oA TES Movember 16+ 1977 PE-TN-176
T0: Programring &8 tnaineering Staff . i

FROM? Joel Jenningcs

SU3JECT: 8ringing Up and “aintaining Ps0C Version of Adventure

. Introcductizsn

——— — e S

These notes cdescridbe the procedures necessary to brina up anc¢ maintain
the P-an0 version ot Acventure from “agtape 1input. Throuahcut this
memoy the follo+ving conventions/cetinitions 3apoly:

1. ALL computer cialog is in capital letters.
5. ALL user input to the camputer is underlinede

250 AlL comments during a computer dialog session are enclosed in
parentheses and are not meant to be entered.

If you have any comnents/suaggestions/problemss feel free to contact:

]

Roland Kittrecge Extes 2908 UeLLestey#

. 3 :
Joel Jennings Extes 285 Framinghagq or-j
Tok Wisak - - - Exbe 278 Framingham. f

Enjoy.
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Restoring Adventure from Tace

For those of you who are unfamiliar with using
the MAGRST facilLitysy the procecure is outlined as follows:

1. “ount Adventure tape on a tape drive
(for instancesy MTD)e. ¥

2. From command levely type:

DKy ASSIGN MTO-

0Ky AERST

GO

TAPE UNIT: 2

Logical Tape MNumberl 1

Tape Name: Acventure

Reys: 1% -

Reacy to Restore? Yes ' Sps BT _ A
*+++STARTING RESTORE*#*# o

+++RESTORE COMPLETE*#+

OKe UNASSIGN MTO

gK» .

3. Dismount tape.

You should now find a SUBUFD called ®ADVENT?® in
your present UFD.
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uilecing Your Zaventure aur=File

i. from comamancd level. tyoe: : .

Oy AZTREW ADMENT € _°
pxe £ CC=EFLT
- .
L
-
£0 Ty
0K e
sote This conmand file assumes that there is &

tcevC<e UFD sonewhere on the syste=. (As a recstrictions
this %*sn°®* toc bac cince the program titselft Hilt rpck

run anywhere Sut on *GAMES'.)

If there is no *G:MES® UFD on the systems ask

your systen manaocer to crezate cne for youe.
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'PROVE IT. SAY THE MAGIC WORD.

) Page 5 FL=INTLID

Magic Moce

Definition

-

Macic Mode (maintenance mode) is used by wizarcs to change

the program parametersy such as the hourss message of the czcys

etce It has a fairly complicated incantation procedures

$n orcer that non-wizards will have a harc time breaking the progra
m 3 .
security. To enter Magic Mode, first start the regular
Adventure games. ;

Getting B .-

YOU ARE STANDING AT THE ENC OF A ROAD BEFORE A SHALL
BRICK SUILDING.

—— e . e it

(Notice that this is the only place in the game where

you can say magic modey jeeey you must be in-a freshly started
game standing before the building. It is also the only place
where ST ot o : .

one can resume a saved canmnea.)

ARE YOU A WIZARD?

1=
i
]

1<

WARF

(Here the terminal goes into half-duplex modes sc you wWon't
see the magic word as it is typed out. Don't be alarmecs)

THAT IS NOT WHAT I THOUGHT IT WAS. DO YOU KHOW WHAT I
THOUGHT 1T WAS?
Eg -' .--E-;Tt}j?ﬂj'T#~"

e e ss 07 20 o ST § 5

uaZU N T e T

(Now the program wants an encryption of the current magcic word
formed by osverlaying the second and fourth characters of the
magic word with the first two characters of today. For

instance:
Magic Word: DWARF

Today is TUescays SOeee Two eharacters: T U __
Final encryption: . " DTAUF )

(Here the terminal also goes into half duplex)
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DR SEERe YOU REALLY +EREA & HIZARTsen
The Paramcters

D0 ¥ou YWISH 0 SEE-THE HGURS?
: oS : ; s - : 4 /

DO YDU WISH TN CHANGE THE HOUPS? - 4

?gs

Al

M4 HGYRS SPECIFIEDess
SROM: | | 7

(*Prime time? means times that the cave is closeds not coens
so 4f you specified 9 tiLl 124 the game woulcd be closed
between S:00 and 12:5%.) ;

(-1 terminates this block.)
7
The rest of the parameters are oretty m=much dntuitively ocoviouss
except for the time override wWorde.

Time QOverriace Yorc

The time: override word is used to force a full came during priasc
timee and can only be used by wizarcs. For instances if you try %o
clay zdventure cduring orime timey the procram will ask if ycu are a
Wwizarce “Nows if you cannot precve that yosu are a wizarce ycu still
have the ootion of clayinc a short demonstraticn game. FHcwevery 3f
you wish ¢to play 2 full mare (and yeu happen to ce =2 wizarcde ycu
can de so by moing threocuch the same veritication crocecure as Wi
macic mocey out  with respect to the time overrice worc instzace
The prccedure is exactly the same.

The default time override worg is: FORCEa -
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Program Security

For those of you who wish to make use of them, there are. certain
aspects of the adventure game intended to save disk storages CPU times
ett.

1. Adventure will only run on a UFD called °*GAMES®y and nowhere elses

This was implemented so that there would not be several versions cf
Adventure sitting 1in personal UFDsy taking up cisk space when one
copy could be used by all. Stilly in some environments where disk
space 3s a Little mcre Lliberals you may want to co away with this
check by putting a no-op subroutine in place of subroutine *LEGAL?
jn ADVSUS. tAs an 1interestino notes here in the main office in
Craminghamy Adventure was not on the systerw 12 hours bpefore over 2
dozen personal copies appeared in various UFDs.)

2, '~ Hours (ar Prize Time)

This tends to help out during t3mes of heavy system loads when
there are people who want to do real work and not have to wait for
terminalss or a slow system becauss of games playing. It can be
eliminated in magic mode by not-specifying any time blocks when ycu
set the hourse. :
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Saveag Cames
.

scventure Fas & SUSYFE -that It ‘works - frep- (callec ?A3VCOF*)e which
containe its common file talsc called *ACVCO0N*) and any SEVEC CAMESe

It 4s wusually a cood idca‘to co into £CVYCOM cnce *n a while to cleen

‘out most of the saveo cames since they tend te accurulates Fe careful
not to celete ADVCCY.
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