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Historical Information taKen
from Bill Gaskills TIMELINE

JuLy 1988:

Bill Knecht, pioneer nember of the TI-HUG (Houston Texas
Users Group) and longime programmer of wusic for the
89/UA, dies of cancer.

Furmellleb w4, 11 is released on July 4, 1988.

Mike DeFrank completes an excellent [42-page instruction
wanual on how to build the FORTI Music Card using the
Colewan/Willforth Protoboard.

On July 8th, Or. bGuy 5. Romano anhounces that he is
closing down  the Awnion Help line in MNovember due to the
drastic decrease in calls for help from TI users.

McCann  Software, Owaha, NebrasKa, releases the AUANTI-S39
Farth Card .

Texaments, a HNew York based supplier of 99/4A products,
relocates to Yaphank New York 11988, 244 Mill Road.

Jobhm Guion, Dallas, Texas releases a plug in upgrade to
the Triton/MG Super Extended Basic module that provides

5B, Disk Manager III, Editor/Assenbler and TI-Writer
capabilities in one wodule.

Sierra On-Ling, former producer of 99/4A game modules such
as Jaubreaker II, publically announces it will not enforce
its 959/4A copyrights.

Jobm Birdwell begins assembly language programming series
for MICROpendium. He decides to teach the language by
mak ing each published installment one part of a working
word processor when complete.

Prinkl’s Sorgan II i

OataBiolics  releases  Jerone

cartridge forn,

JFORHRT L0

ELEMENTS OF BRSIC #3 ..vviiiiiiiiiiiiieninn, Page |
YOU DON'T HRVE TO HAVE IT ALL ...vvvuvvienisn, Page 2
SCOTT ROAMS AOVENTURELAND REVIEW ....vvveviss. Page 3
HOVENTURELAND HINTS/SOLUTION oovvvvviinveninn, Page Y4
THE ORIGIMAL 12 ROUENTURES ...ovvviiiinienin, Page &
THE ORIGINAL 12 AOUENTURE DESCRIPTIONS ....... Page B

Ray Kazmer of Sylmar, CA becomes the first person in the
history of MICROpendium wagazine to have tuo articles, one
review, one User Notes and a letter all published in the
Same 1ssue.

The Ottawa TI-99 User Group announces that 'serious bugs’
have been uncovered in DMIBBA (Disk Manager 1BAA) version
3.6 and aduises users to stay with version 3.5 until the
bugs are worked out.

TELCO w2.l iz released by Charles Earl.
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Ringuraith's  Lair, an  Aduenture-type game for  the
TI-99/4A, couldn’t be easier to run. Just put the diskette
in drive 1 and select Extended Basic. The program loads
automatically and then asks if Instructions are neesded.
Ansuwer ing YES, prints out the legend behind the scenario -
about fifteen minutes of background reading.

Upon  completion, another program loads automatically. You
are then asked for the name of your character. Each
character has four traits to uwhich you assign random
numbers given by the computer. The numbers assigned
detertiine how well you can do things - fight or make
friends, for exawple. If the character suruives, his nane
and score 15 stored on disk and may be used later (f you
like.

See “RINGURRITH®, Pags i

VESTERDAY 'S WEWS 15 PUBLISHED MonTHLY EY RALFH KEES (SPAKKOKUMMER % GOWWENTS,

PUGEESTIOWS, IDERS, ETE ARE ALWAYE WELGOWME



By UAVE HOWELL
LOURTES? OF THE ERiE 99’ ER: PHRT g

THE INPUT sSTATEMENT

In addition to using the READ...DATA and LET statements
for entering data into wemory, the INPUT statement allous
valugs to be entered uhile a program is in progress. lhen
an  INPUT statewent 1s encountered in a running prograt,
the computer cannot continue until data has been entered
yia the Keyboard.

The following statement demonstrates the format of a
sinple INPUT statement:

18 INFUT R

The INPUT statement causes the computer to sound a "beep®,
print a question wark, and wait for data to be entered.
Mhen the ENTER key is pressed, the program will resune.

