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LIiMA 33.74A USERS GROUFP

OCTOBER 19948

Vpl ume 12,

THE 1997 WALT] USER GROUP CONFERENCE

The date and place have heen set. This totally free all
99/44 and Geneve cosputer show will be Friday May 23 and
Saturday May 24 at the Dhin State University Lisz Laspus near
Lisa Ghig, ~ Setup and socializing will start Friday at 4PN,
The sain events will be Saturday BAM through 7PM.  Additiomal
details will be published here as they becose available. In
the sean tise, mark your calendars,

SSDONESS

EA LDABERS TUTORIAL
by Merle vVogt
{continued fros Septesber Lima Mewsletter)

SECTIBN 2.4, NOW, HERE IS THE CODE FOR THE SUBROUTINE '*
ENTER1 "*. NOTE THE DEF AND REF LINES,

b1 DEF ENTERL, DATA1, SCROL, SCROL2
102 REF VMEN, BPLLNK

103 . DATAI DATA O

104  NESSE1 TEXT ‘I AM FRON ENTERE'

105 ENTERS INC  GDATAL
106 NN Rif,R
107 LI RO,200
108 LI Ri,NESS6L
109 LI RZL16
110 BN GVMEM
111 BL @SCROL
112 B 1R9
113 SCROL2 BLNP  EGPLLNK
144 DATA 4000
{15 SCROL BLWP  BGPLLNK
16 DATA 4000
17 B 1R11
18 END

SECTION 2.5, _MERE 19 COBE FOR "" ENYERZ **., NOTE THERE 16
BOTH REF AND DEF, '

201 DEF
202 REF
203 MESEEZ TEXT
204 WAIT2 TEXT

ENTERZ, MES552, WAIT4

DATAL, KSCAN, YNBN, SCROL2

*I AN FRON ENTERZ'

'READ MESSAGE - THEN HIT A KEY *

05 GTAT  ER E3TC
26 ENTER2 INC  @DATAL
207 MV R1L,RY
08 LI ROO200 i

RL,WAITZ

209 LI

210 LI 82,28
211 BLWP  evMBN
212 B GSCROL
A3 B GWAITA
214 B 1R

215 WAIT4 [LR  BSTAT
246 BLNP  EKSCAN
n7 (B STAT,0STAT
N8 I WAITA
219 LR 8STAT
220 B 1R
721 END

SECTION 2.4.4.  COMMENTS OM MODULE “MAIN™.
LINE { DEFINES THE NAME OF THIS NODULE, WAIN. LINES 2, I
SPECIFIES AL OF THE REF SYMBOLS USED IN MAIN. LINES 4,35,6
SET UP DATA, TEXT, AND WORK SPACE. LINES 7, 8, 9, 10, I
SET UP THE START AND END ROUTINES, LINE 12 ASSIEN MAIN
NORKSPACE. LINE I3 IEROS A COUNTER, DATAI. LINE 14
PISPLAYS THE TEXT OF MESS6! BY EXECUTING MOBULE “tRTERL™.
LIMES {5, !4, 17, 1B DISPLAYS MESSB2 TEXT. LINE 19 UGES A
*GRON" SCROLL ROUTINE FROM 'ENTERI”. SEE LINES 115 TO ii7.
LINE 20 BRANCHES TO EXECUTE NODULE "ENTERZ®. LINES 21, 22
1ESTS T0 SEE IF WE ARE DONE YET. LINES 23, 4, 25, 26
PISPLAY THE END OF JOB MESSAGE DN SCREEN. LINELINE 28
EYECUTES A XEY PRESS WAIT ROUTI3 THRU 117, LINE 28 EXECWTES
A KEY PRESS WAIT ROUTINE, SEE LINES 2t5 THRU 220. LINE 29
DRANCHES T0 THE EXIT ROUTINE.
2.6.2. COMMENTS ON MODULE "ENTERE".

LINE 101 DEF’'S THE MODULE NAME, A DATA ITEM NAME, AND THD
ENTRY PRINT NAMES. LIKE 102 REF’S NAMES WE NEED HERE.
LINES 103, 104 ARE DATA AND TEXT ITEWS, LINES 103, 106 ADDS
{ T0 THE COUNTER, AND GAVES REG 11, LINES 107, 108, 109,
- 110 DISPLAY MESS8:, LINE 111 GCROLL DNE LINE UP. LINE 112
RETUMMS TO CALLER. LINES 113, 114, 115, 116 USE “BPLLNK" 70
EXECUTE A LINE SCROLL ROUTINE IN "GROM # 2°, AND EXIT. LIME
117 EXITS THIS SUBROUTINE.

