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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 
m 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 IS a collection of mformation whIch the computer 
retneves and acts on accordmg to the instructions withm 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 is processed as strings of characters, 
and adventure games of this sort rely on the way that strings 
and parts of stnngs can be identified and operated upon. In 
this book, the adventure game has been diVIded mto 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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The plan 
The first stage of wr iting an adventure game is to plan the 

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 available 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 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 number of verbs and nouns that the computer 
understands. You can move from one room to another by 
typmg "GO NORTH" (or any other of the four directions). The 
verb "LOOK" IS useful, because it may reveal thmgs m 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 
other object) When planning your game, it's a good Idea to 
play it on paper first, to make sure that It works . 
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The data statements 
APPLE lie 
Type in the DATA on the opposite page, ignonng the black 
marker lines. You should format the DATA at this point so 
that the words are not illegibly broken m two when printed 
on the screen. The best way to begin is to count the number 
of characters you have typedwithm the inverted commas. 
The Apple will allow a millomum of 40 characters across the 
screen; If you find thar a word would be broken in two at the 
fortleth character, then type blank spaces up to the end 
of the lme and begm the next word at the 41st 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 
IS 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 Ime mto 
two lmes of DATA. This is best illustrated by the following 
example. . . . 
Type in the DATA at Ime 6010 as far as the black marker 
line, and end It at this pomt by typing a double quote ("); then 
press the RETURN key. 
Start anew 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, endmg at lme 620 I, which 
should read: 6201 DATA' "FACE THE JAWS OF A GREAT 
WHITE SHARK". Later on in the book, you wlll see that the 
vanous room descnptlons are READ from the DATA in pairs 
(labeled T$ and D$) and added together m line 5150 to make 
a complete descriphon. 
At the end of this book, the complete program listmg is given 
in full. If you turn to page 41, you'll find the Commodore DATA 
spllt into its appropriate lme nLunbers. 
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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 m the order north, south, 
east and west. If a number IS zero, there IS 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 gomg north or east, but south 
leads into room 14 and west leads to room 7. The followmg 
lines contam 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 is 99, then the player is carrying 
the object. 

Line 65 10 is a list of the nouns tha t the computer wlll 
recogmze. These are the directions and the names of 
objects Only the first three letters are stored, since this is 
how the program WIll use them. Fmally, lme 6530 stores the 
verbs that the computer will recogmze. They are stored in 
their entirety smce they will be required to appear on the 
screen when the player types HELP. 
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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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R~~---------------------------------------------' 
~ 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 listmg On a call to each subroutine 
the computer goes to the relevant subroutine - for example, 
GO SUB 5000 - the mitialize subroutine - takes control to 
line 5000. 

10 
20 
30 
40 
50 

REM NEPTUNE 'S CAVER NS 
G09U8 5000: REM INITIALIZE 
G09U8 1000: REM INPUT 
G09UB 2000~ REM SORT 
I F WF~' 0 {~NO L.r: ~, U rH[I~ (iiTfU::ti 

60 GOSUS 5500: REM END 
70 END 

Lme 20 calls the imtialize subroutine, where all the vanables 
and arrays needed for the game are set up. The next two 
subrGutines, INPUT and SORT, do most of the work of the 
program. Line 50 tests for the end of the game by examimng 
the win flag WF and the lose fl<'l,g LF. If neither 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 IS 
RUN again, otherwise lme 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 subroutme is 
INITIALIZE. The first eight lines clear the screen (using the 
HOME command in line 50 10) and then PRINT an 
introduction to the game. 

ED 

CD 

ED 

!:j()i)() 

~jO:LO 

~5C) :~~() 

5t)~~;(j 

5040 
~5()~;:J () 

~~;()6() 

5070 
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It is a good plan to give the variables used m the game their 
initial values while the player is readmg the mstructions. 
Initialization of variables can take time in complex games. 

5090 NN = 14:vV = 11 :CP 
():: UF 
:=;100 

1 ; iH ..... ,,:: 1,'.1 !.: 

E\ (';:'1 '.' .'1; :: 1) 11"1 I'!U:I (1 ' 11 '·1:' :: 0 T 1"1 \/c,r 
Uri ( 1 ,I) 

~j 11 (; 
~:.i l ."?(~ 

= O:FF = O:CF = 0 
D I 1'1 LClf ( ';: ' 1):: :U I 1"1 
DIM 08$(10): DIM 
FUF;: 1 'co 11[1,'4 
IF 1 'co 1 7 (I F;.: 1 1 H C\I, T ... .\, iii ;.: .I ,:<1 .\ liE.hl I ii i 

(I) = LO$(1 2 ): GO TO 5140 
~: j 1 ~ :~o FCP,D U:l: L.U f ( 1 ) D * 
:51'10 ,,·jE x T I 
51 5 0 FOF I = 1 TU 24: FOR J 
IIE XT J: NEler I 

1 lei .q :: 1;.' [('1)) 1 )<': I '.' , .. i) : 

~.:; 1 60 FUFI 1 T U 1 ( 
.. 
) r;:F:r:iD uri ·l : 

5170 Fen:.: I;.~ 1 ru 1\11.1 " PEr,:u 1,1 [i l' 
It] ')\) H[t,D ' , fil \/ Fur::: I 1 ;:'j 1 H O 

~j 190 GCl ~3U[i ·'10':;0:: hFIL.lhl 'l :: r;:LI '1 

I:, I i .. 
< i :> 

i. J , .. 
L.UUI 

Lme 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$; exits from each room, EX; nouns, 
NO$; verbs, VB$; objects, OB$; 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 mto 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 
DA T A. 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 subroutme. 

VARIABLES 

F' I (i .U CJ .r·.~ 
II ... r ::~ 'r T 
r,il " I i. 

vv:= NUM8E~ OF VERBS 

'" 
J ! " III ./ , 

::: NUMl3E~ OF NOUNS 

ARAC7~R. poSl"'f'lW\i( ROOM J, == NUMBER OF ITEMS IN INVENTORY 

EX (CP,NO);:: EXIT FROM LOCATION V8(Z)= VER8 NUMSER 

(IF = UNLOCK FLA r; WF == WIN FLAG 
rr= FLIPPER FLAG LF:::: LOST FLAG 
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R~r-------------------------------------------~ 
~ 

F;: E 1'1 I NF'UT 
\jB ::~ ::, "":: 1\ IUt: " " Q) CD 

ED 
@) 

10(>0 
1.U1.0 
10::-'0 
10=/; 
1040 
:: N[l :f 

I NF'UT "~~Hi \IT DCI VClU· L'U i'IFXT"'; li1 
FClR I = 1 TU LFN (R$) 
J F 1"11 [),t (r;:,j:: , I 'J 1:' ::::: " " T!"I[:i'~ ',)l.-:i:t: (i::,.··.""" ... :') @) 

CD 

® 

U 

1'1 I D:t: o'F;~J: 'J I +- J ,, ::;) :: J :,' L 1'.1'1 (i it;-

1 O:~.iU NEXT r 
1 U,':..," J I:: 1\IU+l HE 1'.1 I?ITL !HI"..i 

lU 7 0 P$ = LFFT $ (R$~3) 

lODe) IF j=;::+: '" "I\ ILIF;.:" ur;.: h:} ":3LiLj" (J!;.: h'l 
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[I:f := "DUC!" : ')[<J: h':$:: 1::::I: ::n..lHI ,.! 

1 1 U U r:' H T I\IT "T f) f] 1,1 .' T LII!il i:I <::; r (i I\i I;T i! (iT " 

1 1 1 0 C; [IT U 1 e; 1 () 

The next subroutme is INPUT.' It accepts a two-word 
"sentence" in the form verb/noun, or a one-word mstruction. 
The computer tells the player If it doesn' t recogmze the 
sentence and returns to the begmning 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 
subroutme puts "GO" mto VB$ (verb) and "NOR" into NO$ 
(noun) "HELP," "INVENTORY" and "LOOK" are treated 
Similarly as verbs WIth a dummy noun "000" mserted. Lme 
1010 ensures that VB$ and NO$ are empty before starting 
and lme 1020 puts the player's response into R$. Lmes 1030 
to 1050 split R$ into VB$ and NO$ so that verbs and nouns can 
be handled separately. 

Q) 

CD 
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CO 

IF YOU TYPE,' COMPlffER TRfINSUl1£5 TO,' 

IGl/lv[£[ ~[OINIE~GII Ivl IBlolNI 
VERB NO(/N 

IW1Elslrl ~GIOI I IwlElsl 
VER.B NO(//V 

IH\EILlpl ~HIEILI 1010101 " 
VERB /Jl/MMY tVa;N 

THE COMPVTER. WILL STRIP THE NOUNS fJNO VERBS TO THE FIRST THREE 
LETTERS fiN!) !leT ON THEM RCCOR£)INGLY. 
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~ A loop IS started in line 1030 and the loop limlt IS set to the . 
character LENgth of the sentence. Line 1040 checks IF the 
next character m 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. Fmally, the loop counter is set to a maximum 
to stop the search going further. If NO$ contams something, 
then line 1060 ends the subroutine, since the player must 
have typed a two word sentence. If the sentence contains no 
spaces, it may still be an acceptable single word. It IS then 
stripped to its first three characters and lines 1080 and 1090 
test to see if it is a direction or a command. If the computer 
recogmzes the word, VB$ and NO$ are arranged and the 
subroutine is ended. If the computer doesn't recognize the 
word, lme 1100 PRINTs an appropriate message Lme 1110 
loops back to the begmning of the subroutine to allow the 
player to give another instruction. 

2 010 VB = U:NO - U: FUR I = 1 10 VV 
:',-'::(020 J F ',)Eef "" LI~}ll 0: ',)F':I ( J) ,.,:,.' li .. lli.1 'J!" 
;~O~:O I\IE/T r 

2050 IF NO$ = NU$(!l THEN NU = I: I NN 

I :: (Q 

ED 
~? 0 6 U 1\1 L >:1 J Q) 
~'O/U J F hIU"" " Uri \)\'1 (,liiLI·i i'l( lilT "Je'Llri 'i

f ' 
LII'.ID[H~;T(\I\lr' 'rl ' I(~lr ":: HClLJf<1\1 
~? 0 [-J 0 ClI''.l ' ... ' EI c:; en (I:: U ':) ':) ,.,': 1 n;1 " ;'::: U ') ~:. : :: 0 U '.' : :: '1 (I!, ,,',~; ,) U ,.,::: ,;,:'" ,.,':/ CD 
UU,38UU,3900,4UOO 

The SORT subroutine decides if the three letter words are 
vahd - a technique often called "parsing" The loop between 
lines 20 10 and 2030 tries to IdentIfy the verb, If VB$ IS the 
same as the flISt 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 millClmum 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 stlll 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 
actlOn IS taken in line 2080. For example, if the value of VB IS 
four (verb is "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 wlth the 
RETURN instruction. These sections of the SORT subroutine 
are explained in the next chapteJ 
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The last subroutine IS END. This is called when either the 
wm 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 Ime 5510 
tests if the player IS there. If the player IS in the SHARK 
ROOM the computer displays the gruesome message 
"WITH ONE SWIFT SNAP THE SHARK BITES OFF YOUR 
HEAD." Control will pass to Ime 5540, Jumping over lines 
5520 and 5530. 

If the character posItion is not equal to 22 (the SHARK 
ROOM), Ime 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 Lme 5530 tells the 
player of his or her success, and lines 5540 and 5550 offer the 
player another go 

YOU WIlY IF YOU POT THE 
PLUG IN TilE HOLt; IN 
sox 19. 

WITH A "THUNK" THE 
PLUG DR.OPS INrO 
THE HOLE AND THE 
SWIRLING WATERS 
GROW STILL. 
CQNGIlATUI.ATIOHS, 
YOU SAvED THe SEAS 

YOO LOSE IF YOU ENTER 
BOX 22 . 

WlrH ONE SWIPT 
THE SHA~K BIT£S 
OFF YOUR H£AO . 
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YOO LOSE IF YOU EXIT 
BO,)( 16 NORTH OR WEST 
WITHOUT WEARING 
FLIPPER.S. 

