


2 About this book How to play Island
4 The story of Island of Secrets
of Secrets 19 De-bugging
6 Grandpa’s map | 20 Program
8 Characters you listing
will meet 30 Conversion lines

12 Places you will visit 32 Clues

This picture shows part of the Library of Written Secrets.

Designed by lain Ashman
lllustrated by Patrick Lynch




About thisbook

This book contains a program listing for
an adventure game called “Island of
Secrets” which you can type in and play

on your computer. It also contains lots of

exciting colour pictures which tell you
the story of the game and show what
some of the places and characters in it
look like. These contain vital clues — look
at them carefully or you won't be able to
play the game.

The program listing starts on page 20.

It is written to work on a Commodore 64,

WVIC 20 (with 16K expansion), Apple,
BBC, Electron and Spectrum, though,
because these computers do not all use
exactly the same version of BASIC, there
are changes to make depending on which
one you are using. You will find out about
these in the notes at the beginning of the
listing.

Island of Secrets is an extremely long
program to type in and even experienced
programmers will find it difficult not to
make mistakes. You will find some tips
and hints on typing in programs on page
20.

If you don’t know what an adventure
game is or how to play one, you can find
out more about them on the right. You
can also find specific instructions for
playing Island of Secrets on page 18.

Howtousethisbook

1 Turn first to page 20 and read the
tips and hints on typing in
programs.

ZC}It*('l-t through
the listing, noting
how many
conversions there [ g

are for vour
computer,

3 Type in the program slowly and

carefully; if necessary stopping 4
and saving a section part way
through.

o= I

/ About adventure programs /;

Y ou have probably heard about
adventure games even if you've never
played one. They were invented in the
U.5.A.in 1976 and first played on
mainframes with huge memories,

The player wanders round an
imaginary world by typing in commands
such as GO SOUTH or TAKE SWORD
and the computer describes the
surroundings and events as the game
unfolds. Some more recent adventure
games draw pictures of the characters
and locations on the screen too.

The object of an adventure game is
usually to collect treasure and escape
from a series of dangerous situations.
They are difficult to play and can take
weeks, or even months, to solve.

4an turn to page 18
and read the
instructions on how

to play the game.

5 Type RUN and
RETURN and check
that your screen
display looks like the
one in the first
picture on page 18,




‘7/What about Island of Secrets?

Island of Secrets is a text adventure, It
doesn’t show any pictures on the screen,
but it does have pictures in the book
instead. Unlike most adventure games,
the computer will not tell you all you need
to know about the world you are
travelling through. There are no
directions, for instance. You will need to
look at the map and work out for yourself

traditional adventure because you play a
role. You are Alphan and you must try to
decide what he would do in a particular
situation (based on the clues in the book)
rather than what you personally would
do. Other roles are played by the
whether you can go north, south, east or  computer and characters sometimes
west. You will need to look at the move around or do surprising things
pictures, too, to see if there are any which you cannot control. You are given
objects that might be valuable or useful a certain amount of strength and wisdom
in your Quest, as the computer probably  at the beginning of the game and these
won't mention them. vary according to what happens to youin
This game is also different from a vour role of Alphan.

" Alphan’s quest :
-~ To find out who Alphan is and what he has If you do something wrong you may find

to do with the Island of Secrets vou must  you have lost the game. The computer will
read the Story on pages 4 and 5. His task is tell vou you have failed and give you a

to find the objects of power, though he score based on what vou have done up to
doesn’t know what they are, and take that point. You will then have to start
them to the Island of Secrets. He must again and try something different. Perhaps
then work out what to do with them to vou said the wrong thing or didn’t pick up

restore light, warmth and life to the world. something you needed.

! E—“‘*w-r 6 Y ou are now ready to

_ start. Try wandering

i round the locations
¢ before you tackle the
game seriously.

play. You will need to
refer constantly to the
map to find your way
around,

Y ou can save a game part way
through ifyouwant and load it
again another time, or you can
give up and get vour score by
typing QUIT. The book tells
vou how to do these things on
pages 18-19.

colour section of the
book to familiarize
vourself with the world



. . . the sky was blue and the grass was
green. The Ancients had built The
Pyramid and established communication
with the Sky People. It was even agreed
that one or two specially selected
Earthlings should visit Sky Land.

