






















































16. Strength red uced to b elow load 

When using setstl', it is possible to set your strength to 
whilst carrying a combined weight of 10. If this happens, this 
condition is called. The default is to drop items one b y o ne 
until the amount you are carrying is less than or equal t o your 
strength. 

17. Star t up 

This is called once, at the start of the adventure, and is used 
to set up things. It is too specific to be included in QSTART, 
but typically it will be used to set your strength, ask for your 
name if necessary<, se t light or dark markers, and moves- in-the­
dark counters. 

18. Load prompt 

This is called if load cannot find the link file it needs on the 
current d isk. This condition should print a prompt to tell the 
player to change disks, and then press a ke y. It should also wait 
fo r the keypress ! 

The commands that the player enters are processed b y the STAC so 
that they can be passed to the conditions in usable form. This 
process is quite complex, but will allow you to see how a player 
command is interprete d, and thus what sort of commands you can 
use. 

Let us take a v ery small vocabulary: 

NOUNS 

1 lamp 
2 box 

255 it 

VERBS 

1 take 
2 put 

and look at the player's command 

ADVERBS 

1 green 
2 red 
3 in 

254 , 

Take the lamp, put it in the green box 

The STAC goes through the command one word at a time, checking 
through the verb, noun and adverb tables, and filling in the 
recognized numbers in verbl, nounl, noun2, adverbl and adverb2. 
If it comes across an adverb with num ber 254 or 255 , then it 
stops and saves its position, having got a complete command. 
Let's see what happens: 

Wo r d Take the l amp put 
Verb? YES NO NO NO 
Noun ? NO YES NO 
Adverb ? NO YES 

verbl:1 ignore noun!:! 254 so end command 

So we have: verb! = 1 TAKE 
nounl = 1 LAMP 
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a s our fir s t command. Having d ealt with this, we come back to the 
next word in the line: 

Word pu t it in the green 
Ve r b ? YES NO NO NO NO 
Noun? YES NO NO NO 
Adverb? YES NO YES 

verb1:1 nounl:255 advbl:3 ignore advb 2:2 
becomes 1 

Wo r d box 
Verb ? NO 
Nou n? YES 
Adverb ? 

noun2:2 

Any occurrence of noun 255 ( it ) 
last noun referred to ( in this 

is immediately replaced by the 
cas e noun 1, the lamp ). 

Thus the command is: verb1 : 2 PUT 
noun l : I LAMP 
noun2 : 2 BOX 
advb1 : 3 IN 
advb2 : 2 GREEN 

We then come to the e n d of t he line, so p roces sing stop s a nd the 
command is pa ssed thr ough to the cond itions. Since there are no 
more commands on this line, t he next time through a new line will 
be requested from the player. 

The differ ence between adverbs with numbers 255 and thos e with 
254 is a s ubtle one. In a command which was s eparated by a 254 
a dverb , if there is no verb in the comma nd then the one from the 
p revious command is used. This allows such things . a s ( ass uming 
ad verb and had number 254 ) 

get the lamp and th e rat 

since it p r eserves the get from one part t o the next. Of course, 
if there is a verb in the next part, the previous verb is 
aban doned. It does, however, add a u s eful a d ditional touch to the 
command interp reter. 

In addition to a ll this , a verb with number 255 is recognized as 
an "a gain" fea ture, and recalls the relevant information about 
the la st comma n d. Even if your last command wa s throw the green 
pot at th e mons ter, a verb 255 again will rep ea t it. Th is ca n be 
very u s eful. 
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APPENDIX A 

EDITING KEYS AND CONTROL 
CHARACTERS 

KEYS USED WHEN TYPING 

If you make a mistake, or leave something out when typing a line 
into the STAC, then the following keys will help you to correct 
it. The cursor is a black rectangle which shows where your typing 
will appear. If it is before something, then what you type will 
be inserted, shuffling the rest of the text up rather than 
overwriting it. 

Key 

Backspace 
Delete 
Arrow Keys 
Shift-Up 
Shift-Down 
Shift-Left 
Sh ifot-Righ t 
Home 
Shift-Home 
Shift-Undo 
Insert 

Shift-Help 

Action 

Erase character to left of cursor 
Erase character under cursor 
Move cursor up,down,left,right if possible 
Move to start of what you typed 
Move to end of what you typed 
Move to left hand screen edge 
Move to right hand screen edge 
Move to start of what you typed 
Clear everything after cursor 
Clear everything you typed 
Toggle between first and second halves of 
character set ( press again to cancel ) 
Insert next character no matter what it is 

CONTROL CHARACTERS FOR USE IN MESSAGES 

These are accessed by holding down the Control key and then 
pressing the letter key indicated, Note that some of these mimic 
the actions of certain keys ( these are given in Italic after the 
description of the key), and should thus be preceded by pressing 
Shift-Help before typing them in. Also, you can quite legally 
include any of the characters marked "ignored" if you like, but 
as it says, they will 0 boe completely ignored. They will not even 
leave a space. 

Character Prints as 

Cntrl-A [TAB4] 
Cntrl-B [CT-B] 
Cntrl-C [CT-C] 
Cntrl-D [CT-D] 
Cntrl-E [BUZZ] 
Cntrl-F [BEEP] 
Cntrl-G [PING] 
Cntrl-H [LEFT] 

Cntrl-I [RIGH] 

Cntrl-J [DOWN] 
Cntrl-K [ UP ] 
Cntrl-L [CLRS] 

Action taken 

Tab across by 4-character tab 
Ignored 
Ignored 
Ignored 
Sound a buzz 
Sound a beep 
Sound a ping 
Move left one character 

Backspace 
Move right one character 

Tab 
Move down one character 
Move up one character 
Clear the screen 

Shift-Home 
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Key 

cntrl-M 

Cntrl-N 
Cntrl-O 
Cntrl-P 
Cntrl-Q 
Cntrl-R 

Cntrl-S 

Cntrl-T 
Cntrl -U 
Cntrl-V 
Cntrl-W 
Cntrl - X 
Cntrl-Y 
Cntrl-Z 

Cntrl-[ 
Cntrl-\ 
Cntrl-] 
Cntrl-

Cntrl- ? 

