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A word fro• the Editor ... 

last issue we unintentional ly stepped on so1e toes 
unfairly. Ne have no beef with those people who sell 
Ea■on for less. It's a free country and we' d be the 
last to try to change it. • 

Consider the proble1: 

ln trying to control bugs, we find it necessary to 
standardize the Ea1on diskettes - to try to get all 
copies out there the sa1e. Part of the probl e1 Ne have 
in doing this is so■e people have versions of the 
diskettes that are very old and even printing fixes to 
these doesn't help because the fixes don't 1atch the 
progr~•s. Ne find it i1possible to 1atch these up 
because we don't have the older versions. It would be 
nice if we could so1ehoN have a free exchange policy to 
get everybody updated at once, but this would Near out 
the disk drive of anyone atte1pting it. Therefore a fee 
has to be charged to copy the diskettes. Anyone 
unwilling to pay this fee will then have outdated 
copies of the diskettes. This Nas the proble1 Ne were 
trying to address. Ne Nere not trying to blast 
co■petitors. We apologize to those 11ho took offense to 
this. 
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EAMON NEWS 
b1 John Nelson 

The last couple of 1onths ~ave seen a lot of acti vity 
in the area of new adventures. Ne have not only gotten 
a bunch of new adventures, but soee things have occured 
to so1e existing adventures. All of the new adventures 
have not been tested vet, but we Nil l list the• for you 
to let you know they exist. 

Originally Ne wanted to hold back adventures and not 
distribute thH unt i 1 the)· 11ere thoroughy tested, but 
since we have been getting so 1any, we thought it would 
be unfair to hold the• back until we could test the1. 

The new adventures are: 

79, Castle of Count Fuey by Don Brown 
80. The Search for the Key by Don BroNn 
81. The Rescue Ni~s1on by Don Brown 
82. Escape froa Nansi Island by Scott Starkey 
83. Twi n Castles by Ji1 Tankard 
84. Castle Rivineta by Robert Karsten 
85. The Ti1e Portal by Ed Kuypers 
86. Cast! e Nantru by Steve Costanzo 
Bi'. Caves of Hollow Nountain by John Nelson 
88. The Shopping Nall by Alan Porter 
89 . SuperFortress Lin Nang by Su Bhayani 
c:o. The D001sday Clock by Ji■ Tankard 
91. FutureQuest I I (2 di sksl by Roger Pender 

N3 Naster Diskette - version JT (for Ji ■ Tankard) - Ji1 
has added s01e ne11 progra11ing to the Naster diskette 
to include a special weapons shop. The way you access 
this special weapons shop is to select it fro1 the 1enu 
in the 1ain hall of this Special Naster distette. The 
shop allows you to buy a special weapon provided you 
:re _Ni~ling _ to alloN _one of your own

1

weapon1 to be 
copied using a special weapon copying 1achine, You 

■ust pay a fee for this copying process and c111 then 
buy a weapon that sc■eone else has donated. 
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Eaaon Ne11s 

A couple of adventures that 11ere expected to be done by 
this issue were The Sorceror's Spire by 1e (John 
Nelson) and Warlord of Warrick by It (ditto), but I 
h1ven't bad ti1e to fialsh theu yet. 

S01e of the adventures above (three to be exact) are 
old Don1ld Bro11n adventures th1t used to be tourna1ent 
diskettes. They were converted to standard adventures 
at the request of our friends at 3A. There are no 
differences in the adventures the1selves, only in the 
fact that they have been de-tourna1entized. The 
non-tourna1ent versions have the follo11ing differences 
frat their tourna1ent counter-parts: 

1. No taster progra1s (1ain hal l, etc.I 
2. Scores are not kept on non-tourn. versions, 
3. They are played fro1 the laster diskette as any 

other adventure. 

If you already have the tourna1ent versions, there is 
no real reason to order the non-tourna1ent versions. 
The club will continue to distribute both versions. 

Two diskettes have been re1oved fro• the distribution 
li st te1porarily to take 1ajor progra1 revisions, These 
adventures are: 

21, Quest for "arron 
84. Castle Ri vineta 

The Quest for Karron diskette had so1e routines that 
were rather shaky and portions of it are being 
re-wr itten. Kost of these routines were in very obscure 
areas, but I wanted to clean the1 up and i1prove the 
adventure. When this adventure is finished, a tr1de-in 
will be allo•ed Dfl your old copy. 

The second diskette Castle Rivineta was received in 
qu11tionabl1 condition. Nhile testing it and looking 
through the code, I noticed several things that needed 
to be changed. It uses the original base progra1 
(straight fro• the Beginner's Cavel without the special 
progra11ing for the Beginner's cave being re1oved. This 
adventure will be converted to version 5.0 before being 
distributed by the club. 
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In addition tv the adventures 1 i sted above, all 
adventures have been converted to standard files. · These 
adventures are: 

2, The Lair of the Kinotaur 
3. Cave of the "ind 
4. Caves of Treasure Island 

By aaking this change, you will be able to tdit or list 
these adventures with the standard dungeon tdit and 
list progra11. All 1ttben aay receive copies of these 
upgraded adventures by sending their ori9inal adventure 
diskette and Sl ,00 to cover postage and handling. 

NOTICES & JUNK 
Questionaire Results 

The result! fro1 the questionaire sent out in July have 
finally been tallied and are no• on display. Of the 400 
questionaires we sent out, we received bO (soee af the• 
filled outl for a whopping lSI part icipation. Ne are 
told this is good, especially since the question1ires 
were not acco1panied with return-addressed, sta1ped 
envelopes, 

Assu1ing the club is well represented by these 151, the 
1e1bers see1 to be very diverse, ranging in age fro1 9 
to 58 and ranging in sex fro1 tale to fe1al1. 

The following answers to the questions are gi ven in 
percentages and 1ay not always add up to 100. In fact, 
so1e of the• are over 100 since 1ore than one answer 
could apply. One thing to keep in 1ind is 101e of the 
questionaires were filled out by people who decided not 
to join the club. 

