
ADVENTURE 
7u, '7'J-~/4A EDIT 0 R 

WRITE AND EDrr YOUR 
OWN ADVENTURE GAMES FOR 
THE n ADVENTURE MODULE! 

tm 

Thl1 software ~ckage allows the ~ser to accoaplish the following: 
l. Any eztatlng adventure for use with the TI Adventure Module ••Y be edlted, altered, llst·ed, or. copied fro• either tape or disk and 

tranaferred to eitber tape or disk. <your choice>. 
2. Nev Advent~re gaaes for use with the TI Adventure Module may 

be created eaally ualag a 'teaplate' gaae &s a start up step. These 
gaaes can be played on a basic TI/99/4A since they use the full pQ~~r 
and capabllltlea of th• TI Adventure ~odule. -

3. Either Editor Aaaeabler ar Mini Meaor7 co•aand •odules can b• 
used vlth thla prograa vlth •lther cassette <MIH Versloa> or disk 
tE/A Version>. Th• identical features are offered with each version. 

4. lnclQdea a tull screen editor and an •~•Y to uae Adventure 
Progra•aln9 ~angu&g• <APL>. 
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ADVENTURE EDITOF: 

l INTRODUCTION AND OVERVIEW 

1.1 PurPose of the Pro~ram Pack~~e 

With the Pro~ram ~acka~e ADVENTURE EDITOR ~ou own a tool for 
w~rkin~ on Adventure Sames for the 'Adventure' command mcdul~ 
Pertainin~ to the Texas Instruments TI99/4A Home ComPuter. You 
ma~ wish to - and are able - to ·investisate in and/er alter all 
existins Sames as well as to write wour own ones. 

This offers all OPPOrtunities a 'TI-adventurer' has ever drea~ed 
of. 

i.: Uhat wou n~~d - eouiPment 

Yuu r~ceiYed the Packa~e accoPding to ~our order in one of t~c 

POS~ible version~: either for the Mini Memor~ or the Editor 
Ass~mbl~r command module. Besides the console <TI99/4A; t h e 
old one -T!?9/4- does't work> ~ou will n~ed the resPecti~e 
co~mand module and for Editor/Assembler onl~ rnernor~ 
e::Pansion ·and Dis~ . . drive with contr·oller or - for Mini Memor·~ 
onl~ - a suit~ble Cassette recorder. 

The Adventure com~and modul2 is NOT necessar~ but stron~l~ 

recomm~nded ror testin~ ~our new Sames. 

A Printer with its TI-PeriPheral is recommended as well, but not 
a must. You can Print otit a full documentation of an~ gaffie if 
~o·~ 01.in on t! • 

1. 3 What · ~o•J r1eed - knowl ed~e 

You should alread~ have Pla~ed some 
TI99 before startin~ to develop ~our 
understand how it will ~ork. 

ad v en t tJ T" e 
own ones 

games with 
ir1 order to 

So~e Pr3ctical knowled~e of an~ Pro9rammins langua~e <BASIC or 
the- lH.e) will h~·lr- to •Jnderstar1d the concePt.s and str•Jcti.J:-:s 
~ou will have to deal with in adventuT"e ProgT"ammin~. You will 
hav~ · to do a Sood bi~ of thinkins in abstractions. 

1 



ADl.1ENTUF:E EDITOR 

Kn owled~e of asse~bl~ l~nsuase or GPL is NOT necessar'=' 

You can ONLY ~1rite adventure games in english1 since the command 
module will ?reduce its own Censlish) messases which '=OU c3nnot 
st12t rid of. 

DePendin~ on the version CHM=Hini Memor~ or EA=Editor/Assembler > 
~cu have received a C3ssotte in t ~ e first ca~e er a diskette ( 5 
1 / 4' SS/SD) in the second case. The soft~are is functionall'= 
the same in both cases. Sine~ the MH ~ill be used uP the l~st 
b~te of its 4kB RAM, there will be a lot of racm left if ~ou run 
t.h11 "EA-version. 

You received two Progr~ms and one file in both versions: 

- ~. 'ADVENTURE EDITOR' 
~or Editin~/Printin~ games 

MM : Cassette side A Program No. 1 
EA : 'DSK1.EDITOR' 

- b. 'ADVENT~RE CONVERSION' 
for convertin~ existin~ games 

MM : Cassette Side A Program No. 2 
EA : 'DSKl.CONVERT' 

- c. 'ADVENTURE TEMPLATE' 
as a sa~e t~mPlate for ~our own ideas 

!1 M : Cass e t t e S i de B F i 1 e No • 1 
EA : 'DSKl.TEMPLATE' 

1 • 5 W i 1 a t '= o •J can do 

Tha Programs of thi~ P3cka~e will allow ~ou to : 
- Pre?~r~ existin~ ~ames for the ADVENTURE EDITOR 

usln~ the ADV~NTURE CONVERSION Pro~ram 
- in both old or new ~a~es .Ccanverted, if old> 

s how• ~dit or Print all texts and lists which 
mak~ out the same. 
show, edit o~ Print the losic of the ~ame 
usin~ a new ~ne~onic lan~uase CA.P.L.> 
~both with ADVENTURE EDITOR> 

- load or sa~e ~ames from/to either Cassette 
o~ Diskette as desired. 

Th~ ~ro~~3m(s) will in all cases take care of the internal da t a 
$ t :- •Jc t '-'re s 1 i k e Point. e r s and tab 1 e s • Yo •J ma~ c re a t e a s a :n e 
rreel~ ~i~hout botherin~ about the internal stuff, ent~rins te ::t 
and structures as sou like. 

2 Reference G•Jide 
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ADVENTURE EDITOR 

1.6 How the suide is conceived 

Th~re are two main PUr?oses for this reference suide: 
- You will ~et all information needed to und~r-

stand the structure of an ~dventure same in 
order to create new ones which ~ill react 
Pro~erl~ to the Pla~ers c~mmands. 

- You will be advised in usin~ the Pro~rams. 

This results in a detailed descriPtion of adventure ~ames with a 
seP~rate chaPter on all texts and lists YOU have to Prepare. 

A s~cond chaPtar on the 'pro~rammins lan~u~9e' A.P.L. C ~hich 

me1ns Ad~enture Pro~rammins Lan~ua9e; don't confuse with APL ! > 
will describe in detail this interesting tool. You will be 
Siv~n some ex~mPles in order to better understan~ its 
Possibilities and to ~ive ~ou so~e ideas to start with. 

You ~ill P09sibl~ not understand eYerYthin2 in these chaPters if ­
~cu first read them; it is su~~ested that you skiP those lines 
and reread them later on when ~ou will be acauainted with the 
Prc~r~~s. Most PrabablY the aue~tions ~ou will ask later on 
will ·rind their answer here. 

Th~ next . chaPtar will introduce You to the EDITOR Prosram. 
will have to learn the mnemonics used for command inPut 
usin~ the Prosram. When ~ou have had some trainins ~ou 

Prab~bl~ ski? these lines. 

Yc•J 
when 
will 

This is the same for the chaPter on usin~ the CONVERT-Prosr~m. 

One differ~nce ma~ be that You will use this Program ver~ 
rarel~1 na~el~ when lookin~ at ~our old games <Pirates Adv~nture 
or ~he like> ~hich ma~ be a ~cod trainins to understand 'how to 
do it'. You will have to convert them before loading the~ with 
the EDITOR. For re~sons of coP~ri~ht th~se Sames are not 
discus~ed in the reference guide. 

A ~hort ch~Pter on the conten~s of the same TEMPLAT~ wi ll 
PnePare ~ou to start ~ith ~our own ~ames. 
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ADVENTURE EDITOR 

Same more remarks - technical and Personal - of the author in 
tlie last chapter of the reference ~uide are intended to make ~ou 

reElize the ~rcblems and Possibilities of adventure Programmin~. 

As ~ou see this is a whole lot of information. Don't worr~ 

~ou will set familiar with itr a~d then it looks like child's 
P l a~ ••• and it is a Pla~ after allr isn't it? So I ~ish ~ou 

lots of funr and rememb~r: You can =lwa~s SAY YOHO ••• 

4 Reference Guide 
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2 STRUCTURE OF AN ADVENTUPE GAME 

An Adventure same see~s to be a Pseudo-intellisent structure when it 
i ·;; •Jsed b'.:I e; F-la';;ler. This is accomi:-li ·:.hed b1:1 means of the Ad·1er1 ~-~.Hi::~ 
comm3nd module and seems very different to the ~~me Pro~rammer. 

Internall~ a ~a~e consists of several lists and reference data which 
- interpreted and interconnected b~ a s~ecial 'pro~ram' - ~ive the 
effect of an intellisent entit1:1. 

This decriF-tion cov@rs all relevant asPects of these lists and data 
in order to enable the Same Prosrammer to achieve th~ desired 
r~sul~s. The ver~ co~Plex int@rnal data structures Cmainls Pointer 
tabl~s) will not be discussed since the ADVENTURE EDITOR Pro~rams 

~ill manzse all this. 

Te::t dat.a makl:' o•Jt the lar~~st Part 
as ~ver':lbccl~ who Pl~':led those Sames 
is advi~able to Plan ':lour texts 
Plot of the same is consistantr and 

of such a kind of adventure~ 
can ima~ine. Therefcre it 
in such a wa~ that the . whole 

to find interesting aGd 
surPr{sins solutions for an':I sitGation. 

Your text data have to be entered as lists Cmessasesr obJects, 
locations, verbs and nouns), i.e. texts are ordered and 
numbered. Each numberin~ must be~in with '0' C:ero> and ~oas 

th1•;J•J~M to the itia:drratJlfl n•.Jmber of each li~t. The n•Jmber 'O' 
( z e r o ~ :n •J s t e :.: i s t. r al thou z h i t c an no t be 'J s e d f o r t e : : t s i :-1 s •'J me 
c~se~. The numberins must be continous. 

T ii~ re re r e :-i ·= e to. an'=' o f the s e t e >: t s i s a c h i eve d b ~ si i v i r1 g the 
a 1 ·, i:- r of' t' i a t ~ nu n1 b e r i=- re c ~de d b:: the f i r ·i t l et t e r of' t h e l i s t rr a !T1 e 
c~s a capital). For instance H: means messa~e t2 - whatever 
this text ma~ be. The i=-la~er of a same will of course never get 
in touch with these numbers; their onl~ Pur~ose is in 
Progra~~in~ the ~ame. 

So~e numbers have Predefined meaninss in some cases which will 
be mention~d . from case to case. The first element <number 0) 
h~s to be used with s~2cial care' as will be mentioned ~s well. 
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:.1.1 Hessa~es 

There is one list 
the g~~e Process. 
Pro~rams and will 
confuse with the 

for all messages aPPearing throushout 
These can only be c3lled from A.P.L. 

never aPPear autom3ticall~. - Don't 
built-in messages given in several 

situations C'The ligh~ has run - out' or the like) which can 
NOT be used from A.P.L. 

•Messages alwa~s aPPear in the lower Part of the screen and 
are meant to describe the same or to give hints to the 
Pla~er. 

N•.JmbP. r 0 ( 110) 
SPecial :Tteaninss 

: can be used 
none 

:.t.: ObJec":,~ 

6 

·· There is or1e list, of te:;.~ts <narues) .for all the objects . =:ou 
can see ~nd/or maniPulate durins the game. These obJect.s 
are manased b~ automatic actions <'Visible ••• ' 'I'm 
c a r r- ~ i n g •. •• , I GE r I , D F: a F" e t c • ) and b ~ ~ 0 1.J r p r 0 g r a r.i a s 
well. 

The . obJect names will aP?ear in the uPPer or 
the screen dePendin~ on the actions ':iOu take. 
module will add the 'I'm carr~ins ••• ' or 
headers. 

lower Part. of 
The comma:-1d 

I v i S i b 1 e O f O , · 

Scsides its number and the 
alwaus has a location where 
'Ref~rance' to the nouns 
DRCP~ed' automaticall·~. · 

~ertainin~ text an~ obJect 
it can found ('Situation'), A 

is ~iven if it can be 'TAKEn or 

Treasurgs - if Present - must hav~ their name Preceded b~ 
an a~terisk ('~'). Ev~r~thins else is optional <CaPitals, 
asterisk at the end ~tc,). The number of treasures that 
euuals '100%' HUST be ~iven cor~~ctl~ ~ithin the 'general 
informatior1s'. 

R e f e r e n c e G •J i d e 
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N~ruber 0 (00) : c~n be used 
SPecial Meanin~s : 09 
There is a sPecial meanins for obJect t9 C09> It rTit.J s t 
be us~d as a kind of 'lit torch' or the like. The r~ason 
for this is that there is a counter for this obJect wh·i=h 
will be decremented ever~ 'round' when this obJect <09) 
exists so~ewhere in the ~ame. When this ccunter ('Torch 
counter') will reach :eror the well known ~essases 'The 
light runs out in ••• turns' or 'The li~ht has run out' 
will aPPe~r autoruaticall~ ~nd cannot be suPPress~d. 

Therefore if ~ou have to use this obJect fer some ot her 
PurPose be aware of this effect and initi~li=e the 'torch 
counter' with a ver~ lar~e number <see '2eneral 
information'). 

:.1.3 Locati ,:::ins 

All locations ~ou can reach inside the 9ame have their 
na~e in this list. Loc~tions can be tre~t~d 

'auto~aticall~' (b~ 9ivin~ directions which mus~ 

corr~sPond to a list of 'Connections'> or can be chansed 
b~ A.P.L. Pro9ram st3temernents if ~ou wish to. 