The type of data entered at the Keuboard must correspond
to the type of data specified by the variables in the
INFUT statement. If the wrong tupe of data is entered,
the following warning message will be displayed:

WARNING:

INPUT ERROR IN 18

TRY AGAIN:

When the input error occurs, the INPUT statewent will

automatically be repeated. Hs a result, an INPUT
statenent will not allow the program to continue until an
appropriate value has been entered.

The walues for several variables can be assigned with a
single INPUT statement,

28 INFUT A%,B,CH

When responding to this statement, conmas must be used to
separate the data, like thist

TELEPHONE,814,ARER CODE

The data entered in response to an INPUT statement must
match the fype of wariable in the same ordery that is,
alphanumer ic data for wvariables ending with a string
character (%) and numeric data for non-string variables.
If the data does not match the respective variable in the
INPUT statement, a warning nessage will be displayed.
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In this exanple of the INPUT statenent

1A INPUT R%,B$,C$
2@ PRINT A%

38 PRINT B

4R PRINT L%

RLIN

? DESK,CHAIR,"PENCILS,PENS" (--user's response)
OESK

CHAIR

PENCILS,PENS

The data PENCILS,PENS would generally be considered by the
computer as two separate wvalues for C$ in the INPUT
statenent. However, the quotation marks allow the data to
be considered as a single value.

It 5 good progratming practice to Include a prompt nessage
in an INPUT statement. A prompt is used to indicate the
exact tupe of data required.

For example, the statement:
18 INPUT "CUSTOMER MWAME?*:R$
would cause the following message to be displayed:

CUSTOMER MAME?

The prompt wessage in an INPUT statewent must be enclosed
in quotation marks and followed by & colon, The list of
yariables must follow the prompt message.

When a prowpt wessage 15 included inoan INPUT statement,
the question mark (7 will not automatically be displayed.
If a prompt message 15 included, the prompt will be
displayed exactly as it appears in the INPUT statement.

RINGWRAITH comtinues. ..

At this time, you can proceed with the basic scenario, or
put in another diskette with a different adventure - new
rooms, treasures and monsters. Scenarios IT and III are

available at $12.95  each, and require the original
diskette ($24.95) to run them.

N

You select from four sKill levels, and then the scenario
15 loaded into memory. The character shous up in one of
more  than 1280 roows containing 25 monsters, various
treasures, deuices, and weapons. Unlike most aduenture
programs using comwands  such as "THKE KNIFE,® there are
instead, 14 major comnands. These include four directions
(N, S, E, W3, attack CRY, run (RJ, nake friends (FJ, get,
drop, or use something CG, O, U), look CL), inventory (1D,
condition (C)y or quit (0D, This limits things somewhat,
but not for experienced adventurers: it does, howeuer,
make 1t easier for the new adventurer to get a feel for
these games. Like any aduenture, there are the usual
tricks that participants pick up along the wau.
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The object of Ringuraith’s Lair is to rescue the princess
and return her to safety - a task not easily accomplished
(hot to mention, trying to waximize your scorell), In
trying to get through the Lair and rescue the princess,
you'll discover  tuo less-than-ideal situations: One, you
cannot  save the game inprogress  in order to continue
later. This neans that 1If you quit, you Kill the
character, and wyou must start from scratch. Therefore
you'll have to record your progress on @ map S0 Jou can
re-trace your path. The second problem is fighting an
eneny. The blow-by-blow description of the battle can get
quite boring - especially after uou miss ten times and
your  opponent hits you once. You Jjust want to get the
battle ower with, and a minute later they’re still going
at it. 5igh! Just to print the outcome of the battle would
have been better. Oh well, what gane is perfect?

RIl in all, Ringuraith’s Lair 15 a fair game - a welcone
addition to the family of available third-party softuare
for the TI Howe Computer. If gou're an adventure fan, this
game will probably be worth the money to you. If you're
new to  this  gawe genre (and have the necessary
peripherals), 1t will give you a pretty good idea of what
aduventuring is all about.

Now, back to the adventure. How in the world do 1 get past
those fire-breathing dragons? Huwmmnnm ...

