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BY DONALD BROWN

The troll smirks at you as you raise your

puny
His mood quickly changes

prepare for battle.
when he sees

gword and

a bright flame appear around your blade.

The battle lust is upon
you attack!

If you have
of excitement in your life, you have

you once more;

never experienced this tyﬁe

missed one of the newest types of games

around. This is a scenc
Role-Playing game

from a Fantasy
(FRP for short).

Unlike most games, there is no clear

| single goal in an
, directing the actions
§ chieve the goals
i achieve. Although most
@ normal goals such as
f money’ or ‘become 2
| you can choose any yardstick you want
| to measure your success.
i your life—you
E 2 more complete explanation of Role-
‘ playing games,
| issue of Recreational Computing, “What
Is ALL This Stuff?”).

& The first major
" Dragons,
‘Dave Atrnesomn.
sets of rules have appeared on the
| market: Runequest, Tunnels and Trolls,
. The Fantasy Trip, and others. They all

| player
{ Referce beforehand secretly designs
| building or cave

FRP, Instead, you are
of a character to a-
you want him/her to
people accept
‘make lots of
feared warrior,’

After all, it’s
ARE the character. (For

see the May-June 1979

FRP was Dungeons and

created by Gary Gygax and
Since then many other

work in roughly the same way, a special
called the Dungeonmaster OI

complex and places

81 monsters, traps, and treasure inside of it.

Ly

{ Then, the other playexs join

A} the dungeon,
what they see and describing what they

i

in the game

and they direct their characters through
recelving descriptions of

do. In conjunction with the rules, the

# Dungeonmaster determines who survives

the inevitable combat and how much
loot they bring home.

It has occurred to someé people that at
least the second part of Dungeon-
mastering  (the interaction with the
players) is ideal for a computer, and thus
they set forth to adapt the games for
their own  systems. Unfortunately,
troubles arose. In addition to piddling
questions of copyright infringement, the
simple fact is that these systems do not
adapt well to computers.

The first major problem is in combat,
In these games, when Grimy the Gnome
decides to swing at an orc ( or vice
versa), the Dungeonmaster has to con-
sider a large number of factors and cal-
culate the chance of Grimy actually hurt-
ing the little begsar. Since humans by and
large do not enjoy doing half a dozen
major additions oI multiplications, the
games usually use large tables to cal-
culate chances 10 hit, Unfortunately,
while the computer has no objection
whatsoever to heavy arithmetic, storing
tables l1ses up definitely limited memory.

fven more of a problem, however, is
magic, Since these games are set in
places where gstrange things happen, the
players want in on the power of magic,
t0o. Thus, a wide set of spells are de-
yeloped for the game. These range from
the widely useful, such as throwing fire-
balls, 1o spells that are only effective
against blue-eyed dragons. For all of
their wonderful memories and light-
ning-fast computational abilities, com-
puters are incredibly stupid and teaching
them how to handle all of these spells
ig a frightening thought indeed.

Thus, something new Was needed. So,
with vour kind permission, I present a
new set of rules to be used freely by
anyone who cares to: EAMON!

is a world at the center of a-
nother galaxy—instead of revolving a-
round any star, all of the stars revolve
around it! Those huge bodies exert
strange effects on the world of Eamon,
bending light, gravity, time, even the
laws of nature themselves! The ‘normal’
world of Eamon is a rough, bruising,
swords-and -sorcery society where the
standard job is fighting Black Knights
and dragons, However, at times reality
shifts and you may find youself facing
Billy the Kid or Darth Vader!

Eamon

Your character has three basic numbers
that determine where his or her physical
abilities lie, These attributes are all rolled
on 3D8, and represent your Hardiness,
Agility, and Charisma.

(A special format is used to describe
random numbers, It is written xDY,
and means that you generate X’ random
numbers from 1 to 4’ and sum them.
Thus, 3D8 gives you 2 number from 3
to 24. This notation comes from the
strange dice used jn manually-run FRP
games where there are indeed eight-siced

dice.)

Your Hardiness is a combination of
gtrength and constitution. It has two
major effects: it determines how much
damage your body can take pefore it
dies, and it limits the weight you can
carry. A player can carry up to ten times
his/her weight in gronds. A grond is a
measure of weight, which is also sub-
divided into ten dos, With the stellar
tides varying weights so much, the eX-
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act metric equivalent of 4 grond cannot go up by 2%, hit, you.got:
be determined; however, an average ' .-whatdidy
weapon weighs about three gronds, and a The second factor is the quality of ftht?“‘ CEn
coin weighs about a do. If your character weapon, called the ‘weapon. . com-
has the maximum Hardiness of 24, he/ plexity.’ A weapon that has been forged
she can carry a great deal, which makes with good balance and of. fine quality®
a do about nothing, steel is more likely to hit than a:cheaply

made rush job, (Of course,. it -will-cost
Your Agility measures how quick your more too!) Basic weapons ¢an be bstigh
reflexes are, as well as how accurate. with either 10% complexity. (good
High Agility helps you in combat. ty), 0% (fair), or — 10% (poo

with higher complexities sti
Your Charisma may be the most impor- found in the caves. 'aﬁ,d,‘ bui
tant attribute, Although it is strongly Eamon, and you may tak
related to physical beauty, Charisma as you kill their previous o
also includes how persuasive a talker Ll
You are, and other things, High Charisma
will get you lower prices on your pur-
chases, higher prices on your sales, and
help you make friends among the deni-
zens of the dungeons.

him!-Now the question j:
do? e '

Both players and monsters “(the genetie,
term for non-player characters in Eamoi’
- =not: all monsters are bad!) have i
" Hardiness figures, which is from 3 to

%
is cletermined—thisig1
s according to the wquqn}
pressed in NDN format. Any:

rbed by armor is subtrdéﬁégv

L

the tesult is greater than zer%,:ﬁt
ffithe target’s Hardiness. /This idag
t permanent, as it 6aq»§fbw'

All three of your basic attributes will "
not normally change through advent:-
uring, although special magic items may 1ce of a’ su
raise or Iower them, Although the average = the armor you “apg
value of your attributes should be around . usually. .absorb.
16 or 17, the normal citizen of Eamon - blows that stri
has Hardiness, Agility, -and: Charisma - there being
all equal to 10. This is to reflect the fact - this protecti

3

j of the time, |

that only people who:.are 'a"cut?;abd.ve “to kit f(dué o hit. What |
others would normally go advén‘tu’ring.“‘ - rof the arm e gods: 35%

At least in the parts-of Eamon that you. There a
will be exploring, Edmon 'isa rough and ‘. you
violent world, Thus, the mechanics = of
combat are very important. . .

