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PR o The Ultimate
CGraphic Adventure

Game For The 2X81



Written for the Sinclair ZX-81 with 16K Rampack,
this program offers you the chance to battle the forces of evil
from the comfort of your own living room!

Because the Valley is a full 16K program, it is right at the limit of
what the ZX-81 can accept. (It is probably the largest program the
computer can handle!). Puttingin the Valley is a three part operation,
and you should complete each part successfully before moving on.

Machine code is used to speed up the running of the game
and this must be entered first. Five routines are used; to draw in the
borders around the different displays, speed up the combat routine,
check and display the character’s status and to display the various
““hit and miss’’ messages during a fight.

Getting machine code into a ZX-81 requires a separate
routine, and several have been published in the computer magazines
from time to time. If you have had your ZX-81 for a while, doubtless
you have developed your own. If not, use the listing given in Program
One. It is adapted from an article in “ZX Computing’’ magazine,
amongst other places, and is as good as any. Those of you wishing
to learn more about machine code on the ZX-81 are recommended
to read ‘‘Mastering Machine Code on your ZX-81"" by Toni Baker,
for an excellent and clear explanation of what can be a confusing
subject.

PROGRAM ONE

7O@Q@ LET X=1/S14
19 LET G&=""

IF G3="" THEKM INPUT G%
IF =3="5" THEM S7T0f
IF CODE G$=25 THEN GOTOD 7im
S@0- PRINT G${ TO 2);%, *;
@ POHEE X,1l5xCODE G$+CODE Gs$(2
7E
@ LET <=X+1
@ LET G$=G$i3 TO
@ GOTO Fe=2@
@ LET G$=0%(2 TQ )
2 GH (1) ;
2R ,OODE Gs
2 =GESi2 T2 2
2 X+1
=) E S%<¢<>25 THEN GOTO 71
2 TE 3

o1

Enter the program exactly as it stands, then type:

1 REM followed by thirty-six zero’s

RUN the program and type in the following hex dump (Figure One).
FIGURE 1. Hex Dump

OE 06 2A oC 40 06 20 23
71 10 FC 23 23 11 1F 00
06 oD 71 19 71 23 23 10
F9 11 DF EE 19 06 1E 23
71 10 FC c9

Once you have it all in, type ‘S’ to stop. SAVE the routine before
running it, because if you have made any errors, once you RUN it you
will lose it all!! Itis worthwhile doing this for each of the five machine
code routines.

Now change line 7000 to read LET X = 16556 Enter
2 REM followed by forty-two zero’s
RUN the machine-code loader program and enter the hex dump in
Fig.2.
FIGURE 2 Hex dump

3E 80 2A ocC 40 23 23 06
16 23 77 10 FC 06 oC 11
oC 00 ED 5A {47 i 15 00
ED 5A 77 10 F2 11 oC 00
ED 5A 06 16 77 23 10 FC

Type ‘'S’ to stop. SAVE and then test the routine as before if you
want to be certain.

Enter:-

3 REM followed by 239 zero’s

Change line 7000 to read LET X = 16603

RUN the loader program and put in the hex from Fig.3.



FIGURE 3 Hex dump

NB. When the screen is full press: CONT/NEWLINE and continue entering
code.

E1 7E 23 E5 FE FF cs8 D7
18 F6 06 OA 3A 34 40 90
30 FD 80 3C FE 01 20 11
; IT MISSES ; FF

01 00 00 Cc9 FE 02 20 1A
; YOU AVOID THE BLOW ; FF
01 00 00 c9 FE 03 20 14
; ITHESITATES ; EF

01 00 00 C9 FE 04 20 1€
; IT STRIKES YOUR HEAD ; FF
01 03 00 C9 FE 05 28 04
FE 06 20 1€ CD DB 40

; YOUR CHEST IS STRUCK ; FF 01 02 00
c9 FE 07 28 04 FE 08 20
17 CD DB 40 ; YOUR ARM IS HIT ;

FF 01 01 00 c9 FE 09 20
13 CD DB 40 ; A BODY BLOW ; FF

01 02 00 C9 CD DB 40

; YOURLEGISHIT; FF 01 01 00 C9

Type ‘S’ when you have finished. SAVE and then test. Note that
you have to enter the ; before and after the actual words in the dump.
The program lines 7040 and 7100 will deal with this and save you
having to change each letter into code!

