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Dungeon of Doom program cassette

If you would like a copy of this program on cassefte,
send a cheque or postal order for £5.99 to the address
below stating which computer you have. Tapes are
available for the Commodore 64, VIC20, BBC, Electron
and 48K Spectrum. For convenience, all three parts of
the program have been recorded on one cassette. You
can transfer them to individual cassettes as the book
suggests if you like.

Offer closes 28th December 1985,

Dungeon of Doom Cassetie
Usbome Publishing Ltd.
20 Garrick Street
LONDON
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. This book aims to help you write fantasy
games for your computer by giving youan
example you can play and taking you inside
the program to see how it works. If youdon't
know what a fantasy game is, you can find
out on pages 4-9.

The Dungeon of Doomgame
Dungeon of Doom is the name of the
fantasy game written specially for this
book. The rules for playing it are on pages
28-3]1. These pages are called the Book of
Lore, as this is the name fantasy gamers
usually give their notes concerning the
rules and conditions in their fantasy world
There are detailed explanations of how the
program works on pages 10-23. The
program listing, which you can type into
your own computer, is on pages 32-45. It will
work on the Commodore 64, Vic, Spectrum
48K, BEC and Electron. Conversion lines are
\ given where necessary on the listing pages.

Typing in the program
. The program for Dungeon of Doom is very
¥ long and not easy totype in accurately, so
, you should be prepared to take it slowly

d check it as you go along. You may find
the program explanations difficult to
understand at first, too, but don't be

as often as you like to make sure youreally
follow them. It may help if you type the
game into the computer first, then play it,
referring to the explanations as you go
along to see how the program achieves
what you see on your screen.

You may prefer to play the game before
finding out how it works so that you will not
what to expect. To do this, go straight
ge 33and type in the program without
You will alsp need
aliTe l....-!,l 1
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. discouraged. Take your time and read them
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What you will find in this book

Going further
There are some suggestions for expanding
the program on pages 25-27. If you practise
making changes and noting their effect, you
should be able to use what you have learnt
to write programs of your own, using this
book as a guide for ideas and techniques.
If you get really keen on fantasy games
you will find lots of ways to extend your
interest. Some of them are mentioned on
pages 46-47.

i N4 )
The story of Dungeon of

Doom

Slipping back through time, you chance
upon a land where dragons dwell and
people use magic. Here, you find the
once-fair Castle of Crekkan lying in
ruins, devastated by the evil sorcerer
Klimm. [n the hewn-out caverns
beneath the castle, monsters and magic
traps guard the treasures that are
gtored there.

The survivors of Crekkan tell you that
worse than the loss of their gold is the
loss of their Magic Idol, hidden inthe
deepest level below the castle. They
are desperately searching for a hero
who can retrieve the Lost Idol before
Klirmm turns its powers to his own evil
ends. They offer all the other treasure
to whoever succeeds. Several intrepid
adventurers have tried already, but so
far none of them has returned, and
people have started calling the castle
ruins the Dungeon of Doom. Now it is
your turn to chance your luck, if you

dara...
Y
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What is a fantasy game?

A fantasy game 15 an adventure game
with a difference. An adventure game
usually involves a dangerous
expedition, or Quest, with obstaclesto
overcome, enemies o face and
treasure to find In fantasy gamesthe
added challenge is that players donot
playas themselves but take ona
character, or role. Becauseof this they
are often called role-playing games, o1
RPGs The nature of each character,

The aimof the game is to gain
experience and survive. A character s
rewarded for success by being granted
higher status, so a player can usethe
same hero in lots of adventuresand his
powers will develop all the ime

In a role-playing game, several
players may take different character-
types and go on a quest together, buta
player can goonasolo quest, asin
Dungeon of Doom, and thiscan be a

including its powers and himitations, 1s g ay of |
determined before the game gfarisa
players must react o the lemsi
the adventure
charactler-t
Double door
Dungeons and Dragons™

B-sided die

Anybody can invent a character and think
of adventures for it, of course. Butasa
fantasy game gets more complicated, with
lots of characters playing, and more
monsters, magic and treasures, it is useful to
have a set of rules as a guideline for
conducting events. This ensures that the
game is consistent and fair to all players.

The first people to publish the rules they
had developed for their fantasy game were
two Americans, Gary Gygax and Dave
Ameson. They called their game
Dungeons and Dragons* and it appeared
in 1974. In this game, you use many-sided
dice, like the ones shown here, to decide
character-types and calculate the outcome
of battles. You draw a map as you explore,
like the one that has been started on this
page. You can buy Dungeons and
Dragons, and many other fantasy games
that have been invented since, in games
shops (see pages 46-47).

Dragons is a registered trademark owned by TSR Hobbies Inc.



Fantasy games for computers

BUDRUM ARRIVES
BENOLF ATTACKS GUDRUM

Although Dungeon of Doom is asolo
game, you can create a variety of
characters for yourself, as in a non-
computer role-playing game. You can
also design dungeons, which appear as
a plan on your screen. This screen
shows a half-planned dungeon for
of Doom*.

Some of the computer games you can

buy are given on page 46.

What sort of program is
Dungeon of Doom?

The program for Dungeon of
Doom could be described asa
“calculating database”. This
means that the program is based
on numbers, and actions inthe :
game are decided by calculations ;;
involving the relevant numbers. If

this sounds complicated, don't
worty, it is explained in detail
later on.

The program uses sound
effects for battles, and graphics
which you program yourself
(called “user-defined™). Once you
understand how these work, you

One solution is to use computers simply as
an aid to fantasy games, and there are
programs just for making characters,
planning dungeons or deciding combat
results. New games are appearing, though,
which use graphics for locations, like the
one shown here, or in which the solo player
cantake a different character each time he
plays, or play with several characters at

A

LEVEL:1
= L

can adapt them for programs of
YOUT OWTL

The structure of the program
coiuld also be adapted. Itis
divided into three inter-relating
parts. The routines you use to
create dungeons and characters
are programmed separately, then
your creations are loaded into the
game program when needed.
You could use this structure in
programs other than games
where you want to work
something out first and add the
result to the main program later.

*Screen display may vary slightly on different computers.
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Dungeons and characters

To play a fantasy game, you first need a dungeon and a character who isarmedand

ready to enter it.

Whatis adungeon?

A dungeon is where your fantasy game takes place. Itis
usually called a dungeon, but it doesn't actually haveto
be a dungeon at all. Dungeon of Doom is set beneath the
ruins of the Castle of Crekkan, but you could venture to
anothaer planet where aliens are plotting the destruction
of Earth, or into a cave where prehistoric creatures have

evil trolls, but in Space, Martians with laser guns would
be more likely.

Make your treasure approprate, too. A Space
adventurer could be searching for the Martnans’ plans to
destroy the Earth, or a Knight of Old might be seeking
buried gold.

Dungeon levels

Once you have collected the treasure from your
dungeon and escaped alive, you can have further
adventures in your fantasy world by inventing more
dungeons, which should get progressively more
difficult. Your character must gain experience inthe

more dangerous ones.

survived. Even a city like London or New York could be JTSalSr (Neasres, 1oo.
the location for an exciting game. When you plan your
To be really convincing, your dungeon should be dungeons it is up to youto
filled with creatures and things that you might expectto grade them so that courage
find there. In a cave you might find a magic swaord and and experience are
properly rewarded.

easier dungeons, though, before he can try his luck in the

Here is a picture of some
dungeons. There are three
levels. The top one is the
first one you enter and is the
easiest to survive in. They
get more dangerous as you
go down but there are

attributes, such as strength, agility, aura
(magical ability) and so on. These are
decided before the game stans. In
Dungeon of Doom the computer gives you
a score beside each attribute which shows
how much of that quality your character has.
You also get a few modification points with

sichuolan

Inventing a character

A character is the hero who enters your
dungeon. Like everything else, he should fit
logically imto the setting. A Knight of Old
wouldn't get far on an alien planet

Every character in a fantasy game has

Barbaran koruiagit

Very strong and fuerce. Also strong, but more Less strong, but stilla

" Loves to fught. intelligent. Does not good fughter.
Low intelligence. always rush into a fught. High intelligence.
No magic ability No magic. Some magic ability:



L4

™
s

=

N ——

— i
1st dungeon -""— .

L]

_—rﬂ'h . -
ST

1—

which you can change your scores if you
wan! more intelligence, or less strength, for
example .

The attribute scores determine your
character-type. If you use your modification
points to change them, then your character-
type may change, too. (Making a character

Vlagucuan et

ot strong, avouds
Fl'l.";'ri il L'_l_HTI.EHJ L.
Very intelligent.
Lises i:q.nur:rfuf rrl.n.nr'.riu.'.

Vi

Fairly strong ard intelligent.
Avoids combat. Prefers to
Us€ cunning where ]:h‘r:-:rithl-l:-
NO magic.

w0

for Dungeon of Doom is fully explained on
pages 18-19.)

These pictures show some possible
character-types and their attributes fora
typical dungeon setting. It's your jobto
make the best use of your character's skills

[ g

Tough and violent, despite
being small. Has some lesser
magic abilities, (ike secing

"~ inthe dark.




Trading post and dungeon master

In most fantasy games, the character you create will have the chance to visit ashop
or trading post 10 buy provisions belore setiing
follows this pattern and presents the player with a choice of armour, weapons

food. maagic items and hights which the hero can buy. The computer shows how

] q e Al 5 I d
10l a jueal I AL POENT §

much gold the character has to start with and he can spend it as he likes

Metal armouris
strong but also
heavy. Slows

What different charactersbuy
In most fantasy games, the rules limit what
each character-type can buy. This makes
things fairer. A magician, for example, may
be allowed to buy magic items but no heavy
weapons, while a barbarian can buy arms
and armour but no magic. This means that
each character-type must ight according to
his special skills.

In Dungeon of Doom the computer
refuses to let certain character-types buy
certain items, so that none of them hasan .
unfair advantage. When you create \
different dungeon settings and character-
types you will probably find it necessaryto
have limitations like these, too. o

= 5
Bargaining Y £
It is quite normal to bargain for goods inthe keep trying until the price is agreed. The /
trading post. The computer allows the Book of Lore on page 29 tells you how you \
player to bargain in Dungeon of Doom,but  can spend your gold and bargain for goods
may not accept his Arst offer, so he rmuast in Dungean of Doom. =

A, | AN\




The role of dungeon master

The dungeon master invents the dungeon and everything in it, and stocks the trading post.
He directs the game, warning your character about danger or treasure. He does not usually

take a character and join the quest.

In Dungeon of Doom you are both dungeon
master and hero. You create the dungeon,
then, when you enter it as a character, the
computer takes over the dungeon master's
role. You can find out how to create your

\ mdung&nnsnn page 28.

The computer as dungeon A

master
The computer keeps track of the state of
play. It reveals the dungeon as your
character explores, and changes his
attributes as things happen to him. For
example, his strength score will go down
during a fight, and his experience score will
increase. All the treasure he finds is

rWhu plays the dungenn master?

l]lchnichﬂﬂtdimdmd

All sorts of other things might
be nseful and could be for
wale.

Anunknown dungeon
You will probably not remember the exact
location of objects in your dungeon,
especially if you create more than one level
at a time. Howewver, if you want the dungeon
to be a complete surprise to your hero,
perhaps you could persuade someone else
to design it for you. You and a fnend could

recorded, too. i k_maku dungeons for each other. i
I i T g PEE ;

l Practise being SN T T

»|dungeon & "4  DicksStore

mastar o 0® | Disguises

Try to think what the xﬂ’ﬂﬁljﬂ Bullets
| characters might need g Pistol

| for a fantasy game in

space, of in vampire
| country, or in a detective

rtarfsattmg’-*TMu

shopping lists will give

you a start.
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The Dungeon of Doom program

A good computer fantasy game program must let you make dungeonsand
characters, and must have exciting action routines, too. Each of these uses memory
space and you might not have enough room if you try to put them all inone
program, so Dungeon of Doom is divided into three shorter programs. called the
dungeon generator, character creator and game module. Eachoneiskeptona
separate cassette and you use them one at atime

The dungeon generator _ '

generator program.* This allows you to
place cbjects on the dungeon plan using
graphic symbols. You move the cursor into
position, then place an object there by
pressing a number key. Each symbaol
occupies a letter-sized space on the screen.

The character creator

The screen above shows a character being
made using the character creator.® This
program is in four “pages”, which appearon
the screen one at a time. The first page
shows attributes and modification points for

Mwmﬂwm‘!’mm
modify the experience score; more points

The whole dungeon planis 18x |5
This leaves enocugh room on the screen for
the rest of the display (messages and
attribute scores) and does not use up too
much memory when fed into the game
module. Once you have typed the program
into your computer you can save itona
cassette. Then save the dungeons you plan

must be eamed. .

mmmupln-uﬁrMhr
sale and gold coins to spend. There are
limitations on what itemns different
character-types can buy, and they canall
be bargained for. Finally, you can name
your character, using up to ten letters.

You can save the character creator on
one side of a casserte and any characters
you make on the other.

*The screen displays may vary slightly from these on different compulers.



The computer numbers your
dungeons so you Can save
them one after the other, with
easier ones first and more
difficulti ones later. The
object of the Quest (the Lost
ldol) should be in the last

Savingthe game

You can save the game module program on
one side of a third cassette. You can then
save a game in the middle of play on the
other side. The attribute scores and the
hero's position in the dungeon will be saved
S0 you can start again where you left off.




