




































































PACKAGING EXTRAS 

If you have an artistic bent,. the program documentation 
can be an opportunity to really heighten the appeal of 
your game . It can add to the intrigue and enjoyment of 
playing the adventure to provide pictures, photographs, 
maps, and playing boards and magnetic pieces . Sample 
evidence could include police reports , bills, airline tickets , 
fake medication, clothing or hair samples, fingerprints, 
and receipts . 

Scoring techniques can be augmented with checklists, 
notebooks, and elaborate scoring procedures. 

The efforts you expend on the documentation of your 
adventure may well be the key to whether others are seri­
ously interested in your adventure. A rich imagination 
and a sense of humor should add a special flair to your 
programs, which makes them fun to write and exciting to 
play . 
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Appendix A 
Description of the General Purpose Subroutines in CIA 

INPUT SUBROUTINE (300-345) 
-Accepts input from the keyboard and puts it in 

·variable R$. 
-Finds the position of the first blank space in R$ and 

stores it in variable B. If the input has only 1 word, 
sets B=O. 

-Increments variable TT, total time, by 3. 
-If TT exceeds ET, the maximum time allowed for 

the game , game ends. 

PARSING SUBROUTINE (400-470) 
-Assumes the first word in R$ is a verb and the sec­

ond is a noun. 
-Puts the first word in variable V$. 
-Finds a match in the array of verbs, VA$, and sets 

V = position in VA$ of the word matched . 
-If no matching verb in VA$ , prints I DON'T 

KNOW HOW TO V$ , sets V = 0 , and returns . 
-Puts the second word in variable N$. 
-Finds match in array of nouns , OA$, checks that 

the object is either in the current room or in inven­
tory , and sets N =position in OA$ of the word 
matched. 

-If no matching noun in OA$, prints IT WON'T 
HELP, sets N = 0 , and returns. 
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NEW ROOM (500-510) 
-Clears screen and prints the room description 

when player enters a new room. 

MOVE SUBROUTINE (600-650) 
-Determines the room number corresponding to 

the direction input by the player. 
-Finds a match in D$ , the array of directions, with 

N$ . 
-Array RE contains the room numbers for each exit 

in the current room. 
-Sets R = RE(l ,J); if RE(l,J) = 0, then prints I 

CAN'T GO IN THAT DIRECTION. 

READ DATA (700-780) 
-Reads information from the DAT A statements 

needed for the game into arrays. 

COMMANDS (900-1120) 
-Finds a match in CA$, the array of commands, 

with player's input. 
-If no match , prints I CAN'T UNDERSTAND and 

returns. 
-If match, uses an expanded GOTO statement (line 

900) to execute the appropriate code. 
- The commands used in CIA are: 

HELP (930-931) Prints H$, the help message, for 
the current room. 

QUIT (934-937) Prints the time elapsed, the 
score, and ends game. 

INVENTORY (940-965) Prints a list of the objects 
being carried, from array CA. 

LOOK (1000-1000) Prints a description of the 
current room. 
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TIME (1030-1030) Prints TT, elapsed time. 
SCORE (1060- 1073) Calculates the total score 

for the evidence being carried. 
RESTART (1100- 1120) Initializes all the variables 

to start a new game . 

VERB SUBROUTINES 
This section of the program consists of a subroutine for 

each Verb that the program understands. The multiple 
GOTO statement (line 2010) branches to the appropriate 
subroutine for the verb input by the player. Each subrou­
tine contains the logic needed to perform the action re­
quested by the player, as well as any obstacles or hazards 
encountered when that Verb is used . Some verbs , such as 
LOOK and TAKE, can be used with any objects . Others, 
such as EAT and DRINK, are only appropriate with a few 
objects . . . 

Each subroutine processes the request 1f possible and 
returns to the main program. If a request does not make 
sense , such as EAT TABLE, a message is printed . In this 
case , YOU CANNOT EAT A TABLE. 

Some verb subroutines are essentially the same for 
every adventure. Others must be changed for the haza~ds 
and obstacles for a particular adventure. The following 
subroutines are general: 

TAKE and GET (2200-2270) Allow the player to 
take an object from a room and carry it. The action 
performed on an object is dependent on the value of 
OT, the object take code , as follows: 

1 - Player can take the object. 
2 - Object is hidden from view, e .g., behind a 

closed door or inside another object. Object 
can't be taken until some action is performed 
to expose it . 
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3 - Object is too large or heavy to carry, e.g ., sofa. 
4 - Object can't be moved, e.g ., wall or panel. 
5 - Object can't be taken or used until some action 

performed; e.g ., the door must be unlocked 
before it can be opened. 

If an object can be taken, then it is put in the player's 
inventory by incrementing the variable IC by one, 
setting the array CA(IC) to the object number, and 
setting the object's room number OM to 100. 
If the player already has 6 objects, prints YOU 
CAN'T CARRY ANYTHING ELSE. 

GO (2300-2300) Calls the MOVE subroutine and 
returns . 

DROP (2600-2630) Looks for a match in the 
player's inventory array CA, for the object in N$. If a 
match is found: 

-Takes object number out of array CA. 
-Decreases IC by 1. 
-Changes the room number OM for the object to 

the current room. 
-Prints DROPPED and returns. 

If there is no match, prints YOU AREN'T CARRY­
ING A N$ and returns . 
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Appendix 8 
Dictionary of Variables for CIA 

TERM 

VA$(30) 
CA$(10) 
D$(4) 

CA(lO) 
RD$(10) 
RE(l0,4) 

OA$(75) 
OD$(75) 
OM(75) 
OL(75) 
OV(75) 
OT(75) 
IC 
TI 
ET 

R 
N$ 
N 

V$ 

DEFINITION 

Verbs available in the game 
Commands available in the game 
Directions available to move 
D$(1) =NORTH 
D$(2) =EAST 
D$(3) =SOUTH 
D$(4) =WEST 
Object numbers of the objects being carried 
Room descriptions 
Room numbers of exits in each of the 4 di­
rections 
Object keywords 
Object descriptions 
Object room number 
Object number linked to this one 
Object take value 
Object take code 
Number of objects being carried 
Total time elapsed 
Total time available to player before end of 
game 
Current room number 
Keyword of object input by player 
Position in OA$, object array, of current 
object 
Verb input by player 
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v 
c 

B 
A$ 

G 

Ll(lO) 

Position in VA$, verb array, of current verb 
Position in command array of current com­
mand 
Location in input string of first space 
Local string variable available to use in rou­
tines 
Flag used to determine if Griminski has re­
turned 
G = 0 Griminski not there 
G = 1 Griminski returned and has been 
shot 
Stores the object numbers named by the 
player as evidence 

Appendix C 
Program Listing for CIA 

APPLE USERS - Type in program listing exactly as .shown . 

