












































































































































































































































284 IFDB/.(34,0>< >CP THENPRINTS1$:GOT034 
286 IFCP=13THENP/.(13,2l=24:P$(13l=P$(9):CP=11:GO 

SUB150 
287 PRINT: PRINT"Booommmm ! • • 1

" 

288 0Bi.<34,0>=0:GDSUB148:GOT034 
290 IFOB/. <35, O> THENPRINT" It's al ready 1 it.": GOT 

034 
292 IF DB/.(32,0l=-1 THEN OB/.(32,0l=O:DBi.<35,0>=-

1:PD=O:GDTD26 . 
294 PRINT"You haven't got a torch with you.":GDT 

D34 
296 IF ND<>48 THENPRINT"What ?":GDTD34 
298 IF DB/.(48,0> <>-1 THENPRINTS4$:GDTD34 
300 IF CP>35 THENPRINTGB$:DB/.(41.0l=CP:GDTD34 
302 GOSUB 148 : • ! 

!":GDTD612 
304 IF ND<>1 THEN314 
306 IF CP=21 THENPRINT"The South wall is badly e 

roded.":GDTD34 
308 IF CP=17 AND Pi.C17,3l=O THEN Pi.C17,3l=34: PR 

INTSP$:GDT034 
310IFCP=34 AND Pi.C34,3)=0 THEN Pi.<34,3>=35:Pi.C35 

,2>=34:PRINTSP$:GDTD34 
312 PRINT"You find nothing special.":GDTD34 
314 IFN0=31 AND CP=18 THEN320 
316 IFND=37 AND CP=29 THENPRINT"It's just oil.": 

GDTD34 
318 IFOBi.<ND,O> <>CP AND DBi.CND,0> <>-1 THENPRINTS 

1$:GDTD34 
320 IFND=2 DR N0=16 DR ND=18 THEN174 
322 IFND=13 THENPRINT"It's not fit for human con 

sumption." 
324 IFN0=40 THENPRINT"It's Topaz.":GOT034 
326 IFN0=9THENPRINT"It's malachite.":GOT034 
328 IFND=41THENPRINT"It's made of gold.":GDTD34 
330 IFND=lOTHENPRINT''It's lapis lazuli.":GDT034 
332 IFN0=42THENPRINT"It's pyrite.":GDTD34 
334 IFND=12THENGDSUB140:GDT034 
336 IFND=30THEN142 
338 IFND=lTHENPRINT"It's embroidered with gold t 

hread.":GOT034 
340 IFND=15THENPRINT"It glistens.":GOT034 
342 IFN0=46ANDOB/.C46,0l=17THENPRINT"It's pointin 

g towards the West.":GOT034 
344 IFNO=SOTHENPRINT"It contains sacred oil.":GO 

T034 
346 IFND=51THENPRINT''It's on rollers.":GDTD34 
348 IFN0=52THEN366 
350 IFND=20ANDOBi.<33,0>=0THENPRINTKN$:DB/.(33,0l= 

43:GDT034 . 
352 IFN0=20 AND DBi.<4,0l=O THENPRINTKN$:0Bi.C4,0> 

=43:GOTD34 
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354 PRINT" It's just:=":PRINT:PRINTOB$<ND> ".":GOT 
034 

356 IFND< >34THENPRINT"I don't know how to do tha 
t.":GOT034 

358 IFOBi.<3,0l=-1ANDOBi.<6,0>=-1ANDOBi.<14,0l=-1TH 
EN362 

360 PRINT"You aren't holding all the ingredients 
.":GOT034 

362 DBi.<3,0l=O:OB/.<6,0l=O:DBi.<14,0l=O:DB/.(34,0>= 
-1:ZZ=ZZ-2:PRINT"Done.":GOT034 . 

364 PRINT"Try 'make' ":GOT034 
366 PRINT"Which compartment number?";:PRDCINFO:N 

D=VAL<CM$l:IF NO=O DR NO >99 THEN34 
368 IFN0=13ANDDB/.(49,0l=OTHENOBi.C49,0l=7:GOT0374 
370 IFN0=71ANDOB%<8,0l=OTHENOB/.(8,0l=7:GDTD374 
372 PRINT"That compartment is empty.":GOT034 
374 PRINT"Something fell out.": GOTD34 
376 GOSUB378:GOT0388 
378 J=O:FOR I= 1 TO LD:IFDB/.<I,0>=36 THEN J=J+O 

