


































































































































































































































































































































































































































































































































































































Commodore 64 Adventure

)

5218 1fP=92andrr=2thenc5at
So2E 9=9+1
SaEa if940500tonB06
448 if9=Sthenaozubl18803 print"iKesP tra
ine "inF Print"Mhat next PV iactolEzB
5550 ifa=18andiF="kisz auvrora'"thenlddza
5370 ifq=10then9czubl 2888  Print"BiToo lat
! The matives hawve Pushed Qo0 "
ifa=10thenPrint"outside the hut - b
Du can't take Furora ",
ifa=18thenPrint"with @ou. Better 2
a4 and try to think how to Y
ifq=18thenrrint"rezscue her." 9=@.na
nP=1"2otod 320

L) o GO
SR TNy ol
1'5 ol o T e

D (M= Ny

»—L-l-\

This module adds two timing loops for the quicksand and the natives.
Following the same pattern as the eel loop (Module 12.6) they just count the
number of inputs and at 5 (for the swamp) and 10 (for the natives) direct the
program to the appropriate response.

Inthecase of the quicksand — you’ve had it. In the case of the natives you
are allowed to leave the hut to go away and think again.

Summary

The program is almost complete now. [ hopethat this chapter and the next is
beginning to give you ideas which you can develop yourself to make your
own Adventure interesting and a challenge to players. As I’ve already men-
tioned one aspect I was a little unhappy with was the fact that in order to
impart an air of atmosphere — so that you really felt as if you were on the
planet — I used up a lot of memory in the text descriptions and this left me
with too little for embellishing the perils and adding more complicated rid-
dles and problems to solve. I still think I made the right decision because I
dislike the:

you are in a cell
keys bottle
what now?
display common to so many Adventures. Nightmare Planet is enriched with

science-fiction prose (adapted a little by the constraints of the 64) and I
wouldn’t have it any other way.
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CHAPTER 14
A Kkiss in time

We have just a few loose ends to tidy up now and our story is complete. It
may have seemed a long haul, but I’ve had fun and I hope you have too.

Inthis chapter we are concerned with some extra words that players might
use — and as a grand finale the actual ‘rescue’ of the Princess.

With a little help from my friends

HELP is probably the best-used and most annoying of all the words in
Adventures. It can be the light that sparks you past the previously insur-
mountable problem and it can be the frustration that threatens the existence
of your micro. There have been times I have wanted to beat the keyboard to
pulp at some stupid response that helped me not one iota and there have
been times I could have kissed it (metaphorically of course).

So when I came to Nightmare Planet I had to decide just how much help I
was goingto give tomy potential player. I wanted to have Victor come down
and introduce the ““HELP”’ section and to have a few hints. Of course you
can give misleading clues (very sneaky!) but I’m basically honest and
decided to play it straight.

MODULE 14.1

1 2oto3

2 zawve"BR imodule 141", 8 verifuy"module 1
4.1". 8 'stop

3 rem

E5EE ififF="h"orit="helr"thenl1P8A

12578 rem¥s

18226 rem help

18928 rem¥s

118868 ifkhr=2thenl 1259

118985 ifP=24then9ozub3S100: Print" 8" 9obo
11896

11812 ifp=52thenlczub3S108: print"8" (2oto
11188

11828 ifP=E7thenaozubi3S188 Pprint"&@"  9cto
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111z@

11838 1fp=92then9osub23188 print"@" 9oho

11146

11848 ifr=lorp=2orf=11orp=120rF=22%henao

=nkh35186: Pr1n+"§"iyn+n1114ﬂ

11850 ifP=4ZorP=c2orP=3thenaozsnbaS106F

rint"&@" antolllVe

11868 Qosubi5l88  print"s"

11878 print"@lm hawvins a little circuit
troukble md s T E ek

1188@ Prlnf“Trs Lo cobPe on o owour oo For
bit ..." 2otoSEEE

11@“2 Frant"@Trs Eilling it "inEd Print"k
efore it kills aou DY actoBEaE

11188 print"wWow think kard "ingE Print"T
Fere must be somsthins laine ")

1111M Frint"arownd that could helP ao
A P ) A 1 1

11128 print"wSticky situation thiz "n$:
Frant"I zoasezt throwing something ”j
11128 print"to Pull dourseld ook, " S0
g w5

