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A New Adventure

The Secret of Arendarvon Castle is different. You play the role of a
journalist who has mysteriously disappeared while investigating
recent events at the Castle. An unfinished article suggests a fearful end.
What was his fate? What s the Secret of Arendarvon Castle? It is your
destiny to find out.

Do not be alarmed. You need not go blindly forward into the
unknown to meet an untimely end. You are fortunate enough to
possess the dossier of information collected by the journalist during
his investigations. It contains a Guide to the Castle, newspaper
cuttings, articles from magazines and journals and lots and lots of
pictures showing both the inside and outside of the Castle. By
carefully reading through these articles and studying the pictures you
will soon get a feel for the secret life of the Castle, for its history and
possible future, and for the general layout of the Castle. You may even
pick up a few hidden clues to help you in your adventure!

Armed with all this information you can plunge into the game,
confident of dealing with any situation. The commands are structured
in such a way that it is easy for you to tell the computer what it is you
want to do.

Of course, once you have started to play the game, you may well
find yourself in a situation in which you are unsure what is the best
thing to do next. In that case you can go back to the dossier and try to
find something that will help you stay out of trouble.

You may think that now you have read through the dossier you
know all the answers. But don’t be fooled! There are plenty of
surprises in store. You must be awake and alert and ready to think your
way out of disaster. Intelligence and originality will carry the day.

So now you must prepare yourself. Be brave. You must find the
Secret of Arendarvon Castle...
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The Mystery Starts...




The Journalist’s Article

Writing articles about placesof interest usually involves
much detective work, locating relevant information. Often,
there is little to be found, other than the usual local
Guide Books. However, the case of Arendarvon Castle, which
I visited earlier this month, is rather different. So many
strange and fantastic stories are associated with the Castle
that it would be quite possible to write several articles

based on the details already available.

Situated in the far North-West of Scotland, set among
the barren, desolate but wildly beautiful highlands, this
castle is a perfect example of what most people imagine a
castle to be: imposing, impregnable, invincible. A 'must'
for every tourist whose vacation takes them to that part of

Scotland.

Arendarvon Castle is one of the largest true defensible
castles in Scotland. Built on the ruins of a much older,
smaller 'tower house', this castle has been the refuge of
barons, one king, a collection of alchemists, dukes, a whole
regiment and now mainly rats and the custodian of the small

Castle Museum.

As I type, I have in front of me a translation of a page
from a medieval diary. It is written by Zazar the Great,
most powerful of the Order of Magicians. In it, he describes
his terrible fate. The page finishes with a short riddle.

It is rather odd. I can't resist speaking it aloud ....



All around is confusion. I am drifting in a timeless, formless void. It is
as though I have been sucked through the window of reality by a great
rush of air. I am shaken but unhurt. I am alone. Wait. Something is
taking form out of the limitless abyss. It is a tall man. Ancient beyond
reckoning but not decrepit. Dressed in a fantastic cloak and a tall hat
covered in magic pentacles, his keen blue eyes and flowing black hair
suggest a hidden vitality beneath the white beard. He stands still, as if
deep in a trance, unaware of my presence, but at the same time arich,
musical voice speaks softly in my ear:

”I am Zazar the Great, most powerful of the ancient Order of
Magicians. You are now on the astral plane, a disembodied spirit. Do
not fear. Your earthly body stands at the space-time junction at the
point where you spoke the magic riddle. It will be held there,
inviolate, until your return”.

"By speaking aloud the riddle you have committed yourself to a
quest beyond your imagining. The riddle was protected by a spell.
The magic stored within was released when it was spoken by
someone with the qualities of inner strength and the unconscious
ability to handle magic spells. These will be necessary to overcome
the dangers that now lie ahead and to complete the task successfully.
For know that your task is this: To retrieve the all-powerful cube of
magic and the subtle spells associated with it”.

“Half a millenium ago, in an act of the darkest evil, the cube was
stolen from the Order. Since then much mischief has been wrought.
Disturbances have been created in the natural world. Uncompre-
hending mortals, in fear, call these supernatural. There is now a
fundamental imbalance in the equilibrium between the simple laws
of earth science and the higher laws of alchemy. The balance can only
be restored by regaining the cube of magic. You are now committed
to this task. You cannot refuse”.

”All that you experience will have the appearance of reality. You
may even die. But death on this plane is not final. A strong spirit may
overcome death. Should you complete your mission successfully,
you will be returned to your earthly body with only a dream to
remind you of all that has taken place”.

Now the image fades. Around me different forms take shape.
Slowly, the solid, daunting, form of Arendarvon Castle appears ahead.
Behind me is a drawbridge. I know that to cross the bridge would be
to refuse my task. But it is not in me to decline. The power of Zazar is
on me. I must go ahead. I must find The Secret of Arendarvon Castle!
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NOTICE TO VISITORS

Since the publication of this guide, part of
the Castle has been closed as a result of
investigations which show it to be unsafe.

This includes the Chapel and all of the ram-
parts. The Armoury can be visited only on
request in groups of at least ten.

The custodian has the key of the lavatory.
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Guide to

Arendarvon
Castle

HE CASTLE OF ARENDARVON is probably the best-
I preserved medieval castle in the whole of Great Britain.
Since it never played an essential part in any war, it was
never seriously damaged. That, no doubt, is why Arendarvon
Castle canlook back on a very particular and interesting history. It
has been inhabited by many famous and powerful people.
The Castle Museum was founded in 1958. It is well known
foritslarge collection of medieval objects, suchasitsarmoury,and
for the marvellous state of repair of the castle.
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History

O GAIN AN INSIGHT INTO the architecture and
peculiarities of Arendarvon Castle, it is necessary to go
back through the centuries, to the time when there was a
need forlarge castles in order to live safely: the dark Middle Ages.

Castle building in medieval
Scotland properly started with the com-
ing of the Normans. They “imported”
into Great Britain a special structure con-
sisting mostly of wood and timber, called a
motte-and-bailey castle. Of these very few
now remain.

In the far North-West of Scotland,
however, some castles can be found that
are not Norman and are claimed to pre-
date the Norman mottes. It is on the
remains of one of these, probably Gaelic,
castles that a Norman knight called Dar-
von built a stone castle in about 1150 AD.
Darvon, it seems, had been invited to
support the King of Scots in war, in return

for an estate in Scotland. There were
many knights who rallied to this call: the
Sinclairs and the Maxwells and many mo-
re came to Scotland at that time.

Darvon’s castle was no more than a
massive tower, an early example of the so-
called tower-house that was to be the
dominant type of castle for centuries. In
1300 the castle was destroyed in order to
prevent the English from capturing it.
Around 1320 a plague appears to have
killed all of the Darvon family, and their
name lives on only in the name of the
county of Darvon.

A new castle was built by Lord
Manuwryen, whose name indicates a Welsh

\



History

background, during the dangerous times
when the weak kings Robert 11 and I11
reigned. Again, this castle consisted only
of a single tower. This tower, though
altered and embellished, is now the south-
east tower of the castle. Although wars
and feuds raged on during the fifteenth
andsixteenth centuries, Arendarvon Cas-
tle, situated in
Scotland, saw nothing of these.

In 1420 work was started on a great
extension of the castle, giving it the ap-
pearance we see today. Notably, Arendar-
von Castle is one of only two rectangular
castles in the whole of Scotland (the other
is Linlithgow in Lothian), whereasin Eng-
land this was the most fashionable type of
castle at that time. Shortly after the com-
pletion of this extension, Lord Manwryen
was hanged for scheming against King
James II of Scotland. The Manwryen
family fled to France and the castle was
confiscated by the King.

When he died, James left the castle
to his most trusted nobleman, Sir William
Douglas, who became first Earl of Darvon.
This member of the famous Douglas fam-
ily and his successors did a great deal to
make the castle more comfortable: the
hall and the main residence of the Earl
were replaced from the dark old tower-
house to the north side; a chapel was
added (not the same one you can visit

today); an extrastorey wasadded totwo of

the newertowers; and partof thesoldiers”
rooms were converted into more luxuri-
ous guest rooms.

William’s great-great-grandson, Ja-
mes Douglas, 6th Earl of Darvon (there is
some confusion about the number) was
one of those mysterious Middle Ages”
scientists, the alchemists. He died childless.
The heritage was then left vacant, but for
half a century no one claimed the proper-
ty. This seemingly strange situation must
beseeninthelightof thechanged political
situation: Scotland and England had been
re-united under James VI (of Scotland) so
there was no longer any need other than

a remote corner of

for prestige to have a castle, and castles
were not the most comfortable of placesto
live in.

In 1680, however, the castle was
claimed by a distant relative of Lord
Manwryen, who built the castle. No one
objected to his claim, backed by a fortune,
and the castle returned to the Manwryen
family, and remained in their possession
until the 1930s.

The Manwryens added to the castle
the magnificent 17th century chapel, re-
placing the old one built by the Douglas
family, and later the large 19th century
windows in the west wing.

Lord Manwryen IX was made a ba-
ron in 1820 for faithful service in the war
against Napoleon, and the last Lord
Manwryen received the Victoria Cross for
greatdeeds in the service of his country in
the First World War. When he died in
1932, heleft the castle to the Crown on the
understanding that it would become the
lodgings of the Second Regiment of Moun-
taineers of which he had been the com-
mander.

The regiment was decimated in the
fight against the Malayan insurgents in
1957, and did not return to the castle. In
1958 the Castle Museum was founded,
and in the following years the collection
wasenriched by donationsand purchases.
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The Exhibition

PART FROM THOSE ROOMS THAT have been re-

stored almost exactly to their original condition and

which will be described later, there is a small permanent
exhibition of objects thatare not strictly medieval. This exhibition
is situated in a special room, formerly a living-room.

Onentering the room, totheleftisa  of Scotland and England under James VI.
collection of coins, ranging in age from The coins were a donation to the
medieval to the 20th century. There are ~ Museum by Sir Anton MacDonald, one of
some very fine rare coins, notably one  the founders of the Museum, in 1964.
silver coin with two heads of James I1I of  Some coins found in a secret safe in the
Scotland and a coin of James VI with the  maintowerwere added to the collection in

emblems of both the Scottish and the 1967.

English royal houses, indicating the union On the north wall there is a painting

of the first Earl of
Darvon, William
Douglas, and two
show-cases contain-
ing mostly house-
hold objects used by
the Douglas family.
These objects give
an interesting in-
sight into life in the
Middle Ages. There
are  knives and
spoons, but no
forks; there are var-
ious gaming devices
such as dice and
cards, but there are
absolutely no super-
fluous  decorative
items.

Also exhibited
are some sculp-
tures, which be-
longed to  the
Manwryens. These
are decorative, and
none is original.
One is clearly in-




The Exhibition

Lord Manwryen VII

spired by the Venus of Milo. They are no
more than two centuries old. To the right,
some arms are displayed, meant to show
the change in weaponry through the cen-
turies. They range from a short bow to
19th century rifles. A very beautiful and
well-kept piece can be seen in the court-

Lord Manwryen IX(?)

Antique key

yard: a 16th century small cannon of the
type that was popular for defending cas-
tles.

More weapons and armour can be

found in the armoury, which is described
below.

Antique crockery
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The Armoury

ITUATED IN A FRONT ROOM of the Castle is the
armoury, where most of the weapons and suits of armour
were kept; cannons were permanently stationed behind
strategically placed gun-loopsinordertobe readyin the eventofa
surprise attack, while daggers, which could also be used as knives,

were always carried by the men.

It must be remarked that the lay-out
of Arendarvon Castle is not quite logical.
To get to the armoury, one must walk
from the soldiers” rooms through a corri-
dor; but to get out the same corridor must
be used. It is easy to see how this would
result in chaos if weapons were needed
quickly. It would have been expected that
anotherexitexisted, leading, forinstance,
eastward to the portcullis.

The collection of weapons and ar-
mour in Arendarvon Castle is unique. The
mostoutstanding itemsare the twosuits of
armour which belonged to James II of
Scotland and his son. They are complete
in every detail, which is very rare, and
since they have never been used in battle

=

and have always been very well cared for,
they are in nearly perfect condition. A
close study reveals the truly marvellous
workmanship of the medieval weapon-
smith working with relatively primitive
tools.

To the left of the entrance to the
armoury is a display of all the weapons
and protection aknightin full battle-dress
would wear. They add up toan enormous
weight, which often equalled the weight
of the knight himself. Indeed, cases are
known of persons whose armour alone
was twice their own weight! Itis easy to see
how this would slow down their move-
ments, and consequently knights were
very vulnerable without their horses. For




The Armoury

Armour of James 11

this reason horses often had their own
suits of armour, but none of these is in the
Arendarvon collection.

Nextis aseries of swords and spears.
Again, they are impressive for their size
and weight and it can hardly be believed
that such weapons were really used in
battle. The arms displayed are not even
the largest known: swords six feet long
and spears of twice that length have been
wielded. The blades and points are now
blunt, asaresult of the centuries that have
elapsed since these weapons were used.

Further along are bows, both long-
bows and crossbows. Contrary to popular
belief, the latter are the older and were
supplanted by longbows. There are no
arrows, only arrow-heads: the wooden
shafts have rotted away. Metal shafts were
also made but these do not seem to have
found common use, probably being too
expensive or too heavy. No example is
exhibited here.

Totherightare theaforementioned
suits of armour of James II and his son.
These are far shorter than the average
height of man today, indicating that peo-
ple in the Middle Ages were smaller than
we are today.

10
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The Bedroom

HE BEDROOM IS ARRANGED, as far as possible, to

appear as it would have done in past centuries. The room

consists of two separate units: the left halfisarranged as a
sitting-room from the 19th century, with excessively large chairs
in the style of Louis XIV, a writing-table and a large hearth-rug;
the other half is arranged as a 15th century bedroom, with the
magnificent bed thatbelonged to James I1. The wall paintings are
17th century, as are the baroque ceiling decorations.
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The Bedroom

Normally, of course, the bedroom
and sitting-room would be in different
rooms, but this arrangement has been
chosen to show the differences between
life in the 15th century and 19th century:
the sober bed in contrast to the comfort-
able chairs. Also, in the original sitting-
room, which is described later, the walls
have been stripped of their 19th century
covering paint to reveal the underlying
16th century paintings.

The chairs have been bought and
are actually quite common. The writing-
table was found in one of the servants”
rooms and has been beautifully restored.
The hearth-rug lay on the second floor in

oneofthe guests” rooms. Ithas been worn
by use and there are marks where sparks
from the fire have landed on the rug.

The bed is a very rare piece. It once
belonged to James II of Scotland who
spentsome years in Arendarvon Castle. It
shows the skill of the 15th century crafts-
men, for it has been used continually,
finally asasoldiers bed, butisstill in usable
condition. In the Middle Ages, luxury was
denied even to kings, simply because lux-
ury was something unknown. The bed is
no more comfortable than a plank-bed,
although decorated by a crown and the
Scottish Eagle.

12
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The Great Hall

HE GREAT HALL WAS the most important room in the

castle, being the residence of the Earl and the place for

festivities. In the Middle Ages, this hall was often builtin a
heavily defended part of the castle.

Originally this was the case in Arendarvon
Castle, but Douglas, 2nd Earl of Darvon,
builta new and more luxurious hall in the
northwinginaddition tothe chapel previ-
ously mentioned.

At that time the need for thick walls
and dark rooms had ceased, for it did not

seem likely that Arendarvon Castle would
continue to playan important partin war.
Emphasis was placed more and more on
comfort.

In the room which was to become
the Great Hall, and which was probably a
soldiers” room before, large windows




The Library

were constructed in the north wall, and
the entrance via the sitting-room (then
chapel) was enlarged and decorated. The
windows are actually a strange historical
phenomenon, for they are clearly ba-
roque in shape, but the baroque style had
not yet been seen outside Italy. The only
feasible explanation is that the windows
were constructed by an Italian craftsman
or by someone who had only just returned
from Italy.

As regards the interior, the massive
oak table and chairs are 16th century.
Though they bear the marks of use, they
have survived the centuries in wonderful
condition.

There is a story that the 6th Lord
Manwryen wanted to have another less

barren table in his hall, but that it proved
impossible to move the table through the
doorway. He ordered it to be cut into
pieces, but the wood had hardened so much
that after an hour of hard work no more
than a few scratches resulted. The at-
tempt was then abandoned.

There are a number of wall paint-
ings, but nothing remarkable. They are
quite weather-beaten: in the final years of
the last of the Manwryens most of the
castle stood empty and neglected. The
Great Hall wasnever heated, resultingina
great deal of frost damage.

The large cupboards are all 18th
and 19th century, and are fine pieces of
workmanship. They have not suffered
too much from neglect.

