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“The Master’s Tools Will Never
Dismantle the Master’'s House”

Ecofeminist «reclaim» :

reappropriation of a place and of

a content

recycling of what's already there
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Plenty of game development tools: the C64 (and
microcomputing) as a hobbyist game development
platform
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Hold Everything.
Now you can

actually share

the secrets of a‘?‘ :
top game designer.

Feel the thrill of

creating computer games. All
possible now through a revo-
lutionary new system anyone

can master. Included is a set

DISK DRIVES

} of games to get

you going and

a free disk and

mailer to send your

creations to a friend.

It is everything you

could want. It lets you become

everything you have always
wanted

to be.
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Archive websites
(general or
specialised)

Inventory, playtest for
classification,
quantitative and
qualitative data

Game development in
consequence of the
data

Discovery of
anomalies

t (= gamebase =64

GBC | Software | Download | Articles | Help Us!|Forum New Visitors click here!

An attempt to document ALL Commodore 64 gameware before it's too
Welcome to GB64 oGy s
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HOSTS: - ¥ TONY CANDI ... PRESERVING THE SEXY SIDE OF THE C64


http://gamebase64.com/
http://girls.c64.org/



http://gamebase64.com/
http://girls.c64.org/

Games about gender,
sexuality and ecology
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Graphic Adventure Creator, Incentive
Software, 1986

- text adventure games
- for a hobbyist / amateur audience
- possibility to add visuals

Developed by Sean Ellis in assembly
language

- goal to make game development
accessible

Guides in magazines
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MAIN MENU

fidverss FREE -

Begin where 7
Conditions {(ioccail
Graphics

High pricority conditions
lLow priority conditions
Mecss=ges

Houns

85 jects

Room descriptions

Save adventurse

T-icad adventurs

Ysrbs

XZ-erase adventure

fi-enter adventurse

23i24

Piease select one of the above...B



Praxis of microcomputer
Graphic Adventure Creato

Graphic Adventure Creator, Ince
Software, 1986

- text adventure games
- for a hobbyist / amateur audience A
- possibility to add visuals — )
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¥ TwineStoryMap

Edit View Window Help

) stare

ghamn

Climb Out /—

( ignore

Call for Help
Look Closer l

Who's There? Who's This?
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#A TwineStoryMap &




¥ TwineStoryMap

Edit View Window Help

Climb Out

Ignore

!

Who's There? Who's This?
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Rooms are the building block of
adventure games
- aroom is the spatial unit,
but it doesn’t have to be
an actual room
- players type the direction
they want to go from one
room to the next (can be
N, S, E, W, up, down,
left, right...)
Genre built for exploration,
object picking, doors
unlocking...
- not a very dynamic
gameplay

e Genesis of Wumpus
0 years ago | happened by People’s Computer
mpany (PCC) and saw some of their computer games —
fuch as Hurkle, Snark, and Mugwump. My reaction was
["EECH!!"" Each of these games was based on a 10 x 10 grid

* In fact, why not a topological computer
ame — Imagine a set of points connected in some way and
nterconnections

meditation the phrase “Hunt the

arrived, and Wumpus was born. He's still a bit

ague in physical detail as most dedicated Wumpus hunters

know, but appearances are part of the game. (If you like,

fend me a picture of your version of a Wumpus. Perhaps

riendly Dave, our editor, will publish the best one in

reative Computing.) The grid | chose was the vertices of a

fecahedron — simply because it's my favorite Platonic

folid and once, ages ago, | made a kite shaped like one. The

ges became the connecting tunnels between the caves
hich were the set of points for the game.

My basic idea at this time was for the player to approach
he Wumpus, back off, and come up to him by going
around the dodecahedron. To my knowledge, this has never

appened . .. most players adopt other strategies rather
han this cold-blooded approach.

yway ... how to get the Wumpus! How about an
rrow which could turn corners as it goes from room to
oom. Let the hunter tell the arrow where to go and let it
fly. The shortest round trip without reversals is 5 caves —
nd thus the Crooked Arrow.

Hmmm . ... How does one sense the Wumpus? It's dark
in yonder cave, and light would wake him up. If one got
one cave away, the wumpus's distinct smell would serve as a

but Wumpus is still too easy,
ind some appropriate hazards for the caves.

