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ADVENTURE EDITOR

Cbdects ( 0O

S

The teut for obdects are erntered the same w3 =z
descrlond for messazes. Remember that : gbdects tezinnline

with the asstericsk (’X’) 3re ‘treasurac’!

Eagestions ¢ L 9

The texts for locstions 2re entered the same w==w 2z
described for messasszes. ave2 i o miiredl & dtihat oot cns
bedinning with an zssterishk (’%’) will not be zrececed oo

‘T’ in 3 +voo’ when diseplassed during the z2zame!

Verbs ¢ V)

The methcd fecr 2rnterinzg verbs iz the <cszme 3s entaring
other texts. Thes ma= noweaver onls o2 mede ot ar
Lrrerca3ce lettercs. Using 'lowerczscse racifita an) a2 "TX ERIZ,
The lz2ngth of 3ny vero must be less tham or equal e tha
length of ‘abbrevizticnszs’ srpecified withim the ’‘sesrz2tral
information’ (sea dalowl, This covars NOQT i) sstamisl
(’%’) which indicates thast tihdic weart 12 5 sunonuem for tahe
rreceding one.,

iHouns ( N )

Noune are entered =2:3ctle like verbs,

ffeferences ( R )

Ra2farences can be given for 3riz obdecty S Q0p = the
Pparameter given is the number aof a3m ob.Ject. Consequentl
the number disrlzged in the tant rez i r

=] &
3 3 noun rdmoa
i enakre 13 nS

2
¢l R If ©cou" enter “NQ* this will
refererice to TAKE/DROF this ocbodJdect.

Eixamele?
e 1 @ b G b B i e 08 B R G S A B B o G A 4 2 T 4 A

2(10)= NS X
X X
X %
x X
% $
% , %
Ko mmmmmmm e SLITOR--Fevik
&  OKY RIC 705K

(R E S SR LS EFES LSS SIS RELELEEFSELEE LRSS ST S &1

1
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ADVENTURE EDITOR

Sitystiaon 6.5 )

The situstions are 2s well diven for obdects sa that the
parameter gf this command iz the numbter of an obdect =3
well, The screen will disrlay the number of 3 loczstion
(Leede If 9gou enter ‘LO’ this mezns?! the ocbdect doesn’t
exist (a2t the moment); i? 40u enter ‘Carryg’ it means
exactly that. ]

Examrle:
FEFSPEPIHESEILELEF I 2 222328552028 225 22885891

¥(78)= Carry X
¥ X
X X
* X
X X
b 4 X
o e et i st s el N e o <t e EDITOR--Revlxk
X OK: S78 70%Z%

EEEAREEKREREKEKEEKRK LK ER KK KRR KR KKK KKK KRR KK KX
Connections ( G )

You enter connections between lccatioms so that the
parameter of this command is 3 locaticn rumber, The
results diseplaged are the location numbers of the six
other locstiaon which ca3m bte reached by enterind 3.
direction command., If: ygou "enter” ' “LOY im. " onel. . of the
positions this means thza%t ¢there 1is no exit in this
direction.

E:iample?
KRR KL R K KRR KRR KKK LR KRR KR KRR KRR KK

x(14)= LO x(1)
% Lt x(2)
X LO X¢3)
x RS x(4)
B £t X(S)
X LO X(4)
x X
R e EDITOR--Rev1k

X . 0K Cla 707:%
AEEREXRERKEKXERKKKRKRKKKR KKK KKRKAKKKKKKXL KRR K
---------- (1) North ¢ No caonnection
.......... (2) South ¢ Loeztion #1
---------- (3) East ¢ No cannection
---------- (4) ;West : Location #3
---------- (SH "Up Y Locstian '#11
--------- (&6) Dowun ¢+ No conmnection

Refarence Guide
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407 P A Fle ¢ & )

The dzme structure has to be enmtered using the ‘zrozr:zm
languase’ A.PoLs wWwhich hss been described im the 13zt
charter, In order to krow anm A.F.L. command the ENITCR
requires only the uspercsse lettersy numerics and the
chatgetaps W L0 et try Y2 tign 2 8 if "thew belonmz., ta that
command. Lowarcase letters and blanks sre gz
‘decorative’ rFrurroses and clarite onls.

