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MUNCHKIN
A Maze  Game fo r  A I I  Ages

Ve rs i on  1 .2  -  May  I 9B l
Rober t  B .  Wesson

Copy r i gh t  ( c )  I 98 l  Robe r t  B .  Wesson .  SaLe  o f  t h i s
so f twa re  conveys  a  l i cense  f o r  i t s  use  on  a  s i ng le
compu te r  owned  o r  ope ra ted  by  the  pu rchase r .  Copy ing
th i s  so f tware  o r  documen ta t i on  by  any  means  wha tsoeve r
fo r  any  o the r  pu rpose  i s  exp ress l y  p roh ib i t ed .

1.  GENERAL DESCRIPTION
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MUNCHKIN i s  a  game o f  chase  fo r  HeaEh /Zen i th  HB9 /ZB9  and  H8+H19
compu te rs .  The  ob jec t  i s  t o  move  you r  Munchk in  a round  a  maze
w i thou t  ge t t j - ng  ea ten  by  t he  badd ies  wh i ch  a re  chas ing  you .  I f
you  can  t ouch  ce r t a i n  spec ia l  f o r ce  po in t s ,  you  become
"ene rg i zed "  and  can  ea t  t he  badd ies  i ns tead .  Howeve r ,  t hey  w i l l
r eappea r ,  and  you r  ene rgy  l as t s  on l y  a  sho r t  t ime ,  so  you  mus t  be
ca re fu l -  abou t  how  vou  use  vou r  l im i t ed  f o r ce  po in t s .

I n  add i t i on  t o  sco r i ng  po in t s  f o r  ea t i ng  t he  badd ies ,  you
po in t s  by  ea t i ng  up  do t s  as  you  t r ave rse  t he  rnaze .

g a t h e r

You  have  th ree  Munchk ins  to  p lay  w i th i  when  they  a re  a l l  ea ten
the  game i s  ove r .  I f  you  can  success fu l l y  ea t  up  a l l  t he  do ts
be fo re  tha t ,  you  ge t  a  new maze  w i th  a  comp le te  se t  o f  new fo rce
po in t s .

z . TO PLAY

t o  p lay  MUNCHKIN,  you  need  a  d i sk  con ta in ing  the  f i l es  f rom the
MUNCHKIN  d i s t r i bu t i on  d i sk .  You  mus t  have  a l l  t he  da ta  f i l e s  - -
MUNCHKIN.DAT,  MUNCHKIN.MAZ,  and  MUNCHKIN.SCR ( i f  p resen t )  - -  on
the  same d i sk  as  the  game p rog ram f i l e  (MUNCHKIN.ABS on  HDOS,
MUNCHKIN.COM on  CP/M) .  We sugges t  t ha t  you  copy  the  f i l es  f rom
the  d i s t r i bu t i on  d i sk  on to  ano the r  d i sk  ( a  boo tab le  one  i f  you
have  a  s i ng le  d r i ve  sys tem) ,  and  keep  you r  d i s t r i bu t i on  d i sk  i n  a
sa fe  p l ace ,  w i t h  a  w r i t e  p ro tec t  l abe l  on  i t .

I f  you  a re  ope ra t i ng  you r  H89  o r  H19  in  the  Hea th - recommended
con f i gu ra t i on ,  t he  t e rm ina l  i s  a l r eady  i n  t he  p rope r  r node .  I f
no t ,  you  shou ld  have  the  H l9  te rm ina l  i n  "Hea th "  mode  (no t  ANSI
mode)  and  ope ra t i ng  a t  9600  baud  o r  l ower .  I f  you  have  any  doub t
abou t  t he  f o rmer ,  check  sw i t ch  5402  sec t i on  5 ;  i t  shou ld  be  0  no t
I .  C h e c k  S 4 0 I  f o r  t h e  b a u d  r a t e .
c o r r e c t l v  a t  a  b a u d  r a t e  a b o v e  9 5 0 0 .
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AI1  o the r  t e rm ina l  and  conso le  d r i ve r  pa rame te rs  a re  se t
app rop r i a te l y  w i t h i n  t he  p rog ram,  and  re tu rned  t o  t he  p rev ious
se t t i ngs  upon  ex i t .

