
THE PATCH for THE QUILL/ILLUSTRATORI t  i s  assu m ed  t h a t  you a r e  t h o r o u g h ly  f a m i l i a r  w ith  THE Q UILL and THE ILLUSTRATOR, e s p e c i a ll y  the use of f l a g s .  A lthough not e s s e n t ia l/  you are recommended to  use a "C S e r ie s "  Q u i l l ,  which has s e v e r a l  e x t r a  f a c i l i t i e s .
INTRODUCTIONThe P a tch  e n a b le s  you to  c r e a t e  g r a p h ic s  a d v e n tu res w ith  THE QUILL and THE ILLUSTRATOR and th e n  amend th e  code so  t h a t  " S p l i t - S c r e e n "  T e x t / P i c t u r e s  a r e  d i s p l a y e d  when th e  a d v e n tu r e  i s  p la y e d . I t  d o e s  t h i s  by i n s e r t i n g  a num ber o f e x t r a  r o u t in e s  i n t o  a f i n a l  a d v e n tu r e  w h ich  p r e v e n t  th e  n o rm a l a c t i o n  o f  w a it in g  f o r  a key/ c l e a r i n g  th e  s c r e e n  and r e s t o r i n g  c o l o u r s .  I n s t e a d  th e  c o l o u r s  re m ain  a s  se t by th e  I l l u s t r a t o r  and t e x t  i s  p r in t e d  from  th e  l in e  s p e c i f i e d  by f l a g  27. The P a tc h  a l s o  p r o v id e s  you w ith  a num ber o f e x t r a  r o u t in e s  w h ich  a r e  a c c e s s e d  u s in g  a s p e c i a l  fo rm  o f  th e  PAUSE command ( c h a n g in g  th e  o p e r a t io n  o f  a p rogram  in  t h i s  way i s  c a l l e d  •p a tch in g' which i s  where The Patch  g e t s  i t s  name).

HOW TO USE TOE PATCHC a r e f u l  p la n n in g  i s  a lw a y s  n e c e s s a r y  when w r i t i n g  a Q u i l l e d  a d v e n tu r e . T h is  i s  e v e n  more t r u e  when u s in g  The P a tc h  a s  th e  e x t r a  r o u t i n e s  do n o t h ave any e f f e c t  u n t i l  th e  f i n a l  a d v e n tu r e  i s  a s s e m b le d . I t  i s  s u g g e s te d  th a t  you read through the n e xt p a rt a co u p le  o f  t im e s  b e fo re  a tte m p tin g  to  w r ite  yo u r f i r s t  "P atched" a d ve n tu re .
COLOURSIn  a "n o r m a l"  I l l u s t r a t o r  a d v e n t u r e , you d o n 't  need to  w orry a b o u t th e  c o l o u r s  u se d  in  p i c t u r e s ,  a s  th e  t e x t  i s  q u it e  s e p a r a t e  and th e  p l a y e r  n ever se e s the two to g e th e r . However, your p ic t u r e s  w i l l  now be d is p la y e d  w ith  th e t e x t .To make t h in g s  a s  e a s y  a s  p o s s i b l e ,  The P a tc h  a l t e r s  th e  I l l u s t r a t o r  i n t e r p r e t e r  ( u s in g  q u it e  an e x t e n s i v e  r e - w r i t e ! )  so  t h a t  th e  b a ck g r o u n d  c o lo u r s , as s p e c i f i e d  in the G r a p h ic s  S t a r t  T a b le , a re  c a r r ie d  through to  th e  Q u i l l ,  The I l l u s t r a t o r  a l s o  s e t s  PAPER 8 ( t r a n s p a r e n t )  and INK 9 ( c o n t r a s t ) ,  so  y o u r  t e x t  s h o u ld  a lw a y s  be r e a d a b le  no m a t t e r  w hat background c o lo u r s  you have used fo r  the p i c t u r e .  You can , o f c o u r s e , use c o lo u r  c o n tr o l  codes b u rie d  in yo u r L o c a tio n  D e s c r ip t io n s  and M essages to  o v e r -r id e  the paper 8 /in k  9 e f f e c t .The b a c k g ro u n d  c o l o u r s  f o r  a p i c t u r e  w i l l  be u s e d , e v e n  i f  th e  p i c t u r e s  have been tu rn ed o f f  o r i f  the p ic tu r e  i s  not drawn because th e p la y e r  has p r e v io u s ly  v i s i t e d  tl\e lo c a t io n . You can th e r e fo r e  r e ly  on the I l l u s t r a t o r  to  s e t  th e  c o lo u r s  fcfr a l l  lo c a t io n s  which have a p ic t u r e .I f  a lo c a t io n  i s  a "S u b ro u tin e " , the I l l u s t r a t o r  w i l l  NOT s e t  any c o lo u r s , and the c o lo u r s  used w i l l  be unchanged from the l a s t  lo c a t io n . T h is  c o u ld  mean th a t  such a lo c a t io n  w i l l  use d i f f e r e n t  background c o lo u r s  depending on th e  d i r e c t i o n  in  w h ich  th e  p l a y e r  i s  t r a v e l l i n g .  I f  t h i s  c o u ld  be a problem , you can c a t e r  fo r  i t by s p e c ify in g  the wanted c o lo u r s  in the Event T a b l e ,  and d e l e t i n g  th e  M ovem ent T a b le  e n t r i e s  -  a s s u m in g  you h av e a C S e r i e s  Q u i l l .



