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(1.1) | NTRODUCTI ON

Vel come to the GRAPHI C ADVENTURE CREATCR!

This manual is intended as a sinple introduction to witing

advent ures using GAC. The GRAPH C ADVENTURE CREATOR is the best though of as a
smal | progranm ng | anguage specifically designed for witing adventure ganes.
Al though it is smaller than other programm ng | anguages such as Basic or
Pascal it can performall of the conplex tasks needed to wite an adventure
program and al though the instructions may seem conplicated at first, alittle
time spent studying this nmanual will enable you to wite your very own | arge
scal e adventures, far nore easily and efficiently than by

usi ng basic or machi ne code.

Any adventures that you wite using GAC are your own work, and may be sold
as such wi thout any prior permssion being sought or paynment to us being nmade.
However in this case, you should include with your adventure sonmething to the
effect that it was witten using the GRAPH C ADVENTURE CREATOR, (C) 1986 by
Sean Ellis/Incentive Software.

And now on w th GAC

CREDI TS
DESI GN by Sean Hlis
PROGRAMMVED by Brendan Kel |y
RANSOM PI CTURES by Pet e James
COVER by Pete Carter

Thanks also to Lesley, Gles, Dave and John

COPYRI GHT 1986 | NCENTI VE SOFTWARE LTD.
54 LONDON STREET, READING RGl 4SQ

Al right of the producer, and of the owner of the work being

produced, are reserved. Unauthorised copying, hiring, |ending, public
performance and broadcasting of this programis prohibited.

The publisher assumes no responsibility for errors, nor liability for damage
arising fromits use.



(1.2) LOADI NG | NSTRUCTI ONS

The G aphics Adventure Creator (GAC) cassette contains four files.
These are:

1. "GAC - The Creator itself

2. "Q®" - The Quickstart file

3. "ADVINVAN' - Adventure in Manual file
4. " RANSQOM' - A small Graphic Adventure

To | oad GAC, type LOAD'" and press enter. Once | oaded, QS or

ADVI NVAN can be | oaded by selecting T fromthe Main nenu - these are
data files.

QS - Quickstart, sets you up with the nmost commonly used verbs etc
and common nmessages. A conplete listing of its contents is

contai ned in Appendix B, along with several other useful tables and
charts.

ADVI NVAN - Sets up the small adventure in the manual to work through
and even edit!

The fourth file RANSOM i s an exanple of a graphic runnable
adventure created using GAC and can only be | oaded froma reset
machine with LOAD'".

Wite an Adventure in 30 Seconds! (For a Bit of Fun!)

First LOAD GAC in
Then "T" to load QS (Quickstart)

Press "R’ - Start Stopwatch!
Press "1" (enter)

Type "A Cave" (enter) (enter) (enter)

Br eak (Caps-shift, Space)

Press (enter) - Stop Stopwatch!
The screen will display:

A Cave
What Now?

Try a few inputs

Presto! - A VERY sinple adventure in 30 seconds?

Vell look at it this way - it can only get better!

To get back to the main menu press 'Break', 'Break', 'Break'.
This sinpl e exanpl e denonstrates how qui ck and easy GAC is to use.
Wth a little tinme and i magi nation you will soon be creating

pr of essi onal Graphi c Adventures!

Let Your Creation Begin!



(2.1) SECTION TWO - WRI TI NG ADVENTURES

There are several elenments necessary to witing adventures using
GAC. These are displayed on the Main Menu which is the first thing
you will see after |oading the program

For convenience the nenu is arranged in al phabetical order,
which nakes it easier for you to renenmber which keys to press in
order to call up any part of GAC. At the top of the menu screen you
wi |l see the display showi ng "FREE:" which shows the menory free.

You may wite the el ements of your adventure in any order you
i ke, although you may find that certain orders nay make things
easi er than others.

What follows is a brief description of what each el ement of the
mai n nmenu does, together with detailed instructions of howto use
each one. They are presented in an order which you may find
convenient to foll ow

(2.2) VERBS

Verbs are the words with which you will actually tell the conputer
what to do when you are playing an adventure. For exanpl e EAT or

DROP. Directions such as WEST or UP are also treated as verbs. GAC
allows you to enter and edit your own verbs when witing an adventure.
Sone of the nmobst conmonly used verbs are already in the

Quickstart File, however since GAC allows you to enter up to 255
verbs, your imagination is the only limt to the conmands you may

i ncorporate into your adventure.

After pressing V fromthe Main Menu, you should see a pronpt on
the screen, * EDIT VERBS *, and a pointer >.

To enter a verb, sinply type in a nunber, then a space foll owed
by your verb. Wien you press RETURN the verb will be entered on the
screen in al phabetical order.

If two or nore verbs have the sanme neani ng and you wi sh both to be
accepted, ie., "Get" and "Take", sinply allocate to themthe sane
verb nunmber. Try to think of as many sinmilar words as you can in
this way, since this will nmake your adventure appear nore friendly.

EDITING - To edit, scroll the list using the cursor keys until the

------- desired verb is adjacent to use the pointer. Press Return,
edit the word, press Return again.

DELETE - Position the word to be deleted by the pointer and press

------ Del ete.

RETRIEVE - Home will retrieve the | ast word del et ed.

There is a brief summary of these instructions at the bottom of
the screen.

NOTE: The verbs in the Quickstart File may be edited in exactly the
sane way as any ot her verbs.

More information about the use of verbs may be found in section(2.38)
CONDI TI ONS.

PRESSI NG BREAK WLL RETURN YOU TO THE MAI N MENU



(2.3) ROOM DESCRI PTI ON

The term"roont is used to refer to any location in your adventure.
For example, "a forest", "a car", "a strange alien world" and so on.
GAC al lows you to use up to 9999 of these roons, nenory permitting,
and to specify the connections to and fromeach room You will
probably find it easier if you have deci ded i n advance what each
roomis and how the roonms are connect ed.