A locatiori ~ithin the ~dventure same is identified b~ its 
number and a~Pears to Pla~er ~s a short text. Ther9 is 
one 'actual location' - a number definin~ a location where 
the '?la~er PUPPel' is, and each obJe~t has got its 
'location' defining where it can be ~ound. There is one 
'Startins location' and one 'Score location' both 
defined in the '~~neral informations' 

The location names will alwa~s aPPear at the to? of the 
screen ('I'm in a ••• 'J. If ~ou don't want this automatic 
header to aPPear begin the location name with an asterisk 
C'*'). In that case ~ou must give the comi=-lete te x t 
C'sr·~ at the beach'>. The asterisk will not be Printed' 

Number 0 CLO> : DON'T USE 
·special meanin3s : last location in the list 
Thi$ location the last element of the list inde~endent 
or its actual number! - has the rn~anin~ of 'E~d of the 
~ame': Whenever ~ou reach this Place the screen colcur 
switches to white/red. The same is not over however: 
Have ~ou ~ver tried SAY YOHO in Pirate's Advent u re ~hen 
~uu're 'in Never Never Land' ?? This can be accarnPlished 

· b~ takin~ actions in A.P.L. since onl~ the A.P.L. 
c~m~and '!Over' -will reall~ end the Same. 
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Y ~ u can onl~ Sive ':lour commands durins the game usins two word 
er1slish sentences. Let's defir-1e the first ward as ~ 'verb' ar1• ~ 

the second one - i r i t e :d s t s - as a ' no •Jn ' • Th is re s •J 1 t s in 
WITH beins a verb· <WITH HAND> or NICE being a noun <LOOK NICE>. 

~henever ':IOU ~ive a command the com~and module searches the 
' v~ r b' list for the first word. It it dcesn't find it Cand i t 
isn ' t a direction or I>,it ~ives the messa~e 'I don't know ho w 
to ••• somethin~', otherwise it stores the number. The saffie is 
the done with the second word and the 'nouns' list, the message 
bein~ of course altered to 'I don't knaw ~h~t a is'. If 
there is no second word <LOOKrLISTen etc.> actions ar-e taker1 as 
nor~~l. Ycu can however construct A.P.L. Prosram li nes u h ich 
wi ll re3ct to thi~ as well. 

The number of ch~r~cters for abbreviations <see 'general 
inf~rmation') will resul~ in lists of verbs and nouns af t hdt 
l~nsth. It's up ~o ~ou to ~ake abbreviations uniaue . If ~ords 

are shcrter than this len::Lth <GO etc.) enter onl':I the full 
word. In all ~ther cases enter the abbreviation CDRO or DROP 
deP~ndins on J or 4 ch~racters for abbreviations•> 

For ~~uivalent words - i.e. words which will beh~ve exactl~ 
l ike others - enter these e~uival~nts i~mediatel~ followin£ the 
'main' word and Place an asterisk '*' at the besinnina. This 
c h a r o c t. e r m t.J s t or co 1J r s e . N QT b e e r1 t e re d as a co mm o r1 d ; i t J 1J ·~ t 
serves the Purpose of desisn~t~n~ s~non~ms. In Prosr~mmin£ onl~ 
ref~r ta thg 'main' word~ the duPlicotes are in0isible to an~ 
ref~rence. 

2 • 2 • 1 t..' ~ r b •i 
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Varbs - the first words of the two-word commands - are 
used to select one special 'block' of A.P.L, lines, 
leadin~ to the desir~d eff~cts if ~ou constr1Jct thesa 
lin~s accordin~l':I . The number of the verb in its li~t is 
the number of the block selected. <Don't 1Jse s~non~ms as 
black numbers! The~ ~ill never be executed.) 
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N •J ;r1 b •:? r 0 <NO) oo~n' T USC 
Special meanin~s Vl = GO or the like 

IJ 10 = TAKE: or the l i kC? 
V1S = DROP or the like 

~.2.2 Nouns 

Nouns - the second words of the two-word co~mands are 
us~d to select one or more lines within the block of 
A.P.L. Prosram lines to be exacuted. You can take the 
actions ':IOU want to in these linesr de~endins on the 
command. It is Possible to w~ite lines for an':I noun 
( e s? e c i a l l 1:1 •J s e f u l i f r1 o r1 o •..Jn was s i ·.·er; ) • 

N•..Jmber 0 (NO) DONT~T u""'-;) c. • 
51:.ecial me.an i r1~s Nl = NORT (Nort:i; for GO NORT = N 

H: = sour < So•..J th; for GO sour = s 
N3 = EAST <East for GO EAST = I:' 

N4 = \JEST <West for GO WEST = w 
N:S = UP (U? fer GO UF' = u 
N6 = tt O!JN < ri ow r1 for GO DOWN = [! 

N17 = INVE 
( I n •1 en to r Y ; for TAKE INVE = I 

Since nouns oftan refer to obJects <mentioned above> there 
is a list of references (for ever':I obJect: which noun1 · if 
one 7>. This li3t is onl~ ne~ded for 'automatic' 
TAKE/DROP dCtions. 

Crus'i reference~ 

Some t~Pes of lists ~entioned earlier are needed to gi~e all 
nec~ssar~ infor~ation ror the same. 

2-3.1 R~fer~nc~s 

A$ mention~d ~bove a reference has to be giv~n in o~d~r to 
accomPlish 'automatic' TAKE/DROP actions. So if ':IOU 9iv~ 

a n~un the ~cdul~ locks UP in thi$ list what obJects ~ou 
could ha~e meant ~nd takes the actions needed. It is 
Possible to access several obJects with the saffie noun: 
Thi? first ob..iect that fits will be •J ·;ed. 

!=: :? f e r e r1 c e G 'J i ri e F' 3~e 9 
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It should be noted that all actions ~ou take within the 
A.P.L can NOT make use of this table. You have to check 
for the existence of an~ obJect ~ou want to refer to. 

So if for exa~Pl~ YOU ~ive the command TAKE CN1S> or DROP 
CN15> the com~and ~odule will first check what obJects can 
be r~ferred to b~ Nl5. Ir there is (at least) one of 
the~' it checks whether or not the Player is carr~ing it 
or if · it is visible, resPectivel~. If he hasn't got too 
in •Jc h to c a r r Y C i f T AKE • • • i s en t e r e d ,. . the a Pr- r a i=- r i a t e 
actions are taken. So in this Process the fallowina 
'automatic' messages could occur: 

'I'~ not ca~r~in~ it' <DROP) 
'I alre~d~ have it' <TAKE> 
'! don't see it here' <TAKE/ 
'I've ~ot Loo much to c~rr~· <TAKE) 
'!t'3 be~ond ~Y Power to do that' 

<No refer~nc~ found ! !> 

Note: SPeci31 C3re has to be taken in ~our A.P.L. 
pro~r~~ in order to let this work P~OPerl~! 

Situ.3t.ion 

As mentioned above ther~ is a location far ever~ obJect at 
an~ ti~e. Since this .list ~ill var~ ver~ much during the · 
~a~e i~ is simPl~ call~~ 'situation'. Ther~ are b~ the 
wa~ two lists which are identical at the besinnins of the 
Pla~: one of them will be altered during the same1 
whereas the other one will be used to initiali:e the 
situation after a ~arue r~start or at the be~innins. It 
also serves tor SPecial A.P.L. statements checking 
whether or not an obJect has moved rrom its starting 
Position. Note that ~ou can enter onl~ one list - the 
st~rting situation. 

In the 'situation' table LO has the sPecial meaning of 
'doesnrt C~et) exist'. Furthermore an obJect can be 
'Ca~ried' which is also a valid location. All locations 
~iven are of course the starting locations for an~ obJect 
which will be altered during the game. 

Ref e re n c e G •Ji de 



I 
I 

I 

I 

I 

Con:'11~cticnf3 

Yo1J have to 
connected b~ 
':fOtJ can 'GO' 

define in which wa~ the locations 
me ans o f ' o b v i o 'J s e:: i t s ' • I f t h i s i s 

there b~ enterins the direction. 

are 
d~ne 

This list consists of six location numbers in the 
follo~ins order: HorthCNORT> - Sout~CSOUT> - EastCEAST > -
WestCWEST> UP CUP> Dc~n<DOWNl. If there is no 
connection in one direction' enter LO at that Place. 
Don't confuse the Pla~er b~ giving connections which won ' t 
r~turn him to his st~rting ~lace when using the reve~se 

d i re c t i •'Jn s tJ n l ~ s s. ~ o •J 1.1 an t to r e a c h ~ r-· e ·= i a l e f f e c t s < a 
ma:e for inst~nce>. 

Ex amPle : Lc=ation t1 CL1) LO L2 L4 LO L5 L6 me~ns 

Fro~ L1 SOUTH is L: r EAST is L4 ' UP is L5 , DOWN is L6 

2.3.4 Gener3l Information 

So~e information which doesn't ru~ke UP ~ list is gathered 
here. The~ ~re preceded b~ the neutral ' t'-si~n to 
indicate n•Jmerical val•Jes. 

Number of obJects ~ou can carr~. 
This value is check~d for '3utomatic' 
TAKE/DROF actions and can be checked 
CoPtional) when Pic~ins YP obJects in 
~ou~ A.P~L· Program. 
Er l'O r n'essase : 
'I'~e sot too much to carr~.· 
Startin~ location. Location number whete 
the ~la~er will start the game. 

- Uu~b~r er treasures that m~ke out '100%'. 
R~member that the game . is over for ~ Score 
100% 1 If ~QU enter 'O' <zero> here1 don't 
use treasures! Cand vi~e versa> 

- Len~th of abbreviations C3 or 4 in the most 
cases ; rta a~: • v a l •J e i s 9 ! > 

- 'Torch counter' startins value. 
This is a value of 2 b~te len~th, ma x . 32767 . 
For calculatins the total multiPl~ the first 
valu~ Cb~te> b~ 256 and add the second one. 
If ~ou don't use a lamp at all1 enter 32767 
<tlZ7 t2S5=~27 x256+:5s~3 : 767> 

- Score Location. Location number to Sather ~our 
treas~res CRefuember? ObJects besinnins with '* ' >. 
When th~ stal€~ent ! 'Score is e xecuted, the 
n1J111L1er cf tree:s1Jres · in this location is chec lt..ed . 
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Som~ information within the ~ame which is 'save'd and 'load'ed 
is not obvious tc the Pl~wer. This inform~tion is meaninsful 
onl~ to the A.P.L. ~ro~rammer if he decides to use it. It 
cannot be 'Printed' or 'listed' since it e::i~~s onl~ as an 
abs t r 3ct idea. This backsround i~rorrn3tion makes the ~ame seeffi 
' clever' or 'witt~' howeverr increasin~ the Jo~ of th~ Player. 

2.4.1 Fla~s F > 

You can use Bit-fla~s <set/reset or auer~> to indicate 
certain ~a~a states or to initialize certain actions. 
Fla~s ~re alwa~s initia!i:ed with 'O' <reset> at the 
b~~innlng or restart of a sa~e. 

Ycu can use 32 fla~s <FO throu~h FJl), 
meanin~s for F15 and Fl6. 

with Predefine d 

F1S ha3 the meanins of 'Cda~-)light' <reset> er 
'ni~ht/dark' <set> which will resul~ in the screen colours 
black/~re~n for 'li~ht' or white/blue for 'dark'. If it's 
'dark' CF1S Set> the command module will no longer disPla~ 
an~thin~ visible. This will b~ _ overridden b~ a visible er 
carried 09 if the 'torch countar' has not ~et reached 
zera1 which rueans that a 'lit torch' will illuminate the 
surroundlns. This must be consider~d in the case th3t 09· 
is NOT used with that S?ecial meanin~! 

F16 is set b~ the command module if du~ing the ~ame the 
'Lit torch' <which is 09> has run ~ut of fuel Ctorch 
0 
counter is :ero). You can then take the aPProPriate 
actions. Hav~ in mind the ~ffec~s described above! 

2.4.2 Counter C t > 

You can use counters in the ~ame to count an~thing ~ou 
want to. All calculations are dcne with a 'current 
counter~ which can be maniPulated CdisPla~, addr subtract, 
sett comParel within the A.P.L. The value of an~ of 
th~ cou~ters ma~ be from -32768 to +32767; the 
calculation constants within the A.P.L. ma~ ho~ever onl~ 

be Positive values from 0 to 255! This ma~ result in some 
Problems but cannot be altered. 

Reference Gui d ~ 
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You can also exchanse the 'current =ounter' with one of 
the six 'stor~d counters' to to t5. Note that these 
cannot be initiali:ed at startuP; ~ou will have tc 
initialize them ~ourself with an aPProPriate A.P.L. 
con~truction if this is necessar~. It is however no~ 

Possibl~ to comPare the value of two counters. 

Don't confuse t~ese counters with 
m ~ r1 t i •.:> r1 e d o e f o r ~ w h i c h i s •J n d e r 
c: c 111111 a r1 d n1 o d •J 1 e ! 

