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Foreword

Adventure games are played in thie world of your
magination. They are like a story and can take any form you
like. You can be the last survivor of a space expedition
marooned on a disiant planet, or shirunk in size and trapped
within the cirowts of an alien compuier. The game explained
111 this baok takes place in an undersea world with sharks,
sea horses and the bleached bones of previous explorers.

In computer terms, an adventure game requires a large
databasa to store al! the descriptions used in the game. A
database 15 a collection of information which the computer
retrieves and acts on according tc the instructions within the
program. Since the player uses verbs and nouns to describe
the actions he or she wants tc take, the game relies on the
compliter's ability to recognize and process these
accordingly. Text data 1s processed as sirings of characters,
and adventure games of this sort rely on the way that strings
and parts of strings can be identified and operzted vpon. In
this book, the adventure game has been divided into two
sections. The first section agives the main program and the
data statements. The second saction explains how the verbs
which the player uses. call up the relevant sections of
prograrm and direct the progress of the game.
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The plan .

The first stage of writing an adventure game is to plan the e
territory which the player will explore. This is usually a
series of “rooms” or “locations.” In our game, there are 24 -

rooms arranged on a four by six grid. Each room has a door

or doors leading to other rooms, and the player is told which
exits are avallable as the game is played. In some rooms a
there are objects which may help later on in the game and in
others there are obstacles which have to be overcome. The

object of the game is to replace the plug in the plughole in -
room 19, but first you must pass the octopus in room 20.
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" To play the game, you must give the computer instructions.
using a numbzer of verbs and nouns that the computer

. undersiands You can move from one yoom to another by
typing "GO NORTH” (or any other of the four directions). The
verb "LOOK" 1s ussful, because it may reveal things in the

o rooim that are not apparent at first sight. I you type "HELP" at
any stage, you will be shown a list of the verbs you can use,
In case you've forgotien them. To pick up any of the chjects
- that you encounter ¢n the way, type "GET KNIFE" (or any
otner object). When pianning your game, i1f's a good 1dea to
play 1t on paper first, to make sure that it works.
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The data statements

APPLE Ile

Type in the DATA on the opposiie page, ignorng the black
marker lines. You should format the DATA a' this point so
that the words are not illegibly broken in fwo when printed
on the screen. The best way 1o beqin s to count the numbker
of characters vou have typed within the inverted commas.
The Apple will allow a mazimum of 40 characters across the
screen if vou find thaf a werd would be broken intwo at the
forticth character, then type blank spaces up to the end

of the line ana begin the next word at the 41st character.

[n text only games like this, you have to rely on your
imagination to set the scenes, so your adventure will be
more fun to play if your location DATA 18 long and
descriptive. Your DATA statements can be miuch longer
than ours given opposite, but you must remember that the
number of characters that you use will depena upon the
particular limitations set by your computer. Your DATA
statement could read something kke this: 6050 DATA "You
are standing on the seabed. In front of you, 1o the south, there
1s an unnaturally square shaped patch of seaweed that clings
io the barracled hull of an ancient pirate ship.”

COMMODORE 64

The Commodore 64 will not allow you to type more than 80
characters to a program line. Therefore. to enable yvou to use
the DATA on the opposite page you must split each line into
two lines of DATA. This is best illustrated by the following
examble. . . )

Type .n the DATA at line 6010 as {ar as the black marker
\ine, and end 1t at this point by typing a double quote (" then
press the RETURN key.

Start a new line number and continue with the DATA after
the black marker, to give iine 6011 DATA "BLOCKED BY A
HIGH CORAL REEF". Comnmodore users should treat the
rest ¢fthe DATA in the same way, ending at line 6201, which
chould read:; 6201 DATA "FACE THE JAWS OF A GEEAT
WHI'TE SHARK" Later on in the book, you will see that the
various room descriptions are READ from the DATA in pairs
(labeled T$ and D$) and added together in line 5180 to make
a complete description.

At the end of this book, the complete program listing is given
in ful If you turm to page 41, you'll find the Commaodore DATA
splitinto 1is appropnate line numbers.
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Data statements continued

Lines 8210 ta 8270 store the exits initially avalable frem each
location as a series of four numbers in the order north, south,
east and west. I7a munber is zero, there 1s no exit in the
corresponding direction. For example, location & (the
BRIGHT CHAMBER) has exits 0, 14,0,7. This means that there
iz no exit from this location going north or east, but south
leads inta room 14 and west leads to roarn 7. The following
lines contain a list of every object that the player will be able
to pick up. Alter each cbhject descripiion 13 a irmber which
represents the room nuinber in which the object 1s found. if
the number is zerg, then the chiect will only appear later on
in the game. If the number 15 99, then the player 1s carrying
the object.

Line 8510 is a list of the rouns that the comprter will
recagriize. These are the directions and the names of
cbjects. Only the first three lefiers are stored, since thisis
how the program will use them Finaliy, ine 6530 stores tne
verbs that the cempuier wili recognize, They are stored in
thelr entirety since they will be required to appear on the
screenwhen the player types HELP.
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F

THE MAIN PROGRAM

You are about to enter the undersea kingdom of Neptune's
Caverns. In this section of the program the initial screen
which presents the player with instructions is given. The
variables used in the game are given their initial values.

These operations are all called up by the control program

which is only seven lines long!
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The first part of the listing is the CONTROL PROGEAM
contained 1n lines 10 to 70 The program 13 structured so that
it is grouped into subroutines. The control program calls
these subroutines in the order they are required —enabling
yo1to see at once how the program works. Each subroutine
I1s given later on in the listing. On a cal! to each subroutine
the computer goes ta the relevant subroutine - for example,
GOSUB 5000 - the initialize subroutine - takes control to
line 5000,

