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UFC
Wm IN THESE PACES. THE WORLD OF ADVENTURE GAMES FOR THE

HOME COMPUTER WILL STMM COME ALIVE AND EXPWDE BEFORE YOUR VERY
EYES.

THIS IS PRECISELY WHAT HAPPE D WHEN I FIRST UE Y TO CREATE THE
VERY FIRSTADVENTLRE REFERENCE GUIDE. WHICH WAS O NLY INTENDED TO SE
FOR MY OWN PERSONAL USE. ONCE OTHER FANS SAW WHAT I
LVAS DOING, THEY IMMEDIATELY W D TO COMPARE LIST OF

ES WITH THEIR OWN LIBRARY OF ADVENTURE GAMES. THE
RESLLTS WERE ASMISNDING. MORE MOREADVENTURE GAMES FOR THE
T.I. HOME COMPLIER BE N SURFACE. AND WHAT WAS ONCE ONLY TEN
PAGES BECAME

I HOPE T.I. ADVENTUREFNS FIND THIS NU RFFEREti CE
GUIDE TO BE A MUST IN JUST MUCH AS
THE ADVENTURE GAMES THEMSELVES.

MY ONLY REORET IS THAT SOMEONE ELSE HAD NOT HAD THE DESIRE TO
HAVE DONE OF THIS WORK BEFORE WOULD HAVE PREFERRED TO
HAVE BEEN THE FIRST TO HAVE PURCHASED SUCH A HOOK, RATHER THAN TO
HAVE BEEN THE FIRSTTO HAVE SPENT THE COUNTLESS HOURS SUCH
A

TO ALL T.L ADVENTURE FANS
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MUW
EVER HAVE ONE OF M E DAYS WHEN ANYTHING" AND 'EVERYTHING JLST

SEEMED TO GET BEST OF YOU YOU JUST NEEDED TO ESCAPE A fIa GET
AWAY FROM IT YOU START TO FEEL THIS WAY, GO
AHEAD APTD DO WORLD OF AN ADVENTURE GAME
ON YOUR TI-99/4A COMPUTER I GUARANTEE THAT ONCE YOU GET INVOLVED IN
ONE OF THESE GABS THE REST OF THE WORLD AND ALL OF ITS PROBLEMS
CEASE A MATTER OF ONCE YOU GET INVOLVED IN ONE OF
THESE GAMES. YOU MAY FI D 1i QUrrE A DIFFICULT CHALLENGE TO PULL
YOUEAwAy FROM YOUR COMPLIER CONSIDER YOURSELF WARNED!

WITH YOUR TI-99/4A COMPUTER AND ONE OF THE MANY 4DVENTLRE GAmES
THAT ARE AV M. YOU BE ABLE TO ENTER WORLDS THAT YOU USED TO
ONLY NOW YOU WILL EXPEMNCE EvER=LNG FIRSTHAND, AS
YOU HECOME MAIN CHARACTERS LN THESE NEW WORLDS. YOU MAY WISH TO
E R A MEDIEVAL WORLD DRAGONS. D GEONS, OR
YOU MAY WISH TO VISM A FANTASY WORLD AND EXPLORE ENCHANTED FORESTS.
C B A BEANSTALL VISIT THE EMERALD THE LAND OF OZ OR EVEN
BECOME SPIDER-MAN OR CINDERELIA PERHAPS YOU WOULD PREFER TO USE
YOUR DEDUCTIVE BECOME A SER Rt x UTH AND HELP SOLVE
SOME OF THE MYSTERIES BAFFLED THE KEENEST OF MINDS FOR
CENTURIES. BUT DONT FORGET. MERE ARE g = A FEW NEW CRIMES THAT
NEED TO BE SOLVED AS WELD

STILL WO G FOR SOMETHING THAT PIQUES EP
READING. THERE IS SOMETHING TO INTEREST EVERyONE. ANY KING AND
EVERYIHING AWAIT. ONCE YOU E = IN IO THE WORLD OF ADVEDITURE GAMES
ON YOUR CO PERHAPS OF THOSE PEOPLE
SCIENCE FICTION YOU TO
ACROSS THE REALMS OF THE UNIVERSE TO FARAWAY DISTANT G VE$. OR
PERHAPS YOU MIGHT == THE CHAT OE OF REPA G YOUR SP ESHIP

OF ONE OF YOUR COMPUTER ROBOTS THAT YOU CAN MAKE THE
VOYAGE HACK TO YOUR HOME SOUNDS TOO COMPLICATED FOR YOU?

PERHAP S YOU MIGHT SE INTERESTED IN PLAYING AN ADVENTURE GAME
THAT IS MORE ON THE LIGHTER SIDE. HOW ABOUT VISMNG AN AMUSEMENT
PARK A GHOSTTOWN. A FUN HOUSE, OR A WATER

STILL LOOKING FOR SOMETHING THAT PIQUES YOUR INTEREST? THEN
PERHAPS YOU ARE ONE OF THOSE INDIVIDUALS TO PLAY THE
DUNGEONS AND DRAGONS ROLE-PLAYING-TYPE GAMES  WHERE YOU ARE  IN
CONTROL OF A PARTY OF C 4qh, EACH HAVING DIfr,RENT C L IR
ATTRIBUTES. IF THIS IS THE YOU STILL WONT BE DISAPPOINTED IN THE
AD VENTLRE WORLD THAT IS AVAILABLE TO YOU ON YOUR TT-99/4A COMPUTER
A OF FACT. SOME OF THE =RE GAMES CREATED FOR THE
TT-99/4A AMONG THE BEST DUNGEONS AND DRAGONS ROLE-PLAYING-TYPE
GATES AROUND. COMPLETE WITH GRAPHICS! AS YOU CAN SEE. THE WORLD OF
ADVENTURE GAMES FOR THE 7-9914A COMPUTER IS gUTTE EXTENSIVE AND A
WORLD DEFINITELY WO
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A ETA Lt C L AT T CAE

H STOW OFADVBffURE GAMIS3

TRACING THE HISTORY OF THE ADVENTURE GAME HAS PROVEN TO BE A
CHALLENGE THAT 133AD NOT QUITE ANMCIPATED, IN RESEM1CiTNG THIS TOPIC, I
FOUND MANY AREAS AND FACTS TO BE VAGUE AND EVEN SOME TO BE
CONFLICTING. ALTHOUGH I HAVE TRIED MY BEST TO BE AS ACCURATE AS
POSSIBLE. I AM SURE TFIAT SOME OF YOU WILL DISAGREE WITH SOME OF THE
INFORMATION CONTAINED HERE. I CAN ACCEPT THAT.

ANY DISCUSSION ON THE HISTORY OF ADVENTURE GAMES MUST FIRST
INCLUDE MENTION AND DEEP APPRECIATION TO THOSE INDIVIDUALS WHO DID A
GREAT DEAL OF RESEARCH HACK IN THE 19605 AND 19705 IN THE AREA OF
ARTIFICIAL INTELLIGENCE. TO THE BEST OF MY KNOWLEDGE THE FIRST
ADVENTURE GAME CREATED TO RUN ON A COMPUTER WAS WRITTEN IN 1975 BY
WILL CROWTHER IT WAS WRITTEN IIti THE LANGUAGE KNOWN AS FORTRAN AND

WAS CREATED ON A DIGITAL EQUIPMENT CORPORATION PDP-10 MAINFRAME
COMPUTER ONCE THE GAME WAS MADE AVAILABLE NATIONALLY THROC OH
ARPANET. THE FIRST NATIONWIDE COMPUTER NETWORK. THE POPLTLAFL 5' OF
THIS ADVErTL'RE GAME BECAME OVER HELMING. HOWEVER THE GAME COULD

ONLY BE MADE AVAILABLE TO THOSE UNlV VERSI "TES AND RESEARCH FACILITIES
THAT HAD ACCESS TO MAINFRAME COMPUTERS. DON WOODS OF STANFORD
LNIVERSIT' WAS ONE SUCH INDIVIDUAL WHO WAS ABLE TO GKT IN ON THE
GROUND FLOOR OF WILL CRC}WTHER'S PROGRAM AND IS CREDITED WITH 14 AKI NO
MAJOR ENHANCEMENTS TO WILL CROWIHER'S ADVENTURE GAME.

THE SECOND MILESTONE IN THE CREATION OF ADVENTURE GAMES CAME
WTIH THE CREATION OF ZOR1L A NEW ADVENTURE GAME CREATED IN 1977 BY
DAVE LEBLING. MARC BLANC. TIM ANDERSON. AND BRUCE DANIELS. A NEW
DIMENSION IN ADVENTURE GAMES AND ARTIFICIAL IN'T'ELLIGENCE EMERGED,
THE BIGGEST BREAKTHROUGH IN THE HISTORY OF ADVENTURE GAMES CAMR IN
1979 WHEN SCOTT ADAMS SUCCESSFULLY CRATED AN ADVENTURE GAME THAT
WOULD RUN ON A 16-BIT MICRO COMPUTER AT LONG LAST, THE WORLD OF
ADVENTURE GAMES COULD BE MADE AVAILABLE TO THOSE WHO HAD .7USTA
BASIC HOME COMPUTER SYSTEM!

SOON AFTERWARD. IN 1980, THE FIRST ADVENTURE WRITTEN BY WILL
CROWT'HER AND DON WOODS ENTERED THE HOME COMPUTER MAR =. THEN IN
1981. THE ORIGINAL ZORK ADVENTURE GAME WAS RELEASED BY LNFOCOM. AS THE
FIRST ADVENTURE SERIES FOR THE HOME COMPUTER MARKET. NEEDLESS TO
SAY, THE ZORK SERIES BECAME A GREAT SUCCESS! IRONICALLY. JUST AS
ADVENTURE GAMES SEEMED TO BE REACHING NEWER AND GREATER FRONTIERS,
TEXAS INSTRUMENTS DECIDED TO PULL THE TI-99/4A COMPUTER FROM THE
MARKET_ THERE WE WERE. ABANDONED IN 1983 WITH JUST TWELVE SCOTT
ADAMS ADVENTURE GAMES. TWELVE INFOCOM ADVENTURE GAMES AND A
SMALL HANDFUL OF VERY PRIMrTTVE ADVENTURES.

OUR WORLD WAS BECOMING EXTINCT. EVEN FASTER THAN IT WAS CREATED!
THIS INDEED WAS THE END OF MOST ADVENTURE GAMES FOR THE TI-991 4A
COMPUTER UNTIL 1985. WHEN TEX-COMP RELEASED THE ADVENTURE EDITOR
AND AS CARL) SOFTWARE RELEASED THE TUNNELS OF DOOM EDITOR ONCE AGAIN.
OUR PRAYERS WERE ANSWERED AS NEW ADVENTURE GAMES FOR THE TI-9914A
COMPUTER STARTED TO APPEAR ON THE MARKET AND WE WERE BLESSED WITH A
NEW GENERATION OF AD'VEN'TURE PROGRAMMERS!
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NOTES ON HOW ADVENTURES URES
WERE CLAMMEDAND LEGATED

DECIDING ON THE CRITERIA TO BE USED IN DETER.MINENG IRA GAME WAS- AN
ADVENTURE GAME AND WHETHER OR NOT IT WAS A TEXT ADVENTURE, A ROLE-
PLAYING-TYPE ADVENTURE. AN ADVENTURE GAME USING THE COM7[,TER'S
SPEECH CAPABILITIES. OR AN EDUCATIONAL.-TYPE ADVENTURE GAME WAS QUITE
A CHALLENGE.

IN SHORT, ALL SCOTT ADAMS GAMES ARE TEXT ADVEN URES. AS WELL AS ALL
ADVENTURE GAMES CREATED WITH THE USE OF THE TE.XGCOMP ADVENTURE
EDITOR. ALL TUNNELS OF DOOM GAMES ARE ROLE-PLAYING-TYPE ADVENTURE
GAMES, AS WELL AS ALL ADVENTURE GAMES CREATED WITH THE USE OF THE
TUNNELS OF DOOM EDITOR FROM ASGARD SOFTWARE. ANY ADVENTURE GAME
WHICH INCORPORATES SPEECH CAPABILITIES WAS CLASSIFIED AS A TEII
SPEECH ; ADVENTURE. REGARDLESS WHEI-I-IER IT WAS A TEXT ADVENTURE OR A
ROLE-PLAYING-TYPE ADVENTURE. ANY ADVENTURE GAME WHICH WAS CREATED
PRIMARILY AS AN EDUCATIONAL TOOL WAS CLASSIFIED AS AN EDUCATIONAL
GAME, REGARDLESS OF WHETHER IT WAS A TEXT ADVENTURE OR A ROLE-
PLAYING-TYPE ADVENTURE.

THE HARDEST AREA WAS THE BASIC AND EXTENDED BASIC ADVENTURE
GAMES. BASICALLY. IF A GAME PLAYED LIKE A SCOTT ADAMS GAME, WITH
VERB/NOUN ACTIONS. DIRECTIONS. ETC„ I CLASSIFIED THE GAME AS A TEXT
ADVENTURE. IF A GAME PLAYED LIKE A TUNNELS OF DOOM GAME. WITH
DIFFERENT CHARACTERS AND CHARACTER ATTRIBUTES, OR HAD THE BASIC
SCREEN SETUP AND DESIGN AS A TUNNELS OF DOOM GAME, THE GAME WAS
CLASSIFIED AS A ROLE-PLAYING-TYPE ADVENTURE. GRAPHICS WAS PROB,r LY
THE EASIEST CATEGORY TO CLASSIFY. ONCE I SET FORTH THE BASIC GL'IDELLYES.
IF AN ADVENTURE GAME HAD ANY GRAPHICS AT ALL, WHETHER ON THE TITLE
SCREEN OR IN THE GAME ITSELF, IT WAS CLASSIFIED AS GRAPHICS. REGARDLESS
OF THE QUALITY OF THE GRAPHICS. EACH ADVENTURE GAME WAS THEN
CATEGORIZED AS TO WHETHER IT WAS CREATED TO RUN ON A CASSETTE SYSTEM
ONLY. A DISK SYSTEM ONLY. OR EITHER A CASSETTE SYSTEM OR A DISK SYSTEY4.

NF...7TT, EACH ADVEHI1JRE GAME WAS CATEGORIZED AS TO THE LEVEL OF SHILL
THAT ONE SHOULD POSSESS BEFORE ATTEMPTING TO PLAY THE ADVENTURE,
THESE THREE LEVELS OF SKILL ARE BEGINNER, MODERATE. AND ADVANCED. AND
SHOULD BE SELF-EXPLAFNATORY. FINALLY. EACH ADVENTURE CAME WAS RATED
FROM 1 TO 5. WITH #I BEING POOR. #2 BEING FAIR #3 BEING GOOD, -74 BEING VERY
GOOD, AND 15 BEING EXCELLENT. ALL RATINGS WERE DONE IN COMPARISON w riI-i
OTHER ADVENTURE GAMES OF THE. SAME TYPE. 'ITIUS. ALL ADVENTURE MODULE
GAMES COULD BE RATED AGAINST EACH OTHER. ?3UT THEY COULD NOT SE RATED
AGAINST ANY INFOCOM ADVENTURE GAME.

ALL IN ALL. I TRIED MY BEST TO BE AS OBJECTIVE AS POSSIBLE, AND
WHENEVER POSSIBLE, I COMPARED NOTES WITH OTHER ADVENTURERS BEFORE
MAKING MY FINAL ANALYSIS. SHOULD YOUR OPINIONS DIFFER GREATLY FROM
MINE, DO NOT BECOME OFFENDED. AFTER ALL, DIFFERENT TYPES OF
ADVENTURES APPEAL TO DIFFERENT TYPES OF ADVENTURERS. AND EACH OF US
HAS OUR OWN SPECIAL WAY IN WHICH WE ATTEMPT TO SOLVE THOSE
ADVENTURES THAT WE FIND TO BE MOST IIYIRICLTING,
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USING HE ADVEN URE
REFERENCE GUfiDE

TH ADVENTURE REFERENCE GUIDE WAS CREATED AND DESIGNED TO MEET
THE NEEDS OF FROM THE NOVICE ME
MOST ADVANCED ADV1 NTURER FROM THE PERSON WHO OWNS JUST A FEW
ADVENTTIRE GAMES. TO THE PERSON OF AN EXTENSnT
ADVEICrURE LIBRARY.

SECTION 1 BEGINS BY GIVING YOU A LIME BACKGROUND O n ON
CONC G THE MMRY OF T. AS EXPLAINING THE
CRITERIA WAS USED IN D WING WHETHER A GAME WAS AN
ADVENTURE. AND WHF IT STOOD IN COMPARISON To OTHER ADV TURES.

IN SECTION IL YOU WILL FIND A LISTING OF THE TEXAS INSTRUMETTS
MODULES SHOULD DEFINITELY BE A PART OF YOUR A
LISTING OF THIRD-PARTY ADVENTURE ==ES, AND REVIEWS OF THE MOST
SIGNIFICANTOF BOTH. IF YOU AMBITIONS TOWARDS WR.FflNC YOUR
OWN I'JRE GE, THESE PROGRAMS ARE A MUST

SECTION 10 IS THE BAc oNE OF THE ADVENTURE REFERENCE GUIDE. IS
HERE YOU A COMPLETE LISTING OF ALL THE
ADVI NTURE GAMES THAT ARE LISTED TN THE ADVEN URE REFERENCE GLME.

IN SECTION W, YOU LISTED AS IN
SECTION III OF THE ADVETTIURE REFE NCE GUIDE, ONLY THIS TIME THE
ADVENTURE GAMES HAVE BEEN LISTED BY SPECIFIC CATEGORIES. THUS, IF YOU
ARE IN=StO IN A SPECIFIC CATEGORYSUCH AS SCOTT ADAMS
GAMES. YOU HAVE ONLY TO FIND THE SCOTT ADAMS LISTING.

IN SECTION V YOU WILL FINDq SELECTED REVIEWS ON SOME OF THE MOST
POPULAR UNIQUE ON SOME OF
ME ST ADVENTURE GAMES WRI TEN ESPECIALLY FOR THE TI-99 /4A

SECTION VI WAS CREATED TO BE USED AS YOUR REFERENCE O=E.
WE INVITE YOU TO ENTER YOUR OWN COMMENTS
GAMES YOU SECTION VII CONTAINS VARIOUS APPENDICES -
M WO SOURCES FOR THESE ADVENTURES.

