00866C PROGRAM SUBMITTAL

5 New Program O Revision to Program
Model No. 0e7 097 X 41C
Program Title WOMPUS

No. of Steps/Lines 340 Category No. . 820

Category Name GAMES b T T S
Abstract — 50 Word Maximum

You must kill him before he kills you. Tunnels connecting caverns
change each time game is played. The wompus may move when shot
at, but he leaves tracks. Sleep only when you must as Goblins
may carry you off while you snoozel! Best part of program are the

~fights you have with Wompus.

N y A ries:

2 memory modules, card reader helpful

Name David Hayden

Company S
Address .38 Washington Street
city . Rocky Hill — State/Country N.J. Zip Code 08553

Phone Number (609 ) 921',\;8,2»5 9

If my program is accepted, my bonus choice is: ( Please select two programs if your program is a revision. )

Acceptance Choice: O FOUR PROGRAMS, ?CREDIT FOR FOUR PROGRAMS*, OR TWO PROGRAMS AND 10 BLANK CARDS.

L1l Levr e e b et
* No partial credit will be given. Select all four programs at the same time. q_azg K! é

Submittal Checklist: Please use the checklist below to insure submittal of all proper program documentation.

O Program Submittal O Program Description il O Program Listing(s) O Registers, Status ...

0O Program Description | 0 User Instructions O Magnetic Card(s) O Keyboard, Card Labeling
(optional)

ACKNOWLEDGMENT AND AGREEMENT
To the best of my knowledge. | have the nght to contribute this program material without any q of prop y or of other persons or
organizations. | am contrbuting this program matenial on a nonconfidential nonobhgatory bas:s to Hewlett-Packard Company ("HP") for inckusion in its program library, and | agree that HP may use, duphcale.
modify, publish. and sell the program matenal. and authorize others to do so without obligation or liability of any kind. HP may publish my name and address, as the contributor, 10 faciktate user inquiries.

:g.::r: to ﬁmﬂd ] l Date m/ol\lﬁ ) f 18 J
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PROGRAM DESCRIPTION T ¢ oic

Program Titte WOMPUS
Contributor’'s Name ' David Hayden
Address 38 Washington Street

city Rocky Hill State/Country MY+ Zip Code 08553

Program Description, Equations, Variables The Wompus lives in one of 20 caverns. You
start in cavern #1 and must move through the caverns until you

find the beast ("I siell a Wompus" will be displayed if he is in

one of the adjoining caverns). At this point you must shoot at the
wompus with one of your 20 arrows. If he is in the same cavern as

you, he will attack when you draw your bow. If the Wompus is shot,

and wounded, he will quite likely move to another cavern. When he
does this, however, he leaves a trail which can be followed. If

you feel your efficiency -is below the Wompus's, you may want to

sleep for 8 hours. If you do, you run the risk of being carried
to another cavern by Goblins who live in the shadows. Tunnels

between caverns change each time the game is played.

Necessary Accessories < memory modules, card reader helps
Operating Limits and Warnings It 1s possible for the initialization program to

create the tunnel netw$rk in such a way as to isolate one or more

caverns from the rest. This is, however, extremely unlikely. Note

that tracks are one way, i.e. tracks from 11 to 12 don't imply tracks

from 12 to 11.
Reference(s) I haven't the slightest idea who came up with the

original Wompus game, but it wasn't me so I guess someone should

be acknoledged.

This program has been verified only with respect to the numerical example given in Program Description Il User accepts and uses this program material AT HIS OWN RISK. in reliance solely upon his own
inspection of the program material and without rehiance upon any representation or descnption concerning the program material

NEITHER HP NOR THE CONTRIBUTOR MAKES ANY EXPRESS OR IMPLIED WARRANTY OF ANY KIND WITH REGARD TO THIS PROGRAM MATERIAL. INCLUDING. BUT NOT LIMITED TO. THE
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. NEITHER HP NOR THE CONTRIBUTOR SHALL BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL
DAMAGES IN CONNECTICGN WITH OR ARISING OUT OF THE FURNISHING. USE OR PERFORMANCE OF THIS PROGRAM MATERIAL.




PROGRAM DESCRIPTION I s 2one

Sample Problem (Sketch if Desired)

After a hard day at the office, a good game of Wompus releives your

tensions. Note that this assumes that you have stored 0O in ROO.

