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welcome to issue 6 of the 3D Construction Kit User Group Newsletter.

It seems amazing how time flys doesn’t it? Here we are at the end of
our (first year of the User Group already! It s nice to see that th1s
issue is a bit bigger than usual to celebrate the occcasion - a]thuugh
that had nothing to do with me, of coursse, but to everyone who sent in
contributions since the last issue. The more cnntr1but1cn§ I receive
the '‘bigger each issue will be. Ltets hope that there will be many

fatter issues during the next twelve months!

That isn’t the only way we are going to celebrate the first very
sucdessful year of the Group. This issue brings with 1t a mega
competition with some fabulous prizes - first prize is a CDTVI! and
entry just couldn’'t be easier. See the <centre pages for fufther
details on how to enter and what vyou have to do. As the competition
is for 16 bit owners I am planning a competition 1in the next
Newsletter for 8 bit owners so they don’t feel left out of things.

Also in this issue we have a rather interesting interview wiph the
programmers of the Kit and with Ian Andrew himself - the man behind 1t
all - if it wasn’t for Ian’s initial idea we wouldn't be owners of the
D Kit now ~ thanks tan for all the pleasure you have given Uus.
Thanks also for allowing members of +the User Group to have the
opportunity of upgrading at a reduced cost to the new version when it
comes out. More details about that 1in the interview with the man
himself.

The -advent of Easter this month has put this 1ssue a bit behind
schedule I'm afraid. Also an extremely nasty dose of that heorrible
flu knocked me off my feet for nearly two weeks and I have been trying
to catch up with all correspondence ever since. If you are waiting to
hear from me please be patient, vyou will hear from me soon, hohestly!

After mentioning Adventure Probe’s PD Library and Atlas Software in
the Jast editorial guite a few of you have been in touch asking about
them. Also I’ve had letters from 8 bit owners who, because of the
lack of support for their machines 1in other magazines and c¢lubs, have
been begging me to ensure that 8 bit machines continue to get their
fair share of coverage 1n the Newsletters. Don’t worry, equal
coverage for ALL versions will continue as long as I keep receiving
contributions from you., Also, Jjust to show vyou that I don’'t just use
my 16 bit computers all the time, you will see that one of my own
games will be on the cover tape of Zzap 64 in both the May and June
issues. There, that should prove that I am faithful to the ¢ld 8 bit
machines too!

Talking about 8 bit and 16 bit, it seems that I'11 never manage to
catdh up! I thought when I upgraded to 16 bit that it was the bﬁgs
knees” but now I hear that 32 bit machines are going to be the "in
thing"” for home use and there is mention of 64 bit machines too! It
isn't fair! I reckon I’1]1 always be one step behind at this rate! But
just imagine what the 3D Kit would be 1ike on cne of those monsters?!

well I see the bottom of the page rapidly approaching once aggin'sg I
had better sign off. I sincerely hope that you all E“%DY this jissue
andlthat I will hear from more of you soon with your lovely latterg

andfcnntributinns for future issues. See Yﬁu all again in iggye 7
which will be the June/July 19982 1issue. Bye for now,
f ﬁ#ﬁir?ciJf
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Dear Mardady

I reaq the latest issue of the club newsletter and was pleased that
you like my game INFILTRATION. I released it as Shareware in the hope

that I could cover my costs and to enable me to release more stuff as
PD. Unfortunately, I’ve only had one registration so far (even though
the game has been available since last October). I would 1ike to
point out that the datafile for INFILTRATION 1is available to
registered users of the game. I was also a little disappointed at the
small number of contributions to the PD Library so far so I decided to
send 1n a disk of borders and a tutorial file to help users with
1ittle graphical ability to produce their own gquality borders. I
think it might be a good idea to offer some kind of incentive to
people to send 1n PD contributions. Perhaps a disk from the
collection in exchange or maybe even a free year's membership for the
best contribution of each issue. I am looking forward to the release
of the 3D KIT PROFESSIONAL and hope that it will enable me to produce
even better games with more complicated objects. I think it might be
a good idea to have some sort of 1light source shading available.
Please ensure that the new version has a large library of samplies as
the ones with the first KIT were pretty grotty. 1Is there any chance
that registered users of the KIT might get the professional version at
a reduced cost (I don’t think I c¢ould afford it otherwise). PS. If
you do decide to let users have a free PD disk in exchange for their
contributions I would like a copy of THE MAZE for Atari 8T (as I have
a 1 meg machine I wouid be able to run it).
Robirmn Bas 7T 7, Devises, Wiltshire
ATARI ST

what an excelilent i1dea, Robin. The PD disk you asked for is on its
way to you. Anyone who has sent in PD contributions can select from
the other PD Tist. Those who have already sent in PD contributions
please let me know what you would likel I think that yvour idea of
some form of reward for the best contributor to each Newsletter may
well be an excellent one. It might encourage more of yvouw to send 1n
routines, tips etc. Watch out for the next newsletter to see what
i T o = b h e e e s, C e e n e e b e e e eeses Mandy

Desar Manndady

Racently I purchased a game of yours callied 3D Construction Kit. I am
pleased with it but am wondering how to draw curves. Because in the
tutorial video 1t says you c¢an even create your own car games' and
things but without a curve function I cannot see how this can be done.
Can you tell me i1if it 18 possible. PFlease reply to this Jletter
because previously when I have written letters to other companies they
have not replied and since you are a big company I would like you to
reply, |
Chhrr1stophbhher Hor 7Ter~ Nottingham
- AMIGA !
I
There is no facility to draw curves Tn your version of the'Kft,
Christcpher. The wheels of the obJjects you have seen are done by
using inverted pyramids which are siotted together to form a circle.
You can see how this was done 1f you use the HIGHLight or EXCLude
function on the kit. I am sorry that you have been ignored by 'some
companies when you wrote to them for help. However, you have come to
the right place as that is what I am here for!...... s ereseeese. Manay




Desar Marnndy .
Please could somebody help me? I have an Amstrad CPC464 with 64K

expansion and have the ADVANCED ART STUDIO on cassetite. Please Gii1d
somebody advise me how to load the programs on side B of the casseiie,
ie. Raytrace, Cycle dem., the windows Tlibrary with the ¢louds, doors,
drawbridge etc? I just cannot get them to load and returning to the
company who sold it to me for help just elicited another CORY of the
program which is exactly the same. I would be extremely grateful for
any: help that a member of the User Group can give me.

' GLry Cookk

2 FONTWELL ROAD, SELSEY, W. SUSSEX, P0OZ20 OPEL

! AMSTRAD CPC464
If anyone can help Guy out, please write to him direct as soon as you
can a4s he 1s almost pulling his hair out in frustrationi...... . . Mandy

Dearr Manndy»

I have been a member of the user group since it first began, but this
is the first time I have written to you. There are several reasons
for.this. I wanted to get to grips with the kit and give it a good
trial, for one thing. I must say that, although the kit is the most
user-friendly piece of software that I have ever seen, there were a
coupld of things which I wasn’t gquite sure how to handle at first -
but these were socon sorted out, all thanks to the User Group! It hgs
really been invaluable to me, and I shall bhave no hesitation in
renewing my membership for another year! I am still not quite sure
how to use the TIMER. Can yOul give me any help on thig?
specifically, to program a delay for my Text output before 1t
automatically clears {as it stands now, my program temporarily halts
while the text is shown, particularly as the credits roll at the end
of my game!). Before I sign off I must add my voice to all the others
and say how eagerly I am 1looking forward to seeing the "professional”
version of the Kit! I hope it is as easy to use as the original! Wwhat
I would really l1ike to see would be a "virtuality"” style headpiece and
guidance unit for use with the Kit! Then we could REALLY get into our
environments! I Jlook forward to another successful year of the User
Group and hope to be contacting you again soon.