Now change line 7000 to LET X = 16849. Enter

4 REM followed by 103 zero’s

RUN the loader program and enter the hex dump from Fig. 4.

FIGURE 4 Hex dump

06 09 3E .00 D7 10 FD':! €E9

CD DB 40 s GOLD =:FF GD: Dl

41 CD DB 40 ;COMBATSTR = [6 spaces]
SKILL = FF " "CD: Di, 41" ‘€D DB

40 ;PSI|. POWER = [6 spaces] TURNS = ;FF

CD D1 41 CD DB 40 ;STAMINA[3 spaces]=
FE L =C9

NB: Do not enter the square brackets shown, just the number of spaces
indicated.

ZREXON /S TOUWER ,L=2

LINATH, THE BAREBARIAN

COMBAT STR=35
PSI.PDUER =34
=12s

STAMINA LOK I, THE CLERIC

=@ COMBAT STR=28
=5 PSI.POVER =24
=12 STAMINA =12%

i

] = et £
T e . &
; ™ - f
2 - 3
...... w O - k]

e s ) &=

SR O T A S T

VOUNTI. S LRIR

KIERON,THE BARBARIAN RAY LEUIS,.THE THINKER

SOLD =8 COMBAT STR=28 SOLD =@ COMBAT STR=50
SKILL =5 PSI.POUER =24 SKILL=S PSI.POUER =35
TURNS=5 STAMINA =125 TURNS =9 STHMINA =213

SOME SAMPLE DISPLAYS FROM THE VALLEY

Type ‘'S’ to stop and then SAVE to tape before you RUN it. There is
only no need to test each routine outif you are absolutely certain that
you have typed itin correctly. For safety’s sake, get someone else to
check your work.

Now change line 7000 to LET X = 16953. Enter

5 REM followed by 109 zero’s

RUN the loader program and enter the hex dump from Fig.

5. Type “’S’* when you have finished

SAVE and test it out.

FIGURE 5 Hex dump

If you've put it all in correctly up to now you’ll have a five line pro-
gram that will look like this on the screen when you list the program
later: —

_ .1 RENM :4"EfRNDS"477( UNPLQOT 77:
= f§*,v?7i RAND ) 7O COFY JM=277(
ARNELOT TAN
_ 2 _REM YEEELRNDTS-77 1 UNPLOT SBF
£ ERStE gl GG3UB T7 1 FPRUSE
£ GUDUB "f—??l UNFPLOT TAN O
S REM LPRINT NOT ~ PLOT ;mucﬁ
S EEN CLESR .L RETL S " AL =RNT

T AN RETURN L 5
= ;—RNDTOU RUDID THE BLOW COPY
TRN RETURN ™4 -] N <=RNDIT HESZI
S COPy = TAN RETURN  +AQLN <
IT STRIKES YOUR HEAD COPRPY "' &=
4 RETURN BCas RETURN Q4L M (=R
CHEST IS STRUCK COpPY & ® T
RETURN §§4¥LN <=RNDG
THRM RBETLE
< =RNDRA BUDY BL8Y coPpy "
£=RNDYOUR LEG IS HIT COC

sy NOT  { LERR TAM LN
= CaPY LN SGN INKEYSLN
BFIT STR= SKILL= "G
N INKEYSLN <=RNDPSI.PQUE
TURNS= CI2Y LN S5GN INKE
FND‘\TRHINR = COPRY TRHN O
= s ®
TRN eTLN TP IgM
'“EHJPN 2= RET dF\‘m
ad THN #&7L8
= "F‘ ISSP Iy 7lC
W s MR WﬁLIB "', RLUIN ;

Now delete the loader program, line by line.

