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Inside Erin is written and published by
people who enjoy AIF. It is done for fun,
but we dso have some goals that we seek
to achieve throughthe newdletter:

1. To encourage the production of more
quality AIF games by providing advice
from game developers, and by offering
constructive aiticism that is edficdly
relevant to AlF.

2. To encourage adivity and growth in the
AIF community. We am to generate a
constant level of adivity so that there
aren't long periods in which people can
lose interest in AlF.

3. To help dacument and arganize the AlF
community. Thisis done throughreporting
on games and events, as well as by helping
to organize @mmunity-wide adivities
such as competitions and the yealy Erin
Awards.

SOROPH 1XPHEHU

his month seansto be dl about

the Mini-comp, but before we
get to announcing the winners |
thought | would just take amoment
to — wait a minute, you've drealy
skipped ahead and peeked haven't
you? Dammit, there is a progres-
sion here, first you read the letter
from the elitor, then “This Month in
AIF" and THEN you go on to chedk
out the rest of the newsletter. What
am | goingto dowith you people?

| guess| can't blame you too much, everyone wants to see if his or her favorite game
made the grade. Well, after you take alook at who won what (on page threefor those of
you who haven't already looked) then we dso have a ouple of other Mini-comp related
articles for you. A. Ninny had a chance to ask a few question of some of the voters this
yea. | think he found a goodgroup and | was very impressed with the thoughtful answers
to his questions. There ae dso some thoughts about the games and the Mini-comp in
general by Softiron and myself. Rather than full reviews of the games, these aejust afew
comments about ead. Be warned, however, that they contain some spoilers and probably
shouldn’t be real before you have had a chanceto play the games (if there is anyone like
that still out there).

In addition to the Mini-comp stuff, we dso have another isaue of The Aphrodite Chroni-
clesby A. Ninny and Programning Erin continues this month with alook at how to creae
basic rooms and ohjeds. We & Inside Erin always welcome feedbadk on any of the ati-
cles or fedures that we offer. You can e-mail your comments to me or, better yet, as
BBBen mentions below, post them on one of the boards © that everyone can get their
two centsin.

Now, I've kept you long enough I'm sure a ouple of you haven't chedked out the win-
ners yet so what are you waitingfor? Get toit and I'll seeyou next month. u

As expedted (or hoped) the
mini-comp injeded a littl e life
bad in the community this month.
Now we just need to find some way
out of the “feead the beast” mentality
that we have and get badk to the
more freeform creativity we used to
have that gave rise to so many
games.

Having had a month to play the

games now, | can say that I’m pretty

impresed with the standard. The

quality of the games redly doesn't refled the shambolic submisson problems. | men-
tioned the “feed the beast” mentality — | think when we have an ingtitutionalised, formal
expedation of regular game releases it Kill s off writer’s interest, but when there’s a notice-
ableladk of gamesthe community can still step up.

I’m hoping we can brea this attitude somehow. | think getting more dhatter on the forums
would help, as well as building more of a ailture of players giving feedbad to authors.
Both areinitiatives I’ m currently pushing, and | entrea everyone who reals this newdletter
to go onto the forums on the AIF Archive or AIFGames.com and get some @nversations
going. Anyway, that's all I’ ve got to say this month.

Continued on Page 2
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This Month, continued from page one

New Games
M ini-comp games, released 2" June 2008
Office Fantasy: The Boss Wife TADS?2 A. Bomire

Your bossisajerk and is cheaing on hiswife. When she comes looking for him, how will you and she hit it off.

Lusty Lovers Inform Negative Slippy Slide
A spod (acually written by Paul Swift) of crappy AlF games. Get some adion with your jail bait sister!

Office Fantasy: Working Late TADS?2 A. Bomire
Y our hot bosshas been flirting with you alot. Can you get rid of your co-worker so you can make some time with
your boss?

Sexual Awakening ADRIFT 3.9 Tanner V. Chorus

A spoof of Vachon's AlF games... that’s probably all that needs to be said.

A Night With Kes Inform Purple Dragon
Xtrek. Set in Star Trek Voyager, you go to the medbay to get a physicd from Kes, only to find strange thoughtsin
your mind.

Winter Break Inform Dudeman

While staying at a friend's placeyou med his hot sister, and take the oppatunity to get to know her alittl e better.

A Lady in Waiting TADS3 Knight Errant
Set in Venice, the independent republic, city of merchants, you seek the atentions of the beautiful Lady Veronica

Bad Day to be a Princess TADS3 Evil Bob
The evil princessChastity wants you to abduct her rival and sell her to davery. Will you doit, or will you try and
take advantage of the situation?

Riding Home ADRIFT 4.0 Raul
You, as ablind but capable man, are on a bus headed home, trying to help some friends organise their wedding.
Meanwhil e, you'll meet some interesting women on the bus.
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hank you all for your patience in awaiting the results for this yea’s

Mini-comp and espedally, thank you to al the authors who con-
tributed games. Congratulations to this yea’s winner, Dudeman. Win-
ter Break had good fot, a grea sex scene, and with the aldition of its
innovative ‘combo moves I'm sure it does not come & a surprise that
this game was at least toward the top (if not on the top) of most people’s
lists. The fad that Dudeman is a first time aithor makes our “Best
Game by a First Time Author” category kind of pointless $nce he obvi-
ously won that one too. To al of you who think you don't have a
chance to win this thing, note that he bea out three previous authors
(four if you cournt Lusty Lovers), including yours truly (gasp!) to take
the number one spot so it is certainly possble. Grea job Dudeman and

$,)
OLQALFRPS

we're dl |ooking forward to more to come.

Overall Placing

1st Place"Winter Bre&"

2nd Place"A Lady in Waiting'

3rd Place"Riding Home"

4th Place" Office Fantasy: Working Late"
5th Place" Office Fantasy: The Bosss Wife"
6th Place"A Night with Kes'

7th Place"Bad Day to be aPrincess'

8th Place "Lusty Lovers'

9th Place" Sexual Awakening'

Individual Categories

CONCEPT

1st place"Riding Home"

2nd Place"Winter Bre&"

3rd Place"A Lady in Waiting'

4th Place" Office Fantasy: Working Late"

5th Place" Office Fantasy: The Bosss Wife"

6th Place"A Night with Kes'

7th Place"Bad Day to be aPrincess'
8th Place" Sexual Awakening"

9th Place"Lusty Lovers'

WRITING

1st Place"Winter Bre&"

2nd Place"A Lady in Waiting'

3rd Place"Riding Home"

4th Place" Office Fantasy: Working Late"

5th Place" Office Fantasy: The Bosss Wife"

6th Place"A Night with Kes

7th Place"Bad Day to be aPrincess'
8th Place" Sexual Awakening"

9th Place"Lusty Lovers'

CHARACTERS

1st Place"A Lady in Waiting"

2nd Place"Winter Bre&"

3rd Place"Riding Home"

4th Place" Office Fantasy: Working Late"

5th Place" Office Fantasy: The Bosss Wife"

6th Place"A Night with Kes'

7th Place"Bad Day to be aPrincess'
8th Place"Lusty Lovers'

9th Place" Sexual Awakening'

And the winner is...

TECHNICAL

1st Place"Winter Bre&"

2nd Place" Office Fantasy: Working L ate"
3rd Place"Office Fantasy: The Bosss Wife"
4th Place "A Lady in Waiting'

5th Place"Riding Home"

6th Place"A Night with Kes'

7th Place"Bad Day to be aPrincess'

8th Place"Lusty Lovers'

9th Place" Sexual Awakening'

SEX

1st Place"Winter Bre&"

2nd Place"A Lady in Waiting'

3rd Place"Office Fantasy: The Bosss Wife"
4th Place" Office Fantasy: Working Late"
5th Place"Riding Home"

6th Place"A Night with Kes'

7th Place"Bad Day to be aPrincess'

8th Place" Sexual Awakening"

9th Place"Lusty Lovers'

ENJOYMENT

1st Place"Winter Bre&"

2nd Place"A Lady in Waiting'

3rd Place"Riding Home"

4th Place" Office Fantasy: Working Late"
5th Place" Office Fantasy: The Bosss Wife"
6th Place"A Night with Kes'

7th Place"Bad Day to be aPrincess'

8th Place" Sexual Awakening"

9th Place"Lusty Lovers'
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nother month of grea Mini-comp adivity is drawing to a dose,

but before we put it in our rea-view mirrors once ad for all | fig-
ured I'd go out on the stree and colled some comments from some of
you. | appredate the candor and detail that Xavier Hawk, M. Johnston,
DrPepperMD and Craig have brought to their responses to my ques-
tions.

Without further ado, let's get right to the interviews!

A. Ninny: Which games or aspeds of the games did you particularly
enjoy thisyea?

DrPepperMD: Well, let's e A. Bomireis of course awonderful writer,

and | enjoy basicdly everything he does. The ammbo system of Winter Bregk was grea, and adds alot of replay value. Riding
Home did agrea job d coming uyp with a storyline and protagonist different from what we've seen before, and making a grea
game aound it. A Lady In Waiting was a fine short game.

M. Johnston: Winter Breg was by far the stand out game for this competition. It was well done, fun to play, and had a new
combo system that was innovative. There was a purpose to all 3 rooms, and there was ome sort of sex sceneinall 3.

| liked Lady in Waiting a whole lot. | liked how the separate scenes flowed together, from the party to outside to up in her
room. And the puzzle to get up into the balcony was perfedly done. Hard enough that you hed to think a little on how the
pieces worked together, but not so hard you were stuck there for days trying to figure out what to da

| liked the humor in Lusty Lovers. A droppable ack and windows you can pick up are dasdc. And the names of the Inform 7
extensions were avesome.

| didn't redly know what to make of Sexual Awakening. Definitely a parody, but not as humorous as Lusty Lovers.
Riding Home's level of detail while on the buswas very well done. | was alittl e disappanted once home, though

The two Office Fantasy games were pretty well done. | liked how Working Late had a bad, redly bad, good, best ending. And
| enjoyed how the two games referenced ead other.

| liked the ancept of Bad Day for a Princessa lot. Unfortunately, it was poaly implemented.

Xavier Hawk: As always Bomire provided a high standard of coding, detail, sex and puzZes. His use of computers within the
game was an interesting method o digging around to achieve your goals. Only let down was | got stuck in a guessthe verb
situation with working late but apart from that another good showing from what | think is pasgbly one of the (if not the) most
long term games writers within AlF (he even ran one of the first competiti ons alongside Christopher Cole).

