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/ TOD Editor

By John Behnke

1 — Introduction: This program will allow yoar, the wzer, to creills your own games
for the Tunnels of Doom carridge, of modify existing ones to your personal
preferences, This program is for those adventure enthusiasts that like the challenge of
an interactive graphics adventore, and are interested in constrocting their own games.
TOD Editor requires liltle or no knowledge of programming or computers in general,
but z0me hasic knowledpe of the operation of the TI-9%4 A Additionally, users should
he Familiar with the general nperatinn of menn-driven anfioeare For e information
on both of these subjects, see the manuals accompanying the machine.

II — Requirements: The operation of this program requires the following computer
COmMPONenis:

* TI-90/d A Home Computer and monitor
* Disk drive and controller

* 17HE memney Bxpansiomn device
* Extended BASIC cartridge

Additional components required o fully utilize this programm:

* Tunnels of Doom canridge
* printer and 5232 device

I — Getting Started: Before lopding TOD Editor, you must first prepare a pame to
be edited. To dao this, copy the £ample game (or any game that you wish o edit for that
mattar} onto 4 blank, newly initinlized disk. It is important that the program is
physically the first program on the disk, It is also recommended that the user allows
the remainder of the disk to remain empty. Becavza TOD Editor directly modifies the
sampla game 10 your specifications, failure to first prepare a seperate game disk may
result in the destruction of information on the disk.

After preparing the sample disk, load the program by the procedure outlined i the
section entitled "LOADING THE FROGRAM®, and begin to modify your sample
game with the festures described in this manual under the heading “PROGRAM
FUNCTIONS. It Is recommended that first time or novice users read “TOD ECITOR
TUTORIAL™ before proceeding to this step.

IV — Loading The Propram:
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* (1} Turn off the compater and all peripherals,

* (2} Place the Extended BASIC cartrldge in the carridae slot, and wm on the
machine.

® (4) Flace the proqiram disk in the drive desipnated #1.

* {4) Select Extended BASIC at the menu — the program will automatically load and
execate.

* (5) When the program has starled executing, remove (he program disk and replace ;
it with the disk containing the game to edit at the prompt.

The user can quit (Iom me rogram and reiom to e Master Title Screen at any time
by pressing FCTM <" (or QUIT).

¥ — Program Functions: TOD Editor consists of two seperate progerams which cin
be used independant of sach other. When the program is first loaded, the user must
choase which program to execute. The fiest program, called program “A”, containg (he
bulk of the major functions of the propeam - a menu of 18 items. The second Progeatn,

called program “B”, contains several functions for modifying relatively. mingr Aspects
of your pome which may be important 1o some pooplu,

3.1 — Program “A™ This portion of the program contains the following routines, as
they appear on your manitor screen when the program is exccuting

TAOD EDITOR
Inpt

To EnLar Game Descripbion
Ta Enkter a Monster

Toa EBnter a Monster Graphic
To BEntear a Special Rttack
To Enber a Quest Graphle

Ta Enkter a Quest Itam

To Frint Honster Staktistics
To Enter Character Typaes

To Entar Character Graphics
To Entar Weapons

T Enber Dungeon Graphlea

T Falfar & TraoanhetEona
To Enter a Lanbearn

Ta Enter a Feotlon

To Entar a Serall

To BnLar a Wand

Ta Enter anp Armor Ty
To Entar a Shield

[l et et el el
i Iy R - S I L W e T

Choice? £ 1>
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5.1.1 — Enter Game Descriptions: With this option you can designate the title of the
game you are modifying, and an up to ten-line description of your quest. Because the
cartridpe does not permit lower-case letters, this texi must be entered as Upper-case
letters only. This message will appear when you execute your game with the Tunncls
ofF Digom cartridge,

5.1.2 — Enter a Monster: The Tunnels of Doom canridge can accomodate up to 51
mMonsters in 4 single game, With this option you can make any of these monsiers have
whatever abilities you wish (o assipn. You can remove a monster altogether from the
gume by piving it 4 name made up of spaces, Before entering the statistical description
af each monster, you must indicate to TOD Editor which monster you are altering
(from 1 to 51). The higher the number, the more experience points are awarded 10
characters when the monster is destroyed. You must input the following information

about cach monsier:
* Monster Name: The singular name of the monster (Do not add an “s" to make the

name plural - if there is more than cne monsier in a room, the module automatically
ads an “'s").

