
Eamon 

An Adventure Game for the Apple II 
With (Almost) Everything 

Robert Plamondon 

What would you expect from the ideal 
adventure game'! A good plot. of coun,e. 
A game that gives you many op11ons 
would be nice - 100 many games prac11-
cal I y play 1hemsehes. Exci1emen1 
(maybe combat) ii, imponant. 100. Per­
hap!> a series of adventures would be 
more fun than JUM one. And, of cour~e. 
the game should be without obvious 
flaw,. 

Many gamei, meet these criteria. but 
very few are available for less than $5 
per adventure. And only one is designed 
10 allow you 10 write your own adven­
tures without actually doing any pro­
gramming. This game is called The 
Wo11derful World of Eamon. 

Description 
£amo11 ii> an all text adventure game. 

revolving around !he acti vi11es of a make 
believe charac1cr in a mat..e believe sel­
ling.The Computer describes 1he se1-
1 i ng. and 1he player con1rols his 
charac1er wi1h 1wo-word command!>. 
such a, GET TREASURE, or FREE 
PRI CESS. The adventure is usually a 
queM: the character mu<,t recover some-
1h1ng. such a, a kidnapped princess or a 
cure for 1he Black Plague. 

Unlike mos! adventure gamei.. 1he dif­
ficulty ,n ,uccccd1ng in the ques1 is 
cau. ed by unfriendly nea1ure~. no! by a 
,cries of riddle,. The problem lies in 
reaching 1hc goal before being hacked to 
piece!-.. not in trying to puzzle out a series 
of ambiguous clues. Thi~ makes Eamon 
more exciting than many adventure 
game!.. 

Rohen Ph,mundon M 7 SW 151h S1n:e1. C,,r, JIii\. 
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Eamon has a ~la~ter D1~kctte w hkh 
contain~ the program<, for crca1mg char­
acters. buying good:-.. and ,o on. It al,o 
contaim, a ~hort adventure. called The 
Beginner-,· Cave. To the bes1 ol 01) 
knowledge. Eamon i, available onl} for 
the Apple II. but it could be adapted to 
other computers. ,ince it 1s wrillen 
entirely in Basic. 

Playing Eamon 
When you boot up 1he Master Di,L 

you are ~J...ed for }Our character·~ name 
The program searche, through the 11,1 of 
your old characteri,. I f I! finds an old 
character with the same name. it read-, in 
that character· tathtic, .ind send, }OU 

to the ne,1 program: the ~fain Hall. 
I f it doei.n't find a charac1cr. ii 

assumes you want to create a new one 
and rolls up ,ome stat1'>tics . Characti.:r-, 
have three major aurihute!>: hardine,,. 
agility. and charisma 

Hardine,i, il. a mea..,ure of the chara~­
ter's strength and hi\ ah1ht} to take pun­
ishment. Agility is related to his ah1li1y 
to hit what he is aiming at. Chamma 1, 
the ability to deal amicably "1th other 
creature!.. 

The Mam Hall program allows you to 
purchase weapons. armor. and -,pell,, 
and to sell the loot obtained on adven­
curcs. New character<, ,tart with a small 
amount of mone~ - enough 10 bu} 
,econd-rate armor. a ,,,,eapon. and ma} be 
a weak i.pdl. After brow,rng through the 
Main Hall. the character I readv for an 
adventure. , 

Adventures 
There are 25 Eamon adventure, a\ail­

able now. and several more in vanoU', 
stages or completion. The adventure~ 
vary enormou-,ly in ,1~ k. the wide van­
ety bemg one of the bc~t feacures of the 
game. 

Unfortunately, the) var) m qualit). a, 
well - but the be5,t adventure.-, are ,·er\' 
good, and all of them arc , er., cheap. ,o 
you don·1 waste much monc} 1fyou hap­
pen to choo,e a poor one. 

When you arc ready 10 go on an adven­
ture. the Main Hall program will tell you 
to put the adventure di-.k in the drive and 
hit the C key to begin }0Ur adventure. 

