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*WARNI NG * WARNI NG * WARNI NG * WARNI NG *

Very LOOOOONG wi nded Aut hor Babbl e Ahead, for the quick tour, just skip to
the *You May Start Here* Label, or just read on, if you have sone tine.

*WARNI NG * WARNI NG * WARNI NG * WARNI NG *

What is EAGLE you ask? Well, in order to answer that we need to take a
trip back intinme a few years. Let's strap our selves into the Virtua
Time Ship (VTS), turn the Time Dial to 1985 and press the LAUNCH button

Wth a tiny little shutter the VIS proceeds to traverse the dinmensions of
Time, 1998 1997 1996 1995 and so on until it arrives at it's destination
of 1985.

We find our selves | ooking over the shoulder of a 20 year old man sitting
in a bedroomstaring at a Color TV he has hooked up to a TRS-80 Col or
Conputer, 64K with Extended Basic. The young nan is getting bored with
losing to the computer in Black Jack and Chess, |ooking at the books that
cane with the conmputer he sees an Extended Basic Manual, Hmmm | wonder he
says to himself? He starts to read the book the clock reads 2: 00pm he
starts to peck at the keyboard, and by 3:30am he has nodified the prograns
of Black Jack and Chess with Cheat Codes so he can WN anytinme he |ikes.

Needl ess to say MANY sl eepless nights later he has started to wite little
programs for sone of his friends. He discovers that he LOVES to contro

t he machi ne, and decides to take a conputer course, during this tine he buys
himself an IBMPC with a Blazing Speed of 4.77 Mdz, 10 Meg hard drive,

1200 Baud internal nodem and 1 Meg of Ram (One of the BEST setups in the

nei ghbor hood. )

One of his class nmates gives hima copy of a programcalled Hitchhikers
Cuide to the Galaxy, it has NO fancy graphics to show off his EGA nonitor

but still there is sonething intriguing about it. An all text adventure
gane, forcing himto use his imagination, suddenly he is hooked on text
adventure ganes, and spends hours trying to figure out what he needs to

do to get passed the Troll or open the | ocked door. The young nman deci des



he wants to wite his own adventure ganme, but he gets involved wth going
to work in the conputer industry and eventually puts the Adventure Gane
Witing on the back burner, where it just simers for the next few years.

The young man grows ol der, but the dream of creating his own Adventure Gane
never fully leaves his mnd, he discovers a Tool Kit called AGI, and

starts to design his own gane, but gets frustrated with trying to get AGI
to do some things it was not designed to do, a couple nore years go by and
he try's a programm ng | anguage called | NFORM and anot her called TADS, and
anot her called ALAN, in the end he decides his dreamw || not be net.

One day he discovers a | anguage called EUPHORI A, it was sinple to learn

and there was a great bunch of folks on a Listserv, that hel ps himthrough
sone rough spots, he starts to wite a few snmall progranms, and deci des the
only way he will EVER nake his DREAM happen is to design his own Gane

Engi ne, but he is just learning EUPHORI A, and is not sure how to take the

i nput froma user and turn it into a Procedure or Function Name, he starts
to get discouraged again. Then it happens, one day he reads on the Listserv
about a program call ed EuServe, downloads it and takes a gander at the
source code, BINGO why didn't HE think of that.

The young man starts to wite code and EAGLE is the results of this LONG
trip, thanks to EUPHORI A and the wonderful folks in the Euphoria Comunity.

*You May Start Here*
WHEWANWNAN , got a little carried away there, but the point is that EAGE has
been YEARS in the nmaking, and it is just now starting to come to life, and
| ama bit enthused with it.

”Standard Discléimef

This programis being distributed WTHOUT ANY WARRANTY; wi thout even the
i mplied warranty of MERCHANTABI LI TY or FI TNESS FOR A PARTI CULAR PURPCSE

I Ferlin Scarborough or Shadetree Software do not accept responsibility for
any effects, adverse or otherw se, that this code may have on you, your
conputer, your Mental or Enotional Health, and so on

USE I T AT YOUR OAN RI SK

This Software MAY include sonme Trade Secrets of Shadetree Software, and at
this time the Author does not wish to rel ease the SOURCE CODE, so PLEASE DO
NOT ask for it, However the Author does reserve the right to rel ease such
CODE into the Public Domain at any time in the future (Wiich there is a
VERY GOOD chance this may occur.)

PLEASE out of Respect for the Author and the tine and effort he has placed
into the design and coding of this software package. DO NOT nodify, adapt,
transl ate, create derivative works, deconpile, disassenble, or otherw se
reverse engi neer or derive source code from all or any portion of the
software or anything incorporated therein or pernit or encourage any third



party to do so.

