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( 1. 1)  I NTRODUCTI ON
==================

Wel come t o t he GRAPHI C ADVENTURE CREATOR!

Thi s  manual  i s  i nt ended as a s i mpl e i nt r oduct i on t o wr i t i ng
advent ur es usi ng GAC.  The GRAPHI C ADVENTURE CREATOR i s  t he best  t hough of  as a
smal l  pr ogr ammi ng l anguage speci f i cal l y desi gned f or  wr i t i ng advent ur e games.
Al t hough i t  i s  smal l er  t han ot her  pr ogr ammi ng l anguages such as Basi c or
Pascal  i t  can per f or m al l  of  t he compl ex t asks needed t o wr i t e an advent ur e
pr ogr am,  and al t hough t he i nst r uct i ons may seem compl i cat ed at  f i r st ,  a l i t t l e
t i me spent  s t udyi ng t hi s  manual  wi l l  enabl e you t o wr i t e your  ver y own l ar ge
scal e advent ur es,  f ar  mor e easi l y and ef f i ci ent l y t han by
usi ng basi c or  machi ne code.
   Any advent ur es t hat  you wr i t e usi ng GAC ar e your  own wor k,  and may be sol d
as such wi t hout  any pr i or  per mi ssi on bei ng sought  or  payment  t o us bei ng made.
However  i n t hi s case,  you shoul d i nc l ude wi t h your  advent ur e somet hi ng t o t he
ef f ect  t hat  i t  was wr i t t en usi ng t he GRAPHI C ADVENTURE CREATOR,  ( C)  1986 by
Sean El l i s / I ncent i ve Sof t war e.

                       And now on wi t h GAC!

                      CREDI TS
                      - - - - - - -
         DESI GN           by    Sean El l i s
         PROGRAMMED       by   Br endan Kel l y
         RANSOM PI CTURES  by   Pet e James
         COVER            by    Pet e Car t er

Thanks al so t o Lesl ey,  Gi l es,  Dave and John

COPYRI GHT 1986 I NCENTI VE SOFTWARE LTD.
54 LONDON STREET,  READI NG RG1 4SQ

Al l  r i ght  of  t he pr oducer ,  and of  t he owner  of  t he wor k bei ng
pr oduced,  ar e r eser ved.   Unaut hor i sed copyi ng,  hi r i ng,  l endi ng,  publ i c
per f or mance and br oadcast i ng of  t hi s  pr ogr am i s pr ohi bi t ed.
The publ i sher  assumes no r esponsi bi l i t y f or  er r or s,  nor  l i abi l i t y f or  damage
ar i s i ng f r om i t s  use.



( 1. 2)  LOADI NG I NSTRUCTI ONS
==========================

The Gr aphi cs Advent ur e Cr eat or  ( GAC)  casset t e cont ai ns f our  f i l es.
These ar e:

     1.   " GAC"        -  The Cr eat or  i t sel f
     2.   " QS"         -  The Qui ckst ar t  f i l e
     3.   " ADVI NMAN"   -  Advent ur e i n Manual  f i l e
     4.   " RANSOM"     -  A smal l  Gr aphi c  Advent ur e

To l oad GAC,  t ype LOAD" "  and pr ess ent er .  Once l oaded,  QS or
ADVI NMAN can be l oaded by sel ect i ng T f r om t he Mai n menu -  t hese ar e
dat a f i l es.
QS -  Qui ckst ar t ,  set s you up wi t h t he most  commonl y used ver bs et c
and common messages.  A compl et e l i st i ng of  i t s cont ent s i s
cont ai ned i n Appendi x B,  al ong wi t h sever al  ot her  usef ul  t abl es and
char t s.
ADVI NMAN -  Set s up t he smal l  advent ur e i n t he manual  t o wor k t hr ough
and even edi t !
The f our t h f i l e RANSOM i s an exampl e of  a gr aphi c r unnabl e
advent ur e cr eat ed usi ng GAC and can onl y  be l oaded f r om a r eset
machi ne wi t h LOAD" " .

        Wr i t e an Advent ur e i n 30 Seconds!  ( For  a Bi t  of  Fun! )
        - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Fi r s t  LOAD GAC i n
Then " T"  t o l oad QS ( Qui ckst ar t )

Pr ess " R"                              -  St ar t  St opwat ch!
Pr ess " 1"    ( ent er )
Type " A Cave"    ( ent er )  ( ent er )  ( ent er )
Br eak   ( Caps- shi f t ,  Space)
Pr ess   ( ent er )                        -  St op St opwat ch!

The scr een wi l l  di spl ay:

A Cave
What  Now?

Tr y a f ew i nput s

Pr est o!  -  A VERY s i mpl e advent ur e i n 30 seconds?
Wel l  l ook at  i t  t hi s  way -  i t  can onl y  get  bet t er !

To get  back t o t he mai n menu pr ess ' Br eak' ,  ' Br eak ' ,  ' Br eak' .

Thi s  s i mpl e exampl e demonst r at es how qui ck and easy GAC i s  t o use.
Wi t h a l i t t l e t i me and i magi nat i on you wi l l  soon be cr eat i ng
pr of essi onal  Gr aphi c  Advent ur es!

                      Let  Your  Cr eat i on Begi n!



( 2. 1)  SECTI ON TWO -  WRI TI NG ADVENTURES
======================================

Ther e ar e sever al  el ement s necessar y t o wr i t i ng advent ur es usi ng
GAC.  These ar e di spl ayed on t he Mai n Menu whi ch i s  t he f i r st  t hi ng
you wi l l  see af t er  l oadi ng t he pr ogr am.
  For  conveni ence t he menu i s ar r anged i n al phabet i cal  or der ,
whi ch makes i t  easi er  f or  you t o r emember  whi ch keys t o pr ess i n
or der  t o cal l  up any par t  of  GAC.  At  t he t op of  t he menu scr een you
wi l l  see t he di spl ay showi ng " FREE: "  whi ch shows t he memor y f r ee.
  You may wr i t e t he el ement s of  your  advent ur e i n any or der  you
l i ke,  al t hough you may f i nd t hat  cer t ai n or der s may make t hi ngs
easi er  t han ot her s.
  What  f ol l ows i s a br i ef  descr i pt i on of  what  each el ement  of  t he
mai n menu does,  t oget her  wi t h det ai l ed i nst r uct i ons of  how t o use
each one.  They ar e pr esent ed i n an or der  whi ch you may f i nd
conveni ent  t o f ol l ow.

( 2. 2)  VERBS
===========

Ver bs ar e t he wor ds wi t h whi ch you wi l l  act ual l y  t el l  t he comput er
what  t o do when you ar e pl ay i ng an advent ur e.  For  exampl e EAT or
DROP.  Di r ect i ons such as WEST or  UP ar e al so t r eat ed as ver bs.  GAC
al l ows you t o ent er  and edi t  your  own ver bs when wr i t i ng an advent ur e.
Some of  t he most  commonl y used ver bs ar e al r eady i n t he
Qui ckst ar t  Fi l e,  however  s i nce GAC al l ows you t o ent er  up t o 255
ver bs,  your  i magi nat i on i s  t he onl y l i mi t  t o t he commands you may
i ncor por at e i nt o your  advent ur e.
   Af t er  pr essi ng V f r om t he Mai n Menu,  you shoul d see a pr ompt  on
t he scr een,  *  EDI T VERBS * ,  and a poi nt er  >.
   To ent er  a ver b,  si mpl y  t ype i n a number ,  t hen a space f ol l owed
by your  ver b.  When you pr ess RETURN t he ver b wi l l  be ent er ed on t he
scr een i n al phabet i cal  or der .
I f  t wo or  mor e ver bs have t he same meani ng and you wi sh bot h t o be
accept ed,  i e. ,  " Get "  and " Take" ,  s i mpl y al l ocat e t o t hem t he same
ver b number .  Tr y  t o t hi nk of  as many s i mi l ar  wor ds as you can i n
t hi s  way,  si nce t hi s  wi l l  make your  advent ur e appear  mor e f r i endl y.

EDI TI NG   -  To edi t ,  scr ol l  t he l i st  usi ng t he cur sor  keys unt i l  t he
- - - - - - -      desi r ed ver b i s adj acent  t o use t he poi nt er .  Pr ess Ret ur n,
            edi t  t he wor d,  pr ess Ret ur n agai n.
DELETE    -  Posi t i on t he wor d t o be del et ed by t he poi nt er  and pr ess
- - - - - -       Del et e.
RETRI EVE  -  Home wi l l  r et r i eve t he l ast  wor d del et ed.
- - - - - - - -

   Ther e i s a br i ef  summar y of  t hese i nst r uct i ons at  t he bot t om of
t he scr een.

NOTE:  The ver bs i n t he Qui ckst ar t  Fi l e may be edi t ed i n exact l y t he
same way as any ot her  ver bs.
Mor e i nf or mat i on about  t he use of  ver bs may be f ound i n sect i on( 2. 8)
CONDI TI ONS.

