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LOADING

To LOAD THE PROGRAMME. FIRSTLY PLACE THE CASSETTE INTO THE
CASSETTE RECORDER AND REWIND THE TAPE TO THE BEGINNING.

On THE 128, +2 AND +3, TURN ON THE COMPUTER AND PRESS
RETURN SO SELECTING THE TAPE LOADER OPTION. NOW START THE
RECORDER.

On THE 48K AND PLUS, TURN ON THE COMPUTER AND TYPE
LOAD ““ BY PRESSING THE J KEY AND THEN HOLDING DOWN THE
SYMBOL SHIFT KEY, THEN PRESSING P TWICE. Now PRESS THE
RETURN KEY AND START THE TAPE.

LOADING PROBLEMS?

ADJUST THE VOLUME ON YOUR CASSETTE RECORDER SO THAT WHEN
THE FIRST SOUND ON THE TAPE IS LOCATED (AND BLUE AND RED
BANDS APPEAR IN THE BORDER). CHANGE THE VOLUME UNTIL THE
BANDS ARE ROUGHLY THE SAME HEIGHT (THE VOLUME WILL
USUALLY BE CORRECT WHEN THE SETTING IS ABOUT % OF THE
MAXIMUM SETTING FOR THE RECORDER.

IF YOU STILL CANNOT GET THE TAPE TO LOAD. TRY A DIFFERENT
TAPE RECORDER. IF THE PROBLEM STILL PERSISTS. THERE COULD
BE A FAULT WITH YOUR TAPE, IN WHICH CASE RETURN IT To CRL
FOR AN IMMEDIATE REPLACEMENT.

HOW TO USE THE PROGRAME

ARROW CONTROL: THE KEYS WHICH ARE USED ON STARTING UP THE
PROGRAMME ARE,

Q (up)

A (Dowv)

0 (Lerm)

P (r1GHT)

M (F1gre)

N (FuncTion)

THE FUNCTION KEY HAS LITTLE USE IN THE EDITOR, BUT IN THE
GAME IT IS USED FOR ACCESSING THE MENU., PICKING UP AN
OBJECT, USING AN OBJECT ETC.

ON ENTERING THE PROGRAMME, A WHITE SCREEN IS DISPLAYED WITH
A BAR ON TOP OF THE SCREEN DISPLAYING THE MAIN OPTIONS.
THIS STAYS INTACT ALWAYS WHEN USING THE EDITOR., BUT IS
REMOVED WHEN PLAYING THE GAME,

To TRY THE START DEMO IN THE GAME POINT THE ARROW TO THE
ICON OF THE JOYSTICK WITH THE WORD G0 BESIDE IT IN SMALL
LETTERS. N THE ARKOW 1S IN THE CORRECT POSITION FOR THE
OPTION TO BE SELECTED THE I1CON WILL INVERT. 1O SELECT THE
OPTION PRESS THE FIRE KEY.

AT THIS POINT IT wWOULD BE USEFUL TO EXPLAIN HOW TO ACCESS
OTHER OPTIONS, E.G. AFTER ACCESSING THE OPTION TO THE DEMO,
YOU SHOULD NOW SEE A WINDOW IN THE CENTRE OF THE SCREEN WITH
SOME OPTIONS LOCATED INSIDE, THESE INCLUDE REDEFINE KEYS,
START AND QUIT THE GAME.

QUIT RETURNS YOU TO THE EDITOR., START GAME STARTS THE GAME
AND REDEFINE KEYS IS USED FOR CHANGING THE KEYS FOR
CONTROLL ING THE CHARACTER WITHIN THE GAME. 10 REDEFINE KEYS
JUST ENTER THE OPTION BY PLACING THE ARROW OVER THE STAR

IN FRONT OF IT AND PRESS FIRE. THE COMPUTER WILL THEN
PROMPT YOU ON EACH OF THE KEYS (PRESS THE KEY YOU WISH TO
USE FOR EACH OF THE KEY CHOICES AS THEY ARE DISPLAYED.