I f  a p la y e r  u ses SAVE (o r RAM SAVE) a t  a "su b ro u tin e "  lo c a t io n , the c o lo u r s  used w i l l  be th ose c u r re n t when u sin g  LOAD (or RAM LOAD). There i s  no easy way of overcom ing t h i s ,  but the c o lo u r s  w i l l  be p r o p e rly  s e t  a t  the f i r s t  l o c a t i o n  w h ich  h a s  a p i c t u r e .  ( T h is  i s  a l s o  tr u e  in  a "n o r m a l"  Q u i l l  o r  I l l u s t r a t o r / Q u i l l  ad ve n tu re . I t ' s  not a f a u l t  in  The P a tc h !)
FLAG 27 -  THE L IN E  NUMBERBEFORE a p ic tu r e  i s  drawn, F la g  27 must be s e t  to  the L in e  Number a t  which t e x t  p r in t in g  i s  to  s t a r t .  I t  i s  recommended th a t  you alw ay s use L o c a tio n  0 a s  an i n t r o d u c t io n  s c r e e n , w ith  no p i c t u r e ,  and i n c lu d e  th e  f o l lo w i n g  e n t r y  e a r l y  in  th e  S t a t u s  T a b l e : -  AT 0 LET 27 * *  ANYKEY GOTO e t c . ,  where "**" i s  the l in e  number a p p r o p r ia te  f o r  the f i r s t  p ic t u r e .The L in e  Num bers u se d  a r e  n o t ,  u n f o r t u n a t e l y ,  th e  same a s  in  B A S IC . They a re  numbered 1-24 FROM THE BOTTOM OF THE SCREEN, so i f  F la g  27 i s  s e t  to  15 -  p r i n t i n g  w i l l  com m ence on "B A S IC " l i n e  9 . I f  you u se  a v a lu e  o f l e s s  than 4 o r  more than 24, the P atch  w i l l  ign o re  you and use a " d e fa u lt"  valu e w h ich  i s  s e t  a s  s ta n d a r d  to  1 2 . You c o u ld ,  t h e r e f o r e ,  u se  th e  d e f a u l t  v a lu e  th r o u g h o u t th e  a d v e n tu r e  and r e l e a s e  f l a g  27 f o r  u se  a s  lo n g  a s  i t s  va lu e  i s  0 o r g r e a te r  than 24. You can a ls o  change the d e fa u lt  va lu e  -  see the l a t e r  "POKES" s e c t io n .R e s i s t  th e  te m p t a t io n  to  keep c h a n g in g  th e  p i c t u r e  s i z e  and th e  v a lu e  o f  F la g  27. Remember th a t  p la y e r s  t r a v e l  "backw ards" through an adventu re a t  t im e s , and you need s t a t u s  o r  Event ta b le  e n t r ie s  to  change the F la g .When a p i c t u r e  h a s  n o t been d ra w n , b e c a u se  t h e r e  i s  no p i c t u r e  o r  th e  p l a y e r  i s  r e v i s i t i n g  a l o c a t i o n ,  p r i n t i n g  s t a r t s  a t  th e  top  o f  th e  s c r e e n  a s no rm al.Be c a r e f u l  to  le a v e  room f o r  th e  l o c a t i o n  d e s c r i p t i o n  AND THE SYSTEM MESSAGE "Give me your command" e t c . ,  or yo u r p ic tu r e  w i l l  s t a r t  to  s c r o l l  o f f  th e  s c r e e n  a lm o s t  a s  so on  a s  i t ' s  draw n . I t ' s  a good id e a  to  ch an g e a l l  the "A w ait command" system  m essages so th a t  they take up on ly one l in e .  As s t a n d a r d , th e y  in c lu d e  a b la n k  l i n e  (tw o CHR$ 6 's )  b e fo r e  th e  a c t u a l  m e s s a g e . B e a r in  m ind t h a t  v i s i b l e  o b j e c t s  a l s o  ta k e  up one l i n e  e a c h , p lu s  the message "I/You can a ls o  s e e :- " .