Peter WwWeard, Dartford, Kent
ATARTI ST

You need to bring system variable 19 into the program to overcome your
TIMER problem, Peter, what you should do 1s to multiply the number of
seconds that you want the message to appear by 50 and store that
amount in variable 19. Do this 1n the condition that prints the
maessage on screen. You should have a General Condition which
constantly monitors the value of variable 19 and when it reaches 0 1t
prints a blank 1ine on the instrument. This should sort out the
proplem you have been experiencing. I am delighted to hear that you
wf?E be renewing your subscription to the User Group. The hints and
tips you enclosed with your letter were extremely useful and I hope
you will send us some more of the same for future issues. We won’t
hav% much longer to wait now for the new version of the Kit, Peter,
Good news 1s that following the interview with the programmers - which
yau;wf?? find tucked away somewhere in this issue - members of the
User Group will definitely be able to upgrade instead of paying ful]
price for the new version. One thing I can tell you about the new
version 1s that it will be, 1in fact, much EASIER to use that the
version we have already! I don’t think your dreams of the headpiece
WINT be realised yet thoUGR! . ... e s ssseesanensessresenesss «» . Mandy
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Dear Marnday !

I was having a problem when loading my C64 version of the 3-D Kit in
that, the Disk Drive motor continued running after I had loaded either
the Environment Editor or the Condition 'Editor. As you suggested I
returned the disk to Domark with a letter and I received a Disk back
but with no covering letter of explantion and found that I still got
the same effect. 1 wrote to them again, but .did not return the Disk
but enclosed a SAE and so far I bhave had no response. 1In: the
meantime, 1in desperation, I phoned Steven Flanagan who proved to be
most helpful. He gets over this problem using his Action Replay
cartridge. After loading the Editor{s}), you Freeze the screen, the
motor stops, and then you press F3 and you can start editing. Another
way out if you do not possess Action Replay 1is, after loading the
Editor, go to the Load Icon, select Disk and enter 1 and this stops
the motor. I was very grateful to Steven and he suggested that I
wrote to you, giving this infoermation for other C&64 users who might be
having the same problem. Finally, if €64 wusers want to know where to
get Advanced Art Studio, I have Just obtained one from Datel
Electronics, Govan Road, Fenton Industrial Estate, Fenton, Stoke~-on-
Trent, 38T4 2RS. Telephone 0782 744234, I thought Issue 5 of the
News letter was excelient! Keep up the good work!

A . Rawsory South Norweood, London
COMMODORE 64
Many thanks for your kind remarks and for your most useful tip for

Commodore 64 users. Anyone else got any tips for overcoming annoving
LNTnNgs TTKE BT8P i r i it i it e s e s er s orenrsesnsnnecannaneanrnsses Mandy

Dear Mazarndy

I have just finished reading the back issues you sent me and they were
exellent and thank vyou for your reply regarding the character sets. 1
am enclosing two routines which® you may find useful, Did you know
that there are three undocumented commands on the Spectrum version of
the Kit? These are SETWPOS X, Y, which sets the X and Y positions of
the top left hand corner of the playing area. SETWSIZE, Width, Height
which determines the width and bheight of the playing area. Note
though, that these twe commands can cause the Kit to crash if you set
the ranges too. large to fit onto a Spectrum screen. The last command
i CALLMC, first byte, second byte, this command 15 used to call
machine code routines outside of the Kit. These commands were printed
in Your Sinclair Spectrum magazine and I want to know 1f it is alright
to use them to selt the windows and to call machine code routines? ;
Arrtorry Qur7r2r?, Catchford, Warrington
SPECTRUM i
Yes, I did know about the other commands. David Hoggan wrote tb me
recently about them. In all versions you will probably find that
there are quite a few different commands hidden within the program
that the programmers have put 1in that were not documented. This was
not an oversight. In some of Incentive’s other products, such as
STAC, users discovered quite a few useful commands or routines that
were most useful that the programmers had crammed 1nto the system.
Part of the fun of that User Group was 1n discovering them and passing
the itnformation on to other users. If I hear of any more I will
PuUblish them Rere. ... .u. e e e resstoeaenanernarnaens ..............M%ndy

Dear Marmdy 1

Piease fTind enclosed my owners registration card and membership: fee
for the User Group. As you can see from the card I own a CPC&128.: In
the instructicon manual the X, Y and 2Z values are gquoted as 0-127, 0-
53, 0-127 respectively for both object position and size.



Unfﬂrtunately I am only able to achieve 0-118, 0-55, O~ 118. Is this
a disc fault or an error in the manual? After at f1rst formatting as
per ‘'the manual instruction all attempts as saving produced an error
mesgage - Possible errors. press ENTER. On CAT the only entry was a
25K ‘BIN file. The disc was re-formatted and on CAT two 16K files, 3D
DATA and DISK were present, and now the SAVE operation worksd! AS the
3D Kit has been on the market now for a few months, is there any
chance of obtaining back issues of the Newsletter for late starters
1ike me?
. Wr7gft BFPO 140
AMSTRALD CPC6128

All back issues of the Newsletters are available from 1i1ssue 1 SO
evaeryone can catch up with any that they have missed. New members are
Joining all the time so it is only fair to give them the opportunity
of access to all the data we have covered so far. I am sorry you have
had problems with the values quoted. I will check this for you with
the programmers but I think 1t 1s probably the manual that 1s at
fault. In many cases the final versions were changed slightly before
release and the manual was written earlier so there was no time to
make the changes......... e e e e aaa Mandy

Dear Marndy
I have recently become the proud (and somewhat startled) new owner of

the 30 CONSTRUCTION KIT. I bought it because the salesman explained
what he thought it would do. As usual, the competence level of some
sales people leaves a lot. to be desired, I'm happy to say that,
although I bought the software with the expectation of being able to
do some of what I want, 1de. house re-design and 3D Modelling, I’ve
found, since purchasing the product, that it'11l do that and
considerably more. 1 am a user, not a software designer, so I always
ook for software that will do what I hope it will do. It appears, at
this early stage anyway, o be exactly what I've been Tooking for
since I first became interested in computing. 1 1look forward Lo a
long, interesting, developing experience with your produce, My
congratulations to the designers and writers of the scoftware!

