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the room scene is finished, you can copy the final result to the screen 
for the player to see. 

Graphic copying is executed within VJSionary very quickly, and the 
player will notice only the smooth movement of your game. A techni­
que known as double buJTering is used to eliminate any trace of flicker­
ing that would otherwise occur during the copy process. 
Double-buffering is explained below. 

Let's next look at how to create the maze of tunnels that are always 
found in dungeon-type games. A simple approach is to use an array. 
This array can keep track of not only which rooms lead where, but also 
which rooms contain monsters, weapons or treasures. 

You can use VJSionary's "pixel" and "rectangle" commands to simulate 
the reading and writing of the array elements, then the actual array 
itself will be displayed as a picture on a graphic screen. It will picture 
the maze as a bird's-eye view. In this overhead view of the maze, each 
pixel represents a single room in the maze. You can read the pixels 
surrounding the current room, to see which directions are open to the 
player. 

In addition, you can have the color of the pixels tell you things about 
the room, such as which monsters, weapons or treasures are in the 
room. In that way, when the player moves into a new room, your pro­
gram can check the pixel color of that room to determine what to place 
in the room, and can check the pixel colors of the adjacent rooms to 
see where to draw the exits. All of this can be done extremely fast 
when using a pixel array to keep track of the rooms and their contents. 

Player's Directional View 
Another consideration is the directional view of the player. The above­
mentioned array will tell you which rooms are connected, so you can 
draw the proper view of the tunnels. But consider that there are four 
views of every room. If the player stands facing north, a different view 
is seen than if the player faces south, east or west. 

When your game draws the current room, and the view down the 
hallway of the maze, you need to take the direction of the player's view 
into consideration. There are a variety of methods you can use in your 
programming. You can keep track of the directions in variables, and 
use conditional statements to draw the sides and end of the hall cor­
rectly. Or you can use an array to keep track of the surrounding rooms 
and the direction that the player is viewing them. Just be sure you 
don't forget to adjust the view to the direction the placer faces. 

Multiple-Character Control 
Next, we should consider how many characters you will want your 
player to control. Will the player control a single player who explores 
the dungeon, or a team of three or four hardy adventurers? Control-
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ling a single character is obviously the easiest, but permitting a team of 
several characters can be accomplished with a bit more effort. 

If there will be more than one character, you need to design some way 
for the player to switch characters. You could show graphic repre­
sentations of each character at the top of the game screen, and define a 
click zone about each one. When the player clicks on any of the zones, 
a subroutine should be called which will clear the variables used, and 
set them properly for the various attributes for the new character. 

By having several characters in your game, you can allow one character 
to be killed but permit the party to continue with the game. Allowing 
more than one character to take part in the game is a nice addition to 
these types of games. 

Player Attributes 
Next, we should consider what attributes you want the player's charac­
ter or characters to have. A half-dozen or so should be sufficient, al­
though there is actually nothing to limit to your creativeness. The 
values for these attributes can be saved in standard numeric variables. 
If you plan on having a team of several characters be in your game, you 
may prefer to save your individual characters' attributes in arrays, to 
make it easier to call up the individual values. 

Let's say you decide on attributes for "strength", "stamina", "intel­
ligence" and "experience", which are standard player attributes in role­
playing games. With a single character in the game, you could simply 
use numeric variables with these names. As the player vanquishes each 
monster, you can increase the "experience" variable. If it's a tough 
fight, you can decrease the "strength" variable, and so on. 

However, if you plan on allowing several characters to be in the game, 
you may find it easier to use an array, where the values of each element 
are colors in your graphic screen. Jn that way, when the player 
switches to a different character, your game can simply switch to a dif­
ferent line in the array. 

Player Inventory 
Now that you have designed the player's attributes, there some other 
things you need to design for the player. Inventory is one of these. 
You need to create some method for the player to pick up objects, 
whether they are treasures or weapons. Can the player simply walk 
over them and pick them up automatically? You could require the 
player to click on them in some manner, in which case you need to 
define some click zones. 