The Library

ROM THE GREAT HALL, thereisa view of the gallery on
the first floor, leading from the (new) chapel into a blank
wall. The book- cases in the gallery are part of the famous
ancient library of Arendarvon Castle, which is unfortunately not

open to the public.

The library consists of books on
magic and alchemy.

The collection was started by the last
Douglas (6th Earl of Darvon), whose hob-
by was alchemy. It was enlarged and en-

riched by the Manwryens, and is one of

the finest collections of books on the sub-
jectanywhere in the world.

It is an important object of study,
and there have been requests to have the
whole library moved to Oxford Universi-
ty. This cannot be done however, since it
was explicitly stated in the will of the 11th
Lord Manwryen that the collection
should remain in the castle.

The Book of Spells

14
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The Chapel

NDOUBTEDLY THE MOST FAMOUS PART of

Arendarvon Castleisits chapel. Builtin the 17th century,

this holy place is marvellously preserved and is one of the
most beautiful examples of castle chapels in the world.

The chapel was built as an addition
to the castle by the second of the Manwry-
ens, and replaced the old chapel next to
the Great Hall. The extension into the
north wall and the
baroque  window
are probably of a la-
ter date.

The most
striking features of
the Arendarvon
Castle Chapel are its
wall paintings,
clearly influenced
by the baroque style
with a remarkable
likeness to the paint-
ings of Michelange-
lo. That these paint-
ings are so well pre-
served is a fortunate
consequence of the
fact that the
Manwryens re-
mained  Catholic,
and the chapel was
used even when
most of the castle
was uninhabited.
The paintings are in
far better condition,
for instance, than
those in the Great Hall.

Although the chapel appears to ha-
ve been bare initially, except for a few
stoolsand asmallaltar, much wasadded in
subsequent periods. The statue of the

The Chapel

died. During the period when the Second
Regiment were resident here, the chapel
was not used, but was maintained in good
condition. Occasional services are now
held for the sake of tourists.

Virgin Mary and child, by an unknown
sculptor, is particularly beautiful and
much older than the chapel itself. Either
this sculpture was moved from the old
chapel into the new
one or it was bought
from a church (the
Manwryens  were
very rich).

It may al-
so have come over-
seas with the
Manwryens when
they returned from
France.

More additi-
ons were made,
such as a bigger al-
tar, more comfort-
able pews and seats
for the rich, wood
carvings showing
biblical ~ passages,
chandeliers and a
fantastically large
wax candle which
has apparently nev-
er been lit.

As mentioned
earlier, the chapel
was used until the
last Lord Manwryen




The Chapel
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The Sitting-Room

LTHOUGH HARDLY RECOGNISABLE AS SUCH,

the so-called sitting-room served as a chapel for the

Douglas family. Situated next to the great hall, this room
was the second most important in the castle.

However, thesecond Lord Manwry-
en built a new chapel in the north-west
tower (which will be described later) and
so the old chapel was abandoned. The
walls were painted over and the place was
arranged as a sitting-room.

The fact that this room was once a
chapel was discovered only recently, by
accident, when the 17th century wall paint
was damaged by careless handling of a
cupboard by a workman. Behind the blis-
tering paint another layer was found and
it was decided to have the upper layer
removed. It appeared that there was a
religious picture underneath. Further in-
vestigation revealed an old engraving
from which it became evident that the

room had once been a chapel.

Since such well-preserved medieval
religious pictures are unique, it was decid-
ed to have the more recent painting whol-
ly removed. This resulted in the present
situation. Some really marvellous pictures
appeared, notably the figure of Christ on
the southern wall, and the enormous
painting of the conversion of Saint Paul
on the northern wall, the latter unfortu-
nately disfigured by a large 19th century
window.

Also, a very strange and hardly reli-
gious children’s rhyme was discovered,
put up, according to experts, later than
the other pictures, but undoubtedly older
than the removed painting:

o L 5

oot -
View from North-East Tower
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The Sittingroom

Rals eat it
Lords read it
I bound it
None found it

Many experts have tried to explain the
riddle of this mysterious verse, but proba-
bly no one will ever solve it.

Furtherattempts have been made to
reconstruct the old chapel, which is still
known as the “sitting-room”, as it was
originally used, but plans to re-arrange
the room that way have been abandoned
as too costly.

This guide is published by
the Trustees of the
Arendarvon Castle Foundation.

Text by Dr. Philip Morrison, RHS.
Glendarvon, 1969.
T N T e e R N S|
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THE MUSEUM OF ARENDARVON CASTLE
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12:5 The Castle-chapel

Asspecial class of religious building is constituted by the chapel builtina
castle. If we want to be complete, there has to be an example of this kind of
chapel incorporated in the book. We have decided to pick on the chapel of
Arendarvon Castle, a medieval castle in the North of Scotland. Built in the
17th century, this chapel is marvellously preserved and is one of the most
beautiful examples of castle chapels in the world.

The chapel was built as an addition to the castle by Lord Manwryen,
and replaced an older one, built two centuries earlier. There are a few minor
additions of a more recent date.

The most striking features of the Arendarvon Castle Chapel are its wall
paintings, clearly influenced by the baroque style, with a remarkable likeness
to the paintings of Michelangelo. That these paintings are so well preserved is
a fortunate consequence of the fact that the Manwryens remained Catholic,
and the chapel was used well into the 20th century.

There is also a baroque window, one of the newer additions, showing
the crucifiction of Jesus Christ.

Although the chapel appears to have been bare initially, except for a
few stools and a small altar, much was added in subsequent periods. The statue
of the Virgin Mary and Child, by an unknown sculptor, is particularly beautiful
and much older than the chapel itself. Either this sculpture was moved from
theold chapel into the new one or it was bought from a church. It may also have
come overseas with the Manwryens when they returned from France.

Further additions were made, such as a bigger altar, more comfortable
pews and seats for the rich, wood carvings showing biblical passages,
chandeliers and a fantastically large wax candle which has apparently never
been lit.

The chapel clearly demonstrates the serious attitude take in the 17th
century towards religious experience. Rebuilding the new chapel on the site of
the old one was neither cheap nor easy. Shallow recesses in the thick walls,
presumably used as confessionals, represent a significant architectural
achievement.

As mentioned earlier, the chapel was used until this century. During
the next period the chapel was not used, but was maintained in good condition.
Occasional servicés are now held for the sake of tourists.
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James Douglas

Arendarvon Castle in Scotland has played a significant role in the history of

maglc being the home of the most famous 17th century sorcerer, James Douglas -his

decp name is unknown to this day. The follomng story, based on facts, gives an
impression of the life of this Master.

He listened. Did he hear a sound or was it just his imagination? No! There it
was again. The sound of a carriage riding over the drawbridge. He abandoned the
document he was writing and hurried to the courtyard. They had come. Actually, the
number of servants in the castle was hardly enough to receive such important guests.
Never mind: they hadn’t come to live in luxurv And of course it was not wise to have
too many servants around when one was occupled with magic. The less people knew
about it the better.

The reunion of the old friends was very cordial. James hadn’t seen them in a decade:
Felix, the jovial Spaniard, small in body butall the more liv ely; Maurice, tall and stately,
although visibly ageing now; Jeanne, the great French lady, the only female sorcerer in
history.

These weren’t their “deep” names, of course: “deep” names were not used
conversationally even between close friends.

When the guests had refreshed themselves, the four settled down to listen
to each other’s stories about the events of the last ten years: friends who had died,
discoveries made, the political situation.

“It’sa pity about those Blau spells’, Felix remarked, rcferring to the collection of spells

of a German Master Sorcerer which had gone up in flames. They all agreed.
“Especially since they contained a new kind of illusion’, Maurice added.

“Really? But why didn’t the ward-off spell work? Faulty casting?”

“Itseems there wasn’tany. They have a shortage of Forcein Germany, you know. They

sold nearly all of it to ltalv, the fools. God knows what terrible uses the Italians will put

it to.” “But isn’t there a law in Germany against selling Force?”, Jeanne asked. “I

thought they passed one just a year ago.” “That’s right, but there was a special

disposition for this case. In (:ermanv there isalso a shortage of money, you know. Laws

make way where money is involv ed.”

James had been silent so far, smiling and enjoying the conversation. He
remembered....
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The rain poured down. He was soaked already. There was no sign of the sky clearing,
and, worse, dusk was drawing near. If he did not find shelter soon, he would be an easy
prey for the wolves which, he was sure, were lurking behind every hill. For the tenth
time he looked around him. According to the farmer he had talked to this afternoon,
there should have been an inn miles ago. He must have lost his way. But wait! Wasn’t
that a light far away to the left? Immediately James turned, his pace quickening. Soon
he saw he had been right: on the top of a hill there was a small house, its outline barely
visible against the darkening skies. Inside, a fire seemed to be burning. The last hundred
vards he ran.

James knocked at the door, not worrying who the inhabitants of the house might be:
thieves perhaps, or worse. His life was at stake! But when the door opened he began to
regret his haste: in the doorway was a tall figure, his face concealed by the darkness; and
in his right hand was a mighty mace, lifted in a threatening gesture. James tried to turn
around and flee, but he found himself unable to move. Terrified, he watched the man,
who in his turn fixed James with a searching look from invisible eyes. Finally he put
down hismace, and saidina surprisingly kind voice: “Come in, my boy. It is no weather
to be outside.”

Relieved, James followed the man inside into the only room. A large fire was
burning. James, dropping his coat and bag in a corner indicated b\ the man, felt the life
and warmth creep back into his numb body. Only now did he realize how cold he had
been. An hour later, he was sitting comfortablv in front of the fireplace. He had
introduced himself as James Douglas and, suddenl\ weary from passing himself off as
someone else, he had told the rest of his story: how his father intended to have his son
see something of the world before he w ould bury himself in the calm and uneventful
life of Lord Douglas, Earl of Darvon, and how he had journeyed for two months
through England and France. His host had told him only his name: Maurice. But now,
as sleep started to overcome ]ames he said: “You must wonder who I am, why I am
living here, what my occupation is.’

James, suddenly wide awake again, tried to say he didn’t care, but the man replied:
“Oh, but you do care. I can see that clearly. You know, I am amember of the Alchemist
Order.” When James looked blank, he went on: “But perhaps youdon’thaveadivision
of the Order in Scotland, so you wouldn’t know what I am talking about.”

“The Alchemists are a group of people trying to discover laws of order in nature and
find ways to use them. It is not an easy task, for there are many who are ill-disposed
towards us, especially the Church. Still, we have achieved some results, and I think
soon we will be recognized as doing important work.”

James suddenly remembered something his father had said about a group of maniacs
claiming to know things God had intended man not to know, and said: *“Do you have
an_vthmg to do with magic?” Maurice, reading the expression on James” face, said
spitcfully: “I'see you have alrcady been prejudiced. I don’t know who told you aboutit,
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but it must have been someone who didn’t really know us. Yes, our science is
alternatively called “ magic”, although we use the word ¢ ‘alchemy” ourselves.’

James, not wanting to appear prejudiced, hastened to say he had nothing
against magic, that he had heard something about it that seemed unfavourable but that
he would be glad to exchange his opinion for a better one.

Maurice had hardly listened. He said: “You see, I had hoped to persuade you to travel
with me to Lyons, where our main residence is. I have to go there in a week, and I'd
rather not travel alone. I judged you to be interested. But I see I was wrong.”

James didn’t know how to react. He was embarrassed by the trust the man had
evidently put in him, and ashamed to breach that trust. Further, he had no idea where
to go next, and Lyons seemed as good a place as any. So he said: “Reallv, I have no
objection to going to Lyons. Actuallv, you have made me curious.’

“How is one initiated into the secrets of the Alchemist Order?”, James
asked. They were more than halfway to Lyons and by this time James had really become
interested in the Order. He was mtellectuallv attracted to the ideas of the Alchemlsts
and much less so to a dull, uneventful life as an Earl.

“Oh, well, there is a school. It isn’t really initiation. After all, we aren’t just another
cult: we are trying to avoid just that impression. But on the other hand, not everyone
can enroll. You have to have good references, and there is an intelligence test.”

“Are you good enough as a reference?” James asked the question straight. As he had
expected, Maurice showed no surprise. “I should hope so. And I'm sure you’d pass the
test, to spare you the question.”

Life was good James contemplated. The school was every bit as enjoyable as
he had hoped. He didn’t know what his father would think, but he didn’t care. In fact
he thought of never returning at all to his home country. In his memory italways rained
in Darvon.

He had made a few friends among the apprentice sorcerers. One in particular: a lively
little Spaniard, Felix Panid. They had a good deal in common: Felix” father was a
Spanish nobleman who had wanted his son to see something of the world before taking
over his father’s estate -not expecting him to stray into alchemy. They also had a
common interest in girls; the only reason why this didn’t injure but strengthencd the
friendship was their agreement to let the one -of them who discovered a girl first have
her -that is, if she would have him.

Inthe case of Jeanne, it was James. He managed to inspire her so much that she enrolled
t0o, to become the only girl in the history of alchemy. It took the support of Maurice to
manage this.

After dinner, James took the floor.

“Although it has been pleasant enough to remember things and to talk about the past
years, actually I have invited you for one thing especially.”
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The guests became alert, for they knew that when James talked this way he had
something important to say.

“Youknow I have led the life of a hermit for the last ten years. Youmust have wondered
why. There have been rumours, I know, of me going crazy at last, or being under the
influence of a spell of seclusion, or God knows w hat. 1 hope you three didn’t believe a
word of that.”

“Well, actually”, Felix began but James waved him silent.

“I'have been doing some very complicated research: so complicated that it has taken
me all this time to complete it. Of course I could have asked for help from the Order,
but actually I thought what I was doing might be dangcrous and if there was an
accident, well the fewer people involv ed the better.”

“But”, Felix tried again, and agam James gestured him to be silent. ““Patience, Felix. |
want to tell it in my own way.’

“I'll give you the outlines of what my research was about.”

“Jeanne, do you remember how interested I was in your efforts to formulate the Calen
postulates in terms of straight and curved? You ‘showed clearly that it should be
possible to construct entities that could serve as reservoirs of Force. From that idea |
have constructed the Alphabet.” The others nodded. The Magic Alphabet had beena
major achievement, the first time James” name had reached the ears of every alchemist
in the world.

“The Alphabet, however, isalimited tool. The main problem s its two- dimensionality,
its lack of depth. It is like a shallow pool, easily filled and as casily drained.

“The logical thing is to try to construct an entity which is not two- but three-
dimensional! Such an entity should have a really enormous capacity for Force, in
proportion to the capacity of the Alphabet as the ocean is to the pool.

“This I have done.”

There were gasps of surprise from the small audience, but James ignored them and
went on.

“It was not easy. First, the mathematical parameters of such an entity had to be
calculated. As you know, the straight/curved ratio must be exactly equal to unity: in
(lcallng with immeasurable quantities of Force such as in this entity one cannot allow
even a tiny fraction to escape. It took me a year to construct a model in which the
balance was perfect.”

“Constructing this mathematical model was simple compared to its realization. You
see, a three-dimensional entity consists of planes in the same way that a two-
dimensional model -the letters of the alphabet- consists of lines. But a physical
implementation of planes or lines is impossible because there is always a certain width
associated with them. This is why the alphabet cannot be perfect: the lines have w idth,
and as a result dlssnpatlon occurs. But I could not allow dissipation in my three-
dimensional entity.”

“It took me three years of experimentation before I hit upon the idea of constructing
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the entity not of matter but of Force itself. A Force plane has no width, for it is
equiv alent to its mathematical de >scription.”
“At this point, I found your publications on the connection between Force and matter
invaluable, Maurice. The Force planes cannot exist by themselves: they must be
connected in some way with matter. The main problcm is that the planes may not be
deformed by the connection. The material serves only to give the entity a hold on
reality, and may exercise absolutely no influence over it.”
“ worried a great deal about the way in which the entity should be filled once it was
constructed. Where should 1 get the water to fill the sea? Fortunately the analogy
doesn’t hold further than this. It is an unexpected but lucky consequence ‘of the Fourth
Calenate that causes the entity to be filled once it is constructed. The seabed is filled
with water supply because it is a seabed. It is the ideal place for water to be. But water
isn’t created: the filling of the sca causes drought elsewhere.”
“In other words, the entity attracts Force from all that surrounds it by its mere
existence. It will never empty, as long as there is Force left in this world to fill it.”
“By the same rule, the Magic Alphabet should become an infinite source of Force were
it written in perfect lines without width. Unfortunately, it is not possible to shape
Force into perfect lines as it can be shaped into perfect planes, or we wouldn’t need the
third dimension at all.”
“Only one thing remained to be done: to find a way to release the Force stored within
the entity. This was relatively easily achieved after all the trouble I had taken to prevent
the Force from being released. All that is needed is to distort the straight/curved ratio
by a small amount. This can be done with the Force handling spells Felix designed.”
“The result is this.”
James took from a cloth he had put on the table a small cube and showed it to his
friends. The edges of the cube consisted of metal strips. It was not impressive in shape
or size. But inside the cube...
Inside the cube was a system of planes, here curving, there straight, cutting each other
atwhat ought to be 1mp0sslblc angles The eye was trapped, trying to follow planes into
the void, deeperand deeper, on the edge of belief. Inside the cube was a poweronly felt,
always behind the curve of an unexpected crossroads, flecing from sight and yet
present everywhere. Inside the cube was a spectacle of dazzling colours, iparklmg,
twinkling, yet all of the same absolute black. Yet the cube...was empty.
James covered it with the cloth in which it had been wrapped and watched his friends”
reactions. For three full seconds they stared at where the cube had been, with
uncomprehending eyes. Then they started, as if awakened from a deep dream. In
confusion they looked around. Then came the shouts, the excitement, the admiration,
the questions.