The ad,cnture usual!) :.tam with a 
description of w-hat 1, going on. A t) pi­
cal si tuation i, that some vI Ila in ha.'> done 
·omething un peakable, :md has kid­
napped a pnncess as well. Your job L\ to 
kill the villain. undo the evil deed. and 
rescue the princess. CTh1, cenano 1, 
amazingly durable: it appears not onl} in 
1he usual fantasy setting~. bu1 in ad,cn­
tures such as The Death Star. as well. J 

After informing you of your plight. 
the di k spend, a minute or so reading in 
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the Ba-.e Dungeon Pmgram and data for 
the adventure. After the computer ha, 
digested a fe,\ thou,and b)tc, of data. 
the adventure bee.ins. 

Mo,t feacures of £amn11 ,, 111 be famtl-
1ar to adventure gamer,;: There are 
unknO\\ n area to e>.plore. trea,urc, to 
be found. and problem., to ,oh·c \1m,t 
Eamon adventure, lacJ... a ave game fea­
ture. which makes ll 1mpos iblc to quit in 
the middle without con:,ignmg your 
character to obli, ion On the other hand. 
it avoid, one problem of the other 
games. m which you can ~ave the game 
a m-.urance - by :.a, mg the game 
eve!) five minutes. }OU can undo a char­
acter·, death by loadmg m the ,a..,e<l 
game. 

A typical situation is 
that some villain has 

done something 
unspeakable, and 
has kidnapped a 
princess as well. 

Thh tend 10 maJ...e the ad, emu re a 1..:-.1 
of game-,avmg ,trateg}. rather than a 
test of ,kill in 1he game 11self. In Eamon. 
when a character die,, he stay, dead. 
Thi'> makes adventunng a lot risJ...1er. but 
n J... male, the game more excnmg 

Critters and Combat 
While most of Eamon ii, ,imllar to 

traditional adventure game:-.. it ha, ,,..,o 
unu,ual leature : the ab1h1, 10 maJ...e 
fnend, dunng the adventure. 'and a com­
plete combat -.ystem. 

Creature., in Eamon come in al I ,hapcl> 
and ize,. Some are triend!\. ,ome are 
ho:.tile. and ,,ome can be either. depend­
ing on the character·, chansma and luck 

Interaction with other creature, 1, 
rudimentary: if a cnm:r likes ) ou. ll iol­
low )OU around and help,, fight )Our 
enemie,. It II di like, you. it auacJ...,) ou . 
I f it 1, neutral. 111enorc<. \ ou. and retu,e~ 
10 auacJ... either-) our fnend or } our 
enemie,. 

Gifts can mnuence a creature· reac­
tion to a character. Gi, ing out gold can 
sometime, make a ho,11le creature 
friend I) Gi, mg a friend!) creature JUnJ... 
to carry ma) make II ho,11le A character 
of mine once eave a de,tro, ed • drmd to 
the WooJ...1e in-the Death Star adventure 
The Wook1c displayed h1, re~entmcnt at 
being u ed ai. a pad. animal b) J...1llmg 
m) character. 
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Combat 1, a maJor ingredient of these 
ad, enture, l:.umo11 \\ as dc,1gned with 
fanta,) role-playing game in mind. and 
ha., an excellent combat yMcm. 

When one creature triei, to hit another. 
11' abllir~ to h11 1, equaJ to 11, ,, capon 
,J...dl minus the c.Jod!!ml! ,J...111 of 1he tar­
get The amount of damage done b) a 
blm, 1-, determined by the weapon type. 
Armor ab,,orb, a certain amount of dam­
age.: per blo\.\: the remainder i, ,ubtracted 
from the deiemkr', hardme" If the 
creature 

0

!> hard me-,, drop!> to ,ero. it 
die, 

Thii, applies to characters, 100: char­
acter-. die quite often in Eamon Fortu­
na1eh. these death, aren't random or 
arb1tran (as the, are in ,omc of the 
poorer commercial gamei,). Combat 11, 
dangerous. and 1f )OU fight. your life is 
in danger. I f )OU pK·J... your fighli, care­
full}. you loi,e few er characteri,. 

