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reloase TOME 3 with a full manual)
hbhmdhmmwdmmmw“m“m-ﬂhwu“n“y
aunnndlbmllthlnhambt‘humm-mmmnhnabw
up the editor ssmewhat, there is s nothing o rival it, on any competer |
Mwhdﬂmm&ﬂ!hmkhuﬂbm“-ﬂwm
the major AMOS prograsumens, and again, this s mowtly due 1o users “spreading the werd”, thank you !

I'hope you ke this new version, and my first attesapt ot & manual of this size. I will of course be doing updates
in the fature, and addisg to the manual MhMﬁ&ommOnbnwmm’tHddM
d‘mwwmhwmunn&mm«mdhmwmmh\w“

Ope last point, plense don't pirste this peoduct. [t affocts e, and all the people who work for, or with me &-
rectly. ln\nmmmhhmmlqummm If you see & pirated version of TOME
anywhare, do something nasty to the disk or BES that it is e

Ob, and o my competitors, keep on trying to owich up boye |

Aoson Fahes q‘




mm-nurc-nu»mxavmam-huu'wmwmwy-nur,
it is aleo dedicated to the following pecple
Mike Obdfield
Piers Aatheny and Terry Pratchet
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TOME Series IV

Map Programming System For the Amiga

Instruction Manual

Welcome to AMOS TOME Sardes [V 1
MB(\'hthommﬂdmpw&gmmuym-mbnmumsumm
ot powerful)

put tegether in s MAP, Mmmbwnmu-umnmhamp.lndcalylbmt;udﬁr

Mlmdwth-mmhb&ommuumhmmwuﬁm
ﬂ.ﬂnhbmmﬂnhmm“hmhﬂummmm-ﬂm
mh-h-twhmw&dnumnqm"ohwnhnlu.dlﬂow“ounn‘nh
mdoﬂnwﬂhn.h-mu'r.lhubﬁlumntdywhﬁatmd.\mnbonﬁmn
mhmohibuw-b.m-phmm“hlu'-ﬂl!

Installation
MOBTOME%I\'hmyeuthmmAM(BBy@

1) Make sure you are using » Black up of your AMOS disks sad your TOME disk
l)lmd-admmﬁnm“»ﬂulmlmm&‘m’mrmm IV disk

3) St back and wait !
4)0mmmmmmmmwm.mmuw—wmuw-mmo&mn
along with the litest version of the AMOS Club/Shuffle Extession (V2 &)
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Onoe you have the TOME extension installed, you will hawe about 60 new commands that you oan new use
{(These nre detailed Jaser in this massal) wwmmmmmwdmmmm.»
make sore that they are installed before you try and ras sny of the TOME Series IV programa !

Exlersion Nox Presont conwmind when Dawesion Wt reiled | As Above
mwu&
Exterson Nt Presert coemand whes Compler hagn hoen vt Choct Pt e AAMOSY 3 1aw
Sweging 0 compde & TOME program Pt TOME & hare ! CorfQuraton has

AVOS Wik st o Feomecty italed | Make & tew copy of AMOS




Apart from the Demosstrution prograas, the anly main pregmm you will be using is called TOME AMOS ‘lN.‘
is the actual Map Editor, which you load into AMOS and Run. Basically, [t's Big ! It has all the functiens you will
noed to create and edit Mape for use In your AMOS o even machine code pames

Copyright ete. AMOS TOME s © Shadow Software 1951 and must et be deplicated i sy Srm. Authorised wmes of
TOME (Lo those of you who bought ) can make & backup for your own wee, but seither the sriginal disk or the backap, o
any of the flles co the TOME disk or any part of the documentation may be leat, hired or duplicated is any way.

When usiag TOME in say sort of program that is s be reloased cither s P D (laclediag Sharoware and related schanes) or
Comumercially (Inclading Licenseware, program reatal sod sther mondar schemes) nose of the TOME files may be incdacied oo
the dak Thos s self running TOME program must be complled You must not use TOME with RAMOS This is %
avold plracy of the extession

W“M"M“M.WW”'ﬂhmm-h‘u”“‘.“‘ﬂw
we are geite happy. If you pet your program mto the beet sellers lats give us & mention |

Terminclogy
This being a technical manual theew are a fow tachnical terms used. The fallowing should help

TILES are small fragments of & picture that cas be used to makeo wp a ploture. All the tiles weed in & muap are
the same sizo as cach other, so that all the map neods to kuow, i what tile is to be placed in each pesiticr.
MAPS are large background soreens made wp from Tiles. A Map uses TILE CO-ORDINATES, o that each
position om the map represents one tile.

TOME also has BRIKS (1t is supposed o be spelt like that) which are greups of tiles. Brils cun be pastec onts
the screen like scons, or pasted into the map. This Jets you change huge areas of your map instantly.

TILE NUMBERS are the actual number of the tie Le the Sret cae in the bank s Tile Number 0, the sesad
one la mamber | and w0 on. In TOME Sertes IV yoo can have up 10 256 tiles (An upgrade is being worked
which will allow you %o use up to 511 tiles)

TILE VALUES are numbers that cun be sasigned 1o each tile. In TOME 1V you cun assign up o 8 valow to
each tile in & Tile Valoe Lists (Each list containg 1 vadse for each tie). These values can represest anythisg you
want, but here are a fow examples -

Whether or not the tile ks solld, 0127 com represent son-solid, while 125255 shows that the tile o sobd
What tile it should change to If blown up, the valee can be st to the tile mumber of another tile, #0 Liat
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::mwmkltbuqbﬂmvht&bmnhu

many you should get for ki the tile, when you hit the tile,
et herpe, A ppeyr< tting you tile, multiply this tile vales by 10
Whether the tile has
Non Solid Tile with no effects
Notr Solid Tie with loe ca it
Neo-Sclid Tile with Bob on it
Nea-Selid Beass Tike
Bolbd Tile with 20 offocts
Bolbd Tile with loe om it
Solid Thle with Bossb ca i
end:&a-‘hlrb 131

values this you can see (f the tile i wolid or not (Vialues127) and which ellocts the tile has
;V‘.-h‘s;lld 125) M‘ mhmm“umnn“wnhomﬂ)m&

alues are one mmmmunw ot need to use them straight
away, you will probably flnd all sorts of uses for thes 1 o -
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First Stegs 1, "What is & map 7*

muﬂy.-mu-wammumuwmyuwwmm 1€ for
m,mmﬁ-m“uﬁdﬂmﬁm”mmﬂdbk&“ﬁ.fﬂ
m&-wmmuﬂm&-hﬂomcm'dduhwmm“hhwm-

?.“&MMMMMMWMI

o3 can nﬂmmh&mﬂqnﬂ.lﬁonc&pcmvnﬂ.m how
h-wﬂ.ll‘ﬂndmhmMuﬂKhmM&oﬂmup:hdarm
cux,ooyonmumlyh-(nmtn&oaml(hnh-lmmdqmwmw
tilen) MmmmmmmdmmanWMWWMW




writien

The TOME Editor allows you to design these maps, and the TOME Extensicn commands you have recertly

added to your AMOS sywtem give you commands specifioally written to display and communioate with these

mape in your prograss

The only lissits to the size of a TOME map are mamory, and the maximum size of 32768x327¢8 tiles, which is

MMMMWIMMMW.-MMMlﬂdﬂhmmmﬂp&aﬂm

muwmdnpmwuplmmum Megabyten) of memary, but yeu could alvays
o |

First Steps 2, Loading & Displaying a Map
There are 5 types of file used for TOME, caly 2 of which are vital, the other three are just useful

We start with the Tile Bank As far as AMOS s conoerned, thés is an loos bank, where all the loons are the
same size (o.g 16x16 or 32¢16). Thin ix loaded in exactly the same as a normal oon bank, i o

Load “filesame. abk*

whieh will load it into bank 2

Yeu might want to change the size of tide that you want to wse. Sizmply wee the command

Tile Size x,y
bd\muudnx-ndebolcwu.omwaMda-oﬂﬂo.wmmMm&
corm

16x16 | Uses loss memory for the tles, single tilo changes are mpid. | Slightly slower scrolling
Jlest Collision detacticn, Pest for geneeal usage.

10x52 | Beasomable memory use. Fast for scrolling vertically, Slow at scrulling horizontally
FReascmable collision detoction

§2x16 | Reascmable memory use, Past for scrolling herizentally, Slow at scrolling vertically
Fearcnahle coldishon detection

S2x52 | Fastest scrulling High memory usage, Innacurate

solligien detection




8
The Collixion detection betweoen the player and tiles can be dealt with in many ways to make It more accumte.

well cower this later in tho mansal though

You cnn find out how many tiles you have in the bank with the eotnmand
Print Leagth(2)

Yeu cun alwo sco what tiles you have available by wng the command
Liet Tile

Which will deplay them all on the soreen.

[ think that's emough theory for now, Jet's load in a tile bank and
put some of what you've Jearned into practiss. Go 1o direct made
and type:

Load “TOMX4:Tiles/Mazerantiles. Abx"

Then type

Qure off 1 ¥lash Off : Get Ioon Palette : Cls O
Théa will got the colour palette from the tiles and clear the soreen
(after getting rid of that G$%4&S$ text cursor)

Now well set the tile size

Tile Slze 16,16

and have a look at the tiles

List Tile :
You shouldd now have a sareens Bl of the ubuwjmlhc&(anuandmop:nl

Now you have masaged to load Im the tiles, youz oan load in the map to ge with e Maps can be stored cn duk
in two different ways, cither as am AMOS bank (with abk on the end of the e name), or maee necmally as &
MAF file

The ensiest cne %0 wen i the AMOS bank formnat with the Abk extender [t wastes & litthe memsory oo disk sod
you nead o ressessbor what type of file it is, bt 3t In wery cany to load lnte AMOS Try the fellowing

Losd “Mazeman map.abk*,6

Yo have now leaded in the map The 8 at the end of the load instruction, tells AMOS e load # into bank 6.
which is where the maps normally go




If yors want (o use the MAP type of file, loading i» still guite stmple (sort of 1) Baroally, you have to reserve ¢

mcmmwwdhnmhmmmbuhﬂnmp Portunately, TOME gives

you o comumand to tell you the md-m.m-mwmx&vmmmmm

haight of the map in ties. So for the Maseman map, which is 1005100 tiles, you would do

LeMap Leangth{i00,100)

Reserve as Data 6.1

Bload “Mazemas.Map®, Start(6)

mmmmu&mwm.udmumwman-m&ummuu

oasler to spot that it s a map file Note the use of Start(f) at the ead of the Bload This s beoanse the Blogd

command requires the memeey address to load to rather thas a bank sumber.

With the map in memory, we oun play around with it |

WIQMMWMMmdtbmmnub-bMtbwWdlu-n

:'am.mho.omhldhhm.l”h-dyd»wmdumm 8o wo woud use
commemand

Kap View 0,0 To 320,1%2
mtolodnlw!Mp_\h-.badmu&omathumm-mdmmmp\h

md&omhim&hﬂ%&p%ﬂhqm«hﬁmhpﬂﬂnhm“h
tilen) that yeu want TOME to start drawing from For instancn, enter

Kap Do 0,0

and TOME will display the Top left corner of the map Entering

Map Do 1,0

will redisplay the map one tile in to the map

Map Do 1,1

will meve you down ansther tile, snd »o on It Is possilie to use this to do a simple Gf incredibly slow by TOME's
standards) form of serelling See the Example on the TOME disk (Tomedeno? Asson)




10

First Steps 3, What am | standing on 7

Bq.ﬂ-bunn-mu-.-'umuy.hlhunudluhnwiynm\“baﬂu&d‘
player is standing on, bumping inte, abeat ta be Mown up by, and w0 on !
mm.deJWbmﬂmbMd}nmmmuummﬁumM
the player is standing cn, whero the nearost ultra splatte bliteess bonus is, or whatever.
m-ddmhwbawaqm")mmm&mam”uh
map (x & y nre of course measured in tiles)

Try the following ..