“What are you going to do with it?”, Jeanne asked. It was the afternoon of
the next day. They had gone to bed late and had skipped breakfast. Now they had

gathered again and were dlscussmg the “entity”.
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James shrugged. “I haven’t givenitathought yet. I'll giveitto the Order, I suppose. Itis
much too dangerous for an individual to possess. Unlimited Force! Just think what a
weapon it would be!”

“Well, I think it will be duplicated soon enough”, Jeanne said. “In another ten years it
will be standard equipment for every sorcerer!” But James denied this: “Impossible.
The Strain Principle would not allow it. I have calculated the possibility beforehand, to
be sure it could be done the first time. Duplication would mean an end to the
universe.”

“Can it be destroyed?’, Maurice asked. “I suppose it is not possible to strengthen the
metal magically?”

“That’s right. It would deform the planes and that would be disastrous. I tried to
construct the metal strips as rigidly as possible and there is a certain amount of rigidity
in the planes themselves, but I think it would be quite easy to destroy it. A heavy stone
would do it.”

“What would happen?”

“What do you think would happen?” They laughed.

At the end of the week they were overcome with admiration. James had
shown them his workshop, explained his experiments, and given the results of the
painstaking research of a decade. Ten years of hard work concentrated into a single
week had left little room for anything else.

James went with them when they left. He took the entity (as he called it) with him,
intending to give it to the Order. Jeanne and Felix lived at Lyons, where the main
residence was, and where James needed to be. Maurice would accompany them only as
far as Normandy, where he still lived in the same cottage where James had first met
him.

When they arrived, the news of James’ creation had preceded them -James
suspected that Maurice had a hand in that- and the three of them were received as
kings. James was awarded the title of Grand Master of the Order and was appointed
senator for life, an honour normally reserved only for French and Spanish members of
the Order.

Having little mind to return to his lonely castle so soon, James stayed at
Lyons, where eventually he married Jeanne and made his home. Being a great sorcerer,
he didn’t find it difficult to convince his Scottish acquaintances that he was dead and
had been so even before the time he left for France. Hence the historical version of the
story has come down to us with James dying young and childless, while we know that

he lived a long and happy life.
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MAGAZINE of the SUPERNATURAL VOL. XXVIII, NO. 3

Magic Signs & Alphabets

As developed in Arendarvon Castle
by
Dr. Th. A. T. Knowles

Of all the centers of alchemy in Great Britain, Arendarvon Castle in
Scotland must be the richest source of information about the ancientlore.
Much knowledge has survived in the books of the Arendarvon library.
Therearestill branches of the science that we are quite ignorant of. Oneof
those is the so-called magic script, by which is meant everything
concerning the writing down of magic spells. This article 1s the first tc
broach the subject.

Magic scriptis relatively new amongthe ~ down such strong words in an everyday
achievements of the science. It was largely  script. Research began on a new and better
neglected at first, understandably so, for de-  way of storing magic. Various alphabets re-
velopments were very exciting in other areas  sulted, among them some very subtle ones.
of magic, suchas speﬁconstruction and Force  Butourinterestis only in the radical develop-
investigation. Theactual letteringof thedocu-  ments made by the illustrious Doxglas of
ment in which these developments were put  Arendarvon Castle (about whom we wrote
down seemed quite unimportant in compari-  two months ago), who was the first to use the
son. However, there came a time when the  concepts of “straight” and “curved” in his
paceslackened and the questionarose whether ~ work.
1t was not really an inefficient way to write
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The Force

“Straight” and “curved” are the basic concepts of magic, the underlying
theme of every achievement. From the tension between straight and
curved the first theorems were deducted along with the famous Four
Postulates (alternatively called the Calenates) of Cale Benal, founder of
the scientific approach to magic. In short, this tension is the origin of the
so-called magic force (or just Force). Every single act of magic uses the
Force. The most difficult part of magic is to handle the Force, to generate
itin sizeable amounts and to store it in an accessible way.

for complex preparations at the time of execu-
tion of a speﬁ would be removed: everything
could be prepared beforehand at a more con-
venient moment. The consequences of this are
clear. There are also some minor disadvan-
tages. Forinstance, aspell prepared in this way
could be used by anyone wﬂo happened to
come into possession of the document. Also,
the spell could be used only once, the Force

Douglas approached the matter of mag-
ic script from a new angle. He regarded writ-
ing as a specific form 0% storing information,
and he connected the idea of stored informa-
tion with the problem of storing magic. Spe-
cifically, he constructed an alphabet in which
the letters themselves are a reservoir of Force.
How this was done will be described below.
The alphabet of Douglas has some important

advantages over the ordinary alphabet. First,
thealphabet could be used to store a surplus of
Force, if by accident such a surplus was
created. In this way an age-old proglem was
solved. There has been much loss due to the
careless creation of large amounts of Force
which could notbe used up. Thereisaremark-
ableresemblance to the waste of fossile fuels in
the last century.

The Force stored in the Douglas alpha-
bet could be released at any time by reading
aloud the words. This is the basis of a second,
even more important advantage: the Force
needed for usinE aspell could be provided for

having been lost the second time. Moreover,
for very powerful or very short spells not all
the Force needed for using the spell could be
squeezed into the writing, so there would still
have to be another source of Force.

Perhaps there might have been adaptati-
ons inorder to overcome these disadvantages.
Unfortunately there was no time for tﬁat
Shortly after the introduction of Douglas”
alphabet, magic ceased to be applied altogeth-
er, forreasonsthatarenotentirely clear. Itwas
four centuries before the thread was taken up
again, and much of the knowledge of former
times has never been regained.

by puttingitinthe words of the spell. The need

Signs

Inaddition to thealphabet, Douglasinvented several magicsignsformore
specific purposes. To be particular, he started to devise a system of signs
for giving directions in the process of preparing magic. The idea was to
convey as much information in as little space as possible, because the
process is often both complex and laborious, and small errors can have
disastrous consequences. In this situation no time must be lost in reading
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instructions: they must be taken in at a glance. The message must be

concentrated.

Douglas never finished this project: the
event of his “death” stood in the way. (About
the circumstances of this death you should
read our issue of two months ago.) To study
the application of the alphabet described
above oneshould visit Arendarvon Castle, the
place where it was invented. Logically, this is
also the place where most of the writings that
use the alphabet remain -in fact, almost every
known writing concerning magic and em-

loying the Douglas alphabet is either written
y Douglas himself or stems from his library.

Unfortunately, the library itself is not

open to the public, but there are some exam-

ples of magic writing exhibited in the Muse-
um. Moreover, in the so-called sitting-room s
amessage on the wall of which the “Guide to
Arendarvon Castle” says that “many experts
have been baffled in an attempt to provide an
explanation”. Apparently they do not possess
the correct knowledge. The lettering strongly
resembles the Douglas magic alphabet. The
words are meaningless. This 1s clearly an
example of the alphabet being used to store a
temporary surplus of magic force. The Force
has gone long since, either by the deliberate
speaking of the words or by dissipation.




The Alphabet

Until now, the alphabet itself has not been discussed, because we do not
know as much about it as we would like to before offering factual
information to the reader. However, we cannot omit the subject, so we
will try to cover it as thoroughly as possible. The complete alphabet is
given here. Looking at it, there are a few peculiarities that strike one

immediately.

First, there are no vowels, only conso-  termined in any way, and particularly the
nants. The reason for thisis that four centuries  vowels varied widely in pronunciation. This
ago, pronunciation of words was not prede-  applies even today: diafect (not accent) is
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determined by the pronunciation of vowels
much more than of consonants. In order to
know beforehand the pronunciation of the
letters that were written down, vowels were
kept out of the alphabet altogether. It should
be noted that exactly the same was the case in
old Hebrew: the vowels were kept out of the
Hebrew script, and the reader had to fill them
in for himself. However, the reason for thisin
Hebrew is quite different from the reason in
magic script.

Actually, the no-vowel rule was often
broken by users of the alphabet other than
Douglas himself. Itseems people found ithard
to read words without vowels. The vowels
were sometimes inserted in unmodified form
from the normal alphabet, which must have
diminished the power of the Force in the script
greatly. A compromise was found in putting
the vowels down as subscripts to the words to
which they belonged. Again, this develop-
ment parallels changes in the Hebrew script.

Second among the peculiarities of the
Douglas alphabet is the introduction of some
new consonants, and the disappearance of
some others. Once again, the aim was to keep
pronunciation of the letters #niform and gen-
eral. The consonants of the magic script al-
ways have the same sound ang are always
pronounced in the same way.

Third, the shape of the letters has been
altered slightly. Although not the most obvi-
ous of the properties of the new alphabet, this
is certainly the most important. In our every-

day alphabet, the shape of the letters is deter-
mined historically. No one knows why letters
are shaped in a particular way, for there is no
logical background. In fact the letters are
shaped arbitrarily, under the condition that
they remain easy to write. The letters of the
Douglas alphabet are conciously shaped to
balance the “straight” and “curved” concepts
and yet be as much like the corresponding
“normal” letter as possible. The balance be-
tween “straight” and “curved” is very diffi-
cult to reach, and this is the greatest achieve-
ment of the alphabet. It is this balance that
makes possible the storing of a certain amount
of Force in a letter. It acts as an insulator
against any disturbing influence, and actually
“%ocks” the Force contained within. The
“key” to this “lock” is the pronunciation of
the retters. To make the “key” fit, the writing
material must undergo a painstaking prepara-
von. The preparation 1s describedP below.
Here we find the reason why vowels are left
out and some of the consonants changed. To
be certain that the “key” of pronouncing each
letter releases the Force “locked” in it, one
must be sure of the exact pronunciation.
Those letters that are pronounced differently
on each occasion of use and from person to
person are left out of the alphabet altogether.

Preparation

The preparation of magic script is a long and tedious affair. It is not
enough to write down the letters; it is not even enough to enchant the
script after having written it. In order to lock magic force in a letter, it is
necessary to have it available in a free form throughout the process of

writing.

This means having an assistant to create
Forcein the rightamounts so that the magician
canhandleit with hismind and can forceitinto
the letters he is writing; or if there is no one to
assist a large reservoir of Force is needed of
which the magician can make use by releasing
it in manageable amounts.

Of course this is more easily said than

done. For instance, the trick of capturing the
Force in the letters by handling it with the
mind requires much training, careful mental
preparation, skill, concentration and feeling.
Knowledge of the amounts of Force that can
be squeezed into each letter comes onlﬁ
through experience. Undoubtedly muc

Forceias been lost in gaining this experience.
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Dissipation

Normally, it would be enough to write the spell on ordinary paper.
However, in cases where durability is needed or a large concentration of
Force is expected, a problem of dissipation arises.

Locking the Force in the letters would  results of this research have been lost, al-
be sufficient if there were 7o need to write  though we do know that some advances were
them down. Unfortunately there is such a  made.
need, and most writing materials are sensitive Asisall too often the case, we know the
tomagic force. Thereis areaction betweenthe  achievements of our ancestors, but cannot
magic and the paper: the paper is affected by reproduce them. Essential information has
the Force, and as a result some of the Forceis  not reached us and probably never will. The

lost. This is called dissipation. readers of this magazine will be familiar with
To check this process, it is enough to  the difficulties of researching magic: nobody
make the paper resistant to magic Force.  takesitseriously. Consequently, thereare few

Much research has gone into the development  opportunities of identifying magic script.
of some such paper. Unfortunately, the re-
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Magic Signs & Alphabets
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s a subject for study at university,
““magic’’ would raise many an eye-

brow. The word is concatenated with
childhood fairy tales. No adult would accept
the idea of magic as a science. However, five
centuries ago ‘‘magic’’ (called **alchemy’’ by
the upper classes) had quite another status. It
was regarded by a surprisingly large group of
people as a serious affair. The attitude towards
magic then was much the same as towards
modern sciences now.

Our knowledge of this subject is limited to
the few writings that remain. The largest
collection of books on magic is in the library of
Arendarvon Castle, an impressive medieval
bulwark in the county of Darvon in the North-
West of Scotland. This castle was the site of
the British division of the Alchemist Move-
ment in the late Middle Ages (1500-1600 AD).
Thereason for the existence of this outpost was
that the owner of the castle, Sir James
Douglas, was an active member of the Alche-
mist Movement (or Alchemist Order). Actual-
ly, alchemy was popular mainly in France and
Spain.

James Douglas was also the founder of the
library. It was maintained and enlarged by the
subsequent owners of the castle. Whether they
regarded the collection as a curiosity or as an
object of prestige (or both) is not certain. The
library is still privately owned, and to obtain
permission for a visit is not easy. This is
understandable: the books are irreplaceable.
The library has been an important object of
study recently. Three Oxford lecturers have
visited the library regularly for the last few
years. Twoare professors in history and chem-
istry respectively, and the third is a Doctor of
Psychology. What is their interest in magic?

rofessor Doctor Connar teaches histo-
Pry. His interest in the Alchemist Order
is directly related to his work: he is
investigating the role of the Order in medieval
society. The Arendarvon library is for him an
important source of information. *‘Nearly

every work of importance is in the
tion"’, he said, ‘‘theoretically one co
construct everything that happened fr
material there™’.

What has he discovered so far? **The
mist Movement is never taken at its
value. I want to find recognition fo
scientists -for that is what they were."’
my, says Professor Connar, was ba
mathematical postulates and theories. |
ments and research were carried ot
scientifically. **Alchemy’” isthe termi
used by the members of the Order them
To other people the science was kng
“‘magic’’. Professor Connar: *‘Both
and alchemy had quite another meanir
than they have now. First, there was
supernatural or mystical about magic.
equivalenttoalchemy. The word has sh
meaning since, because magic as a
suddenly ceased to exist and the new
tion looked upon the magical results
been achieved as impossible. Still lat
word magic was used for everythir

16



impossible and was considered super-
That is why it is better to use alchemy
sfmagic to refer to the science. But the
ichemy ' has also shifted in meaning.
gme to be identified with those mem-
e Order who were interested only in
away in which to make it out of base
. They were frowned upon by the true
of that time.”’
udden end to magic as a science is still
by to Professor Connar: **It seems to
iichemy was at its height as a science
ddenly it vanished. | have absolutely
i to the cause. But this is one of the
tope to find out.™’
ple did alchemy play in history?
g to the professor that role could be
o important than is realized. Alche-
not as obscure and little-known as
. In fact, alchemists were held in
bythe leaders of that time. Councilmen
nchosen from the Alchemist Order.
wpular interest was directed more at
fical achievements of the science than
kience itself. This is understandable
remained so even in our own times.
ie thrilled by chemistry, of which the
visible everywhere, but quantum
have little public attention, be-
ydo not show spectacular results.
grall, the purely scientific approachto
s not as important as the practical
it it is the scientific approach that
h Professor Connar most of all, be-
shows that scientific thinking is not
g unique to this time.

ther Oxford professor who has
own interest in the Arendarvon li-
ary is Professor Dr More. He teaches
1y. For him, the library is a source of
ion about the origins of his work.
ot More: **In my opinion, knowledge
istory of science is very important in
ding exactly why science is what it
titably, the origins of chemistry are all

too often ignored. Approaching a science like
chemistry in the light of modern achievements
stimulates ivory-tower thinking. | feel that a
closer familiarity with the foundations of
chemistry would result in a deeper insight into
the task of the chemist."”