2.4.3 Locations stored 

the 
total 

' t o r c h c o •J n t e r ' 
cont.rol of the 

You C3n stare uP to seven Locations LO throu~h L6 which 
will be 'sa~e'd and 'load'ed with the same. Ye~ ~an 

e::chan~e them 1.1ith the 'c•Jrrer1t locatior1' ar1~ time ':IO•J 
like rrom A.P.L. The Purpose of this is not so ~b~i=~~ . ,. 
::i•J.., can 
l"eS•J 1 t S • 

D~n't confus them with the locations in the list' LO to 
L6 can ~ean one cf the stored locations OR one o~ the list 
elements dePendins on the A.P.L. statement. 

scr·~en 

Th~ entr~ screen aPPearin~ at i~iti3l sta~tup is not of a bl~ 

imPort~n:e to the g3~e. It ser~es however as an introduction to 
t Ii e >"- l o t an r:l f o r c o ? ':I r i ~ h t no t e s , so t ha t i t c an be e r1 t e r e d 
here. Note th~t the l~st two lines are reserv~d for the Edit~r 
CcP~ri~ht ~nd cannot be altered. 

2.6 Adventure Pro~ram~ing Languase - A.P.L. 

A det~iled descriPtion Of this interest in~ 'Pro~r~mrnin£ 
l ~ n s •J a::: e ' w i 11 · t" a 11 ow in t h e n e ; : t chapter of the reference 
Suide. Here are sorue seneral remarks: 

Tiie los:ic or the san1e is 1-Jritten and stor•:?d in intermedi.ate 
lang~ase which has to int~rPret~d durin~ the same. This simPle 
l3nSu~$e designed for adventure Pro~rammin~ .~ . Part of tMe 
adv~nture command module. To make it readable short rnnemoni~s 
~ere d~veloPed which are Yery close to the actual meanins. Not2 
tha~ these mnemonics hav& not been found in the command mod~l2 

b 1J\". are Part of the =:DrTOF:-Prosram which \.Jill convert · it ta t i12 
+, u t-. e n ~ f o r t h e a d .,. e r1 t :J r e g a m e • 

!=: e f ~ r e 1 1 c ·~ G :.J i 1J l? F' a 5e 13 
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:.6 . 1 Lan~uase structure 

P~!:!e 14 

The main ele~ents of this lan~ua~e are: 
A) Conditional Statements 
B> Actions Cc~nseauencs> 

C) Logical Statements 
Cii-,ELSE1F:ETURN> 

T ii e ? r o ::t r .~ n1 ~ o •J w r i t e i s d i v i d e d i n ' b 1 a c Y.. s ' , ea c h b l o c k. 
consisting of 'lines'. This means that a block is first 
selected' and then all lines are checked for 'validit~' 

and e:;ec•Jted, if v .3lid. This continrJes •.rntil the 'block 
~ r: d ' ::: o r1 d i t i on i s f • J l f i 11 e d • 0 rr l ,, on~ b 1 o c I-, c f l i r1 e s c a n 
be e}.;ecut.ed at a tl.me. 

Each block is selected bY a 'verb' C~xcePtion block O>. 
E~ch · line owns a 'YaliditY' he3der indic~ting th~ 

conditions for ·an e;~ec1~tior1 of this line. If valid th~ 
· stat .~ment.s of this line ari:? e:-;ec•Jt-:d one · b~ one •Jntil a 
!RETURN i~ encountered or one one of the block endin2 
statements <!Over' ! 'Seer·~ 1007.) . is e::ec!Jted. 

The validity he3de~ is the number of .noun or :ere in all 
~locks b1Jt block ::~no' and a ?rob .Jbilit~ from 0 to 100· ir1 
blo•:k zero. 

Within a line ~cu can use nested IF 
to ~ level of s1x. Be cautious in 
cor1di tion ! 

CTHEN)/ELSE: 
•JS in2 ·IF 

s t r•Jct.u r es· 
'-" i tho•Jt a 

Wh~t ~ou can NOT do in A.P.L. is - com~ared to BASIC -
JIJl'll?S 

- S&Jl~ routines 
- REi1~ 

- DATA Statements 
tJ~riables 

arid so on 

R e f e r e n c e G •J i d 2 
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2.6.2 continuous actions 

Block to is executed ~utoruaticall~ ~ach time ~ou enter a 
command after checkins ~our command in~ut. So in this 
?rc~ram block ~ou will Place all actions that have to b~ 

executed without resard to the actual cq~mand. 

The 'v~lidit~'-header at the beginnin~ of each 
a Prob~bilit~ from 0 to 100 (%), so that 
executed not ever~ step, The internal RND 
used for this Purpose. 

1 i r1 e 1T1 e a n s 
1 i n e ~ c a r1 b e 
f r.J rr c t i o n i s 

Uithin ~lock 0 all lines are executed <with their 
respective Probabilit~>; this means that the onl~ 'block 
endin~ conditions' are the execution of the statements 
'!Over' or '!'Score' with a result of !00~. 

de2endant actions 

All oth~r blocks are execut~d dePending on the number in 
t.h e I v e r b I - l i s t • R e m e ;n b e r t h a t. 0 r1 1 ~ I ITI a i r1 , v e ·;- b s , r1 Q 

s~non~ms ea~ have A.P.l. blocks .! The EDITOR does not 
a 11 ow to b •.J i l d a b l o ck f o r s •Jc h ·.- e r b s , b •J t ~ o rJ c a r1 t r i c !-:. 
hi~ out b~ alterins th~ verb list later on. 

The 'validit~' he;der far ~ach line is a 'noun' number 
(wi+ .. ho•Jt N•) so ti1at a lirae is <?:~ecuted for a ""ell 
defined combinaticn of verb and nounr th~t is ro~ c~e 

'ccm~~nd'. You can h~ve sev~ral lines fo;- one com~and, 
but only one can be totall~ ~xecuted. 

The 'block endin~ condition' for 
'succ~ssfyl coruPl~tian' of a line. 

a ! RE:TURM 

these blocks 
This can b~: 

- a ! ' Ca :- ·r-~ w h i c h i s N 0 T e : -~ e c 1J t e d < ! ! ) 
- a S t at .. ~ rt11~ r1 t ' ! 0 v e r ' o r ' ! ' Sc o· r e ' < l 0 0 i. > 

th~ 

A head e r a~ =er I.) i n di cat e s a l i r1 e ~ h i c h w i 11 be e:: e c 1.J t ~':I 

re~ardless of the noun ~iven CesPeciall~ no noun at zll l 
so that ~ou can use verbs intransitivel~. 

Pa~e 15 
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If ~ou combine noun-numbers and the number :era, be aware 
of the effect that an~ 'succefullY comPlet~d' line ends 
t.he block! T~erefore ~ou will Place those lines at the 
~nd of the block in most c~ses. 

2.7 Actions taken b~ the command module 

Th~re is some 'int.elliSence' built in the command module which 
e ~~~o::-eds inter?retins -:io•J A.P.L. i:>rosram. This will r~~rJlt in 
' a •J tom 3 t. i c ' act i ons in a1 o s t cases ' to 9 et he r w i t h t.. he a Pi=- r o P r i ate 

. . 
Yu u 1n us t. be· ! a w a re of' t h i s when w r i t i n :! ~ o •J r P r c ~ r ~ m • A 
'seauence schedule' will be siven ~t the end of this chaPter 
Yhich will exPlain in detail all ~ossible combinations. Use 
that schedule whenever in dcubt about the actions! 

2. 7 .1 Di rectior1s 

Directions can be entered as a single letter command or as 
Ga < D i re c t ion > • The c:c :nm an d m o d 'J 1 e w i 11 a cc e? t t h a t a n d 
t.:3k.e the aPPro·~riat.e actior1s. The r.1essa::ies 'F'laase :live 
me a direction also' , 'It's dan~ercus to move in the 
d c: r 1', ' o r ' I re 11 do u n and b r o 1-:.·e m ~ r1 e c V.. ' m.:: -:i re s 'J l t. f r a :n 
t.h is. 

The list of 'connections' serves as a 
actions. 

'maP' for thesa 

If 'GO' is used with some other noun however ~ou ruust care 
for all necessar~ actions in A.P.L. Block 1 ~our9elf. 

2.7.2 automatic TAKE/D~OP 

F'as:e 16 

Th~ auto~atic TAKE/DROP actions have been discussed 
earlier. Since these actions are taken AFTER comPletin:i 
the A.P.L. blocks some special effects have to be 
considered. 

R e f e r e n c e G •J i d e 



I 

AD 1•1ENTURE ED!TOF: 

The condition for the automatic TAKE/DROP action is 
this ver~ action has not been tried/~nd or c~~Pleted in 
the A.P.L. block. If an~ one line (for that noun> has 
onl~ be~n begun no further actions will be ta~en! !n that 
case - if not ~et successful - the built-in messase 'I 
can't do that ~et' will aPPear and nothin~ will haPPen. 

As mentioned above ~ou can det~rmine whether it is 'l1~ht' 

or 'dark' b~ resettins/setting Fl5 <Flas 15 >. Tha 
conseaue~c~s of thi$ are obvious. Keep in mind however 
tha~ thi~ Fta~ is dominat~d b~ the 'lit torch ' 09: :~ 

thi~ obJect is carried or visible, it will be light even 
t ho r~ ~ h F : 5 i ·~ s e t , i n c as e t ha t the ' to r •:: h co •.rn t. e r ' has 
not ~et reached :ere. 

Further~cre a 'li~ torch' or the like is mana~ed b~ ~he 

command module and will resul~ in the mess~~es 'The li~M~ 

r •Jn s o 'J t i n • • • t •J r n s ' o r ' T ii e l i g h t h as r •J rr o •J t ' • i f 
nece~sar~. You cannot suppress these messages' but ~ou 

can ask if the l~mP is ~till lit <F16 Set), Ot~erw1s~ it 
is UP to ~ou to take the ~ctians reauired (let th~ 'torch' 
vanish or some other effect ~au have in ruind), 

The End et' the 

When t~a Pla~er i3 'dead' ~cu can use the built-in f9~~ure 
of the 'white/red' scr~un b~ ?uttins him in the last 
locaLion. Thg com~and m6dule will then ~witch the colors. 
This can be achie~ed b~ executins the command '!I'm Dead' 
in A.F'.L. 

Thi~ is however not the End of the sarue: T h e P l a ·~ c ~ :-1 
or1 c::s normal, 
so:?Je i.1a~. 

if ~ou d~cide t~ let him out of 'limbo' in 

The re3l and immediate end of the 
executin~ the A.P.L. statement 
re~ult in the m~ssa~e 'want ta Pl3~ 
with all Possible ccnseouences. 

~ t=> f' ,.3 !" P r ·1 ,~ P r, I I l d P 

game i s a chi e ·1 ~ d b ·~ 
'!Over' Thi; will 
this adventure again?' 

1 :;' 
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The scre~n color and other actions dePend on two 
that ~ou can set (but not reset> from A.P.L 
- Flas Dead : will switch to white/red. 
- Flag U~ll done : will switch to black/~ellow. 

Note that the same 
accomPlished when the 
a result o~ 1007. ! 

Game seGuenc~ schedule 

effects as with '!Over' can 
statement '!'Score' is executad 

fl3~S 

A ~ame is a c~clic Process which is Passed throu•h ever~ 
tim~ a cam~and is enter~~. A arafical descriPtion helPs 
best to understand how it works. 

Possible ~essa~as ar~ indicated b~ a <x> and mean: 
Ca> 'I den'~ know how to ••.• scmethi~~· 
Cb) 'I don't know what a •••. is' 

·Cc> 'The li~ht runs out in ••• turns' 
Cd> 'The lisht has run out' 
<e> 'Please ~ive me a direction also' 
Cf> 'I c~n't so in that direction' 
(~) 'It!s dan~erous to move in the dark' 
Ch> 'I fell down and broke m~ neck' 
Ci> 'I can't do that ~et' 
<J> 'It's be~ond m~ Power to do that' 
<k> 'I'~ not carr~in~ it' 
Cl> 'I don't se~ it here' 
(m) 'I alread~ have it' 
<n> 'I've ~~t too much to carr~' 
Co) 'I don't understand ~our command' 

Reference Guide 
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****~********************************************'~*t~ 
1: PT'o~rarr1 start * 
* ============= * 
* I * * Ent r~ screen * 
* I :t. * +-<------------------------+ * 
* I I :t 

* Initiali:ation of I * 
* Fla~s1Situation etc. I * 
* I I * 
* +-<----------------------+ I * 
* I I I :t 

* +-<--OveT'----Block 0 - A.P.L. I ! 1 

* I I I I * 
* I show Location/ObJect$ I I * 
* I I I I :t. 

* I +-<------------------+ I T * 
* I I I I ! :t-

* I '\Jhat shall I do?' (a)(b) I ! . ~ 

* I I I I I t 

* I Check ve~b/noun----Error-- > -+ I I * 
* I I . I I * 
* I co~nt 09 <c><d> I I * 
* I I · ! I * 
* I <GO>NIS/E/W/U/D------OK--C~>-- > -+ I :t. 

* I I - IError I I * 
* ! I +----<e>Cf)(h)-- >-+ I * 
* I I ! I :t. 

* I Enock A.P.L. I I * 
* +-<-~~-over--- corr.verb -----RETURN------- >-+ I :t. 

I * * * 

I I I I -.t 
I An~ one line I ! * 
I besun? ---------Yes--Ci>-- >-+ ! t 

* I I I I -.~ 

I * * 
I TAKE/DROF' ?-----Ho--- Co ) -~ > -+ ! :t. 
I I I ! :t 

* I TAKE/DROP automat.---OK------- >-+ ! * ,. * * * 
I I I I * 
I +-------~rror--(J) C k>-- > -+ I * 
I <l>Cm>Cn) I * 

* +----------------->-+ I * 
:t. I I * 
"' 'f· Pla~ a~ain 7------Yes-------- >-+ * 
* I * 
:t P r o.s r a m En d * 
* =========== ~ 
*~********t*************i*i~******~r***~**t**M*T~t~i~~ 

r:: e f ;: re n c ~ G •J :.. de i=°3~e 1? 
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3 ADVEN TURE PROGRAMMING LANGUAGE 'A.P . L' 

Tt1e 'prosrarumins l~n~ua~e· A.P.L. CAdventure Pro~rammin~ Langua!e) 
- don't confuse with APL, a mathematicall~ ari~nted high l~Ycl 
l~nsua~a - is a sPeci3lit~ of th~ Adventur~ command module. 

