


















































to tell our messages to each other. Milton 
and I agreed that tonight was the right 
time." 

"And now you can't remember where 
the messages are?" you ask. 

"No, by thunder. We have the mes­
sages," Jonador says, giving the wall an­
other healthy smack. "Zark' s torture is 
more cruel than that - we cannot re­
member how to uncode them! And the ring 
must be found today!" 

"Well,'' you say, still yawning because 
of the early hour, "I guess the first thing 
to do is tell me the coded messages." 

Suddenly Jonador leaps at you. "What 
is this? Are you trying to trick us into re­
vealing the secret of the ring?" he says. 

"Jonador! Has Zark' s spell also chased 
your senses from your brain?" Milton says, 
rushing over to pull Jonador' s hands from 
your throat. "Surely this is the one person 
we may trust." 

Milton goes first. He takes a small pur­
ple leather pouch from around his neck. 
He unties the many knots that lock the bag 

48 

and hands you a small piece of parch­
ment. On it, half of King Thalem's mes­
sage is written. Jonador also takes a piece 
of parchment from an identical pouch and 
gives it to you. 

Jonador' s message from his father says: 
TEIGSNHCVSOE. And Milton's reads: 
HRNIITEAETN. 

"But these are just letters," you say, 
looking at the messages. 

"They are more than that," Jonador says. 
"They are the last instructions of a king to 
his sons." 

"Young wizard, the lives of everyone in 
Karn depend on your figuring out what 
these letters mean," Milton reminds you. 

"Then let's see what the Magic Micro 
has to say about this alphabet soup," you 
say. 

The Magic Micro is a whiz at decoding! Type 
in this program very carefully. When you have 
typed these lines, turn to the Magic Scroll on 
pages 74-75 and type in the lines listed for your 
computer. When the program asks What's ]on­
ador' s code?, answer by typing in Jonador' s 
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jumbled half of the message. Type in Milton's 
jumbled half when the computer asks for it. Be 
sure to get each message right, or the Magic 
Micro won't be able to help you decode the 
message. 

PROGRAM 5 

100 REM JONADORS CODE 
110 GOSUB 900 
120 PRINT "WHAT'S JONADOR'S CODE?" 
130 INPUT J$ 
140 PRINT "WHAT'S MILTON'S CODE?" 
150 INPUT M$ 
160 FOR I=l TO LEN(J$) 
170 A$=J$:SB=I:SE=l:GOSUB 800 
180 PRINT XC$; 
190 IF I >LEN(M$) THEN 230 
200 A$=M$:SB=I:SE=l:GOSUB 800 
210 PRINT XC$; 
220 NEXT I 
230 END 

"The wizard has figured out the mes­
sage!" Baffle shouts. 

"But what's the cave stone?" you ask. 
"The cave stone is like a key. It opens a 

secret vault in the cave where our father 
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is buried. You shall soon see it for your­
self. Baffle, make certain we have the 
swiftest horses for our early-morning ride," 
Milton says. 

Day is just breaking over the mountain­
tops when you arrive at the cave. It is 
marked with the emblem of the king -
the golden eagle. 

"You must wait outside, wizard," Mil­
ton says. "No one but kings may enter this 
cave - only dead kings and the living 
kings who bury them." Then he and Jon­
ador disappear into the cave. 

You wait with Baffle, and before too long 
the two kings return. Milton is wearing the 
Ring of the Purple Sea Mist. "We must 
hurry to show it to King Rafscol, our 
neighbor. We must assure him that our 
intentions are peaceful," Milton says. 

"It is a dangerous journey," Jonador says. 
"Who shall carry the ring to Rafscol ?" 

For a minute, the brother kings look at 
each other. Then Jonador and Milton look 
straight at you. 

Oh, no - not again! 
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Chapter 8 

You set out to see King Rafscol. You must 
get him the ring before sundown, and 
you're not even sure where to find him. 

You run down the road. And when you' re 
too tired to run, you walk. Jonador and 
Milton gave you quick directions. You hope 
you got them right. 