10 REM NEFTLE 5 CaVERNS

20 GODSUR D000 BEM IMTTIAL TR

S0 BOSUE 1GO0:  FKEF TRFLT

40 [OSUER 20008 FEM SORT

=0 ITF WF = O @SN LEF = O THER i 50
A [BOSUR SS00: RIEF ERD

Fis END

Line 20 calls the initialize subroutine, where all the vanables
and arrays nceded {or the game are set up. The next two
subreutines, INPUT and SORT, do most ci the werk cf the
program. Line 50 tests for the end of the game by examiing
the win flag WF and the lose flag LF. lf neither flag 1s set, the
instruction GOTO 30 sends the program back to line 30,
ready to repeat the process. At line 60 the game 1s over, and
the END subroutine w:l digplay a sultable message on the
screen, {ollowed by a question to play again If the plaver
wishes o have angther go, he or she replies and the game 13
RUN again, otherwise line 70 ENDs the program. By using
subroutines, the program is essentially written in seven lines,
The compuier has been told what t¢ do, and in which order
to do 1t All that now remains 1s to write each subrontine 8o
that the computer can jump to the relevant line number
when the subroutre is called. The first subroutine is
INITLIALIZE. The first eight lines clear the screen (using the
HOME command in line 5010} and then PRINT an
introduction to the game.
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It is a good plan to give the variakles used n the game thelr
initial values while the player 1s reading the instructions.
Imitialization of variables can take time in complex games.
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Line 5090 gives *he variaples (NN, VV, CP, IN, HC) their
initial values, and sets the flags (WF, LF, FF, CF) 1¢ zero. The
next line DIMensions six arravs, reservilg space for
descriptions of rooms, LOS; exits from each room, EX; nouns,
NO§: verbs, VBS; objects, OBS: and the position of each
object OB. For example, DIM LO§ (24) sets aside memory
space for 24 descrip’ions and DIM EX (24,4) reserves space
for 24 room numbers, each with four exits. Lines 5110 to 5180
READ information from the DATA statements into the various
arrays, Jsing a FOR ... NEXT loop. Note that line 5120 tells
the computer that locations 17, 18,23 and 24 al! use the same
DATA A listoithe variables used is given below. Line 5190
tells the computer to GOSUB 4000 as this subroutine uses the
end of the "LOOK" secton of the SORT subroutine.

L YAYAVA VA VA Y LVAPLPR YA CAY SR VL PR TA Y

VARI/ABLES
— NN'= NUMBER OF NOUNS VV = NUMBER OF VERBS

P = CHARACTER POSITION (RO0M) N = NUMBER OF ITEMS IN INVENTORY
—HE=NUNMBER OF HANDCUFF>

08§ (I)= OBJECT NO# (I) = NOUN
MW O = NN NUMBEFE
Wmm@;ﬁg‘
EX (CP,NO)= EXIT FROM LOCATION VB (I)= VERB NUMBER
FLAGS

| WF= WIN FLAG UF = UNLOCK FLAG CF= CUT
LF= LOST FLAG FF = FLIPPER FLAG
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The nexi subroutine 13 INPUT. It accepts a two-word
"sentence” in the form verly/noun, or a one-werd instruction.
The cormputer tells the nlayer 171t doesn't tecogniZe the
sentence and refurns to the beginning for another attemp.
Acceptable one word nstructions are "HET B
"INVENTORY," TIOOK" and the four directions The latter is
to save the player having to tyce "GO NORTH," ete. [1s
enough 1o type "NORTH" on its awn, cr even ‘NOR " The
subroutine puts “GO" into VB$ (verb) and “NOR" into NO$
(moun). "HELE,""INVENTCEY" and "LOOK" are treated
simularly as verbs with a dummy noun "DOC" inserted. Line
1010 ensures that VBS and NO$ are ermpty befcre starting
and line 1020 puts the player's response into RS, Lines 1030
tc 1080 split R into VB and NOS z0 that verbs and nouns can
e handled separately.

IEYOU TYFE.
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Aloop 13 started i1 line 1030 and the loop [imit 18 et to “he
character LENgh of the sentence. Line 1040 checks IF the
next character in the senterce isaspace  ifitis, VBS 1 set
to lhe first three characters and NOS to the shree cheracters
after the space. Finally, the locp connter 1s set to a maximan
10 stop the scarch going further. If NO§ contains something.
ther. line 1030 ends the subrouting, since the player must
have typed a two ward sentence If the sentence contains no
spaces, 1t may still be an acceptable single word. [tis then
stripped 1o 11 first taree characters and lines 1080 and 10580
test ic see ifit is a direction or a command. If the computer
recognizes the word, VBS and NOS are amranged and the
subrouiine is ended. If the computer docsn't recognize the
word, ine 1100 PRINTSs an appropriate message. Line 1110
loops back to the beginnming of the subroutine to a'low the
player to give another instructen.

vz bl I = EA N I R
LAFTE OVES DY TE LRERL B
LT i
= MO LD THEN MO o TrTos pp
TF RG22 UE s O THER  PRIMT " 10T
ERETAND THAT Ua RETURY
ROB0 U SR GO B0 10l I Uen0  Bahn RD D B e
O, 7 EG0, 4UI00

The SORT subroutine gecides if the three lotter words are
valid - a technigue often called 'carsing.” The ‘ccp between
lines 201C and 2330 tries (¢ .dentiy the verb. If VB$ 15 the
samme as e first three letters of one of the: verbs stored in the
VBE array, then line 2020 sets VB equal 1o the value of the
loop variable. The leop 1s ended by seting the loop varlable
to a maximum. In the same way, lines 2040 to 2060 check for
a valic noun, except that the nouns are already stored as
threc letters g0 they can be compared directly.

Line 2070 checks if NO or VB are stll zerc. If 50, a message
1s printed and the subroutine ends here If the noan and verb
pass all these tests, they are valid words and the relevam
action .s taken in line 2080, For example, if the value ¢I VB 18
four (verb 15 "CUT") then the computer will GOTO the fourth
line number 1n the I'st and carry ou' the instructions given
from thai iune onwaras, 11t the subrowtine 1s ended with the
RETURN instruction. These sections of the SORT subrcutine
are explained in the next chapier.
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The last subrcutine 1s END This 1s called when either the
win or lose flag is set - the only two conditions waen the
game can end. The plaver dies if he or she enters the
SHARK ROOM (character position number 22), so line 5510
tests if the player 1s there. Ii the player isin the SHARK
EOOM the computer displays the gruescme message
"WITE ONE SWIFT SNVAP THE SHARK BIT'ES OFF YOUE
HEAL " Con:rol will tass to line £540, jJumping over lines
£520 and 5530

It the character position 1s not egual to 22 {the SHARK
ROOM), ine 5520 tests if CP (*he character position) 1s equal
to 16 {the SEA URCEIN RCOM). The bad news message 1s
displayed on tke screen [f the player is in ner*her of thesc
rooms, he or skhe must have worn the game. Line 5530 tells the
player of his or her success and lines 5540 and 5550 affer the
playver another go.

YOU LOSE (F You ENTER
82ox 22.

YOUu WIN IF YOU PUT THE
PLOUG (N THE HOLE IN
20X /9.

WITH ONE SWIFT SNAP)
THE SHARK BITES
OFF YOUR HEAD.

WITH A “THUNK" THE
PLUG DROPS INTO
THE HOLE AND THE
SWIRLING WATERS
GROW STILL.
CONGRATULATIONS,
YOU SAVED THE GLEAS

YOU LOSE IF YOU EXIT
BOX I8 NORTH OR WEST
WITHOUT WEARING
FLIPFPERS,

THE SPINES ON THE
SEA URCHINS ARE VERY
POISONOUS ! YOU DPIE
A HORRIBLE PEATH.
NEXT TIME TAKE
PRECAUTIONS.

