



















































































































































































































































































































































































































































































































































































LIST

PRINT TAB(25)"WARFISH"

PRINT TAB(20)"CREATIVE COMPUTING"

PRINT TAB(18)"MORRISTOUN, NEW JERSEY"

PRINT

PRINT

PRINT

PRINT

DIN A$(72)

10 Q0=RND(1)

30 PRINT“DO YOU DESIRE THE RULES OF WARFISH “;

40 INPUT X$

50 IF X$="NO" THEN 200

51 IF X$="YES" THEN 40

32 PRINT"YES OR NO ONLY, PLEASE."

53 6010 30

60 PRINT

70 PRINT"YOU COMMAND AN AMERICAN SUBMARINE THAT BEEN SENT OUT"
80 PRINT“TO ATTACK JAPANESE SHIPS AT SEA DURING WORLD WAR TO"
90 PRINT

100 PRINT" THE ORDERS THAT CAN BE GIVEN ARE THE FOLLOWING:"
110 PRINT"PERISCOPE - TO SEARCH FOR JAPANESE SHIPS®

120 PRINT"TORPEDO - TO LAUNCH TORPEDOES AT JAPANESE SHIPS"

130 PRINT "DIVE - TO ESCAPE JAPANESE SHIPS THAT ARE ATTACKING"
140 PRINT

150 PRINT"THESE ARE SOME HISTORIC U.S. NAVY SUBMARINES -"

160 PRINT" TAUTOG, SILVERSIDES, CAVALLA, BLUEFISH, THRESHER"
170 PRINT" SUORDFISH, FLASHER, TROUT,ARCHER"

180 PRINT“SELECT ONE OF THE ABOVE, OR USE A NAME OF YOUR CHOICE"
200 PRINT"PRINT THE NAME OF YOUR SUBMARINE “;
210 INPUT A

220 T=24

230 D=INT(RND(1)#10)

240 IF D<6 THEN 330

250 IF D<>6 AND D<> 7 THEN 270

255 R$="DESTROYER"

260 W=2100

270 IF D<>8 THEN290

271 R$="DESTROYER ESCORT"

280 W=1350

290 IF D<>9 THEN 310

291 R$=“TORPEDO BODAT"

300 W=70

310 IF D=6 OR D=7 THEN 313

3n =1

312 6OTO 314

313 0=2

314 PRINT

315 PRINT

320 PRINT"JAPANESE ";R$;" IS ATTACKING"
330 IF D>= & THEN 340

335 A=INT(RND(1)#10)

340 PRINT

350 PRINT

360 PRINT"ORDERS, COMMANDER *;
370 INPUT C$

371 C$=MID$(C$,1,1)

380 IF C$="P" THEN 420

390 IF C$="T" THEN 780

400 IF C$="D" THEN 990

410 GOTO 340

420 TF D>5 OR 00 THEN 760

430 IF A>=4 THEN 470

435 R$="FREIGHTER"

440 IF A0 AND A<>1 THEN 450

0 N O -

445 W=6500

450 IF A<> 2 THEN 460
455 W=7500

460 IF A<>3 THEN 470
4465 W=8100

470 IF A<>7 AND AC>8 THEN 490
475 R$="TANKER"

480 IF A<>8 THEN 485

481 W=10000

482 GOTO 490

485 W=9500

490 IF A<>4 AND A<>S THEN 510
491 R$="TRANSPORT"

500 IF AC>S THEN 505

501 ¥=11500

502 GOTO 510

505 u=8800

510 IF A<>6 THEN 530

515 R$="AMMUNITION SHIP"

520 W=9650

530 IF A>=9 OR A=6 THEN 540
535 0=t

540 IF A<>6 THEN 550
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545
350
560
570
575
580
590
595
600
610
615
620
630
635
640
650
4359
640
670
675
480
690
700
710
715
720
725
730
735
740
745
750
755
760
770
780
785
790
800
810
820
830
840
850
860
870
880
890
895
900
905
210
220
230
940
945
950
935
960
970
980
985
990
995
1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1099
1100
1110
111
1120
1130
1140
1150
11460
1170
1175
1180
1190
1200
1210
0K

a=1

IF A<Y THEN 760
E=INT(RND(1)%10)

IF E<>0 THEN 590
R$="BATTLESHIP"

¥=33500

IF E<>1 THEN 410
R$="AIRCRAFT CARRIER"
N=25700

IF E<>2 THEN 630
R$="HEAVY CRUISER"

V= 9900

IF E<>3 THEN 650
R$="LIGHT CRUISER"

V=9600

IF E<>4 AND E<>5 THEN 470
R$="DESTROYER"

v=2100

IF E<>6 AND E<>7 THEN 490
R$="SUBMARINE"

U=1500

IF E<>8 AND E<>9 THEN 710
W=1350

IF E<=5 THEN 720

@=1

IF E<>4 ANDE<>S THEN 730
0=2

IF E<>2 AND E<>3 THEN 740
0=3

IF E<>1 THEN 750

V=4

IFE<>0 THEN 740

0=6

PRINT“JAPANESE “jR$;" - "“jU;" TONS"
60TO 340

IF @>=1 THEN 800

PRINT" NO JAPANESE SHIPS IN SIGHT - JUST OCEAN"

IF 0<1 THEN 340
PRINT T;" TORPEDOES LEFT"
PRINT"NUMBER OF TORPEDOES TO FIRE";
INPUT R

IF R<O DR T-R<0 THEN 810

IF RCOINT(R) THEN 810

T=T-R

S=INT(RND(1)#10)

IF S>R THEN 860

0=0-§

IF 0<=0 THEN 900

0$="DANAGED"

IF 0>=1 THEN 930

a%="SUNK"

=04

L=L+1

PRINT R;" TORPEDOES FIRED -";S;" HITS";
IF §<>0 THEN 950

PRINT

IF §<=0 THEN 960

PRINT -"; R$;" “;0$

IF D>5 AND 030 THEN 1140

IF T<1 THEN 1140

IF 0<1 THEN 230

60TO 340

IF D>=6 THEN 1000

PRINT" THEN USS “;A$;" IS NOT UNDER ATTACK"

IF D{6 THEN 340
U=INT(RND(1)%10)%2504500

PRINT "DISTANCE OF JAPANESE “;R$;"
PRINT U;"YARDS

u=u-250

2=1425

IF U>-250 THEN 1030

IF R$="TORPEDO BOAT " THEN 1100
N=INT(RND(1)#10)%25+50

IF N+26>7 AND N-24<Z THEN 1120
U=7=0

PRINT"THE USS “;A$;" IS UNHURT"
a=0

6070 230

DEPTH OF USS “;A$
“sZ;“FEET"

PRINT"THE USS ";A$;" HAS BEEN SUNK BY DEPTH CHARGES"

60TO 1180

PRINT"THE USS "A$;" HAS BEEN SUNK BY GUNFIRE"

60TO 1180

PRINT"THE USS “;A$;" HAS EXPENDED ALL OF ITS TORPEDOES"

IF 0<=0 THEN 1180

PRINT"CONGRATULATIONS ON A SUCCESSFUL DEPLOYMENT"

PRINT

PRINT" THE SUBMARINE USS “;A$;" HAS SUNK A TOTAL OF";L;" SHIPS"

PRINT" THE ENEMY TONNAGE SUNK IS ";0;" TONS"

END



Word Search Puzizie

This program generates the im- HOM HARY cgwnns DCES YOUR mn:en HAVE? 72
mensely popular word-search puzzles B:a;mfs"?: - rr’gtulig'rlnpg:“m??ugis? 15
containing names of Presidents, states, THE LENGTH? 15
types of animals, fish, and every WHAT IS THE MAXIMUM NUMBER OF WORDS IN THE PUZZLE? 10
manner of objects. It asks you the NOW ENTER A HEADING THAT WILL BE PRINTED QVER THE PUZZILE:
length and width of the puzzle you wish ( 22 CHARACTERS NAXIMUN! )
generated and then the number of 7 COMPUTER LANGUAGES
words to be hidden in the puzzle. As the oK i m:n A UORD S;DEA?PDUESEE: nm(?x.
ISIUCIONS Rote, occas!onally'the. ey :r::: IY)gUT:lEm gsgxggsu:m: n{rg : ng: (.;:
puter may find that it can't hide a 7 BAS¥3°%$ IC
particular word in the puzzle and will -basic-
ask you if it should start over or if you ? FOR) ($3TRAN
want that particular word deleted. If ;’g't“;“’
you start over, try giving it fewer words —pli=
or larger puzzle dimensions. The 7C 0B 0 L++=;
program hides the words fairly ef- ~cabal-
ficiently although you can usually o i
improve on it slightly when you get the Rt
final puzzle out. Since you're probably REDG assembnler. . .
just using this program for fun, it's 7 ASSEMBLER
generally more than adequate. s osnic o
This word search puzzle generator -rpg-
was originated by Leor Zolman. 7 ALGOL
-algol-
? LISP
~lisp-
7 SNOBOL
=snobol-
? PILOT

-pilot-~

THAT”S IT... 10 WORDS.