) ‘%é%jggéagmonsters arg

e8 f??f’rnqnster is using

g/such as teeth or

ance of hurting the one .using i,
q j"'j}ﬂa'st 5% of the time, the user strikes ¢
g:;%”elf |
ical hits take place 5% of the time,
din no matter what the chance to hit
, 1!s§ A critical hit will slip through your ,
pponent’s armor 50% of the time so
. that he receives all of the damage done
(the armor does not absorb any hits ;
this - round), Otherwise, a critical hit =
}jdoes more than usual damage: three-

u; &Qustﬁ
y

halves of normal damage is done 35%
% of the time, twice normal 10% of the

: 25,9 time, and three times normal 4% of the :
5 time. One percent of all critical Hits |
e ihave the effect of instantly killing the op-

ise ‘porienti .
. &
e .8

2

e all of this.in action, hear now the
le of Hedric and the Troll,

mhy be p viHedric was a starting character with a
about the Hardiness of 18 and an Agility of 20,
obvicusty

(Unfortunatelys.he had a Charisma of 4,
but that’s not relevant here.) Being a
beginning character, he spent his starting

2SHEy . C! iter will generate gold to buy a good quality axe (comr
weapon ex-“"4 number from-1 to 100, If the number plexity = 10%) which does 1D6 of

OU are Using will s less than or equal to your chance to damage. He also bought himself g suit

you-learn - something,
pertise- in": the Classiy.m

RECREATIONAL COMPUTING |




of leather armor. Thus, his chance to hit
was 5 (weapon expertise) + 10 (weapon
complexity) +40 (twice his Agility)
—10% (the effect of armor), or 45%.

Hedric was strolling down a dark corri-
dor when suddently he was attacked by
a fierce Troll, Although Hedric didn’t
know this, the troll had a Hardiness of
30. He used his fists to do 1D4 with a
40% chance to hit, The troll’s rock-
hard skin acted as a natural aimor,
taking 2 hits pet blow. (All monsters have
worn their armor long enough to have
raised their armor expertise to the maxi-
mum; thus, no calculations for armor
are done.)

It took Hedric no time at all to realize
that he had to fight this thing, and the
two began attacking, In the first round,
the computer came up with a 23 for
Hedric’s battle roll, so he hit! Unfortu-
nately, only one point of damage was
done. The troll’s armor took this with
. ease and the troll was unhurt, However,
there was a 55% chance of axe expertise
and armor expertise going up by 2%.

The computer generated random numbers
of 12 and 54, so both attributes did
indeed go up. Fhus, on his second blow,
Hedric’s chance of hitting will be 49%.

Simultaneously, the troll attacked Hedric,
However, his battle roll was 100—a
fumble! The computer gives a random
number, checks its table, and comes up
with the result of a dropped weapon,
Since the' Troll cannot drop his fists
(well, you know what I mean), he re-
covers without any problem.

The - battle continues. Hedric makes
most of his blows strike home, raising
his armor expertise to 10% and his
axe expertise to 8%. Thus, his new chance
t¢ hit is 58%. He has gotten 20 points
through the troll’s armor, leaving him
with 10 points.

However, the troll has not been lagging
either. Hedric has taken 15 blows, leaving
him with only 3 points before death!

‘He has also managed to raise his chance

of hitting to 52% (monsters also learn
from experience).

Afoi'f//] {/’

None of this, of course, does Hedric
know. He has been told that the troll
is ‘very badly injured’ and that he himself
is ‘at death’s door, knocking loudly.’
He has no inkling how much, if any,
his armor and weapon expertise have
risen.

On the next round, Hedric gets a critical
hit! The result is doubling damage, Hedric
does 11 points of damage, which after
2 are taken off for armor, leaves the troll
with only 1 point, The computer checks
to see if his axe expertise goes up (his
armor expertise cannot, since it is at
its maximum), and the troll gets his at-
tempt.

Luckily for our hero, the troll fumbles
again, this time breaking his weapons,
As his fists disintegrate, one of the pieces
hits him in the forehead, doing two
points of damage, (After all, this is
FANTASY role-playing.) This brings the
troll’s Hardiness down to —1, and he
is dead.

Now that Hedric has defeated the troll,
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attempts to use the spell during the ad-
venture, his chance of casting it success-
fully is 80%. Assuming he gets it to work,
he has a 20% chance of the spell know-
lege going up by 2%. If the spell know-
ledge does not rise, the next time he
tries to use the spell, he only has a 40%
chance of success. Unfortunately, he
blows it this time and nothing happens.
On his third try, his chance of casting the
spell is only 20%. If it is successful, his
chance of his spell knowledge going up is
80%. Obviously, this means that spell
knowledges can go above 100%. Assum-
ing that Hedric’s spell ability never
rises, the sixth attempt would normally
only have a 2% chance of success; how-
ever, until the end of the adventure,
Hedric’s chance of success will remain at
5%.

he will have ready access to the troll’s
treasure. No matter what it is (almost),
he will be able to sell it and use the gold
pieces for something. One of the best
uses is to learn a few magic spells.

The first spell that can be learned is the
Blast spell. This sends a magic flaming
arrow at your target, If the spell is suc-
cessfully cast, the arrow will always
hit the target and do 1D6 points of
damage, ignoring  armor. The normal
cost of the spell is 3000 gold pieces,

On the whole, magic in Eamon is a very
tricky thing. Due to the constantly
shifting forces that power the strange
happenings on Eamon (called magic
for lack of a better word), a spell that
always does a certain thing in one
location may do something entirely
different just two-hundred feet away!
Thus, there are no Gandalf-like wizards
with a thousand spells wandering around
the countryside,

The second spell (the ordering is just
for convenience; spellg may be learned
in any order) is Heal. This can only be
used on the person casting it, and will

However, after years of careful experi-
menting, four spelis have been developed
that do work in almost every part of the
normal Eamon world, (In the parailel
worlds that one can fal into, the laws
of magic are usually quite different,
if magic exists at all!)

