A MANUAL FOR EAMON ADUENTURE DESIGHERS

EAMON i a computerized fantasy role-plaving game that waz originated by Donald Brown and developed thru version 6.2 by John
Helson: Thiz version, 7.1, was developed by Tom Zuchouski from ve.2. This manual will help you design your oun Eamon
scenarios.

When a player embarks on an adventure, hiz character is taken from the CHARACTERS file, and its record in CHARACTERS is marked
empty. Its name and CHARACTERS record number is recorded in a file named THE.AOVENTURER, and the player is prompted to insert
the adventure disk into the disk drive. The character's attributes are put into the FRESH.MEAT file, and EAMON.HAME is opened
to obtain the name of the adventure. The MAIN.HALL program then RUNs the program that has the same name as the adventure.

(nce the adventure iz over, control is returned to the Mazter diskette. If the character died, THE.AOUENTURER is deleted, &
MAIN.HALL is run. If the character survived, he is replaced in the CHARACTERS file. The MAIN.PGM rewrites him into his oun
character record now. Mormally this is simply writing of the new information of the character into his old record. If your
program has the ability to quit for a while and come back later, it is possible that a new character might be in the old
record. In this caze you should search the CHARACTERS file for a free record, and write him in thers (for more info list
HEW.CHARACTER on the Master diskette). Mext, the character's name and record % must be entered in a file called

THE . ADVEWTURER, and then MAIH.HALL iz run. Thiz is all done by the MAIN.PGH.

USE OF THE DUNGEON DESIGH DISKETTE

IMPORTAHT HOTE: There are 2 edit & list programs on this disk. The programs OUNGEON.EDIT and OUNGEON.LIST cannot be used on a
version 7 Eamon. lUse EAMON.EDIT.U7.1 and EAMOW.LIST.UF.1 for version 7 databazes, and OUWGEQOW.EDIT and DUNGEOW.LIST for all
others. These programs check the version before entering the database to prevent mistakes, so don't worry about it. See the
Utilities Manual for more information.

EAMON. THIT.U7 1

The first step in creating your adventure is to initialize it. The EAMON.INIT.U7.1 program on the OO0 (Dungeon Oesign
Oiskette) will generate the EAMON NAME file at the specified prefix. It iz not important what number you assign to your
adventure; it will be be assigned to the next valid number once you have submitted it to the EAG library.

The next step is to transfer the programs LEADIN, REV.DATE, EAMON. HHH.INTRO, MAIN. PGM, MAKE FAST.START, & MAKE ARTS.MONS to
the adventure disk/subdirectory. Optionally, if using large drives, you can transfer the files EAMON EDIT,U7.1
EAMON.LIST.UF .1, and WORK.PREFIX to the subdirectory as well in order to put your tools in with the adventure being worked on.

ERMON.EDIT.U7 1

You should have your dungeon 98% designed before beginning data entry. Decide what rooms you have, how they connect, and what
monsters, treasures, and effects are in each room. You should know whether the names of your rooms, monsters, & artifacts will
fit in the name size you zelected during dungeon intialization. Hormally the default file sizes will be more than adequate;
in any event the EAMON.EDIT.U7.1 program monitors name lenaths to prevent file damage, and the RESIZE.FILES program cam be
used to change the name lengths.

For each of the 4 things you can enter (ROOM, ARTIFACT, EFFECT, and MONSTER), you can either add a new one to the list, or
edit one already there. You cannot delete, bub you can replace throush editing. You MUST HOT go beyond 288 of any single
thing Ctotal 388 for all 4 tupesy. To keep from running out of disk space, it is a good idea to keep track of how much disk
space your adventure will use. A rough and conservative rule of thumb for the default lengths is 273 disk block per room,
monster, & artifact, & 1/2 block per effect.

Hdding and Editing iz very similar for the 4 data types. Every time you enter more than a single key, the entry is done thru a
special input routine. The old Escape-key editing features do not work. Instead, the following control keys do things:

ESC: accepts ALL of the text, both before & after cursor.

RETURN: accepts all of the text from beginning to cursar. fny text following cursor is deleted.
CTRL-B: moves cursor to beginning of text on screen.

