


























































































































ADVENTURE EDITOR 

Whenever ENTERered a screen the Prosram checks for 
If no error is found the results stored. This haPPens word 

word or Cin A.P.L.> command bw command so that wour data 
truncated if an error is found! 

The messase '---WorkinS •••' will be disPlaYed · in the mode line 
when this 'checkins and storins' Process is actiYe. Note: It 

take some time till the Process is finished when 
enterins lens lines and/or when is 

4.7.1 Messases C H > 

56 

Messases are text elements used from within the A.P.L. 
You can enter this text freely. When all 

are removed and rePlaccc bY single blank 

The maximum word len•th is 32 char2cters. The tot3l 
lensth of one is the adventure 

Note: Specifying which when 
on one screen at a time - will Produce 

a screen overflow cause a crash the 
module! 

When disPlayed bY the adventure command modu1e words are 
never wraPPed around the end of a line; a new line is 

instead. This will NOT haPPen within the ADVENTURE · 
EDITOR where sou can write words wraPPing around the 
acreen border. Have in mind the effect that will 
look different during the 

*ClO>= Th(s is a samPle message * 
* * 
* * * * * * * 
*----------------------------EDITOR--Revlt 
t OK! H10 70i.* 

****************************************** 
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ADVENTURE EDITOR 

ObJects ( 0 

The te:-:ts for obJects the 
describ~d for me~sazes. Reruernber that ob~ects 

with the asterisk <'*'> are 'treasuras' 

4.7.3 Location~ C L ) 

Tha te:~ts for locatior1-:. are entered the same ·~: ·::: 2s 
described for messa~es. Hav9 in mind that locat:cns 
be~innins with an asterisk C'*') will not b~ Preceded b~ 

' I ' n1 i n a • • • ' w h e r1 d i ·; P 1 a ':'. e d d 1.J r i n s t h e g a or: e ! 

4.7.4 Verb~ < V ) 

Th~ methcd for enterins ~erbs is the as 
other t,,2:~ ts. The:; 
uPPercasa letters. Usi;1~ 

ho~ever onl~ be made 
lower~ase results in 2 I'"!"" v c C: · I ~ I ,, - •' f 

The lens:th of an<:; ·1erb mi.Jst be les·5 thai"1 or eGual tc til'? 
len~th of 'abbreviations' SPeci~ied within the 'SeGeral 
information' 
( I '. j: / ) W h i C h 

( s e e ::i e l o ._ i . T ii ::. s c o 'v' e :" s 
i r1 di c a t. e s t h d t. t h i ~ ., e r b 

?recedin:Z one. 

4 • 7 • 5 i l o 1J r1 ·:; ( '" 

No1Jns are entered ~xactl~ like verbs. 

4.7.6 References < R 

R~f~re~ces can be siv~n for an~ obJect1 
~arameter gi~~n is the number of an abJect. 
t. h ~ r11.J 111 be r d i "' ;-J 1 2 ':I e d · ·i :-1 the t 2 >~ t 2 r e '2 i s a 
< 1 l •• ) • ! 1" ~ o 1.i en t e r ' N 0 ' t h i s \.< i. l l rr: e 3 r1 : 
ruf~re~ce to TAKE/DROP this obJect. 

E:~a:t.r-1 ·:: * :t. :r. ·~ :i :t * J'. :t. :t :.i: :t: ~ * :~ ·t. : ~ :i . ~ t :;: :~ :r. :K t ;1: :t: ¥. J: :r ·f. -~: * r. ~ ~: t r t. r :le t. 
iClOl= N~ * 
·* * 
* * ... ... * ~-

* *----------------------------EDITOR--2e vlt 
~ O~: RlO 70Z* 
*~l**=*1*t~*t****;**~~**i*~****l** ~~~rt**~ 

~ ,- .. ":\ "" ~ ·= /, Q., .., - .• - t •. 

fer thi:-

i..2. til? 