The disrlag is ‘structured’ if rpossibles i.e. 1IF/ 1 ELSE

levels 3re cuitsble indented. Thiz is howewvwer onl=zs dorne
to make structures clz2ar and c3n He altered or comrletaly
forgotten when enterlnd datz.

~

If the Sline %ig ' Slander *TtRan™ one " *scraen s 8 | i o2
redisrlaved using the ‘short commsnd versions’ amd without
indentindg. This makes the lime scmewnat nard tc resd out
it enzbles editing 3nd reentarinsg, Stpuctured, giszlss mas
lster be achieved using the ‘!’ cortion.,
The first number shown iz the lirme ‘headar’. i1t . niay oe
edited but not deleted.
Examrle?
ARLFRERKEEEERERY ALK NR KKK LK KRR KKK
XC TSy =" F207L73 X
¥ ?Carre Q17 X
¥ 1 R X
= 1IF X
X ?F7 X
X 1434 X
4 lELSE X
b 4 IRETURN X
X X
e e e e ENITOR--Revlx
X 0Kt Al:S 707%%
PSS P F SR SRS LE LS ST ESSEL L ESEESEE LTS LE S E S
rence Guide f3ze £



ADVENTURE EDITOR

4,7.10 General information ( G )

Several numeric dz2ta are gathered here which are sreceded
be the ‘#’ sidn for that reason. - This command has no
parameter., ‘

Exsmele:
REE R R R R KRR R KRR KRR KRR KRR R RR

x(0) = #§ : x (1)
X $1 x (2)
X $#10 x (3)
L3 $+3 x (4)
X $0 x (3)
X $100 X (6)
X $15 X (7)
x *

SO o kit b5t b A 0 o o e EDITOR--Rewvlk

x OK: G 70%%

b2 2323222222222 0 0222822223322 F2 22222
---------- (1) Number of obJdects to carrs=¢
---------- (2) Starting location = L1
---------- (3) Max. number of treasures=10
---------- (4) Lendth of nouns/verbs =3
---------- 5Y 00 ox 2Thak

---------- {6) 1 x 100 = 100 Sters for Tarch
---------- (7) ’Score’~-Location= L15

4.,7.11 Entrg Screen ( E )

This command h3s no earzmeter.

The so-called entr4 screen will e shown once whern the
dame is started. It can be edited here, The text should
o2 written in 3 w3y 3s to idermtify the z2ame for the future
plaser.,

Thz lazt twoc lines of the entry screen =re ‘Copvright’
lines for the ADVENTURE EDITOR and cam’t be altered,

Refererice Guide
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HOW TO USE “ADVENTURE COMVERSIOCN'

S.1 Genersl
The ADVENTURE CONVERSION ®rogram is very similar to the ENITOR
program 3s to its aoreration. It will however be wused onls
rarels;’ i.e. onls when vYou want to edit existing g2ames whicnh
were not written with the AIUVEMTURE EIITOR.
Whye do gwou need 3 sreciasl srosram for that rpurzose? Well, tha
dames availsble from Texzs Instruma2nts contain a3ll the tauts crnc
lists needed to =lay the Samey but some interncl datas meede for
the editor 3re missind or diven inconsistently, The CONYERT
proz2ram will gerner3te or urda2te this information from the
existing lists and store them invisibly with the dgama. Tinas
nezns Lhzt 3 converzicn Process is ne2ded onl= omc2 for znz on=a
Z3m2. It will howaver “pet do' 39 barm to 3 sgame s 4513
‘convert’ it severzl times b2 accident.
Esrecizlls the =#3am2 contents will rnot be altered. There are two
minor excertions to this rule’ A The Entry screern  will e
chang=d by 3dding the corgrizht lines. 2. Due to a3 faslsa
number of ‘obdects’ given in some of the 2vailable gzmes it will
be impossible to lozd rrevious ‘dame situstionsz’ ¢ SAVE = GaME )
aftzr conversion: since this number hes to 2e wurdzted g Lh2
CONVERT srogram.