           PRESSI NG BREAK WI LL RETURN YOU TO THE MAI N MENU



                ( 2. 3)  ROOM DESCRI PTI ON
                ======================

The t er m " r oom"  i s  used t o r ef er  t o any l ocat i on i n your  advent ur e.
For  exampl e,  " a f or est " ,  " a car " ,  " a s t r ange al i en wor l d"  and so on.
GAC al l ows you t o use up t o 9999 of  t hese r ooms,  memor y per mi t t i ng,
and t o speci f y  t he connect i ons t o and f r om each r oom.  You wi l l
pr obabl y  f i nd i t  easi er  i f  you have deci ded i n advance what  each
r oom i s and how t he r ooms ar e connect ed.
   On pr essi ng R f r om t he mai n menu,  t he pr ompt  " Whi ch r oom number
? . . . . "  shoul d appear .  At  t hi s  poi nt  ent er  a r oom number  n,  f ol l owed
by RETURN whi ch wi l l  gi ve t he pr ompt  " Room number  n i s  . . . . " .  You can
t hen ent er  t he descr i pt i on whi ch can be up t o 255 char act er s  l ong.
   You wi l l  t hen see t he pr ompt  " Connect i ons ar e. . . . . ?" .  The
connect i ons ar e speci f i ed i n t er ms of  a ver b,  whi ch must  par t  of
t he l i st  al r eady speci f i ed,  f ol l owed by a space,  f ol l owed by t he
r oom number  i t  connect s wi t h.  For  exampl e EAST 20.
   You may have as may connect i ons f r om a si ngl e r oom as you can
f i t  i nt o 255 char act er s,  f ol l owed by RETURN,  i . e.
         EAST 20 WEST 18 NORTH 19 SOUTH 21 JUMP 49 ( RETURN)
You wi l l  t hen see a pr ompt  aski ng f or  a pi ct ur e number ,  whi ch l i nks
t hi s  l ocat i on wi t h t he appr opr i at e pi c t ur e shoul d you wi sh t o
have one.  I n t hi s case you shoul d ent er  a pi c t ur e number  f ol l owed by
RETURN.  I f  you do not  want  a pi c t ur e s i mpl e pr ess RETURN.  Thi s
r et ur ns you t o t he pr ompt  " Whi ch r oom number  ?. . . "  agai n.
   Al l  of  t he above may be edi t ed at  any t i me by usi ng t he cur sor
keys.  BREAK at  any poi nt  wi l l  r et ur n you t o t he WHI CH ROOM? pr ompt ,
and BREAK at  t hat  poi nt  wi l l  r et ur n you t o t he Mai n Menu.

Mor e i nf or mat i on about  t he use of  r oom descr i pt i ons can be f ound i n
sect i on ( 2. 7)  CONDI TI ONS.

EDI TI NG TEXT AND NUMBER I NPUTS ( t hi s  appl i es t o al l  sect i ons)
=============================================================
Cur sor  keys 5 and 8 wi l l  move t he cur sor  l ef t  and r i ght ,  DELETE
( Caps- Shi f t  0)  del et es l ef t  of  t he cur sor  and EDI T ( caps- shi f t  1)
del et es t he char act er  at  t he cur sor  posi t i on and r i ght  of  t he
cur sor .

                           ===============
                           PANI C BUTTON! ! !
                           ===============
At  any t i me pr ess BREAK,  ( sever al  t i mes i f  necessar y)  t o r et ur n t o
t he mai n menu.



                ( 2. 4)  MESSAGES
                ==============

Messages consi st  of  pr ompt s,  descr i pt i ons or  ot her  comment s t hat
appear  on t he scr een when you pl ay an advent ur e,  i . e.  " What  now ?" ,
or  " You can' t  do t hat " .  Many i f  t he mor e common syst em messages ar e
cont ai ned i n t he Qui ckst ar t  f i l e,  and ar e number ed f r om 240 t o 255.
GAC al l ows you t o ent er  up t o 255 messages whi ch may appear  at  any
poi nt  i n your  advent ur e.
   Pr essi ng " M"  f r om t he mai n menu wi l l  gi ve t he pr ompt  " Whi ch
message number  ?. . . " .  You shoul d t hen ent er  a number  f ol l owed by
RETURN,  t hen t ype i n your  message,  whi ch may be up t o 255 char act er s
l ong.  Pr essi ng RETURN wi l l  ent er  your  message and r epeat  t he " Whi ch
message number  ?. . . "  pr ompt .
   To edi t  a message once i t  has been ent er ed,  s i mpl y r ecal l  t he
message and edi t  i t  us i ng t he cur sor  keys.

   Pl ease not e t hat  al l  message f r om 240 t o 255 shoul d be
def i ned,  s i nce t hese ar e essent i al  syst em message wi t hout  whi ch
your  advent ur e wi l l  not  r un cor r ect l y.  You can edi t  t hese messages
but  you shoul d be car ef ul  t o pr eser ve t he meani ng.  For  exampl e,
message 242,  " Par don ?"  coul d be changed t o " Eh ?" .

   Pr essi ng BREAK wi l l  r et ur n you t o t he pr ompt  EDI T MESSAGE? and
BREAK f r om t her e wi l l  r et ur n you t o t he Mai n Menu.

Mor e i nf or mat i on about  t he use of  messages can be f ound i n sect i on
( 2. 7)  CONDI TI ONS.



                ( 2. 5)  NOUNS AND OBJECTS
                =======================

Nouns ar e t he " t hi ngs"  t hat  your  advent ur e wi l l  r ecogni se.  For
exampl e,  BOOK,  SWORD and so on.
   GAC f r equent l y r equi r es you t o def i ne t hi ngs bot h as nouns and
as obj ect s:  once as a noun so t hat  t he advent ur e wi l l  r ecogni se i t ,
and t hen as an obj ect  so t hat  t he pr ogr am can move i t  ar ound and do
t hi ngs wi t h i t .  For  exampl e,  SWORD i s def i ned as a noun,  but  s i nce
you may wi sh t o pi ck i t  up dur i ng your  advent ur e,  you must  al so
def i ne i t  as an obj ect .  A f ur t her  exampl e makes cl ear  anot her  poi nt :
i f  your  advent ur e r equi r es you t o l i ght  a l amp.  LAMP must  be def i ned
as a noun,  and you must  al so def i ne t wo obj ect s,  AN UNLI T LAMP and A
LI T LAMP .
   When you pr ess N f r om t he mai n menu,  t he pr ompt  *  EDI T NOUNS *
wi l l  appear .  Apar t  f r om t hi s ,  t he pr ocedur e f or  ent er i ng and
edi t i ng nouns i s  exact l y  t he same as t hat  f or  edi t i ng ver bs.  ( 2. 3)
   When you pr ess 0 f r om t he mai n menu,  t he pr ompt  " Whi ch obj ect
number  ?. . . . "  wi l l  appear .
You shoul d t hen ent er  a number  n f r om 1 t o 255 f ol l owed by RETURN.
You wi l l  t hen see t he pr ompt  " Obj ect  number  n i s . . . " .  You may t hen
ent er  t he obj ect  descr i pt i on consi st i ng of  up t o 255 char act er s
f ol l owed by RETURN.  Thi s  wi l l  pr oduce t he pr ompt  " St ar t s  i n r oom
number . . . " .  Ent er  t he number  of  t he r oom you wi sh t hi s  obj ect  t o
st ar t  i n,  or  pr ess RETURN.  Pr essi ng RETURN wi l l  assi gn t he obj ect  t o
r oom zer o,  a speci al  r oom whi ch cannot  be t r avel l ed t o,  and whi ch
cont ai ns " dead"  and " unbor n"  obj ect .  For  exampl e,  a pi ece of  cake
once eat en wi l l  be assi gned t o r oom zer o.
The pr ompt  " and wei ghs. . . . "  wi l l  t hen appear .  Ent er  t he wei ght  you
wi sh t o al l ocat e t o t hi s  obj ect  and pr ess RETURN.
   I f  t he st ar t  r oom number  r emai ns at  zer o,  t he obj ect  i s  assi gned
t o ROOM ZERO ;  a speci al  r oom whi ch cannot  be t r avel l ed t o,  whi ch
cont ai ns " dead"  and " unbor n"  obj ect s.  For  exampl e,  a pi ece of  cake
once eat en wi l l  be assi gned t o r oom zer o.

BREAK wi l l  r et ur n you t o t he mai n menu.

Mor e i nf or mat i on about  t he use of  nouns and obj ect s can be f ound i n
sect i on ( 2. 7)  CONDI TI ONS.

( 2. 6)  ADVERBS
                =============

I n t he GAC adver bs ar e used f or  t wo sor t s of  t hi ngs:  f i r st l y  t o
descr i be t he pr eci se way a ver b i s  used,  i . e.  " move sl owl y"  or  " put
down gent l y" ,  and secondl y  t hey ar e used t o di f f er ent i at e bet ween
si mi l ar  nouns.  For  exampl e,  i f  you advent ur e has t hr ee di f f er ent l y
col our ed boxes,  t he adver bs wi l l  speci f y  t he col our s:  RED,  GREEN
et c.
   On pr essi ng A f r om t he mai n menu,  t he pr ompt  *  EDI T ADVERBS *
wi l l  appear .  Apar t  f r om t hi s  t he pr ocedur e f or  ent er i ng and edi t i ng
adver bs i s  exact l y  t he same as t hat  f or  edi t i ng ver bs and nouns.

Mor e i nf or mat i on on t he use of  adver bs can be f ound i n sect i on
( 2. 7)  CONDI TI ONS.