Now YOU CAN START THE GAME IN THE USUAL WAY BY PLACING

THE ARROW OVER THE START GAME OPTION STAR. IF THIS IS DONE
CORRECTLY THE INBUILT DEMO WILL START. IN THE GAME You

MUST WALK AROUND ROOMS COLLECTING OBJECTS AND THEN USE

THEM TO WORK YOUR WAY TO YOUR GOAL, A ROOM WHICH CAN ONLY BE
REACHED BY USING OBJECTS CORRECTLY.

NOTE THE ADVENTURE HAS BEEN DESIGNED SO THAT YOU ONLY HAVE TO
BE IN THE SAME ROOM AS AN OBJECT TO BE ABLE TO PICK IT uP. IN
YOUR OWN ADVENTURE YOU MAY USE THE AUTOMATIC PICKUP OPTION
WHERE OBJECTS ARE PICKED UP SIMPLY BY RUNNING OVER THEM.

To SELECT ANY OF THE OPTIONS FROM WITHIN THE GAME, THE
FUNCTION KEY SHOULD BE PRESSED. ONCE THIS HAS BEEN DONE A MENU
WILL APPEAR CONTAINING ALL OF THE AVAILABLE OPTIONS. 10 SELECT
AN OPTION JUST POINT THE ARROW AT THE STAR IN FRONT OF THE
OPTION REQUIRED. [0 PICK UP OR DROP AN ITEM, JUST POINT AT THE
OBJECT YOU WISH TO PICK UP OR DROP.

MAIN OPTIONS

THE MAIN OPTIONS DISPLAYED ON THE TOP BAR FROM LEFT TO RIGHT
ARE AS FOLLOWS

OB.ECT DESIGN: THIS IS USED FOR THE
DESIGNING OF THE BLOCKS WHICH WHEN SLOTTED
TOGETHER MAKE UP OBJECTS E.G. WALLS ETC.

SCREEN DESIGN: HERE THE OBJECTS ARE SLOTTED
TOGETHER TO MAKE UP A SCREEN.

& DRAW SPRITES: THIS OPTION IS USED FOR
DRAW DRAWING YOUR CHARACTER AND MOVEABLE OBJECTS.,
SOS MAP DESIGN: IN THIS OPTION THE RELATIVE
MAP POSITION OF THE ROOM IS SET OUT IN A GRID.

A MESSAGE DESIGN: THIS 1S USED FOR WRITING
wRITE SCROLLING MESSAGES FOR SCREENS.

[_:’l PLACING OF MOVEABLE OB.ECTS: THIS IS USED

FOR LOCATING MOVEABLE OBJECTS IN THEIR
PUACE CORRECT POSITIONS AND SETTINGS WHERE THEY

SHOULD BE USED IN THE GAME.

CHANGING HOW THE CHARACTER MOVES AND OTHER
FX SUCH AS THE SOUND DEFINER. JUMP DESIGNER
AND REDEFINER OF KEYS.

Fx SPECIAL F.X.: THIS CONTAINS THE OPTIONS FOR

LOAD AND SAVE: USED FOR SAVING OFF AND LOADING
ADVENTURES. THIS 1S MICRODRIVE COMPATIBLE,

W
NO'
INFoO SUPA NOVA INFO: DISPLAYS CREDITS OF PRODUCER.

’E gﬁ 60: PLAYS THE GAME

NEW: DELETES THE CURRENT ADVENTURE,

MosT OF THE OPTIONS ARE SELF EXPLANITORY BUT HERE IS A RUNDOWN
ON EACH OF THE OPTIONS:

THE OB.ECT DESIGNER

THE LINE OF CHARACTERS AT THE TOP LEFT HAND PART OF THE SCREEN
ARE INDIVIDUALLY KNOWN AS BLOCKS. THE CURRENTLY_ SELECTED BLOCK

IS THE ONE WHICH HAS A SMALL ARROW BENEATH IT, THESE ARE SLOTTED
TOGETHER IN THE OBJECT BOX TO THE RIGHT HAND TOP SIDE. BLocK
ZERO HAS A SPECIAL FUNCTION: 1TS IMAGE CANNOT BE REDEF INED BUT
THE COLOURS IT IS SET TO ARE THE COLOURS OF THE BACKGROUND OF THE
SCREEN. SINCE THE CHARACTER IS THE COLOUR OF THE BACKGROUND THIS
CAN BE USED TO CHANGE THE COLOUR OF THE CHARACTER. |0 PLACE A
BLLOCK IN AN OBJECT. THE ARROW SHOULD BE MOVED INSIDE THE OBJECT
(THIS FLASHING IMAGE IS THAT OF THE CURRENTLY SELECTED BLOCK) .+

