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BY DONALD BROWN

The troll smirks at you as you raise your
puny sword and prepare for battle,
His mood quickly changes when he sees
a bright flame appear around your blade,
The battle lust is upon you once more;
you attack! :

If you have never experienced this type
of excitement in your life, you have
missed one of the newest types of games
around. This is a scene from a Fantasy
Role-Playing game (FRP for short).

Unlike most games, there is no clear

| single goal in an FRP, Instead, you are
§ directing the actions of a character to a-
§ chieve the goals you want him/her to
I} achieve. Although most people accept
@ normal pgoals such as
I money’ or ‘become a feared warrior,’
¥ you can choose any yardstick you want
i to measure your success. After all, it’s
- vour life--you ARE the character. (For
§ a more complete explanation of Role-

‘make lots of

playing games, see the May-June 1979

| issue of Recreational Computing, “What

Is ALL This Stuff?”).

B The first major FRP was Dungeons and
" Dragons, created by Gary Gygax and

.Dave Arneson. Since then many other
sets of tules have appeared on the

" market: Runequest, Tunnels and Trolls,

The Fantasy Trip, and others. They all
work in roughly the same way,; a special
player called the Dungeonmaster or
Referee beforehand secretly designs a
building or cave complex and places

B1/1 monsters, traps, and treasure inside of it.

Then, the other players join in the game
and they direct their characters through
the dungeon, receiving descriptions of
what they see and describing what they
do. In conjunction with the rules, the
Dungeonmaster determines who survives
the inevitable combat and how much
loot they bring home,
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It has occurred to some people that af
least the second part of Dungeon-
mastering (the interaction with the
players) is ideal for a computer, and thus
they set forth to adapt the games for
their own systems. Unfortunately,
iroubles arose, In addition to piddling
questions of copyright infringement, the
simple fact is that these systems do not
adapt well to computers.

The first major problem is in combat,
In these games, when Grimy the Gnome
decides to swing at an orc ( or vice
versa), the Dungeonmaster has to con-
sider a large number of factors and cal-
culate the chance of Grimy actually hurt-
ing the little beggar, Since humans by and
large do noi enjoy doing half a dozen
major additions or multiplications, the
games usually use large tables to cal-
culate chances to hit, Unfortunately,
while the computer has no objection
whatsoever to heavy arithmetic, storing
tables uses up definitely limited memory,

Even more of a problem, however, is
magic., Since these games are set in
places where strange things happen, the
players want in on the power of magic,
too. Thus, a wide set of spells are de-
veloped for the game. These range from
the widely useful, such as throwing fire-
balls, to spells that are only effective
against blue-eyed dragons. For all of
their wonderful memories and light-
ning-fast computational abilities, com-
puters are incredibly stupid and teaching
them how to handle all of these spells
is a frightening thought indeed,

Thus, something new was needed. So,
with your kind permission, I present a
new set of rules to be used freely by
anyone who cares to: EAMON!

Eamon is a world at the center of a-
nother galaxy—instead of revolving a-
round any star, all of the stars revolve
around it! Those huge bodies exert
strange effects on the world of Eamon,
bending light, gravity, time, even the
laws of nature themselves! The ‘normal’
world of Eamon is a rough, bruising,
swords-and-sorcery society where the
standard job is fighting Black Knights
and dragons, However, at times reality
shifts and you may find youself facing
Billy the Kid or Darth Vader!

Your character has three basic numbers
that determine where his or her physical
abilities lie, These attributes are all rolled
on 3D8, and represent your Hardiness,
Agility, and Charisma,

(A special format is used to describe
random numbers, It is written xDy,
and means that you generate ‘x’ random
numbers from 1 to ¢y’, and sam them,
Thus, 3D8 gives you a number from 3
to 24. This notation comes from the
strange dice used in manually-run FRP
games where there are indeed eight-sided
dice.)

Your Hardiness is a combination of
strength and constitution. It has two
major effects: it determines how much
damage your body can take before it
dies, and it limits the weight you can
carry. A player can carry up to ten timas
his/her weight in gronds. A grond is a
measure of weight, which is also sub-
divided into ten dos, With the stellay
tides varying weights so much, the ex-
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act metric equivalent of a grond cannot
be determined; however, an average
weapon weighs about three gronds, and a
coin weighs about a do. If your character
has the maximum Hardiness of 24, he/
she can carry a great deal, which makes
a do about nothing.

Your Agility measures how quick your
reflexes are, as well as how accurate.
High Agility helps you in combat.

Your Charisma may be the most impor-
tant attribute. Although it is strongly
related to physical beauty, Charisma
also includes how persuasive a talker
you are, and other things. High Charisma
will get you lower prices on your pur-
chases, higher prices on your sales, and
help you make friends among the deni-
zeris of the dungeons.

All three of your basic attributes will
not normally change through adve’nt—; ’
urmg, although special magic items may
raise or lower them. Although the average . |
value of your attributes should be around .
16 or 17, the normal citizen of Eanion -
Agnhty, -and’ ‘Charisma
all equal to 10. This is to: reﬂect the fact

has Hardmess,

that only people who. are” a“cut: abeve
others would normally go adventur.mg

At least in the parts of Eamon that you» Th
will be exploring; Eamon ‘is a rough-and .y
violent world. Thus; the: mechamcs of i

combat are very 1mportant

Roughly spea ]

you:-learn  something, yo
pertise” in' the . class-y

‘,Weapon exs
OU dre using " will

RECREATIONAL COM PUTlNG'”, |

"'determmed' the ¢
“a number from~1 to 100, If the number
is less than or equal to your chance to

go up by 2%.

The second factor is the quality of the -

weapon, called the ‘weapon. com:

plexity.” A weapon that has been forged'

with good balance and of fine ‘qudlity:
steel is more likely to hit than a chedply
made rush job, (Of course; ‘it wﬂl-cost
more too!) Basic weapons ¢an be b
with e1ther 10% complex1ty (go '

r will generate

" —~not

o hit ha‘s been

R

hit, you got him]. Now the questmn 1s
What d1d you do?

Both, players and monsters (the genenc
term for non- player characters in Eamoh’
all motsters are bad!) have a'
‘Hardiness figures, which is from 3 to 24,
for humans. . This number i‘*épres nts,
among other things, the amouﬁ‘,t oﬂ‘\da
age the fellow can take befone dg
On every successful blow, q a

essed in NDN format. Any hge
absorbed by armor is sub‘crdqt*eqg i

the ;esult is greater than zer% it ;
ffithe target’s Hardiness. / ﬁl
ot permanent, as it féa /ib
e1ther appropriate ma ¢ or :
%fplayers home. H WVer

Hardiness ever ¥

So%metxmes,

tnkers a sensitive s

hlt ‘Sometimes ¥,

round making /g%fgimble
4

epovered from |
,ﬁ %ﬁof the time |

gg%o‘p e%ﬁ(‘Monsters arg ©
' %? /manster i using |

natural weaponp'ﬁ‘“ uch as teeth or §

,L:,i,%last 5% of the time, the user stnkes

%; self,

¥ 'ical hits take place 5% of the time, .
Jain no matter what the chance to hit -
~ A critical hit will slip through your |
pponents armor 50% of the time so ;
that he receives all of the damage done

'(the armor does not absorb any hits |

thls round), Otherwise, a critical hit -

jdoes more than usual damage: - three-

halves of normal damage is done 35% !
,of the time, twice normal 10% of the |
| time, and three times normal 4% of the |

% time. One peércent of all critical hits |
ihave the effect of instantly killing the op-
”‘ponent

(Unfortunately;«»he had a Charisma of 4
ut that’s not relevant here.) Being a
beginning character, he spent his starting
gold to buy a good quality axe (com-
plexity = 10%) which does 1D6 of
damage. He also bought himself a suit




of leather armor, Thus, his chance to hit
was 5 (weapon expertise) + 10 (weapon
complexity) +40 (twice his Agility)
—10% (the effect of armor), or 45%.

