














































































































































































































































































































































A -12 

1 o: Illegal Statement. 

Probable Cause: Internal error or file corrupt 

Solution: 'fry a backup copy, recompile, or call Tuchnical Support 

11: Linked direction not enabled. 

Probable Cause: A LINK was made for a disabled direction 

Solution: This is not necessarily an error, but the information is included so 
you can decide if this is what you wanted to do 

12: Position variable set to Invalid room number. 

Probable Cause: An object's namePOS variable was set to a number not 
representing a valid room number 

Solution: Rework the expression 

13: Sound buffer index out of range. 

Probable Cause: Valid sound buffer range is 0 to 24 

Solution: Use a valid number 

14: Error loading sound sample. 

Probable Cause: The file could not be loaded from disk 

Solution: Check filename, also make sure it's an IFF 8SVX file 

15: Sound channel number out of range. 

Probable Cause: Valid channel number range is 0 to 1 

Solution: Use a valid number 

16: No sample in sound buffer. 

Probable Cause: No sample is loaded into that buffer 

Solution: Use a different buffer or find out why 

17: Screen buffer Index out of range. 

Probable Cause: Valid screen buffer number range is 0 to 24 

Solution: Use a valid number 

19: Buff er not active. 

Probable Cause: No screen is loaded into that buffer 



0 

Solution: Use a different buffer or find ~ut why 

20: Color number out of range. 

Probable Cause: The given screen buffer cannot support that pen number 

Solution: Use a different number, or rework expression 

21: Color setting out of range. 

Probable Cause: The given screen buffer cannot support that pen number 

Solution: Use a different number, or rework expression 

22: Click region number out of range. 

Probable Cause: Valid click region number range is 0 to 49 

Solution: Use a valid number 

23: Mask buffer not deep enough for this OVERLAY 
COPY. 

Probable Cause: Mask buffer must be as deep as SOURCE buffer 

Solution: Make mask buffer deeper 

24: Mask buffer not large enough for this OVERLAY 
COPY. 

Probable Cause: Mask buffer x,y must be as large as COPY's x,y size 

Solution: Make mask buffer larger 

25: Direction number out of range. 

Probable Cause: Valid direction number range is 0 to 9 

Solutfon: Use a valid number 

26: Dissolve screens not alike. 

Probable Cause: Screens used in a DISSOLVE must have same x,y,depth 

Solution: Modify one or both buffer dimensions 

30: Font buffer Index out of range. 

Probable Cause: Valid font buffer number range is 0 to 9 

Solution: Use a valid number 
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31: Could not access font. 

Probable Cause: Font could not be found in the current FONTS: directory 
or no CHIP memory 

Solution: Check filename, spelling, and size of font 

33: Error loadlng song. 

Probable Cause: A MED song could not be loaded or no memory 

Solution: Check patb/filename and spelling 

34: Song buffer not active. 

Probable Cause: No song is loaded into the given buffer number 

Solution: Use a different number of find out why 

35: Error opening MEO Music player. 

Probable Cause: The file MEDPlayer.library was not in LIBS: or another 
program is already using it 

Solution: Make sure the file is present or shut down other programs 

37: Sampled-Sound system not active. 

Probable Cause: The music system is now running; no sampled sounds may 
be played 

Solution: Use DISABLEMUSIC to allow sampled sounds to play 

38: MEO Music system not active. 

Probable Cause: The sampled-sound system is running; no songs may be 
played 

Solution: Use ENABLEMUSIC to allow songs to play 

39: No song to continue. 

Probable Cause: In a CONTINUE SONG, no song had been playing 
before 

Solution: This is not necessarily an error 

40: Font not valid. 

Probable Cause: Not font was loaded into the current font buffer 

Solution: Use a different font number or find out why 



41: Error loading screen. 

Probable Cause: The path/filename was not an IFF ILBM or no memory or 
not enough CHIP memory 

Solution: Check filename and check available memory 

42: SUBROUTINE CALL-STACK OVERFLOW. 

Probable Cause: More than 128 levels of code-block execution was at­
tempted. Should not happen without recursion 

Solution: Avoid recursion 

97: Bad Command. 