Int~rnall~ tokens - i.e. a b~te code - are used to represent the 
commands in a similar wa~ like in BASIC. Since these tokens are 
~sry confusin~ the~ will have to b~ translated to 'mnemonics' in 
order to make them readable. This has been done fd~ the EDITOR 
Program so that you can · read and enter A.P.L. Pro~r3ms auit~ 

straishtforward. Host of the mnemonics will haYe to be comPleted 
b~ addin~ one or two 'Parameter&'. 

Knowled~e of A.P.L. was ~athered in an~lwzin~ the built-in A.P.L. 
interPr~ter so that ever~thins should work fine. It must however be 
s tre~sed that lh~re are SOllie faults and mistakes wi~hin the 
Adventure co~mand module ~hich mak~ Prc~rammins somewhat confusi~S1 

esP~ci~ll~- when usin~ IF!ELSE const~u~tions. 

Since A.P.L is a lan~ua~e desi~ned s~~ciall~ for 
can in no ~a~ be compared to ~nY other existih~ 
simPl~ h~ve ta learn and ~ccePt it as siven. 

adventur~ 

lan~u~!e. 

game3 it 
You will 

Re f erence G~i d e 
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It has been mentioned before that the s t r •Jc t 1J r e 
A dia~ra:':I Prc5r~~ is 'blocks' 

c 1 e a r 1 ';$ e r1 o 'Jg h : 
and 'lir1.:!s'. 

?.locY.. 0 +----------------------------+ 
!Line (0,1> ?:....... I 
ILinr:: (0,2) ?: , . . • . . . • • . • I 
!Line (Q,3) ?!... I 
!Line C0,4> ,..:, ••••••••••• I 
!Line (0r5) ?:...... I 
I ctd. I 
+----------------------------+ 
(p = l"'robabilit~ value) 

Block 1 +------------------~---------+ 
I L i r. e C 1 , 1 ) N : • • • • • • • I_ 

ILine <11:> N!........... I 
ILin~ <113) N:, ,, I 
!Line (1,4> N: •••••••••••• I 
I ctd. I 
+-----------~----------------+ 
< N=No•J.n f.> 

+-----~----------------------+ 
!Line C5,1) N: ••• , ••• I 
ILir1e C5r2) N!........... I 
!Line <513) N:... I 
I ctd. I 
+----------------------------+ 
< N=No•Jn t > 

of an A.~· . L. 
1,.1ill show this 

There are no bloc¥.. s for verbs 2 ' 3 and 4 in the e ;: am P '!. e ::! i ·1 c: ;-; • 
As can be seen it is possible to write blocks with d:ff~rent 
nu~bers of lines and to write lines with different 12n3ths 
Cnumb:ar of statements>. The order of lir1es in or1e bl 1Jcl~. is 
no r :n a 11 ~ of so :11 e i na r> o rt a r1 c e f o r co r re c t P r o ::! r a m e : : :- ..:: J t : ·.:: r1 ; i t. 
is however determined at execution time which lines ~ill be 
executed b~ checkin~ the 'header' value of e~ch line. 

'"\. 
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J.1.1 Block to - continuous actions 

...,..., 

3.1.i'.1 Tasks 

Block to is executed once every round of the Pla~ so 
t i1 a t ·~ o u s ho •J l d ;. r •::> s r am he r e a 11 the a c t i on s w il i c h rr11J s t 
haPPen indePend~ntl~ of a command. 

3.1.1.2 Prcbabilit~ values 

The 'header' of each line is a number from 0 throu9h 
100 indicatin~ the Probabilit~ Cin %) with which this 
s~eci~l line will be executed. A ~alue of 0 <:ero) 
~ill result in no execution ~t all! 

3.1.1.3 Or1ering of lines 

There is no definition as to the order in which ~ou 

arran~~ ~ou lines in this black. Yau must however 
consider the lo~ic3l interconnections which ma~ result 
in a well-defined ordering of ~our Program lines. For 
inst3nce if ~ou use a flag be sure to have set · or re~et 
it. bt!t"ore! 

3.:.1.4 Finishing a line 

You can end the execution of one line b~ executin~ the 
statement '!RETURN'. The next line will then be 
executed with its respective Probabilit~. The same 
effect will result from executin~ '!'Carr~ Ox' when 
this 3ction results in an error! 

!Over and !'Score C100%> will even staP the execution 
o~ th~ block and end the ~arue • 

R e f e r e n c e G •J i d e 
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3.1.2 Block tl ff - command-initiated actions 

The Block t is the number of an existins verb which ma~ 
not be an ·e~uival~nt' verb (indicated b~ an ~s~erisk ·~· 

at its be~innin~). There must not exist another verb with 
~h~ same 'abbreviation' <the first four or so letters) 
since in th3t case the second occur~nce would ne~er be 
d!:!tect.2d. 

3.l..2.1 Tasks 

S i n c e t h e l i n e s i i• these b l o c Y.. s w i l l b e e : : e c IJ t e d 
dePendin~ on the co~mand si~en ~ou will Prosra~ the 
corresPondin~ actions here. Pa~ sPecial attention to a 
correct relation to block to. 

3 • 1 • 2 • 2 t l 0 l.J r1 ~ 

The 'header' of each line ~ePresentz the number ~f a 
n~un froru the noun list, or it is 0 C:ero>. In the 
: at t e r c 2 s e t, h i s 1 i r1 e w i 11 be e :-: e-:- 1.J t c d .in de P end e i1 t '!. ~ of 
the no •Jn 51 i..,,. e r1 ; i . e . i t: i s a l ""a·:::: -~ e:: e c 1.J t ~ d • 
Therefore such lines will be found - if the~ are used 
a t a 11 - at t h s:: e n d o f a b l c c 1~ . • I n -3 1 '!. c the r · c a s e s t i1 e 
line is executed if the noun given <onl~ the 'main' 
noun, not the s~non~m numbers! l cor~esponds to t~e 

line h2ader value. 

It is l"ossible 
times ir1 one 
w h i c h e :-: e c 'J t e s 
block! 

to use the same h~ader value se~eral 

block. Be ha~ever · aware that an~ l~ne 

' s lJ c c e s s f 1.J 1 l ~ ' e r1 d s t i-1 e e : : e c IJ t i on o f t h e 

J.1.2.J Oraerin~ of lines 

A~ain the onl~ restriction is that the r e s IJ 1 t s s h c 1.J 1 d 
ma It.. e ·~ o m oa -~ e r1 -~ e • 

F' a: e 
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J.1.~.4 Finishin~ a line 

This will be the same as in Block to excePt that the 
next line will not in all cases be executed. 

An~ line will be executed either 'successfull~' or 'not 
successfull~'; in the first case the execution of the 
block will be terminated. The execution of the 
statements '!Over' or r!'Score' C100%> will immediatel~ 
er1d the Salfle. 

The onl~ wa~ to end a line 'not successfull~' is b~ 
executins a condition which is not fulfilled WITHOUT 
having passed 3n !IF-statement in that line before. It 
i s how e v ~ r i m Po rt an t. f o r the ' a 'J tom .3 t i c TA i-: E: (I R 0 P ' 
action whether an~ one line has even begun executin~; 
in that case that action will NOT be ~tart~d and · tha 
~essa~e 'I can't do that ~et' will aPPear if the line 
OP~rated 'not successfull~'. 

All A.P.L. Statements are Siven in both ~ lon~ and short 
version. Th~ short version serves mainl~ for · fast entering of 
lines whereas the long version will - if Possible - be disPla~ed 
far sake or clarit~. 

The short versi~n is in most cases - the lon~ version striPPed 
of all blanks and ncn-caPital letters. 

It may haPPen that lines are too lon~ to show them on one sc~een 
if the lons version is used. In those cases the short version 
is used if in 'edit'-mode so that subse~uent editin~ and 
reenterin~ is Possible. In 'Print'-mode however the lone 
version will b~ used and the screen will b~ divided in several 
subseauent screens till the end is reached. 

A.P.L. statements ALWAYS be~in with either an ' '' or an 
'T'-si~n which HUST be Present; the auestion-mark '?' 
desisnates conditional statements where3S the exclamation-mark 
'!' is used for lo~ical st~tements <includins !IF> and for 
actions. 

R e f e r e r1 c e G •J i d e 
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~s fa~ as Parametars (numbers> are 
these ar~ meant as examPles onl~. 
f CJ r i n d i c a t i o r1 of l i s t e l e 111 e n ~ s 
'stored valu~s' and the number '9' 

1J s e d i :-1 t h e f 011 ow i i i i 

The numbers 7 and 8 were used 
and fl~ls' the number 3 fer 

as a numeric value. 

In realit~ ~ou will have to care for a correct use of these 
numbers. For instance if ~ou use M65 <Messa~e i6S> without 
definin~ M65 the surPrisin~ re~ults are uP to ~ou ••• 

3.2.1 Conditional statements ( ? 

Con d i t i ons a r e r al i s e d 3 t t h e 1t1 a men t t he~ a re e >: e c 'J t e d ~ n d 
can either be fulfilled or not. Since a seauential 
~xecution of conditions eauals lo~icall~ ANDin~ the~, ~cu 

C3nnct ~~ke use of an OR or other logical connections. 

rr 3n~ one conditi•:)n is NOT f•.;lfilled Pro£rar.1 e : :e':' ·~t::.o ~. 

will continue at th~ !ELSE ccrresPondin~ to the ! IF 
s t at e 11; e r1 L e :·: e c t.J t e d l as t • ( ! ! ! > ! f r1 o ! I F h .; s b .:- -= r1 
enc o 'Jn t e r ~ d t h is me ans ' e r1 d o f t hi:> l i n e ( no t s 1J c-:- e s s f · J l ) ' 

Action·:. ( ) 

Act i c n s ta t i: men t s · w i l l r e s •J l t i r1 the i r r e s P e c t i · / e 
conseauences ~s soon as the~ are executed. This ma~ altar 
subseauent conditional state~ents! 

The actions may be ver~ ~ifferent depending en t~a 
state~ent; see lists below. 

Losic.:~l s ta !.<.!mer1 t ~ 

Lo~ical statemants 
It is not ~ossiole 

serve for structuring within one l:ne. 
to branch fro~ on~ line to 3ncther. 
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J.2.3.1 !IF/!ELSE 

You can use IF-structures u~ to a level of six (6). 
DisPla'::I usins the 'lon~' version will indent the level~ 
aPPt"OPriatel1::1. 

If' an\::I one ! IF 
s•Jbsea1Jent false 

statement 
condition 

h3s beer1 e::ec1Jted an~ 

will result in a branch to 
the pertainin~ !ELSE statement - even if 
is BEFORE the condition that raised the 
this in mind clearl\::11 since '::IOU can 
loops that wa~ which can end the 9ame. 
dif rers from the BA~IC version ! ! ! 

this statement 
f a 'J 1 t ! I< e e P 

easil\::I r:-ro~ram 

The IF/ELSE 

You can however make use of this effect when 
Pro~rammin~ carefull\::I. As a ~eneral rul~ ~ou can sa~ 
that an~ condition of that kind mu~t be fulfilled some 
time whe·n e::~c1Jted over and 0 •1P.r a~ain. Other ·..iise the 
loop will be endless. See the examples given at the 
end of this chaPter. 

A !RETURN some~here within the line results in 
i~madi~t~ termina~ion ('successful ' >. Whenever an 
!IF is NOT follo~ed b'::I a !RETURN e x ecution will 
continue after the !ELSE statement; onl~ b'::I means of a 
!RETURN ~ou c3n canc~l execution. Keep in mind that a 
'!'Carr'-=' O::' which resrJlt:.s in the r.ies-sase 'I've get too 
much to carr':I' acts exactl~ like a !RETURN . 

3.2.4 Statements usin• obJects 

lon~ version 

?Carr':! 07 
?No t Ca r r ·~ 0 7 
?Visible 07 
?Not Vi ·~ible 07 
?Carr'-=' Visible 07 

?Not Carry Visible 07 

'?'Carr':I 
?Not Carr'!::I 
?07 
?Nat 07 
?E:-~char1ge 07 

short descriPt i on 

?C07 
?NC07 
?V07 
?N 1J07 
?Ct..'07 

Do I carr':I 07 ? 
Don ' t I carry 07? 
Is 07 visible? 
Isn't 07 visible? 
Do I carr-=: 07 or 
i s o 7 •Ii s i b l e? 

?NCV07 Don't I carr'::I 07 and 
isn't 07 visible? 

?C Do I carr':I an~thing? 
?NC Do I c3rr~ nothing? 
?07 
?N07 
?E07 

Is 07 e ::isting sumew h. ? 
Isn't 07 e x istin9 ? 
Has 07 been remov~d 
from i ts sta r tina · 

R e f e r e n c e G l.J i d e 
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?Not Exchanse 07 

!Carr'::I 07 
! 'Carr'::I 07 

!Visible 07 

!Not 07 

!07 to LS 
!07 to 08 

!Exchanse 07 and 08 

location defined in 
the 'Situation'-list? 

?NE07 Is 07 at its startine 
1 oc at i or1 ? 

