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ABSTRET

Rogue is a visual CR based &ntasy @me which runs under thenixt timesharing
system. Thigaper describes fhoto play rogue, and ges a ew hnts for those who
might otherwise get lost in the Dungeons of Doom.

1. Introduction

You havejust finished your years as a student at the local fightgifd. After much practice and
sweat you hee finally completed your training and are ready to embark upon a periloastacy, Asa
test of your skills, the local guildmasterssaaent you into the Dungeons of Doonvour task is to return
with the Amulet of ¥ndor Your revard for the completion of this task will be a full membership in the
local guild. In addition, you are allwed to leep all the loot you bring back from the dungeons.

In preparation for your jouriyeyou are gien an enchanted mace, a Wpand a qwer of arrows
taken from a dragos’hoard in the &r of Dark Mountains.You are also outfitted with elf-crafted armor
and gven enough food to reach the dungeontu say goodbye todmily and friends for what may be the
last time and head up the road.

You st out on your &y to the dungeons and aftevaal days of uneentful travel, you see the
ancient ruins that mark the entrance to the Dungeons of Ditdmlate at night, so you malamp at the
entrance and spend the night sleeping under the open skitge morning you ather your weapons, put
on your armareat what is almost your last food, and enter the dungeons.

2. Whatis going on hee?

You havejust begun a @me of rogue.Your goal is to grab as much treasure as you can, find the
Amulet of Yendor and get out of the Dungeons of Doomvali On the screen, a map of where yowda
been and what you t@ en on the current dungeomvdkis kept. Asyou eplore more of the e, it
appears on the screen in front of you.

Rogue difers from most computeahtasy @mes in that it is screen orientedommands are all one
or two keystrokes and the results of your commands are displayed graphically on the screen rather than

Tunix is a trademark of Bell Laboratories

! As opposed to pseudo English sentences.
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being eplained in vords?

Another major diference between rogue and other compudatalsy gmes is that once you e
solved all the puzzles in a standashfasy gme, it has lost most of itx@tement and it ceases to be fun.
Rogue, on the other hand, generatesva chengeon eery time you play it andwen the author finds it an
entertaining andxeiting game.

3. Whatdo all those things on the sa@en mean?

In order to understand what is going on in rogue youe ha first get some grasp of what rogue is
doing with the screenThe rogue screen is intended to replace thtmu“dan see ".descriptions of standard
fantasy @mes. Figurd is a @mple of what a rogue screen might loolelik

3.1. Thebottom line

At the bottom line of the screen are afgieces of cryptic information describing your current sta-
tus. Herds an &planation of what these things mean:

Level This number indicates nodeep you hae gone in the dungeonit starts at one and goes up as you
go deeper into the dungeon.

Gold Thenumber of gold pieces youVemanaged to find andelep with you sodr.

Hp  Your current and maximum health pointdealth points indicate ko much damage you can &k
before you die.The more you get hit in a fight, theaer they get. You can rgan health points by
resting. Thenumber in parentheses is the maximum number your health points can reach.

Str Your current strength and maximuweestrength. Thiscan be ay integer less than or equal to 99,
or greater than or equal to The higher the numbgthe stronger you areélThe number in the paren-
theses is the maximum strength youéhatained sodr this gme.

Arm Your current armor protectionThis number indicates oeffective your armor is in stopping bles
from unfriendly creaturesThe higher this number is, the moréeefive the armor

Exp Thesdwo numbers gie your current gperience leel and experience pointsAs you do things, you
gan experience pointsAt certain gperience point totals, yowam an &perience leel. The more
experienced you are, the better you are able to fight and to withstand magical attacks.

Level: 1 Gold: 0 Hp: 12(12) Str: 16(16) Arm: 4 Exp: 1/0

Figure 1

2 A minimum screen size of 24 lines by 80 columns is requitethe screen is lger, only the 24x80 section will be used for
the map.
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3.2. Thetop line

The top line of the screen is reseavfor printing messages that describe things that are impossible to
represent visually If you see a “--More--" on the top line, this means that rogaetsvto print another
message on the screent i wants to mak certain that you hae read the one that is there fir§fo read the
next message, just type a space.