What the game module does

These two pages show you the structure of the game module program. Theactions
in the blue boxes show the main order of events. If you follow the red line from
START you will discover how the computer works through the program and does
all the jobs necessary to play Dungeon of Doom

6. These are the moves the
player can make. Each one

Which involves a complete set of
sub- actions started off by the
Tenting player’s instruction. Each
Gl set of actions is called a
nood! subroutine. There are more
subroutines than is

suggested here, as, for
example, when you Conjure

there are eight different
n-pe]htu choose from, and

E:umnnmn

I.l..'lﬂ'h-:'
7. These subroutines are not chosen by the
player; they are activated by the
subroutines in the yellow boxes. There isa
message at the end of each subroutine to
send the computer back to the next action in
the main order of events (the next blue box).
The computer will repeat a subroutine
every time it is told to.

10. 1f there are no monsters or traps to
%Tﬁh-htl J ::ﬁ:—”..f" be activated, the computer moves onto
need to know

, the next action.
-.:- w__ FACING \

SouTtH Which character will it be today?

of Barbarian, Warrior, Wanderer, Mage . . .7
2. Here is the INITIALIZATION _i"

section. It contains data stored in
arrays. How you set up arrays and why 3. Next, the computer reminds the player
they are kept at the end of the program  to load the hereo and dungeon he wantsto
is explained on page 14. use from their cassettes.




‘ 1. The first thing the computer does isgo Your
right to the end of the program to the CHARACTER
INITIALIZATION section. This is where the ¢
information, or data, for the game is stored. Right!

= L= Off 1 go.

4. The computer now has all the
information it needs to play the game. It sets
up the screen ready to start by putting the
hero at the entrance to the dungeon and
displaying his attribute scores on the screen.
5. It then checks the keyboard to see if the
: player has pressed a key totell his

. character what to do. If he has, the
computer will branch off from the main
order of events to deal with the action chosen.

3 MonSTER _

| ﬁ =) 8. sometimes the computer makes a move

| in response to the player's move. These are

') ':ﬂ also dealt with by subroutines which are not
= in the player's control.

9. Here arethe
subroutines the
COMmpuUter can use.
They activate
monsters and traps.

TRAD
A S M
Tl

.
o

11. Before the player can give the next
instruction, the computer has to calculate
the new status of dungeon and character.
These are affected by everything that has

in the subroutines activated by
the player's last instructions.

If the hero is still alive, the computer goes
back and waits for the player's next
instruction. If he has been killed, it endsthe
game. If the player wants to interrupt the
game, the computer can save IL.

13



What the dungeon

generator and character
creatordo

Om the last two pages you saw how
the computer works through the
game module program. The
dungeon generator and character
Creator programs have a similar
structure, although they are shorter
as they have fewer jobs to do,

This is what the dungeon genarator
program looks like:

MOYL
CURSOR

!

FLACE
ORJECT

SR
3
v

li®s. feliiten

And here is what the character
creator program looks ke:

AFTR =
BT SCREEN
PLAYERS
MOVE
Y
& UFDATE
SCREEN

¥

EAYVE
CHARACTER

If you compare these with the game

14 module, you will see the similarities.

*Machine specific conversions starf on page 45.

.

Storing the data i

Here, and on the next nine pages, you
will find explanations of how the three
paris of the program work. Un this page ‘
you can find out about initialization
Each part of Dungeon of Doom has its
own inthalization section, and 1t 1sthis
which contains the data the computer |
needs to run the program |
To put data into the computer you I
have to tell it to put aside space inits
memeory. Thisspace 1s called anarray
and it 1s like a row of boxes. Anarray for
Dungeon of Doom might look ot
hke this -

The array below is called TS (yousay“T J
string”, or * T dollar”). It contains the

messages to be used in Dungeon of Doom.

It has to have the sign § after its name

because the data in it is words. ltiscalleda +
string array. A numbers-only array can be

labelled without the §. These lines from the

game module show how to set up this

array.”

m T$(7) is the message “NO LIGHT".
Whatis T5(3)? Answer on page 47.

]
-

a' What is in location
) R(15,12)?**
=

** Answers on page 47



In BASIC youn write
DIM to dimension an
array. Two arrays

Here are the
messages, Thers
are 12 of tham.

are dimensioned here.

2540 DIN MSO11),TH002)

X

sl

iy

i
2510 DATA *A G0OD BLOW®,"MELL HIT SIRE*,"THY AIM 1S TRUE®,*MISSED'®,*HIT IHEE"'*_.S.*-H‘
2620 DATA “THE MWONSTER IS SLAIN®,"WD LIGHT®, "BROKEN THY "OSCPELL ETHAUSTED® = 4
2630 DATA *PRESS ANY KEY®,"YOU MEED EXPERIENCE®,*EXLT FROW THIS LEVEL®

FOR 1=1 T0 12 w2
2650 READ TH(1) mh\r

2660 NELT 1

the computer to
put the data in
ithe array.

2D arrays

TS is a one-dimensional ( 1D) array. Dungeon of Doom

you plan. It is called R and cont
rension it ke this: DIM R(15,15)

o ke thi 2). The first number is

f for the four
15, Each page holds
ridual item, you tell the
and its position in the list, F
r attribute scores, so F(1,4) is the fourth
attribute on the first page

To put the data in the array the computer
loops round 12 times and puts one item of
data from the data list into the next space in
the array each time.

Whenever a message is needed dunng
the game it will be referred to like this:
T$(5), where the number in brackets tells
the computer which box to look in.

Why initialization
is attheend
Although the computer
reads the initialization
section first, it is placed
at the end of each of
these programs
Initialization is a large
block of data, occupying
many lines. If it were at
the start it would slow the
game down, bacause,
whenever the computer
issenttofind a
subroutine, it checks
every line number from
the beginning until it

reaches the right one
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How the dungeon generator works

In the dungeon generator program you
use graphiesymbols that are not
standard in your computer's memaory -
monsters, potions, treasures and soon
These are called "user-defined
graphics” and are proftammed in the

H'Fm'ng

Scrven.
Squmees and add Hesboririls Syrmbols

Defore the § for rur‘::nw
}l’“ﬂ row. To do t:ﬁ.;'j'?_"av Prornber t has been

the colipmng as in the picture. Then done for

Five a valve eo fach rwcz you in this

:zﬂ\n' the Avmbers at ﬂr? example.

colvmn idhare thert (§ a Shaded
Square .
This line describes your new
graphic symbeol to the computer.

1030 DATA O,b0,24,50,1256,128,126,80
The way you feed this data into your Interchange). Many of the available code

computer varies enormously. Space hasto
be found for it in the memory, where
everything is referred to by code.( Most
micros use the same code, called ASCII -
American Standard Code for Information

arg alefings in an ared of Ex 8
wamnmmmuﬁﬂu.m_

initialization section

The example below shows how the
potion symbol was designed and
programmed. The same method 1sused
whatever micro you have, although the
commands d

Jrer X0 B $§ L [

=] ¥

L (A i)
Bela=1d

4+B+14+ 32200
2edeBelaeIT0b4=] 24
JeqeBelorilebd=110
JedeBelaeilvbd=1 20
Bege eI 000

numbers are used to refer to the keyboard
symbaols and other data the computer needs
to work. But most computers have some _q!h

“spare” code numbers that can be used to
label new data put in by you

|

—C

-

T,

e —

™

i

Putting symbols on the
screen

You place symbols on the screen by
pressing a number key. The computer
needs instructions for relating the key you
press to the ASCII code for a particular
symbol. Here are the lines that do this:

[E 260 LET RULYI=COrl o

ROX.Y)=location C0=085+6 |=key pressed

05 is an offset number, used to calculate
ASCII codes for graphic symbols. Here,
08 = ASCII code for the first symbol. The

[r"""-— S S s i
o

2-LET ISV (IN

e S
ﬂ

next one is 05+ 1, and so on. However, the
first five symbols are only used in the game

ll..--v---....'——-.._..-—

A number is the same as any other

board symbal to the computer and is
referred to by an ASCIl code. VAL tells the
computer not to refer to the code for that
key, but to its face value.

module (see page 44) and do not relate to
number keys, 50 a definition C0 is
introduced. C0=05+6 (see line T70). The
computer now skips the first five symbols
and calculates C0+ [ to find the correct
code.



More routines in the dungeon generator

The dungeon generator's job is to let you your dungeon plan. Here are the commands
position the symbols you have defined on that allow you to do so:

Sends the computer to the Help

H routine, which reminds you A Moves cursor up II|' S Saves dungeon
which number represents which BCTEE. (see balow).
symbol,

\wfmws\*—/ o

120 IF I5="A" AMD Y31 THEN LET ¥Y=¥-1 &
© 130 IF 1$="1" AMD Y{15 THEN LET Y=Vl
© 140 IF 18="N" AND 1)1 THEN LET #=)-)
M o150 IF [52"K* AND X(15 THEN LET I=lv]

l“ 160 IF 18)%/* AND 18(":" THEN GOSUB 13

Moves cursor to
the right. The symbols that come
5 | between“™and*"inthe
computer's memory are
Saving the dungeon RS

Finally, the dungeon generator must allow a string variable, called S$.58 can then be
you to save your dungeon. It does this by loaded into the game module. Here you
remembernng which symbol is in each can see the save and load dungeon
location (a blank counts as a symbol, too) routines side by side.

and saving this information in a long line as

—~ DUNGEON GENERATOR /-% GAME MODULE f—

A4 LET §4=* 1780 LET M#=T8 (101160508 370
470 FOR Jui TO 15 IT% OPFEN 11,0, “LEVEL

% 1900 INPUTEL,S4
430 FOR E=] T 13 1810 CLOSE |
490 LET SH=S3+CHRE (RIN, ) 1820 1=1

00 EIT K
S8 =17 4

1IR30 FOR Y=1 1@ 1%
1840 FDR T=1 8 13

1830 LET miL, ™)
sASCImIBpiSa, ;100
I8kG LET ful=1
T REIT 1

1) WEIT ¥
320 LET ShefpeLHRE(1T0050: 1890 LET II-H!II‘I'IHIH,I,!H'B—I

LET Sf=hu MR (174050 ‘ 1900 LET Iv=ASCORIBa 1SS, 101,10)-06

530 LET StaSseCumsiLEs0S) 1910 LET LE=ASCINIDS
S00 PRINT tab (), %) "ANT CEY TD SAVE*j: 50,042, 011 -05
o 10

950 DPEW 1,0,0,"LEVEL®

560 PRINTED S8
570 CLOSE 1 1920 IF LEW (%) THEN GOSUN 1960:B60T0 17T
0 PRINT b0l 00 1930 GOSU TR0

LEFTHiEN 0} 1940 LET ME=]XoLET WYeIYLET OI-MEI:LET OV=NY;
% LET LE=LE+1: B 760 LET BE=235
w00 B T

*Not on the Specirum. Conversions are given where these commands occur.

11



How the character creator works

These pages look at the character creator. Intialization 1s at the end of the listingas
usual Have a look at the arrays. It is easy to pick out F$, which namesthe
character's atinibutes and goods for sale as it 1s a list of words. But there aretwo
number arrays which you may find confusing. These are explained below

g ":I-
£2 " Ta40 DATA 20,16, [T,15,8,10,8,6 .

48,68
umwnmnut.
1260 DATA 20,15,14,12,10,8,8,6 =

numbers show how much offensive power
(magic, weapons) or defensive power
(armour, potions) the goods in F$ have. The
computer uses these values in action

A Barbarian, Warrior or
Wanderer can buy chain
armour, as their flags
are on (1). The others

e 140 DATA"O0001®,"00011" "10011%..ccu-0 0 =
@ 1150 DATA"00011®,"0001 1" ,"10011%, saasnan
o 1lsb mm'nm- "00100", “HI100%. ss s s vl

'l'h-mul l::n:lﬂ-mndl-dnmrw
each of the goods in F$ there are five flags, -
which indicate whether a certain character
can buy that item or not.

Routines in the character creator
The lines below define the character-type 120 If intelligence score is more than 6 and
according to changes in important attribute  morality score is more than 7, then
scores. If you look in F$ and CSto find the character-type will be a cleric.

words you need you can “translate” these See if you can write similar sentences for
lines into sentences: the other three conditional lines. *

120 1F FiL, 406 AND FI1,8037 THEN LET (2 g"&' '
130 IF Fi1,4158 AND F(1,7))7 THEN LET [=3

140 IF F(1,1))7 AND F(1,8))5 AND F(1,1)¢F(1,20510 THEN LET C=4
150 IF FU1,1058 AMD FI(1,2)+F1(1,5)212 AND FI1,8)¢b THEW LET C=3

Finding items on the lists
The character creator is in four pages with
eight items on each. The line which tells
the computer which item you want to
modify or buy looks like this:

TREMGT iz

270 LET NeB¥(J-2)+K o It

1 1

N is the item you indicate with the cursor. ff,‘{ﬂffm“ i
]hthmhrﬂrﬂlﬁldumhplﬁ EIFERIENCE |
K tells the computer how many rows 1o go L’ﬁ ;
down the page to find the item. moRaL [T |

8 tells it that there are B items on each page.

*Answers on page 47.



Bargaining

Bargaining is an important part of the
program. Here's how this routine works.

