






































































































































































































































1066 PRINT"THE SORCERER THRUSTS THE POKER AT You. 
":NEXT:GOT01220 
1070 IF<CP>19ANDCP<24>0RCP=34THENPRINT"DOWNC2CDJD 
WNC2CDJDOWNC2CDJDOWN!"1GOT01220 O 
1080 IFCP<>44THENPRINT"WHEEEE!"1GOT060 
1090 IFWF•OTHENCP•43aGOT01080 
1100 PRINT"YOU LAND SAFELY IN THETREE'S GRANCHES,11 
1CP,.,211GOT060 
1110 IFCP<>44THENPRINT"I DON ' T SEE A WINDOW."1GOTQ 
60 
1120 
1130 
1140 
1150 
1160 

1161 

1170 

1180 
1190 
1210 

IFWF•OTHENPRINT"IT IS ALREADY CLOSED.":C30T060 
PR I NT II IT 's STUCI<. II I GOT060 
IFCP<>44THEN1110 
IFWF•1THENPRINT"IT IS ALREADY OPEN."1GOT060 
PRINT"IT'S NOT EASY, BUT YOUMANAGE TO GET THE 
WINDOW OPEN. YOU SEE A"1 
PRINT"BIG LEAFY TREE ABOUT 2METERS BELOW THE 
WINDOW. 11 1WF=1:GOT060 
PRINT"A BLACK KNIGHT IS RIDING ACROSS THE 
BRIDGE TOWARD YOU!":GOSUB1430 
IFVB<>170RN0<>17THEN1210 
IFOB<1,0><>-1THENPRINT"YOU HAVE NO BOW!"1GOTO 

1195 IFOB<4,0><>-1THENPRINT"YOU HAVE NO ARROW!"1GO 
T01210 
1200 PRINT"THE ARROW FINDS A 
HT'S ARMOR. HE FALLS!" 

CHINK IN THE KNIG 

1205 KN•11ZZ•ZZ-110B<4,0l,..5210B<17,0l•521GOT060 
1210 PRINT"THE KNIGHT SKEWERS YOUWITH HIS LANCE." 
1220 FORI .. 1T025001NEXT1PRINT"CRVSJYOU ARE DEADCOFF 
J 11 1FORI•1T025001NEXT1GOT01370 
1240 PRINT"A PIRATE SNEAKS UP ON YOU AND STEALS TH 
E KEYCRVSJHAR HAR HAR"11PI•O 
1250 PRINT1PRINT"HE CHORTLES:":PRINT"CRVSJI'LL HID 
E THIS DEEP INME MAZE! 
1290 OB<2,0)m341ZZ•ZZ-1:GOT060 
1330 PRINT"A GIANT SPIDER DROPS FROM THE CEILING! 
1335 PRINT"IT IS MOVING TOWARD YOU!"1GOSUB1430 
1337 IFVB<>170RN0<>21THEN1350 
1340 IFOB<1,0><>-1THENPRINT"YOU HAVE NO BOW!"1GOTO 
1356 
1342 IFOB<4,0l<>-1THENPRINT"YOU HAVE NO ARROW! 11 1GO 
T01350 
1345 PRINT"THE ARROW RIPS INTO 
1ZZ•ZZ-1 

THE SPIDER.":SP•1 

1347 OB<21,0l•2910B<4,0)=010B<5,0l•291GOT060 
1350 PRINT"THE SPIDER POUNCES ON YOU AND SINKS ITS 

FANGS INTO YOUR NECK."1GOT01220 
1370 PRINT 11 CCLRJ 11 1GOSUB3841END 
1430 PRINT"CCD,RVSJWHAT NOW?COFFJ "11GOSUB 60000 
1440 PRINT1N1$• 1111 1V1$"'""1N0•01VB•01N0$•""1VB$•" 11 
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1450 CM=LEN<CM$):FORI=1TOCM:IFMI0$(CM:t.,I,1) <>" "TH 
ENV1$=V1$+MID$<CM$ 1 1 1 1>:NEXTI 
1460 VB$=LEFTt.<V1$,3):FORl =1TONV:IFVBt<I>=VB:tTHENV 
B•l:GOT01480 
1465 NEXTI 
1470 VB•-1:N1$=V1$:GOT01490 
1480 IFLEN<V1$)+1 >LEN<CM:t.>THENNO=O:RETURN 
1485 N1$=RIGHT$<CM$,LEN<CM$l - 1- LEN(V1:t.ll 
1490 NO$=LEFT$<N1$,3l:FORI=1TONN:IFN0$(1l=NO$THENN 
O•I:RETURN 
1493 NEXTI 
1495 RETURN 
1500 PRINT"CCLRJ":PRINT"YOU'RE ";Pt.<CP>:PRINT:SS:t:= 
"YOU CAN SEE :=":FORI•1TOLO 
1510 IFOB<I,O>=CPTHENPRINTSS$:PRINTOB:t:<Il:SS$="CCU 
J II 
1520 NEXTI 
1530 IFCP=1ANDDF=OTHENPRINT"THE DOOR IS LOCKED." 
1540 IFCP=18ANDVF .. OANDOB(16 1 0)•18THENPRINT"THE VAU 
LT IS LOCKED." 
1550 IFCP=17ANDCF=OTHENPRINT"A NARROW CRACK LEADS 

SOUTHWARD." 
1560 IFCP=1ANDDF=1THENPRINT"THE DOOR IS OPEN." 
1570 IFCPs:35ANDVF•1AND08(16,0l=35THENPRINT"THE VALJ 
LT IS OPEN. II 

1590 IFCP=17ANDCF=1THENPRINT"A WIDE CRACK LEADS 
SOUTHWARD." 

1600 IFCF=OTHENP<17,1l=O 
1610 IFCP•44ANDWF•1THENPRINT"THE WINDOW IS OPEN. 

A TREE IS 2 METERS BELOW. 
1620 K•O:PRINT"CCDJYOU CAN GO 11 1FORI .. OT03:IFP<CP,I 
l•OTHEN1650 
1630 IFK•1 THENPRINT" II; 

1640 PRINTD$<I>11Kc1 
1650 NEXTI:IFK•OTHENPRINT"NOWHERE." 
1660 IFK .. 1THENPRINT 
1670 PRINT1P<17,1lm181GOT030 
1700 NP•531L0•351NN•311NV=301DIMP<NP,3l ,Pf<NPl,VB$ 
<NV> ,NO:t:<NNl,OB<L0 1 1) ,OB$(L0) 
1710 P$(1)•"0UTSIDE A MEDIEVAL CASTLE. THE P 
AVEMENT BEARS THE INSCRIPTION:" 
1711 P$(1l=P$(1l+CHR$(13l+"CRVSJLEAVE ALL YOUR"+CH 
R$(13l+"CRVSJTREASURE HERE." 
1715 DATA0,8,4,0,53,7,3,6,0 1 0 1 3,2 
1720 P$(2l•"AT A CROSS ROAD 11 1P$(3l="ON THE GREAT 