IBM USERS - Replace line 500 in the program listing with: 

500 CLS: KEY OFF 

100 DIM VA$ < 30) , CA$ < 10 > , D$ < 4 > , CA ( 10) 

105 DIM RD$< 10 > , RE< 10, 4 > 
110 DIM OA$C75) ,OD$C75> ,OMC75> ,DLC75 

> ,OVC75) ,OTC75) 
115 DIM LI ClO> 
150 IC= O:TT = O:ET = 1000 
155 RESTORE 
160 G = 0 
197 REM 
198 REM ------- MAIN PROGRAM ---
199 REM 
200 GOSUB 700 REM READ FILE 
209 R = 1 
210 GOSUB 500: REM NEW ROOM 
215 PRINT 
220 GOSUB 300 REM INPUT 
225 PRINT 
230 IF B > 0 THEN 245 
235 GOSUB 900 REM COMMAND 
240 GOTO 215 
245 GOSUB 400: REM PARSING 
250 IF V = 0 OR N = 0 THEN 215 
255 GOSUB 2000 REM ACTION 

72 • BASIC FUN WITH ADVENTURE GAMES APPENDIX C • 73 



260 GOTO 215 
297 REM 
298 REM --- ----- INPUT ROUTINE- -
299 REM 
300 R$ = 11 11 

305 TT = TT + 3 
310 IF TT > ET THEN PR I NT "SORRY ... 

YOU RAN OUT OF TIME " : END 
3 15 INPUT "NOW WHAT ? ";R$ 
320 PRINT 
325 FOR B = 1 TO LEN (R$) 
330 IF MID$ <R:t,B, 1) = II II THEN RETURN 

335 NEXT 
340 B = 0 
345 RETURN 
3 9 7 REM 
398 REM ----PARSING----
400 V$ = LEFT$ <RS,B - 1> : REM 

405 FOR v = 1 TO NV 
410 IF VS VA$<V> THEN 435 
415 NEXT 
420 PRINT II I DON'T KNOW HOW TO 
425 v = 0 
430 RETURN 
435 L = LEN (R$): REM NOUN 
440 N$ = MID$ <R:t,B + 1 , L> 
445 FOR N = 1 TO NN 
450 IF N$ OA:t<N> AND <OM <N> 

OM< N> = 100 ) THEN RETURN 
455 NEXT 
460 PRI NT II IT WON'T HELP II 

465 N = 0 
4 70 RETURN 
497 REM 
498 REM ----NEW RO OM----
4 99 REM 
500 HOME 
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VERB 

";V$ 

= R OR 

50 5 
51 0 
597 
598 
599 
6 00 
605 
6 10 
615 
625 
630 
635 
640 
645 

650 
697 
698 
699 
700 

PRINT RD$ <R > 
RETURN 
REM 
REM ----MOVE ROUTINE---­
REM 
FOR J = 1 TO 4 
IF D$(J ) = N$ THEN 625 
NEXT 
GOTO 645 
IF RE<R , J> = 0 THEN 645 

R = RECR,J> 
GOSUB 500 
RETURN 
PRINT "I CAN'T GO THAT DIRECTION 

RETURN 
REM 
REM -- ---- READ DATA ------
REM 
REM 

720 READ NV,NR,NC,NN 
730 FOR I = 1 TO NR: READ RD$Cl) 
735 FOR J = 1 TO 4: READ RE<I,J>: NEXT 

: NEXT 
736 FOR I 1 TO 10: READ HS<I>: NEXT 

740 FOR I= 1 TO NC: READ CA$(!): NEXT 

742 FOR I = 1 TO NV: READ VASCI>: NEXT 

745 FOR I = 1 TO NN 
750 

755 
765 
770 
780 
897 

READ DA$ < I > , OD$ < I > , OM ( I > , OL < I > , 0 

V (I> , OT< I> 
NEXT 

D$ < 1 > = "NORTH": D$ (2) = "EAST" 
D$ (3) = "SOUTH": D$ <4> = "WEST" 

RETURN 
REM 
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898 
899 
900 
905 
910 
915 
920 

REM ----- COMMANDS ------­
REM 
FOR C = 1 TO NC 
IF R$ = CA$CC) THEN 925 
NEXT 
PRINT "I CAN'T UNDERSTAND ";R:t 
RETURN 

925 ON C GOTO 930,934,940,1000,1030 
1060,1100 ' 

926 PRINT "INVALID COMMAND CODE"C: RETURN 

929 REM --- COMMAND - HELP ---
930 PRINT H$(R) 
931 RETURN 
932 REM --- COMMAND - QUIT 
934 INPUT "ARE YOU SURE YOU WANT TO 

QUIT? ";R$ 
935 IF R$ = "NO" THEN RETURN 
936 GOSUB 1030 
937 GOSUB 1060 
938 END 
939 REM --- COMMAND - INVENTORY 
940 IF IC = 0 THEN PRINT "YOU AREN' 

T CARRYING ANYTHING": RETURN 
945 PRINT "YOU HAVE" 
950 FOR I = 1 TO IC 
955 PRINT OAS<CA<I>> 
960 
965 
999 

NEXT 
RETURN 
REM COMMAND - LOOK --

1000 PRINT RDS<R>: RETURN 
1029 REM --- COMMAND - TIME ---
1030 PRINT "ELAPSED TIME IS "TT" MIN 

LITES.": RETURN 
1059 REM --- COMMAND - SCORE ---
1060 IF IC = 0 THEN PRINT "YOU AREN 

'T CARRYING ANYTHING": RETURN 
1065 s = n 
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1070 FOR I = 1 TO IC 
1071 S = S + OV<CA<I>> 
1072 NEXT 
1073 PRINT "YOU HAVE "S" POINTS FOR 

EVIDENCE.": RETURN 
1099 REM --- COMMAND - RESTART --

1100 

1110 
1120 

1997 
1998 
1999 
2000 
2001 

2010 

2011 

2099 
2100 
2110 
2115 
2120 
2125 
2199 

2200 
2205 

2206 

INPUT "ARE YOU SURE YOU WANT TO 
RESTART ";R$ 
IF R$ = "YES" THEN 150 
PRINT "SINCE YOU DON'T WANT TO 

RESTART": RETURN 
REM 
REM 
REM 

VERB ROUTINES 
' 

IF OT<N> < > 2 THEN 2010 
PRINT "YOU CAN'T "V$" "N$" YET. 

