






















































































































































































































































































































































































Warflsh 
In this game, you 're the commander 

of an American submarine with a 
mission to seek out and destroy as 
many Japanese ships as possible 
during World War II. 

You may up your periscope to search 
for Japanese ships, you may launch 
your torpedoes, or you may dive to 
avoid Japanese ships that are attacking 
you . 

For the most part, this is a game of 
random probabilities. To make it more 
interesting, you might wish to introduce 
a skill factor in terms of aiming your 
submarine or distance away from an 
enemy ship, size of the enemy ship, and 
so on . 

Warfish was written by Randy Wit. 

RUN 
UARfISH 

CREATIVE COMPUTING 
ftORP.ISTOUN, NEU JERSEY 

DO YOU DESIRE THE RULES Of UARFISH ? YES 

YOU CD"ftAND AH A"ER!CAH SUBMARINE THAT BEEN SENT OUT 
TO ATTACK SHIPS AT SEA DURING UORLD UAR TUO 

TH E ORDERS fHAT CAN BE GIVEN ARE THE FOLLOUIHG: 
- TO SEARCH FOR JAPANESE SHIPS 

TCR PEDO - TO LAUNCH AT JAPANESE SHIPS 
DIVE - TC JAPANESE SHIPS THAT ARE 

THESE ARE SOftE HISTORIC U.S. NAVY SUBMARINES -
TAUTOG, SILVERS!DES, CAVALLA, BLUEFISH, THRESHER 

SUORDFISH, oLASHER, TROUT,ARCHER 
SELECT ONE OF THE ABOVE, OR USE A NA"E OF YOUR CHOICE 
PR!NT THE HA"E OF YOUR SUB"ARIHE • TROUT 

JAPA NESE TORPEDO BOAT IS ATTACKING 

ORDERS, CO"MANDER ' DIVE 
DISTANCE Of JA PANESE TORPEDO BOAT 

1500 YARDS 
YARDS 

1 OOO YARDS 
750 YARDS 
5CO YARDS 
250 YARDS 
0 YARDS 

THE USS TROUT IS UNHURT 

ORDERS, COM"AHDER ' PERISCOPE 
JAPANESE FREIGHTER - 7500 TONS 

ORDERS, ! TORPEDO 
26 TORPEDOES LEFT 

NUMBER OF TORPEDOES TO FIRE? 2 
2 TORPEDOES FIRED - 0 HITS 

ORDERS, co""AHDER ? TORPEDO 
24 TOR PE LEFT 

NUMBER OF TORPEDOES TO FIRE? 3 
3 TORPEDOES FIRED - 0 HITS 

DEPTH OF USS TROUT 
0 FEET 
25 FEET 
50 FEET 

75 FEET 
100 FEET 
125 FEET 

150 FEET 
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ORDERS, co""ANDER 1 TORPEDO 
21 TORPEDOES LEFT 

NU"BER OF TORPEDOES TO FIRE? J 
J TORPEDOES FIRED - 1 HITS -FREIGHTER SUNK 

ORDERS, COH"ANDER ? PERISCOPE 
JAPANESE TRANSPORT - 11500 TONS 

ORDERS, CO"ftANDER ? TORPEDO 
18 TORPEDOES LEFT 

NU"BER OF TORPEDOES TO FIRE? J 
J TORPEDOES FIRED - 2 HlTS -TRANSPORT SUNK 

ORDERS, co""ANDER ! PERISCOPE 
JAPANESE Aft"UNITION SHIP - 9650 TONS 

ORDERS, COftHAHDER ! TORPEDO 
15 TORPEDOES LEFT 

NUHBER OF TORPEDOES TO FIRE? 2 
2 TORPEDOES FIRED - 0 HITS 

ORDERS, CO"HANDER ! TORPEDO 
13 TORPEDOES LEFT 

NU"BER OF TORPEDOES TO FIRE• J 
J TORPEDOES FIRED - 2 HITS -AM"UKITIOK SHIP SUNK 

ORDERS, COH"ANDER ! PERISCOPE 
JAPANESE AH"UNITION SHIP - 9650 TONS 

ORDERS, COHHANDER ' TORPEDO 
10 TORPEDOES LEFT 

NUHBER OF TORPEDOES TO FIRE? 2 
2 TORPEDOES FIRED - 1 HITS SHIP SUNK 

ORDERS, co""AHDER ' PERISCOPE 
JAPAHESE FREIGHTER - 9100 TONS 

ORDERS, CO"MAHDER ! TORPEDO 
8 TORPEDOES LEFT 

NU"BER OF TORPEDOES TO FIRE• 2 
2 TORPEDOES FIRED - 0 HITS 

ORDERS, co""ANDER ' TORPEDO 
6 TORPEDOES LEFT 

NU"BER OF TORPEDOES TO FIRE? J 
J TORPEDOES FIRED - 0 HITS 

ORDERS, CO"HAHDER 7 TORPEDO 
J TORPEDOES LEFT 

NU"BER Of TORPEDOES TO FIRE! 2 
2 TORPEDOES FIRED - 2 HITS -FREIGHTER SUNK 

ORDERS, co""ANDER ! PERISCOPE 
JAPANESE TRAHSPORT - 11500 TONS 

ORDERS, co""ANDER ' TORPEDO 
1 TORPEDOES LEFT 

NU"BER OF TORPEDOES TD FIRE! 1 
I TORPEDOES FIRED - 1 HITS -TRANSPORT SUNK 

THE USS TROUT HAS EXPENDED ALL OF ITS TORPEDOES 
COHGRATULATIOHS OH A SUCCESSFUL DEPLOYMENT 

THE SUB"ARIHE USS TROUT HAS SUNK A TOTAL OF 6 SHIPS 
THE EHE"Y TONNAGE SUNK IS 57900 TONS 

OK 



L!ST 

1 PRINT TABC25l"UARFISH" 
2 PRINT TABC20l"CREATIVE COMPUTING" 
3 PRINT TABC18l"HORRISTOUN, NEU JERSE Y" 
5 PRINT 
6 PRINT 
7 PRINT 
8 PRINT 
9 OIH ASC72l 
10 QO=RNDCl) 
30 PRINT"DO YOU DESIRE THE RULES Of UARFISH "; 
40 INPUT XS 
50 If Xt="NO" THEN 200 
51 If XS= "YES " THEN 60 
52 PRINT"YES OR NO ONLY, PLEASE." 
53 GOTO 30 
60 PRINT 
70 PRINT"YOU COHMAND AN AMERICAN SUBMARINE THAT BEEN SENT OUT" 
80 PRINT"TO ATTACK JAPANESE SHIPS AT SEA DURING UORLD UAR TUO" 
90 PRINT 
100 PRINT" THE ORDERS THAT CAN BE GIVEN ARE THE FOLLOUIN6:" 
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 SOHE HISTORIC U.S. NAVY SUBMARINES -" 
160 PRINT " TAUTOG, SILVERSIDES, CAVALLA, BLUEFISH, THRESHER" 
170 PRINT" SUORDFISH, FLASHER, TRllUT ,ARCHER" 
180 PRINT ' SELECT ONE Of THE ABOVE, OR USE A NAME OF YOUR CHOICE" 
200 PRINT"PRINT THE NAHE Of YOUR SUBHARINE • ; 
210 INPUT AS 
220 T=26 
230 D=INTCRND (l >•10 ! 
240 If D<6 THEN 330 
250 If D<> 6 AND D<> 7 THEN 270 
255 Rf="DESTROYER ' 
260 U=2100 
270 If D<>8 THEN290 
271 RS= "DESTROIER ESCORT" 
280 U=1350 
290 If D<> 9 THEN 310 
291 RS="TORPEDO BOAT ' 
300 U=7 0 
310 If D=6 OR D=7 THEN 313 
311 Q=l 
312 GOTO 314 
313 Q=2 
314 PRINT 
315 PRINT 