EAST ROAD." 
1730 P:t.<4>•"0N THE GREAT WEST ROAD. 11 1DATA0,0,2,1 
,0,0,2,4 
1740 P$<5l,..P$(4l:P$(6l=Pf<4>1DATA0,0,2,5 
1755 P$(7)•"0N THE GREAT SOUTH ROAD.":DATA2,7,0, 
0 
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1760 P$(8)="IN A SPLENDID CHAMBER 30 FEET HIGH.": 
DAT A 1 , 11 , 0 , 10 
1770 P$(9)="IN A COSY SITTING ROOM.":DATA10,CJ 
'11'0 
1780 F'$(10>="IN THE MASTER BEDROOM."1DATA0,9,8,0 
1790 P:t.="IN A VAST CORRIDOR STRETCHING OUT 
OF SIGHT TO THE ":P$(11>=P$+"SOUTH." 
1795 DATA 8 1 12,14,9 
1800 P$(12)=P$+"NORTH AND SOUTH.":DATA11,13,15 1 25 
1810 P$(13>=P:$+"NORTH. ":DATA12,0 1 16, 17 
1820 P:f.="IN A BEDROOM WITH A "1P:t:(14)=P$+"STONE 
FLOOR.":P$(15>=P:t.+"WOODEN FLOOR. 
1825 P:t.<16)=P$+"DIRT FLOOR.":DATAO,o,o,11,0,0,o,12 
'0' 33' 0' 13 
1830 P:t.<17)="IN A DUSTY PANTRY. 
1835 DATA 0,18,13,24 
1840 P:t:<18)"'"IN A PRIVATE ART GALLERY."1DATA17,2 
6,0, 19 
1850 P$(19)="IN A STORE ROOMCOBWEBS ARE EVERYWHERE 
" 
1860 P:t.<20>="AT THE TOP OF A BIG TREE." 
1870 P$(21>=P:t.<20) 
1880 P$(22>=P$(20) 
1890 P$<23>=PS<20> 
1900 DATAo,o,10,o,4,o,o,o,o,o,o,o,o,o,o,o,o,o,o,o 
1910 P$(24)="IN THE KITCHEN. 11 1DATA25,0,17,0,0,24 1 1 
2,0,18,28,29,0 
1920 P$(25>="IN THE DINING 
ADOWY ALCOVE." 
1925 P$(27)="IN AN AUSTERE 
1930 P$(28)="IN THE DRAWING 
,0,30,26,0,0,0,29 

ROOM.":P:t:<26)•"IN A SH 

OFFICE."1DATA0,0,28,0 
ROOM."1DATA26,0,0,27,0 

1940 P:t.<29),."IN THE PARLOR. 11 1P$(30)•"IN THE STUDY. 
" 
1945 P$ < 31) ="IN A DAMP STONEPASSAGE. " 
1950 P$(32>="IN THE DUNGEON.":DATA0,0,32 1 30,41,0,0 
,31 
1960 FORI•1TONP:FORJ=OT031READP(I,J>:NEXTJ:NEXTI 
1970 P$(33)="IN AN ANCIENT CONFERENCE ROOM."1DATA 
16,0,35,0 
1980 P$(34)="IN A TOWER WHICH OVERLOOKS A HUGE 
" 
1981 P$(34)a:P$(34)+"KINGDOM DOWN A VAST MOUNTAIN 

THE GRASS IS GREENER " 
1982 P:t.<34>=P$(34)+"THAN GREEN ITSELF."1DATA40,0,0 
,o 
1990 Pt:<35)•"IN A MAZE OF TWISTY LITTLE PASSAGES 
ALL ALIKE." 
1995 FORI=36T040:P$<I>=P$(35):NEXTI:DATA36,36,36,3 
3,37,35,35,35,36,36,38,36 
1996 DATA36,36,36 1 39 1 40 1 36,36,36,36,34,36,36,42,32 
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,o,o 
2000 P$ ( 41) ;="ON A LONG FLIGHT OF STAIRS DOWN. 

2001 P$(43)="0N A LONG FLIGHT OF STAIRS UP." 
2002 P$<42)•"IN A MILE-LONG PASSAGE. STAGNANT 
WATER REACHES TO YOUR ANKLES. 
2010 P$(44)m"AT THE END OF THE CASTLE. YOU CAN 
SEE A FOREST OUT OF A SMALL WINDOW." 
2015 DATA43,41,0,0,44,42,0,0,0,43,0,0 
2020 P$(45)c"IN A DENSE DARKFOREST." 
2025 FORI•46T048:P$<I>•P$(45):NEXTI:DATA45,49,46,4 
8,45,47,46,49,50,51,46,48 
2026 DATA45,47,49 1 48 
2030 P:t:<49)="0N AN OLD PATH MADE BY NORSES." 
2035 P$(51)•"IN THE MIDDLE OF A CLEARING. TO THE 
SOUTH IS A BRIDGE." 
2037 Pt:<52)="0N THE NORTH SIDE OF THE BRIDGE." 
2038 P$(53)="0N THE SOUTH SIDE OF THE BRIDGE." 
2039 DATA 45,50,46,48,49 1 47 1 46 1 48,47,52,0,0,51,0,0 
,0,0,2,0,0 
2040 DATABOW,KEY,BOO,ARR,BRO,SGP,LIQ,SWO,PAI,WHE,S 
IL,PEN,PIL,SCE 
2045 DATA BAR,VAU,KNI,VAS,SIG,SOR,SPI,NOR,SOU,EAS, 
WES,N,S,E,W,DOO,WIN 
2050 DATAGO,GET,LOO,INV,SCO,DRO,HEL,CLI,DIG,QUI,SA 
Y,DRI,OPE,TAK,KIL,REA,SHO,ATT 
2055 DATACL0 1 LOC,UNL,GIV,USE 1 VAL,SWI,SHA,EXA,THR,F 
IN,JUM 
2060 FORI•1TONN:READNO:t:<I>:NEXTI:FORI=1TONV:READVB 
$(I):NEXTI 
2070 DATA A LONG BOW,-1 1 0,A BRONZE KEY,O,O,A LEATH 
ER-BOUND BOOK,30 1 0 
2072 DATA A SILVER ARROW,22 1 10,A BROKEN ARROW,4,10 
,A GIGANTIC SAPPHIRE,0,10 
2074 DATAA VIAL OF AMBER LIQUID,24,0,A GOLDEN SWOR 
D,34, 10 
2077 DATAA LARGE REMBRANDT PAINTING,18,20 
2080 DATA A WHETSTONE,19,0,A SET OF SILVERWARE,25, 
10,A PLATINUM PEN,27,10 
2082 DATA A VELVET PILLOW,44,0,THE SORCERER'S SCEP 
TER,0 1 10,A GOLD BAR,0,10 
2084 DATA A VAULT IN THE WALL,O,O,A DEAD KNIGHT,O, 
O,A MING VASE,9,10 
2086 DATA"A SIGN SAYING DIABOLICAL MAZE", 
35,0,A WICKED SORCERER,32,0 
2090 DATAA DEAD SPIDER,o,o 
2100 FORI=1T0211READOB$<I> ,OB<I,0) ,OB<I,1>:NEXTI 
2110 DATA NORTH,SOUTH,EAST,WEST 
2120 FORI•OT031READD:t:<I>1NEXTI 
2150 P:t: < 50 »="AT THE END OF APATH, WITH FOREST 
SURROUNDING YOU IN ALLDIRECTIONS." 
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2160 P$<47>•P$<47>+CHR$(13)+"TO THE SOUTH THERE 
SEEMS TO BE LIGHT." 

