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Foreword

Adventure games are played in the world of your
imagination. 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 distant planet, or shrunk in size and trapped
within the circuits of an alien computer. The game explained
1n this book 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
database to store all the descriptions used in the game. A
database 1s a collection of information which the computer
retrieves and acts on according to the instructions within the
program. Since the player uses verbs and nouns to describe
the actions he or she wants to take, the game relies on the
computer's ability to recognize and process these
accordingly. Text data 1s processed as strings of characters,
and adventure games of this sort rely on the way that strings
and parts of strings can be identified and operated upon. In
this book, the adventure game has been divided into two
sections. The first section gives the main program and the
data statements. The second section explains how the verbs
which the player uses. call up the relevant sections of
program and direct the progress of the game.
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Theplan

The first stage of writing an adventure game is to plan the
territory which the player will explore. This is usually a
serles 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
exlts are avallable as the game is played. In some rooms
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 1s 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 number of verbs and nouns that the computer

. understands. You can move from one room to another by

" typing "GO NORTH” (or any other of the four directions). The
verb "LOOK" 1s useful, because it may reveal things in the

.- room that are not apparent at first sight. If you type "HELP" at

" any stage, you will be shown a list of the verbs you can use,
In case you've forgotten them. To pick up any of the objects

that you encounter on the way, type "GET KNIFE" (or any

A other object). When planning your game, 1t's a good idea to
play it on paper first, to make sure that it works.
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The data statements

BPPLE Ile

Type in the DATA on the opposite page, ignoring the black
marker lines. You should format the DATA at this point so
that the words are not illegibly broken in two when printed
on the screen. The best way to begin 1s to count the number
of characters you have typed within the inverted commas.
The Apple will allow a maximum of 40 characters across the
screen; if you find thaf a word would be broken in two at the
fortieth character, then type blank spaces up to the end

of the line and begin the next word at the 4 1st character.

In 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 is long and
descriptive. Your DATA statements can be much longer
than ours given opposite, but you must remember that the
number of characters that you use will depend upon the
particular limitations set by your computer. Your DATA
statement could read something like this: 6050 DATA "You
are standing on the seabed. In front of you, to the south, there
1s an unnaturally square shaped patch of seaweed that clings
to the barnacled 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 you 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
example. . . )

Type in the DATA at line 6010 as far as the black marker
line, and end it 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 line 6011 DATA "BLOCKED BY A
HIGH CORAL REEF”. Commodore users should treat the
rest of the DATA in the same way, ending at line 6201, which
should read: 6201 DATA "FACE THE JAWS OF A GREAT
WHITE 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 5150 to make
a complete description.

At the end of this book, the complete program listing 1s given
in full. If you turn to page 41, you'll find the Commodore DATA
split into its appropriate line numbers.
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Data statements continued

Lines 6210 to 6270 store the exits initially available from each
location as a series of four numbers in the order north, south,
east and west. If a number is zero, there 1s no exit in the
corresponding direction. For example, location 8 (the
BRIGHT CHAMBER) has exits 0,14,0,7. This means that there
is no exit from this location going north or east, but south
leads into room 14 and west leads to room 7. The following
lines contain a list of every object that the player will be able
to pick up. After each object description is a number which
represents the room number in which the object is found. If
the number Is zero, then the object will only appear later on
in the game. If the number 15 99, then the player Is carrying
the object.

Line 6510 is a list of the nouns that the computer will
recognize. These are the directions and the names of
objects. Only the first three letters are stored, since thisis
how the program will use them. Finally, line 6330 stores the
verbs that the computer will recognize. They are stored in
their entirety since they will be required to appear on the
screen when the player types HELP.
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which is only seven lines long!
EED ARASSISTANCE TYPE HELP)

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

THE MAIN PROGRAM

EXITS -
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The first part of the listing is the CONTROL PROGRAM
contained in lines 10 to 70. The program is structured so that
it is grouped into subroutines. The control program calls
these subroutines in the order they are required — enabling
you to see at once how the program works. Each subroutine
is given later on in the listing. On a call to each subroutine
the computer goes to the relevant subroutine - for example,
GOSUB 5000 — the 1nitialize subroutine — takes control to
line 5000.

10 REM  NEPTUNE 'S CAVERMS

M/
20 GOSUR SODO00: RE ITMIT I L2
20 GOSUR 1000 REM THFLET
40 GOSUR 20008 REM SORT
SO IF WF o= O ANMD L = 0 THER GO0 0
&0 GBOSUR 5=00: REM END
7O END

Line 20 calls the initialize subroutine, where all the variables
and arrays needed for the game are set up. The next two
subroeutines, INPUT and SORT, do most of the work of the
program. Line 50 tests for the end of the game by examining
the win flag WF and the lose flag LF. If netther flag is set, the

instruction GOTO 30 sends the program back to line 30,
ready to repeat the process. At line 60 the game is over, and
the END subroutine will display a suitable message on the
screen, followed by a question to play again. If the player
wishes to have another go, he or she replies and the game 1s
RUN again, otherwise line 70 ENDs the program. By using
subroutines, the program is essentially written in seven lines.
The computer has been told what to do, and in which order
to do it. All that now remains is to write each subroutine so
that the computer can jump to the relevant line number
when the subroutine is called. The first subroutine 1s
INITIALIZE. The first eight lines clear the screen (using the
HOME command in line 5010) and then PRINT an
Introduction to the game.

[ EOGO REM s TIT )7
SUlD HOME @ FRINT
o FPRINMT = FPRIMT »
WIRRYS FRINT Y THATT BE
Q40 FRINT Y AND
D050 PRINT Y k
QO&D FRINT M B TRTG T
SO70 0 FRINT " ADVEMTURE. o ..
SO80D  FRIMNT T 2y IF
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It is a good plan to give the variables used in the game their
initial values while the player is reading the instructions.
Iniiahization of variables can take time in complex games.
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Line 5090 gives the variables (NN, VV, CP, IN, HC) their
initial values, and sets the flags (WF, LF, FF, CF) to zero. The
next line DIMensions six arrays, reserving space for
descriptions of rooms, LO$; exits from each room, EX; nouns,
NOS$: verbs, VBS: objects, OB$: and the position of each
object OB. For example, DIM LO$ (24) sets aside memory
space for 24 descriptions 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, using a FOR ... NEXT loop. Note that line 5120 tells
the computer that locations 17,18,23 and 24 all use the same
DATA A list of the variables used is given below. Line 5190
tells the computer to GOSUB 4000 as this subroutine uses the
end of the "LOOK" section of the SORT subroutine.

WWW“

VARIABLES
NN = NUMBER OF NOUNS VV = NUMBER OF VERBS
—P = CHARACTER POSITION (ROooM) JN = NUMBER OF ITEMS IN INVENTORY
08§ (I) = OBVECT NO$ (I) = NOUN
EX (CP,NO)= EXIT FROM LOCATION VB (I)= VERB NUMBER
ELAGS
WF = WIN FLAG UF = UNLOCK FLAG CF= CUT FLAG

LF= LOST FLAG £ = FLIPPER FLAG
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The next subroutine is INPUT. [t accepts a two-word
"sentence” in the form verb/noun, or a one-word nstruction.
The computer tells the player if it doesn't recognize the
sentence and returns to the beginning for another attempt.
Acceptable one word instructions are "HELP,”
“INVENTORY," "LOOK" and the four directions. The latter is
to save the player having to type "GO NORTH," etc. It is
enough to type "NORTH" on its own, or even "“NOR.” The
subroutine puts “GO" into VB$ (verb) and “NOR" into NO$
(noun). "HELP," “INVENTORY" and "LOOK" are treated
similarly as verbs with a dummy noun “DOQ" inserted. Line
1010 ensures that VB$ and NO$ are empty before starting
and line 1020 puts the player's response into R$. Lines 1030
to 1050 split R$ into VB$ and NOS$ so that verbs and nouns can
be handled separately.
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Aloop 1s started in line 1030 and the loop limit 1s set to the
character LENgth of the sentence. Line 1040 checks IF the
next character in the sentence is a space —if it is, VB$ is set
to the first three characters and NO$ to the three characters
after the space. Finally, the loop counter Is set to a maximum
to stop the search going further. If NO§$ contains sornething,
then line 1060 ends the subroutine, since the player must
have typed a two word sentence. If the sentence contalns no
spaces, it may still be an acceptable single word. It 1s then
stripped to its first three characters and lines 1080 and 1030
test to see if it is a direction or a command. If the computer
recognizes the word, VB$ and NOS are arranged and the
subroutine is ended. If the computer doesn't recognize the
word, line 1100 PRINTSs an appropriate message. Line 1110
loops back to the beginning of the subroutine to allow the
player to give another instruction.