": RETURN 
ON V GOTO 2100,2200,2200,2300,2 

300,2300,2400,2500,2600,2700,280 
0,2900,3100,3200,3300,3400,3500, 
3500,3600,3700,3800,3900,4000,41 
00 

PRINT "INVALID VERB NUMBER "V: RETURN 

REM ---- VERB' - LOOK ---­
PR I NT OD$(N> 
IF OL<N> = 0 THEN RETURN 

N = OL<N> 
IF OM<N> = R THEN 2100 
GOTO 2110 
REM VERBS - TAKE, GET ---

~< = OT (N) 
ON K GOTO 2210,2270,2240,2260,2 

270 
PRINT "INVALID TAKE CODE FOR OB 

JECT "OA$(N) ,OT<N>: RETURN 
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2210 
2215 

2220 

2230 
2232 
2234 
2236 
2238 
2240 

2260 
2270 

2299 
2300 
2310 
2.399 
2400 
2401 
2402 
2403 
2410 

2411 

2412 

2419 

2420 

IF IC < 6 THEN 2220 
PRINT "YOU CAN ' T CARRY ANYTHING 
ELSE": RETURN 
IF OM<N> = 100 THEN PRINT "YOU 
ALREADY HAVE IT": RETURN 
PRINT "TAl<EN" 

OM<N> = 100 
IC = IC + 1 
CA<IC> = N 

RETURN 
PRINT "SILLY, THAT'S TOO HEAVY 

TO CARRY": RETURN 
PRINT "THAT'S . RIDICULOUS~": RETURN 
PRINT "YOU CAN ' T TAl<E "N$" YET. 

": RETURN 
REM ---- VERB - GO ---­
GOSUB 600: REM MOVE ROUTINE 
RETURN 
REM ---VERB - OPEN 
IF N = 12 THEN 2420 
IF N = 18 THEN 2430 
IF N = 44 THEN 2440 
IF N = 49 THEN 2450 
IF N = 17 THEN PRINT "YOU STAB 
YOURSELF WITH THE TIP","WHICH I 

SA POISONED DART.","YOU ARE RUS 
HED TO THE HOSPITAL","END OF GAM 
E": END 

IF N = 21 THEN PRINT "OPENED": 
OL<21> = 57:0T(57/ = 1: RETURN 

IF N = 37 THEN PRINT "OPENED": 
OL<37> = 38:0TC38> = l:RD$C8) = 

LEFT$ <RI:?$ <8) , 169) + "OPEN": RETURN 

PRINT "A "N$" CAN ' T BE OPENED": 
RETURN 
IF OT<12> = 4 AND OTC13) = 4 THEN 
PRINT "OPENED":RE<2,l> = 3: RETURN 
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2422 IF OTC12> = 5 THEN .PRINT "THE 
DOOR IS LOCl<ED.": RETURN 

2424 IF 0T(l3) = 5 Tl'iEN PRINT "YOU 
DIDN ' T DISCONNECT THE ALARM.","! 
T GOES OFF AND THE POLICE COME A 
ND","ARREST YOU ... END OF GAME.": 

END 
2426 PRINT "CAN ' T GET THROUGH DOOR Y 

ET": RETURN 
2430 INPUT "COMBINATION ";C$ 
2432 IF C$ = "2--4-8" THEN PRINT "OP 

ENED": OD$ C 18) = OD$< 18) + "PARTS 
OF AN RR-13 RIFLE ARE INSIDE TH 

E PADDED CASE.": RETURN 
2435 PRINT "SORRY - YOU DON'T HAVE T 

HE RIGHT COMBINATION": RETURN 
2440 INPUT "COMBINATION ";C:t 
2442 IF C$ = "20- 15-9" THEN PRINT II 

OPENED":OLC44) = 45:0T<45) = 1:0 
D$(44) = OD$(44) + II INSIDE I 
S:": RETURN 

2445 PRINT "SORRY - COMBINATION ISN' 
T RIGHT": RETURN 

2450 PRINT "0F'ENED":OT(51) = l:OLC49 
> = 51:RD$(10) = LEFTS <RD$(10) 
,184> + "OPEN": RETURN 

2499 REM --- VERB - READ ---
2500 IF R = 3 AND N = 16 THEN PRINT 

"THE TELEPHONE BILL IS MADE","OU 
T TO 322-9678 -V.GRIM, P.O. X"," 
GRAND CENTRAL STATION NYC","THE 
AMOUNT IS $247.36 FOR LONG","DIS 
TANCE CHARGES TO WASHINGTON D.C. 
": RETURN 

2505 IF N = 20 THEN PRINT "YOU CAN 
JUST MAl<E OUT THIS MESSAGE","HEL 
-ZXT.93.ZARF.1": RETURN 
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2510 

2515 

252<) 

2525 

2530 

2590 

2599 
2600 
2605 
2610 
2615 

2620 
2622 
2625 
2630 
2699 
2700 

2708 

2709 

IF N = 23 THEN PRINT "THE BILL 
IS MADE OUT TO 322-B721","AMBAS 

SADOR VLADIMIR GRIMINSl<I"."14 PA 
RKSIDE AVENUE - NYC.","THE BILL 
IS FOR $68.34 FOR MOSTLY","LOCAL 
CALLS.": RETURN 
IF N = 25 THEN PRINT · 11 322-8721 

": RETURN 
IF N = 30 THEN PRINT "322-9678 

": RETURN 
IF N = 42 THEN PRINT "20-15-9" 

