


-

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 
achieve. Although most people accept 
normal goals such as 'make lots of 
money' or 'become a feared warrior,' 
you can choose any yardstick you want 
to measure your success. After all, it's 
your life-you ARE the character. (For 
a more complete explanation of Role­
playing games, see the May-June 1979 
issue of Recreational Computing, "What 
Is ALL This Stuff?"). 

The first major FRP was Dungeons and 
Dragons, created by Gary Gygax and 
Dave Arneson. Since then many other 
sets of rules 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 
1 Referee beforehand secretly designs a 

building or cave complex and places 
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. 

It has occurred to some people that at 
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, 
troubles 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 1s m combat. 
In these games, when Grimy the Gnome 
decides to swing at an ore ( 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 not 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 sum 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 times 
his/her weight in gronds. A grond is a 
measure of weight, which is also sub­
divided into ten dos. With the stellar 
tides varying weights so much, the ex.-
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act metric equivalent of a grand cannot 
be determined; however, an average 
weapon weighs about three grands, 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
zens of the dungeons. 

All three of your basic attributes will 
not normally change through advent-. 
uring, 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 Eamon 
has Hardiness, Agility, • and Charisma 
all equal to 10. This is to reflect.the fact 
that only people who: are • a cut: above 
others would normally go adventuring .• 

go up by 2%. hit, you . got him! N,ow the question is,, 
. what did you do? 

The second factor is the quality of the· .. ,· · ·· <' •. , 

weapon, called the 'weapon com~ ,, B~th players and monsters (the gehetjc i 
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cal hits take place 5% of the time, 
in no matter what the chance to hit 

1 
• A critical hi~ will slip through your 

qipponent's armor SO% of the time so 
t'hat he receives all of the damage done 

to • (the armor does not absorb any hits 
,. ch /this round). Otherwise, a critical hit 
• ch ,/does more than usual damage: three­
ust J.t, halves of normal . damage is done 35% 

~ of the time, , twice normal 10% of the 
S time, and three times normal 4% of the 
l time. One percent of all critical hits 
\1:i\l:ve the effect of instantly killing the op­
ihorient.. 
fl!,, ' 
:1 

i,Wl•:1lee•aff q~•this ,in action, hear now the 
,!fii\i~ of Hednc and the Troll. 

what keeps yo ':{rcHiicbeingperfect; your 
chance of lea ' ' tlro@ a 'blow lS the 
same as your C • ' oi missing. :When, 

,. hit has been , 
determmed, the c , ter will generate 
il number from 1 to 100. If the number 
is Jess than· or equal to your chance to 

; edric was a . starting character with a 
Hardiness of 18 and an Agility of 20. 
(Unforturiately11,,,he had a Charisma of 4, 
·but 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 ID6 of 
damage. He also bought himself a suit 

you • learn somet y,out weapon ex, 
pertise in the class u • a.re :using will 
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of leather armor. Thus, his chance to hit 
was S (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 troll's rock­
hard s~in acted as a natural armor, 
taking 2 hits per 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 S 5% 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%. 

S~multaneously, the troll attacked Hedric. 
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<i hit is S 8%. 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 1 S 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). 

None of this, of course, does I-Iedric 
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 se.e 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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I 
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 one 
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 hisjher 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 spell 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 rise, 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 th,at 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 
arr.ow 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 

to hit (remember, Agility affects hit 
probabilities!) It is not always notice· 
able when a Speed spell wears off. If 
the Speed spell is successfully cast agafo 
while the first spell holds, the duration ol 
the spell is increased by 10 to 35 turns­
your Agility is NOT quadrupled. Thi 
normal cost of this spell is 5000 gold 
pieces. 

The last spell is the Power spell, and ii 
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 the 
extreme variableness of this spell, it has 
a normal cost of only 100 gold pieces, 

·, 
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restore ID 10 points of damage. Of 
course, you cannot cure more points of 
damage than you have taken . .The normal 
cost is l 000 gold pieces. 

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

So far, Eamon 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 II 
with the Applesoft ROM card. A disk 
is definitely required. Although some of 
the parts of Eamon can be run on a 
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 separate 
diskette. At the moment I know of five 
additional adventure diskettes. Finally, 
there is a diskette cal.fed 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. 



aflec1 
vays nj If you can get copies from such places, 
1/ean~ it would be preferred. If you cannot find 
ly cas1i Eamon locally, send an order to Donald 
1 dura1~ Brown, c/o The Computer Emporium, 
035!~ 3711 Douglas Avenue, Des Moines, IA 
ruplet, 50310 and include $5.00 for diskette 
1 50001 and postage. 

Although many programs are included 
spell,~ on the Eamon Master Diskette, the most 
\dye!~ important is called Main Hall. This pro­
ill avati gram (whose listing is to be found with 
e spell:\ this article) is where the player can equip 
to doi himself, find out his/her current weapon 
I wlllil expertises and other important informa­
he du~ tion, and head out on individual adven­
Due~ tures. 

spell, i\ (A word on the DOS used on the Apple 
d piec\ for those of you who want to make 

i 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 a line 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 

i WRITE command sends all output of the 
i 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.) 

1 When the MAIN HALL program is 
., entered, there are two important data 
ij 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. 

Jmpllml 
1te fac1:1 

It reit 
1nM~ 
d Al The second important file is called 

[ '· • CHARACTERS. It is a random-access 
gh so~I file with a length of 150 bytes per record. 
I tun~ 
'ordu~.. Record zero holds the total number of 

,· records that have been used. In each sub­
'i sequent record, the first item in the 
J ·record ·is a string. If it is the null string ~on M,1 all• l (" "), it is a signal to the program that 

n , ~»! this record is empty and can be used by 
a o(!: the NEW CHARACTERS program to 

~WFl!i place a new player into. 

1 1DU~' , If the first string in a record is not the 
opieJi null string, it is the name of the player. 
isily, I~, After that are stored the numbers that 
tely :~!i; describe the player- Hardiness, Agility, 
ng•(tte/t Charisma, the four spell abilities (Blast, 
~bs1~i , Heal, Speed and Power, in that order), 
, Colof 1 and the five weapon abilities (axe, bqw, 

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 
'y' 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. 

ns YOU FNTER THE WEAPON SHOP, MARCOS 
CA~'IEI..LI ( HIio DWNlcR) COMEB FF~OM OUT OF 
THF BACK ROOM AND SAYS, 'WELL, AS I 
LIVE AND BREATH, IF IT ISN'T MY OLD PAL 
JASON• SO, YOU WANT TO 
BUY A WEAPON, SELL A WEAPON, OR GET 
SOME nETTER ARMOURT 

( HIT THE ~EY, E1 B OR A> B 

MARCOS SMILES AT YOU AND SAYS, 'GOOD, 
I GOTTA THE BEST. YOU WANTA AXE, BOW, 
MA~I~, SPEAR, OR SWORD? 

