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The Plot 
King Xmon was furious . "That rogue Zabad the 
Sorcerer has stolen the Chalice of Power,'' he roared. 
'·' It must be recovered - summon my Champion, 
Melian!" 

Melian was called and appeared before his 
King . The King wasted no time and charged him with 
t he immediate recovery of the Chalice. 

As the powers that Melian was about to en
counter were essentially magical, he decided to take 
with him his magic staff. The staff would provide him 
with defence, the power to attack and money, if need
ed. Fully charged, it held 1 OOO units of power, and as 
he took it from its place, glistening in the light and with 
an aura of power shimmering around it, he knew he 
would need all the power it possessed . 

Zabad dwelt in an underground system of 
chambers connected by tunnels and inhabited by many 
evil creatures. Originally excavated as burial 
chambers , this had for many years been the lair of 
Zabad and his 'pets'. For far and wide, people trembled 
at the very mention of the Sorcerer's Lair. 

A mental command to his staff and the 
universe spun round . Melian was transported to an 
empty chamber in the Sorcerer's Lair. Already 500 
units of his staff ' s power was exhausted . Now he 
could only return if he found the Chalice. With only 
500 units of power left , it wasn't going to be easy . .. 

Machine Code 
This program uses four machine code routines . They 
are as follows, and are held in the first line .(a REM line) . 

1) 16514 to 16527 Subroutine to check if key is 
pressed and find its value (in 
Register A) 

2) 16528 to 16552 Routine calling 1) to check if 
valid key is pressed (compares 
to CS) 

3) 16553 to 16623 Routine to move/scroll map 
sideways - calls routine 2, 
prints elements of MS 

4) 16624 to 16637 A search routine to check and 
find the inverse X position on 
screen 

Also held in the REM are two 'look-up' tables for the 
program . 

16638to16721 

16772 to 16889 

An 84 byte table of chamber co
ordinates related to MS(Yl,XI) 
for each room position 

A 1 68 byte table containing 
room relationships, eg connec
ting rooms 



9 {iJ (J 0 
901 {iJ 

9020 
9030 
9040 
9050 
9060 
9070 
9080 
9090 
9100 
9110 
9 1 2 {iJ 

9130 
9 1 4 {iJ 

9150 
9200 
9210 
9220 
9230 
9240 
9250 
9260 
9270 
9280 
9290 
9300 
9 31 {iJ 

9320 
9330 

At first I held these tables in two strings; however, this 
meant that each table occupied over twice as much 
memory because they were held once in the BASIC 
listing, and again in the variables area . My solution was 
to transfer them to the REM where they are only kept 
once, then to PEEK at them. 

PRINT "ADDRESS TO START 
INPUT A 
PRINT A 
LET A$="" 
LET X=0 
IF A$="" THEN INPUT A$ 
IF A$="S" THEN STOP 
IF X=0 THEN SCROLL 
IF X=0 THEN PRINT A; " : 
PR I NT A$ ( TO 2) ; " "; 
POKE A, 16*CODE A$+CODE 
LET .r,.=A+l 
LET A$=A$(3 TO 
LET X=X+l 
IF X=6 THEN GOTO 9040 
GOTO 9050 
PRINT "START ADDRESS ? " 

INPUT A 
FOR I=0 TO 21 
SCROL L 
PRINT A;": " ; 
FOR J=0 TO 5 
f ~T P= P EEK A 
LET N=INT (P/16) 

? ". 

' 

". 
' 

A$(2) - 476 

PRINT CHR$ (N+28);CHR$ (P-16 *N +28) ;" 
LET A=A+l 
NEXT J 
NEXT I 
IF CODE INKE Y$<>118 TH EN GOTO 9 3 20 
GOTO 9220 

Program 1 . Hex loader routine . 

To set up this section of the program, type in 
Program 1 , which is a variation of the Hex loaders 
which have been printed many times: if you already 
have one then use that . Note that the code from line 
9200 provides a mini disassembler - useful for check
ing your entries . 

Before running this program, type in 1 REM 
followed by 380 dots, and newline. 

If you now type POKE 16510,0 newline, 
you'll find 1 REM .. . has now become 0 REM . .. and 
cannot be removed - a useful safety device . 

Now RUN the program and to the prompt 
''START ADDRESS' ' enter 16514 newline . Now enter 
all the code in Fig. 1 - very carefully . I suggest you 
enter the six bytes ( 1 2 characters) of each line - no 
spaces - and newline, then double check with the 
screen. If you do make an error, input S newline, RUN 
the program, enter the address at the start of the error 
line and re-enter all six bytes - continue as before . 
When it is all in, press S newline, and relax. 