Probable Cause: The command sent to the command interpreter was in­
valid 

Solution: Check spelling 

98: Could not open Narrator device! 

Probable Cause: The file Narrator.device was not in DEVS:, or something 
already has exclusive access to the sound channels 

Solution: Check for the file, or shut down other programs 

99: OUT OF MEMORY. 

Probable Cause: No memory left 

Solution: Shut down other programs or reduce number of buffers loaded at 
the same time 

1 OOO: INTERNAL ERROR: BAD CYCLE INFO. 

Probable Cause: All errors > = 1000 are internal errors 

Solution: Call Technical Support. 
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1001: SYSTEM ERROR: String lookup out of range. 

1002: SYSTEM ERROR: Alias lookup out of range. 

1003: SYSTEM ERROR: Object lookup out of range. 

1004: SYSTEM ERROR: Room lookup out of range. 

1005: SYSTEM ERROR: Variable lookup out of range. 

1006: SYSTEM ERROR: Adjective lookup out of range. 

1007: SYSTEM ERROR: Subroutine lookup out of 
range. 

1008: SYSTEM ERROR: String variable lookup out of 
range. 

1009: SYSTEM ERROR: in String Variable Formatting. 

101 O: SYSTEM ERROR: Vocab lookup out of range. 



Appendix B: Visionary Utility 
Programs 

LoadScreen 

LoadScreen allows the VtSionary programmer to let the player view an IFF 
image while the game loads, usually at the time of boot-up. The opening 
screen or title screen image must not be encoded. 

The command line format for LoadScreen is: 
RUN Loadscreen {filename} [-CMTxxx] 
WAIT {some number of seconds} 

The reason for two commands is that LoadScreen does not terminate after 
loading the image; it sticks around to run timers and color cycling. 

The switches are: 
c 
M 
TJOOC' 

Cycle colors 
Left mouse button exits- this is not a default! 
Timer waits JOOC' seconds and exit. 

These options may be used in any combination with each other. Note that 
there seems to be no defau1t way to exit. This is because LoadScreen will, 
by defau1t, wait for a message from the DOS command "CloseScreen", 
usually called from within the VtSionary program. In a bootable game disk, 
LoadScreen must be in the C: directory. 

CloseScreen 

CloseScreen is a DOS command that the VtSionary programmer needs to 
shut down a title screen loaded in the startup script when a game is booted. 

Its command line format is: 
closescreen {filename} 

The filename used must exactly match the filename supplied to Load­
Screen, or it will not work. 

The CloseScreen command will still work even if switches were used with 
LoadScreen to allow the user other methods of terminating the display. If 
the screen has already been closed, no action will be taken. CloseScreen is 
used as a VtSionary command, to let you close a screen that was opened 
with the LoadScreen utility. In a bootable game disk, CloseScreen must be 
in the C: directory. 
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VCODE 
VCode allows the VISionary programmer to protect his IFF images and 
sound samples from prying eyes and ears by encrypting the contents of 
those files. The program does not need to be modified in any way. VISion­
ary detects the encryption and decodes the files as needed. VCode also 
allows files to be decoded- but only by the author. 

The command line format for VCode is: 

or 

vcode {input filename} {game password} 
[{output filename}] 

vcode {input filename} -c 

In the first case, VCode will load the input file and automatically determine 
if the file needs to be encoded or decoded. The {game password} must be 
the same password found in the .ADY file for the game. If you specify the 
optional {output filename}, the processed data will be written to that file. 
Otherwise, it will be written directly over the old data in the input file. 

The second case above allows the user to supply the switch "-C" instead of 
a password. This will make VCode check to see whether the file has been 
encoded or not. No output will be generated. 

Both IFF-ILBM (image) files and IFF-8SVX sampled sound files may be 
encoded. 

VCOORD 
The VCOORD utility is run from the CU/Shell. It returns to the CLI the X 
and Y screen coordinates of the mouse pointer when you clicked the mouse 
button. These coordinates can then be used in defining click zones, 
specifying areas for graphic commands, copying images from one buffer to 
another, and any other place where a precise screen location is required. 

