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What you will find in this book

This book aims to help you write fantasy
games for your computer by giving youan
example you can play and taking youinside
the program to see how it works. If youdon't
know what a fantasy game is, you can find
out on pages 4-9.

The Dungeon of Doom game

Dungeon of Doom is the name of the
fantasy game written specially for this
book. The rules for playing it are on pages
28-31. These pages are called the Book of
Lore, as this is the name fantasy gamers
usually give their notes concerning the
rules and conditions in their fantasy world.
There are detailed explanations of how the
program works on pages 10-23. The
program listing, which you can type into
your own computer, is on pages 32-45. It will
work on the Commodore 64, Vic, Spectrum
48K, BBC and Electron. Conversion lines are
given where necessary on the listing pages.

Typing in the program

The program for Dungeon of Doom is very

long and not easy totype inaccurately, so
you should be prepared to take itslowly

ahd check it as you go along: You may find

the program explanations difficultto

/'understand at first, too, but don't be

/discouraged. Take your time and read them

Jas oftenasyoulike to make sure you really

4 follow them. It may help if you type the

r ) % game into the computer first, then play it,

4. referringtothe explanations as yougo

~_along to see how the programachieves

“ whatyousee onyourscreen. =/

}’ou may prefer to play the game before
finding out how it works so that you will not

now what to expéct To do this, go straight

Qpage 32and type in the program without

odking at pages 10-26. Youwill a

Y 0 fDu geon of Do

‘need g 2

Going further
There are some suggestions for expanding
the program on pages 25-27. If you practise
making changes and noting their effect, you
should be able to use what you have learnt
to write programs of your own, using this
book as a guide for ideas and techniques.
If you get really keenon fantasy games
you will find lots of ways to extend your
interest. Some of them are mentioned on
pages 46-47.

(o B ) )
The story of Dungeon of

Doom
Slipping back through time, you chance
upon a land where dragons dwell and
people use magic. Here, youfind the
once-fair Castle of Crekkan lying in
ruins, devastated by the evil sorcerer |
Klimm. In the hewn-out caverns
beneath the castle, monsters and magic  |§
traps guard the treasures thatare i
stored there.
The survivors of Crekkan tell you that
worse than the loss of their gold isthe
loss of their Magic Idol, hidden inthe T
deepest level below the castle. They v v
are desperately searching for a hero
who can retrieve the Lost Idol before
Klimm turns its powers to his own evil
ends. They offer all the other treasure
to whoever succeeds. Several intrepid
adventurers have tried already, but so
far none of them has returned, and
people have started calling the castle
ruins the Dungeon of Doom. Now it is
your turn to chance your luck, if you
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A fantasy game isan adventure game
with a difference. An adventure game
usually involves a dangerous
expedition, or Quest, with obstaclesto
overcome, enemies to face and
treasure to find. In fantasy gamesthe
added challenge is that players donot
playas themselves but take ona
character, or role. Because of thisthey
are often called role-playing games, or
RPGCs. The nature of each character,
including its powers and limitations, 1s
determined before the game startsand”

players must react to the p;ggbiems il}_‘f =

the adventure getording to their
character-typge.
_/’)

£ Double door

’
/

‘Whatis é fantasy game?

The aimof the game isto gain.
experience and survive. A characteris
rewarded for success by being granted
higher status, so a player can use the
same hero in lots of adventuresand his
powers will develop all the time.

Inarole-playing game, several
players may take different character-
types and go on a quest together, buta
player can go on a solo quest, asin
Dungeon of Doom, and this can be a
gooday of lgarning hgym@ph&y-r«—w“._ﬂmm

/ ~ ;
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Silver coins

All these dice are used in
Dungeons and Dragons™.
The different numbers of

sides allow different
£ ) - THEER .
calculated.
12-sided die
10-sided die

;[sided die

|

4-sided die

/
/
/

8-sided die

20-sided die

Dungeons and Dragons*

Anybody can invent a character and think
of adventures for it, of course. Butasa
fantasy game gets more complicated, with
lots of characters playing, and more
monsters, magic and treasures, it is useful to
have a set of rules as a guideline for
conducting events. This ensures that the
game is consistent and fair to all players.

The first people to publish the rulesthey
had developed for their fantasy game were
two Americans, Gary Gygax and Dave
Arneson. They called their game
Dungeons and Dragons* and itappeared
in 1974. In this game, you use many-sided
dice, like the ones shown here, todecide
character-types and calculate the outcome
of battles. You draw a map as you explore,
like the one that has been started on this
page. You canbuy Dungeons and
Dragons, and many other fantasy games
that have been invented since, in games
shops (see pages 46-47).

*Dungeons &;121’ Dragons is a registered trademark owned by TSR Hobbies Inc.
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Fantasy games for computers

As fantasy—type games became popular,

%o donmmnframesand
ecomputeﬁsA_ .

One solution is to use computers simply as
an aid to fantasy games, and there are
programs just for making characters,
planning dungeons or deciding combat
results. New games are appearing, though,
which use graphics for locations, like the
one shown here, or in which the solo player
can take a different character each time he
plays, or play with several characters at
once.

Although Dungeon of Doom isa solo
game, you can create a variety of
characters for yourself, as ina non-
computer role-playing game. You can

e

7

also design dungeons, which appear as N

a plan on your screen. This screen ‘\f\&%

shows a half-planned dungeon for §

Dungeon of Doom*. Q\Q
Some of the computer games you can §§ n

buy are given on page 46. R

What sort of program is
Dungeon of Doom?

can adapt them for programs of
your own.

The structure of the program
could also be adapted. Itis
divided into three inter-relating
parts. The routines you use to
create dungeons and characters
are programmed separately, then
your creations are loaded into the
game program when needed.
You could use this structure in
programs other than games

The program for Dungeon of
Doom could be described asa
“calculating database”. This
means that the programis based
on numbers, and actions inthe
game are decided by calculations
involving the relevant numbers. If
this sounds complicated, don't
worry; it is explained in detail
later on.

The program uses sound
effects for battles, and graphics
which you program yourself where you want to work
(called “user-defined”). Once you something out first and add the
understand how these work, you result to the main program later. 5

*Screen display may vary slightly on different computers.



Dungeons and characters

To play a fantasy game, you first need a dungeon and a character who is armed and
ready to enter it.

Whatis a dungeon? Here is a picture of some
A dungeon is where your fantasy game takes place. Itis dungeons. There are three
usually called a dungeon, but it doesn’t actually haveto levels. Thetop oneisthe
be a dungeon at all. Dungeon of Doom is set beneath the first one you enter and is the
ruins of the Castle of Crekkan, but you could venture to easiest to survive in. They
another planet where aliens are plotting the destruction get more dangerous as you

of Earth, or into a cave where prehistoric creatures have godown but there are
survived. Even a city like London or New York could be greater treasures, too.
the location for an exciting game. Whenyou plan your
To be really convincing, your dungeon should be dungeonsitisuptoyouto
filled with creatures and things that you might expectto grade them so that courage f
find there. In a cave you might find a magic sword and and experience are
properly rewarded.

evil trolls, but in Space, Martians with laser guns would
be more likely.

Make your treasure appropriate, too. A Space
adventurer could be searching for the Martians’ plansto
destroy the Earth, or a Knight of Old might be seeking
buried gold.

Dungeon levels
Once you have collected the treasure from your
dungeon and escaped alive, you can have further
adventures in your fantasy world by inventing more
dungeons, which should get progressively more
difficult. Your character must gain experience inthe
easier dungeons, though, before he can try his luck mthe
more dangerous ones.

*-\w

Inventing a character attributes, such as strength, agility, aura

(magical ability) and so on. These are
A character is the hero who enters your decided before the game starts. In

dungeon. Like everything else, he shouldfit Dungeon of Doom the computer gives you
logically into the setting. A Knight of Old a score beside each attribute which shows

wouldn't get far on an alien planet. how much of that quality your character has.
Every character in a fantasy game has Youalso get a few modification points with
Barbarian Knight Scholar

Less strong, but stilla

Very strong cuu;f ﬁﬁerc& Also Gtrong, but more
Loves tof intelligent. Does not good fighter.
Low inte always rush into a fight. High mte[ﬁgence.
No maglc aEu&tV Some magu: aﬁ;[uy

No magw
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which you can change your scores if you for Dungeon of Doom is fully explained on
. s e
want more intelligence, or less strength, for  pages 18-19.) .
example .
The attribute scores determine your These pictures show some possible

character-type. If you use your modification = character-types and their attributes fora
points to change them, then your character-  typical dungeon setting. It’s your job to
type may change, too. (Makingacharacter = make the best use of your character’s skills.