2270 GOT020 
20000 POKE 36879,26:PRINT"CCLR,BLKJ 
20999 RETURN 
60000 CM$•"" 
60005 PRINT"CRVSJ*COFF,CLJ"1 
60010 GETZ$:IFZ$= ""THEN60010 
60015 Z•ASC<Z$)1IFZ>9STHEN60010 
60080 ZL•LEN<CM$l:IFZL>27THEN60110 
60100 IFZ>31THENCM$•CM$+Z$1PRINTZ$;1GOT060005 
60110 IFZ•13ANDZLTHENPRINT" "1RETURN 
60120 IFZ•20ANDZLTHENCM$•LEFT$CCM$,ZL-1>1PRINTzt1 
60140 GOT060005 

READY. 
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Tunnel Adventure 

Another full-blown adventure, and again written in the same style as 
Castlemaze Adventure and Underground Adventure. This should serve 
to illustrate how easy it is to produce a large number of different games 
from the same basic rules. 

This again is challenging, although it doesn't have the glossy edges 
of Underground. However it should keep you very busy trying to solve 
the many problems presented along the way. 

Watch out for the vicious cat, and the evil hooded cobra, and the 
affectionate turtle encrusted with diamonds isn't all he seems either, 
in the ancient city of Kez! 
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0 GOSUB 700 
4 w 1 •··II THE PANTHER SEES THE SNAf(E AND FLEES . II : S4$ 
="YOU. RE NOT HOLDING IT. II 
6 W2$="YOU ARE OUT OF MATCHES":DR:t.="CRVSJIT ' S VERY 

DRAFTY HERE":POKE59468,12 
8 GB$=" A BI RD SWOOPS DOWN OUT OF THE S~'.Y AND 
SIN FRONT OF YOU. 

OBJECT. 

LAND 

10 I U .. "YOU NEED A DIRECT 
12 W5$="THE TURTLE EATS THE CARROT AND RUBS YOUR 

LEG AFFECTIONATELY. 
14 WA$="NO WAY! THE BOSS SAYS! HAVE TO PAY FOR 

ANYTHING YOU BREAK. 
16 WB$="IT DOESN'T 8URN.":SP$="YOU DISCOVER A SECR 
ET PASSAGE." 
18 t<N$=" THERE'S SOMETHING IN HIS POCt<ET. ": I M$m" TH 
AT IS NOT POSSIBLE." 
20 WO$=" IT'S PITCH DARf( . 11 1CR$=CHR$<13) 1 PRINT" CCLRJ 
21 JA$="THE JAVELIN GLIDES THROUGH THE AIR AS I 
F PULLED BY MAGIC. 
22 S1$•"I DON ' T SEE IT HERE.":82 $="00N ' T BE RIDICU 
LOUS.":CP .. 39 
24 S3$=" I DON'T t<NOW THAT WORD": GOT0446 
26 GOSU8414 
28 IFTGTHENOBX<29,0)•CP1IFCP=36THENTG=O 
30 IFTGTHENPRINT"CCDJTHE TURTLE IS FOLLOW! 
NG YOU." 
32 IFTGANDCP•11THENGOSUB148:PRINT"CCLRJCAVE-IN !C4 
CD] II I PX ( 13' 3) =0 1 PX ( 9' 1 ) •O I CP= 13 
34 GOSUB390 
36 IFMF•1ANDM2•0THENM2•1 
38 I FVB >9ANDVB< >20ANDN0$• II II THENPR I NT I 1 •·: GOT034 
40 IFNO$< >""ANDV8•1ANDNO:aOTHENPRINT"THAT DOESN ' T M 
AKE SENSE TO ME.":GOT034 
42 IFOBX<35,0lANDN0=32THENN0=35 
44 I FVB > 1 OANDNO•OTHENPR I NT II I DON ' T t<NOW WHAT A II: p 
RINTN1$" IS! 11 1C30T034 
46 ONVBGOT052,72,26,98,106,110,128,376,136,72,154, 
172,174,194,202 
48 ONVB-15GOT0216,226,234,236 
50 ONVB-19GOT0238 1 246 1 248,246,262,272,274,296,304, 
226,356,364,168 
52 IFN0$() ""ANDNO•OTHENPRINTS3$1GOT034 
54 IFN0 >280RND<21THENPRINT"I DON ' T UNDERSTAND.":GO 
T034 
56 IFN0 >24THENNO=N0-4 
58 NO=N0-21 
60 IFNOANDPDTHENPRINT"YOU HAVE FALLEN INTO APIT. 11

1 

GOT0612 
62 IFNOANDOBX<30,0)=CPTHEN142 
64 IFC3F=OANDCPa18ANDN0•1THENPRINT"THE GATE IS LOCK 
ED ! 11 1C30T034 
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66 IFPX<CP,NQ>=OANDCP<> lTHENPRINTIM:t:1GOT03 4 
68 IFPX<CP,NO>=OTHENPRINT"YOU CAN ' T GO THAT WAY."1 
GOT034 
70 CP=PX<CP,N0)1GOT026 
72 IFNO$m""THENPRINTI1:$:GOT034 
7 4 IFOBX<NO,O>=-lTHENPRINT"YOU ' VE ALREADY GOT IT!" 
:GOT03 4 
76 IFNO=OTHENPRINTS3$:GOT034 
78 IFCP=18ANDN0=31THEN88 
80 IFND< >370RCP<>29THEN86 
82 IFOBX<17,0l+1THENPRINT"YOU NEED A CONTAINER."1G 
OT034 
84 08X(17,0)=0:GOT096 
86 IF08X(NO,O> <>CPTHENPRINTS1$1GOT034 
88 IF<N0 >18ANDND<32 lDRND >49THENPRINT"IT ' S TOO HEAV 
Y.":GOT034 
90 IFN0=12THENGOSU8140 
92 IFZZ >3THENPRINT"YOLJR HANDS ARE FULL."1GOT034 
94 ZZ=ZZ+l 
96 PRINT II ot< II I OBX (NO' (I) ==-11 GOT034 
98 PRINT"YOU ARE CARRYING:"1ZZ•O 
100 FORI=1TOLO:IFOBXCI,Ol=-1THENPRINTOB$Cil:ZZ=ZZ+ 
1 
102 NEXTI:IFZZ=OTHENPRINT" NOTHING 
104 GOT03 4 
106 PRINT"POINTS ARE SCORED BY LEAVING VALUABLES 

