



























































































































































































































































































































































1760 F$(B)="IN A SPLENDID CHAMBER 30 FEET HIGH,»,
DATAL1,11,0,10

1770 P$(9)="IN A COSY
11,0

1780 P$(10)="IN THE MASTER BEDROOM."1DATAO,9,8,0
1790 P$="IN A VAST CORRIDOR STRETCHING  QUT
OF SIGHT TO THE ":FP$(11)=P$+"SOUTH."

1795 DATA 8,12,14,9

1800 P$(12)=P$+"NORTH AND SOUTH.":DATA11,13,15,25
1810 P$(13)=P$+"NORTH. "sDATA12,0,16,17

1820 P#="IN A BEDROOM WITH A ":P$(14)=P$+"STONE
FLOOR. ":P$(15) =P$+"WOODEN FLOOR.

1825 P$(16)=P$+"DIRT FLOOR.":DATA0,0,0,11,0,0,0,12
,0,33,0,13

1830 P$(17)="IN A DUSTY FANTRY.

1835 DATA 0,18,17,24

1840 P$(18)="IN A FRIVATE  ART GALLERY.":DATA17,2
6,0,19

1850 P$(19)="IN A STORE ROOMCOBWEES ARE EVERYWHERE
"

1860 P$(20)="AT THE TOF OF A BIG TREE."

1870 P$(21)=F$(20)

1880 P$(22)=F$(20)

1890 F$(23) =F$(20)

1900 DATA0,0,18,0,4,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0
1910 P$(24)="IN THE KITCHEN.":DATA25,0,17,0,0,24,1
2,0,18,28,29,0

1920 P$(25)="IN THE DINING ROOM.":P$(26)="IN A SH
ADOWY  ALCOVE."

1925 P$(27)="IN AN AUSTERE OFFICE.":1DATA0,0,28,0
1930 P$(28)="IN THE DRAWING ROOM.":DATA26,0,0,27,0
10,30,26,0,0,0,29

1940 P$£(29)="IN THE PARLOR.":P$(30)="IN THE STUDY.
n

1945 F$(31)="IN A DAMFP STONEPASSAGE. "

1950 P$(32)="IN THE DUNGEON.":DATA0,0,32,30,41,0,0
3

1960 FORI=1TONF:FORJ=0TOZ:READF (I,J) :NEXTJ:NEXTI
1970 P$(I3)="IN AN ANCIENT CONFERENCE ROOM.":DATA
16,0,35,0

1980 P$(34)="IN A TOWER
"

SITTING ROOM.":DATA10,q

WHICH OVERLOOKS A HUGE

1981 P$(34)=P$(34)+"KINGDOM DOWN A VAST  MOUNTAIN
. THE BRASS IS BREENER "

1982 P$(34)=F$(34)+"THAN GREEN ITSELF.":DATA40,0,0
0

L]

1990 P$(I5)="IN A MAZE OF TWISTY LITTLE FASSAGES
ALL ALIKE."

1995 FORI=36T0D40:P$(1)=FP$(35) :NEXTI:DATAZ6,36,36,3
3,37,3%5,35,35,36,36,38,36

1996 DATAZ6,3b6,36,39,40,36,36,36,36,34,36,36,42,32

222

I 40,0

2000 P$(41)="ON A LONG FLIBHT OF STAIRS DOWN.
"

2001 P$(43)="0ON A LONG FLIGHT OF STAIRS UP."
2002 F$(42)="IN A MILE-LONG PASSAGE. STAGNANT
WATER REACHES TO YOUR ANKLES.

2010 P$(44)="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 FP$(45)="IN A DENSE DARKFOREST."

2025 FORI=446T048:P$(1)=P$(45) tNEXTI:DATALS,49,46,4
8,45,47,46,49,50,51,46,48

2026 DATA4S,47,49,48

2030 P$(49)="0ON AN OLD FATH MADE BY NORSES."

2035 F$(S51)="IN THE MIDDLE OF A CLEARING. TO THE
SOUTH IS A BRIDGE."

2037 P$(52)="0ON THE NORTH SIDE OF THE BRIDGE."
2038 P$(53)="0ON THE SOUTH SIDE OF THE BRIDGE."
2039 DATA 45,50,46,48,49,47,46,48,47,52,0,0,51,0,0
10,0,2,0,0

