
































































































































































































































































































































































































Chap/er 13 To talk of many things 

Line 13000: If you have the blaster (and any Adventurer worth his salt will 
be sure to have picked it up right at the beginning) then you get this response 
if you 'kill' or 'shoot' the snake. 

Lines 130 I 0-13020: If you don't happen to have the blaster you will drop to 
Line 13010 which checks to see if you have the knife. If you have then this 
response is shown. If you have neither then you'll go to Line 13020. 

Lines 13030-13050: If you succeed in killing the snake the appropriate 
message appears and the variable SV is set to 2. 

Lines 13700-13750: This section refers to an attempt to 'kill' the natives. 
First it checks to see if you have the blaster (Line 13700)and if you have then 
you get the bad news that it needs recharging (Lines 13730-13750). If you 
don't have the blaster then Lines 13710-13720 give you a little clue about 
the fact that Aurora might help. 

Lines 33120-33200: Suppose you tried to get Aurora in this Location (92) 
then you would have been directed to this part of the program. First it checks 
to see if you typed "aurora'', "princess" or "Princess" (note the capital P 
just in case) and if not then Line 33150 will send you back to the "GET" 
routine. 

If you did however Lines 33 I 70-33200send for Victor who tells you that 
the natives" .. don't like a pusher .. " and they've killed you. 

MODULE 13.5 

1 9i:1ti:13 
2 :: .. :i. vi:· 11 : rl'1odu. l i::· 13. 5 11 

" : ve-r "r1K1du. le· 1 
:3. 5 II ·' ::: : :s ti:1P 
3 ri::·rr1 
51 re·ri·1:+::t 
5180 rem looP swamP 
51 :30 rE·r,.1:+::+: 
5200 ifP=92then5290 
5210 ifP()67then6000 
5220 ifqv=2then6500 
52:30 =q + 1 
5240 ifq(59oto6000 
5250 ifq=5then13320 
5260 re·r'°'** 
5270 rem looP natives 
52:::0 ri::·rn:+::+: 
5290 ifP()92then6000 
5300 ifnv=2then6000 
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5310 ifP=92andPr=2then6500 
5320 ·~=q+l 
5330 ifq(59oto6000 
5340 i fq =5the·n9c::.u.b 18000 : Print. 11 iiKt.:·e·P tr~ 
i n9 " ,; n$: Print 11 ~·Jh .:i. t 'f'1e:x:t ? 11 

: 9c•t•:•5:320 
5350 i fq::::: 10.:i.nd i $= 11 kiss .:i.1.1.rc•r .:i. 11 the-n14~33t1 
5:;:70 if q = 10thE"fl9C•:S.IJ.b 18000 : Print 11 iIT oo l .:i. t 
e ! The n.:i.tives h.:i.ve Pu.shed !:IC•U. 

11 
.: 

5:380 i fq = 10the·nP r int 11 c•u.ts i di::· the h1.1.t b 
1.1.t. !:I 1:•1J. 1:.:i.n ... t t.:i.k .::· Au.rc•r;.i. 11

; 

5390 if"~= 10the-nP r int 11 1 .. J i th ~ ou.. Bi::·t.ter 9 
o .3,1,..1.:i.~ .:i.nd tr~ to think ho1 . .,1 ti::• 11 

.: 

540~3 if q = 1 i:.::1thi:?nP r int 11 1'"t:·::.cu.e hi:r. 11 
: ·~ =t1 : n-3. 

= 1 : nP = 1 : 9oti:i4:320 

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. 

In the case 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. I hope that 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 kiss 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. 