Markk NIicho Tsorr, Wellington, New Zealand

Desr Marnady
I have a question to ask. Will the 3D Construction Kit User Group
stay faithful to 8 bit computer owners TJike Spectrum owners, or will
it eventually become an all 16 bit User Group? The reason I ask is
because the decliine of the amount of Spectrum software in the shops
recently concerns me. In some places you can only buy budget software
for jthe Spectrum. All the Tfull price software tends to be for the
Amiga or Atari ST. Your Sinclair magazine started a Support Our
Speccy campaign because, naturally, they are concerned about this. I
hupe that you will stick with us 8 Dbit owners as it would be a very
sad day if the User Group became all 16 bit User Group.

| P Messertb 7 rrad Mitcham, Surrey

I SPECTRUM

I
whep Ian Andrew and I discussed all the details about the User Group
way back in February of last vyear, we both agreed that every erffort
should be made to provide equal coverage for ALL versions of the Kit
within the Newsletters with a view to ensuring that your fears would
be groundless. With Adventure Probe magazine too, I always ensure
that fair coverage is given teo all machines, 50 please don’t worry,
One. thing will ensure that this doesn’t change and that i1s If I keep
on recelving contributions from both &8 ard 16 bit members for the

PR T

pages of the Newsletters. Keep the contributions coming in and J 77
make sura that both versions are covered....... ... Gt ettt e Mandy

Dear Marnndy | |

1 enclose my registration card for the very astute financial
investment I have made. It 1s a gocd piece of software and I'm
already using it creatively. I'm working on-a 3D Steeiwork package,
(I'm a civil engineering student: Aston University), and I’m thinking
about having a routine in PASCAL which would call up various 3D Stand-
alones. Caliing the EXE is no problem but it will Took a bit messy
with the English? French? Mouse? questions, and quitting is
subsequently impossible (or is 1it?), even back to DOS. Can anyone
help? Also, I can't afford another £60 for Delux Paint. Will Splash
Paint use the IFF format? (it might work but I haven't got aroung to
trying it yet). A good 1looking envircnment is important. Finally,
can objects be other than squarely, horizontal or vertical? Any other
angles possible? Also why the 60 object 1imit as this 1is very
restricting when each beam is made up of 3 or four objects. Anyway,
thanks for an impressive package I might some day make as much money
as 1t cost) '

FPFrh 77T Ne 7=or Erdington, Birmingham

PC

I think that all your problems will be solved with the advent of the
new version of the Kit, Phil., Just be patient for a little while. I
am not sure 1f the Splash Paint package 1i1s compatible as I have not
used this - maybe another reader can come up with the answer to that
one - I suggest that you try Jloading one of the supplied borders into
Splash Paint to see what happens. I would suggest that if you draw
your borders to the correct size and save them out as a brush, having
given the filename the .IFF yvou should be alright. Let me know what
NADDENS . o v s v s s S hE s r E s R E R s 4 e e amt e e st e e e EEr e Mandy

Desir Maridy

Many thanks for your highly informative Newsletters concerning the 3D
Conbstruction Kit. I am a SYSOP (Systems Operator) of a Bulletin Board
in the South/East Kent area, and am 1in the process of setting up a
files and message area for the c¢lub so users can leave messages
cutlining problems and leaving tips etc on their experiences with the
Kit. What I would like to ask the members is, would they let me have
their borders/utilities etc which they feel would be of use to other
members so I can make them available on my BBS. The message area and
file area for the club would be a closed area teo other "public”
callers, and access to this closed area would oniy be available to
“current” members of the club. Ie. you would have to complete an on-
Tine survey sc as to be able to access the 3D Construction Kit irea.
My Bulletin Board details are: |
KING OF THE CASTLE (0233) 620228 :
Baud Rates: 300/300., 1200/75, 1200/1200 on 8m |
The system 1is available from 20:00 to 06:45am |
Every night and other times at weekends. 5

ChHris Kirng !

I don’t know what the members think about the idea but I think It is
excellent! I am all for spreading as much information about the Kit
as possibie. I see that Kit games are being produced now and are
being marketed very successfully. The more members who can get their

............... 20 Manay
MORE LETTERS NEXT ISSUE S0 HHITE IN SOON!




CHATTING WITH THE WIZARDS
(AN INTERVIEW WITH THE PROGRAMMERS! )

Many of you have been asking me if I could tell you a little more
about the programmers of the 3D Construction Kit and what has been
happering at Incentive recently. I decided that I_wnu1d put together
all your questions and put them to the team. Here is what they had to
sSay.

[

A visit to Incentive Software 1is a delightful Experience._ The p1ace
where all the action takes place is a spacious, a1r_cond1t1mned sulte
on two floors in a new building 1in Aldermaston. Anita and Ursula are
usually the first friendly smiling faces to greet you when you arrive.
Upstairs the programmers are hard at work together with Ian Andrew,
the head of operations, who also has his spacious office on the upper
floor. The atmosphere is extremely friendly, 1nfmrma? and peaceful.
In fact after spending a day with the team I cannot in all honestly
think of a nicer place to work! As one would expect, coffee abounds
and | hospitality takes first place.

My first question was put to Ian Andrew the friendly and extremely
nice boss of Incentive:

MANDY: Ilan, could you tell us how Freescape first come about and who
was responsiblie for the original concept?

IAN: Actually I thought of the concept for Freescape back in 1286 when
I was assessing where Incentive’s future lay. I wanted to develop
software that was unique at the time. I Knew 1t would be difficult to
develop but reckoned that the effort wou1d+be rewarded, My brother,
Chris, joined the company to begin programming Freescape 1in September
of 1986.

MANDY: What made Incentive decide to market such a great concept as
Freescape for the general public when one would assume that you would
like to keep it exclusively to yourselves and markel more Freescape
games?

IAN: Well, we were asked on many occasions by individuals throughout
the industry when we were going to make a progduct to build Freescape
games and so, after four years of producing games, we bowed tO
pressure and created the 3D Construction Kit.

At that point I decided to ask a few gquestions of the programmers'and
directed my first question at Paul Gregory who programmed the Atari ST
and the Amiga version.

MANDY: Paul, how did you come to be involved yith the programming of
Freéscape initially and with the 3D Kit in particutar?

PAUL: 1 started work at Incentive just as Freescape began. Eventua11y
I took over the programming of the Freescape system when the 16 bit
vergions of DRILLER and DARKSIDE had been released. I ccded Total

Eclipse, Castle Master and then the 3D Construction Kit,
|

HANPY: What was the very first computer that you owned?

PAUL: My first computer was a Sinclair ZX Spectrum.
I

Turﬁing to Eugene Messina, who 15 the designer of the Kitgame on all
|
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versions, I put the same guestions to him. |
MANDY: Eugene, how did you come to be involved with the prﬂgramminl of

the Freescape system and the 3D Kit initially? Aiso what was the f?rst
computer that you ownhed?

EUGENE: wWell, I answered an advert for a 3D graphics designer jn a
computer magazine, after spending a year or so building up a portfolio
of 3D graphics and bit mapped graphics on the Amiga. I used t% do
some work in programming games software and graphics for Rainbirdand
Mirrorsoft. I have always been interested 1in 3D graphics and liie a

good editing and design interface, I too started on the gocd old ZX
Spectrum. _

Kevin Parker, the programmer of the PC, Spectrum and Amstrad versions

was the next to tell me how he came to be involved with the
programming of the Freescape system.