On pressing Rfromthe main menu, the pronpt "Which room nunber

? ...." should appear. At this point enter a room nunber n, followed

by RETURN which will give the pronpt "Room nunber nis ....". You can

then enter the description which can be up to 255 characters | ong.
You will then see the pronpt "Connections are..... ?". The

connections are specified in terns of a verb, which nust part of
the Iist already specified, foll owed by a space, followed by the
room nunber it connects with. For exanpl e EAST 20.

You may have as may connections froma single roomas you can
fit into 255 characters, followed by RETURN, i.e.

EAST 20 WEST 18 NORTH 19 SOUTH 21 JUWMP 49 ( RETURN)

You will then see a pronmpt asking for a picture nunber, which |inks
this location with the appropriate picture should you wi sh to
have one. In this case you should enter a picture nunber followed by
RETURN. |If you do not want a picture sinple press RETURN. This
returns you to the pronpt "Wich room nunber ?..." again.

Al'l of the above may be edited at any tine by using the cursor
keys. BREAK at any point will return you to the WH CH ROOW? pronpt,
and BREAK at that point will return you to the Miin Menu.

More information about the use of room descriptions can be found in
section (2.7) CONDI TI ONS.

EDI TI NG TEXT AND NUMBER | NPUTS (this applies to all sections)

Cursor keys 5 and 8 will nove the cursor left and right, DELETE
(Caps-shift 0) deletes left of the cursor and EDIT (caps-shift 1)
del etes the character at the cursor position and right of the
cursor.

PANI C BUTTON !'!

At any tine press BREAK, (several tines if necessary) to return to
the main nenu.



(2.4) MESSAGES

Messages consi st of pronpts, descriptions or other comrents that
appear on the screen when you play an adventure, i.e. "Wat now ?",
or "You can't do that". Many if the nore comopn system nessages are
contained in the Quickstart file, and are nunbered from 240 to 255.
GAC al lows you to enter up to 255 messages which may appear at any
point in your adventure.

Pressing "M fromthe main nenu will give the pronpt "Wich
nmessage nunber ?...". You should then enter a nunber followed by
RETURN, then type in your nessage, which may be up to 255 characters
Il ong. Pressing RETURN wi Il enter your nessage and repeat the "Wich
message nunber ?..." pronpt.

To edit a nessage once it has been entered, sinply recall the
message and edit it using the cursor keys.

Pl ease note that all message from 240 to 255 should be
defined, since these are essential system nmessage w thout which
your adventure will not run correctly. You can edit these messages
but you should be careful to preserve the meani ng. For exanple,
message 242, "Pardon ?" could be changed to "Eh ?".

Pressing BREAK will return you to the pronpt EDI T MESSACE? and
BREAK fromthere will return you to the Maiin Menu.

More i nformation about the use of nessages can be found in section
(2.7) CONDI TI ONS.



(2.5) NOUNS AND OBJECTS

Nouns are the "things" that your adventure will recognise. For
exanpl e, BOOK, SWORD and so on.

GAC frequently requires you to define things both as nouns and
as objects: once as a noun so that the adventure will recognise it,
and then as an object so that the programcan nmove it around and do
things with it. For exanple, SWORD is defined as a noun, but since
you may wi sh to pick it up during your adventure, you nust also
define it as an object. A further exanpl e makes cl ear another point:
if your adventure requires you to light a lanp. LAMP nust be defined
as a noun, and you nust al so define two objects, AN UNLIT LAMP and A
LI T LAWP .

When you press N fromthe main nenu, the pronpt * EDI T NOUNS *
wi || appear. Apart fromthis, the procedure for entering and
editing nouns is exactly the same as that for editing verbs. (2.3)

When you press O fromthe nmain nmenu, the pronpt "Wich object
number ?...." wll appear.

You should then enter a nunber n from1l to 255 foll owed by RETURN
You will then see the pronpt "Cbject nunber nis...". You may then
enter the object description consisting of up to 255 characters
foll owed by RETURN. This will produce the pronpt "Starts in room
nunber...". Enter the nunber of the roomyou wish this object to
start in, or press RETURN. Pressing RETURN wi |l assign the object to
room zero, a special roomwhich cannot be travelled to, and which
contai ns "dead" and "unborn" object. For exanple, a piece of cake
once eaten will be assigned to room zero.

The pronpt "and weighs...." wll then appear. Enter the weight you
wish to allocate to this object and press RETURN.

If the start room nunber remains at zero, the object is assigned
to ROOM ZERO ; a speci al room which cannot be travelled to, which
contai ns "dead" and "unborn" objects. For exanple, a piece of cake
once eaten will be assigned to room zero.

BREAK wi || return you to the nmain nenu.

More i nformati on about the use of nouns and objects can be found in
section (2.7) CONDI TI ONS.

(2.6) ADVERBS

In the GAC adverbs are used for two sorts of things: firstly to
describe the precise way a verb is used, i.e. "nove slowy" or "put
down gently", and secondly they are used to differentiate between
simlar nouns. For exanple, if you adventure has three differently
col oured boxes, the adverbs will specify the colours: RED, GREEN
etc.

On pressing A fromthe main nmenu, the pronpt * EDI T ADVERBS *
wi ||l appear. Apart fromthis the procedure for entering and editing
adverbs is exactly the sane as that for editing verbs and nouns.

More informati on on the use of adverbs can be found in section
(2.7) CONDI Tl ONS.



(2.7) CONDI TI ONS

When using GAC the conditions formthe internal commands that

si nul ate deci si on-maki ng processes within the game. Al the termns
you have specified and the data you have entered is now drawn
together to formthe structure for your adventure-

"Conditions" tell the adventure that if certain things are true,
then it is to performsone action, i.e., "if x is true then do y",
t hough nmuch nmore conplicated conditions may be constructed, i.e.,

"if x and y are true then do t",
or "if z and q are true then do y and x", and so on.