!C07 Carr~ 07 without chec ~ 

! 'C07 Carr~ C7 3nd check fer 
in .3 ~-: i r.11.J r.1 r1 •.J r.r b e r • 

! IJQ7 

!N07 

107l8 
!0708 

!E0708 

NOTE: This mas react 
1 i k e a ! r:: E T U :=: t~ i n c 3 s •? 

of errc-:-1 
Put 07 to the c~rrent 
l 1:>cation. 
L.:t 07 ... ·anish. 

to LO! 
Put 07 at loc. L8 
Put 07 to the location 
w ii e r e 0 8 i ~ r1 •) w • 
E::char1Se the c•.J r :-ent 
locations of 07 ?nd as. 

------------------------------------------------------
St.at.emer..t.s •Jsing 

7L7 
?Hot L7 
!07 to LS 
!L7 
! E>:chanse L3 

locations 

short descri~tion 

?L7 
?NL7 
I 07:..8 
!L7 
!EL3 

Affi I at locaticn L7 no~ 7 

Am ! not at . L7 ncw 7 

Put 07 at lee. L8 
G o t o 1 o c a t i o r1 L 7 
Exchanse the current 
location with 'star~~ 

locati'Jn "t3' 

---------------~--------------~----------------------
The last stat~ruent ref~rz to ~he 'stored loc3tions ' th e 
meanins of which will ~e d~fined b~ the same Prc2ram rner . 
NOTE! L3 is NOT L3 of the list 1 ! 

Keep in mind that this st~tement 

duPlicat~s) the two values of c~rrent 
l o c a t i o r1 ' • 

e :: changes < ~ r1 .j n o ':, 
location ;nd ' st c red 
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J . 2.6 Stateme n ts with counters 

F' a ~ e : a 

short descriPtion 

1t9 ?t9 Is the c. ea•Jal to 9? 
?>t9 1>.J9 Is the c. sreater than 9 
?Not >t9 ?N > t9 Is the c. r10 t :::tr. thar1 9 
!t9 !t9 Set c. va l rJe to 9 
!+i9 !+t9 Inc remer1t c. b ·:1 9 
!-t9 !-t9 Decrement. c • b'::I 9 
!Dis?la<::J • !Dt Disi:-.la<::J co1Jnte r <+I-! ) 
! E;:chansie t3 !Et3 E;:change c1J r rent co1Jr1te r 

with stored co1Jnter t3 

The last state :nent. refers to one of the 's to T' '~d co•Jn te rs' 
whereas all the other work with the current counter. The 
numeric values ranse froru 0 to ~55, ~hereas the counter 
value ma~ be between -327~3 and +3~767. This means that 
~ou c~nnot check for negative value£ of an'::! counter! 

Note that the last statement will result in exchangins 
(not duPlicatinS) the current and ~he stored counter! 

Statements with flass 

lon:::t Yersion short descriPtion 

?F7 ?F7 Is F'7 set ( = 1 )' ? 

!"Not F7. ?NF7 Is F7 reset <=O>? 
!F7 !F7 Set Fla~ ., to 1 I 

!Not F7 !NF7 Reset Fla-g 7 to 0 
!~ Inver1tor<::J !1'I Set Flas far the a•Jto-

ma tic ' I n •1 e n to r '::I ' 

< l.J?F-t!r half of scr~er1 ! ) 
!Not ~ !nven ta 1 .. :1 !N,! Reset Fla=: 'Invent.or'::!' 
!Fla~ Dead !FD Set Flag 'Dead' for 

'!Ovar' 
!Fla~ !Jell Done !FWD Set F l a::l 1 

S l.J C C e $ S f IJ l ' 
for '!Over' 

Note that onl~ the first 4 statements work wit h t he 
user-defined f1a~s to to 131 which include Fl5/F16 for t he 
' lisht' operation. All other fla~s are internal and will 
have effects on the screen dis?la~. 

R e f e r e n c e G •J i r::l e 

/ 



I 
I 
I 

ADVENTURE EDITOR 

3.2.8 Statements invclvins 'macros' 

lon~ versior1 

!!'rn Dead 
! ' I n v e r1 to r ':I 

!Init 09 

! 'Score 

!Save Game 
!Wait 
! Over 

siio rt 

!I'D 
I I 

'C07 

! I09 

1 ' ':' . ... 

3.:.9 Statements in~olvin2 disPla~ 

·loris version short 

descri::-ticn 

Set to last loc3tion 
DisPla~ 'Carr~in~ .•. ' 
in t~e lower sc~een 
Carr~ 07 and chec~ 
f o r m a ; : i :T1 •.J m ; t h i s :r: a ·: 
result in 'RETURN and 
'too much to carr~' 
Carr~ 'Lit tcrch' and 
in~tiali=e torch count~r 
Score; at a score of 
1 0 0 i: - ! 0 1/ e r I I 

Save Game etc. 
Wai~ ~pp, 1.: sec 
E n d o f t i-: e :'. c: ::1 e 

~----------------~------------------------------------
!M7 
! 'I nvento l''::I 

!Disi:ola'::I 'Jisible 
! Disi:-la·~ t 
! D i s P l a ':I rl o •.Jn 

!M7 
! , I 

~ D tJ 
!Di 
! D~.r 

DisPla~ Message M7 
DisPla~ 'Carr'::lin~ •.. ' 
in the lower screen 
RedisPl~~ UPPe~ scregn 
Dis?la~ co~nter value 
DisPla~ Noun Just 
erite red 

!DisPla~ Noun and Scroll !DNS ditto: new line 
!Scroll !S new line 

T .~ ... ' Inventor~ alwass ~ea~s the 'I'm c~rr~in~ •.. ' 
':IOU use the fla~, it will be shown in t h e 
half automaticall~ ever~ round, if ':IOU Sive 
'!'I' it will ba dis?la~ed in the lower jCree 

u i=-· P e r s c ~ 12 ~ ;, 

t h e c c r.1 :;, 2 ri ,j 
one~. 

R e f e r e n c ~ G •.J i d e 
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!DV will r9dis~la~ the UPPer screen half comPletel~. This 
~a~ be useful if ~ou want to disPla~ what is visible for 
instance when a match is lie and extinsuishes a~ain. 
Note tha·t all srJbsett•Jerrt messase ·:; will be disi=-lo=:ed above 
the line 'What shall I do?'. You ~a~ find this useful in 
sorae cases. 

Ref e re n c e G •Ji. de 

I 
I 
I 
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3.~.10 List of statements (sorted b~ short versions> 

!ELSE 
! RETURr~ 
!IF 

. ?Carr':> 
?C3rr<:> 07 
?Carr~ Visible 07 

?F7 
?L7 
?Not Carr':~ 

?~fot Carr':> 07 
?Net Carry Visi~le 

? No t E ;·: cha n =: e 0 7 

?~fo t F7 
?Not L7 
?Not 07 
?Not Visible 
?Not >*9 
?07 
?Visible 07 
?*9 
?>19 

R e f ~ r e r1 c '.? G •J i d e 

07 

07 

short descri~tian 

!ELSE 
!EN 
! IF 

?C 
?C07 
?CIJQ7 

?E07 

'i'F/ 
?L7 
? tl '= 
?NCO/ 
?NC'.):J7 

?NE07 

?NF7 
?NL7 
?N07 
?N 1J07 
?N>t9 
?07 
?t.'07 
?t9 
? >t9 

End IF 
End of Line 
Besir1 !F 

Do I carr~ ~n~thins? 
I:ta I co:rro:. 07 7 

Do I carr~ 07 or 
i; 07 visible? 
Has 07 been remo~ed 

froru its startins lac.? 
Is F7 set <=U? 
Am I at lac. L77 
Dcn't I carr~ ansthin=? 
Don't ! carr~ 07 ? 
Don't ! c3rr~ 07 and 
isn't 07 visible? 
!s 07 at its 
sta~tins location7 
Is F7 reset <=O>? 
Aru I not at lac. L77 
Dae s n ' t 0 7 e :: i s t 7 

Isn't 07 visible? 
Isn't the c. 9r. than 9? 
Is 07 existin~ somewh.? 
I s O 7 •Ii s i b l e ? 
Is the c. eoual to 9? 
Is the c. gr, ~han 9? 
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!Carry 07 !C07 
! 'Carry 07 ! I C07 

! Disi:olaY Noun !ON 

Carr~ 07 without check 
Carry 07 and check 
f o r ma ;.t i rtllJ na 
OiiPla~ no~n Just 
entered 

!DisPl~~ 
!DisPla~ 
!Di~Pla ·~ 

Noun and 
Visible 
t 

Scroll !ONS . ditto, with new line 

! E;<change L3 

!Exchanse 07 and OS 

! E~:c::iicinse 13 

!Flas Dead 

. ! Ft.a In<1entor'-" 

!Flas. Uell Done 

! F'7 
!'Inventory 

!!'111 Dead 
!Init 09 

!L7 
! t17 
!Not ~ !nv~ntory 
!Not F7 
! Not 07 
!Over 
!07 to L3 
!07 to 08 

!Scroll 
! 'Score 

!Save G3me 
! IJisible 07 

!Wait 
!t9 
!+t9 
!-t9 

!DV RedisPla~ UPPer screen 
!Ot DisPlaY counter ~3lue 
!EL3 Exchange current loc. 

with 'stored lac.' 
!E0708 Exchan~e the current 

locations of 07 and 08. 
!Et3 

! F'D 

! r'.JD 

!F7 
! I I 

! I'D 
! !09 

!L7 
!M7 
!NTI 
!NF'7 
!NO/ 
!0 
!07L3 
!0702 

!S 
! , s 

!SG 
!VO? 

!W 
!t9 
!+t9 
!-t9 

E;: c h o r1 s e the c rJ r re rr t c • 
with 'stored counter t3' 
Set Fl~~ 'Dead' for 
' ! Over' 
Set Flas for automatic 
' I n v e rr t o r ';:! ' 

Set Flag · 'successful' 
for '!Over' 
Set Flag 7 to 1 
DisPla~ 'Carr~ing ••• ' 
in the lo~er screen 
P~i to last location 
Carr~ Lit Torch <09> 
and stc:rt ti~1e 

Goto Lac. L7 
DisPla~ Messa~e M7 
Reset Flag 'Inventory' 
Reset F7 to 0 
Let 07 'lani~h 

Er1d of game! 
Set 07 to lac. LB 
Set 07 to the curr . 
location of 08. 
Besin new line 
Score; for 1007. = 
'!Over' 
Save Game etc. 
Set 07 to current 
location. 
Wait aPP. 1.2 sec 
Set c. value to 9. 
Increment c. b~ 9. 
Decreruent c. b~ 9. 

------------------------------------------------------

R e f e r e ri c e G •J i d e 
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3.3 E::ami=-les for A.F'.L. ;:-rosram lines 

Soffie examples will show ~ou how to be~in Pro!rammins 
Ti1~ e:<a:nPla ·s ~i·1er1 are of co1Jr ·~e ·~imPl~ and a:-e or1L:1 
~. 1.artins Poir1t. 

T~3re wasn't enoush room in this refarenc~ suide to 
deP~h one com~lete game with its listing. It is 
Li : ~ t :: o 1.J C 0 N 1; E F: T a n d ED I T o r1 e . o f t h ~ e :d s t i r-1 ~ g a m e s 
al read~ Pla~ed in order to undarstand 'how to do it'. 
will helP ~ou doin~ so! 

3.3.l Ccn~entions for the axam;:-les 

i r1 A, F· , !.. • 
r11eant a~ a 

G i s c 1.J s s i r1 
r e c o io; '11 e r 1 d e d 

~o•J have 
A r-rintar 

Th~ e :~a i:1 P l e -:. of A • P • L • 1 i n e s c a r1 r1 o t o f co •.J r s e f 1.J n c t i o r1 

ProPerl~ without the Pertaining listsr which however ha v e 
not bee~ listed. So if ~ou use 'Hessas~ MlO' be s u re t o 
h a ve it defined! This aPPlies to ~11 of t h e l i s t ~ 

IM:- n t i o r1 e d • 

A 11 1 i n e n '.J m be r s o r b l o ck n •.J m i:I e r s a re e :: am P l e s. ; 
have to be chan~ed in ~c~r ?rosrams . 

the':l will 

I f e >: i:- 1 an a t i o n s a r e ~ i · / e r1 · be h i n d t h e s t a t e m e n t s ; 
enter these texts if ~ou deci~e to tr~ that line ! 

3.3.:.1 Messa~es ever~ round 

[10 M ' T 

L e t ' s s tJ PP o s e ':! o •.J w an t t o ha v e a m e s s .3 s e e v e r ':! r c '.J r 1 d 

~: e f e ~ ~ r1 c c:· G 1.; i J 1:2 

with 10~ Probabilit~. So l ut i on: 

10!!110 
!RETURN 

If how~ver this messase i s to 
Pla~er is at location L5 , ~au 

be :l i •J ~ ri 

enter : 

.: .~ 

• I 

~· ; ~ e 
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C0120>= 10?LS 
! H 1':) 
!RETURN 

If M11 is to b~ ~iven at L5 and H10 elsewhere' ~ou 
could write! 