Bi.< I, 1> 
382NEXTI 
383 PRINT 
384PRINT"You have scored ";J;" points out of 100 

.":IFJ<lOOTHENRETURN 
386 CLS:PRINT:PRINT:PRINT"Well done!'" 
388 END 
390 DEF PRDCINPUT 
391PRINT:PRINT"What now? ";:PROCINFD:PRINT:IF B 

I>O THEN BI=BI+l 
392 NO$="":VB$="":VB=O:NO=O:H=O 
394 CM=LEN<CM$l:FDRI=1TDCM:IFMID$(CM$,I,1)=" "TH 

EN H=I-1 
395 NEXT 
396 IFH=OTHENH=LEN<CM$l 
397 IFH=1 THEN V1$=CM$:GDTD 399 
398V1$=LEFT$(CM$,H) 
399VB$=LEFT$(V1$,3):FORJ=1TDNV:IFVB$(J)=VB$THENV 

B=J 
400 NEXTJ 
402 IFVB>OTHEN406 
404VB=+l:N1$=V1$:GOTO 410 
406 IFLEN<V1$)+1>LEN<CM$lTHENNO=O:ENDPROC 
408 N1$=RIGHT$(CM$,LEN<CM$l-1-LEN<V1$)) 
410 NO$=LEFT$<N1$,3l:FORI=1TONN:IFN0$(ll=ND$THEN 

NO=I 
411 NEXTI:IFND=35 THEN N0=32 
412 ENDPRDC 
414 CLS:PRINT:PRINT::IFCP=16 THENT=T+1:IFT>2 THE 

NPRINTDR$:IFT>3 AND RND<l> <T*.1 THENGOSUB144:T=O 
4161FDBi.<35,0l+l >O AND CP<35 THENPRINTWD$:PD=l:R 

ET URN 
418 PRINT"You're "P$<CF'l:PD=O 
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419 PRINT 
420 VB$="You can see:" 
422 FOR I= LO TO 1 STEP-l:IF OB/.CI,0) =CP THENP 

RINTVB$:PRINTOB$CI>:VB$=CHR$C11) 
424NEXTI 
426 FL=O 
427 PRINT 
428 PRINT"You can go: ":FORI=OT03:IFP/.CCP,I> <> 

OTHENPRINTD$CI>;" ";:FL=l 
430NEXTI 
432 PRINT:PRINT 
434 IFBI >12 THENPRINT" 
436 IFBI>23 THENPRINT" 
438 IFBI)34 THENPRINT" 

>The bite"s thr-obbing < " 
>You'r-e getting dizzy<" 
>It's har-d to br-eathe< ": 

IFBI>42THEN612 

RN 

440 IFCP<>18 THENRETURN 
442 IFGF=1THENPRINT"The gate is open.":RETURN 
444 PRINT"The gate in the gr-ill is locked. ":RETU 

445 DEFPROCVARIABLES 
446 NN=54:NV=32:P=51:L0=54:DIMP$CPl,P/.CP,3l,OB$C 

LOl,OB/.CL0,1l,VB$CNVl,NO$CNNl 
448 P$C1l="in a stor-er-oom."+CR$+"The walls ar-e m 

ade of concr-ete." 
450 DATA18,0,5,0,25,33,8,12,0,7,31,0 
452P$C2l="in a dusty passageway." 
454 P$C3l="in the quar-ter-s of Pr-incess Anka." 
456 P$C4l="in the King's har-em <lucky old you) 

457DATA22,0,0,0,0,0,21,1,6,15,6,19 
458 P$C5l=P$C1l 
460P$C6l="in a twisty little tunnel (again)" 
462 P$C7l="in the jewelr-y niche." 
463DATA3,0,0,0 
464 P$C8l="in an ar-tist's studio." 
465DATA0,0,0,2 
466 P$C9l="cr-awling over- a jumble of br-oken r-ock 