3.3. Therest of the sceen

The rest of the screen is the map of thesllas you hare explored it so & Each symbol on the
screen represents somethirdere is a list of what theavious symbols mean:

@  This symbol represents you, the adturer
- These symbols represent thalls of rooms.
+ A door to/from a room.
The floor of a room.
# The floor of a passage between rooms.
* A pile or pot of gold.
) A weapon of some sort.
] A piece of armor
! A flask containing a magic potion.
? A piece of papetusually a magic scroll.
= A ring with magic properties
/ A magical stdfor wand
A trap, watch out for these.
% A staircase to othervels
A piece of food.

A-Z The uppercase letters represent tlagiaus inhabitants of the Dungeons of Doowatch out, thg
can be nasty and vicious.

4. Commands

Commands are gén to rogue by typing one or twcharacters. Mostommands can be preceded by
a aount to repeat them (e.qg. typing “10s” will do ten search€gmmands for which counts n&ko snse
have the count ignoredTo cancel a count or a prefix, typescaPeEx The list of commands is rather long,
but it can be read at grtime during the gme with the “?”command. Heré is for reference, with a short
explanation of each command.

? The help commandAsks for a character tovg kelp on. If you type a “*”, it will list all the com-
mands, otherwise it wilbglain what the character you typed does.

/ This is the “What is that on the screen?” commafd./” followed by ag character that you see on
the level, will tell you what that character is-or instance, typing “/@” will tell you that the “@"
symbol represents you, the player

h, H, "H
Move left. You more ane space to the leftf you use upper case “h”, you will continue to vadeft
until you run into somethingThis works for all meéement commands (e.dL” means run in direc-
tion “I") If you use the “control” “h”, you will continue madng in the specified direction until you
pass something interesting or run intoalwYou should gperiment with this, since it is &y use-
ful command, bt very difficult to describe.This also works for all m@ement commands.
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Move cbwn.

Move p.

Move tight.

Move dagonally up and left.
Move dagonally up and right.
Move dagonally devn and left.
Move dagonally devn and right.

Throw an object. Thisis a prefix commandWhen folloved with a direction it thres an object in
the specified direction(e.g. type “th” to thrav something to the left.)

Fight until someone dieswhen follaved with a direction this will force you to fight the creature in
that direction until either you or it bites the big one.

Move mto something without picking it upThis will move you one space in the direction you spec-
ify and, if there is an object there you can pick up,anivdo it.

Zap prefix. Point a stdfor wand in a gien direction and fire it.Even non-directional st&s must be
pointed in some direction to be used.

Identify trap commandlf a trap is on your map and you carémember what type it is, you can get
rogue to remind you by getting xteto it and typing “” folloved by the direction that euld more
you on top of it.

Search for traps and secret dooEsxamine each space immediately adjacent to you fordiseeace
of a trap or secret daoiThere is a lage chance thatven if there is something there, yowwt find
it, SO you might hae  sarch a while before you find something.

Climb down a staircase to the xtdevel. Not surprisingly this can only be done if you are standing
on staircase.

Climb up a staircase to thevi above. This cant be done without the Amulet of &dor in your
possession.

Rest. Thiss the “do nothing” commandThis is good for waiting and healing.

Pick up something.This picks up whateer you are currently standing on, if you are standing gn an
thing at all.

Inventory. List what you are carrying in your pack.

Selective inventory. Tells you what a single item in your pack is.
Quaff one of the potions you are carrying.

Read one of the scrolls in your pack.

Eat food from your pack.

Wield a weapon.Take a weapon out of your pack and carry it for use in combat, replacing the one
you are currently using (if gh

Wear armar You can only wear one suit of armor at a tiridis tales etra time.
Take amor of. You cant remove amor that is cursedThis tales etra time.

Rut on a ring. You can wear only tw rings at a time (one on each hantf)you arent wearing ag
rings, this command will ask you which hand yocanivto wear it on, otherwise, it will place it on the
unused handThe program assumes that you wield youorshin your right hand.

Remove a ing. If you are only wearing one ring, this commandetak of. If you are wearing to,
it will ask you which one you wish to rewg

Drop an object.Take smething out of your pack and iesait lying on the floar Only one object can
occupy each spaceYou cannot drop a cursed object at all if you are wielding or wearing it.
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c Call an object somethinglf you have a ype of object in your pack which you wish to remember
something about, you can use the call commandveaiame to that type of objecihis is usually
used when you figure out what a potion, scroll, ring, off staffter you pick it up bt before it is
truly identified. Each type of scroll and potion will become identified after its first use.