18




The first part of the listing 15 the CONTROL PROGREAM m
hines 10 to 70. The program s arouped into subroutines,
whicn are called in the order they are required - enacling
you to see at once how the program works. Each subroutine
15 called py the GOSUB nstruction followed by a grogram
line mrymber. Wher the subroutine has been completed a
signal to RETURN to the control program 18 given

RIS R T [ KA T I W A

Line 20 calls the INITIALIZE subroutine where all te
variables and arravs necded for the game are set up. The
next two suprouines, INPUT and SORT, do moest of the waork
of the program. Line 50 tests jor the ena of the game by
cxamining the win flag WF and the lose flag LF. If neither
flag1g set, the instruction GOTO 30 sends the program back
o ine 30 ready to repeat the procezs. At line 20 the game is
over. arnd the END subroutine will display a snitable
message of. the screen, followed by a guestion to pla y again,
[f the player wishes to have another g¢, he or she replies and
thc game 18 RUN again, otherwise line 70 ENDs the program.
The first subrcutine is INITIALIZE. Inline 5010, the screen is
cleared using the reversed heart symbol and then the game
Instructions are cisplayed.
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It 1=z a good plan to se: the variables to ther initial values after

printing the instructions on the screen (Iines 5100 to 5210).
~his allows the player tune to read thenstructions while the
computer 1s busy with the DATA

Line 5100 gives the vanables (NN, VV, CP, IN, HC) their
nitial values, and sets the flags (WF, LF, UF, FF, CF) to zerc.
'I'ne next lines DIMension seven arravs reserving space for
descriptions of rooms, T$ and D$, ex:ts EX: NO$ and VBS
{noung and verhg), objects; OBS; and starting location of each
object OB. For example, DIM OBS (10} sets aside mermory
space for 10 chjects to be described. Lines 5130 to 5200
READ DATA into the various arrays, Note that line 5140 -elis
the compirer tha: locations 17.18,23 and 24 all use the =ame
descriptive DATA T.re 5210 instructs the compurer to
GCSUB line 4000 because INITIALIZE shares its end

with the "LOOK" section of the SORT subroatine.

SR L SRS Sn S DA DR DA VA PA 4 5

V¥ = NUMBER OF VERBS

NN = NUMBER OF NOUNS _
—¢p = CHARACTER posiTioN{ Roowm) 1N

TR, T _  NIEENGUN
08f CI) = OBJECT e e
w?{} . GBIECT-NUMBER ———— ———NO(T)-NOUN NUMBER

|l0¢ (D) = LOCATION DESCRIPTION  \Bfl)-VERB
"Ex @p.N@) = EXIT FROM LOCATION VB(1)-VERE NUMBER

I —ii. S s

LS e

|  FLAGS
| NE = Wil FLAG UF = UNLOCK FLAG

t —ti —-

e e

VARIABLES N e i i

= NUMBER OF ITEMS TN INVENTORY |
HC = NUMBER OF HANDCUFES —— — —18

—  LF = CUT FLAG
----- £F = FLIPPER FLAG ———
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The nezt subrounne s INPUT. It accepts a two-word
"somence” in the lorm verp/noun, or & one-word instruction.
It retther of these are recogmized, the caomputer PRINTs a
message and returns to the beginning for another atternp,
Acceptable one word instructions are "HELP, !
"INVENTORY " "LOCK" and the four directions. The latter 1s
o save the player having to type "GO NORTH, " etc. Ttis
encugh to type "NORTI on its owr, or even "NOR. Tho
suptroutine puts "CO" nto VBY (verh) and "NOR" into NO$
inoun; for proceassing later "HELP," "INVEINTORY" and
"LOOK' are treated similarly as verbs with a durmmy noun
"DOC" inserted. Line (010 ensures that VBS, NO$ and R$ are
empty before starting, and line (020 puts the playver's
response into R$. Lines 1030 to 1080 conitain the loop that
sp:lits R intc VB$ and NOS. The rest of this subronting is
explained cver the page.

e . —_—
| # you TYPE: COMPUTER TRANSLATES TO.
e

Cl/VE 1BONEREI IV BION
WEST.  Wclol | WEIS
HELP. __ WHEIL D010

| LETTERS AND ACT ON THEM RCCORCINGLY
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Aloop 1s started 'n line 1330 and 1ts limit i1s set {o the
character LENgth of -he sentence. Line 1040 checks IF the
next claracier in the sentence is a space - if so, THEN VBS is
set to the first three characters, and NO$ to the thice
chzracters after the spacc. Finelly, the loop counter is set to
a maximum o stop the search going further. If NO$ contains
something, then line 1060 ends the subroutine, as a twe word
sentence must have been recognized. lf the program has
rcached hine 1070 the sentence ¢contains no spaces, but may
still be an accentable single word. It is then stripped o its
first three characters. Lines 1080 and 1080 see 1lit g a
direction or a command. If the word iz valid, VB$ and NO§
are arranged and the subroutine 18 ended. The sentence will
have made no sense at line 1100, and a message 1s PRINTed.
Line 111C loops back 1o the start to give the player another
attemt to enter a vauid instruction.
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1'he SORT subroctine decides if the three - letter words are
valld — a technigue often called "parsing.” The 1ooo between
lines 2020 and 2040 ries 10 1denufy the verb. [f VB§ 15 the
same as the 1irst three ietiers of one of the verbs stored in the
VBS array, then line 2030 scts VB equal to the valie of the
loop vaniazle. The lcor 13 ended by setting the locp variakble
to a maximurn. It the seme way, lines 2050 to 2070 check for
a valid noun, except that the nouns are already stored as
three letters so they can ke compared directly. Line 2080
checks if NO or VB are still zero. I 50, a message is printed
and the subroutine ends here. If the noun and vert: pasz all
these iests. they are valid wordz anc the relevant zction is
taken in line 2050, For example, if the value of VB is four (verb
15 "CUT") then the computer will GOTO the fourth line
numoer in the list and carry out the instructions given from
that line onwards until the subroutine ;s ended with the
RETURN instiruction. These sections of the SORT subroutine
are explained in the next chapter.
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The last section tc be defined 15 the END subroutire. If etther
the win or lost flag 15 found to ke setin ine 50, then controi
falls through to ine 60 and there 15 5 call to GOSUB 5500. Line
3510 tests to see if the player 1sin the SHARK ROOM
(character posttion 22). If 50, a death message 15 printed and
control GOes TO (ine 5570, where the plaver is asked if he or
she woula like another game.

If the character position 18 not 22, lines 5520 and 5530 test IF
CP s equal to 16 (the SEA URCHIN room), and print a
message. If neither of these condiiicns are met the player
has won the game. A message is printed - line 3540, and
iines 5570 and 5580 deal wath the "play again” routine.

YOU WIN IF You PUT THE
PLUG (N THE HOLE IN
Box 19

YOU LOSE IF YOU ENTER
EOX 22

WITH ONE SWIFT
SMAE THE SHARK
BITES OFF Your
HEAD,

WITH A“THUNK" THE
PLUG DROPS INTO
THE HOLE AND THE
SWIRLING WATERS
GROW STILL,
CONGRATULATIONS
YOU SAVED THE SEASL,

YOU LOSE IF YoU EXIT
BOX |6 NORTH OR WEST
WITHOUT WEARING
FLIPPERS.