One of the newcomers, Raul, impressed me alot with his approach. Liked the way that objed use and conversation flowed
together and provided enough clues as to what to say or do next. All in all he provided a very good 'one adion leads to an-
other' scenario which puts him firmly on the list of writersto keep an eye.

When it came down to the sex my favorite for this yea was Dudeman with Winter Bregk, shortly followed by A Lady in Wait-
ing by Knight Errant. Espedally liked the cmbo system that Dudeman provided.

At this point a spedal shout out for Purple Dragon whose game title done brings badk memories of the days when x-trek
roamed the AIF forums and 'a night with' games were dl the rage. Y es we've now arrived at a time where we're realy for retro
AlF.
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Craig: Thisyea | liked: Riding Home, the two Office Fantasies, and Lady in Waiting. All four had dffering levels of overall

writing quality, but they all kept me reading and interested in what was going to happen rext. | felt the writing and program-
ming of Winter Bre& were excdlent, but the story just didn’t hold my attention. | also redly wanted to like Bad Day to be a
Princess but | got stuck. | liked where the story was going, but | couldn’t get there!
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A. Ninny: When you're diff erentiating between the top threeor four games, what methods do you use to dedde what order to
rank them?

DrPepperMD: It wasn't easy. As | said in my comments, other than the two parody games, they were dl worth playing. | think
you start by eliminating games that don't have cetain minimum reguirements (writing, technicd ability, sex apped), and take
it from there. | don't redly pay attention to what format the game is. I've done some basic programming (never finished any-
thing), and | know that ADRIFT and RAGS are eaier to program (and TADS is getting easier with the modules that authors
have aeated), but to the mnsumer, it doesn't redly make adifference A goodgameisagoodgame.

M. Johnson: As | played ead game, | went through the voting form and gave arough \ote for the game for ead category,
moving previously played games up or down appropriately. Then when | was finished with al the games, | went through and
replayed the ones | thought were dosein a cdegory and reordered the voting on the games allittl e.

Xavier Hawk: Several things | look for in agame, so in order:
Playability - This ones the biggest fador, to me it's important that any game should be playable from start to end with as
few bugs as possble (none is preferable but even the best coders make mistakes from time to time - | work in IT so |
know how hard flawlesscode isto achieve).
Guessfador - One of the worst things to happen in a game is to get stuck in the guessthe verb scenario. I'm not talking
about complicaed puzzles which require thought but rather when you get into a position where you know what you have
to do hut can't for thelife of you figure out the adual syntax for the command.
Sex scenes - The more interesting and novel the better. The standard rub, suck and fuck is all well and good hut the best
games that have been posted always go the extra distance I'm talking toys, ropes, fetishes and extra body parts (beyond
just tits, assand pussy).
Novel approach - Past few yeas we've seen a rise in games which breg with the traditional horny guy seeks sx ap-
proach. Christopher Cole provided us with excdlent code mupled with graphics (he even went so far asto contad an ac-
tual internet porn star to oltain images). Lucill a Frost gave one of the best written games I've played along with my fa-
vourite gproach of casting you as a woman insteal of a bloke. Goblin Boy gave us charader switching and loads of
graphics with his Gifts of Phalli us games (3rd one on the way can't wait). It's the writers who provide new ideas or who
excd at an approach who are truly memorable.
Score - Not so much for the puzze solving but for the sex, gives a goa to strive towards and also lets you know that
there's gill more to this game to discover.
Extras - Always find it nice when you finish a game and then the aithor doles out some extra goodness Some provide
spoailersfor alternate methods of play, others give you cheds, a muple have dlowed you to replay the game but give writ-
ers commentary or alternate points of view. Two that | know of have run completions: Goddds with Fever Cabin and
Lucilli a Frost with a cntest to find the final paint in her game British Fox (which | won and she based her next game on
an ideawe discussed and if your reading Lucilli athanks again).

Craig: | pretty much go with: did | enjoy the story. The more enjoyable the story the higher | will rank it. Having to guesstoo
many verbs, or crazy puzzes tends to turn me off. Finally | look at whether or not | was eager to read the entire prose or if |
skimmed. The more | wanted to read, the higher the rating. The alult text is important as well, but if | don’t enjoy the story
chances are | will quit before getting there. As a further clarificaion by story | do not just mean the plot. If | have something
beyond curiosity about the sex scene to kegp me going chances are | will li ke the game. This could be the plot, the individual
charader interadions, interesting puzzes, or a mwmbination.

A. Ninny: How do you think this yea's entries (or the competiti on as awhole) compareto previous yeas?

DrPepperMD: | think it very well might be better than previous yeas. Looking at the 2007list, the only one | till play regu-
larly is A Goblin's Life. | exped that | will play again the four games | mentioned in the first question.

M. Johnston: Unfortunately, | think this yea's entries redly were poar in comparison to previous yeas entries. Last yea for
instance, the top 6 games were dl very, very well done. Thisyea, | think there were only a small handful of games that could
compare to those 6. Winter Breg being redly the only one that was of superior quality, | think. (Better than last yea's winner
The Seocond Guest in some ways, in my opinion.) Many games had a rushed fed to them, making it obvious they were
crammed into the extension.
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| liked that you added a new first time author category this yea. Although it wasn't aways clea if they redly were anew
author or an old author writing urder a new pseudonym. The aithors need to be honest about that and let the content organizer
know aheal dof time if they are digible.




OROPH 1XPEHJ -XO

Xavier Hawk: Overall | was very impressed with this yeas entries, a bug here or there but for the most part some very good
coding (well done espedally to al the newcomers hope to seeyou all write some more). Lusty Lovers was a strange one
though but by the aithor's admisson he was going for a whole take the pissout of the much older games which contained
masshidden items most of which turned out to be red herrings (god | hate red herrings).

This yeas outing fared well against previous yeas but | was disappanted that no games came with pictures and no female
perspedive games. None of which is criti cism against what was produced merely just some of what | likein agame.

Craig: | felt thisyea’s entries were pretty much the same & in the past, mostly good anes, a few decant ones, and one or two
that were lessthan perfed, to be nice

A. Ninny: What sorts of games would you like to seereleased in the future (either mini-comp or full-size games)?

DrPepperMD: That depends. If we auld somehow guaranteethe same number of games either way, then sure, 1'd love 9 full
length games. But | understand that as the length of the game increases, so daes its complexity and the anount of work the
author putsinto it. So if al you can release is a mini-comp game, that's fine. | think most people on the forums would agree
that welll take whatever games we can get.

M. Johnston: | like games that push the envelope. Games that try something rew, write their own libraries, explore new terri-
tory, and innovate. I'm definitely hoping for more from the author of the Winter Bre&k series, Dudeman, in particular.

| personally like games that are well written, bug free and that are innovative. 1'd also like to seemore "hard-core" or taboo
style games. Something like what Sly Dog used to write, but without all the bugs and guessthe verb problems. ;) Some of the
concepts of hisgames| liked alot, but they were rarely implemented very well.

I'd like to seemore of a"sandbax" approach to games; where things aren't so linea. Too dten the sex scenes in AlF are kiss
girl, rub tits, rub ass rub pussy, remove shirt, lick tits, remove pants, rub pussy, remove panties, lick pussy, girl suck cock,
fuck pussy, end. And you have to doit in that order or they aren't "turned on enough'. And if you try to reped, things don't
work. Sure, some games may throw in a fuck tits and fuck assin there, but it's gill very linea. I'd personaly like to seethings
be more freeform. Plus clothing is rarely simulated very well. Clothes are just something that get in the way. I'd prefer games
where you can do alot with the dothes. Y ou should be aleto read into clothes, pull them down, rip them or whatever.

Lastly, | dso dan't like games that tell me what | don't like just as an excuse to not code it. If | ask the girl to put on astrap on
and fuck me, don't tell me I'm not into that. | asked her to doit, after all. :-)

Xavier Hawk: AlF seansto be evolving at present (which is nice), way badk when it started off as fairly poaly written games
with rapid sex scenes and a high bug rate. That's grown and grown and we've now come to a point where aithors are trying to
release bigger and better games and whil st this has happened the players have become spoiled and at times impatient. Since
we've come into contad with the better works players have made these the measuring stick for all other games which leaves
some ahit wary of releasing games to compete ajainst them. This in turn leaves large chunks of time where nothing rew is
released (was atime when you got at least one new game amonth). | think the cmmpetitions provide agood way of letting first
time writers $owcase their games and for others to release shorter games. After all, if the competition games were released
outside of a competition many would say they're not long enough but inside the wmpetition framework they're exadly the
right size I'd say at this point with the dry spells increasing between the large game releases we could probably benefit from
adding a second competition to the yea.

Also with AIF what's been interesting is that it's garting to appea in other places. For those that haven't chedked them out yet
try:

Dating Ariane - http://arianeb.com/dategame.htm

Hynopics Colledive (if mind control ain't your thing stay away other wise they have asizedle wlledion of RAGS games) -
http://hypnopics-colledive.net/index.php
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Now if I you want awish list of what I'd like to seein the nea future for AlF:;

1) Goblin Boy's 3rd game in the Phalli us sries

2) More female perspedive games (yes | have an obsesson but I'm comfortable with that)
3) More competiti ons

4) The return of Chris Cole

5) Continuations for Briti sh Fox, Sam Shooter, Crossworlds and the Choices game u
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2008 Mini-comp: A General Critique
by Softiron

I’ve become grumpy in my old age. Ten yeas ago | was excited to find
a budding community and dowvnloaded all of the games at Mycophile's
website. | enjoyed them all, even the terrible games like Smut City. But
as the yeas have gone by and | have lessand lesstime to devote to my

entertainment, | have demanded more and more from the quality therein. * D:) H
And while last yea the comp was inurdated with original, fleshed out,
and competently coded games, this yea’s lot was incredibly disappaint-
ing oHHZV

It is quite gparent that many of this yea’s entries were barely alpha tested, let alone betatested. Bad Day To Be a Princess
can be made urwinnable in just two moves thanks to some poar coding. But perhaps more aanoying was how shall ow most of
the environments were. Synonyms are few and far between and many obvious objeds go unimplemented. | was rarely im-
mersed in these worlds | was joining.

