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,_i.Jcoae to the third issue of the National Ea■on User's Club 
' ~letter. We hope you'll like the new foraat. 

To help clarify who is responsible for each section of the 
neit'Jletter, we will begin including a na1e with each 
article. This will help you correspond to the apprcpriate 
person when you want to co11ent on our style or content. 
It's real! y ··not that big a deal, because 11e read each 
other's aail , but it 1iqht help you out in addressing your 
lethrs. !No one is responsible for the Ter■inological 
Inexactitude coluan - which contains ruaors and innuendo and 
will reaain anony1ous'l 

Dur volunteer staff now consists of: 

John Helson - Ea11or. authcr/fanatic/Sug Kil! er 
Bob Davis - Dffic1al 1ascct 3nd revi?wer 
Jeff Harr is - Local barbarian artist and crit ic 

Da~ Cross - Not-so-local tester and pa:d 1e1ber 
Tho1as ZuchoJski - Off-site bug killer 

WE HAVE "OVED; '! BY THE TIit£ voe READ THIS WE Wl LL B~ AT A 
~Eli ADDF.:ESS' ' 
This is a 1iracle in itself, it se~1s, bu~ it has happenec 
~ we'd ~ette~ tell you the r,ew acdress before we forget 

--- Jo~n 

Ea11on News 

This is a new -coluan that will cor.tain news about Ea1an 
itse!f, and not necessarily anything to do with the club. 
News about the ciub can be found in Club Ne11s. 

New adventures - Ne are now up to 74 adventures. This does 
NOT include the four utility diskettes, the three taurna12nt 
diskettes, the two dungeon designer diskettes or the new 
"ast!r Diskette (see belcwl. The newest Ea■on adventures 
!since last issuel are: 

69, Black Castle of Na6og 
70. To~b of Y'6olonac 
71. Operation Crab Key 
72. Hause on Eaaon Ridge 
73. The Deep Canyon 
74. Dhar■a Quest 
75. Tetple of the Gui ld 
76. Search for Yourself 
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Bv next issue ~ are hop ing ta release the following 
ad~entures for Eaaon, but these are not co1pleted yet: 

Teaple of the Trolls 
Sorceror's Spire 
Narlord of Warrick 

HEN EA~ON "ASTER DISKETTE 

There is a new Ea■on "aster diskette that has beer. naaed 
Eaton "aster 2.0. It will not replace the original, because 
so1e people ■ay chocse to retain true to the original Dan 
Browr, version. 

If ycu want to order the new ,aster, you ■ust specify 
version 2.0 or you will receive the original. The new 
~eatures on version 2.0 are: 

A. "enu progra1 on boot-up - al lows: 

!. Listing the MHS of yqur charact~rs 
2. Abi lity ta go directly to an adventure 
3. View any character 
4. Listing Ea~on adventures 
5, Cioning character 
6. Resurrection 

B. The Begi~n,r's Cave has been changed 
1. ~ore tonsters and treasures 
2. llort roon 
3. Uses Star.dard DUNGEOll EDIT files. 

C. The "ain Hal l has been er.pa1ded. 
1. A training center has been added 
2. You 1ay buy better , special weapons 

For ■e■bers whc would like to try the new 1astar, send us a 
blank diskette (or your old Hsterl and we 11ill copy this 
and send it back to you. THIS IS DC~E AS A BENEFIT F0ff 
"E"BERS ONLY - - Non-1ei6ers are- no£ eligible for this 
service. If you are a non-1e1ber, please incluce SS,00 for 
the copying fee and diskette and postage. 

FOR THOSE WITHOUT WORD PROCESSORS 

t have wri tten a crude Applesoft progra1 that will read a 
standard sequential text file and print it for those people 
who do not have word processors. The Applesoft Text printer 
will now be included on the DDD 6,0 diskette. If you 1tOUld 
like a copy of it, send a sta1ped self-addressed envelope. 
We will distribute this progru on paper, since it is very 
short. 

Thanks to Toa Weishaar and the flay '84 issue of Softtalk, •e 
have a patch ta DOS that 11ill allow you to read the Ea■on 
text docuaentation files dirKtly fro■ th1 keyboard,, You 
1ay use this to print the docu1ent1tion, but the DOS ■ethoc 
does not break on 11ords when printing or displaying. 



------------------------------------------------------------
Club News 

------------------------------------------------------------
The club dues announced last issue see■ed to cause a lot of 
people to drop the newsletter. It's too bad because the ■ore 
people we have, the cheaper it is for everybody, but there 
are stil l those who expect so1ething for nothing. Anyway 
because we are now on a 1e1aership dues a~d not a total 
charity outfit, we can afford to give sc■e services to QUr 
1e1bers for their ■oney. One benefit to being a 1e1ber of 
our club is of course the newsletter, but there are other 

• benefits planned. Effective i11ediately and continuing unti l 
further notice, there will be new disk prices for our 
adventures. The new prices for 1e1bers (those who paid Sl2, 
duesl are: 

1 - 4 adventures 
5 - 9 adventures 

10 - 19 adventures 
20 - 39 adventures 
40 - up adventures 

S4.00 each 
S3.75 each 
S3.50 each 
'3.25 each 
S3.00 each 

Non-1e1ber prices are also - reduced because we have 
experienced a price break on our diskettes. Non-ie1Jer 
pric~s are 

I - 10 adventures 
II - 20 adventures 
21 - 40 adventures 
41 or 1ore 

SS.00 each 
S4.50 each 
S4. :}0 each 
$3,75 each 

You can order Ea1on diskette5 fro■ other sources also and 
so1eti1es cheaper than froa us, but we endeaver to have the 
■ost accurate bu1 free and latest up-to-date cooies. Also, 
when you order the• fro■ us, we keep track of this and when 
we have soae spare tiae we are planning on notifying people 
directly when an adventure they have has a bug. This ■ay 
save hours of frustration. 

