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John's Editorial 

Bob and I were arguing the other day and I told hi1 it 
didn't 1atter what I put in ay Editorial CoiuDn, that 
nobody would read it anyway and he agreed and I don't 
know why we were arguing, 

~e were going to try to explain why we were four 1onths 
late getting a newsietter out, but we couidn't co1e up 
with any one answer. So we had to rely on a lot of 
answers. 

The newsletter is four 1onths late because: 

At the end of the the year (actually starting at 
Christaas ti1e) we were very busy -- oh, if you are the 
type of person that doesn't like whiny excuses and 1ade 
up stories and such, please skip to the next column at 
this point --, Bob and I had a ni,:e Christ1aas .and New 
Year' s and didn't get a chance to wor k on the 
newsletter than, Then we ea,h started putting in lots 
of overtirae at our full tiae jobs arid i1ad even less 
ti1e. Then we had to do the books for the club and our 
contract prograr,ming affairs as well as finish up soae 
1ajor contract programs, then 1y car got a flat tire 
and Bob's suit didn't co1e back fro• the cleaners and 
he ran out of gas while we were headed for a convention 
in California. 

The bus that finally picked us up in the ~evada desert 
was hi-jacked to Cuba and we spent the next two 1onths 
trying to explain Ea1on to a bunch of Cuban refugees. 
They thought it was so1e kind of code word for covert 
activi ties related to the investigation of terrorist 
at tacks by CIA agents and --- wel l to make a long story 
short, we didn't get to start on the newsl'etter until 
Apri l 12th. 

On with the show •.. 
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EAMON NEWS 
by Sob Davis 

ITE!'!: iiew adventures. 

!15 Rijg of Doorn 
116 7he iron Priion 
117 C.ing!cn of ~oo:a 
118 Pitfall 
119 Srunevalde 
120 Grb of ~y Life 
!21 ~rer.hold's Secr~t Vigil 

by Saa Ruby 
by Sam Ruby 
by Da,1 Kneai<: 
by Scott Starkey 
by Pat Hurst 
by John Nelsen 
by Bob Davis 

Ri~~ of Doo~ ind The Iron Prison complete Sa~•s Lord of 
tht ~:~gs tri:ogy, 

:icr:gton ,:,-f Do,:.-:il has a1; 30 ar.d 40-colamn version and ;~ 
Da~'s first adv~nture. 

Pitfall - wt dur.r.o. 

Grutt!ijaldi is another advent~rt by a !irst-tiae author 
and looks ~er1 intertsting fro• initial poking around. 

Orb of Ny Life and Wrenho:d's Secret Vigil are two of 
the three 'uncontest' adventures; both are reviewed !n 
this issue's Spotlight On. 

ITEN: The first iBN Eamon adventure is being converted 
- adventure 116 The Caves of Nonda1en by (who else?) 
John Nelson. Although not set · to be available any time 
soon, the data has been trans1itted to the IBN and is 
in the process of being chanGed. Even though the 
standard NA!N PGN has already been converted to the 
ISN, the one used in Caves of Nondaaen has had severe 
1odifications 1ade to it and will be tiae consu1in~ to 
convert. 
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A set Jf pr~gra~s have ~een developed to help in the 
conversion. These programs were ust~ to convert the 
Apple fi!es to be tra~sjitt~, !~ ~he !3~ and conver!~d 
back to random !iles. ~nycne interested in the 
conversi~n prcgra1s 1ay obtain listings Cthe~e are 
s1alll of the programs by J~s~ ~ritin; to us and 
include a~ e,planation i~ SO ~ords Jr less Jn why you 
want the listings and any letters ve !ind entertainicg, 
e~barrassing or useful for blickzail pur?oses will 
receive a pro1pt Ci f not unnecesHryi· repl y. 

ITE~: C-54 version of Eamon. 

Kent Sullivan and Roy Riggs ar~ working feverishl y 
converting tr.e Ea1on system t o the C-64. Rumour has it 
that enhancements have been banter~d abcut and that 
tec~nicml assistance has been ,~quested frca yours 
truly. c:everly, I have been working 12 hc~rs a day an~ 
could not be reach.-d. (Sorry, l:ent. i..et ', try it again. 
If your don~ with it , maybe I could scarf a ccpy for 
su;;estions, direct cr:tis1s 1nd p~ci~e. ) 

DESIGNER'S DEN 
by John Ntlson 

This issue we would li~e to express our thanks to all 
of the peopie who :1ade the un-contest the truly great 
success it was. That's vha~ we'd like to do, but the 
problea is, it wasn't all that great a success. iilrH 
very good adventures were added to the list of Ea1on 
adventures, bui we were ~xpecting a lot aore. I guess 
we had too narraow a tiae true and too saaii a pria 
for a really great success. Of the three adventures we 
received, all three should have been disqualified. As a 
result, ve have no real winner, but unofficially, we 
have th rte winner:.. (What do you upec t fro:1 an 
"UN-Contest "?) 

The three entries were 

Orb of ~evtrele~ - disqualified because it was 
sent out for distribution before ve received a copy for 
judging. Howev.-r, since this was not clearly stated in 
the rules prior to the receipt, we cannot truly 
disqualify it, either. 

Secret Vigil of Wrenhold - disqualified because 
it was written by a guy na1ed Davis. Since Bob is on 
the club staff (sounds redundant ), he was disqualified. 
It also did not 1eet deadline, although this was 
because other_ club duties prevented ti1ely co1pletion, 
and we certainly shouldn't penalize Bob for perfor1ing 
club duties, right ?! (Right! ) 

. - . :. ~ 
EAMON ADVENTURER,s LOG 
=NATIONAL EAM ON USER'S CLUB-

Club Staff Csouncs redundant): 

; c,hn :le! s,;n 
Bob Davis 
7~.: nover Eo;s 
ihis spct open 
Dan CrJss 
Gary flar:agan 

- c~ the 1 oose 
- Whose ~ind controls insect arDits 
- ~asters of ~ayhea 
- !his descri~tion, !oo 
- 9~ educat !ona! leave 
- ~~tiad 

.Orb of Ny Llfe - disqualified because it had a 
stupid na1e. Also it did not aeet deadline. Like Bob's 
disqualification, this was because of club duties. 

Actuall; we had a tough ti~• even disqualifying these 
adventures, since we didn't have any judges, and the 
rults were very vague. Even in being disqualified, 
there is no real penal ty, since there aren't any 
prizes. What ' s tht point? ~hy a1 I talking about this 
here - in Designer's Den? Be,ause ali of thest thre! 
adventur~s, !or a!i their faults and strengths, they 
had to be aesigned and prograaud. What can be learned 
fro~ the progra11ing for these adventures? 

The Orb of "evtrelek and the Secret Watch of Wrenhold 
have a 1oderate amount of programai~g to the1. In ODD 
versi o~ £.0 it's hard to put too 1uch progra11ing in 
because the base progra1 is already pretty big. In the 
Orb of Ny Life l put a lot of special progra11ing in, 
but had to remove a bunch of code that was alrtady in 
the base progra1 to ■aie roo1 for it . 

In developing Orb of "y Life, I aade a few enhance1ents 
to the base progru that :aay becoae standard featurts 
in the future, because they are so handy. One of these 
things is the ab ili ty to exa1ine so1ething and gtt so1e 
further infor1ation about it (without that itt1 having 
to be an e1bedded artifact) . 

for exilllple, you can exa1ine the bed that Sagonne is 
lying on, even though it is not in the roo1, even as an 
e1bedded artifact. Soae of this sneakiness 1akes it 
1ore interesting and fun to discover while playing the 
adventure. 
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An idea I caH up 11ith when developing Orb of "Y Life 
is a text search routine, coupled with an effects file. 
I didn't put t~is into 1y adventure because of space 
and ti1e li1itations, but 1y idea is to put in a 
routine that will scan through the description of a 
roo1, looking for words in that description. If a 1atch 
is found, the progra1 will know you are talking about 
soaething in the rooa and can ■ake an inhll igent 
state1ent about the ite1. An effects file could be 
added where a keyword will be used to activate an 
effect, a secret passage discovery or an artifact or 
1onster being brought into the roo1 or vanishing. 

