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SEC T I ON ONE

LOADING INSTRUCTIONS

This proqram is protected by the LE SL0K (*) systen. Please reâd these
insLructioné csrefu11y.

KEEP YOUR LENS IN A SAFE PLACE AS THIS I5 YOUN (EY TO THE PROGRAI'I.

Ilt:
I. Insert the cassette int o the dataco!der and !eûind it.
2. If you have a CPC 664 ot 612A' or you have â disc dlive attached to a 464

.' 
ITAPE IENTER]

l. Press the qreen ICTRL] key and, keeping it Pressed' push the small
IENTER] kei.

rr. À messà9e û.i.11 appear, say.inq "Press PLAY then anv- key...'". .Press the
PLAY button on the datacordel, and then anv key on Ène Keyooaro.

5. the progrâm v/ill then Ioâd ând start running'
6. A faioe-"H" wil.l aooear on the screen, eIoÀq wiLh the words "GRAPHIC

ADV EN i URL CREAI0R', snd "< contract ExPând >".
7. PHOI0 I - Takinq your LENSL0K' unfo.ld it and Iev it rlat on the screen'

iÎen ure Lhe Ieat'and right cursor keys to adjust the vridth
,nIif lt is the same ]en6th ss the Ieirsholder. Then press anv other.kev'

8. A pattern dilL appear on the screen' PHoM - Fold the lensholder'
t"IinÀ not. of thb "]his side ouL" an?-rrïtl.rmarkinqs on the Iensholder'
and sdand it on the screen '

9. FHO'O, - Close one ave€nd' holdinq vour hesd 9!--&!4--!!3ç!9!---3!gI '
E-f_fqn fFe--c- re--o f-fFe Iens with the verticâl line on the scîeen' You
wi.ri see Lhe characters "0K" in the lens.

I0.(aeo the lens in the same position snd press a key on the keyboârd' Turo

nore- characters |xilL appear on Lhe sc ree n. Press Lhese t{o cnârâcÈers on
frrà kevuoard and the G;àph i c Ad ven tu re Crestor {ill take over '

r r . i T 
- 

" 
J J ' à 

". 
- t. à irà",oi vbu make a mistâke' then tro more characters wirl

- - - 
â à o é à 

" 
. 
- i À 

" 
é . "Ite.ôt" 

âre allo{ed before it is necessarv to reload the

l. Type

2. Conti.nue fr om

?l:!

the I ape inst!uctions.

IAPE AND DISC CONTENTS

The tspe and the disc esch contsin four files : the GAC itself' the
olrrcKSIAhI file. the adventufe in èhe manual' ADVIN14AN, and a demonstrallon
àà"Ëiii,lË nnllsoll. iÀnsom is a demonstration !o shoù the qualitv of qraphics
;; ;; i Ë i ; 

" 
, ;; ; q 

- 
t r, e cÀi, ana uses Lhe formet of adventù'e similâ1 to

ADV INHAN.

IENTIR]

The order of the fi Ies on Lhe taPe rs :

sIDt I: slDt 2:

And on the discJ the files are calIed:
;;cÀc,ens','Qs.ÀDV",'A0vTNHAN.ADVû' "RANs0M.BlN"

TheGAcandRANS0}lcanberUnusingRUN'GAc'andRUN''RANs0[.'respectiVely
ôT-."à-noÙin}|nl are dsta files to 6e .[oaded Hhilst the GAc is runninq'

' LENSL0K is a Lrademsrk of ASAP Developments Ltd'

" ADV r NfIAN " , i R AN 5011"
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SECTI0N Itl0

l,lr it i ng Adventures

GetLing Started

ùlelcome to the {o!Id of the Gr aphi c Adventure Creâto! !

HoId il I Thereis no need to turn the computer on yet. Startinq ân
adventu!e 9/ithout a clesr idea of $hsL to do is usually about as fruiLful as
stsrtinq to bake a caket when you havpnrt decided if it's going to be a
christmâs cake or â Vicioriâ si:onqe ! ( If you reâl ly csn't- u/ait, qo and
play lrllith the graphics in sect.ion I and c ome b ack to this bit.)

Before you start, you should reâI1y have a clear ideâ of t/hât you !ùant
the sdventure! to do. ( I do' anyvù4y... if I try to sit down and just wriLe
ân adventu!e I don't knor urhat's qoinq on ! ) ln most adventures there is a
lveI1 defined task Lo perform: qet out of the ceve system wilh the treasure'
or: rescue the besutiful monster from the raveninq princesa.

Here is what I uould do in setting up a small sdventure:
First, set the task. Let us make our hero find some qoId.
Then. work out a m€o of the DIace our intrepid hero |lriI] be whilst

attempting to complete hj.s !ask' including where âny obiects are at the
start. He!e it is:

Room l
C ave wi th snak e

Room 4

Kev

Room 2
Ivla i n cave!n

Ro om I
Above ground
L âmp

Room 5
0ulside Castle
De ad ral

Room 6
Inside Cas t le
Gold

Let us oive some b€src descript j ons of the rooms:
R00M 1: -You are above the o!ound. The!e is s cave en t rsnc e to the east.
R00M 2r You are.in a Ierqe-cavern' Passâqes .Ieâd eastrwest and south.
ROOM l: You are in a cavé. A snake i3 âsIeep in a co!ner and exits lead

east and west
R00t4 4: You are in a smal1 cave. The only visible exit is îesl '
R00t4 t: You a!e by a small csstle,ùith a tunnel leadinq to the north. A

laroe door can be seôn to the east.
ÉOOl f t Vou are in the castle st!ongroom. A door slânds open to the uest.

Note that we heve nol .included Lhe objects in the room descriPtions 
'since these can mov e â !ound and may not a lHay s be t here.

lf vou oo .into the 3nâke cave, then the snske will est you' unless )ou
heve tÉe déad rst, -in ohich case they will eat thst instead. Ïhe door musL
be unlocked be forè vou can qo east fiom room 5. Note that yo'r can' L plck uP
the cLeeping snake ( .if you try.it will $ake up and kiII vour ) so we don'L
need to include this âs an ob.ject.

So. at first olance, there are four ob.iects: the lamp' the raL' the key
ân.i the oold. ln-fact. iL is easier .if there sre FIVE'and {e include a lit
lamp as â separate object. Thus it is easy to see if we hâve a lighted Iamp
with us or nbt, and liqhting the Iamp merely involves swapPinq the - unlit
Ismp for the lit one. Eut the l.it Iânp doesn't exrst at Lhe startt and wnere
do ie out the lamp when llle've finished wiLh it ? Easy, roon ZER0. This is s
À à.1 oi rirno rooin where dead or unborn objects qo' and they cânnot be f ound
or oicked uD,

So the obiects are:
oBJ t : à tamp Starts in room I 

' 
and u/eighs I0 units

ôg: zr a deail rat sLalts in room 5'and |neiqhs 20 units
oBJ l: a smeII key Starts in room 4'and $eighs I unit
ôe: q, a qold ber' 5ta!ts in room 6'snd YleighÊ 100 units
6ej f: a ilt lamp starts in room 0'and oeiqhs I0 units
Ihe weioht is therô in case vou wsnt to restrict the items you cân calry,

as we do ii Lhis case. Let's sei it to ll0' so that you can't ealry lhe
lamo.the ooId, and Lhe râL at the same time.

ÎÉ" n"it Lhino to do is lllork out the connect i ons betl]|een !he rooms. These

"froufà 
onlv incliide unconditional moves ( ones tÙhich can slrleys be done and

"Àiàt' "f'"nô. 
nothing' ) The move room 1 to room 2 is not included becâuse the



Iiqht chanqes bet!rsen liqhL and dark, ând the move rooû 5 to room 6 is not
allowed either because it can only happen ûhen the door is open, These
ent!ies should qo in the condition tâble, |llhich lne will come to Iâter.

5o the connect i o ns êre:

The Iast one is included since if you a!e in room 6, then you musL heve
opene d the doo f .

The next pa!t is the bit that does all the decisions which make playing
the adv en tu! e possibIe... tha conditions.

These come in three pBrts: IocsI conditions which only apply in oneparticular room! high priorlty ones $hich, as you msy erpecl, ;;cir before
the adventure! typee in as his command and the lon-prioriLy conditions,
which occur after the plsyer input.

8y way of ill.uatrstj.on, here sre the Iocal conditions for the adventure.
exo!essed in informsl Enolish for the moment.