Average age ... ...... . ... .. 27 years, 9 1onths, 18 
days, 

1. What type of co1puter do you use? 

791 - Apple 
lOI - Franklin 
SI - Nork, school , l ibrary, etc. 
5% - Other 

2. HCMI often do you play Ea1on' 

7% - Once a day. 
101 - 2-5 ti1es a week. 
33% - Once a week. 
361 - Once a aonth, 

SZ - Once a year. 
5! - Never. 

----._ 



3. What do you like 1ost about Ea~on' 

251 - Inventiveness/variety of authors. 
!SI - It is unprotected. 
131 - Can create •Y own adventures. 
121 - Role playing/building up character, 
107. - Si1plicity. 
5% - Cost. 
SI • Playing it. 

4, What do you like least about Ea1on? 

131 - The bugs. 
131 - Authors fall short of the 1ark. 
tot - Runs too slow. 
81 - Si1pl icity, 
5% - Doesn ' t have 1ulti-character capability. 
31 - One word co11ands. 
31 - Not all adventures have SAYE feature. 
31 - No graphics. 

5. What would you like to see i1proved in Ea1on' 

131 - Better adventuresieore challenge. 
81 - SAVE feature on al l adventures. 
77. - Graphics. 
57. - Nore character interaction. 
SI - Nultiple characters. 
31 - Have all adventures tested before release. 
31 - Convert to other c01puters. 
31 - Better descriptions in adventures. 
3% - Nore/better docu1entation. 
31 - Non-violent adventures. 

b. Newsletter colu1n ratings - averages (10 highest!. 

8.3 - Bug Bytes 
8.2 - Spotlight On: 
7,9 - Designer's Den 
7,7 - Club News 
7.1 - Notices and Junk 
6.3 - Ter1inological Inexact itudes 

, , I think the National Ea1on User's Club: 

731 - is going to be worth the 1e1bership dues I 
paid. 

63% - has 1ade Ea1on 1ore reliable and fun for 1e. 
271 - has helped 1e to create 1y own adventures. 
20% - is a front for organized criee. 
71 - doesn't serve 1y speci1l needs/interests in 

Ea■on. 

51 - is not responsive to questions and special 
requests. 
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8. Check all adventure gaaes that you play. 

92% - Eaton 
67% - Zork I/II /III 
57% - Wizardry 
55i. - Ulti1a 
50Z - lnfoco1 
4()I - Dungeons and Dragons 
381 - On- line 
301 - Scott Ada1s 
15% - S110rdThrust 
31 - Knight Quest 

9. Which adventure ga1e do you like the btst? (Ne threw 
out the why part of this question. i 

27% - Euon 
201 - Wi zardry 
12% - lnfoco1 

10. What do you like 1ost about the newsletter? 

261 - No opinion. 
20% - Revie"s of adventures. 
m - Bug fixes. 
12% - It is infor1ative, 
101 - Adventure design help. 
10% - Central clearinghouse for new adventures. 

5% - Hu■orous. 

37. - Deals with Ea1on only. 

II. What do you like least about the newsletter' 

61% - Fine as is/no opinion. 
12% - Too short/not enough issues. 
7! - The sil ly parts. 
5! - Cost. 
5% - Too diver1e/not enough in depth. 
2! - Journalistic stylt needs i1prove1ent. 
2% - Doesn't 1atch the color scheae of 1y roo1. 

12. Whit woul d 1·ou like to see in future issues of the 
newsletter? 

36t - No opinion. 
22% - Nore adventure revitws/descriptions. 
81 - "ore design help, 
7% - Nore bug fixes. 
71. - History of Ea1on. 
3% - Nore question1/answer1. 
3% - A colu1n about the utilities. 
2% - Converting Ea1on to other syste1s. 
27. - Naked wo1en and coupons for free 10ney. 



As slated before, a diverse group. By the way, all 
these answers are real and each will be given equal 
consideration when we deter1ine newsletter content, 
club goals, etc. 

The resul ts here 1ade us feel generally elated and 
largely appreciated and have instilled renewed vigor in 
our quest for an Ea1on standard. We extend thanks to 
those who took the ti1e land postage) to send in the 
questionaires. 

ADVENTURE TIPS 
last issue we talked about which adventures were b,O 
and which were S.O and before. There is a way to tel l 
for sure, but it requires a little progra1. The progra1 
foll011s: 

1 REN DISPLAY VERSION 
2 REN BY JOHN NELSON 
3 REN 
10 DS = CHRS(41 
20 HONE: ?" INSERT ADVENTURE AND PRESS A 

KEY ... •;:SET AS:? 
30 ONERR SOTO 20 
30 ?DS;"OPEN EANON. NANE": ?DS;"READ EANON,NAltE' 
40 INPUT ADVS 
50 ONERR SOTO 100 
bO INPUT NDS 
70 ONERR SOTO 200 
80 INPUT DYS 
90 ?' THIS IS A VERS ION •;Dvs;• ADVENT URE': 

?DS;'ClOSE":END 
100 DVS = "4.0' :SOTO 90 
200 DVS = ·s.o•:SOTO 90 

Type this progra1 in and save it on your utilities 
diskette as DISPLAY VERSION. It 1ay co1e in handy as 
the list of b.O adventures grows. 

If you are real ly having a hard ti1e wi th an adventure 
and your friends are very li1ited, this tip 1ay save 
you so1e grief. !No pun intended), 

When a fri end di es, re1ove their body fro1 the_roo1 and 
when you are clear of all ene1ies, drop the body and 
try a power spell. No guarantees, but aany t i1es this 
will resurrect thee. 

Be careful with this, though, because 1any designers 
put devious traps in for their power spells. You can 
usual ly tell while playing the adventure how 1uch care 
the designer put into his work, and if he didn't put 
very 1uch special into the adventure, chances are he 
didn' t do anything with the Power spel l . One of the 
effects in the base progra1 is to resurrect dead 
bodies. ~ 

Bribi ng 1onsters with gold is okay, but when you do 
that, you never see your gold again. (Even when t~ey 
die.I One way to avoid this is to bribe 1onsters with 
artifacts.· This way if they still refuse to cooperate 
and you have to kil l the1, at least you get the 
art ifact back. Also, if they do beco1e friendly, but 
die I ater, ~-ou can get it back then too. 