You pon’T HAVE o
TO HAVE IT ALL m—i;;_;:

Do the conversations at your user group meeting sound like
a coffee break in Silicon Valley? Are you confused by talk
of GROMs and GREAMs, puzzled by references to HFOCs,
intimidated by discussions of megabytes and frightened by
talk of burning EPROMs? Well, Jjoin the crowd, buddy - so
ati I

m|| =

There are basically three tupes of people interested in

computers. First, there are those uho use a computer to
run programs, to  accomplish something useful or just to
have fun. I believe that those people are still in the

great majority, although we don't hear much from thew,

Then, there are those who get their Kicks out of writing
progranms, of creating software for others to use. There
aren’t too many of those left in the TI world.

And finally, there are those who like to tinKer with the
conputer, soup 1t up, plug in doohinkies and thingamajigs,
and talk in that strange language I mentioned above. I
don’t Know how many of those folks there are, but they are
certainly  the most Knowledgeable, active, and interested,
and they tend to dominate the conuersations and the
printed material in the TI world nowadays.

Uoluwe 3 MNumber 7

Yesterday's flews

Page 2

I presume that those fellows also do actually run prograns
on their souped up systems. And, some of them must be
sk.11led programmers, because many of their huybrid harduare
creations would be useless without specialized software.

I'm wvery glad that those people are around. Once in a
while they invent something that I actually find useful,
and they are a lifesaver when ny equipnent breaks down.,

But, don't be intimidated by all that high-tech talk, and
don’t  think  that the computer world is passing you by,
There are so wany things to do with a computer that no one
could possibly find time to do them all. Do your own thing
and don’t worry about the rest.

I have operated a TI software company for seven years, and
I also spend a lot of time writing prograns, using the
computer as & word processor, etc. I probably spend more
time on my TI than 98% of the users. So, what does my
equiptient consist of?

I have & console with the Extended Basic wodule plugged
in, attached to a P-box which contains a TI disk
controller, two double-sided drives, the 32K card, F5232

card, and & Horizon Ramdisk. Also plugged into the R5232
card 15 an old Gemini 18X printer and an Auatex 1206 baud
todet .,

I also have a Speech Synthesizer, a pair of TI jousticks,
a TEII module and an Editor Assembler module, all of which
I plug in occasionally when I need them; also, a cassette

recorder and cable which hasn’t been used in a long time.

I wuse Triton's Super Extended Basic wodule because it has
some  editing features which are useful when progratming,
It also has some limited plotting capability which I have
never used - and have never heard of anyone who has. If
you don’t program, it would hardly pay to suitch from the
old TI Extended Basic. I also have the Mechatronics module
but never got around to trying it.

I had a Gram Kracker but soon sold it and bought a Ramdisk
instead. The Gram Kracker has fantastic capabilities if
you have the sKill and Knowledge to take advantage of
then, but most users don’t seewm to have done much beyond
personalizing the title screen.

I had & widget, and I guess it s still collecting dust
around here some place. It was a nuisance, and since I use
#Basic 99% of the time I didn’t need 1t. There are now
widgets or "module expanders” that allow you to access
more  than one wodule from within a program, That is, if
you have the sKill to weite such a program, I don’t Know
that anyone has released such programs to the public
domain, and I can’t think of any practical use except to
access TEID speech from KBasic - but you can do that with
the Text-To-5Speech disk.
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The ram disk 1s the one tool that I would not be without,
In order to assemble my TI-PD catalog, I screened ouver
YABA programs, debugged and modified, merged in help
files, conversions to HBasic and loaders, and assenbled
over HBA disks of programs. It took me hundreds of hours
of work - without a ram disk 1t would have taken thousands
of hours and I would not even have attempted it.

The ram disk enables me to switch from one program to
another almost  instantly, and with John Johnson's Boot
program I can Just as quickly catalog a disk or view a
file. Mine has 256K of memory. I could get one with much
more memory but I see no reason to do soi I have euery
program  on it that I am apt to use even once a wonth, and
it is only half full. That leaves plenty of room for
temporary storage and dounloading.,

However, ©f you only use your computer to play games, do a
little word processing and a bit of record Keeping, a ran
disk would be an expensive conuenience rather than a
necessity.

Since my ram disk is only half full, I would consider a
hard drive to be about as wseful as the mammalian
appendages on & swine of the masculine persuasion. If I
was running a BBS, sure - or If I was doing & lot of work
with those memory-gobbling graphics and needed everything
quickly accessible.