SOLUTION:
Input Function Display Comments
SIZE 051 SET CORECT SIZE
NOW ENTER ‘PROGRAM "WOMPIN"
RUN SEED IN ROO? IN CASE YOU FORGOT TO STORE

SEED FOR R.N.G.

PLEASE WAIT BUILDING THE NETWORK TAKES
SEVERAL MINUTES

ENTER DATA R31-RpPO WORDS USED IN FIGHTS
NOW ENTER PRO[GRAM "WOMPUS" YOU WILL HAVE TO CLEAR THE
THE WOMPIN PROGRAM IF YOU
HAVE ONLY 2 MEMORY MODULES.

XEQ B O DAYS O HRS TIME ROUNDED DOWN TO THE
NEAREST HOUR
IN CAVERN 1 YOUR LOCATION
YOUR EFF.=100% YOUR EFFICIENCY
TRACKS TO: THERE ARE NO TRACKS.
TUNNELS TO: 4 3 P TUNNELS TO THESE CAVERNS.
4 XEQ C O DAYS O HRS

IN CAVERN 4
YUOR EFF.=97%
TRACKS TO:
TUNNELS TO: 8 6 |

8 XEQ C O DAYS 2 HRS
IN CAVERN 8

YUOR EFF.=93%
TRACKS TO:
TUNNELS TO: 11 6|4

I SMELL WOMPUS WOMPUS MUST BE IN EITHER
CAVERN 11, 6, OR 4

11 XEQ D YIPE-WOUNDED THE| WOMPUS
THIS PART AND REST OF GAME
ON FOLLOWING PAGES
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USER INSTRUCTIONS

Page

5of16

SIZE:

(Hparcy 951

STEP

INSTRUCTIONS

INPUT

FUNCTION

DISPLAY

Set size and load program WOMPIN
Run WOMPIN

If you suspect a number not

between 0 and 1 is in ROO, do
the following:

A Press R/S QUICKLY to stop

the program during the pausd

B Store a seea in ROO

Wompin will run for a few minutesg

Enter the negessary data

(see page 14
Enter program WOMPUS
NOTE: If you have only 2
memory modules you will need
to clear the WOMPIN program
first (CLP "WOMPIN")
T8 display current aata:
a= jfdays elapsed
h= sjhours elapsea
e= your efficiency or alertness
a,b,c= caverns to which there
are Wompus tracks
a,b,c= caverns to which there
to which you

are tunnels, i.e.,

any
fraction

can move.

RUN

STO 00, RUN

XEQ B

SEED IN ROO?

PLEASE WAIT

ENTER DATA
R31-R50

)

a DAYS h HRS

YOUR EFF.=e

TRACKS TO:

TUNNELS TO:

alb

a b

(Continued on next page)
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SIZE:
(HP-41C)
STEP INSTRUCTIONS INPUT FUNCTION DISPLAY
NOTE: If "I SMELL WOMPUS" now
appears in the display, the Wompus
is in one of the caverns to which
you can presently move.
all current
6 To move to a aifferent cavern: cavern#| XEQ C data. -
NOTE: If you specify a cavern
to which there is no tunnel,
“"NO TUNNEL" will be displayea
and program execution will halt.}-
all current
7 To shoot at the Wompus: cavern # XEQ D data

NOT®E:

1) If no tunnel to the specified
cavern exists, "NO TUNNEL"
will be displayed and progran
execution halted.

2) If you shoot into the cavern
where the Wompus is, "YIPE-
WOUNDED THE WOMPUS" will be
displayed. If he is not in
the specified cavern, "PING. .
HIT A ROCK" will be displayed

3) If the wompus is in the same
cavern as you, the two of yoy
will fight til he gets away,

or one of you dies.