' Youtype in) _ e —
the amount ]
you offer. . 70 LET Ws="":605U8 B&0
’ o980 PRINT tab (2,2);°YOUR DFFER";
390 INPUT OF
400 BOSUB &8O

610 IF DM} 20 AND N<23 THEW LET ms-
"YOU HAVE 1T SEIRE™:RETURN

2 LET PR=F () K)-Ef

0 IF WOPR THEM LET M$="vOU CANMOT AFFORD":
RETURN

0 IF OF PR AND Y=1 THEN LET DiM)=DiN)+FiN):
LET M=H-PRILET M$="TIS YOURS'®

850 IF OF(PR AND Y=1 THEN LET M¥="0OFFER REJECTED®

660 IF HCO THEN LET M=0 v

870 RETURN If offer is equal to or more
. than bargain price, you can ’
Saving the character, have item. If not, you can't x

confused with ASCII codes already in use in

!‘ H - gold coins left.
y If it's not encugh
to pay the original
price of the item, {
you can't buy it or
#ven bargain for it

>

Your character is saved in a similar way to

the dungeon (see page 17). The data inthis
case is not graphic symbols, but numbers

However, to avoid the numbers being
—/ CHARACTERCREATOR A

o —

FOR l=| T0 B
oLHERIF 11, 110850

I
1 106

the game module, they are saved as if they
were symbols by adding an offset number,

AS.
—/ GAMEMODULE S
050 OPEN 1,1,0,"NERD"
ok INPUTLL, 58
230 CLOSE |
2080 LET P=]

= 20T LET OT=RSCOMID®ISE,

i

1,00 =0E

Mgl FOR I=1 TO B
200 LET FUl)=RSCUNIDRISEF, 1} I-RS
2106 LET P=Psl
2000 MEXT [
2120 FOR I=1 TQ @7

2130 LET Gd Q=BS5S iM[BA IS, F 1)0-45
Z1a0 LET Peps]

25 RETIEN

5 =T 1

210 LET GC=ASCINID® 158 ,F,100-K5
2100 LET TR=ASCOMIBEISH, Pl 100-A5
T80 LET Co=R1BMTS (58 LENISH) = 1Fel))
™ LET SisFi10:LET S3=FO21:0ET SIef ]
100h FOR 1s1 10 2
7310 FOR Jw) TD 3
SN LET Mitl-10ad#li=
710 WEXT JiMELT |
TG IF Dilaie) THEW LET LTk

I

Dllaelind(}

' * Not on Spectrum. Conversions are given beside

hsting, where RecEsSary.
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How the game module does its job

The game module deals with the hero's encounters with objects in thedungeon
The graphic symbols for these objects are defined as C0-CB, so you canspecify
certain symbols, or groups of symbols CT 1s the last object before the monsters, for
example, so you can say that objects with a value of more than CT should behave

like monsters

Service subroutines

These subroutines are shown in the pink '

box in the picture on pages 12-13. They are

routines for messages and sounds which Screen-handling

are frequently activated by the action

subrcutines (in the yellow boxes). In both message subroutines (see lef)
S PR ST there are screen-handling commands
RULES Mo These are to tell the computer any colour changes
00 IF 18="" THEN SO00 1% BETEER-
§10 PRINT Labi0,S):LEFT you want to make and where to printon

handling the screen. Different computers have
(see right), different colour commands. The
Commodore 64 has special colour
The one above tells the computel to printa keys. The Spectrum uses PAPER
message, then wait until a key is pressed. It (background) and INK (foreground)
is used in the conjure routine when you have plus a number code. The BBC and
to choose a spell. The one below prints a Electron use COLOUR, followed bya
message on your screen fora number to indicate which colour.
uhnmimu_a. - PRINT (Commodore 64, Vic), PRINT
R a1 ey Bt
50 Fs by 10 a.:.‘.'l.:-:kilF ] m]m_munwm
A0 PRINT Labi0, 51 ;LEFTS computer to print something at a given
(8,00 L LET it location. The lines on the left containa
print command which indicates 5 lines

down from the top of the screen and
starting at the left-hand edge (0 isthe

(b8, WhgsLET mE=""

first available space to print in).*

\. J

Sounds |
The other service subroutines are sounds. Sound commands vary, but they must give

volume (how loud), pitch (how high) and duration (how long). This is easy to see on the BBC:

volume pitch , duration
ol Wy ol
: 350 SOUND1,-15,, 2sRETERN : -
e 148 S0UMDY, -15,7, I HETRN Fl
T i

The Commodore 64 has to POKE the data for sounds into registers (special locations for
sounds inthe memory). Two sounds are used, a “beep” and a "swish”. The Spectrum can
only make “been”-type sounds, so two different “beeps” give the different effects.

In the first line given above, a variable, |, has been used for the pitch, so you cangive
instructions like this:

T i - — B T S
S (ISEFON JelT0 20 STER 4 o
- 1360 S 150 e
o 130 o

These lines will work on all the computers. This causes the pitch to rise from its starting point(1),

to a much higher pitch (20), not by producing every sound on the scale, but only every fourth
sound (STEP 4).

*Machine-specific methods of giving screen-handling commands are given on page 32.




¥ b LAE50 el 2 o\ \
The conjure routing \\ T

. The biggest subroutine in the game module is the conjure routine. In fact it consists of seven
e Subroutines. This may seem a lot, but magic is an important part of a fantasy world and most '

s °  Ccharacter-typescanuse at least some spells to help them in their quest. o
First the computer must check to see whether your character can use magic. Here isthe
\ subroutine which does this:
- ¢ 1000 BRI tabi0, 10 *Y0U MAY USE ICKS": These lines check if you boughi
- I THEM PRINT tabid,2i:*FR ECRONOMICON® - the Necronomicon, O{17), or
_,.II s TE BAG YHEN BETRT + b v\, SECT THE © ™ Scrolls, O{18) and print a

\ == - message.

| LE £ aFELL BEiR " 3 bl oLk Sends computer to first type of message
- } subroutine (see service subroutines, page 20).
» ' f : SL —spell, VAL{IS) - number key pressed.

BRD SL-3QRVEL )& THEW GOTO 1040

If you press the number of a spell you have not
igol, computer asks you to try again.

Subtracts one “go” from your steck of
T MISL)=MISL)=12LET I=NY:LET ¥ u,- the spell you have just ussd.

T ME=T809) s LET 5 27— Tells you if you have ran out of a spell. ’f’

sl BUSUE L1140, 1190, 1200, 1280, 1300, 1390, 11 3] =——— g hroutines foreach spall, as
Fi . described balow. .

™
Sanctuary. lf room character is in (RH) is * o
b Gives strength, F(1), anc empty, it tums L!ﬂlﬂﬂprﬂtﬂﬁﬂd space (CT) *
vitality, F(2), a boost beyond their startin§ where he can hide. &
values to make character extra strong 1190 IF EM=CO THEN LET RiNI,NY)=CT
1280 LET FO2)=F(2)#rnd(MISL)):LET s 1200 LET J=100:6050U8 350:LET J=200:605U8 350 *
- FOld=F oL} +rnd (NISL) ) :LET FiT)=F(7)-1 1210 RETURN
1290 RETURN #
¥ .
. Teleport. Transports charalter to
Metamorphosis® Whatever is in this . random new location. Old
location becomes a different object at random. = el e T
1300 FOR J=1 10 30 ;
1308 LET RONI,NY¥)=rnd(B)+1+00
112 GOSUR 150:6OSUS 970 @ ¥
1330 WEIT J
i 1548 IF EW{CT THEW LET BE=25%5:LET- NS=9 1740 BOSU
I-IIH- FOR J=1 T0 20 STEP4
led BiSuS 158 Here are the sound routines again
1I%s mELIT 2 -
Ifit is used on a monster and new object is Superzap. These are sound subroutines. -
NOT another monster, this line tells the Computer loops through them twelve times.
computer there is no longer a monster. . ¥
1140 FOR J=1 TO 12
1150 GOSUB 350:605U8 360 b
11&0 REXIT J -
| 1070 IF DUCZSS THENLET 1=MI:LET Y=NY:B0SUB 940
1400 RETURN 1180 RETURN f
Healing. Restores strength and If there's a monster, computer goes to
vitality to their starting values , Toutine to “kill" it (remove it from screen). * 21
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More routinesin L{;
the game module -

Here you can see the remaining action
subroutines in the game module. In
these routines you will ind that all the

character satinibutles and objects

If the character has no light,
this message tells him so.

A.

q | i:-_..'_
3 ¥
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Monster

il LET i chifts LET penT -CTHLET wishll 1hLET EemeaiLET
pLediLET L1=13LET LTt "‘
b1 RETURN - =

EFOLET psLi-A1LET 5uilllnli:=.i'l nl-t'l-lll'-rlSn-.LEr
L L

&34 LET mieLl a1 LET nt-u-:m-i'ruu'l msR A1 AT
phb IF EANCD piiy il TMEN LET WY o F5LE] Pl | m—

5 LET II'LL'L'IFE&:LEI geLl:LER yeL 11 BOSUN B9
4l LET piwt AT eATaLET qemp:LET Yamy:GOSUR ST
k74 LET LisELiLET Ly=AT3LED Wil

480 IF AESIDLICE il AnsaTIied s Rk 3C7 THER LET
e, BaLET ] =H Ul 54

90 1F WeL2OF Lk oF 13 THEN RETUEN

104 LET s TH15 1 6OSUR (1060500 34l

710 LET l!lul'I]-!-ﬂl!li-ﬂlii:llﬁlil.li-l-l.l.:'l-'-III1:I-HH-|.I.11'I
T3 LEN F 111 eF 111 -HaLET FonsFI7)=eL

T3h LET 1 wieb:LET pi=rnd LM

T8 LET JenT RSN s ROSUN Bed

50 IF Wil D pil1a THEN G5B i ] Fi2), go down.
740 1F 1401 THER LET . o

1.=!lrl:ﬂlll1 e ]
170 HETEA ——'—1-—— still has a weapon.,

™o LET i1 =z LET mE=THiE = ou 11160500 430
T LET =01 R05UN JearLET JeligoSun ¥
0 RE TR ."
B0 LET FeLET § (11=0:GOSUN A%
g20 PRINT tabil, 3 ;*THOU WAST EIFIRER:"
g10 FoR Jei%e 10 1 GTEF-4
go SIS 1541 BOSUR b RIS 57060508 W
o L

et Rl X
|
B .
| 18 "
Sy o ey T e
. i ki
3 ""f ¥ ;' o

—— = =




Common bugs to look out for

Whenever you are programming there letter, number, space and punctuation ?

are certain bugs that frequently crop up. mark is important. If you leave any out, or Al ‘5::1
Take care, for example, not to confuse add extra ones, the game will be altered g
zero with the letter 0", or the figure one and may not even work at all.
with the letter “I". Remember that every
Long lines and brackets
This line calculates the character’s hit
In Dungeon of Doom there are a number power. It uses a lot of brackets, which look
of long program lines. The longer the line, confusing. Note especially the double
the easier it is to miss something out so it is bracket at the end. It is absolutely
worth concentrating extra hard when you necessary to the sense of the line, sobe
j come across one. Calculating lines inthe sure not to miss it out here, or in other lines
# game module tend to be quite long and where it occurs.
involved, like this one:
B50 LET H=F(1)+0Di1)+002)+0(3) g
s0141+0(5H+01T) +0 (B +rnd (Fi&)) o X
Graphics behaviour problems
If objects behave in a strange way when sure that the object-type definitions C0-C8 .

oL\ you play, such as your character cannot (lines 2030-2540) refer to the right
pick up a “gettable” object, or can walk symbols, as the computer uses them to
through walls, you should check to make define the behaviour of objects.

If you dimension an array and leave out If you load a dungeon when the game -‘ /

one of the itemns of data that should goin asks for a character (or the other way :

it, your computer will lock for the round) the computer will load what you

missing item in the next data line. feed it, but will not be able to make sense
Number of it and you will get an unfamiliar

DIN CiB) missing arrangement of symbols on your screen.

DATA lr-'-”dh"qbr'lqu here. thEhappena,fnuwﬂlhi'u‘Etnrﬂlmd

FOR I=1 TO @ READ C{I):MELT I the game module and start again.

DATA “SWORD®,"RIE®,"DAGGER".....

The computer will attempt to find the
eighth item on this line. In this example
UFERAN you get a “TYPE MISMATCH" error as
\ the computer tries to put a word intoa
. number array. Evenif the data is
AR compatible, you will eventually getan
PR ©ITOr Message as there will not ba
g enough data to fill the arrays.




Expanding the game

Cnece you are famihiar with Dungeon of
Doom, you will probably think of ideas
for changing or improving it. Making
alterations 15 a good way of practising
programming. [t'sa good idea to make
small changes first. If youmake more
complex changes remember to check
every part of the program that 1s aflecteq
Thisis especially important in Dungeon
of Doom asthere are three inter-relating
parts

Numbering new lines

You may need to expand arrays, set up new
ones or add lines. If you add lines, be sure to
nuember them to it betwean "
existing lines :

labelled 191-199 in herse
il you wani to.

Changing the Book of Lore

If any of the changes you make concerns
which keys the player uses, you should
make a note of them. The Bock of Loreon
pages 28-31 contains the rules. You should
add any new ones on a sheet of paper, or
malce your own Book of Lore in an exercise

book or notepad. A

On the right of this page and on the next two
pages you will find some possible program
alterations that you can experiment with.

More monsters

Adding more monster-types will make
dungeons more dangerous for your
character. Here is what you do:

You must design a new monster symbaol
(see user-defined graphics on page 16)and
add it to the other graphic symbaols in the
dungeon generator and game module.

You must also change the lines that feed the
data in (see how to do this on page 46). Your
new monster will have a value of CO+ 12.

The game module already states that any
object with a value greater than C0+ 8 will
behave like a monster, so your new symbol
will automatically do so.

You must also change line 240 in the
dungeon generator to read:

240 IF [=9 THEM LET I=rndid)

This now allows for
four monster-types.