FLAG 28 £ PAUSE -  THE ROUTINESA l l  the o th e r r o u tin e s  a re  a cc e s se d  by s e t t in g  F la g  28 to  the a p p r o p r ia te  number and u sin g  a PAUSE command. You can p la c e  the n e c e ss a ry  e n t r ie s  in  the S t a t u s  o r Event T a b le s . The use o f PAUSE in t h i s  way may seem a l i t t l e  s tr a n g e  a t  f i r s t ,  but y o u ' l l  soon g e t used to  i t .A f t e r  a R o u t in e  h a s  been e x e c u t e d , F la g  28 i s  RESET ( i . e .  made ZERO) so th a t  any fu r th e r  PAUSE commands behave n o rm a lly . T h is  has been done to  save m em ory, a s  o t h e r w is e  yo u 'd  h ave to  R e s e t  i t  y o u r s e l f  a f t e r  e v e r y  u se  o f  a R o u tin e . Some o f the R o u tin e s  use the va lu e  o f the Pause to  d eterm in e how many re p e a ts , which a ls o  sa ve s memory.The fo llo w in g  ta b le  shows the n e cessary  s e t t i n g  fo r  F la g  28, and a ls o  shows th e  e f f e c t  o f  th e  num ber t h a t  you u se  a f t e r  P a u s e . A in  th e  P au se co lu m n  m eans any num ber may be u s e d , a s  i t  h a s  no e f f e c t ,  b u t you m ust s t i l l  in clu d e  a Pause command.
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21N.B. Any o th e r v a lu e  fo r  F la g  28 produ ces the norm al PAUSE e f fe c t /  but Fla< 28 i s  NOT c le a r e d .As an exam ple , an e n try  ( in  S t a t u s  o r Event T a b le ) o f : -"LET 28 1 PAUSE 200 LET 28 9 PAUSE 1 CLS PAUSE 50”w o u ld  c a u s e : -  A r i s i n g  s i r e n  to  sound ( q u it e  lo n g ) ,  f o l lo w e d  by th e  Wip' r o u t in e , fo llo w e d  by a pause o f one second.A more d e t a ile d  d e s c r ip t io n  o f each ro u tin e  i s  g iv e n  l a t e r  in t h i s  m anual. 

PATCHING -  THE FIN ISH ED  PRODUCTWhen you have w r i t t e n  y o u r  a d v e n tu r e  ( i n c l u d i n g  y o u r  s p e c i a l  PAUS a c t i o n s ) ,  draw n th e  p i c t u r e s  and s a v e d  th e  d a t a b a s e s ,  you can  p r o c e e d  t use The P a tch .a) Load th e  I l l u s t r a t o r ,  lo a d  in  th e  g r a p h i c s ,  s e l e c t  "S a ve  A d v e n tu re "  and load  in th e  Q u i l l  d a ta b a se . S e l e c t  "SAVE" o p tio n  and save the gam on a blank ta p e . R e se t the com puter.b) Load the P atch  and sto p  the tape when t o ld .  Don't rew ind y e t !c )  Load in the saved game.d) R e p la c e  The P a tc h  in  th e  r e c o r d e r  and s t a r t  th e  ta p e  to  lo a d  in  th

E f f e c t  of PAUSE No.Normal Pause E f f e c t  Sound E f f e c t  1 ( R is in g  S ir e n )  Sound E f f e c t  2 (Telephone)( F a l l i n g  S ir e n )  ( E l e c t r i c  Shock) (W hite N oise  -  Long) (W hite N oise  -  S h o rt)
NormalLengthR e p e a tsLengthR e p e a tsR ep eatsR ep eats

Sound E f f e c t  3 Sound E f f e c t  4 Sound E f f e c t  5 Sound E f f e c tR e v e rt to  norm al ty p e fa c eUse a lt e r n a t e  ty p e fa c e  *"Wipe" S c r e e n - C le a r  E f f e c t  (use CLS a f t e r )  *R e p la ce  System  Message 1 , w ith  System  Message n n S e t  "O b je c ts  C o n ve ya b le " to  va lu e  o f  P a u se . nS u p e r -Q u it  ( R e s ta r ts  Adventure) *Crash (R e -S e ts  Com puter) *In c re a s e  " O b je c ts  C on ve ya b le " by va lu e  o f P a u se , n D ecrease "O b je c ts  C o n ve ya b le " by v a lu e  o f  P a u se , n Normal K e y - c l ic k  *Low -p itch e d  "beep" K e y - c l ic k  *H ig h -p itc h e d  "beep" K e y - c l ic k  *Turn P ic t u r e s  OFF -  use pause v a lu e  o f  255 (OFF in  h e x !)Turn P ic t u r e s  ON -  any o th e r  pause v alu eAmend p r in t  p o s it io n  UP scre e n  by v a lu e  o f  PAUSE.(N .B . does NOT a f f e c t  f l a g  27)RAM LOAD -  Use Pause va lu e  o f  50 (L = Roman 50)RAM SAVE -  Use any o th e r  Pause v a lu e .