Hedric was strolling down a dark corri-
dor when suddently he was attacked by
a fierce Troll. Although Hedric didn’t
know this, the troll had a Hardiness of
30. He used his fists to do 1D4 with a
40% chance to hit. The ftroll’s rock-
hard skin acted as a natural atmor,
taking 2 hits pet blow. (All monsters have
worn their armor long enough to have
raised their armor expertise to the maxi-
mum; thus, no calculations for armor
are done.)

It took Hedric no time at all to realize
that he had to fight this thing, and the
two began attacking. In the first round,
the computer came up with a 23 for
Hedric’s battle roll, so he hit! Unfortu-
nately, only one point of damage was
done. The troll’s armor took this with
. ease and the troll was unhurt. However,
there was a 55% chance of axe expertise
and armor expertise going up by 2%.

The computer generated random numbers
of 12 and 54, so both -attributes did
indeed go up. Thus, on his second blow,
Hedric’s chance of hitting will be 49%.

Simultaneously, the troll attacked Hedrlc.
However, his battle roll was 100-—a
fumble! The computer gives a random
number, checks its table, and comes up
with the result of 'a dropped weapon,
Since the Troll cannot drop his fists
(well, you know what I mean), he re-
covers without any problem,

The © battle continues. Hedric makes
most of his blows strike home, raising
his armor expertise to 10% and his
axe expertise to 8%. Thus, his new chance
t¢ hit is 58%. He has gotten 20 points
through the troll’s armor, leaving him
with 10 points. ‘

However, the troll has not been lagging
either. Hedric has taken 15 blows, leaving
him with only 3 points before death!

‘He has also managed to raise his chance

of hitting to 52% (monsters also learn
from experience).

’
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None of this, of course, does Hedric
know. He has been told that the troll
is ‘very badly injured’ and that he himself
is ‘at death’s door, knocking loudly.’
He has no inkling how much, if any,
his armor and weapon expertise have
risen.

On the next round, Hedric gets a critical
hit! The result is doubling damage, Hedric
does 11 points of damage, which after
2 are taken off for armor, leaves the troll
with only 1 point, The computer checks
to see if his axe expertise goes up (his
armor expertise cannot, since it is at
its maximum), and the troll gets his at-
tempt.

Luckily for our hero, the troll fumbles
again, this time breaking his weapons.
As his fists disintegrate, one of the pieces
hits him in the forehead, doing two
points of damage. (After all, this is
FANTASY role-playing,) This brings the
troll’s Hardiness down to —1, and he
is dead.

Now that Hedric has defeated the troll,
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he will have ready access to the troll’s
treasure. No matter what it is (almost),
he will be able to sell it and use the gold
pieces for something. One of the best
uses is to learn a few magic spells.

On the whole, magic in Eamon is a very

tricky thing. Due to the constantly
shifting forces that power the strange
happenings on Eamon (called magic
for lack of a better word), a spell that
always does a certain thing in omne
location may do something entirely
different just two-hundred feet away!
Thus, there are no Gandalf-like wizards
with a thousand spells wandering around
the countryside.

However, after years of careful experi-
menting, four spells have been developed
that do work in almost every part of the
normal Eamon world. (In the parallel
worlds that one can fall into, the laws
of magic are usually quite different,
if magic exists at all!)

Any player who can hire a wizard to
teach him/her can learn these spells.
For each spell, a player gets a spell
knowledge between 25% and 75%.
This is his/her chance of successfully
casting the spell the first time. Every time
the spell is successfully cast, there is a
chance of the spell knowledge going up
by 2%, just as with weapon expertise,
However, every time a spell is attempted
(successfully cast or not!), the chance
of casting that speil is cut in half for the
rest of the day, down to a minimum of
5% chance of casting. There is also a
1% chance of overloading the brain and

forgetting the spell completely every
attempt. :

For example, assume that Hedric has,
through a lucky starting knowledge and
some experience, brought his knowledge
of a spell to 80%. The first time he

OMPUTING

attempts to use the spell during the ad-
venture, his chance of casting it success-
fully is 80%. Assuming he gets it to work,
he has a 20% chance of the spell know-
lege going up by 2%. If the spell know-
ledge does not rse, the next time he
tries to use the spell, he only has a 40%
chance of success. Unfortunately, he
blows it this time and nothing happens.
On his third try, his chance of casting the
spell is only 20%, If it is successful, his
chance of his spell knowledge going up is
80%. Obviously, this means that spell
knowledges can go above 100%. Assum-
ing that Hedric’s spell ability never
rises, the sixth attempt would normally
only have a 2% chance of success; how-
ever, until the end of the adventure,
Hedric’s chance of success will remain at

5%.

The first spell that can be learned is the
Blast spell. This sends a magic flaming
arrow at your target. If the spell is suc-
cessfully cast, the arrow will always
hit the target and do 1D6 points of
damage, ignoring armor. The normal
cost of the spell is 3000 gold pieces.

The second spell (the ordering is just
for convenience; spells may be learned
in any order) is Heal. This can only be
used on the person casting it, and will

restore 1D10 points
course, you cannot cure more points of
damage than you have taken. The normal
cost is 1000 gold pieces.

of damage. Of

The third spell is Speed. This spell will
dorble your Agility for 10 to 35 turns
(a turn being the time to do any action).
Its major effect is to increase your chance

to hit (remember, Agility affects hi
probabilities!) It is not always notic:
able when a Speed spell wears off, I
the Speed spell is successfully cast agais
while the first spell holds, the duration of
the spell is increased by 10 to 35 tumg-
your Agility is NOT quadrupled, The
normal cost of this spell is 5000 gold
pieces.

The last spell is the Power spell, and il
is both the most dangerous and yet some:.
times the most powerful spell available,
There is no set effect of the spell; it is.
simply a call for the Gods to do some
thing. What they do will vary with time,
location, and anything else the dungeon
designer wanted to consider. Due to ihe
extreme variableness of this spell, it has
a normal cost of only 100 gold pieces,
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So far, Bamon has only been implement- .
ed on the Apple II (due to the fact that
it is the computer I own). It requires -
either an Apple II Plus or an Apple I
with the Applesoft ROM card. A disk
is definitely required. Although some of .
the parts of Eamon «c¢an be run on 4
32K system, the assumption for dungeon °
designers is for 48K.

One diskette called the ‘Eamon Master

Diskette’ is needed. Additionally, each
adventure scenario goes on a separaté
diskette. At the moment I know of five
additional adventure diskettes. Finally, .
there is a diskette calfed the ‘Dungeon
Designer Diskette’ that lets people create .
their own scenarios almost easily. These
diskettes are being legitimately freely
traded in many places, including the pro-
gram libraries of computer clubs such as :
the Apple Pi club of Denver, Colorado. :
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If you can get copies from such places,
it would be preferred. If you cannot find
Eamon locally, send an order to Donald
Brown, c/o The Computer Emporium,
3711 Douglas Avenue, Des Moines, IA
50310 and include $5.00 for diskette
and postage.