But what about the sex? That's what we dl come here for, right? | have to say that rarely does an author write poar sexual
descriptions anymore and this competition is no exception. But this is where the “me being old” part comesin. | want to be
excited to see adescription of sex and | want it to occur naturally given the mntext of the game's environment. The foll owing
sinsthat leave me flacdd sean to plague way too many games:

Undesirable NPCs

While authors cannot acoount for a variety of tastes, what they can do is make me & least think that | want to shag the leading
lady. A. Bomire, whose work | generally love, makes this mistake in Working Late. He begins by luring me to my sexy and
manipulative bass all the whil e trashing my co-worker, who is quite unsexy throughout the game. Then, after an interesting
plot twist, the final reward is extorting sexual favors from the person | was told to find unattradive. Am | to suddenly find her
hot simply because | found dirty pictures of her on-line? It didn't work for me, because her personality hadn’'t changed de-
spite the revelation.

Bad Dialogue

Many would agree including myself, that Winter Break had the most impressve sex in the entire competition. The breadth
and variety was commendable. In fad, the scene where Sarafirst diddles herself is one of the best masturbation scenesin AIF
history. But whil e the sexual encounter itself wasn't entirely implausible, the charaders themselves were made unbelievable
by the way they aded around one aother. In short, they go from being timid around ead other one minute to brazenly ad-
dressng ead other’s sxual fantasies the next. When put in the context of the red world scenario it doesn’t work, and it took
me along time for my brain to readjust to the new persondliti es of the dharaders.

Busy Work

Puzzesfor puzze's ske ae annoyingin regular IF, but are exponentialy more anoying in games designed with the goal of
sex in mind. With Boss s Wife, you do many mundane adivities at the beginning, but these ae well coded and doa goodjob
of padng the game whil e the storyline unfolds. The problem arises when you must open the liquor cabinet to get the dore-
mentioned wife buzzed. Thereisvirtually no reason for this puzze to exist other than to creae one more delay before the sex.
It doesn't add to the story. It doesn’t tell us any thing more aout the charaders. It doesn’t make the ensuing sex more excit-
ing. It'sjust there. What'sworse, the puzzle can only be solved by requiring the player to use the dreaded “search” command
to find the key. By thetimel finally poured the boaze, | had no desire to screw anybody.

Hand Holding

Understandably, authors want to avoid the problem where the player either gets © frustrated with a puzze that he can’t get to
the sex, or that by the time he does 0lve the puzze he's © annoyed with the game he quitsin disgust. So in a frequent move
that bresks mimesis, authors often TELL YOU EXACTLY WHAT YOU NEED TO DOTO SOLVE THE PUZZLE. Riding
Home suffers from this several times, but so daes Working Late and several others game in the AlF database. And when mi-
mesisis broken this heavily, so goesthe titill ation. So, to al authors who are tempted to dothis:

1) If your puzZleis 9 esoteric that you need to spell out the solution, change the puzzle or take it out.

2) |If the puzzZleis fine but you're worried that the player will get frustrated with it, make sure to give the player gentle
cluesin the game, or if you must, include an on-line hint system. Also, make sure your beta-testers provide you with
aternate ways of phrasing the solution, or better yet, alternate ways of solving the puzzle. A well coded game does
not neal to put aleash around the player’s head and walk her to the end.
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Not Enough Foreplay

Unlessl’m playing with a virtual sexbot (One Girl, e.g.), | want to be gradually drawn to my sexual contest. This can be done
over the course of an entire game or just a few paragraphs of expaosition. Regardlessof how it’s done, | would prefer to be
randy before the dothes gart coming off, not because of it. Venice, an otherwise solid game (lessa few minor bugs), is nealy
devoid of foreplay. Other than an optional tease surrounding the oysters (which isn't coded perfedly), the only reason to bo-
ink the Lord' s wife is that she’'swilling. By the time | solved the puzzes and readed the bedroom sceng, | till didn’'t know
why | was having sex with her. It was fun, but not nealy asfunasit would have been had | been chomping at the bit to get in
her dress

While the annual competition is effedive a getting new games into the fold, it unfortunately encourages games to be submit-
ted before they are pdlished. Asit stands, even if most of the aurrent crop is updated with bug fixes and ather improvements,
I'll be doubtful to play them again due to my first impressons.

As for our two games that tried to be satires, they were anything but. Lampoaning bad games by making equally bad games
only resultsin more bad games. Lusty Lovers certainly had promise, what with the hilarious first puzzle and multiple endings.
But poar writing and multi ple bugs remain frustrating and are deadedly unfunry.

The one game | have yet to mention is A Night With Kes, and that’s becaise | found no fault with it. Despite being puzzeless
it was paced well and it is the only game in this comp that did not violate aly of the sins above. | liked the plot and the end-
ing. And hed, thisold guy will gladly forgo awkward teenage fucking in favor of some good d’ lovemaking. Purple Dragon
ealy gets my first placevote.

~Softiron

2008Mini-comp: Additional Comments
by Purple Dragon

I don't think that anyone would disagreetoo strenuously that, on the whole, the games in this yea’s Mini-comp were not quite
up to the level of quality seen in the last couple of comps. Thisis not to say that there weren't some good games this yea,
because there were, but to me & leat, | got the feding that some of the games were thrown together at the last minute. Cer-
tainly one of the main reasons for thisis that many of them were. Six of the nine games were ather completed or written from
scratch during the threeweek extension of the deadline. It's nice that we got the extra games, but it resulted in some games
that were released before being completely palished (and in a cuple of cases that is me being very generous).

So when | receved Softiron’s criti que of the Mini-comp, | can’t say that | was too surprised that he seemed to have more bad
to say about the entries than good More than that, | found myself noddng agreeament at more than one point that he made.
However, there were a ouple of places where | felt he was being a bit harsh, or maybe we were just looking at things differ-
ently. Thefollowing are just afew comments about ead of the games that occurred to me & | rea his critique.

OfficeFantasy: Working L ate

Sdtiron said:

Then, after aninteresting pot twist, the final reward is extorting sexual favors from the person | was told to find undtractive
Am | to suddenly find her hot simply because | found drty pictures of her on-line? It didn't work for me, because her person-
ality hadrit changed despite the revdation.

Althoughl certainly see Softiron’s point here | disagreewith how jarring the switch is. Lacy is described throughout the game
as being an attradive girl hiding behind conceding clothing. Thisin itself made me wonder why she dressed this way before |
ever found the website. | loved the switch of focus and found it a surprising twist in a genre that so often fail s to surprise any-
one. By thetimel found all the evidencein Melanie's officel had no desire to screw her, but did | redly want to screw Lacy.
Softiron’s best point is that, “her personality hadn’t changed despite the revelation.” Sheis gill a rude bitch but knowing why
sheislike that helpsabit. At thispaoint you can go aheal and bladkmail her, get some sex, and end the game. If that were dl
there was to it | would have agreed even more strongly with this point. However, the option of destroying the evidence and
giving Lacgy her “seand chance” leads to a much more fulfilli ng scene. Of courseit’s gill rather implausible that the two of
them would suddenly fall in love from that one adion but come on, when it comes right down to it which of these games (AIF
in general, not this comp in particular) isn’'t a bit implausible. Although| don't think this was A. Bomire's best game, if we
pay attention he has given us with more than enoughinformation and detail to suspend disbelief and enjoy ourselves.
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OfficeFantasy: The Boss Wife

Sdtiron said:
Thereis virtually no reason for this puzde to exst other thanto create one more delay before the sex It doesn’t addto the
story. It doesn’t tell us anything more about the characters. It doesn’t makethe ensuing sexmore exdting. It'sjust there.

My apologiesto A. Bomire but | can’t bring myself to disagreewith anything here. The puzzes in the beginning fit the game
and made sense, but opening the liqueur cabinet is just a bad puzzle. The only thing | can think of to explain how something
like this found its way into one of his (normally outstanding) games is that he evidently wrote this one between the two dead-
lines for the cmmp. Given moretime, | can only assume he would have found a better way to go about it.

Winter Break

Sdtiron said:

But while the sexual encounter itself wasn't entirely implausible, the tharacters themselves were made unbelievable by the
way theyacted around ore anather. In short, theygo from being timid aroundeach other one minute to brazenly addressng
each ather’s xua fantasies the nex.

One of the hardest things to doin any AlIF game isto come up with a believable scenario as to why these two (or more) people
are having sex. Yes, in this case the jump is fairly extreme. Some of this can be explained by the fad that Sara is a self-
professed nymphomaniac and that the PC is, well, he'saguy, that's enoughright? The sex sceneis certainly hot (I gave it my
first placemark in that category) but it could certainly have been improved by a more gradual buildup. This level of subtlety
is samething to strive for, but something herd to attain, even for more experienced authors. I’'m more than willi ng to overlook
something like this for afirst time aithor and look forward to even better games to come.

Riding Home

Sdtiron said:
Soin afrequent movethat breaks mimesis, authors often TELL YOU EXACTLY WHAT YOU NEED TO DO TO SOLVE THE
PUZZLE. And when mimesisis broken this heavily, so gaesthe itill ation.

| agreethat thisis one of the hardest things for me to get around when playing a game. If you have to come right out and tell
the player exadly what to type to solve the puzze then you probably shouldn’t have the puzze in there to begin with. | recog-
nize the reasoning behind dang so, and have even been guilty of it myself to some extent but that doesn’t make it right. |
guesswhere | disagreeis that Riding Home was a major culprit of this. Yes, the puzzles were too easy and maybe the hints
were abit too Hatant but | never redly got that fedingthat | was being told what | had to donext (even when that was exadly
what was happening). | found this game to be avery good Mini-comp entry and I, for one, am looking forward to the longer
game to come that the aithor has mentioned.

A Lady in Waiting

Sdtiron said:

| want to be gradudly drawn to my sexual contest. This can be dore over the murse of an entire game or just a few para-
graphs of exposition. Regardlessof how it’s dore, | would prefer to be randy before the dothes dart coming df, not because
of it. Venice an aherwise solid game, is nearly dewid of foreplay.

I mostly agreewith this and it goes bad to the problem of plausibly getting from the point of meding someone to banking
her. Still, if you pay attention, there is some buil dup here and it is done mostly throughthe mnversational system at the party.
Y ou get some badkground information about Veronica and her husband, enoughto know that their marriage isn't a happy one.
Onceyou get a muple of drinksin her you can get into some more interesting topics and this is where the potential for some
good huildup redly comesin. Unfortunately, the scene ends too quickly and you have to be off to find your way into her bed-
room. Itisjust too easy to get her to the point of being ready to jump your bones. The ideaof a mnversation in a non-sexual
setting to build sexual tension is a grea one and with a few more topics and a littl e more time to talk, that tension could have
been built to the point where you could hardly wait to get her alone.
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Bad Dayto Bea Princess

Sdtiron said:
It is quite appaent that many of thisyear’s entries were barely alphatested, let alone beta tested. Bad Day To Be aPrincess
can ke made unwinnalein just two moves tharks to some poar coding.

