








































































WHO'S WHO IN MUD 

friends, Thor (also a wiz), that MUD caught on in the 
outside world. People took his advice, tried the game, 
liked it, and told their friends. Whenever they looked 
in, Jez was in there to greet them with a cheery Hi Ya 
and eventually people got to know him more as 
than by his real name, Jeremy. if he doesn't 
sign his letters 'Jez', most people do a double-take 
before they remember who he is! Talk about games 
taking over lives. 

Jez, in fact, follows all the goings-on in MUD with the 
devotion of a soap-opera fan. Probably more so, as he's 
actually in a position to alter the plot! So he knows the 
last time Egor played and why he's not around at the 
moment. He knows what it was that made Sue and 
Kronos fall out (and was the one who patched it up 
again). If there's anything approaching a scandal, Jez is 
there, ears flapping, hoping to pick up some titbit of 
information which he can then loudly publicise! 

It follows, then, that Jez is immensely popular! 
There's nothing people like more than a good gossip, 
and Jez is the one to see about that! Even the people 
who are the butt of his stories tend not to mind, 
because he does it all very nicely, and besides, it's not 
long before he's dragging someone else's name through 
the dirt. Or through the mud, perhaps. 

EGOR THE WIZARD 

The second external player to make it to wiz was 
Egor has been fascinated by computers ever his 
father bought him an electronics kit when he was eight. 
By the age of eleven he'd constructed his own 
computer. 

Egor is brilliant at discovering any 'bugs' lurking .in 
MUD - but before dutifully reporting them he exploits 
them to the maximum. One day he discovered a back, 
door method of logging in as another persona (norrn' 
ally all personas are password protected). He instantlY 
logged in as Jez (his usual sparring partner), 
round MUD for half an hour, insulting everyone, killing 
off novices and generally behaving like an oaf before 
quitting the game. When the real Jez rolled up an hour 
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later he was almost lynched by a collection of furious 
players! 

Another 'bug' which Egor exploited is the fact that 
wizards can pick up any object in the game and imbue 
it with fighting characteristics. Thus if you suddenly 
find yourself attacked by the sundial you'll know a 
wizard is playing tricks. One night Egor did this with 
the river which flows through the Land. Then he 
teleported into a room full of mortals shouting 'Oh no! 
It's that Killer River again!'. The terrified and 
bewildered mortals then witnessed a titanic struggle 
between Egor the Wizard and the river before the river 
finally 'expired' and Egor proudly announced 'Phew! I 
saved you!'. 

While working his way up as a mortal, Egor found 
after thirty-six hours of continuous play even he 
couldn't keep his eyes open. But unable to bear the 
thought of missing out on the game, he wrote a little 
program to run round the fixed points of VALLEY, doing 
specific things which earned a few points and SAVEing 
his character (as has been pointed out, you could 
theoretically become a wizard by kicking the beggar for 
hours on end), while he went to bed. He thought his 
behaviour would go undetected because almost always 
when MUD is running at Essex, the players go there 
rather than the VALLEY. However, his sneaky ploy was 
uncovered by a local wiz having a snoop, and when 
Egor returned to his terminal, refreshed from a few 
hours' sleep, he discovered that some pretty unplea­
sant things had been done to him by the wiz, who 
strongly disapproved of this 'unsporting behaviour'. It 
Was Egor, too, who forced Richard Bartle to amend 
MUD so that people couldn't quit in the middle of a 
fight as he discovered that if something unpleasant 
happened to him (such as getting on the wrong side of 
the dragon), he could rescue himself by Q U I T ting. 

FELICITY AND CYNTHIA 

Felicity and Cynthia were the names chosen by Mark 
Longley, an internal to Essex University and an addict 

science fiction books (he reads about one a day). He 
Picked these names because they were the two most 
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terrible names he could think of at the time (ChristabeJ 
was to.o long, and someone was already using Char­
lene). The idea was that people would find the names 
such dreadful cliches that they would avoid him at an 
costs. So successful was his ploy that most people 
couldn't bear to talk to him even at a distance, and they 
dropped the obnoxious, lengthy versions in favour of 
the more favourable Fliss and Cinth, depending on 
which he was using at the time. Indeed, the reason Mun 
has a flower in it was because you could then pick it 
up, give it to him, and say Hiy a . Cinth!. 

After winning MUD's very first spectacular (see the 
following chapter), and getting 25,000 points for so 
doing, Fliss soon made it to witch, and became one of 
the kindest, most responsible wizzes of all time. It is 
common knowledge that Sue's great success as a witch 
is based on her trying to follow Fliss's lead. Asking 
yourself 'What would Fliss have done in this situ­
ation?' can be a good way to see sense (although Fliss 
himself would probably find that highly amusing!). 

Mark left the University a couple of years ago, but 
Fliss and Cinth still get mentioned from time to time, 
and there's always the entry in the graveyard. What 
does it say? 'A spectacular life lead me here', of course! 

FOXY THE WIZARD 

The name of Foxy the Wizard lives on in MUD not 
because of the way he made it to wiz, but because of 
the way he didn't. Also an internal to the University, 
Foxy spent many long hours clawing his way up 
through the ranks. He always behaved impeccably, 
only killing people in self-defence (well, nearly 
always! ), and he knew the game inside out by virtue of 
enormous MUD sessions lasting all weekend. Everyone 
agreed that if anyone deserved to reach wiz at all, then 
that person was Foxy. It was merely a case of mistaken 
identity, then, one assumes, when five people am­
bushed him in the graveyard and killed him when he 
had less than 300 to go of the 102,400 points needed to 
reach wiz. The self-control exhibited by Foxy in i;iot 
jumping from the nearest tall building, or sending 
letter bombs to all concerned, earned him great re-
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spect. He didn't shed a tear, just started again from 
scratch with great dignity and killed three or four of 
the rotten so-and-sos instead with a handy sword, 
thoughtfully provided by a sympathetic wizard. 