KEVIN: My first computer was a ZX 81. I used to work for Interceptor

Ltd who did some tape and disc duplication for Incentive, The 3D Kit
PC and 8 bit versions were my first Freescape projects.

MANDY: Everyone appreciates the way Incentive has always supported the

8 bit computers as well as the 16 bit's when other software nouses
have decided to ignore them in many 1nstances, Ian. What do you feel
about the 8 bit computers and their future?

IAN: I believe that 8 bit computers will be arcund for a long time to
come., The question of a software company supporting any computer is
answered by assessing the commercial reward 1likely to come from a
certain amount of effort and I1nvestment. The other 1ssue 15 oOf

course, that the computer must be capable of operating the software at
a satisfactory speed and have enough memory.

I turned my attention to the clever fellows responsible for the 8 bit
versions of the Kit to follow up on this point.

MANDY: Can I ask you Eugene and Kevin to tell us a little more about
this., It must have been quite a task to write the 3D Kit for the 8 bt
computers considering the memory lTimitations. Where there any

particular difficulties that you came across that you would Tike to
tell us about?

KEVIN: Memory limitations; fitting all of the code, data and heon
graphics in memory at once. -

j
EUGENE: Yes, when designing a game on the 8 bit Kit you must aiways
consider how best to compact the Freescape Command Language 1091¢ by
using procedures, and how to make the best use of glicobal cobjects sO as
to squeeze as much as possible into the 8 bit machines,

MANDY: Ian, All the members of the User Group have expressed a keen
interest in the new "Professional” version of the Kit and are eagerly
awaiting its release. Could you tell us when we can expect 1ts release
and, as the "Professional version” is only the temporary title during
the programming period, what 1t will be called?

IAN: It 1s expected to be released 1in the August/September per;od.
The name of the product has yet to be announced.

11
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MANDY: Will members of the User Group be able *t0 upgrade their
existing versions at a small charge? How much will this cost?

IAN: Yes. The cost is still to be confirmed but will be considerably
less than buying it at full price.

MANDY: Which computers will the new versijon be available for?
IAN: wWell, for now it will be available for Atari ST, Amiga (f megd)},
PC ~ EGA, Tandy and VGA. !

MANDY: Have you any plans to produce the new version for other
computers in the future?

IAN: It is possible.

HANbY: Paul, I know you are hard at +wark on the new version at the
moment. Can you tell us a Tittle more about 1t and any new features
that the new version will have?

PAUL: No, I'm afraid I can’t! The new program 1s still under wraps at
the moment, but it will have many new features!

Although the broad smiles on everyone’s faces at the mention of the
new version indicated that the final product would be extremely well
worth waitting for, it seemed that I wasn’'t going to get much
information about the new version until It is nearer to the release
date. Maving had fFirst hand experience of the need to keep "mum’”

about new developments while everything 1s still under wraps, 1

decided to turn my attention to a slightly different subject.

MANDY: Ian, I know that you are all deeply involved 1in the new
Superscape System. Can you tell us a little more about 1t7?

IAN: Superscape is our latest develcpment - a complete development
system which currently costs £15,000 for the software. Its use at the
moment is to provide interactive visualisation at a very high level.
We will gladly send our Jlatest information pack to any User Group
members who request this.

I could sea that by this time the team were 1tching to get back to
their keyboards and, being one of the many people who can hardly wait
for the release of the new version of the Kit, I decided that I could
best help in that department by leaving them 1in peace to get on with
1t!j So I thanked them heartily and took my leave!

1 tbo am not at liberty to tell vyou much about the new version of the
Kit until given the go ahead by Ian Andrew and the people at Domark.
I do assure you that it will be well worth waiting for and I am
grateful to Ian for arranging to let members of the User Group upgrade
their existing versions for the new ones when the time comes, I will
let! everyone know immadiately when this can be expected. Meanwhile,
why not take a Yook at the competition in this issue?! You will see
that taking part to win one of the new versions Jjust couldn’t be
simpler!

DncE again, my thanks to Ian and thg 1ads from Incanpive for taking
thel time off to give us a 1little insight into the workings behind the

scenesg!
MANDY

HINTS AND TIPS
TIPS by e ter Wero - ATARI ST

I noticed that if I loaded my datafile before loading my border, this
sometimes caused the sound effects to become switched off! If anyone

else has experienced this probilem, the solution 1s simply to aiways
load in your border first!

I have also noticed that several users seem to be experiencing
difficulty using the area scaling. I wonder if perhaps I might have
the solution to the problem. Several users report "'no noticable
change” after altering the area scale. Perhaps they do not realise
that once you have altered the area scale you must "take a step” (any
direction, it doesn’t matter) to see the effect the scale-change has.

On the subject of scales, I thought users may be interested to see a
"scale table”. This can be useful if you are trying toc model a true-
1ife area. I am afraid my measurements are Imperial, but this seemed
Lo work out the best. They can ajways be converted to Metric, of
course. The following scale is calcuiated assuming the defauit "view
height"” when standing as being an average human male.

20 Kit ¥ No, of 3D Kit units * Maximum area size (in Teet) to

scale X to one imperial foot nearest complete imperial foot

1 - 25 - 327

2 - 50 - 163 (default size)

3 - 75 ~- 109

4 — 100 - 81

3} - 125 - 65

6 - 150 - 54

7 ~ 175 - 46

8 - 200 - 40

9 - 225 - 36

10 - 250 - 32

11 - 275 - 29

12 - 300 - 27
That’s about it. I only tock 1t as far as scale 12 since you
reccmmended in the Newsietter that this should be the maximum area
scale used. As vyou see, it is straightforward mathematical

progression.

HINT by AMar ik KR~Rose - PC

Scme people have asked about exiting the package on the PC. Well,

when you quit from the package (file menu) and you are back at the
|
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language choice screen, select the appropriate Jlanguage. On the

second screen, No 5 allows you to return to DOS, select this (it may
be long winded, but it works ie., no reboot necessary).

| TIPS by ~Rob srr B3 7 7 - ATARI 5T
I have recently discovered a Public Domain package that seems to be
ideal for making your stand alone games look more professijonal. It 1is
called THE INTRO CONCEPT DEMO MAKER. It enables vyou to produce a
small program which displays a picture along with a piece of music and
a scrolling message. You don't have to have any programming Knowledge
at all to use it (though it would be useful if you can understand a
little French as the program is from France). The whole lot is menu
driven, you simply load up your picture file, select the text font and
type in your message. Then select a piece of music and grab a sprite
if you want one. Then simply compile the data and the resulting
program can be put into an AUTO folder on your game disk along with
the: stand alone game program, Then when vyou reset the computer with
the disk in the drive, your intro sequence will be displayed, Then by
s1mp1y pressing the space bar you exit the 1intro and the main game
loads. This is what I did on my borders disk., I think you'll agree,

it locoks great to start a game this way.

HINT by Steverr F~Flarnagsry - COMMODORE 64

The pointer and cross-hair are sprites and can be changed with a
sprite editer. The cross—-hair is at $c5cO0 and the pointer 1s at
$C600., IFf you save these icons, you can ‘load them into a sprite
editor and then load vyour customised pointers back into your game,

TIP by J . P. MessaerbH 7o - SPECTRUM

Here is a tip for Multiface users. Select test mode, freeze the
program and save the screen, then load 1t 1into your art package.
There you have it, a templiate to draw your own borders around. You
must not use this screen for any other reasons though because of
infringement of copyright.