(Q,20>= 10!IF 
?LS 
!M11 
!RETURN 

!ELSE 
!1110 
!RETURN 

If M11 AND M10 are to be dis?la~e~ at LS and HlO 
elsewhere• ~ou simPl~ ski? one statement: 

co,:;:O)= 10!IF 
?LS 
!H11 

!ELSE 
!t110 
!REiURN 

All of these messa~es will be disPla~ed ever~ :-ound 
with a Probabilit~ of 10%. If YOU Prefer to have a 
messa•e H10 with 100% ?robabilitY if the Pla~er is at 
LS and 010 is visible <not carried), You write: , . 

co,zo>= 1oo?L5 
?Visible 010 
nHo 
!RETURN 

R e f e :- er. c e G rJ i d e 
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3.3.2.2 Messages disPla~ed at command -inPut 

;:: e f ? r c:- r , c -:- G IJ i rJ e 

It's ver~ common to disPla~ messases as a reacti~n to 
sLJme comm~nd1 for instance LOOK, If ~erb t25 is LOO ~ ~ 

':#O•J can enter! 

<2~11)= O!H15 
!RETURN 

LOO~: 

No~ let~s SUPPOSe that LOOK WIND 

M15 

is to P rcd :.:c e 
different messa~e. 
<N32 = UIND> 

This can be done us i n£ ~we l 1n~ s : 

( 25' 1 ) = 32!M16 LOOK wnrn: Ml6 
•RETURN 

<2512>= O!M15 LOCt:: M15 
! RETUF:!'! 

Another ex2ruPle for messa~es will show ~ou how t c ~i' ~~ ~ 

messages into se£~ents wMich can helP in sav1 n ~ m 2mo ~ ~. 

L e t. ' s s •J P P o 5 e t h a t. M 1 6 i ~ to b e d i s ::- l 3 ~ e d f o " l J Cl ~:· '.l : : i : • 
and differ~nt Parts of the messaze shall f cl ! ~ w 

dePendin~ on the current location. 

(:~1U= 32!M16 
!IF' 

?L·7 
!1117 

at loc.L7: M16+M17/ M19 

!ELSE 
!IF 

?L8 
!M18 

!ELSE 
!Scrol l 
!H1° 
!RETURN 

at loc.L8: M16+Ml8 / M19 

else: onl~ M16 / Ml 9 

Thes<: e :~amPl~s have alrea r:h1 
£tructure o~ A.P.L, Program 
more comPle x exa~Ples ~oursel f' 

shown 
lines. 

lot 
T r~ t ~ 

0 r' ~ L •· 
_, I I •..::' 
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3.:.: ObJect~/Locations 

Page 36 

Let's suPPose ~ou want to achieve 
Whenever the Pla~er carries Q3, 
aPPea~s together with message H!O. 
Block to: 

the fol lowir1~ 
it vanishes 
Th i s m •J s t be 

<011S>= 1007Carr~ OS 
!Nat 08 
! IJi S i b 1 e Q 1 0. 
!1110 
!RETURN 

carried'? 
vanished! 
010 ir1stead 
He·:osa=:e 

re: •J 1 t: 
and 010 
done in 

If ~ou want to Program the following effect: When carried 
03 'chan~eS to' 010 and 08 diSaPPears to the ald location 
of 010 - this is ouite simPle: 

-<OrlS>= SO?Carr~ 03 
! E;~i:h an9e 03 and 010 
!1110 
!RETURN 

Now a more complex example: At location L7 where the 
Pla~er must NOT be at the moment - the obJects 015r016 and 
017 ~ill turn to a new obJect 018 with some Probabilit~: 

COrlS>~ 10 ! E!-~chansie LO 
!L7 
!IF 

?Visible 015 
'?Visible 01.S 
?Visible 017 
!Not 015 
!Not 016 
!Not 017 
t018 

!ELSE 
! E>:chanse LO 
!RETURN 

Save location 
new location 

Baer.. to the 
c •J r r en t l o c a t i on 

Re f e r e r1 c e G •.J i d e 
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Another exaruPle will sho1o.1 'Picking up' obJects. If 
instead of a auiet 'automatic' TAKE a message has to be 
disPla~ed when doin~ so' ~ou will h2ve to do so ~ourself. 

Kee P in mind t ha t the ' ref e re n c ~ ' - tab l e 1o.1 or, · t 1.1 o l' I'.. f c r 
that kind of actio~! Note: Verb t10 = TAKE 

c10,1>= 33?Visible 0:!4 
! 'Carr~ 024 
!1135 
! RETURt~ 

Locations 1o.1ill mainly aPPear as conditions s in ce 
the movement will be done b~ the 'au~omatic' GO 

If however ~ou enter GO WIND or scmething 
will have to Program that Yourself: 

(1,2)= 32?!...7 
?l . .Ji ·:;ible 019 
!LS 
!RETURN 

right loc~tic n 7 

0Per1 window etc ? 
r1 e w 1 o c 3 t i c r1 ! 

l i 1-:. e 

most 
OF- t i C r1 , 

o f 

~ Cl.J 

There was a~ examPle in e x chan9ing locatio n s be f ore , b ut 
it was a side effect in tasting for obJ~ct s. 

You c an a c h i e •J e 
locations! As 
masic wo:-d will 
Place where '.:.:OU 

i n t e re s t i n s r- e s 1J l t s b Y e :~ c h .; :-1 s i r1 3 

an e x amPle let's imagine a ga me where scme 
move ~ou net to one Placei bu t t c the 
used that wo rd last! 

Let V15 be SAY and N45 the 'ma9ic word ' . 
be carried for the effect to ta k e Place. 

4 5? Ca 1· r- Y 0 8 
!Exchari=:e Ll 
!M2.6 
! F:ETUF:M 

Bes i das 

R~member to initizli:e the 'st o red loc3tio n' L1 
ti~e h~ uses the magic word for the first t i~e ' 

F: e f 0 r ~ :-1 -:· -:- G '.J i ,j e 

:t1 •.JS t 

fo r 
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You will have to ~ive meanin~s to the different fla~s when 
~ritin~ ~our same (if ~ou decide to use them), Fo~ 
instance it is advisable to check for certain coruPle:: 
situations in Block to and store th~ result usins a flag. 
This simPlifies the actions ~ou will take. 

Let's suppose ~ou want to check for L17r nothing carried, 
and the existance of three obJect~: 

COr3S>= tCC!Not F6 
?Not Carr~ 
?L17 ' 
?Visible 02 
?Visible 07 
?Visible 013 
!F6 
!RETURN 

reset f la~ 

set flag 

You can later on use F6 instead cf all the 
But be cautious: Don't alter the situation 
blbck to .without uPdatin~ F6! 

36?F6 
!M23 
!Scroll 
!Wait 
!M~9 

!Sc~oll 
!RETURN 

conditions . 
late r on in 

Ano~her important meaning for Cone> flag is '~tartuP' You 
will Perhaps have to initialize 'stored counters' and 
'stored locations' (which the command module cannot do 
automatic~ll~>. So ~ou use one fla~ <Ftl which ~cu set 
once and never reset · 

(0r1)= 100?Not Ft 
!Ft 
!ttO 
!Exchange · t1 
!t40 
!Exchan~e t2 
!Exchan~e L1 
!L8 
!Exchanse Ll 
!RETURN 

Startup 
set 
Humber 

stored 
Number 

stored 
Save curr.loc. 
ne~ loc. 

stored 
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Ther~ are so man~ Possibilities for a use 
an~ descriPtion will lack comPleteness. 
for thet. 

of f!=~= th;t 
Sa t r. i s :. ~ en o •J =. i1 

You can use counters for 
:=-la~er 'starves' the 'time' 
:; - ':: - coordinates d 1J r i r1::: a 
can't do without counters. 

a lot of thinss: 
~oes bY or :=-erhaPs 

In 

1.,1h<:': h er +_he 
'::: Q 1_: C: 0 IJ r1 t 

Store them to work with several counters. The 
initialization ~recess has been described before. 

L2t's SUPPOse UOIJ want to co•Jnte r < ' t :. ;:, e ' ) 
ever~ round and ~nd the same when it reaches :ere: 

100 ! E:: chara::ie ~: 

!--t: 
!IF 

'? tc 
!1156 
!Fla::! Dead 
!Over 
1 R£TURN 

!ELSE 
! E : : c: ;., c: r1 =: e * 2 
!RETURN 

When usine se~~ral counters 
risht values so th~t stored 
thi~g! Thi3 is somewhat 
stat~ments. 

Ge 't co u r1 t er 
-1 

=O? 

dead 
end 

else 
Sa•.1e co1Jnte r 

be sure alwa~s to exchan~e the 
c a 1J n t e r s r e :=- r e s e n t a r1 l ·.,.; o r 1 e 
difficult when usins IF / ~LS~ 

Let's ha~e an exam?le for an x-~-c:cor~inate calc~lation. 

Counter tl = x-value , Counter t2 = ~-value. Ycu want to 
check for both values beins eaual to 50 3nd then s2t F9: 

100 1 Not F9 
! .E;: cha rise t 1 
!IF 

?t50 
! E :; c h c: r1 e e t 1 
' E ;! c h '3 r1 :=: e * ~ 
! IF 

'? l '.:10 
!F? 

!ELS": 
! E : : c h a r1 e e * 2 

F' 3 ~ e 
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!RETURN 
!ELSE 
! E;·~chan~e t1 
!RE:TURN 

3.3 . 6 IF/ELSE 

F' a3e . 40 

There have been some ex~mPles for IF/ELSE construction~ in 
the examPles. In those cases no SPecial Problems would 
arise since the IF behaved 'lo~icallY'• An exaruPle for 
the 'illosical' behaYiour of thi~ statement will follo~. 

NOTE : The followin~ example is WROHG ! ! <endl~ss loop) 

(45,1)= 23!IF 
?L4 
!IF 

?Carr~ 06 
!M65 

!ELSE 
1Carr':i 
!M66 

!.ELSE 
?E::ch~n~e 07 
!t167 
! Ei~ 

I 

<Il> 
<Bl > 
<I2 > 
<B2 > 

<El > 
<B4 > 

Let's see what haPPens~ If <Bl> and <B2 > are true1 <B3 > 
~u5t be true as well <OK.); if <B4 > is true the line is 
executed 'normall~'. If however <B4 > is FALSE execution 
continues at <E1> or <E2> depending on the result of 
<Bl>!! ! In an~ case this will result in an endlessl~ 

looPins Pro~rgm. 

Now let's have an example for a correct use of this 
SPecial tYPe of IF/ELSE statement. SuPPose YOU want to 
decrement the 'stored counter t1' b~ the value of the 
curr~nt counter. This cannot be done with an~ simP l e 
statement! Let's su?Pose th3t the value of the curren t 
counter is eaual to or ~reater than 0 <:era> and th~t it 
ma~ be des~ro~ed in that subtraction. 
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I 
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AD 1 .. 
1ENTURE ~DITOR 

78 ! IF 
?tO 
! RETUF:N 

!ELSE 
! E :: c h a r1 s: e t 1 
!-i1 
! E :·: c h a r1 g e ·t 1 
!-tl 
?:JO 
!RETURN 

current ctr.=O:Ex it 

<El > 
C •:J 1.J n t e r t 1 
dee rement b':::! 1 

ditto current counter 
=O? Exit; else < ~l > ! 

This finishes the short ir1trod1.Jction i:-1 e:~ami:-les fo-:­
A.P.L. Pro~ram lines. A~~thin£ more de~ail~d would 
c~rtainl~ boost this r~ferEnc~ ~uide to it~ double ~clume • 
You ~re strongl~ encourased to tr~ and find out ~ourself 

ho'-' i t w o -r k s b ~ w r i t i r1 s: e :: 3 1T1 i:- l e s a n d a r1 a l :· = i r1 9 e:: i 5 t i r1 g 
2ro~rams. You~ success will hel2 ~cu tc laarn it! 

~; e f ~ P ~ r1 c ~ G 1J i (~ ~· · 41 



ADVENTURE EDITOR 

4 ~ow TO USE THE 'ADV~NT~R~ EDITOR' 

4.1 General 

The ADVENTURE EDITOR Prosram is written comPletel~ in THS9900 
assembl~ code. Two versions exist at the moment: HH-version 
for use ~ith the 'Mini Me~or~ co~mand module' and EA-version for 
use with the 'Editor/Assembler command module'. Both versions 
own the same commands and features so that one reference suide 
is valid for both versions. In Prosr3mmins however the 
restrictions for MM were · considered, esPeciallY the available 
memor~ sPace' so that the EA version uses the available memor~ 

onl~ to a smoll de~ree. 

The Prosram•will suPPort ke~board data entr~' screen disPlaY and 
file OPerations with all available PeriPherals <Cassette, 
Di~kelte, RS232 etc.> 

4 • 2 Ea '.J i F· men t 

The Programs will ONLY -function Properly on a TI99/4A and NOT .on 
the old TI99/4 home comPuter! 

The minimum confi~uration of ~our home computer needed for this 
Pro~ram de?~nds on tha Prosram version. 
can use all P~riPherals you want. 

4.~.1 MM- <Mini Memory-) version 

In any case how~v~r ~ou 

The r- r ~ r a:;, w i 11 be f •J r n i shed o r1 c as s e t t e f o r t h i s 
version. Th~refore You will need the console with the MM 
command module and a suitable cassette recorder at the 
least. 

All available standard PeriPherals -are suPPorted howeverr 
so that Yciu can make use of diskette files and a Printer, 
if ~ou wan~ to. 

R e f e r e n c e G •J i d e 
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.The MM PSe•.Jr::io file EXPME:M2 <Hemor1::1 e::Par1sion) is s•.Jr-i=-or•~ed 

as well. You can use this file for fast data sto r a s e as 
long as '::IOU use the MM command module. This means that 
this Pseudo-file will of course not be available in t~e 

Adventure command module. 

