Here is one way of doing this for the vocabulary
defined so far:

TO START
MAKE "HEBE 1
MAKE “INVENTORY []
SET.ROOMS
ASSIGN. VARIABLES
LOOK
GAME
END
TO GAME
PRINTT “COMMAND
MAKE “INPUT REQUEST
IF VALID? (INPUT RUN GINPUT ELSE PRINT [I
DON'T UNDERSTAND|
GAME
END
TO VALID? .COM
IF( { GOUNT ‘COM ) =1 ) THEN QUTPUT YAL1?
Con
IF ( { COUNT COM )
COM
CUTPUT "FALSE
ENCI
TO VALY 7 GOM
iF MEMBER? FIRST COM [NV W E & N LUK
START) QUTPUT “TRUE
OUTPUT "FALSE
EMD

TO VAL2? .COM
I[FALLOF VALV HRST COM VALN?Y LAST COM
GQUTPUT “TRUE
QUTPUT “FALSE

END

TO VALN? NOUN
IF MEMBER? NOUN [SWORD CHEST SCEPTRE
RING SNAKE] OUTPUT “TRUE
QUTPUT “FALSE

ENL!

T4 VALVT VERE
IF MEMBER? VERB [GET DROP EXAMINE KILL
RUB OPEN] QUTPUT "TRUE
QUTPUT “FALSE

END

THE PROGRAM

You must first enter all the procedures given in the
last instalment (see page 775). To begin the game,
ot to restart it at any time, type START.

TO START
MAKE “HERE 1
MAKE “INVENTORY ]
SET, ROOMS
ASSIGN VARIABLES
LOOK
END
SET.ROOMS sets up the rooms according to the
map.

[0 SETROOMS

~ 2 ) THEN QUTPUT VAL2?
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MAKE “RODM [1[YOU ABE STANDING AT THE
ENTRANCE] [TO A CAVE]| T] [IE 211 1]
MAKE “ROOM.2 [[[YOU ARE IN A DARK, DAMP
CAVE]] T1 (1S 3] [E4] [W 111 {]]
MAKE “ROOM.3 [[[YOU ARE IN A DARK, DAMP
CAVE]] [] [[M-2] [E5]] 1]
MAKE “RODM.4 [[[YOU ARE IN A GREAT
UNDERGROUND CHAMBER]] [] [IN 8] [S 5] [W
21] [SNAKE ATTACKS)]
MAKE “RO0M.5 [[[YOL ARE IN A DARK, DAMP
CAVE]| [SWORD)] [IN 4] [W 3]] [1]
MAKE “ROOM, 6 |[1YOU ARE |N A SACRED
SHRINE ROOM] (1N AN ALCOVE IN THE NORTH
WALL) (IS AN ALTARI (1 [IN 7] (54] (E8]]
[GATE]] |
MAKE “ROOM.7 [[[YOU ARE STANDING BY]
[THE ALTAR OF ZOLTOTH THE GILDED] [ABOVE
THE ALTAR IS WRITTEN, ] [FLET NO BASE
METAL APPROACH" |] [RING] [[S 611 [1]
MAKE "ROOM 8 [[|YOU ARE IN A DARK, DAMP
CAVET] [1 T[S 10] [E 8] [W B]] [SNAKE ATTACKS]]
MAKE *ROOM.8 [[[YOU ARE IN A DARK, DAMP
GAVE]] [CHEST] [[S 11] [W 811 []]
MAKE “ROOM 10| [[YOU ARE IN-A DARK. DAMP
CAVEL [11(N8] [E 17]] 11
MAKE “ROOMH [[[YOU ARE IN THE VESTRY
OF| {THE PRIEST OF ZOLTOTH THE GILDED]]
|SCEPTRE] T[N 9] [W 101] 1]

END
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