CLUB NEWS 
by John Nelson 

It's the beginning of a nn year. We thought we'd look 
back at 1983 and try to deter1ine just exactly what we 
did. 

In the beg inning of 1983 before the first newsletter, a 
decision was 1ade to deter1ine our objectives for the 
year. This is what resulted: 

1. Standardizing Ea1on 
2. Ridding Ea1on of bugs 
3. Providing a 1eans of knowing which 

adventures to choose 
4. Kake adventure designing easier 
S. Documenting Ea1on 
b. Have fun while doing all this. 

Nith the printing of the newsletter, we believe ■any of 
these objectives have been and are still being 
addressed. Na1ely, points 21 3 and 4 above. The 
standardization of Ea1on is a long and slow proce11, 
but between convert ing older version adventures ind 
creating Dungeon Designer Di skette S.O and b.O • 
believe progress is being 1ade. 

The docu1entat ion of Ea■on is still going on and 111 

appreciate the patience of sevtral of the 1elbers. The 
status of each docu1entation project is given below. 

Nhich brings us to point b. Yes, we are still having 
fun and we plan to continue doing so. 

And now, our 1984 club objectives. ln addition to the 
above six points, we have added two others which are 
very closely related. 

7. lower diskette prices 
8. Increase 1ubership 



Since April of 1983, we have not advertised anywhere. A 
steady trickle of new 1e1bers have been co1ing in, 
however, hearing about us by word of 1011th or seeill4J 
old ads. Thi s is very encouraging. After doing so1e 
projections, we've found if a good increase in 
1e1bership were observed, we could afford to lower our 
diskette pr ices dra■atically. This could also carry 
over into the docu1entation since discounts would be 
received on a greater nu1ber of copies to be pr inted. 
Therefore, we wi ll be advertising again and anything 
any 1eaber cared to do to encourage 1elbership would be 
appreciated and to the benef it of us all. 

Progress continues on the docu1entation. Following is a 
list ing of all the docu1entation and proj,cts in 
progress. 

I. Adventure Descript ions - Thi s docu1ent will 
include a description of al l the adventures, as they 
actually appear in the adventures. 

2. Utilities Docu1entation Detai led 
instructions on h11t1 to run so1e of the 1ore co1plicated 
progra1s, along wi th an index that will help you find 
the progra1 that wil l do what you want. 

3. Designer's 6uide - A co1prehensive guide 
that gives you both an easy to understand text on 
creat ing adventures and a quick reference 1anual if you 
Just need to look up so1ething about how Ea■on works. 
It is fi l l ed wi th exa1ples and includes a co■plete 
adventure design fro■ beginning to end to show you how 
to do an adventure. An additional section that will 
real ly help is one that explains the b.O features in 
depth, with exa1ples on how to use the1. 

4. "aster Bugs l ist - This has been in the 
revision rori1 for 1onths, but is now up to date with a 
new for1at. It gives all of the known Eaton bugs along 
with the status of the bug and a fix for it if 
available. t1ost are) 

5. Player' s Nanual - An updated player' s 1anual 
that is easier to use and read than the original. 

b. Notebooks - The notebooks have been ordered. 
We did not receive enough orders to pay for the order, 
so llf had to contribute several hundred dollars on our 
own, but we felt that interest was high enough that we 
would be able to sell enough to get our 1oney back. If 
you ordered a notebook, you should be recei vir.g one 
withi n 45 days. Along with the notebook, we will let 
you know what the postage / shipping ca1e out to be, 
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In addit ion to the projects above, we have been working 
on so■e of the utilities progra1s and I have designed a 
new adventure. The utilities progra1s that wtre worked 
on extensively were: 

LIST/CHANGE - Thi s progra1 is a new uti l ity 
progra1 that co1bines the Dungeon l ist progr11 with 
so1e edi ting routines to allow you to l ist an adventure 
to the screen, and if vou find an error or 1ispel ling, 
you can correct it i11ediately. It should be I big help 
for us when reviewing adventures we receive. This 
progra1 will be placed on the upco1ing Utilities V 
diskette. 

CHARACTER EDITOR 4.0 - This is a greatly 
enhanced version of the CHARACTER EDITOR progra1 that 
al lows you to cheat the syste1. The Previous versions 
13.1 and 3.0l were a giant leap over the original 
progra1, but now 4.0 allows even 1ore flexibility and 
is 'cleaner' . The new version can be obtained by 
ordering Ea■on Uti l ities IV. 

BUGL06 This progra1 has been totally 
rewritten. lie received a letter that the progra1 was 
not working and when I checked into it, it looked lite 
the progra1 was never finished. I don't know lltlat 
happened to it, but I re-wrote it. It is far superior 
to the previous version (even when it was all there), 
The BU6L06 progra1 is intended to provide you with a 
place to record Eaton bugs when you discover thH, It 
is NOT intended to be a "aster Bugs Li1t. It has no 
data on fi le unless you put it on file, I got a 
co1plaint shortly after I re-wrote it that said 'it 
sti ll didn't work'. They were referring to the fact 
that it didn't list all of the Ea1on bugs. I wish I was 
capable of writi ng a progra1 that would 1agically know 
all ctt the Ea1on bugs and tell 11 what they were, but 
alas - no way, 

ADVENTURE LOS - S011 corrections were 1ade to 
thi s progra1 and 1011 i1prove1ents. 



-- --- - -------------------
UTILITY LINES 

·- ----------- ------------bf John Nelson 

Utility lines is i new colu■n that will be run fro1 
ti1e-to-ti1e to keep you inforHd on ch•nges in the 
utilities, how to use the1, when to use the■, and other 
uti l ity reliled infor1ilion. 

The Ea1on Utilities were written to provide extended 
control over the Ea1on svste1. The origi nal Ea1on 
Utility progra1s were used aid in desiqning ind playing 
Ea1on adventures. After the uti lities grew into 1utiple 
d(skettes, tt beca1e apparent that they should be 
organized and divi ded into logicil groupings. 

The utilities were divided into four diskettes. These 
diskettes were assigned to four general areas of Ea■on 
usage. 