S:.2 Zquirment
All of the remarks for the EDITOR Progrzam srrly to A irEMTIRE
CONVERSION 3s well,

5.2 Lozading 2nd startind *he program
The startuer rrocedure is the same sk i g it g lE IRyt v Stihe
eicertion of th2 diskette filemame which is SIS KA CaRIES T Sy
the seccsnd esrogdrzm onm cessetta side Ay resrpechtivels=,

cference Guidse Fs=e &1



ADVENTURE EDITOR

9.4 Screerny Kesboard and Echo line

“

A

All of this is same 33 for the EINITOR with the e:xce=tion of the
~rodram ID given in the mode line wiich is ’'=---CONVERT-Revl’.
Error messages ‘4% ER!’ are the same but restricted to the
Pallowing tzres?

3434 Mezninzg

Cch Command Error - invalid commend

FI File Error - I/0 or File error for dames
FR Print Errar - I/0 or File error faor 2rinter

The I/0 error will rnot be
enalyzed.

ID Ident Error - The Frodram in memory is
3) not am adventure Fame
bB) not get canverted

——— - — - —— - - - — - — -~

Ending eprod3rasm execution ¢( Q )

In order to end Psrodram execution Pprorerls enter Q7. This will
close 3ny oren erint file unit. Geme data stored in VDP remory
are lost after execution of this commandy so be sure sure to
fiave them stored before doing sa!

Examrle:

REREYEKEL AR KK KRR KK KRR KRR KKK LR KKK
R e et D DL L T CONVERT-Revlx
* oK: Q- St R
AXERLEKKKRKRKEKRERERLREX KK KRR KKK KK KRR KRR
File commands

File commands are the same for COMVERT a3s for the ENITOR.

42 Referernce Guide
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inm
When loadirms 3
first. This tzkes some time =0 that

‘Horking..+’ will be shown in the mode line.
in destroving sm2 g2me2 inm memarye even 1if no
~lace due to 3 ‘FI ER!’,
Keerpinmind that gou . cen ‘load’' (71172 ans

(i.2. ang dSame evern if rnot <et converte
‘eave’

sou tre L8
ER!’ will be returned.
Have in mind the 7o0s3sibilitzs of
EXFMENZ when workins
heving voudr memors exm3nsion connacted.’

stz storzse for handing ovwer Z23m2s to thne =

Eiameles?

*““**%X***$#***1X AEERRELEAKERRELRKKR KK 2k

orepration L’“F2Y will eonle work for coriv
simce the g3ame lenszth is deztermined during con
save 3 a3me wWwnizh is ot =2et conv

ysing the
with ¢the ¥M =rodrsm
This

=i p

!

b R e ——————————————— CONVERT-Revlx
X DREEITESE X
X OK: I DSK1.ADVENTURE X
X X
X X et S X
X EKs F DSK2,ADVENTUREL X
b 4 giss F EXPNMENZ ¥(1)
KEEXLLY KRR KRR KKK KRR AR ARk
------ (1) ONLY MM with memory eucsansion !
Qzening 3 eprintfile ¢ P }
You can oren 3 print file unmit th2 same wase 3
in the EDITOR esrodra2m. This #rimt file will
Frint ‘stetiztics’ if sou 2nter the command t
Examrles?
RKELELKLEEXREREEKE KX KKKERXKXRKKEK Y *tK?KXYki¥X¥
ettt ONVERT-Reavik
X 0Kt P RS232.EA=400 i X
¥ QL P DSL-.ADU—LIST X
X gk P CLGOS % =
**ktxxkatxm*xxmktxtxixxk#kxxxxxxxxxtxxtxtx
---------- 3wl pesiglb im o3 PROES

Lrsl closins e Tile uipit.
icea

game (‘I’) the VIF memory will be

:
the

loadinz

l'l au
ID < m ~

b e
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ADVENTURE EDITOR

Vo ]

G or GO will stzrt the conversion process. This will work only
if wou have ‘loaded’ an 3dventure gamey otnerwise am ‘I0 ER!7
will be returned.

The message ’‘Working...’ will aprezr in the mode lime todether
with some numbers indicating the zctusl srogram ster. These
numbers have no seecial meaning to sou’s thew Just show that the
prodram is still working. After comerletion the messade
‘Processed by Weisnd Adventure Editor’ will 3arrear in the first
lines of the text ares.