-- John 

Notices and Junk 

We now offer two different ways of receiving the newsletter., 
The first way is a full 1e1bership. Those of you who paid 
the $12, dues are full 1e1bers. Ne also o~fer a lower $6. 
subscription only price for those on a tighter budget or not 
in need of any other services fro1 us, The benefits listed 
below will explain the differences. 

"e•ber benefits: "e■ber rates on adventures 
Priority on Correspondence 
Personal help on adventures 
Special offers and discounts 

--- John ft Bob 
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Adventure Tips 

This is a new colu■n that will help you whi le adventurin~ 
So1e of the tips 1ay be of a general nature (concerning\_ 
adventures) and others ~ill be hints on specific adventures. 

DETERNININ6 FRIENDLINESS - No Risk 

One thing about Ea110n is that you have to know the na■e of 
the ■onster you Mant to attack before you c111 attack hi1, In 
1any cases the designer will give the na■e in the ■onster's 
description. You 1ay not always be able to tell if a aonster 
is friendly and you don't want to attack if he is, but it 
takes one turn to find out and by then you've taken a hit 
frot hi1. One way to avoid this is to try to leave the roo1 
i11ediately upon encountering the ■onster. If the 1onster is 
an ene■v, yau won't be able to, but at least you ~on't be 
attacketi. Of coursE vou ••Y not always want to do this H 
the rao,n was difficult to find, the exit is a or.e way door 
or soaething like that. 

BRIB!NG ~ONSiERS - a sure thing 

Did you kno• that you can bribe a ■onster in Ea1on ard 
depending on his friendliness, get hi• or her to be 
friendly' If you did know this, did you know that the 
1axi1u~ a1ount you have to bribe is 100 gold pieces? Unless 
the 1onster is totally unfriendly !in Mhich case you can 
never bribe hi1) or there has been special prograa■ing <'~ 
to require a larger or different bribe, this is t~e most ,-~ 
have to spend to insure success. 

CHEATING DEATH - possibly 

There are a couple of pragraas on the Ea■on Utility 
diskettes that allow you to test an adventure with no risk 
to your character's life. One of these progra1s is on Eaaon 
Utilities II and is called TEST BENCH. It creates a 
character for test purposes only that you can take through 
an adventure. Another prora1, recently created is ADVANCED 
BENCH on the sa■e diskette. It is a 10re advanced proru 
used for the sa■e purpose. These characters c111 never be 
returned to a Naster diskette, but are good for testing an 
adventure for bugs before risking a good character. A third 
progra1, but one that allows you to use a regular character 
and be able to return to the Naster when done is ADVENTURE 
tar an soae versions it uy be called ADVENTURE ONLY), This 
■ay be found on both the current Ea■on Utilities 1 and Ea10n 
Utiities II diskettes. llhen you want to on an adventure fro1 
this progra■, select it fro■ the nnu or RUN it. It will ask 
you to insert the diskette that the character is on, This 
will be the Master diskette containing your character. You 
will then have to type in the nue of the character and you 
will be on your way. If you can't re111ber the naH of y~ 
character, ·type '?' and you will be given the na■es of , 
characters on that diskette. 
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CONTI!IU1N6 AFTER CRASH - 1aybe 

If an Ea10n adventure crashes on an error of some sort, it 
2aial5 possible to continue under certain circu■stances, If 
~ )!ere is no ONERR state11nt in effect while the ga■e is in 

play, it 1ay be possible to keep going after an error. The 
OHERR state■ent will 101eti11s act to close the files. If 
the fifes get closed, you will not be able to restart the 
adventure. If so1eone discovers how to restart an adventure 
after the files have been closed, I would like to hear about 
it. llt seeis like I did do this once by doing a POKE 51,0 
and branching to the line nulber that opens the files in the 
restart routine.> 

Anyway, to continue after a progra1 crash, it will also 
depend on why the progra1 crashed. If it was bad .progra11ing 
and you were _trying to do so■ething obscure such a POLISH 
ENERU RlN& that you could just as well do without doing, 
you can get back into the ga1e by typint GOTJ 210 lor SOiO 
165 in. s01e of the old adventures - prior to 14 or i t 
adventure 113). If the crash occured while 1erely walking 
around, it is possible you have a bad copy of a disk and you 
aay not be able to restart the game. 