Magician Thief Dwarf

_I”air[y strong and intelligent.
Avoids combat. Prefers to
use cunning where possible.

No ma_qu

Not strong, avoids
physical combat.
Very intelligent.

Uses powerful magic.

Tough and violent, des [fite
being small. Has some lesser
magic abilities, [ike seeing
in the dark.’




Necronomicon
(book of spells used
bya necromancer, -

(omamnts
with magic signs
to ward off evil).

. i
P = £

Magic scrolls

agic potions to
heal wounds.

ra

Trading post and dungeon master

In most fantasy games, the character you create will have the chance to visitashop
or trading post to buy provisions before setting off on a quest. Dungeon of Doom
follows this pattern and presents the player with a choice of armour, weapons,
food, magic items and lights which the hero can buy. The computer showshow
much gold the character has to start with and he can spend itas helikes.

[ What different charactersbuy

\have limitations like these, too.

Metalarmouris

strongbutalso
heavy. Slows
character

In most fantasy games, the rules limit what
each character-type can buy. This makes
things fairer. A magician, for example, may
be allowed to buy magic items but no heavy
weapons, while a barbarian can buy arms
and armour but no magic. This meansthat
each character-type must fight according to
his special skills.

In Dungeon of Doom the computer
refuses to let certain character-types buy
certain items, so that none of them hasan "
unfair advantage. When you create '
different dungeon settings and character-
types you will probably find it necessary to

J

Ba rgaining
It is quite normal to bargain for goods inthe
trading post. The computer allows the
player to bargain in Dungeon of Doom, but
may not accept his first offer, so he must

\

keep trying until the price is agreed. The
Book of Lore on page 29 tells you how you
can spend your gold and bargain for goods
inDungeon of Doom. J

P
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|k Therole of dungeon master

The dungeon master invents the dungeon and everything in it, and stocks the trading post.
He directs the game, warning your character about danger or treasure. He does not usually

W take a character and join the quest.

master and hero. You create the dungeon,
then, when you enter it as a character, the
computer takes over the dungeon master’s
role. You can find out how to create your

\ own dungeons on page 28.

Alan pinth‘id
or itand

The computer as dungeon

master

The computer keeps track of the state of
play. It reveals the dungeon as your
character explores, and changes his
attributes as things happen to him. For
example, his strength score will go down
during a fight, and his experience score will
increase. All the treasure he findsis
Qecorded, too.

Who plays the dungeon master? sale.
In Dungeon of Doom you are both dungeon

&

B SR

All sorts of other things might ==

be useful and could be for

(An unknown dungeon
You will probably not remember the exact
location of objects in your dungeon,
especially if you create more than one level
at a time. However, if you want the dungeon
to be a complete surprise to your hero,
perhaps you could persuade someone else
to design it for you. You and a friend could

Enake dungeons for each other.

J J

Practise being OO TUTrUTTUODD,
| dungeon Dick's Store

master Disguises

Try to think what the Bullets

characters might need Pistol

for a fantasy gamein

space, or in vampire

country, or in a detective

story setting? These

shopping lists will give |

you a start. \
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The computer numbers your
dungeons so you can save
them one after the other, with
easier ones first and more
difficult ones later. The
object of the Quest (the Lost
Idol) should be in the last

Only attributes that change ¢
appear on the screen. The
others, such as luck, affect
the outcome of various
actions but remain constant
once the character has been
made. &

Load character

Saving the game

You can save the game module programon
one side of a third cassette. You canthen
save a game in the middle of play onthe
other side. The attribute scores and the
hero’s position in the dungeon will be saved
S0 you can start again where you left off.

By using three cassettes like
this, you can make or erase

dungeons and charactersas %=,

you like and save a current
game without accidentally
erasing part of the program.

/1 Remember to label your

cassettes clearly.



What the game module does

These two pages show you the structure of the game module program. The actions
in the blue boxes show the main order of events. If you follow the red line from
START you will discover how the computer works through the program anddoes
all the jobs necessary to play Dungeon of Doom.

6. These are the movesthe
player can make. Eachone
involves a complete set of
actions started off by the
player’s instruction. Each
set of actionsis called a
subroutine. There are more
subroutines than is
suggested here, as, for
example, when you Conjure

there are eight different
spells to choose from, and
Attacking uses different
subroutines depending on
how the battle goes.

SOUNDS

CHARACTER
EAST
7. These subroutines are not chosen by the
player; they are activated by the
subroutines in the yellow boxes. Thereisa
message at the end of each subroutine to
send the computer back to the next actionin
the main order of events (the next blue box).
The computer will repeat a subroutine
every time it is told to.

10. If there are no monsters or trapsto

This is what I ﬁ;‘g‘gﬁ be activated, the computer moves onto
need to know. the next action.

kﬂF’ACINq
SouTH Which character will it be today?
) i\_ Barbarian, Warrior, Wanderer, Mage . . .?
2. Here isthe INITIALIZATION

section. It contains data stored in

arrays. How you set up arrays and why 3. Next, the computer reminds the player
they are kept atthe end of the program  toload the hero and dungeon he wants to
is explained on page 14. use from their cassettes.




1. The first thing the computer doesis go
right to the end of the programtothe

INITIALIZATION section. This is where the
information, or data, for the game is stored.

Your

CHARACTER
4
Right!
x

4. The computer now has all the
information it needs to play the game. It sets
up the screenready to start by putting the
hero at the entrance to the dungeon and
displaying his attribute scores on the screen.

5. Itthenchecksthe keyboard to see ifthe
player has pressed a key to tell his
character what to do. If he has, the
computer will branch off from the main
order of events to deal with the action chosen.

TER
E Fons ‘/ 8. sometimesthe computer makes amove
in response to the player’'s move. These are
> |'ﬂ also dealt with by subroutines which are not
Q’éﬁ&“ﬁi‘ " inthe player’s control.

9. Herearethe
subroutines the
computer can use.
They activate
monsters and traps.

TRAP
\\p -"- -

- M=,

11. Before the player can give the next
instruction, the computer has to calculate
the new status of dungeon and character.
These are affected by everything that has
happened in the subroutines activated by
the player’s last instructions.

If the herois still alive, the computer goes
back and waits for the player’s next
instruction. If he has been killed, it ends the
game. If the player wants to interrupt the
game, the computer can save it.

13



What the dungeon

generator and character
creatordo

On the last two pages you saw how
the computer works through the
game module program. The
dungeon generator and character
Creator programs have a similar
structure, although they are shorter
as they have fewer jobs todo.

This is what the dungeon generator
program looks like:

And here is what the character
creator program looks like:

If you compare these with the game

14 module, you will see the similarities.

*Machine specific conversions start on page 45.

Storing the data

Here, and on the next nine pages, you
will find explanations of how the three
parts of the program work. On thispage
you can find out about initialization.
Each part of Dungeon of Doom hasits
own initialization section, and it is this
which contains the data the computer
needs to run the program.

To put data into the computer you
have to tell it to put aside space inits

memory. This space is called anarray B
_PAEN
N

and itislike arow of boxes. An array’fc&

Dungeon of Doom might look

like this. @/oj\%
& g 8LV i %\%‘6

o

i
B

Your array must
have aname so it

string”, or “T dollar™). It contains the
messages to be used in Dungeon of Doom.
It hasto have the sign § after itsname
because the datainitis words. Itis calleda
string array. A numbers-only array canbe
labelled without the $. These lines from the
game module show how to set up this

\ What is in location
‘ \ R(15,12)?**
=

Ead

** Answers on page 47



Each box has a number and
holds one item of data.

computer how many boxes
you'll need. This is called
\‘dimensioning” the array.

5

In BASIC you write
DIM to dimension an

[ array. Two arrays
f' 4 are dimensioned here.

J .
-
¢

Here are the
messages. There
are 12 of them.

2610 DATA "A 600D BLOW","WELL HIT SIRE®,"THY AIM 1S TRUE®,"MISSED!","HIT THEE'!® > @’"
2620 DATA “THE MONSTER IS SLAIN®,"NO LIGHT","BROKEN THY *,“SPELL EXHAUSTED® '
2530 DATA “PRESS ANY KEY","YOU NEED EXPERIENCE","EXIT FROM THIS LEVEL®

0. o |

FOR 1=t TO 12

/q =R,
2650 RERD T$t1) 7 @

3
2660 NEXT 1

These lines tell
the computer to

To faut the data in the array the computer
. .Joops round 12 times and puts one item of
data from the data list into the next space in
the array each time.

Whenever a message is needed during
the game it will be referred to like this:
T$(5), where the number in bracketstells
the computer which box tolook in.

put the data in
the array.