11148 print"wRF: the natives think awro
ra 1z their Quesn M

11156 PP1n+“it misht kelr it w@ow showsd
them @ou e Juite ")

11168 Print"Friendla with avrora,. " ankbod
BAE

11178 privt"@ o=t 1n the forest, eh
Fea cdon t 9o climb o a "o

11128 Print"tree and take a look around.
"antoSB@AA

1119 print"wle both arFear to be lost
snE I Print"Better dust ")

11288 Print"keer walkin® and gou're zure
to Find the way ewventual e " ankod 226
112568 print"&@" ‘oosnb351868 print "ls e
ot friends at the moment "onF i ectoll3la
11228 print"s" fQosub35108 Frint"dWYoln can
4 okill me "on#F

11258 print"d@l “m the new inewlnerable mo
del. But .0 "iootoll3le

i

b
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Chapter 14 A kiss in time

11286 Print"ﬁ"'andnb S1EE Pt wThat wa
=it owerd nice "in¥

11318 Frant"l zskhan’t WhelPEd Yon andmors
T ,Z

113228 print"  You ocan coPe on o wour o,
=Tt Aba1%1515]

Line 6560: The I$ command.

Line 11000: In Modules 10.4 and 12.1 you may remember Lines 7865 and
12305 catered for the possibility of the player either throwing or killing
Victor. If this did happen it seemed logical that Victor would be a trifle
‘miffed’ and might not ‘help’ so readily, so to cater for this I set the variable
HR to 2. This line directs the program past the help routines if HR does
equal to 2.

Lines 11010—11050: These are all pointers that operate should you type
HELP in any of the appropriate locations.

Lines 11060—11080: The standard response if you ask for help in any of the
other locations.

Lines 11090—11200: These lines are the appropriate replies, again depen-
ding on the location.

Lines 11250—11320: If you have been nasty to Victor then this section deals
with the response to killing or throwing him around. The little touch of
Victor almost sulking because you’d abused him was suggested by Brendon
Gore — and illustrates the importance of getting others to play your game
before you use up all your memory. I knew as soon as Brendon made the
suggestion it was genius — and was very glad I could incorporate it.

I left spaces in this section to allow me to add other responses at a later
date, but sadly the shortage of memory prevented it in the end.

Using and firing

MODULE 14.2

1 9otol

2 zave"®83 module 142", 28 verifs"module 1
4 ;‘.' v ,-I L _.+' l"lp

3 rem

YEEA 1fwved="yse"thenl 1566
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11478 rem#¥s

11458 rem use

114598 remeF

11588 ifP r24orrs7dandnof="blaster"ther
11528

11518 ifrr24orporxid4antol 1alB

11526 ifr=24orr=F4ancdnof="blazter"thenll
aEE

11528 ifp=24orr=7Yd4andnof="knife"thenll35
5]

11548 qotollésl

11550 ifobri@r >-1thensozubl 20068 Print" A

You haven’t 9ot it 11" gctoDERERE

11568 ifobyidc8)=-1thendosub3S1E8@ print"&"
Print"mdIust a knife “ings" P

11578 ifobyii@i=—=1lthenPrint"@ihat s a 1it

tle ambiticous isn't it f"'ao+0JﬁBG

11588 ifobrc?roz=-1thenaosublagad: print"4

You hawven t 3ot it VY aotoSEER

11598 ifr==24andobii7i=-1then2os nblBB@BZP

Fint"#®ood thinking " aobol 2826

11688 ifp= ?4And0b2i")=-1+hpﬂuovub4 laap

Fint"&E" print"wWhiocd thinking! " 9otol3518

11616 fori=1lto3

11628 ifob#dir=nofthenl les

11828 ifobhdii=—1lthenl leel

11648 vexti

116568 2osubl 2888 print"kiThere s no Point
in usina that 1" actoSE6R

11668 print"fHow do 9ou want to wse the

Yo% i Eosuk 12008 2oto3R608

Thismoduleis astandard module following the pattern of others so far, and
dealing with the command USE. I have concentrated on using the blaster or
the knife, as these would seem to be the logical objects.