2 The first (and last, as it
Jwurned out) Earthling Sky

Jvisitor wasOmegan, youngest
sonof the most influential of the |

| collect the secret objects and release the

6 Then they gave him
the Cloak of Entropy
which they said was
essential for releasing
b, ithe power of the

B objects and, because
the task was too long
for one person’s life-
time, they also gave
him the secret for
prolonging his life.

5 It became obvious to the Sky People
that a great war was inevitable, they sent
Omegan back to Earth with a mission,
The war would darken the Earth, they
said, but when it was over Omegan must

power that had been locked into them,
thus restoring the Earth to normal,

Ancients. He was fascinated
by what he saw — the Sky

People knew a lot of things ___

™ Eagrhlings didn’t. ./ % 1 3 Shortly after Omegan
_ | > A\ arrived, conflicts began
: _'\-" i e +=] betwgen the Sky People
- a1 =1 A andthe Outer Ones. Sky
“ h Ll ?: pie +f | messengers came down
T\ ig ? &h _E ~ §¢] to The Pyramid and
411l H[ e gave each of the
W B LI | ; Ancients an object,
Ry i o=t telling them to hide it
¥ WP Saum carefully.

| 4 The Ancients wondered
| why the Sky People should
| bother to give them such

| ordinary looking objects.

| But, who were they to ask

| questions? They set off ta
| find hiding places, little

| knowing they would never
| meet again.




8 Omegan set out on his task, but it soon
became apparent that it was of immense
and incredible difficulty. He didn’t know
what he was looking for or where to look
or even how many
things he had to find.

"he war was more
even the Sky Penple had ant:mpated A huge
dark cloud enveloped the Earth blocking
out light and heat, the ground ripped apart
forming the Crimson Canyon, and the !
lakes were poisoned. D e

Q He began to realize that the Cloak had
enormous power. With its help, he built a
castle for himself and assembled the

% secret equipment for extending his life. So
what if the Earth stayed dark, he thought.

2= 10 . .. but the land is still in darkness and
" Omegan still lives on his Island of Secrets.
~ No-one found the objects or discovered the

= > secret of Omegan’s long life, though there-_

& are rumours of some who have tried. B . T TG
e . T————

-

— — g #‘:__ _. -
11 Tales are told, for instance,
of a wanderer named Median
who entered the Castle of
Secrets. He even drew a plan,
they say, which he put in a
bottle and threw i L

lmug t Alp
would take onthe task.
Intelligent and wise he = o
certainly is, but surely ; 3
too slight and gentle to
wrestle with the will of
Omegan. True he has
that map left to him by
his explorer grandfather,

What if he really could
bring the Earth back to
normal!










Charactersyouwillmeet
/Canyon Beasts / P

You may come across canyon
beasts anywhere in the forest,
though vou won’t be able to catch
one without help.

Omegan

He moves around the
castle, soyou can’t be
sure where you will

come across him.

Speaking Stone

P
)

Despite its name, this
strange glassy boulder
sits in dull silence.



S\:é;nplnan / {
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#He lives in the stumps of the : ;
= great bluewood trees, which ‘i £/1

his ancestors planted. He is a f g'
sworn enemy of the Logmen =
but cannot leave the swamp to
get revenge or to get the liquor
which he believes would
restore the trees to their

Even the intrepid
canyon beast won't
go near him, so
beware. It would be
wise to approach
him at some stage
in your quest
though.



/ TheLogmen /

These unfriendly characters are always on

the look-out for something to entertain

them. They are addicted to a lethally

. strong liquor which they brew

¥ themselves. Their logging
- activities include

destroying the

last of the

% great bluewood
trees in the east.

times, he disappeared under
mysterious circumstances.—

- -

He appears to have lost his memory. - ===
Alphan will need to help him recover it
10 somehow.

0




/Sageof theLlilies /

The Sage has meditated for so long that she has forgotten how
to move anything other than her head. She has been vaguely
worried for the last 500 years by a slight, but persistent
irritation on her back. The lilies she guards are said to revive
old memories.