From r oom I I
r oom 2 |
room J:
! oom 4:
room 5:
r oom 6 |

R0014 t :
R00t4 2:

ROOH ]:

R0014 4:
R0 0M 5:

( none )
EAS T to
!EST to
(none)

ùJEST to

lf you type "fAST", sây thât it's dark, and 9o to room 2
If you tipe "UEST", say thst it's tiqh[, and-qo to Doom ]
lf you type "S0llTH", say that itis liqht, ând-ao to room 5
lf you type "cEI SNA(E" Lhen tell you-that it tiss has bitLc"
vou. and stoo the oame.
if you type "EASTn then ssy thst it's l.iqht and ao to room 4
If yori type "lrJESI" then ssy that it,s daik.ând o6 to room l
I f you type "UNL0CK D00R', then open thé do6r and orint
a messâqe to sây so, then oâit for s nel{ command.
If you type "EAST", and the doo! is open, then qo Lo room 6
lf you type "EASI", snd the door is closed, then tell Ene
adventurèr thst he canrt sâIk through doors, ând wait foD â

lf-you type rrN0RTH'r,say thât it's dsrk,and qo to room 2In order to telI the adventurer thinqs,the messâoes ste used. There
should be â messâqe for all the situations iou wânL to inform the adventurer
of. For the moment, you shouldn't use messa(es numbered 240 snd above.

He!e are the messaqes we ui-Il need:
ItlESS l: It is a smâII,batte!y operated Iamp
MESS 2: It is a freshly dead ret. Looks tasty!
tIESS l: It is a smaII silver kev
MESS 4r It looks very valuable
l4tSS 5: It is e smaII lamo,shininq briohtl.v.

I these are more detâ.iIed dedcripÉionê of objects ]..5 ll,ltSS 7 : You canr t yrslk throuqh doors, iou know !

_MESS 8: Thè snake $skes up,comes over, and bites you. The poison takes
ho 1d immediatelv.You die.

14tSS 9: ùleII done! You qot out with the qold! You a!e rich!
HE55 I0: The door unlocks ând sluinos oDen.

. MESS ll: The snake oakes up,comes ôver. and eats the rat. It then returnsro lt9 poSlt.ton.
_ IlESS l4: The snake, not surprisingly, takes s nasty turn snd bites you.
The venon kiIIs you.

I4ESS l5: It lights up briqhtly.
I4ESS l6: IL qoés out.
lilESS l7: It tastes even better thân it Iooks! yum vuml
14E55 t8: You find noLhinq much.
liÊS5 I9: I 

"n 
afraid I doÀ't know what that is.

l,lESS 20: YoU hear scuffl ina footsteDs nearbv...
l,lESS 2I: A giant spider with qlo$rinb rea eyês teaps from the shadows andneat.Ly severs your head $ith po{erful jaws before devouring you.
Noo,let's look ât the low-priority conditions, which are those ohich areused to interpret commands ând to qenerslly manipulaLe the adventure

" e n v i r o n m e n L I 
., 

s n d are not specific to oÀe room. Ihey aie, aqâ i n, in informal
enol rsn ror tne t rme Delno.



If you typed "SC0Rf" thsn prj.nt out y ou! score end the numb e r of mo ve s.
lf you typed "GET something'r then pick it up.
If vou tvoed 'rDR0P somethino" then droD it.
If lou tlbed "EXAflINE sometËinq'i then brint its detsiled descr.iption
lf you typed "QUIT" then quit the qame
If vou tvped "L00X" then redescribe Ihe current room
lf iou tvbed "EAT RATr then drop the rs!'destroy it'and p!int messaqe I7.
lf you typed (INVENT0RY" then pr.int messaqe 6 3nd Iist êll the obiects

availsble, t
IF iou tlbed "L IGHT LAllP" and you hâve sn unliL
i1s6Ie, Lhen print messaqp I5' exchânge obiects I

lamp(objectl)
and 5,and sdd 20 to

vou are carrvrno.' lf you t y ô e d 
- 

" P I C T U R E S "lf you typed "TEXT" then

a!e:
N0UNS I I T0RCH'LAMP

2 RAT
] KEY
4 G OL D, BAR, T REASURE
5 SNAKE, SERPENl
6 000R

255 11

VERBS: AII those Iisled in
South 

' 
InventorY 

' 
etc

]6 LIGHT,ON
T7 EXTINGUISH, OFF

t hen !u In the p ic ture s on.
turn the pi c tu res off.

I if you yrant IT to be-recogn.Lzed' it saould
always be noun number z)) I

the qirickstart file ( s t anda rd ones like North'
)

' lf vou tvoed "EXttNGUlSH LA14P" and vou have a Iit Ismp svailable' then
print iressaôb l6'exchanqe obiects 5 and I'and subtrect 20-from vour score'

These are 311 the 1o{-priority condrtlons. lt, also q}ves us our
vocabularv tre need. The vocabùlarv iâ seL up es nouns ( l{hich trsually refer
to obiecti ), verbs ( hich srè "doinq" wolds like 'GET"'"DR0P", and
iuruioËx'i l, Éna also adverbs, which tell us how to do trings' 9!d( aooloqiei to studenLs of the Enqtish lanquage - I knoH these ate rPâlly
preposiIions ) !rhere to put things.

for exatno I e. in the commând3:
UNLOCK DbOR.CAREFULLY ENd PUT SCREI'JDRIVER IN BOX

"careFullv" ând'intr lrould be adve!bs.
fn àur f iitfe sdventu!e the!e are no a d verbs, bul the nouns ând ve!bs

I8 U NL OCK
l9 sc0RE
2O IAT

,,.,i":: ::;t,:: ?i!""31à,t|3"i"â3"":i'X'l!",:"':!Ë3i"'?3" 
tli0R;ËT"' LîilËl::;

;iiàTi'.*i"i,tt.:'l'iit lli"i;,J!:' ?Ê:;"";:u ài""T!,l"lii'1, 'î" "l'otf,é
"""Êi:àiî":"::niÀ:":"i:i,::.:i"Iere are the Fe,, hieh priorirv ones. l!""e
" " " 

' i ii 3 Â Ë ' 
' u 

" 
i. 

" 
ii 

" 
t Ë é ""éi-iiË". envthinq ' so theré is no wav he can arrect

tntTi rnt" is thê first move ' t hen set Lhe strength to. rlo'set the number of

'.";s i;Êi i" iiié aà"1 to t''and reco!d that thi' isn't the rirst move anv
t"tii 

"." are in room I and the rat is not âvsj.IabIe, and the snake hasn'l

" ' ' ; ; ' i 
" 
I " i . i ' i 

" 
' | : : , 

o 
! ' : I o ' ! ; ,' : : : " ? : ; : ' 

: : I 
' 

' I n ! À ' ' 
: ; : ? i 

o 
. Ë " 

"o " 
I I " o 

n 
" i " 

' 

' ". "r;" "'; i iià.-ttté ôame )' print the message to sav the snake has eaten rt'

""orT"i5,'!Î! !lti"!Î"tnÎîtf i3;"", o t the sor'd ) then print messaee e and

"t"?rtf:,nf,ii; the ro!ch availabre ' then set mafke!, 2 ' o therÙr i se reset it'
ii ià, i"à-r. tt'. ààrr.,"itÀo't â torch,decrease the number of moves left

in the dâ1k.'" ii"y;;';;"" one move lert ând it is dark,print messaqe 20

lf iou hsve no moves IefL and it is dark'Print nessage 21 and end th€

nutino t'n", marks the end of the conditions' lle will see the format to enter
them in in section four.



This is qerhaps the nost saLisfying psrt of HriL.inq the edventura' since
vou can see the iesults take shspe belore your very eyes. Horever, besr jn
,i'iÀt-tÈ"i it là uetter to plsy s qood Êdve;ture rith no pictu!es then a bsd
one rith oaintinos bv ConstBbIe !

To Lrv out thé qDâDhics,IoBd up 6AC ( folIon the inst r uct ions on the tEpe )
This riIl oive vou-s àisolav of the msin menu. If you look dorn the menu'
you will sée thô rord "Gisphics", tri Lh the "G'i in a different colou!. P!esa
nG". rhict' ri11 sllo{ you to then edit the qraphics. The scrsen {il1 clear,
shoiinq a $indon, a coirpect menu beloû it' and the question "ldhich picture
nunber'?...". Préss key rI" snd then key "ENTER". Ihe queBtion srrr
diseooea! and a littIe ôursor will sppear in the centre of the windo{.

Tiv movino the cursor sbout, uBinq the cursor key9. It moves by one dot
on Lhâ ecree6 ât a tine. usêfui fot Fine detsil. If vou press SHIFT es l|31I
ss the cursor kèy, then it moves by steps of I dot8 at Ê time' $hich is
bet tè r fo! ouick fiovement.