According to Professor More, the history of
chemistry has hardly been investigated. In
contrast to, for instance, physics, chemistry
can claim no popular knowledge of its history.
Gallileo, Newton, Einstein: everyone knows
who they were if not what they have done.
There are no similar celebrities in the hisory of
chemistry. The professor intends to change
this. But why exactly has he set on alchemy as
being the ancestor of chemistry? Professor
More: **The link between alchemy and chem-
istry should be fairly obvious. Etymologically
the words are clearly related. The first came to
an end in the 17th century, the second picked
up the thread at the beginning of this century.
Of course some work has been done in the
intervening centuries, but hardly anything
spectacular was discovered; so little, in fact,
that the first real chemists had only the work of
the alchemists on which to base their studies.

The Arendarvon library provides an almost
complete record of the alchemists™ achieve-
ments. “‘It is unbelievable’’, says Professor
More, *‘that such a formidable store of scien-
tific knowledge should have gone unnoticed
for almost three centuries. Of course there is a
lot of chaff between the corn, nonsensical
documents about magic and the philoso-
phers’’ stone. The alchemists were easily
diverted from real science. However, on the
whole the Arendarvon library is a fountain of
knowledge about the history of chemistry.”’

Quite another way of looking at alchemy is
propagated by Dr Kindorn, an Oxford gradu-
ate whose subject is psychology. He has new
ideas about the underlying motifs of alchemy.
His thesis concemns the probable relationship
between the decline of the Catholic Church
and the rise of alchemy. Frustrations which
had always been expressed in Church ritual
needed another outlet. Dr. Kindorn: **Every
one of the alchemists’” or magicians’’ tools
were symbolic. It is quite obvious to anyone
with any knowledge of Freud's theories how
concepts such as phallic symbols, longing for
the womb and the Oedipus complex are woven
into the pattern of alchemist actions.™’

According to the doctor, the alchemist
movement in itself was of no importance. The
only interesting thing about the movement is
the light it sheds upon our deepest frustrations.
Dr. Kindorn, too, considers the Arendarvon
library an invaluable research center: *‘Itis a
shame that such important psychological ma-
terial should be kept in an obscure musty castle
like this. It would be far betterto have it moved
to a university library such as Oxford's.”
Unfortunately forthe doctoritisillegal to have
the books moved.

The library remains a unique collection of
relics from past times. Whatever the truth may
be about the Alchemist Movement, their work
constitutes a way of thinking now extinct.
That is why we are thrilled by the collection;
and that is why we can learn so much from
those books and documents— By Robert C.
Moore. Reported by Diana Furrier and C.C. Bean/
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I am Zazar the Great, most powerful of the Order of
Magicians, and this is my story of ill fortune.

May those who read it take heed and not repeat my
mistakes.

Hear of my deeds of over-confidencel! I trusted too
much the fair talk of Borozar, thrice-damned foe of
humanity. I held a high opinion of this fellow, he
who turned out to be the most dangerous man of our
era. I even made him keeper of the most secret, most
valuable possessions of our Order. Now my grief over-
whelms me, because this man, this unspeakable villain
proved completely unworthy of every grace bestowed
upon him, and vanished, taking with him the posses-
sions of which he was the guardian.

The Order is now in the most serious plight of our
days or the days of our ancestors. If these matters
are not arranged satisfactorily, then surely we will
diminish and dwindle, until death overtakes the last
of us, and the end will come to an era of unsurpass-
ed scientific knowledge. For Borozar took with him
the largest of resources of magical force, the pure
works of magic, wrought decades ago in a manner

that may not be repeated, for this would too much of
the astral force and the universe would shatter un-
der the strain.

I have cast a search-spell, and know now that the
fiend has retreated to Arendarvon Castle, where
Douglas, Grand Mastgr of the Order, toiled half a



century ago to complete the last and greatest of the
magic works that Borozar took with him.

I have examined the aura of the Castle and have
found that it is almost completely locked off. Not
the might of all those left in the Order united
could break the lock. To accomplish this feat, Boro-
zar must have made use of forbidden knowledge,

which proves that there is even more amiss than was
suspected; besides, the locking of the Castle must
have used most of the force in the magic works. But
what is left should suffice for one person for thou-
sands of years.

We cannot but try to recover the stolen goods. For
in addition to the magic works, Borozar took with
him a collection of the mightiest spells inter canem
et lupum, seven in all, with which great mischief
can be wrought upon humanity when put to evil use.

Only one solution remains. I must send forth my
spirit through the aeons, submerge my whole into the
astral plane. The condition of my return will be the
speaking of the magic word which I will put down in
this manuscript. I must take care that it will not
be spoken until the lock has lost its power, which
must happen within five centuries; for once spoken,
the word will lose its power.

This asks a great deal of me, for it will cost all
the magic force left me, so that I will cease to ex-
ist in the world of the living. But since I am res-
ponsible for the damage, I cannot deny the burden.

Who is prepared to end the quest;
speak this word for mankind's best:

BENTALDRUZIKAAL
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Playing This Adventure-Game



You:

In this adventure-game, you play the role of the journalist who, writing an
article about Arendarvon Castle, accidentally spoke the magic word that
released the powers stored long ago by Zazar the Great.

Although your situation is desperate, you are at a great advantage: as
a preparation for the article, you collected lots of information about the
castle, its history and architecture. While playing, you can always go back
to the dossier and try to find out something about some particular detail
that has been worrying you for hours, thereby not only -possibly- finding
a clue to the further play, but also -hopefully- enjoying yourself a lot.

You &The Computer:

If this is not the first time you have played an adventure game, some of the
following may be familiar to you. However, there is also a discussion of
some features that are unique to this adventure, so it may be a good idea
to read it anyway.

Since the process of typing in the program is described elsewhere, we
will assume that this has already been done. Everything is set, you are eager
to start playing.

The first thing to do is to read the book. Of course you can also start
playing right away, but that way you will not enjoy the game half as much.
By reading the book you will get a better idea of your environment, the cas-
tle where you will spend a good deal of your time -or so we hope! It is not
necessary at all to know the book by heart, certainly not the first time you
play. You can use it as a reference instead, a guide to consult when you are
stuck. Gradually, as you become more familiar with the easy parts of the
adventure, you will find that you do not know all you would want to about,
for instance, the general layout of the castle, and at that point you should
go back to the book, and try to figure out whether there is space for that
secret passage you had suspected.

About playing the game, much could be said. As hardened adven-
turers will tell you, you must not give up the first time you run into trouble,
but try and try again, knowing there must be a way out -there is always a
way out.

In this adventure, the player has an advantage he does not normally
have in other adventures, where all too often he is left in the dark about
what verbs he can use in a particular situation. It then happens frequently
that you know exactly what to do, but you do not know how to make the
computer understand. In such cases, it is a matter of thinking up every verb



that could do the trick until you have found the one the programmer
wanted you to use.

We regard this as a contamination of the adventure game. It seems
unnatural that a player should in any way be unable to make the computer
understand what he wants to do. Obviously, there are a number of ways of
overcoming this problem. One is to incorporate in the program not one verb
for every situation, but a great number of verbs -so many that whatever the

player types in will be recognized by the program. This is certainly the best

method, but equally not the most economical, for it uses a lot of memory
space, and will result in a delay while the computer looks through the list
of verbs every time an instruction is entered.

A second way of solving the problem of ‘user-friendliness’ is followed

in this adventure. There are just a few dedicated verbs, but their uses are
defined very strictly, and you -the player- are told exactly how you can use
averb. If you want something done, you can search the comparatively short
list of verbs for the correct one; and if you don’t find an appropriate verb,
why, then obviously it can’t be done!

Certainly it is a pity that you can’t use every English verb in existence,
but just a small subset. Still, this does not limit the flexibility of play, and
we consider this approach infinitely better than having to use a dictionary
every time you want to do something less simple than ‘go north’.

In general, the problem of choosing the right verb for the occasion
can be seen as part of the problem of the ‘man-machine interface’.

You make your moves by giving instructions. Unfortunately however,
the ability of a computer to understand human language is limited -or
rather, it is difficult to program a computer to do so. This is why computer
languages were developed in the first place. English is too complicated.

The term ‘user-friendliness’ is understood to mean the extent to which
the user of a program -be it a business-program or a game- can enter the
information that the computer needs in an easy way. In an adventure pro-
gram, user-friendliness should result in the possibility of entering the in-
structions in ‘normal’ English sentences. But, the problem of translation
means that these sentences must not be too complicated. ‘Go to the door’
is all right, but something like ‘convince the thief I have nothing of value’
is not.

The part of the program that accepts the sentences and ‘translates’
them into code understandable to the computer is called the parser. The
more complicated the parser, the more complicated, generally, the
sentences understood.

One adventure famous for its parser -and rightly so- is The Hobbit.
On the other hand, there are many adventures that take only one-word in-
structions: ‘take’, ‘kill’ etc. Arendarvon Castle’s parser is more com-
plicated than most, although it falls short of the beauty of the parser of The
Hobbit.



To understand the mechanics of our parser, it would be necessary to
explain the general set-up of the whole program. We assume that this will
not interest most prospective players, so it is not discussed here.

For the parser to recognize a word, it must be typed in in the same
form as it is stored in the memory. This means that there is often only one
way to describe an object. If you are told you see a ‘chair’, the computer
will not understand the word ‘seat’ in its place. This is to be expected, but
there are complications. If there are two doors to the room you are in, a
red door and a yellow door, you must instruct the computer ‘open yellow
door’ instead of just ‘open door’ which is also quite natural. But if you go
through the yellow door, and you want to close it again, you must still type
‘close yellow door’, although there may be no other door in sight. The same
principles apply when dealing with objects.

In conclusion, if something is described with two words, to handle it
you should try both words before giving up.

The Computer:

In every adventure game, a problem arises from the fact that a computer
cannot simulate reality perfectly. There are bound to be some unnatural ef-
fects. A very common example in an adventure game is that you may not
carry more than a certain number of things at one time -but it does not mat-
ter whether those things are pieces of paper or lead balls. To this particular
example, we have chosen a different solution: not the number of objects is
limited, but your strength is diminished by the weight of the objects; if your
strength diminishes to zero, you can’t move any more, and in a short while
you die from exhaustion. The solution in such a case is to drop something
heavy, of course.

Another instance in which the adventure-reality differs from the
world we live in can be explained by depicting a vase with flowers in it. If
you take one-flower from the vase, there will still be a vase with flowers in
it, or so you would think. But it is easy to see that it would be quite com-
plicated for the programmer to enable the player to take the flowers one by
one from the vase; it would require that the computer knows the difference
between all those flowers, which implies that it knows, for instance, twenty
objects called ‘flower’ which can be handled separately from each other,
but put together in a vase must be called ‘flowers’.

In this and many other cases compromises must be found. Often, the
best solution is the least economical, so there is a trade-off between reality
and computer memory.

Finally, there are some unrealistic effects in the text generated by the
computer while you play the game. These again stem from the complexity



of human language. We will illustrate this by example; if you enter the com-
mand ‘I wish to go left’, then the computer reads ‘I’ and assumes that you
want an inventory. Use the words ‘I’ or ‘in’ carefully, so that the computer
does not confuse them with a request for an inventory.

Abbreviations may be used but with care! For instance the abbreviation ‘1o’
for ‘look’ will be taken by the computer to mean ‘load’ because this comes
first in the alphabetical order of commands.



The Spells:

Before sending you on the search for The Secret of Arendarvon Castle, here
are some details on the nature of the spells you are to find. There are eight
spells in all, every one of which performs a different task. You may use the
spells if you find it absolutely necessary, because the ultimate goal is to pre-
vent the thief from using them, not to recover them unused. However, it
would be preferable if the spells are returned whole.

Here is a description of the effects of each spell.

1. Home-spell

This spell is the oldest of all, and is valued more for its antiquity than for
its practical use. For you, casting the spell would remove the effect of the
secret word you have spoken, and so return you to the ‘normal’ world,
thereby ‘short-circuiting’ your quest and ending it perhaps prematurely.

2. Invisibility-spell

In order to be able to wander at will without disturbance from non-wizards,
the invisibility-spell was designed. The oldest kind of invisibility could only
be ended by speaking a second spell; unavoidably some wizards forgot to
prepare that second spell beforehand, and were doomed to live as ghosts for
the rest of their lives. This particular spell, however, confers invisibility on-
ly for a short while. '

3. Reveal-spell

Although quite complicated in design, the only function of this spell is to
reveal the existence of any secret door or passage leading from the room
where the spell is cast.

4. Disclose-spell

The purpose of this spell is somewhat like that of the previous one: not to
reveal doors but to open them. In one respect this is a more flexible solution
to the ancient problem of passing doors, because it is not restricted to secret
doors but will open anything that can be opened. On the other hand, an
opened door will not always stay open, whereas a door that has been reveal-
ed by casting the reveal-spell will remain visible and capable of being
opened.



5. Light-spell

There is hardly an occasion when this spell is not included in the wizard’s
bag. Its applications are manifold.

6. Kill-spell

Always dangerous in the hands of a criminal is a weapon capable of killing
anyone he happens to dislike. This spell is just such a weapon, and the per-
son in whose possession it is currently is just such a criminal.

7. Charm-spell

At least as powerful, and possibly as dangerous, as the kill-spell is this
charm-spell. Basically, its effect is exactly the opposite: someone influenced
by the charm-spell sincerely believes you are his/her best friend, and will
consider it his duty to fulfill all your desires. The only occasion on which
the charm-effect will be undone is when you attack the victim or order him
to attack a relative or friend. In addition, the victim may be able to work
off the influence if in possession of considerable magic power himself.

8. Glow-spell

Considering the large number of different spell-designs and implementa-
tions, it is not surprising that there are some of which the exact purpose has
been lost in time. This spell is one such, although there is a difference: its
purpose has never been known. The spell was constructed by the famed
Douglas himself a month before he died. The documentation concerning
the spell-design was never finished. It has been rumoured that the spell was
of a radical new kind, but nothing is known for certain.



The Commands:

The Secret of Arendarvon Castle recognizes a set of 18 commands and 4
pseudo-commands. This means that, basically, 22 different actions can be
undertaken by the player. As will be shown, this number is actually larger,
because of a ‘multi-purpose’ command (USE).

All the commands and pseudo-commands (the difference will be ex-
plained shortly) are thoroughly discussed below. Their uses and possibilities
are described in detail, so that you need never have trouble in getting your
character to do something.

The commands fall into separate classes. First, we will discuss the
classes, to give a better idea of the uses of the commands themselves.

MOVE-COMMANDS

These are the commands that change the position of the player. To under-
stand the changes caused by the commands, one must regard the position
of any particular person as consisting of the location he is in and the direc-
tion he is facing. The move-commands may change any or both of these
elements.

In this category are:

GO

TURN

CLIMB

DOOR-HANDLING COMMANDS

These are the commands that change the status of a door - open, closed,
locked, etc.

In this category are:

OPEN

CLOSE

LOCK

UNLOCK

STRIKE

OBJECT-HANDLING COMMANDS

This large category contains all commands relating to objects. The effect



of the commands varies from taking things from the floor to smashing
them.

In this category are:
TAKE

DROP

GIVE

PUT

STRIKE

USE

PERSON INTERACTION COMMANDS

Playing the adventure, you will meet other people. These are inhabitants of
the castle. To interact with them, there are only 2 commands. This is
relatively few; however, there are other actions you may undertake that can
change the attitude of the other persons indirectly -for instance, if you do
something that angers them.

In this category are:

GIVE

ATTACK

DESCRIPTION COMMANDS

With these commands you can find out about your surroundings. This in-
formation is often helpful, or even essential, in playing the adventure.
The commands are: :
LOOK
EXAMINE
MEASURE

WAIT-COMMAND

Finally, there is one command for doing absolutely nothing. One may ques-
tion the usefulness of such a command. However, situations may arise
where you wish to let things develop on their own without undertaking any
action.

The command is (naturally):

WAIT



PSEUDO-COMMANDS

There are several instructions called ’pseudo-commands’ which do not ac-
tually have an effect on the players surroundings. They perform a varied
assortment of functions.

These are:

INVENTORY

SCORE

SAVE

LOAD

Although some pseudo-commands resemble closely the description-
commands, there is an important distinction. When you give a description-
command, you will be given a description and the play will move on one
turn. That is to say, looking around or examining something constitutes a
move. In contrast, executing a pseudo-command does not constitute a
move, and therefore it is not a command in the true sense of the word.

Now that you have a general idea of the commands, each command is
discussed in detail. To do this, the following information is provided:

Syntax of a command

To make the computer understand you, it is not enough to give a verb only.

With most commands, extra information is needed, depending on the

category of the command. To give an example, to take something you must

type not only ‘take’ but also the name of the object you want to take.
There are three basic types of syntax:

1. Direction: You must specify the direction.
Directions are: left, right, ahead, back.

2. Door: You must indicate a door, either by giving the name of the
door (front door, back door etc.) or by giving the direction
it is in.