Print map Tile(9,0)

Print Map Tile(2,))

Prist Map Tile(105,94)
wlmumMumthmm&pmmn&MpﬂbMMh
-apnnl.hd:hwhﬂyld&lwﬂbhdﬂ.mbh&hﬂhnlw.ﬂbw.umw
weo!
‘&huuu-ﬁnmP.mmmﬂh&.bpﬂhmlqpﬁbmkud-ﬂnuph?-
Good question ! Fortumately, there is & good azewor Mcutwhndunh‘lbﬂ!mﬂdﬂsp!ml-lq
Y.!hu-nlmlbdncf&o-phdho.w’.-%denvulb.-d-lhp?lhu&l
your gamse is going to load in maps of different sizes, you can use the Max and Mis fenctions to msake sere tat
your map co-oedinates don't go off the map |

TAMax(O, min(Map X1,X))

TY=Max (0, Kin(Map ¥=1,Y}}

Prist Map Tile(TX,TY)

pow whatever valwes you pat into X & Y you oan't foree an error !

Alzernatively, the sRange functicn serves the same parpose ns the Max & Min commands This fanction is
wapplied as part of the Shuflle extension, and i used like this

TX~Range(X,0 To Map X«1)
m.nrmmmdxmmmaouu.px-uuauh-umonmno.uuum
tham Map X-1 it makes it Map X-1) Mmanhu-dﬂ&nymdmmhnmw
ordinates




Ancther, more powerful, fenction weed to check tiles on the map s called =Tile Val, and wses the syntas "

~Tile Val(x,y,list)

and if you've read the bit about tide values carlier in this manal, youll know that they are most excellent, and
tetally bodaciouss when it comes to fiading out what you are standing o=

Tile Val works in the same way as the sMap Tie function, bn that it first gets the e number at the coordinats
X.Y on the map. It then locks up that particular tile number in the reguested kst and returns the tilo valm (s
mamber betweoen 0 and 256) that is Nated there for it

Before using the tile val fanction, you must make sure that the tile values have boen boaded In Like the mape,
they can be etored on disk in two formats, elther as Abk whéch is casier to load, or as Map. Val, which seves disk
spoce. 11 it is stored on disk as a Abk file, simply do:

Load *myTileVals.Abk“,8 | kem Bank 8 is the Tile val bank

Ifit fo a Map Val file, find out the kngth (between 256 and 2048 bytes In size, it will always be a multiph of 256
bytea). You now need to reserve bank § to this langth in bytes, and Bload the file to the start ef bank 8 o 2
Resezve As data 8,256

Bload “MazeMan.Map.Val®, Start(8)

You cam now use the «Tie Val function

You oan aleo change the map from within your program, wsing the Map Plol command, which works the sase
way as the normal Plot command, exanpt that it changes a tile on the map instend of a pixel on the scrwen. The
command uses the syntax

Map Plet tile,x.y

and only changes the map iteelf, it doesnt chasge the screes untsl you re-display the map in seme fores (3ee
Map Update) Try the following

Map Do 0,0

Kap Plot 5,3.3

and you'll notioe no change &= the screan, but the map iteelf has changed If you do

Print Map Tile(3.3)

you will see that tile number 5 is now at co-ordinate 3.3 in the map. If you now redisplay the map with ascther
Map Do 0,0 comumsand, you will see that the tile hes changed.




hhpﬂd“dhb@m(ﬁhmdhmmhmdw user also),
m-'u-lh(hmbmdhmuhubmmyddm&-mum-um

Wo oan achetve scrolling by copying ane section of the screen to asother For instance, if you wanted % sarol. the
scroen Joft by & plxel, you would copy everything fros 1 plxel in frem the left, 5o the Jeft of the serees. s

shifing it bt

Lat's try an exazaple:

Sereen open 0,330,300,16,Lowren : Cure Off : Plash Off : Cls 0
Flot 319,100,121

Do

Rex scroll | pixel lef:s

Screen Copy 0,1,0,320,200 10 0,0,0

Loop

The Map Handle - < e wames screll
P command i very powerfid, sz is specifically wrtten for use which will
diroctiona (1 0 all over the place). s

Ymhﬂm”%mdu“hm‘!ﬂ?%&”mlﬁbﬂbaﬂhd“
m&n&ommmmhm.&lmw“dﬂqhopwﬂlwd were wng 16x16
plxel tiles, you weuld have 1o set map viow as 0.0 To 272,176 You will also have to tmake sure that the Mddes
single buffered sereen cun handle tis area




mmwmm.mmwmplwm-hummmmwm"

used by the Map Handle Command

M&omdmndnhqyw-iundtouhmm-ummun-(hnnh).um-dm
mmwmdmmmmnmmucmmupmmmmq
:.""’“ «Map Hxipy) which return the number of tiles, asd »Map Fxipx) and «Map Fy(py) which returs

mm-hduhhp—db&o&pmw.lkumhlhmbd*ym.c‘

(MX & MY are the maps pizel cocrdinates)

EXsmap Hx(xx)

SY=Nap By(nY)

FX=Map Fx(nx)

Fr=Map Fy(NY)

Screen 1

Map Bandle 1,uX,NHY
rnwmmumowmm&um.mmqummu
mmmmwxumuammm.mmmmmumnpu
the double buffered scrven, handling the picel offset as it does it

Screen Copy 1,FX,FY MIAtheTX,Boights¥T To Logle(0),0,0
mwwu&.mm.nmmmm.m.u-mmum
umamua-n&m-mmwumm-mmmmpmmu
the fromt so that yeu cun seo it)
nmmunp.muwm»wmmhmuxmwmmum
want $o jump to & particular positicn in the map, do a Map Handle Init fisst.
hnmﬁdnﬂmmuﬂ.mh“ﬁ&hﬂumnwm&
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Map Editor




The TOME Series IV
Map Editor

The TOME Map Editor is the heart of the TOME Systes. 1% s weed to design the mape you will use i your
programs, create the tle banks required, and eves create tile animations, tile vadoe lists and briks for nse Iy

your programs
hm&oﬂnmw.mﬂnud-thulWdluaymhmdunwmw pevgranm
ever written). If you are runaing oo & heavily overloaded AS00 (You know, 4 disk drives, hard drive asd lots of
miummh(xywmmuhdmulbiﬂnonmy.mﬂhdlhr'mumm
economisn o try and ren on your machine If it does run out of memory, switeh off and disconect all bt 1 disc
&MnﬂnnhmMmMmmmm‘nm-mumummhluﬂmm.M
sheuldnt be a probdem on moet machines, caly on 1 meg mackines that are ryally overloaded !

Loading the Map Editor i very siraple First make sure that you are wsisg AMOS } 3 or above, and that you
have installed the TOME and Shuflle Extensicos. If you haven, refer to the installation instrections st te start
of this mazeal

Now seloct LOAD from the AMOS file menu, and select the program TOMEAmos frves your TOME Series IV
diskc

After a while, the ediser will have Jsaded in You can now prems F1, or seloct RUN from the menu, and the editor
willl kick stself into life !
lrywmen-dthmopnpl-vrhumammebMdm.tbm'ﬁl
aulomatically save MK of ssemery by

1) Shutting down workbench
2>Mdun¢tommﬂ'oucnavildhdto?&htm.th.\'ﬁmmumdmdﬂnkmhwlb
memeryl

3} Drop the packed icom sorvens out of memeory, so that they nre acosssed from disk instesnd

4) Use 2 colowr boon scroens instead of § colour Not quite so ergonomic, but memory savisg.




You don't Jese any functicaality if TOME does this, it just rossns that when using the Tile Maker and MaPLe v

utilities there will be a very sheet dolay while TOME loads in the 5oon scroens from disk.

Once TOME is running, you should have a screen looking similar to Diag 1. TOME works with & very sizaple
syetam of Jooms, similar 2o other programs on the Amigs. Yeu have two rows of koors on the screen, the Mens
Selector locns (at the top of the screen) and the Command [ooms (at the bottom of the serven ).

Clicking ce: one of the nime Menu Seloctor loons will select ome of the nine menus of Command Joons, which will
appear in the bottem row

Monu Sowctor koons, These chocse Scrolior Contsois, you can uso
 — = Hhoso, a oysick or e cursor
which Command Monu you want 10 use % o]
The The Sekcior Paletss, Bis is whero m";“,:r"’”mmmw;"'
the Hea you will o using 10 crete P dapiayed horo
map are solected om. .
A Window Dragger, you can
Orag P windows up and down

o virous TOME commands B Snooze Cormee, ciiching
horo will put TOME % sleap

The Help ! Bution, Activate Holp | and TOME
Ding 1. The TOME Eciece will toll you whatt yOu e poiting ot | m”:wummm

Clicking on ome of the 5 Command loons displayed will activate that cossssand Om same of the Commmand mepus.
the Command looms will be spdit (Like the icons in the Disk Menu for kstance) Theso loons have 2 or eves 4
soporate functions on them The 2 button icons are split herizontally, so that dlicking om the tep part will activate
one command, while clicking om the bottown part will activate another Other doens (such a2 on the Fine Drawing
memu) are spdit into 4 Clicking om ench quarter will setivate a 4iffarvnt comumand
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Help!
lrunyhopumumnd-nkwwbuma&mmmh&khh&ﬁmﬂwd&.ﬂ-
mmmmmdmmudMnmmdemmmmmum

keyboand
Dy.dndulholuplom.uybawwunmmmnmmm'ﬂlh
Mhnﬂndawhlhmeﬂhm?unnoﬂmnﬂthﬁm:ﬂwo{m%uum&'
To de-activate the Help | systom, click on Help agais, and select Camcel from the adert box.

holding down the Left Alt key, and dragring the Map Window with the meuse.
ummwmmm»ywmmummmmmmum
o & "wseful” functicn for each command meres For instance, cdlicking the right mouase batton when fn the neenal
mmmwﬂhhmbﬁomm&nnthtmmqﬁbyu.&ﬁw your entive
lat. Hore are the Right Buttos "Usefud” functions for ench mens

Menu Funetion

1) Gemeral Opticas Jamp to Map Edit Menu |
2) Disk Options Select Filo types 1o wse

3) Usilitios Jump to Map Edit Messs |
4) Map Bdit 1 Select Tie

5) Map Edit 2 Select Tle

6) Brik Mesya Soloct ik

71 Bank Masager Fize Edt Curvenst Thle

8} Fine Edisor Pick Colosar

9) Locator contrel Skip to mext stored Jooation

ruﬂpwyhmmm-—m«:m«m-—.wmummqwgnu?m




the Commmand lcona Basically. these are a keyboard sbartcut you can use Prossing a key from l-ﬂ-ﬂ&a&‘o’

associated Menu, and prossing the Q WE R & T keyy activates a command from that mesn og 1Q solocts the

Getting Around
To move around the map area, you have a peetty good cheloe of opticns You can use the scroller control in the
wﬂoﬁhnbmnhr.Mde&w-mw&hmﬂﬂnmh-’by
ome tile (as you odit the map in tiles, it sorolls around  tile st » time) If yeus hawe o Joystick plugged into your
Amign, then you can also scroll arcund using It By pevasing the Fire butten, yoo can skip 10 tiles at a time 1f
&w”mh%'mmnmmmmuhu“mwnhmmm
skip 10 tides function)
v Locator Marks —

wn-mmwm-mmuhmmwmmuummhwm»m
right in & dSagenal line

Drawing
m.mmun\hmhﬂo'mnuydhin&.mudmm&hnoﬂhmﬂl
d-a&uﬁb.uddﬁ*lunmhnh&-wmﬁlphammm&muwn&n
position. M&onpd-anmhwdﬁh.dnuhvmw-pbdnnw&m
{rather like pogyring i to a board)

If you want 50 see meew of the area, you oan press the Space Bar (o the Full Soreen butten), which will hide
the mesms. You can alse use the -Mlhm.-“vmunnhpdmdlbmm,wmdh
map area in the screen. Prossing the Left AM key and dmgging the map area with the mouse gives you the sasse
control.