She guards something
precious. She’ll need proof
that you are serious about
your mission.










Petrified Village

Lava engulfed this village so quickly
that everything was preserved in

stone. It gives vou some idea of what
life was like long ago.

RIS IRpRN'e N

Don’t hang around too long in here.
Stolen goods often end up on the

i" .




: S AN Someone appears to have lived here in
SSSRUIT I L\ A recent times, but there’s no sign of
-r’lé‘!l':;‘f;:t:miilé;. L'’ O N anyone now.

AN - - 4 - E
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Snelm’s Lair

It is said that one of the Ancients left a
clue with Snelm. Look for a piece of
old “paper”.

Omegan’s Sanctum

The end of your journey,
whatever its outcome. You
can’t escape.

Watch your step here too.
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This is all that remains

of the University

Marble Column

of the Ancients.

iy



Howtoplaylslandof Secrets

When you have typed in the listing and
checked it carefully, type RUN and
RETURN. The word “initializing” will
appear at the top of the screen, which
means the computer is reading the data.
After a few seconds, your screen should
look like this.

You will notice as you begin to move *
around that the “time remaining”, shown
top right of your screen, constantly
decreases. The game is over when the time
is up, no matter what else has happened.

risky, ‘u'n‘-l‘ll:ll'
game first,

You can stop at any point in the game and
save your progress so far. Do this by typing
XSAVE, as shown above. (Make sure you

have your cassette recorder linked up and
a tape ready first though. You will need to
know how to make your computer save on
tape too.)

NORTH,

etc.

You are now ready to start and the
computer waits for you to type in what you
want to do. It only recognizes certain
words and so won’t understand everything
you say. In most cases it needs two-word
commands, such as GET WATER.

You lose the game if
vour strength or
wisdom reach zero, J¥ increase s

You will also see that your strength and
wisdom scores vary as the game
progresses. You can increase your
strength by eating or drinking, providing
you have stocks of food and drink. You can
only increase your wisdom by doing the
right things in the game.

When you want to continue the game, load
in the game program as usual, then type
XLOAD as your first instruction as shown
above. You can then continue the game
from where you left off.
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Sometimes vou will be asked a second

question, as in the situation above. You

should then answer with one word. There 1) Have you typed in all the

are also special o word e nds for conversions for your computer?
save, load and quit, as you will see below. Check END and charairsin

particular.

3) Quotes are also easy to miss.
Make sure there is an even
are just added to your number of them in every line.
food or drink score,
they are not listed as
I'I'Ii’.l{]]'], U.'i['ll?, etc.

Now type INFO and your screen will
change as shown above. You can do this at 1
T e R R DA FIa U 5) Have you run two lines

are carrying. You start the game with two together or a_ccidentally split one
units each of food and drink and can add to lipe into two?
this by picking up any food and drink you A
spot on the way. -~
9 4 : 43 7) Make sure you haven’t

confused capital O with zero,
figure 1 with capital I or figure 6
with capital G.

9) The data lines have a group of
1s and Os at the end. Make sure
there are four (correct) numbers
in each :

If you feel you are stuck in the middle of the

game and want to give up, you can type

QUIT at any time and the computer will

give you your score. (Though you won't get SIS e _

any time bonus.) gy 4
| fIN
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2920DATA"TTHE TOP OF A STEEP CLIFF10L1®
29300ATA"4THE MARSH FACTORY1001"

2940DATA"4THE SLUDBE FERMENTATION VATSI11LO"
2950DATA"TTHE UPPERMOST BATTLEMENTS1O00L"
2950DATA4OMEGAN'S SANCTUMIILO"
2970DATA"4SNELM'S LAIROOOL®

2980DATA"2A DARK CAVEOOOO"

2990DATA" 1BROKEN BRANCHESO100"

JOO0DATA®1A THICKET OF BITING BUSHES00Q0"
JOI0DATA"1A HUBE GLASSY STONELL1D®
JO20DATA*TTHE EDGE OF CRINSON CANYONOOLL®
JOZODATA4THE CLOME FACTORYOLOL®