The GAC has a special format for witing these conditions. For
exanple, if you have defined verb nunber 16 to nean "Exam ne", and
noun number 2 to nean "Room', then a condition using these termns
nm ght read :

"I'F ( VERB 16 AND NOUN 2 ) LOOK WAI T END'

Transl ated this nmeans if "Exanmine Roomt is typed in, describe the
current roomand wait for a new command.

The Conditional |ist bel ow separates the words used for the
"Conditions Part", "If ( Verb 16 and Noun 2)' and those used for
the "Action Part"”, 'LOOK WAIT END . For subscripts used (a, ¢, m

as, o, n, r, v, x and y) - See Appendi x B.

i. CONDITION PART
VERB v Is verb v typed ? (v is a nunber)
VERB 7 will give a TRUE answer if verb nunber
7 was typed, otherwise it will give a false

answer .

NOUN n is noun n typed ? (simlar to VERB)

ADVE a is adverb a typed ? (sinmilar to VERB)

HERE o is object o here ? (i.e. in the same room as
you ?)

If you are in room3 and object 1 is also in room
3, then HERE 1 will give a TRUE answer because
object 1 is here.

CARR 0 I's object o being carried ? (Simlar to HERE).

AVAI o I's object o available for use ? i.e. here or being
carried? (Simlar to HERE).

oINT Is object oinroomr ? If object 1 is in room 3,

as above, then 1 IN3 will be TRUE, but 1 IN 4
wi |l be FALSE

VEI G o Gets the weight of object o. In our adventure,
weigh 2 woul d give the value 20, which is the
wei ght of the rat.

SET? m Is marker mset ?
RES? m Is marker mreset ?
(There are 256 markers, nunbered 0 to 255. They
are used to store information that can be in one
of two states, |ike doors which are open or shut,
i ght which are on or off, etc. There are three
which are inportant for the adventure program :
Mr 0, if set, neans that a room has been
described since it was |ast reset.
Mcr 1, if set, neans you are in a |light room
O herwi se you are in a dark room



TURN

ROCM

AT r

Mr 2, if set, means you have a | anp or sone
other source of |ight.

If markers 1 and 2 are both reset, then the

programwi || refuse to describe rooms, comning up

with the "It's dark" nessage instead, since you

are in a dark roomw thout a | anp.

Mr 3, if set, disables the scoring nechanism
when you exit fromthe gane.

G ves you the value of counter c.

Is x equal to the value of counter c ?

There are 128 counters, nunbered fromO to 127.
They are nost frequently used to store the nunber
of nmoves since a particular event, (e.g., noves in
the dark). Counter O holds the score and counters
126 and 127 hold the turns count since the start
of the gane.

G ves the nunber of turns since the start of the
gare.

G ves you the room nunber of the roomyou're
currently in.
G ves a TRUE answer if you are in room nunber r.

condition AND condition will give a TRUE answer if both of the

condi tions give TRUE answers.
e.g. VERB 1 AND NOUN 2 will TRUE only if verb 1
and noun 2 are both typed.

condition OR condition will give TRUE if either condition is

TRUE, or both.

condition XOR condition will give TRUE if one of the conditions

NOT condition will

X X X
v A
<

ACTI ON PART

LOOK
DESC r

PI CT
TEXT

is TRUE and the ot her FALSE.

give a TRUE answer if the condition was

FALSE, and vice versa.
So NOT VERB 1 will be TRUE if verb 1 is NOT typed.

Gves TRUE i f nunmber x is less than nunber y
Gves TREif x is greater than y.
Gves TRUEif x is EQUAL to .

G ves a random nunber between 0 and (x-1). So
RAND 10 wi Il give any nunber at randomin the
range 0 to 9.

Cets the nunber of the verb in this command.

Cets the nunber of the first noun in this command,
if any.

Cets the nunber of the second noun in this
command, if any. These are used to check word
order, and to GET and DRCP obj ect without having
to have a condition for each one.

Descri be the roomyou are in at the nonent.
Descri be room nunber r.

Turns the picture display on.
Turns the picture display off, giving a text
advent ur e.



CET o Cet object nunber o. If it isn't here, or you' ve
already got it, or it's too heavy then the
appropri ate nessage i s displ ayed.

DROP o Drop object nunber o. If you haven't got it, then
the appropriate message is displ ayed.

X SWAP y Exchange objects x and y. In our little
adventure, 1 SWAP 5 will exchange the lanp with
the lit lanp.

aBJ o Descri be object nunber o.

LI ST r List all the objects in room nunber r.

LI ST WTH List all the objects carried with you.

oTOTr Move obj ect nunber o to roomr. To destroy an

object move it to room zero.

SET m Set marker m

RESE m Reset marker m See SET? and RES? for an
expl anati on of markers.

x CSET c¢ Set x to be the value of counter nunber c.

INCR c I ncrease counter ¢ by one. The maxi mumis 255.

DECR c Decrease counter ¢ by one. The mininumis O.
Trying to increase past 255 or decrease past 0 is
i gnor ed.

10 r Co to roomr and describe the new room

CONN v Thi s checks through the connection table for a

connection fromthe current roomusing verb v. If
one is found, this returns the room nunber of the
room you woul d have nove to if you were to take the
connection, otherwise it gives zero. As an

exanple if you were in room3 in our adventure,
CONN 4 would return the value 2, because in the
connections fromroom3, verb 4 (WEST) would take
you to room 2.

STRE X Set the maxi num wei ght you can carry to x. STRE
is short for STRENGTH.

BRIN o Brings object o here, if it exists.

FI ND o Fi nd objects o and nove to it, if it exists.