I. Playing the ga1e 
2. Designing adventures 
3. Just fooling around 
4. Custo■izing or 1odifying 

At the ti1e these were divided up, a 1enu progra1 was 
written to help people select the progra1 they wanted 
to run. Thi s 1enu prograt was placed on al l of the 
utility diskettes with the na1es of the prograts that 
people were supposed to run. 

All progra■s that concerned the player (or could 
conceivabl y concern the playtr l were placed on Eaton 
Utilities l. All progra1s that could concern tht 
desi gner •ere placed on Eaton Utilities II. All 
progra■s that went al ong with the tonster battle 
progra1 were put on Eaton Utility III and all prograts 
that were dangerous for the average person to use were 
placed on Eaton Utility IV. 

There is sote overlap to this syste1, however. The 
CHECK FILES progra■ for instance can be useful to both 
the player or the designer. It is therefore.found on 
both Ea1on Utility I and Ea1on Uti l ity II, 

At the ti1e this re-organization took place, a general 
docutentition fi le was created to describe tht 
utiliti es found on each diskette and what they did. 
This docu1ent was placed on all of the Ea1oa Ut ilit ies 
diskettes. 

,~is colu1n wil l be dedicated to helping you use the 
utilities for their intended purposes and to print 
revisions and enhance1ents that will be tade in the 
future. 

DESIGNER'S DEN 
by Bob Davis 

(John and I decided to swap a few colu1ns th is lite 
around just for a change of pace.I 

Hello, Adventure Designers. (Hel-lo, Bob.I Today 1ft are 
going to briefly discuss dead bodies (ech! l and tben 
1ove on to Eaton 1agic and special effects. 

The dead bodies of •onsters are set up as artif acts on 
t he artifacts fil e. They 1ust be the last artifacts and 
in the sa1e order as the 1onsters on the 1onster file. 
Therefore, if 40 artifacts exist on the file (s01e of 
which ■ay be du■ty entries for last 1inute additions! 
and 20 1onsters e~ist wi thin this dungeon, tht dead 
bodies would be placed on the arti facts file beginning 
•1th 141 through 160 wi th artifact 141 being tonsttr 
l l's dead body, 142 is 1onster 12's dead body, and so 
on . 

When NAIN P6N recognizes that a 1onster has been 
ki lled, to fi nd the dead body it uses this foreula in 
I ine 7700: 

A2 = DF + NZ - NM 

Where A2 will equal the artifact nutber of the 
1onster ' s dead body, 

DF = Defender (nutber of the 1onster that 
di ed l , 

NZ= Total nu1ber of artifacts in the 
dungeon (not counting adventurer' • 
artifacts brought in), and 

NK = Total nu1ber of 1onsters in the 
dungeon. 

If 1onster nu1ber 2 were to die, the for1ula would 
calculate art ifact 142 using the values in the previous 
exa1pl e. 

42 = 2 + 60 - 20 

After this nutber is derived, the tonster is taktn out 
of the root, its ready weapon (if anyl is placed in the 
~001 _along with the dead body. (All of this takes pl1ce 
1n line 7700. l When the 1ain loop <l ines 100 - 900) is 
given control again, it realizes you have not seen the 
dead _bo~y or the weapon and wil l print the long 
descr1pt1on of each . This is 1ost useful for putting in 
a description of the tonster dying and indicate with 
the na1e of the artifact that a dead body is present . 



Exatp le: 

LONG DESCRIPTION: The pirate staggers and fills, With 
his last breath he utters a foul curse at you havin9 to 
do with decotposing in• hot place. 

ARTIFACT NAIIE: Pirate Ri ck's l ifeless body. 

There is one drawback to this; the long description 
wi ll print that the pirate is dying again if an EXAKINE 
is done on the dead body. For 1yself, I cin live with 
it. 

The "agic of Eaton 

Original tagic and special effects tend to spice up an 
adventure, giving it an extra flavor and personality of 
its own and, surpri singly enough, it is not very hard 
to do. ltagine having this eHect in 1·our adventure: If 
i character grab~ a hornet nest, ■any stal l winged 
creatures pour out of the nest and syste■atically 

penetrate the adventurer's body and will keep attacking 
to the point of death, unless . .. the adventurer does a 
PDNER spell to bring a hard rain that knocks the 
insects to the ground and drowns the■ in the puddl es. 
Sound like a lot of worl~' Fear not; a few simple 
prograt state1ents and two descripti ons on t he effects 
file and you are ready. Here's how ... 

The very fir st thing your l'!AIN PG!'! will need is a 
sub-rout ine that will read the effects file. A variable 
!EF ) for the nu■ber of the record to be read wi l l be 
used. I l ike to put this routine at 25000. 

25000 REN Ill READ EFFECT /// 
25020 PRINT DKS"READ EAMON.DESC,R";EF+200 
25040 INPUT AS:PRINT DKS:PRINT AS:PRINT 
25060 RETURN 

Notice on l ine 25020 the record nu11ber is Ef+200. The 
EANON. DESC file really is four files in one lroo1, 
artifact , effect and tonster descriptions) and the 
effects descriptions start at record 201, This is all 
handled auto1atically when you add effects to the fi le 
using any Dungeon Designer diskette, The variable EF 
wi l l be set up in the 1agic routines before doing a 
BOSUB 25000, 
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Let's sav, for si1plicity, that the effect descriptions 
have already been placed in the effec ts file as 
follo1m 

EFFECT II - Hornets strea1 out of the nest in a buzzing 
torrent of winged barbs, thei r stings like hot daggers. 
You wave your ar1s futal ly and fall to the ground, 
rolling frantically. 

EFFECT 12 - The sky quickly darkens and a loud 
thunderous clap is heard followed i■tediately by sheets 
of rain. The hornets are knocked to the ground and 
drowned in newly for1ed puddles. 