In this 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 going to give to my potential player. I wanted to have Victor comedown 
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 9oto3 
2 :: .. !!. vt: 11 1~0 : ff1odu. le 14. l 11 J 8 : vi:·r if~ 11 rnc1du. le· 1 
4. l 11 .• 8 : ::.t.oP 
3 re·rf1 
656f1 if i $= 11 h 11 cir i $= 11 he· l F· 11 then110~30 
1097~3 ri::·r(1** 
10980 reri"1 he l P 
10990 re·rn** 
11000 ifhr=2then11250 
11 ~305 if P =24then9o::.u.b35100 : Print 11 i:8 11 

: 9i:1tc1 
11 ~39(1 
11010 if P =58t.hi:-n9cisu.b:351 ~)0 : F· r int 11 ~11 

: 91:1t.1::i 
11100 
11020 if P =67t.he-n9ci::.u.b:35100 : Print. 11 i:8 11 

: 9c1tc1 
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11120 
11 ~33f1 if P =92the"n9o:::.u.b:351 (H3 : Pr j. nt 11 ~ 11 

: 9c1tc1 
1114~:1 

11040 ifP=1orP=2orP=llorP=12orP=22then9o 
:::.IJ.b:351 m) ; Print II 1:3 11 

; 9c1t.i:111190 
11050 ifP=42orP=62orP=63then9osub35100 : p 
r int 11 i:i" : 9otc' 111 7~3 
11060 9t1S1J.b35 l ~3~J : print II ~II 
1107~3 Print 11 ~I·"r1·1 h.:i.vin9 .:i. little- i:ircu.it 

trc1u.b le rl'J~ se· l f 11 
,; n:t: 

1 l. m::0 Pr j:nt 11 Tr::i to coP e· t•n '.:I ou.r 01 .. .rri f cir 
.:i. bit. ••• 11 

: ·;:io+.:.c15~3~30 
1109~1 Print. 11 ~r::1 killin9 it ";n$ : Print 11 b 
i::·f tire it k i l l :::. !:I c•1.1. ! ! 11 

: 9ot.o5~300 
111 ~30 Print 11 ~·k11 .. ,1 think h.:i.rd 11 

.; n:t : Print 11 T 
he-re· rr11.1.:::. t bi:- ::.i:ir11e·th i n9 l ~-:1 i n9 11 

; 

1111 ~3 Print 11 .:i.ri:)und th.:i.t cou. l d he· l P ::1 o 
u. • •• 11 

: 9oto50~30 
11120 F·rint"l§lt:;ti.:k'.:I :;.it1J..:i.ti1:1n this ";n$: 
Print 11 I ::.1.1.99e·s t thro1 .. J i n9 :.::.c1r1·1i:·th i n9 11 

_; 

1113~3 Print. 11 t.r.:1 Pu.11 ::iou.r::.e·lf ciut. 11
: 9o 

t.1:15 ~) 0 ~:1 
11140 Print" ••Ft::. thi:- n-3.t i vi::·s think .:i.uro 
r .3. i:::. thE·ir ·~1..1.i:·e· n " ,; 
11150 Print 11 it. rr1 i 9ht hi:· l P if ::1 r.:11..1. ::.hc11 ... 1e·d 
ther1·1 ::1 ou. ·' re ·~ u. i te· 11 

,; 

1116~3 Pr]. nt 11 friend1 ::,.i 1 .. J i th -3.1.1.r1:1r .:i .• 11 
: ·~ot•:15 

~30(1 

111 70 Print 11 -.•:1s t in thi:· fc1re·::.t, e·h ? ~J 
h::1 don"t ::i1:1u. cl ir•1b .:i. ",; 
1118~3 Print. 11 tre·e- .:i.nd t .:i.k e· .:i. 1 ook .:i.ro1.1.nd. 
11 

: 9cito5~1(10 

11190 Print 11 •·Ji:- bcit.h .:i.P Pe· .;:1.r t1:1 be· l c1:::. t. 11 

,; n:f. : Print 11 Be·t ter .. i 1.1.:::.t 11 j 

11200 Print. 11 k e·eP 1,J.:i. l k i n9 -3.nd ::1 i::1u. ·' re ::.u.re· 
to find th.::· 1 ... 1.:i.::1 e• ... •ent.u .. :i. l l ::,.i • 

11 
: 9oti::i4:32[1 

11250 Print 11 ~11 
: 91:1::.u.b35100 : Print 11 •·J•:- ... ri? n 

1::.t fr i e·nds .::i. t the· rr1c1r .. 1e·nt 11 
; n$ : 9i:1tc111 :31 i:.::1 

11280 Print 11 ~" : 9ci:su.b35100 : Print 11 ~r'1::iu. i:.;. n 
,. t k i l 1 me· 11 

; n:t 
11290 Print 11 ~I,. r1·1 the· n.::·1 .. ,1 i nvu. l ni:·r.:i.b le· rr1c1 
de· l. BIJ.t • • • 11 

: ·:iot.r.:1113 U3 
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11 :300 Print 11 ~11 
: 9o::.u.b:351 i:.::1~3 : Pr i r1t 11 ~h.:i.t 1 ... 1.:i. 