( H.I T THE KEY< S), A B M Sf" DR SW) BWORD 

MARCOS SAYS, 'WELL, I JUST HAPPEN TO 
HAVE THREE SWORDS IN, OF VARYING 
QUALITY, I'VE GOT A VERY GOOD ONE FOR 
67 GP, A FAIR ONE FOR 33 GP, 
AND A KINDA SHABBY ONE FOR 17 
WHICH DO YOU WANTT' 

( HIT THE KEY, G F OR P > G 
MARCOS HANDS YOU YOUR WEAPON AND TAKES 
THE PRICE FROM YOU, 

HE NOW ABKB YOU, 'NOW HOW ABOUT SOME 
ARMOUR'" 

( HJ. T Y OR N) Y 
MARCOS TAKES YOU TO THE ARMOUR SECTION 
OF HIB SHOP AND SHOWS YOU SUITS OF 
LEATHER ARMOUR, CHAIN ARMOUR, AND PLATE, 

HE SAYS, 'I CAN PUT YOU IN ANY OF THESE 
VERY CHEAPLY, I NEED 67 GOLD 
PIECES FOR THE LEATHER, 167 FOR 
THE CHAIN, AND 333 FOR THE PLATE, 

WEI. L, WHAT WILL. lT BE'!" 

(HIT N FOR NOTHING OR LC OR P) N 

MARCOS SMILEB AND SAYS, 'NOW HOW ABOUT 
A BHIELDT I CAN LET YOU HAVE ONE FOR 
ONL.Y 33 GOLD PIEGESI' 

(HITYOl~N)Y 

MARCOS TAKES YOUR GOCD AND GIVES YOU 
A BH:CELD, 

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 ARE: 
HD•12 AG•21 CH•14 

YOU KNOW THE FOLLOWING SPELLS-­
l''OWl'!R 

YOUR WEAPON ABILITIES ARE--
AXE BOW CLUB SPEAR SWORD 

s:r. -10:r. ::.io:>.: 1or. or. 

M!MCJLIR: SKIN AND SHIELD AE•O:>.: 

GOLD. IN HAND•47, BANK•O 

WEAl''ONS CMF'LX DAM 
SWl:Jl,D :LO¾ 1 D B 
<HIT ANY KEY TO CONTINUE> 

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 -

1t10UF.: COMMANO?E 
·,ou Al':E Hl A SMALL. SI DE CHA118EI': TO THE 

EAST OF THE LARGE CHAMBER. IT IS VER1-r1 

COL.C> HEF:E, ANC> THE C1t1L',' L.IGHT COMES 111 
C"li1LY Ff':OM THE L.AROE CHAMBER. 
THERE IS A >3F:122LED iJLC" HEF:111T (1-!H1:1 

SMELLS AS IF HE HASW'T TA1,:EN A BATH 
IN FORTY YEARS;, IN THE RC11)M. 

THERE IS A BOTTL.E HEf':E: ~HTH A STf':At,GE 
PCITION INSIDE! 

1
T

10UF-~ COMMAND'"?SMILE 
t·!OTH I NG HAPF'ENS. 
'T'CIIJ ARE STAt·~OH~C:i IN 

THE EAST SIDE CHRMBE:R 
HERMIT IS HEl':E. 
,•,)U SEE BOTTLE 



(Citizens ot Eamon are rather 
slmple•minded; it they like you 
they will follow you around and 
attack your enemies. Otherwise, 
they will attack you l) 

'/OUR ,: OMMANC; '.•GET BOTTLE 
GOT IT 
VO•J ARE STAr,DING m 

THE EAST SIC>E CHAMBER 
HEFIMIT IS HERE 

\'OUR C OMMAI ID ?W 
y'QU ARE STANC•IHG Jl1 

A LARC,E CHAMBER 
HERMIT IS HERE. 

YOUR COMMAND?W 
YOU ARE IN A SMALL SIDE CHAMBER TO THE 

~JEST OF THE LARGE CHAMBER. IT IS VER\' 
COLO HERE, ANC·• THE ONL \' L !13HT COMES IN 
C.•lML',' FPOM THE LARGE CHAMBER. 
THERE IS A HUGE BLACK RAT WITH SHARP 

l~ ITE TEETH HERE! 
THERE IS A HUGE BROWN RAT H!TH SHARF' 

~JH !TE TEETH HERE! 
THERE IS A HUGE TAN PAT H!TH SHAl':P HHITE 

TEETH HEPE! 
HEF:MIT IS HEPE 
THERE IS A PI LE OF C• IAMONDS HERE' 

YOUR COMMAND?ATTACK RAT 
.JASON ATTACKS TAIi RAT 

--A CRITICAL HIT! 
TAN RAT IS r•EAD! 
E:LAn'. PAT ATTACKS JASON 

--A MISS 
E:ROllN PAT FLEES OUT AN EXIT. 
HERMIT ATTACKS BLACK PAT 

--A MISS, 
• 'T'OU ARE: STAUDINO IU 

THE HEST SIDE CHAMBER 
Bl.AC~: RAT IS HERE 
HEFi':MIT IS HERE. 
YOU SEE O I At10NC)S 
','OU SEE ()EACl TAN f.'AT 

','OUR COMMAIW? ATTACK RAT 

.TASON ATTACKS BLACK RAT 
--A MISS 

BLACK RAT RLEES OUT AN EXIT. 
>'OU ARE STANDING HJ 

THE WEST SIDE CHAMBER 
HERMIT IS HEPE 
't-'OIJ SEE C•IAMONClS 
>'OIJ SEE DEAD TAN FIAT 

(Rats aren't too cou­
rageous, are they?) 

'r'OUP. COMMAND-::•GET ALL 
DIAMONDS TAVEN. 
DEAD TAN RAT TA~:EN 
y'QU ARE STANDING IN 

THE WEST SIDE CHAMBER 
HERMIT IS 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 -

YOIJR COMMAND?E 

YOU ARE W A SMALL, STARK CELL WITH A 
OOOP ON THE WEST SIDE. 
HERMIT IS HERE. 
HEINRICH IS HERE. 
THERE IS A LARGE CHEST IN THE CENTER OF 

THE ROOM. 

YOIJR COMMAND?OPEN CHEST 
AS YOU APPROACH THE CHEST, IT SIJ(,t,ENLY 
E:ECOMES AL !VE AND TWO TENTACLES COME OUT 
OF THE SIDE, HOLDrno YOIJ FAST. ANOTHER 
TENTACLE RISES FROM THE TOP AND ATTEMPTS 
TO HURT ','OIJ. 

,·o~rt:~s;T~;~c_"G rn (Oops!) 
HERMIT JS HERE. 
HEINRICH IS HERE 
A CHEST-SHAPED MONSTER IS IN THE ROOM, 

HOLDING YOU WITH TWO TElfflCLES AND 
ATTEMPTING TO r,ISASSEMBLE \'OU WITH A 
THIRD. 