2D arrays

T$is a one-dimensional (1D) array. Dungeon of Doom
also uses two-dimensional (2D) arrays. A 2D array is like
rows of boxes stuck together in a unit (see picture
opposite). This unit stores the room-contents of the
dungeons you plan. Itis called R and contains 15x 15
boxes. You dimension it like this: DIM R(15,15). A boxin
the unit is referred to like this: R(3,2). The first numberis
the column it is in, and the second is the row.

The character creator uses a 2D array for the four
pages of attributes and possessions. Each page holds
eight items. To refer to any individual item, you tell the
computer which page it is on and its position in the list. F
is the label for attribute scores, so F(1,4) is the fourth
attribute on the first page.

Why initialization
isatthe end
Although the computer
reads the initialization
section first, it is placed
atthe end of each of
these programs.
Initialization is a large
block of data, occupying
many lines. If it were at
the start it would slow the
game down, because,
whenever the computer
issenttofinda
subroutine, it checks
every line number from
the beginning until it
reaches the right one.



How the dungeon generator works

In the dungeon generator program you
use graphicsymbols that are not
standard in your computer's memory —
monsters, potions, treasures and so on.
These are called “user-defined
graphics”

and are programmed in the

on « piece of p

draw a gnd of §x8

S to represent” Che
Space your Symbot will
Your whole Screen 18 Made
Squares and ait Kfyémm's Syimbols
are defined in an area of "8 x 8

1

2. Shade in the Sguares €5 make the

Shape ov want
> Define the Symbot for yovr Com

the colvymns as in the pictvre. Thepn
give a valve ko each row

tcgzche.r the numbers at the &op

Square .

1030 DATA 0,60,24,60,126,12,126,40 5N

The way you feed this data into your
computer varies enormously. Space hasto
be found for it in the memory, where
everything is referred to by code.( Most
micros use the same code, called ASCII-
American Standard Code for Information

Up of-ting

Squares So your new s_gmmmabe,tw.

row by row. 7o do this’, you Mupmber

addt'rg

edch celvmn where theve (5 a Sho.afded

o

Initialization section.

The example below shows how the
potion symbol was designed and
programmed. The same method isused
whatever micro you have, although the
commands may diff;

/2861326 8 ¢ 2 1

U

448+16+32=50
B+16=24
448+16+32=60
24+G+16+32+464=124
2e4+8+16432464=126
244+8416432464=124
4+B8+16432=60

er

3

Interchange). Many of the available code
numbers are used to refer to the keyboard
symbols and other data the computer needs
to work. But most computers have some l

“spare” code numbers that can be used to
label new data put in by you.

Putting symbols on the
screen

You place symbols on the screen by
pressing a number key. The computer
needs instructions for relating the key you
press to the ASCII code for a particular
symbol. Here are the lines that dothis:

A number is the same as any other

eyboard symbol to the computer and is
referred to by an ASCII code. VALtellsthe
computer not to refer to the code for that
16 key, buttoits face value.

e

(o}

R(X,Y)=location C0=0S+6 I=key pressed

250 LET RIK, V)=C0+]

OS is an offset number, used to calculate
ASCII codes for graphic symbols. Here,
OS=ASCII code for the first symbol. The
nextoneis OS+ 1, and so on. However, the

| first five symbols are only used in the game
module (see page 44) and do not relate to
number keys, so a definition C0is
introduced. C0=085+6 (see line 770). The
computer now skips the first five symbols
and calculates C0+Ito find the correct
code.




More routines in the dungeon generator

The dungeon generator’sjob is to let you
position the symbols you have defined on

Sends the computer to the Help
routine, which reminds you

which number represents which |
symbol.

160 IF I#2"7" AND 1$<*:" THEN

Moves cursor to
the right.

5

Saving the dungeon

Finally, the dungeon generator must allow
you to save your dungeon. It does this by
remembering which symbol isin each
location (a blank counts as a symbol, too)
and saving this information in a long line as

..7,/

460 LET S§=""

470 FOR J=1 TD 135
480 FOR K=1 T0 13

490 LET S$=S§+CHRE(RIK,J)
300 NEXT K
310 NEXT 4

DUNGEON GENERATOR

520 LET S$=8$+CHR% (1X+05):
LET 5$=5$+CHRS (1Y+05)

330 LET S$=G$+CHRS (LE+QS)
340 PRINT tab(1,4)"ANY KEY TO SAVE";:
60SUB 430

550 OPEN 1,1,1,"LEVEL®

560 PRINTE1,S$

570 CLOSE 1

580 PRINT tab{1,4);
LEFTS$(B$,K)

390 LET LE=LE+1:605UB 700
600 RETURN

£

o

120 IF I$="A" AND Y>1 THEN LET Y=Y-|
130 IF 1$="1" AND Y(1S THEN LET Y=Yef
140 IF I$="N" AND X1 THEN LET X=X-1
150 -1F T4="M" AND X{(15 THEN LET X=l+1

/——%1 GAME MODULE -
17 tab(0,3); "PREPARE DUNGEON TAPE"

your dungeon plan. Here are the commands
that allow youto do so:

Moves cursor up
screen.

Saves dungeon
(see below).

/ S

Moves cursor
down screen.

60SUB 230 © Moves cursor to

the left.

The symbols that come
between “/” and “;” in the
computer’s memory are
numbers.

a string variable, called S$.5$ can thenbe
loaded into the game module. Here you
can see the save and load dungeon
routines side by side.

1780 LET N$=T$(101:605U8 370
1790 OPEN 1,1,0, "LEVEL®

1800 INPUTEL,S$

1810 CLOSE 1

1820 1=1

1830 FOR ¥=1 10 15

1840 FOR 1=1 70 15

1850 LET R(X,1)
=ASC(NIDS(5§,1,1))
1860 LET I=1¢l
1870 NEXT X

1880 NEXT ¥

1890 LET u=astmwuss,1,m-os—l
1900 LET IY=ASC(MID$ (5§, 1¢1,1))-08

1940 LET LE=ASC(HID$
(5%,1+¢2,1))-05

1920 [F LEXF(S) THEN 60SUB 1960:60T0 1770—'

1930 60SUB 2790

1940 LET NX=IX:LET NY=IY:LET DX=NX:LET QY=NY:
LET DX=253

1950 RETURN

*Not on the Spectrum. Conversions are given where these commands occur.

17



How the character creator works

These pages look at the character creator. Initialization isat the end ofthe listingas
usual. Have a look at the arrays. It is easy to pick out F$, which namesthe
character's attributes and goods for sale asitisa list of words. But there aretwo
number arrays which you may find confusing. These are explained below.

£ om0 DT 20,16, 17,T5:8,10,8:6 o[>
L0 1250 DATA 18,15,9,, 14,8188 ol

1260 DATA 20,15,14,12,10,8,6:8 .

“protection”).’
numbers show how much offensive power
(magic, weapons) or defensive power
(armour, potions) the goods in F$ have. The
computer uses these values inaction
routines in the game module.

RememberF is a
number array and
F$ is a word
array. They are
two completely
different things.

contains the
prices of
goods on sale.

A Barbarian, Warrior or
Wanderer can buy chain
armour, as their flags
are on (1). The others

can’t, as their flags
are off (0).

Here is another number array which looks
rather different.

© 114G DATA®00001",*00011","10011" ..vviv o
© 1150 DATA*00011","00011* 10011 . ....uuo |2
0 1160 DATA*11100","00100", " 11100 ¢sveeeo

These sets of 1s and Os are called flags. For
each of the goods in F$ there are five flags,
which indicate whether a certain character
can buy that item or not.

Routines in the character creator
The lines below define the character-type 120 If intelligence score is more than 6 and
according to changes in importantattribute  morality score is more than 7, then

scores. If youlook in F$ and C$ to find the character-type will be a cleric.

words you need you can “translate” these See if you can write similar sentences for
lines into sentences: the other three conditional lines.*

To find out which
attributes are
concerned, read FS$.
The section on 2D
arrays on page 15
tells you how.

120 IF F{1,4)>6 AND F(1,B)7 THEN LET (=2
130 IF F{1,4)>8 AND F(1,7)37 THEN LET L=3
140 IF F{1,1)>7 AND F(1,B)>5 AND F(1,1)#F(1,2)>10 THEN LET C=4
150 IF F{1,1)>8 AND F(1,2)4F(1,3)>12 AND F(1,8)(6 THEN LET C=3

Finding items on the lists

The character creator is in four pages with It says (J—2)
T : : CHARACTER CREATION because the to
eight items on each. The line which tells . P
the computer which item you want to POINTS ,:“"’ lines :":;‘st
modify or buy looks like this: B e

270 LET N=B#(J-2)+K VITALITY
Nis the item you indicate with the cursor. f'&%&g f BENCE
Jis the number of rows used on each page. EXPERIENCE
K tells the computer how many rowstogo LUCK

s AURA
down the page to find the item. KORALITY

18 8tellsitthatthere are 8 items on each page.