2040 DATAEOW,KEY,B0OO,ARR,BRO,SGF,LI0,SW0,PAT,WHE,S
IL,PEN,PIL,SCE

2045 DATA BAR,VAU,KNI,VAS,SIG,S0R,SFPI,NOR,S0U,EAS,
WES,N,S,E,W,D00,WIN

2050 DATAGO,BET,LO0, INV,SCO,DRO,HEL,CLI,DIG,QUI,SA
Y,DRI,OPE,TAK,KIL ,REA,SHO,ATT

2055 DATACLO,LOC,UNL,GIV,USE,VAL,SWI,SHA,EXA, THR,F
IN, JUM

2060 FORI=1TONN:READNO$ (1) sNEXTI:FORI=1TONV: READVE
$(1):NEXTI

2070 DATA A LONG BOW,-1,0,A BRONZE KEY,0,0,A LEATH
ER~BOUND BOOK,30,0

2072 DATA A SILVER ARROW,22,10,A BROKEN ARROW,4,10
+A BIGANTIC SAPFHIRE,0,10

2074 DATAA VIAL OF AMBER LIQUID,24,0,A GOLDEN SWOR
D,34,10

2077 DATAA LARGE REMERANDT FPAINTING, 18,20

2080 DATA A WHETSTONE,19,0,A SET OF SILVERWARE,2S,
10,A PLATINUM PEN,27,10

2082 DATA A VELVET PILLOW,44,0,THE SORCERER'S SCEP
TER,0,10,A GOLD BAR,0,10

2084 DATA A VAULT IN THE WALL,0,0,A DEAD KNIGHT,O,
0,A MINB VASE,%,10

2086 DATA"A SIGN SAYING : DIABOLICAL MAZE",
35,0,A WICKED SORCERER,Z2,0

2090 DATAA DEAD SPIDER,0,0

2100 FORI=1T021:READOES$(I) ,0B(I,0),0B(I,1) NEXTI
2110 DATA NORTH,SOUTH,EAST,WEST

2120 FORI=OTOZ:READDS (I)iNEXTI

2150 P$(50)="AT THE END OF APATH, WITH FOREST
SURROUNDING YOU IN ALLDIRECTIONS. "



2160 P$(47)=P$(47)+CHR$ (13)+"TO THE SOUTH THERE
SEEMS TO BE LIGHT."
2270 GOTO20

20000
20999
60000
60005
HO010
60015
60080
60100
60110
60120
60140

READY.

224

FPOKE 36879,26:FPRINT"[CLR,BLK]

RETURN

CM‘- "nn

PRINT"[RVSI1#[OFF,CL1";

GETZ%: IFZ$=""THENLOO10
I=ASC(Z#%) : IFZ>FSTHENLOOL10O
ZL=LEN(CM#%) : IFZL>27THEN&0O110
IFZ>I1THENCM$=CM$+Z$:1 PRINTZ#; : BOTO60005
IFZ=13ANDZLTHENPRINT" '"3RETURN
IFZ-ZOANDZLTHENCMtﬂLEFTt(CN‘,ZL—I)IPRINT23|
GOTOL0005

8
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!




0 GOSUB 700

4 Wi$="THE PANTHER SEES THE SNAKE AND FLEES,":g4s

="YOU'RE NOT HOLDING IT."

6 W2$="YOU ARE OUT OF MATCHES":DR$="[RVSIIT'S VERy
DRAFTY HERE":FOKES9468,12

8 GB$="A BIRD SWOOFS DOWN OUTOF THE SKY AND  LAND

SIN FRONT OF YOU.

10 I1$="YOU NEED A DIRECT OBJECT.

12 WS$="THE TURTLE EATS THE CARROT AND RUBS YOUR
LEG AFFECTIONATELY.

14 WA$="NO WAY' THE BOSS SAYSI HAVE TO FAY FOR
ANYTHING YOU BREAK.

16 WE$="1T DOESN'T BURN.":8P$="YOU DISCOVER A SECR

ET PASSAGE."

18 KN$="THERE 'S SOMETHING IN HIS POCKET.":IM$="TH

AT IS NOT POSSIELE."

20 WD$="IT'S FITCH DARK.":CR$=CHR$ (13): PRINT"[CLR]

21 JA$="THE JAVELIN GLIDES THROUGH THE AIR AS I

F PULLED BY MABIC.

22 S1%="1 DON'T SEE IT HERE.":S2$¢="DON'T EE RIDICU

LOUS. "1 CP=39

24 S3$="1 DON'T KNOW THAT WORD'":GOT0D446

26 GOSUB414

28 IFTBTHENOEY (29,0) =CP1 IFCP=36THENTG=0

30 IFTGTHENPRINT"CCDITHE TURTLE IS FOLLOWI

NG YOU."

