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The 3D Construction Kit

The 3D Construction Kit is a utility for creating 3D worlds. It was developed by Incentive

Software - using their Freescape 3D engine - and published by Domark. The kit was released

in 1991 on the ZX Spectrum, Acorn Archimedes, Amstrad CPC, Commodore Amiga, Atari ST,

PC and Commodore 64/128. The software came with a 30 -minute VHS video tape, featuring
anintroductionand  a tutorial presented by lan Andrew, the original designer of the Freescape
system.

Incentive Software had released several commercial games using the Freescape engine prior
to the release of the kit (Driller, Darkside, Total Eclipse and Castle Master), but the release
of the k it gave users the opportunity to create their own games and virtual environments.

The kit ha s a simple , easy to use, graphical user interface , which allow s users to create and
manipulate objects within the game's 3D environment. Primitives such as cubes, cuboids and
pyramids ¢ an easily be created , edited, scaled and placed inthe 3D world.

To create a more advanced game  or environment , the k it allowed the addition of conditions,
using the simple -to-program Freescape Command Language (FCL). Sensors, animations and
interactivity could be added with very little programming knowledge. Elements such as
proximity sensors  that trigge red events and the ability to activate switches to open doors
etc. , made the worlds created with the k it come to life with a freedom not seen in computer
game utilities before 1991

The Newsletters

The 3D Construction Kit  newsletters were created and edited by Mandy Rodrigues, with a
new issue being released every two months, starting in June 1991. Readers of the
newsletters could send their contributions to Mandy who would include them in the next
issue. Many different art  icles and regular features were included, such as;

Mandyés introduction and editori al

Letters to Mandy and her replies.

Hints and tips sent in by readers.

FCL program listings with accompanying instructions

Articles and ideas sent in by readers with accompanying diagrams and notes.
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Competitions and public domain software listings.

The original newsletters have been scanned and are available for download as PDF files.
At the time of writing they were available from;

https://www.3dconstructionkit.co.uk/fanzines.html

This collection brings together the 18 published newsletters in a modern, restored format.

The original paragraph structure, headings, body -text, code -listings, articlesandhand  -drawn
diagrams etc. have been preserved exactly as they were in the original newsletters and every
effort has been made to reproduce the original content in the most faithful way po ssible. The

heading styles and fonts used in the newsletters have been standardised across all 18 issues
(the headings and fonts in the original newsletters varied from issue to issue) and the layout
formatting and spacing of the content has been modernised to make it easier to read.

The original newsletter front and back page cover images have been enhanced using an Al

process and included as part of this collection. Twelve of the 18 back covers were blank, or

only had a small user group logo at the bottom. In these cases a Freescape big -box game
cover image has been added above the logo to make the back covers more interesting.
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COPYRIGHT on anything which does not carry the writer's name belongs to the User Group. Copyright
on all other items lies with the writer. Members whose work is published in the newsletter continue to
hold copyright on it.

CORRESPONDENCE. All correspondence addressed to the User Group will be assumed to be for
publication unless otherwise stated. If you wish for a personal reply to a letter then please enclose a
S.A.E. otherwise replies will be published in the pages of the newsletter.

CONTRIBUTIONS  are always welcome from members. Hints, tips, routines or anything else that you

think would be of interest to other members are most welcome. It is your club so we want to hear

from you. If there is anything in particular that you would like to see cover ed in the newsletter then
please let me know.

HELPLINES

POSTAL HELP

If you wish to write in for help then please feel free to do so but please don't forget to enclose a
stamped, self -addressed envelope and | will do my best to solve the problem.

TELEPHONE HELPLINE

If you need to telephone me for help then | will try to be available during the hours between 2pm and

7pm each weekday and will be delighted to hear from you and will, of course, do my very best to help

with any problems you may have. As this telephone hel pline is available only to members of the User
Group, please do have your Registration Number handy and give your name when you call.

FACSIMILE

If anyone finds it more convenient to send a Fax then please feel free to do so. The telephone number
is the same as that for the telephone helpline.

Please address all correspondence to:

Mandy Rodrigues
The 3D Construction Kit User Group

The 3D Construction Kit User Club is an independently run club but is under license to Incentive
Software



EDITORIAL

Welcome to issue 1 of the 3D Construction Kit User Group newsletter.

Future issues of the newsletter will contain a rather shorter editorial, about a page (if you can put up

with my woffling for that long!), but as this first issue is rather special | thought it only fair to include

something about myself and my "qualificat ions" for being editor/member -in-chief of the User Group,
to introduce myself a little bit so you know who you are writing to or speaking to on the telephone. |

have been the editor of Adventure Probe magazine for over three years and was a freelance write

prior to that. | have published three games of my own and several for other authors through my own

software company and have been involved (devoted, obsessed!) with computers for quite a number

of years now. | have an embarrassing number of computers of my own and have been privilaged to
playtest all versions of the kit and, of course, wrote the manuals (with considerable help from the
programmers, bless them!) so | feel confident that | can answer most of the problems that will come

my way. If not, | kno  w a man who can!

I am married with two children and am fortunate in that the whole family are computer crazy (hence

the embarrassing number of computers in the family!). My husband deals with the photocopying side

of things too and | don't know what | would do without him when it comes to producing all the
newsletters. Well, enough about me, let us get on with more interesting matters now.

The aim of the User Group and the bi -monthly newsletters is to provide help, support and information
on all aspects of the 3D Construction Kit. To exchange useful information and advice as we explore
together the possibilities of one of the most exciting p roducts to be released to date. | say "together"
because, although | have been working with the 3D Construction Kit for .quite some time now, there

is still so much to be discovered and | will be learning alongside everyone else. As the 3D Construction

Kit is so. new. there is so much to be explored and discovered and, | feel that the prospect is extremely
exciting.

As this is the very first issue of the newsletter it is, obviously, written mostly by myself. | would like

to remedy that if possible and ask that members do write in with their routines, suggestions, articles

and the like so that as much information as po ssible will be available. So if you develop a routine or
come up with an idea then do write in and tell me about it. You never know just how important that

bit of information could be to another user. What may seem obvious to some may be very obscure to

others (I speak from personal experience here as | do have a habit of going the longest route when

the obvious shortcut is staring me in the face - the programmers at Incentive will know what | mean.
They have been very patient with me and at times it has be en rather like talking down an aircraft with
all the pilots out of action and a passenger at the controls! - thanks boys!) And, of course, do feel free

to write in for help too. | would love to hear from you, even if it is just to chat and tell me about
yo urself, so do please get in touch. | have already had quite a few letters, some asking for help and
these will be dealt with in this issue.

The newsletter will develop and evolve over the coming months and | will try to ensure that each
computer is covered in each issue. Once the 8 bit versions of the 3D Construction Kit are released

there will be at least one page devoted to each of the six versions with material especially relevant to

each particular machine. In this way | hope to ensure that no -one feels left out and that there is
something of interest for everyone in each issue.

Shortly | hope to launch our very own Public Domain library which, hopefully, will contain routines,
borders, members games and all sorts of "goodies". It would also be nice if we could offer a playtesting

service within the User Club so if anyone would li ke to offer their help in playtesting, evaluation etc
on other member's games or environments could you let me know. Above all, please remember that

this is YOUR newsletter and | would like you to let me know what you would like to see covered in the

newsl etter. Ideas, opinions (both good and bad) are welcome as it is only if | get a little feedback from

you that | can make sure that you get exactly what you want from the User Club. Contributions will

also decide the size of the newsletters. The minimum siz e will be as this issue but if there is a lot of
material for a particular issue then it will mean a fatter issue with lots more information for everyone.

As this is the first issue there is very little in the way of letters for the letters pages so | would like as

many of you as possible to write to me and let me know what you think about the Kit, you might even

have a grumble or two, or some ideas that you would like to share with the other members. One of
my very favourite sections of any newsletter or magazine are the letters pages so, if you feel the

same, do take the time to put pen to paper (or pinkies to the keyboard) and get in touch. Your
problems a nd ideas are also needed, remember that often a problem shared is a problem solved!
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It could well be that the area that is presenting difficulty for you is also causing someone else a
problem so do let me know about it.

As | mentioned earlier, | have been working on the 16 bit versions of the Kit for quite some time now

and | am still working hard, this time on the 8 bit versions and am becoming familiar with those
versions at this very moment and | am happy to say that t he 8 bit versions are just as exciting as the
16 bit versions. | am also busy, well, when | get the time, trying to work on my own environment

and, like you, am thoroughly enjoying myself in the process. In fact, | get the sneaky impression that

the 3D Con struction Kit is taking over my life - I'm not complaining - who could!

| see the bottom of the second page approaching rapidly so | will leave you to get on with reading the

rest of this newsletter now. | sincerely hope that you enjoy this first newsletter and that you find it

useful and informative. If there is any particula r aspect of the Kit that you would like me to cover in
the next newsletter then please do let me know and | will do my best to please. One final word (does

this woman never shut up!), I sincerely hope that you all get as much pleasure and enjoyment out of

using the 3D Construction Kit as | do.

Right, that's all from me for this issue. I'll see you all again in the next newsletter. And meanwhile,
please do get in touch with me for either help or to send in material for the newsletter.

Mandy

MORE ABOUT THE FREESCAPE SYSTEM

AREAS

The 3D Construction Kit uses an enhanced version of the FREESCAPE (tm) system. The system allows

you to represent a virtual world that you can move around and interact with. This world is represented

in three dimensions known as X, Y and Z. X is equivalent to left and right, Y is equivalent to up and
down and Z is equivalent to near and far. The world is divided up into regions known as AREAS. Each

area is like a box and has a set size. A coordinate of X=0, Y=0, Z=0 (View: 000.000.000) represents

the neares t bottom, left hand corner of an area. The world is seen from a single viewpoint which
occupies one unit, looking in different directions. The direction is represented by 3 Angles: X rotation
represents looking up or down, Y rotation represents looking lef t or right and Z rotation represents
looking sideways (tilting your head). These rotations are measured in degrees and 360 degrees means

that you have turned full circle. ROT:000,000,000 means that you are looking straight ahead.

Changing the Y rotation by 180 (ROT:000.180.000) by doing a U -turn, means that you are looking
directly behind you. Changing the X rotation to 90 (ROT:090,000,000) means that you are looking
straight down. An X rotation of 270 (ROT:270,000,000) means that you are looking straight u p.

An AREA can be used to represent a room of a house or an "outdoor" region. Areas have no
geographical relation to each other, but are tied together by ENTRANCES. An ENTRANCE has a position

and View Direction. The user can be placed at an entrance position in a specific area by some form of
trigger (ie. walking into a door. This could effectively "move" the viewer from a hall (on an area) into

a room (another area)).

OBJECTS

Objects can be placed into an area to make the environment. These are solid and, as such, cannot be
passed through when moving. Objects can have different sizes in X, Y and Z directions. Object position
and size are measured in a different coordinate syste m to the 3D world.

There are several basic object types ("PRIMITIVES") which can be resized and combined to make
larger, more complicated objects such as buildings, trees etc. The primitive objects consist of:

CUBOIDS: 3 dimensional boxes where the sides can be stretched and shrunk in 3 directions.

PYRAMIDS: These are similar to conventional pyramids but are truncated at the top (they are initially
flat on top). A FREESCAPE pyramid, like the cube can be stretched and shrunk in 3 directions.

RECTANGLES: Flat (2 dimensional) boxes whose sides can be stretched and shrunk in 2 directions at
any time.



LINES: Two points in 3D space joined together by a line. These two points may be moved in 3
directions.

TRIANGLES : Three points in 3D space forming a triangle. These points may be moved in 3 directions.
Only triangular facets may be non orthogonal.

QUADRILATERALS: Four points in 3D space forming a quadrilateral. This can be non rectangular.
PENTAGONS: As triangles but with 5 points.
HEXAGONS: As triangles but with 6 points.

SENSORS: A single point in 3D space which can be moved in 3 directions. Sensors have the ability to
detect your presence within a defined distance and even fire at you!

Objects such as pyramids and triangles, which do not occupy a whole unit of space act like solid cubes
when moving around the 3D world. For example it is not possible to stand on the slope of a pyramid.
This cube is known as the object's BOUNDING CUBE.

Objects can exist in three states; VISIBLE, INVISIBLE or DESTROYED. Visible means that the object

is present in the world as a solid form. Invisible means that the object is not present in the world but

can be brought into the world by being made visible. Destroyed means that once an object has been
destroyed it is invisible and cannot be made visible again until the world is reset.

Each individual side of an object can be coloured differently. The amount of colours available depend,

of course, on which computer system you are using. But the first colour has a special property in that

it is not drawn. This can be used to improve the s peed of drawing the 3D world when used on object
sides which are never seen, such as the underside of a house or the back of a door which is placed
against a wall.

By painting all the sides of an object with this "Invisible" colour it is possible to have an object which

cannot be seen but which is solid and cannot be moved through. Note that in this case the object's
attribute will be set as VISIBLE even though it ca nnot be seen. This can be used to produce invisible
barriers or invisible triggers on floors.

INTERACTION WITH OBJECTS

Events or reactions can be caused by interacting with objects within the environment. Objects may be
triggered to respond to being shot, activated (touched/pressed/manipulated). Collided with or walked

on. However, an object will only be activated if the o bject is within a predefined distance known as
the ACTIVATE RANGE.

SENSORS

A SENSOR is a special type of object that will detect your presence if you are within a set distance
from it. This allows reactions to occur when approaching an object. A Sensor can also be set to respond
by firing back at you at a given rate.

THE FREESCAPE COMMAND LANGUAGE

In order to interact with objects, check and actions have to be defined in the form of short programs

called CONDITIONS. Conditions are written using instructions which make up the FREESCAPE
COMMAND LANGUAGE (FCL). FCL is a very simple but powerful set of commands which allow you to
manipulate and respond to any occurances. There is also a bank of memory which can be used by the

usert o store and view information relating to the environment and events. Each memory cell is called

a VARIABLE.

There are various categories of instructions in FCL:

VARIABLE MANIPULATION which is a set of instructions which act upon values stored in the
variable memory cells. These include commands to add to and subtract values from variables,
comparisons of values and setting a value.



OBJECT MANIPULATION which is a set of instructions which can alter the attributes of a specified
object. There are instructions to visiblize, invisiblize, destroy and swap the visibility of objects.

CONDITIONAL INSTRUCTIONS are a set of instructions to allow the execution of segments of
programs depending on the outcome of specific checks, such as, if a particular object is shot, if a
particular object is collided with, if a Sensor has sensed you etc.

OTHER COMMANDS  which are instructions to deal with functions such as printing messages, setting
colours, playing sounds and setting the TIMER. The Timer is a device that can be set to trigger a set
of conditions at a defined regular interval of time.

LIMITATIONS TO FREESCAPE

As FREESCAPE uses extremely complex mathematical algorithms to represent the 3D world on a 2D
screen, there are a few basic limitations to what you can do:

Objects should not overlap. The BOUNDING CUBE of one object should not occupy the same 3D space
as any other. This is especially true when you have GLOBAL OBJECTS or objects which are made
visible which overlap with normal objects.

The number of visible objects in any one AREA is limited due to memory restrictions. Excess objects
are not drawn. The maximum number of objects depends on the computer you are using.

As you can see, the limitations are very few considering just how powerful the program is

NEWS

Incentive have just announced that Domark will shortly be producing a compilation of games entitled

3D WORLD. The games that will form the compilation will be Driller, Total Eclipse, Castle Master and

The Crypt. The compilation will be available on all six formats: Amiga, Atari ST, PC, Amstrad CPC,
Commodore 64 and Spectrum. Details of price etc will be announced here when available. If any of

you want to see just what is possible with the FREESCAPE system then these are a must. They are

also extremely enjo  yable games.

ANIMATION

Some of the most powerful, and versatile, set of commands within the 3D Construction Kit are, of

course, the animation commands. With these a wide variety of special effects can be created to really
enhance your environments. This article will give some ex amples of how animation works and some
simple examples to get you started.

The most important parts of the animation conditions are LOOP and MOVE. When we enter the LOOP
command we are actually telling the system how many times we want the animation to be effected,

ie. LOOP (10) tells the system to move the animation 10 times. Th e MOVE command tells the system
the size and direction of the movement steps, ie. MOVE (40,0,0) tells the system to move towards the

RIGHT in 40 size units. So putting the two commands together we are telling the system to move 40

units towards the right 1 0 times.

In the first example we are going to create the effect of a large block in a wall which can be pushed
through to the other side. This could be useful if an object on one side of the wall were too high up to

reach and we wanted the player to push a block th rough the wall from the ajoining room and so
effectively providing a step on which to stand to reach said object. Firstly we would have to design

the wall and block as follows:
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The easy way to make the wall and block would be to firstly create a cube (cube 2) and copy this on

both sides and above then stretch the top and side cubes (3, 4 and 5) to form a solid wall. Then

stretch the "block" (cube 2) outwards to double its size to enable it to be pushed through the wall and
appear on the other side. Go to the top Object Menu and select ATTRIBUTES and click on cube 2 and
change from STATIC to MOVEABLE. Then enter the following CONDITION for Cube 2:

IF COLLIDED?
THEN STARTANIM (1)
ENDIF

Go to the top Area Menu and select CREATE ANIMATION. Go back to the top Area Menu and select
EDIT ANIMATION. You will now see 001 ANIMATOR. Click on this and enter the following:

INCLUDE (2)
START

LOOP (15)
MOVE (20,0,0)
AGAIN

Now if you walk into the cube, effectively pushing it, you will see it glide into the wall and if you walk
around the wall to the other side you will see that it has now been pushed through to the other side.
Of course the same effect could be done using t he "Activate" command.

(Thanks to Bob Rodrigues for this example)

In the next example we will create a gap in a wall with a moveable block to one side but have an
invisible trigger on the floor in front of it so that as the player approaches the gap (doorway?) the

block will start to move backwards and forward between th e opening. To make life a little more difficult
for the player we would have another condition on the moving block which meant that if they collided

with it then the game would end and reset. The only way through the gap would be to get the timing

of their movements exactly right. Firstly we would have to design our section as follows:
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Make two walls with a gap between (cubes 2 and 3) and put the moveable block (cube 4) between

them and up against cube 2. Don't forget to make this moveable via the Objects Attributes as in the

previous example. Now create a rectangle (5) and using the EDI T option turn it and bring it down so
that it is lying flat, rather like a carpet, in front of the gap. Colour this rectangle with the INVISIBLE

colour which makes it invisible to the player even though it is really there. Enter the following condition

for Rectangle:



IF COLLIDED?
THEN STARTANIM (1)
ENDIF

Create an animator, select it for editing and enter the following conditions:

INCLUDE (4)
START

LOOP (15)
MOVE (30,0,0)
AGAIN

LOOP (15)
MOVE (- 30,0,0)
AGAIN
RESTART

Now creat e a condition for cube 4 as follows:

IF COLLIDED?
THEN ENDGAME
ENDIF

Now try this out. Walk towards the gap in the wall and when you step on the "trigger" (rectangle 5)

the animation should start. Try and walk past the moving block without touching it then try once more

but touching it this time and see how the game immedia tely resets to the original state. Of course,
when creating the finished game we would design an END SEQUENCE which would give a more
polished effect than a reset.

Of course we could give the player more of a headache if we were to have two cubes moving backwards
and forwards between the walls, meeting in the middle! For this we would need to create two cubes

instead of one within the gap and make sure they were both moveable. This should look something
like this:
e
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We would then edit the condition for our "trigger”, rectangle 5, as follows:

IF COLLIDED?

THEN STARTANIM (1)
STARTANIM (2)
ENDIF

We would now need two animators, one for Cube 4 and the other for Cube 6. Our first animator can
be left the same and we would enter the following condition for Animator 2:

INCLUDE (6)
START

LOOP (15)
MOVE (- 30,0,0)
AGAIN

LOOP (15)
MOVE (30,0,0)
AGAIN
RESTART



Note the position of the first "minus" symbol. It is opposite to the first Animator so that they move in
opposite directions!

Now test this out to see the effect. If necessary the gap can be widened via the EDIT icons to
accommodate the two cubes. Experiment a little with the loop command and the first number after
the move command to see the effect.

In the next example we will do something slightly different. We will have a hole in the wall with two
cubes, one at the top and one at the bottom, which when animated will move up and down within the
gap. Design your setting like this:

\ tuse ¥ CugE
CURE [uBe &4 = ; . 2 L___ 7 3
e ~ 1 ]
| \ |
i ;
y H g 5
TUBE 6 ]
'S
Front view Top view

Create two Animators and enter the following condition for Animator 1:

INCLUDE (6)
START

LOOP (15)
MOVE (0, - 10,0)
AGAIN

LOOP (15)

MOVE (0,10,0)
AGAIN
RESTART

Enter the following condition for Animator 2:

INCLUDE (4)
START

LOOP (15)
MOVE (0,10,0)
AGAIN

LOOP (15)
MOVE (0, - 10,0)
AGAIN
RESTART

Note once again the position of the "minus" symbol and also that we are now using the Y coordinate
to move upwards and downwards' instead of from side to side.

Walk towards the gap and see how this animation works. Of course, if you wished you could INCLUDE

more than one object if, for example you wanted to create a portcullis to move upwards and

downwards within a castle entrance. Many different kinds of "traps" and "problems” can  be created
for the player using this kind of animation.

Animation can be used to enhance the environment as well as for obstacles to the players progress.
Lots of pleasing effects can be obtained. For example a swing in a park that really swings. For this
example we will not design a full park but will show sim ply how the effect can be created.

Use the CLEAR ALL option under the File Menu and create a cube. Make this moveable via the Objects
Attributes menu. We will use the floor as a trigger this time for simplicity so enter the following
condition for Cube 1:



IF SHOT?
THEN STARTANIM (1)
ENDIF

Create an Animator and enter the following condition:

INCLUDE (2)

START

LOOP (15)

MOVE (10,10,10)
AGAIN

LOOP (15)

MOVE (- 10, - 10, - 10)
AGAIN

RESTART

Now shoot the floor and see the effect.

Of course in the final "park" scene it wouldn't be a cube that was being animated but the seat of the
swing. But is is a good example to show the smooth movement of the animation in three directions.
Experiment with the Loop and the Move commands to see th e different effects that can be obtained.

These are just a few examples of how animation works and are designed purely and simply to get you

started. Many other pleasing effects can be obtained using animation. A flickering torch in a sconce

on a dungeon wall in a castle. A bird flying across the sky. A fish swimming in the sea (as in the
Kitgame with the shark and the little golden fish beneath). Water dripping from a tap in a bathroom.

This would be particularly effective if we were to include sound effects as follows:

INCLUDE (2)

START

LOOP (15)

MOVE (0,20,0)

SOUND (4) - (Amiga PING sound effect)
AGAIN

RESTART

A portcullis coming down with full clanking sound effects can be quite atmospheric, especially if it is
coming down on your head! Have fun and do experiment with animation and please remember to
send in your routines for inclusion within the newsletter to help other members - and me too!

BORDERS

One of the readers told me that the information on making borders for your final game is rather sparse

in the manual. Of course, it wasn't possible to cover everything in depth within the manual, (which is

why the User Club comes in very handy), and | prop ose to remedy this now with a few hints and
advice on creating them.

The very first thing you should do, before you start creating your masterpiece, is to take a good look

at your game and to make some notes. | look at all aspects of my game and note down such points

as, will there be a scoring system, will there be treasur es to be found and all sorts of things like that?
Games can include messages to the user which come up at various points during play and, most
importantly, which forms of movement the player will be able to use.

Make a note of all these items as space and layout is very important when planning your border. Icons

will have to be designed to take care of all movements you think necessary and spaces for messages,

score tables etc have to be allowed for. You will noti ce in the border provided for the Kitgame that
some of the movements which are accessible within the main Edit screen are not catered for so do
ensure that you have everything well planned before you even load in your Art Package.

One of the very first things | did when | wanted to create my first border was to load in my Art Package

(in this case it was the Deluxe Paint Ill for the Amiga), and actually load in the border from the
Construction Kit into Deluxe Paint Il to see exactl y how it had been created. | then (rather cheekily)
swiped some of the icons and saved them as bushes for later use, just to get the feel of how things
worked. Later, of course, | was able to create my own borders just the way | wanted them.
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For those, like myself, who are not especially artistic, it is very considerate of Incentive to provide a
couple of ready made borders so that we can get to work straight away.

It is extremely important, and time saving in the long run, to read the manual very carefully to make

sure that you know exactly what format is acceptable to your machine. | know from my own

experience how frustrating it is to work for hours on a border an d then not be able to load it into the
system because | didn't check the number of pixels, number of colours and format and had to start

work all over again! The format for the Atari ST and Amiga are 320 x 200 pixels, 16 colours, Lo -Res
and NTSC format. On  PC CGA itis 320 x 200 pixels with 4 colours and on PC EGA it is 320 x 200 pixels

in 16 colours. On the PC the borders must be in IFF format only and have an extension of .LBM. If you

are unable to make an NTSC with your art package then cut the screen as 320 X 200 pixels.

Although it may seem more sensible to position your border with the main control section directly

beneath the View Window, you can, of course, have this anywhere on the screen you wish as the

ability to Set the View Window is very flexible. Consider what t ype of game you are creating and
design a border accordingly. Perhaps you are thinking of designing an adventure in which the player

has to explore ancient Egypt and there are plenty of desert scenes. In this case it would be worth

while, perhaps, to incor porate Hyroglyphics into your border, or scenes representing the ancient
Egyption Book of the Dead. If, perhaps, you were creating a game set in medieval times some shields

and crossed lances etc. could be incorporated into the border. All this adds to the overall atmosphere

and presentation of the finished product.

I mentioned an Egyptian scenario in particular because | was talking to an artist friend of mine who
provided the excellent graphics for Level 9's later releases and for other software companies, and he
remarked that the 3D Construction Kit would be the id eal medium for creating such scenarios with
deserts and pyramids etc. But of course, with a program such as this there is so much scope for all

types of scenarios. If an environment were set in outer space, for example, the border created could

be as fanta stic as you wish. In fact, anything goes in this case, providing that all movements and
messages are catered for and that the player isn't dazzled by green, purple, pink and yellow controls!

If the environment were to represent the view from some form of vehicle then the obvious border
would be one to represent the inside of that vehicle with the controls on display and the environment
made to fit into the windscreen or porthole, or whatever, of the chosen vehicle.

On the Atari ST versions of the Kit a split screen has been used and it is rather important that we
remember this when creating our borders for that machine. If lots of different colours are used in
creating our borders on this machine the overall effect ¢ an be quite spoiled by the split screen, as the
top half of the border can be lost altogether or the colours changed unless care is taken when designing

the border. One easy way of overcoming the problem would be to ensure that the border consists of

a con trol panel only or that the sides of the border only reach half way up the screen. But if a full

border is required the careful selection of colours can overcome the problem. Make sure that the
colours chosen are compatible with the colours used within you r environment, in particular, the "sky"
colour. In this way the border which took a lot of effort will remain exactly as intended. The split

screen is peculiar to the Atari ST only and owners of other versions of the 3D Construction Kit do not

have this pr oblem and can use a full screen border.

Another point worth mentioning here is that care should be taken to ensure that the border itself

doesn't "overshadow" the environment. It would be a shame if your environment were spoiled by an
overlarge and overpowering border with overbright colours. Tr y to picture your environment and the
shades used and to select colours which compliment and enhance your finished product rather than

clash horribly and spoil the overall effect.

