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John's Editorial

Bob and I were arguing the other day and I told him it
didn't matter what I put in my Editorial Column, that
nobody would read it anyway and he agreed and I don’t
knov why ve vere arguing,

de vere going to try to explain why ve were four months
iate gefting a nevsietter out, but ve couidn’t come up
with any one answer. So we had to rely on a lot of
ansvers.

The nevsletter is four months late because:

At the end of the the year (actualiy starting at
Christmas time) we were very busy -- oh, if you are the
type of person that doesn’t like vhiny excuses and made
up stories and such, please skip to the next coiumn at
this point Bob and I had a nice Chrisiumas.and New
Year's and didn't get a chance tc work on the
newsletter than. Then we each started putting in lots
of overtime at our full time jobs and nad even less
time. Then we had to do the books for the club and our
contract prograwming affairs as well as finish up some
major contract programs, then amy car got a flat fire
and Bob's suit didn't come back from 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 Nevada desert
vas hi-jacked to Cuba and we spent the next tvo months
trying to explain Eamon to a bunch of Cuban refugees.
They thought it was some kind of code word for covert
activities related to the investigation of terrorist
attacks by CIA agents and --- well to make a long story
short, we didn't get to start on the newslefter uniil
April 12th.

On vith the shov ...

EAMON NEWS

by Bob Davis

ITEM: Wew adventures.
145 Ring of Doom
L6 The Iron Prison
117 Lungecn of Toca
118 Pitfail
119 Srunevalde
120 Ovk of My Life

LY

i drernhold's Secret Vigil

e

by Sam Ruby

by Sam Ruby

by Dan Knezek

by Scott Starkey
by Pat Hurst

by John Neisca
by Bob Davis

Rirg of Doom and The Iron Prison complete San's Lord of
the 2ings trilogy.

Dusgeon of Jocw nas an 36 and 40-column version and ic
Gan's first adventure.

Pitfali - we durno.

Grunevaide iz another adventure by a first-time author
and looks ver; interesting from initial poking avound.

Ors of My Life and Wrenhold's Secret Vigil are twe of
the three 'uncontest' adventures; both are revieved in
this issue’s Spotlight On.

ITEM: The first IBM Eamon adventure is being converted
- adventure #16 The Caves of Mondamen by (vho else?)
John Nelson. Although not set to be available any time
soon, the data has been transmitted to the IBM and is
in the process of being changed. Even though the
standard MAIN PGM has already been converted to the
I3M, the one used in Caves of Mondamen has had severe
nodifications made to it and will be time consuming to
convert,




A set of prograns have Seen developed to help in the
conversion, These programs were uszqd to convert the
Apple files to be transaitiad o the I3X and converted
back to randoa files. Anyone interested in  the
conversicn programs may obtain Iistings (thece are
small) of the programs by just writing to us and
include an =sglanation in 30 words ar less an way you
vant the listings and any letters ve find entertaining,
eabarrassing or useful for blackmail purposes will
receive a prompt (if not unnecessary) reply.

ITeM: C-54 version of Eamon.

Kent Sullivan and Roy Riggs are working feverishly
converting the Eamon system to the C-B4. Rumour has i}
that enhancements have been bantered about and that
technical assistance has been requested from yours
truly, Cleverly, I have been vorking 12 hours a day and
could not he reached, (Sorry, Kent. Let's try it again.
If your done with it, maybe [ could scarf a copy for
suggestions, direct critisas and praice.)

DESIGNER’S DEN

by John Nelson

This issue we would like to express our thanks to ail
of the peopie who aade the un-contest the truly great
success it was. That's wvhat ve'd like to do, but the
problem 1is, it wasn't all that qreat a success. Three
very good adventures were added to the list of Eamon
adventures, but wve were 2xpecting a lot wmore. I guess
ve had too narraov a time frame and too small a prize
for a really great success, Of the three adventures we
received, ali three should have been disqualified. As a
result, wve have no real vinner, but unofficially, ve
have three winners. (What do you expect from an
*UN-Contest*?)

The three enfries were

Orb of Mevirelek - disqualified because it vas
sent out for distribution before we received a copy for
Judging, However, since this vas not clearly stated in
the rules prior to the receipt, we cannot truly
disqualify it, either.

Secret Vigil of Wrenhold - disqualified because
it vas written by a guy named Davis. Since Bob is on
the club staff (sounds redundant), he vas disqualified.
It also did not meet deadline, although this was
because other club duties prevented timely completion,
and wve certainly shouldn’t penalize Bob for perforaing
club duties, right?! (Right!)
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Club Staff (sounds redundant):

sohn Nelsen - On the loose

Bob Davis - Whose wind controls insect armizs
The Lover Boys - Masters of Mayhea

This spct open - This description, too

Dan Craoss - On educabional leave

Gary Flaragan - Ratired
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Orb of My Life - disqualified because it had a
stupid name. Also it did not aeet deadline, Like Bob's
disqualification, this wvas because of club duties.

Actually we fhad 2 tough time even disqualifying these
adventures, since we didn’t have any judges, and the
rules were very vague. Even in being disqualified,
there is no real penalty, since there aren't any
prizes. MWhat's the point? why am [ talking about this
here - in Designer’s Den? Because ali of these thrae
adventures, for all thelr fauits and strengths, they
had to be designed and prograsmed. What can be learned
from the programming for these adventures?

The Orb of Mevirelek and the Secret Watch of Wrenhold
nave a wmoderate amount of prograswing to thes. In DDD
version €.0 it’s hard to put too much programming in
because the base progras is already pretty big. In the
Orb of MWy Life I put a lot of special prograsming in,
but had to remove a bunch of code that vas already in
the base program to make room for it.