As a direct result of so•e of the improve1ents aade for 
this adventure and because there were other things 
needed in the base progra1, the base prora1 was 
1odiried to do so1e additional things. Also, re■arks 
were added to the code to 1ake changes by designers 
easier. 

I have placed the version nu1ber 6.2 on this base 
progra1. Below is a su11ary of the features that were 
added, or little known feature~ that ~ere already 
there, but never docu1ented that you aay find useful 
when modifying your base prograa. 

1, Konsters unconscious - This was already in place, 
but never docu1ented. If you want a 10nster to be in 
the roo1, but unconscious, set NDt(a,15) = 2. (where 1 

is the aonster nuaber). This will cause the 1ain 
progru to treat this 1onster as though he wue in the 
rooa, but he 11ill not participate in battle. 

2. Some error aessage wer_e souwhat co11on 1Jr generic 
enough that they were placed at the front of the 
progra1 and any routine that needs the• can simply 
branch to the appiopriate line nuaber. These lines are: 

90 - I don't understand. 
91 - Ycu aren1 t carrying it. 
32 - a,ay. 
93 - That's not what you do with it, 
99 - It's too dark to see. 

This was done to help conserve .ieuory in the base 
progra1. A worthy goal, since the prograa no11 takes 80 
sectors of disk space. 

3. Exits are now printed autoaatically (except the exit 
to the 1ain hall and secret passages!. This was done to 
help save the designer froa having to use part of the 
description of a roo1 for the exit descriptions. This 
11ill hopefully encourage 1ore elaborate detail in the 
descriptions. This code can be easily re1oved, if 
desired. 

4. Abbreviations are no11 allowed in ail routines. 
(unless I 1issed soae, but I don 1t think so). 

5. Fleeing is now allowed in a direction. This cod~ was 
in the progra1 before, but 11as not docu1ented and in 
so1e cases, it didn't work properly. It has been 
i1proved and 1ade 1ore efficient. 

6. Exa1ine routine has a place to add special 
discoveries. 

7. You can now blast doors, gates or containers to 
atte1pt to open the1. 

8. The power routine was i1proved and corrected. There 
were so1e power effects that were vrong or could never 
be attained, The raise dead 1onster ~as aade a s1all 
subroutine, so that if you ever want to put code into 
your progra1 to resurrect a particular aonster, all you 
have to do is set N = aonster nuaber and do a 60SUB to 
the resurrect routine. The new default effects of a 
Power spell using this progra1 are: 

101 chance - teleport so1ewnere 
151 chance - ar1our thicken by 2 
101 chance - all wounds heal Conly if injured) 
10% chance - increase all 1agical abilities 

Conly if uninjured) 
201 chance - Sonic 8001 
251 chance - resurrect any dead monsters in root 

If none of these actions occur, you wili get a Speed 
spell placed into effect. 

9. So1e of the 1essages will be different than before, 
You will nenr get iyou don't know how to read' whe11 
trying to read something that is illegible. Instead, 
you 11ill get 'You can't read it.' If you try to open an 
artifact that is not openable, you will get 1That's not 
what you do with it' instead of 'You'll aake a aess, 
wait tili you leave.', When you light a torch or 
lantern, you'll get 'OKAY,' instead of 'You 1anaged to 
ight the ... 1 • This was to help conserve 1e1ory. 

10.- Line counts are :aore accurate no~, so you shouldn't 
be scrolling off wile trying to read the descriptions. 

There is a drawback to having all these changes put in 
at once, and that is 
to get the new progra1, you'll have to request another 
DDD 6.0, The changes were pretty lengthy and we didn't 
keep a listing of every line that was changed. 
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CLUB NEWS 
by Bob Davis 

7hi~g~ have coae to quite a startdstill here at the 
club, John and I both have been required to work extra 
nours at our real jobs and this throws a ~rench into 
the 'Jho: e sd:edu:e. <Obvi,,usly, the schedule is too 
tight.I We are trying toge~ thi~gs back on tric~ and 
have ~at forgotten aur com1it:ents. 

Your ;emberships ~ay have expired ~i ~hoct yo~r 
knowledse (er ours), Ad1i!tedly shabby, At the acuent 
(which in our case cculd be ~onths!, do not send us 
a::,r.;,;re ::l'1abuship "on,q (uniess -:is a donat:011, of 
,cur;e:, The neusi~tters ~ill co~tinued :~ ~e sent cut 
ta each aeaber which recieves this ne~sletter, 
regarjless or expiration dates. 

iie ~iil be re-organizing the ell:~ based on the r~sults 
of ~he ques!!anaire inc:~ded as the !ast ~age of this 
news:etter, Cu: o~jectivts are: 

!. Provide tt1bers ~ith ~•~, tested adventures on 
a regular basis without waiting for a newsletter. 

2. Provide i~fcrJat;cj on a~ i~ j@~d~d bdsis, 
rather than give al! the i~fj:~at!a~ ~o everyone wh en 
thet ~.y never use it. 

Thi~ is dE~'.;ned ~~ ~'. ;e ~s t&re time to work ~n thi 
~ver i~,r~asi~g World ~f Ea~on . 7he ~inal r~sult 
ho~~ fu!lt ~i!l t~ i~pro~~~ ord~r pr~c~;sin; t~ ~i 

(:.:t'.ing down the nu~bH ,jf ne•,· adve:1ture orders), 
red~ced ~ug repo:ts, less d~pli~ation of effort a~d 
lcuH costs. 

Althcu;t s 5!a]~ed rip!y envelope is not enclosed, 
please take the time to fill out and ~a:'. in the 
questi,)11ai ~e. 

BUG BYTES 
ily John Neison 

Bugs are still alive and kicKing and we're still 
sto1ping the1 when we can. 

One of the the things that helps us most is when you 
write to us with bugs and tell what bugs you have 
discovered and if you fixed the1, tell us bow you did 
it. Sure we could find the1 and fix the•, but we don't 
want to hog all the fun, and so1eti1e we don't have all 
the ti1e we'd like to have to kill these little 
buggers. 

- 4 -

To help you help us, we have developed a fora for 
reporting and correction of bugs, We are incloding a 
copy of this fora with this newsletter, This fora will 
give us an easier way of quickl y filing and 
categorizing the bugs. Please use one fora per bug. If 
you need 1ore for1s, ve will gladly supply you ~ith 
the!. IOur Zerox wiil do the best to keep up!) 

We have also developed in-house for1s to help us keep 
track of bugs and are using these to 1ake it easier to 
infora you of possible life threatening situations and 
other such eu•qencies. But as little tiae as we have 
to play adventJJres, we still count on you to rtport 
bugs, Let's near fro1 you. 

So, now that we 've wasted the last couple of 
paragraphs, let's tackle so1e of the bugs that have 
bH11 reported. 