His eventual rise to immortality was not, it turns 
out, via the normal channels; rather he was elected to 
wiz for his work on ROCK, Mun's version of ITV's 
Fraggle Rock TV show. Real name Phil Fox, he's now 
a teacher at a nearby school, and occasionally returns 
to hack and slay in MUD. 

EVIL THE WIZARD 

Evil the Wizard was the first person to work his way 
up to that immortal status, rather than be made one 
straight away for debugging purposes. He also set a 
trend, since followed by three other Welsh wizards 
(despite being called Phil Scott in real life! ). A 
surprising number of MUD devotees are of Welsh 
extraction, although only four have made it to wiz so 
far at Essex; it must be their barbarian blood (the 
nationality breakdown of Essex University wizards in 
late 1984 was forty English, five Scottish, four Welsh, 
one Irish, one American, one Czech and one 
Malasian!). 

Evil made it to wiz in real style. His thorough 
knowledge of the finer details of the MUD world is 
unsurpassed, except by Richard Bartle and probably 
Sue, and he must still be about the only player who 
figured out by himself what you're supposed to do 
with the ox (stroke it, take it to the sacrificial blade, 
stroke it, kill it with the blade, stroke it again, then 
drop it in the swamp for the points!). If you wanted to 
get to any room from any other, no matter how far 
~way, he could give you the shortest route almost 
Instantly. This was despite the fact that he laboured 
Under a tremendous disability; east-west dyslexia. 

It is for this that Evil is best known. His entire in­
the-head map of MUD, and all those he wrote down on 
Paper, were flipped east for west. His misapprehension 
extended to commands, so if he wanted to go west 
from the start, which is to the left, he'd think it was to 
the right, and that the command for going to the right 
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was west. So he'd get it correct, but in the wrong way! 
So absolutely everything was inverted, in a kind of 
'Evil through the looking-glass' . Indeed, when Ri­
chard Bartle finally found out about his error he put a 
looking-glass in MUD to celebrate! Evil didn't realise his 
mistake for years after he'd made it to wiz, and if 
people used left/right descriptions of rooms instead of 
west/east, he just thought they were barmy. Only when 
Richard drew a map of MUD on a blackboard did he 
finally discover his gaffe, and to this day thinks a 
subtle change in the physics of the universe caused 
everyone in the world to swap east for west in their 
heads except for him, who remained unaffected due to 
his enormous and obvious intelligence. 

These, then, are a few brief sketches of players in the 
Essex MUD. MUDS will always have their resident 
personalities no matter where they are or who runs 
them, because people are the game. That's what lifts 
MUD above the rest of the world's computer games, the 
real-live people who play. Anyone who has played in 
the Essex MUD, the Oslo MUD, the Compunet MUD and 
the short-lived Dundee MUD, will tell you that, 
although they are identical programs, they 'play' quite 
differently. People brought up on Compunet MUD are 
horrified by Essex's large number of killings - they're 
much friendlier when they pay to play the game. Essex 
people are astonished by the easy-going wizzes in Oslo, 
who have even been known temporarily to promote 
mortals so they can see what it's like being a wiz 
(gasp!). The players make the game. 

That's not the full story, though, because just as 
people can make an impact on MUD, so MUD feeds back 
into their lives. Not only does Jez have a new name, 
but MUD is what brought Evil back to do his exams 
after he decided to take five weeks unscheduled leave 
from the University. Felicity's one-a-day SF book 
habit was only abated for those days he played MUD -

it saved him hundreds of pounds! Sue, however, maY 
be suffering from an overdose of MUD, so it's not 
always a guaranteed Good Thing. Just most of the 
time! 
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A SPECKTACKERLER 
CHRISTMAS 

Christmastide is generally regarded by MUD players as 
a fun time for one and all. No-one goes about 
maliciously attacking other players (especially if there 
is a wiz watching to stop them!), and even the most 
paranoid of players has been known to join in for a 
chorus of 'The Twelve Days of Christmas' without 
fear of someone stealing their broadsword while they 
stand still in the same place. The roots of this tradition 
lie in the days when MUD was enjoyed by a select band 
of students only, and the outside world had barely 
heard of the game. Then, at the end of term, with all 
assignments out of the way and three days before they 
went home, the MUD devotees would all get together for 
ru:1 afternoon-long session of good cheer, before they 
disappeared off to their respective parental homes in 
sunny Huddersfield or wherever, for a month of 
mudlessness. 

In order to promote goodwill to all mankind, MUD 

has a special room called the Christmas Box (or 
XMASBX in its abbreviated form), which only wizards 
~d witches can enter as it lies in its own half-world, 
Inaccessible from the domain of mortals . For fifty 
Weeks of the year the room is left unvisited, gathering 
dust and forgotten by one and all. Only for the middle 
two weeks of December do memories stir, and a wiz 
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will venture into the XMASBX to see if all is well. And 
then mortals will notice a subtle change in the game. 

The XM ASB X, you see, contains everything you need 
for a merry Christmas, and the wizzes liberally dis­
tribute the loot around the Land for players to stumble 
across and drop in the swamp, in order to score the 
generous number of points which the presents are 
worth. Everything you are likely to need to make 
Christmas festive is there. There is holly (not de cking 
th e ha ll), a candle, a snowman (trying very ha rd 
not to me lt), a cracker and a wealth of other things. 
Of course there is a beautiful Christmas tree, decorated 
in pretty lights and baubles, which usually winds up 
stuck in the pine forests to the south of MUD, where 
unsuspecting adventurers suddenly find it looming 
through the trees at them. 