Although many programs are included
on the Eamon Master Diskette, the most
important is called Main Hall. This pro-
gram (whose listing is to be found with
this article) is where the player can equip
himself, find out his/her current weapon
expertises and other important informa-
tion, and head out on individual adven-
tures,

(A word on the DOS used on the Apple
for those of you who want to make
sense of this program for adapting Eamon
to your own uses. Since Applesoft
does not have any disk commands built
into it, a special kind of software kludge
was developed. The DOS is watching all
output from the program. If aline begins
with a Control-D, the line is assumed to
be a disk command ‘and is not printed on
the video screen. Two commands that
need explaining are READ and WRITE.,
When a READ command is executed,
all of the inputs to the program will
come from the file specified, until a-
nother disk command is executed, This
command can be simply the null com-
mand (printing just a Control-D). A

. WRITE command sends all output of the
~.program into the text file specified
- instead of to the video screen. In my

programs I use a string variable called
DK$ to hold a Control-D, so that any

- print statements that begin with DK$ are

flagged as disk commands.)

When the MAIN HALL program is
entered, there are two important data
files expected on the Master Diskette,
The first is called THE ADVENTURER.
It is a sequential file. It simply has the
name of the current player and the record
number of the CHARACTERS file where

his/her data are stored.

The second important file is called

i  CHARACTERS. It is a random-access
@f file with a length of 150 bytes per record.
.+ Record zero holds the total number of

records that have been used. In each sub-
the first item in the
record is a string. If it is the null string
(“”), it is a signal to the program that
this record is empty and can be used by
the NEW CHARACTERS program to
place anew player into.

If the first string in a record is not the
null string, it is the name of the player.
After that are stored the numbers that
describe the player —Hardiness, Agility,
Charisma, the four spell abilities (Blast,
Heal, Speed and Power, in that order),
and the five weapon abilities (axe, bow,

club, spear, and sword, in that order).
The next items are the player’s armor
expertise, a one-character string that
give the player’s sex ("M’ or ‘F’), the
number of gold pieces that the character
is carrying, the number of gold pieces
that the. character has deposited with the
bank, and a number describing the
armor the player is wearing. If the num-
ber is odd, the player is carrying a shield.
Dividing the number by two and ignoring
the remainder gives the armor worn: 0 =
none, 1 =leather, 2=chain, 3 = plate.
Finally, the player’s four weapons are
listed, giving for each the name, weapon
type ( a number from one to five, signi-
fying which weapon class it belongs to),
weapon complexity, the ‘x’ part of the
xDy damage of the weapon, and the
‘v’ part. If the player is not carrying a
weapon, the name of ‘NONE’ is used
and the numbers given with that weapon
are irrelevant,.

When a player buys or sells something,
the reaction of the seller or buyer is
determined by coming up with a ‘second-
ary Charisma,’ which is gotten by adding
or subtracting a random number from
zero to five to the player’s Charisma,
This number is divided by 10, and normal
prices are divided by this factor while
buying and multiplied by it while selling.

When the player goes on an adventure,
he/she is first removed fom the CHAR-
ACTERS file, so that if he/she doesn’t
return he/she will be presumed killed,
The player is then instructed to switch
diskettes, On the adventure diskette a
file called EAMON.NAME is opened, and
the adventure name is read in (this is
why there is only one adventure per
disk). The computer then creates a file
called FRESH MEAT into which he first
writes in the record that the player used
to occupy in the CHARACTERS file,
then all of the information that was in
that record.

After the adventure is finished, the pro-
gram must have the player switch disk-
ettes back, If the player died, all that
must be done is to run ‘THE WONDER-
FUL WORLD OF EAMON,” which will
start up a new character, However, if the
player survived, the program must re-
create the file of THE ADVENTURER,
restore  the  player’s record in
CHARACTERS, with the altered in-
formation (hopefully higher weapon ex-
pertises and more gold), and run the
MAIN HALL program,

To get a feel for EAMON, observe the
terrible struggles of Jason of the Boar
Ring —

Jason was a starting character with a
Hardiness of 12, Agility of 21, and Char-
isma of 14. When he got to the Main
Hall, he first decided to buy a weapon.

THE WEAFON SHOF, MARCOS

AS YOU ENTER
CAVIELLT (THE OUWNER)> COMES
THE BACK ROOM ANI BAYS: ‘WELLy A5 I
LIVE AND BREATH» IF IT ISN’T MY OLD FAL
JASONY 60y YOU WANT TO

FROM OUT OF

BUY A WEAFONy SELL A WEAPONs OR GET

SOME RETTER ARMOURT

CHIT THE KEYy B 6§ OR A} B

MARCOS SMILES AT YDU AND SAYS, ‘GOOD.
LG Tﬁ THE BEST. YOU WANTA AXEs EROW,
MALE, SFEARy OR SWORD?

CHIT THE KEY(8)y A B M SF OR 8W) SWORD
MARCOS SAYSy ‘WELL, I JUST HAFPEN TO

HAVE THREE SWORDS INy OF VARYING
QUALITY. I/VE GUT A VERY GOOIl ONE FOR
47 GFy A FAIR ONE FOR 33 GRy

ANIT A RINDA SHABRY ONE FOR 17

WHICH DO YOU WANTT/

(HIT THE KEYy G F OR P)
MARGCOS HANRE YOU YQUR WEAFQN ANI
THE PFRICE FROM YOU,

/NOW HOW ABDUT SDME

TAKES

HE NOW ASKS YOU»
ARMOUR?

CHIT Y OR N Y

MARCOS TAKES YOU TO THE ARMOUR SECTION
OF HIS SHOF AND SHOWS YOU SULTS OF
LEATHER

ARMOLRY CHAIN ARMOURYy ANI PLATE.

Sy ‘1 CAN FUT YOU IN ANY OF THESE
EAFLY. 1 NEED 67 GOLIL

LEATHER» 147 FOR

333 FOR THE PLATE.

2 0OR THE
ALNy AN

WEL Ly WHAT WILL IT RET’

CHIT N FOR NOTHING OR L © OR F) N

MARCOS SMILES ANI SAYS» ‘NOW HOW ABOUT

A BHIELN? § CAN LLET YOU HAVE ONE FOR
ONLY 33 GOLD FPIECES!

CHLET Y OR NOY

MARCOS TAKES YOUR GOLLD AND GIVES YOQU
A BHIELD.

He also bought a Power spell for 53
gold pieces. Thus, before he went on his
first adventure, his character could
be described in the following manner:

YOU ARE THE MIGHTY JASON
YOUR ATTRIBUTES ARES

HD=12  AG=R1  CH=14
YOU KNOW THE FOLLOWING SFELLS~—-—
FOWER
YOUR WEAFON ABILITIES ARE~~

OXE BOW CLUE SFEAR SWORD

G4 -10% R0% 10% 0%

ARMOURE SKIN AND BHIELD AE=0X
GOLY TN HAND=47r EHANK=O
WEAFONS CMFLX nAM
SWORD i D8

CHET ANY KEY TO C(JN'IJNUE)

He went to adventure in the local testing
ground called ‘The Beginners’ Cave,’
which is where almost all adventurers
first go. He was in a large chamber when
things started happening —

YOUR COMMANDTE
WO ARE IM A SMALL SIDE CHAMEBER TO THE
EAST OF THE LARGE CHAMEER. 1T IS VERY
COLD HERE, AMD THE OHLY LIGHT COMES IN
LIMLY FROM THE LRRGE CHAMBER.
THERE 15 R GRIZILED QLD HERMIT CWHD
SMELLS A5 IF HE HASMN-T THEEN A BRTH
IN FORTY YEARS) IN THE RCuaM,
THERE IS A BOTTLE HERE WITH A STRANGE
POTION IMSIDE!