THE SPINES ON THE
LEA URCHIN ARE VERY
POISONOQUS I YOU DIE
A HORRIBLE DEATH.
NEXT TIME TAKE
FPRECAUTIONS,
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Testing yvour prograt

Before vou carry or with the next section «f the program, 1t s
a gooua idea to save your work so far on tape ¢or disx, You'll

find the instructions for this in vour user's manual. To test that

the prograin 1s correct, turn to page 31 21 37 ana type :n the
'LOOK" section beginning at .ine 4000 Then fol'cw the

first six rooms in the game.

insiructions in the box below, You will be able to exolore the

APPLEITe. | TYAE 2065 IF NOL=4 THEN CP=EXICF.N0): 6070 4000

HIT [RETVRN]. 2. TYFE 20 6 ENDPPROC #+H/7 RerwrA]

3 TYPE RUN H/7T [RETGRA] WHEN YOU ARE SATISFIEDL EVERYTHING
RUNS CORRECILY, LELETE LINES 2065 AND 2065 BEFORE FROCEEDNG.

FrlT5:  FAST

WHAT BO VDU 1Y

WEST

U THE SOUTH 15 &
CBLUTKS THE WRY

NF F_IPFERS 1% HERE

EXETS:  WEST

WHET 10 YO DO Mex] T

EX1TS:  EAST  WEST

WHET D0 V00 DO NEXT ©rEl IS

ACLFD WAkl
FE T5 . HERE

. L 153 [—.'i':-‘ET WEELT

LA OO WOUP Din MFXT %

T

COMMOPORET ENTER 20786 /FNK=4 THEN LET CP=EXICONG): GOTD #4000
HIT 2. ENTER 2076 RETURN HIT [Evrer] 3 /T
[RGN]. WHEN YOU ARE SFTISF/LD EVERYTHNG RUNS AS (77 SHOWD

PELETE LINES 2075 ANP 2076 BEFORE PROCEELIVE.

et b DA LN ekl
GelllaeE FO LK etk

MME L D v Ter e Xt
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THE VERB ROUTINES

This section of the program is actually part of the
subroutines which begin at line 2000. It contains each of the
verbs that the player can use to direct his or her actions
during the game, and makes sure that the computer gives
the appropriate response. Since the computer automatically
places each line in its numerical order, this section will
appear under the relevant subroutine in the program
listings.

EXITS: EAST

HHAaT DO Y0Uu DO

vOU ARE ON THE
BARNACLED WALL

b
-
=
-

NEXT? GO EAST

SEABED . TO THE
H?? A SQUARE

i
arm o

m o
¥ mMde
- M
- OL

]

HEST -

NEXT? CUT SEA
1S5 AWAY TO RE

Q~x
TLI
mD

n o
Eme
e -0
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Control gees to ine 3000 when the verb identified in the
SORT subrottre is "GO (verk ). Line 300 PRINTs a
message if the noun wast't cne of the four direchions. Tine
3020 tests if an attemt 18 made to move ina direction with no
exit that 1s, if the exit array EX (CP,NQO) equals zero. Line
3030 tests 1f the playver has stepped 071 a sea urchin and died!
[t does this by ckecking the character pesitior. (16=5EA
URCHIN ROCM), then the direction (north or west is
dangerous) “hen it checks the FLIPPEES flag, FF (FF = 1
means that the player s wearing flippers). If line 3040 is
reached. all is well and CP 15 changed to 1ts new locauon.
GOTO 4000 serds control to the "LOOK" section which
PRINTS tae new positior..

IO FOf Pl e e B 3 30 e T TR R e e e S A e e e
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A I
MEXT T
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o FPRINT "I T S LEN R A o N TN

IF OHENG - 7 = [ R B

If the verb number 1s two, then control issent o the "SET
section. Lines 3110 and 3120 anticizate anv attempt to do the
impossible. Line 3130 checks if -he obect 15 already carned
i2 has-he value 89, . AND \hat the noun input is nol "HAN"
Lines 3 £0to 3160 check if a pair of handcuffs 18 being taken
by comzaring the location of each handcudf OB (1), with
character positior. CP. [f OB (D=CP then the handcuff
imventory HC 15 increased. Line 3170 compares t1e object
locat.on OB (NO-7) with the character position CP and
PRINTs the "0 K" message. The object location takes the
value 99 10 ingicate the object has been picked up.
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In the "'DRCP" section, line 3210 prevents the playery rom
putting down anything that can't be camed. If the item o be
dropped 15 a palr of nandcutlts, a FOR. .. NEXT lcop in (ines
3220 o 32£0, decraases the value of the HC by 1. Should the
object location not equal 99, hine 3250 PRINTs a message to
rform the player that the chject 13 not carmned. If the control
mns to line 3260, then the cbject locaion becomes equal (o
thie charzcter position and the inventory 1s decreased by |
necaise the object has beendropozd Finally, line 3270
tests for a win, Le. if the playver has cropped the magic plug
1. the plug hole.

Lines 3300 to 3340 of the “CUT" saction pravent the player
from: cutting anvthing but the seaweed on the barnacled wall
i locaton five, At any illegal attempt a message 1S printed
and the subroutine 15 ended. Only fall corcitions are
satishied will the message 11 line 3350 be PRINT=d.
Information 1s hen updaed - A CLUMP OF SEAWEERD will
bhe put into location five, an exit will hecome visible ana the
cut flag CF will be set to 1 In addition, the locaton description
LOY (5) is altered before the sukroutine is ended.
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The vork "WEAR" allows the nlayer to put on the FLIPPERS
found in location six. If the nlaver moves west or north from
location 16 withcut wearing flippers, then hie or shie will be
killed Ly the poisonous seg arching The possibility of thie
fiippers already being worn is considered in line 3410, In
line 3420 the vlaver 1s allowed to wear the flippers if they are
bheing carried, 1e. OB (2) = 99 and IF the noun inputis 'FLLY
The lioper flag (FF) is then set to 1 and he FLIPPLES are
removed from the items carried with the instruction

OB (2} = 0. Asutable message (= then PRINTed.
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The "GIVZ" gsection cnzbles seaweed to be given to the sea
horses in locat.on ten and a bone 1o be offered to the
bonefish in lecation seven Line 3510 *egts [or the first
aossibility, and sends contrel to line 3350 1f the player 1s

1 ttie correct rcom (CP = 10} and the noun 1s "SEAWEED
Atthis line, the seaweed 15 tested to diszover IF 1T 1s not
being carried by the plaver, e, OB (4) < = 89 and if this 1s
aothen 2 sullable messzge 13 PRINTed. (Pherwise, the
olayer must have satished all conditinns,




o
. Ns
&K
. ¥ 4 Lre 3360 removesthe seaweed OB (4) rom the room by
sctting it to zero and the key OB (3} 1s pul 1710 location ten
The following hine PRINTSs a clue-filled message and Lhe
subrocutine ends.