32 IFTGANDCP=11THENGOSUE148: PRINT"[CLRICAVE-IN '[4

CDI"1P%(13,3)=01P%(9,1)=0:1CP=13

34 BOSUB3IFO

36 IFMF=1ANDM2=0THENM2=1

38 IFVE>9ANDVE< >20ANDNO$=""THENFRINTI1¢: BOTO34

40 IFNO$<>""ANDVB=1ANDNO=OTHENPRINT"THAT DOESN'T M

AKE SENSE TO ME.":B0T034

42 IFOB%(35,0) ANDNO=32THENNO=35

44 IFVB>10ANDNO=OTHENPRINT"I DON'T KNOW WHAT A ":F

RINTNi$" IS!":BOTOZ4

46 ONVBBOTOS2,72,26,98,106,110,128,376,136,72,154,

172,174,194 ,202

48 ONVB-1560T0216,226,234,236

50 ONVE-19GOT0238,246,248,246,262,272,274,296,304,

226,356,364, 168

52 IFNO$<>""ANDNO=OTHENPRINTS3$: B0TOT4

54 IFNO>280RNO<21 THENPRINT"I DON'T UNDERSTAND. ":GO

TO34

56 IFNO>24 THENNO=NO-4

58 NO=NO-21

60 IFNOANDPDTHENPRINT"YOU HAVE FALLEN INTO APIT.":

GOTO612

62 IFNDANDOEY (30,0) =CPTHEN142

64 IFBF=0ANDCF=1BANDNO=1THENPRINT"THE GATE 18 LOCK

ED!":BOTO34

226

66 IFFZ(CF,NO)=0ANDCF+« »1 THENPRINT IM#$: GOTO34

68 IFFZ(CP,NO)=0THENPRINT"YOU CAN'T GO THAT WAY.":
GBOTOI4

70 CP=P%(CF,NO):GOTO26

72 IFNO$=""THENPRINTI1#%:GOTO34

74 IFOBZ%(NO,O0)=-1THENFRINT"YOU'VE ALREADY GOT IT!"
:GOTOZ4

76 IFNO=0THENFRINTSZI#$: GO0TO34

78 IFCP=18ANDNO=Z1THENBS

80 IFNO7 >I70RCF< >29THENBS

82 IFOBZ(17,0)+1THENPRINT"YOU NEED A CONTAINER.":0
0TO34

84 0OB%(17,0)=0:G60T096

86 IFOBEZ(NO,0)<>CPTHENPRINTS1$:G0OTO34

88 IF (ND>18ANDNO<3I2) ORNO>49THENFRINT"IT 'S TOO HEAV
Y.": 607034

?0 IFNO=12THENGOSUB140

92 IFZZ>ITHENFRINT"YOUR HANDS ARE FULL.":GOTOZ4

4 ZI=171+1

96 FRINT"OK":OB%Z(NO,0Q)=-1:60TO34

98 PRINT"YOU ARE CARRYING:":ZZ=0

100 FORI=1TOLO: IFOB%(I,0)=-1THENFRINTOB$(1):ZZ=ZZ+
1

102 NEXTI:IFZZ=0THENFRINT" NOTHING

104 GOTOZ4
106 PRINT"POINTS ARE SCORED BY LEAVING VALUAELES
AT THE MOUTH OF THE TUNNEL..

108 GOSUBI78:60TOI4

110 IF NO=OANDNO#$< >""THENFRINT"WHAT 'S A :="31PRINTN
1£"?":60TO34

112 IFNO=0THENPRINT"HUH?":G0OTO34

114 IFOB%(NO,Q)<>-1THENPRINT"YOU HAVE NO "i1PRINTNI1
£:60TO34

116 IFNO=3STHENOBZ (35,0)=0:NO=32

118 IFNO=1STHENPRINT"YOU CAN'T. IT'S8 STUCKTO YOUR
HAND. ": GOTO34

120 OBE%(NO,Q)=CP:ZZ=ZZ~1

122 IFNO=17THENOBZ(17,0)=0:0B%(38,0)=CP: PRINT"CRAS
H!":1GOTO34

124 1IFOB%(12,0)=0B%(30,0) THENPRINTW1$:1 0B% (30,0) =01
GOTO34

126 FPRINT"OK":G0OTO34

128 IFCP=3Z1THENFRINT"READ THE MEDALLION.":B0TO34
130 IFCP=7THENFPRINT"TRY FRIME NUMBERS.'":B0T034

132 IFJ=90ANDOBZ (41,0)=0THENPRINT"SOME MUSIC WOULD
BE NICE.":B0TO3Z4

134 PRINT"TRY EXAMINING THINGS.":G0OTO34

136 IFCP=430RCP=44THENCF=87~CF:GB0T026

138 FPRINTIM#$:G0TO34

140 FRINT"THE SNAKE BITES YOU.":BI=RI+8:1 RETURN

142 PRINT"THE PANTHER POUNCES ONYOU.":B0T0612



144 IFOB%(32,0) THENRETURN

146 OB%(32,0)=0B%(35,0):0B%(35,0)=0: RETURN