MEMORY SAVING

As a way of saving a lot of memory space (nearly 2K here!) this pro-
gram uses variables to stand-in for numbers, in the usual ZX-81
manner. These are stored in the variable space of the ZX-81, not the
user RAM, and thus occupy less memory.

Enter the following lines one by one, followed by NEWLINE
each time. Once you have the program itself in, you must NEVER




start the game with RUN. use GOTO 10 all the time. RUN will clear
out the variable space and you will lose these quantities, with the
result that the game will not work. If someone does get to the RUN
button, you will have to enter Figure 7 all over again!

LET O=PI-PI

LET H=PI-PI

LET E=INT PI
LET K=CODE *“g°
LET HI-CODERISE
LET R=CODE_ "3
LET =ZZ=1697@

DIM D12

DI G tEsT

oIM {9}

DIM NS

S It S i=?

LET Z$="4736416536805843553
3IL4SQREIELEETLAS

LET MF RUOLFEN . @ «#RiobE —soTL It

MORL EFIRE -IM&: ¢ SGRODHE -TROL
LawSEEHRRP Yl ROGRE ! [ EERREOU-VIGC
HT®y HLIZARD: . =EF IRE -GIRL7 »& WTh
UNDER-L IZGRDET: s CHINGTRUREY ZCURRIL
THSSEFUVYUVERNSH=BDRAGONT KO ING -
BRAITH*MMREARLROGETTLURTER - INP™N L
ERAKEN ©

DIRECT ENTRY LINES

Variables O, H, H1, B, Kand Rnow stand for0,1,2,3,4 and
23 respectively. The two strings M$ and Z$ are the Monster data
and the Tower drawing data respectively. (The character after
“HARPY’’ in M$ is a graphic shifted *’A’* on the keyboard).

Because the ZX-81 saves all the variables when SAVE to
the tape is actioned, you can save the entire game onto tape and
preserve your character at his/her present level for re-entry into the
Valley of Adventure at a later date.

To do this simply BREAK and save ‘‘The Valley’’ in the nor-
mal manner. On restarting press ‘Y’’ to the question “’Continue?’’
on the screen when you GOTO 10 to start the game. Remember,
DON'T RUN the game!

It is not advisable to BREAK from anywhere other than a
‘Safe Castle’ at either end of the path. If you do, you're cheating and
the program will hand you some nasty surprises when your
character tries to go back in again! You could find yourself in the mid-
dle of a castle wall, with no way out — or even with a monster
following you around! If either of these things happen, or any of the
other cheat-killers we are not going to tell you about, then BREAK,
GOTO 10, and continue? NO is the only way out! Bye bye character.
Serves you right!

You can now enter the main program onto the end of your
five line long machine-code listing. Take care with this as it is a very
long program and it would be easy to make a mistake. Check every
screen-full very carefully, and if possible get someone else to check
it with you.

The screen printouts herein will give you an idea of what
the game should look like at various stages. This may be helpful in
de-bugging if you run into trouble. Make a second copy of your
machine-code and store this away, re-entering from it each time you
hit problems but NEVER recording over it!

Take your time and don’t try and do it all in one evening.
With patience and care it won't be Iong before you're in the Valley of
Adventure! 5

PLAYING THE GAME

The Valley is a true real-time adventure. You enter your character’s
name, choose his type and away you go.