If conditions 1n lne 3510 are not met, conirol falls to 3520
where tesis are made ic discover if the player 15 giving a
kone to the bonefish in location seven — if so, then control
goes to line 3580. Otherwise a "caich all" message 18 PRINTed.
Line 3580 tests if the bone 18 beng carried and if it isn't then
g message 18 PRINTed. However, IF OB (5) = 99 the plavyer
has satigfied (he boneflsh and bone corditions, and control
drops through 1o line 3890, The bone 1s removed Tom the
room v 2etting OB (5) 1o 0. An =x11 1s then opened to the
south when EX (7,2) 1smade equal 10 13 A message 13
PRINTed 1n hinc 3600 that implies that something nas
happened. Firally, the location description LO§ s changed,
rezdy for when the plaver types "LOOK"
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Only Davy Jones' Locker (the CHEST can be urlocked with
the key. Line 3630 tests that the player has i [act picked this
up. It may be that the player will try i unlock the docr 1n
locations three and nine. However, tha door 1s something of a
red nerring {all good adventurc games have thesel), and can
never be opened. Line 3640 ceals with this situation and tells
the player that the key cannot be used

Control will orly pass from line 3650 if the player 1s in the
room, 1as the key, and the noun input is "CHEST." IF
everything iz in order THEN the unlock fiag UF :stesed to
ensure ‘hat the plaver has not previously unlocked the chest,
Line 5670 sets UF to 1 and the key 1s located in the room L e,
OB (T} 1s made egual to 13, telling the corputer that the key
3:ays in the room. A message is PRINTed 1o guide the plaver,
and the subroutine is ended
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The "USE" verk 1= designed to allow the player to mimol:ilize
‘he octopus 11 location 20 with four sets of handoeuf’s, 1e, "USE
HANDCUFFS"

Linc 371C checks IF the player 13 not in location 20 (the
octopus room) OR the noun nurber is not 141 {(corresponding
to handcuffs — this prevents the player from ‘rying to use any
other okject in this location). [n other words, the messzage
YOU CAN'l' DO THAT HERE® appears if the glayer types
anything but USE HANDCUFFS i the octopas room. Line
3720 ensures that the player can do nothing with anything
less than four pairs of handcufis

If control drops througi to line 3730, a message 15 PRINTed
that indicates the octopus has been successfilly manacled.
The handcuffs are removed from the player usinga FOR. ..
NEXT loop. The handcuff positions are set to zexro in ling 3740
Finally, the numbker of handcouffs is made zero; a new exit
becomes available to the west and the description ol the
room LOE (20), is changed accordingly.
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The final three parts of the program. make up the very useful
commands of "INVENTORY " "HELP" and "LOOK," without
which the game would be ex:remely difficult to play. If IN
contains zero then a command to "INVENTORY" would
produce the words "YOU ARE CARRYING - NOTHING" on
the screen, PRINTed by lires 3810 and 3820, However, 11 IN
18 not equal to zero, a loop starting at line 3830 wi.l check
eachobject to see if 1t 13 carried by ke paayer, and PRINTs
a list of those that are.




At the command "EFI P," the four lines of program 390G to
383C PRINT each of the verbs on the screen 1o enable the
plaver o construct acceptable two word sentences. A FOR
... NEXT luop s used 10 do this with the mnzaximum vate ¢f 1
set to the maximum number of verbs avallable VV.

TR
(TP S

The last section of the whole program concerns the verb
"LOOK." If vou have followad the instructions on page 24 (in
the RUN box), you will have already “yped this part of the
PIOQTATTL

The LOOK section digplays the location descriptinn, This is
very useful to the player. During the came, the screen is
continually scrolling, sc the location description may
disappear off the top of the screen. “ypinag LOCK will allow
the plaver to examine his or her surroundings agamn.

This section is a hitle p=cudar 2ecause it 15 1sed as the end
part of the INITIALIZE suproutine, linked by a GOSUB
statermnent. Line 4010 PRINTs the location description LO$
{CP). The lost flag LF 13 set if the player has ignored the
warning above the south exit of location 16 and entered the
shark room (location 22). Lines 4020 to 405C PRINT the object
found in the location of the player. Note that the mention of
the BONE ig sidazlepped in line 4030 to mzke the player
think harder aoout what 1s happening. Lastly, the available
exlis are PRINTed in lines 4060 10 4100
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Contral is sent from the SORT subroutine to Iine 3000 1f the
verb is ' GO (verkr 1} Line 3010 PRINTs a message 1f the
noun wasn't ane of the four directions. Linc 3020 tests i an
attempt is made to move in a direction with no ext, thatis [
EX (CP,NO) equals zero. Line 3030 tests if the player has
stepped on a sea urchin and died! It does this by checking
the character posttion (16 = SEA URCHIN room), then the
direc-ion {(north or west is dangerous); then it checks the
FLIPPERS flag, FF (this takes the valus 1if the player 1s
wearing flippers). If these conditions are met then the game
is lost o LF becomes 1 and the subroutine ends.
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If the verb number is 2, then control is sent to the "CET"
section. Lines 3110 and 3120 anticipate any attempt to do the
mpossib.e. Line 3130 checks IF the object 1s axready
carried, i.e hasthe value 89 . . AND that the noun input 13
not "HAN.” Lines 3140 *0 360 check if a pair of handcufis is
being taken by comparing the lccation of each hanccuff OB
(I), with character position CP. [f OB (1) = CP the handcuf:
inventory HC is increased and I is set to its maximum to end
the loop. Line 3170 checks the object location OB (NO-7) with
the character position CP and PRINTs the "C K" message if
they agree The object location then takes the value 89 to
ind:cate the olyject has been picked up anc the inven'ory IN
18 Increased by 1.
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In the "DROP" section, line 3210 prevents the plaver from
putting dewn anything that can't be carried. If the itemr to be
dropped is a pair of handenffs, a FOR . . . NEXT loop it lines
322C to 3210 decresses the value of HC by 1. Should the
object location nol equal 99 then line 3250 PRINTs a message
to inform the plaver that the object 1z not carmed. If control
rezches hine 3260 the onject location becomes equal to the
character position and the irventory 1s decreased by 1
Finally, line 3270 tests {or a win, Le. if the dlayer has dropped
the maaic plug into the plag hole.