--- John 
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DESl6N STANDARDS -- by Jeff Harris 

I was asked to provide a set of standards for a typical 
EA~D~ adventure. ~hat follows is, of course, personal 
0p1n1on and not gospel . But PLEASE consider these points 
when next you create a dungeon. 

t. BE CONSlSTANT! Your adventure i! set in a world of fixed 
technology, laws and environ1ent. Nothing gripes ■t ■ore 
than striding down a castle corridor - in full plate ir■our 
- and being ■owed down by a Nazi with a uchine gun! lf 
you're in a ■edieval scenario, then by all 1eans fill it 
with wizards and warriors, ogres and ~rincesses, etc. A .3~7 
Nagnu1 or a flashlight si1ply do not belong. Conversly, who 
wants to run around in chain 1ail when everbody else has 
blasters. 

2. WHAT'S THE POINT? An adventurer should have a goal . If 
the adventure is just an excuse for violence, save your ti■e 

and bucks and go watch a football gate on T.V. On the other 
~and, you're not out to rebui ld Atlantis, either. Use your 
Judgeaent: a rescue, an assassinat:on, a magic sword ... 
keep it si1ple, but stick to it. 

3. AT THE ZOO. "There we were, fighting two dozen ores, when 
in wal ks this blue dragon . .. •Ina pig's eye, Unles~ they 
kept the big lizard as a pet, they'd probably avoid it like 
the plague. This borders on 11 above, but it deserves 
seperate 1entian: contrary to popular belief, every little 
hole in the ground aoes NOT have a life-for• lurking in it. 
And where there are life-for■s, the ratio of predatJrs to 
prey is l ike 1:15. Again, use your jud1e1ent: ores and 
dragons are both predators, and the co1petition will be 
pretty rough, Personal ly, I'd like to see 10r1 prey in 
dungeons, castles, etc. They'd take for great coaic relief, 
and when you did run into the local predatcr, it would 1ake 
for a far nastier surprise. • 

,. THE OBSTACLE COURSE. A co■plaint I heard recently was 
about an adventure where practically every door gave the 
adventurer an electric shock. It eventually killed hi• six 
doors ·rnto-----Ue ga■e.- 111iTi nor really an aavocate of fair 
play, so1e early warning - or an available defense - sure 
couldn't have · hurt here. Any series of obstacles (no utter 
how ■any or how difficult! should not be insurlOUfltable; 
using a Power Spell to break out of a root is unfair 
stu1bling blindly in a dark cave is NOT unfair. Consider th~ 
odds llhen designing a trap, a riddle, or a confrontation 
with a 1onster. 

5. BE ORl61NAL! lly wife (John' s wife, tool collects 
Hirlequin Ro■ances by the box-full, I've looked at a few o4 
the1, and they're all the Sill - only the na■es and 
locations have been changed ta keep tht rtadtr awake! 
Variety is the spice of lift, and tht best advlftturn have 
a totally different slant to the1, Try ·to avoid the 
Thirty-r001-six-1onsters-and-a-wizard syndro11. BE 
CREATIVE!! 



Desi~ner's Den 

This issue we Ni tl cover •ore of •hat we cov~red last issue, 
but in ■ore detail: LOCAL NA6 1C. If you reid the Ei1on 
Player ' s 1anual, it describes universal and local ■agic. 
Universal ■agic is the ■ag ic you can buy at the ftain Hill 
and it works roughly the sa■e everywhere you go, Locai ftag ic 
is ■ag ic that is unique or special to a particular 
adventure, 

Local 1agic is that created by the designer when he designs 
and progra1s the adventure, It consists of printing neat 
little ■essages to the player and 10difyi ng so■e information 
in the coiputer to situlate so~e action taking place. 

Let us say, for exa1ple that you wanted to 1ake the 
adventurer grow old if he drinkf a certain potion. This 
c~uld be siiulated by pr inting a ■essag~ sue~ ¾S ' YOU ARE 
6ROWIN6 OLDER BY THE SECOND' YOUR HAIR ~AS TURNED WHITE, 
YOUR SKIN 15 BECOftIN6 EllREPIELY WRINKLED AN:> YOU ~RE 6ROIIIN6 
WEAKER ~•. You ■ust then 1odifv values to si1uiate the ige 
increase. There is no age kept for a~ Eacon charact~r, so 
you don't have any variable here to content with, but you 
1ay lower tne character's agility which is contained in the 
variable ftDI(0,2i, lower hi s defensi ve odds (H~ic~ nor~ally 
contain zero. so you cou ld take the1 ne~ative. J and lower 
hi s strer.gth (contained in varia~le "Ct(O,lll. 

Using the different fields, you can do al1ost anvthi~q. 
will cover the ;ost co11only wanted tricks and let you, as 
the adventure jesigner decide what vou want to do with it. 