Then you must decide how to show the character's inventory. Will it be 
by means of graphic pictures, or simply a list of words? Depending on 
what you design here, you will have to provide some way to drop the 
objects again. If you choose to show objects graphically, you will need 
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to design some way to click on the pictures to drop them. If a list of 
words is shown instead, you may want to design a list that scrolls, so 
the player can press return to select the one to drop. 

Whatever you choose, you need to design an easy-to-use way of taking 
objects, showing the objects held, and dropping the objects. 

Game Animation 

Animation is always desirable in any dungeon adventure. This can in­
clude doors which are be shown opening as well as monsters shown 
moving about. 

The easiest way to accomplish monster movement is to have the various 
poses for the monster in a graphic file that is loaded from disk and 
saved in a hidden screen. When the player encounters a monster, your 
program would copy a picture of the monster onto the dungeon room, 
then keep copying different poses onto the dungeon room until the 
player kills the creature. 

One way to do this is to copy the section of the background where the 
monster is to be placed into a hidden graphics buffer. Then copy the 
picture of the monster onto the game screen. To show the monster 
moving, you then copy the background back to the game screen, copy 
the new section of background where the monster will move to, into the 
hidden buffer, then copy the new pose of the monster on the game 
screen. 

Double-Buffering 
The problem with the method described above is that, while it is easy 
to program, it also shows the monster flickering, since the monster is 
not being shown for the part of the time while the background is being 
restored and the new section is being copied. 

A better way to show the animated monster is to use a method called 
double-buffering. You will basically do the same thing as described in 
the previous paragraph, but it will all be done on a hidden graphic 
screen. When the picture is complete, the game then flips to view that 
buffer. The process is then repeated, with the new pose for the 
monster being created as described above, but again in the hidden 
buffer, and then the view is flipped to this buffer when it is ready. In 
this way, no flickering is seen. The game may move a trifle slower, 
since an extra step is taking place, but at the speeds which VISionary 
copies graphics, this will never be noticeable. 

Items other than monsters can be animated in a dungeon-type game. 
A large stone door can swing open with a grinding sound. A studded 
iron door can screech open. Or a drawbridge can be lowered with a 
thud. The basic methods of animation as described above can be used 
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to create moving doors, as well as mice running across the floor, 
shadows flickering against the wall, or water bubbling in a pool. 

The Graphic Interface 

Designing the game interface, the way the player interacts with your 
game, was one of your first tasks, even before the programming started. 
The game interface developed from the map you devised, the plot you 
created, and the puzzles you included in your adventure design. Now 
it's time to translate that concept into the graphic interface. 

Let's see what you will need in the graphic interface for a dungeon 
adventure. You will need a place for the player to click the mouse in 
order to move. Usually, some type of compass is used for such move­
ment. It need not be an actual compass with "north", "south'', "east" 
and "west", but should at least consist of arrows pointing the way that 
the player can go. Or the player might simply click on the picture of 
the dungeon itself: clicking in the center to move forward, on the left 
side to turn left, on the right side to turn right, and on the bottom to 
move backwards. 

If you plan on having more than one character in the adventure, you 
will need some way for the player to choose which character is current­
ly being controlled. As mentioned above, this can be easily done by 
showing a picture of the character, and allowing the player to click on 
the one desired. 

Also as mentioned above, you will need to design some way to get, 
display, and drop objects. And then you will also have to design some 
way to use the weapons that the player finds. You may wish display a 
rectangle on the screen that shows the player's weapons. If the player 
clicks on one of the weapons, that is the object currently in use. The 
player can then choose either to fight with it, or drop it. 

The Goal 
What is the goal in your game? Perhaps the final goal is to reach the 
bottom-most level of the dungeon and kill the ultimate monster. 
Usually in this type of game, the monsters are harder and harder to kill 
as you descend deeper into the dungeon. However as your character 
gains more experience, more strength, and more powerful weapons, 
these monsters can be overcome. That means your player's sub-goals 
will be to complete each level of the dungeon, to vanquish all the 
monsters there and find all the treasures, weapons and magic potions 
in that level. 

You might change the goal of your game, and have the player reach the 
bottom of the dungeon in order to rescue the princess. Then you can 
repopulate all the upper levels of the dungeon with even more powerful 
monsters, weapons, and magic potions and make the player fight all the 
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Chapter 12: Artificial Intelligence in 
Non-Player Characters 

VtSionary allows the inclusion of non-player characters in your game. 
These are characters other than those the player control. 