NOTICE - if you have any nodifications or enhancenents you would like to
see made to this software package, PLEASE contact the Author with these
i deas, so that YQOU can receive Credit for these changes. Refer to the
Questions, Comments, etc section later in this docunent for information
on how to reach the Author or Shadetree Software.

The Author will review and consider ALL reasonabl e suggestions with an open
and receptive mnd.

The Aut hor reserves the right to have FINAL decision in what changes wil|
be made to his product.

Let's give Credit where Credit is Due:

And the Awards go to:

The following |ist does not by any neans include ALL those that made this
system possi ble, | want everyone to know ahead of time, that if | left
anyone out it was unintentional .

This programis being brought to you in part by:

Hawke (A. K. A M ke De Land) - THANKS for the inspiring EuServe!
Ad Rei nks
VWIf Fritz
Davi d Cuny
Davi d Gay (Whose GREAT tutorials ABGTE and ABGIE2 taught ne the begi nnings)
Berni e Ryan (Thanks for replacing nmy | ost copy of EUSERVE)
Ral f Ni euwenhuij sen (Hope the Last Name is spelled right?)
Jiri Babor
Greg Harris
The Euphoria Conmmunity on the List Serve
(http://ww. topica.conilists/EU orun read)
RDS Software and Robert Craig (Father of EUPHORI A)

Any others | may have m ssed, many have unknowi ngly contributed to this gane
system

EUPHORI A - the | anguage this systemis witten in, has a public domain
versi on avail able at http://ww. Rapi dEuphori a. cont
A registered version is avail abl e CHEAP (about $39.00 at the
time of this conpilation.)

What features does EAGLE have?

Now Showing - Tonight Only!




To begin with I think it should be nade clear here that EAGLE is not by
any neans a conpl eted work.

This version (0.01 Pre-Alpha) is being released solely with the purpose of
gi ving soneone in the General Public a chance to run it and see what they
think of it so far, also to have them give any ideas or coments on how

t hey believe EAGLE shoul d proceed from here.

So far all there is to EAGLE is a conpile programand a run tine engine,
later in this docunentation is a list of things to be added to EAGLE before
it is released for actual use. A brief description of the conpiler and the
run-time Engi ne foll ows.

Conpi | er:

Lo i A = T T L P e e R T T e T R e A T e DT R T

The conpiler so far only does a few basic functions, it takes a gane source
file (.EQ) and builds it into a database file for the game. The ganme source
file has just a fewthings in it right now There is no Error Checking, so
BEWARE i f you nodify the deno EG file, the progranms may no | onger function

Let's break down the EGL file and see what it is nmade of:

The EGL Source File contains the foll owing GAME TOKENS and TOKEN PAI RS:
[TITLE] .. [END_TITLE] The lines between these TOKENS are the Ganes Title.
[INTRO .. [END_INTROQ The lines between these TOKENS are the Introduction

[NSTRUCT] .. [END_I NSTRUCT] Between these TOKENS are the Instructions,
to be shown if Player answers Y to Instructions.

[ START_LOCATION] The Location (Room) where the Gane is to Start.
(i.e. [START_LCCATION] Bed Room) tells the compiler
that the player is to be placed in the Bed Room at the
start of the gane.

[ MAX_SCORE] The MAXI MUM Score a Player can achieve. (i.e. [MAX_SCORE] 1000)
tells the conpiler that the Maxi num Score a Pl ayer can reach
is 1000.

[ MAX_VEEI GHT] The NMAXI MUM Wi ght a Player can carry. (i.e. [MAX VEIGHT] 100)
tells the conpiler that the Maxi num Wei ght a Pl ayer can carry
in his/her inventory is 100.

[LOCATION] .. [END LOCATION] Between these TOKENS is Location (Room
speci fic information.

[ DESCRIBE] .. [END DESCRIBE] Between these TOKENS is a Description of the
named Locati on.

[ OBJECT] .. [END _OBJECT] Between these TOKENS is Object (Item
speci fic information.

[ OBJECT _DESCRIBE] .. [END OBJECT DESCRI BE] Between these TOKENS is a
description of the naned



ohject (ltem.

[NPC] .. [END _NPC] Between these TOKENS is NPC (Non Pl ayer Characters)
specific information.

[ NPC_ DESCRI BE] .. [END _NPC DESCRI BE] Between these TOKENS is a description
of the naned NPC (Non Pl ayer Character)

Te'r'nplates for the 3 Main TOKEN Structures

LOCATION - OBJECT - NPC

Bel ow are the Tenplates for the 3 Main TOKEN Structures used in an EAGLE
Advent ure.

