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, ADVENTURE
%79 EDITOR

WRITE AND EDIT YOUR
OWN ADVENTURE GAMES FOR
THE TI ADVENTURE MODULE!

This software package allows the user to accomplish the following:

1. Any existing adventure for use with the TI Adventure Module
may be edited, altered, listed, or copied from either tape or disk and
transferred to either tape or disk. (your choice).

2. Newv Adventure games for use with the TI Adventure Module nmay
be created easily using a ‘tenplate’ game as a start up step. These
games can be played on a basic TI/99/4A since they use the full paver
and capabilities of the TI Adventure Module. i

3. Either Editor Asseabler or Mini Memory command modules can be
used with this program with either cassette (M/M Version) or disk
(E/A Version). The identical features are offered with each version.

4. Includes a full screen editor and an easy to use Adventure
Programming Language (APL).
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ARDVENTURE EDITOR

1 INTRODUCTICN AND OVERVIEW

1.1 Furrose of the prodram racksde

With the erosgsrzm epacksde ADVENTURE EDNITOR wou own 2 tocl for
working on Adventure d3ames for the ‘Adventure’ commend mocdule
rertaining to the Texzz Instruments TI?%/4A Home Comruter, You
mas wish to - and are 3ble - %o investigate in and/cr alter 311
existing dz2mes 2s well 3s to write vour own ones.

This offers all orpportunities 3 TI-adventurer’ hzs ever drezamed
ofn " %

1.2 Uhat 2ou ne2d - eauirment
Yuou received the packsdge sccordinsg to wour order in one of two
poss3ible versions: either for ¢the Mini Memors or the Editaor
Azsembler comm3nd module. Reczsides the comsole (TI®F/ 443 the
old one -=TI?%2/4- does’t worhk) youu Will need the resrective
command module a3nd - for Editor/Assembler onlg - memors
wepansion and Disk drive with controller or - for Mini Memors
onley - 2 suitsble Casssette recorder. : '
The Adventure command module 1iec NOT necessary but strornsle
recommaended for testing 2our new gzmecs. 4
A printer with its TI-rericherz3l is recommended 3s wells, but nct
a muzt. You can print out 2 full documentation of 3ny dame 1.F
Yol OWn ane.

1.3 Yhat wou need - knowledsze

You should 3lreads have rla3ved scme sdventure dames wWwith th
TI?9 before starting to develor wour own ones in order ¢
understand how it will work.

(wi1)}

Some pr3ctical knowledsge of z2ng eprosramming lansusge (BASIC or
the like) will help to understand the conceris and structuras
w0 Wwill have to deal with in 3dventure Pprogramming. You will
have to do 3 doo0d bit of thinking in asbstractions.

Reference Guide Psczse 1
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“rmowledge of zsssemblz lan

w

uzge or GFL is MOT necezszary!

You can OMHLY write 2dventure g2zmes in ernglishy since the command
module will eroduce its own (endlizh) messa2des which wou cz2nnot
Qet I‘id Ou’o

Wil 9oy det

Derending on the version (MM=Mini Memorz2 or EA=Editor/Assemiler)
gcu have received a3 C3scsctte in the first cz2s3e or 3 diskette (S
1/4* S3/2SD) in the second csse., The software 1is functionally
the same 1in both cases. Sirce the MM will be used ur the l3st
bste of its 4kR RAM» there will be 2 lot of rocm left if =Zou run
the EA-version.

fo received two progrems 2nd onme file in bobth versions:

- 3. ‘ADVENTURE EDITOR’
for Editing/Printing Sames
MM ¢ Casssette side A Frogram No., 1
EA ¢ ’‘DSK1.EDITCR’
- b. ‘ADVENTURE CONVERSICN~’
for converting exicsting 22mes
M¥ ¢ Cassette Side A Program Na. 2
EAa ¢ ‘DSK1.COMVERT’
- c. "ADVEWTURE TEMPLATE’
23s 3 g2me temrlzte for vour own idezszs
114 ¢ Cassette Side B File Na. 1
EA ¢ ‘DSK1.TEMPLATE’

Wizt wou can do

The =2rograms of thic p2cksze will 3llow y$ou to @

- prer3re existing dames for the ADVENTURE EDITOR
using the ADYENTURE COMYWERSIOM ~rogram

- in both old or new d4ames (converted, if old)
shiowy edit or Print 31l texts and lists whicn
mak2 out the dHame.

- showy edit or print the logic of the game
using 3 new mn2monic lansgusde (AWP.L.)
‘both with ADVEMNTURE EDRITOR)

- lazd ar save dzmes from/to either Cassette
or Diskette 3s desired,.

. The predram(s) will in 211 cases take care of the internal ds3t:z

cstructures like pointers and tables. You may creste 2 gzme
freely without botherindg soout the intermal stuff, enterinz texnt
and structures 3s sou like.

(]
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How the guide is5 caonceived

There are two m2in Purroses for this reference guide?!

- You will det 31l information needed toc under-

stand the structure of an zdventure dgazme in
order to crezte new ones which will react
prorerly to the rplagers commandsz.,

- You will be 3dvised in using the proZ2rams.

This results in 2 detziled descrirtion of adventure games with
serarate charter on 311 texts amd lists gou have to srerszre.

(U]

A zsecond charter on the “Fprodrzmming languszse’ AP.L., R ey
mezns Adventure Frogramming Lanzu2ze; don’t. confuse with AFL!)
will describe in det3il this interesting tocl. Yoy will be
given scme wemrples in order to better understand its
~ozzibhilities and to give =204 some ideas to start with,

fou will possiblz2 not understand esvergthing in these chearters if
=2cu first read them’? it is suddgested that wou skis those lines
and rere3dd them leter on when wou Will be 3cquzinted wisth tine
prc3rems. Most prebably the aquestion:s wou will =25k l3ter on
will find their 2nswer here.

The next chaertar will introduce wou to the ENITOR rrodram. You

will have ¢to learn the mnemonics wused for command infut whnen
using the srodram. When <ou have had some ¢tr3ining wou will
#roozsbly skie thes=2 lirnes.,

This is the same for the chesepter on wusing the COMVYERT-srogrzm,.
One2 difference mse be that scu will wse this Fprozram werz
rarelg: namnels wnen looking a3t wour old sgames (Firates Adventure
or the like) which mey be 3 =2cod tra3inind to understand "how to
s o S T S You will have to convert them before lozdinsg them with
the EJITOR. For ressons of copyrizht these dames are not
discussed in the reference guide.

A short charter on the contents of the dame TEMFLATE will
prer3are 2ou to start with Your own Sames.

(7]



m

(%

ADVENTURE EDITOR

Some more remarks - technical and srersonal - of the 3uthaor in
the last chzrter of the reference guide are intended to meke vou
rezlize the =rcblems and Focsibilities of adventure Frodrenmming.

As wou see this is 3 whole lot of information. Don’t worre -
zou will det familiar with ity 2nd then it looks like child’s
rlay +oo and it is 3 plavw after 211y iesn’t it? So I .wish . wou
lots of funy and rememoer: You can cSlwa2ys SAY YOHO ...

FEEEEEREERK KKK RERKRRKRRERKEKRF LR KKK KKK KRR REKK KKK KK
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ETRUCTURE OF AN ADVENTUREZ GAME

A
is

Adventure gzme seems to be 3 rseudo-intellident structure when it
uszd by & Flaser., This is sccomplizhed by mesns of the Adventuro

commznd module and seems vers different to the gczme srosrammer.,

Internzlls 3 game consists of seversl listes arnd reference datz wnich
- interpreted and interconnected bs 3 srecizl ‘progrem’ - give the
effect of an intelligent entity.

This decrirtion covers 21l relevant zsrects of these lists znd datz
in order to enable the <ame erodrammer te achieve thn desired
results, The wvers comeler internal dastas structures (main rointer
tables) will not be discussed since the AQDVENTURE EDTTOR rrozZrams
will manzge 311 this.
2+ How to use texl dats
Text dzbls make out the largest ra3rt of such 3 kind of 3dvertursas
3s eversbedy whe plzyed those demes can imagine. Therefcre et
is adviszasble to slan wour texts in such 2 w2g th3t the uwhole
#lot of the dame is conmsistanty and to find interesting and

surerrising solutions for sng situztion.

Your text datas have to be entered s lists (messases: codectsy
locationzy verbs 3nd nouns):y i.e. teixts 2re ordered and
numbered. Each numtering must bedin witnh 707 (zero) snd Zoas
therouzh to the ma3ximum rnumber of ezsch lict, The mumber 707
(zerao) imust existr 2lthouszh it cannot be used for texts in some
cases. The numbering must be comtinous.

Th=2 reference to 3ane of these texts is achieved bgs divimz the
arrrerriste number =receded by the first letter of the list nz2me

(33 2 ca3rpit3l). Far instance M2 mezsns messade #2 - uwnsicver
this text mavy be. The elaver of 3 d3me will of course rn2ver zet
in touch with these numoers; their onls ~Purrerose 1S in

Pprogramnming the Zame.

Some numbercs have rredefined meamnings in some ca3ses which will
te mentioned from c3se to case. The first element (number C)
has to be used with s=2cizal cares 33 will be mentiored zs well.

w
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Meszz3zZes

w

There is one 1list for 2ll messzagec z2rrearing throughout
the dswe 7rocess. These cen onls be c¢2li=sd from A.F.L.
grograms 2and will never arrear 2utomzsticz2lly., - Don’t
confucse with the built-in messades divernm 1in several
situstions (’The light has run:out’ or the like) which can
NOT be used from A.F.L.

‘Messages 2lways arrecr in the lower zart of the screen 3nd
are meant to describe the da2me or to dive hinmts to the
rlaver.

can be used
none

Number QO (MO)
Srec13]l mesnindgs

*e oo

0

Qtdect=

There is one list of texts (names) for 23ll the ocbdects wou
can see2 and/or manirulate during the dame. These aotdects
are managed by 3utomaetic acltions (U3 st bla e, ¢ » “T'm
carrgind...’ ‘GET’ y ‘DRCF’ etc.) 3md by <Sour PprogSram 3s
well. .

The obJect names will 2perear in tne wurrer or lower part of
the screen decrending on the z2ctioans wou taka., The command
module will 3dd the ‘I’m carrging.,..’ or ‘Visible.,.,”’
headers. '

Besides its number and the rertaining tex any obdJdect
2lusus has 3 locastion where it c3an founmd (’Situation’). A
‘Reference’ to the nouns is diven if it can be "TAKEn ar
DRCFred’ automatic3llz. ;

Tressures = if epresent - must nave their name Preceded
an a3sterisk (’%X’), Evergthinzs else is ortiaonal (Caeritsl
asterisk a3t the end etc,). The riumber of treasures in
eauzsls ‘1207’ MUZST be given correctle witihin the ‘dene
informations’.

Referernce Guide
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Numoer ¢ (00} t canm be wused
Srecizsl Mesnimgs ¢ 07

There is 3 srecial mesning for obdect #9 (09) ¢ It must
be used 3s 3 kind of “1it torch’ or the like., The reazon
for this 1is thst there is 3 counter for this obdect which
will be decremented evers ‘round’ when this obdect (0%

exxists somewhere in the gzme. When this ccunmter (“Torch
counter’) will reach zerny the well Lkrnoun mecsszces ‘The
Ji¢eht vunms . out  iniees v turns’ ar (‘The light has rum out’
will arpecsr 3utomaticaslly 3nd cannot be syrPrrassad,
Therefore if 9ou nave to use this obdect focr scme other
purrose be aware of thic effect and initiclize the ‘tarch
counter’ with 23 wvere 13rZ2e numoer (cee ‘Zenerszl
information’).

Locstians

All locztions 30u cz2nm reach inside the 2azme have their
name tree this nolists Locztians can be trezted
‘autiomasticsllie’ (be giving directions whic must
corrzsrpond to 3 list of ’‘Connectiorns’) or can be changed

be A.F.L. ~Program ststemements if wou wish to.

A locatior within the zdventure d3me is identified by itz
number and zsrrearzs to ~lzger zs 2 short te:xt. There iz
one ‘zctual location’ - 3 number defininz2 3 location where
the ‘rlazer purret”’ isy and each obdect hass dgot its
*location’ defining where it canm be found. Thare iz ane
‘Slarting locaticon’ and one ’Score  location’ - toth
defined in the ’‘gesneral informztions’

The location names will alwaws 2rrear 2t the tor of the
screen (’‘I’‘m iIin @aevsv’ds -IP wou don’t want this sutomatic
header to 2prear begin the location meme with zn 3sterizh
(‘’%’), In ¢that c3se vou must give the comrlete taut
(’¥I'm 3t the beach’)., The ast=risk will riot be eprinted!