Note the last two lines in the module which allow for the object not being
recognised as a valid one (Line 11650) and then being recognised (Line
11660).

MODULE 14.3
1 [okod
2 save"BE module 14,2, 8 verife " module 1
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G, 3", 2 stof

a3 orem

TEZA ifved="fire"thenlZVEE

TEEA ifved="shoot"orved="blazt"thenlZ208
TESE ifwvefd="ztab"orved="cut"thenl2ved
1267VE remEs

12628 rem firedsztab

12890 remks

12788 ifp==24andobi(Vi=~landnoE="blaster"
thenl ZEEE

12718 ifp=28andobi(7i=—1landnoF="kblazter"
thenlz528

12728 ifp=F4andobuc? r=—1andnot="blaszter"
thenl3516

2728 ifp=3Zandobuc?r=-1andnof="blazter"
thenl3736

12748 ifnof="bhlazter"andobX (7 -1thenpr
int"#@on havent Qo + A P B = Tk b 515

12758 aosubl2888 print"KiThat 2 not 90ing
o khelp won, " aotoDa06

AVER 1fP=2Bandobi (@ i=-1thenl 230@

) 1+nni-“kn1f="=ndob“'2.:f-1th8ﬁprin
& (el hﬂvpn oot it 1"iaotolEB@

27En aotol2V58

Another standard module which duplicates the KILL module but allows
you to SHOOT, FIRE, BLAST, STAB or CUT and then directs the pro-
gram on.

Fruit and nut case

The fruit and nuts on the bush sitting innocently in the desert do have a spe-
cial significance. Once eaten it’s possible to remove your spacesuit without
expiring in the poisonous atmosphere (suspension of belief required here)
and if you don’t remove that spacesuit you can’t kiss Aurora and escape.

Programming this module into the 64 was another tricky bit of
brainpower and late night work! I had to intersperse lines into the GET
module quite considerably as I needed to be able to cope with situations
where people would try and ‘“‘GET’’ the nuts or fruit in Location 37, or just
“EAT’’ theminthat location orinanotherlocation. As well as that though,
Ialsohadto prepare for the player returningto Location 37 asecond or third
time and trying to GET or EAT the nuts and fruit a second, third or fourth
time. The result is Module 14.4.
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MODULE 14.4

1 aotod

2 save"BE module 14.4", 8 werifu " moduls 1

4.4",8: ztop

2 rEm

B ifigF="eat"thernPrint"kMhat woulad Qo

like to esat 7" 9otoSB6E@

TEISA ifwveF="eat"thenIl&dd

11728 ifP=37andnof="fruit"thenl 1 266

11758 ifP=37VandnodF"nuts"thenl 12606

11768 ifp=37andnofF>"fruit"thenl 1208
Fg=1%

11778 ifp=37andno¥F="nutz"thenll
11788 2otol 1260

11798 ifp=2Fandz=1lthenl 1528
11868 ifz=lthenl 1286

118768 actoll228

1128880 2ozubl2008 print"@Tre Juzt eating
them "inFootoSEE9

12868 ifokbkigi==landnof="sPracesnit"then?
15868

31478 rem¥s
21428 rem 1f remowve sPacesuit
314268 rem¥s
21588 1fp=58then]l 2B2E

21918 ifp=53thenlzaza

21528 iffwcethen31068

wlﬁ 34 iffv=2thenl 2034
S1E78 rem¥s

31588 rem if eat twts

21598 rem¥s
21688 ifnofF="ruts"orrodF="fruit"then3l&28
21618 2oz0bl12088  Frint"@loh | Why do gow
want to sat Whatd 7" ootoSEEE
21ezd ifr=37thenfrint"#@kas . Mm! Taztes n
loe "anE i aoto3lE5H
S1E38 ifobRi3r==1lthenPrint"ilkay - taszte
£ onice Miaobo3le5R
21848 ifobd(3) ~1thendosubl 28880  print"4
You, haven 't got any "nof i entoS0046

31658 ifz=1lthenZl1708

2lecd Qozub33108 : print"#@" (Pprint"HWlnzpire
d move there "in¥
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178 print "Wl o zhowld be feeling a st
Fravae zenza~tion rormine theowskl U
F1E28 print"dour bods - and T ol o
an breathe ChaPPily? withoot Moy
31838 Print"spacezyit, Yoo can remove i
L iobuidi=0 z=] 0 fy=2 0 asg-1 0 GohoDEEg
31?@@ SosublEaed  peint" @iThiz time w@ou
el o different. M)

31?1@ Frant"still it doss ztor gou feslid

=

Fnary, " obii 2 =0 9ot aSae

e

Lines 6680 and 7650: The I$ and VE$ commands.