                ( 2. 7)  CONDI TI ONS
                ================

When usi ng GAC t he condi t i ons f or m t he i nt er nal  commands t hat
s i mul at e deci s i on- maki ng pr ocesses wi t hi n t he game.  Al l  t he t er ms
you have speci f i ed and t he dat a you have ent er ed i s now dr awn
t oget her  t o f or m t he st r uct ur e f or  your  advent ur e-
   " Condi t i ons"  t el l  t he advent ur e t hat  i f  cer t ai n t hi ngs ar e t r ue,
t hen i t  i s  t o per f or m some act i on,  i . e. ,  " i f  x i s t r ue t hen do y" ,
t hough much mor e compl i cat ed condi t i ons may be const r uct ed,  i . e. ,
   " i f  x  and y  ar e t r ue t hen do t " ,
or  " i f  z  and q ar e t r ue t hen do y and x" ,  and so on.
The GAC has a speci al  f or mat  f or  wr i t i ng t hese condi t i ons.  For
exampl e,  i f  you have def i ned ver b number  16 t o mean " Exami ne" ,  and
noun number  2 t o mean " Room" ,  t hen a condi t i on usi ng t hese t er ms
mi ght  r ead :
   " I F (  VERB 16 AND NOUN 2 )  LOOK WAI T END"
Tr ansl at ed t hi s means i f  " Exami ne Room"  i s  t yped i n,  descr i be t he
cur r ent  r oom and wai t  f or  a new command.
   The Condi t i onal  l i s t  bel ow separ at es t he wor ds used f or  t he
" Condi t i ons Par t " ,  ' I f  (  Ver b 16 and Noun 2) '  and t hose used f or
t he " Act i on Par t " ,  ' LOOK WAI T END' .  For  subscr i pt s  used ( a,  c,  m,
as,  o,  n,  r ,  v ,  x and y)  -  See Appendi x B.

i .   CONDI TI ON PART
    - - - - - - - - - - - - - -
    VERB v              I s  ver b v t yped ? ( v  i s a number )
                        VERB 7 wi l l  gi ve a TRUE answer  i f  ver b number
                        7 was t yped,  ot her wi se i t  wi l l  gi ve a f al se
                        answer .
    NOUN n              i s  noun n t yped ? ( s i mi l ar  t o VERB)
    ADVE a              i s  adver b a t yped ? ( si mi l ar  t o VERB)

    HERE o              i s  obj ect  o her e ? ( i . e.  i n t he same r oom as
                        you ?)
                        I f  you ar e i n r oom 3 and obj ect  1 i s  al so i n r oom
                        3,  t hen HERE 1 wi l l  gi ve a TRUE answer  because
                        obj ect  1 i s her e.
    CARR o              I s  obj ect  o bei ng car r i ed ? ( Si mi l ar  t o HERE) .
    AVAI  o              I s  obj ect  o avai l abl e f or  use ? i . e.  her e or  bei ng
                        car r i ed? ( Si mi l ar  t o HERE) .
    o I N r               I s  obj ect  o i n r oom r  ? I f  obj ect  1 i s  i n r oom 3,
                        as  above,  t hen 1 I N 3 wi l l  be TRUE,  but  1 I N 4
                        wi l l  be FALSE.
    WEI G o              Get s t he wei ght  of  obj ect  o.  I n our  advent ur e,
                        wei gh 2 woul d gi ve t he val ue 20,  whi ch i s t he
                        wei ght  of  t he r at .

    SET? m              I s  mar ker  m set  ?
    RES? m              I s  mar ker  m r eset  ?
                        ( Ther e ar e 256 mar ker s,  number ed 0 t o 255.  They
                        ar e used t o st or e i nf or mat i on t hat  can be i n one
                        of  t wo st at es,  l i ke door s whi ch ar e open or  shut ,
                        l i ght  whi ch ar e on or  of f ,  et c .  Ther e ar e t hr ee
                        whi ch ar e i mpor t ant  f or  t he advent ur e pr ogr am :
                        Mkr  0,  i f  set ,  means t hat  a r oom has been
                               descr i bed s i nce i t  was l ast  r eset .
                        Mkr  1,  i f  set ,  means you ar e i n a l i ght  r oom,
                               Ot her wi se you ar e i n a dar k r oom.



                        Mkr  2,  i f  set ,  means you have a l amp or  some
                               ot her  sour ce of  l i ght .
                        I f  mar ker s 1 and 2 ar e bot h r eset ,  t hen t he
                        pr ogr am wi l l  r ef use t o descr i be r ooms,  comi ng up
                        wi t h t he " I t ' s  dar k"  message i nst ead,  si nce you
                        ar e i n a dar k r oom wi t hout  a l amp.
                        Mkr  3,  i f  set ,  di sabl es t he scor i ng mechani sm
                               when you exi t  f r om t he game.

    CTR c               Gi ves you t he val ue of  count er  c .
    x EQU? c            I s  x  equal  t o t he val ue of  count er  c  ?
                        Ther e ar e 128 count er s,  number ed f r om 0 t o 127.
                        They ar e most  f r equent l y  used t o st or e t he number
                        of  moves s i nce a par t i cul ar  event ,  ( e. g. ,  moves i n
                        t he dar k) .  Count er  0 hol ds t he scor e and count er s
                        126 and 127 hol d t he t ur ns count  s i nce t he st ar t
                        of  t he game.
    TURN                Gi ves t he number  of  t ur ns si nce t he st ar t  of  t he
                        game.

    ROOM                Gi ves you t he r oom number  of  t he r oom you' r e
                        cur r ent l y i n.
    AT r                 Gi ves a TRUE answer  i f  you ar e i n r oom number  r .

    condi t i on AND condi t i on wi l l  gi ve a TRUE answer  i f  bot h of  t he
                        condi t i ons gi ve TRUE answer s.
                        e. g.  VERB 1 AND NOUN 2 wi l l  TRUE onl y i f  ver b 1
                        and noun 2 ar e bot h t yped.
    condi t i on OR condi t i on wi l l  gi ve TRUE i f  ei t her  condi t i on i s
                        TRUE,  or  bot h.
    condi t i on XOR condi t i on wi l l  gi ve TRUE i f  one of  t he condi t i ons
                        i s  TRUE and t he ot her  FALSE.
    NOT condi t i on wi l l  gi ve a TRUE answer  i f  t he condi t i on was
                        FALSE,  and v i ce ver sa.
                        So NOT VERB 1 wi l l  be TRUE i f  ver b 1 i s NOT t yped.

    x < y               Gi ves TRUE i f  number  x i s l ess t han number  y
    x > y               Gi ves TRUE i f  x i s  gr eat er  t han y.
    x = y               Gi ves TRUE i f  x i s  EQUAL t o y.

    RAND x              Gi ves a r andom number  bet ween 0 and ( x- 1) .  So
                        RAND 10 wi l l  gi ve any number  at  r andom i n t he
                        r ange 0 t o 9.

    VBNO                Get s t he number  of  t he ver b i n t hi s command.
    NO1                 Get s t he number  of  t he f i r st  noun i n t hi s command,
                        i f  any.
    NO2                 Get s t he number  of  t he second noun i n t hi s
                        command,  i f  any.  These ar e used t o check wor d
                        or der ,  and t o GET and DROP obj ect  wi t hout  havi ng
                        t o have a condi t i on f or  each one.

i i .  ACTI ON PART
- - - - - - - - - - - - - - -
    LOOK                Descr i be t he r oom you ar e i n at  t he moment .
    DESC r               Descr i be r oom number  r .

    PI CT                Tur ns t he pi ct ur e di spl ay on.
    TEXT                Tur ns t he pi ct ur e di spl ay of f ,  gi v i ng a t ext
                        advent ur e.



    GET o               Get  obj ect  number  o.  I f  i t  i sn' t  her e,  or  you' ve
                        al r eady got  i t ,  or  i t ' s t oo heavy t hen t he
                        appr opr i at e message i s di spl ayed.
    DROP o              Dr op obj ect  number  o.  I f  you haven' t  got  i t ,  t hen
                        t he appr opr i at e message i s  di spl ayed.
    x SWAP y            Exchange obj ect s  x  and y.  I n our  l i t t l e
                        advent ur e,  1 SWAP 5 wi l l  exchange t he l amp wi t h
                        t he l i t  l amp.
    OBJ o               Descr i be obj ect  number  o.
    LI ST r               Li st  al l  t he obj ect s  i n r oom number  r .
    LI ST WI TH           Li st  al l  t he obj ect s  car r i ed wi t h you.
    o TO r               Move obj ect  number  o t o r oom r .  To dest r oy an
                        obj ect  move i t  t o r oom zer o.

    SET m               Set  mar ker  m
    RESE m              Reset  mar ker  m.  See SET? and RES? f or  an
                        expl anat i on of  mar ker s.
    x CSET c            Set  x t o be t he val ue of  count er  number  c.
    I NCR c              I ncr ease count er  c  by one.  The maxi mum i s 255.
    DECR c              Decr ease count er  c  by one.  The mi ni mum i s 0.
                        Tr yi ng t o i ncr ease past  255 or  decr ease past  0 i s
                        i gnor ed.