Prints as 

[ CR ] 

[SAVE] 
[REST] 
[CT-P] 
[CLRL] 
[LARG] 

[SMAL] 

[TUNE] 
[TEXT] 
[STRO] 
[STR1] 
nNVS] 
[NORM] 
[TB10] 

[ESC ] 
[CT-\] 
[CT-]] 
[HOME] 

[CT- ? ] 

Action 

Move to left edge of screen 
Return/Enter 

Save this cursor position 
Move back to saved position 
Ignored 
Clear this line 
Large window size enabled 
The large window size covers the 
entire screen 
Small window enabled 
The small window size covers the 
area below the picture if there 
is one. 
Tune starts here 
Tune ends here 
Print string 0 
Print string 1 
Inverse on/off 
Inverse off 
Tab to 10 characters short of 
right margin 
Ignored Esc 
Ignored 
Ignored 
Home cursor to top left corner 

Home 
Ignored 
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APPENDIX B 

GLOSSARY OF TER~S 

This section gives the meanings of some of the less common 
phrases and words in the manual. 

ADVENTURE UNIVERSE - is the setting for the adventure, and 
includes all the locations and objects that the player will visit 
or use. 

ADVENTURER simply the person playing the adventure. 

AUTHOR th!l person who actually wrote the adventure. 

BRUSH - on the screen, the shape you are drawing with. This need 
not look anything like a "real" brush ! 

CHARACTER - any number, letter, piece of punctuation, or symbol 
that the computer can display. 

CHARACTER SET - the sum total of all the characters the computer 
can display. 

CHORD playing more than one note at once in music ). 

CLICK - to click on something, move the mouse over it and hit the 
left-hand mouse button quickly. 

COMMAND - anything the player types to get the adventure to do 
something. Typical commands are "Go north'" or '"Get the gold". 

COMMAND LINE - what the player types in. It may contain several 
commands, separated by punctuation or words like and or then. 

COMMAND INTERPRETER - the part of the STAC that extracts meaning 
from the player's commands. Also known as a '"parser'" . The STAC 
parser can make sense of multi- part commands and complex actions 
such as: '"Get the screwdriver, the axe and the dog then hit the 
log with the axe and examine the dog." 

CONDITIONS are the part of the adventure which make the 
decisions. See chapter 3 for a full explanation. 

CONNECTIONS - the means by which different rooms are connected to 
each other. 

CONTROL CHARACTER - is a character which is not printed 
on the screen, hut which instead controls some action on the 
screen, such as clearing it or moving on to the next line. These 
are for the most part typed by holding the Control key down and 
t yping a letter. 

CURSOR - a small rectangle which shows where the next thing you 
type will appear. 

CURSOR KEYS - the four keys with arrows on to the right of the 
main keyboard. They move the cursor in the direction of the arrow 
on the key. 
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DEFAULT - the state something is in before you do anything to it. 
The default message number, for instance, is one more than the 
last one you used. 

DOUBLE CLICK - to c lick twice very quickly. 

ELLIPSE - a squashed circle; an oval. 

EDIT changing information about something is called editing. 

ENTER - when asked to enter information, type the information and 
then press either the Enter key or the Return key. 

FILE - everything stored on a disk is in the form of files. Each 
one stores a separate set of information, much like files in a 
normal filing cabinet. 

FILENAME - the name of a file on the disk. This consists of two 
parts: a name and a t ype. The name can be up to 8 letters long, 
and the type up to 3 letters. They are separated b y a dot. It is 
customary to give files that hold the same sort of information 
the same type ( also called its extension ). An example is 
SANSERIF .FNT , whose type of ".FNT" proclaims it as a font file. 

FILE SELECTOR - is a useful tool for selecting files to save on 
to disk, or to load from it. Rather than having to remember names 
of files and type them in, the file selector allows you to pick 
one from the disk using the mouse. It also handles opening and 
closing folders, and c hanging disks. 

FONT - when printing c haracters on the screen, the font specifies 
exactly how they look. 

FOLDER - files can be grouped together in folders for conven­
ience. Rather than having to look through a whole load of files 
for the one you want, you can just open the relevant folder. All 
the font files on the STAC disk come in a folder called FONTS to 
keep them all together. See also '"pathname'". 

GAC - short for Graphic Adventure Creator, an adventure writing 
system for many 8-bit computers, upon which the STAC was based. 
See also "STAC'" 

GRAPIDCS - pictures, as o pposed to text. 

ICON - a small picture representing a function to he performed. 
To "do'" the function, click on the icon with the mouse. These are 
used mostly in the graphic editor see also chapter 4. 

IMPORT - use a picture which has been produced using a different 
program ( either NEOCHROMETM or DEGASTM ). 

INTELLIGENCE - is generally the decision making property of an 
adventure, rather than its ability to think. We are still a very 
long way from a true '"thinking" computer program. 

INVENTORY a list of objects, usually t he ones you are carrying. 

LINESTYLE - how a line is drawn. Examples are dotted, dashed, 
continuous. 
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LOOP - a programming term for something which is done over and 
over again. It is called a loop because on flowcharts ( a 
convenient programming aid consisting of little boxes connected 
to each other with squiggly lines ), the lines all join up in a 
loop. Infinite loops just go round and round forever - for an 
example of this see "LOOP". 

MAGIC a convenient cheat for letting the adventurer do 
something very difficult ( if not impossible ). 

OBJECTS - generally, anything in an adventure which you can pick 
up and move. 

OPERANDS 
operators. 

the pieces of information that are manipulated by 

OPERATOR - ( in conditions ) is a word that does something to 
operands. For example, in 1 + 2, the operands are 1 and 2, and 
the operator is +, which simply adds them together. 

PALETTE - the set of colours that you can use on the screen. You 
can use 16 colours chosen from the 512 available on the ST. 

PARSER - see "command interpreter". 