NOW LET ME PONDER THIS......

HOJ MANY COPIES OF THIS PUZZLE DO YOU WANT?

FOR EACH COPY, HIT RETURN TO BEGIN PRINTING...
?

COMPUTER LANGUAGES

BIURUIXNRSKATTZ
0G6O0MLBESLREPADYS
YUY ErRERS 20T TREFP
PHTTRHPPLGBOISSSY
RUN ZBRINBSOIYLNBYX
WORD SEARCH PUZZLE EACEKRTHSIOAHNFN
CREATIVE COMPUTING DFAILUKKAQBBFBRJ
MORRISTOUN, NEW JERSEY DLOTSBVYVAOHUUWUFGC
QILYDANLKUPOVPA
KXPOGZBEXMRRFUD
THIS PROGRAM IS A WORD SEARCH FUZILE GENERATOR!! HVCSBPSYSTILXSU
THE PROGRAM TAKES A& SET OF INPUT STRINGS, PURGES ALL ITIDIORGRSVAYTY
NON-ALPHABETIC CHARACTERS OUT OF THEM, AND INCORPORATES EHNDALCANUAZUWJIK
THEM INTOD A WORD SEARCH PUZZLE. LACRYLNVKTFZOWNC
FVRYUVUAJFUGPQJBUY
IN THE COURSE OF KAKING THE PUZILE, THE HACHINE MAY
FIND THAT IT CANT PUT A PARTICULAR UORD ANYUHERE, AND
S0 WILL ASK YOU IF IT SHOULD START THE WHOLE PUZZLE FIND THESE HIDDEN WORDS IN THE ABOVE PUZILE:
OVER. IF YOU DON'T WANT IT TO START OVER, TYPING “NO‘
WILL THROW AWAY THAT PARTICULAR WORD. IF THIS PERSISTS, algol assenbler basic cobol fortran
TRY EITHER GIVING LESS WORDS OR BIGGER PUZILE DIMENSIONS' lisp pilot pli rpg snobal
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HERE 1S THE ANSWER KEY: 500 IF LEN(T$)=0 THEN PRINT “INPUT ERROR; REDO:":GOTO 480

510 J=1
520 TE$=NID$(T$,J,1):IF TE$>="a" AND TE$<="z" THEN 570
IRt L e R 525 IF TE$<"A" OR TE$>"Z" THEN 530
D i 527 T$=LEFT$(T$,J~1)+CHRS(ASC(NIDS (T$,J,1))+32)+RIGHTS (T$,LEN(TS)-J)
530 IF TE$=T$ THEN T$="": GOTO 500 e s
peie f At f é Rt 540 IF J=LEN(TS$) THEN T$=LEFT$(T$,J-1):60T0 580 26070570
o el el e 550 IF J=1 THEN T$=RIGHTS(T$,LEN(T$)-1):J=J-1:G0T0O 570
Ky oA e 560 T$=LEFT$(T$,J-1)+RIGHTS (TS ,LEN(TS)-J)zJ=J-1
A T T g S il 570 J=J#1:IF J<=LEN(T$) THEN 520
S SIREEIR T el s 980 PRINT "-*;T$;%-*
e e o L 400 IF LEN(T$)<=MD THEN 610
e P DB L i 405 PRINT "THAT’S TOO LONG, I‘M AFRAID.";
i S B e CRTL R 407 PRINT " TRY ANOTHER ONE:":GOTO 480
o T O R R e e 410 FOR IZ=1 TO I-1: IF WS$(IZ)<>T$ THEN NEXT:60TO 430
a1 A T 620 PRINT "YOU ENTERED THAT ONE ALREADY. TRY ANDTHER:“:60TO 480
¥i%: Twnce, AT NN e 5 ¢ 630 WS(I)=T$
. . ol W e . . eE Gl W AR s « A‘o NEXT I
450 PRINT “THAT’S IT...";M;"“WORDS."
660 PRINT “NOW LET ME PONDER THIS......"
FIND THESE HIDDEN WORDS IN THE ABOVE PUZZLE: 480 FOR I=1 TO M-1
485 FOR J=I+1 TO M
algol atceabler baric ol et tnan 490 IF LEN(MS(I)) < LEN(US(J)) THEN HZ$=U$(I):W$(I)=0$(J):U$(J)=HZS
lisp pilot pl1 rpg snobol 700 NEXT:NEXT
710 FOR I=1 TO B8:READ DXY(I,1),DXY(I,2):NEXT
720 FOR I=1 TO 28:READ DD(I):NEXT
730 DATA 0,1,1,1,1,0,1,-1,0,-1,-1,-1,-1,0,-1,1
740 DATA 2,4,6,8,2,4,6,8,2,4,6,8,2,4,6,8,2,4,6,8,2,4,6,8,1,3,5,7
750 FOR I=1 TO M
760 LN=LEN(WS$(I))
770 NT=0
790 SD=DD(FNA(28))
800 SX=FNA(M):X1=5X+(LN-1)#DXY(SD,1):IF X1<1 OR X1>W THEN 790
810 SY=FNA(L):X1=8Y+(LN-1)#DXY(SD,2):IF X1<1 OR X1>L THEN 790
820 NT=NT+1:IF NT<>W#L#2 THEN 850
830 PRINT “COULDN‘T FIT “";Ws(I);"” 1IN THE PUZZLE."
832 INPUT “DO YOU WANT ME TO START OVER";A$
834 IF LEFTS$(AS,1)="y" THEN 750
836 WS$(I)="":60T0 950
i 850 J=5Y:K=5X
860 FOR P=1 TO LN
870 IF LEN(A$(J,K)) AND AS(J,K)<>HIDS (WS (I),P,1) THEN 790
880 J=J+#DXY(SD,2) :K=K+DXY(SD,1) :NEXT P
900 J=5Y:K=5X
910 FOR P=1 TO LN:A$(J,K)=HID$(W$(I),P,1)
920 J=J+DXY(SD,2) :K=K+DXY(SD,1) sNEXT
940 W(I,1)=5X:U(I,2)=5Y:W(I,3)=8D
950 NEXT I
970 FOR I=1 TO L
975 FOR J=1 TO W
LIST 980 IF AS$(I,J)="" THEN A$(I,J)=CHRS(FNA(26)+96)
10 PRINT TAB(20);"WORD SEARCH PUZZLE" 990 NEXT:NEXT
20 PRINT TAB(20);“CREATIVE COMPUTING" 1010 FOR I=1 TO H-1:FOR J=I+1 T0 N
30 PRINT TAB(18);"MORRISTOUN, NEW JERSEY" 1020 IF W$(I)<=W$(J) THEN 1030
40 PRINT:PRINT:PRINT . 1021 HZ$=U$(I) W8 (1)=U$(J):US(J)=HZ$
50 PRINT " THIS PROGRAM IS A WORD SEARCH PUZILE GENERATOR!! 1025 FOR K=1 T0 3:HZ=M(I,K):U(I,K)=U(J,K) sU(J, K)=HZ:NEXT K
40 PRINT “THE PROGRAM TAKES A SET OF INPUT STRINGS, PURGES ALL" 1030 NEXTJ:NEXT I
70 PRINT "NON-ALPHABETIC CHARACTERS OUT OF THEM, AND INCORPORATES" 1040 INPUT "HOW NANY COPIES OF THIS PUZZLE DO YOU UANT*:N
80 PRINT "THEN INTO A WORD SEARCH PUZZLE." 1050 PRINT "FOR EACH COPY, HIT RETURN TO BEGIN PRINTING..."
90 PRINT 1060 FOR C=1 TO N:GOSUB 1070:NEXT:GOTO 1230
100 PRINT * IN THE COURSE OF MAKING THE PUZZLE, THE MACHINE HAY" 1070 INPUT A$:PRINT
110 PRINT "FIND THAT IT CAN‘T PUT A PARTICULAR WORD ANYWHERE, AND" 1080 T=(TU-2%U)/2:PRINT
120 PRINT “SO WILL ASK YOU IF IT SHOULD START THE WHOLE PUZZLE" 1090 PRINT
130 PRINT "OVER. IF YOU DON‘T WANT IT TO START OVER, TYPING “NO“"“ 1100 PRINT TAB((TU-LER(XY$))/2);XY$
140 PRINT “WILL THROM AWAY THAT PARTICULAR WORD. IF THIS PERSISTS," 1110 PRINT:PRINT
150 PRINT “TRY EITHER GIVING LESS WORDS OR BIGGER PUZZLE DIMENSIONS!" 1120 FOR J=1 TO L:PRINT TAB(T);
160 PRINT:PRINT 1130 FOR K=1 TO W:IF A$(J,K)="." THEN PRINT ". “;:60TO0 1140
280 CLEAR 3000 1135 PRINT CHR$(ASC(AS(J,K))-32);" *;
300 DEF FNACZ)=INT(RND(1)%Z+1) 1140 NEXT:PRINT:zNEXT
310 INPUT “HOW MANY COLUMNS DOES YOUR PRINTER HAVE";TW 1150 PRINT:PRINT
320 INPUT "DO YOU WANT A SOLUTION PRINTOUT";X$ 1160 PRINT "FIND THESE HIDDEN WORDS IN THE ABOVE PUZILE:"
330 INPUT "WHAT IS TO BE THE WIDTH OF THE PUZZLE";W:MD=U 1170 PRINT
340 IF U#2<=TU THEN 345 1180 FOR J=1 TO H:IF LEN(WS$(J))=0 THEN 1210
343 PRINT "THAT WILL NOT FIT IN";TW;" COLUMNS.":G0TO 330 1190 IF POS(0) + LENCUS(J)) > TW-2 THEN PRINT
345 IF W<1 THEN 330 1200 PRINT W$(J),
350 INPUT "THE LENGTH";L:IF L)W THEN HD=L 1210 NEXT:PRINT:PRINTzPRINT:PRINT
355 IF L<1 THEN 350 1220 RETURN
340 INPUT “WHAT IS THE MAXIMUM NUMBER OF WORDS IN THE PUZZLE"“;M 1230 IF LEFTS(XS,1)="Y" OR LEFT$(X$,1)="y" THEN 1250
370 IF M>=2 THEN 380 1240 END
375 PRINT “SORRY; THERE MUST BE AT LEAST 2 WORDS.":60T0 340 1250 REM
380 PRINT 1260 FOR I=1 TO L:FOR J=1 TO W:AS$(I,J)=".":NEXTJ:NEXTI
390 DIM A$CL,W),Us(M) 1270 FOR I=1 TO M
400 DIM W(H,3),DXY(8,2),DD(28) 1280 LN=LEN(WS(I)):zJ=U(I,2):K=U(I,1)
410 PRINT "NOU ENTER A HEADING THAT WILL BE PRINTED OVER THE PUZZLE:" 1290 FOR P=1 TO LN
420 PRINT "(";TW;"CHARACTERS MAXIMUN! )" 1300 A$(J,K)=HIDS(USCI),P,1)
430 INPUT XY$ 1310 J=J+DXY(N(I,3),2) :K=K+DXY(W(I,3),1)2NEXT P
440 PRINT “OK . . . ENTER A WORD AT EACH QUESTION MARK." 1320 NEXT I
450 PRINT "TO REDO THE PREVIOUS WORD, TYPE A HYPHEN (-)." 1330 XY$="HERE IS THE ANSWER KEY:"
460 PRINT “WHEN YOU RUN OUT OF WORDS, TYPE A PERIOD (.)." 1340 GOSUB 1070
470 FOR I=1 TO M 1350 PRINT:PRINT
480 INPUT T$:IF T$="-* THENI=I-1:PRINT "REDO “;W$(I);". . .":GOTO 480 1360 END
490 IF T$="." THEN M=I-1:60T0 660 Ok
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The Genesis of Wumpus