CTRL-E: moves cursor to end of text on screen.

CTRL-0: deletes character under cursor.

CTRL-I: inserts a space where cursor is, moving text from cursor to end one space right.



{=y=% (FORWARD % BACKWARD ARROWS): move cursor back or foruard one character in text.

Your entries must fit within the space underlined, and you must HEVER use quote marks ¢"). You may use commas and colons in
descriptions OHLY. Do WOT leave any trailing spaces on the names of items ("LION" & "LION " look different to Applesoft). Do
not begin artifact names with a number; use eight-inch knife instead of 8-inch knife.

The EAMON.EDIT.UT.1 program has default data for all fields for rooms, artifacts and monsters. This makes it faster to key in
data when you want most fields to be the default.

You can learn a lot by listing other adventures' programs and data files. Be fair to the adventurer; an adventurer can
generally lick about 3 times his own Hardiness in opponents, with allies subtracting their Hardinesz from the opposition.
People don't like unbeatable odds, but if it iz too easy, it will be boring. Try to strike a balance. Don't use no-warning
death traps; it's not fair and won't win you any friends.

EAMON.LTST.U7 1

Once you have entered all of your data, you will want to zes it, to catch errors and get a good overview. The EAMON.LIST.U7.1
program on the 000 can list all of your rooms, artifacts, effects, and monsters, naming the "links" you have set up (the name
of the room where it is found, the name of the artifact that a monster uses as a weapon, etc.)

Here is a summary of the steps to follow to create an adventure of your oun:
1. Be sure you have everything you need:

3. b theme and a plot.
b. & map of rooms

c. & list the monsters

d. # list of the artifacts

&. B BACKUP COPY of the OO0 (Dungeon Designer's Diskette)

2. Initialize your adventurs. FRun EGMON.DOD.VU7.1 and select the initialize function. Hote that it requires that the
disk/directory to be initialized must already be formatted.

3.LE£E?E initialization, you'll need to copy these Applesoft programs from the OO0 to your adventure disk/directory:
REV.DATE
EAMON . HHN . THTRO
HATH . PGH
MAKE . FAST . START
HAKE . ARTS  MONS
If using a large drive, you can also copy the tools:
EAMON.EDIT U7 .1
EAMON.LIST U7 .1
WORK . PREFIH
It is not necessary to transfer these 3 files but it can be done for convenience' sake, if desired. If you do this, it will
not be possible to return to the Designer menu, but it will not be necessary, either.

4. Enter the adventurs data using EAMON.EDIT.U7.1, adding all of your rooms, artifacts, effects, and monsters. This may take
days, so whenever you get tired, select the Quit option. ALl of your items will be zaved and you can pick up where you left
off.

5. Make your program changes to MAIN.PGHM. Thesze will be all of the things that you want to be special about your adventure.

§. The Pro00% Eamon MAIN.PGH expects to find the artifacts and monsters data in a VAR file named FAST.START. Before
running/testing your adventure, you must run the program MAKE.FAST.START to generate the FAST.START file from the
EAMON . BRTIFACTS and EAMOM.MOWSTERS text files. The companion program MAKE.ARTS.MOMS can generate the tuo text files from the
FAST.START file. Thus you can delete these files from the finished adventure to save disk space.

7. Test your adventure: lUsing the Pro0035 Eamon Master, select a character at the Main Hall and send him on an adventure.
Select your adventure and you can then begin your test. From that time on, to repeat a test you should be able to simply RUN
MAIM.PGM. ¢Or if MAIN.PGH is already in memory, simply type RUW. & helpful hint: to restart an adventure that has crashed,
type POKE 51,8:GOTO 188,

8. When you are sure your adventure is ready, have a friend test it and/or send it to the EAG for testing. MWhen the adventure



iz completely ready, send a copy of it to:

Eamon Adventurer's Guild
7623 Haukhaven Or.
Clemmons, HC 27812

It will be tested for bugs and assigned an "official" Eamon Adventure number, and then may be distributed by you or by the EAG
to various public-domain outlets.

If you have any questions or problems designing an adventure, write to the above address. MWe will do our best to help you get
back on the right track.