To  s ta r t  t he  game,  boo t  up  you r  sys tem.  I f  you  a re  us ing  CP/V I ,
and  the  MUNCHKIN f i l es  a re  on  d i sk  B :  r  you  mus t  t hen  t ype  the
command  "B : " .  Nex t ,  t ype  t he  command  "MUNCHKIN" .  ( I f  t h i s  i s
you r  f i r s t  t i ne  t o  see  t he  game  i n  ac t i on ,  you  may  w i sh  t o  use
the  ' r -d r r  sw i t ch  to  s ta r t  i t  up  i n  demons t ra t i on  mode ;  s imp ly  t ype
"MUNCHKIN -D '  i ns tead .  To  s top  the  demons t ra t i on ,  s imp ly  t ype
<CTRL-D>  a t  any  t ime . )

The  game  name ,  ve rs i on  number ,  and  copy r i gh t  no t i ce  w i l l  be
d i sp layed  f o r  a  sho r t  t ime .  Then  t he  maze ,  Munchk in  and  badd ies
w i l l  appea r .  You  ge t  a  s imp le  "Ready ! . . .Ge t  Se t ! "  coun tdown  to
ge t  you r  bea r i ngs ,  and  t hen  t hey r re  o f f  a f t e r  you !

Mov ing  you r  Munchk in  i s  qu i te  s imp le .  The  keypad  a r ro r ^ r  keys
con t ro l  h i s  d i r ec t i on  o f  mo t i on .  R igh t -a r row  s ta r t s  h im
t rave l i ng  to  the  r i gh t ;  down-a r row  makes  h im  go  down ;  and  so
fo r th .  "Home"  s tops  h im .  t l e  a l so  s tops  au tomat i ca l l y  whenever
he  canno t  go  any  f u r t he r  i n  h i s  cu r ren t  d i r ec t i on  o f  t r ave l .  A t
f i r s t ,  you  may  f i nd  i t  d i f f i cu l t  t o  make  h im  change  d i r ec t i on  a t
exac t l y  t he  r i gh t  spo t s  i n  t he  maze ,  bu t  w i t h  p rac t i ce  he ' I l
f o l l ow  you r  eve ry  wh in .  (See  sec t i on  4  fo r  a  pa ramete r  t o  a l t e r
t h i s  cha rac te r i s t i c .  )

I f  you  p re fe r  t o  use  two  hands  to  p1ay ,  t he  JKL  and  ASD keys
m i r ro r  t he  852  keys ,  so  t ha t  J  o r  A  =  up ,  S  o r  K  =  s top ,  and  D  o r
L  =  down .  These  key  comb ina t i ons  shou ld  pe rm i t  a lmos t  any
le f t -handrz r i gh t -hand  p lay ing  comb ina t i on  you  w ish .  Fo r  examp le ,
you  m igh t  choose  to  p lay  w i th  you r  r i gh t  hand  do ing  the
hor i zon ta l  on  the  keypad  and  l e f t  hand  do ing  the  ve r t i ca l  on
e i t he r  t he  r i gh t  o r  l e f t  s i de  o f  t he  ma in  keyboa rd .  O r  you  may
p re fe r  us i ng  t he  numer i c  456  keys  on  t he  ma in  keyboa rd  t o  d i r ec t
ho r i zon ta l  mo t i on  w i t h  you r  l e f t  hand ,  and  use  t he  JKL  keys  f o r
r i gh t -handed  ve r t i ca l  d i r ec t i on .

You  ge t  t h ree  Munchk ins  pe r  p lay .  (You  may  change  th i s  number  i f
you  w i sh - - see  sec t i on  4 . )  I f  you r  Munchk in  ge t s  ea ten ,  and  you
have  a t  I eas t  one  l e f t ,  eve ryone  moves  back  to  the i r  s ta r t i ng
pos i t i ons  and  the  chase  s ta r t s  ove r  a f te r  a  new coun tdown .