Two years ago | happened by People’s Computer
Company (PCC) and saw some of their computer games —
such as Hurkle, Snark, and Mugwump. My reaction was:
“EECH!!"" Each of these games was based on a 10 x 10 grid
in Cartesian co-ordinates and three of them was too much
for me. | started to think along the lines of: “There has to
be a hide and seek computer game without that (exp.
deleted) grid!!"” In fact, why not a topological computer
game — imagine a set of points connected in some way and
the player moves about the set via the interconnections.

That afternoon in meditation the phrase “Hunt the
Wumpus” arrived, and Wumpus was born. He's still a bit
vague in physical detail as most dedicated Wumpus hunters
know, but appearances are part of the game. (If you like,
send me a picture of your version of a Wumpus. Perhaps
friendly Dave, our editor, will publish the best one in
Creative Computing.) The grid | chose was the vertices of a
dodecahedron — simply because it's my favorite Platonic
solid and once, ages ago, | made a kite shaped like one. The
edges became the connecting tunnels between the caves
which were the set of points for the game.

My basic idea at this time was for the player to approach
the Wumpus, back off, and come up to him by going
around the dodecahedron. To my knowledge, this has never
happened ... most players adopt other strategies rather
than this cold-blooded approach.

Anyway ... how to get the Wumpus! How about an
arrow which could turn corners as it goes from room to
room. Let the hunter tell the arrow where to go and let it
fly. The shortest round trip without reversals is 5 caves —
and thus the Crooked Arrow.

Hmmm ... How does one sense the Wumpus? It’s dark
in yonder cave, and light would wake him up. If one got
one cave away, the wumpus's distinct smell would serve as a
warning. So far, so good . .. but Wumpus is still too easy,
so let's find some appropriate hazards for the caves.

Bottomless pits were easy. Any imaginary cave would
have a few of those around the place. Superbats were
harder to come by. It took me a day or two to get that
idea. The Superbats are a sort of rapid transit system gone a
little batty (sorry about that one). They take you a random
distance to a random cave and leave you there. If that's a
pit or a Wumpus, well, you are in Fate's hands.

Around this time, | saw that Map-making would be a
regular activity of Wumpus-hunters. | numbered the caves
and made the scheme fixed in the hopes a practised player
might notice this and make himself a permanent map of the
caverns. (Another unrealised hope — as an exercise, make
yourself such a map on a Squashed Dodecahedron).

To start the game fairly, Wumpus, Hazards, and Hunter
are located on different points at the start of the game.
Each game starts with random choices of location, but the
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A Squashed
Dodecahedron

hunter may restart with the same set-up if he chooses. This
allows re-plays if the hunter, say, fell into a pit on the first
move.

Wumpus was nearly done in my mind ... (hint to a
games-writer: Have a clear notion of your game before you
start coding it. This saves MUCH confusion.) yet | felt it
was a bit dull. Once you found the Wumpus all you had to
do was shoot it. To fix this, the Wumpus was given a little
life. If you shot an arrow or moved into his cave, he woke
up and chose to move to a neighboring room or to the same
room (one of 4 choices). If you and the Wumpus were in
the same room after he moved, he ATE YOU UP!!

Around here | noticed that the pits and the bats didn’t
affect the Wumpus. To explain this, | added some color by
making him heavy and with the legendary sucker feet. After
all, evolution works in strange ways!! If you are a Wumpus
fiend, make a version of Wumpus in which he avoids pits and
superbats can carry him only one room (with the possibility
of being dumped into your cave). This can be done by
making the wumpus moving procedure a subroutine.

| wrote Wumpus and dropped it off at PCC. Then | went
home and dreamed up Wumpus 2.

The Birth of Wumpus

Around a month later, | went to the Synergy conference
at Stanford, where many of the far-out folk were gathered
to share their visions of improving the world. PCC had a
few terminals running in a conference room and | dropped
by. To my vast surprise, all of the terminals were running
Wumpus and scraps of paper on the floor with scrawled
numbers and lines testified that much dedicated Wumpus-
hunting was in progress. | had spawned a hit computer
game!!!

Later, PCC published Wumpus in its newsletter, and
Creative Computing published it in their Sep/Oct 1975
issue.

Wumpus and this writeup are the products of the talented
and creative Gregory Yob.