In TOME you won't always be just placing single tilee The editor has several (nbout 30) diSerent modes that it
enn use, ranging from dnpbﬂaM‘bumtthhwudoLWbmphMmﬁn«




ﬂmmumm«mmmm; Nnnlymvﬂbmmd&o—.h-d-
-dadn-.bgmdmhmﬂmummmuummtmmmnmum
dunmm“wm&lnm&uu.ﬁu'ﬂcdnpﬁym'l)‘.nldvﬂdl'ﬂptamh&ﬂo
draw mede.
Mmhoﬂh.ndu&nlmmmaﬂd'&ﬁbnfud%hfﬁ\-omw-ﬂ.
and work aleng with the normal M-Gommhnqnunabﬁa.&lkw&mx Beth are
simple o explain (hogefully) and easy to use.

Brik Deaw allows you to deaw using a provicaaly defined Brik (Cut out using the Brik fumctions) as a sort of (il
pattern. This meass that if you anﬂh&ymﬂupﬂndﬂuhmdmb&ncmm
mmuhpnhbh-*wham’hpmdmhnb.umhﬂymm
m«nazmunmwm»mwwmumh&mhcvn Now
mewmuhnmmm-.m

mmhnwmuhmmw,wm.uuaummmm
mwwa&-ﬁrwtmwm&Ymcmbdub.hmnmhummmnomu
ok&mvhmhwn&'“ﬁn&oud-ﬂhmnnhbmm“mm.
memmnnwmuwunmwm Draw, Box, Circle, Flood Pl Cless
Map, Scatter and Map resize.




The Menus L
Na-&nywbmrhbmamlmnn“phﬂublgmmwmuhdmwh&u&lh
Mqﬁundu-’ﬂ-b.lhnmanniuuuMlmhmumpdnkbhﬂmwbludm

regresents.
tf.; Menu 1,

=l General Options g sune goes o gt Menu 1)
m“mmmnymmnanmammmpmuwm_
Option 1: Niceness Control
Mmmmmmmmmwudmmm.ub-m
mummnpmm-mm.mm-mmu-Mh
sazme way ss we do, 20 there are options in the niceness control for
puumm:mz-mm;mwmmmmmmsm
anyway, but this option Jeta PAL users test their mage in NTSC mode).
mc&-ou‘cM&othyhlhmthb&mdm
top left of the viewed map area. Hewever, if you switch Chase co-ords an, it will show the tile co-ordinates of the
tide that the momse cursor s pointing st Highly usefisl If you need to put o tile at a particular cocrdinate.
Keyboard Control Iodo'mm“hnmmwmhﬂbuwmmom%w.&
delult), or to move the curser around the map area itsedf In this case the SR key acts like tho Jeft mouse
mumzmmmmmmmmd’ww

leom and Tile colowurs N«ubmmmtbmnl'eﬂhmhnoudhywuhghtmm
aleo change the colowrs TOME uses for its icons Thus if you dear't Eke the ook used (One of our testers seid it
rezinded him of the Alken film seta) you can completaly customise it !
w&mwn»r&m:mumumueammmmmm«
rathor all the tiles, in the erder they appesr in the tile bank mwmmmmmmm
uummmm.&.mpamnwmmwmnwmmwn
padetie. The lond and save functions allow you 5o save this paletts lst to disk

Flle Formats: Each of the file types saved out by the TOME editor has its own forssat. However, you might
nﬂbmﬂnﬂomhmmhwmmmmw{.mn&htmmnnthnmw




e.am—mammos Thia optice allows you to sedect which way the files will be saved and loaded.
Bmﬂmwmammhmm”uwwmm“&mhﬂ
Those will then be loaded automationlly when you restart TOME
MloM-lkMhaumma\wypdnwwmnntbhmahnﬁn'htu
mmwmmmumm-mm-ummuuu.*

Option 2 : Grid Options
mmwm‘umbmm&ﬁhmmmmmtﬂ!w
o the tile seloctor screens mummmm-mmmmmmmm-p
d.hynndhmmndmbmthubu-huvmﬂuﬂudmm
hmwmm&-mhygﬂmh&-pﬁhym #0 that yoos oan see exactly
where you are placing tiles

Tile Sereen Overlay Grid: This activates o similar grid for the selector scarven and tile sedoctor to the left of the
map. This is #o that you can see which tile you are picking up

Tike Numbers: This displays the numbers of the tiles when you use the tile seloctor screen.

Flip Sereen Grid Ummﬁu-mpm”mhn.mﬂnumhmwtnmnm
all your screens as a large mag, asd simply jump sround the map 10 cach soreen By sctivating the Flip Scremn
.M,yumn.tadmrmpﬂomlbhdmmﬂh%ﬁrﬁ&ndh&ﬂmb
tidea).

Option 3 : Map Size
Mmmm,mm.bnmhmmdndlbmphm. You Bave a cheloe of
Enitinlising the map ¢ the current tlaSll pattern If you leave this initialise optics off then the
current map will be resized

Option 4 : Credits
Mhmhmﬂtoﬂhwdﬂﬂhmhgmwhmw
(anﬂammmwmw.mumww-wm«q




1] Menu 2,

el Disk Options gt Butsen Setecss Fre Types)

Mmu'ha!ywudo-nmhdluw-mdmmNohth-ullthmnthham
nre split into 2 parts mmpmdn-mmu»m.mmmm&v&.mmmmm
Mtbnﬁﬂmhﬂy-nmummﬂk.m&wm'ﬂlmm,vnﬁnﬂ

Option 1 : Load/Save Map

This buttom loads and saves your TOME mage (n elther Map or Abk format. When loading sp yourr
mpnadtﬂn-uhoMohmdmuwﬂum-mwmwvhnn
in Joaded to make sure that it doess't use any tides that arent available

Option 2 : Load/Save Tiles

This button loads and saves Tie banks These are normal AMOS Joon banks, which can be amated in
&oﬂh“nﬁnbﬂlh&&nmn«hﬁr,awhx‘ﬂl-lnd'-pwlnduv-“n Ak

Option 3 : Load/Save Briks
This button loads and saves TOME Briks, which oan either be in rk or Abk foemat. The brik bank
-mhmthntbcuud%ﬂummnﬂywuh.cmvmmmr—h

Option 4 : Load/Save Tile Values

Thisbutton loads and saves Tile value lists mem.ny-vdndwmmt-up
when you use the Map Load Save function, but this gives you the optice to edit a tie value list
without affecting the map

.OptlonS:LoadlSm'ﬂlaAnm

This button Joads and saves TOME Tile andmation bandks, either in Anm or Abk foemat Thess are
edited within the Azim Bditor (see the Utilities Menu) When loaded all anims sye switched oT




Menu 3,

Utilities (Right button goes to Edit Meru 1)

This menu contakng 5 utilities for use oo your map These include the Tls Maker, Anim Controller and Tlle
Valoer as well as the MaPLe langaage As they are quite cemplex each has [ta own section later in this manaal
Option 1 : Picture to MapConvertor

Mﬁm:ﬂw-mbddnmrupm.modwtnm’u&)mmmm
peckage, and thes cosvert it into & map using the current set of tiles Soe Page 43 for details
This is not & fanction for creating tiles froee an IFF scorven, you use the Tile Maker function fee that

Option 2 : Animation Controller and Tile Swap controller

Ax with the file buttons, this sne is split into two The Anim controller (top half) allews you to define
tilo animations for wee ia your map The Tile Swap controller allows yoe to define pairs of tiles which
will constantly swap with each other Seo page 39 for full detadls of thess 2 utilitien

Option 3 : MaPLe Editor

&PuMWhW}bammmemﬂ&
TOME mage. It allows you to do powerful processing jobe on the map. Pull details xrw in the section
on MaPle en page 41

Option 4 : The Tile Maker

mukmk«uundmauhlﬂ—&nnmmnbymmmcnmmmm Afll
description of the functions of the Tle Maker are on page 34

Option 5 : The Tile Valuer

As mentioned earSier in the mansal in the sectisn en programming with TOME. tile values are
moredibly usefiel This wtility allows you to assign up to 8 values to sach tile Fer full details of what
tho‘nhV-lmr‘-ﬁmdiauaanwa&hhum“-Mm-V-lm-thmumhm
page 9




Menu 4, =

Edit Menu 1 (right Butsen Selects Tie)

This menu containe 4 baske drawing modes, axd the Grab to User paletts fanction As this mozs s one yeu will
h-uln‘-ldunnnldﬁuodmmmmunh%mmmmmd&tmm

Option 1 : Draw Mode ( Ssctatie with 50 0" key)

Dirnw mode b the defauls mode is TOME lndnwndgminﬂyﬂmwulnmtbm
Draw mode sspports both Bk Fill and Randoms Tl modes.

Option 2 : Bar Mode (Selctstle wih the "5* kay)
h&rndo.m“hMUMMMM‘.M-MbMMnm&&A’
with Draw mode, both Brik Fill & Rasdoe Tile are supported.

Option 3 : Disc Mode (Seectatsn wits the "C* key)
wwmm,mmnyuhmwuuhm.mmmmm

> Option 4 : Flood Fill Mode (Sooctasie with the 7 koy)

MMMummﬁmwmnw,lhmmeomlbmﬂhM
filled with the currest Tile/ Brik fill pattern

Option 5 : Grab tile to User Palette

Normally in TOME, you will use the preset palette, wherw all the tiles arv shown in the crder hat
thoy appear In the tils bask lbm.ynny-wlo-lmdmhrmd!ﬂq-hﬁm
spread out acroes the bank. This is where the User Palotte comes in. Click on the 1"Set Palette button bekw the
tile selector and the user palette will appoar. Selecting Grab Tlle to User Paletta now allows you to select files
mmmmmwwmmmwmmmbﬂmmumm-m

h&ou-r&opd«u(hamduam-du.mmmthmhmeﬁy&--momuh
noemal tilo solector




Menu 5,

Edit Menu 2 might Mouse Buton selects tie)
This menu contalne sorse of the rmore powerful drawing functions in TOME

1] Option 1 : Maze Draw Mode (Seoctasie wih the W key)
2% Thia smode ix normally used for drawing plan view mage of gasses invelving walls and flcors. such as
mmuwmmmwm-ﬂq«mmummm
Junctions wy.mm-umwyMMhdmthbm&enn
m-tﬂnbﬂmmdummummbdm“dbnmbdeddovﬂdsﬁhhhhmd‘w
each of the 13 wall sections (2 Straights, 4 Comers, 4 Ends, 4 Junctions and the Crossover). If you are uaing the
Maze Mas tiles, the Maze mode settings are ready to go using the wall tiles in that tile bank

Option 2 : Hard Scroll Map
Mvﬂlhmhnmﬂu'&nm'ﬂlelh-t;whwh-nlhmpcm&m
far up, down, Jeft or right. mm&dfmmnmumd»mqtbmmpm
tide in any direction

Option 3 : Clear Map

This function clears the map 1o the cerreat Tile' Hrik Gl pattern. It will of course chock 1o make sure
that you are really sre you want to do this

Option 4 : Automatic Map Draw
mmmpwuwwummmmmwmwm
mo doubs it will be put te ether wees (roads and midways for izstance) Basically it will draw an ettire
m&m&—mu&!wmhnuhhduwnmmm“.wmmmw
tings, such as the azmount of corridars, recms, the floor tile or pattemn to use and the oooarenoe of the various
Mum.'lhﬂhdndmh'mmvﬂlhhu.ombuuu—)hn“bm
the walls (or roadstracks), it will then scattor the soatter odjects around the resultant swse
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Option 5 : Random Draw & Scatter
The Random Deaw eptios sedocts Random Draw Mode and allows you to defisse the range of tiles
from the USER Tile Palette that will be used w.whn&aduh-hmthmuh
umnmmmmammhwwmmmm.mum.m
hmymﬁdwbuywnntbdnr.mtony.-wﬂo.ummhhnmdmmuﬂ‘
ummmmmwmmmmmmmmmm&rmmm\
nlod(hlb'nlomUthhG)“MmmthumthM&udmUoc
Palotta. Then seloct Random Draw and set the number of different tiles you want 8 use. You cas then seact the
hwﬁgu&mvﬂhmdhvuﬂuﬂuﬂdﬂ“h%m.
NWMunﬁdymmmt&ﬂtﬂ-&oMWmdnp.mmh
scatter cbjocts within this arva

Menu 6,

Brik Options (rigm sutsces setects k)

This menu gives you TOME's cut and paste eptices. Any briks creatod with these functions can be saved and
wsed kn your AMOS Programa, or yeu oan use thees with the Brik Pl Mode

Option 1 : Cut Brik from Map (setectable wih the “8* key)

This allows you to cut a beik fieen the current map Omee it is cut (3t doomn't change the map) TOME
will sutamatically go into Rrik Paste Made.