::.n ... t 00/e·r;i n ii:€' " ,; n$ 
11310 Print" I sh.:i.n " t iJ·1e· lP~ ::.~i:1u. .:i.n::irncire 
'iJOl.o.I. II ,; 

11 :320 Print. 11 'r'ou. 1:.:i. n 1:i:1P e· on ~ ou.r i:11,,1'(1. 11 

: 9otc:i5~300 

Line 6560: The I$ command. 

Line 11000: In Modules 10.4 and 12. l 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 110 I 0-11050: 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 abHsed 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 9cito:3 
2 s~.ve 11 @3 : ri"1odu. le· 14. 2" , 8 : ..... i::·r i f::i "rnodu. l 6· 1 
4. 2",. 8 : ::.t.i::1P 
:3 re·rt'1 
766~3 if vi:-$=" use· 11 the·n11500 
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11470 rem:+:* 
11480 rert'1 u.:::.e 
11 4 9 0 ri::· ff1 ;+::+: 
115~30 if P ()24orP ()74.:i.ndno$= 11 b1 ~.s ti:·r 11 then 
11580 
11510 ifP() 24orP()749oto11610 
11520 if P =24orP =74.:i.ndno$= 11 bl .:i.:::.ter 11 then11 
580 
1153~3 if P =24orP =74~:ndno$= 11 knife·11tht:"il1155 
~1 

1154(1 9oto 1166~3 
11550 if i::il::1;'; (:::) ()-1thi::·n91;:i;:;.1.1.b19000 : Print 11 ::t 
1rou. h.;.ven,. t. 9ot it. ! ! 11 : 9otc15(1(10 
11560 if ob:,~ ( 8) =-1 then9c1::.u.b3510(1 : Print 11 ~11 

: Print"~Ju.::.t .:i. knife 11 .; n$; 11 ? 11 

11570 i fob;·~ ( ::: ) =-1 U·1e-nP r int 11 ir(fh.:i.t ... ::; . . :i. 1 it 
t 1 e· .3.rt'1b it i r.:11.1.::. i ::::n ··· t it ? 11 

: 9i::ito5000 
11580 if cib;~ ( 7) ()-1t.hen9os1.1.b190~3(1 : Print 11 ~.I 
1
1
1ou. h.3:0.o'e-n ·' t 9ot it ! ! " : 9ot1:15000 

11590 ifP=24andob%(7)=-lthen9osu.b18000 :p 
r int 11 .:Jood think i n9 ! 11 : 9oti::1 l :::az1::::0 
11600 ifP=74andob%(7)=-1then9osu.b35100 : p 
r int 11 ~" : Print 11 •3i:1od think i rv:i ! '1 : 9c1ti::. 1 :351 ~zi 
11610 fori=l t.1:19 
11620 ifob$(i)=noSthen11630 
11630 ifob%(i)=-lthen11660 
11640 'i"1e:d. i 
11650 91:isu.b 19(1(1(1 : Print 11 iIThe·re· ... s r11::i Poi r1t 
in u.s i n9 th-3.t ! 11 

: 9citi:i50(10 
11660 Print. 11 iir101JJ dr.:1 ~ ou. 1 .• .1.21.nt tc1 u.E.e the· 
11 

,; nc•$ : 9i::1s1.1.b 18000 : 9oto50(1~:3 

This module is a standard 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 9i:ito3 
2 s .:i.ve 11 @f1: rf11:1d1.1. l i::· 14. 3 11 

> ::;: : ve·r if~ 11 rnc11::J1.1. le· 1 
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4 .. :::: 11 
J 8 : :::.t.c•P 