Lines 11720—11790: These lines interleave with the standard lines in the
“GET”’ module (Module 10.3). Basically they allow you to type GET
FRUIT or GET NUTS both in Location 37 and in any other location. The
variable Zis set at 0 until you have eaten the nuts for the first time — thenitis
set to 1. This varies the reply (as you will see in a mament).

Lines 11860—11880: Still in the ‘““GET’’ module Line 11860 starts by
checking the value of Z. If Z=1 then the response in Line 11880 is JUST
TRY EATING THEM. The reason for this is for the situation where the
playertriesto GET the nuts a second time, after eating them once already. If
Z =0 then on the command GET FRUIT the program loops back here to
Line 11830 which is the ‘““‘OKAY”’ part of the ““GET’’ module.

Line 12060: This line comes from the ‘“DROP’’ module and refers to the
situation if you decide to ‘drop’ or ‘remove’ your spacesuit before you’ve
eaten the nuts. It directs you to Line 31500.

These next two sections of Module 14.4 are to cope with the fact that if
you should try and remove your spacesuit too soon — you will die in the
poisonous atmosphere. . . unless you have eaten the nuts.

Lines 31500—31530: Obviously you can remove the spacesuit in your
spaceship — so Lines 31500 and 31510 cope with that. The variable FV con-
trols eating the fruit or nuts (a value of 0 means you haven’t eaten yet,
whereas 2 means you have). Thus Line 31520 will direct you to the ‘*“YOU
WILL DIE” areaand Line 31530 willmoveto the “‘OKAY’’ responsein the
“DROP’’ module.

Lines31600—31610: Inresponsetothecommand EAT Line 31600 checksto
seeif NO$is ““NUTS”’ or ““FRUIT”’. If not then you get the standard reply
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“UGH! WHY DO YOU WANT TO EAT THAT?”, in case the player
types ““EAT NATIVES”’ or some other daft command.

Lines 31620—31710: This section copes with the following situations:

1. You eat the nuts without ‘““GETTING”’ them first (in Location 37) —
Line 31620.

2. You eat the nuts after getting them (which can occur in any location) —
Line 31630.

3. You try to eat the nuts out of Location 37 when they aren’t in your
inventory — Line 31640.

4. You eat the nuts a second, third, etc. time — Line 31650.

Note that Line 31690 contains several variables which do the following:

1. Remove the nuts from the inventory.

2. SetZtol.

3. Set FV to 2 to allow safe removal of spacesuit.
4. Subtract 1 from G (inventory variable).

Terrific man!

This must be the highlight of the game — you’ve found Aurora and you
rescue her. I wanted something a little bit different to mark the moment of
triumph, and decided to extend my programming for the actual kiss to
include sound and visuals which should sound and look a little bit extra.
This final module is that moment. . .

MODULE 14.5
t
Ay

:ho

-~
i
"

imodnle 14,508 verifu " module 1

FEm
Tran ifved="kiszz"andp=92
henl4aam
7r48 ifwed="kiszz"andobX(2r=-1landnoF="aur
ora"thengotoldzla
7oA ifved="kizz"thendoto?E1d
FTrEda ifpaorazthen? ol
Tred ifweds= "huy"arwe$="love"mr¢F$-"cudd1
e"thengoto?Z0E
FEEa ifved="hoa"orved="love"orved="cuddl
e"thensoto?flﬂ
Y798 qoto?792a

LA
0 IB O
l;x |EI

£y

"
L]

)

ancdnofF="anrora"t
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Chapter 14 A kiss in time

Fosub 1388 Print"BThat = not friend
ouEk. Try 50 r=th1n3=lfﬁ "=90t05968
osubl28dd  print"#ou re acting a b
arae "inE ctoSERg