II • 

' 

1 6514 
16520 
16526 
16532 
l 653a 
1654 4 
1655QI 
16556 
16 5 62 
1656 a 
165 74 
165aQI 
1 65 a 6 
16592 
l 65.9 a 
1660 4 
1 661QI 
1 66 16 
16622 
16628 
16634 
16640 
16646 
16652 
16658 
16664 
1 6670 
16676 
1 66a2 
16688 
16694 
16700 
16706 
16712 
16718 
16724 
16730 
16736 
16742 
16748 
16754 
16760 
16766 
16772 
16778 
16784 
16790 
16796 
16802 
16808 
16814 
16820 
16826 
16832 
16838 
16844 
16850 
16a56 
16862 
1686a 
16874 
16880 
16886 

CD BB QI 2 44 4D 51 
14 2a F7 CD BD QI 7 
7E C9 CD a2 4 QI 01 
QI 6 0 QI 2A 10 4 QI QI 9 
QI E 01 BE ea 57 3E 
17 BE 7A 2a EB 23 
QI 3 la F3 01 CD 90 
4 QI 3E QI 3 B9 ea 30 
B9 3A A9 4 QI 2 QI QI 7 
3D FE 00 2a ED la 
05 3C FE 31 2a E6 
32 A9 4 QI 2A QIC 4 QI 
QI 1 22 QI QI QI 9 EB 2A 
1 QI 4 QI QI 1 12 QI QI QI 9 
06 00 4F 09 06 15 
CS 01 2 QI QI QI ED 80 
13 QI 1 2F QI QI 09 Cl 
10 F2 18 BE 3E 01 
18 D4 01 D6 02 2A 
QIC 4 QI 3E BD ED Bl 
EQI 44 4D C9 01 2A 
QI 4 QIF Ql4 2A Ql4 43 
QI 7 06 07 0F 07 la 
07 21 07 2A 07 33 
07 38 07 43 07 48 
0A 03 12 06 0A 09 
0E 08 12 0F 0A 11 
0E 13 12 18 0A lB 
0E lD 12 21 0A 23 
0E 25 10 29 0A 2D 
0E 2F 12 33 0A 35 
0E 37 12 3B 0A 30 
0E 3F 12 43 0A 45 
0E 47 12 4A 0A 4E 
15 13 15 3E 02 03 
04 00 01 05 06 07 
01 08 09 0A 01 0B 
0C 00 02 0E 0F 10 
02 11 12 13 02 14 
15 16 03 17 ~ 1 19 
03 lA 18 lC 03 10 
lE lF 04 20 21 22 
04 23 24 25 04 26 
27 28 05 10 28 00 
05 29 00 00 05 0E 
11 00 06 10 13 00 
06 29 00 00 06 11 
14 00 07 13 16 00 
07 29 00 00 07 14 
17 00 08 16 19 00 
08 29 00 00 08 17 
lA 00 09 19 18 00 
09 lA lC 00 09 18 
10 00 0A lC lF 00 
0A 2A 00 00 0A 10 
20 00 08 lF 22 00 
08 2A 00 00 08 20 
23 00 0C 22 25 00 
0C 2A 00 00 0C 23 
26 00 00 25 28 00 
00 2A 00 00 00 0E 
26 00 0F 12 15 18 
lE 21 24 27 lB lB 

Fig. 1. Hex code. 



Check all is in position by the following tests: 

Type Correct No on screen 
PRINT PEEK 16527 201 
PRINT PEEK 16699 0 
PRINT PEEK 1 6624 1 
PRINT PEEK 16889 39 

If anything different turns up then type GOTO 9200 
enter 16514 to the prompt and carefully check the 
screen against the print until you find the error. 

Now SAVE your program, because if 
anything is still wrong, the following tests could 
destroy it. 

Type RAND USR 16514 newline. The screen 
should be clear; pressing any key should produce a 010 
report - if so, then it's OK. 
Add lines: 

3 REM 
5 DIM C$(5) 
10 DIM M$(21,79) 

It is essential that lines 5 and 1 0 occupy these posi 
tions and in this order, else the machine code will be 
unable to find them when the time comes. 
Temporarily type: 

20 LET C$="IANU*" 
30 LET X= USR 16528 

RUN this, the screen will be blank until any of the four 
keys in CS are pressed · - even Break doesn't work! 
This provides the perfect IN KEYS function as no other 
code is required for checking keypress validity! Also X 
becomes the value ( 1 to 4) depending on the order in 
CS. Therefore you could type 

20 LET C$="4321*" and X 

This would return the value of 5-key, ie inverted 
values. 