Some of the objects (all of which have been there for 
at least three years) have uses other than merely being 
treasure. The Christmas bell which 'plays its old 
familiar carols here' can actually be hit, sending a 
"'D"'O"'N"'G"' reverberating throughout the Land. If you 
don't want to DONG it, you can DI NG it, and everyone 
gets a ....,D...., I "'N"'G"' echoing on their screen. Sometimes 
some quite tuneful-looking melodies can be played, 
until someone on I IO baud who can't get a word in 
edgeways manages to steal the wretched item and drop 
it in the swamp out of harm's way! 

In its usual endearingly skewed way, MUD's Christ­
mas carol book isn't quite what it should be, contain­
ing such masterpieces as Once in Royal Boughs of 
Holly, I Saw Three French Hens Come Sailing by and 
Oh Silent Night of First Noel. There is plenty of 
Christmas fare (well, it would be if it let you eat it!) 
including plum pudding, mince pies, and a shocking­
pink mousse (not to be confused with the mouse, 
although since the mouse is made of sugar perhaps 
confusing them is OK after all!). 

The final foodstuff likely to be met is the turkey, 
only it's not dead and spends most of its time running 
around in a mad panic trying to stay that way. Other 
mobiles include Santa Claus (ho ho ho) plus sleigh, 
and his reindeer (which, of course, g l ows i n t he 
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dark!). The reindeer parodies MUD's oldest object, the 
ox, and has the same description except instead of a 
sturdy ox lumbering past you nearby, it' s a reindeer. 

Some other 'normal' objects you find in the game 
are extra-significant at Christmas, too. The ivy which 
entwines itself round the bird-bath in the pine forest is 
usually moved to somewhere more prominent. Also 
likely to be placed where people can find it is the 
mistletoe (yes, you can kiss under it ... ), although that 
happens less often since the mistletoe is the last object 
required to gain access to MUD'S greatest treasure trove, 
the druids' chamber beneath the ring of stones far 
away on the island. If people get hold of the mistletoe 
(because they've not figured out how to get it out from 
where it lies - drop it in the underground stream and 
pick it up outside) they can rush off to the island and 
drag home a sack full of riches. Unless the wiz who 
moved it spots them, of course, in which case they 
might find the dragon has something to say about it. 

Also at Christmas, you get more people imbibing the 
rum, which is stored in the smugglers' cave near the 
beach. Naturally this has an intoxicating effect on 
players, and they will occasionally issue loud hies, or 
stagger backwards into some strange room, or drop 
asleep. It wears off after a while, or if you're sick, but 
at Christmas it's quite likely that at least half the 
players will wander around in a blitzed state kissing 
bunny rabbits and trying to eat lit torches. 

Another Christmassy effect in MUD, which rears its 
head around this time of year, is the snow. Normally, 
MUD has a fairly regular pattern of sunshine for around 
thirty minutes, followed by rain for about ten. The 
rain prevents you carrying out certain actions, like 
sailing at sea, and swells the river so you can't cross 
(which can cut you off if you had to brave it to get the 
mistletoe, incidentally). At Yuletide, however, the 
wizzes who are full of the spirit of Christmas usually 
switch on the snow, which is just like the rain but lasts 
for longer. This can be something of a surprise to the 
mortals, who know exactly what rain is but don't really 
know what to make of snow. It's quite amusing 
Watching them talk to each other: 
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What's this snow? 

Don't know. I just saw Father Christmas 
go by , and someone ha s given me this 
cracker ... 

There is another Christmas-derived feature in MUD, 

which now has a more general appeal - the 'specta­
cular'. A spectacular (pronounced 'specktackerler', 
after the Welsh wizard, Evil, who coined the phrase 
but couldn't say it properly) is one almighty carnage, 
but tremendous fun! The idea is that you get as many 
people playing at once as you, c~n manag~, and put 
them all in together. You then wizard lock the game, 
to stop anyone else getting in, and give the word. 
Thereupon, they chase about after eac~ other, killi~g 
shouting and screaming as they go, until all but.one is 
dead. This person is the winner, and receives a 
thousand points for every mortal who started the 
spectacular, and for each of the spectating wizards. 

Spectaculars are terrific to play, bu~ hellishly dif­
ficult to organise! Quite apart. from gem~g the players 
to come along at the same time (assummg the c?m­
puter is up, too!) you have to re-arrange the locations 
of objects and things so th~t the fas~ typers don't ~et t~ 
the goodies first. Also, mtroducmg the odd new 
monster and hyping-up some of the old ones, can take 
time if y~u want to do it right. Finding six differe~t yet 
logical places to put the spare swords cai: be qmte an 
exercise in itself! Still, the overall effect is well worth 
it. 

What normally happens at Essex is that. the ~nternal 
players get two or three terminals each (this bem_g OK 
since everyone else has gone home for the holidays) 
and go in with a like number of mortals. Two of them 
follow the third around, and when they meet someone 
they all join in the fray .. Sometimes differ~nt player~ 
will gang up, so there might be gangs o~ six or. ei~h 
scouring the countryside looking for hidden md_iv­
iduals. Externals (people playing on PSS)? being 
slower moving, are quite often caught this way, 
although as the spectacular progresses the larger teams 
tend to get broken up by attacks on some of the 
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'followers' , and in the resulting attempt to rally forces 
other members of the group are picked off. 