(=40 L

rem kilss Princess

=10k &

ibeH'6;=—1thhr9__ub148U3 Frint " B
tokizss her wearin® a sPacesuit"’s
lbebeJ~*1+thPF1ﬁf" car ol F
= thogdalt ao ko that 1"
1Fnbﬁi6"-1+hﬁnpr1n+"5} ‘= Poinkin
er month L. aotoSRER

forl=GtoZd Ppokezsc+]l A inextl

PokelZ, 3 pokewd, 16 Pokesc+d, 1 i Poke
'F‘llPﬂ“"l 2@ pokescd 55

fr=5238% fort=1to28d: fi=fr+peek (zc+
h+—int£F' SRS 1= -h 25
Fokell, 1f Pokehl . klf

UEEAA

Frivtchr$cl2

fort=1tod

Praint"SRTERRIFICH WAHE @ g
form=1toDaE rextm

Print"M "
form=1taD86 nextm

nextt

Pokewo, B

Frint"i@eThat not only did soun a P
foaood but the natives ")
Frant"are smiling now. You canesca

hoaurora. " nus2ipr=g

Print" RN oW 900 must retorn bo b

Foand comp lete gour M
Print"mizssion. Dom t forsest ko ta
ora 1" iaotodEze

Gosubl B2 print "8 ) Mice. Eub o
wld kesp "

Fraint"goue mindon the 9ame "inF 20
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Lines 7730—7750: In response to the command KISS these three lines cope
with all possible eventualities. The first is for kissing Aurora inside the hut,
the second for kissing her anywhere else in the game, and the third for kiss-
ing anyone or anything else.

Lines 7760—7790: Lines 7760 and 7790 are to allow the program to bypass
these areas if not applicable. Lines 7770 and 7780 cover the responses
“HUG”, “LOVE” or ““CUDDLE”’ instead of ‘‘KISS”’.

Lines 7800—7810: If you try to hug Aurora then the response is ‘“NOT
FRIENDLY ENOUGH — TRY SOMETHING ELSE”. If you try and
KISS anyone or anything else then Line 7810 comes back with ‘““YOU’RE
ACTING A BIT STRANGE”. This line seems to cause quite a bit of
amusement from the people I’ve watched playing.

Lines 14000—14020: These lines gives a response should you try and kiss
Aurora with the spacesuit on. There is a subtle hint in Line 14020 — ‘‘She’s
pointing at her mouth’> — which could mean many things but is meant to
refer to the ‘eating nuts’ command.

Lines 14030—14220: Thisisit! The kiss! First we have a sound effect similar
toascalerising and falling, then the words ‘““TERRIFIC MAN!!!"’ flash on
and off fivetimesonthescreen. Line 14110 containstheactual ““TERRIFIC
MAN”’ butit has been printed as graphic symbols — just press shift and type
away.

Finally a message about the natives being friendly comes up and you’re
allowed to leave with Aurora.

Lines 14210—14220 are just a little extra — should you decide to kiss
Aurora again anytime.

Testing Modules 14.1—14.5

You don’t really need to test these modules separately, because you have
finished the game. All you need to do is quickly find your way down to the
hut, save to tape, then try hugging, cuddling, kissing etc both inside the hut
and outside. The appropriate replies should occur.

Summary

This final chapter introduces you to the concept of just stretching yourself
every once in a while to produce that little bit extra — in this case the kiss. I
found that the time to add the music and visuals is nothing like as extensive
as time in debugging and checking. And it does give your program that
polish.
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Chapter 14 A kiss in time
The marathon is over, the game is complete. Relax and play it awhile,

deciding if you want to alter any lines and add your own personal touch
before finally trying it on your friends. Above all, have fun.
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CHAPTER 15
Looking to the future

Extending Nightmare Planet

Now that you’ve finished the book you needn’t stop here. You can try
extending the program. You can add locations and take away locations.
Youcanmakeit possibleto playasaman orawoman (try adding a few more
variables such as changing ‘‘aurora’’ for P$) then have the INPUT “‘Are
you male or female’’ right at the start and change variables accordingly.
There are many different possibilities open to you.

Several little ideas occur to me as I write this. Perhaps your hero could
have oxygen cylinders which are in danger of running out of air — unless he
can find some more somewhere in the Adventure. What about a clue in the
pool in that clearing in the forest? Perhaps the gem might be of use after
all. .. in rescuing Aurora! I’m sure you can think of more.