Along with the effects, Jet' s assu■e the hornet nest is 
also already on the artifacts fi le as artifact 110 and 
it is in roo1 120 (in a tree, of course). The swart of 
hornets will be 1onster 14 and 1ust be placed in root 
tv; this is so they will not show up anywhere in the 
dungeon until the adventurer picks up the nest. "•~e 
the courage equal 200 so the adventurer cannot flee 
fro~ them and the total da1age (di ce tiaes sides) 
should be high enough to hurt the adventurer no ■atter 
what ar1our he has. The hornets' dead bodies will be 
artifact 144 (see first part of thi s arti cle. ) 

Now, so11e of ;'OU are saying "This is easy?•, Nhen a 
special effect is set up, the tost realistic ones will 
have all described itets in the special effect defined 
as ~onsters, artifacts and/or eff ec ts. Here is a short 
co■prehensive list of each ite1 1n this exatple the way 
they were set up above. 

EFFECT: 11 = Adventurer picks up nest. 
12 = Adventurer says POWER after hornets 

appear 

ARTIFACT: 110 : Hornet nest . 
144 = Dead hornets 

ROOM: 120 = ~eadow with tree. 

MONSTER 14 = Hornets. 

Obviously you tust teep track of each ite1. An e1sy way 
to de this is by obtaining a list of root, artifact and 
iOnster na■es using the EAMON LIST R.A.N. on the 
Ut ilities II diskette (which is the designer utilities 
diskette). A list of effects can be obtained fro• 
ei ther the DUNGEON LIST or DUNGEON EDlT progra1s 
( ,,er s ion 5. O or above l . 



Once all the ite1s !hornets, hornet nest, dead hornets, 
etc.I are defined, all is ready for the special 
progra11ing code that goes into NAIN P6N to 1ake the 
1agic happen. llhen the adventurer enters the aeado• 
•ith the tree (roo1 1201, he •ill see the hornet nest 
because its roo1 n111ber is 20, If this ite1 looks 
interesting enough or the ad~nturer doesn't kno• any 
better, he will pick it up. When this happens, t~e SET 
routine is extcuted (lines 4000 - 42991. The line to 
take the hornets appear goes after 4200, •hich should 
already have a RENark on it like INSERT HERE SPECIAL 
EFFECTS OF PICKING SIJIETHIN6 UP, 

4210 IF A a 10 THEN EF = l:60SUB 25000: 
ND11415) c ROON:R3 = ROON:60SUB 3600 

Where: A= n111ber of artifact adventurer picket! up 
(already stt up for youl, 

EF = the nu1ber of the effect to print, 
60SU8 25000 •il l read the efftct and print it, 
NDlt4,SI is the ro01 nu1ber !field SI of 

1onster 14, 
ROON= roo1 nu1ber adventurer is in !also 

set upl, 
R3 = ROON:60SU8 3600 1ust be executed •hen a 

1onster is brought into or leaves the root 
to deter1ine reactions and set up necessary 
variab les for the battle routines, 

In su11ary, the above line •ill deter1ine if the 
adventurer picked up the hornet nest !artifact 1101 and 
if so, •ill print effect II, place the hornets in the 
r001 and check the hornet's reaction !obviously you 
•ould want to set the hornets up •ith a friendliness of 
zero) , 

Unless the adventurer does a POWER spell, the hornets 
should unceasingly attack. If a POIIER spell is invoked, 
the rains •ill co1e and drown the bugs, A line should 
be added at the begi nni ng of the POWER routine (lines 
13000 - 139991 before any other 1agic to 1ake sure the 
hornets attacking gets checked first , 

13005 IF NDl l4,Sl = ROON THEN EF = 2: 
60SUB 250001ND1141SI = O:ADl(44,4J 
= ROON:R3 = ROON:60SUB 3600:6010 300 

Where1 ND114,SI = roo1 nu1ber !field 5) of the hornets 
(1onster 14) 1 

roo1l, 

ROON c current roo1 of adventurer ldo not check 
for 20 in case adventurer fled to another 

EF = 2:60SUB 25000 to print effect 12, 
AD1144,4l = roo1 nulber (field 41 of hornets' 

dead bodies !artifact 144), 
R3 = ROON:GOSUB 3600 to reset battle variables, 
GOTO 300 to return to the 1ain loop. 8 

In su11ary, this line will check if the hornets are 1n 
the r0011 if so, effect 12 •ill print, the hornets are 
ta~en out of the ro01, the dead hornets are brought in 
the ro01 and the battle variables are reset so the 
progra1 doesn't think a fight is still in progress 
after the hornets drown . 

The effect descriptions are very useful in the 1agic 
111d special effects of Ea1on. Up to 250 characters can 
be used to describe the event plus, 1ore than one 
effect can be read if desi red, 

The special code itself is very short and si1ple. The 
trick is to kno• where to put the code (each co11and 
routine has a re1ark to start itl and the variables to 
check and/or change. To help you 1n that area, below 
are listed the 1ore co11on effects perfor1ed in Ea1on 
with the variables needed and the proper routines to 
perfor1. The routine the code is added to ukes the 
difference if a GOTO 300 !return to 1ain loop) is 
needed or not. 

1. Assess da1age to the adventurer. 

OF= 0 : defender is adventurer 
02 = n: a1ount of da1age to assess 
60SUB 7640: will assess the da1age 

Assessing rando1 da1age. 

A= ftDl (O,Bl : set up adventurer's ar10ur 
(set to zero to bypass ar1ourl 

S: 1axi1u1 sides of dice 
D: 1axi1u1 nu1ber of dice 

<D x S = 1axi1u1 da1agel 
OF= O: defender is adventarer 
SOSUB 7b35 : co1putes rando1 da1age aad assess 

it to the adventurer. 

2. Healing the adventurer. 

NDI<0,131 = "01 101 131 : heal a1ount 
60SUB 7650: displays injury status 

(ROGAN IS HURTIN6), 

3. Changing adventurer's spell abilities. 

SAl!Sl where S = 1 to 4 
l = Blast ability 
2 = Heal ability 
3 = Speed ability 
4 = Power ability 



These are the per1anent spel l abilities kept in the 
charicter record, The 'current• abi l ities are stored in 
S2l(Sl , In the spell routine is i line: 

11530 S2%(Sl = S2l(Sl / 2 

This reduces the ability to successful ly cast a spell 
in this adventure by half each ti ■e the spell 1s 
atte■pted, If you •ould like the adventurer to be able 
to cast ■any PONER spells, change this line to be: 

11530 IFS < 4 THEN S2%(Sl = S211S! / 2 

Or the line could be deleted all-together . 