Bottomless pits were easy. Any imaginary cave would|
have a few of those around the place. Superbats werel
harder to come by. It took me a day or two to get that
idea. The Superbats are a sort of rapid transit system gone a
little batty (sorry about that one). They take you a random
distance to a random cave and leave you there. If that's a
pit or a Wumpus, well, you are in Fate's hands

Around this time, | saw that Map-making would be a|
regular activity of Wumpus-hunters. | numbered the caves|
and made the scheme fixed in the hopes a practised player]
might notice this and make himself a permanent map of thel
caverns. (Another unrealised hope — as an exercise, makel
yourself such a map on a Squashed Dodecahedron).

A Squashed
Dodecahedron

To start the game fairly, Wumpus, Hazards, and Hunter|

allows re-plays if the hunter, say, fell into a pit on the first|

Wumpus was nearly done in my mind ... (hint to a
games-writer: Have a clear notion of your game before you|

Architects

“YOU ARE STANDING AT THE END
OF AROAD BEFORE A SMALL
BRICK BUILDING.

AROUND YOU IS AFOREST. A
SMALL STREAM FLOWS OUT OF
THE BUILDING AND

DOWN A GULLY.”

*
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256 rooms

256 verbs (possible synonyms)

256 characters

256 nouns
256 messages

Documentation available

official manuals
non-official manuals
magazine creation
guides

interview with creator

THE GAC ADVENTURE
WRITERS HANDBOOK

™ GRAPHIC ADVENTURE CREATOR

THEGRAPHIC
ADVENTURE
CRCATOR

caxzenrs COMMODORE 64

How to write a good Adventure
What is a Condition?

Sarxers. UNIVERSITY OF
Diagnostics Screen w CALGARY
Text

Graphics

Advanced Commands

Advanced use of Conditions
Multiple Loading Techniques PRISM: University of Calgary's Digital Repository
Error Messages

Errata Information
Amastrad Hints & Tips
BBC Hints & Tips
Commodore Hints & Tips
Spectrum Hints & Tips 2016-08-19

Adventure Clubs & Hagazines Interview with Sean Ellis re: Graphic Adventure
Creator

University of Calgary

Science
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A rom of GAC
- csdb.dk
Your favorite C64 emulator
- luse Vice
Your favorite spreadsheet
- with a function counting your
characters
A sheet of paper

(= ued.

e aliens on each level p
come progressively more | Graham Gooch’s TestC(lcket
slligent and will deplete | forthe Commodore 128 isthe
r power if they touch you. | most sophisticated yet of the
bn't touch me, you nasty | Graham Gooch range, and
n!) The landscape of each | has to be the most compre-
bl also becomes increas- | hensive (and ideologically
y more difficult and
ardous to negotiate.

e game is far more
plex than simply finding

way through il m?(zz. Paper
ous pathways are blocke
jates. The gates can be Management
ed or closed by passing

sensors. If a particular 8ystem
of gate is closed anq you

over its associated |\ oniive have just released @
or then it will open. If a Paper Management System,
f=opan antal. pass in the form of Designer Pad.
JEoonsor thelg It will Each pad has over 200 double-
. It is this element of the | it

: Kesiht sided pages of A4 and will aid
ehich Mas L0 | the development of GAC pro-
fithan simpleeing a duced adventures.

The Pad was designed by
ony Stansfield, Robert Ford
and Wayne Phillips, and com-

sator is a fast moving T
dictive game, requiring
reactions and quick
g. It costs £8.95 for the

cassette, £12.95 disk. -
BRE R he GAG Bissignor Pad

retails at £7.95 plus £1.25
towards postage (it actually
costs morel), and is available
from: Incentive Software
Limited, 2 Minerva House,
Calleva Park, Aldermaston,
Berks. RG7 4QW. Tel: (03356)
77288.
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be featured on the Americana
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mode; more control.oy
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messages.
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England, Australia,
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jeuplage c64 ¥ [}

Une fois a I’abri de regards potentiels, tu penses a ton corps immergé
dans ’eau fraiche, et prends connaissance de sa forme. Tes tétons
dépassent quand tu fais la planche.
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Tu caresses ton corps nu tout en battant légérement des pieds pour rester
a la surface. Tu commences 4 étre sexuellement excité.e. Qui est la
premiére personne qui te vient a lesprit ?