For those of you who are particularly artistic perhaps it would be a nice idea if you were to donate

some of your borders in the form of Public Domain software, which can be distributed through the

club. This, | am sure, would be of particular interest to those of us who get all "fingers and thumbs"
when it comes to using art packages. So if you do have a border that you are particularly proud of

and would like to share with other members, do let me know.

Finally, if anyone has any ideas on creating borders, or any other aspect of the 3D
Construction Kit for that matter, do please feel free to write them down and send
them in to me for publication within the newsletter.
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VARIABLES

To many people who are not too familiar with programming languages, the use of variables can seem

very complicated. Indeed, at first they do seem rather daunting but | will try to give a few examples

here of how they work to enable you to feel confident ab out them. Remember that they are very
useful tools and with a little understanding of how they work you can really create interesting and
involved environments and games.

In this first example, which is a very simple way of handling a variable, we will first create two cubes,

cube 2 and cube 3. Via the object attributes menu we will make cube 3 invisible both in the initial and
current status. This can easily be done by cre ating a cube and copying it to the left and using the edit
icons separate them slightly.

Now we will enter a condition for cube 2 as follows:

IF SHOT?
THEN ADDVAR (25,V40)
IF VAR=? (100,V40)
THEN VIS (3)

ENDIF

ENDIF

Note the two ENDIF's at the end of the command. This is because we have used two IF commands.
What we are doing is to add the value 25 to variable 40 if the cube is shot and then saying if variable
40 equals 100 then make cube 3 visible.

Now shoot cube 2 four times (25 times 4 = 100) and cube 3 should become visible within the view
window.

SYSTEM VARIABLES

We can make use of the variables which are reserved for use by the FREESCAPE system itself which

can make life much easier for us. Take the above example for instance. We could do exactly the same

thing and create the exact effect by using variable number 21 which actually counts the number of
shots fired for us. In this case we would set up the two cubes in exactly the same way as before,

making cube 3 invisible but instead of entering the condition for cube 2 (make sure you delete those
conditions before  going any further) we would create an Area Condition and enter the following:

IF VAR=? (10,V21)
THEN VIS (3)
ENDIF

Now shoot cube 2 ten times and see how cube 3 becomes visible. Of course, using this method we
are just checking how many times we have shot but not WHAT we have shot so if you wish a specific
object to be shot to achieve an effect it would be better to us e the former object condition.

Making use of the system variables can be useful in a number of ways. We could use variable 12 to

check the times the player has been crushed and then kill him off. This could be done very simply and

quickly for our example. Clear all via the File Menu and create a cube. We will use an animation for
this so create an animator and edit it as follows:

INCLUDE (2)
START

LOOP (15)
MOVE (0,20,0)
AGAIN

LOOP (15)
MOVE (0, - 20,0)
AGAIN
RESTART

12



Make cube 2 moveable via the attributes and select the "ground” cube (1) as the trigger by entering
the following condition for cube 1:

IF SHOT?
THEN STARTANIM (1)
ENDIF

Now create an Area Condition and enter the following:

IF VAR=? (10,V12)
THEN ENDGAME
ENDIF

Shoot the ground and when the cube starts to glide up and down, make your way until you are

standing directly underneath it. Now wait until you have been "crushed" about 10 times (remember

that each time the cube comes up and down it counts as crushing you twice!) and the game should
reset.

Of course these examples are very simple but with a little imagination splendid effects can be obtained
using the right environment and objects.

VARIABLES AND SENSORS

In the next example we will use a SENSOR and allow it to shoot us until we are killed (well, with a

little imagination you know what | mean). Create a Sensor and make it invisible via the attributes.

Use the ground as a trigger to make it visible when the ground is shot - see the previous examples
for how to do this. Then create an Area Condition and enter the following:

IF VAR=? (10,V11)
THEN ENDGAME
ENDIF

We use variable 11 because it counts the times that YOU have been shot. See page 61 of the manual
for the list of variables and their uses.

Select RESET before we try this as when we created the sensor it shot at us before we could make it
invisible. Now shoot the ground and count the number of times that the sensor shoots us. After 10
times the game should reset.

Before ending this article with another couple of examples, it would be helpful if you read the
paragraphs which you will find just below

the variable list on page 61 as we will use variable 20. What we will try and do now is to create a
situation in which the player cannot shoot until they discover and take the gun! For our purposes we

will use a cube yet again to represent the gun (I said you would need a bit of imagination for this
didn't 1?). As the first General Condition is only called after a reset we will create it and enter the
following:

SETVAR (V20,9)

Create the cube (gun) which will be cube 2 and enter the following Object Condition for cube 2:

IF ACTIVATED?
THEN INVIS (2)
ADDVAR (6,V20)
ENDIF

Note that before you "get" the gun (by using the right mouse button when close to it), you cannot
shoot at all but once you have the gun you can!

13



ANIMATING THE PLAYER

Routine by Bob Rodrigues.

By using the first set of variables used by the system we can achieve some spectacular effects as can

be seen in the Kitgame when the player enters the boat and is transported over the sea to the
lighthouse. For our boat we will use yet another cube which we will flatten to make something
resembling a skateboard without wheels but it is, for our purposes, a boat. Raise the "boat" just a

little way off the ground. Create ariver by creating a blue rectangle and stretching it across the ground

a little distan ce away from you. Don't forget to make the "boat" moveable via the attributes! Enter

the following condition for the "boat":

IF COLLIDED?
THEN STARTANIM (1)
ENDIF

Create an Animator and enter the following:

INCLUDE (o) (the number of our boat)
START

LOOP (100)

MOVE (0,0,20)

ADDVAR (20,V2)

AGAIN

If you move forwards until you are standing on our "boat" you should, if all goes well, find yourself

sailing smoothly across the river on the boat! We used Variable 2 because this controls the Z position

within the View window. Experiment a little by usin g the variables 0 and 1 to see the different effects
that can be achieved.

I hope that this will help those of you who were unsure about the use of variables to get used to how
they work and how you can use them to your advantage. | would be most interested to hear about
any special routines or effects that you achieve for future issues of the newsletter.

LETTERS

Dear Mandy,

| have just received my receipt after joining the 3DKC User Club. First | would like to say that your
clubis a very good idea, | know it will help me a lot on my Amiga version. | do need some help though.
How do | make use of the Fly 1 and Fly 2. When tr ied in editing mode they make no difference. In the
manual it says you can set Cameras. How? In early reviews (before 3DCK was released) we were told
that you create your own environment and "drive" around in it. How could you enter a vehicle and
drive aro und? The only way | can see is if you could load in borders during the game, is this possible?
| have some ideas that may be useful, why don't you ask people to send in finished games on disk
and start a mini PD club (Public Domain), one for each format an d do a small review on each in the
newsletter. You could charge, say, £1.99 per disk including P and P.

ROBERT DAVIS, Caterham, Surrey.
Amiga version

(Try using Flyl and Fly2 when in Test to see the results, Robert. The Cameras are not available for

use in Test or within stand  -alone environments but can be selected using the Mode Icon within the
editor (left mouse button to select and right mouse button to set). I'm afraid it isn't possible to load

in borders during the game in a stand -alone environment but if your border were designed to represent

the inside of a vehicle it would give the appearance of moving around the environment. You can

actually mov e the player around the environment if they enter some form of "open” vehicle though.

Check out the article on Variables for information on how this can be achieved. | too have been thinking

about a PD library and would be more than happy to organise this. Its success would depend upon
the response from the members though. Anyone else care to let me know their feelings on the
matter?........ Mandy)
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Dear Mandy,

I was thoroughly delighted with the 3D Construction Kit when it arrived. Full marks to Incentive for
producing such a fantastic program. | have always been fascinated with the idea of computerised 3
dimensional images and this is by far and away the most u ser friendly program of its kind that | have
seen. | am enclosing my registration slip and my application for membership of the User Club which,

I hope will provide me with a little extra help and support whenever | need it.

DOUGLAS BROAD, Luton, Beds
Atari ST Version

Dear Mandy

| am enjoying working with the Construction Kit and also playing the Kitgame (purely to get to know
how the system works of course, ha ha). | don't seem to be making much progress though, especially
in getting the gold bar that sits in front of the monste r er... dragon?... dog? that | meet when | open
the door just opposite the door to the shop. | managed to shoot it and it stopped shooting back at me
but that's as far as | got, | still couldn't get the gold bar. What have | done wrong do you think?

SIMON CROSS, Stafford.
Amiga Version

(The monster will stop firing at you if you manage to hit the spot where the sensor lies, around the

nose area. The way in, though, to the gold bar lies in another direction.. Go into the Kiosk and go

behind the counter to the left of the screen until you see an opening. Lower yourself until you can
enter the passage you see there and shoot the trapdoor. Walk towards it until you fall down and make

for the steps you will see. These lead up into the mouth of the monster. Jump down and you can get

the gold ba r. You can also turn the "force field" off via a panel on the wall that you will find on the

right side of the screen. | hope this will help you to make a bit more progress. If you need any more

help on this then please do let me know......Mandy)

Dear Mandy,

I have purchased your 3D Construction Kit from the Home Computer Club and am registering my copy
with you. Is it possible, however, that | can upgrade my program from version 1.00 to a higher one
even if | have to pay a little extra. Please let me know.

G.SEWELL, Spratton, Northants.
PC Version

(At present there is only version 1.00 available but, version 1.2 is being finalised at the moment,
although this contains no new features. More details about this and other versions will follow as |
receive them as well as any other news about the program , utilities, upgrades etc.......... Mandy)

Dear Mandy,

I am having difficulty in installing the 3D Construction Kit onto my Hard Disk. | have entered
A:INSTALL but it just doesn't seem to work. Can you please help me out?

DAVID BUCKNALL, St Helens, Merseyside
Atari Version

(You seem to have the command wrong, David. The correct way of entering the command you want
is A: (or B:) (RETURN) then INSTALL (RETURN). I think that should do the trick......... Mandy)
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Dear Mandy,

When trying to make a stand -alone game using the MAKE command, how do you load in the border
when you want to run the game? | have created (File).RUN but when you RUNEGA (File).RUN the
border obviously isn't loaded.

MARTIN REDWAY, Sidcup, Kent
PC Version

(To make a stand -alone game which contains the border of your choice you must first load the border

into the Kit together with the Datafile containing your environment. When you then use the MAKE the

border data will be saved along with the datafile and th e sound samples. If you get any further trouble
then please let me know....... Mandy)

More letters next issue i Mandy

PROBLEM PAGE

| have an Amiga 500 computer and am enjoying working with the 3D Kit very much indeed. | do have
a problem though. When | am saving or loading my datafiles from disk | sometimes get a DOS error
and am unable to access the drive. Can you help me sort out wh at the trouble is?

ANGELA BISHOP, Stoke -on - Trent, Staffs.

(Well, Angela, as you do not say which DOS error comes up it is difficult to say exactly what is going

wrong. | suggest you check out page 65 of the manual where you will find a list of the more common

errors listed. It is worth noting, though, that many D OS errors can be corrected by clicking on the top
DFO: in the File Selector. It usually works for me......... Mandy)

I noticed that when | had completed one area and filled it with a nice design of a house complete with
windows, guttering, garden with plants and trees etc, that the movement became quite slow. Can you
tell me why this happens. Is it usual or have | discov ered a bug?

BRIAN WILLIAMS, Dyfed, South Wales.

(It looks as if you have rather too many objects in that particular area, Brian. When there are a lot of

them it does slow movement down quite a bit. If you ever saw CASTLE MASTER by Incentive you

would be surprised to learn that they only had around 40 ob ject in each area to ensure speedy
movement throughout the game. There are quite a number of things that can be done to overcome

the problem, though. One is to make all surfaces of objects which are not visible in the View window

(i.e. bases of cubes), inv  isible. A clever use of objects is also quite useful. Suppose you had a window

on your house that was made up of a blue rectangle for the pane and four edited cubes for the
surround it would be much more economical to use two rectangles one larger than the other for the
frame and a smaller rectangle on top of this for the pane. In this way you would use only two objects

instead of five. If anyone else has any useful tips for saving memory in this way then please do get

send them in......... Mandy)

I am thoroughly enjoying the 3D Kit, it is fantastic! Only one irritation with the system - why is it that
sometimes when trying to position a rectangle for example, against another object such as a cube, it
vanishes into or behind the cube and has to be b rought back into view once more?

JOHN SCHOFIELD, St Helens, Manchester.
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(The way round that problem is to change to FINE step. Using FINE usually does the trick as the
number of pixels used in movement is smaller and you should be able to position rectangles against

other objects without any difficulty. While on the subject, i t is useful to note that using FINE step will
also shrink objects a lot further than the USER step......... Mandy)

Any other problems? Send them in and I'll do my best to help.

HINTS AND TIPS

NAMING OBJECTS

When designing your environments and a lot of objects are being created it is much easier to find the
object you want to edit, or include within a group, if you can see exactly what the object is at a glance.

It is much easier to discover which is the "doo rway" rather than rectangle (32), especially if the object
you want is obscured by other objects within the View window. This is simply done by selecting
ATTRIBUTES and selecting the object you want to name. Click on the NAME of the object and an
inverse ¢ ursor will appear. Delete whatever is written there, except the number and enter DOORWAY.
Now when creating your environment you should find life a lot easier.

TIME SAVING

If there were a large amount of objects within one area such as the upper and lower floors of a house,
movement could become quite slow. In this case it would be a good idea to make all the object on the

upper floor of the house invisible whilst exploring the lower floor. Then make the lower floor invisible
whilst exploring the upper floor. We could use the staircase as a trigger to toggle the INVIS and VIS

flag on all the objects. This should speed things up considerably. To do this we would start all the

objects on the upper floor as INVISIBLE and use some sort of trigger, such as when one of the steps

on the staircase is collided with, to make the upper floor objects VISIBLE and the lower floor objects
INVISIBLE, and of course another trigger could be use d to reverse the process when descending the
staircase once more.

LIGHT AND SHADE

To add a little more realism to your environments, it is often a good idea to include shaded areas on

walls and the "ground" to represent shadows of walls or trees etc. This can easily be done by, for
example, putting a slightly darker shade on a triangle, or edited rectangle, up against the lighter wall.
Do ensure that you are not adding shadows to animated objects though as the effect can be rather
strange once the animation has been effected.

SOUND EFFECTS

The use of multiple sound effects can sometimes give added atmosphere. For example to make the
sound of gurgling and splashing when the player falls into a pond we could use the following on a
selected trigger object:

IF COLLIDED?
THEN SOUND (5)
DELAY (20)
SOUND (5)
DELAY (30)
SOUND (5)
DELAY (30)
SOUND (9)
ENDIF
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The sound effects used here are based on the Amiga version. To make, for example, the sound of a
portcullis closing we could have the following condition on our selected trigger object:

IF SHOT?

THEN LOOP (40)
DELAY (10)
SOUND (6)
AGAIN

ENDIF

Here again we are using the Amiga sound sample bank. This gives a very realistic metallic, clanking
sound of a portcullis being lowered.

If we wanted to create the sound effect of a small metalic object being dropped we could enter the
following command:

IF ACTIVATED?
THEN SOUND (4)
DELAY (50)
SOUND (4)
DELAY (25)
SOUND (4)
DELAY (10)
SOUND (4)
ENDIF

By decreasing the DELAY each time we effectively reproduce the sound of the object hitting the
ground, bouncing a couple of times and then coming to rest.

VIEWING THE WHOLE AREA

If you wish to view the whole area that you are working on from the top view, instead of clicking on

the icon to view one of your created objects from the top, select the "ground" cube (cuboid 1) and the

whole area can be moved over and each object can be viewed within the area. If you are in EDIT
mode then each individual object can be selected of editing from above. This is particularly useful if

you were creating, for example, a maze such as a hedge maze in a garden. Or if exact positioning of

a flat rec tangle were required between some other objects.

CHECKING ANIMATIONS

A strategically placed object which has been coloured "invisible" can be very useful for acting as a
boundary for an animated object.
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LISTINGS

Quite a few of you have asked me how the introductory screen was produced in the Kitgame. Once
the messages have been printed and the key pressed it is difficult to access the conditions within the
startup area.

Here is the listing of the Conditions which may help you to work out what everything means and make
life a little easier when creating your own startup sequences.

IF VAR>? (V15,0)

THEN SETVAR (0,V40)

SETVAR (0,V248)

SETVAR (2,V35)

GOTO (6,1)

END

ENDIF

REDRAW

WAIT

WAIT

SETVAR (0,V19)

PRINT (" THE 3D KIT GAME",8)

PRINT(" \NMN  CREATED USING"8)

PRINT (" \ N\ N\ N THE 3D CONSTRUCTION KIT",8)
PRINT (" \ N\ N\ N\ N BY INCENTIVE SOFTWARE",8)
PRINT (" \ N N M M N N PRESS A KEY TO START",8)
LOOP 0

WAIT

IF VAR>? (V15,0)

THEN END

ENDIF

IF VAR>? (V19,250)

THEN ELSE AGAIN

ENDIF

PRINT ("PRESS A KEY TO START",7)

REDRAW

WAIT

WAIT

SETVAR (0,19)

PRINT'

There now follows a very long message about the Kitgame, how to play it etc which we can see upon
loading. We will not reproduce here as it would take up too much space. Once those print commands
have finished the program continues immediately with ...

LOOP 0
WAIT

IF VAR>? (V15,0)
THEN END

ENDIF

IF VAR>? (V19,1300)
THEN ELSE AGAIN
ENDIF
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THE 3D KIT GAME VARIABLES - 16 BIT

Sincere thanks to the programmers at Incentive for providing this list of all the variables used in the
16 Bit versions of the kitgame which should help, not only with being able to examine the variables
and understand their uses (and to cheat whilst playi ng the Kitgame) but also in providing ideas on

how to program your own variables within your environments.

Variable 31:
Variable 33:
Variable 34:
Varibale 35:
Variable 38:
Variable 39:
Variable 40:

Variable 41:
Variable 42:

Variable 43:
Variable 44:

Variable 45:

Variable 46:

Variable 48:
Variable 49:
Variable 50:
Variable 51.

Variable 53:
Variable 54:

Variable 55:

Time 0 -200.

Treasure collected 0 -99.

Score 0 -99995.

Text Timer (General Condition).
Cash and Grab counter (Frames).
Cash and Grab counter.

Game State.

0 = Playing,

1 = Lose (Time out),

2 = Lose (Energy out),

3 = Lose (Fell too far),

4 = Lose (Drowned),

5 = Win,

6 = End Game (Endgame sequence and finish).

Area Number (V.087?)

Rope Carried?

0 = Not carried,
1 = Carried.

Time Lapsed in Current Area.

Key Carried?

0 = Not carried,
1 = Carried.

Exit Pass Carried?

0 = Not carried,
1 = Carried.

Scuba Gear Carried?

0 = Not carried,
1=Worn.

- Lift X SHIFT.
- Lift Y SHIFT.

Puzzle Room
Puzzle Room
Loop Variable (Multiple Use).

Frames spent in Sea counter.

If 50 then Blackout and go to Desert Island.
If >75 then Drown.

X Coordinate at Beach Head when going to desert island.
Inventory/List Indicator..

0 = Not showing,

1 = First object,

2 = Second object etc.

Object Carried Counter - for inventory list.
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Variable 56:

Variable 57:

Variable 58:
Variable 60:
Variable 61:

Variable 255:
Variable 254:

Area 3.

Variable 253:

Area 3.

Variable 252:

Area 3.

Variable 251:
Variable 250:

Variable 249:

Variable 248:

Variable 247:

Inventory Request.

0 = Not requested,

1 = Requested,

2 = Current showing.

In Sea? (Desert Island).

0 = No,

1=Yes.

In Sea (Desert Island) Counter.
Animation Start Flag for End Sequence.

Dragon's Nose Shot?

0 = No,

1=Yes.
Non Resetable Variable - used for Highscore Store.
Z Viewpoint position - used for locking movement controls when animating the view ie.
Y Viewpoint position - used for locking movement controls when animating the view ie.
X Viewpoint position - used for locking movement controls when animating the view ie.
Temporary Variable - Expected to be used for duration of a frame.

Used to check whether on the boat or not.
0 = Not on the boat,

1 = On the boat.

Used to check whether in the sea or not.
0 = Not in the sea.

1 = In the sea.

Cheat on?
0 = No,
1=Yes.
Speed Trap On? (PC).
0 = No,
1=Yes.

A list of the variables used within the 8 Bit version of the 3D Kitgame will be published in the newsletter
when those versions of the program become available.
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EDITORIAL

Welcome to issue 2 of the 3D Construction Kit User Group Newsletter.

Quite a lot has been happening since the last Newsletter. The 8 bit versions of the Kit are now on sale

so we will be covering those machines too from now on. The language of the 16 bit and 8 bit versions

are quite similar although the input lines are not flexible on the 8 bit versions, and so quite a few
routines can be adapted from one to the other. | have had tons of letters so please forgive me if it is

taking me a while to reply - | am catching up slowly but the initial "rush” after the launch of the K it
rather bowled me over. Don't worry though, | will respond to all queries as soon as | can. Many of the

queries that | have received have been the same and so | have covered most of them in this issue.

There is also very good news for 8 bit users who wer e a bit miserable over the fact that that version
doesn't support animation. Thanks to our 8 bit wiz, George Dixon, routines to simulate animation are

listed in the relevant routine section of this issue.

One or two of you were wondering if they had missed an issue - it's all my fault for not putting ISSUE
1 JUNE/JULY on the front of the first Newsletter (I just put JUNE) and it gave the impression that it
was a monthly not a bi -monthly Newsletter. My apolo gies for that. This issue is the

AUGUST/SEPTEMBER issue and the next issue will be in October (OCTOBER/NOVEMBER). This could
change of course, depending on the amount of material sent in. If | am inundated with material from

readers then | might have to ch ange to a monthly Newsletter to fit it all in! Anyone joining the User
Group from now on will, of course, receive the current newsletter but if anyone wishes to purchase
back issues they are welcome to do so. The prices for each issue are the same as for t he sample

copies as listed on your registration card. But 8 bit members, please note that the first issue was
aimed mainly at 16 bit versions as the 8 bit versions were not on sale at the time of printing.

Now that many of you have had a couple of months in which to become familiar with the Kit some

first games must be nearing completion. If you have any that you would like me to see then do send

them in. | have also had some kind offers of playtesters so if you want them checked then please do
let me know. If you have any games that you would like to put into the Club PD library then please

send them along for me to take a look at. | have had a few borders sent in for the PD but | need some

more in order to  compile a disk of them. So far | have only had borders for the Amiga so other
machines will need to be covered too. | would like to eventually have PD disks covering borders,

routines, objects, games, sound samples, puzzles and any other subject that you m ight like to suggest
- for all machines - so that an extensive library can be built up for the use of all members.

Just one point, before | end, if you are writing for help from abroad please, please do write in English.

I know the manual was translated into various languages but that was done by someone else and

although | can tackle some "Latin" languages | cannot sp eak French or German and have no -one
available to translate your requests. | have received quite a stack of letters that | cannot understand

and it is a pity that | am unable to reply to them. Well, that's all from me for this issue. I'll speak to

you all again in October. Bye for now,

Mandy

LETTERS

Dear Mandy ,

| have just purchased the 3D Construction Kit from the Computer Club for my Atari 520ST single sided

drive. The disc received with the kit shows 0 Bytes on 0 Items? My drive does not accept this and

shows no icons. Can you please tell me why? | would appre ciate it as i don't feel like laying out this
money for a blank disc! Thank you,

N.DOUGLAS, BEESTON, LEEDS
ATARI ST

(The disc supplied with the package is for double sided drives only. If you send your disc to Incentive
Software they will be happy to provide you with versions which are suitable for single sided disk
drives....... Mandy)
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Dear Mandy

I have been trying to install the Kit on hard disk. You state in the manual: Run the INSTALL program

from the CLI and answer the on -screen prompts to install the Construction Kit on to a specified hard
disk. This is hardly a friendly way of installing to H D for the first time user. | tried: run dfO:utils/install
(RETURN). This results in the following: "(CLI2) 1:SYS:>Please ensure original KIT disc is in drive

DFO: NOTE - any non -existing subdirectories will be automatically created. Type PATH for INSTALL
(e.g.DHO:UTILS/3DKIT)." What | got was "ERROR: You must specify a FULL drive/path specification."

What does this mean? It seems to suggest that an error has occured! | decided to ignore the error

and instead specify where | want INSTALL to place the KIT: Ge neral (RETURN). All | got was "Execute
permission not set. Unable to load General: File not an object module". What on earth does this mean?

MR RICHARD HOWE, Isle of Wight
AMIGA

(The answer to your problems regarding the INSTALL program, the correct procedure for installing

the 3D Construction kit is to type at the CLI prompt: DFO:UTILS/INSTALL (RETURN). You will be

presented with the following prompt: Please ensure original KIT d isc is in drive DFO: NOTE - any non -
existing subdirectories will be automatically created. Type PATH for INSTALL (e.g. DHO:UTILS/3DKIT).

At this point you must type in the full path specification for the installation procedure. The program

will then report  on the progress of the installation. When completed, a fully installed version of the
Construction Kit will be found in the specified directory......Mandy)

Dear Mandy

When | have done a couple of objects and so on and saved it a few times | then suddenly discovered

that | can't activate anything from the top menu bar! It is very strange because | can create and edit

from the short -cut icons below, but | can't save it or do anything from the top menu bar at all. How
can | solve this problem please? | would also like to ask if it would be possible through the User Group

for members to swap their games between themselves as it would be fun to try other members games
created with the Kit.

STEFFEN JUUL -SORENSEN, Denmark
AMIGA

(I am sorry you have been having problems, Steffen. This is a problem that has now been corrected.

If you return your disc only to Domark Ltd (their address is on the back of the box) and ask them to

replace it with version V1.2 they will be happy to do so and | am sure you will experience no further
difficulties. Plans are afoot to start a PD Library within the User Group and, depending on the response

from members, an extensive collection of Borders, Routine s, Games, Objects etc can be made
available for interested members. This will, of course, depend entirely on members sending in material

for the Library. I'll keep everyone informed on progress......Mandy)

Dear Mandy ,

I cannot begin to tell you how helpful and interesting your first issue of the Newsletter was. | am

excited to hear you may set up a PD Library full of Kit stuff, and | think it will be very successful. You
mentioned in your editorial that you were looking for Kit Game Testers, and so | am offering my
services. Having played all the FREESCAPE (tm) games since my days with a C64 and DRILLER, | think

that | would be quite good, | would be glad to help you in any way possible.

SIMON BUTT, Cambs
AMIGA

(I am glad you found the Newsletter helpful, Simon. Thanks for your offer of help with the playtesting

service. | will put your name on file and will put anyone who needs this service on an Amiga game in
touch with you. Anyone else like to help in this way ?......Mandy)
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Dear Mandy

The 3D Construction Kit is a wonderful piece of software. | have used a number of Virtual Reality
systems but find that your software really holds its own. In a future update | would love to see the

ability to grab and move objects in real time and also a modem link with other computers so that two
people may share a world and have graphic representations of their bodies.