In developing Orb of My Life, I aade a few enhancements
to the base program that may become standard features
in the future, because they are so handy. One of these
things 1is the ability to examine something and get some
further information about it (without that item having
to be an embedded artifact),

For example, you can examine the bed that Sagonne is
lying on, even though it is not in the room, even as an
embedded artifact. GSome of this sneakiness makes it
more interesting and fun to discover while playing the
adventure.
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An idea [ cawe up with when developing Orb of My Life
is a text search routine, coupled with an effects file.
[ dida’t put this into my adveniure because of space
and time limitations, but my idea is fo put ina
routine that will scan through the description of a
room, looking for vords in that description. If a match
is found, the program will know you are talking about
something in the room and can make an intelligent
statement about the item. An effects file could be
added vhere a keyword will be used to activate an
effect, a secret passage discovery or an artifact or
monster being brought into the room ar vanishing.

As a direct result of some of the improvements made for
this adventure and because there were other things
needed in the base program, the base proram was
modified to do some additional things. Also, remarks
vere added to the code to make changes by designers
easier.

I have placed the version number 6.2 on this base
program. Below is a summary of the features that were
added, or 1iittle known featuree that were already
there, but never documented that you may find useful
when modifying your base progras.

i. Monsters unconscious - This was already in place,
but never documented. If you want a monster to be in
the room, but unconscious, set MDZ(m,13) = 2. (vhere m
is the asonster number). This will cause the wmain
program to ftreat this monster as though he were in the
room, but he vill not participate in battle.

2. Some error message vere somevhat common or generic
enough that they were placed at the front of the
program and any coutine that needs them can simply
branch to the appropriate line number. These lines are:

90 - I don’t understand.

31 - You aren’{ carrying it.

32 - dkay.

93 - That's not vhat you do with it.
99 - It's too dark to see.

This was done to help conserve uewmory in the base
program. A worthy goal, since the program now takes 80
sectors of disk space.

3. Exits are now printed automatically (except the exit
to the main hall and secret passages). This was done to
help save the designer from having to use part of the
description of a room for the exit descriptions. This
will hopefully encourage more elaborate defail in the
descriptions. This code can be easily removed, if
desired.

4. Abbreviations are nov alloved in ail routines.
(unless I missed some, but I don’t think so).

3. fleeing is now allowed in a direction. This code was
in the program before, but vas not documented and in
some cases, it didn"t wvork properly. It has been
improved and made more efficient.

6. Examine routine has a place to add special
discoveries,

7. You can now blast doors, gates or containers to
attempt to open thea.

8. The power routine was improved and corrected. There
were some pover effects that were wrong or could never
be attained. The raise dead monster was made a small
subroutine, so that if you ever wani to put code into
your program to resurrect a particular monster, all you
have to do is set M = monster number and do a 60SUB to
the resurrect routine, The nev default effects of a
Power spell using this program are:

10% chance - teieport somewhere

~ 13% chance - armour thicken by 2

102 chance - all wounds heal (only if injured)

10% chance - increase all magical abilities
(only if uninjured)

20% chance - Sonic Boon

25% chance - resurrect any dead monsters in room

[f none of these actions occur, you vill get a Speed
spell placed into effect.

9. Some of the messages will be different than before.
You will never get *You don't knov hov to read' when
trying to read something that is illegible. Instead,
you will get 'You can't read it.' If you try to open an
artifact that is not openable, you will get 'That's not
vhat you do with it' instead of 'You’ll make a a;ess,
vait till you leave.’. When you light a torch or
lantern, you'll get 'OKAY.’ instead of 'You managed to
ight the ...7. This vas to help conserve memory.

10, Line counts are more accurate now, 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 program, you'll have to request another
DDD 6.0. The changes were pretty lengthy and ve didn’t
keep a listing of every line that vas changed.




CLUB NEWS

by Bob Davis

Things have come to quite a standstill here at the
club. John and I both have been required to work sxtra
Aours at our real jobs and this throws a wrench into
the whole schedule, (Obvicusly, the schedule is tao
tight.) We are trying to ged things back =n track and
have not forgotten sur cosmituents.

Your  meaberships away have expived wilthael  your
knowledge (or ours). Admitiedly shabby. At the mcament
(vhich in our case cculd be acnths), do not send us
anyuire ameabership woney (unless as a domation, of
coursel. The newsiebters will continued o be zent out
to  each aember vhich recieves this nevsletier,
regardiess of expiration dates,

e wiil be re-organizing the cliud basad on the results
af the quesiionaire included as the last page of this
newsietber, Qur objectives are:

1. Provide wembere with new, tesied adventures on
a regular basis vithout vaiting for a newsletter,

2. Provide inforaatica on an &z nesded basis,
rather than give all the isfornation to sveryone when
they aay never use it.

Thiz {5 designed %: gi.e o3 sore time o work on the
éver increasing world of Eamen. The final result
acpefully will Se iasproved order processing biue
tcatiing down the nusber of new advesture orders),
reduced bug reports, less duplization of effurt and
lover costs.

Altheugh = ztasped reply envelope is rot enclased,
please take the time to fiil oubt and gzail in the

questianaire,

BUG BYTES

oy John Neison

Bugs are still alive and kicking and we're still
stoaping them when we can,

One of the the things that helps us most is wnen you
write to us with bugs and tell what bugs you have
discovered and if you fixed them, tell us hov you did
it. Sure we could find them and fix them, but ve don’t
vant to hog all the fun, and sometime ve don't have all
the time we'd like to have to kill these little
buggers.

To help you help us, we have developed a form for
reporting and correction of bugs. We are inclading a
copy of this fora with this newsletter. This form will
give us an  easier way of quickly filing and
categorizing the bugs. Please use one form per bug. If
you need wmore forms, we will gladly supply you vith
thea. (Dur Zerox wiil do the best to keep up!)

We have also developed in-house forms to help us keep
track of bugs and are using these to make it easier to
inform you of possible life threatening situations and
gther such emergencies. But as little time as ve have
to play adventures, we still count on you to report
bugs. Let’s near froa you.

So, nov that wve've wasted the last couple of
paragraphs, let's tackle some of the bugs that have
been reported.

Adventure #45 - SwordQuest

Problem: You aren’t supposed to ready the Excalibur
that you find in this adventure and will get in trouble
if you do. Therefore, vhen you are unarmed and try to
pick up. Excalibur, you get in trouble because the Main
Pgu automaticaily assuaes you want to ready it.

