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Introduction
Overview
──────────────────────────────────────────
This manual describes a set of software tools known collectively as the Extensible State-Object Processor system, or AESOP. 

The AESOP tools are designed to allow game designers, programmers, writers, and artists to create sophisticated applications with a minimal degree of system-specific programming effort.  AESOP was designed and implemented by Miles Design as part of SSI's Eye of the Beholder III development effort.  Throughout the text, Eye III is commonly referenced as a source of example programs and programming guidelines.

Specifications
──────────────────────────────────────────
Below is a list of AESOP's IBM-compatible system requirements and supported options.

         System: IBM PS/2, AT386, or 100% compatible

            CPU: 80386SX/16 or better


 Hard disk: Required.



  DOS: MS-DOS version 3.3 or later, or 100% compatible


    Memory: 640 KB, ³ 575 KB free required to run Eye III
                 4MB total system memory required; available memory

                 requirement is application-dependent


  Graphics: IBM VGA or 100% compatible, 320x200x256

          Sound: Roland MT-32 / LAPC-1
 




  Ad Lib Music Synthesizer Card or 100% compatible




  Creative Labs Sound Blaster or 100% compatible




  Creative Labs Sound Blaster Pro




  Media Vision Pro Audio Spectrum




  IBM internal speaker




  Tandy 3-voice internal speaker


  Controls: Microsoft Mouse or 100% compatible




  IBM PC/AT keyboard

Language Notes
Basic Grammar Elements
──────────────────────────────────────────
integer: one of


0  1  2  3  4  5  6  7  8  9
letter: one of


[A...Z] or [a...z] or _ (underscore)
string-character: one of


\\  \'  \"  \n  \[  \]

any ASCII character other than '\', "'", '"', '[', or ']'
constant-character:


\\  \'  \n

any ASCII character other than "'"
text-character:

\]  \[  \n


any ASCII character other than ']' or '['
string:


string-character


string string-character
text:

text-character


text text-character
integer-constant:

integer

integer-constant integer
character-constant:


' constant-character '
string-constant:

" stringopt "
text-constant:


[ textopt ]
constant:


integer-constant


character-constant


string-constant

text-constant
constant-list:

constant


constant-list , constant
identifier:

letter


identifier letter


identifier integer
identifier-list:


identifier


identifier-list , identifier
Preprocessor Grammar
──────────────────────────────────────────
filename:

string

" string "

< string >
control-line:


# define identifier string


# undef identifier


# include filename

# depend filename

# verbose


# brief

preprocessor-conditional
preprocessor-conditional:

if-part endif-line


if-part else-part endif-line

if-part:


if-line text

if-line:


# ifdef identifier

# ifndef identifier
else-part:

else-line text
else-line:

# else
endif-line:

# endif
comment:


while not in string constant, one of:



/* until */



` until newline



// until newline
Resource Script Grammar
──────────────────────────────────────────
resource-identifier:


identifier

string-constant
resource-type-specifier: one of


string  










source  


file

map

palette
attribute-specifier: one of


fixed  moveable  precious  discardable  temporary
attribute-list:

attribute-specifier


attribute-list , attribute-specifier
attribute-specification:

attrib resource-type-specifier attribute-list 

code-resource-definition:


code_resources { identifier-list }
source-definition:

source string-constant attribute-listopt
direct-data-resource-definition:

string resource-identifier attribute-listopt text-constant
indirect-data-resource-definition:

file resource-identifier attribute-listopt { constant-list }

map resource-identifier attribute-listopt { constant-list }

palette resource-identifier attribute-listopt { constant-list }
resource-script-statement:

attribute-specification


code-resource-definition


source-definition


direct-data-resource-definition

indirect-data-resource-definition
AESOP Language Grammar
──────────────────────────────────────────
Expressions
expression:


assignment-expression


expression , assignment-expression
assignment-expression:


conditional-expression


unary-expression assignment-operator assignment-expression

assignment-operator: one of


=  *=  /=  %=  +=  -=  >>=  <<=  &=  ^=  |=
conditional-expression:


logical-or-expression


logical-or-expression ? expression : conditional-expression
logical-or-expression:


logical-and-expression


logical-or-expression or logical-and-expression
logical-and-expression:


inclusive-or-expression


logical-and-expression and inclusive-or-expression
inclusive-or-expression:


exclusive-or-expression


inclusive-or-expression | exclusive-or-expression
exclusive-or-expression:


and-expression


exclusive-or-expression ^ and-expression
and-expression:


equality-expression


and-expression & equality-expression
equality-expression:


relational-expression


equality-expression == relational-expression

equality-expression != relational-expression
relational-expression:


shift-expression


relational-expression < shift-expression

relational-expression > shift-expression

relational-expression <= shift-expression

relational-expression >= shift-expression

shift-expression:


additive-expression


shift-expression << additive-expression


shift-expression >> additive-expression
additive-expression:


multiplicative-expression


additive-expression + multiplicative-expression

additive-expression - multiplicative-expression
multiplicative-expression:


exponential-expression


multiplicative-expression * exponential-expression

multiplicative-expression / exponential-expression


multiplicative-expression % exponential-expression
exponential-expression:


unary-expression


exponential-expression ^^ unary-expression

unary-expression:


postfix-expression

++ unary-expression

-- unary-expression

unary-operator unary-expression
unary-operator: one of

+  -  !  not  @  ~
postfix-expression:


primary-expression


postfix-expression [ expression ]

postfix-expression ( expression-listopt )

postfix-expression ++

postfix-expression --

expression-list:


assignment-expression


expression-list , assignment-expression
primary-expression:

( expressionopt )

string string-constant

this

constant

var-name
var-name:

identifier


identifier . var-name

Statements
statement:


labeled-statement


expression-statement


compound-statement


selection-statement


iteration-statement


branch-statement


trigger-statement

definition-statement


declaration-statement

labeled-statement:

procedure identifier compound-statement

message string-constant compound-statement

message string-constant , identifier-list compound-statement

case constant-list : statement

default : statement
expression-statement:

expressionopt ;
compound-statement:

{ statement-listopt }
statement-list:

statement

statement-list statement
selection-statement:

if ( expression ) statement

if ( expression ) statement else statement


switch ( expression ) statement
iteration-statement:

while ( expression ) statement


do statement while ( expression ) ;

for ( expressionopt ; expressionopt ; expressionopt ) statement


loop statement
branch-statement:

break ( integer-constant )opt ;

continue ( integer-constant )opt ; 

return expressionopt ;

end ;


trigger-statement:

trigger ;
definition-statement:


class string-constant compound-statement
Declarations

declaration-statement:

member string-constant ;

variable-declaration ;
object-decl-list:


string-constant identifier

object-decl-list , string-constant identifier

variable-declaration:


scope-specifieropt type-specifier init-declarator-list
scope-specifier:


public

private

extern

table
type-specifier:


long


word


byte
init-declarator-list:


init-declarator


init-declarator-list , init-declarator
init-declarator:


declarator


declarator = { initializer-list }
initializer-list:

initializer


initializer-list , initializer
declarator:


identifier dimension-listopt

string-constant identifier dimension-listopt
dimension-list:


dimension-specifier


dimension-list dimension-specifier
dimension-specifier:


[ integer-constant ]
Operators and Punctuators
──────────────────────────────────────────
,

?

:

|

&

^

!/not

+

-

*

/

%

~

@

[

]

(

)

.

;

<

>

=

{

}

^^

++

--

<=

>=

<<

>>

*=

/=

%=

+=

-=

&=

^=

|=

==

!=

>>=

<<=

and

or

#

Notes:
1) Virtually all valid C expressions (except C-specific type operators) are supported by AESOP.  This includes bitwise operators; "side effects" such as ++, --, +=, and others; and the ternary conditional (?:) operator.

2) The "^^" operator is a binary exponentiation operator identical to BASIC's "^".  

3) The logical OR (||) and AND (&&) operators must be written with their English equivalents or and and.  This adds clarity while reducing the likelihood that a programmer will use the bitwise "&" when the logical "&&" was intended (a well-known C foible).

4) The unary logical NOT operator (!) can be optionally written with the keyword not, for clarity.

5) "@" is a unary prefix operator which, when applied to an object handle, yields the internal

resource cache descriptor for the object at that index.  If the handle does not refer to a valid object instance, the @ expression will evaluate to -1.  This operator is useful for determining whether or not a given handle refers to a valid object.

Keywords
──────────────────────────────────────────
case


default

message

procedure

return

else


switch

while


do


for


break

continue

if


loop


class

member

extern

public

private

table

long


word


byte


string

trigger


this
Many of AESOP's keywords emulate their C counterparts.  For any keywords not described in the notes below (and for more information on many that are mentioned), refer to Kernighan and Ritchie's The C Programming Language or a similar reference on C.

Notes:
1) Only 3 numeric data types exist in the AESOP language: byte (1-byte signed int), word (2-byte signed int), and long (4-byte signed int).  Any of these types may be multidimensionally arrayed.  As in C, the base address of an array may be passed to a code resource handler by writing the name of the array with no subscripts.  All values are passed to code resource handlers are promoted to 4-byte types.

2) A break or continue statement may optionally be accompanied by a parenthesized constant value which specifies how many levels of loops or switch constructs are to be continued or terminated.

Where a C programmer would be forced to write


for (sake=0;sake<10;sake++)



for (mat=0;mat<10;mat++)




for (play=0;play<10;play++)





{





...





if (...) goto outtahere;





...





}
outtahere:


...

or

done = 0;

for (sake=0;(sake<10) && (!done);sake++)






for (mat=0;(mat<10) && (!done);mat++)




for (play=0;play<10;play++)





{





...





if (...) { done = 1; break; }





...





}
a conscientious AESOP programmer could instead write


for (sake=0;sake<10;sake++)



for (mat=0;mat<10;mat++)




for (play=0;play<10;play++)





{





...





if (...) break(3);





}

...
break(1) and continue(1) function identically to break and continue, respectively.  Non-constant values, and values less than 1, are errors.

3) case statements may contain more than one constant value.  The C fragment


case 'A':

 
case 'a':


case 'B':


case 'b':



...
may be written in AESOP as


case 'A','a','B','b':
4) The message keyword allows classes to define handlers for various message types.  For more information on message-based communication, see the description of the send_message() function in the Code Resources section of this manual.

5) procedures may be thought of as subroutines which are local to a class.  They may access public, private, and other variables defined within a class's scope, but they may not access auto variables defined within message handlers, and they do not offer a parameter-passing mechanism.  Syntactically, a procedure call may appear anywhere a variable or code resource name is appropriate.  See the Programming Examples section for more information.

6) A loop construct is analogous to the C for (;;) construct.  It is used to define a compound statement which will be repeated indefinitely and exited explicitly by a break or return statement within the body of the loop.


     loop



{



beep();



}
7) The class and member keywords implement inheritance, an important concept in object-oriented programming.  class declares the start of a class, or AESOP program unit.  member declares an "inheritance" relationship between a derived class and a base or parent class.  Message handlers in derived classes can alter the behavior of message handlers in their parent classes; see the description of send_message() in the Code Resources section of this manual for more information.  For syntax and usage guidelines, refer to the AESOP Language Grammar elsewhere in this section, or the Programming Examples section of this manual.

8) Variable declarations with extern scope allow access to public variables declared in another class, as long as a handle to a valid object of that class is available in the external reference expression.  In this example,



word x;


extern word "test class" frotz;


testhandle = (handle to "test class" or a class derived from it)


x = testhandle.frotz;

the variable 'x' is assigned the current value of a public variable called frotz in the class "test class".  A handle to a derived class may be used to reference an extern variable in one of its parent classes, but not vice versa.

9) public and private, when placed before variable declarations of static (class) scope, determine whether or not the variable may be accessed from other classes via an extern declaration.  Additionally, only public variables are saved to ASCII context files.  private variables must always be explicitly initialized at runtime.

10) A table array is a constant type which must be initialized at compile time.  Tables reside in the program's code object, and cannot be modified at runtime.  For example,



table byte frotz[3][2] = { 1,2, 3,4, 5,6 };
Tables must be declared with class scope; that is, outside of procedures or message handlers.  Many Eye of the Beholder III source files contain further examples of tables.