467 DATA21,10,o,o 
468 P$C10l=P$C6): 
469 DATA9,6,6,6 
470 P$C11)="in an old,old tunnel, feeling alllos 

t and neglected." 
471 DATA0,20,13,0 
472 P$C12)="in an ancient libr-ar-y." 
473 DATA0,0,2,0 
474 P$C13l=P$C11J+CR$+"A thick br-ick wall blocks 

the way." 
475 DATA0,0,0,11 
476 P$C14l=P$C6l: 
477 DATA19,19,20,19 
478 P$C15l=P$C6l: 

228 

479 DATA6,6,6,10 
480 P$C16>=P$C6l: 
481 DATA14,6,6,6 
482 P$C17l="in a wine closet." 
483 DATA0,0,30,0 
484 P$C18J=P$C11l+CR$+"A metal gr-ill blocks the 

way." 
485 DATA35,1,0,0 
486 P$C19l=P$C6l 
487 DATA6,16,6,6 
488 P$C20)=P$C6>: 
489 DATA11,16,16,16 
490 P$C21l=P$C1): 
491 DATA0,0,0,5 
492 P$C22l="King Kaleb's bedr-oom." 
493 DATA0,0,0,31 
494 P$C23l="in the slaves• quar-ter-s. The sla 

ves" halves ar-e somewher-e else." 
495 DATA26,27,0,0,28,0,25,13 
496 P$C24l="at the West end of the Temple."+CR$+ 

"An ugly hole is in the West wall." 
498 P$C25)="at the East end of the Temple." 
499 DATA29,2,0,24 
500 P$C26)=" in the war-r-ior-s' quar-ter-s." 
501 DATA0,23,0,33 
502 P$C27l=" in a stable that, well, smells al 

ittle bit." 
503 DATA23,0,0,0 
504 P$C28)="in the high pr-iest's vestr-y." 
505 DATA0,24,0,0 
506 P$C29)="in the shr-ine of Isis." 
507 DATA0,25,0,0 
508 P$C30)="in what was once used as the kit 

chen in older- days." 
509 DATA0,0,33,17 
510 PSC31l="in an antechamber-." 
511 DATA33,32,22,3 
512 P$C32l="in the thr-one r-oom." 
513 DATA31,0,0,0 
514 P$C33l=P$C2> 
515 DATA2,31,26,30 
516 P$C34l="in a seer-et compar-tment Cooohl." 
517 DATA0,0,17,0 
518 P$C35)=P$C11l+CR$+"You see daylight to the N 

or-th. " 
519 DATA36,18,0,0 
520 P$C36J="at the mouth of the tunnel." 
521 DATA37,35,0,0,51,36,0,0 
522 P$C37l="at the r-oad's end."+CR$+"A mountain 

is to the south." 
524 P$C38l="in a dense, gloomy, dar-k for-est." 
525 DATA38,39,38,38 
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526 P$C39J="on a familiar old path made by hor 
ses many, many years ago." 

527 DATA38,40,38,38,39,41,38,38 
528 P$C40J="at the end of a path with forest sur 

rounding you in all directions." 
530 P$C41J=P$C38J+CR$+"To the south there seems 

to be light." 
531 DATA40,42,38,38 
532P$C42J="in the middle of a clearing, witha fa 

miliar bridge to the south." 
534 DATA41,43,0,0,42,0,0,0: 
535 P$C43)="on the north side of the bridge." 
536 P$C44J="on the south side of the bridge." 
537 DATA0,45,0,0 
538 P$C45J="at a great crossroads." 
539 DATA4 ~ ,48,47,46 

540 P$C46)="on the great west road." 
541 DATA0,0,45,46 
542 P$C47l="on the great east road." 
543 DATA0,0,47,45 
544 FORI=48T051:P$CIJ="walking on the great sout 

h road.":NEXT 
546 DATA45,49,0,0,45,50,0,0,45,51,0,0,45,37,0,0 
548 FORI=1TDP:FORJ=OTD3:READP/.CI,JJ:NEXTJ,I 
550 DATA28,10,37,0,1,0,0,10,28,0,5,0,4,10,0,10,1 