4. So■e co11on adventurer ' s ittr ibutes that tin be 
changed •ithout execut ing special routines: 

"NS (Ol - naae 
"D1(0, 11 - hardiness 
"Dl(0,21 - agility 
CH - charis1a 
SEXS - " or F 
AE - ar1our expertise 
SOLD - carried gold 

Teleporting the idventurer, 1onsters i nd/or irtifacts 
into/out of roo1s Mis covered in the August 84 issue of 
the newsletter . 

BUG BYTES 
h'! John Nelson 

This issue I would like to cover all of the bugs in the 
Ea■on syste1. The proble1 is, I don' t have enough roo■ 
for this. I wi ll therefore cover the bugs fi xed since 
October 1984 and infor■ you that a co1plete list of all 
the tnown Ea~on bugs is available fro• the club (see 
Club News} . It is called the ~aster Bugs List . "ost of 
the bugs have been fixed and the fixes are typically 
given on this listing. 

A new 1onitorinQ syste1 has been set up for i ll the 
bugs. This svst~• requires the use of two basic tools. 
t . ) LOG - I leep a log book of al l the Ea1on 
adventures. Whenever a change is 1ade to any progra1, l 
enter the change into the log. along Mith the date th! 
change •as 1ade, 2. All progra•s •i ll begin carrying • 
Revised Date in a REN state1ent at the beginning of the 
progr a11. 
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ihis see1s to be the best way to reep tr•c~ of the 
changes required . This wiy If you receive a d1 s,.ette 
fro• •ny source, you Cin 1ake the changes indicated 
depending upon the date your progra1 was last revised. 
For eu1ple, 1 f you rece1 ~ed a copy cf The Death Trap 
(Adventure 119) and it had a re~i sed date cf 11-20-84 
in the "AIN PSN li sti ng, you would then have to appl v 
any fixes since that date. Looking at the Log book, we 
would see that the only change 1ade since that point 
·•ere changes on 12-4-84 on l ines 21210 and 21220. 

The proble1 then beco1es one of publ ishing the list of 
revisions, Also, the log book has only been kept si nce 
October '84. If you need older bug inforuti on, 
referenc~ the "aster Bugs List . As far as publishing 
the li st of revisions froa the Log, that is Nhit I wi ll 
include in this colu1n. For brevity 's sake, I will not 
give the entire line to be changed, but will tel l vou 
what needs to be changed on the line. I •i ll use' ... ' 
to indicate •here coding elists, but does not change. 

By checking the revision date, you can deter■ine 

whether these prcgra1 fiies need to be ■ade to your 
diskettes. If the revised date on your progra■ is 
earli er thin the date of the change then vou wi ll need 
to 1ake the prograa chang~ 1nd1cated on thit date. 

A general bug was discovered si nce the list issue ind 
has been fixed in so1e, but not all adventures lyetl. 
We are planning on changing this in all adventures as 
soon as the newsletter is out. The bug has to do with a 
1onster' s reaction to the adventurer. In the original 
player's ■anual , 1t states that a 1onsters reaction 1s 
adjusted by double the difference 1n the adventurers 
Charis1a and 10 . In reality 1t 1s ha lf the di iference 
because of the bug. This bug wil l be listed as a 
general bug, since it occurs 1n virtual ly all Ea1on 
adventtJres. 

6ENERAL BUG I 4 - Reaction Routine error 

The line nu1ber needing to be corrected •111 var) fro1 
one adventure to another, but in 1ost of the adventures 
the following will ft~ the probl e1: 

Line 3o50 change 
to 

, " I :. 

t 2 



------ EANON "ASTER - NORNAL VERSION AND 2.0------

1. "AIN HALL progra1 

-Revised 10-9-84 

Lines 2280, 2420, and 2430 use variable W 
currtntl y. Change this variable to WW. 

-Revised 12-15-84 

Line 2010 
changed 

1iS1pelled) 

BREATH ... 
to BREATHE . .. (was 

2, EANON NASTER progra1 INASTER version 2.0 ONLYI 

-Rev1sff 11-6-84 

Add a line: 3505 60SUB 9000 

3. THE BEGINNERS CAVE 

-Revised 12-10-84 

Sot a report that the 1i1ic didn't appear. Tried thi! 
version and noticed that not only didn't the Ni1ic 
appear , but there appeared to be no special coding 
llllatsoever. Checked the revised date and it was 
11-11-84. Loaded the Club pri1ary copy and it had a 
rev1s1on date of 7-20-84, but had the special 
progra11ing install ed. I suspect that so1ehow a copy of 
the base progra1 b.O was used to 1ake the 11 -11 -84 
change and the proqra■ was saved to the Beginners Cave 
progra1. To fix this probl e■ , be sure you have the 
7-20-84 copy. If you have the 11-11-84 revised date, 
return it to the cl ub for a free replace1ent. To fix 
the 7-20-84 copy, 1ake the following change: 

Add line 6550 V7. !ROO"I = Vl lROONI + I: SOTO 300 

- ------ - -- 1 2 - Lair of the Ninotaur -------------

-Revi sed 10-29-84 

Adventure was totally converted to version 5.0, 
thus using standard file for1•ts. The original was put 
in the back-up library but wil l no longer be 
distributed. All of the revisi ons fro, this poi nt 
,orw•rd will be to the new version unl ess otherwise 
stated. 

THE LAIR OF THE "INOTAUR progra1 

-Revised 11-3-84 

Line 190 change "ET to NEEi (1isspellingl 
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---------- 13 - Ca,e of the lhnd -----------------

-Revised 10-30-84 

This adventure was converted to version 5.0 for1at 
on 10-30-84. The origi nal copy was placed into the 
backup library and • ill no longer be distributed. The 
standard Ea1on Ut ilities will now work with this 
adventure. Any revisions gi ven fro1 now on wil l be to 
this ~ersion and not to the original unless otherwise 
indicated. 

---------- 17 - The Dev il ' s To1b -----------------
-Revised 11-8-85 

Line 1910 DATA 37 

113 Caves of Treasure Island-------­
-Revi sed 10-30-84 

Converted to standardized files so that utilities ind 
~DD diskettes can be used wi th it. Old copy was put 
into back-up library and will no longer be distributed. 
All future revision wil l refer to this version. 