RUN
WUNPUS
CREATIVE COMPUTING MORRISTOWN, NEW JERSEY

INSTRUCTIONS (Y-N)?7 Y
WELCOME TO “HUNT THE WUMPUS”

THE WUMPUS LIVES IN A CAVE OF 20 ROOMS. EACH ROOM
HAS 3 TUNNELS LEADING TO OTHER ROOMS. (LOOK AT A
DODECAHEDRON TO SEE HOW THIS WORKS-IF YOU DON’T KNOW
WHAT A DODECHADRON IS, ASK SOMEONE)

HAZARDS:
BOTTOMLESS PITS - TWO ROOMS HAVE BOTTOMLESS PITS IN THEM
IF YOU GO THERE, YOU FALL INTO THE PIT (& LOSE!)
SUPERBATS - TWO OTHER ROONS HAVE SUPER BATS. IF YOU
60 THERE, A BAT GRABS YOU AND TAKES YOU TO SOME OTHER
ROOM AT RANDOM. (WHICH MIGHT BE TROUBLESOME)

WUMPUS:
THE WUMPUS IS NOT BOTHERED BY THE HAZARDS (HE HAS SUCKER
FEET AND IS TOO BIG FOR A BAT TO LIFT). USUALLY
HE IS ASLEEP. TWO THINGS THAT WAKE HIM UP: YOUR ENTERING
HIS ROOM OR YOUR SHOOTING AN ARROW.

IF THE WUMPUS WAKES, HE MOVES (P=.75) ONE ROOM
OR STAYS STILL (P=.25). AFTER THAT, IF HE IS WHERE YOU
ARE, HE EATS YOU UP (& YOU LOSE!)

YOu:
EACH TURN YOU MAY MOVE OR SHOOT A CROOKED ARROW

HOVING: YOU CAN 60 ONE ROOM (THRU ONE TUNNEL)
ARROUS: YOU HAVE 5 ARROWS. YOU LOSE WHEN YOU RUN OUT.
EACH ARROM CAN GO FROM 1 TOD 5 ROOMS. YOU AIM BY TELLING
THE COMPUTER TTHE ROOMMS YOU WANT THE ARROW TO GO TO.
IF THE ARROU CAN’T GO THAT WAY (IE NO TUNNEL) IT MOVES
AT RANDOM TO THE NEXT ROON.

IF THE ARROU HITS THE WUMPUS, YOU WIN.

IF THE ARROW HITS YOU, YOU LOSE.

VARNINGS:
WHEN YOU ARE ONE ROOM AWAY FROM WUMPUS OR HAZARD,
THE COMPUTER SAYS:

WUNMPUS- ‘1 SMELL A WUMPUS’
BAT -  “BATS NEARBY’
PIT - 71 FEEL A DRAFT’

HUNT THE WUNPUS

BATS NEARBY!
YOU ARE IN ROON 7
TUNNELS LEAD TO &6 8 17

SHOOT OR MOVE (S-M)7 M
WHERE T07 8
ZAP--SUPER BAT SNATCH! ELSEWHEREVILLE FOR YOU!

I FEEL A DRAFT!
YOU ARE IN ROOM 20
TUNNELS LEAD TO 13 16 19

SHOOT OR MOVE (S-M)7 M
WHERE T0? 13

YOU ARE IN ROOM 13
TUNNELS LEAD TO 12 14 20

SHOOT OR MOVE (S-M)7 M
WUHERE T0? 14

YOU ARE IN ROOM 14
TUNNELS LEAD TO 4 13 15

SHOOT OR MOVE (S-#)7 M
WHERE TO? 15

I FEEL A DRAFT!
YOU ARE IN ROOM 15
TUNNELS LEAD TO. 6 14 16

SHOOT OR MOVE (S-M)? &
SHOOT OR MOVE (S-M)7 M
WHERE TO? &

YOU ARE IN ROON &
TUNNELS LEAD TO 5 7 15

SHODOT OR HOVE (S-M)? §
SHODT OR HOVE (S-M)? M
WHERE T0? 5

YOU ARE IN ROOM §
TUNNELS LEAD TO 1 4 &
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SHOOT OR MOVE (S-M)7 N
WHERE T0? 4

YOU ARE IN ROOM 4
TUNNELS LEAD TO 3 5 14

SHOOT OR MOVE (S-M)7 M
WHERE T0? 3

I FEEL A DRAFT!
YOU ARE IN ROOM 3
TUNNELS LEAD TO 2 4 12

SHOOT OR KOVE (S-M)7 M
WHERE TO? 12

I SMELL A WUKPUS!
YOU ARE IN ROOK 12
TUNNELS LEAD TO 3 11 13

SHOOT OR MOVE (S-M)7 §

NO. OF ROOHS(1-5)7 1

ROOK ¥? 11

AHA! YOU GOT THE WUKPUS!

HEE HEE HEE - THE WUMPUS”LL BGETCHA NEXT TIME!!

LIST
10 PRINT TAB(33);"UUMPUS"

20 PRINT TAB(15);"CREATIVE COMPUTING MORRISTOUN, NEW JERSEY"

22 PRINT
24 PRINT

26 PRINT

30 PRINT "INSTRUCTIONS (Y-N)";

40 INPUT Is

50 IF I$="N" THEN 60

55 GOSUB 1000

40 REM- SET UP CAVE (DODECAHEDRAL NODE LIST)
70 DIK §(20,3)

80 FOR J=1 TO 20

90 FOR K=1 T0 3

100 READ §(J,K)

110 NEXT K
120 NEXT J
130 DATA 2,5,8,1,3,10,2,4,12,3,5,14,1,4,4
140 DATA 5,7,15,6,8,17,1,7,9,8,10,18,2,9,11

150 DATA 10,12,19,3,11,13,12,14,20,4,13,15,6,14,14
160 DATA 15,17,20,7,18,18,9,17,19,11,18,20,13,14,19

170 DEF FNA(X)=INT(20#RND(1))+1

180 DEF FNB(X)=INT(3*RND(1))+1

190 DEF FNC(X)=INT(4*RND(1) X1

200 REM- LOCATE L ARRAY ITEMS

210 REM- 1-YDU,2-WUMPUS,334-PITS,5846-BATS
220 DIM L(6),H(6)

230 FOR J=1 T0 &

240 L(J)=FNA(O)

260 K(J)=L())

270 NEXT J

280 REM- CHECK FOR CROSSOVERS (IE L(1)=L(2) ETC)

290 FOR J=1 TO 6

300 FOR K=J TO &

310 IF J=K THEN 330

320 IF L(J)=L(K) THEN 240
330 NEXT K

340 NEXT J

350 REM- SETH ARROS



360 A=S

365
370
375
380
390
400
410
420

L=L(1)
REM- RUN THE GAME

PRINT “HUNT THE WUNPUS"

REN- HAZARD WARNINGS & LOCATIONS
GOSUB 2000

REM- MOVE OR SHOOT

GOSUB 2500

ON 0 GOTO 440,480

430 REM- SHOOT

440
450
460
470

60SUB 3000

IF F=0 THEN 390
60TO 500

REN- MOVE

480 GOSUB 4000

490
500

IF F=0 THEN 390
IF F>0 THEN 550

510 REM- LOSE
520 PRINT “"HA HA HA - YOU LOSE!"
530 GOTO Sé60

540 REM- WIN
550 PRINT “HEE HEE HEE - THE WUMPUS“LL GETCHA NEXT TIME!!“

560 FOR J=1 T0 &

570 L(J)=N(J)

580 NEXT J

590 PRINT “SAME SET-UP (Y-N)";

400 INPUT Is

610 IF 18 <> “Y" THEN 230

420 6OTO 360

1000 REH- INSTRUCTIONS

1010 PRINT "WELCOME TO “HUNT THE WUNPUS‘"

1020 PRINT " THE WUMPUS LIVES IN A CAVE OF 20 ROOMS. EACH ROOM"
1030 PRINT “HAS 3 TUNNELS LEADING TO OTHER ROOMS. (LOOK AT A"

1040 PRINT "DODECAHEDRON TO SEE HOW THIS WORKS-IF YOU DON‘T KNOW®
1050 PRINT “UHAT A DODECHADRON IS, ASK SOMEONE)"

1060 PRINT

1070 PRINT * HAZARDS:"

1080 PRINT “BOTTONLESS PITS - TWO ROOMS HAVE BOTTOMLESS PITS IN THEW"
1090 PRINT * IF YOU 60 THERE, YOU FALL INTO THE PIT (& LOSE!)"
1100 PRINT “SUPERBATS - TWO OTHER ROONS HAVE SUPER BATS. IF YOU"
1110 PRINT " 60 THERE, A BAT GRABS YOU AND TAKES YOU TO SOME";
1115 PRINT " OTHER"

1120 PRINT " ROOM AT RANDOM. (WHICH MIGHT BE TROUBLESOME)"

1130 PRINT

1140 PRINT WUMPUS:"

1150 PRINT “THE WUMPUS IS NOT BOTHERED BY THE HAZARDS (HE HAS SUCKER"
1160 PRINT “FEET AND IS TOO BIG FOR A BAT TO LIFT). USUALLY"

1170 PRINT "HE IS ASLEEP. TWO THINGS THAT WAKE HIM UP: YOUR ENTERING"
1180 PRINT “HIS ROOM OR YOUR SHOOTING AN ARROW."

1190 PRINT * IF THE WUMPUS WAKES, HE MOVES (P=.75) ONE ROON"
1200 PRINT “OR STAYS STILL (P=.25). AFTER THAT, IF HE IS WHERE YOU“
1210 PRINT "ARE, HE EATS YOU UP (& YOU LDSE!)"

