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Editorial 

by John Nelson 

For a change of pace, I thought it would be nice to not 
1ake anyone 1ad with this editorial. So I thought I 
would not have an editorial. But then I realized that 
would aggravate all the people who look forward to the 
editorial, so I said ·roRGET IT!" 

Bob's Editorial -

Lately I have been rathtr iapressed with the adventures 
that have been co1ing into the Eaaon library; so1e of 
the1 taking o~f in new directions, I have noticed a 
1igration fro• the straight hack-n-slash type to 
adventures ai1ed at children, educational adventures, 
hu1ourous adventures and adventures with 1ore puzzles 
to solve in order to survive instead of relying on the 
sword. Although this 1ove is in its infancy, I predict 
ve will see 1ore of it. This should tend to broaden the 
story-lines with new i1agination providing interesting 
and possibly thought-provoking adventures. 

Personally, I would like to see so1ething with a 
co1bination of hu1ourous/puzzle types and 
educational/children types. I wouldn't 1ind trying to 
create so1e of these adventures 1yself; but alas, ti1e 
does not per1it 1e to see the co1pletion of all of 1y 
ideas. 

I feel there is a place for all types of adventures 
Cso1eti1es ya just gotta kill so1ethin'!) and Ea1on has 
so1e of the best adventures of any syste1, public 
do1ain or not, I salute the Ea1on authors (1any of whoa 
art 1e1bers of the club) for sharing their varied 
talents with us and look to the future of Ea1on with 
opti1is1. 
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October 1985 

CLUB NEWS 
by John Nelson 

Newletter publish dates. 

As you have undoubtably noticed, the last couple of 
issues of the newsletter have 1issed the nor1al publish 
dates. Contract progra11ing, our full-ti1e jobs, 
re-organizing the club operation, writing progra1s to 
help keep us on top of the club a little better and 
having to spend a few hours a 1onth with the fa1ily has 
left us with few hours for the newsletter. Wt wish to 
~xpress our regrets for the ti1ing proble1s and we 
would like to pro1ise you it won't happen again and all 
that, but ve don't know for sure. 

The thing to re1e1ber is, we viii always try to publish 
the highest quality newsletter possible and you will 
always receive u least S issues per year. 

The 1onths ve try to put out a newsletter are: January, 
"arch,_ "ay, Augu'St and October. If ve are late with an 
issue, please ·understand that it si1ply 1tans ve are 
still gathering infor1ation for it, and the issue will 
contain that 1uch 1ore when it does COie out . 

eoJ. o ;d +"; s + 
And now for a word fro■ our newest writer here at the 
club, John's son Scott , .. 

big 
Ann 
is 

Ann 
is 
■ad 

is 
aad at 

at 

on 
the 

the 
■an 

Nate 

aat 
big 

big 
Ann 

Well, 1aybe he's a little too nev. But experience is 
the greatest teacher . And besides, ve write hi■ off our 
taxes as a paid writer and the IRS says we have to 
publish his articles. 
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EAMON ADVENTIJRER,s LOG 
=NATIONAL EAMON USER'S CLUB= 

Ye Olde Staff 

John Nelson - Eldest of the knaves 
Bob of Davis - Knave of ill repute 
Dan Le Cross · - Knave of Non-Shov upance 
Steve the Nahr - Rogue Renegade 
Thous Zuchowski - Keeper 9f the Bugs 
The Dover Boys - Knaves of Skullduggery 
Rudolph Hess • - Nanager. of Public .Relations 
Norbert de Ne - Illustrator du Bicyclette · 
Jeff Harris - Cartoonaire to the King 
Larry Phenow - The Jester 
Guido the Urp - food Tester 

Where are all these guys? I've never seen 1ore than 
John and Bob around this place. 

They're invisible. 

EAMON NEWS 
ITEN: Uncontest results - three adventures have been 
received for the 'uncontest' we announced in the Nay 
newsletter (which vas 1ailed in June I believe). The 
following are the adventure titles and authors: 

113 Life Orb of Nevtrelek by Rick Volberding 
??? Wrenhold's Secret Vigil by Bob Davis 
??? Orb of Ny Life by John Nelson 

The adventures have not been rated and are not yet on 
the distribution list except for Rick's, vhich vas sent 
to a 1ail-order fir• and forced us to assign a standard 
nu1ber before ve could announce, co1pare and reveiw all 
three together.· Such is life. The reviews, etc. vill 
appear in the next issue of the newsletter so that both 
John and Bob have a chance to play all three. (This 
being so1e quirk of their ovn. ) 

ITEN: The IBN version of Ea1on convert~d by Jon Walker 
is available fro• the club. This version is different 
·than t·he version John is working on in several ways: 

• 1. Jon llalker converted the version 1.0 aashr; 
John Nelson is 'worhng on version 2.0. 

2. Th! I/0 routines and character record are 
very cu1berso1e to, work with in the walker 
versio~.· this would 1ake utility prograas 
.and other adventures harder to convert. 

When the IBN version of Ea1on is ordered, ve will be 
sending out the Walker conversion until which tiae our 
own conversion is done. Although ve vill be 
distributing the Walker conversion, ve do not plan to 
provide extensive support for this diskette. 

Progress on the club's IBN version of Ea1on: Still in 
test stage largely because ve vere waiting to see if 
Jon Walker had saved us ti1e and vork. The conversion 
will nov continue, and it vill have the advantages _of 
easier I/0 handling and a si1pler character record 
for1at. This will 1ake support and changes 1uch easier 
to handle. (And who knovs, 1aybe even a few 
Mhanctaents.) 

ITEN: Nev adventures! 

110 fire Island 
111 Vacation in Europe 
112 Hills of History 
113 Life Orb of Nevtreltk 
114 Thror's Ring 

by Greg Gioia 
by David C. Saith 
by David C. Saith 
by Rick Volberding 
by Toa Zuchowski 

Fire Island is the first adventure by a nev Ea1on 
author. Lt is a very large adventure and we are 
planning to review it, hopefully next issue . 

. Vacation in . Europe and Hills of History are tvo 
educational adventures. Vacation in Europe is reviewed 
this issue in Spotlight On. 