»A\/ '&Y‘h&s‘é dha @mwv
e /94 /ﬁ.osz eborardor G Désolée, ce programme ne peut pas garder en mémoire le prénom que tu

ﬂj viens de taper... Ca devra rester secret. Disons que nous allons référer a
ce prénom par... "Cette prersonne”. Cette personne étant évidemment
un.e adulte consentant.e. D'accord ? /// Intéresant, je vais garder ¢a pour
moi. Disons que nous allons référer a ce prénom par... "Cette
prersonne”. Cette personne étant évidemment un.e adulte consentant.e.
D'accord ?

0TS~/ 2T UV
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Tu imagines PRENOM qui arrive le long de la plage, ne portant qu'un
maillot de bain et un t-shirt en lin d’un orange profond et terreux,
légérement transparent et un peu ample.

PRENON ta calna chalanrancamant clannrncha nanr nrandra da tac

Liste des messages ~ Liste des verbes ~ Conditions ~

Liste des illustrations ~

Fichier Edition Affichage Insertion Format Données Outils Extensions Aide Derniére modification le 8 avril

~ & T 100% v € % 0 00123y Pardéfat. v 10 - B I S A & H v i~ Py
g e —
e 3 - Numéro de la room
B dibi o o stz
- T R e B c D E
B s i Nombre de
% 3 uméro de la room | Texte caractéres Connections Illustration
B o monls de Ao <ekipa g .
M, o g o STt i : o3 : :
R L . L Une fois entiérement submergé.e, tu fais un large mouvement de brasse
:‘% 4 “'/é“ & A bntl pour avancer sous I’eau. Avec un deuxiéme tu te laisses porter vers
% 3 1 lavant et attends le plus longtemps possible avant de refaire surface. 208
g X pawes, be gpd cbiidks ~Fn
ot ot b an oh A0 Alnses,
Quand tu ressors, un peu essouflé.e, tu es légérement aveuglé.e par la
lumiére du soleil. En continuant a nager tu vois une petite crique
I du soleil. E; ] t ger tu petite criq
séparée de la premiére plage par de larges rochers. Tu te dis que tu seras
plus tranquille vers la-bas. 242

173 pas de connexion

185

430| oui non (152)1

176

brouillon 1

Part

o @BHMEY~I-

Commentaire

RAJOUTER ???? ave
as mis [’album de Ro
devrais étre en train
alors coder un chronc
ou on en est, on met |

ICI I Condition: si on marque quoi que ce soit qui

soit pas Continuer ou Stop, on a la room

Désolée. Il Oui Il Et si on tape continuer ou Genre si opn tape pas «
stop, on a le message: tu dois taper un prénom  particulier quoi

Est-ce que je surligne ? Couleur du texte du t
shirt en orange |

- E
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Jeu Apple Il impasse des chataigniers
Edition Affichage

Fichier

el - 100%

A B
Nomdela Numérode
room la room
Intro Intro
Jardin
Entrée ext
Couloir
Salon
+ = Texte ~
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Insertion Format Données Outils Extensions Aide
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Nombre de

Description char GOTO

Tu arrives 11 impasse des chéataigniers avec ta voiture. Le vieux
portail en bois est fermé, tu descends pour I'ouvrir et bloquer
chaque battant dans la buttée de course. Tu te gares dans le
jardin.

Objets

197

Dans le jardin, les rosiers de ta grand-mére sont en fleurs. Le
chéne et le chataignier s'élévent a une dizaine de métres
Apparemmet les acquéreurs veulent les couper. D ntse
trouve I'entrée principale de la maison.

Sur la sonnette & co6té de la porte en bois est collée une étiquette
avec le nom de tes grand-parents. Une cigale en terre cuite est
accrochée sur un poteau a coété de la porte, les clés sont
cachées a l'intérieur.