Lines 3300 to 3340 of the "CU'T" section pravent the player
from cutting anvthing but the seaweed on the barnacled wall
in location five. At any illegal attempt a message s PRINTed
and the sibroutine 1s ended. Only if all corditions are
satizhied will the messags in line 3350 be PRINT=d.
Information 13 then updated - A CLUMP OF EEAWEED wall
be pulinto location five, an exit will become visible anc the
cut flag CF will be set to 1. In addition, the ccation
description D§ (8) is alterea before the subroutine

sended.
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The verkh "WEAR" allows the player to put ¢n the FLIPPERS
found in lccation six. If the player moves west or north from
location 16 without protecting his or her feet, then instant
ceath will occur on the poisonous spines cf the sea urchiris.
The possibility cf the fippers already being worn 1s covered
in line 3410 In hne 3423 the plaver 15 ellowed to wear the
flivpers if they are berg carried, Le OB(2) = 99, AND the
noun input is "FLL" The flipper flag (FFl isthen sat o 1 and
the FLIPPERS are removed from the items carried with the
mnsruction OB (2) = 0. The last iwo lines prevent the player
from wearing any of the other chjects.
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The "GIVE' secilon enanles scaweed o be given to the sea
horses and a bone to be offered to the bonetist. Line 3510
tesis for the first possibility. and sends control to line 355001
CP = 10 and the noun 15 "SEAWELE 2" Otherwise, the player
must nave satisfied all conditions, The [ollowing line prints &
clue-filled messace ending the sukroutine,
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If conditons in line 3510 are not met then control falls to Ine

3520 where tests are made to ciscover f the player is giving
a bone 10 the bonefish in location seven — 17 it 15, control goes
to line 3580 Otherwise a "catch all" message 1s PRINTed and
th= sukbrou'ine ends,

Lina 3880 testa i” the bone s oeing carried, and {itisn't.a
message s PRINTaed. Howevwver IF OB (5) = 99 the mlayer has
satisfied betn the benefizh and the bone coaditions, and
control adrops throuvgh tc line 3530. The bone is removad
from the room by setting OB (5) to zero. An exit is then
opened ta the south when EX (7,2) 15 made equal to 13,

A message 13 PRINTed 10 line 3530 that tells the player about
the cavern and the honefish. Finally, the location T$ and D$
are changed, reacy for when the player types "LOOK!
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Nothing but Davy Jones' Locker {the CHEST) can be
unlocked with the kev. Linc 3630 tests that the player has, 1n
fact, picked thisup. It may be that the player will try to
UNLDOCK the coor in lecations three and nine. However, ;he
Qoor is something of a red-herring (all good adventure
games have thesell, and can never be cpened. Line 3640
deals with this situetor. and tells the player thet the key
cannct be usad,

Control will only pass frem Iime 3650 if the player 1s1n the
room with the ccker and the poun rputis "CHEST." If
everyihing 15 in order the unlock flag UF is tested to ensure
that the player has rot previously unlocked the chest. Line
3670 setz UF to 1 and the keyislocated in the room, 1. OB
(1) 1sade equal to 13, telling the compiner that the key
stays 1 that room. Finally, a message 12 PRINTed to hint that
the action was successful,
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The "USE" verb 1s designed to allcw the plaver to immobilize
the octopus in location 20 with four sets of Fandcuffz - the
instruction 13 "USE HAN."

Line 3710 checks that the player is in the correct position
ana that the noun number corresponding to the handeoufls
(NO = 14)ig valid Line 3720 ensares that the player has gll
four pairs of hanacutfs. If contrel drops through to ine 3730, a
message indicates that the octopus has been manacled. The
handcuifs are remioved from the player using a FOR . ..
NEXT loop to set the object position (¢ zerc 11 line 3740,
Finally, the number of handcuffs 1s made zerc, a new exit
becomes avallable io the west and the locaticn description
of the room T$ (20) and D§ (20), 15 changed.

The final three parts of the program make up the very useful
commands of "INVENTORY," "HELF' and '"LOOK," without
wh¢h the game would be extremely dfficult "o play.
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The INVENTORY routine tells the player which objects he
or she is carrying, [f IN contains 0 then a command o
"INVENTORY" would produce the words "YOU ARE
CARRYINC - NOTHING!" ¢cn the screen, printed by lines
3810 and 3820. However, if IN is not equal to 0, a loop starting
at line 3330 checks each chject to see fi 15 carried and will
PRINT these on the screen if 1his 15 50,
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At the command "HELP " the three lines of program 3510 10
3930 display each of the verbs on *he screen to enable the
player to construct acceptable two word display sentences,
AFOR ... NEXT locp in iine 3520 15 used 0 do this with the
maximurn value of I set 1o the mazimum number of verks
avallable — in this caze, the value ol VV,

The last section of the program ¢ be dealt with conceras the
verb "LOOK', which allows the olayer to call vp the location
descriptiors of the roam he or she 131n. If you have [ollowed
the instructions on page 24 (in the RUN kox), you will have
already typed this part of the program. This section 18
differen: from the other verk rcutines becausa 1718 uged as
the end of the INITIALIZE subroutine, linked by a GOSUB
statement in ling 5190

Line 4910 PRINTs the location descriptions T (CP) and D$
(CP). The lost fag LF 12 set if -he paayer has ignored the
warning above the socutn exit of lncation 16 and entered the
SHARK RO0OM (location 22).

Lines 4020 to 4050 PRINT the object found in the location
occupled by the player. Note that the mention of the QLD
BONE 15 carefuly sicestepoed in linz 4030 to make the game
more ddficult. Lastly, the avallable exits from the room he
player s in,are PRINTcd in lines 4060 to 4100,
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Improve your program

The program that vou have keyed i se far will give you a
challenging adventure game. [f you or your frienas get stuck,
look back to the ganie plan on page 2 to iind your wav
through. But ance vou have storec the kasic game on tape or
disk, you can make changes and improvements. For
example, you could clear the screen when the game is won
ar lost and dasign a mere effective message (o appear. [he
additions ighlighted below create a maze from the rooms
alreacy given in the game plan.

Creating a maze

Many adventure garnes contain a maze asons mere oostacle
for the playe!r 1o overcome. In this program, all vou have to
do isadd extraexits to rooms 12 18 23, and 24 The revisea
DATA statenents given below do this. [n effect, all that
happens i1s that when you take the wrong exits [rerm these
rocrs, yeu end up where you started from. If vou refer

to the game plan and add these additioral exits 1o the

east and south you should be able to aiscover the only

way out. Why not try to ¢reate & maze with some of the

other rooms?

P
ey T

e

THE NEW EXITE CREATED

RETURN THE FLAYER TO

T(q 18,121} ] THE SAME ROOM, AND
/

&, N EFFECT MAKE
. THE MAZE INFIMTELY

Tz gl | LARGER

X (12,241817)"

(1§ 242423
24
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The complete listing

The complete listing for our advenuire game - Neptune's
Caverns -1s given below, for both the Apple e and the
Commodore €4 computers. These listings include all the
additional scctions of program g.ven on the opposite page,
a0 they contain the complete version of Neptune's Caverns.