Adventure 145 - SwordQuest 

Problem: You aren't supposed to ready the Excalibur 
that you find in this adventure and will get in trouble 
if you do. TherefoH, when you are unaraed and· try to 
pick up. Excalibur, you get in trouble because the "ain 
Pg!li auto11aticaily assu1es y,)u want to ready it. 
Date .fixed: 11-28-85 
Cause: Base prograa assu1ption. 
Fi~: Don't try to pick up Excalibur when you are 
unarmed. Gr put in the following change in Nain Pg■: 

4145 If A= 32 THEN 300 

Adventure 153 - fea~t of Carroll 

Probl~•: Inadequate 1essages when you atte1pt to pull 
the sward from the stone. 
Date fi~ed: 12-14-65 
Cause: Slight oversight . 
fix loptior.al!: 

4127 PRINT "YOU PULL HARD, BUT FAIL.• 

Line 4i24 - insert 

PRINT 'YOU'VE SUCCESSruLLY PULLED IT OUT!' 
before GOTO 4130 

Adventure I 31 - future Quest II 

Probltm: Lt. Slade was not bea1ing down all the ti1e 
properly, Author sent in these fixes. 
Date fixed: 4-5-86 

1160 GOSUB 20050: GOSUB 20057: XZ = 6: 
ZKS = "IDSCZB$1 1,5): ZL$ = "IDS (ZBS 
,6,5): ZNS = "ID$(ZB$,ll,5): z~s = 

NID$(ZB$,16,5): ZH$ = NIDSCZDS,1,51 



20633 If XZ = 5 AND NDIC215l = 0 THEN 
ND%C2,5l=ROON: R3 =·ROON: INVERSE: 

?"READ YOU, •;NNS(O); ' ENERGIZING NOW.": 
NORMAL: ?'THE AIR STARTS TO SHINNER AND A 

FI6U«E" :?'~AiERIALIZES NEXT TO YOU.": 
60SUB 3600: GOTO 100 

16800 If ROON= 1 THEN INVERSE: ?"THE 
TRANSPORTER BEGlNS TO NAKE A HIGH­
': ?'PITCHED WHINE ANO YOU ARE 

BEANED DOWN": ?'TO THE PLANET SURFACE": 
NCRNAL: R2=2:R3=ROON: &OTO 3500 

13060 RR=INT (100 t RND(l) + 1) : rr 
RR< 11 THEN FRINT: PRINT •THE 
ATONlC POWER PACK IN YOUR BODY•: 
PRINT •ARMOUR GOES INTJ OVERLOAD 
AND YOU ARE': PRINT 'NUKED! ' : 
DIE= 1: SOTO 2000 

13080 If RR< 86 THEN PR!Ni: PRINT 'YOU 
NOTICE A NONENTARY fLUCTUATION IN': 

PRINT "THE ATOMIC POWER FACK WHICH 
POwERs•: PRiNT "YOUR BODY ARNOUR.": 
PRINT: GOTO 300 

Changes were 1ade to the iissile firing routines. 

72SS tr IB = 1 THEN OF= 0: or= IC: D = ~S: 
S = 6: 60SUB 7635: IB = 0: SOTO 100 

16807 If NDXC10,S) = ROON THEN IB = 1: 
IC= 10: Si= MN$(10l: AD%(51 4l = 0: 
60TG 7000 

16a13 If NDX(11 ,5l = ROON iHEH 19 = 1: 
IC= 11: S$ = NNS(l!): AD% (614) = 0 
: SOTO 7000 

16818 if ND%(2~,5) = ROON THEN rs = 1: 
IC= 24: S$ = NNSC24): AD%(714) = 0 
: 60i0 7000 

S01e bugs were fixed by the author in the following 
lines: 

3031 If ROON= 27 AND IA= 0 THEN IA= 1: 
INVERSE: PRINT CHR$(7l;CHRS(7);'WARNIN6!' 
: PRINT "WARNING:": PRINT "NINEFIELD!": 
NORNAL: SOTO 20015 

3032 IF ROON= 63 AND CJ= 0 THEN CJ= 1: 
PRINT 'A KRELL LIGHT CRUISER DIVES OUT 
or THE" : PRINT "SKY AND BEGINS A 

STRAFING RUN.": GOTO 20015 
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An edit fix is also needed for this adventure. Use the 
DDD 6.0 (5.0 will do) to change the roo1 nu1ber of 
1onste, 2 to a O. (zero). this can !le done by unlocking 
the EANON.NONSTE~S and EANON.GESC file a11d placing the 
dungeon designer diskette in the drive and typing 'RUN 
DUNGEON EDiT'. Then insert the FUTURE~UEST rI diskette 
and press a key, Select option '2' (edit) and 'N' 
(1onsterl and '2' for the 1onster nu1ber. Press 'ESC' 
until you reach the roo1 nu1ber field, Then key in 0 
<RETURN>. Press 'ESC' until you get back to the 1ain 
1enu. Then select '7' (Quitl . You can then lock the 
files again and you're ready. 

Adventure 199 - In the Clutches of iorrik 

Problea: Exits E & W were swapped. Exits were not as 
stated in the description of the roo1. This was 
corrected using the DUNGEON EDIT progra1. 
Date fixed: 11-24-85 

Problen: Silver Key was aisspelled SILER KEY. This was 
fixed using the DUN6EuN EDIT progra1. 
Date fixed: 11-24-es· 

Proble1: If you leave the adventure while disguised, 
you will be killed inexplicably. 
Cause: Variable DIS was used for disguise, but is 
indistinguishable fro■ DIE. (Oops!) 
Date Fixed: 11-24-85 

fix: 

Change variable DiS in lines ZOO, :600 and 3630 to OS. 

Problem: The e1a11ne routine did not allow 
abbreviations. 
Cause: The artifact search routine was not perforted in 
the exa1ine routine. This is not a bug, but the Club 
copy has been changed to aliow this. 
Date fixed: 11-24-85 
fix (Optional): New copy ,jf the adventure would be the 
easiest way to get this ,:orrection / entianceaent. 

Prohle1: Typo error in artifact search routine. 
Date Fixed: 11-24-85 
Fix: <Requi adi 

Line 4810 change ADI(X,Al TO ADICX,4) 

Adventure 1113 - Orb of Nevtrelek 

Probie1: Light not working correctly. Darkness lasted 
only one turn and as soon as you 1oved it was li ght 
again. 



Cause: Variables were set up incorrectly for light. 
Date Fixed: 5-27-86 
Fix: 

Line 19045 change to 

i9045 IF ADIC1215) = 0 THEN 
PRI?H: PRINT 'THE LAKP HAS NO 

FUEL! ": PRINT: SOTO 300 

Proble1: Light runs out before you find the fuel for 
the lantern and there is no way to continue the 
adventure. 
Cause: Light routine was incorrect and Power routine 
had several bugs in it caused by errors in the base 
progra1 <not Ric~•s fault!). 
Date Fixed: 5-27-86 
tix: 

Power routine was re-written: 

13000 RElt POWER 
13010 S = 4: 60SUB 11500: IF NOT 

sue THEN 300 
13020 RR= INT ( RND (ll t 100 + 1) 
13025 IF RR < 10 THEN 13100 
13030 IF RR< 25 THEN 13150 
13040 IF RR< 35 AND ltDIC0,13) > 0 

THEN PRINT: PRINT "YOUR WOUNDS 
HEAL! ":.~OHO, 13) = 0: SOTO 300 

13050 IF RR< 55 THEN PRINT: 
PRINT ·vou HEAR A VERY LOUD 

SONIC BOOK': P:WH • THAT 
ECHOES THROUGH THE TUNNELS.•: 
PRINT: GOTO :oo 

13060 IF RR < 80 THEN ~AIS = 0: 
FOR N = 1 TO Nit: 60SUB 13200: 
NEXT: IF RAIS THEN R3 = ROON: 

60SUB 3600: 60TO 300 
13070 IF RR< 86 AND ADIC12,4l = - 1 

THEN ADZC1215l = AD:(12,Sl + 20: 
PRIHT : PRINT 'YOUR LANTERN FEELS 

HEAVIER!": GOTO 300 
13090 GOTO 14020 
13100 REN /// TELEPORT 
13110 R2 = INT ( RND il) t NR + 1) 
13120 PRINT: PRINT "THERE IS A CLOUD 

