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10310-10340
10350-10380
10390-10410
10420-10440
10450-10490
10500-10520
10530-10560
10570-10610
10620-10640
10650-10660
10670-10690
10700-10720
10730-10740
10750-10810
10820-10910
10920-10950
10960-11010

find saw

find gun

carrying gun

find first aid kit

rub Magic Lamp?
find/lose map

find bananas

carrying bananas/eat?
battery recharger
Dame Fortune

Miss Fortune

Good Fairy

batteries dead

trap door

card display

catch leprechaun
leprechaun distance display

Table 10.2 Variables Used in THE GREAT ESCAPE Program.

ticking box location

bananas

battery level

ticking box carried/time to explosion
card counter

evil merchant’s counter offer
Dame Fortune

Good Fairy

Ghost

gun

gorilla

game counter

previously shot at villain?
run into wall “headache” counter
first aid kit

key

have map?

Magic Lamp #1

Leprechaun

Magic lamp #2

move counter

Evil Merchant

Miss Fortune

mad gambler

result of rubbing Magic Lamp
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N wound severity (time to find first aid kit)
(0] vending machine present?
P player’s current room location
PD puppy dog

RB Robot

RG Robot’s price

RT game score

RX previous high score

S snake

SC screwdriver

SW saw

TR player’s collected treasure
X coins in treasure chest

T5 treasure chest location

U miscellaneous

v villain location

VS display villain location?
w villain move/distance to villain
w1 Wicked Witch #1

w2 Wicked Witch #2

X miscellaneous

X1, X2 player’s card

b ) 4 miscellaneous

Y1.¥2 mad gambler’s card

Z miscellaneous

Arrays

BT(12) vending machines

CR(52) card values

CS(54) card suits

E(100) East doors

GC(100) gold coins in rooms
N(100) North doors

S(100) South doors

T(10) trap doors

W(100) West doors

String Variables

M$ move

Q$ miscellaneous

most part of the maze building (the farthest from the exits). The
villain will also steal all of the player’s gold coins.

On each move, the player is informed of the villain’s distance
before and after he moves. For example:
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THE VILLAIN IS 17 ROOMS AWAY!
HE MOVES TO FIND YOU!
THE VILLAIN IS 13 ROOMS AWAY!

At random intervals, the computer will also display the villain’s
exact location (room number). See line 1110.

The player knows how far away the villain is, but (usually) not
which direction. The villain, on the other hand, knows whether the
hero is in front of him or behind him, but not the distance. Each
time the villain moves, he jumps from 1 to 10 rooms in the correct
direction.

Of course, he will often over-shoot and go past the player’s
position. For example, if the villain is three rooms in front of the
hero, he may move back five and end up two rooms behind the hero.

In spite of this, the villain will catch the hero more often than
you might expect. When the villain and the player are in the same
room the hero is immediately captured, unless he is carrying the
gun (which is hidden in one of the rooms at the beginning of the
game).

If he has the gun, the player is asked if he wants to shoot the
villain (lines 5050 through 5065). The shooting is done in a sub-
routine that begins at line 10210. Notice that this subroutine
checks to make sure the gun has bullets. A random number (X)
from 1 to 10 is selected (line 10230) to represent the results of the
shot. If this number is greater than 6 (line 5070), the villain is
killed (line 5210). For values of X that are six or less, the player’s
shot misses, and the villain pulls out his own gun and shoots back
(lines 5080 through 5120).

The hero has a 40 percent chance of killing the villain, and the
villain has a 30 percent chance of killing the hero. Of course, the
game ends if the hero is killed.

The villain will remember if the player has shot at him at any
time throughout the game. The variable H is used to present this
information. If H is set to a value of 1, the villian will shoot at the
hero each time they meet, whether the player fires again or not.

If the villain shoots and misses, he will capture the hero in the
usual manner.

Incidentally, the villain can move freely from room to room,
regardless of the presence of doors. The player’s movements are
restricted to going through doors.