(o] Examine and set optiong-his command is furthexplained in the section on options.
"R Redravs the screenUseful if spurious messages or transmission errons llassed up the display

P Printlast messageUseful when a message disappears before you can re@drisecutie repeti-
tions of this command will keal the last fie messages.

<ESCAPE>
Cancel a command, prefix, or count.

! Escape to a shell for some commands.
Q Quit. Leare the game.

S Savethe current gme in a file.It will ask you whether you wish to use the aldf sae fie. Caveat
Rogue von't let you start up a cgpof a saved game, and it remas the sae file as soon as you start
up a restoredame. Thisis to prerent people from sang a game just before a dangerous position
and then restarting it if tyedie. To restore a sa&d game, gve the file name as angurment to rogue.
Asin

% roguesave file
Prints the programersion number

Print the weapon you are currently wielding

—_—~ <

Print the armor you are currently wearing
Print the rings you are currently wearing

5. Rooms

Rooms in the dungeons are lit as you enter thgpon leaing a room, all monsters inside the room
are erased from the screem the darkness of a corrioyou can only see one space in all directions
around you.

6. Fighting

If you see a monster and you wish to fight it, just attempt to run intdaty times a monster you
find will mind its avn business unless you attack It.is often the case that discretion is the better part of
valor.

7. Objectsyou can find

When you find something in the dungeon, it is commonantuo pick the object uprThis is accom-
plished in rogue by alking over the object (unless you use the “m” prefix, seevabolf you are carrying
too maly things, the program will tell you and iton’t pick up the object, otherwise it will add it to your
pack and tell you what you just pedk up.

Many of the commands that operate on objects must prompt you to find out which objeantao w
use. Ifyou change your mind and domant to do that command after all, just type<aacapPe>and the
command will be aborted.

Some objects, l&amor and weapons, are easilyfeientiated. Otherdike scrolls and potions, are
given labels which ary according to typeDuring a @me, ag two of the same kind of object with the
same label are the same typéowever, the labels will ary from game to @me.

When you use one of these labeled objects, if fiscefmay be olious. Potionsor scrolls will
become identified at this pointutonot other items.You may want to call these other items something so
you will recognize it lateryou can use the “call” command (seeah)o
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7.1. \Weapons

Some weapons, lkarows, come in bnches, bt most come one at a timén order to use a
weapon, you must wield itTo fire an arrav out of a bav, you must first wield the g then threv the
arrav. You can only wield one weapon at a timet ypou cant change weapons if the one you are currently
wielding is cursed.The commands to use weapons are “w” (wield) and “t” @hro

7.2. Armor

There are arious sorts of armor lying around in the dunge@ume of it is enchanted, some is
cursed, and some is just norm&@ifferent armor types la dfferent armor protectionThe higher the
armor protection, the more protection the arméordf aginst the blars of monstersHere is a list of the
various armor types and their normal armor protection:

Type Potection
None
Leather armor
Studded leather / Ring malil
Scale mail
Chain mail
Banded mail / Splint mail
Plate mail

~NoOUaRWN o

If a piece of armor is enchanted, its armor protection will be higher than nolralsuit of armor is
cursed, its armor protection will bewer, and you will not be able to rerwe it. However, not all armor
with a protection that is Weer than normal is cursed.

The commands to use weapons are “W” (wear) and “T'e(tiR.

7.3. Scolls

Scrolls come with titles in an unkwa tongué. After you read a scroll, it disappears from your
pack. Thecommand to use a scroll is “r” (read).

7.4. Potions

Potions are labeled by the color of the liquid inside the fldsley disappear after being qdedl.
The command to use a scroll is “g” (gi)af

7.5. Stares and Wands

Staves and wands do the same kinds of thing3taves ae identified by a type of @od; wands by a
type of metal or boneThey are generally things you amt to do to somethingver a long distance, so you
must point them at what you wish tdeaft to use themSome staes ae not afected by the direction tlye
are pointed, thoughStares cmme with multiple magic chges, the number being random, and whex the
are used up, the stas just a piece of wod or metal.