Numioer O (LOQ? ¢ DON’T USE

Sepecizl meaninds | last location in the list

Thic location - the lz2st element of the list inderendant
of its 2ctual number! - has the meaning of ‘End of the
game’? Whenever wou reach this »2lsce the screemn colcur
cswitches to white/red., The =<ce2me 1= not over however:
Hzve 4ou eovaer tried SAY YOHO in Firate’s Adventure wihen
guu’re ’‘in Mever MNewver Laznd’ 7?7 Thics can bhe accomrlizhed
‘be taking actions in A.F.L. csince onle the A.F.L.,
commend ‘!'0ver’-will reclle end the z2me,

~d
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For eauivaelent words - i.e. words which will behave exzc
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Uocsbulery

Yau c3n onls dive your commands during the dame using two word
english sentences. Let’s define the first word 3s = ‘verb’ znd
the second one - if it exists - 2s 3 ‘noun’. This results in
WITH beind a3 verb (WITH HAND) or NICE being 2 mounm (LOQOK NICE).

Whenever gou Z2ive 3 command the command module searches the
‘verd’ list for the first word, If it dcesn’t find it (and it
isn’t 3 direction or I) it gives the mecsssde ‘I don’t know how
te +++ something’s otherwisze it stores tine number. The sasme is
the dome with the second word 2nd the ‘nouns’ listr» the messasze

being of course sltered to ‘I den’t knuw wnat 3 Node is’. )i
there is no second word (LOOK,LISTen etc.) actions arme ta3ken 3s
neracl. Ycu can however construcht A.F.L. Pprogram lines which

will rezct to thisz 2s well.

The number of chsrzcters for zbbreviastions (s2e ‘deneral
inPormations? will . result o lists of werhs mnd nouns of that
lenzgtih. It’s up Lo 9ou to make spobreviations uniaue. If words
are shcrter then this lenzth (GO etc.) enter only the full
worde In 311 other c3ses enter the asbbreviatien (IFOQ0 or DROF
derendind an 3 or 4 characteres for z2bbreviations!)

+
Iike others - enter these ecuivalients immediastely followins t
‘main’ word 2nd eplace 3an 3sterisk %k’ 3t the beginninz, Th
character must of course NGCT be entered a3s 3 commandj 1 W
serves the purpose of desiznating ss3nonsms. In Pprogramming onlg
refer to the ’‘msin’ word; the duslicstes are invisible to 2nv
refarernce.

i
s <
b -

2+2.1 Veros

Yarbhs - the first words of the two-word commasnds - =
us2d to select one srecisl ‘hillacik © g0t (AR LU, line
leading to the desiraed effects if gou construct the
lines 3ccoerdingly. The number of the vert inm its lizct
the number of the tlock selected. (Dom’t use s=zrnomnwms
block numtoers! The=s will never be eixzcuted.)

iD

(I (I U |

w N b .
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Nuaber 0 (NO? DONT’T USE

.o oo

Special mezninsgs Vi = GO or the like
V10 = TAKE or the like
U1i2 = DROF or the like
2.2,.2 Nouns

Nourns - the second words of the two-word commands - zre
used to select one or more lines within the blaock of
A.F.L., #rogram lines to be executed. Yo' c¢z2n  Et3ke . the
actions wou want to in these linesr derending on the
command., It is possible” "to ‘"write'"dines = TOr 3NY - MOUn
{esrpecislly useful if no noun was gsivern).

Number 0 (NG} t DONT T USe= .
Seecisl meanindgs : N1 = NORT (Norths for GO NORT = N )
N2 = SOUT (Southi for GO SOQUT = € )
NS e = EAST (Esstis Yor GO ERAST = & )
N4 = WEST (West 3 for GO WEST = W
NS = UP (U= ¢ for GO UF = I )
N6 = DOWN (Iowrn *# for GO DOWN = D )
N17 = INVE -
(Inventores for TAKE IMVE = I )

Since nouns aoftean refer to obdectz (mentioned 3bove) there
is 3 list of references (for evers obdect! which nmoun: "1if
one 7). This list is onlys needed for ‘sutomatic”’
TAKE/DROF zctions.

2.3 Cruss references

Some t32es of lists mentioned earlier 2re needed to give 211
n2cessary information for the danme.

e e s | Rgferences

As menticned zbove 3 reference hes to be given in ordar to
3ccomrlish ‘automstic’ TAKE/DROFP actions, So if gwou dive
a8 noun the mcdule locks ur in this list what obdectz vou
could have meant and takes the 3ctioms needed. It . 1is
rossible to 3ccess sewveral obdects with the same noun?
The fircet obdect that fits will be used.

Feference Guirde Faze 9
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ADVEMTURE EDITOR

It should be noted that 3ll actiomz vouw take within the
A.P.L can NOT maske use of this tacle. You heve ta chnechk
for the existence of ang cbJect sou want to refer to.

So if for examele gwou give the command TAKE (N13) or DROF
{N1S) the command module will first check whet obdecis can
be r2ferred to by NiS. If there is (a3t least) orne of
thems it checks whether or not the rlaver is ca3rrzing it
or if it i3 visibles resrectivelw., If he hasn’t dot taoo
much to carrg (if TAKE +eo iz entered) .the arzrosriate
actions are taken. So im this =2rocess the followinz
‘automatic’ messasges could occur?

’LI’'m not carruing it’ C(DRTP)

'l alrezdy have it’ (TAKE)

‘T don’t 3ee it here’ (TAKE)

*T/ve @0t too much to carr3s’! LTAKE)

’It’s besend ms rpouwer Lo do that’

iJ

(Na reference found !!)

Note: Seecizl e2re has to be tzaken in yYour A.F.L.
rrogrzam 1in order to let this work srorerlyg! .

Situation

As mentioned 3bove there is 3 locstion for every cbliect 3t
anz time. Since this list will vary verwy much during the
dame it is simply c3llied ‘situastion’. There are by the
w3y two lists which 3re identical a3t the bedinning of the
play! one of them will be 3ltered during the damer
wheress the other orne will be wused to imitislize the
situation a3fter 3 d3me recstzrt or at the beginning. It
3lso serves for special A.F.L. statements checking
whether or not 2n obdect has moved from 1its startinz
position., Note that sou can enter only one list - the
starting situstion. i

In the ‘situation’ table LY h3s the srecizl mezning of
‘doesn’t (get) exist’. Furthermore an obdect c3m Dbe
‘Carried’ which is also 3 valid location. All locations
diven 3re of course the starting locaticons for ams aobdect
which will be 3ltered during the dame.

Referenc2 Guide
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Cannecticns

You have ¢to define im which wayw ¢the locatiens are
conn2cted b mesans of ‘obvious enits’. If this 1s' dane
woy can ‘GO’ there by entering the direction.

This list coaonsists of six location numbers in the
following order! North(NORT) = South(SOUT) - E=zst(EAST) -
West (WEST) = U2 UP) - Dcwn(DOWN). If  there . is no
cecnnection in one directione enter LO 2t that =rlzce.
Bon’t confuse the plaver oy 2iving connectionrs winich wan’t
return him ¢to his stzrting =la2ce when using the reverse
directinons unless gou want to reacih srecial effects (2
maze for instzance).

£i<3mple o Logataen 1 . (LE) S+ el LITLA-LO. LS Lb. mesrns :
From L1I“SCUTH is L2 » EAST "is 4 » UPsis LS o .DBUN 05 L&

Gener3l Infcocrmation

Some information which doesn’t make ur 2 1list is =gathered
here., Thes =2zre rreceded 0y the nautral ‘®7=s32r" " to
indicate numerical wvalues.

- Number of obdects =30u canm carryd,

This v3lue is checked for ’‘3utomatic’
TAKE/DROF actions and cam be chnechked
(crtion2l) when picking ur obdects in
Jour A.P.L. Prozram. ;

Error messase

*1’ve 40t toao much to carnrg,’

- Sterting location. Location number where
the s2lager will start the dzame.

- Number of treasures that mzske out 710077,
Remember that the s2me i3 aver for < Score
100%!' If wou enter ‘0” (zero) heres don’t
use treasures! (and vice verss)

- Lendth of sbbrevistions (2 or 4 in the mocst
casess m3i. value is 9!)

- ’Torch counter’ starting value.

This is 2 value of 2 byte lensthr max. 327467.
For c3lculating the total multirle the first
value (bgte) be 236 3nd 23dd the seccnd ane.
If wou don’t use 2 lamep 3t 3lly enter 32747
(3127 3255=2127:1:2%46+2535=32747)

- Score Location. Location mnumber to dgather wour

tressures (Remember? Cblects beginnming with “%x7),
Uhen the statlement !“Score iz executed, the
number cf trezsuyres in this locatiom is checked.

Guide Fage )i
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Internal

()

Some information withim the dZzme wnich ics ‘save’d and ’‘lcad’ed
is not obvicus tc the plager, This information i3 meaninsful

onle to the A.P.L. rrogrammer 1if he decides to use 1t. It
cannot be ‘printed’ or ‘listed’ since it exists - only 3s an
sbzsircet ides. This backsground informstion mekee the Zame seam

‘clever’ or ‘witty’ howevery increasing the Jow of the eplzager.
2:%:1 Rlags ¢ F .2} .

You c3n use Bit-flags (set/reset or auere) to indiczate
certain dgame states or to initislize certsin actions.
Flags are 3lwaws imitislized with ‘07 (re<et) a3t thne
beginming or restart of 2 dzme.

You czm use 22 fladgs (FO throush F21), with eredefined
meanings for F13 3and Flé.

Fi13 hes the meaning of ’(da=z=)lisht’ (recet) cr
‘nizht/dark’ (3et) uwhich will result in the scr2en cclours
black/d3reen for ‘lisht’ or whites/blue for ‘dark’, If it’s
‘dark” (F13 Set) the command modul2 will no longer diseplaw
anething visiblie. This will be overridden tg 3 visible cor
carried 0? if the ‘torch countar’ hnas not vet resached
zeros which mezns that 3 “1it torch’ will illuminste the

surrounding. Thiz must be conmcidered in the case tnz2t 0¥

is NOT used with thzt sepecial meaning!

Flé6 is set oy the command maodule if Jdurim2 the dame the
1Lit taren (utich i3 0% nas'"' “run-"out of T fuel. (toreh
counter is =zerac). You c2a2n then take the 3seperrarricte
actions., Have in mind the effects described 3bowve!

2.4.2 Counter ¢ # )

You can use counters in the dame to count 2ngthinz sou
want to. All “ealculations ara /‘dene with 8 " ‘current
counter’ which can be menirulated (disrlaz, 3dd, subtract,
sets comp2re); within the A.F.L. ¢+ The valua of a3nz of

the counters may be from -32748 to +327475 the
calculation constants within the A.P.L. ma3y howewver only
be rositive values from 0 to 2ST! Thiz mae result in some

problems Lut cznnat be 3ltered,

"
)
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You can slco exchande the ‘current counter’ Wit ione  of

the six ‘2tored counters’ $0 to 33, Note thzt tihece
carinot be inmitialized 2t starturi sou  will sve tc
initislize them wourself with an aereroerizte A.P.L.
construction if this is nececssary. It 1is howsver not

ro03s5ible to compare the value of two counters.

Don’t confuse these counters with the “toreh counter”
mentioned before which 1is wunder totsl comtrol of ‘the
ccmmand mocdule!