In a standard adventure game, usually the player is transported to a 
new world and started upon a quest. In this case, the player is the 
character. In role-playing adventures, the player assumes a new iden­
tity, that of a special character with individual special attributes. In 
such games, the player can sometimes assume the persona of several 
different characters, all of whom may make up a party of hearty adven­
turers who will work together to complete their quest. 

But in both types of adventures, you will find other characters who are 
not controlled by the player. These will be characters the player en­
counters in the game, and interacts with. This chapter will examine 
ways in which you can create and use non-player characters in your 
adventure games. 

Let's start with a simple example. In the game Frankenstein's Legacy, 
written over ten years ago by this author, Dr. Frankenstein's creature 
was brought to life by the player. With a shower of electrical sparks, 
the creature jerked to life and started toward the player with a lumber­
ing gait. The murder in its eyes convinced the player that some way 
must be found to lure the creature to its doom, or else the player would 
fall victim to its violence. The creature followed the player from room 
to room until the player stopped and was caught, or the creature was 
destroyed. 

This is an example of a non-player character, or NPC, at its simplest. 
The creature started out as a nonmovable object, and changed to an 
NPC when it was brought to life. If this game were written in VISionary 
today, the creature would be considered an NPC after it came to life, 
and the NPC file would program its moves. 

Level of Intelligence 

All NPC's have artificial intelligence. The level of that intelligence is 
up to the game programmer. The programmer can choose to give each 
NPC a low level of intelligence, or he can choose to make its intel­
ligence quite high. As you can imagine, the higher the level of intel­
ligence, the more programming is required. More decisions have to be 
made for the intelligent NPC, and this requires additional program­
ming of conditional statements. 
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The level of intelligence of Dr. Frankenstein's creature in Frankenstein's 
Legacy was very low. The creature just followed the player from room 
to room. If the player kept on the move, he was safe. If he stopped for 
any reason, he would be captured and killed. The only intelligence the 
creature possessed was the ability to follow the player. If the player 
spoke to it, the creature would not respond. If the player tried to at­
tack the creature, it would not respond. If the player tried to interact 
with the creature in any way, it would not respond. It was only 
programmed to follow and kill. 

This is the simplest kind of intelligence to program into any NPC. In 
this case, a routine in the NPC file was checked to see if the creature 
was in the same room with the player. If it was, the player was killed. 
If it was not, then the creature was placed in the current room, and the 
game continued. This level of intelligence was appropriate for 
Frankenstein's creature, but may be inappropriate for other NPC's in 
your adventures. 

The Effect of Intelligence Level 
Let's consider other levels of intelligence. Consider a hypothetical 
game where the player buys some canvas sails from a shopkeeper. The 
shopkeeper only needs a low level of intelligence. At the simplest, the 
shopkeeper will greet the player as she enters the shop, ask her what 
she wants to buy, and then ignore any further attempt to converse un­
less the player asks to buy sails. This is simply programmed by placing 
the routine in either the action section of the NPC or the vocabulary 
action file. 

The next level of intelligence would be to have the shopkeeper respond 
to requests to buy other items. Perhaps a list of items for sale is placed 
on the wall of the shop, and the player can ask for any of them. You 
can program the NPC to check for the item that the player requests, 
and reply "Sorry, fresh out" to all requests except the request for the 
sails. 

A still-higher level of intelligence would involve creating those other 
items as objects, and allowing the shopkeeper to sell any of them. At 
another level you could check what the player is asking the shopkeeper, 
and have the shopkeeper programmed to respond appropriately to 
some anticipated questions. You might additionally program the NPC 
to allow the shopkeeper to move about. This might force the player to 
track down the shopkeeper, who is somewhere in the back of the shop. 

Let's see some ways that you can program greater intelligence into the 
shopkeeper in the example above. You must first anticipate how the 
player will try to talk to the shopkeeper. If you want him to directly 
address the shopkeeper, you must still anticipate he may try some 
general command like "talk to the shopkeeper." In this event, you 
might program your game to respond "go ahead and talk to him." This 
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would be best programmed into the object file for the shopkeeper, 
under the action for "talk." 

