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SECIION ONE

LOADING INSTRUCTIONS

This program is protected by the LEtast0( (i) systèm.instructions carefully.
(EEP YOUR LENS IN A SAFE PLACE AS THIS I5 YOUR KEY TO

TAPE

PIease read these

THE P ROCRAM.

l. Inse!! the cassette into the datacordet ând rerind il.2. If you hâve a CPC 664 or 6128, or you have a disc drive €ttsched Lo e 464
then type

ITAPE IENTER]l. Press !he green ICTRL] key and, keepinq it pressed, push the smaII
t EN TER I key.

4. A messeqe ri11 âppear, saying rrPress PLAY then eny key..,rr. Press the
PLA Y but ton on the detâcordsr, snd th€ n any key on the keyboard.

5. The program xj.Il lhen load and staDl runninq.
6. A laDge eppeâr on the screen, slonq rith the xords "cRAPHIC

ADVENTURE CREATBR", and "< ConLrect Expând >".
7. etql0 I - Tskinq your LENSL0(, unfold it and lsy il flst on the screen.

TE;i--trse the Ieft ând riqht cursor keys to adjuèt the ridth of Lhe rH"
until .it is the same IenqLh âs the lensholder. Then press sny olher key,

8. A psttern nill appea! on the screen. PH0l0 2 - Fotd the lensholder,
t€king note of the "This side ouL" anZ-arTo-[rmarkings on èhe lensholder,
end s[ând it on Lhe scrEen-

ritl see the char act e rs "0(" in the l ens.
r0.!!!p the lens in the same position and press a key on the keyboard. Tïo

mo!e charecte!s $iII eppea r on the screen. Press these tro characters on
the keybosrd snd the Grsphic Adventure Creator rill take over.

1I.If you sre too s.lo*,or you make a mj.stake, Lhen two more characèe!s will
âppesr, Three attempts sre allored before it is necessary to reload Lhe
program.

!l:!
Lhe t ape instruc!ions.

TAPE AND DISC CON TINT S

The tape and the disc eech contein four files : the GAC ilself, the
QUICXSTART f.iIe, the adventure in lhe mânual, ADVINIIAN, and e demonstrâtion
sdventure RANS0fi. Ransom is a demons !r a t io n to show the quality of qraphics
possible using the GAC, end uses the format of âdventure similar to
AOV I NMAN .

t' tto" 
, rr'aoa " t ENTER l2. Continue from step 5 in

9. PHoT0 ) - Cloae one eyeend, holding your head
â-fiqn-Th e -cenEF.-o f-TÊ e lens trith thê verticel

The orde! of the files on lhe tepe is :
SIDE 1: S 1DE 2:

And on the disc, the files ere ca1led:
GAC. BA S '' , "QS.ADV", "ADVINIiIAN.ADVfl, "RANSOI.l.BINN

The GAC ând RAN50M cân be run using snd RUN"RANSoH" respèctively
0S and ADVINflAN sre data files to be Ioaded e/hilst the GAC is running.

st.IEast 12 inches eray,

* LENSL0K is a trademark of ASAP Developments Ltd.





sEcTI0 Tt|lo

Llr i t ing Àdventures

Gettinq 5te!ted
lJelcome to th€ rorld of the crephic Adventure Creetor !
Hold it ! There's no need to turn the computer on yet. staltinq sn

âdventure rithout E clesr ides of rhet to do is usually ebout as fruitful es
starL.ing to bske â cekê, rhen you havenrt decided if rLra going to be a
Christm6s câks oE â vicÉoris sôonge ! ( If you rèalIy cen't- rêit, qo sndplay uj.th the g!sphica in sêctj.on J snd cone back to this bit. )

Before you stârt, you ahould real.ly hsve â clea! idea of Hhat you ran!
the sdventurer to do, ( I do, anyrêy... if I try to sit dotrn end just xrite
an adventur6 I don't. knor rhatrs qoinq on ! ) In lnoet adventuaes there is srBlI dsfined !ask to perfo.m: q6t out of the ceve system riLh the treesure,
orr rescue Lhe beautiful moô6ter from Lhe raveninq princess.

HêrÊ iE rhat 1xouLd do in settinq up a small adventuae:
Fj.!st, set the taBk.Let uB make our hero find soDe qold.
Then, rolk out s map of the plsce our intrepid hêrô rilI be *hilst

ettempting to complête hi9 t.68k, including rhe!ê eny objects ere ât !heBtârt- Hêre it is:
Room 2
llei n cavern

Roon 5
0ut s ide Cas tl e
Deâd rât

Room 6
lnEide Cest Ie
Gold

Lel ua give some basic descriptions of the roomB I
R00M I: You Êr6 âbove the qround, There is s cave entrance to the east.
R00M 2: You ate in a la!qe cavern. Pessaqes lesd 6est,rest and south.
Rooti l: You ele in s cevé, A snske ie aeleep in 6 cor;ea and exits lead

eas t and rest
R0014 4: You sre .in â smÊll ceve. The only viaible exit is reEt.
R00 5r You a!e by s small castle,rith â tunn6I IêBding to the north. A

laro€ door c€n b6 sêen to the ea6t.
f;00M 6: You are in the castle strongroom. A door stsnds open to the rest.
Note that we have not included the objectB in the room descriptionB,

since these can move s!ound ând may not slBays be there.
If you 90 into the snske csve,then the snske aill est you, unless you

heve the desd rat, in rhich case they rilI eEt that insLeed. The door must
be unlockêd befor6 you cân qo esst from room 5. Note thst you csn't pick up
the Bleepinq snake ( if you try it ri11 rake up and kil.I you ! ) so u/e don't
need to inc I ude this as an object,

So, et fi!st glence, there are four objects: the lâmp, the !et, the key
snd the qold. ln fsct, it is easier if there sre FIVÉ,snd re include s Iit
Ismp Ês s sepsrete object. Thus it is eaêy to see if re heve e lighted lalnp
*iLh us or not, snd lighting the lsmp merêIy involvea sreppinq the unlit
lsmp for the lit one. But the lit lsmp doèsnrt 6xist et the start, and Bhere
do re put thÊ Ismp rhen xe've f-inished rith it ? Essy, loom ZERo. This is a
sorÈ of limbo room rheIe deed or unboan objects 9o, ând they cennot be found
or p icked up.

5o the obj ec ta are I
08J Ir a Ismp
oBJ 2: a deed rst
08J l: â emell key
oBJ 4! a oold bsr
08J 5: e lit lemp
The reight is thÊ.€ in cEsE you rÉnt

as we do in this cese. Letrs set it to
Iamp,the qold, ând thé !ât at the gane

The next thinq to do is troDk out the
should onlv include uncondiL.ional moves
which chânôe noèhing. ) The move room I

in room Irend reigha l0 units
in roorn 5,snd reiqhs 20 units
in roon 4. and reiohs I unit
in roon 6;snd reiôhs I00 units
in room 0,snd reighs l0 units
to resÈrict the itema you can cârry,

II0, Bo thât you canrt cârry the
Line.
connectiona betreen the !ooms. These( ones rhich can slrsys be done end

to room 2 i5 not included becâuse the

Stârts
Starts
Sterts
Stsrts
Sterts



light changes bet*een liqht ând dark, snd the move Doom 5 to room 6 is not
aIIoBed either becsuse it can only heppen tlhen the doo. is open. TheBe
entaies should qo in the condition Lsble, whieh we wi.1.l come to Ieter.

So thê cônnect i ons âre:
From room ll

f oom 2 |
( none )
EAST to

I
aince if you s!e in room 6, then you rnust hâve

loon li IJEST to
roon 4t (none)
loom 5: (none)
room 6: IIEST Èo

The 1âst one is included
opened thB door.

The next parL is the bit thst does aII the decisions rhich nâke plsying
the adventur; possible.., the conditions.

These come in th!ee parts: loceI conditionB rhich only epply in oneparticular room, high piiority ones rhich. âs you msy expect, btcûr before
tha adventurer types in as hi6 commând and the Iot-priority conditions,
which occur sfter the player input.

By ray of illusLrÊLion, here are the locsl conditions for !he adventure,
expressed in infoDmal Enqlish for the momènt.

R00ll t I
R00n 2:

R00n l:

ROOH 4:
R0 0M 5 !