2.4.3 Locations stored

You c2n store ue to seven Loczestionzs LO through Lé

whici
will be ’s3ve’d a3nd ‘load’ed with the dame. Yo can
exchange them with the ’‘current locztion’ any time <ou
like Prom A.P.L. . The purpose of this is not so gbvizus
hut can be wused by clever srozrzmmerce to 2chisve csracizl
resultis,
Don’t confus them with the loeaticens i *he list! Bl
LS can meann one cf the staored locsticns QR ome of the list

elemenls derendinz on the A.F.L., statement.
Extre screen

Th2 entre screen sprearing at initisl startupr ics rnot of = hiz
imrortance to the d=me. It serv2s however 33 3n introduction +o
the »laot a2nd for corerisht riotesy so that it c3nm be entered
here. Ncte thest the la3t two liries are recerved for the Editar
Cocre2riznt znd cz3nnot be altered,

Adventure Frogramming Lanmzfuage - ALPLL.
A detzsiled descrirtion of this interesting ‘eroZr

landuate’ will " faollow in the next chsrter of the referenc
2uide. Here 3re zome denerzl remarks:

D In

The leogic of the dame is written and stored in intermedis
languzge which hez to interrreted during the =Zame. This sim=
l3snduzgde designed for a3dvznture erogrzmming is. epart of t
sdventure command mocdule. To m3ke it re=dz2ble short mremoniz
were develored which are very claose to the actual meaning. Not
that these mnemonics have not been found in the command modul
but are p3rt of the EZNITOR-ProZrzm which will convert it ta th
tokenz for the advernture game.

v
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Lan3uage ztructure

The mzin elements of this lzngusze are!
A) Conditional Stestements
B) Actions (coancs2quencs)
C) Lodical Stataments
(IFSELSESRETURN)

The Pprogrzm 2ou wWwrite is divided in ’‘olockz’ eacnh plock
consisting of ‘lines’., This means thet a8 Block is first
seiected, and thenm 21l lines 3re checked for ‘validits’
and executed, 1P vw3lid., "This'econtinges until the “black
end’ condition is fulfilled. Onls cne block cf limes can
be executed 3t 3 time.

Ezch block i3 selected by 3 ‘verd’ ({excestisn.  block 02).
Eacn line owns 3 fvalidite’ hesder indicztins the
conditions for 3n executiaon of thisz line. T cnvsiid the

stataments of this line are exdcutad aore be gne until 3
IRZTURMN is erncountered or one one of the block ending
statementzs (!Qvers !”Scor2 1007Z) is executed.

The vzliditg hesder is the mumber of ncun or zero in 311
tlocks but block =eror and 3 erobs3bility from O to 100 in
block zero.

Within 3 line wou can use nested IF (THEN)/ELSE structures
to 3 lavel of Six. . Be caugtious 'dn ‘using. - IF - without 3
conditian! '

What wou can NOT do in A.P.L. is - comr3red to RASIC -
- Jumes

- Subtroutines

- REMs3

- DATA Stztements

- Yzriables

- 2nd so on

Reference Guida
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2 continuous actians
Block #¥0 1is wecuuted z2utoma2ticz2lly each time wou e2nter 2
command 2fter chechkindg gour command inzut., So 1he Ehas
prodgrzm block wou will rlace 311 3ctioms that have to be
erxecuted without redard to the 3ctuzl command.
The ‘velidite’~-hesder 2t the beginning cof ezch line meznsz
a rrobspilite Trom 0. ta,. 100 2’9 so that limes can be
secuted not everw ster. The! rintecnals RNE  furnctiar is
used for this purease.
RiEtninnalockaaQ st lines =zre eoxocuted (with their
resrective Pprobabilits)’ thic means that the onle “blaock
endinz2 conditions’ 3re the executicn of the stataments
ti0ver? orplliSzores.with 3 result of 10Q%Z.
S commend derendant 2ctions
All other blocks 2re enecuted derendinzg on the rmumber in
the ’‘vert’=list., Remeaber that only L verbes rc
S¥MHONSME c2n  have AP, blochks! ThelEDITDR doez rot
allow to build a black for such verbsy but Sou .can,.' trick
bim out be 2ltering the verp list later on.
Th° ‘validity’ hesder for e23ch line i85+ & craun numoer
without NI) s Tzt a3 line 1is eiebtuted far.a well
def:ned cambinaticn of verb and Mo e that 3 fion ome
‘command’ . Yol can hasve gevarzsl lines for one commsand:
but anle one can be totallu executed,
The ’‘block ending condition’ forn. these. blochks is the
*suycecessful comeletion’ aof 32 linme, Thiz can be:
- 2 IRZTURN
- 3 1'Carre which iz NOT executed (1!)
- 3 Statemant ‘!0ver’ or “!’3Score’ (100%)
A header of zeru indicztez 2 lime which will be executad
redardiess of the noun given f(esrecislly no mourn =2t =z11)
so that vou cem use verps intra2nesitivelw:,
Guide faze 15
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I? you combine ncun-numbere and the rnumber zerosy be 3uare
of the effect thet 2z2ny ’‘succefulls comerleted’ lirme end:z
the block! Therefore 2o Wwill rlzce those 1lines 23t the
end of the block in most csses.

Actions taken by the command module

Thare i some ’intellizZerc2’ built inm the command module which
noeeds interrreting souw ALF.L. Frogram. Thias Wil rezult in
‘automatic’ actions in most czcses» todether with the zr2rozrizte

messa3g23s3.,

You must be! aware of this when wWwriting =our erceram. A

‘sequence schedule’ will be <given 3t the end of this chaeter
Yitich will exelain in detzail 2ll rossipole comtinations. Use

that schedule whenever in dcubt sbout the sctions!

2.7.,1 Directions
Directions ca3m be entered 3s 3 single letter command or 3s
GO ¢(Directiaon). The coam3and module will accert that and
take the 3peprosriate acticons. The messades ‘Flasse dive
me 3 direction 3lso’” » ‘It’s dansgercus to move in the
dzrk’ or ’I Pell doun 3nd bLroke me neck’ mew result from
this.
The list of ‘connections’ serves 3s 3 ‘mas’ for thesea
actions.
If G0’ is used with some other noun however sou must care
for 3ll necessarg 3actions in A.P.L. Block 1 gourself,

2.7

v2 zutomstic TAKE/DROF

The 2utomatic TAKE/DROF 2actioms have been discuszed
earlier. Since these 3ctians are taken AFTER comsleting
the A.P.L. blocks some sepecial effects have to be
cansidered.,

14 . Reference Guide
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The conditionm for the zutomatic TAKE/LUFROFP sctionm iz that
this very 3ction has not beenrn tried/snd or comelotad 1n
the A.Psl., hloek. - Ifians one line (for. that ,moun) hsas
onlz been begun no further 3ctiorncs will be tzken! In SRzt
case - if rnot wet succezsful - the buwilt-inm mecszaze 1

can’t do that wet’ will ssrrpear 3nd rnothinzg will hareen.
2+ 758 Lignht

As mentioned 3bove wou cz2n determinme whether 1t is “1lizht’

or ‘dark’ by -recsetting/satting F1S (Fiasg LS 2w The
conseauences of thiz are obvious. Keer in mind howaver
Ehat this Flag is domimnated bs tae | 4lit- tapca?d ,0F: 5
this obdect is' carried crwisibler it will te lidht =)

(U
(1)

2y
thoudn F1S is sety in case that the ftarchs Coucter’ b
not set rezched zero.

Furthermere 3 “1it torch’ or the like is manadged b2 the
command module 3nd will resul® in th2 messzzes 'The Llisint
PUnS 0ut in e turns fror  2The “Light  haseinun outts i
necessary., You czanmglt suPpPress these mezsassesy out =sou
can ask if the lame is etill 1it (Flé Set), Otherwise it
is up to wou ta tske the.sctions reauinred (let the ftorci’
"vanish or some cther effect sou have in mind),
2:.7+.4 The End of the gaeme

Bhen thae rplacer i3 ‘dezd’ wou cz2nm uwse the built-in fezture
of the ‘wnitefred® ‘seraden “sterrzutting fahim, 1 the ‘lest
location. Trhe command module will then switch th2 colorsz,
This can be 3scnieved by executing the command “!I‘m Dezd’
in #B.FP.Le

Thiz is however not the End of the game! The plzs cs3sn =
ern 23 naormzly if gou decide tg let nim qut of “lIimng’ in

Soue wae's.

The rezl znd immediate end of the dzme 1is 3cniaved ©
executing the ALP.L. statament ’1Q0ver’ . ihig Wil
result in the messzagz2 ‘want to sl3s this z2dventure zz22ia7?
with 3ll 7ozsible ccnseruences.,

- Lo E ' -
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The zcreen color 2nd other actions derend om two flass
that sou can set (but not reset) from A.F.L ¢

- Flag Dead | will switch to white/red.

- Flag Uell done ¢ will switch to black/sellouw.

Note that the same effects a3s with 10ver’ can be
accomrlished when the statemernt ’‘!’Score’ is executed with
3 result of 100%Z !

Gsme seauence schedule

A 2ame 1is 3 cuclic =rocess which is »3ssed through every
time a3 cammand is 2ntered, A graficzl descrirtion hnelrs
test to understand how it works.

Possible messsges are indicated g 3 () 3nd mean:
(e) ’1 don’t krnow how to .+¢.. something’
th) ‘I . daon’t kaoaow what 3 sess 1S7

() “The licht runs fogt in' .. turns’
(d) ‘The lisht hss run out’

(e) ’‘Please dive me 3 direction 3lso’
{£) ‘I canm’t sa in that diraction’

(¢) ‘It’s dangerous to move in the dark’
(h) I fell down 3nd bBroke mg nechk’

(1) ‘1 cam’tida that uebt’

(J) ‘It’s tevornd me power tao do that’
(k2 ’1%m . nat cavraing 1t°

(1) I don’'t se=2 it here’

(m) ’I 3lreads have it’

(n) "I’ve gat too much toc carry’

(o) ’I don’t understand sour command’

Feferernce Guide
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FPOBTELECLLEL LTSS ETE PSP P LS PR SR PSS TP LSS LSS ELE & d
Frograzm start o

Initizli=sation ot
Flags»Situation etc.
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|
|
|
|
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|

-<"-0ver---"Block 0 AOPOLO
T
show Location/Obdects
I
e e ————- -
I I
‘nat snell” I don™ (3)yCh)
I I
Check verb/rnioun=--=--Error=--=r-+4
I :
count 02 (ec)id)
1
(GOYN/S/E/W/U/ Nl=m==—- QR ==(z2)==1=
0= IError
I t====(2)(f)(R)==>
I
Rlock A.F.L.,
-l m=m==Qyer=-=- CcArr.verp —----- RETURN=-=====-- o
T

Arne one line I
bezun? ————————- Yeg==(i)=-=2=+

I i
TAKE/DRQF P?====-- Mo=-==(0)==2=+

I I
TAKE/DRCF zutomst.---0QRK=-====-- -t

(e e el e el e e e e e e e o

$mmmm—==Zrror==(J) (k) ==l=4%
(1) Cm) ()

o o A

————————————————— “,—Jl-
I
rlew 3gsin T=s=—r— S e e e -
I
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3 ATUVENTURE FROGRAMMING LANGUAGE ‘A.P.L’
The ‘pFrodramming lzncsuzse’ AJF.L. {Adventure FProzsramming Laznzsusse)
- don’t cenfuse with APL, 2 ma2thematicslls aricnted nizn level
lzngugsgs - is 3 specizlity of the Adventur2 command module.
Internzlly tokens - 1.2, 3 buyte code - 3re used *to reepresent the
commands in & similar w3agw 1like in BASIC. Since thece tokens are
vere confusing thes will have toa be tramnslasted to ‘mremonics’ im
order to make them readable. Thiz hes been done fdér the EDITOR
#rogram so that ¢ou ca3n read 3nd enter A.F.L. FrosSrsms Quite
strzightforward., - Most of the mnemonics will ha ve to be comerleted
0y 2cding aoane or two ‘Ppa2rameters’.
Knowledze of A.F.L. wa3s 23thered in snalgzing the built-in A.F.L.
intererater cso that eversthing should wark fine. It must however be
ztrecszsed that thare 3are <csome fzults 3rnd mistzkes Wwithinm the
Adventure commend module wnich make prosramming somewhat caonfusings
esrecizlly when using IF/ZLSE constructions.
Sinca A.P.L is 3 landusade desidned sepecizlls for 3dventure 33mes 1%
cagn in no w3y be comepzred to zng other existing lansusze. You will
simpls have to learn aud 3ccert it 33 diven.

e
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I R R e .
el QLPUCVITES

It hze been mentioned before that the structure of
prodgram i< ‘blaechs? and ‘liness’. A disggram will
clearlyg engudhi

Bloeh Ol e S s A n B s =t s A - =
ILine CO9l) RATT s e I

ILine (D92) P ivonosossse i
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(¢ = probabilite value)

Bloghk 1% iy te—e=m e s e s s e +
ILihE (1’1) N:vooooo' I
ILinen« £ilo) NIn fenpiin s oo I
ILine £ o3I N Ve ) I
ILine (1'4) MShe 2 iopie sheie te Bl I
Fnsctdse i
R L L e LT b +
(N=Moun %)

Block § 3 deegerreammpsarsenmreanssons &
ILirle (591) S s vy o I
ILirle (592) N vwpoooeononrve I
ILlne (573) N:ovo I
I ctd. I
T B +

(N=Noun %)

There are no blocks for verbs 2:3 3nd 4 in the exzmz
As c3n be seen it 1s possiole to write blaocks with
numbers of lines and to write 1lines with differen

X
{numoar af staztements). The ‘arder. . aof1olineslin a
norm2lle of some imPportance for correct 7roz2rzm exsc
is houwever determined a3t execution time which 1li
executed by checkindg the ’‘hezder’ value of ezch line
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ADVENTURE EDITOR

Blaock #0 - contirnuous actions

301»1.01 Tasks

Rlock $0 iz executed crnce evere round of the #21l3¢ <o
tihhat =ou should 2raodram here 311 the 3sctions winicn must
harren inderendently of 3 commznd.