3. Object: You must give the name of an object that is in the room you

are in. If you give the name of an object that is not present,
the computer will not understand you.

If a command is typed in without the appropriate syntax, the computer will
ask for extra information.

Effect of a command

There is an explanation of what will happen if you give the command. In
many cases, the command is self-explanatory.



Examples

There are some examples of the use of each particular command. The ex-
amples are not taken from the Secret of Arendarvon Castle; however, the
situations are often similar.

1. GO

Syntax: Direction-class.

Effect: You turn in the specified direction, and walk ahead. If there is
a passage in that direction, you go through and enter another
room. Next, you are told the name of the room you have
entered and whether there is someone else there.

N.B.: You can leave out the verb ‘go’ itself. If you give a direc-
tion only, the computer assumes that you want to go in that
direction. ‘

Examples: go left
ahead
go door
front door

2. TURN

Syntax: Direction-class.

Effect: You turn in the specified direction. Otherwise you don’t move.

Examples: turn back
turn to the door

3. CLIMB

Syntax: Object-class.

Effect: You climb the object you specify. With some objects, you enter
another room, for instance, by climbing down a ladder you
enter the room below. Climbing something, however, never
changes your orientation.

Examples: climb the hill
climb tree

4. OPEN

Syntax: Door-class.



Effect: You try to open the door you have specified. It may or may not
open and you get the appropriate message.
Examples: open ahead

open door

5. CLOSE

Syntax: Door-class.

Effect: The specified door closes.

Examples: close the door to your left
close left

6. LOCK

Syntax: Door-class.

Effect: If the door has a lock, and if you have the right key, the door
will be locked.
Examples: see OPEN, CLOSE

7. UNLOCK

Syntax: Door-class.

Effect: If the door is locked, and if you have the right key, the door
will be unlocked.

Examples: see OPEN, CLOSE

8. TAKE

Syntax: Object-class.

Effect: The object comes into your possession, on condition that it is
not too heavy for you to carry. If it is a fluid, you drink it; if
the object can be worn, you put it on.

Examples: take sword
take the coat

9. DROP

Syntax: Object-class.
Effect: If you were holding the object, it drops onto the floor.
Examples: drop sword



10. GIVE

Syntax:
Effect:

Examples:

11. PUT

Syntax:

Effect:

Examples:

Object-class.

If there is a person in the same room, you offer the object to
him/her. It may or may not be accepted; if not, you keep the
object.

N.B.: In Arendarvon Castle, there is never more than one per-
son in the same room as you, so there cannot be a mistake as
to whom you want to give the object.

give lantern

give back the sword

This is the only command requiring not one but two objects.
Both the object you want to put and the object you want to put
it in have to be specified; moreover, they both have to be in the
same room as you.

‘put’ is meant to put an object into some other object, for in-
stance to put a number of items into a rucksack. When you
have put something, it is actually inside the second object, so
you will not notice the first object if you do not examine the
second object -see EXAMINE.

put sword into scabbard

put flower into vase

12. STRIKE

Syntax:

Effect:

Examples:

Object-class or direction-class or door-class. If no object is
specified, the computer will assume you want to strike a door;
if no door is specified, it will think you want to strike a wall.
If on top of this no direction is given, or if there is no wall in
that direction, the computer will ask for additional
information.

This is one of the two commands that can have an effect on ob-
jects, doors and walls (the other such command is EXAMINE).
Striking something is always done in order to damage Iit,
although this will not always succeed immediately. Striking ob-
jects can cause them to break; striking doors can open them.
strike front door

strike back

strike watch



13. USE

Syntax: Object-class.

Effect: The effect of this command is not, strictly defined: it depends
on the object. If you want to do something with an object, but
there is no command to do it, you can try ‘use’. For instance,
to light a match: since there is no command ‘light’, you can try
‘use match’.

Examples: use match
use syringe

14. ATTACK

Syntax: None: the verb alone is enough.

Effect: No person has to be specified, just as with ’give’: there can be
only one person in a room with you. You attack with the
readiest weapon you have, with your hands if you have none.
If you weaken your opponent past a given point, he dies.

Example: attack

15. LOOK

Syntax: None (see ATTACK)

Effect: If it is dark, you see nothing. Otherwise, you get the name and
a description of your location. The description consists of the
view in each direction -to your left, ahead, to your right, behind
- and if there is something to see in that direction. Besides, you
are told what objects you see and whether there is someone else
in the room.

Example: look

16. EXAMINE

Syntax:
Effect:

Object-class, door-class or direction-class (see STRIKE).
Examining an object reveals what is in it. With most objects,
there is nothing to be seen, but, for instance, in a vase there
may be flowers, and in that case, if you type ’examine vase’ you
will be told that there are flowers inside. Also, if you have put
something into another object, you will see it again only if you
examine the second object.

Examining doors reveals something about their position: by ex-
amining it, you will come to know whether a door is open, clos-



ed, locked, etc.

Examples: examine vase
examine front door
examine the wall to the left
17. MEASURE
Syntax: None (see ATTACK).
Effect: You receive the dimensions of the room you are standing in as

Example:
18. WAIT
Syntax:

Effect:

Example:

depth and width, depth meaning the distance between the walls
behind you and in front of you, and width the distance between
the walls to your left and to your right.

By carefully measuring all the rooms you pass through you may
be able to construct a map of the castle, and perhaps predict the
situation of a secret passage in a blank spot on your map. More
important, constructing a map can give you a better insight into
the layout of your surroundings - it is a nice puzzle.

measure

None (see ATTACK).

You do nothing at all. The game goes on without you. This can
be useful if you want to wait for something to happen -a
miracle, perhaps.

wait

PSEUDO-COMMANDS

INVENTORY

Gets you a list of all the objects you are carrying at the moment.

SCORE

Gives you a rating of your progression so far. The score is based on the
number of interesting rooms you have visited, the number of important ob-
jects you have with you, whether these objects are damaged or not; further,
your score increases if you have managed to return to the world and
decreases if you die.

The maximum score you can achieve is 240.



SAVE

Saves the entire situation of all the persons, objects, etc. to be loaded again
when you want to continue playing from this particular situation.

LOAD

Loads a previously saved situation. After loading, the play continues from
exactly the point where you saved it.



Programming The Game



The Construction:

This adventure is rather a large one. Were it written in BASIC, it would
probably not fit in your computer. Therefore it has been necessary to en-
code large chunks of the program.

Unfortunately this creates problems. The encoded parts must be
typed in in some form. To help in doing this, we have devised a way of mak-
ing the code check itself, so that although you do not know exactly what
you are typing, you need not worry about making errors; the code is error-
detecting.

We have divided the work into several sections. We suggest that you
take only one section a day, which should take you an estimated 1.5 hours.
In this way we hope to prevent strain. Of course you may do it all in one
day, if you like.

Monday

The job consists of seven sections, called, not surprisingly, after the days
of the week.

Every piece will be introduced with a short commentary, telling you
what your homework is for that day.

Before you begin, however, we want you to remember:

— Do not be too afraid of making errors in the code. It is error detecting,
and the chances of an error remaining undetected are very small - much
smaller in fact than with BASIC programs.

— Always make a backup immediately after you have finished a piece of
listing. Make a backup half-way on your disc-drive. Nothing is more
frustrating than doing a job twice.

For Monday, you ‘get three listings: one in BASIC and the other two in
code. In fact, the BASIC listing is the decoder for all the following pieces
of code.

First type in the basic listing. This is a very important job! Check the
result thoroughly when you have done it. An error in this program will pro-
bably mean that you will never get your adventure to work.

Next, make a backup.



150
160

180
190
200
210
220
230
240
250
260
270
280
300
10
320
330
40
50
360
370
80
390
400
410
420
430

REM *% IBM FC - DECODER %
CLEAR ,30000
READ LIN,IBASZ,LL,NOB
READ OUTEASY,ADR,LSTADD
READ WD#$:COUNT=COUNT+1
PRINT : PRINT LIN+COUNT*10:;" ";
CODE%=0: GOSUR I@@: REM CHECKSUM
SUM%=NRYTE%: CS%=0
FOR I=1 TO LL

GOSUE 300:REM NEXT EYTE
CS%=CS%+NEYTEZ

IF ADR »= LSTADD THEN 210

IF NOB = 1 THEN 190

HE=INT (NBYTE%/127)
NBYTEZ=NBYTEZ-HE*127

IF NBYTE%Z = 13 THEN HE=-5
FOKE ADR,HB+S

ADR=ADR+1

FOKE ADR,NBYTEZ

ADR=ADR+1

IF CS%Z »= DUTEASYZ THEN CSY% =CS% - OUTEASYZ
NEXT

IF CODE% <> 1 THEN 250

IF CS%= SUMZ THEN 270

PRINT

PRINT "CHECKSUM ERROR IN LINE ";LIN+COUNT*1@
IF ADR »= LSTADD THEN END
GOTO S0

REM * NEXT BYTE *

IF CODEZ% >= OUTEASYZ THEN 400
IF LEN(WD$) = @ THEN 380
VL%Z=ASC (WD$) -55

PRINT LEFTS (WD$,1);

WD$=MID% (WD$,2)

IF VL% = —23 THEN 320

IF VL% < 1@ THEN VL%=VL%+7
CODEZ=CODEZ*1BAS%+ VL%

GOTO 310

R1%=INT (CODE%/0UTBASY)
NEYTE%=CODE%~ R1%*DUTEASY
CODE%=R1%

RETURN

The program you have now, named decoder, will be a base for most of the
other programs. This is illustrated by the code sections for today. The cor-
rect procedure is:

Load the decoder into your computer.

Add the lines of code to this program.

Save the resulting program and code.

Run the program. You will probably have made some errors in the code
which will now be detected. The line number of any line where an error
occurs appears on the screen.

Correct any error by comparing the faulty program with the original
listing and changing the listing accordingly.



6. Repeat steps 4 and 5 until no errors are detected. The code is now error-
free. Save the result, taking care that any previous backup (made in step
3) of this part of the code is deleted, to prevent confusion with the cor-
rect version.

Both the code listings of today must be processed in this way; that is, they
must be typed in as separate sections. Follow the procedure described above
once for each section.

For the enthusiast: One code section for Monday contains all the data
arrays used in the adventure: an array of all the rooms with their exits, an
array of the objects with their locations, etc. The other section is the only
part that actually contains machine code. This machine code uses all of the
remaining code as input.

99@ REM IBM - MONDAY

1000
1010
1020
1020
1040
1250
1060
1070
1080
1070
1100
1110
1120
11370
1140
1150
1160
1170
1180
1190
1200
1210
1220
1220

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

1000,
OFII
213L
V666
04DE
D4BR
Q9MF
DSTE
0IFW
@1NN
DOMS
24TX
087E
28vI
2438
DCNS
D1X2
@7HO
326
DOGX
0016
eCcs
OODE
00D

36,
SKCE
JWKS
SMS3
FRNE
LKJIZ
NSAZ
ODZF
MXZF
165K
LSSF
70TZ
CLEY
E23
RYHSB
I0WK
FKGO
CV66
KT4G
FBJJ
X1M@
M@ 1M
599K
RIF3

(1)
29,

WSK4
XFLS
IPIN
S0AD
TWAX
JUOb
HSZ8
KTL1
QK ZR
6IRJI
XCAV
4LN7
XHU9
HTCE
IR96
9PZG
LGKE
FBJ2
E2RP
1TSF
21MQ
HZRR
2E1B

1,

7EE8
SZXV
OMHY
OXvy
2FKT
4FJT
ZHA4Z
IR2U
XTED
TZED
TF7T
T@ou
RTTD
ZKCM
M2J2
6KD7
CD&E
V&EU
B1RBY
U&GHT
iMa1
K2LD
E@S0

FS4C
4S5ZL
SHMZ
L41C
LAYX
MEUM
K@kKJ
GVIT
4TZL
LNFO
LiFE
2416
oKee
1089
66UL
IRIN
24SE
LSEF
GPEW
S0TO
Ma1u
2Xye
DVIW

257, 49697,

GURN
EBSDU
AGNR
2AYT
WiAH
AMQO
IX68
8051
4FFM
ZIF1J
PuULS
MVLS
HJ4S
S&67T
8XUS
IMB3
15X1
GJIME
SJ1
3MD1
J2GB
6506
7ESS

S0350

GDTL
SEQG
R2NA
RUXA
DX8D
061F
F@0X
ZLA4F
UXNZ
VDUO
GFDJ
GFDJ
FNS0
2072
FJu4
SMER
UDZF
B70L
MA1M
MZKM
IECI
RZAZ
S7@D

@ZWH
ABSN
RALL
XB8DE
ETL?
JTDE
VYL4
FMUC
IJR1
NEFW
IWAC
@FZ1
01DR
QIFB
DOSé6
70LD
AD2J
Y93
1Mo
21M2
oLsw
YHWV
15DZ

611D
MiZP
210w
TLAI
RJLU
UMBé&
199U
BEEE
UOFS
TKWL
OIWS
8570
NP7T
DL8Y
UDRE
YNGF
2K6L
S41K
1M@1
1MD1
ZF@zZ
CS4B
SDZS

4JEQ
H7UM
KXZKE
JLUS
SYFC
@aoUSsS
699V
D2FA
FW4Z
WE3L
2NE2
RVLS
L1I3
IRVT
KL7X
CFr4z
SBEZ2K
SWGF
M21M
M@1M
745M
Z33E
DZSD



7?92 REM IBM - MONDAY

1000
1010
1020
100
1040
1050
1060
1070
1080
1070
1100
1110
1120
1130
1140
1150
1160
1170
1180
1190
1200
1210
1220
1220
1240
1250
1260
1270
1280
1290
1200
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
1412
1420
14320
1440
1450
14460
1470
1480
1490
1500
1510
1520
1520
1540
1550
1560
1570
1580
1590

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

1000,
ooy7
PR1E
@BUF
oesc
@1JB
@BND
0472
oGV
2171
21C8
BZ2CF
B2YZ
@25y
ese
2021
2022
@1J
RO1F
201H
221X
2021
2016
PO1F
@16C
QREF
os5J
oavi
BBIN
?28H
B1ST
oesJ
oR4H
oAy
202w
R1E?
ROK=
BAUA
DO4N
ALK
0D7E
rallil= )
BBBE
2D4
@154
2D1H
@RCR
Q0SE
PRAG
QOFR
ulvi) =]
@2e9C
oR46
o011
o@10
@@DR
@@1IN
@OBE
o1y
BO1K

36,
SXFM
FSDZ
EBLG
2MK 1
HZRE
DEE2
D&Z6
WIEZ
7RC6
G4FA
NANY
QK
E6JS
AFDO
WRZE
7510
BEEG
FSE2
ZKEJ
21LM
HTSE
RME4
SEDZ
R1H?
VSCR
XK&6E
6100
P43L
SFC1
NJES
E18E
Iiee
FN@H
1ARZ
ALLE
72928
HF90
OLET
I9E3
EQEE
EXSD
S9ML
GJ&é
JWMD
E&6TH
D25V
S@K I
E1DE
S1MT
F951
N1WN
AFBA
T8T0
ZMNT
GT6L
M4aLé&
LSKJ
FBSF
SSUR

(2)

29,

YMAF
SDZ6
H298
EBFV
XESY
KUDZ
UKL
7VVD
RFFC
AG&LC
@FES
G410
IRK1
FR2G6
QILE
EE@S
7E29
GDZS
SED&
IDZM
RE2G
BZEV
SETX
0I6A
YCS1
JLBE
3SFZI3
4FEQ
KSLR
ZIL4
B5SFH
G6JB
PLK
ARZD
2WER
HFDZ
WHMS@
RRYR
7LA1
Vs89
2525
42E6
UxXxv
8483
WDZS
FZEW
ERYB
1EER
7ARY
NSDZ
W2DZ
5269
SETé
4L6N
4EGW
MFU4
&JLB
9SFA
BGI&6

1, 257,

HCaVv
E75D
BAUK

IRHJ
Z5DZ
eDeL
OCE®R
SSAZ
AL1GL
ERLS
L4GH
2183
weses
ONSR

. A6FU

LWDS
0IED
2AHM
ZDE9
ANES
87Dz
2DDZ
WTEK
NRHM
WSEG
GYES
SUAS
F551
EEDZ
RZD6
ES5M
LUE®
1BKD
TRGE
o8Le
X123

¢ YAlé

RZFS
1NDB
&2J6
J7DZ
FEHL
E37E

S ZL6X

S9Y6
HXDD
S1AR
I8BE?
TCYE
ZEDZ
GS2C
S6BZ
LEGF
Z71D
E1FD
S7MKE
&KGE
GY7L
1BL6
L&ME

QWSE
SDZS
&YXX
FZH4
1017
usyd
TAZ1
F9L4
ORE4
AKHF
ZEFT
Z8DZ
DAZ1
SHE7
FHL7
NEB7
7DZ8
CDZL
SLAZ
LE@S
7FuUB
RECS
YDZS
7XHL
25E1
LE2EB
S3FS
DG&U
SuUL?7
K61
J&IR
TLAR
VRYC
RDZ7
@G7A
B8KIM
UzZZr
SIGS
FELR
SEUL
uuDA
HS@M
WRYC