The EAG iz also on-line at GEnie, so you can g9et your adventure to us by uploading it there, and you can ask questions in the
Eamon Category in the A2 RT.

AOAPTING THE MAIN.PGH
You can use the MAIN.PGH exactly as it exists on the 000, and can simply SAUE it onto your adventure disk.
Lines 188-588 are the main loop that is run thru every turn. Every-turn Special programming should be put in lines SB@-989.

Lines 3888-3999 are the movement commands. If you want to magically move the plaver, set RZ to the number of the room to
enter and GOTO 3588, If something happens that makes the monsters reconsider their attitudes towards the player, GOSUE 2688
will allow them to change sides. If you have negative room connections numbers, put the special code at lines JB5A-3244

Lines d6@B-4699 are the synonum checker. Place your synonyms for actual artifacts here. Set $Y$ = the synonym to be checked
for, and 5Y = the # of the artifact that you are checking for. For example, if a Secret Panel that happens to be Artifact 43
iz hidden in Room %2, and a hint in the room description says that the wall looks funny, you can put a line like this in your
program:

4628 IF RO = 2 THEW 5Y$ = "WALL":5Y = 3: GOSUR 4658
If the player then types EXAMINE WALL, the secret panel will 'appear' in the room.

Lines 7AAB-7999 are the attack commands and subroutines. Lines 77A8-7939 kill monster M. If you want dead bodies, ses the
'Dead Bodies' discussion in the 'Artifacts' section. To enable 'dead bodies', remove the REM from the front of line 7733 and
change '®' to the number of the FIRST dead body artifact.

Lines 13608-13999 are the Power Spell. It is rather useless in its standard form; make all the changes you want, or even
completely replace it if you want to.

Lines 16@06-16999 are the Say command, useful for 'words of power', etc.

Lines 28@@@-28999 are the Use command, which does nothing at all in the bazic MAIN.PGH, but is included for your oun special
programming.

Lines 31808-31999 read in monsters and artifacts from the disk, as well as doing other initializing. To add & new command,
change line 31918 (add | to the number for each new command?, 31338 (add the new verbs--no spaces permitted), and 298 {add the
new line numbers to GOTOD. If you want

special things to happen at the start, do it in lines 31158-318%@

Lines 32808-32999 are the closing routines. If DI ¢ 7 @ then the player died. Lines 32188 thru 32298 are for your additions.

Some variables:

RACxoyde Brtifact data: 'x' is the artifact & 'y' i
A="'5een' flag
1=lalue
2=Type
J=leight
4=Roon
3 thru &: see ARTIFACTS below
AC: Armor
AR: Armor worn



RE: Armor expertise
AECE): Artifact names
BA: Gold in bank
BU$(E): Battle verbs
C: Humber of command given
CH(¥): Valid commands
CH: Charizma
CF: columns (48 or 880
CZ%: last command
02: damage to defender
OF: defender
0I: 1=player died
0$: CTRL-D
EA: player armor factor
EO%: 'EAMON.DESC
ER$: 'EAMON ROOMS
F: '"found' flag used by search routines
Fid): damage to each side in combat
Fi, F2: top of free memory
FR: fumble roll/friend rating
G0: plaver's gold
HI: Hit in combat
L: line counter for screen pause
LA: record length of ERMOM.ARTIFACTS
LM: record length of EAMOM.MONSTERS
LR: record length of EAMON.ROOMS
LL: string length
LS: artifact number of current light source
LT: light level of room (includes artificial light?
Wix,y): monster data: 'x' is monster number, 2nd is:

A="'5een' flag

1=Hardiness

2=faility

3= members in group

4=Courage

3=Roonm

f=leight

T=hrmor

8=leapon #

9=# Dice

1B=4 dice sides

{1=Friendliness

12=0riginal size of group

13=0amage
fE(k): Monster names
MC: counter for group monsters in battle
MR%: Monster morale
HA: Humber of artifacts
HC: Humber of commands
HE: Humber of Effects
HL: natural light level of room
HM: Humber of monsters
HR: number of rooms
Hi: Humber of weapons
NZ: & of artifacts in EAMON.ARTIFACTS
(F: dttacker
RZ: room being moved to
R3: room just exited
RE$(4): battle response verbs
RO%(4Y: room connections
RE: Player record in char file on Master disk
RL: Random number 1-188
RH$: name of current room
RO: % of Room player is in
£ Object of command
S2%C4y: Current spell ability