11) The string keyword may be used to force the interpretation of a string literal as an ASCII text string, rather than as a resource or message name.  Without the string keyword in this example,



sprint(TW_OUT,string "this is string #%u",1);

the literal "this is string #%u" would be incorrectly interpreted as a resource name by the compiler.
12) When encountered, the diagnostic keyword trigger emits a BRK (break) opcode in the compiled AESOP code.  The default behavior of the BRK handler in the runtime interpreter's RT.ASM module is to generate a debugger breakpoint interrupt (INT 3) and continue execution.

13) The keyword this is a pseudo-variable which, when used in an expression, always equals the handle to the instance for which the class was invoked.  It is analogous to the this keyword in C++.

Preprocessing
──────────────────────────────────────────
Both resource scripts and SOP programs are passed through the standard AESOP preprocessor.  The traditional C preprocessor directives #define, #ifdef, #else, and #endif are implemented, primarily to allow module-sharing between AESOP and the interpreter's C compilers.  C-specific macros may be #defined in #ifndef __AESOP__ clauses, while AESOP resource declarations may appear in #ifdef __AESOP__ clauses.  

The #include preprocessor directive is also implemented.  A new directive, #depend, has the same syntax as #include and causes its target file to be added to a source file's ARC autodependency list exactly as if it had actually been #included.  The directives #verbose and #brief toggle on and off a diagnostic feature which causes all generated AESOP code to be displayed during compilation in a "disassembled" format.  Unrecognized C preprocessor directives are skipped.

Through the application of the following rules, the preprocessor creates an intermediate file (or i-file) which is suitable for use as input to later parsing stages.  The i-file is normally deleted by ARC after compilation; if desired, the /kp command-line directive may be used to retain all intermediate preprocessor files generated during compilation.

1) Backslashes ('\') followed by whitespace cause the rest of the line to be ignored, including its terminating newline.

2) For each source line, the name of the current source filename is written to the output file, followed by the source line number being processed, a colon (:), and a single space (' ') character.  This information is used during error reporting and autodependency maintenance.

3) Leading and trailing horizontal whitespace is removed from each line.

4) Text blocks within comments (` ... \n, // ... \n, and /* ... */) are skipped.

5) Text within false #ifdef, #ifndef, and #else clauses is skipped.

6) Lines which begin with unrecognized preprocessor directives (# {token...}) are skipped.

7) Source files named in #include directives are handled through recursive calls to the main file processor.  Normally, #include files may be nested until all available system file handles are exhausted.

8) Source filenames in #depend directives are written to the i-file as a single empty line followed the number 0, a colon, and a single space character.

9) The #define keyword allows the definition of simple text macros, while the #undef keyword may be used to cancel the definition of a given macro.

10) Simple macro replacement is performed on #defined identifiers.  C-style macro arguments are not allowed, and constant arithmetic expressions are not reduced.

Resource Maintenance and Management
Overview
──────────────────────────────────────────
The AESOP application resource script, which declares all resources used by the application, is compiled with the ARC (AESOP Resource Compiler) utility.  ARC builds the binary resource file from the literal and indirect resource references in the resource script.

ARC performs automatic dependency checking on all indirect resource references, to avoid the need for large amounts of disk access each time a simple change is made to a text string.  Binary resources acquired from files are stored with a header indicating the date and time of storage; in deciding whether to recompile the resource, these date/time values are compared with the target file's date and timestamp values.  The AESOP resource file format appears in the Appendices section of this manual.

At runtime, the AESOP application reserves almost all available memory for use as a resource cache.  All resources, including artwork, sound files, programs, text strings, and other instances of data or code, are swapped in and out of the resource cache based on the application's demands for their presence in memory.  AESOP's resource management mechanism is extremely sophisticated, and assumes almost all responsibility for the details of the application's memory management.

Resource Attributes
──────────────────────────────────────────
Resources have attributes which determine how the AESOP runtime interpreter manages their resource cache entries during and after loading.   Attributes which may be specified in the resource script include (with defaults in brackets):

FIXED | [MOVEABLE]

PRECIOUS | [DISCARDABLE] | TEMPORARY

If a resource script declaration contains no attribute specifiers, the attributes MOVEABLE and DISCARDABLE are used for that resource.  

A few special resources may need to be marked FIXED in the resource script.  At runtime, FIXED resources are allocated from the top of the cache down.  Few resources require the FIXED designation in the resource script, as the AESOP interpreter generally specifies the resource attributes itself when loading critical resources such as music and sound sample files.

MOVEABLE resources, such as graphics and SOP programs, may be moved at will during execution to optimize the amount of available memory in the resource cache.  Upon an attempt to load a resource too large to fit in the remaining cache memory, this "garbage collection" process will follow these steps to make room:

1) Discard all entries which have been deallocated, or "freed."

2) If there are TEMPORARY resources and there is insufficient space in the cache


Discard all TEMPORARY resources, moving higher resources down to free up


room at the top of the MOVEABLE heap

3) While there are DISCARDABLE resources and there is insufficient space in the cache


Discard the least recently-used DISCARDABLE resource, moving higher


resources down to free up room at the top of the MOVEABLE heap.

4) If insufficient room remains in the resource cache, display a system error dialog.

The least-recently-used resource is the resource whose "handle" was least recently dereferenced into a pointer; i.e., passed to a code resource handler.

Resources designated as PRECIOUS are never discarded.  This attribute should be used only for resources whose loss would cause a severe and recurrent speed penalty at runtime, or which are accessed from interrupt handlers or other system-critical code resources.  All FIXED resources are also considered PRECIOUS.

It is important to note that the resource cache is not a virtual memory manager.  It does not manage variable resources, only read-only resources which may be refreshed from mass storage or reconstructed at will by the system.  This has a couple of key advantages:

1) Machines with small amounts of free DOS RAM can get by comfortably by relying on a good EMS/XMS disk cache.  This advantage would be largely negated if the resource manager had to write "swapped" objects to disk.

2) The resource loader can be made "smart" enough to avoid reading multiple copies of the same objects in from memory.

The resource cache is constructed by allocating all system RAM which remains after the AESOP interpreter and its code resources have been accounted for.  Too small a resource cache may drop runtime performance to unacceptable levels if resources must be continually read and re-read from disk ("thrashing") in order to respond to common messages and requests.