To SET THIS BLOCK IN THE IMAGE THE FIRE KEY SHOULD BE
PRESSED. NOTICE THE sMALL_worD OBJ: IN THE BOTTOM RIGHT
HAND PART OF THE SCREEN. THIS STANDS FOR OBJECT NO. AND
IS THE NUMBER OF THE OBJECT CURRENTLY IN USE AND CAN BE
cHANGED USING OBJ LEFT ano OBJ RIGHT FuncTiONs.

THE BOX AT THE BOTTOM LEFT HAND PART OF THE SCREEN IS
THE BLOCK DRAWING GRID. IT IS HERE WHER THE IMAGES OF
BLOCKS ARE ALTERED. 10 DRAW IN THE BOX JUST MOVE THE
ARROW WITHIN THE BOX., PRESS FIRE TO DRAW AND USE THE
FUNCTION KEY TO ERASE.

WHEN A BLOCK 1S FINISHED IT CAN BE STORED USING PUT or
A PREVIOUSLY DRAWN BLOCK CAN BE TAKEN BACK INTO THE
GRID USING GET.

OF THE OPTIONS DISPLAYED, THIS IS WHAT EACH DOES:
SCROLLS THE BLOCKS DISPLAYED AT THE TOP LEFT HAND

PART OF THE SCREEN. THESE BLOCKS ARE USED FOR

BUILDING OBJECTS,

RIGHT IS SAME AS ABOVE EXCEPT SCROLLS THE BLOCKS RIGHT.

T TAKES THE BLOCK WHICH IS INDICATED BY AN ARROW
UNDERNEATH 1T AND PLACES IT ON THE DRAWING GRID IN THE
BOTTOM LEFT HAND PART OF THE SCREEN READY TO REDESIGN.
PUT STORES THE BLOCK DISPLAYED IN THE GRID INTO THE
BLOCK INDICATED BY AN ARROW,

INC CHANGES THE CURRENT INK VALUE OF A BLOCK.

PAPER CHANGES THE CURRENT PAPER VALUE OF A BLOCK.

TYPE IS USED FOR DEFINING WHAT PHYSICAL ATTRIBUTES THE
BLOCKS WILL HAVE IN THE GAME (THERE ARE 5 DIFFERENT
TYPES EXPLAINED LATER).

SIZE : IN THE TOP RIGHT HAND CORNER YOU HAVE PROBABLY
NOTICED A BOX CONTAINING THE OBJECT CURRENTLY
SELECTED, MADE FROM PREDEFINED BLOCKS. THIS OPTION
ALLOWS YOU TO CHANGE THE SIZE OF AN OBJECT. SO
ALLOWING DIFFERENTOBJECT SIZES. AT MOST, A SINGLE OBJECT
CAN CONTAIN 32 CHARACTERS, ONCE THIS HAS BEEN SELECTED,
THE ARROW IS MOVED UNTIL THE CORRECT OBJECT SIZE IS
OBTAINED, AT WHICH POINT THE FIRE BUTTON IS PRESSED.

. LEFT STANDS FOR OBJECT LEFT AND IS USED FOR
SELECTING_A DIFFERENT OBJECT TO REDEFINE,
BJ. RIGHT 1S SAME AS ABOVE EXCEPT MOVES THE OPPOSITE
DIRECTION THROUGH THE OBJECTS.

BLOCK TYPES:

THIS 1S AN IMPORTANT CONCEPT WHEN USING THE PROGRAMME THAT
EVERY BLOCK CAN BE OF A DIFFERENT TYPE. THIS MAY MEAN THAT
SOME BLOCKS KILL THE CHARACTER ON CONTACT OR COULD MEAN THAT
THESE BLOCKS VANISH IF AN OBJECT IS USED CORRECTLY WITHIN

A ROOM.

