A MAMUAL FOR EAMOM ADUVEMTURE DESIGHERS

By Donald Brown

EAMON iz the computerized fantasy
role-plagying game dewveloped bua DOonald
Brown. This manual has been written for
those stalwart people who are tired of
hawving their characters killed in the
mand adventures written for the sustem.
and want rewvenge bu creating their own
death traps. It i= assumed that gou are
already familiar with the gaming sustem
and the information included in the
Flauer's manual.

Most of the adventures that are
written for the Eamon suystem hawve been
similar to the "Adventure" game that
was created by Don MWoods and HMWillie
Crowther of MIT. =uch as the Beginner's
Cave included on the master diskette.
This manual will both help gou desian
Jour own scenarios in that type of game
but will also  permit ygou to meld ang
other tupe of game with the system that
gou wish.

HOOKIMG UFP WITH EAMOM

ar
SEMDIMG ADUENTURERS TO THEIR DEATH FOR
FUH AMD PROFIT

Under the Eamon rules, it take=s only a
few numbers to completely describe a
character. Between adventures=s, all of
the plaver characters., (or adventurers:
that the Master sustem knows about are
stored in a file on the Master that is
called "CHARACTERS". It is a random-
access  file with a length of 1568 .
Eecord @ holds the number of records
used in the file. and all subsequent
recaords mad hold one character. If the
first string in the record i= null <""2
then the character in that record has
been deleted and the record mag be
reused to =tore a new character.
The data held in each record is

A string that has the name. The
next numbers stored are (in  order:
player Hardiness. Agility. Charisma.
the four =pell abilities (Blast. Heal.
Speed., and Power », the five weapon
abilities C(Axe. Bow. Club., Spear. and
Sword?, the plager's Armour Expertise.
the plavyer's =sex as a string ("M" or
"F" 2, agold pieces carried., gold pieces
in the bank. the plager's armour class
{Leather=2, Chain=4., FPlate=&, with one
added for a shield?», then for each of
a player's four weapons the name of
the weapon. the weapon type. the weapon
complexitu, the weapon dice, and the
weapon's =sides per die. If a player
does not hawve four weapons. his weapons
will be first, and all other weapon
weapon names will be "HOWE". Except for
name ., sex, and weapon names all of the
information is =stored as= an integer
number . with all probability numbers=s
stored as percentages (perfect=188171,

When a plaver leawves the Main Hall
to go on an Adventure., first his char-
acter is deleted from the CHARACTERS
file, and then the plagver is prompted
to change diskettes. The program then
tries +to read a program name from the
file EAMOHN.HAME on the adventure disk.



If thi=s name iz found. a file called
FRESH MEAT i=s opened on the disk and
the data that was in the record of the
CHARACTERS file i= written into that
file, preceeded by the record number
that the character previously resided
in. Finallu. the program given in the
EAMON . HAME file is run.

Once the aduventure is= owver. control
must be returned to the main Eamon
Programs. If the adventure ended in
the character's death. all that must
be done i=s deleting a file called "THE
ADOVENTURER" from the master diskette
and running MAIM HALL. <You mag instead
directly run THE WOWDERFUL WOELD OF
EAMON and then do not need to delete
the file. If gou do want to ao the MAIN
HALL route, it might be aduisable to
open THE ADUVENHTURER before deleting it.,
to make =sure it will really be there.?

If the character surwvives Jour
aduventurer., o will hawve to recreate
him into the CHARACTERS file. The Main
Frogram loaic iz already writina the
character his own character record now.
but gou mag want to change this if gou
hawve a special reason for it. Hormally
this is simply writing in the neuw
information of the character into the
old record given in FRESH MEAT. However
if your program has the ability to
quit for a while and come back later.
it is po=ssible for a new character to
be =s=tored in the old record. In this
case ygou =should search the CHARACTERS
file for a free record +to store the
character. and write it in there (for
an example of how this i= done. list
the HEW CHARACTERS program on Jour
master diskettel.