','OUR COMMANC• 'ATTACk CHEST 
ATTACf:: WHQC• 
\'OU AR'E STANNNG IN 

1 AN EAST CELL 
HERMIT IS HEl>E 
HEINJ::•Tr-1-.1 TC u.-~ .... 

YOUR COMMAND?ATTACK ru Ml C 
JASON ATTA~KS MIMIC 

--A HIT! 
MIMIC IS VER\' BADLY INJURED. 
HERMIT ATTACKS MIMIC 

--A MISS. 
HEINRICH ATTACKS MIMIC 

--A MISS. 
MIMIC ATTACKS HERMIT 

--A MISS. 
\'OU ARE STAND ING IN 

AN EAST CE:LL 
HE:RM IT IS HERE. 
HEINRICH IS HERE. 
MIMIC IS HERE. 

YO/JR C011MAND?ATTACK MIMIC 
JAsor, ATTACKS MIMIC 

--A MISS. 
HERMIT ATTACKS MIMIC 

--A FUMBLE! 
WEAPON DROPPED! 

HEINRICH ATTACKS MIMIC 
--A MISS. 

MIMIC ATTACKS HERMIT 
--A MISS. 

,•au ARE STANDING IN 
Af·l EAST CELL 

HERM It IS HERE. 
HEINRICH IS HERE. 
MIMIC IS HERE. 
YOU SEE AXE 

'tOIJR COMMAND?ATTACI( MIMIC 
JASON ATTACKS MIMIC 

--A CRITICAL HIT! 
MIMIC IS DEAD! 
AS THE MIMIC DIES, IT ROLLS OVER AND 
YOU FIND A RING UNDERNEATH IT, 
T'OIJ ARE STAND ING IN 

AN EAST CELL 
HERMIT IS HERE, 
HEINRICH IS HERE. 
YOU SEE AXE 
YOU SEE RING 
YOU SEE DEAD MIMIC 

YOUR COMMAND?GET ALL 
AXE TAKEN. 
RING TAKEN. 
DEAD MIMIC IS TOO HEAVY 
\'OU ARE STANDING IN 

AN EAST CELL 
HERMIT IS HERE, 
HEINRICH IS HERE . 
YOIJ SEE DEAD 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 YOUR CHOICE, :1-6)5 
\'OU ARE THE MIGHTY JASON 
T'OUR ATTRIBUTES ARE· 

HD=12 AG=2i CH=14 
>'OU l(NOH THE· FOLLOW I NG SPELLS-­
POHER 
YOUR HEAPON ABILITIES ARE--

AXE 8014 CLUB SPEAR S!<ORD 
5;{ -i0('! 20% :10:.-: 6('~ 

ARMOUR: SKIN AND SHI ELD AE=6% 
GOLD IN HAND=657, BANK=0 
WEAPONS CMPLX 
SWORD i0% 
A>:E 0% 

DAM 
:1 D 8 
:1 D 6 

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 increase any 
more. He also has 657 gold • pieces, 
which should permit him to buy a new 
spell. 

Although Eamon has a 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 survive 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 f~r Eamon 

have resembled the Woods and 
Crowther's ADVENTURE, but Eamon is' 
more flexible than that: Consider a game 
where you are leading an army into 
battle, with morale affected by your 
Charisma! The possibilities are endless. 
There is a full universe out there, and itis 
up to you to pull it into your computer! 

Donald Brown became a personal 
computing fanatic almost three 
years ago when his father brought 
home one of the first Apple Ifs. 
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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Li§ting 
0 REM THE L~ONDERFUL ~JORLD OF 
:1. REM EAMON 
2 REM 
3: REM MAIN HALL (BU'T' SPELLS 
4 F::EM AND EQUIPMENT AND 
5 REM GO ON ADVENTIJRES) 
6 RE~l 
7 REM B'T' DONALD BRm~N 
8 REM 
:1.0 DK$ CHR$ (4) 
20 ONERF: GOTO 70(10 
30 PF::INT DK$.; "OPEN THE ADVENTURE 

R., 56., D:1.": PF:INT DI($; "READ TH 
E ADVENTURER" : INPUT NAME$ : INPUT 
REC:: PRINT C:,K$., "CLOSE" 

40 Clr~ERR GOTO :1.00 
5€1 PRINT DK$; "OPEt~ CHARACTEF:S., L:1. 

50": PRINT DK$,; "READ CHARACT 
ERS, R"; REC: INPUT NAME$: INPUT 
HD., AG., CH: FOF: X = :1. TO 4: INPUT 
sA;:<X): NE>n : FOR )< = :1. TO 
5 : INPUT L~A,-! CO : t~E'.<T : INPUT 
AE 

6•3 INPUT SE)-($ 
70 INPUT GOLD., BAt·W: INPUT AC: FOF: 

L·J = :1. TO 4: . INPUT L·JNAME$(H) .• 
l•JT',-'PE;~(l•D., ,~ODDS;-:(l•D., l•lOICE;:G,J 
)., HSIDES:0~(i.1): NE:,-n ~J: PRINT 
DK$.: °CLOSEU 

80 DEF Ft·J POO = INT (:,-,: * FffIO 
+ 5) 

:L0•3 PRINT : PRINT "AS ',-'OU 1-lANC:•ER 
ABOUT THE HALL., 'T'13U": PRINT 

"REALIZE 'T'OU CAN DO ONE OF S 
IX THINGS--": PF:INT " i. G 
0 ON AN ADVENTJ_I_F:E. ": PRINT " 

2. VISIT THE L~EAPOl·J SHOP 
FOR L•JEAPONS ANC:•.,·'OF: ARM 
OUR." 

i:l.0 PRINT " :::::. HIF:E A ,HZARD T 
0 TEACH 'T'OU SOME SPE 
LLS. ": PRINT " 4. FIN[:> THE 

BAt~KER TO DEPOSIT OR": PRINT 
IH THDRAL~ SOME GOLD. " : 

PRINT " 5. EXAMINE 'r'OUF: A 
BILI TIES. ": F'RINT " 6. TEM 
PORAF:IL'r' LEAVE THE UNIVERSE. 