While | didn't find the way to acamplish that, | certainly found a few bugs along the way. | redly liked the ideabehind this
game and found myself wanting to like the game itself as | played throughit. Unfortunately, | found it hard to keep up that
level of desire as| went along. What it seamed like to me is that the author was in the middle of writing it when he redized
that the deadline was quickly approaching (again) and rushed to get it released. If he were to release an updated version of the
game with amore fleshed out sex scene and better implemented ending | would certainly loveto play it.

Lusty Lovers
Sexual Awakening

Sdtiron said:
As for our two games that tried to be satires, they were anything bu. Lampooring bad ganes by making equdly bad ganes
only resultsin more bad games.

| agree While | found bah games occasionally amusing, and | don’t fault the authors for trying something like this, | can only
hope that they have now gotten it out of their systems and that we can look forward to better gamesin the future.

A Night with Kes

Sdtiron said:
The one game | have ye to mention is A Night With Kes, and that's because | found nofault with it. Despite being pue-
Zeless it was paced well andit isthe only game in this comp that did na violate any of the sinsabove

It's a bit embarrassing that my game is the only one with no mention of a magjor flaw. | suppose it’s more or lesstrue that it
didn't violate any of the cdegories above but | guessit’s up to me to pdnt out the ones it does violate. The biggest thing in
my opinion isthat it is extremely linea. | am very glad to hea that he found the padng goodand | hope that most others did
aswell. | experimented with a few timings, trying to give the player enoughtime to take alook around and talk to Kes a bit
but not enoughtime to get bored. However, when it comes right down to it, you don’t have to doanything at all. From the
moment you sit down on the bio bed till the beginning of the initial sex scene, you can simply type z <enter>, z <enter>, z
<enter>, etc until you get there. | have ahard time thinking of anything more linea than that and can only hope that the player
takes the oppatunity | wastrying to give to get to know Kes and the environment a bit and that he enjoys what comes after.

| would like to thank Softiron for taking the time to criti que the Mini-comp this year. Although hs comments are often bru-
tally honest, they are never mean spirited and | can only hope that authors and players alike will take his comments and mine
to heat and use them as points of instruction for future games and not as reasons not to write them. u

When the breezeinflates your two robes of silk

you look like aGoddessenveloped in clouds.
Chapter 4

When you pass the flowers of the mulberry tree

drink in your perfume. When you cary the lilacs

that you have gathered, they tremble with joy.

Bands of gold encircle your ankles, stones of blue
gleaminyour girdle. A bird of jade has made its

nest in your hair. The roses of your cheeks mirror
themselvesin the gred peals of your coll ar. $
When you look at me | seethe river Y uen flowing.

When you spe&k to me | hea the music of the
wind among the pines of my own country.
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Chronicles by A. Ninny

When a horseman meds you at dusk he thinksit is 10
arealy dawn, and brutally he brings his horse to a standstill . .When a beggar beholds you, he forgets his hunggr.
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ea Mortal Men and Women,

That poem was written for me in what is now China nealy 1700yeas ago. It’'sone of the most haunting and beautiful poems
| ever recaeved, and I've kept it alive dl thistime. | no longer remember the name of its author, or else | never knew it - a gift
from a seaet admirer, perhaps. | present it to you today to remind the people of today that they did not discover sex. Every
generation beli eves that they invented it, and that they’ re pushing the envelope of what it is. But of course they're not.

But what they are doingis discoveringit for themselves. | recantly spent time with a young mortal woman named Chica She
has dedded to uncover the entirety of her own sexuality. She spoke with me aout how she feds that when she is with some-

one they only scratch the surfaceof her sexuality, and thoughshe dways enjoys them, she’sleft knowing that she muld expe-
rience so much more. She believes that sheis cgpable of (and in need df) full-body eroticism.

I’m the right person to help her.

| set her on abed and sat down on aneaby chair. She wasweaing jeans and at-shirt, her brown hair cropped messly and
hanging midway down her nedk. Her body was beautiful and young Her breasts were small but shapely, her hips curvaceous,
her eyes bright and eager.

“What should | do?’ she asked.

“1 want you to explore your body,” | responded. “Make lovetoit initsentirety. But don't pretend I'm not here. Use my pres-
ence & an amplifier to your pleasure. Make my watching you important.”

“1 don't quite understand.”

“Simple,” | explained, smiling at her, “think about making me horny.”

She smiled badk, understanding in her eyes. Then her look changed. She offered me an almost irresistible ‘ come hither’ and
let her hands roam upwards from her belly. She kneded up tall and pdnted her body straight at me, her chest bedoning, her
nipples suddenly poking ered through fer shirt, even without having been touched. | felt a sudden famili ar wave of warmth
flow throughme, centeringitself in my groin.

Still with her eyeslocked to mine — awave of desire pouring from them, her body began to move. She lowered herself slowly
from kneding wright to resting on her caves, her legs greading, looking very much like she was lowering herself onto a
huge mck sticking out of the mattress | could literally fed it penetrating my own pussy as e moved, imagining fuckingiit
with long, long strokes. This woman has the power, | thought to myself, she's eath elemental — sexuality in its purest. | had
to refrain from touching myself in response, to sit still and watch dispassonately - A difficult task.

Her hands began exploring her body, and al the whil e she mntinued very dowly humping that huge imaginary cock, looking
amost orgasmicdly beautiful and sexy. Slowly, her fingers tracel through ker curves, concentrating rot on her traditi onal
erogenous zones, but rather on lessexplored aress: the sweeping triangle between breast and coll arbone and underarm, for
example, recaved encyclopedic study. Her triceps, pre-waddle of course, were her fingertips next target. She focused on the
spot where her skin appeaed from her deeve, sometimes using ter fingernail sto leave white streaks that slowly, luxuriously
filled in was pink as if her bloodwas participating in the tempo o her pleasure.

| began feding significant waves of hea emanating from Chica Her whole body was radiating sexual energy, and she hadn't
even bothered to remove ay of her clothing. She made beautiful littl e sounds: hiccups, peeps of pleasure, her facebetrayed
her concentration, showing her to be focused in on every part of herself. And yet she had not forgotten me. Her eyes main-
tained some of their attention on me and | could swea she was making my own growing reed pert of. My mind began to wan-
der almost uncontroll ably and my eyesfell to her crotch, giving me an almost undeniable need to pressmy faceinto her

puss/. "Areyou sure you're not a demigoddess?" | asked her, my throat nealy constricting on the words $ heary was my
desire. Her only response was a complicit grin.

Clealy, | have much more to relate from my extraordinary visit with thiswoman. But it will have to wait until next month.

Until then, | wish you all wonderful love.

$ HA

=
%
o
m
m
v
=
_I
>
D
>
TI
@
o
=
=
C
>
<
Z
D
=
7))
D
®




OROPH 1XPEHJ -XO

Our task this month is to take alook of some of the basic building
blocks of any game. Sure the games would be pretty boring without all
the hot babes and studly guys doing what they do best, but they certainly
wouldn’t get very far without somplacefor all that adion to happen. A
lot more will be said in future months about rooms and oljeds but for
now, here is an introduction to creaing your environment.

| thought that | would give you a littl e insight into how this feaure is

comingtogether. As| mentioned last month, Knight Errant is taking the

lead in this projed. What this means is that he is writing Hs sgment

two to three weeks before the rest of us © that we have something to

base our segments on. Remember that the main purpose of this feaure

is to compare the different programs < it stands to reason that the tasks

eat month need to be the same in ead segment for the comparison to

bevalid. The best way that | could think of for this to happen was for one person (with input from the rest of us, and you too
by the way if you have awy ideas) to write up their segment and then have the rest of us siow how to acaomplish the same
thing with the other programs. Time will tell if thisisaworkable ideaor not, but it’s what we' re going with for now.

Because of this, you may occasionally notice reverances to Knight Errant's TADS 3 segment in the other parts. I've
considered whether to encourage or discourage this but in the end, I’ ve desided to kegy my big mouth shut (didn’t think that
was posshle did you?) and let ead author choase their own course within the limits of the month’s assgnment. All thisisto
explain that the TADS 3 segment will appea first in this feaure from now on so that people realing through will recognize
the reverences when they occur.

TADS 3 Segment by Knight Err ant

Welcome badk to the TADS 3 edition of Programming Erin! Last month we went over the basics of starting a new projed.
This month we'll be taking that projed and begin turningit into ared game. Open up your sourcefile and lets give the player
some better surroundings. We can turn the scenario into a “working late” situation, and have the starting room be the player's
office

myOffice : Room 'Your Office’

"Your office is fairly smal I, but it lets you do your job. Most of your
coworkers have gone home, so it's pretty quiet. Your computer is on the
deskinf rontofyou. "

+ desk: Surface 'your desk' 'desk’
"It's your desk. "

++ computer: Thing 'your office computer' ‘compute r

"It's your computer.

+ me: Person 'you' 'you'

"Just an average Joe.
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isHim = true

By default, the parser refers to ohjeds (including objea of the Person clasg as “it”. Setting the “isHim” property to true lets
the parser know that it should refer to the charader using male pronouns. It doesn't automaticdly creae the gpropriate body 12
parts, we'll work on that another month.  Since our description of “myOffice” mentions a desk and a computer, I've alded an
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objed for eah. The computer is of the Thing class which simply defines it as a generic inanimate objed that can be caried
around. Sinceit's described as being on the desk, we nead to define the desk as a type of objed that can have other objeds on
top d it. The dass"Surface”is provided by the standard Adventure library to define this. Noticethe + signsagain. The way
these work is that an objed is located in the immediately precaling objea with one less+. The office has no + signs, so
nothing contains it. The desk and me have one +, so they're both located immediately in the office The computer has ++, so
it's located inside the precading objed with one +, in this case, the desk.

Noticethat the definiti ons of the desk, the computer, and the PC differ a littl e from the definition of the room. Thisis becaise
we're not using the Room template, we're using the Thing template. Thisiswhat it looks like:

Thing template 'vocabWords' 'name’ @location? “desc”?;

There ae afew differences between the Thing template and the Room template. First, we have the single-quoted string
'vocabWords. This defines the words and synonyms that the player can use to refer to this objed. The posshle aljedive(s)
(inthis case, “your”) are separated by spaces and the possble nouns (in this case, “computer”) are separated by slashes. Thus,
if we wanted to be aleto refer to it as “your computer”, “my computer”, or “my CPU”, we would defineit like this:

++ computer: Thing 'my your computer /CPU' ‘computer’

"It's your computer.

