GAMES
MYSTER

No-one has ever left the House
of Treasure alive to tell of the
fortune it conceals. Now Chris
Davison’s adventure beckons
to you.

THE TROUBLE WITH most mini Adventure
games in Basic is that they tend to suffer from
one or more of the following:

BYou find monsters, kil themm and collect
treasure indefinitely.

BYou can move only forwards and to the sides
— One cannot retrace ona’s steps.

B Tha adventure lacks any aim, and if it does
have one, it is the same each time.

BThey are very difficult to amend without a
great deal of fuss and wasted time,

In my mini Adventure, | hope to overcome
most of these problems. Without divulging too
many secrets, let me first explain the objects of
the game.

You are at the entrance of a very old house
which is rumoured to contain a huge hoard of
treasure. However, no-one has ever left it alive
to tell the tale. This adventure is not as simple
as it looks and took me almost a month to
solve. I have succeeded only once since then.
Your score is kept throughout and is calculated
on treasure, monsters, strength, time, keys,
lamps and so on.

I will try to explain how to delete, expand or
otherwise alter the program to suit your needs.

The progam is written in XTAL 2.2 Basic
for the Sharp MZ-80K, and when run
occupies about 14K — 13.2K 1o be exact. It
should work with only minimal alterations on
any micro running a Microsoft-type Basic.
Graphics can be added very casily using a sub-
routine which is called from the description
routine.

Routines

0000 — 0060 Dims, call various set-up
routines

0070 — 0200 Actual program — calls all
other routines

1000 — 1250 Set up house details

1300 — 1396 Set up treasure, monsters and
other variables

1400 — 1470 Options

1500 — 1530 Qutput of descriptions

1600 — 1650 Your choice — e.g., north
south

1700 — 1810 Move, calculate position of
walls, etc.

1900 — 1930 Explore

2000 — 2050 Qpen

2100 — 2160 Stairs

2200 — 2260 Trap

2300 — 2380 Key

2400 — 2460 Lamp

2500 — 2540 Trigger
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2600 — 2660 Cellar entrance
2700 — 2780 Door

2900 — 2970 Desk

3000 — 3040 Cupboard
3100 — 3180 Clock

3200 — 3240 Piano

3300 — 3350 Dead

3400 — 34580 Clue

3500 — 3586 Comblock etc.
4000 — 4195 Monsters
4200 — 4330 Status

5000 — 5060 Kidnapped
5100 — 5270 Treasure

6000 — 6060 Strength

7000 — 7270 Treasura or trap
8000 — 8200 Instructions

As you can see from the list of routines, it is
very much a modular program, and as such is
very simple 1o alter to suit your needs. If you
wished to change the piano for a wardrobe,
you place your new routine at 3200-3240.

If you wish to plot the graphics for a ward-
robe, you could do it within the routine or call
a new routine to do so. This new routine could
then be used as the base for all your other
graphics routines.

Those with computers of limited storage
could use this idea to fit the program into their
available memory. The routines are reason-
ably self-explanatory; nevertheless, 1 have
provided a list of variables and the details of
the two main arrays.

Variablas
Mi,,) — House details
5Ll — Treasure details
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Descriptions
MMSI( ) — Monsters
Al )B( ) — Location of clues
Tis — Tima
CLs — Clue in string form
CH$ ~ Your clue guess
A — General
A,B,C,D,ESF — MNumeric general workhorses
XX, YY — Cellar exit
X.Y — Your location
Z — Your level — floor
ST — Strength
L — Lamp
K — Koy
MK — Monsters killed
SC — Score
cc — Clues collected
MO — Monster flag
TF — Treasure flag

Both M( ) and T( ) have numeric terms
which represent some description. These are
used 10 access the routines as well as 1o cal-
culate the walls, etc.

What the codas meaan:

M ) T )
0 External wall N/A
1 Hall Trap
2 Locked door Key
3 Open door Lamp
4 Staircase Trigger
5 Desk Cellar entrance
6 Cupboard Clue
7 Clock Comblock
8 Piano Treasure
9 Chair N/A
10 Statue MN/A
1 Fireplace NI/A
12 Bookcase N/A
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Each of the three main floors — expanded two
as many as vou like by re-dimensioning and
incrementing the For-Next loops in the set-up
routines — has a standard hall layout:

X[H|X

X H XX

H HIH|H|H|H

X H X|X
| X H|X

X H|X

| The data string gives the computer a
random choice of places to put the doors
which are marked with crosses in the diagram.
These positions vary on each floor.

You may have noticed that there are no walls
i M(,,). They are calculated by the fact that if
vou dre in a hall, you cannot see anything
where M(,,) exceeds three — clock, cupboard,
¢1¢. The same idea holds true when you are in
a room — that is, you cannot see the hall, The
treasure 15 distributed randomly. However, its
position mav depend on what is in the corres-
ponding M(,,) array.