TH~ SPINeS ON THE 
SEA URCHINS ARE VE 
POISONOUS! YOU PIE 
A HO~RIBLE I?EATH. 
NEXT TIM£ 'TAKe 
PR£CAUTIONS. 
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The flISt part of the listing is the CONTROL PROGRAM in 
Imes 10 to 70, The program is grouped into subroutmes, 
which are called m the order they are reqUIred - enablmg 
you to see at once how the program works, Each subroutine 
is called by the GOSUB instruction followed by a program 
Ime number. When the subroutine has been completed a 
signal to RETURN to the control program is given 

.!. () h~ I:::.i"'j I\!!:. F' "r l...! I"'.! L: .. ::::; ( .:. ('~i 1...) L" r·;: r·,.1 ~:::, 
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Line 20 calls the INITIALIZE subroutine where all the 
vanables and arrays needed for the game are set up. The 
next two subroutines, INPUT and SORT, do most of the work 
of the program Lme 50 tests for the end of the game by 
examining the wm flag WF and the lose flag LF, If neither 
flag is set, the mstruction GOTO 30 sends the program back 
to line 30, ready to repeat the process, At Ime 60 the game is 
over, and the END subroutine will display a suitable 
message on the screen, followed by a questlOn to play again, 
If the player wishes to have ano ther go, he or she replies and 
the game is RUN agam, otherwise line 70 ENDs the program 
The first subroutine is INITIALIZE, In line 5010, the screen 1S 
cleared usmg the reversed heart symbol and then the game 
mstructlOns are d1splayed 
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It IS a good plan to set the vanables to their initial values after 
pnnting the instructions on the screen (lines 5100 to 5210) 
This allows the player time to read the' instructions while the 
computer is busy wIth the DATA. 
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Line 51QO gives the variables (NN, VV, CP, IN, HC) their 
initial values, and sets the flags (WF, LF, ur, 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 descnbed. Lines 5130 to 5200 
READ DATA into the vanous arrays. Note that line 5140 tells 
the computer that locations 17,18,23 and 24 all use the same 
descnptive DATA, Line 52 10 instructs the computer to 
GOSUB line 4000 because INITIALIZE shares its end 
with the "LOOK" section of the SORT subroutine. 

LOCATION f/£5CR-IPTION 
VB(I)=VSRB NUMB£R. EX (cP,NO) ;: £><IT /=ROf\l1 LOCATION 

~LAGS 
WF= WIN FLAG UF= UNLOCK 
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The next subroutine IS INPUT. It accepts a two-word 
"sentence" in the form verb/noun, or a one-word instruction. 
If nei ther of these are recogmzed, the computer PRINTs a 
message and returns to the beginning for another attempt. 
Acceptable one word instructions are "HELP " 
"INVENTORY," "LOOK" and the four d irectio~s, The latter is 
to save the player havmg 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" mto NO$ 
(noun) for processing later, "HELP," "INVENTORY" and 
"LOOK" are treated simIlarly as verbs with a dummy noun 
"DOO" inserted. Line 1 0 I 0 ensures that VB$, NO$ and R$ are 
empty before starting, and line 1020 puts the player's 
response into R$. Lmes 1030 to 1050 contain the loop that 
splits R$ into VB$ and NO$. The rest of this subroutine IS 
explamed over the page, 
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IF YOU TYPE ,' CaMPI/fER fRANSL flT£5 TO.· 

\GI/\V\E! IBlo!NIE~GII Ivl IBIOINI 
VERB NOliN 

1111EISiTI _ ,101 I IwlElsl 
VERB NOI/N 

[HIEILIPI _HIE ILl I .--p """---lolQj-'-----'o 
VERB PVMMY NalN 

THE COMPll1'£R WILL STRIP THE NO{lNS flNP VERBS TO TH£ FIRST THRE6 
L£TrERS f1NI1 /leT ON TffEM f1CCol</?I/VGt.y. 
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A loop IS started in line 1030 and its limit is set to the 
character LENgth of the sentence. Lme 1040 checks IF the 
next character in the sentence is a space -,- if so, THEN 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 
something, then lme 1060 ends the subroutine, as a two-word 
sentence must have been recognized. If the program has 
reached line 1070 the sentence contams no spaces, but may 
stIll be an acceptable single word. It IS then stripped to its 
first three characters. Lines 1080 and 1090 see If it IS a 
direction or a command If the word IS valid, VB$ and NO$ 
are arranged and the subroutme 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 mstructlOn. 

@) 

® 

U 
(f) 

Q) 

\)Fl o(.:: 1\IU o· U 
F IJF;: I " I 'rel '.)\/ 
T F \' F(j: ::: I .. F r::' r t (') E( "I: 0: :I) ,,:~:)f 1·1 L: hi '., .. ' P ::::: :I :: 1 0:::: '.) "/ 

I,IF / / 
r [IF;.' I e 1 T fJ 1,1 il 

J f r,l II "11\iij f I 1 \ Til [ I·J 1·1 (i::: I : I" I\i 1\1 
1\11:/1 
J I 1\1 [I e U Ii 1:1 ".' II" Ii T 1111\1 I:' h Il'i f "II II) ilil 11'11"11 

II. ~ 1I"i1I1} It · Ih!: Ei;iI til ""1111) II "" IfIIH " :: Ii IT LI I;.: 1\1 
II i,1 U i( C; fJ r 1:.1 ::: u e") ,.,:: 1 U (, ,,:: :,:'\; () ,.,::.>; U , ::::"l ( Hi ,, :\ :::.; ': ; U ,,:::: f.:<,:~ u 

_.:', ,.f '" '1., .1 ::: :: H () I) ',I • : :: (:) () C) :1 /~ () (> () 

The SORT subroutine decIdes if the three - letter words are 
valid - a technique often called "parsing. " The loop between 
lines 2020 and 2040 tnes to identify the verb. If VB$ is the 
same as the first three letters of one of the verbs stored m the 
VB$ array, then lme 2030 sets VB equal to the value of the 
loop variable. The loop is ended by setting the loop vanable 
to a maximum In the same way, lmes 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 word;:; and the relevant action is 
taken in line 2090. For example, if the value of VB is four (verb 
is "CUT") then the computer wlll GOTO the fourth lme 
number in the hst and carry out the mstructions given from 
that hne onwards until the subroutine is ended with the 
RETURN instruction. These sections of the SORT subroutme 
are explained in the next chapter. 
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The last section to be defined is the END subroutme. If either 
the win or lost flag is 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 is 10 the SHARK ROOM 
(character position 22) If so, a death message is printed and 
control GOes TO line 5570, where the player is asked if he or 
she would like another game, 

If the character positlon is not 22, lines 5520 and 5530 test IF 
CP IS equal to 16 (the SEA URCHIN room), and prmt a 
message, If neither of these condItIons are met, the player 
has won the game. A message is prmted 10 lme 5540,and 
lines 5570 and 5580 deal with the "play again" routine. 

YOU WIN IF YOU PUT THE 
PL uG IN THE HOLE IN 
BOX 19 

WITH A "THUNK" THE 
PLUG DROPS INTO 
THE ~OLE AND THE 
SWIRLING WATERS 
GROW STILL, 
CONGRATU"A.,.'OHS 
YOU SAVED THE SEAS. 

YOU l-OSE IF YOU ENTER 
&ox .22-

WITH ONE SWIFT 
SNffP THE SHARK 
81 TES OFF YOUR 
HE.AD. 
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YOU LOSE IF YOU [;)(IT 
BOX 16 NORTH OR wEST 
WITHOUT WeARING 
Fl-IPPJ:R$, 

THE SPINES ON TI-IE 
SEA URCHIN ARE VERY 
POISONOUS! YOU DIE 
A HORRIBLE DEATH, 
NeXT TIME TAKE 
PRECAUTION!; . 



~!'!!!~:::!J Testing your program 

Before you carryon w ith the next sectIOn of the program, 1t is 
a good idea to save your work so far on tape or d1Sk. You'll 
find the instruc t10ns for this in your user's manual. To test that 
the program 1S correct, turn to page 31 or 37 and type m the 
"LOOK" sect10n begmnmg at lme 4000. Then follow the 
instruc tIOns in the box below. You w ill be able to explore the 
first six rooms in the game 

RPPLEILe: 1 TYPE 2065 IF NO<=4- THCNCP=EXfcp,NO): GOrO 400() 
HIT /iiervRij 2 . TYPE 20 6 ENPPIfOC HIT (RETVRN/ 

3. TYPE RlIN HIT II2£rvR;\{j WHEN yO{! fiRE SIlTlSRE£) EVERYTHING 
RVN S CORRicTL~ PELETE LINES 20M I1NlJ 2066 BEFORE PI?OCEEl)/NG 

COMMOf)()IlE:1. ENTER 2075 /,c/V()(='I THEN LETCP=EX(CP'NP): Gom ~ 
HIT !§!v're=R] 2 . ENTER 2076 RETVIlN HIT jcNrt:RJ 3. HIT 
1Bi!!5!J. WHEN YOf/ /IRE S/?17S,FIEfJ &'G""R.YThlWG /?//IVS flS IT SliOf/L£2 
[JEt-Ere LINES 2075 h'NP 2076 BERJRE PROCFE£)#VG. 
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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. 

2S 
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R~~----------------------------------------------~ 
~ 3000 REM **********GO~*******~*****~~ 

:~o I U 
::::.()~?() 

I 
1 

f 
F 

~: I::;:FTUHI\I 

NU 
[: ,;(~ 

'I I'HI 1\1 
,~ L[' I,I() ) 

F'h I I~f " c;u \\illl hi 
, i ·flll 1\1 1:::Ti r i,lf " 11[1 

.... , 
" 
... / 1 i .'\ 

3U30 IE CF' = 16 AND 
'\) LI~:c 1:: h:[TI.IHI\1 

( 1'1(1 IJh: 1\lli 'I) (',i::IU 

:: 0 4 0 [ E' cc I X (I~ I' " 1\1 U):: h [If [I lJ () C' Oi 

Control goes to lme 3000 when the verb Identifled in the 
SORT subroutme is "GO" (verb 1). Lme 3010 PRINTs a 
message If the noun wasn't one of the four directions. Line 
3020 tests if an attempt IS made to move m a dnection with no 
eXIt that IS, if the exit array EX (CP,NO) equals zero. Lme 
3030 tests if the player has stepped on a sea urchin and d)(?d l 

It does this by checkmg the character positIon (l6=SEA 
URCHIN ROOM), then the dnection (north or west is 
dangerous); then it checks the FLIPPERS flag, FF (FF = 1 
means that the player is 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 
PRINTs the new positIon. 

3100 HEM ***********hFI**************~** 

1:.1:' I L.i!:.:li 
i 1"'1(', I 

1:1:: 

~:; I 1 0) 1 I \',1 U '" (, P"'I [) i:F' l~: i 111.1\1' i:: J "I I '.'.i. 1 .. ;, I [I II 
HI:,",')\' "': RI~fl.IF(I'1 

1,.,.)(:', > 

EJ 

® 

CD 

U 

U 

~: l?U 1 I~ \o.iCl H 11111,\ II:: II\IT "(lUI,II r<L. !: J I ... i...' "" h'l I UI,'!I 
~::: l~: 0 I r (J Fi { 1\1 C\/I '~;,,;, (",I :C' I'J UI " iil''''\ "I ill I, I 
I!) .1 II T "'lTll.J' '0/ I: i:''' ... I;: [ (, I) '{ C: CiT : "" I;.' I III I:.: I.i . 
::: I Ll(; fTH? 1- /1 [I J U 

:~: 1 "; (i 1 F [IIJ ( I ) 1.1' ('d·ll> i,1 Ii 1 /1 I 111- 1::1 Iill 11./ :: III ... 

C + J:: I'c: I 0) 
~:: 1 ,SCi "'I:=\f I 
~c: 1./0 IF UEi (I'I[I IT'flll.11 1'\;: J iiT "(I" I " " :: iii: '~I'III 

= 99:1N = IN + 1: hFrURN 
::: 1 HU PI:;: I III "J I I ~~; . I'IT Hlh:[ I"" 1:''Iflll:.'I.1 

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, Lme 3130 checks if the object is already carned, 
ie, has the value 99, , , AND that the noun mput is not "HAN." 
Lmes 3140 to 3160 check if a pan of handcuffs IS being taken 
by companng the location of each handcuff OB (I), wIth 
character position CPo If OB (I) = CP then the handcuff 
inventory HC IS increased, Lme 3170 compares the object 
location OB (NO-7) with the character position CP and 
PRINTs the "OK." message The object location takes the 
value 99 to indicate the object has been picked up 
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~ ~ ~~ ~----------------------------------------------, 

~ .. 

• 

I ":: hi !11I:i"[ CO ;21 U IF ii[1 HI'I!ill F'R JilT 
3220 FOR I = 7 10 10 

,~ I I. .. i.1 

::-::::' :~: (, IF () IJ ( I ) C? c.' :,1'1 {, II fie i. '~T iii II I'ill 

C·- 1:: I " In 
::: ~.::: 4 e, 1'<1 L \ T J 
:::2 ~:; I:' 1 F U H (I\! (I C;"~iT I ! I. i'l i'r:.] I\ii 

(3fTT II': f,:F TI. .. !HI'I 

~~:,:,:bO I:j:: I liT "[i" 1<" " : uri' r,!fi i j [i':: i 1",1 
", '/, I 1 F CF':: 1 q ('d'II' !-IC:!" J::: !HE: I,i I'H: 

~:; ~,? ~3 " F;: FT II H 1'1 

In the "DROP" section, line 3210 prevents the player from 
puttmg down anything that can't be carned, If the Item to be 
dropped is a pair of handcuffs, a FOR ... NEXT loop in lmes 
3220 to 3240, decreases the value of the HC by I, Should the 
object location not equal 99, line 3250 PRINTs a message to 
inform the player that the object is not earned, If the control 
runs to line 3260, then the object location becomes equal to 
the character positIon and the mventory IS decreased by I 
because the object has been dropped, Finally, line 3270 
tests for a wm, Le, If the player has dropped the magic plug 
m the plug hole, 

Lines 3300 to 3340 of the "CUT" sectIon prevent the player 
from cutting anything but the seaweed on the barnacled wall 
m location five, At any Illegal attempt a message is prmted 
and the subroutine is ended, Only if all conditions are 
satisfied WIll the message mIme 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 
LO$ (5) is altered before the subroutine is ended, 

~::: 1 U IF (J I:::~ ( 1 ) 

.i. Ii:: III .. , ii 

I! ·· .. /[i!...! 