PO
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The SORT subroutine decides if the three letter words are
valld — a technique often called “parsing.” The loop between
lines 2010 and 2030 tries to identify the verb. If VB$ 1s the
same as the first three letters of one of the verbs stored in the
VB$ array, then line 2020 sets VB equal to the value of the
loop variable. The loop is ended by setting the loop variable
to a maximum. In the same way, lines 2040 to 2060 check for
a valid noun, except that the nouns are already stored as
three letters so they can be compared directly.

Line 2070 checks if NO or VB are still zero. If so, a message
1s printed and the subroutine ends here. If the noun and verb
pass all these tests, they are valid words and the relevant
action is taken in line 2080. For example, if the value of VB Is
four (verb 1s "CUT") then the computer will GOTO the fourth
line number in the list and carry out the instructions given
from that line onwards, until the subroutine is ended with the
RETURN instruction. These sections of the SORT subroutine
are explained in the next chapter.
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The last subroutine is END. This is called when either the
win or lose flag is set — the only two conditions when the
game can end. The player dies if he or she enters the
SHARK ROOM (character position number 22), so line 5510
tests if the player is there. If the player 1sin the SHARK
ROOM the computer displays the gruesome message
"WITH ONE SWIFT SNAP THE SHARK BITES OFF YOUR
HEAD.” Control will pass to line 5540, jumping over lines
5520 and 5530.

If the character position 1s not equal to 22 (the SHARK
ROOM), line 5520 tests if CP (the character position) is equal
to 16 (the SEA URCHIN ROOM). The bad news message is
displayed on the screen. If the player is in neither of these
rooms, he or she must have won the game. Line 5530 tells the
player of his or her success, and lines 5540 and 5550 offer the
player another go.

YOU WIN IF YOU PUT THE
PLUG IN THE HOLE IN
20X (9.

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

YOU LOSE (F YoU ENTER
Box 22.

WITH ONE SWIFT SNAP
THE SHARK BITES
OFF YOUR HEAD.

YOU LOSE IF YOU EXIT
BOX 16 NORTH OR WEST
WITHOUT WEARING
FLIPPERS.

THE SPINES ON THE
SEA URCHINS ARE VERY
POISONOUS ! YOU PIE
A HORR|IBLE PEATH.
NEXT TIME TAKE
PRECAUTIONS.

18




The first part of the listing is the CONTROL PROGRAM in
lines 10 to 70. The program is grouped into subroutines,
which are called in the order they are required — enabling
you to see at once how the program works. Each subroutine
1s called by the GOSUB instruction followed by a program
line number. When the subroutine has been completed a
signal to RETURN to the control program is given.

i GO 0

Line 20 calls the INITIALIZE subroutine where all the
variables and arrays needed for the game are set up. The
next two subroutines, INPUT and SORT, do most of the work
of the program. Line 50 tests for the end of the game by
examining the win flag WF and the lose flag LF. If 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 is
over, and the END subroutine will display a suitable
message on the screen, followed by a question to play again.
If the player wishes to have another go, he or she replies and
the game is RUN again, otherwise line 70 ENDs the program.
The first subroutine is INITIALIZE. In line 5010, the screen is
cleared using the reversed heart symbol and then the game
instructions are displayed.
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[t 1s a good plan to set the variables to their initial values after
printing the instructions on the screen (lines 5100 to 5210).
This allows the player time to read theinstructions while the
computer is busy with the DATA.

® 060 00O O (

Line 5100 gives the variables (NN, VV, CP, IN, HC) their
initial values, and sets the flags (WF, LF, UF, FF, CF) to zero.
The next lines DIMension seven arrays, reserving space for
descriptions of rooms, T$ and D$; exits EX; NO$ and VB$
(nouns and verbs), objects; OB$; and starting location of each
object OB. For example, DIM OB$ (10) sets aside memory
space for 10 objects to be described. Lines 5130 to 5200
READ DATA into the various arrays. Note that line 5140 tells
the computer that locations 17,18,23 and 24 all use the same
descriptive DATA. Line 5210 instructs the computer to
GOSUB line 4000 because INITIALIZE shares its end

with the "LOOK" section of the SORT subroutine.

UL VA VA VA VAVAVAVA VA VLA VA PAPA VAP
VARIABLES

NN = NUMBER OF NOUNS VV = NUMBER OF VERBS
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The next subroutine 1s INPUT. It accepts a two-word
“sentence” in the form verb/noun, or a one-word instruction
[f neither of these are recognized, the computer PRINTSs a
message and returns to the beginning for another attempt.
Acceptable one word instructions are "HELP,"
‘INVENTORY," "LOOK" and the four directions. The latter is
to save the player having to type "GO NORTH,” etc. It is
enough to type "NORTH" on its own, or even "NOR.” The
subroutine puts "GO" into VB$ (verb) and "NOR” into NO$
(noun) for processing later. "HELP,” "INVENTORY" and
"LOOK" are treated similarly as verbs with a dummy noun
"DOQO" inserted. Line 1010 ensures that VB, NO$ and R$ are
empty before starting, and line 1020 puts the player's
response into R$. Lines 1030 to 1050 contain the loop that
splits R$ into VB and NOS. The rest of this subroutine 1s
explained over the page.
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Aloop is started in line 1030 and 1ts limit is set to the
character LENgth of the sentence. Line 1040 checks IF the
next character in the sentence is a space = If so, THEN VB is
set to the first three characters, and NOS to the three
characters after the space. Finally, the loop counter is set to
a maximun to stop the search going further. If NO$ contains
something, then line 1060 ends the subroutine, as a two-word
sentence must have been recognized. lf the program has
reached line 1070 the sentence contains no spaces, but may
still be an acceptable single word. [t is then stripped to its
first three characters. Lines 1080 and 1090 see ifiti1s a
direction or a command. If the word is valid, VB$ and NO$
are arranged and the subroutine is ended. The sentence will
have made no sense at line 1100, and a message is PRINTed.
Line 1110 loops back to the start to give the player another
attempt to enter a valid instruction.
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The SORT subroutine decides if the three - letter words are
valid — a technique often called "parsing.” The loop between
lines 2020 and 2040 tries to identify the verb. If VBS is the
same as the first three letters of one of the verbs stored in the
VBS$ array, then line 2030 sets VB equal to the value of the
loop variable. The loop Is ended by setting the loop variable
to a maximum. In the same way, lines 2050 to 2070 check for
a valid noun, except that the nouns are already stored as
three letters so they can be compared directly. Line 2080
checks if NO or VB are still zero. If so, a message Is printed
and the subroutine ends here. If the noun and verb pass all
these tests, they are valid words and the relevant action is
taken in line 2090. For example, if the value of VB is four (verb
1s "CUT") then the computer will GOTO the fourth line
number in the list and carry out the instructions given from
that line onwards until the subroutine is ended with the
RETURN instruction. These sections of the SORT subroutine
are explained in the next chapter.
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The last section to be defined is the END subroutine. If either
the win or lost flag 1s found to be set in line 50, then control
falls through to line 60 and there is a call to GOSUB 5500. Line
5510 tests to see if the player 1s in the SHARK ROOM
(character position 22). If so, a death message 1s printed and
control GOes TO line 5570, where the player 1s asked if he or
she would like another game.

If the character position 1s not 22, Iines 5520 and 5530 test IF
CP s equal to 16 (the SEA URCHIN room), and print a
message. If neither of these conditions are met, the player
has won the game. A message 1s printed 1n line 5540,and
lines 5570 and 5580 deal with the "play again” routine,

YOU WIN IF YoU PUT THE YOU LOSE IF YOU ENTER YOU LOSE IF YoU EXIT
PLUG IN THE HOLE IN BoOX 22 BOX |6 NORTH OR WEST
BOX 19 WITHOUT WEARING
WITH ONE SWIFT FLIPPERS,
WITH A“THUNK" THE SNAP THE SHARK
PLUG DROPS INTO BITES OFF YOUrR THE SPINES ON THE
THE HOLE AND THE HEAD. SEA URCHIN ARE VERY
SWIRLING WATERS POISONOUS ! YOU DIE
GROW STiILL. A HORRIBLE DEATH.
CONGRATULATIONS NEXT TIME TAKE
YOU SAVED THE SEAS. PRECAUTIONS.




Testing your program

Before you carry on with the next section of the program, it is
a good 1dea to save your work so far on tape or disk. You'll
find the instructions for this in your user's manual. To test that
the program is correct, turn to page 31 or 37 and type in the
"LOOK" section beginning at line 4000. Then follow the
Instructions in the box below. You will be able to explore the
first six rooms 1n the game.

FxITE:

EAST.