PATHNAME - this specifies in which folder{s) a file may be found. 
A path name that looks like A:\FONTS\TIMES.FNT means "file 
TIMES.FNT in folder FONTS on disk A". See also "filename", 
"folder" . 

PIXEL the smallest dot you can produce on the screen. 

PLAYER - the person who plays the adventure. 

RANDOM - an action for which you do not know the outcome. The 
action of rolling " dice provides a random number between 1 and 
6. 

RUBBER BAND - not a pop group ! A rubber band object is one that 
can be stretched using the mouse until it is the proper shape. 

SPLIT MODE SCREEN - the ST can display three screen modes, 
usually referred to as high, medium, and low resolution. The STAC 
allows a split screen so that you can have full colour low­
resolution pictures in the top half, and 80 character medium 
resolution text in the bottom part of the screen, something which 
is not usually possible. 

STAC - short for the ST Adventure Creator. 

STRING a string is a sequence of characters letters or 
numbers ). It may be up to 39 characters long. Here are some 
examples of strings: "Hello", "99-64" , "Aardvarks are not common 
in Iceland". 

TELEPORT - to move from point A to point B instantly without 
going through any point in between. Star Trek and Larry Niven 
fans will know all about teleporting. 
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TEMPO - how fast a piece of music is played. Most music by 
Motorhead, for example, has a faster tempo than that favoured by 
Val Doonican. 

TEXT - words and numbers, as opposed to graphics. 

USER - the person using the STAC, as opposed to the adventurer. 

VOCABULARY - the sum total of all the words that the adventure 
game will respond to. 

VOLUME - how loud a piece of music is played. Again, this might 
merit another Motorhead / Val Doonican comparison. 
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APPENDIX C 

CONTENTS OF QSTART FILE 

The QSTART file supplied. with the STAC contains many things 
which are used in almost all adventures , no matter what the story 
or the precise nature of the adventure. 

Here is a list of exa ctly what you get when you load the QSTART 
file, with additional comments in italics. 

254 , 
255 
255 ? 
255 

ADVERBS 

Adverbs with number 254/ 5 are taken to be 
separators between diffe rent c ommands on 
the same line. 

254 and 
255 then 

1 
2 

3 

4 

5 

6 
7 
8 
9 
10 
11 
12 
13 

9900 
9901 
9902 
9903 
9904 
9905 
9906 
9907 
9908 

LOW PRIORITY CONDITIONS 

if verb "drop" and noun "all" then dropall wait 
if verb "get" and noun "all " then getall wait 

Get and drop all ob j e c ts. 
if verb "1" then look wait 

Descri be room when player types "look". 
if verb "i" and notzer ? cntobj with then message 
9916 list with wait 

Inventory when you are carrying something. 
if v erb " i " and zero ? cntobj with then message 9916 
message 9917 wait 

Inventory when y ou are carrying nothing . 
if v erb "quit" then quit ok 
if verb " tex t " then text draw 0 ok 
if v erb " graphics " then pict draw pi c tof room ok 
if verb " save " then save ok 
if v~rb "load" then load look wait 
if verb "split " then split If message 9932 wait 
if verb " ramsave" then ramsave 1 ok 
if verb "ramload" then ramload 1 look ok 

MESSAGES 

You have died 
Well done ! 
You scored a total o f 
points in 

When the playe r dies 
When the player wins 

moves. To show the score 
Okay Message printed for Ok. 
I can't see that! Can't find object to get. 
You are carrying too much already. 
Why ? You've already got it. 

9909 You don't hav e that. 

When you try to get 
something you already have. 
Drop something you don't 
have. 
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9910 
9911 
9912 
99 1 3 

9914 
9915 
9916 
9917 
9918 

9919 
9920 
9921 
9922 
9923 

9924 
9925 
9926 
9927 

9928 
9929 
9930 
9931 
9932 
9933 

MESSAGES ctd 

You can't do that 
Pardon ?? ? ? 
What now ? 

You can also see When listing objects in a 
room. 

Are y ou sure (YIN) ? Ask when quitting 
You are carrying For inventory 
nothing. 
You feel weak, and stumble. 

When strength reduced too 
much to carry load. 

You drop For dropa11 
taken. For geta11 
You can't examine that, I'm afraid. 
You see nothing spec ial For examining things 
[SAVE] [LARG] [HOME] [INVS] [CLRL] 

[TB10] 
I 

[NORM] [SMAL] [REST] 
Dark in here, isn't it? 

Move to top line , make it 
black with white letters. 
Move across to print score 
Between score and turns 
Go bac k to cursor position 
For when you enter a dark 
room. 

It's n o use looking, it's dark! 
You don't have anything to drop. 
There's nothing here to pick up. 

Tex t .ize changed . 
Please insert disk containing 

254 
254 
255 
255 

all 
everything 
it "i t" must always be noun 255 
them 

SPECIAL CONDITIONS 

1. Death 
1 If message 9900 If 

print "You have died " 
2 message 9902 print counter 0 message 9903 print 

turns message 9904 pause 5000 bye bye 

2. Success 

print score and number of turns, wait for 
keypress, then end the game 

1 If message 9901 If 
print " Well done " 

2 message 9902 print counter 0 message 9903 print 
turns message 9904 pause 5000 byebye 
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SPECIAL CONDITIONS ctd 

3. Quit 
1 message 9915 if yesno then If message 9902 

counter 0 message 990 3 print turns message 
pause 5000 b y e b y e 

4. Ok 
1 

5. Get 
1 

message 9905 wait 
print "Okay " , wait for new c ommand 

failed - object not here 
message 9906 newcom 

print 
9904 

print "I can't see that ", scrap rest of command 
line ,. wai t for new c ommand 

6. Get failed - carrying too much 
1 message 9907 newcom 

7. Get failed - already got object 
1 message 9908 newc om 

8. Drop failed - not carrying object 
1 messag e 9909 newcom 

9. Dropall 
1 if zero ? firstob with then message 9929 newcom 

If not carrying any thing , say so. 
2 if firstob with then repeat If message 9919 itis 

firstob with objsht firstob with drop firstob with 
until zero ? firstob with 

10. Getall 

A little c omplex, this one . Print "You drop ", 
then describe t h e first object yo u have with 
you, set "it " to refer to this object, and drop 
it. Repeat until all objects ha v e been dropped . 