Life Orb of Nevtrelek is the first response to our 
uncontest adventure. Wt had planned on holding back all 
of the un-conttst adventures and releasing thee all at 
once, but Rick sent his adventure to 3A at the sa1e 
tiie ht sent it to us and we have therefore been forced 
into distributing it early. The other uncontest 
adventures are still being withheld until evaluation is 
coapleted. 
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Thror's Ring is a very interesting looking adventure 
that wt are going to review next issue. It has so1e 
very unique features and pro1ists to be one of the 
better adventures in the series. l'• holding you to it, 
Toi. 

UTILITY LINES 
by Bob Davis 

Subject: Giving characters personalities 

Diskette: Ea1on Utilities IV 

Progra1: Character Editor 

Ny aain co1plaint about going to the Nain Hall and 
creating a new character is very rarely do I get 
attributes that fit the character I have in 1ind. ror 
exa1ple; I wanted a big , billigerent ox who would send 
fear into 1onsters on first sight and didn't have to be 
a ladies 1an but could 1ake a few friends. When asked 
for 1y na1e, I replied 6orgar the Beef. "Y attributes 
wtre generated ind displayed: Hardiness - 12, Agility -
161 Charis1a - 9. Tough-guy. 

Well, not only a1 I going to have my way but I a1 going 
to have so1e fun at it, too. Enter on the scene the 
Utilities IV diskette. Onced placed fir1ly into the 
drive, the all-powerful state1ent is typed 'RUN 
CHARACTER EDITOR'. Control is 1ine. 

I select the slot and drive 1y character disk will be 
inserted (this is a nice feature, especially when 
copying characters fro• one 1aster ~iskette to 
another >. I then display a list of 1y characters to 
select for edit. I can choose by na1e or record nu1ber, 
I choose by naae, Gorgar the Beef. 

An option 1enu springs up before 1e that lists various 
operations I can perfora; update a character, write the 
updated charact~r to the diskette, clone the character, 
create a new character, transfer the character to 
another diskette, etc, I selected the update function 
and another 1enu popped up listing every field in the 
character record with an associated nu1ber in front of 
it. All I have to do is pick the right nu1ber and start 
altering. 

Let's start with hardiness; 22 should be 1ore 
appropriate than 12. And I think an agility of 20 and a 
charisaa of 16 is aore suitable to Gorgar the Beef. 

Each update made with ease, I now start looking for 
other things to change. Gold in hand, spell and weapon 
abilities, ar1our and araour expertise. A couple of 
times I got carried away and entered overly large 
nu1bers, but the progra1 is checking up on at and won't 
let 1e have 100,000 gold pieces or araour of 27. 

Just when I a1 about to run out of things to change, a 
very interesting ite1 catches ay eye - change weapon. 
Oh, what better way to set off an adventurer's 
personality but by the weapons he/she carries. I set iy 
little 1ind into a creative frenzy trying to co1e up 
with suitable weapon na1es for Gorgar. How about a 
rock; that sounds belligerent. Now for so1ething to 
portray his ox-l ike qualities - a barn door, And to 
round out his col lection, a club and an anvil, 

As you can see, this handy progra1 allows you to give 
the adventurer the qualities you desire and also have a 
little fun at it. (Qr in 1y case, a lot of fun.) I 
think thi s 1akes adventuring 1ore int~resting. Of 
course, you could iodify the hardiness, agility, weapon 
abilities, etc. and aake the character invincible, but 
killing every aonster with one blow gets boring and in 
so1e adventures proves fatal. 

Ille CHARACTER EDITOR progra1 is easy to use, aenu 
driven -vith all functions listed and has the following 
features: 

1, Edit any field of the character record. 
2. Give warnings of over-length and bad records, 
3. Display the character. 
4. Display~ list of all characters on the 

diskette. 
S. Add or duplicate a character. 
6. Transfer the character to another aaster 

diskett~. 
7. Go directly to an advnture using a ;elected 

character. 

Previous versions of this progra1 were okay, but the 
current version (which now co1es up on the 1aster 1enu 
as version 4,1) is greatly i1proved and auch 1ore 
bullet proof than previous versions. 

MONSTER BATTLE !"PROVED 

The "onster Battle prograa, found on Eaaon Utility III 
has been i1proved. While fooling around with it, we 
discovered selecting 1onsters for a battle to be a 
pain, so we changed the progra1 to have a aenu of the 
1onsters available, You can select the 1onsters for 
battle by 1oving the inverse bar up and down the list. 
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Selection Cill then bt 1adt by pressing <RETURN> vhtn 
tht bar is high-lighting tht desirtd aonsttr, 

As you 1ay havt already noticed, the Adventurt Log 
progra1 found on the Ea10~ Utilities disktttts dots not 
vork vhtn you gtt ovtr 100 advtntures. As a 1atttr of 
fact, it dotsn't vork tvtn on 100 evtn! 

Tht rtason for this is tvo·fold: ll It doesn't have the 
tables di1ensioned for greattr than 100 adventures. 2) 
It trits to print the lists vith the nu1btrs aligned by 
printing 2 spacts ltss tht length of the adventure 
nu1ber . For adventures nu1btred ovtr 100, 2 ·3 = -1 
this blows tht progra1 off. I have fixed the current 
vtrsion of it to not do this. If you art intertst!d, 
please stnd a SASE for a copy of the fix. No charge -
wt'rt a charity outfit . 

CUSTOMIZERS 
CORNER 

by John Nelson 

Last issue vt shovtd hov to convert your Ea1on 1asters 
to use 256 character records. We didn't have roo1 to 
print ont of the prograa changes. Wt are printing the 
changt to that progru this issue. It is calltd 
Transftr Characters and is used to transfer a character 
fro• one diskette to another. 