1.2,:;:1 PRINT : PRINT "<HIT THE KE',-' 
FOR ',-'OUR CHO I CE., :1. -6) "; 

:1.3:0 GET A$: CMD = VAL (A$): IF C 
MD 0: :1. OR CMD > 6 THEN :1.::::"::; 

::l4•3 PRINT CMD: PF:INT : ON CMD GOTO 
:10(:1~1 .. 20(1J.3 .. 3€10~:::1 .. 4000., 5(11,.:::10_. 60ff 
0 

200 PRINT NAME$: PRINT HD: PF.:INT 
AG: PF:INT CH: FOF: )~ = :1. TO 4 
: PRINT SA~c(>D : NE:,C'.T : FOR )-0: 

= 1. TO .5 : F'F:: It-IT HA;u )0 : NE:,n 
: PP.INT 'RE: PF.:INT SE)<$ 

21.,3 PRINT GOLC.•: PRINT BANK: PRINT 
AC : FOP. H = :1. 7•J 4 : PF: I t·JT l~t·J 
At1E$(W): PRINT L~T'T'PE~:O-D: PRINT 
l~OODS;-;o,D: PF:INT WDICE;-;(M): PF:INT 
~JS I DEs;,;_,: H) : NE:«:T 1-l 

22,:;:1 RETUF:N 
• 1.0,;:10 PF.:INT DK$_; "OPEN CHARACTEF:S., 

L:1.50": PF:INT DK$_; "l~F.:ITE CHAF: 
ACTERS., R" ., F::EC : PR I NT : PR I NT 
DK$., "CLOSE" 

1.0:1.,::; HOME : './TAB 5: PF:INT "INSEF: 
T DIS~::ETTE 1-HTH ADVENTURE (0 

R KEEF"': PF:INT : PRINT "THIS 
·DISKETTE FOF: BEGINNEF:S CAVE 

) IN": PRINT : PRINT "DISK D 
RIVE IN SLOT SD,:.. [)F.:IVE ONE 
THEN": PRINT : PRit-JT "HIT •·-,:: 
••• .,: PRINT : ·PF:INT : PRINT : PPit-JT 

I&;: POKE - 16368~0 
:1-020 GET A$: IF A$ < > "C" THEN 

:102&-3 
1'33[1 PRINT 
1.040 PRINT DK$.: "OPEN EAMOt-J. NAME" 

: PF:INT DK$; "READ EAMOl·t t-mME 
INPUT ADNAME$: PF:It-JT DK$., 

11 CLOSE" 
1.05•::i HOME : VTAB 5 : PF.: I t·JT ""T'OU A 

F:E ABOUT TO ADVENTUF:E It·l": PF.:INT 
INVERSE : PRINT ADNAME$: NORMAL 

: PF:INT : PRINT 
1.(16,3 PF: It-ff [:•I<$_; "OPEN FF:ESH MEAT" 

: PRit-H DK$., "~JF:ITE FF:ESH MEA 
T": PRINT.REC: GOSUB 200: PRINT 
[:,!($.: "CLOSE": PRINT DK$; "F:Ut·l 
".: ADNAME$ 

20(10 PRINT : PF:INT "AS 'T'OI_I ENTEF: 
THE l~EAPON SHOF·.. MAF:COS": PRINT 

"CA\' I ELL I ( THE Ol•lt·JEF.:) COMES 
• FROM OUT OF": PF:It-JT "THE BAC 
K F:OOM AND SA',-'S., -·· !•JELL., AS I 

20:1.0 pr:;:INT "LIVE AND BREATH.. IF 
IT ISt-rT t1'T' OLD PAL": PRINT 
NAt1E$.: "! SO., 'T'OU l•JANT TO": PF:INT 
"BU',-' A ~JEAPON., SELL A l,JEAPOt·J 

OF.: GET": Pf:::INT "SOME BETTE 
F: AF.:MOUF.:?": PRINT : PRINT " ( 
HIT THE f<E'-.'., B S OR A) ",; 

2(12,3 C2 = CH + It-JT ( :1.:1. * Rt·lE> ( i 
) - 5):C2 = C:2 + (C2 0) : F:T 
IC1 = :i0 / C2 

2>33[1 GET A$: FOR TR = 1. TO 3: IF 
A$ MI[.•$ ("BSA".• TR., 1.) THEN 

NE?':T : GOTO 2(1J:(.1 
204>::i PF:INT A$: PF:It·JT ON TF: GOTO 

·7-•050• 2220., S•49L;1 
2>35[1 IF HN$(4) < "NONE" THEN 

F'RINT "MARCOS SMILES AT 'T'OU 
AND SA'r'S., ···THATSA": PRINT " 

GOOD.• BUT FIRST VOU GOTTA SE 
LL ME A": PRit·lT "l•lEAPON. 'y'OU 

l<NOl-l THE LAl-1--NO MORE THAW' 
: PRINT "FOUR LsEAPot~S PEF: PE 
F:SON ! ···" : PR I NT : GOTO 2220 

2060 PRINT "MARCOS SMILES AT ',-'OU 
AND SR1

T
1S:., .• -·1300D. '': PRINT 11 1 

GOTTA THE BEST. 'r'OU MANTA A 
)-0:E, BOl·l., ": PRINT "MACE., SPEA 
R, OR SI-JORD?": PRINT : GOSUB 
2650 

2(170 PF:It-JT : PRINT "MAF:COS SA'-.'S., 
·'!,JELL., I JUST HAPPEN TO": F·F:INT 

"HAVE THREE "; N$., "S IN, OF V 
AF:"T'ING"; • PRINT "G!UALIT'T'. I-··•./ 
E GOT A VEF:',-' GOOD ONE FOR": PF:INT 

FN"P(2 *BP)_;" GP, A FAIR 0 
t·JE FOF~ "; Ft·J P<BP).:" GP.," 

208•:1 PRINT "AND A f<INC•A SHABB'T' 0 
NE FOF: "_; FN P(BP / 2): PRINT 
"l,JHICH DCr ',-'OU l"ANT?·'": • PRINT 
: PF:INT "(HIT THE l<E',-'., G F 0 

R F') u_; 

2090 GET A$ : FOR G! = :1. TO 3 : IF 
A$< :> MIC•$ ("GFP",Q.,:1.) THEN 

NE:,<T : GOTO 2090 
2:1.00 PF:INT A$:P = BP + BP * (Q 

:1.) - BP/ 2 * (Q = 3):P = FN 
P(P) 

21.:1.•::i IF P :> GOLD THEN PF:INT : F·RINT 
"MARCOS SHAKES A FINGER AT',-' 
ou AND sRvs .. 11 

: PR 1 NT 11 
... 

1T•ou s 
HOULDIY T PLA'T' TF.: I Cl<S ON AN 0 
LD": PRit-/T "FRI ENC:•' COME BAC 
K l•JHEN 'r'OU GOTTA MORE": PRINT 
"GOLD OR 'T'OU l•lANT SOMETHING 
'T'OU CAN": PRINT "AFFOF:D. ,· HE 

THEN SHOOS ',-'OU OllT THE": PF:INT 
"DOOR. ": PRHH : GOTO :1.0[1 

21.:20 FOF.: ~J = :1. TO 4: IF l·JN$(~J) = 
N$ THEN t·l$ = r~$ + "#": GOTO 
2:120 

2:1.30 NEXT W: FOR 1-l = :1. TO 4: IF 
l,JN$(~D < > "NONE" THEN NEXT 

2:1.4[1 l·Jt·J$(W) = N$:l,JT;~(vJ) = TP :l•O;~( 
~D = :1.0 * (2 ·- GD: l~D.:~(I~) = c, 
ICE: l~S;~•;I~) = SIDES: GOLD = GO 