1220 PRINT

1230 PRINT * You:"

1240 PRINT "EACH TURN YOU NAY MOVE OR SHOOT A CROOKED ARROU"

1250 PRINT " MOVING: YOU CAN GO ONE ROOM (THRU ONE TUNNEL)"

1260 PRINT * ARROUS: YOU HAVE 5 ARROWS. YOU LOSE WHEN YOU RUN OUT."
1270 PRINT " EACH ARROU CAN GO FROM 1 TO 5 ROOMS. YOU AIN BY “;
1275 PRINT “TELLING"

1280 PRINT * THE COMPUTER TTHE ROOMHS YOU WANT THE ARROW TO 60 TO."
1290 PRINT IF THE ARROU CAN‘T GO THAT WAY (IE NO TUNNEL) IT *;
1295 PRINT "MOVES"

1300 PRINT " AT RANDOM TO THE NEXT ROOM."

1310 PRINT * IF THE ARROW HITS THE WUMPUS, YOU WIN."

1320 PRINT * IF THE ARROW HITS YOU, YOU LOSE."

1330 PRINT

1340 PRINT * UARNINGS:"

1350 PRINT UHEN YOU ARE ONE ROOM AWAY FROM WUNPUS OR HAZARD,"
1360 PRINT THE COMPUTER SAYS:"

1370 PRINT “WUMPUS-  “I SMELL A WURPUS’"

1380 PRINT "BAT -  “BATS NEARBY""

1390 PRINT “PIT -  “I FEEL A DRAFT’"

1400 PRINT

1410 RETURN

2000 REM- PRINT LOCATION & HAZARD WARNINGS

2010 PRINT

2020 FOR J= 2 TO &

2030 FOR K=1 T0 3

2040 IF S(L(1),K)<>L(J) THEN 2110

2050 ON J-1 GOTO 2040,2080,2080,2100,2100

2060 PRINT “I SHMELL A WUNPUS!"

2070 6OTD 2110

2080 PRINT "I FEEL A DRAFT!"

2090 GOTO 2110

2100 PRINT "BATS NEARBY!"

2110 NEXT K

2120 NEXT J

2130 PRINT “YOU ARE IN ROOM “;L(1)

2140 PRINT “TUNNELS LEAD TO ";S(L,1);S(L,2);S(L,3)
2150 PRINT

2160 RETURN

2500 REM- CHOOSE OPTION

180

2510
2520
2530
2540
23550
2560
2570
2580
3000
3010
3020
3030
3040
3050
3060
3070
3080
3090
3095
3100
3105
3110
3115
3120
3140
3150
3160
3170
3180
3190
3200
3210
3220
3225
3230
3240
3250
3255
3260
3270
3280
3290
3295
3300
3310
3320
3330
3340
3350
3360
3370
3380
3390
3400
3410
3420
3430
3440
4000
4010
4020
4030
4040
4050
4060
4070
4080
4090
4100
4110
4120
4130
4140
4150
4160
4170
4180
4190
4200
4210
4220
4230
4240
4250
4260
4270
4280
4290
4300
4310
5000

PRINT "SHOOT OR MOVE (S-M)";
INPUT Is

IF I8 <> "S" THEN 2560

0=1

RETURN

IF Is <> “M" THEN 2510

0=2

RETURN

REM- ARROW ROUTINE

F=0

REM- PATH OF ARROW

L=L(1)

PRINT "NO. OF ROOMS(1-5)";
INPUT J9

IF J9<1 OR J9>5 THEN 3040
FOR K=1 TO J9

PRINT "ROOM #";

INPUT P(K)

IF K <= 2 THEN 31135

IF P(K) <> P(K-2) THEN 3115
PRINT "ARROWS AREN“T THA TCORRKED - TRY ANOTHER ROOM"
60T0 3080

NEXT K

REM- SHOOT ARROW

FOR K=1 TO J9

FOR K1=1 T0 3

IF S(L,K1)=P(K) THEN 3295
NEXT K1

REN- NO TUNNEL FOR ARROW
L=S(L,FNB(1))

6070 3300

NEXT K

PRINT "MISSED"

L=L(1)

REM- MOVE WUMPUS

GOSUB 3370

REM- AMMO CHECK

A=A-1

IF A>0 THEN 3280

F=-1

RETURN

REN- SEE IF ARROW IS AT L(1) OR L(2)
L=P(K)

IF L <> L(2) THEN 3340

PRINT "AHA! YOU 6OT THE WUMPUS!'"
F=1

RETURN

IF L <> L(1) THEN 3210

PRINT “OUCH! ARROW GOT YOu!'"
60TD 3270

REM- MOVE WUMPUS ROUTINE
K=FNC(0)

IF K=4 THEN 3410

L(2)=5(L(2),K)
IF L(2) <> L THEN 3440

PRINT "TSK TSK TSK - WUMPUS GOT YOU!"
F=-1

RETURN

REM- MOVE ROUTINE

F=0

PRINT "WHERE TO";

INPUT L

IF L<1 OR L>20 THEN 4020

FOR K=1 T0 3

REN- CHECK IF LEGAL MOVE

IF S(L(1),K)=L THEN 4130

NEXT K

IF L=L(1) THEN 4130

PRINT "NOT POSSIBLE -";

60T0 4020

REN- CHECK FOR HAZARDS

L(1)=L

REN- WUNPUS

IF L <> L(2) THEN 4220

PRINT “... DOPS! BUMPED A WUMPUS!®
REN- MOVE WUKPUS

G0SUB 3380

IF F=0 THEN 4220

RETURN

REK- PIT

IF L <> L(3) AND L <> L(4) THEN 4270

PRINT “YYYIIIIEEEE . . . FELL IN PIT"
F==1

RETURN

REM- BATS

IF L <> L(S) AND L <> L(6) THEN 4310

PRINT "ZAP--SUPER BAT SNATCH! ELSEWHEREVILLE FOR YOU!“
L=FNA(T)

60T0 4130

RETURN

END



Hark!! The weary Wumpus hunter, wan from 50 days in
the Terminal Caverns, exhausted and with all of his arrows
expended — — — (A groaning Teletype roars at a sleepy
student. Maps litter the floor covered with circles and
integers. With callused fingers, the immortal Wumpus player
looks up with bloodshot eyes and implores: “How do | get
out of here?”)

| suspected that the dodecahedron may prove a bit
boring after a few thousand games, so | wrote Wumpus 2 to
extend your pleasure. Some of the more mathematical
minded may have noticed there are lots of ways to link
caves with three tunnels apiece. Some of these patterns are
topologically interesting . . . .

Wumpus 2 is the same old Wumpus in different settings
— including those of your own design. As you play in the
different caves, you will notice that the game changes in
difficulty and strategy. Now to a description of the various
caves in Wumpus 2.

CAVE 0 (Dodecahedron)
This is the same old Wumpus with which you are
familiar.

CAVE 1 (Mobius Strip)

Since my original vision was topological, here is the first
wonder of topology, the Mobius strip. Take a strip of
paper, give it a half-twist and join the ends into a loop. The
result has just one side and one edge (if you disbelieve, take
a pencil and go around the thing).

A perceptive player will note that the placement of the
pits influence the game. Two pits placed just right (around
5% of the games have this) will force a detour back around
the strip in certain cases. Getting around is slower than in
Cave 0, but it is easier to search the place.

CAVE 2 (String of Beads)

See the diagram for this one. Here, placement of the pits
will often make parts of the caves inaccessible except by
bat-express. (Can you see why?) Play in this cave is
frustrating until you have gone to the trouble of making a
reference map; otherwise you keep coming back to your
starting point. (Look at the diagram and see how this may
be so0.)

CAVE 3 (Hex Network)

This is my attempt at a torus (doughnut). If you can
visualise a hexagon net like a honeycomb or a tile floor and
stretch it onto a doughnut, you‘ve got it!! The drawing tries
to show this, but if you prefer, think of it as a complicated
molecule of some sort. Play in this one is very similar to
CAVE 0.