    GOTO r               Go t o r oom r  and descr i be t he new r oom
    CONN v              Thi s  checks t hr ough t he connect i on t abl e f or  a
                        connect i on f r om t he cur r ent  r oom usi ng ver b v.  I f
                        one i s  f ound,  t hi s  r et ur ns t he r oom number  of  t he
                        r oom you woul d have move t o i f  you wer e t o t ake t he
                        connect i on,  ot her wi se i t  gi ves zer o.  As an
                        exampl e i f  you wer e i n r oom 3 i n our  advent ur e,
                        CONN 4 woul d r et ur n t he val ue 2,  because i n t he
                        connect i ons f r om r oom 3,  ver b 4 ( WEST)  woul d t ake
                        you t o r oom 2.
    STRE x              Set  t he maxi mum wei ght  you can car r y  t o x.  STRE
                        i s  shor t  f or  STRENGTH.
    BRI N o              Br i ngs obj ect  o her e,  i f  i t  ex i s t s.
    FI ND o              Fi nd obj ect s  o and move t o i t ,  i f  i t  exi st s.
                        Thi s  does not  acknowl edge any r est r i ct i ons,  ( such
                        as  connect i ons) ,  so i t  coul d be usef ul  i n a magi c
                        spel l .
    SAVE                Saves t he cur r ent  game posi t i on t o t ape or  di sc.
    LOAD                Loads t he cur r ent  game posi t i on f r om t ape or  di sc.
                        These ar e usef ul  f or  cont i nui ng a game af t er  t ea
                        ( or  cof f ee -  t he ket t l e' s pr obabl y  boi l ed by now! )

    WAI T                Wai t s f or  a new command.
    OKAY                Pr i nt s  " Okay"  and wai t s f or  a new command.
    EXI T                St ops t he game.  Si nce t he pl ayer  i s NOT asked,
                        t hi s  i s r ecommended f or  use when t he pl ayer  wi ns
                        or  i s ki l l ed.
    QUI T                The pl ayer  i s f i r s t  asked i f  he want s t o qui t .  I f
                        he t ypes " Y" ,  t he game t er mi nat es,  ot her wi se t he
                        game cont i nues.  On abandoni ng t he game,  bot h t he
                        scor e and t he number  of  moves t aken ar e di spl ayed,
                        assumi ng t hi s f unct i on has not  been di sabl ed by
                        set t i ng mar ker  t hr ee.



    MESS ms             Pr i nt  message number  ms.
    PRI N x              Pr i nt  number  x.
    LF                  Pr i nt s  a Li nef eed.  Ever yt hi ng f r om her eon i s
                        pr i nt ed on a new l i ne.
    WI TH                I s  equal  t o t he r oom number  of  wher e t hi ngs ar e
                        put  when you ar e car r yi ng t hem.
    HOLD x              Hal t s t he game f or  x  f i f t i et hs of  a second,  or
                        unt i l  a key i s  pr essed.  For  exampl e,  t o f r eeze
                        f or  10 seconds,  do HOLD 500.
    x + y               As you may expect ,  r et ur ns t he val ue of  x added t o
                        y.
    x -  y               And t hi s  gi ves t he val ue of  x -  y.

Ther e ar e sever al  t hi ngs t o not e when wr i t i ng condi t i ons.  Fi r s t l y
al l  oper at i ons ar e per f or med st r i c t l y f r om l ef t  t o r i ght .  Secondl y
GAC r equi r es spaces bot h i ns i de and out s i de br acket s,  and bet ween
wor ds such as ' ver b'  and ' noun'  and t hei r  number s.
Thi r dl y,  x  and y  need not  be s i mpl y number s,  t hey can be mor e
compl ex expr essi ons.  However  you shoul d not e t hat  si nce GAC
per f or ms al l  i t s  oper at i ons f r om l ef t  t o r i ght ,  you shoul d be
car ef ul  about  t he or der  i n whi ch you ent er  t hi ngs.  Put  any
compar i sons f i r s t ,  i . e.  i f  (  VERB > 5 )  AND NOUN 9 )  QUI T END
   The condi t i ons ar e checked by GAC at  t hr ee di f f er ent  poi nt s,
and ar e ent er ed as Hi gh Pr i or i t y ,  Low Pr i or i t y and Local .
The f l ow char t  at  t he back of  t he manual  i ndi cat es t he or der  i n
whi ch t hese ar e act i oned.
  The GAC checks f or  HI GH PRI ORI TY condi t i ons bef or e pr ompt i ng
f or  a pl ayer  command.  I t  checks f or  such t hi ngs as whet her  you ar e
st i l l  " al i ve" ,  whet her  a l i ght  a f l ashi ng,  et c.
Pr essi ng H f r om t he mai n menu wi l l  r et ur n t he pr ompt  " Whi ch l i ne
number  ?. . . " .  You shoul d ent er  t hese l i nes i n or der ,  i e.  1,  2,  3
et c.
The GAC wi l l  not  r ecogni se a l i ne number  such as ' 5'  when you have
onl y  ent er ed t wo condi t i ons so f ar ,  al t hough i t  wi l l  i nser t  a
condi t i on ear l i er  i n your  l i st  and r emember  accor di ngl y.  RETURN wi l l
gi ve you t he pr ompt  " Li ne number  n i s. . . . " ,  at  whi ch poi nt  you
shoul d ent er  your  condi t i on and pr ess RETURN whi ch wi l l  gi ve you t he
BREAK r et ur ns you t o t he mai n menu.

   LOCAL CONDI TI ONS ar e checked f or  af t er  t he pl ayer  has ent er ed a
command,  and deal  wi t h t hi ngs l ocal  t o a par t i cul ar  r oom,  f or
exampl e,  whet her  a par t i cul ar  obj ect  i s i n t hat  r oom.  Al t er nat i vel y
t hey mi ght  execut e a pl ayer  command t o go t o anot her  r oom,  or  open a
door  at  t hat  l ocat i on.
   Pr essi ng C f r om t he mai n menu wi l l  gi ve t he pr ompt  " Whi ch r oom
number  ? . . . . " .  Ent er i ng a number  f ol l owed by RETURN wi l l  gi ve t he
pr ompt  " Whi ch l i ne number  ?. . . . " .  Ther eaf t er  t he pr ocedur e i s
exact l y t he same as f or  Hi gh Pr i or i t y Condi t i ons,  except  t hat  each
Room has i t ' s own set  of  l i ne number s,  ( 1,  2,  3 et c) .

   LOW PRI ORI TY CONDI TI ONS ar e al so checked f or  af t er  a si ngl e
pl ayer  command i s ent er ed,  but  ar e not  associ at ed wi t h any r oom.  For
exampl e,  t hey mi ght  check whet her  you ar e car r yi ng a par t i cul ar
obj ect ,  i ndependent  of  t he l ocat i on.  Af t er  pr essi ng L f r om t he mai n
menu,  t he pr ocedur e f or  ent er i ng and edi t i ng Low Pr i or i t y Condi t i ons
i s  exact l y  t he same as t hat  f or  Hi gh Pr i or i t y  Condi t i ons.

   Fur t her  exampl es of  Hi gh,  Local  and Low Pr i or i t y Condi t i ons can
be f ound i n Appendi x  A.



                ( 2. 8)  BEGI N WHERE?
                ==================

The l ast  el ement  of  your  advent ur e,  at  l east  as f ar  as t he t ext  i s
concer ned,  i s t o speci f y  whi ch r oom your  advent ur e st ar t s i n.
   Pr essi ng B f r om t he mai n menu wi l l  gi ve t he pr ompt  t o ent er  t he
st ar t  l ocat i on r oom number .

Ent er i ng a r oom number  f ol l owed by RETURN means t hat  your  advent ur e
wi l l  s t ar t  at  t hi s  r oom.  To change t he st ar t  r oom,  s i mpl y ent er  a
new number .
BREAK wi l l  r et ur n you t o t he mai n menu.

                ( 2. 9)  SAVE AND LOAD
                ===================

SAVI NG
- - - - - -
Af t er  pr essi ng S f r om t he mai n menu,  you wi l l  be asked i f  you wi sh
t o save a " Dat a Fi l e"  or  a " Runnabl e Advent ur e" .
I f  you pr ess ' D'  f or  ' Dat a Fi l e' ,   t he comput er  wi l l  pr ompt  f or  a
f i l e name.  Ent er  your  f i l e name f ol l owed by RETURN.  Thi s  wi l l  save
your  dat a whi ch can be l oaded i nt o GAC at  a l at er  dat e f or  f ur t her
devel opment .
   I f  you pr ess ' R'  f or  r unnabl e advent ur e f ol l owed by ' Ent er '  your
dat a wi l l  be saved as a Runnabl e Advent ur e,  whi ch can no l onger  be
l oaded i nt o GAC f or  edi t i ng but  wi l l  r un on i t s own.

LOADI NG
- - - - - - -
Pr essi ng T on t he mai n menu f ol l owed by a f i l e name wi l l  l oad a Dat a
f i l e i nt o GAC f or  edi t i ng.

To l oad your  Runnabl e Advent ur e t ype LOAD" "  and pr ess ENTER.

NOTE :  Do not  at t empt  t o l oad a r unnabl e advent ur e i nt o GAC.  I t
wi l l  r un on i t s own !

                ( 2. 10)  DELETE DATA
                ==================

Pr essi ng X f r om t he mai n menu wi l l  del et e al l  your  dat a.
N. B.  Loadi ng a new dat a f i l e wi l l  have t he same ef f ect .