The command to run VCOORD is: 
VCOORD<filename>[-p] 

When the option -p is given, VCOORD will print the coordinates of the 
mouse click to the CLI window as well as displaying them on the screen. 
This gives you a separate record, since with each subsequent mouse click, 
VCOORD replaces the coordinates from the previous click in your graphic 
window. 

PrepGameDisk 

The PrepGameDisk utility formats a blank disk in dID: and installs it so that 
it will be a bootable disk, makes the directories needed for a bootable disk, 
copies the files from your system which are necessary to make a bootable 
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disk and then copies the files needed for every Visionary game, such as 
LoadScreen and CloseScreen, and the MED player library to the disk. 

The command to run PrepGameDisk is: 
execute PrepGameDisk 

After the utility is run, you'll want to rename the prepared disk and create 
the startup-sequence as directed in the prompts from the PrepGameDisk 
utility. You should copy the executable game file, and any commands from 
the c: directory that your game or the startup-sequence will use. Be sure to 
copy to the disk fonts: directory any special fonts your game uses as well. 
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Appendix C: The Tutorial Game 
Source Files 

The source code listings are provided for your convenience in exploring 
one solution to the tutorial game. Entering the source code line by line into 
a text editor will help you get a good feeling for how the code is developed. 
The asterisk * at the start of each new line of code is there to indicate 
which lines are new lines, and which are overlapping text from the prveious 
line. Do not enter the asterisk as part of the code. 

If you prefer, you can simply load the source code files from the 
Catacoombs disk into your text editor. The graphics and sound files for the 
tutorial game are stored on the Visionary disk. 

The Potion.ADY File 

ADVENTURE 

PASSWORD jro 

VAR 
RoomNwnber 
$f ilename 
screenx 
ScreenY 
$tx 
temp 
$temp 
$letter 
$sentence 
sentence 
TextPosition 
MaxLines 5 
countLines 
Defeat 0 
$return 

1 

0 

Potion.ADV 

room nwnber 1,2,3,4 
filename variable for loading files 
x position of current location screen 
y position of current location screen 
text string to be printed 
temporary variable for various uses 
temporary string for various uses 
single character for getstring 

; built up sentence of input 
length of the $sentence 

; position text on graphic screen 
; maximum lines in text window before pause 
; counter for lines displayed in text window 
set to 1 to defeat text window pause 
RETURN cannot be defined here 



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

return 
$backspace 
backspace 
MainLoop 
Textcolor 
white 27 
blue 8 
green 4 
brown 23 
dummy 
val 
Buttonused 
xl ; \ 
yl 
x2 
y2 
x 
y ;/ 
GoN 13 
GoS 13 
GOE 13 
GOW 13 
GOU 13 
GOD 13 
offset -13 

* ENDVAR 

* 
* ROOM 

\ 

I 

* Potion.rooms 
* END ROOM 

* 
* OBJECT 

; BACKSPACE cannot be defined here 

main loop while variable 
8 ; default text color 

\ 
I 

palette color for white 
palette color for blue 
; palette color for green 
; palette color for brown 
dummy variable for load/save check 
value of the input character 

variables for block copies 
showing buttons depressed 

offset to add to N button, if lighted 
off set to add to s button, if lighted 
offset to add to E button, if lighted 
offset to add to w button, if lighted 
offset to add to u button, if lighted 
offset to add to D button, if lighted . offset to pop button up 
' 

* NonMovable.obj 
* Movable.obj 
* ENDOBJECT 

* 
* SUB 
* Potion.SUB 
* MainLoop.SUB 
* Startup.SUB 
* ENDSUB 

* 
* VOCAB 
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* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 
* 

screenx := 0 
ScreenY := 0 
Call ReDrawscreen 
play sound 1, 0,0,40,0 
stop sound 1 

call ClearButtons 

click 34, 16,5, 40,20, 
click 35, 116,13, 186,42, 
click 36, 116,37, 147,105, 
click 37, 237,46, 247,53, 
click 38, 5,46, 249,89, 
click 39, 5,91, 249,131, 
click 40, 5,5, 249,45, 