320 PRINT"JAPANESE ";Rs; • IS ATTACKING ' 
330 If D>= 6 THEN 340 
335 A=INTCRND(l !•10! 
340 PRINT 
350 PRINT 
360 PRINT'ORDERS, COMMANDER , 
370 INPUT CS 
371 CS=HIDSCCS, 1, 1) 
380 If CS= "P" THEN 420 
390 If CS="T" THEN 780 
400 If CS= "D" THEN 990 
410 GOTO 360 
420 l f D>5 DR Q>O THEN 760 
430 If A>=4 THEN 470 
435 RS="FREIGHTER" 
440 If A<> O AND A() 1 THEN 450 
445 U=6500 
450 If A<> 2 THEN 460 
455 U= 7SOO 
460 If A<>3 THEN 470 
465 U=8100 
470 If A<>7 AND A<>S THEN 490 
475 RS="TANKER " 
480 If A<> B THEN 485 
481 U=10000 
482 GOTO 490 
485 U=9500 
490 If A() 4 AND A<>5 THEN 510 
491 RS ="TRANSPDRT' 
500 If A<>5 THEN 505 
501 U=l 1500 
502 GOTO 510 
505 U=8800 
510 If A<>6 THEN 530 
515 Rt= "AHHUNITION SHIP ' 
520 U=9650 
530 If A>=9 OR A=6 THEN 540 
535 Q=1 
540 If A<>6 THEN 550 
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545 Q=l 
550 If A(9 THEN 760 
560 E=INTCRND<l )o>10l 
570 If E<> O THEN 590 
575 RS="BATTLESHJP " 
580 U=33500 
590 If E<> 1 THEN 610 
595 RS= "AIRCRAFT CARRIER" 
600 U=25700 
610 If E<> 2 THEN 630 
615 RS="HEAVY CRUISER" 
620 U= 9900 
630 If E<>3 THEN 650 
635 Rt= "LIGHT CRUISER" 
640 U=9600 
650 If E<> 4 AND E<>5 THEN 670 
655 Rt="DESTROYER' 
660 U=2100 
670 IF E<>6 AND E<> 7 THEN 690 
675 Rf="SUBHARINE" 
680 U=1500 
690 If E<>8 AND E<>9 THEN 710 
700 U=1350 
710 If E<=5 THEN 720 
715 Q=l 
720 If E<> 4 ANDE <> 5 THEN 730 
725 Q=2 
730 If E<> 2 AND E<>3 THEN 740 
735 0=3 
740 If E<> l THEN 750 
745 U=4 
750 IFE <> O THEN 760 
755 0=6 
760 PRINT'JAPANESE ";Rt;" - ";U;" TOHS " 
770 GOTO 340 
780 If O>=l THEN 800 
785 PRINT ' NO JAPAHESE SHIPS IH SIGHT - JUST OCEAN" 
790 If Q{1 THEN 360 
800 PRINT T;" TORPEDOES LEFT " 
810 PRIHT "NUHBER OF TORPEDOES TO FIRE "; 
820 INPUT R 
830 If R<O OR T-R<O THEH 810 
840 If R<> INT (R) THEN 810 
850 T=T-R 
860 S=INTCRND<1 )* 10) 
870 If S>R THEN 860 
llBO Q=Q-S 
890 If Q( =O THEN 900 
895 OS="DAHAGED" 
900 If 0) =1 THEN 930 
905 Ol="SUN K" 
910 O=O+U 
920 L=L+l 
930 PRINT R;" TORPEDOES FIRED - ";s; • HITS"; 
940 If S<>O THEN 950 
945 PRINT 
950 If S<=O THEN 960 
955 PRINT' - ·; RS;" ";as 
960 If D>5 AND O>O THEN 1140 
970 If T< l THEN 1160 
980 If 0( 1 THEN 230 
985 GOTO 340 
990 If D>=6 THEN 1000 
995 PRINT' THEN USS ';At;• IS HOT UHDER ATTACK " 
1000 IF D<6 THEN 360 
1010 U=INTCRNDC1>•10l•250+500 
1020 PRINT "DISTANCE OF JAPANESE ";Rt; " DEPTH OF USS ';AS 
1030 PRINT U;'YARDS •;z;"FEET" 
1040 U=U-250 
1050 Z=Z+25 
1060 If U>-250 THEN 1030 
1070 IF RS="TDRPEDO BOAT " THEN 1100 
1080 N=INTCRND < 1 )•10>•25+50 
1090 IF N+26 >Z AND H-26<Z THEH 1120 
1099 U=Z=O 
1100 PRINT "THE USS " ;At;" IS UNHURT " 
1110 Q=O 
1111 GOTO 230 
1120 PRINT "THE USS ";At;" HAS BEEN SUNK BY DEPTH CHARGES " 
1130 GOTO 1180 
1140 PRINT "THE USS 'At;• HAS BEEN SUNK BY GUNFIRE" 
1150 GOTO 1180 
1160 PRINT"THE USS ";At;• HAS EXPENDED ALL OF ITS TORPEDOES " 
1170 If O<•O THEN 1180 
1175 PRINT "CDNGRATULATIONS ON A SUCCESSFUL DEPLOYHENT" 
1180 PRINT 
1190 PRINT' THE SUBMARINE USS ";At;• HAS SUNK A TOTAL OF";L;" SHIPS" 
1200 PRINT" THE ENEHY TONNAGE SUNK IS •;o;• TONS ' 
1210 END 
OK 



Word Search Puzzle 

RUN 

This program generates the im­
mensely popular word-search puzzles 
containing names of Presidents, states, 
types of animals, fish, and every 
manner of objects. It asks you the 
length and width of the puzzle you wish 
generated and then the number of 
words to be hidden in the puzzle. As the 
instructions note, occasionally the com­
puter may find that it can't hide a 
particular word in the puzzle and will 
ask you if it should start over or if you 
want that particular word deleted. If 
you start over, try giving it fewer words 
or larger puzzle dimensions. The 
program hides the words fairly ef­
ficiently although you can usually 
improve on it slightly when you get the 
final puzzle out. Since you're probably 
just using this program for fun, it's 
generally more than adequate. 

This word search puzzle generator 
was originated by Leor Zolman. 

UORD SEARCH PUZZLE 
CREATIVE COMPUTING 

"ORRISTOUN, HEU JERSEY 

THIS PROGHA" IS A UORD SEARCH PUZZLE GENER~IOR! 1 

THE PROGRA" TAY.ES A SET OF INPUT STRINGS, PURGES ALL 
NOH-ALPHABETIC CHARACTERS OUT OF THEM, AHO INCORPORATES 
THEft INTO A UORD EEARCH PUZZLE. 

I" THE ~OUR~t or MAKING THE PUZZLE, THE MACHINE MAY 
FIND THAT IT CAN ' T ~UT A PARTICULAR UORD AffYUHERE, AND 
~o UILL ASY. rou IF IT SHOULD START THE UHOLE PUZZLE 
OVER. IF YOU DON ' T UAffT IT TO START OVER, TYPING ' HO ' 
UILL THROU AUAY THAT PARTICULAR UORD. IF THIS PERSISTS, 
TRY EITHER GIVING LESS UORDS OR BIGGER PUZZLE DIMENSIONS' 

HOU ftAHY COLU"HS DCES YOUR PRINTER HAVE? 72 
DO YOU UAHT A SOLUTION PRINTOUT? YES 
UHAT IS TO BE THE UIDTH or THE PUZZLE! 15 
THE LENGTH? 15 
UHAT 15 THE MAXIMUM HUMBER OF UORDS IN THE PUZZLE? 10 

HOU ENTER A HEADING THAT UILL BE PRINTED OVER THE PUZZLE: 
C 72 CHARACTERS MX IMU" ! > 
? COMPUTER LANGUAGES 
OK ••• ENTER A UORD AT EACH QUESTION MARK. 
TO REDO THE PREVIOUS UORD, TYPE A HYPHEN (-). 
UHEff YOU RUN OUT OF UORDS, TYPE A PERIOD C.l. 
? BAS*& · xs IC 
-banr.-
? FOR) <*3TRAN 
-fortran-
? P L I 
-ph-
7COB0 L++- ' ; 
-cobol-
? ASSEMBNLER 
-asse11bnler-
? -

REDO ;is ~e11bnler. 

? ASSEltBLER 
-asse11bler-
? RPG 
-rpg-
7 ALGOL 
-al9ol­
? LISP 
-Ji,p-
? SNOBOL 
-snobol­
? PILOT 
-p1lot-
THAT ' S IT ••• 10 UORDS. 
HOU LET "E POHOER THIS •••••• 
HOU MANY COPIES OF THIS PUZZLE DO rou UAHT? 1 
FOR EACH COPY, HIT RETURN TO BEGIN PRINTING .•. 
? 