SA%CED: Total spell ability

SE$: Sex (M/FD

SH: shield worn

SL: string length

SMECED: emile verbs

SF: Counter for speed spell

SU: zpell succeeded

8f: artifact # of synonym match

51§ synonym

Tik): hardiness of each side in combat
TF: value of loot

UF: logical flag if weap. ability up
U$: Uerb of command

Usik): Flag to print room desc.
WA%(4): Player's weapon ability
WASCH): Player's weapons (exiting pam)
WO%CH, %) weapon data Cexiting pom)
WF%C4: Weapon pointer (Exiting pam)
WT: Weight player iz carrying

EAMON DATA FILES: ROOMS, ARTIFACTS, EFFECTS, & MONSTERS:

The record sizes of the data files are variable and are determined by the name sizes that you zelect when initializing your
adventure. The default name lengths are: Rooms-38; Artifacts-38; Monsters-38. The description size is fixed at the Oos
limitation of 238 characters. The name lengths can be changed using the program RESIZE.FILES.

ROOMS

Each room record containg 9 pieces of data: First iz the room name; it will be printed as: "YOU ARE (room name)", so use
names like "IN THE HALL". Hext is the room description which is not preceded by anything, so it must be a full and complete
description. Mext you must give the numbers of the rooms that you can get to from that room in each direction. Room numbers
from 1 to 199 are normal connections. lse zero for walls, cliffs, etc. The special code of -39 indicates an exit back to the
fain Hall. Megative numbers can also be made to have special results by altering the MAIN.PGHM. There is no code in the
MAIH.PGH for this; you will have to program it yourself. Room numbers greater than 588 are doors. The difference betueen 588
and the room code iz used to point to an artifact. This artifact must be a door or gate. Ooors can be closed or locked. The
door will specify the room beyond, if it is locked, and its strength (see Door artifacts). Laztly, you must specify if the
room is 1it or dark. Room names may be in lower-case if desired.

ARTIFACTS

An artifact iz any non-living thing that is in the dungeon. In addition to what you might normally think of as the artifacts,
(gold, silver, statuesd, you must also have as an artifact all weapons carried by monsters, and (if enabled) a dead body for
ayvery monster (dead monsters are optional - see Oead Bodies below).

For each artifact, you will need a name (such as "GOLD COIN"Y and a full description. Mext give the room that it is in, its
value, itz type, and its weight. The room is usually a positive number; however, if the item isn't in the dungeon yet {such
35 3 dead body) you should assion a room of zero. See 'Location of Artifacts' below for more information,

Tuelve tupes of artifacts are available, each with their oun data fields. Al § of the artifact fields are accessible for
editing. The fields labeled USER are not used by the standard Eamon 7.x MAIN.PGH, but can be uzed by you for your oun special
programming. The available types of artifacts are:

Tup Format
A, Gold........... B
1. Treasure.... ... B
2. Weapon......... |
3. Magic Weapon.. .1
4. Container...... 2
3. Lightable...... 3
&. Orinkable...... 4
7. Readable....... ]
8. Door/Gate. ..., £
9 Key.....oo 7

18. Bound Monster. .8

11, Wearable. .. .... g



All of the formats have the same information in Fields 1-4: value, type, weight, and location.

following:

Format | Format 2 Format 3
S-Complexity S-Key # 3-Counter
f=Neapon Type -5trenath E-ClUSER #6)
7-# of Dice 7-0pen/C1ozed 7-CUSER 47
-4 Dice Sides g8-(SER 483 8-(USER #8)

Format 4 Format 3 Format &
S-Heal Amt g-1st Effect 3-Room beyond
f-# of lses f-# of Effects  6-Key #
7=0pen/C1ozed 7=0pen/C1osed 7=Strength
B-CUSER #8) B-(USER #8) 8-Hidden?