The villain is not the only obstacle in THE GREAT ESCAPE. A
ghost haunts one of the rooms. See lines 7000-7140. This ornery
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spirit will block off all regular exists, forcing the player to use a
secret passageway, adding 10 to his move count.

A gorilla (lines 7150 through 7420) may also block the move-
ments of the hero. Ordinarily, the only way past the gorilla is touse
a secret passageway, as with the ghost. However, if the player has
the gun, he may try shooting the gorilla. He should bear in mind
that if he misses, he’ll have a very upset gorilla on his hands (lines
7260 through 7290).

There is another sure way to get past the gorilla. One of the other
rooms in the building contains a bunch of bananas. If the player hs
found the bananas and picked them up, he can feed them to the
gorilla. The grateful ape will then leave and will not reappear for
the remainder of the game.

The hero can eat the bananas himself at any time he is carrying
them. On each move he will be asked if he wants to eat the
bananas. Ordinarily there is no advantage to eating them (other
than stopping the constantly repeated question). But if the player
is injured and looking for the first aid kit, eating the bananas will
extend the time limit.

There is only one bunch of bananas in the maze building. Once
the player or gorilla eats them (or they are given to the robot,
discussed shortly), they are gone for the rest of the game.

If the player finds himself in the room with the robot (lines 5900
through 6440), a menu of options will be displayed. These include:

CRY

DISMANTLE ROBOT (only if player has screwdriver)
EAT ROBOT

FEED BANANAS TO ROBOT (only if player has bananas)
GIVE COLD COINS TO ROBOT

PUSH PAST ROBOT

SHOOT ROBOT (only if player has gun)

X-USE SECRET PASSAGEWAY

To select the desired action the player enters the first letter. For
example, to “Push past robot”, enter P. The entire phrase can be
typed in, but the program is set up to look at just the first letter.

Several of these options can be helpful, while others have noreal
effect. Some of them may even be dangerous.

One hint to remember is that every robot has its price but it’s
very dangerous to offer more than you have.

In his travels through the building, the player may also encoun-
ter an evil merchant (lines 6680 through 6970). When this hap-
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pens, the player must either go south, or try to bargain with the
merchant for passage north. The merchant will make counter
offers, but he may accept less. Bargain.

The mad gambler, on the other hand, doesn’t give the player any
choice in the matter. See lines 6450 through 6670.

When the hero wanders into the mad gambler’s room, he must
join in a game of High Card. If he wins (draws the high card), his
gold coins are doubled, and he moves one room north. If he loses,
his gold coins are reduced by half, and his move count increases by
three.

The game continues until the player either wins, or loses often
enough so that his supply of gold coins becomes too small to merit
the mad gambler’s interest. If the player does not have enough gold
coins to play, he is thrown into room 100.

Two wicked witches also lurk within the maze building. One will
rearrange several of the room doors (lines 7460 through 7580), and
the other will shift the trap doors to different rooms (lines 7430
through 7450). This may work out to the player’s advantage, but it
is more likely to be a nuisance.

Some of the rooms are booby-trapped with trap doors, which will
randomly relocate the player into the southern half of the maze.
This is done in lines 10750 through 10810.

If the player happens to be in the southern most section of the
building when he falls through a trap door, he may find himself
moved to the north. So trap doors aren’t always bad, just usually.

A snake is slithering about in one of the rooms (lines 5800
through 5890). If the player comes into this room, he will be bitten
and must locate the first aid kit within 30 moves or die (lose the
game).

If he happens to come back into the room with the snake and gets
bitten again, he dies immediately.

Ifthe herois carrying the gun, he may shoot at the snake. Even if
he doesn’t kill it, he may frighten if off. It will reappear in a nearby
room.

Another room contains a puppy dog (lines 5620 through 5750).
Usually, the puppy dog will not bother the player, but it will
occasionally bite. The hero must then find the first aid kit within
100 moves.

If the player has the gun, the puppy dog is more likely to bite. He
will be given the option to shoot at the puppy dog.
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Dame Fortune, and her daughter Miss Fortune are also passing
through the maze. If the player encounters Dame Fortune (lines
10650 and 10660), his store of gold coins increases.