EXITS:

YOU ARE ON

EAST

WiHaT DI Yol DO

WEST

WEST

NEXT 750 EAST

THE SEABED.TO THE SOU
BARNACLED WALL .A CLIFF RBLOCKS

& PATR OF FLIFPERS 15 HERE

WHAT DO YOU DO NEXT 2

SOUIN A
PelCH O

Wi DO VOU B0 MEXT

Skn

EXITS: EAST WEST
WHAT DO YOU DO NEXT

YO ARE ON THE SEA

RPPLEILe, | TYFE 2065 IF NOL=4- THEN CP=EXICP,N0): GOTO 4000
HIT [(RETVRN]. 2. TYFE 20 6 ENDPROC FH/7

3 TYFPERUN H/T WHEN YO ARE SA7ISFEL EVERY THING
RUNS CORRECTLY, PELETE LINES 2065 AND 2066 BEFORE FROCEEDNG,

PGO WEST

LARNACLED WALL TOWER

A KNIFE IS HERE

EXITS: EAST WEST

HHAT DO YOU DD NEXT &

SN

WHAT DO Y DO ML X
YOU Akl OGN BHF HE A
BOARNACT i

n KNI}
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COMMODORE], ENTER 20756 IFNK=4 THEN LET CP=EXIcPN)): GOTO 4000
HIT _[ENTER] 2, ENTER 2076 RETURN HIT ENTER] 3. HIT
[RUN]. WHEN YOU ARE SHTISFIED EVERYTHING RUN'S FAS /7 SHOWZ
DELETE LNES 2075 ANP 2076 BEFIRE FROCEELNG.
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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.

EZITS: ENST

HHatT DO YOU DO

YOU ARE ON THE
BARNACLED WALL

EXITS: EAST

NEZXT? GO EAST
SEABED . TO THE S0
H?? A SQUARE PATC
WEST

T? CUT
ARkiAY T

SEAWEE
REUVEA

8]
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Control goes to line 3000 when the verb identified in the
SORT subroutine is "GO" (verb 1). Line 3010 PRINTs a
message if the noun wasn't one of the four directions. Line
3020 tests if an attempt 1s made to move 1n a direction with no
exit that 1s, if the exit array EX (CP,NO) equals zero. Line
3030 tests if the player has stepped on a sea urchin and died!
[t does this by checking the character position (16=SEA
URCHIN ROOM), then the direction (north or west is
dangerous); then it checks the FLIPPERS flag, FF (FF =1
means that the player 1s wearing flippers). If line 3040 is
reached, all is well and CP is changed to its new location.
GOTO 4000 sends control to the "LOOK" section which
PRINTSs the new position.
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If the verb number is two, then control is sent to the "GET"
section. Lines 3110 and 3120 anticipate any attempt to do the
impossible. Line 3130 checks if the object is already carried,
1.e. hasthe value 99. . . AND that the noun input is not "HAN."
Lines 3140 to 3160 check if a pair of handcuffs is being taken
by comparing the location of each handcuff OB (I), with
character position CP. If OB (I)=CP then the handcuff
inventory HC is increased. Line 3170 compares the object
location OB (NO-7) with the character position CP and
PRINTSs the "O.K." message. The object location takes the
value 99 to indicate the object has been picked up.
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In the "DROP” section, line 3210 prevents the player from
putting down anything that can't be carried. If the item to be
dropped is a pair of handcuffs, a FOR ... NEXT loop in lines
3220 to 3240, decreases the value of the HC by 1. Should the
object location not equal 99, line 3250 PRINTs a message to
Inform the player that the object is not carried. If the control
runs to line 3260, then the object location becomes equal to
the character position and the inventory 1s decreased by |
because the object has been dropped. Finally, line 3270
tests for a win, 1.e. if the player has dropped the magic plug
In the plug hole.

Lines 3300 to 3340 of the “CUT" section prevent the player
from cutting anything but the seaweed on the barnacled wall
In location five, At any illegal attempt a message 1s printed
and the subroutine is ended. Only if all conditions are
satisfied will the message in line 3350 be PRINTed.
Information is then updated - A CLUMP OF SEAWEED wll
be put into location five; an exit will become visible and the
cut flag CF will be set to 1. In addition, the location description
LO$ (5) is altered before the subroutine 1s ended.
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The verb "WEAR" allows the player to put on the FLIPPERS
found 1n location six. If the player moves west or north from
location 16 without wearing flippers, then he or she will be
killed by the poisonous sea urchins. The possibility of the
flippers already being worn is considered in line 3410, In
line 3420 the player 1s allowed to wear the flippers if they are
being carried, 1e. OB (2) = 99 and IF the noun input1s "FLL”
The flipper flag (FF) 1s then set to 1 and the FLIPPERS are
removed from the items carried with the instruction

OB (2) = 0. A suitable message is then PRINTed.
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The "GIVE" section enables seaweed to be given to the sea
horses in location ten and a bone to be offered to the
bonefish in location seven. Line 3510 tests for the first
possibility, and sends control to line 3550 if the player is

in the correct room (CP = 10) and the noun is "SEAWEED."
At this line, the seaweed is tested to discover IF it 1s not
being carried by the player, Le. OB (4) < > 99 and if this 1S
so.then a sultable message is PRINTed. Otherwise, the
player must have satisfied all conditions.




Line 3560 removes the seaweed OB (4) from the room by
setting it to zero and the key OB (3) is put into location ten.
The following hne PRINTSs a clue-filled message and the
subroutine ends.

If conditions in line 3510 are not met, control falls to 3520
where tests are made to discover if the player 1s giving a
bone to the bonefish in location seven - if so, then control
goes to line 3580. Otherwise a “catch all" message is PRINTed.
Line 3580 tests if the bone 1s being carried and if it isn't then
a message 1s PRINTed. However, IF OB (5) = 99 the player
has satisfied the bonefish and bone conditions, and control
drops through to line 3590. The bone 1s removed from the
room by setting OB (5) to 0. An exit is then opened to the
south when EX (7,2) 1s made equal to 13. A message 1s
PRINTed in line 3600 that implies that something has
happened. Finally, the location description LO$ is changed,
ready for when the player types "LOOK"!
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Only Davy Jones' Locker (the CHEST) can be unlocked with
the key. Line 3630 tests that the player has in fact picked this
up. It may be that the player will try to unlock the door in
locations three and nine. However, the door is something of a
red herring (all good adventure games have these!), and can
never be opened. Line 3640 deals with this situation and tells
the player that the key cannot be used.

Control will only pass from line 3650 if the player is in the
room, has the key, and the noun input is "“CHEST." IF
everything is in order THEN the unlock flag UF 1s tested to
ensure that the player has not previously unlocked the chest.
Line 3670 sets UF to 1 and the key is located in the room 1.e.
OB (7) is made equal to 13, telling the computer that the key
stays in the room. A message is PRINTed to guide the player,
and the subroutine is ended.
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The “USE" verb 1s designed to allow the player to immobilize
the octopus in location 20 with four sets of handcuffs, 1.e. “USE
HANDCUFFS."

Line 3710 checks IF the player is not in location 20 (the
octopus room) OR the noun number is not 14 (corresponding
to handcuffs — this prevents the player from trying to use any
other object in this location). In other words, the message
“YOU CAN'T DO THAT HERE" appears if the player types
anything but USE HANDCUFF'S in the octopus room. Line
3720 ensures that the player can do nothing with anything
less than four pairs of handcuffs.

If control drops through to line 3730, a message is PRINTed
that iIndicates the octopus has been successfully manacled.
The handcuffs are removed from the player usinga FOR.. . .
NEXT loop. The handcuff positions are set to zero in line 3740.
Finally, the number of handcuffs 1s made zero; a new exit
becomes avallable to the west and the description of the
room LOS (20), 1s 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 extremely difficult to play. I IN
contains zero then a command to "INVENTORY" would
produce the words "YOU ARE CARRYING.—- NOTHINC!" on
the screen, PRINTed by lines 3810 and 3820. However, if IN
1s not equal to zero, a loop starting at line 3830 will check
each object to see if it is carried by the player, and PRINTSs
a list of those that are.




At the command "HELP,” the four lines of program 3900 to
3930 PRINT each of the verbs on the screen to enable the
player to construct acceptable two word sentences. A FOR
... NEXT loop is used to do this with the maximum value of 1
set to the maximum number of verbs available VV.
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The last section of the whole program concerns the verb
"LOOK." If you have followed the instructions on page 24 (in
the RUN box), you will have already typed this part of the
program.

The LOOK section displays the location description. This is
very useful to the player. During the game, the screen 1s
continually scrolling, so the location description may
disappear off the top of the screen. Typing LOOK will allow
the player to examine his or her surroundings again.