NORMAL BLOCKS DO ABSOLUTELY NOTHING TO THE CHARACTER: THEY
ALLOW THE CHARACTER TO MOVE THROUGH THEM AND HE CANNOT STAND

ON THEM,
SOLID BLOCKS CANNOT BE ENTERED INTO BY THE CHARACTER AND CAN
BE STOOD UPON.

KILL BLOCKS KILL THE CHARACTER ON COLLISION. THE SENSING IS
QUITE UNUSUAL IN THAT IF ANY PART OF THE CHARACTER IS NEXT
TO ONE OF THESE BLOCKS THE CHARACTER IS KILLED., AND SINCE
THE CHARACTER IS TREATED AS A 16 BY 16 BOX OF PIXELS. IT CAN
SEEM AT TIMES AS IF THE DETECTION IS NOT WORKING CORRECTLY.
To AVOID THIS PROBLEM IT IS SUGGESTED THAT NORMAL BLOCKS ARE
PLACED ABOVE KILL BLOCKS THAT ARE TO BEE AT GROUND LEVEL E.G.
THE FIRE USED IN THE DEMO IS 2 CHARACTERS HIGH (THE ToP
CHARACTER IS NORMAL BUT THE LOWER ONE KILLS. SO THAT THE
CHARACTER CAN STAND OFF THE EDGE OF A BLOCK AT THE SAME LEVEL
AS THE FIRE WITHOUT BEING KILLED,

I BLOCKS ARE TREATED AS SOLID BLOCKS UNTIL AN OBJECT
IS USED IN THE CORRECT WAY IN THE ROOM IN WHICH THE BLOCKS
ARE_LOCATED, WHEN THIS HAPPENS, THE BLOCKS VANISH.

APPEAR BLOCKS DO NOT APPEAR UNTIL AN OBJECT IS USED
CORRECTLY IN A ROOM WHERE THEY ARE LOCATED: WHEN THIS IS DONE
THESE BLOCKS APPEAR AND BEHAVE AS SOLID BLOCKS.

THE SCREEN DESIGNER

THE SCREEN DESIGNER IS USED FOR THE POSITIONING OF -OBJECTS SO
AS TO MAKE UP A SCREEN. FIRSTLY THE SCREEN TO BE DRAWN MUST
BE SELECTED BY USING THE SCREEN INC. AND DEC, FUNCTIONS. WHEN
THE REQUIRED SCREEN NUMBER 1S DISPLAYED 1T CAN BE SELECTED
USING THE SELECT SCREEN FUNCTION, AFTER SELECTIN GA SCREEN A
NEW MENU APPEARS. [N THE TOP RIGHT HAND CORNER THE CURRENTLY
SELECTED OBJECT IS DISPLAYED. THIS IS THE OBJECT WHICH WILL BE
POSITI WHEN THE SET OBJECT OPTION IS USED.

SET OBECT DISPLAYS THE CURRENT SCREEN AND ALLOWS YOU TO
POSITION AN OBJECT, THE POSITION OF THE OBJECT IS ALTERED BY
BY THE ARROW AND THE SIZE OF THE OBJECT INDICATED BY 4 wHITE
SQUARES. WHEN THE OBJECT IS IN THE CORRECT POSITION IT IS SET
BY A PRESS OF THE FIRE KEY,

DELETE OPERAT.
THIS STANDS FOR DELETE LAST OPERATION AND REMOVES THE LAST
OBJECT SET ON THE SCREEN.

QUIT exivs THE MENU

DRAWING SPRITES

THIS OPTION IS THE THIRD ALONG ON THE TOP OF THE SCREEN. IT

IS HERE WHERE MOVEABLE OBJECTS AND YOUR CHARACTER ARE DEF INED,
ON ENTERING THIS OPTION YOU ARE ASKED TO SELECT WHICH TYPE OF
SPRITE YOU WISH TO DRAW, CT THE REQUIRED OPTION. A SCREEN
IS NOW DISPLAYED WITH A LARGE BOX IN THE BOTTOM LEFT HAND PART.
THIS IS WHERE OBJECTS ARE DRAWN AS WELL AS YOUR CHARACTER. [0
DRAW IN THE GRID MOVE THE ARROW INSIDE THE BOX. PRESS FIRE TO
DRAW AND THE FUNCTION KEY TO RUBOUT AS USED IN THE OBJECT
DESIGNER,