E,er) time )Our character u,es a 
,,capon or ~pell ,uccei, full). there ii. a 
chance that hll, ab1h1, m that ,J...dl w 111 
mcrea,c. Thi 5, lch \ OLJr charactcrl> learn 
from experience.' and a~ their ,kill 
mcrea,e,. they can tackle progn:"1vel) 
more difficult dd\enture,. 

Figure I ,how, part of a game. includ­
ing combat. 

Designing Ad, entures 
One ot the '-Jll!Ctal Eamon d1,t,..c11e~ i, 

the Dungeon De'lgncr Di,J...e11c. or 
DOD. w h1ch ha_, a collccuon of pro­
gram!> to help you create ) our own 
adventure~. 

Eamon is ,truetured -,o 1hat mlorma-
11on about the ,11h enture. ~uch a., mon-
ter dc-,criptwn,. room layout. and 

artifact data. arc all ,1ored in d1,I-.. t 1lei,. 
The Ba&e Program u<,e\ 1hese data to run 
the adv..:nturc. 

Thi, mean:.. that all )OU have to c.Jo 1:.. 
wnte the data file,. the adventure.: pro­
gam "already\\ nuen The up-.hot Is 1hat 
Eamon adventure, can be ,, ntten ""1th­
out domg any programming at ull 

The program\ on the DOD prompt the 
u-,er lor input. and ha, c ,c\'Cral u,etul 
lC\t edning command-,. making II ca\) to 
input the data for an ad\'enture. The pro­
cedure for I) ping m an ad, enture i~ 
really quite simple: the hard part 1-. com­
ing up w 1th good idea, for ad\'cnlure-, 

Recommended Prol!rams 
Eamon wa~ dc,eloped by Donald 

Brown for the purpo,c of pun mg a com­
puter role-playing game ~) ~tern m the 
public domain. \\ h1k mo:,t designer-.. are 
content to de,,1gn ea1..h adventurl' lrom 
\Cratch. Brown de\lgned an ad,cnturc 
'0 ,·,em. w11h program, 10 help author, 
create their oy,, n adventure~. 

Smee Eamon 1, m the public domain. 
11 i, legal. e1h1caJ . and tun to mah· cop-



Eamon, continued . . . 

ic'> of the program, for your friend,. 
Finding them ,, ,omelhmg of a tncl... 
however. While I knO\\ of 25 ad,cn­
tures. there may well be hundred<, of 
which I have not heard. because the 
authors haven't made their creation, 
known. 

A complete 11,t c,f adventure, kn<m n 
lo me i:. in Figure 2. The ad,·cnturc, I 
recommend for beginners are: 

Eamon Ma,tcr D1 kctlc b, Donald 
Brown. You must have thi:, d,~lellc lo go 
on adventure,. The Master Dl',kc1tc 
includes The Beginner,;' Cave (a simple 
advenrure). a couple of utilit} program, . . 
and the ,pccial Master D1,kette 
program~. 

The Temple of Ngurct b) Jame, and 
Robert Plamondon . Thi, i, a ,en 
,ophi ticated adventure. if I do ,ay -;o 
myself. My brother wrote the adventure 
itself. and I tinkered with the program, . 
Your character i'> ,cm on a queM to ,teal 
the medallion of the demon 'gurct 

Death Star b, Donald Bro"'n Thi' ,, 
by far the funnie'>I ad\ enture. Your char­
acter mu\t ,hut off the tractor bt!am m 
the Death Star ,o he can e,capc m the 
Millenium Falcon. The Stonn Troopers 
are even wor,e ,hot · than the}' were m 
the movie. Donald Brown told me that 
this adventure "a., supposed to be a ,en­
ous science f1c11on adventure. but failed. 
I think it 1, a t1reat success a, a ,lap,t1ck 
fantasy adventure 

The Ca\.c~ of Mondamen b, John 
Nelson. Second onl}- to \/gurct in 

sophistication. 1h1s adventure flit, )OU 
againM the i:vtl Mondamen. \\ho h~1, an 
army. a magu:ian. the demon \'aprak. a 
capti,e pnnce,s. and an underground 
stronghold . You ha,·e vour "11, and two 
friends. a big guy named Fred. and a 
short guy named Barne} Thi, one 1!> 

difficult. but fun. 