This section is a little peculiar because it is used as the end
part of the INITIALIZE subroutine, linked by a GOSUB
statement. Line 4010 PRINTS the location description LO$
(CP). The lost flag LF is 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 4050 PRINT the object
found in the location of the player. Note that the mention of
the BONE is sidestepped in line 4030 to make the player
think harder about what 1s happening. Lastly, the available
exits are PRINTed in lines 4060 to 4100.
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Control is sent from the SORT subroutine to line 3000 if the
verb is "GQ" (verb 1). Line 3010 PRINTs a message if the
noun wasn't one of the four directions. Line 3020 tests if an
attempt is made to move 1n a direction with no exit, that is if
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 position (16 = SEA URCHIN room), then the
direction (north or west is dangerous); then it checks the
FLIPPERS flag, FF (this takes the value 11if the player is
wearing flippers). If these conditions are met then the game
is lost so 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
impossible. Line 3130 checks IF the object is already
carried, i.e. has the value 99 . . . AND that the noun input 1s
not "HAN.” Lines 3140 to 3160 check if a pair of handcufis is
being taken by comparing the location of each handcuff OB
(D), with character position CP. If OB (I) = CP the handcuff
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 PRINTSs the “O.K." message if
they agree. The object location then takes the value 99 to
indicate the object has been picked up and the inventory IN
Is increased by 1.
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In the "DROP” section, line 3210 prevents the player from
putting down anything that can't be carried. If the item to be
dropped 1s a pair of handcuffs, a FOR ... NEXT loop in lines
3220 to 3240 decreases the value of HC by 1. Should the
object location not equal 99 then line 3250 PRINTSs a message
to inform the player that the object is not carried. If control
reaches line 3260 the object location becomes equal to the
character position and the inventory is decreased by 1.
Finally, line 3270 tests for a win, 1.e. if the player has dropped
the magic plug into the plug hole.

Lines 3300 to 3340 of the "CUT" section prevent the player
from cutting anything but the seaweed on the barnacled wall
in location five. At any illegal attempt a message is PRINTed
and the subroutine 1s ended. Only if all conditions are
satisfied will the message in line 3350 be PRINTed.
Information is then updated - A CLUMP OF SEAWEED will
be put into location five, an exit will become visible and the
cut flag CF will be set to 1. In addition, the location
description D$ (5) is altered before the subroutine

Is ended.
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The verb "WEAR" allows the player to put on the FLIPPERS
found in location six. If the player moves west or north from
location 16 without protecting his or her feet, then instant
death will occur on the poisonous spines of the sea urchiris.
The possibility of the flippers already being worn is covered
in line 3410. In line 3420 the player is allowed to wear the
flippers if they are being carried, i.e. OB (2) = 99, AND the
noun input is "FLL" The flipper flag (FF) is then set to 1 and
the FLIPPERS are removed from the items carried with the
instruction OB (2) = 0. The last two lines prevent the player
from wearing any of the other objects.
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The "CIVE" section enables seaweed to be given to the sea
horses and a bone to be offered to the bonefish. Line 3510
tests for the first possibility, and sends control to line 3550 if
CP = 10 and the noun is "SEAWEED.” Otherwise, the player
must have satisfied all conditions. The following line prints a
clue-filled message ending the subroutine.
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If conditions in line 3510 are not met then control falls to line
3520 where tests are made to discover if the player is giving
a bone to the bonefish in location seven — if it is, control goes
to line 3580 Otherwise a "catch all" message 1s PRINTed and
the subroutine ends’

Line 3580 tests if the bone 1s being carried, and if it isn't,a
message 1s PRINTed. However, IF OB (5) = 99 the player has
satisfied both the bonefish and the bone conditions, and
control drops through to line 3530. The bone is removed
from the room by setting OB (5) to zero. An exit is then
opened to the south when EX (7,2) 1s made equal to 13,

A message 1s PRINTed in line 3590 that tells the player about
the cavern and the bonefish. Finally, the location T$ and D$
are changed, ready for when the player types “‘LOOK!”
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Nothing but Davy Jones' Locker (the CHEST) can be
unlocked with the key. Line 3630 tests that the player has, in
fact, picked this up. It may be that the player will try to
UNLOCK the door in locations three and nine. However, the
door is something of a red-herring (all good adventure
games have these!), and can never be opened. Line 3640
deals with this situation and tells the player that the key
cannot be used.

Control will only pass from line 3650 if the player is in the
room with the locker and the noun input is "CHEST." If
everything is in order the unlock flag UF is tested to ensure
that the player has not previously unlocked the chest. Line
3670 sets UF to 1 and the key i1s located in the room, i.e. OB
(7) is made equal to 13, telling the computer that the key
stays in that room. Finally, a message is PRINTed to hint that
the action was successful,

—
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The "USE" verb is designed to allow the player to immobilize
the octopus in location 20 with four sets of handcuffs - the
instruction is "USE HAN.”

Line 3710 checks that the player is in the correct position
and that the noun number corresponding to the handcuffs
(NO = 14)is valid. Line 3720 ensures that the player has all
four pairs of handculffs. If control drops through to line 3730, a
message Iindicates that the octopus has been manacled. The
handcuffs are removed from the player usinga FOR. . .
NEXT loop to set the object position to zero in line 3740.
Finally, the number of handcuffs is made zero, a new exit
becomes avallable to the west and the location description
of the room T$ (20) and D$ (20), is changed.

The final three parts of the program make up the very useful >
commands of "INVENTORY," "HELP” and "LOOK," without
which the game would be extremely difficult to play.
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The INVENTORY routine tells the player which objects he
or she is carrying. If IN contains O then a command to
"INVENTORY" would produce the words "YOU ARE
CARRYING:- NOTHING!" on the screen, printed by lines
3810 and 3820. However, If IN is not equal to 0, a loop starting
at line 3830 checks each object to see if it is carried and will
PRINT these on the screen if this is so.
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At the cornmand "HELP," the three lines of program 3910 to
3930 display each of the verbs on the screen to enable the
player to construct acceptable two-word display sentences.
AFOR...NEXT loop in line 3920 is used to do this with the
maximum value of I set to the maximum number of verbs
avallable — in this case, the value of VV.

The last section of the program to be dealt with concerns the
verb "LOOK", which allows the player to call up the location
descriptions of the room he or she is in. If you have followed
the instructions on page 24 (in the RUN box), you will have
already typed this part of the program. This section 1s
different from the other verb routines because it is used as
the end of the INITIALIZE subroutine, linked by a GOSUB
statement in line 5190.

Line 4010 PRINTSs the location descriptions T$ (CP) and D$
(CP). The lost flag LF is 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 4050 PRINT the object found in the location
occupied by the player. Note that the mention of the OLD
BONE is carefuly sidestepped in line 4030 to make the game
more difficult. Lastly, the available exits from the room the
player isin,are PRINTed 1n lines 4060 to 4100.
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Improve your program

The program that you have keyed in so far will give you a
challenging adventure game. If you or your friends get stuck,
look back to the game plan on page 8 to find your way
through. But once you have stored the basic game on tape or
disk, you can make changes and improvements. For
example, you could clear the screen when the game 1s won
or lost and design a more effective message to appear. The
additions highlighted below create a maze from the rooms
already given in the game plan.

Creating a maze

Many adventure games contain a maze as one more cbstacle
for the player to overcome. In this program, all you have to
do isadd extra exits to rooms 12,18, 23, and 24. The revised
DATA statements given below do this. In effect, all that
happens is that when you take the wrong exits from these
rooms, you end up where you started from. If you refer

to the game plan and add these additional exits to the

east and south you should be able to discover the only

way out. Why not try to create a maze with some of the

other rooms?
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The complete listing
The complete listing for our adventure game — Neptune's
Caverns - 1s given below, for both the Apple ile and the
Commodore 64 computers. These listings include all the
additional sections of program given on the opposite page,
so they contain the complete version of Neptune's Caverns.