* DMonster Level: The number that determines how hard 2 monster will be to defea
in combat,

* Defense Level: The number that determines how hard it will be (o hit that monster
in combat,

* Attack Level: Determines how much chance the monster has of inflicting damage
on characters when attacking.

* Ranged Attack: The chance a monster has of attacking from a distance.
* Maximum Damage: The actual damage that is possible from an attack,

* Special Attack %: The percentage chance that a monster will use a special attack
against a character. For no special atack ability, enter “0° at this prompt,

* Speclal Attack Type: The different special atacks available to a monsier. The
choices may be changed with Option #4 (“Enter A Special Auack”) on the main
ment.

* Maximum Special Attack Damage: The damage possible from g special attack.

* Monster Graphic: A monsier can be represented in a game by one of 16 different

pictures. Choose the appropriate “graphic™ at thls prompt. Each choice will be
displayed on the screen as chosen. Each monster has two representations: the
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defense praphic and the attack graphic. Thege pictures may be chanped by using
option #3 on the main menu.

» Monster Sound: A monster can be represented by one of 16 sounds made available

by the caqu'idge. This sound is heard every time the monsier attacks, or when a
character listens ai the door of a room containng ine monster.

*» Mohility: The percentage chance that a monster will move each tam.

= Mapic Resistance: The percentage chance that a maegical item or spell will not
affect a monster, Enter this percentage as a multiple of 10 {exa: 0, 10, 20, 30, 40,
ete...)-

* Snepd: The number of Bmes 3 MONSET May auack oo more dueing iCa te,
p E

« Negotiation: This is the percentage chance that the monster will negotiate with the
party of characters. NOTE: When a monster's speed i 3 or higher, the negotiation
number may be randomly altered by the cartridge. For speeds of two or under, this
value will always be as designated. g

£1.3 — To Enter a2 Monster Graphic: This menu option allows you t0 enter new
TIRICIE1E ]_|[‘|_.|,|;_||_j.||j J'Ell'lll.'-:-':lll-ﬂ-ﬁ'\-'llﬂp ol -E-'"Phim" for o R, Afior -n-nl'.ll-n'ng the numbar

of the graphic to be altered (2 number between 1 and 16), you will be asked whether
you wish to alter either the attack or defense praphic. Each monster has two graphic
stances, the first called the defense graphic, and second the attack graphic. To make a
new memster graphic, you have 1o draw two graphics - attack and defense, See Section
V1, entitled “USING THE GRAPHICS EDITOR”, for more details on drawing these
pictures.

E 4 Ta Enter a Epoainl Attnel: This optinn ie neerd tn snter 2 arecial nitack tvpe
Each game can contain 20 differcnt special altacks. Enter the number to change, then
rename the attack, and specify what special effects the attack causes.

515 — To Enter a Quest Graphic: The option used to change the graphic
representation of a quest item. Each game can contain only two such pictures,
numbered 1 to 2. These graphics are displayed when a quest item is found. Use meny

aption 46 1o specify the name of the quest item and it’s graphic {the number you
dalfine =ath thie -:'-]"-fiﬂﬁ:l

£ 1.6 — To Enter a Quest Ttem: This option is used to enter a quest item. Ezch game
can contain 2 maximum of & quest items. With ihis option, you can specify the name
of each quest item (number 1 through 8), what graphic is used 10 represent it (either 1
ar 2 - defined with option #35), and how much ime these is 1o find it. For less than &
quest items, enter the defaults for the prompis (07).
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5.1.7 — Ta Print Monster Statistics: This option can be used 1 print out a complete
list of all the monsiers statistics, if you have a printer attached 1o your computer, Tt
will display the names of the monsters on your screen as it is printing them. You can
have the list printed to the screen, if you so desire, by specifying “SCREEN™ as the
output device,

5.18 — To Enter Character Types: Option #8 is used to change the names of the
available character types in a game. The type of magic items and weapons a charactar
can use is automatically assigned by the camridge according to the number of the
character, The first character type can use all weapons but cannot use scrolls, the
second character type can use scrolls but is limited in weapons and armar use, the
third character type can use most weapons and armos, cannot use scrolls, but can avoid
. braps, while the fourth character type can only be used if the pluyer opts fo have a

prriy of one. This charncter gan wac all WeApondy s, ad aepnlla, wud Al awild

traps.