Novr oressi the "D" kev. If vou look on the I ittle fienu belou th€ $indo!'
you *iII see the nord "0ot". Ih-is i3 rhet you hâve ius! done - put € dot on
the screen. ilovs the cursor sbout End Lry putting sone mote dots on the
screen. lrlhen vou havs ninê or ten, qo on to the next psrsqraph.

Press the frDEL" key. The lest doI wiII disappear. (êep Presaing it. Ih"
dots all dissooêgr in revsisè orde!. This is bêceuse key deletes
thè Iest thing you drer.

Now for Iines.

SECTION THREE

Graphica

Press the "CoPY" key €nd the pen on the right hand side of the scr€en 9liII
conLâct the DsDer. indicÊtino that vou are reedv to dran. Then move theare reedv to dran. Then move thecontact the oaDer. indicÊtino that you are reedy to dran. Then move the
cursor about sird iou wiIl sêé thst it arags E Ili.ne sround with it. To fixcursor about and vou wiII aêe that
the other end and'completa the line' presÀ c0PY aqain,and the pen riIl come
off the DaDer, The cuiso! is nor free of the line. Try this out s fel| timea
Lhen delete the Iines usinq "08L".

Lines ere oreat for draiino Dictures. but I did Ftomise cofour earlier.
chenoe the-coIou! of the ink vou trsnù to d!el| in, o!ess I ( fol nINKn ).
Lines ere qreat rof dfa||inq pictures, but I drd Plomr'se colour eafrrer.

Jo chsnqe the-coIou! of the i;k yol.i wsnt to d!e{ in, press I ( for nlNKn ).
You ere-then aEked'rldhich ink (0..1)...".0n the IefL hend side of th€
scr6èn is â set of numbsrs followed bv coloured gouares. These ere th€
You ere-then aEked'rldhich ink (0..1)...".0n the IefL hend side of the
sclBsn is s set of numbers followed by coloured squares. These ere the
colours of Lhe various inks you can
moment ) and press thst key 1' 2 

' 
or

wiII chânoe colour. Drsr € fer Iine

bv coloured gouares. These ere the
usâ, choose one of these ( not 0 for the

noment ) and press thst key 1'2'or l. The pen on the riqht of the screen
niII chÊnqe colour. Drsr € fer Iines snd experiment Irith chEnginq coloura.
You see alI the Iines vou dran aftsr â colou! chÊnoe sre drawn in the ns$You eee aII the Iines you dran âft6r â coloù! chÊnqe sle drawn in the ns$
col,ou!.

If you {snt to keêp 9lhEt you heve just drel|n gnd tnove to a ner dlBring,
press ESC. This ri.lI give you theirl,Jhich picturB number ?..." egain, Enter a
number other thao I ând thên ENTER, ThiB r.iII qive you a ner claan windor.
DonrL roDry sbout your drawing in picturè I. Itrs stiII thêre end you cen
oet back tô it by ô!essinq "ESC" aqain snd replyinq 'In to the ôuestionnLlhich picture ni:mber ?...". If tou ere noi coifused at havind found
yoùrss]f back in the main menu, donrt woray, you mu8t hsva prêaaêd rrESCr'

trice. Just p!ess rrGtr âqsin to qet beck to the qrephica.
so f6r, rô can drar Iine draiinge. Thes€ sre-noL te!ribIy inter6sting. It

*oul.d be beLter if we could fiII âreâs sith solid colou!. This ia posaible
usino kev don't use it yôt - it has limitations and we hsve to
erpléin Ëow tô chÊnqe its colour'usinq the "S" command ( for SHADES ).

Drâr â box on the screen ( use Iines ). Then Dress nSn. You are faced
{ith the o u e s t i o n 'r t/ h i c h two inks to shede Bith (0..1) ?...". This is
becsuse the FILL command can fill aress in eolid colours or shades between
tro colours. If you rant s solid colour, then choose an ink ( 0 to f ) and
press that key T|ilICE. If you went e shêde, press the key for one colour,
thên for the other. lf you do not saê rha! I mean, donrt uorry, sII wiII
become clear in â minute.

Then move the culso! into Lhô box vou hsve dra[n end oresa I'F". The box
rill fiIl rith colou!. Try drarinq a few boxes and filling them with
di f fe rènt colours.

Nor the fill routine rss desiqnêd to be fast r and it can cope lrith all
i!reqular ghapsB, but you may need to presg uF{ mote !han once. If an 6res
is laft uîfilIed, Lh en you csn j ust mo vE thB cursor in to thet e Dea snd presg



"F" â9ain. 0n the finished picture this oiIl be unnoLicesble. Herê is e
s impl e me tho d which r{iII allow you to get the best resul t s from you r fillinq
( s;unds tike an advert ! ), If-your sÉape has â hiqh point, pi,sition thé
cursor directly under it. If it hes a low poj.nt, position your cu!sor over
it. He!e is an examole usino a trianofe...

0nIy this psrt
fiIIed

AlI fi 1I ed

+ cu! so r position

Case A Case e

The ares filled is |llorked out by the fill routine chêckin9 up and dorn
from the cursoD position until it hite someLhing, giving a horizontal band
or co-Lou!.

You only need to re - do the rSn shading comnand aqain if you change the
co.lour. lf vou have several FILLs the same colour thele is no need to
re-lype'rS'r in b e tureen them.

PIease note tha! you can fiII any s rea of solid co I ou! not sheded a Deas t
ss, due to their composition, you wiIl onl.y fill one pixeI.

lf you !|lan! to change your choice of colours, then use "C" for Choose
colours. This |llill âsk you ruhich ink you wânt to chanqe the colour of.
Then,when you press the'ink nunber ( Ô Lo I ), i! rill- ask you for lto
sctual colours in $hich to disDlsv the i nk. The kev s for the coLours can be
found j.n the handy reFerence sheet ( Appendix A ), snd if you press t|lo Lhs
sÊme ( eq "BB" ) then the ink nill be steady ( ie just b1're )' but if you
Dress t|x6 di fferent. then the ink {itt flasË bet$eén the two co]ours ( 'sq
i'BF" oives flsshino blue/red ). Trv this. but use rith csre.., don't mska
inks ô and I the sàme or you ûon' t be sble to see sny of the $riting on th6
screen ! ( If you do, you cân chsnge them back to sensible colours by
orEssino the ESC kev until vou oet back to the mein nenu )-' So fÉr. evervthiôo we hsi/e diawn has been st!aiqht. Nour for some Iiqhè
relief. môve thô curéor to sbout the middle of the-sc!een ( or move !o a ieùr
Dicturè usino vou tike this oicture ) snd press move the
ôursor ebout-( use SHIFi as weII ). This {iI1 qivô you en ellipse ( s
souashed circle ) which you can chanqe èhe s.ire end shepe of. To freeze it
iri position press "E" aqàin. Inis is-usefu.L for drawinq s u n s , m o o n s t c I o u d s I
snd holes in the floor, etc.

You can daaw rectanqlest toor in Lhe same wây âs ellipsest except p!esa
Lhe rrR" key ' once to start' once to finish. Try it and see.

Note that ellipses ând rectsnqles mây not sppear to be complete while
beinq s t r e L c h e d , e b p e c i a I I y if théy sre àmall. Ihis is rectified $hen they
are lixed in plàce with s second iress of

Bv now. vou've Drobsbly noticed that in the top riqht hand corner of the
screén théré is thb word nLASTn {ith a Ielter undàr neÀth it. Th is tsIIs you
nhst the tast thinq you did {as ( the commând key you pressed is displayed'
or an oblique line-fôr a linè ). lhis is useful if you sre deletinq thinqâ'
especial-Iy FlLLs, since these are often preceded by an "S" command which ia
not aI$ays obvious. If you delete a FILL, then the 'rLAST" cherecter |iliII
turn to i'S" if iÈ oas pieceded by s SHADES command. lhis is very useful in
conjunction with the nêxt feature.

EDITING PlCTURES

The CTRL
th!ough lhe
th!ouqh.

CTFL_IEft

key ând the cursor keys |riII step you backrard and forward
picture step-by-step so that you cen insert things half-t{ey

takes you back one command ( similar to
thinq disappears, buL it is not de.leted
Lakes vou fo 1$e rd one comma n d

0ELETE in thet the last

takes vou forward five commands
Lakes you b ack five commandg,
deletes every Lhing fr om this point in the
you the lJhoIe picture back â9ain.