The basic lay-out of the Valley is shown in Fig. 6. The posi-
tion of the Woods (W), Swamps (S) and Black Tower (T) will change
each time. The Path is a safe area. Once on it you will not be attacked
by anything, except fear.
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=35e 1788 IF FL>R+K THEN LET FL=FL-K
2378 47&1 GOSUER S@@82+ (3@2 AND S=H1) +1
=32 212 aND S=RB} +iS@@ AND S=K! +i(S1@
Za@a i Ak S>=R +H}
s2ia 4733 GCSUE 8@
JIB=a 3735 SOOI 2822
B Tl S333 o
2Aa32 Saay v ZE
3242 Saaz P ZF
3845 SE@a3 v
3Iase LET FoINT (R—K-H+RNDsH1) S@aa
2@SY LET CX= =235
3I@S= FOR I=RK TG —it SA3S
IB53 LET LK‘LX+LDDE M (Cx) =aa?
I2T4 NEXT I =E31a
2112 LET K$=HM3(CX+K TO CX+CODE 11 Saz@é
FICNT —H} S5aie
31318 LET MS=CODE M${CX+H) SASH
3i2@ IF HMS=0 THEN GOTO =14 E351
JII32 LET MS=INT l(CSrB\+HDiFL*§- SREZ
= 1END #H Y SRASS
314@ LET N=CODE HstGX+H11 E&5
2145 IF N=0O THEN GOTO 31i5@
?15@ LET N=INT (NzFLszx.27(RND+H)
?1?@ LET U=INT {({F+H} si{FL**¥(BrH1
13
I1E@ PRINT RT RO "iR%
Fica LET E=Z0si
313 @
Sad3 & THE
5 2 ia TTRCK
, T 22 e
3 = 322 N e
| = ] THEN
3T i sSa -l B
T . Z7a 2
‘ =3 =] b
NT “IT COii APSES™ 4
EX=INT (EX<«U-H1) 5 SoSUE 38e _
:F = 3598 IF Tu=D THEN GOTOD 2629 Y iT
H 35@@ PRINT “Too SLOU....TOO SLOU EnN 07O S25@
ZEi2 iH+RND 11y +
3IE1S
=33 IB2E Erd GGTC S iT) +Ul ¢ >0 OR PEEK
ggga FRINT “YOUR SU THEN SO0TO S22
SRD
SES IE4AE SOTO GZE3@
EZRSD
3559 FRINT Yo /RE
EXH
2EET < GOTO Sad
HE=0 SE7@® LET F=RnND=zi®
O S67% LEY
3532 IF {F«S
=¥ T
S92 I (F 7
¥ T
3I7aa {F«2
=) &
EX <2888 THEN SG 3JI7&8S 1
371ie =
I7aR2 3
YE DRMANED BERST 272%5 % Rk
3?3@ IF HF=0 THEN GOTO 3740 7
THEN _SOTO 918 S7?32 LET D=HMS+INT (RNDx31 =
TS +PSsRNDY — (1@ 3734 LET HE=0 a
2IIS 0T 3PS 5]
SoTD SE2 +8 LET D INT (“‘LqisainND)—-l 3
LET MN=N-D MS r =
GOTO 9= 45 =
I7SA = -3
LET N=INT (N-1{ =
TES = =5
788 IF s
INFLICT “;D;"™ DA e FE S8 O Sa
738 1IF 25 2= INT iHI+RND#11) +IN
S+bi>0 THENMN SDTO 373 7 PR i
HE 433 LE 15 o =1
*IT EXPIRES IN FLAMES (eI S =
g4 T DaEMBSE"” =
S 33 S5
IF HMS<=C_THEN GOTO 386@ —— S388
IF AF=H THEHN PRINT "THE ik 5388
TRGEERS: . . " S37@
SOSUE 2328 537
IF HF = = THEN GOTO (357@ =338
WTD SBaa 53885
P TN YL ...KTILLING THE MONS sS399

9
LET EX=EX+U =323
LET HFE =D . =S435
FL+H!#H1! o = S4R27
B+ pe =43i@
THEN SCOTO S8 SSGH
R v et i Do ; a1
T 7 HADRRD OF GOLDY e SE32
S=TS+INT FLzRNDFIOO+I _ 55835
ERATURE RTTACKS 5584
5588
MaGICARL ARER"Y 5518
= x_,l_;ij 4330 55113
RHNCIENT POUER RRE 4 .; >B+B AND RND<«+# 55312
SHL
+H+H+INT (FL*P1) 1343
+H+INT {FL=C1L) 32485
AGES
4a7a
(= 3238
4152
Brls
5= F1E€4
L 4185