OF DUST AND A FLASH OF LIGHT!" : 
PRINT: PRINT •you TELEPORTED 

SOltEWHERE!":R2 = INTCRND Cl): 
NR + 1l: SOTO 3500 

13130 GOTO 3500 
13150 IF INT(RND(1l t 8 + 1l < 

NDI(0,8) THEN i3100 
13160 PRINT: PRINT 'YOUR ARNOUR 

THICKENS!":NDIC0,8) = ltDIC0,8l 
+ 2: SOTO 300 

13200 REN RAISE DEAD 

13205 N2 = HZ - NN ~ N: IF ADIC~2,4) 
<> ROON AND ADZ(~2,4l {) - l 
THEN RETURN 

13210 PRINT MNS(Nl;' CONES ALIVE:': 
ADICM2,4l = O:NDI<M,Sl = ROON: 
NDICN,13) = O: IF ADIC~2,4l = -! 
THEN WT= WT - ADICN2,3l 

13290 RETURN 

Adventure 1115 - Ring of Dooa 

Problem: Description of aission is in upper and 
lowercase. Apple II plus do not nor1ally display 
lowercase letters. The intro was changed to uppercase. 
Date Fixed: 4-4-86 

Adventure 1116 - The Iron Prison 

Proble1: Nission was in lowercase. This was changed to 
uppercase only, 
Date Fixed: 4-4-86 

Adventure 1117 - Dungeon of Doom 

Corrections and enhance1ents have been 1ade ~, the 
auth~r. These changes wen not deiailed to the club, so 
a new copy will be required to get a current version. 
This diskette has an 80 colu1m ,ersion and a 40 ,:olu1n 
version. Please . specify which you •,ant. If not 
specified, 40 col. will be shipped. 

Adventare 1118 - Pittfall 

Since this is a new adventure, we have ~ot distributed 
any copies of it yet, ~ut this bug is reported here to 
aid those people who may have received the disk fro• 
the author or so1e other source. 

Problem: Undefined line nuaber at 9120 
Caus<: Unknown 
Date Fixed: 4-13-86 
fix (Required): 

5050 RElt -- new line to fix error 

Adventure 1125 - The Nattimoe Pa!a,~ 

-Since this is a new adventure, we have not distributed 
any copies of it yet, but this bug is reported here to 
aid those people who 1ay have received the disk fro1 
the author or soue other source. 

Proble1: Undefined state1ent 26040 - This line was not 
needed and was deleted. 
Cause: Used Adventure 112 as a base instead of ODD 
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Date fixed: 4-13-86 
Hx <Required): 

Otltt~ lint ,6040 

Proble1: Syntax error in line 27060 
Cause: Boo-Boo 
~ate fixed: 4-13· 86 
f ix (Required): A colon is 1issing 

Proble1: End of Data when entering roo1 4. 
Cause: roo1 4 was trashed. 
Date fixed: 4-13·96 
fix (Requi red): Nttd a new copy to get this fix. 

This progra1 nas been changed very extensively to allow 
1ore ffatures than ever, It nov has the capa~ility 1f 
allowing blasting doors or containers, the search 
routines have been i1proved, al l routines now use the 
St3rch routines, ind co11ent were put back in to help 
explain the code. A new copy of the DOD should be 
ordered to get all these ennance1ents and fixes. 

A list of the i1prove1ents and so1t new previously 
little known or undoculienhd features aay bt found in 
the Designtr Dtn colu1n. 

TERMINOLOGICAL 
INEXACTITUDES 

Things appearing in tl:is •:o!ugn :11ust not b~ con~:.is~~ 
~i~h ic!uol !acts. 

Gnce 3gain, several books :Jave bee11 ~ubiished about 
Ea1on, jus~ in tiae for the Barbaric festival ! Seve~al 
of these vorks have bee~ Ieng awaited, a~~ E!~on fa~s 
shoul~ rejcice at :heir final appearance, 7he ne~ 
ti~!es and authors just releas~d: 

1, Behind the Scenes at the ~ain Hal i by The 
IrishQan. Ar. i~-di;~~ , ~ever-btfcre acccunting 
of what really goes on in the Nain Hall while 
rou are out ad'lenturing, WARN ING: Contains 
childish si~uatiJns. 

2. ~hat is Eamon Anyway? by the Postal Service. 
A stunnin~ tale of postal e1p!oyees' step-by­
step investigation to find the horrifying 
answer to one of this centuries aost pu:zling 
qutsti:ns. CA true story,) 

3, Dona!d Brown: Nan or Nachine? by CE Softwar~. 
A humaa that o~ct ~ad a creatlii outbur1t, er 
an incr~d~bli si1ulaticn? ~rt the ru1curs ~~uf 
that he can go withcat sl~i~ or ~eing turned 
off for 72 hour:? These and other pr ~b in; 
questions are addressed in ~ague det1i! ,~:; 
the vay CE So!b1are can a'loid, 

Books still to coat -

Ny Struggle to Power by John Nelson 
7he Looter's Guide to Ci ti~: ~y The Dover Boys 

SPOTLIGHT ON 
by Bob Davi-s 

(Ratings are given on a scale 1 to 10 with 10 highest, 
foraat is R:D where R = rating for setting, description 
and plot; D = rating for di!ficulty, proble1 solving 
and survivabi l ity. > 

1105 - The fores~ of fw (7:6l - Su Rub, 

Reviewed by Bob Davis 

Extra coa1ands: None - star.dare 6,0 co~aands 

Special featur es: None 

Playing time: 3 - 4 hours 

Descri?tion: The Chi ef ~f the Nazgul, the Witcn-~ing of 
Angiaar , . has rHentiy ~,--;w.pie~ ::ne of Saurcn's olc 
haunts, the fodress of ~ol 6uldur <Elvish for 'Hill of 
Oark EorCH)' , ' ) 

~ol Suldur lies at th~ h~ad of so0e !oothills in 
11irkwcod forest. The forest ~as J::c, ,3 bright pla,: e, 
but Sauron and his evi: ;oisoned !t, ihe ~ood-Elves of 
the North re11a111!!d ~he ;,,rest 'i1irkw,)od ' ... . th~ rorest 
of Great Fur.' 

Worst of all , the 3lack Cap:ain of t~e Nazgul has 
captured and iock~d away in his ~rison a wist and 
1ighty ranger, who is ~uch needed in the fight against 
the Dark Lord. 

Your 1ission is three-fcld: One, to secure Southern 
11i rkwood (wher~ the trouble isl and drive off or kill 
ali the foul creatures 1ou fi~d there, Two, to re:cut 
the ranger and ~ring hi1 out alive. Three, if possible, 
destroy the chitf of tht Nazgul , 
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Co••ents: A nobie 1ission; however, I feel one and 
thre~ should be switched - □ne, destroy the Chief of 
the Nazgul and three, if po~sible, drive off or kill 
all the fcui creatures in southern Nirkwood. Have you 
ever tried to kill all enemies in an adventure? In this 
?iidicular case, sp,Kial wupons 11ould be need1=d (;;nd 
sc•e aay be found/earr.ed) but even :;o, good ar:101.:r, 

abili ty, agility, heal spell, etc. would sti:l be 
required. friends can be found and are •ost welco•ed on 
this adventure - but rest assured, killing all of the 
fiends is not required to leave the forest. r suggest 
just killing as uny as you can ar.d then 1ake a dash 
for the exit (ill the while keeping the ranger fro1 
being killed.) 

This is a good brute-force adventure. And it aakts yo~ 
think about the survival of others . (By the way, there 
is no way to heal the ranger once he is hurt ~nlik~ 
so11r snuky auth,)rs' uthods. i 

The characters are interesting and plentiful, the 
treasure valuable, but the descriptions were lacking 
once inside Dol Guldur. Ov~rall, the play is good. I 
was ,,)ntinually gettin; :1ysel f in trct:ble the first 
ti~e ! played it (tainly by poking ~y nose into 
everything that ca1e al?ng ) but got through the 
adventure on the second try vith a little aore co11on 
sense. 

This adventure is recc11ended for those tiaes -Jheri )'OU 

want to kill something or have a strong character who 
is bored with the usuil 'wi1rs' (nor~al hardiness 
characters) in 1ost dung~or.s. 