COMPUTER LANGUAGES 

8 I U R U I X N R S K A T T Z 
0 G 0 M L G S L R E P A 0 Y S 
y v y p F r A z 0 I z K c r p 
P M T T R H P P L G ~ S S S Y 
Z S R 1 H B 5 0 J Y L N B X X 
E A C E K R T H S I 0 A H F N 
0 F a I L u K K a B B F ' R J 
0 L Q T S B V A 0 H U U F G C 
0 I L Y 0 A " L K U P 0 U P A 
K X P 0 G Z B E X M R R F U D 
" V C S B P S Y S T I L X S U 
I I I 0 I 0 R G R S V A Y T Y 
E H H D A L C A H U A Z U J K 
L A c R r L ff v K T r z 0 u c 
F V 0 Y U A J F U G P 0 J B V 

FIND THESE HIDDEN UORDS IN THE ABOVE PUZZLE: 

algol 
l tsp 
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basic 
pli 

cobol 
rpg 

fort ran 
snobol 



HERE IS THE ANSUER KEY: 

L p 

R L 
c 0 

B 
0 

L " 0 
p 0 G 8 

s 8 s 
I R R 

C A A 
N 

FIND THESE HIDDEN UORDS IN THE ABOVE PUZZLE: 

a lgal asse•bler basic 
l 1sp pt lot pl l 

LIST 
10 PRINT TABC20>;"UORD SEARCH PUZZLE" 
20 PRINT TABC20>;"CREATIVE COMPUTING" 
30 PRINT TABl18>;"HORRISTOUN, NEU JERSEY" 
40 PRINT:PRINT:PRIHT 

cabal 
rpg 

fort ran 
snobol 

50 PRINT" THIS PROGRAH IS A UORD SEARCH PUZZLE GENERATOR!!" 
60 PRINT "THE PROGRAH TAKES A SET Of INPUT STRINGS, PURGES ALL" 
70 PRINT "HOH-ALPHABETIC CHARACTERS OUT Of THEH, AHD INCORPORATES" 
BO PRINT "THEH INTO A UORD SEARCH PUZZLE." 
90 PRINT 
100 PRINT " IN THE COURSE Of HAKIHG THE PUZZLE, THE MACHINE HAY' 
110 PRINT "FIND THAT IT CAN ' T PUT A PARTICULAR UORD AHYUHERE, AND" 
120 PRINT ·so UILL ASK YOU IF IT SHOULD START THE UHOLE PUZZLE" 
130 PRINT "OVER. If YOU DON'T UANT IT TO START OVER, TYPING ' HO ' " 
140 PRINT "UILL THROU AUAY THAT PARTICULAR UORD. IF THIS PERSISTS," 
150 PRINT "TRY EITHER GIVING LESS UORDS OR BIGGER PUZZLE DIHEHSIONS!" 
160 PRINT:PRINT 
280 CLEAR 3000 
300 DEF FHAIZl=INTCRHDll )*Z+l > 
310 INPUT "HOU HANY COLUHNS DOES YOUR PRINTER HAVE";TU 
320 INPUT "DO YOU UAHT A SOLUTION PRIHTOUT";Xs 
330 INPUT "UHAT IS TO BE THE UIDTH OF THE PUZZLE";U:MD=U 
340 IF U•2<=TU THEN 345 
343 PRINT "THAT UILL NOT FIT IN";Tu;• COLUl1HS. " :GOTO 330 
345 IF U<1 THEN 330 
350 INPUT "THE LENGTH";L:If L>U THEN HD=l 
355 If L<1 THEN 350 
360 INPUT "UHAT IS THE HAXlHUH NUMBER OF UORDS IN THE PUZZLE";H 
370 IF H>=2 THEN 380 
375 PRINT 'SORRY; THERE MUST BE AT LEAST 2 UORDS.":GOTO 360 
380 PRINT 
390 DIH ASCL,U),USCH> 
400 DIH UCH,3l,DXYl8,2),DDC28l 
410 PRINT "NOU ENTER A HEADING THAT UILL BE PRINTED OVER THE PUZZLE:" 
420 PRINT "l";TU;'CHARACTERS HAXIHUH! l" 
430 INPUT XH 
440 PRINT "OK .•• ENTER A UORD AT EACH QUESTION HARK." 
450 PRINT "TO REDO THE PREVIOUS UORD, TYPE A HYPHEN 1-l." 
460 PRINT "UHEN YOU RUN OUT Of UORDS, TYPE A PERIOD I.>." 
470 FOR 1=1 TO H 
480 INPUT TS:If TS="-" THENI=I-l:PRINT "REDO ";USIIl;' ••• ":GOTO 480 
490 IF TS•"." THEN H•l-l:GOTO 660 

500 If LENITS!=O THEN PRINT "INPUT ERROR; REDO:":GOTO 480 
510 J=l 
520 TES=HIDSCTs,J,1l:If TES>="a" AND TES<="z" THEN 570 
525 If TES ( "A" OR TES>"Z" THEN 530 
527 TS=LEFTSCTS,J-1l+CHRSCASCIHIDSCTs,J,1ll+32l+RIGHTSITS,LENITSl-Jl 
530 If TES=TS THEN TS="": GOTO SOO c:; -
540 If J=LEHITSl THEN TS=LEFTSCTS,J-1):GOTO 580 :GOT0570 
550 IF J=1 THEN TS=RIGHTSCTS,LENITS)-ll:J=J-l:GOTO 570 
560 TS=LEFTSITS,J-ll+RIGHTSCTS,LEHCTS)-J):J=J-1 
570 J=J+l:IF J<=LEHITSl THEN 520 
580 PRINT "-";Ts;•-• 
600 If LEHCTSl <=HD THEN 610 
605 PRINT "THAT'S TOO LONG, I ' H AFRAID."; 
607 PRINT " TRY ANOTHER ONE:":GOTO 4BO 
610 FOR IZ=1 TO I-1: If USCIZl <> TS THEN HEXT:GOTO 630 
620 PRINT "YOU ENTERED THAT ONE ALREADY. TRY ANOTHER:":GOTO 480 
630 USCl>=TS 
640 NEXT I 
650 PRINT "THAT ' S IT ••• ";H;"UORDS." 
660 PRINT "HOU LET HE PONDER THIS •••.•• " 
680 FOR I=l TO H-1 
685 FOR J=I+l TO H 
690 IF LENCUSC!ll < LENCUSCJ)) THEN HZS=USll):USII>=USIJl:USCJl=HZS 
700 NEXT:HEXT 
710 FOR 1=1 TO B:READ DXYCl,1l,DXYCI,2):HEXT 
720 FOR 1=1 TO 28:READ DDCil:NEXT 
730 DATA O, 1, I, 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,B,1,3,5,7 
750 FOR I=1 TO H 
760 LH=LENCUSCI)l 
770 NT=O 
790 SD=DDCFHAl28l) 
BOO SX=FNAIUl:Xl=SX+CLN-l>*DXYISD,ll:IF X1 <1 OR Xl ) U THEN 790 
B10 SY=FHAILl:Xl=SY+ILN-1)•DXYCSD,2l:lf X1 <1 OR X1 >L THEN 790 
B20 HT=HT+1:IF NT <> U•L•2 THEN 850 
830 PRINT "COULDN ' T FIT ' ";user>;" ' IH THE PUZZLE." 
B32 INPUT "00 YOU UAHT HE TO START OVER";AS 
B34 If LEFTSIAS,ll="y" THEN 750 
B36 USIIl="":GOTO 950 
850 J=SY:K=SX 
B60 FOR P•1 TO LN 
B70 If LENCASCJ,K)l AND ASIJ,Kl <>HIDSCUSlll,P,1) THEN 790 
B80 J=J+DXY(SD,2l:K=K+DXY<SD,ll:HEXT P 
900 J=SY:K=SX 
910 FOR P=l TO LH:ASCJ,Kl=HIDSCUSII!,P,1l 
920 J=J+DXYCSD,2l:K=K+DXYISD,1l:NEXT 
940 Ull,l)=SX:UII,2!=SY:UII,3l=SD 
950 NEXT I 
970 FOR 1=1 TO L 
975 FOR J=l TO U 
980 If ASCI,Jl ="" THEN ASCI,J)=CHRSIFNAC26lt96l 
990 HEXT:NEXT 
1010 FOR I=l TO H-l:FOR J=l+l TO 11 
1020 IF USIIl <=USCJ) THEN 1030 
1021 HZS=USCl!:USCI!=USIJ):USIJ)=HZS 
1025 FOR K=l TO 3:HZ=UCI,Kl:U<I,Kl=UIJ,KJ:UCJ,Kl=HZ:HEXT 
1030 NEXTJ:NEXT I 
1040 INPUT "HOU HAHY COPIES Of THIS PUZZLE DO YOU UAHT";H 
1050 PRINT "FOR EACH COPY, HIT RETURN TO BEGIN PRINTING ••• • 
1060 FOR C=l TO N:GOSUB 1070:NEXT:GOTO 1230 
1070 INPUT AS:PRINT 
1080 T=CTU-2•Ul/2:PRIHT 
1090 PRINT 
1100 PRINT TABICTU-LEH<XYSll/2l;XYS 
1110 PRINT:PRINT 
1120 FOR J=l TO L:PRINT TABIT!; 
1130 FOR K=l TO U:If ASIJ,Kl="." THEN PRINT " ";:GOTO 1140 
1135 PRINT CHRSCASCCASCJ,K))-32!;" "; 
1140 HEXT:PRIHT:HEXT 
1150 PRINT:PRINT 
1160 PRINT "FIND THESE HIDDEN UORDS IN THE ABOVE PUZZLE:" 
1170 PRINT 
1180 FOR J=l TO H:If LENIUS(Jll=O THEN 1210 
1190 If POSIOl + LEHCUSIJll > TU-2 THEH PRINT 
1200 PRINT US<Jl, 
1210 HEXT:PRIHT:PRIHT:PRINT:PRIHT 
1 220 RETURN 
1230 If LEFTSCXS,1l="Y" OR LEFTSIXS,1)="y" THEN 1250 
1240 END 
1250 REH 
1260 FOR 1=1 TO L:FOR J=l TO U:ASll,J)=".":NEXTJ:NEXTI 
1270 FOR I=1 TO H 
1280 LH=LEHCUSClll:J=UII,2l:K=UCl,1) 
1290 FOR P=1 TO LN 
1300 ASIJ,K>=HIDSCUSII>,P,1l 
1310 J=J+DXYIUII,3l,2l:K=K+DXYIUCl,3),1l:NEXT 
1320 NEXT I 
1330 XYS='HERE IS THE ANSUER KEY:" 
1340 60SUB 1070 
1350 PRINT:PRINT 
1360 END 
o~ 