When the player says "I want to buy some sails" your game must be 
able to understand what the player has requested. You can enter the 
desired actions in both the object file for the sails, as well as the 
vocabulary action file, for variations that won't be caught elsewhere. 
Then you can program the shopkeeper to give the player the sails in 
return for a bag of gold, or refuse to sell them if the player lacks the 
gold. 

If you want the player to be able to select from several items, use a 
slightly different technique. Place all the objects that can be sold in the 
shop. But make them invisible. That means in a graphic adventure, 
don't show pictures of them. And in a text adventure, don't describe 
them in each object's code block. In that way, when the player refers 
to any of the items, the appropriate object file is executed and the ac­
tion entry for "buy" is executed. Each action entry might first check 
for the presence of the shopkeeper, and tell the player "there's no one 
here to buy from" if the shopkeeper is absent. Then it might have the 
shopkeeper make various replies, depending on whether the player can 
afford the particular item he has requested. 

By using V1Sionary's "rand" variable, you can even have the shopkeeper 
give different responses randomly. Each random response should have 
the same final meaning, but should be phrased differently. 

Sophisticated Interaction 
If you want to permit more sophisticated game action between the 
player and the shopkeeper, you might wish to allow the player to talk to 
the shopkeeper about other things than his purchases. The non-player 
character of the shopkeeper isn't a very interesting person, if it only 
talks to the player in order to sell something. 

You may wish to design your game to allow other verbal interaction. 
This will require additional code to anticipate and respond to common 
dialog. If you want the player to be able to say "What's new'' to the 
shopkeeper and receive a specific response, you will have to program it 
into your vocabulary action file. Similarly, you can permit the player to 
say things like "Nice weather" or "Hello" to the shopkeeper, and have 
the shopkeeper respond in some appropriate way. Since none of these 
commands act upon a specific object file, you should place them in the 
vocabulary action file. 

NPC Movement 

It was also suggested that perhaps the shopkeeper be allowed to move 
about, rather than stay in one place. This movement is programmed 
into the NPC file. First, you as the programmer must decide what 
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rooms the shopkeeper will be allowed to move into. Let's say, you 
decide to limit movements to the shop itself, the back room, the alley 
behind the shop, and the upstairs apartment. 

There are several ways to move the shopkeeper randomly, but a simple 
one is to use the "moveobj" command to move the shopkeeper in a 
random direction. Then check the "error" variable or the "objectPOS" 
variable to see if the shopkeeper was successfully moved. This is 
necessary, since "moveobj" will not allow an object to be moved in an 
illegal direction. U the move was not made, keep the routine in a loop 
until some move is actually accomplished. 

Random NPC Actions 
Let's examine some other techniques that can be used with non-player 
characters. The "rand" variable has some uses other than the above 
example to choose a random direction for the shopkeeper. A non­
player character's response to the player can be randomized, to give a 
more intelligent feel to the NPC. If every time the player says "hello" 
to the shopkeeper, the shopkeeper responds back "hello" it's like talk­
ing to a robot. If you are feeling ambitious, you can program several 
similar replies to each action the player makes. Your NPC can then 
respond differently, every time the player takes that action. 

Let's say for example that the player says "hello" to the shopkeeper. 
The shopkeeper might have a list of possible replies that included 
"hello", "howdy'', "greetings", "mornin"', "hello yourself" or "come on 
in." Each time the player greets the shopkeeper with "hello" the shop­
keeper could give a different reply. You could keep track of which 
reply had been used already in a variable. Then you could either have 
the shopkeeper give a reply in some predetermined order, or you could 
choose it randomly, using the "rand" variable. 

If you are creating a dungeon-type maze game, you might want to have 
monsters roaming around in the maze of tunnels. In some maze games, 
the monsters are always at one location. After the player becomes 
familiar with the game, she knows exactly where to go to fmd the 
monster. You can make your game more difficult by varying this. 
Make the monster move about randomly throughout the maze. In this 
way, the game becomes more challenging for the player, who never 
knows when the monsters will appear. The programming for this type 
of movement is again done in the NPC file. Since the NPC file is ex­
ecuted after every tum, the monsters can be moved one room per turn. 
This can be done in the same way described above for the shopkeeper, 
by using the "moveobj" command and the "rand" variable to move the 
monster randomly. 