Format 8 & 7 Format & Format 9
S-(USER #3) S-Monsters J-frmor Class
E-CUSER #6) B-Keuk £-Tupe
7-CUSER 477 7-Guardé 7-CUSER 473
B-(SER #8) B-(USER #8) 8-(USER #8)

Fields 3-8 contain the

Gold: has a set value, like gold pieces.
Treasure: has a value that varies, depending on the character's charisma

Weapon: spear, axe, club, bow, or sword. See the 'Monsters' section for more info on dice & sides.

Magic Weapon: iz magic within the current adventure only. If taken back to the Main Hall, it reverts to an ordinary weapon. It
cannot break except by magical means, which is the extent of its magic power. If you want other magic effects, you will have
to program them. The u7.x MAIN.PGM classes any weapon brought by the player that has a maximum hit potential (#dice ¥ #sides)
of 25 or greater as magical.

Container: can contain other artifacts. It may be opened, at which time the artifacts are searched for any having a room
number of 588 plus the number of the artifact being opened. Any artifact meeting thiz criteria is moved into the room by the
program and the message, 'YOU FOUND SOMETHING', is printed. If it has a key #, then it iz locked unless the player has the
RE? spgciFiEd&inUField Si A container can be smashed open if it absorbs enoush hits to overcome its strength number.
"Clozed' = "Open' = 1.

Lightable: used to illuminate dark rooms, using the Light command. The counter decrements on each turn, and uhen it reaches
zero, the artifact extinguishes and may not be relit using standard programming.

Orinkable: heals the user by the amount specified in Field 5. It may only be used the number of times set in Field & before
it is exhausted. If Field 3 is set to a negative number then it iz a poison. Field 7 is for sealed or closed bottles, jars,
gtci be sure that streams, bouls, etc. are 'Open', or the player will have to OPEN them before drinking! (Closed = @ & Open =
1), Potions, etc. may be given to friendly monsters, who will take a sip and then return it to the player.

Readable: can be read by the player. The program will automatically read the effects from the Effects portion of the
EAMON.DESC file. These effects must be added by the designer, with Field 3 containing the # of the first Effect, and Field 6
the # of Effects to be read. This also has an 'Open?' field for books, scrolls, etc.; be sure that things like sians, etc.
are open (closed = @ & open = 1),

Ooor: the number of this artifact + 588 is put in the room data (see ROOMS). Field 5 tells the program where the door goes.
Field 7 iz how strong the door is; locked doors may be broken down by beating on them. If Field 6 iz anything other than B,
then the door is locked, and the player must have the specified key that has the same artifact number as is in this field.
There iz a 'Hidden?' field that is used for secret doorsi If a door is hidden then travel in that direction gets the meszage
YOU CAH'T GO THAT WAY until the door is either Examined or Opened. Thus you must mention the secret panmel somehow in the room
desc (see 'synonym checking' in ADAPTING YOUR OWH MATHN.PGH)

Key: used for opening containers, doors or freeing bound monsters. The artifacts that need keys know the correct key, so no
additional data is needed. Mote that 'key artifacts' don't have to aluays be keys, but can also be things like magic



amulets, croubars, etc.

Bound Monster: used to simulate a bound monster. Field 5 is the actual monster to be freed. If Field & contains
anything but @, that key iz needed. Field 7 specifies a Guard monster who should be in the same room. Freeing the Bound
Monster causes the artifact to disappear from the room and the actual monster to take its place.

Wearable: can be worn by the player. 'Clothing Type' iz not presently implemented by the MAIN.PGM, but the following protocol
iz recommended as a standard:
fArmor Class:
@ clothing
¢ shield, helmet, gauntlets
leather
chain mail
plate armor

O e o

Clothing Type:
B: clothing (incl. armor, shields)
1+ overclothes (incl. coats, capes, disguises)
2 shoes, boots
3 gloves
4: headuear

Oead Bodies: If you want dead bodies, you must make a complete set of 'dead body' artifacts of artifact tupe 1. These 'dead
bodies' do not need to have exactly the same artifact number az monster number, but they MUST be in the same order, and there
MUST be as many bodies as monsters. To enable 'dead bodies', remove the REM from the front of line 7735 and change '%' to the
number of the FIRST dead body artifact.