LOCATI ONS TEMPLATE ( Exanpl e) :

& S L e E R T e i T T R e e T S e T P e T N T N
[ LOCATI ON] Drawi ng Room Vst <-- Nare of the Location.
Short _Nane: Draw ng Room <-- This is the nanme displayed on the status
[ine.
East: Draw ng Room East <-- Direction and |l ocation that direction

| eads to. Available Directions are
North:, South:, East:, West:, NorthEast:,
Nort hWest:, SouthEast:, SouthWest:, Up:,
Down:, Enter: and Exit:

End_Gane: <-- This causes the Gane to End if the player
enters this room

AddPoi nts: 12 <-- Adds number of points to players score, in
this case it would add 12 points to score.

SubPoi nts: 10 <-- Subtracts number of points from players

score, in this case it would subtract 10
points fromthe players score.
W n_Gane: <-- Player Wns the gane when they enter this
room
[ END_LOCATI ON] Drawi ng Room West <-- End of Location Specific Informtion.

The Location Specific Information MJUST be foll owed by a Location Description
this is the description used when the player LOOKS at the Location.

[ DESCRI BE] Drawi ng Room \Wést <-- Name of the Location.

You are standing on the west side of the fireplace in the drawi ng room of
your house. The chairs here are made of nicely polished wood, and the mantle
over the hearth is very well kept up. Everything, in fact, is exactly as it
shoul d be. The sun is shining, birds are singing, and you feel that today of
al |l days, nothing could possibly go wong.

[ END_DESCRI BE] Drawi ng Room West <-- End of Location Description.

OBJECTS TEMPLATE (Exanpl e):

[ i i e L = T T LA R P T e e R T T R e T R o S T T T e T



[ OBJECT] Tangl ed Yarn <-- Name of the hject (ltem
Short _Name: Yarn <-- Short Nane, another name the player can refer

to this Cbject (Iten) by.
Describe: There is a ball of yarn Iying on the floor here <-- This wl]l
be the description that is displayed when the
Location description is given to the player.
Location: Drawi ng Room West <-- The Location that the Ghject (ltem
starts out in at begi nning of gane.
Inventory: N <-- This is either an Nor Y, telling if this
ohject (Item is in the players Inventory.
If thisis ayY, this Object will be placed
in the players Inventory at begi nning of gane.
Weight: 1 <-- Weight of the hject, this is used to determ ne
if the player can carry it in inventory or not
dependi ng on what the MAX WEIGHT is set to.
AddPoi nts: 5 <-- This works the same way as AddPoi nts does for
a Location, it will Add nunber of points to
the players score, in this case 5 points would
be Added when the player picked up this bject.
If this is 0, then NO points are added.

SubPoi nts: 5 <-- This works just |ike AddPoints only it Subtracts
t he nunber of points fromthe players score
rather then Adds it. |In this case it would

Subtract 5 points fromthe players score when
t hey picked up this Object.

| sCont ai ner: <-- This Object is a Container, so other Objects
can be placed inside of it. To place another
oject inside this one, just set that Objects
Location: |abel equal to the Nane of this

hj ect .

Cl osed: <-- If Object is a Container, this tells the
conpiler that it starts out C osed.

Qoen: <-- If Object is a Container, this tell the

conpiler that is starts out Open

[ READ] Made in China [END READ] <-- This tells the conpiler that this
nject is a Readabl e hject, and the TEXT
bet ween [ READ] and [END READ] is what the
player will see if they typed in Read Object.
Such as in this case read yarn. The player
woul d be told Made in China.

[ END_OBJECT] Tangled Yarn <-- End of Object specific information.

The Object specific informati on MUST be fol l owed by an Cbject Description
This is the description used when the player LOOKS at or EXAM NES t he
hj ect.

[ OBJECT_DESCRI BE] Tangl ed Yarn <-- Nanme of the hject (ltem

The ball of yarn seens to be incredibly tangled. |In fact, it seens to have
gotten tangled into the rug itself!

[ END_OBJECT _DESCRI BE] Tangled Yarn <-- End of Object Description



NPC (Non Pl ayer Character) TEMPLATE ( Exanpl e):

[ i i e L = T T LA R P T e e R T T R e T R o S T T T e T

[ NPC] Froobi ous Bandersnatch <-- Nane of Non Pl ayer Character

Short Name: Bander snat ch <-- Short nane of character, another nane
the player can refer to the character
by.

Descri be: There is a Froobi ous Bandersnatch here. <-- This is what wll

be di splayed to the player when they
enter the Location this character is in.

Locati on: Denser Forest <-- Location where this character starts out
at the beginning of the gane.