Running into Miss Fortune (lines 10670 through 10690), isn’t
quite so pleasurable. The player loses all his gold coins and is
placed in room 100.

There is also a mysteriously ticking box in one of the rooms (lines
10270 through 10300). The player is asked if he wants to pick it up.
Once he picks up the box, he cannot put it down.

BATTERIES AND MAP

If the player has not escaped from the building within a reason-
able number of moves, the batteries in his flash light might go
dead. The doors in each room will then not be displayed and the
player must blindly try each direction. If there is no door, he will
run into a wall. Bumping into too many walls can be quite haz-
ardous to his health.

The player may purchase fresh batteries from one of the vending
machines scattered throughout the maze. A set of batteries cost 25
gold coins. A player is advised not to use one of these vending
machines when he has fewer than 25 coins.

A battery recharger, hidden in one of the rooms, works automati-
cally at no cost.

The player’s map tells him which room he is in, but if he does not
have a map, no room number will be displayed.

At the beginning of the game, the computer asks the player if he
wants a hard game. If he answers YES, he starts out without a
map. There will be fewer vending machines in the building.

A player can find or lose a map randomly throughout the game.
Without a map, the player must figure out his location on his own.

AIDS FOR THE PLAYER

Obstacles are a necessary part of any good adventure game.
However, don’t stack the odds too heavily against the player. The
GREAT ESCAPE includes a few helpful items and characters,
such as Dame Fortune, hidden within the maze building. As you
have seen, some of the obstacles may turn out to be beneficial. For
instance, a wicked witch may open a door for you, or move a
troublesome trap door. There are a few other helpful things the
player might encounter as he attempts to escape:



260 Golden Flutes and Great Escapes

A saw is hidden in one of the rooms (lines 10310 through 10340).
Once the player has a saw, he can cut new exits from the rooms (see
lines 4060 through 4180). For instance, if he is in a room with a door
to the east, and one to the south, he can use the saw to create a new
exit to the north. The new exit will remain in the room for the rest
of the game (unless it is moved by a wicked witch).

When a new exit is cut, a corresponding door will not appear in
the adjoining room. Ordinarily, if you pass through a door to the
north, the new room will have an exit to the south. This will not be
the case when a player cuts an exit for himself. The tampering of
the wicked witch can also create some one-way doors.

Having the saw would make escape too easy—just cutting exists
to the north until you get out of the building. However, the walls
are tough, and the saw might break at any time. See lines 4090 and
4150 through 4180. Once the saw is broken, it is gone for the rest of
the game. This encourages the player to reserve the saw for when it
is really needed.

The saw cannot be used to escape from opposing characters like
the ghost, gorilla, evil merchant, or mad gambler.

Also hidden within the building are two Magic Lamps. They will
not both appear in the same room.

When he finds one, the player is asked if he wants to rub it. If he
says NO, nothing happens, and the game continues normally.
Rubbing a Magic Lamp causes one of several things to happen.
Usually, the result will be to the player’s advantage. The Magic
Lamp may kill the gorilla, reduce the player’s move count, or move
the hero to the room with the saw (among other possibilities).

However, sometimes the Magic Lamp might do something disad-
vantageous. For example, if the player has the saw and has
reached room 13, there is a very good chance that he can escape in a
couple of moves. In this case, he probably wouldn’t want to be
moved to room 87 just because that’s where the first aid kit hap-
pens to be. Moreover, a Magic Lamp might revive a dead villain,
kill Dame Fortune, or even the hero himself. To rub a Magic Lamp
is, therefore, a bit of a gamble.

A leprechaun is wandering through the maze. He is extremely
difficult to catch, but if the player lands in the same room as the
leprechaun, his treasure of gold coins will be increased (lines 10920
through 10950).

The distance to the leprechaun before and after he moves is
displayed (lines 10960 through 11010) similarly to the villain. The
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leprechaun starts at a random location and moves towards room
100. When he reaches room 100 he jumps back to a new random
location and starts over.