See page 12 for the
correct random

NOTE: A monster's speed and strength
are decided by how much greater than C0
its code is (see line 650 in the game
module), so the higher the code, the
stronger and [aster it is.
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Additional room contents

Toinclude extra types of room contents
you must design and prograim new
graphic symbols to represent them
Thistme you don't want them to act like
monsters so you must change line 580 1n
the game module to

prevent this

%0 IF ARS(DI)<A DR (RM{=C? OR RMCB)

THEN RETURN

a torch symbc

1. Design your torch symbol,
label it and add it to the dungeon
generator and game module. It
can be called C0+ 13.

2. Youmust allocate it a keyin
the dungeon genearator, which
you press to place it in a location.
There are no spare number keys
s0 you will need to use a letter.
Do it by adding a line:

155 IF I$="T" THEN R(I,Y)=(C0+13

Now the “T" key will place
torches in the dungeon.

3. The torch is "gettable” so you
must allow for this in the Get /
routine in the game module. You |
should add a line like this after 4
line 1480

S

{;

1495 IF GT=CO+13 THEN LET L=Le12
This adds to your stock of light.

4. You could try reducing the

Secret squares

You can create secret lraps or Cause
unexpected events by defining a new
symbaol as a blank, but with special
conditions attached toit. It is “invisible” as it
is the same colour as the background, but if
a character tries to cross it he triggers some
action as in the example below.

Rockfall

You can program a possible
rockfall by adding a blank
symbal, CO+ 14 and this . A
line:

321 IF RM=CO+14 END rodil)=]
THEN PRINT "ROCKFALL®:RIX,Y)=C1 ’

This provides a one in three chance fRatthg &

way will be blocked if the character mes ] F
enter a location containing thissymbol. The

room contents become awall (CIYA g
message tells the characterthere has been
arockfall. o IR el 7l
= J o R A 3

: 1 i *

e R | ek 2

Secret message
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%
-ﬁ-‘

W /i S wqe. Password

You could use the magic number from the sacret

message (see left) as a password, by adding these lines
171 IF RH=CO+16 THEN LET M$="GIVE THE MAGIC

NUMBER": GOSUB 400

324 IF 180)*7* THEN LET NI=QN:LET NY=0Y

The character is not allowed to cross symbol C0+ 16 until
the magic number is given

13 L
::?- USII"IQ attributes Replace lines 1010 and 1020 in the game
€ ;"’F You can make more out of the differences module with these ---r.;: e
£ in attribute scores by using them as 1010 FOR J=17 T0 22:1F 0(J) >0 THEN LET
conditions for passing through certain ME=Y$(J-14) 2 s GOSUE 450
locations. 1020 NELT
“ 1325 IF RH=CO+17 AMD F{7)(5 THEN LET NX=0I:
e |LET Nr=Ov These lines now check which magic items
j the character is carrying (objects 17-22)
s ¥ and looks in Y$ for their names, which it
p then prints after the first line of the
message, “YOU MAY USE MAGICKS
’

Don't forget to add
YS to initialization
in the game module.

o) Dimension Y$ by adding Y$(6)" toline
EL ®J | These lines stop the character crossing a 2520, then list the data, like this:
" 1T 4
2 s asymbolCO+17ifhis  2g5c para “NECRONONICON®,“SCROLLS® , *RING®,
mﬂrﬂ]l’fmel F{ﬂ,l&lﬂﬂthﬂﬂ h"lrE'.lBI. .HHUI—ET. h&lﬁE'Hl l':-Luf."[.
message tells the player why. This forces s : ’

- ] «BEAD W 1 1
different character-types to take differemt =" FOR 121 10 G:READ Y$:Ncdl |

routes through a dungeon. Don't forget to The line in the game module that checks if

allow alternatives, though. you have a particular spell number must

U " . .'t ﬂlﬁﬂhechﬂﬂgf-‘d

ﬁﬁ:“g maga:;:l E";: la 1060 IF SL=0 DR (0(17)=0 AND SLCS) OR (O(1E)
t the moment, all six spells relate to =0 AND SU>3) OR SL>é THEN GOTO 1040

either the Necronomicon or Scrolls when
you play the game, although there are six
"M magic items for sale in the trading post.
You could make one spell relate tosach
o item, like this:

2
>

Don't forget to
write in the Book
of Lore which spell
belongs to which
item, 8o you can
decide which spell
to cast when you

COnjure.

H"




These pages contain all vou need to fusd your
way in “Dungeon of Doom”. Don't worry if
there seems a lot to learm. You use the three
of the program scparately so you can
fulrl.l wurs:.[l with them one at a time.

!. Allow 1,-mm[[smu practice games to get

N T

used to pﬁan
i The dungeon generator
h When you want to make dungeons, load the
; .Iimgmn generator program from ils cassette.
| When the computer is ready it will set up the

screen [ike this:

Cursor can't
manve into this
area. It is outside

plan area. A flashing

’ This is the dungeon
-2 cursor appears at the top left.

) Help

press H for help, a message tells vou to
-Fm %Ah’l’jﬂ'r . Do so, mﬂ&txﬂuudﬂﬁt
reminded which Reys to use tapﬁmmr
mmu!ﬁmmtumuppmﬁmwhu
L) atatime and you must press any key again to
I rmdtﬁ:nnﬂut.llﬂrullwmﬁlrrmlm
[ you will be given:

Mhoves cursor
up screen.

Moves cursor

Wimaes cursor
to right.

Move the cursor into position usi ﬁ::i-:
keys. Then press a number key
symbolon the screen. The smsufs nrd’tﬁﬂ.r
number kevs are shown at the top of this

8 page, on the righ.

"BOOK OF Eoﬂe'y

Ve aw . —

L ——

3 treasure D Hsajcrh.ﬂ'

4 Lost ldol l;g'!mmm
5 entrance ﬁf*‘.

The nunmn::stﬁ:hmtmuo]"tﬁc
m and places the character
wﬁ-m-‘luntmiﬁr: ['.w
- place more than one entrance, the ter
= will start on the location of the last one.

| The ldol should only appear n the last of ary
mmq'qﬁmgrms as the object of the

“Quest.

Sawve
When you are happy with your

on,
tmuwu.rn:ﬂssﬂtf over and save it on tﬁf
other side

Mress Htusﬁmu‘t.mmmnﬁt You
will be asked to wait “( 'J"h.E MOMENT
PLEASE", then be told “ANY KEY TO

SAVE" undﬂﬁmx Jﬁuqmw
dungeon will be s will
prrganr for vou to design the next level You
wt be able to save Iht' dungeon if it
hasm't got an entrance and at [east one exit so
that the character can enter and [ecave the

To escape the program press I

a series of dungeons
ummuj?  with t lﬂinlﬁ'th.:l
one. Each series should be planned at one
“sitting” as they are numbered consecutively
by the er, but it will start at 1 again ?:
you tum ca'r;lpulrrcjf Three to five leve
‘should be for a good game.

— el
—= —— - ..
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The character creator

When vou want to make a character, [oad the A and Z move the cursor again.
character creator program from its cassette.  Press “+ " to buy an item at jull price.
When it is ready it will set up the screen ke Press “— " if vou want to bargain. This is
this: i what happens then:

Player munﬁ:rm:mu

Message box 1 Computer IS YOUIRS or
1 ' " OFFER REJECTED :
Cursor Plaver  If successful go to next item. |
I.p w' [ ==y ] BBl ]

1 !‘_l -
a -

of modification
puiut.-:. v
Attribute scores given by the computer.

------

Messages and save character

A moves the cursor up the screem.

If vou indicate an item your character-type is

Z muwves the cursor down the screen. not allowed to buwv vou'll be told ﬂ“ﬂﬁlllﬂ
S Move the cursor until it indicates the like, =
\ attribute vou want to a:hﬂrl.gu.'. "N FOR MAGE".
“+ " adds to the score (points are deducted If you try to buy more than one of any item
from available modification points). other than potions and salves, a message
“— " subtracts from the score (these points

" :T. M HAVE IT SIRE".

When you have funished, press spacebar and
you will be asked to,
SNAME THY CHARACTER".

then become available as modification

wyw do 0, turm your cassette over to
you wart to save the character. Then
irovent @ e with up to ten letters and press
RETURN and your will be saved

.....

Lol
wappry “;:f,' I!hraltrifluI!c "
scores, press the spacebar to tum to the next
.’ page.” _;"n[l’m-l.rir;r;‘ihrrr pages look like Dungeon of Doom” character-types
Pl thas:

P i E— e W “This chart gives vou a rough guide to the
g RS, WEL S li‘ Gold coins mtg;hﬂ in -Ih.u'.gem'g;l:kmu". They
. . \ CaTL WSE St i .w;n;tﬁTimn
- both in thewr Qaest, and type has
i“' P ﬁl ﬁ €—— Prices im%smmw- ﬂ:_'{:ﬂl“'iﬂ
il | discover if you compare performances

This screen shows the Armoury, where 1
nwpulumﬂm‘tmurdrtﬁlr sale. The other 1

tw«u.: Eﬁ'“? ?]:n:i“ Aﬂﬂﬂlmmll;: {[ms_itics
ﬁr’]ﬁ: mu:Lr mfn'.:;:}u ij't ﬂ

appears at the top of each new page.
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When vou are ready to start vour Quest, load
the game module from its cassette. When the
computer is ready vou will get the message,
“PREPARE HERO TAPE”, Place the
dmmclrr creator cassette in your recorder
ardd find the character you want to load

Your next instruction is, “PRESS ANY
KEY™. When vou do so. the character will be
loaded. 1t will take 10-15 seconds depending

Next, vou *PREPARE DUNGEON TAPE"
and “PRESS ANY KEY™ to [oad a :{llnq-l.'mL j
l.'m:.luugfmh'w:!wulmdumdl -ult for
the character’s experience, you wi be told,

"LEVEL T DEER REWIND TAPE TO
POSITION FOR LEVEL 2°®, L'I'ﬁl.' level
given will match the character's experience
score. )

If vou leave the dungeon cassette in your
recorder, it should be in the right p[un to
[oad the next dungeon when you need it.

When the rations are complete, the
scregp will be set up like this:

Your character-type and name.

: i Character symbol

j)unguml 11
placed in darkness. You can't
entrance. see anything yet.

e ——— e — -

R —— | . ——
- — —— S— — e

T — —

Keys vou use to play

r‘-_ .:ﬁ.nrn:trr can only move in the direction he

This key

Change direction if you want
to, then press M to move.
Reveal

As the character ex '{[m:s the dungeon, the
space he enters lights up and remains (it. He
can enter any location except those
cmtmmugu wall or a monster. Whalls block
the way and monsters will attack.

If you press R, you will reveal an area of
;:.;:Emrﬂ BE WARNED: a monster

d by the light is activated and will

gwrd:ﬁnsrmﬂmmrﬂ. It cannot cross

occupied spaces, though, so your character
can “hide"” behind objects in  the dungeon. If

there are two monsters, m[v the nearest one
gn'rs chase.

Attack

To attack, press A and keep press inyg while
the fught goes or. Messages at the top of the
screcn report your |‘.n'-.1qn:,¢s REMEMBER:
watch the attribute scores. IJ your
character's strmglli IS TUIIIng out, you may
use magic (see page 31) or take a pntiﬂn (see
below) to recover.

Potions and salves

Press I” to take a potion or salve at any time.
One of each umrdupuﬁnmu';w'pr:s
this key. They restore strengthand vitality.

-‘ et
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Conjure - A =
i el

If vour character is a magic-user and you ¥ Mﬂﬂ'k' j_ b

press C, the action is frozen and a message !?'

appears, ; spells [ to "l'fuvmtmvplwrjhl

“YOLI MAY USE Either, or both of m“ hat they do:
MAGICKS FROM p

these lines may -
NECRONOMICON ‘"-IPF'ﬂFi.ﬁgfl}
FROM THE SCROLLS “PPean depending | I

should break free. If e is very weak, takir :
puntu:rnsh.-m.thl'J-'u'.EpJ|r 'I.. / s lﬂMﬂmﬁ:mf#ﬂm A

{
]

Monster is slain instartly by a magic
CONSULT THE LORE ol magic | T
LISE SPELL NO/!™ character has. '
Consult this page and choose a spell from ] I 3‘"““‘“’3’{5’“21 i
those on the ri : [Wns@ﬁpﬁmtmtﬁrhﬂ:ﬂﬁﬂ'ﬂ {
the character is stmnﬁng Here, no ’ |
Get |”: monster can touch him and fie can regain
Press G to get or pick up objects. Your ﬁ“mﬁ"ﬂ“’““fﬂ"}'m"ﬂﬁ'ﬁ’ | *
character must be next to mndfm ing the cscape.
thing he wants to get. When fie gets the Im
Idol the Quest is over. n'fﬂﬁparl. (key 3) \
{" Magically whisks the chamcterfrom {
random. DANGER: this spell is ,
§ saves the state of play. The other side of the unpredictable. If the user tries to :
ame module cassette is a good place to save materialize mawuﬂ itwillnot workand || §
it. When vou re-load. you start again where ot fie will stay where hie was. Or it may not
you left off. 1 tr::ru[:rlwnjm'ﬂumff: to be out of |
'n-gp; Wh:-'l.'l are contained in the Scrol :
raps are “sticky” and hold a character back. &" buut are it s N I.
ﬁflh; crosses ong, fis strength is sapped and : 14
may not be able to move for a moment. FIu A M"” / l )
this ke sing “M" tomowe and he J :
case, Recp pres l-""lf_l FE " lﬁ#ﬁnltlﬂ'ﬂiﬁ"lﬂ* | 0 I
1

Attribute scores

(key 5) |

Attribute scores change all the time. Even whatever is in the users

rru.r-*mg hrough the son causes the location into some otfier object of
h score to flicker. Standing still VWARNING: the effect is random. It can
mtm strength slowly. ! beused t monsters but thereis a

All exploits in the dungeon add a fraction
(1] Lﬁ:ﬂcpﬂml.cricnrr When these add i to
a whole number the score goes up and the
character can exit to the next level.