HINTS AND TIPS by Dav 7o Hogogsry - AMSGTRAD CPC6128

Enm objects use more memory than others so 1t is worth experimenping

$1nd a substitute which uses less memory. For exampie: QObject
[125) in globals 98 a cube. Replacing this with a rectangle uses less
memory.

Saving a backup copy of "KIT128.BIN" from side (1) of the Amstrad disc
and, using the backup copy saves wear and tear on the original disk.

U51hg these lines 1in conjunction with a memory editor, the user can
examine and alter parts of the 3D program in memory and experiment:

L1nes (1) open out "d":memory &1FF:locad"kit128.bin",&2000
(2} call memory edit routine.

Run these lines, Line (2) point to the memory edit program stored

|
|
|
|
l
|

- -.&-—1——-‘“{.—'

from &3000 onwards.

By altering position or size variables stored on user disk, objects

can be disp1aged ocutside the normal playing area or size can be
altered by using a disc editor.

Example: File (0) on the users data disc 1is stored at track fﬂ),
sector (&C5)

Examining this -area you will discover that a rectangle created on f]le
(0) at position (1,2,119), size (8,0,8) is stored on disc as:

. POSITION SIZE
&01,&02,8&77 &08,&00,&08

A]tgr?ng thesg variables to change S8IZE and POSITION to the chosen
position outside the area etc. The maximum value being (&FF) or 255.

At the end of each file is a number of bytes stored and used to trap
errors etc. When adding to or subtracting from variables the amount
must be added or subtracted from the bytes at the end of the file.
Add 1f you add, subtiract if vyou subtract. If the value is wrong the
file will not lTead and error messages will appear.

Don’'t worry, the file isn't corrupt it is just the vales you have mis-
calculated so make notes.

Example: Value stored at end of file = &40DF which is displayed
as (&DF),(&40) -

when you add &7F to the variables, also add &7F to the value at the
end of the Tile which becomes (&415E) which is stored as (&5E),(&41).

If you've caiculated the right amounts and re-saved the data to disc
all should work out,

One more thing-on this subject. Once you alter the variables above
the 1imit you cannot alter them in the 3D Kit but you can change them

bhack ?hrnugh the disc editer as before and then you can alter them in
the Kit 1f they are within the variable 1imit.

Altering the System Variables (X, Y, Z) vyou can get interesting
effects. ‘

Example: This 18 a simple effect 'just t0o demonstrate the

abilities. Much more complicated effects can be made - fly past lands
etc. -

In LOCAL or GENERAL conditions type this in:

CMPV Key, 121 -key {(defined by the user)
IFEQ
THEN

ADDY 10 117
REDRAW
ENDIF
On the CPC6128 I used key "F8" which equals (136)

IF ANYONE HAS ANY RHINTS OR TIPS PLEASE SEND THEM IN FOR THE NEXT I$SUE
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WIN! * WIN! * WINI * WIN! % WIN! * WINI % WIN! * WIN! ¥ WIN! * WIN!
COMPETITION!

To celebrate the first extremely successful year of the 3D
Construction Kit User Group, here 1s a great opportunity for you to
walk off with some fabulous prizes!

WIN YOUR VERY OwN CDTVWV!
(DONATED BY DOMARK LTD)
LIKE THE ONE SHOWN ON THE OPPOSITE PAGE!

EPLUS LOADS OF THE BRAND NEW "PROFESSIONAL®™ VERSION OFfF
THE 3D CONSTRUCTION KIT ARE UP FOR GRABS FOR ALL THE RUNNERS UP!

1
i

Entry into the competition just couldn’t be simpler! All you have to
do 18 to design an object -~ not a fabulously extragagant or Tanciful
object either - just a domestic object that you would find around a
home or garden! It’s as easy as that!

Not only will you be in for the - ¢hance of one of the fabulous prizes
but vyou will also get the chance toc see your work published! All
cblects selected by Domark Ltd to be included on a disk of cbjects to
be included with the new version of the 3D Construction Kit will win
thelir own version of the new program and the object which Domark
select as the winning object will win the designer thelir very oOwn
CcChTV!

LOTS OF OBJECTS ARE NEEDED SO LOTS OF PRIZES 7O BE WON!

The competition 1s open to all members of the User Group who are
owners of the Amiga, Atary ST and PC versions of the Kit.

(So members with 8-bit machines don’t feel left out of things, watch
out for the next issue of the HNewsletter to find a competition just
for voul!)

Send a disk containing your object (saved of course, as an OBJECT) and
please don’t forget to include details such as your name and address,
the computer the object was designed on and your registration number
to:

MANDY . RODRIGUES
3D CONSTRUCTION KIT COMPETITION
67 LLOYD ST, LLANDUDNO, GWYNEDD, LL3C Z2YP

The| competition is open to all Atari ST, Amiga or PC members of the 3D
Kit User Group. The objects will be Judged by Domark Ltd and the
wirnners will be announced 1ijn a User Group Newsletter following the
closing date of the competition which will be 31st May 1882, The
Jjudges decision is final and no correspondence will be entered into
about their decision.

WIN! *x WIN! *x WIN! * WIN! * WIN! * WIN! * WIN! *x WIN! * WIN! x HTN!
|
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THE KITGAME SOLUTION
8 BI1lIT VERSION

By Dav 1o MMHogogsar

1. Enter the Computer Room of the house on the starting screen and
activate the kayboard that you find there,

2. On leaving tha room, head down the passage next to the Computer
Room. Keep following the passages.untii you reach a hidden room.

3. Shoet the Guards to the left and right of you. Retrieve the the
safe combination and head for the exit which is directly in front of
the house,

4, In the new room, shoot the dark wall and walk under and past 1it.

Do a U~turn and shoot the triangle that vyou see. Now head for the
exit which 18 next to the teleport machine.

5., In the next room, shoot the nose of the mask on the wall and go
Eack into the previous room and enter the teleport,

6. Do a U-turn and shoot the triangle then press the "K” key until you
leave the mask. Now pan left and head for the exit to the left of the
mask.

7. In the new room, shoot the cross beam until the block moves above
the guard, Now shoot the block and the guard will be crushed., Pan
ieft and head for the new exit.

8. ‘Shoot all the steps. Go through the exit above the steps and wailk
along the ledge into the new room.

9. Shmmt'the triangie which is hidden under the steps - on the back
of the second step down.

10. Step onto the block which has appeared 1n the room and shoot the
triangle. next to the safe.

11, Activate the pentagon on the safe and retrieve the Pass Card on
the wall where the safe was,.

12. Now head for the Goor to the right of the house on the starting
screen,

13. In the last room, activate the panel on the right hand wall and
head for the Shuttle to complete the game.

MR OK X X

If you want to visit the Island. Instead of going to the exit
mentioned in direction number 6, go to the teleport a second time,

To leave the 1i1siand, retrieve the key which 1is hidden at the top of
the palm tree. Open the chest and jump inside.