I’ve already mentioned the problem of memory — but if you cut out all
the REM statements you should find you’ve quite a few extra bytes. Why
not create the title sequence and then reload the program after the titles
finish? Why not have a whole section of the Adventure underground (pass-
ages leading to an underground city which you reach by going ‘‘down’’ in
the ruined temple) which loads in after you go through a certain section of
the program. The possibilities are limited only by your own mind and ima-
gination.

The 64 can give you graphics, sprites and sound. Use them.

Over to you

Only you can sit down and create your own plot, write your own story, pro-
gram your own Adventure. Don’t be put off by the length of my program —
your first can be half the length, one tenth the length. What matters is that
you give it a try. There’s a tremendous feeling of achievement when you
actually start to move around your own locations, and start to pick up and
drop things. I know you can remember that moment when the first truly
original program you wrote actually worked. It’s like hearing a record for
the first time that really hits you — and whenever you hear it again you can
remember your first time, you can almost feel as though you’re back therein
time, smelling the air, seeing the place. It’slike the first time yourode a bike,
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Chapter 15 Looking to the future

only better because your program was just yours — no-one else had ever
written exactly the same thing.

It’s crazy but it’s true! Your first really original Adventure will give you
more satisfaction (much, much more) than finally completing Nightmare
Planet. And don’t get worried about programming skills — my own abili-
ties were pretty negligible before I started to write this book — but it’s not
that hard really. If you write a really good one send it along to me at
Sunshine Books — I’m still basically a player with a taste for Adventure.
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Afterword

This has been an invigorating book to write — and quite an experience. I
have tried checking, double-checking, triple-checking and then checking
again to eliminate errors in both the programs and the text. Inevitably I will
have missed something somewhere.

My grateful thanks go to everyone who has helped me in playing the game
and writing the program. When I started I wasn’t sureif I could doit —but I
have. You have just seen how I, personally learnt how to writean Adventure
and improve my own programming abilities along the way.

I still find Adventure my favourite computer game. It seems a whole
bunch of other people do too. Enjoy yourself creating your own.
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APPENDIX A
Table of Variables for Nightmare Planet

The
The
The
The
The
The

starting
starting
starting

VARIABLES

address of the VYideo Chip ¢ %=53248 )
address of the Sound Chip ( 5C=54272 >
address of the Screen Border Colour ¢ B5=53288 )

startin9 address of the Screen Centre Colour ( BC=53281 )

startin®
starting

address of the Screen (5S=1024)
address of the Colour Memor: (CS5=55296)

Volume of the sound (V0=54236)
Waveform of VYoice 1 (W1=54276)
Waveform of Voice 2 (W2=54283)
Waveform of VYoice 3 (W3=54250)
Attack/Decay for Voice 1 (R1=54277)
Attack/Decay for Voice 2 (R2=54284)
Attack/Decay for VYoice 3 (RA3=54291)
Sustain/Release for Voice 1 (S1=54278)
Sustain/Release for Voice 2 (S2=54285)
Sustain/Release for VYoice 3 (S1=54292)
High Fredquency for Yoice 1 (H1=54273)
High Freduency for Voice 2 (H2=54280)
Hioh Freduency for Yoice 3 (H1=54287)

Low
Low
Low

Set
Set
Set
Set
Set
Set
Set
Set
Set
Set
Set
Set

Set a

Set
Set
Set
Set

The
The

Frequency for
Fredquency for
Fredquency for
at 2 when the
at 2 when the
at 2 when the
at 2 when the
at 2 when the
at 2 when the
at 2 when the
at 2 when the
at 2 when the
at 1 when the
at 1 when the
at 1 to allow
at 1 when the
at 2 to stop
at 2

at 1

at 2

Voice 1 (L1=54272)
Voice 2 (L2=354279)
Voice 3 (L3=54286)

Princess is rescued.

Crystal is found.

Snake has been killed.

Eel has been killed.
Quicksand has been nedotiated.
Dinosaur has been killed.
Natives are friendly,

Nuts have been eaten.