To leave, place the character symbol on the
exit symbol. You will be asked to “PREPARE
DUNGEON LEVEL" and vou should load
the next dungeon in your series. Trying to
leave before lﬁfﬂpcﬂ:ml. score has
increased will result in a message, “YOU
NEED EXPERIENCL".

' chance that another monster-tvpe will
. appear in its place.

“* Healing (key 6)

spell that res strength
mﬁuﬂilr mmﬁ.lﬂ. It’
u;qhdﬁtfu:fnmh
his Pﬂi‘.!unliiuﬁu.

S




Dungeon of Doom program listings

On the following pages you will find the Symbols key

listings for the three separate programs that Electrc .

make up the Dungeon of Doom. They have E;f‘. n# g;lrce:trum a

been written to run on the Commodore 64,

Vic, BBC, Electron and Spectrum, although In addition, any parn of a line written in
some conversion lines are necessary for lower case (PRINT tab, for example) must

each computer. The conversions are given be replaced with a machine-specific
at the end of each part of the program and command for your computer. The general
lines that need to be convernted are marked conversion chart below shows you howto

with symbols, like this: do this, with examples to make it clear.
# The gensral conversions shows below are sarked with this svebol in the listings.
'.-" -
L OnmAN] tabir,vis PRINT tab(ND, KY#S): S
BRC/ELECTRON TRALL, Y FEINT TRBINI, KY+3):N8;
SFECTRUS AT ¥, FRENT AT NWS, Ni:n§
T W LEFTSICUS, ¥hs ERINT HMSLERTHICUS, R+t
SPLITS; +SPCINT) ;28 SPOLIL)
RN Y AR | LET Tk=inkey}
BBL /ELECTRON 19=1NEYS LET I8=INKEYS(
SEECTELH if ] LET 1§=]1RVEY
Cd/vIL BET If BE! If
— . -
L UARRR Jager I paper B
PEL/ELELVRON LELOUR XeQ22 COLOUR BGe128
sFELIRUN FAFER Li1+] it Libb+]
LadivIC FRINT BESi1); FRINT BGSiB5);
'!"ll""l: i i H :
BBC/ELECTROR § COulu kI LOLGUR &
SPECTRLM it 1+ 8K
vl SEE SPECIAL NOTE BELDw
E::'HH-'"I: racil) Barnd (ke
BEC/ELECTRON RND (L GERNDIFI#)¢
SFECTRUN INT (RKC#R+] b= INT{RND#F+]}+}
Cod/vIC INTOEND (DD ei+] GEINTIRMD LI eF+] )10
WSFECIAL NOTE FOR CA4/VIC USERSH
Leave out the ink cossand UNLESS it is preceded by paper 0. In this
Lase, use:FRINT "'F'I.J FRINT BGS
EIRAFLE: paper Ojimk J becomes PRI H BEF L) i PRINT BBS

nulnlud.. once you've tried a
hwmphl.

Malke sure you use the correct
E-‘l;;:‘ version for your computer.
it e W S




The Dungeon Generator

A o8t cpechal nobe for Vic uters page 3.

TE

W 10 B0%UB sl
mad 20 paper I:TLS
10 LET Bb=2:LET FE=lsLET T=Q;LET L=J:LET Lw=M-J:G05U8 280
w M) paper Iink 0
# S0 FRINT tab(],0);"LEVEL BENERATODR®: N
o &0 PRINT tabi1,2);"THIS 1S LEVEL:"jLE;
# T0 PRINT tabil,J);"PRESS M FOR MELP®
80 LET BE=l:LET FE=2:LET T=J:LET L=15:LET LW=]13:505U8 280
96 LET T=1:LET ¥=!
o 100 LET lh=inkeyd
110 IF I8="W* THEN BOSUE J&0
120 IF D1#="@" AND ¥)1 THEN LET v=V-|]
{3 IF [#="1" AND ¥(15 THENW LET YsYs]
140 IF 1F=°X" END 131 THEN LET I=I=|]
150 IF 18="M* AND N{(15 THEN LET Y=1+] There are lots of print and colour
y e STk i commands at the start of this listing, so
1&0 IF [#>"/" AND I8C":" THEN BOSUB 730 use the general conversion charts
w170 paper Jiini 0 opposite with great care.
(50 FRINT tab l.f-f.-::--“'iil.' -
¥ 190 PRINT tabin,veS);CHRE(R(X,Y));
200 1F [§="5" AND 1130 THEN EOSUR 430:60T0 20
210 IF I18¢)"F* THEN BOTD 100
220 5TOP
210 LET lsvaLils)
o 240 [F 1=9 THEW LET [=8+rnd(J)
aol IF 1=5 THEM LET X=I:LET V=¥
20 LET BEE,Yial(+]
270 RETURN
#r JB0 PRINT tanid,T);
Crie 290 pager FE:PRINT LEFTH(BS, Lu+3)
# 100 paper B3:ink FB
310 FOR Is] TO L
O JI0 PRINT TAB(O) :CHR$(0SILEFTHBS, LW} ;CHRE (05)
330 NEIT I
Ofr T80 paper FE:PRINT LEFTH(RE, Lued):
&0 RETURN mﬂlﬂﬂmwmhﬂw
# 340 paper 1:ink 3 you can find where you were sasily
370 FOR M=1 TO 10
#r 380 PRINT tab(],8);HE(H]z:60508 430
Onfr 790 PRINT tab (1,40 ;LEFTSIBS N-2);
éd) NEIT W
BaA® &0 ok ]
420 RETLRN
430 LET Glaynkeys:IF G#="" THEN 6070 430
440 RETURN
#rdS0 PRINT tabil, 4);"0NE MOMENT PLEASE.";
40 LET S9=""
&70 FOR J=1 T0 15
50 FOR k=1 T0 1%
890 LET Sa=54+[HRE(RIK, J))



LT}
K
2K
1 I

-

ol
‘lu

O b
gﬁﬁ 550
90

O 580
59

&00

8 ﬁ:'.'
LR

B3

&40

850

111

&70

480

&%0

To0

b

120

130

T4O

TES
fuly

Ta0
170
'!Ei: %0
800
Bil
fdd

COAVErsions for your Coaputer,

looe
1010

1020 DA

1030
1040
1050
1040
1070
{030
1050
1100
Iie
1120

ABAdd Lines 4000-4030 ¢rom page J5.
m Add lines J000-3080 froe page 13.

34

0 NELIT i
i \E|'

L}

LET So=Sfe[HRS (12+05):LET 55=55+0MRE1][¥+05)

So0 LET S8=58+CHREILE+QS)

PRINT tab(], 4);"ANY KEY TO SAVE °;:60SUE 430
: Initialization starts at line 610.
LET ilﬁF’EHD'I.FT "LE'HI':'L'

FRINTHS, 58
CLDSENS
PRINT tabil, &) ;LEFTS(BS, W)
LET LE=LE+1:G05UB T0O
RETURN

DIN Ri1S, 150, H8(10;

o

DA4T4 "PRESS ANY KEY","TO MOVE A T M M°,"] MALL 2 VASE" %

DATA =3 CHEST 4 o IDOL *,*S WAY IN & EXIT*,"7 TRAP","8 SAFE PLALE"
DaTA *% GUARD®."0 TOD ERASE"."S TD SAvE"
LET LE=]

FOR 1=] TO 10
READ HE(])

NEIT [:G0SUB BIO
FOR J=1 T0 1%
FOR k=] TD 13
LET RUJ,K)=C0
NEIT K

NELIT J

) LET 10=0:LET [¥=0

LET Py="":FOR I=0 TO W:LET Be=Bs+* *:NEIT |

RETURN
REM SET UP THE CHAR START

SETURN c BHCIEIBﬂrﬂn w
REM BEAD THE CHARACTERS s

795 MODE 3:VOU 23,0,8202;0;0;0;

820 vOU 23,224:F0R [=0 TD 72

LEd. SHEE HE S E E REnﬂ 'n:IiIEILI ﬁ:"ErT ]

PHI: :55,1.:.4.;.& 5.-,?5.-...-;.,33'5,23; E}l:l FEH ]l'[i' l”:_ l[r”nu 23113|:I+I

UATR 0,0,0,0,0,0,0,0 B4O FOR J=0 TO 7:READ A:VDU A:NEIT J

linee BM-BED/BA0 a5 shown im the

DaTh 0,80,24,60,128,120,128,80

DATR 0,54,100,1104, ?5,?:,11,5

DATA 20,42,20,20,93,93,62,7%

DATA &0,124,255, 25-.25:,25:,: 5,255
DATA &0,102,195,129,129,129,133,12%
DATA 129,66,36,0,0,36,64,129

DATE 0,580,668, 88,08, 88,50,0 .*a
DATA T&,158,170,1%0,64,30,17,88

DATA 0,536,804, 124,56, 44,468,102
DATA O,8,28,42,127,85,45, 34

graphics. You will find the same data
at the end of the game module listing.




Conversions

Below you will find the conversions you instructions carefully. When this happens,
need for your computer. Some of the lines you will be referred back to this page toadd
need to be included intwo or even allthree the required lines.

parts of the program, so read the

Commodore 64/Vic ma
*SPECIAL NOTE FOR VIC USERS* &
Before typing in or loading this prograe tepe 1o the follcsing:

FOVE 44, 28:POKE &47,29:575(54324!
These lines must also be included on the

CB4 ONLY.®
Sa S BOSUB 5000
720 PRINT BBS(FB);" *;BG8(BGIILEFTS 20 PRINT CHRS(147):POKE 53280,0:POKE 53281,0
\B§, LW} :BSSIFR)" * 790 0S=96:C0=05+6:W=40:605U8 4000
410 Leave out this line B20 FOR I=0 TO 7:READ A:POKE 36352+1,255-A:NEXT 1
550 OPEN 1,1,1,"LEVEL® 830 FOR I=0 TO §5:READ A:POXE 36400+1,255-A:NEIT |
555 FOR 1=0 T0 2 B0 RETURN
-
:: :::I:I.HIDHEI.IHH 1,78) TDTE? i skt o il i i VG
L ik

7% Lok | 20 FRINT CHRS(147):POXE 36879,

790 0=9:C0=05+4; 42250508 4000

B20 FOR [=0 TO 2047:PONE S120+1,PEEK(32768+1):NEXT |
Lines 4000-4030 must be B30 FOR 1=0 TO 7:READ A:POKE 565&+1,295-A:NENT |
added to ALL THREE BAO FOR I=0 TO 95:READ A:POKE £704¢1,255-A:NEXT |
PROGRAMS for the C64 and BS0 POKE 36859, 205
Vic.ma BA0 RETURN

4000 BGS(0)=CHRS(145) :BES11)=CHAS (1B} +CHRE(28)

4010 BGS(2)=CHRS118) +CHRS1158) 1 BGS (30 =CHRS (130 +CHRE3)

4020 HMS=CHRS(19):CUS="*sFOR I=1 TO W:LET CUS=CUS+CHRE(1T):NERT [
4030 POKE 630,235:RETURN

Lines 5000-5080 must be
added to the dungeon

generator and the game
module for the C64, @ SP“““““’

000 POKE 32,128:POKE 5,128
S010 POKE 56334 ,PEEK(S&IT4) AND 254: £t

S0, 30, 380, T, AL Fe*- dce LEFTS BN Expl with
E§iT0 Eeple.c. line 390 use ES(TD w-
Ladve out this anE

POKE 1,PEEK(1) AND 251 Eu'l' LET @5(1)=58
5020 FOR 1=0 TO 2047:FOKE 34814+, S70 SAVE LEVEL® DATA 081)
PEEK (53248411 :NEXT | 418 Bix $018 ;; 010 H§110. 18]
S030 POKE 1,PEEK(1) OR 4 oo,

15 DEM GFLD,228)
790 LET B=32:LET 05=144:LET C ‘ElE-H_'.
820 FOR 1=0 10 7:READ A:POKE USR"A"+] ANEXT |

S040 POKE S&334,PEENISE33A) R 1
30 POKE S4578,PEEKI58578) OR 3

080 POKE 58576, IPEEK (36374 — ™ »
B30 FOR 1=0 T0 $3:READ A:PDKE USR “B°+l.A:MEXT |
AND 2520 0R 1 g40 DIM Cid)
70 POKE 53272,2:PORE 448,120 850 LET CO13=0:LET CiZi=2:LET [T ss: LET Cid1=T
080 RETURN 840 EETURN

35



Character Creator

Here is the listing for the character creator. page 32) and you should look up the lines
Conversion lines are marked (see keyon you need for your computer on page 39.