A good fairy is hidden in one of the rooms in the maze building. If
the player happens to enter this room, the good fairy plants more
gold coins throughout the various rooms of the building and van-
ishes (lines 10700 through 10720). The good fairy will appear only
once in the course of a game.

Another room magically doubles the player’s hoard of gold coins.
Entering this room a second time will have no special effect. The
magic only works once.

A treasure chest with a random number of coins (up to 888) is
hidden in one of the rooms. See lines 7600 through 7740.

If the player has the gun, he is given the option of trying to shoot
the lock off. This has a slim chance of working. Usually, it only
wastes a bullet.

If the hero is carrying the key (hidden in another room), he is
asked if he wants to try it on the chest’s lock.

If the player has neither the gun nor the key, contents of the
treasure check are inaccessable. Of course, the treasure chest may
be opened only once per game.

SUMMARY

These are the major points of the game. Many other details of the
program are even more fun when they come as a surprise, so they
will not be discussed here.



Golden Flutes and Great Escapes




Chapter 11

Marketing Your
Software

After all the hard work you've done to create an adventure game,
why not let other people enjoy it too? You may be able to make a
profit on your time investment.

Good game programs are always in demand, and there are a
number of ways to market the software you've written. There are
dozens of computer magazines published these days. Most of these
regularly publish programs, or would if they could get good ones.
These publications need to fill their pages, and they depend on free-
lance material.

Write to the editor first, rather than send in unsolicited work.
Some magazines are reluctant to look at unsolicited submissions,
especially from people they don’t know.

Keep your letter short; a single typed page. Always type your
query letter. Introduce yourself and briefly describe your program.
If the editor likes the idea, he’ll give you a go-ahead. This request is
not a firm commitment to buy, or publish, the program in most
cases. It means only that the editor is willing to consider it.

Don’t be afraid to send in such a letter. The worst an editor will
do is send you a form letter rejecting your idea.

If your idea is rejected, don’t take it personally. There are many
reasons that may have nothing to do with your ability, or the
quality of the idea. The editor may have just purchased a similar
piece, or he may be over-stocked with game programs, or he might
feel that your program just isn’t quite right for his particular
magazine. If you get a rejection slip shrug and try again.

It’s always a very good idea to study back issues of the magazine
before making a submission. A publication slanted heavily to-
wards business programs probably wouldn’t be interested in an
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adventure game, no matter how good it is. Some computer maga-
zines don’t publish programs at all.

You should also make sure your program is suitable to the
machine(s) covered by the magazine. For instance, Commander
concentrates exclusively on the Commodore series of microcom-
puters. They’re not going to be very interested in a program writ-
ten for the TRS-80 unless you can adapt it for a Commodore
computer.

Book publishers are another possibility, especially if you have
written several related programs. However, the market has been
somewhat swamped with program books. These days a book of
simple programs can be rather difficult to sell unless it has an
unique slant.

A third potential market for your programs is software pub-
lishers, a few of which are listed with their addresses in Figure 11.1.
Check the ads in computer magazines for more names and
addresses.

Some companies sell stock programs, usually on cassette tapes
or floppy discs. Most software publishers work on a royalty basis.
That is, the more copies of your program they are able to sell, the
more money you will be paid. Typical contracts give you 10 to 20
percent of the selling price for the program. Often several pro-
grams will be placed on a single tape, or disc. In this case, the
royalty money will be split up between the authors of each
program.

Find a publisher that deals with programs for your brand of
computer, and write them a brief letter describing your pro-
gram(s), and asking what submission format they prefer. If they
are interested, they will give you instructions.

Some software publishers are not particularly interested in sub-
missions by amateurs. If you are not sure, query anyway. They can
only say “No”.

Generally, you will be asked to supply some kind of documenta-
tion, or instruction, booklet for your program. While this doesn’t
have to be a masterpiece of literature, it is vitally important. Take
your time, and make it as good as you can. Make sure you've
covered everything the user needs to know thoroughly and clearly.
You won't be standing at the customer’s side to give instructions.