3v1.,1.2 Prchebility vaslues

The ’‘hesacder’ of esch 1line i3 3 number from O throusgh
100 indicating the proabadbilits Lin Ll withrsuhich Ethis
srecizl line will be executed. A v3lue of O (zero)
will result in no 2xecutiaon 3t 311!

341.,1.3 Crderind of lines

There is no definition 3s to the order in which you
arrande 2304 lines in this blaock. You must however
concsider the logic3l interconnections which mage result
in 3 well-defined orderindg of vour eraodram lines. For
instsnce if 4ou use 3 flsg bte sure to have set or reset
it befaore!

3+2.1.4 Finishind 3 line

You c3n end the execution of one lime by executinz the
statement ‘IRETURN’. The next line will then be
executed with its resrective ~robsbility. The <sa3me
effect will result from executingd ‘!’Carry 0’ when
this sction results in an error!

'Over 3and !’Score (1007%) will even stop the execution
of the block a2nd end the game.
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curresronding actionsz here. FPaw special sttention Lo 3
carrect relation to block %90,
301’202 NQ'Jrl '&
The ’‘header’ of ez2ch line rerrecsentes the numcer 3¢ = °
noun from the noun lists or it isl L@ (zero). In the
latter c2se this lime will be tecuted inderendentlz of
tne noun diven i.e. it is 3lwszs exacutad.
Therefore such lines will be fournd - if theg are wused
at® alle = at the end..of 2 . blaeck, In 311 cther ‘eczses tne
line is wecuted i1f the noun Ziven f(onls the ’‘main’
nouns rot the syrnonsm numoers!?) corresrFronds £ the
line header value.
It is rpossitble to uyze the same h2zder value severzl
times in one blochk. Ee however aware thest 2ne lirne
which execute2s ‘successfulle’ ends Lihe execution of thne
block!
3,1.2.3 Crdering of lines

Ag3in the onle reztriction ics that the recults should
m3ke saome sense.

Suide Fase Y

AOVENTURE EDITOR

Plock #1 ff - commeand-initisted asctions

Rlock $ 1is the number of an existing verb which may
‘equivalent’ verb (indicsted b2 an ricgh <p.
There must rnot exist snother verbh witn

The
rnot be an
at its bedinning).,

acé

- - v

the same ‘abbreviation’ (the firet four or so letters)
since in thst case the second occurance would rnevar ve
dztected.
Swilis 2 Tashs
Since the lines 1in these D2locks will bhe eitecuted
Jerending on the command given You will erozZream the



ADVENTURE EDITOR

3+1:,2.4 Finishing a line

Thics will be ¢the same 3s in BRlock #0 e:xcert that the
next line will not in 211 ca3ses be executed.

Any line will be executed either ‘succescsfullg’ or ‘not
syccessfulle’s in the first case the executiaon of the
block will be terminated. The execution of the
statements ‘!0ver’ or “!’Score’ (100%) will immediatelw
end the dame.

The onlyg w3y to end 3 line ‘not successfully’ 1is by
executind 3 condition which 1is not fulfilled WITHCUT
having p3ssed 3n !IF-stztement in that line before. It
is however imeortant faor the ‘3sutom3stic TAKE,/DROF’
action whether 3ang one line has even hedunm executing;
in that c3se that action will NOT be startad asnd “the
messzge ‘I can’t do thet wet’ will arrear if the line
orerated ‘not successfulle’,

A.F.L. Suntax

Aall A.F.L., Stztements 2re diven in both a3 1longd a3nd short
version. The short wversion serves m3inlz far faszt entering of
lines wheress the lond version will - if rossible = be disrlzwed
for zcke of clarity,

The chort version is - in most czses - the lonzZ version striszred
of 31l blanks and nan-c3rital letters.

It mawv haesrpen that lines are too long to show them on one screen
if the long version is used. In these casses the short version
is used if in ‘edit’-mode so that subsexuent editing z2nd
reenterind is paszible. In ‘print’-mode hnouwever the long
version will b2 used 3and the screen will be divided in severzl
suipsequant screens till the end i3 reached.

A.P.L. stzlements ALWAYS begin with either an s ar an

'?r=-gidn which MUST be efresents the auesticn-mark Pk
desizZnates conditional statements wheress the exclzamatiomn-mark
17 is wused for log2ical stzctements (including i1IF) snd for
2ctions.

243 Referernce Guide



ADVENTURE EDRITOR

As fzr 23 =m2rzmeters (numbers) 2re wuced inm the followinz
these are meant as examrles only.s The numbers 7 2nd 8 wer
for indication of 1list elements and flazzs» the rnumoer
‘stored values’ and the number %’ 23 3 numeric value,

In rezlitye c¢ou will have to c3re for 3 correct wuce of

0 M ¢
=2

=
% UV W

numbers. For 1instance if wou wuse MES (ifessage #483) without

defining M4S the sureprising resultz 3re ur to =Zou...

J3:.2.1 Conditionzl statemente ( 7 )

Conditions are rzised 3t thne moment they a2re executed

can either be fulfilled or not. Since 3 cequent

execution of ccnditions equ3als lodgicslly ANDing them,
cannct mchke use of an QR or other losgical ceocrmnections

If any cne condition is NOT fulfilled erosgram e:nec
will cantinue 2t “the 'ELSE  cerressranding.. to the
statemenl executed last. ¢ 1 IL1g) Tt ne 'IF has
erncounterad this me3ans ‘end of the lime (not success
30202 Actiorl'a ( ! )
Acticn statements will rezult in their recsre
conseQuences s< scon 35 thes are executad. This mas
subsequent conditiaonasl statements!
The actionz mey be very different derendinz on
ztztements see lists ncelow.
3¢2.3 Logicvel stalaments
Lozicz2l statementz serve for structurins within one
It is not saossible to branch from one line ta snctner
Reference Culde Fzz
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ADVENTURE EDITAR

3.2.3.1 !'IF/IELSE

You can use IF-structures ums to a3 1level of six (

&Y,

Displays using the ’‘long’ version will indent the levels

arerrorriztely.,

If ang onme 'IF statement h3s been executed

ang

subseaquent f3lce conditiom will recsult in 3 branch to
the pertaining 'ELESE statement - even if this stztement
is BEFORE the conditiom that rsised the fault! Keer
this in mind clearley since vou can essily 2rogrem
loors that w2y which can end the dame. Thre IF/ELSE

differs from the BASIC version !'!!

You c3n hnowever malke ucse of this effect waan
praozZramming carefully., As &2 Zgener3al rule vou ca3n s34
that ans conditian o? that kind must be fulfilled some
time when eixecuted over z2nd over zgzin. Qtherwize the
looc? will be endless. Se=2 the exsmerles divern 3t the
end of this chaester.,
J3.2.3.2 'RETURNM

&) 'RETURMN somewhere withinm the 1limne results in
immaedizte termination (‘successful’). - Whenever an

'IF i3 MOT follouwed by 3 !IRETURN execution will

continue after the !'ELSE statament? onls by means o
IRETURN <ou ca3n cancel execution. Keer in mind that

f 3
3

*1’Carre 0’ which recsults in the m2ssage ‘I’ve g0t too

much to carry’ acts exactle like 3 'RETURN.

Stztements using aobdects

lon2 version short decscriztion
?Carry 07 TEDY Ro Isecarrs Q7 7
?Nat Carras 07 PNCO7 Don’t I carrwy 077
?Jisible 07 V07 I 07 visible?
?Naot Visible 07 PNYOZ  Isn’t.07 wisible?
?Czrryg Visible 07 PEVEZ7 - Do.licarry BO7 or

is 07 visitble?
?Naot Carry Visible 07 7MCV07 Don‘t I carry 07 3nd
isn’t 07 visible?

?Carry e o Do I carry anvtning?
Not Carrg ?NC No I carrey nothing?
7?07 ?Q7 Is Q7 existing samewh.?
?Net Q7 ?NQ7 Isn’t 07 exwisting 7
7Exchange 07 ?EQ7 Has 07 been remavad

from its startindg

Reference Guide




(€]
r)

Feferencea

(&}

Guide

ADVENTURE EDITOR

lozcztion defimed in
tne ’‘Situstion’=listi?

?Not Exchange 07 INECZ. . b3 207 sat iits. starding
- Yocsticm 7

ICarry 07 187 Carre 07 without checkhk

1“Carrg 07 1£G87 CGarrw @7 amd ghech Ffor

maximum number.

NOTE:! Thiz mes react
Tike 3 LRETURN im-c3se
of errcr!

'Visible 07 1907 Pyt Q7 -tor the cuprrent
locastion.,

INot Q7 INQ7 Lat 07 wanish.

; y iv@eiiveto: 0

187 -to-l3 10ZL8, PutiD7,. 3t “laoec,. L3

Q72 o U8 107208 Putl07 te.the locatien
winer2 08 is now.

'Exchange 07 and 0S8 IEQ7038 Exechande the current

locstiaons of 07 20d GE.

-

Stztements using locstions

long version short descrirtion

7 ; L7 Am I st locsticn L7 nox?

?Het L7 TNEZ Am I not at L7 now?

g7 stg r® 10728 Put 07 at loc. L3

| ey L7 Goto location L7

IExchanse L3 TELS Eixchange the current
locstion with ‘stoprsd

locatian $3°
The last  statement referz ¢to fhe ‘stored . locstions’” *h
meaningd af which will Ye defirned bz the Zzme FrCErammen,
NOTES L3 is NGT L3 of the 'lizt!!

1y

Keer Iin mind that this stztement exchernsges ¢zrnd  no%
duslicates) the two values of current locz2tion 3nd ’‘stored
location .«

F33e e,
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ADVENTURE EDITOR

Statements with counters

long verzian short descristion

7%9 7$9 Is the c. equsl to %97

7 ¥9 ?-%39 Is the ¢. drezter than 9
Mot >#9 N>%9 . Is the e. not &r,"than 9
1 %9 1 §9 Set c. value to 9

1+%9 1+%9 Increment c. b3 9

1=%9 1-%9 Dacrement c. by ?
IDigrlay # ID¥ igrlag counter (+/-!)
lExchande #3 1E$3 E:ichenge current counter

with stored counter #32
The last statemnent refers to one of the “stor2d counters’
where3as 3ll the other work with the current counter. The
numeric values rande from O to 293 wneress the counter
v3alue may De bDetween -32743 3nd +32747. This me3ans that
gou cennot check for negstive vzluec of anw counter!

Note that the lsst statement will resuult in exchanmging
(not durlicating) the current and the stored counter!

Ststements with fladgs

lond version short descrirtion

T 7 ?F7 Is F7 set (=1)7

TNot 2 ?NF7 Is F7 reset (=017

\F7 'F7 S8t Flag 7 to 1

INot F7 INF7 Reset Flz2 7 to O
= Inventors ¥ Bt Set Flag for the auto-

matic ‘Inventorg’
(urrer h3lf of scr2en!)