Cons e .::11J '= ri t : '.J 

r1 Q lj fJ :, I~ i.l b ~ j' 



ADl.'ENTURE ED I TOR 

4.7.7 Situ~tion < S > 

The situations are as well siven for obJects so that the 
Parameter of this command is the number of an obJect as 
well. The screen will disPlaY the number of a location 
CL •• ). If ~ou enter 'LO' this means: the obJect doesn't 
exist Cat the moment>; if ~ou enter 'Carr~' it ~eans 

E;:ams:-le: 
*~**************************************** 
*<7S>= Carr~ * 
* * 
* * 
~ * 
* * * * *----------------------------ED!TOR--Revl* * OK: 578 701.* 

*******************************~********** 
4.7.8 Connection~ C C > 

Page 53 

You enter connections · between locations so that the 
Parameter of this command is a location number. The 
results di sPl a'::led a re the 1 oc at ion n•J:r1oe rs of the s i;~ 
other location which can be reached by entering a. 
direction command. If '::IO•J enter 'LO' i .r1 or1e of the 
Positions this ~eans tha~ there is no exit in this 
di rectior1. 

E;,amP le! 
~*****S*************~****************i**** * C 14 )•= LO * < U * L1 *<2> * LO *<3> 
~ L3 *<4> 
* L11 *<5) * LO *<6) 
* * •--------~-------------------ED!TOR--Rev1* 

* OK! Cl4 701.* 
****~~************************~*~********* 
---------- Cl> North No connection 
---------- <2> South ·: Loc~tion tl 
---------- <3> E~st No connection 
---------- <4.J .;West : Location l3 
---------- CS~ ·ur> Location t11 
--------- (6) Doun No conr1ectior1 

R e f e r e n c e G 'J l d e 



ADVENTURE EDITOR 

4.7.9 A.F'.L. A ) 

The s~m~ structure has to be entered using the ·~ro2~3~ 

lan~ua~e· A.P.L. which has been described in th~ last 
chaPter. In order to know an A.P.L. command the ED:TOR 
reauires onl~ the uP~ercase 
characters 1 ! 1 r 1 ? 1 ,•t•,•>•,••• 
command. Lawercase letters 

letters, numerics and 
if the~ belons tn thzt. 

and blanks 3re fC-;' 

'decorative' Purposes and clarit~ onl~. 

The disPla~ is 'structured' if Possible; i.e. !!F/!ELSE 
levels are suitabl~ indented. This is however onl~ done 
to ~ake structures claar and can be altered or comPletel~ 

for~otten ~hen entering data. 

If the line is lon9er than one screen it 
redisPla~ed using the 'short co~mand versions' 
indentin~. This mak~~ th~ line scme~hat hard 
it er1ab!.es editin2 arid reenterir1~ - . Str~..:ct•Jred 

later be achieved usins the '!' oPtion. 

The first number shown is the line 'head2r'. 
edited but not deleted. 

E:~ainr-1 e: 
**~t**~*****i**t*t1***~**i*******i******** 
*<1r5):= 20?L3 * 
:~ ?Car~=: 017 * 
:'(. ! ?133 * 
~:: !IF * 
* ?F7 * * ! M34 * 
~ !ELSE * * ! RETURN * 
* * *----------------------------EDITOR--Revl* * 0 I< : A 1 , 5 7 0 ;~ : ~ 

~*********************************~******* 

Ref<: r· e ri c e G 'J : :j e 

will be 
a r1 d ·~ i : ;; o 1..: ~ 
:-c r '? a~ C" J ~ 
d i s ~ l 3 ·~ r.1 ~ ·~ 

It ::1.:i~ be 



ADVENTURE EDITOR 

4.7.10 General information < G > 

Several numeric data are ~athered here which are Preceded 
b~ the 't' si~n for that rea$on. - This command has no 
Parameter. 

