








open country and all around is dense forest. As you attempt to de-
cipher the next part of the map, a freak gust of wind lifts it from your |
hand - and carries it into the water. Rescue is not possible for the river
sucks it down instantly, and in any case you cannot swim.

There are a few bonuses as well, including one for not using SAVE/-
RESTORE, and in order to become a Grandmaster you need a max-
imum score - including these.

To reach the end-game, and so have the opportunity for high scoring,
you must have found all of the treasures. If you can't get to the end-
game, there must be at least one treasure that you have not seen,
therefore.

The next part is up to you: to find the Cavern, enter it, and return with
its treasure. And, as you stand thinking, you remember a scrawled
note on the margin of the map:

Hints
“Warning, Magic works in the Cavern!”
The Game You are entitled to one free clue, and a SAE is enclosed so that you
can send any one question to us at Level 9, and we will try to return
the answer by the next post. Don't use up the clue too soon - you may
waste it on something that you'll work out yourself while the reply is
in the post. Answers will be truthful, but specific questions have the
best chance of resulting in a simply-understood reply; and if you ask
“How do I win?" for example, the reply will be vague in the extreme!

Colossal Adventure is a complete, full scale version of the original
classic mainframe game “Adventure”, possibly the most popular and
addictive computer game ever produced. You will encounter all of the
creatures, treasures and locations that you will have seen hinted at in
readers’ letters to computer magazines.

Just to keep you on your toes if you have played another such advent- Almost everything in Colossal Adventure has a purpose.

ure, one of the treasures has been moved and a vitally needed object
has been hidden, but it is an entirely faithful implementation apart
from this.

A magic word is needed to get at one of the treasures. To make it
possible to guess this, it is included in a room description.

Implementation
But when you qualify for the end-game by finding all of the treasures,
it is another matter entirely. The standard end-game is rather limited,
with only two locations, so we have added a complete new, unique
end-game to Colossal Adventure: with over 70 locations! Don't feel let
down when you've solved the first part of the game - the play cont-
inues!!

You may be wondering how Colossal Adventure has been crammed
into only 32K, after all there is one version that runs in 120K bytes on
a mainframe computer with disks. And it has fewer rooms! In fact,
including the operating system, this version must need nearly half a
megabyte of store - but it is written in FORTRAN.

Colossal Adventure is not written in ASSEMBLER or BASIC, either of
these would have made it too big - and BASIC would also have been
too slow. Instead it is written in a super-compact language known as
‘a-code’, which is specially designed for the job.

To play Colossal Adventure you simply enter English phrases to tell
the computer what you want to do (e.g. MOVE NORTH, FILL THE
BOTTLE, or LOOK AROUND), and it acts as your eyes and ears to
describe your surroundings.

Similarly, the text messages output by the program have been com-
pressed by a ‘data compiler’ to a fraction of their original size.

In fact, Colossal Adventure is amazingly easy to play - you don’t need
to be able to find the cursor keys blindfold, or hammer the space-bar
for hours. But it may take weeks to solve - and, be warned, you could
get so absorbed in the game that you just do not notice time passing! Together, these two means of size reduction - combined with tight

fnaiructions coding - allow Colossal Adventure to run in an extremely small size.

Colossal Adventure was produced by, and is Copyright © of Level 9
Computing. If you enjoyed this game and want details of other Level 9
products (games AND utilities) then please write to:

Unlike our other games, Level 9 adventures contain no instructions
within the program. We felt that this type of game was very easy to
play - and that the space would be better used for more rooms and
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o, Level 9 Computing 229 Hughenden Road, High Wycombe, Bucks.
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