This does not acknow edge any restrictions, (such
as connections), so it could be useful in a magic

spel | .
SAVE Saves the current gane position to tape or disc.
LOAD Loads the current gane position fromtape or disc.

These are useful for continuing a game after tea
(or coffee - the kettle's probably boiled by now )

VAI T VWaits for a new command.
OKAY Prints "Okay" and waits for a new conmmand.
EXIT Stops the ganme. Since the player is NOT asked,

this is recommended for use when the player w ns
or is killed.

QIT The player is first asked if he wants to quit. If
he types "Y', the gane term nates, otherw se the
ganme continues. On abandoning the game, both the
score and the nunber of noves taken are displayed,
assuming this function has not been disabl ed by
setting marker three.



MESS s Print nessage nunber ns.

PRI N x Print nunber x.

LF Prints a Linefeed. Everything from hereon is
printed on a new |ine.

W TH I's equal to the room nunber of where things are
put when you are carrying them

HOLD x Halts the gane for x fiftieths of a second, or

until a key is pressed. For exanple, to freeze
for 10 seconds, do HOLD 500.

X +y As you may expect, returns the value of x added to
y.
X -y And this gives the value of x - vy.

There are several things to note when witing conditions. Firstly
all operations are perforned strictly fromleft to right. Secondly
GAC requires spaces both inside and outside brackets, and between
words such as 'verb' and 'noun' and their nunbers.
Thirdly, x and y need not be sinmply nunbers, they can be nore
conmpl ex expressi ons. However you shoul d note that since GAC
performs all its operations fromleft to right, you should be
careful about the order in which you enter things. Put any
conparisons first, i.e. if ( VERB>5) AND NOUN 9 ) QU T END

The conditions are checked by GAC at three different points,
and are entered as High Priority, Low Priority and Local .
The flow chart at the back of the manual indicates the order in
which these are acti oned.

The GAC checks for HGH PRIORI TY condi ti ons before pronpting
for a player conmand. It checks for such things as whether you are

still "alive", whether a light a flashing, etc.

Pressing Hfromthe main menu will return the pronpt "Wich |ine
nunber ?...". You should enter these lines in order, ie. 1, 2, 3
etc.

The GAC wi Il not recognise a |ine nunber such as '5 when you have
only entered two conditions so far, although it will insert a
condition earlier in your |ist and remenber accordingly. RETURN w ||
gi ve you the pronpt "Line nunber nis....", at which point you

shoul d enter your condition and press RETURN which will give you the
BREAK returns you to the main menu.

LOCAL CONDI TIONS are checked for after the player has entered a
command, and deal with things local to a particular room for
exanpl e, whether a particular object is in that room Aternatively
they m ght execute a player command to go to another room or open a
door at that | ocation.

Pressing C fromthe main menu will give the pronpt "Wich room
nunber ? ....". Entering a nunber followed by RETURN will give the
pronpt "Wich line nunber ?....". Thereafter the procedure is

exactly the sanme as for Hgh Priority Conditions, except that each
Room has it's own set of |ine nunbers, (1, 2, 3 etc).

LON PRI ORI TY CONDI TIONS are al so checked for after a single
pl ayer command i s entered, but are not associated with any room For
exanpl e, they m ght check whether you are carrying a particul ar
obj ect, independent of the |ocation. After pressing L fromthe nain
nmenu, the procedure for entering and editing Low Priority Conditions
is exactly the same as that for Hgh Priority Conditions.

Further exanples of High, Local and Low Priority Conditions can
be found in Appendix A



(2.8) BEG N WHERE?

The | ast element of your adventure, at |least as far as the text is
concerned, is to specify which roomyour adventure starts in.

Pressing B fromthe main menu will give the pronpt to enter the
start | ocation room nunber.

Entering a room nunber followed by RETURN neans that your adventure
will start at this room To change the start room sinply enter a
new nunber .

BREAK wi |l return you to the main nenu.

(2.9) SAVE AND LOAD

After pressing S fromthe main nenu, you will be asked if you w sh
to save a "Data File" or a "Runnable Adventure".
If you press 'D for 'Data File', the conputer will pronpt for a
file name. Enter your file name followed by RETURN. This will save
your data which can be | oaded into GAC at a |l ater date for further
devel oprent .

If you press 'R for runnable adventure followed by 'Enter' your
data will be saved as a Runnabl e Adventure, which can no | onger be
| oaded into GAC for editing but will run on its own.

Pressing T on the main nmenu followed by a file nane will |oad a Data
file into GAC for editing.

To | oad your Runnabl e Adventure type LOAD'" and press ENTER

NOTE : Do not attenpt to |oad a runnable adventure into GAC It
will run onits own !

(2.10) DELETE DATA

Pressing X fromthe main menu will delete all your data.
N.B. Loading a new data file will have the sane effect.



(3.1) SECTION THREE - GRAPH CS

The G aphics part of GACwill enable you to draw pictures to go with
the room descriptions in the text part of your adventure.

Press Gfromthe Main Menu to enter the Graphics sections. You
wi |l see displayed a high-resolution Wndow and a G aphi cs Menu
together with pronpt "Which picture nunber 200"

Enter the nunber of the picture you wi sh to design

The Status Board fromleft to right

PEN AND PAPER - The Pen starts "of f" the Paper. The cursor wll| not

------------- leave a trail and is free to be positioned wthout
affecting your picture. The Pen will be in the down
position whilst actually drawing. (L, E & R

I NK - The colour in this box shows the current status of
--- the Ink of the Pen

PAPER - The col our here shows the current status of the
----- background, (the paper col our).

X&Y - These indicators show the current position of the
----- cursor. The bottomleft corner X =0 and Y =0
LAST - This shows the | ast command used

PIC - The picture nunber you are presently designi ng
The fill Routine is designed to be fast and it can cope with

i rregul ar shapes, but you may need to press "F' nore than once. If
an area is left unfilled, then you can just nove the cursor into
that area and press "F" again.