If you type "EAST", say thst iLis dark, and qo to room 2
lf you type 'rLlEST", say that itrs Iiqht, and qo Lo room I
If you type 'S0UIH", say thst itis liqht, snd qo to roon 5
lf yo'r type "GET SNAKE' then LeIl you that it hes hâs bitten
you, end stop thè qame.
If you typB "EAST then say that .itrs liqht and qo to room 4
If you type "tlEST" then sây thaL it's dark, ând qo to room f
If you type 'UNLoCK 000R", then open the door and print
a mesaage to sây so, then reiL for â new command.
If you type iEASTl, and the door is open, then qo to room 6
If you type "EAS]", end the door is closed, Èhen tell the
adventurer thet he canrl relk through doors, and wait for â

. If-yo9 type "NoRTHrr,ssy thât itrs da!k,and go to roon 2
ln orde! to tell the edventurer thinqs,the messaqes ere used. The!e

should be a m6ssaqe for slI the situationa you Nânt to-inform th€ sdvenLurer
of. For the moment, you shouldn't use messaqes numbered 240 snd above.

Here are the messages se will need :

IIESS Ir lt is a s'naII,bsttery opereted Iâmp
l'IESS 2: lt iB a freshly deed rsL, Looks tasty!
MESS l: lt is e smâIl 6.iIver t<ev

ESS 4: lt Iooks very vsluab.le
l{ESS 5: It ia a smaIl Iamp.shininq briqhtly.

I lhese are more det;iIed deScripÉionô of objects ]. .5 l
MESS 7: You csn' t walk through doors , iou kno$ !
MÈsS 8: The snake wakes up, c6mes ovei, and bites you. The poison tekes

hoI d immediately. You die.
tlESS 9: UeII done! You qot out rith the qold! Yorj are rich!
l,!ESS 10: The door unlocks ând seinqs open.
MESS ll: The snake nakes up,comes ôver, and eats the rat. It then returnsto its position.

_ fiESS 14t The sneke, not surprisingly, takes e nasty turn and bites you.
Thê venoo kills yor.r.

l'IESS I5: tt I iohts uo brrohtly.
HESS I6: IL ooés out.
MESS I7r It ÉasLes even better than it Iooks! Yum vum!
MESS I8: You find noLhinq much,
I4ESS l9: Irm âfrêid l don't knor what that is.
llE55 20: You hear scuffling footsteps nea!by...
fiESS 21: A giant spider rilh glorinq red eyôs Ieaps from the shadors andnestly seve!s your heâd {ith potrérfu1 jars beiore dei/ouring you.

Nor,let's Iook aL the low-priority condrt.ions, rhich a!e those {hich areused to interpret commands and tô qenerally manipulate the adventure
"environmentrr,and sre not specific to one room. They sre. egain, in informal
english for the t ime beinq.



lf you typed "SC0Rffi then pÀint out your score end the nunber of movês.
If you typed 'icET sonethinq" then piôk it up.
If you typed "DR0P sonethinq'r th6n d!op it.
If you typ6d "EXAMINE something,' then print its dBteiled descript.lon
If you typed nQUlI" then quit Ihe gâm€'
If you typed 'rL00K" then redescribe the cu!rent !oom
If you typêd "EAT RAT" Lhen drop the rEt,destaoy it,snd print m6sseqe 17.
If you typ€d "INVENT0RYi then print messaqe 6 snd list eIl the objectsyou are carrying.
If you typed trPIClURES" then tu!n the pictur6s on.If you typêd TEXT" then tu! n the pictures off.
IF you typed "LIGHT LAllP" snd you hâve an unlit Iamp ( objectEvailable, then print mêsssqe 15, exchânqe objects I and 5,and eddyou! scofê.

I)
20 to

If you typed "EXTINCUISH LA P'r snd you hsve e lit Ienp svÊilsble, then
print message l6,exchanqe objects 5 end I,and subt!ect 20 f!om your sôore.

These a!e ÊlI the lor-orioritv conditions. It ÊIso oives us oThese are êlI the lor-p!iority conditions. It ÊIso 9vocsbul€ry re nesd. The vocebùlsry ià set up aa nouns ( rhj.ch rlsuelly rsfe!
to objects ), vêlbs ( rhich are "doinq'i rordB P'r, and
vocaou.L€fy te neao. lhe vocebulary rs sel up aa nouns ( tnlcn uauelly fsle!
to objects ), vêlbs ( rhich are "doinq'i rordB P'r, and
'UNLoCK' ), and slso advelbs, {hich tell us hor to do things, end"UNL0C(n ), and slso adverbs, {hich tell us hor to do things, end( âpoIogies to students of the EngIish 1ân9uÊ9e - I knor these ere rasIIy
prepositions ) rhere to put things.

For êxenôlê. in Lhê cômmânds:For exenple, in Lhe commânds:
UNLOCK DOOR CAREFULLYUNLOCK DOOR CAREFULLYflcerefuIlvn and PUT SCREIIDRIVER IN 8OXrrcerefullyfi rould be edverbs.
In our IittIê âdventu r e ther ê are no €are no adverbs, but the nouna and ve!ba

af e:
N0UN5: I ToRCH, LAMP

2 RAT
] KEY
4 GOL D, BAR, T REASURE
5 5NAKE, SERP€NT
6 DOOR

255 tI
vER85r All those Iisted in

So u t h, I nven tory, etc
I6 LIGHT, ON
I7 €XTINGUISH, OFF
I8 U NLOCK
I9 SCORE

I j.f you rant
s lray s be noun

!he quickstart
IT to be recoonizedr it should

numbe r 255 l-
file ( stsndârd ones Iike North,

20 EAl
Nole thst rê qive all the wolds tith the same mêaninq the seme nunber.

This is so thst Ihe conditions do not hâve to check for irT0RCH'r'lLAl'lPI'ol
"LIGHITi .iust to qet the torch. They nerely ask if noun numbe! I ras tyPed,
end if s;y of thé âbove res typed' they '€re sll noun nuDbêr I so the
condition lecoqnizes any of t hem.

FinsIIv, on the condiLions, here are the feu/ hiqh prior.ity ones' These
are "donei''before the user types anything, 3o theré is no rsy he cen êffect
them.

If this is the first move' !hen set the staength Lo 110'seL ths numbe! of
moves left in the dark to I' snd reco!d that thia isnrt thê fi!st nove any
more.

If vou ale in room J end the rst is not svsileble' and the snake hssnrt
âlresdi hed it. then Drint the nessâqe to sev it bit vou and end the qsne.

lf iou are in room l end the rât is present then move it to room 0 ( ie
renove'it from the qsm6 ), print !he fiesssge to sey the snake haE esten it'
and nârk that thls hes hsppen€d,

If you ere in room I rith objêct 4 ( the gold ) then Plint messêge 9 and
stop Lhe gane.

if vou-have th€ torch svailsble, then set msrker 2, otherrise rêset it.
If iou âre in th€ dsrk {ithout s torch,decressê the number of moves left

in the da!k.
.1. f you hsve one move Ieft and it is dsrk,print messege 20
If iou hav6 no moves IefÈ ând it i3 daak,print message 2I snd ênd the

oane.- And thst mÊrks the end of the conditions. lle wil.l 6ea the foroat to enter
them in -in secLion fou r.



5ECTION THR EE

Grsphj.cs

This is Derheos thê most sÊLisfvinq pÊrL of rritinq the adventure, aince
vou cân see the ;esults teke shêpe'befoie your very etes. Holêve!r bear in
fiind thêt it is better to pIêy a qood sdveilture rith no pictu!ea than a bed
ônê rith oaintinos bv Conatable !

Tà [rv'out thé orâohics,loed up GAc (fo.llor the instructions on th6 taPe)
This rill qive you-o Aispléy of the nsin menu. If you look dorn the menu'
vo'i rill sée thê rord "Cisohica". rith the "G" in à different colour. PresstG", rhich rill aIIor you to then edit the qrsphics. The screen sill cIear,
shoiinq s rindor, e co;rpsct m6nu below it, and Lhe question "lihich. pictuae
numbsr-?...". Prées kev nItr snd th€n key "ENTER". The quèstion riII
dlseooêer end e littIe êursor rill eppear in the cen!rs of the rindor.

Tiv mov-ino the cursor about. usinô the cursor kevs. It movee bv one dot
on thâ ecreei st s tifi6, usefui for line deteil. lf you pre33 SHIFT ss reII
ss the cllsor keyr th6n it mov63 by 3t6ps of I dota et a time' lhich is
bâ t têr for ouick movenent.

Nor oreed thê (Dn kev. If vou Iook on the IittIe menu belor the lindort
vou riII see the rold "Ôot". Îhis is rhet you hsve iuet done - puL s dot on
the ecreen. tlove thê cutsor âbout snd try puLting aom€ nore do!a on the
scrêen. llhén you hevo nins o! tôn, qo on to the n6xt par€gteph.