1 if zero ? firstob room then message 9930 newcom 
2 if firstob room then repeat If caps objsht firstob 

room itis firstob room message 9931 get firstob room 
message 9920 until zero ? firstob room 

Similar to above. Descri be object y ou are about 
t o pick up, then make "it" refer to it. Attempt 
to get the object ( this may fail if you are 
carrying too muc h already ) . If it does not fail 
then print "taken ", and repeat until there are 
no objects left in the room. 

11. You can't ! 
1 message 9910 newcom 

12. Pardon ?? 
1 message 9911 newc om 

13. What now ? 
1 If message 99f2 

print "What now? " 
2 message 9923 descsht room message 9924 print counter 

o message 9925 print turns message 9926 
pri n t the status bar at the top of the screen. 

6 0 

SPECIAL CONDITIONS ctd 

14. Look 
1 if set ? 1 and reset ? 2 then message 9928 return 

if it is dark and you have no source of light, 
print "It's dark" and return to where we were. 

2 set 0 desclng room draw pictof room 
otherwise print room description and picture if 
any, and set marker 0 as confirmation of this . 

3 if firstob room then message 9913 list room message 
9914 

if there are any objects here , list them 

15. Describe room when entering it 
1 If 
2 if set ? 1 and reset ? 2 then message 9927 return 

test if it is dark as above 
3 set 0 
4 if v isit ? then desc sht room draw pictof room else 

des c lng room draw pictof room 
if this room has already been visited, use the 
short des c ription, otherwise use the long one. 

5 visit 
mark th i s r oom as having been visited 

6 if fir s tob room then message 9913 list room message 
9914 

list any objects that are here 

16. Strength reduced to below load 
1 message 9918 

print "Yo u stumble" 
2 repeat If message 9919 objsht firstob with drop 

firstob with until stren ? >= amount newcom 
drop objec ts until the amount carried is less 
than your strength. 

17. Start of adventure 
Not included - adventure start is very specific 

18. Load p r ompt 

If message 9933 asslink 0 pause 5000 
print "Please insert disk con taining 
link file name, then wait for keypress. 

255 a 9 1 2 s 
255 again 10 list 14 save 

6 d 15 load 2 south 
6 down 9 look 17 split 
8 drop 1 n 17 t 
3 e 1 north 7 take 
3 east 13 pictures 12 text 

16 exam 11 quit 17 tex tsize 
16 examine 18 ramload 5 u 

7 get 19 ramsave 5 up 
13 graphics 14 restore 4 w 
10 i 18 r l 4 west 
10 inventory 19 rs 12 words 

61 

then 



APPENDIX D 

CHARACTER KEY SEQUENCES 

When using the Font Editor, it can be seen that there are 
considerably more c haracters than are actually displayed on the 
keyboard. How do you type these in ? 

This generally requires use of the insert and shift-help keys 
mentioned in appendix B. Here is a list of how to get all the 
c harac ters. Since th ey may change in appearance from font to 
font, they are organized b y row and column as they appear on the 
font editor. 

In order to compact the list, the following keys have been 
abbreviated: 

Control Cnt means "with" ( eg ! is Shf-1 ) 
Insert Ins / means "then" ( eg row 1 c olumn 
Sh ift-Help Hlp 9 is Hlp/Backspace ) 
Shift = Shf 

Row Co l Ke;)': seguence Row Col Ke;)': Se guence 
1 1 No t available 3 4 # 
1 2 Cnt - A 3 5 Shf - 4 
1 3 Cnt-B 3 6 Shf-5 
1 4 Cnt-C 3 7 Shf-7 
1 5 Cnt - D 3 8 
1 6 Cnt-E 3 9 Shf - 9 
1 7 Cnt-F 3 10 Shf-O 
1 8 Cnt-G 3 11 Shf-8 
1 9 Hlp/Bac kspace 3 12 Shf-= 
1 10 Cnt-I 3 13 
1 11 Cnt-J 3 14 
1 12 Cnt-K 3 15 
1 1 3 Hlp/Cnt-L 3 16 / 
1 14 Hlp/Return 
1 15 Cnt - N 4 1 0 
1 16 Cnt - O 4 2 1 

4 3 2 
2 1 Cnt-P 4 4 3 
2 2 Cnt-Q 4 5 4 
2 3 Cnt-R 4 6 5 
2 4 Cnt - S 4 7 6 
2 5 Cnt-T 4 8 7 
2 6 Cnt-U 4 9 8 
2 7 Cnt-V 4 10 9 
2 8 Cnt-W 4 11 Shf - ; 
2 9 Cnt - X 4 12 
2 10 Cnt-Y 4 13 Shf - , 
2 11 Cnt-Z 4 14 
2 12 Esc 4 15 Shf- . 
2 13 Cnt-\ 4 16 Shf-/ 
2 14 Cnt-J 
2 15 Hlp/Home 5 1 Shf -

, 
2 16 Hl p/ Cnt - - 5 2 Shf-A 

5 3 Shf - B 
3 1 Spa ce b ar 5 4 Shf-C 
3 2 Shi f t-1 5 5 Shf - D 
3 3 Shift-2 5 6 Shf-E 
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Row Col Ke ;)': segue nce Row Col Ke;)': seguence 

5 7 Shf-F 7 8 G 
5 8 Shf-G 7 9 H 
5 9 Shf-H 7 10 I 
5 10 Sh f -I 7 11 J 
5 11 Shf-J 7 1 2 K 
5 12 Shf-K 7 13 L 
5 13 Shf-L 7 14 M 
5 14 Shf-M 7 15 N 
5 15 Shf-N 7 16 0 
5 16 Shf-O 