Some independent programmers take out ads in the computer
magazines and try to sell their programs directly themselves.
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While this has proven quite profitable in a number of cases, more
often it results in a major disaster. For one thing, the ads are
expensive, and you have to sell quite a few copies to make the
enterprise worthwhile.

Unless you are familar with the intricacies of setting up a small
business and dealing with mail order, it is probably best to avoid
this approach.

Computer games are extremely popular these days, and they
show every sign of retaining their popularity in the near future. If
you’ve written a good game program, you may be able touseitasa
nice supplement to your income. While you probably won’t be able
to make a living at it, it can be a very profitable hobby.

Have fun.

Adventure International EPYX
507 East Street P.O. Box 4247
P.O. Box 3435 Mountain View, CA 94040

Longwood, FL 32750

Instant Software
A f& Publishers Peterborough, NH 03458
P.O. Box 132 K-Byte
Woodsboro, MD 21798 1705 Austin Street
Troy, MI 48084

Broderbund Software Inc. ¥
Entertainment Software Division SmQ“.‘hw?oss"ﬂ"m
1938 4th Street

6660 Reseda Boulevard
San Rafael, CA 94901 Reseda, CA 91335
Datamost Sirius Software Inc.
9748 Cozycroft Avenue 10364 Rockingham Drive
Chatsworth, CA 91311 Sacramento, CA 95827

Figure 11.1 Selected Software Publishers.
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Loading Instructions

What You Need to Run Adventure Games for the
Commodore 64 computer:

Commodore 64 computer

One disk drive or datassette cassette recorder
Standard monitor or TV

Preliminary Steps

The instructions for loading and running the programs on your
Commodore 64 computer are divided into two sections: Section 1
covers a Commodore 64 with a disk drive; and Section 2 covers a
Commodore 64 computer with cassette recorder.

The Overall Plan

For the Commodore 64, you should have one disk or cassette
with the program on it. The book provides program descriptions,
and instructions for running and using the programs. Refer to your
owner’s manual for the proper way to insert a diskette. NEVER
remove a diskette from the drive while the red light is still on, as
this may cause damage to the diskette.

NOTE: It is a good idea to back up your program diskette. See
your owner’s manual for instructions on How to Create a Backup
Disk.
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SECTION 1: COMMODORE 64 WITH A DISK DRIVE
Start Up Steps
To load and run the programs, follow these steps:

A. Insert the Golden Flutes and Great Escapes program disk into
your disk drive (Drive 1 if you have more than one disk drive),
and turn on the computer. Type LOAD “GOLDEN FLUTES
AND GREAT ESCAPES”, 8. The red light on the disk drive
will light up, and the drive will make some whirring noises.

The screen displays:

SEARCHING FOR GOLDEN FLUTES AND
GREAT ESCAPES

LOADING

READY

B. When the READY message appears and the cursor can be seen
below it, just type RUN and press the RETURN key.

C. Then a menu screen with your selection of adventure games
will appear, along with the dilithium Press copyright
information.

D. The menu options are as follows:

1) THE GOLDEN FLUTE
2) THE GREAT ESCAPE
3) TREASURE HUNT

4) MARS

5) QUIT

E. You are ready to load a program. Simply press the number of
your choice, and the program is ready to go. If at any time you
want to stop a program, press the RUN/STOP (located in the
lower left corner of the keyboard). This takes you back to the
menu screen, where you can either make another selection or
quit playing.

SECTION 2: COMMODORE 64 WITH A DATASSETTE
CASSETTE RECORDER

Preliminary Steps

To make things easy for yourself in the future, you should make
a list of the programs and their tape counter positions. Make sure
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that the tape is rewound, then set the tape counter to zero, type
LOAD and press the RETURN key.

The computer will respond with a message telling you to press
PLAY on the cassette recorder. When you press PLAY, the com-
puter will load the first program it finds on the tape, and will
display a READY message when it’s through loading.

On a piece of paper, write down the name of the program it finds
and mark zero as its tape counter position. Then note the new tape
counter setting at the beginning of the next program. Do this for
each program on both sides of the tape. Note: don’t forget to reset
the counter to zero before starting a different side of the cassette.