Wizzes watching the game take a great delight in 
seeing what is happening. They cheer the brave ones, 
boo the cowards, and if people are scurrying around 
deep underground hoping everyone else will do the job 
for them, the wizzes are likely to pick them up by the 
scruff of the neck and drop them in the thick of things 
- asleep! Everyone's game is logged into a different 
file, and at the end of the day these are printed off and 
a 'report' is compiled, saying who was done over by 
whom at what time. The shortest period of time spent 
in a spectacular is reputed to be three seconds, when 
one of Gwyn the Wizard's mortal personas typed EAST 
at the start instead of WEST, and left MUD into VALLEY, 

only to learn that he couldn't return. 
Most of the hacking and slaying in spectaculars goes 

on in the mainland, but eventually there are only a few 
players left and they find it increasingly hard to catch 
each other (although the WHO command during a 
spectacular tells you what room your prey is in, instead 
of just what their name is). At this point, the wizards 
collar the survivors and move them to the ship. They 
also give them all weapons, in order to promote good 
bloodshed, and let them loose. As the ship has only 
only about nine rooms in total, this leaves little chance 
to escape, but it can be quite cramped. Recent spec­
taculars' endings have been moved to the island, 
further out to sea, where there is twice as much space 
and people get more say in who kills them! 

Spectaculars now take place fairly often, late in the 
evening at the end of term when Essex University's 
computer can take the load without inconveniencing 
anyone else. It's interesting to observe that they are 
quite different from the events which inspired their 
conception, and which still take place every Christmas 
in MUD. The year of feuding, fighting and paranoia is 
forgotten for just a few brief days prior to December 
25th, and MUD players get together bound by a wave of 
camaraderie reminiscent of those First World War 
films where the Tommies and the Hun meet in no­
rnan's land for a few, fleeting hours. A shame that it 
doesn't last the whole year round, but, as any wiz will 
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tell you there's only a certain amount of being nice 
that a M:m player can stand, and two weeks seems quite 
long enough to last most MUD players for the rest of the 
year! 

Spectaculars have aided many people, but not all 
have reached wiz as a result. This is often because the 
battles were won by someone who already had a wiz 
persona, but was playing as a mortal for th~ sheer thrill 
of the kill (it makes a nice change from bemg benevo­
lent). A quick perusal of MUD'S graveyard wi~l .reveal 
only one person who made it as~ result - Fehc~ty the 
Witch whose tombstone reads: A spectacular hfe led 
me here', and it did. The extra points were just about 
enough to get her to witch. Of course, for every su~cess 
story there is a failure,_ and another player wi~ ,a 
similar score to start with came second by a hair s 
breadth. And he lost the second spectacular by a 
similar margin, too, after killing fifty percent of the 
other players single-handed! Such is life (and death) in 
MUD. 

14 
IN CONCLUSION 

What we see in the Multi-User Dungeons running at 
various universities, and commercially in one form or 
the other can only be called the beginning. As com­
puters of all sizes gain in power while decreasing in 
price, systems with the capability to run multi-user 
games will become available to more and more people. 
Eventually MUDS of all kinds will be available, running 
to suit the tastes of all the different people who are 
maintaining them. Even at Essex University, different 
types of MUD have sprung into existence, with ROCK 

being the first 'unofficial' MUD, based on !TV's Fraggle 
Rock. Soon afterwards, CRUD appeared, a humorous 
take-off of the genuine MUD, written by Jez the Wizard. 
A student at Essex, Martin Fry (or Yawn the Witch) 
further modified CRUD to produce BLUD, a hyper­
violent (as opposed to super-violent, which might be 
considered the norm in MUD) game, where the sole aim 
of the players is to kill things. The latest MUD to appear 
is UNI, a game based on the actual campus of the Essex 
University, which had many sarcastic descriptions of 
various locations (like the student's pub). 

What all this points to, is that MUD is not a one-off 
occurrence. Instead, it's just the first of a new gener­
ation of computer game. The launch of MUD-2 marks 
the second step of MUD'S advance into our lives. 
Instead of having its availability restricted to the few 
Who could reach Essex in the dead of night, it will be 
up during 'normal' hours, thus allowing 'normal' 
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people to play. The re~ul~s of th~s should be surpris­
ing, but it's not unreahsuc to th_mk that_ the av~rage, 
everyday business man would enJOY a qmck session of 
'Hack & Slay' after work, is it? Tale~ted games 
designers who would like to use the mulu-u.ser soft­
ware to implement their own games designs are 
encouraged to get in touch with MUSE Ltd (see 
Appendix B). 

Now that you've read the book, I suggest _YOU 

actually play the game. While you may have so~e idea 
of the nature of MUD, nothing can really describe the 
thrill of being chased by an axe-wielding maniac, as 
you flee for your life! So, with that I'll let you go, to 
play MUD, to journey into the Land, perhaps never to 
return. 

Append~x A 

A LOGGED GAME OF MUD 

The following is an actual logged game of MUD on the 
Essex University DEC-10. (Essex University has the 
earlier version of MUD: at the time of writing the new 
MUD was not available.) 

As our intrepid adventurer, Pathos, set out on his 
expedition across the Land, he encountered several 
other players, including a few of those mysterious and 
unfathomable wizards. Eventually, Pathos reached the 
shrine, where people can teleport themselves to the 
secret sanctum, which contains four highly valuable 
icons. To do this, however, required several other 
people to meditate as well, giving him sufficient 
'power' to make the 'jump'. So he enlisted the aid of 
two other players, and finally magically transported 
himself to the sanctum! 