8 1 P 
6 1 Shf-P 8 2 Q 
6 2 Shf-Q 8 3 R 
6 3 Shf-R 8 4 S 
6 4 Shf-S 8 5 T 
6 5 Shf-T 8 6 U 
6 6 Shf-U 8 7 V 
6 7 Shf-V 8 8 W 
6 8 Shf-W 8 9 X 
6 9 Shf-X 8 10 Y 
6 10 Shf-Y 8 11 Z 
6 11 Sh f-Z 8 1 2 Shf - [ 
6 12 [ 8 1 3 Shf-\ 
6 1 3 \ 8 14 Shf- J 
6 14 ) 8 15 Shf- # 
6 15 Shf-6 8 16 Hlp-Delete 
6 16 Shf- -

9 Insert, see row 1 
7 1 10 Insert, see row 2 
7 2 A 11 Insert, see row 3 
7 3 B 12 Insert , see row 4 
7 4 C 13 Insert, see row 5 
7 5 D 14 Ins e rt , see row 6 
7 6 E 15 Insert, see row 7 
7 7 F 16 Insert, see row 8 

For rows 8 to 16, press Insert, then follow the k ey s e que n ce 8 
rows above ( eg row 16 column 1 would b e Insert t hen row 8 column 
1 which is P giving the sequence Insert/P ). 
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APPENDIX E 

CONDITIONAL WORDS 

For a full description of the words in each section, see also 
the page numbers indicated. 

if. .. then ... else 

verb v 
noun n 
adverb a 

nounl 

advbl 

verbl 

itis n 

goto r 
moveto r 

desclng r 
descsht r 
look 

draw p 
pictof r 

split 

noun2 

advb2 

c co lou r xxx 

c topcol xxx 

visit 
visit? 

room 
at r 

\ 

DECISION MAKING [p9,24) 

Tests if a condition is true or 
false. If true, performs action after 
then, otherwise performs that after 
else, if present. 

PLAYER COMMANDS 
[p4,9,21,22,25,35,50,64] 

Was verb v typed ? 
Was noun n typed ? 
Was adverb a typed ? 

Return numbers of first and second 
nouns typed by the player. 
Return numbers of first and second 
adverbs typed . 
Return number of verb typed. 

Force "i t" to refer to noun n. 

ROOMS [p13-15,39) 

Move player to room rand redescribe. 
Move player to room r. 

Print long description of room r. 
Print short description of room r. 
Print description of this room, with 
picture if present, using short 
description if already vis ited. 
Draw picture number p. 
Get picture number associated with 
room r. 
Turn split mode screen on and off. 
Change colour c in bottom part of 
screen to RGB va lue xxx. 
Change colour i n top part of screen. 

Mark this room as already visited. 
Has this room been visited before? 

Get number of this room. 
Is the player at room number r ? 

COMMENTS [p21] 

Either of these signals that the rest 
of the line is to b e treated as a 
comment and ignored. 
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get 0 

drop 0 

getall 
dropall 

o to r 
o swap 0 
bring 0 

find 0 

objlng 0 

objsht 0 

o in r 
carried 0 

here 0 

avail 0 

weight 0 

whereis 0 

stren? 
amount 

setstr e 

firstob r 

cntobj r 

list r 
list with 

set m 
reset m 
change m 

set? m 
reset? m 

e setcntr c 
counter c 
inc c 
dec c 
e +count c 

e .-count c 
e =count c 

OBJECTS [plO-12,22-25,48-49) 

Get object o. 
Drop object o. 
Get every object in this room. 
Drop every object you are carrying. 

Move object 0 to room r. 
Swap object 0 and O. 
Bring object 0 here. 
Move player to object o. 

Print long description of objecc o. 
Print short description of object o. 

Is object 0 in room r ? 
Is object 0 being carried ? 
Is object 0 in this room ? 
Is object 0 available (ie. here or 
being carried ) ? 

Return the weight of object o. 
Return location of object o. 
Return your current strength. 
Return the total weight of everything 
you are c arryi ng. 
Set player's strength to e. 

Return number of firs t object in room 
number r. 
Return the number of obj ects in room 
number r. 
List all objects in room r. 
List all objects with you 
carried ). 

MARKERS [p15,38) 

Set marker m. 
Reset marker m. 

being 

Change state of marker m ( ie if it 
was set before then reset it, and 
vice versa ). 

Is marker m set ? 
Is marker m reset ? 

COUNTERS [p16,24,38) 

Place value e in counter c. 
Return value stored in counter c. 
Add one to value of counter c. 
Subtract one from counter c. 
Add e to counter c and put the value 
back in the counter. 
Subtract e from counter c. 
Is the value e the same as the value 
in counter c ? 
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t and T 
& 
&& 
t or T , , , , , , 
t xor 

not t 

e + E 
e - E 

e * E 
e / E 

T 

e mod E 

e < E 
e > E 
e E 
e <= E 
e >= E 
e 0 E 

zero? e 
pos? e 
neg? e 
notzer? 
notpos? 
notneg? 

death 
success 

qui t 

bye bye 

save 
load 

e 
e 
e 

COMBINATIONS [p23l 

Are both t and T true ? 

( Both same as and 
Is either t, or T, or both, t rue ? 

( Both same as or ) 
Is either t, or T, but no t both, 

t rue? 
( Both same as xor 
Is t false ? 
( 8ame as not ) 

ARITHMETIC [pHl 

Return result of adding e to E. 
Return resu l t of subtracting e from E 
Return result of multiplying e by E. 
Return result of dividing e by E. 
Note t hat this returns whole 
only. 80 9 / 2 is 4, not 4.5 
Returns the r e mainder wh en 
divided by E. 9 mod 2 is 1. 

COMPARISONS [pH-12l 

Is e less than E ? 
Is e greater than E ? 

Is e equal to E ? 
Is e less than or equal to E 
Is e greater than or equal to 
Is e not equal to E ? 

Is e zero ? ( e 0 
Is e positive ? e 0 ) 
Is e negative ? e < 0 ) 
Is e not zero ? e 0 0 ) 

Is e not positive ? ( e <= 0 
Is e not negative ? ( e >= 0 

LIFE and DEATH (p16,38,39,48] 

numbers 

e is 

? 
E ? 