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l a s t  s e c t io n  o f The P a tc h .e ) I f  you have a t  l e a s t  768 b y t e s  s p a r e , th e  P a tc h  w i l l  a s k  "CHR$ ? " . I f  you w ish to  use an a lt e r n a t e  ty p e fa c e , answ er "y" +E n ter and LOAD yo u r ty p e fa c e  from c a s s e t t e .  The P atch  w i l l  a u t o m a t ic a lly  POKE the re q u ire d  lo c a t io n s  w ith  the numbers needed to  a d d re ss yo u r ty p e fa c e .f ) Make a note o f the f i g u r e s  g iv e n  on s c r e e n .g) I n s e r t  a b lan k  tape in to  the re c o r d e r and s t a r t  r e c o r d in g .h) P r e s s  "a" to  sa v e  a l l  th e  code in  one b l o c k ,  o r  any o t h e r  key and th e  P a tc h  w i l l  sa v e  y o u r  P a tc h e d  a d v e n tu r e  ( in  th r e e  p a r t s )  w ith o u t  any fu r t h e r  key p r e s s e s .i )  Make fu r th e r  c o p ie s  a s needed.N .B . The minimum B a sic  lo a d e r  program fo r  a Patch ed adventu re i s10 CLEAR 24662 : LOAD ""  CODE : LOAD ""  CODE : RANDOMIZE USR 25000 { I f  you saved the code a s one b lo c k , om it a LOAD ""  CODE)The lo a d e r  may be a s  lo n g  a s  you ca n  f i t  b e n e a th  RAMTOP, a s  th e  P a tc h  r e c l a i m s  th e  B a s ic  a r e a  f o r  u se  by th e  s t a c k  -  b u t a v o id  th e  u se  o f  v a r ia b le s  whose space i s  not re c la im e d .you may t e s t  th e  c o m p le te d  a d v e n tu r e  by e n t e r i n g ,  a s  a d i r e c t  com m and, RANDOMIZE USR 25000. B e st o f Luck!
SE LLIN G  YOUR PATCHED ADVENTUREI  hope t h a t  you w i l l  f i n d  The P a tc h  u s e f u l  in  h e lp i n g  you to  c r e a t e  a b e t t e r ,  more p r o fe s s io n a l  a d v e n tu re . As w ith  the Q u i l l  i t s e l f ,  th e re  are  no r e s t r i c t i o n s  on s e l l i n g  y o u r  p r o d u c t , b u t p le a s e  m e n tio n  The P a tc h  somewhere.