GORDON DURITY, Canada
ATARI ST

(I am glad you are impressed with the Kit and hope that you have a lot of enjoyment from working
with it. Thank you for the useful suggestions. | will pass these on to the programmers for possible
inclusion in future upgrades........ Mandy)

Dear Mandy

| am writing to congratulate you and Incentive on a fine and professionally written piece of software,

which | hope to use totally in the very near future. | unfortunately have one apparent bug in my copy

of the software. The problem occurs on the load and save part of the file menu. When | select save
data, load data, save object, load object, load border (or any other option that requires disk accessing)

the directory listing takes a good 30 seconds to appear on the screen. | have found that this slowness

only occurs when | am using the mouse option from the start up menu. When | select keyboard only

the problem disappears and | can then access the load and save features in a matter of seconds. |

very much hope there is a simple answer to this problem and it can be resolved promptly.

SIMON CLARKE, East Sussex
PC

Dear Mandy ,

I have encountered a slight problem with the Kit and that is | have an Amstrad 2086 with a 32 Meg
Hard Card and | also just bought a CONTRIVER MOUSE. When | installed this with the new mouse
driver in it

took quite a while for the DIRECTORY to appear and it didn't work properly at all. | returned the mouse

for a replacement but found the new one to be exactly the same. So | installed it once more and
selected the AMSTRAD MOUSE and it worked really well and now the Kit does everything it should. |
am very puzzled as to why the other mouse does not. | tried various mouse drivers but found the best

was the Amstrad one. | was wondering if anyone else had the same problem and if so have you
managed to solve it?  If so, could you please notify me as to what to do.

ALEX WRIGHT, Redditch
PC

(The problems you have both encountered with the Mouse drivers on the PC versions of the Kit have

now been fixed. If you return your disks to either Incentive Software or Domark (depending on which

version you have - see note at the end of the letters sect ion on where to send them) and ask them to
replace them with version V1.2 you should have no further difficulties......Mandy)

Dear Mandy ,

I'm not too artistic but | find a border made up of lines of various shades of grey gives an impressive

border suitable for futuristic games. | am sending you three for the PD Library. If anyone happens to

have Amiga Format magazine issues 19, 21, 18 and 1 7, they have Deluxe Paint tutorials that might
help you to create more stunning borders.

A.J.BEVAN, Ashford, Middx
AMIGA
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(The borders you sent for the PD Library were very impressive indeed and are appreciated very much.
They will help to start the ball rolling. Any other readers like to send in contributions?......Mandy)

Dear Mandy

I am having trouble loading my own borders into the Kit. The art program | am using is Deluxe Paint
I, which is mentioned in the manual. | would be grateful if you could advise me on this matter.

PETER JOHNSON, Dyfed
AMIGA

(I have received a number of queries about this. | admit that | didn't explain this very well in the last

Newsletter. If your art package supports NTSC then there should be no problem but many packages

do not. In this case you should design your border wit h 320 x 200 pixels. Lo  -Res, 16 colours but make
sure you save it out as a BRUSH not a picture as the system quite often reverts to the default format

and this causes the problem. Also make sure that you add .IFF to the end of the flename when you

save you r borders. You should then have no further difficulty....... Mandy)

Dear Mandy ,

| have recently purchased the 3D Construction Kit and have been trying to install it correctly. | am
finding that it will not run when copied to a floppy, nor will it properly install to hard drive through the

install program. One of the three files that t he manual says is necessary to run in the same directory
as the 3dkit.prg does not exist at all on the floppy, and the install program is install.ttp not install.tos,
as stated in the manual. When | run the install.ttp program it still does not work proper ly. I have run

the program from the original floppy, but | cannot copy it with any copier | have. | really haven't
gotten the chance to even load something in, hopefully,

these problems are minor. Do you know if there are known bugs with the program, or if faulty copies

went out? If Domark has a fix, could you please notify me of it? One thing came to mind was the fact

that | am in Canada, and there may be differences machi ne-wise. But that does not explain the
filenames, and given that Domark has a "Rest of World" price set for the Newsletter, they probably

expect that the program will be used in "Rest of the World". Hopefully all of this will work out. Thanks

in advance.

HOWARD SAUNDERS, Labrador, Canada
ATARI ST

(The problem re installing to hard disk on the Atari ST versions of the Kit has now been fixed with

version V1.2. If you return your disk to Domark Ltd for replacement you should have no further
difficulty. The initial batch of disks sent out by Domark wer e given copy protection. This was an error
but please don't worry - if anyone does have an "accident" with their original disk then Domark Ltd

will be happy to replace it for you....... Mandy)

Dear Mandy ,

| think the Construction Kit is brilliant. It is probably the closest I'll ever get to designing or creating

my own game. | spent all weekend writing down all the objects and attributes, conditions, area
conditions and general conditions and animations for area 001 of the Kitgame in an attempt to work
out what variables were attached to what objects and how they worked etc. | was reduced to a
jibbering wreck by Sunday evening! On Monday morning | awoke to discover the postman had
delivered the Newsletter, w hich is excellent. Plenty of ideas, hints and tips and help with Variables. |
am sure, though, that other users, like myself would like to see this section on Variables carry on. |

look forward to the next newsletter!

GLYNNE WATSON, Morley
ATARI ST

28



Dear Mandy

Thanks for the Newsletter - 1 look forward to seeing some more excellent stuff - well done. | have a
problem with the Kit. Though | haven't spent enough time on it nor experimented with samples all the
manual mentions is that samples have to be saved out i n .IFF RAW 8 bit format. As the sample rate

info is ignored, what rate should | sample the sounds so they playback the same (ie. what playback
rate does the 3DKit use?). | look forward to the setting up of your PD Library and would like to put
myself forwa rd as a games tester/evaluator. | work for a software house developing games on the
NES so | think | know what makes a good game. Have you thought about Sample Bank disks as well
as games, environments and borders in your PD Library?

ROSS HARRIS, Leeds
AMIGA

(Great idea about the Samples for the PD Library, Ross. | will certainly take that on board but as |
mentioned previously, it all depends on the response from other members. I'll also put you on file as

a playtester. There will be more info on making your own Sound Sample Bank in this issue. The Amiga
versions of the Kit have a playback rate of 10 KHz and the Atari ST versions have a playback rate of

8.3 KHz......Mandy)

Dear Mandy ,

Many thanks for the interesting and very informative first issue of the Club Newsletter. | have learned

a great deal from it. | have some information which may be of benefit to your users and may be of

use also to aid the distribution of the PD borders etc . Firstly, I discovered a bug in the 3D Kit which
affects Atari STFM users who have version 1.2 of the operating system (1.2 is quite old, about
1986/87). The bug is in the Atari operating system so it is not Incentive's fault. The problem lies in

the SAVE DATA and LOA D DATA options, for example if you create a CUBE and then remove the
master disk, insert a blank disk and then use SAVE DATA, once this is done re -insert the master disk,
and select LOAD DATA and try and load the KITGAME from the \DATA directory, you may f  ind that the
directory is empty. This is caused by a system bug which does not recognise the fact you have changed

discs. | reported this to Paul Gregory at Incentive and he has confirmed this is an ATARI operating

system bug in V1.2. | returned my master disc and he has sent me back a new bug free copy which
seems to be version V1.2 of the 3DCK.

Also | am the System Operator (SYSOP) of a Bulletin Board in Southeast Kent, although the Computer

Bulletin Board does not run 24 hours, | am online after 8pm to 6.45am EVERY DAY so | thought |

could set up a CLOSED file section for Borders and such on my system for users to download. | run
the Bulletin Board on a CPM based machine but have over 10 Mb of Atari STFM software and also have

some PC and Amiga files available, and | am also willing to set up a message area on my system for
messages etc on the to  pic - do you think this is a good idea? The telephone is 0233 620228.

CHRIS KING, Ashford, Kent

(I think it is an excellent idea, Chris. If any members are interested and are on -line then | hope they
get in touch......Mandy)

Dear Mandy

First | must congratulate the programming team of Incentive Software. | think they have designed a
very good tool for programming 3D objects. Normally if you want to construct 3D objects you have to

buy very expensive software and it is also very difficult to understand and to work with those
programs. But with the 3D Construction Kit it makes a lot of fun to build my own virtual reality. | also
agree with the suggestion of Robert Davis (Catesham, Surrey - Issue 1) to start a PD Library. Itis a

very good i dea because there are a lot of users who build fantastic worlds or objects or draw fantastic
borders and nobody except their family or friends ever get to see them otherwise. | do have a question.

Is it possible for Incentive Software to programm a tool fo r the 3D Kit to use more than 640 KB on
IBM computers? | am very sad about this because I've 4Mb on board and | can't use them. | can only

create 60 objects in an area but think it must be possible to build more.
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CHRISTIAN ROSENHAUER, Germany
PC

(At present users are restricted to 60 objects in any one area but | will pass on your suggestion to the
programmers and wait to see what they come up with. They are hard at work on other versions of the

Kit at present (news will be published here when it comes in). It would be nice if the extra memory
were utilised by the Kit........ Mandy)

Please note that, although version V1.2 of the Kit is available, it does not contain any extra

features from V1.1 or V1.0. If, however, any reader has experienced the problems

mentioned in a couple of the letters and feels the need to return disks for repl acement
please ensure that they are sent to the correct address. If your package was from the

Computer Club then it is Incentive Software, if the Domark version (in the black box) then

please address to Domark - the addresses are on the back of the box. Pl ease feel free to
contact me for advice on this first though, as I'll be happy to help....... Mandy

MORE LETTERS IN THE NEXT NEWSLETTER

VARIABLES

Since the previous newsletter | have had lots of requests for more information on variables. These
requests range from asking for more examples as in the last article to asking for an explanation for
those completely new to programming of exactly what they are and what they do.

A Variable is a symbol that stands for a value. In general programming on a computer they are more
complicated than those used within the FCL. Sometimes the value of a variable is unknown before you

RUN a program and one of the purposes of a program could be to find one or more values for a
variable. The most important thing is understanding how variables work, because variables allow you
to do complex tasks with your computer. They also let you write routines that are very re -usable.

Imagine that your computer contains a bunch of little slots, like a bank of mail boxes. When you write

a program, you can use some of these slots to hold values. All you would do in general programming

is to give a name to the slots you need, and during th e program you can put values into each slot by
using the slots name. In general programming a variable can be of three types: Integar which contains

whole numbers, Text string which are characters and Floating Point which are real (decimal) or whole
number s.

Within the FCL variables are much simpler and easier to use than in general programming. They are
used to hold numerical values only. Once a variable has been set to hold a selected number it can
then be added to, subtracted from etc and this is what makes them so powerful.

In a very simplistic form we can use a variable by setting it to hold a value of, say, 10 and during the

program we can add more to that variable when certain actions are performed and then tell the

program that when that variable reaches a certain figure, say 100, to perform a specific task, e.g. We
could set variable number 50 to hold a value of 10. We can have 9 gold bars scattered throughout our

game. Each time one of the gold bars is discovered by the player we will tell the program to increase

the val ue of variable 50 by 10. In this way, once all the gold bars have been discovered, variable 50

should hold a value of 100. We will have previously told the program that once variable 50 holds a

value of 100 we want a message to be printed on the screen suc h as "Well done! You have now
collected all the treasures!".

The real benefit of variables is that we can have many variables working for us on different tasks such

as holding the score, holding our strength etc. Throughout the game they can be working away adding

and subtracting as various tasks are performed until they reach the figure we have previously selected
for them to perform a specific task.

They can also be used to perform more complicated tasks for us where, for example we can use a
number of different variables to perform the same task. We could have one variable counting up to a

certain value and at that point we could have that variable a cting as a trigger to insert another value
into a different variable.
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Once you have some understanding of what they can do and you have variables working for you within
your environments you will wonder how on earth you managed to program anything at all without
them.

When you wish to use a variable in your game you should set the selected variable in GENERAL
CONDITION 1 to hold the value you wish. It is now ready for you to call upon whenever you wish from
different parts of your environment.

As many of you seem to be having difficulty working out how to create and reduce TIME and ENERGY
BARS I will "kill two birds with one stone" by showing exactly how this can be done and, as variables
are used for this, give examples on variable uses at the same time.

The following routine was programmed by Bobby Rodrigues (my son) on the Amiga and shows how
to have a TIME/ENERGY bar reducing until you are transported to another area which contains the
ENGAME routine.

First of all we will create Area 2 which is where we will hold our endgame sequence. What Bobby did
was to create an animation where a smiling head was sitting on a mat. A large cube descends and
squashes it flat and the message OUCH is printed on the scre en. What you should do first is to create

this scene as follows:
/ c

BEFORE ANIMATION AFTER ANIMATION

Create a flattened green cube (2). The head is a hexagon (3) with a mouth (rectangle) (4) and two

eyes (rectangles) (5 and 6). The crusher which is suspended in mid -air over the head is cube (7) and
the squashed head is pentagon (8). Make the latter invisi ble via the object attributes. Colour the sky
and ground black.

We are going to use variable number 31 so we must set that in GENERAL CONDITION 1 as follows:
SETVAR (V31,1)

Now create GENERAL CONDITION 2 and edit it to insert the following:

IF VAR=? (V31,280)
THEN GOTO (1,2)
ENDIF

We are going to use the "ground" cube (1) in Area 1 as our target for shooting so go to area 1 and
insert the following condition for cube (1):

IF SHOT?
THEN ADDVAR (1,V31)
UPDATET (1)

IF VAR>? (V31,200)
THEN GOTO (1,2)
ENDIF
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What we are saying here is: If the ground cube is shot then add 1 to the value of variable 31 and
update the instrument (which we will create in a moment) accordingly. If the value of variable 31
becomes greater than 200 then transport the player to entran celinarea?2.

Now we will go to Area 2, where we have created our endgame scene and animate it. Make sure that
cube (7) is set to MOVEABLE via the ATTRIBUTES in the Object Menu and create Animator 1 and edit
it as follows:

INCLUDE (7)
START

LOOP (20)
MOVE (0, - 30,0)
AGAIN

INVIS (3)

INVIS (4)

INVIS (5)

INVIS (6)

VIS (8)

LOOP (20)
MOVE (0,30,0)
AGAIN

PRINT (" OUCH! ",2)

Now create AREA CONDITION 1 in Area 2 and edit it as follows:
STARTANIM (1)

This is so that the animation we are creating will take effect as soon as the player is transported to
area 2.

Now, via the GENERAL menu we are going to create two INSTRUMENTS and edit them as follows:

INSTRUMENT (1) INSTRUMENT (2)

Type HORIZONTAL Type TEXT WINDOW

X POS 038 LENGTH 278 X POS 110 LENGTH 080
Y POS 005 HEIGHT 004 Y POS 164 HEIGHT 008
VARIABLE = 031 VARIABLE = 030
LEFT/BOTTOM 00000000 LEFT/BOTTOM 00000000
RIGHT/TOP 00000200 RIGHT/TOP 00001000
FG COLOUR 00 FG COLOUR 01

BG COLOUR 07 BG COLOUR 03

Right, that's all the programming we need for the moment. RESET the environment and enter TEST

MODE via the TEST ICON. You should see the ground and sky as normal but with a yellow energy bar

across the top of the screen. Now shoot the "ground" and as you do so you will see that the energy
bar is reducing towards the right and being replaced by a black bar.

As soon as the energy bar has been completely reduced you will be transported to our ENDGAME
sequence where you will see the smiling head being squashed to a pulp and the text message "OUCH!"
will be seen on screen.

If you want to then use the ENDGAME command this can be added to the ANIMATOR condition just
after the PRINT COMMAND as follows:

PRINT (" OUCH! "2)
DELAY (500)
ENDGAME

This will pause for a short time with the message on screen before the environment is RESET back to
Area 1 once more.

This is just an example of how to create and use Time/Energy bars and to transport the player to an
Endgame sequence. | am sure that you will be able to create really complex and exciting Endgame
routines. When you do, | would love to hear from you on how you did it and the routines that you
used, for publication in the Newsletter.
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NEWS
3D CONSTRUCTION KIT CIX CONFERENCE

A conference for users of the .3D CONSTRUCTION KIT has been opened on CIX. The conference is
closed and as such only REGISTERED users of the KIT will be able to access it. Anybody wishing to be
registered as a participant on the conference should simply MA IL the me under the username
DIMENSION with your registration number and at the earliest convenience | will contact MANDY
RODRIGUES and confirm your registration. If all is well you should receive a reply from me in your

MAIL basket within a few days.

What is the conference for?

Primarily the conference will be used by people wishing to contact 3D CONSTRUCTION KIT users to
exchange ideas, environments, FCL programs etc. Also as the conference is regularly moderated by
us at INCENTIVE any problems or queries could be answered by us

The conference has a filelist so if you have an interesting environment or object (or anything relating
to the 3D CONSTRUCTION KIT) you wish to share, simply upload it to the conference, MAIL me with
details of the file and | will include it in the filelis t.

We hope this conference will be a successful exchange forum for users of the KIT but that is really up
to the users so we hope to hear from you soon.

INCENTIVE SOFTWARE

PROBLEM PAGES

I am very impressed with the program but have a small problem. Maybe | am thick but | don't
understand what PROCEDURE CONDITIONS are for, can you please explain? | have tried to study the
ones in the Kitgame to see if | can figure out what they do but | am not making any progress there.

MARTIN WESTON, Cambridge
AMSTRAD CPC6128

PROCEDURE CONDITIONS are like SUBROUTINES and the command CALL is much the same as the
basic command GOSUB. 16 Bit versions do not have PROC CONDITIONS and, as they do save a lot of

time as they can be called up in the same way as basic subroutines, 8 - bitt ers do have an advantage
here. The PROCEDURE CONDITIONS inthe 8  -bit Kitgame are as follows:

1. Move Hammer along rail in Area 9.

2. Move Hammer along rail - part two.

3. Debug Gun.

4. Lift player on Platform in Area 11.

5. Limit energy to 100 if > 100.

6. Add 50 to the score.

7. Area 4. Check for the Exit Pass - Result if not carried.
8. Area 4. Check for Exit Pass - Result if carried.

9

. Gold Found message.
10. Teleport handling - Goto 12 2/ Goto 1 5.
11. Clear Text Window.

I hope that this will help you to a better understanding of how these conditions work. If you need
further help on this then please let me know......Mandy
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Please could you please tell me exactly what ANMCNT means? This is in the animations within the
Kitgame but | can find no reference to this in the manual at all. What does it do?

PATRICK GUIGNET, France
AMIGA

During creation of the program and the Kitgame various names were used for commands and
subsequently changed for others until the final version was complete. Unfortunately the command you

found - ANMCNT - is one of those obsolete condition names. It was le ft within the Kitgame but serves
no useful purpose at all and | apologise if this has confused anyone........ Mandy

I cannot find my 3D Construction Kit Release Number. | received the Kit via the Computer Club. Please
could you tell me where it is?

S. ARCHER, Poole, Dorset.

The Release Number can be found under ABOUT within the top FILE MENU or by clicking on the "I"
(Incentive) icon found at the bottom left of the Edit Screen........ Mandy

Please could you help me solve this problem? | have created a cube (cuboid 2) set attribute to
moveable and then made conditions for the cube (cuboid 2) as follows:

IF SHOT?
THEN IFVAR>? (V100,0)
THEN STARTANIM (1)
ELSE STARTANIM (2)

ENDIF
ENDIF
The animators are as follows:

ANIMATOR 1 ANIMATOR 2
INCLUDE (2) INCLUDE (2)
START START
SETVAR (0,V100 SETVAR (1,V100)
LOOP (20) LOOP (20)
MOVE (4,0,0) MOVE (- 4,0,0)
AGAIN AGAIN
STOPANIM (1) STOPANIM (2)
RESTART RESTART

The object is to shoot the cube and it moves to the right and stops and when it's shot again it moves
left and stops. This will be used to create the effect of a sliding door. Could you please help with the
syntax to create this illusion as it just isn't q uite right?

C.J. HELSBY, Warrington
AMIGA

The reason this routine doesn't work is because it is not possible to have two animators on the same
object. The use of the variables are also unnecessary here and should really be saved for more
complicated routines. A very simple way to achieve the effec t you want is as follows:

CONDITION FOR CUBE (2)

IF SHOT?
THEN STARTANIM (1)
ENDIF
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EDIT ANIMATOR 1 AS FOLLOWS:

INCLUDE (2)
START

LOOP (20)
MOVE (4,0,0)
AGAIN
STOPANIM (1)
LOOP (20)
MOVE (- 4,0,0)
AGAIN
STOPANIM (1)
RESTART

This should do exactly what you want. It works because when the cube is shot a second time it starts
reading the condition from the first STOPANIM command and continues until it reaches the second
STOPANIM command, then it goes back to the start once more. You can keep going for ever in this

Please could you tell me how to write a routine to climb stairs or steps?
ROGER GREEN, Blyth

You shouldn't really need any routine to climb steps, Roger. Providing your steps are not higher than

the maximum climb ability you should just be able to "bump" up them. Load in the Kitgame and turn

to face the steps leading to the roof of the Kiosk, now walk towards them and keep walking until you
find yourself climbing them and you will see what | mean......Mandy

| find the Kit very user  -friendly but | have a problem loading the 3D Kitgame. | try to load it
accordingto the manual, select the Border Directory, click on the KG Border and the program loads.
Whenlgoto TEST the border screen flashes on and then off immediately and the test screen appears
again. | am beginning  to think that my machine is at fault, can you help me?

BOB PORRITT, Middlesbrough
AMIGA

When a border is loaded into the Kit you will not be able to see it within TEST screen unless you define

the size of the window via SET VIEW WINDOW from the GENERAL CONDITION MENU. Once that is
selected you will be presented with the TEST window and the bo rder and a dotted line representing a
box which you should drag with the mouse until you have defined the window size you want within

the border. Once this is done you will be able to see the border and the environment without any

difficulty at all. Anothe  r common cause of this is failure to load the KITGAME datafile at the same time

as the border, if both are loaded there is no difficulty in this way at all....... Mandy

I have a question. How is it possible to enlarge an area beyond the size that it is when first created?

How it is possible to create an area as large as the Beachy Head area of the Shuttle Area in the
Kitgame? My guess is that it is something to do with th e scale number but no amount of fooling around
with this will do the trick, in fact, the scale figure is barely mentioned in the manual and | have no

idea what its function is. Please help!

ALLAN HERN, Bournemouth
AMIGA

The way to create the illusion of a very large area - and it IS an illusion - is to use the globals to

enclose the area you want and colour them as you would the sky so they are not visible. Now select
HORIZON OFF and as you wander around you will see exac tly what the effect is!
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Do make sure that you completely enclose the area with walls, floor and ceiling from the Globals or

you will get some very disturbing effects - in other words, never use Horizon Off in an open area. If
you wonder what | mean then just load in the Kit, crea te one cube, select Horizon Off and start to
turn yourself around - horrible isn't it? The SCALE is another matter altogether. This is what we use

to create what we fondly refer to as the Alice In Wonderland Effect. In other words, you can change

YOUR size within an area. Very useful if you wish to create a garden shed or other small area. Use the

globals, rescale the area and by only taking a couple of steps forward you should find your nose

banging against the far wall of the area! Experiment a little unt il you create the effect you
want......... Mandy

Please explain precisely how to see the demonstration 3D Kit Game on the screen. The handbook says
"Select TEST from the General Menu". | cannot find the word TEST on any menu. Please help me to
be able to see this demonstration program.

DAVID TURNER, Guildford
COMMODORE 64

If you have the disc version of the Kit and you scan the disc you should see the program KIT -DATA9
and KITSCR listed. However, to load the Kitgame you should select LOAD and when the item selector
comes up you should type in 9 and the Kitgame should load i n....... Mandy

I have encountered some things that are not in accordance with the manual. For instance, on loading

DATA (no DATAFILE visible) | get the file selector of Figure 2, which does not list KITGAME. It is also
disturbing to find that on selecting various files a message comes up "the requested file is not of the
correct format". My reaction to that is that your firm put them into the format that they have! | would

welcome some help on these points.

C.L. BORE, Surrey

When you are presented with the file selector of Figure 2 you should then select DATA and the datafile

menu selector should appear which shows the KITGAME. In a similar way when you wish to select a
border you should select BORDERS to bring up the relevant directory. Always remember that to return
to the PARENT directory you should click on DFO: (or DF1: if data disc is in a second drive) for Amiga
or click on Drive A: or B on Atari ST. If you originally selected LOAD DATA and then tried to load in

say a border you would get the message about not being of the correct format........ Mandy

Please could you tell me how | can format a disc for saving my datafiles on? The manual says that

they need to be formatted in a special way although compiled programs can be saved to discs that

have been formatted in the normal way. | don't know how to do the special format required, please
help.

SHARON WILLIAMS, Rhuddlan
SPECTRUM PLUS 3

If you have the disc version of the Kit you will find a program called FREESCAPE DATA DISK
FORMATTER on side one which will format your discs for you. If you have the tape version then, for

obvious reasons that program isn't included and you will have to s ave your datafiles to tape
only....... Mandy

I have just bought the program and | am having difficulty understanding how the ENTRANCES work.
| created an entrance but couldn't see it anywhere on the screen. Can you please tell me where | am
going wrong?
DARREN SEGAR, Ipswich
ATARI ST
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The entrance you expected to see, | think, are not the kind of entrances that are created with the Kit.
When you create an ENTRANCE it is invisible. It is a point where you wish to place the player (or

yourself) within a particular area. For instance, if y ou build a wall with a door in the centre which you
wish the player to pass through you should position yourself on the other side of the door, preferably
with your back to it - easily done by walking up to the door and performing a u -turn - and select

CREATE ENTRANCE. If you then select GOTO ENTRANCE you should see that the new entrance is
shown on the list as ENTRANCE 002. Now go to the other side of the door and create a condition for

the doorway such as IF COLLIDED? THEN GOTO (2,1). Now when the player collides with the doorway
he/she should be instantly transported to the other side with their back to the door just as if they had

walked through it....... Mandy

I am having problems trying to get the program to understand the conditions. | have entered some
of the Animation routines in issue 1 of the User Group Newsletter but cannot get it to accept any of
them.
AMANDA CHARNLEY, Exeter
AMSTRAD CPC464

I am sorry, Amanda, but the reason the routines don't work on your machine is that Animation isn't
available on 8 -bit computers, only on 16  -bit versions. However, all is not lost! See the section on 8
bit routines by George Dixon in this issue to see how s imulated animation can be achieved on an 8
bit machine!......Mandy

Please could you print more help on Variables as | still don't fully understand what they are and how
they work.
PETER SORENSSEN, Sweden
PC

Your wish is my command. Lots of requests have been received for more on the subject of variables.
I'll do my best......Mandy

HAVE YOU A PROBLEM? LET ME KNOW - IT MAY ALSO HELP SOMEONE ELSE!

SAMPLE SOUND BANKS

| have had quite a few letters regarding making members own sample sound banks. The problems
seem to be mainly on the Amiga and the Atari ST versions so we will deal with them here. My thanks
to PAUL GREGORY (one of the programmers) for his help with this article.

AMIGA

Copy all the samples you wish your bank to contain on a separate formatted disc and then copy the
JOIN/MAKESAMPLEBANK program to the same disc.

Boot the Workbench disc and start the CLI as previously explained. Put the new disc into drive DFO:
and type at the CLI prompt:

DFO0:JOIN DFO:'samplelname'+DFO:'sample2name'+DFO0:'samplexname'DF0:'Bankname’

For example if you have the samples, BANG, CRASH and SIREN on the disc and wish to create a
sample bank called NEW.BNK the command line would look like this:

DFO0:JOIN DFO:BANG+DF0:CRASH+DFO0:SIREN DFO:NEW.BNK.