3,0,18,10,0,0,36,0,30,0,21,0 
552 DATA8,10,12,0,0,0,34,10,32,0,43,0 
554 DATAAn Ephod,A Scrap of Newspaper,A Keg of C 

harcoal 
556 DATAA Silver Key,A Parchment Scroll,A Keg of 

Saltpetre 
558 DATAA Platinum Chastity Belt,A Ruby Earring 
560 DATAA Green Pebble,A Blue Stone,,A Vicious C 

obra,A Shrivelled Carrot 
562 DATAA keg of Sulphur,A Jade Statuette,An Old 

Medical Book,An Empty Bottle 
564 DATAA G~ld Medallion,A Golden Throne,A Dead 

Knight <remember me ?J,27,10 
566 FDRI=1TD20:READDB/.CI,OJ:READOB/.CI,1l:NEXT 
568 FORI=1T020:READOB$CIJ:NEXT 
570 DATA31,o,o,20,35,0,0,0,0,0,0,0,17,0,0,0,0,0, 

3,0,11,10,0,10,13,0,30,0,8,0 
572 DATA23,0,26,0,27,0,32,0,0,0,29,0,22,0,7,0,22 

,0,3,0 
574 DATAA Giant Turtle 
576 FORI=29T054:READOB/.CI,Ol:READOB/.CI,1J:NEXT 
578 DATAA Hungry Panther,A Gate,An Old Torch 
580 DATASome Matches,Three Kegs of Gunpowder,A S 

hining Torch,A Bottle of Wine 
582 DATAA Bottle of Oil,Some Broken Glass,A Jar 

of Nail-Polish Remover 
584 DATASome Gravel,A Bird,A Gold Nugget 
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586 DATAA Wooden Spoon,A Block of Marble,A set o 
f manacles,A Rusty Javelin 

588 DATAStraw and Dung,A Brass Clarion,A Satin R 
ibbon,A Marble Font 

590 DATAA Huge Mirror,100 Small Compartments 
592 DATAA King-size Bed,A Triclinium 
594 FORI=29T054:READOB$CIJ:NEXTI 
596 DATAEPH,NEW,CHA,KEY,SCR,SAL,BEL,EAR,PEB,STD, 

WAL,COB,CAR,SUL,STA,BDO,BDT 
598 DATAMED,THR,KNI,NOR,SOU,EAS,WES,N,S,E,W,TUR, 

PAN,GAT,TDR,MAT,GUN,TOR,WIN 
600 DATADIL,GLA,REM,GRA,BIR,NUG,SPD,BLD,MAN,JAV, 

STR,CLA,RIB,FDN,MIR,COM,BED 
602 DATATRI,GD,GET,LDD,INV,SCD,DRO,HEL,QUI,CRD,T 

AK,OPE,MDV,REA,EAT,FEE,KIL,HIT 
604 DATA CHA,UNL,PUS,REM,USE,DIL,DRI,BRE,LIG,PLA 

,EXA,KIC,MAK,MIX,THR 
. 606 FORI=1TONN:READNO$CIJ:NEXT:FORI=1TDNV:READVB 
$CIJ:NEXT 

608 DATA North,South,East,West 
610 FDRI=OT03:READD$CIJ:NEXT 
611 ENDPROC 
612 FQRI=1 T02000: NEXT: PRINT: PRINT"You' re dead•-!" 

:GOTO 376 
613 DEF PROCINFO 
614 CM$="" 
615 PRINT "*"; CHR$ <Bl; 
616 Z$=GET$ 
617 Z=ASCCZ$J:IFZ >95ANDZ <> 127THEN616 
618 ZL=LENCCM$l:IFZL>28THEN622 
619 IFZ=127THEN624 
620 IFZ>31THENCM$=CM$+Z$:PRINTZ$;:GOTO 615 
622 IFZ=13ANDZL>OTHENPRINT" ":ENDPROC 
624 IFZ=127ANDZL >OTHENCM$=LEFT$CCM$,ZL~1l:PRINT" 

";CHR$C8J;CHR$C8J; 
626 GOTO 615 
699 DEFPROCSTART 
700 CLS 
705 PRINT:PRINT:PRINT" ****Tunnel Advent 

ure***" 
710 *FX4,1 
799 ENDPROC 
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Further Information 

Introduction 

We've presented you with information on various adventures from both 
the U.K. and the U.S.A. over the pages of this book, but most of the 
games mentioned so far have been fairly old, in that they go back as 
far as some of the earliest microcomputers like the Apple and the 
Commodore PET. 