Date Fixed: 11-28-85

Cause: Base program assusption.

Fixt Den't try to pick up Excalibur when you are
unarmed. Gr put in the following change in Main Pgm:

4145 IF A = 32 THEN 200
Adventure #33 - Feast of Carroll

Problea: Inadequate messages when you attempt to pull
the sword frow the stone.

Date Fised: 12-14-85

Cause: Slight oversight.

Fix (optionail:

4127 FRINT "YOU PULL HARD, BUT FAIL.®
Line 4i24 - insert

PRINT "YOU'VE SUCCESSFULLY PULLED IT OUT!'®
before GOTO 4130

Adventure # 31 - Future Quest II

Problem: Lt. Slade was not beaming down all the time
properly. Author sent in these fixes.
Date Fixed: 4-3-86

1160 GOSUB 20050: GOSUB 20057: XI = s
IK$ = NID$(Z3$,1,5): IL$ = NIDS (1Bs
16,5): IM§ = NID$(188,11,5): IN§ =

MID$(2B$,16,5): IH$ = MIDS(ZDS,1,5)

J
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20633 IF XI = 3 AND MDZ(2,5) = 0 THEN
MD%(2,3)=RO0M: R3 = ROOM: INVERSE:
?"READ YOU, ";MNS$(0);* ENERGIZING NOW.":
NORMAL: ?"THE AIR STARTS TO SHIMMER AND A
FIBURE": ?"MATERIALIZES NEXT TO YOU.":
60SUB 3600: £OTD 100

1EB0O IF ROOM = 1 THEN INVERSE: 7"THE
TRANSPORTER BEGINS TO MAKE A HIGH-
*: 7"PITCHED WHINE AND YOU ARE
BEAMED DOWN*: ?*TG THE PLANET SURFACE":
NCRMAL: R2=2:R3=ROOM: &0TD 3300

13060 RR=INT (100 % RND(1) + 1): IF
RR < Il THEN FRINT: PRINT "THE
ATONIC POWER PACK IN YOUR BODY":
PRINT °ARMCUR GOES INTD QUERLGAD
AND YOU ARE®": PRINT "MUKED:I":

DIE = 1: 60T 2000

13080 IF RR ¢ 36 THEN PRINT: PRINT "YOU
NOTICE A MOMENTARY FLUCTUATION IN®:
PRINT "THE ATOMIC POWER FACK WHICH
PCWERS": PRINT “YOUR BODY ARMOUR.™:
PRINT : GOTO 300

Changes vere made to the aissile firing routines.

7255 IF 1B = | THEN OF = 0: DF = IC: D = 95:
§ = b: GOSUB 7635: IB = 0: GOTD 100

16807 IF MDX(10,5) = ROOM THEN IB
IC = 10: 53 = AN$(id): ADL(S,4)
60TC 7000

{:
0:

16813 IF MDX(11,3) = ROOM THEM IB = I:
IC = 11: §% = MNS(11): ADX(G,4) = 0
: §0TO0 7000

16818 [F MDi{Z4,3) = ROCM THEN IB = I:
IC = 24: §5 = MN$(24): ADL(7,4) = 0
: 6070 7000

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

3031 IF ROOM = 27 AND IA = O THEN 1A = 1:
INVERSE: PRINT CHR$(7);CHRS$(7); "NARNING! "
¢ PRINT "WARNING:": PRINT "MINEFIELD!":
NOGRMAL: BOTG 20015

3032 IF ROOM = 63 AND CJ = 0 THEN CJ = 1:
PRINT "A KRELL LIGHT CRUISER DIVES QUT
OF THE" : PRINT "SKY AND BEGINS A
STRAFING RUN.": GOTO 20015

An edit fix is aiso needed for this adventure. Use the
DD 6.0 (5.0 will do) to change the room nuamber of
monster 2 to a 0. (zero). this can be done by unlocking
the EAMON.MONSTERS and EAMON.DESC file and placing the
dungeon designer diskette in the drive and typing 'RUN
DUNGEON EDIT'. Then insert the FUTURERUEST II diskette
and press a key. Select option '2' (edit) and '™
(monster) and '2' for the monster number. Press 'ESC’
until you reach ihe room number field. Then key in 0
(RETURN>. Press 'ESC' wuntil you get back to the main
menu. Then select '7' (Quit). You can then lock the
files again and you're ready.

Adventure $39 - In the Clutches of Torrik

Problem: Exits E & W vere svapped. Exits were not as
stated in the description of the room. This was
corrected using the DUNGEON EDIT prograa.

Date Fixed: {1-24-83

Problen: Silver Key vas nisspelied SILER KEY. This was
fixed using the DUNREON EDIT prograa.
Date Fixed: 11-24-85

Problem: If you leave the adventure while disguised,
you will be killed inexplicably.

Cause: Variable DIS vas used for disguise, but is
indistinguishatle from DIE. (Oops!)

Date Fixed: i1-24-85

Fix:

Change variable DS in lines 200, 3620 and 3630 to DG.
Probiem: The routine did not  allow
abbreviations.

Cause: The artifact search routine was not performed in
the examine routine. This is not a bug, but the Club
copy has been changed to allow this,

Date Fixed: i1-24-83

Fix (Optionai): New copy of the adventure vould be the
easiest way fo get this correction / enhancement.

exdmlng

Problem: Typo error in artifact search routine.
Date Fixed: 11-24-83
Fix: (Required)

Line 4810 change ADX(X,A) TO ADZ(X,4)
Adventure #113 - Orb of Mevirelek

Problem: Light not working correctly. Darkness lasted
only one turn and as soon as you moved it was light
again.