!Nt Mtpw TInventars !NlI Reset Flsz ‘Inventory’

!Flad Desad 'FD Set Flzg ‘Dead’ for
‘10ver’

'Flag Well Done IFWUD Set Flag ‘successful’

For i rgdye e
Mote that onlzs the first 4 statements work with the
user-defined flads #0 to ¥31 winich include F1S/F18 faor the
*light’ aorperation. All other flads are inmtermnal and will
have effects on the screen disrclav.

Refererce Guide
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3.2.8 Statements imveclving ‘macros’

lon3 version snort descricticn
!'T’m Deszd Bkl Set to last locstion
'"Inventory k) Diselze ‘Carrging...’
in the lower screen
reCesrrs hr 14C87 Carre 07 and check
for maximumi this ma=
result in !RETURN and
“Too mden to cepra’
Elmpidt Q% 11as |G T i bt o o e A
imitizlize torch counter
1“Score s Scaray at a“'scora af
160% = VFDwver !!
1Save Game 156 Szve Game etc.
'Wait W Wait sepe,"1.2 sec
!0ver. 10 Ernd of tihe g2ane
3.2.? Statements involving diceplay
-long version short descrirtion
g 7 147 Dizrlzs Message M7
'"Inventory b Dis=lay ‘Carrdging, .’
in the lower screen
IDiselay Vicsible oy Redizelzs uprar scresn
1Disrlazs # B Nis=lzy counter value
'Displag Noun oM Dicerl3a=z Noun Just
entered
1Disalas Noun snd Scroll !IONS ditto? nmew line
1Scroll 1S new line
Inventors 3lwass mesns the ‘I’'m czrreinz .0/ disslzy, If
gou use the flzd4, it  will be shown in the urrer screan
half sutomasticesll=z evere rounds if vwou =2ive the command
171’ it will bs diselseed in the low=2r scree once.
@ference Cuide Fzze =9



ADVENTURE EDITOR

'DY will rediserlay the urrer screen ha2lf comeletely.
m3s be useful 1if vou want to diseclsy what is visible

insteance when 2 m3tch 1is lie andg

Nate that z=ll subseaquent mecszces

the lire ’‘What shall I do?’. You mae find this

sOome C3ses.

will be disslsved

This
for

extindguizhes again. -

3bove

useful in

Referernce Guide




ADVENTURE EDITOR

3.2.19 Licst of statements {(zorted be short verszions)

long version shaort descrirtion
1ELSE 'ELSE End IF
IRETURN 'EN End of Line
I'IF 1IF BRezgin IF
. ?Carry 20 Do I carry anstninzs?
TCarra. 07 Teny Ba 1 _carr«.Q7. 7
?Carrs Visible 07 YO Lo "Fe¥ea'tra 87 ®ar
iz 07 visible?
PExchanse 07 ?e07? Hae 07 been remocveod
from its starting loc.?
TF7 ?F7 Is F7 zet (=1)7
A s e ol S I B SO [
Nt Carry ; T*NE Dorp‘t . I . carre. snethinz?
oMot Tarrg, By TNCO7 s Don’ . I capre Q7 7
?Net Carry Visible 07 7?NCVES? Dom’t I ecarrg 07 3nd
ism’t 07 visible?
?Not Exchansge Q7 PNEQ7 Is 07 3t its
starting locetion?
PNot F? ?MF7 _lIs F7 reset (=0)7
Z2Not o7 TN Am I .not at lee, LZ7
?Not 07 ?NQ7 Daoesn/t 07 exist?T
?Not Visible 07 ?NV07 Isn’t 07 visible?
PNot ¥9 PN-$° Isn’t the ¢c; gr.« tham'97
6,0 T0Z Is 07 eiisting scmewh.?
?Visidble 07 V07 Is 07 visible?
79 73S Is the c. equzl to 2?7
?E9 ?:-%9 Is the e+ g2r: tnen 27
Referernce Guide Szze
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ADVENTURE EDITOR

iCarry 07
1’Carry 07

!Diselas Noun

!Display Noun and Scroll

1Digrlzy Visible
IDiserlzs #
lExchandge L3
1Exchande 07 and Q0S8
lExchande #3

'Flad Dezd

'=>» Inventar:

IFlag uell-Done

IF7

I“Inventory

'T’m Dead
1Init=Q9

Tz

M7

INgt =g Inventory
INet F?7

INat 07

IQver

107 ta L8

107 to 08

!Scroll
1’Score

1Save Gsme
Yisibla 07

'Wait
13$9
1+%9
1~39

ico7
17C07

I DN

'pv
'D#¥
1ELZ

1E0708
1E$3
IFD
¥
IFWD

'F7
g

140
1109

Vit
M7
INFI
INF7
INOT
10
1g7L3
10702

'S
178

IDNS

Carry 07 without check
Carry 07 3nd chach

for maximum

Diserlzs nounr Just
entered

dittos with new line
Redisslag urzmer screen
Discrlay counter v3lue
Exxchange current laoc.
with ‘staored lac.’
Exchanze the current
logcations of 07 amd 0B,
E:ichsnde the current c.
with ’‘stored counter #3°
Set Flzdg ‘Dezd’ for
‘10ver’

Set Flazz for automatic
‘Inventorye’

- Set Flag ‘successful’

for ’‘10ver’

Set RFlae 72 to 1
Disrplay ‘Carrging...’
in the lower screen
Put ta last location
Carre Lit Torch (09)
2nd stert time

Gata Loc, L7 ;
Disrlaw Meszace M7
Reset Flaz ‘Inventaorg’
Reset F7 to O

Let 07 vamish

End of game!

Set 07 te lec. LS
Set 07 to the curr,
loczstion of 0S.
Bedin new line
Scores for 100%Z =
’1Qver’

Save Game etc.

Set 07 to current
locstian.

Wzait ape. 1.2 sec
Set c. value to 9.
Increment c. by 9.
DNlecrement c. by 9.

Reference Guide
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Eiamrles for A.F.L. eFrodrezm lines

Some exz2mrles will show wou hcow to begin sreoZ2remming in A
The examrlez <iven are of course simeplz and sre onlz mez2nt a3 2
cslzrting roint.

There waen’t ernocucgh room inm this referernce guide to discuz:z in
derth one comr~lete d3me with its listing. It is recosmendad
tiiat 2o CONVERT and EDIT one. of the existing dames <oy have
alresdy rplavsed in order to understend ‘Nnow to do it’, A #rinter

will hels wou doing so!

3.23.1 Conventions for th2 2x3ameles

The euxzwrlez of ALFWL. lines c3nnot of course function
#rorerls without the rperitaining listss which haowewver have
nct beernm lizted, So if gou use “Meszsadge M1O’ be sure to
nzve it defined! Thizs - aselises - tao @E@li  eof  the* lists

menticorned.

All lime rnumbers or block numbers zre examelasi  thevy will
3

heve to be cnancged In dcur 2rosrsasm

(U (U

v

If exrlanations are sgiven behind the statementz:s ODON‘T
enter these texts if gou decide to try that line!

3:.3.2 Mescszses
3:.2.2.1 Mecszzges 2very round
Let’s surprose <ou want to nave 3 mecsszze evervy round
with 107 erogbsbilitu. Saolutian’
(Q0s203= 101IM10
IRETURN
IT howaver bthis messzse is o be diven onls iT  4he
plaver is at lacation LSy wou enter:
anice Quide F3ze =3
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(0,20)= 1Q7LS
1M10
IRETURN

If M1l is to be diven 3t LS and M10 elsewheres wou
could write?

(0»20)= 10!IF
LS
1M11
'RETURN
{ELSE
IM10
'RETURN

If M11 AND M10 3re to be disrplazwed a3t LS 3nd M10
elsewheres vou simely skir orne statement:

(0>20)= 10!1IF -
4 -
1M11
lELSE
'M10
'RETURN

All of these messages will be dizrlzywed every round
with 3 erobsbilite of 10%Z. If 9ou =zrefer to nave a2
messaze M10 with 100% ~robsbility if the rlazer 13 3t
LS and 010 is visible (not carriad)s sou write!

(0,20)= 1007LS
?Visible 010
1410
tRETURN

Referernce Guide
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v2+2 Messases diserlazed at command infut
It’s very common to disrpl2y messsades 3s 3 reacticn te
suome ceommz2ndy for instamnce2 LOOK, I.f: wordb. £325. 5. LOOK,
s0u c3n enter?
(2T9»1 )= 01M1S LOOK L B
'RETURN
Now let’s surrose that LOOK WIND 1z to esroduca 2
dif?erent messacge. This ca3n be done usinz *wo limasz:
(N32 = UIND)
(2Ss1)= s2iMlé LOOK. WINDS + M15
IRETURN
(2T,»2) = 0IM1S LOCK e MitS
IRETURN
Anotner exzmele for mecssa2<ges Wwill shew wou how Lo Zrezw
me2ss3ges into sesments wnich can hels in zs3ving mamorz.
Let’s supprose that M1l& is to bDeydissizaved for LIOK UIND
and. differant gsarts of the mezscsge shall rollag
derendinz on the current location.
(22rdid=22I018
'IF
7 2t doculkZs MlE&+M17 /M1
1M1
LELSE
'IF
L2 st loc LBt MIa+MI2/ M1
IM18
1ELSE
{Seroll begin new line
141
'RETURN elze?! only M1s&/M17
These examples have 2lresds zhownm 2 lot ot Eie
stnusture (0P uAwE ol FrOgrsm lines. Tirg o tis thdnk of
more comsele ex3merles gourselrd!
Fz2ze e
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ObJects/Locatians

Let’s surrpose wou want to achieve the followimg recsult!
Whenever the plager carries 03¢ it vanishes and Q10
spresrs todether with messzsde M10. This must be dore in
Block #0:

fQ0:13)= 1007Carre 08 carried?
INot 08 vanisned!
'Pigible 010 010 insteczd
410 Messzze
IRETURN

(4

If gsou want to Prodram the following effect! Whemn carried
03 ’chenses tao’ 01¢ snd 02 disseepears to the al2 locstiaon
of 010 - this is quite simrle:’

£02135)= S0?Carrs 02
'Exchande 08 2nd 010
'M10
'RETURN

"Now 2 more comrlex examrle:! At location L7 = where the

rlager must NOT be at the moment - the obJdectz 01S5,01&% and

017 will ¢turn to 3 new obJect 018 with some sroposbilit=a?

(0»139)= 10!'Excihande LO Save locationm
NEZ new locstion
1IF

?Visible 01S

?Visible 018

?Visible 017

INot 01S

INot 01&

INot Q17

1g1e
IELZE
lExchande LO Rack to the
'RETURN current locztion

Referernce Guide
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Another examrle will show ‘eicking ur’ obdJects., ok
instead of =2 auiet ‘2utomestic’ TAKE 3 mescage ha:z Lo ne
dicsrlaged when doing sor» wouw will hzve to do so vourcelf.
Keer in mind that the ‘reference’-tasble wor't worl fer
that kind of sction! Note! Verh $#10 = TANE
(10,1)= 337?Visible 023
'’Carre 024
IM3S Messzse
IRETURN
Loc3tions will m2inly ssrozr 25 conditions simce most of
the movement will be done be the ‘automatic’ GO omrticn.
If however <ou enter GO WIND or scmething like thaast | e
will have to eprogrzm thast vourself:
(1y2)Y=2 e JITLD rignt " ecavicn?
?Visible 01F oren window etc?
1LS new locsticn!
IRETURN
There was 3n examrle in exchanging locaticrns nefores byt
it was 3 side effact in testimzg for abdects.
You c3n 3chieve interesting recsults by exchansinzg
locations! As 3mn examprle let’s imz2gine 3 game wh2re scme
mzzZic word will move wou nct to orne =lzcey but te the
rplace where vou used that word lzst!
Let V13 be SAY and N4S the ‘ma2dic word’, Besidaces S2 mizzt
be carried for the effact to tske rlzce.
(135,1)= 457Carry 08
lExchancge L1
IM24
TRETUEREM
Remember to initizlize the ‘stored locsticn’ (s for the
time he use2s the medic word for the first tine!
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You will have to give mesnings to the different flags when
writing gour dame (if wou decide to wuse them)., For
instance it is advisable to check for cecrtein comerle:x
situstions in Block #0 3and store the2 result using 3 flss.
This simplifies the actions wou will tzke.

Let’s supPose you want to check for L1775 nothing carrieds
and the existance of three obJectce!

