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INSTANT GRATIFICATION 

Lo•d •nd run "INTRODUCTION". Then follow inatructiona. All of the instruc
tion page• and introductory text are reproduced here if you need to refer back. 
Note, •Diie of the Storie• take a long time to load from the caaaette; please, be 
p•tient. 

Explore ie a c011puter program which wiakea you an interactive part1c1pnnt 
in a oeriea of short storiee. Four atoriea are provided for your pleasure : 

HALL MIXllP: Explore the mueeuma on the Mall in 
Washington, D.C. and get to know a few of the 
National treaaure1 that abound there. 

TANK BATTLE: Drive • c·omputer controlled tank through 
enemy territory. Take the objective, Hill 911. 

SPELUNltER BEWARE: Hunt treaaure in a magic cave but 
beware of the danger• that lurk. 

HAUNTED CASTLE: The jewel• and gold hidden here are 
guarded by spirit creature• and ancient traps. 

To get you atnted, • SELF TUTOR PRACTICE story ie provided. If you fol low 
instructions, the outc011e of this story is predetermined. 

TAPE STRUCTURE 

The t•pe contains tvo programs and five data files. The orrler of the•P. 
progr••• and data file• is: 

INTRODUCTION 
EXPLORE 
ltory A 
ltory II 
story C 
atory D 
story I! 

SELF TUTOR PRACTICE 
HALL HIXUP 
TANK BATTLE 
SPELUNKER BEWARE 
HAUNTED CASTLE 

Start by loading and running INTRODUCTION. Once you underatand how to g~t 
EXPLORE started, you need not load INTRODUCTION each timP., 

INTERACTIVE STORIES 

Interactive atories or "computerized fantasy simulation•" (like l\UVENTURF., 
ZORK and now EXPLORE) are baoically puzzles. Jly "moving" about and manipulating 
"objects" you solve problem1 and receive points or Bcore. ln EXPLORE, obj"cts 
can be trea1ures 1 tools, or weapons or any combination of these three. Learning 
how to manipulate each object and what it can be used for is part of the puzzl e . 
The stories in EXPLORE get generally more complex as you proceed fr om 111\LI. 111Xl1P 
to HAUNTED CASTLE. 



Mall Mixuio 
As you know the Mal l in Wash i n~ton DC 

is surrounded by museums and i nuoortant 
national bui lclir1~s. A thei f stole a 
treasure from eae:h of ten bui ldin'::ls. 
These treasures were recovered, but an 
ir1etc>t curator has iout them back in 
the wron'::I io laces. 

't'ou ar·e a chief detective and I <Your 
F'ET) am ':lour assistant. Our mission, 
shou lcl •;1ou choose to acceiot it, is to 
reto lace each tre.asure in its iorotoer 
to lace. 
If ':IOU have a mat:> of the Mal L it will 

he ltc>. If not, ':IOU may want to make one 
.as we ~10 a.bout. ~Je w i l l be ab le to go 
North, South, East and West arid -gjO It·~ 
ar1cl OUT of bui ldin~s. LJe wi l l be ab le 
to TAKE and PLACE treasures <hoioefull':I 
in their ioroioer iolace). SCORE, LOOK & 
It~VENTORY ma.Y he lto You. QUIT when done. 
~Je are in the Smithson i ar1 Ca.st le 

TANK BATTLE 
In this story, you are in commarid of a 

corruouter contro l led tank. You have been 
.:i.ss i 9necl the mission of caiotur i n9 an 
objective, hill 911. A secor1d objective 
is to clear· a mir1efie lei. 

T anl< batt le is to la.ye cf on a. he:.x:a'3ona l 
'5:1ricl. Each sector has a letter arid a 
number coorcl i nate. 
T '=''° i cal coordinates : Mc•vement ru les : 

A2 B3 
Al B2 C3 

Bl C2 

BRIGHT<BR) FLEFT<FL) . .• · .. ., •' 
BACKWARD<B>- -FORWARDCF) 

/ \ 
BLEFT <BL) FRIGHT<FR) 

't'ou have a carmora on Your t .:i.nL<. It is 
ef feet i • . ..ie a.gai r1st ~round targets. You 
car1 LAUt·~CH a miss i le a9ai nst mov in~ 
t.ar9ets. Get missiles in the sutoio lY 
deic:·ot <BO) • 't'ou are in Base Camp. Hi 11 
911 is at .J8. EQUIP, I NTELL and PROGRESS 
ma':I he lto '::IOU. ~UTHDRA~J 1.1.1 i l l stoio '3ame. 