Wumpusl 

The Genesis of Wumpus 
Two years ago I 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. I 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 I chose was the vertices of a 
dodecahedron - simply because it's my favorite Platonic 
solid and once, ages ago, I 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 dodecanedron. 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, I saw that Map-making would be a 
regular activity of Wumpus-hunters. I 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 I 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 I noticed that the pits and the bats didn't 
affect the Wumpus. To explain this, I 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. 

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

The Birth of Wumpus 
Around a month later, I 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 I 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. I 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 write up arethe products of the talented 
and creative Gregory Yob . 



RUH 
UUllPUS 

CREATIVE COllPUTIHG llORRISTOUN, HEU JERSEY 

INSTRUCTIONS (Y-Nl? Y 
UELCOllE TO 'HUNT THE UUllPUS' 

THE UUllPUS LIVES IN A CAVE OF 20 ROOllS. EACH ROOll 
HAS 3 TUNNELS LEADING TO OTHER ROOllS. (LOOK AT A 
DODECAHEDRON TO SEE HOU THIS UORKS-IF YOU DON ' T KHOU 
UHAT A DODECHADRON IS, ASK SOllEONEl 

HAZARDS: 
BOTTOllLESS PITS - TUO ROOllS HAVE BOTTOllLESS PITS IN THEii 

IF YOU GO THERE, YOU FALL INTO THE PIT <&LOSE!) 
SUPERBATS - TUO OTHER ROOKS HAVE SUPER BATS. IF YOU 

60 THERE, A BAT GRABS YOU AND TAKES YOU TO SOllE OTHER 
ROOK AT RANDOii. <UHICH HIGHT BE TROUBLESOllEl 

UUllPUS: 
THE UUllPUS IS HOT BOTHERED BY THE HAZARDS <HE HAS SUCKER 
FEET AND IS TOO BIG FOR A BAT TO LIFT). USUALLY 
HE IS ASLEEP. TUO THINGS THAT UAKE Hiii UP: YOUR ENTERING 
HIS ROOK OR YOUR SHOOTING AH ARROU. 

IF THE UUKPUS UAKES, HE llOVES CP=.75) ONE ROOK 
OR STAYS STILL CP=.25). AFTER THAT, IF HE IS UHERE YOU 
ARE, HE EATS YOU UP Cl YOU LOSE!) 

YOU: 
EACH TURN YOU llAY llOVE OR SHOOT A CROOKED ARROU 

HOVING: YOU CAN 60 ONE ROOll CTHRU ONE TUNNEL) 
ARROUS: YOU HAVE 5 ARROUS. YOU LOSE UHEN YOU RUN OUT. 
EACH ARROU CAN GO FROll 1 TO 5 ROOKS. YOU Aill BY TELLING 
THE COllPUTER TTHE ROOlllS YOU UANT THE ARROU TO GO TO. 
IF THE ARROU CAN'T GO THAT UAY <IE NO TUNNEL> IT llOVES 
AT RANDOii TO THE NEXT ROOll. 

IF THE ARROU HITS THE UUllPUS, YOU UIN. 
IF THE ARROU HITS YOU, YOU LOSE. 

UARNINGS: 
UHEH YOU ARE ONE ROOll AUAY FROll UUllPUS OR HAZARD, 

THE COllPUTER SAYS: 
UUKPUS- ' I SHELL A UUllPUS ' 
BAT ' BATS NEARBY ' 
PIT ' I FEEL A DRAFT ' 

HUNT THE UUNPUS 

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

SHOOT OR KOVE <S-11)1 II 
UHERE TO? B 
ZAP--SUPER BAT SNATCH! ELSEUHEREVILLE FOR YOU! 

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

SHOOT OR llOVE (S-Kl? II 
UHERE TO? 13 

YOU ARE IN ROOll 13 
TUNNELS LEAD TO 12 14 20 

SHOOT OR llOVE CS-Ill? II 
UHERE TO? 14 

YOU ARE IN ROOH 14 
TUNNELS LEAD TO 4 13 15 

SHOOT OR llOVE CS-Ill? II 
UHERE TO? 15 

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

SHOOT OR llOVE CS-Ill? 6 
SHOOT OR llOVE CS-Ill? H 
UHERE TO? 6 

YOU ARE IN ROOll 6 
TUNNELS LEAD TO 5 15 

SHOOT OR llOVE CS-Ill? 5 
SHOOT OR llOVE (S-Hl? H 
UHERE TO? 5 

YOU ARE IN ROOll 
TUNNELS LEAD TO 4 6 
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SHOOT OR HOVE CS-Ill? H 
UHERE TO? 4 

YOU ARE IN ROOll 4 
TUNNELS LEAD TO 3 14 

SHOOT OR llOVE <S-11)1 II 
UHERE TO? 3 

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

SHOOT OR KOVE (S-11)? II 
UHERE TO! 12 

I SHELL A UUllPUS! 
YOU ARE IN ROOll 12 
TUNNELS LEAD TO 3 11 13 

SHOOT OR KOVE CS-Ill? S 
NO. OF ROOllS(1-5l? 1 
ROOH 11 11 
AHA! YOU GOT THE UUllPUS! 
HEE HEE HEE - THE UUllPUS ' LL GETCHA NEXT TillE!! 

LIST 
10 PRINT TAB<33l;"UUllPUS" 
20 PRINT TAB<15l;"CREATIVE COHPUTING HORRISTOUN, NEU JERSEY" 
22 PRINT 
24 PRINT 
26 PRINT 
30 PRINT "INSTRUCTIONS <Y-Nl"; 
40 INPUT U 
50 IF IS="N" THEN 60 
!15 GOSUB 1000 
60 REii- SET UP CAVE (DODECAHEDRAL NODE LISTI 
70 Diii SC20,3l 
80 FOR J=1 TO 20 
90 FOR K=1 TO l 
100 READ SCJ,Kl 
110 NEXT K 
120 NEXT J 
130 DATA 2,5,B,1,3,10,2,4,12,3,5,14,1,4,6 
140 DATA 5,7,15,6,8,17,1,7,9,8,10,18,2,9,11 
150 DATA 10,12,19,3,11,13,12,14,20,4,13,15,6,14,16 
160 DATA 15,17,20,l,16,18,9,1/,19,11,1~,20,IJ,16,19 
170 DEF FNACXl=INTC20•RNDC1))t1 
180 DEF FNB<Xl=INT<loRND(1) 1+1 
HO DEF FNC<Xl=INT<40RNDC1) l\+1 
200 REH- LOCATE L ARRAY ITEHS 
210 REii- 1-YOU,2-UU"PUS,314-PITS,536-BATS 
220 Diii L<6l,llC61 
230 FOR J=1 TO 6 
240 L<Jl=FNA(O) 
260 "(J):L(J) 
270 NEXT J 
280 REH- CHECI( FOR CROSSOVERS ( IE U ll=U 2 l ETC) 
2f0 FOR J=1 TO 6 
300 FOR K=J TO 6 
310 IF J=K THEN 330 
320 IF LCJl=LCK) THEN 240 
330 NEXT K 
340 NEXT J 
350 REii- SETH ARROS 