: RETURN 
IF N = 56 THEN PRINT "322-8721 

": RETURN 
PRINT "NOTHING TO READ": RETURN 

REM --- VERB - DROP --­
FOR I = '1 TO IC 
IF N = CA<I> THEN 2620 
NEXT 
PRINT "YOU AREN'T CARRYING A "N 

$: RETURN 
OM <CA < I ) ) = R 
CA< I> = CA< IC> 
IC = IC - 1 

PRINT "DRGJPPED": RETURN 
REM --- VERB - CALL 
IF N = 53 AND CR = 5 OR R = 6 OR 

R = 9) THEN 2710 
IF N < > 53 THEN PRINT "IT'S 

NO USE TO CALL ";N$: RETURN ' . PRINT "YOU'RE NOT NEAR A PHONE 
": RETURN 

2710 PRINT "RING ... RING" 
2711 PRINT "HELLO, AGENT. THIS IS Y 

OUR CONTROL" 
2712 PRINT "SPEAKING" 
2713 PRINT "LIST YOUR TANGIBLE EVIDE 

NCE" 
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2715 EV = O:LL = 0: FOR I = 
I (I) = 0: NEXT 

1 TO IC: L 

2717 GOSUB 2780 
2719 
2720 

2730 
2731 

IF EV ? = 40 THEN 2730 
PRINT "I'M SORRY YOU HAVE INSUF 

FICIENT","EVIDENCE FOR A CONVICT 
ION. CALL ME","WHEN YOU HAVE MO 
RE INFORMATION": RETURN 

PRINT "FANTASTIC JOB! ! II 
PRINT "WE'LL BE OVER IN A FLASH 

I II 

2732 PRINT "TO ARREST THE SUSPECT" 
2733 TT = TT + 6: IF TT > ET THEN 310 

2734 PRINT II ----- --------" 

2735 PRINT "AMBASSADOR GRIMINSl<I ARR 
IVES HOME AT","10:30 TO FIND OPE 
RATIVES WAITING","TO ARREST HIM. 

2736 
2737 

2738 

2739 
2779 
2780 
2781 
2782 
2783 
2784 
2785 

II 

PRINT II ----------" 

PRINT "YOU ARE HANDSOMELY REWAR 
OED FOR YOUR","CLEVER SLEUTHING. 
II 

PRINT "YOU SOLVED THE MYSTERY I 
N II; TT; II MINUTES. II 

END 
REM GET EVIDENCE 
INPUT R$ 
IF R$ = "" THEN RETURN 
FDR I = 1 TO IC 
IF k$ = UA$<CA<I>> THEN 2786 
NEXT 
PRINT "YOU' RE NOT CARRYING A "F~ 

$: GOTO 2780 
2786 FOR J = 1 TO LL: IF LI(J) =CA< 

I> THEN 2788: NEXT 
2787 GOTO 2789 
2788 PRINT "YOU ALREADY SAID ";R$: GOTO 

2780 
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2789 EV= EV+ OV<CA<I>>:LL =LL+ 1: 
LI <LL> = CA ( I > 

2790 GOTO 2780 
2799 REM ---- VERB - UNSCREW 
2800 IF N = 13 THEN 2810 
2808 PRINT "YOU CAN'T UNSCREW A ";N$ 

2809 RETURN 
2810 FOR I = 1 TO IC 
2815 IF OA$<CA<I>> ="SCREWDRIVER" THEN 

2830 
2820 NEXT 
2825 PRINT "YOU HAVE NOTHING TO UNSC 

REW WITH": RETURN 
2830 PRINT "THE ALARM SYSTEM IS OFF" 

: OT ( 13) = 4: OD$< 13> = "THE ALARM 
IS DISABLED": RETURN 

2899 REM ---- VERB - SPRAY ----
2900 IF N = 14 OR N = 10 THEN 2910 
2909 PRINT "YOU CAN'T SPRAY A "N:f:: RETURN 

2910 FOR I = 1 TO IC 
2915 IF CA<I> = 10 THEN 2930 
2920 NEXT 
2925 PRINT "YOU HAVE NOTHING TO SPRA 

Y WITH": RETURN 
2930 PRINT "THE DOG IS DRUGGED AND F 

ALLS HARMLESSLY","AT YOUR FEET." 

2935 RE<3,1> = 5:RE<3,2) = 9:REC3,4) = 
4 

2940 RD$ (3) = LEFT$ <RD$ (3) '176) + II 

THE DRUGGED DOG IS ON THE FLOO 
R. II 

2945 OD$C14) = "THE FIERCE DOBERMAN L 
IES DRUGGED ON THE FLOOR." 

2947 CACI> = CA<IC>:IC = IC - 1 
2948 PRINT "THE DRUG IS USED UP AND 

NO LONGER IN YOUR INVENTORY." 
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2950 
3099 
3100 
3109 

3110 

3115 
3120 

3125 
3199 
3200 
3205 

3210 

RETURN 
REM VERB - PUSH 
IF N = 26 THEN 3110 
PRINT "IT DOESN'T DO ANY GOOD T 

0 PUSH A "N$: RETURN 
PRINT "THE PANEL POPS OPEN TO R 

EVEAL THE"."ENTRANCE TO A PREVIO 
UBLY HIDDEN ROOM." 
RE<5,2) = 6 
OD$(26) = LEFT$ COD$(26) ,35) + 
"A HIDDEN ROOM CAN BE SEEN B 
EHIND ONE PANEL." 

RETURN 
REM VERB - LOAD 
IF N = 28 THEN 3210 
PRINT "CAN'T LOAD A "N:f.: RETURN 

IF OMC28> = 6 THEN PRINT "THE 
PROGRAM IS ALREADY LOADED": RETURN 

3215 PRINT "THAT WON'T HELP YOU"; RETURN 

3299 REM --- VERB - RUN ---
3300 IF N = 28 THEN 3310 
3309 PRINT "YOU CAN'T RUN A ";N:f.: RETURN 

3310 IF OTC31) = 5 OR OTC32> = 5 OR 
OTC33> = 5 THEN PRINT "THE COMP 
LITER CAN'T RUN THE PROGRAM YET." 
: RETURN 

3311 OTC28) = 1 
3312 PRINT "THE PROGRAM DIALS A WASH 

INGTON D.C.","NUMBER. A MESSAGE 
APPEARS ON THE","MONITOR." 