KKK R E R R KRR R ER KKK KRR KKK KRR KRR KX
%% Processed by WEIAND ADVENTURE EDRITOR kX
¥(cdM.Weiznd Feldg3rtenstr.30 DS Kdlmn &0 X

»d
X

X

X

p 4

---------------------------- CONVERT-Revik
OK: G 70%%

ERKEERKLRRKKRREKRKKE KRR KKK KK KKK KKK KKK KKK KK

&4 Referermce Guide
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3.8 Command ‘Statistics’

=

Entering 5 will result in diserlaving scome useful informati
the 22me 1in memory whicn must be 2 converted anme. These
clear ericugh so that thew have not to commented here.
make use af these dats when Pprintinsg or diszlazing an
documentation of 3 Z2zme since wouw will dHet to krow Now m
items there 3re in zsn3 one list.

ol T TR0 ]
20

.\
0 o
[
0w N W
it
w r=

1S will eprint the screen on 3 print file unit in rarzsllel o the
disrlay if the 'F’ command hss been issued before.

PP PSSO TS TSRS EFE I C RN EREE IS C T EEP SR P P
X% Procecssed by WEIAND ADVENTURE EDITOR %k’
¥(c)M.Weiznd Feldgdrtenstr,30 DS Kdln 59 %
X

Number of HMe
Number of QOtd
Number of U
Nuaber of Nouns
Number of Locztions ¢ 2
Yau es3h carpw & Bogechs
Stertins Location it L
Number of Treasures |
Location for Freasiiras ' 1
Lengdth of Nowuns/Veris + 4

Bates iaceurtad i 25120 o' FLS 154

. I I W A6 I W I FE K I

---------------------------- CONVERT-Revl
OK: 1S 19%%
EEEAREEE R LR X RERKARARERRLERT XXX LAAARTERA LY

I I I N F€ I PE I N I 2 o K M

B
w
(U
i
(&)

(€8

Reference Suide



ADVENTURE EDITOR

EMFTY “ADVENTURE TEMPLATE’ 727 YOUR OWN ADVENTURE GAMES

Together with the EDITOR sowu received 3 file named TEMFLATE which iz
desisned to enable writing <Z2a2mes ‘from the start’. A short
decrirtion follaouws.

The lizts shown below are the same as denerated by the EDITOR
»rodram when Pprinted outy so this is an examele for the documenation
¢ou will be able to have when using the EDITOR,

&1 Why gou should use the ‘temeplata’

A Lemsrlate will offer to the EDITOR =rodgram the basic structures
it needs for denersting an adventure dame. This ‘temerlate’
structure had to be ‘hand-made’ usins 3 deouddcer and stored for
40T canvenience, It i3 necessary to use the temrlate since sou
cennot delete list elements from existing gcmes with the EDITOR,

Furthermore the pre-defined values and some mcre information
needed faor 2any 3adventure dame heave been inserted 2s 23 start to
3our ucrk..

4.2 What gou can do with the ‘temslate’

You can exprand the lists zZiven in the ‘temelate’ in 3any w3y vou
like., You. c3n even alter the information stored inm it if wou

like so¥ but be 3w3re of what i3 rpre-defined in the adventure

command module (see the chsepter ‘Structure of an sdventure dame’
if in doubt).

6.3 Loagdinz the TEMPLATE

§.3.1 Hini-Memory versiaon

If wou own the MM (Mini-Memors) version the TEMFLATE file
will be on c3ssctte medium like the Pprodgrams.

€o sou start the EDITOR =rodrzm 3s wucsual and enter the
command ‘I CSt1’., The file is locsted on cassetta(&’<h

Side).

Fade 44 Fefararnce Guida
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ADVENTURE EDITOR

v2 Editor-Assembler version

Gl

&

Using the EA (Editor Assembler) version the TEMFLATE
is loecatad on the disketta teoczether with the er
EDITAR zmd COMNVERT.

(%
1T}
e e
(U
=3

So after the standard startur procedura for the EINITCE <cou
enter the comamand I DSKLI,.TEMFLATE“‘, When sawvins it
change vwour diskettes cince the ome You got 13 write

rrotected!
5.4 TEMFLATE Contents

When executing the “Statistics’ command from within the CONVERT
#rogr3am and having the TEMFLATE lozded o=2fore wou Wwill recaive

thhe following recults (disslag/erintout)

w
-
o

Number af Messas
Number of CbJdect
Number cf Verts

Numicer of Nouns

Number of Locaticn
You c3n c2arrg 6 ObJd
Starting Location

Mumbar of Treassure
Loccation for Tress!
Leagth of Nouns/Yerbk

e s+ LI D
[ £% 3 5% B
(e e
-
o+ o
w 1o

N e .6
m

(@

ID ve b2 1) e

—
3
(]
.o
-

n
b

gytee gocupiadewtu25l2. of 13184

L3 ]



The following printouts can 3ll be dernerzi24 using the EDNITOR bg

ADVENTURT EDITOR

issuing the commands printed out on tomr af 2:2ch list?