Kill the player and stop the game . 
End the game since the player has 
succeeded. 
Ask the player if he is s ure he wants 
to quit, and if yes, end the game. 

Exit from the game immediately. 

DISKS (p17,18,50l 

8ave game position to disk. 
Load a previously saved 
position. 
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game 

ramsave n 
ramload n 

link m 

asslink 

message m 

caps 

get$ s 
print$ s 
edit$ s 

value s 
n number$ s 

s add$ 8 
s copy$ 8 
s swap$ 8 
m mess$ s 

n cutst$ s 

n cutend$ s 
length$ s 

c addchr$ s 
c first$ s 

c last$ s 
ascii$ s 

obey$ s 

parse$ s 

comm$ s 

s =$ 8 
s <$ 8 
s >$ 8 
s 0 $ 8 
s <=$ 8 

s >=$ 8 

print e 

DISKS (ctd.) 

8ave game position to memory slot n. 
Load a previousl y ramsaved position. 

Load and play an exte nsion file. Note 
that t his will only actually work in 
a runnable adventure. Th e filename to 
load is put in message m. 
Prints the filename of the expected 
link file. 

MESSAGES and STRINGS (p18 21,36] 

Print message m to the screen. 

Make sure first character of next 
message is a c apital l etter . 

Get string s from the player. 
Print string s to the screen. 
Allow player to edit string s. 

Get numeric value of str i ng s . 
Put numeric value n in string s . 

Add string s on to end of string 8 . 
Copy string s to string 8. 
8wap strings sand 8. 
Copy message m into string s. 

Cut n characters off start of string 
s. 
Cut n characters off end of string s. 
Return length of string s. 

Add c haracter c to end of string s . 
Find first occurrence of character 
in string s. 
Find last occurrence of character c. 
Get character code of 1st character 
of string s. 

c 

Obey string s as if the player typed 
it in . 
Fill in additional nouns, verbs and 
adverbs from string s. 
Put the rest of the command line into 
string s. 

Is string s equal to string S ? 
Is string s less than string 8 ? 
Is string s greater than string 8 ? 
Is string s not equal to string 8 ? 
Is string s less than or equal to 
string 8 ? 
Is string s greater than or equal to 
string 8 ? 

Print number e. 
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wait 
ok 

newcom 

turns 

false 

true 

yesno 

repeat .. until t 

If 
text 
pict 

e word n 

connect v 

random e 

special s 

return 

pause e 

setamnt e 
setturn e 
setwith e 

cursor e 

MISCELLANEOUS 

Wait for a new command. [pIO) 
Print "Ok", wait for a new command 
[pIO,48) 
Ask player for new command line. All 
commands not already done on the 
current line are discarded. [p23) 
Returns the number of turns since the 
start of the game. [p2l-231 
Returns the same result as a false 
test. [p23) 
Returns the same result as a true 
test. [p23) 
Waits for the user to press "y", 
which returns a true resul t, or "N" , 
which returns false. [p22) 

Repeats conditions between repeat and 
until until condition t is true.lp24) 
Move printing on to a new line. lp13) 
Disable pictures. [p14) 
Enable pictures. [pl41 

Set word n to be equal to value e. 
The value of n may be I ( nounl), 2 
( noun2 ), 3 ( verbl ), 5 ( adverbl ) 
or 6 (adverb2). [p22) 

Gives the number of the room which is 
connected to this room by verb v . 
[pl4) 

Gives a random number between land 
e inclusive. [p21) 
Executes special condition number s. 
[p23,24) 
Return early from special condition. 
[p23) 

Pause for e fiftieths of a second, or 
until a key is pressed. [pI8,23) 

Set amount to value of e. [p22) 
Set turns to value of e. [p22) 
Set with to value of e. [p22) 

Sets the height of the text cursor 
to e. e may be 0 to 7. 
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1. Number out of range 
occurs when you try to access counters, markers, or objects with 
numbers greater than 511, and when you try to use nouns, verbs, 
or adverbs with numbers greater than 255. 

2. Internal error 
Will only happen if a very complex expression is being evaluated 
and STAC runs out of space to store its results. This should 
never happen, as very complex is really very complex 

3. Object not found 
Occurs when you try to describe an object which does not exist. 

4. Room not found 
Occurs when you try to describe a room which does not exist. 

5. Message not found 
Occurs when you try to print a message which does not exist. 

6. Break 
Occurs when both shift keys are depressed at the same time whilst 
executing the conditions. 

7. Not a valid link file 
Occurs when the file whose name was given to link is not actually 
a previously saved link file. Also occurs when testing an 
adventure - actually loading a link file would destroy all your 
carefully typed adventure data 

8. No repeat for this until 
Occurs when an until is found which does not have a matching 
repeat before it. 

DISK ERRORS 

Several errors can occur whilst trying t o access the disks. Some 
of these are not obvious, so here is a list: 

1. File not found 
There is not a file with the requested name on the disk. 

2. Pathname not found 
You have tried to enter a folder that is not there. Typing a 
path name of "A:\FONTS\SANSERIF.FNT" effectively opens a folder 
called FONTS. If there is no folder on the disk with that name, 
then this error will occur. 

3. Disk write protected 
The disk you are trying 
removed. 

4. Disk full 

to save to has its write protect tab 

There is no more room on the disk for the file that you are 
trying to save. 

The warning box for all these file errors can be cleared by 
pressing a key. 
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APPENDIX F 

ADVENTURE FLO~CHART 

This is a flowchart showing what goes on when you play an 
adventure. 