The next part of the Thing template is the 'name’. This property defines how the game will refer to the objed, to say things
like “Onthe desk isa cmputer”.

Right now the desk is of the Surface tass which means you can put things on top o it. However, being a Surfacedoesn't
predude the player from picking it up and carying it around. If you run the game right now you'll find you can do exadly
that, which is obviously not the sort of behavior we want here. The dass“Heary” will stop all attempts to move the objed
with a message referring to the weight of the objed, but if we dhanged the desk from a Surfaceto a Heary objed, we would
find that we could no longer put things on top d it. The solution to thisis to give the desk more than one dass Sometimes
two clases will define the same property in different ways, in which case the dassthat comes first takes priority. The Surface
behavior is more important than the Heavy, so Surface omes first. That way, if there ae any conflicting properties between
the two classes, the Surface properties will be used instead of the Heavry ones. Lets add the Heavy classto aur desk, as
follows:

+ desk: Surface, Heavy 'your desk' 'desk’

"It's your desk.

Now, any attempts to take the desk will be met with the gpropriate response “It's too heavy to pick up.” One other thing to
notice is that at the end of ead description, I've inserted a few spaces. This is to ensure proper formatting when TADS
generates responses. It makes sure that when the player types LOOK, he gets “It's your desk. On the desk is a mmputer.”
instead of “It's your desk.On the desk isa cmmputer.”

Things are looking better so far, but most games have some introductory text to set the scene before beginning the game.
Luckily, the GameMainDef classdefines a method cdled showlntro() that will display some text at the start of the game. It
also has a showGoodhbye() method that can display a brief message when someone quits agame. Let's change the definition of
our gameMain objed to take advantage of these.

gameMain: GameMainDef
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initialPlaye rChar = me

showlntro()

{

"You're stuck working late at the office again. You've been staring
at the screen for so long t hat you're beginning to go cross - eyed. You
step back from the computer to take a brief break when you hear a sound
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from outside your office. Perhaps you're not actually alone here. 7,
}
showGoodbye()
{
"<.p> Thanks for playing\b";
}

Now we've introduced some new complicaions. Until this point, we've only been deding with objeds and properties of
objeds. Now, we're introducing methods. Properties define aspeds of objeds, such as their name, description, etc. Methods
are the agpeds of objeds that adually do something, in this case, displaying simple messages. The name of the method is
simply the way you refer to it in the wde, it only hasto be unique to the objed. Standard T3 naming conventions are to begin
things with a lowercase letter, and capitalize the first charader of ead subsequent word to make it readable without spaces.
The adual stuff the method daes goes within the aurly bradkets, in this case, it's a double-quoted string.

So far, we've been using single-quoted strings and dauble-quoted strings without spedfying what they are or what they do. A
string is a sequence of text that the game uses. Singe-quoted strings are strings that are used internally. They can be
compared to ather things, they can be modified, they can be printed to the screen, etc. Double-quoted strings are just printed
to the screen, like descriptions or the showlIntro. In the showGoodbye method we introduce two new formatting commands.
<.p> is one of the TADS HTML commands. It's not adual html, of course, but TADS uses html-like tags to control
formatting urder the assumption that most of us are famili ar with html. <.p> creaes a new paragraph, just like the <p> tag in
html. The\b tag forms aline bre, just like the <br> HTML tag. For more information about text formattingin TADS, take
alook at this article: http://www.tads.org/t3doc/doc/htmitads/intro.htm

The game so far is gill a pretty boring game, but at least now we have abit of a scenario and understand a littl e of the basics
of TADS 3. Next month we'll get into some more interesting detail s.

TADS 2 Segment by A. Bomire

It's time once ajain to look at writing a small game using TADS 2. In the last portion of this ries, we looked at getting the
software and filesinstalled onto our computer, and we left off at the paint at which we were ready to begin creding our game.
So, let's pick it up there.

Astempting asit isto dve right in and start coding, you first want to spend a littl e bit of time getting a game designin place
Y ou probably have an ideain your head about what your game will be @out, and the settingin which it will take place Take a
couple of minutes and write dl of thisdown —jot it down on a pieceof scrap paper, open Up a mnvenient text editor and write
aquick note, carve it into the wall of your bedroom, etc. Just get it down. Y ou will refer to this later when you are writi ng your
game to seewhat you need to dg or what you might have missed. Thisisalso agood pace to jot down those ideas that come
to you whil e you are writing so that you don't forget them.

For our small game, we ae going to asaume it takes placein an office eavironment. Just knowing that, we know some things
that we will want to include in our game: a desk, a dhair, perhaps a mwmputer on the desk. Those objeds, in turn, supply their
own assumptions. A chair implies that the player will be aleto sit upon it. The desk implies that it may have some drawersin
it and that the player can sit or even lie upon it. At the very least, the player may exped to be ale to open and close the desk,
and passbly put things inside of it. The computer will be something that the player will want to operate. At the very least, the
player will want to turn it on and off.

I'm going to take abrief moment here to pant out something that you may have noticed in the @ove paragraph: when writing
agame, | awaystry to look at it from the player's point of view. When | place a objed, puzZe, charader, situation, etc. into
agame, | try to view it as a player. Presented with the same objed, puzzle, charader, situation, etc., what would an average
player do? Then | try to set up my game to respond in alogicd manner to the player'sinput. Allow meto indulge in passng on
my favorite quote from abodk | read many yeas ago. It hungon my wall when | was a professonal programmer, and it graces
my website now:
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A program shoud foll ow the 'Law of Least Astonishment'. What is this law? It is smply that the program shoud aways re-
spondto the user in the way that astonishes him least.

— Geoffrey James, The Tao d Programming

Granted, this is talking about program and interfacedesign, but I've dways found it to be just as applicable if you replacethe
word “program” with “game” and “user” with “player”. What does it mean? It means that you should write agame in such a
way that the player isn't “surprised” at anything that happens — well, except for deliberate surprises. Objeds, charaders,
situations, etc. should all ad and be what the player expeds. A couch should be something the player can sit or lie upon,
perhaps even look behind or under. A cabinet should be @le to be opened, and oljeds placeal inside. And you should go
beyond these obvious things to things you may not initially think about. For example, a wallet is mething into which you
should be &le to placethings — but only small things. You shouldn't be &le to put the tennis radket into the wallet, for
example, but you should be ale to put the pieceof paper into it. And this 'Law of Least Astonishment' applies to oljed
placement as well. Do you, as a player, exped to find the a in the kitchen or the tool shed? Just what do you exped to find in
the kitchen?

In short, when writing a game you should be on the lookout to avoid creding “guess the verb” problems and violating
“mimesis’ - that feding of verisimilit ude or of the game imitating red life (as much as a fantasy setting can, of course). There
are lots of articles on these subjeds, but I've dways felt that Geoffrey James aimmed it up best — don't surprise the player!
Okay, enoughof that.

The first thing to remember about TADS (version 2 and 3) isthat it is objed-oriented. This sries is way too short for me to
go into just what the hedk that means, but in short you define an objed, give it some properties, and then tell TADS that other
objeds are like that original objed. These other objeds will automaticadly have those properties you defined (cdled
inheritance). For example, if | want to have some “chairs’, | would define the master chair objed (cdled a clasg and define
what happens when the player (or another charader) triesto sit in the chair, pick it up, put objeds on the dair, etc. From this
master “template”, | can then creae various other chairs within my game. TADS has many of these templates already defined
(such as the chairitem clasg, and we will make use of them in creding the various objeds within our game. Y ou can redefine
various properties of your additional objeds, thus avoiding some obvious conflicts sich as every chair being described the
same.

The second thing to remember about TADS is that EVERY THING is an objed — the room you are in, the objeds within that
room, the cmmands the player types, the player charader, the other adors...EVERY THING! All of them can be dtered to fit
exadly what you want to dag which is both incredibly powerful, and incredibly scary as well. Because you can ater every-
thing, you can redly screw up everything! So, be caeful with what you are doing.

Thefirst objed we will be aedingisaroom. “Room” isa cnvenient label for alocaion within your game. It doesn't have to
be aroom —it could be outside, in a cavern, on a bus, in the middle of nowhere, in the void of outer space etc. But, you have
to cdl it something, and for convenience TADS (and most authoring languages) cdl it a room. The room class objed is
expeded to have & least 2 properties defined: the short description (displayed in the status bar), and a long description
(displayed when the player types look while in that location). The first room you creae in TADS, or at least the room where
you exped the player to start, is cdled the “startroom”. Let's creae that room now:

startroom: room
sdesc = “Your Office ”
Idesc =  “Your office is fairly small, but it lets you
do your job. Most of your coworkers have gone home,
so it's pretty quiet. Your computer is on the desk
in front of you. "

’

That pretty much creaes the room. It also shows how an objed definition looksin TADS:
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property_name = property_value
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When the game starts, the player will seesomething that looks like this:

Your Office
Your office is fairly small, but it lets you do your job. Most of your coworkers have gone home, so it's pretty
quiet. Your computer is on the desk in front of you.

>

And the player can then begin exploring the virtual world we ae aeaing. Right now, that world is pretty limited, because
we've just creaed a room but we haven't put anything into it. At least, we need to add a desk and computer, because they've
been mentioned in the description. I'm also goingto add a chair becaise nobody stands at their desk al day —do they? (Again,
the player will exped a cair with the desk, so I'm not going to “surprise” him/her by not having one there.) Let's creae these
objeds, using some other of TADS built-in objed classs: fixeditem, chairitem, and beditem.

desk: beditem
location = star troom
sdesc = “desk”
Idesc = “It's your desk. “
noun = 'desk’
adjective = 'your’

chair: chairitem
location = startroom
sdesc = “chair”
Idesc = “It's your chair. “
noun = 'chair’
adjective = 'your

computer: fixeditem, switchltem

location = desk
sdesc = “computer”
Idesc =

“It's your computer.
if (self.isActive)
“It's currently on. “;
else
“It 's currently off. “;
}
noun = '‘computer’
adjective = 'your’
isActive = nil

All of that seams pretty straightforward. You'll note that we spedfy where an objed is located by the use of the location
property. We dso spedfy what words we wish to use to refer to an objed by the use of the noun and adjedive properties.
Here, we've used a single set of words for ead, but you can include & many words as you wish. For example, we auld have
described the desk asbeing a“large, oaken desk” and then set up the nourvadjedive properties of the desk like this:

noun = 'desk’
adjective ='large' 'oaken' 'your'

This would have dlowed you to refer to the desk as the “large desk”, “large oaken desk”, “oaken desk”, “your desk”, “your
oaken desk”, etc. For some of the other properties of the objeds weve included, I've chosen to inherit properties from
previously defined classes. The desk is a “bed”, meaning you can sit on it, lie on it, and even put things on it. The dair isa
“chair”, meaning you can sit on it and put things on it, but you cannot lie on it. But wait..the computer is two things? Is that
posshle? Sureit is. This takes advantage of another asped of objed-oriented languages — mullti ple inheritance. Within TADS,
there ae two classes defined: fixeditem, which is basicdly an objed that is fixed in place ad cannot be moved around, and
switchltem which is an objed that can be turned on and off. We want our computer to bah be fixed in place ad able to be
turned on and off, so we've defined it as an objed that inherits charaderistics from both of these dasses. The switchltem class
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keeps tradk of whether an objed is “on” or “off” by using the property isActive If it is true, then the objed is turned on. We
can query this property to alter our description of the objed to reflea this on/off status, which is what I've done by creaing a
dightly more complicated long description (Idesc) for the computer objed.