In this last section we'd like to round off by going through a few 
currently available adventures for various microcomputers that are 
relatively recent, at least at the time of writing. 

Some are classics, some are obviously destined to be so, and some 
will probably fade over the years into a delightful obscurity and never 
be heard of again. 

The rest of this chapter will give you some useful information on where 
to find out more about adventures generally, as well as listing a number 
of popular newstand magazines that do sometimes carry features about 
this sort of game. 

Finally, a few useful names and addresses, and especially for those 
of you who own Commodore kit and want to acquire a copy of the 
legendary Adventure by Crowther and Woods that has featured 
prominently in this book, the name and address of the person to 
contact at the Independent Commodore Products Users' Group. 

For owners of other machines, it's worth asking around to see if a 
copy exists for your particular machine, but if you haven't got disk 
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drives, forget it! This game relies almost entirely on a disk-based mode 
of operation, and would require an awful lot of memory before it would 
function on a micro that was sans disks. 

That's all for now, except to say thanks to a few people. Obviously 
Crowther and Woods, but also Jim Butterfield, for producing the 
orginal PET version, and to Steve Darnold, for inadvertently getting 
me started on this whole adventure writing lark in the first place, and 
who provided the original code for Castlemaze Adventure and Tunnel 
Adventure. 

Current Adventure Games 

All the names and addresses of the companies involved can be found 
in most of the current popular magazines, as most of them seem to 
advertise quite extensively. 

If not, a copy of Personal Computer News, the (at the moment!) 50 
pence weekly, has a tri-weekly round up of software available, and 
covers most of the adventure games around. 

So, to get the ball rolling, how about The Hobbit, which must rank 
as one of the classic modern games of adventure, which is available 
from Melbourne House for the 48K Spectrum. 

A complete solving of this would take a very long time indeed, and 
I've yet to hear of anyone who has actually solved the entire thing. 
A nice style of entering your commands here as well. 

Pl Mania seems to be the other game currently 'in vogue' as it were, 
although I think I'd like it a lot better if it wasn't for the inept advertising 
by the company who handle it, namely Automata UK. Are they really 
trying to produce the worst advertising in the microcomputer industry?! 

Still , at least the game is good, and has the virtue of working on the 
Spectrum, Dragon and BBC. 

Sphinx, for the BBC model B, from John Wiley and Sons is also quite 
a good, classical adventure, involving all the usual thud and blunder 
techniques beloved by writers of this particular type of adventure. 

John Wiley also do a few more for the model B as well , so they're 
worth checking out if you're tuned into Auntie Beeb. 
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Microdeal have inevitably produced a series of adventures for the 
Dragon, including Escape, Flipper, and Mansion Adventure, or at least 
they call them adventure games. Personally the only one I thought 
was of lasting interest was the Mansion Adventure, but then we all 
have our different tastes. 

For the Commodore 64, well, Romik have produced a couple of games, 
and modesty prevents me from telling you how wonderful they are, 
but I would like to thank Kevin Bergin for some last minute 
programming on those! 

And the Vic 20 ? Well, there are always the cartridge versions of the 
Scott Adams games, and Kayde Electronics have produced the Swamp 
( .. . In the Swamp, no one can hear you scream .. ., runs the advertising. 
Yawn ... ), although it, not suprisingly, requires a minimum of 16K 
expansion. 

Those are just some, but any periodical should give you details of many 
more. 
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More Information 

Strangely enough, the general magazines don't appear to have picked 
up too strongly on this resurgence of interest in adventures, although 
Personal Computer News regularly carries a number of reviews for all 
kinds of machines, and most of the others mention them every now 
and again. 

However, there are three classic issues of old magazines which the 
serious adventure freak must have. 

The December 1980 issue of Byte magazine, the one Daley Thompson 
does weight training with, is mainly devoted to adventuring, and 
features a whole host of excellent articles by many of the top authors 
around at the time, including Scott Adams, P. Lebling, Bob Liddell, 
and many more. A great issue, if you can dig it out. 