J Ii 

1 

Q) 

C) 

SHf~:,I'~F' Ft'.iULIC;I'1 "'" 
'?'illil.hl i'F.: J liT "{IJi.I·· ',.'L. I'ii'i II J iH; 

hl'Ti . ...!i:::I"-1 ® 

ED 
E) 

f7'\ 
\L) 

~::::; :,,? (, I F: hi C) 1 'IT I!Fi,1 i"i:.: I 1\1 I "(LILi if"'1 "1 [i.,1 I nll;1 :" 
: F::FTLJF';:I'<I 
~:::::: :~: 0 1 I" [ I':' :=: i Ilf II F' Ii Jill' "/ [11. .. 1 i. .. f, i'-I L'i!i'lif,i: " 

CD 
F~:FTUr-~:hl 

® :::::>-l0 1 F U'i.1 1·111"-1 j:' I,:. T liT "',' [) II ' "/ [: {:,I .... h'L :Hi)'i UI.,iI·ii:::. IH,;'1 
, ": H[TlJHhI 
~:~:: ~:'; () F" F:: J 1\1 T ' '1'1'1 F ~,; i= (',l-'.I F F. [, F (,L .. L.~: (, V.I (~ '/ T [I j:;,: [\ .. ' [ (,' L. I: hi ® 

@) 
" "iJ.j [ll"j ::1,1 1'1 j 111)Ut.'.i J II 

336n 08(4) = 5:[/(5,2' J J :: l.., I 
3370 LO$i5l = LEFT$ (LO$(5, ,59) + 

IT ": I::;:FTUHII 
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R~r-------------------------------------------------~, 
~ 3400 REM ************WEAR ******~ ******* 

::::; l j. J I) I r: F F :oc J n ,',i U hi Li ¥ " " F L. I " 11· 11: i\1 I ' I'~ .I rl' r "'{ Li 1..1 'v' F: 

("II:::F{il:)"{ LiCiT Tlill 'l iii\1 ' '' :: 1;:ITIII;11 
'~4,;: ,j I F C) El ;; :: ) ') 'i' (i 1\1 j, I,i U:1 " ! " L. I " '11 i i·. H , . F J :: L! iJ (/ i 
'c Co ~ PH I I\ IT "fl··II.Y 1 J T I,j.! CI .. I. i ''' :: h'l:II...J l n\1 

~:>1::; (! If:: 1,1 U= I 4 (:-,1',1 U 1·1 c:: "r Ii II I I' I;~ J 1\.1 I " I ii ( , r .,::; 1< IJi L. L . .,. 
:::; I L.I .. _i ''': 1 a:: I II H 1\1 

~::4':'1 0 F' h: J I,rr " '{[I( I i (, i ,1 " r 1.,.11 ttl; III (,I I" :: I ;: 111 . ..1 In·1 

The verb "WEAR" allows the player to put on the FLIPPERS 
found m location six. If the player moves west or north from 
location 16 without wearmg flippers, then he or she will be 
killed by the poisonous sea urchms. The possibility of the 
flippers already bemg worn IS considered in line 3410. In 
Ime 3420 the player IS allowed to wear the flippers if they are 
bemg carried, I. e. OB (2) = 99 and IF the noun input IS 'TLI." 
The flipper flag (FF) IS then set to 1 and the FLIPPERS are 
removed from the Items carried w ith the mstruction 
OB (2) = O. A suitable message is then PRINTed. 

35,00 
3510 

REI'I * * * * * * *~ .. ~ .~ . *.;: ~. c; .I '.j E·""" * .;;;;.)oi'!o' .~:~: ~: .. 1IO. y 

T F C; I:' I (i (',1\1 D 1\1 (I 1 If II F I'I:;~ ;:; Ii 

35~:2 () IF CP = 7 AND NO = 12 THEN ~~80 
I r=- ep",'e, nil : 1'..1 I'I~ TilT "flii', f l.;JllI'i 1 .. '1.1 1,1,1; 

GOOD' ":: F\F. n.iHI\1 
~S!':';40 F'I;: 11\11 "I',1CJfH J 1\IC'i HI .J<f 1.'.1 Id ,I f '; J T ' ":: 1;.'1· 11.11,' 1,1 

3!S!'",O IF UFI ( '-1 ) '/':') 11 1l1'..1 ih I "If " \UU i i ( ;' ) !"i " f c,c! r 
IT": 1::;:EI UI-;;i,.1 
3=:;6 U Cl8 (/1·) ::c (!:: [Ill I:: i" ! 'J 
~~:!:c; 7 U f:' h: T l,j'l "I HI-:' \ (:1;." )I;j Ii 1;.f.iI 11'1 ti o' IJI .. i ( ',i.l l) '" Ili i. l 'li II 'i li 

(31 .. I r,n :::; J 1'1 II lie: [ (J In, 1I i·;; ":: 1<1 i II i;.: i,i 
~~:. ~~j 8 () :I. F:' (J J-J (~ ... :.:i":l 
IT":: 1;;E::Ti .... IHI,1 
:3~~.;(?(i 

~~:t: .. ( )CI 

U 1< ( :'; ) " 'j:: I . l. ' / " J:: 
F'H I I',IT "fHE I I ;:~ Ii ';:1\1(\ I·i...i IF ~) (',i ,iL' 

CD 

CD 

CD 

CD 

CD 

f~ CiJh:I\ II :I:::: " 
~S6 1 U L [ l l (7 
I hlfll[ C:(JHi~E h' tilJfi~0 J i\j L: UI'! I~ i ll i J h ii J-.'(ii\ iF"" 

I , [< LJl iLi I. ~,!! r :, ([) 
';;1. fiii; "i 

The "GIVE" section enables seaweed to be given to the sea 
horses in location ten and a bone to be offered to the 
boneflsh m locat ion seven. Line 3510 tests for the first 
possibility, and sends control to Ime 3550 if the player is 
in the correct room (CP = 10) and the noun is "SEAWEED, " 
At thiS line, the seaweed is tested to d iscover IF it IS not 
bemg carried by the player, i,e. OB (4) < > 99 and If thiS IS 
so, then a suitable message is PRINTed. Otherwise, the 
player must have satisfied all conditions. 
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R~~-----------------------------------------------' 
~ Lme 3560 removes the seaweed OB (4) from the room by 

setting it to zero and the key OB (3) IS put mto location ten. 
The following line PRINTs a clue- filled message and the 
subroutine ends. 

If conditions m line 3510 are not met, control falls to 3520 
where tests are made to dIscover if the player is givmg 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 is being carried and if it isn't then 
a message is PRINTed. However, IF OB (5) = 99 the player 
has satisfied the boneflsh and bone conditions, and control 
drops through to line 3590. The bone is removed from the 
room by setting OB (5) to O. An exit is then opened to the 
south when EX (7,2) IS made equal to 13. A message IS 
PRINTed mIme 3600 that implles that somethmg has 
happened. Finally, the location description LO$ IS changed, 
ready for when the player types "LOOK"I 

;~: (~) :2 U I;: F 1"1 ·~c .\1:. ¥. .. ~, -10: -1-' ·i'" Y I ... i "1 L .. C) c:: I .. ;" .. ;.:. "':'r' y y''':',i<,' 'i" 'i,,' i" .,,:. " ~ i' i' 

IV 
C) 

:::6 ::::U J F DB (:,:~, '}C) T Hf::J'1 i"f< J iii "/CiLI li/',\.,' !. i ' i ' i i' .'1 ii 
[ :iUf (\ f<F\' "':: 1:;:Lfl .... llil-,1 
~V:J .tH) I: F=- 1\1 U " ':.; (!, I-·.Ili ( iJ' ., 111-:;.' iT' ,), Till I ,I f'I '" J I,ll 
EI~C I :=:;N .' T F')EI,I (i I<E'/HUl. .. [ ,.. 1;:['1 i...Ii<hi 
:;(~)::;() IF CI' J:; [!I;: I,IU (,flii ::Ii i·:·i;.: 11\1', 

[(11\1 ' 'I'' DUTHP, T":: HE Ttil;.:I'..1 V 

V 
(£) 

:::66') I: F: ' UI:' 1!'1-I1:::1\1 1'1;.: 1 !\il "1'1" ~'; ,::, L .1;.: i : (:, :tIl !.1 1···.1 i .. iJ I.: .. : I·'. i :. r:, 

~ O ! U UF = 1:UB(7) 1, :: I' b: I: i\IT "T I-I I: 
;:;6ElU 1._. C):l ( 1::;) '" "V(JU (1i;:1: 1 i'l (1 HLILH'i 
[I F'I::' 1'>.1 CHt:~: ;T 11\ITI .. IL I'i J (iDL.!..":: 1;.:i"fl.Ji;.i\! 

Only Davy Jones' Lod-:er (the CHEST) can be unlocked WIth 
the key Line 3630 tests that the player has m 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 thesel), and can 
never be opened. Line 3640 deals with this situation and tells 
the player that the key cannot be used. 

Control wlll only pass from Ime 3650 If the player is m the 
room. has the key, and the noun input is "CHEST" IF 
everythmg is in order THEN 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 is located m the room i.e, 
OB (7) is made equal to 13, tellmg 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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R~~--------------------------------------------~ 
~ 3700 REM ******** * *** * * U SE******~***** ** 

~: -;; 1 U J F CT' ,? U [ ) j:: I'.I() · < J il· r il [ hi 1'1:.: J i'i I "( IJ I .. f 

[(~I·I .' T .DUIHr:;1 Hfi:~ E":: h ITI. .. II;:11 
;;/ :,:! er I j: I-I [ 41111 .1\1 I:' r:.' I 1-1"1 ", r.ll.. i II i,.·) Iii .' (i liT i: 1,[ i..i i ... ! iiii 
I'(~ I p~:; I ": HCIl..JI:::! .. 1 
::/::0 F'r::: T hiT "IH! UC TC}I'IF; [i'dIT 1'1(1')1 iii J ::1·1 .' (ilil' : :II)" 

::: 7 .y. n F CJ f;: J " 1 I U j I) : I.) H ( J i' Ii, i·11 .. ;, r I 
3750 He = U:EX(70,4 ) 1 L.': I. ... Li:l; ,:,:,:0 r 

The "USE" verb IS designed to allow the player to immoblhze 
the octopus m location 20 with four sets of handcuffs, i .e. "USE 
HANDCUFFS. " 

Lme 3710 checks IF the player is not m 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 HANDCUFFS m 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 hne 3730, a message IS PRINTed 
that mdlcates the octopus has been successfully manacled. 
The handcuffs are removed from the player using a FOR . .. 
NEXT loop. The handcuff posItIOns are set to zero mIme 3740. 
Fmally, the number of handcuffs is made zero; a new eXIt 
becomes available to the west and the descnption of the 
room LO$ (20), IS changed accordmgly. 

i.. .. 1 ::i .. · Ii; (l....i .. .1 ::\': 0:: :'.::":> i ,,; .; 

3800 HEM ******** ** INVENTORY ************ 

;~:H :,::O 

;::8 ;~:O 

::U40 
:: ~; f3 ~:.~j () 

F'n I hiT F'n Iii I " l ULl ( Ih i:: C;;:if:.:F;· y [i ·lei:: .... " 
IF T 1'.1 ;;: CiIHEil F'r:;~ T I,IT "I. iUI ·111 hi i i I" :: 1::I.·i l...!I.: i, j 

F[JR. Ie: ll[i 1 U 
1 f U [i ( J;''' Cj C) Illll\l F'I:: I I\i T " ( \1 ":: iJ i(f ( J ) 
I·Jf./! I:: j::ETUh:I·.1 

The fmal 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. If IN 
contains zero then a command to "INVENTORY" would 
produce the words "YOU ARE CARRYING- NOTHING!" on 
the screen, PRINTed by hnes 3810 and 3820. However, ifIN 
IS not equal to zero, a loop starting at hne 3830 WIll check 
each object to see if It is carried by the player, and PRINTs 
a list of those that are. 
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' ~ R~r---------------------------------------------~ 
I .. ~ 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 

WI 

. . . NEXT loop IS used to do this with the maximum value of 1 
set to the maximum number of verbs available VV. 