Option 2 : Cut Brik From Tile Picture
ummw-hm.-m&mmmmm.mmmnm-.n
MMW.MU)ﬂp‘&oTb’Mbﬂ-ﬂommumemb
Cut a brik from the picture. As with Cet Brik from Map, TOME will go into Paste Beik Mode

Option 3 : Paste Brik (Seoctable wih the *#* Kay)
MMMWMMmbMWWIbﬁm&QNp




Option 4 : Pick Brik (aso selectatie wits Fight bution)
This allows you 1o select which beik to use The Brik Selector also allows you to delete briks

Option § : Brik Fill Mode (aiso seloctatie with the "0 kay)

Wh-Mhﬂmhh.dhv.mydnmﬁnhdunudngthemudku.nupm This
bnﬂdvhnmmdbmmmm.np-ﬁumdtﬂn

Menu 7,

Tile Bank Editor (rgnt suton fine tdns Currest Tse)

anmm-umummu-wmmmp.mmmmyu.am
and fip the tiles used

Option 1 : Add Tile to Bank

This function adde & blank tile to the end of the tile bank It will net allow you to excede TOME»
lismit of 256 tiles howover

Option 2 : Grab Current Tile from Screen

umhw&d@dnnhﬂ.dnﬁmh-m(&ommm).wmmnamb
©rab it from the map view area, replacisg the current tile

Option 3 : Delete Tile from Bank
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Option 4 : Flip Tile

Moﬂmhmﬂbh“ﬂhhﬁnﬂﬂy“hﬂhﬂywmwm
Mym&ﬂ-t&ml&.mumﬁ:mppodmimdcdhwpymmmﬂm
Editor ( 5) which also kas Fip fanctions

Option 5 : Fine Edit Tile

Hmo&tmﬂnmnkupbmayﬁmmmddumdnﬂcnmwdnum
varicus drawing functions (draw line bex bar circle disc A2 etc), before putting it back into the bank
overvwriting the old version, or adding it to the end of the bank

Menu 8, Fine Draw Menu (right Bution selecss drawing cotour)

mm-dmmMm’m’m.Mmh“uw&h-Mhu
you happen to forget to put them bn originally dedmm-!&ubmhmny.

Option 1 : Fine Draw, Flood Fill, Line & Airbrush
Mﬂdﬂmy.dmdmmwmhh-.mm“yﬁ&dumtﬂw

Option 2 : Fine Box, Bar, Circle & Disc
4 moee drawing opticns

Option 3 : Fine Cut & Paste
Notbbmhdﬂmmm&mmmanmdpmm:nmmu

scroen
Option 4 : Select Colour & Fill Pattern
. mmmwmmm&mm‘mmu—hm

Option 5 : Colour Controller and Palette Seolector

| The Colour Contraller is exactly the sarse as the cow in the Nicenoss opticas and allows you te odt
the RGH Colour values of your tile bank. It bas 2 oxtra functions over the TOME V3 colow contmil,




l’nodutuhu Range and Tint contrel. By selecting » range of colowrs with the b (1st colowur) and Right (Last

MWWMMQWMMQNMbb-WJWMM
the 1t to the last huu.md«hm.dnﬂyd-d&onmm&m—ddﬂwmnd
sedoct Tint. Clicking en any colour willl now tint the range one shade towards that ccloar To wwitch Tint off,
smply click on the Tint button again.

The Palettn Seloctor allows you to chocse fioes 10 different paleties for your tiles This is usefial when you want
to change the look of the game between Jevels, without having 10 load in new tiles

\ Menu 9,

Locator Controls (right Butes steps through locations)

NWdemnﬂdambwmdethmuaydlb 10 stored
loontdons. ﬂnhﬂwwbmﬁohwudmw'lhhmw

Option 1 : Store Location

MQMWdHMMwMIMmmtwmhwmd&omm
marks This can then be recalled with » function key, or the Recall Locatien batten.

Option 2 : Recall Location
This option allows you to recall ane of the 10 stored mep locontions.

Option 3 : Goto Location
Dydl&in‘onui-bnuundmwmgnxyuhmu.mmjunpbmybmﬂnu&

map
Option 4 : Find Tile
mmwwmmwwmwmmuywm.
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Options 5 : Find and Replace Tile

mlopoon'ahuhuwhndﬂhhmﬂhnmpuhtmhawbdkkonnukhmmpm
Mubﬂﬂunnhwrwandmwdnnmﬁywmwm

P4l The Help ! Option

e muudm-»mmurwgmzmma.unwpmnaumxunda,
! ﬁhmﬂ#!wruﬂnﬂnlﬁphﬂuﬂM&OKWmmMM!m
(Ymmwhnoﬂbyddq&--mmmcandlMnhm.ﬂdpiﬂnuﬂm'ﬁ-unyh&m
or con you am pointing to dees. Ywmc&wkaﬂthbulhunﬂaaﬂob-h-ulblplhm

B The Co-ordinates display and Full Screen Button

mmmdm’hnm-btmoﬂbmmmmmuw&

The Scroller Controller

l T&mwhwwnﬂmﬂnmpWMWMy&-mdeﬂ
QN joystick or keyboard to ds this) The button in the centre of the controller gives you a zoomed cut

everviow of the map, which you can save to disk as & scrvenmbot if you wish
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Keyboard Controls

Many of the TOME Editer's functions cun be replicated with keyboard prosses

1-9 Keyw (not Koypad)
QWERT

RO =TT MRS ITCUNODTLY A

- Seloct function from currest meny
: Grab Tile froes screen to nearest tile
: Grab T from sereen

- Get tile valuw If in direct tile val mode, andor select direct tile vadee mode
: Select Draw 1mode

- Select Bar mode

- Select Clrde mode

- Seloct Fill mode

- Beloct Grub to User palette mode

. Seloct Cut Brik mode

. Seleet Paste Brik mode

: Select Fine Draw made

: Balect Fine Box reode

: Sedect Fine Bar mode

Seloct Fine Circle roade
Select Fine Line mode
Seloct Fine Cut mede

: Seloct Fiaw Paste mode
. Select Fizo Dise mode
: Salect Search and Neplace maodo

Switch Brik Fill mode an'ofl
&m&&dmﬂhvahhmnwhmmpuummhdqmmw

salect the range




Koy ~Lungtion

M . Bwitch Maxzoe mode sovell

G . Bwitch map overlay grid on/odf

Tee/ . Swited curver chaso on'off

Shift+ F1-F10 . Record current position

Fi1-F10 Jump o stored positicn

Space : Switch between full screen s mernus
N . Switch betweon NTSC and PAL mede
Y : Switch Asims ool

Return Overview map

A | G %o Avimaation Controller

z - Go %o Mle Swap Controller

Help - Request Holp ' mode

Whuhhypm-dqlhmh”mwdnmnn-ﬂbmvdnddnmmmmm
oan be used to plat
mm.n&ohmdmhwud-aﬂ..m&wbhﬂwm&thde
the tie seloctor to the left of the map srea. The kews are:

+0 +l +2 +8
4 ) 5 «7
+8 +9 +10 11

The Band . (fulll stop) keye allow you 1o move the tle seloctor through all the tiles.
mnhym-o‘nhmlmd-ﬂyuﬂmww-nmmu&.mm
down either Shift key will make the meversents 10 times greatsr

e A LA mmmnwmmmmm.mmnmawmn
at you oun see more of the map Simdarly, holding down the beft At key whils drgging the map view ana
with the mowuse will move the screen







Editor
Utilities




The Tile Maker

The Grabbing Utllity

memM&an%NﬂmmmmumwwﬂhMup
from and are stored In memeory as ANOS loona lnm&bubmdnplhmh--duﬂc.m
mmmbwmw-mmwnwmhmmwmmcm
possible sizes of tile. They are : 16x16, 18x32, 32x10 and 32:32
mthmnnmhnmp&QMqummmanm
ummwm“ummwm.hdmm»nhmmm&
hm.ﬁwwbomdmﬂumhﬂ-ﬂoﬂum-
0-1-2-3-0-3-‘-7-.-9
10-11-12-ll-ld-ls-“-l?-ll-l’

L LG
mwhnm&bhwmmp&.mml!mﬁb.m.lplnlwlnt-muehﬁh
O&nmm"&uhw&nﬂnnnhtplh&.m&-"
lthbﬂb&*mtﬂuunﬂpﬁﬂMh-mu&hbda&o‘ﬂhlhhrwdﬂpdb
hnao.Ymmmhﬂ.mnhl‘ummbmdm.m*“ﬂ»ﬂndymwdh.
mmmummwmmmmwmmamummmm&-m
uu-ldho.lthM.Mm-nmm.Mnb&ﬁw.Mwﬂhhohm
here
Wh-dcdmlngmdh-.mwhurh-hd!hh«thtmﬁlmdbm&-bnah.nm,
db.uh-numoﬂb«n.mudhwmmnﬁb.mhhm.mmdml
uphnﬂl..Baa—oﬂbodnmoﬂbﬂﬂ-.M&nyM-nMnhbwaWM
that the tiles will make wp with the size of the thes in mind It ian't very efficlent for instance to design a build.
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mmmmm&mmmwb“uwmm.&mmmmm‘
3) in the TOME Editor and elick on the Tile Maker Butten (Option 4) This will start up the Tie Maker wtility. .
memhwunmm“ﬂmmw&ddlmuuhw..