To check the next two sections you will need 
to type in all the code from line 9500 to 9720. Once 
you have done this, type 

20 GOSUB 9500 
30 LET C$="LRE*" 
40 LET X= USR 16620 
50 STOP 

RUN this (after SAVEing) and, if all is OK, by pressing L 
and R the map should scroll from side to side . Press E 
when you get fed up to return to BASIC. 
Finally to check the last section change and add the 
lines: 

40 LET Y=INT(RND*42+1) 
50 LET YI= PEEK(l6637+Y*2-l) 
60 LET XI= PEEK(l6637+Y*2) 
70 LET M$(YI,XI)="X" 
80 LET C$="LRE*" 
90 LET X=USR 16620 
100 LET X=USR(l6624)-l 

RUN this, as before scroll the map back and forward 
until the room in which the inverse X appears is on the 
screen - press E. 

Type Print X - a high number should appear 
(this may vary depending on how much BASIC has 
been entered). Typing POKE X, 128 should produce an 
inverse square on the screen in the same place as the 
inverse X occupied previously . 

Line Function 
5 to 1 67 Set up the game 
1 70 to 320 The main game loop 
330 to 480 End of game routines 
500 to 530 A ' pause ' subroutine 
600 to 620 ' Power left' routine 
700 to 7 40 Position player subroutine 
800 to 830 Jump from room 14-40 routine 
900 to 990 Jump (move ) under tunnels · 
1 OOO to 1020 Find and print monster/charact er 
2000 to 2290 Map and movement 
3000 to 3520 Print new room , character and 

monster attack routines 
4000 to 4140 'Create wall ' routine 
5000 to 51 50 ' View ' routine 
6000 to 6220 Surrounding rooms print subroutine 
7000 to 71 90 Title and instructions 
8000 to 8030 Scroll CLS routine 
8500 to 8740 Wandering monsters subroutine 
9200 to 9230 Assign beasties to rooms subroutine 
9500 to 9720 Set up map in MS 

Table 1. Explanations and functions of lines in Program 2 . 



BASIC 
If all is well then enter the main program, Pro

gram 2. It may be wise to delete your existing lines in 
order to avoid confusion as you should no longer need 
them . 

The only area which is likely to cause problems is the 
' Map ' section , the correct spacings and inverse 
characters must be used . The map diagram is for you to 
check your program with, adjust faulty lines until it is 
correct with Fig. 2. Note that if wrong, the machine 
code will still work OK, but your map will print in a 
disconnected, mixed-up way. 

Playing the Game 
You and the Sorcerer start in random rooms. You will 
be given clues as to what is lurking in adjacent rooms. 
To find out exactly what lies in wait, use the 'View' 
facility; this uses power, however. To move, use the 
Move option : you will be shown the map from the left 
side. Use keys UR to scroll the map left or right to get 
your character (inverse X) onto the screen . Also posi
tion the map so that the room you wish to move to is on 
screen ; once you are ready , press E. Now move your 
character along the tunnels using cursor keys (5 ,6 , 7 
and 8) . 

You may be attacked along the way; if so, you 
must decide whether to use more of your precious staff 
power or to retreat. If you retreat you will be put back 
into the room you started from. When you reach a new 
room (or return to your starting room). the screen will 
clear and the details of the room will be printed . 

When (and if) you locate the Sorcerer, you 
must chase him around - he will always escape if 
there is an exit - until he is in a room with only two tun
nels (eg, 1 5, 18 etc). You can block his exit by creating 
a magic wall in one of the attached rooms, then ap
proach him from the other side (he cannot get past 
you). However , sometimes the magic wall doesn 't 
work and it all takes up precious power from your staff! 

Emergency Cover 
If you encounter any problems with getting the pro
gram to run, it is almost certainly caused by a slip or 
two whilst entering the data. Get someone esle to go 
over the whole thing for you. If you follow the instruc
tions given here, it will work. You may think you've 
done it perfectly, but get it checked all the same. 

If all else fails then you can write for 
assistance to Poster Programs No 3, ASP Ltd, 145 
Charing Cross Road , London WC2H OEE. Please note 
that we cannot deal with any enquiries by telephone. 