SPELUNKER BEWARE 
In this story You are a ioa.wn in a 

lar9e .. i l l-de-fined master to lan. 't'ou have 
been issued an LS I Genie <me ':IC•ur PET) 
and asked to ext=· lore a nearb'=' ca•,,.e. I 
don ·' t l<notu the master t=· lan, but I do 
know that this cave is different. 
Ancient, current J weird, treast.~re and 
magic are al l descr i iot i ve words here. 
We score iooints b':I visiting various 
ic· laces and br in~ i n'!t ll•hatever treasure 
tue find to the ioorta l of the cave. 

You iorobab l Y w i 1 l want tc• L<eeP a ma.io 
o-f where we go. Comioass iooints<t~J S, E .. W) 
:!\rid UP and DOLJN seem to be the major 
directions. LOOK, INVENTORY and SCORE 
ll• i l l te 1 l ':IOU your status. HELP, USE, 
WAVE arid SWING are useful words. QUIT 
i f YOU ioan i c or score a 1 l the PO i r1ts. 

Frecruent garba!:te collection b':I the 
oioeratin9 s':lstem slows this story down. 

HAUNTED CASTLE 
't'ou ar-e in the entr':lwa':I o-f a \ar9e 

and •,,er'::I o lei ca.st le. Rumors abound that 
a ·E.1reat treasure of '5:10 ld arid j ewe ls is 
here. These rumors also claim that the 
cast le is haunted by dar1~erous SP i r it 
c:reatures. I, '::IOt.~r faithful PET, am 
scared to c4eath. Of course '::IOU are 
fear less <I hor.·e), so exio lor i rr=-1 here 
cou lei be Prof i tab le. BY the tua.•;1, I last 
visited this cast le tt• i th the brothers 
GR I MM 1 the'::I ic:·ar1 i eked arid f led. 

Before tue star·t .. I SU?:t-::Jest that ':IOU 
restrict ·::1our instruct i or1s t•:• me to 
essentials <when I·'m scared I clot-i-'t 
1 i sten ll•e l 1) • For examt:o le.• al l movement 
commar1ds shc•u ld be s i rr!.1 le letters ( 1 i l<e 
N for NORTH). The letters NJS,E,W,U & D 
should suffice. Should You need to use 
a tool) tell me to USE it. The worcls 
TAKE1DROP,LOOK,INVE,SCORE & QUIT work. 
Chan~e .:.. ic:· lace b'::I droioP i n·;t ar1 c•bj ect. 



INTERACTION 

Since you are a participant in the atoriea of EXPLORE, you must interact 
with thewi using the keyboard of your PET. 
You do this with one or two word phrases auch aa: 

GO WEST 
ENTER 
INVENTORY 
SWING SWORD 

The SELF TUTOR PRACTICE story will help you learn theae baaice. Please note that 
EXPLORE expects a blank between the worda in two word phraeea. Further, only the 
firat four letter• of each word are uaed ( lNVE and INVENTORY have identical 
effecta). 

THREE APOLOGIES 

Forcing EXPLORE into a standard 8K PET with ca91ette input leaves aome 
annoying problems: Firot, the caaaette input ia very alow, and the EXPLORE files 
are long. Patience ie required. (Aho aee the FAST FORWARD OPTION described 
below). Second, EXPLORE 1oanipulate1 string variables which occasionally forces 
the PET operating ayatem into a memory management mode (garbage collection) . 
When thio happen•, there is a time delay before the cursor returns (EXPLORE 
execution time ia le91 than 2 oeconde per command). Thie ii particularly an
noying in the longer stories such aa SPELUNKER BEWARE and HAUNTED CASTLE. lf you 
are fortunate enough to have more than 8K of memory, these delays are infre
quent. Third, the more complex atoriea, SPELUNKER BEWARE and HAUNTED CASTLE, are 
crammed into memory at the expense of niceties such ae co•plete punctuation and, 
in some caaes, proper English. Further, seldom uoed synonym• are dropped ( GO 
WEST will not be underotood in HAUNTED CASTLE but W will move you weot). 