::::: <) () () F~ E: r~' 1 .~:. ·if- .~(~ i(~ -;t: .. ;t: .. ~(: . . j~ . . ~~ .;.:~ .~(~ -it:' .~~ '~~:' 1 '-1 E: I ... r:· .~~ .~( .~:. l~;' . )~ . 'j(:" -!t:" '1~:' .f.: ..• ~:. 'f~: ' . ~{:. 

~: :; (? 1 0 F'P I 1',rT : F'r;: T hi r "THE<:'E (,j;[ THE '} LTd <;ii:iU i 'if'; ! jj ::;i " 

::;q :,:O FIJFi I' lTLI ',J'):: F'r ;: T liT '·./ '~f ( Ij ,,:: hii ': r 
:,;ct:;O PH I !\II " ': ', en.J iHEU LIIII !TTT" i Iii i.i i<; r iiiid). 
L. I~:TTEF:':;~' ": 1;:[T!lh:l\ i 

The last section of the whole program concerns the verb 
"LOOK." If you have followed the mstructlOns 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 is 
contmually scrolling, so the location descriptIon may 
dIsappear off the top of the screen. Typing LOOK w Ill allow 
the player to exam me his or her surroundmgs again. 

This section is a little peculiar because it is used as the end 
part of the INITIALIZE subroutine, linked by a GO SUB 
statement. Lme 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 enter ed 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 Ime 4030 to make the player 
thmk harder about what is happening. Lastly, the available 
exits are PRINTed in lines 4060 to 4100. 

REM *************LOOK************** 4 0: . Jl )( .. j 

ED 4 0: . j i i ) 

ETLJ'~:N 
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.q ():";?() 

4( ~ :: ~; () 
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40(::00 
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F' F: II' IT :: FT< J i' I T 
I F I:); (Cf' 'J i.) 

J F 1:' \ I [I :' 'J',:'::O 

IFf::.'/ (C:F ,,:': ) 
J F: I:: X (cr' '.! /j.) 

Ph JilT : . F'h' J l'iT 

T iii II 

JU 
1 :=;) THF"i /I' i ~: ; () C F' 

TIIEli F' /;·: I i.iT "(::, " :: Lie :!: 0:. J .! :; 

"i \ J T: ; : " " 
oj TIILI,I l'r;: I I,ll " iill';.:lli 
(,rIIEI\1 1"'1::;- T hi r " ~·.ifiLJili 

u T 1· .. iE 1\1 I:'h: I i\ll "i' I~ I':;1 

C! 'rIILI,1 F'j( I 1\1'1' "liJL') I 
f:;:FTl.JI;.:I\1 
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Control is sent from the SORT subroutine to line 3000 if the 
verb is "GO" (verb I), 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 in a direction with no exit, that isif 
EX (CP,NO) equals zero, Line 3030 tests if the player has 
stepped on a sea urchin and diedl 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 1 if the player is 
wearing flippers), If these conditions are met then the game 
is lost so LF becomes 1 and the subroutme ends. 
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If the verb nwnber is 2, then control is sent to the "GET" 
section, Lines 311 0 and 3120 antIcIpate any attempt to do the 
impossible, Line 3130 checks IF the object 15 already 
carried, i.e. has the 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 
(1) , with character position CP, If OB (1) = CP the handcuff 
inventory HC is increased and I is set to its maxImum to end 
the loop, Line 3170 checks the object locatlon OB (NO-7) with 
the character positlon CP and PRINTs 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. 

32 

.. 



... 

I I : !,ii). :: jl1L i' i F' r :·: T iiT" II) in II',!! " Ii iU: ii';; J il. .IL. V" :: i)I '1 L.lln'l 

F C,F i " i f I J " 
T I: ,en:·:, T , .'·iC.; ('diU !,I('! 'i ', THI : il \,ill ···li i :: IllfIC ·" 1 :: 1 "'1" 

:: ,: ' I ( , !) F ,'i 
.:" ,' '.) Ii C.i t: " Ii Ci ? ' • '.' "~I Ii i : hi i ' h' 1 i,fr " "l ilJ U Hil fH 11)1 II :: II"~ "'II IGor 

!! l :: " : i:,: 1 Tii\:!,! 
:.:::?<:,j'i i'\:: TilT" if] " Ii{ " " :: Ciil' i ,ILi ... ·"iF':: T Ii "'i 1'1 J 
,.:" ,.:: ./ "'.1 T F C:::F' :::o; i. () (ll'JD 1,ICJ; "'l ::iTIF i\ i (,-,.1 1":1 
:.',',? H 0 !i F: 'r I, j r ;,' il 

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 PRINTs a message 
to mform 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 wm, Le, 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 lllegal attempt a message is PRINTed 
and the subroutine 1S ended, Only if all conditions are 
satlsfled will the message mIme 3350 be PRlNTed, 
Information is then updated - A CLUMP OF SEAWEED will 
be put mto 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 m locatIOn six, If the player moves west or north from 
location 16 without protectmg hIS or her feet, then mstant 
death will occur on the pOlsonous spines of the sea urchms, 
The possibility of the flippers already bemg worn IS covered 
mIme 3410, In line 3420 the player is allowed to wear the 
flIppers if they are being earned, i,e, OB (2) = 99, AND the 
noun mput is "FLI. n The flIpper flag (FF) is then set to 1 and 
the FLIPPERS are removed from the items carried with the 
mstructlOn OB (2) = 0, The last two lmes prevent the player 
from wearing any of the other objects 
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The "GIVE" 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 followmg lme prmts a 
clue-filled message endmg the subroutine, 
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If conditions 10 Ime 3510 are not met then control falls to Ime 
3520 where tests are made to discover If the player is giving 
a bone to the boneftsh in location seven - if it is, control goes 
to Ime 3580. Otherwise a "catch all" message is PRINTed and 
the subroutine ends. 

Line 3580 tests If the bone is being carried, and if it isn't, a 
message IS PRINTed. However, IF OB (5) = 99 the player has 
satisfied both the boneftsh and the bone conditions, and 
control drops through to Ime 3590. 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) is made equal to 13. 

A message IS PRINTed mIme 3590 that tells the player about 
the cavern and the boneftsh. Finally, the locatIon T$ and D$ 
are changed, ready for when the player types "LOOKI" 
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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 m locations three and nine. However, the 
door is something of a red-herring (all good adventure 
games have thesel), 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 Ime 3650 If the player is in the 
room with the locker and the noun input IS "CHEST" If 
everything IS 10 order the unlock flag UF is tested to ensure 
that the player has not prevIOusly unlocked the chest. Lme 
3670 sets UF to 1 and the key is located in the room, Ie. 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 Immobiltze 
the octopus m location 20 with four sets of handcuffs - the 
instruction is "USE HAN." 

Lme 3710 checks that the player IS m the correct position 
and that the noun number corresponding to the handcuffs 
(NO = 14} IS valtd. Line 3720 ensures that the player has all 
four pairs of handcuffs. If control drops through to line 3730, a 
message indicates that the octopus has been manacled. The 
handcuffs are removed from the player using a FOR . . . 
NEXT loop to set the object position to zero in ltne 3740. 
Finally, the number of handcuffs IS made zero; a new eXit 
becomes avatlable to the west and the location descnption 
of the room T$ (20) and D$ (20), is changed. 

The fmal 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 rout me tells the player which objects he 
or she is carrymg, If IN contams 0 then a command to 
"INVENTORY" would produce the words "YOU ARE 
CARRYING- NOTHING" on the screen, pnnted 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 command "HELP," the three Imes of program 3910 to 
3930 display each of the verbs on the screen to enable the 
player to construct acceptable two-word dIsplay sentences. 
A FOR ... NEXT loop m line 3920 IS used to do this wIth the 
maximum value of I set to the maximum number of verbs 
available - 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 wlll have 
already typed thIS part of the program. ThIS sectIon is 
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 40 10 PRINTs 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 oflocation 16 and entered the 
SHARK ROOM (locatIon 22). 

Lines 4020 to 4050 PRINT the object found m the location 
occupied by the player. Note that the mention of the OLD 
BONE is carefuly sidestepped in lme 4030 to make the game 
more difficul t Lastly, the available exits from the room the 
player is in,are PRINTed in lines 4060 to 4100. 
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Improve your program 
The program that you have keyed m so far wIll gIve you a 
challenging adventure game. If you or your fnends 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 is won 
or lost and design a more effectlve message to appear. The 
additions hIghlighted below create a maze from the rooms 
already gIven m the game plan. 

Creating a maze 

Many adventure games contain a maze as one more obstacle 
for the player to overcome In thls program, all you have to 
do is add extra eXlts to rooms 12,18, 23, and 24. The revised 
DATA statements glven below do this. In effect, all that 
happens lS 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 addltlonal exits to the 
east and south you should be able to dlscover the only 
way out. Why not try to create a maze wlth some of the 
other rooms? 

\ I I ! J 

[,(.\ ''1'' ,,'.j 

f,(,rf'; 
Ur" 'l'(::: 
U(,1,::; 

o 

08 /I P?2 I) 

(0,18,12,11) 
III 
12-

Pll /7 PfJ) /8 
(IZ, 24; 13, 11) 

2~ 

THE NEW EX/IS {,ROllEtJ 
R£TtJRN TilE PLflYER TO 
THE SIlME ROO~ RNIJ 
IN £F,cECT MilKE 
THE MAZE INFINITELY 
/J1PGER. 

38 

. 
... 

.. 

.. 
• 



• 

The complete listing 
The complete l1stmg for our adventure game - Neptune's 
Caverns - IS given below, for both the Apple IIe and the 
Commodore 64 computers. These listings include all the 
addltlOnal sections of program given on the opposite page, 
so they contain the complete version of Neptune's Caverns . 

APPLE lIe 

1(1 kl--I" NI:-I-'IIINF ~' r • ,'.I"" hi I 
.:(, GOSLJB 50U\) : 1~t.r · 1 11/11 [hi 111 

('USU Fr J \ ),lI , ; RFr", I N .... ' ll] 

4() G(J~JU8 .'U'I\I : REI'1 Sllf; I 
5d J F IIJF =- I I f'tf\lP I f T HE N GOTO 
60 GOSU8 ::-;~~'I'II ; k~ ,,' f--Nl ' 
7\) ENO 
l(j(Ju hEM TNFII! 
1,'lJo VB.! = " " :11111 
JI)'.::.'11 INPUT "loJH. , 1 [Il l yU1 1 PII t·Il. .... 1 :1\1 
I ~ ) _, '.-' !-= I If,: J .... 1 I t I I f I I II, t I 

\ ,, ·to) JF M][H dd,l.i) I I HII 'Jd 
: NO t 1"11 n r (h 1" • I ~ 1. ', ', · I I i II , I, t , 

I' '~' (' NE=Xl I 
I ' )0\ ) It- ~Illt 111f-tJ 1·1 '1111·'1 J 

I lIit) k J = l f-.f-- r I . ~ J , :.) 

1,',8" H-- Rt- = "hltlh" IJh !--' f :lllil " Uh I·' " . I I 
.: "WE:.S" rilE...'" Vu.l "[,U " : 1111' i I: :'lliilli 
\,',G'. ) 'f- P f: ~ "HI- I " I Ih h l - .. I i I '" I II : I · I " I II • r ill; I 

NtH :: "DUO" : 'v'~I'J f-.' l : [.' , 1111:11 

lIt).' Pkll-Jl "I 1)1111 I IlfJlH"h'~, l~II ' IU IIIIII 
1 1 1 \1 (-;OTO l ' Il.l ' 

2 '.1'/1 .. , h'E:I '1 ~IH( r 
." ,11 .) VEl -'0- I, : NI) I) : ~llh' I 1 IU ," 
:'-'()~" I '" IF VHf. lH If I VltI(i,. filii ! 'j l~ 1 : 1 
2(,;,(1 NEX 1 I 
:: 1)4(..1 !-llf.· I I It I HH 
2 1..150 1'-: NO.!> "'" NUJ t J i Jill-: hI Nil ". i: I r,1l 1 
~06U NEXT I 
21)7,", IF- NO "Ilh' VH 1/ 1!lI:...H f"··JHI 1'liI·1 
UNDERSTA ND 11/1.1 " : I,I:.IUHH 
2(,80 ON VI-! bU i l l ',<11) ' , _ ~. I IH\. '" "" ..... ,"'. """". ',','1". '.: 

( )I) , .":.801..1, :".9(lt J , 4l1UI) 

JOOO Rf M *· *~** .~ ~~ bU A. ~~.~~.~ . ~., ~ r~ 

~n l l.) IF l-l(, L ~ rHl::N F'kll-l : "l;U I,.oIHII--I ": J.I IUI,: 1 
';:;\l2l' If· EX\LI-'~I>ln) >- II !HUt r "~'lI J1 " IIU I ," I lI,oI I,.oJ,. 
: RErUkN 
:- 1 .. 1.-.1 I I I- LI t n HI·ln I foil I ' j ) . ,I>ll' j ! 