Here is a sinple nmethod which will allow you to get the best
results fromyour filling. If your shape has a high point, position
the cursor directly under it. If it has a | ow point, position your
cursor directly under it. Here is an exanple using a triangle..

/™M I\
/ \ /-]-\
Only this part l]----\ [--]--\ Al filled
filled [-+----- \ [---4---\ + = cursor position

The area filled is worked out by the fill routine checking up and
down fromthe cursor position until it encounters a boundary.

It is possible to fill the sane area nore than once using shading
patterns consisting of different col ours.

Final ly, we have another very useful feature. This is the
ability to nerge pictures together. For instance, you find that, in
your adventure you have a single basic cave shape, which you want to
use in many of your pictures, but details differ. It is possible to
include a picture already created into the picture you're in, by
pressing "M, typing the nunber of the picture you want to include
and pressing ENTER. This is then drawn over the top of anything
already there, (I usually do this right at the start and then draw
around the nerged picture). It is a very useful feature which saves
a lot of tine and nenory too



I f you should run out of nermory in one particular picture, you
can get round this by noving to an unused picture and nerging the
full picture into the new one before continuing with your draw ng.

Desi gni ng and draw ng pictures on the Spectrumis hindered by
the Spectrumis own 'Attribute Problemi. If you hold "G whilst at a
picture, you will see a grid of bright and not so bright squares
light up - each square is 8 by 8 pixels. The Spectrumitself wll
only allow two colours in any square at any time, one is called
t he Paper Col our and the other the Ink Col our.

By careful positioning of lines, ie. on the edge or corners of
Attribute Squares, you can still get several areas of col our joining
at one point. As you draw lines, GAC w |l update all the attributes
as the line is elastic banded, this will aid effective positioning.
Al so as previously nmentioned holding the 'G key will overlay the
Attribute Gid over the picture.

There is a denonstration picture (No. 99) on the 'Advi nman'
file that you can step through, edit, add to, delete or whatever!
(Load in Advinman using the T option, press G and enter 99).

By careful design you can create stunning graphics |ike those
i ncluded in the Ransom adventure.

(3.2) GRAPH CS COMVANDS

Arrow Keys (5, 6, 7 & 8) - Mve the cursor

Arrow Keys + Caps. Shift - Mve the cursor (steps of 8) quicker.
L (1st press) - Line - Fixes one end of the line, (pen

goes down). Now nove the cursor about.
L (2nd press) - Line - Fixes other end of the line, (pen
goes up.
(1st press) - Ellipse/Crcle - Sets centre (now nove
cursors).

(2nd press) - Elipse/Grcle - Fixes Ellipse/Circle

(1st press) - Rectangle - Sets a corner (nhow nove

cursor).

(2nd press) - Rectangle - Fixes Rectangle.

- Dot - Prints a Dot at cursor position

- Ink Col our

- Paper Col our

- Flash 0 = off 1 = on 8 = transparent

- Bright 0 = off 1 = on 8 = transparent

Text Area and Border Col our

- @Gid showing Attributes positions

- Fills fromcursor area in INK

- Fills fromcursor area i n PAPER

- Shaded fills fromcursor in a shade of

Current Ink and Current Paper

- Draws whol e picture

- Merge picture - pronpts for a picture

nunber and nerges that picture with the
one currently displayed. Note sone

m
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shades will not nerge well and a "fill"’
will not fill past obstacles in the
present picture.

C - CQursor - when held will highlight the

cursor position.

Arrow Keys (5, 6, 7 & 8)

and Synbol Shift - Steps through your picture to allow
edi ting.

S Shift 5 (left arrow) - Steps back one command



S Shift 8 (right arrow) - Steps forward one conmand

S Shift 6 (down arrow) - Steps back five commands
S Shift 7 (up arrow - Steps forward five comands
NB. When stepping through your picture you can still add and change
t he commands as normal .
Zz - Junps to start of picture
Del ete - Deletes last comuand
Caps-shift 9 - Deletes fromcurrent position to end
BREAK 1st tine - Pronpts new pi cture nunber
BREAK 2nd ti ne - Return to main nmenu

NB. For a Spectrum + or Spectrum 128 the arrow keys nove the cursor
in steps of 8, for accurate positioning use keys 5, 6, 7 and 8.
(Left, down, up and right).

Editing pictures

, - Moves back one graphi c conmand.
- Moves forward one graphi ¢ conmand.

< - Moves back 8 graphics commands.

> - Moves forward 8 graphi ¢ commands.

SHI FT * - Deletes all picture information held after the
edit position.

4 - Takes you back to the start of the picture.

f7 - Toggl e the graphics cursor speed, between 1 pixel
per key press (default) and 4 pixels per key press.

BREAK - Takes you back to the Miin Menu.

Wi | st stepping through the graphi c commands the | ast comand w ||
be highlighted in green. If the last graphic command was a |ine,
"Dot" will be highlighted in |ight blue.

(4.1) SECTION FOUR - TEST ADVENTURE

To test your adventure, get back to the main nenu and sinply press
"ENTER' to enter the adventure.
When are testing and adventure, the way to return to the nain
menu is to press BREAK as usual. This gives you the nmessage "Press D
for diagnostics or BREAK to escape....". If you press the "D' key, then
all the markers and counters will be displayed on the screen. For
the markers, a solid box indicates "SET" and an enpty one indicates
"RESET". The val ues of the counters are given as you woul d expect.
To get back to the game press RETURN. If you press BREAK again, then
you will get back to the mai n nenu.

The error routine prints out a nessage indicating the nature of
the error, plus a line of conditions if the error occurred in one of
the condition tables.

"Message not found" nmeans you have referred to a message that does
not exist. If this appears i medi ately, check that you have incl uded
the systenis special nessages, nunbers 240 and above.