Any player who can hire a wizard to
teach him/her can learn these spells,
For each spell, a player gets a spell
knowledge between 25% and 759,

is is his/her chance of successfully
casting the spell the first time, Every time
the spell is successfully cast, there ig 3
chance of the spell knowledge going up
by 2%, just as with weapon expertise,
However, every time a spell ig attempted
(successfully cast or not!), the chance
of casting that spell is cut in half for the
rest of the day, down to a minimum of
5% chance of casting, There is algo a
1% chance of overloading the brain and

forgetting the spell completely every
attempt, :

restore 1D10 points

of damage. Of
course, you cannot cure more points of
damage than you have taken. The normal
cost is 1000 gold pieces,

For example, assume that Hedric has,
through a lucky starting knowledge and
some experience, brought his knowledge
of & spell to 80%. The first time he

The third spell is Speed. This spell will
dorble your Agility for 10 to 35 turns
(a turn being the time to do any action).
Its major effect is to increase your chance

OMPUTING

to hit (remember, Agility affects i
probabilities!) It is not always notije
able when a Speed spell wears off, Jf
the Speed spell is successfully cast agaiy
while the first spell holds, the duration of
the spell is increased by 10 to 35 turng-
your Agility is NOT quadrupled, The
normal cost of this spell is 5000 gold
pieces.

The last spell is the Power spell, and il
is both the most dangerous and yet some-
times the most powerful spell available,
There is no set effect of the spell; it 5.
simply a call for the Gods to do some
thing. What they do will vary with time,
location, and anything else the dungeon
designer wanted to consider, Due to the
extreme variableness of this spell, it ha
anormal cost of only 100 gold pieces,
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So far, Eamon has only been implement- |
ed on the Apple II (due to the fact that
it is the computer 1 own), It requires
either an Apple II Plus or an Apple II
with the Applesoft ROM card. A disk
is definitely required. Although some of
the parts of Eamon can be run on a
32K system, the assumption for dungeon :
designers is for 48K,

One diskette called the ‘Bamon Master

Diskette’ is needed, Additionally, each
adventure scenario goes on a separate
diskette. At the moment I know of five
additional adventure diskettes, Finally, :
there is a diskette calfed the ‘Dungeon
Designer Diskette’ that lets people create .
their own scenarios almost easily. These
diskettes are being legitimately freely
traded in many places, including the pro-
gram libraries of computer clubs such as |
the Apple Pi club of Denver, Colorado, :
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If you can get copies from such places,
it would be preferred. If you cannot find
Eamon locally, send an order to Donald
Brown, c/o The Computer Emporium,
3711 Douglas Avenue, Des Moines, IA
50310 and include $5.00 for diskette
and postage.

Although many programs are included
on the Eamon Master Diskette, the most
important is called Main Hall. This pro-
gram (whose listing is to be found with
this article) is where the player can equip
himself, find out his/her current weapon
expertises and other important informa-
tion, and head out on individual adven-
tures,

i (A word on the DOS used on the Apple
Il for those of you who want to make
4 sense of this program for adapting Eamon
© to your own uses. Since Applesoft
; does not have any disk commands built
i into it, a special kind of software kludge
was developed. The DOS is watching all
output from the program. If a line begins
with a Control-D, the line is assumed to
be a disk command ‘and is not printed on
the video screen. Two commands that
need explaining are READ and WRITE,
When a READ command is executed,
all of the inputs to the program will
come from the file specified, until a-
nother disk command is executed. This
command can be simply the null com-
# mand (printing just a Control-D). A
. WRITE command sends all output of the
iprogram into the text file specified
~.instead of to the video screen. In my
programs I use a string variable called
DK$ to hold a Control-D, so that any
print statements that begin with DK§ are
flagged as disk commands.)

spell 4
Wy
ol
o8yl
o doyg
f Witk
be duy
Dug

When the MAIN HALL program is
entered, there are two important data
files expected on the Master Diskette,
The first is called THE ADVENTURER.
It is a sequential file. It simply has the
name of the current player and the record
number of the CHARACTERS file where
i his/her data are stored.

implén
he faotli

The second important file is called
CHARACTERS. It is a random-access
file with a length of 150 bytes per record.
Record zero holds the total number of
records that have been used. In each sub-
sequent record, the first item in the
tecord is a string. If it is the null string
(““”), it is a signal to the program that
this record is empty and can be used by
the NEW CHARACTERS program to
lace anew player into.

If the first string in a record is not the
null string, it is the name of the player.
After that are stored the numbers that
describe the player —Hardiness, Agility,
Charisma, the four spell abilities (Blast,
Heal, Speed and Power, in that order),
and the five weapon abilities (axe, bow,

club, spear, and sword, in that order).
The next items are the player’s armor
expertise, a one-character string that
give the player’s sex ("M’ or ‘F’), the
number of gold pieces that the character
is carrying, the number of gold pieces
that the character has deposited with the
bank, and a number describing the
armor the player is wearing, If the num-
ber is odd, the player is carrying a shield.
Dividing the number by two and ignoring
the remainder gives the armor worn: 0 =
none, 1 =leather, 2=chain, 3 = plate.
Finally, the player’s four weapons are
listed, giving for each the name, weapon
type ( a number from one to five, signi-
fying which weapon class it belongs to),
weapon complexity, the X’ part of the
xDy damage of the weapon, and the
‘y’ part. If the player is not carrying a
weapon, the name of ‘NONE’ is used
and the numbers given with that weapon
are irrelevant,

When a player buys or sells something,
the reaction of the seller or buyer is
determined by coming up with a ‘second-
ary Charisma,” which is gotten by adding
or subtracting a random number from
zero to five to the player’s Charisma,
This number is divided by 10, and normal
prices are divided by this factor while
buying and multiplied by it while selling.

When the player goes on an adventure,
he/she is first removed fom the CHAR-
ACTERS file, so that if he/she doesn’t
return he/she will be presumed killed.
The player is then instructed to switch
diskettes. On the adventure diskette a
file called EAMON.NAME is opened, and
the adventure name is read in (this is
why there is only one adventure per
disk). The computer then creates a file
called FRESH MEAT into which he first
writes in the record that the player used
to occupy in the CHARACTERS file,
then all of the information that was in
that record.