Pf-·EIJ '!OUS .- PRESENT LOCAT ION 1 

Fig. 2 . The final map. 
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c osue / w RE u N LC NEW N 05 ND4Px R~T RN 

DEf RND8 6 • FOR E C RND8 > J ., +~ 
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5 DIH C$ C5) 
10 DIH H$C21,79> 
15 GOSUS 7130 
20 PRINT AT 10,lil ; "PLEASE WAIT 

WHILE I SET UP GAHE " 
25 LET N=42 
30 LET RTz3 
35 LET L=0 
40 DIM B14l 
45 GOSUB 9500 
65 DIH A INl 
70 FOR X=1 TO 10 
80 GOSUB 9200 
90 NEXT X 

100 FOR I=1 TO 3 
110 LET X=10 
115 GOSUB 9200 
120 NEXT I 
130 LET X=11 
135 GOSUB 9200 
140 LET X=0 
145 GOSUB 9200 
150 LET Y=RH 
152 GOSUB 700 
154 LET X=0 
155 GOSUB 9200 
160 LET C=RH 
165 LET H=500 
167 LET L=0 
170 LET W=0 
175 LET K=0 
179 GOSUB 6000 
180 PRINT , ,TAB 13; "CHOOSE" " 

l!IREATE WALL llOUE •zEW" 
190 LET C$="H / CUi'" 
200 GOSUB 1000+1000i'USR 16528 
240 IF ACYl=0 OR K=1 OR ACYJ=10 
OR AIYl=11 OR W=1 THEN GOTO 280 
250 PRINT .. I "THE ' 
253 LET Z=Y 
255 GOSUB 1000 
257 PR I~T "WAKES UP . . • Q i 

2se GOTO 390 
260 IF H>0 THEN GOTO 320 
290 PRINT ,,"YOUR STAFF IS NOW 

USELE55","AND THE EUIL FORCE ATT 
RCKS " 

300 GOTO 390 
320 IF W=0 THEN GOTO 170 

N~:~ PRINT AT 5,7; " CONGRATULATIO 

340 PRINT ,, " YOU HAVE OEFEATE 
D THE EVIL" .• , , " SORCERER , WOULD 
YOU LIKE TO'',,," TRY TO TRAP AN 
OTHER ONE ., .. 

345· PRINT ~ , , , TAB a · .... i1!!••••11 -:.: '. 
~ ... L~ C$="YN•" 

360 IF USR 16528=2 THEN STOP 
370 LET H$CYI,XIl=CHR$ U 
380 GOTO 60 £:' 
3Q0 PRINT ,,"~H DEAR,YOU APPEAR 
TO BE DEAD • .,~o YOU WANT TO BE 

4B0 LET C$="YN•" 
410 IF USR 16528=2 THEN STOP 
420 PRINT ,,"WITH THE SA .. E SORC 

ERER '?" ., 
425 IF INKEY $ < > " " THEN GOTO 425 

2
430 IF USR 16526=2 THEN GOTO 37 

4-4 0 LET X =- 0 
450 GOSUB 9200 
460 LET Y=RH 
465 LET H$ CYI, X:I> =CHR$ U 
470 GOSUB 700 
475 CLS 
480 GOTO 165 
500 FOR I=1 TO 50 
510 NEXT I 
530 RETURN 
600 LET H=H-R 
610 PRINT ,,"YOU HAVE USED " ;R; 

" UNITS.", " YOU HAVE " · H · " UNITS 
LEFT. " ' ' 

Program 2. The mai 

) 

620 
700 
71.0 
720 
730 
74-0 
800 
81.0 

Gof 6 500 
LET YI=PEEK !16637+Y•2-1) 
LET XI=PEEK C16637+Y•2l 
LET U=CODE H$CYX,XI> 
LET H$CYI,XI>="8" 
RETURN 
LET HS<YI,XI>=CHR$ U 
LET XI=CXI=79l+C79 ANO XIz1 

620 LET HS!YI,XU="8" 
830 GOTO 2000 
900 IF CQ=16 ANO PEEK (Z-1>=189 

l OR CQ=17 ANO PEEK CZ+1l=189l T 
HEN GOTO 2120 

905 LET FL=0 
910 FOR E=Z-!3 AND A=1> TO Z+l3 
ANO A=4l 
915 IF PEEK E=118 THEN LET FL=1 
920 NEXT E 
9~5 LET H•<YI,XI>=CHRS U 
930 LET XI=XI+4•CCQ=17l-IQ=16 l ) 
940 LET Z=Z+3•1CQ=17>-CQ=16>l 
950 IF FL=0 THEN POKE Z,CODE "D 
960 POKE P,U 
970 LET P=Z 
980 LET HtCYI,XIl="'" 
985 IF FL=1 THEN GO O 2005 
990 GOTO 2120 