ExamPle! 
******************ii~********'**~****i**Z* * < 0) = t6 * ( 1 ) * tl * (2) * t10 * (3) * t3 * ( 4) * to * < s > * t100 * (6) 

* t1S * <7> 

* * *----------------------------EDITOR--Revll * OK: G 70~i 

*****************************************~ 
---------- Cl> Number of obJects to carr~=6 
---------- <2> Star~in~ location = Ll 
---------- <3> Max. number of t~easures=10 
---------- < 4) LenSlt.h ·a f nor.J11s/ 11e rbs .=3 

---------- (~) 0 x 256 + . 
---------- C6> 1 x 100 = 100 StePs for Torch 
---------- C7> 'Score'-Location= Ll5 

4.7.ll Entry Screen < E > 

This command has no Parameter. 

The so-called entr~ screen will be shown once when the 
~ame is st3rted. It can be edited here. The text should 
be w~itten in a way as to identify the game for the future 
Pla~er. 

Th~ last two lines of the entr~ screen are 'CoPYrisht' 
lines fo~ th~ ADVENTURE EDITOR and can't be altered . 

. Reference Guide 
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ADVENTURE EDITOR 

5 HOW TO USE 'ADVENTURE CONVERSION' 

.,. 1 
.J .... 

The ADVENTURE CONVERSION Program is ver~ similar to the EDITOR 
Pro~ram as to its OPeration. It will however be used onl~ 
rarel~; i.e. onl~ when ~ou want to edit existing ga~es which 
were not written with the ADVENTURE EDITOR. 

Wh~ do ~ou need a s~~cial Prosram for that Purpose? Well, th~ 

games availabl~ from Texas Instrum~nts contain all the t~xts a~d 

lists n~eded to Pla~ the ~ame' but some intern~l data neede for 
the editor are mis~ing or ~iven inconsistantl~. The CONVERT 
Prc~~am will gener3te or uPd~te this inform~tion from the 
e :·~ i ·~ t i n s 1 i s t. s a r1 d s t o r e +~ h e n1 i n v i s i b 1':~ w i t ii t h e s a r.1 e • T r. :. s 
~eans that a conversion Proces~ is needed onl~ once for an~ on2 
:! a m •? • I t w i l 1 h o w ~ •1 e r r1 o t d o a r1 Y h a r ll1 t .:J a s a r,; e i :· !::1 .: 1 J 

'con~ert' it several . times b~ accident. 

EsPeci~ll~ the Same contents will not be altered. There are two 
minor exceptions to this rule: A. The Entr~ screen wi!l be 
cha n ~ ~ d b ·i add i r1 s the co F· ':;$ r i ~ h t 1 in e s • 9 • D •J e to a fa 1 s. e 
number of 'obJects' given in some of the available !a~es it 1.1i1 ·1 
be i m Poss i b 1 e to 1 o ad Pre v'i o 'J s ' :3 a r.; e s i tu at i o r1 s ' < ' SAVE GAME ' ) 
after conYersion, since this nu~ber has to be uPdated ~~ the 
CONtJERT Pros ram. 

A 1 1 o f t h e r e m a ; Y.. s fa r the ED ! T 0 R ;:· r '.J g r ;. ~' 
CONVERSION as well, 

5.3 Loading and ~tarting the Pro!ram 

The s ta r t 1J P i:- r o c e d 'J r e i s t h e s a m e a s f o r t. h e E D I I 0 R L.j i. t. :, 
e :·: c e :=- t. i o r1 of t h ·? ,j i s k e t t e f i l e r1 a m e 1.1 h i c h i s ' [1 S r~ 1 . C O N 1) E .=: T ' 
the second Progr~m on cassette side A, respecti v e:~. 

R C' f <: " e r1 c to G u i -:l -= 



ADVENTURE EDITOR 

5.4 Sc r een r Ke~board and Echo line 

All of this is same as for the EDITOR with th~ e :: ce::-tion of t he 
2r ogram ID Siven in the mode line which is · - --CONVERT-Revl'. 

Error messa9es 'xx ER!' are the sa~e but restricted to the 
f" .:i 11 ow i r1 Si t . ., P e s : 

CD Command Error - invalid command 
FI File Error - I/O or File error for sames 
PR Print Error - I/O or File error for Printer 

ID Ider1t Error 

The I/O error will not be 
anal'::i:ed. 