5.19 — To Enter Character Graphic: With this option you can change the graphic
meprescntation of a characier, Each of the four available characters has two different
graphics - an attack and defense stance. See Section 5.1.3 for more information.

5.1.10 — To Enter Weapons: Use this option to rename the weapons available in a
fumea The highar tha number of the vaopon, the more powerful (he WA ED B dun
combat,

=1,11 — To Enter Dungeon Graphics: This option is used w change the “Dungeon
Graphic™ that appears in the beginning of the game, and when a player finds the
general store. Use this oplion 10 mike a wnique graphic that distingeishes your
adventure from others. It can consist of your initials, the initials of the name of your
gams, or anything you want to design actually.

3.1.12 — T'o Enter o Touchstone: This option is used 1o alier the names and effect of
a touchstone. There are five different touchstones available in a single pame. Select
which cne you would like i change by number.

3.1.13 — To Enter a Lantern: With this option you can modify any of the five
lanterns available in 3 game, You can elect 1o change it's name name and effect,

5.1.14 — To Enter a Potlon: A eame may coniain sip o Gve different potinns Thie
option can i5 wsed o change the name, and effect of each.

5.1.15 — To Enter a Scroll: The Tunnels of Doom canridge supports a large variety

of scrolls, up to 15 different ones in all. Select the nomber you wish 1o alier, then re-
enter its name and it's effect.
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5.1.16 — To Enter a Wand: This option will allow you to change the name and
affect of any of the five wands available in a single pame.

5117 — To Enter an Armor Type: You can re-name the armor types available in a
aame with this option. Because the effects of the armor are static and unchangable,
you can anly change the namee The granier the nombee of tho aroe beoing renamed,
the greater it's strength in combat.

3.1.18 — To Enfer a Shield: Like the previous option, you can only rename the

available shields with this option. Again, the higher the number, the stronger the
shield,

5.2 — Program “B": This program contains options that the beginning user of TOD
Editor probably won’t use for a while. Basically, with thiz progrom you can re-deaw
some of the more fundamental graphics of your game. This propram contains the
following routines, as they appear on your monitor screen when the pIOfTam is
enceubing:

TOD Rdventure Editer
Enter

1 To Changs Dungeon Hames
Te Hokox TP sy Fooplilog
To Enter Map Graphics

To Enter Diracticns

Ta Entar Hagic Itama

Ta Enter Room Graphies
To Enter Miscellaneous

w=d R e Ll B

Choica? <i=

5.2.1 — To Change Dungeon Mames: With this option you can change the name of
the: strm, tha phreacs Adieploved ssiban a woluos s apaned, and the namca for e
fountains, statues, treasures, vaults, and food. You can also change the "password”,
Simply follow the directions on the screen for each,

5.2.21 — To Enter Weapons Graphics: This and the following six items are used to
redravw many of the fundamental graphics elements of a game. This particular option is
used to redraw the representations for the missile, hand-weapon, and ranged weapon
graphics. For this section and others read the section entitled *USING THE
GRAPHICS EDITOR"” for more informatinn.

5.2.3 — To Enter Map Graphics: This option is used to redraw the map geaphics for

all directional hallways and doors, stairs and fountaing. Changes to these peaphics are
visible whenever the game players ind a map.
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5.24 — To Enter Directlons: This menu contains options for redrawing the elements
of the directional sign that appears at the wp of the screen when moving through the
dungeon,

325 — To Enter Magic Items: With this menu vou can redraw the graphic
representations of 8 wand, scroll, touchstone, lanaem, siatue and fountain,

5246 — To Enter REoom Graphics: These options will allow you to redraw the bagic
elements of room graphics. You can change the representations of walls, comers and
doors.