604'1

Entre Screen ( E )

------------------- ——meeeee=fR] TOR=--Revl
OK: !E 19%
¥ Mw own Adventure KX
+ You may construct gour own ALNVENTURE
.GAME with this temeplzte. You will have
+to a3dd! -L-oc3tions

* ® @ o e e

’ -0-bdects
> -U-erbs .
. -N-guns ’
v -M-ess3des .
v -C-onn2ctions .
. -S~-itustions 7 .
. -R-eferences ’
-E-ntry screen .
-G-eneral Information 2

and-Aa-dventure Predram Statements.
Read carefulley the instructions for '
the ADVENTURE EDITOR #rodrzm! -

now Press ENTER...

- - L - L 4 - °

Gener3al Informatiaon ¢ G )

---------------------------- EDNITOR--Revl
aK: !G 19%Z
(0)= 2=
1
£$0
$4
¥Q
¥1090
k1

Refererice Guide
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2

---------------------------- ENITOR=-=-Revl
G 1Hsel0 s

Varbs ¢ Y )

---------------------------- EDITOR--FRewt
CK: 1V,20 ) 5

(Q0)= ®

(1)= GO

(2)= XWALK

(3)= XRUN

()= 4

(S)= B

(8)= W

(7)= ?

()= SAVE

(9= QUIT

(i1C)H)= TAKE

(11)= XGET

(12)= XPICK

(13)= ?

(14,= i

(1S5)= 2

(14)= T

(17:= oy

(13)= DROF

(19)= ¥GIVE

(23) = ?

Noums ( N )

---------------------------- EDNITOR-=Ravt!
OK:Y INs20 19%

(0)= 4

(1= NORT

(2)= SQuUT

(3)= EAST

(4)= WEST

(3)= Ur

(6)= DOWN

(7)= GAME

(Ei= 7

(?)= i

(10)= ?

(11)= ?

{12)= 4

(13)= s

Guiide

n
w

(0}

W

o

s
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ADVENTURE EDITOR

(14)= ?
(13)= ?
(18)= ?
(17)= INVE
(18)= ?
(19)= : 3
(20)= ?

ObJdects ( 0 )

---------------------------- EDITOR-=-Revl
OK: 10,10 Y74

(Q)= G4

(1)= - 4

(2)= - ¢

(3= ?

(4)= i

(3)= ?

(4§)= ?

(7)= 2

(3)= P

(?)= Lit tereh

(10)= ?

References ( R )

--------------------------- EDITOR--Rawvil
K+ !'Rs10 S W

(0)= NO

(1)= NO

(2)= NO

(3= NO

(4)= NO

(3)= MO

(8)= NO

(7)= NO

(2)= NO

(?)= NG

(10)= NO

Refererce

Guide
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6'40?

ADVENTURE EDITOR

---------------------------- EDITOR--Revl

oK
(0)=
(1)=
(2)=
(3)=
(4)=
()=
(3)=
(7)=
(3)=
(9)=
(10)=

1Ss10
Lo
Lo
LO
Lo
LO
Lo
LO
Lo
LO
Lo
Lo

Locations. A _L 2

193

---------------------------- ENITOR--Fevl

oK
(0)=
(1)=

(2)=

5.4,10 Connections

19%

e ot o e s o e s e e ENITOR-—Revl

(1)=

1Cs190
=0
L2
LO
LO
LO
Lo
LO
LO
Lo
Lo
LO
LO
LO
LO
Lo
LO
2,
LO

19%
a7 l/e

-n
u

o



5.4.11 A.P.L.

oK
(Q0s1)=
(3s1)=
(Pr1)=

(10+1)=

ADVENTURE EDITOR

A )