AT THE MOUTH OF THE TUNNEL. 
108 GOSUB378:GOT034 
110 IF NO=OANDNO:t:<> ""THENPRINT"WHAT ' S A :•"1PRINTN 
1$" 7" :GOT034 
112 IFNO•OTHENPRINT"HUH?":GOT034 
114 IFOBXCNO,O> <>- lTHENPRINT"YOU HAVE NO ''1PRINTN1 
:t::GOT034 
116 IFND•35THENOBXC35,0l=01N0•32 
118 I FNO"' 15THENPR I NT" YOU CAN ' T. IT ' S STUCK TO YOUR 

HAND. 11 1GOT034 
120 OBXCNO,Ol•CP:ZZ•ZZ-1 
122 IFN0•17THENOBXC17,0l•010BXC38,0l•CP1PRINT"CRAS 
H!"1GOT034 
124 IFOBXC12,0>•0BX(30,0lTHENPRINTW1$10B/.C30 0)•01 
GOT034 I 

126 PRINT"OK":GOT034 
128 IFCP•31THENPRINT"READ THE MEDALLION."1GOT034 
130 IFCP=7THENPRINT"TRY PRIME NUMBERS.":GOT034 
132 IFJ=9C>ANDOBX<41,0l•OTHENPRINT"SOME MUSIC WOULD 

BE NICE.":GOT034 
134 PRINT"TRY EXAMINING THINC3S.":GOT034 
136 IFCP•430RCP•44THENCP•87-CP:C3DT026 
13 8 PRINTIM:t::GOT034 
140 PRINT"THE SNAKE BITES YOU."1BI•BI+81RETURN 
142 PRINT"THE PANTHER POUNCES ONYOU."1GOT0612 
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144 IFOB'l.<32,0>THENRETURN 
146 OB'l.(32,0>•0B'l.(35,0)108%(35,0)•0:RETURN 
148 FORI•1TOOB'l.<31,1>1NEXT:GOSUB14410B'l.(31,1>=100: 
RETURN 
150 FORI•1T0541IFOB'l.<l,0)•13THENOB'l.(l,0>•55 
152 NEXT1RETURN 
154 IFN0•31ANDCP~18THEN162 
156 IFN0•31THENPRINT"I SEE NO GATE HERE."1GOT034 
158 IFOB'l.<N0,0>< >-1THENPRINTS4$:GOT034 
160 PRINT"THAT'S NOT NECESSARY."1GOT034 
162 IFGF•1THENPRINT"IT ' S ALREADY OPEN.":GOT034 
164 IFOB'l.<4,0>=-1THENGF•11PRINT"THE GATE SWINGS OP 
EN."1GOT034 
166 PRINT"YOU NEED A KEY TO OPENTHE LOCKED GATE. 11 1 
GOT034 
168 IFN0<>460ROB'l.(46,0>< >-1THEN110 
170 OB'l.<46,0)•171ZZ•ZZ-11PRINTJA$:GOT034 
172 PRINT " TRY 'PUSH' 11 1GOT034 
174 IFOB'l.(N0,0> <>-1THENPRINTS4$180T034 
176 IFN0< >2ANDN0<> 16ANDN0<> 18ANDN0<>5THENPRINT"THE 
RE. s NO WRITING. II: GOT034 
178 PRINT"IT SAYS1 11 1PRINT11FN0<>2THEN186 
180 PRINT"CRVSJ "1PRINT"CRVSJ 
FOR 20 YEARS PROFESS 
182 PRINT"CRVSJ SEARCHED FRUITLESSL ":PRINT"CRVSJ 
HIDDEN CITY OF KEZ " 
184 PRINT"CRVSJ "1GOT034 
186 IFN0m18THENPRINT"CRVSJFELINES":PRINT"CRVSJH A 
V E"1PRINT"CRVSJENEMIES":GOT034 
188 IFN0•16THENPRINT"CRVSJFERMENTED JUICE IS AL 
EXIPHARMIC":GOT034 
190 PRINT"TAKE THE FIRST . SIX LETTERS":PRINT"THR 
OW AWAY THE LEFT HALF 
192 PRINT"DOUBLE THE MIDDLE"1PRINT"TURN IT ROUND": 
GOT034 
194 IFOB'l.<N0,0> <>- 1THENPRINTS4$1GOT034 
196 IFN0< >13THENPRINTS2$1GOT034 
198 IFOB'l.<13,0>< >- 1THEN210 
200 ZZ•ZZ-1: PRINT" YU~: ! IT TASTES TERRIBLE" 1 OB'l. ( 13 ,O 
>•01GOT034 
202 IFOB'l.<N0,0> <>-1ANDOB'l.CNO,O> <>CPTHENPRINTS1$:GO 
T034 
204 IFN0< >12ANDN0< >29ANDN0<>30ANDN0<>41THEN218 
206 IFN0•30THEN142 
208 IFN0•12THENGOSUB140:GOT034 
210 IFOB'l.(13,0>< >-1THENPRINT"YOU HAVE NO FOOD."1GO 
T034 
212 IFOB'l.<29,0> <>CPTHENPRINT"WHAT TURTLE?"1GOT034 
214 ZZ•ZZ-11PRINTW5$:0B'l.(13,0>•01TG•11GOT034 
216 IFOB'l.(N0,0> <>-1ANDOB'l.<NO,O> <>CPTHENPRINTS1$1GO 
T034 