- The Pro9ram in memor~ is 
a) not an adventure gam~ 
b) not ~et converted 

s.s Endin~ Prosr~m execution C G > 

In order to end Prosram e xecution Pro?erl~ en t e r ·a··. This wili 
close an~ open Print· tile unit. Game data s t o r ed in VDP ~~ ma r~ 

are lost after ex ecu~ion of this com~andr so be su r e s u r e ta 
have them ~tared before doins so ! 

E;-:amPle! 
**~~!**~~~*~****************~******1****** 
t.---------------------------CmHIERT-Rev l *. 
t. OK! Q . 957. ~ 

***************~*i*************~*********S 

5.6 Fil~ command~ 

File co~mands are the same for CONVERT as for the EDITOR. 

Pa~ e 6 ~ R e f e r e r1 c e G •J i rj e 



ADVENTURE EDITOR 

5.6.1 Loa~in~!Savins !a~es 

Wnen lo~dir:~ 

fi~st.. This 
'\:Jorkins ••• ' 
in destro'=lins 
r-lace due to 

a same C'I') the VDP m~mors will be cle3re~ 
takes some time so that t~~ ~es~~ae 

will be shown in the mode line. This results 
an~ same in memor~ even if no loading takes 

a 'FI ER!'. 

K e e P i n n1 i n d t h a t ·:1 o •.J c a n ' l o a d ' < ' ! ' ) a n '=' r- r o s r ~ r.1 f i l e 
(i.e. an~ ~ame even if not ~et converted) but that a 
'save' oPeration C'F'> will onl~ work for conYerted Sames 
since the same lensth is determined durins conv~rsion. !f 
~ou tr~ to save a ~arue whi~h i5 not ~et converted 3n '!D 
ER ! ' w i 11 b e re t IJ r r1 e d • 

1Js ins the Hav~ in :11ind 
EXF'M El1: when 

the Possibilit~ of 
workins ~ith the ' .. ' e :' ·; : .: n a r, :J 

h2vins ~o~r ruemor~ expansion connected. · This en~jl?s f3s~ 

dats sto~a~e for handin~ over ~am~s tc the E~!T~R. 

:~ :!: ~ :): :6: ~:; * :t. ~ :~ :l: * * ~ ~ :1: :1: +:f. :r. r. ~ l'. ~ :+. : ~ * * * * ~: :t. * * :i(:.;: :~ * :t. '* ~ :t, 
*----------------~------:-------CON 1.:::Ri-R e v 1 :~ 

* OK: I CS 1 * * 0 K : I D SK 1 • A D \)EN T U F: E · * 
* * * OK: F CS 1 * * OK! F DSI<~, AD','E~HUF:El * * OK! F EXPMEH2 l'. (l l 
**i***~**********l**********~*t**~*****t*** 
- - - - - - ( l ) 0 NL Y M ~ w i t h me r:-1 o r '::! e ~ : ::> .3 ri s i o r1 

5.6.2 Or-enin~ a Printfile < P 

You can oPen a Print file unit the ;ame wa'::! as '::!Ou de 
in the EDITOR Prosram. This Prin~ file will houeve~ 

P 1· i n t ' s t ~ t i = t i c ·:. ' i f '::i o •J e n t. e r t h e · c o m m a r1 d t o d o s o . 

E:: a1t1r-les: 
*~*****t~*i~****i~***~***i l**it***t~t:ttS**f *---------- ----------- ----- -- -C!J r-i1;;:::~ T-F: e•1 ~ J 
* OK! P RS232.P.A=600 * 
t OK! P DSK2.ADV-LIST * * OK: P CLOSE * <3 > 
**".f. t * * :t ~: :t: .t ;f. :t. :t. ·.t. :t. :t. * :t . .:¥. :t. :t; ~- t :t * :t: ~:le* :t. i:: :t * * j( ~ ·t: :t. .t .t. :t * ~ 
---------- ( 3) will r~sul~ in a PR ERI 

th•1s cl 1Jsi.ns th 12 file 1 ~r1 it. 

r· 2 2 2 

; ... 