(Continued on next page)
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SIZE:
(HP-41C)
STEP INSTRUCTIONS INPUT FUNCTION DISPLAY
8 To sleep 8 hours: XEQ E SNORE, SNORE
all current
NOTE: Goblins may carry you off data
in your sleep, in which case
"BODY SNATCH'" will be displayed.
Your new location will be given ..
in the current data.
9 For a new game, go to step 1
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Oe7 097 B4IC WOMPIN Initialization program

STEP/ KEY CODE STEP/ KEY CODE
LINE  KEY ENTRY  (67/97 only) COMMENTS LINE  KEY ENTRY  (67/97 only) COMMENTS
" EleLEL ~wom o 44 ®w<=y7 T
F;g Set display
o= mode
- TH Random Number
.2 generator
& Insure seed + (R.N.G.)
as TOME &8 FRC
a7 PSE 2 BTO 89
o T T = =
8 SF EZS -5 - Decide tunnel
a2 ~SET SIZ sS4 _ :
E g51" 55 IMT L
1E RCL S8 SE B=GT7 tunnel to self?
11 FC? 25 ST GT0 &z
12 PROMPT Insure size S8 FS57 IHD Tlgizeﬁivern already
12 RCL gg = < ‘
i4 CLEG 59 GTG &3
1S STO &4 B SF O IMB =R
15 2@ - Store counter &1 CHS flag off that cav.
17 STO 41 £2 RCL =1
ig ~pPLEGSE 63 +  _  R44= flag register
WARIT &4 STO 44 ror destination
12 RAYIEH B HI4=G57
o<l BL 28 Beginning of A5 GTO @z
21 RCL 41 loop 67 RCL 44
=0 2@ a8 =@ 3 tunnels already?
23 + &3 +
24 ECL IHD TE ECL O IHID
“zs Lemez 71 3
25 + T Hi=YT
27 STO 42 # tunnels to I GTO B9
2z = destination T4 RCL IWD
29 ®L{=Y7 skip if greater _ 4+ )
Fa oTo 832 - L ¥5S 1 EXR )
=1 1.61 than 3 | 76 ok Store info
IZ«LBL 84 7Y RBCL 44
33 CF_IMD ¥ clear flags e T
4 156 H ’ T3 STC IHD
= GTO &4 +1
IoelLBL &1 S RCL IHD
7 & 4
8 STO 43 21 1 ES
_ If more than oo .
S9«LBL 25 7 tries to e o
4G 135G 43 o= RO 21
. _ make a tunnel o~
41i+LEBL @2 o4+
42 RCL 43 have begn made 55 STO IHD
43z 7 thep end loop ; ad

Note: Refer to "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for specific information on keystrokes. The Function index is found at the very back of the Handbook. Refer to Appendix E in
67 or 97 “OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for exact keystrokes.
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Oer D97 &aic WOMPIN Initialization program
STEP/ KEY CODE STEP/ KEY CODE
LINE  KEY ENTRY  (67/97 only) COMMENTS LINE  KEY ENTRY  (67/97 only) COMMENTS
26 ECL 41 1368 RCL &g
27 =2a 131 9821 R.N.G
2z + 132 =
2% ROCL 494 133 2113527
H 28 134 +
I1 0+ 135 FRC
%2 1 135 Z&E
32 ST+ IHD Inc_I.fement flag 137 = Wompus location
R registers -t -
T : 132 IHT
94 ST+ IWHND 129 STa 22
£ i4@ CF @ag
95 ISG 42 i4i CF &i ,
26 GTO ©1 Continue loops 142 CF @z ggi‘e‘ggytﬁ“s’tp;gt
2r+LBL B3 143 CF 63
g DSE 41 144 CF G4 of the program
22 LTO 2@ 145 F g5
1EE 24 148 CF B& |
il ENTEET 147 BEEFP Prompt for data
igz 1 EZ " Devide RO1-R20 i4g “ENTER I
iGaIZel Bl 27 by 1,000,000,000 aTH RE1--
184 ST~/ IND 142 “LRSE-
A 158 GYiIEW
185 DSE Y 151 EHD
1GE GTO &7 S S
1e7 232.625 SR SRS d
leg RCL ?!_ Store tunnels from-
1aS+l Bl G& .
cavern 1 in R23’ JUNS S P
i1a 1 EZ
111 % R24, and R25 —
112 EHTERT i} - B
113 IMT -
114 STO IHD B
=
i1s - -
11e ISG ¥
117 GTO &ac SO SN .
i1g 166 Efficiencies
112 STO =7 B | .
128 STO =28 0.
iz1 1
122 STO Zi1 Your location
122 26 . L
124 STO Tg I arrows S —
125 CL¥ SE
126 STO Z4 time e
i27 CF 23 S ]
128 CF =24