2.5.3. NOW FOR MODULE "ENTER2".

LINE 201 DEF’S MODULE NAME, A TEXT 1TEM NAME, AND AN ENTRY
POINT NAME. LINE 202 REF’S DATA1, KSCAN, VMW, AND SCROLZ,
ALL USED IN THIS MODULE. LINES 203, 204, 205 CREATE TH0
TEXT ITEMS, AND AN EQUATE NEEDED. LINE 204 ADDS 1 7O
COUMTER BATAL, LOCATED OVER IN MGDULE “ENTER1". LINE 207
BAVES A RETURN ADDREES IN REGISTER 9. SEE LINE 214. LINES

| 208, 209, 210. 211 DISPLAY THE MESSAGE *WAIT2*". LINF 212

NEXT PAGE
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FAGE 2

EXFCMTES A THO LTNE SCRLL. LIME 213 TRANSFERS TD THE KEY
PRESS MAIT ROUTINE. READ THE SCREEN NESSAGES AMD THEN HIT A
KEY 10 PROCEED. LINE 214 EXITS THE ROUTINE,

NOTE::: YOU MUST ALWAYS PUT SOMETHING LIKE THIS IN PROGRANS
TO ALLDW TIME TO READ SCREEN MESSAGES. ELSE THEY ONLY LAST A
FEW MICROSECONDS AND ALL YOU WGULD SEE I5 A SCREEN BLINK.
LINES 215, 216, 217, 218, 219, 220 ARE A KEY PRESS WAIT
ROUTINE TO ALLOW YOU TO READ MESSAGES.

SECTION 2.7, THESE EXAMPLES ARE NOT FABULOUS CODE. EXAWINE
THE REF'S AND DEF'S CAREFULLY. NOTE HOM THEY BALANCE OUT.
MOST EVERYTHING DN LINE 2 CONES FROM LINES 101 AND 201, REF
DATAY ON LINE 202 COMES FROM LINE 101. VNBW AND KSCAN COME
FROM THE SYSTEM,

SECTION 2,8, PROCEEDING FROM HERE, THE NEXT STEP I5 TQ CALL
WP ** EDITOR “ DF THE E /A SYSTEM THREE TIMES AND CREATE
TME THREE * SOURCE =" WODULES AND SAVE EACH TO DISK.

EXAWPLE NAMES:s:::

DSK1. NAINSREE
DSK1.ENTERISRCE
DSK1, ENTER2SRCE

THEN INVOKE THE ASSEMBLER THREE TEMES AND MAKE THREE **
OBJECT " HADULES, SAVING EACH ON DISK, ALSO BETTING THREE
=% { ISTINGS ** DN THE PRINTER. DBJECT MODULE NAMES COULD
BEsiitse

DSK1. NAINDBIT
DSK1, ENTERLOBJT
BSK1, ENTER2OBJT

THE WEXT STEP IS TO INVOKE " LOAD AND RUN *", MENU 3. AT
THE PROMPT FILE NAME? YOU MUST THREE TIMES RESPOND WITH THE
OBJECT FILE NAMES, THEN NAKE A BLANK, 1 ND FILE NAME)
(ENTER> TO PROCEED TO THE PROGRAM NAME? PROMPT.

SECTIDN 2,9. BUT, NOT 50 FAST, YET. THERE IS A BI6 PIT
WAITING FOR YOU TO FALL INTO. IT MADE NO DIFFERENCE IN WHIEH
ORDER YDU CREATED THE SOURCE HOBULES WITH THE EDITOR; NOR
WHICH DRDER YOU ASSEMBLED THEM. BUT, AT °° LOAD AND RI.!N o
TIME, LAOK OUT!'! LOOK AT THE TABLE BELOW:::::

( ENTERL } . DEF EMTER?,DATAL,SCROL2, SCROL
) REF \/MBEW, GPLLNK

{ ENTERZ } OEF ENTER2,MESSE2,¥A1T4 _
REF DATAL, KSEAN, VMBN, SCROL2

{ MAIR ) DEF RAIN
REF ENTER1, ENTERZ, DATAL, MESSE2
REF WAIT4, YNBW, SCROL, SERDL2

2.9.1.. YD WUST LOAD THE NBJECT MIDMAES IN THE SEQUENCE
SHOMN, NO OTHER WAY, LOBK AT ENTER2, IT REF’S 7O 4 NAMES,
50 YOU MUST LOAD MODULE ENTERIDBJT FIRST S0 THAT A DEF ENTRY
1S WABE INTD THE REF / DEF TABLE FOR ALL THOSE SYMBOLS
NEEDED. IN MODULE ENTER2.

2.9.2,, DNLY THEN CAN YOU LOAD ENTER20BJT MODULE. THE
| DADER CAN THEN RESOLVE THE SYMBOL DATAl THAT YOU CODED IN
LINE 206 OF ENTER2. WHILE LOADING ENTER2 THE BEF’S OF
ENTERZ, MESS562, AND WAIT4 ARE PUT INTD THE REF / DEF TABLE.