Press the I'DEL" key. The Iael dot riII dissppear. Ksep Pr6BBing it. Ihedots eLl disappèer in aBverse order. This i3 beceusê the "0E1" key deleteê
th€ le3t thing you drcr.

Nor for I ines.
Prèss the "CoPY" key 6ôd the pen on the riqht hsnd side of the 3cre6n liII
contect the pspêrr indicstinq that you are resdy to drel. Then move the
culao! 6bout end you rill sea thst it drsgs e line 6lound rith it. To fix
the other snd snd'comDIete the Iine, preei CoPY egein'end the pen rill cone
off thê psper. The cuisor iB nor f!êe of the line. Try this out e fel timeB
thên delêtê the Iines using "DEL".Lines a!e q!eat foa d!erifiq pictures ' but I did promise colour 6arIie!.
To chenoê Lhe-colour of th€ i;k you râni. to d!sr in, press I ( for "INKU ).
You are'then esked I'lhich ink (0:.1)...".0n the ieft hend sidê of thè
scDe€n ia s set of number6 follored by co.loured squa!es. These aae thê
colours of the verious inks you cen uEà. Choose onê df thèse ( not 0 for thê
nonent ) snd press that key lr2,o! r. The pen on the rj.ght of the sereen
ril.l chsnoê colour. Drsr a f€r IineE ând expêrinent rith chanqing colours.
You eee efl thê Iings you drsr after a co!.oirr changê sr€ drarn- ii the ner
colour.

lf you rent to k6ep rhet you hsve juat drarn snd mov€ to a ner drarinq,
press ESC. ThiB rill qivê you thê "Ihich picture number ?,,.'r sgsin, Ente! a
nunber oth6r th€n I end then ENTER. This riII give you e n6* cIêen rindor.
Donrt. ro!!y ebout your drsring in picture l. It's stiII there snd you cen
qet bsck to it by preaainq rrESC" egain ând replying questionItlhich picturo nuDber ? ..,". If you sr€ nor confuEed at having found
youraéIf bsck in thê naln nênu, donrt rorry, you muat have pr6ss6d rrESCrl

trice. Juat pr€ss nGr eqein to qet bsck to the 9râphic8.
So fsr, 16 can drar Iino drâringa. Theae âre not terribly inteaêsting. It

rould bg better if re could fill erèas rith Bolid colour. This iE possible
uainq key nFn, b'rt don'! use it yet - it hss Iifiitations snd we heve to
explàin hor tô chanqe its colour uEinq the "S" commsnd ( for SHADES ).

orar 6 box on the acDê6n ( uae Iinês ). Then orees "Su. You e!ê feced
rith thê question'rfhich tro inks to sh6do rith (0..r) ?...'. This is
bêcâuaê ths FILL cooosnd cân filI â16es in solid colours or shÊd6È bêtreen
tro colours. If you rent s solid colour, then choos€ sn ink ( 0 to, ) end
preaa that key TUICE, If you rant â shEd6, press the kêy for onê colour,
th6n for th6 oth6r. If you do not see rhat I meenr doôrt roa.y, e1I rill.
boconc clea! In a ninute,

Th€n novg thg cursor into the box you hsve dlsrn and preea nFn. The box
rill fill rith colour. Try dlsring e fer boxèa and filling thêm rlth
dlffea6nt colou!s.

Nor thê fill loutino rss designed to be fs€t, ând il c6n cope rith sII
irrêguler ahepèa, but you m6y n66d to pr€Ba flF" more than once. If en 6rea
is Iàft unfil led, then you c€n j uat nove th€ c ur sor I nto thet erea snd p !ess



flFn aqein. 0n the finishèd picture this rj.11 be unnoticeeble. Here is a
aimple nethod rhich rill allow you to 9e! the best results from your fillinq( sounds Iike sn sdvert ! ). If your shepe has s high point, pôsition thé
cursor directly under it. If it hss a lor point, position your cursor ove!it. Here is sn example using É trian9Ie...

Al1 fi.lted
+ c u! sor poBition

0nly this ps!t

Case A Cese B

Thé a.ee fi.Iled i€ rorked out by the fill routine checking up end dorn
from the cursor position unLil it hits sonethinq, giving s horizontel bend

You only need to re - do the 'r5'r shading coomand egain if you chengê th6
colour. I f you heve aevôraI FILL€ the ssmè colour th6!e ia no n6ed to
re-Lype'rSI in betreen them.

PIess6 not6 thet you csn fill any aree of solid colour not shad6d €!ess,
as, due to their compoait.ion, you rilL only fil!. one pixsI.

If you renL Lo chsnqe your choice of coloura, then uae rrc'r for Choos€
coloura. This rill aak you xhich ink you ,snt to chanqe lhe colour of.
Thên,rh6n you press the ink number ( 0 to I ), iL rill esk you for tro
acLuEI colours in rhich to display the ink. ThE keys for thê colou!s csn be
found in the hsndy refelence sheet ( Appendix A ), and if you preaa tro the
seme ( ea "BB" ) then the ink niII be stesdv ( ie iust b.Lue ), but if vou
press tr6 different, then the ink ,iIl flaeh betreèn the tro colours ( 'eq
i'BF" qives fleshinq bIuê/rêd ). Try this, but usê rith c€rè.., donrt mEka
inks 0 snd I the asne or vou ronrt be able to eee sny of t.hê r!itinq on the
screen ! ( I f you do, you cân chsnge then bsck tô €ênsible color.rrs by
pressinq th€ ESC key until you qet back to the main menu ).

So fsr, êverything r{e hsve drsrn has been st!eight. Nor for aom6 Iiqht
reliêf, movÊ lhe curaor to Ebout the niddl6 of the scr6en ( or movê to € nerpicture usinq "ESC" if you Iike this picture ) snd pr6ss nEu, Nor novê t.h6
curBor about ( uge SHIFI ss rell ). This rill qivÊ you en ellipEe ( a
squashed circle ) rhich you cen chenge thê aize and Bh€pe of. To freeze it
in poBition press 'En â9ain. lhis is uBeful for drÊrin9 eunsrmoonE,cl.ouds,
snd ho Iea in the floor,etc.

You csn drêw rectÊngleE, too, in thê seme rey as 611ipaos, êxcept p!ess
the riR" key, once to stsrt, oncè to finiah. Try it and ae€.

Note thet ellipses Ênd !ectanqI6B msy not âpp€ar to b€ conpl€te rhile
beinq stretched,eaoeciallv if they aae smsIl. This i3 !êctifled rhen èh6y
ere lixed in pIâce rith Ê'sècond ôress of

By nor, you'v€ probâbly noticed thst in the top riqht hând corner of the
scrsen thele is the rord "LAST" rith s letter unde!nesth it. This teIIs vourhât the I6st Lhinq you did res ( the commÊnd kÊy you prêssêd is displsyôd,
or €ô ob.lique line fo! s line ). ThiE i3 uaeful if you âr€ deletinq thinqs,
especislly FlLLs, aince these sre often prècedèd by en S" commend rhich is
not e1*6ys obvioua. lf you delete a FILL, then chaaacter riII
turn to 'rs'r if it r€s preceded by e SHADES conmend. Thia is very usêful in
conjunction rith the next festuae.

EDITING PICTURES

Thê C lRL
through Lhe
throuoh.

crÉL-teft

forrêad
h 61f-re y

the Iast

thè end,

CTRL-right
CTRL-up
CTRL-dorn
SHIFT- >
and I givea

kêy and ths cu!so! k€y., riII st.êp you backrerd endpicture atep-by-step so that you cen insert thingB

takes you bsck one conmand (sinilsr to 0ELETE in thet
thing diseppêa!s, but it is not d€leted )
tskes you forrsrd one command
tekea yor.r foaraad fj.ve connând6
takêa you bsck fiv6 commanda,
deletea everythinq fron thlB point in the draring to
you the t/hoIe picture bsck Egsin.



Thls ps.t is feirly eesy once you qot uaêd to lt, but v6ry difficult to6xpIeln, Iry pleying âround rith 1t il you tsnt,Finally, rê hsvê enother very ussful feeture. This ls the ablIIty to
mêr9ê picturêa togsth6r. For inslanca, you find thet, in your edvcnturàryou
heve e ainqlê bâalc cavê ahape, rhich you rent to use in neny of iôurpicturê4, but dcteils diff€r. It i6 poaaibl6 to Includc e pictuiô eIrâedv
crêeted into tho picturê your!e in by pressinq "P", typinq thê nurnbcr of thâpictur6 you rant to includo, snd pr.ssinq ENTER. This is then dretn ové! thê
top of onything slroedy there ( I ueuallt do this rlqht et tho at6tt snd
thcn drer eround t.he nêlqêd picturc ), It is a very uaêful. fosturê rhich
€av6a s Iot of tinê snd nemory too.