"Hold on there," a voice calls to you from 
behind a tree. A knight pointing his silver 
sword steps onto the road in front of you. 
"That's just what I was looking for," the 
knight says, pointing to the ring you are 
wearing on your finger. "Come with me." 

But you don't want to go with him. So 
the knight drags you by the arm. "Where 
are you taking me?" you shout. 

The knight is soon joined by more 
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knights. They all lead you toward a large 
tent. Inside, a pig is roasting over red-hot 
coals. The knight pushes you to your knees 
and says in a loud voice, "His majesty, King 
Rafscol!" 

Then a man who's shorter than anyone 
you've ever seen walks into the tent wear­
ing a golden crown and a long white fur 
cape. He takes the ring from you and 
frowns. He looks like someone who didn't 
get what he wanted for Christmas. 

"Your majesty, Karn will keep the peace. 
Will you?" you ask. 

King Rafscol ignores you and says, "Send 
a messager to tell my queen I've had a 
change of plans. I'll be home for dinner 
tonight!" Home for dinner - those words 
have a wonderful sound to them! 

Several days later you finally return to 
Karn. Jonador and Milton thank you and 
propose another celebration. But you want 
only one kind of celebration: a welcome­
home party. You can't wait for your Magic 
Micro to take you back where you belong. 

After saying good-bye, you once again 
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stand in the dark forest outside the King­
dom of Karn. You' re just about to enter the 
program in your Magic Micro when an old 
man walks slowly up to you. His hair is long 
and gray, his black cape worn and ragged. 

"Zark?" you ask. You can hardly believe 
it is the same person. "You look like you've 
be run over by a tank. What happened to 
you?" 

"You have defeated me twice, but you 
shall not do it again and ruin me," Zark says 
in a weak voice. 

"Zark, I'm going back to my time. We 
can say good riddance to each other," you 
say. You enter the program in your Magic 
Micro ... but nothing happens. 

"I have put a spell on you," Zark says 
with a laugh. "This is your punishment." 

"Well, I've got to say this for you - you 
don't give up," you tell the evil wizard. 

"All over Karn people are celebrating," 
Zark says. "Bonfires and candles are being 
lit because you have avoided war by 
showing the neighboring kingdom the Ring 
of the Purple Sea Mist as a symbol of 
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Karn' s peaceful intentions. But you will 
never be able to return to your time -
unless you can extinguish all of the flames 
before midnight!" 

"All the candles before midnight! That's 
impossible!" you cry. You should lmow that 
the word "impossible" really makes your 
Magic Micro start humming. 

Let's try it anyway, say the words on its 
screen. 

Type the following program into your com­
puter. When you have typed these lines, turn to 
pages 76-79 and type in the lines listed for your 
computer. When you have finished typing, run 
the program. Turn to the Magic Scroll on pages 
79-80 and find out how you can use this pro­
gram to blow out all the candles in the kingdom 
of Karn! 

PROGRAMS 

100 REM CANDLES 
110 GOSUB 900:GOSUB 960:GOSUB 970 
120 X0=l:Y0=INT(SH/2) 
130 RX=SW-5:GOSUB 930:Xl=RD+4 
140 RX=SH-l:GOSUB 930:Yl=RD 
150 VT=Yl:HT=Xl:GOSUB 910 
160 PRINT "'"; 
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170 VT=Y0:HT=X0:GOSUB 910 
180 PRINT "X"; 
190 FOR I=l TO WS 
200 GOSUB 940:IF KY$=NU$ THEN 390 
210 IF KY$<>"I" THEN 250 
220 GOSUB 430 
230 Y0=Y0-l:IF Y0<1 THEN Y0=1 
240 GOTO 170 
250 IF KY$ <>"J" THEN 290 
260 GOSUB 430 
270 Y0=Y0+l:IF Y0>SH-l THEN Y0=SH-l 
280 GOTO 170 
290 IF KY$ <>" II THEN 390 
300 B=B+l:IF B>25 THEN 470 
310 FOR J=2 TO Xl-2 
320 VT=Y0:HT=J:GOSUB 910 
330 PRINT " - >"; 
340 NEXT J 
350 GOSUB 910:PRINT " "; 
360 IF Y0 <>Yl THEN 390 
370 C=C+l:IF C=20 THEN 450 
380 GOTO 130 
390 NEXT I 
400 B=B+l 
410 VT=Yl:HT=Xl:GOSUB 910:PRINT II "; 

