SALE™S THY. (31725
Foreign). Thank vou for your cocperation.

LorsaByres
. ' 15448 VENTURA BLVD., STE. 10
¢ SHERMAN QAKS, CALIF. 91413

RETURNS

Defective disks and tapes will be replaced free of charge within 30
davs. Atter 0 days, if your disk or tape is damaged or destroyed, it
will Dbe replacad for a $S5.00 fee. In sither case, the damaged
original disk cor tape must be returned in order for a3 replacsment to
be =sent. Send the original disk or tape (and £S.20 if gver 30 daves:
to the above zaddresss, and a2 new copy will immediataly S22 mailsd <o
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HINTS

sSince 1t can bs very frustrating to get stuck at one particular place
in the Cave and not be abls to proceed no mattsr what vyou sesm to tiry,
the Jollowing B8& hints have been included. For vouwrs own enjoyment,
use these hints only as a last resort! I+ you cannot figure something

n
out, begin to explore =lsewhere in the Colossal Cave as later ol you
will probably discover something which will help vyou solve that
problem.

Jnder =ach hint heading. the first hint will give you & small clue,
the next hint more of & clue and so on until the last hint under that
feading will practically give you the answer. Thus, use the hints ons
at a time and only as a last resort. In this way, vouwr enjoyment of
Lhe Cave will be prolonged.

To decode a hint, use the BASIC program which follows. Or vyou may
just subtract 1 from each letter in the hint. For example, the word
UIF becomes THE:

B B o
|
-

-
H
E
Subtracting I from a O (zero) gives vou a Z.

10 REM ATARI ORIGINAL ADVENTURE HINT
DECIFHERING FROGRAM

20 DIM A$(120) ,B$¥(38):FOKE 82,1:FOKE 8

iy S

30 ? CHR#3(125) ; "AFTER EACH QUESTION MA

RKy. JYPE IN THE NEXT HINT. IT WILL BE

DECIFHERED AND FRINTED IN ENGLISH."

4Qs 282027 22 MHINTY ;2 INPUT AS$: IF LENK

AF)<1 THEN 40

S0 AF(LEN(AS)+1)=" ":N=0:BF="":7 :FOR

I=1 TO LEN(A®) 1 X=ASC(AF(I,I)):IF X=IZ

THEN 80

50 X=X-1:1IF X=47 THEN X=%20

70 BF(LEN(EB$)+1)=CHR¥ (X} :NEXT I

80 IF N+LEN(B#)+1:>37 THEN 7 :N=0

F0 N=N+LEN(BF)+1:7 Bf;" ";:BF="":1NEXT

I1:50T0 40

BEDQUILT
LFFG FYEMFSJ0OH

HAFJOH TENF XBZ UXJDF EFFTOU NFEBC FOEJOH BU TENF GMEDF
. SBOEFN DIBODF ZFPV XJMMm OFU SFUVSO0 UF XIFSF ZFY TUEBSUFE

LR -
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Sriginal Adventure — Atari VYersion £

IFX EF ZFV DBSSZ E CJSE
TENF GESU FG ZFV TDESFT JU
ESF@ UIBU QESU

BREATH TAKING VIEW
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BXFTFNF JTOU JU
XFX XIBU B TJHIU

EVMTU FOKFZ UIJT TQFDUBDVMBS WJIFX

CHAIN

1.

-
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4.

UIF CFBS JT OPU SFBMMZ GFSFDJFVT
IJT TUPNBDI JT HSPXMJOH

NBZCF IF JT IVOHSZ

IFX EP ZPV OPSNBMMZ VOMPDL E DIBJO

CHEST

JUT POF PG UIF USFBTVSFT

ZFV NVTU GJOE Ju

USZ UIF NBOFT

UIF @JSBUF NVTU TUFBM TPNFUIJOH GJSTU

HJU JU UP UIF IPVTF BTBQ

XIFO Ju JT JO UIF IPVTF ZPV BSF SJE PG UIF QJSBUF

:

m 4= k-

=

BB

~d 0o U

B DBEWF PCKFDU XJMM PQFO JU
DMBNT DFNF GSFN UIF TFB |

B USJEFOU DPNFT GSPN UIF TFB
TBZ FGQFO

@FBSMT BSF SPVOE BOE UIFZ SPMM

ARK ROOM

UIFSFT BOFUIFS XBZ UFP HFU JO XJUI UIF MBNG

UsSZ B NBHJD XPSE E

NEHJD FOMZ XPSLT JO B WFSUJDEBM EJSFDUJFO

UIF @MFWFS SFFN JT EJSFDUMZ CFMFX UIF Z3 SPFN XIJDI JT CFMFX UIF
EFCSJT SPPN XIdDI JdT ChPMEX UlF IPVIF

UIFSF BSF 4 NBHJD XFPSET YZOOZ @MVHI EBOE

UIF NBHJD XPSE IBT UP EP XJUI UIF GMFWFS SFFN

TBZ GMFWFS
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DOOR

1 XBIU EF SVTUZ IJOHFT OFFE
2. EIF SEETH EIY

43 ZPV BFFE B DPOUBJOFS
DRAGON

ZFPY DBO EF JU
BDUVBMMZI ZPY BSF SFBMMZ RVJUF TUSFOH
AIBU @FXFS JO UIFPTF CBSF IBCOET

LA BY e
. .

DWARVES

1= BSF FYLUSFNFMZ EBOHFSPVT
2. HFW UIFN CFGPSF UIFZ HFU ZPV
=« MITEONTE BYE

EMERALD

1. UIF FNFSBME SFBMMZ JTOU UIBU CJH

<. FNFSEMET EFOU USBWFM WJB NBHJD

Z. JU BJUT UISPVHI B UJHIU T&FU

FISSURE

1. NBICF ZIPFPVY OFFE B NBHJD XEBOE

2. ZIPY IBWF B NBHJD XBOE

2. HFOFSBMMZ FOF XBWFT B XBOE

GIANT

i. JG ZFY GJOE IJN XBUDI FVU

2. " Jb ZPV GPVOE IJN BSF ZIPV TVMEBF ZFPV MPBEFE UIF S5JHIWLEBSFEHSEMN
S o UIESF JT OF HIBOU

GOLD

1. TUFG USZJOH UF UBLF JU V& UIF TUFQT HSFFEZ
2. UIFSF JT BOPULIFE XBZ

ZeaaWSZ.BOZ FUIFS XBZ PV

.MAGAZINE

1. LFZ UP MBTY GPJIBU

2a XPSLT FOMZ J0 XJUUT FOE
J. MFBWF JO XJuUT FCE
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MAZES

L. ZFVY NVTU NB& UIFNM FVU
2. NBLF FBDI SFPN YOJRVF
3. ESF@ B EJGEBFSFOU PCKFDU JO FEDI SFPN

:

i. KVTU OFFET MJRVJE SFGSFTINFOU
2. HFU XBUFS GSFN TUSFEBN MBLF FUD
3. EF 0OPU PWFS XBUFS Ju

4. DMJINC UIF @MBOU

SNAKE

1. B CJSE J0O UIF IBOE JT XPSUI 3 JO UIF CVTI
2. B DBHFE CJSE DBOU EF BOZUIJOH-

3. GSFF JuU

TRIDENT

1. OFQUVOFT 4 GSPOHFE TQFZ2S

2. OFQUVOF JT UIF HPE PG UIF TFB
Se « XIBL FMTF DPNFT GSPN UIF TFB

:

ZPV NVTU HJWF IJN B USFBTVSF

USZ B USFBTYSF ZPV DBO HFU CBDL
GFF GJF GPF GPP

FHHT JO UIF HJBOU SFFN

ZB HPUUB EP JU JO UIF HJEBOU SFPN
UIF PUIFS XBZ UIF CFBS NBZ IFMQ
USFMMT BSF BGSBJE FG CFBST
TINEMZ UISFX UIF CFBS

WNO WP ke

VASE

" 1. DBSFBVM JUT FYUSFNFMZ GSBHJIMF
2. XIBU XPVME ZFVY VTF B GJMMFX GFS
3. ESPH UIFN JO UIF SJHIL PSEFS PS FMTF

- WINDOW
- ZrVUMM TFF WUIF TIBEPXZ GIHVSFE BHBJO

. BOTXFS MJFT JO BOFUIFS @BSU FG DEWF
. GJOE UIF O T DBOZPO 36 GFFU BDSPTT

)




WITTS END

i. BU IZFVS
Z. CFSTFSWF
3. 2 aom
a

VTF BOZ

= - oo g e e — - -y — -
O SR T A ) R ) <L RI™1 SFE31 2N

AJUUT FOE XIBU EJSE ZFV FYRFDU
SEOCDF DPFVOUT

DIBCDF ZFYMM HFU FVU
EJSFDUJFO
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ORIGINAL ADVENTURE
Atari Yersion
Copyright 1982

Robert A&. Howell
20 Richman Rd.
Hudson, NH OI0351
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