3313 INPUT "PLEASE LOG IN ";C$ 
3314 IF C$ = "HEL-ZXT.93.ZARF.1" THEN 

3320 
3317 IF G = 0 THEN 3329 
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3318 PRINT "INVALID LOGON CODE": RETURN 

3320 PRINT "THE FOLLOWING MESSAGE AP 
PEARS ON THE", "MONITOR: THIS IS 

THE UNITED STATES","DEFENSE DEP 
ARTMENT'S TOP SECRET","ACCOUNT F 
OR WEAPONS DEVELOPMENT AND","RAD 
AR RESISTANT AIRCRAFT DATA. ALL 
","INFORMATION IS CLASSIFIED." 

3322 RETURN 
3329 G = 2 
3330 PRINT : PRINT "INVALID LOGON CO 

3331 
3332 
3333 
3334 

3335 

3399 
3400 

3405 
3499 
3500 

DE - THE SCREEN GOES BLANK. 
YOU HEAR FOOTSTEPS GRIMINSKI 
LOOMS IN THE DORWAY WITH AN 8-M 
M LUGAR IN HAND. YOU'D BETTER H 
AVE BROUGHT THE PPK-3 PISTOL FRO 
M THE DEPARTMENT OR YOU'RE F 
INISHED!" 

GOSUB 300 
IF B = 0 THEN 3335 
GOSUB 400 
IF V$ = "SHOOT" AND CN = 8 OR N 
= 58> THEN 3805 
PRINT "IT'S HOPELESS! GRIMINS 

KI FIRES .... 11 ,"YOU CRUMPLE TO TH 
E FLOOR ... END OF GAME": END 

REM --- VERB - DRINK ---
IF N = 36 THEN PRINT "YOU ARE 

POISONED, STAGGER TO THE PHONE", 
"AND CALL THE AMBULANCE ... END OF 

GAME": END 
PRINT "YOU CAN'T DRINK "N$: RETURN 
REM --- VERBS - CHEW,EAT 
IF N = 39 OR N = 54 THEN PRINT 

"YOU FOOL! THESE ARE CYANIDE CA 
PSULES.","YOU FALL WRITHING TD T 
HE FLOOR AND","DIE IN AGONY ... 
END OF GAME.": END 
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3505 IF N = 45 THEN PRINT "YOU IDIO 
T! THE GUM IS A PLASTIC","EXPLO 
SIVE. YOU HAVE JUST BLOWN","YOU 
RSELF TO SMITHEREENS!! ... ENDO 
F GAME.": END 

35 10 PRINT "YOU CAN ' T II; V$; II II; N$: RETURN 

3599 REM --- VERB - UNWRAP - -
3 600 IF N = 45 THEN PRINT "THE WRAP 

PER CONCEALS A TINY STRIP OF","M 
ICROFILM.":OTC46) = 1: RETURN 

3609 PRINT "IT DOESN ' T HELP TO UNWRA 
P "N$: RETURN 

3699 REM --- VERB - TALK ---
3700 IF N = 14 THEN PRINT "HE DOESN 

'T SPEAK ENGLISH!": RETURN 
3705 PRINT "THAT WON'T HELP YOU": RETURN 

3799 
3800 

3804 

3805 
3806 
3807 
3808 

3809 

3811 

3814 

3815 

REM --- VERB - SHOOT 
IF N = 8 OR N = 14 OR N = 58 THEN 

.3805 
PRINT "THAT WON''T HELP": RETURN 

FOR I = 1 TO IC 
IF CACI> = 8 THEN 3811 
NEXT 
IF R = 6 AND G = 2 THEN PRINT 

"YOU DON'T HAVE THE PISTOL","ANY 
THING ELSE TAKES TOO MUCH TIME." 
: GOTO 3335 
PRINT "YOU HAVE NOTHING TO SHOO 

T WITH": RETURN 
IF R = 3 AND CN = 8 OR N = 14> THEN 
PRINT "THE DOG BITES YOUR HAND! 

": RETURN 
IF R < > 6 THEN PRINT "THAT J 

UST MAKES A BIG MESS!": RETURN 
IF G < > 2 THEN 3804 
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3816 PRINT "YOUR SHOT GRAZES HIS FOR 
EHEAD. HE 11

,
11 CRASHES "TO THE FLOO 

R UNCONSCIOUS.","YOU HAVE TIME T 
0 GATHER ADDITIONAL","EVIDENCE T 
0 APPREHEND HIM.":G = 1 

3817 RD$ (6) = LEFT$ <RD$ (6) '201) + II 

GRIMINSKI IS LYING UNCONSCIOUS 0 
N THE FLOOR": RETURN 

3899 REM ~-- VERB - UNLOCK - -
:3900 IF N = 12 THEN 3920 
3919 PRINT "YOU CAN'T 11 ;V$; 11 A ";N$: 

RETURN 
3920 FOR I = 1 TO IC 
3921 IF OA$<CA<I>> ="KEY" THEN 3930 

3922 NEXT 
3925 PRINT "YOU HAVE NOTHING TO USE 

TO UNLOCK"," THE DOOR ": RETURN 

3930 
3999 
4000 

4010 

4020 
4021 
4022 
4023 

4025 
4099 
4100 

4109 

4110 
4111 

PRINT "UNLOCKED": OT< 12> = 4: RETURN 
REM --- VERB - ON 
IF <N > = 31 AND N < = 33) THEN 

4020 
PRINT "YOU CAN'T TURN ON A II; N$ 

: RETURN 
IF N = 31 THEN M = 137 
IF N = ~'"") 

·-•L THEN M ·- 57 
IF N = .. ) . .) THEN M = 111 

OD$(N) = LEFT$ <OD$ <N> , M> + 
II 

PRINT "ON":OT<N> = 3: RETURN 
REM --- VERB - OFF ---

"ON 

IF <N > 31 AND N < = 33) THEN 
4110 

PRINT "YOU CAN'T TURN OFF A ";N 
$: RETURN 

PRINT "OFF": OT <N> = 5 
IF N = 31 THEN M = 137 
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4112 IF N = 32 THEN M = 57 
4113 IF N = 33 THEN M = 111 
4114 OD$(N) = LEFT$ <OD$<N> ,M> + "OF 