11 14 - Thror's Rin~ CS:10) - To~ Zu,hows~i 

Reviewed by Bob Davis 

Extra com1ands: None - standard 6.0 co11ands 

Special features: 40/SO coluan text, SAVE is done tc a 
separate dis~ette. 

Playing tiae: 15 - 30 hoar~ 

Description: While lounging about in the Kain Hail, two 
newco1ers Can unco1•only fair high-elf and dingy-robed 
wizard) approach and proposition you. 

'I represent sponsers of a forth-co~ing expedition into 
the abandoned 1ines of i'loria,' the wizard states. 
'There will be a worthy quest, fabuluos loot and 
incredible danger. Dost thou have interest in such an 
adventure?' 

CWha does he '.hink he's taili ng tJ?!!l Y:u nod and tr~ 
to look nonchalant. 

'This is go.;d1 fo~ you are 1y cho::e a:»or.g the aany 
~or~hies of this ha!i . As all know, the Dwarvish 
stronghold ,Jf Khazad-Dua, that .aany kn:~ as Koria, 11a: 
sacked by the Crcs ~any hundreds of 1ears ago,' he 
txplai~s. 'it was thtn that the r~ng of power that 
controlled ~oria was lost.' 

Thr wizard leans closer , 1 \11, il .. ·,e reason ~c irnow that 
the rin~ is stil! there, and ~ay bt recovered by ont 
both (Unning and strong,' 

Again you nod and state, 'lam that one.' 

The wizard stands stiff and tall and invoke~, 
'Ptiah! ... Arrah! ... Zero!' 

You suddenly find yourstl'. i~ a lovely forest, 
surrounded by elves. Before 7cu ii a high-elf lady of 
great power. Tha= did she ~peak: 

'l see that tht wizard has (hostn well, a strong 
~arrior af good heart. 

'Know you the ring, should you find it, is the rightful 
property of the Dwarf Hi 1ht Thror, vho is of the Lonely 
"ountain fa~ to the north. And we of the forest 
Lothlori~~ would see the ring of power recovered, for 
we do not like the threat of such falling into evil 
hands. 

'I have , ~ose~ !wo stcut co=panians for the ~~•st. iht 
first ts t~e good Gil~rf Gori1, nephev of Thror. The 
secGnd co3panion will bt the Wood-elf Galahir , a tastar 
bowitan . 

'And know that I have enhanced your own paver spell, !t 
will not !a'.! jOU lo: fiv~ invocations, but then wil! 
~• eahausted; use it wisely. It may be invcked by any 
of the three coipanions.' 

Co~•e~ts: The de~cr!ptions are fanatastic ! : felt I 
cou:d aitual!y Sit some of the roo~s. Tht ?UZ:ies are 
interes;ijy ~ith a fev tricks thrown in. The hardest 
part of the adv~nture is finding where to look for a 
needed object. 

This adrn1ti:re cakes good use of 6.0 features (hidden 
,)bjH ts locked/unlocked d•~ors, et~. l , has soae s;ie,;i ai 
effect~ (once in awhile the characters conver~e) and 
can be very frustrating. ! found a tcrch (which doesn't 
last very long) but could not find anything to light 
with it to help 1e see in the 1ints, This proble1 vent 
on for several tries. Once solved, I beca1e very alert 
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,.., 

Ji the surroundings and questio:,~, ti,e exsistence ,)f 
1ost everything I saw. This ?roved to be helpful. I~ 
the end, I realized t~at I have_betn taking 11ost Ea•on 
adventures for granted (expecti~g thes to work via ay 
knowledge of the "AIN PGN) and this adventure got 1e to 
thini: again. 

une word of warning, especially to those of you who 
alrudy have this adventure in your possession: The 
records rooa is described as having doors on both ends 
of the roo1 and that they are strong enough to hold off 
an ar:ay. '{ou could 11eet an arily and theafore decide 
this is where the ar1y needs to be trapped. Although 
tnis ~as the original intent of the author, due to the 
size of the adventure progra1, this feature was 
deleted. However, the descr iptions re1ained, DO NGT 
trap the aray in the records roo1! !f this is done, 
there will be no way out of the adventure once the 
aission is co11pleted. 

This is the second adventure we ha'te recti ved set in 
Noria fro• the Lord of the Rings; the other being 1108 
The "ines of "aria by Saa Ruby, Beth are excelled, but 
do not rese1ble each other in plot, aission or 
descript ion. 

1121 - Wrenhold's Secret Vigil (~:8) - by Bob Davis 

Rtvie~ed ~y ;ohn Nelson 

E~tra co11ands: Standard 6.0 co11onds, D!G 

Author's Note: ~renhold's Secret Vigil \las wr itten with 
the idta of cr,ating a s,rious adventurt with an 
at~os~~ere of i yst ery; 1uch unl ike tht frivoiity and 
general good tiae of iy las~ advent~re, The Prince's 
Tavern. i found seriousness a lot harder to acco•plish, 
with a lot of detail to at~end to ar.d having to use 
logical (!?) thought processes to ~ake ~he adventJre 
fiow s:11oothly and adually aake sense. Althour,h : a■ 
very ?leased \li~h this adventure, I believe I'll be 
bac l to writing huaorous scenarius because they are 
just plain fun. 

Description: 

NOTE: This is a very shortened version of the 
descript ion for this adventure, The full-length 

~jescription (or ~oak, as soat have said) is in~luded on 
r-"'the adven~ure diskette ar.d can be read or skipped at 

your ~wn leisure. Very little of the ~elow is in its 
ac ~uai context. 

Whili napping by the edge of a lake, you \lake ~o a 
hta,1-set balding :11an shouting at you as he hasti!y 
wad~~ r~o• a r.earby :o~b~at . 

"Ny king has sent ae for a hardened rogue to help save 
his ki ngdoM, Gne such rogue would ~urelt be ~el: ~aiJ 
far t! s ;ervicas,' the aan states, 

You state yo~ are ~hat he see~s and insist ht look no 
further. You learn his naae to be Adrelik, the king's 
scribe and engage hi• in conversa: ion abo1t your task, 

'Things are not right vithic our kingdoa,• Adrelik 
volunteers, "nightly raids are :tad(' •JO the ki:1g'; 

fi elds, scouts dJ not return froM assign~tnts and tht 
wild ani~als run ~ad killing ~easa~ts and livestock. 

'Our yizar~, Wrento!d the pure, his life-~rb stolen, 
grows ~eal i r ~y the day, He can no :anger :ast spei:s 
to ~rotect thi k!ngdo1. · 

ihe boat la~ds at a dock where a royal ent~ur a~~ awaits 
you. A dark-robed raan siltntly escor~s you througt a 
door in ~he stone ,all surroun~!ng the lake-sid~ ~f a 
cist lt and ushers through many passa~es ~ef~re entering 
:ofiler!~t! :h1~~er . 

•1 a■ King Argas,• the black-robed figure Stites. •cur 
land is t~c~~lec, crops razed, peo?lt h~r~ and killed 
by the 1ost timid of creatures. "aster ijrer.hold, our 
wizarj in cca~sel, was seeking an answer when he l ~st 
posses;'.on of hi s l~ft-ort, Now he lies destitute, his 
health slipping each hour . 

'Wt ~~ed you to eithe~ f'.nd ~h! : : fe-Q:c of ~aslt: 
l'renho:d or I betttr f~r us all, eli1inate the tra-;eSty 
that :i: :;g,. ~:; us. :'1aster ~renf:old has be1:011e 1uct1 t,)i; 
expensive lately far ser~ices al l too often ~Jt 
rendere:: ar;d ve are uncertain of any solution he aay 
propose ev~n Jith ~'.s li fe-orb returned. 