2,9.3.. KON YOU CAN [OAD MODULE MAINOBIT. THE LOADER CAN
MO¥ RESOLVE THE REF’S TG SYMBOLS ENTERL, ENTER2, DATAL,
MESSEZ, WATT4, VMBM, SCROL, AND SCOL? AS THEY ARE FOUND IN
THE NAIN MODLAE.

This series will be continued in the next issue of the Lim
newsletter, '

ARTICLES BY SCOTT ADAMS ON HOW TO WRITE ADVENTURE GAMES

Date: Tue, 13 Jum 1993 04:25:36 GHT

A few weeks ago, somecne here mentioned the fact that
Scott Adams, the creator of personal computer Adventures,
wrete a column for Softside magazine in 1980 and 19B1. He
did: it was called SAY YOMD, for reasens that any playsr of
Pirate’s Adventure will jesediately know.

Most of the coluans in the series were fairly technical -
or dealt with imsediate problems in the industry. Two of
thes, however, cantzined very insightful material an how he
writes and judges interactive fiction. I’ve excerpted the

interesting bits below fer your reading and discussion
pleasure. Share and enjoy. '

- Bavid Librik
librik@cs, Berkeley.edu

SAY YDHO by Scott Adass (/81

This wonth fet’s look at the riles I use to write what I
comsider a good cospunovel. [ feel that any compunovel wil}
need tc follow these ryles fairly closely to become a
success, though like any rules there are aiways exceptions.

$) LOGICAL CONSISTENCY

Is the coapunovel logical? This is of course a very basic
point that any compuncvel writer needs to adhere to very
tlosely or the results can be really disastrous.

Siwple things like whether when exiting a room to the
sagy you can got back by then going west are isportant and
tan cospletely ruin the feel of an otherwise fun prograa’
{nless of course it is in a lngical place such as & maze or

Mayte lost ina desert and se an,)

MERT AR
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Alss very isportant: Do the responses fit the actions? 14
fou drink a flask of water it would be extresely illogical to
then develop a case of sunstroke and die. If a particuler
response doesn’t fit the requested action, then there showld
be some sort of logical reason why not, An exaaple aight be
the reason you developed sunstroke in the above because the
water had 2 specific drug in it.

Whatever the reason is, though, it should become obvious

to the player and not remain a secret with the author, or the
believability of the game will suffer!

© 2} EXDTIC KNONLEDRE SHOULD BE UNNECESSARY
Knowledge that is not cosmon or readily availabie should
not be required to cosplete a game (though it might be
required for special scoring). The main purpose of playing a
cospunovel is aore to overcoae cbstacles and probless by

using intelligence than by knowing something somecne else
doesn’ t,

- Exapple: Needing to know the Russian word for cow before
ailking said beastie.

There are, of course, exceptions to this rule. If a
compunovel wWas designed to educate in a particular field,
then it would be acceptable to force the player to learn what
is needed. A&lso, if a piece of knowledge is widespread and
pasy to find out, it would be acreptable, such as knowing
Morse Code,

3) ITEMS AND LOACATIONS SHOULD FIT THE PLOT
A dragon and magit words are quite appropriate in &

fantasy adventure, but would be greatly out of place in a

nuclear reactor!

4) MULTI LEVELS OF DIFFICULTY

All problems and obstacles to overcome should not he of
the same degree of difficulty or the player will becose
extremely hored or extremely frustrated, One obvious

exception tp this rule is when the procras is written for a
specific age graup.

31 HORE WAYS TD SKIN THE CAT

Whengver it is possible {usually seacry is a constraint
here}, try to bave aore than one way to reach a desired goal
a& aot all people think alike! Also along this line, it is a
good idea to provide responses to all the different things a
pliver right eater, {This is probably one of the easiest
rules to lay down and one of the hardest to follow!)

§) HO SUDDEX DEATH SYNDROME
_Unless the plot is specifically written to need it (like
DEATH DREADNAUGHT}, is it not a good idea ta capriciously
kill off players withoet giving them sose sort of warning
ihead of time. This allows the clever player a chance to
escape the doow the author has envisioned for thes!

So that suss it up for this sonth. If anyone out in the
real world has any additional rules they think are valid,
dgrop ae 3 line! And oh ves, Adventure 10 is now out! WNow,

_and safe.

ONE LINE ADVENTURE

by Phillip Case
0 CLSsPRINT™ADVENTURE VISIBLE ITEMS: TREES DBYIOUS EXITS.A
EAST WEST ";STRINGS (30,=-"}:INPUTTELL '
ME®:A$: [FA$C"E", OELGEPRINTRG, "I'M IN A
CAVE.";:PRINTR79, "NOTHING"; 1 PRINT8143, "NORE™, ; 1 FRINT8283,
2043 INPUTAS: [FASCCAS)I=TZANDMIDS (A%, 4) ="P" PRINT"YOU
NIN!!"ELSEQ

ONE LINE REVIEW

by Scott Adans

{See Say Yoho colusn this menth,) RULE 1, esually; RULE
2, yesj RULE 3, ves, RULE 4, well maybe; RULE 3, hardly; RULE
b, vyes; RATING 5/4 = BAY tnot bad for one line!}; BAY YOHD,

and we gone

SAY YOHD by Scott Adams 3/81

[discussion of save-gase bug on the Apple 2 deleted]

1 have been asked many times how 1 develop an  Adventure,
Well, sy usual procedure is as follows:

1} First I pick a topic that 1 wast to caver, such as
Bracula or the O1d West.