CTRL-!iqht
CTRL-up
CTRL-down
SHIFT- >
end lJ gives

drsuJing to the end,



This part is fairly easy once you 9êt used to it, but ve!y difficult to
expl6in. Try plsying eround u|ith it if-you rant. -.-fineIIv.'l|b hâvô_snothel v6!y useful fêeture. This i3 thê sbility to
merqe pictûres toqether. For inàt6nce, you find that' in your advênture'you
iiàvË a'Ëinore bssic cave shEpe' xhich yôu rant Lo uss in msny of- your
DicLures, 5uL detatls diffel. lt ia poaaiblè to include a Pictu!e eIl€ady
treated into the oicture vou're 1n by preaEinq "P"' typing the numDer ot the
oiàture vou nant to incluàe, and prcàeing ENTÊR. This is thon d!arn over thê
[àp ài aâvtt'inq sltesdy Lhe;e ( I usuallt do this righL st the Bta!t and
Èt'tn crir'a"ouia the mârqed picture ). It l3 s very usêful festurê which
sevss a lot of timê and memorY too.

If you should run out of mèrnory in one peItIcuIar Picture' you. con.9êt
roùnd this bv movinq to en unuaed pictur6 Bnd ne!9rng the 1!-tl prcEU!e rnEo
the nên one 6sforè éontinuing rith your draring.



5EC T ION F OUR

Tha Cond i !ions
Hor to enter them

The conditiona decide what to do in the adventure. There âre three tyDes:
locaI, hiqh priority, end Ior priority, ss I discussed in section two. 'Ïhey
are n done n in the fol l o||i no o!der :

Print atart room deacription

Do HIGH PRI0RIlY conditions

Gst the adventurer t s command

Check for connections ând if so,

L0CAL condi t ions

L 01,1 PRI0RITY cond i t ions

Thev are translaled from Enq.lish into a spêciâI form which the computor
finds àssy to understEnd. As sn example' .let's tske the condition "If you
Lvoêd L00K then describe the current !oomr'. It becomes'..

1F ( VÊRB 7 ) L00K lrlAIT END

Let us look st this in morê detâiI. Ïhe qeneral. form is...
IF ( some conditions ) sone actions END

If the conditions sre true, thên the actions â!e perforùed.
VERB 7 gives â TRIJE ans{e! if verb 7 ( L00K ) râs typed.
L00K describes the room you'1e in.
IIAIT ârsits a ne5l comfiand.
50 the condition is built up'

You can use many words in the conditions. These a!e:
i.CONDlTION PAR T

Is velb n typed ? ( n is a numbe! )
VERB 7 will give a TRUE answer if verb number 7 rrss typed,
otherlr.isE it ûilI oive a falae ans$er.
Is noun n typed ? ( s.imilar to VERB )
Is adverb n typed ? ( similar to VERB )

Is object n heDe ( io in the same room as you ? )
If you are in room I end object I is also in room J, then
HERE l urilI give a TRUE anseer because obj ec t l is he!e.
ls ob iect n beinq carried ?
Is object n svailab.Ie for use ( ie here or being carried )
ls object n in room x ? If object f is in room J, as above,
rhen -l lN I wilI be IRUE. but I IN 4 wiII be FALSE,
Gets the $eiqht of object n. In ou! adventu!e, |i|EIG 2 |Ilould
qive the vâlJe 20, Irhich is the weight of the rat.

I9 merker n set ?
Is marker n reset ?

Do

Do

VERB n

NouN n
ADVE n

HERE n

cARR n
AVAI n
x IN n

I,JE I G N

SET? N



( There are 256 markers, numbered o to 255. They ale ussd to
store informetion that cân be in ons of two stetes, likê
dooDs nhich sre open o! ehut' lights nhich ars on o! offr etc
Th€re ere thrse u/hich âre importsn! for the adven!ure Progrâm
Mk! 0, if set, means that a room hsa been described since it
kr 1., if

l.lk r 2, if

IURN

ROOH
AT n

lamo.
Mkr'1, if set, dissbles the scoring mêchenism when you exit

from the qâme. )

Gives vou the vslue of coûnter n.
n Is x eouel to the value of counter n ?

There âre 128 counters, numbered from 0 to I27. They aDe nost
fleouentlv used to store the number of movss since a
oârÙiculai event ( eq in lhe dar k ) , Counter 0 hold s the sco!e
ànd counters 126 and- I27 hold Lhe !urns count since thE sEsr!
of the qame.
Gives tFe nunber of turns since the stârt of ths game

condrtion AND condrtion oili oiva a TRUE snsEer if both of the conditions
q.L ve T RIJE anslNe r9:
éq VERB l AND NoUN 2 uriII be TRUE only if velb l and
nôun 2 are both typed,

condition 0R condition eriII q ive T RUE if ei ther cond i t ion is T RUE, o!
both.

condition X0R conditron uriII oive TRUE if one of ths conditions is TRUE
ând the other FALSE.

N0T condrtion. lriiII give a TRUE Ênsrer if the condition e,as FALSE, snd
v rce versa.
So N0T VERB I rill be TRUE if verb 1 is N0T tvDed.

CTR n
X fQU?

x<

râ3 Iast reset.
set, meens you are in a liqht Doom. 0therldise you
a!e in a dârk !oom.

set, meâns you have e Iâmp or some other source of
Iiqht.

If markBrs I ànd 2 are both reset, then the program vriII
refuse lo describe rooms. comino uD rith the nltrs dark"refuse lo describe roomgr coming up rithretu9e !o degcrlbe room9, comlnq up r1f,n !ne'lE s oalK
messeqe j.nstead, since you ere in à da!k loom {ithout e

Gives you ths room number of the roon your!e cu!renLly in.
Gives a TRIJE answe! if you sre ât room number n.

10 niqht

y Gives TRUE if number x is less lhan number y.
y Gives TRUE i i x is qreater than y.
y Gives TRUE ii x is equâI to y,

RAND x Gives a random number between 0 aod (x-1.). So RAND
give any number st rândom in the range 0 to 9.

VBNo Gets the number of lhe vtrrb in this command.
Nol Céts Lhe nurnber of the first noun in this command,
N02 Geta the number of lhe second noun in this co mand.

These a!e used lo check qo!d orde!, and tc CET end DRoP
objects without havinq Lo have a condition for ea:h one.

ii.ACTION PAR T

LOOK
DESC n

Desc!ibe the room you are in ât the moment
Descr ib e room number n.

Turns the picture display.on.
Tu rns it of f ,giving a tex t sdvenLure.

Get object number n. If il isn't hera, or yourve already got
it, or itrs too heavy, then the appropriâte messsge is
printed.
Dlop object number n. lf you havenrt got i!, then the
appropriate messâqe is printed out.
Exchenge objects x ând y. ln our Iittle adventure, I SI,JAP 5

PICT
TEXT

CE T n

DRoP n

x StiAP



oBJ n

LIST l,lITH
x T0 n

RESE n

x CSÉT n
INCR n
DECR n

G0T0 n
CoNN n

STRE n

BRIN n
FIND N

SAVE
LOAD

I,,AIT
OKAY
EXIT

QU]T

,ill exchange the lamp end the lit lsfip.
Descr ib e object nunber n.
List aII the objects in room number n.
Lists sIl the obj ects carried Bith you.
llove object number x to room n. To dEstroy an object move it
to room 0.

Set ma rker n,
Rêsêt mârk€r n. Sse SET? ând RES? for an explanâtion of
Set x Lo be the value of counter nunber n.
IncDease counter n bv onê, The msximum is 255,
D€cresse countea n bi one. The minirnum is 0.
Trying Lo j.ncrease past 255 or decrease pesL 0 is ignored.
Co to room n snd desc!ibe the new room.
This checks throuqh the connection tâble for a connection
from the culDenL ioom usinq velb n. I f one is found, this
gives the loom nunber of the room you *ould movè to if you
took the connection, If not, then it qives zero. As an
exarnple, if you weré in !oofi J in our sdvénture, c0NN 4 lr|ouid
qive 2 becàuse in the connections from room J, verb 4 ( 1,, )
BouId têke you to room 2.

Set the maximum weiqht you can csrry to n. STRE is shorL for
STRENGTH.
Brings objecL n here ( if it exists )
Find ob-iect n and movê to it ( if it exists ). This does not
a ck nowl édqe any restrictions ( s'rch as connections ), so it
could be rlseful in s magic spel.l or something.

Ssves the current qâme position to tape or disc,
Loads the curr€nt qame position from tape or disc.
These a!e useful for continuing s qâme âfter teâ or after you
qet killed !

lJâits for a new command.
Prints "0ksy" ând êrâits â nel| commend.
Stops the 9eme. The player is N01 â6ked, so this is for use
when the pI€yer gets killed or $ins.
The player is asked if he wânts to continue, and if he types
'N",for nNor ohen asked if he is sure, the qane continues,
othe!wise the game is âbandoned.
0n âbândoning the garne, the sco!e and the number of !.oves
taken is displayed, if not disebled by settinq marker number
three.