1000 PRINT C"RED DRAGON" AND A CZ 
> =1.l + C "GREEN DRAGON" AND A CZ> =2> 
+<"YELLOW DRAGON" AND AIZl=3l+( " 
PLATit!UH SERPENT" AND ACZl=4-l +( " 
GOLD ;:)ERPENT" AND A(Z)=5>+C " SILV 
ER SERPENT" AND ACZ>=6>+C " DWARF 
WITH A SABRE" AND A CZ> =7> + C "D~AR 
F lJITH A SWORD" AND A <Z> =8> +<"DI-I 
ARF WITH A KNIFE" AND ACZ l =9>+C" 
FRIENDLY GNOME" AND ACZ>=10)+("H 
RGIC SPOT" AND ACZl=11l 
1010 LET S=VAL "3025202823182419 
14-0000"C1+(ACZ>-1>•2 TO ACZ>•2> 
1.020 RETURN 
2000 CLS 
2005 LET CS="LRE*" 
2010 POKE 16418,0 
2015 PRINT AT 0 ,0; " PREUIOUS,·PR 
ESENT LOCATION " ; Y 
2020 PRINT AT 23,0; " L ORR TO HO 
VE HAP : E TO CONTINUE" 
2030 LET HP=USR 16620 
20e0 LET P=CUSR 16624>-1 
2060 IF P<>-1 THEN GOTO 2100 
2070 PRINT AT 23,0; "YOU ARE NOT 
ON SCREEN : HO\.JE HAP. " 
2080 Gosue 500 
2090 GOTO 2020 
2100 LET Ct="5678• " 
::i!110 PRINT AT ~3,0;"USE KEYS 5,6 
,7 ANO 6 TO HOVE HAN" 
2120 LET A=CUSR 16521!1> 
2130 LET Z=P+CA=4l-(A=1>+33•<<A= 
C!l - CA=3> > 
2135 LET Q=PEEK Z 
2140 IF YI=10 ANO CXI=1 OR XI=79 
) AND Q=118 THEN GOTO 800 
2145 IF 0=16 OR Q=17 THEN GOTO g 
00 
2150 IF 0=0 OR Q=118 OR CQ=5 AND 

PEEK <Z+1l=189) OR CQ=133 AND p 
EEK CZ-1)=189) THEN GOTO 2120 
21.55 LET D=U 
21.60 POKE P,U 
2 ~70 LET HS(Y I , XI J =CHRS U 
?. l. 60 l.. ET U =Q 
2190 LEl . P'--Z 
2 200 POKE P , CODE ·· 111· · 
2210 LET YI=YI+tA =2 l-I A= 3) 
2220 LET XI=XI+tA=4l - CA=1l 
2230 LET H$ (YI .. X:Il =··a·· 
2235 IF RND>.93 AND U = 128 THEN G 
OTO 6500 
2240 IF IU>155 AND D>155) OR U <l 
56 THEN GOTO 2120 
2250 LET Y$ =· · " 
2260 IF CODE H$1YI.XI - 1l <156 THE 
N GOTO 2270 . 
2265 LET YS =YS+CHR$ CCODE H$1YI 
XI-11 -126) ' 
2270 LET Y$=Y$+CHRS tU-126) 
2275 IF CODE H$<YI,X~+1l <156 THE 
N GOTO 2285 
2280 LET Y$=YS+CHR$ ICODE M$ IYI , 
XI+1l-128l 
2285 LET P=UAL Y$ 
2290 CLS 
2300 POKE 16416 , 2 

_ 3000 IF C < >P THEN GOTO 3180 
3010 LET W=1 
3020 GOSUB 3470 
3030 :IF F=0 THEN GOTO 3080 
3040 LET U =0 
3045 LET X=0 

3050 GOSUB 9200 
3060 LET C=RH 
3070 GOTO 3160 
3060 FOR I = 1 TO 4 
3090 LET T=PEEK C 
) 

3100 IF T=0 OR T= 
THEN GOTO 3120 

31.03 IF A CTl =10 
3105 LET C=T 
3110 LET W=0 
3 113 GOSUB 3470 
3115 IF F=1 THEN 
31.20 NEXT I 
3140 IF U=1 THEN 
3150 PRINT "THE 5 

OFF . .. I ·' .• 
3155 GOTO 3180 
3160 PRINT "THE 5 

THE MAG IC SPOT, ' 
3160 LET Y=P 
3185 IF A CYl =0 TH 
3190 GOSUB 6000 
3195 IF ACY> < >11 
3200 PRINT "YOU H 
N ON THE MAGIC 
3205 LET X=0 
3210 GOSUB 9200 
3215 LET Y=RM 
3220 LET HS<Y"I ,Xt:l 
3225 GOSUB 700 
3227 RETURN 
3230 IF A IYl < >10 
3240 LET R=INT lR 
3250 PRINT .. " THE 
L YOU WHERE .. THE 
R "; R ; " GOLD" "CO '? .• ~ 

3255 LET B=0 
3260 LET CS=" YN*' 
3270 "IF USR 16526 
3 260 PRINT I I ·· HE . c · .. .. 
3 290°GOTO 3450 
3 300 LET K =0 
3 303 LET Z =Y 
3 305 PRINT , I •• THE 
3 307 GOSUB 1000 
3 310 PR :CNT " IS RB 
... "YOU HAUE 3 CHO 
··§ruN IT", .• TAB 9i' 
, TAB 9 ; "i!IE:STROY t 
3 320 PRINT I • TAB 

I)" . 