40000, 41697

QESE
SDZS
KN4S
SF@S
AMZR
EOME
3516
Xk 1L
23XxXx
LNGQ@
ANSF
JFWA
TS6Z
6L5S
SE3S
SFCS
EE1S
BE7S
SEIP
SZER
6E16
1E2E
JZEW
F0EJ
425P
SEGA
NDLD
F&BL
S204
RE&B
RSIY
6DZS
CFFPS
SE1S5
uaye
GSRA
D&JE
G676
6EZ7
MD8C
W10
VUEA
AS1A
FIX@
EESS
7RYA
SZET
MDZM
L&%?0
461F
ABDE
1IE&S
QEDB

< JL7P

7031
KIBR
2JWK
HSJI
oDZS

15Dz

15ZE
veAs
F6F@
J1V3
6SFC
GSDE
NMS1

LGRY
G260
DAVV
BABY
AD&JI

CSEG
BSE4
SDHY
ASDZ
ERDZ
ZMEZ
2FDZ
V89
VGE®
M7ZFT
ZDSE
3I6KI

Z5MA
DREB
YRS3
1wz

454
Z5HM
CSEG
28LT
FSUS
891A
ERDZ
ZBES
ABWOD
KF8%
JMHM
QCE®Q
G678
YARY
D242
X2E7
Z7LD
DCDZ
7518
JREQ
4VI1IS
F&6FU
9JL7
L?TO
SMNZ
7L54
OBLS
4BMH
KKSK
15Dz

SDZIS
UN7E
LI1B
SDZI5
NW78
FEFS
89XA
E190
U&ZH
MEBM
HRY8B
LEAS
4VJé
7E1S
SDZS
SL42
NEB7
7E2E
BDZS
SZET
VFCS
7E28B
BEDX
ALJD
66IM
2DZM
BEZE
UZZEX
ARS7
OHEC
SFU8s
FEQS
ZMXW
UZET
RE46
FESZ
6L46
CS9F
IEQ?
SEZB
BSFO
NIGS
A23T
EESS
MESB
ADZS
SZES
SHMD
DEZ2H
XDZS
6FHS
KFSZ
4ES6
4L61
E80U
KIYB
4DZ&
LS9M

SDZS



Tuesday

In the next five days you will be typing code listings only. This must be done
following the procedure described on Monday.
Save everything on two diskettes, something may go wrong with one

of them....

For those interested: The code for today is the start of the actual program,
written not in BASIC, but in a specially constructed language which we
have christened ALADIN. The code defines half of the commands, say
from GO to PUT. Of course you cannot use any of the program yet.

1990 REM IEM — TUESDAY
,1,257,41697 ,44357

200D DATA
2@1@ DATA
2020 DATA
20370 DATA
2040 DATA
2050 DATA
206@ DATA
207@ DATA
208@ DATA
209@ DATA
2100 DATA
211@ DATA
2120 DATA
2120 DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

200,36 ,29

PO:6
oo8Xx
BAGF
POSN
@BIF
ParFV
@50
Q0ED
@1ZX
218E
asL
BBN?
19T
2ouUs
@12M
QOTE
@OEBF
@ZFU
BOER
24BU
0071
21ZA
@CDh&6
218U
@oGB
01KG
@z2Cc2
2ozu
2eeD
@Q1FP
oavyy
@1EBR
R1E&
@2KR
2491
BBNG
B1YE
@4DU
@SKEB
@1PX
2119
o104

1US9
S?3E
DCNE
GrS8
SAVS
RZA&
HLRC
E@SS
S6YX
XVFL
MLSY
W7MS
XWFJ
SXNN
SAVR
D283
JOZF
RSCA
L4F1I
FREQ
HILT
JZYS
USRG
Y1Pe
IZF0Q
JE@S
QF XD
JXK6
4GZ1
6ERS
DY1R
NS6N
GE76
NFE3
FS0S
IF8V
8G6aD
410U
ERFPD
1F65
6E2J
FCB3

FW8z=
16DZ
4FEQ
ZRVE
AJE4
JEWS
YEEU
9IE7
VR4F
ussy
L&78
7ARY
XN&E
FUVI
BS7J
MAWF
RE7L
MLDI
1878
8DRE
Q2ET
YFEW
VXZR
TN6L
1B22
ZHVF
6VY1
7HW?
AHE4
SF89
NNBT
R588
DZSE
HMP6
40FU
LERY
6UXZ
FOL®@
I0BV
XMEB
ERSS
L&SY

ED&D
SFXG
SEFT
B800E
6LFXB
JE26
SZDD
6DZS
YEEW
FRNG
RZES
ADOH
GDD1
DE?Y
MEDS
ORYR
SXFQ
JS6U
XWFY
196V
SMaT
X3ZP
XE9H
554A
weMs
B6EX
RZIK
G8HR
SE9S
LXXF
ROOU
ZRZA
236V
UJINH
48606
BCWR
SKAL
X0JdM
KERY

ZJIXF
E@SS
BDZY
4FEB
QANMM
EZ61
FBWS
SS5F
S2AK
DHOB
1BS4
EBS6
8RFJ
ECEL
ZIYI
B4F6&
QUSse
xvuc
7EVX
XVFé&
FPFPHF
EIA7
B39R
EWD7
7ARY
66UR
KFFY
0oec
6UXV
K@MD
XPZ4
S3ZCR
XVZE
VYZT
D&UX
vT2C
SXRL
DYMR
EBAS
WSD3
S0GS
ADSV

GIIé

BES
ZJIXE
SFRT
F&I6
NE7L
4EAL
Y78X
UG48
SXZe
CRZA
UXVF
BS6U
16BF
J700

DZSF
6DZS
RSZR
WSBE
NFTT
SXG7
DZ&E
54A0
MASY
JuEB
Z3J1
JWES
XVFS
DFFW
J XEE

1 JWKZ

DOUW
uDvL
S7BS
XS2A
YC&V
YEZV
L682
JWo2
RYDS
TS0
F1B81
JWOF
KADH
NBFR
SYFF
N?YR
XS2A
ROOY
LSX@
NRDG
R&YX
SVT6
VRBS
ERYD
R41F

SPSS

X6ED
G1FE
T8O
?6L4
WFRZ
8X54
BOGED
DTWS
106C
BNG6?
8HE®?
XTE?
MVRE
IDUN
76EM
AYLI
T3IEA
6IVJ
7BS1
Z4BZ
XZ54
XZRW
e63
cixa
CBRY
DCNZ
7UHY
ND3IF
ZU10
00s1
S41A
E26E
6EXF
SSAR
RGW@
7X82
VTS5Z
S56U
@OFR&
FASV
1UFC
EVé&Z

5893
235Z0
DE4F
XHJA
ARYA
AAZE
SZ1a
JEZ6
ASHLE
Xs4C
7EQE
2WIC
S7JM
ERYA
AWFD
RSCA
6DZIS
KAET
IRZA
IF79
ea87e
GR6E
9DEN
MS4E
CBK®
k4L
uTIC
0SVE
FEWé
FMLL
HE4S
osau
Q6ZEB
1954
FR&Y
AS@D
29589
298C
YXVX
TB3S
83LE
EF&H

ED&D
NGLF
EQ@SE
JB&6D
RYAS
WSJE
WS3E
GMEG
S4BX
RZBR
SAZE
S7ER
EDSS
YEF
RYIA
EKUI
E1GE
DDUD
RYNZ
7B95
HJINJ
FXWE
6L3S
RYAS
00OMF
LWGED
RZER
SXB7
EY&0
SXFB
E?5D
9Ci8
KOKY
28SE
XVRB
S2BZ
Q?YF
28SE
7P29
8K29
SWER
VOKé&

Z5SFX
NEHW
VTWS
15D2
FBEM
266M
A6DZ
19EQ
EZWS
YALV
16E2
YA77
AWIJ
Z0OE@
GFE1
JEDZ
@EDZ
SPE1
ZFSN
YFRQ
BGE7
@BLS
4AKU
BFRZ
XEEQ
48RZ
YZDF
YRL&
IZEQ
0840
I5EZ2
BIRZ
JVHZ
ISE@
N198
ZBDH
M&HL
3SE2
SA4U
SEZ8
YEAC
TG68

LEQS
uDeL
BE?6
SFXB
0E19
BG19
SFX?
SONZ
IE3b
PJBF
6CKE
OFXJ
AET6
SZFP
FE@S

YFNS
7E@S
S606
e8De
&6DZ35
4FYB
DLHZ
ALJS
GE@8
AMLS
RE16
1ELS
S2G4
FFNB
&DZF
ADYH
UFFL
BEZ6

RVTO
9DZD
8ED6
3IIM7
SE35
SVTB
2C8s



2e%0
22WM
0293
BRE?
232V
BOWF
@116
@1INE
2ayo
B6RI
oaJs
BRESL
1079
@381
200z
@B2T1
se2
@2ED
@1GS
@21IH
QA8
e7J
vacL
@1EI
B2YF
BOER
@BSF7
@11L
QoK1
@16C
oreo
PoOMI
@4TU
@3B2
QoLE
DOHSE
28246
BREV
Q1F2
QOH1
Q166
@eLD
22TJ
@3TJ
@162
o2vz
QoB4
BOHE
DOEW
BoCs

VTET
BC3IS
SVTI
S2u0
JBsT
SYFR
L6UA
SEXé
SYFK
FWazZ
7GUN
vTUS
QIW3
AT4L
HVU2
BRYE
M&TE
SXBS
2LRJ
HBR4J
TISE
DZ&F
ESS0
66UX
GRZC
UERA
KLLN
LURS
A1WM
JXLD
I1TS4
T212
Z9FC
BVLR
WFDS
RYER
UXVR
UNBR
S05A
RZBR
RYZ6
Z49D
ABCF
MSCA
JLUW
AYTD
DZé&J
DMXE
SSER
ERSS

S6W0
S7M3
8NRT
470U
BNRV
TVTM
zuse
DWaz
CSFE
CNMS
7ZF4
2NBS
45A7
SkKAL
ADZD
21E0
EUE®
ADER
LTRO
FITS
BWZJ
SE@S
JE36
LSXE
YAAG
7L51
1WE1
GA1W
46VP
15S0B
70LK
LDZS
Y7N2
UN4G

22YP
S71X
QI XK
C378
8SFB
YEAY
FDZS
S5HB
YEZ2A
SE26

414G
JE16
u4Ccuy
RZAZ
ZoLJ
NRZ8
MLL&
B2YR
ME@S
398X
KWMS
OFSL
ADLE
KRZE
NFVé&
veey
4GX3
Z4S5W
14FJ

2 SYFé6

EBLR
AXDS
SONS
I&LVX
GB=46
0398
bGB1
NFVJ
WFCR
7EB6
SCAV
UwLI
S45F
UGZL
SGDR
BCSW
MSXC
RYZ6
b6XJ
2Y0OU
xXxedJ
2ZFE
X0Z3
22YA
ADOF
EXG2
RWZ2
G1NA
JWNS
JZLS

JEBA
RJIYL
FROQG
CRZE
ZUSM
AUGRD
6RZ6
KAFF
IIXK
MHEZ
TOFS
EGD&
Y13U
286V
FYMW
W&7T
L7EC
BZZ4
FT1G6
BRYI
XS2A
E4UN
KL33
167G
I04F
@2y4
G49L
DRHX
R&6JW
S2MR
HE4S
HEDS
2W3Z
4U02Z

VRI& S

JBkKL
R70L

ZGV4
SSE3

. Q3VA

LEL6
G477V
KSXF
H&3F
SA18
AEBS
I2YW
BWRA
34UM

BEQS
AL9G
1E@S
LED@S
HEAB
TM21
8ACT
bEZ26
BDOI
UGCL
bEZb
YOIY
GAZD
vagy
NM4&
GA1W
FEW&
SEJV
7AWV
6DZ6
ZHM?
6T9S
BFYG
FE@6
244F
6EQ6
12Y5
ADOL
FI1Q7
12Y8
6DZ6
6&DZ8
E2YF
E4UN
4GOR
ADZ7
FVF3
SHL?
FIR7
FIR7
XMIZ2

\ 7E@&6

22YR
MEQ@S
7EQ6
4GOA
6DZS
3187
YDZ8

SDZS



Wednesday

Some more code. This section contains the rest of the commands. After to-
day, you can rest with the thought that two-thirds of the ALADIN-program
and half of all the code is done.

REM IBM — WEDNESDAY

DATA 3000,36,29,1,257,44357,47017

DATA DK&4 7F3H 3IXUI 6U37 19JY OFSW VWBI 2YZV SUGZ XVUI X316 U391
DATA @959 JYOF SWVY BIAS 1VSU EAS@ E3X3I 16U3 B19J YOF6 QVVE 3IAS3
DATA QONA 92Z5 3AZ3 SUNF RYAA YYJE N&ZX WPSM VW23 2XFL T3HM 9DZS
DATA OOG&6 XEAR YDSC BRYJ 96ZD ZSDZ 4EQR 4JJW KSXJ ROT4 7FLGO 4GME
DATA BET& UN7Y WSZX FO96 Z39E FVUA 4VIZ OCSé6 YXVF CEBE EXS2 AKUZ
DATA DS9B BEEX S2AS 04PX 33CK OK6@ RIXB VLER YE7@ 396 CVUA 4HBY
DATA O3TO 096Z HIWS 5899 EEWS 2ASZ HABP 7MAR 7W6Z SGOY &ZHI ZXFS
DATA D6FS EGMA BOX4 BFOL S11S5 YF74 FWSD SUED DI1U DON& TKRN NSOZ
DATA DB7C L71E SS5XM AFYZ EV9D ZSMY 1EAS L4Z@ LK2K RCZ7 S82Z GDOI
DATA D3WV 096Z FXB6 VXWR LINS YFGX UJFH EEB& VXVP JZYS YFDS 648F
DATA @PRIB SWDS CERY R9Y0Z OD4E 2JE@ SZXS BOUA ABYR RNNR YARY YIHB
DATA @5Q1 YSYF L2FI IHD6 JWKS XFOZ COSY 47JZ YSYF L3IVI IHES 5DZ5
DATA B2SN AQYY 47JZ YSYF S9BI IHE6 S6UX VPPC BWSE C6ZH JEG1 FE@S
DATA OOFX YTCS GEBRY ADOF FZNJ FSDZ SDZS @8CS HI7U HRHE FSDZ SDZ7
DATA OPE1 B&6JIX KD2W BIAS FERY BSOR RZAR YMIJ HE9S E2BE O7E2 4DIS
DATA @BJU FSOJ BAEG 66UX VPJZ L&4EG T4SA 390K MX4Z EWSBE YBJE FDIB
DATA DOFU S4ES DDRZ AZIR 49FA ZXVF R12D 3IWIY ATVG RYOF S@HJ EGIF
DATA BOIG RZAY TCSG BRYA GOBF ZNE@ S6VX VFR1 2RDF 1BUH UHE9 SEZB
DATA @@J1 RZICS 1BRY AGAB DZSD ZMZF SFZS FWB6 USRK W7Z6 HCS8 BRYD
DATA DOD4 EICE BSZIE OX45 Ebb6 UXWF JWK6 4BYB SASC FX9E OSLG SHLS
DATA @BIX ZZ6H T1IN K7LS XG78 XS4A AZVX 4JEZ 4GMB GIBE BSHI 7E26
DATA DOF9 S2EI YOFY GEDS E@6O @JIXK YLHI 84VL ERYC BZAI V7EZ &DIN
DATA OPEL KW2R RKDL D21R 0650 ERZA SONW UCS2 BZ31 EOIE 19E@ SMIF
DATA @1J0 2RRE OLD2 FTW6 S1GR ZABH BIV7 3CKS KRDA WJOH F1EZ BEQS
DATA @31Z BGJ1 XPT4 LJZB SYFE Z5IK LGN2 RRK2 LRCS UB&X AKZZ IDOI
DATA B72E RJZL SXFU 164U WALJ ZBSY FB3S IKL2 DOSM 63Gb& SRGC 1JBF
DATA D@IW RYLD DIE2 BE@S ZEWI VS2H JXKU 4AB4 AUGE RYF4 UWIV SEJ6
DATA ©1J4 SZID 4LSZ 45YF RNGH F1E1 E&VY 6G9D EBEEX SZA6 LAIV 9E96
DATA OSNF KRGW BACS BERY 4559 RBO2 I28S 6YXV R3IXK 328V LERY BHTIL
DATA DONJ GX62 BSEZ SSA4 EI66 UXWO KOLD 2FVD S5S@G RZAL SNIV 7ES6
DATA DOYS K71Y 5650 GRZA MXNE G©XXV JXK7 FDWU CS4E Z3ISE VZE1 BEDS
DATA DOAH LXCI W7ES &ZED 140T M63G DDJF E2E1 EE@S U441 W7ES &ZE2
DATA @12E 9KCX IFIL HE4S E9SD Z7EZ 66UJ VFWY ZVWM SEAR YADO HE9S
DATA D@HY S9AX EDS1 BRYA IT2D Z5V1 XLS4 BR7B 95YF DXUH YHEA SECS
DATA B2ZWB AJ4A ER7B CSYF RXBI TZUC WE1S &4YF1 FW9Z VYMS EARY ADOL
DATA DON3 WS7X APRY ARYA JA4AX &IEK &DIS FX76 VXVE SI1LS ZFDH KILH
DATA DO9I E97S AV&Y XXSJ XKRC P4@0 SVCS XCBY 20E2 L&64S EIEK 6DZ6
DATA @BIW TXCR ZARZ BS@B Z3I0F X2E1 B&VX VPAR CO2M J4AX &4EJ 6DZ6
DATA @OL6 SBJR ZUDP AX63 EJ6D Z555 ARCZ @IVO CS3IE RYJ2 LXGK 1HTS
DATA DOFK UOCU DB&B RJIFS S93IE 46DZ 7TNT E4@0 UC4K ED1S IAKX 5016
DATA DREC 9LY® FCTF I1ASU PFRY BSOF RZAS OTWW CSIE RYDF F4E1 AEQS
DATA DOGA KX2B TXXU JXKé& 2CWY CS3B RYGE 77E1 AE@S SGGJ 47E4 6DZD
DATA @@KD HI7E 1AE@ S73K ROBD 9X3D UOCU OBFX 3DZS DZCS AEIX AGO7
DATA OOHD RYIG E3ISE WE1S ZG@4 NR4G 74FB LSIM HE4S E1SD Z7E2 &DZ7
DATA @218 R4NR 3G6J FPVI WWFU PCRY BGOI SEVE 150K AJDD F@S@ ALFH
DATA @59Z DEOL 4JFI G3B2 WHZH RUID L9SH L4VF ZI3U IFHE ASE2 5597
DATA @1SE WE1S 6RI7 XBD8 S@BZ 3HAZ IUOU LSS5S BZOL JYKW OZWS QK6A
DATA D@IZ TWCR ZADD FWRK GO&E Z7NY 1SBYV 6W7E ESZF ROQK &AFX 9EQS
DATA @1F4 BONN JOSX HTYF 28SE 356W SDAS YFZI CWWD UDBZ 3SK& AFXB
DATA @14D JXKR GIW6 DK6A FXBE @5ZG F3XI 7XBD 8S2B RYE@ CSE3Z S5SCG
DATA @2K4 ABNN JOSX HSLY 28SE 3ISE1 82FJ XK6H FE78 SYBR YCAS DL61
DATA ODBF 6553 4RED GORZ ALFN 4ULU VSYF DHUI 7L&7 PIND YMRN OFZA