This will create a new sample bank on the disc, to use this bank in the KIT simply start the KIT from
the CLI with the following command line:

"DFO:3DKIT - sSNEW.BNK".
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ATARI ST

Copy all the samples you wish your bank to contain to a new formatted disc, then copy the JOIN.TTP

file to the same disc. With the new disc in the drive, double click on the JOIN.TTP icon. You will be
presented with a dialogue box asking for parameters, in the text line of this dialogue box type in the
command line in the following format:

A:'samplelname'+A:'sample2name'+A:'samplexname’ A:'BankName'.

For example, if you have the samples BANG, CRASH and SIREN on the disc to create a sample bank
called NEW.BNK you would type the following command line:

A:BANG+A:CRASH+A:SIREN A:NEW.BNK.

This will create a new sample bank on the same disc. To use this from within the KIT you should copy

it to the BACKUP version of the KIT that you use and rename 3DKIT.PRG to 3DKIT.TTP. Then when

you start the KIT from the desktop you will be presented with dialogue box similar to before. Type in
the command line " -sNEW.BNK" and your new sample bank will be loaded instead of the default one.

| hope that this will clear up any confusion over using this part of the Kit. If anyone would like me to
cover any particular aspect of the Kit in a future newsletter then please let me know - itis YOUR club
so please do let me know what you want........ M andy

HINTS AND TIPS

BORDERS 1 ATARI ST
By JURGEN THUROW, Germany

To overcome the problem with the split screen border and the colours, as mentioned in the last
Newsletter. If you create your borders with Neo, you will have to adapt the colour table of the Area
Colours, if you use full screen borders (not split). Therefo re you should double the values of the colours
you need:

E.g. If the colours on Neo are 7 7 7 the 3D Kit would be 15 15 15, or if Neo is 35 1 3D KIT would be
6 10 2 to get the same colours.

Thanks to Jurgen for this tip that will help Atari ST users to be able to create full screen borders
without them being spoiled when moving around the different areas.

TO ACCESS THE READ -ME FILE
AMIGA

Quite a few people have had difficulty accessing the README file on the Amiga versions of the Kit.

This is a problem on single drive machines, as are all processes involving the CLI. To read the file you

must boot to the Workbench disc and start the CLI by opening the Workbench disc's icon and clicking
on the CLI or SHELL icon.

Then at the prompt you should type:
"TYPE 3D_KIT:README.KIT"

The machine will then prompt for the 3D KIT disc. Insert it in drive DFO: when asked and the file will
be printed to the screen.
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TIP BY MARCUS JONES

If you create a staircase which you want to lead the player into another area (you obviously cannot
build the staircase right up into the roof and you don't want the player to walk right up to the very

top before they encounter the entrance), you should en ter a condition for one of the steps - say about
half way up - as follows:
16 -BIT:
IF COLLIDED?
THEN GOTO (e,a)
ENDIF
8-BIT:
IFHIT o
THEN
GOTO ea
END

If you are creating a "landing" in a building between floors you will also want the player to be able to
descend the stairs to the floor below. Drawing these stairs is, for obvious reasons, quite difficult unless

you have a raised floor in your area. One w ay round this could be to make what appears to be a
trapdoor in the floor and enter conditions for it (as above) so when the player collides with it they are
transported to the required entrance and area.

Another way this could be done - especially if you don't want the player to get too close to the trapdoor
in case the illusion is spoilt upon closer inspection - would be to have a cube placed in front of the
trapdoor. Close enough so that the intention of descending the stairs is obvious. Paint that invisible

and enter the conditions for the invisible cube instead of the trapdoor.

ILLUSIONS

BY PHILIP DENYER

The 3D Kit lends itself to the creation of illusions very well indeed. If you want to create a secret
entrance such as those created in the film Labyrinth, it can easily be done by colouring the wall of the

room that the entrance leads into exactly the sam e colour as the outer wall where your entrance lies.
In this way the gap in the wall will not be seen until the player is right up against the entrance.

HALL OF FAME

Sincere thanks to the following members who kindly sent in contributions for the User Group
Newsletter during the past two months:

GEORGE DIXON. BOBBY RODRIGUES. MARK SLOAN. DAVID SAMBROOK. A.J.BEVAN. PHILIP
DENYER. MARCUS JONES. JURGEN THUROW. PAUL GREGORY. PETER KILNER. STUART
RIVERS. ALLAN MARTIN. ANDREW NEILSON and KURT SORENSSEN.

All members are invited to send in contributions for the Newsletters. Everything is welcome from a
full blown article to just the odd hint or tip. The more material that is received for the Newsletters the
bigger they will be!

If any member would like any specific topic to be covered in the Newsletter then do please write in
and let me know and | will do my best to include it as soon as possible.

Letters are also welcome on all topics relevant to the 3D Kit - even grumbles if you have any. | would
love to hear from you all so do write in.

The next Newsletter will be published in October so you have plenty of time to work on some useful
routines that you think might be useful for other members. Items for the PD Library are also needed
to get things started.
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PLANNING AREAS AND ENTRANCES

Before any real work is started on your environments it is much easier, in the long run, to make a

plan of the areas you wish to include and the connections and entrances which you will use. One of

the most frustrating things to happen whilst working on on e area is to start making the conditions for
transporting the player to another area and forgetting which area and entrance you wish them to be
transported to. It usually means having to go and find the area and check the entrances before
returning to the  area once more to enter the required conditions.

I usually make sure that | position myself at the correct viewpoint and in the correct position, say with

my back against a doorway, creating an entrance and immediately marking it down on my plan. In

this way | never forget what the logical connections sh ould be and | ensure that when passing through
a doorway | end up with my back to the connecting doorway in another area and likewise for returning

once more. It looks rather strange to the player to pass through a doorway and suddenly find
themselves righ tin the middle of a wide open area with the doorway seemingly miles away.

To illustrate what | mean, here is a sample of kind of plan | make before getting to work on a new
environment:
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8 -BIT ROUTINES
BY GEORGE DIXON

| have just received my first Newsletter. What a good read, congratulations! Although you state that

it was predominately 16  -bit orientated, | found that it certainly gave me food for thought to develop
(hopefully) routines that could emulate 16 -bit featur es. | must add that my four teenage children and
| are very excited at your ideas for the future of the Club and the Public Domain Library.

Now down to the results of my efforts slaving over a hot keyboard - we ancient 8 -bit owners have to
suffer the heat from Steam Driven computers.
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ROUTINE TO ACTIVATE SENSOR FROM TRIGGER PAD

Within the manual it is stated that SENSORS will shoot at the player when he is in range of the sensor,

even if objects are in the way. It is most unfair on poor unsuspecting adventurers to be shot at through

walls. The manual hints at the method to overco me this problem, but, is not entirely detailed. Here is
my attempt to correct this.

1. CREATE SENSOR.

2. POSITION SENSOR IN ENVIRONMENT.

3. SELECT ATTRIBUTES FOR SENSOR.

At this point may | state that the manual is not entirely clear on how to adjust the range and frequency

of a sensor. Within the DIALOGUE box for the sensor. Attributes, the SIZE statement really means

RANGE (0 -255); SPEED/FREQUENCY; SIZE (cannot be varied ). A value of 0 for SPEED means that the
sensor will detect but not shoot. Now back to the environment:

4. MOVE THE CURSOR TO 1ST PARAMETER OF SIZE (RANGE) AND CLICK  -ON. YOU CAN NOW ENTER
YOUR OWN DETECTION RANGE (SAY 10).

5. MOVE THE CURSOR TO 2ND PARAMETER OF SIZE (SPEED) AND CLICK  -ON. YOU CAN NOW ENTER
YOUR OWN SENSOR FIRING FREQUENCY (SAY 10 WHICH EQUATES TO 1 SECOND).

6. MOVE CURSOR TO "OK" AND CLICK -ON TO EXIT ATTRIBUTES.

7. CREATE A RECTANGLE AND FLIP IT TO ENABLE IT TO BE POSITIONED ON THE GROUND NEAR
THE SENSOR.

8. GO BACK TO SELECTION OF THE SENSOR ATTRIBUTES AND POSITION CURSOR OVER INITIAL
THEN CURRENT STATES. CLICK -ON EACH IN TURN TO MAKE INVISIBLE CONDITION.

9. CREATE THE FOLLOWING NATIVE CONDITIONS:

IFHIT 3 (Rectangle)
THEN

VIS 2 (Sensor)
END

To make this "action area" more localised, ie just trigger pad activated, we need to create a further
SENSOR then make the speed of SENSOR 1 0 so that it detects but does not shoot. Set SENSOR 2 to

your RANGE and SPEED parameters. Now your two SENSOR ATTRI BUTE boxes should appear as
follows:
SENSOR 1 SENSOR 2
POS: XXX XXX XXX POS: XXX XXX XXX
SIZE: 010,000,001 SIZE: 010,000,001
CURRENT: VISIBLE CURRENT: INVISIBLE
INITIAL: VISIBLE INITIAL: INVISIBLE

Adjust accordingly. Edit your LOCAL CONDITION as follows:

IFHIT 3 (Rectangle)

AND

IFSENSED 2 1 (Sensor 1)
THEN

VIS 4 (Sensor 2)
END

NOTE: The FCL editor requires that object number and area parameters be included with the IFSENSED
condition. This is not mentioned in the manual!
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ANIMATION ROUTINE

This is an attempt to emulate the Animation feature available on the 16 -bit versions. It is a bit crude
in that it is not as smooth as a 16 -bit, but, | am sure someone out there can improve on it.

1. CREATE/COPY FOUR IDENTICAL CUBES.

2. POSITION ALL CUBES ON THE GROUND BUTTING UP TO ONE -ANOTHER SO THAT IT APPEARS

YOU HAVE ONE LONG BLOCK.

p P

e

J 4

3. SELECT ATTRIBUTES FOR CUBES 2, 3, AND 4 IN TURN AND SET THE CURRENT AND INITIAL

STATE OF EACH TO INVISIBLE.

4. CREATE THE FOLLOWING LOCAL CONDITION:

TOGVIS
TOGVIS
REDRAW
TOGVIS
TOGVIS
REDRAW
TOGVIS
TOGVIS
REDRAW
TOGVIS
TOGVIS
REDRAW
TOGVIS
TOGVIS
REDRAW
TOGVIS
TOGVIS
REDRAW
END

2
3

3
4

[S2F

(Cube 1)
(Cube 2)

(Cube 3)

(Cube 4)

You should see what appears to be a cube moving from side to side in front of you. It is possible to
break into this action by holding a direction button/joystick direction on to move the cursor to the

MENU SELECTOR at the top of the screen.

We can set this animation condition to a particular frequency activated by a Sensor:
1. CREATE A SENSOR AND POSITION IT NEAR TO YOUR CUBES.
2. SELECT ATTRIBUTES FOR SENSOR AND SET THE RANGE TO SAY 10. SET THE

FREQUENCY/SPEED TO 0.

3. EDIT YOUR LOCAL CONDITION TO ADD THE FOLLOWING STATEMENTS IN FRONT OF THE

EXISTING TEXT:

TIMER 150 (= 3 seconds)
IFSENSED 6 1 (sensor=object 6)

AND
IFTIMER
THEN
TOGVIS
ETC...

Now as you move towards that innocent looking cube, be prepared for a surprise!
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USING TIMER TO SET UP A MASTER "CLOCK" RATE

The idea behind this routine is to provide a CLOCK from which various timing functions/time intervals
can be set/obtained throughout the environment.

1. CREATE GENERAL CONDITION AND EDIT AS FOLLOWS:

TIMER 50 (= 1 Second)

IFTIMER

THEN

ADDV 001 10 (Add 1 to Variable 10)
CMPV 60 10 (60 Seconds)

IFGT

THEN

SETV 000 10

ADDV 001 11

END

2. CREATE LOCAL CONDITIONS THROUGHOUT YOUR ENVIRONMENT WHICH WILL ENABLE THE
READING OF TIME INTERVALS FROM GAME START ie:

LOCAL CONDITION 1 AREA 1:

CMPV 50 10
IFEQ

THEN

TEXTCOL 3
PRINT 2 7 12
ENDIF

CMPV 5 11
IFEQ

THEN

TEXTCOL 3
PRINT 3 7 14
END

MESSAGE 2 to read "FIFTY SECONDS"
MESSAGE 3 to read "FIVE MINUTES".

I have discovered that the 3D Kit Border in use when you go to TEST uses VARIABLE 1 for the SCORE
WINDOW/INSTRUMENT. You can use this to demonstrate a second counter. le:

TIMER 50
IFTIMER

THEN

ADDV 1 1
CMPV 60 1
IFGT

THEN

SETV 0 1
END

Go to TEST mode and you will see the SCORE counting up to 60 and then resetting to zero.

CUSTOMISED INFORMATION SCREEN

My aim is to develop a game with the ability to call up an information screen - similar to that found in
CASTLE MASTER and THE CRYPT and, in addition, to abort from the game with a single key press. Of
course these two functions would have to be carried ou t from within the compiled stand alone game.

References to pages 42 and 43 of the 8 -bit manual in the section "More About Variables" shows that
system's variable 121 is for current key presses (ASCII). Could this variable possibly provide a means

of "reading" the keyboard? The answer is YES! Using a routine such as the one | am developing (listed
below) it could be possible to program various user functions not provided for within the normal key
controls.
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ROUTINE FOR GAME ABORT

CREATE MESSAGE 2 to say "GIVING UP? HARD LUCK"

CREATE GENERAL CONDITION:

CMPV
IFEQ
THEN
TEXTCOL 3
PRINT 2 5 7
DELAY 150
ENDGAME

END

71 121 (71=ASCII G)

| aim to use an area to try to use as an Information Screen, ie. read the keyboard for the "I" key
(ASCIl 73) then GOTO an area with colour set to just one colour (black). Upon this "screen" print

messages relating to strength, keys,

objects etc. | will in

form you of my success or failure!

Incidentally, here is a successful routine partially cribbed from the manual which allows for

opening/unlocking a door with a key!

NOTE: Key is object 12, Door is object 8 and Variable 1 is used for storing information on

keys held.

ROUTINE_ TO COLLECT KEY

IFACTIVE 12
THEN

INVIS 12
SOUND 8
ORV 128 1
ENDIF

ROUTINE TO UNLOCK DOOR

IFACTIVE 8
THEN

ELSE

END

ENDIF

TESTV

128 1

IFEQ
THEN
TEXTCOL 3

PRINT

2 10 14

END
INVIS 8

VIS

9 (Make entrance visible)

SYNCSND 11
ENDIF

CREATE MESSAGE 2: "DOOR LOCKED

- NEED KEY"

8-BIT KITGAME VARIABLES

(see message below)

As promised in the last newsletter, here are the variables used in the 8
thanks to the programmers at Incentive for supplying this information to help users to understand the

program a little better and to cheat in the game

- | know | did!
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Variable 1 - Time.

Variable 2 - Combination carried? 0=No 1=Yes.

Variable 3 - Exit Pass carried? 0=No 1=Yes.

Variable 4 - Key carried? O0=No 1=Yes.

Variable 5 - Teleport counter 0 = Initial, 1= Demons Head, 2 =
Desert Island, 3 = Not Operated.

Vvaiable 6 - Score.

Variable 8 - Energy.

Variable 9 - Treasure Found.

Variable 10 - Stamper Position (0 - 3) Area 9.

Variable 11 - 0=Ifonfloor, 1 = If on Lift Platform.

Variable 12 - Area 3 mode, 0 = Walking 1 = Crawling.

Variable 13 - End of Game, 0 =No 1 =Yes.

Variable 14 - Energy past minimum, 0 = No >1 = Yes.

Variable 16 - Shoot counter.

Variable 17 - Commodore 64 version Text Clear Flag.

16 -BIT ROUTINES

First routine was kindly sent in by MARK SLOAN

Mark suggests a variation on the moving obstruction theme discussed in the first newsletter. The idea
is to set up an obstruction consisting of three cubes as follows:

e | GOy,

230
‘P

Set Cube (4) to MOVEABLE via the Objects Attributes. Create an Animator and edit it as follows:

INCLUDE (4)
START

LOOP (75)

MOVE (0,10,0)
AGAIN

LOOP (6)

MOVE (0, - 125,0)
AGAIN

SOUND (6)
RESTART

Select one of the cubes to be the trigger to start the animation and enter a condition for this as follows:

IF SHOT?
THEN STARTANIM (1)
ENDIF

This will produce a "pile  -driver" type of obstruction which is a little more intimidating don't you think?

Our second routine was kindly sent in by DAVID SAMBROOK

David has a routine that may be of some use to other members. The basic idea was to produce a
"radio -controlled" vehicle that can be moved around inside an environment.
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David says that it took nearly a day to figure out after much head banging and staring at blank screens
and whilst it may not be perfect it does have the benefit of working and should provide a starting
place for other members to work from.

The example will consist of some vehicle set up as GROUP 2 and a radio control unit with 4 arrows
which when pressed will move the vehicle in the four horizontal directions ie. along the X and Z planes.

There are also two variables used: V40 = Distance moved in X direction each move and V41 = Distance
moved in Z direction each move.

To show how it works, these are the listings for pressing the right arrow:

IF ACTIVATED?

OR SHOT?

THEN SETVAR (0,V40)
SETVAR (100,V41)
STARTANIM (1)
ENDIF

The conditions for the other three arrows are the same with just the values changed for movement in
that direction. le:

V40 setto O
V41 set to -100

The animation triggered is ANIMATION (1) which is created and edited as follows:

INCLUDE (2)
START

LOOP (2)

MOVE (V40,0,V41)
AGAIN

STOPANIM (1)
RESTART

The loop command is used to produce a more fluid motion and not have the vehicle leap from point
to point.

This routine could easily be modified for motion vertically along the Y axis by using one more variable

in the move command and adding two more arrows to the controller. | would be very interested to

find out if it is possible to rotate the vehicle to prod uce more natural motion so if anyone can come
up with anything please do let me know through Mandy.

MAKING DOORWAYS MORE REALISTIC

Some of the routines that | used in the manual for creating doors were, of necessity, rather simple.

To create the effect of a door opening to reveal the open door and dark doorway and then closing

once more to show the closed, solid door is very simple, | ooks good in your environments and can be
very realistic especially if accompanied by the thudding sound of a door closing.

First we must design our objects by using an expanded cube (2) to form our back wall, a rectangle

(3) coloured black and placed flush up against the wall. On top of this we create our "closed" door

which will be cube (4) and to the side and flipped to repr esent our "open" door another cube (5). It
should be something like this:
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We set cube (5) to invisible via the ATTRIBUTES in the Object Menu or via the ATTRIB icon. Now create
a condition for the "closed" door (4) as follows:

IF ACTIVATED?
THEN INVIS (4)
VIS (5)
SYNCSND (2)
ENDIF

Note that this time we are using the SYNCSND instead of SOUND. This is to make sure that the sound
of the door opening is syncronised with the action - there is nothing worse than having the door open
followed by a short silence and then a thud

Now create a condition for the "open" door (5) as follows:

IF ACTIVATED?
THEN INVIS (5)
VIS (4)
SYNCSND (2)
ENDIF

MAKING STAND -ALONE GAMES
AMIGA

I have had quite a few letters asking me exactly how members can successfully implement the MAKE
command on the Amiga. The problem is really not with the Kit itself but in the fact that on this machine

the disc that is going to be used to contain the finis hed game should be a made to contain a BOOT. |
apologise for not explaining this sufficiently in the manual. The disc can be prepared using the CLI as
follows:

With WORKBENCH in the drive (and CLI loaded of course)
Type INSTALL?
The Install program should load and you will be presented with:

DRIVE/A,NOBOOT/S,CHECKI/S:

Insert your formatted disc into the drive and immediately type in DFO: it should look like this on
screen:

DRIVE/A,NOBOOT/S,CHECK/S:DFO:

Now press RETURN. The drive will whir for a moment and you should see the CLI prompt 1>
The disc now has the BOOT and is ready for use with the MAKE command.
To FORMAT a disc through the CLI the command you need is:

FORMAT DRIVE DFO: NAME (whatever the name will be)

Wait for a moment until you are asked for the disk to be initialised, insert the disk and press RETURN.

When using the MAKE command follow all the on -screen prompts and when  you are asked to SELECT
MAKE PATH, insert the prepared disk and select OK then continue to follow the on -screen prompts.
When you have made your stand -alone environment you should load it through WORKBENCH and

when you see the CLI prompt 1> just enter the name of the game you have selected and press
RETURN.
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SHARK -FILLED SEA

To create the effect of a shark -filled sea with the sharks apparently swimming round in circles you
should first create the objects using one flattened cube coloured blue and four dark grey "flipped and
turned" triangles:

A A\

5

4

(e 2

éL

Now create four animators (one for each "shark™") and edit them as follows:

ANIMATOR 1 ANIMATOR 2

INCLUDE (3) INCLUDE (4)

START START

LOOP (30) LOOP (30)

MOVE (- 40,0,0) MOVE (0,0,40)

AGAIN AGAIN

MOVETO (4440,40,5040) MOVETO (3100,40,5000)
AGAIN AGAIN

RESTART RESTART

ANIMATOR 3 ANIMATOR 4

INCLUDE (5) INCLUDE (6)

START START

LOOP (30) LOOP (30)

MOVE (40,0,0) MOVE (0,0, - 40)
AGAIN AGAIN

MOVETO (3160,40,5880) MOVETO (4680,49,5800)
AGAIN AGAIN

RESTART RESTART

The whole animation can be triggered by say, selecting the "sea" as the trigger and inserting a
condition for this as follows:

IF SHOT?

THEN STARTANIM (1)
STARTANIM (2)
STARTANIM (3)
STARTANIM (4)
ENDIF

In the animation you will see that each "shark" will glide to the other side of the sea and jump back

to the start position and move along once more - thus giving the illusion of each shark taking the
place of the preceding one and swimming in a circle. To obtain the coordinates for the MOVETO
command (because for obvious reasons yours will undoubtedly be different to mine) you should take

a note of the coordinates given immediately after you change the objects status to MOVEABLE in the
ATTRIBUTES. As soon as you change to moveable the starting coordinates will be shown and these

are the ones you should make a note of for use within the animation.
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EDITORIAL

Welcome to Issue 3 of the 3D Construction Kit User Group Newsletter.

Goodness me, it certainly doesn't feel as if half a year has gone by already! Doesn't time fly?! But it

does mean that games created by you with the Kit are starting to be produced now. This month | have

been lucky enough to get the chance to see some of t hem. Three of them stand out in particular as
being very professionally produced. They are PLANET OF THE DALEKS by Steve Hilder and RESCUE

and RESCUE 2 (the sequel) by Paul Ramsell. All of these were produced on the Amiga - 1 will, no
doubt, be seeing game s produced on other machines very soon. Planet of the Daleks is not on general

release yet but | will let everyone know the details when | receive them. Rescue and Rescue 2 are

available from Deja Vu Licenceware, 25 Park Rd, Wigan, Lancs, WN6 7AA at £3.50 (UK), £3.75
(Europe) and £4.(R.0.W). | really recommend that all Amiga owners get Rescue and Rescue 2 if they

possibly can. Not just because they are very enjoyable games but they demonstrate just what can be

achieved with the Kit. There are excellent load ing screens, instructions screens, sound FX or music
(very pleasant it is too!). The standard of all three games is excellent!

| had a suggestion this month that | will pass on to you all to see what you think - after all, this is
your Club so your wishes are my commands. The suggestion was for the formation of a telephone

helpline, where any members wishing to offer their help or advice to other members and exchange

ideas etc, be included in the Newsletter. If you think this is a good idea then let me know. If anyone
would like to offer their services then all you have to do is to write in with your name, address,

telephone number (if you wish to offer telephone rather than postal help) and your computer, and I'l

publish them with plea  sure. This would also be of immense benefit to overseas readers if they had

contact nearer at hand. | think it would also make the User Group extremely friendly if members had

direct contact with each other. Anyway, its up to you, let me know what you thin k.

Quite a few overseas readers have sent me stamped, self addressed envelopes with stamps from their

own countries but these are of no use to me at all. If you ask your post office to supply you with an
International Reply Paid Coupon (Coupon -Response Intern ational or Union Postale Universelle) that
will be just right. Speaking of stamps, | have had so many letters from all over the world that | now

have three carrier bags full of them and our house is fast becoming a phyl... philat... stamp collectors

paradi se! | am now getting around 35 letters a day - keep on writing please, | love to hear from you
- but for obvious reasons there may be a delay in replying to them all so, if you are waiting to receive
a reply from me please be patient. | will reply to them all as soon as possible. Reading your letters,

especially if they contain routines/contributions for the Newsletters, is the main pleasure for me in
running the User Group. You are all so friendly that | wish | could convey this warmth and friendliness
wit hin the Newsletters so that you can all share in it.

Well, that's about all from me for this issue. | will be seeing you all again in
December with Issue 4 when | hope to be able to send Christmas greetings all
around the world. | hope that by that time | will be able to tell you about more
games | have rece ived from you! € . .Mandy

LETTERS

Dear Mandy

| find the 3D Kit package quite interesting, but | have a few queries: The rear cover of the newsletter

(Issue 1) shows a picture of the menu bar which contains the word "PRINT", but my menu does not

contain this word. How do | get round wheels as on the ¢ ar shown on the box? In the June issue of
CU Amiga, there was an advert for the 3D Kit in which a user described how he made a game and

used one of the control panels from several included in the Kit. How many borders should be on the

disc? Mine only hast wo (KG and DR). When | use LOAD OBJECT from the menu, | find one object
already there (Chopper), which when loaded creates a picture of a helicopter. Is this correct? Finally,

when | play the Kitgame, | cannot find a way to open the treasure chest on the D esert Island. | did
try removing the lid from the chest, using the editing controls but then | could not enter the chest to

descend the staircase as shown in the video. Can you help? | have a 16 bit version of the Kit.

A. G. Simpson, Walthamstow
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I'm sorry if | have confused you, Mr Simpson, but when | was designing the cover of the first
Newsletter | used a screen shot of one of the very early versions of the Kit (before it was finally
produced). Don't worry, nobody has missed out, there is no PRI NT command on the versions that
were finally released. The way that "round" wheels are produced is by using a lot of small inverted

pyramid shapes which, when joined together, do give a round effect. There are only two borders

provided with the Kit. Yes, t he Chopper is an object provided on version 1.0 and 1.1. The way into the

chest on the Desert Island is to find the key which is hidden at the top of the palm tree. Just "bump"

yourself up the tree to "climb" it....... Mandy

Dear Mandy

| really enjoyed reading the first Newsletters. Especially the bits about animation and special
programming hints for better effects, those were extremely interesting. | hope there will be a lot more
animation hints and algorithms in the next newsletters. It's a pity there were so few pages and hope
that, as you suggest, more readers send in routines to pad out the pages of future issues. | am
enclosing some hints and tips that | would like to share with everyone that | discovered whilst creating

my outer s pace game called Robolab.