Note: Refer to “HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE™ for specific information on keystrokes. The Function index is found at the very back of the Handbook. Refer to Appendix E.in
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE™ for exact keystrokes.
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WOMPUS
STEP/ KEY CODE STEP/ KEY CODE
LINE  KEY ENTRY  (67/97 only) COMMENTS LINE KEY ENTRY  (67/97 only) COMMENTS
GisiLEBL “HOM 4% STO IHD
PUS™ z
GZeLBL MOVE 46
az 23.6 47
@4 STO Z 41
Ao+ gL @i EX - v
da CLX Check to insure 3:_"; Are you in a fight
a7y ECL IME a tunnel exists =1+
= 5o Display routine '
a8z K=Y7 =32
63 GTO @46 4 RCL =& 4
ig IsC 2 =5 HHMS Convert decimal
11 GT0 51 56 24 hours to days
12 =HO TUHH 57 and hours and
gL 58 INT display
iIZ3 PROMPT =9 gRCL ¥
ldelLBL &8 &8 “+ NAYS
15 RIOH E '
is+LBL Z& &1 RCL =6
17 EHTERT , &2 HME
i2 H<4>» Z1  Switch your locatiion a2 24
12 &4 HMOD
28 [AEs &5 IMT
i .= Update time and £6 GRCL =
22 = your efficiency &7 "+ HRES-
2EF 5T+ =26 68 RAYIEW
24 LASTH 52 PSE
25 T8 IH Cave
=2 =T—- Z7 BEH
27 1 Update Vompus's T1 ARCL 2t
28 5T- 28  efriciency T2 AVIEW
29«LEL Z1i T PSE
23 CF 23 1 rE-
—_:1:1 :EF 24 Clear track flags :"i YOUR EF
2 CF =25 75 @RCL 27
232 2Z.82%5 FER S
24 RCL IHD Y AYVIEH
=1 72 PSE
35+LEL &= 73 “TRACKS
& FRC Get new tunnels TG: -
27 1 E3 and tracks 8/ Fg? 23
2 * 21 RRCL 23
39 EHTERT ; oo ep =
48 IHNT ‘ 2F FS7T 24
41 166 i 24 ARCL 24
47 HAL=¥T72 F= 3
4% SF IHD T 26 Fa7? 25
o, 44 mMOD a7 GrRCL =5

Note: Refer to "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE " for specific information on keystrokes. The Function Index is found at the very back of the Handbook. Refer to Appendix E in
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE™ for exact keystrokes.
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Oe67 097 RaiC WOMPUS
STEP/ EY CODE STEP/ KEY CODE
LINE  KEY ENTRY (57/97 only) COMMENTS LINE KEYENTRY  (67/97 only) COMMENTS
55 AYIEW 121 MO BREGC
83 "“TUHHELZ pis
Ia:- 132 CL¥
QE Z2I.625 133 RCL 328 Encugh arrows?
91 RCL 2z 124 H<L=87
Sz« EL 83 135S PROMPT
A 122 BEE 2@
ad RCL IHT Get tunnels 1Z7+LBL 28
k' and check if 128 CLHE
D5 H=G7 Wompus is near iZ9 RCL 2=
95 RAECL = 148 HE=Y7 .
a7 H=¥7 141 GTO &g Shot to a wrong
22 SF @6 142 “PING .. savern
29 EDH . HIT A = -
iea ISG Y . 14% "FROCK™
181 CTO o3 144 AYIEN
162 R‘v’IEN 145 GTO E
183 PSE 1dcei BL @@
184 )"I sm 14: : — If Wompus is dead
WOMPUS - 148 ST— 28 0”00 1 dead
165 FE7C B6 142 -KILLED
186 ““IEL-; THE HOMPE-
g gnyvy o L 158 “ELlug-
183 BETH . ) 51 RCL Z&
183+ EL I Shoot - 152 HL=87
1ig .25 152 QTG &3
111 =T+ =& Increment time 154 “YIPE—-kn
2 ) UMTEDR TH-
iz #e>y If the two of Lee i e
112 RCL 21 ) =5 "RE O HOMP
1i4 RCL =z You are in the go -
115 H=Y7? Same cavern, g0 156 AYIEW A
116 GTo ey o fieht 157 ADY o
117 Cix 1SSeLBEL 85 T
118 232.625 152 XEG@ 99 R.N.G.
119 H<> Z el RCL =8
128 X4>¥ igl = . (£ W <
121«LBL a4 162 =5 D(?(,lC\e i ompus
e L ) 13 HEY? will move
1zz © Check to insure = e
123 RCL IMD {unnel exists 164 GTO E Pick cavern to
z 165+LEL 8€  pove to
124 H=¥7 1ae HER =242
125 &74a @ 16y =
i2e 185G =2 168 o
127 GTO &4 ia% 1
128 “HNO TUHH 178 +
EL" 171 INT
| 129 PROMPT 172 22
| 132G+ BL @6 173+