ESS n
PRIN n
LF

l,lIIH

HoLD n

Print message number n.
Pr.i n t number n.
Prints a LineFeed. Everyth-ing from here is printed on
line.
Is €qusI to Lhe !oom number .f lrherê things ere put rhen you
are carry i nq the'n.
HoIds up the qame for n fiftreths of É second. For example,to
free ze for ten secondE, do H0L D 500

As you may expect, this returns the vâlue of x sdded to y.
And this q.ives the value of x t

In sll the ebove, n,x and y need not be simple numbers. They can be
complex expressions ( Iike 2 + 2 instead of 4 or other words returninq
valires, lii<e N0l or CIR I ), but expressions should be
enclosed in brackets. In fact, the prog!sn rill enclose everything in
brackets when you next ed.it the condi Lions. For example

IF ( VERB J ) GET T OKAY END



niII become:

IF ( VERE (' ) ) GET ( ] ) O(AY END

The trênalation is in â very siniLer ordêa to the Enqlish condition âêyou mtght rrite it. You can see the t!anslations of thÉ conditions in thenext aêction. Thinqs that ere TRIIE ere qiven s number vslue of I.snd thinos
FALSE 8re givsn s valuê of 0. This can hÊvê sn effect on the old;rinq of tÉeconditiona, since THEY ARE lroRKED oUT FRoli LÊFT T0 RIcHT. To so!k ouf

2 + 2 + cTR ( 9 )\/ I4 + 7 ( for exanple )

8ut to test if counter 9 is gleater than 4 + 5

I!RONG
CTR ( 9 ) > 4 + 5\/ |true = I + 5 = 6

This six is not a t!ue-or-false snsr€r and ney Iôad to confusion.
RIGHT .4 + 5 < CTR ( 9 )\/ |9 < 1 = TRUE (1)

This is E reâ.I true-oa-fsIse Énsrer. In general in conditions, put €llthe more compl.icated thiItSB {hich rEquirê tùo numbe!s flrst ( eq *; -, >, <, =and so on) and th€re riII bB no both6!, If you cân,t see e tsy r6und iÉ,'tiyus-in9 countera foD sto!ing intermodiste rêsù1ts.

neeos moae cate ,..



This is the final data for our
will also cover hor to type things
The adventure can be found on the
disc ). ssved as a GAc dsta file.

SECTION FIVE

0u! Sma I1 Adventure

final Data trith notes

adventure as it s Lands. ln this sec t ion I
in, and hos to edit them .if you go wronq.

of the tape ( o! e.lseHhe!e on the

FirstIy, the nouns end ve!be. To enter these, run the Progran, 11|hich uri]l
oive vou the main menu. Prèss eithe! "Ni for nouns or "Vn foD verbs' and Lhe
ÉcreeÂ will then shou â displây consisting of an arrow' 'iEDlT NoUNS" or
iEDIT VERBS" at the Lop' whichever you ttped, snd a small menu at the

IO AoD A NEl,i l,l0RD j'rst type its number, a space' then the rord itself.
Then oress the ENTER Êev. This {iIl move the entrv vou tvped in to beslde
the eirow. Note thât ani words âfte! the first ûiII be ignoredrand the l]|ord
l||j.11 be inse!ted in slphabetical order.

T0 DELETE A trl0RD usà the uP and DoUN keys to move the alrow Lo the sord
ohich vou wsnt to delete, then press the DEL key. To restore the Iast qord
deletea. oress the CLR kev ( next to DEL ).

T0 EDIÏ A UoRD, use thê UP snd DoùlN keys Lo move the arro$ to the old
vou ll|anl to edit, then press the ENTER key. The nord Îi1] then be moved to
itre bottom of th; screei, where you can edit iL usinq the left end riqht
cursor keys,the DEL ksy end the CLR key ). ùJhen yo'..t a!e satisfied' press
ENTER to return it to the 1i3t.

T0 RETURN T0 THE MAIN 14ENU press the ESC key' as usuaI.

fhe nouns and verbs to type in ere:
i.NouNs ii.vtR8s
I T ORCH
l LA14P
2 RAT
] KEY
4 GOL D
4 BAR
4 TREASURE
5 SNAK E

5 SERPtNT
6 DOO R

2" II
9 LOOK
IO LIST
IO I NVE N lORY
I] QUIT
12 TEXT
.I2 }JO RDS
1] PICTURIS
1] GRAP H I C5
]4 SAVE

lE 4 l',

] 5 LOAD
15 RÊSTORE
]6 EXAI4I NÊ
I7 LIGHT
t7 0N
18 EXTINCUISH
I8 OFF
]9 UNLOC(
20 5C0R E
2I EAT

1 NOR TH
2 SOU TH
] EAST
4 ùJEST
5 UP
6 DOWN
7 GET
7 TAKE
8 DROP
IN 25
5U 6D

FOR EASE OF LOCAIION, THE CAC ujILL SORT THESE ALPHAEETICALLY.

No$ for the room descriptions. Get back Lo Lhe main menu, and press key
rRtr. The screen !r.ill clesr and sholr IUhich room number ?...". You cân enter
the room descriptions in any order, but for èeser Iet's-do it in order. So
the fi!st room is roon one' so type I then Press ENIER. The scrêen lNiII
clear. showino "Room I is...', ând a Iittle cursor. This cursor means thaL
vou can tvDe Éhinqs in. l ype in the loom descrrptron' the'l press ENlIR-
ôon't trv';ot to éolit $oiils over the end of a line ; when vou run the
adventurê this wiII au tomât ica l.I y be fo rma t ted for you.

N0TE- lL is usefirl to enter the ve!bs before the room connecLions a!e
made.

You shoutd now see "Conneclions â1e..." and ânother cu!sor' Typè in the
connections ând press ENTER. For examPIe, " ùl 2 'r from room l. I f you hsve
done someLhinq urionq, then you w.iIt qet one of lwo messsqes'

The first Is "lrior: no duch verbrr $hich tneans thaL it didn't understand
one of the rords you typsd in. Have you entered the verbs v-et ? lf not' ,it
wonr L under6tand àny vâits because it doesn't knor sny ' I f so ' Press Esc
until you qet bsck io the rnain mènu' Lhen enter Lhe ve!bs you $i1I need.
A.lternâtivé1y, you may hâve spelled one of the words- !rtongly- ( or
differently tô the way iou spelled iL in the verb tsble ). If so edj t the
line and coDrect it. Then p!ess enter.



The second is "Error: canrL move to roorn 0" , which Besns eiLhe! you r ve
missed out ê room number, or s space perhâps, ot the room numbsr is âctus11v
0. The solution is to correct the room number, or insert a space or a nel{

The last part asks r/hich pictu!e goes !tith this room. If you don,t want apicture, ânswer 0. As with aII parts of the GAC, this soction is fuIIy
editable so if you oi sh to incl ude a p ic ture hèr e Ister the! e is no p r obl emj
If you do, givê the pictur€ numbe! ofl the one you wsnt. Note thst it musl
alreâdy exist, otherwise you $i1I qet 'rPicture doesn,t exisl" and â chance
to correct it. Several roons csn use the same Dicture.

Thi'-s_brinqs you back to 'r!t|hich room number" again. I f you have finished,
press_ rrESCrr to get back to the msin menu, ol the-next roôm nunber if yoû
haven't. Here âre the room descriptions:
Room No. Description ( as it ulould sppear )

You are abovê lhe gDound. There is a cev e
en lranc e to the east.

2 You are in a lârqe cavêrn.Psssaqes Iead E 3
eas t, $es t and south.

I You sre in a cave.A snake is âsleep in a W z
co!ner and exits Iead eâst and reit.

4 You âre by s small ]âke. The only exit -is
lrèst -

5 You ere outside a castle. A tunnel leads
to the north and e lsrge dool cân be see
n to thè eâst.

No. Description Starts in !oom

( press ENTER )

( press ENTER )

6 You are in the castle stronqroom.A door U 5
stands open to thè erèst.

I ||liIl leave picLures up to you !