Start Up Steps
A. Turn on the computer and TV set (or monitor).

B. With the cassette rewound to the beginning of the tape on
either side, type in the following command:

LOAD “MENU”

and press the RETURN key. The computer will respond with:
PRESSPLAY ON TAPE. You should do this. The screen will go
blank as the computer searches for the program called MENU.
When found, the screen will come back with several messages:

OK
SEARCHING FOR MENU
FOUND MENU

If you want to continue to load the program, you can wait about
10 seconds and the computer will automatically load it. If not,
you can speed up the process by pressing the C = key, which is
located in the lower left corner of the keyboard. This will tell
the computer to load the program. If you don’t want to load the
program, press the RUN/STOP key, which is above the C = key.

If you continue loading, the screen will go blank until the
program is loaded into memory.

C. You can now type RUN, press RETURN, and the program will
start. The menu program will display everything that is con-
tained on this side of the cassette tape.
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DIRECTORY
Side A Side B
1. The Golden Flute 1. Treasure Hunt
2. The Great Escape 2. Mars

D. When you choose a game, type the number that appears next to
the program you would like to run and press RETURN. The
computer will respond with:

POSITION TAPE, THEN PRESS RETURN

At this point, you should refer to your list of tape counter
positions (see PRELIMINARY STEPS section), and find the
correct number for the program you chose. Forward the tape to
this location, and then press RETURN. The computer will
display the LOAD command for you, followed by the program
you selected. Then all you need to do is press RETURN. The
load process will continue as before:

PRESS PLAY ON TAPE

OK

SEARCHING FOR PROGRAM
FOUND PROGRAM
LOADING

READY

Now type RUN and press RETURN. The program will begin.

E. You don’t need to load MENU each time you want to run a
program. The menu has mainly been provided as a list of
program names, and is not necessary if you already know which
one you want to play. In this case, simply type LOAD “(program
name)”.

* There is no warranty or representation by dilithium Press or the
authors that these programs will enable the user to achieve any
particular result.

@dilithium Press 1984
Suite 151
8285 S.W. Nimbus Ave.
Beaverton, OR 97005-6401
(503) 646-2713 or
toll free (800) 547-1842



Adding commands, 27
Adventure International, 265
Aids, 259

Arcsoft Publishers, 265

BASIC, 3, 159

Batteries, 259

BLAST OFF, 52, 58, 80
Brinchley Beast, 66
Broderbund Software, 265

Cassette recorder, 268
Characters, 216

CHR9($), 225

CLIMB, 96

Commander, 264
Commodore 64, ix, 3, 157, 267
CRY, 28, 34, 58, 84, 257

Datamost, 265
Dead monsters, 80
DIA, 58
DIAGNOSIS, 28, 32
DIM, 11

Disk drive, 268
DRINK, 53, 58, 90
DROP, 41, 58

EAT, 53, 58, 86, 257
Encountering obstacles, 185

Index

FILL, 92

Finding objects, 37

Flow charts, 13, 23, 29, 35, 41,
54, 61, 65, 78, 181, 211, 251

FOR ... NEXT, 18, 28, 38

Funny-colored sky, 77

Game format, 6

GET, 28, 41, 58, 120, 162, 225
Ghost, 63

GIVE, 257

GOSUB, 19, 33

Graphics, 158

Grimph, 69

HELP, 34, 58

IF ... THEN, 18, 25, 27, 33, 49,
53, 80, 218, 225

INFLATE, 95

Initialization, 11

INPUT, 19, 120, 162, 183

Instructions, 119

INV, 50, 58

INVENTORY, 50

KILL, 104
Kufu, 67

Loading instructions, 267
LOOK, 34, 58
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Main play routine, 21
Mapping, 59, 218, 259
MARS, 3, 5-156
Marsquake, 73
Monsters, 9, 81, 218, 223
Mountain/Ravine, 72, 84