After the adventure is finished, the pro-
gram must have the player switch disk-
ettes back, If the player died, all that
must be done is to run ‘THE WONDER-
FUL WORLD OF EAMON,” which will
start up a new character. However, if the
player survived, the program must re-
create the file of THE ADVENTURER,
restore  the  player’s record in
CHARACTERS, with the altered in-
formation (hopefully higher weapon ex-
pertises and more gold), and run the
MAIN HALL program.

To get a feel for EAMON, observe the
terrible struggles of Jason of the Boar
Ring —

Jason was a starting character with a
Hardiness of 12, Agility of 21, and Char-
isma of 14, When he got to the Main
Hall, he first decided to buy a weapon.

THE WEAFON 8SHOF, MARCOS

(18 YD(I ENTER
1 OWNER Y COMES FROM OUT OF

ELLT (THE

T¥ ACK RDOM ANDN SAYS, ‘WELLy AS I
I.LIVE AND BREATH» IF IT ISN’T MY OLD FAL
JAGONt 60y YOU WANT TO

BUY A WEAPONy SELL A WEAFPON: OR GET
SOME BETTER ARMOURT

{HIT THE KEYy B § OR A) B

MARCOS SHILES AT YOU AND SAYS, /GOOD.

1 GoT THE BEST. YOU WANTA AXEy ROW»
MADE, SFEARy OR SWORD?

CHIT THE KEY(S)y & B M SF OR 8W) SWORD
MARGCOS SAYSy ‘WELL, I JUST HAFPEN TO

HAVE THREE SWORDS INy OF VARYING
QUALITY., I/VE GUT A VERY GOOL ONE FOR
47 GFy A FAIR ODNE FOR 33 GRy

ANI1 A KINLOA SHABEBY ONE FOR 17

WHICH DO YOU WANT®

(HIT THE KEYs & F OR P
MARGOS HANDS YOU YOUR WEAF (3N ANL TAKES
THE FRT FROM YOLU

HE NOW ASKS YOUy ‘ NOW HOW ABOUT SOME

ARKOURT

CHIT Y OR N Y

MARGCOS TAKES YO TO THE ARHOUR SECTION
OF HIS SHOF AND SHOWS YOU SULTS OF
LEATHER ARMOUR, CHAIN ARMOURy aNI PLATE.

1 E. Y8y, ‘1 GAN FUT YOU IN ANY OF THESE
SHEAFLY »

Y A I NEED &7 GOLI

F IR THE LEATHER» 147 FOR

T ALN: AND 333 FOR THE FPLATE.

WELLy WHAT WILL IT BE?’

CHIT N FOR NOTHING OR L 0 OR F) N
MARCOS SMILES ANI SAYS» ‘NOW HOW ABOUT
A BHIELDY? T CAN 1.ET YOU HAVE ONE FOR

ONLY 33 GOLD PIECKES!’

CHET ¥ OR NOY

MARCOS TAKES YOUR GOLD AND
A BHIELD.

GIVES YOU

He also bought a Power spell for 53
gold pieces. Thus, before he went on his
first adventure, his character could
be described in the following manner:

YOU ARE THE MIGHTY JASON
YDUR ATTRIBUTES ARE}

HD=12  AG=R1 (H=14
YOU KNOW THE FOLLOWING SFELLS-—-
FOWER
YDUR WEAPON ABILITIES ARE--

AXE_ BOM ' CLUE SPEAR SWORD
5% -10%  RO%  10% o%
ARMOUR? SKIN AND BHIELD — AE=0X%

GOLI TN HANK=47» KANK=Q
WEAFONS CMFLX nAM
SWHRD 0x 1ins8

CHLT ANY REY TO C(JN'IJNUE)

He went to adventure in the local testing
ground called ‘The Beginners’ Cave,’
which is where almost all adventurers
first go. He was in a large chamber when
things started happening —

YOUR COMMANDTE
YOU ARE IM A SMALL SIDE CHAMEBER TO THE
EAST OF THE LARGE CHAMEER, 1T IS VERY
GOLL HERE, FAWD THE OHLY LIGHT COMES IN
DIMLY FROM THE LRRGE CHAMBER.
THERE 15 R GRIZZLED OLD HERMIT <WHD
SMELLS A5 IF HE HASNST TAKEN A BATH
IM FORTY YEARS) IN THE RCIM.
THERE IS A BOTTLE HERE WITH R STRANGE
POTION IMSIDE!

YOLR COMMARNDTYSMILE
MOTHIMG HRFFENS.
WO ARE STRHOIMNG IM
THE EAST SIDE CHAMBER
HERMIT 15 HERE.
£ SEE BOATTLE
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(Citizens of Eamon are rather
simple-minded; it they like you
they will follow you around and
attack your enemies. Otherwise,
they will attack you!)

YOUR COMMAND TGET BOTTLE
GOT IT
YO ARE STANDING IN

THE ERST SIDE CHAMBER
HERMIT 15 HERE.

YOUR COMMRND W
YOU ARE STAMDING IN

A LRRGE CHAMBER
HERMIT IS5 HERE.

YOUR COMMAND 7
YOU ARE IN A SMALL SIDE CHAMBER TO THE
WEST OF THE LARGE CHAMBER. IT IS VERY
COLD HERE. ANCe THE ONLY LIGHY COMES IN
LIMLY FROM THE LARGE CHAMBER.
THERE IS A HUWGE BLACK RAT WITH SHARP
WHITE TEETH HERE'
THERE IS A HUGE BROWN RAT HITH SHARF
WHITE TEETH HERE!
THERE IS A HUGE TAM RAT WITH SHARP WHITE
TEETH HERE!
HERMIT IS HERE
THERE 1S A PILE OF DIAMONDS HERE!

YOUR COMMANDTATTACK RAT
JASON ATTACKS TAN FAT
~~F CRITICAL HIT!
TAM RAT IS DEARD!
ELACK RAT ATTACKS JASON
~=—fR MISS
ERQUN PAT FLEES OUT AN EXIT.
HERMIT ATTRCKS BLACK RAT
-~A MISS,
“OU ARE STANOING IN
THE WEST SIDE CHAMBER
BELACK. RAT IS HERE.
HERMIT IS HERE.
YOU SEE DIARMONDS
YOI SEE DEAD TRAN FAT

I | el
YOUR COMMAND S ATTRCK RAT
JASOH ATTACKS BLACK FAT
~—f MISEZ,
ELACK RAT FLEES OUT AN EMIT.
¥OU ARE STANDING IN
THE WEST SIDE CHAMBER
HERMIT IS HERE.
YOU SEE DIAMONDS
YOl SEE DERD TAN RAT
(Rats arent too cou-
rageous, are they?)
YOUR COMMAMDTGET ALL
DIAMONDS TAKEN.
DEAC: TAN RAT TAKEN
¥OU ARE STANDING IN
THE WEST SIDE CHAMBER
HERMIT 1S HERE

He and his new friend the Hermit had no
trouble mopping up on the two rats that
had escaped them. He also made another
friend, a fighter named Heinrich. All
was going very well for Jason before he
entered this small room —

YOUR COMMAND?E

YO ARE IN A SMALL., STRRK CELL WITH A
POOR ON THE WEST SIDE.
HERMIT 1S HERE.
HEINRICH IS HERE.