116 Caves of Nonda■en -------------­
-Revised 11-13-84 

This was not actually a bug, but see1ed to be. llllen you 
atte1pt to leave the adventure, if the de■on VapRak is 
walking around, you get the 1essage "YOU HEAR A NOISE 
AND TURN TO SEE VAPRAK CONING AFTER vou.· Actually the 
de1on was 1oved into roo1 nu1ber 4 which is just •t the 
cave entrance, but since the adventurer is actu•lly in 
root 1, this see1ed odd to get a 1essage that YAPRAK 
was 'here' but was not li sted as a 1onster in the roo1. 

Although thi s was intended to be th is way; to avoid 
confusi on, please 1ake the followi ng change: 

20070 change .. . "D%112,5) = 4 
to ••• "D% (12,5l = ROO" 

---------- 119 - Death Trap ----------------------
-Revised 11-20-84 

The oak and hickory doors are reversed. That is when 
you try to open the hickory door, you actually get the 
oak door and vice versa. To fix this, change the 
following lines: 

21430 change L2 to L3 
21440 change L3 to L2 
21 470 change L3 to L2 
21480 change L2 to L3 



-Revised 12-4-84 

Line 21210 change ... AD1(89,4l to AD%!7014l 
Line 21220 change ... ADI(8914l to AD%!70,4l 

---------- 121 - Quest for "arron ----------------
This progra1 is being changed on a vast scale and a new 
copy will be availab le by Feb. 28th 1985. 

---------- 125 - Nuclear Night1are ---------------
-Revised 11-3-84 

NUCLEAR NIGHT"ARE progra1 change -- DO NOT CHANGE 
"AIN PG" 

LOAD NUCLEAR NISHT"ARE 
Line 70 change ... OVERHEARD A THE 

to ... OVERHEARD THE 

---------- 137 - Quest for the Holy Grail --------
-Revised ll-b-84 

Add line 2045 POP 

---------- 139 - "useu1 of Unnatural History-----
-Revi sed 11-2-84 

Line 19040 re10ve CHRt(4l = CHRS (4l fro1 the line 

---------- 142 - Alternate Beginner's Cave------­
·Revi sed 11-2-84 

Line 19040 re1ove CHRSl4l = CHRS(4) fro• the line 

---------- 173 The Deep Canyon-------------------
-Revised ll-lb-84 

Line 19100 change ... NA to N2 
Add line 7932 AD%(N2-NN,4) = 0 
Add line 7955 POP 

---------- Dungeon Designer Diskette b.O --------­

DUNGEON EDIT progra1 

The printing of effects was not quite correct. On so1e 
printers it would overprint and therefore be il legible. 

-Revised 11-3-84 

line 950 deleted (was 950 PRINT 'I DIDN'T 
SUBTRACT': 

PRINT : C = 1: PRINT 
1"" TYP) 
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line 5030 Nt(TYPEl = Nt (TYPE l + I added to the 
end of the line. 

-Revised 11-6-84 line 10210 change NF to AF 

replace line 3300 

3300 TEXT: HO"E: LP= O: PRINT "LISTING•;: 
AS= "EFFECT": INVERSE: PRINT As1·s•: 
NORIIAL: PRINT: POKE 34,2: FOR A= I TO 

N% (TYPEl: REC= A+ 200; SOSUB 20000: 
PRINT As;• l';A 

line 3310 replaced by 3 lines: 

3310 IF HC THEN FOR l = l TO LEN<DEt) STEP 40: 
PRINT NIDS(DES,X,40): LP• LP+ 1: NEIT 

3320 IF NOT HC THEN ?DES: LP= LP+ l 

3330 PRINT: PRINT: LP• LP+ I: IF LP> 12 
+ 35 t HC THEN SOSUB 3600 

DUNGEON LIST progra■ 

Revisions were 1ade 10-13-84 and 10-21-84. The changes 
1ade are 1ostly cos1etic and are not required to run 
the progra■ successfully. The changes are too extensive 
to print here, but if you are interested, you 1ay get a 
copy of these by writing to the club for the1. 

KAIN PSN (base dungeon progra1l 

-Revised 11-20-84 

. line 4710 insert BN = 0 at the btginning of 
the line (right after the line nu1berl 

line 4750 insert AND BK 
after FO ) l 

line 4810 insert 8" =O at the beginning of 
the line (right after the line nu1berl 

Ii ne 4850 insert AID BIi 
after FD > l 



SPOTLIGHT ON 
!Ratings are given on a scale fro1 I to 10 Nith 10 the 
highest. For1at is R:D Nhere R = Rating for setting, 
d~scription and plot; D = Difficulty, proble• solving 
and survivabil i ty .) Playing TiHs are based on actual 
tests. 

ISS The "aster's Dungeon (6:4) by Jeff Allen 

Reviewed by John Nelson 

Extra co11ands: USE, READ, S"OKE, THROW, DRINK, HELP 
and QUIT . 

Playing Ti1e: I - 2 hours. 

I tried this adventure in 1y never-ending quest to get 
through all of the 'contest• adventures. (The contest 
CALL A.P.P.L.E. held last spring - su11er.) It is only 
the 4th of these 13 adventures that I have tried but I 
would have to rate it about second of these four, I 
believe it is better than The Feast of Carroll (the 
winner of the contest!). 

The roo1 descriptions were fai r ly good, al though there 
were so■e a1biguiti es and I found 1yself trying to do 
i1possible things to interact with 1y surroundings. It 
is not a version b.O adventure, of course, so this was 
not really necessary. The descriptions of the 1onsters 
were not bad, although none were dra1atic and 1any were 
so si1ilar that they 1ust have been related. 

The Norst thing about this adventure is that 
act ion-wise it was so1ewhat boring. There were very few 
1onsters, and lots of e1pty roo■s, (although I don't 
expect every roo1 to have so1ething in it, this one 
went too far. l 

185 The Time Portal (5:3) by Ed Kuypers 

Revie•ed by John Nelson 

Extra co11ands: UNLOCK, OPEN, CLOSE, DRINK and NOVE. 