*Answers on page 47.



Bargaining

Bargaining is an important part of the
program. Here’s how this routine works.

You type in
the amount
you offer.

INPUT OF
B0SUB 680

660 IF HCO THEN LET H=0
670 RETURN

random number
between 1 and 3.

Saving the character\ have item.

Your character is saved in a similar way to
the dungeon (see page 17). The data inthis
case is not graphic symbols, but numbers.
However, to avoid the numbers being

PRINT tab (2,2);"YDUR OFFER";

If offer is equal to or more
than bargain price, you can

Subroutine 860 tells
computer where to
display message.

If not, you can't. -
<

confused with ASII
the game module, they are saved as ifthey
were symbols by adding an offset number,

—/ CHARACTER CREATOR

/—1—/ GAMEMODULE

As.
/L

2030 QOFEN 1,1,0,"HERD"
2040 INPUTEL,S$
2050 CLOSE !
2060 LET =2
2070 LET OT=ASC(MLD$(5%,1,1))-RS

i

430 LET 58=CHR$ (0+AS) |
440 FOR 1=1 T0 8

450 LET S$=S$+LHRS (F(1,1)+R5)

460 NEXT 1

470 FOR 1=1 T0O O

480 LET S5$=5$+CHR$(0(1) +AS)
450 NEXT |

208¢ FOR [=1 TO 8
2090 LET F(I)=RSC(MIDS (S5%,F,1)2-AS
2100 LET P=P#ls
2110 NEXT 1
2120 FOR I=1 T0 OT

e 2130 LET D(I)=RSCMIDS$(S¥,F,1)}-A5
2140 LET P=P+|

2150 NEXT 1

2160 LET BC=ASC(MIDS$(S§,F,1))-AS

500 LET S$#=S§+CHR$ (H+AS)

2170 LET TR=ASC(MID$ (5% ,P+1,1))-A8

510 LET S$=5$+LHRS (AS)

320 LET S$=5%+N§+" :"+C$(C)
530 OPEN &,1,1,"HERD"
340 FRINTEL,S¥

530 CLOSE 1
560 STOP

L 2180 LET C$=RIGHT$(S$ LEN{S$)-(P+1))
2190 LET Si=F(1):LET S2=F(2):LET 83=F /5
2200 FOR 1=t 10 2

2210 FOR J=1 T0 3

2220 LET M{(1-113+J1=0016+1)#F (7}
223G NEXT JiNEXT 1

224G IF Dt6)=1 THEN LET LT=20
2250 RETURN

i

This subroutine
checks if flag is
on or off, to tell
the computer if

the character can

buy this item.

codes already inusein

*Not on Spectrum. Conversions are given beside listing, where necessary.

This prevents you
buying more than one
of each item, except

(objects 23 and 24).

610 IF DIN}Y0 AND NC23 THEN LET M§=
“YOU HAVE 1T SIRE®:RETURN .
520 LET BR=F(J,K) B _ o s
. 630 IF HCPR THEN LET NS="YOU CANNOT AFFORD":
This calculates RETURN
the bargain 540 IF OFSFR AND Y=1 THEN LET D(N)ZGIN)+F (N):
iy (‘"‘“":‘ LET HeH-FR:LET M$="TIS YOURS'® )
told), BR= a 650 IF OF<PR AND Y=L THEN LET ="OFFER REJECTED® T nnint

to pay the original
price of the item,
you can’t buy it or

even bargain for it.
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How the game module does its job

The game module deals with the hero’s encounters with objects in the dungeon.
The graphic symbols for these cbjects are defined as C0-C8, so you canspecify
certain symbols, or groups of symbols. C7 is the last object before the monsters, for
example, so you can say that objects with a value of more than C7 should behave
like monsters.

Service subroutines

These subroutines are shown in the pink 4
box in the picture on pages 12-13. They are 2
routines for messages and sounds which Screen-hand ling
are frequently activated by the action
subroutines (in the yellow boxes).

In both message subroutines (see left)

SE0 PRINT tab(0,3);Af there are screen-handling commands

390 LET I$=inkey$ N~

These are

g Sia - to tell the computer any colour changes
:;0 ;;[,:;_HJSE:; fEéE;i% H.ﬁ( lf:ele]. n-g you want to make and where to print on
(B$, M) :LET Hg="" e the screen. Different computers have

different colour commands. The
Commodore 64 has special colour

f (see right).
The one above tells the cpuer toprinta keys. The Spectrum uses PAPER

message, then wait until a key is pressed. It (background) and INK (foreground)

is used in the conjure routine when you have plus a number code. The BBC and

to choose a spell. The one below printsa Electron use COLOUR, followed by a

message on your screen fora g number to indicate which colour.

shorttime. \ " 4 PRINT (Commodore 64, Vic), PRINT
430 paper Z:ink 0 CEA TAB (BBC, Electron) and PRINT AT

4440 PRINT tabl0,5);45;

_ 450 FOR D=1 10 &00:NEXT D
460 PRINT tab(0,5);LEFTS
(B$, Wi 51 LET Mg="*

(Spectrum) are commands telling the
computer to print something at a given
location. The lines on the left containa

Message stays

on your . Py :
screez while print command which indicates 5lines
computer down from the top of the screenand

Here are some more
screen handling commands.

counts to 600. starting at the left-hand edge (0 is the

first available space to printin).*

/

Sounds

The other service subroutines are sounds. Sound commands vary, but they must give

volume (how loud), pitch (how high) and duration (how long). This is easy to see on the BBC:
volume

durauon
I ,\ .

350 SOUNDI,-15,1,2: RE!URN o4
360 SOUNDO,-15,7,3:RETURN

oo0

The Commodore 64 has to POKE the data for sounds into registers (special locations for

sounds in the memory). Two sounds are used, a “beep” and a “swish”. The Spectrum can

only make “beep”-type sounds, so two different “beeps” give the different effects.
Inthe first line given above, a variable, ], has been used for the pitch, so you cangive

instructions like this:
o T N s WP e o W o MR
1350 an 70 20 STEP 4 o
1360 GOSUB 350 © (
1370 NEXT o)

These lines will work on all the computers. This causes the pitch to rise from its starting point (1),
to a much higher pitch (20), not by producing every sound on the scale, but only every fourth
20 sound (STEP4).

*Machine-specific methods of giving screen-handling commands are given on page 32.



¥ The conjure routiné

" D,

\\ : g™

. The biggest subroutine in the game module is the conjure routine. In fact it consists of seven

subroutines. This may seem a lot, but magic is an important part of a fantasy world and most
character-types can use at least some spells to help them in their quest. °

First the computer must check to see whether your character canuse magic. Here isthe

\ @ subroutine which does this:

L

1000 PRINT tah(0,1);"Y0U MAY USE MABICKS; These lines checkif you bought
f H010 IF O(17)50 THEN PRINT tab FKON NECHONOMICON*; | the Necronomicon, O(17), o
1020 TF D(18)30 THEN PRINT tabi FRGM THE SCRoLLg®; | Serells, O(18)and printa
1030 FRINT tab(0,4);*CONSULT shnseRgs
Sends computer to first type of message
- LET L subroutine (see service subroutines, page 20).

IF SL=0 OUL7Y=0 AND SL(S) G SL=spell, VAL(I$)=number key pressed.
(G{1B)=0 AND SL»3) OR SL>6 THERGOTO 1040

If you press the number of a spell you have not
got, computer asks you to try again

. Subtracts one “go” from your stock of
1070 LET M(SL)=H(SL)-1:LET X=NX:LET Y'N’V the spell you have just used.

L0B0 IF NM{SLI<O THEN LET M$=7$t9;:LE] 5lL=7==———Tells you if you have run out of a spell.