YOUR COMMANDTSMILE
MOTHIMNG HRFFENS.
WO ARE STRHOING IM
THE EAST SIDE CHAMBER
HERMIT IS HERE,
oLl SEE BOTTLE
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(Citizens of Eamon are rather
simple-minded; it they like you
they will follow you around and
attack your enemies. Otherwise,
they will attack you!)

YOUR COMMARNDTGET BOTTLE
GOT IT
YO ARE STANDING IN

THE ERST SIDE CHAMBER
HERMIT 15 HERE.

YOUR COMMRNDTH
YOU ARE STRMDING IN

A LRRGE CHAMEBER
HERMIT I35 HERE.

YOUR COMMAND M
YOU ARE IN A SMALL SIDE CHAMBER TO THE
WEST OF THE LARGE CHAMBER. IT IS VERY
COLD HERE. ANy THE ONLY LIGHY COMES IN
LIMLY FROM THE LARGE CHAMBER.
THERE IS A HUGE BLACK RAT WITH SHARP
WHITE TEETH HERE'
THERE IS A HUGE BROWN RAT HITH SHARF
WHITE TEETH HERE!
THERE IS A HUGE TAM RAT WITH SHARP WHITE
TEETH HERE!
HERMIT IS HERE
THERE 1S A PILE OF DIAMONDS HERE!

YOUR COMMANDTATTACK RAT
JASON ATTACKS TAN FAT
~~F CRITICAL HIT!
TAM RAT IS DEARD!
ELACK RAT ATTACKS JASON
~=—fR MISS
EROWNN PRT FLEES OUT AN EMIT.
HERMIT ATTRCKS BLACK RAT
-~A MISS,
“WOU ARE STAMODING IN
THE WEST SIDE CHAMBER
BELACK. RAT IS HERE.
HERMIT IS HEFE.
YOU SEE DIARMONDS
YOI SEE DEAD TAN FAT

I | el
YOUR COMMAND ATTRCK RAT
JASOH ATTACKS BLACK FAT
~—f MISEZ,
ELACK RAT FLEES OUT AN EMIT.
¥OU ARE STANGING IN
THE WEST SIDE CHAMBER
HERMIT IS HERE.
YOU SEE DIAMONDS
YOl SEE DERD TAN RAT
(Rats arent too cou-
rageous, are they?)
YOUR COMMAMGTGET ALL
DIAMONDS TAKEN.
DEAC: TAN RAT TAKEN
¥OU ARE STANDING IN
THE WEST SIDE CHAMBER
HERMIT 1S HERE

He and his new friend the Hermit had no
trouble mopping up on the two rats that
had escaped them. He also made another
friend, a fighter named Heinrich. All
was going very well for Jason before he
entered this small room —

YOUR COMMAND?E

YO ARE IN A SMALL, STRRK CELL WITH A
POOR ON THE WEST SIDE.
HERMIT IS HERE.
HEINRICH IS HERE.

THERE 15 A LARGE CHEST IN THE CENTER OF
THE ROOM.

YOUR COMMRNDPOPEN CHEST

FS wOU APPROACH THE CHEST, IT SUDDENLY

EECOMES ALIVE AND TWO TENTACLES COME ouT

OF THE SIDE, HOLDING v0OU FAST. ANOTHER

TENTACLE RISES FROM THE TOP AMD ATTEMPTS

TQ HURT woOub

YOU ARE STANDING IN
BN EAST CELL

HERMIT 15 HERE.

HEINRICH XS HERE.

A CHEST-SHRAPED MONSTER IS IN THE ROOM,
HOLDTNG wOU WITH TG TENTICLES AND
RATTEMPTING TO DISASSEMELE You WITH R
THIRD,

(Oops!)

YOUR COMMAND TATTACK CHEST
ATTRCK WHO?
YOU ARE STANDING IN
AN EAST CELL
HERMIT IS HERE.
HEIMRIfrH 1o wras

YOUR COMMAMDP?ATTACK. MIMIC
JASOM ATTACKS MIMIC
—-—R HIT!
MIMIC 1S WERY BADLY INJURED.
HERMIT ATTACKS MIMIC
~-A MISS
HEINRICH ATTACKS MIMIC
—-=f MISS,
MIMIC ATTACKS HERMIT
-=A MISS,
YOU ARE STAMDING IN
AM EAST CELL
HERMIT IS HERE.
HEINRICH IS HERE.
MIMIC IS HERE.

YOUR COMMAND?RTTACK MIMIG

JASON ATTACKS MIMIC
-—R MISS

HERMIT ATTACKS MIMIC
~~A FUMBLE!
WERPON DROPPED !

HEINRICH ATTACKS MIMIC
——A MISS,

MIMIC ATTACKS HERMIT
-—A MISS,

YOU RRE STANDING IM
AN EAST CELL

HERMIT 15 HERE.

HEINRICH IS5 HERE.

MIMIC IS HERE.

YOI SEE RANE

YOUR COMMAND?ATTACK MIMIC
JASON ATTACKS MIMIC
=~R CRITICAL HIT!
MIMIC IS DEAD!
A5 THE MIMIC DIES, IT ROLLS OVER AND
YO FIND R RING UNDERMEARTH IT.
YOU ARE STAMDING IN
AN EAST CELL
HERMIT IS HERE.
HEIMRICH IS HERE.
WOl SEE AXE
YOU SEE RING
YO0U SEE DEAD MIMIC

YOUR COMMAND?GET ALL
RXE TAKEN.
RIMG THKEN.
DEAD MIMIC IS TOO HERWY
YOU ARE STANDING IN

AM EAST CELL
HERMIT IS HERE,
HEIMRICH IS HERE.
Y'0U SEE DERD MIMIC

Eventually, though, Jason made it out of
the adventure with his treasures intact,
He sold them and had himself analyzed
again. This time, his attributes and abili-
ites were as follows:

“HIT THE KEY FOR YQUR CHOICE, 41-s5)5
YOU ARE THE MIGHTY JASON
YOUR ATTRIBUTES ARE:

HD=12 fG=g21 CH=14

0L FMou THE - FOLLOWING SFELLS~—
POWER

YOUR WERPOM ABILITIES ARE-—
AXE BOW CLUR  SPERR SHORD
5K -t@n 2en 182 &

ARMOUR: SKIN ARG SHIELD RE=5%
© GOLD IN HAND=657, BANK=@

WERPONS CHMPLR DA
SHORD 187 iD&
AXE ax R I

Notice that through experience both
sword ability and armor expertise went
up by 6%, or increased three times.
Until* Jason buys heavier armor, his
armor expertise cannot increage any
more. He also has 657 gold pieces,

which should permit him to buy a new
spell, ‘

Although Eamon hag g reasonably com-
plete background set, there is still room
for infinite expansion. Jason may have
been able to handle small ‘problems like
the rats and suryive little traps like the
chest—mimic, but surely in the depths
of your imagination you have nastier
things in mind} Furthermore, so far
all of the adventures written for Eamon

have resembled the Woods gy
Crowther’s ADVENTURE, but Eamop ;!
more flexible than that, Consider a game
where you are leading an army i,
battle, with morale affected by yq
Charisma! The possibilities are endleg
There is a full universe out there, and it
up to you to pull it into your compute|