WK KR K

If you want to collect the gold coins which are hidden around the
adventure - e,g. behind the house ~ holding down the activate key over
the coins will double the points per coin retrieved.
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16 BIT ROUTINES

If any 8 bit members wish to adapt any of these routines toc use on
their machines there is just a 1little transiation needed between the
two FCL lamguages. Please refer to Newsletter 4 (page 5) for a list
of the differences in commands. Please note though that antmation 1s
i6 bit specific and only simulated animation can be performed on the 8

bit machines.

GOING ROUND IN CIRCLES
By Mijeke Varr Der FPo 7 7 - PC & AMIGA

In the last Newsletter I read that some members were wondering whether
rotation of an obl)ect was possible. I discovered that in some cases
the illusion of a rotation 1is possible. For instange, rotating the
wings (or vanes) of a windmill, rotating the rotors of a helicopter or
rotating a flying saucer whilst moving 1t in space.

It can be done by an animation I found 1in the Kitgame, in the area
where the lamp of the lighthouse goes on and off,

For the wings of the mill you have to create B triangles as shown
below:

Create twD groups:
Numbers 2, 3, 4 and 5 are in one group (10)
Numbers 6, 7, 8 and 9 are in the other group (11)

Make cobjects 6, 7, 8 and 9 INVISIBLE.

Select say the floor as our trigger {cuboid 001) and make a condition
for it as follows:

IF SHOT?
THEN STARTANIM (1)
ENDIF

Create Animation 1 and enter the following condition:

INCLUDE (10)
INCLUDE (11)
START

VIS (10)
TNVIS (11)
END

INVIS (10)
LOOP (4)

VIS (11)

END

AGAIN
RESTART
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You see group (10) vanish and group (11) appear and vice versa and so
on. It seems as if the wings are rotating.

The loop command can be set lower and higher, Jlower is faster and
higher is slower to create different effects.

When creating a "flying saucer” {which I did with two pyramids and two
cubes), you save the object twice as a group with a different name,
Once with “front Jlook” and once turning it a guarter, so either the
right or the left side 1s in front. Give the front and the side two
different colours.,. After saving vyour objects, <c¢lear the screen,
colour the area black and load in the first group. Make the parts of
the object dinvisible and at the same time movable. Load in the second

group and make sure all the parts of it are set as moveable and let 1t
be visible.

Make a trigger condition for cuboid (001} as follows:

IF SHOT?

THEN STARTANIM (i)
STARTANIM (2)
ENDIF

Create animaticon 1 and enter the following condition for 1t:

INCLUDE (2)
INCLUDE (7)
START
INVIS (2)
VIS (7)

END

INVIS (7)
LOOP (4)
VIS (2)
END

AGAIN
RESTART

Create animation 2 and enter the following condition:

INCLUDE (2)
INCLUDE (7)
START

LOOP (20)

MOVE (20,20,-20)
AGAIN

LOOP (20)

MOVE (-20,20,20)
AGAIN

RESTART

For the loop and the move you can take any number you like tec go in
different directions, The effect shouid be that the flying saucer
rotates as it flies into 30 space. Add an appropriate sound to make
it more realistic and there you go!
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A PUSH IN THE RIGHT DITRECT I0ON!
By Br7arr wWood7ey - ATARL 8T

Here is a little routine which lets you “push” an object or group of
objects Around an area. The first thing to do 1s to create your
object which is to be moved, Call this cube 002 then create four
rectangles and place them against the sides of the qube.. You should
now group these into GROUP (7) and make each ¢bject 1n the group
moveable,

On each of the rectangles place the following conditions:

IF ACTIVATED?

THEN

SETVAR (x,¥30)
STARTANIM (1)

ENDIF

Fach rectangle must have a different value in (x) and for this example
I will use the values 1, 2, 3 and 4,

Now create animation 1 and enter the following condition:

INCLUDE (7}
START

IF YAR=? {1,V¥30)
THEN

MOVE (-20,0,0)
STOPANIM (1)
ENDIF

IF VAR=? (2,V30)}
THEN

MOVE (20,0,0)
STOPANIM (1)
ENDIF

IF VAR=? (3,V30)
THEN

MOVE (0,0,-20)
STOPANIM (1)
ENDIF

IF VAR=? (V,V30)
THEN

MOVE {(0,0,20)
STOPANIM (1)
ENDIF

RESTART

Now if you activate the rectangles on the side of the cube,'the ;ube
(and the rectangles) should move, probably in the wrong direction!
The way to alter this is to change the number (x} in the rectangle
conditions, after a bit of trial and error Yyou should have the cgbe
working as it should. The best way to do this 1is to get one side
right and then go on to the next side,

The distance the cube travels with each “push”™ can be changed by
changing the +/~ 20 1in the MOVE statementis in the animation. The
routine works by detecting which rectangle 1is activated and then by
moving the whole group in the correct direction.

21
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The main strength of this routine is that it allows a player to change
the environment from within the game. I think that variations of this
routine could be used for game puzzles such as making a set of stairs
from different sized blocks or putting chess pieces on the right
squares on a giant chessboard.

INVENTORY WITH A DIFFERENCE
By /. Hayves - AMIGA

This routine is a method of informing the user of the objects they may
be carrying in an inventory. The current object on view to the user

is then available for use providing a more precise way of interacting
with the environment.

It uses only one variable to keep an eye on what may be carried, up to
a maximum of 16 items. It works by allocating a particular object to
a particular bit - the value of this bit is then used to refer to that
object throughout the environment. Also the presence of thig value
determines whether the object is carried or not. It works like this:

BIT (ITEM NO.)
1

VALUE IN THIS BIT WHEN SET REPRESENTING OBJECT

1 OB 1

z 2 OB 2

3 4 0B 3

4 8 OB 4

5 16 OB &
and so on untii:

16 32768 OB n

Value = 2" M (BIT-1)
Chaect numbers refer to individual objects or a group.

To discover whether a certain object is carried, simply use 1its
corresponding bit value and do a ANDV (Vinv,VALUE) - VYinv = Inventory
store. If this is true the object is carried.

ROUTINE IN DETAIL:

To make this easier to transfer into other uses, games/envircnments,
variables will be referred to by name;

Viny = Usears Inventory.

Vitem = A pointer to an item {bit) in the inventory.

Vvalue = The bit value for Vitem,

Vour = The current object (referred to as a value) on view to
user.,

Vgen = Any general purpose variable.

Vobnum = The object number as it will be in the environment.

vobvall = The bit value of this object number, as 1t will be
represented in the users inventory (ARBD TOj}.

Vobval2 = As above, but remove from,

First 1t is necessary ih some way to place objects into the users
inventory. An object can be "set” Into an inventory with

ORV (VYobval,Vinv)
Rembering Vobval IS NOT an object number, but the value selected to
represent it.
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There are two ways it can get there: |
1. Allow the user to already carry them when the environment starts

up. . _ :
- If so, these objects shouldn't exist until called for - 1e, made

visible, |
2  Interact with the objects which already exist and the user 1s
allowed to pick up, with the following:
For object conditio n enter:

IF ACTIVATED?

THEN SETVAR (obnum,vYobnum) —~ pruvjde the object numper.
SETVAR (obval, Vobval) - provide the value for 1t.