2} Then 1 decide whether I want to do a treasure
smapedition or have some sort of specific sission to perform.
(The treasure-finding type of Adventure is usually easier to
write, but not by a iot.}

3} Next 1 lay oput sosme terrain to cover and put in a,
sisple skeleton of probless and chstacles to overcose. Also
I dot the lIandscape with obvious items and objects which
belong there, such as coconuts in pale trees, stc,

4) By this time, I usually have sose interesting prodless
laid out which 1 then incorporate into the structure.

5) At this point I'a uzuaily ready to enter the structure
into the computer and start play-testing. The Adventure is
probably about 30 percent of its final size at this time.

&) Finally, the play-testing by myself and other gives me
nuserous ideas of haw to fill in the holes in the tinal
structure and an Adventure is born!

How long this process takes ranges from one year, in the
case of “Adventureland®, to cnly one week for “Mystery Fun
House*. 0On the average, an Adventure will take about a month
to finish, and anywhere from three hours to three nunths to
play!

I hope this has given you come ingight intn Adventure
creating. Until mext sonth, say all your adventures be fun

NEXT oy
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Other  articles included: an enthusiastic cheer for
Infocon’s just-released "Zork® (which Adaas had played back
in his mainfrase days, as DUNGEDN), a description of his new
adventure systee "Odyssey” -- apparently intented to wove
into Infocoa’s arena with heavy use of the new microcosputer
floppy disk technelogy, it never saw the light of day ~- and
* reference’ lo Adaws’ rule of software pricing: how such
would sovie tickets cost for the same number of hours of
0 joyment?

. = David Librik R2DONES S

SOLUTION TO THE SCOTT ADAMS ADVENTURE
ADVENTURELAND
tirom internet ftp:i//ftp.ged.de/if-archive/scott-adans)

in a forest, about to start vyour
adventure. Move along East, and tiptoe past the sleeping
dragoa. Go East again to the lake, Bet the axe {leave the
fish for now, since you have no way of getting them vetd,
thea head North into the quicksand bog. Pick up the blue bx
(MON! A treasure already!'», then say the sagic word on the
axe. bee, shere did everything go? Well, look at it this
may: at ieast you can "Swin® back to the lake. -

Now go South to the hottomless hole., Carefully *Go
Hole," and pick up the flint and steel, &0 up {easy, it's a
long way down!>, Then it's West into the swasp, and Nest
again to the hidden grove. Surprise! There's the axe and the
ox, alang with another treasure. Get everthing, and go back
East, Clisb the tree, get the keys, and clisb down again.
Now, "Chop Tree.* Drop the axe {you won’t need it again), get
the sud, then, "bo Stump.® Once inside the stump, drop the
sud, of and fruit, Go dosn to the root chasber, sick up the
rubies, then go up and drop thes off. Easy, isn’t it?

Okay, time for more treasures. bGet the lamp and rub it
twice, Each tise you rub the laap, a genie appears amd
Ieaves a treasure. Just aake sure you don’t rub it more than
two tismes, or the qenie will cose out and $TAKE ANAYS a
treasure! <(Can’t win the gase that way!} Now, go down imte
the root chasber, and "Bo Hole." Open the door and drop the
keys. Light the lamp {it’s dark up shead}, and "G0 Hall."
Then continue down to the cavern. From the cavern, trek
South and pick up the bladder. Now it's tiee for a return
trip, so mové  along North, then up until you’re out of the
stump and back in the swamp again (by the way, any tise the
chiggers choep on you, just get the aud, then drop it again,
Also, “Unlight Lamp"™ when you get hack to the roaot
chasber...energy conservatipn helps'), "bet bas,” then "Go
Stusp.*

Now hean back down to the cavern {remesber to light the
lanp ‘before gaing into the hallway!'}, then go South and up.
Drep the bladder and "Ignite bas." $BOGOOM'S You just blew a
hole in the bricked-up window, °“Go Mole," then jusp {(don’t

Here you stand

Worry, you can sake it to the other side safely). Ussas,
hello, bear! Mell, he doesn’t look too mean, but it’s better
mot to take any chances, so "Yell.” As the startled bear
falls down towards the hottom of the chase, pick up the aagic
sirror <caretully, 1t’'s IVERYY fragile!), then "Bo Throne,"
brab the crown and go West to the ledge. Jusp over ‘again,
then West. Pick up the fire bricks on your way out {heavy

-, stuff, but you’ll be needing them soun?, and go down ang

North. After that, make your way up again to the treasure
roea in the stusp.