Jurgen Thurow, Germany
ATARI ST

Yes, Jurgen, the more hints and tips, routines etc that | receive will determine the size of the
Newsletters. You will see that it has already grown from Issue 1. It not only makes life easier for me

in producing the Newsletter but a wider range of ideas i s so much better. If it was just my ideas all
the time the Newsletters would become uninteresting very quickly indeed. All members are invited to

send in hints etc, even a very small one is welcome and will be used. When a package is as new as

this one all information is valued by the other members....... Mandy

Dear Mandy

Just got the first newsletter, liked it, though the stuff on animation wasn't a lot of use. | hope the 8

bitters do get a reasonable say in later issues. You asked for comments on the Kit. | have a few. It's
brilliant, easy to use and very versatile. Since | got my copy | haven't done anything else on my
computer and I've had it nearly a month. There are three faults with the Kit and the manual is one of

them. It is just a list of functions, with insufficient explanations and no tutorial. Saving is where th

most serious bug occurs. Very often the kit will lock up when you try to save. When it happens the

only thing you can do is reset, reload and start again from a previous save. The more you save the

more it happens. The idea of the PD Library is excellent. | sent my first game off to Robot PD. This

was so people who don't have the Kit can see what it can do. Is it OK to send games off to both
yourself and ordinary PD libraries? Lastly a question, can you transfer the value of one variable to
another?

John Hilton, Bristol
AMSTRAD CPC6128

With a strictly limited number of pages to work to it wasn't possible to go into greater detail on so

many aspects of the Kit as | would have liked in the manual. The problem with saving on the Amstrad

version has been noted and the programmers are working on a solution to this. As soon as | get any
further information | will let everyone know. | appreciate just how frustrating this must be but | am

confident that it will be sorted out as soon as possible. Actually | have had very little response for the

PD library so far and may have to drop the idea. However, there is no reason why people cannot send

their games to both the User Group PD and other PD Libraries but do make sure that they are not
Licenceware as in that case it would be a breach of contract t o do so....... Mandy
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Dear Mandy

| am writing to let you know what | like about the 3D Construction Kit. It's amazing just what this

program can get my 128K Spectrum to do, (I thought this sort of thing was only possible on those

very expensive dream machines, that you see at computer sho ws), but this has proved me wrong. |
thought including a demonstration video with the software was also a great idea, as getting to grips

with software can be difficult at first. It not only shows how it is done, but also gives you ideas for

your own envir onments and was very interesting to watch in its own right. Also | am sure joining the

user group will be of great help to me. The first edition (June 1991) Newsletter was very interesting

to read, and | found it has given me ideas even if it was all based on 16 bit versions of the Kit. | would
like to take this opportunity to wish you the best of luck with the User Group.

J.P.Messenbird, Mitcham
SPECTRUM 128K

Thank you for your good wishes, they are appreciated. | am delighted that you are enjoying the Kit

so much. The Tutorial Video was a Domark Promotion and was not available with the Computer Club
versions of the Kit. I'm afraid, it is not possible to obtain the video separately in case anyone was
wondering about it......Mandy

Dear Mandy

| just thought | would write a few lines once again, without being a pest, as | know you must be kept

quite busy. If you remember when | last wrote, | explained the problem | was having when using my

Kit program, it crashed without warning. Well, just to | et you know, | wrote to Incentive first,
explaining the problem and | received a nice letter back from Anita Walker (Office Administrator)

asking me to return my faulty disk. This | did and within a short time | received an upgraded version

(01.200) of the 3D Kit, minus the bugs, and even my original postage was refunded. There is a text

file on this version which explains the problems and improvements made. Also version V01.200

includes a few more objects and, believe it or not, a type of naughts and cross es game. What more
can | say? CONGRATULATIONS and WELL DONE Incentive!

Gordon Barr, Kilmarnock

Dear 3D Construction Kit User,

| thought | would just drop you a line via the User Club Newsletter to thank you for your support and

to say that | hope you've found the Kit everything you wanted it to be. If you have any bright ideas
on how we could improve it in the future I'd be delighted to hear them. | thought you'd like to know

that we're planning to publish a library disk of 3D objects for use in the Kit. If you've desi gned any 3D
objects which you feel are particularly spectacular and would like them to be featured on the disk,
please send them to me at Domark’s address, or to Mandy, and we'll do our best to include them. The
objects can be modelled on any subject - we only ask that they're interesting and well designed. (a
full credit and free Domark product will be given to creators of included objects). Lastly, we've just
released a compilation of 4 of Incentive's best 3D games called VIRTUAL WORLDS, featuring Driller
Total Eclipse, Castle Master and The Crypt. It's in the shops now so if you missed out on any of the
games at the time, here's your chance to catch up. A treat not to be missed, | think. Bye for now,

Look forward to hearing from you.

Matthew Tims  , Publisher, Domark
Domark Ltd, Ferry House, 51 -57 Lacy Rd, Putney, London, SW15 1PR
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Dear Mandy

Having just recently acquired my Amiga and 3D Kit, I'm really looking forward to learning as much as

| can about my computer and the Kit which | feel | will with yours, and other members help. Also |

wish the club every success in the future. | would be gr ateful if you could help clarify some points for
me. I'm a bit unsure about Variables, say variable 40, to do a particular function, will that variable be

forever set to that function or can it be re -used differently in a different game, environment etc? |
have a door, which I've instructed to close by activating a rectangle on a pillar, how can | instruct the

door to open (or the other way round) by activating the same rectangle? Do | need some sort of a
variable?

David Spencer, Manchester
Amiga

When you create a new environment all the variables are cleared ready for use each time. It is only
during a particular game that variables continue to store numbers etc so don't be afraid of using them.

Each time you load in the Kit the slate is wiped cle an, ready for work on a completely new environment.
If you load in a datafile from a previous environment then the variables will be automatically set to

the values you set in that environment only. The first two Newsletters have articles on the use of

var iables together with some examples for you to use. This Newsletter is no exception and contains

the final article on variables, this time from an 8 bit users point of view to complete the set. | hope

you find them interesting and that they will clear up an y fears users may have about them. In answer
to your other question, you don't need a variable to open and close the door using just one trigger.

What you need is to simply ask the system to check if the door is open or closed and to act accordingly

when t he trigger is activated (the rectangle pressed). This can be done as follows:

fl

IF ACTIVATED? ... ..... if our trigger on the pillar is pressed.
AND VIS? (7) ... and the open doorway (7) is visible.
THEN INVIS (7) ........ make the open doorway (7) invisible.
VIS (8) evveeen. make the closed door (8) visible.
ELSE IF SHOT? ......... if our trigger on the pillar is pressed.
AND VIS? (8)........... and the closed door (8) is visible.
INVIS (8)..ccvvennnnnn. make the closed door (8) invisible.
VIS (7) cveeeeeeen. and make the open doorway (7) visible.
ENDIF
ENDIF
ENDIF.....cccccovnnen. there are 3 IF's so we have 3 ENDIF's.
| think you will find that this will do the trick nicely. Don't forget to make the open doorway invisible
both initially and currently via the attributes before you start....... Mandy
Dear Mandy

| am very pleased with the results of my 3D Construction Kit and would like to know if the RUNTIME
MODULE is ROYALTY FREE and if games created with the Kit can be released as Shareware?

Mr R.Stirling, N Ireland

The information you are looking for can be found on page 16 of the 16 bit manual (at the end of the

"MAKE" explanation) and the second to last paragraph of page 44 of the 8 bit manual (Using the
Compiler section). It says "Free distribution of stand alone runnable data files is permitted providing
that the 3D Construction kit is acknowledged on screen and in any accompanying documentation”. In

other words, you can do as you wish with games you create but to give acknowledgement that you

used the 3D Construc tion Kit - something along the lines of "This software was produced with the aid

of The 3D Construction Kit"....... Mandy
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Dear Mandy

Many thanks for replying to my letter re my query on loading borders into the Compiler of 3D Kit. |

have loaded the Kit game since writing to you and made a stand -alone game with Border Screen
loaded okay. | do agree it seems as if it was a loading problem . 1 did make a couple of copies of the
Kitgame Screen and tried loading these into the Compiler - with the game of course - | think it was

an error on my part in the saving level not being correct. The code (or badly saved screen) saved by

me sounded as if it was loading into the compiler okay, then the rest of the on screen prompts were
followed through until the end - astand -alone game resulted and worked - but with no border screen.
You will probably find that if you had a badly saved screen it will app ear to be loading okay and it
doesn't seem to corrupt the compiler. | feel that at the border loading stage of the compiler program

it would be a good idea if you could press BREAK or ANY OTHER KEY if there was an error in loading

and start to reload (as m any times as was necessary) instead of having to finish off and save the
compiled program as it is, and if you find afterwards that your border hadn't loaded you have to go

completely through the whole procedure again from the start - that's the only fault | can find with the
compiler. As regards the 3D Kit program generally it is absolutely excellent, | say what a superb

program for the Spectrum. Many thanks for Newsletter 2 (Aug/Sept issue) - very interesting. The
simulated animation routine plus the othe r bits by Mr George Dixon were really excellent - it helps a
terrific amount, especially with the diagrams, | hope Mr Dixon will provide more routines - keep up
the good work. Also your explanation of the use of Variables was very easy to understand, | lik e your
style of writing - so straightforward - thanks. If all the future Newsletters are like this they will be

worth looking forward to. It seems from the letters in the Newsletter that the old Speccy doesn't seem

to have the troubles that the other machi nes have. Once again, thanks for your reply and keep up the
standards.

Ron Dungey, London

SPECTRUM
Dear Mandy
| think the 3D Construction Kit has a very good price -quality relationship. You get a superb device for
unfolding your own creativity and the newsletter is a brilliant idea to explore the possibilities of the
system together. | had a problem with the save and load data part and couldn't figure out what was
wrong. But through issue 2 of the Newsletter | found out that | could replace my version V1.1 for
version V1.2 which overcomes this problem. | have worked with CAD programs like AUTOCAD and
CADVANCE and have designed 3D objects with them through a wire -mesh system. What | like about
the 3D Construction Kit is its direct and fast approach. What | miss are more basic geometrical forms
like circular forms (necessary for mobile objects like cars etc), and a degree -wise rotation in all planes;

furthermore a relative coordinate system in addition to the absolute C.S. which is helpful in
construction, especially if you have made a scale drawing. Another suggestion could be that you have
negative forms which you can subtract from positive forms. Like this you can construct an attic with

two roof forms - one positive and one negative. | think the continu ous colour shading which you can
achieve in VGA mode is great. | hope the 3D Construction Kit will develop further with time and will

also be able to use extended hardware to its full extent. For example the present resolution is 320 x

200 whereas VGA can  use 640 x 480 (this would reduce the sawtooth - effect). Also the use of extended
memory would enhance the program. What | am dreaming of in the near future is a system with the
graphic images of a "Renderman” program (a program with photo -realistic effects  where you can

imitate different materials and which has superb light source and reflection options) and the
uncomplicated directness of the 3D Construction Kit.

Daniel Bernoulli, Germany
PC

Actually, Daniel, you don't have to wait any longer for your dreams to come true. The SUPERSCAPE

Virtual Reality Toolkit will be launched this Autumn! This truly amazing system, developed by
Incentive/Dimension International has everything you could wish f or. There are so many features that
| cannot list them all here but to give you some idea here are just a few of them: Superscape features

a Fully Interactive Editor which allows views in perspective 3D plan, or side and front elevations with

all aspects o f objects able to change in real time.
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Multiple Viewpoints which may be either user controllable, attached to static or moving objects, and
may themselves move and track other target objects. Object Control can be either first person

viewpoint (eg driving a car) or second or third (eg flying a model aircraft). Multiple Moving Objects
with realistic physical movement model incorporating friction, gravity, collisions and restitution. Users
may take direct control of objects, they may move along pre -set routes or they may use the in -built

programmi ng language for intelligent control. Objects may launch projectiles which can then behave
independently.

Objects can rotate freely in all three axes, under user control. Object Bending allowing sophisticated
movement modelling of objects which are traditionally difficult to animate. Transparency (including

colour tints) is possible and especially suitable for windows. allowing a visual link between interior and
exterior spaces. Multiple mobile point light sources together with ambient lighting. All the shapes you
could wish for are possible such as circles, cones etc. VR resolution/size equates to size of Brit ish Isles

with 1mm accuracy. Update speed variable up to 70 frames per second. Image resolution of 640 x

480 x 256 colours. With network capabilities with up to 8 workstations sharing the same virtual reality.
Superscape offers much, much more than this an d is designed to cater for design in the building
industry, landscaping, interior design, research, space planning and creative services such as
Cartoon/animation specialists, Film/TV production companies and Advertising agencies. There will be

full backup /training and support but, the one drawback for most of us ordinary home computer users.

will of course be the price. Superscape systems start at £12,500 but include the hardware ie. Computer

(Gulp!). Full details are available from Incentive....... Mandy

Dear Mandy

With reference to the last Newsletter, | noticed that there was only one reader with an Amstrad
CPC6128 - all the others were for AMIGA, ATARI, mostly!!?; there was one CPC464, where have all

the other CPC's got to?, never mind perhaps our numbers will inc rease as time goes on. | was very
interested in the article by David Sambrook and the one regarding a routine for creating more realistic
doors and doorways, it has given me an idea, for | am in the process of making a "walk -through" of

my flat (and there are many doors to contend with, also cupboard doors). Bearing in mind that my

machine is the Amstrad CPC6128, | have a couple of queries regarding the 3D Kit. How does one CAT

the disc to see how much space is left for further saving of Progs? Asitis | h ave NO WAY of seeing
what | have on disc or how much room | have to spare. How can | get a line vertical? I've tried the

TURNING icons in all sorts of ways but still can't do it. (I did manage to do it once but believe it or not

I've forgotten how | did it 1) Is it possible to make a back -up copy of the 3D Kit? | assure you it will
only be for my own use. This is in case of accidental damage to the original disc. I'd be grateful for

your advice.

George Baxter, Sevenoaks
AMSTRAD CPC6128

A fair proportion of the User Group members own Amstrad CPC's both 464's and 6128's, George, it is

just a matter of time before they begin to see more of them through the pages of the Newsletters.

The 8 bit versions are a lot "newer" than the 16 bits (thes e were released a couple of months before

the 8 hits), so they haven't had as long to become familiar with the Kit. I'm afraid there is no way to

CATalogue the disc under program control but perhaps this feature can be incorporated in future

versions - Il | pass the suggestion on to the programmers. Use the POINT in conjunction with the TURN

icons to get your line in the position you prefer. You can make one backup copy for your own use - in
fact it is recommended in the manual that you do so for safety rea sons, just in case you damage your
original.....Mandy

Dear Mandy

My name is Mieke (Annemieke) Van Der Poll -Vervest. | am a 45 year old woman. When | sent you my
registration card | forgot to mention if | was male or female, so | received your Newsletter addressed

to Mr Van Der Poll instead of Mrs. At the end of May this year | was staying for a short holiday with

my bro ther and sister -in-law in Wales. Whilst there | bought some computer magazines and in one of
them | read about the 3D Kit and immediately wanted to buy it but it wasn't generally available at

that time. So it was only when back in Holland in July that | wa s finally able to buy it. I've been using
the Kit ever since and | enjoy every minute working with it.
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| followed the instructions and started building a house with several rooms in it. | am getting quite
familiar with the basics of designing things, going through doors etc and I've started my first little
animation, | built a garden with a swimming pool an d created a simple figure who is swimming in it.
| do not understand the whole language of the Kit yet, especially working with variables, but | think |
have about the same problem as you, seeing things too difficult in the beginning and then, after trying
out some things for a while | begin to understand that it is all much easier than | had thought. | hope
to read a lot of tips in your Newsletters and when | have something of use for others | will send it in.

I wish you and your family a lot of success and fun with the program and the User Club. | think making
a public domain club is a very good idea and if | am able to make a nice program | would love to share
it with others and vice versa.

Mieke Van Der Poll, Holland
PC

My apologies, Mieke, for presuming that you were a man. It is difficult sometimes to get it right
especially with names that | am unfamiliar with. | remember waiting 3 years before writing to a
gentleman reader of Adventure Probe magazine to ask if he were male or female (I didn't want to

insult him) but as he is cal led Paraskevas Tsourinakis | just had to ask in the end. If | have made a
similar mistake with anyone else then please do let me know. We have members all over the world
and it isn't always possible to get it right in every case and, as | am not really int o women's lib, |

follow the old rule of "when in doubt, choose Mr". | am so pleased to hear that you are enjoying using

the kit so much. Actually | am sure other members would be interested in knowing how you
programmed the animation of the swimmer in your pool so you don't have to wait until you have a
suitable routine to send in, as that one will be most informative. In case anyone is wondering about

my reference to Adventure Probe, it is a magazine for computer adventure players that | edit (plug,

plug!, so if anyone would like further details then let me know and | will be delighted to
oblige....... Mandy

Dear Mandy

| really had to write to thank you for sending me the latest Newsletter - my first sample copy. |
hesitated about sending for it at first as | honestly thought that "Newsletter" meant just that - a short
letter sized paper with some news on it! How wrong | was, and how pleased | am that | decided to
send for a sample copy! | am now going to become a full member of the User Group. The hints and

tips, letters, articles - in fact, everything, was most interesting and very useful indeed. Thanks to

everyone who sent in the articles etc, | am now beginning to use the Kit to its full potential (well, at

least | hope so!). | was particularly pleased with the explanation of ENTRANCES as | too had thought

that when you created an entrance it automatically appeared whe re you wanted it to be and you could
just walk through it to another area! | have just one little grumble, | wish that the manual had stated

that only 60 objects per area were possible! | couldn't understand what was going wrong with my
environment until | sent you my datafile to check out.

Simon Davidson, Huddersfield
AMIGA

Yes, I'm afraid that as soon as you create more than 60 objects in any area things can start to go

wrong in very peculiar ways, from areas suddenly having their names changed to objects appearing

in strange places, in fact, all sorts of things. If anyone e xperiences strange problems with their
datafiles it is always worth checking the number of objects first. There are ways to overcome this and

some hints are included in this newsletter on that particular aspect. | am always happy to check out

your datafile s provided they aren't send in as stand -alone environments and if | cannot come up with
the answer, | know a man who canl....... Mandy
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HALL OF FAME

Sincere thanks to the following members who kindly send in contributions for the User Group
Newsletter during the past two months:

FERNANDO CARVALHO, JURGEN THUROW, MIEKE VAN DER POLL, GEORGE DIXON, BRIAN WOODLEY,
JAMES NEILL, STEPHEN FLANAGAN, PAUL RAMSELL, LEON BOROUKH, J.C.LATTY, A.P.SMITH, GEORGE
BAXTER, RICHARD HORN and D.G.MARLEY.

Everyone is cordially invited to send in contributions, no matter how small they
might be. Everything helps! Next issue will be in December!

VARIABLES - VARIATION ON A THEME

Further to Mandy's article on Variables in the last Newsletter (Issue 2 AUG/SEPT) | would like to
enlarge upon this and attempt to explain some of the variable manipulation commands. This article is
written from the 8  -BIT slant, but, might be of some use/i nterestto 16 -BIT users.

BACK TO THE BEGINNING

A variable can be thought of as a slot or mailbox within the memory of the computer. This mailbox

has for the purposes of the "3D -KIT" a fixed address or variable number between 0 to 127 (8 -BIT),
but we can only use variables 0 to 111 to store information ourselves. The remaining 16 variables
(112 to 127) are known as SYSTEM VARIABLES and are used by the "3D -KIT" control program
(SYSTEM) to keep track of such things as the player's viewpoint position within the environment.

Although we cannot use these 16 S ystem variables for normal data storage we can still alter the values

held in the variables to good effect. Some particularly interesting effects can be created ! All will be

revealed later!!!!

BIT BY BIT

Inthe "3D -KIT" (8 -BIT), a variable can be regarded as an 8 -BIT store capable of holding a number in
the range 0 to 255. What is a BIT? Well, a computer can only understand one thing: the presence or

absence of electric current which can represent 'YES' or 'NO', 'ON' or 'OFF', or '1' or '0". This state of
being 'ON' or 'OFF', or '1' or '0' can provide a means of counting or representing numbers/values using

only 8 digits. When counting in DECIMAL we use the digits 0 to 9. To carry on counting after 9 we

must go back to 0 and carry a 1 into the "TENS" column and so on thereafter. We know that
152=1x100+5x10+2x1 and we can also write 152 in its expanded form by expressing it as,

1110 +57T 107 +17110r. Any number raised to the powWNARYOf
system uses only digits 0 and 1 --- (great that's all a computer knows -remember?). When we count in
BINARY the same rules apply as in the DECIMAL system, but this time, after counting to 1 we go back

to zero and carry 1 into the next column left. In binary, each position or column represents a power

of 2 rather than a power of 10. The BINARY number 0111 can be written as: -

(27T 2)+(27T1)+1 or 112 +1T 27V +11 2T =

Each BINARY column position or BINARY digit is known as a BIT (Binary digit). 8 BITS are known as
aBYTE.

A variable's 8 binary digits (BITS) are numbered O to 7 from right to left, each BIT representing a
power of 2. Refer to the diagram below; you should see that as you move from right to left, so each
BIT position doubles the previous value.
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BIT NUMBER| 7 {6 |Si4 |3 ]2 o
PoUcR oF 2 |27 1227|2127 |2 2°
PoSITIONAL VAWE| 2R 6 | 32161 & | &4 |

If all of the POSITIONAL VALUES are added together, we find that one 8
maximum value of 255 DECIMAL or 11111111 BINARY.

HIGH AND LOW

-BIT variable can hold a

This idea can be extended over two variables (TWO BYTES) to allow 16 BITS to represent numbers
between 0 to 65535.

l.e.
VARIABRLE 2 VARIABLE |
BIT Neo [ 1Sty (x| H 0| 9| B T 6| 5|4 2| Q
POCE-ER ’.1'5 2% gt g at | e Q‘l‘ 28 77 Qt. a 519t ,2-7. ,21 '2.0
?ojgfuﬁ?h 31767 16394 BIFL | 4096|2048 1024 | 512 | 256 128l ey |32 | 1€ 4 2 11

Once again adding all the POSITIONAL VALUES together gives us a maximum value of 65535.

If two variables are used in this way for storage of numbers over 255 then the variable holding values

256 upwards (variable 2 above) is termed the HIGH BYTE and the other variable is termed the LOW

BYTE. Because the LOW BYTE of our 16

means of working within the HIGH BYTE when we go above 255. If we wish to set the store to a

-BIT store can only h

old a value upto 255 we need to have the

particular value above 255, then we must first determine by how much our parameter value would
ow much should be stored in the HIGH BYTE. This is easily achieved by

overrun the LOW BYTE i.e. h

division of our value by 256, this being the first POSITIONAL VALUE of our HIGH BYTE or the value at
which a binary CARRY is set when counting 1 up from 255. The value obtained from this

stored in the HIGH BYTE with the remainder being stored in the LOW BYTE.

e.g. We want to store 7000 in variables 1 & 2
7000+256=27 (6912)
7000 -6912=88

Therefore we would store the value 7000 in the following way:

SETV 881 (SET VARIABLE 1TO 88
SETV 272 (SET VARIABLE 2 TO 27
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8-BIT VARIABLE COMMANDS

| feel that an understanding of the construction of a variable is necessary in order to make full use of

the '3D -KIT FCL". I will now try to explain the 8-BIT commands that allow manipulation of the variable
values.

8-BIT commands are: - ADDV; ADCV; ANDV; TESTV; CMPV; ORV; SETV; SBCV; SUBV; XORV.

Of these ten commands which can directly access/read or alter the contents of a variable, | will explain

the use of four: - ANDV; TESTV; ORYV, and XORV. | feel that the remaining commands are explained
sufficiently within the '3D -KIT' MANUAL. These four comm  ands rely upon an understanding of the
POSITIONAL VALUES of each BIT of a variable as they require these values as their parameter to carry

out BINARY LOGIC functions.

ANDV

Consider a water pipe with two taps along its length controlling the water flow. You will only get water
flowing through the pipe if both taps are turned ON.

L.

ON

This is the basis of the AND function in that you will only get a result of YES(1) if both values are set
to YES(1).

The ANDV command is similar to trying to pass current through the BITS of a variable compared to

the BITS of a parameter (represented in BINARY). The command looks at each BIT of the variable
comparing it to its equivalent BIT (with same POSITIONAL VALUE) in the parameter. If two equivalent
BITS (variable to parameter) are set to 1 then a 1 results; if one or both of the two equivalent BITS

is set to 0 then a 0 results. The result is stored back into that particular variable BIT position.

ie. ANDV81

This means that the number 8 is to be AND'ed with variable 1. For this example, let us assume that
variable 1 is set to 8 already.

Decimal 8 is equivalent to 1000 Binary.

p—

BIT NUMRERS 3 6 Sl & £ 1 I o
BIMARY VALUE oF & | 0 | O | @ | @ | | e |le ]| e

CENTENTS OF YARIAGLE & o Q -] [ o o o]
RESULT oF AnDY a [ o o |} a 1 o o |

If variable 1 were set to some value other than 8, say for instance 64, then the result would be quite
different: -

BT NUNSERS
RINARY VRLUE aF §
VARIARLE, SET T& 6%

RESULT OF ANDY

0""00-
olo|0fan
ololel|s
o|B[B|@

D10 |0~
oloi—|
Clel|lG|=
ololGio
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As can be seen from the diagram, using the ANDV command will only return a 1 if two equivalent BITS
are set to 1. Because the result is stored back into the variable tested, the previous value of that
variable could be corrupted. For this reason | recommen d the use of the command TESTV.

TESTV

This command carries out an ANDV between the parameter and the variable, but in this the result is
not stored into a variable but remains as a 1 or O to be read by a command such as IFEQ. Such a
command is to immediately follow the TESTV command.

ORV

Consider the following drawing of our water pipe: -

| hope that you can see that water will flow if one OR both of the taps are turned ON. This explains
the OR function.

The ORV command simply looks at each individual BIT of the particular variable comparing it to its
equivalent BIT of the parameter value you set. A 1 is set in that BIT if either OR both of the two BITS
are setto 1.

ie. ORV 161

This means perform a logical OR between the value 16 and variable 1: -

BT NuMBERY
RINARY VAWE &F &
CoNTEMNTS oF VARIABLE
RERULT OF ORY

G|O)o |-
oip |06
g1 00}
oloiole
oi3 G0
o010l
g|0|oi@

L
]
-
!

As you can see, this provides a means of setting a 1 or YES into a particular BIT of a variable. This

could be used for storing information relating to objects carried say for instance is a certain numbered

key carried(?). One variable could store informat ion on upto eight keys. You would simply say that
each of the eight BITS of the variable related to keys 1 to 8. As you pick up each key found around

the environment, so you would set the relevant BIT in the variable to 1 using the ORV command

i.e.
RBIT NuHBRER 3 & 5 4 3 2, | Q
Ky NUMBER 3 7 & s 4 % 2 )
AORY VYVALUE t28 ] &% | A2 16 8 i 2 i

It follows that if you were programming for collection of key 6, then you would enter the command;

ORV 32 1 (if using variable 1)

The TESTV command provides the means of reading this information. For example, if we want to check
if key 6 has been collected just enter the command:

TESTV 321
TESTV 128 1 if you were checking for key 8.