FAST FORWARD OPTION 

lf you are willing to experiment, the olow acceu to various EXPLORE 
stories can be faster. After EXPLORE io loaded, but before you run it, rewind 
the tape and puah F.FWD on the caaaette. When a certain nU111ber of eeconda have 
gone by, atop the tape and run EXPLORE normally. You will have to calibrate the 
a peed of the F. FWD on your PET to find how long to let it run for each ltory . 
Our calibration ia: 

MALL MUUP 20 
TANK BATTLE 28 
SPELUNKER BEWARE 35 
HAUNTED CASTLE 43 

A NOTE ON THE PROGRAH 

s econds 
seconds 
seconds 
seconds 

EXPLORE is funda1Rentally baaed on the uae of aingle byte pointers for 
storage compaction. The ASCll codes of the PET character set ( non-reveroed 
characters) are converted into a number sequence running fron -o to 119. A 
character atring ouch aa A?b9 can therefore be interperted as four numbers 
(25,23 1 90 and 17). These numbers are used as pointers to atring short phrases 
together into aentencee, to set up movement rules, and to do other chorea • 
Storing numbers this way cuts storage requirements for pointers approximately in 
half compared to using integer•. The string manipulation capabilities of the PET 
permit such niceties as ragged-state-table• when the number• are represented in 
thio single byte form. 

EXPLORE io written entirely in BASIC without any machine language . Un
fortunately , the tricks used to save memory space result in inscrutabl e cOde ~ 
Thia code is the antithesis of a otructured program . Mod i f i cation of the code by 
the user (except as stated above) is not recorr111ended . 

NEW ROH FIX 

lf you have the nev PET ROH', which reverse upper and lover caoe char
acter a, you can patch EXPLORE a• follow• : 

REPLACE 14ITH HE~l CODE 

5 FORK=l TOLEH<P$) : C$=MID$(P$ , K, 1) : GOSUB2 :CC=C : GOSUB200 : PRHIT" "; : HEXT ' RETURN 

REPLACE ~IITH HE~I CODE 

31 FORl=0T021 : HlPIJT#L M$< D : CC=I : OOSUB300 : NEXT : FORI=0TOH : HlPUTllL 1/$ ( I> : tlEXT 

REPLACE WITH tlEW CODE 

37 PRltlT":ll" : CC=0 : GOSUB200 : HIPUT" 

ltlSERT THE FOLLO~IHIO NEW LI HES OF CODE 

200 FOR I I = lTOLEt-1< M$ <CC )) 
210 MM=ASC <MID$( t·1:f: <CC» I I, D ) 
220 I FMM) 64AtlDMM( 91THEtlt1M=MM+128 : GOTO 240" D'T'. 
230 IFMM>192AMDMM(219THENMM=MM-128 
240 PRINTCHR$ <MM); 
250 NEXT 
260 RETURN 
300 GOSLIB200 : PRINT :RETURN 

Note, more than 81t meaory io required to run thio aodified code for all otorieo . 

ACKNOWLEDGEHENTS 

Inspiration for EXPLORE occurred after many happy houra playing ADVENTURE. 
ADVENTURE and ZORlt players will notice a few thinly dioguised artifact• from 
those programs in SPELUNltER BEWARE and HAUNTED CASTLE. Thank you Will Crowther 
and Don Wood• and the HIT Laboratory for Computer Science•. 

Thanks to Dick Wioehart for the invention of the data structure• which 
have permitted EXPLORE to be ahoehorned into 7167 byteo of aemory. 

Thanka to Jonathan Perkin• for the art in the INTRODUCTION and in this 
booklet. 

Finally, thank• to the Many people who played EXPLORE and offered con
structive ideas and improve.enta. 

0 
0 

0 

., 
l 
/ 

( 
/ 

/ 



.,. .. ~ ... 
./ ,, 

.... · '· 
,..--,, 

....... · ·· ...... 
.. ·· ...... 

Explore Washington 
1 

D. C. , operate a computerized tank, 
hunt treasure in a magic cave or survive in a haunted cas
tle. EXPLORE brings you four stories in which you partic
ipate. A self tutor course is also provided to get you 
started. Inspired by the computerized fantasy simulation 
"Adventure", EXPLORE is a conversational program which 
operates on the Commodore PET• with only 8K bytes of memory. 

•PET is a registered trademark of Commodore. 
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