Iop off JOMLYE the crown. D0 NOTH drop the mirror!
Dkay, now get the bottle of water, and go down again., This
time, drop the flint just before you go into the hatiway. 6o
down to the cavern, and from there, down again into the saze
of pits. From the "Dpposite of Light® sign, go down, Nest,
and down. Pick up the rug, then go down again and you're at
the bottow of the chasa. "Build Jas," then drop the
reeaining bricks {you had a few left overy. “Look Lava,” and
there’s a firestone, It’s still pretty hot, so *Pour Water,®
Mow get the stone and the golden net. Hemam, but how to get
out of here? Well, that sign might help. *Say Away" twice
and, voila! you're in the meadow zgain <{ahhh? fresh air!).
Ualight the lamp, then go South <tp the swaep) and over to
the stuap.

Drop the firestone, the rug, and the mirror. Make sure
that you drop the rug $BEFOREX you drop the mirror!
(Btherwise, seven years of had luck and you won’t be able to
tinish the gase!> Now, get out of the stuap, ga East to the
bole, and North to the lake. “"Get Water," then *Get Fish®
{can’t qet thea without the net, you seed, Return to the
stusp, and drop off the fish and the net, in that order.
Pick up the mud, and head hack down to the cavern. Remesber
to get the flint and light the lasp befare entering the’
hallway!

Once in the cavern, go North. At this point, you should
save the qase, Up ahead are the African bees, which you will
need to get rid of the dragon. Unfortunately, this part of
the game seews to be randos, and sometiaes the bees will
suffocate and die before you can bring thes cut. 1 have

" never found a surefire method for keeping the bees alive, sa

save Lhe gaee here and hope you won't have to restore it too
many tises! (If anyone does find & way to keep the bees
alive, please let me know') Okay, now that the gase is saved,
go Marth again. Get the honey, pour out the water, and get
the bees. (If the bees sting you, and you #ind yourself in
liabo, either restore your saved game or "Go p" to return to
life in the gutdoors.?

Once you have the bees, head back South to the cavers,
then all the way back up to the swasp. If the aud hasn’t
fallen off yet, drop it here before going on (the dragon
THATESY the seell of mud, and will most certainly kill you if
you go near her with it -~ yes, THERI'), ALl right, now head
North and *Drop Bees.* The dragon will become annoyed and fly
awasy, leaving behind some precious ang rare eggs. Pick up
the 295, then return to the stusp. Drop the eggs and the
koney, then say "Score.”

-~ MEXT ARy
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1% YIPPPPEEEE! 1y

You did it!! {Whew' You deserve to take some time out now

and relax! But wait...could that be 4 pirate f1
the horizon... 7y ' W 1w o

ﬁﬂﬁ TO SOLVE THE SCOTT ADAMS ADVENTURE
PIRATE ADVENTURE
{fron interaet {tp;[{ftu.qnd.delif-archive!scntt-adaus)

Yo-ho-ho and a bottle of Coke {or whatever!}, It's time
tor Pirate fdventure! So, don’t just stand there, grab the
crackers, saeakers and rue, then "Go Stairs.® Hassm, wonder
if there's anything interesting to read in that bookcase?
let’s find out, “Get Boeck.” Aha! A secret passage is
revealed! ‘0o Passage," then East, Get the torch and duffel
bag, then examine the hag. GSome matches will fall out. Brop
the bag <you won’t need it>, and get the matches, Nom head
back Wast twice. Read the book, which tells you that the
sagic word is “Yoho.” Nex%, “ho Window,* and say the word.
Msazing' You're now on a sandy island beach.

Drop the book and smeakers, then go East. There's a
shack here, so let’s Maybe the pirate’s thirsty, so givé him
the rus. #h, he takes it and runs off! Now it’s your turn to
run off,
can’t apen the chest yet peither, So, go Mest,
which brings you te the cave-ridden hill,

“6o Path,® and you're at the top of the hill. There
isa’t such here except a crack, but it looks like you just
gight amake it through, so "Be Erack,” This brings you into a
cave, shich is a bit dark, so you had better light the torch,
That's betier! Now you can see that there is a shed here, as
weil as some lusher and sails., ba intg the shed, pick up the
nasser and the water wings,
through the crack. “Uslight Torch® {because it won’t last
forever}, thes go back down the hill and continue West until
you return ta the teach.

Bkdy, drop the wings, torch, watches, and sack, and get
the book and sneakers. Say the sagic sord, and you will findg
ysurself back on the window ledge again. bBo inside, and make
your way to the secret passage. Head East, and find the
pirate sleeping off the rua, Don't disturb his; just pick up
the eapty rum bottle and tiptoe aut again. Now go downstairs
to where the rug is. The rug is nailed down, so *Get Mails,®
then "Get Rug.” Underneath is a ring of keys. Drop the rug,
get the keys, and head on back upstairs to the window ledge,
Say the magic word once again.