I t-:l.:, N LF :;. 1 : hI;:. TUHhl 
E > \1 F',I\I I I) : I'l l rn '-I ,,,,,, 

. 1 J I) IF- t·l(l : r-. ':'11'10 r t-' II If tJ I r.. IIII . I I 
HI:="AVy ' '': HE" 1 Uhf·' 

JF hH I H i lI! N H ·,· III I IJIJlI I 
".~ I ~tJ 
f-'f<JNI 
"., q" 

IF (1i~ (hiU - I J ;- '-/'-# IthW Nllt "! 'I,I'" 
"YOU \}l- Hl Rt- HOy 

; I!::o(· If- 11)'11) 
C t .. 1 : J I " 
··t611 f'J1:-" I I 

~~ I /() r!- I (F! \ I·ill 
= 9'7 : IN =: 1 N 1 

', IB,) l-'kl"ll "1 1 

I,ll i I r 1·1 illJ.. 11 

I ' 

I-h I! II 

"':1 111h'H 

F-:F-I'l ·" ' ·'"-~~" .·· .... ' .. [H\U I-' •• • .. · . " ··"~'· 
··..'10 
•.•• ~ , t 

'. ~ ,,:.t' 
r 
',."4' , 

11- HII 
HIR I 

1: [ == II) 
Nt- \ ., r 

H IHI-li 1 r; IHI '1 /1111 I t--tl- Ill , 
I re t· , 

I '-I 1 I 11 11 [·11 I 

1'11 1 

111111 ,1 1 
II ;! 

: 11' 

: ; ~ I 

: , .. '::'tJ If- Ob'./·llI , i' ~ rIll- r I t 1,111 1 " tl'ill 11 /, " 1 I I I 
[,0 r 1 I ' : f~E:. I UHN 
'";',:bt l 

.. :. . ..'1(, 

-:.;.'8 " 
"-:"i ) 

p f\ 1I1J 1 "1I .. ~ .. t. : 111-1 If',m 1 I- : III III 
IF c.p "'" t iT ( .Nf, I,ll 1 ;:; 1_, 'IHI jJ I'JI 
kl- f\IFal 

" I 

Rt-l"l . . .. ... ...... .... . .. · .,.";1 111 ..... ~ . "' ... .. )·.!t, .. 

.... .. j, ' rr· tH·! \ j • 

SH":iFd- l HIli lUll 
-. :: :"1) I I Nli 
: Rf fUHN 

:." 1 f- L r' 
hE- Tllf.:N 
' .. :.r"., j F ( ... 
''' : Rf-.. Tl1kN 

'-I,~ I Hl 1·1 f r· [Hi ' r,\I · 
Iii .. I lih' I'; 

I r IHI::-II i 'h'il,1 1 "rlUI r 1.1·1 I 1 I II lilt" 

1111--11 1'1 II 1I ' rl lll , ,III I 1)/' 111,,1 " 

I JHI II I'h 11'1 1 '(IJII \..' 1 , .1 .... 1 ,-t l! r 11l1I ·jf 111..- .1 

.: 

.: ............ :.::.: .. ;.;.:.:.:.:.: ... :.: .... : ....... :.; .. :.: ..... :.: .. : ..•. :.:.:.:.: ... :.::.:.::.:.: ............. : ...... :,: .. :.:.: .. : .. ::.::.:.:::: .... :.: .. :.~.:.:.: : :.:.::::,,;: ... :' :':" : .. :.; .. : .. :::::::::.)~ 
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.... CO~ODORE64 

tt, PI!'! NCF'IUt Jl ~ .. L. '11·llr..; 

2' I 1..J(t~, UlI ~ '''''Jt ' ,! , I I 1"'1 J I·il f I 1.1 I :" I 

t',OSlln 11 .. "Y .. ': HI- M II JI 'II J 
'1(. f.3 0 ~;U 8 .'·fl!) : I I I t"1 ' ,rl F-,"l 
'--,(1 I F Wilt ,I n.' l I J THE N GOTO 
6(1 GOSUB c;,~"',,, : 1,1 '1 ' Nt' 
7(1 rN]I 
I I .... ,·) hLf"i .. . .,. .... ~II-. THF'IJT , . . . ... -10-1'" . ) ...... ~ .. 

11) 1') V F! .$="" ; I"'lur..,.-" ":!. , " .. 
t, ' ':'' 1 ) r NF'l n "v!t 1(\ f 1)1) ! II! I 'j 1 I' ll . I " : I' I 
1 (I :,(1 r Uf~ 1 - ! 1 q LIN' h'l ' 

11)40 IF l"IIDi (f{J ,J.l '-" fIU .. N ','1' 1 !f-l lr ' ~I , :1: 
NO:t :-MIDJ,F-;l.T+· I, ·:) : J !U·I(hf ' 

11.,5( 1 ,\IE I.T J 

11) 61 '1 1 F NO r " "'\ J leN r-1f 11 II" I 
1 '.)7(1 R J "-lU rSCRJ , :') 
\(180 II k..t - "NOH" OF: rl=··'rl1l"tl .... \...·1 "[(IS" II,",' 

R.t ,:: " WES " THEN V [1i .. ,...."CC "!t1ut f-n:I·'r lUEI'! 
tIl9 ') IF Rt-:- "HEl " OR r~.t -" JlJ' .... Ilf' ,,1 "l U(I" 

rHEN "V'J -" 000": Vl:l1 F: I : .... ... f U~:N 
11(/() PRINf"I DON r UNOE r·S T{\N i"' lH,tl " 
tl10 GOTO 1('1') 
~()OO rU:: t1 • • • ~ " '* .,. SOR J .. ~~,;. '" .. - ... .... . ... .. . ..... rI 

:?(l1(l I'! B= (, : NO-(' 
2020 FOR I = J TO VV 
:' I) ~·O IF VB:r"-LEFfJ(l.,IB t CI),:-,) IIIFN VFi-I: j - ',/I.' 
2(1 40 NE>:T 
:'050 FOR 1= 1 10 NN 
:?OA(I IF No .t = NO r ( I ) rHEN ~10 7" J : I-NN 
2070 NE x l 
7 080 IF NO""'!) OF; V (-I-:- I..I THFf'.l PR I Nr " T l:'I llN T 

UNOEF5TAN O I HIH" , RE rURN 
:209n ON VB GllTO 3,)(1(' , " ~lt..1U , :::: :",1 ). ·· .. ~ll() , ~; I\ U() , 3':,"" , "":62 t) 

, ::-, 700, .'8UlJ,:-';90o . QOOO 
.:.'i)i)t"1 f<EI1 ., __ ... ..,;.;* ~ ... , "" " . GO '" ... . *' .... ... + ~. '"' ...... !' Ii- . ... ""II­
:0 1 (1 I F NO 4 THEN PRfNT "GU WHl-kE -"' : hETI IHN 
:.0:'':1 IF EX (CP,NO) -ll THl:-N pf-.Jt·n " NO I:-Xj r THAT 

WHY " ; RETlJRf\J -
3 0:·(1 IF CP= 16 AND (NO:;:; 1 Uf.· NO~~j) AND FF - ''') I HI:::N 11- ::1: 

Ric_TURN 
':;0 4 (1 CP '="EX(CI-', NOJ : C"US UB 41""') 
:-,O~A ' RE TURN 
3100 REM ~.~ .... .... .... + ~ ~~~G~T .~' · ~ "* · "'- " ¥ •• • *'" 
~11 () IF NO= b AND C~=I~ lHEN PRTNT" I ' S roo 

HEAVY J " : RE 1 UI..:N 
: · 1 :?f) I F NO 8 THEN 1-·f.· JNl "O(JN T 81::: SI II'y":RETIIr<N 
:'\ :;1) IF 08(NO-I)~49 AND NtJ-f "HAN " THEN 

PRIN1"YOU VI:. ALF,EA['l', G(1 r IT·" : kl=TUPN 
:1 4(1 FOR 1=7 Tn I l ' 
3 150 1 f (08 (I) =-CF' AND flO ~ 14" I HE: r-J j\JrJ =.' J + 1 : ~I( =-HC t- 1 : J :: 1\) 
::· 160 NE X f I 

'~ 170 I F OB(NQ-7 1"'L f-' T HEN 1,,·I,'!"I"! " l i . 1 . ": f IH'N!! 7' ·t" : 
1 N-= 1 N -I , : f.:[TUkfJ 

::'18\ ) PRINT"lT I S N T H ~ KI::- ' '' : t--'tT llh'f·1 

:.~(H . t REM it: _ ... .... .. . jo- li ... "-DROP .. .. "'. I ~ .... a • .,. . , » .~ ... 
-,~1~1 I F NO '8 THEtJ F'h'lN'''D(IN T He :'3J II ,": .... Flllf·;IJ 
"_"·~2(' FOR 1 = 7 ro I '> 
-:: . ..:."?,I I I F (OB( 1' '' 'i9 ('d.1[) N[t 1·1) fHEl1 Ilrt -= I""' 7 : H> ·11: I: 1 I'.! 
:::'ll(J NE }, 1 1 
-, ..::'5 \~ ' IF lJ8(J~n -7) 'N rHE"N ~'I~ Itli "'{111 1 HI ,'.)f--I . j I 1011 1 

IT ' " , RETURn 
" ,'26(1 PRINT"O . I • ": U8(NCI -.' ) "-1 .. 1- ' : 1\·1 It·1 I 
~,:'7(1 I F CP'=-19 AND Nll :::]:, fH,N I·n "~ l 

-::-.()() RCl"l #-If-~ ... ,.. )I-,.,," , "' .0 (1 I r lo- •• • ' · ~'" ~ 'II-~ , ... . ... ... 
:' ...... J(, IF 08( 1) qq lHEN PRlt n "yntl '.'1 f¥tlHlJlI; 

~-:.Hi; f.:r · EH[tUGH ' '' : PE t 1.lr·J-I 
~,,:·:,u IF NO ' 11 1111"1'1 PEINf"Yflll I"l/<l I I;fT I H~1I'''' 

HI:" fur.:N 
: ,:';,\) 11- CP 5 I HFrJ !-'kINI " {fi l l (., f\! I rHl TII~.r " 

RETUF:N 

1 HI'11 ''' : PEl linN 
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APPLE De continued COMMODORE 64 cORtinued 
- _ f'\. -',-------------------,'-

11: 11-

III hl:VL r'[ l \l J t- 3 35(1 P~~N~~.~~FW~~~~~~· ~ F(~lLS A~JAY TO Rf- VF-!41 

:> 3b1J OB(4) = ~ : EX(~ , :»= II: rl-= l 

3 3 51' Pkll 'JI "II H" ~'H,vJlFI' 1 .... :1 
IJPEN ~'I 1 r-lf)n\.ol " 

_·.">1\.1 1 U.1 (~, \ ,--­
r r ,. : kf 1I1~·tl 

IH If :. :-1 '1t-'cl .J l·IIIII'I I!,.1 I I , ::::' 

"4u ... kl--r'\ ~ ", - · - ·", ... ~ ....... Wt- , .. t--." ~ -·I\ ~ ~ · · ~"' '''·- ~ .. 

:~~I:.~' H)\ ~I--I~~l~ ~H~r'1 1 1 ~;;~ I :J~~~ h.J..':~I~ " /'I" IHlbl 1·1,[ i ll .. d:t: !~~~: 

i ~ ~/ , p~) ~': ~:~: ~:>:!,~ ~~,'J' '~:'~l ~': ',:, ; ;:i: >i : ~>~~~ ", ~ :;" 1 :,' :::':,[',', .:.::: .• ::::,~:i: .• 
3 .141, I--'RIlII ·'·1111 1, HI'I I [,Jh,l· iHt-'! .. ': H I \lkl l 

-:;~'I 'HI f.; EI'I ... . .. . -, . w· ·-· ·· ... b I ,,1 ~ ., .. .... ...... • •·•· ... ... ... .. .. 
I~' ('I- - t'l nhlLJ loil l .. ..: 1 I I HEI-J ·.c,~. " 

'.-=' .. ' " I r- I I ' '- i I-il ,lr, I'IU I " II ,,,,n :.~,Uu 

;~, ~.I' I~ t I .. · == ,-', , I1IH.J 1- .... )1 -11 " IHni I·IUIJ 
IJour. ''' : hF-IIIf.: I·1 
· ~~.4o) l-'r.:I IJI '·I,H II !! JI·II , Hf-hl- vJ,\HI l I I I " : 1,1 1111<11 
:.:", ":,1' II UI.-i I ~I ) ~'"-1 I Hi:= N IF. IIJ I .', III i I It ,·,)t I I 1.11/ 

1 I " : f..1- rLlh:l·j 
-. ~, 6'1 tl~~ 'I ) ,--- ":IIH' '.1 

'.':,/,_. I-'klNI "1111" • i~·I!WI · ",,(1\1/ 11' iU!! ~,:II' ' ,11"11 IH I II.· 
C, / IHIS 11-1 i lll:: t.I.l~ .'" I · .': 1,1 !I)f·!'l 

'.~-.801 II fIH,' ,· "i Il llll /-t'II!1 ·· flIP !1,,\.ll;.H 1 : '; 11 1 

[ I " : I ~ I II JI,'N 

I IF"" · , '- I .1,.\ / ,.' 