If vou wish 10 add a new routine, there are

one or two points vou may wish to know: the

are called by the On-Gosub at line
1ld vou wish to add a new treasure

15 a similar On-Gosub for

B REM seboksoodbdobk s & 4 48 & b b §8# S b bbb $E
I REM #*+ ok
2 REM %% TRERSURE HOUSE ¥
I REH #= by e
4 REM %% C.J.DRVISON o
9 REM #= e
& REM %% in XTAL 2.2 BASIC L
T FEM stk bbb oo sboobbe bbb bbbk ook ook
8 CLS

9 GOSUB &B08

10 REM HOUSE MK [

280 DIM MCP 730 T(7: 7 30 DF (120, MMEC3B) : RCE) B(4)
3@ RESTORE

48 GOSUE 1888

58 GOSUB 1300

55 PRINT "BHIT ANY KEY TO PLAY":J=INCH
56 TIis="oeooea"

98 IF INTC1+6#RMD(8))=4 THEN GOSUB 4800
iW IF §T<1 THEN GOSUEB &@@d

SET UP HOUSE DETRILS

1918 FOR B=1 TO J:FOR A=1 TO &

1828 M(A: 3:B)=1iN{3:A:BI=]

1838 MEXT A.B

1948 A=INTC1+6+RNDCT) >

1858 FOR B=1 TO 3:M(Q.I.B)=4:MHEXT B

18060 DATA 2:2:1:1:2: 308, 1:5:2:06: 2030 140 2:5: 2065 5+ 41 5: 44 6: 51 406,94, 9

1878 FOR F=1 TO J:RESTORE

18680 READ A:IF A=9 THEH 1128

1898 B=INTC1+RA=RHDCS) )

1180 FOR C=1 TO BiREAD D:;EtHEXT CiM(D:EsF r=IHT(Z2+2«RND{S))

1118 IF B=A THEN 1230 ELSE READ D.E:B=B+1:GOTO 111@

1120 HEXT F

1130 FOR C=@ TO 3:FOR R=1 TO &:FOR B=1 TO &

1148 IF M(B.A: CH<>@ THEN 1180

1158 MCB R COSINT(S+B+RHDCI ) )

1188 MEXT E:R.C

1198 FOR D=1 TO 2

1208 R=INTC L1+#6#RHNDC(T) )

1218 B=IHT{1+6%RNDC(T) )

1220 C=INTC1+3%RND(S) >

1238 IF M{R.B.C»{5 OR M{A.B.C)>8 THENH 1208

1298 IF D=1 THEM T<R:E:1)=5

1242 IF D=2 THEM T{R.B.C)=7

1245 HEXT D

1250 RETURM

1390 REM OTHER BITS

1318 E=@:¥=3tY=6:Z=1:_=0:TF=@

1328 DATA HALL.0OR.DOOR: STRIRCASE, DESK: CUPBORRD

1330 DATA CLOCK:PIAMD, CHAIR: STATUE:FIREFLACE: BOOKCASE

1348 FOR A=1 TO {2:READ D$CAIIHEXT A

1350 MO=@:5T=100:1CLS=STR$CINT(1808+8999RND( 71321 CC=]

1368 FOR RA=1 TO &:FOR B=1 TO &

1370 MCA:Bs BXsINT(S+3«RND(E )

1388 HEXT B:H

1381 DATA TROLL.GHOST, IMP:BAT G IANT  ZOMBIE: GROCKLE » HOUMD s DEVIL » KOBOLD « BAT » XORN
1382 DATA GOBLIM.ORCUS.HYDRA: SERFENHT: BASILISK, PHEOMIX . MEDUSA, SALAMANDER
1383 DATA GARGOYLE.BEHOLDER, JUBILEX, GOLEM: VAMFPIRE: HELL HOUMD . GURRDIAN: ORC,ELF
1384 FOR T=1 TO 29:READMMECT ) NEXT

1385 K¥=INTC(1+E6*RNDCEI ) 1YY= [NT{1+7+RND(7 ) D

1386 FOR A=1 TD G:FOR B=1 TO &:FOR C=0 TO Z:IF TC(R:;B,C){»@ THEM 1388

1387 W INT{1+7*RHDC(733=5 THEN T{A:B.C)=8

1388 IF IMTC1+4#RNDCT2 =2 AND TC(R.E:Cr=0 THEN T(A:B:Cr=INT{1+4+RND(E) >
1389 HEXT C.B:R

1398 FOR A=1 TO 4

1391 B=INTC1+6%RHDCE) s C=INT (1 +E%RHD(9 32 D=INT 1 +I%RHD(E) b

1392 IF TC(B:C-D)<»@ OR MC(E.C:DI<5 OR M(B.C.D>>8 THEN 1351

1393 T(B.C.,Dy=6
1394 HEXT R
1396 RETURN
1488 REM OPTIOMS
1481 PRINT

1410 M=M{M,Y-1,23tA8="Harth "
1420 GOSUB 13500

1432 M=M(X=1.Y.2)iRs="Uest"
1440 GOSUB 1S@@

1458 M=M(X+1:Y:Z)!A$="EastL"
146@ GOSUB (S@e

1462 M=M(X:Y:Z):R$="By the side "

1464 GOEUB 100 feontinued on next page)
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