.Ihe objects are accessed by pressinq key "0,' from Lhe main menu. TheenIfy.procedure rs very simi]er Èo thet for the room descriptions, in Lhatyou grve. the object number, then the object descriptlion, ihen extrârnrornaIron_ I the wei9ht of the object and Hhere it stErts ). 0ne additiona]reaEUre .LB._thâL,.ri you êre asked ,rùlhich object number ?...,,, then .justprcssrnq ÈNrLX $rll Èske you on to the next object. Try it and seB.ners rs Ene oaIa ror Lhe objects:

Conneclions
( p!ess ENTER )

I s lamp
2 a deâd rât
J a key
4 s qold ber
5 a lit tamp

I
5
4
6
0

ùJeiqht

10
20
I
100
r0

Not e that the descriptions should a Iuay s start so tha t thinqs Iike :
r ou naven r go! a lamp

. You âre. carryinq a Ianp, a dead rat, a gotd bar
make sense. Ine easrest oay to cto this is to start them flith r'â","an." ot."some'r, in smaII letters. lt inars an adventure sIightly to see:

You haven't qot A lamp
o! You haven't oot LamD
wh ich don't read wéII
The. messaqes are entered by pressinq key "}.t" {h.itst in the main menu. you

are. lskeo t]rnrcn nessaqe numDer, Èhen {hat the messaqe is. 0ur fiessaOes areco De round rn sectron two, $here we introduced them, so I r{iIl riot repèstmysel f he!e.

As $eII ss these, there are somB messâges the system uses, and you should



enter these, too. They are put in as messages so that you can change them if
you rish. Th ey are:
240 Uhat no{?. . .
241 You can't.
242 P atdon?
241 Press a key for ânother game...
244 Ate vou sule ( Y or N ) ?
245 Youive already qot that.
246 You haven't 90t that'
247 lou csnit see thal.
248 You're cErryinq too much to Pick thâl uP.
249 Your score $ss
25O and you took
251 It's da!k, You canrt sêe a lhing '
2rZ I car,t t find lha: anyûhere.
251 You can also ses
254 okav
255 turns.

The use of these t{itI become clesr ( I hope ! ) |Nhilst Playing the qame'

The above mes6sqes are included with tnany oseful standard. verbstnouns'ând
IoH Drioritv condiÉions in anothe! file on the iBn side of the tape ( - or
elseidhere oÂ the disc ) ' lt wiII ssve you hav-ing to tvpe in these standErd
;;;;;;;;-.;'"t ii'à vou !€set the GAc' bv iust Ioadinq them in' Detêils or
what is included in this packsge are given tn appencllx B'

Lsst. but certainly not Ieast' âre the c o n d i t i o n s ' , T h e s e are âccessed bY
nLn for'IoH orioritv, 'iH" for hiqh priority' and "u" ror condt!rons I rocar/
from Lhe msi;r menu' lhey sre elI dealt with in much Lhe same. way'. excepÈ
that with the locsl conditions you must qive their room number 11rsÈ' ano
;il;; t;; pieàs Esc, you get baci< to theiil'lhich room number" râther than the
main irenu. Io qet baôk tô there' press FSC again.'''- TnË-iIi"i-tËiÀo [À.t t'"pp"n" i! vou qet'a prompt savins "t,thich -line
number". tnter t Io start {ith' since re wânt to s!art on Lne rrrsE ]rne'
FiË""-tt'. ENTER kev and "Lins I is..." and a cursor rill aPpear' Ivpe. in the

"".àitiàÀ" 
and pre6s ENTER. If aII is u/eIl. vou should get bsck . to !he

"llhich Iine number ?. '." prompt sga.in. To qo on Èo the nert 11ne Jusr press
EN TER 6L Lhis point.- ii àif is nbt re11, then vou rrJill 9et "l don't understend'r and the Iine

"Iri oË-""ai'itàv-à i6r editing. Theré are seveîal reasons Nhv this can

-"-inà firrt is that it doesn'l understend a ord you have t yPed ' Eg

IF ( VREB 1 ) SOTO ] END

will fail because it doesn't understand the lr|ord "vREB"
cou rse , be 'r VfRBrr .

The second is t hat the brâck e ts don't mâtch ' Neither of

IF ( VERB ( ] ) GOÎO ] END
IF VERB ( 1) ) COIO ] END

ll should' of

uill |l{ork ; the first has one "(" too many ' 
the second has one

many.

l"ï 1"I"_'r"ËfiBtt 
not soinq anvrhere. For examp.IeThe third is t hat

IF ( VERB (

")" too

+ 2 (.ie 4 ) i3 not being use.l by anythrnq. This t{i1I

done is not to leâve enough spaces in the line.
the spaces between them. This exampl ê

END

the result of 2
Iead to an error.

The other common thing
lhe words are de tec te d bY

IFVERB ] GOTO ]

u/ill fâil because Lhe GAC does not understand the word iIFVERB"



The conditions we n eed are:
i. LocaI Donrt type in the comments !

Room 1
IF ( VERE ] ) RESE I GOTO 2 |,JAIT END1f you typed "EAST'r, reset the dark/Iiqht mârk6r, goto rooo 2 ând rait

commano.
Room 2

IF ( VERB 4 ) SEI .I GOTO ] I']AIT ÉND
If you typed 'rL/ESTi, sel the dark/IighL marke!, goto room I snd waitfor a ne|d commsnd.

IF ( VÊR8 2 ) SET ] GOTO 5I'AIT END
And a similer condition for goinq south, too

Room l
IF ( VERB 7 AND NOUN 5 ) 14ESS I4 HOLD 2OO EXIT ENDlf you typed "GET SNAKE" then p!int messagE fourteen to say ho$ itreactB, freeze for 4 seconds ând end the qàme
IF ( VERB I ) 5ET t G0T0 4 l,lAIT END

Again anoLher m o v e - f r o m - d â r k - r o o m - t' o - I i q h t - r o o m condition,this time
Room 4

IF ( VERB 4 ) RESE l GOTO ] I,'AIT END
__Irll_l.et_you work thia one out ( hint- Iook at rooms 1,2,1 )IF ( VERB 7 AND NoUN I ) CTR 0 + 20 CSET 0 END

--lf yg typgd nGET (EY" then âdd tu/enty to counLer 0 ( the score )IF ( VERE 8 AND NOUN J ) CTR O - 20 CSEI O END

_ If you typod "DRoP KEYrr Lhen subèrect 20 flom cLr 0 ( the score )Room 5
IF ( VERB ] AND SET? ] ) GOTO 6 TIAIT ENDIf you typed marker I is set ( ie if the door hss beenopened ), qoto room 6 and lr|sit for s nefl command.IF ( VERS ] ) IIIESS 7 }JAIT END;f you typed 'rEASI", th€n print messsge 7 and $ait fo! a nelr commend.No!e that !he door csnnot be open aince if il was, the lasl Iine wouldhave l{o!ked and we wou]d be waitinq fo! a nefl comÀnd by noû.IF ( VERE I9 AND NOUN 6 AND CARR ] ) 

-SET ] },tESS IO L'AIT ÉNDIf.you typed TUNL0CK 
.D00Ri then set mârker J ( mêrk the door as open ),print messaqe I0, and wait for s neu command,IF ( VERB I ) RESE I c010 2 li,AlT ENDIt is another Iight-to-dark movement,this timê north to roon z

ii. Los Priority Thosê ma!ked "t" are includod in the Quickstart file

IF ( VERB 2O ) HE55 249 PRIN CTR O MTSS 250 PRIN TURN IlES5 255 TIAIT ENDIf you typed "SC0RE",print m e s s a g e _ _ 2 4 9 , y o u r score,message 250,itrenumber oi turns you hect,end messaqe 255.Then wait for e neur éommand.IF ( NO] : O AND VÊRB 7 )'}IESS I9 |,,ÀIT END
If you typed "GEf" by itself or Hith an unrecognized rord,print messâqenlneEeen "I m 9orry,but I don'! knoH what one of [hoge is.,."IF ( N0l :0 ANo VERB I ) l.4ESS l9 TJAIT E^]D
And similarlv for "DR0P'lIF ( NOl = O AND VERB I6 ) I,tESS 18 l,JAIT END
And aqsin for'TEXAIlINE',

IF ( VERB 7 AND NOUN l AND HERÊ 5 ) GET 5 OKAY END
If.you._typed "GET LAIPn and there is e.1.it lamp he!e, then get it,print "0KAY" and $iait for â new commând.

IF ( NO] < 5 AND VERB 7 ) GEI NOI OKAY END
If you typed I'GET" snd â noun with â nurnbeD less than 5, then qet theobject wiLh that nounrs number, this only $orks because the obj;cts à;àthe nouns &hich refer to them have the sàme number ( a veri usefultrick I )

IF ( VERE 8 AND NOUN I AND CARR 5 ) DROP 5 OKAY END

IL Igy !lg"d "DRoP LAMP" and you'.ve qot a lit tamp. rhen drop it, print-u|<ây" ano ulart I or a new command.
IF ( NO] < 5 AND VERB B ) DROP NOI OKAY END



If you typed nDR0P" snd a noun nhose number is lsss th€n
the ob.iect ||ith that noun number.

5, then drop

I r you f,ypBo 'L^An1NL LArr. and you have a Irt lemp ev€rlable
p!int out ita mo!e detsiled description snd râit fo. a new comnand.