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

Line 19045 change to

13043 IF ADZ(12,3) = 0 THEN
PRINT: PRIAT *THE LAMP HAS NO
FUEL!": PRINT: GOTO 300

Problem: Light runs out before you find the fuel for
the lantern and there is no vay to continue the
adventure.
Cause: Light routine was incorrect and Power routine
had several bugs in it caused by errors in the base
program (not Rick's fault!),
Date Fixed: 5-27-86
Fix:

Fover routine was re-written:

13000 REM POWER
13010 § = 4: GOSUB 11500: IF NOT
SUC THEN 300
13020 RR = INT C RND (1) % 100 + 1)
13025 IF RR < 10 THEN 13100
13030 IF RR ¢ 25 THEN 13150
13040 IF RR < 33 AND MD%(0,13) > 0
THEN PRINT : PRINT "YOUR WOUNDS
HEAL!":MD%(0,13) = 0: GOTO 300
3050 IF RR ¢ 55 THEN PRINT :
PRINT "YOU HEAR A VERY LOUD
SONIC BOOM":  PRINT "  THAT
ECHOES THROUGH THE TUNNELS.":
PRINT : GOTO 200
13060 IF RR < B0 THEN RAIS = 0:
fOR M =1 TO NM: 5OSUB 13200:
NEXT : IF RAIS THEN R3 = ROOM:
G0SUB 3600: G070 300
13070 IF RR < BE AND ADX%(12,4) = - |
THEN ADL(12,5) = ADX(12,5) + 20:
PRINT : PRINT "YOUR LANTERN FEEL
HEAVIER!": G0TD 300
13030 6OTO 14020
13100 RENM /// TELEPORT
13110 R2 = INT (RND (1) ¥ NR + 1)
13120 PRINT : PRINT "THERE IS A CLOUD
OF DUST AND A FLASH OF LIGHT!":
PRINT: PRINT *YOU TELEPORTED
SOMEWHERE!":R2 = INT(RND (1) ¥
NR + 1): GOTO 3500
13130 GCTD 2500
13130 IF INTORNDCI) $8+ 1) ¢
ND%(0,8) THEN 13100
13160 PRINT : PRINT °YOUR ARMOUR
THICKENS!":MD%(0,8) = MD%(0,8)
+ 2: 60TO 300
13200 REM RAISE DEAD

13203 M2 = NI - NM + H: IF ADZ(M2,4)
<> ROGN AND ADZ(H2,4) 0 - 1
THEN RETURN

13210 PRINT MN§{M);" COMES ALIVE:":

ADZ(M2,4) = 0:MDL(M,5) = ROOM:
MDE(N,13) = 0: IF ADX(N2,4) = -f
THEN WT = WT - ADZ(MZ,3)

13290 RETURN

Adventure $113 - Ring of Doca

Problem:  Description of aission is in upper and
lovercase. Apple 11 plus do not normally display
lovercase letters. The intro vas changed to uppercase.
Date Fixed: 4-4-86

Adventure #116 - The Iron Prison

Problea: Mission vas in lowercase. This vas changed to
uppercase only,
Date Fixed: 4-4-86

Adventure #117 - Dungeon of Doom

Corrections and enhancements have bDesn nade uy the
author. These changes vere not detailed to the club, so
a nev copy will be required to get a current version.
This diskette has an 80 column version and a 40 coluan
version. lease  specify which you want. If not
specified, 40 col. will be shipped.

Adventure #118 - Pittfall

Since this is a new adventure, we have ot diztributed
any copies of it yet, but this bug is reported here to
aid those people vho may have received the disk from
the author or some other source.

Problem: Undefined line number at 9120
Cause; Unknown

Date Fixed: 4-13-36

Fix (Required):

5030 REM -- new line to fix error
Adventure #1235 - The Mattimoe Falace

Since this is a nev adventure, ve have not distributed
any copies of it yet, but this bug is reported here to
aid those people who may have received the disk from
the author or some other source.

Problea: Undefined statement 26040 - This line was not
needed and wvas deleted.
Cause: Used Adventure #12 as a base instead of DOD

v/



Date Flxed: 4-i2-86
Fix (Required):

Delete line 26040

Problem: Syntax error in line 27060
Cause: Boo-Boo

Date Fixed: 4-13-B6

Fix (Required): A colon is missing

Problem: End of Data when entering room 4.
Cause: room 4 vas trashed.

Date Fixed: 4-13-86

Fix (Required): Need a nev copy to get this fix.

DDD 6.0 MAIN PEM

This program nas been changed very extensively to allow
more features than ever. It now has the capabdility of
alloving blasting doors or containers, the search
routines have been improved, all routines nov use the
search routines, and comment were put back in to help
explain the code. A new copy of the DDD should be
ordered to get all ihese enhancements and fixes.

A list of the improvements and some nev previously
little known or undocumented features may be found in
the Designer Den coluan.

TERMINOLOGICAL
INEXACTITUDES

Things appearing in this coluon aust not be confused

wivh sctual factz.

Once again, several books have been published about
Eamon, jus: in time for the Barbaric Festival! Several
of these vorks have been long avaited, anc Zzaen fans
should rejeize at their final appearance. The new

titles and authors just released:

1. Behind the Scenes at the Main Hall by The
Irishaan, An in-cepth, aever-befcre accounting
of vhat really goes on in the Main Hall vhile
you are out adventuring. WARNING: Contains
childish situaticns.

2. dhat is Eamon Anyway? by the Pastal Service.
A stunning tale of postal employess’ step-hy-
siep investigation to find the horrifying
ansver to one of this centuries most puzzling
questions. (A true story.’

W

3+ Donalc Brown: Man or Machine? by CE Softvars,
A human that ance had a creative outbusst, or
an incredible siaulatisn? Are the rumcurs Srue
that ne can go without sleep or heing furned
off for 72 hours? These and other prabing
questions are addressed in vague detail calj
the vay CE Software can avoid.

Books still to come -

My Struggle to Power by John Nelson
he Locter’s Guide to Citiss by The Dover Boys

SPOTLIGHT ON

by Bob Davis

(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 difficulty, problea solving
and survivability.)

#109 - The Forest of Fear (7:6) - Sam Ruby
Reviewed by Bob Davis

Extra commands: None - standard 6.0 commands
Special features: None

Playing time: 3 - 4 heurs

Description: The Chief of the Nazgul, the Witch-Kiag of
Angmar,. has recently re-sccupied zne of Saurce's old
haunts, the fortress of Dol Guldur (Elvish for 'Hill of
Jark Sorcery.')