"Hl r·l! I Hl:. ' j ~ H Sf I, • It HI:" :, 

. ... I llhl'J~ ,." 
-::·0 1" I Il f ' ' " dill "h'l- 11·1 H Il lt·J , " .'1 1·I,j. 

til-l.:'I.>JlfJI, tll J • • Il l JliH l ,ill·H ": 
I, UI If It .i I .11 I 

I N I !IF ' tJI·· I ~1 I· Id IUf·:·1 

! 'I II , • _ • - - ~ • • i iI I "i i· · •• • • • • • . 

111.11 1,1 1'/1 I I I I '~I' ' I ' 

, 1.1 I i I 

" 
II/ t, : : 111 I 1'" 

, .il 
i1 • • . . ,'. '1" ., i HI;, ~ I . I 1/ / lU i 

11':·1 I . . ~ I 1 I !, ,i 

linl' ~ "~. I 1.1 I 1 , 

: .t. ll lj,ti 

'" I : I H ., I .' II ill I lii l I·· , II" ,1'., t . • 11 , 
\\11 , .1 I iH I , ,'I II H / ii i", I it, 

.1 11 1/11'1'1 I " : I . it'I·1-] 
j-.j H • • • " ." - •• - - • ~ - l· ,I . .. ... . .. - - • . • • , , 

, .. I ~ . I· I ,j I! I~ II I i jill .1 1/1 

• "Ii I .' I 111. ,1 111 1 : 
II 'I. I !fll·1 1 

1.l lill .:\! 
jill , 11/1 rl,·',JIII I , .' 11 ,111 11:1.1-1 

! .,J ,I' : i·! ,:11 1 11 
. i 11 \ 'ul I·". ') . I i ~ 

; I ,l · I J 

I 11 ' , ,1/, 1 II' " 

1 1'1, I , ' J · : ,11,·1, , , ,,-I l' I I I II ,I. II ' • 

., . Ilhl l,,' i I I' \11 1, 11'11 , , I I .ii! i /Iil'·: I' : 1111,,1·1 
",I, ,, " ~ ;., • ,- .. - .. - • • • I I r ' I I·j I (Ih . . . . .. ., .. . . ~ .... 

" 

i I. IIII i h 1111 ., oldi ,1,·1 I I,t I. (1,11.:-

i l I II . , 1/ 11-'11 i 1'1111 '1 11,: I Il ill , , . : :. ; !ill·: j 

~ til· I . I I I " •. )-1 ' " 

.. (.,. , II I d • I \ ',', tl-H t-J I'I·,!'I ." " ; 111'" i· 

ru·" Ii: hi It lid ! 
"IH ~ ",. ". ·~ · ~~" " · ·IH!lr~'~· r . ' ~· · · 

-....... 1.. f h I I II : i h : j,ll . i HI ~,I , .I·l : i!i '.'1, 1 II., , \ ill 1·1." 

". ;. " I 1-./· I I I {. \.:V ~ 1·1- r III ~ 'lo! . I I . - 1/ .. \ I 
-•• .1 ., \1 t Ii II If .', Ii!\ : III t. II !)HI r I . I '.. I! Ir I J 1. . I I HhU· 

I i i If-h ,," : hF fIJl .. ·H 
:1""" \ :\- H • . .. . .. ~ ·oo: . ... ... ~ll u,1 ..... , • • • , - .... ..,. •• 

.~., l '_' f- 'h I IJ I I \- ·1 101 1 I U l \L I· J I I F 1111 rJ ! I 

'd- 111h'H 
4'·'.·1) f-rtl· 1 -, I i ll I " 
'.' ,~'.1> J f Ii ~ IlNIJ L !- I~" rHU~ ·11 "'j" 

, . '.,. 

" 

4"4,, If till' J, '- t 1- ' 1 HI-I-J I h 11-1 I " :; iJ8 l d } ; " 1 S Hl:.kf " 

" I-'~'" NF\ I I 
4. ' .... ' j .... f.' r N I : I-h I I~ I "I \ I I .~ : " -

·111.,,' 

~1)1\1 

I f- eX ((J , 1 ) 
I I- b " d P . . ' ) 
II r) it:P • . ~) 
It E). lll-' , ~i \ 

F'HJI-li : " 1;11/1 

.:' III..-t.r 1-' 1-\11·11 " I,lL IH IH 
I' lllbt-J I-k lNI " ':::lu lIIH 
I , ' l il i::.N 

I' IH~I-I 
f& rll k N 

I-'RU<l1" "E .... SI 
I kll-l1 " W I::~ 1 

'~1-I'1 .·fIr""' .. 9,. lo:- lt .. • .. ll"JlllAL l n: · ~lo''o; .. ... ~<t ... " .. 

HOr-IE : PklNI rl-llj\ II) ) ; " NI-;f- fUNf-' B CAVE~I>I'3" 
r ,,, ,',, .... H 1 N 1 I-'R HI! 'tUU Hnl.lL I-UUNI' 1 HI:: HAG l L f'l UL," 
L-; ' -I~.'_J F' I~ 1 N I I H~' I I:II:: LUHGS ,::. I rHl: BU r rOI'l 11f=. 1 HE. SLA " 

PklNl l"4rw DI:-_L lljE [0 RU-- LALI:: II b~H.lkt H -II::." 

II 

~'( ' ~'. ' 
~I'~ " 

f'FdNT " \,o" .. I t:.k I ,F-: ':'~I!"S HI.oI';( . WI rH YOUR Sn lBA UEAH" .. 
Phrl'IJl 'vUII liIVI-. IN10 IHL Ot E:t-IN AI ·W t"-iC'hlN tOUh:" 

=-1 , / . I PRJ hi I ADVl:.N I UkL . _ 

' '' F' lIJl lA 8 \ -.);"fl- TUU NEET , A SS I S I, )NLi::: ' ''''1-'1:: 
HEl l 

: .:;70 DJ·(5) =lEFTJ..(Dt(~\, IQ \+" AN I1f'E.N Wlt.mnw 11\1 
IT " , Rc rUF,'. 

:-41(, I F FF :: I I:)N O NO$= "FI 1" THEN Pr-· HlT"'ynll Vf-
,;LRl.Af>Y GU 1 1 HE"f'l ON I " ; REl UF:I-I 

I F 0& (:;:'):-.49 AN D NOt .,-, " FL I·' IHf-_N F-F '~I :nR · : ')<1 

PR I N l " rHF:: 'f FI T 1\11 r 1:.1 y 1 " : PI- r llf.:N 
IF NlJ -= l'l I-~ND He 0 THf--N r 'j;'lt IT"TH?T S I·-t 1':/1 f 

S I LL '!' ", RE'Uf,N 
~ 44 . 1 PRI hlr " Yt1U U\N · T WEAR lHAl l " : f'. ~ fllRN 
~.~,()I) 

::5 1(1 
- .5:(1 
35:.(1 

-:;5 '1( 1 
355() 

REM ~~ ~_ .. ~ ~ _~ GI VE. ~ ~ ~ ~ ~~w.~ ~ . f .~.~ 

rF Cp.::.-· J jJ liND Nt)"- ll rqE~1 ::.5~ r l 

1 F Cf-"-·7 ANn NO:::. J :: 1 HI-I'I! -·.'--.8,) 
IF Cf'=-::"(1 THEN PRJ r" rHAT WIN I rln AN'{ 

GOOD! " : E E TlIRN 
PF-. I N I " NO rH I NG HI- x l vJANT S J r " : Rf. I UF-'N 
1 F 01:1 (4)' 9C"J THE N , 'ri 1 N r" {f III I-h",I..'f. j\J I [ .. I I I 

IT" , F:' rUr.:N 
"':Sbn OB<4 j :::1 , : ])8 f '"': ~:;; I 'I 
3571.' PRINT" SUI'H"I HIHI:; G! INr -, fl'l THt f fIF:I'U (.''' : 

35~'Jt , 
:;""'I '() 

::·6t::i 

RE1UHN 
IF OE'(~~) 

RETURN 
9'~ Tllr 'l t' I"'TNT"yil ll H,, '.' I II I 1:'llr 

OB (5) ::(j : E X ( 7, .-' ) -, I 

PkfNr"IHF I- ISH SNt!lt :HE:., Hll:. ~sflill 11111 ' 
F:E1Jf-.·t S f O Ii (ilF-·NL!-.' '' 

T!(7 )=:-"'( IIU nh'f: IN f't ; 'NF-I.'N_ 
CORNI-f< Ii " 

fl 'l ! I IF. 

OJ ( 7 I =- " 8 i "\IFF 1 SH r' 
HlJr.JF" , RE TUr.IJ 

r , :I v.J [I~I , ! , I: II f )11 

iJ M·· .. ,.~, I'""' ~ . ~ ,.rl lIl 1.1\ I 
:.-, I 11 lif.t,. ' . J • • 1 !I ~rj 1'1 INT " dlll 'If " 111 I t "li t 

•• ti l I ', II', ' ":I.' !- llJPH 

, I", 

· ... ,1'1 11 I-JII:' f!~ll, tl I _ .. 111~ 1 r r .... , lHFI,/ f.·HIrl l " 1111 hi · 
1 ~~ I ' 1 I r" [ 1/ It ~I-Y lh\ll- ; <' :1 .:11 1 11 ··1 -1 

.",' ". 

,1-1" 

... ,t.'" 

.... ' ., 

',:,-., 

11 ! :-' I m-' 1' 111 IIIf I o.! r-· ' :lr,lr " 'tllll , t,t·1 1 1', 1 

iii, . I : h I- IIIhlJ 
II I II ! I I JI N I f-· [HI" I I ~'I RI 1',1., 

:1111.111 !-II''':I·/ !' If:l\ 

I IF I : I I tll 1 . - I ' : I" I tl ! " II !I ! t ( t I 'r·:!'I! - I (,:-. J L (" 
It .! ' - " 11111 ,1HI- 11-1" 1,'(I(,t·ll.J1 1H I,ll 1I1~1! 

l ltLST It I JIll 1-1 1 UII I I 
I.' ~ , 1 " ~ -"" : I~ I:- 1 I 11,' 1, I 

rlll .T I Wf· f· : !..,·l llll · N 
II HI 

f-'/ . tk~ ' ": f,~ t [I F-.N 
" 1 'I , [NT" 1 ~II III 1( 11--" 11', 11,1·1 1 t-lIIVI, Ill- I t;N I 

It I I,' : IIH, 1.) ~t'I : N .... 1. r 
'. , '" , II' --·' 1: r- '( t :'1' ~ 4 1 _ 1 0 

.~ , . If "·. " "y ( 1I1 l 'tf.:E 'fl II rtlkPlonk vIllI-! 1--\ 

_·.ni·,' 

I IlhPi: r'll I .(ll N(, vJE..ST' 
]).1.(· · .. 1) "(i I (II rll-'ru l , J '!r)I-I{\r L ~I) nl 11lt- ' II ~ 

~;I ! '-. ;-;1 11 f l NG,": tir IIJRN 

I·LM 1o " .. . ... ·- · ... IN'JFNTLJh'y .. •• .. * ... ·. ~~". 
j-'H:Nl: F·f.: l"IT ":'1113 Ak~ CARf::'t[NG: " 
11- JI>! I' fHF.N P F.· IN1"1'1(11H .lN[;''' : kE:TU,",'N 

";.8-,r;, £-Ok f =:- 1 rtJ 1(1 

·~·B'\I' I I- Ofq l )-'---19 r HE N F'IiINl"A " ; (18t(l) 
:'851 , 
::,9'>1 1 

Nr-~Xl: RFTURI'I 

-.9 l d I--'RI"' T :" 'F-:lN \ "T HESe {)F-:£ THE Vi-R8S VOU I'IAY 
USE : - " 

;9.~(1 I- On 1 =-1 TO ..... \' : P f-.· [NT V8J" t l),. : IIl r-XT 1 
3l1:,(i HdNT:i-- 'RlI-JT " (YOU NEED ONI Y TYPt;., THE 

i- I h S T I HRF E I E r1E:f-' ~, ) " : RE·' IlIiN 
4I,)r)l/ hlt·! .... * ..,. * ... .... ,..~L OOI:*4i-II .. .. .f!* ... + jt. """ .... + .... 