DRAWING YOLR CHARACTER: E1eHT SEPARATE SPRITES ARE USED FOR
YOUR CHARACTER (FOUR FRAMES_OF ANIMATION IN ONE DIRECTION AND
FOUR FRAMES IN THE OTHER), ZERO TO THREE ARE THE ANIMATION FOR
YOUR CHARACTER WHEN IT MOVES LEFT AND FOUR TO SEVEN WHEN IT IS
MOVING RIGHT.

DRAWING MOVEABLE OBJECTS: THIRTY TWO MOVEABLE OBJECTS ARE
ALLOWEDBY THE PROGRAMME, EACH HAVING A NUMBER FROM ZERO TO
THIRTY ONE.

OPTIONS AVAILABLE:

SPRITE INC. INCREASES CURRENT SPRITE NUMBER.

SPRITE DEC. DECREASES CURRENT SPRITE NUMBER.

PUT STORES THE IMAGE IN THE GRID INTO MEMORY.

GET GETS SPRITE FROM MEMORY AND PLACES IT ON THE GRID.
MIRROR REVERSES THE IMAGE IN THE GRID FROM LEFT TO RIGHT.

MAP DESIGN

THIS DISPLAYS A LIST OF NUMBERS REPRESENTING THE ROOMS WITHIN
THE MP. To ECT A ROOM. POINT TO THE APPROPRIATE ROOM AND
PRESS FIRE. THE NUMBER WILL THEN INVERT. IT IS NOW POSSIBLE TO
CHANGE THE SCREEN USED AT THIS POSITION IN THE MAP AND TO VIEW
THE SCREEN. ALSO, POSITIONS IN THE MAP CAN BE SET AS THE START
AND END OF YOUR ADVENTURE.

FINISH SCREEN SETS THE CURRENTLY SELECTED ROOM AS THE FINISHING
SCREEN (WHERE THE CONGRATULATIONS MESSAGE 1S DISPLAYED).

INC ND. INCREASES THE NUMBER OF THE CURRENTLY SELECTED ROOM,
DEC NO, DECREASES THE NUMBER OF THE CURRENTLY SELECTED ROOM,
VIEW SCREEN DISPLAYS THE SELECTED ROOM.

FIX ALLOWS ANOTHER SCREEN TO BE SELECTED.

OPTIONS AVAILABLE :

START SCREEN SETS THE CURRENTLY SELECTED ROOM AS THE STARTING
SCREEN.

FINISH SCREEN SETS THE CURRENTLY SELECTED ROOM AS THE FINISHING
SCREEN (WHERE THE CONGRATULATIONS MESSAGE IS DISPLAYED).

INC NO. INCRESES THE NUMBER OF THE CURRENTLY SELECTED ROOM,

DEC NO. DECRESES THE NUMBER OF THE CURRENTLY SELECTED ROOM.
VIEW SCREEN DISPLAYS THE SELECTED ROOM.

FIX ALLOWS ANOTHER ROOM TO BE SELECTED.

MESSAGE DESIGNER

HERE THE SCROLLING MESSAGES THAT ARE SEEN ON THE TOP PART OF THE
SCREEN CAN BE CHANGED, THESE MESSAGES CAN BE USED AS CLUES FOR
THE USES OF THE OBJECTS OR JUST THE NAME OF THE ROOM.

To USE THIS OPTION_ THE SCREEN YOU WISH THE MESSAGE TO APPEAR IN
MUST BE SELECTED. THIS IS DONE USING THE SCREEN INC. AND DEC.
OPTIONS, 10 CHECK THAT YOU HAVE THE RIGHT SCREEN THE VIEW OPTION
CAN BE USED, WHEN THE CORRECT SCREEN IS LOCATED THE SELECT
MESSAGE OPTION SHOUWL.D BE ENTERED. NOW THE MESSAGE CAN BE TYPED IN
AND FINISHED OFF WITH A PRESS OF THE RETURN KEY,

NOTE: IF YOU MAKE A MISTAKE YOU CANNOT USE DELETE (THIS IS DUE TO
THE WAY IN WHICH THE DATA IS STORED) .ALSO. THE TYPING IN OF
KEYWORDS PRODUCES SOME STRAMGE EFFECTS.