One co11on thing is secret passages, Although this is not 
really a 1aqical type of effect, it is a co11on feature and 
I pro1ised to cover it last issue. Secret passages are 
handled auto1atical ly in DDD version 6,0, but in versians 
5,0 and before, it re~uired the designer to progra1 these. 
To progra1 a secret passage, you eay do it one of two way~. 
The fi rst and easier ■ethod can also be iore dra5atic. T~at 
is to teleport the adventurer into the ne~ ·rooJ as soon as 
they discover the passage. A ■essage can be printed to be as 
dra■atic or as different as you wish. To effect the char.ge 
in roo1s, all you have to do is change the variable ROOft (o 
the desired roo■ nu■ber with a statetent such as RODft = nn. 
You then have to branch to 3500 of the tain progra1. The 
second 1ethod is a bit ■ore sophisticated and the adventurer 
wi ll not be forced to use the secret passage i11ediately. 
This is done by having a switch (or variable) to indicate 
whether or not the adventurer has discovered the passage 
yet. In the ■ave routine, you •ould check this s•itch and if 
the passage had been discovered, allow the 10ve in that 
direction. For exa1ple, in the look routine, 1 would code IF 
ROOft = 54 THEN l 1 • 1: PRINT "YOU FOUND A SECRET PASSA6E TO 
THE NEST! ", Then in the "ove routine I would code IF R2 • 
-55 AND Lt THEN R2 • 55: SOTO 3500 

Another co11on adventure feature is to aove artifacts or 
aonsters into or out of the roo1. The variable for an 
artifact' s location is AOI (A,4l where A is the arti fact 
nu1ber in quest ion: The variable for a 1onster' s location ~ 
ftDi l",5) where ft ts the 1onster' s nutber, The variable ROI.. 
contains the current root nuaber that the adventurer is in. 
Therefore, to 1ove an object - be it 10nst!r or art ifact -
into the root you change the corresponding roo1 nu1ber 
variable. For exa1p le, to 1ove an arti fact into the roo1, 
the code t ight be so1ething like: PRINT "THERE IS A BRIGHT 
FLASH AND A ~ASIC SWORD APPEARS ~•: AD%<1 14l • ROD". To 
re1ove an object fro• the roo■, the i te1's locat ion i; 
changed to zero. For exa1ple, to t1ke the s110rd awav frat 
the adv~nturer or out o~ the ro~• it is curre~tly in, the 
code 1ight be: PRINT "THE SWORD YANJSHES~•: AD1 1!14): O. 
ftonsters are a bit ■ore co1plicated to teleport around, 
however. When a 1onster is eoved around, you have to 
cot ?ensate fer whe:her he is fri er.dl y, or unfriendly, anc 
ho• he •i ll react to these change>, This is done ~Y setting 
the variable R3 to ROON and perfor1ting t.he subroutine at 
line 3600 after changing the 1onster's roo~ ~u1tber. This 
extra step insures that the 1onster kncws he has been 
teleported. 

That's about all th~ space we have for th~s is;ue, so I' ll 
Nrap it up for now. Next issue I'll cover locked doors, 
gates and ho, to operate and progra1 the■. 

--- John 

Ter1inol~gical Inexactitud~s 

Things appeari ng in this column 1ust not be confused with 
actual facts, but are ru■curs regarding the •orld of Ea■or. 

and adventuring. 

Bob Davis writes adventures?? We're not sure i t ' s true, but 
ru■tur has it that Bob has written Ea1on adventures before, 
but never released the1t to the world, I a■ planni ng a covert 
operation (top secret, of course! to try to get these froa 
hit and release thet , 

Ne have gotten thousands (1aybe 1illionsl of letters askir.g 
what is Knight Quest. Ru1our has it that it is Ei■on raised 
to the 12th po~er less the bugs, but we're not telling. 

Questions and Answers 

ln this colu1n we ansNer co■■only asked or interesting 
questions we receive. 

Q. I was in the Abductor' s Quarters and found that the roo■s 
in one area •ere not working correctly, Can you tell 1e how 
to fix this? 

A, I spoke to the author 1bout this •bug• ye1rs ago whe~ 
first encountered it and found 011t it ••snot a bug,~ 
designer did this to create a •space •arp• effect. 



-------,..--------------------- ------------ - ------~ 

Q, It costs you over Sl,00 per person per issue to put out 
the ne11sletter? 

~- Actually, yes and no. Depending on the size of the issue, 
the nu1ber of copies ind whether or not you count overhead 
such as use of a postage tachine, it ranges fr01 70 cents to 
1.05 per issue - per person. A1azing, isn't it? If we had a 
lot 1ore aelbers, this price IIOUld go do11n drastically, but 
there see11s to be few E110n player's 11ho· llint to pay fer a 
newsletter. They tend to want everything for free. 

Q. I 11ould like to buy so~e tore Eaton adventures, but I 
don't knc11 llhich ones are any good. Is there a description 
of all of the adventures that ! could get? Ratings on the 
adventures 11ould also be great. 

A. There is a docu1ent ccntaining descriptions of all of the 
:a■on adventures~ but it is net cur~ent at this ti1e. 
Everyti1e we get 1ore adventures, thi s aocu1ent has to be 
updated. We are currently apdating the dccu1ent and are 
adding a review and rating section to each one. It 1ay take 

. a while tc get this all done, tut ile 11i 11 keep u,bers 
informed on it ' s progress. It will be qui te a thick 
docu■ent, so we 11i 11 · have to charge to recover printing 
costs, but we ilill keep it as cheap as possible for 1e1bers. 
For non-1eabers, the price wi ll be a bit higher, Since 11e do 
not have it finished yet, we do not kno11 it's length or 
cost, In the 1eanti1e, see the current SPOTLIGHT ON column 
~ this issue. 