On the beach, drop the book, hasaer, sneakers, and nails,
then get the water wings and "Bo Lagoon.® The tide should be
cosing in now, If it isn’t, you'll have to wait for it. Go
Mirth, and you will be in the ocean. Get the fish, and also

then East,

soge  water <{that’s whal you peed the bottla forj how plse:

since you don’t need the parrot right now, and you

thea head North, and go back -

could you keep them alive?). Thes it's back Bouth twire to
the beach,

Drop the wings, get the torch and satches, and sove along
East twice to the bottom of the hill. Light the torch and go
down. Hesem. Hungry-locking crocodiles' Bood thing you have
the fish with you! Feed the crocs, drop the bottle, “and
unlpck the door.  "ho Hall® and East, GSurprise! There are
lumber and sails here {you didn"t really tkink you could drag
this stuff ocut through the crack, did you?». But first, go
inte the shed and get the shovel. Now pick up the lumber and
saifs, and go West into the hall, From there, go to the pit,
go up, then West, and you're out of the cave. Tiae to
unlight your torch and make yet another trip back West to the
beach.

fnce there, drop the luaber, sails, torch,
and return to the shack. Now you can open the chest with
your keys. Look inside two tises, because there are tmo
iteas 1inside: a map and plans for building a pirate ship.
Get both of those and the parrot and, once again (sigh!d;, go
back to the heach. Wait for the tides ta charge, then go
inta the lagoon again. This tise, the tide should be out,
and you can dig up the anchor. Get that, and go back South
to the beach, Drop the anchor, The aagic moment is almost
here. "Build Ship," and there, by golly, is a pirate ship!
Nowever, before you go sailing off on the bounding aainm, you
do need someone to run the ship., (By the way, vou tan droep
the plans now.}

brab the sneakers and book, and <in case you haén’t
guessed hy now}, say “Yoho.® Now go wake ap the pirate, amd
return to the beach. Drop the book and sneakers again, thee
*bo Ship," and “Set Sail.” Fipally! Treasure Isiand! bo to
the beach and dig. The pirate will grab some of the rua ané
take off. Now go South through the graveyard (heing careful
net to awaken the pirate>, then East into a field. “Pace
30," then dig, and you will uncover a wooden box. Get that,
then drop the shovel and "bo Monastery.” Oh boy! Deadly black
aaeba snakes! bood thing you still have the parrat with you.
Prop the parrot. He will chase off the cnakes, and you can
pick up the *dubieons" {well, that’s how they spell them in
this game!). '

Dkay, head West twice, wake the pirate, then go North to
the beach. ‘6o Ghip" and *Set Sail." You're back on the
pirate’s island now, "bo Beach™ and get the hasser. Now you
can open the box and get the stasps {stamps? that's a pirate
treasure??>. Drop the hammer and box, and get the book and
sseakers.  Say *Yoho," then go inside and down the stairs,
Jrop the two treasures and say *Score.” WHEW! You won the
gase! {It’s time to sit back and relax with a seq of
§reg...or naybe zven twn'}

and matches,

~ 55
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HOW T SOLVE THE SEOTT ADAMS ADVENTHRE
GHOST TGN
{from internet ftps//4tp.ond.de/ii-archive/scott-adans)

Okay, pardner, it’s time far a little trip to a gen-u-ine
ghost tosn! But don’t worry, thes's ifriendlyt ghosts. 5o,
mount up and let’s get goiag! the Jail and the Barbershop.
Start things off by going into the Barbershop, where you'll
find a Stetson hat. GShake the hat and drop it, Get the key
that fell ocut, them leave (yow don’t need the hat for
anything). Jrop the sy in the street,

bo West along the street and you will come to the Saloon
and the Bry- Bcods Store. First go to the Salogn and get the
bell, then go to the Dry- goods Store and pick up the
matches, and shovel. Back in the street, go West once againm,
which brings you to the Telegraph Office and the Hotel,

bo into the Hotel, then East intg the empty roos. Drop
the bell and return to the street. Now enter the Telegraph
Office, and meve the safe. Comnect the two loose wires so
that the telegraph key now works. You'll be needing it
later. Leave the Telegranh office, then gu  MWest until you
come to the fork in the road,

Frem the fark go Soxth to the edge of the ravine, Burn
the sagebrush, then enter the ravine, Here you will find
charcoal {froe the burnt brushi and the eatranze to a mine.
bo into the mine. Although iY's dark and you can’t see it,
there iz z silver bullet here, bGet the huliet, then go down.
You can move in the dark safely so lang as vou always move in
the right direction. '

Hca get the candle and light it. #h, vou car see again’
%0 South, and dig roof. You ha.e found your second treasure,
a joid nugget. Get that, and go back North and Up out of the
ming, Fs-zuber to pick up the charcoal hefore leaving the
ravire!

