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Adventure Il — an epic game |
for non-disc systems

| ADVENTURE is a very popular and addic-
| live compuler pame, run on many large
systems throughout the world, However,
despite its popularity among those with
access Lo large machines, it does not seem
1o have appeared on many microcom-
puters. The reasons for that are easy to
see; Adventure is complex, large, requir-
ing disc back-up and difficult to modify to
produce new games,

More general

Consideration of those problems led o
the design and implementation of the
simpler and maore gencral Adventure
program described in this article, suitable
for most systems without the need for
disc-backing store,

Adventure is a computerised version of
the game Dungeons and Dragons, both of
which are cnormously popular, In
Dungeons and Dragons a player is
assigned the role of dungeon masier,
devising the dungeons which the ocher
players explore in an attempl 1o acquire
the treasures hidden there, often after
having fought 1heir way past monsiers of
various kinds.

Each player announces his action to the
dungecon master who then tells him of the
outcome, usually after spinning various
dice to generate a random element.

Adventure, run on PDP-11 systems
everywhere, 15 similar 1o Dungeons and
Drragons except that the dungeons are
devised by the original programmer and
the computer then assumes the role of
dungeon master.

Interactive technique

The computer describes the situation to
the user who replies with the action he has
decided to take. The computer, in turn,
informs bim of the result. This
plaverfcomputer  interaction is  best
illustrated by a sample run of the program
— the user response is im capital letters.

Somewhere nearby is Colossal Cave, where
others have found fortwnes in treasuce and
gold, though it is rumoured than some who
enler are never seen again, Magic is said o
work inthe cave. [ will be vour eves and hands.
Direct me with commands of one of wo
wiards.

You are standing at the end of a road before
a small brick building. Around you is a forest.
A small stream flows ol of the building and
down a gully,

ENTER RUILDING

¥ou are inside a building. A well house for a
large spring.

There are some keys on the ground here.
There is a shiny hrass lamp nearby, There s

&8

food here, There is a bortle of water here,
GET KEYS

Ok

GET LAMP

OK

RUB LAMP

Rubbing an electric lamp is not pariiculaely
rewarding. Anyway, nothing exciling happens.
EXIT

You're at the end of the road again,

GO SOUTH

You are in a valley in the forest beside a
siream wWmbling along a rocky bed.
GO SOUTH

You are in a 20-M. depression floored with
bare dict. Set imo the dint is a strong steg] grae
mounted in conerete. The grate is locked
UNLOCK GRATE

The grate is unlocked.

Once having opened the grate, for
which he must have the keys, the player
then has access to Colossal Cave where
there are problems (o solve and treasures
to gather. However, il he does not have
the keys, there is mo way that the grate can
be opencd. In fact, it may take him a
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while 1o find the entrance as it is all oo
easy to become lost in the forest.

As you can sec from ihe example,
plaving Adventure is rather like reading a
novel, with one important difference.
Instead of following the story passively,
the reader is involved actively, deciding
what is the best action (o take in 2 given
situation, often having to think very care-
fully as the wrong decision may lead to
death.

That afinity with a novel is Adventure’s
main disadvamtage. Once all the problems
have been solved, which may take several
weeks, interest wanes and another
Adventure is required,

The original version of Adventure, pro-
grammed by Will Crowther ar Stanford
Research Institwie, is coded in Fortran,
requires &4Kbytes of memory, disc back-
up and is very difficult 10 modify to
generate new games as many of its features
are buried deep within the program code.
That cxplains the current shortage of
Adventures.

A better solution would be to have a
general Adventure program driven by a
separate database allowing new games Lo
be generated withowt baving to overcome
the programming complexities every time.
In fact, that approach was used by Scou
Adams who has now produced a number
of excellent adventures for some of the
more popular systems such as the TRS-80
and Sorcerer.

We present an Adventure-creating program for almost any system.