OF THE APPROXIMATELY 200 ADVENTURES LISTED =IS BOOK. ALMOST
1iAI.F ARE FAIRWARE AND pLmuC DOMAIN. AND BE OBTNTD FROM YOUR
LOCAL USER GROUP. OR IN ARCHIVED FORMAT FROM THE TWO USER GROUPS
SPECIFICALLY LISTED IN THE APPENDIX TOPIC ONO G FAIRWARE AND
PUBLIC DO N
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ADVENTURE REFERENCE GGthDE RATING SYSTEM

POSITION CODE EXPLANATION REFERENCE GUOE EXAMPLES

01 THRU 04 UTIL ADVENTURE UTILTIES ADVENTURE EDITOR
01 THRU 04 TEXT TEXT ADVENTURE GAME PIRATE ADVENTURE
01 TNRU 04 ROLE ROLE-PLAYING-TYPE QUEST OF THE KING

ADVENTURE GAME
01 7HRU 04 1E11 ADVENTURE GAME WIT]-E THE MYSTERY AT RAVEN MOUNTAIN

SPEECH CAPABILITIES
01 THAU 04 ECUC EDUCATIONAL PROGRAM PARTS OF SPEECH ADVENTURE

06 N NO GRAPHICS PIRATE ADVENTURE
06 G SOME GRAPHICS RETURN TO PIRATE'S ISLE
08 8 CASSETTE AND DISK PIRATE ADVENTURE=
08 C CASSETTE SYSTEMS ADVENTURE EDITOR ON CASSETTE
08 q DISK SYSTEMS ZORK I
09 B BEGINNER LEVEL PIRATE ADVENTURE
09 M MODERATE LEVEL ADVENTURELANO
09 A ADVANCED LEVEL RETURN TO PIRATE'S ISLE
10 1 POOR QUALITY COMPUTORAMA
10 2 FAIR QUALITY TOMB OF THE GRAY ELF
10 3 GOOD QUALITY ADVENTURELANQ
10 4 VERY GOOD QUALITY VOODOO CASTLE
10 5 EXCELLENT QUALITY PIRATE ADVENTURE

ADVENTURE REFERENCE GUIDE CODES

POSITION CODE EXPLANATION DISTRIBUTIONOFPROGRAMS

01 T T.I. ORIGINAL PROGRAM NO COPYING PERMITTED
01 C COPYRIGHTED PROGRAM NO COPYING PERMITTED
01 F FAIR WARE PROGRAM COPYING PERMITTED -

AUTHOR'S FEE
01 P PUBLIC DOMAIN COPYING PERMITTED -

FREE PROGRAM
02 M MULTIPLE FILES
02 S SINGLE FILE

03-04-05 TOTAL 9 SECTORS

EXAMPLE

ADVENTUR
I 
TEXAS INSTRUMENTS 4 ADVMflDULE UTIL-N-8E5 I TS001

D MODULE
I

LTIL-N-B$5 MEANS: IT IS A UT=
IT HAS NO GRAPHICS
IT IS AVAILABLE FOR CASSETTE AND DISK OWNERS
TE IS FOR BEGINNERS
IT HAS A RATEIG OF 5- EXCELLENT (L:AL Y

TSCO I MEANS: IT IS FROM TEXAS INSTRUMENTS
fl IS A "SINGLE F*ILZ
THE TOTAL NUMBER OF SE=JRS FOR THE FILE IS "1"
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OV^RV^ W OFF THE ADVENTURE

COMMAND MODULE

THE ADVENTURE COMMAND MODULE ( PHM 3041 ) FROM
TEXAS I NSTRUMENTS AND ADVENTURE INTERNATIONAL.
I NCORPORATED. PROVIDES A SPECIALIZED UNIQUE
ENVIRONMENT, WHICH SERVES AS THE DATA BASE FOR THE
SCOTT ADAMS ADVENTURE MODULE SERIES, AS WELL AS SOME OF
THE OTHER FINE ADVENTURE MODULE GAMES WRITTEN BY
SOME OF TODAY'S INDEPENDENT ADVENTURE PROGRAMMERS.

SYSTEM REQUIREMENTS FOR CASSETTE SYSTEMS

i, CONSOLE
2. TV OR MONITOR
3. CASSETTE RECORDER
4. CASSETTE CABLE
5. ADVENTURE MODULE
6. CASSETTE PROGRAM

SYSTEM REQUIREMENTS FOR DISK SYSTEMS

1. CONSOLE
2, TV OR MONDDR
3. DISK DRIVE
4. DISK CONTROLLER
5. ADVENTURE MODULE
E. DISK PROGRAM

SPECIAL FEATURES

1. ACCEPTS'IWO-WORD COMMANDS, I.E., VERB / NOUN.
2. ACCEPTS ONE-LETTER COMMANDS FOR DIRECTIONS, I.E..

N NORTH / S SOUTH 1 FEAST/ W WEST / UUP/1) DOWN.
3. MAY FiEEQUIRE HOURS. DAYS, OR EVEN WEEKS COMPLETE.
4. PERMITS YOUR CURRENT GAME TO BE SAVED AND REPLAYED

AT ANOTHER TIME. THUS, IF YOU HAVE SAVED YOUR GAME, YOU
MAY CON'T'INUE FROM WHERE YOU LEFT OFF. RATHER THAN
START ALL OVER AGAIN.

5. COMES WITH "PIRATE ADVENTURE. THE SECOND GAME IN
THE SCOTT ADAMS ADVENTURE MODULE SERIES.

IN MOST ADVENTURE MODULE GAMES, THE TOP OF THE
DISPLAY SCREEN GIVES A BRIEF DESCRIPTION OF YOUR LOCATION,
FOLLOWED BY A LIST OF VISIBLE ITEMS, THE OBVIOUS
DIRECTIONS IN WHICH YOU CAN MOVE, AS WELL AS A L1ST OF THE
ITEMS YOU ARE CARRYING. ANY ADDITIONAL BACKGROUND
I NFORMATION NEEDED FOR THE GAME APPEARS BELOW THE
HORIZONTAL LINE, NEAR THE MIDDLE OF THE SCREEN. IT IS
ALSO THE AREA IN WHICH YOU WILL SEE THE QUESTION, "WHAT
SHALL I DO?" FOLLOWED BY A FLASHING UNDERLINE, KNOWN AS
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THE CURSOR NOW ITS YOUR TURN TO GIVE THE COMPUTER
YOUR INSTRUCTIONS. TYPE IN A T VO-WORD COMMAND.
CONSISTING OF AiN ACTION VERB FOLLOWED BY A NOUN. AND
PRESS TIE "ENTER" FOR EXAMP, IF ONE OF THE VISIBLE
ITEMS IS A BOTTLE. YOU COULD TYPE IN. "LOOK BOTTLE."
"EXAMINE BOTTLE." 	 BATTLE." "OPEN BOTTLE." B
BO=. - "DRINK BO ," OR WHATEVER ELSE YOU CAN TEINK
OF. IN SOME DISPLAY DOES NOT LIST
THE ITEMS WHICH YOU ARE CARRYING. IF YOU ARE PLAYING ONE
OF THESE GAMES, JUST ENTER THE COMMAND.
I NVEN'T'ORY." AND YOU WILL BE GIVEN A LIST OF THE ITEMS
THAT YOU SHOUT YOU FIND YOURSELF STUCK IN
A PARTICULAR SITUATION. YOU MAY WISH TO TYPE IN -HELP.'
SOMETIMES YOU'LL GET HELP. SOMETIMES YOU WON'T. BUT
YOU'LL KNOW UNLESS YOU

UNDERSTANL}ING THE SCREEN COLORS

GREEN SCREEN -BLACK COLORS
LLtIERS REPRESENTS DARKNESS

P SENT'S DEATH
YELLOW SCREEN -BLACK LEI lERS REP SENTS A SOLVED

SOME COMMON VERBS FOUND IN MOST ADVENTURE MODULE
GAMES

BREAK EN R gLIIT SWIM BUILD
EXAMINE LEAVE REACH TAKE BURid FEED
LIGHT TALK CALL FIND LISTEN
RELEASE THROW CATCH FOLLOW REMOVE
TIE CHOP RING TOSS
CLIMB GIVE CLOSE

MOVE RUN UNLOCK CUT GRAB
OPEN SAVE UNTIE DESTROY KELP PACE
SAY USE DIG HIT PICK SHUT
WAKE DRINK I GNITE POSSE SLAY WALK
DROP INVENTORY POLR SMASH WATCH EAT
JUMP PULL SPEAK EMPTY HICK
PUSH SPILL YELL

OVERVIEN OF THE ADVENTURE EDITOR

THE ADVENTURE EDITOR FROM TEX-COMP PROVIDES A
SPEC=ED UNIQUE ENVIRONMENT. WHICH WILL ALLOW YOU TO
CREATE YOUR VERY OWN ADVENTURE MODULE ADVENTURE
GAMES. OR MODIFY ANY OF THE EXiSTING ADVENTURE MODULE
ADVENTURE INCLUDING THOSE CREATED BY SCOTT
ADAMS. TO MEET YOUR OWN PERSONAL,
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SYSTEM REQUIREMENTS FOR CASSETTE SYSTEMS

1.CONSOLE I MUST BE A fl-99/4A)
2. IV OR MONITOR
3. CASSETIE RECORDER
4. CASSETTE CABLE
5. MINI MEMORY COMMAND MODULE
6. CASSETIE VEFLSION OF 1HE ADVENTTJRE EDrrOR

SYSTEM REQUIREMENTS FOR DISK SYSTEMS

I, CONSOLE IMUST BE A M-991'x+ 1
2. Iv OR MONITOR
3. DISK DRIVE
4. DISK CONTROLLER
5. 32K MEMORY
6. EDI•IDRASSEMBLER COMMAND MODULE
7, DI5K VERSION OF Ti-r_: ADVENTURE EDITOR

ADDITIONAL EgUIPMENT RECOM TENDED TO FULLY
IYTILME THIS PROGRAM

1. PRINTER
2, RS232 CARD
3. ADVENTURE COMMAND MODULE

1. PERMITS YOU TO EDIT EXISTING ADVENTURE MODULE GAMES
2.PERMI7"SYWTOCREATE ItURCMNAEWENfUREM[DLLE CAME.
3. PERMITS YOU TO COPY GAMES FROM CASSETTE TO DISK OR

VICE VERSA.

ADVENTURE EDITOR CONTENTS

LAZY ENTURE COhTVERSION - USED TO OLYTVERT E CSTING
ALWEN URES

2.ADVENTURE E:XTOZ - USED TOEDIT CCN'VER7 •ED ADVENTURES
3.AUWENTURE TEMPLATE - USED FOR CREATING\UJR (YA

ADLIENT JRES

ADVENTURE CONVERSION COMMANDS

G - GO - STARTS THE CONVERSION PROCESS
P - PRINT - USED TO OPEN A PRINT FILE
S - STATISTICS - USED TO DISPLAY THE CONVERTED GAME'S

STATISTICS

ONCE AN ADVENTURE MODULE GAME HAS BEEN CONVERTED,
YOU DO NOT NEED TO CONVERT THE PROGRAM EVER AGAIN,
HOWEVER YOU MAY WISH TO USE THE ADVENTURE CONVERSION
PROGRAM AGAIN, SHOULD YOU DESIRE AN UPDATED STATISTICS
REPORT ON A GAME THAT YOU ARE WORKING ON.
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ADVENTURE EDITOR CO S

C - CO T=ONS M - MESSAGES R-
E - ENTRY SCREEN N NOUNS - 5/FLIAMONS
G - GENE LNFO ON 0 - V- VERBS
L - LOCATIONS P - OPENS A PRINT FU.E A - APL LOGIC

THIS BRIEF OVERVIEW OF THE ADVENTURE EDITOR CANNOT
POSSIBLY OVER AS MUCH DETAIL WOULD TO FULLY
UNDERSTAND OF THE ABOVE COMMANDS. FOR A MORE
DETAILED EXPLANATION CONCERNING THE ADVENTT.= EDITOR
AND THE ABOVE COMMANDS. PLEASE REFER TO THE ,MANUAL
WHICH YOU RECEIVED WHEN YOU PURCHASED THIS PROGRAM.

GETTING STARTED

I. MAKE A BACKUP COPY OF YOUR ADVE V FURS EDITOR.
2. PLACE YOUR ORIGINAL ADVENTURE EDITOR IN A SAFE PLACE-
3. CHOOSE AN EXISTING ADVENTURE MODULE TO WORK ON.
4. COPY THIS ADVENTURE MODULE ONTO A NEW DISK OR

1E.
5. FOLLOW THE INSTRUCTIONS AS PER THE ADVEN'rURE EDITOR

OVERVIEW OF THE ThNNELS OF DOOM
COMMAND MODULE

THE TUNNELS OF DOOM CON aYD MODULE ( PHM 302
FROM TEXAS IN=UMENTS, PROVIDES A SPECIALIZED UNIQUE
ENVIRONMENT. WHICH SERVES AS THE DATA BASE FOR
"PE S AND PRIZES." AND "g= OF 1IE KING," AS WELL AS
SOME OF T OTHER FINE TUNNELS OF DOOM GAMES WRi1TEN
BY SOME OF TODAY'S INDEPENDENT ADVENTURE PROGRAMMERS.

SYSTEM g NTs FOR CASSETTE SYSTEMS

LCONSOLE
2. TV OR MONITOR
3. C'SSEITE RECORDER
4. CeL53^1 Ii CABLE
5_ DJNNELS OF DOOM MOD=
6. PROGRAM
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SYSTEM REQUIREMENTS FOR DISK SYSTEMS

1. CONSOLE
2. TV OR MONITOR
3. DISK DRIVE
4. DSO{ CONTROLLER
5. TUNNELS OF DOOM MODULE
6. DISK PROGRAM

SPECIAL FEATURES

1. SPECIAL HEY FUNCTIONS.
2. CONTROL A PARTY OF UP TO FOUR PLAYERS.
3. MAY REQUIRE HOURS, DAYS, OR EVEN WEEKS TO COMPLETE.
4. PERMITS YOUR CURRENT GAME TO BE SAVED AND REPLAYED

AT ANOTHER TIME. THUS, IF YOU HAVE SAVED YOUR GAME. YOU
MAY CONTINUE FROM WHERE YOU LEFT OFF, RATHER THAN
STAI F ALL OVER AGAIN.

5. COMES WITH "PENNIES AND PRIZES.' THE FIRST GAME IN THE
TUNNELS OF DOOM SERIES. AND "QUEST OF THE KING, - THE
SECOND GAME IN TEE TUNNELS OF DOOM SERIES.

PREPARING FOR YOUR QUEST

1. CHOOSE THE NUMBER OF FLOORS TO BE CONSTRUCTED IN
YOUR DUNGEON. I.E.. I - 10.

2. CHOOSE HOW MANY PLAYERS YOU WISH TO CONTROL IN THE
GAME. I.E., I - 4.

3. CHOOSE THE LEVEL OF DIFFICULTY YOU WISH TO ENCOUNTER
I.E.. I EASIEST / 2 MEDIUM / 3 HARDEST.

4. WS'rCMI E YOUR C ARACTERS, I.E. PLAYER NAME / CLASS / COLOR
5. PRESS REDO" IF YOU WISH TO CHANGE ANY OF YOUR

I NFORMATION.
5. PRESS 'PROCEED' IF YOU ARE READY TO BEGIN YOUR QUEST.

SPECIAL KEY FUNCTIONS

E.i^=ER INPUTS INFORMATION
ENTER LEAVES A TREASURE IN A ROOM
E,ITER PASSES A PLAYERS TURN DURING COMHAT
ENTER RETURNS FROM BUYING ITEMS IN A STORE'S SUBCATEGORY
FCTN 3 ERASES YOUR SELECTION IF PRESSED BEFORE YOU PRESS ENTER
FCIN 5 GOES TO THE GAME SELECTION DISPLAY
FCTN 6 LEAVES T14E STORE
FCIW 6 PROCEEDS TO THE NEXT DISPLAY OR ACTION
FCTN 7 DISPLAYS THE COMMAND SUMMARY OF SPECIAL KEY FUNCTIONS
FCTN 8 CHANGES TN1ORMAThDN AND ENTERS NEW INFORMATION
FCTN 8 REFUSES A MONSTER'S PRICE DURING NEGOTIATIONS
FCTR 9 REmIRNS FROM LOOKING AT A MAP OR A STATUS REPORT'
FC1'N = RE LIRYS TO THE MASTER TITLE SCREEN
FCTN E MOVES YOUR PARTY UP A FL.1GI-P: OF STAIRS
FCTN S MOVES THE CURSOR TO THE LEFT, DELEITNG EACH CHARAC"I'KR
FCTR X MOVES YOUR PARTY DOWN A FLIGHT OF STAIRS

I SHOWS PLAYER STATUS REPORT
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2
3
B
C
F

N

T
U
W

0

E.S,DX
E.S.DX

tSPECM r Y FUNMONS. COM' J

SHOWS STATUS REPORT
SHOWS MONSTER
ENABLES A THROUGH A DOOR
CHECKS FOR SEE DOORS
FIRES A RANGED WEAPON
SAVES A
ENABLES UbltN AT A DOOR
SHOWS THE MAP

MONSTERS D=G BATTLE
CHANGES PARTY FORMATION
TRADES ITEMS BETWEEN PLAYERS EXCEPT DURING
ENABLES A PLAYER M USE A G1O TEEM
CHANGESA P MR'S WEAPONS
MOVES tiGH HALLWAYS ROOMS
MOVES YOUR DURING CO T

CURSOR BEFORE A RANGED WEAPON

OVERVEN OF THE TUNNELS OF DOOM
EDOTOR

TIC TUNNELS OF DOOM EDITOR, BY JOHN
AND DISTRIBUTED THROUGH SOFTWARE AND OTHER

PROVIDES A SPECIALIZEDumguE
ENVIRONMENT. WHICH ALLOW YOU TO CREATE YOUR VERY
OWN TUNNELS OF DOOM OR MODIFY EXISTING TUNNELS
OF DOOM GAMES TO MEET YOUR OWAi PERSONAL ES.
NOTE: THIS PROGRAM IS NOT AVAILABLE FOR THOSE HAVING A
CASSETTE SYSTEM.

SYSTEM RE QUIRE=Nm FOR DISK SYSTEMS

I. CONSOLE
2. TV OR MONITOR
3. DISK DRIVE
4. DISK CO
5. 32K MEMORY
6. EXTENDED BASIC COMMAND MODULE

ADDITIONAL EQUIPMENT RECOM ED TO FULLY
UTILIZE THIS PROGRAM

1. PRINTER
2. RS232
3. TUNNELS OF DOOM COMMAND MODULE
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1. PERMITS YOU TO EDIT ANY EXISTING TUNNELS OF DOOM GAME.
2. PERMITS YOU TO CREATE YOUR VERY OWN TUNNELS OF DOOM
GAME.
3. AUTOMATICALLY SAVES YOUR CHANGES TO DISK AS YOU MADE
THEM.