5.2.7 — To Enter Miscellaneous: The graphics that can be changed in this menu
cannot be readily assigned to some other section - and so they were sluck in a section

entitled “miscellaneows™. With this section you can change the graphics for the cursor,
BITOOT, SALGIAS, e map; cliest, vault, a dead ting, the stars up and ihe siaics down.

VI — Using the Graphics Editor: The graphics editor is a simple screen-editor for
designing the representation of characiers, monsters, and the dungeon graphic,
Operation is detailed on the screen, Use the amow keys (“E™"5", D¢, and “X™) to
mowe the corsor, and turn on and off the draw feaure witn the 1" and “0" koys. Press
"ENTER" when finished, You can have rint the picture you enier along with the
hexadecimal code for that character just after leaving the editor,

VII — Baving a Game: Because the program makes modifications to the game you
are editing AS you edit it, you don’t have 1o worry about saving and loading games.
It's automatically done for you. When you are finished editing any game(s) that you
wish (o edit, and have QUITed from the program (FCTH “="), it is advisable 1o copy
the game anto a new disk. The game can them be renamed or played safely,

YII — Program MNotes: Because of the nature of the program and the amount of
wifunsativin hal van be chagged, you sliould caprsse g spLil severdl Noers creadng
your own unique games, However, because saving and loading of games is
automatically performed afier every change, you can work on 3 game over many
sessions. The only problem you may encownter doing this is keeping track of where
you left off, To best keep track of everylhing, modify the game step by siep in the
order of the modifying options. If you get tired of waorking on your game before you
are done, simply write down the last option you were on when you quit. The next time
you start working on the game, simply check your slip of paper for the step you should
Aert withe It ks rescunmnended that you hocp a acperade peeiaausng Bela Jiak aas o wank
disk. When creating now games, simply modify this one and copy it onto a regolar
digk when finished. IF you wish o edit another pame, copy that game over the one on
the data disk. Remember, the game MUST be the first program on the data disk
{physically occopy the firse block of 52 seclors on a disketiz).
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TOD Editor is sold to the user protecied, Becavse it is protected, a backup copy Iz
peovided 1o the wger, IF both the backup copy and the m‘i,ginal should Fail, retum the
program disk 0 Asgard Software for 2 free replacement. Include £.75 for retumn

pastape, or a stamped, self-addressed envelope. If you do not include retum postage
by either of these methods, we will not return a cocrecied copy to you.

Users of this program hold all rights to the individual games they creue with the
program. These pames may be freely traded, given away, or sold ab apy iime, Asgard
Software will give authors a free evaluation of games created with TOD Editor if the
guthor provides a copy on a 555D disk, and retum postage (if you wish the disk
returned after the evaluation). Aspard Software may purchase the riphis (o scll
evaluated games, or offec authors limited erm, high-yield sales contracis, Offers are
piven at our discretion, and no guarranty, written or explicit is implied that we will
make an offer for the created gams,

Aspard Software exfends no wamranty for TOD Editor beyond the physical part
consisting of the disks and the documentation. Aspard Software does not warrant that

| the program will perform as stated, or meet the needs of the user in any cupacity.

Asgpard Software is nod lizhle for any damage that may result from the proper or
improper use of this program. The physical pans of this program may replaced free of
charge up 10 90 days after purchase by returning the disks or documentation to the
manufaceorer. However, Aspard Software reserves the daht o refuse o service or
[eplacs eese par i€ ey nNave pich 0AmMaged DYy AcCLEENl, UNIeisanaols uss, negis,
improper service or any other cause ool arising out of defecis in matenal or
workmanship, Return all parts that meet these conditons 1o;

ASGARD SOFTWARE, POB 10306, ROCKVILLE, MD 20850

Frupgrau: Copyriphd & 1963 By Juliu Belinbae
Documentatlon: Copyright © 1985 by Asgard Sofiware

All Rights Reserved

Motice: Extendad BASIC, Tunnels of Doom, and TI99/4A are trademarks of Texas,
Insiruments Inc., PO, Box 53, Lubbock, TX 79408
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TOD Editor Tutorial

By John Behnke

This tutorial is for those who need help in understanding the many and often complex
commands of TOD Editor, It is assumed that you have knowledpe of how the pame is
played and have bad some actual experience in playing a Tunnels OF Doom adventure,
If you arc still not familiar with all the commands and Featares of the game, T strongly

sugpest that you play a few more games 5o you can mose ensily understand the
elements of the game.