Once ygou hawve stored the character
into the CHARACTERS file. =t
re-create a file called THE ﬁDUEHTURER
which has two pieces of data in it--
the name of the character. and the
record he resides in of the CHARACTERS
file. Thi=s too, is already done by the
logic of the Main program. but it mau
be necessarg for gou to know what is
being done., in case gou want to change
it Once this i=  done. run MAIHN
HALL to finmnish. (Als=o currentlay done.

USE OF THE DUMGEOM DESIGH DISKETTE

The Ounason Oesign Diskette is
designed to make the Jjob of enterinag
new Adventure-like sCcenarios much
easiar. It include=s a base to work
from for Jour program. as well as a
=imple means of entering the data into
the text files needed by that base
proaram.

Ver=zion 5.8 of the Dunaeon Designer
Diskette will contain twa uer51nns DF
the Main Adwventure progra an
called MAIN PGHM Cor BnSE FROGRAM E E)
and the other i=s MAIN FPGM 18 Cor BASE
FROGRAM 182,

Uarsion 6.8 will only contain MAIN PGH.
but will contain an extra Ffile called
COHUERT MAINXMAIN 18. Thi=s i=s a text
file that can be executed C(using the
O0s EXEC command?» to conwvert MAIN PGHM
to a ten direction version. To do this
simply load in MAIN PGM and tupe EXELC
COHUERT MAINXMAIN 18. You will see some
Applesoft prompts. When it stops., gou
will have a ten direction wersion of



the MAIH PGM. You mag then =ave this on
gour adventure diskette.

The first =step in creating ygour
adventure is initializing the diskette.
The program on the DOD (Dungeon Desian
Diskette?) will do sewveral thinas for
gou—-——it will IHIT the diskette. put
gour program's name into  EAMOM . HAME.
and put in the =starting data needed
for the dungeon editina program to
work . It also creates a boot program
that identifies this diskette a= an
Eamon adwventure by gou! You will be
asked for an adventure number. this
must be an integer from 1 to 254, since
it i wused as the disk volume. It is=s
not important what number wou  assian.
it will be be assigned to the next
valid number - once gouw hawve submitted
it to the libraryg.

When gou have initialized Jour
diskette. you should delete the text
file SAUVE LEADIH PREOGEAM HERE. Then
re—-insert the DOD and load LEADIH
FROGRAM . The diskettes should be
switched again and 4gou will type in
SAVE {your adwventure name?l. You  must

=pell the name to be saved —-in ¢ abowve
exactly as gou did when you ftuyped in
the name of the aduenture during the
initializing process. en re—-insert
the ODDD and tupe LOAD HﬁIH PGH o LOAD
MAIN PGHM 18 tdepending on whether gou
answered & or 18 directions during the
initialize process. The HMAIH PGHM 18
should be wused if gou answered 18 to
the number of directions. Otherwise.
use MAIWM PGH. How re—-insert dgour neuw
adventure diskette and tupe SAVE MAIH
FGH . Hote -—-- here gou use '"MAIM PGH'
regardless of which program gou loaded.
You are now ready to beagin entering
data for the adventure. Insert the DOD
and run the program 'DUHGEON  EDIT'.
This program iz the one that puts gour
basic dungeon design into the files.

A few aeneral remarks are in  order

now—-—-First of all. Jou should alwaus
have gour dungeon desiganed befaore
entering it. bDecide what rooms gou

have, how theg connect. what monsters
inhabit those rooms (and what their
attributes arel. and what treasures
are sprinkled about.

For each of the four things gou can
enter C(ROOM. ARTIFACT. EFFECT. and
MOMSTER ». gou can either add a new one
onto the end of the list., or edit one

already there. You cannot delete a
thing already there (though 4gou can
replace it throuagh editing>. You also

must not go begond 188 of ang of the
things <(though the ftotal can go ouver
188>, Actually gou will run out of disk
space long before gyou hit the limit of

188 on these items. The more practical
limts of the system are: (-in general-12
Eooms: SE-85 Artifacts: 35-58;
Effects: B-25; Monsters: 12-35.