The command to use aawd or stdfis “z” (zap)

7.6. Rings

Rings are ery useful items, since there relatvely permanent magic, unkkthe usually fleeting
effects of potions, scrolls, and gé&s. Of course, the bad rings are also morevg@dul. Mostrings also
cause you to use up food more rapidhe rate arying with the type of ringRings are dferentiated by

3 Actually, it's a dalect spokn only by the twenty-sen members of a tribe in Outer Mongoliajtoyoure not supposed to
knowthat.
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their stone settingsThe commands to use rings are “P” (put on) and “R” (reno

7.7. Food

Food is necessary tcekp you goinglf you go too long without eating you wilaint, and eentually
die of staration. Thecommand to use food is “e” (eat).

8. Options

Due to \ariations in personal tastes and conceptions of gyerague should do things, there are a set
of options you can set that cause rogue to\aelmavarious diferent vays.

8.1. Settingthe options

There are tw ways to set the options he first is with the “0” command of rogue; the second is with
the “ROGUEOPTS” enironment \ariablé.

8.1.1. Usinghe ‘0’ command

When you type “0” in rogue, it clears the screen and displays the current settings for all the options.
It then places the cursor by thalwe of the first option andaits for you to type.You can type a&RETURN>
which means to go to the xteoption, a “~” which means to go to the yieus option, areESCAPE>which
means to return to theame, or you can gé te option a &lue. fr boolean options this merelywilves
typing “t” for true or “f” for false. er string options, type the wevalue folloved by a<RETURN>.

8.1.2. Usinghe ROGUEOPTS variable

The FOGUEOPTS ariable is a string containing a comma separated list of inélaks for the ari-
ous options.Boolean variables can be turned on by listing their name or turnkedyoputting a “no” in
front of the name.Thus to set up an emonment \ariable so thajump is on,passgois off, and thename
is set to “Blue Meanie”, use the command

% seterv ROGUEOPTS "jump,nopassgo,name=Blue Meahie"

8.2. Optionlist

Here is a list of the options and axpkanation of what each one is fofhe defult value for each is
enclosed in square bragtk. For character string options, inputep forty characters will be ignored.

jump [nojumg
If this option is set, running mres will not be displayed until you reach the end of thevenoThis
saves mnsiderable cpu and display tim€&his option dedults tojumpif you are using a st termi-
nal.

passgd nopassgd
Follow turnings in passageays. If you run in a passage and you run into stone calh mgue will

see if it can turn to the right or lefif it can only turn one way, it will turn that way. If it can turn
either or neitherit will stop. This algorithm can sometimes lead to slightly confusing occurrences
which is wly it defaults tonopassgo

skull [skull]
Print out the skull at the end if you get killedhis is nice lat slow, s0 you can turn it dfif you like.

40n \krsion 6 systems, there is no eglént of the DGUEOPTS feature.

® For those of you who use the Bourne shell sh (1), the commamndsl e
$ ROGUEOPTS="jump,nopassgo,name=Blue Meanie"
$ export ROGUEOPTS
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name[account hame]
This is the name of your charactéris used if you get on the top ten scosdist.

fruit [slime-mold
This should hold the name of a fruit that you grgating. Itis basically a whimsethat rogue uses
in a couple of places.

file [*/roguesavg
The deéult file name for sang the @me. Ifyour phone is hung up by accident, rogue will automat-
ically savze the game in this file.The file name may start with the special character “™ whigtaeds
to be your home directary

9. Scoring

Rogue maintains a list of the top scoring people or scores on your malfhjoe.score higher than
someone else on this list, or better youwnjmes score on the list, you will be inserted in the proper place
under your current name.

If you quit the g@me, you get out with all of your gold intadf, however, you get killed in the Dun-
geons of Doom, your body is foanded to your nd-of-kin, along with 90% of your gold; ten percent of
your gold is lept by the Dungeons’ wizard as a%e@his should mad you consider whether youant to
take ane last hit at that monster and possiblg lor quit and thus stop with whater you hare. If you quit,
you do get all your gold,ut if you swing and lie, you might find more.

If you just want to see what the current top playeasigs list is, you can type
% rogue -s
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% The Dungeors wizard is named \ally the Wonder Badger Invocations should be accompanied by a sizable donation.