Note: Refer to "HP-41C OWNER'S HANDBOOK AND PROGR/AMMING GUIDE " for specific information on keystrokes. The Function Index is found at the very back of the Handbook. Refer to Appendix E in
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for exact keystrokes.
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Oe67r 097 ®4iC WOMPUS

STEP/ KEY CODE STEP/ KEY CODE
LINE  KEY ENTRY  (67/97 only) COMMENTS LINE  KEY ENTRY  (67/97 only) COMMENTS

174 215 S10 22 .
175 219 15
1—(__-,.; . 205 ST+ 26 Incenment time

T = - b e B - i
177 SF INMD 2 get. flag if you 2231 FS7? a6

: - C . P=ete, - Are you fighting
173 ‘_iEL s are both in cav. L:E ?iff! - Y ighting
173 =2 S2Z GToa Z1
188 - 2zg«LEBL 47 FIGHT
121 =2 25 “HOMPUZS
158 = aTTaCES"
1S3 1@+ C . 228 AVvIEW
184 STO 29 -ets cavern i# Zzv+LBL @8
195 RCL IHD ‘ SER CF G5
22 Z2% RCL 28
186 = 236 “WOMFUS
187 IHT Is-
1ss 1 EZ2 231 %<=@7 Is he dead?
1232 MOD 2322 GTa ﬁﬁ‘
19 RCL 21 233 RBCL 27
191 HIY Check tunnel 234 «¥0u Arc
1392 BaY7? same as you? ”
s m— . -~ . P terd [T . N
1932 H=87 exists? 235 Ki=@7 Are you . dead?. . .
194 GTO &5 236 GYOG g2
195 1 ES 23T HEQ 3%
196 STr 29 zZz * )
197 CL¥ =39 XE@ 9%
195 RCL 2% =48 RCL 28
199 RCL IHD =43 *
EE'-'C. Store track info ‘f‘:‘:': '—"-r"
FaE = 2432 Hr@aw
ZE1 IHNT Z44 SF a5 You hurt him
ez .1 =45 168
P . Z4E FS7? g% d
2683 + - z46 F -  Decrement appropri-
Za4 RLL =% 247 ST~ 25 ate efficien J
za5 - 242 FC? B85 elency.
Zas LARST A ‘ =43 ﬁT— ?1
Zay¥ ia ! 25? TEQ =9
2@8 *® ! 251 1@
a3 STO 29 252 *®
21w BECL IHD 53 E1 Choose words for
2 254 + fight
e H "
211 == 255 HER 25
2i2 FRC ‘ a5s 1@
212 RBLCL 29 l 257 *

]

214 ¥ 52 41
215 + 259 +
21ie STO IHD 2668 EMTERET
22 261 “WOMFUS®
217 keoy ZEZ FS7? 85