ENDIF
In a General Condition enter:

IF VAR>? (Vobnum,Q) THEN

INVIS (Vobnum) - remove object from environment.
ORV (Vobval,Vinv) - add to inventory. ‘

SETVAR (Vobval,Ycur) - make this the current object.
SETVAR (0, Vobnum) - ¢clear.

SETVAR (0,Vobval) - Clear.

SOUND (4) ~ Ping!

ENDIF

This condition takes the data given to the variab1es_when a selected
object is activated? and removes it, adding it to the inventory.

Now we come to the main routine allowing the user to "see” what they
are carrying. A text instrument has to be created, 1ong enough for
the object text to fit into. It will display whatever the current
obiject is, in terms of the value representing 1it. Vcur holds this
value and will remain visible until another is selected.

SHOW ORJECTS CARRIED:
In a General Condition enter:

IF VAR=? (Vcur,0)

THEN PRINT {"NOTHING {fil! with spaces] *01)
ELSE

IF VAR=? {Vcur,cbvalil) ;

THEN PRINT ("OBJECT A",1)

ELSE

IF VAR=? {Vcur,obval2)

THEN PRINT ("OBJECT B",1)

ELSE

and repeat for all the objects to be described
ENDIF

To salect the next jtem in the inventory, the "?" key 18 used here to
advance 1t onwards,

VIEW NEXT OBJECT:

In a General Condition enter:
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i IF VAR=? (V15,47)
| AND VAR>? {Vinv,0) -"?"pressed and INV. not empty. 8 BIT ROUTINES
| THEN ADDVAR (1,vVitem) -move pointer to next item 1n it
| IF VAR>? (Vitem,16) THEN -1if end of list . + . _
! SETVAR (1,Vitem) -reset this pointer and Remember that if 168 bit users wish to use any of the 8 bit routines,
_ SETVAR (1%,vvalue) -reset the value associated with it. only a simple adaptation is needed between the two FCL languages.
Y ELSE -a1se Please refer to issue 4 {page 5) for the information on translating
i ADDVAR (vvalue,Yvaiue] - double value each time rund. routines between the two., 16 Bit members should also note that
E ENDIF PROCEDURE conditions which are 8 bit specific are subroutines and the
; SETVAR (VYvalue.Vgen) - copy this value CALL command 1s the same as GOSUB 1in BASIC,.
i IF ANV (Vinv,¥gen} THEN - and test if 1t exists Iin inventory
) SETVYAR (0,V15) -if ves, stop this condition repeating
| SETVAR {Vvalue,Vcur) -make this value the current reference FADE OUT!
PRINT (" {spaces} ",1) - and erase Jast object text.
- ELSE - if not, By .Amtorry Gl 7 r7r7r - SPECTRUM + 3
I SETVAR (0,Vcur) - nothing was found in that
i ENDIF particular jtem position - if the Here is a routine for a fader which can be used for an endgame
[ eENDIF bit was not set and the object sequence!
| refered to by this value isn’t
i carried. PROCEDURE 001
This iast condition is the heart of the routine, It constantly loops . COLOUR G 7
| around the inventory list, looking for the next occupied bit positien, REDRAW
o which contains the value refering to an object. It resumes when "?° COLOUR 0 6
: key has been pressed. REDRAW
COLOUR 0 5
It stops when one has been found and the value in Vcur is then used to REDRAW
print the object description out. What value an cobject represents is COLOUR 0 4
up to the game designer, so a Jlittle thought before hand is reguired REDRAW
! to calculate 1it, given the item position (or bit position) it COLOUR O 3
| occupies. REDRAW
I - COLOUR 0 2
i If an object needs to be removed from a users inventory, a check has REDRAW
| to be made if 1t is actually carried. COLOUR 0 1
| REDRAW
! ANDY (Vinv,obvalue) will do this. COLOUR 0 0
i REDRAW

| Only 1f true, can it safely be removed, . : :
= The less objects you have in your area the faster the fade will be.
SUBVAR (obvalue,Vinv) will do this. You can swap the listing around to give a fade-in instead of a fade-

‘ out. To use the fader routine just use the CALL command, for example:

1 SETVAR {47,V158) - only required if object removed 1is currently

i rEferenCEd. LOCAL EDNDITIGN:

: However, if the currently ‘referenced object 4in Vcur needs 1o be iEE:DT 8
removed, there isn’t a need to check if it 1s carried first. CALL 1

# I trust that this routine will be of wse to other users and I hope my ENDIF

1 explanations about it are clear enough to understand,

ADDING A BIXIT OF BOUNCE

| * %K XK X
Mr Hayes has also sent a disk for the PD Tibrary which contains a

small demonstration of this routine with a number of objects and By ArrTtorry Qu 7r1rr - SPECTRUM + 3

various doors to be opened if you are holding the correct key.

| This is extremely useful for any Amiga owners who would like to see This routine could be used when, for example, you are landing a space
' the ) ; ' ] 1 . _ y .I _
J in. whole inventory routine working without the need to type it all craft on a landing pad to give the more realistic effect of your craft

) bouncing hefore finally coming to rest.
See the item on PD disks for detaiis.
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) PROCEDURE 001
1. The Variables we will use are as follows:
1 ADDV 4 115
1 REDRAW Variable 5
| suBv 4 115 1 = Player holding the key
E REDRAW 2 = Player not holding the key
; ADDV 3 115
. - REDRAW variable 14
é sUBY 3 115 Area colour (1 to 7)
1 REDRAW -
: ADDV 2 115 Now enter the following conditions:
i - REDRAW
H' - sugy 2 115 Note: Make sure vou put the GENERAL condition AFTER General Condition
i REDRAW 001. If you put it in condition 001 it won't register your Keypress
£ ADDV 1 115 | so any condition from 002 onwards is okay.
: REDRAW |
« suBy 1 115
¥ GENERAL CONDITICN 002
1|
ﬁ This routine can be activated when needed, for example: CMPYV 71 121
|\ IFEQ
% - THEN
! IFHIT 001 {Big landing pad) CALL 001
| THEN ENDIF
| CALL Q07
| ENDIF This ensures that pressing key "G" will activate the routine.
|
h"" {OCAL CONDITIION
; INVENTORY,/ INFORMATION SCREEN
K SETV 5 14 (set colour to 5)
T By Arrtirory Qui7rrrr - SPECTRUM + 3 IFACTIVE 3
TR THEN
w TEXTCOL 115
D, G. Marley sent in an excellent routine which was reatured in issue PRINT 2 10 22
Il 3 for an Information Screen but the only problem with it was that you | DESTROY 3
l; couid only return to the positions (entrances) in those areas. With SET 1 5
| the following routine you don’'t have to go to another area or store ENDIF
k_ your position. IFACTIVE 2
? - THEN
I First of all you should create three objects. Object 1 1s a clesed CALL 3
=1 door (a rectangle shaded number 12), Object 2 is a key (you can make ENDIF
this any shape and colour). Object 3 1is an o¢open door {a rectangle
shaded number 2). Colour your area number &, Your 1ist should look .
\a 11ke this: - PRCCEDURE 001
L | SOUND 1
i 001 ENTRANCE COLCOUR 000 000
i 002 RECTANGLE TEXTCOL 71
| 003 (KEY SHAPE) PRINT 1 1% 3
I 004 RECTANGLE - CMPY 1 5
h IFEQ
| THEN
W Now you should create four messages as follows: :Eé?; 2 10 6
! 001 INVENTORY DELAY 50
L 002 Carrying the key REDRAW
k | 003 The key is needed CALL 2
I