                ( 3. 1)  SECTI ON THREE -  GRAPHI CS
                ==============================

The Gr aphi cs par t  of  GAC wi l l  enabl e you t o dr aw pi ct ur es t o go wi t h
t he r oom descr i pt i ons i n t he t ext  par t  of  your  advent ur e.
   Pr ess G f r om t he Mai n Menu t o ent er  t he Gr aphi cs sect i ons.  You
wi l l  see di spl ayed a hi gh- r esol ut i on Wi ndow and a Gr aphi cs Menu,
t oget her  wi t h pr ompt  " Whi ch pi ct ur e number    ?. . . . " .
Ent er  t he number  of  t he pi ct ur e you wi sh t o desi gn.

The St at us Boar d f r om l ef t  t o r i ght :

PEN AND PAPER -  The Pen st ar t s  " of f "  t he Paper .  The cur sor  wi l l  not
- - - - - - - - - - - - -    l eave a t r ai l  and i s  f r ee t o be posi t i oned wi t hout
                af f ect i ng your  pi c t ur e.  The Pen wi l l  be i n t he down
                posi t i on whi l s t  act ual l y  dr awi ng.  ( L,  E & R)
I NK           -  The col our  i n t hi s  box shows t he cur r ent  s t at us of
- - -              t he I nk of  t he Pen.
PAPER         -  The col our  her e shows t he cur r ent  st at us of  t he
- - - - -            backgr ound,  ( t he paper  col our ) .
X & Y         -  These i ndi cat or s  show t he cur r ent  posi t i on of  t he
- - - - -            cur sor .  The bot t om l ef t  cor ner  X = 0 and Y = 0.
LAST          -  Thi s  shows t he l ast  command used.
- - - -
PI C           -  The pi ct ur e number  you ar e pr esent l y  desi gni ng.
- - -

The f i l l  Rout i ne i s desi gned t o be f ast  and i t  can cope wi t h
i r r egul ar  shapes,  but  you may need t o pr ess " F"  mor e t han once.  I f
an ar ea i s  l ef t  unf i l l ed,  t hen you can j ust  move t he cur sor  i nt o
t hat  ar ea and pr ess " F"  agai n.
   Her e i s  a s i mpl e met hod whi ch wi l l  al l ow you t o get  t he best
r esul t s f r om your  f i l l i ng.  I f  your  shape has a hi gh poi nt ,  posi t i on
t he cur sor  di r ect l y under  i t .  I f  i t  has a l ow poi nt ,  posi t i on your
cur sor  di r ect l y under  i t .  Her e i s an exampl e usi ng a t r i angl e. . .

                    / ^ \               / | \
                   /    \             / - | - \
Onl y  t hi s par t     / | - - - - \           / - - | - - \       Al l  f i l l ed
f i l l ed           / - +- - - - - \         / - - - +- - - \    + = cur sor  posi t i on
                / - - | - - - - - - \       / - - - - | - - - - \
               <- - - | - - - - - - - >    <- - - - - | - - - - - >

                  CASE A           CASE B

The ar ea f i l l ed i s  wor ked out  by t he f i l l  r out i ne checki ng up and
down f r om t he cur sor  posi t i on unt i l  i t  encount er s a boundar y.
I t  i s possi bl e t o f i l l  t he same ar ea mor e t han once usi ng shadi ng
pat t er ns consi st i ng of  di f f er ent  col our s.
   Fi nal l y ,  we have anot her  ver y usef ul  f eat ur e.  Thi s i s  t he
abi l i t y t o mer ge pi c t ur es t oget her .  For  i nst ance,  you f i nd t hat ,  i n
your  advent ur e you have a si ngl e basi c  cave shape,  whi ch you want  t o
use i n many of  your  pi ct ur es,  but  det ai l s di f f er .  I t  i s possi bl e t o
i ncl ude a pi ct ur e al r eady cr eat ed i nt o t he pi ct ur e you' r e i n,  by
pr essi ng " M" ,  t ypi ng t he number  of  t he pi c t ur e you want  t o i nc l ude,
and pr essi ng ENTER.  Thi s  i s t hen dr awn over  t he t op of  anyt hi ng
al r eady t her e,  ( I  usual l y do t hi s r i ght  at  t he st ar t  and t hen dr aw
ar ound t he mer ged pi ct ur e) .  I t  i s a ver y usef ul  f eat ur e whi ch saves
a l ot  of  t i me and memor y t oo.



   I f  you shoul d r un out  of  memor y i n one par t i cul ar  pi c t ur e,  you
can get  r ound t hi s  by movi ng t o an unused pi ct ur e and mer gi ng t he
f ul l  pi c t ur e i nt o t he new one bef or e cont i nui ng wi t h your  dr awi ng.
   Desi gni ng and dr awi ng pi c t ur es on t he Spect r um i s  hi nder ed by
t he Spect r um' s own ' At t r i but e Pr obl em' .  I f  you hol d ' G'  whi l st  at  a
pi ct ur e,  you wi l l  see a gr i d of  br i ght  and not  so br i ght  squar es
l i ght  up -  each squar e i s 8 by 8 pi xel s.  The Spect r um i t sel f  wi l l
onl y  al l ow t wo col our s i n any squar e at  any t i me,  one i s  cal l ed
t he Paper  Col our  and t he ot her  t he I nk Col our .
   By car ef ul  posi t i oni ng of  l i nes,  i e.  on t he edge or  cor ner s of
At t r i but e Squar es,  you can st i l l  get  sever al  ar eas of  col our  j oi ni ng
at  one poi nt .  As you dr aw l i nes,  GAC wi l l  updat e al l  t he at t r i but es
as t he l i ne i s  el ast i c  banded,  t hi s wi l l  ai d ef f ect i ve posi t i oni ng.
Al so as pr evi ousl y  ment i oned hol di ng t he ' G'  key wi l l  over l ay t he
At t r i but e Gr i d over  t he pi ct ur e.
   Ther e i s a demonst r at i on pi ct ur e ( No.  99)  on t he ' Advi nman'
f i l e t hat  you can st ep t hr ough,  edi t ,  add t o,  del et e or  what ever !
( Load i n Advi nman usi ng t he T opt i on,  pr ess G and ent er  99) .
   By car ef ul  desi gn you can cr eat e st unni ng gr aphi cs l i ke t hose
i ncl uded i n t he Ransom advent ur e.

                ( 3. 2)  GRAPHI CS COMMANDS
                =======================

Ar r ow Keys ( 5,  6,  7 & 8)  -   Move t he cur sor
Ar r ow Keys + Caps.  Shi f t  -   Move t he cur sor  ( st eps of  8)  qui cker .
          L  ( 1st  pr ess)  -   Li ne -  Fi xes one end of  t he l i ne,  ( pen
                            goes down) .  Now move t he cur sor  about .
          L  ( 2nd pr ess)  -   Li ne -  Fi xes ot her  end of  t he l i ne,  ( pen
                            goes up.
          E  ( 1st  pr ess)  -   El l i pse/ Ci r c l e -  Set s cent r e ( now move
                            cur sor s) .
          E  ( 2nd pr ess)  -   El l i pse/ Ci r c l e -  Fi xes El l i pse/ Ci r cl e
          R  ( 1st  pr ess)  -   Rect angl e -  Set s  a cor ner  ( now move
                            cur sor ) .
          R  ( 2nd pr ess)  -   Rect angl e -  Fi xes Rect angl e.
          D              -   Dot  -  Pr i nt s  a Dot  at  cur sor  posi t i on
          I               -   I nk Col our
          P              -   Paper  Col our
          V              -   Fl ash 0 = of f  1 = on 8 = t r anspar ent
          B              -   Br i ght  0 = of f  1 = on 8 = t r anspar ent
          T              -   Text  Ar ea and Bor der  Col our
          G              -   Gr i d showi ng At t r i but es posi t i ons
          F              -   Fi l l s f r om cur sor  ar ea i n I NK
          A              -   Fi l l s f r om cur sor  ar ea i n PAPER
          S              -   Shaded f i l l s  f r om cur sor  i n a shade of
                            Cur r ent  I nk and Cur r ent  Paper
          W              -   Dr aws whol e pi ct ur e
          M              -   Mer ge pi ct ur e -  pr ompt s f or  a pi ct ur e
                            number  and mer ges t hat  pi c t ur e wi t h t he
                            one cur r ent l y di spl ayed.  Not e some
                            shades wi l l  not  mer ge wel l  and a ' f i l l '
                            wi l l  not  f i l l  past  obst acl es i n t he
                            pr esent  pi ct ur e.
          C              -   Cur sor  -  when hel d wi l l  hi ghl i ght  t he
                            cur sor  posi t i on.
Ar r ow Keys ( 5,  6,  7 & 8)
and Symbol  Shi f t          -   St eps t hr ough your  pi c t ur e t o al l ow
                            edi t i ng.
S Shi f t  5 ( l ef t  ar r ow)    -   St eps back one command



S Shi f t  8 ( r i ght  ar r ow)   -   St eps f or war d one command
S Shi f t  6 ( down ar r ow)    -   St eps back f i ve commands
S Shi f t  7 ( up ar r ow)      -   St eps f or war d f i ve commands
NB.  When st eppi ng t hr ough your  pi c t ur e you can st i l l  add and change
t he commands as nor mal .
          Z              -   Jumps t o st ar t  of  pi ct ur e
Del et e                   -   Del et es l ast  command
Caps- shi f t  9             -   Del et es f r om cur r ent  posi t i on t o end
BREAK 1st  t i me           -   Pr ompt s new pi ct ur e number
BREAK 2nd t i me           -   Ret ur n t o mai n menu

NB.  For  a Spect r um + or  Spect r um 128 t he ar r ow keys move t he cur sor
i n s t eps of  8,  f or  accur at e posi t i oni ng use keys 5,  6,  7 and 8.
( Lef t ,  down,  up and r i ght ) .