If you do go owver the 188 limit on
andthing you will not be warned of gour
error, but gou will not get the results
gou wanted.

Adding and Editing will be almost
identical for all four data tupes.
except that in 'editing' gour old entru
will be placed after the cursor at the
=tart of entries. Every time gou are
to do more entry than Jjust hitting one



kea, the entrg will be done with a
special input routine. It appear=s to
be the =standard Apple input on  first
glance. but it has mang significant
differences. First of all. the old
Ezcape—-key editing features do not
work . Instead, the following control
keus do thinas-—-

ESC--thi=s returns. acceptinag both
what is before and after the
flashing cursor. It i=s wery
useful while editing since if
gou  simply hit ESC no chanage
will be made.

RETURH--thi= also does a return.
except only accepting what
iz before the cur=sor.

CTRL-B--this mowes the cursor to
the first character of gour
input.

CTEL-E--this mowes the cursor to
the last character of gour
input.

CTEL-DO--thi=s delete=s the character
that the cursor is =sitting on.
bringing the characters after
the cursor forward one space.

CTEL-I--this insert=s a space where

the cur=sor i=., mowving all
characters after the cursor
back one =s=pace. This i=s good

if vou are entering a line
that you want to look good as
it wraps around gour 48-column
SCrean.

4<—=,—% C(FORWARD % BACKWAED ARROWS »—-
these move the cursor back or
forward bu  one character.

Your entries cannot go owver 25
characters., and wou should not use
quotation marks ("3, You mag use commas
and colons in descriptions onlu. Oo not
hawve any trailinga spaces on the names
of items. (Applesoft regards "LIOH" as
being different from "LIOHW ", though
gour plagyer may not recoanize the
difference. Additionally. if gou are
entering a number. enter onluy a number.
do not  include ang leading or trailing
spaces or other extraneous characters.
The program won't 1like them and will
simply =spit them back at gou.

Another thing to watch out for is names
on  artifacts that begin with a number.
The program will accept them and gou
can use them, but when gou Ltry to give
the item to a monster the program will
not understand. For example assume gou
want to put an & inch knife in gour
adventure. When adventurer picks it up
and tries to give it to his friend the
Ooctor. the Doctor will think he i=s
being given & gold pieces. That i=s
because the proaram looks at  the
artifact name and because it begins=s
with a number. it mis-understands.

For everyg room. gouy will need to
give eight pieces of data. First i=s
the room name. which cannot go ouver
39 characters. In the program it will
be printed as: "YOU ARE (room name 2",
=0 vou should use names like. "AT THE
CAUVE EMTEAHCE". Secondly Yyou  will

need to give a room description. It is



not preceeded by  angthing. =0 it must
be a full and complete description. If
Jour description is longer than 48
characters, gou must pad it with spaces
=0 that when the description wraps
around the Apple's d4B8-column screen.
the breaks are between words. Finally.,
ol will hawve to give the room numbers
that gyou canmn get to from that room in
gach direction. A special code has
been developed--if 9ou give a room of
B, gou can never mowve that direction.
If you give positive direction., there's
an open connecktion. Hegative numbers
are special and uwsually indicate a
secret passage. Another special code is
-99 which indicates the exit to home.
Hegative numbers can be easily made to
hawve special results bu altering the
base program {see belowl.

Artifacts are somewhat similar. An
artifact is any non-liwving thima that
iz in the dungeon. In addition to what
gou might normally think of as the
artifacts uou want to include: Cgold.
siluer., statues, gou must also have
as an artifact all weapons used by gour
monsters. as well as a dead bodu for
every monster.

For each artifact, gou will again
need a name (this time just the normal
name, =uch as "GOLD COIHWS" 2 and a2 full
description. You will also need to giuve
the item's room that it starts in. it=s
value in gold pieces., its type and its
weight . The room i= usually a positive
number . howewvwer if the item i=n't in
the dungeon get (=uch as a dead bodu?l
gouy should assian a room of zero, and
if the item starts by being carried by
the plaver., its room i=s -1.