If you 6hould run out of mâmory in on6 pârticuI6! pictu16, you cân qst
tound thia by movlng to en unuaed plcturê ând mêrglng the fulI plcturc into
the n6, on€ bêfore continuinq rith your drarlnq.



SECTION FOUR

The Cond it iong

Hor to ente r thèn

The conditions decide rhet to do in the adventure. There sre th!êeIocaI, hiqh priority, €nd Ior priority, as I discussed in section txo.a!s rrdonel in the folloring orilê! :

Pr int stert tooo desc!iption

types:
Thêy

0o HIGH PRI0RITY conditions

Get the edventurer I s commând

Ch6ck fot connections snd if so, move

Do L0CAL canditions

Do L0l PR I0R I TY conditiona

They ar€ translât€d froD Enqlish inèo a EpeciEl form rhich the computer
finds easy to understsnd. Aa ân exslnplê, letrs teke the condition "If you
typed L00k then describe the current room". It bècolrês...

IF ( VERB 7 ) LOOK IAIT END

Let ua .Iook €t this in noae detail. Tbe generel form is...
IF ( soDe condltlons ) son6 ections END

If thê conditiona ore t!ue, then the sctions Ere
VERB 7 qivês â TRIJE ensrêr if verb 7 ( 100( ) rae
L00K de8cribes the room yourre in.
IJAIT eraita a ner commsnd.
5o the condition is built up.

You cen u6ê tnany rords in the conditions. These ste
i. CONDIT ION PAR T

p6rformed,
typ6d.

HERE n

CARR n
AVAI nx tN n

UEIG n

NOUN
ADVE

SE T? N
RES? N

n Is v6rb n typed ? ( n is s numbê! )
VERB 7-rill.9ive-e TRUE €nsrer if verb nunbe! 7 tes typed,otherriae it rilL qive s felsg snsrer.n Ia noun n typêd ? ( similsr to VERB )n lE sdverb n typ€d ? ( similsr to VERB )

Is object n herê ( ie in the sene roon ss you ? )If you are in roon J and object I is also in room ,. then
HERE I rill give s IRUE ansier beceuse object I is here.Is object n beinq cÊrrièd ?
Is oblect n eveilâble for use ( ie here or beinq cerried )Is objÉct n io room x ? If object I is in roon 3, ae above,then I IN I rill be TRUE, but I IN 4 ril.l be FALSE.
Gefs the reiqht of objecL n. ln our adventule, lllEIG 2 Nouldgive the ve.Iuê 20, Nhich is the flèiqht of the rst.
Ia nsrkêr n Eet ?
Is maakeD n resêt ?



( The!€ Êre 256 msrkers, numbered O Lo 255. Thsy ârê used to
sto!e infornatj.on thst can be in one of two sLetês, Iike
dooas rhich sre op6n oD shut, liqht8 rhich âre on o! off, etc
The!e are thrée rhich a!e importsnt for the sdventurè proqaem
fikr 0, if set, means thet s room hss been descDibêd sincê it
fikr I, if
kr 2, if

lidht.
lf marksls .I ;nd 2 erô boLh resêt, thBn the proqran riII
!efuse to deEcribe toomÊ, cominq up rith the nltra derkn
messege instead, since you are in a daDk roon rj,thout â
Ienp.
Mkr l, if set, diaablas the sco.ing mechsnism then you exit

frôm the qame. )
Gives you the vâl,ue of counter n.
I6 x equâI to the value of counter n ?
The!e are 128 countèDs, numbèred from 0 to I27. They sre Dostfrequently us€d to atorê the numbe! of movea sinc6 êpsrticulEr Bvent ( eq in the dark ).Counter 0 holds the score
snd counters 126 and L21 hold the turns count since the BtÊrtof Lhe qËBe,
Gives the number of turns since thê stârt of the qsne

Gives you the !oom numbEr of the roon youtrê currently in.
GiveB Ê TRIJE Ênarer i f you sre at room numbe! n,

condiLj.on AND condition rj.lt give E TRIJE answer if both of the conditions
q ive t RUE ânBre!s.
eg VERB I AND NoUN 2 riII be TRUE onty if velb I and
noun 2 are both typed.

condition OR eondition rill qile TRUE if either condition is TRUE,or
both.

condition X0R condition rill qive TRUE if one of the conditions is TRUE
end the othe r FALSE.

CTR n
X E QIJ? N

TURN

ROOH
AT n

y Gives TRUE if number x is less Lhen number y,y Gives TRUE if x is qrester thÊn y.
y Gives IRUE if x is equâI to y.

res IaBt reset.
set, m6ens you Êre in e Iight room. 0the!tise you
are in s dsrk room.

set, neans you heve s 1âmp or some oth6! souacB of

is N0T t ypèd.

10 might

N0T condition llliII givê e TRIJE ensrer if the condition ras FALSE, snd

So NoT VERB I rill be TRUE if verb I

RAND x

v8N0
N0l
N02

ii.ACTlON PART

Gives e rendom numbe! betseen 0 end (x-1). So RANDgive any number st rendoD in the lsnqe 0 to 9.
Gets the number of the vetb in this conmsnd.
GetE th€ number of the first noun in thig comnsnd.
Gets the number of the second noun i.n this command.
These sre uEed to check rord o!de!, end to GET ând DR0pobjects lllthout havinq to hsve e condition fo! each one.

Describe the !oom you sre in at thê moment
D6scr i be roon number n.

1u rns the pictu!e display _o n.
TurnB it off,qiving â tex I sd ven tu r e.

Get object numbêr n. 1f j.t isn't here, o! you've alreedy gotit, or itrs too heavy, then the epproÈrisLe messeôe -isprinLêd.
Drop object number n. If you hsven't qot it, thef| theappropriate nes ssqe is printed out.
Exchange objècts x and y. In our little sdvênture, t SUAP 5

LOOK
DESC n

PICT
TEXT

GET n

DRoP n

x StdAP y



oBJ n
LI5T n
LIST TIITHx l0 n

SET n
RESE n

x CSÉT n
lNCR n
DECR n

G0T0 n
CoNN n

*iII sxchange the Ianp and the Iit l€mp.
Deacribe obj ec t number n.
List ÊI1 the objects in room number n.
L ists al.t the objsctB carried rith you.
llove object nufibsr x to room n. To destroy an object move it
to room 0.

Set meaksr n.
ReBet malke. n. see SET? and RES? fo! an explsnation of
marke!9.
Set x to be the value of counter number n.
Inc!eâsê counter n by one. The maximum is 255.
Decresse counter n by one. The ninimun ia 0.
Trying to increese pesL 255 or decreâse pâst 0 is ignorsd.
Co to room n and desclibe the ner roon.
Thia checks throuqh the connection table fo!
from the curaent room uBinq verb n. If one is
givea the room numbe! of the room you rould move
took the connsction, If not, then it gives
axâmple, if you rere in room I in our âdventure,give 2 because in the connections from room J,
rould tâkê vo" tô rôôn 2-

Set the msximum rBiqht you can carry to n.5TRE is short for
STRENGTH.
Erinqs object n hele ( if it exists )
Find-objeôt n and move èo it ( if it exists ). This does not
ecknowlèdqe sny !estrictions ( such as connections ), so it
could be uEeful in € magic spell or something.

Ssves the current qane position to tâpe or disc.
LoÊds the current gâme position fron tape or disc.
Theee are useful for conLinuing â geme after tee or sfte! you
get kil1ed !

llaits for e ner command.
Prints ri0ksy'r and Erâits e nec commend.
Stops the qame. The player is N0T asked, so this is for use
rhsn the pIayBr qets kiIled or,ins.
The player is aaked j.f he xants to continue, end if he typesnNtr,for nNo rhen sskêd if he is sure, the game continues,
otheawise the game is abandoned.
0n abendoninq the 9eme, the sco!e ând the number of moves
taken is displayed, if not disâbIed by settinq marker number
th!ee.
Print rnessage nunber n.
Prinè number n.
Prints B LineFeed. Everything from her6 is printed on a neul
Iine.
Is ÊquaI to the room numbe! of rhere thinqs ere put rhen you
are car D y inq them.
Holds up the qame for n fiftieths of â second. For ex€nple,to
freeze for ten seconds, do H0LD 500

Às you may expect, thia returns the vslue of x added to y.
And this qives the value of x - y

a connec t ion
found, thia
to if you

z ero. As ân
C0NN 4 rould
vsrb 4 ( U )

STRE n

BRIN n
FIND n

SAVE
LOAD

I{AI T

OKAY
EXIT

QUIÏ

litESS n
PRIN N

LF

IJI TH

H0LD n

v
v

In sll the ebove, n,x ând y need not be simple numbers. They can be
comp.Iex expressions ( I ike. 2 + 2 instesd of 4 or other words returninq
va l uea, I iks N01 or CTR I ), but êxprBssions s hou 1d be
snclosed in brackets. In fect, the proqram riII enclose eve!ything in
brackets rhen you nsxt edit the conditions. For example

IF(VERB])GETTOKAYEND



rill boconâ !