TUNNELS OF DOOM EDT OR CONTENTS

1s1► ^ ^3► tai aI^],3 ^;^^I^.7 ^ ^4 ^:1

1. TO ENTERA GAME DESCRIPTION
2. TO ENTERA MONSTER
3. TO ENTER A MONSTER GRAPHIC
4. TO ENTER A SPECIAL ATTACK
5. TO ENTERA QUEST GRAPHIC
6. TO EN'T'ER A QUEST ITEM
7. TO PRINT MONSTER STATISTICS
S. TO ENTER CHARACTER TYPES
9. O ENTER CHARACTER GRAPHICS

1O. TO ENTER WEAPONS
11. TO ENTER DUNGEON GRAPHICS
12. TO EN'.-ERATOUCIJETONE
13. TO ENTERA LANTERN
14. TO ENTERA POTION
15. TO ENTER A SCROLL
16. TO ENTER A WAND
17. TO ENTER AN ARMOR TYPE
16. TO ENTER A SHIELD

MENU FOR PROGRAM B

1. 70 CHANGE DUNGEON NAMES
2. TO ENTER WEAPONS GRAPHICS
3. TO EATER MAP GRAPHICS
4. TO ENTER DIRECTIONS
5. TO ENTER MAGIC ITEMS
6. TO ENTER ROOM GRAPHICS
7. TO ENTER MISCELLANEOUS

1. MAIM A BACKUP COPY OF YOUR TUNNELS OF DOOM EDITOR
DISK.

2. PLACE YOUR ORIGINAL TUNNELS OF DOOM DISK IN A SAFE
PLACE.

3. INITIALIZE A NEW DISK.
4. COPY THE TUNNELS OF DOOM GAME THAT YOU WISH TO EDIT

ONTO] THIS NEWLY INITIALIZED DISK. MAKING SURE THAT IT IS
THE FIRST PROGRAM ON THE DISK, AS WELL AS THE ONLY
PROGRAM ON THE DIS K,

5. FOLLOW THE INSTRUCTIONS AS PER THE TUNNELS OF DOOM
EDITOR BOOEL T.
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b L d

OFA
'AQE'I cl
LL ADVEN

!LUST
' NG

APB
PROGRAM NAME

AN ADULT ADVENTURE
V.2.0

ADVENTURE

ADVENTURE IN OZ

ADVENTURE OF
BIGFCOT

ADVENTURELANO

TI-fE AFTERMATH OF
THE ASIMOVIAN
DISASTER

ALIEN SEARCH

AMUSEMENT PARK

THE ANCIENT CHATEAU

007: AQUA BASE
V.2.0

ASSAULT THE CITY

THE BANNOCHBURN
LEGACY

THE BIG TEXAS SPY
ADVENTURE

THE 80OLEAN BRAIN

BUCKAROO BANZA1

CAMEL

CARFAX AI38EY

CASTLE DAVID

CASTLE HALLWAYS

AUTHOR/SOURCE

STEPHEN PEACOCK

SOURCE t0-2-84

PROGRAMS FOR THE
TI. HOME COMPUTER

CURTIS BORDERS

SCOTT ADAMS

CREATING ADVENTURE
GAMES ON
YOUR CCMPUTER

ALBA SOFTWARE

LUCILLE ROCK

CREATING ADVENTURE
GAMES ON
YOUR COMPUTER

AMERICAN SOFTWARE
DESiGN AND
DISTRIBUTION

ASGARD SOFTWARE

GIANT BOOK OF
COMPUTER GAMES

SYDNEY MICHEL

HOME COMPUTER
MAGAZINE
VOLUME 4 NUMBER 4

SCOTT ADAMS

MORE BASIC
COMPUTER GAMES

DAVID VINCENT

SOURCE UNKNOWN

PATRICK CROSBIE

LANGUAGE

AO V'MOO U LE

'B'MODULE

X/B'MODULE

ADV'MODULE

ADV'MODULE

X/8'MODULE

XFB'MODULE

ADV'MCDULE

x1B'MOOULE

XIB'MODULE

TOO MODULE

XJS'MOOULE

XIB•MODULE

XJR MODULE

ADV'MODULE

X/B'MCCULE

$//MODULE

XJE MODULE

YJB'MODU'LE

RATING KEY CODES

TEXT-N-BM3 FSa 54

ROLE-G-881 PSO44

TE<T•G-DB3 CM135

TEXT-N-$M2 FS024

TEXT-N-8M3 TSO43

ROLE-N-SM3 CS_

TEXT-G-8B3 CS0:38

TEXT-N-BM4 CS7d9

ROLE-N-EMS CS

TEXT-N-894 I CSO.47

ROLE-G-BM3 CS052

ROLE•N . 882 CS067

TEXT-G-083 FM143

ROLE-G-882 05057

TEXT-N-BM3 C 503

ROLE-G-B82 08044

ROLE-G-0M5 FM248

ROLE-G-DM3 PM257

ROLE-G-B82 PS029
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ALPHABETICAL LISTING, CONT.

PROGRAM NAME A OWSOURCE LANGUAGE RATING KEY CODES

CASTLE WGLOUG JOHN L CARSON Xr6-MODULE PM1 62

CATACOMBS WERNER BROMERS T.I. BASIC ROLE-G-DDS PM1 19

CAVE MAZE JON TODD TJ, BASIC TEXT-N-BB4 PS020

CINDERELLA LUCILLE ROCK ADWMODULE 05052

ME CITADEL OF CREATING ADVENTURE Xr8'MODULE ROLE-N-BM3 CS
PERSHU GAMES ON

YOUR COMPUTER

CLASSIC ADVENTURE SOURCE UNKNOWN BASIC EIA TEXT-N-DM PMI-9S

CLUELESS ED SANDERS Ti. BASIC T -N-BB3 PS030

ME COLOSSAL CAVE CIS 72257.3722 ADWMODULE Pmi 07
PART I AND PART 2 STC TI5010
INCLUDING CAVE DOCS
V.4.0

COMPUTER ASGARD SOFTWARE TOD'MODULE ROLE-G-BM4 CS052
NIGHTMARE

COMPUTER QUEST ASGARD SOFTWARE TOD'MODULE ROLE-G-BM2 CS052

COMP=RAMA RUSTY ADTMODULE T -N-BB1 P5021

THE COUNT SCOTT ADAMS ADV MODULE TEXT-N-BM3 TSO41

THE COUNTS M ARE CREATIONS ADV'MODULE 05052
REVENGE

THE CRYSTAL CAVERN DATAOUEST XfE*MODULE TEXT-N-B53 P5050

CUTTHROATS INFOCOM WMODULE TEXT-N-DM CM

DARING ADVENTURES ASGARD SOFTWARE TOD'MODULE ROLE-G-BM5 CS052
IN K T

ME DARK TOWER ASGARD SOFTWARE TOD'MODULE ROLE-G-BM3 CS052

DEADLINE INF XCM E'MODULE T -N-DA5 CM 626

DEAMSH1P AARDVARK BASIC TEXT•N-BB4 P5036
COPY 1

D LATHSHIP AARDVARK ?UB'MODULE TEXT-N-BB4 P5043
COPY2

DELIVER THE CAKE! SOURCE UNKNOWN T.I. BASIC TEXT-N-BB3 PSO40

DESERT DILEMMA 99'ER HOME T.I. BASIC TEXT-N-BB3 CS033
COMPUTER MAGAZINE
OCTOBER 1983

Page 16 - Tne Adventure Refere e Guide - Mckey Scnmm - ard btzhIng



AL?HA3ET CAL L E

AUThGR(SOURCE

RALPH NEWKCLD

STIMULATING
SIMULATIONS
FOR THE T1.99/4A

STIMULATING
SIMULATIONS
FOR THE TI-9914A

GERRY

KURT BROWNING

T'NG, CON'

LANGUAGE

T.I, BASIC

T.I. BASIC

7UB'MODULE

ADV'MODULE

ADV'MODULE

TOO'MODULE

XIB'MODULE

XIB'MODULE

%!B'MCDULE

XS'MODULE

ADV'MCDULE

TOD'MOOULE

XIB'MODULE

XB'MODULE

XIB•MODULE

?UB'MCDULE

XIB'MODULE

XIB'MODULE

X/S'MCDULE

PROGRAM NAME

DEVILS DUNGEON

DIAMOND THIEF
COPY1

DIAMOND THIEF
COPY 2

DISASTER

DISCOVERY AT
JUNE LAKE

DOCTOR WHO ASGARD SOFTWARE

DOG STAR THE CAPTAIN BO
ADVENTURE BOOK OF BASIC

ADVENTURES

DOOM OF MONDULAR SYMB{OTECH, INC.
COPY}

DOOM OF MONDULAR SYMBICTECH, INC.
COPY 2

AOCMCASTLE DATA SYSTEMS

THE DOORS TO EDEN DELETHUM COMPANY
PART I AND FIRST
DAYS IN EDEN PART 2

THE DRAGON ORBS ASGARD SOFTWARE

NE DRAGON'S LAIR SOURCE UNKNOWN

DUNGEON SOURCE UNKNOWN

DUNGEONS SOURCE UNKNOWN
COPY I

DUNGEONS SOURCE UNKNOWN
COPY2

CALL FILES (1

ENCHANTER INFOCOM

ESCAPADE SOURCE UNKNOWN

ESCAPE FROM MARS ED STERNBERG
COPY I

RATING KEY CODES

ROLE-N-BBD PSD29

TEXT-N•681 CSP10

TEXT-N-831 CSO15

TECT-N-SM2 PS031

TEXT-N-BM3 PSO48

RCLE-G-BA2 CS052

TEXT-N-BB3 CSC 67

ROLE-G-DA3 CM I9

ROLE-G-DA4 CMZ66

ROLE-G•BM2 CSO-4i

TEXT-N-BA3 FM1CS

ROLE-G•BM3 CS052

ROLE-G-B82 PS031

ROLE-N-BM3 PSO40

ROLE-N-BB3 P5041

ROLE-G-BB31PS050

TEXT-N-DM4 CM630

TEXT-N-684 PSO46

TEXT-N-B83 P9046
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ALPHABETICAL LISTING, CO :T.

PROGRAM NAME AUTHOR/SOURCE LANGUAGE RATPEGKEY CODES

ESCAPE FROM MARS SOURCE UNKNOWN XrB'MODUL P5050
2

ESCAPE FROM SEER HOME X!B'MODULEE ROLE -BM.2 C5041
WIZ DS KEEP COMPUTER MAGAZINE
INCLUDING DGCS OCTOBER 13
AND GAME SOLunm

THE EVIL DUNGEON ASGARD SOFTWARE TOD'MODULE ROLE-G-BM2 C S052

FuNHOUSE v.2.0 AMERICAN SOFTWARE "MODULE TEXT-N-B OSO44
DESIGN AND
DISTRIBUTION

GAME OF THE AS RD SOFTWARE TOWMODULE ROLE-U3 CS052
IMMORTALS

GERRYS PLACE SOURCE UNKNOWN ADV'MODULE TEXT-N-BR2 PS035

GET THE GOLD! SOURCE UNKNOWN k8'MODULE ROLE-N-883 PM058

GHOST TOWN SCOTT ADAMS ADV'MODULE TEXT-N-BAS TSO41

GNOME SOURCE UNKNOWN WB'MODULE T -N-DM PS098

GOLD RUSH 49'ER HOME )CIS'MODULE ROLE-BB2 cso40
COMPUTER MAGAZINE
VOLUME 2 ISSUE 2

THE GOLDEN VOYAGE SCOTT ADAMS ADV'MODULE TS052

ME GREAT AVOCADO G & T SO ARE ADV'MODULE TEXT-N-BM3 PS 049
ADVENTURE V.12

HAUNTED HOUSE V.2.0 AMERICAN SOFTWARE YJB'MODULE 05043
DESIGN AND
OIS fRIB IM

HIGH ADVENTURE TODD COE T.I. BASIC TEXT-N-EBB P5046
• CALL FILES (1)

THE HITCHHIKERS INF OM -MODULE T -N-DM5 CM646
GUIDE TOME

HOBBIT SOURCE UNKNOWN ' MODULE Pm04€
• C FLES (1)

THE HOUSE ON MISTY S. W. LUCAS * MODULE TEXT-N-DB4 CM111
HILL

THE HULK SCOTT ADAMS ADV'MODULE T -N-BM3 C3043

THE ICE CAVERNS F R A SOFTWARE 'MODULE T3 XT-N-DM3 CM068
OF XEN
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oT]NG, CCN

LANGUAGE

XIB'MCDULE

ws'MODULE

YJB'MOOULE

ADV'MODULE

XI8'M000LE

T.I. BASIC

XIB'MODULE

ADV'MODULE

XIB'MODULE

XB"MODULE

XIS'MODULE

AOV MODULE

T.I, BASIC

X/B'MODULE

YJS'MCDULE

TOD MODULE

ADV'MODULE

xre•MODULE

ALPHA T I CAL Li;

PROGRAM NAME AUTHORlSOURCE

IN SEARCH OF THE AMERICAN SOFTWARE
4 VEDAS V.2.0 DESIGN AND

DISTRIBUTION

INFIDEL INFOCCM

INFCCOM DEMO DISK INFOCOM

INVESTIGATOR LUCILLE ROCK

I.T. TERRIFIC GAMES FOR
INTRA TERRESTRIAL THE T1-9914A

IrS A JUNGLE OUT ALBERT L. ALLEN
THERE

JACK AND THE TEX-SOFT SOFTWARE
BEANSTALK
ADVENTURE V.2.1

KNIGHT I RONH EART TEX-CCMP

KUNG Fl) BRICE HADLOCK

LEGENDS V.1,1 ASGARD SOFTWARE

LEGENDS II: ASGARD SOFTWARE
THE SEQUEL

LOST GOLD RAYS
REVISION A KOMPUTAR WORKS

LOST TREASURE STIMULATING
SIMULATIONS
FOR THE •I-8814A

LOST TREASURE OF
THE AZTEC

MAO SC:ENT1ST
ADVENTURE

MAGIC RINGS OF THE
GNOMES

MATILDA'S DILEMMA
{ ALIAS "EOND0"

A MEDIEVAL
GRAPHICAL
ADVENTURE

MINDGAMES
SOFTWARE

SAM PINCUS

RANDY COHEN

3UFFALOCHIP
SOFTWARE I]

NALTER J. DOLLARD

RATPIGKEY CODES

TEXT-N-BB4 f CSO44

TEXT-N-DA4 CM 568

TEXT-t4-0B3 CM 642

TEXT-N-8M4 CSO47

TEXT-N-EB3 05039

ROLE-N-6E2 PSQ24

TEXT-N-0B3 CM112

TEX C .V-BM4 CS053

ROLE-G-SM3 05068

ROLE-G - DAS CM697

ROLE-G-DAS CM

TEXT-N-SM4 I F5042

TEXT-N-RB1 I CSD09

TE)CI-N-DB4 CM277

TEXT-N-882 CSOSi

ROLE-G-5M3 P9052

TEXT-N-8M4 PS053

ROLE-G-BM2 08052
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ALPHABETICAL LISTING, CONT.

PROGRAM NAME AUT LANGUAGE RAMG KEY CODES

MINER 42'ER V.2.0 AM ERICAN SOFTWARE 'MODULE CSO43
DESIGN AND
01MrBnM

MISSION IMPOSSIBLE SCOTT AD AMS ADV-MODULE TSO42

MONSTER COMBAT LEE CHAPEL T.I. BASIC ROLE-G-BB2 PS018
COPY 1

MONSTER COMBAT SOURCE UNKNOWN T.I. BAS IC ROLE-G-DB3 PSD38
COPY 2

MOON SURVIVAL SOURCE UNKNOWN B'MODULE ROLE-N-BBi PS036
ADVENTURE

THE MS-ADVENTURE MIKE STEWART MODU LE M-DM3 FMZ52
SERIES V.1.0

MUNSTER FAMILY BILL GENOVESE T.I. BASIC CS024
ADVENTURE

MURDER PROGRAMS FOR THE T.I. BASIC CS023
T.I. HOME COMPUTER

MURDER IN THE JACK SUGHRUE T.I. BASIC TEXT-N-BB2 PS013
MANSION
A WHODUNIT

MURDER WERYI SOURCE UNKNOWN XVMODULE TEXT-N-BBi P5026

MYSTERY AT RAVEN KEITH BAJURA Pm 121

MOUNTAIN

MYSTERY FUN HOUSE SCOTT ADAMS ADTMODULE T -N-BM6 TSO42

NERDS PERSECUTED ASGARD SOFTWARE TOD`MODULE ROLE-BM4 CS052
AGAIN!

NEW QUEST SOURCE UNKNOWN X•MODULE ROLE-G-BB1 PSO44

NINJA JIM BECK kB-MODULE ROLE-Dm4 FM 114

NOMAD SOURCE UNKNOWN XWMODULE TEXT-G-BB2 PSO34
COPY 1

NOMAD SOURCE UNKNOWN X9-MODULE PSO40
COPY 2

OLD DARK CAVES I DONN GRANROS kB*MODULE ROLE-DAB CM 328

OLD DARK CAVES II DONN G RAN ROS VB.MODULE ROLE-G-DAB CM 583

OLIVER'S TWIST ASGARD SOFTWARE ADV'mODULE CSE52
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P5039

TS552

PM101

TSO42

CAA 628

FSO51

P5044

TSO41

P5037

CSO38

FM226

P5039

CS031

TS052

PSO46

P5046

05052

ALPHA ET]CA•L LISTNG, CCNT,

AUTHCRISOURCE LANGUAGE RATING KEY CO. DES

 ADVMODULE TEXT-N-5M4 CS 048

BOB€ C MELA K 	I XIB'MODULE TEXT-N-CBS k CS082

PROGRAM NAME

ON THE LOOSE

OPERATION:
SA907AGE

PARTS OF SPEECH
ADVENTURE

PENNIES AND PRIZES

THE PHANTOM OF
BLACKMOORE

PIRATE ADVENTURE

PLANETFALi.

POLAR TREK

PYRAMID

PYRAMID OF DOOM

QUEST

QUEST

THE QUEST

QUEST 99/4
{ SEE TREASURE
GUEST)

QUEST FOR THE KING
AND HIS PARTY

QUEST FOR THE
'MAGIC MAKER
DIAMOND

QUEST INTO MYSTERY

QUEST OF THE KING

QUESTS WORD
( SEE SWOROQUEST

RAISE QUEST_

RATTLESNAKE SEND

JACK SUGHRUE

TEXAS INSTRUMENTS

INSTRUMENTAL
SOFTWARE SYSTEMS
INC.

SCOTT ADAMS

NFCCOM

RICK KELLOGG

SOURCE UNKNOWN

5COTT ADAMS

W. J. TOMCANIN

ROGER CHAFFEE

JIM BECK

SOURCE UNKNOWN

WALTER J. DCLLARD

ASGARD SOFTWARE

J. GULICK

TEXAS INSTRUMENTS

SOURCE UNKNOWN

SOURCE UNKNOWN

ASGARD SOFTWARE

X!B'MCCULE

TOD'MODLILE

X/8'MCOULE

ADV'MOOULE

XB•MCOULE

X/B'MODULE

XB'MOOULE

ADV'MODULE

T.€. BASIC

XUB'MCOULE

CB'MODQLE

XIB'MODULE

X]B•MODULE

TOD' MOO ULE

XWMODULE

XIB'MODULE

ADV•MODULE

EEDUC-N-BB'

ROLE-G-8B^

TEXT-G-BB3

TEXT-N-BB5

TEX1-N -0M4

ROLE-G- BBs

TEXT-N-BB3

TE T-N-BM4

TEXT-N-BB3

TEXT-N-B82

ROLE -N-OA4

ROLE-G-BB4

ROLE-N- 0B2

ROLE-G-BM5

TEXT-N-8B4

TEXT-N-8B4

TEXT-N-BA5

TO0'MODULE R

TOD'MDDULE DOLE-G-B  05052
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ALP ASETIOAL LOST 6N CONT.