F. II 

4115 RETURN 

5097 DATA 24 
5098 DATA 10 
5099 DATA 7 
6000 DATA 59 
6001 DATA "YOU ARE IN,YOUR OFFICE AT 

THE CIA. ON THE SHELVES ARE T 
DOLS YOU ' VE USED IN PAST MISS 
IONS. AMBASSADOR GRIMINSKI'S A 
PARTMENT IS NORTH.",2,0,0,0 

6002 DATA "YOU ARE AT 14 PARKSIDE AV 
ENUE THE ENTRANCE TO AMBAS 
SADOR GRIMINSKI'S SMALL BUT 

ELEGANT BACHELOR APARTMENT. Y 
OU SEE A HEAVY WOODEN DOOR WITH 
A NOTICE ON IT WARNING OF A 
N ALARM SYSTEM. 11 ,0,0,1 ,0 

6003 DATA "THIS IS THE MARBLED FOYER 
OF THE AMBASSADOR'S APAR 

TMENT. THERE IS A TABLE IN 
THE CORNER. THE MASTER BEDROOM I 
S EAST, THE DRAWING ROOM IS NORT 
H AND A CLOSET WEST. A FIERCE 
DOG CHARGES TO ATTACK.", 0 , 0,2 
, o 

6 004 DATA "YOU ARE IN THE FRONT HALL 
CEDAR CLOSET. HEAVY OVERCOATS A 

ND A TRENCHCOAT ARE HANGING U 
P. BOOTS ARE ON THE FLOOR AND 0 
THER ITEMS ARE IN THE CORNER. 11 ,0 
,3,0, 0 

6005 DATA "YOU ARE IN THE DRAWING RO 
OM. A DESK IS HERE. A SOFA AND 

A COFFEE TABLE ARE IN FRONT OF 
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THE FIREPLACE SET INTO THE P 
ANELED EAST WALL. THE DINING RO 
OM IS NORTH.",7,0,3,0 

6006 DATA "YOU CAN SEE A MICROCOMPUT 
ER AND PHONE MODEM AND MONITOR 

ON A TABLE AGAINST THE EAST 
WALL OF THIS OVER-SIZED CLOSET.A 

PHONE IS BY THE COMPUTER. A CH 
AIR AND SHELVES ARE HERE.",O, 
0,0,5 

6007 DATA "YOU ARE STANDING IN A SMA 
LL FORMAL DINING ROOM. THE 

TABLE SEATS SIX GUESTS. 
A SIDEBOARD WITH A TRAY ON IT I 
S AGAINST THE EAST WALL. THE KI 
TCHEN IS TO THE NORTH.",8,0,5,0 

6008 DATA "YOU ARE IN THE APARTMENT 
KITCHEN WHICH SHIMMERS WITH POL 
!SHED CHROME APPLIANCE 
S AND BUTCHER BLOCK COUNTERS. A 

LONG CABINET ABOVE THE STAINLES 
S STEEL SINKS IS CLOSED. " , 0, 0, 7, 0 

6009 DATA "THIS IS AMBASSADOR GRIM! 
NSKI ' S BEDROOM. A BED AND BEDSID 
E TABLE ARE HERE. A SAFE IS 
IN THE WALL ABOVE THE BUREAU. 
THE BATHROOM AND DRESSING AREA A 
RE TO THE NORTH.",10,0,0,3 

6010 DATA "YOU ARE IN A COMBINED BA 
THROOM AND DRESSING AREA. 
THE AMBASSADOR ' S CLOTHES 
ARE HANGING NEATLY ON RODS AND 
OPEN SHELVES HOLD TOWELS AND SWE 
ATERS. THE MEDICINE CABINET IS 
CLOSED." ,o,o,9,0 

6011 DATA "YOU ' LL NEED SOME TOOLS TO 
GET INTO THE APARTMENT." 
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6012 DATA "MAYBE YOUR TOOLS WILL HEL 
P YOU." 

6013 DATA "SOMETHING FROM YOUR OFFIC 
E COULD BE HELPFUL NOW." 

6014 DATA "FIRST IMPRESSIONS CAN BE 
DECEIVING." 

6015 DATA "THERE IS MORE HERE THAN M 
EETS THE EYE." 

6016 DATA "RUNNING A PROGRAM IS ALWA 
YS INTERESTING." 

6017 DATA "I CAN'T HELP YOU HERE." 
6018 DATA "BE SUSPICIOUS OF ITEMS IN 

SMALL BOTTLES." 
6019 DATA "THINGS ARE OFTEN NOT WHAT 

THEY SEEM." 
6020 DATA "DON'T OVERLOOK THE OBVIOU 

s. II 

6021 DATA "HELP","QUIT","INVENTORY" 
,"LOOK 11

,
11 TIME 11 ,"SCORE","RESTART 11 

6031 DATA "LOOK", "GET", "TAl<E", "GO", 
"CRAWL II' "WALi<"' "OPEN"' "READ"' "DR 
OP 11 ,"CALL", 11 UNSCREW 11

,
11 SPRAY" 

, "PUSH", "LOAD", "RUN", "DRINK", 
11 EAT 11

,
11 CHEW", 11 UNWRAP 11

,
11 TALK","SH · 

DOT", "UNLOCK", "ON", "OFF" 
7001 DATA "NORTH","IT DOESN'T HELP 

11 ,100,0,0,4 
7002 DATA "EAST","IT DOESN'T HELP" 

,100,0,0,4 
7003 DATA "SOUTH","IT DOESN'T HELP 

11 ,100,0,0,4 
7004 DATA "WEST","IT DOESN'T HELP" 

,100,0,0,4 
7005 DATA "SHELVES","SHELVES FOR WEA 

PONS AND TOOLS LINE THE WALL NE 
XT TO YOUR DESK. THERE ARE 

NUMEROUS ITEMS WHICH MAY HELP Y 
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7006 