420 GOTO 130 
430 HT=X0:YT=Y0:GOSUB 910 
440 PRINT II ";:RETURN 
450 GOSUB 900 
460 PRINT "YOU GOT THEM ALL!":END 
470 GOSUB 900 
480 PRINT "YOU RAN OUT OF BREATH" 
490 PRINT "AFTER ";C;"CANDLES." 
500 END 

As soon as all the candles and flames go 
out in Karn, there is a large flash of light-
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ning in the sky above the forest. When you 
open your eyes, Zark looks even older. His 
clothes are even more ragged. 

"Excuse me," he says in a low, hoarse 
voice. "I am only a lowly beggar, but can 
you give me something so that I may eat 
and find shelter? The nights in the forest 
are very bitter." 

"Zark, don't you know me?" you ask But 
you can tell by his face that he is no longer 
a wizard. And he is no longer Karn' s 
strongest enemy. He is now just a wan­
dering beggar and you are a stranger to 
him. Slowly you take the golden eagle 
medallion Jonador gave you from around 
your neck You hand it to Zark. "This will 
protect you from now on, old man," you say. 

"I think we'd better be getting home," 
you say to the Magic Micro. Quick as you 
can say "RUN," your Magic Micro takes you 
away from Karn and back to your own time 
and your own home . . . until you' re ready 
to take off on another adventure with the 
amazing Magic Micro. 
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Magic Scroll 

The Magic Scroll is here to help you. 
Flip through the next few pages. Find the 
heading for the kind of computer you are 
using. The Magic Scroll will tell you what 
lines to add and what lines to take out to 
make each program run on your com­
puter. The Magic Scroll will also tell you a 
little bit about each program. 

PROGRAM 1 

Changes: 

60 

If you have an Atari, add these lines to 
Program l. (Line 960 must be typed as 
one line.) 

900 PRINT CHR$(125):RETURN 
910 POSITION VT-1,HT+l:RETURN 
930 RD=INT(RND(0)*RX+l):RETURN 
960 SW=38:SH=24:AC=25: 

AS=l28:MU=25S:RETURN 
980 SOUND 0,RD,10,8 
985 SOUND 0,0,0,0:RETURN 

PROGRAM 1 

If you have a Radio Shack Color Com­
puter (requires extended BASIC), add 
these lines to Program l. (Lines 910 and 
960 must each be typed as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-l)*SW+0.5): 

PRINT @HZ, 1111
; : RETURN 

930 RD=INT(RND(RX)):RETURN 
960 SW=32:SH=l6:AC=l2:AS=l28: 

MU=255:RETURN 
980 SOUND RD,5:RETURN 

If you have a VIC-20, add these lines to 
Program l. (Lines 910 and 960 must each 
be typed as one line.) 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT: 

POKE FG,0:SYS PL:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
960 SW=22:SH=22:AC=30:AS=96: 

XT=782:YT=78l:FG=783:PL=65520: 
Mll=l20: RETURN 

980 POKE 36878,15 
982 POKE 36874,RD+l28:RETURN 
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PROGRAM 1 

If you have a Radio Shack TRS-80, add 
these lines to Program 1. (Lines 910 and 
960 must each be typed as one line.) 
Also remove lines 60 and 70. 
900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-l)*SW+0.5): 

PRINT @HZ,"'';: RETURN 
930 RD=INT(RND(RX)):RETURN 
960 SW=64:SH=l6:AC=30:AS=33: 