However, there was a mistake in his plans: he forgot 
about the iron golem that guards the treasure in the 
sanctum, and arrived without a weapon with which to 
dispose of it! Pathos found himself faced with a 
problem. Was he going to go back to the mainland 
empty handed, and disappoint those who had been 
helping him out, or would he risk life and limb and 
brave the evil golem? Unwilling to face up to his error, 
Pathos gritted his teeth and attacked the monster with 
his bare hands! It was a furious battle, but Pathos was 
blessed with incredible luck (or perhaps a kindly, but 
anonymous wizard helped him out?) and the creature 
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barely landed a blow on him. So this time Pathos easily 
won the battle. Instead of taking the traditional path 
back to the mainland, as outlined by Aphrodite the 
Heroine (who naturally wanted her share of the loot 
pronto!), he decided to leave the sanctum via its exit to 
the galleon, which lies wrecked off the coast of the 
Land. He found it had been mostly ransacked, but 
discovered a raft and some silk that the looters had left 
behind. He also ventured into the captain's cabin, 
where mortals can leave permanent messages by writ­
ing in the captain' s log book. (If you do write in the 
book you get a charming message from MUD telling 
you, You feel proud to have left your mark on the 
Land ... . ) 

Using his new-found raft to head for home, Pathos 
ran aground on the Isle of Woe, where the powerful 
magic contained in the arches made. him temporarily 
invisible! (This is indicated by a pair of parentheses 
surrounding the * which prompts the player for 
commands.) 

Invisible, but still quite determined, he sailed quick­
ly for the shore and made his way to the start where he 
wanted to rendezvous with the other players whose 
prayers had helped him to the sanctum. There he w~s 
going to give each of his friends an icon fo~ the~r 
troubles. Tardis was there in the swamp to receive h is 
reward but Aphrodite was a bit slow to arrive so the 
temptation to swamp the icon he had promised her 
proved too great for him to resist! So he unloaded all 
the treasures he discovered on his brief (but harrow­
ing) journey. Tired, but satisfied by a reasonably 
successful bout of adventuring (and not wanting to 
hang around to make excuses to Aphrodite), Pathos 
decided to call it a day, knowing that in the near future 
he would return to explore further. Who knows, 
perhaps next time he would sail beyond the ship to the 
island, and meet the dreaded fire-breathing dragon! 

Notice how almost all of MUD's commands can be 
abbreviated. Pathos does not bother to type words like 
SCORE or KILL or SHOUT in full. He simply uses sc or k 
or sh. QU I CKWHO is similarly reduced to qw - and 
since fast typing is often inaccurate MUD accepts wq as 
the same. 
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Another feature which the log shows is how MUD 
takes over the fighting once the fray has commenced. 
All Pathos could do once his battle with the golem had 
commenced was keep his fingers crossed ... . 

Here then is the complete log of Pathos the 
Champion's session of MUD. 

ESSE X UNIVERSITY: Multi-User Dungeon . 
This Mud created: 17th July 1985 at 12:09:08 
Or igin of version: 06:19:21. 
Accuoulated game ti1e: 5 1ins 2 sees . 
Wel come! By what name shall I call you? 
•PATHOS 

Th is persona already exists - what's the password? 
•Password 
Yes! 
Your last game was today at 6:24:32. 

Hel lo again, Pa thos the cha.pion! 
Narrow road between lands. 
You are stood on a narrow road between The Land and whence you ca1e. To the 
nort h and south are the small foothills of a pair of majestic mountains with 
a large wall running round. To the west the road continues, where in th; 
d is t~ nce you can see a thatched cottage opposite an ancient ce.etery . The wa y 
out 1s to the east, where a shroud of mist covers the secret pass by which you 
entered The La nd . 
Mugsa non the witch is here, carrying key 

•Fanman the enchante r has just arrived. 

*"H ; Wiz ard 

• 
Mugsanon the witch says "Hi Patho s" 

•who 
Mar i a the sorceress is playing 
Pathos the champion is playing 
Fanman the ench ant er is playing 
Mugsano n the witch is playing 
Tana the l egend is playing 
Aphrod ite the wa rrior is playing 
Jethro is playing 
Grobb le the legend is playing 
Kalama zoo the superhero is playing 
Rebe cca the necromancess is playing 
Stev is playing 

•s 
Footh ills . 
These are some foothills to the tall mountains which tower above you to the 
east. Travel in that direction is ilpossible because of a tall stone wall 
built by the locals when they learned of the creatures dwelling within Th; 
L~nd ••. To the north runs an east-west road, and to the west is forest. The 
hi lls rise slowly to the south. 
There is a small hole in the ground, about 5 inches across. It bends too 
sharp ly for you to see anything down it. 

•s 
Cave. 
Th is is a cave , wherein once dwelled a herm i t in times long passed. Above is a 
huge 1ountain towering a.ongst the clouds, and outside can be seen a pasture, 
s1all cottage and a cemetery in the distance . At the east end of the cave is a 
small opening in the wall. 

•s 
Rap ids. 
Y~u are on the bank of some dangerous rapids . Beyond them to the east the 
river goes underground; to the west it continues out of sight , and you can 
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hear a thundering as of falling water fro• that direct i on. To the sou th can be 
seen (and nelled!) a fu1 i ng swaop, and southeast is a sull pond. 

•s 
You are waylaid in a treacherous swaop . 

•w 
Dense forest. 
You are wandering around i n so1e dense forest, to the south of a pleasa nt 
pasture, and to the west of a fu1 i ng swaop. To the southwest the forest opens 
up onto a oaQical glade . 

•s 
"agical glade. 
You are in a oagical glade, surrounded by forest. East and west it loo ks 
inpenetrable, but in the northerly directions the trees are less dense. I n the 
southerly direct i ons, the trees are of soft pine, and through them to the 
southwest can be gl i 1psed a sundial. 

•se 
Entrance to badger's sett. 
You are i n part of a l arge pi ne forest. Northwest, the forest opens up ont o a 
1agical glade, and in all other direct i ons the forest continues, altho ugh in 
sooe the trees are too thick to permit passage . In front of you, in the 
ground, a hole leads downwards i nto a badger's sett. 