NOTE: The next Three paranmeters Weapon, Attenpts, and Turns, alert the
conpiler that this character is a HOSTILE and not FRIENDLY character

Weapon: GOLDEN SWORD <-- Object (Iten) used to KILL or defeat
this character wth.

Attenpts: 3 <-- Number of Attenmpts (Attacks) the player
can nmake to Kill this character before
the character kills the player. The
character would kill the player because
of Unsuccessful attenpts (i.e. using
W ong weapon).

Turns: 5 <-- Number of Turns the player can remain
in the Roomw th the character before
the character would attack and kil
t he pl ayer.

[ END_NPC] Froobi ous Bandersnatch <-- End of Character specific Information.

The Non Pl ayer Character specific information MUST be foll owed by an NPC
Description. This is the descriptions that would be displayed to the
player if the LOOKED at or EXAM NED t he NPC

[ NPC_DESCRI BE] Fr oobi ous Bander snat ch <-- Name of Non Pl ayer Character
The Bandersnatch is snorting and drooling. It seens to harbor no very
honorabl e i ntenti ons towards you.

[ END_NPC DESCRI BE] Froobi ous Bandersnatch <-- End of NPC Description.

File Names and Extensions 'bein'g used

by the EAGLE System

ECOWPI LE. EXE - The Game Conpil er used to conmpile EG fil es.

REAGLE. EXE - The Run Time Engine, used to execute the conpil ed Ganes.
EAGLE. DOC - This Docurentation file you are currently reading, in
M crosoft Word Fornmat.
EAGLE. TXT - The Documentation in Plain Text Format.
EAGLE. MSG - Standard Messages File, contains nessages output during



gane play (i.e. Sorry but | don't understand what you
nmean by that ?)

GAMENAME. EGL - Eagl e Gane Source Code File.
GAMENAME. MBG - Eagl e Gane Messages File used to CUSTOM ZE t he nessages
out put by your gane. |If not present Conpil er uses
EAGLE. MSG (St andard Messages File.)
GAMENAME. | G - Eagl e Gane Source Code Include File. (* FUTURE USE *)
GAMENAME. ML - Eagl e Gane Source Code Special Mdule Files. (* FUTURE USE *)
GAMENAME. BAT - A Batch File created to allow the user to enter the Game Nane
to execute a Gane.

The following file is created during Game Conpile to contain the Ganme
infornation to be used by the Run Tine Engine.

GAMENAME. EDB - Gane Dat abase File created during Gane Conpile.
The files needed to run a Conpiled Gane woul d consi st of the foll ow ng:

REAGLE. EXE - The Run Tinme Engi ne.

GAMENAME. BAT - A Batch File to allow the user to enter the Game Nane to
Execut e the Gane.

GAMENAME. EDB - The Game Dat abase containing the game information needed.

FUture Enhancements, Add.i.tioh.s é.nd”

Planned Direction for EAGLE.

As stated earlier in this docunmentation EAGLE is *NOT* a conpl et ed worKk.
Al t hough SOVE of the followi ng are already being devel oped for the NEXT
rel ease of EAGLE.

Future abilities of the systemw |l include, but not be limted to the
fol | owi ng:
3

Graphics capability.
J

Conpound Sentence Parser in the Run Tine Engine.
3

Better Error handling by both the Conpiler and Run Ti me Engi nes.
3

A source code Editor (with nmany spoiler options).



1h.-

Sound capability.

3
I ncl ude capability in the Conmpiler for source code files.
5
Mul ti pl e Language capability, plug in nodul es for other |anguages
besi des Engli sh.
3
Ability for USERS to OVER-RIDE built in Sub-Routines.
5
Mul tiple Screen Modes.
3
W ndows Version of both the Conpiler and Run Ti ne Engi nes.
J
A Fully Functional Command Language.
3
Hopefully some day there will also be an Al Module for the NPC s
(Non Pl ayer Characters), this will allow NPC s to have their own
Personality.
3
Initialization Mdules for Color, Fonts and so on.....
3

A Modul e for Verb and Synonym Substitution, as well as Unique Terns
for specific games.

Where to find the Author for

Questions, Comments, Etc.

If you have any questions, bug reports, etc., send ne an e-nmil at:
ferlin@andw. net or ferlin_s@ahoo.com or shadetreesoft @etscape. net

For the Latest information on EAGLE and ot her products produced by
Shadetree Software check out our honme page at:

htt p: // nywebpage. net scape. coni shadet r eesof t

Want to know nore about what is going on at Shadetree Software and what the



future holds for EAGE and ot her Shadetree Products, just sign up for our
FREE News Letter while your |ooking our Wbsite over.

Release History

??1 2?2?21 ???? - First (Pre-Al pha) Rel ease of EAGLE
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