OPTIONS AVAILARE:

INC SCREEN NO. INCREASES THE CURRENTLY SELECTED SCREEN NUMBER.

DEC SCREEN NO. DECREASES THE CURRENTLY SELECTED SCREEN NUMBER.

VIEW SCREEN DISPLAYS THE CURRENTLY SELECTED SCREEN,

SET MESSAE ALLOWS YOU TO TYPE IN A MESSAGE TO GO ALONG WITH

A PARTICULAR SCREEN.

PLACING OF MOVEABE OB.ECTS

THIS OPTION IS USED FOR THE POSITIONING OF MOVEABLE OBJECTS AND
IS ALSO USED FOR OUTLINING EXACTLY WHERE THEY ARE SUPPOSED TO BE
USED.

OPTIONS USED...

CHANGE STATUS 1S USED TO SET WHICH ROOM THE OBJECT IS TO BE USED.
IT_IS THIS ROOM ONLY THAT THE OBJECT WILL HAVE ANY EFFECT.

SET OBECT 1S USED IF THE OBJECT IS ACTUALLY IN THE GAME USING
THE STATUS “SWITCH". FROM THIS OPTION YOU CAN POSITION THE OBJECT.



SECIAL BFECTS

In this option all of the control features of the character
CAN BE CHANGED SO AS TO ALLOW THE CHARACTER TO BE CONTROLLED
in different ways. Also in this option you can access the
SOUND DEFINER AND THE JUMP DEFINER. THERE ARE ALSO SOME EXTRA
ITEMSIN CLUDED IN THIS OPTION WHICH CAN BE USED TO CHANGE TIC
AMOUNT OF POINTS THE USER GAINS WHEN AN OPTION IS DONE
CORRECTLY. AND ALSO ALLOWS THE CHANGING OF TIC NAME OF THE
GAME .

CPTIONS AAILABLE:

CIRL IN JMP sTANDS FOR CONTROL in JUMP and IS USED TO
SPECIFY WHETHER OR NOTYOU REQUIRE THE CHARACTER TO BE ABLE TO
BE CONTROLLED WHEN IT IS NOT ON THE GROUND.

IS USED TO SPECIFY WHETHER OR NOT YOU REQUIRE THE

Wﬁm ABLE TO JUMP.
enters an extra menu which contains the options

WHICH ALLOW THE CHANGING OF THE SCORE AND THE CHANGING OF TIC

W\R‘ GAME .
stands for up and down control. With this option

IT 1S POSSIBLE TO SPECIFY WHETHER THE CHARACTER IS ABLE TO MOVE
UP_AND DOW THE SCREEN USING THE UP AND DOW KEYS.
WHEN ON WILL MAKE THE CHARACTER FALL UNTIL REACHING A
SOLID BLOCK. WHEN OFF. THE CHARACTER WILL NOT FALL. NOTE THAT
WHEN GRAVITY 1S OFF THEN THE JUMP CONTROL WILL NOT WORK. AND *
ALSO IF GRAVITY IS OFF AND UP/DOW CONTROL IS NOT ON THEN THERE
%&v MOVING THE CHARACTER UP AND DOW.
allows the removal of the function key menu if a game
IS BEING MADE WHERE THERE 1S NO NEED FOR A MENU E.G. IN GAMES
%BE ‘Wj NEED TO PICK UP OBJECTS.
Pl IF SELECTED ENABLES OBJECTS TO BE AUTOMATICALLY WEN
THEY ARE RUN OVER, AND THEY CANNOT BE PICKED UP USING THE OPTIONS
MENU.