CAVE 4 (Dendrite)

Up to now, each tunnel leads to another cave and only
one tunnel connects a pair of caves. This need not be a
strict rule and the next two caves illustrate variations on
this. The dendrite is a branching pattern like a tree or a
plant. At the ends of the plant are “leaves’’ which are caves
leading to themselves or multiple tunnels. This cave is
especially susceptible to severance by pits and getting stuck
in corners near the wumpus. A nice thing is that you often
will know exactly where the Wumpus is when you come
near him.
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CAVE 5 (one way streets)

This is the extreme example of all tunnels are one-way.
You will find that getting about this cave is like travel in
Los Angeles — much going to get to the neighbor’s house. If
you overshoot, you must travel all the way around, just like
missing a freeway offramp.

CAVE 6 {Do Your OWN)

Draw up a map of caves, each cave with tunnels GOING
TO three (exactly three) caves (same or different). Then the
computer will ask you for the numbers of the destination
tunnels for each of the 20 caves in Wumpus. When you have
it entered, play Wumpus on your own caves. Let me know
of your favorite ones, and your most frustrating ones!!!

FINIS
In any case, Wumpus has spawned several versions and
spread about the computer games-dom really nicely. For
myself, the soul of the game is in the idea and fun of it
rather than the program or the computer which hosts it. |
feel that all really good games will turn programmers on
enough for them to write it for their system from the idea
alone and encourage games writers to think carefully on the
art and esthetics of their games bhefore writing a line of
code.
Wumpus-2 and this description are products of Gregory
Yob. They appeared previously in Creative Computing,
Jan/Feb 1976 and the game in People’s Computer Co.

THE
CAVES
OF
WUMPUS 2

Cave 0
(the usucl)

Cave |
(Mobius Strip)

Cave 2
(String of Beads)

3

Cave 3
(Toroidal Hex Net)

Cave 4
(Dendrite)

Cave 5
(One Way Only)

Cave 6
(Anything You Like)



RUN
WUNPUS 2

CREATIVE COMPUTING
MORRISTOUN NEU JERSEY

INSTRUCTIONS? YES

WELCOME TO WUMPUS II
THIS VERSION HAS THE SAME RULES AS “HUNT THE WUMPUS”.
HOWEVER, YOU NOW HAVE A CHOICE OF CAVES TO PLAY IN.
SOME CAVES ARE EASIER THAN OTHERS. ALL CAVES HAVE 20
ROOMS AND 3 TUNNELS LEADING FROM ONE ROOM TO OTHER ROOMS.
THE CAVES ARE:
0 - DODECAHEDRON THE ROOMS OF THIS CAVE ARE ON A
12-SIDED OBJECT, EACH FORMING A PENTAGON.
THE ROOMS ARE AT THE CORNERS OF THE PENTAGONS.
EACH ROON HAVING TUNNELS THAT LEAD TO 3 OTHER ROONS

MOBIUS STRIP  THIS CAVE IS TUO ROOMS
WIDE AND 10 ROONS AROUND (LIKE A BELT)
YOU VILL NOTICE THERE IS A HALF TWIST
SOMEWHERE.

STRING OF BEADS FIVE BEADS IN A CIRCLE.
EACH BEAD IS A DIAMOND WITH A VERTICAL
CROSS-BAR. THE RIGHT & LEFT CORNERS LEAD

TO NEIGHBORING BEADS. (THIS ONE IS DIFFICULT
T0 PLAY)

HEX NEWORK IMAGINE A HEX TILE FLOOR. TAKE

A RECTANGLE WITH 20 POINTS (INTERSECTIONS)
INSIDE (4X4). JOIN RIGHT & LEFT SIDES TO MAKE A
CYLINDER. THEN JOIN TOP & BOTTOM TO FORM A
TORUS (DOUGHNUT).

HAVE FUN IMAGINING THIS ONE!!

CAVES 1-3 ARE REGULAR IN A SENSE THAT EACH ROOM
GOES TO THREE OTHER ROOMS & TUNNELS ALLOW TWO-
WAY TRAFFIC. HERE ARE SOME “IRREGULAR” CAVES:

4 - DENDRITE WITH DEGENERACIES PULL A PLANT FROM
THE GROUND. THE ROOTS & BRANCHES FORM A
DENDRITE - IE., THERE ARE NO LOOPING PATHS
DEGENERACY MEANS A) SOME ROOMS CONNECT TO
THEMSELVES AND B) SOME ROOMS HAVE MORE THAN ONE
TUNNEL TO THE SAME OTHER ROOM IE, 12 HAS
TUD TUNNELS TO 13.

ONE UAY LATTICE HERE ALL TUNNELS GO ONE
VAY ONLY. TO RETURN, YOU MUST 60 AROUND THE CAVE
(ABOUT 5 MOVES).

ENTER YOUR OUN
THE ROOMS NEXT
FOR EXAMPLE:

CAVE THE COMPUTER WILL ASK YOU
TO EACH ROOM IN THE CAVE.

ROOK #1 7 2,3,4 - YOUR REPLY OF 2,3,4
HEANS ROOM 1 HAS TUNNELS GOING TO ROOKS:
2, 3, & 4.

HAPPY HUNTING!
CAVE K(0-6) 7 4

HUNT THE WUMPUS
I SHELL A WUMNPUS!

BATS NEARBY!
YOU ARE IN ROOM 11

TUNNELS LEAD TO 13 14 12
SHOOT OR MOVE ? S

NO. OF ROOMS 7 1

ROOM M7 13

MISSED

SHOOT OR MOVE 7 M

WHERE TO 7 13

ZAP--SUPER BAT SNATCH! ELSEWHERESVILLE FOR YOU!
YOU ARE IN ROOM & TUNNELS LEAD TO 4 7 S
SHOOT OR MOVE ? M

WHERE TO 7 4
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BATS NEARBY!

YOU ARE IN ROOM 4 TUNNELS LEAD TO 4 4 1
SHOOT OR MOVE 7 M

WHERE TO 7 4

BATS NEARBY!

YOU ARE IN ROOM 4 TUNNELS LEAD TO 4 6 1
SHOOT OR NOVE 7 M

WHERE TD 7 &

YOU ARE IN ROOM & TUNNELS LEAD TO 4 7 §
SHOOT OR MOVE 7 N

WHERE T0 7 §

YOU ARE IN ROOM S TUNNELS LEAD TO 2 7 3
SHOOT OR MOVE 7 M

WHERE TO 7 2

YOU ARE IN ROOM 2 TUNNELS LEAD TO 2 § 3
SHOOT OR KOVE 7 M

WHERE TD 7 3

YOU ARE IN ROOM 3 TUNNELS LEAD TO 3 &6 4
SHOOT OR MOVE 7 M

WHERE TO ? &

YOU ARE IN ROOM & TUNNELS LEAD TO 4 7 5
SHOOT OR MOVE 7 M

WHERE T0 7 7

YOU ARE IN ROOM 7 TUNNELS LEAD TO &6 10 8
SHOOT OR MOVE ? M
WHERE T0 7 10

I FEEL A DRAFT!
YOU ARE IN ROOM

10 TUNNELS LEAD TO 9 11 10
SHOOT OR HOVE ? i

WHERE T0 7 11

I SMELL A WUMPUS!

BATS NEARBY!
YOU ARE IN ROOM 11

TUNNELS LEAD TO 13 14 12
SHOOT OR MOVE 7 S

NO. OF ROOMS 7 1

ROOM #7? 12

AHA! YOU GOT THE WUMPUS! HE WAS IN ROOM 12

HEE HEE HEE - THE WUMPUS’LL GET YOU NEXT TIME!!
PLAY AGAIN? NO

Ok



LIST

3 PRINT TAB(25);"WUNPUS 2"

4 PRINT TAB(20);"CREATIVE COMPUTING"

S PRINT TAB(18);"“NORRISTOUN NEW JERSEY"

7 PRINT

10 PRINT 850 PRINT

15 PRINT 860 PRINT " 2 - STRING OF BEADS FIVE BEADS IN A CIRCLE."
20 REM- WUMPUS VERSION 2 870 PRINT " EACH BEAD IS A DIAMOND WITH A VERTICAL"

30 DIN 5(20,3) 880 PRINT " CROSS-BAR. THE RIGHT & LEFT CORNERS LEAD"

40 DIN L(&),H(8),P(S) 890 PRINT * TO NEIGHBORING BEADS. (THIS ONE IS DIFFICULT"
50 PRINT "INSTRUCTIONS"; 900 PRINT “ TO PLAY)"

60 INPUT I 910 PRINT

70 PRINT 920 PRINT “ 3 - HEX NEVWORK IMAGINE A HEX TILE FLOOR. TAKE"
80 IF LEFTS(I8,1) > "Y" THEN 130 930 PRINT A RECTANGLE WITH 20 POINTS (INTERSECTIONS)"
100 GOSUB 700 940 PRINT INSIDE (4X4). JOIN RIGHT & LEFT SIDES TO MAKE A"
110 REM- CHOOSE AND SET UP CAVE 950 PRINT " CYLINDER. THEN JOIN TOP & BOTTOM TO FORM A"
130 GOSUB 2530 960 PRINT TORUS (DOUGHNUT)."