148 FORI=1TOOB%(31,1) sNEXT:GOSUB144:0B%(31,1) =100,
RETURN

150 FORI=1T0S54: IFOB%(1,0)=13THENORBZ (I,0) =55

152 NEXT:RETURN

154 IFNO=31ANDCP=1BTHEN162

156 IFNO=I1THENPRINT"I SEE NO GATE HERE.":G60TOZ4
158 IFOB%(ND,0)<>=1THENFRINTS4#%: GOTO34

160 PRINT"THAT 'S NOT NECESSARY.'":B0TO34

162 IFGF=1THENFRINT"IT'S ALREADY OPEN.":G0TO34

164 IFOB%(4,0)==1THENGF=1:PRINT"THE GATE SWINGS Qp
EN. ": BOTO34

166 PRINT"YOU NEED A KEY TO OPENTHE LOCKED GATE.":
GOTO34

168 IFNO< »460R0OB% (46,0)<>=1THEN110

170 OB%(46,0)=17:2Z=ZZ-1:PRINTJA%: BOTO34

172 PRINT"TRY ‘PUSH’'":G0TO34

174 IFOBZ%(NO,Q)<>-1THENFRINTS4%:1G60TO34

176 IFNO< »2ANDNO< »16ANDNO< > 1BANDNO< »*STHENPRINT " THE
RE‘S NO WRITING.":60T0Z4

178 PRINT"IT SAYS:":PRINT: IFNO< >2THEN186&

180 PRINT"CRVS] "IPRINT"[RV8]
FOR 20 YEARS FROFESS

182 PRINT"[RVS] SEARCHED FRUITLESSL ":FRINT"[RVS]
HIDDEN CITY OF KEZ "

184 PRINT"[RVS] ":BOTOZ4

186 IFNO=18THENPRINT"[RVSIFELINES":FRINT"[RVSIH A
V E"iPRINT"[RVSIENEMIES" : B0TOZ4

188 IFNO=16THENFPRINT"[(RVSIFERMENTED JUICE IS AL
EXIPHARMIC": BOTOZ4

190 PRINT"TAKE THE FIRST.SIX LETTERS" :PRINT"THR
OW AWAY THE LEFT HALF

192 PRINT"DOUBLE THE MIDDLE":PRINT"TURN IT ROUND":
GOTO34

194 IFOB%(NO,Q) < »—1THENFRINTS4%:1G0TO34

196 IFNO« >»13THENPRINTS2#: GOTO34

198 IFOB%(13,0)<>»~1THEN210

200 ZZ=ZZ-1:PRINT"YUK!IT TASTES TERRIBLE":0B% (13,0
)=0:60TO34

202 IFOB%(NO,0) < >-1ANDOBY% (NO,0) < >CPTHENFRINTS1#%: GO
TO34

204 IFNO< »12ANDNO< >29ANDNO< >TOANDNO< >4 1 THEN218

206 IFNO=30THEN142

208 IFNO=12THENGOSUE140:G0OTO34

210 IFOB%(13,0)<>~1THENPRINT"YOU HAVE NO FOOD. "GO0
TO34

212 IFOBY%(29,0)<>CPTHENFRINT"WHAT TURTLE?":BOTO34
214 77Z=77~1:PRINTWS$:0B%(13,0)=0:TG=1:G60T0O34

216 IFOBY%(NO,0) < >=1ANDOB% (NO,0) < >CPTHENPRINTS1%: G0
TOZ4

228

218 IFNO<>»12ANDNO< >41ANDNO« >»29ANDNO< >»TOTHENPRINT" I

T ISN'T ALIVE.":GOTO34

220 IFNO=12THENGOSUE140:B0T034

222 IFNO=30THEN142

224 PRINT"IT'S8 IMMORTAL.":B0TOX4

226 IFNO< >22ANDNO< >11THEN23Z0

228 IFCP=21ANDP%(21,1)=0THENP%(21,1)=9:FPRINT"YOU'V

E BROKEN THROUGH'":G0TO34

230 IFOBRZ(12,0)=CPTHENGOSUE140:B80T0X4

232 PRINT"NOTHING HAPPENS. ":GOTOZ4

234 PRINT"YOU DON'T HAVE ENOUGH CHARISMA.":B0T0X4

236 PRINT"TRY 'OPEN’'":B0T0O34

238 IFNO< >S1THENPRINT"NO EFFECT.":G0TOX4

240 IFCP<>22THENPRINT"WHAT MIRROR?":G0OTO34

242 IFMITHENPZ(22,1)=4-P%(22,1):PRINT"IT ROLLS EAS
ILY.":60TOZ4

244 PRINT"IT'S STUCK.":1B60TO34

246 PRINT"TRY ‘USE’'"i160TO34

248 IFNO< >3I9ANDNO< >»I7THENPRINT"EXPRESS THAT ANOTHE

R WAY.":60TO34

250 IFOB%(ND,0)<>=1THENPRINTS4%:60T034

252 IFNO=39THEN258

254 IFCP<>22THENPRINT"THERE'S NO USE FOR OILHERE."
160TO34

256 MI=1:FRINT"THE ROLLERS ARE NOW OILED.":G0TO3