360 A=5 
365 L=U 1 l 
370 REH- RUH THE GAHE 
375 PRINT "HUNT THE UUNPUS" 
380 REH- HAZARD UARHINGS l LOCATIONS 
390 oosue 2000 
100 REH- HOVE OR SHOOT 
410 GOSUB 2500 
420 OH 0 GOTO 410,480 
430 REH- SHOOT 
440 GOSUB 3000 
450 IF F=O THEN 390 
460 GOTO 500 
470 REH- llOVE 
480 GOSUB 4000 
490 IF f=O THEN 390 
500 IF F>O THEN 550 
510 REH- LOSE 
520 PRINT 'HA HA HA - YOU LOSE!' 
530 GOTO 560 
540 REH- UIH 
550 PRINT 'HEE HEE HEE - THE UUllPUS ' LL GETCHA NEXT TIHE ! ! " 
560 FOR J=l TO 6 
570 UJl=H<Jl 
580 NEXT J 
590 PRINT "SAHE SET-UP (Y-Nl"; 
600 INPUT U 
610 IF IS <> •y• THEN 230 
620 GOTO 360 
1000 REH- INSTRUCTIONS 
1010 PRINT "UELCOllE TO ' HUNT THE UUllPUS ' " 
1020 PRINT " THE UUllPUS LIVES IN A CAVE OF 20 ROOllS. EACH ROOll" 
1030 PRINT "HAS J TUNNELS LEADING TO OTHER ROOllS. <LOOK AT A" 
1040 PRINT "DODECAHEDRON TO SEE HOU THIS UORKS-!F YOU DON ' T KNOU" 
1050 PRINT "UHAT A DODECHADROH IS, ASK SOHEONEl" 
1060 PRINT 
1070 PRINT " HAZARDS:" 
1080 PRINT "BOTTOHLESS PITS - TUO ROOllS HAVE BOTTOHLESS PITS IN THEH" 
1090 PRINT " IF YOU GO THERE, YOU FALL INTO THE PIT <& LOSE!l" 
1100 PRINT "SUPER8ATS - TUO OTHER ROOHS HAVE SUPER BATS. IF YOU" 
1110 PRINT" GO THERE, A BAT GRABS YOU AND TAKES YOU TO SOllE"; 
1115 PRINT "OTHER" 
1120 PRINT " ROOH AT RANDOH. <UHICH ll!GHT BE TROUBLESOHEl" 
11 JO PRINT 
1140 PRINT " ~UHPUS:" 
1150 PRINT "THE UUllPUS IS HOT BOTHERED BY THE HAZARDS CHE HAS SUCKER" 
1160 PRINT "FEET AHO IS TOO BIG FOR A SAT TO LIFT>. USUALLY" 
1170 PRINT "HE IS ASLEEP. TUO THINGS THAT UAKE HIH UP: YOUR ENTERING" 
1180 PRINT "HIS ROOH OR YOUR SHOOTING AN ARROU." 
1190 PRINT " If THE UUHPUS UAKES, HE HOVES <P=.75l ONE ROOll" 
1200 PRINT "OR STAYS STILL <P=.25l. AFTER THAT, If HE IS UHERE YOU" 
1210 PRINT "ARE, HE EATS YOU UP <&YOU LOSE!l" 
1220 PRINT 
1230 PRINT YOU:" 
1240 PRINT "EACH TURN YOU HAY MOVE OR SHOOT A CROOKED ARROU" 
1250 PRINT " HOVING: YOU CAN GO ONE ROOll <THRU ONE TUNNEL)" 
1260 PRINT ARROUS: YOU HAVE 5 ARROUS. YOU LOSE UHEN YOU RUN OUT." 
1270 PRINT EACH ARROU CAN GO FROH 1 TO 5 ROOKS. YOU AIH BY •; 
1275 PRINT "TELLING" 
1280 PRINT • THE COHPUTER TTHE ROOllMS YOU UANT THE ARROU TO GO TO." 
1290 PRINT " If THE ARROU CAN ' T GO THAT UAY tIE NO TUNNELi IT "; 
1295 PRINT "HOVES" 
1300 PRINT " AT RANDOH TO THE NEXT ROOll." 
1310 PRINT " IF THE ARROU HITS THE UUllPUS, YOU UIN." 
1320 PRINT " IF THE ARROU HITS YOU, YOU LOSE." 
1330 PRINT 
1340 PRINT " UARNINGS:" 
1350 PRINT • UHEN YOU ARE ONE ROOll AUAY FROll UUMPUS OR HAZARD," 
1360 PRINT " THE COHPUTER SAYS:" 
1370 PRINT "UUllPUS- ' I SHELL A UUhPUS ' " 
1380 PRINT "BAT ' BATS NEARBY ' " 
1390 PRINT "PIT ' I FEEL A DRAFT ' " 
1400 PRINT 
1410 RETURN 
2000 REH- PRINT LOCATION ~ HAZARD UARNINGS 
2010 PRINT 
2020 FOR J= 2 TO 6 
2030 FOR K=1 TO 3 
2040 IF StU1 l,Kl <>UJl THEN 2110 
2050 ON J-1 GOTO 2060,2080,2080,2100,2100 
2060 PRINT "I SNELL A UUllPUS!" 
2070 GOTO 2110 
2080 PRINT "! FEEL A DRAFT!" 
2090 GOTO 2110 
2100 PRINT "BATS NEARBY'" 
2110 NEXT K 
2120 NEXT J 
2130 PRINT "YOU ARE IN ROON ";Lt1l 
2140 PRINT "TUNNELS LEAD TO ";S<L,1l;S<L,2l;S<L,3> 
2150 PRINT 
2160 RETURN 
2500 REN- CHOOSE OPTION 
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2510 PRINT "SHOOT OR MOVE <S-Hl"; 
2520 INPUT IS 
2530 IF IS <> "S" THEN 2560 
2540 0=1 
2550 RETURN 
2560 IF U <> "II" THEN 2510 
2570 0=2 
2580 RETURN 
3000 REH- ARROU ROUTINE 
3010 F=O 
3020 REH- PATH OF ARROU 
3030 L=U 11 
3040 PRINT "NO. OF ROOllS(1-5l"; 
3050 INPUT J9 
3060 If J9(1 OR J9) 5 THEN 3040 
3070 FOR K=1 TO J9 
3080 PRINT "ROOll H"; 
3090 INPUT P<Kl 
3095 IF K <= 2 THEN 3115 
3100 IF PtKI <> P<K-2l THEN 3115 
3105 PRINT "ARROUS AREN ' T THA TCORRKED - TRY ANOTHER ROOH" 
3110 GOTO 3080 
3115 NEXT K 
3120 REH- SHOOT ARROU 
3140 FOR K=1 TO J9 
3150 FOR K1=1 TO 3 
3160 IF S!L,Kl l=P<KI THEN 3295 
3170 NEXT K1 
3180 REH- HO TUNNEL FOR ARROU 
3190 L=S<L,FNB< 1 l I 
3200 GOTO 3300 
3210 NEXT I( 
3220 PRINT "MISSED" 
3225 L=U 1 l 
3230 REii- MOVE UUllPUS 
3240 GOSUB 3370 
3250 REH- AHMO CHECK 
3255 A=A-1 
3260 If A>O THEN 3280 
3270 F=-1 
3280 RETURN 
3290 REii- SEE IF ARROU IS AT Lt1l OR L(2l 
3295 L=P(KI 
3300 IF L <> L(21 THEN 3340 
3310 PRINT "AHA! YOU GOT THE UUHPUS!" 
3320 F= 1 
3330 RETURN 
3340 IF L <> U 11 THEN 3210 
3350 PRINT "OUCH! ARROU GOT YOU!" 
3360 GOTO 3270 
3370 REH- HOVE UUllPUS ROUTINE 
3380 K=FHC(OI 
3390 IF K=4 THEN 3410 
3400 Lt21=S<L<2l,Kl 
3410 IF L<2l <> L THEN 3440 
3420 PRINT "TSK TSK TSK - UUMPUS GOT YOU'" 
3430 F=-1 
3440 RETURN 
4000 REH- HOVE ROUTINE 
4010 F=O 
4020 PRINT "UHERE TO"; 
4030 INPUT L 
4040 IF L<1 OR L)20 THEN 4020 
4050 FOR K=1 TO J 
4060 REii- CHECK IF LEGAL HOVE 
4070 IF StL(1l,Kl=L THEN 4130 
4080 NEXT K 
4090 If L=Lt1l THEN 4130 
4100 PRINT "NOT POSSIBLE -•; 
4110 GOTO 4020 
4120 REii- CHECK FOR HAZARDS 
4130U1l=L 
4140 REH- UUllPUS 
4150 IF L <> L!2) THEN 4220 
4160 PRINT " ... OOPS! BUMPED A UUllPUS!" 
4170 REH- HOVE ~UHPUS 
4180 GOSUB 3380 
4190 If F=O THEN 4220 
4200 RETURN 
4210 REH- PIT 
4220 IF L <> L<3l AND L <> L(4) THEN 4270 
4230 PRINT "YYYII!IEEEE ..• FELL IN PIT" 
4240 F=-1 
4250 RETURN 
4260 REH- BATS 
4270 IF L <> L<51 AND L <> L(6l THEN 4310 
4280 PRINT "ZAP--SUPER BAT SNATCH! ELSEUHEREVILLE FOR YOU!" 
4290 L=FHA<1 l 
4300 GOTO 4130 
4310 RETURN 
5000 END 
o~ 



Wumpus2 
Hark!! The weary Wumpus hunter, wan from 50 days in 

the Terminal Caverns, exhausted and with al I 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 \Numpus player 
looks up with bloodshot eyes and implores : "How do I get 
out of here?") 