120 INPUT i•;N2S~ IF N2S =••THEN 
100 

125 IF N2S ='?"THEN 60SUB 300 
0: &OTO 100 

128 IF N2S = •g• THEN END 

1061) PRINT: PRINT DKS; "DPEN CHA 
RACTERS.EXT1L256': PRINT OKS 
; "READ CHARACTERS.EXT,RO': INPUT 
NC: FOR A= 1 TD NC: PRINT D 
KS;'READ CHARACTERS.EIT,R';A 
: INPUT AS: Ir AS< > N2S THEN 
NEXT: PRINT DK$: &OTO 1500 

1500 FOR REC= 1 TO NC: PRINT DK 
$;"READ CHARACTERS.EXT,R';RE 
c: INPUT At: Ir As=•· THEN 
2000 
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1510 NEXT REC:REC = NC t 1: -PRINT 
DKt;'WRITE CHARACTERS.EIT,RO 
': PRINT NC t 1 

2000 PRINT DKt;"IIRITE CHARACTERS 
.EXT,R';REC 

·2100 GOTO 100 
3000 REN === DISPLAY CHAR 
3010 HO"E: PRINT DKS;'DPEN CHAR 

ACTERS,L150": PRINT DKt;"REA 
D CHARACTERS,RO": INPUT NC 

3020 FDR R = 1 TD NC: PRINT OKS; 
"READ CHARACTERS,R";R: INPUT 
NS 

3030 PRINT OKS: PRINT R;". ";NS 
3040 Ir PEEK (37l > 20 THEN PRINT 

•===== PRESS ANY KEY TD CON 
TINUE ======';: GET A$: PRINT 

3050 NEXT: PRINT: PRINT•==== 
= PRESS ANY KEY TD CONTINO£ 
======•;: &ET At: PRINT: RETURN 

TERMINOLOGICAL 
INEXACTITUDES 

Things appearing in this coluan 1ust not bt confuseo 
vi th actual facts. 

Have you ever not iceti that the Irish1an behind ~he desk 
see1s to coat up with an appropriate phrase at just the 
right ti1t? Wt vondtred a~out this too, ·sv vt dug into 
the prograa and found so1e artificial intelligence 
accidentally left there by Don_ Brovn (and don't ask 
vhere he'd get it!). We decided it 1ight be really fun 
to put so1e real intell1gence into the old guy. We 
picked up one of the nev artificial intelligenct chips 
- the IQ-200 chip (6502 co1patiblel. 

WOW were wt surprised ! The fi rst ti1e ve tested it , 
John tried to sign in as Big Rolf the Crude. Tht guy 
behind the dtsk told hi1 he didn't havt ti1e to play 
ga1es, and that ht should be working on the ntvsletter. 
Thtn he started listing of f all the other projects that 
vtre stacked up, turntd around, picktd up his hat and 
valktd out with the bar vtnch, and vt haven't seen hi• 
since!! We had to de-install the chip and find another 
burly Irishaan! 



TERKIN0L06ICAL INEXACTITUDES 

So you say your 1other (or was it your wife?) says 
·playing Ea1on all the tiae will never get you anywhere? 
Well she's wrong! Just look at this: 

Announcing the new Ea1on trivia contest! Contestants 
will be asked 2S rounds of questions with all perfect 
scores advancing to the nationals to be held in 
Ni curagua (they have the cheapest hotel rates, ) Some 
saDple questions are: 

1, What is Vaprak's social security nu1btr? 
2, How deep is the Deep Canyon? 
3. Who put the hero in Heroe's Castle? 
4. What is the total value of all treasure 

in all the adventures co1bined (wi ihin 5 
gold pieces) if your charisia is 17? 

5. How 1any adventures did the 1i1ic appear in? 

' We have been steadily improving and enhanci ng Ea1on 
progra1s over the past couple of years, but have been 
un-surt what syste■ we want to use to keep track of the 
various versions. We for1ed a co11ittee to resolve this 
proble1 and they ca1e up with a prograa that would 
calculate the version nu1btr fro• al l of the changes 
1adt to the progra1s. Using this new 1ethod, you aay 
now order the following special diskettes by the 
version nu1bers given ~elow: 

Dungeon Designer -Diskette version 6.00012105 
Ea1on Naster 3,45/23 version 2.293236 
Ea1on Kaster/Tourna1ent Co1bo version 2.!20032.9 

SPOTLIGHT ON 
by Bob Davis 

(Ratings art given on a scale 1 to 10 with 10 highest. 
ror1at is R:D where R = rat ing for setting, description 
and plot; D: rating ' for difficulty, problea solving 
and survivability.> 

1111 - Vacation in Europe CS:4) - by David C, Saith 

Reviewed by Bob Davis 

Extra co11ands: None - standard 6.0 coaaands 

Special feat_ures: None 

Playing tiae: 4 - 5 hours 

A friend, Heinrich, has died. But he has left you an 
inheritance. Heinrich had always talked about going to 
Europe and you feel this is how ht would like you to 
spend the aoney· ht left. Packing your weapons 
(apparently airport security is low) you board a plane 
and take off for the European continent. 

After landing in London, you find that the flights out 
have been discontinued due to a strike. You long to 
find roaance and fortune, but now 1ust also find a way 
ho1e. 

This is the first adventure by David Saith and is 
written to be educational; a gliapse of Europe. David 
apparently has included soae of his own experiences 
(including getting lost in Poland?) The descriptions of 
the countries include one or two characteristics of 
each and the aap follows a European aap pretty closely 
- although soae countries are hard to find. 

Several ' keys' 1ust be found to go through a series of 
1oves- to find a way hoae. The ' keys' are not obvious 
and thier locations can not be deduced logically; they 
are seeaingly hidden at randoa around Europe Chenet the 
4 - S hours) . 

I rated the adventure for its educational value and did 
learn a few things about Europe. ror you puzzle solvers 
and warriors, this dungeon is probably not your style, 
Basically the action is restricted to searching for 
artifacts and locating the keys, There is lots of 
treasure, however; I sold 1y loot for over 10,000 gold 
pieces! 

In suaaary, this is· an educati ona"i • adventure that is 
good for begi nning adventur,rs. I believe with a l ittle 
practice and intriguing plots, David Saith could aakt 
quite an iapression gn the Ea1on world, 

1108 - The Kines of Koria (8:8) - by Saa Ruby 

Reviewed by _Bob Davis 

Extra coaaands: 6.0 coaaands, KINE, JUKP, EAT, TRADE, 
PULL, INSERT 

Special features: Kust SAYE to another diskette to save 
gaae. 