Location of Artifacts

Artifacts normally have room numbers ranging from | to the number of rooms in a dungeon, but there are additional codes
recognized by the program:

$+308: Inside a container artifact

$+208: Embedded in a room description
-1+ Carried by the player

-999: Worn by the player

Embedded artifacts are those that are not listed in the room but can be acted upon by the adventurer. For example you could
describe a room as containing a statue, and embed a statue artifact. The statue will not be listed in the room until it is
examined or acted upon by the player. Thus you can hide things from the adventurer. Hidden artifacts can no longer be found
using the Look command.  You must embed them in the room description.

If you want to embed an artifact in room number 17 and not list it as a separate artifact, code its room code as 217. Remember
that Embedded artifacts MUST be mentioned in the

description of the room or of another artifact that is in the same room or it can never be found by the player, who nmust
Examine it to cause it to 'appear' in the room.

Containers: For example, If you want to place an artifact inside artifact #9, code its room code as 383, Hote that artifact
$9 MUST be a container or the artifact can never be found!

EAMON.EDIT. V7.1 will also allow you to build your own artifact types, or modify existing artifact tupes, formats, or even

monster or room data. Howsver, you will find that use of the USER fields will often allow you to do the special stuff that

you uant without going to the trouble of generating new artifact types.

Artifact names MUST be in upper-case, though the artifact descriptions may be in lower-case if desired.

EFFECTS

Thiz is a description that can be used for your oun special stuff. To read in and print your special Effect, use this code:
Ro= (Effect ) + 408: GOSUB 43

Effects may be in lousr-case if desired.

HONSTERS



flansters make up all living (or animate) things in the dungeon. Monsters are similar to characters: however they have full
armor expertise and know all weapons equally well. Monsters have been extensively changed from past versions of Eamon. [t is
now possible to have 'group' or multiple monsters, such az '4 RATS'. Actually, all monsters are now of the 'group' type, but
single monsters are a 'group' of 1.

For each monster you will need a name, description, and this data:

Hardiness: resistance to injury

Aaility: speed in battle. An agile monster will be a more successful fighter

Humber of Members: number of monsters in this groups single monsters are a 'group' of |

Courage: tendency to flee from a fight when injured or to pursue the player when he flees. Courage of less than 188 is the
% chance that the monster will stay and fight. Courage of 288 will always pursue the player.

Room: the number of the room in which it will be found. May be zero if activated by special programming

Weight: This data iz not presently used by Eamon; this field may be used by the author for special characteristics

frmor: hits absorbed or stopped per blow. Equivalent to plaver armor. frmor class is deducted from agility during battle;
the ueight of its armor slows it doun

Weapon number: the number of the artifact that it is using for a weapon. A zero means that it has natural weapons such as
claws. A negative number means that it iz unarmed.

# Dice: half of the number used to compute battle damage by the monster if it uses natural weapons.

# Sides: the other half of the damage chances. For example, if # Dice =1 and 4 Sides = 8, then there iz a random chance
that the monster will be able to land betusen 1 and & damage points C1 % 8). If the 2 numbers are, for example, 2 and &, then
the posszible damage range is between 2 and 12,

Friendliness: 1 = enemy; 2 = neutral; 3 = friend. @ random chance can be assigned by adding the percent chance of
friendliness to 188, For example, 148 indicates a 48% chance that the monster will be friendly.

The w7 % Eamon does not support offense & defense odds. The ability to hit iz 58% + 2 times the difference in monster agility
and armor betueen attacker and defender. For example, assume that the attacker has an agility of 26 and armor of 2, and the
defender has agility of 15 and armor of 6. The more agile the monster, the greater his ability in battle, and the heavier his
armor, the more his agility is compromised. In the above example, the attacker has an effective agility of (20 - 2) - 18 and
the defender has an effective agility of (15 - 63 = 9, and the overall hit chance iz 58 + 2018 - 9) = 684, If their roles are
reversed, the hit chance is 58 + 2(9 - 18) = 32%.