MU=255:RETURN 
980 RETURN 

If you have an Apple II+ or Apple Ile, 
add these lines to Program l. Also re­
move line 60. 
900 HOME:RETURN 
910 VTAB(VT):HTAB(HT):RETURN 
930 RD=INT(RND(l)*RX+l):RETURN 
960 SW=38:SH=24:AC=30:AS=33:RETURN 
980 PRINT CHR$(7):RETURN 

If you have an IBM PC or PCjr, add 
these lines to Program l. Also remove 
line 60. (Line 960 must be typed as one 
line.) 
900 CLS:RETURN 
910 LOCATE VT,HT:RETURN 
930 RD=INT(RND*RX)+l:RETURN 
960 SH=24:SW=78:AC=39:AS=l74: 

MU=l900:RETURN 
980 SOUND RD+50,6:RETURN 

62 

PROGRAM 1 

If you have a Commodore 64, add these 
lines to Program 1. (Lines 910 and 960 
IJlUSt each be typed as one line.) Also 
remove line 60. 
900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT: 

POKE FG,0:SYS PL:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
960 SW=40:SH=24:AC=30:AS=96: 

XT=782:YT=78l:FG=783:PL=65520: 
RETURN 

980 POKE 54296,15 
982 POKE 54273,34:POKE 54272,75: 
984 POKE 54273,0:POKE 54272,0: 
985 FOR Kl=l TO 20:NEXT Kl 
986 RETURN 

About the program: 

When you type in your destination and 
press ENTER, the flashing lights and 
music transport you right to the Kingdom 
of Karn. To do this, the program gener­
ates 150 random sounds and 150 random 
characters at various places on the screen. 

Note: The Commodore 64 and Apple only 
produce one sound, and the Radio Shack 
TRS-80 does not have sound. 
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PROGRAM2 

Changes: 
If you have an IBM PC or PCjr, add 
these lines to Program 2. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 CLS:RETURN 

If you have a Commodore 64, add these 
lines to Program 2. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 PRINT CHR$(147);:RETURN 

If you have an Atari, add these lines to 
Program 2. 

115 DIM A$(80), XC$(1) 
800 XC$=A$(SB,SB+SE-l):RETURN 
900 PRINT CHR$(125);:RETURN 
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PROGRAM2 

If you have an Apple II+ or Apple Ile, 
add these lines to Program 2. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 HOME :RETURN 

If you have a Radio Shack Color Com­
puter, add these lines to Program 2. 
(Line 800 must be typed as one line.) 

800 XC$=MID$(A$,SB,SE):RETURN 
A$=A$+B$:RETURN 

900 CLS:RETURN 

If you have a Radio Shack TRS-80, add 
these lines to Program 2. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 CLS:RETURN 

If you have a VIC-20, add these lines to 
Program 2. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 PRINT CHR$(147);:RETURN 
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PROGRAM2 

About the program: 

You must use your Magic Micro to help 
you unlock the magic spell which will tum 
the golden sword into a dove of peace. You 
program your Magic Micro with the 
strange incantation and start choosing dif­
ferent keys numbered from 1 to 25. All you 
need to do is press the key you want to try, 
then wait for the results. When the spell 
becomes clear, you will have succeeded in 

unlocking the secret of the Golden Sword! 
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PROGRAM3 

Changes: 
If you have an IBM PC or PCjr, add 
these lines to Program 3. 

900 CLS:RETURN 
910 LOCATE VT,HT:RETURN 
960 SW=40:SH=24:NU$=CHR$(0):RETURN 

If you have a Commodore 64, add these 
lines to Program 3. (Lines 910 and 960 
must each be typed as one line.) 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT,VT-1: 

POKE FG,0:SYS PL:RETURN 
960 XT=782:YT=78l:FG=783:PL=65520: 

SW=40:SH=24:NU$=CHR$(0):RETURN 

If you have an Apple II+ or Apple Ile, 
add these lines to Program 3. (Line 960 
must be typed as one line.) 