SOUND CHFHER: here the sound effects for different actions are
DEFINED BY CHANGING THE NUMBERS NEXT TO QPTIONS USING THE UP AND
DOW STARS ON EACH SIDE OF THE NUMBERS. STARTING POINT IS
WHERE IN A SOUND AN EFFECT STARTS FROM. SPEED IS HOW QUICKLY
OR SLOWLY A SOUND IS PLAYED. THE STARTING AND FINISHING VALUES
ARE THE STARTING AND FINISHING TONES OF NOTES WICH MAKE UP SOUND
EFFECTS; THERE ARE TWO STARTING AND FINISHING TONES BECAUSE TONES
RUN TOGETHER WHEN A SOUND IS PLAYED. THE REVERSE IS FOR HOW THE
NOTE CHANGES I.E. IF ITS TONE INCREASES (1) OR IF IT

DECREASES (0), -

The SOUND DEFINER IS VERY COMPLEX BUT there IS LITTLE NEED

TO KNOW WHAT OPTIONS DO. JUST PLAY AROUND WITH THEM UNTIL

YOU FIND SOMETHING YOU LIKE.

LOYSAE

This option is used for the storing of adventures and the
LOADING OF PREVIOUSLY CREATED ADVENTURES. THIS OPTION IS
MICRODRIVE COMPATIBLE AND CAN BE CHANGED TO WORK WITH ALMOST
ANY DISC INTERFACE BY THE CHANGING OF THE BASIC PART OF THE
AMME .

\ELOADS A GAME FROM CASSETTE.
TORES A FILE TO CASSETTE.
&\E ER%V::ﬁsmes a file on mocrodrive.
LOD R

I\Egets a file from microdrive.

SPANDA IND

This displays the credits of the producer of this software
AND THE OPERATING SYSTEM UNDER WICH IT OPERATES (ICONS AND
Arrows). This operating system is the user friendly
interface that is made up of PULL DOW menus, windows and
the arrow.

This option actually starts the game that you have created.
Oexit the game go to the quit option.

M

This option clears the adventure currently in memory.

CREATING A IOV STREN

When creating a new screen for the first time it is
probably hte best idea to go into the block editor. From
here you should define the blocks needed for the graphics
you require. From here you should then also define the
objects that are going to be defined.

It is probably a good idea for you to define a block

WICH IS solid and can be used for drawing platforms, then
you should draw what you require to be at the bottom of

THE SCREEN AND WAT THE CHARACTER STANDS ON.

Once all the platforms that are needed have been draw

ALONG WITH ANY OTHER OBJECT NEEDED ON A SCREEN. YOU CAN NOW
ENTER THE DRAW SCREEN OPTION SO AS YOU CAN DEFINE WERE YOU
WANT THE OBJECTS TO BE PLACED.

Once in the scree efiner select a screen wich is not being
USED BY THE DEMO E&. SCREEN AND BUILD UP THE SCREEN USING.
THE OBJECTS YOU HAVE ALREADY DEFINED. If YOU MAKE ANY
MISTAKES. USE THE DELETE OPEKAT. FUNCTION TO REMOVE THE LAST
OBJECT YOU HAVE SET.

When the screen has been finished go into tic map option and
PLACE THE SCREEN WHERE YOU REQUIRE ON THE MAP. IF YOU WANT
YOUR SCREEN TO BE THE STARTING SCREEN SELECT YOUR ROOM ON THE
GRID THEN POINT TO THE START ROOM OPTION. WEN THE GAME
STARTS IT WILL START IN YOUR SCREEN ROUGHLYIN THE CENTRE.

NOW THAT YOU HAVE DRAW A ONE SCREEN GAME YOU MAY FIND THAT YOU
WISH TO RENAME THE GAME. To DO THIS GO TO THE FX OPTION AND
THEN SELECT EXTRA OPTIONS. FROM HERE YOU CAN RENAME THE GAME
AND CHANGE THE ADDITION TO SCORE VALUE.

QNILLBION

The QUICKEST WAY TO LEARN HOW TO USE THE PROGRAMME IS
BASICALLY TO MESS AROUND CHANGING THE BUILT IN DEMO UNTIL YOU
HAVE CREATED A COMPLETE ADVENTURE....WRITING A WHOLE ARCADE
ADVENTURE FROM SCRATCH 1S MUCH MORE DIFFICULT. ENJOY YOURSELF
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