Monster names MUST be in upper-case, thoush the monster descriptions may be in lower-case if desired.

ARRAY SEARCH SYNTAX AND HOTES

Hote: Thiz search routine is automatically installed and used by the MAIN.PGM, and you can skip the following section if you
wish., If you need to do a search for your oun special commands, simply GOSUB 4788 (for monstersy, or 4884 (for artifacts),
and the variable 5% will be searched for you. Take a look at the other commands to see how it is done. Or when all else
fails, you can still do an ordinary array search using Applesoft.

The w7 % Eamon uses machine-code augmentation of the array searches. This subroutine is reached by way of the Ampersand
option of Applesoft. The machine-code routine, SEARCH. ROUTINE, is fully relocatable. If the dmpersand is already in use,
the fmpersand hooks set at line 33885 may be replaced by CALL statements. Feel free to contact the Eamon

Adventurer's Guild for further assistance concerning this routine.

The array search routine can search a string array for a match to a search string, or it can search one dimension of an
integer array for a match to a search value,

The string search syntax is:
b 555080

where: § = command to perform a string search
8% = the name of the search string
A$ = the name of the array to be searched
L% = the starting location in the array
also returns with the value of a match

1) The first 'S' iz a command and may not be changed
2) 5% in the above example may be any simple string name
3V 4% in the above example may be any string array name,
Hote that the parentheses are HOT included.
43 C% HUST be 3 simple integer variable.
If C% returns unchanged then there was no match found



To reenter the routine to search for a second match, use the command
bR
Here iz a modified example from the MAIN. PGH:

4785 WH = RO:HA = -1 : REM POSSIBLE LOCATIONS OF MONSTER
4718 F = @ : REM 'FOUND' FLAG

(7% = @ « REM START AT ARRAY LOCATION @
0% =@ : REM 'LAST MATCH LOCATION' UARTABLE
b 5,58,M8,C% ¢ REM SEARCH FOR A MATCH FOR 5§ in M$() ARRAY
[F HOT C% THEW RETURN : REM NO MATCH IF C% RETURNS WITH &
4728 0% = C% ¢ REM SAUE LOCATION OF MATCH
[F MACCH, 50 ¢ > HA AND MACCZ,5) < > WH THEN 4779
4730 F = F + 1+ IF F =1 THEN M = C% : REM FIRST MATCH
4760 IF 5% = Mg(CH) THEN M = CX: RETURN : REM EXACT MATCH
4778 & R ¢ REM SEARCH FOR ADDITIONAL MATCHES
[F C% < 5 D% THEN 4728 : REM IF ANOTHER MATCH THEN 4729

4780 IF F 5> 1 THEN PRINT "WHICH "58" DO YOU WANT?" : F = @
4730 RETURN

The integer array search suntax is:
bR D% RECR, Y, Y B

where: A = command to perform an integer array search
0% = search value
pECR, YY) = starting location in array
L% = Starting location in array (same as 'R')
returns with array location of match
returns with zero if no match
B% = the last location in the array

1) The first 'A' is a command and may not be changed

23 D% must be any simple integer variable

IV BECHY) may be any integer array. I it iz a multiple
array, only the first term ('K') may be searched

43 C% must be any simple integer variable

50 B% must be any simple integer variable and must equal the DIM
size of the first term ('R'),

Here is an example from the MAIN.PGH:

140 B% = M : REM SIZE OF MONSTER ARRAY
0% = RO : REM SEARCH VALUE (ROOM # IN THIS EXAMFLE)
FOR M =1 TO MM : REM USE LOOF TO INCREMENT STARTING LOC.
C% = M« REM STARTING LOCATION OF SEARCH CSTART AT 'M')
b A, 0%, MACC%, 50,00 B% + REM PERFORM SEARCH
IF HOT C% THEW M = 339: NEAT: GOTO 168 : REM NO MATCH

145 M= C% « REM 'BUMP' LOOF UP TO LOCATION OF MATCH
PRINT M$(H)"I5 HERE."

139 HNEKT M« REM SEARCH REST OF ARRAY