--- John 

------------------------------------------------------------

------------------------------------------------------------
One thinq I would like to talk about before gett ing into the 
actual bugs and their corrections is the tools and knowledge 
needed to 1ake these. changes. If you are an Applesoft 
progra11er and are fa1i liar with a progra1 line editor, you 
uy skip do•n to the bugs portion. If you do not kno11 
anytni ng atiout Applesoft progra11ing, the changes 1ay be 
difficult, but you should be able to 1ake thei if you folloN 
the instructions. If you do not want to atte1pt the changes, 
please let 1e kno• and I'll see 11hat I can do to help you 
out. I can't protise to 1ake the changes for you, but I can 
give you a 1ore detailed set of instructions or possibly 
re-copy the diskette for you. 

The best 11ay to 1ake corrections to the progra1 lines is 
11ith a progra1 line editor. It is advised to obtain one of 
these and learn ho11 to use it. It •ill uke corrections 1uch 
easier. If you are already fatiliar with Apolesoft 
progra11ing and how to change progra1s and you und~rstand 
the instructions given for changing these progra1s, go right 
~d and 1ake the changes. If you do not know ho• to change 

.. ,.~lt5oft progra■s, there's no tiH like the present to 
learn, so I'll try to explain the procedure bel011. 

CHAN6IN6 AN APPLESOFT PR06RA" IN GENERAL 

In order to change an Applesoft progru, the progru 111st 
first be in the co■puter's teaory. This is done by typing 
LOAD followed by the nact n1at of the pr09r11, Frat that 
point on you· 1ay 10dify the progra1 by replacing the lines 
already in the progra1, adding ne• linH or deleting lines 
that are already in 1e1ory, If you have a line editor, you 
will be able to change a line 11ithout having to co1pletely 
replace it. 

To1b of "olinar - Adventure I 11 

This · adventure 11ill bo■b if you try to play around •ith the 
■irror and the text files are all locked. To avoid this, 
unlock all of tht filH with 1 'T' next to the• an the 
catalog on the diskette: 

UNLOCK EA"ON,ARTIFACTS 
UNLOCK EANON."ONSTERS 
UNLOCK EANON.DESC 
UNLOCK "IRROR 

Caves of Treasure Island - Adventure 113 

The doubloon proble1 was never resolved (see last issue). 
Apparently nobody has the correct version. To fix the 
progra■ so that it at least Non't blow up, you can land llf 
didl 1ake the' follo~ing change: 

Add a new Ii ne: 
1150 RETURN 

Heroes Castle - Adventure 115 

It is iapossible to READ anything. This occured when the 
1bbreviations routines were installed. lf you ire not 
illowed to - use abbreviations in your version of this 
adventurt-.tM!I --VQM-----#ill Ml--Attd to Nke tl:eH cllan9es. In 
the co11and list you need to change the •ords READ a~d READY 
around so that READY co■es first . Then the ON GOTO couand 
in line 290 needs tq be chillged to reflect these ne11 
positions. lthen you ue done these lines should appear as 
below: 

290 ON C GOTO 3000,3000,3000,300 
0,3000,3000,4000,4000,5000,5 
000,6000,6000,7000,B000,9000 
,10000,11000,12000,13000,140 
00,15000,15000,16000,lB000,1 
9000,17000,20000,21000,22000 
,30000 



1920 DATA NORTH,SOUTH,EAST,WEST 
,UP,DOWN,SET,TAkE,DROP,PUT,L 
OOK,EXANINE,ATTACX,FLEE,SIVE 
,INVENTORY,BLAST,HEAL,POWER, 
SPEED,S"ILE,WAVE,SAY,READY,R 
EAD,USE,DRINK 

llt11 line 
SOlO SOSUB 4900 (if net already there! 

------------------------------------------------------
Quest for "arrcn - Adventure 121 

This adventure has a nu1ber of bugs that should be .fixed. 

insert R3 = ROD~: before GOSUB 3600 in all of the 
f0llo11i~g lines of the NA rN PS~ pr0gra1. 

155~ 4210, 7720, 160SS, 16510, 166S0, 16710, 19010, 
1'11101 200S0 

!n addition, these chanqes should also ~e 1ad~: 

16610 change ADl ll,41 <> -1 OR ADll1,4l <> RO OR 
to (ADI (l,4l <> -1 AND ADll1,4l <> RO) A~D 

Add the ne11 line: 
19018 IF ?P < 0 THEN PRINT: PRINT "I DON' T UN~ERSTAND": 

SOTO 100 

line 16070 change AND "DIIP?,Sl • 0 
to AND PP> 0 

and insert THEN !F "Dl(PP,Sl = 0 
before THEN in the existing line 16070 

Line 24400 insert IF PP < 0 THEN in front of PRINT: 
PRINT , .. 