4

258 IFOBZ(15,0)+1THENFRINT"YOUR NAILS ARE NICE A

ND CLEAN NOW.":GOTO34

260 0OB%(15,0)=CP:1ZZ=ZZ-1:1PRINT"THE STATUETTE SLIFS

FROM YOUR GRASP.":1B0TO34

262 IFND< >ISHTHENFRINTS2#:1GOTOZX4

264 IFOB%Z(36,0)<>=-1THENPRINT"YOU HAVE NO WINE.":G0

TO34

266 PRINT"GLUG-GLUG-GLUB":0BZ (36,0)=010B%(17,0)=—1

268 IFBITHENPRINT"AHHH...IT CURES THE SNAKEBITE.
"1 RI=0

270 BOTOZ4

272 PRINTWA$: G0TO34

274 IFNO<3I20RNO>3STHENPRINTIM#:GOTO34

276 IFOB%(33,0)<>-1THENFRINT"YOU DON’'T HAVE A MATC

H":6BOTO34

278 IFNO=33ZTHENPRINT"THE MATCHES BURN BRIGHTL

Y.":ZZ=ZZ-1:10B%(33,0)=0:60T034

280 IFNO< >Z4THEN290

282 IFOB%(34,0)=-1THENGOSUB148: PRINT"YOU ARE BLOWN
TO BITS. ":60T0612

284 IFOB%(34,0)<>CPTHENPRINTS1$:60T0OX4

286 IFCP=13THENPZ(13,2)=24:P$(13)=F$(9):CP=11:060SU

B150

288 0OB%(34,0)=0:160SUB148:G0T0O34

290 IFOB%(35,0) THENPRINT"IT IS ALREADY LIT.":G0OTO3

229



4

292 IFOBZ(32,0)==1THENOBZ(32,0) =0 0B%A(25,0)=-1 1 FD=
0:GOTO26

294 PRINT"YOU HAVE NO TORCH.":G0TOZ4

296 IFNO< *48THENFPRINT"WHAT?": GOTO34

298 IFOR%(48,0)< »-1THENFRINTS4%: GOTO34

I00 IFCP>ZSTHENFRINTGE$: OB%Z(41,0)=CF:G0T0OZ4

302 GOSUB148: PRINT"LCLRICAVE~IN '[CD1":60TO&12

I04 IFNOZ>11THENZ14

Z06 IFCP=21THENFRINT"THE SOUTH WALL IS BADLY E
RODED. ": GOTO34

308 IFCP=17ANDF%(17,3)=0THENFZ (17 ,3)=34: FRINTSF$: 6
0T034

210 IFCP=Z4ANDF% (24 ,72) =0THENPZ (34 ,3) =35: P4 (35,2) =3
4:PRINTSP#$: GOTOZ4

212 PRINT"YOU FIND NOTHING
314 IFNO=Z1ANDCP=18THENZ20
216 IFNO=Z7ANDCF=29THENFRINT"IT'S JUST OIL.":G0T03
4

218 IFOBZ(NO,O) < >CPANDOBZ (NO,O) < »=1THENFRINTS1%: G0
TOZ4

320 IFNO=20RNO=160RNO=1BTHEN174

322 IFNO=13THENPRINT"IT'S NOT FIT FOR HUMAN C
ONSUMFTION. ": B0TOZ4

324 IFNO=40THENPRINT"IT'S TOPAZ.":G0TOZX4

326 IFNO=9THENPRINT"IT'S MALACHITE.":60T034

328 IFNO=41THENPRINT"IT'S MADE OF GOLD'":GOTO3Z4
330 IFNO=10THENFPRINT"IT'S LAFIS LAZULI.":B0T0Z4
Z32 IFNO=42THENPRINT"IT'S PYRITE.":G0TO3Z4

234 IFND=12THENGOSUE140:G0TOZ4

336 IFNO=3I0THEN142

XT38 IFNO=1THENPRINT"IT'S EMBROIDERED WITH GOLD THR
EAD. ": GOTO34

340 IFNO=15THENFRINT"IT GLISTENS.":G0TOZ4

342 IFNO=46ANDOB% (46,0)=17THENPRINT"IT 'S POINTING
TOWARD THE WEST.":60T0OZ4

344 IFNO=SOTHENPRINT"IT CONTAINS SACRED OIL":GOTOX
4

246 IFNO=S1THENFRINT"IT'S ON ROLLERS.":60T0Z4

348 IFNO=S2THENZ&G

350 IFNO=20ANDOBY (37,0) =0THENFRINTKENS$: OB% (33,0) =43
:BOTOX4

352 IFNO=20ANDOEY (4,0)=0THENFRINTKN#$: OB% (4,0)=43:0
0T034

I54 PRINT"IT'S JUST :=":PRINT:PRINTOES$ (NO)".":60TO
4

356 IFNO< >3I4THENPRINT"I DON'T KNOW HOW TO DOTHAT."
:GOTOX4

358 IFDB%(3,0)-—lﬂNDOE%(b,O)ﬂ—IANDDBZ(14,0)=—1THEN
362

I60 PRINT"YOU AREN'T HOLDING ALLTHE INGREDIENTS.":

