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ADLENGINE BUILD TRAPPED

Head on over to https://www.adliberum.com/engine to launch the web version of adlengine.
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CREATE A NEW MAP

// creating a new map clears everything except base engine stuff and starts a blank canvas to build
from. You can choose to name your map OR by default it will be called game. The map name
affects the name of the download file when you use the dl command. Changing map names is
essential if you want to allow map transitioning or if you're working on more than one game.

// to set the map name you type map name is yourmapname i.e. map name is dungeon

// ok lets create a new map

new map

TURN CREATIVE MODE ON

// creative mode must be on in order to build stuff or edit the world. If you are in multiplayer and
you are the host, all changes are automatically synced to the other players and vice versa. This
allows for cooperative / collaborative map / game creation. Any new players joining will have the
map automatically synced to their device.

.creative

SETUP THE MAIN ROOM
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ADLENGINE BUILD TRAPPED

room name is Trapped
room description is You are standing in a room with only a skull atop a stone plinth for company
room image is trapped

BUILD THE MAIN OBJECTS

build skull.obj
build plinth
skull description is It has an odd sheen to it

ADD SOME CUSTOM COMMANDS

// the .obj on the end makes it takeable after its created allowing the player to pick it up otherwise
you would type skull is takeable, otherwise it can not be picked up, like the stone plinth.

if take skull then delete skull and build key.obj
on take skull say It slips from your grasp, smashing on the ground below

if build key.obj then build skull fragments
> on build key.obj say You spot a small key amongst the broken skull fragments

BUILD SOME HIDDEN OBJECTS

// let's build an escape route (the .exit on the end loads special prebuilt parameters for the object
making it a working exit, reducing the lines of code you have to type)

build hatch.exit

// let's build an exit up.
build exit u

exit u is hidden

exit u is locked

exit u is closed

hatch is hidden
hatch is locked
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ADLENGINE BUILD TRAPPED

hatch is closed

// now lets make the hatch control our exit up. So everything we do to the hatch is mirrored onto the
exit up which will allow the player to escape.

hatch controls u

CODE TO REVEAL THE ESCAPE ROUTE

// we need to add some special code that will make the hatch visible to the player so they can escape
the room

if look up then hatch is visible and exit u is visible
on look up say You spot a hatch in the far left corner of the ceiling

ADD SOME COMMAND VARIATIONS

// now let's add a few command variations, as not everyone is going to type look up... these will
help reduce the amount of times the message "I don't understand that' will appear, by specifying
commands that are similar in wording or you could add common spelling mistakes to help improve
the accuracy of players typing.

// whenever someone types any of the commands below it will convert the text to look up and
trigger the look up code.

look u== look up

look around==look up
search==look up

search around==look up
look for exits==look up
scan room== look up
search room==look up

// in time there will be a library of already established command variations which can be activated /
deactivated as required.

MAKING IT WINNABLE

// the aim of this little demo project is to get through the hatch and escape the room so lets now
create the room above.
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ADLENGINE BUILD TRAPPED

// travel up by typing u or up

u

// you will appear in a blank room, if you want to you can change a rooms light level to pitch black,
barely lit, dark, light, well lit or bright. The level of lighting will affect what you can see or do
within the room

room is dark

// set the room name, description and image

room name is You Escaped

room description is You scramble through the hatch and run towards a set of stairs in the hope they
lead out to your freedom

room image is escaped

// there are a number of images built into adlengine but to import your own move the mouse to the
bottom right of the screen and use the chooser to pick a .jpg or .png file on your device.

// finally lets create an exit back down and go back into the main room

build exit d
d

FINISHED? LETS DOWNLOAD IT

dl

Your file will most likely be downloaded to the downloads folder; It will be downloaded as a
.adlengine file which you can share with others to play.

// you can load a previously saved file by either moving the mouse to the bottom left and using the
file chooser to pick a .adlengine file from your device OR you can type import mapname OR you
can use the load mapname command

// load mapname can be called using custom commands
// e.g. door on open load dungeon

LET'S PLAY!

// below is a quick run through of how to win the scenario you just created.
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ADLENGINE BUILD TRAPPED

[spoiler]

> look at skull
> take skull

> take key

> look around
> unlock hatch
> open hatch
>u

You Win.

[/spoiler]

[ optional extras for increased accuracy and reduced 'I dont understand that' ]

> stone plinth==plinth

> small key==key

> skull fragments==fragment

> the skull==skull

> the key==key

> the plinth==plinth

> the stone plinth==plinth

> the small key==key

> the skull fragments==fragments
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