I suspected that the dodecahedron may prove a bit 
boring after a few thousand games, so I 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 

fami~iar. 

CAVE 1 (Mobius Strip) 
SincEf 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 so.) 

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 iDo 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. I 
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 before 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 

Cove I 
(Mob;..,. Strip) 

Cove 3 
(Toroidal Hex Not) 

Cove 5 
(Ono Way Only) 

Cave 2 
(String of Beadi) 

Cove 4 
(O.ndrito) 

Cave 0 
(the usuc l) 

Cove 6 
(Anything You Like) 



RUN 
UUHPUS 2 

CREATIVE COHPUTING 
"ORRISTOUN NEU JERSEY 

INSTRUCTIONS? YES 

UELCO"E TO UUHPUS II 
THIS VERSION HAS THE SA"E RULES AS ' HUNT THE UU"PUS ' . 
HOUEVER, YOU HOU HAVE A CHOICE OF CAVES TO PLAY IN. 
SO"E CAVES ARE EASIER THAN OTHERS. ALL CAVES HAVE 20 
ROO"S AND 3 TUNNELS LEADING FRO" ONE ROO" TO OTHER ROO"S. 
THE CAVES ARE: 

0 - DODECAHEDRON THE ROO"S OF THIS CAVE ARE ON A 
12-SIDED OBJECT, EACH FOR"ING A PENTAGON. 
THE ROO"S ARE AT THE CORNERS OF THE PENTAGONS. 
EACH ROO" HAVING TUNNELS THAT LEAD TO 3 OTHER ROO"S 

1 - "OBIUS STRIP THIS CAVE IS TUO ROO"S 
UIDE AND 10 ROO"S AROUND (LIKE A BELT) 
YOU UILL NOTICE THERE IS A HALF TUIST 
SO"EUHERE. 

2 - STRING OF BEADS FIVE BEADS IN A CIRCLE. 
EACH BEAD IS A DIA"OND UITH A VERTICAL 
CROSS-BAR. THE RIGHT I LEFT CORNERS LEAD 
TO NEIGHBORING BEADS. (THIS ONE IS DIFFICULT 
TO PLAY> 

3 - HEX NEUORK I"AGINE A HEX TILE FLOOR. TAKE 
A RECTANGLE UITH 20 POINTS <INTERSECTIONS> 
INSIDE <4X4). JOIN Rl6HT I LEFT SIDES TO HAKE A 
CYLINDER. THEN JOIN TOP I BOTTO" TO FORH A 
TORUS <DOUGHNUT). 
HAVE FUN I"AGINING THIS ONE!! 

CAVES 1-3 ARE REGULAR IN A SENSE THAT EACH ROOH 
GOES TO THREE OTHER ROO"S I TUNNELS ALLOU TUO­
UAY TRAFFIC. HERE ARE SOftE ' IRREGULAR ' CAVES: 

4 - DENDRITE UITH DEGENERACIES PULL A PLANT FRO" 
THE GROUND. THE ROOTS I BRANCHES FORH A 
DENDRITE - IE., THERE ARE NO LOOPING PATHS 
DEGENERACY "EANS Al SOftE ROOftS CONNECT TO 
THE"SELVES AND B> SO"E ROOHS HAVE HORE THAN ONE 
TUNNEL TO THE SA"E OTHER ROD" !E, 12 HAS 
TUO TUNNELS TO 13. 

S - ONE UAY LATTICE HERE ALL TUNNELS GO ONE 
UAY ONLY. TO RETURN, YOU "UST GO AROUND THE CAVE 
<ABOUT S "OVES>. 

6 - ENTER YOUR OUN CAVE THE COftPUTER UILL ASK YOU 
THE ROO"S NEXT TO EACH ROD" IN THE CAVE. 

FOR EXAftPLE: 
ROO" 11 ? 2,3,4 - YOUR REPLY Of 2,3,4 

"EANS ROO" 1 HAS TUNNELS GOING TO ROO"S: 
2, 3, ' 4. 

HAPPY HUNTING! 
CAVE 1(0-61 ? 4 

HUNT THE UU"PUS 

I S"ELL A UUHPUS! 
BATS NEARBY! 
YOU ARE IN ROO" 11 TUNNELS LEAD TO 13 14 12 

SHOOT OR "OVE ? S 

HO. Of ROO"S ? 1 

ROO" IT 13 

HISSED 
SHOOT OR HOVE ? H 

UHERE TO ? 13 

ZAP--SUPER BAT SNATCH! ELSEUHERESVILLE FOR YOU! 

YOU ARE IN ROOH 6 TUNNELS LEAD TO 4 7 5 

SHOOT OR "OVE ? H 

UHERE TO ? 4 
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BATS NEARBY! 
YOU ARE IN ROOH 

SHOOT OR "OVE ? H 

UHERE TO ? 4 

BATS NEARBY! 
YOU ARE IN ROOH 

SHOOT OR HOVE ? H 

UHERE TO ? 6 

YOU ARE IN ROOH 

SHOOT OR ftOVE ? " 
UHERE TO ? 5 

YOU ARE IN ROO" 