1( GOSUB 10&0
B 20 pager i1
30 LET J=1:LET W=MP:LET H§="POINTS"
40 BOSUP B10:B0SUR 900
S0 LET K=1:LET P=T+]
*r &0 PRINT tabil,P);®>*%;
To G0suR 120
80 IF =5 THEN BOTQ 70
OAB 70 IF [§=";" AND H)0 THEN LET F(J X)=F (] X)e1:LET W=H=-1:G05U8 F20
O100 IF [s="-* AND F(J K30 THEN LET F(J KisF{J K)=1:LET W=H+]:G05UF 920
110 LET (=1
120 IF F(1,4)%6 AND F(1,8)37 THEN LET (=2
130 IF Fil,4) 28 AND F(1,7137 THEN LET (=3
140 IF Fi1,1037 AND F(1,B)>5 AND FI1,10#F (1,20 110 THEN LET C=d
150 IF FI1,0) %8 AND FU),204F(1,30212 AMD Fil,8)(h THEN LET (25
160 LET Ms=C8i0)
170 GOSUB B&0
180 IF I#{3" * THEN GOTO 70
190 LET W=GC:LET W$="GOLD COINS:*
200 FOR J=2 TD &
210 LET K=]:LET P=T+#]
220 LET ms="CHODSE WELL SIRE'"
230 BOSUB 810
240 BOSUD %00
® 250 PRINT tabil,Ph;">%;
250 BOSUB 720
270 LET N=Bei]-2)+K
280 LET W$="MAKE YOUR CHOICE®
290 GOSUB &80
300 LET BR=0:LET OF=0
Qam3l0 IF I#=";* THEN LET OF=F(J,K):GO5UR &10
Onfr 320 IF I$x*-* THEM LET BR=rnd(31:B05UB 370
330 BOSUB B&D
M0 IF I1$(»* * THEW BOTD 260
350 NEIT J
o 350 PRINT tabi(1,2);"NANE THY CHARACTER®;
Crér 370 PRINT tabi),3);LEFTS(BS,N-21;:PRINT tabil,3};
AW IED INFUT NS
I90 IF LENIN$)}10 THEN GOTD 340
* 400 PRINT tab(l,3);"ONE WOMENT PLEASE®;
= 410 PRINT tabil,3);
820 LET 0=De3
430 LET S$=CHRS (D+AS)
80 FOR I=1 TO B
450 LET S$=Ss+CHREIF (1, 1) +A5)
36 w0 NEXT [




Oa®330 LET S=0PENDUT “HERQ®
CAaBI40 PRINTES,SS
OAB 550 CLOSENS

This line sguals 0 at the moment
as it will be used for counting
treasure and your character does
not have any when he starts the
game. The line must be included,

470 FOR 1=1 T0 O
480 LET S#=S8+LHRS (D11} +AS)

430 MEIT |

50 LET S#=S$+CHRS [(H+AS) though, :r. lhhm won't

£i0 LET S#=S#+[HRS (AS) know where to store treasurs
"-““‘i--. when it is found.

520 LET S#=SfeMge" -*+LI0)

&0 ETOP
70 LET ms="":GOSUB B&D
#r 380 PRINT tabi2,2):"YOUR OFFER*:
ARTH) [NPUT OF et
800 BOSUR &80

810 IF QM) X0 AND M(23 THEN LET M§="¥DU WAVE IT SIRE":RETURN
620 LET PRF(J,K)-BR

e30 IF WOEE THEX LET me="Y0U CANMDT AFFDRD®:RETURN
g40 IF QF y=FR AND Y=] THEN LET QuNisCiNIP (N)3LET W=W-PR:LET W3=°T1S YOURS'
£SO JF OFCPR AMD Y=1 THEN LET Ms="QFFER REJECTER"

b&l IF WCG THEN LET W=(

570 RETURN

480 LET Y=(

Qb%0 IF MIDECDS(NI C,10="1" THEN LET ¥=|
700 IF ¥=0 THEN LET M§="NOT FOR *+C$IC)
710 RETURN

w0 LET [#=inkeys
730 IF I$="" THEN EOQT0 720

# T80 paper J:ink |

o /30 PRINT tab(l,P);* *;
740 IF [$="&" AND K}»] TMEN LET K=K-{
770 IF [$=°1" AND E{D THEN LET K=Ke|
TH0 LET P=a2+T-]

w790 PRINT tabil,Piz®)";
800 RETURN

w810 paper O:ink 2

O# 820 PRINT tabi0,0)jLEFTSIBS, N);

# B30 PRINT tabi0,00;F$0),9)

B40 LET B6=2:LET FG=J:LET T&1:LET L=2
850 BOSUB §BO
B0 paper 2:ink 0
B70 PRINT tabi2,203LEFTS(BS, 170 tab(2,2);04;

680 PRINT tab(2,3) ;R tabll3, 30 iH;" *;
E¥0 RETURN

P00 LET BG=J:LET FG=2:LET T=N:LET L=]1%
¥10 GOSUR 930

tr 920 paper Jrinmk O
930 FOR I=1 TO &
940 LET v=Te{l-1)42+]

o 950 PRINT tab(2,¥)sFsed, 10stabits, YigF(d, 1" *; 37




O 990 paper FE:PRINT LEFTS(BS Ni;

OAmI020 PRINT CHRS(B)jLEFTS(ES W-2) ;CHRS(8);

O#r 1040 paper FE:PRINT LEFTS(BS W13

38

Ba0 NEIT |
870 RETUEN
# 980 PRINT tabil,Ti:

# |000 paper BB:ink FB
1010 FOR I=1 TO L

1030 WEIT [

1050 RETURN

1060 GOSUR 1600

1070 LET D=8

1080 DIN Fid, Del)
O1090 DIN FE(4,De1)
O1100 DIN C$13)

1110 DIN DiDeJ)
O1120 DIN DsiD+l)

1130 DIN FiDed)

1140 DATA "00001°,"00011","10011","100R1", "1O011"®, "000l 1=, "10000%, "1l l®
1150 DATA *00011°,°000L1°,*10011° “1R000®, "00411", 11011, "11001", *11210"
1160 DATA "11100°,"00100°,"11100°, *10000°, *11100", "1 1100°, "11111°,"1111)°

1170 FOR =1 TO D+
1180 READ O%(1)
1190 NEXT |

1200 FOR 1=1 TO 8

#1210 LET F(1,112rng(5)+2

1220 NEXT |
1230 LET Fil,Si=1

1240 DATA 20,16,12,13,8,10,8,8
1230 DATA 18,13,9,9,14,8,6,8
1260 DATA 20,15,04,12,10,6,5,8

1270 FOR J=2 T0 4
1260 FOR 1= T0 8
1290 READ F1J, 1)
1300 NEIT |

1310 NEIT J

1320 DATA §.4.3,
1330 DATA 5,4,3,
1340 DATA 4,3,2,
1350 FOR 1=1 TO
1360 READ P(I)
1370 NEIT |

L= IS I ]

1380 DATA "STREMGTH®,*VITALITY", *AGILITY", " INTELLIGENCE®
1390 DATA "EIPERIENCE®,"LUCK","AURA® ,"MORALITY","CHARACTER CREATION"
1400 DATA "2 MAND SWORD®,"BROADCSMORD", "SHORTSWORD"

1410 DATA “ARE®,"MACE®,"FLAIL","DABGER" ,"GAUNTLET" "ARMOURY*

y explained on page 18.

1420 DATA “HEAVY ARMOUR®,*CHAIN ARMOUR","LEATHER ARWOUR","HERVY ROBE"
1430 DATA "GOLD HELMET","MEADPIECE","SHIELD®,"TORCH","ACCOUTREMENTS®
J440 DATA "MECRONOMICON® ,"SCROLLS","RING","MYSTIC AMULET®,"SASH","CLOAK"

1450 DATA "HEALING SALVE",°“POTIONS",“"EMPORILN®

1460 FOR J=1 10 4



1470 FOR 1=1 TD 9

Here are the of the character-
1480 READ F8(J,1D
1490 NEIT 1 types you can create.
1500 NEIT J

1510 DATA *WANDERER®,*CLERIC","MAGE","WARRIDR","BARBARIAN,
1520 FOR I=1 TD §
1530 READ Cstl)
|S40 NEIT 1
o 1550 LET WP=Jerndi3)
o 1560 LET BC=120+rnd (0]
1570 LET M$="";LET AS=45
1580 LET B$="":FOR 1=} TO W:LET B#=Bi+" “:nELT |
1590 RETURN

A5 1600 REN SET UP DETAILS
add whichever lines between 1810 and 1730 are indicated in the conversions for your Computer,

Add lines 4000-4030 froa page J3.
an e BBC/Electron #

Conversions 1600 MODE S:VDU 23,0,B202;0:0:0;

In these boxes you will find the conversion| 141 y=29:§=224

lines you must use in the character creatar | .5 ypy 23, 24,295, 255, 255,255, 255, 295, 255,258
listing. Make sure you pick the right ones 1630 RETURN
for your computer.

Commodore 64/Vic na
The lines below are the same for the C64 and Vic listings.

20 PRINT CHRELLAT) These two lines must be
90,310 Replace *;" with *+* added as well on the C64.m

Y80 X=1:¥=3: T00:N8=]N$
;:z I'.'H'-'ElI IIIEEEI:I:[;E}* 25 POKE 53280,0:PONE 53281,0
168 1600 LET Wsdd

40 FRINTHI 58

930 CLDSE 1 ¢
£50 J-H:!:E:Eﬂﬁuk 1700: DF =VAL ( INS) : If you have a Vic then these
B75 PRINT HM$;LEFTSICUS,J);SPCIIS) s LEFTHIBS 4); two lines must be used, 100. a

§45 PRINT HM$;LEFTS(CUS,Y);SPCI1S)LEFTHIBS,3);

1020 PRINT BES(FE) ;" *;BGS(BG);LEFTS(BS M-2);BGSIFGN}" *;
1610 GOSUB 4000

1650 RETURN

1700 INg="*®

1710 BET 1$:1F 14=CHR$(13) THEN RETLURN

1720 IF 18)*/* AND I5<°C" THEN LET INS=INS+1$:PRINT HA$;LEFTS$(CUS,¥)3SPTLID; INS;

1730 6070 1710
4000-4030 Add these lines fros page 13,

23 POKE 16879.8
1600 LET w=21

EED Leave out this line

Spm:trum o A90 IF D#IM)IC)="1" THEN LET ¥=l
20 BORDER 0:(L5 1090 DIM Fsi4,0+1,18)
20,310 Replace ";" with “K" 1100 DIN CH05.9)
100,320 Reglace "-" with *J" 1120 DIm OsiBe3 S1:DIN Q%11,57)
370,820,870, 9%0,1020, 1040 Replace LEFTS 1600 LET B=14J:LET W=32

(%, exp) with BE( TD exp) 1610 DIM CO4):LET Cilb=0:LET Ci2)=2:
&30 LET Q#i1)=5% LET Ci3h=b:LET Cid)=7

40 SAVE "MERD" [ATA O%i) 1620 RETURN




Game Module

The Game Module listing starts here. Itis include all the conversion lines marked
very long so you must be very accurate. with the symbaol for your computer (see
Take a break if you get tired. Make sureyou  symbols key on page 32).

=S{-e special note for Vic users page 44,

o0
&0
10
80
8
100
o
120
130
14
150
160
170
180
190
200
mll
20
250
A0
230
260
270
280
290
00
310
320

por
!

w340

é:t
-l
379

# 380
190
400

O d10

£20

® 430 paper 2:ink O

[ BOSUBLTTO

EOSUBISN

EOSURGI0

LET I$=inkey$
IF I$="A" AND DI(255 THEM GOSUBETO

IF 18="C" AKD F(7) )0 AMD Q{171 #0118} 30 THEN GOSUBYHU
IF I$="G" TMEN BOSUB1410

IF [$="P* THEN GOSUBI&&D

IF 1$="R" THEN GDSUBI&%0

[F 1§="5" THEN BOSUBZ24&J

IF I§="B" THEN LET NF=NF-]

[F 1%="N" THEN LET NF=NF+]

IF NF34 THEN LET NF=]

IF NF{1 THEN LET NF=d4

IF I$="M" THEN LET NI=NI+DINF, 1): LET NY=NY+DiNF,2)

[F NY>15 THEN LET Ny=13

IF NY(] THEN LET N¥s]

IF NIC1 THEN LET Ni=]

IF NI}1S THEN LET NI=13

LET EH=RINI,NY)

IF AW=C] THEN LET I=NI:LET Y=NY¥:50SUBSTO:LET MYsDE:LET WY=0Y:LET Fili=F(1)=.00
IF RH=C4 THEN LET TI=NI:LET T¥=NY:LET TF=|

IF TF=] THEN LET NI=TI:LET NY=TY

IF FI1) » §1e,B END rnd(BICF (&) THEN LET TF=(

IF I$)"=THEN LET Fl1b=Fi1)e0, 9%

IF FI1} <51 THEN LET Fll)=F()hedFi2)FL100)

s05UB4B0

IF QXCHMX DR OV(OMY THEN LET I=QX:LET Y=0Y:GOSUBSTO

LET DX=MI:LET O¥=NY

IF DY(255 THEN GOSUBAXD

IF F{1)¥0 AND FI{1 AND RM{ICS THEN BOTOAO

IF AM=CYS THEN LET Me=TH(12):6050UB4T0:605UE1 7a0: 07040

IF Fil)il THEN BOSUBBLO
FRINT tabiQ, 104::5T0F
sound a note :RETURN

sound a noise :RETUAN

paper 2:ink 0 MOTE:There are two extra lines at
PRINT tabi0,5);M8; 155 and 345 to be added on the Cad
LET I$=inkey$ and Vic.