PROGRAM NAME A MSOURCE LANGUAGE RA G KEY CODES

RETURN TO PIRATES SC= ROAMS RPI'MODULE TS001
ISLE COMMAND
MODULE

R1DGEMONT SABOTAGE
SOFTWARE

MODU LE P5042

RING S LAIR FANTASY COMPUTING XVMODULE ROLE-N-0 M4 cm201

SAVAGE ISLAND SCOTT ADAMS ADV'MODULE TEXT-N-BAS TM 093
PART 1 AND PART 2

SAXSAAN D L D PUSUSH B•MODULE CM322
WRITE-PROTECT!

THE SEARCH FOR THE PAM DUSEK VB*MODULE P5063
LOST O CHMA
GOLD

SECRET CHAMBERS STEVE PATTER SON VS•mODULE ROLE-G-BB2 PSO41
M. C. WALTERS

SHIPWRECKED L. S EARCY WS*MODULE pS035
L PIERCE

ME SMURF SOURCE UNKNOWN XIB•MODULE P5037
ADVENTURE

SORCERER INFOCOM XJB"MODULE TEXT-N.Dm CM632

THE SORCERER OF SC = ADAMS ADV•MODULE CSO4D
CLAYMORGUE CASTLE

SPACE AND BEYOND ASGARD SOFTWARE 'MODULE T -N-BB2 05080
VAS

SPACE MINE ASGARD SOFTWARE TOD'M OM LE ROLE-BM3 CS052

SPIDER-MAN SCOTT ADAM S ADV•MODULE TEXT-N-BM3 C SO42

SPIDER MOUNTAIN RIDER FANTASY XVMODULE TEXT-N-SS2 05071
ADVENTURE CREATIONS

SPY ADVENTURE ES SOFTWARE_ kB-MODULE Cm266

A STAR TREK SOURCE UNKNOWN TOD•MODULE ROLE -BA4 PS052
ADVENTURE

STARCROSS INF000M kB'MODULE TEXT-N-D CM 530

STELLAR EXPLORER DAN FARROW IV kB'MODULE ROLE-G-BM4 PSD44

STONE AGE V.2.0 AMERICAN SOFTWARE 'MODULE TEXT-N-BN CSO44
DESIGN AND
DISTRIBUTION
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TREASURE HUNT

TREASURE ISLAND

TREASURE QUEST
{ SEE QUEST 9914)

12 DUNGEONS ON
REMZAKI

THE VALLEY

VAMPIRE CASTLE

THE VOLCANO
FORTRESS

VOODOO CASTLE

XJrMODULE

X(B'MODULE

TOD'MODULE

ADV'MODULE

T. I. BASIC

XIB•MODULE

X/B'MODULE

XIB'MODULE

X/S'MODULE

Xl9'MOGULE

XJS MODULE

TOD'MODULE

ADV•MODULE

PROGRAM NAME

STONEVILLE MANOR

STRANGE OGYSSEV

SUNDIAL ISLAND
PART 1 AND PART 2

SUPERMAN

SUSPENDED

S WORD CU EST
( SEE QUESTS WORD

SWORDS AND
SORCERY

3-0 MAZE V.2.4

THE TOMB OF DEATH

TOMS OF THE GRAY
ELF

TOWER OF MYSTERY

AL?HAHATaC L LIE

AUTHOR/SOURCE

CREATIVE COMPUTi NG
AUGUST 1981

SCOTT ADAMS

WALTER J. DOLLARD

SOURCE UNKNOWN

INFOCOM

SOURCE UNKNOWN
1

SAM MOORE JR.

AMERICAN SOFTWARE
DESIGN AND
DISTRIBUTON

ASGARD SOFTWARE

JOHN STEPHENS

COMPUTErS GUIDE
TO ADVENTURE GAMES

LANCE MICKLUS

99'ER HOME
COMPUTER MAGAZINE
VOLUME 2 ISSUE 9

CHRIS BOBBITT

RAY KA^IER

SOURCE UNKNOWN

S. W. LUCAS

ASGARD SOFTWARE

SCOTT ADAMS

I A J % 1 i. ^/J'J7

LANGUAGE

XIB'MOOULE

ADV'MCDULE

]CB'MODULE

T.I. BASIC

X!B'MQDULE

XtB'MMSOOULE

RATING KEY CODES

TEXT-N-D84 CSa51

=- -RM4 1 O 41

TEXT-G-8M3 CM1102

ROLE-N-852 P5041

TE T-N-0A4 CMS15

TElT-N-884 P 9 048

ROLE-N-$B1 PSO45

ROLE-G-8B2 CS033

ROLE-G-EM3 CSO-52

TEXT-N-8M2 FS0,40

TEXT-N-BB3 CS034

TEXT-N-BB1 03042

ROLE-G-BR7 CS03T

ROLE-G-284 PS0-48

RQLE-G-8M4 FS058

ROLE-G-8M3 xP5078

TEXT-N .OM4 CK1102

ROLEfir8M3 CS052

TEXT-N-SM4 TSO42
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ALPHABETICAL LISTING, CONT.

PROGRAM NAME A DMSOURCE LANGUAGE RA G KEY CODES

WELCOME TO MADAM GARY TAYLOR ?[/$'MODULE XT•N-DA4 PS 04
Firrs MORE-HWSE

VE RE

WELCOME TO SOURCE UNKNOWN WMODULE TEXT-N- 8E3 P5037
SHERLOCK'S HOME

WEREWOLVES AND CR NG ADVENTURE =-MODULE ROLE-N-BM3 CS
WANDERER GAMES ON

YOUR COMPUTER

ME WISP! MARK CAPELIA kB'MODULE TEXT-DM3 C! M344

W ITN ESS INFOCOM XE'MODULE XT-N-DM4 CM612

WIZARD'S DOMINION AMERICAN SOFTWARE kB4MODULE ROLE-G-BM3 CSO41
DESIGN AND

HIS ON

WIZARD'S LAIR RAINBOW SOFTWARE B-MODULE ROLE -BM2 05059

ZOOM FLUME ASGARD SOFTWARE ADWMODULE TEXT-N-BM4 05052

2ORK I INFOCOM •MODULE TEXT-N-OM 0M534

ZORK H INFOCOM XIB'MODULE CM522

TORK III INFOCOM XS-MODULE TEXT-N-DM CM522
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SASIC ADVE RE GAMES

PROGRAM NAME A CMSOURCE LANGUAGE MGKEY CODES

CAVE MAZE JON TODD T.I. BASIC TEXT .N -664 P S4 0

CLUELESS ED SANDERS T.I. BASIC TEXT-N-B B3 PS030

OEATHSHfP AARDVARK T.f. BASIC TEXT-N-884 PS036
COPY 1

DELIVER THE C E! SOURCE UNKNOWN T.I. BASIC T -BM PSP40

DESERT DILEMMA 99'ER HOME T.I. BASIC OS033
COMPUTER MAGAZINE
OCTOBER 1983

DIAMOND THIEF STIMULATING T.I. BASIC T -N-B81 CSP1
COPY 1 SIMULATIONS

FOR THE fi-9914A

HIGH ENTIJ TODD COE BASIC T -N-385 PSO 49
CALL (1)

LOST TREASURE STIMULATING T.I. CSO 09
SIWONS
FOR ME

MUNSTER FAMILY BILL GENOVESE T.I. BASIC TEXt-G-BB3 050 24
AC VENTURE

MURDER PROGRAMS FOR ME WIC C SO 23
T.L HOME COMPUTER

MURDER IN ME JACK SUGHRUE BASIC TEXT-N-382 PS013
MANSION
A WHO DU NIT

QUEST W. J. TOM IN T.I. BASIC PS0o7

TOWER OF MYSTERY COM PUTErS GUIDE T.I. BASIC TEXT-N-683 C5034
TO ADV ENTU RE ES

BASIC ADVEN UE GAMES USING
THE EDITOR EM3_ER MODULE

PROGRAM NAME AUTHORISOURCE LANGUAGE RA G KEY CODES

CLASSIC ADV MRE I SOURCE UNKNOWN TEXT-N-00.5 I PM1)9
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ASC ADVENTURE GAMES
USO G TH E Ti ERM NAL

EMULATOR 0O MODULE

PROGRAM NAME AUTHOR/SOURCE LANGUAGE RATING KEY CODES

THE MYSTERY AT I KEITH BA URA BASICITEII I TEA-G-OB3 I PM121
RAVEN MOUNTAIN J

DUCAT NAL ADVENTURE
G AN Iis

PROGRAM NAME AUTHOR/SOURCE LANGUAGE RATAIG KEY CODES

PARTS OF SPEECH I JACK SUGHRUE X18'MODULE I EDUC-N-BB3I PSO39
ADVENTURE

EXTENDED BASEL
ADVENTURE GAMES

PROGRAM NAME

ADVENTURE IN OZ

ALIEN SEARCH

007: AQUA BASE V.2.E

THE BIG TEXAS SPY
ADVENTURE

CASTLE MYGLOUG

THE CRYSTAL CAVERN

DEATH$HIP
COPY 2

AUTHOR/SOURCE LANGUAGE RATING KEY CODES

PROGRAMS FOR THE XB'MODULE TEXT-G-DB3 CM136
T.I. HOME COMPUTER

ALBA SOFTWARE XIH'MOI?ULE TEXT- -BR3 CS0. S

AMERICAN SOFTWARE X,B'MODLJLE TEXT-N-BB4 CSO47
DESIGN AND
DISTRIBUTION

SYDNEY MICHEL XB'MODULE TE)Cf-G-DB3 FM143

JOHN L LARSON XP'MODULE TEXT-N-DB3 PM162

DATAQUEST ?VB'MODULE TEXT-N -BB3 PS050

AARDVARK XIB'M.OAULE TEXT-N-BB4 PS 043
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E end ad BASIC Adventures. Cont.

PROGRAM NAME AMOKSOURCE LANGUAGE RATNG KEY CO DES

DIAMOND THIEF STIMULATING X1B'MODULE TEXT-N-651 C S015
COPY 2 SIMULATIONS

FOR THE TI-9914

DOG STAR
ADVE RE

NE CAPTAIN BO
aOCK OF BASIC

kE'MODULE TEXT-N-883 C5067

ADVENTURES

ESCAPADE SOURCE UNKNOWN xia . moouLE PS 046

ESCAPE FROM MARS ED STERNBERG V3-MODULE T -N-863 P5045
CO

ESCAPE FROM MARS SOURCE UNKNOWN WS • MOOULE TEXT-N-BM P5050
CO

FUNHOUSE V.2.0 AMERICAN SOFTWARE VS-MODULE =-N-8 05044
DESIGN AND
DISTRIBUTION

GNOME SOURCE UNKNOWN Va-MODULE PS098

HAUNTED HOUSE AMERICAN SOFTWARE X1B'MODULE CS 043
V.2.0 DESIGN AN

DISTRIBUTION

HOBBIT SOURCE UNKNOWN kB•MOLE P MO 46
• CALL PILES (1)

ME HOUSE ON S. W. LUCAS VG-MODUL CM1 1 i
HILL

THE ICE CAVERNS FUTURA SOFTWARE kB-MODULE CMOGB
OF XEN

IN SEARCH OF THE AMERICAN SOFTWARE VG-MODULE TEXT N-BB4 CSO
4 VEDAS V.2.0 DESIGN AND

TERRFC GAMES FOR XiB-MODULE T - SW 05539
INTRA TERRESTRIAL THE Th95/4A

JACK AND THE TEX-50FT SOFTWARE kB • MODULE TEXT-N-DM CMT12
BEANSTALK
ADVENTURE V.2.1

LOST TREASURE OF MIND ES XIB'MODULE CM277
THE AZTEC 50 ARE

MAD SCIENTIST SAM PINCUS XVMODULE T -N-BB2 csm
ADV RE

MINER 49'ER V.2.0 AMERICAN SOFTWARE VG-MODULE 050 43
ESiGN AND

DISTRIBUTION
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Ex4
 
ended BASIC Ad\ ,entures, Cor

PROGRAM NAME AUTHOFVSOURCE LANGUAGE RATING KEY CO DES

THE MS-ADVENTURE MIKE STEWART XIB'MODULE TEXT-G-DM3 FM352
SERIES V.1.0

MURDER FAYS1 ERY? S6U^kCE UNKNOWN X1 MOIULE TEXT-N-891 PS029

NOMAD SOURCE UNKNOWN ]VB'MODULE TEXT-G-BBE PS034
COPY I

NOMAD SOURCE UNKNOWN )VB'MODULE
 

TEXT-G-BB2 PSb40
COPY 2

OPERATION: BOB CHMELA ]VB'MODULE TEXT-N-D33 05 032
SABOTAGE

THE PHANTOM OF INSTRUMENTAL XIB'MODULE TEXT-G-B 63 PM101
BLACKMOORE SOFTWARE SYSTEMS

INC.

PYRAMID SOURCE UNKNOWN XB'MODULE TEXT-N-663 PS-04I

QUEST ROGER CHAFFEE XIB'MODULE TEXT-N-BB2 CS 038

QUESTS WORD SOURCE UNKNOWN X(B'MODULE TEXT-N-0E4
 

PS-046
{SEE SWOAOQUEST

RAISE QUEST SOURCE UNKNOWN X 86MODULE TEXT-N-BB4 P5.042

SAXSAAN D & D PUBLISH XIB'MODULE TEXT-G-DM4 CM 322
' WRITE-PROTECTED!

THE SEARCH FOR THEE PAM DUSEK XJB"MODULE TEXT-N-BB4 PS1753
LAST DUTCHMAN'S

SHIPWRECKED

THE SMURF
ADVENTURE

SPACE AND BEYOND
V.4.5

SPIDER MOUNTAIN
ADVENTURE

SPY ADVENTURE

STONE AGE V.2.0

L. SEARCY
L. PIERCE

SOURCE UNKNOWN

ASGARD SOFTWARE

RIDER FANTASY
CREATIONS

EB SOFTWARE

AMERICAN SOFTWARE
DESIGN AND
DISTRIBUTION

X+B'MODULE

X/W'MODULE

)VB'N'ODULE

)US'MODULE

X/B'MCDULE

X'B'MODULE

TEXT-N-BB3 PSC3.

TEXT-N-BBS PSG37

TEXT-N-BB2 C 5.080

TEXT-N-BB2 C 5071

TEXT-N-DM3 CM262

TEXT - N-BB4 CSb44

STONEVILLE MANOR CREATIVE COMPUTING X18'MODULE TEXT-N-DB4 CSO61
AUGUST 1861
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Ex.rended BASIC Adventures. Cone.

PROGRAM NAME AUTHOR/SOURCE LANGUAGE RATING KEY CODES

SUNDIAL ISLAND WALTER J. DOL RD kB'MODULE T T-O-8M3 CM1O2
PART 1 AND PART 2

SWOROQUEST SOURCE UNKNOWN kB'MODULE TEIa-N-8B4 PS 046
(SEE QUESMWOHD

TREASURE HUNT LANCE MICKLUS ke'MODULE TEXT ,N-EBl CS 042

VAMPIRE CASTLE S. W. LUCAS kB'MODULE CM102

WELCOME TO MADAM GARY TAYLOR XB*MODULE TEXT-N-0A4 PS 034
FIR'S WHORE-HOUSE
ADVENTURE

WELCOME TO SOURCE UNKNOWN kB*MODULE TEXT-N-EB3 PS 037
SHERLOCK'S HOME

WILL NSF! MARK CAPELiA B-MODULE T -G-DM3 CM344

ONFOCOM ADVENTURE GAM

PROGRAM NAME AUTHORSOURCE LANGUAGE RA G KEY CO DES

C ROATS INFOCOM XB-MODULE TEXT-N-0M4 CM 642

DEADLINE NFOCCM kB'MODULE T -N-D CM 626

ENCHANTER 1NF OM B'MODULE TEXT-N-DM4 CM 630

THE HITCHHIKER'S INFMOM B'MODULE TEXT-N-DM6 CM 646
GUIDE TOME

INFIDEL INFOCOM k8'MODULE TE•N-DA4 CM566

INFWOM DEMO DISK INFOCOM XIS-MODULE -N -OW CM 642

PLANETPALL INFOCOM kB'MODULE TEXT-N-0M4 CM 628

SORCERER INFX0M B-MODULE TEXT-N-DA4 CM 630

STARCROSS INFCCOM kB-MODULE TEXT-N-0A4 CM 530

SUSPENDED INFOCOM B-MODULE T -N-DM CM 616

WITNESS INFWOM VR . MODULE CM 612

ZORK I INF OM WE'MODULE CM534

ZORK II INFOCOM kB'MODULE TEXT-N-DA5 CM522

ZORK III INFOCCM 'MODULE TEXT-N-DM CM522
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GAMES
RATING KEY CODES

TEXT-N-BM3 FS45C

TEXT-N-BM2 FS03.4

TEXT-N-BM4 CSO49

TEXT-N-BB4 05052

TEXT-N-SA5 PM 10,7

TEXT-N-BBl P5021

TEXT-N-BM3 CS052

TEXT-N-BM2 PS031

TEXT-N-BM3 PSO4 S

TEXT-N-BA3 FM1UE5

ADVEN
PROGRAM NAME

AN ADULT
ADVENTURE V.2.0

ADVENTURE OF
BIGFOOT

AMUSEMENT PARK

CINDERELLA

THE COLOSSAL CAVE
PART 1 AND PART 2

CCMPUTO RAM A

THE COUNT'S
REVENGE

DISASTER

DISCOVERY AT
JUNE LAKE

THE DOORS TO EDEN
PART 1 AND FIRST
DAYS IN EDEN PART 2

GERRY'S PLACE

THE GREAT AVOCADO
ADVENTURE V.1.2

INVESTIGATOR

KNIGHT IRONHEART

LOST GOLD
REVISION A

MATILDA'S DILEMMA
{ALIAS -BONDO-

OLIVER'S TWIST

ON THE LOOSE

RA1TLESNAKE BEND

RIDS EMONT HIGH

TOMB OFPHE GRAY ELF

ZOOM FLUME

flRE MO
AUTHORISOURCE

STEPHEN PEACOCK

CURTIS BORDERS

LUCILLE ROCK

LUCILLE ROCK

CIS 72257,3722

RUSTY

MAXWARE CREATIONS

GERRY

KURT BROWNING

DELETHUM COMPANY

GERRY

G & T SOFTWARE

LUCILLE ROCK

TEX-COMP

RAY'S
KOMPLITAR WORKS

BUFFALOCHIP
SOFTWARE

ASGARD SOFTWARE

LUCILLE ROCK

ASGARD SOFTWARE

SABOTAGE SOFTWARE

JOHN STEPHENS

ASGARD SOFTWARE

DULE
LANGUAGE

ADV'MODULE

ADV'MODULE

ADV'MODULE

ADV'MODULE

ADV'MODULE

AOV'MODULE

A17V'MODULE

ADV'MODULE

ADV'MODULE

ADV'MODULE

ADV'MODULE

ADV"MODULE

ADV'MODULE

ADV'MOOULE

ADV'MODULE

AOV'MODULE

ADV'MODULE

ADV'MODULE

ADV'MODULE

ADV'MOOULE

ADV'MODULE

ADV'MODULE

TEXT-N-BB2 PS032

TEXT-N-BM3 PSO45

TEXT-N-BM4 CSO47

TEXT-N-BM. CS053

TEXT-N-BM4 FSO42

TEXT-N-8M41P505:

TEXT-N-BA5 CS052

TEXT-N-BM4 CSO4B

TEXT-N-BA5 CS052

TEXT-N-BM3 P5042

TEXT-N-BM2 FSO4O

TEXT-N-BM4 05052 1
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ROLE-P_AYING ADV
GAMES

EN URE

SCOTT ADA S ADVEN lURE
GAMES

PROGRAM NAME AUTHOR/SOURCE LANGUAGE RATING KEY CODES

ADVENThREN q SCOTT ADAMS ADV'MODULE T -N-BM3 TSO43

BUCKAROO BANZAJ SCOTT ADAMS ADV'MODULE T -N-BM3 CS039

THE COUNT SCOTT ADAMS ADV-MODULE TSO41

GHOST TOWN SCOTT ADAMS ADV'MODULE TSO41

THE GOLDEN VOYAGE SCOTT ADAMS ADV'MODULE TS052

THE HULK SC= ADAMS ADV'MODULE -N-BM3 051343

MISSION IMPOSSIBLE SCOTT ADAMS ADV'MODULE TSO42

MYSTERY FUN HOUSE SCOTT ADAMS ADV'MODULE TEXT-N-EMS TSO42

PIRATE ADVENTURE SCOTT ADAMS ADV-MODULE T -N-BBB T$042

PYRAMID OF DOOM SCOTT ADAMS ADV'MODULE T T-N-2M4 rsa 41

RETURN TO PIRATES SCOTT ADAMS RPI'MODULE T 5001
ISLE COMMAND
MODULE

SAVAGE ISLAND SCOTT ADAMS ADV'MODULE T M093
PART 1 AND PART 2

ME SORCERER OF SCOTT ADAMS ADV'MODULE TEXT-N-BA3 OSO40
CLAYMORGUE CASTLE

SPIDER-MAN SCOTT ADAMS ADV'MODULE T -N-SM3 05042

STRANGE ODYSSEY SCOTT ADAMS ADV-MODULE T -N-BM4 T SO41

VOODOO CASTLE SCOTT ADAMS ADV'MODULE T5042

PROGRAM NAME AUTHOR/SOURCE LANGUAGE RAIN G KEY CODES

ADVENTURE SOURCE 10-2-84 WB-MODULE ROLE-G-BB1 P 5444

THE AFTERMATH OF CREATING ADVENTURE kB'MODULE ROLE-N-BM3 C S
THE ASIMOVIAN GAMES ON
DISASTER YOUR COMPUTER
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LANGUAGE

XIB'MODULE

XIB'MODULE

XIB'MODULE

XUB'MODULE

X'B'MOOULE

XIB•MODULE

?UB'MODULE

T.I. BASIC

X^B'MODULE

TI. BASIC

X/B`MODULE

]UB'MODULE

RATING KEY CODES

ROLE-N-EMS C5_

ROLE-N-5B2 CS067

ROLE-G-B52 CS037

ROLE-G-BB2 CSO44

ROLE-G-DM5 FM248

ROLE-G-DM3 PM257

ROLE-G-BB2 PSO29

ROLE-G-DAS PM119

ROLE-N-BM3 CS

ROLE-N-8B3 P5025

ROLE-G-DAS CM219

ROLE-G-DA5 CM26£

X B'MODULE ROLE-G-BM2 C$041

XIB'MODULE ROLE-G-B82 PSD31

XJB'MODULE ROLE-N-BM3 PSO4D

XIB'MODULE ROLE-N-BB3 PSO41

X/B'MODULE I ROLE-G-BB3 I PS050

XJB"MODULE ROLE-G-9M2 CSO41

I(g p^ yh , Advd

PROGRAM NAME

THE ANCIENT
CHATEAU

THE BANNOCHBURN
LEGACY

THE BOOLEAN BRAIN

CAMEL

CARFAX ABBEY

CASTLE DAVID

CASTE HALLWAYS

CATACOMBS

THE CRADEL OF
PERSHU

DEViL'S DUNGEON

DOOM OF MONDULAR
COPY?

DOOM OF MONDU LAN
COPY2

DOOMCASTLE

THE DRAGON'S LAIR

DUNGEON

DUNGEONS
COPY

DUNGEONS
COPY2
- CALL FILES (1)

ESCAPE FROM
WIZARD'S KEEP
INCLUDING DC'CS

AND GAME SOLUTION

GET THE GOLD! I

AUTHOR/SOURCE

CREATING ADVENTURE
GAMES ON
YOUR COMPUTER

GIANT BOOK OF
COMPUTER GAMES

HOME COMPUTER
MAGAZINE
VOLUME 4 NUMBER 4

MORE BASIC
COMPUTER GAMES

DAVID VINCENT

SOURCE UNKNOWN

PATRICK CROSBIE

WERNER BROTHERS

CREATING ADVENTURE
GAMES ON
YOUR COMPUTER

RALPH NEWKOLD

SYIM!BkOTECH, INC

SYMBIOTECH, INC

DATA SYSTEMS

SOURCE UNKNOWN

SOURCE UNKNOWN

SOURCE UNKNOWN

SOURCE UNKNOWN

99'ER HOME
COMPUTER MAGAZINE
OCTOBER 1983

SOURCE UNKNOWN l/B'MODULE I ROLE-N-BB31 PM059
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koo FayNg Adw*n . Cong.

PROGRAM NAME A OMSOURCE LANGUAGE RA G Y CODES

GOLD RUSH 99'ER HOME XIB'MQDULE ROLE-Bn C5040
COMPUTER MAGAZINE
VOLUME 2 ISSUE 2

MS A JUNGLE OUT ALBERT EN T.I. BASIC ROLE-BB2 PS 024
THERE

KUNG FU BR10E HADLOCK ]UB'MODULE ROLE BM3 CS068

LEGENDS V.1.1 ASGARD SO ARE 'MODULE ROLE-G-DA5 CM697

LEGENDS II: ASGARD SOFTWARE XWMODULE ROLE CM
ME SEQUEL

A MEDIEVAL WALTER J. DOLLARD X/B'MODULE ROLE-BM2 OS053
GRAPHICAL
ADVENTURE

MONSTER COMBAT LEE CHAPEL Ti. BASK . ROLE-G-8E2 P501
COPY 1

MONSTER COMBAT SOURCE UNKNOWN T.E. BASK ROLE-DM P5038
COPY 2

MOON SURVIVAL SOURCE UNKNOWN 'MODULE ROLE-N-BB1 P5035
ADVENTURE

NEW QUEST SOURCE UNKNOWN 'MODULE ROLE-B81 PSO44

NINJA JIM BECK -MODULE ROLE-G-DM4 FM11 4

OLD DARK CAVES DONN GRANROS ROLE-G-DAS CM328

OLD DARK CAVES II DONN GRANROS WB'MODULE ROLE-G•D CMEe3

POLAR TREK RICK KELLOGG XWMODULE ROLE-BB2 FS051

THE QUEST JiM BECK 'MODULE ROLE-N-DA4 FM226

QUEST 99/4 SOURCE UNKNOWN -MODULE ROLE-G-BB4 PS09
(SEE TREASURE
QUEST]

QUEST INTO MYSTERY J. GULICK k6'MODULE ROLE-N-862 CS01

RINGW S PANTASY COMPUTING VB-MODULE ROLE-N-DM4 OM201

SECRET CHAMBERS STEVE PATTERSON 'MODULE ROLE-G-382 PS 04 1
M. C. WALTERS

STELLAR EXPLORER DAN FARROW IV VB 6 MODU ROLE-BM4 PEO4 4

SUPERMAN SOURCE UNKNOWN T.I. BASIC ROLE-N-BB2 P5041
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Rods y Corp,

PROGRAM NAME AUTHORJSOURCE LANGUAGE RATING KEY CODES

SWORDS AND SAM MOORE JR. XIB'MCDULE ROLE-N-881 P5046
SORCERY

S-OMA2EV.2.D AMERICAN SOFTWARE )US'NIOOULE ROLI=-G-BB2 CS033
DESIGN AND
DISTRIBLMON

TREASURE ISLAND 99'ER HOME XB'MODULE ROLE-G-&8S 05031
COMPUTER MAGAZINE
VOLUME 2 ISSUE 9

TREASURE QUEST CHRIS BABBITT ]UB'MODULE ROLE-G-804 P5048
(SEE OUEST0I4)

T2 DUNGEONS ON RAY KAZMER X18'MODULE ROLE-G-BM4 FSOEE
REMZAKI

THE VALLEY SOURCE UNKNOWN XIBMCDULE ROLE-G-BM3 PSS78

WEREWOLVES AND CREATING ADVENTURE XIB'MCDULE HOLE-N-BM3 CS__
WANDERER GAMES ON

YOUR COMPUTER

WIZARD'S DOMINION AMERICAN SOFTWARE YJ8'MCDULE ROLE-G - 6M3 C5841i
DESIGN AND
DISTRIBUTION

WIZARDS LAIR RAINBOW SOFTWARE XIB'MODULE ROLE-G-BM2 CSI59
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TUN HILLS OF DOOM GAMES

PROGRAMNWE A MSOURM LANGUAGE RATNG KEY CODES

ASSAULT THE ASGARD SOFTWARE TOO*MODULE ROLE-3 05052

COMPUTER ASGARD SOFTWARE TOD'MODULE ROLE-4 05052
NIGHTMARE

COMPUTER QUEST ASGARD SOFTWARE TOD"MODULE ROLE-W.2 C S052

DARING ADVENTURES ASGARD SOFTWARE TOD*MODULE ROLE-BM5 CS052
IN K T

THE DARK TOWER ASGARD SOFTWARE TOD"MODULE ROLE-G- 3 05052

DOCTOR WHO ASGARQ SOFTWARE TOD*MODULE ROLE-G-8A2 05052

THE DRAGON ORBS ASGARD SO ARE TOD'MODULE ROLE-BMS C5052

THE EVIL DUNGEON ASGARD SOFTWARE TOD'MODULE ROLE-BM2 CS052

GAME OF THE ASGARD SOFTWARE =MODULE ROLE-BM3 CS052
IMMORTALS

MAGIC R/NGS OF TOD'MODULE ROLE-BM3 PS052
GNOMES

NERDS PERSEC UTED ASGARD SOFTWARE TOD'MODULE ROLE4-BM4 05052
AGAIN!

PENNIES AND PRIZES TEXAS INSTRUMENTS TOD'MODULE ROLE-BB5 TS052

OUST FOR THE KING WALTER J. COLLARD TOD'MODULE ROLE-G-BA4 FS -52
AND HIS

QUEST FOS THE ASGARD SOFTWARE TOD-MODULE ROLE-BM3 CS552
"MAGIC MAKER"
DIAMOND

QUEST OF THE KING TEXAS INSTRUMENTS TOD"MODU ROLE -BM5 TS052

SPACE MINE ASGARD SOFTWARE TOD'MODULE ROLE-SM3 CSD52

A STAR TREK SOURCE UNKNOWN TOD'MODULE ROLE-G•BA4 P50.52
ADVENTURE

THE TOMB OF D EATH ASGARD SOFTWARE TOD'MODULE ROLE-$M3 CSD52

THE VOLCANO ASGARD SOFTWARE TOD'MODULE ROLE -5M3 05052
FORTRE SS
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R EVIEWS Of SELECTED
ADVENTURE GAMES

AN ADULT ADVENTURE

nE5CFt5 'ITCH: AN AHULT ADVVNI"LJRE, THE FU ADVEN'i JRE MODULE GAME
WRTITEN BY STEPHEN PEACOCK. BEGINS MUCH LIKE A TYPICAL ADVENTURE
MODULE GAME. WHERE YOU FIND YOURSELF WAKING UP IN A BEDROOM.
HOWEVER. TI-II5 GAME IS ANYTHING BUT TYPICAL AND IT IS DEFIN PEIY NOT
SUITED FORA YOUNG AUDIENCE OR EVEN ADULTS THAT MAY TAKE OFFENSE
TO SOME OF THE VERYE7{PLICI-I. I NGUAGE THAT IS USED THROUGHOUT THE

GAME.

GOAL: YOU HAVE BEEN GIVEN A DRUG TO MAKE YOU FORGET WHO YOU ARE, AND
NOW YOU MUST FIND THE ACCOUNT NUMBER OF THE SAFEl" DEPOSIT BOX
WHICH HOLDS THE ANTIDOTE. THERE ARE 9 NUMBERS TO THE ACCOUNT
NUMBER AND YOU MUST FIGURE OUT THEIR CORRECT ORDER IN ORDER TO OPEN
LIP THE SAFE•IY DEPOSIT' BOX

ADDITIONAL COMMENTS: PERSONALLY, I FOUND THIS GAME TO BE A MUCH
HARDER GAME TO SOLVE THAN I HAD ORIGLNALLY EXPECTED. IF YOU PREFER TO
PI. AY AR A NIURE GAME THAT IS QL'I'i-E A CHALLENGE TO SOLVE, AND A TW O-
FOLD ONE ATTHAT, THEN THIS I5 THE GAME FOR YOU. PERSONALLY, I COULD NOT
HAVE WRITTEN SUCH A GAME, LOT ALONE HAVE INCLUDED MY NAME AND
ADDRESS. HOWEVER. I MUST GIVE THE AUTHOR CREDIT FOR BEING UPFRONT AND
HONEST WITH HIS GAME AND FOR GIVING THE PLAYER FAIR WARNING
CONCERNING THE CONTENT OF THE GAME ON THE ENTRY SCREEN.

ADVENTURELAND

DESCRIPTION: ADVEI'I'IURELAND, THE FIRST GAME IN THE SCOTT ADAMS
ADVENTURE MODULE SERIES, BEGINS IN THE FOREST OF AN ENCHANTED WORLD.

GOAL: YOU MUST LOCATE ALL 13 TREASURES, AS WELL AS THE SPECIAL PLACE
FOR STORING 1I-W-M, IN ORDER TO SCORE POINTS. _.

ADDITIONAL COMMENTS: PERSONALLY, I FOUND THIS GAME TO BE A MUCH
EASIER GAME TO SOLVE THAN PIRATE ADVENTURE. THE SECOND GAME IN THE
SCOTT ADAMS ADVENTURE MODULE SERIES FOR THE TEXAS INSTRUMENTS
HOME COMPUTER, WHICH I5 INCLUDED AS PART OF THE ADVENTURE MODULE
PACKAGE, AND RATED FOR THE BEGINNER PLAYER. IF YOU PREFER TO PLAY AN
ADVENTURE GAME THAT IS FAST-MOVING, AND WHICH GIVES YOU THE
OPPOR UNTIY TO START COLLECTING YOUR TREASURES QUICKLY, THEN THIS IS
THE GAME FOR YOU.

BUCKAROO BANZAI

DESCRIPTION: BUCKAROO BANZAI. THE FIFTEENTH GAME IN THE SCOTT ADAMS
ADVEND,r ZE MODULE SERIES. BEGINS IN A SHALL, DESERTED TOWN. WHERE YOU
FIND YOURSELF STEPPING INTO THE ROLE OF BUCKAROO BANZAI HIMSELF, THAT
WORLD-FAMOUS NEURO-SURGEON. PHYSICIST. ROCK MUSICIAN. AND COMIC
BOOK HERO. ONCE AGAIN, THE TASK OF SAVING THE WORLD HAS FALLEN ON
YOUR SHOULDERS.

GOAL: YOU MUST FIND AND DISARM A NUCLEAR BOMB THAT WAS LEFT BEHiIND
BY THE EVIL. LECTROIDS.
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COW

DESCRIPTION: CO = MODULE ADVEImrnE
BY BEGINS MUCH LIFE ATYPICAL ADVENTURE MODULE

GAME, WHERE YOU Fm YOURSELF IN THE LIVINo ROOM OF A TYPICAL
COMPUTER-CRAZED FAMILY.

GOAL: YOU OPEN M THE DOLLARS
W YOU WILL FIND IN THE SAFE.

ADDITIONAL PE ON Y, I FOUND THIS GAME TO BE A MUCH
EASIER GAME TO SOLVE THAN I HAD EXPE =D. HOWEVER. YOU ARE A

GINNER PLAYER OR EVEN NEW M
MODULE I WOULD HIGHLY RECOMMEND PLAYING THIS ADVENT [IRE

ALTHOUGH YOU MIGHT FIND RUSTY'S TO BE g = SMALL AND VERY
RUSTY DID A VERY GOOD JOB IN

GAME THAT COULD BE SOLVED BY SOMEONE WHO IS JUST BEGINNING TO GET A
TASTE OF TLS ADVENTURE MODULE WORLD.

THE COUNT

B ON: SCOTT
MODULE SERIES. BEGINS IN A CASTLE. WHERE YOU AWAKEN IN THE
AFTERNOON TO FIND YOURSELF NA LARGE BRASS BED, HOLDING ONTO A
STAKE.

7S UP TO YOU TO DISCO R WHO YOU YOU ARE DOING IN
TR4 lSYLVANL AND WHY THE POSTMAN DELIVERED A BOTTLE OF BLOOD,
TO ME FIION THE FACT YOU MUST ALSO FIND ORACULA AND KILL HIM
BEFORE YOU EI ID UPTURNING INTO A VAMPIRE MUM

ADDITIONAL ADVENTURE YOU WILL FLYD A hV
ELEMENT - THAT OF' TIME - BEING INTRODUCED. IN ORDER FOR YOU TO
SUCCESSFULLY COMPLETE YOU MUST PROPERLY TIME YOUR

O R =E DAYS IS == IN THE FACT
THAT THINGS CHANGE BETWEEN AND DAY. AAND EVEN BETWEEN 'TWO
CONSECUTIVE DAYS. ARE YOU UP M THE C NGE?

CUTFHROATS

DESCRIPTION: CUTTHROATS. AN UHTDE ATER ADVENTURE GAME FROM
INFOCOM. INCORPORATED, BEGNS IN YOUR SPARSELY F=SHM ROOM AT
THE RED BOAR INN ON HANDSCRABBLE IT IS FROM HERE THAT
YOU WILL MEET AND TEAM UP WIIT3 SOME VERY UNUSUAL CHARACTERS.