IF ( NOI < 5 AND VERB I6 AND AVAI NOI ) MESS NOI |,,AIT END
If vou Lvoed and a noun whose number is less than five- t

IF
tne ooJecE ||l!n Enat noun numDer.( VERB 16 AND NOUN I AND AVAI 

' 
) I4ESS 5IIAIT END

I f vou tvDBd nEXAt|INE LAl,lP" and vou have a Iityou typBd nEXAIIINE LAl,lP" and you have a Iit lemp iIsbIe then

If you Lyped and a noun whose number is less than five, then11 yoU lyped'LXAlllNL" and a noun whose nUmber rs -less than tive, then
print out the nesaage $ith thet noun number, it bêin9 the more detailed
dqscription of thsL object' then rsit for a net, command,

IF ( VERE 1] ) OUIT ENDlf you t yped lQtiIT" then quit.
IF ( VERB 9 ) L00l( LIAIT END

If vou tvoed "100K" then describe thiB room and Nait for a ner conmand.
IF ( IiERB 2I AND NOUN 2 AND CÀRR 2 ) DROP 2 2IO O I.IE55 17 ùIAIT END

If vou tvosd EAT RATfl and vou ErB carrvinq it. droo it.mov€ it to room0, thue abstroyinq it, print messsqe I7 ("Yum ium') and f,ait for a ne{
comnano.

IF ( VERB IO ) MESS 239 LIST I'ITH END
If you typed "INVENT0RY" then liet the objects 'xith you and rait for s
n6|l commend.

IF ( VERB I' ) PICT OI(AY ENO
If you typod then turn them on,
ner comnano.

IF ( VERB 12 ) TEXT O(AY END
And 6imi Ier Iv for nTEXTn

IF ( VERB 17 AID NOUN ] AND AVAI I ) I sI{AP
SÊT 2 TIAIT END

Type this s11 on ons Iin€. If you typed "LIGHT LAIIP'
unlit Ieno. then exchanae the Iit lEmp for the unlit
that he hài tit th€ Ismp, inc!ease thè score by 20
commano,

]F ( VERB I8 AND NOUN l AND AVAI 5 ) 1 S}IÀP 5 CTR O -
IIAIT END

And si.milerly for "LA P 0FF' ( "ExTINGUISH LAllPn ).
IF ( VERB ],4 ) SAVE OI(AY END

lf you typ6d "SAVE" then ssve the game position on disc or tape
IF ( VERE I5 ) LOAD LOOK IIAIT END

If you typed 'L0AD" then Ioed in a previoualy ssved gsme position.

print "0kay" and wait for a

5_lfB q + 20 CSET 0 IIESS 15

and you h ave an
one r teI I thè user
and srai t a nelx

20 cSE T 0 I1ESS 16

ii1. High Pr iority

IF ( RES? 6 ) SET 6 STRE II] ] CSET l END
If mdrker 5 is reset ( tf this is èhe firsè move ) then set nârker 6 to
sey thet 1t isnrt thÊ first move any nore, set the str€n9th and counte!
one to hold velue three.

IF ( RES? I AND REs? 2 ) DÊCR I ENO
lf vou ere in totBl d6akneBs, then decDeaae counter numbea one.

IF ( I EAU? I AND REs? l AND RES? I ) IIESS 20 END
If counter one ha9 r€ached v6lue I thèn print that you can hear
footBtepa.

IF ( O EQU? I ) IIESS 2] EXIT END
If counter I has rêâch€d zero then tell the pIÉye! h€ hâs bêên "9ot" by
the soid6r. and end tha oamê

IF ( AI'] ANô RES? 4 AND CÂRR 2 ) SET 4 I.IESS I] DROP 2 2 TO O UAIT END
Ii you are in room threô rith the ret and the snake hasnrt been fed
y6L; Dark the snâkê es fedr print the môsBsgs to ssy 30, ênd mov€ lhe
raL to !oom 0 r dèstroying it.

IF ( AI ] AND RES? 4 ) I.IESS 8 EXIT END
If vou ere 1n roon three rithout the rat and ths anÊke hâsntt been Fêd
yét; then sey thet it kills you and èxit f!on the game.

IF ( AT I AND CARR 4 ) IIESS 9 EXIT EiID
If you a.ê beck st the stsat ceraying thê qold then you rinl

The finel thino is to tell the oroqrem which room to st€rt in.From the
marn monu, option-"8", beqin rhere, nill shor you trhe!e you staft. at the
momonl. To chsnqe thls, dêlête the nunber Prêsent ( prêas the CLR kBy



several limes ) and type the new room number, then relurn.
starts in !oom I.

0ur adv en tuaer

"ENTER" toit. There

Nou, you cân save the advenLure on to tâpe or disc by p res s inq {S" in the
main menu. If you have â disc drive you wilI be asked trDisc or Tape ?...".
Ii you want to save to disc, press iDtr, to tape press rrTti. Then you u/iI1 be
asked uhether you urânt Lo save a Data file or â Runnâble adventu!e. A data
file can be loaded in to the GAC proqlam aqain using command flon
the mâin menu. The runnable âdventure option saves an adventure llrhich you
can play withoùt having to load the GAC first. For example' Ietrs say you
saved the adventure under the name "TESTADVT. AfLer sâvino to taoe or disc,
and resetting the machine, typinq RUN "TE5TADV" then ENlËR wiII Ioâd the
adventure in and sta!t il. Note ths t yoU cann o t edit the adv e n ture this u/ay,
This is useful for vrritinq adventures that you usnt to qive to friends so
that thev cannot took at- hoo vou wroèe 'the conditions and solve the
adventu!e that ùay,or if you rruish to sell the âdventure, IF you do uish lo
selI your âdventure, you ûilI NoT be asked to hand over any pâyment
whstsoever to us. You have cr€ated the edventu.e, so the credit is deserved
by you! But, that ssid, you should include ùith the adventu!e something
statinq that it oas {ritLen using the Graphic Adventure Crestorr (c) I985 by
Seen T EIIis/Incentive So ft$er e.

In the cAC, anyurhere where you are asked for a neme for saving sotnething
on tape, be it a game position, data file,o! runnable sdventure, precedinq
the nàmé |'rith a s€ar ii( wiII éeIect the iast ( 2000 baud ) tape sbeed. Ii
.it is ornitted, the "supersafe" slolll speed is selected. lf you are sâving to
drsc this mode of operation is enti!ely ignored. For exâmpIe, cslling your
data file sâve ât the s]oû speed, cellinq it "*I4YDATA" wiII
save al the fast speed. Ihis does not call th€ file on the tape
"*!1YDATA" , ho{ever: the leadinq "}" is iqnored.

Io test you! adventure, get back to the main oenu and press
enter the adventure. lf aIl qoes weIl, you should be sble to plây
are severâl errors that can occur. thouoh.

The error routine prints out a messaqe indicatinq the nature of the
ertor. olus a Iine of conditions if the error occurred in one of the
condition tsbles. This is oost probably lNhere the error occu!!ed. Howeve!
they cen occur {hen scanning the connections or tryinq lo p!int ou! messâgesj.n situations like "You don't have a qold bar", in which case they are not
printed.

l4essage not found meêns you have referred to a message that does not
exist. If you get this immediate1y, c heck that you hav e entered the systemrs
sDecial messaoeg at numbers 240 and above,

Room not found meâns you have tried to describe.
room t hat doesn' t exist.

or move to,

0bject not found
an object |]|hich does

Marker not found
not exist..
Counter not found

I11e9al value
âdverb uith a numb e r
with a number greâter

means you have tried to pick op, drop, or desc!ibe

means you have tried to êccess a marker which does

means you have tlied to access s counter !uhich does

means you have tried to Iook for a verb,noun or
qreater lhan 255, or you have lried to load â counter

t han 255.

The situations are so varied that I cannot hoDe to exolain ltlhat to do in
any situation, but here are a feur hints ior so.Iving errors:

i. Suspect typinq error, Check that you really mean rha t you have said.
ii. Hâve you fo!gotten to ente! the r o o m / o b j e c t / m e s s a g e being !efeDred to?

lf so. enter it.
iii. Have you forgotten to delete this condition elhich you didn't need,

having deleted !he obj ec t s/messâqe s used by it ?