The program described here carries this
concept one step further, Instead of one
person producing adventures for a limited

range of systems the idea is to describe a
program which can be implemented on
almost any system and driven by an

entirely  separate  and  machine-
independent database. That allows
owners of the program 1o write

adventures in a simple form and swap
games with someone who may have an
entirely different processor.

Two segments

As mentioned earlier, Adventure 11 is
split into two pards. The first is the pro-
gram and the second the driving database.
Before deseribing the program, it is
worthwhile to look at the gemeral
structure of the database which bas four
main sections:

|. The wecabulary of words recogmised in the
game.

1. The objects that sy ke manipulated.

1. The places thar may b visitgd,

4. The actions perfarmed by specific words,

All that is required to produce the data-
base, and the program is an assembler
and examples of various (able entries are
shown for a Z-B0-type assembler.

The vocabulary 15 beld as the first four
letters of a word followed by an ideni-
ifwing code. That permits the program to
reduce words 1o simple numbers which are
much easicr to manipulate. It also allows
different words to have the same code and
hence the same meaning.

Identitying code

For example, the words “DESCEND"
and "DOWN"", having roughly the same
meaning, may be assigned the same ident-
ifying code. Hence the commands from
the user "DOWN STEPS"™ and
“DESCEMD STEPS" may be handled by
the same function. The table may be
entared thus:
VOCAR: DEFM "MORT : Word "' NORTH'™

LDEFB 1 : Mdentifving code
i I L4}

DEFM EAST'

DEFE 2 : EAST has code

||2-I

DEFM is the instruction o define an
ASCIN string and DEFB is to define a byte,
The table has the name "VOCAB™ amd
terminated by a byte of OFFH (235 or
—1). The words for movement —
narth,south,ctc. — must have codes in the
range 1 to 12 as the program prints the
message — | cannot 2o in that direction —
if it cannot find anyihing 1o do with words
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in that range. Other unmatched words
generate the simpler response: | can't.

Objects are anything which may be
moved from one place to another and/or
transformed from one thing to another, A
lamp, for example, may be carried with
the player and it may be transformed from
a“LIT LAMP" to an "“UNLIT LAMP*®
and, of course, back again.

Each object has an entry in cach of two
tables: the object location table which
records the current position of the object
and the object description table which
contains the text wsed to deseribe the
object.

The cureent location table is named
"OBJLOC" and the deseriptive text table
“OBITXT". OBJLO is terminated by a
byte of OFFH, OBJTXT needs na termin-
ation.

OBILOC: DEFBE 3,0 :Object Dat
loeation 3
DEFE 50 s Object 1at
location 5

: Simalary for

ather objects

OBITXT: DEFW MO + Address of tex
for ebject 0
DEFW M1 y Address of text
for ahject |
MD: DEFM ‘A lietle : Description af
axe' object
DEFBE 8OH : String termin-
atar
Mi: DEFM ‘A bunch
of keys®
DEFE  30H

Mote that the object position inform-
ation is two bytes to allow it to be at a
location — first byie is 0-225 — ar in some
special place, such as carried by the player
— second byte is used. Also, the object
deseription table OBITXT contains the
address of the actual description for each
abject.

Simple indexing

That allows simple indexing by object
number into the table to locate the real
test, I it were not done that way, the
table would be much harder to use as each
eniry would be of an unknown lengih.
The byte 80H is used to terminate the
string.

The locations are the places that the
player may visit. They may be rooms,
caves or anything desired by the
Adventure writer. Each location has an
enlry in two tables: The description of the
location and the list of directions the
player may go from there. The location
deseriptions are held in a table named
LOCTXT and the possible movements in
MOVEMT. Both of those tables consist
of pointers to the actual data as described
for the object descriptions above.

MOVEMT: DEFW DO ; Pointer o loc-
ation () moves
DEFW 1 i Pointer to loc-
aticn 1 moves
s ete. Tor rest of
locations

The following example movement
shows an entry that says that word O takes
feordnued on next page}
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