The other two are different issues of the same magazine, but finding 
them is not going to be easy. 

The magazine in question is Creative Computing, and the first major 
article appeared in August 1979, when the data structure behind the 
Scott Adams series of adventures was explained in full. This has 
inspired a number of people to begin writing their own adventures, 
including David Malmberg, who went on to write the very good Castle 
Adventure (the one with the sleepy piranha in it that I mentioned 
earlier!). 

July 1980 was another good issue, including the article that explained 
the working of the program Zork, in the excellent 'How to fit a large 
program into a small computer'. 

All required reading for the serious adventure fan, but keep your eyes 
on the newstands for other, newer issues of magazines. 
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Who to Contact 

User Groups are the people to contact, and the following covers most 
of the popular makes of home computers. 

BBC: 

or 

Dragon: 

Commodore: 

Spectrum: 

Laserbug 
Paul Barbour 
10 Dawley Ride 
Coln brook 
Slough 
Berkshire 

Beebug 
Sheridan Williams/David Graham 
P.O. Box 50 
St. Albans 
Hertfordshire 

Brixham Dragon Owners Club 
Ian Chipperfield 
22 Brookdale Court 
Brixham 
Devon 

ICPUG 
Mick Ryan 
Riverhead 
154 Chesterfield Drive 
Sevenoaks 
Kent 

Sinclair User Group 
Irving Brand 
Polytechnic of North London 
Holloway Road 
London N7 

Writing to the appropriate address for your machine should produce 
the desired response. 
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EXPLORING 
ADVENTURES 

ON THE 
BBCMODELB 

The three adventures in this 
book are available on a 
cassette at £7.95, from 

all good computer stores 
and bookshops, or in case 

of difficulty, direct 
from the publisher. 

Send your cheque/ 
postal order to: 

Gerald Duckworth & Co Ltd 
The Old Piano Factory 
43 Gloucester Crescent 

LondonNWl 

and they will be sent to you 
post-free 

Index 

Th is index usually only shows the first appearance of a subject in the 
book, but if a second (and subsequent) entry is important, it is also 
noted down. 

Adams, Scott : 4, 5, 6, 28, 29, 30 
Adventure : 1, 4, 21 
Ase command : 65 
Attack verb : 170 
Bears : 102 
Botti es : 107 
Break verb : 190 
Butterfield, Jim : 4, 9 
Castlemaze adventure : 211 
Chop verb : 164 
Chr$ command : 65 
Climb verb : 166 
Close verb : 152 
Contents: v 
Creating adventures : 115 
Cross verb : 148 
Crowther, Will ie : 3, 8, 10, 21 
Cut verb : 164 
Data command : 54 
Data validation : 104 
Death! : 106 
Dialogue : 44, 45 
Dim command : 73 
Drink verb : 158 
Drop verb: 144 
Dungeons and Dragons : 35 
Eat verb : 154 
Else command : 56 
Examine verb : 188 
Feed verb : 156 
For command : 66 
Gargoyle: 108, 110 
Get command : 56 
Get verb: 140 
Go verb : 138 
Gosub command : 69 
Goto command : 69 
Hassett, Greg : 6 
Hazards : 85, 86 
Help verb : 199 
Hit verb : 170 
If command : 56 