Playing Ti 1e: 1-2 hours 

I didn' t quite understand the point to this adventure. 
It said I was going to check out a science exhibit at 
the Ea1on Hall of Science. The exhibit turned out to be 
a t i 1e portal. 
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One interesting thing about this •dventure •as there 
were 1utiple settings. One could pass fro1 one setting 
in ti1e to another by passing through the portal of his 
choice. Telling too 111ch here 1ay spoil the suspense, 
so I •on' t elaborate. 

The adventure was paced a l ittle slow for 1y taste, but 
was still adequate to keep 1y interest. It see1ed a 
little stall after I had it thoroughl y explored. 

One nice thing about this adventure is it wasn't too 
difficult in either proble1 solving or survivability 
(as long as you pick your ene1ies carefully. l 

178 The Prince's Tavern (9: 71 by Bob Davis 

Reviewed by John Nelsen and Dan Cross 

Extra Co11ands: USE, DRINK, SAVE, PAY, and ORDER 

Playing Ti1e: 2 - 3 hours 

You are to bring bac~ a 600 year old bottle of the 
finest Scotch in the land to King Radaar. The trouble 
is you have to go into the Prince's Tavern to find it . 

The descriptions in this adventure are first rate: they 
are intricate, detai led and different. So1e parts are 
hilarious, so1e are sad (alas, poor thief) and it is 
very enjoyable and entertaining. 

This adventure ha.s hundreds of special effects 
progra~1ed into it that 1ake it interesting to play 
ti1e after ti1e. 

177 Te1ple of the Trolls (8:9) by John Nelson 

Reviewed by Dan Cross 

Extra Co11ands: KISS, JU"P plus the standard b.O 
co111ands: 

READ, SAVE, LIGHT, OPEN, PUT, DRINK, 
FREE 

Playing Ti1e: 4 - 8 hours 

This is not your typical "kill everybody and get 
everything you can get• adventure. Indeed, quite the 
opposite is true. It's to the players advantage to find 
non-viol ent solutions to the finer points. Te1ple of 
the Trolls strikes that del icate balance bet•een having 
enought brawn to get in, yet brains to get out. 



Rough notes on a dying 1an's 1ap start you on your 
quest for 6ro11i ck, a Trollish Blacks1ith and 1i9hty 
-eapon-1aktr without hu1an p!fl' who possesses the ski ll 
t~ forge a 1agic sMOrd. Legends 1aintain that a stout 
warrior wi th a fearless heart and a 1atchless ar1 can 
attain such a weapon. 

Written one Sunday afternoon, John NelsOfl utili zed tht 
DDD 6.0 and created a genre of EilOO guaranteed to tikt 
a 1onth of Sundays to crack, 1f you don't know what 
you're doing.• If you like snooping into every nook and 
cranny, this is the one you've been waiting for. 

t Check out adventure tips, October '84 issue 

174 Dhar1aQuest (9:81 by Roger Pender 

Reviewed by Bob Davi s 

Extra c011and1: PRAY, HELP and SAYE. 

Pl aying Ti1e: 2 - 6 hours. 

Q~other dull bor ing night at the "ain Hall. Being a bit 
irri table fro1 inactivity and a quirrel with your 
iover, you decide to overindulge in Hyperboreon 1tad 
and insult Hokas Tokas, the resident wizard. Bad 1ove. 
Hokas says, "Only •Y sense of honor and discipline 
prevent II fr01 striking you dead where you stand ! 
Instead, I wi ll send you on a quest to the land of 
Dharu. Perhaps you will learn to help othtrs and not 
think only of yourself . Perhaps you 1ay even find and 
conqutr the warrior within.• i ith that, he waves his 
hand and you find yourself in an unfa1iliar land. 

Roger says there are two •issions in this idventurt, 
one within the other . Actuilly I feel thtre art thrtt 
LEVELS of ■issions : one to help others, another 
e1plained in the adventure and the third in the teaplts 
of the 6reek Sods. I played this adventure 
approri1ately 6 ti1es and i t continued to hold ay 
interest. (I would have played it 1ore, but 1 had to 
stop and lff'ite this review.I Soae parts of the dungeon 
are not ilways accessible each t11e it is pliyed and 
special effects abound. 

"in~r points like exits not described in the short rOOI 
descriptions ind spacing proble1s of descriptions are 
easily overlooked when considering the entire scopt of 
the adventure. (l did have i Ii ttle trouble on h011 to 
use the rings at first , but th1t 1ay have just been 

,,,_. 1e, ! Overall - Sood job, Roger! 
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187 Caves of Holl ow "ounta1n by John Nelson 

Reviewed by Bob D1v1s 

i thought I playtd this, but I can't rteeebtr what 
happened, Sorry, 

No further co11ent. You can stap reading this now and 
just proceed to the ne, t colu■n. 

No, Really -- I don't re1eeber it . 1'1 sorry, 

John here. Bob reall y doesn' t re1t1ber this one, so 
I'l l let Dan review it . 

~eviewed by Dan Cross 

l don ' t re1e1ber it either. It SHIS lite it was a 
rather generic adventure. You know, kill ind run. 

--- John here again. Since these fUYS c1n't r11e1ber 
what ' s going on, I'll just review it 1yself, 

Now let's set,,. how did this one go again . . , Oh yeih, 

You go into a Cive for no particular reas111 - to have 
fun, I guess ind you find lots of treasure and have 
lots of fun and slay dragons ind eat roast turkey and 
nearly get chewed to bits by a killer haaster. You find 
a chicken and dKidt to eat it, but it doesn't want to 
be eaten, but you disgust everyone in the roo1 (e~ctpt 
Jeff) by eating it inyway, Lots of fun, You should get 
it. 

P.S. 
As we stated last issue, we have bett1 on v1c1tion (of a 
sort. I llt havt not processed any orders or 
correspondence since about Christ1a1. This gave us a 
little tilt to do soae Chri1t11s shopping, spend so1t 
ti1e with our fa1i lies and generally relax for a while, 

Now that this issue is out, we will be bKk to our 
nor1al hard working selvts. If you have an order 1n 
that you have been concerned about, you should be 
seeing it shortly, 