Donald Brown became a personal
computing fanatic almost three
ryears ago when his father brought
home one of the first Apple 1Is.
He also permitted the infamous
William Fesselmeyer to lure him
into fantasy games over two years
ago. He now spends his time in
Des Moines writing computer pro-
grams, playing games, and incident-
ally working towards a Bachelor’s
Degree at Drake ‘University., He
can best be contacted through the

Computer  Emporium of Des
Moines.
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REM THE WOMDERFUL WORLC OF

FEM EAMOM

REM

REM MHAIM HALL <(BUY SPELLS
REM AKD ECIIPMENT AMD
REM G2 oM ADVENTURES?
REM

REM By CONALD BROMMN
REM

DEF = CHREF (4>

OMERR  GOTD Faod
PRINT Dk#: "OFEM THE ADWEMTURE
F. S5, D4 : FPRINT DE%: "READ TH
E. ADYVEMTURER® : - THPUT HAMEF: INFUT
EECZ: PRIMT DESF: "CLOSEY
DHERR GOTD 183
FRINT Dk$; “0OFERN CHARACTERS. L1
53" PRINT DEF: "EEAD CHARACT
ER=, B"; REC: IMFUT MAMEF: IMFUT
HD. AG. TH: FOR 8 = 4 TO 4: IMNPUT
SHAECH: MEMT @ FOR ¥ = 4 TO
S IMPUT WMAXCEN: MEXT IMNFUT
RE
INFUT SEWE
ITHFUT GOLEG. BRME: INFUT AC: FOR
o= 4 TO 4 INPUT FHAMEFCS.
WTYFEXCE 2 MODDERE L 2 MO ICER
2. WEIDES AT Wl FRINT
Dokl ML
DEF  FM F
+ 53
FRIMNT FRIMT "AS YOU MANGER
ABOUT THE HALL., Y317 PRINT
YREALIZE YO CAM D ORNE OF =
I¥ THIMGS——": PRINT * 4. =)
OO Ak ADVENRTURE. "0 FPRINT U
2. WISIT THE WERFOM ZHOF
FOR HEARONS RHEAOR ARM
aueE. v
FREINT " = HIRE A WIZRED T
O TEARCH %Ol SOME SFE
LLES ": PRIMT " 4, FI{ THE
ERMEER TO DEPOSIT QR": FRIHNT
b WITHDRAW SOME GOLD. "
PRIMT " I EXAMIMNE YOUR A
BEILITIES. *: FRINT * & TEM
PORARILY LEAYE THE UNIYERSE.
"

= -IMT o & RTIO

FRINT : PRINT “<{HIT THE KEY

FOE YOUR CHOICE. 21—&2Y;

GET A#: > = %AL <Ax>: IF C

M << 1 OF CHMD x & THEM 139

FPRINT CHMD: FRIMT DM CRD GOTO

158, 208, THAG,

o

FRIWNT MAMES: FREINT HDx: FRINT

AG: FRIMT CH: FORE & = 1 T4d 4
PRINT SA=ONI: MNEXT @ FOR
=1 TO 5: PRIWNT HAXCK>X: MERT

: PRINT ARE: FREIMT SEXF

FRIMT GOLLD: FRINT ERNE: FRIMNT

AC: FOR M4 = 4 T 4: FRIMNT WM

AMEF FRINT WTYFE 3 FREINT

WODIDSE : PRINT WDICE: FRIMNT

Mo IDESH HE=T W

2l

=HEE

ZEIE

FR

RETLREM

FPRINT D#F: "OFEM CHREACTERS.
LASEY : FRIMNT DR "WRITE CHAR
ACTERZ. B": REC: PRIHNT PRIMNT
DE£: "CLOSE"

HOME @ WTAE S: FRINT “IMNZER
T DISEETTE MWITH ADVEMTURE <O
B KEEFR": FRINMT FREINT "THIZ
LISEETTE FOR BESINMERS CAYE
» OINT D PRINT FRINT “DISE [x
FEIYVE IM SLOT SIk. DRIVE OMHE

THEM" : PEINMT FRIMT “HIT "
“Hr PRINT @ -FRINT FRIMNT FREIMNT
" Bi POKE  — 45 s
GET RA*: IF A% < = THEM
e R ey o

FRINT
FRIMT DE#F: "OFEN EAMOM. MAME”
FRIMNT DR "READ EARMOH. NAME
2o THPUT ADHAMES . FRIWNT DRF
"CLOZE”
HOME WTAE S: FRINT "you A
FE BEOST TO RRWENTURE IHY: PRINT
IMHYERSE FEIMT AOMAMES: HORMAL
T FREINT FRIMNT
PRINT DEs: "OPEN FREEZ
. FRINT C "WRITE FRESH MEA
T": FRIMT F GOSUE 3 FRIMT
CRF: "CLOZE" : PRIMT DRS: "R
“; ADMAMES
FRINT
THE WEAFOM ZHOF. MARECOZ"
"CRWIELLI O STHE OMHER>» COMES
O T OF "0 PRINT "THE ERC
K ROOM AMHD SAYS. THELL, AS I
FRIMT "LIWE AMD BEEATH. IF
IT ISHST iy OLD PAL": FRIMT
MAMEF: " ! S0 YOU WAENT TO"
“ELY A WEARPOH. SELL A WEAFDH
. 0OF GETY: PRINT “SOME BETTE
B ARMOUE?Y - PRINT FRIMT "t
HIT THE EEY. B S OR A2 Y

£11 % RHD J1
¥ A0 RT

MEART"

FRINT "0% Yl EMTER
FREINT

FEINT

= 4 To 3: IF
CUBSAY. TR 12 THEM

GOp TR GOTO
ESH. 2220, 24592
IF WMECS  HMOMEY THEM
FEINT "MA 1S SMILES AT Yol
Al SRYS. THRTSA" : FRINT "
FO0L. BUT FIRST %0 GOTTA SE
LL ME A": PRIMT “HEAFRDH. S0U
KHOW - THE tAbl——H3 MORE THAM™
FRINT “FOUR HMEARFONZ FER FE
FEESON! 7" PRINT SEOTO =
FRINT "HMARCOS SMILES AT You
AHD SAYS. . GO0 Y PRIWNT "I
GOTTA THE BEST. YOU WANTA A
wE. BOM.": PRINT “MACE. SPEA
F. OF SHORD?": FREINT : GOSUE
FEDE

112
)
K|
&

e .-

1
&8
BN
]

215:

=158

b g

2183

2423
el (s
Zzia

FEINT FRINT "MARCOS SAYS.
“HELL. I JUST HAFFERN TO": PRINT
“HRYE THREE " HaE: "o IN. OF
ARYIMNG 1 F MT a8l ITY. I
E 30T A % EI0 ORE FOR
FH 'Foz = BFX:" EF. A FRIR O
ME FOR:“": FH PIBF>»: ¥ GF. "
PRINT "AMD A KINDAR SHREEY O
ME FOR “: FH FIBFP 2 22: PRINT
TRHICH DO Y0OU MANTT" - PRINT
FRIMT "<HIT THE KEY. & F O