•se 
Pine forest. 
You are wandering around a1ongst so.e soft pine trees. All about you are 1ore, 
sooe densely packed and others allowing passage through. Through the tree s to 
the southeast you can see what appears to be a bandstand. 

• se 
You hear the clear notes of a flute ringing through the air. 

• 
Bandstand. 
You are stood in a bandstand in the midst of the pine forest. All 
are trees denser in the easterly directions than i n the westerly 
bandstand'hasn't been used for some ti1e, obv i ously with it being 
1iddle of a forest, and in places its paint is peeling, but it is 
a surprisingly fine exa1ple. 

•sw 
Pine forest . 

a round you 
ones. The 
· n the 
eve rt he less 

You are wandering around aoongst sooe soft pi ne trees. All about you are 1ore, 
some densely packed and others allowing passage through. To the northeast 
through the trees can be made out a wooden building something like a 
bandstand. To the southeast there looks to be sou sort of relig i ous shr ine. 

* se 
Shrine. 
You are inside a soall yet sacrosanct shrine. A sense of deep respectfu lness 
fills this 1odest roo1. The way out, into a pine forest, is to the nor th west. 
It is obvious that the shrine was meant to be used for quiet oed i tat i on, like 
similar chambers. 

•sh Does anyone want to 1ed i tate wi th 1e? 

•pray 
Worship in these parts is custooari Ly conducted near idols, usually the ir eyes 
i f there are prec i ous stones there. 

•qw 
Pathos the cha1p i on 
Blatch the enchantress 
"ar i a the sorceress 
Bl i nk 
Fan1an the enchanter 
"ugs the ne crooancer 
Tard i s the hero 
Aphrod i te the hero i ne 
Je t hro 
Grobble the legend 
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Kala 1az oo th e enchant er 
Rebe cc a the nec r ounc es s 
Ste v 

1a l e voic e in t he dist anc e shouts "T ardis" 

• 
Aphrodi te th e her oin e tells you " I will" 

fe ma l e voic e in t he dist anc e shouts "y ep i do blink . " 

ma le voic e in th e distanc e shouts 11 kalamazoo ( in tree 

•sh Ok, ! 1 in th e s hrine . The rest of you ge t rea dy! • 
A ma l e voic e in th e dist anc e shouts "Tard is in cave" 

• 
Aph r od i te the hero i ne t e l l s you "r ea dy?" 

* 
Tardis the hero tells you "Tard i s i n ca ve." 

•sh Ok, l ets t ry now!!! 

•med i tate 

)" 

You feal a gr eat tranqui li t y f i l li ng yo ur be ing, and whe n you cease your 
oeditation, you are i n a strange pla ce ..• 
Outer sanctum. 
A golem of so li d i ron stands here as guard i an of the i nne r sanctu1 . 

• sh UH1 •• is this gole1 pretty tough? 
Aphrod i te the hero i ne te l ls you "ok?" 
A 1ale vo i ce i n the distance shouts "Id i ot. Yes, pretty tough." 

• 
Aphrodite the heroine tells you "Prett y tough. you got a weapon I hope? " 

Kalamazoo the enchanter tells you "what a prat 

• wish, U111111, 1ay I ha ve a weapon ? 
Your spel l works, but the power of t he ug i c you ha ve i nvoked causes you to 
fall into a deep slumber ... 

You can't get to sleep i n th i s small place. 

Aphrod i te the heroine tel l s you "i f you sur viv e get i cons and med i tate out " 

•aphrod i te ok 

•kala1azoo Fi rs t t ime fo r every th ing! 
A male voic e in t he distance shouts "Or a sword ..• " 

•sc 
Score to date: 1766 
Level of expe ri en ce: Champ i on 
Strength: 90 St ami na : 85 De xter i t y: 92 Se x: u le 
"axi 1u1 s taoi na: 85 
Weight carried: Og (ma x. we i ght: 90000g) 
Object s carr i ed: 0 <ux . numbe r: 11> 
Games pl ayed t o date : 2 

• 
A 1ale voic e in the di s t anc e s houts "Ap hro cl a ios to have do ne i t wi t h a bra nd 
once thoug h. " 

• 
Kala 1az oo the ench ante r te ll s yo u "y eah well , u shoul d have as ked sooe one 
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•look 
Outer sanctu1 . 
You find yourself in the outer sanctu• of so1e strange, holy temple. All abou t 
you, the walls see• to be a hazy, for1less blackness , but there is a vis i ble 
opening to the north fro1 whence co1es an errie, golden light. 
A golu of solid iron stands here as guardian of the inner sanctu•. 

A fe1ale voice in the distance shouts "I was a novice and had 1 sta1 left 
afterwards. I was lucky" 

•sh llel I.. here goes! 

•i 
You aren't carrying anything! 

•kill gole• 

•The viciousness of a whack by the gole1 sends you sideways. 
Dazedly you pull through, and press forward into the contest. 
Your 1is-ti1ed return blow at the gole• is effortlessly shrugged off. 

•You easi Ly evade a poor swing fro1 the golem. 
You bash the golem with a punishing forehand! 

•You co1fortably shrug off a feeble thu1p by the gole1. 
You wallop the gole• with a crushing whack! 

•You easi Ly shrug off a clu•sy fo r ehand by the gole1 . 
You strike out at the gole1 with a stunning cross! 

•You effortlessly shrug off a bungled forehand by the gole• . 
You strike ho•e at the gole1 with a stunning blow! 

•You narro wly evade a feeble swing from the gole1 . 
You soite the golem with a furious forehand! 