MLE MAXER

This control ssenu has all the Tie Maker controls and givee you the ability o
Load azd Save Tile banks
Load IFF Picturos for cosversion
Clear the TOe Bank
View the IFF Picture csrrvetly Loaded
Change the Tlle Siee
Set Tile Miser and Line Gap modes.
Ummaﬂh.un&ﬂymﬂhm&-mauywﬂmmdohdnrdhwﬂ-.Yw
&MthmmﬂmmmﬂbN-hmmmmWMbu&dd
the ties currently stered in memery, and i1t s O.K by you, will dear them
Youmm‘oddo-hluhd.mm:umdu&nbydkhgumoﬂhcummﬂnw
M.Mmudthmmuhhnkhwu&nmn\dxdbdml

Once your pécture has londed in, you oan view it (8o make s you loaded the right one) with the VIEW PIC
tatton
l!,wputannlmmmﬂhc&tmdnmwmuhthhmbm.m.m:l
o OFF

If you MNMW&.MMmydWhMW&MWmMm:&
you preblesma when programming) Switch the TILE TIDY Option oo When activated, this function scxns
threugh all the tiles and eliminates any tiles which are duplicated in the tide bank. As a S22 pined tide in 16




&nmsumnmmmwm-rum:.zmum-u-nm1kormymn
if you have duplicate tiles and acddentally wso both of them on the map, you aan have problemas detecting which
tile your player is standing om, as altheugh the tiles look the maze, they will have different tile numbers |

Onon you have decided on theso settings for your tiles, dick en the GO | button This will activate the Tl grab-
ber axd grab all the tiles froe the Joaded screen If the Tile Tidy optices has beem activated, it will sutosatiolly
scan and elizsinate duplicated tiles afler the prab.

If there are more than 256 tile in memary sfler grabbing and Tile Tidylng, the Te Makor will warm you ard
then eliminate tiles 257 upwards

I you want to add seme new tiles to the current set, then just do the above sequence, witheut cearing the tiles
or setting the tile size. In this way, you will be able to add tiles on, unti you run out of memary, or reach the 256
e limit

The Load and Save tile buttons are in the Tile Maker saly as & ceavenience, and it s better to 40 the loadig
and savisg from the file menu in the main editor, which you can retur to by hitting the bottom right “Retum te

Editer” buston
Tips for designing Tiles

When designing your tilea, try and make them ss versatile as possibde. If a tile can be used in more than one
place in the map it will be much more wseful o you, and will seve you messory

The fewer colowrs you use, the faster your sap will update, the more memory you will save and the more colyars
you will Bave to concentrate on your bobe.

When sasigning colours for your tiles, make sure that there will be enough colours available to draw your booe,
er that the colours you have used can o used for the bobe also

Try snd avold duplicating tiles when you deww themn Although the Tle Tidy eption will eliminate any dupdiontes,

it will change the ander that your tiles are stored, pessibly making it a litths diffioult when Lrying to grab Brics
from the selector screen

Always make sure that the tiles stast in the top left comer of the screen as s ks whare the Tile Maker starts
Erabbing from. If you effsct the tiles by any amoust, you will get strange results
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The Animation Controller

The Animation Control utility i TOME AL 0N Co .

lets you design tile animmations for use in 87 Updatess 16 Anins ) COFY ICLEAR
your programs. These animaticns are then HEREYYTX D ¢+ IStill FAnins On JDOI
saved out ae an anim bank, which can be = IDelay 175 16 1= IRo. Te IPLACE ]

loaded into your program, and used with
e Map Anim Bank and Map Anim On
commands

The Anim Controller s very sirpde o use
The firet buttom at the top left of the scroen
allows you to set the number of updates,
and the number of anims avallable. The
sumber of updates must alwayw be at least
ar any s the nusber of anima, or not all
the andma will be able 10 be displayed at
o=ce. The number of updates and anims is
changed with a normal dialeg bex

The animation number that yeu are —— —

editing is shown below the updatesanims box, and can be changed with the up-dawn buttons on either sids of it
The anim mumber dispdayed in this control 1s the samber yous would be using as the Anim numnber if you were
uxing the Map Anim cossmand

To the right of this contrel s a butten which will show as cither Still or Moving This Button s used to switch the
anim between belng a still anim (which cyclos between 2.44 tiles on the potl, or a twoving andm, which o be
programmed o move areund the map in steps of | tile

Te the right of the Stll'Moving button is the Anizs Onw/Of swited It is soaetimes hasdy to switch the aniss of
#0 that you oam Bne them wp on the map (f you were using several anims in conjunction with one another S
imatancn) [f you just want Lo freezn one anim, the Active / Frooen button is to the right of the actual anims
display, down the right hasd side of 1he screen




gdnbu-morbumu,yuhwmm&lb&hykmmmhmdﬂu_hd
ﬁnnlh-ubnnl-m'ﬂlmWhmw-ltbuhnmmmlm.hmtwm

Clicking
the tiles are shown) will copy the previously selected animation to it
mmwmamq.auuwwbm.nmmdmmamm
hdhmmlhm&nﬁnm.uﬂd&l&hoﬂmhm“ﬁmmm&-u
mmmhhmmmmmmmmmn‘ummmw
hmuuh%mﬂuh@dbmuﬂh@hm
When you are designing & moving anizs, it b slightly differest. [natoad of 44 tilo boxes, you are given 14 grovpe
orabuhn&mmmmaﬂlhﬁh&m-nﬂhmwa&.mﬁbm
pl.udnmﬂuﬂcﬁ&huhdhoﬂho&.mm'mmnod-hbuuhtmmm&o
amount that that frasse will jump in that directicn
Mmhwdc@dmm.mﬂanm&-h&om-nuumm«
A.ﬂ-(mtuhmnpnddb.».’nnym&nhhuhbmm Simply put the
following code in at the start of your program
Ustinber of Updates 1 AsSumber of Anizs
Losd “Myanisbank.Abk*,9
Nap Anim Bank ¥,U.A

The asims can then be controlled mmu—lnpmwummmmmm
An Unfreese, Map An Move, «Map An A%), =Map An Pointl) in the TOME Commands section.




4“1

MaPLG i

The MaPle langaage is a sizeple interproted mmm&mmm It is quite casy
»-.uumwhm&:hummawwlm.qﬂrwm
Mmmuwﬁmm&mﬁ. mwmmuu-mmm.mmwum
you all 18 MPL commands at the top scrven, a series of programming lines (ncemally they stare off
Blank) below them At the bottom of the screen s a tide selector
Mmmuw»mummmmgammmmmm
W.Unmﬂmn&ulm.mthwbdmdd&&&mmm
cobazman after the command. Uhmﬁmﬂu@cﬂhﬂqu&uﬁm(ﬂduhﬂmw
Mneulhmahnnhh,wu&h‘hubm&m
mm-oﬂommﬂﬂmwh 10 tilow In ench parnmeter box. In the caso of some
mmuum«mmmuwa«mn—mmum&mwuue
ﬁ-)aﬂh&.undmmw.auhvmbmouhhnmhﬂ»u%
muumummmmm«.bwmmmdmcmwmuh
the TOME editer

The MaPLe Command Set
Plotting™oving commands
FIND (Tile list) lmm%mhmwmdu\yoﬂb“hmmh
When one is found the coordinates are passed to MPL' » tile cursee.
MOVE (+-X+-Y) :m&WL&wXMW&TMW
GOTO (Coordinate) : Move the MPL tile cursor o the X/Y co-ordinate shows.
PLOT (TWe list) :Hdmd&odlu(p&dunaﬂm)h&-tﬂohnathm&mo

erdinate.
BRIK PLOT (lrik) ! Plet a beik at the current MPL tilo cursor pesition.
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GLORAL

1F TILE (Tile List)

ENDIV
REPEAT (Counter)

UNTIL X (X eo-ord)

UNTIL Y (Y co-ord)
UNTIL OFF

MAZE ON

MAZE OFF
B FILL ON

BVILL OFF

Loopingicondition commands

isa't there, then the code jumps to the corresponding Endif cosmand
¢ Seo 1 Tile. You must always match ench If Tie with an Endif cocmand.
.wmwwmmnmoammmmwu
Mmuuummdmum,mmun»m
command. M-ndl-”ahnbdﬂh&om-mhhm& Ir
ympunammﬂ-m_bc‘mhuﬂfmpmwyum
mmm&mum%&(ﬂ»nc!ﬁlﬂ(u‘pﬂd&om'
zhhﬂy%“hx“muw&om. IF5t i mot oqual,
the program loope back to the provicus REPEAT comesand
menM!mhthwthe&aﬂub.
:mbﬂx&fe-nmmlﬂhqmnmmlhmpmmbw
back to the matching REPEAT comasand.
1 Thés b for doing simple cousited loope, | e. repeat 10 tizuos

Mode Commands
: Switches o Maze Drnwing Mode This works exactly the same as Maze Mode in the
TOME Editor.
1 Switches Maze Deawing Mode off
: Switches on Brik Pl Mode This works exactly the same s the RBeik Fill Mode in the
TOME Editor.
: Switches off Dk Fill Mode

An example MaPLe program.

Say fee instance you had a Ndﬂuﬁdmmmmummmmdom“qeﬂ
tilow pinced ane sbove the other Ywmml?me&hﬂnbMmelmandphnﬁn
top part, automatioally, over the whole map




Command Paramoter

GLBGRL X

IF TIIR {Lower Tree Tile) —
NOVE X0 1 TYe-l { Mowe up coe place)

PLOT (Opper Tree Tile) =

L=

B0 GLieAL

The Picture to Map Convertor

Iff Picture to Map Data conversion utility




44
Mmdhm&mﬂﬁgmmuuwmmw&mmm-u
muﬁhywmnmmnbmmwmthmhlm.ﬂnm.munddnmm
green. Now you draw yeur map in reugh form and save it to diek as an [FF file
mm-ﬂlhﬂ.mmmhwmuhc*mmumoﬂy
Mmquwm-&mm¢mmﬂm»wm\
Mmmmm.mhommmwbmbbmmm&ommmw

. Baxieally,
dﬂ.utﬂnhlbdeMMﬁ&wumm&ohﬂohMtd&m&mm
-mthlﬂﬂohmdh.hmmb&m.ymmﬂp.m“”ﬁnb&ohbym
Light Green colour. Umnmum&«mhﬁ--hﬁmﬁtqdw.m&mmm

Bocacse the IFF screem cun use diffesvat colowrs froe those weed for your Tiles, the Comvertor has a batton
which allows you to change between the palottos of the Ties (Teoe) and the Pictars (Pict) When set 10 leon, you

view the pictsre simply dick o the VIEW button
(hayudicknan.KhMyucﬂth&mm‘dlhmmbM&_&om
dhnp)mﬁﬂum'ﬂamd&mumbﬂm.h-ﬂ&m&m
e

The conversion is relstively simple hu&ﬂnﬂu&.qm#me‘mmhtm-“du
that colour and places It on e map u\mmm-h&mmﬂnmqum&mu
bk, using Eeik (il mode
Myouvﬂluo&-u!lnd.Mmbwyhm-hmywm‘bupahpwh-hmr
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The Tile Valuer

Tile value assignment utility

Although it doesn’t leak it, the Tile Valoer is one of the more powerful sections of TOME By amsigning up to 8
Mdmbu&t&.ymmnbmmubnhuﬁ.
moaln-m“wn:hmmnm& if you haven't read it yot, | saggest
yadoms!
u.mww&mmwmmmumm“muumunmm
onn be in the range of 0-255, Upblhmb“hmdmho.nnﬁ&anhwupus
valose assigned to it

The Tile valuer controls are very simple. Mmmdmnumwddhd&mdddrwlmb
the right of them nmmdmmmmammmumwwunudmm
mm&omm“ad_'&dbm‘ﬁhmhdmmmmhjmml‘
buttet: moves the amownt up or dows by 1 ummmvac@wmmmmm.mm
chasge the amowst up or down 10 st & tise
mpmmmwmmam-m»~hzmm-mmmu
Tbvwcwwmmamudm.h&mdﬂnmwmmmhmluhhm
vﬂmlmmhdnlﬂomﬂchn&tw”umm%mudhmmrmm what tile
8t will turn into when destroyed) you can easily pick tiles
Mmulhlﬁoh&o“hyﬂﬂwhmnhbmﬂum
'n-u-umm-mummauuhoa.uwywmmuumh
the «Tike Vall) function in AMOS

To the right of these controls are 5 options buttons -

Valuea/Tiles choosss which way the vadaos are duglayed. When set to vadues, the actual mumber valuos tom.
selves are displayed lruwmmmmmnmqmmmmwmmm
the musibery )

ﬂanﬂMﬂpﬂﬁtnluuhthethOadndhmddnﬂu.