APPLE Ile

COMMODORE 64

HEM MEFTUNE 5 0 aVERNS
GOSUE 5000z REM  INLTIal 12
)y GOSUR 1000: REM TR
40 GOSUBR co0o: REM SO
S0 IF WF = O AND LF = « THEN GOTO
@0 GOSUR S500: REM  FNI:
70 END
1000 REM TNFLIT
1010 vRE = "":zNO§ = "
1020 INFL TBHAT DO YUl DOCMEA T TR
8 I 10 TEM ke
1040 IF MIDE (RE,1.012 = " " THEH Vel - [ A
0F = MIDE (R¥, 1T + 1,71 Lipl it
LSO NEXT 1
LO&0 1F NO# SO OTHEN RETUIRR
1070 RE = LEFTH (Ki,7)
1080 IF R+ = "NOR" Uk H# TGO Ok
="WES" THEN VbB$ REEIN R R (NES g RETURN
1090 IF RE = "HEI " OF RE = 10V O kot R
MOF = "DOO":VERE = Fi: FETURLN
L1OO PRINT "1 DON T UNDERSTAND T H ]
1110 GOTO 1010
2000 KEM SOk
& VB = 0:NO = 0z FUR 1T = 1 T0Q WV
IF VB% =  LEFT$ (VBE(1), % THEN
MEXT |
FOR T = 1 100 KN
IF NO¥ = NO$CL) THEN MU = f:i
O NEXT 1
2070 IF NO = O 0Ok Ve = O THEN  PRIME " Do o
UNDERSTAND THAT "z RE TURN
ON VE GOTO 2000, 3100, 53000, 2300, Sdon, Fan | e
00, Z200,4000
REM ¥xkrkkenwkGUREEERr xRt rrnbrr
010 IF NG » 4 THENM FPRINT "GO WHERE 3 RETURN
20 IF EX(CP,NO) = O THEN  FPRINT "HO B0 THa) b
RE TURN
1k = & AND N0 - 1 Uk o RIS (U
THEN LF = 1l: RETURN
040 CF = EX{CP,ND) : GUTO 4o
TLO0 REM #3Xsxntas# X s [Franmmesg cnnmpass
3110 T NO = & AND CF = 1% THEN  FRIND "0 S g
HEAVY 2z HETURN
TR0 IF NO < 8 THEN  FRINT "DON T BE S LD vz Fb o
313 TE OBNO = 70 = 99 GBND NO MG TR
FRINT "YOU VE ALREADY GUb 1T "7z BE LR
140 FUR T = 7 T00 Lu
3150 TF Okl CF o @AMo Bl = 094 THER Bl
+ 1:1 = 10
160 NEXT I
T1/0 [F OBNO ~ 7> = CF THEN  FRIMD "o 2" a ok
PP IN = IN + 1: RETURN
O FRINT 1T s M HERE 'z RETURM
HEM #asmnnzaananssDUFsr mxsnnrensnn
I MO B OPHEN  FRINT "DON ] BE wILL
FOR L = 7 (6
[ OB = w0 anD WO L THEN Wi
1:1 = 1o
NEXT T
IF QEwNO —~ 2 DY THER FRIND " e e
GOT IT':RETURN
PRINT "O.t Mk (NO IR o R I ]
IF CP = 1% @aND NO = |25 THEN Wi =1
RE TURN
REM *rreramunromrdp( fllmmaannsernionn
[F Okl Y9 THEM  FRIMT "yt VE ML NGe
ERULGH "™ RE RN
TF NO S THER FRIND YO bl T U e
RE TLIRN
IF CF SOTHEN BRINTD "yl a1 Do Tl e
R
3240 IF CF OTHER PRI "7l VE - ALKESD Yy BONE THAST
P RETURN

Lo REM NEFTUNE "€ COVERNS

20 LOsUn ¢ D REMOTRITIOL L

SO GOSUR BISTE REM ITMPUT

40 GOSUR - : REM SORT

S0 3F WE bk LT THENM GOTO
&0 GOSUB S500; HEM END

R e m Bt JNPUT e mr v mbprrorse
U NOE=T g
INFUT"MHAT DO 200 o B fzict
FOR I=1 T0 LEN‘RE)
IF MID$ (R$+,1,1) "OTHEN VEECLEFTE RE, T
MO4=MIDS (e T+ 1 J=LEMIREY
NEXT 1
1060 IF NO#< """ THEN RETHEN
1070 RE=LEFTE(RE, )
1080 IF KE="NOR"OR RE="SO0"0F Hf
F¥="WES" THEN "INOF=R
L0 IF R¥="HEL" S 4 VDR RS
THEN NOE="DO0":VHEI=R4:RETURN
1100 PRINT"I DON T UNDERSTAND THOT"
1110 GOTO 1010
REM*E k¥ 2y kxSOR TR adbpremrcewsvnnnepy
2010 WE=0: NO=0O
2020 FOR I=1 TO V¥
IF VEF=LEFTH (VB#(1),3) THEN VB=I
NEXT
FOR I=1 TO NN
IF NO#F=NOF(I) THEN MNO=T:I=HN
NEXT
IF NO=0 DR VE=0 THEM FRINT"T DON'T
UNDERSTAND THAT'
aoN VB GOTO 0,3100,
5 H700, 3800, 3900 ,4000
FEMY kxewbs s n ke ry Gk rrxrr e dnyrsnrern
IF NO>4 THEN FRINT "GO WHERE™":RETURN
IF EX(CF,NO) =0 THEN FRINT"NO EXIT THAT
WAY" s RETURM
IF CP=16 AND (NO=1 Ok MO=4) AND FF=0 THEN |F=1:
RETURN
CP=EXiCP,NQ): GUSUE 4000
RETURN
REM®E & #5055 ¥ n 8 b GE T HF 5w b wdbmm k¥ xXm
IF NO=6& AND CF=17 THEM FRINT"I1T 'S 100
HEAVY ' " : RE TURN
IF NO<8 THEN FRINT "DUM T BE STttt y":RETURN
IF OB (NO-7)=9% AND MO¥F "HAN" THEN
FRINT"YOU VE ALREADY GOT 1T'":RETURN
FOR I=7 TO 10
IF (OB(I)=CF AND NO=14> THEN NO=1+7:HC=HC+1:I1=10
NEXT I
IF OR(NDO-7)=CF THEN FRIMT"O.F.": OB{NO-7)=9%:
IN=IN41:RETURN
FRINT"IT I1SKN'T HERE ' :RETHRN
REM* #xxxsrx s e xDROP# 25 ¥ s tadba drrars
IF NO“8 THEM PRINT"DON'T BE SILLY:RETURN
FOR I=7 TO 10
IF (OB(1)=29 AND NO=14) THEN MNO=T+7zH =H{
NEXT 1
IF OB (ND-7) FFOTHEN FRINITYYOL HGVERS T G0
IT!":RETURN
FRINT"O.E . "z OB(NO-7)=CF: IN=IN-{
IF CP=19 AND MO=17 THEN bf =1
RE TURM
REMEXErnxrrsns(([Tornaprarsarrrscvces
IF OB(1)7 39 THEN FRINTUYOU Y MOTHLIMG
SHARF ENDUGH " : RE TR
IF NO =11 THEN PRINT"YOU CAMST COT THE
RE TURN
IF CFo 5 THEN FRINT"YOU CAEMTT DO THAT! -
RETURN
IF CF=1 THEM FRIMT"YOU ' 'VE aAlLREADY DOME
THAT ' " RETURN