Further changes are expected for this adve~ture in the 
future to aake it 1ore fun to play, but this set of changes 
should take care of the bugs. 
--------------------------------------------------------
The Naster's Dungeon - Adventure 155 

6020 change LEFTSIANS(Al,4l = LEFTS CSS,4l 
to ANS!Al = SS 

----------------------------------------------------------
The Lost Adventure - Adventure I 56 

Roo1s 40 through 42 11ere trashed through an error in DOS 
when designer 11as working on diskette. This diskette 1ay be 
re-ordered frat us, or you 1ay type the follo11ing tix 
progra1 in and run it. It 11ill fix the tiles for you. 
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NEW 
10. OS= CHRS(4l:PRINT DSi'OPEM EAflON.ROON NANES,L64~ 
20 PRINT DSi"IIRITE EAflON,RCOlt NA"ES,R40 1 1?1 AT THE 

TOP CF A "ARIJUANA PLANT,• 
30 ?DS;"WRITE EA"ON.ROQ" NANES,R41":?"AT THE BCTTl»I 

OF A VERTICAL SHAFT.• 
40 ?DS;"WRITE EAMON.ROD" NA"ES,R421 :?'IN A VERY 

LARGE CHANDER.• 
SO PRINT DS;"CLOSE": END 

Insert the adventure and type RUN with the above progru in 
ll!IDry, 

DDD VERS10N 6,0 Corrections 

The follat1ing changes should be ude to the Dungeon DesigntY 
Diskette version 6.0, S01e of these are long standing bugs 
(even prior to Version 6.Cl and others are ~e11ly created 
llhen version _6.0 was desi;ned, 

DUNGEON EDIT progra1 change: 

line 910 references NAl lTYPl t11ice. This should be 
Ni lTYPl in both placas. The e~fects of this bu~ are quite 
obscure and icu probably 11euld not have discovered it 
yourself, You woul!· have to set the Lock 1ode on (us~~ 
CTRL-Ll and a~ded a lot of ite1s, and then canceled out0 .. 1 .. 

Line 910 change all occurences of NA% ta Nl 

Unlock the· progra1 and save it ba~k to the diskette, Then 
lead "AlN PG", 

IIAIN PS" changes: 

L1ne 340 should be: 

3-40 IF NDIC",4) < "R THEN PRINT 
: PRINT NNS("l;" FLEES!": SOSUB 8500: 

PRINT: IF R2 <> ROD" THEN NDXIN,Sl • R2: 
N2 = NDl<N,141: TD1CN2l • TD1<"21 - "DI:"1 1! 
: FDIIN2l • FD1(N2l • IIDI<",131: GOTO 490 

A ne11 line 353S should be inserted: 

3535 NI• 0 

A new line 3S45 should be inserted, 

3545 IF RDl(ll > 0 AND RDl!ll < • NR THEN Nl •NI+ 1 
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4140 change 1 IF ADllA,21 < 2 OR ND:<0,91 <> -1 THEN 300" 
to 'IF IADX:A,21 = 2 OR AD!IA,21 = 31 AND 

"D%(0,91 .= -1 THEN 17C001 

'1 
.'50 change 'GOTO 170001 

to 'GOTO 300' 

Line a030 should be changed to :oak l ike oelow: 

8030 NEXT: IF. NX = 0 THEN PRINT: PRINT 'THERE'S NO PLACE TO 
60! •: 

sorn 100 

A new line 8040 should be added: 

8040 60SU8 8500: 6CTO 3500 

84~0 !delete this line) 

Ne" lines 8500 and 8505 shoulj be addec: 

8500 RE" Ill MONSTER FLEE 

3SOS IF NI= 0 THEN PRINT• ... BUT CAN'T FINJ AN EXITi• : R2 
= ROD": RETURN 

Replace the current I i:ie 8520 wi th: 

)Ii._0 RETURN 

Line 13210 should be changed to: 

13210 PRINT "NS!") ;• CO~ES ALIVE!': ND7.<N,Sl = ROO": 
NDi l~,13) = 0: WT= WT - ADI!K2,3l t !Atl<M2,4l = -1): 

ADI("2,4l = 0 

Also, the save routine was not always working in this 
version of the ODD. This is because line 29040 should use 
ctlRS!4l instead of DKS. To fix this, retype line 29040 of 
the "AlN PS" using CHRS (4) instead of DKS everyti1e you see 
i t in this line. 
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- - ----------------------------------------------
Spotlight On: 

Last tiee I proeised to highlight so1e inter1ediate to tough 
adventures. (Sy tough I 1ean not easily survived.I llell, 
I'll do that but unfortunately I have not tried so1e of the 
adventures above 148 because of the volu1e (25 new 
adventures in 4 1onths! ), Those will 'be covered in later 
issues. 

t would like to clarify the rating syste1 a little 1ore, The 
first nu~ber is the overall rating includtng settings, 
descripticns and plot; the second nu1ber is the difficulty 
in both proble1 solving and survivability. Range is 1 to 10 
•ith 10 highest. The follcwing is a break-~own of the 
1eaning of the nu1bers. 

Rating - ar.y rating 5 or above is reco1~ended. 

0 - 2 Poor or tasteless, would not reco11end, 
3 - 4 Casual, non-descriptive, unir.triginq, 
5 - 6 Average, so1ewhat interesting. 
7 - a Interesting, descriptive, exciting, 
9 - 1~ Ercel!ent ! Entirtaining - a •~st. 