900 HOME :RETURN 
910 VTAB(VT):HTAB(HT):RETURN 
960 NU$=CHR$(0):SW=40:SH=24 

:RETURN 
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PROGRAM3 

If you have a Radio Shack Color Com­
puter, add these lines to Program 3. 
(Line 910 must be typed as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)*32+0.S): 

PRINT @HZ,"";:RETURN 
960 NU$=CHR$(0):SW=32:SH=l6:RETURN 

If you have a Radio Shack TRS-80, add 
these lines to Program 3. (Line 910 must 
be typed as one line.) 

900 CLS:RETURN 
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910 HZ=INT(HT-l+(VT-1)*64+0.S): 
PRINT @HZ,"";: RETURN 

960 NU$=CHR$(0):SW=64:SH=l6:RETURN 

If you have an Atari, add these lines to 
Program 3. (Line 960 must be typed as 
one line.) 

900 PRINT CHR$(125);:RETURN 
910 POSITION HT+l,VT-l:RETURN 
960 NU$=CHR$(0):SW=37:SH=24: 

:RETURN 

PROGRAM3 

If you have a VIC-20, add these lines to 
Program 3. (Lines 910 and 960 must each 
be typed as one line.) 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT,VT-1: 

POKE FG,0:SYS PL:RETURN 
960 XT=782:YT=78l:FG=783:PL=65520: 

SW=22:SH=22:NU$=CHR$(0):RETURN 

About the program: 

This program will be able to say King 
Thalem's name one hundred times in one 
minute, backward and fo1ward at the same 
time. All you have to do is RUN it. Your 
Magic Micro will do the rest! 
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PROGRAM4 

Changes: 
If you have an IBM PC or PCjr, add 
the,se lines to Program 4. (Line 970 must 
be written as one line.) 

900 CLS:REWRN 
910 LOCATE VT,HT:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
970 RANDOMIZE(VAL(RIGHT$ 

(TIME$,2))):N=250:REWRN 

If you have a Commodore 64, add these 
lines to Program 4. (Line 910 must be 
typed as one line.) 

70 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT,VT-1: 

POKE FG,0:SYS PL:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
970 RD=RND(-TI):N=l50:RETURN 

If you have an Atari, add these lines to 
Program 4. 
900 PRINT CHR$(125);:RETURN 
910 POSITION HT+l,VT-l:RETURN 
930 RD=INT(RND(0)*RX+l):RETURN 
970 N=l50:RETURN 

PROGRAM4 

If you have a VIC-20, add these lines to 
Program 4. (Line 910 must be typed as 
one line.) 

900 PRINT CHR$(147);:REWRN 
910 POKE XT,HT-l:POKE YT,VT-1: 

POKE FG,0:SYS PL:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
970 RD=RND(-TI):N=l50:RETURN 

If you have a Radio Shack TRS-80, add 
these lines to Program 4. (Line 910 must 
be typed as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)~'64+0.5): 

PRINT @HZ,""; : RETURN 
930 RD=INT(RND(RX)):RETURN 
970 N=l50:RETURN 

If you have a Radio Shack Color Com­
puter, add these lines to Program 4. 
(Line 910 must be typed as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)*32+0.5): 

PRINT @HZ,"";:RETURN 
930 RD=INT(RND(RX)):RETURN 
970 N=l50:RETURN 
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PROGRAM4 

If you have an Apple II + or Apple Ile, 
add these lines to Program 4. 

900 HOME :RETURN 
910 VTAB(VT):HTAB(HT):RETURN 
930 RD=INT(RND(l)*RX)+l:RETURN 
970 N=l50:RETURN 

About the program: 

Wood Sprite is a game in which you must 
have quick eyes and a good memory. Your 
Magic Micro will show the location of the 
wood sprite as it moves from tree to tree. 
It may start anywhere, but it always visits 
every tree. It may fly in a different order 
each time you run the program, but it will 
always repeat that same order throughout 
the program. 