; :|_.l WY
&S APPLE Ile

HEM MEFTIIMNE =0 1 ek HEE
GUSLIBR S0 BEFE THLT Ivd 1YE
sy BOSUE 10w REM LikiLig]
4 BOSUEB odoe: REM Seddd
B0 I WF = o oMl LF = o THEN GOTO
a0 GOSUE S50 REH  FH
T EMD
1oy REM IHFPLT
1000 vBE = "UainMDE = "7
100 THELDT "Wk DOovul O RME LT
1< Fluk 1T = 1 14 | Fld akoEn
10 IF MiDE (RI, 1,10 = ™ " [HER
ERRINE J MIDE (H¥.1 + 1,551 L
lenny MEXT L
L 1F iy o SHER f<L F LI
1070 RE = LEFTE “RH&,3)
10RG IF RE = "NOE" Uk i =TS L
= UHES" THIEN YEE = VU IR REs
1 IF FE = "HEl " Mk ki -
MOF = "pOD":WEeE = HE: FETLEN
Ll FRINT "1 midd 1 LMUEFRSTaRD PHG T
it GOTC §ale
2000 FEI Sk
VB = GzNl0 = O LR 4 = 1 TG WY
1IF VREE = LEVT® (VAELTE 00 THEM VR
nEL] ]
FOR D o= 1 T MM
IF WO$ = NOEC]LY THEN MU = Lz kil
20 MEXT |
IF MO = O OF VB o= 0 JeER PRSIng o e
UMOERSTAND THAT @ RETJRHN
2080 PR VB OECTO S, S o
LRy BRI, P00 4000
B000 REM wsrwiEwrnblasrrr s ndibnbonbr
010 IF WO o A THEN  FRIMY TG0 WHERD vy bbb
FOP0 TF ESCDP MO0 = 0 THEM  FRERT 50§ b JHag b
= RETLUHRM
3 W I= CF = 1& RN R0 1 Lk i ool FoE
THEMN ILF = 1: RETURN
IR0 CF = EXCCP NUYz GOTO domn
= s FEF #&X@rmsrs¥oii [panasborsncrpmssan
IF MO = A AME CF = 5 THEM FRIMT 1
"o RE LR
h IF W= 85 IHErM FETRT L
1730 IF DRIRO = J1 = =9 iydb MLg
PRINT "¥f11 VE AGLREADY 16501 L
40 FOR I = 7 TG 1u
1S [ Dadls [ S O I I T I R B 1Y Y YA
= 131 = 19
A1AG NMEXT |
[F OBk — 73 = OF FHEN PRI
ez M o= TM o+ 1 HETLRH
FRINT " 11 &5 KF HERE '": BETLIEM

FEM #dsssssasmarinivli-sressamrennns

e DA, S, e, e

SR

LF MO B OFHER  RRINT "0 | sE 21 W T BEILEN

i LY I
IF ORGEr = o mlyl il T THETL IHix
PF:1 = 10»
3 e MENT
3250 IF CELNO - ¢ P2 THEM  CPRIME g0 Heatt 1
GOT T1 sl U
3 X FREMT "0 Vg (HD L
IF CF = 1S GM0O MO = 1} THEWN Wk = |
RE TLIFH
Wy HEM srecveiservrrpve| {ljrrrannearaban
=E1u 1k ke 4 THENW FRIMT " YEOMLT it
GHaRF ESULGH % fil VLR
IF kL S S B L S R ALl B 3 B St © R S N NS
e Tk
AN} Il LF < % THEM HRINT vl b 1wl 1 He
FETURN

A IF CF o b THEM BRI UYL YE SLREAoay DOk TH:

RET Lk

COMMODORE 64

Loy IF RE='HEL” OR Fed=" [N

2090 0OM VB GOTO 3000, 7

FEE RMEPTUNE &0 Codi s
REM THNITIALL
FEM THFLG
RES Z0ORT
Ll 1 THEWM GOTO
Pl ERD

t hEM fckeirwrw JHFILT rresrersnprierss
UBE=" "aOE=""afrg "
TRFLITY T s il fan
FER T=: TA LEMCHE)
IF MIDEiRE, L, 50=" " THER YEI-LEFT
MOL=HIDF (Rt T+, 50 F-LzMiRkED
MWMEAT ¢
[¥ mot OTHER RETURTM

La7o RE=LEF TERE, 53
Loed IF REC gt OR RE=CLO0T Hi="EAS" LR

RE="WES" THEW ¥ tE: FETURY
5 RE=LOG!

THEMN MOE="DDD":\VB$=R!:RE TLIEM

1o BREINTYD DUNS T OMDERSTAMS THAT
1110 GOTH 1010

B o R B
2040 whed: N0

Faf I=1 TO w2
[F VERE—L EFTECVESR (L), 30 THER YR=T;i=yw
MEXT

TOOOD FOA 1=1 TO MK
QA0 TF HOE=NIF(L) THEM HD=T: I=MM
207N NEXT

20BO IF NO=0 OR Wi

THER FRIMTST DOR T

RETURH

W TECH 2 300, BAGG, RO,
JIT00, 3B, A0, A0

L L [ e

LUNDERSTaAMD 1140

i
010 IF MNO:4 THEN FRINT "GU WeERE ™" s RETLRMN
IOZ0 IF EXICP,NON =0 THERM PEIRTYHD EXIT THAT

W RETURM

TR0 IR CP-14A AND O (MO=1 Ok kO=41 AMND FE=o THEMN | F=1:

RETURM

CR=Fa (0P M1« GUSUE o0

RETLURM

FEM®Esmerrrs vmeiih [hxabresispriarersn

TF MO=6 BND Cl=13 ThEN FEINT"LY 5 1700
HESW Y 1! s RE TURH

IF MNOCE THEKM ERIMT "DON T BE S101L v "=RETLRN
IF GBONO-Fi=92 AND SGE U"HAM" THERM

FRINT "YOLU YE ALREADY GOT 175" :RETURM

FOR I=27 YO 10

1P tOBE L0 =0F AMD M0=137 THEM BO=i+7tH0=HOv s I= 0
MEXT I

IF URIND-7y=_F THEM FRINT'O.F . ": EBIMNO-TY -39
EH=IMN4 1 RETURN

FRIMT"IT 158 5 HERE '": FETLRHR
FEMsmenomm s nn R0 35 frparmps s bnrs

1IF NMOH IHEH PREINTUDCMNT BE S10L %"= RE TURK
Fi= I=7 TDO :w

IF (0B{LY=9Y AND MND=14% THER MO=T+TFiHo=HE-12T=14
MLCHT 1

IF OB (HO-7) P OTHEM FRIMICYOU HAVER"T GOT
IT!": RETHREN

FRINT .kl s OQRUCNE-TFF DR [R=FN=1

I= CP=19 AND MO=17 THEM k-

FE THIRR

FEM#sktwpsmpaps | |Torsbsspsrenponses

IF OE(13 99 THEN PREING"YOL WE NOTH MG
SHARF EMDLER ! " RETLIRN

IF MDY =1L THEM PRIKT"YOL @i 1 canm pes s
RE FURM

EF CFCSS THER FRIMT YO CAMTT BN THAT! ¢

FOTIURMN

IF CF=1 THEM FRENT"¥D0OL VE SLREALY DORE

THAET ' RET LR
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FRINT"THE SEAWEEDL FALLS AwAY TO SEYEAL

t1:8F=

Th

FEH #*rermprwrblo e ainenssnrrerns

[F FF=1 @D HOE="FLI" THEN PRIRT"YiOil W
ALEEADY COT TeoM O RETURI

IF DBECZr=9% ARND NOF="FT I" THEN FR=1znR 220

FRIMT"THEY FIT NILELY “TURM

I NO=14 AMD HC=0 THERM FRINTYTHAGT =
SILLY """ :RETLIRN

PREINTYY G DAk T WEAR THAT RS THRM
FEM =xswwdrsrGl VEr¥rdrrrarrprressq
IF CP=10 ANE MNO=3! THEN