SHOOT OR ftOVE ? H 

UHERE TO ? 2 

YOU ARE IN ROOlt 

SHOOT OR "OVE 1 It 

UHERE TO ? 3 

YOU ARE IN ROOlt 

SHOOT OR "OVE ? H 

UHERE TO ? 6 

YOU ARE IN ROOlt 

SHOOT OR "OVE ? It 

UHERE TO 1 7 

YOU ARE IN ROOft 

SHOOT OR ftOVE 1 H 

UHERE TO ? 10 

I FEEL A DRAFT! 
YOU ARE IN ROOft 

SHOOT OR ftOVE ? H 

UHERE TO 7 11 

I SHELL A UUHPUS! 
BATS NEARBY! 
YOU ARE IN ROOH 

SHOOT OR "OVE ? S 

NO. OF ROOltS ? 1 

ROOH I? 12 

4 

5 

2 

6 

10 

11 

TUNNELS LEAD TO 4 6 1 

TUNNELS LEAD TO 4 6 1 

TUNNELS LEAD TO 4 7 s 

TUNNELS LEAD TO 2 7 J 

TUNNELS LEAD TO 2 s 3 

TUNNELS LEAD TO 3 6 4 

TUNNELS LEAD TO 4 7 s 

TUNNELS LEAD TO 6 10 

TUNNELS LEAD TO 9 11 

TUNNELS LEAD TO 13 14 

AHA! YOU GOT THE UUftPUS ! HE UAS IN ROO" 12 

9 

10 

12 

HEE HEE HEE - THE UUftPUS ' LL GET YOU NEXT TI"E!! 
PLAY AGAIN? HO 

Ok 



LIST 
3 PRINT TAB<25l ·uu"PUS 2' 
4 PRINT TAB<20l 'CREATIVE COMPUTING" 
5 PRINT TAB<18) '"ORRISTOUN NEU JERSEY" 
7 PRINT 
10 PRINT 
15 PRINT 
20 RE"- UU"PUS VERSION 
30 DI" S<20,3> 
40 DI" L<6>,"<6>,P<5> 
50 PRINT "INSTRUCTIONS"; 
60 INPUT IS 
70 PRINT 
80 IF LEFT$(IS,1> <> "Y' THEN 130 
100 GOSUB 700 
110 RE"- CHOOSE AND SET UP CAVE 
130 GOSUB 2530 
140 DEF FNA<X>=INT(20•RND<1))t1 
150 DEF FNB<X>=INT<3•RND(1))t1 
160 DEF FNC<X>=INT<4*RND(1))+1 
170 RE" LOCATE L ARRAY ITEMS 
180 RE" 1-YOU, 2-UUMPUS, 3&4-PITS, . 5!6-BATS 
210 FOR J=1 TO 6 
220 L<J>=FNA<Ol 
230 H!J>=L<J> 
240 NEXT J 
250 REH CHECK FOR CROSSOVERS <IE L!1l=L<2> ETC> 
260 FOR J=1 TO 6 
270 FOR K=J TO 6 
280 IF J=K THEN 300 
290 IF L<J>=L!K> THEN 210 
300 NEXT K 
310 NEXT J 
320 REH SET M ARROUS 
330 A=5 
340 L=L< 1 > 
350 REH- RUN THE GAME 
360 PRINT "HUNl THE UUHPUS" 
370 RE" - HAZARDS UARHIHGS AND LOCATION 
380 GOSUB 1230 
390 REH HOVE OR SHOOT 
400 GOSUB 1400 
410 ON 0 GOTO 430 1 470 
420 RE" SHOOT 
430 GOSUB 1550 
440 IF F=O THEN 400 
450 GOTO 490 
460 REH "OVE 
470 GOSUB 2150 
480 IF F=O THEN 380 
490 IF F > 0 THEN 540 
500 RE" LOSE 
510 PRINT "HA HA HA - YOU LOOSE'" 
520 GOTO 550 
530 REH UIN 
540 PRINT "HEE HEE HEE - THE UUMPUS ' LL GET YOU NEXT TIHE! !" 
550 FOR J=1 TO 6 
560 L<J>=H<J> 
570 NEXT J 
580 PRINT "PLAY AGAIN"; 
590 INPUT IS 
595 PRINT 
600 PRINT 
620 IF LEFTS(IS,1) <> ' Y" THEN 3310 
640 PRINT "SAHE SET-UP •; 
650 INPUT IS 
660 PRINT 
670 IF LEFTS<IS,1) <> "Y" THEN 130 
680 GOTO 330 
700 REH - INSTRUCTIONS 
710 PRINT "UELCOME TO UUHPUS II" 
720 PRINT "THIS VERSION HAS THE SAHE RULES AS ' HUNT THE UUMPUS ' ." 
730 PRINT "HOUEVER, YOU HOU HAVE A CHOICE Of CAVES TO PLAY IN." 
740 PRINT "SOME CAVES ARE EASIER THAN OTHERS. ALL CAVES HAVE 20" 
750 P~ItrT "ROOMS AND 3 TUNNELS LEADING FROH ONE ROD" TO OTHER ROOHS. " 
760 PRINT "THE CAVES ARE:" 
770 PRINT " 0 - DODECAHEDRON THE ROOHS Of THIS CAVE ARE ON A' 
780 PRINT " 12-SIDED OBJECT, EACH FOR"ING A PENTAGON." 
790 PRINT " THE ROO"S ARE AT THE CORNERS OF THE PENTAGONS." 
800 PRINT ' EACH ROO" HAVING TUNNELS THAT LEAD TO 3 OTHER ROOMS" 
805 PRINT 
810 PRINT 
820 PRINT ' 
830 PRINT " 
840 PRINT • 

- HOBIUS STRIP THIS CAVE 
UIDE AND 10 ROO"S AROUND 
YOU UILL NOTICE THERE IS 
SO"EUHERE. " 

IS TUO ROOMS" 
<LIKE A BELT>" 
A HALF TUIST" 
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850 PRINT 
2 -

3 -

STRING OF BEADS FIVE BEADS IN A CIRCLE. ' 
EACH BEAD IS A D!A"OND UITH A VERTICAL" 
CROSS-BAR. THE RIGHT & LEFT CORNERS LEAD" 
TO NEIGHBORING BEADS. !THIS ONE IS DIFFICULT" 
TO PLAY>" 

HEX NEUORK IMAGINE A HEX TILE FLOOR. TAKE " 
A RECTANGLE UITH 20 POINTS <INTERSECTIONS!" 
INSIDE <4X4). JOIN RIGHT! LEFT SIDES TO HAKE A" 
CYLINDER. THEN JOIN TOP & BOTTOM TO FORM A" 
TORUS <DOUGHNUT).• 
HAVE FUN I"AGIHING THIS ONE! !" 

860 PRINT " 
870 PRINT " 
880 PRINT ' 
890 PRINT ' 
900 PRINT " 
910 PRINT 
no PRINT • 
930 PRINT " 
940 PRINT " 
950 PRINT " 
960 PRINT ' 
970 PRINT " 
980 PRINT 
990 PRINT " 
1000 PRINT 
1010 PRINT 
1020 PRINT 
1030 PRINT " 
1040 PRINT 
1050 PRINT " 
1060 PRINT " 
1070 PRINT 
1080 PRINT • 
1090 PRINT " 
1100 PRINT 
1110 PRINT" 
1120 PRINT " 
1130 PRINT 
1140 PRINT 

CAVES 1-3 ARE REGULAR IN A SENSE THAT EACH ROOM" 
"GOES TO THREE OTHER ROO"S & TUNNELS ALLOU TUO-" 
"UAY TRAFFIC. HERE ARE SO"E ' IRREGULAR ' CAVES: ' 

1160 PRINT 
1170 PRINT 
1180 PRINT" 
1190 PRINT " 
1200 PRINT " 

- DENDRITE UITH DEGENERACIES PULL A PLANT FRO"" 
THE GROUND. THE ROOTS & BRANCHES FORM A " 
DENDRITE - IE., THERE ARE HO LOOPING PATHS" 
DEGENERACY HEAHS Al SO"E ROOMS CONNECT TO" 
THE"SELVES AND 8) SO"E ROOMS HAVE HORE THAN ONE" 
TUNNEL TO THE SA"E OTHER ROOM IE, 12 HAS " 
TUO TUNNELS TO 13." 

5 - ONE UAY LATTICE HERE ALL TUNNELS GO ONE" 

6 -

UAY ONLY. TO RETURN, YOU HUST GO AROUND THE CAVE ' 
<ABOUT 5 HOVESI." 

ENTER YOUR OUN CAVE THE COMPUTER UILL ASK YOU" 
THE ROO"S NEXT TO EACH ROOM IN THE CAVE." 

FOR EXA"PLE:" 
ROD" Ml ! 2,3,4 - YOUR REPLY OF 2,3,4 

"EANS ROO" I HAS TUNNELS GOING TO ROO"S:" 
1210 PRINT " 2, 3, & 4." 
1220 PRINT " HAPPY HUNTING!" 
1225 RETURN 
1230 RE" 
1240 PRINT 
1250 FOR J=2 TO 6 
1260 FOR K=l TO 3 
1270 IF S<L<1 >,Kl <> L(J) THEN 1340 
1280 ON J-1 GOTO 1290,1310,1310,1330,1330 
1290 PRINT "I S"ELL A UU"PUS !" 
1300 GOTO 1340 
1310 PRINT "I FEEL A DRAFT!" 
1320 GOTO 1340 
1330 PRINT "BATS NEARBY !" 
1340 NEXT K 
1350 NEXT J 
1360 PRINT "YOU ARE IN ROO" ";L<l 1; 
1370 PRINT" TUNNELS LEAD TO ";S<L,1>;S!L,2l;S<L,3> 
1380 PRINT 
1390 RETURN 
1400 RE"- CHOOSE OPTION 
141 0 GOTO 1450 
1420 PRINT "ERROR •; 
1430 INPUT Z9 
1440 PRINT ""; 
1450 PRINT "SHOOT OR HOVE "; 
1460 INPUT IS 
1470 PRINT 
1490 IF LEFTS<IS,1> <> "S" THEN 1520 
1500 0=1 
1510 RETURN 
1520 IF LEFTS<IS,11 <> "M" THEN 1420 
1530 0=2 
1540 RETURN 
1550 REH- ARROU ROUTINE 
1560 F=O 
1570 RE" - PATH OF ARROU 
1590 GOTO 1630 
1600 PRINT "ERROR "; 
1610 INPUT Z9 
1620 PRINT , 
1630 PRINT 'NO. OF ROOMS • ; 
1640 INPUT J9 
1650 PRINT 
1670 IF J9 < 1 OR J9 > 5 OR INT(J9) <> ABS<J9) THEN 1600 