Thisill ustrates yet another feaure of TADS. Pretty much anywhere you like, you can set up a property of an objed to evaluate
some @de to determine it's value. This can come in redly handy when doing things like describing an objed whose
description can change (such as turning the computer on and off), or whose value can depend upon the value of another objed.
For example, turning on the wall switch might automaticaly turn on the light sitting on the desk.

When we dter a property to evaluate some mde, we cdl that a method Why? I'm not sure, other than to dfferentiate it from a
simple property which has a value. All methods have bradket charaders { } surrounding them to set them apart from other

properties.

Okay, we've set up our starting location and some simple objeds in that locaion. But wait a minute, we ae referring to some
classes of objeds which we haven't defined. For example the chairitem and beditem classes. TADS has already defined them
for us, but we haven't told our new game where to get those definitions. These definitions are found in the TADS library files
ADV.T and STD.T. (Mostly in ADV.T, but youll find a few in STD.T as well.) To take alvantage of these pre-defined
classes, and also all of the other stuff that you find in a TADS game, we'll ned to tell our new game to use that stuff as well.
Thisiscdled including, and is done using the spedal include diredive:

#include <adv.t>
#includ e <std.t>

These diredives are spedal in that they are preceaded by a pound or number sign (#), and that they ALWAY S begin in column
1 of your game file. If you place aspacebefore the # sign, then TADS will not tred it as include and will generate an error.
Always placethese diredives at the beginning of your game file. If you use one of the sexual library files, like NewKid's
chickt or Sir Gareth’s sext, then you will also use the include diredive to add those library files to your game & well. You
can even bre&k up your game into sedions, and include dl of those sedions in the same manner. However, be sure to pay
attention to the order in which you include files. TADS processes these fil esin the order in which you include them. If you, for
example, were to put the standard TADS library filesin this order:

#include <std.t>
#include <adv.t>

You will start getting all kinds of errors about UNDEFINED OBJECT. This is because STD.T refers to oljeds which are
defined within ADV.T. So, you have to put ADV.T firgt.

Okay, all of that seems pretty straightforward. Now, let's get into something which isn't. Or, at least, isn't as smple & the
above. Almost every game you do will have some sort of introductory text associated with it. Thisis usually a few lines or a
couple of paragraphs and may describe the setting of the game, or the general charadersin the game. There ae afew schodls
of thought on how to dothis, and I'm going to autline two of them.

If you read the TADS manual, you will discover that the standard library file STD.T is described as being one that the author
is expeded to modify. There ae more than a cuple of places within that file where the cmments will i ndicate that the aithor
can fredy change what is currently in the file. This is good and a perfedly acceptable way of doing things. However, be
warned that you will need STD.T for every game you creae. If you modify your only copy of the file — you may have trouble
getting it badk to “fadory defaults’ for your next game. Be sure to kegp a badkup copy somewhere. Open up STD.T, and look
for afunction cdled init, which asisimplied performsinitiali zation. The function looks something like this:

Init: tunction

{
#ifdef USE_HTML_STATUS
if (systeminfo(__SYSINFO_S YSINFO) != true
|| systemInfo(__SYSINFO_VERSION) < '2.2.4")
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{
"\b\b\(WARNING! This game requires the TADS run -ti me version
2.2.4 or higher. You appear to be using an older version of the
TADS run - time. You can still attemptto r un this game, but the
game's screen display may not work properly. If you experience
any problems, you should try up grading to the latest version of
the TADS run - time.\)\b\b";
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Y
#endif

/* perform common initializations */
commonlnit();

/I put introductory text here
version.sdesc;

set daemon(turncount, nil);
setdaemon(sleepDaemon, nil);
setdaemon(eatDaemon, nil);
parserGetMe().location := startroom;
startroom.lookAround(true);
startroom.isseen := true;
scoreStatus(0, 0);

}

You'll note right there in the midde of all of that code it says “put introductory text here”. Thisis one of the places where the
author, that's you by the way, is expeded to modify the standard code. Right where it says “put introductory text here” you are
expeded to put in any introductory text you wish to display. So, that's just what we'll do:

init: function

{
#ifdef USE_HTML_STATUS
if (systeminfo(__SYSINF O_SYSINFO) !=true
|| systemInfo(__SYSINFO_VERSION) < '2.2.4")

{
"\b\b\(WARNING! This game requires the TADS run - time version
2.2.4 or higher. You appear to be using an older version of the
TADS run - time. You can still attempt t o run this game, but the
game's screen display may not work properly. If you experience
any problems, you should try upgrading to the latest version of
the TADS run - time.\)\b\b";

Y
#endif

/* perform common initializations */
comnonlinit();

/I put introductory text here
“You're stuck working late at the office again. You've been
staring at the scr een for so long that you're beginning to go
cross - eyed. You step back from the computer to take a brief
break when yo u hear a sound from outside your office. Perhaps
you're not actually alone here. \b i

version.sdesc;

setdaemon(t urncount, nil);
setdaemon(sleepDaemon, nil);
setdaemon(eatDaemon, nil);
parserGetMe().location := startroom;
sta rtroom.lookAround(true);
startroom.isseen := true;
scoreStatus(0, 0);

}

Now, when you run your game, you will seethisinitial text displayed. While we ae looking at the initialization code, take a
look at some of the setdaemon commands listed here. You'l notice one for something cdled “segDaanon” and one for
“eaDaemon”. These basicdly count down urtil the player is hungy and sleguy, forcing the player to find something to ea
and someplaceto seg. These used to be popular and part of every “dungeon crawl” game, but almost no one uses them
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anymore. So, it is probably a good ideato remove them from our game. Just delete those lines. And, you remember when |
said every TADS game beginsin the startroom? Well, here in init is where it says that the player starts out in room startroom.
If you ever want your player to start someplace ése, say in a chair in a room or in another room entirely, then this is the
sedion you would modify to affed that change. Make the necessary changes to init, then save STD.T. Compil e your game, run
it and verify that your changes took place In the end, your init function should look something like this:

init: function

{
#ifdef USE_HTML_STATUS
if (systemiInfo(__ SYSINFO_SYSINFO) != true
|| systemInfo(__SYSINFO_VERSION) < '2.2.4")

{
"\b\b\(WARNING! This game requires the TADS run - time version
2.2.4 or higher. You appear to be using an older version of the
TADS run - time. You can still attempt to run this game, but the
game's screen display may not work properly. If you experience

any problems, you should try upgrading to the latest version of
the TADS run - time.\)\b\b";

1.
#end if

/* perform common initializations */
commonlnit();

/I put introductory text here
“You're stuck working late at the office again. You've been
staring at the screen for so long that you're beginning to go
cross - eyed. You step back fro m the computer to take a brief
break when you hear a sound from outside your office. Perhaps

”

you're not actually alon e here. \b ;
version.sdesc;

setdaemon(turncount, nil);
parserGetMe().location := startroom;
startroom.lookArou nd(true);
startroom.isseen := true;
scoreStatus(0, 0);

}

Now, that is just one way to display the introductory text. A different version is to do something very similar, but not to
modify the STD.T file & all. Some authors, myself included, don't fed comfortable modifying a standard library file like STD.
T. So, they take advantage of the TADS replace and modify commands to alter previously defined oljeds.

Replace ad modify are designed spedficaly to all ow the aithor to change previously defined oljeds, without having to make
changes to ather library or module files. They were originaly creded to allow the aithor to make spedfic changes to oljeds
defined within ADV.T so that when new versions of ADV.T were released the author didn't have to worry about replicating
his or her changes to the new version. But these same commands can be used to modify objeds defined within STD.T, or
NewKid's chick.t, for example. As it sounds, replace ompletely replaces the objed definition with a new definition, and
modify simply modifies a portion of the objed definiti on.

When it comes to changing STD.T, | usually don't do so, and just use replaceor modify to make any changes that | need to
make. So, when | make the @ove listed changes to the init function, | do so using replace like this:

replace init: function
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{
#ifdef USE_HTML_STATUS
if (systemInfo(__SYSINFO_SYSINFO) I=true
|| systemInfo(__SYSINFO_VERSION) < '2.2.4")

{
"\b\b\(WARNING! This game requires the TADS run -time versi  on
2.2.4 or higher. You appear to be using an older version of the
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TADS run - time. You can still attempt to run this game, but the

game's screen display may not work properly. If you e xXperience
any problems, you should try upgrading to the latest version of

the TADS run - time.\)\b\b";

Y
#endif

/ * perform common initializations */
commonlnit();

/I put introductory text here
“You're stuck working late at the offic e again. You've been
staring at the screen for so long that you're beginning to go
cross - eyed. You step back from the computer to take a brief
break when you hear a sound from outside your office. Perhaps
you're not actually alone her e.\b 7;

version.sdesc;

setdaemon(turncount, nil);
parserGetMe().location := startroom;
startroom.lookAround(tr ue);
startroom.isseen := true;
scoreStatus(0, 0);

}

| would typicdly placethis smewhere within my game module. There is no dfferenceto the changes listed above mmpared
the the previously described changes to init made within STD.T, other than no changesto the STD.T file have been made.

| guessthe methoddogy would depend upon the aithor. Use whichever method you prefer. However, | would give you one
word of warning. Other library modules you may include in your game may make changes to the way that the init function is
defined, or other objeds defined within STD.T that you may alter, and thus when you include those modules in your game
you'll suddenly discover that the changes you made aen't taking effed. Sir Gareth's sx.t is one example.