Findin~ Eamon disks 
Donald Bro\,\ n told me 1hat a group 

called Magnetic Fanta!.iel> 1, the official 
Eamon di,tnbutor. Whether th1\ actually 
means anything ~ unclear I h.t\C been 
unable 10 find Magnetic Funta 1e<;· 
addres!.. and I kno,\ nothing about 1hem. 
beyond the fact that Donald Brown 
recommend, them. 

One i,ourcc l do knO\\ ,ometh1ng 
about 1, the Apple Avocation Alliance. 
Inc. (AAAJ. The AAA ha, 20 of the 25 
""knO\.\n" adventure~. and ,qll probably 
have them all by 1he time you n:ad th1i.. 

The AAA's main function i!> to di,1rib­
ute puhlic domain !.of1wurc for the Apple 
at lo,v CO\l. There are \everal wav, of 
getting programs from AAA • 

I . Send a disk \,\ ith ten Ar,ple pro­
gram~ 1hu1 aren·1 in AAA', catalog. and 
receive u di,k of AAA program<; in ex­
change. AAA even pay, return p(Nage. 

2. I f )OU don't have programs to 
exchange. you can aJway pa}- cash . The 
fee for copying AAA di~h onto your 
disks I SI 00 per disk side ( a common 
practice is 10 put programs on both ide. 
of the di\k). 

3. tr you don ·1 want to send di,k . you 
can buy them with the programs. AAA 
charges 3.50 for Verbatim Datalife 
di k . for 3 Memorex disks. and S'.! for 
u eddhh. 

There 1!, aJ<.o a fee of S:27 on \ our first 
order or exchange. • 

Send order<; and inquirie!i to Roa 
Malcika. Apple Avocation Alliance. 
Inc., 7'.!I Pike St.. Cheyenne WY 
82001. 
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A third source of Eamon adventures is 
John 1el on at 1226 E. University. Des 
Moines. IA 503 I 6. John has written sev­
eral excellent Eamon adventure!.. and 
always eem<; co have a fe\.\ more in the 
work~. He ii. also trying to coordinate the 
Eamon adventures by making sure new 
adventurci, don·1 have rhe !,ame name 
and volume number . People who are 
considering" riting an Eamon adventure 
should drop him a line. 

There are some differences between 
John 1 el~on·s inventory and AAA's, 
mostly because AAA doesn·t have all of 
John 'i. adventures at this writing. 

Eamon adventures can be obtained 
from John Nelson for $5 each. 