4tl! t' Ph·IN l: f'!iT N T Tt(CP):PRINT Dt· {CP) : IF CP-=:':"' 
f Hf..N ll-=l: RrTUF;N 
FO!-: I : I 1'0 1') 

-tt,I :::\", 1 f J -5 AI'JD CP= 1 5 1 HEN 41151) 
'10)'10) I F 08(li =CP T HEN PRINT " ... , " ~ DE'Cf:(J) ~ " IS HERE" 
4IYS,·1 NE t 1 I 
'1!/f,!_1 ~'RINI : F-'RINT"E X} r s : 
~ U~IJ IF E \ (CP , J) 0 THEN PR I Nr"NOR1H 
'11.l 8(~ I f- f )'( Cf-· y 2) '-, 0 rHE N PR INT"SOLITH 
·h·9(, 11- EX~CP . ;) "1-' THEN P FINT"FAS T 
'Il l-H I I .... I- X llP, 4) 1~\ THEN PF'JN1"\'IES T 
I.J 1 1 ( ' F·F~ nlT : PI-: J Nl : Pf.. TN 1 : RErURN 

RFM .~.~**** . ... rNt TI AL[ ZE**** ** * *** 
' IN -= 14: V\) = 11 : U-' c- . 3 : 1N :: l : HC: =- O :~I~ ~ \ !:u- 50 1 (1 PRII'lT " L.;" 

I):rr· O ~ LF :.-",:; ..... PRI NI SF--Lt 12 ) "NEPTIJN~_ ..., LA')'= f.:N~" 

OIH l(J.i \ ? 4) : 1)11'1 E ).l·';il . ,_I ): Dll'l N U J'I-JI'I!) : nl t-I VI;-i J( S')?,I) PRINT" YOU HI~VE FOUND r HE MAGIC PLUG rHAr " 
v v , : DIl"l 01-d~1 I..l' : O l l"lllbl l \)! !"i(1 41 ~' ~R1 NT"8ELONGS AT THE BOTTOM OF T HE SEA, AN D " 
5 1 )1) Fiih 1 = 1 Itl '.:q :::: "1(150 F'R1NT"DFCIOE T O Re;:-F'L ACF I T BEFORE THE WATE R " 

t-

! 
:;1: 

,ii, 

I! 