•:1 you ;ucceed in your task, you shall be .rewarded 
wi;h 4000 goid piece; and a special weapon hand-iade by 
elves that used to dwell in these lands before the 
Great Battle of Jarkness.' 

You arf then escorted to the base of a aountain, "t. 
Eilaak, where the lost incidents of attacks and 
disapperances have occurred , 

Reviever's Comments: 

This adventure could aore accurately be described as an 
electronic novel in adventure fora. The story is 
elaborate and interesting with lots of visual verbage. 
Rooa descriptions, ionster descri?tions and ali of the 
other descript io~s in the adve~tu:e are very detailed 
and realisti~ . r found the ad·un':ua q:ii te pleasing '.,; 

- 9 -



play and fun to soi ve as !ong .n i stucic to the iaain 
routes. The ~os! an?liasant ~art of the.adventure is a 
nasty !i!!~e 1aze that is ~i'.f:,ult to escape frat or 
avoid. Stayiog out of this 1a; t is a definite 
advantag!, 

ialki:ig .ith 3o~ iihr ?:<>Jir.g t:,:s ad·,enture, he told 
~e a ;r~at J,a: ;ore about the s!ory that d~esn't coae 
acros~ ccip!~t,!y in the adventure. I think it ~ould 
;ak! the adventure better to have soae of this story 
elabcratej iore, but like I said before, it is already 
an electronic novel as it is. 

had little troub!t surviving this adventure once 
l~arned 1ay way around and avoided unnecessary ~a;;:e. 
You ca~ ta~e anycoe fro1 a Joderate to heavy-hitter on 
this little ro~p. Keeping your eyes open, chec k!n~ out 
al,aost evHy iitt:e nook and cranny is also advisable, 
and you ~1:1 ge~ S~ie ~enta: execi;e, too. 

r would ~ate this adventure as one of the tcp 5 or 5 
Ea~on a~~e~t~res and well ~orth !ny Ea~onite's p!ay!ng 
time. A must for the ccllHtor of top :1,,t~h acver;tures. 

1113 - Life-Orb of Mevtrelek ( 7:9) - by Rick Volberdir.g 

Extra ccmsands: 5ta~dard 6.0 cc11ands, STEALTH, SEEK, 
WEAR, F"ILL 

?laying ti~e: 3 - 5 hours 

Descri~t ion: Y1u are anticipating a few 1ugs of ale and 
a soft bed after ret~rning from a difficult adventure. 
You sit dcin at , o~r usual table ~nd then beco1e aware 
cf th, strange absense of conve~s¾t!on. 

"os~ of the patrons, though see1ingl1 i~1ersed in their 
cups, are staring at you. The rest •re looking at a 
;raaii, "Ji:~;: e: ::an i:ai i-hiciden in a dirtt ,:orrw. T:ie 
dark robe and high collar indicate that the ~an !s a 
sorcereor and the single spiral worked in silver thread 
is the badge of apprenticeship. Eyes quickly turn away 
as the ~uffled figure approaches you and silently sits 
down. A hand, dark with age, rises and slowly pushes 
back the covl. 

The wri~k!ad, ~aid head co~tains 3 pair of cold, black 
eyes and a near-lipless mouth. 

"! am Kulath , apprentice to the aagi~ian ~evtrele~ 
A'Haet. He has sent me here to engage the services of 
in ex~erienced adventurer. I h3Ye had li!t!e suc:is; 
,ith those JOU see here . Al! say you wou!~ be the ~ast 
appropr:at~ ,hcice,' 

Tiwu;h pv. sile11tiy ,:..:'.·se the generous '.Ho111endations 
o! ~he ethers, the na~• af one of Eaicn's 2ost powerful 
lliges excites your curiosity, and, ,)f course, your 
wei!-~nown avarice. Ycu nod at the wizard to continue. 

'Recently, strange disturbances i: the asua! order of 
;hi;:gs have occuad. The ;aost timid of aniuls attack 
those who CCQe near, Fields are ravaged at night and 
do,s ho'Jl during the day. lightning appeirs in 
cla!.!die-s~ -sLes and thunder is heard ~eneath the 
ground. 

•nevtrelek ~as attcipting to ciet er2ine the ,ause Jf 
this chaos when his life-orb disappeared in a flash of 
red light. He was able to trace its location before 
cotir:g to,, 11eak to continue. 

"No~ b!jrijden, he is losing str ength day-by-day and 
~ill surely fai: soon unless the or~ is ret~r~ed. ~, 
jJTi5tnci is nee~ed her! to care for ~evtre:ek ~lse I 
would go. 

•~~ are jlr,~jr ~d !~ pay ~he suc(essl~l ad~e~turer 5000 
GP dpon his rtt~rn!' 

Kulath lead: you t., !iis nearby rooris and care~ully 
locks the door . Ht ,hants a short incantation an~ th, 
air becc~es hazy. 

"Just a de-scrying s~ell to c:nfuse the ~ig~t of any 
eneaies. ::,;;.:, ta~e this amulet and wur it. Ther. 
quicklJ ]e~orize the sptlls in this boot. • The s1a!! 1 
tt:ir. book contains ~ut two SjJel ls: STEAL TH and SEEK, 
Ycu havt r.o trouble !earnir.g thea but there is no 
exp!a~ation of thei r effects. 

You lay the book down and tur~ ~o Kulath to ask hil 
abo~t the spells Yhtn he shouts, "Now!', ind his roo1 
disappears. A ]Ome~t c! disorientatiJn and you rea~~ear 
in the midst of a dark forest. 

St~rtiog in the middle cf a fores~ with little 
i~for1aticn, the road to success starts slow. Putting 
together what infor~ation can te found is a bi t tedious 
at first , ~ut after an hour or so, the plot beco1es 
intriguing. 1 have to adait it took 1e three tries to 
survive this adventure, even with Bill of Accounting 
11i11) was arned to the tteth with an IRS long fora and a 
pad ~f pink sl:~s. 
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Life-□r~ of Mevtrel ek has good rcom descriptions, 
interesting situations and kept ~e enthralled with the 
story. I was always as:king Jyself he~ each it~il or new 
e~e~t f!t into the ~lot and what could I deduce fr~1 
~te l:tra kncw!ed~e. ! li~ed the special tf'.ects, but 
a~!crtunately cann~~ evec hin~ at the1 :est ! s~oil the 
fun/sur~::se/etc , 

7ht ;rableis : ~ad vith the ad11nture consist of an 
unhe,il~hy nu1bH •)f rats, ali of which were described 
the saMe; the PO~ER routine is the sa~e as the DDD base 
progra~; and the gaut vc~!dn 1 t :esta:t onte saved ~sing 
~he DDS on the ori~ina: dist . We ~ave changed the DOS 
and are fixing a bug concerning the light routines -
'.~e .Ji! lar.ip never rui!y goes o:it (st:: Bug Bytes, ~his 

I was also soiewhat disappointed with the lack of 5.~ 
features tha~ ~e~e used, However, the good ~oints 
out~eigh the bad points and! re::~tend t~i~ adventure 
to all , i;xperien,:~d and inexper ien,ed aiike. I believe 
with a cau!ious t!fcrt, a beginning cha:icter can 
,c~~!tti this Jiss~~~. 

Reviewed by Sob Davis 

E:tri ccmmands: Nost sta3~ir~ i .O ~C~fuinds, iEAR 
and CLOSE 

Dfscr~pt ion: Scarc~ly i r1 ~ecord~~ ~ist~ry ~as ~a~on 
expEriencid such ~a:1~ity. !t setis all of ~ature ha; 
!:nal:y run a1ok, Anima:s nor~al:) possessed of mild 
te~per~e~! atts,~ ~n sight and fight tc !he deit~. 
Strange winds and storms cose ~p wi ~ho~t foresight or 
Jar~i~; , and then just as quickly are gone. Ne one so 
far s~eQs to have an answer, 

You are at a loss at ~~i t to do, if anything, ~hen yru 
~re s•i1;1to11ed to the royal pil,ac~. s~go:1:1<, royal •.;;~ad 
to the king, has sent for all expHienced frer: 
adventurers to coae to his aid. The palace guard 
reports that you are ~he only one they could find. A!l 
the ,,thers have run Qff in search of the solution to 
this crisis on their o~n, or are hiding cut until it 
passes. 