228 

218 IFN0< >12ANDN0<>41ANDN0<>29ANDN0<>30THENPRINT"I 
T ISN'T ALIVE. 11 1GOT034 
220 IFN0•12THENGOSUB1401GOT034 
222 IFN0~30THEN142 
224 PRINT"IT ' S IMMORTAL. 11 1GOT034 
226 IFN0< >22ANDN0< >11THEN230 
228 IFCP•21ANDP'l.<21,1>•0THENP'l.<21,1)•91PRINT"YOU'V 
E BRm:EN THROUGH ! " , GOT034 
230 IFOB'l.(12,0>•CPTHENGOSUB1401GOT034 
232 PRINT"NOTHING HAPPENS."1GOT034 
234 PRINT"YOU DON'T HAVE ENOUGH CHARISMA. 11 1GOT034 
236 PRINT"TRY 'OPEN' 11 180T034 
238 IFN0<>51THENPRINT"NO EFFECT.":GOT034 
240 IFCP<>22THENPRINT"WHAT MIRROR? 11 1GOT034 
242 IFMITHENP'l.<22,1>•4-P'l.C22,1>1PRINT"IT ROLLS EAS 
ILY."1GOT034 
244 PRINT"IT'S STUCK."180T034 
246 PRINT"TRY 'USE'"1GOT034 
248 IFN0<>39ANDN0<>37THENPRINT"EXPRESS THAT ANOTHE 
R WAY."180T034 
250 IFOB'l.<N0,0><>-1THENPRINTS4$1GOT034 
252 IFN0•39THEN258 
254 IFCP<>22THENPRINT"THERE'S NO USE FOR OILHERE." 
1GOT034 
256 Ml-11PRINT"THE ROLLERS ARE NOW OILED."180T03 
4 
258 IFOB'l.(15,0)+1THENPRINT"YOUR NAILS ARE NICE A 
ND CLEAN NOW."1GOT034 
260 OB'l.C15,0>•CP1ZZ=ZZ-11PRINT"THE STATUETTE SLIPS 

FROM YOUR GRASP."1GOT034 
262 IFN0< >36THENPRINTS2$1GOT034 
264 IFOB'l.<36,0>< >- 1THENPRINT"YOU HAVE NO WINE.":GO 
T034 
266 PRINT"GLUG-GLUG-GLUG 11 10B'l.<36,0)•010B'l.<17,0>•-1 
268 IFBITHENPRINT"AHHH ••• IT CURES THE SNAKEBITE. 
II I BI•O 
270 GOT034 
272 PRINTWA$1GOT034 
274 IFN0<320RN0>35THENPRINTIM$1GOT034 
276 IFOB'l.<33,0> <>- 1THENPRINT"YOU DON ' T HAVE A MATC 
H11 1GOT034 
278 IFN0•33THENPRINT"THE MATCHES BURN BRIGHTL 
Y."1ZZ•ZZ-110B'l.<33 1 0)•0180T034 
280 IFN0<>34THEN290 
282 IFOB'l.(34,0>•-1THENGOSUB1481PRINT"YOU ARE BLOWN 

TO BITS. II I GOT0612 
284 IFOB'l.(34,0><>CPTHENPRINTS1$1GOT034 
286 IFCP•13THENP'l.<13,2)•241P$(13)•P$(9)1CPa111GOSU 
8150 
288 OB'l.(34,0)•01GOSUB148180T034 
290 IFOB'l.(35,0>THENPRINT"IT IS ALREADY LIT.":GOT03 
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4 
292 IFOBXC32 ,0l=-1THENOBXC32,0l=O:OBXC35,0l=- l:PD= 
O:GOT026 
294 PRINT"YOU HAVE NO TORCH.":GOT034 
296 IFN0<>48THENPRINT"WHAT?"1GOT034 
298 IFOBXC48,0l <> -1THENPRINTS4$:GOT034 
300 IFCP>35THENPRINTGB$10BXC41,0l=CP:GOT034 
302 GOSLJB1481PRINT 11 CCLRJCAVE- IN !CCDJ":GOT0612 
304 IFN0<> 11THEN314 
306 IFCP=21THENPRINT"THE SOUTH WALL IS BADLY E 
RODED. 11 1GOT034 
308 IFCP•17ANDPXC17,31=0THENPXC17,3l=34:PRINTSP$:G 
OT034 
310 IFCP=34ANDPXC34,3l=OTHENPXC34,3l=35:PXC35,21=3 
4:PRINTSP:$:GOT034 
312 PRINT"YOU FIND NOTHING SPECIAL.":GOT034 
314 IFN0=31ANDCP=18THEN320 
316 IFN0=37ANDCP=29THENPRINT"IT'S JUST OIL.":GOT03 
4 
318 IFOBXCNO,O> <>CPANDOBXCN0,0> <>-1THENPRINTS1:$1GO 
T034 
320 IFN0=20RN0=160RN0=18THEN174 
322 IFN0•13THENPRINT"IT'S NOT FIT FOR HUMAN C 
ONSUMPTION. 11 1 GOTD34 
324 IFN0=40THENPRINT"IT'S TDPAZ.":GOT034 
326 IFN0=9THENPRINT"IT ' S MALACHITE.":GOT034 
328 IFN0•41THENPRINT"IT'S MADE OF GOLD!":GOT034 
330 IFN0•10THENPRINT"IT'S LAPIS LAZULI."1GOT034 
332 IFNOa42THENPRINT"IT'S PYRITE.":GOT034 
334 IFNOz12THENGOSUB140:GOT034 
336 IFN0=30THEN142 
338 IFN0=1THENPRINT"IT'S EMBROIDERED WITH GOLD THR 
EAD.":GOT034 
340 IFN0=15THENPRINT"IT GLISTENS.":GOT034 
342 IFN0=46ANDOBXC46,0l•17THENPRINT"IT ' S POINTING 
TOWARD THE WEST. 11 1GOT034 
344 IFN0•50THENPRINT"IT CONTAINS SACRED OIL"1GOT03 
4 
346 IFN0=51THENPRINT"IT'S ON ROLLERS.":GOT034 
348 IFN0=52THEN366 
350 IFN0•20ANDOBXC33,0l=OTHENPRINTKN$:0BXC33,0l=43 
1GOT034 
352 IFN0=20ANDOBXC4 1 0l=OTHENPRINTKN$10BXC4 01=431G 
OT034 ' 
354 PRINT"IT'S JUST 1= 11 1PRINT:PRINTOB:t:CNOl"."1GOTO 
34 
356 IFN0< >34THENPRINT"I DON'T KNOW HOW TO DOTHAT." 
1GOT034 
358 IFOB'Y.C3,0l•-1ANDOBXC6,0l=-1ANDOBXC14,0l=-1THEN 
362 
360 PRINT"YOU AREN'T HOLDING ALLTHE INGREDIENTS.": 
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GOT03 4 
362 OB'Y.C3,0l=010BXC6,0l=O:OBXC14,0l=O:OB'Y.C34,0l=-1 
:ZZ=ZZ-2:PRINT"DONE.":GOT034 
364 PRINT"TRY 'MAKE ' ":GOT034 
366 PRINT"WHICH COMPARTMENT NUMBER? "c:GOSUB61 
41NO=VALCCM$l:IFNO•OORN0 >100THEN34 . 
368 IFN0=13ANDOBXC49,0l•OTHENOBXC49,01•7:GOT0374 
370 IFN0=71ANDOBXC8,0l•OTHENOBXC8,01=71GOT0374 
372 PRINT"CCDJTHAT COMPARTMENT IS EMPTY."1GOT034 
374 PRINT"CCDJSOMETHING FELL OUT.":GOT034 
376 GOSUB378:GOT0388 
378 J•O:FORI•1TOLO:IFOB'Y.CI,01•36THENJ=J+OBXCI,11 
382 NEXTI 
384 PRINT"YOU HAVE SCORED 11 J1PRINT"POINTS OUT OF 10 
O.":IFJ(99THENRETURN 
386 PRINT"CCD,RVSJWELL DONE 
388 END 
390 PRINT"CCD,RVSJWHAT NOW?COFFJ 11 ~1GOSUB614:PRINT 