The  f o r ce  po in t s  i n  t he  maze  a re  des igna ted  by  t he  cha rac te r  'G '  .
I n i t i a l l y ,  t he re  a re  f ou r  o f  t hem nea r  t he  co rne rs .  I f  you  t ouch
one ,  you  see  t he  wo rd  "Ene rg i zed !  "  p r i n ted  i n  i nve rse  v i deo  nea r
the  l ower  r i gh thand  co rne r  o f  t he  bo t tom sco re  l i ne .  Whenever
tha t  wo rd  i s  show ing ,  you r  Munchk in ' s  mou th  opens  ve ry  w ide  and
you  can  go  a f te r  t he  badd ies  and  ea t  t hem.  A  sho r t  beep
s ign i f i es  t ha t  you  go t  one ,  and  he  d i sappea rs  f o r  a  sho r t  t ime ,
on l y  to  regenera te  i n  h i s  cage  a f te r  a  wh i l e  t o  come a f te r  you
aga in .

When  the  word  "Energ i zed !  "  changes  to  no rma l  v ideo ,  you  have  on l y
a  coup le  o f  seconds  o f  ene rgy  l e f t .  When  i t  d i sappea rs ,  t hey  can
once  aga in  ea t  you .  S ince  you r  ene rgy  l as t s  on l y  a  sho r t  t ime ,



and  each  fo rce  po in t  i s  good  fo r  one  cha rge -up  on l y ,  you  mus t
ca re fu l  abou t  vou r  use  o f  t h i s  capab i l i t y .
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The  game  i s  ove r  when  you ' r e
success fu l l y  bea t  t he  p rev ious  h i gh
t ype  i n  you r  name  fo r  pos te r i t y .
w i sh  t o  p l ay  aga in .  Answer  w i t h  a
f i l l  i n  t he  res t  o f  e i t he r  "Yes "  o r

MUNCHKIN

be

ou t  o f  Munchk ins .  I f  you
sco re ,  you  w i l l  be  asked  t o
Then  you  w i l l  be  asked  i f  you

' y '  o r  ' n '  .  The  p rog ram w i l l
'No "  and  ac t  acco rd inq l . v .

3.  SCORING

Trave rs i ng  t he  maze  and  ea t i ng  up  t he  do t s  ge t s  you  some  po in t s
l 0  po in t s  pe r  do t ,  i n  f ac t .  Howeve r ,  t he  rea l l y  b i g  po in t s

come  by  ea t i ng  t he  badd ies .  You  ge t  100  po in t s  f o r  t he  f i r s t  one
you  ea t  wh i l e  you ' r e  ene rg i zed ,  and  200  po in t s  f o r  t he  second .
And  i f  you  can  success fu l l y  ea t  eve ry  s i ng le  do t  i n  t he  maze ,  you
ge t  a  new  maze  comp le te  w i t h  new  fo r ce  po in t s ,  and  can  rea l l y
rack  up  t he  po in t s !  No te ,  howeve r ,  t ha t  each  t ime  t h i s  happens ,
t he  badd ies  speed  up  a  I i t t l e  and  you r  ene rgy  cha rges  l as t  a
sho r te r  l eng th  o f  t ime ,  so  you ' ve  go t  t o  be  rea l l y  on  you r  t oes
to  su rv i ve  ve ry  l ong .

4. CHANGING THE GAME PARAI4ETERS

MUNCHKIN  uses  t h ree  da ta  f i l e s  f o r  i t s  ope ra t i on .  A l t hough  no t
i n i t i a l l y  p resen t  on  t he  d i s t r i bu t i on  d i sk ,  t he  f i l e  MUNCHKIN .SCR
is  c rea ted  and  kep t  upda ted  t o  ma in ta i n  t he  bes t  p l aye r ' s  name
and  h igh  sco re .  l 4od i f y i ng  t h i s  f  i l e  by  us i ng  a  t ex t  ed i t o r  i s
chea t i ng  !

The  f i l e  MUNCHKIN .DAT  s to res  game  pa rame te rs ,  one  pe r  l i ne .  On l y
the  f i r s t  i n t ege r  number  on  each  l i ne  i s  s i gn i f i can t ,  and  t he
l i nes  mus t  be  a r ranged  exac t l y  as  p rov ided  on  t he  d i s t r i bu t i on
d i sk .  You  a re  f r ee  t o  change  t hese  pa rame te rs  as  you  w i sh ,  bu t
p l ease  no te :  L i t t l e  e r ro r  check ing  i s  done  on  t h i s  f i t e ,  and
chang ing  the  pa ramete rs  may  make  you r  i nd i v idua l  s t y le  and  sco res
incompa t i b l e  w i t h  t hose  o f  o the r  use rs .  Type  ou t  t he  f i l e  i t se l f
f o r  desc r i p t i ons  o f  each  o f  t he  pa rame te rs .