Dal Suldur lies at the hezd of come foothills in
Mirkvood Forest, The forest vas nce a bright place,
tut Saurcn and his evii joisoned it. The wood-Elves of
the North renamed the forest "Mivkwood’... the Forest
of Great Fear.’

Worst of ali, the Black Caplain of the Nazgul has
captured and iocked away in his prison a wvise and
mighty ranger, vho is much needed in the fight against
the Dark Lord.

Your mission is three-fcld: One, to secure Southern
Mirkwood (where the trouble is) and drive off or kill
ali the foul creatures you find there. Two, to rescue
the ranger and bring him out alive. Three, if possible,
destroy the chief of the Nazgul.
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Cosments: A nobie mission; however, I feel one and
thres should be switched - One, destroy the Chief of
the Nazgul and three, if possible, drive off ar kill
all the foul creatures in southern Mirkwood. Have you
ever tried to kill all enenies in an adventure? In this
particular case, special weapons would be needed (and
scme may be found/earred) but even so, gozd avaour,
ability, agility, heal spell, etc. would stiil bDe
required. Friends can be found and are most velcomed on
this adventure - but rest assured, killing all of the
fiends is not required to leave the forest. I suggest
just kiilling as many as you can and then mzake a dach
for the exit (all the vhile keeping the ranger from
being killed.)

This is a good brute-force adventure. And it makes you
think about the survival of others. (By the way, there
is no way to heal the ranger once he is hurt unlike
some sneaky authors' methods.)

The characters are interesting and plentiful, the
treasure valuable, but the descriptions vere lacking
once inside Dol Guldur. Overall, the play is goed. I
vas cantinually getting aysel! in trouble the first
time I played it (eainly by poxiag 3y nose iatec
everything that came along) buf got through the
adventure on the second try with a little aore conmon
sense.

This adventure is reccmmended for those times when you
vant to kill something or have a strong character who
is bored with the usual ‘'wizps" incrual hardiness
characters} in most dungeons,

¥114 - Thror's Ring (5:10) - Tom Zuchowskl
Reviewed by Bob Davis
Extra commands: None - standard 6.3 ccamands

Special features: 40/50 column text, SAVE is done ic a
separate disiette.

laying time: 15 - 30 hours

Description: While lounging about in the Main Hail, twc
newcomers (an uncommonly fair high-elf and dingy-robed
vizard) approach and proposition you.

'] represent sponsers of a forih-ccaing expedition inte
the abandoned mines of Moria,’ the wizard states.
'There will be a worthy quest, fabuluos loot and
incredible danger. Dost thou have interest in such an
adventure?’

{who does he Lthink he's taikiag $o?'!) You nod and try
to iack nonchalant,

'"This is good, for you are ay choize aueng the sany
worthies of this hall. As all know, the Duarvisk
siranghold of Khazad-Dua, that i kngw 1a, was
sironghold of Xhazad-Dum, thal many incw as Moria, vas
sacked by the Orcs many hundreds of years ago,’ he
expiains. "It wvas fnen thal the ring of power that
controllied Moria was lest.!

The wizard leans closer,’ie have reason ¢ knov  that
the ring is still there, and may be recovered by one
both cunning and strong.’

Again you nod and state, 'l am that one,’

The wizard stands stiff and tall and  invokes,
"Peian!...Arrah!... Zero!!

You suddenly find yoursel! in a lovely forest,
surrounded by elves. Before you is a high-elf lady of
great power. Thus did she speai:

'l see that the wizard has chosen well, a strong
warrior of good heart.

'Know you the ring, should you find it, is the rightful
property of the Dvar{ Hight Thror, who is of the Lonely
Mountain far to the north, And we of the forest
Lothlorize would see the ring of power recovered, for
we do nmot like the threat of such falling into evil
hanis.

'T have chosen teo stout companions for $he juect. The
first is tne good Dwari Gorie, nephev of Thror. The
second coapanion will be the Wood-elf Galahir, a aaster
bowzan,

"And %now that 1 have enhanced your own power speli. It
will ast fall you for five invacations, but then will
ge  exndusied; use 1t wisely. It may be inveked by any
of the three companions.’ :

Comments: The deecriptions are fanatasbic! I felt I
couid aciually see some of the rooms. The puzzles are
interesiing with a few tricks thrown in. The hardest
part of the adventure is finding where to look for a
needed object.

This adventure makes good use of E.0 features (hidden
chjects locked/unlocked doors, etc.), has some special
effects (once in awhile the characters converse) and
can be very frusirating, I found a terch (which doesn’t
last very long) but could not find anything to light
vith it to help me see in the mines. This problem went
on for several tries. Once solved, I became very alert



s the surroundings and questioned the exsistence of
sost everything I sav. This proved to be helpfui. In
the end, I realized that I have been taking most Eamon
adventures for granted (expecting thea fo work via ay
knowledge of the MAIN FGM) and this adventure got me to
think again.

One word of warning, especially to those of you who
already have this adventure in your possession: The
records room is described as nhaving doors on both ends
of the room and that they are strong enough to hold off
an aray. 'fou could meet an aray and therefore decide
this is where the army needs to be trapped. Although
this wvas the original intent of the author, due to the
size of the adventure program, this feature was
deleted, However, the descriptions remained, DO NKGT
trap the army in the records rooa! If this is done,
there will be no vay out of the adventure once the
aission is cospleted.

This is the second adventure ve have received sef in
Moria from the Lord of the Rings; the other being #108
The Mines of Moria by Sam Ruby. Bcth are excellest, but
do not resesble each other in plot, aission or
description.