GOAL: YOU MUST FIND THE SUNKEN WHICH LIES ON ONE OF THE
WRECKS OFF HArTIISC BLE ISLAND. A PERFECT SCORE IN THIS ADVENTURE

YOU 250 POINTS.
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DESCRIPTION: DEADLINE. A WHO-DUN•IT MYSTERY ADVENTURE GAME FROM
INFOCOM, INCORPORATED. BEGINS ON A WIDE LAWN JUST NORTH OF THE
ENTRANCE TO THE ROBNER ESTATE. AS THE DE'IECTVE IN THIS GAME. YOU
HAVE BEEN CALLED UPON TO INVESTIGATE THE APPARENT SUICIDE OF A
WEALTHY AND PHILANTHROPIC INDUSTRIALIST.

GOAD YOU I-LAVE 12 HOURS IN WHICH TO SOLVE THIS MY '. SY HEINC ARLE TO
PROVE MOTIVE. MEANS. AND OPPORTUNITY.

ADDITIONAL COMMENTS: ThE VARIETY OF POSSIBLE OLITCOME5 IN THIS
ADVENTURE GAME IS QUITE IMPRESSIVE. AS THERE ARE TWENTY-FIVE
POSSIBLE ENDINGS TO THIS GAME. RANGING FROM A DISMISSAL BY THE GRAND
JURY TO A CONVICTION BY THE TRIAL JURY. DEFINITELY ONE OF MY PERSONAL
FAVORITES. I HIGHLY RECOMMEND IT!

ENCHANTER

DESCRIPTION: ENCHANTER. A FANTASY ADVENTURE GAME FROM INFOCOM.
INCORPORATED. RETURNS TO THE MAGICAL WORLD OF ZORK. WHERE BEL80Z
AND THE CIRCLE OF ENCHANTERS HAVE JUST CHOSEN YOU, A NOVICE
ENCHANTER TO DESTROY THE EVIL WARLOCK. FRILL.

GOAL: ARMED WITH ONLY A FEW SLMPLE SPELLS IN YOUR BOOB, YOU SET OUT TO
FIND FRILL. EXPLORE THE CASTLE HE HAS OVERTHROWN. AND LEARN OF HIS
SECRETS. ONLY THEN MAY HIS VAST' EVIL BE LESSENED OR WITH GOOD FORT[II' E.
DESTROYED, A PERFECT SCORE IN THIS ADVEITURE GAME WILL EARN YOU 400
POINTS.

GHOST TOWN

DESCRIPTION GHOST TOWN, THE NINTH GAME IN THE SCOTT ADAMS
ADVENTURE MODULE SERIES. BEGLNS IN A GHOST TOWN, COMPLETE WITH
EVERYTHING YOU'D EXPECT TO FIND iN A TYPICAL GHOST TOWN, INCLUDING A
FEW GHOSTS! -

GOAL: YOU MUST LOCATE ALL 13 TREASURES. AS WELL AS THE SPECIAL PLACE
FOR STORING THEM, IN ORDER TO SCORE POINTS.

ADDITIONAL COMMENT'S: SCOTT ADAMS TOOK HIS USUAL SCORING CONCEPT
ONE STEP FURTHER IN THIS GAME. BY GIVING YOU THE OPPORTUNITY TO SCORE
BONUS POINTS. THIS MEANS THAT, EVEN AFTER YOU HAVE SUCCESSFULLY
SOLVED THIS ADVENTURE, YOU CAN STILL TRY TO PERFECT YOUR ADVENXL'RE
ABILITIES BY7RYING TO SOLVE THIS GAME IN THE FEWEST POSSIBLE NUMBER OF
MOVES.

THE GOLDEN VOYAGE

DESCRIPTION: THE GOLDEN VOYAGE. THE'IWEL rTH GAME IN THE SCOTT ADAMS
ADVENTURE MODULE SERIES. BEGINS IN A PERSIAN CITY. AND IT IS FROM HERE
THAT YOU MUST FIND A SHIP AND SET SAIL FOR UNKNOWN PORT'S OF CALL.

GOAL: YOU HAVE THREE DAYS IN WHICH TO FIND THE FOUNTAIN OF YOUTH. IN
ORDER TO SAVE A DYING KING.
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THE TCHFI GUIDE TO

DESCRIPTION: THE GLIDE A SCIENCE FICTION
ADVENTURE CAME FROM BEGINS TN YOUR
BEDROOM. WHERE YOU FEEL THE ROOM SPINNING VERY GENTLY ROUND YOUR

ORAT LEAST M WO= BE IF YOU COULD SEE M WHICH YOU

GOAL WHO KNOWS? WHO CARESS LUST SiT SACK AND ENJOY ONE OF ME BEST
R N FOR COMPUTER WHERE EVEN

THE MOST PRO M. A PERFECT SCORE
IN THIS ADVENTURE GAME WILL EARN YOU 400 POIN S.

ADDITION ME IS BASED ON DOUGLAS
ADAMS' BOOK OF THE IS EVERY BM AS GOOD AS THE BOOK.
HOWEVER. YOU ARE UNFAMILIAR WIIT i THE HITCHHIKER'S GUIDE TO THE
GALAXY. I WOULD HI GHLY RECOMME SD THAT YOU GET A COPY OF THIS BOOK
READ iT BEFORE A=G TO PLAY FOR THOSE OF YOU WHO

F 1 DOUGLAS YOU WILL NOT BE
DISAPPOINTED. THIS IS 'TRULY A WHOLLY RE ARKABLE GAME.

THE HULK

DESCRIPTION: THE HULK. THE S=E= GAME IN THE SCOTT ADAMS
MODULE SERIES. BEGINS WITH YOU STEEPING INTO THE ROLE OF THE

HLZIf HIMSELF OR RA'TYIFR STEPPING INTO THE ROLE OF BRUCE BANNER. WHERE
YO U FIND YOURSELF HAND ANTI FOOT  A

GOAL: YOU MUST LOCATE ALI 17 GEMS, AS WELL AS THE SPECIAL PLACE FOR
STORING THEM. IN ORDER TO SCORE

INFIDEL

DESCRIPTION: EGYPTIAN GAME FROM I OCOM.
INCORPORATED, BEGINS MIDDLE OF A YOU AWAKEN IN
YOUR ONLY TO FIND THAT ALL IS TOO QUIET OUTSIDE.ADMITTEDLY, THIS
CAN ONLY MEAN ONE THING - YOUR YOU!

GOAL: ITS ALT LEFT LIP TO YOU. CAN YOU FIND THE EGYPTIAN Q UEEN
PYRA. AND ME MAT LIE A PERFECT SCORE IN
THIS ADVEN UR3 GAME WILL EARN YOU POINTS.

OCOM DEMO DISK

DESCRIPTION: THE IWOCOM DEMO DISK FROM I OCOM, MCO O MD.
PROVIDES A TUTORIAL TO INFOCOM'S ?ARTICULAR OF INTERACTIVE

SERVES INTRODUCTION TO 2C7RK I.
INFIDEL, OF THESE PARTICULAR

ADVENTURE GAMES ARE USED

GOAL: AFTER COMF O THIS YOU SHOULD HAVE A VERY GOOD
UNDERSTANDING OF Ii TFOCOM'S BE TO
PLAY ONE OF THE MANY INTERACTIVE ADW=S AVAILABLE FROM
INFOCOM. A PERFECT SCOM IN THIS YOU 50 POINTS.

ADDITIONAL ALTHOUGH THIS DISK WAS RELE ED COMMERCIALLY.
YOU WIL MOSS =LY BE UN BLE TO ACQUIRE YOU DO
M. SINCE lT WAS USED P LY RS A PROMOTIONAL [NF'OCOM IN
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LEGENIS

DESCRIPTION: LEGENDS, A FOUR-PLAYER FANTASY ROLE PLAYING ADVENI9.7RC
GAME, WRITTEN BY DONN GRAN'ROS AND ED JOHNSON. BEGINS AT WIZARDS
ROCK, WHERE YOU HAVE THE OPTIONS OF VISE)NG THE ADVE%

q`URERS GUILD.
THE LEGENDS INN. THE ALCHEMIST. OR LEAVING WIZARDS ROCK TO BEGIN YOUR
GUEST. YOUR JOURNEY WILL TAKE YOU TO SIX SEPARATE DUNGEONS, INNS,
MOUNTAINS. LAKES. FORESTS. GRAVEYARDS. A MONASTAA7°, AN ALAN1hO O
SUBWAY. AND EVEN A DINER. AS YOU SEARCH FOR CLUES, TALE TO THE
INHABITANTS. AND DO A GOOD DEED OR TWO, FIGHTING MONSTERS IS FAST AND
FURIOUS, AS YOU FLING POWERFUL SPELLS AND HIT THEM WITH MIGHTY
HEAVES OF YOUR WEAPON. ALTHOUGH THIS ADVENTURE AUTOMATICALLY
LOADS IN A PARTY OF FOUR CHARACTERS. EACH WITH THEIR OWN PARTICULAR
ATTRIBUTES, YOU CAN CHANGE ANY OR ALL OF THE MEMBERS OF THE PARTY TO
SUIT YOUR O'4 DESIRES.

GOAL: YOU MUST STOP ASHTAR CREEL, WHO HAS STOLEN THE AZURE AMULET
AND THE MAGIC BOOK OF SPELLS.

ADDITIONAL COMMENTS; THIS ADVENTURE GAME. WHICH WAS RATED 'A' BY
MICROPENDIUM, IS CONSIDERED BY MOST REVIEWERS TO BE THE BEST
GRAPHICS ADVENTURE GAME EVER WRITTEN FOR THE Ti-99/4A COMP=R.

MISSION IMPOSSIBLE

DESCRIPTION: MISSION IMPOSSIBLE, THE THIRD GAME IN THE SCOTT ADAMS
ADVENTURE MODULE SERIES. BEGINS IN A BRIEFING ROOM, WITH A TAPE
RECORDER

GOAL: YOUR hIISSION. SHOULD YOU DECIDE TO ACCEPT IT. IS TO STOP A
SABO'IEI7R FROM BLOWING UP THE WORLD'S FIRST NUCLEAR REACTOR

ADDITIONAL CO LENTS: CHOOSE YOUR COMMANDS CAREFULLY WHEN PLAYING
THIS ADVENTURE GAME. AS TIME IS OF THE ESSENCEI

'I HE MYSTERY AT RAVEN MOUTs1 AIN

DESCRIPTION: THE MYSTERY AT RAVEN MOUNTAIN. THE FIRST SPEECH
ADVENTURE GAME WR 1 EN BY KEITH BAJURA, BEGINS I THE PARLOR OF THE
CRANE ESTATE. AND IT IS FROM HERE THAT YOU -BEGIN TO RECEIVE TESTIMONY
FROM THE VARIOUS SUSPECTS AND MUST ANALYZE THE VARIOUS CLUES WHICH
YOU RECEIVE AS YOU MOVE THROUGH THE VARIOUS ROOMS.

GOAL: YOU WII1. HAVE 12 HOURS IN WHICH TO SOLVE THIS WHO•DUN-IT ISPEECI-11
ADVENTURE AND TO REPORT YOUR FINDINGS TO THE POLICE.

ADDITIONAL COMBIEIiTS: PERSONALLY, 1 FOUND THIS GAME TO BE A MUCH
EASIER GAME TO SOLVE THAN I HAD ORIGINALLY EXPECTED, IT WOULD HAVE
BEEN MORE OF A CHALLENGE TO SOLVE. HAD THE GAME ITSELF BEEN MORE
INVOLVED AND THE SPEECH BEEN A ITI'I E EASIER TO UNDERSTAND. IT ALSO
WOULD HAVE BEEN NICE IF THE TEXT WOULD HAVE APPEARED ON THE SCREEN
AS YOU WERE PLAYING THE GAME. HOWEVER. ONE MUST NOT LOSE SIGHT OF THE
AUTHORS PRIMARY OBJECTIVE IN BRINGING SPEECH INTO THE ADVENTURE
GAME, AND FOR MAKING F: POSSIBLE FOR THE BLIND ADVENTURE FAN TO TAKE
PART IN THE WORLD OF THE ADVENTURE GAME,
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MYSTERY FUN HOUSE

MYS •ERY FUN HOUSE, THE SEVENTH GAME EN TIC SCOTT AL1lVVI5
ADVENTURE MOD= BEGINS OF A FUN HOUSE.

QOAI: YOU MUST FEND THE HIDDEN SECRET CH HOUSE.

ADDITIONAL CO 1ID EN I$: PAKT OF THE F UN IN PLAYING THIS GAME IS M G
GET LNSME THE FUN HOUSE. AND M G OW BEING THROWN

ONCE YOU DO GET INSIDE. ARE YOU UP TO THE CFfeL ENGE7

OLIVER'S TWIST

DESCRIPTION: OLIVER'S TWIS THE FIRST ADVEADVENTURE MODULE
BY MICKEY SCHM= AND LYNN GARDNER, BEGINS MUCH LIRE A TYPICAL

MODULE ME, W HERE YOU FLND YOURSELF STANDING OI7ISIDE A
CASTLE BELONGING TO YOUR HO DO
LET THE FAI4tILIAR SURROUNDING OF A CASTLE SETTING FOOL YOU, AS THIS
ADVENTURE MODULE GAME HAS A VERY TWIST TO TP,

GOAL UPON EN ERING THE CASTi E, YOU 15 ORDER
TO INHERIT THE CASTL AND SUCCESSFULLY COMPLETE THIS TWISTED
ADVENTURE. YOU MUST RET TN ALL OF THE TREASLRES TD THEIR PROPER

ORDER W SCORE

ADD1TIOHAL PERSONALLY. I BEI IEVE THIS GAME IS MUCH HARDER
TO SOLVE MOST SCOTT ADAMS ADVENTURES. IF YOU PREFER TO PLY AN
ADVENTURE GAME WHICH OFFERS YOU A FRESH CHALLENGING
AND WHICH PLAYS EVERY BIT AS WELL AS AN ORIGIN SC=
ADVENTURE CAME ( OR EVEN $ 1 N IS FOR YOU.

PARTS OF SPEECH ADVENTURE

DESCRIPTION: PARTS OF SPEECH JACK SU G L IS
AN EDUCATIONAL CREATED ESPECIALLY FOR ENGLISH
STUDENTS. AND IS DEFINITELY N A CATEGORY BY ITSEI.F. YOUR
ADVEN RE BEGINS IN A DUNGEON. WTrH LOBELIA. ENCHANTRESS. AND

YSTUS, A LEPRECHAUN.

COAL: THE ONLY WAY THAT YOU CAN ESC PE THE DUNGEON IS TO CORRECTLY
MEN= THE UNDERLINED PARTS OF SPEECH AS THEY APPEAR LY THE GAME'S
SENTENCES,

ADDITIONAL. CO S: YOU CHOOSE NUMBER OF
QUESTIONS IN THIS 1 TO 99. HOWEVER, SPELLING
MUST BE WRONG ANSWERS WILL RESULT WITH A P R LETTER
GRADE AT THE END OF THE HARDER THAN YOU MLGHT
EXPECT. ESPECIALLY IF YOU CHOOSE W ANSWER ALL 99 QUESLIONS..JUST RN
CASE YOU W= BE A FORGOTTEN THE F IGIi1 PARIS
OF SPUCH, DON YOU WILL FIND THEM LISTED W rHIII THE GAMES
INSTRUCTIONS.
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PLANETFALL

DESCRIPTION; PLANEIPAL , A SCIENCE FICTION ADVENTURE GAME FROM
INFQCOM. INCORPORATED. BEGINS ON BOARD THE STELLAR PATROL SHIP.
FEINSTEIN. WHERE TI-IIS MORNING'S ASSIGNMENT FOR A LOWLY ENSIGN
SEVENTH CLASS IS TO SCRUB THE FILTHY Mf AL DECK AT THE PORT END OF
LEVEL NINE WTIH HIS PATROL-ISSUE. SELF-CONTAINED. MULTI-PURPOSE, ALL.
WEATHER SCRUB•BRUSH. WEAT FUN. BLT FEAR NOT EXCITEMENT LiES
JUST AROUND THE BENIN

GOAL: THE GOAL OF THIS ADVENTURE GAME DOES NOT BECOME CLEAR UNTIL
YOU ARE WELL INTO IT. THUS, IN THE SPIRIT OF A 'TRUE ADVENIURE." YOU'RE ON
YOUR OWN IN THIS GAME, ENJOYI A PERFECT SCORE IN THIS ADVENTURE GAME
WILL EARN YOU 80 POINTS.

IIIIi i

DESCRIPTION: PYRAMID OF DOOM. THE EIGHTH GAME IN THE SCOTTADAMS
A.DVE' IJFIE MODULE SERIES. BEGINS IN A DESERT.

GOAL: YOU MUST LOCATE ALL 13 TREASURES. AS WELL AS THE SPECIAL PLACE
FOR STORING THEM, IN ORDER TO SCORE POINTS.

ADDITIONAL COL®IENTS , PART OF THE CHALLENGE OF THIS GAME &5 FINDING
TT-LE ENTRANCE TO THE PYRAMID. AND DISCOVERING WHAT YOU NEED TO DO IN
ORDER TO GET CREDIT FOR THE TREASURES.

QUEST OF THE MG

DESCRIPTION: QUEST OF THE KING, THE SECOND AND FINAL TUNNELS OF DOOM
GAME FROM TEXAS INSTRUMENTS. WAS CREATED FOR THOSE WHO HAVE SOME
BACKGROUND AND EXPERIENCE PLAYING - DUNGEONS AND DRAGONS TYPE
GAMES. UNLIKE PENNIES AND PRIZES. YOU CAN NOW CONSTRUCT YOUR
DUNGEON UP TO A MAMMUM OF TEN FLOORS, AND CAN CONTROL A PAE2IY, UP TO
A MA'UMUM OF FOUR PLAYERS, EACH HAVING THEIR OWN SPECIAL
CHARACTER ATTRIBUTES.

GOAL: YOU MUST RESCUE THE KING. WHO I5 BIENG HELD CAFIIVE BY MONSTERS
IN THE DARK UNKNOWNS OF THE DUNGEON, BEFORE HE CAN BE ELIMINATED.
YOU MUST ALSO RETRIEVE THE KING'S RAINBOW ORB OF POWER BEFORE IT IS
DESTROYED. HOWEVEP. KEEP IN MIND THAT YOUR TIME I5 LiMI ED.

ADDITIONAL COMMENTS: IF YOU ARE UNFAMILIAR WITH THE TUNNELS OF DOOM
TYPE GAMES, 1 SUGGEST THAT YOU FIRST START OFF BY PLAYING PENNIES AND
PRIZES. ONCE YOU BECOME FAMILIAR WITH THIS GAME, YOU CAN MOVE ON TO
THE SAMPLE VERSION OF QUEST OF THE IGNG. AS DESCRIBED IN THE TUNNELS OF
DOOM COMMAND MODULE HOOK=, ON PAGES 14 - 18- ONLY AFTER YOU HAVE
MASTERED ITIE SAMPLE GAME, WOULD I SUGGEST PLAYING THE ADVANCED
VERSION OF QUEST OF THE KING,
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RETURN TO PIRATE'S ISLE

D ON: PIRATES ML= M THE SCOTT
MODULE SERIES, IS ALSO OUR FIRST AND ONLY SCOTT

ADAMS GRAPHICS OPERATES OUT OF OWN SPECIAL
MOD=, DmONAL DISK OR WHICH IS
THE SEQUEL TO PM= BEGINS IN A B=M BUNK ONA SHIP.
ALTHOUGH YOU MIGHT BELIEVE EYES ON THE

GRAPHICS.