7007 

7008 

7009 

7010 

7011 

701 2 

7013 

70 14 

7015 

7016 

OU ON YOUR ASSIGNMENT.",1,6,0 
,3 
DATA "SCREWDRIVER"."AN ALL-PU 

RPOSE SCREWDRIVER WIT~ C 
OLLAPSIBLE HANDLE.",1,7,0,1 

DATA "BOMB","A MARK MX HIGH-IN 
TENSITY SMOKE BOMB",1,8,0,1 

DATA "PISTOL","AN AUTOMATIC PP 
K-3 PISTOL",1,9,0,1 

DATA "KEY","A Sl<ELETON KEY",1, 
10,0,1 

DATA "DRUG","A SMALL CAN OF I 
NSTA-KNOCKOUT DRUG",1,11,0,1 

DATA "GUN","A MARK 3K HARPOON G 
UN WITH GRAPPLE AND LINE.",1,0, 
0' 1 

DATA "DOOR","THE HEAVY DOOR IS 
PAINTED BLACK. A BRASS KEY 

HOLE AND DOORKNOB ARE HERE. y 
OU CAN SEE THE CIRCULAR HOLES ON 
EITHERSIDE OF THE DOOR WHICH MU 

ST RADIATE AN ELECTRONIC ALARM 
BEAM. II ' 2 ' 13' 0' 5 

DATA "ALARM","THE ALARM IS SCR 
EWED INTO PLACE.",2,0,0,5 

DATA "DOG","THE SAVAGE DOBERMAN 
LEAPS TOWARD YOU WITH BARED 

FANGS. HE WILL NOT LET YOU PAS 
T HIM. II ,3,0,0,4 

DATA "TABLE","THE VENETIAN FRO 
NT HALL TABLE HAS A TORTOISE 
SHELL LETTER TRAY ON IT FOR 
BUSINESS CARDS AND MAIL. THERE 
IS A LETTER IN THE TRAY.",3,0 
'0' 1 

DATA "LETTER","THIS IS APPARENT 
LY A TELEPHONE BILL THAT HAS 

BEEN PAID AND IS BEING SENT TO 
THE TELEPHONE COMPANY" 3 O 1 <J. 1 ' . ' ' ' 
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7017 DATA "UMBRELLA","THERE IS A 

7018 

7019 

7020 

7021 

7022 

7023 

7024 

7025 

7026 

7027 

7028 

BLACK BUSINESSMAN'S UMBRELLA WIT 
HA POINTED END.",4,18,0,1 

DATA "BRIEFCASE","THERE IS A BL 
ACK LEATHER BRIEFCASE WITH A COM 
BINATION LOCK.",4,0,0,1 

DATA "DESK", "THE LARGE DA•< DE 
SK HAS A BLOTTER AND• PEN SET ON I 
T. A PHONE IS HERE. A BLANK 
NOTE PAD IS BY THE PHONE. THE D 
ESK HAS A PIGEONHOLE AND ONE DRA 
WER IN IT. II ' 5 ' 0 '0' 1 

DATA "PAD","ALTHOUGH THE NOTE 
PAD IS BLANK YOU CAN SEE THE I 
NDENTATION OF WRITING ON IT.",5, 
0' 0' 1 

DATA "DRAWER","THIS IS A STAND 
ARD PULL DESK DRAWER.",5,0,0,4 

DATA "PIGEONHOLE","THE PIGEONHO 
LE HAS A PAID BILL IN IT.",5,0,0 
,4 

DATA "BILL","THE BILL IS FROM T 
HE TELEPHONE COMPANY.",5,0,0,1 

DATA "PHONE","THIS IS A BEIG 
E PUSHBUTTON DESK PHONE.",5,25, 
0,4 

DATA "NUMBER","THE TELEPHONE 
NUMBER IS PRINTED ON THE BASE." 
,5,0,0,4 

DATA "PANEL","THE PANELS ARE T 
ONGUE-IN-GROOVE. ONE OFTHE PANE 
LS SEEMS MORE WORN THAN THE 
OTHERS.",5,0,0,4 

DATA "SHELVES","THERE ARE SOFTW 
ARE PROGRAMS AND BLANK DISKS A 
ND MANUALS ON THE SHELVES.",6,0, 
0,4 

DATA "PROGRAM","ONE PROGRAM IS 
FOR COMMUNICATING WITH THE U.S 
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DEFENSE DEPARTMENT'S MAIN 
FRAME COMPUTER.",6,0,10,5 

7029 DATA "PHONE","THIS IS A STANDA 
RD DESK- TYPE DIAL TELEPHON 
E. THE RECEIVER IS SET INTO A 
MODEM.",6,30,0,4 

7030 DATA "NUMBER","THE TELEPHONE N 
UMBER IS PRINTED ON THE BASE.", 
6,0,0,1 

7031 DATA "COMPUTER","THIS IS A STAN 
DARD BUSINESS TYPE OF MICROC 
OMPUTER WITH A KEYBOARD AND A 

PROGRAM IN ONE OF THE DISK DRI 
VES. THE ON/OFF SWITCH IS OFF." 
,6,0,0,5 

7032 DATA "MONITOR","THIS IS A HI-RE 
S COLOR MONITOR. THE ON/OFF 
SWITCH IS OFF.",6,0,0,5 

7033 DATA "MODEM","THE PHONE MODEM I 
S ONE THAT CAN USE AN AUTOMATIC 

DIALING COMMUNICATIONS P 
ROGRAM. THE ON/OFF SWITCH IS OF 
F. II ,6,0,0,5 

7034 DATA "TRAY","THE SILVER TRAY HO 
LDS A DECANTER PARTIALLY 
FILLED WITH CLARET.",7,0,0,1 

7035 DATA "DECANTER","THE DECANTER I 
S OF ETCHED CRYSTAL. IT PROBAB 
LY HOLDS SOME CLARET",7,0,0,1 

7036 DATA "CLARET","AN AMBER LIQUID" 
,7,0,0,1 

7037 DATA "CABINET","THIS IS A FAIR 
LY STANDARD KITCHEN CABINE 
T. 11 ,s,o,o,4 . 

7038 DATA "BOTTLE","A BOTTLE OF CAP 
SULES ARE HERE.",8,39,0,2 

7039 DATA "CAPSULE", "THE CAPSULES 
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ARE ELONGATED AND HAVE A SLIGH 
T ARqMA OF BURNT ALMONDS.",B,O,O 
' 1 