* placeobj treetop, thisroom 
* placeobj ocean, thisroom 
* placeobj sand, thisroom 
* placeobj sun, thisroom 
* placeobj sky, thisroom 

* 

ocean 
birds 

See sun 
SeeTreeTop 
seeTreeTrunk 
seeisland 
seeocean 
sees and 
seesky 

* if thisroom not visited then 
* $tx:="You stand by a single tall palm tree." 
* call print 
* else 
* $tx:="You•re back by the tree." 
* call print 
* endif 

* 
* if ByTree not started then 
* call startUp2 
* endif 

* 
* endcode 

* 
* endroom 

* 
* 
* 
* room ByShack 

* 
* default 
* e ByTree 
* u shackRoof 
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Appendix D: ASCII Codes for 
Visionary 

Dec Oct Hex Character Dec Oct Hex Character 

0 0 0 "@ NUL 40 50 28 ( 
1 1 1 "A SOH 41 51 29 ) 
2 2 2 "B STX 42 52 2A * 
3 3 3 "C ETX 43 53 2B + 
4 4 4 "D EOT 44 54 2C 
5 5 5 "E ENO 45 55 2D 
6 6 6 "F ACK 46 56 2E 
7 7 7 "G BEL 47 57 2F I 
8 10 8 "H BS 48 60 30 0 
9 11 9 "I HT 49 61 31 1 

10 12 A "J LF 50 62 32 2 
11 13 B "K VT 51 63 33 3 
12 14 c "L FF 52 64 34 4 
13 15 D "M CR 53 65 35 5 
14 16 E "N so 54 66 36 6 
15 17 F "0 SIR 55 67 37 7 
16 20 10 "P DLE 56 70 38 8 
17 21 11 "Q DC1 57 71 39 9 
18 22 12 "R DC2 58 72 3A 
19 23 13 "S DC3 59 73 38 
20 24 14 "T DC4 60 74 3C < 
21 25 15 "U NAK 61 75 3D 
22 26 16 "V SYN 62 76 3E > 
23 27 17 "W ETB 63 77 3F ? 
24 30 18 "X CAN 64 100 40 @ 
25 31 19 "Y EM 65 101 41 A 
26 32 1A "Z SUB 66 102 42 B 
27 33 1B " [ ESC 67 103 43 c 
28 34 1C "\ FS 68 104 44 D 
29 35 1D "1 GS 69 105 45 E 
30 36 1E "" AS 70 106 46 F 
31 37 1F " us 71 107 47 G 
32 40 20 Space 72 110 48 H 
33 41 21 I 73 111 49 +I 
34 42 22 74 112 4A J 
35 43 23 II 75 113 48 K 
36 44 24 $ 76 114 4C L 
37 45 25 % 77 115 4D M 
38 46 26 & 78 116 4E N 
39 47 27 79 117 4F 0 



Dec Oct Hex Character Dec Oct Hex Character 

80 120 50 p 112 160 70 p 
81 121 S1 a 113 161 71 q 
82 122 S2 R 114 162 72 r 
83 123 53 s 11S 163 73 s 
84 124 54 T 116 164 74 t 
85 12S 55 u 117 165 7S u 
86 126 56 v 118 166 76 v 
87 127 S7 w 119 167 n w 
88 130 SS x 120 170 78 x 
89 131 S9 y 121 171 79 y 
90 132 SA z 122 172 7A z 
91 133 SB [ 123 173 78 { 
92 134 SC \ 124 174 7C I 
93 135 5D ] 125 175 7D } 
94 136 SE " 126 176 7E 
95 137 5F 127 1n 7F DEL 
96 140 60 ' 128 200 80 [CursorUp] 
97 141 61 a 129 201 81 [CursorDown] 
98 142 62 b 130 202 82 [Help] 
99 143 63 c 131 203 83 [CursorLeft] 