121 - Wrenhold's Secret Vigil (3:8) - by Bob Davis
Reviewsed by John Nelson

Extra commands: Standard 6.0 commands, DI

Special features: SAVE is dene 5o & separate diskelfe.
Playing tiae: 3 - 5 hours if you don’t get lost

Auticr's Note: Wrenhold’s Secret Vigil was writien with
the idsa of creating a serious adventure with an
atuosphere of aystery; such unlike the {riveiily and
general good time of zy lasi adveniure, The Prince’s
Tavern. I found seriousness a lot harder to accomplish,
vith a lot of detail to attend to and having 1o use
logical (!7) thought processes to aake ihe acventure
flow sacothly and actually make sense. Although I am
very pleased with this adveature, I believe I'll be
back to writing humorous scenarios because they are
just plain fun.

Description:

NOTE: This is a very shortened version of the
description  for  this adventure. The full-length
description (or hook, as some have said) is included on
the adventure diskette and can be read or skipped at
your own leisure. Very little of the delov is in its
actual context.

Wiile napping by the edge of a lake, you wake o a
heavy-set balding aan shouting at you as he hastily
vades {rom a nearby rovboat,

*My king has sent me for a hardened rogue teo help save
his kingdom. Cne such rogue would surely be weil paid
for 4is services," the man states.

You state you are what he seeks and insist fe lcok no
further. You learn his name to be Adrelik, the king's
scribe and engage him in conversatisn about your task.

*Things are not right within our kingdoa,™ Adrelik
volunteers. "nightly raids are sade on the king's
fields, scouts co not return from assignaents and the
vild anizals run aad killing peasasts and livesiock.

"0ur wvizard, MWrenhold the pure, his life-orb stolen,
grous weaker by the day. He can ao longer last spells
to protect the kingdom.”

The boat lands at a dock vhere a royal entourage avaits
you. A dark-robed man silently escoris you througn a
doar in the stone sall surrouncing the lake-cide of a
cestle and ushers through nany passages heiore envering
confereate chaaber,

*1 am King Argas,” the black-robed figure states. “Cur
land is trcubled, crops razed, people hurt and killed
by the sost timid of creatures. Master Wrenhold, our
vizard in counsel, was seekiag an answer when he lost
possession of his life-ort. Now he lies destitute, his
health siipping 2ach nour,

"We nzed you to either find ihe Dlfe-cre of RNasler
Wrennoid or, hetter for us all, eliminate the travesty
that pisgues us. Master drenhold has become much toe
expensive lately for services all too ofien ngt
rendersc and we are uncertain of any solution he may

propose even with nis life-orb reburned.

"If you succeed in your task, you shall be revarded
with 4000 goid piecez and a special veapon nand-sade by
elves that used to dwell in these lands befere the
Great Battle of Darkness.”

You are then escorted to the base of a mountain, M.
Eilaak, where the most incidenis of attacks and
disapperances have occurred.

Reviever's Copments:

This adventure could more accurately be described as an
electronic novel in adventure fora. The story is
elaborate and interesting with lots of visual verbage.
Room descriptions, sonster descriptions and ali of the
other descriptions in the adventure are very detaiisd
and realistic. ! found the adventure guite pleasing ic




play and fur to scive as long as [ stuck to the nain
routes. The aost unplieasant part of the advenfure is a
nasty little maze that is difficult to sscape from or
avoid. Staying out of this aaze is a definite

advantags.

Talking with 30d after plajing this adventure, he told
ae 3 gread deal more adbout the siory thal doesn’t zome
across coapletely in the adventure. I think it would
maks the adventure better to have some of this story
elaborated wmore, but like I said hefore, it is already
an electronic novel as it is.

I had little frouble surviviag this adventure once
learned wmay way around and avoided unnecessary hatile,
You can take anycne from a mederate to heavy-hitter on
this little rump keeping your eyes open, checking out
aluost every 1itile nook and cranny is also advisable,
and you wiil get some mental execise, too,

I would rate this adventure as oae of the top Sor ¢
Eamon adventures and well worth any Eamonite’s playing
time. A oust for the collector of top not:h advendures.

#113 - Life-Orb of Mevirelek (7:8) - by Rick Volberding

Reviewed 5y Zc2 Davis

Standard €.3 cowmande, STEALTH, SLZ¥,
WZaR, FILL

Extra commands:

Special features: iHone

flaying time: 3 - € hours

Description: Ysu are anticipating a few sugs of ale and
a soft bed after refurning from a difficult adventure,
You sit Zvun at gour usual table and then hecome aware
of the strange zbsense of conversation,

Most of the patrons, though seemingly iamersed in ineir
cups, are starzng at you. The rest are looking at a
shail, uan nalf-higden in a dim cormer. The
dark robe and high collar indicate that the man is a
sorcerecr and the single spiral worked in silver fhread
is the badge of apprenticeship. Eyes quickly turn away
as the auffled figure approaches you and silently sits
down. A hand, dark with age, rises and slovly pushes
back the couwi.

J.n.-l Ea

The wrinkled, bald head contains a pair of coid, black
eyes and a near-lipless mouth.

10

"I am Kulath, apprentice to the nagizian MNevirelek
A'Haet. He has sent ne here to engage the services of
an  exparienced adventurer. [ have had 1ittle success
those you see here. ALl say you would be the asst
appropriate cheolce.’

ik

Though  you silently curze the generous recommendabions
af the cthers, the nawe of ane of Eawen’s zost powerful
mages excites your curiosity, and, of course, your
well-kiown avarice. Yeu nod at the wizard to continue.

"Recently, strange disturbances in the usual order of
nave occured. The dost timid of animals attack
vho come near, Fields are savaged at night and
howl during the day. Lightning appears in
skies and ‘thunder is heard bheneath the

ihings
thoss
dugs
cloudiess
ground.

"Mevirelek was attespting to determine the cause of
this chaos when his life-orb disappeared in a flash of
red light. He vas able to trace its location before
coming too weak to continue.

"Now bedsidden, he is losing strength day-by-*a, and

will surely fail soon unless the ord is returned. My
presence is nesged hers o care for WMevtrelek else I
would go.

I < o

a dFe Qr=iarel U3 pay lne successful
6F ugon his reburn!l®

adventurer 3000

Kulath lead: you to his nearby rooms and carefully
locks the dosr. He chants a short incantation and the
air beccaes hazy.