SFECIAL.":60TD34

230

GOTOI4

362 OB%(3,0)=010B%(6,0)=0:10B%(14,0)=0:0B% (34,0)=-1
2 2Z=77-2: PRINT"DONE. ": GOTO34

364 FPRINT"TRY ‘MAKE'":60T034

366 FRINT"WHICH COMPARTMENT NUMEBER? "}3:G0SUBR61
4: NO=VAL (CM#) : IFNO=00ORNO>100THEN34

368 IFNO=1IANDOEY (49,0)=0THENOEZ (49 ,0)=7:GO0TOI74
370 IFND=71ANDOBZ(8,0)=0THENOBZ(B8,0)=7:G0T0374

372 PRINT"L[CDITHAT COMPARTMENT IS EMPTY. ": GOTOZ4
374 PRINT"LCDISOMETHING FELL OUT.":60TO3Z4

376 GOSUBRI78:GOTOZE8

378 J=0:FORI=1TOLO: IFORZ(I,0)=36THENJ=J+0B%(I,1)
382 NEXTI

384 PRINT"YOU HAVE SCORED"J:FRINT"FOINTS OUT OF 10
0.": IFJ<99THENRETURN

386 FRINT"LCD,RVSIWELL DONE

388 END

390 PRINT"LCD,RVSIWHAT NOW?LOFF] "31GOSUEB&614:FPRINT
s IFBIOTHENBI=BI+1

392 NO$=""yVBES$=""3VB=0:NO=0

394 LC=LEN(CM#):FORI=1TOLC: IFMID$(CM#$,I,1)<>" "THE
NVEB#=VB$+MID$ (CM%$,1I,1) :NEXT

396 Vi$=VB$: VEBS=LEFT$(V1#$,3) :FORI=1TONV: IFVB$(])=V
B$#THENVE=I1:G0T0402

I98 NEXT

400 VB=1:NO$=VE%:60T0406

402 IFLEN(V1#$)+1>=LEN(CM#$) THENNO=0O: RETURN

404 NO$=RIGHT# (CM#,LEN(CM*)-1-LEN(V1S$))

406 N1$=NO#%:NO$=LEFT$ (NO#%,3) :FORI=1TONN: IFNO$=NO¥ (
1) THEN412

408 NEXTI

410 NO=0: RETURN

412 NO=I:RETURN

414 FRINT"CCLR1": IFCP=16THENT=T+11 IFT>2THENFRINTDR
%3 IFT>3ANDRND (1) <T*. 1 THENGOSUE144: T=0

416 IFOB%(3I5,0)+1ANDCP<ISTHENPRINTWD$:FD=1: RETURN
418 PRINT"YOU'RE "F$€(CP):PD=0

420 VB$="[2CD1YOU CAN SEE : .

422 FORI=LOTO1STEP-1:IFOB%(I,0)=CPTHENFRINTVE$:PRI
NTOB$ (1) : VB&="[CUI"

424 NEXTI

426 FL=0

428 FPRINT"CLZ2CDIYOU CAN GO: ":FORI=OTO3:IFPZL(CP,I)
< »OTHENPRINTD® (I) " "j1FL=1

430 NEXTI

432 PRINT:PRINT

434 IFBI»12THENPRINT"L2CD]I>THE BITE'S THROBBING<
436 IFBIX23THENPRINT">YOU'RE GETTING DIZZY<

438 IFBI»Z4THENFRINT">IT'S HARD TO BREATHE<": IFBI>
42THENG612

440 IFCP<»1BTHENRETURN

231



442 IFGF=1THENPRINT"CCDITHE GATE IS OPEN."i1RETURN
444 PRINT"CCDITHE GATE IN THE GRILL IS LOCKED.'":RE

TURN

446 NN=54:NV=32:P=51:L0=54:DIMF$ (P) ,P%(P,3) ,0B$ (LO
) ,0B%(LO, 1) ,VB$ (NV) ,NO$ (NN)

448 P$(1)="IN A STOREROOM."+CR$+"THE WALLS ARE CON
CRETE

450 DATA18,0,5,0,25,33,8,12,0,7,31,0

452 P$£(2)="IN A DUSTY PASSAGEWAY "

4%4 P$(3)="IN THE QUARTERSOF PRINCESS ANKA"