100 144 64 d 132 204 84 [CursorRlght] 
101 145 65 e 133 205 85 [F1] 
102 146 66 f 134 206 86 [F2] 
103 147 67 g 135 207 87 [F3] 
104 150 68 h 136 210 88 [F4) 
10S 151 69 I 137 211 89 [F5) 
106 152 6A J 138 212 8A [F6) 
107 153 68 k 139 213 88 [F7] 
108 154 6C I 140 214 ac [F8) 
109 155 6D m 141 215 8D [F9] 
110 156 6E n 142 216 SE [F10) 
111 157 6F 0 

D • 2 



Appendix E: Technical Support 

1 Before you call for technical support for VlslonafY, first try to 
resolve the problem on your own. Decide exactly what the 
problem ls-does It arise in compiling, loading graphics or 
sound/song files, or are you simply having problems getting 
your game to do some particular task? Check the solutions 
given In Appendix A if you have a VCOMP or DBUG error. 

2 Okay, you're at the end of your rope, and nothing you try 
seems to solve your problem.. Time to call for some technical 
support. Get your pen and paper handy, look up your serial 
number and get clear in your mind a brief description of the 
problem. IF YOU HAVE NOT REGISTERED YOUR 
PROGRAM, YOU WILL NOT BE ELIGIBLE FOR TECHNICAL 
SUPPORT. 
You may want to write 'your serial number here In the manual 
for reference: 

Serial Number: 

3 IF YOU ARE CALLING FROM THE U.S.: 
In order to efficiently provide technical support to you when 
you need It, without increasing the cost of Aegis software, we 
have contracted with Computer Technical Support Services 
to answer your technical support questions. 

I t-900-77 6-6994 I 
The call costs $1.00 for the first minute, and $2.00 for each 
additional minute. 

Be prepared to briefly state your technical support problem, 
and note the answer or solution the technician gives you. 

Programming problems often require some research or 
testing- instead of asking you to wait on line, you may be 
asked to call back for the answer or solution to your problem. 

If you do not have access to 900 lines, you can still use mail or 
FAX to get technical support. 
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4 IF YOU ARE CAWNG FROM OUTSIDE THE U.S.: 
Please call Oxxi Customer Service for technical support If you 
are calling from outside the U.S. The phone number Is: 

I 213-427-1227 I 
Be prepared to briefly state your technical support problem, 
and note the answer or solution the technician gives you. 

5 TECHNICAL SUPPORT BY FAX: 
To receive technical support by FAX, you can FAX or mall us a 
brief description of your technical support problem. Include at 
least the following Information: 

Your program serial number 
Your FAX or phone number 
The problem listing or section of code 

You can mail this information to the address below, or FAX It to: 

I 213-427-0971 I 
6 All correspondence regarding Visionary should be addressed: 

Oxxl, Inc. 
Visionary Support 
PO Box 90309 
Long Beach, CA 90808-0309 
USA 

Resources 

Book of Adventure Games, The, 2 volumes, Kim Schuette, Arrays Inc., 1984. 

Compute!'s Guide to Adventure Games, Gary McGath, Compute! Books, 
1984. 

Computer Adventures- The Secret Art, Gil Williamson, Amazon Systems, 
1990. 

Golden Flutes & Great Escapes- How to Wite Adventure Games for the Com­
modore 64, Delton T. Hom, Dilithium Press, 1984. 

Quest for aues, 3 volumes, Shay Adamms, Origin Systems Inc., 1988. 

Visionary Programmer's Handbook, The, John Olsen, Oxxi, Inc, 1991. 

MAGAZINES: 

Enchanted Realms, Digital Expressions, P.O. Box 33656, Cleveland, OH 
44133. 

Questbusters, P.O. Box 5845, Tucson, AZ 85703. 
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Save 2-20 LEFT 5-6 
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Adjective 2-4 LET 5-4 
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ELSE 5-11, 11-a UPCASE 5-7 
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ENABLESOUND 8-1 WHILE 5-13 
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FADEFROM 6-10 COMPARE 5-4 
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SET 9-4 system &-1 
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SubjAdj 5-8 VCOMP 2-30, 4-1 

SubNoun 5-8 cross-references 2-31,4-1 
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Subroutine name 2-3 Verb 2-3. 2-4, 5-8 
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for objects 2-5 scroll 6-10 
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Noun 5-8 Vocabulary File 3-19 
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