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C2.4l MESSAGES 
============== 

Messages are the pieces of informati on, prompts and so on, that 
appear on the screen when you play an adventure. For example WHAT 
NOW?, or YOU CAN'T DO THAT. Many of the most common system 
messages, numbers 240 to 255, such as these are contained in the 
Quickstart file. GAC allows you to enter up to 255 messages that 
can appear at any point in your adventure. 

Wh en you press H on the Hain Menu, the prompt "Which Message 
number? ... • will appear. You should then enter a number followed by 
your message , this may be up to 255 characters long . Then press 
ENTER which will enter your message and give the prompt "Which 
Message number? ... • again. 

To edit a message once it has been entered, simply recall the 
message and edit it using the cursor keys. 

Please note that messages 240 to 255 should all be defined, 
since these are essential system messages without which, your 
adventure will not run. You can edit these messages, but you shou ld 
be careful to preserve the meaning. For example, message 242 
PARDON? could be c hanged to YOU WHAT? 

Pressing BREAK will return you to the prompt EDIT MESSAGE? and 
BREAK from t here will return you to the Hain Menu. 

Hore information about the use of messages can be found in section 
C2.7l CONDITIONS. 

C2 . 5l NOUNS AND OBJECTS 
======================= 

Nouns are the "things ' that your adventure will recognise. For 
example, BOOK, SWORD and so on. You should not be too confused by 
the fact that GAC frequently requires you to define things both as 
nouns and as objects; once as a noun so that the adventure will 
recognise it, and then as an object so that the program can move it 
around and do things with it. For example , SWORD is defined as a 
noun, but since you may wish to pick i t up during your adventure, 
you must also define it as an object. Another example makes clear 
another point. If yow-adventure requires you t o light a lamp, LAMP 
must be defined as a noun, and you must also define two objects, AN 
UNLIT LAMP and A LIT LAMP . 

When you press N on the main 
will appear . Apart from th is, 
editing nouns is exactly the same 

When you press O on the main 
NUMBER? Will appear. 

menu, the prompt *EDIT NOUNS* 
the procedure for entering and 

as that for editing verbs. C2.2l 
menu, the prompt WHICH OBJECT 

You should then enter a number from l to 255 followed by 
ENTER. You wi 11 then see the prompt OBJECT II IS .... 
You can then enter the object description of up to 255 characters 
followed by ENTER. This will produce the prompt "Starts in room II'. 
Enter the location number of the room you wish this object to start 
off in. The prompt "and weighs" will then appear. Enter the wei ght 
you wish to allocate to this object and press ENTER. 

If the start room number remains at zero, the object is assigned 
to ROOK ZERO ; a special room whi ch cannot be travelled to, which 
contains "dead ' and "unborn" objects. For example, a piece of cake 
once eaten will be assigned to room zero. 

BREAK will return you to the main menu. 

Hore information about the use of nouns and objects can be found in 
section C2 .7l CONDITIONS. 

12.S l ADVERBS 

In GAC adverbs are used for t wo sorts of things . Firstly to desc ribe 
the precise way a verb is used. For example, HOVE SLOWLY or PUT DOWN 
GENTLY. 

Secondly they are used to differentiate bet wee n similar nouns. 
For example if your adventure has three differently coloured boxes, 
t he adverbs will specify the colours, RED, GREEN etcetera. 

On pressing A on the main menu, the prompt *EDIT ADVERBS* will 
appear. Apart from this the procedure for entering and editing 
adverbs is exactly the same as that for edit i ng verbs and nouns . 

Hore information on the use of adverbs can be f ound in section 
C2.7l CONDITIONS. 



C2.7> CONDITIONS 
================ 

When using GAC the conditions form the internal commands that begin 
to make your game appear intelligent. 

All the terms you have specified and the data you have entered 
is now drawn together to form the structure of your adventure. 

Conditions tell the adventure that if certain conditions are 
met, then it is to do something. i.e. "If x is true then do y". 
Or you can build up conditions to a more complex level. 
i.e. "If x and y are true then dot" , 
or "If z and q are true then d o y and x•, and so on. 