ARC Command-Line Options
──────────────────────────────────────────
ARC offers the following command-line options:

/cnnn   Resource file compaction threshold = nnn%% (default=25%%)
This option controls how often obsolete resources are discarded from the resource file.  Development environments with ample amounts of storage space may wish to increase this value, as file compaction may take half a minute or so on slower platforms.  Before shipping an AESOP application, be sure to run the ARC with the option /c0 to minimize the size of the resource file.

/dx[=y] Define macro x=y
Allows the programmer to define macros on the ARC command line which will be visible to all files compiled by ARC.

/kp     Do not delete preprocessor output files
Useful for diagnostic purposes.

/n      Force creation of new resource file
Forces the entire resource file to be rebuilt from scratch.  For large applications, this process may take several minutes, even on fast systems.

/oxxx   Output resource filename = xxx
Normally, the resource file name is obtained by stripping the suffix from the resource script filename passed to ARC, and substituting the standard resource file suffix .RES.  This option allows the programmer to override this behavior.

/v      Verbose compilation
Shows a disassembled listing of all AESOP bytecodes written during compilation of .SOP programs.

/sb     Show brief resource file dump
/sv     Show verbose resource file dump
Displays a listing of the resource file's contents, in short or long formats.  These options are provided for diagnostic purposes only.

/w0   * Show notice, warning, and error messages
/w1     Show warning and error messages only
/w2     Show error messages only
These options control the display of warning and error messages based on their severity level.  Miles Design recommends that the default (/w0) option be left active.

/x      Do not verify unique resource names
This option prevents ARC from maintaining a dictionary of compiled resource names for purposes of verifying name uniqueness.  /x is a holdover from earlier versions of ARC which could use only the lower 640K of memory during compilation, and should no longer be necessary except in environments where extremely complex resource files must be compiled with very little system memory.

ARC Messages
──────────────────────────────────────────
Any of these messages may appear during compilation of an AESOP resource script.  When a message is reported, the filename and location of the offending line will normally appear before the message line.  Additionally, the severity of the condition which prompted the message will be displayed.  Each message has one of five basic severity levels. 

Notices do not necessarily indicate a problem in the resource script at all -- they serve to inform the programmer of normal occurrences during compilation, such as "garbage collection," and of conditions which are generally harmless, such as variables which were declared but never used.  Notices can safely be disabled, if desired, through the use of the /w1 command-line directive.
Warnings, like notices, do not stop the compiler, but they often indicate conditions which can give rise to runtime errors or unintended results.  Disabling warnings is possible through the use of the /w2 command-line directive, but not recommended.

Errors usually indicate syntax faults in a source file, command-line option errors, or disk or file access problems.  When an error occurs during compilation of a .SOP program, ARC will attempt to finish compilation of the module if possible, but any code it generates will not be written to the resource file.  Subsequent modules or resources will be compiled normally.

Fatal errors are those which prevent ARC from processing any further data or code.  They indicate a serious problem with the development environment or resource script, such as a lack of available memory or disk space.  When a fatal error occurs during compilation of a resource script, the .RES file is deleted since its contents may have become invalid due to the condition which produced the fatal error.

Internal errors indicate an unexpected problem in the ARC compiler itself.  These messages should never occur in normal operation; report any instances of internal errors to Miles Design.

All code resources must be defined together
Only one code resource definition list may appear in a resource script.

name attribute meaningless when 'temporary' specified
The fixed, moveable, precious, and discardable attribute specifiers are not meaningful when applied to a resource type which has been declared temporary.

Auto variable declaration outside procedure or message handler
Variables declared outside procedures or message handlers must be of scope private, public, extern, or table.

Bad command-line macro definition
The command-line directive /d must be followed by a valid macro name; e.g., /dFROTZ or /DFROTZ=OZMOO.

Bad procedure name 'name'
A procedure name must be a valid AESOP identifier.

Binary constant 'num' has 'num' digits
This warning occurs when the number of digits in a binary constant is greater than, but not a multiple of, 4.  Since large binary constants often contain many digits, the purpose of this warning is to alert the programmer to potential difficult-to-spot typographical errors. 

'break' or 'continue' outside of control structure
These statements may appear only within loops and, in the case of break, switch statements.  This message may also be caused by the use of an optional subscript which exceeds the current control structure nesting level.

Cannot nest procedure or message handler definitions
An attempt was made to declare a procedure or message handler within another procedure or message handler.

Can't assign or modify non-variable expression
An attempt was made to change the value of a constant or other non-variable expression.

Can't concatenate identifier name fragments
A line-continuation character ('\') cannot be used in the middle of an identifier name.

Can't concatenate line at end of file
A logical line of text cannot be split across two files.

Can't create resource file name
The specified resource file could not be created, probably due to a lack of disk space or network access rights.

Can't find file name
The specified file could not be located by ARC.

Can't open temporary file name
During one of its compilation phases, ARC failed to open a needed temporary file for reading or writing.  Make sure the directory indicated by the TEMP environment variable, if any, is valid.

Can't read from file
The resource file ended unexpectedly, or is otherwise corrupted.  This message may also be produced by disk or network errors unrelated to the resource file.

Can't read from file name
The specified file ended unexpectedly, or is otherwise corrupted.  This message may also be produced by disk or network errors unrelated to the given file.

Can't write to file -- disk may be full
ARC could not create or append to the resource file, due to lack of storage space.

'case' outside of switch statement
case statements may occur only within switch statements.

Class specifiers may be used only with extern variables
A class name was encountered as part of the declaration of a variable which is not of scope extern.

Code outside procedure or message handler is unreachable
AESOP has no way to execute statements outside of valid procedures or message handlers.

Code resource 'name' already defined
The specified name appeared more than once in the code resource list.

Code resource name must be valid C identifier
Code resource lists must be compilable by both AESOP and C, to properly link the code resource function calls with the AESOP interpreter.  AESOP performs C-style syntax checking on each resource name to make sure it is a valid C function name.

Comment block open at end of file
A comment text block was not properly terminated with a '*/' symbol.

Compacting resource file name
ARC is performing "housecleaning" on the specified resource file, because the size of the obsolete resources in the file has exceeded the compaction threshold.  This process may take some time; if it occurs more often than desired, use the /c command-line option to increase the compaction threshold.

Conditional preprocessor directive open at end of file
An #ifdef clause was not terminated with a matching #endif directive.