3530
3540
550
560
570
3580
3590
600
3610
3620

3640
3650
3660
I670
3680
3690
700
3710
3720
3770
3740
3750
3760
3770
3780
3790
800
3810
820
830
iB40D
8BS0
3860
3870
3880
890
3700
910
1920

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

@OR7
B16R
" BRVAY
040S
" yAR]
BOKG
DORX
a2vz
@1FA
Q1EF
)
POZR
@231
oar7
B2FR
D1KE
BREX
oKz
@3CS
@1AX
@NNY
a1vs
024pF
@12B
@30mM
BN
@14aA
@D&S
D1HL
@oKD
2KG
QoE4
@ZEO
Q1RK
@sMJ
B3Y1
B1KY
22743
RROFR
2ORE

G7XS
JWKS
VER2S
S4JF
JZLS
K6AJ
DHOR
AZ4U
SSAZ
SEW7
Gu1lA
7XKOD
SEGS
4GFP2
NEBUSB
7GF6
AZDC
RYIF
7116
YOFS
SFAZ
FFYQ
FCO1
KFK4
6SRA
WVaK
K3LS
S8RH
ADZ8
S3AS
FJ17
BWSG
@56A
1135
M&TR
OK&A
S2MJ
E26F
RZAR
X7BI

RYWK
UFDR
4JFW

6AFX
YIGO
FEGO

GE@S
4SEW
bEZ6

6YNS
6XXV
NY1E
BZNS
DUDI
GFB8%9
YCGF
E352
G20M
NNGA
4884
BADZ
IKSS
ALDZ
YBFZ
7LSX
SBES
280X
G067
EZ79
4854
WNSY
YF&69
BADZ
NZ21E
HZWW
GEED
HRUI
L4ID
LVC4
IA71
BADZ
I9AZ
DZB6
4JFC
UFIR
YF&A
7HDE
YRR2
G4SU

c48s
098E
@sce
F48S
YBGF
KXW2
SSEW
2B9F
TJIWL
SJBA
JPIZ
8DZS5
BVSA
6F X9
AFX?
JO2T
6SEW
MBNE
USCE
OYRR
JFEB
F&BL
LX3ZD
7DZS
S5CE
GK&6A
2710
ZHEA
ISFZ
KO2P
SMNS
7D15
VYSF
UXVR
9789
Y655
LITH
@S6D
SRD4
CDOF

OBUO
1A6L
@FDF
9SF7
SXII
JAKS
7HIZ
JPWF
JPWT
Z5E1
HZHR
@s5sc
2K48
G7HM
SZHM
EZEA
GPJQ
R&SE
NRH8
G183
2FKE
OBUOD
OFK&
@258A
DSYX
FVZIF
NLDD
wK4B
6148
4BGF
1186
@SLS
BWE7
XGSW
Jgsu
2VA3
D589
YAHOD
ZAM2
25DZ

DGE4
61Y7
UIHL
SJE7
uisL
ASCV
AGR?
KG0&
86a%
BEQ@S
UIDL
GXE&
S4JF
MDZ7
9DZ7
&6DZ7
AGRA
VE4S
8UCW
ADPL
U4Jr
FIDé
AL61
GJ47
S44JF
AJ17
1627
SITH
SITH
DGFé&
AL16
DJz27
SLie
DA3J
LDOI
WJIBG
JEK&
BFY7
1E15
SDZS



Thursday

The code section for today contains the last of the ALADIN-listing. This
part deals largely with the movements of the other inhabitants of the castle.
It is therefore a very important part: it brings action to the scene. Generally,
the more “‘intelligent’’ the other players are, the more interesting the adven-
ture. If intelligence can be measured by program size, you’ll have to agree
this adventure is interesting! Also, there are some finishing touches, such
as the death routine -up to now you couldn’t die! Unfortunately (for you),
you can’t just leave out that piece.

3990
4000

4010

4020
4030
4040
4050
4060
4070

REM IBM — THURSDAY
DATA 4000,36,29,1,257,47017,48897

DATA
DATA
DATA
DATA

DATA
DATA

DATA
DATA
DATA
DATA

21A0
22T1
@23y
2098
221D
@2ece
21L1
aSMA
@eDJ
v17C
2l AN ]
215J
@15H

SEAR
caTe
AZ9E
E@SS
ASCV
SDWE
1FAD
FFNQ
XD4E
YRRS
ZFTW
CXx8w
YEGW
VXV
EKH3
DZSF
E766
IGAG
ESBE
RYIK
SZ04
4937
450C
L4352
DFSX
&0GD
BE@S
DOHE
ER&6U
DZME
LYUS
4UNG
XSES
AZEJ
K8L&
W4ER
6995
CAM7
ZBRY
NZ5Z
DLED
SXGU
RZIBS
SA4N
LARY

DSZ@
XPGBX
&VYS
AGJ4
EQOL
85S8H
LY&U
I1UJ
16DZ
MSV7
CRZA
RQFZ
HZXS
X78K
BTKS
XGE@
19EQ
1GE@
R
4AFY
E46D
VRIE
I10YD
7vaey
FJE2
DUHR
1GMA
256U
7VEQ
@536
YFY1
VBEK
BERY
6DZS
25BJ
6DZ9
7C&J

S4JF
EZEV
FAZN
8GF&
XC4K
S54TJ
KX3L
CLGA
6EQ7
ZE9N
788
AELB
QK6A
v7Te
LSXN
8LS3
SVSJ
SS8C4
ZA39
GE@S
Z6EQ
csL4
FITE
eC4L
6EVX
BFYX
NRDS
XVFR
BLSS
7EW8
QFzZC
6985
IFZC
JBEBD
E37F
FZXE
BFXF
AMLO
GDKS
SECR
E16D
DRZA
OFKD
IN4X
RYAR

5717
79KY
uous
KY3I
02PQ
YLSY
X2FS
30TK
&VXV
4UTV
ucuo
LVXV
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Friday

Does the code for today look very different? It probably doesn’t; but ac-
tually, it is quite different from what you have been typing the last four
days.

The procedure for typing it in, however, remains the same. This was
described Monday. Today’s code contains half of the text of the adventure.
Since this is a text-only adventure, your work for today is of the first
importance.

990 REM IBM - FRIDAY

1002 DATA 100@,3b,3b,1,95,40000,43676

121@ DATA 1VUC ADAB EG7J FXO09 87TS YEY4 ZMOX 2UCA I@2C LNSX EX7U CAFO
1020 DATA 21SR X1SW 4B07 N7Té OEX7 1BLN 0OWX 1ST4 E@2J LN@O VX1U CSCO
1@3@ DATA 1ZTR X1UC BA@2 CFND U144 UCSG @7M7 NOLG X3ISR 4BO2 HNNG® MXX1
1040 DATA 2EN1 24UC SF@7 M7FE 1114 1BNN QUGX 2SR4 B@SR 4CB7 L7NS XEXQ
1050 DATA 1TW4 AB2G MNON TX1U C6F@ ZFLN DW1@ 1UC8 H@70 70DT 116Z MUX7
1060 DATA 20EX X250 4B02 DMN@ ORX3 ZMWX 41BK NOOR X81B KNOU RX2S S4EQ
107@ DATA 1BH7 MDYl D&ZM SX41 EPND T158 UC7E BS04 ABSP 4A02 JFN@ OYX1
1080 DATA 1BK7 NOLY X@SU 4B@Z DGN@ GTXZ UCAD @ZES NDW1 14ZM SX1U CSA@
1290 DATA 452B SNDT 153U C6F@ 7M7N @LRX 37N7 07JE WBUC 8907 M7TS WEXS
1100 DATA 1TR4 B@2J RNOP @X1U CAE@ 2FJIN SZEY BIMT X2UC 9HOZ BLNS XEY3
1110 DATA 26JE Y11B KNOM UXQS Q4A@ ZEPN @MUX @BUCY F@2C RNSX EXBU CAGO
1120 DATA @NYA QVC3 COZE NNSX EXQU C490 7L70 DWil B8ZMU XSSP 4F@S Q4DZ
1130 DATA 2EB1 151B NNOR ZX0S R4ED® SW4G O7L7 VDZ1 B41B LNOR XX0S F4BQ
114@ DATA 1WFA GO2C JINSX EY61 EBKND V141 UCSD @7M7 USZE Y4ZM SXSS 04G0
1150 DATA 134L N@ST X3SW 4B@2 CMNO NRX® UCSB @2CJ NDT1 17ZM UX1U CEF@
1160 DATA @TNY B81BEL NORU XO0SO 4BQV C3ID@® ZEFN DU13 SUC4 I0SE 4GZU CA4CO
117@ DATA 1BYL NOUV XZSV 4EQS X4HO SF4F Z1BO NSXE Z1UC 7H@7 O7US VEYL
1180 DATA BRPX 1987 M&2E ZBZM SX4Z MUX@ UCEI @2DL NDU1 16ZM TX1Z MSX1
119@ DATA 1TD4 AB2E ON@M TXQU C59@ 2BRN SWEX 6UC4 E@7L 7FPE@ 113Z MUX6
1200 DATA 20BY X1SP 4E@2 IMN® MVX1 UCEH @ZDK NDU! BSUC 99@7 O7FD S158
121@ DATA DTND T1JU 3YJ® SVDN GYSL ST64 3@J4 ADED 16XS SFNH 2FYK IYFO
1220 DATA S@DU ULHF YLGT 9430 IZP7 EMIF RYT2 UBCO UE43 90@0J SNE4 3900
123@ DATA 4DIW OHEJ 1ZGS MINJ JOWG SGAN HSLD YYZ1 UBYZ 201 TNOH QUWU
1240 DATA ATXD ZULG YVUK HSS3 4AEX RIZA 6FGH KKSE 3NDM 1UOI RHMF GIDI
125@ DATA 6NEJ 10KS JJIN4 CUD@ IFX3 HBPG KHSS MHDV GMHS DH4Z OXNW 4VUD
126@ DATA CCRI LR&63 TOXI IZRé FGOL JIDE GI3ZI DXIO RH3IA BXII FLE3 FOXV
127@ DATA CUUJ 2TSH GSD0 DTUS HBYW GSMD NJL1 SHIZ AKEC 1FGI RIS3 FIXV
1280 DATA 4G@IL SL4B 7E@I MRH3 ZB30Q J7IG 3SLC @SI4 3@SI 4307 E7GF GIRJ
129@ DATA EY4H SD73 PAXN IZM7 DP1E KAZY JIZ@ RXSG 7NHE JUGD QUIG WWHX
1300 DATA ENNK 10UD DRUI H4LF K3YH OIME B47E XI1IZ MISF FB@J 3IHH1 ONXI
1310 DATA S4YF 2UQI XA93 X9XX IPS7 K@2R ODSU EH4N KZCR UIHA ZWIY F1TQ
1320 DATA B3YJ 4AGE CINT ITF7 FGZH XITE LFGY XTSK INGY HOTS SDNG XHOR
1330 DATA 72FG ZWGS JSNH DLYK VSV6 BJ7E 3IHBY BYHS AKHB VXXH SSN3 XGXH
1340 DATA C6UB 2XJF GYLT DHUP 3TI1 @J20 IED1 EUIZ KLFG ZHIJ Z2EME R1GO
1350 DATA SFHE JOUW AD&@ J7H7 3ITIX ZIFL 7HEJ RVDF USH3 HUSC RUSH 7HVQ
1360 DATA BABI MLNE D1IR WCST @SMD 1ITS BGXP 00DU BJFG ZWOS FBNH 2YHK
1370 DATA BXTH SR7E C106 I0D7 E@1J RYTé 6@IM UGIR EXO@ B81YH SWIE C1PU
1380 DATA CKTS IONK 1@DI DLU4 GWSD YHSF H4ZA XYJS FI4@ VXMJ SNIJ X3GK
1390 DATA 14RH NH6FP ORSL 4305 1430 SI43 0SI4 3QIL H73P AXZG CDR4 3R7J
1400 DATA CKXI TGAE S1EK ISIG M971 UDVU MMK7 1UDV 46H7 LIZH S57G YYHZ
1410 DATA BR@J 3T3IH 4YFG SWAN JM1G MIFD GFGJ HRIW AKIZ OF1I LUEE S1VU
1420 DATA 70H7 KLKY W200 COUE JR2ZL T2XG NFBY RUDN UK43 L2@I NOKH DFGU
1430 DATA CGBXH SGK3 T79@ ISAE EK1D TE7R JFGZ KUSY JNJIN 4KOI MIM3 XL3W
1440 DATA SOFG THJS M415 EBNG XLGX IZOF FGLE ZYWB 6@XS RSNI LLEF GZHX
1450 DATA IVOG WUWY CLUD JROF NSID NGYV XX@N 1G5V 3NH2 HWKJ 7ARI 3I3RX
146@ DATA COBJ 3HHE 01DX IXON 46VX RIZN 9FGJ KBJ@ EEIS 2HYJ 4RRF GNDR
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Saturday

The last of the code! This section contains the rest of the text code. Yester-
day, you typed in the words used in the sentences; today, the code contains
the sequence of the words that constitute each sentence.