•Your last thum p was the end of the gole1! 
You are victorious - this ti1e .. • 

• 
Aphrodite the heroine tells you "right hook, right hook, body blow" 

Aphrodite the heroine tells you "j ab jab uppercut!" 

Rebecca has been exorcised. 

•Sh That was easy!! (phew) 

•sc 
Score to date: 1826 
Level of experience: Champion 
Strength: 90 Stamina: 74 Dexterity: 92 Sex: male 
"axi•u• staoina: 85 
Weight carried: Og Coax. weight: 90000gl 
Objects carried: 0 Coax. number: 11) 
Gaoes played to date: 2 

A male voice in the distance shouts "By the way, I already lost a champ ii on to 
it tonigght: with axe!" 

• 
Tardis the hero tells you "U know how to get back?" 

•tardis Yeah 

Tardis the hero tells you "where 1eet?" 

Inner sanctum. 
A •arvellous icon depicting the inner sanctum lies here. 
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glorious icon depicting an ancient chamber lies here. 
valuable icon depicting a shrine lies here . 
beautiful icon depicting a hallowed chamber lies here . 

•get all 
Icon taken . 
Icon taken . 
Icon taken . 
I con ta ken . 

• i 
You are currently holding the following: 
icon icon icon icon 

•exits 
south Outer sane tum . 
in Outer sanctu1. 
out Outer sane tu1. 
north Vicious rocks. 
northeast Vicious roe ks. 
east Vicious rocks. 
southeast Vicious roe ks . 
southwest Vicious roe ks . 
west Vicious rocks. 
northwest Vicious roe ks . 
swa1p Vicious rocks. 
ju1p Vicious rocks. 

• 
Aphrodite the heroine tells you "meditate now" 

•aphrodite I will do the ship . 

• 
Tardis the hero tells you "Well? meditate!" 

•n 
Vicious rocks. 
An ani1a t ed skeleton bars your way. 

•ki ske leton 

•The strength of a blow by the skeleton sends you sideways. 
Yet courageously you carry on, and charge back into the action . 
Your follow - through thrust sends the skeleton to the ground! 

•You si1ply parry a patnetic punch by the skeleton . 
You take ai1 at the skeleton with a 1ighty cross! 

•You easily elude a poor punch fro• the skeleton. 

•The savageness of a thu1p f ro1 the skeleton sends you staggering . 
But you pull together , and launch yourself into the tussle . 
Your follow-through cross sends the skeleton sideways! 

•You are stricken by the force of a slash f ro1 the skeleton! 
Groggily you compose, and stagger forward into the me lee. 
Your next blow sends the skeleton flying! 

Aphrodite the heroine tells you "check for raft first!!" 

•Your last swing took the life of the skeleton! 
You are victorious - this time . . . 

• n 
Deck . 

•d 
Hold. 
A raft, large enough to carry one person, has been left here. 
Lying on the floor is some fine silk. 

• get raft,si lk 
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•Raft taken. 

•Silk taken. 

•u 
Deck. 

•Crow's nest. 
The golden earrings of so1e fotgotten pirate lie here. 

•get all 

•Earrings taken 

•e 
Deck. 

•Steps. 

•e 
Poop deck. 

•w 
Steps. 
•w 

•Deck. 

*in 
Captain's cabin. 
An inky quill-pen has been left here. 
The log of Captain Oliver is here. In i t is transcribed the following: 
"Hack and Slay, Hack and Slay, Hack and Slay!" 
"Shadow's still lengthening, in a 2060 stylee!" 
"Gail was here all alone and without Richard (sob) ..• " 
"Anana was here with the 5 zombies and 1 skeleton!" 
"Was he? So that makes 6 zo•bies and a skeleton all together?" 
" ••• dogn't miss the Gno1e at Home - 01-348 3247 •• Cadvt!l" 
"Duncan the wizard played fro1 California ••• All by himself!'!" 
"fodded everyone else did he?" 
"Hack & Slay ••• and slay .• and slay •• and slay!" 
"Hioani, daughter of the Himalayas writes in the log at last!!!" 
"I love you, Hi111ani !xxx" 
"I.Buryua & Sons <Undertakers> -----------------------------" 
"Can the following please leave their measurements: Math, Romnan•, Gna" 
" • • gwhoops gwrong gnumber - Gno1e At Home on 01-888 8894 Cadvt ! )" 
"Essex is in its death throws • . •• see you guys some time (Yawn Bsc.Hons" 
"jane collett of Richmond was here,thanks to darling bytor!" 
"Darling Bytor was here - thanks to no-one!" 
"Hello fro• Maria..... love and kisses to you all!" 
"the original MEEPIE has been here - watch you feet" 
"(prev message cot'dl & slay & slay & slay!!!!" 
"frobozz the wiz and kate the mortal were married in essex mud on" 
"july Sth 1985 by Erekose the cleric" 
"Jessica the infa1ous oanaged to al get here & bl get thru to Gno1e at" 
"Ho1e - whatever next?! a delivered De1on 1ode1 ? hehehe" 
"Ok dan • • •• i actually 1ade it!" 
"And i made it again dan •••• signed andie" 
"Isn't it fun when your invisible with the egg?hehe" 
"Well is 58k in one night a record? took 1e 7 hours" 
"Make that 64k •••• " 
"AtAt last!!! I've finally found out how to wr ite in this book!" 
"satan has claimed yet another legend hehehehe" 

An ancient chart lies in its frame here. 

•out 
Deck. 

•s 
Vicious rocks. 

•i 
You are currently holding the following: 
earrings silk raft icon icon icon icon 
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•s,s,s 
Sea. 
Sea. 
North part of Isle of Woe. 

•s 
South part of Isle of Woe. 