YOU MUST LOCATE AIL 13 THE SPECIAL PLACE
FOR =MG ORDER M SCORE

DmON IS IJNIgUE I Y T NAT YOU ALSO HAVE t LIE
OPTION OF PLAYING ME GAME WITH OR OLT THE GRAPHICS, NOT TO
MENTION ME FACT FOR THE VERY FIRST TIME. YOU ALSO HAVE THE
OPTION OF USING YOUR p R TO GIVE YOU A COMPLETE PRIM OUT OF
YOUR

SAVAGE SERIES

DESCRIPTION THE SAVAGE SERIES. CONSISTING OF ME TENTH
AI TD ELEVT NTH GAMES IN THE SCOTT ADAMS ADVENTURE MODULE SEES.
BEGINS ON A BEACH is FROM HERE THAT YOU EMBARK ON
YOUR

GOAD YOU MUST TAY TO BECOME THE WORLD'S GREATEST HERO.

ADDITIO A WORD OF DONT BE SURPRISES] IF YOU
FIND IT IMPOSSIBLE TO SAVE YOUR GAME DURI A VERY CRUCIAL OF
THIS ADVENTURE. AS SCOTT ADAMS DISABI FD T E PROCEDURE FOR SAVING A
GAME DURING THIS VITAL PERIOD, OH LEARN." OR SHOULD
SAY. DIE AND LEAR'V.-

SORCERER

DESCRIPTION: SORCERER, A FANTASY ADVENTURE GAME FROM 1 000m,
INCORPORATED, RETURNS TO THE WORLD FOUND ENC
WHERE SELBOZ HAS GONE OFF ON A SECRET MISSION TO WORLD OF AN
EVIL FORCE, ONE SO SINISTER THAT HE D O NOT REVEAL IT TO ANY M THE
CIRCLE OF ENCHANTERS.

ARMED WI H ONLY A FEW SIMPLE SPELLS YOUR BOOK, AND ANYMIMG
ELSE THAT YOU CAN MANAGE TO YOU SET OUT TO FIND BEL.BOZ .AND
RESCUE HIM FROM THE FORCE. KNOWN AS JEEARR A PERFECT
THIS ADVENTURE GAME WEL EARN YOU 100 POINTS.
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THE SORCERER OF CLAYMORGUE CASTLE

DESCRIPTION: THE SORCERER OF CLAYMORGLTE CASII.E, THE THIRTEENTH GAME
IN THE SCOTT ADAMS ADVENTURE MODULE SERIES, BEGINS iN A FIELD. OUTSIDE
A CASTLE.

GOAL: YOU MUST LOCATE ALL 13 SFAR$ OF POWER. AS WELL AS THE SPECIAL
RACE x OR STORING fl 1c1. IN ORDERTO SCORE FORM.

ADDITIONAL COMMENTS: IF YOU ARE A DUNGEONS AND DRAGONS OR ATUNNELS
OF DOOM ADVENTURE FAN, YOU WILL FIND THIS GAME TO BE QUITE ENJOYABLE.
AS SPELLS PLAY A VERY BIG PART IN THIS ADVENTURE GAME.

SPIDER—MAN

DESCRIPTION: SPIDER-MAN. THE SEVENTEENTH AND FINAL GAME IN THE SCOTS
ADAMS ADVENTURE MODULE SERIES. BEGINS IN THE HALLWAY OF A FOUR-
STORY HOUSE, WHERE YOU FIND YOURSELF STEPPING IATO THE ROLE OF THAT
INFAMOUS MARVEL COMIC HERO. SPIDER-MAN HIMSELF.

GOAL: YOU MUST LOCATE ALL 18 GEMS, AS WELL AS THE SPECIAL PLACE FOR
STORING THEM, IN ORDER TO SCORE POINTS. -

STARCROSS

DESCRIPTION: STARCROSS, A SCIENCE FICTION ADVENTURE GAME FROM
LNFOCOM, INCORPORATED. BEGINS wrm YOU SOUND ASLEEP IN YOUR BUNK ON
BOARD THE PROSPECTING SHIP. STARCROSS, WHEN SUDDENLY AN AIARi^I
BEGINS TO SOUND, COULD THIS BE THE BIG BREAK YOUVE BEEN WAITING FORT?

GOAL: ITS AIL LEFT UP TO YOU. ARE YOU CURIOUS ENOUGH TO DETERMINE WHY
THE SHIP'S AlARM HAS SOUNDED AND EVEN MORE CURIOUS TO EXPLORE THE
UNKNOWN THAT LIES AHEAD? YOUR ADVENTURE AWAI'1S. A PERFECT SCORE IN
THIS ADVENTURE GAME WILL EARN YOU 400 POINTS.

STRANGE ODYSSEY

DESCRIPTION: STRANGE ODYSSEY. THE 5I.7CY'11 GAME IN THE SCO TT ADAMS
ADVE:N IJRE MODULE SERIES. BEGINS IN A ONE-MAN SCCU'TSSI EP. WHERE YOU
FIND YOURSELF STRANDED ON A SMALL PLANETOID.

GOAL: BEFORE YOU CAN MAKE THE JOURNEY SACK TO YOUR HOME PLANET, YOU
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 5 TREASURES. AS WELL AS THE SPECIAL
PLACE FOR STORING THEM, IN ORDER TO SCORE POINT'S.
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SUSPENDED

DESCRIPTION: SUSPENDED. A SCIENCE FICTION ADVENTURE GAME FROM
WOM, INCORPORATED, BEGINS YOU AS THE MASTER OF A COMPLEX
THAT CONTROLS OF THE MONITORING SYSTEMS NECESSARY TO THE
WORLD'S SLRVIVAL. HOWEVER, SINCE YOU ARE IN SUSPENDED ANIMATION. YOU
HAVE NO YOURSELF.

GOAT :YOU UST SAVE IfTE WORLD. WTI T TfiE Fi SVEST N[1I ER OF CASUALI TES.
BY ISSUING COMMANDS THROUGH THE FILTERING COMPUTERS OF YOUR
SIX OBEDIENT ROBOTS. ALL OF WHICH POSSESS DIFFERENT AND UNIQUE

=ES.

ADDITIO SOLVING YOU MAY CHOOSE
TO CON iNUE REFI iING YOUR STRATEGY LV ORDER TO ACHIEVE BEST
POSSIBLE SCORE. ONCE YO= MASTERED MIS. SOLVING ADVANCED
SCENARIO, WHEN PROBUMS =YOU MORE QUICKLY. SHOULD YOU BE ABLE TO
MASTER THE ADVANCED SCENARIO, I CI ENGE YOU TO SOLVE THE
IMPOSSIBIE SCE O. AIND I DO MEAN IMPOSSWLE! ARE YOU UP TO THE
CHALLENGE?

TOMB OF THE G Y=

DESCRIPTION: TOMB OF THE GRAY MODULE GE
WRSTIEN BY JOHN =FHMS. BEGINS MUCH IJHE ATYPICAL
WHERE YOU FIND YOURSELF IN AN ENCHANTED HOWEVER THIS GAME
IS YOU WILL READILY NOTICE. ONCE YOU SET EYES ON
THIS ADVENTURE.

YOU NAVE BEEN HIRED BY THE GRAY ELVES TD FIND DROW J, THEIR
FADER AND HIS STAFF OF DROW BY THE DARK
ELVES. NOTHING FI SE IS KNOWN ABOUT YOUR THE
ENTRANCE TO THE DARE ELVES' CAVE LIE WFTI TIN THE FOREST.

ADDPPIONAL PERSONALLY. I FOUND THE SPELLING TO BE QUITE
ATROCIOUS N THIS ADVENT RE GAME. AT I EVEN NOTICED THAT
SOME OF THE WORDS WERE MISSINO FROM SOME OF ME ,ME'S sa=NCEs.
HOWEVER, MUST LOSE SIOI OF
IN BRINGING A =E OF NFOCOM'S OF D O SS TO THE
ADVENTURE MODULE MUCH FROM
JOHNS FORTHIS I HIGHLY RECOMMEND
GAME. ANT] WOULD ENCOURAGE JOHN A`FD OTHER ADVENTURE PROGRAMMERS
TG CONTINUE WHERE TOMB OF THE GRAY ELF LEFT OFF.

VOODOO CASTLE

DESCRIPTION: VOODOO THE FOURTH N THE SCOTT
ADVENTURE MODULE SERIES, BEGINS IN A CHAPEL. WHERE YOU RIND
YOURSELF N FRONT OF A C M COFFIN.

GOAL: BY EXPLORING THE YOU WELL DISCOVER THE NECESSARY
INFORMATION NEEDED. IN ORDER TO FREE COUNT CRISTO FROM THE FIENDISH
CURSE Wi WAS PLACED ON HIM BY HIS ENEMIES.
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DESCRIPTION: WITNESS, A WHO-DUN-IT MYSTERY ADVENTURE GAME FROM
INFOCOM, INCORPORATED, BEGINS IN THE 1930-S SOMEWHERE NEAR LOS
ANGELES. WHERE YOU. TINE D=C"BVE, HAVE BEEN SUMMONED BY FREEMAN
UNDER. WHO'S LIFE HAS BEEN THREATENED: AND BEFORE LONG, HE IS HILLED
BEFORE YOUR VERY EYESI

GOAL: YOU MUST SOLVE This WHO-DUN-iT MYSTERY FROM A LIST OF THREE
POSSIBLE SUSPECTS, BUT BEFORE YOU CAN MAKE A SUCCESSFUL, ARREST, YOU
MUST FIRST BE ABLE TO COME UP WiTh THE FENCE,

ZOOM FLUME

DESCRIPTION: ZOOM FLUME, THE FIRST ADVENTURE MODULE GAME WRITTEN
EN'i'fRELY BY LYNN GARDNER, BEGINS IN A WATER PARK. WHERE YOU WILL FIND A
WAVE POOL, A WATER SLIDE. WHI LWATER RAFTING. AND. OF COURSE. A ZOOM
FLUME.

GOAL: UPON ENTERING THE WATER PARE, YOU WILL FTNI] VARIOUS COINS. AS
WELL AS THE SPECIAL Pl ACE FOR STOFI1NG THEM, IN ORDER TO SCORE POIr rs.

ADDITIONAL CO NTC : PERSONALLY, 1 FOUND THIS GAME TO HE A MUCH
HARDER GAME TO SOLE THAN I HAD ORIGINALLY ECTED. THE POSSESSION
OF AN ALLOTTED AMOUNT OF MONEY, WHICH MUST BE SPEN'C WISELY. GIVES
THIS ADVENTURE GAME A NEW DIMENSION NOT SEEN BEFORE IN A TEXT
ADVENTURE GAME. ALTHOUGH THIS f5 LYNN GARDNER'S FIRST ATTEMPT AT
WRITING AN ADVENTURE MODULE GAME ENTIRELY BY HERSELF, YOU WILL NOT BE
DISAPPOINTED IN THE QUALITY OF THE CAME, SINCE LYNN GARDNER 15 ALSO THE
CO-AUTHOR OF 'OLIVER'S TWIST. ANOTHER PROFESSIONALLY WRITTEN
ADVENTURE GAME WRIT= FOR THE ADVENTURE MODULE.

ZORE I

DESCRIPTION: ZORR I. A FANTASY ADVENTURE GAME FROM INFOCOM,
INCORPORATED. AND REFERRED TO AS THE GREAT UNDERGROUND EMPIRE.
BEGINS IN AN OPEN FIELD JUST WEST OF A SMALL WI-OlE COLONIAL HOUSE, A3M
IT IS FROM HERE THAT YOUR ADVENTURE AWAITS.

GOAL: YOU MUST LOCATE ALL 19 TREASURES, AS WELL AS THE SPECIAL PLACE
FOR STORING THEM, IN ORDER TO SCORE POINTS. A PERFECT SCORE IN THIS
ADVENTURE GAME WILL EARN; YOU 350 POINTS.

ADDITIONAL CRIISMENTS: THIS IS THE ADVENTURE GAME THAT STARTED IT ALL
FOR INFOCOM. AND IS STILL CONSIDERED BY MOST TO BE THE BEST TEXT
ADVENTURE GAME EVER WRITTEN. JUDGE IT FOR YOURSELF, BITI' IN ALL
HONESTY. NO ADVENTURE LIBRARY CAN BE COMPLETE WPI-HOL'T'THIS GAME.
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DESCRIPTION: ZORH II. A FAN CA5Y AOVEITrURE GAME FROM INFOCOM.
WCO D. AND REFERD T6 AS THE WIZARD OF MOBO=, BEGINS
NS= AN ANC= HIDDEN DEEP A DARK FOREST, WITH
SUCH FAdIILIAR OWE = AS AM ELFISH VORD. A BRASS LAMP.

GOAL: YOU MUST LOCATE ALL 10 TREASURES. AS WELL AS THE SPECIAL PLACE
FOR THEM, IN ORDER TO SCORE POINTS. A PERFECT SCORE IN THIS
ADVENTURE GAME WILL EARN YOU 400 POINTS.

ADDITIONAL NMM GAME IS SEgUFL TO zo AND
ONCE NO ADVENTURE LIBRARY CAN BE COMPLETE MS CAME.

ZORK M

DESCRIPTION: ZO III, A FANTASY ME FROM I OCOM.
INCORPORATED. AND REFERRED TO AS TIIE DUNGEON BEGINS AT
B M OF AN ENDLESS STAIR AND IT IS FROM HERE YOUR
BEGINS

GOAL YOUR COAL IS NOT TO ACgUTRE TREASURES THIS TIME. BUT Tfl GAIN EYCRY
INTO OF THE DUNGEON HIMSELF. A PERFECT
SCORE IN THIS ADVEYITaRE GAME WIL EARL i YOU A RATING OF 7.

ADDITIONAL COMMENTS: THIS ADVE rITSRE GAME IS THE SEQLML TO ZOF1Ei II.
AND ONCE SE COMPLETE THIS
GAi14E. HOWEVER DONT TRY PLAYING THIS G AME THE WAY YOU PLAYED ZORIi I
AND ZORIC U. OR YOL"IL NEVER GET ANYWHERE!
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YOUR PERSONAL CHECKLJST AND
COMMENTS ON ALL ADVENTURE GAMES

PROGRAM OWH SOLVED TO

ADULTr1DVENTLRE---
ADVENTURE
ADVENTURE iN OZ
ADVE (PURE OF BIGFOOT
AI]VENTU
THE AFTERMATH OF...
ALIEN SEARCH
AMUSEMENT PARK
THE ANCIENT CHATEAU
007: AQUA SASE V.2.0
ASSAULT ME CITY
THE NOCHBN...
THE BIG TEXAS SPY ADV...
THE BOOLEAN BRAIN
BUCKAROO
CAMEL

ABBEY
CASTLE DAVID
CASTLE:HALLWAYS
CASTLE MYGWUG
CATACOMBS

MAZE
CINDERELLA
ME CITADEL OF PERSHU
C SIC ADVENTURE
CLUELESS
ME CO ,..
COMPUTER NIGHTMARE
COMPL= QUEST
COMPL70
THE COUNT
MDOIINTS REVENGE
THE CRYSTAL CAVERN
CUTTHROATS
D G S...
ME DARK TOWER
DE LINE
D MSHIP, COPY 1
DFTHSHIP, COPY 2'
DELIVER ME 1
DESERT DILEMMA
DEVIL DUNGEON
DIAMOND THIEF. COPY 1
DIAMOND THIEF, COPY 2
DISASTER
DISCOVERY AT JUNE...
DOCTOR
DOG STARADVENTURE
DOOM OF MONDU 41
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PROGRAM NAME OWN SOLIVEI7 YOUR PERSONAL COMMENTS
DOOM OF MON'DUI.AP, #2
DOOMCASTLE
THE DOORS it) EDEN...
THE DRAGON ORBS
THE DRAGON'S LAIR
DUNGEON
DUNGEONS,COPY1
DUNGEON, COPY 2
ENCHANTER
ESCAPADE
ESCAPE FROM MARS. #1
ESCAPE FROM MARS. 1+2
ESCAPE FROM WIZARD'S...
THE EVIL DUNGEON
FUNH LSE V,2.0
GAME OFT E...
ERRY ' PLACE

GET THE GOLD!
GHOST TOWN
GNOME
GOLD RUSH
THE GOLDEN VOYAGE
THE GREAT AVOCADO...
HAUNTED HOUSE V.2.0
HIGH ADVENTURE
THE HITCHHIKER'S...
HO5BIT. CALL FILES { 1 I
THE HOUSE ON MIS'YY...
- E HL'LIC
'I1iE ICE CAVERNS OFXEN
iN SEARCH OF THE 4...
INFIDEL
INFOCOM DEMO DISK
INVESTIGATOR
I T. - D1TRA TERRESTRIAL
17S AJ LT...
JACK AND THE...
HIVIGI-1 I R NH r
KING FU
LEGENDS V. 1.1
LEGENDS If: THE SEQUEL

ST GOLD. REViSION A
LOST TREASURE
LOST TREASURE OF THE...
MAD SCIENTIST ADV...
MAGIC RINGS OF THE...
MATIL A'S D1LEM&LA..
A MEDIEVAL GRAPHICAL..
MINER 49"ER V.2.0
Mi S1 N IMP S 1OLE
MONSTER COMBAT, #1
MONSTER COMSAT, 1)2
MOON SURVIVAL ADV ...
THE MS-ADVENTURE...
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PROGRAM OWN SOLVED YOUR

MONSTER k' ? I V...
MURD ER
MURD ER iN ME...
MURDER MYSTERY!
THE MYSTERY AT...
MYSTERY FUN HOUSE
NERDS PERS ECUTED...

QUEST
NINJA
NO , COPY 1
NOmAD. COPY 2
OLD DARK I
OLD CAVES It
O R'S :}KIST
ON Ttiw` LOOSE
OPERATION: SABOTAGE
PARTS OF SPEECH v...
PENNIES AND PRIZES
ME P om OF...
PIRATE ADVENTURE
PLANETFL
POLAR TREK
PYRAMID
PYRAMID OF DOOM
ouE
QUEST
ME QUEST
QUEST 99/4...
QUESTQUESTFORTHEFANG...
QUEST FORME 'MAGIC...
Q UEST INTO MYSTERY
Q UEST OF' KING
gUE O.._
RA1SEQUEST
RATTLESNAKE BEND
RETURN TO P 'S...
MGEMONT HIGH
NN6W S
SAVAGE ISI . YC 1&2
SAXSAAN
THE SEARCH FOR THE...
SECRET CHAMBERS
SHIPWRECKED
THE SMURF ADVENTURE
SORCERER
THE SORCERER OF...
SPACE AND BEYOND.V.4.5
SPACE ?MINE
SPIDER-MAN
SPIDER MOUNTAIN ADV...
SPY ADVENTURE
A STAR TREK.,.
ST CROSS
STELLAR EXPLORER
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PROGRAM NAME OWN SOLVED YOUR PERSONAL COMMENTS
STONE AGE V 2.
S'I" NEVILLE MANOR
ThAGE ODYSSEY

SUNDIAL ISLAND. YT I
SUPERMAN

S T...
SWORD 
' -n V. .
THE :TSB F DEATH
TOMB OF THE GRAY ELF
TowiRO MYSTERY

ASURE HUNT
1 ISLAND
TREASURE ST...
11 OUNGEONSON...
":ffE
Vi MPIRE CASTLE
THE VOLCANO \ F

00000 cASCLE
ELeOMETO MADAM...