3 330 LET C$=.'STD *" 
3 340 LET A=USR 1 6 
3 350 PRINT RT 21 
GIC TO "+ C "STUN "' 
S PORT" AND A=2l +c·· 
3 370 INPUT R 
3 375 IF R <= 0 OR R> 
70 
3 380 CLS 
3 385 PRINT " THE , 
3 390 GOSUB 1000 
3395 PRINT " IS " , 
3 397 LET B=0 
3 400 LET Q=RND 
3 405 IF A=1 ANO lR 

PRINT " la ........ .. 
3410 IF A=1 AND C 

LET K=.l 
3 41.5 IF A <>2 OR CR 

GOTO 3 43© 

3 420 PRINT ·· 11-~t=uHi 
3 423 LET X= A(YJ 
3 425 LET A CY) =0 
3427 GOSUB 9200 
3430 LET Gl=RND 
3433 IF A=3 AND CR 

PRINT ..... 
3435 IF Jf z3 AND lR 

LET A IYl =0 
3440 I~ K=0 AND A l 
NT "ONLY DAZED. " 
3445 IF K=0 AND A C 

B•INT CRND*8+1 l 
3450 GOSUB 500 
3455 IF B>2 AND H> 
00 
3460 RETURN 
34.70 LET F=0 
3480 FOR u=1 TO ~ 
3490 LET T=PEEK 11 
) 

3495 IF T < 1. THEN G 
3500 IF ACT>=11 TH 
3510 NEXT J 
3520 RETURN 
4000 CLS 
4010 PRINT "WHICl1 

WISH TO CREATE 
L IN '?" 



1ain program in BASIC. 

0 

0 4. 
:K C16721+ CC•4-4+:I> 

T=Y OR T=L OR T=P 
0 
0 THEN GOTO 3120 

0 

I
EN GOTO 3040 

EN RETURN 
IE SORCERER HAS RUN 

I
E SORCERER TROD ON 
OT .. ·',,,,, 

THEN RETURN 
0 
11 THEN GOTO 3230 
U HAVE JUST TRODDE 
GIC SPOT." .• ,.,._. 

0 

~, XI> =CHR$ U 

~ 10 THEN GOTO 3300 
CRN0•20) +20 

THE GNOME U:ILL TEL 
THE SORCERER :IS FO 
''CO INS • . • • Y OR N 

N-l- ' 
528=2 THEN RETURN 
HE rs IN CHAMBER .. 

·~HE " .: 
1

~ ABOUT TO ATTACK" . 
CHOICES : ", , ; TAB 9 ; 

9 ; "iiilRANSPORT rT" ·, IX u .. 
IAB a; "PRESS s,T OR 

iTD•" 

~ 
16528 

21,0;"AMOUNT OF MA 
N" AND A=1> + C "TRAN 
) + ("KILL" AND A=3> 

R R>M THEN GOTO 33 

E 
0 

D 

0 

R 

) 

0 
0 

> 

.. 

CR >S+Q£S/3) 

CR>S+Q*S/3) 

CR -: 5-+RND i.S> 

w~ >S*4.+Q•Sl 

. CR>S•4.+Gl•S> 

THEN 

THEN 

THEN 

THEN 

THEN 

A tY> < >0 THEN PRI 

D AlYl <>0 THEN LET 
1) 

0 1'1 >0 THEN GOTO 33 

0 4 
K 116721+1C•4-4.+Jl 

EN GOTO 35l.0 
1 THEN LET F=1 

ICH CHAMBER DO YOU 
EATE THE MAGIC WAL 

4.020 :INPUT L 
4.030 :IF L<1 OR L>N THEN GOTO 402 
0 
4.04.0 :IF AIL) <>0 THEN GOTO 4080 
4050 PRINT ,,"THE HAGIC WALL NOW 

EXISTS :IN CHAMBER ";L 
4.060 GOTO 4.110 
4.060 PRINT , , .. ·'J!l!ill!'I~~ . .. CHAMeER 

.. ; L; .. ALREAOY"'' >"CONTAINS- MAGIC, 
THE WALL FA:ILS." 
4.090 LET L=0 
4.110 PRINT 
4.120 LET R=INT lRND•21+20J 
4.130 GOSUB 600 
4140 RETURN 
5000 PRINT ,,"WHICH CHAMBER TO V 
IEU ?" 
5005 INPUT P 
5010 IF P>0 AND P<N THEN GOTO 50 
30 
5015 GOSUB 9200 
30•0 GOTO 5005 
5030 LET F=0 
5035 FOR :I=1 TO 4 
5040 :IF Bl:Il=P THEN LET F=1 
ses0 NEXT r 
5050 IF F=0 THEN PRINT ,,"YOU HA 
Y ONLY V:IEU AO..JACENT","CHRHBERS. 