3350 PRINT "THE SEAWEED balbs abloy 1o REVERL nN FRINT"THE SEAWEED FALLS AWAY TO REVEA
OFEN WINDOW" AN DFEN WINDOW. "
VORGAY = bt 11tk = | 0 DR4)- EX(5,2)=11:CF=1
AR70 LDEGSY = LEFVE LU {0 L0590 v Y i OPEN WiNDDW i1 DE(S)=LEFTHDF (5 IRV +"AN OFEN WINDDW TN
IT ": REIURN 1T RE TURN
Mou KEM Kwwewpkrrrmrbli Rk rrm ks e e m e mn 240 REM #%yrdmrrrrlb (AR*XFEFErFErresrrn
Salo TF FF o= 1 aND MO SELLTOTHEN  BRTHT v U 410 IF FF=1 AND NO$="FLI" THEN PRINT"YOIl VE
ALREADY GOT THEM OB "= RE UK ALREADY GOT THEM ON'":RETURN
T4 TF OB = 99 @lo Ned = "FLLY THEN PR~ fzOba TA20 1F OR(2)=%9 AND NOF="FLI" THEN FF=1:0R 2=z
FRIMT "THE« FUL BILEL v "7 WETURN FRINT"THEY FIT NICELY'":sRETURN
IF MO = 14 @iND HL o THEM FRIME Uikel o REALLY 3430 IF NO=14 AND HC =0 THEN FPRINT"THAT S Really
e RETURRN STLLY ' " :RETURN
FRIMT YO Cabi |oWbak BHAD s e UKD 2440 PRINT"YOU CAN'T WEAR THAT ! " : RE TURN
HEM P e B e ST S ) REM »aedestr v nGIVESF S REr e nhrpprrssy
IF CF o= 10 AR WNe 11 THEN 500 O IF C 19 AND NO=11 THEN =,
IF Ck o= 7 aiD MO {2 THEN 540 7 OAND MO=12 THEN
RO = 200 THEW PRI THAG WO L DU sids 353 CP=00 THEN PRINTYTHAT WOR 7 DD ANy
000 s KETURN ETURN
WEAO PRIME "HOTHING HERE Wakis s ki UKL 3 FPRINTUNOTHING HERE WANT 'S 17" :RETURN
et IF GHd) G% THENM  FRINT o0 HaVER T Gol 3 IF OB(4)< 99 THEN FRINT“YOL HAVEN | Gt
Ti": RETURNM IT":RE TURN
IG60 OB 4) = wzlko) Yap 3 OB (4} OBF(I) =10
O PRINT U THE v CROWE ROGHD vOU edD SOrE DTS 2570 FRINT"SOME THING GLIMTS TN THE CORMER":
GLAMTS TN THE COMEY B s KE TR KETURN
5 1F RSO SEORHEN FRIM Uy Ol HAVEM | Gud 3580 IF OB(S) < 99 THEL CRINT"YOU HEGCEN 1 GoT T
IE TURN RETURN
TSSO Rt (RT3 5 Ui | = L. 2590 0B (9) =
Thun  PRINT " ITHE §© 1GH S CHE = THE BORE AHD RE Lo 2600 FRINT"THE FI1SH SNATCHES THE HOME At
A CORMER™ RETIKES T0D & CORNE
TETO L0 = MO ARE T e LUl e b, e BOMEL COH s TELD THEATI=UYOL AKRE TN A L RVERND TN THE
N THE [ORNEFR GNAWING ON G THIGH BONE " RE U CORNER @™
BRIl wmeomeceaifbfi il | samnssannaannrns D (7)="BONEFTSH Tt CHEWING ¢ THITGH
' ‘ DL LU N HONE " : RETUR I
EEETRIN T REMeR s sk a ke UM U Ko r ek sy e nnra
: U ke o g IE ORG99 THEN PEINTYYOL (YN T OvEN
LI R O N I R AL GOT A LEY " s RE TURN
I ILF ! i o THER BPRLINT i A6 MO G G OR CF=%) THEM BHINT" [ HERE
R L ~ TSR T EYEN 3 FEYHUOLE P2 RE THRM
P E Y CORHEIL Bt I S S TR R AT I SRR WEGC T DR 1 OF NG e THEN PELIBT Y0 CAN T DO
Lok VLR . VHT " 2 RE TURN
T PibRG [ W S T o AT e L Tme LR HIE ST PREN BRI Al READY
STRSR Y S e L Y S S YRS VI 18 (N PO I B (R B A K1 RAR VOO E DR e THRN
GEEVD URE L L T LoDt B by R Te o UF s o T bR MT R bR TURMS L ASIL Y
W REM pKemanspsasspalinpers peserensnny R S R L AT EN 0 HOGM WLTH AN OFE
NSRRI RN e R I R AR A A CHEST 1M THE HMI1DDLF
LE TR . DF ] = R TN
POTHETT el e Dy b e e :

A, T 7 FPEMeEssrpsmxsnn| |G s XX yabenansrenr
PR ol TEOUR 20 DR N 14 THEN FRIMIETYOL CANST DO

R T RN A YINT S Y 1Y SN SO TS KOO A N IR o (LA (O THAT HEFRE " : RETURN
b Tosdbind e = ove ke 154 TFOHC- 4 THEN FRINTSOU HAVEN T GOT ERNOLIGH

1
PR S R - s A on ) 3 6 e © ) LEE b G G i) o2 FGIRS o RE T LIRN

Wy TSN R PR e PULE (M (ATEN DI PR INTUTHE OC1OFUS CANT T MOVE.HE TSN

FEM swsrenasas s BV T(R ke rmnsrsnn Lo

‘ . AMUSED

i,h““ g ihll“. ‘n%'}'»n‘* “‘ It’li".‘l~ll-i'.- i ok 1o 10 10 GECLY=0sNEXT
" jlll-ll [ R R R (R AR RS 1R Pk o X E0L4) =19
| - ‘}}]“‘I e w3 e i ok GO ARE TN A CORRIDOR WY TR A
T i HE 1 ‘Fed b Y sliked v 1 . .
wm0 NEXT 1: RETUKN NT GOING WEST" .
: REH  swowsnsswmsmunbibl [rammmamnmnens 377 D=t COCORFUL . MANACLED 00 1 0FLIS

o RER R —— . . F1208 AL, 1
sapo PRINT ¢ PRENT TTHESE whE THE VERBS rUtl Hen USk ) 2075 SLICING. e RETURN
W PR PR UV BPREINT Vi, HEAL O FLEM ex sy x KTNVENTORY K& 03k k55
e RINT " 00 HEED ONL e [/PE THE FIRAT THREE FRINT:FRINT YO ARE CARRY TNG: -
L {;,H{ W HETURN LF IN=0 THEM PRINT"NOTHING ! "z RE TURN
lv ’ ;7'. : . B B R RT0O FOR =1 TO 10
Qowe  REM ¥rewnws . . can _ 0. o I
4oLy PRINT & PRHINT LUBSCFo: IF OF = 00 THEN LE = L: IF OB =99 THEN PRINT"A “:OBEC1)

. T ' K NEXT: RETURNM
M‘. TR i i - VP00 KEM axrsmsdurdHE L Far bk R r R r A ERERE

Vo . O ’ g
o = 5 AND Lb = ki THEN Breo FRINT:FRINTYTHESE ARE THE VERES YOU MAY
030 (= S anD L . : b,

; ' . . . USE: -

FoOpelr = CF THEW  FRINT "a "3OBE (L) 9 16 HERE _
foRy b Qe = | FOR 171 TO YUIPRINT VBS(1) 5 sNEXT I
400 PRINT = PRINI “EX1T5: s FRINT: FRINT " (YOU NEED ONLY TYFE THE
GO0 TF EX(CH, 1) - 0 THEN  PRINT “HURIH FIRST THREE LETTERS) ":RETURN
G0 HEF 4edannrwan| Nk k8 r ¥y ardrs ey r ey

Jof IR EX(CP.Y 0 0 THEN  FRINT "SUUTH
S e X N e e 4010 PRINT: FRINT TH£CF) :PRINT D¥(CF): IF CP=27
4090 IF EX(CFP.,2) woTHEN  FRINT "EAS] THEN LEF=1:RETURN

4100 IF EX(CH,4) O THEN  FRINT "WESI 3 = 2
o 20 FOR =1 TO 10
4tt FRIND @ PRINMU o RETURN -
[ N A IF I=5 AND CF=15 THEN 4050

SO RER smemerren LT IAL T ZES 6w nx nern E 1°5 AND THEN, 2050 e
SOLO HOME : PRINI  TRE( L0): "NEFTUNE 6§ CAVERNS" foas oF BROLI=LE THENRRINTYR TylReCha™ 161 HRRE
5 050 NE

FRINT @ FRINI " YOU HAVE FOUND THE HMAGLE FLUG!
SO0 PRINT THAT BELUNGS AT THE BOTTOM OF THE SEA™ 4o60 FRINT:FRINTUEXITS: "3
S040 0 FRINT " AND DECIDE 10 REFLACE L1 BEFORE THE" 4070 IF EX(CF, 1) »0 THEN FRINT"NORTH
S050  PRINT " WATER DRAINS AWAY. WITH YOUR IBA GEAR 4080 TF EX(CP,2) >0 =N FRINT"SOUTH
Snan PRINMT FOU DIVE INTO THE OUERN AND BEGIN yOUR® 409G EXA{CH,3) =T FRINTEAST
S070 0 PRINT ADVENTURE . ... " 4100 1F EX(CF,4) THEN FRINT"WEST
CO80  PRINT  TAE( ) :"TF vOU NEED ASSISTANCE |YFE FRIMT: PFRINT: FRINT : RE TURN
HELF " s REM wxrsenexrwnx TNITIALLZE %%%% %% 5 %%%
SOP00NN = 14:0Y = 11:0F = 3:IN = [:HC = O:WF = 0:lF = PRINT "L
0:UF = 0:FF = Q:CF 0 L FRINTSFC (12) "NEFTUNE 'S CAVERNS"
SL0O0 0 DIM LO$024)z DIM EX(24,4): DIM NUE NN): DIM VHE( FRINT " YOL HAVE FOUND THE MAGIC FLUG THAT"
VWi s DIM OBE 105z DIM Okl £ RINT"EELONGS AT THE BOTTOM OF THE SEA, AND"
S110 0 FUK L o= 1 10 24 FRINT"DECIDE 1) REFLACE IT BEFORE THE WATER"
S120 IF L = 17 OR 1 = 18 Ok 1 = 23 UK 1 = .4 THEN LO¥ S0&60 FRINT"DRATNS AWAY. WITH YOUR SCUBA GEAR YOU"
(Id = LOE(L2): GOIO S140 5070 PRINT'"DIVE INTO THE OCEAM AND EEGIN YOUR"
S1T0 READ Dislus oy o= DE 5080 FRINT"ADVENTURE. .."
S140  NEXT I 5090 FRINT "/(IF YOU NEED ASSISTANCE TYPE HELF)"
S150 FOR 1 = 1 (0 Z4: FOR g = 1 TQ 4: KEAD EXT .40 S100 NN={4:9U=11:CFP=20: INS1 i HOC=0: WF=0: LF=0: UF=0:
MEXT Jz NEXT 1 FF=0:CF=0
Slew FOR T = 1 70 10: READ OB#(I): KEAD OB(I): NEXT I S110 DIM T#(24):DIM DE(24) :DIM EX (24,4 :DIM NOE (NRD 3
G170 FUK | Bl NNz READ UECL): NEXT T DIt VES (VYD
S180  FOR 1 = 1 [0 WW: REaD VBE(1): NEXIT o S120 URE€10) :DIM OB (10)
5190 GOSUE 4000: RETUKRN : REM OO FOR I=1 TO 2
- REM  END O OIF I=17 OF I=18 OR I=23 OR [=24 THEN
O BF OF = 22 JHEN  FRINT “WITH ONE SWIF 1 SNAF THE TECI)=T#(12) D& (1) =D1 GOTO S160
SHARE BITES OFF YOUR HEAD": GOIO 5540 0 READ T#,D%:




IF UF = 16 JHEN  PRINT "iHE SFINES ON THE SEA-
BRCH NS mkE VERY FOlouiNuis !t colh Dl - HORRIBLE DEATH
NEZT TiME TAbE FRECAUTIONS'": wull 40
S5 FRING "W oA I HLINE THE PLUG DRUFS INTO THE H
GEE AND THE SR PhG Wali RS GROW ST L CORGRATUL ST T
Pt onVED Tk BEAS ¢
Lrr: T PRFTIT ™D a0t Bse e Feoy mbser ) ia " R
b I EErTE bt i = "¢ THEN kUM

FRINT "HYE -Brk": RETURN

nr REFD samssasveDEL R IF T IUNSAsr s e s sas

anlo DETAE S Yyl e OM THE SEARED. THE Wiy WE=T 16
HEOCER D By o HELH e KEEF .
[T Dyl e Tl R TIN THE SEABEDC T THE SOUTH 6
BEBNAUT ED Wl L TOWE S fbuVE vl !
Sl Dyl Taol o mbE TR FRCNT OF A WOUDREN DOUR.  yull
Eadl SEE MO iDLE."

A DATe UYOLE alE (N THE SEARED. 1O THE SOUTH &

MaLtE D Wall T0WERS aBOVE YUl "

i Dk iy AN EiL 0N THE SEABEL. 1O THE SULITH 6
BARRACLED Wal i Has @ Suilske FATUH OF  SEANEED GROWING
N
&t Lo Tl ke DN THE SEABED.TU THE SOLIH 1S A

MEUUED WAL oA CLIFE BLOUES THE Way EAST."

T el cOEE ARE N A L ONG L DOk RVERN. AT THE

ERD b pRGE BONEF 1oH s SWIMMING aR0OUND. "

&} Db U akE TN A BREIGHTE Y LT CHAMUER. THE

WALL S FL 0GR AND ROOF GLUW 1IN SHIFIFMERTHNG LIGHT. "

b DETA UROHE kR N s DIME Y LT CAVERN WITH A
HUE DOOR &1 THE Fod o, ol Caid 3EF NG HANDLE . "

T DATA Tl ol TN s ROOM FULL OF  HURNGKY .
SEEHORSES D THE Y MU ZLE yudl HAMD TN & FRIENDLY MANNER
6110 DATH "YOU ARE TN s SFALE ROOM. THE NURTH WAL
HAS A SMALL WINDOW IN (1 iHROUGH WHICH vOU CAN SEE
THE SEARED"

6120 DATA "YOU ARE TR AN AM-A-Z NGL Y SOUARE R,
THE WALLS,FLOOKR AND ROUOF ARE All SUaRE @ o ali THE
EXITS”
a1z DATA "YOU ARE TR A TIRY L LTTUE HODM THaAE I
OCCUFTED BY A CHEST IMNSURIBED WITH JHE INITIALS Do "
&140  DATA "YOU @RE N & COL DG FIURE ¢ KOGE  GRE ¢« MU
SWIKLS AROUND YOU AND YOU FEEL & FAINT CURKENT CAST
6150 DAlA UYOU ARE TN A GLODMY AND FERIE FLalk ALl
AROUND YOU ARE  THE BOMNES OF LOMG DEHD Ex i ORERG
6150 DATA YO ARE TN A SOUARE ROOM. THE SOUTH X1
HAS THE WORDS "DO MOT ENTER  ABOVE TT.THE NOKTH @ND
WEST DOORWAYS ARE CRAWL TG WITTH SEA LRCH G
6170 DATA "YOU ARE TN @ CIRCULAR ROOM WITH A VERY
STRONG CURRENT THAT SWIRE ST ARDUND  THE KOO Gl DO &
HOLE IN THE FLOOR"
&180  DATA "YOU ARE 1N A CORRIDOR WITH & STRONG
CURRENT GOING WEST.YOUR WAy Is sbuckED By THE ARMS OF
A HUGE RAINHOW COLORED OCTOFUS. "
6190 DATA YYOU RE IN » SHIFWKRECEED CAFTAIN S CARIN
AND FEEL THE FLOW OF WATER T0 THE Wes1”
6200 DATA  “YOU SEE A RUSH OF SWIRLING WATER AND FACE
THE JAWS OF A GREAT WHITE SHARK."
210 REM sxsxxxkxrxb ) [ [SHarrssrrrnrnrors

DATA 0,0,2,0, 0,0,3 s 0,0,4,2, 0D0,5,3

JI0 DATA Qg Oy by By 0400555 i 0.4 8450, 7
&240  DATA 0531540,5,0, 0;:16:0,0; 12,05 0,18
&250  DATA 7,0,0,0, 8,0,15,0, 9,21,16,14,

15

4260 DATA
21 ;0

&270  DATA

11,23,18,16, 12,24,18,17, 0,0,20,0,
15,0,0,20, 0,0,0,0, 17,23,24,u, 18,24

REM sxnrssinnnxIHIECTSH R w 8 x i rnrrn

DATA  ENIFE,

DATA  PAIR OF FLIFFERS,5

DATA  KEY,0

DATA  CLUMF OF SEAWEED, O

DATA  ROTTEN OLD BONE, 15

DATA MAGIC FLUG,%9

DATA YELLOW FAIR OF HANDCUFFS, O

DATA  BREEN FAIR OF HANDCUFFS, 9

DATA RED FAIR UF HANDCUFFS, 1/

DATA BLUE FAIR OF HANDCUFFS,11
LS00 REM Fh o n ke A m MULNGH xx a0 x3x %
6510  DATA  NOR,SOU.,EAS,WES,DOO, CHE JWIN, ENT FL1 FEY,
SEA, BON,FLU,HAN
EH20 REM »#sepktrxr ke na e VEHHO ¥R exdrpms e
6530 DATA GO ,GET,DROF,CUT,WEAR,GIVE ,UNLOCE , USE
INVENTORY ,HEL F, LOOK