About The TOD Adventure Moduole
The Tunnels of Doom module was released by Texas Instruments in 1982 as a sequel
o the popular “Adventure” series. The price of the module was 545, which was very
expensive even at that time when games typically cost $20 or more. Many people
perchised this module becanse Texas Instruments prosized more adventures for it at a
much kower price at a later date. Of course, thess pames never materalized.

The Adventure module cost almost as much, but was physically inferior to the Tunnels
af Doom carridge, I you read the back cover of the manuals accompanying both, vou
would have discovered that the Tumnels OFf Doom module had 30,000 bytes of
memoey versoz 6,000 for the Adventore cartrides, This implies that games written for
the TOD module can be much mome complex than games for the Advenmre module,
The TOD module contains the general rules for the game, sound effects, varous inpuot
and output routines, and the TOD theme mosic that you hear when you are

consinecting a dunseon or decending siairs, Games for the TOD module can be used
with either diskette or cassette systems becanse the game is loaded into the 16,000

byte Video Display Processor memary that is in every console, In adding the memory
in both the module and the aciual game loadad into VP memory, we find that a
single game consists af 46,000 Bytes, or 46K of prorram, This is an enormous amount
of memory.

With the TOD Editor you can edit the 16,000 byle game diskeite. The modole of

coarse cannnt be changed, and because many of the features of the pame are in the
module, you are unable o change many features of the game. Some other aspects of

the game that are possible to change have been 12t out becapse (hey are complex and
really add nothing to the game by changing them., An example of this are the hallways.
It's possible to change the hall graphics, but since the module builds ihe halls from a
library of graphics, you woold have to carcfully plan your changes, and change
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everything. This type of change is not really neccesary unless you pive a high priority
o the color and shape of a door. The module also pssipns different colors w the
character s2t3, and if you were to change the graphics, the colors might not match. 1
hope this explains why certain things are unchangable. I'm sure it will not hamper the
construction of your masterpicce dungeon in any way, Now on to the twiorial!

Creating Your First Dungeon

MNote: | will be going over the use of Program “A”, Program “B” is intended for more
experienced users who wish to change aspects of the game that may be wa difficult to
understand for the first time wser of this program.
CAMED ISng e Program as per ine instructions in the main manual, vou will see the
“main title screen. [ will now explain in deeail TOD Editor, and change one aspect of
“each option that is available,

Crption #1: Enter Game Description

When you are wailing for a dungeon 10 be dug, you are shown the tite of the dunpgecn
and & desaipiuain of e ganes, This OpOOn 210Ws You b nput this oo your coam

dungean. You will be prompied to enter the tifle of the dungean. At thig polnt, enter
the name you wish o give it. Keep in mind that what you see is what you get. In other
waords, what you see on the screen is what you will see in the aame. So center each
linz the way you wish it to appear in the game.

Exsmpler

Colunn 12M3G6TE501EI45RT8501 2245678 [{ you were to Type thds bn,

Lhat's hoW IT would aoogar In ree
Tiidlw LEER F 0T R FITT R ) Jafdh. RS Pag oan Soe, ThRis was

1ust an sxapple. Hare are scopo

Lloe 1 THIS IS HY FIRST DUNMGEDN. axampies of thirgs you may wane
1 THE SBJECT IS TO TRY RMD WIH La lnslude Lo year descorlpclen:
3 THE SAME AMP GATHER L&TS oF
4§ COLD, KWITO THE HOMSTERS RS a &k skari deosclpcicen af what
: THEY WILL TRY RHD XILL wenr. Tha player®s gesle aro.
7 BY JOHE BE o A warnlng about any agislal
n dasgess Ehat vouo hawve placed
'Ig SEFTEYHER 1.08% ln your dungoan.