Note: Refer to "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE " for specific information on keystrokes. The Function index is found at the very back of the Handbook. Refer o Appendix E in
67 or 97 "OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for exact keystrokes.
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067 DO97 Halc WOMPUS ’
STEP/ KEY CODE STEP/ KEY CODE
LINE KEY ENTRY  (67/97 only) COMMENTS LINE KEY ENTRY (67/97 only) COMMENTS
E3 ~wOl - zar wee =
264 ASTO 388 OFF
Z6S EHTERT 38941 BL. E
Zee mvOLR- Z1@ RCcL 27 SLEEP
257 FS? as 11 1.5
= “HISe 312 E 3
26% ASTO ¥ Accumulate 313 1ea Increment eff.
p=arg < B od B = R sentence iig ‘"“{ by 50% and add
271 RRCL ¥ S15 Rs o i
o =R S I1e STO 2 to time
273 ARCL IHM , Eies
: | Zim ST+ 2 g
274 FC? @s ' 319 “SHORE.
275 <o SHOTE-
SrE ep . 26 AYIENW
277 ARCL ¥ 321 KEG 29
o772 . . | 22z .2
27% ARCL I®D 3 223 KI=v7 A snatch?
= Iz4 GTO B
228 AYIEW [ 323 "BODY SH
281 XEQ 29 ATCH®"
sas .3 226 AVIEM
28T Hi=yT Will he run? Z¥ TONE 7
za4 GTO @@ 2 XKE@ 39
Zas “ROMFUS [ 322 19
FEUHS | 338 * Pick cavern and
226 RVIEHM 2311 move.
287 SF &6 , s2s
ZES HEQ G& Line 165 i 333 Irﬂ_‘ ~
289 RCL 28 Will you catch him 334 GTO zZ&
298 RBCL =7 ' Z235eLEL 99
; — - - Random
291 R<=Y7? - 236 REL BB iber
292 GTo B i 237 9821 Generator
293 RCL =2 S E32 s ~~ (R.N.G.)
294 STO =1 ! F3F J21313E7 ctletre
295 MER 21 248 +
295 “You Cou 241 FRC
GHT HIM- F42 STO BB
Z97 AVIEH 343 EHD
Z299«LBL @9
3F@e ~+ DEAD- B
$@i TOMNE 3 e j
B2 TONE 2 Someone is Dead! )
383 TONE 1 R
34 TONE @ _
365 AVIEH e
@6 PSE : 00

Note: Refer 10 "HP-41C OWNER'S HANDBOOK AND PROGRAMMING GUIDE for specific information on keystrokes. The Function Index is found at the very back of the Handbook. Refer to Appendix E in
67 or 97 “OWNER'S HANDBOOK AND PROGRAMMING GUIDE" for exact keystrokes.
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FLAGS, ASSIGN MENTS

) Tunnels from cavern #20
Your .cavern location
Wompus's..cavern. location
Present tunnel #1
i..Present..tunnel #2 . ..

DATA REGISTERS STATUS
ROO Seed.for R.N.G.. .| e size 051 = 7ToT.REG.171 _ user MODE
ROL. Tunnels.-from.cavern.#l... ENG Fix O sc ... oN.XX oFf
RO2 Tunnels from Qavern #2 . DEG .. RAD ... GRAD ...
-+ . - FLAGS
| N # SIC SET INDICATES CLEAR INDICATES

05 NA You hurt him
06 NA Wompus running away.

He hurts you

23 C | Tracks to #1 No tracks to #
24 C  Tracks to #2 'No tracks to #
25 C.. No_ tracks to #

Tracks .to #3

5 Present. tunnel. #3..
Elapsed. time (hours)

Your efficiency

_Wompus's efflclency

used. . .

) H#. arrows left

[y
T
4 M
o
]

e OUT e

“BRAIMH" f at

o TO ™

ASSIGNMENTS

FUNCTION KEY FUNCTION KEY
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KEYBOARD
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ey
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3 4

Display Move Shoot Sleep

SYSTEM
CONFIGURATION
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TECHNICAL INFORMATION

STORAGE OF TRACKS AND TUNNELS

Registers 01 through 20 contain the information on tracks and

tunnels between the caverns. ROl contains tunnels ana tracks

from
leadingJ%Q cavern 1, kGO2 contains tunnels ana tracks leaaing

from cavern

2 and so forth. The information is stroea in the

following form:

JFT

I'SssTtt

Where: ff is the cavern to which the
first tunnel leads.

ss is the cavern to which the
secona tunnel leaas.

tt is the cavern to which the
thira tunnel leads.

and ¥,S, ana T are either O

or 1. If K is 1 then there are
tracks leading to cavern ff,

if F is O then there are no
tracks. S ana T follow the same
rules as F.

NOTE FOR USERS WITH PRINTER

You may fina it helpful to change some or all of the AVIEW

instructions to PRA.

Here is a list of where these instructions

are and what they do.

LINE
68
72
77
88

102

106

144

156

226

280

285

297

3C5

320

326

SHOWS

elapsed time

your location

your efficiency

tracks to

tunnels to

I SMELL WOMPUS
PING...HIT A ROCK
YIPE-WOUNDED THE WOMPUS
WOMPUS ATTACKS
description of fight e.g., YOU HIT HIS NOSE
WOMPUS RUNS .
YOU CAUGHT HIM

one of you IS DEAD
SNORE, SNORE

BODY SNATCH

16
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