7040 DATA "TABLE","THE BEDSIDE TABLE 
HAS A PHONE ON IT. A PIECE OF 

PAPER AND A LAMP ARE HERE.",9,0, 
<)' 3 

7041 DATA "PHONE","THERE IS A NUMB 
ER PRINTED ON THE PHONE." 

,9,0,0,4 
7042 DATA "PAPER","A PIECE OF MONOGR 

AMMED WRITING PAPER",9,43,0,1 
7043 DATA "COMBINATION","THERE IS 

A COMBINATION WRITTEN ON IT.",9, 
0,0,4 

7044 DATA "SAFE","THIS IS A STANDA 
RD COMBINATION SAFE.",9,0, 

0,4 
7045 DATA "GUM","A PACI< OF STICK 

TYPE PEPPERMINT GUM. EACH STI 
CK IS WRAPPED IN PAPER.",9,0,0,2 

7046 DATA "MICROFILM","THE MICROF 
I LM HAS BEEN DEVELOPED BUT YOU CA 
N'T SEE IT WITHOUT SPECIAL 

EQUIPMENT. NEVERTHELESS 
IT'S PRETTY CERTAIN WHAT YOU H 
AVE FOUND.",9,0,10,2 

7047 DATA "SHELVES","A VERY SOPHIST 
ICATED CAMERA IS ON ONE OF THE 
SHELVES.",10,0,0,4 

7048 DATA "CAMERA","THIS CAMERA IS U 
SED TO PHOTOGRAPH DOCUMENT 
s ON MICROFILM. II' 10,0, 10, 1 

7049 DATA "CABINET","THIS IS A LARG 
E MIRRORED BATHROOM CABINE 
T.",10,0,0,4 
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7050 DATA "BUREAU","A WALL SAFE '!S 
SET INTO THE WALL ABOVE THE LOW 

MAHOGANY CARVED BUREAU.",9,o,o, 

7051 DATA "BOTTLES","BOTTLES OF 
FIXER AND PHOTOFLO ARE ON THE S 

HELVES. II ' 10 ' 52' 0' 2 
7052 DATA "TANl<","THERE rs A FILM 

DEVELOPING TANK AND A FILM APR 
ON AND TANK COVER HERE T00.",10, 
0,0,2 

7053 DATA "HEADQUARTERS","HEADQUART 
ERS",100,0,0,4 

7054 DATA "CAPSULES","THE CAPSULES A 
RE ELONGATED AND HAVE A SLIGHT 

AROMA OF BURNT ALMONDS. 11 ,8,0,0, 
1 

7055 DATA "SIDEBOARD","A LARGE ORNAT 
E SIDEBOARD WITH A BEVEL 
ED GLASS MIRROR DOMINATES THE 

EAST WALL.",7,34,0,4 
7056 DATA "NUMBER","THE NUMBER IS 

PRINTED ON THE PHONE",9,0, 
0' 1 

7057 DATA "PAPER","THE NUMBERS 2-4 
-8 ARE WRITTEN ON A PIECE OF PAPE 
RON THE TOP OF THE DRAWER.",5,0 
,0,2 

7058 DATA "GRIMINSl<I","THE WHITE-HA 
IRED MAN rs DRESSED IN EVEN 
ING CLOTHES",6,o,o,4 

7059 DATA "CORNER","YOU ARE LOOKING 
AT THE CORNER OF THE CLOSET." 
,4,17,0,4 
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Appendix D 
Sample Run for CIA 

JRUN 
YOU ARE IN YOUR OFFICE AT THE CIA. ON 
THE SHELVES AR~ TOOLS YOU'VE USED IN 
PAST MISSIONS. AMBASSADOR GRIMINSKI ' S 
APARTMENT IS NORTH. 

NOW WHAT ? LOOK SHELVES 

SHELVES FOR WEAPONS AND TOOLS LINE THE 
WALL NEXT TO YOUR DESK. THERE ARE 
NUMEROUS ITEMS WHICH MAY HELP YOU ON 
YOUR ASSIGNMENT. 
AN ALL- PURPOSE SCREWDRIVER WITH 
COLLAPSIBLE HANDLE. 
A MARK MX HIGH-INTENSITY SMOKE BOMB 
AN AUTOMATIC PPK- 3 PISTOL 
A SKELETON KEY 
A SMALL CAN OF INSTA-KNOCKOUT DRUG 
A MARK 3K HARPOON GUN WITH GRAPPLE AND 
LINE. 

NOW WHAT ? GET SCREWDRIVER 

TAKEN 

NOW WHAT ? GO NORTH 

YOU ARE AT 14 PARKSIDE AVENUE THE 
ENTRANCE TO AMBASSADOR GRIMINSKI ' S 
SMALL BUT ELEGANT BACHELOR APARTMENT. 
YOU SEE A HEAVY WOODEN DOOR WITH A 
NOTICE ON IT WARNING OF AN ALARM SYSTEM. 
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NOW WHAT ? OPEN DOOR 

THE DOOR IS LOCKED. 

NOW WHAT ? UNLOCK DOOR 

YOU HAVE NOTHING TO USE TO UNLOCK 
THE DOOR 

NOW WHAT ? GO SOUTH 

YOU ARE IN YOUR OFFICE AT THE CIA. ON 
THE SHELVES ARE TOOLS YOU'VE USED IN 
PAST MISSIONS. AMBASSADOR GRIMINSKl'S 
APARTMENT IS NORTH. 

NOW WHAT ? TAKE KEY 

TAKEN 

NOW WHAT ? GO NORTH 

YOU ARE AT 14 PARKSIDE AVENUE THE 
ENTRANCE TO AMBASSADOR GRIMINSKI'S 
SMALL BUT ELEGANT BACHELOR APARTMENT. 
YOU SEE A HEAVY WOODEN DOOR WITH A 
NOTICE ON IT WARNING OF AN ALARM SYSTEM. 

NOW WHAT ? UNLOCK DOOR 

UNLOCKED 

NOW WHAT ? OPEN DOOR 

YOU DIDN'T DISCONNECT THE ALARM. 
IT GOES OFF AND THE POLICE COME AND 
ARREST YOU .•• END OF GAME. 
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