Mew oo to the fork in the road, and drop cr+ the shovel
and the charcoal, From there, go East bach into town uniil
you come to the stable. Ezter the stable, and then the

stali. et the horseshoe, then make your way back out to the
street,
Now Gzad along East to the Dry-Boods storz. Drop the

candle outside, treasures inside, then go cut 2nd East  aqain
to the Jail, Pick up the koy, then use horseshoe, It's
pagretic and will ~pen the door té the Jail. Enter the jail,
and unlock ‘R2 inner door with the key. Drep the key, and go
through the deor into the cell, Pick uwp the haswer, then
leave the Jail, making sure you alsc take the derringer with
you. Drop the derringer in the street.

It's tise %2 aslay blacksmith, sp ge all the way Hest to
the- stable, and then enter the stall. This tiae, eount the
horse, and you will into the manure pile putside the stall.
het up fphew'! out of the nmanure pile, and re-enter the
stall. Thers will now be & hele in the wall leading to a
store roon.  Bo through the hole and get the keg of naills.
Back-in the stall, empty the keg and drop it., Now get the
nails, and shoe the horse. Drop the hamser and sount the
hor se,

Say giddyap {the magicr word!), and the horse will taka
off. Eventually, yeu will be thrown, and that’s the last
vou'll ever see of Oid Paint, Brush yourself off, and enter
the teepee in the hidden canyon. Pick up the two treasures
there, then go hack sutside.

There doesn’t sees to be any way out, but have no | fear!
Beat the tom- tom, and the ghost of Beronime will appear.

E Say Wow, and IAP! guess where ymt are? Right, you're hack in

the manure pile again f{hehehe), bet oput of thal, then head
along to the Dry-Gonds store and drop off the treasures
(don’*t forget to drop the spurs, tooll.

Sosewhere  along the line here you may have heard
systerious ghostly sounds and or voices. The sound of the
bell indicates that a ghostly piano player is now visibie in
the Saloon, and the voice gives you & clue as to what to do
about him. If you are near the Saloon when you hear the
hell, go inside, and applayd the ghost,

He (it?) will stand up, take 2z 5 bow, and vanish. -~ The
piano, however, will remain behind, as a solid abject. [f
you open the piang, & map will #all out. This map tells vyou
to "dig roof”, but sipce you've slready done thal, you den’t
need the eap, so you can just leave it there.

Once you’ve dropped off the Indian
{passihiy)
the road.

treasures  and
applauded the ghost, return West to the fork in
bet the shovel and charcoal, then go North to the

field. Dig here, and you will find some yellow powder fit’s
sulphurl, bBe%t the powder, then g to the manure pile in the
stall,

Holding your nese, dig arpund in the manure, and you will
uncaver soge white crystals. bGet these, then head into the
stall, My the stutt you're carrying around, and you wiii
make sore gunpowder. Fill the keg with that, then get the
keg and go to the Telegraph Dffice, '

Brop the keg in the affire.
should you touch the telegraph key,
restore the gase!), By this tise, it’s probably getting dark
outside. Don’t worry, you'll he abhle to make it ta the hotel
before sunset.

Just leave the Telegraph O4fice, enter the Hotel, and go
East to the raom where you dropped the bell. Ring the bell,
and, like magic, a bed appears' Drop the bell, get into bed,
and have a good night’s sieep.

When morning arrives, get up, then move the bed,
revealing a roll of fape. Get the tape and leave the room.
On your way out, go to the counter and get the cashbox.  Now
return to the Saloen, tape the mirror, and break it, thus
revealing a hidder office. Drop the tape, go through the
hole into the office, and get the Go heard.

Now it’s time for another trip to the Dry-Goods Store.
Drop of# the cashbox and the Go board, MNow, pass Bo, and
collect $200 {tricky, huh?). After that, leave the store and
head Mest to the fork; then South to the ravine. This tisg,
jump across the ravine,

You are now in the mountains, 6o West zlong the trail to
the line shack. Enter the shack, and tap the telegraph key.
Boo! The oqunpowder in the keg just went off! Now, look at
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the floor and you’ll notice a loose plank. Get the plank,
drop it, then go down the hple into the root cellar. Collect
the pelts, then ga back up and wmake your way atross the
ravine and into town. As you pass wherg the Telegraph Géfice
uzed to be, you'll see a smoking open sate. Look inside, and
pick up the gnld dust,

Continue East and pick up the derrisger, then keep going
East until you come to Doot Hill, Shont the rattlesnake with
the derringer {it's & water pistol!), then dig a grave and
{gulp!) go inte it. Here you find a coin and a purple wore,
If “you wast to indulge in sose gratuitous vialenre, you ran
ki1l the wore, In any case, drop the shovel and get the
coin.

Row clisb back out, and make another trip to the
Dry-6oods stare. Drop all the treasures, then go back out
irto the street. Get the candle, then wait for sunset. Oace
1t’s dark, go into the Saleon., A ghestly square dance is in
progress {that's what the +iddle strings are all about).
Still in the dark, do a little dancing, and you will win a
prize.