When you run this program, watch the 
wood sprite very carefully. Memorize the 
order in which it visits each tree. After it 
stops flying, your Magic Micro will tell you 
the last tree it left. You must give the 
number of the tree it would have gone to 
next. 
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PROGRAM4 

Example: Suppose you see the wood sprite 
fly in this order: 

T3 T7 T2 T6 T4 TS Tl 

It will repeat that order several times. 
Then, say your Magic Micro tells you that 
the wood sprite just left tree 6. If you guess 
that it would go to (tree) 4, then you get 
the golden apple. If you guess any other 
number, the wood sprite will escape. 
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PROGRAM 5 

Changes: 

74 

If you have an IBM PC or PCjr, add 
these lines to Program 5. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 CLS:RETURN 

If you have an Apple II+ or Apple Ile, 
add these lines to Program 5. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 HOME :RETURN 

If you have a Commodore 64, add these 
lines to Program 5. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 PRINT CHR$(147);:RETURN 

If you have a VIC-20, add these lines to 
Program 5. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 PRINT CHR$(147);:RETURN 

PROGRAMS 

If you have an Atari, add these lines to 
Program 5. 

115 DIM A$(40),J$(40),M$(40),XC$(1) 
800 XC$=A$(SB,SB+SE-l):RETURN 
900 PRINT CHR$(125);:RETURN 

If you have a Radio Shack TRS-80, add 
th~se lines to Program 5. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 CLS:RETURN 

If you have a Radio Shack Color Com­
puter, add these lines to Program 5. 

800 XC$=MID$(A$,SB,SE):RETURN 
900 CLS:RETURN 

About the program: 

This program will let your Magic Micro 
decode the special message that Jonador 
and Milton share. Be sure to put the mes­
sages in for the right person, or you will 
not be able to decode the secret message. 

75 



PROGRAMS 

Changes: 

76 

If you have an IBM PC or PCjr, add 
these lines to Program 6. (Lines 940 and 
970 must each be typed as one line.) 

900 CLS:RETURN 
910 LOCATE VT,HT:RETURN 
920 FOR WS=l TO WT:NEXT:RETURN 
930 RD=INT(RX*RND(l)+l):RETURN 
940 KY$=INKEY$:IF KY$="" THEN 

KY$=NU$ 
950 RETURN 
960 SW=40:SH=24:NU$=CHR$(0):RETURN 
970 RANDOMIZE(VAL(RIGHT$(TIME$,2))) 

:WS=250:RETURN 

If you have a VIC-20, add these lines to 
Program 6. (Lines 910 and 960 must each 
be typed as one line.) 

900 PRINT CHR$(147);:RETURN 
910 POKE XT,HT-l:POKE YT,VT-1: 

POKE FG,0:SYS PL:RETURN 
920 FOR WS=l TO WT:NEXT:RETURN 
930 RD=INT(RX'~RND(l)+l) :RETURN 
940 GET KY$:IF KY$="" THEN KY$=NU$ 
950 RETURN 
960 XT=782:YT=78l:FG=783:PL=65520: 

SW=22:SH=22:NU$=CHR$(0):RETURN 
970 RD=RND(-TI):WS=l20:RETURN 

PROGRAMS 

If you have an Atari, add these lines to 
Program 6. (Lines 940, 950, and 960 
must each be typed as one line.) 

900 PRINT CHR$(125);:RETURN 
910 POSITION HT+l,VT-l:RETURN 
920 FOR WS=l TO WT:NEXT WS:RETURN 
930 RD=INT(RND(0)*RX+l):RETURN 
940 K=PEEK(KZ):IF K=255 THEN 

KY$=NU$:RETURN 
950 GET #l,KW:KY$=CHR$(KW): 

POKE 764,255:RETURN 
960 NU$=CHR$(0):SW=37:SH=24: 

KZ=764:KW=0:0PEN #1,4,4,"K:" 
:RETURN 

970 WS=l00:RETURN 

If you have an Apple II + or Apple Ile, 
add these lines to Program 6. (Lines 
940, 950, and 960 must each be typed 
as one line.) 