Playing tiae: Undeter1ined (due to bugs>, but less than 
B hours 
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It is a bad ti1e for the free people. The forces of the 
Dark Lord, Sauron, are 1assing; ar1ies of ores, trolls 
and evil beasts are strengthening the shadow that will 
soon envelope the Earth. 

for the 101ent, the land of the west is protected by 
the Nisty 1ountains, which Sauron is not yet ready to 
cross. The ■en of the south have been fighting bravely, 
but cannot hold out long aginst Sauron's dark forces. 
But there is hope. At great risk, a wizard and his 
ranger co1panion s1uggled infor1ation out of Sauron's 
fortress which could be of great use to the aen of the 
south. They set out to deliver the infor1ation but 
discovered all paths through the Nisty mountains were 
blocked due to winter stor1s and other routes were 
watched by Sauron. The two 1en decided to take the path 
that would not be watched by the Drak Lord because it 
is 1ore terrible than his aray - through the 1ines of 
"oria, 

Built by the dwarves long ago, Khazad-Du1 (the Halls of 
the Dwarves), baca1e the center of dwar fdo1. Skilled 
dwarvish 1iners built a kingdo1 under the Nisty 
1ountains. The 1ines produced un■easurable a1ounts of 
gold, silver, iron, jewels and 10st iaportant -
Nithril, the 1ost valuable 1etal on Earth! But the 
dwarves dug too deep and awoke evil things far below 
the Earth. Nany dwarves were slain and the rest were 
forced to flet. Tht doors were shut and Khazad-Du1 was 
rena1ed "oria - tht Black Chas1, 

As a precaution, the wizard left a copy of the 
infor■ation with the bartender at the Nain Hall, The 
wizard has not been heard fro• and the bartender now 
gives you the infor1ation to deliver. Your 1ission is 
to enter the 1ines of Noria fro• the west, survive in 
Noria, find the exit, 'East-gate,' and deliver ·the 
inforaation to fr iends. 

The setting ■ay sound fa1iliar to you. It is fro■ the 
Lord of the Rings, And like the book, the action 
doesn't stop, The ■onsters are 1ean and plentiful, the • 
way through the the ■ines is treacherous and the 
clues/hints are very, very subtle. 

I found a variety of ■onsters fro1 ores to trolls and 
fro1 spiders to dragons. The dungeon kept ■e interested 
with gates, cave-ins and chas■s. A little hu■our is 
threaded throughout the adventure. All in all, I a1 
very i■pressed with Sa■ Ruby's style. And this is his 
fi rst adventure! What do I have to look forward to? 

This is part one of a three part ser ies. Par t two is 
adventure 1109 - The forest of fear. Part three wt have 
not received yet but have .learned fro• this idventure 
(1108) that it 11i ll be titled The Ri ng of D001. One 
need not have to go through the ser ies in order or have 
all three diskettes to play the adventures. 

The only proble■ I had with The Nines of "oria were the 
bugs (see this issue's Bug Bytes colu■n,l However, bugs 
in a good adventure are 1uch preftrable to perfect code 
(or no spec ial progra11ingl in a boring adventure. Sa■ 
Ruby definitely does not aake bor ing adventures and 
see■s to have a very good grasp of what the Dungeon 
Designer 6.0 can do for an adventure. I a■ looking 
forward to playing and reviewing The forest of fear. 

RUNOUR: Little Green Soft11are has crtated their first 
graphic adventure for Sup• Ea■on called The Haunted 
House. I a1 trying to acquire a copy and when I do, 
will pro■ptly play and revi ew it in the next newsletter 
possible. 

BUG BYTES 
by Bob Davis 

All revisions to progra■s refer to the ■ain progra1 
(normal ly called NAIN PGNl of each adventure, unless 
otherwise stahd. 

139 - Nuseu■ of Unnatural History 

Probl e■: Progra■ boabs when a diagonal direction is 
input for a co11and. 
Date fixed: 11/15/85 
Cause: Adventure used the 10 direction progra■ but 
the dungeon is a 6 direction dungeon. 

fix: Delete 285 

Change 290 by inserting 3000, at the beginning 
11 ti11es. 

Change 1910 to be 
1910 DATA 38 

- 6 -



Change 1920 by re1oving NE,NW,SE,SW froa line 

Delete 3015 

Delete 3025 

Change 3030 to be 
3030 FORD= 1 TO 6: If LEFT$(VS,l) <> 

NlDS ('NSEWUD',D,1> THEN NEXT 

161 - The Harpy Cloud 

This progra1 was changed to print the exits in the long 
description of the roo1, Only editing to the roo1 files 
was done and changes are not required . 

178 - The Prince's Tavern 

Proble1: When using the GET co11and with an 
abbreviated subject (such as AXE for LARGE AXE> and the 
adventurer has. no ready weapon, the 1essage GOT IT 
followed by YOU AREN'T CARRYING IT is displayed, 

Date fixed: 09/14/85 
Cause: GET co11and works fine with the 
abbreviation, but when it detects that the adventurer 
has no ready veapon the GET routine passes the 
abbreviated na1e (AXE> to the READY routine which 
requires the full na1e of the weapon. 

fix: Change 4150 to be 
4150 GDTO 17980 

Problea: The exit to the tavern is not locked, but 
is supposed to be. The adventurer can leave without the 
key. 
Date fixed: 09/14/85 
Cause: Progra1 didn't check that you had the key . 

fix: Nave 18200 to 18205 

Change 18200 to be 
18200 IF ADlC28,4) <> -1 THEN PRINT "YOU 

HAVE NO KEY!": GOTO 300 

Problea: If t~e adventurer is lucky enough to get 
into the vine cellar and try to go through the- door at 
the top of the stairs when the 1ission has yet to be 
coapleted, the adventurer is un1ercilessly killed. 
Date fixed: 06/17/85 
Cause: Another one of those designer errors. (How 
eabarassing.) 

fix: Add 29110 If ROON= 53 THEN RETURN 

187 - Caves of Hollow Nountain 

Proble1: Couldn't wear the pack artifact. 
Date fixed: 09/20/85 
Cause: John forgot what he was doing! 

fix: add 28060 If A= 4 THEN 28100 

Proble1: Couldn't re1ove the hel1et once it is worn. 
Date fixed: 09/20/85 
Cause: John was half asleep. 

fix: Add 28018 If A= 9 AND AD7.CA,4) = -99 THEN 
28600 

Proble1: Adventurer's friends are to leave the roo1 
if the adventurer does so1ething they consider 
dfsgusting. They ~idn't always leave even though the 
description indicattd so. 
Date fixed: 09/20/85 
Cause: Variable, R3 was not set to the current roo1 
before perfor1ing the reaction routine at 3600. The 
reacti o~ routine belives the adventurer has 1oved to 
another roo1 and calculates the courage of the 1onster 
to decide if the 1onster will follow the adventurer. 
This has the effect of 1oving the 1onsters that leave 
the roo1 back into the adventurer's roo1 which they 
tried to vacate. 

fix: Change 30360 by inserting R3 = ROD" before the 
GOSUB 3600 
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Proble1: Adventurer never dies; 1essage displays YOU 
ARE FEELING "UCH BETTER NOW, 
date fixed: 09/20/85 
Cause: Test routines were left in the progra1 (i t 
just wasn't John's day.) 