Sagonne greets you fro~ his bed, for the life-force 
see~s to bt draining from him each passing 1inute, He 
explains, ' I need your help. I was going to use the 
pcwer of ~Y own life-orb to ba'.~ie ~he s~range forces 
that lre tear ing at Ea~on, but Jpon reaching its 

Gagical resting p!ace, I discovered it 1issing, 
suspect there Jay be a '.ink between its disappearance 
a~d this crisis, 

'During the last few nights, I have had night~ares 
about sc=ecne trying to take the oJrb away. ! ~oke each 
ni;ht ;ith l hideo~s screai i~ a cold sweat. r took the 
precaJt!~~ Jf placing 1 pcwecful fcrce-fi!ld 1rou~j the 
orb. Appare~tly it wasn't po~erful enough , i 

'The orb is a ija~!,al vessel of great power and value -
a ;=~•rf~l ~agic amplif ier . It can increase the a1ount 
,:,: :Jagic a bei:1~ ~,;,: ~erierate. Ir the possessor is 
willing t~ make the sacrific e of linking his life-force 
tc that ,:;/ the orb , the level of pow@r that can _be 
dchieved is triple what ~ould noriii:y be possible. 

'I iade that sacrifice. Sut now that the orb is 
iissi~g, DJ ii!~·forc~ has al2ost gone with it, I iust 
have t~t arb back before ~y life-force ebbs and I die. 

'Recent:1 l s~9t a ~arty of adventarers to the lair of 
iolor, a good friend ,,f 1ine, to seek his ad, but 
there ~as , c-~,e-in. Soii" •Jf the party were trapped and 
turii~ , others returned saying the e~trance ~as forever 

'Tolor seems to have what we need !o get where we 1ust 
go, but he is forever bur ied now, possibly dead, There 
is rnl1 Jne ~ope - a ru:aored alternate route, ! have 
instructed the palace guard to take you to a te1ple. 
ThEr~ ,a~ Jay find the way , And please - be thou 
carefui ~ith the orb - for it is the orb of my iife!' 

r believe this is John Nelson's best advent~re to 1ate, 
The !ayHs of discoveries ,:oupled by deception are 
interist'.ng and I rtciive~ great satis f~ction with eac~ 
step •J f the ~r,:~:e,1-so!ving, The adver.tm, is broken-up 
wtll i~tJ three different environ1ents, the t~aple, the 
cave and the intriguing di~ension of drtaQS, 

Loadted .i th s~ecial ef ft,cts , :.tnusuai si bat ions not 
1i,m1ally found in Eailon and interestingly hidden ihas 
(just using a LOOK co11and will not reveal all), this 
ad,entur., ktept 1y interest and 1ade u vant to keep 
trying 1,ven 'Jher1 the frustration was rising, Even when 
the solution is known, luck can sti!l play a part in 
the ,:arryi1:g out -:if the final triu1phant acts. 

I reco~aend this ad,enture to al l Ea1onites, young and 
old, novice and experienced, The difficul ty is aostly 
in the prnb!t-a solving rather than survivability. 
Noderate characters and above should be able to 
ca:.iplete this adventure, although it aay take a couph 
v f tr: e~ . 
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============ Ea1on Adventure Listing - Compiled by Nationai Ea1on User's Club------------

' f': Adventure Name Author tlaae R : D Issue 

I, "ain Hall and Begi nners Cave Donald Brown 4 : 3 
2, Lair of the ~inotaur Donald Brolin s : s . 
3. Cave of the "ind Donald Brown 2 : 4 
4. Zyphur Riverventure Ji1 Jacobson b • r • J 

S. Castle of Doo1 Donald Brown S : 4 
b. Death Star Dcnald Brown 6 : 6 
7. Devil ' s To1b Ji1 Jacobson b . Q . ' V1N3 
8. Abductor's Quarters Ji1 Jacobsen b . , VIN3 
9, Assault on the Clone1aster Donald Brown 5 : 6 V1N3 

10. Magical Kingdo1 David Cook 3 : 2 
11, To1b of "olinar Donald Brown S : 7 
12, Quest for Trezore Ji 1 ,Jacobson 7 : 8 V1N3 
13. Caves of Treasure Island 6. Senz / P. Braun 3 : 6 
14. Furioso Willia1 'Davy' Davis 4 : 9 VIN3 
IS. Heroes Castle John Nelson 5 : b 
16. Caves of "onda1en John Ne! son 8 : s V1N3 
17. "erlin's Castle Randal i Herson 4 : S 
18, Hogarth Castle Ken Nestle 4 : 5 
19. Death Trap John Mel son 7 . Q . , V1N3 
20, The Black Death John Nelson 7 : b 
21. Quest for Narron John Nelson B : B V1N3 
22, Senator's Cha1bers Ja1es Pla1ondon s : s 
23. Te1ple of Ngurct Ja1es and Rohert Plamondon 7 : 7 

,,,,., 24. Black "ountain John Nelson 7 : 8 
25. Nuclear Nightmare John Ne! son 7 : 7 V1N3 
26. Assault on the Nole Nan John Nelson 7 : 7 
27. Revenge of the Nole Nan John Nelson 7 : 7 
2B. Tower of London Fred and S,;ndy Saith 6 : I, 

29. Apple Island Dcnald Browr, 2 : 9 VHC 
~O. Underground City Steve Adelson 2 : 7 
31. The Gauntlet Jchn tlelson S : 6 
32, House of Il l Repute Anonv1ous 0 : 0 
33. Orb of Polaris John Nelson 7 : 7 'JIN3 
34. Death' s Gateway Bob Linden 0 : 0 
35. lair of the "utants Evan Hodsun 7 : 7 
36. Citadel of Blood Evan Hodson 7 : 7 
37. Quest for the Holy Grail Evan Hodson 8 : 6 VIN::; 
38. City in the Clouds Evan Hodson 7 : B 
39. Kuseu1 of Unnatural History Rick Volberding 7 : 7 
40. Dae1on's Playground Rick Volberding S : 5 
41 . Caverns of Lanst Rick Yo! berdi ng b : S 
42. Alternate Beginners Cave Rick Yolberding 5 : 3 
43. Priests of Xii ! Karty & Ed Bauman 6 : b 
44. Escape fro1 the Ore Lair Jay Hinkleitan 4 : 6 
45. SwordQuest Roger Pender 7 : 8 V1N7 
46. Life Quest David Craiiford 2 : 9 
47, Future Quest Roger Pender 8 : 7 V1N1 
48. Picnic in Pa~adise John Nelson 7 : 7 
49. Castle Kophinos Don Dou.akes 7 : 7 
SO. Behind the Sealed Door Ti• Berge 4 : 2 
SI. Ea■on Bluff Ti1 Berge 7 : b VIN? 
52. Devi l 's Dungeon Jeanette Nerriil 5 : 3 VIN? 
53, Feast of Carroll D & J Lilienkaip 4 : 4 
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============ Eaaon Adventure Listing - CoPpiled by Nat:onal Eamon User's Club============ 

Adventure Na111e Author Naae R : G Issue 

54, Crystal Nountain Ken Hoff■an 0 : 0 
55. Master' s Dungeon ,Jeff Allen 6 : 4 'J1N5 
~b. The Lest Adventure Jeff Allen (1 : 0 
57. llanxo11e Foe Ray 01 sze11ski 0 : 0 
5B. Land of Death Ti11 Berge 0 : 0 
59. Jungles of Vietnaa Jeff Allen . 