Ii~,;~ ~~~;h" i ,I~;Fl;>~4',~:' OR I - , uf( I ~ , ." THErJ LD r ! ~~~;;~ gi~r ~~~i:f~~~~::: "J::::::::::~::~: G::~::~U" 
~~~\r' J ~ O~E : -' = l l l tJ > 1 : HJh ,J -: 1 10 JJ: heAD f::..XII . J) : :~{ 5 11...1" ~~:(;;~~~~ll:CP=:-; : lN =- l :HC=O : WF=() : LF=n : UF=() : t~; 

liE ;~"j LJU;!",~:; e;,;: :,:g, :!ti :""" '"'' I ii ii !i~ , i;r1i: ;;:: ":::; :::':e ': ::: ::,: '" e", ee, i 
~C;I(' I F U .. = _ ~' IHE:N i-· f::IN I " WI1 H ON E S WU"' I SNAF THI:: TJ;. (r) = Tt ( 12 ):OJ;( 1) = D:£(1 2 ): GOTO 5160 ~:r 

~:::;'~~':i:'~:~~~:;"~:~;::::~:::::::::;':~:~::;::':':~;~~,~;:::::::::::::::,,,,:,,,::,:,,:,:~:::::::,::~::::,~:::::,:~::~:r~::,::,::::::::::::~:::::;:~::,::~,:~}f,{!:,;:~:~:::::~;::~:,::";,~;~",,,,;:::::,::::::::::::::::::::::,:::::::::::,:,:,::::,,:::::::::,::{':?::@-
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APPLE De continued - -
J:',. I , [I- I I- ~ 1 ," i H~ N 'h' [ 1-1 I .• I HI: ;:>1- I I If-:. tJl l I HI: ~ I:: A-

1;f,1 Hill ') hI-I "iLV'!' i ! 11 ~I IJ[,.hJiI ~,' IIIU "It: 1-' HIJkh : ('[: Ilt-I~rl-I 

IH ~ I 1 iI'll:: [HI E H"iI- i Hili JUIJS ' ": bul(l ~..: •• ~tl 
" ,"-, '", f- H I H ; " .. ! I ! ! I f-1 [ HI tH" I Hi:, i I III, ()~\Ui-'S i tIl u f HE H 
:.1 t-- ~l"!I' iHI _.l·) 1;" II-II, vJH!, j-.'~ r,!((IW ) / III 11Ihtbkh lllL I,lluhlS 
, , 1111 .-.,",VI--L fill. :) /;-1-1", ' 

" ,.,\. . ! 1'It-IiT "111' . I II! HI ,1 1 II I II I ,', ~ll'r d J, ' : r·', 
'-,' ,',,, 11 i E t I I .,.j. j , - ,. I " 1 H~ N hIli! 
' ," ,,'.1} I·I~ 1 Ii I ., ;I'YI F d .. ": \·l I I If ; : I 

hlJ '! • • ",. )0 .. . , ·l,t '.1 f· I ~'I J ll'-Ib " ' " ........ .. 

, .1 '1" J"tr .. ' ,;, " r IIII "HI" liN 1 HI: ··.[: ftHI I', I! 11 I';" 1 WI ..,' , '. 
I II III 1 I 1, I ~', h I I I I,H I 111...;.\1 HI I I , " 

·v'.·" \'1 \ 1, 1 . 1111,01'1- 1111 iHI " I HI:lI I I, I I I 1 HI- ~LILliH I, 

H.,I·IJ,·,I I r l.' W,...I I I Ill·}! j' , . HI 1\ "d " YIIII.' 
i ,, ;II' '"III Hr.'I- II,j I 1,'I >loJl II~ 1-1 WllIHJcl1 DUllk. 'rUII 

1 ,,11 ': 1-1- 1111 Il;.ijlll f.. •• , 
,'0,"1' P,':i" " , 1'111 'IHI- liI,1 I HI !-.[ HIII U . I U I! II:: -=-(IUIH I', 
1· , ,1,,' 111,1. ' i n l'JIII I IIH'H h':, lil1ll '.II: rlllJ , " 
,.,,', .... ," 1'/ , 1) " , Illi Hh'l liN 1111- ' ,[ .,HI U . Iu IHI;- SulllH " 
h"I,Hltl I, I. LoJ'lil ~'h t '=' 1\ :.l 'llt ,l i t "',..,11 H , Ii- .f Hl>Jl.lD l i F,lHJfr-Hi 
I1/J I! 

, p, \ 11l ' ,I!!I i .I 't 111,1 11-11- !-~t-_I ,I.d I ' . III IHI:: ~Uli!H I~ I-t 

HI,liI"f"II-I' Wltll .H Il II I til tJu ':0 IHI- ~IHT tH ..... r ... 
• , ... 1" r lJ.1 ,,1-'1- It/ .... IIINI,. I IJioJ I ,·t'Ji::I · I.J. ~, I IHi-

• ,,1,' 1 111 ', H l 'tf.l;l· .HI tI ff I J ~H I ' ,1.>IIf"'lf"!II.Ji , Hi-OIJI-i[l. " 
,~,' ;0;" I '" I , . ' \' I 111 I,l--'l 110.1 ;, HI,' i bl-lll t I I I 1.1" tf"llI!: k , 1 HI-
d •• 11 .... 1 111tf~< ,..'.I,ll' RUII\ l,lULo) III ... lllt-H'U .F.;THlI L Ibll'r _ " 

\or-:) ,..., .. d III "H, ('N I ' Iii 111 r' L j 1 I j ,\'1:- h'lI LoJ 1 I H ,... 
HilI" 11l111h; ~,' !HI r' ll, I III' " ,II "111 .'; I-f ' I·H. lil1l,I['lE." 

j ." , J,,'\I,-, '" TlIlI"I·I' III I , hllllj'l f-IILL (If- 11I1J·JL.h1 
..., 1'/ '1111 ... ;f-h' Ilif., NIl . t ~ YI IUI, HHII Lo Il.J I·, Ff-iIENIJL', /,I", HflJ EI-< " 
6 1 1Cl DA 1 {~ "'fUll I-il-<I I rq 1\ ~,I'II~[I kOU!'l. i Hi- '''IJf,'IH W,d I 
HAS A S f"I ALL WINDUW I N [1 il trHlIl( ', il \.>JltICH lUU u:-.rl !,F C . 
r H"" SE!\8ED " 
(") J 7 0 Dl'r 1 A "'(i lll Hk ~ I N I-~d\l ': 11'1 - 14 - i i IhL I ~I ILfHI( i:. h:1.I1 11'1. 
T HE WALl.S . FlfJUR r"~f'J}j I.:LlUI· "';lhL .tll SL.'l f'11,~ 1"1 ;: ' ,'.f,1 ,\1 i rill 
E X) I S" 
~ 1 --" ',) DA I A "VOl I AH! I j.J H I 11·/ ( I r I I l I:. Huul'l I! IH I I ' , 
OCCUPIED 8 ''( A f'Hl::.Sr 11'1,';' k J I:ti::.D WIIH JilL iN[ I U\l ~" 11 . I, " 

6 IQ,· DATA "YOU ..... h'1- IN ,,' IIJlII.'·lllt·,f. h lllt!'I . l";I-":_r 11I!r· 
S t,..JI HI.S I~F:tJUN D 't L111 !\ND 'tLlU t-l:l:i , i hdl.tT (1If\!,HlT !"r, ~,I" 
61~,'1 DAIA " 'Y Utl HF'I-- IN .,.\ GIII(IM'r ,~IIt , \--f-h'IL }-l " I t . ': ,11 

AROUN D YOU ARE IH~ (iuNl:S 'JI' LflHL' r'Lhl, i ... 1'L(JI,lh~. ' " 
016~') DI~ l j~ "'tOil I:,Pf 1"1 H SPI J .... h!- l,f!III'l, It-It:. :~I'l i ll i I'), II 
HAS 1 HE WDROS i)U Nu I I:::.N I f:h ~·,rill\lE:. r I _ IIIL I!uf, III I-->NI ) 
\.>J ES l Dl1nkW(-W S ARE I kt7,WI II-Jr . \.IJ I rJ I SF r''' 1 IkU I J 'l ~ ," 

6 170 DA ·r .,.\ "YLII.! Ah'1: 1"-41-1 t II· r ll! HI. 1:'(11.111 WiiH ,... 'TF, 
STkONG CURRENT THHI SWliil S ' ':lkfiLINLJ lHl hi II I)" HI>JI' u l lWIJ ' i 
HOLE 1 N THE F I UOf," 
tJ 180 DAI A " Y ()U P,f..:F IN ,.\ (OF-.h'llJUh: [.IJIII I Ii !-J 1r.:UNl. 
Cl JF:REN T G01 NG \.>j ES r .y(IUk LIlH'y I ':) t111.11. 1 t::D ,','( IIIE ARI·I ~. I II 
() HUGE RA 11>J r-I( )t,..J LUI O~' l- II rJt I UI-'LJS. " 
6 19 1) D()T A "YUU HE I N ,."\ ~HI i-W Hl·UE:.r , L tli·I I,]N:; cr .. [ IU I 

AI\lD FEEL I HE F L OW uF W.:4rfR III THE' LoJr ~ I ' 

6 2 c>O DATA " YOU SEE:. A HIISH Of ~Wrr~'l ING r..JH I 1:.1, /-HID H ·K E 
T H E" ,1AloJS OF A GRF,..'\l WH I rf" SH"'\R~," 
6'2 1 ( . 
6 2'.20 
6 2:.0 
o:?40 
6'25n 
1 5 
6'2hO 
,21 , 0 
6270 
2 4 , 23 
630(1 
63 1 ') 
6-5~() 

6::~,(1 

63 40 
6 350 
6 3 6 ( , 
6 370 

3 8 l...) 
6:·9(1 
64 (HI 

R Ef"1 • • *~""' '' ~ ·~ I!- I::.XIIS. ''. l\ it tt ... ".. .. , ,,. . .. l'. '''' '' 
DATA 
DATA 
DATA 
OAT I~ 

I..),u,~ ,\ ), 1),;',::' . 1. v.u . 4 • • · • " . \I~ ~' . 

O,l' , 6 . 4, ,),I). ' I. ~ , ". ','.13 . 11. ,:,,14,'-' . .. 
(',15,", 1) _ " . 11-. " ),11, ::,.1; . I:" , " , " •. 18 . 14,11 
7 , ,I, '), I j, R, " ' ., I ~",}, 9, _, J • j t'- , I/~ , J"., _ , I : ' , 

DA I A 15 . n,i.l , ~I) , lI~')." , ., •• 1 , • .!. ... ~,...: ~I .• ,. 1,=1 . ':4. 

REM .~w~* ~ ~II: · ~ ~OAJEC1S "' •• ~ ·. ,,,,,,.,,,,,, -

DA T A I' NI FE . ::' 
DAT A P A I r. OF Fl i F--·PFRS . 6 
J1A'r A ".EY,ll 
OA f A CI ,UI"1P 0 1- SFf~ LoJ EFn,l) 

DATA RO TTEN llLD BOhlE , 1:-; 
DAT A f"l A GI C PLUG,c;.q 
DATA r' ELLO W P A l R OF H I~NDr.UFF~ . " 

DA fA GREEN PAJ R OF HANDCUl-F~ . '-oI 

DATA R E D P A l k LJ F-- HANfJLUf- f- ~ , I J 

DATA BLUE PA I R OF HAN DCUt=I- S , 1 i 
6500 REM .~ * "" " ***_~_~w_ NUUN5* ~ ". "'~~ It* .~ 

6 5 10 OA f A NOR.SQU .EAS .hJES . DOO.LH ... . W1l1 . l<i.JI .I--L I . I I:.t, 
SEA, BON~ r-LU,HAN 

6520 REM ... tt ~ ... * ~*~.~* . * .VFk8S .~«.~~ •• ~~~~ 
0530 DAT A GO. GE T I ORm·· , CU T , ("JE'~ f' I GIVE. . UNLOCI , USE , 
I NVE N f ORY , HEI ~ ' , L OOV 

COMMODORE continued 
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!'.ilMu Nf xT 1 
::.1 7.) rm·' [ :=oj 10 .:'4 : F-Il k .. '·-1 TO 4:h:I::AO' EY.(l " l):Nt- \ f 
518·' F I IF( I :::: I TO I t I : !--'FAr, or .. 1 ( r I • tire ( T) : NE-)' r I 
~,lqtl 1-111, f:;:j 1fl N~J : I-"Fi4P Nn-t' II:NE).l I 
"',~lIfl F-t11--' 1 :.. 1 Tn v',,' : f·'FAn ',J1=II-'I' : NF)T , 

':"', ' J " [-. n c.U8 .... 1· 'l"-' : Rt TlIF'!'II : kF I1 I nn. 
::-j~, II' Rr f"I.II •• ); .. . ' ,. ... "" )- ¥ _FNf •• ,. ... ... ,. * .. ~ ·IHt "'!: "'~ . " 

, 1 . 1 

, cd !} If- I.F'-.'':- THI-N F'RINI "WI"11 H s nAP, fHI ' '-'1-I,",h:1 1:1 11:, 

tlF F Yllllf-.: III-J\U": r-;nl n::.~, 7 '·' 

'-,::,,'~) T.-- 1/--';;:- 16 rHFN F'h'IN f "YI1 11 I IA\)I~ ',lFF'j- 'I ]1 l lF'! " 

F'O I '-') 111'-1111 15 SF A - URrH J N" 

' , ~ , '. ") If- 1't' ~' I', lHE:I J F-'h'IN' '' 'r(111 PI!-=" ( .. H(II,'1,1Itl J 

DF H I H . " : [.;r .... r II '''";;'7(1 

')";14,) F'HI~'lT"WJ 11-1 {~ ' I I IlIN~ IHf 1'1 111. LH,III ", It·J II I 1111 
'/',~,t ' l F'h"I' J r " H(JI F- ,;rll' I HI- h W!I,1 INf. "JAIl I.:~; 101,111,1 . 111 I 
','- ,ell r':·r.;· I~ll "I IltlhPAI,tj 141·rrlf\l'.." y l il l ~, , ~\'~ J) 1111 :1 , ',', 
' J-=-'/ (' l"If ' 11 r "1.'1 {rllt ltJl"!l 111 1"'1 ('or "h, . 1 tl " : 1,' 1 
L,~,81 ) I ~ I I- F 1 f \ h' • • I ) :; " f " 1 HI- H 1,'1 It-! 
'; :--,91 I I.,oR r t J r ,. 1/ 'r r .. H 'f [ " ; r:. r I IF-'N 
61,,)0 I Fd 1'1-1> • ~ ... 0: ... ". " 1'-1)Fs rRl fo'T', I INS " "":' R· • • ' •• • \ 

~. q\) DATn ;" ,(IIJ ,.:.kE. (II'J TH[- '-;[ ... [<1 [)~ :HF t,..J/-1'( WI '-" I . " 
An tt J)A1A "RlfWt'IJi rry t, HIGh l"flra.:.1 RI="If. " 
.... n'2., 1'~~I/-1 "~nll Hf.:f (IN lHF ',,"(\kf r'. If 1 rlU, '~llll llf f ~ " 

o « ? 1 [J f', II . " 8f.'1RN, \1 l f 0 ~, rl-' I l 1 CIt,..J~ f.' '; "H'I'/ j:. dlll, " 
O(I~, I. Ohio "ffJII I'-~RI-- IN J.:1,'lltIJ 1If- fl v/IfLIIIHJ 1)1)"",· _ '( IIII " 

o'>~·1 0,'11" "[";N S ...... Nn f[/lt.Jfll 1- . " 
o'.I''h' O?ITA " Y[IU HRt- nN lHI S~"ifll D. 111 jill- '~nl1f1l ,~ 

6\..141 NlTA "HARN?".r:t,FI \ W?-:,tt 111 l1-/I f'~ HH1II) f Ylllt . ·, 

":'~)=-'I) [)Arq "YrHl 14F:i= ON rHf- .-';F nl-tl-li. I'rl THF '::t llll'~ Ii" 
6(ICjl OAT"l "H~,R tJ,:~rl FD l..jkLI Hri~ A ~;1'11!11'" h.l. H nF 

SEAWf::t::.D GRIJ"J [I'll, lI t! I I . " 
"""'.1.,,) OP,TA "vnl l /-iRE ilhl lHI- C.FfiHVf'. I '1 rHF ' ... '(Ili1 H " 
61)A1 Dt4rA "IS ,:.) Bt~ ~':IIf',U ~[) W?II_L.(', r[ [IT fILLILI' rHF 

[,oJAY F,.iSl _ " 
.")(1 7n D?) I A' "'( nil HPI-" IN H I nNf,.1 nvl 1 (WFJ..·t'I.f'l 1 JHF rAI," 
h', I,! I DI~rH "1=1'111 A I A ... ·',I:_ FH INl:f-l ~, H 1("") ':.lll ll'lI-1rNG ,~ R [HIND ." 

'-) 1 '8n Dt11i-t " V')11 ~4kl- 11\, r, t:ik 1,;,H I ["t I 11 rH,..'j1'1I II ... I--' • rHF" 
..... IH1 lJAICt "I-It'll I S .FL[IOR ANr f.:.·III1F- foil [1t,..J Ir·J :-jHIf'If'1Fr:-rNG 

lIGHT. " 
.... '.,'7,. OAli"i "'fOil APE IN I ~ [Ilf"ll y 1 IT l~r't-PN t,..JlIH /1 " 

01191 \JJ""lA "l-jIIGF priOR Al fHF 1 ' IF-' J-"Nl, . , ( II I "(',N '_,I:f- Nfl 
HANIJI E." 

611/1 ' l.h\l~ " YfJIJ ( .. hI- IN (1 RUtlM 1-111 I II. Hlltll,r-'y' 
/-, I (I I UA -, A " O:.I-I~ f-H IF-SF'=. . THF f Nl 17 ZI 1 'f IILl"': H, .t·lr) ) N t-t 

F~' {FNnl 'f MANt.Jf F'. " 
hI t j~1 ATA "YOU AI~: I IN (, ~ .. MAI 1 1{11(1!'1. dtl tllikTH WAll 
6 t 11 DA1A " H(-l'.=l A '-jMAI .L WII\l l) llvl IN I r rH~"II!Ir;H I'JH1' ~H 

'trlU CAN '=. 1-: E. THE. ',.E:(-'t RF.,.() 
..,1 .. '/) J)AfA "'fnll I-ih'l-- I~I HI'>J ,'11'1 r" I-I- I'JH'1 :.,fl llnRI [-{ (I(IM' 

S 1 2 1 OA'I t-l "I HF J..U.,! I S, FL (I(\H ~'rl-ll' r'll! 11 t4FI- H I I SP( t'~r:L 

A S ARI:- (41. I fHF I:: x I r :-; . " 
,.,1-_,11 !)ATn "Y'-IlJ Af-.'~ ]1\1 ,:', 1 11·IY I Il l ! F 1 .. <fI1Jf"l I H(41 t,., ,, 
0 1 -1 D(H "; "IIC e lll'IF[) BI n I HF'.;r It'I ~ ( -P iHI-TI ,.; 1 TH rHE. 

TNrrT141 S fl, ,1 . " 
h14() DA1 {~ "Yflll I~RF rtl A ' ~ '111' .!, Jllt...:~ ~11(f '1.hHI- Y til l» " 

6 141 DHT,', " .~LJIRLS Af.·'lllt.JI' 'tm l ~\N[) 'l lll~ I- I;-FI A Ff4 T'-1I 
fURF,EN I TO THI-- F'::'~' r . " 

b J51) OA f" "YOU 141"{I- 11-114 hi tlfl!'lY I\tll l I-I-f.' I 1--_ 1-'1 HtF.t-'1.I 

61~1 DAlf1 " ARUUNO 'rOU I-,r't=: THI- ttlJlJl • Uf LI)t\Jh fiE-AD 

F..xF'LOf~[ f·' ~ '" 
6 16'_1 PflT{\ "iOU AI·,'r ... IN h ',1'1 1( .. ........ '''I II 'I'I _ 1HI:- t.:.UIIIH 1->'11 

HAS !HE. Wl :h'f)' on fjt"T \'N I Ff,. ' 
61l~1 (IAr " "':-'8Ul E: 11. rllf- 1\1I11··IH ~ ' N[) Wl-~ll OI!lI~··I·h','r':-l / ',kE 

LI-:::-'Wt. Hlb 1.»11 H :~f:.H I II-:LH I NS , 
hl/(' PP,TA ''f IIU 1-11--'1.. I~I L, C IPIIJl I' h' hlltl~l \'1: !I! ~l (II h" f 

S 1 r'nNF., I IIRREN 1 T H,i T ';.\.oJ I PI '. " 
0 1 ' J ('f\' (~t "AhOUNO J 1 I~ F-:r~I" 11 r\I>J1'l lJ I II. If',j I'; 'If II r r N fl-fl-

F I nOR . " 
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Glossary 
Array An array IS a set of data, held together and identified by one 

vanable name (see also the entry for variable) One way of 
imagmmg an array is as a senes of boxes withm the 
computer's memory, with each separate piece of data held 
in a separate box. 

DATA A Itst ofmformation 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. 

ON N GOTO This instruction followed by a series of lme 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. 

FOR ... NEXT This IS a sequence of commands that are used to make the 
computer repeat an operation a certain number of times. For 
example, the mstructions FOR X= 1 TO 5:PRINT 2*X:NEXT X 
would cause the computer to display the two times table. 

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

GOTO 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 it is easy to have the program Jumping 
backwards and forwards so much that the program is 
difficult to follow. 

IF ... THEN This IS used as a way of telling the computer to do something 
only when certain conditions are true. This instruction often 
looks something Itke this IF score = 10 THEN PRINT "WELL 
DONE, YOU'VE WONIII" 

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

LEFT$ In BASIC this instruction is used to copy the left part of a 
string starting at the left hand end. It IS followed in brackets 
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by figures whIch indicate the particular strmg and the 
number of letters to be copIed. RIGHT$ does the same, but 
starts from the right hand end and MID$ is used to copy from 
the mIddle of the string. 

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

LET This is one way of givmg the computer mformatlon. In some 
programs there may be statements such as: X= 10 
This simply means that the number ten IS stored under the 
label X. It is often clearer to wnte 
LET X= 10 
The LET statement also gives rise to something that at first 
sIght seems IllogIcal, if not impOSSIble. In many programs 
you will see things hke 
LET X=X+ 1 
Of course, 10 mathematIcal terms X can't equal X + 1. All this 
type of statement means IS "increase the value of whatever IS 
stored in X by one." 

LIST 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 hne 
numbers. 

PRINT 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. 

RETURN 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. 

Subroutine 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. 

String A string represented by the symbol $, IS a senes of letters 
and/or numbers that are enclosed withm double quotes The 
computer will not try to mterpret any information gIven 
wlthm a string, and m most cases will simply pnnt it on the 
screen when required. 

Variables When you give the computer informatIon you have to give It 
a label under whIch it is stored. ThIS label IS called a 
variable smce the mformation 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 It by Its 
label- Its vanable name. For example, the statement LET 
A=6 places 6 under the variable name A. 

There are two types of vanable. A numeric variable IS one 
in which the mformation stored will always be numbers. If 
the data to be stored consIsts of letters or words then a string 
vanable must be used. The vanable name must then be 
followed by the strmg sign - $. So, for example, If you wanted 
a name stored the statement would read LET N$="JAMES" 
String variable information must always be In quotes. 
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