=235
=Co0DE

IF “¥" THEN LET M=
IF 2=0C0ODE “X* THEN LET U=
BETURN_

EORE 2.1

PORE ZZ+H,H+E

POKE ZZ+Hi,.B

PORE ZZ+B. B+K

PORE ZZ+B,

GOTO S5S51S

BORE ZZ.ReH

POKE ZZ3+H.H3i

POKE ZZ+Hi.B

L ET BFLY
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FIGURE 6. THE BASIC VALLEY SCREEN

=

Once off it you will encounter a variety of monsters, all of
which want nothing more than to kill you off as rapidly as possible. If
you are offered the chance to retreat then hit “‘R’* — fast! Only the
blood thirst stay on to fight, especially when the creature is stronger
than you.

In a fight you have four options: —

H: an attempt to hit your opponent on the head with your
sword. If you succeed, huge amounts of damage can be
caused. Easier for the creature to avoid, however.

B: a swing at the torso of the creature. A good chance of hit-
ting but with less harm to the thing than going for the head!
L limbs. Hitting in the extremities is fairly easy, even for a

novice, but the damage that results will be small unless you

are much stronger than your opponent.

S: spells. With this you will be prompted to choose Spell 1
(Sleep) or Spell 2 (Fire). Spell 1 anyone can attempt. If it
succeeds you can escape with your life. If it fails. . . Spell
*2 only the more experienced can use. You need PSi Power
of 55 and a skill rating of 2000 before you have enough ex-
perience to get this to work.

Combat costs you stamina. A swing of the sword costs
one point, the Sleep Spell five points and the Fire Curse twenty
points. When your stamina hits zero — you’re dead!

Killing creatures gains you skill rating (experience) and will
eventually allow you to enter the more difficult areas, like the Tem-
ple and Vounim’s Lair. As you get more and more skilled, combat
gets easier and you can use the Fire Curse more effectively. Dif-
ferent character types gain Experience, Skill and PS| Power at dif-
ferent rates and in different amounts.

It requires different tactics to succeed in the Valley with
different character types.

FINDERS KEEPERS

As you wander around, you will find gold, monsters and areas where
the battle betiween Vounim and Evanna took place. Some of these
will add to your wealth and strength, some will weaken you.
Monsters are always hostile.

Itis advisable to get yourself the Amulet of Alarian and the
Six Stones as soon as possible. This will allow you to be resurrected
if killed — and that is BOUND to happen sooner or later, probably
sooner. The Amulet is in the Temple — somewhere. The Six Stones
are on the top three floors of the Black Tower, again well hidden.
When you enter these areas, if there are any magic finds present
they show up as a star. Go get ‘em — fast. It is no coincidence that
these are the areas with the most hideous monsters. A novice
character will not last long so be careful! Boldness wins you the
game, stupidity gets you chopped up and fed to the Balrog.

To complete the Quest you need the Helm of Evanna. To
find it you must have the Amulet and the Six Stones and be at least
the equal of ““Demon Killer’" (rating No 26). It can only be in

as
sis

=0
= sSSo
: anND
LE GOT
if SS55
o HLE
I SEd
Ts S7@
=3 S7S
sSsa
553

AT R, “"SRFE CASTLE: &

»<R+H1 THEN LET CS=R+H1
: PK
M oi+us

.a’s‘r"'.;“

2 S0

TO 558

828 G 2B+ (B8 AND Gs="2")
553@ d=ls

&35 O THEN GOTD 3660

BES 5

313 &

858 255

Vounim'’s Lair — the most evil segment of the entire Valley! A full
ratings table is given below.