THERE 15 A LRARGE CHEST IN THE CENTER OF
THE ROOM.

YDUR COMMRND POPEM CHEST

FS wOU APPROACH THE CHEST, IT SUDDENLY

EECOMES ALIVE RAND TWO TENTACLES COME ouT

OF THE SIDE, HOLDING v0U FAST. ANOTHER

TENTACLE RISES FROM THE TOP AMD ATTEMPTS

TQ HURT woOub

YOU ARE STANDING IN
BN EAST CELL

HERMIT 15 HERE.

HEINRICH XS HERE.

A CHEST-SHRAPED MONSTER IS IN THE ROOM,
HOLDTNG wOU WITH TGO TENTICLES AND
RATTEMPTING TO DISASSEMELE Yyou WITH R
THIRD,

(Oops!)

YOUR COMMAND PRTTACK CHEST
ATTRCK WHO?
YOU ARE STANDING IN
AN EAST CELL
HERMIT IS HERE.
HEIMRICR 1o wree~

YOUR COMMAMDP?ATTACK. MIMIC
JASOM ATTACKS MIMIC
—-—R HIT!
MIMIC 1S WERY BADLY INJURED.
HERMIT ATTACKS MIMIC
~-A MISS
HEINRICH ATTACKS MIMIC
—-=f MISS,
MIMIC ATTACKS HERMIT
-=A MISS,
YOU ARE STAMDING IN
AM EAST CELL
HERMIT IS HERE.
HEINRICH IS HERE.
MIMIC IS HERE.

YOUR COMMAND?RTTACK MIMIG

JASON ATTACKS MIMIC
-—R MISS

HERMIT ATTACKS MIMIC
~~A FUMBLE!
WERPON DROPPED !

HEINRICH ATTACKS MIMIC
——A MISS,

MIMIC ATTACKS HERMIT
-—A MISS,

YOU RRE STANDING IM
AN EAST CELL

HERMIT 15 HERE.

HEINRICH IS5 HERE.

MIMIC IS HERE.

YOI SEE RANE

YOUR COMMAND?ATTACK MIMIC
JASON ATTACKS MIMIC
=~R CRITICAL HIT!
MIMIC IS DEAD!
A5 THE MIMIC DIES, IT ROLLS OVER AND
YO FIND R RING UNDERMEARTH IT.
YOU ARE STAMDING IN
AN EAST CELL
HERMIT IS HERE.
HEIMRICH IS HERE.
WOl SEE AXE
YOU SEE RING
YO0U SEE DEAD MIMIC

YOUR COMMAND?GET ALL
RXE TAKEN.
RIMG THKEN.
DEAD MIMIC IS TOO HERWY
YOU ARE STANDING IN

AM EAST CELL
HERMIT IS HERE,
HEIMRICH IS HERE.
Y'0U SEE DERD MIMIC

Eventually, though, Jason made it out of
the adventure with his treasures intact,
He sold them and had himself analyzed
again. This time, his attributes and abili-
ites were as follows:

“HIT THE KEY FOR YQUR CHOICE, 41-s5)5
YOU ARE THE MIGHTY JASON
YOUR ATTRIBUTES ARE:

HD=12 fG=g21 CH=14

0L FMou THE - FOLLOWING SFELLS~—
POWER

YOUR WERPOM ABILITIES ARE-—
AXE BOW CLUR  SPERR SHORD
5K -t@n 2en 182 &

ARMOUR: SKIN ARG SHIELD RE=5%
© GOLD IN HAND=657, BANK=@

WERPONS CHMPLR DA
SHORD 187 iD&
AXE ax R I

Notice that through experience both
sword ability and armor expertise went
up by 6%, or increased three times.
Until* Jason buys heavier armor, his
armor expertise cannot increase any
more. He also has 657 gold pieces,

which should permit him to buy a new
spell, ‘

Although Eamon hag g Téasonably com-
plete background set, there is still room
for infinite expansion. Jason may have
been able to handle small problems like
the rats and suryive little traps like the
chest—mimic, but surely in the depths
of your imagination you have nastier
things in mind} Furthermore, so far
all of the adventures written for Eamon

have resembled the Woods gy
Crowther’s ADVENTURE, but Eamop ;!
more flexible than that. Consider a game
where you are leading an army jng,-
battle, with morale affected by yo
Charisma! The possibilities are endleg
There is a full universe out there, and itj
up to you to pull it into your compute|

Donald Brown became a personal
computing fanatic almost three
ryears ago when his father brought
home one of the first Apple 1Is.
He also permitted the infamous
William Fesselmeyer to lure him
into fantasy games over two years
ago. He now spends his time in
Des Moines writing computer pro-
grams, playing games, and incident-
ally working towards a Bachelor’s
Degree at Drake ‘University., He
can best be contacted through the

Computer  Emporium of Des
Moines.




BEEZ H3IHL wHa £ 3 38 41
as
£E2 MIHL e = FH JT -FH 139
T woM, "0 sS4, LIH2
277135 1. ININd «3MITT NOJHIM
JugaMdlsS B 3W 7135 oL ANEM.
AMIMd oS MOdH3M SIHL ST s
SHSH SoaEdl., LHING L IMHINd
) 99T 01080 -
INIdA. Dy dOHS. LNIdd fo.=TH d0
Lno nos SOoOHS 3H SH L iNo0S M
Idod, LIMIad | .HOEd IW0D.  "S4
HS MY SITIWS SOJddl. LHNIEA
@Ers 040D CFd LMTdd
GSTE M3IHL oA € I 5 I
GTIE 0409 ¢ IMIAEd -#H
AMIEd M3IHL oM. = $d 41 Fd 13D
fu CHOED &
LTIH» W LMNI®d . LMING . -2an0M
e, LMIdd D W3W0S 1N03d Mol M
OM. T34 SHSE MOM 3H. LHIdd
@t
T2 M3AHL <BSyd N4 > 310D 41

LHIHd o TIOA RO 33Idd 3HL
w LMIMS [ WS3HEL JQud HOI-E3r o
Mi0s NS SAMEH SOoDEdE, LNIEd .