Edi t i ng pi ct ur es
- - - - - - - - - - - - - - - -

,            -  Moves back one gr aphi c  command.
.            -  Moves f or war d one gr aphi c command.
<           -  Moves back 8 gr aphi cs commands.
>           -  Moves f or war d 8 gr aphi c commands.

SHI FT *      -  Del et es al l  pi ct ur e i nf or mat i on hel d af t er  t he
              edi t  posi t i on.
Z           -  Takes you back t o t he st ar t  of  t he pi c t ur e.
f 7          -  Toggl e t he gr aphi cs cur sor  speed,  bet ween 1 pi xel
              per  key pr ess ( def aul t )  and 4 pi xel s  per  key pr ess.
BREAK       -  Takes you back t o t he Mai n Menu.

Whi l st  s t eppi ng t hr ough t he gr aphi c commands t he l ast  command wi l l
be hi ghl i ght ed i n gr een.  I f  t he l ast  gr aphi c  command was a l i ne,
" Dot "  wi l l  be hi ghl i ght ed i n l i ght  bl ue.

                ( 4. 1)  SECTI ON FOUR -  TEST ADVENTURE
                ===================================

To t est  your  advent ur e,  get  back t o t he mai n menu and si mpl y  pr ess
" ENTER"  t o ent er  t he advent ur e.
When ar e t est i ng and advent ur e,  t he way t o r et ur n t o t he mai n
menu i s t o pr ess BREAK as usual .  Thi s gi ves you t he message " Pr ess D
f or  di agnost i cs or  BREAK t o escape. . . . " .  I f  you pr ess t he " D"  key,  t hen
al l  t he mar ker s and count er s wi l l  be di spl ayed on t he scr een.  For
t he mar ker s,  a sol i d box i ndi cat es " SET"  and an empt y one i ndi cat es
" RESET" .  The val ues of  t he count er s ar e gi ven as you woul d expect .
To get  back t o t he game pr ess RETURN.  I f  you pr ess BREAK agai n,  t hen
you wi l l  get  back t o t he mai n menu.
   The er r or  r out i ne pr i nt s out  a message i ndi cat i ng t he nat ur e of
t he er r or ,  pl us a l i ne of  condi t i ons i f  t he er r or  occur r ed i n one of
t he condi t i on t abl es.

" Message not  f ound"  means you have r ef er r ed t o a message t hat  does
not  ex i s t .  I f  t hi s  appear s i mmedi at el y ,  check t hat  you have i ncl uded
t he syst em' s speci al  messages,  number s 240 and above.

" Room not  f ound"  means you have t r i ed t o descr i be or  move t o a r oom
t hat  doesn' t  exi st .

" Obj ect  not  f ound"  means you have t r i ed t o pi ck up,  dr op or  descr i be
an obj ect  t hat  does not  ex i s t .

" Mar ker  not  f ound"  means you have t r i ed t o access a count er  whi ch



does not  exi st .

" Count er  not  f ound"  means you have t r i ed t o access a count er  whi ch
does not  exi st .

" I l l egal  val ue"  means you have t r i ed t o l ook f or  a ver b,  noun or
adver b wi t h a number  gr eat er  t han 255,  or  you have t r i ed t o l oad a
count er  wi t h a number  gr eat er  t han 255.

Her e ar e a f ew hi nt s  f or  sol vi ng er r or s :
  i .     Suspect  t ypi ng er r or .  Check t hat  you r eal l y mean what  you
        have sai d.
  i i .    Have you f or got t en t o ent er  t he r oom/ obj ect / message bei ng
        r ef er r ed t o? i f  so ent er  i t .
  i i i .   Have you f or got t en t o del et e a condi t i on whi ch you di dn' t
        need,  havi ng del et ed t he obj ect s/ messages used by i t ?



                ( 4. 2)  PLAYER COMMANDS
                =====================

Thi s  sect i on deal s  wi t h t he commands a pl ayer  gi ves when he pl ays
t he advent ur e.  I t  i s  i nt ended t o gi ve an i dea of  t he compl exi t y of
t he commands t he advent ur e wi l l  under st and.
   Each command l i ne consi st s of  one or  mor e si mpl e commands,
whi ch i n t ur n consi st  of  a ver b,  and maybe an adver b and one or  t wo
nouns.  Any wor d whi ch t he command i nt er pr et er  does not  under st and
as bei ng a noun,  ver b or  adver b i s  i gnor ed.
Let  us t ake a t ypi cal  l i ne and see how t he pr ogr am l ooks at  i t :

    Get  t he gol d,  exami ne i t ,  put  i t  i n t he box t hen go nor t h

Let  us assume t hat  t he vocabul ar y i ncl udes :
                                                      ADVERBS:  1 I N
NOUNS :    3 GOLD        VERBS :    1 NORTH
          7 BOX                   7 GET
        255 I T                    8 PUT   16 EXAMI NE

   The command l i ne i s  spl i t  i nt o separ at e commands by t he
f ol l owi ng :  " . " ,  " , " ,  " ?" ,  " : " ,  " and"  and " t hen" ,  so i t
becomes ;

    Get  t he gol d      " , "
    Exami ne i t         " , "
    Put  i t  i n t he box " t hen"
    go nor t h

Each of  t hese i s  canned f or  ver bs,  adver bs and nouns i n t hat  or der ,
and nay f ound have t hei r  number  st or ed;

                       VERB     ADVE     NOUN1     NOUN2
   Get  t he gol d         7        0         3         0
   - - -      - - - -

   Exami ne i t            16       0        255        0
   - - - - - - -  - -

   Put  i t  i n t he box    8        1        255        7
   - - -  - -  - -      - - -

   Go nor t h             1        0         0         0
      - - - - -

Then al l  occur r ences of  noun 255 ( " I t " ) ,  ar e r epl aced by t he l ast
noun t yped bef or e t hat ,  gi vi ng:

                       VERB     ADVE     NOUN1     NOUN2
   Get  t he gol d         7        0         3         0
   Exami ne i t            16       0         3         0
   Put  i t  i n t he box    8        1         3         7
   Go nor t h             1        0         0         0

These val ues ar e t he passed t o t he connect i on t abl e,  t hen t o t he
condi t i ons.  See t he di agr am i n Appendi x B.
Not e t hat  al l  t he l et t er s i n t he vocabul ar y ent r i es ar e si gni f i cant
-  t her e i s  no t r uncat i on t o onl y  f our  or  f i ve l et t er s.  Thus RI VER
and RI VET,  TROUT and TROUSERS,  and ot her  l i ke t hese ar e
di f f er ent i at ed.



                APPENDI X A
                ==========
   Def i ni t i ons and Condi t i ons f or  " ADVI NMAN"

i . NOUNS               i i . VERBS
- - - - - - -                - - - - - - - -
1 TORCH   5 SERPENT   1 NORTH    9 LOOK         15 LOAD
1 LAMP    6 DOOR      2 SOUTH    10 LI ST        15 RESTORE
2 RAT     255 I T      3 EAST     10 I NVENTORY   16 EXAMI NE
3 KEY                 4 WEST     11 QUI T        17 LI GHT
4 GOLD                5 UP       12 TEXT        17 ON
4 BAR                 6 DOWN     12 WORDS       18 EXTI NGUI SH
4 TREASURE            7 GET      13 PI CTURES    18 OFF
5 SNAKE               7 TAKE     13 GRAPHI CS    19 UNLOCK
                      8 DROP     14 SAVE        20 SCORE
                      1 N   2 S  3 E   4 W      21 EAT
                      5 U   6 D

i i i .  ROOM DESCRI PTI ON
- - - - - - - - - - - - - - - - - - - - -
Room No.  Descr i pt i on ( as i t  woul d appear )             Connect i ons

1.        You ar e above t he gr ound.   Ther e i s  a       ( pr ess ENTER)
         cave ent r ance t o t he east .
2.        You ar e i n a l ar ge caver n.   Passages        E 3
         l ead east ,  west  and sout h.
3.        You ar e i n a cave.   A snake i s as l eep       W 3
         i n a cor ner  and exi t s  l ead east  and west .
4.        You ar e by a smal l  l ake.   The onl y exi t      ( pr ess ENTER)
         i s west .
5.        You ar e out si de a cast l e.   A t unnel  l eads   ( pr ess ENTER)
         t o t he nor t h and a l ar ge door  can be seen
         t o t he east .
6.        You ar e i n t he cast l e s t r ongr oom.   A door    W 5
         s t ands open t o t he west .

i v .  OBJECTS
- - - - - - - - - - -
No.       Descr i pt i on        St ar t s  i n r oom       Wei ght

1.        a l amp                    1             10
2.        a dead r at                 5             20
3.        a key                     4             1
4.        a gol d bar                 6             100
5.        a l i t  l amp                0             100

v.  MESSAGES
- - - - - - - - - - -
   240  What  now ?. . . .
   241  You can' t
   242  Par don?
   243  Pr ess a key f or  anot her  game. . . .
   244  Ar e you sur e (  Y or  N )  ?
   245  You' ve al r eady got  t hat .
   246  You haven' t  got  t hat .