. u., - p 
2:1.50 • PRINT "MARCOS HAt~DS 'T'OU ',-'OU 

R l•JEAPON AND TAKES": F'F:INT " 
THE PRICE FF:OM ',-'OU. ": PF:INT 

21.60 IF GOLC:• < FN P(50) THEN 22 
:1.0 

21.70 PRHff "HE NOW ASKS. 'r'OU., 'r~o 
~J HOI~ ABOUT SOME"; PRINT "AR 
~10UR?'": PRINT PRINT "CHIT 

1
T

1 OF~ N) II; 

2:1.80 GET A$: IF A$= "N" THEN PRINT 
A$: PF: Itff : GOTO 22:1.0 

2:1.90 IF A$< :> "V" THEN 2:1.80 
220>:l PRINT A$: GOTO 2490 
221.0 PRINT "MARCOS SMILES AND SA 

',-'S, 'COME BACK": F'F:It~T "AGAI 
N SOON! , AS HE SHOOS ',-'OU OUT 

OF HIS": PRINT "SHOP. ": .PRINT 
: GOTO :1.00 

2220 PRINT : PRINT "MARCOS ASKS 
',-'OU., 'IS 'THIS WEAPON ',-'OU": PRINT 
"HANT TO SELL ME A STANDARD 
L~EAPON LIKE": PRINT "I SELL? 

(HIT .,..,_,_.. OR __..N__..) 11 _; 

2230 GET A$: IF A$= "Y" THEN 23 
50 

2240 IF A$< > "N" THEN 2230 



2250 

226f...3 

i'e:270 
2:28•Z1 

22.90 

PRINT A$; PRINT :P = lNT (. 
50 ,' RTIO +. 5): PRINT "MARC 
05 SAYS, 'THEN I CAN ONL ',' Cl I 
VE 'r'OLI": PRINT P; " GOLD PIEC 
ES FOi": IT, TAKE IT OR": PRINT 
"LEAVE IT!.,": PRINT : PRINT 
"CHIT TOR L) "; 

GET A$: IF A$ = "L" THEN PRINT 
A$: PRINT : GOTO 22:l,0 

IF A$ < :> 11 T 11 THEN 2260 
PRINT A$: PRINT : PRINT "MA 

Fe:COS SAYS, 'OKAY, WHAT·'VE 'r'O 
LI GOT?": PRINT : INPUT "<ENT 
ER THE WEAPON NAME)"JW$: FOR 
W = :1 TO 4: IF WNSCW> < > W 
$ THEN NEXT : PF'!INT : PRINT 
"MARCOS FROWNS AT YOU AND SA 
'T'S, ... 'T'OLI" : PR I NT "CAN'T SELL 

A WEAPON 'T'OU DON'T OWN ! ·' " : PR I NT 
: GOTO 22:10 
L = LEFTS.. CW$., 5) = "51✓01":C>" OR 

LEFT$ CW$: 5) = "SPEAR" OR LEFT$ 
<W:f:, 4) = "MACE" OR LEFT$ Cl•J 
:r., 3:) = "801✓" OR LEFT$ CW$, 3: 
) = "AXE": IF L THEN PRINT 
"MARCOS FROl✓NS AT '•'Ol_l AND SA 
'T'S, 'THIS IS": PRINT "A WERP 
ON LIKE I SELL, REMEMBER!·'": 

GCl1-0 2420 
~!3:00 PRINT "MARCOS GIVES ',-'OU 'r'OIJ 

F; MONEY AND TAKES" : PR I NT "'-,' 
OUR WEAPON. ": PRINT : GOLD = 
GOLD + P : FOi": J✓2 = J✓ TO 4: l✓N 
$0✓2::• = ~JN$<1✓2 + :1) : WT::--:0✓2) = 
WT;{ C 1✓2 + :1) : J,m;.: ( l•J2:, = wo;--:: ( l•J2 

+ :1;, : J,Jc,;-: (l,J2) = ~JD% C ~J2 + :1) : 
l•Js;...:(t..,2) = 1,,s;.-:(t.J2 + :1): NE::<T 
: l✓N$(4 )' = "NONE" 

2:3:1'~l PRINT : PRINT "MARCOS ASKS 
'T'OU.. ... HO~J ABOUT BU'T' I t-lG A" : PF: I NT 
"l•JEAPON?·'": PF:INT : PF':INT " ( 
HIT 'T' OR N) ".; 

23:20 GET A,t: IF A$ = "'T'" THEN PRINT 
A$: PF~INT : GOTO 2050 

23:3:J.3 IF A$ <.: :::- "t-J" THEN 23:2t-:;:1 
2:34•7, PRINT 1"1$: PF':INT : GOTO 2:1..6•::l 

~~35,;,1 PRINT : PF':Hff "MARCOS ASf(S., 
''I-JELL., ~JHAT l✓EAPON '•'OU": PF:It-.lT 

"l•JFJNTA F':ETUF.:W?": PRINT : GOSUB 
2650: PRINT 

~:360 l•J2 = H: FOF: 1-J = :1.. TO 4: IF LEFT$ 
O•lN$(1,J).. LEN (N$) >. < ~ N$ THEN 

NE:,,:T : PRINT "MARCOS LAUGHS 
AND SR'•'S.. ·"'T'OU NE'·/ER": PF':It·ff 

"BOUGHT ONE FF':ON NE., REMEMBE 
F-:? ... u: PRINT : GOTO 221.0 

23:71::1 BP = E:P + BP * (L.JO;-::(T;:, :::- 5) -
BP ...-' 2 * (l✓O:,;(T) < - 5) :P = 

INT (BP...-' RTIO +. 5): IF P > 
BP/ 4 THEN P = INT (BP/ 4 

+ . 5) 

2380 PF:INT "MARCOS E)C:AMINES '•'OUR 
~-~EflF'ONS AND SAYS., 11

: pr;;~INT " 
·"J,JELL.. '•'OU"'VE BANGED IT UP A 
BIT, BUT": PRI~!T "I CAN GI'-l 

E 'T'OU "; p_; 11 GOLCt PIECES": PF:'.:INT 
"FOR IT., TAKE IT OR LER'•lE IT 

PRINT : PRINT ''CHIT T 0 
R t_·;, 

~:!3:90 

~':400 
;:;;:4:10 

24;2f;.'f 

GET A$: IF 
A$: PRHff 

A$ = "L" THEN 
(30TCI 2~=:i::.1.C1 

PP.INT 

IF A:t _;-,, 
0 Tu THEN 2::t9~~ 

PF:INT A$: PP.INT (30TO 23,3(;:1 

PRINT : FCIP. l•J = ·:1 TO 4. IF 
MID$ ( 11 ABMS 11 .-M.,:1) = LEFT:.=t. 

(f•J$ .• :1.) THEN ON L.J GOTCI 2441;;.'f,, 
245('f .. 246t-3., ~~4 7'j.) 