:IFBI >OTHENBI•BI+l 
392 NO:t:= 1111 1VB$• 1111 1VB=O:NO=O 
394 LC•LENCCM$l1FORI•lTOLC1IFMID$CCM:$ 1 I,1><>" "THE 
NVB$•VB$+MID$CCMf,I,ll1NEXT 
396 V1:$=VB:$:VB$•LEFT:t:CV1:$,311FORI•lTONV1IFVB$Cil•V 
B$THENVB•I1GOT0402 
398 NEXT 
400 VB•l1NO$=VB$1GOT0406 
402 IFLENCVl:$l+l >•LENCCM$lTHENN0•01RETURN 
404 NO$•RIGHT$CCM:t:,LENCCM$l-1-LENCV1$)) 
406 N1$•NO:t::NO$=LEFT:t:CN0$,311FORI=lTONN1IFNO:$•NO$C 
IITHEN412 
408 NEXT! 
410 NO=O:RETURN 
412 NO•I:RETURN 
414 PRINT"CCLRJ 11 1IFCP.,l6THENT•T+l1IFT >2THENPRINTDR 
$1IFT >3ANDRNDC1l <T*.1THENGOSUB1441T•O 
416 IFOBXC35,01+1ANDCP<35THENPRINTWD$1PD=l1RETURN 
418 PRINT"YOU'RE 11 P:t:CCPl1PDaO 
420 VB$•"[2CDJYOU CAN SEE : 
422 FORI•LOT01STEP-11IFOBXCI,Ol=CPTHENPRINTVB:$1PRI 
NTOB:t:Cil:VB:t:="CCUJ" 
424 NEXT! 
426 FL•O 
428 PRINT"C2CDJYOU CAN GO: 11 1FORI .. OT03:IFP'Y.CCP,II 
< >OTHENPRINTD$ CI l 1 11 11 J 1 FL .. 1 
430 NEXT! 
432 PRINT:PRINT 
434 IFBI>12THENPRINT"C2CDJ>THE BITE ' S THROBBING< 
436 IFBI>23THENPRINT" >YOU'RE GETTING DIZZY< 
438 IFBI >34THENPRINT">IT ' S HARD TO BREATHE<"1IFBI> 
42THEN612 
440 IFCP< >18THENRETURN 
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442 IFGF•1THENPRINT"CCDJTHE GATE IS OPEN."1RETURN 
444 PRINT"CCDJTHE GATE IN THE GRILL IS LOCKED."1RE 
TURN 
446 NN=54:NV•32:P-=51:L0=54:DIMP$<Pl,P/.(P,3l ,OB$(LO 
l ,OBY.<LO,ll ,VB$(NVl ,NO$<NN> 
448 P$(1l-="IN A STOREROOM."+CR$+"THE WALLS ARE CON 
CRETE 
450 DATA18,0,5,0,25,33,8,12,0,7,31,0 
452 P$(2l="IN A DUSTY PASSAGEWAY" 
454 P$(3)•"IN THE QUARTERSOF PRINCESS ANKA" 
456 P$(4)•"IN THE KING ' S HAREM":DATA22,0,o,o,o,o, 
21, 1,6, 15,6, 19 
458 P$(5l•P$<1> 
460 P$(6),."IN A TWISTY LITTLE TUNNEL 
462 P$(7)•"IN THE JEWELRY NICHE":DATA3,0,o,o 
464 P$(8l= " IN AN ARTIST ' S STUDIO":DATA0,0,0,2 
466 P$(9)m"CRAWLING OVER AJUMBLE OF BROKEN ROCK"1D 
ATA21,10,0,0 
468 P$(10l•P$<6>1DATA9,6 1 6 1 6 
470 P$(11> .. "IN A TUNNEL"iDATA0,20,13,0 
472 P$(12)•"IN AN ANCIENT LIBRARY 11 1DATAO,o,2,o 
474 P$ < 13l •P$ < 11 l +CR$+"A THICK BnICK WALL BLOCK 
S THE WAY":DATA0,0,0,11 
476 P$<14l .. Pt.<6l1DATA19,19,20,19 
478 P$(15l•P$<6l1DATA6,6 1 6,10 
480 P$<16l•P$(6l:DATA14,6,6,6 
482 P$(17l•"IN A WINE CLOSET 11 ·1DATA0,0,30,0 
484 P$ ( 18l.•P$ < 11 l +CR$+"A METAL GRILL BLOCKS THE W 
AY 11 1DATA35,1,o,o 
486 P$(19l•P$(6l1DATA6,16,6,6 
488 P$(20l•P$(6):DATA11,16,16,16 
490 P$(21l•P$<1l1DATA0,0,0,5 
492 P$ (22) "'"~<ING KALEB'S BEDROOM" 1DATAO,0, 0, 31 
494 P$(23)=-"IN SLAVES' QUARTERS":DATA26,27,o,o 
,28,0,25,13 
496 P$(24l="AT THE WEST END OF A TEMPLE."+CR$+" 
AN UGLY HOLE IS IN THEWEST WALL" 
498 P$(25l="AT THE EAST END OF A TEMPLE 11 1DATA29 
,2,0,24 
500 P$(26l•"IN THE WARRIORSQUARTERS":DATA0,23,0,33 
502 P$(27) ... "IN A STABLE 11 1DATA23,o,o,o 
504 P$(28)="IN THE HIGH PRIEST'S VESTRY":DATAO, 
24,0,0 
506 P$(29)sc"IN THE SHRINE OF ISIS"1DATA0,25,0,0 
508 P$(30l="IN A KITCHEN":DATA0,0,33,17 
510 P$(31>-="IN AN ANTE CHAMBER 11 1DATA33,32,22,3 
512 P$(32)="IN THE THRONE ROOM 11 1DATA31,o,o,o 
514 P$(33l=P$(2l:DATA2,31,26,30 
516 P$(34)z"IN A SECRET COMPARTMENT":DATA0,0,17 
,o 
518 P$(35l•P$<11l+CR$+"YOU SEE DAYLIGHT TO THE N 
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ORTH":DATA 36 1 18 1 0,0 
520 P$(36l•"AT THE MOUTH OFA TUNNEL":DATA37,35,0,0 
,51,36,0,0 
522 P$(37l•"AT THE ROAD ' S END."+CR$+"A MOUNTAIN I 
S TO THE SOUTH" 
524 P$ ( 38) •"IN A DENSE DARf<FOREST II I DATA38' 39. 38' 38 
526 P$(39l•"ON AN OLD PATH MADE BY HORSES 11 1DATA38, 
40,38,38,39,41,38,38 
528 P$(40l="AT THE END OF APATH WITH FOREST S 
URROUNDING YOU IN ALLDIRECTIONS 
530 P$(41l•P$(38l+CR$+"TO THE SOUTH THERE SEEMS 