3 re·r11 
767~3 i fve$= 11 f i ri:· "thE"n 127~3~3 
7680 i fvi:-$= 11 shoot 11 orve·$= 11 b1.:i.:=.t 11 the-n123~3~3 
7690 i fvE·:t.= 11 :.:.t .. :i.b 11 i:irve$= 11 1:u.t 11 thE"fl1276~3 
1267[1 rer1·1:+::+: 
12680 rem fire/stab 
1269t1 rer,1:+::+: 
12700 if P =24 .3. ni:kil:::i;'~ ( 7>=-1.:i.ndni:1$= 11 b1 .:i.:=.ti:·r 11 

th6"1"1 l :3~33t1 
12710 if P =2F.::.3.ndobi'~ ( 7) =-1.:i.ndni:1$= 11 b1 .3.::.t.e·r 11 

the-n 1252~1 
12720 if P =74.:i.ndob;·~ ( 7) =-1 .:i.ndni:1$= 11 bl .3.::.te-r 11 

the-n 1351 ~~1 
12730 if P =92.3.ndob~,~ r.: 7 > =-l .:i.ndno$= 11 bl .:i.:::. ter 11 

the·n 137:3~1 
1274~3 i fno$= 11 bl .3. :::. ti:·r 11 .:i:ndob;·~ r.: 7 > ()-1 the·nP r 
int. 11 :~fr1 01.1. ha.ven ,. t 9ot it. ! 11 

: 9oti:150(1~3 
1275~3 91:1::.u.b 1 :30~3(1 : Pr i ·nt 11 iITh,~.t ,. s not. 9c:i i n9 

12760 ifP=28andob%(8)=-lthen12500 
1277~3 i fno$=" knife· 11 .:i . ndob;·~ ( ::: ) ()-1 t.hi:·nP r· in 
t "f:lr1ou. h.:i.•./e"n ··· t 9cit it ! 11 

: 9c1t1:15m:~n3 
12780 9otci l 2750 

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'' them in that location or in another location. As well as that though, 
I also had to prepare for the player returning to Location 37 a second 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 9i:ito:3 
2 S-3. ve 11 i:~i:.::1 : rr1ociu le 14. 4 11 

) 8 : ve·r if~ 11 rriodu. l i::· 1 
4.4 11 )8 : st.0P 
3 re·r11 
66:30 if i $= 11 e":i.t. 11 t.he·nP r int. 11 lo.lh.::i.t 1 ... 1i:iu. l d ::i ou 
l i k e· to e- .:i. t ? 11 

: 9oto5000 
7651.Z1 if '•/e·$= 11 €"='·t 11 the·n31600 
11 72~3 if P =37 .a ndno$= 11 fru. it 11 then1186(1 
1175('.I if P ='.'37.:i.ndno$() 11 nuts" then 11800 
1176~3 if P ='.'37.::i:J"1dnci:f{) 11 fru.it 11 thi::·n11 :3~3~3 
1177~~1 if P :::::::? .:i.ndn1:1$= ti nu.t::. 11 t.he·n l. 1 79~3 
11 7:30 ·~ot.o 1180~3 
11790 ifP=37andz=lthenll880 
11860 ifz=lthen11880 
11870 9c1t1:i 118:3~3 
118B0 91:1su.b18000:Print 11 ~tTr::i . .iu::.t e.:i.tir19 
ther11 11 

,; '(1$ : 9oto50ti~3 
12060 if ob~ ... ; ( 6) =- l .:i.ndn1:1$= ti sP .:i.ce·su. it. 11 th1::-n3 
1500 
:314 7~3 rer'1** 
31480 rem if remove sPacesuit 
:31490 re-r''** 
:31500 ifP=58then12080 
31510 ifP=59then12080 
31520 iffv<>2then31000 
31530 iffv=2then12080 
31570 rer,1:+::+: 
31580 rem if eat. nuts 
31590 rem:+:* 
316~~10 i fno$= 11 r1u ts 11 c1rno$= 11 fruit 11 the·n:3162~3 
3161 i.;:1 91:i:sub 190~3i.;:1 : Print 11 ~IJ9h ! l·Jh~ do ::i i:11.1. 