Fix: Delete 2005, 168001 16810 and 16840 

1108 - The "ines of "oria 

Proble1: Gates do not block passages correctly, 
Date fixed: 11/06/85 
Cause: Roo1 connections did not indicate gates 
blocking direction. 

Fix: Use DUNGEON EDIT prograa on the dungeon 
designer diskette to alter the following roo1 
connections. (Be sure the text files on the adventure 
diskette are unlocked before editing.) 

Roo1 Direction llu Should be 
13 North 81 116 
28 North 29 122 
41 East 42 128 

Problea: INSERT ~011and would reveal a lever which 
cannot be acted upon. 
Date fixed: 11/06/85 
Cause: Correct rooa to use the INSERT ,011and is 
not ~eing checked. 

Fix: Change 28517 to be 
28517 IF ROO" <> 91 THEN 90 

Add 28521 IF ADI(37,4l <> ROD" THEN PRINT: 

Delete 28525 

PRINT 'IT DOESN'T FIT ANYTHING 
HERE. •: GOTO 100 

Proble1: SYNTAX ERROR occurred whenever the GIVE 
couand is used with a subject. 
Date fixed: 11/06l85 
Cause: Extra line in GIVE routine. 

Fix: Delete 9015 

Proble1: Special progra11ing in LOOK co11and to 
detect a pit doesn't work. 
Date fixed: 11/14/85 
Cause: Special progra11ing in the wrong place. 

Fix: Delete 6610 

"ove 6620 to 6085, deleting 6620 

Proble1: GIVE co11and does not transfer the artifact 
fro1 the adventurer to the 1onster. 
Date fixed: 11/06/85 
Cause: Extra line preventing the GIVE co111nd froa 
working. 

Fix: Delete 9097 

Proble1: If the adventurer co1es upon the 1ithril 
gate and does not hive the key to open it, there is no 
way for the adventurer to go back and get the key or 
continue with adventure, 
Date fixed: 11/13/85 
Cause: Hu1an error. 

Fix: Add a method of returning to another part 
of the dungeon if the key is not in the adventurer's 
possession by the tiae the gate is reached. 

Add 13015 ,IF ROD"> 39 AND ROD"< 42 THEN 
PRINT: PRINT 'A SWIRLING WIND 
SURROUNDS_. YOU, BEATnlG" :' PRINT 
"DUST INTO YOUR EYES. YOU CAN'T 
SEE. THENIT IS SUDDENLY QUIET,': 
R2 = 25: SOTO 3500 

Probl~1: BLAST sp~ll do~sn't work, 
Date fixed: 11/06i85 
Cause: When dtteraintd that tht spell is 
successful, the routine branches back to tht 1ain loop 
without perfor1ing tht da1age. , 

Fix: Change 11481 to bt 
11481 IF BB= 1 THEN R3 = ROD~: GOSUB 

3600: GOTO 300 

Dtlth 11485 

Change 11536 to bt 
11536 ADX <87,4) = 0 
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Proble1: No SAVE co11and. 
Date fixed: 11/12/85 
Cause: Diskette is too full to save the ga1e. This 
is a proble1 because the ga1e can last awhile. 

Fix: Added SAVE co11and tij allow the ga1e to be 
savtd to another diskette. 

Add 295 ON C - 35 SOTO 1B000 

Change 1910 to be 
1910 DATA 36 

Add 1930 DATA SAVE 

Add 18000 ~El'! ///SAVE 

Add 18010 PRINT: PRINT 'DO YOU WISH TO SAVE 
THIS GANE? CY/Nl: '; 

Add 18045 PRINT: PRINT 'INSERT A BLANK 
DISKETTE AND PRESS A KEY';: GET AS: 
PRINT: PRINT DKS;'INIT NAIN PSN' 

Add 29055 PRINT: PRINT "INSERT NINES or NORIA 
DISKETTE AND PRESS': PRINT 'ANY KEY 
TD CONTINUE ... ";: SET AS: PRINT 

Problea: INSERT co11and always works as long as the 
adventurer has the ite■ to be inserted, even if nothing 
is available to receive the inserted ite1. 
Date fixed: 11/12/85 
Cause: INSERT co11and not checking if the 
receptacle is in the rooa. 

Fix: Add 28620 Ir AD%(34,4) <> ROON THEN PRINT: 
PRINT "IT DOESN'T FIT.": GOTO 300 

Prograa: DUNSEOH EDIT - version dated 3/09/85 only 
~roblea: Countinuous insert was not indicated by an 
inverse I when editing descriptions. 
Date fi xed: 09/21/85 
Cause: Huaan error. 

fix: Change 605 to be 
605 IS= ••: H = PEEKC36l: V = PEEK(37l: 

HTAB 39: VTAB I: INVERSE: PRINT 
NIDSC" I",IS+l,ll: NORNAL: HTAB H + 
1: VTAB V + 1 

Change 642 to be 
642 rr AS= CHRS(9) AND Cl THEN IS= NOT 

IS: H = PEEK(36): V = PEEKC37): HTAB 
39: VATB 1: INVERSE: PRINT NIDSC"I', 
IS+ 1,ll: NORNAL: HTAB H + 1: VTAB 
V + 1: SOTO 615 

Progra1: DUNGEON EDIT - all 6.0 versions. 
Proble1: When duplicating a 1onster, the long 
description is copied fro■ the last record edited and 
not fro■ the record to be duplicated. 
Date fixed: 11/03/85 
Cause: Record nu■ber was not reset to reflect the 
duplicattd record -nu■ber. 