900 HOME :RETURN 
910 VTAB(VT):HTAB(HT):RETURN 
920 FOR WS=l TO WT:NEXT:RETURN 
930 RD=INT(RND(l )'~RX)+l: RETURN 
940 KY$=NU$:KY=PEEK (KZ) 

:IF KY < 128 THEN RETURN 
950 KY$=CHR$(KY-128):POKE KW,0 

:RETURN 
960 NU$=CHR$(0):SW=40:SH=24 

:KZ=-16384:KW=-16368:RETURN 
970 WS=l50:RETURN 
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PROGRAMS 

78 

If you have a Radio Shack TRS-80, add 
these lines to Program 6. (Lines 910 and 
940 must each be typed as one line.) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)*64+0.5): 

PRINT @HZ,"";:RETURN 
920 FOR WS=l TO WT:NEXT:RETURN 
930 RD=INT(RND(RX)):RETURN 
940 KY$=INKEY$:IF KY$="" THEN 

KY$=NU$ 
950 RETURN 
960 NU$=CHR$(0):SW=64:SH=l6:RETURN 
970 WS=75:RETURN 

If you have a Radio Shack Color Com­
puter, add these lines to Program 6. 
(Lines 910 and 940 must each be typed 
as one line. ) 

900 CLS:RETURN 
910 HZ=INT(HT-l+(VT-1)'l<32+0.5): 

PRINT @HZ, '"' ; : RETURN 
920 FOR WS=l TO WT:NEXT:RETURN 
930 RD=INT(RND(RX)):RETURN 
940 KY$=INKEY$:IF KY$="" THEN 

KY$=NU$ 
950 RETURN 
960 NU$=CHR$(0):SW=32:SH=l6:RETURN 
970 WS=l25:RETURN 

PROGRAMS 

If you have a Commodore 64, add these 
lines to Program 6. (Lines 910 and 960 
must each be typed as one line.) 

900 
910 

920 
930 
940 
950 
960 

970 

PRINT CHR$(147);:RETURN 
POKE XT,HT-l:POKE YT,VT-1: 
POKE FG,0:SYS PL:RETURN 
FOR WS=l TO WT:NEXT:RETURN 
RD=INT(RX*RND(l)+l):RETURN 
GET KY$:I F KY$="" THEN KY$=NU$ 
RETURN 
XT=782:YT=78l:FG=783:PL=65520: 
SW=40:SH=24:NU$=CHR$(0):RETURN 
RD=RND(-TI):WS=l50:RETURN 

About the program: 

You must blow out all the candles in the 
kingdom. As the candles (I) appear, you can 
move up or down to get even with them, 
then blow them out. Move UP with the 'T' 
key, move DOWN with the "J" key. BLOW 
with the space key. Be careful! If you move 
too slowly or if you blow too often , you 
won't be able to blow out all the candles. 

Continued on the next page. 
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PROGRAMS 

If you want to make this program run 
faster, look at the 970 lines in the Magic 
Scroll. If you make that number smaller, 
the program will be faster and more chal­
lenging. Don't go below 50 when chang­
ing the value of the 970 line. 
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Magic and Adventure Await You . . . 
. . . When you travel to the enchanted 

kingdom of Karn. There you will 
meet an evil wizard and the good king 

he has bewitched. It is up to you to 
break the wizard's spell and save Karn 

from war! Only you can decode the 
important message on the magic sword, 

break the wizard's spell , and stop the 
armies that are marching toward Karn. 

Can you do it? Sure you can! All the 
magic you need is at your command 

when you use your l\1agic Micro . 

•• Scholastic Inc. 

The six BASIC programs in th is book add to the fun . 
The programs will run on these computers: 

33478 

ISBN 0-590-33478-6 

•IBM PC 
•IBM PCjr. 
• APPLE II+ 
• APPLE lie 
• COMMODORE 64 
• VIC-20 
• ATARI 400/800 
• RADIO SHACK 

COLOR COMPUTER 
• RADIO SHACK TRS-80 