TO BE LIGHT 11 1DATA40,42,38,38 
532 P$(42l="IN THE MIDDLE OF A CLEARING. TO THES 
OUTH IS A BRIDGE 
534 DATA41,43,0,0 1 42,0,0,0:P$(43l•"ON THE NORTH 
SIDE OF THE BRIDGE 
536 P$(44l•"ON THE SOUTH SIDE OF THE BRIDGE":DAT 
A0,45,0,0 
538 P$(45l•"AT A CROSS ROAD":DATA44,48,47,46 
540 P$<46l•"ON THE GREAT WEST ROAD 11 1DATA0,0 1 45,4 
6 
542 P$<47lc"ON THE GREAT EAST ROAD":DATA0,0,47,4 

544 FORI•48T051:Pf <Il•"ON THE GREAT 
NEXT 

SOUTH ROAD II I 

546 DATA45,49,0,0,45,50,o,o,45,51,0,0,45,37,0,0 
548 FORim1TOP1FORJ=OT031READPY.<I,Jl1NEXTJ,I 
550 DATA20,10,31,o,1,o,o,10,20,o,5,o,4,10,o,10,13, 
0,10,10,o,o,36,o,30,o,21,o 
552 DATA8,10,12,o,o,o,34,10,32,o,43,0 
554 DATAAN EPHOD,A SCRAP OF NEWSPAPER,A KEG OF CHA 
RCOAL 
556 DATAA SILVER KEY,A PARCHMENT SCROLL,A KEG OF S 
ALTPETRE 
558 DATAA PLATINUM CHASTITY BELT,A RUBY EARRING 
560 DATAA GREEN PEBBLE,A BLUE STONE,,A VICIOUS COB 
RA,A SHRIVELED CARROT 
562 DATAA KEG OF SULPHUR,A JADE STATUETTE,AN OLD M 
EDICAL BOOK,AN EMPTY BOTTLE 
564 DATAA GOLD MEDALLION,A THRONE MADE OF SOLID GO 
LD,A DEAD KNIGHT,27 1 10 
566 FORI•1T0201READOBY.<I,Ol1READOB/.CI,1l1NEXT 
568 FORI•1T0201READOB$<Il:NEXT 
570 DATA31,o,o,20,35,o,o,o,o,o,o,o,11,o,o,o,o,o,3, 
0 1 11,10 1 0,10 1 13,0,30,0,8 1 0 
572 DATA23,0,26,0,27,0,32,0,0,0,29,0,22 1 0,7 1 0,22,0 
,3,0 
574 DATAA GIANT TURTLE COVEREDWITH DIAMONDS 
576 FORI•29T0541READOBY.CI,Ol1READOBY.<I,1l1NEXT 
578 DATAA HUNGRY PANTHER,A GATE,AN OLD TORCH 
580 DATASOME MATCHES,THREE KEG OF GUNPOWDER,A SHIN 
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ING TORCH,A BOTTLE OF WINE 
582 DATAA BOTTLE OF OIL,SOME BROKEN GLASS,A JAR OF 

NAIL-POLISH REMOVER 
584 DATASOME BROWN AND PINK GRAVEL,A BIRD,A GOLD 

NUGGET 
586 DATAA WOODEN SPOON,A BLOCK OF MARBLE,A SET OF 
MANACLES,A RUSTY JAVELIN 
588 DATASTRAW AND DUNG,A BRASS CLARION,A SATIN RIB 
BON,A MARBLE FONT 
590 DATAA HUGE MIRROR ON THE SOUTH WALL,100 SMALL 

COMPARTMENTS 
592 DATAA KING-SIZE BED,A TRICLINIUM 
594 FORiz29T0541READOB$(I>1NEXTI 
596 DATAEPH,NEW,CHA,KEY,SCR,SAL,BEL,EAR,PEB,STO,WA 
L,COB,CAR,SUL,STA,BOO,BOT 
598 DATAMED,THR,KNI,NOR,SOU,EAS,WES,N,S,E,W,TUR,PA 
N,GAT,TOR,MAT,GUN,TOR,WIN 
600 DATAOIL,GLA,REM,GRA,BIR,NUG,SPO,BLO,MAN,JAV,ST 
R,CLA,RIB,FON~MIR,COM,BED 
602 DATATRI,GO,GET,LOO,INV,SCO,DRO,HEL,QUI,CRO,TAK 
,OPE,MOV,REA,EAT,FEE,KIL,HIT 
604 DATACHA,UNL,PUS,REM,USE,OIL,DRI,BRE,LIG,PLA,EX 
A,KIC,MAK,MIX,THR 
606 FORI~lTONN:READNOf<I>1NEXT:FORI•lTONV:READV8$( 
I) : NEXT 
608 DATA NORTH,SOUTH,EAST,WEST 
610 FORI•OT031READO$(I):NEXT1GOT026 
612 FORI•1T020001NEXT:PRINT"[CO,RVSJYOU ARE DEAD.[ 
2CDJ":GOT0376 
614 CM$="" 
615 PRINT" [RVSJ*[DFF, CLJ "; 
616 GETZ$: IFZ:t:=" "THEN616 
617 Z=ASC<Z$)1IFZ >95THEN616 
618 ZL=LEN<CM$):IFZL >28THEN622 
620 IFZ >31THENCM$sCM$+Z$:PRINTZ$;1GOT0615 
622 IFZ:a13ANDZLTHENPRINT" "1RETURN 
624 IFZ•20ANDZLTHENCM$=LEFT$<CM$,ZL- 1>1PRINTZ$; 
626 C30T0615 
700 POKE 36879,26 
705 PRINT"[CLR,BLKJ **TUNNEL ADVENTLJRE**":FORI=1TD 
2000:NEXTI 
799 RETURN 

READY. 