You can not only have your monsters move randomly, but they can also 
take other actions randomly, while out of the sight of the player. You 
might decide to have the monsters steal any treasure they come across 
in their random movements. Or if two monsters randomly happen to 
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enter the same room, you might want them to magically join to become 
a "super monster." 

Moving monsters could destroy objects that they encounter. Imagine 
how the player will feel if she enters a new room in the dungeon and 
finds a magic shield that has been smashed by a visiting ogre earlier. 
This adds a bit of realism that will not be found otherwise. 

Player and NPC Interaction 

Interaction with non-player characters like monsters usually takes the 
form of either casting magic spells or fighting. Although you want your 
non-player characters to be able to move about in other rooms without 
the player's knowledge, you will usually want them to come face to 
face, eventually. And when they do, you must program your game to 
permit some type of interaction. 

Magic spells are the easiest type of interaction to program, because 
they are only used once. If casting the spell doesn' t work for the 
player, that's it. 

Fighting is different. If the player thrusts with his sword and it fails the 
first time, he usually is given additional chances to stab the monster. 
Use the NPC object files to create the programming that will check to 
see how the player fares in his battle. Remember to use variables to 
keep track of the monster's attributes as well as the player's attributes. 
In this way, you can make the battle seem more real. After each move 
of the player, your NPC file can check the variables and print out the 
result to the player, telling him how he fared and how the monster 
reacted, before the player's next turn. 

NPC People 
Using people instead of monsters can make the interaction of your 
non-player characters more difficult. People are usually expected to be 
more intelligent than monsters, so you must do more programming to 
give your program the artificial intelligence that these NPC's require. 

You will probably want to allow the player to talk to other people, 
something usually not permitted of monsters. This means your pro­
gram must anticipate the most common verbal interactions, and give 
appropriate responses. Of course, the player can still fight with people, 
as he does with monsters. Your NPC files should include programming 
to allow the people to fight back. But in addition, the NPC files should 
allow the player to talk to the non-player character and give some type 
of response in return. 

As with monsters, when people are used as non-player characters they 
should be allowed to move about in the background and take actions 
that affect the game. And frequently they will be permitted more ac­
tions than monsters. You should program your NPC files so that the 

12 - 5 





Chapter 13: The Finishing Touches 

Add unneces­
sary objects to 
mislead the 
player and 
enhance the 
game's atmos­
phere 

You're finally done. Your adventure is finished and completely play­
able. You've written the source code, you have compiled it, and you 
have fixed all known bugs. You can play it and win, or play it and die. 
But you're not quite done, yet. You still must go back and fine-tune 
your game. Then there is play-testing. And you have to make a final 
decision on the distribution of your masterpiece. In this chapter, we 
will look at these final steps as you prepare your game for release. 

Fine-Tuning 

Now is the time to go back and add those unnecessary messages. Add 
the ones that weren't necessary and thus were probably overlooked. As 
mentioned in previous chapters, these add detail to your game and cre­
ate a more realistic make-believe world. So now is the time to add the 
bird chirps, the coyote howls, the scent of pine, and all the other ran­
dom messages that add richness to the tone of your game. 

If you have a graphic game, consider replacing the random messages 
with random sound effects. It is much more impressive to actually hear 
the coyote howl than just to be told it howls. 

You might also consider adding objects at this final stage. Up to this 
point, you may have been focusing on the objects necessary to the solu­
tion to the various puzzles in your game. You may not have spent 
much time considering extraneous objects which serve no purpose ex­
cept to mislead the player and add to the game's atmosphere. Now is 
the time to add these unnecessary objects. Add the candy wrapper 
found lying on the floor. Include the six-inch piece of cotton thread 
found in the dirt. Make sure that these objects can be picked up, 
dropped, examined, and manipulated in any normally-expected way. 
Always consider how the player might try to use these new objects. 