There are four tupes of artifacts.
Tupe B 1= a treasure with a walue that
will not change with the plager's
charisma, =uch as a pile of gold coins.
Tupe 1 iz a treasure whose wvalue will
varg with the plaver's charisma. such
as a Persian rug. Tupes 2 and 3 are
weapons, With 2 being a weapon that can
be bought at the Main Hall., and 3 a
special weapon.

If your artifact i= a weapon (type
2 or 3, oy will also have to enter
some more information on it. First i=s
the weapon complexity., then is the
weapon tupe (l=axe. 2=bouw. I=mace.
d=spear., S==sworda, then the weapon's
damage with first the number of 'dice'
thrown for that damage. then the sides
per die.

The other major tupe of data to be
put in vour files=s iz monsters, which
are and living {or animate? thinas in
the dungeon. Monsters are similar to
characters., however theg are assumed to
have their full armour expertise and
know all weapons equally well. For each
monster Jgou  will need the name., the
description, then hardiness Cas with a
plager 2, agility, friendliness (the
percentage chance of makinga friends
with a character of a charisma of 18>,
courage (will flee from a Ffight after
he has received that percentage of his
hardines=s in hits. on the averagel.
room starts in ¢magy be zero if in a
chest or other special thing actiwvates
biima, hi= body weight. hi=s special
defensive odds (normalla 8. but magic



or sizesspeed magd make =some monsters
harder to hit», defensive odds are a %.
Armour thits absorbed or stopped -
per blow. This mau be things such a=s
a furrg skin or magical effects). and
the weapon number C(a pointer to =ome
artifact. If the weapon number is @
it is assumed natural weapons; claws or
teeth. If the weapon number i=s -1 then
the monster isn't carrging a weapon??.
You will then have to give for that
weapon  the monster's complete chance
to strike a blow with it., and its =sides
and dice of damage. These numbers do
not have +to be consistant with the
numbers  giwven in the artifact list: a
monster mag know how to use his wWeapon
better than someone who doesn't kKnow
some secret, and the chance of hitting
iz of course affected by the monster's
weapon expertise and other information
not stored.

There is a fourth thing that can be
entered called an "EFFECT". It i=s there
for gour own special use—-—-it permits
gou to store some strimas on disk so
that it can be called in quickly. The
code to read effects i=s not in place in
the base program (Main FPam». To read an
effect C(number E. for example) use

a routine =such as:
FRINT DE#:"READ EAMON . DESC.R":E+2804

: IMNPUT A% : PRINT A% : PRINT DK#.
HOTE : This routine also prints the
effect (A% that it reads. For further
examples of its u=se gou might want to
check out The Beginners Cauve. It is=s
also included as room for expansion of
the ODD

Once gou hawve put all of gour data
into gour files, gou will probably want
to see what ygou entered. to catch
errors  and get a good owverview. There
iz a program included on the 0OD0O that
will list all of vyour data in a simple,
organized fashion. It will list all
of gour rooms. artifacts., and monsters
in order. also pointing out what =sort
of "links" have been set up (what i=
the room name gou are mowving into. what
i= the name of the artifact that the

monster uses asz a  weapon. etc. 2 If
one of these links goes to the wrong
thing., there's an error! If you want

to put  this output to a printer., ugou
must modifu lines SHERE-9993 of the
progaram DUMGEOHM LIST to start gour
printer and set the walue of PL to
the line lenath of gour printer. less
one ¢33 for the Apple's SCreen’.

There i= also a program included
called DUHGEOW LIST <0OLD» which was
written to work with the older =suystem
of files where EAMOH . MOHNSTERS and
EAMOMN . ARTIFACTS were sequential files.
Althouah it might be wverg useful to
examine other people's dungeons after
gou have played in them to learn how
to design gour  own. it goes without
sading that only a cur and a scoundrel
would list =someone's dungeon before
plaving to avoid danaers!