Now you ran light the candle. The dancers will vanish,
and you can now make yeur final trip to the Bry-Goods store.
Drop the cup you just won, and say "Score®. #11 right! You
did it, vou collected all thirteen ghost treasures! Mter all
that, w#hy not take a vacation? I know this little deseried
island that would be just perfact.....

X XDONEX X

HOW 74 SOLVE THE SCOTT ADAMS ADVENTURE
THE COUNT
{frow internet ftp://ftp.gad.de/it-archive/scott-adans)

In this adventurs, your qoal is to find and kill the evil
vampire, Count Dracula. This is probably the most boring of
the Adaes adventures because you have to do a lot of waiting
for some things to happen, and exactly when they happen seems
to ke a random thing.

You start off in bed in Dracula’s house. Get the sheets,
then get up. Bo North into the hallway, then West {ata the
kitchen, Enter the dusb waiter and raise it, then go rooa.
You are now in the pantry. bet the matches and the garlic,
then return to the dush waiter.

At this pnint, you can do some exploring to waste tiass,
because you're waiting for the bell to ring (do a little
aapping?l. This will tell you that the postsan has delivered
some mail to the house. Once you hear the bell, go to the
front door. You will find a postcard with a note clipped to
it. Get the paper clip and drop the note.

¥ow, return to the kitchen, get into the dusb waiter, and
lower it to the Work Rooe. 60 into the room. FPick the ipck
on the closet door {with the paper clip, of roursel, open the
door, and enter the closet, Drop the stake you’re carrying,
then get the vial and leave.

“.tablets come out} them drop it.

Back in the Work Room, close and re-lock the door; and
drop the paper clip. Now it’s time to get a light source, so
go Down to the dungeon, Tie the sheets to the iron ring,
then descend into the pit, Get the torch (it's there even
though vou can’t see it}, and clisb out agair., You don’t
have to bother with the sheets again for now. N

Now go back up to the kitchen. Empty the vial (3 no-dez
Now you have to wait until
sunset, but you sust be careful here. GStop saying ®sait® as
soon a5 it starts to get dark outside, and take a tahlet.
Then continue to wait until nightfall, at which tiee, light
your torch,

¥ait a little longer, then enter the oven. It7s a solar
gven, so you can never get in here during the day. Get the
paiifile that’s inside, and leave the oven. At this point,
you have dane all you can, se you might as well go back tao
bed. FRemember to unlight the torch before going to sieep.
This aight you will be bitten, and there fs poifing you can
do abaut it.

The next sorning, you will notice that the sheets are on
the bed again. Get thes, then get up. Tie the sheet to the
bed, then get the sheet (loose end), open the window, go out
the window, and drop the end of the sheet over the ledge.

Now clish down the sheet, go to the Bindow Hox, then go
thraugh the window into the room. Get the portrait of
Bracula, then drop it. This will reveal a2 secret passage.
I4 you want to explore it, go ahead {light torch firstl.
Just sake sure you unlight the torch before trying te climb
back up the shests!

Well, here vyou have ip do spse more waiting, as now you
have plenty of tise to kill until the sailsan brings a
certain package. So, just mess around again until the beil
rings, At that point, go to the front door again, )

Open the package. Inside are a hottle of blood and a
pack of cigarettes. bet the cigarettes {make sure you say
*pack"!). Now go back to the kitchen and get the tablets.
After that, gqo back down the sheets to the room with the
secret passage. VYou should do this before night falls,

Now wait for sunset the sage way you did the night
before. Once the sun sets, light your torch and go intc the
passage. Follow it zlong to the crypt. bBet a cigarette {yau
may have to drop something first), then seoke it. Dracula’s
{empty) coffin will appear {this is the only way to sake the
coffin appear).

Dpen the coffin and go inside. Use the file to break the
bolt on the céffin, then get out again. Drop the cigarette,
pick up anything else you may have dropped. and leave the
passage. Now, take 2 second cigarette from night, it really
isn't necessary, since you cCan take three bites before
syccushing, So, you might just as well put cut the torch and
go to sleep.

Once again, you wake up in the bed, with the sheets. Bet
them, and tie thes to the bed as you did the day before.
Instead of clisbing down however, firsit go to the dusb waiter
and from there to the Work Rooe. Use the clip to pick the
the lock on the closet door so you can get the stake. Also

make sure you arab the mallet on your way out. exr racs
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Now that yau have the stake and the hagser, go up to the
kitchen again, and from there to the hedroom and down the
sheets to the secrel passage. Light the torch, enter the
passage, and go ta the ceypt, Smoke the cigarette, and the
coffin will appear agair.

Open the coffin, go inside (yes, you must'}, and apply
the coup-de— grace to the vaspire. TA-DA! You're a hero!
{Hey, you're pretty good al this stuff. How are you with
yoadoG, .. )
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