99@ REM IBM — SATURDAY
1000 DATA 1000,36,26,2,511,43676,47834

1010 DATA @WU4 TOLK CHBH 1U&4Z CAJK NGS2 AN@S DS4A LKS3I 560U KCTB TOVH
1020 DATA @OLQ HIG7 SRXQ NY&4C VBY2 7JZIC AXKN TSFO UKCY BT@V HCAE VOFO
1032 DATA BDS4 &XFW 970T IB7K RWCY NZRA I07K R3YA OK9W SIOU KCZB L10R
104D DATA DX55 KOUK BKSL 2IB& YAJ2 JVFL GZ7K R3IYB 4737 S0AN @SDR EOFO
1050 DATA @DWS IXHI 26Z2 BAXM &6XHI 2660 CDOF ZOWC I&FU STOU KBKC F25S
1060 DATA @DXH BS534 WKEV XHI2 &ZU9 CXNC XHIZ 6DKEB C2LB ZCBJ LNID J1W2
107@ DATA @KJB EC92 UBZC AJYU HYHD UUEE CO33 BLSI S7HP S34W KMF6 70UK
1080 DATA 1GDE KG4F DUCU 37B& YBKG 4ICP SX1W 8S4J I7KR WCIK @OD2E OAGL
109@ DATA 14J6 FYCZ ZVXD F7@N JHL7 KRWC WDB& YAD3I FBES DSH7 TO1X HI2Z
110@ DATA 1CSC 1AGY CDC1 AGER KIM7 KRSX AJKN HS34 W7D7 URFE UQ4S SOUK
111@ DATA 2500 N@9Z DYF@ XDCE DAGS CMEC DHXD EBOA GSCM BCDH XDCE OAGS
1120 DATA 1DFA DHUW CBEO AGSC MC23 NBZC EHKN 6500 UKDJ BL10 WCFB KG4F
1130 DATA @XVS 34WL KF4R BBK@ EXEW 7BZC CCKM F520 UK@7 J7V3 LOAS SOUK
1140 DATA @SVZ &NGZ 9ZDA 2NB&6 YDD1 XFBS XHIZ &KUI R7KR 3YCD ER6S GOUK
1150 DATA 16GW CVZY FLIM 7KR3 Y4M7 875G OUKE GDG3 TE&LY ADWB &CPS XOVC
116@ DATA 1BMD KWE9 FLKB 7KR4 P68 JD74 9CMP IDJG UE@K 3YOU KBKD R44B
1170 DATA ON@Z CPIL LT78 ABDR 7500 UKPL IUSR PXHI 266W ADUZ I0AX HIZ6
1180 DATA 1JTS V@FW CPSX WNLC LDZ4 CBZC 9ILL T78A BOR7 S00U KBEC SUEO
1190 DATA 1RVJ D7KR 3IY4V XM3X HI26 EFSY 10WC PSX0 FWOW XSWA B&YA J2ZRM
1200 DATA 11I1 SOUK BKSY OFWC PSX@ FWCM CU37 BZCY IQU7 S00U KBKE FWRE
1210 DATA @BHSP LIM7 KR3Y CDER 4560 UKBEE C11X 9FSE S@VE ZC9I BK7X UFPU®
1220 DATA 15KS JOUK PRKR 75J3 SBO8 K75J ANBS 7SJR DB12 XHIZ2 @DSE VKX
1230 DATA @JZZ BAND SD7Q ABNE ES34 WLOF XSPY WZ4D CBK7 7TOU KBKS FOFD
1240 DATA @HME GAD4 GBZC NFCP LIM7 KR3Y 4RKM 1XHI 2619 4Z0U KBKE GJOV
1250 DATA 11&Y HEN& FKFG BHBZ CYIN HEXH 1261 GB2D NYKD S534W JLJY NOB@
1260 DATA @SZS5 GOUK BKSQ @FOC FSXT 91Z7 DFLA &7T0 UKEE C1IS HFSE F7A1
1270 DATA @Z7X HI26 4TAD 2DVF LKZ7 KRWC @X@D 2ZBY@ FRCF SXUN SFUS XOFPO
1280 DATA 1HSS 98WH ZSAN BSDX AOK® 1040 DUJF VXHI 26FW ADZD B&YT 387K
1290 DATA 2TNR 3ZG@ ASSC B&YA DGSS 1VS3 4WJF Y7HE 1KEV XH3V ZBE® 7NOZ
1300 DATA INCI M7KR 3YBI KEVX HI26 1XBJ ANDS 7J02 YFCP SXOF OF3F 3SHE
131@ DATA BBCR RW&4X YBSZ LR7K RWCR C@BN BO2A BCDF BSLE ZCOQ 2J1Y URGH
1320 DATA 21CA N@SD SYAY OEID JFXA 27X5 4GZE EAE2 UBGY DQR2X CBEM 8MS1
1330 DATA @N4G GFGS TBZC NF9P LEL7 KRWC RNZ2 DXHI 262E W&6XN EEKF WOF9
1340 DATA 133X HI26 2HW6 J9SQ WCI1 KR3IY 4S58 85XA NOSD NA1Q SEDA DOOE
1350 DATA @B&U R3IY4 SXM3 SXOU KBKS TOPW REJL ZKIX HW97 QTCG 7KRW CHY®
1360 DATA @DRK VXHI 26Z8 9CZA UX3Y BB&Y ADUR &CPK 4QTD OXMC 7KRR HW97
1370 DATA @JRO 37WA NEZE XERA W73A D2GE ZCNP FOWC I&6FW KMBU &CPS X@FR
1380 DATA BFS2 M770 GPGW CI&F NW6D 9ZTC ME7K R3IYE TJFY 9A0U KEKS ROFR
13928 DATA 1ASF JROK CPK4 LNLP LIP7 KR3Y TS39 2386 @SN7 SJ0U KEKU BMGF
1400 DATA 25NF 2647 SJ0U KCFP LMIR BEN4 LWTH 8G41 QICF KA4LN VCKK 4LNW
141@ DATA OFMC AAD6 MBZIC AFB FSBT HKFR 43SN @OWC IKGZ 9TOU KEEL CA&L4
1420 DATA 23XA NBS7 T7R4 FG1D 94TEB 6YUM 7G03 ABBA N@S7 SOBH FJIR OFSZ
1430 DATA 25ME 7BE7 9ZFK 62DX HI26 OLB4 9CFO IWCE LZBE 94670 B&YA JWHC
1440 DATA 42F@ NC3K XH3IV ZVZ9 &2EG HVGW S6B& YAD2 GB3IR XHI2 @DSB L7AEB
1450 DATA 1ZE4 WJFY AEAN @S75 JFZJ FVXH IZOR C9F1 7PR1 SB4E RI&S XOFR
146@ DATA 1BSV D7A1 @BJ3Y ANO@S 7XXS M@BRH J37K R3ISE 3C27 1UOU KEEC 47DJ
147@ DATA 3DS7 KCIA 2YI2 @DS3 3ITG6 EYHC BVC1 YS34 WIFY Z2NE Q0S5 XOUK
1480 DATA 3670 PRIE DFOF ORE4 29F1 W94A KK2D VVUNZ US6Y HE7D J42Y B8IYD
149@ DATA 1570 2D1R ATGH XSSX HI2@ BLHI OFWR 0429 F&63V SBUR 4UIB 10UK
150@ DATA 2TiM IB4H XHI2 OFTA 01Z0 R4AZ EYCB K3JI 20BM 1802 QWZ4 29F1
151@ DATA 3ICT7 DJ4M WCTY WIV3 OPSZ D23J I20FP UAAF 614R 3IYOU KCLW S7G4
1520 DATA 3IK8 BB&Y BAGH BFR4 29F1 4UWC BMF4 VEHA N@S7 WFUB ONB4 29F1
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Sunday

The seventh day is traditionally a day for resting; however, we do not
follow this tradition. On the contrary, some hard work yet awaits you.

First, there is a fairly large BASIC-program. This is the keystone of
the adventure. Take care that you do not make mistakes! There is no error-
detection!

After that, all that remains is to put the pieces together. This is a very
rewarding job: the reward is the game on which you have spent so many
hours.

To put everything together, execute the following steps carefully:
1. Save the BASIC-program for today on a new cassette.

2. Load and run successively the programs for Monday to Thursday. If all
is well, there are five programs, each consisting of the decoder program
(listed Monday) followed by a number of code lines. Since all error cor-
rection has already been done, running the program should be no
problem.

3. When you have run these five programs, type the following command:
ESAVE "ALADATA.",40000, 12420

4. Load and run successively the two programs of Friday and Saturday.

5. Type in the following short BASIC program. Take care that you correct
any mistakes before running it!

12 OFEN"datafile." FOR OUTPUT AS #1

20 FOR I=40000! TO 47834!

30 A=FEEK(I):IF A<>® THEN FRINT#1,CHR% (A);
4@ NEXT

S0 CLOSE#1

6@ END

6. Run the program. This program will again save a piece of code.



The three programs just saved constitute the final program. Perhaps it
would be wise to repeat the process to make a backup.

To start playing, load today’s BASIC program, and RUN! You’ll
have to wait some time while the other two sections are loaded; but then:

PLAY THE GAME!!!

1@ REM ** ARENDARVON CASTLE #*%

20 CLEAR ,30000

I0 GOSUB 4000 : REM INITIALIZE

4@ CALL ALADIN : REM ALADIN INTERFRETER

S0 BAS=PEEK (SA+30)

60 ON BAS GOSUB 1000,3100,3000,2000,3200,3300,3400,3500
7@ IF BAS »= 1@ THEN GOSUB 3100

80 FOKE B815,F1:FOKE B16,F2

9@ GOTO 40

10@ END

1200 REM #% PARSER *#%

1210 INPUT "",C#

1020 IF C#="" THEN RETURN

1032 GOSUB 1150 : REM NEXT WORD

1040 GOSUB 1230 : REM FIND WORD

1250 IF ID =@ THEN 1020

1060 ON CMD%(ID,3) GOTO 1070,1080,1100,1130
1070 FOKE SA + 14,CMD%(ID,2): GOTO 1020
1080 IF PEEK(SA+1)=0 THEN POKE SA+1,CMDZ(ID,2):G0TO 1020
1290 IF PEEK(SA+2)=0 THEN FOKE SA+2,CMDZ(ID,2):G0T0O 1020
1100 D=FEEK(SA+%9)+CMD%Z(ID,2)

1110 FOKE SA#11, (D-4*INT(D/3))

1120 GOTO 1020

1130 POKE SA+4,CMDZ(ID,2)

1140 GOTO 1020

115@ REM * NEXT WORD %

1160 WD$=""

1170 CH$=LEFT#(C#,1)

1180 C#=MID%(C#%,2)

1190 IF CH#=" " AND WD#$="" THEN 1170

1200 IF CH#=" " OR CH#="" THEN RETURN

1210 WD#=WD$+CH#¥

1220 GOTO 11702

1230 REM * FIND WORD *

1240 ID=0:L=LEN(WD%$)

125@ IF L>S THEN L=5:WD¥$=LEFT$(WD¥,L)

1260 FOR I=1 TO NC

1270 IF LEFT$(TXT$(CMD%Z(I,1)),L)=WD$% THEN ID = I:I=NC
1280 NEXT

1290 RETURN

2000 REM ** DISFLAY TEXT **

2010 TXT=PEEK (MEM) *2546+PEEK (MEM+1) +NW

2020 RW=80

2030 THF=TXTH(TXT)

204@ IF LEN(T#)=0 THEN RETURN

2050 CH#=LEFT$(T%$,2)

2060 WI=(ASC(CH#*)-5)*127+ASC(RIGHT#$(CH#,1))
207@ T#=MID%(T#,3)

2080 WDF=TXTH(WI)

209@ IF ASC(WD#)=36 THEN 2190

2100 FPS=FP0OS(1) : REM CURSOR FOSITION

2110 PS=PS+LEN(WD¥) +1

2120 IF PS>RW THEN GOSUEB 2150

213@ PRINT WD#;" "j



2140 GOTO 2040

2150 IF ASC(WD#)=29 AND LEN(WD#)=2 THEN RETURN
2160 FRINT

2170 IF ASC (WD#)=29 THEN PRINT " "3
2180 RETURN

2190 JP=VAL (MID#(WD#%#,2))

2200 IF JP=@ THEN FRINT : GOTO 2040
2210 IF JP>13 THEN WD#=STR# (PEEK (SA+31+JP)):G0T0 2100
2220 T#F=TXT#(FEEK (SA+31+JF) +NW+NT) +T%
2230 GOTO 2040

3000 REM %% RETURN %%

3010 SP=SF-1

Z020 AF=STK (SF)

3030 GOSUEB 4390

3040 RETURN

3100 REM *xALADIN SUBROUTINE %%

3110 STK(SF)=PEEK (ALADIN-%9)+FEEK (ALADIN-8) ¥256
3120 SP=SP+1

3130 AP=FNP(7)

3140 AP=AF+6000

3150 GDOSUB 4390

3160 RETURN

3200 REM *% RANDOM GENERATOR %%

3210 X=FEEK (SA+28)

J220 X=INT(RND(1)#*X)+1

3230 POKE SA+3,X

3240 RETURN

ZZ00 REM *save*

3310 INFUT"Filename (Press <RETURN*> to cancel): ",F#:IF F#="" THEN RE
TURN

3320 FRINT"saving":BSAVE F#,40000!',1700
3330 RETURN

3400 REM *load*

2410 INFUT"Filename (Press <RETURN}> to cancel): ",F#:IF F#="" THEN RE
TURN

Z420 FRINT"loading":BLOAD F#%,40000!
3430 RETURN

3500 REM *x START AGAIN *#*

351@ INPUT "",C#

3520 SFP=0

3530 GOTO 4250

3540 END

4000 REM %% INITIALIZE #**

4012 ADR=40002'

4020 MEM=40000'!

4030 R¥=CHR# (13)

4240 DIM STK(1@) : REM * STACK *

40250 CLS

4060 FPRINT"Loading..."

4@7@ OFEN "datafile." FOR INPUT AS #1
4080 GOSUB 43460:NC=VAL (WD¥)

4090 GOSUB 4360:NW=VAL (WD#%$)

4100 GOSUEB 4360:NT=VAL (WD%)

4110 GOSUB 4360:ND=VAL (WD#%)

4120 DIM CMDZ(NC,3)

4130 FOR I=1 TO NC

4140 GOSUB 4360:CMD%Z(I,1)= VAL (WD#)
4150 GOSUB 436@:CMDZ(I,2)= VAL (WD%)
4160 GOSUB 4360:CMD%Z(I,3)= VAL (WD#%)
4170 NEXT

4180 NR=NW+NT+ND

4190 DIM TXT#(NR)

4200 FOR I=1 TO NR

4210 GOSUB 4360:IF ASC(WD#)=8 AND I<=NW THEN WD#=CHR# (29)+MID# (WD#%,2)



TXT#(I)=WD#¥

NEXT

CLOSE#1

ELOAD "ALADATA.",40000!

FRINT "Initializing..."

DEF FNP (X)=FEEK (ADR+1+ (X—1) #2) ¥256+PEEK (ADR+ (X—1) *2)
SA =FNF (1)

AF =FNF (7)

ALADIN=FNF (8)

GOSUEB 4390

FRINT FRE (WD%)
F1=PEEK (815) : F2=FEEK (B16)

CLS

RETURN

REM *read word#

LINE INPUT#1,WD$

RETURN

REM poke aladin pointer (ap)
HB=INT (AP/256) : LB=AP-HB*256

FOKE ALADIN-8,HB: POKE ALADIN-9,LB
RETURN

REM *% MISTAKE #*#*

PRINT "Try again, you made a mistake"
RESUME NEXT
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THE SECRET OF ARENDARVON CASTLE

A MICROWORLD ADVENTURE

Are you craving adventure and excitement, but can’t afford to travel to
distant lands to find it? Then your problem is solved! With this book and your
micro you will encounter magic and mystery in the adventure of a lifetime.

This adventure takes place in the remote castle of Arendarvon where a
journalist vanishes whilst investigating mysterious events. You must follow
in his footsteps through the dangerous and secret passageways of the castle,
braving the dangers lurking in the shadows. To help you survive this ordeal,
clues to guide you are provided in a wealth of descriptions, maps and
illustrations. You must use your skill and imagination in tackling the
problems that will confront you.

The program listing is provided at the end of the book. The game takes the
form of keywords which must be used to select the appropriate course of
action. But be warned. You must be bold if you are to successfully complete
the quest in search of The Secret of Arendarvon Castle.

If you enjoyed this adventure, you may be interested to know that further
adventures are awaiting you in the Antagonists and the Seventh Generation,
also published by Addison-Wesley.

Cover illustration by Bert Vanderveen.
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Addison-Wesley Publishing Company
ISBN 0-201-1b48L-8