J r . '! ._,, 
o I - _. 



5 . 7 C>:J m m a ; , ·:! 

G or GO 
if ';:IOIJ 

will be 

ADVENTURE EDITOR 

I G:; I 

will st3rt the 
have ' L:iaded' 

conversion Process • . This will work 
an adventure same1 otherwise an 'ID 

returned. 

onl':' 
,..~ .. ' 
c:." ! 

The messa~e 'Wcrkin~ ••• ' will aPPear in the mode line to~ether 
with some numbers indicating the actual Pro~ram steP. The s e 
numbers have no special meanins . to sou; the~ Just show that t h e 
Program is still workin~. Aft~r completion the messa~e 
'Processed b~ Weiand Adventure Editor' will aPPear in the first 
lines of the text area. 

****~*%~~2********************~***~i**~*** 
~~ Processed b~ WEIAND ADVENTURE EDITOR ~* 

*Cc~M.Weiand Feld~~rtenstr.50 05 K3ln 60 * 
* * 
* * * 
* 

* 
* 
* * *----------------------------CONVERT-Revl* 

* OK: G . 70i:* 

****************************************** 

r- -J~ e 6 4 R e f e r e n c e G 1J i d e 
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5 . 8 

ADVENTURE E!I I TOf:: 

Co m ~and ' Statistics' 

Entering S will result in disPlaYin£ some useful information on 
the ~ame in memory which must be a converted one. These ar a 
clear enous~ so that they have not to com~ented her~ . You c3n 
make use of these data when Printins or dis~la~ing an o verall 
docuffientation of a ~ame since ':IOU will set to know hou ~an~ 

item~ there are in an~ one list. 

! S will Print the screen on a Print file unit in Parallel to th e 
di s F· la ':I i f the ' P ' comm and ha s been i s s IJ e d be f o re • 

** Processed b':I WEIAND ADVENTURE 
*<c>M.Wei~nd Feldg§rtenstr.50 D5 

:: r• I r o r: :t. * ' 
Koln .:,.J t. 

* * * 
't. 
:t 

* ~ 

".!( . 

* * * * 

N•Jrtsbe r of 
N•Jmbe r of 
N1Jri1be r or 
N•.J ;11ce r of 
N•Jmbe r of 

Me:s~2 ,:?s • 'J • 
ObJects • ,10 . 
t)e r~s • 20 • 
No u:-; s • 20 • 
Loe 3t i or1s • • 2 

* 
* * * * * You can carr~ 6 obJects * 

Startins Location : 1 * 
Number of Treasures : 0 * 
Location for Treasu~es : 1 * 
Len~th of Nouns/Verbs : 4 * 

* Bytes OCCUPiad : 2512 of 1313 4 * 
* *----------------------------c 0N'.1ERT-R e '.,/ 1 ~ * 0 K : ! S 1 9 :~ ~ 

***~~**************************t * **~****~~ 

R e f e r E ri c -2 3 1.J i d e 



ADVENTURE EDITOR 

~ EMPTY 'ADVENTURE TEMPLATE' ~J~. YOUR OWN ADVENTURE GAMES 

To~ether with the EDITOR ~ou received a file named TEMPLATE which is 
desi~ned to enable writins Sames 'from the start'. A short 
decriPtion follows. 

The lists shQwn below are the same as senerated b~ the EDITOR 
Prosram when Printed out, so this is an exa~Ple for the documenation 
~uu will be able to h~Ye when usin~ the ED!TOR. 

6.1 Wh~ ~ou should use the 'temPlate' 

A temPlate will offer to the EDITOR Prosram the basic structures 
it needs for ~eneratins an adventure same. This 'temPlat~· 

structure had to be 'hand-made' using a debusscr and stored for 
·~ o • 1 r con" en i enc e , I.t i s n e c e s s a r ~ to •J s e the t e m P l a t e s i n c e ~ o •J 

c~nnot delete list elements from existin~ g~mes with the EDITOR. 