"Room not found" neans you have tried to describe or nove to a room
that doesn't exist.

"Cbj ect not found" neans you have tried to pick up, drop or describe
an obj ect that does not exist.

"Mar ker not found" neans you have tried to access a counter which



does not exi st.

"Counter not found" means you have tried to access a counter which
does not exi st.

"I'l'l egal val ue" neans you have tried to ook for a verb, noun or
adverb with a nunber greater than 255, or you have tried to |oad a
counter with a nunmber greater than 255

Here are a few hints for solving errors
i Suspect typing error. Check that you really mean what you
have said
ii. Have you forgotten to enter the room object/ message being
referred to? if so enter it
iii. Have you forgotten to delete a condition which you didn't
need, having del eted the objects/nessages used by it?



(4.2) PLAYER COMVANDS

This section deals with the commands a pl ayer gives when he pl ays
the adventure. It is intended to give an idea of the conplexity of
the commands the adventure w || understand.

Each command |ine consists of one or nore sinple comrands,
which in turn consist of a verb, and maybe an adverb and one or two
nouns. Any word which the command interpreter does not understand
as being a noun, verb or adverb is ignored.
Let us take a typical line and see how the program | ooks at it:

Get the gold, examine it, put it in the box then go north

Let us assume that the vocabul ary incl udes :
ADVERBS: 1 IN

NOUNS : 3 GOLD VERBS 1 NORTH
7 BOX 7 GET
255 I T 8 PUT 16 EXAM NE

The command line is split into separate comrands by the
followng : ".", ",", "?2", ":", "and" and "then", so it
becones ;

Cet the gold o

Exam ne it "o

Put it in the box "then"

go north

Each of these is canned for verbs, adverbs and nouns in that order,
and nay found have their number stored;

VERB ADVE NOUN1 NCUN2
Get the gold 7 0 3 0
Exam ne it 16 0 255 0
Put it in the box 8 1 255 7
Go north 1 0 0 0

Then all occurrences of noun 255 ("It"), are replaced by the |ast
noun typed before that, giving:

VERB ADVE NCUN1 NOUN2
Get the gold 7 0 3 0
Exam ne it 16 0 3 0
Put it in the box 8 1 3 7
Go north 1 0 0 0

These values are the passed to the connection table, then to the
conditions. See the diagramin Appendi x B.

Note that all the letters in the vocabulary entries are significant
- there is no truncation to only four or five letters. Thus R VER
and R VET, TROUT and TROUSERS, and other |ike these are

di fferenti at ed.



Definitions and Conditions for

APPENDI X A

5 SERPENT
6 DOOR
255 1T

TREASURE

GOADRDWONRER
O

SNAKE

" ADVI NVAN'

9 LOOK

LI ST

| NVENTORY
QUT

TEXT

Pl CTURES
GRAPH CS
SAVE

4 W

Room No. Description (as it woul d appear)

LOAD
RESTORE
EXAM NE

LI GHT

ON

EXTI NGUI SH
OFF

UNLOCK
SCORE

EAT

Connecti ons

1. You are above the ground. There is a (press ENTER)
cave entrance to the east.
2. You are in a large cavern. Passages E 3
| ead east, west and south.
3. You are in a cave. A snake is asleep w3
in a corner and exits | ead east and west.
4. You are by a small lake. The only exit (press ENTER)
i s west.
5. You are outside a castle. A tunnel |eads (press ENTER)
to the north and a | arge door can be seen
to the east.
6. You are in the castle strongroom A door W5
stands open to the west.
iv. OBJECTS
No. Descri ption Starts in room Wi ght
1. a lamp 1 10
2. a dead rat 5 20
3. a key 4 1
4. a gol d bar 6 100
5. alit lamp 0 100
v. MESSAGES
240 What now ?....
241 You can't
242 Pardon?
243 Press a key for another gane....
244 Are you sure ( Yor N) ?
245 You' ve already got that.
246 You haven't got that.



247 You can't see that.

248 You're carrying too nuch to pick that up.
249 Your score was

250 and you took

251 It's dark. You can't see a thing.

252 |1 can't find that anywhere.

253 You can al so see.

254 Ckay

255 turns

i. Conditions - Local Don't type in the comments !
Room 1
IF ( VERB 3 ) RESE 1 GOTO 2 WAIT END
If you typed "EAST", reset the dark/light marker, goto room 2
and wait for a new conmand.
Room 2
IF( VERB 4 ) SET 1 GOTO 1 WAIT END
If you typed "WEST", set the dark/light marker, goto room 1 and
wait for a new conmand.
IF ( VERB 2 ) SET 1 GOTO5 WAIT END
And a simlar condition for going south too.
Room 3
IF ( VERB 7 AND NOUN 5 ) MESS 14 HO.D 200 EXIT END
If you typed "CGET SNAKE' then print nessage fourteen to say
how it reacts, freeze for four seconds and end the gane.
IF ( VERB 3 ) SET 1 GOTO 4 WAI T END
Agai n anot her nove-fromdark-roomto-|ight-roomcondition, this

ti ne east.
Room 4
IF ( VERB 4 ) RESE 1 DOTO 3 WAIT END
I'I'l ey you work this one out (hint - look at roons 1, 2, 3)

IF ( VERB 7 AND NOUN 3 ) CTR O + 20 CSET 0 END
If you typed "CET KEY" then add twenty to counter O (the score)
IF ( VERB 8 AND NOUN 3 ) CTR O - 20 CSET 0 END
If you typed "DROP KEY" then subtract 20 fromctr O (the score)
Room 5
IF ( VERB 3 AND SET? 3 ) GOTO 6 WAIT END
If you typed "EAST" and marker 3 is set, (i.e. if the door has
been opened), goto room 6 and wait for a new command.
IF ( VERB 3 ) MESS 7 WAIT END
If you typed "EAST" then print nessage 7 and wait for a new
command. Note that the door cannot be opened since if it was,
the last |line would have worked and we would be waiting for a
new command by now.
IF ( VERB 19 AND NOUN 6 AND CARR 3 ) SET 3 MESS 10 WAIT END
If you typed "UNLOCK DOOR' then set nmarker 3, (mark the door as
open), print nessage 10 and wait for a new conmand.
IF( VERB1) RESE 1 GOTO 2 WAIT END
It is another light-to-dark nmovenent, this tine north to room 2

ii. Conditions - Low Priority

Those marked "*" are included in the Quickstart file.