(0,33)= 1GO!Nat F4
?Naot Carrys
iz i
?Visible 02
?Yisible 07
?Visible 013
IF& set fla=
IRETURN

reset flag

You can latar on use Fé6 instezd cf =211 the conditions.
But be cautious: Don‘’t 3lter the situstion later an in
block #0 without updatinz Fé!

(4T3 = 347F4
1 M23
!1Scroll
Wit
IN2?
1Serall
I'RETURN

&)

Anotiher imrportant mesning for (one) flagd is ‘cstartuzr’ You
will Prerhars have to initiaslize ‘stored caounterz’ and
‘storad locastions’ (which the2 command module carnot do
automatically). So gou wuse one flag (F1l) which Ycu set
once and never reset ¢

(0sl)= 1007?Not F1 Stzrtupe
o 1 set

110 Number
IExchandge #1 stored
1$40 Number
1Exchanze #2 stored
IExcnange L1 Save curr.,loc.
L3 new loc.
lExchanzge L1 stared
'RETURNM
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w

ADVENTURE EDRITOR

Ther2 2re zo0 menye rocscsibilities for 2 uze of tlzge that
2ny descrirtion will lzck comeletenecss. Sg this 1z emouzi
for that.,

Counters

You can use . counters for a3 lot of things? wheother the
~lazger ‘starves’ the ‘time’ goes Ly or =erhass gy count
n-g-coordinstes durins =z 2Z2zme. In ¢2ll those czz25 gou
can’‘’t dc without counters. .

Store them to work with ceversal counters. The

initialization rrocess hes been described hefare.,

L2t’s surrose uouy want Lo decremernt s counter (‘time’)
every round armd end the desme winen it reaches zZero.

(0:14)= 100!'Exchznsges 22 Get counter
t=%1 =1
1IF
?%C =07
IMS S
IFlze Dezd dezd
'Qver erd
'RETURN
HELSE else
1Exchange #2 Save counter
IRETURN
When using caversl counters be sure 3lwavys to eixchznse the
righ%t wvalues <0 thast stored counters rerresant onl=s ane
g IF/ELSE

thing! This is somewh3t difficult when using
stetzments. =

Let’s have 3n examrle for anm u-u-ccordinate cz2lculztion.,
Counter #1 = u=-value » Cournter #2 = y-value, reuTwant to
checlk for beth values beind eadzal to SS9 3nd thenm sat 3
(0+,23)= 100! Not F9
1E:xxchanse #1
I LE
73S0
lEsxschnencge #1
1Exichanse 32
'IF
?330
19
IELS=
lEicharnce #2
Guide F3ze I3
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IRETURN
IELSE
IExchande #1
IRETURN

3.3.56 IF/ELSE

There have been some examrles for IF/ELSE constructions in

the examrles. In those c¢3ses no serecial rproblems would
arise since the IF behaved “lodicaslly’, An examerle for
the ‘illogicz2l’ behaviaur of thisz statemenmt will follow.
NOTE ¢ The following examerle is WROMG !! (endl2ss loosr)
(45+1)= 23! IF <Il>
?L4 <R1:
1IF £I2>
?Carrye 06 <B2:=
I1M&S
IELSE <E2>
?Carry <B3>
1486
IELSE <E1:
PExchz2nge 07 = <B4
14587
TEN

Let’s see wihzt hasrpens: If 4<B1> and <BE2> 3re truer <RI
mist be true 3s well (OK.) 7§ if “<B4> is true the line is
exzcuted ‘normallus’. If however <B4 1is FALSE execution
continues a3t <E1> or <E2> derendind aon the result af
<BLxLbt In 3any case this will result in am endlesszlye
logrind Pragram.

Now let’s have an exameple for 3 correct uwuse of this
specizl turpe of IF/ELSE statement. Surroce you want to
decrement the ‘stored counter $#1’ by the v3lue of the
current counter. This cannot be done Wwitn 2n=z simele
statement! Let’s surroce that the waluwe of the current
counter is equal ¢33 or dreater tihen 0 (zero) amd that it
mag be destrosed in thet subtrzactiaon.

Reference Guide
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(13+S5)= b 8 B o
7%0 current ctr.=203E%it
IRETUEN
IELSE RELES -
IExchzncse #1 Counter #1
1-%1 decrement by 1
IExchanse T
1-%1 ditto current counter
%0 =07 Exiti else «<E1x!
IRETURN
This finishes the short introductionm in examsles for
A.F.L frogram  lirnes. Angtning more detailed would
certzinly boost this r2ference guide to its double vclume.
fou zre stronglse encours<ed to try and fimd owt 3gourself
ns

how it wWworks Dy writing exameles and 3m2lwzing existi
g 2

Zrodrams. T g, o U8

yocess Wwill hnel=s <cu tc lasa:

A
"
1

-
[T}
1
1
1.
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4 40W TO USE THE "ADVENTURE ERITOR’

4.1 Generzal

Fzde

The ADVENTURE EDITCR ~rodram is written comrletely inm TMS?900
assemblyg code. Two versions exist at the maoment: HM-version
for use with the 'Mini Memory commend module’ and EA=-version for
use with the ‘Editor/Assembler command module’. Baoith versions
owrn the same commands and fesatures so that orme reference duide
is valid for both versions. In eprogramming however the
restrictiaonz for MM were considereds eszecially the availstle
memory sPpacer 30 that the EA version uses the a3vailable memarwu
cnlz to 3 small dedree. "

The mrogram’will surrort kevboard dats entrys screen disrlzy 2nd
file orerations with 311 3vzilsble rerichersls (Cassetter
Dicskettes RS232 etec.)

Equisrment

The'?rosrams will ONLY -function =rorerlye on a3 TI??/4A 3and NOT .on
the old TI??/4 home computer!

The minimum confifurstion of sour home comruter needed for this

prodram derp2nds an the epraodrzm versian. In sny case howavar <ou

can uce 311 Perirherals vou want.
4.2.1 MM- (Mini Memory-) version

The #&rogrz2m will be furnished om ca3ssette for this
version. Therefore you will need the consale with the MM
command module and a3 suitable cassette recorder 3t the
least.

All 3vailasile standard reriesherals sre surrorted however,

so that uyou can make us2 of diskette files and 3 Frintery
if gou want ta.

42 Refarence Guide
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The MM rseudo file EXFHEM2 (Memory exransion)

3s well. Yod can use this file for fast date
long 3s wou use the MM command module,. This

is surrorted

storzse
mezans

this pseudo-file Wwill of course naot be a3vs3ilsble

Advernture command module. »

[ ]

EA- (Editcr/Aszembler-) verzion

This Frogréem version 1s furnished onmn disketta stor

medium so that sou will need the cansoley

moduler memory exrension 2nd 3t least one disk drive.

Cascsette files are surprorted 3s well so thzt z2a2mes czn
read from cz2cssette or stored there if so desired,

printer sort can be uzed.

2ding snd stzrting the 7recdrzm

EA

startur 2raocedure de2rends on the prodram wversion.

+1 Mini-Mermnovr= version

First be csure to have to have gour MM initizlized
3 / Froceed ) Then the eprodrzm can bz lozded from
using tihe EASY BUG A e ortion. Note: the

memord sesce in Mini Memory Wwill e used ur to

bete so thet no aother srogrzm can be losded!

Yau can stz=rt the EDRITOR erosrz2m oy entering
name ’‘START’ when wusing the RUM’-0rticon
Memorye selsction list.

Command rrocedurea’

AETEREFEXEXRLEEKFTAKEK KKK AL AR KKK KRR KRR RN R ¥ X
X Choice Mini Memorg (3) X
b Reinitislize (32) X
X (Froceed) X
¥ <Quivte ¥
% Choice Easy Bug (2) %
¥ (ang keyg) X
X ls X
x (observe cassetie commza2nds) X
¥ ZQuit> X
X¥ Choice Mimi Memory (3) X
Ed Ruaee G273 X
b ¢ START k¢
XXXXKXKXF¥ :'xuutu-:x:«*xuxuxxx KEXXRXRKLEX XL
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4.3.2 Editar/Assemolsr version

The prodram will be started wzirz the LOAD  AND  RUNM’

grtion af the Editor Assembler. It will be losded oan
absolutet addresses using the lower memory wFansion. Ee
sure to have no other Pprogram in memors when lozding the
EDRITOR.

You start the sraz2ram b2 entering the ercgrom rname
*START ‘. gl

Commzand srocedure!
AR KKK KR E R KRR R KKK KRR KR KRR KR KA KKK KKK KKK

¥ Choice Editor Assemibler (2) X
X Load znd Rum (3} X
b 4 DSK1.EDITOR ° X
X <Enter> X
- : START
',**********X*xt*********X**X***********X#**X#****

Screen decrirtion

When started the standard screen is diselaged. A title screen
or selection 1list was imepassible due ta memcry srace
limitations. As a3 #prodram identificastion the word ‘EDITOR’ is
displaged in the status line followed by the revision MNao.:» 1 iBle
fmm——— EDITOR-=-Rewvl’ in this cz2se. )

The screen is divided into TEXT AREA (Lirmes 1-22) STATUS « LINE

ALine 2a) and ECHO LINE (Line 24). The screen 1is 40

cnaracters/lines i.e. the prodram uses text maode 3s does tne
adventure command module.

The TEXT AREA serves for diselaging and editing dame data. You

Wwill be 3llowed to enter 3ll diseplagstole characters inm this
field.

The STATUS LINE will diserlae 3 messzze from time to time
indicatingd =~rogrzm status. Whernever keuboard entry is =occibla

the 3btav2 mentianed erodram ID will be displaved here.
(/ m———— EDITCOR--Revl’)
44
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Th2 ECHO LIME serves for entering commandz 2nd for echcinz
~romets which a3re error mecsases at the same time. A continuous
'%=full’ disrlay 1s dgiven here 3s well., - You 3are NOT allowed
to enter lowerczs2 letters here since thes arz converted to
urrercase 3s <oy enter them. This serves for simelifzinzg
ocreration by overriding the ‘3lerhe laock’ keyg.

Kegbezrd

Entering text hzs beemr made comfortsble. A Blianlking “dnderli
cursor will asrear on the screen like inm the 3sdventure comman
module.

There is rno auto-reresat for anzs keyy so0 that wou have. to rFush
2arnz kes 25 mane times 23s wou want it to execute.

=3

D

1

oL

43,2.1 Upprper- 2nd lowarcsse

Urrer- and lowercase letters end other dizrlzszile
chaeracters have to be entered the seme wag 25 im ciher
programse. The ‘3lsha lock’ keve will disable enterinsg
lowerczse letters., All characters are dissrlazyed the szme
wey 3 in the ‘Adventure’ command mcduley i.e. lowerczse
letters 3are ’“rezgl’ lowercases 33 scQn 35 ¥ou heve lozded 3
game.

The olc TI?9/4 ic NOT z2ble to enter lowerczcse lettitere 50
for this reasan sou "will wrigt be able toltworw wWwith that

one.
As mentioned 3hove enterinmg of lowercaz= letters is
3llowed only in the text 3rez. All dmewut in the eecho licme
will be disrplzeed =2 wurrercsse. Thiz fezture has ba2n

added for sikrlifging command ineput since 31l commandz za
filenzmes are valid only =z urrorczze words,

(V)

La
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Function hkegs

If cou derress <FCTN>» the following kess will ksvz seecial
mes3nings?

LFCTN» 1 = Delete Char

<FCTN> 2 = Insert Mode

<FCTH> I = Erase Field

<FCTN> 9 = Begin Move to tor
“FCTM>* 8 = Redo Reexecute

<FCTN> 9 = Back Abart entry

“FCTN>» = = QUIT 4 Caution!!t!

<FCTN> E = Up arrow Line ur

<FCTN> X = [own Arrow Line down

<FCTN> 8§ = Left arrow Char right (wrae!)
<FCTM> D = Right zrrow Char left (wrasl)

L4

You can leave INSERT mode the same w3y 3s wou do im BASIC.

The REDO bkew iz imrportant when reexecuting commandss sirnce
Just pressing <ENTER) will be interrreted 33 ‘ne entrg’.,

The BACK bkey will be wused mainlg when 3sborting false
inPuts in the text ar=es which otherwise would be stored.

.4.6 Echo line

Pzce

The ECHO LIME (24th line) serves far entering commands and for
receiving f(error—) messages.