Fi x: Change 5410 by inserting REC= NO+ 300 before 
GOSUB 20000 

Progra1: DUNGEON LIST - all 6,0 versions. 
Proble1: Nai~ aenu displays-ENTER OPTION Ct-6l when 
7 options are available. 
Date fixed: 11/13/85 
Cause: Hu■an error 

Fix: Change 140 by replac ing 11-6) with (1-7) 

ODD 6.0 - Dungeon Designer Diskette (cont'd 'P. lO) 

Prograa: NAIN PGN 
Proble■: Could not FLEE in a roo1 with exits 
northeast and southwest. 
Date fixed: 08/10/8S 
Cause: FLEE routine in ten direction dungeons is 
only ,onsidering the first six exits, 

fix: Change 270 by replacing 6 with ND 

Change 8020 by replacing 6 with ND 

Designer's Den - continued fro1 P, i3 -----
If your version does not hive te■porary 

truce, you can install it by aaking the following 
changes. 

310 If NOT NBTL OR TT THEN 500 
510 IF TT THEN TT= TT - 1 
3010 If NBTL AND 5$ <> 'FLEE" THEN 

If NOT TT THEN PRINT: PRINT "YOU 
CAN'T DO THAT WITH UNfRIENDLIES 

ABOUT!": GOTO 100 
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ADVENTURE TIPS 
by Bob Davis 

1. In the Graphi cs ftain Hall are 1any splendid and 
wonderfully enlightening things to do, such as ga1bling 
your entire fortune away. Once all 1onetary funds are 
depleted, the fun is generally over and ga1bling 
es~ab~ ish1ents will not let you participate any longer. 
Th1s _1s also true at the Graphics ftain Hall when trying 
to risk 1ore than you have. But what about risking less 
than you have? A lot less, as in using the house's 
1oney! This can be done by using one addi t ional 
keystroke when placing your bet . 

2. Ever wanted to show your friends a li ttle of Ea1on? 
You grab a character and run off to the Beginner's Cave 
~ogive the■ a quick taste but find that you cannot get 
1n because the Knight ftarshall dee1s you over-qualifi ed 
for the dungeon, Wouldn't you like to give that 
1arshal l a piece of your 1ind and go st rutting in 
anyway? You can ! Once he says you are too experienced 
. ' Just type in CTRL-0 and you are on your way, This same 
keystroke wi ll also work when the Knight ftarshall says 
you ••Y only take 011e weapon into the dungeon. NOTE: 
This co11and only works on Nain Hal l version 2.0 
di sktttt. 

3. In an advtnture designed with the Dungeon Designer 
version 6.0, certain artifacts ~ay be attacked; such as 
gates, doors and containers. But please, if you are 
going to attack a container, put it down first. Several 
cases have been reported where adventurers have beco1e 
severly wounded, s01eti1es losing 1e1bers of their 
~odies - particularly fingers. This 1essage brought to 
you as a public service announce1ent. 

4, Another version 6.0 adventure tip - co11ands 1ay be 
abbreviated as long as they are a) unique or b) a 
direction of 1ove1ent, within that adventure's list of 
couands, For exa1plt, the ATTACK co11and 1ay by 
shortened to A as long as there is no other co11and 
starting wi th A. Directions are a litt le dflferent . If 
you type in an abbreviation that is not unique, but i t 
is a direction (such as D for down when a D16 co11and 
is also possible) , then the direction co11and will take 
precedenu. 

S. One last 6,0 adventure tip - If you are having 
trouble surviving an adventure and need a little help, 
by all 1eans try the POWER spell a few ti1ts. A 
' feature' exists where it is possible to raise your 
ar1our and heal so1e of your wounds at lht sa1e ti1e, 
However, this 1ay be changed in an adventure by a 
devious designer and therefore not al ways work. 

NOTICES & JUNK 
by John Nelson 

It has been a fairly quiet two 1onths or so since last 
issue. We have been working on a new database to keep 
al l of the aeabers information in and a new syste1 for 
processing orders is being installed. Soae of you 1ay 
have noticed it only takes a few days to get your 
orders filled now. (As a general rule!) 

We would like to beco1e ever aore proficient, seeking 
to top new heights in our quest to serve our 1e1bers in 
the 1ost efficient tanner possible - to be able send 
out your order three weeks before we receive any 
knowlege of your very existence --- uh, sorry, I got 
carried away, 

Anyway, we would like to seek your input on how we can 
serve your needs better than ever before. What do you 
want fro1 us, ANYWAY !? 

Please send suggestions for what you think would 1ake 
us ■ore efficient, productive, or helpful to you. 

Ont thing soae of you have bttn doing lately is writing 
things like BUS REPORT, ORDER, etc in the lower left 
hand corner of your envelopes. This really helps a lot. 
We can sort the ■ail a litt le faster and by glancing at 
an envel ope sitting on the desk, we know what i t is. We 
wouldn't ■ind if this were Aone all the ti~e. 

DESIGNER'S DEN 
by John Nelson 

This issue I want to be stern to those who are not 
putting fun stuff in their adventures. I wr ite these 
colu1ns so people will get so1e ideas for neat stuff to 
put in their adventures. So■e of you are not paying 
attention! Heads up! I want to see so1t i1prove1ent 
here. 'Nuff said. 

This issu~ I wi l l talk about: 
1), Sates for DOD Versi on 6,0 adventures 
2). Anour,- buried trHsure and other 

extended 6.0 functions 
3). A save ga1e routine that works with 

a full disk 
4). So1e previously undocu1ented 6.0 features 
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Part 1 - Sates - How to use the• in Version 6.0 

&ates were previously discussed in Adventure Log V1N4 
for version 5.0. At that ti1e, it was not believed 
necessary to do version 6.0 because in Version 6.0, 
gates and doors are handled auto1atically (as long as 
they are set u~ correctly), Since there has been so1e 
confusion, however, I will explain it in greater depth 
this issue. 

In version 6.0, gates are artifacts just like a s·word 
would be. But instead of having coaplexity, dice and 
sides, -- fields it has no use for -- it has roo1 into, 
key nu1ber and strength. These fields are used by the 
6.0 base prograa to know how the gate functions. 