GAC has a special format for writing these conditions. For 
example, if you have defined a verb number sixteen to mean "Examine" 
and a noun number 2 to mean "Room", then a condition using these 
terms might read : 

"IF CVERB 16 AND NOUN 21 LOOK WAIT END" 
Translated this means if 'Examine Room' is typed in, describe the 
current room and wait for a new command. 

The Condit ional list below separates the words used for the 
"Conditions Part" e.g. If <Verb 16 and Noun 2 ) and those used for 
the "Action Part" after the first close bracket), i.e. LOOK WAIT END 
Subscripts used Ca, c, m, ms, o, n, r, v, x and yl - See Appendix B. 

i. CONDITION PART 

VERB v 

NOUN n 
ADVE a 

HERE o 

CARR o 
AVA! o 

o IN r 

WEIG o 

SET" m 
RES? m 

Is verb v typed ? Cv is a number > 
VERB 7 will give a TRUE answer if 
7 was typed, otherwise it Will 
answer. 

verb number 
give a false 

Is noun n typed ? 
Is adverb a typed ? 

(similar to VERB> 
(similar to VERBJ 

Is object o here ? Ci.e. in the same room as 
you ?J 
If you are in room 3 and object 1 is also in room 
3 , then HERE 1 will give a TRUE answer because 
object 1 is here . 
Is object o being carried ? 
Is object o available for use Ci.e. here or being 
carried> 
Is object o in room r ? If object 1 is in room 3. 
as above, then 1 IN 3 will be TRUE, but 1 IN 4 
will be FALSE. 
Gets the we ight of objec t o . In our adventure, 
WEIG 2 would give the value 20, which is the 
weight of the rat. 

ls marker m set ? 
Is marker m reset ? 

<There are 256 markers. numbered 0 to 255. They 
are used t o store information that can be in one 
of t wo states, like doors which are ope n or shut, 
lights which are on or off, etc. There are three 
which are important f or the adventure program 
Hkr 0, if set, means that a room has been 

described since it was last reset. 
Hk r l, if set. means you are 1n a l i ght room. 

Otherwise you are in a dark room. 

CTR c 
x EQU? c 

TURN 

ROOM 

AT r 

Hkr 2, if set, means you have a lamp 
other source of light . 

If markers 1 and 2 are both reset, 
program will refuse to describe rooms, 
with the "It's dark" message instead, 
are in a dark room without a lamp. 
Hkr 3, if set, disables the scoring 

when you exit from the game. 

Gives you the value of counter c. 
Is x equal to the value of counter c ? 

o r so me 

then the 
coming up 
since you 

mechanism 

There are 128 counters, numbered from 0 to 127. 
They are most frequently used to store the number 
of moves since a particular event, Ce.g.in t h e 
dark>. Counter 0 holds the score and counters 126 
and 127 hold the turns count since the start of 
the game. 
Gives the number of turns since the start of the 
game. 

Gives you th e room number of the room you're 
currently in. 
Gives a TRUE answer if you are a t room number r. 

condition AND condi t ion will give a TRUE answer if both of the 
conditi ons give TRUE answers. 
e.g. VERB 1 AND NOUN 2 will be TRUE only if verb 1 
and noun 2 are both typed. 

condition OR condition will give TRUE if either condition is 
TRUE, o r b o th. 

condition XOR condition will give TRUE if one of the conditions 
is TRUE and the other FALSE. 

NOT condition will give a TRUE answer if the conditi on was 
FALSE, and vice ver sa. 

x < y 
x > y 
x y 

RAND x 

VBNO 
NO! 
N02 

ii. ACTION PART 

LOOK 
DESC r 

PICT 
TEXT 

So NOT VERB 1 will be TRUE if verb 1 is NOT typed. 

Gives TRUE if number x is less than number y. 
Gives TRUE if x is greater than y. 
Gives TRUE if x is equa l to y. 

Gives a random number between 0 and Cx-ll. So 
RAND 10 will give any number at random in the 
range 0 to 9. 

Gets th e number of the verb in this command. 
Gets the number of the first noun in this command 
Gets the number of the second noun 1n this 
command. 
These are used to check word order, and to GET and 
DROP objects without having to have a condition 
for each one. 

Describe the room you are in at the moment 
Describe room number r 

Turns the picture display o n 
Turn s it o ff. giving a text adventure 
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