W 1090 FOR J=1 T0 S:PRINT tab(d LEFTH(B%,WIsNEXT J:GOSUR 570

1100 ON SL GOSUB 1140,1190,1220,1280,1300,1390, 1130 Subroutines for each spell, as
1130 LET F(5)=F(5)+.7 described below. o :
1120 50548 430 2

. )
Sanctuary. If room character isin (RH) is * o
Powersurge. Gives strength, F(1), and empty, it turnsintoa protected space (CT) *
vitality, F(2), a boost beyond their startin where he canhide. ®
values to make character extra strong. 1196 IF RH=CO THEN LET R{NX,NY)=C7 8
1280 LET F(2)=F(2)}+rnd (M(5L)):LET . 1200 LET J=100:605U8 350:LET J=200:605UB 35 ¥
Fity=F{t)+rnd (H(SL)):LET FI7)=F(7)-1 *t?lf) RETURN
1290 RETURN :
° Teleport. Transports character to ;
Metamorphosis! Whatever is in this . random new location. Old
location becomes a different object at random. @B leleETile) (¥ oLz ele) 1= E- Y o) Vel @
1300 FOR J=1 T0 30 : i 1220 LET NX=rnd(13):LET NY=rnd(13)
1310 LET RINX,NY)=rnd(8) +1+L0 ; / 1230 FOR J=0 T0 255 STEPS ¥
1320 GOSUB 350:6OSUB 570 - 1240 60SUB 360:505UB 350 ®
1330 NEXT J 1250 NEXT J
1340 IF RH(CT THEN LET DX=255:LET-MS=0 1260 GOSUB 480
1350 FOR J=1 TO 20 STEPA : : ;
1350 BOSUB 350 Here are the sound routines again.
1370 NEXT J °
Ifitis used ona monster and new ob]ect is Superzap. These are sound subroutines. oo
NOT ar:oth;r mqnstef this line teunztthe Computer loops through them twelve times. ;
computer there isnolongera A
P S 1140 FOR =1 TO 12
1150 GOSUB 350:60SUB 360 - %
1390 LET F(2)=52:LET F(1)=S1:LET 1160 NEXT J b
F(7)=Fi71-1 £170 IF DX<255 THENLET X=MX:LET Y=HY:GOSUB 940
1400 RETURN 1180 RETURN
Healing. Restores strength and If there’s a monster, computer goesto ~
vitality to their starting values. , routine to “kill” it (remove it from screen). :?.T
T AN

A |



Moreroutinesin “q _
thegamemodule  ‘FE=es

Here you can see the remainingaction 1410 LET grapy,g I, Dsegy
subroutines in the game module. In This is the location t.h e
these routines you will find that all the Something from, 1t igh"’" acter can gey
character's attributes and objects 12D IF 600 hgy 16y g Square he's facing,
), carried come into play. 144 IF 6Y¢0 Thgy g oo g These }j
‘ : O IF 61315 1y o e lines engyyp,
G @ 1450 If gyyo TIEN LET grey 5~ Charactey x
d‘@ 1460 Ly s: 15 THEN LeT gray things withmziluy i
=R6Y, 61),
e 6Y):1F ETXC1 anp mcqa::a on YOlu-Scregﬁ.o !
m EN LET Ri6r, 1) oy

(

1500 LET pegy, ¢ Hhenthe queg
£ e
) = s 0 RETURN THEN LET-J=67: g5y ity 1n
o 1 F onstor2Sqisnota [ TS makces g o BTy g3
These a!e“;‘::e object veal toCT ¥ m:,es < dérs:é’pea{ from théect 4
“‘onste!.(\ess that O Anin O Oy peen COnte:::’ Ing the roop, v
rex onster Wi tance® left), SToutine (see

A character who is carrying a light can
reveal a section of the dungeon, ifhe
chooses. An area of 3 x 3 squares will be lit
up at once by activating the room-contents
routine (above) for each location. If there is
amonster in this area, it will be activated.
Every time it is used, the computer
subtracts one from the number of times the
light can be used.

If the character has no light,
this message tells him so.

1690 IF LT=0 THEN LET M$=T#(7)160SUB430:
RETURN

1700 FOR Y=KY-3 TO NY+3

1710 FOR X=NX-3 TO N1+43

1720 IF (X0 AND XC16) AND (Y20 AND YC16)
THEN BOSUBSTO

1730 NEXT X:NEXT Y

1740 LET LT=LT-1
1750 RETURN




Monster attacks lit’ 1f the room-contents routine (page 22) reveals E¥}
" amonster, then this line activatesit. ﬁ b
500 LET MT=RN:LET MeNT-C2:LET W=R/16:LET NS=Neb:LET Lx-LY:mmste!’slocahon;MT:svmbOIof % ,
Dr=3:LET LE=X:LET LY=Y Y m““’te"*}”’e"mim.”s'er'me fox |
410 RETURN - computers calculations; MV=monsters E
S~  moving speed;MS=monster’s strength; ) ;
S20LET DX=LX-NK:LET 5X=56N (D1 SLET DY=LY-(HVESY) LET DX=3mea.nsmonsterisneax enoughto
RH=R (KX NV ‘ ~haractertobe activated.
Finds distance petween monster and
430 LET MI=LI- (VST LET KY=LY- (RVSY) s LET RH=R (M HY) character.
540 1F RHOCO AND RHONT THEN LET My=LYSLET ME=LL mmee Moves monster, butpreventsit crossingan
occupied location.
650 LET R(LX.LY)=COsLET Y=L1:LET Y=LY:605UB 370]-——'" Places ahla.nkinoldposition of monster, puts
440 LET ROMKMY1=NTSLET Y=MX:LET Y=HY:605UB 570 l monster s 1in new position and gives
570 LET LI=N:LET LY=HY $LET H20 " newmonsterstarﬁng—position.
680 IF ABS (DX (=L AND ABS (DY) (=1 AND RH()CT THENR LET lfdistancebetweenmonster and cha.racteris
H=N¢. 5:LET J=H:605UB 350 one squareorless,monsterhitsUNLESS
890 IF He12¢F (b) +F (3 THEN RETURN cha.racteri.sonasaiesquare,C(T);B:hit.
700 LET Ws=T#(5):605U8 430:605U8 360 L———_Hitissuccessfulifﬂ* 12 is more than luck
710 LET HeH/ (1340 lqnuuonuun+ouz}+0tm 0014 score, F(6), added to agility score, F(3), of
720 LET F(1)=F (1) -HLET £(2)=F(2)-W/101) character. Message tells you hit is successful.
730 LET 1=1:LET WB=0:LET WB=rnd (A} % Hit valueisdividedbvdefensive value of
740 LET J=HT:605UB 350:605U8 360 these objects carried. Character’s strength,
750 1F MB=1 AND O(I)X0 _miu gosus 780 F(D), md vitality, F(2), 90 down.
71";% L;T{Itl:ii THEN LET [=141:6010.730 | If character is hit andsti.llhas aweapon, the
T LET D(11=0sLET Mi=TH(@18® *4Hs (L) EOSE 430-[ g atline 150 prints a message,
Jq0 LET NB=0:605UB 360:LET 3=1:605U8 350 BROKEN THY" plus wedpon name from W3.
800 RETURN "ﬂ-
810 LET NF=5:LET F(1)=0:6058 10 —j » Chuacteﬁsldued_cmademvmbﬂ
g20 PRINT tab(1,5); THOU HAST EXPIRED!" e = changes to BH=" (NF=5).nisstrength=0.Sounds
g30 FOR d=150 10 1 STEP-4 am—— g
940 G0SUB 350:605U8 60:60SUB 570:60SUB 480 and messages tell you the characterisdead.
B50 NEXT J
840 RETURN
e
r_'?.'-, Save game
= These lines save the dungeon contents and

Pia

2300 LET T4=TS+CHRS(RUL,YN

2310 NET 1 ' —':heselines-avethe

2320 NEAT ¥ ungeon by making
2330 LET T4=THCHRS (0SHND) string variable of
2340 LET TH=TH¢CHRS (0S#RY) the object-typesin
2350 LET S8=$¢CHRE (AS#0T) eachlocation.
2360 FOR 1=1 10 8

2370 LET S§=58+CHRS (F (1) +AS) And these linessave
2380 NEXT 1 attribute scoresand
2390 FOR =1 TO OT __ objects carried in
2400 LET S§=SS4CHRS (D(1)+AS) another string

va.ri.able.

chgractefs attribute scoresin the same way
as in the dungeon generator and character
creator, only the graphic symbol that
represents the hero is saved, too-

7250 2260 LET H§="ONE HOMENT PLEAGE":60SUB 430

2270 LET S§="":LET T$=""
2280 FOR Y=1 T0 15

2290 FOR X=1 T0 13

2410 NEXT |

9420 LET S$=54¢CHRS (6C+AS)
9430 LET S§=SH4CHRS (TR#AS)
2440 LET 585848

2450 LET N§="ANY KEY TO GAVE*:605UB 370
2080 GPEN 1,1,1,"HERD":PRINTE1, SS:CLOSE 1
2470 OPEN 1,1,1,"LEVEL®sPRINTE1,T§:CLOSE 1
2480 LET FI=1 2490 REILN
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Common bugs to look out for

Whenever you are programming there.