4.2.~ EA- (Editor/Assembler-) vef~ion 

This Pro~ram version is furnished on diskett~ stor~~~ 

m~diurn so that '::IOU will need the console' EA comman d 
module' mernor'::I e~Pansion and at least one disk drive. 

Cassette fi~es are suPPO~ted as 
read . from cassette or stor~d 

Printer Port can be used. 

4 • 3 !.. ~ 2 d i n::: a r1 d s t a r t i n 3 the r- r c 2 r a rt1 

well so 
there 

th~t 3ames can 
if so desired. 

Th~ startuP Pr~cedure dePends .on the Program version. 

4.3.1 Mini-Meraor~ version 

b e 
A 

First be sure to have t6 have 1::1our MM initiali:ed C 0Pti o n 
3 I Proceed ) Then the Progr3m can be loaded from casse t t 2 
using the EASY BUG 'L' option. Note: the avaii a ~le 

1n e rra o r ·~ s Pace i n 11 in i Memo r '::I w i 1 1 be •.J s e d u P to t h e 1 a s t 
b~t~ so that no other Prosram can be loaded ! 

You can start the EDITOR Prosram b~ entering the Pr~S~ 3~ 

name 'START' when using the 'RUN'-OPtion of t h e Mi ni 
Memor~ sel~ction list.. 

Command Procedure: 
lt1i*i*s*%i**i~***~i*ltitl*l*****S**********~ * Choice Mini M~mor1::1 ( 3) * 
:« Reir1it.i3li=e (3) * * <Pr •Jceed) * 
* <Quit > * * Choice Easy Bu~ C2> * * <an1::1 ke1::1) * 
* L * 
i <observe cassette comm~nds ) * 
* <Guit > * ·* Choice Mini Merner~ <3> * 
* R•.Jn < ~) * * START i 

******** ·rtl***************~****k*~ti *r ~ttt** r 

R e f ~ r ~ r1 c •.: G •J i d e ~· 3S e . -"1..:, 
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4.3.2 Editor/Assembl~r version 

The Prosram will be started usi~s the 'LOAD AND RUN' 
OPtion or the Editor Assembler. It will be loaded an 
absolut~ addresses . usin~ the lower memor~ exPansion. Be 
sure to have no other Prosram in memor~ when loadin~ the 
EDITOR. 

You start the Prosram b~ entaring the Pro~rom 

'START'. 

Com11rand PT'ocedu re: 
******i~i********************t**************•*** 
t Choice Editor Assembler <2> * * Lo ad and R •.m < 3 ) * 
* OSl\1.EDITOR • * 
* <Enter> * * ST.~RT * 

. *****i****2*~~***************************t****** 
4.4 Scre~n decri?tion 

When started th~ standard s6reen is disPla~ed. A title screen 
or selection list was imP~ssible dYe to memor~ sPace 
limitations. A~ a Prosram identific3tion the word 'EDITOR' is 
disPla~ed in the status line followed b~ the revision No., i.e. 
'------EDITOR-Re'll.' in thi; case. 

The screen is divided into TEXT AREA <Lines 1-22>1 STATUS 
"<Line 23> arid ECHO LINE (Line 24). The screer1 is 
characters/liner i.e. the Program yses text made as does 
ad~enture coru~and ruodule. 

L!NE 
40 

the 

The TEXT AREA serves for dis?la~in~ and editing game data. You 
will be allowed to ent~r all disPla~able characters in this 
fieldp 

The STATUS LINE will disPla~ a messase from time to ti~e 

indicatin~ Pro~r~~ statu~. Whenever keyboard entr~ is PO~~ibla 
the abo~e mentioned Pro~ram ID will be disPla~ed here. 
<'-----EDITOR--Rev1') 
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The ECHO LINE serves for entering commands and for echo~ ~ ! 
?romPts which are error messases at the same time. A continuous 
'%-full' disPla~ is siven here as well. - You are NOT allowed 
to enter lowercase letters here since the~ are converted to 
UPPercase as ':IOU enter them. This serv~s for simPlif~in9 
oPeration b':I overriding the 'alPha lock' ke':I. 

4.5 K'e':lboard 

Enterin~ text has beerr made comfortable. A blinkin~ 'underline' 
cursor will aPPear on the scr~en like in the adventure command 
mod•J le. 

There is no auto-repeat for an':I ke':I' so that ':IOU have . to 
a r1 ·~ It, e-:; a s :ta an'::;; t i mes as ':I o •J wan t i t t o e : : e c 'J t e • 

4.5.1 UPPer- and lowercase 

UPPer- and lowercase letters and other dis~la~abl~ 

characters have to be entered th~ same wa':I as in ot her 
Pro~rams. The 'alPha lock' ke~ will disable enter1 n g 
lowerczie letters. All characters are disPla':led the s~~e 
wa':I as in the 'A~venture' command module' i.e. lowerc3se 
letters are 'real' lowercase1 as saqn as ~o~ have loaded a 
same. 

Th~ old TI?9/4 is 
for this reason 
one. 

NOT able to enter 
'=lO IJ W i 11 not be 

lowercase letters, ~o 

able ta work with t h; t 

As mentioned a~o~e enterins of lowercase letters is 
allowed onl~ in the text area. Al l inPut in the ec h c l ine 
will be disPla~ed as uPPerc3se. This feature h as b ~? n 
add~d for si~Plif~ing command inPut since all com mand s and 
filenames are Yalid onl~ as uP~ c rcase words. 



4.5 . 2 

ADVENTURE ED ITJ~ . 
I 

Fi.met.ion Y.. e~s 

If '::OIJ de?ress <FCTH:> the f o 11 ow i r1 s k e <.:> s w i l l r. ; ·,. ~ s P ~ c i a l 
me .3ninS!s: 
<FCTN> 1 = 
<F'CTN> ., 

= ... 
<FCTU> 3 = 
<FCTN> s = 
<FCTM> s = 
<Fen'> 9 = 
<FCTN> = = 
<FCTN> E = 
<FCTN> x = 
<FCTN> s = 
<FCnD· D = 

Delete Char 
In5ert Ho de 
Erase Field 
Bes in 
Redo 
Back 

. GUIT 
UP arrow 
Dowr1 Arrow 
Left arrow 
Risht arrow 

Move to to? 
F~ e e :·; ec •..: t e 
Aba:-t entr'::I 
Ca•Jtion ! ! ! 
Line •JP 

Line dowr1 
Char risht <wraP! > 
Char left <wrar-!.> 

.. 
You can leave INSERT mode the same way as YOU do in BASIC. 

The REDO key is imPortant wh~n reexecutins commands , since 
Just Pre~sin~ <ENTER~ will be interPreted as 'no entr~·. 

The BACK ke~ will be 
inPuts in the text 

used mainly when aborting false 
ar~a whi ch. oth~ rwi se woul~ be stored. 

4.6 Echo line 

The ECHO LINE C24th line> serves for enter in ::t commands and for . 
receivins Cerro~-> messases. 

4.~.t Messases in the Echo Line 

The inPut Prom?t ~~nerated by the Prosram serves as error 
mes.s a ::1e at the same t.i me. IJheneve r the co mm and e >: ec•J t e d 
last ~as successful and without errors, the ' OK: 
PromPt is dis?la~ed. If however there was some kin~ of 
error or a wornin~ has to be :ii·1er1 it will chanae to ':::: 
ER! ' .. The letters ':c~' ir1dicate the tYPe of error that 
accured las~. In both ca$es the ne xt command c3 n now be 
entered. 

Re f e r e r1 c e G 'J i d e 
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Th e l e t t ~ r s ' >: : : ' w i t h i r1 the e r r o r - i:- r o r.1"' t c a r1 h a 'I e t :1 e 
followins v~lues and meanings: 

- in~alid command er· 
FI 
PR 

Commc.nd Er r ::J r 
File Error 
F'rint Error 

I/O or File error for Sames 
- I/O or File error for Printer 

The I/O error will not be 
a r1 a l ~ :::: e d • 

- The . Program in memor~ is 
~) not ~n adventure same 
b) not ~et converted 

TX Te::t Error - lowercase etc. 
MC Hemor~ o~erf!.- <VDP->memor~ overflow 
IO Ir;de:~ Ov.erfl. - t~1Jrribe:-- too bi:: or too 

small <indices onl~> 

NO Numeric Overf l~ Number too bie 
SO Screen·Overfl.- Screen Overflow 
SY S~ntz:: Error - inv.::lid A.P.L. s~nta:: 

"LI Line too loh~ - A.P.L. line too long or 
text after la~t !RETURN 

LA Last line too - last A.P.L. line too 
lon:1 lens. (converted ~~me onl~> 

IF IF/ELSE Error - A.P.L. error in IF/ELSE 
s t r •J c t 'J re s 

RT R e t 1J r n a s :; tJ r.1 e d - W a r r1 i n ::! : ! F: E TU R N a ·; s um e d 
~n an~ level of A.P.L. 

i:-ercent full message 

At the end of th~ echo line a number i:; disF!a~ed 
b~fore the exEcution of ever~ command. This w:ll 
indicat~ how much of the avail3ble CVDP-> mem~r~ i; 
oc~uPied b~ the same at ?resent. This messa~e wi:! be 
~iven onl~ if a Cccn~erted) ~ame has been lo3de~. 

~· ase 
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This ~ercentase is deriven from - ~n 'available V(~ 

memor~ sPac@' which has been chosen as to enabl~ dita 
stor~Se on diskett~ medium. Ci.e. UP to >3730V>. The 
advent~re command module however will accept files 
lonser than that (up to >3A98V> which will ONLY be 
Possible on cas~ette storase medium with no diskette 
controller connect~d. 

Note! this can lead to the effect of not bein~ able to 
load future ~~mes with this Pro~ram and - b~ the w~~ 
not fro~ diskette within the adventure command modula. 
Game$ of that kind will how~~~r not have been written 
b~ mea~s of the ADVENTURE EDITOR. All ~ames ~resentl~ 
available <12 ~ames) do not e~c~~d that size and can be 
loaded 3nd edited. 

*Z*********%*****************'************ 
*----------------------------EDITOR--Ravl* * OK: E 95%* 
***l~*i*********************************** 

9~% of the memor~ occuried ! 

4.6.Z Commands in the ·echo lin~ 

Commands ~iven in the echo line ma~ be Preceded b~ blanks 
which will be skiPPed. Within a command blanks are not . 
a 11 ow e d w i t. h the e }: c e P t i o r1 o f a l l f i l e c o m m 3 .n d s • 

Com:tands con~is.t of an •JPF-ercase letter and e::tensior1s. 

4.6.J Endinj Pro~ram execution C Q > 

In crder to end Prosram execution Pro?erl~ enter 1 Q'. 
This ~ill clo$e an~ oPen F'rint file unit. Game data 
stored in VDP memor~ 3re lost after execution of this 
command~ so be sure sure to have them stored before doing 
so! 

R e f e r e r1 c e G 'J i d e 
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~********~******~**~**************~******* 
*------------------~---------EDITOR--Revl* * 01\: G 95Z * 
**********i************t********~********* 

4.6.4 File corumands 

All file commands reauire a valid filename which ffia~ be 
the filename of an~ valid ~eriPheral <see instructions for 
~our PeriPheralCs>>. A blank ruust be ent~red foll=~in~ 
the comm~nd CirFrP> and Precedin~ the filename <for 
instancg 'I CSl'> 

When usin~ the MM version of this Program ~ou 
of the Pseudo-file EXPMEM~ if ~ou have 

c a r1 :r1 a i.-.. e IJ s e 
t h e r.1 -= ::1 c r =: 

e ~ ~ :=- a r: s. i o r1 cc ri n e c t e d to ~ o •J r horn e c a rr1? •.J t e r • Th i :. ~ r, = 0 l ~ s 
fast data storage and retrieval a~ lon~ as the MM is 
OPerating. Be sure to ha~e stored ~our ~~mes on cas;~tte 
b e f o r e re Iii o v i n s t h e M M o r s :.J i t c h i n s o f f ~a IJ r c o r:1 ::· 1.1 t e r 1 

Whene ·,.cn-· ~o•J 1Jse the cassette 
usual oPeratins instructions 
fCJllo1.1ed. 

:nediUITI <CS1 
~ill a::-::-~ar 

or cs:; ) the 
arid have to 

If durin~ a file operation undefined characters will 
aPF-~ar on t.iie screen thi; is not fat . . ~ · l as lo:-1s as the=: 
di~aPPEar ~t the end of that CPer3tion. If however ~c~ 

destro~ the character set b~ lcadins a BAS!C Pro~r~~ f~r 

inst~nce ~ou will have to restart the EDITOR. 

Note: Due to an error in the in~ernal file routines 
~a=: come to a s~stem crash when entering invalid 
names. When this ha?~ens all data are lost and 
ccmP~ter has to be switched off and on a~ain. 

it 
t' . • 
. l - = 

49 
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4.6.4.1 Loadina adventure ~ames < I > 

The 'I' command followed b~ a filename will load a same 
from that ~eriPheral to VDP meruorw. Any ~ame currentl~ 

stored there will be destro~ed b~ th~t operation. 

After lozdins the game the Prc~ram checks for a 
correctl~ 'converted' ~ame and returns and 'ID ER!' if 
this check fails. If a file or I/O error will occur 
durins the loadin~ oPer~tion the messa~e 'FI ER!' will 
be returned. In that case check the same in memor~ 

- if ~ou want to use it - since it ma~ have been 
CPartlw> destro~ed. 