Contradictory attribute specification
An attribute specification contained a conflicting attribute specifier pair such as fixed,moveable or precious,discardable.

Creating new resource file name
The specified resource file is being built from scratch, not by modifying an existing file.

'default' outside of switch statement
default statements may occur only within switch statements.

Disk full
ARC could not create or append to a source or temporary file, due to lack of storage space.

Duplicate case value 'name'

Each case statement within a switch construct must have a unique constant value.

Escape code outside literal or character constant
An escape code (such as '\n') may appear only within a string, text, or character literal.

Expected 'name', found 'name'
The indicated symbol or name was unexpected at its place in the specified line.  Another symbol or name was expected instead.   Refer to the AESOP Language Grammar section of this manual for syntax guidelines.

Expected class or object definition statement
A .SOP source file can contain only preprocessor directives and class definitions.

Expected literal constant, found 'name'

Some AESOP expressions, such as those used to determine array sizes and case values, must be simple numeric constants.

Expected resource type specifier
A valid resource type specifier was expected after an attrib keyword.

Expected string literal, found 'name'
String literals are required in member declarations and after string override operators.

External reference needs object handle
References to extern variables must be prefixed by a handle to a valid AESOP class instance followed by the dot operator ('.').  An exception: when the extern variable name is also declared as public within the current class, the code need not use a 'this.' handle to access its own copy of the variable.

External variable declaration 'name' needs class specifier

An extern variable declaration must specify the name of the class which declares the variable public.

File 'name' not found
The specified indirect resource file could not be opened.

Handler for message 'name' has already been defined
An individual class may declare only one message handler for any given message.

Heap unbalanced or corrupted (num init, num current)
This internal compiler error should never occur under normal circumstances.  Report any instances to Miles Design.

'name' has too many array dimensions
Arrays may be declared with up to 16 dimensions, and references to an array cannot be made using more dimensions than specified by the array's declaration.

Illegal attempt to modify table 'name'
A table is a constant data type which resides in the class's code segment, rather than its instance.  Consequently, tables must be initialized at compile time and cannot be modified at runtime.

Inappropriate use of array indexing
An arrayed reference was made to an unarrayed type or identifier.

Inappropriate use of dot operator
An attempt was made to reference an external variable using an identifier which is not an external variable name.

Inappropriate use of parentheses
An attempt was made to call a code resource using an identifier which is not a code resource name.

Incomplete resource specification
The resource specification did not contain enough parameters to describe the resource.

Insufficient free memory
More memory is needed to compile the resource script.  ARC runs under a 32-bit DOS extender which can make use of EMS, XMS, VCPI, DPMI, or INT15 memory; free up more memory, if possible.

Invalid command-line option; use /? for help
An unrecognized command-line option was passed to ARC.  The option /? will produce a list of valid command-line options.

Invalid constant
A decimal integer constant must follow the /c command-line directive.

Invalid or obsolete resource file name
The resource file exists, but either it is invalid or it was created by an incompatible version of ARC.  This is a fatal error, so the invalid resource file will be deleted by ARC.

Macro name not previously defined
An attempt was made to #undef a nonexistent macro.

Maximum array size (64K) exceeded
An array requiring more than 65,535 bytes of storage space was declared.

Maximum input line length exceeded
A maximum of 512 characters may appear on any physical line of a resource script, header file, or .SOP program.

Message name 'name' must be string literal
A message name used in a send_message() call or a message handler declaration must be a valid text string which begins and ends with quotation marks.

Misplaced preprocessor directive
A preprocessor directive may appear only at the beginning of a line.

Missing attribute specifier
An attribute specification must end with a valid attribute specifier such as fixed, moveable, or precious.

Missing constant or string literal
A constant or string literal was expected as part of an indirect data resource definition's constant list.

Missing or invalid directive argument
A syntax error was encountered within a preprocessor directive.

Missing or invalid expression
A syntax error was encountered during the parsing of an expression.

Missing or invalid filename
A syntax error was encountered within an #include directive.

Name 'name' already in use as code resource identifier
Code resources share their namespace with AESOP variable names, so their names must not conflict with other identifiers. 

Name of class or object must be enclosed in '"' quotes
In a class definition statement, the name of the class must be a valid string literal.

No resource script to compile
ARC must be executed with the name of a valid AESOP resource script (.SCR) on the command line.

Object may inherit from only one class
The current release of AESOP does not support multiple inheritance.

Only table arrays may be initialized
An attempt was made to initialize a variable other than a table at compile time.

Out of code space
A class may not contain more than 64K bytes of code.

Output line too long
During preprocessing, a logical line exceeded its maximum allowable length of approximately 4,096 characters.

Possible use of variable 'name' before assignment
The named variable was referenced in an expression, but not assigned a value by any expression appearing in the class before the reference.  This may reflect a common programming error involving the use of uninitialized variables.

Preprocessor conditionals nested too deeply
#ifdef clauses may be nested up to 256 levels deep.

Procedure 'name' has already been defined
A class contained more than one procedure with the specified name.

Redundant attribute specifier
An attribute specification contained multiple occurrences of an attribute specifier such as fixed, moveable, or precious.

Replacing previous definition of macro name
A #define directive redefined an existing macro with a different definition.

Resource file name is already up to date
None of the resource file's dependencies have been modified since the resource script was last compiled.

Resource file entry number invalid
The resource file contains an invalid header entry.  This indicates a corrupted resource file which should be rebuilt with the '/n' option.

Resource 'name' has not yet been compiled
This message appears when a SOP program makes a reference to a named resource which is not actually present in the resource file.  Strictly speaking, this is not an error; the named resource will be "created by reference," which means that ARC reserves each resource's internal name index when it is first encountered.  For this reason, you will not see this message during later compilations, even if the resource itself is never actually compiled.  Failure to subsequently add the resource to the file will cause problems if the SOP program attempts to load the resource at runtime.

Resource name 'name' already in use
Each resource declared in the resource script must be given a unique name.  This error message is caused by an attempt to declare a resource whose name is already in use.

Skipping unknown preprocessor directive name
An unknown preprocessor directive beginning with the # character was ignored.

Syntax error ('name')
The indicated name was unexpected at its place in the specified line.  Refer to the AESOP Language Grammar section of this manual for syntax guidelines.