AL
2090

Take care, for example, not to confuse

zero with the letter “O”, or the figure one

with the letter “I”. Remember that every

Long lines and brackets '

In Dungeon of Doom there are anumber

of long program lines. The longer theline,

the easier it is to miss something out soitis
@l worth concentrating extra hard when you
OREISLF| come acrossone. Calculating lines inthe

game module tend to be quite longand
involved, like this one:

830 LET H=F(1)+0{1}+012}40(3)
+0(4)+0{5) +0(7)+0(8) +rnd (F (&)

Graphics behaviour problems

If objects behave in a strange way when

you play, such as your character cannot
pick up a “gettable” object, or can walk

o
J

f“

g

If you dimension an array and leave out

I one of the items of data that should goin

i it, your computer will look for the

missing item in the next dataline.
Number

DIN C(B) missing
DATA 10,11,1,4,6,4,9, here.
FOR I=1 TO 8 READ C{I):NEXT I
DATA “GMORD®,“AXE","DAGBER"

The computer will attempt to find the
eighth item on this line. In this example
) yougeta “TYPE MISMATCH" error as
{28 the computer triesto puta wordintoa
Yo [ number array. Evenifthe datais

A
WA
4 "l" i.:i"\ compatible, you will eventually getan
\\, §§‘ M error message as there willnotbe

{ enough data tofill the arrays.

are certain bugs that frequently crop up.

sure that the object-type definitions C0-C8 ‘6‘ ‘
(lines 2930-2940) refer to the right f"j
symbols, as the computer uses themto

i through walls, you should check to make define the behaviour of objects.

letter, number, space and punctuation
mark is important. If you leave any out, or
add extra ones, the game will be altered
and may not even work at all.

S N
This line calculates the character’s hit z
power. It uses a lot of brackets, whichlook
confusing. Note especially the double
bracket at the end. It is absolutely
necessary tothe sense of the line, sobe
sure not to miss it out here, or in otherlines
where it occurs.

Be sure to type exactly
what is given.

If you load a dungeon when the game -
asks for a character (or the other way \hy
round) the computer will load what you ’0
feed it, but will not be able to make sense L,
of it and you will get an unfamiliar

arrangement of symbols on your screen.

If this happens, you will have toreload

the game module and start again.



Expanding the game

Once you are familiar with Dungeon of
Doom, you will probably think of ideas
for changing or improving it. Making
alterations is a good way of practising
programming. It'sa good idea to make
small changes first. If youmake more
complex changes remember to check
every part of the program that is affected.
Thisis especially important in Dungeon
of Doom asthere are three inter-relating
parts.

Numbering new lines

Youmay need to expand arrays, set up new
ones or add lines. If youadd lines, be sureto
number them to fit between
existing lines :

B
190 1F Nxy15 THEN \E
200 LET Ré=Riny, py,

You can insert new lines
labelled 191-199 in here
if you want to.

Changing the Book of Lore

If any of the changes you make concerns
which keys the player uses, you should
make a note of them. The Book of Lore on
pages 28-31 contains the rules. You should
add any new ones on a sheet of paper, or
make your own Book of Lore in an exercise
book or notepad. A

On the right of this page and on the nexttwo
pages you will find some possible program
alterations that you can experiment with.

More monsters

Adding more monster-types will make
dungeons more dangerous for your
character. Here is what youdo:

You must design a new monster symbol
(see user-defined graphics on page 16) and
add it to the other graphic symbols inthe
dungeon generator and game module.
Youmust also change the lines that feed the
datain (see how to do this on page 46). Your
new monster will have a value of C0+12.

ves) (7

Bz

The game module already states that any
object with a value greater than C0-+8 will
behave like a monster, so your new symbol
will automatically do so.

Youmust also change line 240 inthe
dungeon generator to read:

240 IF 1=9 THEN LET I=rnd(4)

This now allows for
four monster-types.

correct random
command
for your machine.

NOTE: A monster's speed and strength
are decided by how much greater than CO
its code is (see line 650 in the game
module), so the higher the code, the
stronger and fasteritis.
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Additional room contents

To include extra types of room contents
youmust design and programnew
graphic symbols to represent them.
This time you don't want them to actlike
monsters so you must change line 590 in
the game module to

prevent this;

590 IF ABS(DX)<4 OR (RM<=C7 OR RM>CB)

THEN RETURN

This new condition refers to
symbols with a value higher
than the last monster-type
(C8).

Here's how you could add
atorch symbol

1. Design your torch symbol,
label it and add it to the dungeon
generator and game module. It
can be called C0+13.

2. Youmustallocate ita keyin
the dungeon generator, which
you press to place it in a location.
There are no spare number keys
soyou will need to use a letter.
Doitbyadding aline:

155 IF I$="T" THEN R{X,Y)=C0+13

Now the “T” key will place
torches in the dungeon.

3. Thetorch is “gettable” so you
must allow for this in the Get /‘
routine in the game module. You |,
should add a line like this after /
line 1490:

1495 IF 6T=C0+13 THEN LET L=L+12

This adds to your stock of light.

4. Youcould try reducing the
starting level of L (line 2240 inthe
game module) to make finding
torches more important.

Secret squares

You can create secret traps or cause
unexpected events by defining anew
symbol as a blank, but with special
conditions attached toit. It is “invisible” as it
is the same colour as the background, but if
a character triesto cross it he triggers some
action as in the example below.

Rockfall

You can program a possible
rockfall by adding a blank
symbol, C0+ 14 and this
line:

321 IF RH=CO+14 ARD rnd(3)=1
THEN PRINT *ROCKFALL®:R(X,Y)=Cl -

This provides a one inthree cl;tance fRat thg
way will be blocked if the character frie

enter a location containing ttys,mﬂ)ol The
room contents become a wall (C1). A :
message tells the character there has been R G

@ @f’

arockfall P e . BTN
Secret message




/

Password

You could use the magic number from the secret
message (see left)as a password, by adding these lines:
323 IF RH=CO+16 THEN LET H$="BIVE THE MAGIC

NUMBER*: GOSUB 400

324 IF I$<>"7" THEN LET NX=0X:LET NY=0Y

The character is not allowed to cross symbol C0+ 16 until
the magic number is given.

N N Y Yl

_.~_|Using attributes Replace lines 1010 and 1020in the game ~
//H You can make more out of the differences =~ module with these: ”“"‘C:W'
in attribute scores by using themas 1010 FOR J=17 10 22:1F 01J)>0 THEN LET
conditions for passing through certain M$=Y$(J-16)::60SUE 450
B locations. 1070 NEXT &
7 1325 IF RH=CO+17 (5 e , , o
” ., LE; NY=0Y A e THERLLET Bi=lt These lines now check which magicitems

the character is carrying (objects 17-22)
and looks in Y$ for their names, which it
then prints after the first line of the
message, “YOU MAY USE MAGICKS

Don’t forget to add
Y$ to initialization
in the game module.

Dimension Y$ by adding Y$(6)* to line
These lines stop the character crossing a 2520, then list the data, like this:

location containing a symbol C0+ 17 if his 2555 DATA “NECR « GCROLLS®. *RING®
morality score, F(7), is less than five. A :2:&??. ﬁus:gg. U.Ng:luff.n ' L !
1 ]

message tells the player why. This forces o B .

different character-typestotake different 2226 FOR 1=1 T0 6:RERD YS:NEAT I

routes through a dungeon. Don’t forget to The line in the game module that checks if
allow alternatives, though. you have a particular spell number must

also be changed:

1060 1F SL=0 OR (0(17)=0 ANL 5L<S) OR (0(18)
=0 AND SL>3) OR SL>6 THEN GOTO 1040

' {Using magic items

o Atthe moment, all six spells relate to
either the Necronomicon or Scrolls when
youplay the game, although there are six
magic items for sale in the trading post.
You could make one spell relate to each

y item, like this:

Don’t forget to
write in the Book
of Lore which spell
belongs to which
item, so you can
decide which spell
to cast when you
conjure.




These pages contain all you need to find y
way in “Dungeort of Doom”. Don't worry if
there seems a lot to [earn. You use the three
parts of the program separately so you can
familiarize yourself with them one at a time.
Allow yourself some practice games to get

used to p[aying.
The dungeon generator

When you want to make eons, load the

eor generator program from its cassette.
When the computer is ready it will set up the
screen [iRe this:

Cursor can’t
move into this
area. It is outside

This is the
cursor appears at the top left.

dungeon plan area. A flashing

Help

If you press H for help, amessage tells you to
“PRESS ANY KEY™. Do so, andyouwill be
reminded which keys to use to plan your
dungeon. The information appears one line
atatime am[younmstpress any ﬁey again to
read the next line. Here is the information
youwill be given:

=
I
¥

Moves cursor
up screer.