Furth~r~ore the Pre-defined values and some more infarmatian 
needed for an~ adventure same have been inserted as a start to 
~QIJ r WO r~ .• 

6.2 What · ~ou can do with the 'template' 

You can exPand the lists ~iven in the ' template' in any wa~ ~ou 

like. You. can even alter the information stored in it if ~ou 
like so; but be aware of what is Pre-defined in the adventure . 
command module Cs~e the chaPter 'Structure of an adventure ~ame' 
i f i n d 0 IJ b t ) • 

6.3 Loadin~ the TEMPLATE 

6.3.t Mini-M~mor~ version 

Pase 66 

If ~ou own the MM CHini-Hemory) version the TEMPLATE fil2 
will be on c3ssctte medium like the ?rosrams . 

So ~ou start the EDITOR Pro~ram as u~ual and enter t~e 
command 'I CSl'. The file is located on cassette(~a(h 
Sl.<te} .. 

F: e f e r e n c e G '.J i d e 
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ADVENTURE E!l I TOR 

6.3.2 E~itor-Assembler version 

Usin~ the EA <Editor Assembler> version the TEMPLAT~ 
is located on the diskett~ 
EDITOR and CONVERT. 

So after the standard startuP ~rocedur2 
enter the co~mand 'I DSKl.TEMPLATE', 
chanse ~our diskettes since the one 
Protected! 

6.4 TEMPLATE Contents 

f o :- t h e E r1 ~ ; i: ~: ·=· c u 
When it 
~ou ~at is write 

When execu~in~ the 'Statistics' com~and from within the CONVERT 
PrQ~r3Q and having the fEMPLATE loaded before ~ou will rec~i v e 
the follo~in~ results (disPla~/Printout> 

Number of Hessa~es : 0 
Numb~r of ObJect3 : 10 
Number cf Verbs : 20 
Nufu~er of No0ns : 2C 
Number of Locations : ~ 

You can c3rr~ 6 ObJects 
S~arting L~cation : 1 
Nuraber of Treasures : 0 
Location for Treasur~s : 1 
L~neth o~ Nouns/9erbs : 4 

Bst~s accuPied ; 2512 of 13184 



ADVENTU:=; iz EDITOR 

The follo~ins Printouts can all be gene r ~ ~ ~~ using the EDITOR b~ 

issuins the commands Printed out on to~ of ~ ; ch list: 

6.4.1 Entry Scr~en < E > 

-------------------.---------ED I TOR--Rev 1 
OK: !E 197. * HY own Adventure S 

t t e t I t • t • t •• t t t • + + t t t t t t t t ~ t O' t • t t t t t t t • t 

• 

• You ~ay construct your own ADVENTURE • 
• GAME with this template. You will hav~ • 
• to add: -L-ocations 

-0-bJects • 
-V-erbs 
-N-01Jns 
-M-essases 
-C-onnections 
-S-i t•Ja t ions 
-R-eferences 
-E-ntry screen 

• -G-eneral Information 
and-A-dventure Program Statements • 

• 
• Read carefully the instructions for 

the ADVENTURE EDITOR progr~m! 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
now Press ENTER ••• 

6.4.2 General Inrormatian < G > 

Pa s e 68 

----------------------------EDITOR--Rev1 
01<:: 

(0)= 

!G 
t-6 
*1 
to 
t4 
·•O 
:J.100 
tl 

R e f e r e ri c e G •J i d e 



ADVENTURE EDITOR 

6.4.3 Messa~es < H ) 

----------------------------ED!TOR--Rc v l 
CK: !H,10 1 0 ., 

• I I • 

----------------------------EDITOR--Rev! 
Cl\ : !v,:o 19;~ 

( 0) = ? 

I ( 1 ) = GO 
(2)= :iW~LK 

(3)= *f.:UN 
{4)= ? 
( 5 >'= ? 
(6)= ? 

<7>= ? 

(8)= SA t.'E 
(9)= QUIT 
( l c ) = TAl':E 
( 1 l) = :;GET 
( 12) = *PICK 
( 13) = ? 
(14)= ? 
<15)= ? 
(16)= ? 
( 17;. = ? 
(18)= rir::oF' 
(19)= t G I I) E: 
<20:) ) : ? 