Many  o f  t he  pa ramete rs  se t  t he  game up  fo r  a  spec i f i c  maze  and
shou ld  on l y  be  changed  i f  you  change  the  maze  (see  be low) .
Howeve r ,  you  m igh t  w i sh  t o  expe r imen t  w i t h  t he  pa rame te r  l abe l l ed
"pe rs i s t ence  o f  d i r ec t i on  change  command .  "  Th i s  pa rameLe r ,
i n i t i a l l y  se t  t o  " l , "  de te rm ines  how  fa r  be fo re  pass ing  an
open ing  you  can  h i t ,  a  d i rec t i on  key  and  have  the  Munchk in
ac tua l l y  move  in  tha t  d i rec t i on  when  i t  becomes  poss ib le  to  do
so .  I n  o the r  wo rds ,  t h i s  pa rame te r  i s  t he  number  o f  s t ePs  f o r
wh ich  the  Munchk in  " remembers "  a  command .

I f  you  change  th i s  pa ramete r  t o  some la rge  number ,  such  as  25  o r
so r  you  can  make  t he  game  eas ie r .  He  w i l l  accep t  a  d i r ec t i on
change  command  a t  any  t ime ,  and  move  in  tha t  d i rec t i on  a t  t he
f i r s t  oppo r tun i t y .  I f  you  change  i t  t o  " 0 , "  t he  game  becomes
much  ha rde r ,  because  you  w i l l  have  t o  h i t  t he  d i r ec t i ona l  key  a t
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t he  exac t  t ime  he  i s  ab le  t o  move  i n  t ha t  d i r ec t i on ,  o r  you r
command  w i I I  be  i gnb red .  You  shou ld  man ipu la te  th i s  pa ramete r
acco rd ing  t o  you r  sk i l l  l e ve l .  I f  you  have  a  ha rd  t ime  a t  some
se t t i ng ,  i nc rease  i t  a  l i t t l e  un t i l  you r  dex te rL t y  imp roves .

5. CREATING NEW MAZES

The  f i l e  MUNCHKIN. I l tAZ  i s  a  maze  c rea ted  us ing  the  p rog ram
ED-A-SKETCH (a l so  ava i l ab le  f rom The  So f tware  Too lworks ) .
MUNCHKIN knows  abou t  t he  da ta  fo rma t  o f  t he  maze  f i l e r  so  i f  you
wan t  t o  change  o r  c rea te  a  maze ,  you  w i l l  p robab ly  need  to  use
ED-A-SKETCH.

The  bes t  me thod  fo r  chang ing  the  maze  i s  t o  copy  the  o r i g ina l
i n to  ano the r  f i l e  t o  save  i t ,  and  then  change  you r  copy  o f
MUNCHKIN.MAZ d i rec t l y  i n  ED-A-SKETCH.  Tha t  w?y ,  you  do  no t  have
to  c rea te  one  f r om sc ra t ch .

I n  chang ing  o r  c rea t i ng  a  maze ,  you  can  use  t he  same  cha rac te r s
as  i n  t he  o r i g i na l  maze  (a l t hough  a lmos t  any  non -b lank  cha rac te r
w i l l  se r ve  f o r  t he  maze  wa l l s )  .  The  ma jo r  c r i t e r i on  f o r  t he  maze
i s  t ha t  ve r t i ca l  bounda r i es  may  on l y  occu r  eve ry  6  cha rac te r
pos i t i ons  i n  odd -numbered  co lumns  (1 ,  7 ,  13 ,  . . . )  Ho r i zon ta l
bounda r i es  may  occu r  eve ry  t h i r d  l i ne .

You  may  have  up  t o  l 0  f o r ce  po in t s ,  s i gn i f i ed  by ' 0 ' ,  and  as  many
do ts  and  r -w i s t s  and  Eu rns  as  you  w i sh .  W i th  new  mazes  (o r  even
w i t h  t he  one  supp l i ed ) ,  you  may  wan t  t o  change  t he  s ta r t i ng
loca t i ons  o f  t he  Munchk in ,  badd ies ,  and  sc reen  messages .  These
pa rame te rs  a re  i n  t he  f i l e  MUNCHKIN .DAT  desc r i bed  above .