The Rooa into field tells which roo1 you would enter 
once the gate or door has been opened, 

The Key nu1ber identifies which artifact you 1ust have 
in your possession to open the door or gate. 

The strength tells how strong the door or gate is. This 
will be how 1any hit points it could take if an 
adventurer started beating on it with a weapon, 

The easiest way to explain how this works is to give 
so1e exaaples. Let's assu1e we want to have a gate in 
roo1 6, blocking passage east into roo1 7. We will 
assu1e we al ready have 14 artifacts on our file for 
weapons and treasures, so we will 1ake the gate itself 
artifact nu1ber 15. It will require a key, which will 
be artifact 16 - an old iron key. 

When entering rooa 6 in the dungeon edit prograa, when 
it pro1pts for EAST: We know we want to go into roo1 71 
but there is a gate between these roo1s, so we have to 
tell the base-prograa (that will read this stuff later) 
that there is a gate there and which artifact nu1ber it 
is. 

We do this by entering 115 for the EAST proapt . The 
fact that the nu1ber is greater than 100 tel ls the base 
progra1 that this is a gate nu1ber, not a roo1 
connection. The progra1 then has to look at artifact 15 
<which it derives by subtracting 100 fro1 the code for 
East) for further infor1ation on whether the gate is 
locked, etc. 

When entering artifact 15, The Sate, the dungeon edit 
progr aa pro1pts for Roo1 or Roo1 Into. This is where 
you enter the 7 for the roo1 you will enter. The 
progra1 will also pro1pt for Keyl which in this case is 
16 and the strength. 

The strength is how strong the gate is. It is possible 
to break down gates with weapons by attacking thea. The 
designer is responsible for saying how 1any hit points 
the gate can take before being broken open. This aay be 
desirable for ■any reasons: Naybe the adventurer did a 
power spell and the key disappeared. Naybe he lost it 
it was stolen or he can't find it. It allows a littl; 
1ore freedo1 of action for the adventurer, The designer 
~ay even intentionally or unintentionally not put a key 
into the adventure, intending for the player to have to 
break the gate down. 

Once you have set up the east direction in roo1 6 as 
11S and have set up the gate as artifact 15, having a 
roo1 code of 7, a key of 16 and a strength of whatever 
you want fro1 1 to 32767, the base progra1 wil l handle 
the opening of the gate for you. No progra11ing will 
need to be added. Artifact 16 can then be defined as a 
key, but it is real ly not an iaportant part of the 
coding, it just has to be an artifact and should be a 
type 9 (key) artifact . 

_ Part 2 - Nu1ber conventions for extended 6.0 usage 

When I designed Version 6,0 of the Dungeon Designer, it 
vas actually adopted fro1 • Designer Syste■ for Knight 
Quest, a proprietary super syste1 I was developing. 

Using the saae general principles developed there, 
adapted so1e of the feature to Ea1on. Roo1 code 
con~entions were set up for hidden artifacts, e1bedded 
artifacts, and arti facts inside· other artifacts. EVERY 
RDDN CODE YOU 'COULD EVER INASIHE was established for 
Eaaon. --- (Oops! Wrong·, Dragonlips). We have plenty of 
other _roo1 cod~s that we would like to add to the 
systu eventuaUy, but have not had tiae to do it yet. 

We want to establish standard codes, so that everyone 
will be using the saae ones, and we will be able to put 
~hese roo1 codes into the Dungeon List progra1, so that 
1t can deter1int where things art. 

The existing roo1 codes for artifacts in ODD 6.0 are: 

+100 for Inside a container 
+200 for E1bedded in the roo1 description 
+300 for Hidden in a roo1 

Currently, 1onsters do not have the sa1e roo1 code 
conventions as above, but this is intended to be a 
future enhance1ent. 
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Ntw roo1 codts we Wint to add to the syste1: 

+400 for buried in a roo1 
+500 for rindo1ly placed 

Whilt we are on the subject of DDD enhance1ents, 
further enhance1ents are also planned that will allow 
additionil artifact types, 

Current artifact types are: 

0 - Sold 
1 - Treasure 
2 - Weapons 
3 - ~agic or Special Weapons 
4 - Container 
5 - Light 
6 - Healing 
7 - Readable 
8 - Door I Gate 
9 - Key 

10 - Bound Nonster 

Additional artifacts are planned for the future as 
follows: 

11 - Shovel / Pick 
12 - Ar1our 
13 - Booby Trap 
14 - Nagic / Special 

Additional routines will have to be added to the base 
progra1 to 1ake these useful, 

Digging routine could be so1ething like: 

26000 REN/// DIS 
26010 6DSUB 4900 
26020 HS=O: AF=O: FDR X = 1 TD NA: 

IF AD%CX,2J = 11 AND 
AD%CX,4J = - 1 THEN HS = 1 

26030 IF ADICI,4) = 400 + ROON 
THEN AF=X: 

26030 NEXT: IF NOT HS THEN ?: 
?'YOU DON'T HAVE A SHOVEL.' 

:GOTO 100 
26040 IF AF THEN ?:?'YOU FOUND 

SDNETHING,": ADICAF,4> = ROON 
: GOTO 300 

26060 ?:?'YOU FIND NDTHIN6, ' : GOTO 300 

Note: This will allow you to dig up only one artifact 
at a ti1e. To find a second object (if there is one> 
tht player would have to dig a second ti1t, 

To allow you to change ar1our within an adventure, a 
WEAR co11and could be added as follows. Note that fi eld 
16 of the arti fact table.will contain the hits stopped 
value for the ar1our and field 15 will contain the 
adjust1ent factor of the ar1our . 

27000 REN/// WEAR 
27010 6DSUB 4900: GOSUB 4700: IF 

NOT fO THEN 90 
27020 IF ADICA,4) <> - 1 THEN 

?'YOU DON'T HAVE IT, ': 
SOTO 100 

27030 ff ADI CA,2J = 12 THEN 
ADICA,4J=O:NDI<0, 8l = ADI CA,6) 
: EA= ADI CA,5):?:?'0KAY,': 

SOTO 300 
27040 ?:?' YOU CAN'T DO THAT.": 

GOTO 100 

BOOBY TRAPS wi ll be coded as if they were weapons, but 
will be activated when you try to get the1, 
Nodifications have to be 1ade to the get routine. There 
is already a special pick-up routine that gets executed 
whenever you pick anything up. This routine is at 4200, 
The 1odifications below will recognize and process 
artifacts with a type of 13 as booby t raps. 