I : VlN6 
60. Sewers of Chicago Jeff Allen 0 : 0 
bl. Harpy Cloud Al 1 an Porter 4 : 6 
62. Caverns of Doom Natheil l'lullin 0 : 0 
63, Valkenburg Castle Jeff Weener 0 : 0 
64. Nodern Problems Bonnie Anderson 0 : 0 
65. School of Death Kurt Townsend 0 : 0 
bb. Dungeons of Xenon Sae Bhayani 0 : 0 
67, Chaosiu1 Caves Sa1 Bhayani 0 : I) 

68. S1ith's Stronghold Allan Porter I) : 0 
69. Black Castle of NaGog Doug Burroljs 0 : 0 
70, Toab of Y'Golonac Robert Romanchuk 0 : 0 
71, Operation Crab Key Joe Vercellone 1 : vm 
72. House of Eaaon Ridge Ti111 Berge 0 : 0 
73 , The Deeµ Canyon Kenn 8lincce 6 : • ~ vm 
74, Dhar11a Quest Rc~er Pender 9 : 8 Vl~5 
75. Teaple of the Guild Don Douut.es 7 : 5 v1N4 
76. Search for Yourself Don Dou:1akes 8 : 6 V1N4 
77. Te11ple of the Trol ls John ~elson e : 9 V1N5 
73. The Prinre's Tavern Bob Davis 9 ; .., i H\I=-

! ·,• ! l't~ 

\~ 79, Castle of Count Fuey Donald Brown 6 : 7 
BO, The Search for the Key Donald 3rown 3 : 4 

, 

81 , The Rescue Nission Donald BroMn 7 : B 
B2. Escape frc1 Mansi Island Scott Starkey h • ,J • 0 
81, The Twi n Castl es Ji1 Tankard (i : 

,. 
~ 

B4. Castle of Rivineta Rotert Karsten (I : (I 

85. The Ti11e Portal Ed Kuypers 0 : 0 
86, Castle ~antru Steve Constanzo 0 : (l 

B7. Caves of Hol lolj Mountain John Nelson 0 : 0 V1N5 
88. The Shopping Nal l Al 1 an Perter I 

I : 

89. Super Fortress af Lin Wang Sat 3haya~i 4 : 9 
90 . The Dooesdav Clock Ji a: Tankard 0 : h 

'.,,! 

91 . Future Quest I! Roqer Pender 8 : 10 V""t 411 .. 

92. The Fugitive Don Doumar.es 0 : 0 
93, Flying Circus Rick Krebs 0 : (I 

94. Blood Feud Rick Krebs 0 : (I 

95, llaze of Quasequeton Brian Kondalski 1 : 1 
96. Chamber of the Dragons Brian Kondalski ! : • l 

97. House of Secrets , 6eorge Gunn 0 : 0 
9B. Slave Pits of Kzorland Rid Hersa111 0 : 0 
99. In the Clutches of Torrik John Nelson 0 : 0 

100, Sor:eror's Spire John Neison 8 . Q 

101. Sround Zerc Sa11 0 : 0 
102, Ec11on Railroad Sim 0 : 0 
103. Top Secret Sat 0 : 0 
104, The Lost World Saa 0 : 0 
105, The Strange Resort Sar, 0 : 0 
106. Ca11p Eamon Robert Slemon 0 : (; 
107. The La$t DraQOil Roger Ptmder 0 : (> 
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-=========== Eamon Adventure Listing - Co11pi I ed by Nati anal Eamon User' s Club ============ 

Adventure Na11e Author Na1e R : D !ssue 

108. 11ines of Noria Sa■ Ruby g : 8 V2rl2 
109. Forest Of Fear Sa■ Ruby 7 : Ii V2N3 
1i0. Fire Island Greg Sioia 0 : 0 
111, Vacation in Europe David C. Smith S : 4 V2N2 
112. Hills of History David C. Stith 0 : 0 
113. Orb of 11evtrelek Rick Voiberding 7 : 8 V2N3 
114. Thoror's Ring Thomas Zuchowski 9 : 10 V2N3 
115, Ring of 0001 Su Ruby 0 : 0 
lib. The Iron Prison Saa Ruby 0 . ,·, . . , 

117. Dungeon of 0001 Dan Knezek 0 : 0 
118. Pi ttfall Scott Starkey 0 : 0 
119, 6rune11a I de Pat Hurst 0 . ,. 

• V 

120. Orb of 11y Li fe John Nelson 9 : '7 V2N3 
121, Wrenhold's Secret Vigil Bob Davis 9 : 8 V2N3 

This listing ls provided to you as a public service of your local 
National Eamon User's Club. Any Public broadcasting or reproduction of 
this listing is strictly prohibited without written permission and 
will be punished by endless litigation, legal hassles, strange 
meandering beings following you ab·out on dark streets at night, and a 
curse upon your best character. 

The listing gives the names, authors and a rating and difficulty for 
most of the Eamon adventures currently available. These ratings are 
our own opinions and in no way express the opinion of any political 
figure of this country. 

The newsletter column is given as a reference for looking up reviews 
of adventures or references to same in the newsletter issues. 

Some ratings are 0 : 0 for the simple reason that we haven't rated 
them yet. These are not to be confused with those that are 0 : 0 on 
purpose! Those that are 0:0 on purpose are bad adventures and should 
be avoided. Some of these ratings are from an old listing we've had 
laying around the old clubhouse for the past decade or so, and others 
have been rated when we played them, but an actual review has never 
been done. • 

I hope this listing serves your needs in selecting an adventure you'd 
like to play. We will continue to update this list whenever we have 
time to play more of the Eamon adventures and get them rated. 

'Nuff said! John 
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BUG REPORT FORM 

Reported by: Date 

Address 

City state Zip 

Diskette Name No. 

Received from 

Date received Revised Date (if any) 

Program Name (if known) 

Have you corrected the Problem? <>Yes <>No 

Description of fix (if yes) - Attach extra sheet if needed 

Give full description of all errors found below (Give lines numbers if 
appropriate): 

Line 

Bug No. 

Version 

Status 

Error Message/ Description of problem 

For Club Use Only Please----------------------

Date Received 

Newsletter 

Action 

Fixed 

Fix Type 
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NATIONAL EAMON USER'S CLUB 
QUESTIONAIRE II 

J 1. Would you like to see the club offer an 'Adventure of the Month' 
(eliminating annual dues!) somewhat like record and book clubs? (New 
adventures that would be fully tested and standardized.) 

,.., 

,.. . ..,..-

-- ... . p 

If so, what setup, per month, woul d you prefer? 

A) One adventure per month. 
B) One adventure and some newsletter articles on disk. 
C) Two adventures on one disk. 
D) Two adventures on one disk with newsletter articles 

replacing one of the adventures quarterly. 
E) Two adventures on disk each month with a small newsletter 

published quarterly. 

And at what price per month do you think · would be fair? 

2. Please rate the newsletter articles on the f ollowing scale: 

Bug Bytes 
Eamon News 
Utility Lines 
Customizer's Corner 
Designer's Den 
Club News 
Adventure Tips 

__ Spotlight On: 

3. How often do you play Eamon? 
--- .,,,,r':c·-; - -. 
--- -~~' , •• 1 ,)\ 

__, J:!Dce a 9:a,:y /> • '-.,1 \ 
.--·--t-5 timE!s Ja :,,wee:f( 

--::;-'."- once a we ~t!': ':' ! 1 

--
- ab. ce a mon:tM\t.)\-· ' ___ ., 

Once a y ear 
Never 
Other 

l. = Very useful 
2 -= Somewhat useful 
3 = No Opinion 
4 = Somewhat unuseful 
5 = Unuseful 

4. If the club accepted VISA and Mastercard, would you use them for 
your Eamon purchases? (yes/ no ) 

5. Has your enjoyment of Eamon increased or decreased since you 
started playing, and why? 

Comments/ Suggestions: 