1680 FOR K=1 TO J9 
1690 PRIHT "ROO" 1•; 
1700 IHPUT P<K> 
1710 PRINT 
1730 If P<K> > 0 AND P<K> < 21 AND IHT<P<K>>=ABS<P<K>> THEN 1780 
1740 PRINT "ERROR •; 
1750 IHPUT Z9 
1760 PRINT ••; 
1770 GOTO 1690 
1780 NEXT K 
1790 PRINT 
1800 RE" - SHOOT ARROU 
1810 A=A-J9 
1820 A9=L< 1) 
1830 FOR K=1 TO J9 
1840 FOR K1=1 TO 3 
1850 If S<A9,K1l=P<K> THEN 1990 
1860 NEXT Kl 
1870 RE" - HO TUNNEL FOR THE ARROU 
1880 A9=5(A9,FNB(1)) 
1 890 GOTO 2000 
1900 NEXT K 
1910 PRINT "MISSED" 
1920 RE" - "OVE UUMPUS 
1930 SOSUB 2070 
1940 RE" - AM"O CHECK 
1950 If A > 0 THEN 1970 
1955 PRINT "YOU HAVE USED ALL Of YOUR ARROUS." 
1960 f=-1 
1970 RETURN 
1980 RE" - SEE If ARROU IS AT L(1J OT L(2J 
1990 A9=P<K> 
2000 If A9 <> L<2> THEN 2040 
2010 PRINT "AHA! YOU GOT THE UU"PUS! HE UAS IN ROOM";L<2) 
2020 f=1 
2030 RETURN 
2040 If A9 <> L<1> THEN 1900 
2050 PRINT "OUCHI ARROU GOT YOUI" 
2060 GOTO 1960 
2070 RE" - "OVE UUNPUS ROUTINE 
2080 K=FNC<O> 
2090 If K=4 THEN 2140 
2100 L<2>=S<L<2l,K> 
2110 IF L<2> <> L THEN 2140 
2120 PRINT "TSK TSK TSK- UUNPUS GOT YOU'" 
2130 F=-1 
2140 RETURN 
2150 RE" - HOVE ROUTINE 
2160 f=O 
2170 GOTO 2210 
2180 PRINT "ERROR •; 
2190 INPUT Z9 
2200 PRINT ••; 
2210 PRINT "UHERE TO •; 
2220 INPUT L 
2230 PRINT 
2240 If L < 1 OR L > 20 OR ABS<L> <> INTtL) THEN 2180 
2250 FOR K=1 TO 3 
2260 REH - CHECK If LEGAL HOVE 
2270 If S<L<1>,K>=L THEN 2350 
2280 NEXT K 
2290 If L=L(l) THEN 2350 
2300 PRINT "HOT POSSIBLE - •; 
2310 INPUT Z9 
2320 PRINT • • ; 
2330 GOTO 2210 
2340 RE" - CHECK FOR HAZARDS 
2350 L< 1 >=L 
2360 REH - UUHPUS 
2370 If L <> L(2) THEN 2430 
2380 PRINT " ••• OOPS' BUMPED A UUNPUS'" 
2390 RE" - HOVE A UU"PUS 
2400 GOSUB 2080 
2410 IF f=O THEN 2430 
2420 RE" - PIT 
2430 IF L <> L(3) AND L <> L<4> THEN 2480 
2440 PRINT "YYYlllEEEE . FELL IN A PIT" 
2450 f=-1 
2460 RETURN 
2470 RE" - BATS 
2480 IF L <> L<5l AND L <> L(6) THEN 2520 
2490 PRINT "ZAP--SUPER BAT SNATCH' ELSEUHERESVILLE FOR YOU!" 
2500 L=FHA ( 1 ) 
251 0 SOTO 2350 
2520 RETURN 
2530 REH - SELECT CAVE 
2540 SOTO 2580 
2550 PRINT "ERROR "; 
2560 INPUT Z9 
2570 PRINT ••; 
2580 PRINT "CAVE •<0-6l •; 
2585 RESTORE 

2590 IHPUT H 
2600 PRIHT 
2620 IF N<O OR H>6 OR INT(N) <> ABS(Nl THEN 2550 
2630 OH H+1 GOSUB 2750,2730,2810,2890,2970,3050,3130 
2640 RETURN 
2650 RE" - DODECAHEDRON 
2670 DATA 2,5,8,1,3,10,2,4,12,3,5,14,1,4,6 
2680 DATA 5,7,15,6,8,17,1,7,9,8,10,18,2,9,11 
2690 DATA 10,12,19,3,11,13,12,14,20,4,13,15,6,4,16 
2700 DATA 15,17,20,7,16,18,9,17,19,11,18,20,1316,19 
2710 GOSUB 3240 
2720 RETURN 
2730 RE" - "081US STRIP 
2735 FOR 81 =1 TO 1 
2737 FOR 82=1 TO 60 
2740 READ BO 
2742 NEXT 82 
2744 NEXT B1 
2750 DATA 20,2,3,19,1,4,1,4,5,2,3,6,3,6,7 
2760 DATA 4,5,8,5,8,9,6,7,10,7,10,11,8,9,12 
2770 DATA 9,12,13,10,11,14,11,14,1S,12,13,16,12,16,17 
2780 DATA 14,15,1B,15,18,19,16,17,20,2,17,20,1,18,19 
2790 SOSUB 3240 
2800 RETURN 
2810 RE" - STRING Of BEADS 
2815 FOR 81 =1 TO 2 
2817 FOR 82=1 TO 60 
2820 READ BO 
2822 NEXT 82 
2824 HEXT B1 
2830 DATA 2,3,20,1,3,4,1,2,4,2,3,5,4,6,7 
2B40 DATA 5,7,8,5,6,8,6,7,9,8,10,11,9,11,12 
2850 DATA 9,10,12,10,11,13,12,14,15,13,15,16,13,H,16 
2860 DATA 14,15,17,16,18,19,17,19,20,17,18,20,1,18,19 
2870 GOSUB 3240 
2880 RETURN 
2890 REH - HEX HUT ON TORUS 
2895 FOR B1=1 TO 3 
2897 FOR B2=1 TO 60 
2900 READ BO 
2902 NEXT 82 
2?04 HEH 81 
2910 DATA 6,10,16,6,7,17,7,8,18,8,9,19,9,10,20 
2920 DATA 1,2,15,2,3,11,3,4,12,4,5,13,5,6,14 
2930 DATA 7,16,20,8,16,17,9,17,18,10,18,19,6,19,20 
2940 DATA 1,11,12,2,12,13,3,13,14,4,14,15,5,11,15 
2950 GOSU8 3240 
2960 RETURN 
2970 REH - DENDRITE U/ DEGENERACIES 
2975 FOR B1=1 TO 4 
2977 FOR B2=1 TO 60 
2980 READ BO 
2982 NEXT 82 
2984 NEXT 81 
2990 DATA 1, 1,5,2,2,5,3,3,6,4,4,6, 1,2,7 
3000 DATA 3,4,7,5,6,10,8,9,9,8,8,10,7,9,11 
301 0 DATA 10,13, 14, 12,13, 13, 11 , 12, 12, 11 , 15, 16, 14, 17, 18 
3020 DATA 14,19,20,15,17,17,15,18,18,16,19,19,16,20,20 
3030 GOSUB 3240 
3040 RETURN 
3050 REH - ONE UAY LATTICE 
3055 FOR 81=1 TO 5 
3057 FOR 82=1 TO 60 
3060 READ 80 
3062 NEXT 82 
3064 HEXT 81 
3070 DATA S,4,8,1,5,6,2,6,7,3,7,B,8,9,12 
3080 DATA 5, 9, 10,6, 10,11 , 7, 11 , 12, 12, 13, 16, 9, 13, 14 
3090 DATA 10,14,15,11,15,16,16,17,20,13,17,18,14,18,19 
3100 DATA 15,19,20,1,4,20,1,2,17,2,3,18,3,4,19 
3110 GOSUB 3240 
3120 RETURH 
3130 REH - INPUT YOUR OUN CAVE 
3140 FOR J=l TO 20 
3150 PRINT "ROOH M";J; 
3160 INPUT S!J,11,SIJ,21,SIJ,3) 
3170 FOR K=1 TO 3 
3180 If S<J,KI > 0 AND S<J,Kl < 21 AND ABS<S<J,Kl)=A8SCS<J,K)I THEN3210 
3190 PRINT "•uu ERROR'!! I!" 
3200 GOTO 3150 
3210 NEXT K 
3220 NEXT J 
3230 RETURN 
3240 RE" - INPUT CAVE 
3250 FOR J=l TO 20 
3260 FOR K=1 TO 3 
3270 READ S<J,KI 
3280 NEXT K 
3290 NEXT J 
3300 RETURN 
3310 END 
Ok 
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From the editor of the best-selling book Basic Computer Gatnes 

84 mind--bencling 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? Ever}One. Begin. 

David H. Ahl, editor of Basic Computer Games and More Basic 
Computer Games, is founder and publisher of Creative Computmg, 

the magazine of computer applications and software. 

"R>r game addicts, one of the best resources for computer fim." 
-Michael Donner, Editor, GamJtS 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, Arimna S te University 

>>$7 · 95 ISBN: 0-89 480-137-6 