Eel has been killed

Eel has 9ot wou to Prevent movement.
Jou have been to the hut once
movement. from the hut

Nuts have been eaten

movement from Location 22

when Aurora is in the shiP.

when the eel has you to stof a “look” resPonze
when Yictor will not “help’ wou.

position of the current location
position of the new location
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0OB% Integer value of Object in ObJject Array.
OB$ Sin9le word descriPtion of Obliect.
SI$  Lon® descriPtion of Object for Location.
A% Local variable to wait for InPut.

H$ Name of Plaver.

is Command exPected from Plaver.

VE# Verb expected in a 2 word command from Flaver,
NO$ Noun exPected in a 2 word command from Plaver.

PI Local variable used to sPlit I$§
SP Local variable used to srlit I$

M Local variable used to create a timind looP for Pausing.
G Local variable used to add obijects in Inventory,
i Yariable used to count obijects in the ObJject Array.
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PRE-CREDITS

YOU RE
DEAD

VARIABLES

SOUND
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SCRIPT
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COf‘{PiﬁNDS
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APPENDIX C
Overall Flow Chart for Nightmare Planet
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Other titles from Sunshine

THE WORKING SPECTRUM
David Lawrence

0 946408 00 9 £5.95
THE WORKING DRAGON 32
David Lawrence

0 946408 01 7 £5.95

THE WORKING COMMODORE 64
David Lawrence
0 946408 02 5 £5.95

DRAGON 32 GAMES MASTER
Keith Brain/Steven Brain
0 946408 03 03 £5.95

FUNCTIONAL FORTH for the BBC Computer
Boris Allan
0 946408 04 1 £5.95

COMMODORE 64 machine code master
David Lawrence and Mark England
0 946408 05 X £6.95

Advanced Sound and Graphics for the Dragon computer
Keith and Steven Brain
0 946408 06 8 £5.95

Spectrum Adventures
Tony Bridge and Roy Carnell
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Sunshine also publishes

POPULAR COMPUTING WEEKLY

The first weekly magazine for home computer users. Each copy contains
Top 10 charts of the best-selling software and books and up-to-the-minute
details of the latest games. Other features in the magazine include regular
hardware and software reviews, programming hints, computer swap,
adventure corner and pages of listings for the Spectrum, Dragon, BBC, VIC
20and 64, ZX 81 and other popular micros. Only 35p a week, a year’s subs-
cription costs £19.95 (£9.98 for sixmonths)inthe UK and £37.40 (£18.70 for
six months) overseas.

DRAGON USER

The monthly magazine for all users of Dragon microcomputers. Each issue
contains reviews of software and peripherals, programming advice for
beginners and advanced users, program listings, a technical advisory
service and all the latest news related to the Dragon. A year’s subscription
(12 issues) costs £8.00 in the UK and £14.00 overseas.

For further information contact:
Sunshine

12—13 Little Newport Street
London WC2R 3LD

01-734- 3454

Printed in England by Commercial Colour Press, London E.7.
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Commodore 64 Adventures is a blueprint for the
consfruction and playing of Adventure programs
based on a full text Adventure. The emphasis is on the
creation, design and planning of Adventure games
as well as the programming techniques.

Diagrams, maps and charts simplify the process of
adapting your ideas for a story into a format for
programming. Understanding and designing maps
will allow you fo get more enjoyment from playing as
well as programming. The charts for subroutines will
have countless other applications.

A modular design for the program makes
undersiandiel:’g he structure easier. All the modules
are explained in detail, line by line, allowing you to
understand the basic concepts used. Skills in
programming will emerge as you gradually construct
your Adventure — allowing you the flexibility of
altering the demonstration Adventure or branching
out to create your own.

The book is divided into two sections:

1) A simplified Adventure framework that will work for
any story and helps you understand how to create
your own.

2) A complete Adventure, Nightmare Planet, to enter
and play with notes and anecdotes on the problems
and pitfalls of Adventure programming and how to
overcome them.

Delight and amuse your friends with your own ability
to become a dream-maker — an Adventurer.

The author, Mike Grace, has been writing since
childhood on a variety of topics and has been
captivated by microcomputers for some time. His
lifetime fascination with fantasy and science-fiction led
him to Adventures, allowing him to combine two of his
passions. He is a regular contributor to Popular
Computing Weekly.
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