=

0D = JTIOSISAATS = CMIHSHITAT
G o= CMIEAMICE — Z ow BT = (M
SHOMIHL = CMEELMIEM = CHy$hM

1IN MIHL W 3HOH. T CFrshE
41+ 0L T o= M Aod M LW3H
GETE
DLDD a#. + FM o= $H MNIHL M
= CMIFHM A1 CF OL T o= M 4dnd
BAT OLOD © LHIMd . s=O0d.
IHISA ©nFHL LOAD O SO0OHS HIHL
TH . JE0ddEe LMIMg G MED o
OMIHLIWOS LMEM N04 300 9708,
IMIHA o300 HLLOD 34 M3IHM o
OHE FW0D PaMIIdEde LMIND D .d7
0 HE MO SHIIHL AHTd L-MTIoH
T O LNIHS D “S&HS OMY 00
& 1H HIOMIZ W S3HPHS SOTHdM,
LMIMd @ LMIMd M3IHL J709 < d 41
Codnd
Hd = Jdi¢E = @2 % 2 - 49 — £F
= 93 % odF + 48 = JdifH LHIEd
SEE2 OLOD ¢ LE3N
MIHL T 0 ‘addSn > $IIN < = 3K
41 € 0L T o= @ 404 t#Q 13D
fu o
048 ‘434 THL LIHD. LHIxd
INTHEA - D e o2 LMNEF NOE 00 HITHM
LMIAA €2~ d3dd Md S, H0d 3M
0 AFSHHS HANTH B ard, LHIEd
W dD . f(dExd WA fudM0d 3H
O oHIMd D . fCdT % Bad Nd
(A4 AMO QO0D AEEs B LoD 3
I CALITTHMD. LHTEd W ONIsEY
S DO CHI S SEM 4 ITEHL F4HHG
LMIMA ©W0L HIddEH LS00 I CIEM.
CEAHS SO0EEM, LMIsd LN INA

1HIEA

ho)
b

&

[agRs
SOS0D 0 LNMIEd W Add0MS WD W
HIdS “I0HM. LMIMG o TMOg T3H
O HLMNEM NO& 1S3E 3WL =i
To IMING 1, 1009, 5 "SHES GHE
aoa 1k S3TIWS SODEdkl. IMIdHd
BEEE OL0D ¢ LMIdd . iN35H
34 &34 SHOJY3M H3nod. LHIHEd
WHEHHL 380K OH--MET 3HL PORS
Mo HOdE3AM. LHIdEd Dol 3 T
IS HILOD N0s LSHId4 LnE oJons
w LMNI®Ed D oWHSLHHL. “S5HS JJNd
s 1 S3TIMS SOo0HdM., LMIdd
MIHL 3N, I C =2kl dI
BEES ‘GSST TBSERZ
DLOD Hi MO LHIEG EH LMIdd
AERS 0409 ¢ LK3IM
MOHL €T Hl TuHS3Ll FAIMW 2 Fd
41 Ff 0L F o= HL 804 csd 139
= 2 aT = 01

=

Ll = B3 + Z0 o= Z30E - 4

T» aGMd = TFr IWI  + HI = E]

fa DA N

Da LMIMd © ANIzd - ,2dn0kidd o
34133 IWOSe LHIHS 139 HD
HOAEIM B TS THOJEIM BT
IHTAEA 0L LWER T0A 705 e SEIWEN
LHIHd ToTHD IO AW L-MET LT

HI  CHiHIHE aJne 3AT7T. LNISEd

I Sd 7IEM. CSAES M WooE W

DOhE 3HL. LHTAEd o0 L Woed-

CEIMFD ML ITIEISHD.,
LHIES . SAOHE MOdH3M IHL
HILMI A0S SH. LMIAd 0 LNIEd
) FILIEHAM ¢
Hitde 530 LHIEd W I3000, 764
IHIAD TEaS SNsS0D (23 LHIEd fel
"3 HS3ES FLIAEM, S0 NP -
W 1H3N HE344 N30 3 LNIEA
LMId®d © LMIsd
AHLEHOM D FFMERNGE LMIEG 0 3SHRANT
IHIAG fWMHI JAnLHIAa" oL Lnoae 39
Y MNd&e LMIRG 1S Gdls 0 3WOH
N bt e P
] LMIEG CFIMERIE LNGNT .
RN HOWET JEEE, SEED LM TN
W IHR HOMET NS00, 610 LHITEd
AHNTx
HEAT
w0 %R 4T tEH 138
HUSESERT —  JHOd  fa "
AHIAA ¢ LHIMA ¢ JHIdd @ LMIsEd e
Se LTIHe LHIdEL @ LWHISD. *oh3HL
MO FATH HIS LTS MI O ZATA
] ASTde LMIFd ¢ LHIHAd PaHNI O
FAHD SHIMMNIDZE A40d FLIT3HSIA
SIHL,. LHIAd © LMIxd [ .d4338 4
03 FAOLHIAOE HLIM JLLIASI L
AHISHI. LMIsd S ghis @ JWoH
wASO D EHAT
IMIaG © 1MIad 03 fud "SH3IL0-
HEHD SLTAM, fEHD IMIEG CL3STT
CEHALIHAENT WTA0L ST LNIHA
ML

ptoLMIR D CMIESIRAIEM
THINA D OMeEIIDAM LHIHA =eanom
IHTEd CoMxxR3dAL AHIad {2 £33 WY
Rt EMIdd F 04 F o= M oAad -0
IHIEA CHMEE LMIAd JT0Ee LNIMd - ST
q35 LMIdS 34 LHIdEd -
SHM LM IS 0L F o=
HoMoad ¢ L3N HS LMIdd
+ Ol T = 8 404 THI LHIMd ‘9"
IMTIEd OH AMIMd (3PN LMINd  ass
=