In the last NEWSLETTER (ISSUE 2) | explained a routine for collecting a key and opening a door with
the correct key.
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XORV

XORYV is a slightly more complicated command in that | cannot think of a simple drawing analogy. All
| can say is that you study my diagram below: -

'ﬁﬁ"%ﬁ_‘m Un%llﬁ;ﬂ' RESULT
oF XaRY
0 C o
| Q |
0 I !
| ! o
| hope you can see that this command (EXCLUSIVE -OR FUNCTION) only sets a 1 as a result if

only one of the two equivalent BITS being compared is set to 1. If both BITS are set to O or both
BITS are 1 then a 0 is the result.

We can use this command to good effect for toggling FLAGS i.e. switching switches ON and OFF.

e.g.
SUITCH 8 ON
SwiTeH  Ne. Sl 7l el S| 32!
KORY 128 Vy lojcielolelele
NARIASLE cloleol|lololojoto
RESULT XoRY Fltolajo] dle | oo
SWITCH 3 OFF
QuWiTeH No. 18 17 1¢ P sl 3j2lt
KARY 124 l{folo|lo0lolojol| o
NARIARLE llojololol ol o]
REJULT XpRY [ O O | ol o] o O[O
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DEMONSTRATION OF COMMANDS

There now follow some routines that do nothing more than (hopefully) demonstrate the variable
commands. When you have programmed in each section, | want you to go to the TEST screen where
you will be able to see the results of your variable manipulation in the SCORE window.

ANDV/ORV

The aim of this routine is for you to first press key "T", you should see the SCORE set to 8. Now press
key "C", the SCORE will now increase to 10.

1. CREATE and EDIT the following LOCAL conditions:

CMPV 84 121 (THIS IS LOOKING FOR KEY T TO BE PRESSED 84 BEING ASCII FOR T)
IFEQ

THEN

ORV81 (SETBIT3 - POSITIONAL VALUE 8 - IN VARIABLE 1 TO ON)
END

CMPV 67 121 (THIS IS LOOKING FOR KEY C TO BE PRESSED 67 IS ASCII C)
IFEQ

THEN

ORV21  (SETBIT2 - POSITIONAL VALUE 2 - IN VARIABLE 1 TO ON)
END

CMPV 68 121 (68 IS ASCII FOR D)
IFEQ

THEN

ANDV 2 1

END

The last condition is looking for key D to be pressed; when it is then the ANDV command carries out

a LOGICAL AND of the positional value 2 (BIT 1) with variable 1. As BIT 1 is already setto 1 thena 1
results, but a O results in all other BITS. Variable 1 is therefore left with one bit set, this having a
positional value of 2 therefore, on the TEST screen you should see the SCORE go to 2.

XORV

The purpose of this routine is to demonstrate XORV. You are to press key "E". Upon the first press
you should see the SCORE set to 64; each subsequent press of the "E" key will TOGGLE the SCORE
between 0 and 64.

CMPV 69 121
IFEQ

THEN
XORV 64 1
END

NOTE:

Users may find that adding the command DELAY 10 after the actual XORV command will improve the
routines. If a delay isn't used you may find that the XORV will work so fast as to make the score too
difficult to read. It would be as well to remember this whe n using any XORV command in your routines.

TESTV/ADDV

This routine requires that you press key 'T'. Upon each key press then 1 is added to variable 1, you
should see the SCORE increase by 1. The TESTV commands are looking at variable 1 testing for
particular BITS to be set. Messages on the screen will inform you of the BITS set!

CMPV 84 121
IFEQ

THEN

ADDV 11
ENDIF
TESTV11
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IFEQ
THEN

ELSE
TEXTCOL 3
PRINT 210 4
ENDIF
TESTV21
IFEQ

THEN

ELSE
TEXTCOL 3
PRINT 3105
ENDIF
TESTV 41
IFEQ

THEN

ELSE
TEXTCOL 3
PRINT 4 10 6
ENDIF
TESTVS 1
IFEQ

THEN

ELSE
TEXTCOL 3
PRINT 5107
END

CREATE and EDIT the following messages:

MESSAGE 2:BIT NOUGHT SET
MESSAGE 3:BIT ONE SET
MESSAGE 4:BIT TWO SET
MESSAGE 5:BIT THREE SET

Now for the interesting BIT where we combine all t hat
an exciting routine. It's not just the 16 -BIT users who can have automatic player movement, | have
managed to crack the secret of dbhngtoffob ¥tBolekpense/ ARI ABLESO

AUTOMATIC MOVEMENT OF PLAYER ACROSS AN AREA
ZAXIS/X AXIS

The X and Z axes have viewpoint ranges of from 0 to 8191. Object positions available are 0 to
127 (128 positions). One unit in object position is equivalent to 64 area viewpoint positions.

Y AXIS

The Y axis has viewpoint range of from 0 to 4093. This provides object positions of 0 to 63 (64
positions).

VIEWPOINT VARIABLES

The SYSTEM VARIABLES 112 to 117 keep track of the Player's viewpoint throughout the
environment and can be easily programmed to alter the position of the player.

ROUTINE FOR Z -AXIS MOVEMENT

The object of this routine is to demonstrate how to achieve movement across the area in the Z -
AXIS. Additionally it demonstrates several other features achieved by use of the SYSTEM
VARIABLES.
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The routine requires that the player step onto a flat block (CUBE 1 below) and be automatically
transported across the area to CUBE 2 position. The player has to press a switch to activate the

motion.
e, Z A cust 2 E, "
2 PaY 110 D Hs"‘ﬂ

cuse L

?
O £o A

CREATE cube (object 2) and shrink in height to size 1. Position this cube at X=60, Z=000.
This is cube 1 on the sketch.

COPY this cube and position at X=60, Z=110.

CREATE a rectangle and flip it to enable positioning flat on top of cube 1. This will provide a
trigger pad. Make this rectangle INVIS via the SHADES edit function (object 4).

CREATE a cube and position alongside CUBE 2. Increase height of this cube (object 5) to say 16.
This will be our "LIGHTHOUSE" and will give a sense of perspective to the movement.

Set cube 2 (object 3) to CURRENT and INITIAL states of INVISIBLE via ATTRIBUTES.
CREATE and EDIT the following LOCAL conditions:

1. IFHIT 4
THEN
TEXTCOL 3
PRINT 247
END

2.CMPV 71121 (VARIABLE 121 RECORDS KEY PRESSES -~ 71 IS ASCII CODE FOR "G")
IFEQ
THEN
ORVI11  (WE ARE SETTING A FLAG IN VARIABLE 1 TO INDICATE KEY G PRESSED)
END

3.CMPV 28 117 (THIS IS Z POSITION HIGH BYTE. WE WANT THE ACTION TO STOP WHEN
IFEQ WE REACH OBJECT POSITION 112. THIS EQUATES TO VIEWPOINT
THEN POSITION 7168. DIVIDE THIS NUMBER BY 256 TO CALCULATE HOW
SETV 01 MUCH IS SEEN IN THE HIGH BYTE i.e. 7168+256=28)
INVIS 2 (MAKE CUBE INVIS SO IT LOOKS AS IF WE HAVE MOVED ON IT!!)
VIS 3 (MAKE CUBE 2 VIS)
SETV 7 118 (THIS GIVES 35° VIEW ROTATION DOWN)
ELSE
ORV 21
ENDIF

4.CMPV 31
IFEQ
THEN
SETV 0118 (THESE NEXT THREE LINES SET THE SYSTEM VIEWPOINT ROTATION

VARIABLES TO 0 TO MAKE THE PLAYER LOOK STRAIGHT AHEAD.)

SETV 0119
SETV 0 120
SETV 16 113  (BRING PLAYER TO X - OBJECT POSITION 64 i.e. CENTTRE OF BLOCK)
SETV0112 (DITTO)
ADDV 64 116 (MOVE PLAYER BY 1 OBJECT POSITION STEP AT A TIME)

ADCV 0117 (ADDING CARRY IF THERE ISONE TO Z - POSITION HIGH BYTE)
SYNCSND 2

REDRAW (THIS IS ESSENTIAL AFTER EACH MOVE TO ENABLE UPDATE OF CHANGES)
END
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CREATE MESSAGE 2: "PRESS KEY G TO START THE MOTOR"

Faster movement can be obtained by editing condition 4 such that ADDV is either 128 (2 object
positions), 192 (3 object positions) to variable 116 (Z -position LOW BYTE). Faster movement still can
be obtained by deleting line ADCV 0 117 and editing line ADD V 64 116 to read ADDV 1 117 (add 1 to
Z-position HIGH BYTE). This will give a speed increase of four times the original.

George Dixon
AMSTRAD CPC6128

My thanks to George for a most interesting and in - depth look at how variables work
and for the excellent and useful routines. 16 Bit users will also find them useful as

only a little adaptation is needed to convert the commands/routines to the 16 bit

machi nes.

HOW TO GET YOUR GAMES NOTICED
By Mandy

You've completed your masterpiece. You are as proud as can be. You have a game ready to launch
onto the unsuspecting public that is going to knock them for six! Problem is..err.. what to do next?
How to go about it?... Read on.

Most people find to their amazement that the actual programming of their games is the easy part. It
is when they enter the world of marketing, glossy magazine reviews and so forth that they realise just

what a complicated business it can be. It is especially upsetting when you submit your game to a

software company and they return it almost imm ediately (that is if they bother to return it!), with a

polite (or sometimes not so polite), note saying "Thanks, but no thanks!" Especially when you know

that they cannot possibly have had time to explore your game properly. Here are a few hints and tips

that might just help to get your game that "second look".

When submitting a game to a software house, or a reviewer in a glossy magazine, you should bear in

mind the following. The person who is going to take a look at it is not going to play itin the same way
as you or | would. You need to provide something to catch their interest. It is a good idea to have the
first few areas "open" to reviewers and testers. There is nothing more off - putting, especially if you are

areviewer, than to enter the first area and immediately become stuck with a difficult problem to solve.

They quickly become bored and the game is put to one side. So make those first areas as interesting

as possible with lots to see and lots to do. You can leave your lovely mindbe nding problems until later
on in the game. In this way the reviewer will have plenty of room to explore and to get an idea of how

well your program works. Then his interest might be sparked and he will spend hours working on it.

Itis also a good idea to have one of your initial areas very well drawn and designed with nice colourful
objects etc., because the magazine may well decide to publish a screenshot and it is usually one of
the very first areas that are selected.

Packaging is also important, and | don't mean beautiful colourful plastic cases with maps, 100 page
booklets and so forth. They are, of course very nice but | am talking about presentation. Make sure

that you provide a solution, or at least some hints and tips to help the reviewer along the way. A
storyline of what the game is all about with the player's objective and as much information as you can

think of that might be of help.

But, before you even consider sending your game to a reviewer or software house, you must make

sure thatithasbeen  playtested properly by more than one person. Running through the game yourself

is no good at all. You know what you have to do and bugs only show up when someone tries to do
something that you haven't planned for them to do! So someone who has never seen your game
previously is the ideal person to spot the errors. Many people will be more than happy to playtest your

games. Ask your friends, certainly, but try to find someone who has had experience in evaluating
games if at all possible. These are just some ideas to b ear in mind. If you would like to know more
then let me know and | will also be happy to put you in touch with someone who can playtest for you

if you wish.
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16 BIT ROUTINES

FOLLOW MY LEADER!
By Brian Woodley on ATARI ST

| have written a little routine which causes an object to chase the player's view point around and if it

catches them then various effects can happen. The first thing to do is to create an object to chase you

around, so CREATE a cube and mark it as MOVEABL E in its ATTRIBUTE menu. This is object (2). You
should also make a note of its start coordinates. Two variables are used V40 and V41, these hold the

X and Z coordinates of the block. Enter this in the first GENERAL CONDITION

SETVAR (X,V40)
SETVAR (Z,v41)

Substitute the starting X and Z coordinates of the block for the X and Z in the commands above. Now
enter the following commands in the AREA conditions:

IF VAR<? (V40,V0)

THEN ADDVAR (20,V40)
ENDIF

IF VAR>? (V40,V0)

THEN ADDVAR (- 20,V40)
ENDIF

IF VAR<? (V41,V2)

THEN ADDVAR (20,V41)
ENDIF

IF VAR>? (V41,V2)

THEN ADDVAR (- 20,V41)
ENDIF

STARTANIM (1)

Create animation 1 and enter:

INCLUDE (2)
MOVETO (V40,20,V41)
RESTART

This is assuming that the starting Y coordinate of the block is 20. If it isn't then change the 20 in the
animation to whatever it is. Remember to set the initial condition in the DEFAULTS to 001. Press
RESET and the cube should be chasing you around like a maniac dalek!. If it isn't then check your
typing because it works for me! To speed it up or slow it down, change the 20's in the area condition,
increase it to speed it up or decrease it to slow it down (minimum 1), but be warned, the faster it

gets, th e jerkier it gets. This is great but it is a bit boring, lets make it buzz when it catches you! Enter

this as a condition on the object:

IF COLLIDED?
THEN SYNCSND (6)
ENDIF

Now turn up the volume and let it catch you. All that is left now is to add arms, legs etc and change

the INCLUDE number in the animation to use this group. Change the condition so that instead of just
making a noise it drains your energy or similar and vo ila, you have a moving guard to foil players.
There is one drawback to this routine, the guards will walk through your walls. Perhaps they are not

guards but ghosts! (Yeah, that should work!). I'll leave it up to other geniuses to work that problem

out!
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LOADING SCREENS AND MUSIC
By Paul Ramsell - AMIGA

Here are some tips on how to include a music soundtrack and IFF loading screens into a finished Kit
game. Members will need the following programs/files in order to create the startup -sequences that |
will describe below, but all are available on Public Domain disks and are therefore very cheap:

MED V3.0 - Music program

MEDPLAYER - MED V3.0 file player, should be on MED program disk
SHOW - IFF picture displayer

UNSHOW - turns off IFF picture

CLS - in C directory of Workbench disk

RUN - in C directory of Workbench disk

First you must create two IFF pictures with Dpaint Il or a similar graphics package. The first picture

will be your startup screen so do a drawing that will portray the mood of your game. Save this picture

to a blank formatted (and installed) disk as PIC1 . The second picture ought to give a brief scenario

and instructions (in suitable text font) for your game, save this to your disk as PIC2. Now using MED

V3.0, compose (or if you are as musical as | am, get someone else to compose) a suitable soundtrack

and save the tune onto your disk as SND1. Then copy the MedPLAYER file that comes with MED V3.0

onto the disk. Next create a C and S directory on the disk and copy the files RUN, CLS, SHOW and

UNSHOW into the C directory and then save the following into the S directory as STARTUP -SEQUENCE
using a text editor:

CLS

SHOW PIC1

SHOW PIC2

UNSHOW PIC1

RUN MedPLAYER SND1
GAMENAME

Reset the machine and insert your disk and (if you've done everything correctly) the disk should
autoboot and display the startup screen (PIC1) closely followed by the instruction screen (PIC1)
followed by your tune and your game. The tune will continue to play in the background while you play
the game. There is no need to UNSHOW PIC2 because when your Kit game has loaded it will assume
screen priority and clear the screen of anything else that it was displaying. | hope the above tips will

be of use to othe r members and that my instructions are understandable! Oh by the way, you will

need 1 meg of memory to run a soundtrack with your program.

HARDER THAN IT LOOKS
By Richard Horn - PC

It is known that many puzzles involve getting something from somewhere, to be able to pass on to
the next section. My idea below makes the entrance to the next bit look easy, but it ends up being
just as hard as before.

CONDITIONS
FOR OBJECT 3: FOR OBJECT 4: FOR OBJECT 5:
IF COLLIDED? IF COLLIDED? IF COLLIDED?
THEN VIS (4) THEN INVIS (4) THEN INVIS (4)
ENDIF ENDIF ENDIF
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4 5 4‘

Cube /Rectangl

Cube Cube

As you walk in from the left, the trapdoor will disappear for a second giving you enough warning. If

you carry on walking left the trapdoor will reappear but you will still fall through if you try to walk over

it. All that is needed is for you to invent a suitable solution to the puzzle, say, pulling a lever in another
area and entering suitable conditions to prevent the trapdoor from disappearing if the lever is pulled

prior to entering the current area.

GETTING YOU STARTED
By Jurgen Thurow - ATARI ST

PLANNING: Get used to your 3D Kit by working on it as much as possible, until using it becomes as

easy as walking. Try out all the examples in the Newsletters as this helps enormously. Start a collection

of ideas and write them down. Ask your friends for i deas too. When you think you have enough for
one or more games then start to think about your first real project. When you have thought of a

project then see which of your ideas are best suited to it and try to create an interesting story round

your ideas.

Before you start to create your first object or the first border your game should be already created on

paper. This means that every detail should be worked out. When | started | didn't think this too
important and this was my first mistake. | had either t 00 big or too small objects, wrong colours,
wrong controls, wrong conditions and so on. It would have been easy to avoid all this if | had planned

it.

There are some very good hints in the first newsletter about colours and borders, and Atari ST users
should think about this especially due to the split screen. A full screen border may use a lot of colours

that you will have to provide in every area so yo u are not free to make use of every colour you want
to. You may find it easier to use a kind of scale in your planning, | use x=10 to have the correct
proportions and assume it to be 1 inch. My first object was 15x3x15 instead of X=150, Y=30, X=150.
Wheny ou plan your world, make sure that your player is able to reach every area you think he should.

Is there enough fuel? Is the level too high? etc. Include animation sequences such as swinging view

if you enter a planet's atmosphere or if you are hit by some thing. Try to use only 40 visible objects at
a time to improve the performance. Make invisible parts of objects/primitives by colouring them
invisible. Objects can be made invisible by a single trigger or sensor, if you are too far away to see

them eg. on an upper floor of a house or behind it.

VARIABLES: Make an extensive use of variables 0 to 21. Some of you, who try their first project may

think that 225 variables (255 -30 used by the system) is a lot and that you will never need this many

but believe me, it is very easy to use a lot of them. Up to now | have finished about 2 percent of my
project and have already used 50 variables. Very often you will have variables used as flags such as:

V200: Gun on =1, Gun off = 2.

V201: Lazer weak = 1, Medium = 2, Strong = 3.
V202: Rope available = 1, No = 0.
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Using variables like this is very easy but very soon there will be no variables left for use. Here is the
way | use my variables: Each variable in the range of V31 to V255 uses 32 bits to code all values.
When | need variables as flags | use the bits as fo llows:

0 = False, 1 = True,. no hope no medium laser not weak laser

EG. V200: 31 30 29 28 27,.......5 "4 3 2 1~ 0 - (Number of bit)
o 0 0 0 0..0e..... O 1+ O O 1 - (Information)
-1

autopilot on strong laser gun on

This means that | can use "one" variable to code 32 different kinds of flags. Of course information like
amount of money, amunition, fuel and so on should be coded as usual. | am just using variables used

as simple flags or carrying little information (as a maximum 32 different values). But how to use the
bits? Heres how | do it:

To set a bit: bit no

Y 2?7533‘ eg. ORV {28 ,V200) = ORV (8,v200) = 0...01000
PRY 1 ) ¢ bit no.31...43210

As you can see you simply use an ORV command and the duel system to set a value of 1 to bit number

3 of variable V200. If you now want to set the gun to on and laser to strong and autopilot to on this

would meant you set the bits with the numbers 0, 3 and 5 at the same time. Therefore you add each
value of the duel system as follows:

2C +2F +24 =1+8+32=41

and use the command ORV(41,V200) to get

31...... 543210 - bit no.
0...... 101001 - value

To read a bit you use the ANDV command. For example if you want to know if the autopilot is on (ie.
check bit number 5) you would enter:
24 =32
IF ANDV (V200,32) THEN..... ENDIF

The effect is a bitwise logical combination:

31 30 29 543210 31 30 29 , 5435(1)3
L0 0 o...;..1o1oo11 ANDV , 0 O 0"';" 100 ),
V200=41 7 32

Here the result is 1 which means that bit number 5 is set and therefore the autopilot is on. If you use
the command:
IF ANDV (V200,16) THEN... ENDIF

the result would be 0O because bit number 4 (2K =16) was
would react accordingly. Make sure that your variable is placed on the LEFT HAND SIDE within the
brackets, otherwise the result 0 or 1 would be the new valu e of V200 which would mean that all your

set flag values are lost.

TIPS: Write down a list of how you use the variables as you go along so you don't forget what they

do. If many objects use the same condition, write this condition once in the General conditions with
variables and no exact values so you make it flexible. That wa y you can use this condition from every
object by using the EXECUTE (n) command.

Members are cordially invited to send in their routines for inclusion in these pages, whether

it be a simple or complicated animation, a longer article or just a few hints or tips, they will

be most welcome. If you have found a way to do something then why not share it with the
other members so that everyone can benefit from your experiences.
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8 BIT ROUTINES

SIMULATING FREE FALL
By James Neill - AMSTRAD CPC6128

You can use variables 112 to 120 for automatic movement around an area and I've used these to

simulate free fall after jumping out of an aeroplane. First of all start at the top of the area looking

down as if you have stopped while falling to the ground, t his position should be the entrance to the
area (make sure you are in FLY2 mode). Now take note of all the viewpoint values (X, Y and Z). Now

move down as if getting closer to the ground, then take note of the viewpoint values again, move
downwards again a nd take notes again and keep doing this until you hit the ground. You should end

up with 15 -16 viewpoints. Now the hard bit... You must now set variables 112 -120 with the first
viewpoint, lets start with viewpoint X in the first step of the free fall, the high byte goes in variable
113 and the low byte goes in variable 112. If viewpoint X = 3209 then high byte = 3209/256 = 12.

Low byte = remainder = 137. Use the SETV command to load 112 with 137 and to load 113 with 12.

In my case the first part of the free fall is:

X=3209 Y =4031 Z=3249

So | set the variables in the following way:

SETV 137 112 137

SETV 012 113 +12X256 = 3209

SETV 191 114 191

SETV 015 115 +15X256 = 4031

SETV 117 116 117

SETV 012 117 +12X256 = 3249

REDRAW Shows the new position on screen.

Remember the REDRAW else it will seem like you are missing steps. Of course this is only one step
towards the ground there is another 15 or so to go. To call the free fall routine | used the following
LOCAL condition in Area 1 (the aeroplane).

IFHIT 009 - If the player hits the door

THEN

GOTO 001 002 - Goto entrance 1 in area 2 which positions the
player looking down towards the ground.

CALL 001 - These procedures contain the variable settings

CALL 002 for animating the free fall. You can fit a

CALL 003 number of steps in each procedure.

Here is a routine to turn the cross (the one which looks like + not the moveable one) on and off using
the "C" key. It should be put in as a General Condition. It uses variable 111 as a toggle. Note that this
routine also solves the problem of nested IF's!

CMPV 067 121
IFEQ

THEN

ELSE

END

ENDIF

CMPV 001 111
IFEQ

THEN

CROSS 000
SETV 000 111
ELSE

CROSS 001
SETV 001 111
ENDIF

END
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EXTRA OPTION FOR CPC6128 USERS
By James Neill

The following progette works on the Amstrad disc version and is really only useful for the CPC6128

users as we are the only ones who display a screen during testing. The program is in BASIC and
replaces the file DISC. It adds an extra option, which allows the user to change the screen which is
shown in TEST mode by replacing KIT1282.DAT with the new screen. The new screen should be a
standard screen dump. The down arrow can be achieved by pressing CNTRL/J. This amendment will

make designing screens easiera s previously you had to compile the game with the screen to see what

it looked like.

10 '3D CONSTRUCTION KIT LOADER inc. CHANGE BORDER
20 'NOTE : BORDER IS ONLY SHOWN ON 128K VERSION
30 'BY JAMES NEILL

40

50 MODE 1:MEMORY &3FFF

60 PRI NT " 27 3D CONSTRUCTI ON KI T"

70 PRI NT " 22772 1 128K EDI TOR"

80 PRI NT " 2Z 2 64K ENVI RONMENT EDI TOR"
90 PRI NT " Z 3 64K CONDITI ON EDI TOR"
100 PRI NT " Z 4 FREESCAPE COMPI LER"

110 PRI NT " Z 5 DATA DI SK FORMATTER"

120 PRI NT " Z 6 CHANGE TEST SCREEN BORDER"
130 | NPUT " 722727 ENTER)"SELECTI ON (1

140 IF A$="1" THEN RUN"KIT128

150 IF A$="2" THEN RUN"KITENV

160 IF A$="3" THEN RUN"KITCOND

170 IF A$="4" THEN RUN"COMPILER

180 IF A$="5" THEN RUN"FORMAT

190 IF A$="6" THEN GOSUB 220

200 RUN

210 ' CHANGE TEST SCREEN BORDER

220 MODE 2

230 INPUT "ENTER NEW BORDER FILEMANE (FILENAME.EXT): ",FILE$

240 PRINT "INSERT BORDER DISC AND PRESS A KEY ...":CALL &BB18

250 MEMORY &3FFF

260 LOAD FILE$+", &4000

270 PRINT "INSERT 3D CONSTRUCTION KIT DISC AND PRESS A KEY ...":CALL &BB18
280 ;ERA,"KIT1282.DAT"

290 SAVE "KIT1282.DAT",B,&4000,&4000

300 PRINT "NEW BORDER IS INSTALLED PRESS A KEY FOR MENU...":CALL &BB18
310 RETURN

To save this program type SAVE"DISC." remember the full stop after disc else it will be saved as
DISC.BAS and when you try to run it DISC. will run instead.

INFORMATION SCREEN
By D.G.Marley - SPECTRUM +2

After reading Issue 2, | had an idea about the Information Screen that was mentioned. The variable
124 stores the area you are in, so place the following into a General Condition. We will use area 14
for the Information Screen:

CMPV 73 121 - iflis pressed

IFEQ

AND

CMPV (1) 124 - linareal

IFEQ

THEN

SETV (1) 100 - stores area that | was pressed in
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GOTO 1 14
ENDIF

Repeat the above procedure, increasing the number in brackets until all the areas are covered. Now
when | is pressed you will goto Area 14 and the area you were in is stored in variable 100. Now go to
area 14 and enter the following into a Local Condition:

CMPV 73 121 - iflis pressed

IFEQ

AND

CMPV (1) 100 - checks what area you called the
information screen from

IFEQ

THEN

GOTO 1 (1)

ENDIF

Repeat the above procedure, increasing the number in brackets until all areas are covered, include
messages at will. The only problem with this is you can only return to entrances you have placed in

these areas. Hopefully someone else may have an idea on h ow to shorten it or make it possible to
return to the position you pressed "I", or alter it to work on 16 -bit machines.

The following procedure is useful for Title Screens, just to make them that more interesting, it moves
the characters printed on the screen up and down:

TEXTCOL 2

PRINT 1 010

GOTO 11

ADDV 1126

CMPV 2126 NOTE: Create this procedure in area 2 as a
IFEQ Local Condition, create message and enter
SETV 0126 "Press ENTER to start".

ENDIF

CMPV 13121

IFEQ

THEN

SETV 0126
SETV 61 127

TWO COLOUR INSTRUMENTS
By A.P.Smith - AMSTRAD CPC6128

Here is a routine to create a two -colour instrument. Set two instruments to lie alongside each other
then use:

IFTIMER

THEN

SUBV 001 001
ENDIF

CMPV 254 001
IFGT

THEN

SETV 000 001
SUBV 001 002
ENDIF

CMPV 254 002
IFGT

THEN

SETV 000 002
ENDIF

END
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PROBLEM PAGES

Dear Mandy

While reading the manual and studying the 3D Kit, | cannot see the difference between SAVE
DATAFILE, SAVE OBJECT and SAVE POSITION as on the test screen in the game. Every time | created

and edited an object | just cannot save it. Must | first format a dis k of my own? Sometimes | also get
a DOS.ERROR like: File Not Found. When | then turn on my computer and try to load the object it has
vanished. Please can you tell me how to save an object in the right way?