:16\0 Save n butten allows you to deckde how many of the Jats will be saved to dink. Each st uses 250 bytes, 2o if
your game only reguires 1 list, you don't need to save all the lsts and the 1792 oxtra bytes that go with them
Clicking on either the Dene or Direct battons will take you back te the TOME Editor However, if you click e
Direct, you will be in Tile Value sssignment mode, where clicking o any tile oo the map will assign the
current value o it If you want te chasge the value slsply hit the *“V* key. To get out of this moede siply selact
any other drawing modo

Tie values are sutomatically saved along with the map, weing the flenames of the 1wap with an extra Val mlfiy,
they can however be saved soperntaly. and the File menu bas a Save/Load Val button foe this pepose
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TOME IV
Commands




TOME Series IV Commands
Map Do xy

mnn-mdﬁnup.mmtbemmhhodmdmmmwm‘ The top beft of
this area starts st tile coordinates Xy s the map Then chasging X or Y by 1 would meve the view around the
map by 1 tile. This can be used for a very sissple foem of sorslling
mmumnmmmmmnummwummd.mmm
then Map LefURIghtTopBottom or Map Handle are used

Map View xiy1 to x2,y2
Defines the area of the screen o bo wsed for displaying maps All cocedinates are in plxels. Changing Map vew

Map Left X v

Map Right xy

Map Top x¥

Map Hottom xy

Mcn-h-«kndnnmnyuubo.mwnbn&-v 1 odge of the map area. Thés bs
uﬁlkhlﬁapdnv&puuumu.m-nﬂymmh*uhummn See the
Edge Serell DemsoAmon Gle for an example.

Gnu;ny.ﬁoﬁumnnnmmndc.bmmﬂlhmbym'ﬂgdIhuuth-bn-dnvdu
now vacant strip of tiles that will have scrolled cnto the seroen

Tike Shee .y

Seta the slan of the tdes (iocaa) & bo used. x & y eun be either 16 or 32 (pixele) The tile size weuld nermally
n-dbbo-uw\hdndlh-mnymmmbocm.mmmﬂnmo-'nhMMuuhw
mmmcmmmwmmm_muhmmmm
mmwmﬂhw.m&mmbwbmmﬂum”llinoqnmlhmlbt'ﬂn




puta between the tiles. For instance, if the tiles werw 10x16 plxels, List Tile would display thets at 17 plxal -

intervala So dolng & Tile Siae 15,15 beferehand will pdace all the tiles together.

Map Plot txy

Changes the tile at cocedinatos x.y cn the map o tile nusmber t (0-255) This does net changs the plotare o the
screen, Just the map However, if you are using the Map Update command, the plot will be noted for the next
mnuammmwmmma.muwu.

»Map Tile(xy)
mmmmumuuhmeabuuthdm
mmmmu.m&u-hmmmuxmmvaumwku
belag » ot more powerful

=Tile Valix,y,n)

Feturns the tile walue of the tils at cosrdinates xy using the values (n tile val Bist n n can range from 07 The
original Series 3 TOME editors only allowed you do edit lists 0-5, The Serses [V editer can handle all 8

Ths Val looks at the tie mumber st XY, It then looks wp the valoe in list n for this tile number and returss it
Thia allows you to aseign values to each te wach as solid, mon.selid, slippery, explosive ote ) xnd check them
easily See the Tile Val Denso Amon filo for an example

«Map X

“Map Y

These return the X & Y size of the map in tiles Mmudd'hnyunmtounhmmmup'q
off the edge of the map. Fortunately Cobambus didn't have these commands, or we wouldn 't Bave Americn !

Map Paste x.y,px1 pyl to pxipy2

This comnraasd in nctually & combézation of Map View asd Map Do Basionlly, the px & py co-ordinates (pixced:
are passed 1o the Map View rutine, and the Map Is done using tile co-crdinates x.y. Neto that this comueasd
doos not permaneatly effect the Map View area




Map Bank b
Na-nd!y.!bwhmm&ﬂd,m.mmmlq“bm&m_h«h!mz
will use for the map, thus enabling you te use multiple mape.

Map lrik nxy
Mwbhhumnyulqmwm&ﬁnndwnamhuumw A with
)hpl’lol.Ihhdnumtmm“jmﬂho-p.m&pvﬂnhmda—uunwwh:db
Mb(”unMMB&MSbM(mmM”)M'\thk-P“m
command

Paste Brik noxy
mmm&ﬁmnhuablhmnmgymnﬁ&hm.m
cotnmand does not change the mag.

wliriis .
mm—u«mmum.mmm.uumbmmuhmm-mp.
Bank not reserved orvor

wBeik X(n)

wlirik Yim)

Returns the stze of Dk number n (in tiles) As with ~Briks, having no brik bask in memory when these
cotmmands are used will give you a Hank Not Reserved etrer.

Hrik Hank b

Changes the Bnk Bank nusber to b Nw-dlyh.k?hudhmndh.m.mq'umhm
Bbunk 7 for somothing else !




& 5
»Y Tikelpy)
Muﬁﬂmuomhpyhbubmmum&mwp%“n‘ubh
Ymﬂu&mmbuwnphﬁnpdhhm-nwmdlymmamh
«Map Pos X(px) and «Map Pos Yipy) conmands.

=Map Pox Xipx)

»Map Pes Yipy)
MM-XW“-YMMMMMNW&&b%m Howover.
-Na'?um“mtbm-w&qm’u“h&owhndﬁnm,nm,um
m&omﬂtmmmmduhﬂoﬁm‘m‘v&og

Rom MX is current pixel sap positics,

Rem X ie players beb positicn in sereen.

TX=Map Pos X{MX+X)

Rom NY & Y are the samse for the Y ooword.,

TYSMAD Pos Y(NY4Y)

Rem nowv get the tile walue at that locatiocn

TV-Tile Val(Tx,7T,0)

Rem player is standing on tile valee TV

List Tile
mhmﬂnhmtmm&mmmummmuu
oﬂwhmndbhma&uﬂc.%mmﬁ%pﬁuwdlp&dmd
ﬂo.l!mdm\mnhhqna.dnplymmnlnocbhyl.ag

Tile Size 15,15 ¢ List Tile
Yummdﬂomn‘hphadlhddﬂbhﬂcmmm&odhhbﬂ.lbt‘mt-‘
-nhmﬂmwb“ﬂ.hhl"mﬁ.“&m“&%\hmwn
-nhmuap\'”b-lbul-'w“bmm-h&udtﬂu




Switches the Map update sywtom onvoll mmnwmmummmm
mumunlhntwhuyudo-MUﬂnu&Ymdﬁnwm—Mmmm“n

xy
Performs a Map Update Mhh‘mﬂyl&mudﬂa‘alﬁpmuhtuv\lmw&ﬂ—htm
been Map Plotted since the Lt spdate o g
If BXHXO or HY<>NYO Gosud NICEMAP » Endif
Map Update BX,HY
The system is flag driven, 0o if there weren't axy tilos plotted (n the previous frame, then the rostine won't &
anything Basically, Map Update is sary to wse, and it's incredibly fast !
Mmmﬂb.uyqﬂmlﬂ“hﬁ&omﬂ‘ﬂhhm&pm:
the Map Handlo cormmand

MapAnimn,x,y,r,d, anim$
&nwﬂ.m--tw«&u.rhhwdnm(-l-mxdhlhonuﬂwdm
m“nmmubu-nm-mmmummamunaammum
mm«.hmwmumrﬂmu
Ynmwmmmmmum»mmunmw.ﬁmmm
and anims in bodks of 3 characters dmmmw,mm\m»hy
animes, but you oan move thoms around !
The maximam length for a moving anim b 14 frames To do negatives, it is basically a onse of ndding the
u-dwnhohﬁc.u-lﬂb”&.-&ﬂe&.cuﬁuﬂnlunmm&ommmdmu
i comverts a 1 byte value is the mnge of <125 te 127
The anisss are updated every Map Update.
anm”bmmmmNmmm.mmmh“umcumlnm'h
.dihhmmhhqdmhuohkw&imhwww‘dlmom




mmmmmm&.u»mmmwmwnud&hummu

coemmand.

Map Anim On
Activates the Map Anims

Map Anlm Off
Activates the Map Anime . Nt !

Map An Freere n
This command tempecurily frooses anlmation sember n

Map An Unfreese n
This commands thaws It out agnin.

«Map An Polntin)
mpum:mum«mmm-umqu

Map An Move noxy
Mvadnbmdbnmhmmmdmnmm“bmpmu.

“Map An Atixy)
Mﬁmﬁuvﬂmhuputhnhm-lmpm 1 no anlm is atthi
position them the funstion will retum & zero. 2 S ;

Map Anim Bank bank, n.a

anime) *G4 + 4 The following fanction woeks thin out for you
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wMap Ab Lengthina)

Ratiarme the corvect lergth required for & bank of 0 spdates and a anims

an exxo ple of the sbove 2 comumands would be

Roserve as work 5,Map Ab Length(32,16)

Map Update Dask 9,32,16
%ﬂﬂdﬂ(hplﬂhﬂﬂﬂdﬂhﬁlnﬂnbhﬂ&tﬂnhﬂmw“wﬂu
-m&mwumm.nmuumwwm&wmmnm-mb

* Map Length! x, y )

Returns the filo length of a TOME map x * y tillos in size (basicnlly x*y+4) o g
LeMap Lesgth(100,100)

Resorve as work 6,5

Dload “mymap.map*,start(é)

wMap Sean X(6,x1y1 to x2.y2, mode)

wMap Sean Yitxly! to x2y2, mode)
mxavm«a-m«mmupmmmm
l“hmnw.&hmﬂ-ﬂlmwmmupﬁmﬂ;ltoxm&rlﬂomnhc
tUu&hmMmMMdﬂb&.wM“h&“ghM“l

An exampde of use would ba

Rem Search for the firet cocuresce of Tile menber 3
TX=Map Soan X(3,0,0 To Map X-1,%ap Y<1,0)

1f TX»-1

TreMap Bcan ¥({3,0,0 To map X-! ,Map ¥-1,0)

fadit




«Map HX(x) 2o
“Map HY(y)

Mn&mhdxdlvﬂhhm‘ydﬁﬂhdalhrmﬂumhp routine or the Map Handle
commmand |

wMap FX(x)

«Map FY(y)
&wmthn-ulul’xnedlﬂ.dnudyndtﬂodn(hmvﬂhu»mu-q:nﬂmwdulqu
command)

Tile Type Bank b
Changes the bank number used for Tile Vabaos (scrmally sot to §)

«Tuse Credits
Faturna a string containizg the Credits for the TOME axtensios This can be wsed if you are & reviewer bra
magazine and don't know who to credst |

m-mmmmvmm,muwumwammuuu.».
uhlwwmmcf&omm,wm*

=Map ase
mmmm«m-mmwuawmmm.wdm

«Map Check
mwmmammmnmmmmmupmmmumm ¥ thoy are
not, it replaces them with tile number 0 mm-eummmm.rmnw If you are kaing a
unp'h-np--m\m%lthmﬁbp-ﬂb&nﬂumhnhﬁdamnhamIh-b
@2 Map Chack, ar it will stop any chance of TOME displaying tiles that don't exiet
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Map Handle soreen vy

Basically, this is the Nicemap routine, with x & y being the MX & MY variables normally used
R

Nap Bandle 1,MX, MY
instead of

HX*ME/XsL2e

SY=RY/Yol2e

FX=MX mod Xeine

TY=NY :od Yaize

If AXOAX0 or NYORYO Gosudb MICEMAP : Exdif
HXO=HX : HYO-NY

eto,
M.u-mwupmmmm-ummmm,mm
considerably |

Map Handle Init
mmuu»w&umwmwu,mpmnmumummh
m&.lhﬁh“mh%mﬂﬂhhmhhmhmd&cmﬂnm.