IF I$=** THEN BOTOI®D

PRINT tab(0,5);LEFTS (B8 M) j:LET Mg=""
RETURN

HA40 PRINT tabl(0,5)3n8;
Omai50 FOR D=1 TO &00:NEIT D
-In-g;m: PRINT tabi0,S);LEFTS(BS W) ;:LET my=""



§70 RETURN
A8 paper liink 3
Crér 490 FRINT tab(NI,NY+S);MIDS(Fs NF,1);
AR 00 paper 2:ink O
AR IO PRINT tab(16,8);INTIFUL)bG" "7 — |
Al 320 PRINT tab(J&, 100 INTIFI2N ;" *;
S30 FEINT tabils 143 INT (FITID" %
O 540 PRINT tabilb, 170 ;MIDS ("NESH. = NF 1);
#5500 PRINT tabil4,200; INTIFI31);
T50 RETURN
# 570 paper liink 2
o 580 LET RM=R(X,¥):PRINT tab(d, Ye5);CHES(R™I;
<30 IF ABSIDIICA (O R®(=C? THEN RETURN
400 LET AT=RM:LET WeNT-C2:LET MY=M/1b:LET ME=Mes:LEY Da=TsLET Lu=rs[ET Lye¥
&10 RETURN
620 LET Dr=LI-NN:LET S2=SEN(DXI:LET DY=LY-NY:LET SY=3ENIZY)
B30 LET MEsLI-(MvaSI):LET WY=LY-(MveSY):LET RM=R (NI, MY
840 IF FMC0 AMD RM<GMT THEN LET MY=LY:LET mi=LI
850 LET RILE,LY)=CO:LET X=LE:LET ¥=LY:G0SUE 370
860 LET RIMXI MYi=NT:LET I=WI:LET v=MY:G0SUE 570
M0 LET LI=MI:LET LV=MV:LET H=i
530 IF RESIDEI«=] AND ABS(DY){=] AMD RM{)C7 THEN LET WaMe,5:LET J=M:GO5UETH0
B0 IF HelZ(Fi&1+F {3} THEN RETURN
700 LET M=T$(5)1G0SUEAT0: GOSUBTAD
10 LET BaM/(3+00%) + Q010) « QER0) + D120 + Qi13) « DiQ4))
720 LET FO1)=F (1) =H:LET Fi2)i=F{2)={H/101)
#r 730 LET 1=]:LET WB=0:LET MB=rnd(M)
140 LET J=MT:G05UB350:BOSURIS0
750 IF mB=1 AND Dil)30 THEN GOSUBTEY
760 IF 1411 THEM LET I=l+1:B07T0750
770 RETURN
780 LET DI1)=0:LET Me=TH(B)+" “+N$(]):GOSUB4Z0
790 LET MB=0:505UB350:LET J=]:G0SUBISY
BOD EETURN
B0 LET NF=3:LET Fi1)=0:G05uB4&0
wB20 PRINT tabil,3);"THOU MAST EIFIRED'®
BI0 FOR J=)350 TO 1 STEF-4
G40 BOSUBIS0: BOSUBSEG: EOSURSTO: BOSUBARD
B850 KEIT J L
350 RETURN
#r870 LET ms=T$(rnd(31): 60508350
#8850 LET W=Fil0+001) + 042} # QU3 # Qi) «0(5) # Q(T) & QUG #rnaiF (&})
wA70 IF FoJIeF (&0 rnd(M)e2 THEN LET ME=T8(4):LET WT=0
900 LET MS=MS-H:G05UE4I0
310 LET FULI=F(L)=IH/100)sLET FISI=F[5)+,05
¥o0 IF m&C1 THEN BOSUBS4D
930 RETURN
740 LET DX=255:LET MS=0:LET RiMmp, mv)=C0
950 LET F(S)aF(5)e.]




Se0 LET Me=T8(4):G05UB430

§70 FOR J=200 TO I1S0STEF-8:G05UB350:505UBI60:NEIT J Here's where the s
¥80 BOSUBSTO:RETURN routines start.

w 790 BOSUB4BO:paper 2:1nk O

w1000 PRINT tabid,10:"YOU MAY USE mAGICKS®; ]} %
010 IF Q417030 THEN PRINT tab(0,2h: *FROM MECRONONICON®: {‘q
#1020 IF Q018050 THEM PRINT tab(0,3);"FR0N THE SCROLLS"; \
#1030 PRINT tabi,4);"CONSULT THE LORE*
Gll}lﬂl LET M$="USE SPELL NUMBER?*:GOSUBITO
1050 LET SLsVAL{I%)
1060 IF SL=0 DR (D017)=0 AMD SL(S) O (0(18)=0 AND SL)}3) DR SL»& THEN BOTO1040
1070 LET MISLI=M(SL)=1:LET X=WI:LET Y=NY
1080 IF MISL)CO THEM LET WS=T#(9):LET SL=7
15:11}?{! FOR J=] TO J:PRINT tabi0,Ji;LEFTS(BS W) ;:NEXT J:bOSUBSTO
O1100 ON SL SOSUB1140,11%0,1220,1280,1300,13%0,1130
110 LET FUSI=FI(S)+.2
1120 GOSUB4Z0
1130 RETURN
1140 FDR J=! T0 12
1150 BOSUBIS0:E05UB3a0
1150 REXT J
LI70 IF DI{25% THEM LET E=mi:LET y=MY:BO0SLE9&0
1180 RETURN
1190 IF RH=CO THEN LET RINK,NYI=(7
1200 LET J=100:605UB3S0:LET J=200:605UB350
1210 RETURN
#1220 LET MX=rnd(}3):LET N¥srré(l]}
1230 FOR J=0 T0 255 STEPE
1240 BOSUBIA0: BOSURIS0
1250 REXIT J
1260 GOSUB4BU
1270 RETURN
AR 1280 LET FU20eF (20 ernd (MISLIISLET Fil)sFi1)ernd INISL) J:LET FUT1=F(T)-]
1290 RETURN
1300 FOR J=1 TO 30
o210 LET RINI, NY)=rnd(8)«1+L0
1320 GOSUBISO:BOSUESTO
1330 MEXT
1540 IF RM(=C7 THEM LET DI=255:LET MS=(
1350 FOR J = ) TO 20 STEP4
1350 BOSUB 350
1370 KEIT 4
1180 RETURN
1390 LET FO2V=52:LET FU10=51sLET FiTh=FiT)=]
LAG0 RETUEN
1410 LET GI=NI+D(NF 1) sLET BY=NY+DINF 2w
L1420 [F BYI{0 THEN LET &X=h
1430 IF 6Y(0 THEN LET GYs0 kool b dbwition your
1440 IF BX}15 THEN LET GI=i%
1450 IF GY)15 THEN LET BY=13
42 1440 LET GT=RIGN,5Y):IF GTCI AND GT(CH THEN LET R(E1,GY)=C

All the spell routines are on this page.




1470 IF GT=C2 THEN LET Q(230=0023)#1:LET Diddi=0i2qi+]
1880 IF GT=C] THEN LET TR=TH+]
1490 IF GT=Cd4 THEN GOSUB 1550
1500 LET I=BI:LET Y=GY:G05UBS70
1510 IF BT>C1 AND GT(CA TMEM LET J=BT:GOSUBISC:LET J=5T+5:G0SURISN
1520 RETURM
1530 LET J=0d(24)+0(23)#10: BOSUBIS0
1540 RETURN
w1550 paper 2iink |
#1560 PRINT tabi0,1);" THY QUEST IS OVER
157G FOR 1 =1 17018 —
1580 LET J=T(1):B05UB350
1590 LET IsNIGLET YsNY
1600 FOR N=1 TO 4:LET NF=N:GOSUBMBO:NELT N
1610 MEXT |
1620 LET BME=(
#1630 PRINT tabil,2):*THY SCORE=": INTO(TRe1O)#iGOoF (300 +F (10 R (ZieF 10} I
1640 LET Flsl
1650 RETURN
1460 IF DI24) 30 AMD F(1)(5] THEN LET F(l1)=SQ1:LET DiZdi=0i24)-1
1670 IF DI231 30 AMD Fi2)(52 THEN LET F(2)=52:LET DI2JI=0i23}-]
1880 RETURN
1590 IF LT=0 THEN LET M$=T8(7):BOSUBAIO:RETUEY
1700 FOR Y=NY=J TO NY+J]
1710 FOR IsNI-3 TO MI+}
1720 IF (X»0 AND X<{1&) AND (Y30 AND Y(1R)THEN BDSUBS/O
L7530 NEIT N:NEIT ¥
1740 LET LTsLT-]
1750 RETURN
1740 IF FiSi{§3¢] THWEN LET ME=TS{110;LET MI=0N:LET N¥=Q¥Y:GOSUB&I0:RETURN
AR 770 CLS:PRINT tabi0,Y);"PREPARE DUNGEON TAFE"
\780 LET ms=T$(10) :6OSURITD
r::r:=1?m:l S=0PENIN®LEVEL"
OAmIBOO INPUTHS,SS
OB 1810 CLOSENS
1620 LET [=1
1630 FOR Y=1 TD IS
{640 FOR I=] TD IS
O1B8%0 LET R{1,Y)=ASC(MID#(58,1,1%)
1860 LET I=l+]
I870 REIT 1
1BB0 NEXT ¥
OIB90 LET [y=ASCIMIDS(S8,1,10)-05
QLS00 LET IY=&SCIMIDS (S8, 1+1,10)-08
O L1910 LET LE=ASCIMIDS158,1+2,1)1-05
1920 1F LEF(S) THEN GOSUB 1%:0:50T0 17sd
|930 BOSUEZTHE
1940 LET WE=IN;LET NY=IY:LET QX=NI;LET Ov=NY:LET Da=23d
1750 RETURK
1960 PRINT:PRINTLEVEL TOO DEEP®
1§70 PRINT*REMIND TaPE"




1530 BRINT*TO FOSITION
1950 FRINTFOR LEVEL*:F (5]
2000 RETURK

AR 010 CLSPRINT tab10,]);*PREPARE HERD T4PE’

2020 LET m3=T#{10):GO5U83T0
Cam030 30PENIN "HERD

Ca @040 [NPUTHS, S$
Oam2050 CLOSESS
2080 LET P2
O 2070 LET OT=aSC(MIDS(S8, 1, 15h=R5
2080 FOR J= | TD B
O 2090 LET F(]i=ASCIMIDS'S8.F 1V -45
2100 LET PspP+]
J110 NEIT |
2120 FOR I1=1 TQ QT
O2130 LET QU1)=ASCIRIDF(58,F,1})-R5
2140 LET P=P+]
2150 NEIT |
O2160 LET BC=ASCIMIDSISE,F 1) )-R5
o170 LET TR=ASC(MIDSiSs Pel, 1)r-A5
O 2180 LET Co=RIGHTHISH LENISE)-(P+1])
2190 LET SI=F(L):LET S2=Fi2):LET 53=F (3}
2200 FOR 1=1 T2 2
JI10 FOR J=1 T 3
120 LET MilI=10a2+])=DiL5e])eE(T)
1230 NEIT J:NEIT I
238 IF O01&i=]1 THEN LET LT=Z0
2250 RETURN
2260 LET ms="DNE WOMENT PLEASE":GOSUB4T0
2270 LET S3="":LET T§=**
1280 FOR ¥Y=1 TD 15
2290 FOR X=1 TO 15
2300 LET TH=TS+CHRE(R(E, YD)
T310 NEET T:MEXIT Y
2320 LET Te=To+CHRE(05eNE!
2330 LET Ts=T8+CHRE D5+
2740 LET T=TH+CHRE(DS+LE)
2350 LET S#=Ss+CHRS(AS+0T)
2340 FOR I=1 TO 8
2370 LET Ss=Ss+CHRS(F(])+AS)
2380 NEIT |
2790 FOR I=1 TO OT
2400 LET Ss=Ss+LHRS(D(])+AS)
2810 MEIT |
2420 LET S8=58+[HRS (BC+AS)
2430 LET S#=Ss+CHRS (TR+AS)
2840 LET S8=58+(#
2450 LET mI="ANY KEY TO SAVE':GOSUBITO
OAm2480 S=0PENDUT HERD®:PRINTNS, S#:CLDSENS

{]: 2470 S=OPENDUT"LEVEL®:PRINTES, T#: CLOSERS

442%2480 LET Fi=y

5% is the string array containing saved
graphic symbols. Here, 55 is loaded
from the dungeon generator cassette,

-
L

2490 RETURN
2300 LET C¥="ROLE PLAYING GAME":LET B#=""

WOL 2310 LET W=40:LET 05=9%

2520 FOR I=1 TO M:LET Bs=Bs+* “:nEXT |
Q2530 DIM Ri19,15),F(8),0124)
540 DIm WEIL1),THELD)
§!5! BIN Wos) Dok, 23.TI1B)
Je&0 DATA"GR SWORD","SWORD","RiE", "9&LE",
"FLAIL", "DAGBER" , "ARMILA ", "RARQUS"
2970 DATA"RRMOUR" , "HELMET® ,"HERDPL. "
2580 FOR 1 = 1 TO 1)
2550 READ wsil)
2800 NELT [
2610 DATA"A GDDD BLOW®,"NELL MIT SIRE®,

"THY AIM IS TRUE®,°MISSED'","HIT THEE''"

1620 DATA"THE MONSTER IS SLAIN®, "D LIGHT®,

*BROKEN "HY ", "SPELL EXHAUSTED"