IF ( VERB ( ] ) ) GET ( I ) OI(AY EiID

lh6 irsnslâtion is in s v6!y statla! o!da! to thr Enallgh condition asyou nlqht r.it. it. You can acâ th. tr6nalâtlons of tho -condltions in thonext s.ction. Thtnqs thot. arc lRtE sr6 qiv6n s nurb6! veluc of l.End thlnos
FALSE r!. qlvcn â talu. of 0. Ihis can 6avr an .ffôct on thê oldéllna of tÉêcondttion!, alîcc IHEY ARE IoRKEo oUT FRotl LEFI T0 RIcHl. To rork ouE

2+2+CtR(9\\/ I4 + ? ( for êx..plc ) :ll
But to t6at if countê! 9 is gr6eter th6n ô + 5 nêcds tror€ cst:r...

I'RONG
cTR ( 9 ) ) 4 + 5\/ Itrur= I +5 =6Thla 8lx is not e tru6-o!-felsc enstOr and ray lsed to confuslon.

RIGHI
4 + 5 < CTR ( 9 )\/ I9<7 = rRuE (r)

Th18 ls e !.al truo-or-fâlêô enator, In gsnrrel ln condltlonr. Dut ellth6 Dor6 Fo.plicatrd things rhich r.qul!s t;o ôu.bela fltst ( es' +,-,>.<,=
end ao on) and th.r6 tIlI ba no bothBr. If you cenrt s.ê a tey r6und'iÉr'tiy
uaing countals fot storlnq intrr.edidtc rosûIt6.



SECTION FIVE

0ur 5ms11 Adventure

Final Dats rilh no tes

This is the final dsta for ou! adventure âs it stends. In this saction I
riII slso covê! hor to type thinqs in, snd hor to edit then if you qo rronq.
The adventurs cân b€ found side of the tape ( or elserhere on the
disc ), sav€d se a GAC dstâ fil€,

Firstly, the nouns end verbs. To enLer these, run the proqrsm' *hich riII
qive you thE fiâin mênu. Press either "N" foD nouns or V for verbs, and the
acreeir rill then shor a displsy consistinq of an arror, 'TEDIT N0UN5" or
"EDIT VERB5" st. the top, whichêver you tiped, end a ;nalI menu at èhe
bottom.

T0 ADD A NEtd t{oRD just type its nunber' s spsce' then the rord itself.
Then pDess the ENTTR key. This will move thê êntty you typed in to beside
the srror. Not6 thÊè sny rords efter lhe fi!st ùrilI be igno.ed,and the ro.d
rill be insert€d in alphabetical order.

T0 DELETE A LIoRD use the UP snd Do{N keys to move the arror to the rord
rhich you rant to deleLe, then press the DEL key. To restorê the lsst word
deleted, prBss the CLR key ( next to DEL ).

T0 EDIT A tdoRD, u8e the uP and DotlN keys to move the arror to the word
you rent to edit, thèn press the ENIER key. The xord riII Lhen be movèd to
the bottom of th€ screen, rhê!ê you can edit it using the Ieft and right
cursor keys,the DEL key snd the CLR key ). lJhen you are satisfied' press
ENTER to rêturn iL to Lhe List.

T0 RETURN T0 THE LAlN IIENU press the Esc key' as ususI.
The nouns end verbs Io type in erel
i.NOUNS Ii.VERES

I IORCH 5 SERPENT
I LAI,IP 6 DOOR
2 RAT 255 

'T] KEY
4 GOLD
4 BAR
4 T REA SURE
5 SNAKE

1 NORTH 9
2 SoUTH t0
J EAST 10
4l,,EsT 11

'UP 
12

6 DOUN 12
7 CET It
7 TAK E 1'
8 0R0 P \4
IN 25
5IJ 6D

L OOK ]5 LOAD
LIST I' RESTORE
I NVEN T ORY 16 EXA}IINE
QUII 17 LIGHT
TEXI 17 ON
I.IORDS I8 EX 1I NGU I SH
PICTURES I8 OFF
GRAPHI C5 I9 UNLOCKSAVE 20 SCORE

3E 4U 2] EAT

FOR EASE OF LOCATION, THE GAC IIILL SORT THESE ALPHABETICALLY.

Now fo! the room descriptions. Get back !o the main mênu, and prèss key
Bcreen aiII clesr snd sho{ "ldhich room number ?,..". You csn ente!

the room desc!iptions in any o!de!, but foa ease, l6tis do it in order. so
lhe first Èoom is .oom one, so type I thên press ENTER, The screen will
cLear, shof,ing "Room 1ia...ri, and â IittIe cu!sor. This curso! meens that
you cân type thinqs in. Type in the roon description, then press ENTER.
Don't try not to split words ove! the 6nd of a line ; rhen you lun lhe
sdventure this rill autonetically be formstted for you.

N0TE- It i6 useful to ênter the verbs before the room connections are
nade.

You should nor see rrConn€ctj,ons ere...'r Énd Énother cursor. Type in the
connections ând press ENTER. For example, i l,ll 2 " from roon J. lf you have
done sonething ù,rong, then you will get one of tro messsges.

Thê firsè ia "Error: no such vêrb" trhi.ch means tha! it didnrt und6a€tand
one of the words you typed in. Heve you ent6!ed the v6rbs yet ? lf not, iÈ
wonrt understsnd any verbs becsuse it doesn't knor any. lf so, pfess ESClJntiI you qêt beck to the main mênu, then enter the v€lbs you riII need.AlternÊtively, you nay hâv€ spelled one of the sords rrongly ( or
differently to the ray you spelled it in the verb tsble ). If so edit the
line and cor!êct it. Then pre6s eôter.



The second is "EDDor: canrt move to room 0ri, *hich fieans either yourve
missed out a room number, or â spece perhaps, or the Doom nunbe! is ectua.l.ly
0. The solution is to correcL the room numbe!, or insert a space or a ne{
number.

The last psrt asks shich picture goes with this room. If you donrt went epicture, snsrer 0. As rith all pârts of the GAC, this section is fuIIy
editsble so if you trish to include a picture he!e Ister the!e is no p!obIem!
If you do, give the picture numbBD of the one you asnt. Not€ thst it must
already exist, othernise you will get 'iPicture doesn i t exist" and a chance
to corrsct it.SBversI rooms cân use the same picture.

this brings you back to ilhich room numberri eqain. lf yoti have finished,
pless rrESCri to get back to the nain menu, or the next roon number if you
havenrt. Here are the room descriptions:
Room No. Description ( as it {ouId appear )
I You srs sbove the ground.There is a cave

entrance to the east.
2 You are in a large cavern.Passages lead Ê. J

east, reâ t ând south.

, You are in a csve.A snake i9 asleep in a U 2
côrnêr ând exits I èâd eâ3t end l{est.

4 You a.e by a small lake. The only êxit is
9lest.

5 You Êre outside s cÊstfe. A tunnel Ieeds
to the north and s 1ârge door can be see
n to the eest.

Connections
( press ENTER )

( press ENTER )

( press ENTER )

6 You are in the castl.e strongroofi.A doo. ll 5
stends open to the trest.

I lrill. leave pictureÉ up to you !

fhe objects sre accessed by pressing key "0" f!om the msin menu. The
entry procedure is ve!y sinile! to that for the room descriptions, in thatyou give the object number, then the ob.ject description, then ertra
.infotmetion ( the rêiqht of the object and whère it sterts ). 0ne sdditional
feature is thst, if y6u are esked ntihich object number ?...i,, Èhen iustpressing ENTER rill take you on to the next 6bject. lry it and éee.

Here is the dâta for the oblects:
Nô - Description Stârts in room

I
5
4
6
0

tdeight

10
20
1
r00
10

I a lamp
2 a dead rat
I a kev
4 â qoid bsr
5 s lit .tamp

Note thât the desc.iptions should always statt so thaL thinqs Iike I
You haven I t qot a lamp
You are cârryinq a lamp, a dead rat, a qold bâr

make sense. The eâsiest yray to do this is to 6terL tham tr'th a","an", or
"sone", in smaII Ietters. It ms.s an adventuDe slightly to seel

You haven't qot A lemp
You haven't qot Lâmp

which donit read urell .