Well, that pretty much wraps up creaing your initial environment. Granted, the environment we've aeded is fairly boring, but
next month we'll get into some more interesting detail s.

ADRIFT Segment by BBBen

I'll start out this month by mentioning that | recently (and finally) purchased a registered copy of ADRIFT 4.0, so | can now
compare the feaures more dfedively. The differences are mostly subtle ones, advanced feaures and general stability, so I'm
now sure that my comments will apply pretty well to bah versions.

So anyway, we' re deding with some of the basics of getting a game going. This duff isredly easy in Adrift, so | can probably
keep this article simple. In fad, the e@e of understanding these basicsis a big part of the gped of this s/stem, because while
Adrift has a few feaures that other systems don't (auto-mapping, predictive text, the mntrol panel, to name afew), the red
apped of Adrift is its accessbility to newcomers. This guff is all easy enough to figure out for yourself, but I'll run you
throughit anyway.

Under the menus along the top are arow of buttons. After “New Adventure”, “Open Adventure” and “Save Adventure” are
five buttons to creae rooms, objeds, tasks, events and charaders. We're going to ded with the ones that are eay to
understand this time (tasks and events are alittle more complicaed, but still not too hard; we'll get to them another time),
namely rooms, objeds and charaders. First of all, you need to have aroom in which to start your adventure (it helps to crede
your first room before writing your intro text, but it’s not esential), so pressthe “Add Room” button. A box will popup —in
the “short room description” sedion gve the room a name, like “Office”, and in the “long room description” write the
response you want the player to seewhen they “look” inside the room.
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Up the top d the box you'll seethat there ae two tabs — one titled “description” and the other titled “diredions’. Finish that
room by clicking “Add Room” in the box (you can edit it again later if you want), then start a seaond room by clicking the
“add room” button below the menu. Call this one “hallway” in the short room description and give it along room description,
then click on the “diredions’ tab. There are drop davn boxes here; we want the hallway to be south from the office, so where
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it says “Move North to”, open the drop davn box to the right and selea “Office”. Now click “Add Room” and the generator
will ask you a question: “Would you also like to move south from Office to Hallway”. Seled “yes’ — in this way the system
simplifies how to creae diredions of movement. Generally you will always want to seled “yes’ unlessyou only want one-way
travel for some reason.

Next up we'll add some intro text for your game. Open the “ Adventure” menu and seled “Introduction” if you're using 3.9, or
“Introduction and Winning” in 4.0. Thiswill bring yp abox with spaceto put in some text; you can adually use line bregksin
this box, unlike other text boxes in Adrift (elsewhere you will have to use the html code <br> to crede aline bre&). Typein
some text in the aealabelled “text to show on startup”, it doesn't matter what, and then click the box next to “display first
room on startup”. You don’t have to dothis, but | think it’s preferable to arient the player. There should be adrop dovn box
next to the words “ Start the adventure in room:”, and with that box you can seled any existing room to be the first one. Keep it
as“ Office” for now, or change it to “Hallway” if you want. Click “OK”.

We ned to crede the player’s charader now. Open the “Adventure” menu and seled “Player”. You can gve the PC a name,
but let's let the player choose by clicking the box next to “Prompt for name”. Give the PC a description of some kind —
something simple since we' re making this character generic. The other options give you the aility to change the PC's garting
state and add an alternate description, but we won't use those right now. However, at the bottom you will seeoptions for the
size of the PC's inventory. | don't like to limit the players in how much they can cary, so | always change these options to
“99" in ead of the number boxes, and change the drop dowvn boxesto “huge” and “very heary”. Click “OK” to close this box.

Now let’s put a desk in the office Click on “add oljed” and it will bring yp a box. The first field for text is titled “Objed
prefix” —you can use thisif you don’t want your object’s name to be preceaded by “a” (for instance you wouldn’t want it to say
“a g - it would be“an egg’, or “the egg’ or “my egg’ or “Grobnar’s egg’ or whatever you want). We'll leare thisasit is
for now, but to the right is afield for the “objed name”. Write “desk” in there. Below that is room for an alias (or more than
one in version 4.0), which is good if you wanted to cdl an objed by other names too. However “desk” pretty much covers it
for now.

There aetwo passble objed types — static and dynamic. This s pretty straightforward, adually: static objeds are things like
desks that stay where they are, and dynamic objeds are objeds that the player can pick up and put in their inventory. The desk
is datic, so leave those options as they are. However, where it says “objed existsin” you should seled the “ Office” option, so
it can be interaded with there. Y ou can actually make astatic objed exist in multi ple rooms, which can save you time or alow
you to use “rooms” a littl e differently (say if you wanted to make several “rooms’ as just part of a big ballroom, and you want
the chandelier objea to bein all of those room sedions). Add a description of the desk in the “description” field, then click on
the “attributes’ tab to chedk out some of the other things that can be done with objeds.

Here you can change alot of properties of items, with different choices depending on whether the item is gatic or dynamic.
Y ou can make the objed weaable, openable or closable, readable, you can make it a mntainer, you can dve it a surfaceto
put things on, you can dedde whether the player can sit or lie on it and more. | think all of thisis pretty self-explanatory, so |
won't go into it in detail. Play around with the options if you want; the one bit of advice I'd give here is to think about the
ramifications of giving items different properties — sometimes even if it would make sense for a player to be eleto sit or lie
on something, or whatever, it can throw off what is happeningin the scene, so dan't give items a lot more properties than they
need. For now, just give the desk a surfaceby clicking the box next to that option, then click “Add Objed” to close the box.
WEe'll i gnore the “advanced” tab in 4.0 for now.

| think that’s all we nead to cover this month. Hopefully by now you're dready getting the hang of this, and you can probably
leg right in and make abunch of rooms with objeds in them. Try test-runring the game to seewhat it’s like. Y ou won't be
able to domuch yet, but at least you can seeif al the rooms and oljeds are in the right places. In away, I've just said some
redly obvious quff with a lot of words; the Adrift generator pretty much explains itself as you wse it, so there’s no need to
worry too much if my explanations were unclea. Poke aound in the generator and have some fun, and you'll be ready to
make red stuff happen in no time — you can even play around with charaders and tasks if you want, which | susped I'll be
discussng rext month.
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Inform 6 Segment by ‘trix

This month we're going to make aroom with some objedsin. Most of the code for thisis conceptualy similar to the TADS 3
code.

Constant Story "Programming Erin";
Constant Headline "*A simple Inform 6 AIF game by Some Author™ "

Include "Parser";
Include "VerbLib";

Object Office "Your Office"

with description "Your office is fairly small, but it le ts you do your job.
Most of your coworkers have gone home, so it's pretty quiet.
Your computer is on the des k in front of you."
has light;

Object - > Desk "desk"
with name 'desk’
has supporter;

Object -> -> Computer "computer"”
with name '‘computer' 'pc’,
description "It's your computer."

[ Initialise;
location = Office;
selfobj.descript ion = "Just an average Joe.";

I

Include "Grammar";

Thingsto notice

There aethreeobjed dedarationsin the code aove. Noticethat eat one ends in a semi-colon.

Other things you might like to notice 4 this point: thereis quite alot of whitespace in the source Asin all good pogramming
languages, whitespaceis there to make the ade readable to you, not to communicate with the compil er. It separates words, but
the length and type of the whitespacedoesn't matter. Whitespaceis significant in strings: the string "alpha  beta gamma"
is different from the string "alpha beta gamma'. However, you may further notice that there ae line bre&ks in the description
string for the Office objed. Line bresks make long strings in code alot easier to read, and are wmpiled into singe spaces. If
you want an adual line break in a string, you use the caet ~ charader, as £a in the healline. One more pretty important
thing to mention is that identifiersin 16 code ae ca&e insensitive. That means you can refer in your code to office Office or
OFHCE and they will al be the same objed. However, keywords (like "if* and "print") are alittle more delicae, and
generaly need to written in lower case.

The Desk objed hasthe dtribute supparter. This means that the desk can have other objeds stting ontop d it.

The arow -> in the Desk objed's dedaration means "inside the office' (the office being the last objed dedared without an
arrow). The two arrows in the Computer objed's dedaration mean it is on the desk (the desk being the last objed dedared
with one arow). Arrowsin |6 work the same way as +-symbals before objed dedarationsin TADS 3.

The name property defines an array of words that the player can use to refer to an objed. So if the player issued the command
"Take PC", the game will understand what objed she means. Words in a name aray are (nowadays) given in singe-quotes,
not double-quotes. They are what we in the know refer to as "dictionary words' — words for matching against what the player
types. Generally, strings that are to be shown to the player are in double-quotes, and words to match the player's input are in
single-quotes.
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The "with" clause for the Computer defines two properties. The two property definitions are separated by a comma (after the
word 'pc).

The Computer does not have any attributes (yet), so it doesn't need a"has" clause, just a semi-colon to indicae the end of the
Objed definition.
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Sincethe TADS 3 example defines a description for the player, I've included that in my code too. It may be convenient later to
define anew player-objed (as in TADS 3) but for the moment we can just stick with the 16 default player-objed (which is
cdled selfobyj) and assgn a new description property to it. That's what the line

selfobj.description = "Just an average Joe. ;

doesin Initialise
If you compile and runthe game, you should seesomething like this:

Programming Erin
A simple Inform 6 AIF game by Some Author

(Some release info here)

Your Office

Your office is fairly small, but it lets you do your job. Most of your coworkers have gone home, so it's pretty
quiet. Your computer is on the desk in front of you.

You can see a desk (on which is a computer) here.

There ae several improvements that may be made. Since thisis your office that is presumably your desk and computer, not
just a desk and a computer. The simplest way to change the indefinite aticle is by providing the article property and
giving a (double-quoted) string.

Object - > Desk "desk"
with article "your",

name 'desk’
has supporter;

Object -> -> Computer "computer"”
with article "your",
name ‘computer' 'pc',
description "It's your computer."

Also, that "Y ou can see adesk here" is pretty lame what with it only just having been mentioned in the room description.

The attribute scenery means "this objed is always here, probably mentioned in the room description, and so need not be
explicitly mentioned". It will also prevent the player picking up the desk and walking off with it. So add the scenery attribute
to the Desk objed. If you compile and run row, you will seethe text "On the desk is your computer.” We could get rid of that
too by giving the Computer objed the scenery attribute, but that would mean that if the player searches the Desk then the
Computer will not be mentioned, which would be very odd So rather than that, it's easier just to take the redundant mention
out of the room description. If the computer is a significant objed, it's a murtesy to the player to let it announce itself rather
than just mention it in the room description asiif it was badkground.