Add 1 to turns 

high priority 
conditions 

Print player's 
prompt [13] 

command 
player 

yes 

yes 

The numbers in [] brackets are special condition numbers. 
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APPENDIX G 

HANDY REFERENCE SHEET 

Rangea of numbers 

Rooms: 1 to 9999 
Messages: 1 to 9999 
Pictures: 1 to 9999 
Objects: 1 to 511 

Special conditions: to 255 

Verbs: 1 to 255 
Nouns: 1 to 255 
Adverbs: 1 to 255 

Markers: 0 to 511 
Counters: 0 to 511 

which store -2,147,483,648 
to +2,147,483,647 

Colours on screen: any 20 from 512 
( 16 in graphics screen, 4 in text ) 

Maximum picture size: 288 pixels horizontally 
x 132 pixels vertically 

Special Conditions 

1. Death 
2. Success 
3. Quit 
4. Ok 
5. Can't get object 
6. Can't get object 
7. Can't get object 

not here) 
too heavy} 
already got 

8. Can't drop object 
9. Drop all 

10. Get all 
11. Print "You can't" 
12. Print "Pardon ?" 
13. Print "What now?" 
14. Look 
15. Describe room on entry 
16. Strength reduced below load 
17. Startup condition 
18. Load prompt 

Markers etc. used by STAC 

Marker 0: Set when room described. 
Marker 1: Set means dark. 
Marker 2: Set means lamp available. 

Counter 0: Score. 

Noun 255: It 
Verb 255: Again 

Adverb 254/255: separators 
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INDEX 

Item Page 

Adventure Universe ... . ........ . .. ... .......... ..... .. ................. .............. ... ........ 3 
Adverbs ...................... . ........... . .... . ... . .... .. . ..... ........... .... . ..... ........ 9,64,71 
Again ... ..... .. . .... ...... .. .. ....... ..... .... ... ........ .... .. .. ... ......... ...... 22,51 
And,or,xor,not ........ . ....... ... ......... ... .. ......... .. ...... . ...... ............... 66 
Arithmetic .. .... .... .......... .......... ...... .... ...... .. .... ...... ...... ...... ........ . . 12,66 

Begin where ? ............ ....... ................ ... .......... ................ ...... .. .. ........ .. 39 

Characters ... .... ..... .. ... ............................ ... ...... ....... .... ..... .......... .. 45,58,68 
Chords ..... ..... . .. ... . .... . .... ............ . ... .... .. ... ... ....... .. .. .... . . ...... ... .. .......... .. 33 
Colour palette .. .. ............ .. ........ .. ........ .. .. ..... .. . .......... ..... .. ...... ...... ...... 30 
Combinations ...... . ....... ... .. ... . ... ....... .... ....... .. .................... ..... ............ 66 
Commands .......... .. ........ .................. .... ....... ....... ... ................... .. .. ... .... ... 50 
Comparisons ... .. ........ . ................... . ..... ...... ...... ..... ....... 11,12,21,23,66,67 
Conditions ............ ................. ............. ... . ... .... ....................... ...... 8,64 

..... high priority 37; local 38; 
low priority 36,58; 
special 48,59,70,71. 

.... . arithmetic 11,66; commands 9,64; 
comments 21,64; disks 16,66; 
markers/count.e rs 15,65; 
messages 12,67; objects 10,65; 
pictures 14,64; rooms 13,64; 
strings 18,67; testing 9,64; 

..... other 21,68. 
Connections ................................................. . .. ............. . . . . .............. 4,5,14,68 
Contents of package .... ................................................... .. .. ........ ........... 1 
Control c harac ters .............................................. ...... ..................... 45,58 
Counte rs - conditional words .... .... .............................. ................ ......... 16,24,65 
Counters - general.............................................. .... ........ . .. .. 38-40,65 

Dark marker ....... ...... ...................................... ...... .... .... .............. 5,37,38,71 
Decision making . ........... .............. ....... .. .. ..... ...... ............ ........ 9,24,64 
Demonstration disk ... ... . ... .... . .... ..... •.. . ... .. . ......... .. .. ... .. .... . ............ ... ... 1 
Disk menu ................. .. ........................................... ........ .. .... .......... 6,42 
Disks .. ....... .......................................... .. .................... 6,40-43,55 
Drawing sc reen ............ . . ......... ........... .... ....... . ... . .... ... . .. ..... .... .............. 28 
Dropping objects ... . ... ............. .. .. ... ... .. . . .. .. . .. ........ . ...... . ..... .......... .. . 10,25 

Eating ........ .... .. .... ... .. ............. .. ....... ...... .. .................. .. .... ........... 37,39 
Editing data ................ ... ........ .. .... ......... .. ................................. 6,64,68 
Encode . .... . . ............ ........ .. ........................................... .. .... 18,50,61 
Equipment . ...... ... . .. .... .. ........ . ........ .. ............. .... .. ........ .. .. .... .. ................. 1 
Errors ...• . .. . ... ... ....• .. ..• .... •... .. ........ . . . ... .. ..... ............. . .. . ... . . ... •.... . 26,40,57 
Examine objects ............ .. ...................................... ........ .. . 37,39 

Files .. .. .......... .. .. . ... ........................ . .. ... .. .. .. . ... . ........ .......... ..... .. ...... ... . 43 
File selector ...... .......... .......... .. .. .... .... .. ...... .. .. ........ ........ .. .. .......... .. 6,42 
Flowchart ....... . .... .... ....... .. .. ........................................ ... ... ............... .. . 70 
Folde r .. .......... ....... ............ . . .. ........ ... ........... . . ... .... . .. .. .... . ... . .. ............ 43 
Fonts ......... ...... .. .. ... ...... ..... ...... . ......... . ... .. ..... .. ....... . .......... .. . ................ 45 
Font editor .... ........ .... ................................................ .. .. .. ............. 45,46 
Format disk .. .... ...... .......... ...... .... .. .. .. .......... ........ ....... 42 
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Get objects ..•... . .. .... ... •...•.. ... .•.. ........ . ... .. ... . ...... ... ................... . . .... • 10,25 
GetaJl .......... .... .... ...... .................... .. ........ . . ... ... ........ ....... . ..... .... 65 
Glossary .. . ............ .. . .. . ........ .... ... ......... ..... .... .. ... .... ..... .. ...................... 60 
Graphics ................................. .... . ... ... .... .. . .. ... ... . . . ..... . ........ . ... .. .... 14,27 

Help screen .... ... .. ..... .... .... . ... ...... ............................... 40 
High priority conditions ...... ... ............. .. ........ .... .... .. ......................... 37 