The nessÊ9es are entered by pressinq key rrMrr trhilst in the main menu. you
sre asked rhich nesaÊge number, then what the messaqe is. 0ur nesseqes areto be-found in section tro, rhere f,e introduced thefr, so I {i1I not- repeet

As well ss thegs, there a!e sone messages thÊ system uses, and you should



ênter theae,too. They srê put in sE mêsEages so thst you can chsnge thefi ifyou rish. Jhey are:
240 llhat nor?. . .
241 You cÉn't.
242 Petdon?
24J Preas a k6v for snoLher oemÉ...244 Are you suiê ( Y or N ) ?
245 Yourve sI!eady got thet.
?46 lou hsvenrt qot thet.
247 \ou cênrt see thst.
248 Yourra cêr!ying too nuch to pick that up.
249 \out score res
25O end you took
251 Itre dârk.You canrt see a thing.
252 I cantt find thet anyrhele.
251 \ou cân êIao a€e
2t4 Okay
255 tu rns,

The use of thêsê riII b€comÊ cleâr ( I hope | ) rhilst plsying the geme.

Ths âbovê mesaeges âre includêd rith meny uaeful stsndard verbs,nounsrsnd
Ior pliority conditiona in enother file on the of Lhe tspe ( or
elserheÀ€ on tho diBc ). It riII ssve you hsvinq to typB in these stsndard
nessagea every time you resst the GAC, by just losding them in. DeLails of
rhat is included in thia pecksge sre giv€n j.n appendix B.

Last, but certainly not .leêat, âre the conditions. ThéEê e!e accessed by
Ln for Io{ prio!ity, "H" for hiqh priority, snd rrC" for conditions ( locâI)

from the mein menu. They are all deelL rith in much the aame ray' except
that lrith thê IocsI conditiona you must qive their room number firstr ând
rhen you press ESC, you get bâck to thè 'rHhich !oom nufiberrr rsth6r thân the
rnain menu. To qet back to there, pFeBs ESC aqein.

The first thinq thât happêns is you get a p!ompt sayinq rrlrlhich Iine
numb€r'r. Ent6r L to start rith, since re rent to sterL on the fi!8t line.
Press the ENIER key End rrLine I is..." snd a cursor rill appeer. Type in the
conditions €nd preits ENIER. If sl1 is rellt you should get back to the
"thich line nunber ?..." p!onpt again. To 90 on to the next Line iuat p!èss
ENTER at thiB point.

If e.l.I is not welI, then you rill qet "I don't under6tond'r and the line
rill be !edispleyed for editing. There Erê aeversl reasons rhy this can
occûr.

The firsè is thet it doesn't undBrstend s rord you havè typed. Eg

IF ( VRES 1) GOTO ] END

riII fail becaùee it doè9n't understand the rord TTVREB'l

course, be 'rVERB".

The second is that the b!ackets donrt match. Neither of

It should, of

IF ( VERB ( I ) GOIO ] END
Or lFVERB(I) ) GOTO ]ENO

cj.11 xork; the first
many.

The third is thet vou
IF ( VERB ( i )

hsve s result not qoing
)2+2END

the result of 2 + 2 ( ie 4 ) is not being used
leed to an earoa.

The othêr conmon thing done is not to Iêevê enough apaces in the Iin6.
thê ro!ds e!e dêtected by the spsces betre6n then. Thia example

IFVERSIGOTO]ENO

ri.ll fâil becsuse the GAC does not understsnd the word

hss one "('r too rDâny, the second has one ')n too

enyrhe!e. Foa example

by 6ny !hi ng. This rill



Roon
IF

IF

Room
IF

IF

The conditions re naed are:
i. LoceI Donrt type in the comments !

Room I
IF ( VERB 

' 
) RESE ] GOTO 2IJAIT END

If you typed "EAST", !eEêt the dsrk/Liqht lnâ.ker, goto roon 2 ând râitfo! s ner commend.
2 ( VERB 4 ) SET I GOTO l TAIT END
If you typ6d "lEST", sêt the dÉ!k/Iighè nârkêr, goto !oom I snd reitfor e ner commgnd.( VERB 2 ) sET I GOTO 5 UAIT END
And e sinileD condition for 90in9 Bouth, too3-( VERB 7 AND NOUN 9 ) }IESS 14 HOLD 2OO EXIT END
I f you typed "GET SNAKE" thên p.int lt|èssage foulteen to €sy hot lt
DêactBrfreeze fof 4 aeconds and end the gsme( VERB ] ) SET I GOTO 4 TAIT END
Agsin snothe! nove-from-dsrk-room-to-1i9ht-room condition,this time
east.

Room 4
rF ( VERB 4 ) RESE I G0T0, t'IAIT END

I'11 let you rork this one out ( hint- look st rooms 1,2,J )IF ( VERB 7 ANo NoUN I ) CIR 0 + 20 CSET 0 ENDIf you typed then add trenty to countê! 0 ( the score )IF ( VERE 8 ANO NOUN ] ) CTR O - 20 CSET O END
If you typêd then subtlact 20 from ct! 0 ( the score )

Room 5
IF ( VERE 

' 
AND SET? ] ) COTO 6 TAIT ENDIf you typêd I'EAST'i and msiker J is sel ( ie if the doo! haa been

opêned ), qoto room 6 end reit for s ner conmsnd.
IF ( VERS ] ) I.IESS 7 UAIT ENDIf you typed 'rEAST", then prinÈ mêEsaqe 7 and ,sit fo! s ner comtnand.

Note thst the door cânnoL be open sinae if it *sE, the Iâst line rould
have rorked snd re rould be tÉitino fof s ner coDend bv nor.IF ( VERB }9 AND NOUN 6 AND CARR ) )-5ET ] }IESS IO I'AIT ÉNDIf you typed 'UNLoCK D00R' then set merksr I ( ltlslk the door as open ),print meassqe 10, ând seit for s ner commsnd.IF ( VERE I ) RESE ] GOTO 2 IJAIT ENDIt is ênother liqht-to-dsrk movement,this time no!th to room 2

ii.Lor P!iority Those me!ked "*" Ére included j.n thè Quickstsrt file

IF ( VERE 2O ) t{ESS 249 PRIN CTR O }IE5S 250 PRIN lURN I.IE5S 255 lIAI] ENDIf you typed "SC0RE"rprint msssage 249,your eco!e,nêaaage 250,the
numbê! of turns you hsd,Ênd nessâqe 255.Thên rsit fo! à ner 6ommand.IF ( N01 = 0 ANo vERg 7 ) r,tEss r9 tÀIT ENDIf you typed "GETrr by itself or rith en un!6cognized rordrprint nesssqênineteen I'I'n sorry,but I donrt knor thst one of those i€:..',IF ( N01 = 0 AND VERB I ) iIESS I9 tIAIT END
And s imil srl v for "oR0P"IF ( NO1 = O AiID VERB I6 ) }IEss I8 UAIT END
And aosi n for'TEXAIIINE'r

IF ( vEf;B 7 AND NoUN I ANo HERE 5 ) GET 5 oKAY END
If.you. typed ncET LA Pn ând there is s IiL Iamp here, then get it,print r'0KAY'r snd rait for a ner coBmÊnd.IF ( NOI < 

' 
AND VERB 7 ) GET NOl OKAY ENDIf you typêd rrGETi €nd s noun rith e number l6ss LhEn 5, then qet theobject with that noun's numbe.. This only rorks because the objécte andthè nouns Bhich tefer to them hsve the âàme nunbè! ( e veri usefultlick ! )IF ( VERB 8 ANO NOUN l AND CÀRR 5 ) DROP 5 OKAY ENDIf you typed and you've qot a lit lamp, then drop it, print

'r0key" snd ralt for a ner cominend.
IF ( NOl < 5 AND VERB 8 ) DROP NO.I OKAY END



If you typed uDRoPn end s noun those number is Iess èhan 5' then drop
the ob iect rith thBt noun number.

IF ( VERË 16 AND NOUN I AND AVÀI 
' 

) HESS 5 I,IAIT END
lf vou tvoed nEXAMINE LA P" end vou hâve s Iit lamp svailâble then
ori;t out its morB detailed desciiotion and reit for a new command.

IF.( NO] < 5 AND VERB I6 ÂND AVAI NOi ) IIESS NO] I./AIT END
If vou tvoad "EXAIIINE" snd a noun rhose nunber is less than five' then
priit out thê messaqé rith thst noun number, it being the more detsiled
dêscription of that object, then tsit for a nsil conmand.