1).1.ai. nt to i; .. :i. t ilth-3. t. ~ ? 11 
: 9otci5(10~3 

31620 if P =:37the·nP r int 11 :1c1k .:i.:::i • Mr"' ! T .3.s ti:·:::. n 
i ci:· 11 i n$ : 9•::itc1 :3165~1 
31630 ifc1b:-~(:3)=-lt.htE-nPrint.' 1 U:ik .:i.~ - t.:i.:::. t.i:· 
s n i ci:· ! 11 

: 9ot1:13 l 65~3 
31640 if ob;-; ( :3) <:>-1t.hen9o::.u.b1 si~:m0 : Print. 11 ::.t 
1r'i:1u. h~. vlE'n ·' t 9cit -3. n~ 11

; no$ : 9ot.1:15000 
31650 ifz=lthen31700 
:31660 9o::.u.b'.35100 : Print 11 !:!1 11 

: Print 11 ~I n::.P ire· 
d r'1i:1ve- the-ri:· " ,; n$ 
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3167~3 Print 11 •.rr'i:•u. shou. l d be· feel i n·:t .:i. :::.t 
r .:i.n9i::· ::.e"11s.::i.-t. ion ru.nn i n9 thri:11.1.9h 11 

,; 

:3168[1 Print 11 '.:I .::i1.1.r bod'.:1 - .:i. nd n.:.1 .• ,1 '.:I •::iu. •: 
.:i.n bri::: .. :i.t.he- (h-3.PPil'.:1) 1 •• .1ithout :,..11:iu.r "; 
:3169(1 Print. 11 sP .:i.i::i:-::.IJ. it. 1r'c11.1. i:.:t. n re-r··11:i 00/€' i 
t. 11 

: c•br~ i:: :3 ::i =Q1 : z= 1 : f v=2 : 9=9-1 : 9r::•to5t1~3~3 
31 7~30 90::.1.1.b 1 :30~30 : Print 11 ~his ti w: '.:I 1j1J. f 
e-e- l nc:• di ff ere·nt. 11 

,; 

:31710 Print 11 St.:.i ll it doe· ~. :::. t•:•P ::iou. fi:-E'li 
n9 hu:n·::ir·~ • 11 

: i:1b:-~ ( :3) =O : 9oto500~'3 

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 Z is set at 0 until you have eaten the nuts for the first time__, then it is 
set to 1. This varies the reply (as you will see in a moment). 

Lines 11860-11880: Still in the "GET" module Line 11860 starts by 
checking the value of Z. If Z = I then the response in Line 11880 is JUST 
TRY EATING THEM. The reason for this is for the situation where the 
player tries to 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" area and Line 31530 will move to the "OKAY" response in the 
"DROP" module. 

Lines 31600- 31610: In response to the command EAT Line 31600 checks to 
see if 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. Set Z to 1. 
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 

1 9oto:3 
2 sr.i."/e 11 @i:.::1 : rf1cidu. le· 14. 5 11 

.• 8 : ve·r if~ 11 rnodu. le 1 
4. 5 11 

.• 8: :::.toF' 
3 re·rf1 
77:30 i fve-$= 11 k i :::.:::. 11 .3.ndP =92.:i.ndr11::i$= 11 .:i.u.r•::ir-3.11 t 
hen14000 
7740 i fve$== 11 k i ::,::;. 11 .3.ndob;·~ ( 9) =-1.:i.ndnc•$= 11 -3.u.r 
c•r.:i. 11 thi:.>n9oto14210 
7750 if ve-$= 11 k i ss 11 then•:ioto7C: 10 
7760 ifP()92then7780 
7770 if vi::·$= 11 hu. ·:i 11orve$= 11 l c•ve "•:•r•./t::·$= 11 cu.dd l 
e- 11 the·n9otc• ?::::00 
77:30 i fve$= 11 hu.9 11 c•rve·$= 11 l c1ve· 11orve-$== 11 cu.dd l 
i::· " the-n9cito 7:310 
7790 9ott• 798~3 
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Chapter 14 A kiss in time 