•n 
North part of Isle of Woe . 

(t)n,n,n 
Sea . 
Sea. 
Vicious rocks . 

(•) e,ne,n,ne,e 

C*lSea. 
Sea . 
Sea. 
Sea. 
Stony beach . 
Scrub slope. 

(t) s 
Dangerous cliff. 

C•ls 
forest on steep slope. 

C•ls 
Dense forest . 

(t) s 
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A fe1ale voice in the distance shouts "Yes, tell 1e where!" 
Dense forest. 
There is a felled yew tree here. You can see that the hollow stu1p leads down 
to the depths. 

(*) s 
Beaten track. 

C*l e 
Road opposite cottage. 

(*) e 
Narrow road. 

C*l e 
Narrow road between lands . 
"ugsanon the witch is here, carrying nothing 
Grob is here, carrying nothing 

C•lSh Co1e to the start if I owe you an icon . 
(*)Tardis the hero has just arrived. 

C•lEdicius has just arrived. 
Tardis the hero has just left. 

C*lTardis the hero has just arrived. 

(*)give icon to tardis 
(*) 
Icon given to Tardis the hero . 
(t) 
In the distance you hear a sudden rushing sound, as if a huge torrent of water 
has just started to flood so1ewhere . 

(*) s 
foothills. 
There is a soall hole in the ground, about 5 inches across. It bends too 
sharply for you to see anything down it. 
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C•lStev has just arrived. 

(*)Jethro the warrior has arrived. 

(*)Jethro the warrior has just left. 

(t) 

Cave. 

C•lStev has just arrived. 

CtlRapids. 
C•ls 
You are waylaid in a treacherous swamp . 

•drop icon,icon,icon,silk 

Icon dropped. 
Icon dropped. 
Icon dropped. 
Silk dropped . 

C•lsc 

CtlScore to date: 1851 
Level of experience: Champion 
Strength: 90 Stamina: 61 Dexterity: 92 Sex: male 
"aximum stamina: 85 
Weight carried: 10500g Cmax . weight: 90000gl 
Objects carried : 1 Cmax. number: 11l 
Games played to date: 2 

(t) 

(*)"ensch the superhero has just arrived. 

(*)"ensch the superhero has just left. 

(•) 
A female voice in the distance shouts "Oh no , not again!" 

(•)save 

Pathos the champion saved. 

(t) 
A male voice in the distance shouts "WHAT OIO YOU 00 THAT FOR" 

C•ln 
Rapids. 
It is snowing . 

C•lEdicius 
(Pathos the champion) 
Blatch the enchantress 
"aria the sorceress 
Oimar the hero 
"ensch the superhero 
"ugsanon the witch 
Tardis the champion 
Aphrod it e 
Grob 
Kalamazoo the warrior 
S tev 

East pasture. 

C•ln 

You hear the clear notes of a flute ringing through the air. 

(•)In front of hut. 

•"Ah well .. time to go home. 
•quit 
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Appendix B 

USEFUL ADDRESSES 

MUSE MUD 

Multi-User Entertainment Ltd is the company set up 
to write the software for MUD and its successors. They 
are responsible for licensing the game and for looking 
after the users in the new version co-published with 
British Telecom. A MUD starter pack costs £20. It 
includes a map, a booklet containing hints and tips, a 
password protected account and your first three hours 
in the game free. Thereafter MUD costs between £r and 
£2 per hour depending on how much time you 
purchase in advance. 

MUSE Ltd, 
6, Albemarle Way, 
London EC r V 4JB 

Telephone: (or ) 608 rr7r 

COMPUNET MUD 

Originally set up for Commodore 64 owners, Com­
punet sell a special modem enabling you to access the 
original MUD as well as offering various other services. 
They now offer associate membership to people who 
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have different micros and modems. MUD on Compunet 
costs around £3 per hour. 

Compunet Teleservices Ltd, 
Metford House, 

15-18 Clipstone Street, 
London WrP 7DF 

Telephone: (or) 637 0942 

Packet Switch Stream 

A PSS account is essential if you want to play on Essex 
University in the middle of the night or don't want to 
pay for long-distance calls to the MUSE/BT Vax. The 
University's NUA is A22064rr4rr and, once through, 
you LOG 2653. 2653. The pa~sword is G.LJ.ESTS. Then 
you just type MUD. At the time of wntmg only 20 
players are permitted on the system simultaneously, 
however. The NU A of the new MUD is not available at 
the time of writing but contact MUSE to find it. A 
PSS account costs around £25 per year and around £r 
per hour to play MUD. There are no charges to use the 
Essex DEC-ro but the hours are unfriendly and it's 
difficult to get in. 
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Packet Switch Stream, 
G07 Lutyens House, 
r-6 Finsbury Circus, 
London EC2M 7 LY 

Telephone: (or) 920 066 I 

OTHER TITLES PUBLISHED BY 
CENTURY COMMUNICATIONS 

These books from Century Communications will also 
be of interest to all computer and communications 
enthusiasts. Send a large stamped addressed envelope 
for our complete stock list and catalogue showing other 
books and software available. 

********* 
Artificial Intelligence and Computer Games 

Richard Bartle 
ISBN o 7126 0661 o 

£9.95 

********* 
Hotline: A Personal Guide to 
Computer Communications 

Ben Knox 
ISBN o 0916 0313 

£6.95 

********* 
The Hacker's Handbook 

Hugo Cornwall 
ISBN o 7126 0650 5 

£4.95 

********* 
Talking to the World 

John Newgas 
ISBN o 7126 0558 4 

£5.95 

********* 
The Micronet Handbook 

Barbara Rickford 
ISBN o 7126 0421 9 

£6.95 

********* 
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