THE ROUTINES IN  DETAIL0) A v a lu e  o f 0 { o r  any v a lu e  g r e a t e r  th a n  21) f o r  f l a g  28 w i l l  mean t h a ta PAUSE command in the S t a t u s  o r  Event ta b le s  w i l l  behave n o rm a lly .1) "LET 28 1 PAUSE n " w i l l  in v o k e  th e  R IS IN G  SIR EN  sound e f f e c t .  Thev a lu e  o f PAUSE w i l l  d eterm in e the le n g th  i .e .  the number o f "n o te s" in the sound. The s t a r t in g  p it c h  i s  f ix e d .2) The TELEPHONE sound e f f e c t  i s  v e ry  d i s t i n c t i v e ,  and c o n s i s t s  o f  TWO w a r b le s  f o l lo w e d  by a p a u se  o f  1 s e c o n d . The p a u se  v a lu e  d e te r m in e s  the number of re p e a ts .3) The FALLING SIREN u se s  the same s t a r t in g  p itc h  a s  1) above, and i s  used in e x a c t ly  the same way.4) T h is  i s  m ore th a n  j u s t  a soun d e f f e c t ,  and d o e s th e  f o l l o w i n g : -  A l lthe a t t r ib u t e s  on the scre e n  are made "n e g a tiv e "  in th a t  b la c k  becomes



w h ite  and a l l  the c o lo u r s  tak e on t h e i r  "o p p o s ite "  (b lu e / y e llo w  e t c .) .  T h e re  i s  th e n  a s h o r t  b u r s t  o f  w h it e  n o is e  a c c o m p a n ie d  by a m u l t i ­c o lo u r e d  s t r i p e d  b o r d e r . I f  you u se  an EVEN num ber f o r  th e  P a u se  v a l u e ,  th e  s c r e e n  w i l l  end up a s  n o r m a l. An ODD num ber w i l l  g i v e  a v e ry  odd e f f e c t !  I t  c o u ld  be u se d  t o  s i m u l a t e  an e l e c t r i c  s h o c k , b u t I'm su re you can f in d  o th e r u se s fo r  i t .5) The LONG WHITE NO ISE soun d e f f e c t ,  can  be q u it e  e f f e c t i v e  when u sed  w ith  r e p e a ts  (pause v a lu e ) and can sound l ik e  m achinery.6) The SHORT WHITE NOISE soun d e f f e c t  i s  a c t u a l l y  a v a r i a n t  o f  5) a b o v e , and i s  used in  the same way.7) "LET 28 7 PAUSE * " w i l l  c a u s e  th e  Q u i l l  to  r e v e r t  to  th e  n o rm a l S p e c tr u m  t y p e - f a c e .  The i n i t i a l i s a t i o n  r o u t in e s  i n s e r t e d  i n t o  th e  Q u i l l  i n t e r p r e t e r  by th e  P a tc h  w i l l  a l s o  do t h i s ,  so  a "Q UIT" (o r SU PE R -Q U IT) w i l l  a lw a y s  r e - s e t  th e  t y p e - f a c e  to  n o r m a l. N .B . I f  you have the sp a c e , p a tie n c e  and i n c l i n a t i o n  you may have TWO n o n -stan d ard  ty p e - fa c e s  in memory and s w itc h  between them , but you lo s e  the norm al Spectrum  t y p e - fa c e . D e t a i l s  on how to  do t h is  a re  g iv e n  in the "POKES" s e c t io n  la t e r  on.8) "LET 28 8 PAUSE * " w i l l  s w it c h  to  a l t e r n a t e  t y p e f a c e .  I f  you d id  not load  a ty p e fa c e  when p a tc h in g , the norm al S i n c l a i r  ty p e fa c e  i s  u sed .9) The WIPE ro u tin e  i s  c a l l e d  w ith  a F la g  28 va lu e  o f 9. The pause valu e d o e s  n o t m a t t e r  (you w o u ld n 't  w ant to  REPEAT i t  w o uld  y o u ?)  b u t i t  sh o u ld  n o rm a lly  be fo llo w e d  by a CLS command o r you w i l l  g e t  some very odd e f f e c t s .  I f  i t ' s  u se d  j u s t  b e fo r e  a GOTO lo c n o . you may o m it th e  CLS as the Q u i l l  w i l l  c le a r  the sc re e n  b e fo re  m aking the jump. I f ,  fo r  some s t r a n g e  r e a s o n , you do n o t  p o s s e s s  a S e r i e s  C Q u i l l ,  you w i l l  be a b le  to  u se  “w ip e " in  th e  l a s t  named m anner o n l y ,  a s  S e r i e s  A Q u i l l s  do no t have a CLS fu n c t io n .10) "LET 28 10 PAUSE n" w i l l  cau se the System  M essage "I can a l s o  s e e :-"  to  be r e p la c e d  w ith  S y ste m  M essa g e  n. I f  n >29  th e  command  i s  ig n o r e d . System  M essage 1 i s  r e - s e t  a f t e r  a Q u it .NoteSystem  M essage 5 i s  now "sp are" f o r  use by t h i s  r o u tin e , which c o u ld  be u se d  (w ith  a m essag e  l i k e  "You a r e  a l s o  aw are o f  : - )  i f  th e  p l a y e r  h as been made b lin d  in  the adventu re e t c .The Q u i l l  w i l l  now choose between System  M essages 2, 3 & 4 in the r a t i o  45 :4 5 :1 0 , when a sk in g  fo r  in p u t.11) "LET 28 11 PAUSE n " w i l l  SET the maximum number of O b je c ts  Conveyable to  th e  v a lu e  o f  n . QUIT (o r  S u p e r - Q u it )  w i l l  r e - s e t  th e  o b j e c t s  c o n v e y a b le .12) "LET 28 12 PAUSE * " w i l l  c a u s e  a c o m p le te  RE-START o f  th e  gam e, (S U P E R -Q U IT ). T h is  r o u t in e  (and th e  n o rm a l Q UIT) w i l l  a l s o  do th e  f o l lo w i n g  "h o u se -k e e p in g ":-System  M essage 1 R e - s e t .
