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John's Editorial 

Greetings, once ag•in! I hope you •11 hive had a 
wonderful spring and •re ready for su11er. I have 
started •nother diet, as I do every spring, but THIS 
ti1e I'1 SERIOUS! 

Not ■uch his hippened since the last issue as far as 
new Ea1on Adventures, but we've fixed a lot of bugs and 
done so1e re-organization. 

Bob is gone per1anently now so I can start talking 
about hi1 any way I want. (Nya!l Anyway, since Bob is 
gone and I•• running the whole show here, I a1 asking 
for volunteers. 

I have been unable so far to find anyone highly 
qualified to work long hours in their spare ti1e for 
nothing and also be willing to re-locate to Des lloines 
!Doesn't see1 like so 1uch to 1e!l 

Toi Zuchowski and Pat Hurst have been very helpful to 
1e in putting stuff together for the club ind I really 
appreci•te it very 1uch. lfhile they aren't re•lly on 
the staff, it helps when they can provide so 1uch 
input. I would like to hear fro• 1ore of you, with 
input we can share with all of the 1e1bers. 

Correspondence of a specialized nature (questions 
requiring special attention, etcl is about the 1ost 
ti ■e consu■ing of the activities I perfor■ around here. 
I would Like to be able to play adventures 1ore often, 
and I would really like to wri te so1e ■ore adventures, 
but I haven 't had ■uch ti■e for that lately. 

Well, I've ra■bled long enough. I didn't really have a 
point to ■ake -- I just wanted to encourage you all to 
be ■ore active in the club and contribute so■ething we 
can all benefit fro■. ' Huff said! 
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EAMON NEWS 

by To• Zuchowski 

New adventures: 
145 Buccaneer! 
146 The House of Horrors 
147 The Dark Brotherhood 
148 Journey to Jotunhei1 
149 Eleaental Apocalypse 

by ht Hurst 
by Dan Cross 
by Pat Hurst 
by Toe Zucho1ski 
By Sa■ Ruby 

Pat Hurst just keeps getting better, fine tuning plot 
and play to a nicety. 'Buccaneer!' and 'The Dark 
Brotherhood' will surely rant a■ong the finest Ea■ons 
ever written. They are both 2-disk adventures, and 
both disks are craued full. In 'The Dark 
Brotherhood', you ■ust find a way to break the power of 
the evil god behind the Brotherhood, and restore the 
power of the good god Phrax. 'Buccaneer! ' is reviewed 
in this issue. 

'Journey to Jotunhei1' is a Norse Saga, in which you 
■ust aid the gods in the recovery of Thor's Ha11er fro■ 
the Frost 6iants. Tons of special progra11ing, 96 
Effects, and a vocabulary of several hundred 110rds. 

'Ele■ental Apocalypse' is a FOUR dist adventure, in 
which you ■ust undertake a long journey and throw do1111 
the evil Ele1ent Lords. Each disk is a separate 
adventure that you NUST co1plete before undertaking the 
next. It is full of traps and difficult to survive at 
ti1es, but I personally got quite involved in it. Sa■ 
is getting ■uch better at getting the bugs out before 
release, too. 

John tells ■e that 'The House of Horrors' has so1e good 
stuff in it, too. Unfortunately I haven't seen it, so 
I can't tell you what it's about . 
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EiMoN ADVENTURER'S LOG 
=NATIONAL EAMON USER'S CLUB= 

Club Staff ... 

John Nelson - Sno1y White 

... and his d1arves: 
Toi, Pat, Bob, Dan, Steve, Sary, • Dopey 

NOTICES & JUNK 

NEW CLUB ADDRESS!!! by Jennifer Nelson 

A fe• 10nths ago •e had s01e uninvited guest1 re10ve 
certain ite1s of personal property of assorted value 
1ithout our per1ission. Ne have since taken Certain 
1easures to prevent a return engage1ent. One result is 
that we have changed our address and gone to the use of 
a P.O. box. So, heads up and please take notice of a 
ne• ■ailing address. Send all 1ail and correspondence 
to P.O. Box 38187, Des "oines, IA Sf31f. Thanx "UCH. 

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

Tech Support Dept. by To■ Zuchowski 

We all get a big kick out of discovering a new, 
well-done Ea■on. It's a lot of work to do one RIGHT, 
but the new author has a big advantage these days that 
didn't exist a year or t•o ago, and that is the fact 
that a lot of existing Ea■on adventures contain 
powerful techniques and routines that so1ebody spent a 
lot of ti1e to develop. There is a wide range of 
things that have already been done that you can easily 
incorporate into your o•n adventure, ranging fro■ new 
co11ands to sound routines to techniques for expanding 
the nu1ber of roo1s or artifacts beyond the original 
design li1its. 

A lot of the new adventures that we see wire designed 
•ith the old version S.f Dungeon Designer Diskette. It 
is a 1istake to design a new dungeon with an old DDD • 
Set the new 6.2 DDD! The 6.f DOD had a nulber of bugs 
and ainor proble■s that will aake your work look sloppy 
c01pared to using 6.2. And the S.f version is 
hopelessly outdated by today's standards, with only 
about half the features of the 6.x version. 

SPECIAL OFFER: Your Naster Dungeoo Design1r Disk1tte 
is subject to the sa1e upgrade offtr that John has 1ade 
in this issue's Bug Bytes coluan: Send in your old ODD 
"aster Diskette to John, and he •ill upgrade it to the 
latest, 1ost up-to-date version for St.ff. John has 
also offered to sell the 6.2 DDD for St.If if it is 
ordered at the sa1e ti1e as Sor aore adventur,s • 

It isn't at all necessary to include tons of special 
progra11ing in your own adventure's IIAIN P&ft. You only 
ne1d to look at John Nelson's adventures to see that; 
John is the "aster at doing really great adv111tures 
•ithout perfor1ing ■ajor 1odifications to the base IIAIN 
P6N. But it is the special features that can turn •hat 
1ight be an other•ise aundane adventure into Soaething 
Special. I have seen great i1ple1entations of 1agic 
spells, 1ultiple saves, 1ultiple disks, 4f/Bf colu■n 
display, ausic, and so on. 

The list goes on and on. John hopes in the future to 
get 'Guest' Designer's articles fro■ people •ho •ould 
like to share their tricks with the rest of us (see the 
Designer's Den in this issue.) If you are interested 
in doing one, let John kno• about it. 

As a ne• feature to offer to the Club 111ber11 I 
propose to act as a clearinghouse and infor1ation desk 
for those who are struggling to •ork out special stuff 
for their own adventures. I can suggest •hich 
adventures to refer to for specific features, and I 
have seen so■e very powerful techniques us1d in other, 
non-Ea■on Apple progra1s. Is your adv1nture 15 sectors 
too long for a single diskette? Do you •ant to use 
lo1er-case text that will autoaatically print out in 
upper-case on the old (like ■ine!l Apple ll's? Do you 
Nant to use 1ore than lff rooas? Having trouble aaking 
that special routine co■e out right? Concerned 1bout 
old Apple II 81-coluan co1patibility? 

For assistance of a technical nature, drop le a line: 



Try to be as specific as you can in describing the 
proble1 you are having or the feature you would like to 
i1ple1ent. 

The i1portant thing is for you to go that extra 
distance. There are several adventures out there now 
have good 1aps and quests but 1ake so little use of 6.f 
features and special progra11ing that they 110und up 
being about as exciting as the Beginner's Cave. It is 
i1portant to add those extra features, but there is no 
reason to spend weeks re-inventing so1ething that has 
already been worked out; that ti1e would be 1uch better 
spent figuring out so1e extra puzzles or adding a 
secondary quest to the plot. 

If you can find a "AIN PS" in an existing adventure 
that can do everything you want, feel free to adapt it 
to your own use. I think that 1ost if not all Ea1on 
authors would be flattered to see that so1eone else 
thought that their work was so good that it was worth 
borrowing. After all, this stuff IS public-do1ain, and 
believe ae, it HAS been done before! But if the 
adventure you •ant to borrow fro1 is not at least 
version 6.1, you would probably be better off just 
taking the special routines that you like and adding 
the• to the 6.2 version. This way you will have the 
considerable built-in power of the 6.2 "AIM PS" 
available for your ONN special stuff. 

Set to it! Ne are all waiting anxiously for YOUR Ea1on 
adventure! 

DESIGNER'S DEN 

by John Nelson 

Okay, last 1onth I wanted to bring you soae infor1ation 
fro• Pat Hurst, but I lost it. Pat has been kind 
enough to supply 1e with another copy (although I •ish 
he hadn't thu1b-tacked it to 1y forehead!) Anyway, 
thanks for the contribution, Pat. 

Pat is, in 1y opinion, one of the best Ea1on authors we 
have. (Actually, probably 1y favorite, but I won't tell 
hi1 for fear of giving hi• a swelled head.I Pat has 
written Srunewalde, Buccaneer, Pyra1id of Anharos, and 
The Dark Brotherhood. "ost of his adventures are real 
epics and won't fit on a single disk, 

The descriptions are very good and continue to keep a 
person's interest. Pat would like to explain one of 
the techniques he used in one of his adventures. So, 1 
turn the rest of the colu1n over to Pat: 
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In designing 1y adventure, Buccaneer!, I had a proble1 
in setting the reactions of the various 1onsters. 
There are several islands that the adventurer 1ay visit 
and the inhabitants of each island react to the actions 
of the adventurer while on the island. The adventurer 
1ay peacefully trade on one island, but on another he 
1ay have to fight for his life. By his choice of 
actions, the adventurer is responsible for aonster 
reactions. If he does the wrong thing (such as attack 
one of the inhabitants, intrude on a sacred area, or 
disturb an i1portant ritual), the 1onsters 1ay beco1e 
very unfriendly, The proble1 is that each group of 
1onsters 1ust be treated separately fro1 the other 
groups while each individual in the group 1ust be 
treated the sa1e as other 1e1bers in the group. 

The 6.1 ODD contains a 1echanis1 for a te1porary truce 
involving decre■enting the variable TT. This variable 
is checked in line 311 of the "AIM P611 so that aonsters 
won't attack until TT= I. By setting TT, the designer 
sets the nulber of turns that 1ust elapse before 
unfriendly 1onsters attack. But in ■y case this truce 
period could be of unli1ited duration as long as the 
adventurer didn't provoke a fight. Using a single 
variable TT to handle all of the possibilities was 
i ■possible. (Note: iapossible ■eans too ■uch 

progra■■ing for 1e!l 

Ny solution requires that all 1onsters in a group 
should be assigned the sa1e group nuaber. This group 
nu■ber was placed in the agility field, since this 
field is not used for 1onsters in the Ea1on base 
progra■. 

I reserved an agility nuaber of zero for independent 
1onsters. Each group of ■onsters is given a unique 
agility nu1b1r, greater than zero, co11on to all 
1onsters of that group. During the initialization 
phase, each 1onster is assigned a neutral reaction 
("D1(",14) = 2). Nhen an event occurs to change this 
reaction, a subroutine changes the reaction for all 
■onsters in the group by searching on the 1onster 
agility field. 

In 1y adventure, the process is further si1plified by 
dropping the SIYE co11and, which redeter1ines reaction. 
Of course, the 6IYE routine could have been 1odified to 
also function in this 1anner, but it was unnecessary in 
1y adventure. I also assu1ed that if certain events 
occurred, the 1onsters involved would beco1e ene■ies of 
the player. Again, this 1ay be altered to your needs. 



The steps to follow ire: 

ll Assign 1onster agility nulllers in the design 
process of editing 1onsters. 

2) Assign 1onster reictions in the JNIT phise 
(stirting in line lHf) of the NAIN P6N (see exiaple 
below). 

1145 FORK= 1 TO 8! NDIIK,14) = 2: NEXT 
1151 FORK= 11 TO 12: NDl!K,141 = 2: NEXT 
1151 FORK= 18 TO 22: NDI!K,141 = 2: NEXT 

Nonsters 1-8, 11-12, ind 18-22 ii hive neutril 
reactions until provoked. 

3) Check for events thit trigger reaction chin9es, ind 
do a SOSUB 7951 (code given below) when then reictions 
chinge. 

In line 7311, bel0t1, the pliyer has atticked 1onster 1. 
In line 11475, the player his blisted 1onst1r 1, ind in 
line 31131, he has done S01tthing dristic that the 
1onster didn't like. 

Exi1ple: 

(delete line 7311) 
7311 IF ND11N,2J > I THEN GOSUB 7951 
7312 IF NOT HIT THEN 7361 
11475 IF NDI!N,21 } I THEN 60SUB 79:11 
31131 PRINT "' THE HERETIC BlASPHEIIES! ATTACX!'": 

N = 1: GOSUB 7951 

4) Change the reiction of ill 1onsters in the affected 
group. This wil be all 10nsters with the saae igil i ty 
as 1onster N. 

7951 FORK= 1 TO NII: IF NDIIK,21 = ND11N,2l THEN 
ND%!K,14l = NDI IN,141 

7951 IF NDI!K114l <> 2 THEN NDI!K,21 = I 
7953 NEXT: R3 = ROON: GOSUB 36ft: RETURN 

5) El i1inate all references to TT. (optionill 

Editor ' s Note: The ibove routine wis iltered slightly 
fro1 Pat' s originil routine to like it fister ind 10re 
efficient. Line 7951 is optionil. Its purpose is to 
1ake the 1onsters only change their reaction once ind 
never change their 1ind. If you Wint to be ible to 
chinge a group back ind forth, it should be re1oved. 
Also, Pit's originil routine only 1ade 10nsters 
unfriendly and would not 110rt to like a group friendly. 
This NiS iltered by the editor to work either Wiy. 

SPOTLIGHT ON 

(Ratings ire given on a stile of J to 11 with JI 
highest. For1it is R:D where R = rating for setting, 
description ind plot; D = rating dor difficulty, 
proble1 solving and survivibility.l 

1124 - Assaul t on Dolni Keep 111:61 by Toa Zuch011ski 

Reviewed by Pat Hurst 

Extri co11ands: REIKEST, INFO 
Deleted couandes: TA«£, BLAST, HEAL, POMER, SPEED, 
NAVE, SAY, READ 

Special features: 41/Bf coluan capability, extra file 
containing notes ind hints for the advNture, fast 
start feature, c01atnts by idventuring coapanions, 
1ultiple saves possible. 

Playing ti1e: 311inutes - 2 hours 

Description: You have been sought out to aid your two 
friends lfro1 Thror's Ring, 11141, Gori• the Dwarf and 
Galehir the Mood Elf, in the rescu, of the High-Elf, 
Fro1ir. Fro1ir' s wisd01 is a vital asset to the forces 
of good in Niddle-earth, but he has been siezed by Ores 
and i1prisoned in Dolni Keep. Stor1ing the keep IIOUld 
insure the quick de1ise of Fr01ir, but a saall group 
1ight be able to penetrate the keep and effect the 
rescue. Gori• is going because the k11p is of Dwarven 
construction. 6alehir is going because the rescue of 
an Elf warrants an Elven representative. You are 
invited to join because the expedition needs a salty 
adventurer experienced in ar1s. 

Co11ent: Despite the fact that this adventure has a 
s1all nulber of ro01s, unifor11011sters lores), and a 
reduced couand list, it is a real treat to play. A 
consistent theae is developed ind adhered to 
throughout. This is not a hack-and-slash adventure but 
a realistic treataent of the rescue thtte. It plays 
10re realistically then 1ost Ea1on adventures. The 
player is an actor in the flow of ev1nts rather than 
the agent who deter1ines everything that happens. 
Thus, the adventure can be undertaken by an 
inexperienced character as well as an experi1nced one 
•ith al1ost equal chances of success. The experienced 
player aust always bear in 1ind the ultiute purpose of 
the foriy and subli1ate the usual Ea1on instincts to 
plunder and kill that he has probably nurtured through 
his previous adventuring. 



The descriptions are •ell done and lend a feeling of 
action to the adventure. It's al1ost a pleasure to go 
astray occasionally to see how well the author has 
covered all the bases. Your co1panions offer co11ents 
•hich add an extra touch of realis1 and i1bue the1 with 
a personality not usually accorded to non-player 
characters. You 1ay check their health, inventory the 
ite1s they are carrying, or request objects fr01 the1. 
They each have special skills and the ability to s•itch 
•eapons in co1bat. For exa1ple, 6alehir carries spare 
bo•strings in case one should break in co1bat. 

The adventure can be displayed in either 41 or Bl 
colu1ns and is coapatible •ith several 81-coluan cards, 
Yidex or Apple //e coapatible. There is a fast start 
feature •hich loads the initial status of variables and 
para1eters in 1uch the saae way as restoring a saved 
ga1e. This significantly reduces start-up ti1e. The 
NOTES-CO""ENTS-HINTS files discusses so1e of the 
special progra11ing and how it is designed. In 
addition this file lists adventure hints in 
chronological order so that the player can get help 
without revealing 1ore of the adventure than necessary. 

Overall it is an excellent adventure with several 
innovations which greatly i1prove playablility. The 
"AIN PS" !si1ilar to that of Thror's Ringl 1arks a 
radical departure fro• the standard one and •arrants 
so1e study by prospective Eaaon adventure designers. 

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

1129 - Return to Noria (8:91 by Saa Ruby 

Reviewed by Pat Hurst 

Extra co11ands: PULL, DIS, WEAR, REltOYE 
Deleted co11ands: TAKE, POIIER, SPEED, WAYE 

Special features: sequel to 1118 - The Nines of "oria; 
extensive background infor1ation about Sa1's 
Niddle-earth adventures is provided in separate 
progra1s; t•o-disk adventure; Intro pg1 provided in 
both upper and lower case versions; SAYE to a separate 
disk 

Playing ti1e: 6 - 24 hours !depending on how 1any ti1es 
you 1eet an auto1atic deathl 

Description: A desperate council has gathered in Ninas 
Tirith, stronghold of 6ondor, to deter1ine a course of 
action to save Niddle-earth fro1 the hordes of Sauron. 

Sauron'1 ar1ies have taken Osgiliath, the bridge into 
S011dor1 and only Ninas Tirith stands betwetn Sauron and 
the conquest of all 6ondor. In the last attack the 
1ithril bars that seal the 1ain gate of ftinas Tirith 
were broken, and another attack could tasily breach it. 
Although 1ost of the fighting aen of S011dor have been 
gathered into ftinas Tirith, thty are still hopelessly 
outnu1bered and will certainly be destroyed if Sauron's 
legions penetrate the city. The council quickly 
decides that new 1ithril bars 111st be obtained to 
secure the 1ain gate, but this brings back bad ae1ories 
of Noria, the only kn01111 source of 1ithril. 

Even if 1ithril can be retrievtd fr01 Ilaria, Sauron uy 
still overrun Ninas Tirith by sheer force of nu1bers 
unless additional forces aid 6ondor ' s cause. The 
dwarves would help, but they have sustained heavy 
losses and are conteaplating acceding to Sallron's will. 
The various groups of dwarves are splintered and there 
is no leader to unite the• against Sauron. The return 
of Durin the Deathless is necessary to rally the 
dwarves. He is said to sleep in the depths of "oria 
where he awaits the ti1e of the dwarves' greatest need. 
Again, ftoria is the focus of your interest. 

The council decides to send an expedition into Ilaria. 
Boro1ir, the steward of 6ondor, volwiteers to go since 
Sondor no longer requires a ste•ard when the king is 
present. 6i1li, an eaissary fr01 the dwarves, 
volunteers to go to find Burin and to search for a 
group of dwarves who tried to retake ftoria four years 
ago. Legolas, an elven prince, volunteers to help his 
good friend Si1li. Then everyone looks to you. Will 
you venture again into the underground haunts of "°ria? 

Co11ents: This adventure is a solid offering and 
provides both hack-and-slash and problu solving. The 
first half of the adventure is 1ainly hack-and-slash 
•hile the proble1 solving occurs 1ainly in the second 
half. This creates the 1ajor drawback of this 
adventure - if you don't successfully solve the 
proble1s, you can easily die. This aeans replaying the 
adventure fro• the beginning and repeating all of the 
hack-and-slash land there's a lot - why else would he 
give you 3 co1rades at the start!). There are quite a 
few ways of 1eeting instant death in the second half of 
this adventure. It pays to look things over carefully 
before doing so1ething potentially fatal. 

There are 10re artifacts than usual since dead bodies 
are not art ifacts but 1erely 1arkers. This abundance 
of artifacts allows the player to interact with 
environ1ent to a greater extent than in 1any 
adventures. The descriptions are extensive although 



so1ewhat repetitive in places, particularly in 
describing ores and trolls - but then again, there are 
lots of ores and t rolls. The author strongly suggests 
that a player first adventure in 1188 - The Nines of 
Noria, before trying Return to Noria. This is not 
absolutely necessary but there are references to events 
fro■ 1118 that would 1ake ■ore sense to s01eone who has 
played that adventure. 

This disk has sate additional 'specials' to recONtnd 
it. There are 3 extra progra1s included that provide 
extensive background infor1ation. PROMUNCJATJONS lists 
the pronunciations of so1e of the na1es of 
Niddle-earth. THE HISTORY OF THE DIAIIVES provides an 
extensive history of Niddle-earth wi th e■phasis on the 
dwarven race but covering 1uch ■ore besides. NIDDLE 
EARTH ADVENTURES is a listing of the 8 ftiddle-earth 
adventures designed by the author. He notes their 
chronological order and their the1atic connections. In 
addition, he reviews each one individually •ith a plot 
synopsis; ratings for 1onster conttnt, treasurt 
content, descriptions, probln solving, etc,; and his 
own overall rating of the adventure. 

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

1131 - Haradwaith 17:7> by Sa■ Ruby 

Reviewed by Pat Hurst 

Extra co11ands: ftAIN, MEAII, REftOVE, BUY, SELL, SAIL 
Deleted co11ands: BLAST, POIIER, SPEED, LI&HT, PUT, FREE 

Special features: a special naval pg1; requires an 
extra blank disk 

Playing tie: 3 - 6 hours 

Description: The land of &ondor is 1enaced by its 
traditional ene1ies who are 1assing forces to attack 
and destroy it. Corsairs fro■ Utbar and Black 
Nu1enoreans have asse1bled a large fleet to assault 
6ondor by sea. The Haradri1, the warlike people of the 
southern desert waste of Harad, has asse■bled an ar1y 
to assault 6ondor by land. If either attack surprises 
6ondor, it will surely fall to its archNenies. 
Advance knowledge of the attacks is para1ount to the 
defense of 6ondor. If a spy could penttrate the 
southern waste, Haradwaith, and steal the battle plans, 
then perhaps 6ondor could be saved. Anyone •ho 
undertook this 1ission •ould be confronted by the 
arduous task of crossing Haradwaith, locating the plans 
in the 1idst of the ene1y, and escaping with the plans 
back to 6ondor. And there is little chance of finding 
any help in the land of the ene■y, although the three 
foes don't always get along wel l with each 
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other. It' s a solo job for an exptrienced adventurer 
with courage, strength, and battle skill - na■ely you! 

Co11ents: This is a relatively straight-forurd 
adventure with plenty of co■bat. There is one problN 
in that two sets of plans aust be obtained, which is 
not clear froa the adventurer's introduction. The 
author takes this clear in his NIDDLE EARTH ADVENTURES 
PR06RAft (see review of ' Return to Ilaria'), This 
proble1 is coepounded in that if the naval plans are 
obtained first, the pr01Jr11 terainatn without giving 
the player a chance to obtain the stcond set. The 
co■bat involves a lot of ■onsters, uny of llhich art 
quite tough. The adventurer needs a strong weapon to 
have any hope of defeating thest aonsttrs. 
Unfortunately, since there is so 111ch cOlbat, it's 
likely that the adventurer's Ntapon will be fu■bltd, 
break, and severely injure or till the idventurer. If 
you lite to slug it out, this is I good choice for your 
Ea■on library. 

The naval prograa is an interesting c•ang, froe the 
nor1al Ea■on for1at and is wtll done. It requires sc:a 
disk swapping, but the directions are clear and tasily 
followed. The coaaand for1at uy sen strange at 
first, but it isn't really difficult. Re1e■ber, play 
this part of the adventure last. 

There is also an interesting subplot which requirn a 
good deal of attention to details. All that can be 
said is that the rnard is c011ensurate to the tffort. 

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

1141 The Infested Fortress 13:4> - Nike• Piul Huaota 

Reviewed by Pat Hurst 

Extra co11ands: TOUCH 
Deleted co11ands: none 

Special features: none that I could find 

Description: Kildarin's fortress was knolffl for its 
hospitality, exe1plified by its excellent food and 
drink. It was storied by a large group of 1onsters led 
by Sakkian warriors, Outnu1bered, Kildarin fled to the 
nearest city for help. He hires you to recapture the 
fortress. You can keep any treasure that you find and 
he will send along a paladin froa his Dllfl forces to 
assist you. As a fi nal gesture, Kildarin blesses you 
with a 1edallion of Hupp, the &reat Manderer of the 
North. 

Couents: This adventure is a routi ne 
kill-the-1onsters dungeon. There is nothing 



particularly 1e1orable about it; and if I hadn't ben 
planning to review it, I probably wouldn't have 
finished it. ftany of the co11ands are useless as the 
authors haven't done anything with the1. The PONER 
spell has the standard outco1es provided on the DDD. 
There is one artifact to open, but it isn't locked and 
there is nothing in it. There is nothing to read. 
There appears to be a set of bound victi1s to frH, but 
the authors didn't deal with that and have 
short-circuited the FREE couand. The touch co11and 
was added, but it is only effective in a single place. 
There are no proble1s to solve or tasks to acc01plish. 
There are no Effects in the EAltON. DESC file at all. 
The one saving grace that this adventure has over 101e 
others of this genre is that it is not full of 
gra11atical errors in the descriptions. (Not that 
there aren't so■e; just not as ■any as southing like 
The Beer■eister's BreHry- a real dog). Tht difficulty 
rating of 4 is due to the toughness of s01e of the 
■onsters. This ■ay be a proble■ for weak adventurers. 
Overall, I wouldn' t rec011end this adventure unless you 
are looking for a ■indless kill ca1paign. 

1145 - Buccaneer! 19:91 by Pat Hurst 

Reviewed by To■ Zuchowski 

Extra Co11ands: PAY, 6A"BLE1 STATUS, D161 PACE, SEARCH, 
SELL, VOYA6E 

Special Features: Two-disk adventure; SAVE to an extra 
diskette; voyaging on the open sea. 

Playing Ti■e: 11-21 hours 

Description: "It pro1ises to be an exciting day in 
Evenhold. The pirate Henri Le ftarque, scourge of the 
"alphigian Sea, is slated for execution today. The 
execution will take place at the jailyard in the harbor 
district. In case the hanging isn't enough of a lure, 
Le Narque was the 1ost successful pirate of the 
Nalphigian Sea, and reputed to have hidden a king's 
ranso1 in booty. Perhaps, when faced with the gall01ts, 
he will 1ake the grand gesture of sharing what he 110n't 
be able to enjoy. 

"Be on your best behavior, because the harbor patrol is 
accusto1ed to deal ing with waterfront scu1. If you 
want to scrap with so1eone, be sure that you are in a 
very private place; a place where no one will su11on 
the watch." 

Co11ents: Pat Hurst has shaped up as one of the best 
EANON authors of all ti1e. His puzzles are tough, his 
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reasoning tight, his stories consistent, and his 
descriptions are so rich with detail that they are 
generally two-disk adventures. Buccaneer! is no 
exception. It is a two-part adventure, one part to a 
disk, and each disk is ju■ed to the li1it with 
detailed descriptions, scores of special effects, and 
special progra11ing. 

The first part of Buccaneer! involves your Hcapades in 
the harbor district of Evenhold. There is no specific 
quest here, but there are dozens of things to get 
involved in. You can drink, fight, galble, steal, get 
arrested, get shanghied, bribe your way into places you 
don't belong, attend the hanging of Henri Le ftarque, 
1ake business deals, hire a ship, ere• it, prepare for 
a sea voyage, and ■any other things as •ell. The 
general idea is to pick up so1e clues about the 
whereabouts of Le "arque's treasure, and prepare to put 
to sea in search of the treasure in part two. It even 
appeared possible to set yourself up in business as a 
s1uggler or freebooter. 

Part two is actually a c01pletely separate adventure, 
with its own ftAIN P6" and text files. There is a 
transfer of infor■ation fr01 part one, so that part two 
uses the ship, crew, and artifacts that you obtained in 
part one. Part two is an adventure on the "alphigian 
Sea, in which you can sail to a half-dozen islands in 
search of treasure and adventure. There is a lot that 
can happen while on the high seas, including encounters 
with 1erchants ships, pirates, naval vessels, sea 
1onsters, uncharted reefs, stor1s, and 1utinies. How 
•ell you fare •ill depend on ho• co■plete your 
preparations ,ere in part one. Every island is uniqueJ 
a 1ini-adventure in its 01n right. The sea is not 
structured into roo1s but allows you to sail •here you 
will; also, the sea is quite large and requires expert 
navigation. 

The seagoing adventure is unique in its execution. The 
effects are very good, and the ship-to-ship battles are 
very well done and full of surprises. It is not 
difficult to get yourself killed on so■e of the 
islands, but Pat has 1ade it very easy to restart part 
two without needing to return to part one or perfor1 a 
SAVE. 

"r first i1pression of Buccaneer! 1as that I 1as 
s1othering in detail. It is very richly described, 
•ith ■ost descriptions running to 11-12 lines, and 
takes a bit of play to fa1iliarize yourself with things 
before you can begin to really figure the■ out. It is 
not an adventure that you can casually sit d011n to and 
expect to get anywhere quickly. I had to 1ake pages 
and pages of notes and ■aps before I had learned enough 
in part one to take a shot at part tNO. It 



t1t1s • lot of thou1ht to figure out hCMI you •int to go 
about tht 111 voyage. There 1r1 tight ships to choose 
froa, ringing froa I sull f1lucc1 •ith I crN of 4 
(good for sauggling?l to I huge p1cttt ship •it• 12 
guns, 3 officers, ind I ere• of 24. You h1v1 51 or 61 
prospective cr ... n to choose froa, ud 11ch is 1 
distinct person, •ith differing 1bilitin 1t1d ■ar1l1. 

You •ill nttd to Hltct officers if your ship rtquirn 
th11. If you choose to ship cargo for trading in the 
islands, you •ill nttd to dtttr■int llhich of tht uny 
Hrchintl you •isb to d11l •ith. And you 111st bt 
certain that you have obt1intd everything that you nttd 
for the voyage, fro■ gr119 for the er•'• ■aralt to 
1ateri1l1 to repair daugt at 111. 

This ••• a very tnjoyiblt 1dvtntur1, 111d 111 tht ■art 

satisfying for requiring I gr11t dt1l of tb01HJht and 
cartful dtcision uong the ■illy options. ftoNvtr, it 
••s III expensive undtrt1tingJ I had to spend nearly 
2t,Hf in told to Oltfit ■y ship Hd put out to ua. I 
fOllld 1111 tr111ur1 thin that 111d 1ctu1lly had I ntt 
LOSS 01 6,Nt by the end of tbt 1dvtntur1, an 
11peri111c1 that ■ust be nt•ly unique in the history of 
EAIION. 

------------------------------------------
LETTERS 

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

The follMing is your l1tttr1 coluan. It •ill start 
printing letters frDI our ltlbers 111 service to our 
othtr ■ttbtn llho light Nnt to rtld WIit other, 1r1 
doing. If you unt your letter to 1pp11r in our 
letters colu■n, pleau ltt us kn• 111d n'Il do our 
best to oblige. If you don't ••nt your l1tt1r1 
printed, pltlll let UI tnOI that, too. 

Since those of you .iio wot,. 111d art being printt4 htrt 
havt had no •arning, your nlM 11d 1ddrn1 •ill not 
appear. In tht futurt iSIUII it NY bt printed unltll 
you requtst that•• not print it. 

Tht editor reserves tbt right to print 111 or part of 
tht l1tt1r 111d to tdit it for inclusion in th, 
ntulttttr. 

Let us kn1111 ho• you lite this f11tur1 of our 
nNslttter. 

D11r Ptoplt, 

Help! I netd 111 tht help I can gtt 11 both an 
adventurer and designer. I teach r11ding ind find 
EallDII Adventures are fantastic btc1u11 studtnts love 

thN. Thty lrt 1110 lt•ni19 bOI to tbint, IOht ~ 
problNI, Nltt dtcisioa1, 11kt .. ,. llld r11d. 

I u hoping soatant h11 r1-witt1n tht 11111Ul1. Also 
hopt that IOIICIII hll ipptndtd tlat NYI rOltint to tlat 
b111 lDld progru. 

In any c1s1 I nttd infor11tion. 

<n•• and addrHs not printed) 

11 I 1gr11 •ith Euan'1 pot1Rtill far aiding tduc1tor1. 
I think ■art t1acher1 tDUld lltntfit froe the E1111n 
1tri11. Es,aci1lly sine, you can .,.ign your DIil 
1dvtntur11 to t11ch your stud11t1 1 1ptci1liztd 
lnsan. 

The 11nu1ls hlYI bttn upd1ttd line, dnigllf' di1k1tt1 
6.f ••• r1l1111d and are 1v1il1bl1 in pri■ttd fora froe 
tilt club. Tht ttxt filn for tllt dni911tr 1111111 ii 
includtd on tht DID. Any DII vtrliOII gr11ter thu 4.1 
includn the snt glM routine. - Jahn 11 

Deir Sirs, (or llh1t1verl 

Ne and IY btst fritnd Bill lovt E11on! ! ! And .. HRt 
to 11t1 our a.i advtntur11, but dan't k•• 111 that 
IIICh progr111in9. Do you IIIVt any dills or boob that 
could htlp us?! 

And keep printing your n..slttter! It's tr••t!!!! 

t1 lte don't hnt 111y books that t11ch progr111ing. 
Try your local bootstort or li~nry for that. Ill do 
h1v1 docu1tnt1tion on using your progr111iAg kn•ltdgt 
for Elaon ldventuns. Tht Dtsigntr's lllnual that is 
found on the DDD is I good pl1c1 to start, but it isn't 
111ch of • tutorial. I 11_,.tinton11111u1l calltd 
The Dtsitntr's &aide that •ill bt 1 •ch biggtr ••lp, 
but it is not coeplet, yet. It should bt r1l11ud in 
the ntxt fH 1011ths. I thint tht bnt ••Y to l11rn is 
to look into tht IIAIN P6111 of othtr ptoplt's 1dventurn 
to Sit ho• thty do llh1t tbty lrt doing. a.t■ttn 

looking at tht 1dv1ntur1's code, the D11i9ner'1 Nanu1l, "f 

and the Dnigntr's Dtn col1111 of tht AN1l1tter, you 
shDUld be able to devlop so■, nict 1dvnturn. -- John 
ti 

Dear John, 

I hnt I question about the Buglog pr119n1 on the 
Utility disk. lllen I try to run it on tht original 
disk, I get I DISK Fllll error 111111gt. Mhtn I pit it 
on I disk by itself, I tithtr get 1n OUT IF DATA IN 11 



or i BREAK IN 15 error HSHgt. Mllit u I doing IU'Ong? 

I ilso IIOUld like to get the updites to the idventure 
log progri1 thit ill011s the progri1 to hive ■ore thin 
99 idventures. 

I ilso hive i quntion uout idventure nuabers. lould 
it be possible to Cill or •rite to you to get the next 
inilule nulbtr for inn idventure btfort sending it 
in? And 51111ting of 1dventure nulber1, llhit ire you 
going to do llllen the nuaber of 1dventur11 gon nove 
254? At the preunt rite of grath, th1t •ill be in 
12-18 1011th1. Since the Apple INJT cllllNIMI dots not 
wt over 254 1r1 you 90i11g to 1t1rt ovtr froa one 
ig1in? 

Do you hive uy phns to convtrt Euon for 1ny of the 
681ft chip ucbine1? The RH Alig1 loot1 likl I re1l 
dre1111chine. -- R01Jer Pender 

ff On the Bu9log progr11, it sounds like you h1v1 it on 
i full di1t ind •tn you copy it to 111N disk you 
1ren•t copying the text fil1 th1t it u111 for I d1t1 
fill. If you h1vt dont both of these things ind it 11 
still not IIClf'ting, let • kna.. ltiybe there i1 1 
problN •ith it. I knDII I spent I lot of ti• 
re-.eriting the origin1l version. N1yb1 you hive 111 old 
version. 

The aodific1tions to the 1dventure log progr11 to 111• 
aore th1n 99 1dventurn 1t1y not be quite right. I 1t1de 
1odific1tions to the prOIJrH to bindle this, but llllen I 
ltDllld run the 3 coluan listing option, it troUld tr1sh 
the front of the progru ind you couldn't run the 
progru 1g1in froa ll9Cll'y. I ultiut,ly solved the 
prolllea by 9r11tly enh1ncin9 the prlllJrH ind re-..iting 
it for the 18"-PC. I n011 run it exclusively on the PC 
ind hive hid no further problen •ith it. I •ill run 
SOM IOrt tuts on the old Apple Ylrlion to SN if it 
is i,orking properly btfore I SNd it to you. 

On •dventure nuaben, if you NUld lite to get I nulller 
before you send in your 1dventure, I nn do th1t over 
the phone on the condition th1t the 1dventure ii re1dy 
to put into production. Other•ise, If 11C1Uld hive 91ps 
in the nulbers llllile IDie of our lDAger 1dventures 11tre 
being fin1lized. 

Once the 1dventure nu1bers r11ch 254, I u phnning on 
ch1nging the DDD to not use the Adventure nuaber 11 1 
volu• nulber 111y1Dre. The 1dventure •ill 1till be 
nulbered th1t high, but the voluH nulber for 111 ofthe 
idventurn ibove 254 •ill hive disk volt11e of 254. 

'I 

I do not uve uy pl1111 to convert to uy oft•• 6UN 
chip 1Kbinn, but th1t 11C111't stop IOIICllle tlse froa 
doing it, I cu•t 1fford to teep buying IIN cC11puters 
u they ca. out. EspKhlly for EUOI, 11111ft it 
dOHn't cost justify the nN uchinn. I •ill continue 
to be I centr1l collKtiOll point of infor11tion to put 
people in contact •ith IOIIOftt llllo his the appliution 
for their ucbine, thoup. -- John tt 

-----------------------------
BUS BYTES 

------------------·----------------

by John NtlSOR t111d Toa ZuchOlsti 

I' I giving TOI crfdi t for this colllll bKHH he hu 
aore thin Hrntd it. TOI bH bHn r1111on1illlt for 
fixing eost of the bu91 in the 11st fn 1D1th1. I 1isb 
I knt• ha he fouad tht tiH to go through 111 tht11. 

Ally••Y, tbtrt ue I couple of things I 111111d lite to 
cover btfore getting into tht bugs tbtlulvts. First, 
I kn• there &rt 101t of you out lbtrt llllo 1nn•t sure 
of ha. to go uout utiag I progn■ fix to tht Euon 
diskettes, so I 1ill cov,r the process 191in in 
gtt1er1l. I hive covtrtd -this in p11t i11ue1, but I 
kn1111 you don't ont to dig through voluan of p,st 
issuts to try to dig it out, so I'll rtpe1t 1ynlf. 

First thing you should h1vt is I progru line editor. 
I recouend &PLE, dhtributtd by .. qlt Brirthers. The 
line editor 1t1tn progru cb1n9ts I lot osier. If YDII 
ire not 1illing to 5111114 tht aoney on I prOIJrll liae 
editor, then I hope you litt doi119 tilings tbt bird Ny. 
I feel thil I progru lint tdi tor is tbt 1i119le 10St 
i1portinl piect of soft•1rt you should 11111. Btfort you 
buy I d1hbue, • IIOrd processor, 1 91• or My othtr 
progr11, tht line tditor sllould bt first. 

Any•1y, onurd --- lDld your liae tditor btfort 
1ttnpting to ch1ngt 111y prOIJru lints. Progru line 
fixes listed in this nnsltlltr •ill usually t1kt l• 
for■s. So■eti•s llf •ill list bCMt tht line should 
1ppe1r 1fttr the fix. At otbtr ti111, 1t •ill si■11ly 

list the the things th1t sllould bt cb1n9ed on tht lint. 
It •ill depend oa .bit the 111int 11tbod •ill be. Tht 
idvint1ge of giving the line 1fter tht fi1 is tb1t you 
un see whit the llllole lint sllould loot likt. This 
•ill uke it apparent llllen your dia,tte 1lrt1dy h11 
the fix th1t is being dncribttl. 



lthen you hive to like progril fixes to in idventure, 
the file to be changed •ill be the base progra1, unless 
other•ise specified. The progra1 •ill usually hive the 
niae ftA[N P6ft. When •e standardize in adventure, one 
thing •e do is renaae this file if necessary. 

To 1ake a progra1 fix, be sure the line editor ii 
loaded and type in LOAD IIAIN P&II. Then take the 
changes sh011n in the ne•sletter. You •ill lliftt to chtct 
the line first, so type in LIST nnnn llhere nnnn is the 
line nuaber to be changed. If your l ine don require a 
fix, thin 1ake the chang1 dtscribed. Do this for all 
lines that need to be changed. llhen you are dooe, type 
UNLOCK ftAJN P6ft fol lONd by SAVE ftAIN NIii. 

Another kind of change is one that you aust edit tbe 
files to correct. This kind of chillge is hardtr to 
1ake if you are not faailiar •ith tll1 procus, but • 
IMln't suggest it if •e don't think you c11 do it. If 
the editing is extensive, or ••s large e1ough tb1t • 
didn't t,ep a close rtcard of it,•• •ill suggHt you 
order a ne• copy. lf you ordered your copy froa the 
club, '"' •ill n-co,y it for you for tt.11. Ill cllarge 
the dollar uinly to pay for shipping uterials and 
pashge. 

UIPORTANT NOTES 

PLEASE TAKE NOTE --- If you are going to fix your o• 
adventures, please bt sure you are fuiliar with the 
process and coafortable •ith it, Me'd hate ta 1ft you 
aess up your adventurn. Also, 11ke sure the version 
you have needs the fix dHCribed. It is possible that 
the copy you have has already bHn fixed. You should 
be able to tell by the version nulller and the date. If 
you get your adventures froa saee source other than the 
club, the adventure •ill ao1t likely contain no version 
nuMler, or at least a different one than• are using. 
To explain this in aore detail, I aa going into the 
process •e use at the club for bug reports. This •ill 
help you understand ho• the version nuallers .ork and 
llhat they 1ean. Basically, the rule is: if it isn't 
broken, don't fix it. 

When •e receive an adventure fraa the author, or any 
other source, ., 'standardize' it. That involvn 
taking all extra filH not needed for the adventure and 
not put there by the author, uking sure the naaes of 
the files are standard, taking the nuaber the next 
sequential nuaber on our list, and runnint it through a 
fe• verifications. Once this is co,plete, n add the 
adventure to our list. The adventure •ill be assigned 
a version nuaber of 1.11. 
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If bugs art discovered,• 109 tht bu9 and tht fix in 
the Change Log. This is a lCMJ of all EHCII 1dv111ture 
changes. All bugs di1eoverttl at ont ti• an lOfftd, 
investigated, and corrected. TIie version IIUlber ii 
increaented by , fl. Thtrtfon advt11turn tbll h1v1 had 
only one set of bugs fixtd on it •ill bt 1.11. llnn 
that have had to Stts of bugs f-ixtd •ill h 1.12, 1tc. 

If the adventure undergots a 11jor r1vi1io1, wlltre the 
changes are not recorded in detail, the version 1ualler 
is incrennted to the next wllole auablr. For txupl1, 
if an adventure coaes in, is reviltlld and placN oa the 
list as version 1,H, and tht author totally gDII 
through it and ukes ujor changn, the version is Ht 
to version 2.1. !Thert is no diff1r111c1 b1t1t1tn 2,1 
and 2,11.) 

At the ti11 • log the ch1191 to th, 1dv111twe, • also 
rtcord the date th, ch1n91 NI 11d111d tht dlangn 
ude (if ainor). The inforutian ii also recorded on 
the ftaster 111191 List. Bug nualltrs art a,signtd in the 
foraat nnn-bbbb, llhert nnn is th1 nualler of the 
adventure and bbbb is the bug nlltlber. The bug nulber 
is a sequential nuaber starting at Hll for 11ch 
adventure. !S1111ti1es., •ill Nit 1 or aore leading 
zeroes froa the bug nlltlber and you 11y Stl nnn-11 or 
nnn-Hl. 

Ne Nill notify you via the nNSletter llhta there is a 
11jor revision of tbe Naster Bu91 List, but., 1tOUld 
lite ta begin updating it every ti11 • correct a b119, 
rather than •ait until thtrt are lots of corrtctians. 

Ne are also starting to put the v1r1ion nlllltr illd the 
latut revised date in the catalCMJ of tlle rtvistd 
diskette. A fet1 of these already havt this, •d as 
soon as I have the ti■e, I'd like to do th, rut. 

The nllllber of bugs fixtd since the last 11t1Slett1r 
nuat,er is in the hundreds, and frantly, I don't tna. 
ho• to proceed •ith getting tht fixu to thow of you 
Nho need thea. The bugs have bNn docu■eated in the 
Naster bugs List and in the Change Log, but they are 
far too lengthy to print in the ae.sletter. 

I •ill therefore list the adventures that have had 
corrections 11de since the last issue, tht nature of 
the bugs corrected for each, the version nvabtr ind the 
revised date, and let you decidt if you need the fix. 
If so, tht best ••Y ta get thN ~Id bt to order the 
ftaster bugs List. Ne art nOII distrrilluting this on 
disk, as it is aare econaaical to put it on disk than 
to print it. 



I would like to start distributing the individual 
adYNture's fixes on diskette. That 1ay, it IIOUld save 
printtr ,ear and tear here and save till on your part 
to be able to (possibly> fix the changes fro■ a text 
file. 

Pat Hurst has revised his first three adventures: 

119 - &runtwalde 
126 - Pyra1id of Anharos 
145 - Buccannr! 

Buccaneer was not releaHd yet, so there is no problN 
there unlKs you happen to tn11 Pat ptno■ally anll he 
gave yoa a copy. 

These nn versions involve extensive changes to i■prov, 
the playablility and enJoyHnt of the advNturH. Nany 
of the changn .,.e the results of suggntions udt by 
!laster Tester 111d bug stoaptr extraordinairt (I knDI -­
•Y s,elling checker tells• there is no such word -­
fine - what does it know?> Toa Zuchonti. 

Anyway, Pat has graciously offered to exchange your old 
copin of his adv■nturK for RH copies. If you 
rKtivetl your copy prior to 3-31-87, you uy exchange 
it with Pat for a net1 version. Setld your treasures 
wappecl carefully to: 

Patrick R. Hurst 
811 Clark 13 
Ales, IA 51111 

Pat has also coapilecl a nifty &azetteer that gives a 
lot of details about his adventures, done in a 
dOlllllNded font and including illustrations, that ht 
would lite to share 1ith you. He sete11illing to eat 
the costs, but it IOUld be nice if you could include a 
loose sli■p for tht &azettttr or a buck for dist 
updates to cover his postage expenses. 

------ -----------------------------------
Adventure 169 - Black Castle of Jligog 
Date Fixed: 6-2-87 
Fix: Spelling corrections 
----------------------· 
Advtt1ture 171 - TOlb of Y'&olonac 
Date Fixed: 6-7-87 
Fix: Delete Lint 16175 
------------------------------·------ -----
Adveoture 186 - Castle llintru 
Date Fixed: 6-5-87 
Fix: rewote FLEE routine 

II 

-------------------------------------
Adventure 188 - The Shopping Nill 
DISCOITIUD and NO LIIIIIIER Sll'PORTED 
-----------------------------
Adventure IJN - Sorceror•, Spire 
ProblN: Bad Subscript error in 2631' 
Date Fixed: 2-14-87 !Club-copy u1 DIC) 
Fix: Change Lin■ 26311 fro■ All(llll(llf,9)) a I TO 
AD11ND1(DF19) 14) a I. 

Proble1: NBTL not reset llhtn ■onst■r i1 polyaorphtd. 
Date Fixed: 6-3-87 
Fix: Change Line 26715: 

change + llll(DF, 11 to - llll(Df,11 
change + NDl<DF,131 to - llll(Df,131 

Proble1: Progru hangs if you &ET ALL llhN ugic 111l1t 
is in rooa. 
Date Fixed: 2-14-87 
Fix: Line 4221: insert A a 11 before RETURII 
----------------------------------------------
Adventure 1114 - The Lost llorld 
Probl11: Undefined Stat11111t error in 19125 
Fix: change 60SUB 4951 to 60SUB 765t in line 19125 

-------------------------
Adventure 1117 - The List Dragon 
Proble1: llonst1r not reacting right 
Date Fixed: 6-2-87 
Fix: 641 IF ND1(13,51 • ROOII Alli JI a I THEN 

II= I: R = 21: &OSUB 238N: PRINT: 
60SUB 661 

681 RETIMN 
811 IF ND1<29,51 a ROOlt THEIi If RO(II > 65 

THEN IF ND1129,l4) a 3 THEN ND1(29,141 
= 1: R3 = ROllt: 60SUB 3611: PRJNT:PRJNT 
NNSl291;' BESINS TO LAU6H IIILDU!•: SOTO 311 

-----------------------------
Adventure 1111 - Fire Island 
Date: 6-11-87 lie• version sub1ittetl by the author. 

Adventure 1114 - Thror's Ring 
Proble■: OUT Of IIEDY error after resurrKtion 
Date Fixed: 3-31-87 
Fix: 31N2 IF DJ THEN PRINT: PRINT 'YOU HAYE DIED!' 

31115 If DI AND INlll,5) a Rt OR "1(2,51 = Rtl 
AND PM THEIi P1I " PII - 1: PRINT: PRINT • A 
COIIPAIIIOI IIIVOKES A POIIER SPELL AND REVIVES 
VDU!': 11(1,131 = I: DI= I: &OTO 35111 

35111 REIi resurrKtecl! 
35111 IF Jl(l) THEN 60SUB 56: RETIMN 
35121 &OTO 315 

Date: 3-31-87 Netl version sent by Author cDAtains 
several 1inor fixes and play r1fin11111ts. 



---------------------------------
Advtnturt 1116 - Tht Iron Prison 
Probla: I-,ossiblti using Don Br111111's guidtlint of 
difficulty, this idvtnturt is roughly 29 tins hirdtr 
thill illy phytr could bt tXjtKhd to COlplttt. 
Ditt Fixtd: 6-4-87 
Fix: Htfty cuts lltf't udt in th, t11Hit1' 1tr1n9ths, 
bringing tht idvtnturt dlllffl to I IClrt rti10n1blt 12 
titts norul li1its. A n• capy is rtcallllldtd. 
-------------------------------------------------
Advnturt 1122 - Tht V1llty of Dt1th 
D1te Fixed: 5-1-87 
LoNtr use text 1111 convtrttcl to upPff cHtJ sevenl 
1inor fhts ind spNd"11p IOds lltf't dont, 
---------------------------·-----------------
Advtnturt 1127 - Hunt for the Ring 
Probla: Syntu Error i• 9331 
Dltt Fixed: 5-5-87 
Fix: Rttypt 933': 60SUI 238N 

ProblN: Bollu1 ntvtr ipp11rs 1t 11kt, but is tht only 
Illy out of CIVt. 
D1te Fixed- 5-5-87 
Fix: 117 IF FPL• 1 MIii NOT TT THEN FPL= 2: IID111t,5> 

= ROIII: R3 = ROOII: 60SUB 36ff: TT• 2 

Also, thtrt 1tre • hroe nulbtr of problns 1ith 
l111tr-c111 t11t ind 1ssorttcl 1inor bugs. Thtst 11rt 
ill fixtd, ind I nulbtr of spttd-up tnh1nc11t11h 11re 
udt. Ana copy is rK1111t11ded. 
--------------------·----
Advtnture 1128 - llutst for Erebor 
Problea: Syntu Error in 28111 
D1t1 Fixed: 3-26-87 
Fix: 2t8lt IF NOT SB .THEN PRINT •JHE 

6UARII HEARS YOU.•: IID1(8613) • t: 
81186, 12) • I: R3 = ROOlt: 60SU8 
36ff: NBTL = 1: &OTO 3'f 

ProblN: FLEEing frot Sliug CIUIIS. prDCJrll hing. 
Datt Fixed: 3-26-87 
Fix: 8t17 IF ROON• 86 THEN PRINT •y 

OU'll BE ROASTED!•: SOTO 1n 

ProblN: Dupliute nriible 
D1t1 fixed: 3-26-87 
Fix: change SPN& to S& in 2Nf9, 2'81t, 21515, 21561 

Probl11: opening barrels at dock uuses prDCJra hang. 
Datt fixed: 3-26-87 
Fix: 2'125 FOR I= 1 TO 53: IF 111111, 

5> =A+ lH THEN ND111,5) = 
ROOtl: LK = 1 

12. 

2tl26 NEXT X: 60SUl3611 
2'127 IF LK THEN IF ROGII • 31 

OR ROON= 32 OR ROOII c 33 THEN 
PD= 1: &OSUB 3'12' 

2113' IF LK THEN PRINT: PRINT 
•you FOUND stllETHIN8 INSIDE!• 

Also thtrt 111r1 1 nUlller of 1inor bug fixn ind 
spttd-up tnhuctHnb, A nN disk is rKDIIIIICltd. 
-----------------------------------------------
Adventure 1129 - Return to llori1 
Probla: Unlltfined ShtNtnt error in 23111 
Ditt fixed: 2-23-87 
Change 231H to 2319t in lint 23111 
--------------------------------------------------
Adventurt 113' - Hir adui th 
ProblH: Return IUthout Bosub trror 
Dlte fixed: 6-2-87 
Fix: chu91 RETtRI to &OTO 3N in line 13t3'. 

Proble1: Undefined Stat11111t error in 391 
Ditt fixtd: 6-2-87 
Fix: 35tl IF 86 THEN &OTO 351t 

Proble1: Syntax Error in 951t 
Ditt fixed: 6-2-87 
Fix: ch1ng1 lllt • 15--fi, IF N '" 15 
-----------------------------------
Advtnture 1131 - Nucleus of the Ruby 
Proble1: Syntax Error in 5'5' 
Datt fixed: 5-7-87 

-------

Fix: RKopy lint to reeove hidden control ch1rict1r1. 

Also SOit 1inor bug fixes; a ne• copy is r1c1111end1d 
---------------------------------------------
Adventure 1132 - Rh1dshur Mirrior 
Proble1: Artif1ct 33 record is tr1shtd. 
D1te fixtd: 5-11-87 
Fix: Enter ind then Run this 11111 progru to fix it: 

lt Dt = CHRS14): ?Dt;•OPEN EAIION.DESC,L256•: 
?DS;•IIRITE EAIION.DESC,R133• 

2t ?CHRSC34l;"YOU SEE A TINY WHITE BOX, 
MDE OF PUREST MHITE IVORY. •1CHRS(34l 

3t ?Dt;•CLOSE":END 

Also I nuabtr of 1inor ~ug fixes ind speed-up 
1nhince11nts Ifft done, ind tht advtnturt 11s 1odified 
to fit on I single disk. A ne• copy is r1c1111endtd. 
-------------------------------------------------------
Adventure 1134 - Pyra1id of the Ancients 
Proble■: You can't exit the idventurt 
Date fixed: 5-13-87 
Fix: Change R00ft% to ROOft in line 3t45. 



Adventure 1143 - The Alternate Zone 
Proble1: All of the descriptions are one file off. 
Date fixed: 2-2-87 
Fix: A new copy is required to get all the changes. 

-------------------------------------------------------
ADVENTURE LIST 

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

Ratings are given on a scale of 1 to 11 with 11 
highest. For1at is R:D •here R = rating for setting, 
description, and plot; D = rating for difficulty, 
proble1 solving and surviability. 

The 'Last Fixed' colu111 gives the date of the latest 
bug fix in 1onth/year for1at. 

The 'Issue' coluan gives the Ea1on newsletter 
volu1e/nu1ber in •hich a revie• aay be found. 

An (88-col.l notation signifies that the adventure 
requires 81-colu■n capability. 1117 is also available 
in 41-col. foraat. 

Adventure Na■e Author Naae R:D Last Issue 
Fix 

1.Nain Hall & Beginners Cave D. Brown 
2.Lair of the Ninotaur D. Brown 
3.Cave of the Nind D. Brown 

4:3 5/85 
5:5 12/84 
2:4 12/84 

4,Zyphur Riverventure J. Jacobson 6:5 
5.Castle of Dooa D. Brown 5:4 
6,Death Star D. Brown 6:6 
7.Devil's To1b J. Jacobson 6:9 
8.Abductor' s Quarters J. Jacobson 6:7 
9.Assault on the Clone1aster D. Brown 5:6 

11.Nagical Kingdo1 D. Cook 3:2 
tl.To1b of Nolinar D. Brown 5:7 
12.lluest for Trezore J. Jacobson 7:8 
13.Caves of Treasure Island Genz & Braun 3:6 
14.Furioso M. Davis 4:9 
IS.Heroes Castle J. Nelson 5:6 
lb.Caves of Nonda1en J. Nelson 8:8 
17.Nerlin's Castle R. Herson 4:5 
IS.Hogarth Castle K. Nestle 4:5 
19.Death Trap J. Nelson 7:9 
21.The Black Death J. Nelson 7:6 
21.lluest for Narron J. Nelson 8:8 
22.Senator's Chaabers J. Plaaondon 5:5 
23.Teaple of Ngurct J&R Pla1ondon 7:7 
24.Black Nountain J. Nelson 7:8 
25.Nuclear Night1are J. Nelson 7:7 
26.Assault on the Nole Nan J. Nelson 7:7 

12/85 
11 /85 V1N3 
6/85 V1N3 
6/85 V1N3 
6/85 
1/85 
7/85 V1N3 

11/84 
V1N3 

5/86 
5/86 V1N3 
7185 

12/84 V1N3 
1/83 
4/85 V1N3 
4/86 
7185 
1/85 

11/84 V1N3 

13 

27.Revenge of the ftole ftan 
28.TOHr of London 

J. Nelson 7:7 7/85 
F.& S. Seith 6:6 

29.Apple Island 
31.Underground City 

D. Bro•n 2:9 V1N3 
S. Adelson 2:7 

31. The 6auntl et J. Nelson 5:6 
Anony1ous -:-32.House of Ill Repute 

33.0rb of Polaris J. Nelson 7:7 11/85 V1N3 
34.Death's Gateway R. linden -:-
35.Lair of the Nutants E. Hodson 7:7 
36.Citadel of Blood E. Hodson 7:7 
37.lluest for the Holy Grail E. Hodson 8:6 
38.City in the Clouds E. Hodson 7:8 
39.ftuseu• of Unnatural History R.Volberding 7:7 
41.Dae■on's Playground R.Yolberding 5:5 
41.Caverns of Lanst R.Yolberding 6:5 
42.Alternate Be9inners Cave R.Volberding 5:3 
43.Priests of Xii! ft• E Bau1an 6:6 
44.Escape fro■ the Ore Lair J. Hinklnan 4:6 
45.Swordquest R. Pender 7:8 
46.Lifequest D. Cra•ford 2:9 
47.Future lluest R. Pender 8:7 
48.Picnic in Paradise J. Nelson 7:7 
49.Castle Kophinos D. Dou1ates 7:7 
SI.Behind the Sealed Door T. Berge 4:2 
51.Ea■on Bluff T. Berge 7:6 
52.Devil's Dungeon J. Nerrill 5!3 
53.Feast of Carroll D&J lilienka1p 4:4 
54.Crystal ftountain K. Hoff1an -:-
55.ftaster ' s Dungeon J. Allen 6:4 
56.The Lost Adventure J. Allen -:-
57.ftanxo■e Foe 
SB.Land of Death 
59.Jungles of Vietna• 
bl.Sewers of Chicago 
61.Harpy Cloud 
62.Caverns of D001 
63.Valkenburg Castle 
64. llodern Proble1s 
65.School of Death 
66.Dungeons of Xenon 
67.Chaosiul Caves 
68.S1ith' s Stronghold 
69.Black Castle of Na6og 
71.Tolb of Y'6olonac 
71.0peration Crab Key 
72.House of Ea■on Ridge 
73.The Deep Canyon 
74.Dhana lluest 
75.Te■ple of the Guild 
76,Search for Yourself 
77.Te■ple of the Trolls 
78.The Prince's Tavern 
79.Castle of Count Fuey 
SI.The Search for the Key 

R. Dlsze•sti -:-
T. Berge -:-
J. Allen 1:1 
J. Allen -:-
A. Forter 4:6 
ft. ftullin -:-
J. lleener -:-
8. Anderson -:­
K. Townsend -:­
S. Bhayani -:­
S. Bhayini -:­
A. Porter -:­
D. BurrOIIS -: ­
R. Ro1anchuk -:­
J. Vercellone 1: 1 
T. Berge -:­
K. Blincoe 6!4 
R. Pender 9:8 
D. Dou1akes 7:5 
D. Dou1akes 8:6 
J. Nelson 8:9 
R. Davis 9:7 
D. Brown 6:7 
D. Brown 3!4 

11/85 

6/85 
2/85 
6/85 
6/85 

V1N3 

11/85 V1N7 
5/85 
4/86 V1N1 
8/85 

3/85 
V1N7 

4/84 Y1N7 
12/85 
7/85 
8/84 V1N5 
8/84 

7/85 
YUl6 

'i/85 
6/85 

7/85 

7/85 
7/85 

6/86 
6/87 
8/84 Y1N4 

11/84 V1N4 
V1NS 
V1N4 

11/85 Y1N4 
3/85 V1N5 
9/85 V1NS 



Bl.The Rescue Kission 
82.Escipe froa K•nsi Islind 
83.Tbt T•in Cistles 
84.Cistle of Rivinet• 
85.The Ti■e Portal 
86.Cistle K•ntru 

8/85 
12/86 
12/116 
5/86 
3/85 
6/87 

87.Cives of Hollo• Kount•in 

D. Bro•n 7:8 
S. Shrkey 5:5 
J, Tinhrd 5:4 
R. Karsten -:­
E. Kuypers -:­
S. Conshnzo -:­
J. Nelson -:- 9/85 VlN5 

BB. IDPENJ 
89.Super Fortress of Lin lling S. Bh•y•ni ~:9 1/86 
91.The Doo■sdiy Clock J. Tinkird -:- 718'( 
91.Future Quest II 12 Disk) R. Pender 8:11 4/86 V2NI 
92.The Fugitive D. Dou■•kes -:-
93.Flying Circus R, Krebs -:-
94.Blood Feud R. Krebs -:-
95.Kaze of llu•sequeton B, Kond•lski 1:1 
96.Chi■ber of the Dr•9ons 
97.House of Secrets 
98.Slive Pits of Kzorl•nd 
99.In the Clutches of Torrik 

111.Sorceror's Spire 
111.&round Zero 
112.Ei■on Riilroid 
113. Top Secret 
114.The Lost llorld 
115.The Stringe Resort 
116.Cillp EilOn 
117,The List Dr•gon 
118.Kines of lklria 
119,Forest of Fear 

B. Kondd ski 1: 1 
6. Sunn -:-
R. Htrsa■ -:-
J, Nelson -:-
J. Nelson 8:9 
Sil 1:2 
Sil 2:2 
Si■ -:-
Sill -:-
Sill -:-
R. SI e■on -:-
R. Pender -:-
S. Ruby 8:8 
S. Ruby 7:6 
6. Sioiil -:-
D. S■ith 5:4 
D. S■ith -:-

7/85 
7/85 
6/85 

11/85 
2/87 

4/116 

6/87 
11/85 V2N2 

V2N3 
6/87 

V2N2 
Ill.Fire Island 
111,Vacition in Europe 
112.Hills of History 
113.0rb of llevtrelek 
114.Thror's Ring 

R.Volberding 7:8 5/86 V2N3 
T. Zucho1sti 9:11 3/87 V2N3 

115.Ring of Doo■ S. Ruby -:- 12/86 
116.The Iron Prison S. Ruby 5:11 6/87 
117.Dungeon of D001 

118.Pittfill 
(81-col.l D. Knezek -:- ?/86 

S. Stirkey -:- 4/116 
119.SruneHlde P. Hurst -:- 7/86 
121.0rb of Ky Life 
121.llrenhold's Secret Vigil 
122.Villey of Death 
123.Nizird of the Spheres 
124.Assiult on Dolni Keep 
125.The Katti■oe Palace 

J. Nelson 9:9 12/86 V2N3 
R, Davis 9:8 12/86 V2N3 
S. Ruby 4:5 5/87 
K. Elkin 5:4 
T. Zucho•ski lf:6 ?/87 
J. Actor 3:4 4/86 

126.The Pyra■id of Anharos P. Hurst 
127.Hunt for the Ring S. Ruby 
128.Quest of Erebor S. Ruby 
129,Return to lloria 12 disks) S. Ruby 
131.Hilrild•aith S. Ruby 
131.Nucleus of the Ruby 181-col)K. So■ers 
132.Rhadshur Narrior R. Pender 
133.The Final Frontier R. Sle■on 
134.Pyra■id of the Ancients J. Pirone 

-:-
7:9 5/87 
7:7 6/87 
8:9 2/87 
7:7 6/87 
6:6 5/87 
9:9 5/87 
5:3 
4:3 5/87 

135.The Toab of Evron K.Sreifenka■p 2:2 
136. The llounhin Fortress N.6reiftnk1ap 3:2 
137,Ruins of Ivory Castle N.6reifenk11p -:-
138.Shrfire E. Phillips -:-
139.Peg's Plite KIA Anderson-:-
141.Beginner's Forest N. Anderson -:-
141.The Infested Fortress KfiP HHilOki -:-
142,The Beernister's Bre•ery J. Actor -·-• 
143.The Alternate Zone J. Actor -:- 2/87 
144.Sirtin Nmor 6. &ioh -:-
145.Buccilneer! (2 disks) P. Hurst 9:9 
146.The House of Horrors D. Croll -:-
147.The Dirk Brotherhood (2distlP. Hurst 9:9 
148.Journey to Jotunhei■ T. Zuchoe,sti -:-
149.Ele■ental Apocalypse 14distlS. Ruby -:-

S-1. Dungeon hsigntr Diskette 
S-2. Ea■on Utilities I 
S-3. Ea■on Utili ties II 
S-4. Eilllll Utilities III 
S-5. EilOII Utilities IV 
S-6. Ea■on Kister 3 
S-7. Ea■on Kaster 2.1 
S-8. Eil■on Kister 5 

Version 6.2 
Pl1yer's Utilities 
Designer's Utilities 
llonster littles 
Custo■izer's Tools 
Special lltipons Slloppe 
Expanded KHter 
Graphics ltiin Hill 
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