Think through the possible actions with the new objects. You wouldn't 
want to create something which could unwittingly be an alternate solu­
tion to some puzzle. If you intend for the player to cut down a tree 
with a chain saw, don't create an axe at the last minute to act as an 
extra unnecessary object. If you do, you must be prepared to allow the 
player to use it instead of the chain saw. Adding new objects at this 
point should be for the purpose of enriching your game, but not alter­
ing the solutions to the puzzles. 
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Don't create an object that can be manipulated in too many ways. For 
example, it is a lot easier to add a candy wrapper than it is to add 
matches. There are a limited number of ways to manipulate the candy 
wrapper. There are many more things you can do with matches, how­
ever. If you add matches to your adventure, you will have to go back 
and modify the action sections of every object, in anticipation that the 
player will try to burn the objects. Add things like matches only if you 
are willing to spend the additional time to properly modify all the ob­
jects that can be affected by them. 

Play-Testing 

Naturally, you have been playing your own game as it has grown. As 
you have made additions and changes, you have played and tested 
them. But now is the time to go back and play the entire game again. 
In fact, play it several times. Each time you play the game, you will be 
checking for different things. 

Play to Win 
First, play the game to win. Make sure that all the treasures can be 
obtained, all the puzzles solved, and all the challenges met. Don't 
worry about all those other things you added to your game. Ignore the 
parts that are unnecessary to the ultimate solution. 

The first time through, you want to make sure that the game can be 
won. Since you know exactly what it takes to win your adventure, this 
run-through is the fastest one. If you find any errors, mark them down. 
Keep a written record of them. Then use this record to go back and fix 
the errors you have found. After you are sure the game can be won, 
you are ready to play it again. 

Play to Lose 
The second time you play your own game, you want to intentionally 
lose. You want to test out all the ways that the player can die. There is 
probably more than one way to die in your adventure. The player 
could run out of time and be caught by cannibals. He might fall into a 
pit of army ants. He might die of thirst in the desert. Whatever ways 
you have designed, you must now test. 

Play the adventure and intentionally try to die. Tust each death trap to 
see if you die where you should. When dying from thirst, check to 
make sure you die after the appropriate number of turns only. Make 
sure you don't die if you drink water barely in time. 

This second run-through will take appreciably longer than the first. 
But as with the first, keep a written record of any errors you find. 
When done, go back and fix them. That leaves you ready for the third 
and final reason for play-testing your game. 
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Play All the Options 
By now, you are probably sick and tired of playing your own game. But 
the third run-through is perhaps even more important than the first 
two. This is the one that will take the longest. This time, try every­
thing. Whatever you have written into your game, you must test. Make 
sure that all movable objects can be taken and dropped. Check to 
make sure your inventory is correctly being incremented and decre­
mented. Make sure you can't exceed any inventory limits you created. 
Examine every object, to make sure it gives the correct description. 
Use every object in all the ways you programmed. If you can think of 
alternate ways that a player might ask for something, go back and add 
it as a synonym. 

If you suddenly think of something that a player might try that you 
didn't anticipate, now is the time to go back and add that action to 
your game. When you have finished trying every possible action and 
combination of actions that a typical adventure player might try, you 
are done with the run-throughs. 

Outside Testing 
The next step is to have someone else test your adventure. You may 
think your game is ready to go, but other players will find things you 
have overlooked. Choose some people you trust, players who like ad­
ventures. You need to trust these people not to hand out copies of 
your game without your permission. And there is no sense in having 
them test your game if they hate to play adventures. Ask them to keep 
a written record of anything that seems wrong. Note spelling errors. 
List errors in logic. If something just doesn't seem right, have them 
write it down. 

Be prepared for criticism. It can hurt to hear bad things about your 
game, especially after you have spent so much time on it. But don't 
take it personally. Remember, it is going to make your game even bet­
ter. 