Naming, 8

Obstacles, 10, 228
ON ... GOTO, 27, 33
OPEN BOX, 100, 104

POKE, 159

PRAY, 34, 58, 102

PRINT, 17, 27, 33, 81, 120, 225

Program listings, 125, 167,
191, 229

Purofolee, 70

Random, 219

Real-time inputs, 162

REM, 11, 34, 225

River, 71, 84

RND, 219

Routines, 116, 176, 209, 253

SAVE GAME, 163

SCORE, 28, 31, 58

Scoring, 227

Setting values, 14

Sound effects, 161

Squeanly Serpent, 62

Start-up, 268

STOP, 19

Storm, 75

Subroutines, 117, 176, 210, 253

THE GOLDEN FLUTE, 3, 189
THE GREAT ESCAPE, 3, 227
TOUCH, 114

TREASURE HUNT, 3, 165

Variables, 117, 177, 215, 254

WAIT, 34, 58
Weapons, 112
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MORE HELPFUL WORDS FOR YOU
trom [i]§ dilithium Press

ﬂgm'rg USE T“II'.LE COMMODORE® 64™

ISBN 0-88058-133-5 144 pages/20 ilustrations 3595
Jligxl‘.Tg USE "wﬁ VIC 20™ COMPUTER

ISBN 0-88056-134-3 184 pages/32 illustrations.

595
A helpful introduction to your computer and its basic

this book shows you how to set up or install computer and
get it up and running in no time! Leam how to andlmyou
own programs as well as programs published in books and

OSH.EEPTRACK@ A PET FOR KIDS

for Personal Computers mxmwcz::umm
Sharon Boren

This book and software package Hore is 2 fun and

nmmymn Cotmm 64 or w&:% " m"“m"kfd."";p'o_

ﬁ weou‘ l'a:\a wil puter operation| lllustrations and

ages 8 to 13 to higher leami
levels. i

ISBN 0-88056-106-8 200 pages 095
ISBNO-80056-185-8 5V disk 140 Wustrations
ISBN 0-88056-1920  cassette
Software (either disk or cassette) con- Student workbook and teacher’s guide
tains programs for Commodore 64 available.
on one side, and
for 20 computers on the other.

MORE THAN 32 BASIC PROGRAMS FOR THE
COMMODORE® 64™
Tom Rum Phil Feldman and Western Systems Group

ISBNO-88056-112-2 354 pages/1 34 llustrations  $19.95
mmrm ISBN 0-88056-180-7 5%" disk $39.95

1SBN 0-86056-183-1 cassetto 33995
MORE THAN 32 BASIC PROGRAMS FOR THE
VIC 20® COMPUTER
Tom Rugg, Phil Feidman and
BOOK: ISBN 0-88066-181-5 354 pages. $19.95
BOOIWSOFTWARE PACKAGE: 15BN 0-88056-069-2 cassefto $30.95

Herelsacollecﬂonofpfoqramtoryouemtanmy,n'smod(m
of swvﬂ-ngmcuca applications, educational uses, games,
and graphics too! ypemp';:grarrufromlhebookormerudwo-
provided in the b - 3

T T P TR ar L T s
BRAIN FOOD — Our free catalog listing over 210 microcomputer books covering software, h , busil plicati g
computer literacy and programmi ages.
dllllhulnm'booksar:gavm at your local bookstore or computer store. If there is not a bookstore or computer store in
youma.cfwgeywovdormVlSAorMbecalﬂngwtoMeenwnber (800) 547-1842.

Send to: dilithium Press, P.O. Box E, Beaverton, OR 97075. Pieasesendmemebook(s)lhavad\ed(odlummmnlmnot
uﬁsﬁodlcnnmmmhobook(s)wnhlnwdayslormllandprompt
[J HOW TO USE THE COMMODORE 64 mwuu&cmmmm MORE THAN 32 BASIC PROGRAMS FOR THE
[ HOW TO USE THE VIC 20 viC 20 COMMODORE 84
KEEPTRACK [J Book [ Book
Book/Software Packages: Book/Software Packages: Book/Software Packages:
[] Disk: [] Cassette [ Disk [ Cassette [] Disk [ Cassette
A PET FOR KIDS
] Book [] Workbook [] Teacher's Guide
[] Check enclosed § payable 1o dilithium Press
Please charge my Visa[] MC[J]
Name
* Exp. Date.
Sig
City, State, Zip [] Send me your free catalog, BRAIN FOOD.

prices are o change
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MORE HELPFUL WORDS
FOR YOU fom dilithium Press

Bits, Bytes and Buzzwords
Mark Garetz

This book translates all the computer jargon you've been hearing into words
you can understand. It explains microcomputers, software and peripherals in a
way that makes sense, 5o your buying decisions are easier and smarter.