2630 DATA“PRESS ANY KEY®,"Y0U MEED ENFERIENCE"

"EXIT FAQM THIS LEVEL®
24 FOR I = 1 T0 12
2650 RERD TH(1)
2640 NEIT |
2670 DATAD,-1,1,0,0,1,-1,0

J6B0 FOR I=] TQ 4:READ DUI, 1), Dil,20:MEXT In



2690 LET Fl=O:LET DX=255:LET NF=(
2700 LET TI=0:LET TY=0:LET TF=0:LET TR=(
2710 LET MI=0:LET My=0:LET Dy=si2:LE] Fiu*®
2720 LET NI=l:LET NY=]yLET RE=Q:LET LT=(
2130 FOR 1 = 1 10 3
2740 LET Fe=F3+CHRE(0S#])
2750 MEXT |
2740 DATAGY,117,73,121,81,129,49,117,73,121,
B1,129. 69, 137,97, 145,101, 14%
2TTO FOR [ = | TO IB:READ Ti]):MERT I:
6O5UB 2930
2780 RETURN
%"T‘h‘l paper 1:[LS
2800 paper J:uink 0
O2810 PRINT CS;LEFTHIBS,N- LENICH) 13
¥ 2820 paper 2:ink J
OZE0 FOR I = 1 TO S:PRINT LEFTHIES );:
NEIT !
AW 2840 paper Oiink |
O 7850 FOR I=] TO 1S:PRINT tab(l,5+1);:
LEFTS (RS, 150 :NE0T |
#2850 paper l:ink 3
w2870 PRINT tabi(14,7);"STR";
o 2880 PRINT tabils,l0b;"VIT®;
2890 PRINT tabils, 1303 AUR";
o 2900 PRINT tabilé,L&);"FACE";
#—‘?tﬁ PRINT Labils,19);"EIP";

midd whichever lines between 1940
Aond 000 are indicated in the
syconversions for your coaputer.
JIT0 LET AS=&5:LET CO=0S+
T180 LET C1=CO+1:LET C2=C0+2:LET [3=C0+3;
LET Cd=Cie4
170 LET C3=CO+&:LET ChsC0+T:LET C7=C0+8:
LET CB=Coe+1i
3200 RETURN
J300 DATA 233,233,293,235,293,235,293, 293
1510 DATA S5&,58,18,56&,84,16,40,48
J520 DATA 28,28,8,30,40,40,20,18
7930 DATA 56,36,16,84,56,40,68,40
J540 DATA S6,58,16,120,148,20,40,72
3350 DATA 0,0,0,0,8,209,234,121
1560 DaATA 0,0,0,0,0,0,0,0
3370 DATA §3,170,85,170,85,170,83,170
3580 DATA 0,40,24,40,126,126,126,40
3590 DATA 0,54,100,114,95,73,41,3!
J600 DATA 20,42,20,20,93,73,62,79
Js10 DATA &0,126,295,255,235,2593, 255,135
3620 DATA 50,102,193,129,129,129,133,129
Jo30 DATA 129,66,34,0,0,36,068,129
3640 DATA 0,&0,88,58, 55, 58,80,0
3650 DATA 76,056,170,1%0,84,30,37,88
3660 DATA 0,56,84,124, 58, 44,88, 102
1670 DATA 0,6,28,42,127,85,065, 34

& 2920 RETURN am ¢ lines $000-84030 frow page 15
2930 BEM ese USER DEF'D CMARACTERS ees but this tise replace CHRS(158) with
CHRE(IE) in line 401G
Conversions @ Add lines S000-5080 from page 3.
Spectrum © 2030 LOAD *HERD® DATA 0%

350 BEEP 0.0%,J/2-80:BETLSN

Ja0 BEEP .05,J/2-60:RETUEN

410,450, 10%0,2810,2830, 2850 Replace LEFTS
{B4,exp) with BS(TO eup}

450 FOR D=1 TO SO:NEXT D

B30 FRINT AT NY#S NI;FE(NF);

S840 PRINT AT 17, 04;"NESH. " (NF)

1045 IF I$¢°1* DR 1$)°&" THEN BOTD 1040
1100 BOSUR 1140e(SLal}+f1F0%iSLele]220e
.5L=5:t12Eb-15L 41+ 300+ (5 =%)

#1I90#(5L=8) #1130 (5L=T)
1790 LDARD *LEVEL® DRTR D%1)
1800 LET S#=0%i])
1810 Leave oul this line
1850 LET ReX,¥1=CODE!S8(]))
1890 LET JR=CODE(SHI1)i-2%
1900 LET Iv=CODE(SH(01+1i1-08
1910 LET LE=CODE(SE(1+2)0-0S

2040 LET Se=041])

2050 Leave out this line

2070 LET OT=CODE(S$ (1)) -AE

2090 LET F(1)=CODE(SHiP)) -A8

2130 LET Qi1)=CODE(S$(P))-A5

2160 LET GC=CODE(SH(P})-AS

2170 LET TR=CODE(S§(P+1)1-A8

2180 LET C#=S8(F+2 TD )

2480 LET KS(1)sSE:SAVE "HERD™ DATA KS$()
2470 LET L#{1)=T#:SAVE *LEVEL® DATA L§{)
2510 LET W=32:LET 0S=s144

2530 DIm R(1S,150:DIM FiBd:DIN D(24)
2340 DIm whi11,8):DIN T8i12,20)

2545 DIM X$(1,57):01m L811,228)

2950 DIM MOad:DIM DI4&,20:DIM Ti18)

2950 FOR =0 TO 14J:READ A:POKE USR ™a®+],

AINEXT |
2960 DIM CU4bsLET CUDl=0:LET 512": LET
CiZhma:LET Cid)=d

d 45




BBC/Electron«
J30 SOuUMD 1,-13,d,2:RETURN
10  SOUMD 0,-15,7,3:RETURN
2310 LET w=J0:LET [5=224
J940  mODE S:vDU 23;8202;0;0;0;
2980 FOR 1= TO 17:VDU 23,224+]
2970 FOR J=0 7O 7:READ AzVOU A
J960  NEXT J:NERT |

Commodore 64/Vicea

:”- -.'-;:l,,' E-_:j-l.:

510,520,530 At the end of these |ines
replace * "3 with CHRE(1Z7):° ;
1085 PRINT BGS(2);
219,1280 Leave out the word LET in these |

1770 ,2000 Replace CLS with PRINT CHRE(147)

INES

FE—— — .
LinE chinges for additiomal graghics:
BhEn vou add & new user-defined syabol
ol wust change these lines 1n the dungeon
generator and gase aodule:
JUKSEQN GENERATCR
L=4 31 FOR 1=0 TO 95:
: 24 wdd B to thic nusber

SFELTHUR 330 for eech new syabol

BEC 830 FDR I=0 10 “4‘—\)
rid 1 to this nuaber
tar each new syabol.
eAME MODULE

.ok

[ vl FOE I1=0 T0 H:'l!'—--:
ik 290 Raod B to this nuaber

SPECTEUN 2950
BEC 2950

for each nes syabol.

FOR [=0 TD I?:Q—._)
Add | to this nuaber

790 OPEN 1,1,0,"LEVEL"
:m E:E[l:urit iTtI.ETELI for each aem svabal,
1800 INPUTHI, TPS:S8=58+TPS
1805 MERT |
1810 (CLDSE |
2030 OPEN 1,10, "HERD® ; $
2040 INFUTH] 54 .
2050 (CLOSE | ﬁﬁ
2460 OPEN 1,1,1,"HERD*:PRINTI,S#:CLOSE 1 1
2455 OPEN 1,01,1,°LEVEL":FOR I=0 TO 2
2470 PRINTOI,MIDS (TS, [eT6e1,78) ~
2475 MEIT 1:CLOSE |
2800 FPRINT HMS;CHRE(L44);B08(00;
2640 PRINT BES(1)3CHRS (144);
2940 GOSUB 4000 Ci4 ONLY ®
4010 Replace CHR¥(ISE) with CHRE(J1) 5 GOSUB S000:POXE 53281.0
= R0 Add theee line: frok pace 15, 150 POMKE ¥S+1,J:POKE v5+d,]
— 333 POWE V54, J2:RETURN
Vic ONLY a *SPECIALNOTE FOR VIC USERS* 350 POKE ¥5+8,J:POKE V3¢11,129
fefore tvping in or loading this progris type in the I8 POME VS+11,128:RETURN
folloming: SOKE 44,28:POKE &4, 28:5YS(44824) 430 FOR D=1 TO 200:NEXT D
150 PORE J&875,J/21¢126:F0F Tra) 70 S:NeEXT 1T 2770 POKE 53280,0:FOKE POKE 53281,1:
1535 PORE J487:,0:RETURN PRINT BE#(1);
J60 POKE 3&877,J/2+128:FOR TT=1 TO S:mEal 17 2795 PRINT CHRS$(147)13:FOR I=0 TO
345 POKE 3&877,0:RETURN FT0:FRINT CHES(32);sNELT |
450 FOR D=1 TD 200:NEXT D 2797 POKE 33767, 160:POKE 56295,2
2510 LET w=22:LET 0S5=%a 2950 FOR [=0 TO 143:READ &:
2790 POKE JaB79,28:PRINT BES(1); FOKE 34352+1,295-A:MENT |
2795 PRINT CHR$(1471;:FOR I=0 T0 SO4:PRINT CHRS(32); | 2980 V5=54272
INEIT | 2970 PONE V5+24,15
2915 POXE 4401,160:POKE J8393,2 2980 POKE V5+35,9:POKE WS+4,0
950 FOR I=0 70 2047:POKE S120¢] PEER(3275B+)enNEXT 1] 2990 POKE W5+12,9:POKE ¥5+13,0
2960 FOR I=0 T0 183:READ A:POKE £kSa+l,255-A:NEXT | 000 POKE VS+7,0:POXE ¥5,0
2510 POKE J484%,205:POKE J&B78,1% L000-5080 Add these lines
froa page J3.




INDEX

American Standard Code for Electron 3, 20 Ilrﬂmnqnmndﬂﬂ
Information Interchange 16 F. F$18 role-playing game 4
array : 4
Ascnlli,llgl T fantasy games 3, 4, 5, s AN
attributes 10, 18, 22 flags 18 character creator 18, 19
changing 6, 9 game module 10, 11,25, 26, 30 dungeon generator 16, 17
scores 7, 11, 15, 27,31 loading character into 19 game module 22, 23
. loading dungeon into 17 rules 3, 28-31
bargaining 8, 19 what it does 12, 20 P
BBC micro 3, 20 routines in 22, 23 "’:r.;“
Bicketicoed. 0. ymphics characters 10,29
bugs 24 in Dungeon of Doom game 28
ok pe dungeons 10, 17,28
CO(meaning of) 16,20,25,26  NeW .dmmsmm game 11,23,31
character4,5,6 UBer ' scores T, 11, 15, 27, 31
creator 10,14,18,18,29 .  pero4 6 screen-handling 20
loading into game 19, 30 secret
saving 19,29 idol 3, 28, 31 messages 26, 27
types4,6,7,8 10,29 initialization 13, 14, 15, 16, 18 squares 26
Commodore 64 3, 20 listings 33-45 solo game §
conjure 21 load sounds 20
conversions 34, 35, 30,45, 46 dungeon 17, 30 Spectrum 3, 20
general chart 33 character 19, 30 string 14
data 12, 14-16 game 30 vtm.l;rhl‘!‘ .
de-bugging 24 , subroutine 12, 13,
magic 21, 31 action 20, 22 23
dungeon 5 messages 12, 14, 15, 29, 30 e+
generator 10, 14, 16, 17,25, 2T gecret 26, 27
levels6, 9, 11,28 mis-loading 24 torch symbol 26

loading into the game 17, 30 meodification points 6,7, 10,29 trading post 8, 8, 27

master 8,9

Dungeon of Doom 3: 6, 8, 10, 12 Necronomicon8, 27, 31
program listing 32-46 offset numbers 16, 19

rules 28-31 5
storyof 3 rogram
Dungeons and Dragons 4 Quest 4, 30, 31
Answers
Page 4.
M3$(3) is the message “Thy aim is true”.
The goblin is putting the monster in
location R(14,14).
There is a potion in location R(15,12).
Page 18
Here are the “translations” of the lines
that limit character-type:

IFF(1,4)>8 ANDF(1,7)>7 THENLET
C=3

If the intelligence score is more than
eight and the aura is more than seven,
then the character-type will be a mage.

TSR Hobbies Inc, 4

VAL 16 21
variable 17, 20
Vic3, 20

IFF(1,1)>7T ANDF(1.8)>5 AND
F(1,1)+F(1.2)>10THEN LETC=4

If the strength score is more than seven
and the morality score is less than five,
and strength plus vitality equals more
than ten, then the character-type will be
a warrior.

IFF(1,1)>8 ANDF(1,2)+F(1,3)>12
ANDF(1,8) <6 THENLETC=5

If the strength score is more than eight
and vitality plus agility is more than
twelve, and morality is less than six,
then the character-type will be a
barbarian.

user-defined graphics 5, 16
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" You may be inspired by games you play on your computer to try the non-computer variety.

There are lots to choose from, using all sorts of settings. Most toy shops should have a selection.
Here are just a few of those available:

Dungeons and Dragons by TSR (the first fantasy role-playing game produced).

Freedom in the Galaxy by Avalon Hill (a space fantasy).

Gangbusters by TSR ( 1920s role-playing).

Runeguest by Chaosium (mythical world with monsters and magic). .
Champions by Hero Games (super-heroes with super-human abilities). f
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Usborne Computer Books

“Highly recommended to anyone of any age. " Computing Today

“Without question the best general introduction to computing | have ever

seen. " Personal Computer World

" I .perhaps the bestintroduction around . . . outstanding . . . Educational

Computing
“These books are outstanding . . . they make all other young people’s
computer books look meretricious. " Times Educational Supplement

Guide to Computers Machine Code for Beginners
Understanding the Micro Practical Things to do with a
Computer and Video Games Microcomputer
Computer Jargon Computer Spacegames
Computer Graphics Computer Battlegames
Inside the Chip Write Your Own Adventure
Computer Programming Programs
Practise Your BASIC Creepy Computer Games
Better BASIC

New Titles

Programming Tricks & Skills Professional tips and tricks for better
programming.

Experiments With Your Computer An exciting introduction to scientific
investigation with a microcomputer.

Expanding Your Micro A detailed guide to add-ons and interfaces.

Write Your Own Fantasy Games A step-by-step guide to writing fantasy
games, with program listing.

Weird Computer Games, Computer Spy Games Shortlistingsto runon
most main home computers.

Mystery of Silver Mountain, Island of Secrets Unique adventure game
books containing full program listings.

ISBN D-8L020-834-b

9 l!ﬁ!tﬁil 'II

£2:25