140 DEF FNA(X)=INT(20#RND(1))+1 9?70 PRINT HAVE FUN IMAGINING THIS ONE!!"

150 DEF FNB(X)=INT(3¢RND(1))+1 980 PRINT

160 DEF FNC(X)=INT(4*RND(1))+1 990 PRINT " CAVES 1-3 ARE REGULAR IN A SENSE THAT EACH ROON"
170 REM LOCATE L ARRAY ITEMS 1000 PRINT “GOES TO THREE OTHER ROOMS & TUNNELS ALLOW TWO-"

180 REM 1-YOU, 2-WUMPUS, J84-PITS,.536-BATS 1010 PRINT “WAY TRAFFIC. HERE ARE SOME ‘IRREGULAR‘ CAVES:"

210 FOR J=1 TO & 1020 PRINT

220 L(J)=FNA(Q) 1030 PRINT " 4 - DENDRITE WITH DEGENERACIES PULL A PLANT FROK"
230 H(J)=L(D) 1040 PRINT " THE GROUND. THE ROOTS & BRANCHES FORM A “
240 NEXT J 1050 PRINT * DENDRITE - IE., THERE ARE NO LOOPING PATHS"
250 REM CHECK FOR CROSSOVERS (IE L(1)=L(2) ETC) 1060 PRINT " DEGENERACY MEANS A) SOME ROOMS CONNECT TO*
260 FOR J=1 T0 & 1070 PRINT THEMSELVES AND B) SOME ROOMS HAVE MORE THAN ONE"
270 FOR K=J T0 & 1080 PRINT " TUNNEL TO THE SAME OTHER ROOM IE, 12 HAS *
280 IF J=K THEN 300 1090 PRINT TUD TUNNELS TO 13."

290 IF L(J)=L(K) THEN 210 . 1100 PRINT

300 NEXT K 1110 PRINT " 5 - ONE WAY LATTICE HERE ALL TUNNELS GO ONE"
310 NEXT J 1120 PRINT * WAY ONLY. TO RETURN, YOU MUST 60 AROUND THE CAVE"
320 REM SET # ARROUS 1130 PRINT * (ABOUT 5 MOVES)."

330 A=5 1140 PRINT

340 L=L(1) 1160 PRINT “ & - ENTER YOUR OUN CAVE THE CONPUTER WILL ASK YOUu"
350 REM- RUN THE GAME 1170 PRINT THE ROOKS NEXT TO EACH ROOM IN THE CAVE."
360 PRINT “HUNT THE WUMPUS" 1180 PRINT " FOR EXAMPLE:"

370 REM-HAZARDS WARNINGS AND LOCATION 1190 PRINT * ROOM #1 ?2,3,4 - YOUR REPLY OF 2,3,4
380 GOSUB 1230 1200 PRINT HEANS ROOM 1 HAS TUNNELS GOING TO ROOMS:"
390 REM MOVE OR SHOOT 1210 PRINT " 2, 3, 3 A"

400 GOSUB 1400 1220 PRINT " HAPPY HUNTING!"

410 ON 0 GOTO 430,470 1225 RETURN

420 REM SHOOT 1230 REM

430 60SUB 1550 1240 PRINT

440 IF F=0 THEN 400 1250 FOR J=2 T0 &

450 GOTO 490 1260 FOR K=1 10 3

460 REM MOVE 1270 IF S(L(1),K) <> L(J) THEN 1340

470 GOSUB 2150 1280 ON J-1 GOTO 1290,1310,1310,1330,1330

480 IF F=0 THEN 380 1290 PRINT "I SMELL A WUMPUS!"

490 IF F > 0 THEN 540 1300 GOTD 1340

500 REM LOSE 1310 PRINT “I FEEL A DRAFT!"

510 PRINT "HA HA HA - YOU LOOSE!'" 1320 GOTO 1340

520 60TO 550 1330 PRINT “BATS NEARBY!"

530 REM WIN 1340 NEXT K

540 PRINT "HEE HEE HEE - THE WUMPUS’'LL GET YOU NEXT TIME!!" 1350 NEXT J

550 FOR J=1 TO & 1360 PRINT "YOU ARE IN ROOM ";L(1);

560 L(J)=H(J) 1370 PRINT " TUNNELS LEAD TO “;S(L,1);5(L,2);S(L,3)

570 NEXT J 1380 PRINT

580 PRINT “PLAY AGAIN"; 1390 RETURN

590 INPUT Is 1400 REM- CHOOSE OPTION

595 PRINT 1410 GOTO 1450

400 PRINT 1420 PRINT "ERROR "}

620 IF LEFT$(IS$,1) <> “Y" THEN 3310 1430 INPUT Z9

640 PRINT "SAME SET-UP “; 1440 PRINT "";

650 INPUT I8 1450 PRINT "SHOOT OR MOVE "}

660 PRINT 1460 INPUT IS

670 IF LEFT$(I$,1) <> “Y" THEN 130 1470 PRINT

480 60TO 330 1490 IF LEFT$(I$,1) <> “S8" THEN 1520

700 REM- INSTRUCTIONS 1500 0=1

710 PRINT "WELCOME TO WUMPUS II" 1510 RETURN

720 PRINT "THIS VERSION HAS THE SAME RULES AS “HUNT THE WUNPUS”." 1520 IF LEFTS$(I$,1) <> “"M" THEN 1420

730 PRINT "HOWEVER, YOU NOW HAVE A CHOICE OF CAVES TO PLAY IN." 1530 0=2

740 PRINT “SOME CAVES ARE EASIER THAN OTHERS. ALL CAVES HAVE 20" 1540 RETURN

750 PRINT "ROOMS AND 3 TUNNELS LEADING FROM ONE ROOM TO OTHER ROOMS." 1550 REM- ARROW ROUTINE

760 PRINT “THE CAVES ARE:" 1560 F=0

770 PRINT " 0 -~ DODECAHEDRON THE ROOMS OF THIS CAVE ARE ON A" 1570 REM- PATH OF ARROUW

780 PRINT 12-SIDED OBJECT, EACH FORMING A PENTAGON." 1590 6OTO 1630

790 PRINT " THE ROOMS ARE AT THE CORNERS OF THE PENTAGONS." 1600 PRINT "ERROR “;

800 PRINT " EACH ROOM HAVING TUNNELS THAT LEAD TO 3 OTHER ROOMS" 1610 INPUT Z9

805 PRINT 1620 PRINT "“;

810 PRINT " 1 - MOBIUS STRIP  THIS CAVE IS TWO ROOMS" 1630 PRINT "NO. OF ROONS ";

820 PRINT " VIDE AND 10 ROOMS AROUND (LIKE A BELT)" 1640 INPUT J9

830 PRINT " YOU WILL NOTICE THERE IS A HALF TWIST" 1650 PRINT

840 PRINT * SOMEWHERE." 1670 IF J9 < 1 OR J9 > 5 OR INT(J9) <> ABS(J9) THEN 1600
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1680 FOR K=1 TO J9 2590 INPUT N

1690 PRINT “ROOM #"; 2600 PRINT

1700 INPUT P(K) 2620 IF N<O OR N>& OR INT(N) <> ABS(N) THEN 2550
1710 PRINT 2630 ON N+1 GOSUB 2750,2730,2810,2890,2970,3050,3130
1730 IF P(K) > 0 AND P(K) < 21 AND INT(P(K))=ABS(P(K)) THEN 1780 2640 RETURN

1740 PRINT “ERROR *; 2650 REM - DODECAHEDRON

1750 INPUT Z9 2470 DATA 2,5,8,1,3,10,2,4,12,3,5,14,1,4,6

1760 PRINT **; 2680 DATA S5,7,15,6,8,17,1,7,9,8,10,18,2,9,11

1770 60TO 1690 2690 DATA 10,12,19,3,11,13,12,14,20,4,13,15,6,4,16
1780 NEXT K 2700 DATA 15,17,20,7,16,18,9,17,19,11,18,20,1316,19
1790 PRINT 2710 GOSUB 3240