One more thing to dois to add introductory text so the title and release information are not the first things the player sees
when she starts the game. Sincewe dready have aroutine in our code that we know isrun at the start of the game, we can put
the introductory text in there, giving sourcethat looks like this:

Const ant Story "Programming Erin";
Constant Headline ""A simple Inform 6 AIF game by Some Author™\";

Include "Parser";
Include "Verb Lib";
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Object Office "Your Office"
with description "Your office is fairly small, but it lets you do your job.
Most of your coworkers have gone home, so it's pretty quiet.”
has light;

Object - > Desk "desk"
with article "your",

N
w
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name ‘desk’
has supporter scenery;

Object -> -> Computer "computer"”
with article "your",

name '‘computer' 'pc '

description "It's your computer."

[ Initialise;
location = Office;
selfobj.description = "Just an average J oe.";

print "*You're stuck working late at the office again. You've been
staring at the screen for so long tha t you're beginning to go
cross - eyed. You step back from the computer to take a brief break,
when you hear a soun d from outside your office. Perhaps you're not
actually alone here. ",

I

Include "Grammar";

The command print  is smply an instruction to display the following text to the player. The caets (as before) indicae line
bre&ks. And at the end of the instruction is a semi-colon.

Compile and runit. You will probably notice several things that could be improved—should the computer be portable or do
you want to give it the atribute static  ? Should the player be ale to turn it on and off? There is an attribute for that too.
Damn, I'm such atease. More in future months ...

Inform 7 Segment by Purple Dragmn

As we take the projed that we set up last month and start the processof turning it into a game, you will notice one of the
beautiful things about working with Inform 7. The foll owing paragraphs look more like notes you might make eout a game
that you are planning rather the code of that game itself, but that is exadly what it is. No one reading them should have avy
problems in urderstanding what they are and what they do. Of course, the more complicaed we get, the more this ill usion of
17 text not redly being a programming language will fall by the wayside, but for now, let’s just enjoy the simplicity of the
language and set up afew simple objeds.

Your Office is a room. "Your office is fairly small, but it lets you do your

job. Most of your coworkers have gone hom e, so it's pretty quiet. Your
computer is on the desk in front of you."

your desk is a supporter in your office with descripti on "lIt's your desk."

your office computer is on your desk. The description is "It's your
computer."

The description of the pl ayer is "Just an average Joe."

There ae afew things to take notice of here. First of al, when you creae an objed you have to be avare of the fad that every
objed haswhat 17 cdlsa“kind.” Thistells the program what it is or how it should ad. For the desk above we wrote, “your
desk isasupparter...” where “supparter” isitskind. This givesthe desk a few spedal properties, the most important of which
isthat we ae now allowed to set things on it. On the other hand, we didn’'t explicitly give the computer akind at all. When
this happens, Inform (usually) makes the objed of the “thing” kind. Thisis the most basic of all kinds and the one on which
al othersbuild. So the desk isadually a“thing” aswell, but one with more spedalized properties.
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Next, let's take alook at the relationships between the things we have aeaed. It is important to keep tradk of where
everythingis, or at least, where it starts. If we had written simply “your desk is a supparter with description...” Inform would
have aeded the desk just fine but when the game is run you would not seeit. The reason is that we have not told Inform
whereto put the objed soiit is sttingin alimbo cdled “out of play.” There ae timeswhen this might be just what we want, to
have something off stage until the proper moment when we spring it on the player, but in this case it isn’t so we spedfy that it
isinthe office For the computer, we got a bit more spedfic and said that it sitting on the desk. This means that the computer
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will start the game on the desk so if you don’t spedfy where the desk is then the computer will begin the game out of play as
well.

If you compil e the game now you will seesomething like this:

Programming Erin
An Interactive Fiction by Purple Dragon
Release 1 / Serial number 080629 / Inform 7 build 5339 (16/v6.31 lib 6/11N) SD

Your Office
Your office is fairly small, but it lets you do your job. Most of your coworkers have gone home, so it's pretty
quiet. Your computer is on the desk in front of you.

You can see your desk (on which is your office computer) here.

That all | ooks pretty good hut you will probably notice some things that could be improved. Our room description says “Y our
computer is on the desk in front of you.” and then Inform goes on to mention the same thing again. This is hardly a game
killi ng bug but it isn't very elegant. It would probably be better to have only one or the other. The eaiest thing to dowould
be to just remove that last line from the room description but sometimes having all the items listed out at the end of aroom
description can be abit jarring. To get around this, Inform all ows us to make pretty much any objed “scenery.”

For instance, you can addtheline, “The desk is scenery. " to the end of the desk description to acomplish this. The
desk will till be there, the player will till be ale to examine it, put things on it, etc. It will just not be mentioned separately
in the room description. In addition to that, making something scenery also means that it will be fixed in placeso that the
player can't pick it up and walk off with it. Inthe case of the desk it doesn’t redly matter since we made it a supparter, which
isfixed in placeby default, but we cetainly don’t want the player to be aleto pick it up. Asarule, thistendsto work out ok
since you would not normally want to make aportable objed scenery. You obviously would not want to mention something
in a room description if it could be removed from the room so you would normally want portable objeds to announce
themselves.

Y ou can handle the computer in the same way but you want to be abit careful here. Making the cmputer scenery will mean
that it will not be mentioned in the room description but it also means that if the player searched the desk, they will get
something like this:

>search desk
There is nothing on your desk.

Which is obviously not what we want. For now let’s just leave the computer alone. There ae till problems with it. For
example, should it be portable (it is right now), should the player be aleto turn it on and off (he can’t right now). We'll get
to that later but we don’t want to get too far ahead of ourselves.

You can gve aly objed alist of synonymsand it isagoodideato doso in most cases.

Understand "CPU" as the computer.

When the player types “x cpu” he would normally get a response saying that he car't see any such thing. What this line does
is make it so that when the player tries to do something with the CPU, the program understands that he is redly talking about
the omputer and redireds the command acordingly.

The final thing | want to mention about the above text is the player. Noticethat we didn’'t adually creae the player here but
simply gave him a description. Thisis because Inform automaticaly creaes the player and puts him in the starting room when
play begins. Unlesswe spedfy otherwise, the starting room is always the first one aeded.

=
%
o
m
m
v
=
_I
>
D
>
TI
@
o
=
=
C
>
<
Z
D
=
7))
D
®

When the game starts the player is usualy treded to alittl e introductory text. To print out this text we have to use something
that Inform cdlsarule. Rulesare the way that you tell the program what should happen in any given situation. Hereis how to
print out the introduction.

N
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When play begins:
Say "You're stuck working late at the office again. You've been staring
at the screen for so long that you're beginning to go cross - eyed. You step
back from the computer to take a brief break when you hear a sound from
outside your offi ce. Perhaps you're not actually alone here."

We will be talking much, much more aout rules in future months, but for now just take alook at the format. First isthe name
of the rule followed by a wlon. Then there is alist of things that take placewhen that rule happens, ead followed with a
semi-colon urtil you get to the last one, which ends with a period. Soin general:

Name of the rule:
First thing that happens;
Second thing that happens;
Last thing that happens.

In this case there is only a single thing in the list so there ae no semi-colons at al. The only thing that we want to happen is
for the introduction to be printed out so we tell Inform to “say the followingtext,” in other words, to print it out on the screen.
What we want to print out is enclosed in double quotation marks. It isimportant to note the difference between singe (* )
and dauble ( “ ) quotation marks and when to use eat of them. Double quotation marks are dways used to show what we
want to be printed to the screen in that situation. If you want the block of text itself to use quotation marks then just use the
singles and they will be printed out as doubles when the gameisrun. That might sound more mnfusing than it redly is. Here
isan example.

Say “y ou say hello to the girl.”
Produces:
You say hello to the girl.

Whil e the foll owing:

Say “Hello,’ you say to the girl.”
Produces:
“Hello,” you say to the girl.

In our introductory text above there ae threewords that use an apostrophe and you may be wondering why Inform doesn’t
turn them into quotation marks. The program is pretty good at dedding when something is an apostrophe and when it is a
guotation mark. In general, if it occurs within aword it will be assumed to be an apastrophe. However, you might very well
runinto problems if you were talking about something like “Achill es hed” where it comes at the end of the word. For cases
like this you can always forcethe goostrophe by writing, “ Achill es[apostrophe] hed.” Thetext in a square bradet within a set
of double quotation marks is a text substitution where something is aubstituted for that text. Y ou will be using this quite abit
aswell but don’t worry about it for right now.

That's about it for this month. We now have an introduction, someplacefor the player to stand, and a cuple of things for him
tolook at. Yeah, pretty boring at the moment but we're just getting started. Tune in next month and we'll seeif we car make
things a bit moreinteresting. u
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If you can write game reviews, articles, opinion pieces, humorous es-
says, or endlesshlather, we want you. Contad the Editor for suggested
content or just write what you want and send it to us.

Submitti ng your work to Inside Erin:

Please direa all comments, articles, reviews, discusson and art to the
Editor at aifsubmissgons@gmail .com.

Editor:

Purple Drago has written six AIF gamesincluding Archie' s Birthday -
Chapter 1: Reggi€' s Gift, A Dream Come True, and Time in the Dark.
He hasrecedved one Erin award and been nominated for several others.

Webmaster:

Darc Nite is an avid gamer who head the cdl for help with the AIF

Newsletter.

Staff:

A Bomire isthe author of several TADS AIF games, including Dexter

Dixon: In Search of the Prusdan Pussy, Tomorrow Neve Comes and G\MI

The Backot. His games have won numerous awards and Erin nomina-
tions. He was the c-redpient of the Badman Memorial Lifetime Achievement Award in 2006

A Ninny is an AlF player, author of four AIF games and frequent beta-tester. His Parlour receved an Erin for Best “One
Night Stand” game in 2004 and his most recant game, HORSE walked away with threeErins at the 2007 awards sow.

BBBen is an author of anumber of Adrift AIF games. His games have receved numerous Erin awards and nominations and
first placein A. Bomire's 2004 mini-comp. He was also the redpient of the 2007Badman Memorial Lifetime Achievement
Award.

Bitterfrost isalongtime IF/AIF player working on hisfirst (and last) game, How | Got Syphili .

Knight Err ant isan AlF player who has released two games and is currently working on a muple of others.

‘trix hasreleased one game, Casting, which was written in Inform 6, and is goradicdly working on another in TADS 3.
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