*******i**i**lS~**i*****l****************** 
*-----------------------------ED!TOR--R~vl~ 
~ CK: I CS 1 * * OK: I DSK1.ADVENTURE * * OK: I EXPMEM2 *<1> 
~******************~*********t***~********* 
------- Cl> MM with · mem. expansion onl~ 1 1 1 

4.6.4.2 Starin~ adventure ~ames < F > 

You can store Sames on any PeriPheral usins the command 
'F' and a valid filename. 

An~ stored Cand converted) same ma~ be stored on an~ 

PeriF-heral. If an 'ID ER!' is return~d fer thzt 
command the same was either not ~et converted or there 
was no same at all. A 'FI ER!' <File error> indicates 
that somethins is wron~ ~ith the ?eriPheral specified; 
the same has HOT been stored or changed in that case. 

E~·~amP l es: 

*****~****************~**3;~*****~i******i* 
*-----------------------------EDITOR--Revti 
* OK: F CSl * * OK: F DSKl.ADVENTURE * 
* OK: F EXPMEM2 *<1) 
****i******~~*****~***********************~ 
------- Cl> MM with mem. exPansion onl~ ! ! ! 

R e r e r e n c e G •J i d e 
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4.6.4.3 0Penind a Printfile < P > 

Usins the corumand 'P' with an~ valid filena~e ~ou will 
OPEN a Printfile on that PeriPheral. An~ disPla~ 
re s IJ 1 t i r1 ~ f r o m a ' ! ' c o rt1 IT• a r1 d ( s e e b e 1 o w ) w i l l the r1 b e 
directed to that file in 
Thi~ will continue until ~01.J 

Parallel to screen outP u t. 
~lose that file unit. 

The file i ·~ oi:·ened as a SEuUEtHIAL1C:ZS?L.HY, 1iHF: !AE:LS 
8 0 ' 0 U T F' U T f i 1 e • The f i r s t 4 0 c h 3 r ~ c t. e r s o f a r1 '=' o r1 e 
lir1e i.Jill be 1J-sed ho\.le 11er far ta::t c1Jt.:=1Jt. Yc i..J ~re 

N 0 T a 1 l ow e d to s P e c i f ~ CS 1 / CS: o r EXP H:: M : 3 s a :=- • i r1 t 
file iJnit. 

After o::-enin;;; 
'-Processed b<::: 

• ~ .J 
P r l n ._. e ·~ • 

this file unit 
WEIAND ADVENTUR~ EDITOR-' 

Th~ ?rint file uni~ \.Jill 
fcllowins cases: 

b~ CLOS~ d 

a) List File Er~or C • F' ~: :: F: ! I 

b) ' I ' .:J r ' F ' - c c m m c: n d e v e r1 i f 
this will resul~ in 2n error. 

c ) I a I c 0 mm a n d - b 1..J t N. 0 T '"' 1' e r1 t h 8 
<FCTN >= (Quit> ke~ is used ! ! r 

the . - ~ Ii e :. · ~ e r 
"'i 1 1 c. 2 

of 

This me~ns 
which will 

th3t 
result 

<:10•J ca:-1 
in a ' PR 

issue 
ER!' 

the 
b•Jt 

command ' P CL 2~E ' 

wil l 
P r i n t r i l e 'J n i t . 

*~*i%t***~***************i*****~i******t*** 
*-----------------------------EDI TOR--Revl* 
* OK! P RS232.BA=600 * * OK: P DSK2.ADV-L!ST * 

clo~e 

* OK: P CLOSE * <3 > 
********~**~ti**t~~************~* ** **t* i * ~* 
---------- (3) will result in a P R ER! 

t h IJ S t; l 'J °! iii:! t h 2 f i. l = IJ r1 i t , 

~ ' ...... 
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4.6.S Data ~ani~Ylation 

There are commands for each list ~oy can access. These 
will h~ve to be modified dePendin~ on the action~ ~o~ want 
to t.al'-.:. 

4.6.S.1 List sel~ction 

The ~ata maniPulation corumands 
letter commands derived from the 
- Hessases < M > 

3re sin:Sl? 
list name:' 

- ObJects ( 0 > 
- Lo~~tions C L > 
- '·.'r:!rbs ( V ) 
- No•..:ns C N 
- References ( R 

Sit•J.?.+ ... i1Jn < S i 
- Conn~ctions < C > 

~.l='.t.., < A ) 
- General Information G ) 
- Ent.r~ screen ( E > 

Dir9ct.l~ following the letter ~o~ will seneral:~ ha ~ e 

to s ::- e c i f ~ one o r t \.J o P a r a m e t e r s • T w o '' 1J m b e r s h a v e t ~ 
be seP~rated using a comma (','). 

- Edit A.P.L. 
Edit other lists 
Dis?la<:J A.P.L. 

Black:t, Line1 
El e!!1en t * 
Blockt<from>,3loc k t Cto ) 

DisPla~ other lists ElementtCfrom>1Elementt(to l 
The coramands 'E' <Entr~ screen> and 'G' CGaner;l 
Information) need no P3rameter at all. 

E;·~ am P l e ·:i ! 
~~~~~~***~*~***~*i*S~*~**~*i***i~~~it~tiil* 
~-----------------------------EDITOR--Revll * OK! E 70Zi * OK: HO 70~~ 
* OK: Al1: 70%* 
l OK: lM 70~~ * OK: !00,100 707.~ ( 5) 
i OK: !01100 7o~ · k C 6 ) 

*ii***1***~**~**i*****************~*~*~**** 
---------- (5) .Jnd C6) are iderit:.cal 

R e f e r e r1 c e G ' .J :.. d e . 
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ADVENT.URE ED! TOR 

A leadins '1'-sign allows adding elements to 
specified bw the command letter. This can 
lists Hr Q, L, Vr N and A. 

the li3t 

Any new element will be !iYen the defa~lt value, i.e. 
1 ? ' f o r t e : : t l i s t s ~ n d 1 0 O ' F: E : U F: r~ f o r 2 r1 A • F' • L • l ;, n c> • 

This will have to be chansed to the desired value at 
once or later en. 

Adding ~le~ents is senerall~ Possible cnl~ AT THE SND 
OF THE LIST ! ! ! This me~ns that SP~cif~ins a Param2t2r 
is not necessar~ . Keep this in mind: It is NOT 
POSSIBLE to insert new elem~nts within th~ lists' 1 

An excePtion from this occurs in editing A.P.L. 
Pro~ra~s since it is Possible <and necessar~ ) to ins2r~ 

1 i n e s b e t ~ e er; e ~·: i s t i n ::::l 1 i :-1 e ·s • I f w o tJ s P e '= i ·f ·= ~ P a i r ·o ~-
numbers here the new line will be insert2d 3SFOR~ t h e 
1 i r1 e s P·e c i f' i e d • A n um t• e r :: .:- r o o r n o r11.i r.a ti e r a t a l l '..J i l l 
add the n~w line ·to the end of that block. 

E;: a rt1 P l e s : 

**i***i*****~***i**~*~r~'*~*r~***~*~*~***** 
i-------------~---------------EDITOR--Revl~ 
~ OK! &M · 70;~* 
* m~ : ; a 7 c ;~ :t 
~ m: ! ~A 1 ': 7 0 ;~ :~ * OK! &AOrO 70/."t. ( 4 ) * 0 K ! & A 7 0 ;~ :t ( 5 > 

***~******************~i**~~****~******** i ~ 
---------- (4) arid (5) 3re i •)er1tical 
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4.6.S.4 Deletin! ele~ents 

Deletins elements from the lists is achieved 
returnins an 'emPt~' text area for that element <not b'=S 
alterins the command>. 

This is Possible for the lists sPecified above; onl~ 
A.P.L. lines can re~llY be deleted (Pur~ed), wherea~ 
other list elements will be replaced by the default 
value '?' • . The reas~~ for this is that eur~ins list 
elements would result in the neces3itY to rewrite all 
of the A.P.L. Prosram! 

4.6.6 DisPla~ins text < > 

Ti1e commands described 
disPla~ it in the t~xt 

above will call one el~rnent and 
area so that it can be edited. 

·rr how~ver YOU want to have the elements disPla~ed ~ou can 
specif~ the '!'-character in the first Place. In that 
case the · element will onl~ be disPla"=Sed; it can't be 
edited • . If a P~int file unit has been opened outPut will 
be directed to that Peri;:-herol :.n Parallel. 

Ir ~OU SPecif~ more than One Pa~ameter the COrreSPOndin~ 
list elements will be disPla'=Sed one b'=S one automaticall~. 
This will helP ~ou findin~ a special list element and also· 
r--rintiri~ parts or all of the ~ame contents. 

If durin~ this disPla~ Process YOU Press an~ one ke~ 
C~xcePt <SACK>> the 3utomatic disPlaY will sto~ and wait 
for another ke~ so that '=SOU can hav~ a look a~ the current 
element disPla~ed. The messa~e '---Waitins ••• is 
disPlaYed at that ti~e. If the next key is <BACK>, the 
disPla~ Process is aborted while any other ke'=S will 
continue the auick search. 

Note: If a Print file has been oPened the ke~board is 
scanned onl~ arter Printing out one screen comPletel~ . 

R e f e r e n c e G •J i d e 
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! f ':I Q IJ S F' e C i f ':I 

follo\.lir1S! the 

A 0 t; ENT UR E ED I T 0 R 

A.F'.L. to 
'!A.,' both 

be disPl~~ed the 
indic~te bl~c;,,.s 

lines; i.e. ':IOU can't sPecif':I single lines in 
The disPla~ ho\.lever uill sho\.I the cu~rent bloc~ 
number as it does in edit ~ode. 

r1 IJ :'fl t. = ;' :; 
of A.!='. L. 
t h i : . IT1 0 ~ : • 

3 r1 ,j l i. :-· ·~ 

If durin~ dis~la~ of zn~ ~.P.L. line i~ uon't fit c~ c~e 

screen the first screen is disPla~ed (long versions of 
A.P.L. command$) ~nd ~rinted if s Prin~ file has b:en 
OPened' then the next scr•en uill continue that line and 
s o on • · I n t. ha t c a s e t h e b 1 a t k. / l i r1 e r1 •..J m b e r s ho 1om i n t h e 
UPP~r left corne~ uill be follo\.led b':I the Plus <'+') si~n 

in Place of the usy~l '=' sign to indicate that the ~=s~ 

follows on the next screen. 

E:~c:m?les! 

·~~zir%tttt~********t*%**~*~**i*~rtl*t~i*~* 
i-----------------------------EDITOR--Re~lJ * OK: . ! M10 70;.;:.;: * OK: !M0,100 70:* c:> * OK: !M,100 70:lC3> 
:r. a K: ! A:; 7·0 t. * < 4 l * OK! !·A,100 701.* .<5) 

***************t**************~***«**~***** 
---------- (-2) arid en are ider1tical 
---------- (4) disPla~s block t~ Call lines) 
---------- <5> disPla~s blocks *O through 100 

4.7 Editin~ te:-:t 

Ed:.tins 
ele~ner1t 

mode). 
has been called 

the 
from 

t e :: t area is Possible on:~ 
m o d 1: < r; o t d i s -r- 1 a ·;;;; / a 1..J :. c f'.. 

. ~ . . 
i , ~.-.e 

In the UPPer laft corner the element numb~r is shown follow2~ j~ 

the ~aual <'=') sign if the element has been found. 

If tl-:e elen1ent sr-ecifie1:1 has beer1 fo1Jr1d the c•J~sor will :r10·.19 ~~:::: 

the f i rs t screen Posit i an wit Mi :-1 t h ·= t;: ~: t 2 r ~a • Ya IJ car, S? ·-::'. i ~ 

the ~ 2 :: '- d at. a as ~ o 1..J like • F' re s ·:;in~ <:: ~lT:: ~ .> or <RE :10 :: •..i: : : 

store the curr~nt disr-la~ wh~reas ~ BACK : ~11: abcrt data ~~t:-~. 

Th i : . i s i m;:. o r t.: r1 t i f ':I o •.J c h a n !!! e d t h c · / a l 1J e s i r1 s o m e w 2 ·:0 a r1 ·j 
do n ' r, w an t the 111 t o be s t o :- ':? d l i k e t h ~ t • 

R L' fer en~ e G 1J i 1 e F' ;.:. e 
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Whenever ~ou ENTERered a screen the Prosram checks for ~alidit~. 
If no error is found the results ar~ stored. This haPPens word 
b~ word or Cin A.P.L.> command bw command so that wour data ma~ 
~e 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 
~aw take some time till the Process is finished esPeciall~ when 
enterins lens lines and/or when ~emery is fillin~! 

4.7.1 Messases C H > 

Pa~e 56 

Messases are text elements used from within the A.P.L. 
You can enter this text freely. When redisPla~ed all 
~ultiPle bl~nks are removed and rePlaccc bY single blank 
sisn~. 

The maximum word len•th is 32 char2cters. The tot3l 
lensth of one ~essase is onl~ limit~d b~ the adventure 
disPl~Y. Note: Specifying messa~es which when 
disPla~ed on one ~dventure screen at a time - will Produce 
a screen overflow ~a~ cause a syste~ crash ~ithin the 
adv~nture com~and module! 

When disPlayed bY the adventure command modu1e words are 
never wraPPed around the end of a line; a new line is 
be~un 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 disPla~ will 
look different during the ~a~e. 

E~a~Ple: 

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

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

Reference Guide 
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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' 
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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 
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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 
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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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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 -= 
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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 
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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 - _. 
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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 
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~ 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 
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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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(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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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. 

Ref~rence Guide 