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O b je c ts  Convey a b le  r e - s e t .T y p e -fa c e  r e - s e t  to  n o rm al.P ic t u r e s  "ON".K e y - c l ic k  n o rm al,+ a l l  u s u a l r e - s e t s  a s  p e r normal Q u i l l .You s h o u ld  n o te  t h a t  th e  p l a y e r  w i l l  NOT be a sk e d  "Do you r e a l l y  w ant to  q u it  now?" {or w h atever you have amended System  M essage 12 to  read) so you sh o u ld  warn the p la y e r  o f t h i s  f a c t  in  the in s t r u c t i o n s ,  or use a d i f f e r e n t  w ord to  in v o k e  th e  r o u t in e .  You s h o u ld  n o t in c lu d e  t h i s  r o u t in e  a s  a h id d e n  f e a t u r e  o f  th e  a d v e n t u r e , a s  some p l a y e r s  can  be q u i t e  b ig  b l o k e s ............13) T h is  r o u t in e  (n o te  th e  n u m b e r!) w i l l  c o m p le t e ly  c l e a r  th e  p l a y e r 's  S p e c tr u m  -  j u s t  l i k e  RANDOMISE USR 0 o r p u l l i n g  th e  p lu g  o u t . The p la y e r  sh ou ld  c e r t a in ly  be warned o f t h i s  ( i f  you in clu d e  the fe a tu r e )  and i t ’ s b e s t  to  u se  some p e c u l i a r  V o c a b . w ords ( l i k e  ZXZX  Z X Z X ) to  in v o k e  i t .I t  i s ,  o f  c o u r s e ,  a handy way f o r  th e  p l a y e r  to  end a s e s s i o n  w it h o u t  go in g  through the norm al QUIT ro u tin e  or p u l l in g  th e p lu g . You c o u ld , p e rh a p s, a ls o  use i t  in a m u lt i -p a r t  adventu re where a passw ord needs to  be e n t e r e d  in  p a r t  2 , b u t u se  a cou ntdo w n f l a g  to  g i v e  th e  p l a y e r  the chance of m aking a co u p le  of m ista k e s  b e fo re  m aking h im /her re lo a d .14) "LET 28 14 PAUSE n " w i l l  INCREASE th e  maximum num ber o f  O b je c t s  Con veyable  by n, but w i l l  not go p a s t  255.15) "LET 28 15 PAUSE n " w i l l  DECREASE th e  maximum num ber o f  O b j e c t s  C o n v e y a b le  by n. T h i s  r o u t in e  i s  b e s t  u se d  t o  add r e a l i s m ,  e .g .  I f  th e  P l a y e r  i s  c a r r y i n g  s o m e th in g  h e a v y , o r i s  t i r e d ,  o r  i s  w e a rin g  som ethin g r e s t r i c t i n g  he/she w i l l  not be a b le  to  c a r ry  a s  many o b je c t s . I f  th e  o f f e n d i n g  g a rm e n t i s  re m o ve d , o r  th e  h ea vy o b je c t  i s  d r o p p e d , use ro u tin e  14 to  amend o b j/ co n v . The number w i l l  not d e crea se  p a s t 0 .16) T h is  r o u tin e  RE-SETS the k e y - c l ic k  to  the norm al Q u i l l  ty p e . The pause v a lu e  i s  ig n o re d , but must be in clu d e d .17) "LET 28 17 PAUSE * " w i l l  ch a n g e  th e  k e y - c l i c k  to  a lo w - p i t c h e d  b e e p . You c o u ld  use t h i s  to  warn o f ap p roach in g d anger, low e n e rg y , n e a rin g  t h e  g o a l ,  w ro n g d i r e c t i o n  e t c .  I f  y o u  t e l l  t h e  p l a y e r  o f  th e  s i g n i f i c a n c e  in  the i n s t r u c t i o n s ,  i t  w i l l  add to  the e x c ite m e n t .18) T h is  r o u t in e  i s  s i m i l a r  t o  17) a b o v e , b u t th e  k e y -b o a r d  w i l l  e m it  a h ig h e r - p it c h e d  beep.R e s i s t  th e  t e m p t a t io n  to  o v e r -u s e  th e  above tw o r o u t in e s  -  a b e e p in g  keyboard may annoy some p la y e r s .19) "LET 28 19 PAUSE 255" w i l l  tu r n  th e  p i c t u r e s  O FF. T h is  can  be v e ry  u s e f u l ,  and w o uld  n o r m a lly  be u n d e r th e  p l a y e r 's  c o n t r o l  to  a l lo w  h im /her to  ste p  q u ic k ly  through you r a dventu re to  a c e r t a in  p o in t  then r e s t o r e  th e  p i c t u r e s .  I t  h a s  no e f f e c t  on th e  p i c t u r e  a lr e a d y  on s c r e e n , u n l e s s  you f o l lo w  i t  w ith  C L S ! You c o u ld  p e r h a p s  u se  i t  a s  a p e n a lty , but then the p la y e r  w ouldn 't see you r works o f a r t .