' 
' 

~~~---= -- -- __.,. --., 
-::::..---
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Eamon, continued . .. 
Figure /: Part of an Eamon adventure. 

A character named Marcus Antonius buys 
a spell in the main hall, and goes adven­
turing in The Beginner's Cave. After 
meeting a friendly warrior named 
Heinrich, Marcus Antonius encounters a 
wolf and a cave man. 

AS YOU WANOER ABOUT THE HALL, YOU 
REALIH YOU CAIi DO ONE OF SIX THINGS-­

I. GO ON AN ADVENTURE. 
2, VISIT THE WEAPOII SHOP FOR UEAPON~ 

AND/OR ARMOUR. 
3. HIRE A WIZARD TO TEACH YOU SOME 

SPELLS. 
~. FINO THE BANKER TO DEPOSIT OR 

WITHDRAW SOME GOLD. 
S. EXAMINE YOUR ABILITIES. 
6. TEMPORARILY LEAVE THE UNIVERSE. 

(HIT THE KEY FOR YOUR CHOICE, 1-6)5 

YOU ARE THE MIGHTY MARCUS ArlT ON I US 

YOUR ATTRIBUTES ARE: 
HO•l~ AG•21 CH•22 

YOU KNOW me FOLLOWING SPELLS-­
NO SPELLS 

YOUR WEAPON ABILITIES ARE--
AXE BOW CLUB SPEAR SWORD 

St -10\ 20\ lOt Ot 

ARMOUR: LEATHER AND SHIELD AE•O~ 

GOLD IN HAND•81, BANK•O 

WEAPONS CMPLX DAM 
SWORD lOt 1 D 
(HIT ANY KEY TO CONTI NUE) 

AS YOU WANDER ABOUT THE HALL, YOU 
REALIZE YOU CAN DO ONE OF SIX THIIIGS--

1. 00 ON AN ADVENTURE. 
2. VISIT THE WEAPON SHOP FOR WEAPONS 

AND/OR ARMOUR. 
3. HIRE A WIZARD TO TEACH YOU SO~E 

SPELLS. 
~ . FIND THE BANKER TO DEPOSIT OR 

WITHDRAW SOME GOLD, 
5. EXAMINE YOUR ABILITIES. 
6. TEMPORARILY LEAVE THE UN IVERSE. 

(HIT THE KEY FOR YOUR CHOICE, l-6) 3 

AFTER A FEW MINUTES DILIGENT SEARCHING, 
YOU FIND HOKAS TOKAS, THE OLD MA GE . HE 
LOOKS AT YOU AND SAYS, 'SO YOU WANT OLD 
TOKEY TO TEACH YOU SO~IE '1AGIC, HEH HEH? 
WEL L, IT'LL COST YOU. TODAY HY FEES ARE, 

BLAST Jqg 
tlEAL H6 
POWER ~8 
SPEED 2181 

WELL, I-IHI CH Will IT BE?' 

(!!IT THE KEY FOR YOUR SPELL, B,H,S OR Pl 
PO~IER 

HOKAS TEACHES YOU YOUR SPELL, TAKES 
HIS FEE, ANO RETURNS TO HIS STOOL ON 
THE BAR. AS YOU WALK AWAY YOU HEAR 
HIM ORDER A DOUBLE DRAGON BLOMB. 

AS YOU WANDER ABOUT THE HALL, YOU 
REALIZE YOU CAN DO ON[ OF SIX THINGS- -

1. GO ON AN ADVENTURE. 
2. VISIT THE WEAPON SHOP FOR WEAPONS 

AND/OR ARMOUR. 
3. HIRE A WIZARD TO TEACH YOU SOME 

SPELLS. 
~- FIND THE BANKER TO DEPOSIT OR 

WITHDRAW SOME GOLD. 
S. EXAMINE YOUR ABILITIES. 
6. TEMPORARILY LEAVE THE UNIVERSE. 

(HIT THE KEY FOR YOUR CHOICE, 1-6)1 

INSERT DISKETTE WITH ADVENTURE (OR KEEP 

THIS DISKETTE FOR BEGINNERS CAVE) IN 

OISK DRIVE IN SLOT SIX, DRIVE ONE THEN 

HI r •c 1 

YOUR COM'1AIID1 FLEE 

YOU ARE SUtlDIIIG IN 
THE MIDDLE OF A LONG PASSAGE 

>> HEINRICH IS HERE, 
» f/OL F I S HERE . 

YOUR COl:IIANO? FLEE 

YOU ARE IN A SHALL, STARK CELL WITH A 
DOOR ON THE WEST SIDE. 

>> HEINRICH IS HERE. 
IN THE ROOM IS A CAVE MAN, ROASTING A 
DEAD RAT OVER A T ltil' FIRE. HE IS DRESSED 
IN ANCIENT HIDES, ANO HAS A BIG CLUB 011 
THE FLOOR NEXT TO HI i,. HE SEES YOU AND 
SMILES. 'FAT ADVENTURER,' HE SAYS. 'YUM 