My old Gemini printer has been a faithful workhorse,
although the hood ouver one sprocket wheel has lost its
spring and is being held down by a loop of elastic cord. I
will have 1o give it up soon, because the Geminl printer
codes are becoming obsolete and I need to be able to write
and test Epson codes. But, I hate to give up these 79-cent
typewriter ribbons and start getting ripped off on $2.50
cartridges!

As for a color ribbon, the temperature will have to go way
down, down under, before I pay for one of those.

Once  ina while, when soneone sends me a double-density
diskfull of stuff, I wish I had a CorConp disk controller,
Otherwise, with diskKettes selling for a quarter or less,
it wouldn®t pay to change.

If T ever get around to subscribing to GEMie or Oelphi, it
will pay we to get a 2488 baud noden.

I can't think of anything else I need, and I don’t want
what I don’t need. If I really wanted to play joustick
ganes, I would certainly get something better than the TI
Joustick, And if that MIDI interface cable becowes a
reality, T will be sorely tempted.

I can't see any advantage in putting the 32K under the
hood, or  angplace other than where it is now. If I used
speech & great deal, it would be nice to get rid of the
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synthesizer - but I Know only one user who uses speech
that much. I don't need a clock bullt in because I have 3
watch on my weist, If I really did a lot of serious
writing, an 88-column card would be wonderful. But then I
would have to buy a monitor capable of displaying B0
columns. I certainly don't want to give up color, and
high-resolution color wonitors cost more. I would still
want to use my old monitor for prograwming, because I like
to write prograws for folks who have basic equipment. I
don’t have room on my cowputer desk for two monitors, so I
think I'11 pass.

I'm a three-finger typist, so a RAVE Keuboard wouldn't
speed up my  tuping very nuch, If I really wanted an IEM
keyboard and BA-column capability, I would throw in a few
bucks more and get a beneve.

S50, what about the Geneve? If I had an irresistible urge
to run the few great programs that have been weitten for
ity or if I wanted to explore its great programning
capabilities, I would get one. But, I like to write
programs  for other people to use. lhen so few are
interested in prograns that I write for a conputer that
sold in the wmillions, why would I write programs for a
conputer purchased by a couple of thousand people?

I am sure that many folks will disagree with what I have
written. That's why I wrote it. I hope they will disagree
so strongly that they will immediately boot up Funlueb and
conpose & blistering reply, But don't send 1t to me - send
it to your newsletter editor. The neusletters are badly in
need of more articles by more writers!

a

N

Seott Adam s

UENIUP

IRPEHRTURCLAND

You start off in & forest with nothing but trees for
conpany,  but gou will soon be collecting such things as a
rusty axe and a bladder.

The total number of locations is not large, but their
layout mwakes you feel you are in a wvery large Aduenture.
There are no lengthy descriptions, but even though short
they are very atwospheric. HAlong with the tight plot and
logic involued within this gawe, these go to make the
scenes very believable,

=

Adventure #1

The object 15 to collect 13 treasures. To do this you
hust outuit beasts liKe the dragon, who's a pain in the
arm, and chiggers who are a pain all ouer! llhen you first

came across him, the dragon is sleeping. If you ask for
help here, a voice booms out "There are only three ways to
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wake the dragon!®™ Finding even one 1s difficult enough and
the chances are that gyou will have got him out of bed on
the wrong side, anyuway!

This 15 the gawe with the famous evil swelling mud and a
sign in & neadow proclaiming "In some places mud 1= good,
in others...” This Is typical of the air of nystery and

intrigue built up in the game.

input system is all that is used in
Aduventureland, but 1= more useful than you could iwagine
and In no way loses out in comparison with  more
sophisticated routines.,

A sinple verb-noun

Euen after seven [37) years on the warket, Adventureland
rates tops with me on playing it for the first time, If
you haven't tried it, go out and buy it now! I'w sure
you'll agree with nel

Personal Rating:1® Simon Marsh

H FEW HINTS:

This 15 the first of the series and drops the aduenturer
right into a forest with exits in all directions. Happily,
gscape 15 one move away and you find yourself tiptoeing
past a sleeping dragon - you're unarmed and a little too
ripe for roasting at the moment to tackKle himl You may now
arrive safely at the lake shore to find a useful, If
rusty, magical axe and some tantalisingly elusive fish,
Using the power of the axe the first treasure is gained
and, hopefully, lost? Things are going swinminglyl A uisit
to the top of a bottomless hole way SPaPK your imagination
and 1t soon becomes clear that Paul'’s Place is not a fish
and chip shop! lhere to go next? Another oueruiew might
help you find gour way into the main part of the
aduenture,

S50 far, =0 good - & place to store the hard-uon ¥TREASUREX
and you've found the brass lamp that is the good companion
to all adventures. Steadily you descend into the bowels
of the earth. I hope soneone remenbered the door Key -
and here you will discover the main problems of the gane.
First you may encounter some deadly bees but the fact that
they are only used to sniffing pleasant odors may be help
enough to bottle their anger or steal their honey! Talking
to the brick wall doesn’t get you through it and me
gasbagging won't help either - or will 17 Once the wall
15 down it the time to stop and jump for Jjoyl

Soon you  nmeet the first of Scott's awkward customers - a
large, hungry bear. Be wery careful how you deal with
this meanie - he looks the nervous tupe and raised voices
might push him over the edgel

Your  score will be building nicely now with six treasures
in your collection, but don’™ let go of the mirror unless
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you've something soft for it to land on - seven years bad
luck is the last thing you need at the moment.

More confident now you might go and tackle the maze of
pits. Remenber it's warm down there, so you could take a
drink along,  Fortunately each part of the 'maze’ is
different and you find it's a weritable gold mine of
treasure and information. Two treasures are there for the
taking - one of them will help you land a third - and
there’s a giveaway clue for two wore. VYou're sure there's
something in the damned lava, If only you could get to it
The only real snag is how to get out of the maze - Aladdin
might have wished for a wagic carpet - or similar!

Well that's about 1t - Ok Yes! - the dragon? the wirror
gives the clug to that but it could bee you don't need it.

There 15 a way to finish it in fwo noves but I711 leave
that to you.
Aduventureland 1s rated by Adventure International as

moderately difficult but tuping *Help® wsually gives a
useful clue and I think the game should suit beginner and
master alike.

SOLUTION:

Here you stand in a forest, about to start gour aduenture,
Move along East, and tiptoe past the sleeping dragon. o
East again to the lake. Get the axe (leave the fish for
now, since you have no way of getting them uetl, then head
North into the quicksand bog. Pick up the blue ox Clow! A
treasure alreadyl), then say the wmagic word on the axe.
beg, where did everything go? Well, look at it this way:
at least you can "Suin” back to the laKe.

Now go South to the bottomless hole. Carefully "Go Hole, *
and pick up the flint and steel. Go up (easy, it's a long
way downll, Then 1t's West into the swamp, and lest again
to the hidden grove. Surprisel There's the axe and the ox,
along with another treasure. Get everything, and go back
East. Clinb the tree, get the Keus, and climb down again.
Now, "Chop Tree.” Orop the axe (you won’t need it againl,
get  the wud, then,”Go Stump.” Once inside the stump, drop
the mud, ox and fruit. Go down to the root chamber, pJDK
up the rubies, then go up and drop them off. Easy , isn't
it?

Okay , time for more treasures. Get the lawp and rub it
twice. Each time you rub the lanp, a genie appears and
leaves & treasure. Just make sure you don't rub it nore

than tuo times, or the genie will come out and take away a
treasure! CCan't win the game that wayl) Now, go down into
the root chamber, and "Go Hole."Open the door and drop the
keys. Light the lamp (it's dark up shead), and "Go Hall.®
Then continue down  to the cavern. From the cavern, trek
South and pick up the bladder. Now it's time for a return
trip, so move along North, then up until uou're out of the
stump and back in the swamp again Chy the way, angtine the
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chiggers chowp on you, Just get the wud, then drop it

again. MAlso, "Unlight Lamp” when you get back to the root
chamber...energy conservation helps!l, "Get Gas,” then "Go
Stump.”