FRIMNT

BOEY

GET Af: FOR o = 4 T Z2: IF
AE < > MID% JUGEPY, Q.13 THEM
HEST GOTO ZEFE

FPRIHT A%:F = BF + BF #* i =
13 - BF « 2 & (@ = Zd):P = FH
FopPD

IF F > GOLD THEN FRINT :
“PMARCDS SHAKES A FIMGER AT Y
O ARG SAEYS. "0 FRINT " Y00
HOULDNT FLAY TRIC
LE&": FRIMT "FRIEHND!
E WMHEM YO GOTTA MO
“GOLE OF YOU MANT SOMETHING
PoOU CAMY ;. FPRINT “AFFORD, -~ HE

THEM SHODZ YOU OUT THE": PRINT
“DOCR. ": PRIMT GOTO 1688

FOR W = 1 TO 4: IF MWHFEW> =
HE THEMN HF = HNF + "#Y: GOTO
2128

MEST W: FOR 1] = 4 TO 4: IF
BIHE By <D > "HOMNEY THEM NEXT

PIMECR D = MEWNTHOMY = TP hMOX
MY = 18 & (Z — Q2 HDECWY = D
ICE WSHLWy = SIDES: GOLD = GO

L - F

TPRINT "MARCOS HAMDS YO0 Yol
FE WEAPOM RMD TAKES": FREIMNT ™
THE PRICE FROM YOU ": PRINT

IF GOLD < FN POSBY THEN =22
18
PRINT "HE HOW ASKS ¥OUL  “HO

M OHOK REBOUT SOME": PRINT “"AR
MOURET " : PRIWNT : FPRINT "<{HIT
¥OOR M "

GET RA%: IF A% = "N THEN
A*: PRIMNT GOTO 26

IF A% <L > “%" THEN Z1355
FRINT Ax: GOTO 243G
FRINT "MARCOS SMILES AMD SR
¥S., TCOME BACEKE®: PRINT "AGAI
W SO0 T AS HE SHOOS Yo OuT

FRINT

OF HI=": FRINT "SHOP. ": PRINT
: GOTO 168 R
FRINT PRINT "“PMARCOS ASKS

PO, IS THIS WERPDOH YOUY: PRINT
YWRNT TO SELL ME A STAMDARD
WEARPDM LIKE": PRINT "I SELLT
CHIT “%° OR “H-7> "
GET A®: IF A% = "¥" THEMN 23
508
IF AF < > "N THEMW 2ZZ=Ea




-

o

OlLv3HO3Y

=250 PRINT AS$: FPRINT :F = INT ¢ ZIoG  GET A$: IF AE = "L" THEN FRINT @s9a  GET A%: IF F$ = "HP THEM  FRINT
Se& / RTIO + . %): PRINT "MARC FE: PRINT ; GOTO 23 A%: PRINT : GOTO 2638
OS5 SAYS. “THEN I CAN DMLY GI m4EE  IF AF < B> UT" THEN 2158 ze@m  IF A < > "Y' THEW 2554
VE wOUY ;. FRINT Ps ¥ GOLD PIEC mq4ls  PRINT ff: PRIMNT GOTO =T zelm FRINT AE: PRINT @ IF GOLD <
ES FOR IT. TAKE IT OR": FRINT FM FrSE) THEM PRINT “WHEN
"LEAWE IT!-": PRINT : PRINT se@m PRINT @ FOR W =1 T 4: IF HE SEES THAT YOU DO NOT HAVE
“CHIT T OR LD " MIDE CUAEMS". M. 13 = LEFTH *: PRINT “ENOUGH GOLD TO BUY
Zzs@m GET Af: IF A = "L" THEN FRINT ClE, Ay THEM 0Nl GOTO 2446, THE SHIELD. MARCOS": PRINT
As$: PRINT @ GOTO 2219 TASE, TASE. 24T SEROWNS FAND SAYS. 1M SORRY
Zerm  IF AF < 3 "T" THEN 2260 . BUT I": PRINT "DON-T GIYE
zam  FRINT A$: PRINT : FPRINT “MA CREGIT!-": PRINT : GOTO 2639
RCOS SAYS. ~OKAY. WHAT™VE '¥0
LV GOT?": PRIMT INFUT " CENT 26 seZE GOLD = GOLD — I FoSEd (SH =
ER THE WERPON NAME> i W#: FOR “Ee THEN 3 PEINT SMARCOS TAKES wOUR

Wo=d4 TO 9: IF WN$Cb> < > W
# THEN HMEXT : FRINT : FRINT
YMARCOS FROWNS AT YOU AND SR
WS, WOl PRINT “CANCT SELL
A WEAFON Y0L DON'T QWM " :
GOTO 2248
Zpes L o= LEFTS (M S5p = "SWORD” OR

LEFTE cM#, S» = "SPEAR" Ok LEFTS
SME, 4> = "MACE" OF LEFTS <

. £, 2> = "BOW" OR LEFT# CWE 2
W = “"ENE": IF L THEM FRINT
SMARCOS FROMME AT ol AHD SA
WS, “THIS IS%: PRINT "F WERF
OH LIKE I SELL. REMEMEER!“":

GOTO 2428

FRIMT *"MARCOS GIVES wOU You
F MOMEY AND TAKESY: FREINT "%

OUR HERPOM. " : PRINT (GOLD =
GOLD + F: FOR W2 = W TO 4k
FOMED = WNFOME + 40 WTHONE
WMTHOWUE + A5 W0HCWNED = WOMLIMZ

+ LA MDECHEY = WOECWME + A
HERCMES = WEHCWD + L13: MENT
CWMWECA T = THIONE"

FRIMT : PRINT "MARCOS AS
WO CHOW AEBOUT BUNING A" : FRINT
PRERPOHT- " PRINT @ PRINT "1
HIT % 0OR HY . "

GET A%: IF AT = "% THEN
A%: FRIMNT : GOTO @S9

IF AF < = "H" THEM =
FRINT f%: FRIMT : GOTO 169

FPRINT

{9

PRINT

FRINT “MARCOS ASES.
WHAT WMEAFOH w0l . PEINT
FRINT : GOZUE

PRINT
“WELL.
YMANTR REETURMT?Y :
2eSE: PRINT
I FoR W = 1 TO 2: IF LEFT#
ClHF . LEW CME>x I > HF THEN
MHEST PRIMNT “MARCOS LALGHS
ARE SAYS. YO HEYERY : FRIMT
IGHT OME FROM ME. REMEMEE

Ro=
IF F >

CEP o RTIO + . S):

4 THEM P = INT CBF ~ 2
+ . S .

ZXEE  FRINT "MARCOS EMAMIMES wOuUR

WERFOHS RHD SRYS. " PRINT
THELL. YOUCYE BAMGEDR IT UP A
EIT. EBUT": PRIMT "I CAM GIV
E YO Y:ipF: " GOl FIECESY: PRINT
YFOR IT. TAKE IT OFR LEAWE IT
“M: FRIMNMT FRINT "<HIT T 0O