"lust a GE‘SLT}IHQ spell fo c2
BNukies, take this aeuist and wear if, Ther
quickiy aemorize the spells in this book." The small,
thin book contains dut two spells: STEALTH and  SEEK.
You nave no trouble learning them but there is no
explanation of their effects.

fuse ihe zight of any

w.r . y

You lay Gthe book down and turn fo Kulath to ask hiz
about the speils when he shouts, "Now!", and his roca
disappears. A moment of disorientatisn and you reagpear
in the nidst of a dark forest,

Reviever's loaments:

in the middle eof a forest with little

cragvion, the road Yo success starts slov. Putting
; ether vhat inforzation can be found is a bit tedious
at first, Gul after an hour or so, the plot becomes
intriguing. I have to adait it took ae three tries to
survive this adventure, even with Bill of Accounting
wh  was areed to the teeth with an IRS long form and a
pad zf pink slizs.

“)

‘)




Y

I vas always azking ayself how each ifem or aew
inta the plot and what could [ deduce from

event it
Yie xitra keowledge. ! liled the special effects, but

anfortunately canmot even nint at them lest ! spoil the

fun/surprisefete,
The problems I had with the adventure consist of an
unfizalihy number of rats, all of which vere described
the saie; the POWER routine is the saue as the 30D hase
progranj and the game wouldn® restart once saved using
«ae DO on the original dis:, We have changed the DOS
and are fixing a bug concerning the light soutines -
ne 01l lamp never really goes out (see Bug Bytes, ihi:

i33uel,

I was also somewhat disappointed with the lack of 6.7
features thai were used. However, the good painis
cutweigh the bad poinis and I rezimsend thiz adventure
to all, experienced and inexperienced alike. I believe
vith a cautious effert, a beginning characler can

ceuplele this nmissian.

gomn

Pl - R, G-
u2d — Orh of My

WY weiv &h
Reviewed by Bob Davic

Extra commands: Most standari 6.0 :cmmands, HEAR
and CLOSE

features: None

¢ time: 5 - 8 hours

Scarcely in rvecords? Gigto Fazon
experienced such calswity, It seeas al! of nature has
finally run amok. Animais noreally possezsed of nild
Yeuperaent attzch aon sight and fignt fc the desth,
3irange winds and storms come up without foresight or
darning, and then just as quickiy are gone. No one so
far seems to have an answer.

You are al a loss at what to do, if anything, vhen ycu
ef e suimoned to the royal palace. Zzgonne, royal wizard
to  the king, has sent for all experienced free
adventurers to come to his aid, The palace guard
reports that you are the only one they could find. All
the others have run off in search of the solution to
this crisis on their cun, or are hiding cut uniil it
passes.

Sagonne greets you from his bed, for the life-force
seeas to be draining from hiam each passing minute. He
explains, 'l need your help. I vas going to use the
pover  of ay own life-orb to babiie ihe sirange forces
that are tearing at Eamon, but upon reaching its

11

nagical resting place, I discovered it missing. I
suspect there aay be a link betueen its disappearance
and this crisis,

'Buring the last few nights, I have had nightaares
about  somecne frying to take the orb avay. [ woke each
rigat 4ilh 3 hideous scresa iz a cold sweat. I took the
precadiizn of placing a poverful force-field around the
orb. Apparsatly it vasa't powerful enough.’
"The orb is 2 magizal vessel of great power and value -
& powerful magic amplifier. It can increase the amount
a7 waglc a being can generate. If the possessor is
villing fo make the sacrifice of linking ais !ife-force
to that of the orb, the level of power that can be
achieved is friple what would noraaily be possible.

'T wade thal sacrifice. But nov that the orb is
aizsiag, u; lifz-force has almest gone with it. I aust
have the ori back before ay life-force ebhs and [ die.
"Recenil; I zeat a party of adventurers to the lair of
Tolar, a good friend of mine, to seek his aid, but
there vas 3 cave-in, Some of the party vere trapped and
burizd, sthers refurned saying the entrance vas forever

Y o
e TLE2C,

"Tolor seems to have vhat we need %o get where ve aust
99, bub he is forever buried now, possibly dead. There
is only one hope - a rusored aliernate route. I have
instructed the palace guard to take you to a Yemple,
Thers aay find the way. And please - be thou
careful with the orb - for it is the orb of ay iifs!”’

Jad

Sagonne passes out,

aith tkat,
Revicwer"s lomments:

[ believe this is John Nelson's best adventurs to date.
The layers of discoveries coupled by deception are
interesting and I received great satisfaciion with each
step of the probles-zolving, The adventure is broken-up
vell iato three Jifferent environments, the temple, the
cave and the intriguing diaension of dreass.

Loaded with special effects, unusual situations not
noraally found in Eamon and interestingly hidden items
(just using a LOOK command will not reveal all), this
adventure kept my interest and made me want to keep
trying even when the frustration vas rising. Even vhen
the solution is known, luck can still play a part in
e carrying cut of the final triumphant acts.

I recoamend this adventure to all Eamonites, young and
old, novice and experienced. The difficulty is mostly
in the probles solving rather than survivability,
Noderate characters and above should be able to
compiete this adventure, although it nay take a couple
af friee,
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Adventure Naae

Main Hall and Beginners Cave
Lair of the Minotaur

. Cave of the Mind

. lyphur Riverventure
. Castle of Doom

. Death Star

Devil’s Toab

. Rbductor’s Buarters

Assault on the Cloneaaster
Magical Kingdom

Toab of Molinar

Quest for Trezore

Caves of Treasure Island
Furioso

Heroes Castle

Caves of Mondaaen
Merlin’s Castle

Hogarth Castle

Death Trap

The Black Death

Quest for Marron
Senator’s Chaambers
Teaple of Nogurct

Black Mountain

Nuclear Nightmare
Assault on the Mole Man
Revenge of the Mole Man
Tower of London

Apple Island
Underground City

The BGauntlet

House of 111 Repute

. Orb of Polaris

Death’s Gateway

Lair of the Mutants
Citadel of Bload

Buest for the Holy Grail
City in the Clouds
Museum of Unnatural History
Daemon’s Playground
Caverns of Lanst
Alternate Beginners Cave
Priests of Xia!