Now head back down to the cavern Cremenber to light the
lamp before going into the hallway!) then go South and up.
Orop  the bladder and "Ignite Gas.™ BOOM! You just blew a

hole in the bricked-up window."bo Hole,™ then jump Cdon't
worry, uyou can make it to the other side safelyld. Unnn,
hello, bear! Well, he doesn’t looK too mean, but it's

better not to take any chances, so "Yell.™ As the startled
bear falls down towards the bottom of the chasw, pick up
the magic mirror Ccarefully, it's very fragilell, then "Go
Throne.” Grab the crown and go West to the ledge. Jump
ouer again, then lest . Pick up the fire bricks on your
way out Cheavwy stuff, but you'll be needing them soonl,
and go down and North, Rfter that, make your way up again
to the treasure room in the stunp.

Orop off only the crown. Do not drop the wirror! OKay, now
get the bottle of water, and go down again. This tinme,
drop the flint  just before you go into the hallway. Go
down  to the cavern, and from there, down again into the
maze of pits. From the "Opposite of Light"™ sign, go doun,
West, and down. Pick up the rug, then go down again and
you're at the bottom of the chasw. "Build Daw,” then drop
the remaining bricksCyou had & few left ouerd. "Look
Lava,” and there’s a firestone. It's still pretty hot, so
"Pour  lWater.”™ Now get the stone and the golden net. Hun,
but how to get out of here? Well, that sign might help.
"Say Away" twice and, voilal you're in the meadow again
Cahhh! fresh airld. Unlight the lamp, then go South Cto the
swamp) and over to the stunp.

Orop  the firestone, the rug, and the wirror. Make sure
that you drop the rug before you drop  the mirrorl
(Dtherwise, seuven years of bad luck and you won®t be able
to finish the game!) MWow, get out of the stump, go East to
the hole, and MNorth to the lake. *Get Water,” then "Get
Fish® (can't get them without the net,you seed. Return to
the stump, and drop off the fish and the net, in that
order. Pick up the mud, and headback down to the cavern.
Renember to get the flint and light the lanp before
entering the hallwayl

Once  in the cavern, go North, At this point, you should
save the game. Up shead are the RAfrican bees, which you
will need 1o get rid of the dragon. Unfortunatelu, this
part of the game seews to be random, and sonetines the
bees will suffocate and die before you can bring then out,
I have never found a sure-fire method for Keeping the bees
alive, =0 sauve the game here and hope you won't have to
restore 1t too many times! (If anyone does find a way to
keep the bees alive, please let ne Know!) OKay, now that
the game 15 saved, go North again, Get the honey, pour out
the water, and get the bees. (If the bees sting you, and
you find yourself in linbo, either restore gour saved gamne
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or "Bo Up™ to return to life in the outdoors.)

Once you have the bees, head back South to the cavern,
then all the way back up to the swamp. If the mud hasn't
fallen off yet, drop it here before going on (the dragon
hates the swell of mud, and will most certainly Kill you
if you go near her with it - yes, herld, ALl right, nou
head Worth and "Orop Bees.” The dragon will becowe annoyed
and fly away, leaving behind some precious and rare eggs.
Pick up the eggs, then return to the stunp. Orop the eggs
and the honey, then say "Score.”

Yippeee! You did it CWhew! You deserue to take sone tine
out now and relax! Buf walt...could that be a pirate flag
I see on the horizon..

HRVRITOLE WIS
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ADVENTURE: GAME DESCRIPTIONS

AoveNTURELAMD: The first agame In  the Aduenture Module
Series, begins in the forest of an enchanted world. GpAL:
You must locate all 13 treasures, as uell as the special
place for  storing  them, in order to score points,
ADDITIONAL COMMENTS: Fersonally, I found this game to be a
much easier gawe to solue than Plrate Aduenture which is
rated for the beginner player. If you prefer to play an
adventure game that is fast-mouing, and which gives you
the opportunity  to start collecting your  treasures
quickly, then this is the game for you.