-

Yl

i

ARS RRES ‘G0 OREn e
0108 gL MO LHIdG Sdid LHINd S9FT
BET HWIHL & < JW3 J40 T > O
o JdI ToEd>x TiHe = JMOCEd 135 a@x
(2= ‘IJI0OHI Hnod =30d
A3 AHL LIH» W LMIHd ¢ LMNIAd &2
"
FSEIAING IHL IAETT ATTEgE0d
[SENE = w IMIHEA . S3ITLINNISE
H Hnos IHINEXT S oo LHIHEZ
Ty I8 FWOs MBEIHLIM "
LHIES D.HD LISOd33 b d3HMY3
3aHL aMId Fow LHIAA . 5T

3= IW0= HIEAL 0

1 JuEEZIM W FHEid T ow 1MIEG ATT
o HOD

Lise A0S aHd SHDJE3M @0d

J0OHE HadY3M 3HL LISTA =
n LNIad T FELHEAOHE MY NS O
2] Fow LHIAL D ——S8MIHL KI
= 40 3IND I WP Sk 3ETTEIA.
IMIEA CarEd TTIHR OHL Lnoag
WIIMEM NO& SH. IHING 0 LHNINAd 29T
£5 T+
IMI- = ox:d Hd 430 83
PR R M PP 3 1A |
LMIa M 1E3M S CMrREIJIISH O
P BIITOM ©OM 2 AS3a0r TIMrEIdA LM
SCMIETIHERM LNAMI CCF 0L T = M
A IOH LNdMI o HNEE IT05 LndMI Bl
F£:435 ANdMI B3
3d
ANdHI ¢ L3N S oHEINEM LNdMI TS
OL T = = ¥0d 0 LXK3W CEIEHS
AnghI TF 0L F o= W oA0d. THZ 0RO
A1NdMI ek LndMI o C03d fud RE3
LOgAdHD aRTe, rE2d HNTHd eBs
T SHILIHHEEHD M3d0. fF4T LMIEd B85
AET QLoD HA3MNO at
WSO T, SF AT LHIEd -D03d
ANANT CFTWEN LNENT o A3WEOLHISTE 3
HL au3d, £ LHIMA. © o« TFA 95 7d
FALNIAdE SHL HIdO, f$#2d LHIEd -2E
aEEs 0L00  HEIWo a8z
chy FuHI = FH4d BT