By
a
@
find

EE1E

ML LF

GOTO
=0 G0TO
IWHT €AC
ZrEd = 2
CRAZ = E
STT = INT o
¥ PREINT “MARCOS TAKES YO T

0 THE FARPCOUR CTION": FRINT
"OF HIS SHOP ARD SHOWES 200 =
LITS OF": PRIMT "LEATHER RARM
QOLUR. CHAIM ARMOUR. AMD FLATE
Lt IF TI » B1l o+ 2 THEM TI =
| = R ey

FRINT FRINT "HE sSAYZ. X
SR OPIT Y IM ARY OF THESE™
PRINT "“ERY CHERFLY. I MHE
L " FHR FPC1@@s: " GoLlh . PRIMT
IECES FOR THE LERTHER. ": FH
FrESas: t FORY: FRINT “THE CH
AIN, AMOD " FH FOSO@x: " FOR
THE FLATE. ": FRINT

IF TI THEM FRIMWNT "ALsSO. I
CAN O GIVE YO B TRADE—-IM OMN Y
TR PRINT "OLD ARMOUR OF Y
FTIq " GOLD PIECES. “: FRINT
FRIMT “"WELL. WHART WILL IT B
E?": PRINT FRIMT "d{HIT M
FOR MOTHINWG OR L O OR PO i

GET A%f: FOR A = 1 TO 4: IF
A¥ <2 > MIDFE CUNLCPY. A. 1> THEN
HEXT @ GOTO 25329
FPRINT AFf: PRINT
257R
F = FH'F1B8 % (A = 22 + Z5
8% CAR = EX 4+ SEE = J{H = 433
— TI: IF P > GOLD THEW FRINT
“MARCOS FROWNWS MWHEN HE SEES
THAT Gl DOY: FRINT “NOT HAY
E EHDUGHT TO FPRY FOR YOUR": PRINT
"ARMOUR AMD SAYS. X DONCT G
IVE CREDIT!“": FRINT : GOTO
ST
FREINT "MARCGOS TAKES YOUR OL
D ARMOUR AMD YOUR": PRIRT G
OLD AW HELFRPS YOI INTC YOUR
HEW" : PRINT "ARMOUR. *: FRINT
:GOLD = GOLD — P:A2 = A - 41
IF 5H THEM 2538

FRIMNT "MARCOS SMILES AND SH
Y¥S,  CHOK HOW AREOUTY: PRINT
A SHIELD? I CAMN LET »OU HAY
E ONE FOR™: PRINT “OMNLY "; FH
PS> ' GoLD PIECES!’:": PRINT

IF A = 41 THEM

=@lE

o
X
1=

Il

Zeza

GOLD AHC GIWES 2oU": FRINT ¢

A SHIELD. ":

FRINT
GaTo

ACG = AZ * 2 + SH: PRINT
1E3

EMD
FRINT “¢HIT THE KEY<Z). A E
M SF OR Shi> it
GET A$: FOR W = 1 TO 4: IF
fF < > MIDE LUABMSY, M. 13 THEM
MEXT GOTC 2858
ON 4 GOTD 2SSE, SESE, 27E. =7
1k
FRINT "AXE":BF = 25:M$ = "R
ME":TP = 1:SIDE = 5: G0TO 27
=l=)

PRINT "EON":BF = 48:ME = "B
QWY TR = 2:SIDE = &: GOTO 27
=i

PRIMT "MACEY :BF = Z@:ME = "
MACE" . TF = Z:SIDE = <4: GOTO
gl

FRINT A%

SGET AF
YFERAR"
Sk =

IF FiE

PRINT
SORED "
DICE =

E ML

FRIMNT
MINUTES

FRINT
S, THE
*LO0ES

FOoU WAMT OLD"

: IF A¥ = "F" THEM FPRINT.

BF = 25:TF = 4:35IDE =

“SPEAR®: GOTO
< > "W" THEM
SWIRDY CBP = S8
TP = S:SIDE = ¢
1: RETURM

FRIMNT "AFTER R FEM
DILIGEMNT SERRCHIMG.
“YOl FIMD HOKAS TOKA

OLD MAGE. HE": FRIMT
AT YO AMD SAYS. 7350
FRIMNT "TOKEY

TO TEACH You SoME MAGIC. HEH

HEHZ"
FPRIMNT

“MELL. IT-LL ZO=ST YoOou

TODRAY MY FEES RRE:":C2 =
H + IMT ©431 +« RHD 1> — 52
- .