If-then-else ..... . . .. .............. . . ........... . ..... ... ........ ... . ...... 9,24,64 
Importing pictures .•. .. ......•.....•.... . . .... ... .. ... ... ...... .. . ... ... ..•... .... •.. •.......• 29 
Initialization ................... . .... . . ... . ........ ......................... 30,50,51 
Inventory ...... .. .. . ..... ... .. . ........ . ........... . ............. . .......... ..... ........ ... ... .. . .. .. 13 
It .... ........... . .... .... ... .. ... .. .... .. . ..... ... .. ... ... . ....... .. .... .......... .. .................. 51 
Itis ... ... . . ........ .. . . ... . .. ... ........ . ........ . ....................................... . ...... .. 64 

Keys ..... .. ..... . ........ .. . .. .. . ...... . ....... .. . ... ... .. .. .. .. . . ... ........... . ... . .... ....... . 58,68 

LF ( line feed .... ...... ........ .. ...... .............. .. .. .. .. ...... ......... 68 
Life and death - conditional words ................ .. ................ .... .... 16,21,23,66 
Life and death - general .. .. .......... ........ ................ .. ....... 38,39,48,59,60,66 
Light ............ . .......... . .................................................. 5,37,38,71 
Lighting a lamp ................... ... ........ ........ ............................................. 5 
Link files ....... ... ...... .... .. ... .......... . ...................... ..... 18,67 
Load adventure ...... ......... . .. .... ............................................................. 40 
Load game position ...... ....... ........... .. .. ...... .... .. ........ .. .. .............. ........ .......... 16 
Loading screen ...... ...... ....... ........... .......................... .. ..... 39 
Loading STAC . .... .... ...................................................... 1 
Local conditions ..... ....•. ..... •... • . ... . ... ... . .. . ......................... .. . ....... .. .. ...... 38 
Loops . .. .................... ..... ... ... ........ ...... ... . .... .... ..... .. ........ 24,40,56,68 
Low priority conditions .......... . ........... ........ .............. ........ ............. 36,64 

Main menu .. ..... . ............ ......... .................. .. .. ..... ... . ..... .. ... .. .. ....... .. ... ... ... 6 
Map ........... . ..................... ... . ... .... ... ............. ... ................... .. ................. 4 
Markers - conditional words ................................................................. 15,26,65 
Markers - general ............................................................... 5,38-40,65,71 
Messages - conditional words .............................................................. 12,13,18-21,67 
Message s - general.. .. ...... ..................................................... 34,53,56,58,67 
Mistakes .. .. ..... .............. ........... .. .... . .... .. ........................................... 7,58 
Music ............................. .................................................................. 32 

Nesting .......... . . . ... ........ .. ... .. .. ................................................. 24 
Newcom .. .................... .. .... .. .................................................. 68 
Nouns .... ........................... . ............ ... ....... .. ..... .. ............... . ....... . ... 9,65,71 
Numbering ....................................................................... .. ......... 25 

Objects - conditional words .................. .. ................ 4,5,10-12,14,22-25,64 
Objects - general ............ .... .......................... 3,34,37,39,40,48-50,60,61,64 
Ok ............. . . .. ... . .. ........ .... .. .. .. ......................................... 10,48,68 
Oops ....... ... ... . ..... ... . .. ............. ..... ... ...... ......... .... ................ . ................. 25 

Palette 30 
Pause ........ ... ....... .. . .. .......... . ........... ...... ..................... . .......... 23,68 
Pardon .................................................................................... 49,60 
Pictures ............................................................ . ............. ...... ...... 14,27 
Plot .. .......... .. .................................................................... 3 
Printer ........ ... ... .. ... .. ....... .. ........... .. ................... ... ........................... . 43 
Program disk ......... ....... . ... .... ........................................... 1 
Purpose of adventure .................................................. .... ...... ...... ......... 3 
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Questioning the player ............................................................... 21 
Quick adventure ... .... ... ...... ... ...... ..... .... .......................... ... 3 
Quick start file ................................ ............................... 6,16,35,48,58 

Ranges of numbers ............................................................................. 71 
Reference sheet .................................................................................. 71 
Repeat-until .. . ............................................................ 24,68 
Return ................ .. .............................................................. 23,68 
Rooms - conditional words .............................. .. ......................... 13-15,65 
Rooms general.......................................... 34,38,39,49,56,61,65 
Royaltie s . ..... . . ... ............... .. ... ........ .... ........ ....... ... .. ................... 41 
Runnable adventure program .............. .... ...... .. ................................... 40,41 

Save adventure .......... ............ ................ .................... ......................... 40 
Save game position ......................................................... 17,18,21,25,26,66 
Scale .......... .. ............. . ........ . ... . ......... ... ........ . ... ... ............................. 33 
Scoring ........................... ..... .................... .......... . ...... ............. 36,37 
Screen display....................... ....... ................................. 52 
Screen dump ........................... ...... .............................. 44 
Separators ........... . ..................................... .. .. ... ............... . .... 50,51,58,71 
Short cuts .......................................... .. ....................................... 25 
Special conditions ......................................... .. .......... .. ......... 48,65,70,71 
Starting the adventure ........................................................ .. ........ 39,40 
Strings - conditional words .................... .. .. .... .............. 12,13,18-21,67 
Strings general................ .. ........................ 34,53,56,58,67 

Testing ........... . .................. ... .................. . . ................... . ........... 40 
Text .................. ....... .... .. .. .. ........ ........ ....... ... ........ .... ........ . . 14,68 
Tricks and tips .................................................................................. 25 
Turns counter .... .. ......... .... ...................... ...... .... .... ........ ......... 68 

Verbs ..................................................................................... .. .... 9,67,71 
Vocabulary - conditional words .......................................... 4,9,21,22,25,64 
Vocabulary - general ...................................... 34-37,39,40,48-50,58-61,64,71 

Wait ................................................................................. 10,48,68 
Wearing things ................................................................................... 25 
What now ? ........................ ................ .... ............................ 49,60 

Yes 
You 

and 
can't 

no 
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22,68 
. 49,60 