FIGURE 7. RATINGS TABLE 14 Champion
15 Necromancer
i Monster Food 16 Loremaster
2 Peasant 17 Paladin
3 Cadet 18 Superhero
4 Cannon Fodder 59 Dragon Slayer
5 Path Walker 20 Knight of the Valley
6 Novice Adventurer 21 Master of Combat
i Survivor 22 Dominator
8 Adventurer 23 Prince of the Valley
9 Assassin 24 Guardian
10 Apprentice Hero 25 War Lord
iy L Giant Killer 26 Demon Killer
12 Hero 27 Lord of the Valley
13Master of the Sword 28 Master of Destiny
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(H) =H
THEN

PRINT "R UWOR

GOTO 1659
TUE STONE. . ™

L ET CS=
TaKE
=0 OR C<=0

38y o e ol ) o
L Ed "B

PEINT

Y ou

&

IF CS5<

GoOTO 4253
SﬁINT AT R.0O;

LET EX= INT
L C

> .35 THEN
4T A PRECT
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THEN SOTO 2&

Qo0 ~JQCnEn 4 o Ly
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W DRUED
INT

2G5

THEN GOTO

FHEERND)Y — (PSS

(CS -

DAMRG

ET PFC=0

R i 0
ITS DY ING i P

IiF © =D THE‘J LET PC=CODE
IF DiHI =0 THEN GOTO S660
PCKE DiH: +U., i
LET
Ir I

PR fids 8 LIS FORE
LET

(G-

GOTD qblk
LET L3i1=CODE "“S*

FOR Jd=t+f TO K
‘1+r?3§q&lhx+ny)

a
=
a
S
4=48
1358
438§
41560 =
4370 2 s
sIRECTION 2% 1320 c =
4385 HEN LET PS=INT (PS- 5
HHICH & GrsK) = -+ S=B+B THEN GOTO
43232 2 :
4422 ‘GuUR PSI SHIELD PROT 532 FL-H1=INT {FL-H1} THEN P
“3* THEN GO EOCTS OKE 415+U,R-B
4425 2 S825 IF FL/H1=INT {(FL/H1} THEN &
441@ ISSED YOoOu* DTH S
441E 2 SR3IF +U
iS50 £ "H" AND PK=CODE " S3a@ 3
= TH zgzg THEN <&
4=ia T R+ SES8
=8 T =INT IR+RNDs=S) 5355 H
2 K+H THEN GOTO 452@ sSa5d
3@ S365
s@ b LET HP= sS87@
FU) S& NT xﬂND+H1\ S&50
K+H THEN GOTOC =3 3 | I
S50 5832 GOTO S340
THEN GOTO 650 578 5918 PRINT “UDUNIM<S LAIR"
CODE “ET THEN 4832 S928 COTOD S3IEo
3835 332 PRINT Y -NAGICTH TEMPLE"
45292 5348 LET PIFL+H} =P (FL} +P
22 59688 IF FL<K OR RND:2.3 THEN RETU
4893 IF THEN LET S=H 2N
4895 IF THEN LET FL=H 5972 {RND S +H1)
4798 IF H OR S=B:+8 THEN LET 59350 iH+RND £13) +IN
5=5-E T 4R
47@5 IF OR S=E+B THEM LET s9a2 1 ¢33 THEN GOTO
= FiL=FL-K S8
3 4712 IF oR S=83+8 THEN LET =oal %
HEN CGOTO ©0002 H=HU 5495 B
I OR (C$="5S" AN 4715 LET - o . B9az7 TUR
THEN LET 8X=CODE 14722 IF = S=H1 saaa 3 5
3728 IF E FL=S g&gie E o
S$="5" AN 4?3@ IF E S=B_ £@22 PRINT A7 R.O;"STAIRS U/D ="
C=C-R+B 4735 IF E s FL=B 6@3a LET TU=FL
S3a 4248 IF E “U‘ Rk _Q@=CODE "“S" S@48 COSUE Saa
e THEN L NT {H+S:RND) we. DBS@ IF SE="UY THEN LET FL=FL+H
4745 IF = "W OR @=CODE "3" g£§S5 IF GH="U" THEN GOTO 6070
THEN L FERY M a0 _ ., HB@SE IF S%: D" THEN GOTO 6240
i75@ IF E "W THEN LET S=K g&@6® LET FL=FL -H
LTty L S ISs. P “z@" THEN LET FL=H g@g7@ IF FL:K+B OR FL :H1 THEN GOT
®:2 THEN GOTO 23 1 O 8298
478@ IF Q:>CODE “"HY THEN GOTO 47 gasa GoOTo 4730
; > 82 S£292 PRINTY BT R,O; "IT~-S BLOCKED™
UE 322 4783 LET S=S+B 8082 GOSUB Sc@
oo {H+%) THEN GOTO 3@@2 478685 LET FL=FL+K 8095 LET FL=TU
FyB /K THEN S0TO 1000 4770 LET MU=H 5838 GOTO 5828