Moves cursor

to feft

Moves cursor

to right.

Moves cursor

down screen.

Move the cursor into position using these
keys. Then press a number key to a
symbolon the screen. The symbols and their
number Reys are shown at the top of this

8 page, on the right.

OOR OF [LORE

= place more than one entrance, the ¢

= ,
5. The Idol should only appear in the (ast of @

-

+ series of dungeons, as the object of the

ter memorizes the location of the

symboland places the character 7~

eon. Ifyou

acter
will start on the [ocation of the [ast one.

When you are happy with your r:&mgeom
turnyour cassette over and save it on the
other side from the dungeon generator
program. Press S to show you are ready. You
will be asked to wait “ONE MOMENT
PLEASE?, then be told, “ANY KEY TO
SAVE” and when you press a ur

eonwill be s%x)vedpgndtﬁeﬁ?ogio er will

epare for you to design the next (evel. You

Pu;ﬁ notf Bezﬁfe to savlgzﬁe dungeon ifit
hasm't got an entrance and at [east one exit so
that the character can enter and (eave the
level. To escape the program press E.

Dungeon levels

You should design a series o eons o
increasis c[@fﬁ?u[g; with t{e&&lgf in tﬁéf [ast
one. Each series should be planned at one
“sitting” as they are numbered consecutively
by the ter, but it will start at 1 again Esf
you turmn t oom'{mter off. Three to fuve leve
should be enough for a good game.



The character creator

When you want to make a character, (oad the
character creator program from its cassette.
Whenitis ready it will set up the screen (ike
this:

FOINTS

y . - B e W e

E STRENGTH 12

4 Cursor e T

} DNTELL Ioence 4
Ranc&&r? m;mﬁ FIPERIENcE é

3 of mo ification 3

pEF points. RORALE T e

Attribute scores given by the computer.
5‘ Amoves the cursor up the screen.
Zmoves the cursor down the screen.

Move the cursor until it indicates the

attribute you want to change.

“+” adds to the score (points are deducted
om available modification points).

“—" subtracts from the score (these points

then become available as modification

points).

A asVou'bress dke 't
| name of the
L)

L AL % name of the chasdctes i’
E Ny ‘i’t';tfge:sggs gﬂm‘%%‘ﬁ’?

‘ cﬁmg of the 4V
L . cs, t .‘ ';Iﬁ- -I( ter_gype wi[[ ‘pt’?;ﬁ

r

S 1“ —
When youare happy with the attribute
scores, gzess the spacebar to turn to the next

page. T olIowing three pages (ook (ike
il this:

HOUSE WELL SIRE!
60LD €01 136

2 HAND SWORD 20
BROADSWORD

SHORTSHORD
AlE

WACE |
FLAIL 0
DAGEER
GAUNTLET

This screen shows the Armoury, where
weapons and armour are for sale. The other
two pages offer Accoutrements (necessities

or the trip) and magic from the Emporium.
fI‘ﬁe n.umfer of go& coins you have

appears at the top of each new page.

e —

- s &

=

Aand Z move the cursor again.

Press “+” to buy an item at futlprice.
Press “—"if you want to Bargain. This is
what happens then:

B
C

Player

er I'T"S YOURS or
~ OFFERREJECTED
If successful, go to next item.
Ifnot, press “—" to again
i OT““{“'”tO tﬁe Orice

Messages and save character -~~~

If you indicate an item your character-type is
not allowed to buy, yowllbe told somet ing
(ike,

“NOT FOR MAGE".

If you try to buy more than one of any item
other than potions and salves, amessage
appears,

“YOU HAVE IT SIRE”.

When you have finished, press spacebar and
youwillbe asked to,

“NAME THY CHARACTER”.

Before you do so, turm cassette over to
where you want to save the character. Then
invent aname with up to ten letters and press
RETURN and your character will be saved.

‘fI)1111f;e()r1(317[)()()111?’clizx:1a4:t1:r=§3¢t)es

This chiart gives you a rough quide to the i
cﬁamcter—tg;aes l)r?:LDwgggon of Doom”. They ? 1
canuse strength, ic, or a combination Al
qcﬁotﬁmtﬁzirQawst,am[eacﬁgrpeﬁas
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A .
Yl The game module Keys you useto play

When you are ready to start your Quest, load A character can only move in the direction he
the game module ﬁ?(,)m its cassette. When the s facing.
ter is ready you will get the message,

“PREPARE HERO TAPE”. Place the
character creator cassette in your recorder
| andfind the character you want to load.

i Your next instruction is, “PRESS ANY

i  KEY”. When you do so, the character will be
M | (oaded. It will take 10-15 seconds depending

on your equipment.

<
i

Y/ "
§
AW e
|\ &
i

i i
e
' [T . Change direction if you want ‘ M
Next, you “PREPARE DUNGEON TAPE” to, then press M to move. i .
and “PRESS ANY KEY” to load a dungeon. If
the dungeon (evel you [oad is too difficult I11f’or Reveal
the character’s experience, youwill be to
“LEVEL TOO DEEP. REWIND TAPE TO As the character explores the dungeon, the
POSITION FOR LEVEL 2”. (The (evel space fie enters (ights up and remains (it. He
given will match the character’s experience canienter any [ocation except those
Il score.) containing a wall or amonster. Walls block

If you leave the dungeon cassette in your the way and monsters will attack.
il recorder, it should be in the right place to If you press R, youwill reveal an area of
(oad the next dungeon when you need it.

3x3 squares. BE WARNED: amonster
revea?ed by the light is activated and will
give chase and attack. It cannot cross
occupied spaces, though, so your character
can “hide” behind objects in the dungeon. If
there are two monsters, only the rearest one
b-gives chase.

' When the preparations are complete, the
scregpwill be set up (ike this:

Your character-type and name.

Attack

Attribute
scores. To attack, press A and keep pressing while

the fight goes on. Messages at the top of the
screenreport your progress. REMEMBER:
watch the attribute scores. If your
character’s strength is running out, youmay
use magic (see page 31) or take a potion (see
below) to recover.

7 Potions and salves
" Character symbol Dungeonin Press P to take a potion or salve at any time.
¥ placedin darkness. Youcar’t Oneof eachis used up whenever you press
: ntmnce. " see anything yet. this key. They restore strength aruf vitality.

_— . — P T -

g~



Conjure

If your character is amagic-user and you
press C, the action is fmzen and amessage

appears,

“YOU MAY USE
MAGICKS FROM
NECRONOMICON A
FROM THE SCROLLS f)‘ﬁp‘ff‘,{’fff’ ‘““?39 ‘
W BEILNOY 'V fraser Fus

Either, or both of J
these lines may

Consult this page and choose a spell from
those on the rlga%t fr

Get

Attribute scores

Attribute scores cﬂmjﬂe all the time. Even
moving through the dungeon causes the
strength score to flicker. Standing sti((
restores strength slowl(y.

Allexploits in the dungeon add a fraction
to the experience score. When these add up to
a whole number the score goes up and the
character can exit to the next level.

To leave, place the character symbol on the
exit symbol. You will be asked to “PREPARE
DUNGEON LEVEL” anc[you should (oad
the next dungeon in your series. Trying to

o

Press G to get or pick up objects. Your his strength until fiie is ready to make his
character must be next to and facing the escape.
thing he wants to get. When :
Idol, the Quest is over. m‘lhfgport (key 3) ‘
Magically whisks the character 3
Save game his preser{t location to adiﬂwmﬁ;mm at :
) random. DANGER: this spell is
S saves the state of play. The other side of the unpredictable. If the user tries to
ame module cassette is a good place to save materialize ina-wallit will ot work and.
it. When you re-load, you start again where fie will stay where fie was. Or; it may ot
you left off. transfer htm far enough to be out o \
€T,
Traps Spells IV to VI are contained in the Scrolls.
Traps are “sticky” and hold a character back. :‘ﬁ.eyﬁ?:' [:tss dramatic, but are usefulin
If hie crosses one, his strength is sappedand i o HgEspoL.
may not be able to move for amoment. In #1§ '\ P 4)
this case, fieep pressing “M” to move and he /i owersurge (ﬁey :
should Brea.ﬁuﬁfree If he is very weak, taking ‘/ £ Givesafuge boost to the user’s strength
potion should help. %) andvitality so fie can fight more

v

.. XhoE
,__.._:.'-'-2%@?‘_ T oo
Magic spells ,
TﬁepossessoroftﬁeNm‘onmfﬁconcm

use spells I to ITT. They are owerful.
Hereﬂlzwﬁattﬁeycg?’ i/

]{ Superzap (key 1)
gflér;swris slain instantly by a magic

'HSmwtucuy (key 2)

Creates a safe place in the (ocation where
the character is standing. Here, 1o
mmwtercmtwucﬁﬁimancfﬁemregam

- ",W,‘gﬁ‘ective[y.
n ‘Metamorphosis (key 5)
- Transforms whatever is in the users
 location into some other object.
.| WARNING: the effect is random. It can
“ beused against monsters but thereis a
chance another monster-type will
appearinits place.