4210 If ADI<A,2) = 13 THEN R = ADI<A,5) 
: GOSUB 23800: D: ADICA, 7): S = ADICA,8) 
: DF = 0: 6DSUB 7635: RETURN 

This code checks that it is a booby trap that the 
adventurer was trying to get and, i f so, reads the 
appropriate effect fro1 the EANDN,OESC file by setting 
the record nu1ber to ADICA,5> an~ doing a SOSUB 23800 
to read and print the effect. It then sets up the 
defender as the adventure~ <DF =Oland does a 60SUB 
7635 to accu1ulate the da~age and check injuries, etc. 
C60SUB 7635). 

Of course, you will want to be fair to the adventurer . 
If he exa1ines it before picking it up, ht should have 
a chance of detecting that it is a trap. You would 
acco1pl ish this by adding code to the look routine. A 
couple of suggestions on doing this: ll You could 1ake 
the discovery a randoa chance or a surt thing. 2) You 
1ay want to have another field (field 16) be so1ething 
like a) a ntw artifact type that replaces the 13, upon 
discovery that it is a booby trap, orb) be the effect 
nu1ber that is read to explain what you find by 
exa1ining the artifact Ca trip wire, a poison needle, 
etc, ). The look routine should have so1e 1eans of 
disar1ing the trap or at least rtcognizing it. 
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Exaples: 

To use field 16 as a new artifact type: 

6710 If ADICA,2l = 13 iHEN ADI CA,2) = 
ADICA,6): PRINT: PRINT "YOU DISCOVER IT 
WAS BOOBY TRAPPED AND NANA6E TO DISARN IT." 
: RETURN 

To use field 16 as an effect nu1ber: 

6710 If ADXCA,2) = 13 THEN ADXCA,2> = 1: 
R = ADICA,6): SOSUB 23800: RETURN 

ADZ<A,2) = 1 sets the artifact type to 1 (treasure). 
This, in effect will disar1 the booby trap. If you 
didn't want to disar1 it , but only recognize it as a 
booby trap, then 01it this portion of the state1ent. 

Part 3 - Save Ga~• feature - for large adventures 

llllile ve were playing the Nines of Noria we felt an 
i rresistable . urge to save the ga1e and co1e back to it 
later. This was i1possible,,~'o11ever, because the save 
gait feature had been partialty reaoved by the author. 
Ye vtrt ult to save the gait anyway by interupting the 
progra1 with CTRL·C, putting in a diskette with a lot 
of free space o~ it .and typing POKE 51,0: SOTO 18040. 

To restart the ga1e, we copied NAIN PSN onto the 
disutte with the sav~-files and ran that prograa. The 
progra~ would then_,-bii1\i'6n )~f OPEN statuents. At that 
tiae, we switched· diskeths' "9ain, to put the regular 
diskette (NINES Of NORI~) :bacj in, and typed POKE 51,0: 
SOTO 29060 - WA-LA the gaae.vas restarted, 

To provide a cleaner way to restart a large adventure, 
the designer should aake the following changes to the 
base progra: 

18045 ?:?"INSERT A BLANK DISKETTE AND PRESS 
ANY KEY TO CONT INUE . . , ';: SET A$: ?: 
?DKS;'INIT NAIN PSN' 

29055 ?:?'INSERT ADVENTURE DISKETTE AND": 
?'PRESS ANY KEY TO CONTINUE';:6ET A$ 
:? 

To insure these art the correct lint nuabers for the 
version of the prora1 you art using, the first lint 
C1804Sl above should be just ATTER the lint to CLOSE 
tht tilts and do the X = fRECO), 

The second line (29055) should be just before the OPEN 
state1ents in the restart routine. 

Part 4 - Undocuaented features in Version 6.0 

There are soae features in the newest version of the 
DDD that have not been docu1ented anywhere. They were 
put in during develop1ent of so1e of the 6.0 
adventures. These features are: -

1. Plural aonster capability 
2. Healing Potions are not necessar i ly good 

for you. 
3. Te1porary Truce is possible 

ll, Plural aonster capability - If you have a 1onster 
that is really a plural - slaves, guards, aray , rte. 
and don't want this to pr int as ARNY ANTS IS HERE, 
Cl■proper ·gra11ar !l set the 1onster's weight to 9999 in 
the edit progra1. A line in the base prograa checks 
this and when i t finds 9999 for a weight, it prints 
ARNY ANTS ARE HERE. ; .,;:, . . 

If your version does not have this, here is the code 
that does it: • 

v r,,,-◄ •• 

150 fOR" z 1 TON": If NDI<N,S) = ROON • -
AND nDI(N,15) = 1 THEN PRINT NNS(nl; 
• ";NID$('1SARE',1 + CNDXCN,6l = 9999) 
i 2,2 + CNDI<n,6l = 9999ll; " HERE.' 

- ·-Also lines 7655 - 7675 could be change,i--,t1ilarly, liut _ • • 
this has not been incorporated into t~!"Jl~D yet. 

2) , Did you know you ca~ aake a 'healing potion•·~~ ~ 
hurts the adventurer, instead of htkpilrQ 1ii1? All you 
have to do is 1akt the effect of the healing potion a 
negative nu1btr, When you do this, and the adventurer 
drinks it, he gets the aessage 'SONE Of YOUR WOUNDS 
SEEN TO OPEN!" instead of 'SONE Of YOUR WOUNDS SEEM TO 
HEAL!*. 

3). lf you have a base progra1 that was created after 
Teaple of the Trolls was vritten, you have a te1porary 
truce ability. This allows you, as the designer, to set 
a fixed nuaber of turns where battle will not occur. 
This coats in handy when you are in the 1iddle of a 
special process, such as a trading with an eneay or a 
sales transaction, etc. To use this feature, stt the 
variable TT to the nuaber of turns the truce is to be 
called for. Each turn, the TT counter is set down by 1, 
If it reaches zero, the truce is over and the battles 
aay co11ence, cont ••· P. 'I 
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