Chétai

220 chéne,

Tu es dans le couloir étroit, au centre de la maison. Au
QOuest se trouve la chambre de tes grand-parents, au N
chambre des enfants, a I'Est le salon et a I'Ouest la porss
d'entrée. // Au mur est accroché un des tableaux peints.
grand-pére. C'est un sous-bois en monochromes de brv
un style presque abstrait. Ta tante et ton pére se rappel
vu le peindre, il avait apparemment recopié le paysage
revue de forestier.

Tu es dans le salon, au nord se trouve la cuisine, au su’

accés au jardin par une porte-fenétre. La cheminée est |
comme la télé qui se trouve a cété. Tu revois ton grand
assis sur le minuscule tabouret en bois, arrangeant le fe¢
remettant des bdches qu'il venait de couper dehors. // £ |
la télé se trouve encore la VHS favorite de tes cousins ¢
Aventures de Saturnin.

Tu es dans la cuisine, au sud se trouve le salon. Tu pet
presque sentir I'odeur de la quiche de ta grand-mére et
salade de tomates (cornues des Andes) du jardin. // Su

P N R T S R g T PO

Objets ~

©® oBJECTS

room and, if desired, left at another location.

have an object In it But remember: If, for example, you use the Special Direction

feature of Passageways and designate an Object Needed (See PASSAGEWAYS),

you must, in the name of fairness, place that object somewhere within your

adventure where it may be obtained. You do not have to put the object in the same
In '

Key Phrase — Required

Y &
access to the Object. In our example, the Key Phrase is "Kill Ants.” A player would
not be granted access to the candles until he typed In that phrase in that room.

upon the use of the Object. Object Needed refers to another object that must
be in the player's possession before use of the Key Phrase will result in access to
the Object. Object Unneeded refers to an object that must nat be in a player's
possession before use of the Key Phrase will work. Using either one of these s
optional. In our example, we've chosen not to.

Wrong Combination — leqmred
When putting an Obj he
has met your conditions and/or when e Wrong Combination is a

In our example, a player typing in “Take Candles” without having first typed in “Kill

Ants” would be denied access to the candles and see the phrase “What Candles!”
th his message

do something (lke kil the ants) before being alowed to take the Object.

Right Combination — Required
The Right C
ditio

an object in Room 7.

Dh;e:( —Raquired
fthe obi aplay

g:me.

ple,we've typed in “Candies.”
play . 2

Object Sentence — Optional
Try to think of the Object Sentence as a temporary extension of the room
description. As s00n as a player enters the room, the Object Sentence can alert

ly
in to the fact that the object is present there.

If we use “Candles" as our object, one possible Object Sentence might be “It Is
Very Dark." However, the Object Sentence llustrated here, “Ants Crawl In And
Around The Box™

of the player to the ants and the box, setting him up to use our Key Phrase,

eal
to use this feature to add more information and flavor to your adventure.

Imporan: The conitons you creae for access o an objec are only o be met
“Drop Candles™
o take

inRoom 7
them back.

iabetr sl

Followup Sentence — Required

The Followup Sentence is like a portable piece of the room description. When a
plays e Ob|e<l the Followup Sentence for the 0b|e<v. goes with t. From
then L il be added
S v’ et om o e i ks 1o R 12 e
themrsthe Folwup Sercance “There Are Some Candles Hew ol bradind

Room ippear every
Followup Sentences do not appear when Objects are in a player’s pmssmn
Once you finish using the Objects feature in a particular room, press to
leave, ither @




Let’s take a look
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https://miramar.itch.io/low-tech

LeGACy Code: Studying How (Amateur) Game Developers Used Graphic Adventure Creator

Table 1: Game image elements, aggregate statistics

. . Un baiser Did vou
Min Max Mean Median . , ey
d’eau salée  just...

nouns 1 134 57.6 55.5 0 20
verbs 1 160 713 68.5 7 43
adverbs 0 43 4.3 2.0 0 0
messages 1.7 248 1144 115.0 15 70
rooms 2 149 50.2 46.5 62 21
objects 0 95 273 20.5 0 0
pictures 0 116 16.3 13.5 0 0

From AYCOCK John and Katie Biittner, “LeGACy Code: Studying How (Amateur) Game Developers Used
Graphic Adventure Creator”, FDG '20: International Conference on the Foundations of Digital Games. 2020.