14520
100!RETURN
7!S3ve Game

IRETURMN
Q0!Qver
IRETURN
171 ’Inventory
IRETURN

EDITOR--Revl
19%

Referernce

Guide
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7 ALGDITIONA- ' I"0RMATION

On the histor: of ADVENTURE EDITOR and ADVENTURE COMVERSICN

The srodram rackacge ADVENTURE EDITOR results frem daws (3nd
nights) of a2 #prrivate comruter hobbe. There waes rno backusr from
Tesxies Instruments or Adventure Intermationzl . so the author =zc<cks
cou for some undercstandins.,

fis ang TI99/4A owner wno is interested in the ’‘internzls’ of his
home comsuster will know the command modulss 2vailable will
result in  3n ‘ezsy-to-uce’ ~rogram ostartur but =re lik 2e
lock the internals to anuorne wno wants to 2o a3 little desrer.,

Thic is vz2lid for the adventure command modula 25 wall : g
cen Wnle bue the command module and ihe availasdble gzmes:
Writing or editing them iz csimeplye ~oscsiblz,

When = hunting %er.all bits of informestionm =  weu o220 tne
commend module Feory = Sdiig ¥ %5 B S8 Eouf A d) goy-will see 3 litele
enir which will seem curiowus 2% the first "loock and ewverd 3L "€He
secand one

Wells this is one of the ingenious GROM3 (Grarhic ROM:z) wus2d =2
often by TI. It “"hes ™ the'V incredinls wagvanbtsze afieret geinz
availzble and thus rnot beinz interesztind for "1"at°s . GFROrs=
are bs  the way ‘bete oriented serial ROM=z" whish makas
rerlacement by other chirs imrozsidle.

The' content 'af thizg lititle ’ero3ram safe’ cart Bbe resad feom
witrhin mechine lancguage - byt the nmext #roblem is srising soonm.
W2t the hell is thati? No mechine larnzussey fne  RASICq =N
texts embedded in curious beilese ...

You n3ve Juust come "scrcss the famowus GFL (Grzehics programming
languzge) whicnh 1is the ‘mnetive lanzuzsge’ of gour TI??/3! Fer
some verd understandable ressons TI is rmot willinmg to hend She
infarmation on thazt one = it simrle seems Lo be “taosz sscrat!,
mce GCuide Fsaa Figs
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So the only wayg to get alond was to nave 3 - very - close loaok
., the 1interm3al ROM on &ddresses 0000 throusn 2000 whnich
c2ntains amond other parts of the ssstem the GFL intersrreter,
Anziszing that part of the system ROM helred to understand how
GFL 1s structured and to dget to know most of its commands. By
the way GFL has nothing ¢to do with sgrzehics! It might be
interesting to know why it w3s cslled =0 im order to understand
what TI had in mind when erplanning the TI?7/4 ...

GPL is 3 very interesting lanzusde with seversl wvers mighty
addressing modes. It 1is auite well suited for writing comrlex
Precgrams requiring relatively few amounts of memary seacer
ecpecially when making wuse of VDF. GROMs and RAM/ROM inm turn.,
Orie dreat disadvantade is known to 31l those who have caomesred
GFL {commznd mocdules) to eure 3ssembly languszze It 1s
comeparativelys slow due to the interereter aoverhead.

Thiere c=n be no discussion of GFL here which would be of no wuse
to maocst aof the readers.

fnz2wagy with that GFL stuff inm mind anm 2nalyzis of the adventure
cammand nodule. GRCM was an easy thing.

A new tuse of structure came into view: the adventure dame.
Finz2lly it was Possible to write: 3an 3ssembly lamsuage srogram to
edit 3dventure Fames and to write Your own on2s.

A sreci3al pProblem 3rouse in findin 3 name and command’

descrirtions for the internal ’‘srodrzsm landuzdge’! It was called
‘A.F.L. = Adventure Frodramming Languzse’, and the command
nemas seem to be suitsble for fast data entre and readzile
dicsrl2y 3s well,

As vou c3n see from 311 thst there is 3 1lot of work hidden
peinind the surface of the ADUENTURE EDITOR. But 3 new tg=ze of
~rogram has been born - one that m3kes wuse of the ’rFrosrzm
s3fes’ named command agdules. This mass seem simeple to the uszary
but it is really the result of marmny 3 nigsht srent by 3 comruter
fresk.
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