A.C.M.Tammer, Hollan d
AMIGA

For your problem with saving and loading OBJECTS - first you should, as you suggest, have your own
formatted disk ready to save your data to. As an example | suggest you create two pyramids one

above the other and flip the lower one and join them together to form one shape (rather like a diamond
shaped stone). Then create a group and select the two pyramids into the group. Now go to the file

menu and select SAVE OBJECT. You will be presented with the file selector. At this point you should

either insert you r formatted disk or, if it is in a second drive, click on DF1: and click on the lower FILE

(below PATH) and delete whatever is there and enter your own filename - say PYRAMIDS. Now click
on OK and your object will be saved to your save disk. Remember to en sure that the disk you wish to
save your object to is selected by clicking on either DFO: or DF1: - if itis just an empty initialised disk
the file selector should show only two items - TRASHCAN and TRASHCAN.INF. After the save it will

show PYRAMIDS, TRAS HCAN and TRASHCAN.INF......Mandy

Dear Mandy

Occasionally rooms "freak out" - no matter which direction | move in | keep seeing the same object
overlaid on itself lots of times, it is difficult to explain but it has happened quite a few times. Most
notably it usually occurs if | deleted the initial ¢ uboid in a room.

Matthew Clementson, Birmingham
ATARI ST

What has obviously happened is that you have turned your HORIZON OFF. Never do that unless you
are working in a completely enclosed area, ie. after having selected all the global objects (all four
walls, roof and floor) otherwise strange effects will happe n....Mandy

Dear Mandy

When | create an area | find it impossible to change the scale properly. | also find it impossible to load

the Kitgame and other items from file selectors because | keep getting a dialogue box telling me that

it is not the correct format. When | select FLY 2 or CAMeras 1 -5 | cannot get out of the horizontal
level. Please help.

Paul Jarleton, France
ATARI ST

Make sure that you don't change the scale of the area beyond about 12 for it to work properly. You

must load the Kitgame from within the data FOLDER not 3DKit.File from the root directory. Fly 2 and

the Camera modes force forward and backward movement to r emain parallel to the horizon. This isn't
a bug but is an intended attribute of these movement modes. To move out of the horizontal plane use

up/down arrows and you should have no further trouble....... Mandy

Dear Mandy

| have just received my 3D Kit through the post. On trying it out | find that clicking on the arrows to
move an object moves the object in the opposite direction to that indicated, up down or sideways.
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| know this is not a great problem but as it is new it would be nice if it worked correctly. Should | get
the disk changed?
M.C.Loveland, Exeter

ATARI ST

| have checked the disc and there is no problem, Mr Loveland. | think the answer lies in a little
confusion on the function of the arrows. The set of directional arrows which are always on screen are

to control YOUR movement around the environment. If you create an object and select edit object a
second set of icons with directional arrows will appear and it is these that will move your object. If

you use the top set of arrows it will, indeed, appear as if the object is moving in a contra direction as

it is your viewpoint that is moving. | can well understand the initial confusion (I had it myself) but

with a little practice you will soon become totally familiar with all forms of movement......... Mandy

Dear Mandy

I am having problems when creating borders for 3D Construction Kit. | draw my borders on Deluxe

Paint Ill, as NTSC, 16 colours, 320 x 200 pixels and Lo -res format, and save then under the name
Border.IFF on a blank disk. Next | load up 3D Construction Kit and after selecting LOAD BORDER and
the border | created, an error saying "The selected file is not of the correct format" appears. When |

select Degas or Neo format, my border loads but looks very distorted.

Jill King, Huntingdon
AMIGA

It is much better if you save your borders as a BRUSH instead of a picture, Jill. If you save a screen
in PAL format the program will save it at minimum size which is 320 x 256, even if you set the page
size to 320 x 200. Saving as a brush prevents that ha ppening.....Mandy

Dear Mandy

| am writing to solve David Turner's problem of using the demonstration game (Issue 2, page 16), as

your reply wasn't exactly mind -blowing. To view the Kitgame you must have the condition editor
loaded. This is on side two of tape 1, or if you have the Kit on disk then select condition editor from
the boot menu. Now select LOAD and select file 9. The Kit demo is on side 2 of tape 2. If you have

disk then the demo will load automatically. The demo will now have loaded and you can select TEST

to see what the  final game would be like, except no border will be displayed. To comple the demo as

a complete game on cassette, load the compiler which is on tape 2 side 2. Now select file 9 to load

and insert tape 2 side 1. Press play. The border is saved immediately af ter the demo, so leave tape 2
side 1 in the cassette player. When the compiler asks you if you want a border, press Y and type in

KITSCR as the filename. Press play and the border will load. The compiler will now allow you to save

the whole lot on a blank tape. If you are using disk then you will have a problem as there is a bug in

the compiler, it will not allow you to load a border from disk. To solve this problem you have to transfer

the file to tape. You will need a machine code monitor for this or a ca rtridge such as the Action Replay
or Power Cartridge. Turn your C64 off and on again to clear the memory. Insert the 3D Kit disk and

type LOAD"KITSCR",8,1 and when it has loaded, enter your monitor and type T 2000 4720 6000 T

6000 8720 3800 S™,1,3800,5F20 Insert a blank cassette and press RECORD. When you enter the
compiler load the demo from disk and the border from tape.

Steven Flanagan, Sheffield
COMMODORE 64

Thank you also for telling me about the "bug”, Steven, which I will pass to the programmers for their
attention....... Mandy

A PROBLEM SHARED IS OFTEN A PROBLEM SOLVED!

Don't suffer in silence, write in with your problems - you never know, someone
else might just need the answer too but was too shy to ask!
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HINTS AND TIPS
By J.C.Latty - AMIGA

One irritating feature when using 3DKit on a hard drive is the fact that it was programmed to expect

to be in df0: all the time. There is a way round it but not for the faint hearted and always on a backup

copy. If you have a Hex file editor like NewZap or similar and scann the ASCII strings till you find the
line that says df0: just change it to dh0: save it out and voila! no more irritating dos error messages.

One feature | find invaluable which wasn't mentioned in the manual is the ability to save a screen shot
by pressing F2.

COPYING AN AREA
By Paul Ramsell - AMIGA

It is really quite simple to copy an area. What you should do is to make a GROUP which includes ALL

the objects in your area and then save it as an OBJECT. Next you create another area and simply load
in your OBJECT and the area is "copied".

TO IMPROVE PERFORMANCE
By Paul Gregory - Programmer

If your area has many objects but some cannot be seen from certain positions you can use conditions
to make them visible and invisible at certain times, ie.

OVERHEAD VIEW OF AREA

noioﬂ. HALL ;;: Dooh :’4

Roo™
2

11
T

When door 2 is opened make all furniture in room 2 visible and all furniture in room 1 invisible. On
exiting room 2 make all furniture in room 2 invisible and close the door and similarly for room 1 and
door 1.

HINT FOR DRAWING BORDERS
By Mieke Van der Poll

| believe | have a hint for everyone, including myself, who is not so hot on drawing borders. Try using

an overhead transparent sheet with quick drying waterproof ink to trace borders from flight simulators,

racing games etc, by sticking it over the screen and tracing it. When you have done this you can load
in an art package and draw the same picture on the screen (you can see through the transparent
sheet to do this). Then remove the sheet and colour in as you wish. It may not be exactly legal but it

will help train you to draw your own borders.

ALL HINTS AND TIPS ARE WELCOME FOR THIS SECTION PLEASE
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EDITORIAL

Welcome to Issue 4 of the 3D Construction Kit User Group Newsletter.

At last games, routines etc., are starting to arrive for the Public Domain library in sufficient quantity

to start the ball rolling. As soon as Christmas is over | will test them all, sort them all out and a list

should be ready for the next issue of the N ewsletter. Any routines, hints or tips, letters etc are also

most welcome for the next issue of the Newsletter. As | said previously, if all the contents of the

Newsletters were written by myself alone we wouldn't have the variety of ideas that a large gro up of
members can provide, so | hope | will hear from many more of you in time for the next newsletter,

which will be sent out in February.

| have just heard that the programmers are currently working on a version of the 3D Construction Kit

for the Archimedes computer so, no doubt we will soon have more members joining the User Group

with, hopefully, even more information and ideas to exchange . I'll give more details as | soon as |
hear more. One of the benefits of being a member of the User Group is hearing of up to the minute

news on new developments, versions and products from the programmers through the Newsletters.

| hope that the Christmas post won't delay this issue of the Newsletter getting to you all too much.

Things get rather hectic here, as everywhere else, during the run -up to the festive season but | am
hoping to get everything well organised and all my work completed before the school holidays start.
As many of you will know, all too well, once the children are at home they expect Christmas to start
immediately and it is difficult to get other things done! Isn't it amazing how they all join in when it is

tim e to put up the Christmas decorations and how they mysteriously vanish when it is time to take

them all down again?! Still, it is a lovely time of year and, despite my grumblings to the contrary, |

wouldn't miss being a part of it all for anything.

One thing about Christmas time, which | thoroughly enjoy, is being able to send warm greetings all

around the World. Indeed you may be surprised to learn just where our Newsletter goes to. We have
members in Germany, Holland, Portugal, Italy, Pacific Ocean , France, Spain, Norway, Denmark, United
States, Canada, Japan, Indonesia, Belgium, Switzerland, Sweden, Finland, Australia, New Zealand,
Tasmania, Cyprus, Greece, Austria, Luxembourg and Singapore as well as all over the United Kingdom.
Obviously | cannot  possibly send Christmas greetings in all the languages but | will do my best to
include as many as | can. So here goes: Felices Fiestas, Frohiliche Weihnachten, Joyeau Noel, Bon
Nadal, Gledelig Jul, Boas Festas, Feliz Natal, Buon Natale, God Jul, Glaedeli g Jul, Gellukkie Kerstfeest,
Nadolig Llawen, A Ver y Merry Christmas and a very Happy New Year to each and every one of you.
Perhaps overseas readers would be kind enough to let me know the Christmas greetings in the
languages | have missed so that | can b ecome even more international in time for next year.

| sincerely hope that you find this issue of the Newsletter helpful and interesting and | will see you all

again in February. Meanwhile, | hope to hear from you so do write in. Before | close | must thank

those of you who sent me so many lovely Christmas ¢ ards - I've never had so many, thank you very
much much indeed. Well, byeee for now,

Mandy
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TRANSLATING ROUTINES

Quite a few members have asked me for help in translating between 8 bit and 16 bit routines. There

is very little difference between the two Freescape Command Languages although, because conditions

are entered rather differently they do appear to be. To gi ve you some idea of what | mean. Here are
some identical routines written for both 8 and 16 bit machines. These conditions can be found in the

chapter entitled EXAMPLES which can be found in ALL the manuals. | use these simple routines so

that you can comp are them easily by referring to this chapter.

TO GO TO ANOTHER AREA

(16 BIT) (8 BIT)

IF ACTICATED? IFACTIVE 3

THEN INVIS (3) THEN

VIS (4) INVIS 3

ENDIF VIS 4
ENDIF

IF COLLIDED? IFHIT 4

THEN GOTO (1,2) THEN

ENDIF GOTO 1 2
ENDIF

TO MAKE AN OBJECT INVISIBLE OR VISIBLE

IF SHOT? IFSHOT 3

THEN INVIS (0) THEN

ENDIF INVIS 3
ENDIF

As you can see the main difference is that with the 8 bit language you are limited to a command per
line of input, whereas with 16 bit you are not. Most of the FCL commands are exactly the same for

both machines but it may help members, who wish to use ALL

which is 16 bit specific) within the Newsletters, to do so if some of the differences are explained here.

(16 BIT) (8 BIT)
ACTIVATED?  --------mmmmmmee- IFACTIVE
ADDVAR e ADDV
COLLIDED?  -----=mmmmmmmeen IFHIT
VAR=? = oo CMPV (compare variable)
IFEQ (if equal)
VAR>? = e CMPV
IFGT (if greater than)
VAR<? e CMPV
IFLT (if less than)
SHOT? - IFSHOT
TIMER? oo IFTIMER
VIS? e IFVIS
SUBVAR - SUBV
SETVAR e SETV

IFSENSED is 8 bit specific and 16 bit users will have to use System Variable 11 to check if the player
has been shot by a sensor. | hope this will be of some help to you all. If | have missed any command

that you would like translated then please let me kn

ow.
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LETTERS

Dear Mandy

| was wondering whether there were many Commodore 64 members of the User Group as, judging

from the previous Newsletters, there doesn't seem to be many at all. Anyway, the main point of my

letter: Could you please tell me what the variables 122 and 123 are for? They are labeled Interrupt
Counters. If you can't answer this then don't worry as | will probably manage to work it out for myself

with time. One last thing, | know now to alter the kit so that it is capable of playing music. | have not

done it yet b ut | know how to do it, | know it is illegal to tamper with the innards of a program, so |

expect | will have to obtain permission to change it so that it will play music. | can't promise success

but it would be a great advantage for C64 users. | must say that you do a great job running the User
Group, well done! I wish you luck for the future.

Steven Flanagan, Sheffield
COMMODORE 64

Thank you for your good wishes, Steven. There are a great many Commodore 64 members but |

haven't heard from many of them yet. As time goes on | hope that more of them will make themselves

known through the Newsletters. Same goes for all computer users, we would love to hear from you
all so do write in with your news and views. The variables 122 and 123 are Interrupt counters and the

value of these increases every 50th of a second. These can be used to time events and are most useful

as they can bereset. Y  ou can modify your own copy of the 3D kit to be able to play music without any
problem, if you so wish. What you cannot do, as it is illegal, is to modify a program for any other but

your own personal use....... Mandy

Dear Mandy,

| just thought, while I'm sending my registration and application to join, | might as well include my

first letter to your Newsletter. | was wondering if anyone has sussed how to create solid 3D wheels

like the ones on the tutorial video. Is it possible? H ow do you do it? or is this something you can only
do on the 16 -bit machines? Also how do you go about creating new items for the Global Area, as my
program seems to have everything invisible or something in the Global Area. Are there likely to be

further developments, and so further editions or add -ons for 3DCK, such as a design  -your -own sound
effects option, as while the sound effects are useful they are a might limited. For example, what would

you use for a car engine for the car design the video shows o ff so well? Anyway, I'm not moaning; my
3D Construction Kit is now about the most used item in my software collection. Oh and before | forget,

| know it is illegal to sell unauthorised copies of the kit, but is it OK to merely back it up? | ask this

becaus e of the disclaimer in the manual, so if anything went wrong with my copy | would have to shell

out another £24.99, which | can't well afford.

Matt Moran. Solihull
AMSTRAD CPC

The wheels are created using small, inverted pyramids which, when fitted together, form what looks

like a circle. | have to admit that, when starting to fiddle about with the Global area's - on all machines
- that problems tend to occur. | have found that area to be extremely sensitive and personally prefer

to create my own objects in whatever area | am in than to try to add any to the Globals. If you add

an object to the global area it will, when selected, always appear at the same position which could

cre ate an overlap of objects if one is not extremely careful. News of any upgrades, new programs or

add -ons will be announced in the Newsletters as soon as the programmers give me the "thumbs up"
SO you won't miss out on anything, Matt. If anything untoward happens to your original program disc

you will be provided with a replacement so no need to worry on that score. | hope you continue to get

the same pleasure and enjoyment out of usi ng the program as you obviously have so far....... Mandy

Dear Mandy,

Would it be possible to incorporate CyberScape .3D2 files/objects into the 3D Construction Kit? | would
like to do so if at all possible and if you could give me some information on the 3DCK data format,
perhaps | will be able to work out how to do it.
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Andy Caldwell Liverpool
ATARI ST

Unfortunately the data format used within the 3DCK is not really capable of the level of complexity

many objects created with CyberScape exhibit. The only way it would be possible to display
CyberScape objects with the 3DCK would be to create TRIANGLE obje ct type for each facet within the
CyberScape object. As I'm sure you will appreciate this would be very memory intensive and also,

more importantly, processor intensive thus slowing the frame rate to an unusable level. However,

there is a possibility of a new release of the 3DCK in the near future aimed at the more technical user.

This new version (subtitled "Professional”) will allow, amongst other things, for the inclusion of user

code modules. This feature will allow programmers, such as yourself, to wri te their own programs to
do anything from a simple instrument type, to a complete subgame, and have these programs called

from within the 3DCK. Another possible feature of the "Professional” version (perhaps of more interest

to you) is the inclusion of new and more flexible OBJECT types. This feature may help in converting
the more complex CyberScape data to 3DCK format. As a member of the User Club you will be
informed as more information of any new versions become available......Mandy

Dear Mandy,

| would be grateful if you could clarify a point about the C64 manual. The IFSENSED command, on

page 35, will not work on my machine. Whenever it is typed in on its own line the border flashes to

show an error. | presume some other parameter must follow it . However, the manual doesn't give any
indication of what it should be.

Robert Pomfret Manchester.
COMMODORE 64

Yes, the IFSENSED command should be followed by the number of the sensor you are referring to. If
you create a sensor it will be given its own number in the object list. So if your sensor was given the
number 7 you would enter the command:

IFSENSED 007

I think you will find the article entitled 8 Bit Routines by George Dixon, in this issue, of special interest
to you as it goes into great detail on the subject of sensors....... Mandy

Dear Mandy,

Ciao Gran Supremo Mega Direttore Galattico Mandy. Mi chiamo Giorgio e ti sto' skrivendo da Genova.

| seemed to understand, in the last issue, that you know something about Latin languages. but | had

better translate. Ciao (this is international) Supreme Great Chief Galactic Mega Director Mandy. | am

Giorgio and | am writing to you from Genoa (beloved It aly). | must say that | read my first issue
(Aug/Sept) of the Newsletter with great interest. In particular. | had to agree with readers who have

had some problems in loading and saving using the 3DCK on the PC with the mouse. It might be an

idea to build an album with photographs of all of us in the 3DCK User Group, this album might be
published at the end of each year in the relevant issue of the Newsletter. It might be a long job for

you but please do think about it. | like the spirit of the publication, co ncise but full of interesting advice
and useful routines. What do you think about the idea of building a Mega -Game in which every member
of the User Group could participate by sending you his or her contribution as a ready made area? Each

area might contai  n a visible recognition number and the purpose might be to discover the name of its

author (something only you would know). You could prepare the main area from which everyone could

enter in each of the others and the first people to discover completely th e number/name table might
see his or her name published in the Newsletter with the solution! E colgo l'occasione per porgerti i
miei piu' grandi complimenti per la rivista e per farti gli auguri (porta meglio pero' un "in bocca al

lupo") per una sempre migliore continuazione... But this time | don't translate.

Giorgio Oliveri Genoa, Italy
PC
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Thank you for your good wishes, Giorgio. Yes, | do manage to be able to translate Latin languages. It

is French and German that | have the greatest difficulty with. Being married to a Portuguese, and

speaking that language, helps a lot (hence my surname, | add that as some of you have been
wondering about it!). | appreciate your ideas and suggestions but, herein lies the difficulty, there are

hundreds of members of the User Group and all the different computers are represented so producing

the photographs w ould be extremely difficult - as well as the fact that photocopies of photographs
rarely produce flattering results! The Mega -game would be difficult to organise unless there was one

for each different computer and | just wouldn't have the time to organise it. Perhaps you would care
to start the ball rolling with a PC Mega -game though? Perhaps other members have some useful
suggestions on how this could be done? Ciao......Mandy

Dear Mandy,

I've just bought the 3DCK for the Atari 520ST and find it completely fantastic!! Please find enclosed

my registration and membership. I'm currently involved in a major game project and have a humber

of questions on obtaining features that I've seen in Ince ntive games. How would it be possible to
create a day/night situation so that the background sky colour would change when it becomes night

and subsequently when day arrives? This would ideally be taken from a reading of a time bar so that

when the player e nters an area it would either be day or night, depending on the TIME reading. Is it
possible to update graphics in the borders as done in the water jar from TOTAL ECLIPSE? Finally, it is
possible to load in data from within a game, as | am finding that my game may not all fit into one
load? | would be grateful if you could shed some light on these questions.

Liam Johnston Belfast
ATARI ST

I'm afraid it isn't possible to update borders or load in data from within a game, at least on this version.

See the reply to the letter from Andy Caldwell about future versions as | think these may be possible

with the "Professional” version. The DAY/NIGH T problem is possible but rather difficult to program. In
DRILLER the programmers had a command to change the colours which isn't available in the present
3DCK. What may overcome this would be to create two identical areas, one with black "sky" and the

oth er with "blue" sky and to move the player from one to the other depending on the "time of day"
(determined by the time). Of course one problem would then be to determine exactly where, in the

current area, the player was and to place them in EXACTLY the same spot in the other area. This could
be done by storing the player's coordinates within variables. | confess that | haven't yet had time to
try this myself, but when | do I will let you know how it should be done. Perhaps anoth er member

has, or will, work it out. If so, | would appreciate the routines for the Newsletters very much
indeed....... Mandy

Dear Mandy,

Thank you for your letter and the Oct/Nov issue of the 3D Construction Kit Users Group Newsletter

(what a mouthful!). | was in two minds about subscribing as most of the correspondence seems to be

for Amiga's and CPC's whereas | have a humble old Tandy IBM compatible. Would it be possible to
give translations for the routines in the various formats as most of them are quite short? In issue 3

there was a quite complicated routine by George Dixon for the player to hop on an object and be

moved to another poin  t. The comment was "16 bit users will also find them useful as only a little
adaptation is needed to convert the commands/routines to the 16 bit machines." How? Perhaps | am

still wet behind the ears and could do with issue 2 with your article on Variables . One routine | have
been trying to work out is to be able to move an object with the viewpoint. Eg. to have an object
representing the bonnet of a car at the bottom of the screen, which when a button is activated would

move forward as the player moves for ward. This would enable the player to simulate getting in or out
of the car. | know you would normally have the border depicting, perhaps the dash panel of the vehicle
but you can't change the border in the middle of a program. One other thing | am not sur e of is the

point on page 8 about Free distribution of stand alone data files. Does this mean they can be freely
distributed in whatever way deemed suitable at whatever charge thought reasonable. Or does it mean
free and gratis "Here mate have a copy, does n't cost you a penny" type free?

Stephen Shield, St Helier, Jersey
PC
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Firstly, Stephen, let me explain that the Freescape Command Language is exactly the same for ALL

16 bit machines so routines for Atari ST or Amiga can be entered in the PC without any modification

or translation. Similarly the 8 bit FCL is the same for all 8 bit machines. This issue | have included a
short article which | hope will enable all members to convert ALL the routines within the Newsletters

for their machines. I've explained what the translation of unusual commands are between 8 and 16

bit machine s and, hopefully, demonstrate just how similar the languages really are. | have tried to

include ALL the commands which are slightly different between 8 and 16 bit machines but if | have

missed one then please do let me know. Having all the routines availa ble right across the board will
be most useful for members. | am sure. However, please remember that Animation Routines are 16

bit specific, although previous Newsletters do contain routines for "simulated animation" for 8 bit
machines. Remember also that the CALL command for PROCEDURE conditions is 8 bit specific. These
PROC conditions are similar to GOSUB commands and routines in BASIC so 16 bit users will have to

include the relevent conditions for these within their routines. The reference to "Free dist ribution of
Stand Alone Games" means that you can sell, swap, give or whatever you wish to do with your
completed games. The only stipulation is that you inlude an acknowledgement that the game was

created using the 3D Construction Kit....... Mandy

ALL YOUR NEWS AND VIEWS ARE WELCOME FOR THE LETTERS SECTION

HINTS AND TIPS

SILENCE IS GOLDEN!
By J. C. Latty AMIGA

I'm afraid | have discovered that one of the Hard Drive tips | sent you for the last issue will not work

with version V1.2 of the 3DCK. | had said with version 1 you could put ALL the program files into a

drawer if you assign it first. For some reason, | h aven't worked out yet, this will not work with version

V1.2. So its back to the original instructions for now. One quick tip before | sign off! If, like me, you

sometimes find it annoying to hear the built in sound every time you go through an entrance, yo ucan
kill the sound by using the number of an undefined sample. For example, if you are using the default

sample.bnk, use the following lines:

IF COL?
THEN

GOTO (2)
SYNCSND (7)
ENDIF

MEMORABLE THINGS!
By Liam Johnston ATARI ST

Users of the Atari ST version of the 3DCK can get more memory to work with from the Kit by going to
PREFERENCES and typing in 7000000. The machine will reset this to 5000000 and then give the user

about 78K to work with. Far more than the default memory it boots up with. And players who have
already started to program data can still avail themselves of this without having to re -program from
scratch. Simply carry out the above instruction before you load in your data and you still have the

extra memory to pl  ay with!
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DOORS WITH A DIFFERENCE!
By R. Spreadborough ATARI ST

Here is an alternative method of creating doors and exits:

—f | -s¢h
—— GRASS — AN
7 11\ |
FROM RECEPTION LOOKING OUT FROM GARDEN LOOKING IN

In fact these are wafer thin pyramids with rectangles placed over them but the visual effect is
extremely realistic!

HINTS AND TIPS ARE NEEDED FOR THIS SECTION PLEASE

PROBLEM PAGES

| have an ICL DRS Model 40 PC and have a problem when | select MCGA graphics mode and serial
mouse. Unfortunately, as soon as the mouse is moved, the pointer freezes and a white band appears
across the screen. Strangely, this only happens in MCGA, the mous e and program combine perfectly
in CGA and EGA modes. Do you have any idea as to why this should happen and how it can be solved?

Peter Griffiths, Northants

If at all possible, try another mouse driver or check the CONFIG FILE and AUTO EXEC.BAT and remove
any non -standard programs or drivers. PC problems with memory or conflict always suggest these
two ideas. Let me know how you get onl......Mandy

| have noticed that, even on FINE mode, walls are 2 units adrift when "joined" together. If you then
walk into this joint and keep bashing your VR body passes through the gap and you eventually find
yourself outside the game confines. Is there a solution t o the 2 unit gap?

Paul Sayer, Ramsgate
16 BIT

2 Units is the smallest "move" available. To overcome this type in the actual co -ordinates into the
ATTRIBUTES dialogue box......Mandy

My first problem concerns the disc accessing. It sounds similar to Angela Bishop's problem in a
previous issue. When | select the LOAD option, the old disc drive hums, accesses the master disc, and

then gives the contents of that disc, no problem. When | n ow swap the disc for my save disc, | click
on the A:icon, | type in the path A: \ in again, nothing happens, the program refuses to read the disc.

| hear you say "why doesn't he put his save disc in, in the first place", good point, that's OK if you

only w ant to access from one disc. | want to be able to use multiple discs to store various items etc

onto. If I have to, | will use one disc, but another problem associated with this is that | cannot tell

what is stored on any disc?

Paul Hough, Grimsby
ATARI ST

87



If you return your disc to the address on the back of the box, Paul, and ask for it to be replaced with
version V1.2 they will do so with pleasure and | am sure you will experience no further difficulties with
that version....... Mandy

| have tried to create more than 60 objects in an area and actually managed to do this, the only
problem was that some of the objects were almost transparent. Is this due to the extra objects?