EDITING AND DELETINC TH I NGS

To edit somethinq, foIlo$ the procedure to ènter it, and rnstead of emôtvrines Lo ente! thin6é on, you ]t'il I q;a wrrÀt'*"À irrà";-Ë";;;.: i;":;iË'tE"'iÈÈnext.part just presé ENTÉR: you ere-free to eatt Itrin9à-a, yo,.r go a_Lonq,but donrt_press ESC before you get to "Urhich room,/ob.i;itTiine nuôrer r--.',ioecâuse rr. you do,. the new-informetion oill not be Iôaded bsck into memorv.ro oereEe somerhtnq, roltot| the procedu!e to enter it, bUt edit the firitbit of datâ to be e biànk Iine ( no spaces, nothino ! ).'For..erample, to edit object ône to read",a tài"É. râit.. thân ,,a Ismo,'.PIess,'U_ rrom. the main menu, then enter I for the objact nurnber, edit théooJecE oescrlprron irom "â lamp" to na torch", then press INTER, then oressrNrLX unrlr you_get back to "ùlhich object number ?.,.'r at the bottom. then
?I":: rs9, ro qeÈ.back ro the main menu. It sounds difficulL to explâin, butrf, rs rstner esarer to do!

. l/hen you are testing ân âdventure, the ||ay to return to thê mein menu is
!9 qf:::. rh" Lsu-key, as usuet.--This qives you the message "p!ess D fororagnoscrcs or Lsu ro 9g9ape...:". It you press the "D', ket, then sII themarkers ânct counters 

'xill be displByed on the sc!een. Fo! the markers! âiilled circle indicates "sET,t snb aÂ unfilled one indiààtes .nÈsei;.-'fr,"
vâIries of the counters ârs given as you would expect. i- get back to thegâma p ress âny key.

IF you press 'rESCi aqain, then you r.riL1 qet bsck to the maln menu.

There is_one very useful feature on the main menu which I have not vetmentroned. thts ts Èhe prj,nteD menu, which allo$s you to pr.int out any'off,ne secr.Lons or dara in Lhe adventure to €n Amstrad prinLsr ( ôr scompatible one ). To access itrpress the mâin menu, rjpon which theprinter menu ,rill sppear on the screen. you ney nou press thè apDroor.iateKey ror rhe secrlon you rant to pr.int out ; L for lo{ priority condit.iôns, Rror roDm descrioti,ons. etc.
If you.want to stop printinq, o! you hsve Êttempted this without aprlnter attached, hold the ESC key_.doen until the cursbr reappears by the

"SeIect one of the above pIease...', messaqe.

This feâture is especielly useful for listinq out vocebulary, mesaaoes,
I99m 99:9rrptrons, and obiects, so that they can be referred to ohen ÙrriIinôf,ne conottrons-



NoUNS: I c0LD
7 B0X

SECTION SIX

Command i ng the Adventure

A deeper look at p1âyer conmands

This secLion looks at the commsnds a player gives when he plays theadventure. lt is intended to give sn idea of the éomp.Iexity of the cômmandsthe edventure will under s t ând.
Each commând Iine consists of one or more simple commands, t|hich i.n turncons.ist of € verb, and maybe an adverb and ons oi two nouns. Anv uora *t i"tthe. commend interpreter d oes not understsnd as being a noun, verb or adv e! b

Lét us take s typicel command line and see how Lhe proqram Iooks at it.
Get the gold, examine it, put it in the box then go north
Le! us assume that the vocabularv includes !

VERBS: I NORTH
7 GET
8 PUT 16 EXAI]IINI

.. _.The commsnd Iine is split into separate commands by the follourinq : ".","ihen., so it becofies:
Get the go 1d
Exanine it
Put it in the box "then
Go iorth
Each of these is then scanned for verbs, adverbs, and nouns in thatorder, and any found hâve their numbers s toi ed.
Get the gold 

VERB ADVE NouNl NouN2

Lxsmrne it 16 0 255 0Put it in thè box I I 255 j
co north 1 0 0 0

Then alI occuDrences of îoun 255 ( "lt' ) are teplaced by the last nountyped bêfore that, giving
VERE ADVE NOUNI NOUN2Get the qo.[d 1 O ] 0Lxamrne ir 16 0 I 0Put it in the box I I J j

Go north I 0 0 U

These velues are then passed to the connecLion table, and then to theconditions.
Note thât alI the Ietters in the vocabulary entries are siqnificant _

!ll.l9 i 
" . 

n o 
^ 

t r u n c a t i o n to onty four or five tâtters. rr,," n i v c n 
- 'à n à 

- - 
i ï ù r r .rtrrJUr ând rfiUU5LR5, and others Ij.ke these a!e disinguished bet|lleen.

ADVÊRBS: I IN
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APPENDI X

APPENDIX A

Handy Re fêlenc 6 Sh6et

Coloura fo! grsphics

SPACE t blsck
A: bluè
B: brl oh t bl u6
C! red/brorn
D ! nagentâ

F3 brioht !êd
G: pur!le
Ht bright megontô

I: gaêon
J i cyen
K! Bky blrrê
L ! y6l.loxlbrorn
ll ! rhite/orev
N: pÉs t e-l -blûo
0: o!enoe
P ! pink-
Q: peatal ûâgents

R: br 19ht gr6en
5: EeA Orèèn
T: br i 06t cysn
U: liné oraàn
V: oa ste I oreenl: b ast.I éysn
X: gold
Y: paatel yellos
Z: rhits

llo rds I VERB n

0bJectE ! GET n
OaJ n

lla.ke.s: SET n

Count6ra: x CSET n

Rooma i G0I0 n

Co|n|'|endr 0KAY

DgciBion:IF
ïepe: SAVE

0th6r: ESS nx)y
PRIN x

llorda uaed in conditions

AoVE n

x SIAP y

DECR n

R00tl

EXI T

NoUN n

DRoP n
LIST n

I NCR n

CoNN n

TAI T

END

L OAD

x<y
HoLD n

N02

CARR nx T0 n

X EQU?

oESC n

UBNO

AVAI
BRIN

n TURN

LOOK

x IN
FINO

vn
n

NoT c
RAND x

x-y cANocl
i.= r t,I ïH

N0l

HERE n
ST RE n

R€5? N

CTR n

AT n

QUIT

c 0R cl
PICT

c XoR cl
TEXT

Rangês of numbers

Rooma I L
0bjecLB: I

146Baaooa: Lveibê: I
Nouna: I

Adverbs: I
flaakèra: 0

Countôre: 0
f,hich €tore: 0

.255

.255

. t21



APPENDIX

AP PEND I X B

The lQuickstart'r dsts file contsins all the system m6sss9es, many useful
verbs, and several of the common Iow priority conditions associefed eith
them. lhis is to sllor you to gat strâight in to writinq the edventure thst
you {ant to write, sithout having to woDry about thinqs thât are included inall adventu!es. The ful,l contents ere:

IHE QUICXSTAR] DAT A F ILE

NOUNSVERBS

6
6
I
3
J

7
IJ
10
9
IO

9
I
Irl
I1

2
r4
2
7
T2
5
5
4
4
T2

D
DOt,, N
DROP
E
EAST
EXAI,IINE
OET
GRAPHlCS
INVENTORY
L
LIST
LOAD
LOOK
N
À]ORTH
PICTURES
QUIT
RESTORE
5
SAVE
SOUTH
TAKE
TEXT

ùp

ùJE5T
l,i0RDS

255 1I

MESSAGES

219 You are câ.r y inq
240 ||lhEt now?. -.
241 You can't,
242 Pardon?
241 Press a kev for Ênother oâme...
244 Arë you suie? (Y,/1,{).. . -
245 You've al !eady qot that.
2/r6 You havonrt qot thst,
247 You csn't seé that
24B You're c6! ry inq too much to pick that up.
249 Your scor e $ss
250 snd you took
251 lt is dsrk. You cân't see.
252 I canrt find thet ânyl|lhere.
251 You can also see
254 Okay
255 tulns.

LOùI PRIORITY CONDITIONS

IF ( VEfiB 9 ) IOOK IIAIT END
1f you typed I'100K", redescribe the room youire in and

IF ( VERB 1O ) IIIESS 2]9 LIST ùIITH ùJAIT END
If you lype d i l NVENl0RY r then print IYou are ca!!ying "objects t het âre !rith you.

IF ( VERB ]T ) QUlT O(AY END
lf you typed "0UIT" then ask the adventurer if he is
rpsponds Y ( for YES ) then quit, otherNise print 0(AY
command.

IF ( VERB T2 ) TEXT OKAY END
tf you typed turn the pictures off.

IF ( VERB I] ) PIC] OXAY END
lf you typed 'PICTURFS' then turn the pictures on.

IF ( VtRE 14 ) SAVE OKAY ENO
lfl you typed "5AVEi then save the qame position to Lape or disc.

IF ( VERB I5 ) LOAD LOO( IIAIT END
If you typed rrLoAD" then Ioad a previously saved game position from
tâpe or disc, then describe thê room you are in.

wait for â neu

and Iist all tha

sure, and if he
and wait for a new