1800 REM - SHOOT ARROUW 2720 RETURN

1810 A=A-J9 2730 REM - MOBIUS STRIP

1820 A9=L(1) 2735 FOR B1=1 TO 1

1830 FOR K=1 TO J9 2737 FOR B2=1 TO 40

1840 FOR K1=1 T0 3 2740 READ BO

1850 IF S(A9,K1)=P(K) THEN 1990 2742 NEXT B2

1860 NEXT K1 2744 NEXT B1

1870 REM - NO TUNNEL FOR THE ARROW 2750 DATA 20,2,3,19,1,4,1,4,5,2,3,4,3,6,7

1880 A9=S(A9,FNB(1)) 2760 DATA 4,5,8,5,8,9,6,7,10,7,10,11,8,9,12

1890 GOTO 2000 2770 DATA 9,12,13,10,11,14,11,14,15,12,13,16,12,14,17
1900 NEXT K 2780 DATA 14,15,18,15,18,19,16,17,20,2,17,20,1,18,19
1910 PRINT "MISSED" 2790 6OSUB 3240

1920 REM - HOVE WUNPUS 2800 RETURN

1930 GOSUB 2070 2810 REM - STRING OF BEADS

1940 REM - ANMO CHECK 2815 FOR B1=1 T0 2

1950 IF A > 0 THEN 1970 2817 FOR B2=1 TO 60

1955 PRINT “YOU HAVE USED ALL OF YOUR ARROUS." 2820 READ BO

1960 F=-1 2822 NEXT B2

1970 RETURN 2824 NEXT B1

1980 REM - SEE IF ARROW IS AT LL1] OT LC2] 2830 DATA 2,3,20,1,3,4,1,2,4,2,3,5,4,6,7

1990 49=P(K) 2840 DATA 5,7,8,5,6,8,6,7,9,8,10,11,9,11,12

2000 IF A9 <> L(2) THEN 2040 2850 DATA 9,10,12,10,11,13,12,14,15,13,15,16,13,14,14
2010 PRINT “AHA! YOU GOT THE WUMPUS! HE WAS IN RODM";L(2) 2860 DATA 14,15,17,16,18,19,17,19,20,17,18,20,1,18,19
2020 F=1 2870 GOSUB 3240

2030 RETURN 2880 RETURN

2040 IF A9 <> L(1) THEN 1900 2890 REN - HEX NUT ON TORUS

2050 PRINT “DUCH! ARROW GOT YOU!" 2895 FOR B1=1 T0 3

2060 GOTO 1960 2897 FOR B2=1 TO 40

2070 REM - MOVE WUMPUS ROUTINE 2900 READ BO

2080 K=FNC(0) 2902 NEXT B2

2090 IF K=4 THEN 2140 2904 NEXT B1

2100 L(2)=5(L(2),K) 2910 DATA 6,10,14,4,7,17,7,8,18,8,9,19,9,10,20
2110 IF L(2) <> L THEN 2140 2920 DATA 1,2,15,2,3,11,3,4,12,4,5,13,5,6,14

2120 PRINT "TSK TSK TSK- WUMPUS GOT You!" 2930 DATA 7,16,20,8,16,17,9,17,18,10,18,19,6,19,20
2130 F=-1 2940 DATA 1,11,12,2,12,13,3,13,14,4,14,15,5,11,15
2140 RETURN 2950 GOSUB 3240

2150 REM - MOVE ROUTINE 2940 RETURN

2140 F=0 2970 REM - DENDRITE W/ DEGENERACIES

2170 60TO 2210 2975 FOR B1=1 TO 4

2180 PRINT “ERROR  “; 2977 FOR B2=1 TO 40

2190 INPUT 29 2980 READ BO

2200 PRINT "“*; 2982 NEXT B2

2210 PRINT "WHERE TO *; 2984 NEXT B1

2220 INPUT L 2990 DATA 1,1,5,2,2,5,3,3,6,4,4,6,1,2,7

2230 PRINT 3000 DATA 3,4,7,5,6,10,8,9,9,8,8,10,7,9,11

2240 IF L < 1 OR L > 20 OR ABS(L) <> INT(L) THEN 2180 3010 DATA 10,13,14,12,13,13,11,12,12,11,15,16,14,17,18
2250 FOR K=1 T0 3 3020 DATA 14,19,20,15,17,17,15,18,18,16,19,1%9,16,20,20
2260 REM - CHECK IF LEGAL MOVE 3030 GOSUB 3240

2270 IF S(L(1),K)=L THEN 2350 3040 RETURN

2280 MNEXT K 3050 REM - ONE WAY LATTICE

2290 IF L=L(1) THEN 2350 3055 FOR B1=1 T0 §

2300 PRINT "NOT POSSIBLE - “; 3057 FOR B2=1 T0 40

2310 INPUT Z9 3060 READ BO

2320 PRINT "*; 3062 NEXT B2

2330 60TO 2210 3044 NEXT Bi

2340 REM - CHECK FOR HAZARDS 3070 DATA 5,4,8,1,5,6,2,6,7,3,7,8,8,9,12

2350 L(1)=L 3080 DATA 5,9,10,6,10,11,7,11,12,12,13,16,9,13,14
2340 REM - MWUNPUS 3090 DATA 10,14,15,11,15,16,16,17,20,13,17,18,14,18,19
2370 IF L <> L(2) THEN 2430 3100 DATA 15,19,20,1,4,20,1,2,17,2,3,18,3,4,19
2380 PRINT “... 00PS! BUMPED A WUNPUS!'" 3110 GOSUB 3240

2390 REN -  MOVE A WUKPUS 3120 RETURN

2400 GOSUB 2080 3130 REN -  INPUT YDUR OWN CAVE

2410 IF F=0 THEN 2430 3140 FOR J=1 TO 20

2420 REM - PIT 3150 PRINT "ROON H";J;

2430 IF L <> L(3) AND L <> L(4) THEN 2480 3160 INPUT §(J,1),5(J,2),5(J,3)

2440 PRINT "YYYIIIEEEE . . . FELL IN A PIT" 3170 FOR K=1 T0 3

2450 F=-1 3180 IF S(J,K) > 0 AND S(J,K) < 21 AND ABS(S(J,K))=ABS(S(J,K)) THEN3210
2460 RETURN 3190 PRINT “sexs ERROR!!!11"

2470 REM - BATS 3200 GOTO 3150

2480 IF L <> L(S) AND L <> L(&) THEN 2520 3210 NEXT K

2490 PRINT "ZAP--SUPER BAT SNATCH! ELSEWHERESVILLE FOR YOU!" 3220 NEXT J

2500 L=FNA(1) 3230 RETURN

2510 60TO 2350 3240 REM - INPUT CAVE

2520 RETURN 3250 FOR J=1 TO 20

2530 REM - SELECT CAVE 3260 FOR K=1 70 3

2540 GOTO 2580 3270 READ S(J,K)

2550 PRINT “ERROR “; 3280 NEXT K

2560 INPUT 29 3290 NEXT J

2570 PRINT "“; 3300 RETURN

2580 PRINT “CAVE #(0-6) "; 3310 END

2585 RESTORE 0k
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From the editor of the best-selling book Basic Computer Games

84 mind-bending games for one or MORE players.
Easy to use on any computer.

Chuck-a-Luck, Four in a Row, Wumpus, Seabattle,
Life Expectancy, Dodgem, Grand Prix, TV Plot, MORE.

This book is for scholars and hackers and even MORE—for friends
and the whole family, even little kids. Trek across the desert. Evade
a man-eating rabbit. Become a millionaire. Step-by-step programs

and sample runs on Microsoft Basic, with conversion table.
Who could ask for MORE ? Everyone. Begin.

Dawvid H. Ahl, editor of Basic Computer Games and More Basic
Computer Games, is founder and publisher of Creative Computing,
the magazine of computer applications and software.

“For game addicts, one of the best resources for computer fun.”
—Michael Donner, Editor, Games magazine

“An important achievement and a very useful pioneering effort in
establishing the value of computer games.”
—Dr. Robert Taylor, Computer Center, Columbia University

“Home computer enthusiasts cannot do without this book. A must.”
—Gary Bitter, Professor of Education, Arizona State University

>>s7.95 TISBN: 0-89480-137-k