Difficulty - any rati ng above 5 is reco11ended, 

0 - 2 Easily survived, little prob!e1 solving. 
3 - 4 So1e injuries, 1aybe secret passa~es. 
5 - 6 Sc1e problea solving, a few tough gu~s. 
7 - 8 "ultiple/intricate cc1plexities, so1e death. 
9 - 10 Heavy hitters, ti1el1ove probleas. 

1 have a personal defini t ion! would like to share before 
going on to the reviews. It is 'adventure'. 

·ADVENTURE - A defined , riskful task that 1ust be or is 
desired to be perfor1ed within a set of U~KNOWN 
circu1stan.c.es. _ 

Unknown is the key. In other words, I aa net going to 
·explain in detai l the environ1ent the adventure is to be 
perforied in, the adversaries/friends you' ll encounter, the 
special effects/1agic possible or the types of treasure 
available. I wouldn't want soaeone to infor1 1e of this. t 
wil l explain the general background and 1ission (if known) 
and so1eti1es the quality of the ga1e (descriptions. 
settings, task, etc.). • 



Here ire the reco1111ended inter1edi1te adventures and their 
ratings: 

NO TITLE RATING 
R:D 

8 Abdactor's Quarters 6:7 
9 Assault on the Clone1aster 5:6 

25 Nuclear Night1are 6.o:; 
,w 

33 Qrb of Polaris 7:7 
37 Quest for the Holy Grail 9:7 

Bl Abductor's Quarters (6:7> • A friend of yours (who is a 
fellow 1dventurer, of course> has been captured and is ,ei,g 
held in I ne1rby network of caverns. You aust enter these 
caverns and rescue your friend before the abductor 
executes hi■/her. 

If you slip up and be;:o:,e abducted you~ulf, your fr i end 
will be lost forev~r and you 1ust wait in the deep recesses 
of the diskette for the next rescuer, If yo~ rescue your 
friend and escape, both of you wil: return to the Mair Hall 
safely. 

9) Assault an th2 Clcneiaster (5:6; • You b:ur.dered into an 
aperture tetween universes ar.d feli into a different wcrld; 
a· world ruled by a ruthless despot callee th~ Clon~~aster. 
The rebels force you to help the■ destroy his Clor.atorium 
(where the evil clones are be:r.g produced even now) befcre 
they wili show you the way ho:1e. The longer you aai t tJ 
destroy it, the aore clones you will have to face to 
co■plete your 1ission. 

25) Nuclear Night1are (6:51 - A 1ysterious stranger appears 
in town talking about the 'ultimate• weapon; a Neapon that 
could destroy the entire kingdo1! If this weapcn does exist, 
it 1ust be dis1antled or destroyed ind 1easures 1ust be 
taken so that it could never be rebuilt. 

33) Orb of Polaris 17:71 • You have beer. capture1 aid 
te,eported by an ar.gry warlcck who claias a qre3t treasure 
has been stolen fro■ hi ■ - his orb of power. A 1ystic 
defense his been cast over the ice caverns of Polaris 
barring the warlock froa entering. He needs a f~ee • 
adventurer (you) to get the orb for hi1, for which he will 
give you a great reward. He teleports you to the ice caverns 
without so 1uch as loaning you I sweater. The caverns are 
very cold and you 1ust find so■e fort of protection fro• the 
cold before you :1n even begin to look for the orb. 

37) Quest for the Holy 6rail 19:7) - A personal favorite 
for 1ny llonty Python fan, this 1dventure· is entertaining, 
very descriptive, hu1ourous and follows the 1ovie enough 
that you should c1tch so1e clu!S if you've seen it. Be wary 
of a little peril, 

If you have not seen the 1ovie version, but are partial to 
English hu1our, this adventure is a 1ust. 
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The folloMing are so1e of the best 1dventures av1ilable fer 
Ea1on t1y opinion of course>. These 1cventures are 
challenging in either puzzles, 1azes and/or seasone~ 
fighting 1onsters. • ' 

NO TITLE RATING 

12 Quest for Trezore 7:8 
16 Caves of llonda1on 8:8 
21 Quest for ftarron 8:B 
24 Black l!ountain 8:S 
45 Sword Quest 7:8 
47 FutareQuest 8:7 

12) Quest for Trezore 17:8) • Ycu are searching for the 
wizard Trezore and co1e across a bror.ze deer with three 
sral l holes in it. Yoa know it 1ust be opened so1ehow. The 
search for the key(s) is tough •nd d1n~erous, •s you wi:l 
encounter varied and pugnacious beasts and beings, 

llil Caves of Nondailen (8:81 • . The evil Nonda&en is 
asse~bl ing an army and has e1ployed the services of a wizard 
tc sa11on a de■on fro■ another di•ension. He has captured 
the princess of Nexdcr (a neighboring kin~doal to force the 
king of Nexdor to help hi• financially, You 1ust stop 
Mondaaen by killing the wizard before he su11ons the ae1on 
Vaprak and then rescue princess llari. 

~ 2! ) Quest for Narron (8:81 • A friend of yours has beco~ 
possessed by an evil (what else?) deNon, The only one that 
can help her is Narron, a crazed holy 1an now living in a 
cavern with other crazy, and a few nor1al, people. You bind 
your friend and take her into the caves only to fi~d two 
people naaed ftarron! ~hich is the fake~ You aust find the 
clues to deduce the real Narron along with finding several 
artifacts to help Narron purge the de1on fro■ your friend. 