o Yaur name and geakibly che
dabkw fhe Adilfdasas wsre mdn

You do not have much space o enter a detailed deseiption of your dungeon 50 you
may wani o write a shorf Basic program or TI-Writer file that describes the dungeon
in greater detail. In peneral, the short descriprion that you can enter should be interest-

ing and contain information that the player will need tw know in arder (o accomplish
his fask.
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Option §2: Entering A Monster

You are allowed to Enter 51 different monsters, You need not use all 51, To exclude g

monster number, simply enter spaces for the monsters name and zeros for all PrompHs

(and “N*" for any questions). There are many questinnz asked far this nptinn, ea T adl
g0 over an example and explain what it does:

Troostian Ackad Tou Enker Effect Dn Gane

Mumber Eo Change? You Wilsh Co change the £iFa: of
th 5l Eonxbers. In genécal, She
hlghar bthe nunber, the mare
apnrlence you galn by k1010ne
ft, Tou should aasign the hlgker
nunbars Ea Lha rLronger Esnaiercs.

Hendter Nape? TIGER Hemekar #1 Wlll B called a
LAYEN
HeqnEtor Lowel? L] Thie is hew stcong che Feneber

1l on a as=aln from 0-15_ & I=
the eanlnst, 15 tha hardess.

Defamen lownl T 3 Thla numbar ohows how well Eho
maneter 15 able Lo preteck
kinenlf in battla, en a scale
feem 9-15 - 0 1x easy, 1% hard.

AtEsck Lovml? X Thic number sbows how strongly
4 monstesE attacker [rem O=15_
T is mot a =tromg attaszk, 15 Ix

Fusy AL LR .
Rangad ALtnck? H A rangod atcack mears Shat thn
Faneker can attask uw omron L
ka im nobt next ca LE: defonder.

Mazimun Carage? 5 This number 1x baw mny hit
palnts af damage Ehe monster
car Laflizt iF b hlts cha
dofapdnr in am atcack.

speclal Rtback &7 10 Thle is tho perearbagn =hames Lo
10} that the manstar will wee a

spaclal attack sn the defender.
Enuua L dbhk RN BEOELEL UWOHE

Ak have 3 speclal atcaek,

Speclal httack Typn *Special+ At this palst yeu wlll zam a
spaclal attack Eypa am yaur
Scrann, it ERTER when jou
hawa found an attack you want.

Haxlnun Spaclal i This number 15 how pasy hit

Darnaga polnts of darage The BIARERT
car Lnfllet on thea dalecsder
with & apacinl aLtask,

Hematar Graphic: *Opacial* touw will now coe cone graphlox
D LBy SULunl £ Gl of L1EH.

These arp tho monscer graphlcs
chat you can chaagn fram, Each
of tho 18 different monsters
bBave 2 graphlea, ane far when
M 1a Lldla and the athor when
En 12 ntbacklng or ls hit.

Pee Ehe "5" koy bo skip umtlll
way Find the graphic pou wish
Ea uss and then hit ENTER.
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Memator Seandr a Theee are 16 diffecent downds
bullt lnce the module, IL*a
hard be doacribd exactly whal
2 souand "Sourda® 1lke and yad
may want ko experinont with
thim Co goet to know Chem.
key to malect That Cype.

Melliloy? T3 Thls nunber Cepraiants Che &

premenllley kkan S bhe Soamaeae
will meve during nls turn.

Hagic Resistaneal 1] This narber lLa Cho peccentage
chappe chat any maglc you use
ageinsT hlm wWlll nob wWoIk.

Epend? z This ia hed many powes Lhe
ponster can ®EKe Sagh kurn, 2 Lle
skbandard, For a #, the monster
can mown asce and atkack anos
or moye bwlew,

Begoblatlan? il Thia 1o The poroantage chanoo

pleme niile wivebmgs @EBLiE maka &
oribe not Lo attack the pariy.
I don®*t think that llons take
pelbos so I put & "OY hese, OF
atan They e boined?