Spend the time to go back and fix the things your testers listed. If one 
tester suggests things you disagree with, discuss them with all the 
testers. The suggestion may be right, considering that the tester is 
looking at your game with the same fresh eyes as your future players 
will have. You, on the other hand, are looking at it through the eyes of 
its designer. You may feel some emotional attachment, and may resent 
any question about the way you designed it. Trust your testers. Listen 
to their advice, and fix the problems they discover. Then ask your 
game testers to play the revised game one more time. Get a final 
report and make any last-minute changes. 
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Finalize the Title 

Since the start, when your game was in the planning stages, you have 
probably had a working title for it. Now is the time to select the final 
title. The title is a very important part of your game. If you intend to 
commercially release your game, the title along with the artwork on the 
box is the first thing a customer will see. If your game is released to 
public domain or as shareware, the title will again be the first thing the 
customer sees. The title could be the thing that sells your game. It 
could be the one thing that makes someone decide to try your game 
instead of some other. So choose your title accordingly. 

Make the title descriptive of the adventure story. Make it sound excit­
ing. A title like "Monster Adventure" may be fine for a working title, 
but "Monster Island" will sell more copies. Likewise, a working title of 
"Jungle Adventure" could be changed to "Lost City of the Jungle." 

Whatever you choose for your title, make sure it not only tells the 
prospective player the general setting of the story, but entices him to 
want to play it. Once you have selected the title, put it at beginning of 
your adventure. Place it in bold print. And don't forget your name 
beneath it. If you are using an opening graphics screen, it must go 
there too. You certainly expect credit for all your hard work. 

Copyright Notices 
Along with the title and author's credits, you should include any 
copyright notices. To ensure your legal rights, you should include 
copyright notices in several places. Put one at the beginning of your 
adventure before the title, and perhaps one on the graphics title screen 
as well. Use both the word and symbol for copyright, followed by your 
name and the current year. Even if you plan on releasing your game as 
shareware or public domain, you should still include the copyright 
notices. 

You should also include the identical copyright notice in a remark line 
in your code before compiling the game. Although this will never been 
seen by the game player, its inclusion in the code qualifies as "legal 
notice" of your intention to retain your copyright. You are allowed to 
retain copyright even for materials released without charge, as freely­
distributable software. Only if you release your game into the public 
domain will a copyright notice not be needed. 

The legal format for copyright notices is 

Copyright (C) {year}, {copyright holder} 

For a game produced in 1992 by a programmer named V. I. Sionary, 
this copyright notice would appear thus: 

copyright (C) 1992, v. I. sionary 
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The copyright symbol © is usually substituted for the text string (C) in 
this copyright notice in printed material, but either notation is accept­
able. 

Final Checks 

Now that you're done, go back and take one last look. Yes, again! 
Check the entire program for spelling and grammar. Look at your 
room and object descriptions. Are they complete? Are your helps 
clear enough without giving away the solution to a puzzle? Did you 
keep the player from doing things at the wrong time or in the wrong 
place? For example, can she shoot the gun if she isn't holding it? 

Check the saved game feature. It's important to make sure that your 
game only allows saved positions to be loaded if they were from your 
adventure, not some other Visionary game. Again, Visionary has an­
ticipated this problem and has taken care of it for you. Each adventure 
you create will have a unique code that is included in each saved game, 
to prevent saved places from other games from being loaded into your 
game. This unique code is based on the password of your adventure, 
so be sure you use a different password for each adventure you write. 

Game Distribution 

Now that the game is finished, debugged, and fine-tuned, the next step 
is distribution. You wrote the adventure so other people could play it, 
not so it could sit on your shelf. What does your game need before it is 
released? Will you release it as public domain, as shareware, or try to 
get it published? 

Copy Protection 
If you haven't given any thought to copy protection up to this point, 
now is the time. How do you feel about it? Most users are against it, 
but many publishers still use it to help prevent loss of revenue due to 
piracy. Software piracy is less prevalent in business and productivity 
software, but is more of a problem with game software. If you are 
thinking about selling your game, you should think about copy protec­
tion. 

Disk protection is possible, but tough to do unless you are an expert. 
You have to decide which method you will use to make the disk un­
copyable but still playable. Disk protection also makes duplication har­
der for a publisher. If you intend to sell your program through a 
publisher, it may increase duplication costs to use disk protection. A 
final consideration is that disk protection is not that effective. There 
are a variety of software programs available which permit the user to 
copy disks even though they are protected. There are even hardware 
systems available that permit the user to copy protected disks. You 
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may not wish to go to a lot of trouble designing a protected disk, if that 
protection is relatively easy to defeat. 