IF ( VERB II ) QUIT END
If you t ypsd "QUlT" th6n quit.

IF ( VERB 9 ) LOOK UAIT END
If vou tvo€d "L00K" thên describ6 this rootn and lait for a new conmand.

IF ( [,ERB 2I ÀND NOUN 2 AND CARR 2 ) DROP 2 2IO O I.IESS 17 UAIT END
lf you typod nEAT RAT" and you ere csrrying it, drop it'move it to room
0, itrr-re ilbettoying it ' 

print messeqe I7 ( "Yum Yum" ) end rsit fo! a nex
comlnend.

IF ( VERB .IO ) TIE5S 239 LTST UITH END
If you typed 'INVENT0RY' then Iist ths obiects rith you and rait for a
nerl comnand.

IF ( VERB T' ) PICI O(AY END
Ii you typed then turn then on, print "oksy! ând reit for s
nêt cottnand.

IF ( VERE I2 ) TEXT O(AY END
And similErlv for rrTEXT"

IF ( VERB 17 A|ID NOUN ] AND ÀVAI I ) I StdAP 5 CTR O + 20 CSET O MESS 15
SET 2 UAIÎ END

Tvoê this aII on onê Iine. If vou tvped 'LICHT LAIIP' and you have an
ui,Itt lemo. thên exchanoe the lit Iâitrp for ths unlit one' tell thê user
that he hié lit Lhe lenÉ, incleese thà score by 20 end alait a ner
comnand.

IF ( VERB I8 AND NOUN I AND AVAI' ) I 5IJAP 5 CTR O - 20 CSET () IiESS 16
IAIT END

And Ëimilerly for 'LA P 0FF" ( 'EXTINGUISH LAMP" ).
IF ( VERB 14 ).SAVE OKAY END

If you typ€d "SAVE" thên savê the gams position on disc or tape
IF ( I,IERB I5 ) LOAD LOOI( IIAIT END

Ii yor-r typed "LoAD" thên Ioed in a previously seved qame Position.

Ili. High P!lority

IF ( RES? 6 ) SET 6 STRE III' CSEI I END
Ii narkcr 6 ie reeet ( if this is thê fj.lEt nove ) thsn set
say that it isnrt. Chô first move any more, set thê strength
ô.Ê tô hdld veluê thrss.

IF ( RES? T AND REs? 2 ) DECR I END
If vou eîs in totel d€rkness. then dec!eaêê counter number one.

IF ( I EOU? } ÂNO RES? T AND RËS? 1 ) I4ESS 20 ENO
If counte! one hss resched velue I then print that you cân h6âr
footat6ea.

IF ( O ESIJ? I ) I{EsS 2T EXIT ENO
Ii counter I hâs rcsched zato then têII thê p1âyea he heB bêen 'tgotrr by
thê eoidor. end ênd th6 oeme

IF ( AI'' ANô RES? 4 AND CÀRR 2 ) SET 4 }IESS I] DROP 2 2 TO O HAIT END
Ii vou sre in room thro6 rith thê ret end the anekè hssnrt been fed
yet', rnark thê snekc ss fed' Print th€ fiêasÊ96 to sây so, Ênd move Lhs
i.t to rooD 0. d6atrovino it.

IF ( AT 
' 

AND RÉS? 4 ) fiESS 8 EXIT END
Ii vou ara in room th!ês rithout th€ rst end th€ sneke hesnrt been fed
vet'. then ssv that it kills vou end exit from thê qanê.

IF. ( ÂT 1 AND CARR 4 ) }IESS 9 ÉXIT END
If you are beck et thê stelt csrrying th6 gold then you rinl

lha ftnel thlng 1€ to tsII thê proqram lhich toom to st6rt in.From thê
îsin û6nu. ootlon-n8', beqin rhere, rill ahor you rhe!ê you stert ât the
norcnt. Tô chanqc thié, d;lstê the nunbê! present ( presE the CLR key

mârkar 6 to



several tines ) ând type the nen !oon numbe!, then aeturn. 0u! adventu!e!
starts in room 1.

Nor, you cên sâve the adventure on to tape o! disc by prêssinq "S" in the
main m6nu. lf you hsve s disc drive you wi.[l be asked "Disc or Ïâpe ?...',.
1f you r€nt to ssve to disc, press riDI, to tape prees "T". Then you riII be
asked whether you ûant to seve â Data file or a Runnable advsnture. A data
file can be loâdsd in to the cAC ploqDam aqein usinq ths ',T'r command from
the mein menu. The runnable âdventure ooLion sêves an âdventure nhich vou
csn play wj thout havinq to toad the GAC first . For exâmpIe, let's say ioussved the edv6nturs undsr ths name "TESTADV". After sevlinq to tape or 'diôc,
and resetting the machine, typing RUN "TE5TADV" then ENTER will loed Lhe
âdventure in and stert it. Note thsè you cannot edit the edvsnture Lhis way.
This is uaeful for rritinq adventures thst you want to qive to friends ôo
thaè they cânnot look st how yoo llrote the conditions ând solve the
edventure thst ray,or if you sish to selI the advêntuDe. If you do rish to
seII your adventuie, you rill N0T be ssked to h€nd ovêr anv oaymentrhatsoever to us. You have created the adventurê, Bo the credit is d;s;rved
by youl But, thet sâid, you should include with the sdventu!e somethino
ststj.ng thât it ras rritten using the Grephic Advênture CreaLor, (c) 1985 bt
Sea n T EIIis/Incentive Softsere.

In the GAC, ânyrhare rh6re you are asked foD e nâme for saving sonethinq
on tape, be it a qame position, data file,or runnable edventure; precedinô
the name with a star uru will sslect the fsst ( 2000 baud ) tape sbeed. IF
it is omitted, thêrisuperBsfe" slow speed is seI6cted. If you àre sâvinq to
disc this mods of operstion is entirely iqnored. For exampiê, calling -your
deta file tIYDATA" i{ilI save at the s1ôw épeed, catlinq it "*},!YDATATi iiII
save at the fsst speed, This does not câll thé file on the tape
"* YDATA"'hotreverI the lesding 'r'r' is ignored.

To test your adventure, qet beck to the main menu and p!ess "ENTER,, toenter the sdventure. lf âII goes rell, you should be ablè to plsy it. Thereare saveral errors that csn occur, thouqh.
The error routine prints out s messaqe indicatinq the nsture of theerror, pLus e Iins of conditions if the error occutred in one of thecondition tsbleB. This is most probably rhe!e the e!Do! occurred. Howeverthey.can occur ahen gcanninq ths connections or trying to print out messaqesin situâtiona Iike rrYou donrt have a gold bar',, in_which càse they are iotprintsd.

Hessâqe not found meang you have refe!!ed to s message thât doe€ notexist._If you get this immediâteIy, check that you have entéred the system,sgpeciâ1 messaqes at numbers 240 and sbove.
Room not found
!oom t hât doean ' t exist.
0bj ect not found
an object which does not
Ma.k er not found
not exist.
Coun ter not found
not exiat.

meâns you have tried to describe, oD move to, a

neens you have tried to pick up, drop, or describe
exist.
means you have tried to access a marker rhich does

meana you have t!ied to access s counte! which does

lllegal velue means you-hâve t!ied to look for a verb,noun oradverb rith a numbe! grester thàn 255, ot you have tried to foaa e' iàuntei$ith a nunber qreater then 255.

The situetions are so vaDied that I cannot hope to explâin {hat to do inany situâtion, but here are a fe{ hints for solvinq erro;s:
i. Suspect typ.ing error. Chêck that you reslly meân what vou have said.ii. Have you forgotten to ente! the room/object/messeqe beinq referred to?If so, ente! it.iii. HÊve you forgott€n to delete this condition rhich you didn't need,having deleted the objects/nesssqes used by it ?



EDITING AND DELETINC THINGS

To edit Bomething, foIIor th€ procedurs to entBr it, snd insLead of emDtyIineg to enter things on, you rilI ge! rhat was there befo!e. To skip to thè
next pârt just press ENTER. You are free to edil things âs you go aIonq,but donrt press ESC before you qet Lo "Uhich roon/ob.jôct/linô nu;ber ?..1,i
becsuss if you do, the ner infoimation rill not be .loaded back into memory.