Tiny Map x yxize

mmmmnuh-mmduuqummwwmm 1 tilo vadoe for

a&bhwmub’Mmddhﬂqiu&nqhnadhlh-lhﬂmlﬂommu
100

Thia is handy when you want te do things like Infra liod sonnis and dungeon overviews ele, as sach different tie

hmﬂiohy&pw.m”dwﬂoﬂm See the Tiny Map Demss Amnon file for an

exam
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an-in.‘nny&phlbmumpmwhtuh‘nmﬂlnm.-h&hhhu
of the tiles to be used. &ﬂ;ﬂmlwﬂdmu‘ﬂwhpmﬂdﬁyn very small map using 1x1
pined tiles from the Tiny tide bank.

Tiny Bank n
NW“WM%W&&MH»W“MMMM&MIIQ
.uummwmwmmmnmmmm-un 16 joons In your font bank

Ah'ﬂhhnkhmdnpb.mmmdlomub&odnllm,wtnubnnmwpwﬁ
Mdhﬂwl‘ﬂb‘fﬁ-h‘NoOhnluno-lAﬂbledm 1631 ete

Map Fall

The Map fall commund will scan the entire map, using the secend tilo vabse lst Degending upon the valuer
duumwmmmmummwm&wmmum
tile number n wwwmummmmmmmmmmm
wyle pumes !

mmm-nwhhmubhbﬁnchuhwm-uhwﬂlﬂ:-

O: Tile b not solid, falling tiles will go right through |

L Tile in solid, will net fall, and tiles will net roll off it

2 Tie in sclid, will mot fall, best Gles willl yoll off it

3 Tide is sclid, falls but tiles will not roll off it

4 The is solid, fulls and tiles will rell ofF ¢

Map Swap Tile 11,2
mmmmm—pkmmdumudcmm&-m Greut ¥ you
Mnmbm.hﬂyhnidﬂumﬁh-ﬂmouohmhnocn
h%mﬂuhmﬁnnpkmd%ﬂqhhmmmlﬁrhr.-mp,
unless you don't need them to wpdate very rapidly.
mmwh&php‘m-mpmdblhlqllpd&lyw—.nulnuayuhww
updates avallable, my-ﬂh-uWyn’an%m.ulfmuudlhpm
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Tike Tag Set tile,n
m&momb.myﬁﬂonydwmdnmphmdmm- Useful for
things such as enomy penerators (like in Gauntlet), alarms sad 20 oo Basically, Tilo Tag allows you to wars
m»-umhupuau-.um-uhmm-u-m-mu-pm
n..Mu«mpmmmmmmmun.uzuhmwu.mmco-
ondinates will be pat into the «Tile Tag X asd ¥ variable for that tide.
mmmmmummpuﬁmmummmmwzmmu
qnmcumum&umbm.uo.n-mhmmmmmmu.
‘lb‘l\bhgn-bcmhhlbwdl-aMh&m&uhhhmdmmmd
that particular tag M.&m“mmaﬁb“bvuh&hm

«Tihe Tag
mm.mdme&u’mmwmuun.wdomwluum;
used to chack whether any tag or tags cooured in the last frame o g

Tile Tag 5ot 4,1 1 Nem watch oot for Tile 4 an tag 1

Map Handle 1,mx,my etc

TT*Tile Tag
It ™
1 37 and |
Rem Tile 4 was plotted this frame 111
E=dif

Endif
Obviously, this sywtem i» quite handy '

»Tile Tag X(n)
mmxmumm&wmqnm-mmmn
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Map Set Zone zonexiyl To x2.y2
Ma-udwhnhmwndymmum&lhnm.m’tdutm:&ypmm
in tiles, and the 2ones apply to the map The zome number can range frem 14ho number of 20008 reserved.

aMap Zonelxy)
'ﬂthmul-wlmlhmmﬂnhubﬁhampm’.w&omm&tw»
erdinate is in




Example
Programs




62 The Programs
&Un!wumnmhn'wundnm&mfmmandohmm.-ohaw-qouuia&wc'lmmphm
the disk. While the graghics are © Shadow Software, red&mbu-&o«do&nnu"mphlnmrwn
programs. All the comsmands are demonstratod in the various exatmples, some mere than cthers The following
Mclummm-bmmwhkhmndundomnmdbyum

Technique demonstrated Comsanands, routines demonstrated

Program

Tomedameol Amos Loading and Displaying Maps Map View, Map Do, map loading
Tomoderso2 Amos Simple Mavement arousd » map Map View, Map Do, map londing
Map_View_Demno Amos adjustzest of map viewing area Map View, Map Do
Map_Paste_Desto Assos Multigie Map Display Msp Prste

Edge Scroll_Demo Assce High Speed Scrolling Map LefVRight/Top/ Bottom

Nap Handle Demo Amee  Fine Scrolling Map Handle

Tile_Size_Demo Amos Soeaky tricks with Tie Size The Sizo

Tie_Val_Deme. Amos Using Tile Val in a platfoem gumeo Tile Val, Map Pos X, Map Poe Y
The_Tag_Derso Amos Plotting sad Spotting Ties Tile Tag, Map Plet, Map Update
Map_Pall_Dems Amos Rockfalling with Map Fall Nap Fall, Map Plot, Map Update
Map_Bank Demo Amos Multiple Lovels Map Bank, Map Handle
Berilka_Demo Amon Using TOME Briks in & paune All Map Bk coemands
Map_Anim_Demo Amoe Usengg Map Andm comumands All Map Arim commands
Map_Base Demo Amon Full list o TOME data Table Map Base, For advanced users
Tiny Map_Detno Amcs Deplaying “Infrs Red* Maps Tiny Map, Tiny Bank, Map Check
Map_Info_Demo Amon Getting 0 froz: the map Map Chock, Map X, Map Y, THe Count
Swap_Tle Demo Assos Sample Swap animaticos Map Swap Tile, Map Update
Soanrdng Demo Amos Using Map Soan XY Map Scun X, Map Scan Y

Map _Zones_Desso Amon Using the Map Zome conmmunds All Map Zene commands.
Star_Gun Amoes Mulumbuiuﬂaluhomwbonbom'.

Mazo Man Amos 5 way sorolling game Collect all the disks, and shoot oe aveéd the worntees
Velaro_Grub Amos Blast overything, 1 or 2 playwrs, herisental band paradax scroller

Vert_Serall Amos Senple Vertical blastem.up




Star Gun -
‘l\uhof-lrlylimphahootlndho-bmupm-.hm(oumlddsuldnda Basionlly. you are grven 5§
m.uwhbdn,wnmtbmbmmﬂunmnmﬂmmbdnm,vmhiy:um
armed with both bombs ard lasers W)wnuhowtbohwlo(thm-imindnw.)wmﬁumr
hm_buz--ooauyoumbdu-m-hd,mﬂﬂmﬂybuﬂoh&ophnhdwhkhywmnmn&-u
time

If you aheot down an ensmy ship, it will release a supply pod, which yos can collect %o get another 8 bambe Ir
mmﬂmﬂn&nt&nidam.ymhwtodadmapln.Mrilhmunddu&nnunmydip-‘

Maze Man

mhuuwvmawwumm.mun.whmnzva In this verwion you have o
mmdwm:mwmm.m,.mmuu»ramu-um-m.m&mwmm‘
Pmnmhlyyuu-n-med,-ommdoudnmbbonaddnmm
Ommq)ordiﬂinnobohmdm.mdwlrwumgmmumulmnuﬂzdm--numtotb
Player's movemsent |

Velero Grub

A Very simplo Mmﬂynﬂulm”fwlw2pﬁpﬂ Basxically sheot everything |

Vertigo

Ansther very simplo shootem-up. This time the basis for a vertioal shool-em-up game.

Obvioualy, nm)lg&dnl\'h&wkpd.mamyhmw.mmmddd %0 the diak So mnd &=
yourm}:lhghmdeumdmldncny,wthnywmnmthmhw‘mhh
mmwupwmum&-mmhm.mm&mmmua subscribe to the AMOS
Club Nowaletter &mmtltttwmnﬁmmammmm“mw
the AMOS :mwmdrmmmusm-mammm-m that is caly svuilable to AMOS
Club members). Send Cheques or Postal crders made out 10 "The AMOS Cleb” 1o

lf.m!lnﬂ!ynwgﬂdcouml Londos bazk, in

Pounds sterling (or GRP). meusmmy(muhmmmmbw.w
made out in foreign currendies cannot be accepted




* Other AMOS Products

Mv&ﬁmhnb.qdhhnymﬂnhﬂaqbd”m.hm-wdu&mh
mmmmmmu—hm-mmummwm.
TOME Goodies Disk 1:

This add om for TOME inclodes 3 mini games, all written seing AMOS TOME

The Dungeon Ammmmmmmmmmwmﬂmmo&
TOME.

TOME Goodies Disk 2:

At the time of writing this mameal, the secend TOME Goodles Disk & still bedng fnlshed. It will contaln
Ninja Cowboy A il Scrolling Beat and Shoot-em up gane

Rack Crash: Humt for the fieel bearing am 1o recover your specesdip. A full Bowlderdash typo game
Bandita * Sorwightforward vertioal shootem up

The TOME Goodies Disk 2 will cost £5.00 (£7 00 oversess| L all goes well, it will be relessed sid November
1992, althoagh it is possible that the games may change

AMOS CText V2.5
mmwammmm&m&mmnmmaummmw
m-uumhw.mw.mwcwmumwwma

Crext V2.5 is only available to AMOS Club U K membors, sad costs £11 CE10 If Craat 1 32 owned). See the ANOS
Nowslettor for details

AMOS Sprite X V2.0

This is the Latest vervion of the powerfial image oditor [t onn odit speiten, Bobe, Moons, scrvens and even
weekbench jcons N-Mumyhnp'w&-tnmnumwymu-mwIhoqdmo.n
screen are, grub them acurstely, and even put hotapots on them ! See the AMOS Newsletzer for Dotails




Information




TOME Serios thhmﬂ‘mﬁ&nuﬂ.lﬂﬁundﬂmﬁ The first preper vordos
memmmmyummmqmmMuunum
umdumaa-mhmmm'm.mw 0 was & sbart (768 byte) machine code bask.
and a tmdﬂw.ﬂuncnb“o&hdoﬂhmuuhwbﬂmhﬂhw TOME Version |
was never released, exoept for about 4, -Edmutwummh&mmupmhw

VI.Ohnrlmy.nmlhulyptmm.m&n‘omu&owia“hl

MWOW&MMM&MOnMMWMn&-ﬂkm It was on 2 disks
(m&hmthow«nlhﬂdlhhﬂ.hduIlwm.lmdimmnla.
the Bmes of the current ane, mmnu-mmmwﬂmwmm
Muhﬂpm&.mﬂommh-.‘b&dmm.qmnhud. Beik) fill ween
also introduced in this version To date, TOME V20 (and the slightly later V2 1 which introduced the edge
MWDMV-MMQMMMJMQMST Despite being Blown away by TOME
&bw.mzlbhmMmdhmhﬂﬂLﬂdﬂw“ﬂﬁqum
powerful map editors avadlable
uhmmmMnWMnmm.mmmrmmwmm
Map Editor) to go with the AMOS package, a peogram which I'm net incredibly proud of, us we were seld it bad 3
be fnished in two weelts, hdbwthblﬂtudhdhmm(n%dﬂnthwnmhonm
time) A--mmmmtmymwdduubmﬂ&o-poﬂmfmzddn\mmhowlu
we got startod on TOME Version 3 0 beforw everyone lynched us |
mwo--mﬁ.:mcswquhmnmmwwwm:.ammu.
mw&aﬂn'th&OMﬂM.MMM(”HWW)“MU&
mdmnmnﬂwmhhm.n-ﬁummm“m.Mdnhw
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Development on TOME Serien IV itaelf actuslly started before TOME V3 2 was redeased As comments znd ideas
mb&v—m“nmﬂhwmw“mdw&ghmmmm

programming i nguage
hdnthmnhﬁmm(pumﬂ«.nnhmlm\wmlp\nlbo&nﬂovxcm
en the TOME disk. bringing the total number of commands up over the 110 marik ! The ane bit that was rost
Mm.mt&w”mMMhmmnbMCMbvﬁh
mumumuuumanmmamm&mmmmxm
will show off TOME Series IV's new comaands to their leits I've told everycae they will be finished by nid
November, 8o ['ve got cme and & half sonthe to do it !