71300 ·:iosu.b 18000 : Print 11 liiiTh.:i.t ,. ::. not fr i i:: .. nd 
l '.:I i: .. 11c1u.9h. Tr~-:1 :::.c1rf1E·th i n9i:· l :: . .:- • 11 : Stot.050(1(1 
?::: 10 91::.::.u.b 1900~3 : Print 11 f:l'r'r.::11.1." ri::· 3.ct i n·:i .:i. b 
it :::.tr.:i:n·:h::· 11 .; n$ : o:iot.0500[:1 
13970 rer.-1:+::+: 
13980 rem kiss Princess 
1 :399~3 rer•·1:+:* 
1400~3 if •:Jb~-; i:: 6) =-1thE· n9o:::. u. b190~3~3 : Print 11 Hr' 
ou. c.:i.n ··· t k i :::.:::. her 1 •• Je.:i.r i n-:i .:i. sP .:i.cesu it 11 

,; 

1401[1 ifob~;(6)=-1 th~:::· nPrint 11 r:.3.n ::tou. ? I 
,. d h.:i.vi::· thou.9ht. ::1 ou. ,. d k ni::11 .. .1 th.:i.t ! 11 

14020 i fob;·~ (6) =-1 thenPr int 11 :3he ··· s ~· o inti n 
9 .:i.t hi:r ri"1i:1u.t.h ••• 11 : 9c1t1:15~3[1[1 
14030 forl=0to24 :Pokesc+l_,0:next1 
14040 Poke13,3:Pokew3 .. 16 :Pokesc+3 .. 1:Poke 
vo .. 143 : Pokes1 .. 240 : Pokesc+4 .. 65 
14050 fr=5389:fort=lto200:fq=fr+Peek(sc+ 
27 >*225 
14060 hf=int(fq / 256) : 1f=fq-hf*256 
14070 Pokell .. lf:Pokehl .. hf 
14~380 ne::·::tt 
14090 Printchr$(13) 
1410~3 fcirt= 1 t.o5 
1411 ~3 Print 11 Re:.ITERF.: IF IC~ il1A~~ ~ ii! ! ! ~ 11 

14120 form=lto500 :nextm 
141 :;a3 Print 11 ll II 

14140 forrn=lto500:nex trn 
14150 r1i:-::<:tt 
1416[1 Pok e·v<.:1, (1 

14170 Print. 11 liill,ITh.:i.t not on 1 ~'=' did ::.~ c1u. .:r. P 
i::11_,.1er of 9oad bu.t th.:.::· r1.:i.t i ve·:::. 11 ,; 
141 :::~~ Print 11 .:r.ri:- ::.r<1 i l i n9 no1).1. You. 
Pe- 1 •• J i th .:i.u.r•:•r.:i .• 11 

: nv=2: P r=2 
1419~3 Print 11 :n•t·k11 . .,1 ::1 i:::iu. r'1u.s t ri::·tu.rn to t 
he· s.hiP .:i.nd cor,1Pleti::· ~1:1u. r 11

.; 

1420~3 Print 11 rn i :::.:s i i:•n. Di:1n ·' t. for9et to t.:i. 
k -=:· .:i.u.ror.:r. ! 11 

: 9oto4:32t:.::1 
14210 91::.:su.b 18000 : Pr i r1t 11 R1r'1 ! t·~ i 1:.:·. But '.:I 
1:iu. s.hou.1 d k e-r::·P 11 ,; 

14220 Print 11 :::i 01.1.r r,1 i ndon the- .::i.:i.r1·1e 11 
.; n:t : 9i:• 

t.o43;.;)3 
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Commodore 64 Adventure 

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: This is it! The kiss! First we have a sound effect similar 
toascalerisingand falling, then the words ''TERRIFIC MAN!!!'' flash on 
and off five times on the screen. Line 141 lOcontains the actual ''TERRIFIC 
MAN'' but it 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. 
You can make it possible to play as a man or a woman (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's like the first time you rode a bike, 

201 



Chapter 15 Looking to thefuture 

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 sure if I could do it- but I 
have. You have just seen how I, personally learnt how to write an 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 