5053 IF F=0 THEN GOTO sees 
5065 GOSUB 500 
5067 CLS 
5070 :IF P=C THEN PR:INT "YOU HAVE 

FOUND THE SORCIE.RER •• 
5080 :IF AlP>=0 RHO P=C THEN GOTO 

5130 
5090 :IF AIP):li!l THEN PR:INT "THE C 
HAHBER IS EHPTY" 
5095 IF A<P>=0 THEN GOTO 5130 
51.00 PR:INT "THERE :IS A .. ; 
5110 LET Z=P 
511.5 GOSUB 1000 
5120 PR :INT " •.• IN CHAMBER .. ; P; " . 
51.30 
514-0 
5150 
6000 
6010 
6020 
+Il > 

LET R=rNT tRND,21+101 
GOSUB 600 
RETURN 
LET F=0 
FOR I=1 TO 4 
LET BIIl=PEEK 116721+lY•4.-4 

seas :IF BIIl=0 THEN GOTO 6035 
6030 LET F=F+ACBCill . 
6035 :IF BtIJsC THEN LET F=F-1000 
604.0 NEXT I 
604.5 CLS 
6050 :IF F=0 THEN GOTO 6160 
6060 PR :INT .. BEWARE ••.••• ii·:.,111!!1' •llll!!!! 
.;5~0~7·0-~:I·F·F-<·0-THEN PR :INT .. ,_ II!!!! i; ,. 
5080 FOR I-1 TO 4 
6063 :IF Bl:I>=0 THEN GOTO 6150 
6090 LET T=AIBIIll 
6095 :IF T<=0 OR T>11 THEN GOTO 6 
150 
6100 PRINT "I CAN HEAR "; 
6110 :IF T>0 ANO T<4 THEN PRINT " 
R 
5120 IF T >3 ANO T <7 THEN PR:INT " 
A llfl 1 HISS ING" 
6130 IF T>6 AND T<11 THEN PR:INT 
"HONEY RATTLING" 
614.0 :IF T=11 THEN PRINT "MAGICAL 

MUSIC" 
61.50 NEXT :I 
6160 PRINT ,,"YOU ARE :IN CHAMBER 

" · y 
61S2 :IF AIYJ=0 THEN GOTO 6170 
6163 PRINT "THERE IS A "· 
6164 LET Z=Y " 
6165 GOSUB 1000 
6170 PRINT ,,"TUNNELS LEAD TO : "; 
6180 FOR I=1 TO 4 
6190 IF 61:Il>0 THEN PRINT Bl:Il;" 

6200 NEXT :I 
6210 PRINT 
6220 RETURN 
7130 PRINT AT 0 .. 9 .;" 
J;I" 

--------- --:_ ·_=..-:_ .... : _ ...... _ 

7140 PRINT ,, .. YOUR TASK :IS TOT 
RAP THE EU IL" " .• .. "SORCERER AND RE 
TURN THE MAGIC", .•, "CHALICE." 
7150 PR:INT ,,,,"YOUR ONLY PROTE 
CT:ION :IS YOUR",,,"MAG:IC STAFF WH 
l:CH HAS 500 UM:ITS",,,"OF POUER,U 
SE :IT WISELY TO DEFEAT",,"THE HA 
ZRRDS OF THE SORCERERS",,,"LA:IR" 
7160 PRINT AT 21,4;"PRESS 
~ TO CONTINUE" 
7170 IF CODE INKEY$<>118 THEN GO 
TO 7170 
7180 GOSUB 8000 
7190 RETURN 

7ggg STOP 
6000 FOR :I=0 TO 21 
6005 PRINT AT 21,31; 
6010 SCROLL 
6020 NEXT :I 
6030 RETURN 
6500 LET R=:INT CRND•10+1) 
8510 LET A$=" 