T'm now considering what I'll be putting in TOME Series 5. NM“.WMWM&M
511 tiles instead of 258 This will becotoe availatle in 1993 to registered users of TOME IV as an extra
developers version Nmthmwhmmﬂlmm.MmbWMm
horizontally. NmmwhuamMuhtmmMmltﬁMpu
m-lbu\mmnlnd-hm.lhn.rnuhrmunnu&t.nuﬂmuh
mu&h&-&.\fmmmdd'ﬂwm.mumlnban‘npurthm1

Ihopoyuuv‘ng'lﬂ)(&nﬂllq-h-mdmmm&-M(wu&-ﬂ,bﬁgukneltb
Mauldudlbuwyhmmbmnmdmlpmm-yhﬂmm

Awen '(‘-n’ (October 19692)
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Technical Help
If you experionce any probletns in g ANCQS TOM! SACt e direct oo _N!wn-u spm and Tpan
UK Timse. This s the ANOS b he N, 80 ploase stato either vour AMOS Club me bership 3 . ¢ that
you are n TN IME Sexton IV use We w w ad to he

i you are oversess, and bought vour AMOS TOME from a o SNt ten cantact them firstl aa thev v
normally be able to help yvou If not. thes ey wi Pt w touch with 1 This ot you having te ring o
airtan walt § couy f wookat ) Jeter Lo oot thea

The ShuMe Extension
[tis extonsion has been induded in the TONE Series IV Syrts for you %o use You will find n example sarh
of ande in the Shaffle_Deano Amos progrm on the TOME IV k. 1f you wy o a fall pries
masrual for this axtes 0D, send £5 00 (£7 O VTR 1o Shadow Software at ! 1 | - - o

A5t vouur

Shadew Software, and The AMOS Club

Allen Computer Su pplies

atra A I'-:.‘-’ E and AMOES | ub [Dstnnbat

David Lazerck

A INE Distributs




TOME Bank/File Formats *

MWMW%&WM&MM\Mthhnmmn&W
AMOS softwarw. In fact TOME has been used to create maps foe all sorts of prograss |
Ju&rdn-d'you'ho-ﬂlmdbbn.Mmhh‘hﬁhwmm&odhla.u
that yous can inccepornts them into your routines Mtﬁph&od-p‘dn.unnﬂuhmn-paulhmyﬂ.
nmnummm"paubg&nmﬂ&hﬂnbhmumh-l
Mdh“&nﬂamwmm‘-—:ﬂu&qmmwmmmm
ap Bank

Mﬁmthwdnﬁo.ﬂﬂvchm!nhhﬂn%nnddenn-p()hp)(vudu-pt’ wl,
Mwhnm&h&m—pmmuhh’hadlhnp.dWda.thﬂopm.l
byta for each tile, then going to the next row and %o on. o g
MapX.w 5
MapY.w 3
data 01234

56789

ABCDE

Tile Value Hank
Mhnbmmbymwnhthmu!-&.n-dmmhﬂyﬂo&nlmwu.lby\omtﬂo
number, with endh list following the previous
g
List} 256 hytes
List2 256 hytes
e
Brik Bank

The brik bank s quite cossplex by TOME's standards |
First we have the number of briks in e bank as o woed Beiks W
'lhumhw-imdw.uehd'-hkthmo&ntﬂbd&undounhdnﬂ og
BeiklOdr L
Brik2odr L
ete




70
Mlhocndddu-hhﬂm!ﬁkd-hmMhMMylhmn&tnphnkhﬂ.ul
m.-a.r«u-mmum«mx-mm.wudmmm-uaummmum
bytes

Bank

Animstion/Update
Mh&mhhhmem.uﬂuhmdshfaﬂhvphum.
mMmM&MMMMalW.mdMCWkMWup&h
These are

Tile.w Tile to place
X.w X co-ondinate to place it at
Yw Y eoerdinate to place it at

Dussmy.w Fpare word (its fastor to store as 8 byte Blocks than € byss blacks)
mmw%mmaubmmwmauum
ANX. w X coord of animaticn

ANY.w Y co-ard of andmation

ANTLw sumber of repents

ANEw Delay betwoon updates

ANC.w Counter

ANL.w Langth of animation string

ANF.w painter to pesition in string

ANBASK) OMMhmMJXYM(mMMW)
ANMOVE.w Animiation Tag

ANSTR.b 44 byte string fee animation data

Map Zome Bank
This is again a very sémple format. hbudonpdlwiuuhnthmmhrdmm-ﬂbnc
words for each xone, being

Xiw Top Lot X coard
Yiw Top Lefl ¥ coord
Xiw Bottom Right X co-onrd

Yiw Bottom Wght Y co-ord







Edizor (Cont.)

Cut Brik from Map 27

Cut Bk From Tile Picture 27
Delote THe from Bank 28
DhscMode 2

Disk Opticne 21

Diaw Mode 28

Drawing 19

Fils Formats 21

Find and Feplnce Tile 31
FadTie 3

Fine Box, Bar, Circde & Dise 29
Fine Cut & Paste 29

Flne Draw, Flood Fill, Line & Airbrasd 29
Fine BEdit Tle 29

Flip Savwen Grdd 22

FlipTie 20

Flood Fill Mode 24

Full Sereen Butten 18, 11
Genernl Controls 18

Getting Around 19

Goto Lotion M

Grab Current Tile from Sereen 28
Grad te 16 User Paletse 25
Grid Optisns 22

Hard Soroll Map 28

Help! 18 3

Help | Button 17

Keyboard Control Mode 21
Keyboard Controls 32




Editor (Cont. )

LoadSave Brika 23
LoadSave Map 28
LoadSave Tile Anims 23
loadSave Tile Values 23
Load/Save Ties 23

Looater Marks 19

Map Display window 17
Map Overlay Grid 22

Map Sixe 22

MaPle 41

MaPLe Comasand Set 41
MaFLe Editor 24

Maze Draw Made 26
Mena 1, Gemeral Optiona 21
Menu ), Utilities 24
Menz 4, BditMenu1l 25
Menu 5, Edit Mesa2
Menu 6, Beik Opticus 27
Menu 7, Tile Bank BEditer 2%
Menu & Fine Draw Menz
Menu 9, Looator Contrcls 50
Mesu Selector [cone 17
Nicessess Control 21
Overview map 53

PAL or NTSC eperntion 21
Pasto Brik 27

Pick Brik 28
Picture to Map Convertor 24,43

Edvter (Cont.)
Rasdom Draw 20, 27
Fecall location 30
Right Button “Usefll” functions 18
Soatter 27
Scroller Contreller 17, 31
Select Colowr & Fill Pattorn 29
Sacoze Cormer 17
Space Bar 19
Store Location 30
The Editer Utilities 25
The Menus 21
Tie Makewr 24 8
TieNdy 37
Tips for designing Tiles 4
The Scrven Overlay Geid 22
Tie Seloctor Palotte 17
Tile Swap contreller 24
Tile Valuer 24, 45
TOME IV Commands 47
Window Dragger 17
Example Programs 61
Briks_Demio Amos 62
Edge Seroll_Demo Azce 62
Map_Askm_Demio Amee 63
Map_Bank_Derss Amea 62
Map_Base Demo Amos 62
Map_Fall Demo Ao 62
Map_Handle Demo Amos 62
Map Infs Demo Amon 62




Loading & Displaying a Map 7

Mapin @
Map Edtor 16

Map Plet 11
Map Tile 10
Nap View 0
MapX 10
Map¥ 10

Other AMOS Prodocts 64
ANOS CText V25 64
ANOS Sprite X V20 84
TOME Goodlles Disk ! 64
TOME Goodies sk 2 64

Range 10

Serelling 12
Shuflle Extension 68




T

Techinienl Help 68
Terminsdogy &
Tle Numbers &
Tle Values &
Tl &
Whatisnmep? 6
Tue Bank 7
TUe Numbers &
Tle Sie 7
TleVal 11
Tile Values 6
TOME Commands 48
= Map Leagth 54
«BrikX 50
sBnkY M
wBriks 50

TOME Cotumnands (Coatt )

“MopSeanY 054
“MapTile 49
“MapX 49
“Map¥ 40
«Map Zb Length '
“Map Zetse 60
“TNle Count 59
“TileThg 58
“Te Tag X 58
»Te Val 49
«Tme Credity 54
«“Tme Ver$ 065
«XThe 51

YThe 51

Brik Bank %0
List Tile 51
Map An Froeze A3
Map An Move 53
Map An Unfresse 53

Map Anim Bank 53
Map Anizs OFF 53
Map Anits On 53
Map Bank 50
Nap Bottom 48
Map Brik W0
Map Do 48

Map Fall &7

Map Handle 56










Tile Size x.y

Map View x1yl to x2.y2

Map Do x.y

Map Left xy

Map Right xy

Map Top vy

Map Hottom xy

Maop Paste xy . pxl pyl
to px2.py2

Map Handlo x.¥

Map Handle Init

Map Plot Ly

“Map Tileixy)

oTile Valix,y.n)

»Map X

«Map Y

Map Hank b

Map Helk noxy

Paste Brik oy

slliriks

slirik X(m)

wHeik Yin)

Heik Hank b

X Tleipx)

TOME COMMANDS QUICK REFERENCE

Y Tilel(py)
“Map Pos Xipx)
=Map Pes Yipy)
Lixt Tile
Map Update On
Map Update Off
Map Update xy
MapAnimn,x,y,.r,
d, snlms

Map Anls On
Meap Anim Off
Map Anim Bank bank, n.e
Map An Frecee n
Map An Unfreese n
wMap An Polntin)
Map An Move nxy
=Map An Atixy)
wMap Ab Lengthina)
“ Map Lengthi x , ¥
aMap Sean XitLxl y1 to

A2,v2, maode)
wMap Scan Yitxlyl to

X234, mode)
= Ne Coumtin)

sMap HXix)

»Map HY(y)

«Map FXix)

sMap FY(y)

Tile Type Hank b
»Tme Credits
“Twe Vers

sMap lase

»Map Cheek

Tiny Map x v

Tiny Bank n

Map Fall tile

Map Swap Tike t1.42
Tike Tag Sot tile.n
wTile Tog

»Tile Tag Xin)

»Tile Tag Yim)

Tile Tags On

Tile Tags O

Map Zone Hank bank.n
»Map Zb Lengthin)
Map Set Zome z.x1.y1 Te x2,2
sMap Zomeixy)