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ANY OTHER v a lu e  o f p a u s e , w i l l  tu r n  th e  p i c t u r e s  ON, w h ich  w i l l  a l s o  have the e f f e c t  o f r e - s e t t i n g  the p ic t u r e s  i .e .  they w i l l  a l l  be drawn th e  n e x t  tim e  t h e y 'r e  v i s i t e d  w h e th e r  o r  n o t th e y 'v e  been v i s i t e d  b e f o r e .  I f  you in c lu d e  th e  command "DESC" a f t e r  t h i s  r o u t i n e ,  th e  p l a y e r  w i l l  g e t  v i s i b l e  c o n f ir m a t i o n  ( i f  t h e r e 's  a p i c t u r e )  a s  th e  p ic tu r e  i s  drawn.20) T h is  r o u t in e  r e q u i r e s  some th o u g h t to  u se  p r o p e r l y ,  and i s  b e s t  e x p la in e d  by an e xam p le ."MESSAGE 2 LET 28 20 PAUSE 3 PAUSE 200 MESSAGE 3" w o uld  have th e  fo llo w in g  e f f e c t ,  i f  M essage 2 was th re e  l in e s  lo n g , and M essage 3 was a t  l e a s t  as lo n g :-a) M essage 2 i s  p r in te d  on the s c r e e n .b) The " p r i n t i n g  l i n e "  i s  a d v a n c e d  3 l i n e s  UP th e  s c r e e n , i . e .  to  the b e gin n in g  o f M essage 2 .c )  There i s  a pause o f fo u r  se co n d s.d) M essage 3 i s  p r in te d  OVER THE TOP o f M essage 2 .As lo n g  a s  th e  b o tto m  o f  th e  s c r e e n  h a s  n o t been r e a c h e d  by " G iv e  me yo u r command" and the c u r s o r , the sc re e n  w i l l  not s c r o l l .  You can th u s p r in t  many m essages w ith o u t lo s in g  the p ic t u r e . The "PAUSE 100" co u ld  have been "ANYKEY" to a llo w  the p la y e r  to  read the m essages a t  l e is u r e ,  or c o u ld  have been much s h o r te r  to  " f la s h "  a m essage on sc re e n .The " c o v e r in g "  m essag e  d o e s n o t have to  be a s  lo n g  in  t e x t ;  you c o u ld  pad w ith  CHR$ 6 's .T h is  ro u tin e  c h e ck 's  th a t  yo u 're  not go in g  o f f  the sc re e n , so you c o u ld  use a pause va lu e  o f  24 to  en su re p r in t in g  a t  th e  top o f  the s c re e n , i f  t h a t 's  what you want.21/ The fo llo w in g  e n tr y  in the Event T a b le  w i l l  invoke a RAM SAVE:- LET 28 21 PAUSE * where * i s  not 50( I t ' s  up to  you to  d e fin e  the words which invoke i t )LET 28 21 PAUSE 50 w i l l  in v o k e  a RAM LOAD, and y o u rp la y e r  w i l l  be i n s t a n t ly  tr a n sp o rte d  to  the p o s it io n  saved , j u s t  l ik e  a norm al c a s s e t t e  lo a d  -  but q u ic k e r .I f  a p l a y e r  a t t e m p t s  a RAM LOAD w it h o u t  h a v in g  f i r s t  done a RAM SAVE, th e  P a tch  w i l l  s im p ly  ign o re the command.I t  sh ou ld  be ob vio u s th a t  the RAM SAVED game p o s it io n  i s  l o s t  when the c o m p u te r  i s  s w it c h e d  o f f  o r  c l e a r e d ,  b u t a c a s s e t t e  s a v e  c o u ld  im m e d ia te ly  f o l lo w  a RAM LOAD a t  th e  end o f  a p a r t i a l l y  s u c c e s s f u l  s e s s io n !