24::':J:£1 NE:.::T t.J 
;;:;:44r.3 E::F' = 2~i: GOTO ;;:.;:3:7iz1 
~~45tz1 BF' = 40: GOTO 23'?tZt 
~~::46t1 BP = 2i.::1 • GOTO ~:37t-J 
;::470 IF MIC:•:.f: (~•/$., ~::., :.t) ::::: ''P" THEN 

E:F' = 2~• : GC•TO 2.?70 
:;:;4SJ.'.::1 BP = 5(1 : G1JTO 2::_t7.,3 
Z::4'9i.3 f12 ;;:: INT (AC: 1·., 2) :SH = AC -

A2 * 2:8:1 = 25 * <A2::::. :1.) + 
6~~1 :+: ( A2 = 2) + :1.1~10 1+: ( Ft2 = 
3):TI = INT (8:1 ,..-' RTIO +. 5 
): PRINT "MARCOS TAKES YOU T 
0 THE ARMOUF''. SECTIOt~": PRINT 
1'0F HIS SHOP At-~D SHOl•JS 'T'OU S 
UITS OF": PF:INT "LEATHER AF':M 
OUR., CHAIN ARMOUF':, AN[> PLATE 

": IF TI> B:l.. * 2 THEN TI= 
B:l.. * 2 

2:51:;ic.;:1 PF':INT : PRINT "HE SA'•'S., 'I 
CAN PUT •T·ou r N. AN1

T' oF THESE 11 

: PRINT "VER'r' CHEAPL'•'. I NE 
ED 11 ; FN P(:t.,zn]).:" GOLDu :. PRit~T 
"PIECES FOR THE LEATHER, ".: FN 
P(250~1 ; 

11 FOF-: 11
: PRINT "THE CH 

AIN, AN[:, "; FN P(500).:" FOR 
THE PLATE. " : PR I NT 

25:11] IF TI THEN PF':INT "ALSO., I 
CAN GI 1•/E 'T

1ou A TF-:ADE-IN ON 'T· 

OUR": PF':Hff "OU;> ARMOUR OF " 
_; TI., " GOLD PIECES. ": PF:INT 

2521] PRINT "l~ELL l•JHAT l•JILL IT B 
E?'": PRINT : PF:It-H "(HIT N 
FOR NOTHING OR L C OF': P) "; 

2530 GET RS: FOR R = :1 TO 4: IF 
A$ < > MID$ <"NLCP".• A., :1) THEN 

t~EXT : GOTO 253•3 
2540 PRINT A$: PR.INT : IF A = :1.. THEN 

2570 
2550 P = FN·~PC:1.00 * (A = 2) + 25 

0 ·*CA= 3).+ 500 *CA= 4)) 
- TI: IF P > GOLD THEN PRINT 

"MARCOS FROl~NS l✓HEN HE SEES 
THAT 'T'OU DO": PRINT- "NOT HAV 
E ENOUGHT TO PA'T' FOR 'T'OUR": PRINT 
"ARMOUR Al·W SA'T'S, --·1 DON'T G 
IVE CREDIT! ✓": PRINT : GOTO 
2570 

2560 PRINT "MARCOS TAKES YOUR OL 
[) ARMOUF: AND '•'OUR": PRINT ,;G 
OLD AND HELPS YOU INTO YOUR 
NEW': PRINT "ARMOUR. ": PRINT 
:GOLD= GOLD - P:A2 = A - :1 

2570 IF SH THEN 263:0 

2580 PRINT "MARCOS SMILES AND SA 

259~'3 

;2600 
~:6:10 

!3ET. A$: IF A$ = "N" .THEN F•Fe:INT 
A$: PRINT : GOTO 2630 

IF A$ C > •y• THEN 2590 
PRINT A$: PRINT : IF GOLD< 
FN P(50) THEN PRINT "WHEN 

HE SEES THAT YOU DO NOT HAVE 
" : PF': I NT "ENOUGH GOLD TO BLI'•' 

THE SHIELD, MARCOS": PRINT 
"FR1jl~NS AND SA'T'S, ... I'M SORR'r' 

BUT I": PRINT "DON·'T GIVE 
CREDIT!.., 0 : PRINT : GOTO 2630 

~:62€1 GOLC:i = GOLD - FN P(5~3) : SH = 
:1: PRINT "MAF':COS TAKES YOUR 
GOLD AND Gr 1•.-'ES "T

1ou 11 
: PF~ 1 NT 11 

A SHIELD. ": PRINT 
263:0 AC= A2 * 2 + SH: PRINT : GOTO 

:l..€10 
2640 END 
26!5£1 PF!INT "<HIT THE KEY(S) .• A B 

M SF' OR SW) "; : 
2660 GET A$: FOR 1-J = :1.. TO 4: IF 

A$ < > MID$ < "ABMS"., ~.J., 1.) THEN 
NEXT : GOTO 2660 

2!670 ON W GOTO 268J.]., 2690.- 2700., 27 
:H~ 

2680 PRINT "AXE":BP = 25:N$ = "A 
XE":TP = :l.:SIDE = 6: GOTO 27 
50 

2690 PRINT "BOW":BP = 40:NS = "B 
OW":TP = 2:SIDE = 6: GOTO 27 
5~3 

2700 PRINT "MACE":BP = 20:N$ =" 
MACE":TP = 3:SIDE = 4: GOTO 
2750 

27:1.J.3 
2720 

2720 
2740 

PRit~T A$; : 
GET A$: IF A$ = "P" THEN 

"PEAR":BP = 25:TP = 4:SIDE 
5: t+S = "SPEAR" : GOTO 2750 

IF A$< :> "I✓" THEN 2720 
PRINT "l·JORD" :BP =; 50:N$ 

PF'!INT 

SHORD":TP = 5:SIDE = B 
275£1 DI CE = :1.. : F:ETURN 
2760 END 
3:~m0 PF:rt-n : PRINT "AFTER A FEW 

MINUTES DILIGENT SEARCHING., " 
: PRINT "¥OU FIND HOKAS TOKA 
S., THE OLD MAGE. HE": PFUNT 
"LOOKS AT 'T'OU AND SA'T'S.. 'SO 
'T'OU 1'1ANT OLD": PRINT "TOKE'T' 
TO TEACH ','OU S0/1E MAGIC .. HEH 

HEH?" 
3:0:10 PRINT "~JELL, IT ✓ LL COST YOU 

TODA'-,' M'T' FEES AF.:E: " : C2 = C 
H + INT C:1:1 * RND C:1) - 5) 
:C2 = C2 + (C2 = 0):RTIO = :1 

H / C:2 
:S:02<::l PRINT " BLAST "; FN PC3£1 

00); "GP": PRINT" HERL 
FN P(:1000); "GP": PF-:INT " 

SPEED "; FN P(5000).~ 11 GP": PRit-lT 
POl•JER "; FN P(:100)., "GP" 

'i-'S, 'NOW HOI~ ABOUT": PRINT " : PRINT 
A SHIELD? I CAN LET YOU HRV 3:03:0 PRINT "WELL, WHICH !✓ ILL IT 
E ONE FOR": PRINT "ONLY "; FN BE?_,..,: PRINT ; PRINT '"<HIT T 
P<S0>;" GOLD PIECES!.,,.,,: PRINT HE KE'Y FOR YOUR SPELL.- B ... H..- S 
: PR:Cr-.11 ,~ <:H'.1:1 - OR .-...:> ••~ o,=-,, ~:,. 