Paul Sayer, Ramsgate
16 BIT

Yes, Sorting will have problems with more than 60 objects........ Mandy

Is it possible to create messages on the walls of my 3D environment similar to CASTLE MASTER where
you clicked on the yellow boards which brought up a screen with the message on?

Chris Troth, Bradford
16 BIT

It is possible to achieve the effect of messages, similar to CASTLE MASTER, by making an instrument
the same size and position as the VIEW window. Make the instrument into a TEXT window. You can

then write messages to this window. See the condition that co ntrols the instructions in the Kitgame
for an example on how this is doneéé. .. Mandy
Is there likely to be a "save" option available on a completed stand alone game when posted off to all

friends etc. | think there's nothing worse than not having a "save" option when playing? Also, is there
any limit to the number of objects that can be animated in one scene?

Paul Sayer, Ramsgate
16 BIT

There is a save command within the 16 bit versions of the Kit, Paul. You can define the keys or icons
for both SAVE and LOAD in the same way you define for movement controls within your borders etc.
There is no limit to the number of objects that can be an imated in each scene....... Mandy

If I expanded the memory of my ST, from half meg to full meg, would the 3D Kit run faster, and
therefore, would | be able to have more objects in each area? What | am asking really is, does the 3D
Construction Kit support memory upgrades?

Paul Hough, Grimsby
ATARI ST

If you have more memory available it won't make the Kit run faster but it will allow for larger
areas....... Mandy

| have noticed that LOCK/EXCLUDE doesn't work properly when inside the bungalow supplied with my

version of the 3DCK. When | am inside the livingroom and select a part of the settee, for example,

and try to exclude, this does not work. Using the move icons copies the selected part on the screen
confusing it. Disabling the exclude icon restores the badly confused screen. Similar effects occur if |

use the LOCK icon.

Jurgen Thurow
ATARI ST
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The problem you experienced is because you were inside a room which has no horizon. Excluding
objects in an area with no horizon will not appear to work because the background is not redrawn over
the excluded objects....... Mandy

I bought this software for my son's birthday but already we have experienced a problem. After defining

all the controls and indicators for DRBORDER.IFF and saving using F2 we find that the bitmap has

been lost, only the controls and indicators remain. | re traced the steps using KGBORDER by loading it
in as usual. | pressed F2 and a SAVE SCREEN menu appeared with PATH and FILE as per the original

load sequence. | pressed ENTER. | then attempted to load in the border and got the message THE
REQUESTED FILEIS NOT OF THE CORRECT FORMAT. Now, both the borders are inaccessible. Shouldn't
the manual give some kind of warning that this might happen?

Martin Sennett, Southampton
AMIGA

You have discovered something extremely unusual, Martin! One Amiga owner told us that using F2

would save a screen dump to your printer, but this is the first | have heard of a save option occuring

by pressing F2. There is no warning in the manual because I had no idea that this would happen. The
save and load options should be accessed by using the FILE menu under the top menu bar and from
nowhere else. | am sending you a replacement disk as you lost both the borders and | will pass on

the information tot  he programmers about what happened for their comments. | would be surprised

if you had the same effect with the replacement disk as | get the feeling that there may have been a

"one off" fault within your original program........ Mandy

Sharing your problems within the Newsletters may also help someone else! So do
write in, a problem shared is a problem solved!

8-BIT ROUTINES
By George Dixon
SOME SENS(OR)IBLE ROUTINES

My aim this issue is to demonstrate the use of SENSORS and although the two routines that | include
are written for use on 8  -BIT machines | am sure that they can be easily adapted for use on 16 -BITS.

Sensor Range

To accurately calculate the range of a sensor, first calculate the X, Y and Z distances from the
maximum Viewpoint position that you require from the sensor. Add these distances together; this

gives a value known as the MANHATTAN DISTANCE. This value divid ed by 64 gives the range in Object
position units, i.e. 1 RANGE UNIT = 1 OBJECT POSITION UNIT.

There now follow two routines that | hope you will find useful and informative: -

INVISIBLE (INFRA -RED) BEAM

The aim of this routine is to produce an "INFRARED BEAM", which is invisible, positioned across a
corridor at waist height. The beam will be broken/interrupted by an explorer walking or running down

the corridor, but can be crawled under to ensure his safe ty. If the beam is broken then a gun set at
waist height will be activated to shoot at our intrepid explorer. Three hits to his abdomen and it is
curtains for him! If, however, he drops into a crawl after breaking the beam he will be able to crawl
forward/ backward under the gun's "hail" of bullets; but, should he stand up before safety is reached

then he will become a prime target again.
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The head height (Y VIEWPOINT POSITION) when walking or running is 544 which equates to 8.5
(544+64) object position units. When crawling the head height reduces to 288 viewpoint position units
or 4.5 object position units.

The routine was originally devised as a demonstration of Sensor Range, but, could be developed for
inclusion as a hazard in someone's game.

PLAN | SOE
s SENIGR (ﬁ"-l"")
SEAIRT @— — -~ - 7 —
. 3 (Rawst 4) t
ECTANGLE .
PLACIT =a GROUKD RECTAMGUES HEIGHT
il (e PRI 3 over
SEAISRLY - SEmIeR He
#/ - e e i d—— —
=
¢ . CRAWL
SAFE
UBTS HEIGHT
4.5 okyae
umiTy \

DISFANCE ="3 oUTaST wi§'s

CREATE the following objects in AREA 1 and position them as per the two sketches above:

OBJECT 2......... CUBE (left wall)

OBJECT 3......... CUBE (right wall)

OBJECT 4......... RECTANGLE (shade invisible for use as a trigger pad)
OBJECT 5......... RECTANGLE (shade red for use as beam transmitter)
OBJECT 6......... RECTANGLE (shade blue for use as beam receiver)
OBJECT 7......... SENSOR (set range to 4 and frequency to 0)

OBJECT 8......... SENSOR (set range to 4 and frequency to 0)

OBJECT 9......... SENSOR (set range to 100 and speed to 10)
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CREATE and EDIT the following LOCAL CONDITIONS:

1. IFSENSED 7
AND
IFHIT 4
THEN
ORV21

ELSE THESE TWO CONDITIONS ARE BEAM
END BROKEN DETECTION ROUTINES

ENDIF

2. IFSENSED 8
AND
IFHIT 4
THEN
ORV 21
ELSE
END
ENDIF

3. CMPV 70 121 (looking for key F to be pressed i.e. CRAWL select detection)

IFEQ
THEN
ORV11
ELSE
END
ENDIF

4. CMPV 82 121 (looking for key R to be pressed i.e. WALK select detection)

IFEQ
THEN

ANDV 2 1 (note the use of ANDV to ensure that BIT 1 is SET on walk selection

ENDIF only if BEAM is broken previously)

5.CMPV 21 6.CMPV 31
IFEQ IFEQ
THEN THEN
VIS 9 INVIS 9
ELSE ELSE
END END
ENDIF ENDIF
IFTIMER
THEN
SOUND 3
ENDIF
7.1FVIS 9

AND

IFTIMER

THEN

ADDV 12

ELSE

END

ENDIF

CMPV 3 2

IFEQ

THEN

TEXTCOL 3

PRINT 2117

DELAY 200

ENDGAME

ENDIF

CREATE and EDIT the following GENERAL CONDITION:
CREATE and EDIT the following MESSAGE:
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RANGE/PROXIMITY DETECTOR

The aim of this routine is to have an audible warning of coming within range of a particular point within

an area with the frequency of the warning increasing as the player gets closer to the point. Uses for

this routine could be a) as a warning device in an area b) audible proximity for docking of a space
vehicle to space station airlock.

Study the following sketch which | hope shows the basic concept of my routine: -

PLAN

SHRE STRETCHED
Te HE T §

4 SEASSRS PLACED
o Taf

CREATE the following OBJECTS and position as per the sketch: -

OBJECT 2......... CUBE (make X and Z size 1, make Y size 8)
OBJECT 3......... SENSOR S1 (set range to 5 and frequency to 0)
OBJECT 4......... SENSOR S2 (set range to 15 and frequency to 0)
OBJECT 5......... SENSOR S3 (set range to 25 and frequency to 0)
OBJECT 6......... SENSOR S4 (set range to 35 and frequency to 0)

This routine uses VARIABLE 1 as a range "cell" with a threshold of 200. When the sense count reaches
200 the alarm will sound and the count will reset to zero.
If the TIMER is setto 1 i.e. every 50th of a second then we can use the varying SENSOR ranges to
good effect: -
SENSOR 1 will cause 1 to be added to variable 1 every 50th of a second i.e. count of 200 gives
4 seconds.

SENSOR 2 will cause 2 to be added to variable 1 every 50th of a second which will halve the time
to reach count of 200 i.e. 2 seconds.

SENSOR 3 will cause 4 to be added to variable 1 every 50th of a second which will take 1 second
to reach 200.

SENSOR 4 will cause 8 to be added to variable 1 every 50th of a second which will take half a
second to reach 200.

| hope from the above that you can see that we will be varying the frequency of the sound as we get
closer to the cube and come within the different sensor ranges.

CREATE and EDIT the following LOCAL CONDITIONS: -

1. IFSENSED 6 2. CMPV 200 1
AND IFGT
IFTIMER THEN
THEN SOUND 3
ADDV 11 SETVO1
ELSE END
SETVO1
END
ENDIF
IFSENSED 5 GENERAL CONDITION
AND TIMER 1
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IFTIMER
THEN
ADDV 11
ELSE
END
ENDIF
IFSENSED 4
AND
IFTIMER
THEN
ADDV 2 1
ELSE
END
ENDIF
IFSENSED 3
AND
IFTIMER
THEN
ADDV 41
ELSE
END

VARIABLES - THE ART OF USING THEM
By Steven Flanagan CBM 64

The idea of altering variables 112 to 117 have already been covered in the last Newsletter, but this
subject can still be developed further.

Demos could be designed, where the program plonks you in an environment with weird and wonderful
scenery with graphical effects such as invisible parts, and revolves you around in a prepared route.
This introduces a completely different side to the 3D Cons truction Kit.

You could do a guided tour of your environments, with text popping up telling you what's what. You
could even do an art gallery, with various sculptures in the room.

Another way of using these variables is to have animated start and end sequences to a game. For

example, the storyline of your game might be that you were on a plane that crash -landed on a deserted
island or whatever. The sequence could show you in the pla ne, flying normally and then start to dive
and crash -land.

You could even give the impression of the plane spinning out of control by changing variables 118 to
120.

Using similar methods, you could give the user a degree of control. For example, the start sequence

may involve you gliding the plane towards a runway. Your Y position would decelerate at a constant

speed and your speed would be constant. The user must ste er left and right and control the rate of
fall to land the plane on the runway rectangle.

This can easily be tested by a local routine such as:

CMPV 001 114 - Test if viewpoint Y low position is zero.

IFGT

THEN

END - If you are above ground then routine ends.

ENDIF

CMPV 001 115 - Test if viewpoint Y high position is zero.

IFGT

THEN

END - If above ground then routine ends.

ENDIF - Reaching this point means you must have touched
IFHIT 001 ground. This tests if you are on the runway.

THEN

GOTO 001 002 - If you are then goto area 2 to continue game -
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END successful landing.
ELSE - Otherwise you missed the runway and crashed. PROC
CALL 001 1 should have the end sequence, ending with an

ENDGAME command.

This sort of thing may eat up memory, but it will be worth it in the end. It ties in with what was said
last issue in the feature. "How to get your games noticed". If the first thing the player sees is a dazzling
introduction sequence, he or she is bound t 0 be interested.

If these sequences take up too much memory, you could omit the end sequence out of the game and

save it as as a seperate game. When the player completes the game, he could be prompted to load

the next file on the disk or tape. To stop people just loading i n the end sequences without completing
the game, you could have a password system.

This means that when the player completes the game, he will be given a password to type in at the
beginning of the end sequence "game".

The start area in the end sequence should be completely black with no objects at all. In the password
LOCAL routine below, the password is ST (2 letters).

Message 1 should be "ENTER PASSWORD".

PRINT 001 010 010 - Asks for password.

CMPV 083 121 - Tests if S key is pressed (ASCII (s) = 83)
IFEQ

THEN

ORV 001 o001 - If processed, set a flag.

ENDIF

TESTV 001 001 - Testflag to see if S has been pressed.
IFEQ

THEN

ELSE

END - If not then end.

ENDIF

CALL 001 - PROC 1 is the routine to test for T.
TESTV 002 001 - If T flag is set then password is complete
IFEQ

THEN

GOTO 001 002 - If the password has been typed in, goto

area 2 to begin the end sequence.

Now the routine for PROC 1:

CMPV 084 121 - Testsif T is pressed. (ASCII (t) = 84)
IFEQ
THEN
ORV 002 001

If pressed, set flag.

As soon as both letters are pressed in order, you will be transported to area 2 where your end routine

should start. This method leaves loads of memory for a spectacular ending to your game.

Here is a list of the ASCII numbers for all of the letters. This is the number to look for in variable 121:
A=65 B=66 C=67 D=68 E=69 F=70 G=71 H=72 |=73 J=74 K=75 L=76 M=77
N=78 O=79P=80 Q=81 R=82 S=83 T=84 U=85 V=86 W=87 X=88 Y=89 Z=90

For example, if you want to see if Z is pressed, use:

CMPV 090 121

Thats all there is to it.
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16 BIT ROUTINES

SWIMMING POOL ANIMATION
By Mieke Van Der Poll - PC

| created a swimming pool with a pyramid and a diving board with a cube. The animation starts when

you shoot the diving board and stops when shooting the pool. The figure of the swimmer stands on

the diving board at the start (group 4). When the animation starts it is moving towards the water,
jumps in it and disappears. Another figure becomes visible (group 12) facing to the right, swims to

the right and disappears. Group 17 becomes visible swimming forward, vanishes and group 32
(becoming visible) swims t o the right. When group 32 vanishes it seems it is diving under and
reappears again somewhere else on the screen (which is group 12 again) and continuing swimming!

This animation will continue until you shoot the pool and stop it.

I made the first figure (group 4) consisting of an upper and a lower part. | made another group of the

upper part (head, part of body, two arms) and saved it as an object. When | made group 4 invisible |

loaded in the upper part on that spot, turned it to the right, made it invisible and movable and did the
same with the other groups on the different spots in the pool.You have to place each upper part on

the spot where the previous one disappears, turning it the right direction and making every part of it
movable and invisible. Make sure, when you edit a group, everything is still static and only when it is

in the right place, make every part of it movable and invisible. The only group that is not invisible at

the start is group 4. All groups have to be made movable though!

SWIMMING ANIMATION ROUTINE

INCLUDE (4)
START

LOOP (17)
MOVE (0,0,17)
AGAIN

MOVE (0, - 70,0)
SOUND (7)
AGAIN

INVIS (4)

VIS (12)
INCLUDE (12)
LOOP (10)
MOVE (10,0,0)
AGAIN

INVIS (12)

VIS (17)
INCLUDE (17)
LOOP (30)
MOVE (0,0,30)
AGAIN

INVIS (17)

VIS (22)
INCLUDE (22)
LOOP (35)
MOVE (- 35,0,0)
AGAIN

INVIS (22)

VIS (27)
INCLUDE (27)
LOOP (30)
MOVE (0,0, - 30)
AGAIN

INVIS (27)

VIS (32)

LOOP (35)
MOVE (35,0,0)
AGAIN

INVIS (32)
RESTART
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RADIO CONTROLLED VEHICLE

You can achieve the same animation with the "vehicle" in Newsletter number 2, page 27, which is
"radio -controlled". You have to make the conditions for the different arrows of the radio control unit.
| have been trying this out for the four horizontal dire ctions and will give you this routine also.

All four vehicles are first placed in the right position and made invisible and movable at the start. In

each condition you have to make three vehicles invisible in order to choose any direction at random

and the right vehicle becomes visible. The numbers of the groups depend on the amount of cubes,
pyramids etc, you need to create your vehicle.

RADIO CONTROL UNIT:
Movement forwards: IF ACTIVATED?
Condition: OR SHOT?

THEN VIS (2)
INVIS (20)
INVIS (38)
INVIS (56)
SETVAR (0,V40)
SETVAR (75,v41)
STARTANIM (1)
ENDIF

VEHICLE (GROUP 2)

Animator 1: INCLUDE (2)
START
LOOP (2)
MOVE (V40,0,v41)
AGAIN
STOPANIM (1)
RESTART

RADIO CONTROL UNIT:

Movement to the right: IF ACTIVATED?

Condition: OR SHOT?

THEN
INVIS (2)
INVIS (38)
INVIS (56)
VIS (20)
SETVAR (75,V40)
SETVAR (0,Vv41)
STARTANIM (2)
ENDIF

VEHICLE: (GROUP 20)

Animator 2: INCLUDE (20)
START
LOOP (2)
MOVE (V40,0,v41)
AGAIN
STOPANIM (2)
RESTART

RADIO CONTROL UNIT:
Movement backwards: IF ACTIVATED?
Condition: OR SHOT?

THEN
INVIS (2)
INVIS (20)
INVIS (56)
VIS (38)
SETVAR (0,V40)
SETVAR (- 75,v41)
STARTANIM (3)
ENDIF
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VEHICLE: (GROUP 38):
Animator 3:

RADIO CONTROL UNIT:

Movement to the left:
Condition:

VEHICLE: (GROUP 56):
Animator 4:
Condition:

INCLUDE (38)
START

LOOP (2)

MOVE (V40,0,V41)
AGAIN
STOPANIM (3)
RESTART

IF ACTIVATED?
OR SHOT?

THEN

INVIS (2)

INVIS (20)

INVIS (38)

VIS (56)

SETVAR (- 75,V40)
SETVAR (0,V41)
STARTANIM (4)
ENDIF

INCLUDE (56)
START

LOOP (2)

MOVE (V40,0,V41)
AGAIN

STOPANIM (4)
RESTART

The only restriction is that you have to move in a kind of circle, because your vehicles are placed that

way. | don't know yet how to solve that problem.

(Perhaps another member can come up with a solution to this problem and will

Mandy)
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VIDEO TITLE ANIMATION
By Chris Heslesby ATARI ST

Here is my (very) basic but WORKING! program to animate my 17 week old baby daughters name.

This, when developed more will be used as the opening few seconds of the homemade video we have

of her growing up. | hope that other users, who like me don't fully understand variables, will find it
easy to follow and possibly use some of the conditions/animations etc for their own programs:

BACK OF AREA
(sTART 1mws)
~ ] Ye N

SO PHIE

36 fas\ 37

ONE LETTER VISIBLE
PER TIME DURING
TRANSFER

|\
=
\

|

/1]
S[PF
/|

7 LS
- | .__\
V. i /’ii‘éf’/f/// /A o or anc

smm-a 1S Hy 1HY
42 | aq ||(o, 3\J32 | zssj ey

r Sweel  faen —> ———&——-—»-——»—]

ENTRANCE 2

Shoot (29) - Letters S, then O, etc will move from back of the area to the front, then vanish. When
all have moved across, shoot (42), this closes the trap (41) and the full name SOPHIE appears.
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No.DESCRIPTION INITIAL/CURRENT ANIM.

1 FLOOR VIS STAT

2 GROUP - forS

3 cube INVIS MOVABLE

4 cube INVIS MOVABLE

5 cube INVIS MOVABLE

6 cube INVIS MOVABLE

7 cube INVIS MOVABLE

8 cube for O INVIS MOVABLE
9 cube " INVIS MOVABLE

10 cube " INVIS MOVABLE
11 cube " INVIS MOVABLE
12 cube for P INVIS MOVABLE
13 cube " INVIS MOVABLE

14 cube " INVIS MOVABLE

15 cube " INVIS MOVABLE

16 cube forH INVIS MOVABLE
17 cube " INVIS MOVABLE

18 cube " INVIS MOVABLE

19 cube for| INVIS MOVABLE
20 cube for E INVIS MOVABLE
21 cube " INVIS MOVABLE

(29) IF SHOT?
THEN INVIS (36)
INVIS (37)
VIS (38)
VIS (39)
STARTANIM (7)
INVIS (29)
VIS (30)
VIS (3)
VIS (4)
VIS (5)
VIS (6)
VIS (7)
STARTANIM (1)
ENDIF

(30) IF SHOT?
THEN VIS (8)
VIS (9)
VIS (10)
VIS (11)
INVIS (30)
VIS (31)
STARTANIM (2)
ENDIF

(31) IF SHOT?
THEN VIS (12)
VIS (13)
VIS (14)
VIS (15)
INVIS (31)
VIS (32)
STARTANIM (3)
ENDIF

OBJECTS USED

22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42

No.DESCRIPTION INITIAL/CURRENT

cube for E INVIS MOVABLE
cube " INVIS MOVABLE
GROUP - forO

GROUP - forP

GROUP - forH

GROUP - forl

GROUP - forE

BLOCK - S VISIB STATIC
BLOCK - O INVIS STATIC
BLOCK - P INVIS STATIC
BLOCK - H INVIS STATIC
BLOCK - | INVIS STATIC
BLOCK - E INVIS STATIC
HOLE 1 VISIB STATIC
TRAP down VISIB STATIC

TRAP down VISIB STATIC
TRAP up INVIS STATIC
TRAPup INVIS STATIC
HOLE 2 VISIB STATIC
TRAP - SLIDE VISIB STATIC
BLOCK SOPHIE INVIS STATIC

ITEM CONDITIONS
(32) IF SHOT?

THEN VIS (16)
VIS (17)

VIS (18)

INVIS (32)

VIS (33)
STARTANIM (4)
ENDIF

(33) IF SHOT?

THEN VIS (19)
INVIS (33)

VIS (34)
STARTANIM (5)
ENDIF

(34) IF SHOT?

THEN VIS (20)
VIS (21)

VIS (22)

VIS (23)

INVIS (34)
STARTANIM (6)
ENDIF

(42) IF SHOT?
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GENERAL CONDITIONS

001 INITIAL CONDITION 006 IF VAR=? (V44,20)

GOTO (2,1)

SETVAR (0,V40)
SETVAR (0,v41)
SETVAR (0,v42)
SETVAR (0,V43)

THEN INVIS (19)
ENDIF

007 IF VAR=?  (V45,20)

THEN INVIS (20)

SETVAR (0,V44) INVIS (21)
SETVAR (0,V45) INVIS (22)
SETVAR (0,V46) INVIS (23)
SETVAR (0,V47) ENDIF

002 IF VAR=? (V40,20)

THEN INVIS (16)
INVIS (17)

INVIS (18)
ENDIF

008 IF VAR=? (V46,8)

THEN INVIS (3) THEN VIS (3)
INVIS (4) VIS (4)
INVIS (5) VIS (5)
INVIS (6) VIS (6)
INVIS (7) VIS (7)
ENDIF VIS (8)
VIS (9)
003 IF VAR=? (V41,20) VIS (10)
THEN INVIS (8) VIS (11)
INVIS (9) VIS (12)
INVIS (10) VIS (13)
INVIS (11) VIS (14)
ENDIF VIS (15)
VIS (16)
004 IF VAR=? (V42,20) VIS (17)
THEN INVIS (12) VIS (18)
INVIS (13) VIS (19)
INVIS (14) VIS (20)
INVIS (15) VIS (21)
ENDIF VIS (22)
VIS (23)
005 IF VAR=? (V43,20) ENDIF

009 IF VAR=?  (V47,1)

THEN VIS (42)
INVIS (38)
INVIS (39)

VIS (36)

VIS (37)
ENDIF

ANIMATIONS
001 INCLUDE (2) 002 INCLUDE (24)
START START
LOOP (20) LOOP (20)

MOVE (50,0, - 170)
ADDVAR (1,V40)
AGAIN

ADDVAR (1,V46)

MOVE (50,0, - 170)
ADDVAR (1,V41)
AGAIN

ADDVAR (1,V46)



003 INCLUDE (25)

START
LOOP (20)

MOVE (50,0, - 170)
ADDVAR (1,V42)
AGAIN

ADDVAR (1,V46)

004 INCLUDE (26)

START
LOOP (20)

MOVE (50,0,0170)
ADDVAR (1,V43)
AGAIN

ADDVAR (1,V46)

005 INCLUDE (27)

START
LOOP (20)

MOVE (50,0, -170)
ADDVAR (1,V44)
AGAIN

INCLUDE (28)

START
LOOP (20)

MOVE (50,0, - 170)
ADDVAR (1,V45)
AGAIN

ADDVAR (1,V46)
ADDVAR (1,V47)

INCLUDE (41)

START
LOOP (10)
MOVE (0,0,50)
AGAIN

ADDVAR (1,V46)
STOPANIM (7)
LOOP (10)
MOVE (0,0, -50)
AGAIN

ADDVAR (1,V46)
STOPANIM (7)
RESTART

ADDVAR (1,V46)

ANIMATING THE PLAYER
By R. Spreadborough ATARI ST

Here is a way of animating the players position within an area. It has a great number of advantages
over the INCLUDE (0) method, and the SETVAR (X,Y,Z) method. It works rather like a film camera in
your area that you can manover and click one shot after th e other. If you wish to animate a journey
on a conveyor belt you would use the following:
AREA 1
INVISIBLE 1 2 3 4 5 6 7 8 9 10 11 12 13 14

"*Eé%%%? m—

OBJECT CONDITION: ANIMATION 1{:

A//N

IF COLLIDED? START

THEN TRIGANIM (1) T WAITTRIG ) .

ENDIF SETVAR (2,V100)-->(Mode 3 1f flying)
1LOOP (14)

ADDVAR (1,V100)

GOTO {(V100)

o REDRAWS or move (0,0,0) with INCLUDE
Mode 1 it landing~-—--2>AGAIN {0) if interfacing)

g RESTART

"GENERAL CONDITION 1:
STARTANIM (1)

Now go and stand on the trigger pad and create an entrance from the menu. Take a few steps forward

and create another. Repeat as many times as you wish making the animation smoother or faster, and

just change the loop value. If REDRAW is used the player be comes locked into the animation and
cannot use movement controls. However, if you use a MOVE command to move any object nowhere

(MOVE (0,0,0)) then the controls are read each frame so it is possible to have some interaction during

transit. If you wish to f ly then board your craft and use Mode (3) to disable gravity. Make your craft
invisible and create a take off sequence. It is possible, by selecting CAM 1 -5 and Mode 2 or 3 to set
yourself miles outside an area and fly in a circle around and land. Don't fo rget to set Mode 1 (walk)
when you land!

HAPPY LANDINGS!
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This box contains one excellent
reason for you to owri a home
computer.

It holds a piece of software that
has been developed by the
award-winning INCENTIVE team,
who for the last four years have
produced hit after hit with their
amazing FREESCAPE 3D

graphics system.

Now that unique system is
available for you to “play around
with"”. It's been designed for easy
use — mouse/icon driven controls
that require no programming skills
at all.

You can design a car, house,
aeroplane (or whatever you want!)
and then walk around it. See what
it looks like from any angle.
Change it. Add colour, detail,
animation. The possibilities

are endless.

And it's ideal for creating games. If
you're not artistic, don't worry —
there are lots of objects already
included in the kit for you to use in
your plans, but it's simple to create -
your own if you want. S| S
So, if you enjoy playing games, but )
want to use your computer's real
capabilities for a change, this is a
perfect opportunity.

VIRTUAL REALITY — you've heard
about it, read about it, and now it's
here at your fingertips.
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