a9

[ =

FRINT

EED s CERY

= 2 + C2 = @arx:RTIOD =

" ELAST "; FH FLZ&
PRINT * HEAL o

; FH PCi@@E@L; "GRY: PRIMNT ¢

SFEED

" POMER

: FRINT
PRINT

EETT

HE KEY%
S =2

“; FMN FOS@EE: “EP": PRINT
FH PCl@Ess: “GRY

PWELL, WHICH WILL IT
FRIMNT FRINT "<HIT T
FOR %OuUR SFELL. B. H. 5

FPRIMNT “CcHIT w O N>

L ] il




s T A = ¥ o AR ? w S ARG SRS PRRALATAR T FRAT4TE T COFmITRI
i L LR B SNt S 2 £ 5 EULOS f oatd LT W, un” O ERINT CMELL. WHICH MILL ST l
0 RS SR B UNE SR | AN ARATT Foae ™ B RRAT  Ctaamd: L [l AR e ESLSTRAT T b T ‘
Za4s GET AF¥: FOR SP = 4 T3 4: IF 4@l FRIMT “<ENTER THE HUMEBER OF SeEE  HOME : FRIWT "YOI ARE THE *
A < > MID$ CUBHSF". SP. 1> THEH GO PIECE’ T3": IMFUT » i MIDE C"MIGHTY FARIR .1 + 7
HEXT : GOTO 2840 I THORRR FEEIMMY = WAL . w CSEXE = "FU. Tl MAMES: FRINT
I@53@ 0N SF GOTO 2Os6. TE76. 2ES8, 3 AEd: IF MNY < 8 OR MHY < : PRINT "YOUR ATTRIEBUTES ARE
35 IMT <Hi¥2> OF  STRE oMy < (M PRIMT " HD=":HD: " AG="
Z@sd FRINT "BLASTY:F = FH FO2EE > A% THEM FRINT : PRINT *T FAG; Y CH=":CH: FPRINT
AY: GOTO =166 HE BAHKER SCOWLS SHD SAYS. °C
ZEFE FPRINT "HEAL":F = FN Pdlgog OME. COME, ®: PRINT "%0U"RE N Se4E  FRINT "w0l EHOM THE FOLLGMT
2 GOTO =105 O7 PMAKING SENSE! TRY AGAIN. NG SPELLS—":SM = B: FOR S =
Zgad  FRIMT U'SFEED" P = FMN F{(595 “rs PRINT @ GOTO 4855 41 T 4: IF SAXCSY THEN- F'EZINT
_ @>: GATD 3166 ~ MID$ <“BLASTHEAL SPEEDPOMER
ZE3ER PRINT “"FOMER":P = FH Pliog SETE  IF MMY > BAHE THEM FPRINT "S5 — 42 %k 5 o+ A.Spt g
- ? _ FRINT "THE BAMEER THROMWS w0 M= 1
1@ FRINT @ IF P > GOLD THEWR PRINT U A TERRIELE GLAMCE": PRINT SEZE  MEXT S5: IF  NOT Skt THEM FPRINT
"MWHEN HOKASZ SEES THART Y04 Do "HND SAYS. “THRTYS MORE THEM " HO SPELLS™:
HT HAYE": PRINT “ENOUGH TO POLRE GOT! " . PRINT “wou KN SEX@ PRINT : FRINT : FRINT "“YOUR
PAY HIM. HE STALKS T THE": PRINT Ol I DO T MAKE LOAMNS TO YOUu WEAFPOM ABILITIES ARE——": PRINT
"BAR. MUTTERIMNG ABOUT YOUNGS B FRINT "KIMD!® WITH THAT " ARE B0 CLIE SFERAR S
TERS WHO": FRINT “SHOULD EE HE LO=ES HIMEELF IM": FRINT WORD"™ : FRIMT " ";: FOR W = 1
TES?EDié?TD FROGS. ": PRIMT : “THE CROMD. *: FRIMNT : GOTO 1 TO S: PRINT SFCC 1 — CWAXC
51 [5T=] - 4
148 IF SAXCSP» THEM FRINT "HOK - E; : ?)HES‘(Eﬁz(;Efﬁ ﬁ);ﬁz)f
AS SAwS. I OUGHT TO TAKE YO 4RBE GOLD = SOLO - PR FMAXCMI; "% "0 WENT : PRINT
UR": FRINT “G0OLD AMYMAY. BUT s ma??JP;I;T”Hf#2?§§ Pl - s
"ESME¢HIN53” §°§E§gggﬁ +9525”T BRANEER HAMDS YOl Y0UR GolD o S@48  FPRINT A2 = INT <AC » Z3: PRINT
7 “EAD SH MO . FRINT SSATS. ~THAT LEAY "ARMOUR : “: MIDE ¢ SKIN LE
T wOU THAT": FPRINT “SPELL! ES wOU MITH o BAME: PRINT “F ATHERCHAIN FPLATE ", A2 = 7 +
FRINT : PRINT “SHAKIHNG HIS C e T e s o - gk SF2i: IF AC > A2 # 2 THEM FRINT
HEFD SADLY. HE RETURMS Ton IECES IH I CHRE. HE SHAKE i
Z B Rl = YOURY: FRINT “HAMD AMND WAL AL SHIELD™ -
FRIMT “BAR. “: FPRINT : GOTO : ol sl P \ S g M as
s ES AMAY. " PRINT - GOTO 4188 Sesw FRINT  THAEC Z6h: "AE="; AE: "X
F4258 GOLD = GOLL — F:SAXCSES =  INT ;;,fﬁﬁgfgf"PﬁéSJHI?Ftﬁhj? HA
CSE o+ RHD <13 + 25> PRINT 4@0E  PRIMT “SHYLOCK SETS A WIDE p=a G P ="
"HOKAS TEACHES YouU YOUR SFEL GRIM OH HIS FACE": PRIMT "AM SpsE  PRINT : PRINT “HERPOHSY: THEC
L. TAKES": FRIWT “HIS FEE., R L SAYS. G000 FOR Sout  Houl 190 MCHPLY CAM" : FOR W =
HD RETURMES TO HIS STOOL OM»: FIICH Do": PRINT "v0U WANT TO 4 T a: IF W 2 1 AMD WHECRDY =
FRINT “THE BAR. RS YOU WAL LEPOSIT? ! CHOME"® THEM Somm
K RWAY w00 HEARR® SEFE IF WMEOMY = “HROME" THEN FRINT
138 PRINT "HIM ORDER A DOUBLE D 4188 PRINT ; FPRIMT "CENTER THE A : PRIWNT ¥ WO HERFONSY
RAGIN BLOME, “: FRINT . GOTO MOUMT 2O WANT TO DRERPISITH: o GOTO S8sa
1EE ' IMFUT M "iREHMMY = WAL SEEE  PRINT MMECWY: TAEC 26 -~ 40
TA4E B ' CAEY IR MMNY £ OB OR MMY o > ey < @)+ 0 ABS cun SR
4@98  FRINT : PRINT “YOU HAYE HO IMT CHMYY OF STRE CPMYr < o+ 0 ABS W kR

' TROUBLE SFOTTING SHYLOCK™: FPRIMT > AF¥F THEW FRIMNT : FRINT “T ; s M
"MOCFEMMEY. THE LOCAL BAMKER. . HE BAMEER SC0MLE AT YOU AMND Y
DLE T HISY: FREINT "LARGE E SAYS. ¢ PRIMT "I"LCOME. COMES b 2 3=l WTHRE 22: FOKE -~ 12
ELLY. " PRINT : PRINT "YOU A WOLRE MOT MREING SENSE!Y: FRINT IEE, B8 PRINT “OCHIT AMY KEY T
TTRACT HWIZ ATTERTION. AND HE "TRY AGRIM. <" PRINT @ GOTO O COMTIMUE?  “: o GET HAF: FRINT
COMESY : PRINT “OYER TO 0L L TOGOTO AR
AME SAYS, “WELL. " a44m  IF MEY > GOLD THEM FPRINT S4GE EMD
SELE FRINT MAMEF: ", MY DERR " HIDE FRIMT "THE BAMNKER WAS YERY EOEE FRINT "HZ 90U LEAVE THE HAL
— CUGIRLEOY", (EEHF = "M"r w4 4+ FLEASED WHEHW YOuW": PRINT “TO Lo THE IRISHMAM": PFREINT *iC0M
c Lo M. FPRINT "WHAT R PLER LD HIM THE 3=UM, BUT MWHEM HE ES UF TD YOL SLAPS YO ON T
r SLREE T SEE YO DO SO0 WENHT DISCOVEREDTHAT YO DIDNST HA HE BACKY . PRINT "@HD SAYS.
= “ WE THAT MUCH OM Y0lL " PRINT YURALL COME BRCE REAL SO0, "
> dEZE FRINT "TO MAKE A CEPOSIT OR "HE MALKED sSlWAY. SHOUTING AB FRINT “"YH HERAHT-"
g‘ A WITHDRAWL? " PRINT : FPRINT OUT FOOLEY . PRINT “LHO PLAY GalE FPRINT DE$: "OPEMN CHRFACTERS.
C YCHIT 7 FOR DEFOEIT. Tk F TRICKS ON R EIMDLY BRMHEER. ": LASE, 56, DL FRINT D YWRIT
« IR WMITHDRAKL > " FRIMT . GOT2 188 E CHARACTERS. BY: RPEC: GOSUE &
= SPZB GET RE: IF A¥ = "D THEM FRINT G PRINT DES: "CLOSE"™
FE: FRINT @ GOTO 4898 4126 GOLD = GOLD — MHY:BAME = BAN
<1413 IF A$ < 2 "W" THEM 4@3Z6 B+ MEY: FRINT “sSHYLOCK TREE €023 PRINT DEs: "DELETE THE RDYEN
6 4856 FRIMT A%: FPRINT . FREINT "ZH S YOLR MOMEY, FUTS IT IN": PRINT TURER"
® WLOCK SRYS, “WELL, YOU HAYE "HIS BAG, LISTENS TO IT JING €9ZE  END
© " BRKE . FRINT “GOLD PIECES 5 LE, THEN": FRINT "THAMKS YOU ToaE  IF  PEEW €222} = 5 THEN PRINT
TORED WITH ME.  HOW MAMY": PRINT AND WALKS AMAY. " PRINT . GOTO CHRF ¢4 "RUN THE WONDERFLUL
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npO YO WANT TD TREE BACK? " 168 WORLE OF ERMON®
: PRIMT 4138  END THZE  END e n