   247  You can' t  see t hat .
   248  You' r e car r y i ng t oo much t o pi ck t hat  up.
   249  Your  scor e was
   250  and you t ook
   251  I t ' s  dar k.   You can' t  see a t hi ng.
   252  I  can' t  f i nd t hat  anywher e.
   253  You can al so see.
   254  Okay
   255  t ur ns

i .  Condi t i ons -  Local   Don' t  t ype i n t he comment s !
- - - - - - - - - - - - - - - - - - - - -
 Room 1
    I F (  VERB 3 )  RESE 1 GOTO 2 WAI T END
      I f  you t yped " EAST" ,  r eset  t he dar k/ l i ght  mar ker ,  got o r oom 2
      and wai t  f or  a new command.
 Room 2
    I F (  VERB 4 )  SET 1 GOTO 1 WAI T END
      I f  you t yped " WEST" ,  set  t he dar k/ l i ght  mar ker ,  got o r oom 1 and
      wai t  f or  a new command.
    I F (  VERB 2 )  SET 1 GOTO 5 WAI T END
      And a si mi l ar  condi t i on f or  goi ng sout h t oo.
 Room 3
    I F (  VERB 7 AND NOUN 5 )  MESS 14 HOLD 200 EXI T END
      I f  you t yped " GET SNAKE"  t hen pr i nt  message f our t een t o say
      how i t  r eact s,  f r eeze f or  f our  seconds and end t he game.
    I F (  VERB 3 )  SET 1 GOTO 4 WAI T END
      Agai n anot her  move- f r om- dar k- r oom- t o- l i ght - r oom condi t i on,  t hi s
      t i me east .
 Room 4
    I F (  VERB 4 )  RESE 1 DOTO 3 WAI T END
      I ' l l  l ey  you wor k t hi s  one out  ( hi nt  -  l ook at  r ooms 1,  2,  3)
    I F (  VERB 7 AND NOUN 3 )  CTR 0 + 20 CSET 0 END
      I f  you t yped " GET KEY"  t hen add t went y t o count er  0 ( t he scor e)
    I F (  VERB 8 AND NOUN 3 )  CTR 0 -  20 CSET 0 END
      I f  you t yped " DROP KEY"  t hen subt r act  20 f r om ct r  0 ( t he scor e)
 Room 5
    I F (  VERB 3 AND SET? 3 )  GOTO 6 WAI T END
      I f  you t yped " EAST"  and mar ker  3 i s set ,  ( i . e.  i f  t he door  has
      been opened) ,  got o r oom 6 and wai t  f or  a new command.
    I F (  VERB 3 )  MESS 7 WAI T END
      I f  you t yped " EAST"  t hen pr i nt  message 7 and wai t  f or  a new
      command.  Not e t hat  t he door  cannot  be opened s i nce i f  i t  was,
      t he l ast  l i ne woul d have wor ked and we woul d be wai t i ng f or  a
      new command by now.
    I F (  VERB 19 AND NOUN 6 AND CARR 3 )  SET 3 MESS 10 WAI T END
      I f  you t yped " UNLOCK DOOR"  t hen set  mar ker  3,  ( mar k t he door  as
      open) ,  pr i nt  message 10 and wai t  f or  a new command.
    I F (  VERB 1 )  RESE 1 GOTO 2 WAI T END
      I t  i s anot her  l i ght - t o- dar k movement ,  t hi s  t i me nor t h t o r oom 2

i i .  Condi t i ons -  Low Pr i or i t y
- - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Those mar ked " * "  ar e i nc l uded i n t he Qui ckst ar t  f i l e.

    I F (  VERB 20 )  MESS 249 PRI N CTR 0 MESS 250 PRI N TURN MESS 255
    WAI T END
      I f  you t yped " SCORE" ,  pr i nt  message 249,  your  scor e,  message
      250,  t he number  of  t ur ns you has and message 255.  Then wai t
      f or  a new command.



    I F (  NO1 = 0 AND VERB 7 )  MESS 19 WAI T END
      I f  you t yped " GET"  by i t sel f  or  wi t h an unr ecogni sed wor d,
      pr i nt  message 19 " I ' m sor r y,  but  I  don' t  know what  one of  t hose
      i s . . . "
    I F (  NO1 = 0 AND VERB 8 )  MESS 19 WAI T END
      And si mi l ar l y f or  " DROP" .
    I F (  NO1 = 0 AND VERB 16 )  MESS 18 WAI T END
      And agai n f or  " EXAMI NE" .
    I F (  VERB 7 AND NOUN 1 AND HERE 5 )  GET 5 OKAY END
      I f  you t yped " GET LAMP"  and t her e i s  a l i t  l amp her e,  t hen get
      i t ,  pr i nt  " OKAY"  and wai t  f or  a new command.
    I F (  NO1 < 5 AND VERB 7 )  GET NO1 OKAY END.
      I f  you t yped " GET"  and a noun wi t h a number  l ess t han 5,  t hen
      get  t he obj ect  wi t h t hat  noun' s number .  Thi s  onl y wor ks
      because t he obj ect s and t he nouns whi ch r ef er  t o t hem have t he
      same number .  ( A ver y usef ul  t r i ck! )
    I F (  VERB 8 AND NOUN 1 AND CARR 5 )  DROP 5 OKAY END
      I f  you t yped " DROP LAMP"  and you' ve got  a l i t  l amp,  t hen dr op
      i t ,  pr i nt  " Okay"  and wai t  f or  a new command.
    I F (  NO1 < 5 AND VERB 8 )  DROP NO1 OKAY END
      I f  you t yped " DROP"  and a noun whose number  i s  l ess t han 5,
      t hen dr op t he obj ect  wi t h t hat  noun number .
    I F (  VERB 16 AND NOUN 1 AND AVAI  5 )  MESS 5 WAI T END
      I f  you t yped " EXAMI NE LAMP"  and you have a l i t  l amp avai l abl e
      t hen pr i nt  out  i t s  mor e det ai l ed descr i pt i on and wai t  f or  a new
      command.
    I F (  NO1 < 5 AND VERB 16 AND AVAI  NO1 )  MESS NO1 WAI T END
      I f  you t yped " EXAMI NE"  and a noun whose number  i s l ess t han 5,
      t hen pr i nt  out  t he message wi t h t hat  noun number ,  i t  bei ng t he
      mor e det ai l ed descr i pt i on of  t hat  abj ect ,  t hen wai t  f or  a new
      command.
  *  I F (  VERB 11 )  QUI T END
      I f  you t yped " QUI T"  t hen qui t .
  *  I F (  VERB 9 )  LOOK WAI T END
      I f  you t yped " LOOK"  t hen descr i be t hi s  r oom and wai t  f or  a new
      command.
    I F (  VERB 21 AND NOUN 2 AND CARR 2 )  DROP 2 2 TO 0 MESS 17 WAI T
    END
      I f  you t yped " EAT RAT"  and you ar e car r yi ng i t ,  dr op i t ,  move
      t o r oom 0,  t hus dest r oyi ng i t ,  pr i nt  message 17 ( " yum,  yum" )
      and wai t  f or  a new command.
  *  I F (  VERB 10 )  MESS 239 LI ST WI TH END
      I f  you t yped " I NVENTORY"  t hen l i st  t he obj ect s  wi t h you and
      wai t  f or  a new command.
  *  I F (  VERB 13 )  PI CT OKAY END
      I f  you t yped " PI CTURES"  t hen t ur n t hem on,  pr i nt  " OKAY"  and
      wai t  f or  a new command.
  *  I F (  VERB 12 )  TEXT OKAY END
      And si mi l ar l y f or  " TEXT" .
    I F (  VERB 17 AND NOUN 1 AND AVAI  1 )  1 SWAP 5 CTR 0 + 20 CSET 0
    MESS 15 SET 2 WAI T END
      t ype t hi s al l  on one l i ne.  I f  you t yped " LI GHT LAMP"  and you
      have an unl i t  l amp,  t hen exchange t he l i t  l amp f or  t he unl i t
      one,  t el l  t he user  t hat  he has l i t  t he l amp,  i ncr ease t he scor e
      by 20 and awai t  a new command.
    I F (  VERB 18 AND NOUN 1 AND AVAI  5 )  1 SWAP 5 CTR 0 -  20 CSET 0
    MESS 16 WAI T END
      And si mi l ar l y f or  " LAMP OFF"  ( " EXTI NGUI SH LAMP" ) .