Option 43: Entering A Mooster Graphic

You are able o use 32 monster praphics in a game. Each monster has two graphics, a-
toclk and defenoe. 8o pou epn have 185 differant moancter: aarh neing Bwn praphioe

When you enter a new mansier graphic, you will really have to enter two. The first
graphic is what the monster will look like when there is 50 action. The second is what
it looks like when it is attacking or has been hit by a party member, When you select
this aption, you will be asked which graphic to change. Enter a number between 1 and
16, After that, you will be asked to enter either a D w draw a defensive graphic or A ©
enter the attack graphic. The two should look the same but the atack graphic should
have some small changes 10 make it look like movement when the graphics are chan-
pad feom one to anniher HMara’s a crt wnn may nie &% an example:

Detenpo ACLachk
1 2315&785%012345¢6 1l 2345788301223 465886E
1 1
3 EIRILITINIT] i TR i1 11
k| i ik El LL] 1 ik 11
4 [ B Y | iE 1% BF 0# 1 L 8 6 0F Hi
5 (] i1 §F 014 ] i LIRS T Y
& [ 4] [ R ¥ R F ] 1] (1 ¥ (13
T gl #RdEdEdn @i d0 0F T 1 [ERE T RN T T . ¥
] [ B | | B ] L3} - ] | i1 LR L1 iF
oEasa &a £idE Wi ei aniii #1 (1] i
o i i Wi i 1l i if [ TR
1ReiE 1# 1F0¥ [1] 1 it (IR [ R 1)
2 [ IRIRAESEIRIESRERIEZN S 2 I POV ETENRARIR ALY (1]
k| iRid iF d (TRY) L]
4 i (1] i 4 1] il (1]
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Motlce how the atack praphic is just like the defenseive one but with a few small
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changes to make it look like the monster moves, Here's a list of commands and what
they do while you are using the graphic editor:

E ar U hzroow = Hove carssr. Uf

¥ nor Down REEoY = Moye COISGED dnwn
% pr Left Rroow = Mauve cdreaer lefk
0 er Rlaht Azrow = Mowe Curmos Rlght

Paum curser Up and Lot
Howe curaar Up and Blghk
Hewn parsar Dawn and Loft
Meve cursor Down ard Rlght

e

eee= Edlt Epyp ==s= ] Will QOC YOU LA BEAW IBULM. SIITI KWW paess

i el

corenr naw, 16 will Leava a tratl behindg 1%,

1

0 will pat yeu in erase mede. When yeu move tne

woa pay raClcs That yoo cannobk uza Lka tod
Fod. Thls Le netmal and 1s doo ko She WAy
g module handler EenATeE Qraphics.

% 1R - pursar now, LC Will leawe » blank Crall.
Wis -
5---.---[" -
= HMgts: When wau reach khe bordar of The coit flold
Es|ig = wouw will Wrap to the oppeslie alde. Also,
A -

gap 0w aidwl
-
=
-

Option #d: Entering A Special Attack

This option allows you o enter a type of Special Auack to be used when you entur 4
monster (Option #2), There are 20 different attacks. You are allowed to change the
name of each, and then choose from a list and enter what effect that that special attack

will cause. Afier entering 3 special atack, you can use Option #2 to use that special at-
tack for & monsier you criate.

Option #5: Entering A Quest Graphic

You are able to have up to § quest objects in you dungeon. You can choose from two
graphics to use for each quest object. With this option, you can use the graphic editor
io draw those two graphics to be used with Option #6. Due Lo memary eonziderations

and for the sake wp simplicity, you can only use two graphics. 1t i possible to have up
to # praphics, one for each quest item. I have limited it 10 TWo 0 regdn vopadbili

with the "Quest For The King" Dungeon that you may wish to edit. Actually, the quest
graphics really do not play an important part in the game as they only appear once

" when you find them. You may want to use only one woken graphic and give it different
names with Option #6.

Option #6: Entering A Quest Item
This option allows yon (o enter up to B quest iterns that will be in your dungeon, Just

enter the quest item number, the name, aid how much time is allowed to find it. The
time iz done in such a way that a 10 means 10 moves in the hallway. See the TOD
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