4.5.1 Messages in the Echo Line

The infrut ePromet danerated by the srodram serves 25 error
messade 3t the same time. Whenever the command executed
last was successful a3nd without errorss the GE20K ¢ .
promPt is diseplaged. If however there was saome kind aof
errar or 23 Warning has to be given it will change to 7

ER! ’+ The letters ’:x’ indicate the tuyepe of error that
aoccured last, In both csses tie next command c=n now be
entered.,

Reference Guide
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4.4.,1,1 Error messzsec

.

The letters “x:x’ withim the error—-rromert can have tioe
fecllowing values arnd mesninss:

3434 Meaning

cr Command Error - invalid command

FI Files Error - 1/0 or File error for gszmes
FR Frint.Errar =S Ly rs Tl aY giverag e Tarissinter

The I/0 error will not be
analgzed.,

iD Ident Error - The program in memory is
37 not a2n 3dvernture Z23ame
2) not vet converted

T% Text Evrar - louwercasse etc.,
MC Memore QOverfl!,- (YDF-)mamor< overflow
0 Inde: Overfl. = Number too.big or too

smell (indices onlg)

N0 Numeric Overfl= Number too big
S0 Scoreen Overfl.,.- Screen Overflow
8Y . Syntax Errer =, invelid A.P.L. suntian

' B o Line teco long - A.F.L., line too long or
text after last !RETURN
LA Last line too - last A.F.L. line %aoc
lonz long. (converted dgcme onlz)
IF IF/ELSE Error - A.P.L. error in 1TF/ELSE
structures
RT Return 3zsumsed- Warning: !RETURN 3ssumed
on eng level of ALF.L,

4.5.1.2 ¢+ prercent full messade

ALt thae —emd. af -tha  acha line a3 numoer is dizerlzged
before the execution of everys commznd, ghye - will
indicat2 how much of the 3vasilzble (VIFP-) memaors i3
ocouriad by the z2ame 2t mresent. This messaza will Do
divern onls if 2 (converted) Z2sme hazs been losdad,
Reference Guide Fa2e 37
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This percentzge is deriven from 2n ‘3vzilzble UL*7
meEmory sepace’ which fHhas beesn chosen a3 to emsbls d:zts
storsse on disketts medium. (i.es wuPp to »37230V). The
sdventure command module however will accert fileaes
longer than that (ur to >3A98V) which will ONLY be
Ppossible on c3ssette storsze medium with no diskette
controller connected.

Note! this can lezd to the effect of mot beinz z2ble to
losd future games witn this =zrogrem and - by the wzsy -
not from diskette within the z2dventure commamnd modula.
Games of that kind will how=2ver not have been written
by means of the ADVENTURE EINITOR., All games rFresentls
availzble (12 d3mes) do not exceed that size asnd can be
loaded snd editad.

Exzmple!
KEKKEREEKERRERXKE KR KR AR KA KKK E R KKK KK KK

F R e ERITOR~--Rawvlik
X gK: E : 9S%K
FXLEERKREREKERRRKKKRE LR RKRRKKRKKKRXRKXR XK KKK
---------- A o% of the memore occuried !

Commznds in the echs line

Commands sgiven in the echo line mas be rreceded by blanks

whicn will be shiepred, Within 3 command blanks a2re not

allouwed with the excertion of 311 file commza2nds.

Commands consist of an uprercasse letter anmd exteansions.
Endind ~rogram execution ( Q@ )

In crder to end erogram execution eProrerly enter e i
This will close ans oren eprint file wunit, Geme dztz
stored in VDOP memorz =2re lost after  execution aof ' thicz

commands sa be sure sure to have them stored before doing
sa!

Referernce Guide
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Examele!

AR EE KRR KRR KRR AR KRR R KRR KRR KKK RKX
-mrm e c e c e e e r e m e == ====EN[TOR--RevliX
X OK: @ g T A ¢
PSSP LS PP ESS S PP PSP ELOESPEPEE LSS S S

File commands

All file commands require 2 valid filename w

hich mse be
the filename of any valid eperirhersl (see imstructions for
gour rerirneral(szs)). A blank mucst be entered followinsz
the commend (IsFyF) 3nd ereceding the filername (for

instance ‘1 CS1’)

Whern using the MM version of this #rodrzm sou c2n make wuse
of the pseudo-file EXPMEM2 1if gouu have the mencry
exm3rz2ion cecnnected to <gour home comPuter, Thniszs 2nz2blas
fast data storzge and retrieval as lonz " ss the MM is
orerating, Be <cure to have stored vwour gzmes on cacsszttie
before removing the MM or suwitching off <our comruter!

Whenever gou use the cassette medium (
usual oreratind incstructions will 37r
fullowed.

If during 2 file oreration wundefined charscters will
sre23r on Lite screem  this is not fatsl as long 3 they
diczrresr 3t the end of thet creraticon. If however vcu
decstroze the chzracter set by loadimg 8 BASIC eprogrzsm for
irstance vou will heve to restz2rt the ENITOR,

Mote!: Due to an error in the interns
n3c come to 2 system cor2en W
names. When this herrens 3l1 d
comruter has to be switched off =

& 1 file routines 1
en entering invalid fils=2
tea are last and ‘wowuy
d omn 323in.

w
1
1]
La
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4.8.4,1 Losdind advernture gamees ( I )

The ‘I’ command followed by 3 filemnzme will load z Zzme
from thet ferirnerzl to VDF memory. Ang Za3me currentl:
stored there will be destrovzed by thet oreratian.

After lozdind the da2me the ercdram checks for 3
correctly ‘converted’ <z2me z2nd returns amd ‘ID ER'’ if
this check fails., If a3 file or I/0 error wWwill occur
durins the lozding oreration the messasge ‘FI ER!’ will
be returned. In that case check the da3me imn memory
- if wou want ¢to use it - since it m3y have been
(partliy) destrosed.

Examples?
AR R KKK LR KRR Y KRR R R KK KRR KRR RKRKRREKKRKK

e e - - ERITOR-=-Rewvlik
X OK: .. I. 651 X
X OKk: I DSK1.,ADVENTURE X
X OK: I EXPMEM2 b TP
AEERKKEEKKK KL KK LXK KKK KKK R KKK KKK KKK
------- (1) MM with mem. exrz3nsion onlyg !!!

4,5.4,2 Storing adventure dames ( F )

You c2n store dgames on 3ang rerirherz2l using the command
‘F’ and 3 valid filename. '

Ang stored (and converted) dame m3y be stored on 3any
perisheral.. . If a3n-~- "1ID ERV? is returned for thzt
command the game was either not yet converted or there
w3s no dame at all. A ’FI ER!’ (File error) indicates
that something is wrong with the =merirheral gsrecified;
the dame has NOT been stored or chanded in that cssze.

Examerles:
EREEKREEREK LR KRR KRR KA RN KKK KKK

b e ettt Bl B EDITOR--Revlk
k3 OK: F €31 X
x X+ F DSK1,ADVENTURE X
x OK: F EXPMEM2 x€1)
PP P FEES TSP EL S LSS RELSS LSS PSP ISPEE T F 'S4
------- “1) MM with mem., exePr3nsion onlyg !

Referernce Guide
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4.8:4.3 Orening a3 2rintfile ¢ P )

Usirg the command ‘F’ with ame valid filename wou will
OFEN 3 e,rintfile on that rerizhersl., Any disrlay
resulting from 2 ‘!’ commamd (see below) will then be
directed to ¢that file inmn #rarasllel to screern cutrut.
This will contimue wuntil vou close thet file wmit.
The file is oremned 25 & SEGUENTIAL,DISFLAYVARIARLE
80y0OUTFUT file. The first 40 chsrascters of zne one
lire will be used however for taut cutFut, = - Potl - ara
NOT 2llowed to srecify CS1/CS2 or EXPMEM2 35 2 =rint
flle unit,
after oreninz this file urii t the nez<er
'-Proceszed ose WEIAMO ADVEINTURE EDITOR-" wiil e
rrinted.,
The, »rinl filsa uaidt. will e TECLBSEd i cone v of the
fcllowing cases
) List rdle. Errer.t. PR B .S
8) *I‘ oar. ‘F’. =~ commsnd even-if
this will result inm 2n error.

c) ‘G’ command - put NOT when the

AFCTN>= (Quit) keg is wused 111!
This me2ns that .¥You can i1ssuye the command ‘P CLIZE
whichywill ‘result ig. . 2.4FR ERL’ T A clocse th=
erint file unit.
Examrles:?
FOF AR EEELEPEES LSS CELEEETEFEEFETECEES T EER 4
D et e e e e e e e e EDLIRAR==Revl®
X OR: P RS232.BA=500 X
- - OR: P DSK2.ADVU-LIST E
X GKs: P CLOSE X (39
BRERREEEERLRER LR L EXURAKLEXR TR R XX ER PR LR LXK
---------- ¢3) will resylt in 3 ,.FR .ER!

thyis clazing the ftila wunits
ide Py oyt
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A
SRy

&,S Dats manirulation

There are comma2nds for eacnh list =sou csm access., Thesze
will have to be modified derending comn the scticns =2ou wznt
to t3k=,

4.6.3.,1 Ligst selection

Y
o
-
o
n
y—

The dzta manirulation commands 3re sinzlsz c
letter commands derived from the list names®

- Messzges ( M )

- Obdects ( O

- Locstions ¢
= Mapbs ¢ U )
~ MNowns 6 N )
- References ( R )
= Situgtion! (13 7

- Connzctions ( C )

- NP ale G A0

- Gerier3l Information ( G )
- Enbtrye screen { E )

)
L))

4.58.5.2 Using indices
Dirsctly followind the letter =ou will denerz2ll 2
tc serecify one aor two F3rameters. Two numbers nzva oo
be sera2rated using 3 comma {("»”).,

- Edit A.P.L.

- Edit other lists
- Disrplze A.P.L. Block#(from)s3lock$ita)

- Disrlag other lists Element¥(from)rsZlamenttita)
The ccocmmands e (Entre screen) and ey {Ganmersl
Informetion) meed rno Fzrsmeter 3t 311,

Block#$sy Lirnet
Elementt$

e 9s *o a0

Exameples?
b GG FHPEPROCREGGD LRI RBFPREFC I C PG T RE DS R & &P

e e s e e e EDITOR--Revlx

b 4 BE: E 797%%

X oK MO 707%5%

X OK: Al,2 707%%

4 OK: 2N 707%

e GR% 1809100 TOLEX(S)
X% OK: 10,109 70%%(5)
(PP L EL S EEESEE L EEEE LTSS E LS RER R S S $ 4

---------- £3) amd (&) are idembicsal

) Referernce Suide



Fefarence

3.

o

ADVENTURE EDITOR

e

izt Ll

vJes Adding eslements %o

m
n

A leading ‘2%’/-sign sllows 3dding elements %o thes list
srecified b the commencd letter, This cam be done
lists M Q» Ly Vs N 2nd A,

Any new element will be =2iven the defa2ult valwue, i.e.
S e tend Tists "Sra* O TEETUHEN Taor am ‘a2 L. Firno.
This will hsve to be chaensed to the decsired value =t

ofice ar iater on.

Adding elements is g2n2rzllz rPossibla omle AT THE  INI
i e Al S il M Thnis mezans thnat sepecifzing 3 raramatar
is nmnot necessarg. Keesr this I ™ miemic IRERsS e SNIGTT
POSSIBLE %*o0 insert new alememnts within the lisgts!!

A eeestion Trem  ‘this © ocours inm editinsg AlaFis i
Programs since it is roszible {amd necessar=z) to irmsars
lines btetween existing lines, ™ 9gil sEFagyTe 5 “eaip af
numtars here the new lime will be inserted 2EFIARE the
line srecified. A numoer zZ2ro or no number 3t 311 will
add the new line :‘tg the emnd of thzt block.

Exzmelecs? 5

L EP OSSP SRS AT EPF P LS EERLELC AT EELTEFEE S S &Y

b A et ,m e —— e ———— EDITOR=-=-RevlxX

¥ OK: 2M 20%%

X oK% 2 78005

® ONY 3Als2 o ¢

X OK: 2%A0s0 70%%(4)

4 OK?! 2A T B Wi,

EEPE P ST SO L SRS TS TR EELELESSEEL LT ER S LSS F S S S

---------- (4) 3nd (S) 3re identical !

Fzee b
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ADVENTURE EDITOR

4,6:.5.4 Deletinz elements

Deleting elements from the 1lists is achieved by
returnind 3n ‘empte’ text 3rez2 for thzet element (riot bu
gltering the command).