Escape from the Orc Lair
Swardduest

Life Buest

Future Quest

Ficnic in Paradise
Castle Kophinos

Behind the Sealed Door
Eamon Bluff

Devil’s Dungeon

Feast of Carroll

Author Naae R

e

Donald Brown
Donald 3rown
Donald Brown
Jia Jacobsan
Donald Brown
Denald Braown

Jim Jacobson

Jis Jacobsen
Donald Brown
David Cook
Donald Braown

Jia Jacobsen

6. Benz / F. Braun
Williaa *Davy’ Davis
John Nelson

John Nelson
Randall Herson
Ken Nestle

John Nelson

John Helson

John Nelson
James Plasondon
James and Rohert Flamondon
Jahn Nelson

John Nelsan

John Helson

John Nelson

fred and Sandv Smith
Dcraid Browe
Steve Adelson
John Nelsan
finonvaous

John Nelsen

Bob Linden

Evan Hodson

Evan Hodsan

Evan Hodson

Evan Hodson

Rick Volberding
Rick Volberding
Rick Volberding
Rick Volberding
Marty % Ed Bauman
Jay Hinkleaan
Roger Pender
David Crawford
Roger Fender
John Nelson

Don Doumakes

Tim Berge

Tim Berge
Jeanette Merriil
D ¥ J Lilienkaap
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1.
72.
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74,
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80,
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84,
3.
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88,
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100,
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Adventure Name

Crystal Mountain
Haster’s Dungeon

The Lest Adventire
Manxome Foe

Land of Death

Jungles of Vietnanm
Sewers of Chicago
Harpy Cloud

Caverns of Doom
Valkenburg Castie
Modern Froblees

School of Death
Dungeans of Xencn
Chaosium Caves

Seith’s Stranghold
Black Castle of NaSog
Toab of Y'Golonac
Operation Crab Key
House of Eamon Ridge
The Deep Canyon

Dharma Buest

Temple of the Guild
Search for Yourself
Temple of the Trolls
The Prince’s Tavern
Castle of Count Fuey
The Search for the Key
The Rescue Mission
Escape from Mansi Island
The Twin Castles
Castle of Rivineta

The Time Fortal

Castle Mantru

Caves of Hallow fountain
The Shopping Mall
Super Fortress af Lin Wang
The Tooasdav Clock
Future Quest I

The Fugitive

Flving Circus

Biood Feud

Haze of Buasequeton
Chamber of the Dragons
House of Secrets

Slave Pits of Kzorland
In the Clutches of Torrik
Sorceror’s Spire
cround Ierc

Eamon Railroad

Top Secret

The Lost World

The Strange Resort
Caap Eamon

The Last Drazan

Author Name

en Heffman
Jett Allen
Jeff Allen

Ray Olszewski
Tim Berge

Jeft Allen
Jeft Allen
Ailan Forter
Mathew Nullin
Jett Weener
Bonnie Anderson
Kurt Townsend
Sam Bhavani
Saa Bhavani
fllan Parter
Doug Burrows
Robert Fomanchuk
Joe Vercellone
Tim Berge

Kenn Blincce
Rocer Pender
Don Douzakes
Don Doumakes
John Nelson
Hob Davis
Donald Broan
Donald 3rown
Donald Brown
Scott Starkev
Jie Tankard
Robert Karsten
Ed Kuvpers
Steve Constanzc
John Nelsan
Allan Perter
Saa Fhayani
Jig Tankard
Roger Fender
Dor Doumakes
Rick Krebs
Rick Krebs
Brian Kondaiski
Brian Kondalski
George Gunn
Rick Hersam
dohn Nelson
John Meisan
Sam

Szm

Saa

Saa

Sam

Robert Siemon
Roger Pender
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Adventure Name futhor Name R

[

Tssue

7 108, Mines of Moria Sam Ruby 3:8 VN2
109. Forest Of Fear Sam Ruby 76 VNI
110, Fire Island Gregq Gioia )

{11, Vacation in Europe David C. Saith 314 VINZ
112, Hills of History David C. Saith 03
113, Orb of Mevtrelek Rick Voiberding 7:8 VAN
114, Thorar’s Ring Thomas Iuchowski 95 16 VINI
1153. Ring of Dooe Sam Ruby 0: 0
114, The Iron Frison San Ruby 1 ‘
117, Dungeon of Doom Dan Knezek 0:10
118, Pittfall Scatt Starkey 0:0
119, Brunewalde Pat Hurst t:d
120, Orb of My Life John Nelson :7 VNI
121. Wrenhold’s Secret Vigil Bob Davis y: 8 VINI

This listing is provided to you as a public service of your local
National Eamon User's Club. Any Public broadcasting or reproductlion of
this listing is strictly prohibited without written permission and
will be punished by endless litigation, legal hassles, strange

meandering beings following you about on dark streets at night, and a
curse upon your best character.

The listing gives the names, authors and a rating and difficulty for
fi. 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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Reported by: Date
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>

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):

~
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Bug No. Date Received Fixed
Version Newsletter Fix Type
Status Action




NATIONAL EAMON USER'S CLUB
QUESTIONAIRE II

Yo
<« 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.)

If so, what setup, per month, would 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.

[T

And at what price per month do you think” would be fair?z
2. Please rate the newsletter articles on the following scale:

Bug Bytes

Eamon News

Utility Lines
Customizer's Corner
Designer's Den
Club News

Adventure Tips

Very useful
Somewhat useful
No Opinion
Somewhat unuseful
Unuseful

U Wb
oo oion

RERRAR

~ Spotlight On:
3. How often do you play Eamon?
——— it AT
— A6
- _~“DOnce a ga¥,. <

=25 t imes ja.week
-~ _~Once a weeki?! !
y Qnce a monihd
Once a year
Never
Other

LR

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:




