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John's Editorial

Greetings, once again! I hope you all have had a
wonderful spring and are ready for susmer. I have
started another diet, as I do every spring, but THIS
time I’s SERIOUS!

Not such has happened since the last issue as far as
new Eamon Adventures, but we’ve fixed a lot of bugs and
done some re-organization.

Bob is gone permanently now so I can start talking
about him any way I want. (Nya') Anyway, since Bob is
gone and I aa running the whole show here, I am asking
for volunteers.

I have been unable so far to find anyone highly
qualified to work long hours in their spare time for
nothing and also be willing to re-locate to Des Moines
(Doesn’t seem like so much to se!)

Tos Zuchowski and Pat Hurst have been very helpful to
me in putting stuff together for the club and I really
appreciate it very auch. While they aren’t really on
the staff, it helps when they can provide so much
input. I would like to hear from sore of you, with
input we can share with all of the members.

Correspondence of & specialized nature (questions
requiring special attention, etc) is about the most
time consuming of the activities I perfora around here.
I would Like to be able to play adventures more often,
and I would really like to write sose more adventures,
but I haven’t had much tise for that lately.

Well, I’ve rasbled long enough. [ didn’t really have a
point to make -- I just wanted to encourage you all to
be more active in the club and contribute something we
can all benefit from. ’Nuff said’

EAMON NEWS

by Tom Zuchowski

New adventures:
143 Buccaneer! by Pat Hurst
146 The House of Horrors by Dan Cross
147 The Dark Brotherhood by Pat Hurst
148 Journey to Jotunheim by Tom Zuchowski
149 Elemental Apocalypse By Sam Ruby

Pat Hurst just keeps getting better, fine tuning plot
and play to a nicety. ’Buccaneer!’ and ’The Dark
Brotherhood’ will surely rank among the finest Eamons
ever written. They are both 2-disk adventures, and
both disks are crassed full. In 'The Dark
Brotherhood’, you must find a way to break the power of
the evil qod behind the Brotherhood, and restore the
power of the good god Phrax. ‘Buccaneer!’ is reviewed
in this issue.

’Journey to Jotunheim’ is a Norse Saga, in which you
sust aid the gods in the recovery of Thor’s Hammer froa
the Frost Giants. Tons of special programming, 96
Effects, and a vocabulary of several hundred words.

’Elesental Apocalypse’ is a FOUR disk adventure, in
which you sust undertake a long journey and throw down
the evil Element Lords. Each disk is a separate
adventure that you MUST complete before undertaking the
next. It is full of traps and difficult to survive at
times, but I personally got quite involved in it. Sam
is getting much better at getting the bugs out before
release, too.

John tells me that ’The House of Horrors’ has some 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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NOTICES & JUNK

NEW CLUB ADDRESS!'! by Jennifer Nelson

A few aonths ago we had some uninvited guests remove
certain itess of personal property of assorted value
without our permission. We have since taken Certain
seasures to prevent a return engagesent. One result is
that we have changed our address and gone to the use of
a P.0. box. So, heads up and please take notice of a
new sailing address. Send all msail and correspondence
to P.0. Box 38887, Des Moines, IA 58318. Thanx MUCH.

Tech Support Dept. by Tom Zuchowski

We all get a big kick out of discovering a new,
well-done Eamon. 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 two ago, and that is the fact
that a lot of existing Eamon adventures contain
powerful techniques and routines that sosebody spent a
lot of tise to develop. There is a wide range of
things that have already been done that you can easily
incorporate into your own adventure, ranging from new
cossands to sound routines to techniques for expanding
the nusber of rooms or artifacts beyond the original
design limits.

A lot of the new adventures that we see were designed
with the old version 5.8 Dungeon Designer Diskette. It
is a mistake to design a new dungeon with an old DDD.
Get the new 6.2 DDD! The 6.6 DDD had a nuaber of bugs
and minor problems that will make your work look sloppy
compared to using 6.2. And the 5.8 version is
hopelessly outdated by today’s standards, with only
about half the features of the 6.x version.

SPECIAL OFFER: Your Master Dungeon Designer Diskette
is subject to the same upgrade offer that John has sade
in this issue’s Bug Bytes colusn: Send in your old DDD
Master Diskette to John, and he will upgrade it to the
latest, most up-to-date version for $1.88. John has
also offered to sell the 6.2 DDD for $1.88 if it is
ordered at the same tise as J or more adventures.

It isn’t at all necessary to include tons of special
prograssing in your own adventure’s MAIN P6M. You only
need to look at John Nelson’s adventures to see that;
John is the Master at doing really great adventures
without perforsing sajor modifications to the base MAIN
PGM. But it is the special features that can turn what
might be an otherwise sundane adventure into Something
Special. I have seen great isplesentations of magic
spells, multiple saves, multiple disks, 46/86 coluan
display, music, and so on.

The 1list goes on and on. John hopes in the future to
get ’Guest’ Designer’s articles from people who would
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 know about it.

s a new feature to offer to the Club mesbers, I
propose to act as a clearinghouse and information desk
for those who are struggling to work out special stuff
for their own adventures. I can suggest which
adventures to refer to for specific features, and 1I
have seen some very powerful techniques used in other,
non-Eamon Apple prograss. Is your adventure 15 sectors
too long for a single diskette? Do you want to use
lower-case text that will automatically print out in
upper-case on the old {like mine!) Apple 1I's? Do you
want to use more than 188 rooss? Having trouble making
that special routine come out right? Concerned about
old Apple II 86-coluan compatibility?

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

®



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

The important thing is for you to go that extra
distance. There are several adventures out there now
have good saps and quests but make so little use of 6.8
features and special programeing that they wound wup
being about as exciting as the Beginner’s Cave. It is
important to add those extra features, but there is no
reason to spend weeks re-inventing something that has
already been worked out; that time would be much better
spent fiquring out some extra puzzles or adding a
secondary quest to the plot.

If you can find a MAIN PGM in an existing adventure
that can do everything you want, feel free to adapt it
to your own use. I think that most if not all Eamon
authors would be flattered to see that someone else
thought that their work was so good that it was worth
borrowing. After all, this stuff IS public-domain, and
believe se, it HAS been done before! But if the
adventure you want to borrow from is not at least
version 6.8, you would probably be better off just
taking the special routines that you like and adding
thea to the 6.2 version. This way you will have the
considerable built-in power of the 6.2 MAIN PGM
available for your OWN special stuff.

Bet to it! MWe are all waiting anxiously for YOUR Eamon
adventure!

DESIGNER’S DEN

by John Nelson

Okay, last month I wanted to bring you some inforsation
from Pat Hurst, but I lost it. Pat has been kind
enough to supply me with another copy (although I wish
he hadn’t thuab-tacked it to my forehead') Anymway,
thanks for the contribution, Pat.

Pat is, in ay opinion, one of the best Eamon authors we
have. (Actually, probably my favorite, but I won’t tell
him for fear of giving him a swelled head.) Pat has
written Grunewalde, Buccaneer, Pyramid of Anharos, and
The Dark Brotherhood. Most 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. 5o, I
turn the rest of the coluan over to Pat:

In designing sy adventure, Buccaneer!, I had a problea
in setting the reactions of the various monsters.
There are several islands that the adventurer may visit
and the inhabitants of each island react to the actions
of the adventurer while on the island. The adventurer
say peacefully trade on one island, but on another he
pay have to fight for his life. By his choice of
actions, the adventurer is responsible for monster
reactions. If he does the wrong thing (such as attack
one of the inhabitants, intrude on a sacred area, or
disturb an isportant ritual), the sonsters say become
very unfriendly. The probles is that each group of
monsters wmust be treated separately from the other
groups while each individual in the group must be
treated the sase as other meabers in the group.

The 6.8 DDD contains a mechanisa for a temporary truce
involving decrementing the variable TT. This variable
is checked in line 318 of the MAIN PGM so that monsters
won’t attack until TT = . By setting TT, the designer
sets the number of turns that must elapse before
unfriendly monsters attack. But in my case this truce
period could be of unlimited duration as long as the
adventurer didn’t provoke a fight. Using a single
variable TT to handle all of the possibilities was
impossible. (Note: ispossible means too much
prograssing for me')

My solution requires that all monsters in a group
should be assigned the same group nusber. This group
nuaber was placed in the agility field, since this
field is not used for monsters in the Eamon base
prograa.

I reserved an agility nusber of zero for independent
aonsters. Each group of monsters is given a unique
agility number, greater than zero, common to all
monsters of that group. During the initialization
phase, each wmonster is assigned a neutral reaction
(MDX(M,14) = 2). When an event occurs to change this
reaction, a subroutine changes the reaction for all
sonsters in the group by searching on the monster
agility field.

In wmy adventure, the process is further simplified by
dropping the GIVE comsand, which redetersines reaction.
0f course, the 6IVE routine could have been modified to
also function in this manner, but it was unnecessary in
sy adventure. I also assused that if certain events
occurred, the monsters involved would become enemies of
the player. Again, this may be altered to your needs.




The steps to follow are:

1) Assign monster agility numbers in the design
process of editing sonsters.

2)  HRssign wmonster reactions in the INIT phase
(starting in line 188#) of the NAIN PG6M (see example
below).

1145 FOR K = 1 TO 8: MDX(K,14) = 2: NEXT
1158 FOR K = 1§ TO 12: MDL(K,14) = 2: NEXT
1151 FOR K = 18 TO 22: MDL(K,14) = 2: NEXT

Monsters 1-B, 18-12, and 18-22 al have neutral
reactions until provoked.

3) Check for events that trigger reaction changes, and
do a G0SUB 7958 (code given below) when these reactions
change.

In line 7381, below, the player has attacked monster 1.
In line 11475, the player has blasted monster 1, and in
line 38438, he has done sosething drastic that the
sonster didn’t like.

Example:

(delete line 7388)

7381 IF MDI(M,2) > # THEN 6OSUB 7958

7362 IF NOT HIT THEN 7368

11475 IF MDX(M,2) > # THEN GOSUB 7956

38838 PRINT *THE HERETIC BLASPHEMES!' ATTACK!’":
M = 1. 6OSUB 7958

4) Change the reaction of all monsters in the affected
group. This wil be all sonsters with the same agility
as monster M.

7958 FOR K = 1 TO NM: IF MDL(K,2) = NDL(M,2) THEN
MDZ(K,14) = NDL(M,14)

7951 IF MDZ(K,14) <) 2 THEN MDL(K,2) = §

7953 NEXT: R3 = ROOM: GOSUB 3688: RETURN

3) Eliminate all references to TT. (optional)

Editor’s Note: The above routine was altered slightly
from Pat’s original routine to make it faster and more
efficient. Line 7951 is optional. Its purpose is to
sake the monsters only change their reaction once and
never change their mind, If you want to be able to
change a group back and forth, it should be resoved.
Also, Pat’'s original routine only made monsters
unfriendly and would not work to make a group friendly.
This was altered by the editor to work either way.

SPOTLIGHT ON

(Ratings are given on a scaleof 1 to 16 with 1
highest. Format is R:D where R = rating for setting,
description and plot; D = rating dor difficulty,
problea solving and survivability.)

$124 - Assault on Dolni Keep (18:6) by Toa Zuchowski
Reviewed by Pat Hurst

Extra comsands: RERUEST, INFD
Deleted comsandes: TAKE, BLAST, HEAL, POWER, SPEED,
WAVE, SAY, READ

Special features: 46/B# colusn capability, extra file
containing notes and hints for the adveature, fast
start feature, cossents by adventuring cospanions,
aultiple saves possible.

Playing tise: 38 minutes - 2 hours

Description: You have been sought out to aid your two
friends (from Thror’s Ring, #114), Gorim the Dwarf and
Balehir the Wood Elf, in the rescue of the High-Elf,
Fromir. Fromir’s wisdoa is a vital asset to the forces
of good in Middle-earth, but he has been siezed by Drcs
and isprisoned in Dolni Keep. Storming the keep would
insure the quick desise of Fromir, but a saall group
might be able to penetrate the keep and effect the
rescue. Gorim is going because the keep is of Dwarven
construction. Balehir 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 aras.

Cossent:  Despite the fact that this adventure has a
ssall nusber of rooms, unifors monsters (orcs), and a
reduced commsand list, it is a real treat to play. A
consistent these is developed and  adhered to
throughout. This is not a hack-and-slash adventure but
a realistic treatment of the rescue these. It plays
more realistically then most Eason adventures. The
player is an actor in the flow of events rather than
the agent who determines everything that happens.
Thus, the adventure can be  undertaken by an
inexperienced character as well as an experienced one
with almost equal chances of success. The experienced
player msust always bear in mind the ultimate purpose of
the foray and sublimate the usual Eamon instincts to
plunder and kill that he has probably nurtured through
his previous adventuring.




The descriptions are well done and lend a feeling of
action to the adventure. It’s alsost a pleasure to go
astray occasionally to see how well the author has
covered all the bases. Your companions offer comsents
which add an extra touch of realiss and isbue thea with
a personality not usually accorded to non-player
characters. You may check their health, inventory the
items they are carrying, or request ohjects froa thea.
They each have special skills and the ability to switch
weapons in cosbat. For example, Galehir carries spare
bowstrings in case one should break in coabat.

The adventure can be displayed in either 46 or B9
coluans and is compatible with several 8f-colusn cards,
Videx or Apple //e compatible. There is a fast start
feature which loads the initial status of variables and
parameters in much the sase way as restoring a saved
gase. This significantly reduces start-up tise. The
NDTES-COMMENTS-HINTS files discusses sose of the
special programsing and how it is designed. In
addition this file lists adventure  hints in
chronological order so that the player can get help
without revealing more of the adventure than necessary.

Overall it is an excellent adventure with several
innovations which qreatly improve playablility. The
MAIN P6M (similar to that of Thror’'s Ring) marks a
radical departure from the standard one and warrants
sose study by prospective Eamon adventure designers.

$129 - Return to Moria (8:9) by Sam Ruby
Reviewed by Pat Hurst

Extra cossands: PULL, DIG, WEAR, REMOVE
Deleted commands: TAKE, POMER, SPEED, WAVE

Special features: sequel to #188 - The Nines of Moriaj
extensive background information about San’s
Middle-earth adventures is  provided in separate
programs; two-disk adventurej Intro pga provided in
both upper and lower case versions; SAVE to a separate
disk

Playing time: & - 24 hours (depending on how many tises
you meet an automatic death)

Description: A desperate council has gathered in Minas
Tirith, stronghold of Gondor, to determine a course of
action to save Middle-earth froa the hordes of Sauron.

Sauron’s armies have taken Osgiliath, the bridge into
Gondor, and only Minas Tirith stands between Sauron and
the conquest of all Gondor. In the last attack the
sithril bars that seal the main gate of Minas Tirith
were broken, and another attack could easily breach it.
Although most of the fighting men of Gondor have been
gathered into Minas Tirith, they are still hopelessly
outnumbered and will certainly be destroyed if Sauron’s
legions penetrate the city. The council quickly
decides that new mithril bars sust be obtained to
secure the main gate, but this brings back bad memories
of Moria, the only known source of mithril.

Even if mithril can be retrieved from Moria, Sauron say
still overrun Minas Tirith by sheer force of nuabers
unless additional forces aid Bondor’s cause.  The
dwarves would help, but they have sustained heavy
losses and are contesplating acceding to Sauron’s will.
The various groups of dwarves are splintered and there
is no leader to unite thes against Sauron. The return
of Durin the Deathless is necessary to rally the
dwarves.  He is said to sleep in the depths of Moria
where he awaits the time of the dwarves’ greatest need.
Again, Moria is the focus of your interest.

The council decides to send an expedition into Moria.
Borosir, the steward of Gondor, volunteers to go since
Bondor no longer requires a steward when the king is
present.  Bimli, an emissary from the dwarves,
volunteers to go to find Durin and to search for a
group of dwarves who tried to retake Moria four years
ago. Legolas, an elven prince, volunteers to help his
good friend Bimli. Then everyone looks to you. Will
you venture again into the underground haunts of Moria?

Cosments:  This adventure is a solid offering and
provides both hack-and-slash and problea solving. The
first half of the adventure is mainly hack-and-slash
while the probles solving occurs sainly in the second
half.  This creates the major drawback of this
adventure - if you don’t successfully solve the
problems, you can easily die. This means replaying the
adventure from the beginning and repeating all of the
hack-and-slash (and there’s a lot - why else would he
give you 3 cosrades at the start!). There are quite a
few ways of meeting instant death in the second half of
this adventure. It pays to look things over carefully
before doing something potentially fatal.

There are more artifacts than usual since dead bodies
are not artifacts but merely markers. This abundance
of artifacts allows the player to interact with
environaent to a greater  extent  than in many
adventures. The descriptions are extensive although




sosewhat repetitive in  places, particularly in
describing orcs and trolls - but then again, there are
lots of orcs and trolls, The author strongly suggests
that a player first adventure in #1688 - The Mines of
Moria, before trying Return to Moria. This is not
absolutely necessary but there are references to events
from #188 that would make more sense to soseone who has
played that adventure.

This disk has some additional ’specials’ to recossend
it, There are 3 extra prograss included that provide
extensive background inforsation. PRONUNCIATIONS lists
the pronunciations of some of the names of
Middle-earth.  THE HISTORY OF THE DWARVES provides an
extensive history of Middle-earth with emphasis on the
dwarven race but covering much sore besides. MIDDLE
EARTH ADVENTURES is a listing of the 8 Middle-earth
adventures designed by the author. He notes their
chronological order and their thematic connections. In
addition, he reviews each one individually with a plot
synopsis; ratings for  sonster content, treasure
content, descriptions, probles solving, etc.; and his
own overall rating of the adventure.

#1384 - Haradwaith (7:7) by Sam Ruby
Reviewed by Pat Hurst

Extra comsands: MAIN, WEAR, REMOVE, BUY, SELL, SAIL
Deleted commands: BLAST, POMER, SPEED, LIGHT, PUT, FREE

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

Playing time: 3 - & hours

Description: The land of Gondor is menaced by its
traditional enemies who are massing forces to attack
and destroy it. Corsairs from Usbar and Black
Nusenoreans have assesbled a large fleet to assault
Bondor by sea. The Haradris, the warlike people of the
southern desert waste of Harad, has assembled an aray
to assault Gondor by land. If either attack surprises
Gondor, it will surely fall to its archesenies.
Advance knowledge of the attacks is paramount to the
defense of Gondor. If a spy could penetrate the
southern waste, Haradwaith, and steal the battle plans,
then perhaps Gondor could be saved. Anyone who
undertook this mission would be confronted by the
arduous task of crossing Haradwaith, locating the plans
in the sidst of the enemy, and escaping with the plans
back to Gondor. And there is little chance of finding
any help in the land of the enemy, although the three
toes don’t always get along well with each

other. It’s a solo job for an experienced adventurer
with courage, strength, and battle skill - nasely you!

Comments:  This is a relatively straight-forward
adventure with plenty of combat. There is one probles
in that two sets of plans must be obtained, which is
not clear fros the adventurer’s introduction.  The
author makes this clear in his MIDDLE EARTH ADVENTURES
PROGRAM (see review of ’Return to Moria’). This
probles is compounded in that if the naval plans are
obtained first, the progras terminates without giving
the player a chance to obtain the second set.  The
cosbat involves a lot of monsters, many of which are
quite tough. The adventurer needs a strong weapon to
have any hope of defeating these monsters.
Unfortunately, since there is so such cosbat, it’s
likely that the adventurer’s weapon will be fusbled,
break, and severely injure or kill the adventurer. 14
you like to slug it out, this is a good choice for your
Eamon library.

The naval program is an interesting change from the
norsal Eamon format and is well done. It requires some
disk swapping, but the directions are clear and easily
followed. The command format say sees strange at
first, but it isn’t really difficult. Resesber, play
this part of the adventure last.

There is also an interesting subplot which requires a
good deal of attention to details. All that can be
said is that the reward is comsensurate to the effort.

#141 The Infested Fortress (3:4) - Mike & Paul Hamaoka
Reviewed by Pat Hurst

Extra cosmands: TOUCH
Deleted cosmands: none

Special features: none that I could find

Description:  Kildarin’s fortress was known for its
hospitality, exesplified by its excellent food and
drink. It was stormed by a large group of monsters led
by Gakkian warriors, Outnusbered, 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 from his own forces to
assist you. As a final gesture, Kildarin blesses you
with a sedallion of Hupp, the Great Wanderer of the
North.

Comments: This adventure is a2 routine
kill-the-sonsters dungeon. There is nothing




particularly memorable about it} and if I hadn’t ben
planning to review it, I probably wouldn’t have
finished it. Many of the commands are useless as the
authors haven’t done anything with thes. The PONER
spell has the standard outcomes 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 victias to free, but
the authors didn’t deal with that and have
short-circuited the FREE comsand. The touch coasand
was added, but it is only effective in a single place.
There are no probless to solve or tasks to accomplish.
There are no Effects in the EAMON.DESC file at all.
The one saving grace that this adventure has over sose
others of this genre is that it is not full of
grassatical errors in the descriptions. (Not that
there aren’t some; just not as many as something like
The Beeraeister’s Brewery- a real dog). The difficulty
rating of 4 is due to the toughness of some of the
sonsters. This may be a problem for weak adventurers.
Overall, I wouldn’t recomsend this adventure unless you
are looking for a mindless kill campaign.

$145 - Buccaneer' (9:9) by Pat Hurst
Reviewed by Tom Iuchowski

Extra Commands: PAY, GAMBLE, STATUS, DIG, PACE, SEARCH,
SELL, VOYAGE

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

Playing Time: 18-28 hours

Description: *It prosises to be an exciting day in
Evenhold. The pirate Henri Le Marque, scourge of the
Malphigian 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 Margue was the most successful pirate of the
Malphigian Sea, and reputed to have hidden a king’s
ransom in booty. Perhaps, when faced with the gallows,
he will sake the grand gesture of sharing what he won’t
be able to enjoy.

"Be on your best behavior, because the harbor patrol is
accustosed to dealing with waterfront scus. If you
want to scrap with someone, be sure that you are in a
very private place; a place where no one will sumacn
the watch.*®

Comsents: Pat Hurst has shaped up as one of the best
EAMON authors of all time. His puzzles are tough, his

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 jamsed to the limit with
detailed descriptions, scores of special effects, and
special programsing.

The first part of Buccaneer! involves your escapades 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, gasble, steal, get
arrested, get shanghied, bribe your way into places you
don’t belong, attend the hanging of Heari Le Marque,
make business deals, hire a ship, crew it, prepare for
a sea voyage, and many other things as well. The
general idea is to pick up some clues about the
whereabouts of Le Marque’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
sauggler or freebooter.

Part two is actually a completely separate adventure,
with its own MAIN PGM and text files. There is a
transfer of information fros 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 Malphigian
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 merchants ships, pirates, naval vessels, sea
monsters, uncharted reefs, storas, and sutinies. How
well you fare will depend on how cosplete your
preparations were in part one. Every island is unique;
a mini-adventure in its own right. The sea is not
structured into rooms but allows you to sail where 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 some of the
islands, but Pat has sade it very easy to restart part
two without needing to return to part one or perfora a
SAVE.

My first impression of Buccaneer! was that [ was
smothering in detail. It is very richly described,
with most descriptions running to 1#-12 lines, and
takes a bit of play to familiarize yourself with things
before you can begin to really figure thea out. It is
not an adventure that you can casually sit down to and
expect to get anywhere quickly. I had to make pages
and pages of notes and maps before I had learned enough
in part one to take a shot at part two. It



takes a lot of thought to figure out how you want to go
about the sea voyage. There are eight ships to choose
from, ranging from a small felucca with a crew of 4
(good for smuggling?) to a huge packet ship with 12
guns, 3 officers, and a crew of 24. You have 5§ or &6
prospective crewsen to choose from, and each is a
distinct person, with differing abilities and morals.
You will need to select officers if your ship requires
thes. If you choose to ship cargo for trading in the
islands, you will need to determine which of the many
serchants you wish to deal with. And you amust be
certain that you have obtained everything that you need
for the voyage, froam grog for the crew’s morale to
saterials to repair dasage at sea.

This was a very enjoyable adventure, and all the sore
satisfying for requiring a great deal of thought and
careful decision asong the many options. However, it
was an expensive undertakingj I had to spend nearly
20,088 in gold to outfit my ship and put out to sea. I
found less treasure than that and actually had a net
LOSS os 6,088 by the end of the adventure, an
experience that sust be nearly unique in the history of
EANON.

LETTERS

The following is your letters colusn. MWe will start
printing letters from our meshers as a service to our
other mesbers who aight want to read what others are
doing. If you want your letter to appear in our
letters colusn, please let us know and we’ll do our
best to oblige. If you don’t want your letters
printed, please let us know that, too.

Since those of you who wrote and are being printed here
have had no warning, your nase and address will not
appear. In the future issues it may be printed unless
you request that we not print it.

The editor reserves the right to print all or part of
the letter and to edit it for inclusion in the
newsletter.

Let us know how you like this feature of our
newsletter.

Dear People,

Help! 1 need all the help I can get as both an
adventurer and designer. I teach reading and find
Eamon Adventures are fantastic because students love

thea. They are also learniag how to think, solve ﬁ

probleas, make decisions, make maps and read.

1 am hoping soseone has re-written the manuals. Also
hope that someone has appended the save routine to the
base load progras.

In any case I need information.
(name and address not printed)

#% | agree with Eason’s potential for aiding educators.
I think more teachers could benefit froa the Eason
series.  Especially since you can design your own
adventures to teach your students a specialized
lesson.

The manuals have been updated since designer diskette
6.8 was released and are available in printed fora froa
the club. The text files for the designer sanual is
included on the DDD. Any DDD version greater than 4.9
includes the save gase routine.  -- John ##

Dear Sirs, (or whatever)

Me and my best friend Bill love Eason''' And we want
to sake our own adventures, but don’t know all that
much prograssing. Do you have any disks or books that
could help us?! :

And keep printing your newsletter! It’s great!!!!

#  MNe don’t have any books that teach prograsaing.
Try your lotal bookstore or library for that. He do
have docusentation on using your prograseing knowledge
for Eamon adventures. The Designer’s Manual that is
found on the DDD is a good place to start, but it isn’t
such of a tutorial. I am working on a manual called
The Designer’s Guide that will be a much bigger help,
but it is not complete yet. It should be released in
the next few months. I think the best way to learn is
to look into the NAIN PENs of other people’s adventures
to see how they do what they are doing.  Between
looking at the adventure’s code, the Designer’s Manual,
and the Designer’s Den coluan of the newsletter, you
should be able to devlop some nice adventures. -- John
'

Dear John,

1 have a question about the Buglog program on the
Utility disk. When I try to run it on the original
disk, I get a DISK FULL error message. MWhen I put it
on a disk by itself, I either get an OUT OF DATA IN 1§
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or a BREAK IN 15 error message. What am I doing wrong?

I also would like to get the updates to the adventure
log program that allows the progras to have more than
99 adventures.

I also have a question about adventure nuabers. WNould
it be possible to call or write to you to get the next
available number for a new adventure before sending it
in?  And speaking of adventure nusbers, what are you
going to do when the nusber of adventures goes above
2547 At the present rate of growth, that will be in
12-18 sonths. Since the Apple INIT coasand does not
work over 254 are you going to start over froa one
again?

Do you have any plans to convert Eamon for any of the
58888 chip machines? The new Amiga looks like a real
dreaa machine. -~ Roger Pender

# On the Buglog progras, it sounds like you have it on
a full disk and when you copy it to a new disk you
aren’t copying the text file that it uses for a data
file. If you have done both of these things and it is
still not working, let me know. Maybe there is a
probles with it. I know I spent a lot of tiee
re-writing the original version. Maybe you have an old
version.

The sodifications to the adventure log progras to allow
sore than 99 adventures say not be quite right. I sade
sodifications to the program to handle this, but when I
would run the 3 coluan listing option, it would trash
the front of the progras and you couldn’t run the
program again from mesory. [ ultisately solved the
problea by greatly enhancing the program and re-writing
it for the IBH-PC. I now run it exclusively on the PC
and have had no further probless with it. I will run
sose amore tests on the old Apple version to see if it
is working properly before I send it to you.

On adventure nusbers, if you would like to get a nusber
before you send in your adventure, I can do that over
the phone on the condition that the adventure is ready
to put into production. Otherwise, we would have gaps
in the nusbers while some of our longer adventures were
being finalized.

Once the adventure numbers reach 254, 1 as planning on
changing the DDD to not use the Adventure number as a
voluse nusber anymore. The adventure will still be
nusbered that high, but the voluse nusber for all ofthe
adventures above 254 will have disk volume of 234.

1 do not have any plans to convert to any of the 58868
chip machines, but that won't stop soseone else froa
doing it. I can’t afford to keep buying new coaputers
as they cose out. Especially for Eason, when it
doesn’t cost justify the new sachines. I will continue
to be a central collection point of information to put
people in contact with soseone who has the application
for their machine, though. -- John &

BUG BYTES

by John Nelson and Tom Zuchowski

I'a giving Tom credit for this coluan because he has
sore than earned it. Tom has been responsible for
fixing most of the bugs in the last few sonths. I wish
I knen how he found the tise to go through all these.

Anyway, there are a couple of things I would like to
cover before getting into the bugs thesselves. First,
I know there are sose of you out there who aren’t sure
of how to go about making a program fix to the Eamon
diskettes, so 1 will cover the process again in
general. I have covered this in past issues, but I
know you don’t want to dig through voluses of past
issues to try to dig it out, so I'll repeat ayself.

First thing you should have is a progras line editor.
1 recoamend BPLE, distributed by Beagle Brothers. The
line editor makes progras changes a lot easier. If you
are not willing to spend the money on a progras line
editor, then I hope you like doing things the hard way.
1 feel that a progras line editor is the single most
isportant piece of software you should own. Before you
buy a database, a word processor, a gase or any other
program, the line editor should be first.

Anyway, onward --- load your line editor before
atteapting to change any program lines. Program line
fixes listed in this newsletter will usually take two
foras.  Sometimes we will list how the line should
appear after the fix. At other times, we will simply
list the the things that should be changed on the line.
It will depend on what the easiest method will be. The
advantage of giving the line after the fix is that you
can see what the whole line should look like.  This
will make it apparent when your diskette already has
the fix that is being described.




When you have to make program fixes to an adventure,
the file to be changed will be the base progras, unless
otherwise specified. The program will usually have the
name MAIN PGM. When we standardize an adventure, one
thing we do is renase this file if necessary.

To sake a progras fix, be sure the line editor is
loaded and type in LOAD MAIN P6N. Then make the
changes shown in the newsletter. You will want to check
the line first, so type in LIST nann where nnnn is the
line nusber to be changed. If your line does require a
fix, then sake the change described. Do this for all
lines that need to be changed. When you are done, type
UNLOCK MAIN PEM followed by SAVE MAIN PGA.

Another kind of change is one that you must edit the
files to correct. This kind of change is harder to
make if you are not familiar with the process, but we
won’t suggest it if we don’t think you can do it. If
the editing is extensive, or was large enough that we
didn’t keep a close record of it, we will suggest you
order a new copy. If you ordered your copy fros the
club, we will re-copy it for you for $1.88. We charge
the dollar wmainly to pay for shipping materials and
postage.

INPORTANT NOTES

PLEASE TAKE NOTE --- If you are going to fix your own
adventures, please be sure you are familiar with the
process and confortable with it. Me’d hate to see you
sess up your adventures. Also, make sure the version
you have needs the fix described. It is possible that
the copy you have has already been fixed. You should
be able to tell by the version nusber and the date. If
you get your adventures fros sose source other than the
club, the adventure will most likely contain no version
nusber, or at least a different one than we are using.
To explain this in more detail, I am going into the
process we use at the club for bug reports. This will
help you understand how the version nusbers work and
what they asean. Basically, the rule is: if it isn’t
broken, don’t fix it.

When we receive an adventure from the author, or any
other source, we ’standardize’ it.  That involves
taking all extra files not needed for the adventure and
not put there by the author, making sure the nases of
the files are standard, saking the nusber the next
sequential nuaber on our list, and running it through a
few verifications. Once this is complete, we add the
adventure to our list. The adventure will be assigned
a version nuaber of 1.8,

If bugs are discovered, we log the bug and the fix in
the Change Log. This is a log of all Eason adventure
changes. All bugs discovered at one time are logged,
investigated, and corrected. The version nuaber is
increaented by .61, Therefore adventures that have had
only one set of bugs fixed on it will be 1.#1. Ones
that have had two sets of bugs fixed will be 1.2, etc.

If the adventure undergoes a major revision, where the
changes are not recorded in detail, the version musber
is incresented to the next whole nuaber. For exasple,
if an adventure coses in, is reviewed and placed on the
list as version 1.#4, and the author totally goes
through it and makes major changes, the version is set
to version 2.8. (There is no difference between 2.6
and 2.86.)

At the tise we log the change to the adventure, we also
record the date the change was made and the changes
sade (if minor). The information is also recorded on
the Master Bugs List. Bug numsbers are assigned in the
forsat nnn-bbbb, where nnn is the nusher of the
adventure and bbbb is the bug nusber. The bug nusber
is a sequential nusber starting at #8881 for each
adventure.  (Sometimes we will oait | or more leading
zeroes from the bug nusher and you may see nnn-§1 or
nnn-8#1.

We will notify you via the newsletter when there is a
sajor revision of the Master Bugs List, but we would
like to begin updating it every tise we correct a bug,
rather than wait until there are lots of corrections.

Be are also starting to put the version nusber and the
latest revised date in the catalog of the revised
diskette. A few of these already have this, and as
soon as I have the time, I°d like to do the rest.

The nusber of bugs fixed since the last newsletter
nusber is in the hundreds, and frankly, I don’t know
how to proceed with getting the fixes to those of you
who need theam. The bugs have been docusented in the
Master bugs List and in the Change Log, but they are
tar too lengthy to print in the newsletter.

I will therefore 1list the adventures that have had
corrections made since the last issue, the nature of
the bugs corrected for each, the version nuaber and the
revised date, and let you decide if you need the fix.
1f so, the best way to get them would be to order the
Master bugs List. We are now distrributing this on
disk, as it is more econosical to put it on disk than
to print it.
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I would like to start distributing the individual
adventure’s fixes on diskette. That way, it would save
printer wear and tear here and save tise on your part
to be able to (possibly) fix the changes from a text
file.

Pat Hurst has revised his first three adventures:

119 - Grunewalde
126 - Pyramid of Anharos
145 - Buccaneer!

Buccaneer was not released yet, so there is no problea
there unless you happen to know Pat persomally and he
gave you a copy.

These new versions involve extensive changes to isprove
the playablility and enjoyment of the adveatures. Many
of the changes were the results of suggestions made by
Haster Tester and bug stomper extraordinaire (I know —-
sy spelling checker tells me there is no such word --
fine -- what does it know?) Tom luchowski.

Anyway, Pat has graciously offered to exchange your old
copies of his adventures for new copies. If you
received your copy prior to 3-38-87, you may exchange
it with Pat for a new version. Send your treasures
wrapped carefully to:

Patrick R. Hurst
811 Clark #3
Ases, 1A 56819

Pat has also compiled a nifty Gazetteer that gives a
lot of details about his adventures, done in a
downloaded font and including illustrations, that he
would like to share with you. He seeas willing to eat
the costs, but it would be nice if you could include a
loose stamp for the Gazetteer or a buck for disk
updates to cover his postage expenses.

Adventure #69 - Black Castle of Nagog
Date Fixed: 4-2-87
Fix: Spelling corrections

Adventure 478 - Toab of Y’Golonac
Date Fixed: &-7-87
Fix: Delete Line 16875

Adventure #86 - Castle Mantru
Date Fixed: 6-5-87
Fix: rewrote FLEE routine

Adventure #88 - The Shopping Mall
DISCONTINUED and NO LONGER SUPPORTED

Adventure #1884 - Sorceror’s Spire

Probles: Bad Subscript error in 246318

Date Fixed: 2-14-87 (Club copy was OK)

Fix: Change Line 26318 froa ADL(NDI(DF,9)) = # TO
ADL(MDZ{DF,9),4) = #.

Problea: NBTL not reset when monster is polysorphed.
Date Fixed: 6-3-87
Fix: Change Line 26715:

change + WDL(DF,1) to - MDL(DF,1)

change + MDL(DF,13) to - MDX(DF,13)

Problea: Program hangs if you BET ALL when magic amulet
is in rooa.

Date Fixed: 2-14-87

Fix: Line 4228: insert A = 11 before RETURN

Adventure #1684 - The Lost Horld
Probles: Undefined Statesent error in 19425
Fix: change GOSUB 4958 to 60SUB 7458 in line 19425

Adventure #187 - The Last Dragon
Problea: Monster not reacting right
Date Fixed: 6-2-87
Fix: 649 IF NDX(13,5) = ROODM AND II = § THEN
I = 1 R = 21. GOSUB 23888: PRINT:
60SUB 668
6868 RETURN
B#8 IF MDL(29,5) = RODM THEN IF ROOM ) 63
THEN IF MD%(29,14) = 3 THEN MDL(29,14)
= 13 RI = ROON: GOSUB Jo##: PRINT:PRINT
MN$(29) 3" BEGINS TO LAUGH WILDLY'®: GOTO 386

Adventure #11# - Fire Island
Date: 4-11-87 New version submitted by the author.

Adventure #114 - Thror’s Ring
Problea: OUT OF MEMORY error after resurrection
Date Fixed: 3-31-87
Fix: 31862 1IF DI THEN PRINT: PRINT "YOU HAVE DIED'"
31865 IF DI AND (MX(1,5) = Rl OR NX{(2,5) = Rl)
AND PW THEN P = PW - 1: PRINT: PRINT " A
COMPANION INVOKES A POMER SPELL AND REVIVES
YOU'!": ML(8,13) = #: DI = §: GOTO 35864
35688 REN resurrected!
35618 IF TI(1) THEN GOSUB 56: RETURN
35626 6OT0 305

Date: 3-38-B7 New version sent by Author contains
several minor fixes and play refinements.



Adventure #116 - The Iron Prison

Probles: Ispossible; using Don Brown’s guideline of
difficulty, this adventure is roughly 29 times harder
than any player could be expected to coaplete.

Date Fixed: 6-4-B7

Fix: Hefty cuts were made in the enesies’ strengths,
bringing the adventure down to a sore reasonable 12
tises normal limits. A new copy is recoasended.

Adventure #122 - The Valley of Death

Date Fixed: 5-1-87

Lower case text was converted to upper case;
minor fixes and speed-up sods were done.

Adventure #127 - Hunt for the Ring
Problea: Syntax Error in 9338
Date Fixed: 3-5-87

Fix: Retype 9338: GOSUB 23884

Probles: Bollus never appears at lake, but is the only

way out of cave.

Date Fixed- 5-5-87

Fix: 117 IF FPL = 1 AND NOT TT THEN FPL = 2: NDX(18,5)
= ROOM: R3 = ROON: GOSUB 3b666: T7T = 2

Also, there were a large nusber of probless with
lower-case text and assorted minor bugs. These were
all fixed, and a nusber of speed-up enhancesents were
made. A new copy is recomsended.

Adventure $128 - Quest for Erebor

Problea: Syntax Error in 28618

Date Fixed: 3-26-87

Fix: 28818 IF NOT S6 THEN PRINT "THE
GUARD HEARS YOU.": MDL(B6,3) = §:
MD1(B&,12) = #: R3 = ROOM: GOSUB
3608: NBTL = 1 6070 380

Probles: FLEEing fros Seaug causes a progras hang.
Date Fixed: 3-26-87
Fix: 8817 IF RODM = B6 THEN PRINT "Y

OU’LL BE ROASTED!®: 60TO 188

Problea: Duplicate variable
Date fixed: 3-26-87
Fix: change SPNE to S6 in 20889, 28819, 21583, 21568

Probles: opening barrels at dock causes prograa hang.
Date fixed: 3-26-87
Fix: 26125 FOR X = 1 TO 53: IF MDL(X,

S) = A + 168 THEN NDI(X,5) =

ROOM: LK = 1

1L

20126 NEXT X: GOSUB3GSS

26127 IF LK THEN IF ROOW = 31
OR ROON = 32 DR ROON = 33 THEN
PD = 1: GOSUB 39126

26138 IF LK THEN PRINT: PRINT
*YOU FOUND SOMETHING INSIDE'®

Also there were a nusber of wminor bug fixes and
speed-up enhancesents. A new disk is recossended.

Adventure #129 - Return to Moria

Problea: Undefined Statesent error in 23818
Date fixed: 2-23-87

Change 23186 to 23196 in line 23818

Adventure $13§ - Haradwaith

Problea: Return Without Bosub error

Date fixed: 4-2-87

Fix: change RETURN to 60TD 388 in Line 13638.

Problea: Undefined Statement error in 3581
Date fixed: 4-2-87
Fix: 3581 IF B6 THEN 6070 3514

Probles: Syntax Error in 9518
Date fixed: 4-2-87 _
Fix: change IMM =15 to IFH =15

Adventure #131 - Nucleus of the Ruby

Probles: Syntax Error in 3458

Date fixed: 3-7-87

Fix: Recopy line to resove hidden control characters.

Also sose minor bug fixes; a new copy is recossended

Adventure #132 - Rhadshur Narrior
Problea: Artifact 33 record is trashed.
Date fixed: 5-11-87
Fix: Enter and then Run this ssall prograa to fix it:
18 D$ = CHR$(4): 7D$;"OPEN EAMON.DESC,L256":
7D$; "NRITE EAMON.DESC,R133"
28 7CHR$(34);"YOU SEE A TINY WHITE BOX,
MADE OF PUREST WHITE IVORY.";CHR$(34)
38 ?D$;"CLOSE":END

flso a nuaber of minor bug fixes and speed-up
enhancesents were done, and the adventure was sodified
to fit on a single disk. A new copy is recossended.

Adventure #134 - Pyramid of the Ancients
Probles: You can’t exit the adventure
Date fixed: 5-13-87

Fix: Change ROOMZ to ROON in line 3845.
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Adventure #143 - The Alternate Zone
Probles: 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 ascaleof 1 to 14 with 18

highest.
description,

and plot;

problea solving and surviability.

Format is R:D where R = rating for setting,
D = rating for difficulty,

The ’Last Fixed” column gives the date of the latest
bug fix in sonth/year forsat.

The ’Issue’

colusn gives

the Eason newsletter
voluse/nusber in which a review say be found.

An (86-col.) notation signifies that the adventure
requires 86-colusn capability. #117 is also available

in 4f-col. format.

Adventure Name

1.Hain Hall & Beginners Cave

2.Lair of the Minotaur
3.Cave of the Mind
4,Iyphur Riverventure
5.Castle of Dooa
b.Death Star
7.Devil’s Toab
8.Abductor’s Quarters

9.Assault on the Clonemaster

1#.Magical Kingdos
11.Toab of Molinar
12.8uest for Trezore

13.Caves of Treasure Island

14.Furioso

15.Heroes Castle
16.Caves of Mondamen
17.Merlin’s Castle
18.Hogarth Castle
19.Death Trap

28.The Black Death
21.Quest for Marron
22.5enator’s Chaabers
23.Teaple of Ngurct
24.Black Mountain
25.Muclear Nightaare
26.Assault on the Mole Man

Author Nase

D.
D.
D.
J.
D.
b.
d.
J.
D.
D.
D.
J.

Genz & Braun

N.
J.
1.
R.
K.
1.
J.
J.

Brown
Brown
Brown
Jacobson
Brown
Brown
Jacobson
Jacobson
Brown
Cook
Brown
Jacobson

Davis

Nelson
Nelson
Herson
Nestle
Nelson
Nelson
Nelson

3
3:9
2:4
b:3
34
bib
6:9
6:7
e
3:2
2.7
7.8
kH
49
tH
8:8
45
4:3
1.9
7:b
8:8

J. Plamondon 5:5

J&R Plamondon

Jl
J.
4.

Nelson
Nelson
Nelson

1H)
7:8
7:7
7:7

Last Issue
Fix

3/85
12/84

12/84

12/83
11785 VIN3
&/85 VINS
6/83 VINS

6/83

1/83
7/83 VIN3

16/84
VINS

3/8b
5/86 VIN3

7/85

12/84 VIN3
1/83
4/85 VIN3
4/86
1183
1/83
11/84 VIN3
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27.Revenge of the Mole Man
28.Tower of London
29.Apple Island
38.Underground City
31.The Bauntlet

32.House of I11 Repute
33.0rb of Polaris
34.Death’s Gateway
35.Lair of the Mutants
3b.Citadel of Blood

37.0uest for the Holy brail

38.City in the Clouds

39, Museun of Unnatural History R.Volberding 7:7

48.Daemon’s Playground
41.Caverns of Lanst

42.Alternate Beginners Cave

43.Priests of Xia!

44, Escape from the Orc Lair

45. Swordquest
46.Lifequest

47.Future Buest
48.Picnic in Paradise
49.Castle Kophinos
58.Behind the Sealed Door
51.Eamon Bluff
52.Devil’s Dungeon
53.Feast of Carroll
54.Crystal Mountain
53.Master’s Dungeon
S6.The Lost Adventure
57.Manxose Foe

58.Land of Death
59.Jungles of Vietnaa
&48.Sewers of Chicago
&1.Harpy Cloud
62.Caverns of Dooa
43.Valkenburg Castle
b4.Modern Probleas
65.5chool of Death
&6.Dungeons of Xenon
47.Chaosium Caves
£8.5aith’s Stronghold
69.Black Castle of Nabeg
78.Toab of Y’'Golonac
71.0peration Crab Key
72.House of Eamon Ridge
73.The Deep Canyon
74.Dharsa Quest
75.Teaple of the Guild
76.5earch for Yourself
77.Teaple of the Trolls
78.The Prince’s Tavern
79.Castle of Count Fuey
88.The Search for the Key

J. Nelson 1.7
F.k 8. Saith &6
D. Brown 2.9
S. Adelson 2:7
J. Nelson 3i6
Anonysous  -i-
J. Nelson T7i7
R. Linden  -i-
E. Hodson n7
E. Hodson  T7:i7
E. Hodson  B:6
E. Hodson  7:8B
R.Volberding 3:3
R.Volberding 6:5
R.Volberding 5:3
M & E Bauman 6:6
J. Hinkleman 4:6
R. Pender 7:8
D. Crawford 2:9
R. Pender  8:7
J. Nelson 1:7
D. Doumakes 7:7
T. Berge 4:2
T. Berge 1:4
J. Merrill 3:3
D&J Lilienkamp 4:4
K. Hoffman -:i-
J. Allen b:4
J. Allen -t-
R. Olszewski -i-
T. Berge S
J. Allen 1:1
J. Allen =g=
A. Forter LH
M. Mullin  -:-
J. Weener s
B. Anderson -i-
K. Townsend -:-
S. Bhayani -i-
S. Bhayani -i-
A. Porter -
D. Burrows ~-:i-
R. Romanchuk -i-
J.Vercellone 1:1
T. Berge ==
K. Blincoe 6:4
R. Pender  9:8B
D. Doumakes 7:5
D. Dousakes 8:6
J. Nelson B:9
R. Davis 9:7
D. Brown 6:7
D. Brown 3:4

7/83

VIN3

11/85 VIN3

VINI

11/85

6/85
2/85
6/85
6/83
11/83 VIN7
3/85
4/86 VINI
8/85

3185
VIN7

4/84 VIN7

12/85

7183

8/84 VINS

a/84

7/85
VING

9/85
6/83

7/83

7183
1/85

b6/86
6/87
8/84 VIN4

11/84 VINA
VING

VINd

11/85 VINA
3/85 VINS

9/85 VIND




VINS

Vi1

VN2
VK3

V2N2

V2N3

81.The Rescue Mission D. Brown 7:8 B8/85
82.Escape from Mansi Island 5. Starkey 5:5 12/Bb
83.The Twin Castles J. Tankard 5:4 12/Bb
84.Castle of Rivineta R. Karsten -i- 5/86
85.The Time Portal E. Kuypers ~-i- 3/B5
86.Castle Mantru 8. Constanzo -i- &/87
B7.Caves of Hollow Mountain  J. Nelson  -i- 9/B3
8s. (OPEN)

89.5uper Fortress of Lin Wang S. Bhayani 9 1/86
98.The Doomsday Clock J. Tankard -i- 7/89
91.Future Quest 11 (2 Disk) R. Pender  B:18 4/Bb
92.The Fugitive D. Doumakes -:-
93.Flying Circus R. Krebs --  1/85
94.Blood Feud R. Krebs -i-  7/8%
95.Maze of Buasequeton B. Kondalski 1:1 &/85
96.Chaaber of the Dragons B. Kondalski 1:1
97.House of Secrets 6. Gunn -4
98.51ave Pits of Kzorland R. Hersam  -i-

99.1In the Clutches of Torrik J. Nelson  -i- 11/B3
1#8.50rceror’s Spire J. Nelson  B8:9 2/87
181.6round lero San 1:2
182.Eamon Railroad San 2:2
183.Top Secret Sam -3-
1#4.The Lost World San -i-  A/Bb
185.The Strange Resort Saa =1=
1#6.Canp Eamon R. Sleson  -i-
187.The Last Dragon R. Pender -i- 4/87
1#8.Hines of Moria S. Ruby B:8 11/85
189.Forest of Fear S. Ruby 7:6
116.Fire Island 6. Bioia -i- /87
111.Vacation in Europe D. Saith 5:4
112.Hills of History D. Smith e
113.0rb of Mevtrelek R.Volberding 7:8 5/Bb
114.Thror’s Ring T. Iuchowski 9:18 3/87 V2N3
115.Ring of Dooa S. Ruby -:- 12/8%
116.The Iron Prison S. Ruby S:18 6/87
117.Dungeon of Doom  (8f-col.) D. Knezek -i- 7/8b
118.Pittfall S. Starkey -:- 4/86
119.6runewalde P. Hurst -i- 7/8Bb
126.0rb of My Life J. Nelson  9:9 12/86 VN3
121.Wrenhold’s Secret Vigil R. Davis 9:8 12/86 V2N3
122.Valley of Death 5. Ruby £5 /87
123.Wizard of the Spheres M. Elkin 2:4
124.Assault on Dolni Keep T. luchowski 18:6 ?/87
125.The Mattimoe Palace J. Actor 3:4  A/Bb
126.The Pyramid of Anharos P. Hurst L
127.Hunt for the Ring 5. Ruby 7:9 5/87
128.0Quest of Erebor S. Ruby 7.7 b/B7
129.Return to Moria (2 disks) 5. Ruby B:9 2/87
138, Haradwaith S. Ruby 1:7  6/87
131.Nucleus of the Ruby (Bf-col)K. Somers  &:6 5/87
132.Rhadshur Warrior R. Pender 9:9 5/B7
133.The Final Frontier R. Slemon  3:3
134.Pyranid of the Ancients J. Pirone 4:3 5/87
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135.The Toab of Evron

M.6reifenkamp 2:2

136.The Mountain Fortress M.Greifenkanp 3:2
137.Ruins of Ivory Castle M.breifenkasp -:-

138.Starfire E. Phillips
139.Peq’s Place HkA Anderson
146.Beginner’s Forest N. Anderson
141.The Infested Fortress N&P Hamaoka
142.The Beermeister’s Brewery J. Actor
143.The Alternate lone J. Actor
144.6artin Manor 6. Gioia
143.Buccaneer! {2 disks) P. Hurst
146.The House of Horrors D. Cross

147.The Dark Brotherhood (2disk)P. Hurst

148.Journey to Jotunheia T. Iuchowski

149.Elesental Apocalypse (4disk)S. Ruby

2/81

§-1. Dungeon Designer Diskette Version 6.2

§-2. Eamon Utilities I
5-3. Eamon Utilities II
S-4. Eamon Utilities III
5-5. Eamon Utilities IV
S-6. Eamon Master 3

5-7. Eamon Master 2.9
5-8. Eamon Master 5

Player’s Utilities

Designer’s Utilities

Monster Battles

Customizer’s Tools

Special Weapons Shoppe

Expanded Master

Graphics Main Hall ~
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Documentation / Special Froducts / Back-Issue Orders:
Documentation / Special Back-1Issues
___ Player’s Nanual ..ovseeennensss 12 pg. $2,30 ___ VINL 03/84 -- $2.00 VZN1 08/85 -- $2.00
___ Designer’s Manual ......ceweese 13 pg. $3.00 ___ VINZ 05/84 -- $1.50 V2N2 10/85 -- 2.00
N “tllitiES = EEﬂEril FesERsERERE lu pg- 2100 poy '“N3 03!34 s ‘2-00 vz"s 05}'3!! b 2.00
___ Utilities - Detail ....ovaseees 30 pg. 5.00 ___ VIN4 10/84 -- $2.00 V2N4 01/87 -- 2.00
___ Adventure Descriptions 1-90 ... 43 pg. 7.50 ___ VINS 01785 -- $2.00
___ hdventure Descriptions 91-130.. ?? pg. 7.50 ___ VIN& 01/85 -- $2.00
___ Master Bugs List ....eeeeeennas 60 pg. 5.00 ___ VIN7 03/85 -- $2.00
___ DDD 4.0 Addendum ....veveneanss 3 pg. 1,00
___ Eamon Notebook ..oevvenenennnis 12,50
Total Documentation / Special ceceiinenwnnnaa - % .
ANembership () New ( ) Renewal ... %12.00 % ____ =N——

Eamon Diskettes (Apple — $3.00 per diskette IBM — $5.00 per diskette)
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