\ 
-1 
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l:;.i i ., :l~f~~l ~- 1-·J,,··1fi1 •·? ~:·.;.-◄N r:~z 
r ·,·,~•U •• F. u (;,,}.tl~!'~ ,;, Jr,: l. •.". ~- J.'.•I-'' ! NJ 
•• J 11·1•- • ~ f :i- U i. -· ,'.< t __ .... ~t, ~ .. ~ .••."'\"' , £ _! 

:,:040 GET A$: FOR SP= 1. TO 4: IF 
A$< > MID$ ("BHSP",SP,1) THEN 

NEXT : GOTO 3:040 
3050 ON SF' GOTO 3:060, 3070, 3:080, :,: 

090 
3:060 PRINT "BLAST": P = FN P(3:00 

0): GOTO 3:1.00 
:.:070 PRINT "HEAL": P = FN P(:1-000 

): GOTO 3100 
:,:030 PRINT !'SPEED": P = FN P(500 

0): GOTO 3:1-00 
3:0913 PRINT "POWER": P = FN P(100 

) 

3:1.00 PRINT : IF P > GOLD THEN PRINT 
"l~HEN HOKAS SEES THAT '-r'OU DO 
N ✓T HAVE": PRINT "ENOUGH TO 
PA',-' HIM, HE STALKS TO THE": PRINT 
"BAR, MUTTERING ABOUT 'T'OUNGS 
TERS WHO": PRINT "SHOULD BE 
TURNED INTO FROGS. ": PRINT : 

GOTO 100 
3:1.10 IF SA%(SP) THEN PRINT "HOK 

AS SA'T'S., ·' I OUGHT TO TAKE YO 
UR": PRINT "GOLD AN'T'WA'r', BUT 
HAVEN ✓T '-r'OU FORGOTTEN": PRINT 

"SOMETHING? I ALREAD'T' TAUGH 
T 'T'OU THAT": PRINT "SPELL! ✓" 

: PRINT : PRINT "SHAKING HIS 
HEAD SADL',-', HE RETURNS TO": 
PRit~T "BAR. ": PRINT : GOTO 

1.00 
31.20 GOLD= GOLD - P:SA::-:(SP) = lNT 

(50 * RND (:t) + 26): PRINT 
"HOKAS TEACHES '-r'OU 'T'OUR SPEL 
L, TAKES": Pf<:INT "HIS FEE, A 
ND RETUF:t-lS TO HIS STOOL ON": 

PR I NT "THE BAR. AS YOU l•lAL 
I( Al•JA'T' '-.'OU HEAR" 

3:i3<3 PF::lNT "HIM ORDER A DOUBLE D 
RAGON 8LOM8. ": Pf.INT : GOTO 
100 

3:140 Et-m 
4000 PF:INT : PRINT "'T'OU HAVE NO 

TROUBLE SPOTTING SH'-r'LOCK": PRINT 
"MCFENNE'T', THE LOCAL BANKER, 

4010 

4020 

4030 

DUE TO HIS": PRINT "LARGE B 
ELL','. ": PIHNT : PRU~T '"T'OU A 
TTRACT HIS ATTENTION, AND HE 

COMES": PF.:It-ff "OVEF.: TO '-r'OU 
AND SA'-.'S, 'WELL., " 

PF.: I NT NAME$_; ".• t1',-' OEAR "_; t1 I D:t 
( 

11 GI i;:LE:01

T

1 11 

·' ( SE:~::$ = 11 M 11 

~- * 4 + 
i,4); ", ": PRINT "WHAT A PLEA 
SURE TO SEE YOU! DO YOU WANT 

PRINT "TO MAKE A DEPOSIT OR 
A WITHDRAWL?'": PRINT : PRINT 

"(HIT ···c:,··· FOF: DEPOSIT, •"l•J·' F 
OP l·l I THC,F:AWL) "_; 

GET A$ : IF A$ = "D" THEN PF: I NT 
A'.!':: F'F'.INT : GC1TO 409(1 

4040 IF A$ < > "1•1" THEN 4[13:[1 
PRINT Rf: F'F.:INT ; F'f.:INT "SH 

'r'LOCK SR'r'S., ... ~JELL, 'r'OU HRVE 
''_;BANK: PRINT "GOLD PIECES S 

4050 

TOF.:ED WTH ME. HOIJ MAt·N": PF.:rnr 
"DO '-.'OU l•JANT TO TAf(E BACK?'" 
: PF:It-ff 

'-t'::, ~ - f-i'~~tW NU~ J'n"Jl~U it ~- J,---,..' ..I.; 1:".f l ro 

n :·:Mtt·,Lt>·~, l C-At.i l~f."T YC!U J..U'·,.•",~ 
!' ~·-1p~f· .f' I~--.. ~. 'I•~!~ ~.J,l'", ••, 1fJ.: ...... ~ •~ _- I! HI 

4(16<3 PP I t-lT " ( ENTEF: THE NUMBER OF 
GOLD PIECES TO": INPUT" 

HI THDF.:AW:, "·' A$: MN"T' = '·/AL ( 
A$): IF MN'-r' <: 0 OR t1N'T' <: 

INT (MN'T') OP STR$ (Mt~•T•:, -: 
> A$ THEN PF.:INT : PRINT "T 

HE BANKEF.: SCOl4LS ANC• SA'-r'S., -··c 
OME., COME., ": PF.:INT '"-r'OU--·F.:E N 
OT MAK I t~G SEt~SE ! Tf'i:"T" AGAIN. 