IF: Cf Al MO 7 THEM TSR0

i B THEM FRIMT"THAT WOE T DU &by
GO0 " RETLHRRN

FRIWT M0 LREG
TF B8xa) =89
1T :RETLIFH
OB(4r=t0F13y=10
FRINT " SOME TH LG
RETLIRHK
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RETLIRN
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HEE
THE I

Er=:RETURN
HAYEM 1
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[ EVEN M FEYHILE:®
i 175 O pb- s THIR
V] R TLIRE
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LIF -

THIL Tee gl

VG
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THEM Feelni
TR
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L HERE

Sk
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Lot e b TR
FRINT® ILHE YEY
S AEE L g ROGH W TH
THIE falewn ="
S e TR
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b 2R e AHER | ] 14 THEN FRIMT Y Cikr T
THAT HERF SRR IS ]
LF HC~ & TNT D0
FRIRG! " RETL

i BEA

SIS A

Akl CIFE 1M

| s Cifls #p = I Al
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i ERL T DT FMEILHH

Pand 1 MOUE L HE TSR
Loz LiH G 1)
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I ARE TR 8

LOENE WEST !

YOO CEF LR PANSEL
SUILE EMG, " s RETLRRN

FLM svsnarmsxw [PPEDTORY »#msbeppnsn

FLOMPsFRIMT "y GRE ARy THG: <"

IF IH=0 THER FRINTAHNOTHIMNG' " : RETURN

FOw I=1 TO 10

IF OR£IV-%% THEWN

MEXT: RETLRM

HEF wwaswosnwwifl| Frrrappankornsns

PRIMNT:FRINT"THESE ARE THE YERBZ YOU

LI 3

FOR =1 T0O WA:FhIr

FRINT=FRINT Y00 mMEED MY 1TYRE THE

r[HST THREE LETTERE “2 RETURM

FEM esstsrmpesa] [JEeisces earnnseasn

T£ICP):RINT DELCP) IF

THEN LE=1:RETURN

FOR [=1 TO 1t

IF [=5 AND CP=15 THERN 4050

Ik OH(1)=CF THEM PRINT"S "snNB&¢I1g"

NE®Y 1§

FRIMT:FRINT"EX ] TS:

[F FY(ZP 1Y 20 THER PRINY"MORTH

TF Ex(CP 20 =0 THEN FRIMT"S0OUTH

1F EX (CF,350 THEM FRIMT"EAST

TF ER (TP, 80 0 THEM FRIMT"WESI

PRI PRINT: PRINT: RETURN

FEF rersemmrrs TMITISL IZEREEERSEAF&

PRIMT "L
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Array

DATA

ON N GOTO

FOR ... NEXT

GOSUB

GOTO

IF ... THEN

INPUT

LEFTS

Glossary

Anarrayis a set of data, held tagether and identificd by one
variable name (see also the en'ry for variahle). One way of
IMagining an array 1s as a series of boxes within the
computers memoery, with each separate piece of data held
In a separate Lox

A Nist of information that is required by 2 program DATA can
consist of words or numbers, or both together. A program 1s
sent to the DATA with the instructicn READ.

This msiruction followed by a series of line numbers tells the
computer to jump to the Nth line number i1 the seres given,
For example if the value of VB i3 &, then ON VB GOTO 1500,
1750 3800 would send control of the program to line number
1750

This 18 a sequence of commands ‘hat are used to make tne
coropater repeat an operahon a certain number of times. For
example, the instructions FOR X=1TO SPRINT 2*X.:NEXT X
wolld cause the computer to display the two times table.

GOSUB Y XX scnds control of the program t2 2 subroutine
starting at line XXX¥. The search for line X XXX starts at line
(0 —so the program will run faster if subroutines that are
called most ofteri are placed near the start of the listing.

This instructicn tells the computer to jump directly to the
specified line number, missing out any lines in betwecn. 1t is
often used with IF . . . THEN (sce below). Be carefial when
using GOTOs, as 1t 15 easy to have the program umplng
backwards and forwards so rmuch that the program 1s
difficult to fellow,

Thie s used as @ way cf telling the computer to do something
only when certain conditions are true, This instruction often
looks something like this; IF score=10 THEN PRINT "WELL
DONE, YOUVE WONI

This mstruction allows the computer t© be given information
whie d program 1§ running When the computer comes iG an
INPUT nstruction it prints a guestion mark (cn some
computers a different syinbol) to prompt the user and waits
for the inpnt to be given.

In BAGIC this instruction 15 used to copy the left part of a
string starting at the left hand end. It 1s followed in brackets
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LEN

LET

LIST

PRINT

RETURN

Subroutine

String

Variables

by figures which indicate the paracular string and the
number ¢f letters to be copled. RIGHTS does the same but
starts from the right hand end and MID$ 15 ased to copy from
the micadle of the string.

This a BASTC Instruction which counts the number of
charactersina string.

'This iz one way of giving the computer information. In some
programs there may be stiatements such as X=10

This stmply means that the number tern 1s stored under the
label X. It iz often clearer to write:

LET X=10

The LET statermnent alzo gives rise to something that ai first
sight seems llogical, if not impossible. In many programs
you will see things like:

LET X=X+1

Of course, ir mathematical terms X can'tequal X+1. Allthia
type of statement means is ncrease the value of wha'ever is
stored in X by cne”

Thiz makes the computer display whatever program s has in
its memory. You can LIST single lines, or parts of a program
by fcllowing the LIST command with the appropriate ling
numbers.

Thig 1ells the computer to disglav something on the screen.
Letters and symbols that are 1o be displayed should be
enclosed in quotatlon marks, but numbers need not be,

This is the signal to end a subroutine. RETURN causes
control of the program to go back to the siatement following
the most recently exectted GOSUB.

A subroutine 13 a cellecticn of program instrictions making
un part of a program anc used to perform a specific task.
The same subroutine may he called to do the same task at
different stages of the main prograrn.

A strirc represenied by the symbol §, 15 a series of leliers
and/or numaers that arc enclosed within double quotes. The
computer will notiry to interpret any rformaticn given
within a s'ring, and in most cases will simply print it on the
screen when required.

WWhen you give the computer information you have o give 1t
a label under which 1t 1s stored. This lapel s calied a
varlable since the information it contains may change during
the ccurse of the program. When you want the computer 1o
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