G140 NEXT
5170 FOR I=1 T0 24:FOKk J=1 TO 4:READ EX (1,0 :NEXT J,1
SR FOR AD OREC(T ,OBCIY s NEXT I
5190 FOR EAD NOF O s NEXT T
FOR =1 FEAD WHECIYINEXT T
GNSUR 4000: RETIHRN: REM LOOF
FEMe v s pdawr e sy R NDF R s r pn s N h % wrns
1F CF=00 THEN FRINT"WITH A SMNAF THE SHakE 11
OFF Y(OUR HEAD" : GOTOSSTN
TE CF=1&6 THEN FRINT"YOU HAVE STFERED OM n
FOTSONOLS SEA-URCHIN"
e THER FRINT®YOU DIF & HORK W |
z 70
WITH A 2 THUNE © THE LU DEOFS TR e
FRINT"HOLE AND THE SWIRL ING BETE RS Glai o g
FRIMT"CONGRATILATTONS , v SENED S THE 5l e -
DOy o WY=H 10 PL Ay e TR e
IF LEFTH(RE. = YOTHER HUMN
FRIMNT " HYE-Ry b TUREN
HEM¥® ¥ »x % g s DESCRIFPTIONG® % %% %3 % %65
010 DATA “YOU ARE ON THE SEABRED.THE WaAY WEST
ADLT DATA "RLOCKED AY A HIGH CORAL REEE"
A02Z0 DATR “YOLI ARE ON THE SEARED.TO THE SOLITH At
G021 DATH "BARNGBLELED Wall TOWERS alOVE YOUL®
“ DEC "YU ARE TR FROMT OF A MOODEN DOOE. vOUe
601 DATH "CAN SEE NO HENDLE .Y
a040 DATA "YOU ARE NN THE SEABED. T THE SOUTH A"
HO41 DATA YRARN Fy WAl L TOWE RS AROVE YOl
A0S0 DATA "YOU ARE ON THE SEARED.TO THE SOUTH A"
L0551 DATH "RARNACTED WALL HAS A SOUARE PRTOH OF
SEAWEED GROWIMG ort 1T1T."
606D DATA "YOU ARE DN THE SEARED. TO THE SOLITHY
061 DATA "IS A BARNACLED WALL.A CLTEF BLOCES THE
wAY EAST."
AHO70 DATA™ "YOU ARE TN A LONG,LDW CAVERNM. AL THE FAR"
6071 DATA "END A LARGE RONMEFTSH I SWIMMING AROUND,
S50B0 DATA "YU akk IN A BRIGHTTY 117 CHAMBER. THE
AOHT DATA "WALLE  FLOOR AND RODF GLOW I SHIMMERING
LIGHT. "
&HU90 DATA "YOU ARE 1IN A DIMLY LIT CAVERN WITH A"
H0F1 DATA "HUGE DOOR AT THE FaR END. O CAN SEE NO
HANDI £
&100 DATA “YOU aRE 1IN A ROOM FHCL OF HURGEY*
6101 DATA " AHORSES. THEY NUZZLE YOUR HAMND TM A
FRIENDLY MANNEFR. "
AH110 DATA "YOU ARE TN A SMALL KOO, THE NORTH WALL "
4111 DATA "HAS A SMALL WINDOW TN 1T THROUGH WHICH
YU CAN SEE THE SEARED
DATA "YOU ARE TN AN AM- &7 -FE-MNELY WinkE ROOM?
DATA "ITHE WALLS,FLOOKR AND KOO SOUARE
AS ARE ALL THE EXIT15."
DATa "yDOU ARE TN A TINY LTTILE ROOM THAT 15"
DATA "OCCUFTED BY A CHEST INSCHRIFFD WITH THE
INITIALS Dog."
A140 DATA YOIl ARE TN A COL O, MidRE Y ROOM. GREY MUD"
&141 DATA "SWIRLS AROUNG YOLL AND YO FEEL A FaTI
CURKENT TO THE F T
A150 DATA "YOU ARE TN A GILOOMY AND EERTE FLACE.ALL"
&151 DATA "ARDUND YOU ARE THE BONES OF LONG DEAD
EXFLORERS ™
6160 DATA "yOU ARE 1IN & SUUARE FOUM. THE SOUTH ExLT
HAS  THE WoRDS DN MOT EMTER *
6161 DATA "ABRUVE [1T.THE NORTH AND WEST DOORWAYS ARE
CHAWL IMNG WITH SEa LRCHINS. '
G170 DATA "YOU ARE INM o C ROROOM WiiH & VERY
STRONG CURRENT THAT SWITR! !
171 DATA "ARDUND THE ROOM AND DOBMM & HOLE IN THE

&180 DATA YO ke TN & CORKIDOR WITH @ STRONG
CURRENT GOTMG WEST. Yok oy
6181 DATA 1S BLOCKED Y [HE AEMS OF A L ARGE
RATINROW COLORED OCTOpus. v
H120 DATAE "YOU KE TN A SHIFWRECEED AFTALIN S CARTNY
DATH "YOU FEEL THE FLUW OF WATER TO THE wWEST."
DATA "YOu St s KL NE SHITRE TNG WATER AND ™
DATH "FACE THE JA A BREAT WHITE SHaRE "
RS R ol A B S o
DATA 2 005 3515 0,058, 2, 070,5,3
DATA 0,0, 6 0,0,0,5, 0,0,8,0, 0,14,0,7
DATA O,15,0 Dy LA, 0ig Oy 1% 12,0y Q8,045 F
DATA 7 ylbdd, 10,22,17,15
DATA ¢ 42 0y 0y20,0, 0,0,21,0
DATH 15,0,0,% 2 18.0,0,27
FEMerrr e xxns e OHIEL [Gxresrrerve o
DATA KNIFE,Z
DATA FAIR OF FLIFFERS, &
SATA KEY, O
DATA CLUMF OF SEAWEED,
DATE ROTTEN LD BONE 15
DATA MAGIC FLUG,?9
DATA YELLOW FATR OF HANDCUFES, 5
DATA GREEM FATR OF HANDCUFFS, 9
DATH RED Falk 0F HANDCLFFS, 17
DATA RLUE FAIR OF HANDCUFFS,11
REMassmxxmasnex b fLINGs sswear oo snn
DATA MOR SO EAS S WES  DUO,CHE (DR ENT LT FEY SEA,
HOM LU HAN
LY FElixrarsenewxsdnalphtibasseers noparn
COREG BU L LBET L DREDE CUT JWh ek 00 VE JUBLDCK , USE ,
TRVENTORY (ML E L1 OO




Array

DATA

ON N GOTO

FOR ... NEXT

GOSUB

GOTO

IF ... THEN

INPUT

LEFTS

Glossary

An array 1s a set of data, held together and identified by one
variable name (see also the entry for variable). One way of
Imagining an array is as a series of boxes within the
computer’'s memory, with each separate piece of data held
In a separate box.

A list of iInformation that is required by a program. DATA can
consist of words or numbers, or both together. A program is
sent to the DATA with the instruction READ.

This instruction followed by a series of line numbers tells the
computer to jump to the Nth line number in the seres given.
For example if the value of VB is 2, then ON VB GOTO 1500,
1750, 3900 would send control of the program to line number
1750,

This is a sequence of commands that are used to make the
computer repeat an operation a certain number of times. For
example, the instructions FOR X=1TO 5:PRINT 2*X:NEXT X

would cause the computer to display the two times table.

GOSUB XXXX sends control of the program to a subroutine
starting at line XXXX. The search for line XXXX starts at line
0 — so the program will run faster if subroutines that are
called most often are placed near the start of the listing.

This instruction tells the computer to jump directly to the
specified line number, missing out any lines in between. It is
often used with IF . .. THEN (see below). Be careful when
using GOTOs, as 1t is easy to have the program jumping
backwards and forwards so much that the program is
difficult to follow.

This is used as a way of 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, YOU'VE WONII"

This instruction allows the computer to be given information
while a program is running. When the computer comes to an
INPUT instruction it prints a question mark (on some
computers a different symbol) to prompt the user, and waits
for the input to be given.

In BASIC this instruction is used to copy the left part of a
string starting at the left hand end. 1t is followed in brackets

42




LEN

LET

LIST

PRINT

RETURN

Subroutine

String

Variables

by figures which indicate the particular string and the
number of letters to be copied. RIGHTS does the same, but
starts from the right hand end and MIDS$ is used to copy from
the middle of the string.

This a BASIC instruction which counts the number of
characters in a string.

This is one way of giving the computer information. In some
programs there may be statements such as: X=10

This simply means that the number ten 1s stored under the
label X. ltisoften clearer to write:

LET X=10

The LET statement also gives rise to something that at first
sight seems 1illogical, if not impossible. In many programs
you will see things like:

LET X=X+1

Of course, In mathematical terms X can’t equal X+ 1. All this
type of statement means 1s “increase the value of whatever is
stored in X by one.”

This makes the computer display whatever program is has in
its memory. You can LIST single lines, or parts of a program
by following the LIST command with the appropriate line
numbers.

This tells the computer to display something on the screen.
Letters and symbols that are to be displayed should be
enclosed in quotation 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 statement following
the most recently executed GOSUB.

A subroutine is a collection of program instructions making
up part of a program and used to perform a specific task.
The same subroutine may be called to do the same task at
different stages of the main program.

A string represented by the symbol $, 1s a serles of letters
and/or numbers that are enclosed within double quotes. The
computer will not try to interpret any information given
within a string, and in most cases will simply print it on the
screen when required.

When you give the computer information you have to give 1t
a label under which it is stored. This label is called a
variable since the information it contains may change during
the course of the program. When you want the computer to
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do something with the information, you must refer to 1t by its
label - its variable name. For example, the statement LET
A =6 places 6 under the variable name A.

There are two types of variable. A numeric variable 1s one
in which the information stored will always be numbers. If
the data to be stored consists of letters or words then a string
variable must be used. The variable name must then be
followed by the string sign — $. So, for example, if you wanted
a name stored the statement would read: LET N$="JAMES".
String varlable information must always be in quotes.
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