241 Black Ncuntain (8:8) - The evil, rctt2n, no-good Black 
Bark has been terrorizing a little town for years, The local 
authorities . are hot on his trail, but need so■e assistance. 
You pick one 1ission of a possible six, and e1ch ti1e this 
adventure is entered the ■onsters are different 1nd found in 
rando1 places, The six 1issions are: 

1, Arrest Black Bark 
2, Rescue Pauline (a key Mitnessl 
3. Retrieve a 1urder weapon 
4. Rescue the kidnapped ■ayor 
5. Return evidence (file papers) 
h. Return stolen loot 

The 1ast interesting of the six is nu1ber 3; you 1ust find 
what the 1urder weapon is before you can retrieve it. 
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45) SwordQuest 17:8) - King Arthur's sword, Excalibur, has 
~,ien stolen and is being kept in Ncrgan ·Le Fay's castle, You 

seek Arthur's favor by retrieYing the sword for him, This is 
a dangerous 1ission and you 1ay ne~d help. 

This is a large dungeon with 1anv roo1s, artifacts aid 
creatures. The roo1 decriptions are avera~e but 1ost 
1on~ters_ have reactions (such as being surprised) and enough 
action 1s taking place that flourishing room descriptior.s 
are not critical, 

47) Fut!JreQuest (8: 71 - You are in a •utu:-e societv and 
1ust use new commands to co1aur.icate - SCAN for ~DOK, REPA IR 
for HE~L and TRANS~IT for SAY for example. Waki ~g up fro11 a 
cryogenic sleeµ on a spaceship under attack, you must 
abandon the shi~ and head for the planet belcw. You will 
eras~ a de5ert, invade a castl e or t~o and end up on another 
planet wher e ycu will try tc coaplete your mission -
assasinating the e1p,rer. • 

for those •lf \'Ot i.ho like a real chalien.qe or just 11atching 
your characters die, we have the following fou~ advent.res 
classified as "to:.ig~• . l personally only rec~e,,e.1d #7 and 
119 as far as o~eral l rating. 

NO TITLE RATING 

r---
7 De·li I' s T 01tb 6·0 

14 Furioso 4:9 
19 Death Trap 7:9 
29 Apple Island 3:9 

7) Devil's Tomb 16: 9) - Gettinef act of this one is the 
1ission. Along the way (if ycu get out of the Hrst room) 
you'll find gambling wi th the de~il, '· a fe• de11ons and 
gargo·-des, and the aagical book of Trezore 1 One hint: You'!l 
need 1agic to sur vive the To1b. 

14) Furioso (4:9i - You start out being abd:.ictec and all 
your posessi ons taken - araour, weapons, ever·rthi ng . You are 
placed in a dark hold of a ship •hich soon runs aground and 
is sinking. You 1ust get out of the ship before it sinks and 
fi nd your way back to the Nain Hall. 

191 Death Trap 17:9) - Enter at your own risk - this 
dungeon contains very experienced warriors. You took a bet 
proposed by one of your eneiies that you could survive this 
place, The a1ount at stake - 201000 gold pieces! Sood luck, 

One note - thi s dungeon adjusts to your character' s 
eiperience; the tougher your character, the tougher the 
dungeon. 

..... .. . 

291 App le Island (3:91 - This is the first graphics 
adventure for Ea1on. The tough part about this adventure is 
to stay awake or keep fro• starting a ne• adventure before 
you finish this one, You Must have Jots of gold to buy food 
packs, each food p~ck • costing one gold piece, and a ·food 
pack is expended on each 1ove the player takes. 

The 1ost exciting ?art of the adventure ,as when I found an 
Ea~on-like passage (text l , but ther. found nothi ng there, Sot 
•v hopes up, then - DASHED on the rocks. 

In su11ary, if you've got characters ready for inter~ed iate 
and/or ad'lar.ced dungeons, these are the diskettes to get 
next. 

--- Bcb 

p. s. 

About a day before press tiae we rece ived the last tw~ 
adventures Teaple of the Guild and Search for Yourself fro; 
an old displaced Iowan friend Don Doumar.es, Don wrote Castle 
Kophinos - Adventure 149 also. 

These adventures warrant a s1all word from us before •e pack 
this off to the printers. The Tenple of the Sui~d is not 
real ly an adventure, as such, because i t is intended 
primarily to boost the attributes, skill or gold of the 
adventurer, 1 had the opportunity to try this out before we 
went to press and I think it deserves so1e attention and 
explanation. I have listed it as an adventure because it 
does contain a aain progra1 that has tha regular adventurinc 
co11ands ln i t and you can adventure in it , I liked it. and 
recon1end it for people who want to boost the1r chira~ter, 
but do not want to cheat, 

The second adventure: Search for Yourself is not a pop 
psychology ga■e, it is an adventure with whit the author 
calls "ho 1oderately de'lious features•. I regret that I 
have not yet had a chance to play it, so I cannot give you 

·•y review, but I proaise by next issue that I will try this 
one out. 

,... 
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