To delste somethinq, foIIor thê proc6durB to enter iL, but edit the firstbit of dsts to be e blank Iine ( no spaces, nothinq ! ).
For êxsmpls, to edit objêet onè to reâd nâ to!chn !ather than 'ta lamp",

presa non fron the mâin m€nu, then entea I fo! the object number, edit the
object descaiption fron tre lamp'r to "e Lorch", then prêss ENIER, then press
Et'lTER until you q6t back to "Ihich object number ?...'i st the botton, Lhen
press ESC to get back to the Dain nenu. It sounds difficult to êxpIain, b!tit ia rather eesier to dol

ly'hen you are testinq an Êdventurê, ths ray to return to the main msnu is
to pless th6 ESC kBy , as usual. This gives you thê message 'rPress D for
diâgnostica or ESC to escspô...rr. lf you press the "D" key, then alI the
markers end counters rill be displsyed on the screen, For the markers, afiIIed circle indicates nSETn end an unfilled one indicates "RÊ5ÊT". The
vsl,ues of the eounters erB qiven ês you {ould expect. To get bÊck to the
qame p fèss âny kêy.

If you presB "ESC" agein, then you rill get bsck to ths main menu.

TheDe is one very useful fêsture on the main mênu nhich I heve not yet
mentionêd. This i3 the printer msnu, *hich aIIors you to print ouL any of
the sectiona of dsts in the edventure to sn Amatrad printer ( or s
compstible one ). To sccess it,p!ess nPtr from the mein menu, upon f,hich theprinter menu riII appear on the screen. You may nor pres€ the appropriste
key fo! the section you rent to print out ; L for Iotr priority conditions, R
foD !oom descriptions, etc.If you rant to atop printing, o! you have attempted this yrithout êprinter attached, hold the ESC key down unt.il the cursor reappeers by theItSelect ons of th€ above pfease...'r message.

Thi€ feature is especially useful fo! listing out vocabul.ary, messaçtes,
roon descriptions, ând obj€cts, so thât they csn be referred to shen !rriting
th€ condi t i ons.



SECTION SIX

Conmandinq the Adventure

A deeper Iook êt playe! comnands

ThiB section Iooks at the commends a player gives when he pleys the
adventuae. It is intendsd to give en idee of the complexity of thê commândg
èhe adventu r e wiIl. undeDstand.

Eâch commând Iine consists of one or more simpl,e connands, f,hich in turn
consist of a verb, and mayb8 sn adverb snd one or tro nouns. Any iord rhich
the command interpreter does not understand ss being s noun, verb or adverb
is iqnored.

Let us take a typical commsnd Iine snd see hof, the paogram looks at it.
Get the qold, exsmine it, put it in the box then qo north
Let us aBsufle thet the vocabulary incLudes:

N0UNS: I G0LD VERBST lNoRTH ADVERBS: I lN
7 BoX 7 CET

8 PUI I6 EXAMINF

The commend Iine is split into sèperate conmsnds by the follorinq : ".rr,

Get the gold
Examine it
Pu! it in the box "then"
Go nor th
Each of these is then gcanned for veDbs, adverbs, snd nouns in thât

oDder, and Êny found have their numbers stored.
VERB ADVE NOUNI NOUN2

Get the gold 7 O I 0
Examine it 76 O 255 0
Put it in the box I I 255 7
Go north I 0 0 0

Then Ell occurrencea of noun 255 ( "It" ) are replsced by the Iast noun
typed before that, qivinq

V ERB ADVE NOUNI NOUNz
Get the qold 7 O 3 O
Examine it 16 O 3 0
Pirt it in the box I I 3 7
Go nolth I 0 0 0

These values a!e then passed Lo the connection table, and then
conditions. to the

Note that alI the IetLers in the vocabulsry enLr.ies are siqnificenL -there is no truncation to only four or five Ietters. Thus RIVER -ênd RMT.
TRùu1 and TR0USERS, end others Iike these are disinguished betrsen.

ABOUT THE AUT HOR

The G!aphic Adventure Creator is
pDogrâmming and developmÉnt by Sesn
in Cybernetics and Computer Science
Adventure Creator has been desiqned
Amataad ranqe of CPC conpu!e!a, with
bst ter ed cop y of iThe Hi tch Hike!rs

the result of over a yeâr of intsnsiveEllis, s nineteen yee r old underqreduateat Resding llniversity. The 'craphic
end developed specifically for thethe sid of lots of cofise and e

Gu ide to the Galexy'r.



APPENDIX

APPENDIX A

Hendy Reference Sheêt

Colours for qraphica

SPACE I
A:
8:
c:
D:
E!

black
blue
brioht bluê
r edlbrorn
neg6nta

I: gr6an
(: ekv blue
L ! yellor/brorn
ll: rhlte/qrey
Nl pestel blu6
0 ! o!€nqê
P: pink
Q: paE te I meqenta

R! br iqht qrêên
S! seâ qleen
T: briqht cyen
ll: linê orêén
V: pastel qreen
l: pastel cyan
X: qold
Y: psstêl yellor
Zr rhit6

F: bright red
G ! purpl e
H ! br igh t meq6ntE

NoUN n

DRoP n
LIST n

RESE n

INCR n

CoNN n

IAI I
END

LOAD

x<y
HoLD n

lloDda uaed in conditlona

lords: VERB n

0bj êc t s: GÉT n
oBJ n

ùlarke!ê: SET n

Couôtera: x CSET n

Rooms: c0T0 n

ColÉlnand:0KAY

Declsion: lF
lape: SAVE

other: IIESS nx>y
PRIN x

ADVE n

x SIIAP y
IEIG n

SET ? N

DECR n

R0 0r{

EXIT

NO.I

HERE n
51RE n

RES? N

CTR n

ATn

QUIÏ

N02

CARR n
x T0 n

x EoU?

DESC n

v8N0

AVA I
BRIN

n TURN

L00r(

x IN
FIND

v
n

n
n

N01 c
RANO ).

LF

c AND c'
III lH

Ranq6s of nunb6rg

c 0R c'
PICT

c XoR c'
TEXT

Rooms: I
0bjects: I

llesseqes: I
Vêlbs: I
Nouns: I

Adve.b. ! I
llârke!a ! 0

Count6rs: 0
rhich atore ! 0

9999
255
255
255
255
255

255
127
255 1



APPENO]X

APPENDIX 8

The rquickstâ!tI datâ fiIê contains al1 ths syatem nesaeqes, tl|6ny useful
ve!be, snd severel of the conmon Ior priority conditions associeÈed tith
then. This is to €IIor you to 9et strsight in to r!iting t.he edvênLure lhat
you rant to rritê, rithout hevinq Lo rorry about thinqa that sre included inall âdventu!ea. Thê fuI.I contênta âre:

THE QU ]CKSIAR T DATA FILE

NOUNSVERBS

6
6
I
t
3
I6
7
L'
l0
9
t0
9
I
1rl
II
l5
2
l4
2
1
T2
5
5
4
4
12

D
DOI{N
O ROP
E
EAST
EXAI'IINE
GET
GRAPHICS
INVENTORY
L
LIST
LOAD
LOOK
N

NORIH
PICTURES
QUTT
RESTORE
s
SAVE
SOUTH
TAKE
lEXT
U

UP
LI

TJEST
IORDS

255 1r

}IESSAGES

219 You s!e c6 rry i nq
240 Uhât nor?. . .
24I You cenr è.
242 PeEdon2
241 PreBs s kBy for ânother qame. . .
244 A!e you su! e? (Y/N)...
245 Yourv€ âlr6edv oot thÊt.
246 You hsven't qôt -that.
247 You cân't see that
248 You're carrying too much to pick thÊt up,
249 Yo ur score xas
250 and vou took
251 lt is'dark.You cân't sèe.
252 I cantL find thet ânyrhe!e.
29f You can also see
254 Okey
255 turns.

LOT' PR.IOR I TY CONDlTIONS

IF ( VERB 9 ) L00K IT,AIT END
If you Cyped 'r100('r, aedescaibe the room you'!e in ând rait for a nêt
commând.

1F ( vERB 10 ) MESs 219 LISI IIITH tIAIT EliD
If you typed then print "You aDe cerryj.ngrr ând liEt all tha
objects thsL are rith you.

IF ( VERS TI ) OUIT O(AY END
If you typed "QUIT" then ask the advênturer if he is sure, and if hô
responds Y ( for YES ) Lhèn q'rit r oLherwise plint oKAY ând wsit fo! a nes
connând.

IF ( VERB I2 ) IEXI O(AY END
If you t yped "TEXT" then turn the pictures off.

IF ( VERE I] ) PICT OKAY END
If you t.ypêd "PIcTURES" t hen tu rn the pictures on.

IF ( VERB I4 ) SAVE OKAY END
If you typed "SAvEii then seve the qame position to tape or disc.

IF ( VERS T5 ) LOAD LOOK lJAIT END
1f you typed uLoAD" then load a p!aviously saved gane position from
tape or diac, then desc!ibe the room you are in.