IF ( VERB 20 ) MESS 249 PRIN CTR 0 MESS 250 PRIN TURN MESS 255
VAI T END
If you typed "SCORE', print nessage 249, your score, nessage
250, the nunber of turns you has and nessage 255. Then wait
for a new command.



IF ( NOL = 0 AND VERB 7 ) MESS 19 WAIT END
If you typed "CGET" by itself or with an unrecogni sed word,
print nessage 19 "I'msorry, but | don't know what one of those
is..."

IF ( NOL = 0 AND VERB 8 ) MESS 19 WAIT END
And simlarly for "DROP'.

IF ( NOL = 0 AND VERB 16 ) MESS 18 WAI T END
And agai n for "EXAM NE".

IF ( VERB 7 AND NOUN 1 AND HERE 5 ) GET 5 OKAY END
If you typed "CGET LAMP" and there is a lit |lanmp here, then get
it, print "OKAY" and wait for a new conmand.

IF ( NOL <5 AND VERB 7 ) GET NOL OKAY END.
If you typed "CET" and a noun with a nunber |ess than 5, then
get the object with that noun's nunber. This only works
because the objects and the nouns which refer to them have the
same nunber. (A very useful trick!)

IF ( VERB 8 AND NOUN 1 AND CARR 5 ) DRCP 5 OKAY END
If you typed "DROP LAMP' and you've got a lit lanmp, then drop
it, print "Ckay" and wait for a new command.

IF ( NOL <5 AND VERB 8 ) DRCP NOL OKAY END
If you typed "DROP" and a noun whose nunber is |ess than 5,
then drop the object with that noun nunber.

IF ( VERB 16 AND NOUN 1 AND AVAI 5 ) MESS 5 WAIT END
If you typed "EXAM NE LAMP" and you have a lit [anp available
then print out its nore detail ed description and wait for a new
command.

IF ( NOL <5 AND VERB 16 AND AVAI NOL ) MESS NOL WAI T END
If you typed "EXAM NE' and a noun whose nunber is |ess than 5,
then print out the message with that noun nunber, it being the
nore detailed description of that abject, then wait for a new
command.

IF ( VERB 11 ) QU T END
If you typed "QUIT" then quit.

IF ( VERB 9 ) LOOX WAI T END
If you typed "LOOK" then describe this roomand wait for a new
command.

IF ( VERB 21 AND NOUN 2 AND CARR 2 ) DROP 2 2 TOO MESS 17 WAI T

END
If you typed "EAT RAT" and you are carrying it, drop it, nove
to roomO, thus destroying it, print nmessage 17 ("yum yuni)
and wait for a new conmand.

IF ( VERB 10 ) MESS 239 LIST WTH END
If you typed "I NVENTORY" then |list the objects with you and
wait for a new comand.

IF ( VERB 13 ) PICT OKAY END
If you typed "PICTURES" then turn themon, print "OKAY" and
wait for a new comand.

IF ( VERB 12 ) TEXT OKAY END
And simlarly for "TEXT".

IF ( VERB 17 AND NOUN 1 AND AVAI 1 ) 1 SWAP 5 CTRO + 20 CSET O

MESS 15 SET 2 WAIT END
type this all on one line. If you typed "LIGHT LAMP' and you
have an unlit lanmp, then exchange the lit lanp for the unlit
one, tell the user that he has lit the lanp, increase the score
by 20 and await a new conmmand.

IF ( VERB 18 AND NOUN 1 AND AVAI 5 ) 1 SWAP 5 CTRO - 20 CSET O

MESS 16 WAIT END
And simlarly for "LAWP OFF" ("EXTINGUJ SH LAMP").



* |F ( VERB 14 ) SAVE CKAY END
If you typed "SAVE" then save the gane position to tape or
di sc.

* |F( VERB 15 ) LOAD LOOK WAIT END
If you typed "LOAD' then load in a previously saved game
posi ti on.

iii. Conditions - Hgh Priority

IF ( RES? 6 ) SET 6 STRE 111 3 CSET 1 END
If marker 6 is reset (if this is the first nove) then set
marker 6 to say that it isn't the first nove any nore, set the
strength and counter one to hold val ue three.

IF( RES? 1 ANDRES ? 2 ) DECR 1 END
If you are in total darkness, then decrease counter nunber one.

IF( 1 EQU?1ANDRES? 1 AND RES ? 1 ) MESS 20 END
If counter one has reached value 1 then print that you can hear
f oot st eps.

IF( 0O EQU? 1) MESS 21 EXIT END
If counter 1 has reached zero then tell the player he has been
"got" by the spider, and end the gane.

IF ( AT 3 ANDRES ? 4 AND CARR 2 ) SET 4 MESS 13 DROP 2 2 TO O

VAI T END
If you are in roomthree with the rat and the snake hasn't been
fed yet, mark the snake as fed, print the nmessage to say so,
and nove the rat to room O, destroying it.

IF ( AT 3 ANDRES ? 4 ) MESS 8 EXIT END
If you are in toomthree without the rat and the snake hasn't
been fed yet, then say that it kills you and exit fromthe
gane.

IF ( AT 1 AND CARR 4 ) MESS 9 EXIT END
If you are back at the start carrying the gold then you win !