VARIABLES 

The sta.rtin9 address of th• \liMc> ChiP ( \1 =53248 ) 
The startin9 address of the Sound ChiP ( SC=54272 > 

v 
SC 
BS 
BC 
SS 
cs 

The startin9 address of the Ser.en Border Co\our < BS=53280 
The startin9 address of th• Screen Centre Colour < BC=53281 
The startin9 address of the Screen <SS=1024) 
The st.-i.rtin9 .-i.ddress of the Colour Memor~ <CS=55296> 

VO Vo 1 U.llle of the SOl.l nd ( V0=54296 ) 
l·il Wavefor111 of Voice 1 <W1•54276 ) 
~12 W1.vefor111 of Voice 2 <W2•54283) 
~J3 Wavefor111 of Voice 3 <W3 .. 54290) 
Al Attack/Deca11 for Voice 1 <A1s54277 ) 
A2 At tack/D9calil for Voice 2 <A2•54284 ) 
A3 Attack/D•ca» for Voice 3 <A3=54291 ) 
Sl Sustain/Release for Voic• 1 <Sl 2 54278 ) 
S2 Sustain/Release for Voice 2 <S2•54285 ) 
S3 Sushin/RelHH for Voice 3 <S1=54292) 
Hl Hi9h Frequenclil for l/oic• 1 <Hl .. 54273> 
M2 Hi9h Frequ•nc» for Voice 2 <H2•54280) 
H3 Hi9h Frequenclil for Voice 3 <H1=54287 ) 
L1 Low Frequenclil for Voice 1 CL1•54272> 
L2 Low Fr•qu•nc» for Voice 2 <L2:s54279 ) 
L3 Loi,, Frequ•nc11 for Voice 3 <L3:s54286 ) 

PR Set at 2 Wh•n the Princess is r escued. 
CV Set at 2 Wh•n the Cr11stal is found. 
SI/ Set at 2 when the Snake has been killed. 
EV Set at 2 when the Eel has b•en killed. 
QI/ Set at 2 when th1t Quicksand has been ne9otiated. 
D"I Set. at 2 ~Jhen the Dinosaur has been k i l led. 
t~V Set at 2 when the Natives are friendl11. 
FV Set at 2 when the Huts h1.ve been eaten. 
ES Set at 2 when the Eel h1.s been killed 

Set 1.t 1 when the Eel has 9ot »Ou to Prevent rnoverqent . 
t~P Set at 1 when the 11ou have been to the hL1.t once 
HA Set at 1 to al 1 ow move111ent fro111 the h1.i. t 
Z Set <1.t 1 1.,1hen the Huts have been eaten 
RC Set at 2 to stoP r<1ove111ent frorn Location 28 
HH Set at 2 when Aurora is in the shiP. 
YY Set at 1 1,ihen the eel h1.s »OU to stoP .-i. ' look ' r esPonse 
HR Set at 2 when Victor will not 'helP ' \I OU . 

P The Position of the current locat i on 
P2 The Position of the new location 
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Commodore 64 Adventure 

OBr. Int•9-r valu• of ObJ•ct in ObJ•ct Flrra!j. 
OB$ Sin9\e word ~scriPtion of ObJttct. 
SI$ Lon9 ~scr1Ption of ObJ•ct for Location. 
Af Local variabl• to wait for lnPut. 

N$ Na~e of Pla»•r. 
1$ Com~and exP•cted frOtll Pl•»•r. 
VE$ Verb 1txPect•d in 1. 2 word cOfllllla nd from F" la.'.:.' er. 
NO$ Noun •XP•ct•d in 1. 2 word co111111and from Pla~er. 

PI Loca.l variabl• us•d to sP\it 1$ 
SP Local variable us•d to sPlit If 
M Loca.l variabl• used to crtta.te a. timin9 looP for Pa.v.siro9. 
G Local variable used to add obJects in Inventor!j . 
I Va.riabl• usttd to count obJects in the ObJect Arra.~. 
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APPENDIXB 
The Line Numbers 
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VARIABLES 

SOUND 
EFFECT 

TITLE. 
SC.RIP! 