LEVELS OF EVIL

Generally speaking the Valley itself is the easiest part of the land to
stay alive in. The Woods and Swamps are harder with the monsters
getting bigger and more able to defeat you. If you enter the lake area
which surrounds the Temple and Vounim’s Lair (and you will HAVE
to cross it) you will find your stamina going down and some VERY
nasty creatures coming after you! Don’t stay long. (You can’t enter
either the Temple or the Lair from the water, by the way, so don’t
waste time trying. Get onto land first).

MOVEMENT

Your character is moved around the Valley by use of the nine number
keys. They work as follows:-

789
456
1,23

i.e. "’5"" keeps you where you are and * 7'’ moves you diagonally up
and left. This is easy to get used to and very simple to control once
you have!

The other messages in the game are self-explanatory.
*‘Strike Quickly’’ is your cue to do battle. You don’t have all day to
decide what to do, so do SOMETHING quickly, even ifit's only pray!

_All that stands between you and the Valley of Adventure
now is the keying in of the program, so the sooner you start, the
sooner you walk out of the Castle into the gathering gloom with a
sword in your hand and an uncanny feeling you're being
watched. . .
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THE VALLEY OF ADVENTURE offers you a Quest. The land of Tybollen is best by evil.
Long ago the Princess Evanna fought and defeated the Warlock Vounim in the Valley. The
battle was a magical one and left the area scarred and the creatures living there hideously
changed.

Vounim was banished into chaos by Evanna’s desperate spells, but his servants
and creatures remained and have been working to release their Black Lord ever since. Only
one thing can defeat their efforts and finish Vounim forever — the Helm of Evanna. Who
ever recovers that from Vounim’s Lair saves the Land and becomes a true ‘‘Master of
Destiny”’.

Like all good Quests this one is nowhere near as simple as it sounds! The Helm is
only to be found in Vounim’s Lair, surrounded and protected by the nastiest set of
nightmares‘you ever imagined. Dragons are the least of your worries here. In Vounim’s Lair
there are things that make dragons look like pet poodles. . .

To help you, you have a powerful Sleep Spell, which has a good chance of stunn-
ing just about anything you meet. Beware, however, because magik is unreliable at the
best of times, and with Vounim working against you your spells might just fail! As you get
more and more experienced you will become able to use a much more powerful magik —
the Curse of Fire — to annihilate your foes.

In addition there has been planted in the dark depths of the most eldritch places to
be found in the Valley, a powerful Amulet, which will grant you reincarnation after mortal
death, but only at a cost! The Amulet will only work when you have fitted into it the Six
Stones — and you can only find THEM in the unbelievably fatal Black Tower! The Amulet
itself is to be found in the Temple (along with a whole lot more nasties!).

Of course, you can always use your sword,but be sure your aim is true, because if
you miss, the monsters might not miss you!

Vounim'’s Lair and the Temples are to be found in the middle of the woods and
swamps which are somewhere in the worst parts of the Valley of Adventure. To get there
you will have to cross the Valley itself and once you venture off the Path (which is safe) you
are fair game for all the ‘nasties’ which inhabit the area.

As you progress through the game, saving your character on tape, the program
will give you arating expressed as a number. 28 equates to Master of Destiny. 1 stands for
Monster Food — which you will be when you first start. The chart inside gives you the full
list. See how far you can get — before THEY get you!