A "+ ("BIG BAT" AND 
R=1)+("LARGE SNAKE" AND R=2)+("P 
O:ISONOUS SPIDER" AND R=3>+C"V:IC:I 
OUS RAT" AND R=-4> 
6520 LET A$=A$+ C "l..1RHP:IRE BAT" RN 
O R=5>+C"DEADLY SCORPION" AND R= 
6>+<"H:ISS:ING COBRA" AND R=7>+<"T 
ARANTULA" AND R:8)+1"SUARN OF K:I 
LLER BEES" AND R=9>+1"PACK OF RR 
TS" AND R=10> 
6530 LET A$=A$+" BAR"+l"S" AND R 
<9>+" THE UAY,KEY H TO USE HAGIC 
. R TO RETREAT " 
S540 PRINT AT 23,0;A$( TO 32> 
8550 :IF LEN A$=32 THEN GOTO 8580 
8560 LET A$=A$C2 TO ) 
6570 GOTO 6540 ' 
8580 LET C$="RH£" 
B59G IF USR 16526=2 THEN GOTO 86 
3(;', 
6B~0 LET M$(Y~,KII s~HR$ U 
8510 GOSUB 71710 
6620 GOTO 2005 
8630 LET R=:INT CRND•CR•2>+1> 
8640 PRINT AT 23,0;"YOU USED ";R 
; " UNITS OF POWER. • " 
6650 LET H=H-R 
6655 GOSUB 501!1 
6660 :IF H<=0 THEN CLS 
6670 IF H<=0 THEN GOTO 290 
8680 :IF RND>.7 THEN GOTO 8720 
8690 PRINT AT 23,0;"THE MAGIC WO 
ttKED, YOU HAY PASS." 
6700 GOSUB 500 
8710 GOTO 2100 
8720 PRINT AT 23,0;"rT FA:ILS,THE 

CREATURE ADVANCES .• " 
8730 GOSUB 500 
6740 GOTO 8540 
9200 LET RH=:INT IRND•4.2+1) 
9210 :IF ACRH> >0 OR RH=L THEN GOT 
0 9200 
9220 LET ACRH>=X 
9230 RETURN 
9500 LET M 11 15 TO>=" 

9S10 LET M$ C-2 .. 15 TO I="• • 
9520 LET 
9530 LET • 9540 LET H$15l= " . . . . . .. .. 
9550 LET M$C6l=M$\5l 
~)=" 

1s;0•L'-Ml1:>•... • 

9560 LET H$l9>=M$(8) 
9590 LET M$ ( 10l = .. n-.:. • U 
JA Im". rlsl .-. n 
giei 1ET..;$11l)i"1Iii:-:1 . .1 
9610 LET M$112l=M$C11l 
9620 LET M$ I 131 =M$ I 111 
9630 LET M$C14>=" 

dFl&I"' 
9540 LET M$115l=" 

.JI..!'. I lrl'JJ9 
9650 LET-116> =" -19 ___ ) I -..:( 

all> • <• ) ea ) 
9660 LET H$(17l=" 

• • • • • 9670 LET H$Cl.6)=" 

id 4 l!ll!lm ~ 
9680 LET M$C19J=" 

I .i I /' 
9690 LET M$120l=H$C19) 
9700 LET M l21J=" 

9720 RETURN 

JI 
• 

• 
Ri ••• e 

• ... ... 
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Sorcerer's Lair is not a game to be entered upon lightly - danger and temptation 
lurk everywhere in the chambers and tunnels in the underground home of Zabad 
the Sorcerer. 

Your quest is to locate and recover the stolen Chalice of Power ... 
Armed only with your wits and your magic staff you must search the chambers 
and tunnels: peek into each room before you enter or you might come face to 
face with a fierce dragon or be attacked by an armed dwarf! If you're lucky you 
may encounter a friendly gnome who can be bribed with gold to tell you where 
the Sorcerer and Chalice are. All of your encounters are bound to cost you power 
from your staff. 

Assuming you manage to find the Sorcerer, you must try to trap him by 
building magic walls in adjoining rooms - he can't get past you but he may 
penetrate the wall and escape ... 

Sorcerer's Lair is an exciting and absorbing graphics/adventure game I 
for the 1 6K ZX81 (RAM pack needed) and is written in both BASIC and machine 
code. Full details on how to enter and run the program are given inside - even a 
simple-to-use machine code loader is included! The program itself has been ex
haustively tried and tested to ensure that you will have little difficulty with the 
listing, and the game is carefully balanced to guarantee an exciting challenge to 
the player. 

This is not a game that can be played and won in a matter of minutes -
so if you have ever dreamed of being the hero or heroine who takes on the forces 
of evil in order to save the world, this could be just the trial run you've been look
ing for! 

ZX COMPUTING contains in each issue all the latest news and tips 
for ZX enthusiasts together with many useful, entertaining and in
teresting programs specially written for ZX computers. Published 
on the 4th Friday of January, March, May, July, September and 
November. 

Send £ 1 2. 1 Op for six issues together with your name and ad
dress to ZX Computing, 513 London Road, Thornton Heath, Sur
rey CR4 6AR 