SPACESHIP 
NOISE 

SPAC.E.51-{IP 
CRASH 

VIC.TOR 
SGRIPT 

(2ao ) 

(360 ) 

(rooo ) 

(1300 ) 

( 2.030) 

(2100) 

( 2.170 ) 

D c....___) 

D c....___) 

210 

OBJECTS 
DATA 

POSITION 
AND 

LOCATIONS 

OBJEGT 
L.ct.ATION 

PERIL 
POINTERS 

I EXITS I 

,, INPUT ., 
INSTRUCTION 

LOOP 
QUICKSAND 

LOOP 
NATIVES 

PRE.VENT 
EXITS 

D 

(3700) 

( 4000) 

( 4150 ) 

( 42.00 ) 

( 4320) 

(sooo) 

(so7o) 

(s200) 

(s2cto) 

(6000) 

(6110 ) 
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Appendix B The Line Numbers 

I LO<ATIONS I (zoooo) NATIVES (33000) 
DESCRIPTION 

SPECIAL ( 2.lqGo) BAlK TO (33060) 
LOCATIONS HllT AGAIN 

ILL~AL SNAKE (30000) (33120) DESGRI GET OF 
AURORA 

EEL (30soo) FOUND (33240) 
C€.SCRIPTION AURORA 

POl50/IJOLJ5 
AIR (3rooo) FOUND (33380) 
OESlRIPrlON CRYSTAL 

~ IF REMOVE (31500) (334+o) SPACE.SUIT L 

~ 
MEALY (31600) (35000) BU~ 5 SPRITE 

CRYSTAL (32000) VICTOR (35100) DESCRIPTION SPRITE 

CANNar MEALY 
GET ( 32070) BUG ( 352.40) 
CRYSTAL DATA 

~ (32500) VIG TOR (35.330) 
DATA E 

QUICKSAND (32600) .SET UP (3542.0) OESC..RIPTION SPRITES 

D DINOSAUR (32..700) ( ) DESCRIPrlON 
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~ VERB 
(6500 ) (7500 ) COMMANDS 5 

D BYPASS (1030 ) ( ) DIRECTION 

I AIRLOCK I (1070 ) D ( ) 

D ( ) D ( ) 

D ( ) D ( ) 

D ( ) D ( ) 

[MOVEMENT[ (7200 ) I INVENTORY I (10000) 

CHECK 8 1$ FOR (7300) (11000 ) 
SPACE. 

D ( ) ~ (11soo ) 

a To V +NO.$ (7420 ) ~ (11100) 

D ( ) B (12000) 

D ( ) D ( ) 
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D 

FIRE+ 
.STAB 

D 
SNAKE 
PERIL 

( ) 

(12300) 

( ) 

(12.500) 

(12700) 

( ) 

(13000) 

D (......_________) 
QUICKSAND 

PERIL 

DINOSAUR 
PERIL 

NATIVES 
PERIL 

KISS 
PRINCESS 

(13300) 

(13500) 

(13700) 

(14000) 

Appendix B The Line Numbers 

D 
D 
D 

GENERAL 
I NSTRUCT/ON.S 

( ____ ) 
( ___ ) 
( ____ ) 
(1sooo) 

(16000) 

01000) 

EJ (1aooo) 

EJ Qqooo) 

D c ___ ) 

D c ___ ) 
D (....____..) 
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APPENDIXC 
Overall Flow Chart for Nightmare Planet 

END OF 
GAME. 

ROl/TINE. 

+ 
SETUP 

VARIA8LE5 

+ 

@ 
+ 

~-~ 
~---.. ~NO 

€)-~ 
'------~NO 

ROBOT 
VICTOR 
WORDS 

~ 
~ 

+ 
ON ' GOTO 
FOR THE 

LOOITION5 
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Commodore 64 Adventures is a blueprint for the 
construction and playing of Adventure programs 
based on a full text Adventure. The emphasls ls 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 to get more enjoyment from pfaying as 
well as programming. The charts for subroutines will 
have countless other applications. 
A modular design for the program makes 
understanding the structure easier. All the modules 
are explained in detail, line by line, allowinp you to 
understand the basic concepts used. Skills 1n 
programming will emerqe 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 piHalls 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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