WELCOME
' 'W L

U1.

WIZARD' ' :BFI. I

WIZARD'S LA LR

ZOOM FLUME
ZOR I
ZORKI1
ZORK III
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FA PWARE AUTHORS AND
TM RD

PARTY SOFTWARE DDSTROBUTERS

ADVENTURE I.ti'TERNATIoNAL, INC. FANTASY COMPUTING
P.O. HOX 3435 1586 SOUTh CITRUS
LONGWOOD, }L 32750 ESCONDII]O, CA 92027

AMERICAN SOFTWARE DESIGN FLTFURA SOFTWARE
AND DIS1I1IBU I'ION COMPANY P.O. BOX 5561
P.O. BOX 48 FORT' WORTH, TX 76108
COTTAGE GROVE, MN 55016-0046

BUJ. GE ONSSE
ASGARD SOFTWARE 64 BLACKBEAR LANE
P.O. BOX 10306 PALM COAST, FL 32037
ROCKVaLE. MD 20850

IN 'OCOM
JIM BECK 125 CAMBRIDGE PARK DRIVE
10947 88TH AVENUE CAMBRIDGE, MA 02140
EDMONTON ALBERTA
CANADA T6J 0B9 RAY KAZMER

13225 AZORES AVENUE
CLTf2IIS BORDERS SYLJ4AR, CA 91342
592 NASHOBA AVENUE
COLUMBUS, OH 43223 RICK KELLOGG

416 PINEWOOD AVENUE
ICL.'RT BROWNING PIQUA. OH 45356
9238 VANALDEN AVENUE
NORTI-IRIDGE, CA 91324 SYDNEY MICHEL

77 DRU113EORK ROAD
COMPUTER BUG COLGRAIN
SUITE 50 HELENSBURGH
4110 BROWNSVILLE ROAD DUMBARTONSHIRE
PITTSBURGH, PA 15227 SCOTLAND

U.K.
DATA SYSTEMS G84 TIDC
7326 WEST BRYN MAWR
CHICAGO. IL 50631 STEPHEN PEACOCK

5647 GRAYWOOD ROAD
DATA SYSTEM$ JACKSONVILLE. FLS2207
2301 CHI7RCHI L DRIVE
OXXARD, CA 93033 RAINBOW SOFTWARE

15 ROSE STREET
DELETHUM COMPANY BROOKLYN, NY 11236
P.O. BOX 27547
ALBUQUERQUE, NM 87125 RAY'S KOMPLTAR WORKS

1634 PEAC14WOOD AVENUE
WALTER J. DOLLARD CERES, CA 95307
417 WOODLAND HILLS
PITTSBURGH, PA 15235
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f ore and Third

WC= ROCK
463 SOUTH MAIN STREET

RI 02895

M3CHAEL SALLEY
35 DRCH4RI}
HAZEL PARK. MI •48030

.TORN =PS
9303 GALLAT1N ROAD
DOWNEY, CA 90240

SERIES
C/O JOHN a
2170 ES rAr NE DRTVE
FLORENCE.

INCO D
P. O. BOX 320
ROSCOE. M 61073

Pci Authors, Cont.

TENEX COMPUTER EXPRESS
P. O. BOX 6578
SOIJITI SE ^D. LW 46860

TEX-COMP
P. O. BOX
GRANADA HILLS CA 91344

TEX-sOFr SOFTSVARE
P. O. BOX 33084
GRANADA CA 91344

TRi ON PROD= COMPANY
P. O. BOX 8123
SAN NCISCO. CA 94128

DAVID VINCENT
C/O STEPHENS W
10 ONIE ROAD
STOCKPORT, CHESHIRE
SK4 SAN ENGLAND

Page 54 - The Adventure Reference Guide - Mickey SCnmirh - Asgc d PuOlI ng



RECOMMENDED BOOKS FOR
YOUR U. ADVENTURE L0RAR ll

TFl r $OQ$ QF a4 PV NTLTRE GAMES
BY KIM SCHLIE'ITE

ARRAYS. INCORPORATED
ISBN 0-912003-08-1

THE BOOK OF ADVENTURE GAMES II
BY KIM SCHUEI TE

ARRAYS. INCORPORATED
ISBN 0-912003-41 -3

COMPUTE?'S GUIDE TO ADVENTURE GAMES
BY GARY MCGATH

COMPLY! PUBLICATIONS. INCORPORATED
ISBN 0-942386-67-1

CREATING ADVENTURE GAMES ON TOUR COMPUTER
BY TIM HARTNELL

BALLANTINE BOOKS
ISBN G-345-31883-8

THE H CEBlKER'S GUIDE TO THE GALAXY
BY DOUGLAS ADAMS

POCKET BOOKS
ISBN 0-671-52721-5

Ph NETFALL -
BY ARTHUR BYRON COVER

AVON BOOKS
ISBN 0-380-75384-7

PROGRAMS FOR THE T.I. HOME COMPUTER
BY STEVE DAVIS

STEVE DAVIS PUBLISHING
ISBN 0-911061-00-2

STIMULATING SIMULATIONS FOR THE TI-99/4A
BY C. W. ENGEL

HAYDEN BOOK COMPANY
ISBN 0-8104-6404-7

THE OFFICIAL SCOTT ADAMS ADVENTURE HINT BOOR
BY SCOTT ADAMS

ADVENTURE INTERNATIONAL
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ORDERONG FAIRWA3E AND
PUBUC DO . vJAN ADVENTUTE

GAMES
I WOULD ENCOURAGE YOU TO C OACT YOM LOCAL T.I. USERS GROUT FOR

ANY OF THE FALRWARE OR PUBLIC DO N
LISTED IN TF ADVEiN RE REFERENCE G E OR WRFTE DIRECTLY TD ME

AUTHORS.FAIRWARE  MSEL, r A s IZE THAT THERE WILL BE INSTANCES
WILE V YOU WILL BE UNABLE TO ACQUIRE SOME OF THE FAiRWARE AND PUBLIC
DOMAIN YOU ARE INTERESTED IN THROUGH THESE
CHANNELS.

AS ANOTHER ALTERNATIVE, YOU MAYSH TO SEND A SELF-
ADDRESSED, STAMPED. BUSINESS-SIZE ENVELOPE TO EITHER OF THE
FOLLOWING TWO SOURCES LISTED BELOW AND REQUEST A COPY OF HEIR
LATEST FAIRWARE AND PUBLIC DOMA ADVENTURE GAME CH WILL
INCLUDE ALL THEIR INFORMATION ON CURRENT ADVENTURE GAMES
AVAIL AS WELT AS THEIR DE ON COSTS.

M. U. N. C. H. WESTERN NEW YORK 99'E RS
CID JACK SUGHRUE C/0 HARRY BRASHEAR
BOX 459 MARTIN ROAD 2753 MAIN STREET
EAST DOUG LAS, MA 01516 NEWFANE, NY 14108

PLEASE NOTE TFIAT NEITHER NOR ABOARD SOFTWARE PROFIT IN
ANY WAY BY THE D ON OF FALRWARE OR PUBLIC DOMAIN PROGRAMS. I
AM ONLY PROVID ING THIS INFORINFORMATION AS A SERVICE TO THOSE ADVENTURE
ENl-FTUSiASTS WI?O ARE UNABLE TO ACQUIRE SOME OF THE MS
THROUGH THEIR L OCAL SOURCES,

SUBMDSSION OF NEW
ADVENTURE GAMES

WHILE THE INTENT OF THE ADVENTUREREFERENCE GUIDE WAS TO BE AS
COMPLETE AS POSS= I ANf REMINDED OF A MESSAGE THAT I'VE SEEN
TIMES ON OUR LO " W COMPUTER PROGRAM WHEN RUNNING IS
OBSOLETE." SO. IT IS INEVITABLE ONCE THE ADVEN URE REFERENCE
GUIDE BECOMES BECOME OBSOLETE. AS MORE
MORE BEGIN TO SURFACE. THIS BEING THE I
WOULD APPRECLATE RECEIVING A COPY OF V 7Y ADVE TILRE GAME THAT ES NOT
LISTED IN THIS GUIDE. OR ANY ADVENTURE GAME THAT APPEARS TO BE
SLGN/F1 Y DInzREW THAN THE ONE THAT IS CURRENTLY LISTED. WHILE
SUBMISSIONS ARE ENCOU GED, I WILL ONLY ACCEPT SUBMISSIOMS OF
PROGRAMS THAT ARE FAIRWARE OR IN THE PUBLIC DOMAIN. ALL SUBMISSIONS
OF COPYRIGHTED PROGRAMS MUST BE THE OWNER OF THE COPYRIGHT.
ANYTHING ELSE WOULD BE iN VIO ON OF THE COPYRIGHT YOU HAVE
AN ADVEN URE GAME THAT YOU COMPLETE =
FORM ON PAGE, AT THE ADDRESS LISTED, ALONG
WIIII A COPY OF THE PROGRAM ON SINGLE-SIDED. SINGLE•DENS  FORMAT
DMX YOUR SI PPORT IN THIS Aare WILL HELP ENSURE THE EXPANSION OF THE
T.I. AL]VENTL]RE WORLD.
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UPDAflNG THE ADVENTURE
REFERENCE GUDE

ALTHOUGH IT IS IMPOSSIBLE TO BE MORE SPECIFIC AT THIS TI&IE, IT IS V ERY
LIKELY THAT SUPPLEMENTS TO THE ADVENTURE REFERENCE GUIDE WILL BE
FORTHCOMING THROUGH ASGARD PUBLISHING AT A I..ATER POIlNT IN TIME. SINCE
IT I5 EXPECTED THAT MORE AND MORE ADVENTURE GAMES WILL BEGIN TO
SURFACE, ONCE THIS EDITION OF THE ADVENTURE REFERENCE GUIDE I5
RELEASED. FOR THIS REASON. YOU ARE ENCOURAGED TO COMPLETE THE
ENCLOSED POSTCARD AND RET'LLRN IT TO ASGARD PUBLISHING AS SOON AS
POSSIBLE. THIS WILL ENSURE YOU OF BEING NOTIFIED ONCE ANY SUPPLEMENTS
TO THE ADVENTURE REFERENCE GUIDE ARE READY FOR DISiRIBIION. ASGARD
PUBLISHING WILL BE ABLE TO FURNISH YOU THE SPECIFIC DETAILS OF THE
SUPPLEMENTAL ISSUE: AT THE TIME OF NOTIFICATION.

PERSONAL A PPRE DAflON TO
Fa LOW OW1 Ti. ADVENTURE

ENTHUSLASES

WHILE I HAVE RECEIVED ASSISTANCE FROM SO MANY PEOPLE, IN SO MANY
AREAS OF THE ADVENTURE REFERENCE GUIDE. SOME FELLOW T.I. ADVENTURE
ENTHUSIAST'S JUST SEEM TO STAND OUT AND SHOULD BE RECOGNIZED AT
THIS TIME FOR TI-IEIR CONTRIBUTION IN MAKING ThE ADVEIfl'URE REFERENCE
GUIDE POSSSIBLE.

SPECIAL THANKS TO LYNN GARNER SCOTT SADUSKY. MIKE SEALY. AND
JACK SUGHRUE FOR THEIR TIRELESS EFFORTS AND UNENDING ASSISTANCE IN
COMPARING NOTES ON ALL OF THE ADVENTURE GAMES LISTED IN THE
AIJVEWFUFE REFERENCE GUIDE. I WOULD ALSO LIKE TO THANK AUDREY BUCHER
JOHN DRENNEN. GENE KELLY. CHUCK PERCHERKE. CHRIS PRATT, DAVE
RATCLIFFE, MIKE SEALY. JACK SUGI-TRUE, GARY TAYLOR. AND FRANK ZIC FOR
THEIR ASSISTANCE IN PROVIDING ME LATCH VARIOUS INFORMATION, AND FOR
HELPING ME TRACK DOWN ALL OF THESE ADVENTURE GAMES. SPECIAL THANKS
TO JOHN WILLFORTH, WHO PUT THE FIRST DRAFT OF THE ADVENTURE REFERENCE
GUIDE TOGETHER. AND TO CHRIS BOBBITT. OF ASGARD SOFTWARE. FOR MAKING
THIS DREAM POSSIBLE AND AVAILABLE TO THE REST OF THE T.I. ADVENTURE
WORLD. TAST. BUT CERTAINLY NOT LEAST, I WOULD LUM TO PERSONALLY THANK
ALL OF THE ADVENTURE PROGRAMMERS. WHO HAVE WRITTEN ALL OF THE
DIFFERENT TYPES OF ADVENTURE PROGRAMS. I KNOW THAT I SPEAK ON BEHALF
OF THE ENTIRE T.I. ADVENTURE WORLD. WHEN I SAY THAT YOUR EFFORTS ARE
VERY MUCH APPRECIATED.
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D1SCLANER NCTDCE

THE AUTHOR:

IN CREATING THE ADVENTURE REFE NCE GUIDE. I SPENT
COUNTLESS HOURS RESEARCHING ALL OF ME ADVENTURE
PRDGRA VTS. AND HAVE TRIED TO BE AS ACCURATE POSSIBLE
IN REPORTING ALL OF HOWEVER LET ME BE
THE FIRST TO ADMIT THAT THIS WAS NOT SUCH AN EASY TASK.
SINCE MANY OF THE PROGRAMS WERE WRITTEN WELL OVER FIVE
YEARS AGO AND HAVE SINCE UNDERGONE SLONS.
THIS IS ESPECIALLY TRUE FOR THOSE PROGRAMS THAT WERE
WRITTEN IN THE BASIC AND EXTENED BASIC, PUBLIC DOMAIN
CATEGORIES. UNFORTUNATELY, I N REVI SING AND UPDATING
MANY OF THESE PROGRAMS. SOME OF THE BASIC PROGRAM ING
INFORMATION AND CREDITS TO THE ORIGINAL AUTHOR OR
PROGRAMMING SOURCE HAD BEEN DELETED.

KEEPING THIS IN MIND, I CANNOT CLAIM THAT THE
ADVENTURE REFERENCE GUIDE WILL BE FOUND COMPLETELY
FREE FROM ERROR. I CAN ONLY CLAIM TO HAVE TRIED MY BEST
TO BE AS ACCURATE AS POSSIBLE REVIEWING AND REPORTING
ALL OF THE INFORMATION CONTAINED IN THE ADVENTURE
REFERENCE GUIDE. UNDER NO CIRCUMSTANCE DID I OWE
MYSELF LICENSE IN WHICH TO EDT ANY OF THE INFORMATION
CONTAINED IN THE ADGENTLIRE PROGRAMS. IF ANY OF THE
PROGRAMS WERE EDITED IN ANY WAY. THAT IS THE WAY IN
WHICH I HAD RECEIVED THEM. IF I HAVE MADE ANY ERRORS
IN REPORTIlVG ANY OF THE INFORMATION CONTAINED IN THE
ADVENTURE REFERENCE GUIDE. PLEASE FEEL FREE TO BRING
THE MATTER TO MY AlihNTION. YOUR HELP AND
ENCOURAGEMENT WOULD BE MUCH APPRECIATED.

ASGABD PUBLISH G:

ASGARD PUBUSMNG MAKES NO CLAIM THAT THIS WORK IS NEE
FROM ERROR. IS COMPLETELY ACCURATE. OR MEETS THE NEEDS
OR EXPECTATIONS OF THE USER ASGARD PUBLISHING WILL
ENDEAVOR TO CORRECT ERRORS PROVIDED  SUCH CORRECTIONS
AS NECESSARY ARE SUBMITTED INWRI'T'TEN FORM BY THE
INTERESTED PARTIES. THIS PUBLICATION IS OTHERWISE SOLD
ON BE RETURNED FOR A FULL REFUND IF
THE PURCHASER IS DISSATISFIED PROVIDED THAT PROOF OF
PURCHASE IS TENDERED. AND THE PUBLICATION IS FREE FROM
DAMAGE, EIMER INCIDENTAL OR ACCIDE . ASGARD
PUBLISHING ACCEP'T'S NO LIABILITY FOR CLAIMS RELATED TO
INACCURATELY PRESENTED INFORMATION.
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TUNNELS OF DOOM GAMES

PROGRAM NAME

ASSAULT THE CITY

COMPUTER
NIGHTMARE

COMPUTER QUEST

DARING ADVENTURES
IN K-MART

THE DARK TOWER

DOCTOR WHO

THE DRAGON ORBS

THE EVIL DUNGEON

GAME OF THE
IMMORTALS

MAGIC RINGS OF THE
GNOMES

NERDS PERSECUTED
AGAIN!

PENNIES AND PRIZES

QUEST FOR THE KING
AND HIS PARTY

QUEST FOR THE
'MAGIC MAKER'
DIAMOND

QUEST OF THE KING

SPACE MINE

A STAR TREK
ADVENTURE

THE TOMB OF DEATH

THE VOLCANO
FORTRESS

AUTHCR'SOURCE

ASGARD SOFTWARE

ASGARD SOFTWARE

ASGARD SOFTWARE

ASGARD SOFTWARE

ASGARD SOFTWARE

ASGARD SOFTWARE

ASGARD SOFTWARE

ASGARD SOFTWARE

ASGARD SOFTWARE

RANDY COHEN

ASGARD SOFTWARE

TEXAS INSTRUMENTS

HALTER J. DOLLARD

ASGARD SOFTWARE

TEXAS INSTRUMENTS

ASGARD SOFTWARE

SOURCE UNKNOWN

ASGARD SOFTWARE

ASGARD SOFTWARE

LANGUAGE

TOD'MODULE

TOD'MODULE

TOD'MODUI.E

TOD'MODULE

TOD'MODULE

TOD'MCDULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

TOD'MODULE

RATING KEY CODES

ROLE-G-BM3 CS052

ROLE-G-9M4 C5052

ROLE-G-BM2 CS052

ROLE-G-BM5 CS052

ROLE-G-BM3 CS052

ROLE•G-8A2 CS052

ROLE-G-BM3 CS052

ROLE-G-BM2 CS052

ROLE-G-BM3 CS052

ROLE-G-5M3 PS052

ROLE-G-BM4 CS052

ROLE-G-BB5 TS052

ROLE-G-BA4 FS052

ROLE-G-BMS TS052

ROLE-G-BM3 CSD52

ROLE-G-BA4 PSD52

ROLE-G-BM3 CSD52

ROLE-G-BM3 CS052

TOD'MODULE G ROLE-G-BM31 CSD52
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