J040DATA"4A CORRIDOR OF CLONE STORABE CASKS1100°
JOSODATA®VEDGE DF THE WELLOOOO®

JOLODATA"ATHE ROOM OF SECRET VISIONSI1LO®
JOTODATA"4SNELN'S INNER CHAMBEROLL1®
JOBODATA"ITHE SOUTHERN EDGE OF THE FORESTOL01"
JO90DATA"TA LEAFY PATHLOOO®

J100DATA"3A FORK IN THE PATHO10O®

JL10DATA"TAN APPARENTLY UNCLIMBABLE ROCKY PATHLIC0"
J120DATA®7A LEDGE ATOP THE CRIMSON CANYONOO1O®
JIJ0DATA"4A TALL ENTRANCE CHAMBER1101"
JI40DATA"4A LOW PASSAGE WITH ARMS REACHING FROM THE WALLSIOL10'
JIS0DATA"TTHE APPROACH TO THE NELL OF DESPAIROOOL"
J140DATA"4A DIN CORRIDOR DEEP IN THE CASTLE1010*
JITODATA4THE STAGNANT WATERS OF THE CRAMLING CREEK1OO1®
J180DATA"4A SHALLON POOL OFF THE CREEK110Q"

J190DATA™TR LOG PIER, JUTTING OUT OVER THE CREEKOQOO*
J200DATA"4A STRETCH OF FEATURELESS DUNES1100°

J210DATA"1A GROUP OF TALL TREES1010°

J220DATA"TA NARROW LEDGE AT THE SUMMIT OF THE CANYONOOLL®
JZI0DATA"2A MONSTEROUS PORTAL IN THE CASTLE WALLOOL1"
J240DATA"4A CHAMBER INCHES DEEP WITH DUSTOQO1®
JZI00ATA"4HERELLIL®

JZ60DATA"ZA CARVED ARCHNAYQOLO™

J27T0DATA"4A SHALL HUT IN THE LOG SETTLEMENTOL1EL®
J2B0DATA"IA HUGE SPLIT-LOG TABLE1OO!®

J290DATA"4THE PORCH OF THE LOGMEN'S CRBINOL10®
J300DATA"4GRANDPA'S SHACK11O1®

J310DATA"3A CLEARING IN THE TREES BY A RICKETY SHACKOOLO®
JI20DATA™4THE NEST OF A HUGE DACTYLOILL®

J330DATA"GTHE CASTLE DF DARK SECRETS BY TWO HUGE STONESCO11"
J340DATA"4A ROOM LITTERED WITH BONESOII1®

JIS0DATA®4THE CELL OF WHISPERED SECRETSO111"
3340DATA4THE LIBRARY OF WRITTEN SECRETSO111"

J3TODATA"4A REFUSE STREWN STORERODOMIILIL®

J380DATA4THE LOGMEN'S HALLOOOO"

J390DATA"5A LOG BUILDING10O0"

J400DATA"TA RUTTED HILLSIDE1L0Q"

J410DATA"TA WINDSWEPT PLAIN ANONGST STONE MEGALITHGO100®
J420DATA®TTHE STEPS OF AN ANCIENT PYRAMIDIO10®
J430DATA"TTHE ISLAND OF SECRETSOL11"

Make sure you
have four
numbers at the
end of each of
these lines.






















The first two books in this series mark the beginning of a completely
new kind of adventure game. They each contain an exciting adventure
program for you to type into your computer. As you play the game on
the computer, the imaginary world of the game is vividly recreated in
colourful pictures in the book and you can find clues hidden in the
pictures to help you.

An adventure game takes you into a different world where you have to
pit your wits against magical forces, evil creatures and powerful
tyrants. The books give thorough instructions on how to play and hints
on what to do if you get stuck.

The programs are written in a standard BASIC and there are
conversions listed to make them suitable for the Commodore 64,
expanded VIC 20, TRS-80 Colour Computer (32K), Apple I,

BBC (32K), Electron and 48K Spectrum.

ISBN 086020 823 0
ISBN 0-8L020-823-0
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