Table declaration inside procedure or message handler
A table's data is compiled directly into its class's code stream.  Consequently, tables should be placed outside procedures and message handlers to ensure that the interpreter does not attempt to "execute" their data.

Table 'name' requires num initializers (num present)

There was a discrepancy between the number of initializers in the specified table's declaration and its subsequent definition.

'temporary' attribute meaningless when used with others

The temporary attribute specifier cannot be mixed with other attribute specifiers.

Too many message names defined
An application's resource file cannot contain more than 65,536 unique message names, whether or not the message names are presently in use.  Rebuild the resource file with the /n option to flush all obsolete message names.

Too many nested control structures
Loops and switch() statements can be nested to a maximum of 16 levels.

Too many resource parameters specified
The resource specification contained more parameters than were necessary to fully describe the resource.

Unable to open include file name
A file specified in an #include directive could not be opened.

Unbalanced '*/' comment terminator
Each comment opened by a '/*' symbol must be closed by a matching '*/'.

Unbalanced ']' text literal terminator
Each text literal opened by a '[' symbol must be closed by a matching ']' on the same logical text line.  This may be caused by a missing line-continuation character ('\') at the end of a physical line.

Unexpected #else directive
Each #ifdef clause may have one and only one #else directive, and no #else directive may appear outside an #ifdef clause.

Unexpected #endif directive
Each #ifdef clause may have one and only one #endif directive, and no #endif directive may appear outside an #ifdef clause.

Unexpected end of file
A .SOP source file ended with a compound statement still open.

Unknown identifier 'name'

The specified identifier or variable name was not declared prior to its use in an expression.

Unrecognized source file format
An indirect resource declaration specified a source file which was not of an appropriate format for that resource type.

Unterminated literal or character constant
An ASCII literal '' or "" value is missing its trailing ' or " character.

Value assigned to variable 'name' is never used
The named variable was assigned a value, but never subsequently referenced in the class's code.

Variable 'name' already defined

The named variable has already been defined in its current scope.

Variable 'name' declared but never used
The named variable was declared but never referenced in any expressions in the class's code.

Variable 'name' requires one or more additional dimensions
Fewer dimensions were used in an array reference than were specified in the array's declaration.  This is illegal in AESOP, except for the use of an array's name by itself to pass the address of the array to a code resource handler.

Variable 'this' cannot be modified directly
The variable this always contains a handle to the currently active instance of a class.  Its value is updated automatically by the runtime interpreter when a message or event transfers control out of the current class. 

Code Resources
Overview
──────────────────────────────────────────
Code resources, or high-level functions available to the AESOP programmer, may be added to AESOP by linking their object or API files with the core interpreter module and adding their names to the AESOP resource script's code resource declaration list.  Code resource handlers are typically written to isolate the AESOP programmer from the low-level programming work typically associated with C libraries.  For example, the Audio Interface Library functions

HSEQUENCE far cdecl AIL_register_sequence(HDRIVER driver, void far *FORM_XMID,

   unsigned sequence_num, void far *state_table, void far *controller_table);
void far cdecl AIL_start_sequence(HDRIVER driver, HSEQUENCE sequence);

would not be useful to a SOP program in the above form.  SOPs do not have a "pointer" variable type; further, they may not allocate memory and load IFF XMIDI files directly.  Instead, calls to the above functions might look like this to a SOP programmer:

play_sequence("attack of the invisible gelatinous cubes"); 

All code resource handlers are implemented as C functions which are linked to the modules comprising the AESOP interpreter.  All parameters passed to code resource handlers are 32 bits in size, with one exception: the first parameter of all code resource handlers should be defined as UWORD argcnt.  The code resource handler may inspect this parameter to determine the number of parameters passed to the handler by the AESOP programmer.  byte and word parameters passed to code resource handlers are promoted to longs prior to the call.  

The address of an array may be passed to a code resource handler simply by referring to its identifier name without any indexing brackets.  Code resources which access arrays passed in this manner must re-establish the array's base address in its object instance after performing any resource cache activity, because the instance containing the array may be moved in memory by the resource manager.  The recommended way to handle this in AESOP/16 is as follows:

   
HRES handle; UWORD array_offset;


//


// Determine array's offset within the caller's instance


//


array_offset = FP_OFF(array) ‑ FP_OFF(RTR_addr(objlist[current_this]));


//


// Dereference and lock 'resource' by name, potentially 


// invalidating the 'array' pointer which was passed to the handler


//


handle = RTR_get_resource_handle(RTR,resource,DA_DEFAULT);


RTR_lock(RTR,handle);


//


// Validate 'array' by fetching the (possibly new) address of 


// its object instance and adding array's previously calculated offset


//


array = add_ptr(RTR_addr(objlist[current_this]),array_offset);


...

A similar technique also applies to AESOP/32 applications:

   
HRES handle; ULONG array_offset;


//


// Determine array's offset within the caller's instance


//

   
array_offset = (ULONG) array ‑ (ULONG) RTR_addr(objlist[current_this]);


//


// Dereference and lock 'resource' by name, potentially 


// invalidating the 'array' pointer which was passed to the handler


//


handle = RTR_get_resource_handle(RTR,string,DA_DEFAULT);


RTR_lock(RTR,handle);


//


// Validate 'array' by fetching the (possibly new) address of 


// its object instance and adding array's previously calculated offset


//


array = add_ptr(RTR_addr(objlist[current_this]),array_offset);

The above examples ensure correct access to public and private arrays owned by the caller.  They do not work in any of the following instances:


* array is the address of a table.


* array is of automatic (stack-frame) scope.


* array is external to this.

In these situations, the code resource handler must make a copy of the array in non-movable memory before accessing any resources.  Since few handlers do this, it is best to refrain from passing the addresses of tables and automatic or external arrays to code resource handlers which access the resource cache.

Below is a list of the code resource handlers implemented for Eye of the Beholder III.  Most of these handlers are generic enough to be reused in other applications, but a few are meaningful only in the context of the Eye III engine.  The latter are described briefly here as examples of application-specific code resources.  All prototypes are shown as they appear to the AESOP programmer, without the mandatory argcnt parameter.