YUH,' 

YOUR COMMAND? ATTACK CAVE MAN 
MARCUS ANTONIUS ATTACKS CAVE MAN 

--A HITI 

CAVE MAN TAKES DAMAGE BUT 
IS STILL IN GOOD SHAPE. 

HEINRICH ATTACKS c~ve HAN 
--A MISS, 

CAVE HAtl ATTACKS HARCUS MlTONIUS 
--A MISS. 

YOU ARE STANO I UG I P4 
AN EAST CELL 

>> HEINRICH IS HERE. 
>>CAVEMAN IS HERE. 

YOUR COMMAND? 
ATTACK CAVE MAN 

MARCUS ANTONIUS AT TACKS CAVE MAN 
--A CRITICAL Hill 

CAVE MAN IS VERY BAOLY INJURED. 
!IEltlRICH ATTACKS CAVE HA.I< 

--A MISS. 
CAVE MAN ATTACKS HARCUS ArlTON I US 

--A FUMBLE l 
WEAPON OROPPEDI 

YOU ARE STANDING IN 
AN EAST CELL 

>> !IEINRICH IS HERE. 
>> CAVEMAN IS HERE, 

YOU SEE THE CAVE HAN'S CLUB, IT'S A HUGE 
PIECE OF WOOD, BOUND WITH IRON BANOS. 

YOUR C011MAND? S 

YOU'RE I~ THE MIDDLE OF THE LONG HALL. 
DOORS ARE BOLTED ON BOTH SIDES OF YOU 
(EAST AND WEST). THE HALL EXTENDS NORTH 
ANO SOUTH. 

>> HEINRICH IS HERE. 

YOUR COMMAt4D? W 

YOU ARE IN A SMALL, STARK CELL WITH A 
DOOR ON THE EAST SIDE. 

>> HEINRICH IS HERE. 
IN THE ROOM IS A HUGE WOLF. IT JUMPS UP 
FROM WHERE IT I/AS SLEEPING, AND BARES 
ITS LONG YEL LOW FANGS, 

YOUR C0~1MANO? ATTACK WOL& 
MARCUS ANTONIUS ATTACKS WOLF 

- -A MISS. 
HEINRICH ATTACKS WOLF 

--A MISS. 
WOLF ATTACKS '1ARCUS ANTONI US 

--A MISS. 

YOU ARE STANDING I~ 
A WEST CELL 

>> HEINRICH IS HERE. 
>> WOLF IS HERE, 

YOUR COMMAND? 
ATTACK WOLF 
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HARCUS ANTONIUS ATTACKS WOLF 
--A MISS. 

HEINRICH ATTACKS WOLF 
--A MISS. 

WOLF ATTACKS MARCUS ANTONIUS 
--A MISS, 

YOU ARE STANO I NG IN 
A WEST CELL 

>> HEINRICH IS HERE . 
>> WOLF IS HERE. 

YOUR COMMAND? 
ATTACK WOLF 

MARCUS ANTONIUS ATTACKS WOLF 
--A MISS. 

HEINRICH ATTACKS WOLF 
--A 1",ISS. 

WOLF ATTACKS MARCUS ANTONIUS 
--A MISS. 

YOU ARE STANDltlG IN 
A WE ST CELL 

>> HEl~RICH IS HERE. 
>> WOLF IS HERE. 

Figure 2: The Known Eamon Adven­
tures. 

No. ame 

I Mas1er Disk & The 
Beginners' Cave 

2 The Lair of the Minotaur 

3 The Cave of the Mind 

4 The Zephur R1vervcnture 

5 The Castle of Doom 

6 The Death Star 

7 The Devil's Tomb 

8 The Abductor's Quarters 

9 Assault on 1he Clone Ma...ter 

10 The Magic Kingdom 

11 The Tomb of Molinar 

12 The Quest for Trczore 

13 The Caves of Treasure Island 

14 Funoso 

15 Heroes Castle 

16 The Caves of Mondamen 

17 Merlin's Castle 

18 Hogarth Castle 

19 The Death Trap 

20 The Black Death 

22 The ScnalOr'b Chamber~ 

AAA 
No. 

EOl 

E02 

E03 

EO-t 

E05 

E06 

E07 

E08 

E09 

EIO 

El I 

E12 

E15 

E16 

El7 

E20 

E19 

23 The Temple of Ngurct E 18 

- The Los1 Island of Apple E 13 

- The Underground C11y E 14 

Dungeon Designer's D1skc11e !:.OD 

EAMON Utilities EU 

The numbers in 1he lefl-hand column 
arc 1he ones John Nelson uses. The ones 
on 1hc righ1 are the AAA catalog number . 
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