  *  I F (  VERB 14 )  SAVE OKAY END
      I f  you t yped " SAVE"  t hen save t he game posi t i on t o t ape or
      di sc.
  *  I F(  VERB 15 )  LOAD LOOK WAI T END
      I f  you t yped " LOAD"  t hen l oad i n a pr evi ousl y saved game
      posi t i on.

i i i .  Condi t i ons -  Hi gh Pr i or i t y
- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
    I F (  RES ? 6 )  SET 6 STRE 111 3 CSET 1 END
      I f  mar ker  6 i s  r eset  ( i f  t hi s i s  t he f i r st  move)  t hen set
      mar ker  6 t o say t hat  i t  i sn' t  t he f i r s t  move any mor e,  set  t he
      st r engt h and count er  one t o hol d val ue t hr ee.
    I F (  RES ? 1 AND RES ? 2 )  DECR 1 END
      I f  you ar e i n t ot al  dar kness,  t hen decr ease count er  number  one.
    I F (  1 EQU ? 1 AND RES ? 1 AND RES ? 1 )  MESS 20 END
      I f  count er  one has r eached val ue 1 t hen pr i nt  t hat  you can hear
      f oot st eps.
    I F (  0 EQU ? 1 )  MESS 21 EXI T END
      I f  count er  1 has r eached zer o t hen t el l  t he pl ayer  he has been
      " got "  by t he spi der ,  and end t he game.
    I F (  AT 3 AND RES ? 4 AND CARR 2 )  SET 4 MESS 13 DROP 2 2 TO 0
    WAI T END
      I f  you ar e i n r oom t hr ee wi t h t he r at  and t he snake hasn' t  been
      f ed yet ,  mar k t he snake as f ed,  pr i nt  t he message t o say so,
      and move t he r at  t o r oom 0,  dest r oyi ng i t .
    I F (  AT 3 AND RES ? 4 )  MESS 8 EXI T END
      I f  you ar e i n t oom t hr ee wi t hout  t he r at  and t he snake hasn' t
      been f ed yet ,  t hen say t hat  i t  k i l l s  you and exi t  f r om t he
      game.
    I F (  AT 1 AND CARR 4 )  MESS 9 EXI T END
      I f  you ar e back at  t he st ar t  car r y i ng t he gol d t hen you wi n !

GET AND DROP
- - - - - - - - - - - -
Her e i s anot her  usef ul  f eat ur e!  To save put t i ng a Get  and Dr op
condi t i on i n f or  each and ever y obj ect ,  her e ar e t wo ver y usef ul
condi t i on l i nes t hat  wi l l  enabl e you t o get  and dr op any obj ect ,  ( up
t o No. 10 i n our  exampl e) ,  at  any l ocat i on.  To do t hi s si mpl y  ensur e
t he Noun number s mat ch t he Obj ect  number s.  i e.

     NOUN 1 = Hat        OBJECT 1 = a hat

and ent er  Low Pr i or i t y  Condi t i on l i nes :

     I F (  NO1 < 10 AND VERB 7 )  GET NO1 OKAY END
     I F (  NO1 < 10 AND VERB 8 )  DROP NO1 OKAY END



                            APPENDI X B
                            ==========
                         Tabl es and Char t s

                      THE QUI CKSTART DATA FI LE
                      - - - - - - - - - - - - - - - - - - - - - - - -
The " Qui ckst ar t "  dat a f i l e cont ai ns al l  t he syst em messages,  many
usef ul  ver bs,  and sever al  of  t he common l ow pr i or i t y  condi t i ons
associ at ed wi t h t hem.  Thi s  i s t o al l ow you t o get  st r ai ght  i n t o
wr i t i ng t he advent ur e t hat  you want  t o wr i t e,  wi t hout  havi ng t o
wor r y about  t hi ngs t hat  ar e i ncl uded i n al l  advent ur es.
The f ul l  cont ent s ar e :

   VERBS               NOUNS
   - - - - -                - - - - -
   6   D               255    I T
   6   DOWN
   8   DROP            MESSAGES
   3   E               - - - - - - - -
   3   EAST            239    You ar e car r yi ng
   16  EXAMI NE         240    What  now ?. . . .
   7   GET             241    You can' t .
   13  GRAPHI CS        242    Par don ?
   10  I NVENTORY       243    Pr ess a key f or  anot her  game. . .
   9   L               244    Ar e you sur e ? ( Y/ N) . . .
   10  LI ST            245    You' ve al r eady got  t hat .
   15  LOAD            246    You haven' t  got  t hat .
   9   LOOK            247    You can' t  see t hat .
   1   N               248    You' r e car r y i ng t oo much t o pi ck t hat
   1   NORTH                  up.
   13  PI CTURES        249    Your  scor e was
   11  QUI T            250    and you t ook
   15  RESTORE         251    I t  i s dar k.   You can' t  see.
   2   S               252    I  can' t  f i nd t hat  anywher e.
   14  SAVE            253    You can al so see
   2   SOUTH           254    Okay
   7   TAKE            255    t ur ns
   12  EXI T
   5   U
   5   UP
   4   W
   4   WEST
   12  WORDS

LOW PRI ORI TY CONDI TI ONS
- - - - - - - - - - - - - - - - - - - - - - -
I F (  VERB 9 )  LOOK WAI T END
  I f  you t yped " LOOK" ,  r edescr i be t he r oom you' r e i n and wai t  f or  a
  new command.
I F (  VERB 10 )  MESS 239 LI ST WI TH WAI T END
  I f  you t yped " I NVENTORY"  t hen pr i nt  " You ar e car r y i ng"  and l i s t
  al l  t he obj ect s t hat  ar e wi t h you.
I F (  VERB 11 )  QUI T OKAY END
  I f  you t yped " QUI T"  t hen ask t he advent ur er  i f  he i s  sur e,  and i f
  he r esponds Y ( f or  YES)  t hen qui t ,  ot her wi se pr i nt  OKAY and wai t
  f or  a new command.
I F (  VERB 12 )  TEXT OKAY END
  I f  you t yped " TEXT"  t hen t ur n t he pi ct ur es of f .



I F (  VERB 13 )  PI CT OKAY END
  I f  you t yped " PI CTURES"  t hen t ur n t he pi ct ur es on.
I F (  VERB 14 )  SAVE OKAY END
  I f  you t yped " SAVE"  t hen save t he game posi t i on t o t ape or  di sc.
I F (  VERB 15 )  LOAD LOOK WAI T END
  I f  you t yped " LOAD"  t hen l oad a pr evi ousl y  saved game posi t i on
  f r om t ape or  di sc,  t hen descr i be t he r oom you ar e i n.

i .  ACTUAL GRAPHI CS COLOURS
- - - - - - - - - - - - - - - - - - - - - - - - - -
   0  BLACK
   1  BLUE
   2  RED
   3  MAGENTA
   4  GREEN
   5  CYAN
   6  YELLOW
   7  WHI TE
   8  TRANSPARENT -  i e.  I f  paper  i s set  t o 8,  you can dr aw over  al l
      col our s of  paper  l eavi ng t he paper  col our  unchanged,  ( I nk,
      Fl ash or  Br i ght ) .
   9  CONTRAST -  i e.  I f  i nk i s  set  t o 9,  t he i nk used wi l l  be
      ei t her  Whi t e or  Bl ack,  whi chever  i s t he gr eat est  cont r ast  t o
      t he cur r ent  paper  col our .  ( Or  Paper ) .

i i .  SUBSCRI PTS USED WI TH CONDI TI ON WORDS
- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
   a   -   adver b number
   c    -   count er  number
   m   -   mar ker  number
   ms  -   message number
   o   -   obj ect  number
   n   -   noun number
   r    -   r oom number
   v    -   ver b number
   x , y  -   any number s

i i i .  WORDS USED I N CONDI TI ONS
- - - - - - - - - - - - - - - - - - - - - - - - - - - - -
   Wor ds     Mar ker s    Count er s    Rooms     Commands
   - - - - -      - - - - - - -     - - - - - - - -     - - - - -      - - - - - - - -
   VERB  v    SET  m     CSET    c   GOTO  r    OKAY
   NOUN  n   RESE m     I NCR    c   CONN  r    WAI T
   ADVE  a   SET? m     DECR    c   ROOM      EXI T
   NO 1      RES? m     CTR     c   AT    r    QUI T
   NO 2                 x EQU?  c   DESC  r
   VBNO                 TURN        LOOK

   Obj ect s               Deci si ons   Tape and Di sc
   - - - - - - -               - - - - - - - - -    - - - - - - - - - - - - -
   GET    o  OBJ   o    I F          SAVE
   DROP   o  LI ST  o    END         LOAD
   o SWAP o  WEI G  o
   HERE   o  STRE  o
   CARR   o  o TO r
   AVAI    o  BRI N  o
   o I N r     FI ND  o



   Ot her
   - - - - -
   MESS  ms                   x = y
   x  + y                       WI TH
   x  -  y                       PI CT
   condi t i on AND condi t i on    TEXT
   condi t i on OR condi t i on     RAND x
   condi t i on XOR condi t i on    PRI N x
   NOT condi t i on              HOLD x
   x  > y                       LF

i v.  COUNTERS AND MARKERS USED BY THE SYSTEM
- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Count er     0  -  Hol ds t he scor e
           1 x  126 }  Count  t he number  of  t ur ns s i nce t he begi nni ng
         256 x  127 }  of  t he game.

Mar ker      0  -  I f  set  means t hat  a r oom has been descr i bed si nce
                l ast  r eset .
           1  -  I f  set ,  you ar e i n a l i ght  r oom.
           2  -  I f  set ,  you have a sour ce of  l i ght .
           3  -  I f  set ,  di sabl es t he scor i ng mechani sm.

v.  RANGES OF NUMBERS
- - - - - - - - - - - - - - - - - - - -
              No.  al l owed         No.  of  char act er s

Rooms         1. . 9999             255
Obj ect s       1. . 255              255
Messages      1. . 255              255
Ver bs         1. . 255              35
Nouns         1. . 255              35
Adver bs       1. . 255              35
Gr aphi cs      1. . 9999
Mar ker s       0. . 255
Count er s      0. . 127
[ Whi ch scor e]  0. . 255



The i nt er nal  commands QUI T and EXI T r et ur n t he pl ayer  t o t he f i r st
r oom wi t h t he pr ogr am i ni t i al i zed.  Ther e i s no end as such.