AOARFPTING THE BRSE OUHGEOH FROGEAM

All of the work abowve was to  put
gour dungeon into a  format  that the
computer can  use. It couples with
a program called the BASE ODUHGEOH



FREOGRAM <or on later versions called
MAIN PGM or MAIWM PGM 182, If no =sliding
doors., things hidden inside of other
things., etc. are needed. and 4ou are
using the original DOD. gou can =imply
=zave the base program on dour diskette
and hawve a proaram that prints  the
explanation or mission run this proaram
If wou have a newer wversion of the DOD
and have already =aved the MAIN PGM and
gour ¢name of adventure? progaram. gou
are all ready to qo.

Howewver.,if gou want special effects
=uch as a =sword that teleports the user
to another room at random times (gee. I
mad use that» these explanations should
help gou.

Lines 188-999 are the main loop.
Evergy time a command i=s gotten. tho=se
lines are run through. If gou want to
have something done (or checked for?
every  turn. it should be put in lines
SEE-984 .

Lines 18B8-1333 read=s in monsters
and artifacts from disk. as well as
doing other initializing. If gou want
to add a new command. Jouy will hawve
to change line 1318Cincrease the number
in the DATA statement?, 1928 (add the
new wverbs--no spaces are permitteds,
and line 298 (add the line numbers to
go Lol If you want =pecial thinas
to happen at the =tart. =such as a fee
from the plauer's gold for =ome item.
do it in lines 1158-1898

Lines 2B8EBE-2993 are the closing
routines. When this i=s entered. if
the wariable DIE has a non—-zero value
the plaver didn't surwvive. Lines Z1d@

thru 2238 are for ygour additions.

Lines 3888-333%3% are the movement
commands . If you want to magically
move the plager. et R2 to the number

of the room to enter and go to 3588,
If s=omething happens so0o as to make
the monsters reconsider their reactions
to the plager, a GOSUE 3688 will check
the reactions of all monsters who are
unaligned <(=s=ee below?r. If ygou hauve
special results and<or conditions for
movement and have thus given negatiuve
room numbers in the editor. the place
to check i= in lines 2858-34390

Lines 48BB-4999 are to get thinas.
Lines 4288-4899 are the place to add
special results when getting =some
artifact. You may place =sgnonudms in
lines 4838-4118 (=uch as, 4838 IF S#$=
"BAT" THEH S#="UAMPIRE BAT" ). Finally.
i¥ a command MUST hawe a subject.
GOSUE 4988 will ensure one iz gotten.

Lines 7BBEBE-F393 are the attack
commands  and subroutines. Lines ¢7HEAE-
¥299 are to kill monster M. If thinas
happen when a monster dies {(=such as
dropping =omething from the bodyg x,
it =should be put in this =section.

Lines 1388B-139%9% are the FPower
Spell. A= told in the Plauyers manual.
thi=s spell can do angthing at all--
feel free to through out this section
and add gour own.

Lines l6EBAA-159959 are the =au
command. which is wergy useful for
'wmord=s  of power' or some other =strange
effects.



Most of the wariables are =self-
explanatory and also can be chanaged
locally if desired, but a description
of =ome of the others are—--

AC - Armour class of plager
AD%Ck. %2 - Artifact data
The first subscript is the number of
the artifact, and the keg for the
second is:
1=Ualue
2=Tupe
3=Weight
d4=Room
S=Complexity
t=Weapon Tupe
r=Dice
8=Sides
9=Flag if =een
HE - Armour experti=se
AHEC k> — Hame of artifacts
BAHME - Gold plavger has in bank

C - Holds number of command giwven

C¥C¥>» - Uerbs program responds to

CH - Plaver chari=ma

CZ¥% - last command given

OF - defender

ODIE - Logical flag., l=player died
OK¥ - hold=s CTEL-O for disk commands
OR%C4 > - room moved in each direction

EA - effect of armour on odds-to-hit
FOXC%>» - full damage of =side in combat

FER - fumbler roll-friend rating
GOLD - gold plager has on FErson
HIT - logical flag if hit in combat

IMC - logical flag if abilitu increased
LE - logical flag if 'looked' alreadu
MOXCk. %2 — monster data
First subscript is= monster number.
second key is:
l=Hardiness
2=Aaility
3=Friendliness
4=Courage
S=Room
t=Weight
r=Defensive odds (X2
S=Armour
S=leapon #
B=0dds to hit (X2