A method of program protection that seems to be gaining popularity is 
manual-style protection. In this method, your game asks the player to 
answer a question based on the game manual or the game box. If she 
answers the question correctly, you can assume she has a legitimate 
copy of your program, and permit her to play it. If she answers incor­
rectly, you may give her a second chance or simply assume she has a 
pirated copy. In that case, you can lock up the game, denying access to 
this player. 

One advantage of manual-style protection is that it is easy to insert into 
your adventure. Put the question at the beginning of the story, and 
again in the middle. The player can't continue with the game until the 
correct answer about something in the user manual is given. Another 
advantage for the publisher is that there is no additional cost for spe­
cial duplication. The advantage to the customer is that the game disk 
can be backed up as many times as needed. 

This method of protection is not infallible, especially since it is so easy 
to photocopy any manual. It also assumes that you will write and print 
an manual to go with your game. Considering this, you may wish to use 
no protection at all. The program is your own creation, so the decision 
is yours. 

Distribution Methods 
If your game is good enough, you may find a publisher who wants to 
put it on the market and pay you royalties. But that's not the only way 
to distribute an adventure. Another possibility is to submit it to a 
magazine. Several Amiga magazines come with a companion disk, and 
others are strictly on disk with no companion magazine. They are al­
ways looking for programs to fill their disks. Another possibility is to 
release your program as shareware, and allow your program to be dis­
tributed through those channels. Of course, you can always release it 
into public domain for the enjoyment of every Amiga owner. 

Contacting a Publisher 
If you decide to try a publisher, pick one you trust, one who can best 
sell your game. Don't feel you must choose the one who offers the 
largest royalty. Pick the one who will give your game the widest 
market. Remember, it's better to have 15% of a big pie than 30% of a 
small one. 

There are questions to ask, as you choose which publisher to submit 
your program to. Does the firm advertise in appropriate places? Does 
it have overseas sales? Has it been around for a while? You may not 
want a publisher who is new and doesn't have the contacts to get your 
game distributed into the stores. You should try to avoid a firm which 
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has overextended itself with advertising and may be in danger of 
bankruptcy. 

As soon as you have decided on the publisher you intend to contact, 
write a letter to the firm. Don't send your program yet. You letter 
must convince the publisher that you have a product he can use. Let 
him know what your program is, what it does, and any special features. 
Thy to get a signed non-disclosure agreement which ensures both your 
rights as well as the publisher's, before sending him your disk. 

Then go ahead and send the program via insured mail. Be prepared to 
wait. Publishers get a lot of submissions, and it takes time to review 
them all. If the publisher likes your game, expect that changes will be 
requested. Rarely- if ever - is a program accepted without at least 
some slight revisions. 

If you are offered a contract, read it carefully. Understand what you 
are being offered. Will your royalties be 15% of gross, or retail, or 
wholesale? Will you receive a set dollar amount per unit sold, regard­
less of the selling price? Can the contract be cancelled? If so, how 
and by who? Is there a provision for an audit of sales if you request it? 
If you are unsure or uncomfortable, see a lawyer, who can explain any 
parts of the contract which you question. If all goes well, you will find 
a publisher who likes your adventure and with who you are comfortable 
doing business. Then work with him to polish the program and get it 
ready for to market. 

Shareware and Public Domain 
Instead of selling your adventure to a software or magazine publisher, 
you may wish to release it as shareware. Encourage users to copy your 
disk and give copies to their friends. If they play it and like it, you ask 
them to send you a fee for it. 

If you choose this route, include your name and address in an easily 
accessed area. Usually, it is best to place this information at beginning 
of the game. It can also be printed in the adventure manual, if your 
game includes one. Mention that the program is shareware, is 
copyrighted, and how much money you expect if they should decide to 
use your program. Tell the user what she gets in return for mailing you 
the fee. You may wish to offer a map or hints, or even a complete 
solution in return for the fee. You may wish to send the user an entire­
ly new adventure game. Shareware seems to be a lot more effective if 
you offer something else for the fee, not just the game the user already 
has. 

Be sure to use an address that will not change for several years. The 
post office will only forward your mail for one year, and you may con­
tinue to hear from users for years and years as your program continues 
to circulate. 
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