The General AESOP Services, Event Services, and Interface Services are listed in alphabetical order by function name.  The General Graphics Services, Window Services, Text Services, Audio Services, and Eye of the Beholder III Support Services are grouped by function category.

General AESOP Services
──────────────────────────────────────────────────────────────

   Function: ULONG absv(LONG val)
     Module: RTCODE.C

Description: Returns the absolute value of val.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void beep(void)
     Module: RTCODE.C

Description: Generates a short tone with the internal PC speaker.

    Remarks: This function does not make any BIOS or DOS calls, so it may

             be used as a diagnostic service within an interrupt handler.

──────────────────────────────────────────────────────────────

   Function: void copy_string(BYTE *src, BYTE *dest)
     Module: RTCODE.C

Description: Copies the contents of BYTE array *src to *dest.

    Remarks: This function copies all characters in *src to the 

             *dest array, up to and including the string's

             mandatory null terminator.  It may be used with

             arrays of any scope.

──────────────────────────────────────────────────────────────

   Function: LONG create_object(ULONG name)
     Module: RTOBJECT.C

Description: Creates an instance of SOP class name at the first free object

             list entry.

    Remarks: This function scans the application's object list from index 0 to

             NUM_ENTITIES-1, attempting to find a free handle for the object.

             If no free slots exist, the function returns -1.

             Normally, the application partitions its object list into 

             individual regions for specific purposes.  This function is of

             limited use in such an instance, because it always begins

             its search for unused handles at index 0, and searches the entire

             object list if necessary.  If the application needs to handle

             its own object database management, the related function

             create_program() may be more appropriate.

             When a SOP class is instantiated, the following events occur in

             order:




1) A thunk describing the new class is created, if one does




   not already exist for another instance of the class.  In the




   process, all necessary code blocks are loaded into memory.




2) Data space for the instance is allocated from the resource




   cache.




3) A "create" message is sent to index, to allow it




   a chance to perform any necessary initialization tasks.

──────────────────────────────────────────────────────────────

   Function: LONG create_program(LONG index, ULONG name)
     Module: RTOBJECT.C

Description: Creates an instance of SOP class name, assigning it the

             handle index.

    Remarks: If index is -1, create_program() will assign and return

             the first available object list entry, as with the related

             function create_object() above.  In either case, the function

             returns the handle (object list index) of the newly created

             SOP program object.

             See create_object() for a description of the steps taken when a

             SOP class is instantiated.

──────────────────────────────────────────────────────────────

   Function: LONG destroy_object(LONG index)
     Module: RTOBJECT.C

Description: Deletes the SOP class instance referred to by the handle

             index.

    Remarks: The following actions are undertaken by this function, in

             order:




1) A "destroy" message is sent to index, to allow it




   a chance to perform any necessary shutdown tasks.




2) Any event notification requests registered by index are




   cancelled.




3) Any windows owned by index are released.




4) If index's thunk is not shared with any other instances




   of the same class, the memory the thunk occupies is




   released.




5) The memory used by index's instance data is




   released.




6) The object list entry index is marked "free."

             Since an object's program code is DISCARDABLE by default, it is

             not explicitly deleted from memory.

──────────────────────────────────────────────────────────────

   Function: void diagnose(ULONG dtype, ULONG parm)
     Module: RTCODE.C

Description: Provides a link between the AESOP application code and the

             interpreter, for diagnostic purposes.

    Remarks: dtype and parm are two generic parameters for passing data

             from AESOP to the application's diagnostic facilities.  This

             function should be modified to suit individual needs.

──────────────────────────────────────────────────────────────

   Function: ULONG dice(ULONG ndice, ULONG nsides, ULONG bonus)
     Module: RTCODE.C

Description: Returns the accumulated result of rolling ndice nsides-sided

             dice, plus bonus.

    Remarks: The output of this function may be used to generate either a

             linear or bell-shaped (Gaussian) probability distribution,

             depending on its input parameters.

──────────────────────────────────────────────────────────────

   Function: LONG envval(BYTE *name)
     Module: RTCODE.C

Description: Returns the numeric value of the contents of the DOS environment

             variable name.

    Remarks: This function is used to implement AESOP "debug mode," activated

             in Eye of the Beholder III by setting the DOS environment string

             AESOP_DEBUG=1.

             envval() returns -1 if the environment string does not exist or

             cannot be evaluated.

             See strval() for more information on AESOP's string conversion

             facilities.

──────────────────────────────────────────────────────────────

   Function: void flush_cache(ULONG goal)
     Module: RTOBJECT.C

Description: Forces the AESOP resource cache manager to discard resources on a

             least-recently-used basis until goal bytes are available in the

             resource cache.

    Remarks: This function may be used to optimize resource cache performance.

──────────────────────────────────────────────────────────────

   Function: ULONG heapfree(void)
     Module: RTCODE.C

Description: Returns the amount of memory currently "free" in the resource

             cache.

    Remarks: This function is provided for diagnostic purposes, since the

             AESOP resource manager satisfies allocation requests in excess of

             the amount of available memory by discarding unused resources.

──────────────────────────────────────────────────────────────

   Function: void launch(BYTE *dirname, BYTE *prgname, BYTE *argn1, BYTE

             *argn2)

     Module: EYE.C

Description: Executes a DOS process from within an AESOP application.

    Remarks: This function is used in Eye of the Beholder III to execute

             cinematics modules and the character generator program.  

             Before calling launch(), the application may wish to "swap"

             the object list contents to temporary files via the

             suspend_game() function.

             dirname and prgname refer to the names of the directory and

             program name to launch, respectively.

             argn1 and argn2 are optional argument strings to pass to the

             spawned program.  If unused, either or both of these parameters

             should be set to 0.

             launch() performs the following actions, in order:




1) A "destroy" message is sent to the application's startup




   object, to allow it a chance to perform any necessary




   shutdown tasks.




2) The AESOP sound system is shut down.




3) The memory occupied by the entire AESOP resource cache




   is released.




4) The text-mode DOS cursor is positioned at location (0,51),




   to keep it hidden during the launching process.




5) The current working directory is changed to the one given




   by dirname.




6) The secondary process is executed via a call to the C




   function execl.

            launch() does not return under any circumstances.  In the event

            that a DOS error prevents the successful execution of the

            secondary process, the application will terminate with the

            error message Secondary process launch failure num, where num is

            the value of the C global variable errno.