1

2=

3=Damage

d4=Reaction
B-rnot met
l-unfriendly
2-neutral
2-friendly

MH¥C %> — Hame of monster

MR - Monster morale

HA - Humber of artifacts

HEBTL - logical flag if in battle

HC - Humber of commands

HM - Humber of monsters

HW - Total count of weapons in game
HZ - Humber artifacts not plager weapon
OF - Humber of offensive monster
EAISE - logical flag if power rais=ed
EEC - Flaver record in char file
EL - Random number 1-16@

ROOM - Room Flaver currently in
ER - Random number 1-188 for power
5% - Subject of command giwven

S2%Ck) - Current spell ability

SAXCE ) - Total spell abilituy

SEX¥ - Holds "M ar 'F! for plager

SPD - Humber of turns speed spell to ao
SUC - logical flag if spell succeeded
TO%C %> — Damage taken for =side

TP - Total price of treasure

U - Uerb of command

UxCk>» - Flaas if plaver been in room
WAXC kD> - Flauer's Wweapon ability



WO%C*%>» - For weapon. dice of damage
WH$FC kD2 - Hame of Flaver's Wweapon
WOX%Ck > — Weapon complexity

WRP*%C%>» — HWeapon pointer Cin closel
WS%Ck2» - Sides-die of damage for weapon
WT - MWeight plager carrding

WT%C k2 - Weapon tupe

WZ - Humber of weapons plager brouaht

Once ygou hawve "played-out" other
people's adventures,it would definitely
be a good idea to tear it apart to =see
how other people hawve adapted this
program to  their own use. Also, if I
might giwve a few =suggestions to new
Eamon dungeon desianers-

1. Be fair to the adventurer. Don't
tru to stack the odds totalluy against
hiim. A good rule of thumb is that an
adventurer can lick about fiwve times
his own Hardiness in opponents. with
allies Subtracting their Hardiness from
the opposition. If oy continually
design pure death traps <(and don't
reward the =successful outrageouslyl,
people aren't going to want to =end
their carefullu-built up characters
through gour dungeons. On  the other
hand. if ygour dungeons are Jjust big
give-aways., they will quickly become
boring.

2. You can place one or two traps
of the zap-gou're dead type J(such as
the book in the Beginner's Cawvel =o
long a=s they are not owverdone and are
not reguired to surwviwve them to get
out . Thus, if gour only wag out of the
tunnels is drinking a potion that half
of the time teleports gou away. the
other half poisons gou. it i=n't fair.

3. Farticularly to those who hawve
designed dungeons for non-computerized
role-plaging game=s. remember that there
iz only one adventurer going in. not an
armyg ! Mo matter how great a character
iz, he cannot by himself handle a dozen
thuas.

4 Last but not least, don't be
afraid to break ang of these rules. If
goud truly believe that gour dungeon
will be better. do anuthing gou please.
The worst that will happen i=s  that
people will not plag in it and gou'll
have to change a few things.

.FF

The process of creating dgour own
adventure in Eamon will regquire that
gyou have a basic knowledge of program-
ming in Applesoft and in operating gour
sgystem as far as being able to load and
save proagrams as well as copuing files
and diskettes. If ygou are unfamiliar
with these operations. Jgouu  should
review them until gou are comfortable
doing these functions.

The following is a summarg of the =steps
to follow to create an  aduventure of
Jour own. Thi=s summaryg is prowvided to
allow you an easier step-bu-step method
of creating gour scenario.

1. Be =ure ygou have everdgthing vyou need
The thinagas gou will need are:

a. A theme for the adventure.
This is usuwally the hardest part.



b. A map of the =setting for the
adventure

c. A list of all the monsters
that will appear.

d. A list of all the artifacts
you will need.