6. 4. 5 No1Jr1s N ) 

----------------------------EDITQR--R2 v l 
OK: !N,~0 1 9 :; 

( 0) = ? 
( 1) = NORT 
(2)= sour 
( 3)"" EAST 
( 4 ) = WEST 
<5>= UF 
( 6) = DO'.JN 
( 7) = GMIE 
< E) = ? 
( 9) = ? 
( l 0 ) = ? 

I 
< 11 ) = ? 
( 1 ~ ) = ? 
( 13 ) = ? I 

I 
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ADVENTURE EDITOR 

(14>= ? 
(15)= ? 
(16)= ? 
<17)= INVE 
CtS>= ? 
(19>= ? 
(20)= ? 

ObJect.s ( 0 ) 

----------------------------EDITOR--Revl 
01<: !0110 19;~ 

<O>= 
(1)= 
(2)= 

Cl>= 
(4)= 
<S>= 
(6)= 
(7)= 
(3)= 
(9)= 
(10>= 

? 
? 
? 
? 
? 
? 
? 
? 
1 
Lit torch 
? 

6 . 4.7 References < R > 

----------------------- --- - ED I TOF:--F: e •1 l 
OK: !R,10 19i: 

(0)= NO 
( l) = NO 
<2>= NO 
<J>= NO 
(4)= ~H) 

CS>= ~40 

<6>= NO 
(7)::. NO 
ea)= NO 
<9>= NO 
(10)= NO 

Re f ere n ce Gui d e 
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ADVENTURE EDITOR 

6.4.S Sit~ation < S ) 

----------------------------EDITOR--Revl 
OK: !SdO 19;·: 

<O>= LO 
< l> = LO 
(2)= LO 
<3>= LO 
(4)= LO 
(~)= LO 
(6)= LO 
C7>= LO 
<8>= LO 
C9>= LO 
<10>= LO 

6.4.? Locations < L > 

----------------------------EDITOR--Revl 
Ot-:: !lrlO 19;·: 

(0)= ? 

( 1) = ? 
(2)= ? 

6.4.10 Connections ( C ) 

------------------------- --Er1ITOR--Rev1 
OK: !CdO 19i: 

<O>= LO 
LO 
LO 
LO 
LO 
LO 

<l>= LO 
LO 
LO 
LO 
LO 
LO 

<2>= LO 

Re f e re r1 c s- G •J i <: e 

LO 
LO 
LO 
LO 
LO 
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6.4.11 A.P.L. C A > 

Pa~e 7~ 

----------------------------EDITOR--Revl 
OK: !Ar20 197. 

COt1>= 100!RETURN 
C8r1)= 7!Save Ga~e 

!RETURN 
C9r1>= O!Over 

!RETURN 
C10r1>= 17! 'Inventor'::I 

!RETURN 

:'.\ e f e r e r, c e G •.J i d e 
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7 A Li (I I T I 0 U ,:, _ ~ -F '.) R ~ A T I 0 N 

7.1 On the histor~ o ~ ADVENTURE EDITOR and ADVENTURE COtlVERSICN 

The Prosram ,.acka~e ADVENTURE EDITOR results from da~s <and 
n i ~ h t s ) o t a ,. r i v a t e co mi:- 1J t e r h o b b ':! • T h e re w u s r1 o b a c Y.. IJ P f r o r.1 
Te: : as Instr•Jments or Ad·-1ent1Jre Interr1atior1al . ·:.o the a1Jthor asks 
~ou for some understandins. 

~s an~ TI99/4A owner who is interested in the 'internals' of his 
home comi:-uter will know the command 
result in an 'eas~-to-u~e· ~ro~ram 

lock the internals to an~one who wants 

illO d IJ 1-: s 
star t !J:-J 
to ~o a 

available ...,ill 
but are li ~ el':! t c 
l i t t l e ·1 e e "° e r • 

This is valid for the adventure command module ~s wall 
can ~nl':! bu~ the command module and the available 
w r itin~ or editin~ them is simPl~ im~ossible. 