234 

9 

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 vers~on, 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: Laserbug 
Paul Barbour 
10 Dawley Ride 
Coln brook 
Slough 
Berkshire 

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

Dragon: Brixham Dragon Owners Club 
Ian Chipperfield 
22 Brookdale Court 
Brixham 
Devon 

Commodore: ICPUG 
Mick Ryan 
Riverhead 
154 Chesterfield Drive 
Sevenoaks 
Kent 

Spectrum: 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 VIC 

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 

This 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 : 64 
Attack verb : 170 
Bears: 100 
Bottles : 105 
Break verb : 194 
Butterfield, Jim : 4,9 
Castlemaze adventure : 215 
Chop verb : 164 
Chr$ command : 64 
Climb verb : 166 
Close verb : 152 
Contents: v 
Creating adventures : 115 
Cross verb : 148 
Crowther, Willie : 3,8, 10,21 
Cursor Control : 51 
Cut verb : 164 
Data command : 54 
Data validation : 102 
Death! : 104 
Dialogue : 44,45 
Dim command : 72 
Drink verb : 158 
Drop verb : 144 
Dungeons and Dragons : 35 
Eat verb : 154 
Examine verb : 192 
Feed verb : 156 
For command : 65 
Gargoyle : 106, 107 
Get command : 55 
Get verb : 140 
Go verb : 138 
Gosub command : 68 
Goto command : 68 
Hassett, Greg : 6 
Hazards : 83,84 
Help verb : 203 
Hit verb : 174 
If command : 55 

Input command : 53 
Input subroutines : 112, 113 
Int command : 71 
Introduction : vii 
Inventories : 142 
Jump verb : 194 
Kill verb : 172 
Left$ command : 60 
Len command : 58 
Light verb : 168 
Load verb : 200 
Logical Operators : 57 
London adventures : 117 
Look verb : 202 
Lord of the Rings : 7, 10 
Make verb : 176 
Map drawing : 17,20,85,87 
Mazes: 93 
Mid$ command : 59 
Movement: 74,76 
Murder adventures : 128 
Next command : 65 
Noun data : 211 
Objects: 42 
Obstacles : 83 
Offer verb : 160 
Oil verb : 180 
On command : 70 
Open verb : 150 
Panthers : 109 
Personal Computer News : 238 
Philosopher's Quest : 14 
Pirate Adventure : 13,28 
Popular Computing Weekly : 2 
Problem solving : 83,98 
Push verb : 196 
Quit verb : 146 
Read verb : 190 
Reflect verb : 178 
Restore command : 55 
Return command : 68 
Right$ command : 61 
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Rnd command : 71 
Rub verb : 188 
Save verb : 198 
Score verb : 202 
Screen Responses : 95 
Solving adventures : 16 
Space adventures : 122 
Spray verb : 184 
Stab verb : 182 
Storylines : 80,81,82 
Str$ command : 62 
Subroutines : 57 
Take verb : 203 
Temple of Apshai : 11 
Then command : 55 
Throw verb : 186 
Torches : 105 
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Traditional adventures : 131 
Tunnel adventure : 225 
Underground Adventure : 36 
Underground variables : 75 
Underground verbs : 100, 137 
Underground data : 205 
User Groups : 239 
Val command : 62 
Variables : 52 
Verb data : 212 
Verbs : 42,92 
Vocabulary : 34 
Wave verb : 162 
Western adventures : 125 
Woods, Don : 3,8, 10,21 
Zork : 3,9,31,32 

DUCKWORTH 
HOME COMPUTING 

THE ADVENTURER'S COMPANION 
Mike and Peter Gerrard 

How do I survive the pale bulbous eyes? How do I get past the troll? 
Where is the Pirate's Chest? How do I escape the Goblin's Dungeon? 
In response to these and hundreds of other questions sent in to 
magazines by frustrated adventurers needing a little help, Duck­
worth is publishing a complete guide to playing four of the most 
popular adventures today on home micros: The Hobbit, the original 
Colossal Cave Adventure, and the first two Scott Adams classics, 
Adventureland and Pirate Adventure. 
The book provides a solution to every problem you will meet on 
these adventures, and is designed to enable you to look up the 
answer to any problem that may have long been puzzling you, 
without giving away anything of the rest of the adventure. It also 
includes complete maps for all four adventures, enabling you to 
confirm whether you really have visited every location. 
Both authors are regular adventure players, and despite spending 
many hours in underground caverns throwing axes at dwarfs they 
still manage to write for a range of computer magazines. Both are 
regular contributors to Which Micro? and Personal Computer 
News, where Mike Gerrard writes their recently introduced 
adventure colwnn. Peter Gerrard is the author of many of the titles 
in the Duckworth Home Computing list, including the Exploring 
Adventures ... series, as well as contributing to Popular Computing 
Weekly, Commodore Horizons and Micro Adventurers. 

£3.95 

DUCKWORTH 

The Old Piano Factory, 43 Gloucester Crescent, London NW ! 7DY 
Tel: 01-485 3484 



DUCKWORTH 
HOME COMPUTING 

All books written by Peter Gerrard, former editor of Commodore 
Computing International, author of two top-selling adventure 
games for the Commodore 64, or by Kevin Bergin. Both are regular 
contributors to Personal Computer News, Which Micro? and 
Software Review. 

THE COMPLETE VIC ROM DISASSEMBLY 
by Peter Gerrard and Kevin Bergin 

This book is for anyone who has ever wondered how the VIC really 
works. Intended for the serious programmer, it includes funda­
mental memory maps, memory architecture maps, the disassembly 
itself and (for reference) the complete 6510 machine code in-
struction set. £5.95 

ADVANCED BASIC & MACHINE CODE FOR THE 
VIC 

by Peter Gerrard 
For the more serious user of the VIC, this book teaches you all 
about programming in Machine Code, with sections on double 
precision aritlunetic and animation, along with a series of chapters 
on using the special features of the VIC. 
The all-important link to Basic is not forgotten, and the opening 
chapters form a guide to improving your Basic programming 
techniques, along with many program examples. £6.95 

Other titles in the series include Using the 64, 12 Simple Electronic 
Projects for the VIC, Will You Still Love Me When I'm 64, Advanced 
Basic & Machine Code Programming on the 64, as well as Pocket 
Handbooks for the VIC, 64, Dragon, Spectrum and BBC Model B. 

Write in for a descriptive leaflet (with details of cassettes). 

DUCKWORTH 
The Old Piano Factory, 43 Gloucester Crescent, London NWl 7DY 
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EXPLORING ADVENTURES ON THE VIC 
by Peter Gerrard 
This is a complete look at the fabulous world of Adv nture 
Games for the VIC. Starting with an introduction to 
adventures, and their early history, it takes you gently th rough 
the basic programming necessary on the VIC before ou can 
start writing your own games. 

Inputting information, mom mapping, movement, 
vocabulary- everything required to write an adventure game 
is explored in detail. There follow a number of adve tu re 
scenarios, just to get you started, and finally three ccmplete 
listings written specially for the VIC, which will send ou off 
into wonderful worlds where almost anything can he ppen. 

Two of the games listed in this book require 16K e¥pansion 
and the third requires 32K. The three games are ava able on 
one cassette. 

Duckworth ISBN 0715617931 
The Old Piano Factory 
43 Gloucester Crescent, London NW1 £6.95 NET 