2. The DOD (Dungeon Designer's
Diskette?

2. The next step i= to initialize gour

adventure diskette. Thi= is done by
booting on the DOD and =selecting the
initialize function. You will be

requested to replace the OO0 with a
blank diskette. Then you will be asked
for the name of the aduventure. the
aduventure number and the author's name.

THE DISKETTE THAT I SITTIHG IM THE
DISK DRIVE AFTER THESE GQUESTIOHNS ARE
AMSWERED WILL BE IMITIALIZED. FOR THIS
REASOM. %YOU SHOULD ALMWAYS KEEP YOUR DODO
WEITE FPROTECTED.

——muw

3. When the diskette has been initial-
ized, you'll need to copy two programs
from the DOD to gour aduenture diskette
The first one that =should be copied i=s
LEADIH PEROGRAM. Copy this one by:

a. Insert the DDOD and type
LOAD LEADIH PRO

M

in
GRA
b. Insert the adventure & tupe
DELETE SAUVE LEADIW PROGEAM HERE
c. MHow tupe: SAUVE (whatever uou

called gour adventure?

The name that gou use in the =save
command must be the exact name that gou
used when gouw initialized the diskette.

The second program that gou hawve to
copg  from the ODD to the adventure
diskette i= the main adwventure program.
The name that this program goes by on
the DDOD mag be one of the following:

BERSE DUMGEOM PROGRAM
EASE PROGRAM Z2.8
MAIH PGH

Thi=s will depend on which version of
the DDD that gou hawve. If gou answered
the question "six or ten directions" as
18, then gou will hawve to uwuse the ten
direction wersion of the main program.

Some wversions of the 0ODD do not hawve
this capabilitu. Howewver. if gou did
get a question on how mang directions
gou  wanted. gour desiagner does have
this capability. If you are u=sing
version 6.8, and gou want to uwuse ten
directions. gyoud have to create a ten
direction wersion of the main program.
Thi=s i=s a wery simple process. Simply
load the MAIN PGM program into memorg,
and tuype - EXEC COHMUVERT MAIH:XMAIW 18.

When the process is complete. o will
have a ten direction wversion in memorg.
You mag then =ave this on the adventure
diskette. When gou hawve the appropriate
program in memord. insert the adventure
diskette and save it under the name
MAIH PGH.

4. The next step iz to add the data or
information about gour adventure. All



items are added using the DUNGEOH EDIT
proatram. Boot on  the DDD and select
modify an adventure. The edit program
iz run and then requests gou to insert
gour aduventure diskette. You will then
add all of Jour rooms., artifacts,
effects and monsters. Thi=s mag take
several daus, so whenewver gou get tired
of enteringa, =select quit option. All
of gour items will be saved and gou can
pick up where gou left off.

3. After all vour rooms. artifacts., etc
have been entered, gou magd make gour
program changes to MAIN PGM. These will
be all of the things that wou want to
be special about gour adventure.

&. The next phase will be to test gour
adventure. The best wag to do this is
to be sure the FPRIHNT DOK$"DELETE FRESH
MEAT" statement has been deleted from
the MAIN PGM. ¢ . . trg line 1835 or 185@7)
and that wour main program has been
saved to the adventure diskette after
making Jour chanaes. Then boot the
Eamon HMaster diskette. Select the
character to be used to test with and
take him into the Main Hall and select
adventure. Insert aduventure diskette
and vou =hould now begin gour test.
From that time on., to repeat a3 test ugou
should be able to =imply run HMAIWM PGH.
c0r if MAIN PGM  is alreada in memord.
simply tupe RUH2

Another helpful hint: to restart an
adventure if it bombs off gou should be
able to type GOTO 2148,

7. HWhen gyou are =sure gour adventure is
ready gou could have a friend test it.
When the adventure is= completely readua.
=end a copu of it to:

Tom Zuchowski

The Eamon Adventurer's Guild
Y623 Hawkhawven DOr.

Clemmons., HC 27812

(919 3FEE-7F438

It will then be an "official" Eamon
Adventure and may be distributed.

If you have ang questions or problems
designing an adventure. write to the
above address. We will do our best to
help you aet back on the riaght track.

THE EHMD