PRINT : GOTO 406<::1 

4070 IF Mt·l'T' :> 8At·W THEN PIUNT 
PRINT "THE BANKEF: THROl·JS '-r'O 

U A TERF.:IBLE GLANCE": PRINT 
"AND SA'-r'S., ... THAT·' S MOF:E THAN 

·T·ou···• . ..-E GOT! .. : PRINT ... ,..ou Kt-.1 
OI.J I E>ot-rT MAKE LOANS TO '-r'OU 
F.:" : PF.:INT "KIND!-·· I.JITH THAT 

HE LOSES HIMSELF IN": PRINT 
"THE CROl•lD. ": PRINT : GOTO 1 
00 

408<3 GOLD = GOLD + MN'-r' : BANK = BAN 
K - MN'T': PF.:INT F'RINT "THE 
BANKER HANDS VCIU Vi:tUR GOLD A 
NE>": F·RINT "SA'T'S., ---THAT LEAV 
ES ',-'OU l•lITH ".; BANK: PF.:INT "P 
I ECES IN M'-r' CARE .• .- HE SHAKE 
S 'T'OUR" : P.F: It·lT "HAND AND l•lAL 
KS Al·lA'-r'. "· PF.:INT : GOTO 100 

4.(190 PRINT "SH'-r'LOCK GETS A l~IDE 
GRit-l ON HIS FACE": PF.:INT "AN 
D SA'-r'S,, ... GOOD FOR '-r'OU I HOI-J 
11UCH DO": PRINT '"T'OU l•JANT TO 

C:•EPOS IT?·' " 

4Hli1t PRINT : PF.:It-H "(ENTER THE A 
MOUNT '-r'OU 14ANT TO c,EPOSIT)": 

INPUT " "J A$: Mt·N = '.,,'AL 
(A$): IF MN'T' -C (1 OF: MN'-r' < )· 

It~T (MJ~'T') OR STF:$ (Mt·N) ,: 
:> A$ THEN PRINT : F'F.:INT "T 

HE BAt·U<ER SCOl•JLS AT 'T'OU AND 
SA'T'S,, ": PF:It-H "•'Cot1E, COME., 
','OU·'RE NOT MAfa:'.ING SEt~SE ! ": PRINT 
"TF.'.'•' AGAIN. ···": PRINT : GOTO 
4:H:l<3 

,1.1.:1.,3 IF MN'-r' :> GOLD THEN PRINT : 
PF:INT "THE BAN~'.Ef'i: l•JAS VER'-r' 

F'LEASEC, 1.JHEN '-r'OU": PRINT "T•J 
LD HIM THE SU~ BUT WHEN HE 
DISCOVEP.EDTHAT 'T'OIJ DIDN'T HA 
VE THAT MUCH ON ',-'OU, ": PF.:INT 
"HE I.JALKED Al~A'-r', SHOUTING AB 
OUT FOOLS": PF:INT "l•JH(I PLAY 
TF.:ICKS ON A KINC>L~• BANKEF:. ": 

PRINT : GOTO 100 

4120 GOLC' = GOLi) - 11t-N: BANK "' BAN 
f•'. + MN',-': F'F.:INT "SH'T'LOCK TAKE 
S 'T'OUR MONE',', F'UTS IT IN"; PRINT 
"HIS BAG, LISTENS TO IT -1ING 
L..E, THEW' : F'F.: INT "THANKS ',-'OU 

At~D WALKS Al•JAY. 11
: PRINT : GOTO 

100 
41.3:0 END 

PWI.?'IJ 
:·t'l:.:=-~-11 J.'>J..'JUT ~4 1..JitLL,.. 1,,U• .. lCt--f 1.Jl'.l~L IT 

l.1C ,._ .. #-•;:..- i p,11 f f.'•J..· :r ""' T ••, t, 1" •ai• ·,-. 

500•3 HOME : PRINT "YOU ARE THE " 
J MID$ ("MIGHTY FAIR ",1. + 7 

50:1-0 

5£120 

5030 

5040 

505e.:::1 

506(1 

5€170 

~:if18~3 

~:i091-3 

5:100 
c,;;10,:,, 

E:0Hl 

602<3 

61330 
7000 

7020 

* (SEX$ = "F" )_. 7)_; NAME$: PRINT 
: PR I NT "'T'OUR ATTRIBUTES ARE 
: 

11

: PRINT II H[)= 11

_: HD.:" AG=" 
; AG; " CH=" .• CH: PRINT 

PRINT '"-r'OU KNO~J THE FOLLOW! 
NG SPELLS--":SM = 0: FORS= 
1. TO 4: IF SA%(S) THEN PRINT 

MID$ ( "BLA:STHEAL SPEEDPOl•JER 
··~ (S - :l) * 5 + :1,,. 5;:,_; II 

M = 1. 

II• • ,-
' • =, 

NEXT S : IF NOT SM THEN PF: It~T 
NO SPELLS"_; 

PRINT : PRINT : PRINT "YOUR 
WEAPON ABILITIES ARE--": PRINT 

AXE BOW CLUB SPEARS 
1-lORD": PRINT " "; : FOR W = 1. 

TO 5: PRINT SPC( 1. - (WA::--;( 
W) < 0) +CABS (WA%(W)) < 1 
0) + C ABS (WA;~(I.JA)) < 1.00):, 
;WA%(W); "% ";: NEXT : PRINT 

PRINT : A2 = INT (AC ,, 2): PRINT 
"AF:MOUR: ".: MID$ ("SKIN LE 
ATHERCHAIN PLATE ",A2 * 7 + 
1.., 7)_; : IF AC :,- R2 * 2 THEN PF:HH 
" ANC:• SHIELD".: 

PRINT TAE:( 30)., 11 AE= .. _; RE.; "~: 
": PRINT : PF:INT "GOLD IN HA 
ND=".a GOLD.:", BANK="; BANK" 

PF:INT : PRINT "~JEAPOt·lS".: TAB( 
1.9),: "CMPL)<: DAM": FOR Id 
1. TO 4: IF W :> 1 AND WN$(W) = 
"NONE" THEN 5,;;19,;;1 
IF 1.JN$0::W> = "NONE" THEN PRINT 

: PR I NT " NO l•JEAPONS" 
: GOTO 5090 
PF:HH 1•1N$(l~)., TAB( 20 - (l,JO 

~(W) < 0) +CABS CWO%CW)) C 
i0) + ( ABS (W0%(W)) < ~00)) 

_; ~..io;.~(L•~>-• 0 :.-:: 
; I.JSc(•::t,J) 

t~E:,<T I~ : VTA8 
3:68, C1: PF: un 
0 CONTINUE) 
: GOTO :101-~ 

ENC• 

11_; L..iD:.-~(Lo.l),; II () II 

23: POKE - :16 
"CHIT ANY KEYT 

GET A$: PRINT 

PF.'.INT "AS 'T'OU LEAVE THE HAL 
L, THE IRISHMAN": PF.:It~T "COM 
ES IJF' TO 'T'OU, SLAPS 'T'OU ON T 
HE BACK": PF:INT "At~[) SA'T'S., 
',-'·"ALL COME BACK F:EAL SOOt-1., ": 

PF.:INT "',-'A HEAH?•"" 
PRINT DK$.: "OPEN CHAF:ACTEF.:S, 

L15<3., 56., D1": F•F.:INT Na:'.$_; "l•JF:IT 
E C:HAF.:ACTERS., F: "_; REC : GOSU8 2 
00: PF:INT 01($: "CLOSE" 

PRINT C)f<$; "DELETE THE AC•VEN 
TI.IRER" 

END 
IF PEEK (222) = 5 THEN F'iHMT 
CHF.:$ (4) .• "F:Ut·l THE (,l0t41)ERFUL 

woRLD oF EAMON" Th n d 
END e .en 

I 