13 ]
bEE

8
MHea[m_q (ﬁey 6)

Amild spell that restores strength and
- vitality to their originalvalues. Tt is
- especially useful if the character has

[eave before the experience score has
increased willresult ina message, “YOU
NEED EXPERIENCE”.

L)

Ay

- g
v
iy

| usec[upﬁgﬁ[ﬁis poti_onsamfsa[ves.




Dungeon of Doom program listings

On the following pages you will find the
listings for the three separate programs that
make up the Dungeon of Doom. They have
been written to run on the Commodore 64,
Vic, BBC, Electron and Spectrum, although
some conversion lines are necessary for
each computer. The conversions are given
atthe end of each part of the programand
lines that need to be converted are marked
with symbols, like this:

% The general conversions

Symbols key
BBC/Electron w Vic a
C6im Spectrum O

In addition, any part of a line writtenin
lower case (PRINT tab, for example) must
be replaced with a machine-specific
command for your computer. The general
conversion chart below shows you how to
dothis, with examples to make it clear.

shown below are marked with this sysbol in thelistings.

tanih, 1!y

BEC/ELECTRON | TABIX,Y;
SPECTRUM iF 1
C44/VIC

- e

— -

faes

r-

Mo orn
=

Pt bt ps

vyl

COMREND

E i En

SPECTRLE

& oaper X
B COLOUR
af FAFE

C FRIN

CTROH

T BEESF{X)PRINTE

INE

COtim g=rnd (Fi+i6
REC/ i G=REND{FI+1i0
SFEC INT(RND#X+1} G=IRT(RND#F+[) 410
LY INTARND (1) #+1 G=INTIRND L1 #F+1)+10
¥SFECIAL ROTE FOR Co4/VIC USERSGH
Leave out the ink cossand UNLESS it is

FR

o

Baf (3

THT

Livi

32

Make sure you use the correct
version for your computer.

It's not so hard, once you've trieda

few examples.










Conversions
Below you will find the conversions you instructions carefully. When this happens,
need for your computer. Some of the lines you will be referred back to this page toadd

need to be included intwo or even allthree the required lines.
parts of the program, so read the

Commodore 64/Vic ma
*SPECIALNOTE FOR VIC USERS* a
Befcre typing in or loading th= araqraﬁ type in the folicwing:

FOKE 44,28:POKE 642,28:5Y5(5482
These lines must also be included on the

C64ONLY.®
i S BOSUB 5000
320 PRINT BGS(FE):" ";BG6$(BGI:LEFTS 20 PRINT CHR$(147):POKE S3280,0:POKE 532810

{B$,LW1;BRE(FGI;" " 790 0S=96:C0=05+6:W=40:605UB 4000

410 Leave out this line 820 FOR 1=0 TO 7:READ A:POKE 36352+1,255-A:NEXT I
530 OPEN 1,1,1,"LEVEL" 830 FOR I=0 TO 95:READ A:POKE 34400+1,255-R:NEXT I
335 FOR I=0 70 2 840 RETURN
560 PRINTA!,NIDS (S$,1%76+1,76) o _
565 NEXT 1 The following lines must be used on the Vic
570 CLOSE ONLY. a

20 FRINT CHR$(147):POKE 36879,8

790 05=96:C0=08+4; #=22:605U8 4000

820 FOR 1=0 TO 2047:POKE 5120+1,PEEK(32768+1):NEXT I
Lines 4000-4030 must be B30 FOR I=0 TD 7:READ A:POKE 4656+1,255-A:NEXT |
added to ALL THREE 840 FOR 1=0 T0 95:READ A:POKE 6704+1,255-A:NEXT I
S S raeneCatand 850 POKE 34849, 205

860 RETURN

4000 BGS(0)=CHR$(146):B68(1)=CHR$ (18)+CHR$(2B)

4010 BG#(2)=CHR$(18) +CHR$ (138) :BG$ (3)=CHR$ {18) +CHR$(3)

4020 HM$=CHR$(19):CU$=""1FOR I=1 TO W:LET CU$=CUS+CHR$(L7):NEXT I
4030 POKE 630,255:RETURN

Lines 5000-5080 must be

added to the dungeon
enerator and the game
module for the Co4. B Spectrumo
$000 POKE 52,128:POKE 56,128 5 bllaail o8 T:“E:“;“
5610 POKE 56334, FEEK( =e334) AND 254: il h;”"‘;me” S :
POKE 1, BEEKIL) &ND 2 S b
5020 FOR 1=0 10 2047:%'{5 34316+I, £55 ;a : DETH B8()
PEEK(S3248+1) :NEXT 1 el e B
5030 POKE {,PEEK{1} OR 4 ,5 - m; !
5040 POKE 56334, PEEK(56334) OR ! 200 LET §=30:LET
5050 POKE 56578,PEEK(55578) OR 3 270 FOR
5050 POKE 545764, (PEEK (56574) 830 FOR
AND 2520 0R 1 aao DI
5070 POKE 53272,2:POKE 648,128 ge0 LET
5080 RETURN 850 RET
35











































’ Books, films \‘. < ,

and television 1': gﬁaanlrt%a;nfs 3
. nd other pe : . R
If youhave difficulty ‘ help youagain. They Ed\?szlt?sf: giaslfa‘f}” th, magazines can i
thinking of a theme for your Crasimoff's World, which e Cang_ar_nes, suchas &
fantasy game, you should be enrolment fee to start and usually pay f join. Youpayan &
able to find some inspiration play, too. Youdecide whata groupo¥ ';r each round you g
in books, films or television. do, given the situation described L;,ndq a;flcters should =
There are already fantasy youare told the consequences of thei inthe nextround %g
games based on books, like new situation to work from ir actions and the ‘
The Hobbit, and board - :

games based on television

programs, suchas Doctor : \
Who. The game Champions Q ‘

is derived from comic
Ltrips. You could researcha First published in 1984 by Usborne
period in history or basea ‘ Usborme Publishing Ltd,
futuristic game on your 20 Garrick Street,
favourite piece of science ‘ London WC2E 9B],
/’ﬁction. T England.
Programming books %ﬁggﬁ;@ 1984 Usborne

If youwantto learn more about BASIC
which is the computer language used ;n
Dungeon of Doom, here are some Usborne
I:iool;sdthat will help you:

“Introduction to Com ing”
by B. Reffin-Smith RS eaTaiimig
“Better Basic” by B. Reffin-Smith and

L. Watts
“IP)racnse Yqu: Bas_ic" by N. Cutler Allrights reserved. No part of this
rogramming Tricks and Skills” by publication may be reproduced,

stored in a retrieval systemor
transmitted in any form or by any
means, electronic, mechanical,
photocopying, recording or
otherwise, without the prior
permission of the publisher.

L. Watts and L. Howarth

The name Usborne and the devicei-}
are Trade Marks of Usborme '
Publishing Ltd.

Printed in Spain
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Usborne Computer Books

"Highly recommended to anyone of any age. " Computing Today

“Without question the best general introduction to computing | have ever
seen.”"Personal Computer World

... perhaps the bestintroduction around. . . outstanding . . .""Educational
Computing

“These books are outstanding . . . they make all other young people’s
computer books look meretricious. ' Times Educational Supplement

Guide to Computers Machine Code for Beginners
Understanding the Micro Practical Things todo with a
Computerand Video Games Microcomputer
Computer Jargon Computer Spacegames
Computer Graphics Computer Battlegames
Inside the Chip Write Your Own Adventure
Computer Programming Programs

Practise Your BASIC Creepy Computer Games

Better BASIC

New Titles

Programming Tricks & Skills Professional tips and tricks for better
programming.

Experiments With Your Computer An exciting introduction to scientific
investigation with amicrocomputer.

Expanding Your Micro A detailed guide to add-ons and interfaces.

Write Your Own Fantasy Games A step-by-step guide to writing fantasy
games, with program listing.

Weird Computer Games, Computer Spy Games Shortlistingstorunon
most main home computers.

Mystery of Silver Mountain, Island of Secrets Unique adventuregame
books containing full program listings.

ISBN 0-6b020-835-4

9 “?RORA 208358

‘ £4-50

0