456 P$£(4)="IN THE KING'S HAREM":DATA22,0,0,0,0,0,

21,1,6,15,6,19

458 P$(5)=P$(1)

460 P$(6)="IN A TWISTY LITTLE TUNNEL

462 P$(7)="IN THE JEWELRY NICHE":DATA3,0,0,0

464 P$(B)="IN AN ARTIST'S STUDID":DATAO,0,0,2

466 P$(9)="CRAWLING OVER AJUMELE OF BROKEN ROCK":D
ATA21,10,0,0

468 P$£(10)=P$(6)1DATAT,b,6,6

470 P$(11)="IN A TUNNEL":DATA0,20,13,0

472 P$(12)="IN AN ANCIENT LIBRARY"1DATA0,0,2,0

474 P$(13)=P$(11)+CR$+"A THICK BRICK WALL BLOCK
S THE WAY":DATA0,0,0,11

476 P$(14)=P%(b)1DATA19,19,20,19

478 P$(15)=P$(6) 1DATAL,b,b6,10

480 P$(16)=P$(6):1DATAL4,6,6,6

482 P$(17)="IN A WINE CLOSET"1DATAO,0,30,0
484 P$(18)=P$(11)+CR$+"A METAL GRILL BLOCKS THE W
AY":DATAZS,1,0,0

486 P$(19)=P$(6)1DATAL,16,6,6

488 P$(20)=P$(&):DATALL,16,16,16

450 P$(21)=P$(1)1DATA0,0,0,5

492 P$(22)="KING KALEE'S BEDROOM":DATA0,0,0,31
494 P$(23)="IN SLAVES’ QUARTERS" : DATAZ6,27,0,0
,28,0,25,13

496 P$(24)="AT THE WEST END OF A TEMPLE."+CR$+"
AN UGLY HOLE IS IN THEWEST WALL"

458 P$(25)="AT THE EAST END OF A TEMPLE":DATA29
y2,0,24

500 P$(26)="IN THE WARRIORSOUARTERS":DATAO,23,0,33
502 P$(27)="IN A STABLE":1DATAZ23,0,0,0

504 P$(28)="IN THE HIGH PRIEST'S VESTRY":DATAO,
24,0,0

506 P$(29)="IN THE SHRINE OF ISIS"iDATA0,25,0,0
508 P$(30)="IN A KITCHEN":DATA0,0,33,17

510 P$(31)="IN AN ANTE CHAMBER" 1 DATA33,32,22,3
512 P$(32)="IN THE THRONE ROOM":DATA31,0,0,0

514 P$(33)=P$(2):DATAZ,31,26,30

516 P$(34)="IN A SECRET COMPARTMENT " : DATAQ,0,17
0

L]

518 P$(3%5)=P$(11)+CR$+"YOU SEE DAYLIGHT TO THE N
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ORTH":DATA 36,18,0,0

520 P$(36)="AT THE MOUTH OFA TUNNEL":DATA3Z7,35,0,0
,51,36,0,0

522 F$(37)="AT THE ROAD'S END."+CR$+"A MOUNTAIN I
S TO THE SOUTH"

524 P$(38)="IN A DENSE DARKFOREST":DATA38,39,38,38
526 P$(39)="ON AN OLD FATH MADE BY HORSES":DATA3S,

40,38,38,39,41,38,38

528 P$(40)="AT THE END OF APATH WITH FOREST s

URROUNDING YOU IN ALLDIRECTIONS

530 P$(41)=P$(38)+CR$+"TO THE SOUTH THERE SEEMS
TO BE LIGHT":DATA40,42,38,38

532 P$(42)="IN THE MIDDLE OF A CLEARING. TO THES
OUTH IS A BRIDGE

534 DATA41,43,0,0,42,0,0,0:P$(43)="0N THE NORTH

SIDE OF THE BRIDGE

536 P$(44)="0ON THE SOUTH SIDE OF THE BRIDGE":DAT
A0,45,0,0

538 P$(45)="AT A CROSS ROAD":DATA44,48,47,46

540 P$(46)="0ON THE GREAT WEST ROAD":DATA0,0,45,4

6

542 P$(47)="0ON THE GREAT EAST ROAD":DATAO,0,47,4

5

544 FORI=4BTOS1:P$(1)="0ON THE BREAT  SOUTH ROAD":

NEXT

546 DATA45,49,0,0,45,50,0,0,45,51,0,0,45,37,0,0

548 FORI=1TOP1FORJ=0TO3:READPY(I,J) sNEXTJ, I

550 DATA28,10,37,0,1,0,0,10,28,0,5,0,4,10,0,10,13,
0,18,10,0,0,36,0,30,0,21,0

552 DATAB,10,12,0,0,0,34,10,32,0,43,0

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 PEBBELE,A BLUE STONE,,A VICIOUS COB

RA,A SHRIVELED CARROT

562 DATAA KEB OF SULPHUR,A JADE STATUETTE,AN OLD M
EDICAL BOOK,AN EMPTY EOTTLE

S64 DATAA GOLD MEDALLION,A THRONE MADE OF SOLID GO
LD,A DEAD KNIGHT,27,10

566 FORI=1TD20:1READOBY(I,0):READOB%(I,1) sNEXT

568 FORI=1T0O201READOES$ (1) :NEXT

570 DATA31,0,0,20,35,0,0,0,0,0,0,0,17,0,0,0,0,0,3,
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
340

574 DATAA GIANT TURTLE COVEREDWITH DIAMONDS

576 FORI=29TOS541READOBY(I,0)1READOB%(I,1) sNEXT

578 DATAA HUNBRY PANTHER,A GATE,AN OLD TORCH

580 DATASOME MATCHES,THREE KEBG OF BUNFOWDER,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 FINK  BGRAVEL,A BIRD,A GOLD
NUGGET