Wh8n - huntins ~er . all bits of i n f o ;- m ~ t, i o r1 
c c rr1 r.1 a r1 d mod rJ 1 P. ( ·~ o •J d i d i t , i Y. n 0 ~ • + , ) ;I C IJ 

':!C <J 

1-Jill see 
a rid eve r1 

a lit tle 
chir- 1.1hich ~ill seem crJriorJs z.t t h e f i r s t l ;:i o ~'.. 

Well, this is one of the ir1~er1ious GROM'3 <Grar-hic ROM:. ) rJse-: s:: 
often b~ TI. It has the incredible advantase of ~e t bei ~~ 

availzbJe and thus nol b~ins interestin~ for 'r-irates'. GROMs 
are b~ the wa~ 'b~te oriented serial ROMs' whic~ m a k 2~ 

r~Placement b~ oth~r chi2s imr-ossible. 

Th~ ccnlent of this little 'Pro~r2m safe' can 
!.oJ i t J-, i r1 m e; c h i n t- l an ~ rJ 2- s e - b 'J t t h e n ~ : : t P r o b 1 o::.- :n 
'UiHt th~ hell is that : ? No 111o •=hir1e lar;=: !.Jo:!e1 
t~xts ~mbedded in curious b':!tes ... 

be rr:~ d 

is a r is i ~ : s 
nc E< A3:: , 

You have Just come acrcss the famous GPL <GraPhics 
lansua~e ) which is the 'native lansua~e ' of ~our TI?9 / ~ ! Fe r 
som~ ver~ understandabla reasons TI i:. net 1.1illins to han~ ~ ut 

inf~rmallon on that one - it simr-1~ seems to b e ' t~? s ec~9 t ' . 

R e f e r 1.: n i; e G 1.; i rj ~ , .;, 
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So the only way to set alans was to nave a - very - clo~e look 
~~ th~ in~ernal ROM on addresses >OOOO through > ~OOO which 
c•Jnt ains a~on~ other Parts of the s~stem the · GPL interpreter. 
Anal~zin~ that Part of the s~ste~ ROM helped to understand how 
GPL is structured and to get to know most of its commands. B~ 

the wa~ GPL has nothin~ to do with ~raPhics! It might be 
interestin~ to know whY it was called so in order to understan~ 
what TI had in ~ind when Planning the TI99/4 ••• 

GPL is a very interestin~ lan~ua~e with several ver~ 

addressin~ ~odes. It is auit~ well suited for writing 
Prcsrams rjauiring relativel~ few amounts of memory 
esPeciall~ when making use of VDP, GROHs and RAM/ROH 
One great disadvantage is known to all those who have 
GFL <command modules> to Pure assembl~ lan~ua~e 
comParativel~ slow due to the inter~reter overhead. 

mi~htY 
complex 
space, 

in turn. 
compared 

It is 

Tt1ere C3n be no discussion of GPL here which would be of no use 
to most of the readers. 

An~~ay, with that GPL stuff in mind an anal~:is of the adventu~e 
command ~odule . GROM was an easy thin~. 

A new t~Pe of structure came into view: the adventJre same. 
Fin~ll~ it was Possible to writ• an ass~mbl~ lansuage Program to 
edit adventur~ ~ames and to write ~our own ones. 

A special Problem arouse in findins a name and command 
descriPtions ror the internal 'Program language'! It was called 
'A.P.L. = Adventure Pro~ramming Language', and the command 
n~mes seem to be suitable for fast data entr~ and readable 
dis?la~ as well~ 

As ~ou ~an see from all that there is a lot of work hidden 
behind the surface of the ADVENTURE EDITOR. But a new t~Pe of 
Pro~r~m has been born - one that makes use of the 'Prosr3m 
safes' named command ~odules. This mas seem simPle to the usar, 
but it is reall~ the result of man~ a nisht sPent b~ a comPuter 
freak. 
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