This is rozsible for the lists szecified aboves ornls
A.P.L. 1lines c¢c3n rezlly be deleted (rurded)s, uhereszc
cther list elements will be reslaced by the defzult
value ‘7?7, .The resasom for this iz that spurging list
elements would result in the necesszity to rewrite =11
of the A.P.L. Praodram!

4,48.5 Disrlaging text ( !. )

~J

8

The commands described asbove will c¢c3ll one element a3nd
diselay it in the text asres so that it cam b2 editad.

If however wou want to have the elements disrlaved wou can
spaecify the ’!’-character in the first elace, Fre EN3E
case the - element will onls be disrlaszeds it ecan‘t be
edited.  If 3 eprint file unit has been aorenad ocuterut will
be directed to that zerisherzl In rarallel.

If Bou srecify more than one srarameter the coaorresrondinzg
list elements will be disrlavyed one by one automaticzllse.

This will hele gou findinz 3 sepecizl list alement and also

rrinting rarts or 3l1l of the dame contents.

If during this diselas process <90u pFress ang aone key
(excert <BACK>) the sutomatic disrlzy will stor 3md wait
far another keg sag that sou can have 3 look a3t the current
element diseplased, The message ’'—-=--W3itinz o o is
diserlaged 3% that time. If the rext kew is <RACKX, the
disrl3z2 Process 1is 3svorted while zany other kew will
continue the quick search.

Note?d If 3 print file hacs been orered the kegsboard is
scanned onlg after printing out one screen comerletelu.

Reference Guide
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If wou srecify ALF.L. to be diselaze

d the Mg
fallowing the " *1ag, 2 Ehathi rtndicatar bloers nefs An
liness i.e. wou czn’t srecify sindle lines inm this ¢
The dicerlzy however will show the curremt olock 2nd
numoer 2s it does in edit mode.

If during diselay of ane A.F.L: Tiriabdtdgontt Titren
screen the firet <cscreen is disrlazed (londg version
AP oble commends) sad Printed ifis srimnt. file has
orerneds therm the next zcreen will continue that line
50 ofni. - Inm that csse the block/line mumber shown in
ureer left corner will be followed bs tha plus (7+7)
in place of the 'ususl *=S"gign bo (ndicste Liak: the
follows on the mext screen.
Excmrles:
) & DY B EF L L RT LB LD E LG EDP O RS GEERTEAEZRBEE DS S
A-cmer e mcr e r e m == === [ TOR--R2wv i ¥
4 OK:. IM10 700K
X oX: I'MO»100 2O LA 2
R K T9EMy 100 7075k
3 oK: 1A2 , 70%%(4)
* OK: 'A,100 ' 707%0%S)
KEEKREKKEEXE KKK LKA R KKK KK KKK X KR XXXy
m——mmmeme== (2) 3nd (I) a3re identiczl !
——mm———=—-= (4) diserlagz block #¥2 (31l lines)
————m——e—e—-= (J) disrlauys bDlocks #0 through 100
4,7 Editinz text
Editimg text, _dabts. in, the, texut, K ares is -=ossibkle oniz 1f
element has been called from edit mode (riot dizepls=z/auick sez
mod2) .,

t corner the element rnumber i3 shown
zign 1f th2 element hss teen found.

If the element srecified hzs been fownd the curzor wi
the first  screen eositicn Witdis tha tawt aras. i
the texl dats 3 wou like, Fressinz TEMTER: or ;
store the current diszlas whereas “RACK: will 2bort
Thiz i< importcnt if gou changed the /alues ARt * s om
don’t want thenm to be stored like that.

followead
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ADVENTURE EDITOR

Whenever wou ENTERered 3 screen the srodram checks for wvwsliditz,
If ma error is found the results are stored. This harrems word
by word or (in A.F.L.) command b2 command sc that sour dztzs mav
ve truncated if 3n error is found!

The messade ’'=-=--Workind ..’ will be disclaved in the mode lire
whan this ‘checking and storing’ process is active. Note! It
mas take some time till the eprocess is finished esrecially when
enterind lond lires and/or winen memory is filling!

4.7.1 Messages ( M )

Messades zre text elements used from within the A.F.L. .
You c3n enter this text freely. Wnen redisrlaced 3ll
multirle blanks 3re removed z2nd rerlacec by single blank

S18N35.

The maximum word length 1is 32 charzacters. The totsl
length of orne messa3cge 1is onlz limited bs the sdventure
displag., Note! Srecifuins messases which - when

displaved on one 3dventure screen at 3 time - will rroduce
3 screen overflow mas3 c2use 3 system cra3sh withinm the
adventure command module!

When diseplaved by the adventure command module wards 3are
never wraerped 3around the end of 3 line} 3 new line is

begun instead, This will MNOT harren within the AIVENTURE

EDITOR where sou can Wwrite words wrarrind arocund the
screen border., Have in mind the effect that disrlas will
look different during the Z23me.

Examerle:d
RXRRRRXEREKRKEKRR KKK KRR KKKRXKK KKK RKRKK

X(10)= This is a3 szameple messase X
¥ X
X X
* X
x X
X X
TR e o s ap s e M o T v s g o o A M = EDITOR--Revlx
X oK M10 707%%

22 PP 222222 LSRRI EP R LSRR SRS LSS

26 Referernce Guide
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ADVENTURE EDITOR

Cbdects ( 0O

S

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

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

Eagestions ¢ L 9

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

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

Verbs ¢ V)

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

iHouns ( N )

Noune are entered =2:3ctle like verbs,

ffeferences ( R )

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

=] &
3 3 noun rdmoa
i enakre 13 nS

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

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

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

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

1
i
n
W
on

&
P
(88
0
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4,7.7

ADVENTURE EDITOR

Sitystiaon 6.5 )

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

Examrle:
FEFSPEPIHESEILELEF I 2 222328552028 225 22885891

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

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

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

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

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

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

Refarence Guide
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407 P A Fle ¢ & )

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

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

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

~

If the Sline %ig ' Slander *TtRan™ one " *scraen s 8 | i o2
redisrlaved using the ‘short commsnd versions’ amd without
indentindg. This makes the lime scmewnat nard tc resd out
it enzbles editing 3nd reentarinsg, Stpuctured, giszlss mas
lster be achieved using the ‘!’ cortion.,
The first number shown iz the lirme ‘headar’. i1t . niay oe
edited but not deleted.
Examrle?
ARLFRERKEEEERERY ALK NR KKK LK KRR KKK
XC TSy =" F207L73 X
¥ ?Carre Q17 X
¥ 1 R X
= 1IF X
X ?F7 X
X 1434 X
4 lELSE X
b 4 IRETURN X
X X
e e e e ENITOR--Revlx
X 0Kt Al:S 707%%
PSS P F SR SRS LE LS ST ESSEL L ESEESEE LTS LE S E S
rence Guide f3ze £
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4,7.10 General information ( G )

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

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

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

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

x OK: G 70%%

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

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

4.,7.11 Entrg Screen ( E )

This command h3s no earzmeter.

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

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

Refererice Guide
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HOW TO USE “ADVENTURE COMVERSIOCN'

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

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

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

cference Guidse Fs=e &1
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9.4 Screerny Kesboard and Echo line

“

A

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

3434 Mezninzg

Cch Command Error - invalid commend

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

The I/0 error will rnot be
enalyzed.

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

——— - — - —— - - - — - — -~

Ending eprod3rasm execution ¢( Q )

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

Examrle:

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

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

42 Referernce Guide
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& 7

(0%
ud

3ving

n

Es

(U

Shide

]

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

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

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

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

stz storzse for handing ovwer Z23m2s to thne =

Eiameles?

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

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

ysing the
with ¢the ¥M =rodrsm
This

=i p

!

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

Lrsl closins e Tile uipit.
icea

game (‘I’) the VIF memory will be

:
the

loadinz
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ADVENTURE EDITOR

Vo ]

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

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

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

»d
X

X

X

p 4

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

ERKEERKLRRKKRREKRKKE KRR KKK KK KKK KKK KKK KKK KK

&4 Referermce Guide
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3.8 Command ‘Statistics’

=

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

ol T TR0 ]
20

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

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

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

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

Bates iaceurtad i 25120 o' FLS 154

. I I W A6 I W I FE K I

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

I I I N F€ I PE I N I 2 o K M

B
w
(U
i
(&)

(€8
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EMFTY “ADVENTURE TEMPLATE’ 727 YOUR OWN ADVENTURE GAMES

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

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

&1 Why gou should use the ‘temeplata’

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

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

4.2 What gou can do with the ‘temslate’

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

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

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

6.3 Loagdinz the TEMPLATE

§.3.1 Hini-Memory versiaon

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

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

Side).

Fade 44 Fefararnce Guida
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v2 Editor-Assembler version

Gl

&

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

(%
1T}
e e
(U
=3

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

rrotected!
5.4 TEMFLATE Contents

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

thhe following recults (disslag/erintout)

w
-
o

Number af Messas
Number of CbJdect
Number cf Verts

Numicer of Nouns

Number of Locaticn
You c3n c2arrg 6 ObJd
Starting Location

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

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

N e .6
m

(@

ID ve b2 1) e

—
3
(]
.o
-

n
b

gytee gocupiadewtu25l2. of 13184

L3 ]



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

ADVENTURT EDITOR

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

604'1

Entre Screen ( E )

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

* ® @ o e e

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

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

now Press ENTER...

- - L - L 4 - °

Gener3al Informatiaon ¢ G )

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

2

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

Varbs ¢ Y )

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

(Q0)= ®

(1)= GO

(2)= XWALK

(3)= XRUN

()= 4

(S)= B

(8)= W

(7)= ?

()= SAVE

(9= QUIT

(i1C)H)= TAKE

(11)= XGET

(12)= XPICK

(13)= ?

(14,= i

(1S5)= 2

(14)= T

(17:= oy

(13)= DROF

(19)= ¥GIVE

(23) = ?

Noums ( N )

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

(0)= 4

(1= NORT

(2)= SQuUT

(3)= EAST

(4)= WEST

(3)= Ur

(6)= DOWN

(7)= GAME

(Ei= 7

(?)= i

(10)= ?

(11)= ?

{12)= 4

(13)= s
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ADVENTURE EDITOR

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

ObJdects ( 0 )

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

(Q)= G4

(1)= - 4

(2)= - ¢

(3= ?

(4)= i

(3)= ?

(4§)= ?

(7)= 2

(3)= P

(?)= Lit tereh

(10)= ?

References ( R )

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

(0)= NO

(1)= NO

(2)= NO

(3= NO

(4)= NO

(3)= MO

(8)= NO

(7)= NO

(2)= NO

(?)= NG

(10)= NO
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ADVENTURE EDITOR

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

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

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

Locations. A _L 2

193

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

oK
(0)=
(1)=

(2)=

5.4,10 Connections

19%

e ot o e s o e s e e ENITOR-—Revl

(1)=

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

19%
a7 l/e
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5.4.11 A.P.L.

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

(10+1)=

ADVENTURE EDITOR

A )

14520
100!RETURN
7!S3ve Game

IRETURMN
Q0!Qver
IRETURN
171 ’Inventory
IRETURN

EDITOR--Revl
19%
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ADVENTURE EDITOR

7 ALGDITIONA- ' I"0RMATION

On the histor: of ADVENTURE EDITOR and ADVENTURE COMVERSICN

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

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

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

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

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

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

You n3ve Juust come "scrcss the famowus GFL (Grzehics programming
languzge) whicnh 1is the ‘mnetive lanzuzsge’ of gour TI??/3! Fer
some verd understandable ressons TI is rmot willinmg to hend She
infarmation on thazt one = it simrle seems Lo be “taosz sscrat!,
mce GCuide Fsaa Figs
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ADVENTURE EDITOR

So the only wayg to get alond was to nave 3 - very - close loaok
., the 1interm3al ROM on &ddresses 0000 throusn 2000 whnich
c2ntains amond other parts of the ssstem the GFL intersrreter,
Anziszing that part of the system ROM helred to understand how
GFL 1s structured and to dget to know most of its commands. By
the way GFL has nothing ¢to do with sgrzehics! It might be
interesting to know why it w3s cslled =0 im order to understand
what TI had in mind when erplanning the TI?7/4 ...

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

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

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

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

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

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

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