Q04 Access 18 granted
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PROCEDURE 002

PROCEDURE 003

CMPY
IFEQ
THEN
COLOUR
REDRAW
ENDLF
CMPY
iFEQ
THEN
COLOUR
REDRAW
ENDIF
CMPY
IFEQ
THEN
COLOUR
REDRAW
ENDIF
CMPY
IFEQ
THEN
COLLOUR
REDRAW
ENDIF
CMPV
IFEQ
THEN
COLOUR
REDRAW
ENDIF
CMPY
IFEQ
THEN
COLOUR
REDRAW
ENDIF
CMPY
IFEQ
THEN
COLOUR
REDRAW
ENDIF

CMPY
IFEQ
THEN
TEXTCOL
SOUND
PRINT
ELSE
SOUND
TEXTCOL
PRINT
SETVY
DESTROY

7

Q00

000

000

000

000

elale

000

000

113
7
3

2
115
4
000
2

14

14

14

14

14

14

14

11

22

22

VIS 4

ENDIF
wWhen you have typed it all in, ACTIVATE the key. Press key "G" and it
will show you that you are carrying the key, Then open the door.
That's all there is to ittt Just remember to set Variable 14 (the AREA
colour) to whatever colour your area 185. If i1t 1s red then set

Variable 14 2, and once vou have used the object like a key remember
to set Varijable 5 to 0, so that the system knows that you have used 1t
and will not print 1t in the inventory.

8 BIT ANIMATION
By Steverr F~Flarnagesrr - COMMODORE 64

When programming simulated animation on 8-bit machines you should
follow these simple guidelines:

1. Use IFVIS instead of TOGVIS. This means that you can have more

than one animation at once, because there 18 no set pattern to the
animation sequence,

2, It is best to trigger the first object in the animation sequence
randomly. This makes the animation less predictable, Unfortunately
the Kit does not have a command to denerate a random number so You
wil)l have to write your own generator,

The only way a computer can
make a random number 1s to
use 1ts internal clock., In
the Kit wvariables 122 and

123 are  interupt timers. VIS i TFUIs z  IFVIs 5 IFUIE 4
Variable 122 increases 60 THEH THEN THEN THEH
times a second, sSO you can INUTS 1 INUIS 2 INUTS 5 THUT= &
randomly trigger the VIS Z VIS 3 VIS 4

animation off by using: ji ;

CMPY 15 122 T

IFLT (with thisy—"

THEN ————

VIS 1

The above routines should be put 1in seperate LOCAL conditions so that
the plaver can move in mid-animation. The animation routines given 1in
previous Newsletters only let +the player move at the end of the
animation.

There is no 1imit to how many stages your animation c¢an have using
these methods. This is the way I programmed my RACER routine 1n the
PD of the User Group. If you own a C64 and are having problems with
animation then I suggest you have a 1ook at it. It consists of the
road with cars on it coming towards you, You have to move left and
right to avoid them. I used IFCRUSH to detect if one of the cars hits
vou. It is advisable to include a REDRAW at the end of all conditions
containing visibility commands. This does siow the game down,
unfortunately, If you do not include this command, the animation can
only be seen if you keep moving.

1 hope this routine has been of 1interest to you. If you have any

gueries yvou can contact me through my hotline number. :
R O A S N e o 3 K KK B K K R R K G 2K e 800 0 o o o0 0 SO N AR 0 I 0 A 2 0 i s R A o ok o ok K KK K K
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PURBRLIC DOMAIN LIBRARY
NEW ADDITIONS TO THE LIST!

SOUND SAMPLES - AMIGA

Mieke Van Der Poll, bless her, was extremely frustrated that she
coulign’'t get the Make Sample Bank program to work so I sent her
another program that did the trick. She was so grateful that she has
kindly donated a disk for the PD library that contains no less than 26
new sound sampies on it together with the new MakeSampleBnk program
that I sent her. The sound samples are. extremely varied - which 1is
why she has chosen to call the file “various.bnk”. There is a sound
for every occasion here! What more could you ask for? The sample bank
is gquite a big cne - 219,588 bytes but it still loads together with
the 3D Kit and all the sounds work very well 1ndeed,

INYENTORY ROUTINE - AMIGA

This is the routine that is listed here in the newslietter by J. Hayes.
It 18 an extremely ihteresting and useful routine and the
demonstration datafile and the border provided on the disk show Jjust
how well the routine works. Very clever programming and a most useful
routine to study and learn froml

SPIELLRAUM - ATARI ST

Sent in by Peter Ward who said “this 1s not exactity an earth-
shattering adventure, really more of a trial to see what could be done
with the kit". Welil if that is a first attempt I’m impressed. I got
completely and utterly lost in the maze of passages - I can’t figure
out 1f pressing the PANIC BUTTON that I found helped or not! However,
I'm going to keep trying to find my way about. Also on the disk you
will find two objects, a galleon and a very well known starship! The
disk has the runnable version of the program, the datafilie angd the
objects. I played from the datafile as I couldn’t get the runnable to
load properly. Maybe I'm thick!

BORDERS ~ ATARI 8T

This sujite of borders sent 11n by Robin Bail will be a godsend to
people with no artistic talent, What a clever fellow he i1s! The threse
borders that I saw were very well drawn indeed. There 15 a border to
suit different tvypes of games and my TFfavourite Just has to be the
border made up of the bohes with the skull peeping cut at me and the

green eyes peering at me from wvarious points. The more I viewed the
border the more I found to interest me.

The octher 1tems on the PD list so far are as follows and were reviewed
in the Jlast 1ssue of the Newsietter:

DARKHESS CALLS stand alone program fTor AMIGA by James Yusuf.

DARKNESS CALLS objects datafile for AMIGA by James Yusuf.

FLANET GF THE DALEKS datafile and border for AMIGA by Steve Hilder,
E.F,T.P.Q.T.C.M (Escape From The Planet of the Cardboard Monsters)} a
stand alone game and utilities for Amiga by Andrew Herbert.

AMIGA BORDERS a suite of borders for the Amiga by A.J.Bevan.
INFILTRATION a stand alone game fTor ATARI ST by Robin Ball.

THE MAZE datafile and border for ATARI ST ({1 meg.) by David Sambrook.
ESKAPE a datafile for COMMODCORE 64 by Steven Flanagan.

RACER ROUTINE and ESKAPE datafiles for C64 by Steven Flanagan.

A1l the disks are available from the usual address and cost just £1.50

each (UK) and £2.50 for overseas members (extra postage costs,sorry!),.

You are all invited to send in contributions for the Library and it

would be helpful if datafiles could be included, if possibie,.
HOPEFULLY THERE WILL BE MORE FOR THE NEXT ISSUE!

30




	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15