0IlHd &+

W3y 2

MM2EET JIHEMO0d A3 W3y £

W3d 3

CSIANINIATYE MO 0D HW3dg =
G ANIWJ I3 gN- WI3d  +
S134dS ANg2r TTIHH MIdW W3W E
W3y =

HONE3 W3d T

A0 9TTEOM THNdA3AMOor 3HL W3W 9

sunSry

39

1980

JULY-AUGUST




UL Gon = TEy INTMa L. isaoETa aaas Thing.l O L LTHD . INMTHGA © AMIHd e
‘ .M HHNV:JUMWW&EQDHZHEM T o233 Md }ﬁZD: ANIHG D A™0d TJMO T I [AEET M3 LI IeEL LT Add.
LI TTAIM HIIHM 30, LHNING oz SEHH NOoA 13T HNED I AQTIIIHS o AHIMA D WS3IDITL IS L, td 1, (0s 3
IMINS w IMIMd .1003Y MOH MOM. Sa AR M Ia LMISd W ifF cLIg )
HS aNY S3TIWS S0Jddk, 1NIdHd @sss Hod LT 939mMEa 3aL0s  rEe.
: _ ~ v LHIBES D, TSRS QMY SHOGETN
. _ BESE MNIHL HS 4T @scs g o
aodE, T M o . ~ HOds, STk s G Wi F " 4T . AT
LHINg ,=&J=¢WMMMuﬂm Hd wwmzmmmum Ay H=2Hid ~ a0 = 405 o HEHERS SOoHEN wmﬂum RS
o INTHS ©pdf, fe@EmTsd na ¢ AMIZA . EHNOWER, INTad L, MEM B 333 INI = J MESHL & - wg
. S - szm&-“=mn:ﬁnxm HN04 OLMI N04 SJTIEH aMy a0 TS 4+ OILH - dme LHI
SExd M4 . LSHIE , IMTHd  eeas Th Shoad_lwdnon drd snowss g 5 — T CLMEOMY % 2 ¢ od4m
e O A HHL SOFdEHK. FZMJml fal=ter) 1w 48+ dd = 38 Begz
T = 0Iid'(B = 20 + 23 = =5: . . . o= LHIHA
€5 — <T> aMd o TEd IMI  + H o Loy THEE f..il1a3¥3 Sa1 LT 4 SHO LHE
P e . DL M I, "SAHS GWNH HOOMENG., LHIAA 4343 4, .
D= Z00. i 3ad SFIH AWM AHAOL LMTHS ¢ wbros Sag s “ L TEAHS aHE
N4 L5023 T0.LT 103M. LHINd  STeT Loy A0 sHd 0L IHONONZ 3 SHEMET SOXEEb, ANTEd © 193N
. SH3N GEH LOMNG ANTIAS 00 08 LHHL MIHL #M < TN CEMD M3 CopaENM D
H3H OIOHW 3W0S M04 HobeL o4 5335 IH NIHM SHMOMEd SOTNHK, FLAFT G F OL T = M oHO0d M = =pogssE
ATAGL. LHIAD 1310 LREM A0S LIS HIHL I8 <4 AT CIL - LWIAD CEgnE
OS. “SAHS AW NO4 LY SHOOT. SiF T O w BB 4 iE = Wy wm BSOS 0 LNIEA o LMEALTE HLMEM.,
LINI&A ©.3H ‘30 g0 3uL e ST + (Z = H» + @ETid. HNd wam BoEE LHIHA A MOG3N LHHM 73,
YL SHAOH OMIA (3de LHIHA _ . L HLSE . CEHSH S00EUW. LHIMS C JMINAd  @ois
« "ONIRINYSIS LNISITLA S3ALAMIW MEHL T =B a1 CEnnS pd LHIMA evsE
M33 B H3LdH, LHIHd © LMIHd  coas Tl e o e BLOS T LeEn 5T 0105 | INIHd 80 INIHG GFcE
HOSE MIHL CT *H “ud3TMNed $OIH < o o i R iy
A3 mmsz . o FOIW 4 BEEE MIML wMe £ > $H 4 @@osE
HEniTs T = 3010 oo . 4l F DL T = H 504 %4 1309 Gog= ) SSES OLo ._-_..LH.,n.i DM
2 = IAISIC = 4L .amuoms bt 3 e e A HIAA MIAHL ate = 6 4T (Y (39 BEZEE
= : : _ s foo g BHOOT T A8 OMNIHLOM HO0d Ta M MO M4 LIH
no= FMIBS = d30,JHOM. ININD  @b2E P c .
BZT MIHL alle € > #40 91 @5 om MOLIHZ . LMISd PANING fu.i3 o S LMIHG D JNIEd ., AHODEIM,
BOAT GLOD - wslbds enie TR F LI UM ABHN TIEM. LN RESE LHIED Dul SMTIANE LA0EE MOH.  T0d
= 3OS # = ol e o T ) LNTHA o SITITS GO0 IL: SHIH SOEEM. LMIEd ¢ IMIMd  @EDE
CINIHd  MIHL g = Mm 41 su Fmﬂz 6El= v JdD HOOWEE OO0, LMINS L AN WAMNOMN, = LEasMb:
= e - - e WD NI=-FaWEL o Ood, 3ATD NED Lx3H LT+ szvx SHo= CERMIXEM
e PZMWMJ ETLz I “O5TM. ANTEd  N3HL TL 41 eTeE DT o+ BMAEAM = CEMHAM T
: 5 i AMIMD fw BLETS 3HL ﬂ?xg_umm§&3;»ﬂ+
OLOD ib = JAIS:E = ol . IodH o WO . @RSy d MWA f. aMH MIH = CEMIELIMICT + EMISNM =
¢ = FHIEE = A3 .TIHM. LMINd ez HI S3HLo LNIEd © od®0d . (eSS FMit OL M o= 2t H0d cd o+ aao
o . o a5 Mo fu CWEHAEIT 3HL H0H SIOTIda = dI0D: LMIPd . MOdHZIM HO0
ST OL0O S8 = HAISIE = dliubo LMISS 200708 o fCBETrd Md f, a3 Ao LNI#Ed W SHAHL ONE ATHOK =
Ao = $HiaE = 43°.M080 LNIEd @5HE AN I CATIEEEHD &EE0. LMISS C N04 (04 SIATD SO0, LMISd 0858
; a5 wISAHL S0 AME NI Q08 Lo WP ATEE D00
| LE LU G o= FAISIT = dLi.EHN I. "34ES 3He LWIdd 0 LMIHd  SESE Pus (HIGWIWIN  IMEAS T SHIT HD
3 Ha = #MNISZ = 49:.34-. LMINd @S5z T & T3 AHIM By LMING W SL SIHL. ‘5S4
oT ) = IL M3IHL = % Td < Il 91 .- HS aMd od L SNMOED SO,
<Z TBELE ESST EEST 0L09 M N0 a3 FLETTd AMH CHNOWEE NIHHD A LMIMA  MNAHL 1 4T, AKHL = o
GSRE OLOD 1AM Wik HBHLE3 T, LMI™d . d0 SLIF £ #Ma #1437 MO WMOS. = <E# .
M3HL <F M aSl8H. . $AIW < > S ON0&% SMOHS OHY DOHS SIH 40, M2 $L437 MO W 3IHM, = <
A1 F DL T = M 304 %90 130 G55 LHIdS W NOTLOSS SricWdE 3HL 0 FLATT A0 L HEEIS. = ¢S FMY $1437 .
Fe CME HO 45 W ) L nos SFAPL SO2aL., LMIdd MO W JHOMS . = 5 CFMY WLA3T = 7 @s5ES
A B CSLAIH FHL LIH>» . LMIAA [l s S o4 OILM o EED LMT = IL: STEE QLon
AHI - EERE = TH> w @AT + 0F = ZH> ANIEd foe iMHMO L.NOQ 04 MNOGHEM o
T + 0T = 3 ; ; TS LoHETe LNISD a4, ‘SA
OLOD B LNIdd CHS + Z % ZH = Od @IS ~ O = HE ONGE A0A LW SHMOND SO,
ANIdEA *u ITIIHS H & L LMIMd © LNINS :© 1X3IN NIHL &
;i w AMIEd L0t SAATD ONE GTI0D . :&EJ M 2 CHMISNM AT b DL T =M
B HN0s SIAPL SOEUH. AMIEd T . HIHL wda 4 : HOH DEM O, CHMEN NCOGHEM SHL H3
5] = HS:¢@Sod Md  — J7I00 = Q700 GEoE 0 ANFX W LNANI 0 LMINd G ,il09 1
; = O BA-LHHM  (AENO.  "SAHS SO0
g BEST QLOD ¢ LMIMA .. i LIQ3HD L By LMIdd © LNIdA $H LMINd 3
! " . BSEZ NIHL wle < 2 $4 47 =
IATD L-MOD. LMING (W1 L0g e e —— o ; [
AHHDIS W T SHHS ONE SHMOHS, DLFE "BIBT DS BTTT OLOD © AMINdG 9 E
LMHIES WSO CITIFIHS 3HL CEEEZ LD PMOMND MEML T CEpR LNIMd  M3IHL o e = #0 41 #d 139 @ozz o
ANE 0L 97080 HOAONZ. LHIAd . FLAZT = 0T M CwSWEHWx sl o fw €7 HO L 1IHY. S
JAHH LON D3 NOA LWHL S335 34 A b DL T o= poE0d 0 LMING sEes kZHm& POLNIMA . AT AT o
MNIHM. LMIHD  H3HL <BS>d N4 . ] ) . ANIMd :uH0 LY 3M8L L1 204 53 c
> QDS 4T AMIMD ($H LMING  GTos SIS OLoD .P?_H.u.m.,..wmu_ LM EA JEId 9708 o 'd AMING C LM08 34
BS5T MIHL whe < > $H 41 5858 BEED MAHL ol < 2 #H 41 B8 IO ATNGO MHI I NAHL. ‘S4HE S0
BESE OLOD © LNINd W BFET DAOG L ANTdd sy ek, LNISd (<8 + 0Ll ~ B
ANINA  MN3HL WMo = $5 JI :#d 13T @S2 LMIEd  NAHL «Te = #H 41 CEd LIO GSIE > INI = di UNIdd id ININD eszz °
<+