S86 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 MARELE FONT

590 DATAA HUGE MIRROR ON THE SOUTH WALL,100 SMALL
COMPARTMENTS

592 DATAA KINB-SIZE BED,A TRICLINIUM

594 FORI=29T0S4:READOES$ (I):NEXTI

596 DATAEFH,NEW,CHA,KEY,SCR,SAL ,EBEL ,EAR,FEB,STO, WA
L,COE,CAR,SUL,STA,BOO,BOT

598 DATAMED,THR,KNI,NOR,S0U,EAS,WES,N,S,E,W,TUR,FA
N,BAT,TOR,MAT ,GUN, TOR ,WIN

600 DATAOIL ,GLA,REM,GRA,EBIR,NUG,SFO,BLO,MAN,JAV,ST
R,CLA,RIB,FON,MIR,COM,BED

602 DATATRI,G0,BET,LOO, INV,SCO,DRO,HEL ,0UI ,CRO, TAK
,OPE MOV, REA ,EAT ,FEE ,KIL ,HIT

604 DATACHA,UNL ,PUS,REM,USE,0IL,DRI,BRE,LIG,PLA,EX
A,KIC,MAK ,MIX, THR

606 FORI=1TONN:READNOS$ (I):NEXT:FORI=1TONV:READVES (
1) sNEXT

608 DATA NORTH,SOUTH,EAST,WEST

610 FORI=0TO3:READDS$ (1) :NEXT:GOTO26

612 FORI=1TO2000:NEXT:PRINT"[CD,RVS1YOU ARE DEAD. [
2CD1": GOTOI76

614 CMg=""

615 FRINT"[RVSI*LOFF,CL1";

b16 GETZ$: IFZ$=""THEN616

617 7=ASC(Z$)1 IFZ>95THENG16

618 ZL=LEN(CM$) : IFZL »28THEN622

620 IFZ>T1THENCM$=CM$+Z$: PRINTZ$; 1 GOT0615

622 IFZ=13IANDZLTHENFRINT" “3RETURN

624 IFZ=20ANDZLTHENCM$=LEFT$ (CM$,ZL~1) : FRINTZ#;
626 BOTOLLS

700 POKE 36879,26

705 PRINT"[CLR,BLK] #**TUNNEL ADVENTURE**'":FORI=1TO
20003 NEXTI

799 RETURN

READY .

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 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.

PIMania seems to be the other game currently ‘in vogue’ as it were,
although | think 1'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 | 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 | 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 al|
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 | 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.

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
Colnbrook
Slough
Berkshire

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

Dragon: Brixham Dragon Owners Club
lan 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.

‘N”/
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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 Input command : 53
Adventure : 1,4,21 Input subroutines : 112,113
Exp LORING Asc command : 64 Int command : 71
Attack verb : 170 Introduction : vii
ADVENTIIRES Bears : 100 Inventories : 142
Bottles : 105 Jump verb : 194
ON THE VIC Break verb : 194 Kill verb : 172
Butterfield, Jim : 4,9 Left$ command : 60
Castlemaze adventure : 215 Len command : 58
Chop verb : 164 Light verb : 168
! . Chr$ command : 64 Load verb : 200
The three adver_‘mres in this Climb verb : 166 Logical Operators : 57
book are available ona Close verb : 152 London adventures : 117
cassette at £7.95, from Contents : v Look verb : 202
all good computer stores greating adventures : 115 Lord of the Rings : 7,10
: ross verb : 148 Make verb : 176
and k}ﬁg&ps' girrm — Crowther, Willie : 3,8,10,21 Map drawing : 17,20,85,87
O ty, ; ect Cursor Control : 51 Mazes : 93
from the publisher. Cut verb : 164 Mid$ command : 59
Data command : 54 Movement : 74,76
Send your cheque/ gatah\;alic:gt;on : 102 :\\j/lurder adventdure(sisz 128
’ eath! : ext command :
postal order to: Dialogue : 44,45 Noun data : 211
Gerald Duckworth & Co Ltd Dim command : 72 Objects : 42
The Old Piano Factory Drink verb : 158 Obstacles : 83
43 Gloucester Crescent Drop verb : 144 Offer verb : 160
London NW1 Dungeons and Dragons : 35 QOil verb : 180
Eat verb : 154 On command : 70
Examine verb : 192 Open verb : 150
and they will be sent to you Feed verb : 156 Panthers : 109
post-free For command : 65 Personal Computer News : 238
Gargoyle : 106,107 Philosopher’s Quest : 14
Get command : 55 Pirate Adventure : 13,28
Get verb : 140 Popular Computing Weekly : 2
Go verb : 138 Problem solving : 83,98
Gosub command : 68 Push verb : 196
Goto command : 68 Quit verb : 146
Hassett, Greg : 6 Read verb : 190
Hazards : 83,84 Reflect verb : 178
Help verb : 203 Restore command : 55
Hit verb : 174 Return command : 68
If command : 55 Right$ command : 61

241



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
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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 column. 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.
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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 arithmetic 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).
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» ‘lsr ls a complete look at the fabulous world of Adventure

fc |C. Starting with an introduction to
adventu res, and their early history, ittakes you gently through
the basic programming necessary on the VIC before you can
start writing your own games.

Inputting information, ioom 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 ccmplete
listings written specially for the VIC, which will send you off
into wonderful werlds where almost anything can happen.

Two of the games listed in this book require 16K expansion
and the third requires 32K. The three games are avaulable on
aneem" —— —
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