Here is another useful feature! To save putting a Get and Drop
condition in for each and every object, here are two very useful
condition lines that will enable you to get and drop any object, (up
to No.10 in our exanmple), at any location. To do this sinply ensure
t he Noun nunbers match the bj ect nunbers. ie.

NOUN 1 = Hat OBJECT 1 = a hat
and enter Low Priority Condition |lines :

IF ( NOL < 10 AND VERB 7 ) GET NOL OKAY END
IF ( NOL < 10 AND VERB 8 ) DRCP NOL OKAY END



APPENDI X B

Tabl es and Charts

THE QUI CKSTART DATA FI LE
The "Quickstart" data file contains all the system nessages, nany
useful verbs, and several of the conmon |ow priority conditions
associated with them This is to allow you to get straight in to
witing the adventure that you want to wite, w thout having to
worry about things that are included in all adventures.
The full contents are :

VERBS NOUNS

6 D 255 I'T

6 DO

8 DROP MESSACGES

3 |

3 EAST 239 You are carrying

16 EXAM NE 240 What now ?. ...

7 CET 241 You can't.

13 CGRAPHICS 242 Pardon ?

10 | NVENTORY 243 Press a key for another gane...
9 L 244 Are you sure ? (YIN) ...

10 LIST 245 You' ve al ready got that.

15 LQAD 246 You haven't got that.

9 LOOK 247 You can't see that.

1 N 248 You're carrying too much to pick that
1 NCORTH up.

13 PICTURES 249 Your score was

11 QUT 250 and you took

15 RESTORE 251 It is dark. You can't see.
2 S 252 | can't find that anywhere.
14 SAVE 253 You can al so see

2  SQUTH 254 Ckay

7 TAKE 255 turns

12 EXIT

5 U

5 uP

4 W

4 VST

12 WORDS

IF ( VERB 9 ) LOOX WAIT END
If you typed "LOOK", redescribe the roomyou're in and wait for a
new conmmand.

IF ( VERB 10 ) MESS 239 LI ST WTH WAIT END
If you typed "I NVENTORY" then print "You are carrying" and |ist
all the objects that are with you.

IF ( VERB 11 ) QU T OKAY END
If you typed "QUIT" then ask the adventurer if he is sure, and if
he responds Y (for YES) then quit, otherw se print OKAY and wait
for a new command.

IF ( VERB 12 ) TEXT OKAY END
If you typed "TEXT" then turn the pictures off.
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VERB 13 ) PICT OKAY END

you typed "PI CTURES" then turn the pictures on

VERB 14 ) SAVE COKAY END

you typed "SAVE" then save the gane position to tape or disc
VERB 15 ) LOAD LOK WAI T END

you typed "LOAD' then | oad a previously saved gane position

fromtape or disc, then describe the roomyou are in

ACTUAL GRAPH CS COLOURS

o~NoO O~ WNEFO

CYAN

YELLOW

VWH TE

TRANSPARENT - ie. If paper is set to 8, you can draw over al
colours of paper |eaving the paper col our unchanged, (Ink,

Fl ash or Bright).

CONTRAST - ie. If inkis set to 9, the ink used will be
either Wiite or Bl ack, whichever is the greatest contrast to
the current paper colour. (O Paper).

SUBSCRI PTS USED W TH CONDI TI ON WCRDS

330w

X < =350

- adverb nunber
- counter nunber
- marker nunber
- message nunber
- object nunber
- noun nunber
- room nunber
- verb nunber

y - any nunbers

WORDS USED I N CONDI Tl ONS

Wor ds Mar ker s Counters Rooms Commands
VERB v SET m CSET C Q10 r CKAY
NOUN n RESE m I NCR [ CONN r VWAIT
ADVE a SET? m DECR [ ROOM EXIT
NO 1 RES? m CTR [ AT r QUT
NO 2 X EQU? ¢ DESC r

VBNO TURN LOOXK

bj ects Deci si ons Tape and Disc
CGET o OBRJ] 0] I F SAVE

DROP o0 LIST o END LOAD

o SWAP o VWEG o

HERE o STRE o

CARR o o TOr

AVAI o BRIN o

oOINT FIND o



MESS ns X =y
X +y W TH
X -y PI CT
condi ti on AND condi tion TEXT
condi tion OR condition RAND x
condition XCOR condition PRI N x
NOT condi tion HOLD x
X >y LF

i v. COUNTERS AND MARKERS USED BY THE SYSTEM
Count er 0 - Holds the score
1 x 126 } Count the nunmber of turns since the beginning
256 x 127 } of the game

Mar ker 0 - If set neans that a room has been descri bed since
| ast reset.
1 - If set, you are in a light room
2 - If set, you have a source of |ight.
3 - If set, disables the scoring mechani sm

V. RANGES OF NUMBERS

No. al | oned No. of characters
Roons 1..9999 255
bj ect s 1..255 255
Messages 1..255 255
Ver bs 1..255 35
Nouns 1..255 35
Adver bs 1..255 35
G aphi cs 1..9999
Mar ker s 0..255
Counters 0..127
[ Whi ch score] 0..255



STAET

T
output
ECOOH DESCEIPTION

# L
TUENS + 1

T

HIGH FEIORITY
CONDITIONS

My

output
240 : "What now?" A /HEEEAEE 24[_!/ »

[ pLAYER"S 1NPUT/

3
CHECK COMNECTION
TABLE
Y
Valid? > )
M HOVE TO
A NEW EDOOH
LOCAL COMDITIONS  —
Valid?

LOW FREIOEITY

A CONDITIONS
1

( Valid? }

241 1 "You can't"
242 + "Pardon™"

HE33 241

g1 3
!HESE 242;
L

The internal commands QUIT and EXIT return the player to the first
roomwith the programinitialized. There is no end as such

L