POKESIn  o rd e r to use TWO n o n -stan d ard  ty p e fa c e s : When p a tc h in g , answ er "Y" to  the CHR$? prom pt, and load  in the ty p e fa c e  which w i l l  be the FIRST ty p e fa c e  u s e d . P r e s s  CAPS SH IFT  & BREAK. POKE 24791, (PEEK 24802) and POKE 24792, (PEEK 2 4803). Then GOTO 15 ( E n t e r ) . A nsw er "y" a s  b e f o r e ,  and LOAD th e  SECOND TYPEFACE. Put in your b la n k  ta p e , START RECORDING, and p r e s s  a key to  SAVE th e  a d v e n t u r e . The P a tc h  w i l l  s a v e  a l l  th e  r i g h t  b i t s ,  and you



w i l l  f in d  th a t  the a dventu re w i l l  s t a r t  w ith ' the f i r s t  ty p e fa c e  you load ed . N .B . I f  you d o n 't  have room f o r  th e  se c o n d  t y p e f a c e *  th e  P a tc h  w i l l  NOT prom pt w ith  "CHR? ?" .The d e fa u lt  valu e f o r  the p r in t in g  l in e  on s p l i t  sc re e n  p ic t u r e s  i s  s e t  to  12 (about h alfw ay down th e s c r e e n ) . T h is  can be changed by POKEing ad d re ss 64414 (IFB 9E ) w ith  th e  l i n e  num ber you w ish  to  u se  a s  a d e f a u l t  v a lu e .  REMEMBER:- numbers s t a r t  a t  1 , from  th e BOTTOM o f  the s c re e n . DO NOT use a va lu e  le s s  than 4 o r  g r e a t e r  than 24.To change the cu rso r* you w i l l  need to  a l t e r  th e  fo l lo w in g  a d d re s a e s :-27192 & 27180 POKE w i t h  255 m in u s  A S C I I  C o d e  o f  C u r s o rre q u ir e d , ( i t ' s  255-32*223 fo r  a space a t  p r e s e n t)27187 POKE w ith  255 m in u s A S C II  Code o f "M a rk e r"  ( i e  ">" a ssta n d ard )27186 POKE w ith  255 fo r  a n o n -in v e rse  m arker.27179 & 27191 POKE w ith 255 f o r  n o n - f la s h in g  c u r s o r .The above a d d re sse s a re  fo r  PATCHED a d v e n tu re s o n ly .PLEASE NOTE. The Q u i l l ' s  e r r o r  h a n d lin g  ro u tin e  has been removed so th a t a ta p e  lo a d in g  e r r o r  (o r  BREAK d u r in g  a c a s s e t t e  s a v e )  w i l l  r e - s t a r t  th e  ga m e. The n o rm a l END a f t e r  QUIT w i l l  c l e a r  th e  m a c h in e  a f t e r  6 s e c o n d s  e v e n  i f  a key i s  n o t p r e s s e d .
SAVING SCREENS TO CASSETTEA f t e r  The P a tc h  on th e  c a s s e t t e ,  you w i l l  f i n d  tw o v e ry  s h o r t  b l o c k s  o f  code named "SCREENS SAVE CODE 1" and "SCREEN? SAVE CODE 2" (u sin g  keywords a s p a r t  o f  th e  fi le n a m e ) . I f  you LOAD each  o f  th e se  in t o  the I l l u s t r a t o r ,  u sin g  Main Menu o p tio n  "F" (LOAD GRAPHICS) w ith  a n u l l  f i le n a m e , you w i l l  be a b le  to SAVE yo u r p ic t u r e s  to  c a s s e t t e  as a SCREEN?. To do t h i s ,  s e l e c t  o p tio n  "A" (GRAPHICS) from the Main Menu, then o p tio n  L (•+ lo c .n o .) . START YOUR RECORDER BEFORE PRESSING ENTER, a s  th e  SCREEN? i s  s a v e d  im m e d ia te ly  a f t e r  draw ing . T h is  ro u tin e  r e p la c e s  the p r in t e r  COPY f a c i l i t y .
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