Input command: 51 , 53 
Input subroutines : 112, 113 
Int command : 72 
Introduction : vii 
Inventories : 142 
Jump verb: 190 
Kill verb : 170 
Left$ command : 61 
Len command : 59 
Light verb: 168 
Load verb : 196 
Logical Operators : 58 
London adventures : 117 
Look verb : 198 
Lord of the Rings : 7, 10 
Make verb : 172 
Map drawing : 17, 20, 87, 89 
Mazes : 95 
Mid$ command : 60 
Movement : 76, 78 
Murder adventures : 128 
Next command : 66 
Noun data : 208 
Objects : 42 
Obstacles : 85 
Offer verb : 160 
Oil verb: 176 
On command : 71 
Open verb : 150 
Panthers : 111 
Personal Computer News : 236 
Philosopher's Quest : 14 
Pirate Adventure : 13, 28 
Popular Computing Weekly: 2 
Problem solving : 85, 100 
Procedures : 70 
Push verb : 192 
Quit verb : 146 
Read verb : 186 
Reflect verb : 174 
Repeat-Until command : 68 
Restore command : 55 
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Return command : 69 
Right$ command : 62 
Rnd command : 72 
Rub verb : 184 
Save verb : 194 
Score verb : 198 
Screen Responses : 97 
Solving adventures : 16 
Space adventures: 122 
Spray verb : 180 
Stab verb : 178 
Storylines : 82, 83, 84 
Str$ command : 63 
Subroutines : 58 
Take verb : 200 
Temple of Apshai : 11 
Then command : 56 
Throw verb : 182 
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Torches : 107 
Traditional adventu res : 131 
Tunnel adventure : 221 
Underground Adventure : 36, 135 
Underground variables : 75 
Underground verbs : 102, 137 
Underground data : 202 
User Groups : 237 
Val command : 63 
Variables : 52 
Verb data : 208 
Verbs : 42, 94 
Vocabulary : 34 
Wave verb : 162 
Western adventures : 125 
Woods, Don : 3, 8, 10, 21 
Zork : 3, 9, 31, 32 

DUCKWORTH 
HOME COMPUTING 

A POCKET HANDBOOK FOR THE BBC 
by Peter Gerrard and Danny Doyle 

The topics covered here include: ASCII tables, Assembler/Dis­
assembler, Basic keywords, Basic error messages, Centronics 
standards, Conversion tables, FX calls, Flow charting, Hex/ 
Dec/Binary conversions, Hyperbolic functions, Input/Output, 
Memory maps, Memory architecture, Machine Code interfacing, 
Machine Code instruction set, Musical note values, System 
calls. In short, everything you need to know about your machine. 

Peter Gerrard, former editor of Commodore Computing 
International, is the author of two top-selling adventure games 
for the Commodore 64 and a regular contributor to Personal 
Computer News, Which Micro? and Software Review and 
Commodore Horizons. 

Danny Doyle is Systems Performance Consultant for Sperry 
Ltd., and a regular contributor to Commodore Computing 
International. £2.95 

BBC PROGRAMS l 
Edited by Nick Hampshire 

This book provides you with a range of useful and exciting 
programs for the BBC Micro. Games, utilities, graphics and 
functional programs are covered. The games include an exciting 
version of Star Trek, a full length adventure game, Space 
Invaders, Battleships, Space Blaster, Brick Basher, and many 
others. Among the functional programs is a personal information 
retrieval package which enables you to create and manipulate 
up to 365 records. This is a basic book for every user of the BBC 
Micro. 

Written by Carl Graham and edited by Nick Hampshire, 
publisher of Commodore Computing International. £6.95 

Write in for a catalogue . 

• DUCKWORTH 
The Old Piano Factory, 43 Gloucester Crescent, London NWl 

Tel: 01-485 3484 
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Duckworth Home Computing 
EXPLORING ADVENTURES ON THE BBC MODEL B 
by Peter Gerrard 
This is a complete look at the fabulous world of Adventure 
Games for the BBC Micro. Starting with an introduction to 
adventures, and their early history, ittakes you gently through 
the basic programming necessary on the BBC before you can 
start writing your own games. 

Inputting information, room mapping, movement, 
vocabulary-everything required to write an adventure game 
is explored in detail. There follow a number of adventure 
scenarios, just to get you started, and finally three complete 
listings written specially for the BBC, which will send you off 
into wonderful worlds where almost anything can happen. 
The three games listed in this book are available on one 
cassette . 

Peter Gerrard, former editor of Commodore Computing 
International, is the author of two top-sel Ii ng adventure games 
for the Commodore 64 and a regular contributor to Personal 
Computer News, Which Micro? and Software Review and 
Commodore Horizons. 

ISBN 0-7156-1795-8 

Duckworth 
The Old Piano Factory 
43 Gloucester Crescent, London NW1 

9 780715 617953 

ISBN 0 71561795 8 

IN tlK ONLY £6.95 NET 