GHosT Town: The ninth game in the Aduenture Module Serles,
begins in a ghost toun, complete with everything you'd
expect to find In a typical ghost town, including a Few
ghosts! GoAL: You nust locate all 13 treasures, as uwell a
the special place for storing  them, in order to SCDPE
points. ADDITIONAL COMMENTS: Scott Adams took his usual
scoring concept one step further in this gawe, by giving
you the opportunity to score bonus points. This means
that, even after you have successfully solued this
adventure, you can still  try to perfect your adventure
abilities by trying to solue this game in the feuest
possible number of moves.

Miss1on ImpossigLE: The third game in the Aduenture Module
Series, begins in a briefing room, with a tape recorder,
BoaL: Your mission, should you decide to accept ity 15 o
stop a saboteur from blowing up the world’s first nuclear
reactor.  ADDITIONAL COMMENTS: Choose your  comnands
carefully when playing this adventure gane, as time is of
the essence!

Mystery Fum House: The seventh game in the Rduenture
Module Series, begins in front of a fun house. GpaL: You
must find the hidden secret which lies within the fun
house. HDDITIONAL COMMENTS: Fart of the fun in playing
this game is trying 1o get inside the fun house, and
staying there, without being thrown out, once you do get
inside. Are you up to the challenge?

Pirate PApventure: The second game in the Aduenture Module
Series. You are standing on the edge of a high cliff. To
your left, you see a hungry puthon slithering your way, To
the right, & quicksand bog surrounded by bleached bones
awaits unsuspecting travelers. Behind you a large grizzly
bear blocks the only path into the forest. Suddenly, you
notice a sturdy rope hanging ouver the edge of the cliff.
But, there's a thick mist below s0 you can’t see where he
rope  leads. Should you chance clinbing down the rope, or
should you try to Kill the python or the bear?

Pyramio oF [Doow: The eighth game in the Aduenture Module
Series, begins in & desert. [pAL: You nust locate all 3
treasures, as well as the special place for storing them,
in order to scorepoints. ADDITIONAL COMMENTS: Fart of the
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challenge of this game is finding the entrance to the
pyramid, and discovering what you need to do in order to
get credit for the treasures .

Savace IstAnp I Amp II: The tenth and eleuventh games in
the RAdventure Module Series , begins on a beach by the

ocean, and 1t is  from here that ugou ewmbark on your
wilderness suruival adventure. Q[op: You must  try to
become  the world’s greatesf hero. ADDITIONAL COMMENTS: RS

g word of warning, don't be surprised if you find it
impossible to save your game during a uvery crucial stretch
of this aduenture, as Scott Adams disabled the procedure
for saving a game during this vital period. Oh well, "Liuve
and Learn,” or should I say, "Die and Learn.”

StraNeE (Opyssey: The sixth game in the Aduenture Module
Series, begins in & one-man scout-ship, where you find
yourself stranded on a small planetoid. Bppy: Before you
can wake the  journey back to gour home planet, gou must
first repair your spaceship. As you search the planet for
all the necessary parts, you will discover the secrets of
an ancient civilization. You must locate all & treasures,
as well as the special place for storing them, in order to
score points,

THE Count: The fifth game in the Aduenture Module Serles,
begins in a castle, uhere you awaken in the afternoon to
find yourself in a large brass bed, holding on o a tent
stake. GppL: It's up to you to discover who you are, what
you are doing in Transylvania, and why the postman
delivered a bottle of blood, not to wention the fact that
you tust also find Oracula and Kill him before you end up
turning into & vampire yourself! ApDITIONAL COMMENTS: In
this adventure game, you will find & new element, that of
time, being introduced. In order for you to successfully
canplete this adventure, you must properly time your
activities over three days and nights. This game is unique
in the fact that things change between night and day, and
euen between two consecutive days. Are you up to the
challenge?

THE OGolpeN Voyaee: The twelfth game in the Rduenture
Module Series, begins in a Persian city, and it is from
here that you wust find a ship and set sail for unknown
ports of call. Bppu: You have three days in which to find
the fountain of wouth, in order to save a dying King.

Yooooo CmstLE: The fourth game in the Aduenture Module
Series, begins in & chapel, where you find yourself in
front of a closed coffin. BoAL: By exploring the castle,
you will discover the necessary inforumation needed, in
order to  free Count Cristo from the fiendish curse which
was placed on hin by his enemies.
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