ISBN 0-88056111-4 160 pages $795

COMPUTERS FOR EVERYBODY™, 3RD EDITION
Jerry Willis and Mer! Miller

In aclear, understandable way, this new edition explains how a computer can
be used in your home, office or at school. If you're anxious to buy a computer,
use one, or just want to tind out about them, read this book first!

ISBN 0-88056-131-9 368 pages $9.95
COMPUTERS FOR EVERYBODY™ 1984 BUYER'S GUIDE AN
Jerry Willis and Mer! Miller
Here's a single source for up-to-date on mi P This book tells
you everything you need to know about and buying, including
in-depth comparisons of 143 computer models.
ISBN 0-88056-132-7 592 pages paper $19.95

Instant (Freeze-Dried Computer Programming in) BASIC—2nd
Astounding! Edition
Jerald R. Brown

Here is an active, easy, painless way o learn BASIC. This primer and workbook
gives you a fast, working familiarity with the real basics of BASIC. It is one of the
smoothest and best-tested instructional sequences going! -

ISBN 0-918398-57-6 200 pages §1295

BRAIN FOOD — Our catalog listing of over 210 microcomputer books covering software, hardware, business appil-
cations, general literacy and guagH
dilithium Press books are available at your local bookstore or computer store f there is not a bookstore or
computer store in your area, charge your order on VISA or MC by calling our toll-free number, (800) 547-1842.

™ TSend to: dilithium Press, P.O. Box E, Beaverton, OR 97075

Please send me the book(s) | have checked, | understand that if I'm not fully satisfied | can return the bookis) within
10 days for tull and prompt refund

— Bits, Bytes, and Buzzwords $7.95 __ Computers For Everybody 1984 Buyer's Guide $19.95
Instant (Freeze-Dried Computer in)
— Computers For Everybody, Edition
oS i win —— BASIC — 2nd Astounding! Edition $12.95
O Check enclosed $ (] Please charge my
Payable to dilithium Press VISA MASTERCHARGE | |
Lip==- Exp. Date

A s
Address. - e — Q

City.State,2ip _[] Sendme your catalog, Brain Food.
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your torch is beginning to burn a little low. You'll have to find a new one soon. At the end of the
hall you come to three closed doors. After a moment's hesitation, you open the third door. A
saber-toothed tiger leaps out at you and gashes your left arm. Quickly you draw your magic sword . . .

Y ou move cautiously down a long, dark corridor beneath the castle of Nembuzur. You notice that

Have you ever designed an exciting adventure game in your mind? Would you like to learn how to
program it on your Commodore 64 computer? In this book you will learn:

« The basic design rules for original, interactive adventure games.
» The process of how to create your own adventure programs.
« Special programming tricks in BASIC.

Here are four complete adventure game programs with full explanations of how everything works!
Programs include Golden Flutes, Great Escapes, Mars, and Treasure Hunt! '

Book/Software packages include a 5%” disk or cassette containing all of the programs
plus example programs, the loading instructions, and a warranty card with our “forever re-
placement guarantee.”

Software is available for the Commodore 64 computer with 64K RAM, 1 disk drive or cassette
recorder, and monitor or television.

You can either type in the programs yourself or buy the book and software as a package.

dilithium Press offers technical support over the telephone. With our toll-free number and friendly
staff, we can answer all your questions about dilithium Press software. Outside of Oregon dial
(800) 547-1842, in Oregon call 646-2713.

¢

56051
45078"01095

ISBN 0-8805k-051-7 > ‘ dilithium Press
- : SOFTWARE