──────────────────────────────────────────────────────────────

   Function: void load_resource(BYTE *array, ULONG resource)
     Module: RTCODE.C

Description: Reads resource from the resource file into a given array.

    Remarks: array must not be of automatic or external scope.  See the

             Overview to this section for details.

──────────────────────────────────────────────────────────────

   Function: void load_string(BYTE *array, ULONG string)
     Module: RTCODE.C

Description: Reads a string resource from the resource file into a given

             array.

    Remarks: The string and its null terminator will be placed in array
             by this function.  An attempt to read a resource of type

             other than string will result in an error; use load_resource()
             instead.

             array must not be of automatic or external scope.  See the

             Overview to this section for details.

──────────────────────────────────────────────────────────────

   Function: LONG maxv(LONG val1, LONG val2)
     Module: RTCODE.C

Description: Returns the larger of two signed values, val1 and val2.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: LONG minv(LONG val1, LONG val2)
     Module: RTCODE.C

Description: Returns the smaller of two signed values, val1 and val2.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: LONG pass_message(...)
     Module: NA

Description: See send_message().

    Remarks:
──────────────────────────────────────────────────────────────

   Function: LONG peekmem(LONG *addr)
     Module: RTCODE.C

Description: Returns the 32-bit signed integer at absolute memory location

             addr.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void pokemem(LONG *addr, LONG data)
     Module: RTCODE.C

Description: Stores the 32-bit signed integer data at absolute memory 

             location addr.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: ULONG rnd(ULONG low, ULONG high)
     Module: RTCODE.C

Description: Returns a random unsigned integer value in the range

             [low,high], inclusive.

    Remarks: When rnd() is first called by the application, the random

             number generator is "seeded" with the current time-of-day

             clock value.

──────────────────────────────────────────────────────────────

   Function: LONG send_message(ULONG object, MESSAGE message, ...)
             LONG pass_message(...)
     Module: RT.ASM (SEND and PASS bytecode handlers)

Description: send_message() sends a named message to a class, while

             pass_message() may be used within a derived class to pass control

             to a parent class's handler for the same message.

    Remarks: send_message() and pass_message() are not true code resource

             handlers; rather, they are function-like statements built into

             the AESOP language.  send_message() and pass_message() both

             accept an unspecified number of optional parameters which

             object's message handler may access in the form of recipient

             variables.

             The following example fragment prints the value of two recipient

             variables:




send_message(this,"test message",69,77);



message "test message",foo,bar




{





sprint(TW_MAIN,string "%d,%d",foo,bar);





return 42;





}

             In this example, the send_message() call would return a value

             of 42, as given in the handler's return statement.
             The number of recipient variables in the message handler 

             need not match the number of parameters actually passed in the

             send_message() or pass_message() statement.
             A message handler in a derived class subclasses any handlers for

             the same message defined in higher-level classes.  Subclassed

             handlers in parent classes will never be executed unless the

             derived class issues a pass_message() statement, in which case

             the next higher-order class which handles the message will

             receive control.  This object-oriented "inheritance" mechanism is

             the fundamental method by which AESOP allows derived classes to

             alter the behavior of existing code.

──────────────────────────────────────────────────────────────

   Function: ULONG string_compare(BYTE *str1, BYTE *str2)
     Module: RTCODE.C

Description: Returns 0 if the contents of str1 and str2 are identical,

             or a nonzero value otherwise.  string_compare() is case-

             insensitive.


    Remarks: This function operates by calling the C stricmp() function.  Its

             return value may be treated as signed for lexical comparison 

             purposes, if desired.

──────────────────────────────────────────────────────────────

   Function: void string_force_lower(BYTE *dest)
     Module: RTCODE.C

Description: Converts each uppercase letter [A-Z] in string dest to lower

             case.

    Remarks: This function operates by calling the C strlwr() function.

──────────────────────────────────────────────────────────────

   Function: void string_force_upper(BYTE *dest)
     Module: RTCODE.C

Description: Converts each lowercase letter [a-z] in string dest to upper

             case.

    Remarks: This function operates by calling the C strupr() function.

──────────────────────────────────────────────────────────────

   Function: ULONG string_len(BYTE *string)
     Module: RTCODE.C

Description: Returns the length of string in characters, not including its

             null terminator.

    Remarks: This function operates by calling the C strlen() function.

──────────────────────────────────────────────────────────────

   Function: LONG strval(BYTE *string)
     Module: RTCODE.C

Description: Interprets the contents of string as a numeric value, returning

             the value or -1 if string cannot be evaluated.

    Remarks: Any leading whitespace in string is ignored by this function.  

             If string begins with a unary + or - operator, the sign of its

             value will be adjusted accordingly.

             If string begins with the prefix '0b', the remainder of string
             will be evaluated as a binary (base-2) number.  

             If string begins with the prefix '0x', the remainder of string
             will be evaluated as a hexadecimal (base-16) number.

──────────────────────────────────────────────────────────────

   Function: void thrash_cache(void)
     Module: RTOBJECT.C

Description: Repeatedly allocates and releases large amounts of memory from

             the resource cache.

    Remarks: This function is provided for diagnostic purposes only.

Event Services
──────────────────────────────────────────────────────────────

   Function: void cancel(ULONG index, ULONG message, LONG event,

             LONG parameter)
     Module: EVENT.C

Description: Cancels an event notification request previously issued by a

             call to notify().

    Remarks: index is a handle to the object whose request is to be cancelled.

             message is the name of the message specified in the request to be

             cancelled.  A value of -1 matches all possible messages.

             event is the event type specified in the request to be cancelled.

             A value of -1 matches all possible event types.

             parameter is the optional event parameter specified in the

             request to be cancelled.  A value of -1 matches all possible

             parameter values.

             When an object is destroyed, all of its notification requests

             are automatically cancelled.

             To keep overhead low, an object should cancel notification

             requests for events which are no longer in context, rather than

             relying on "if ... return" constructs in their message

             handlers.  This is especially important for objects which request

             notification of frequent events like EV_MOUSEMOVE and EV_TIMER.

             See notify() for more information about AESOP event notification 

             requests.

──────────────────────────────────────────────────────────────

   Function: void dispatch_event(void)
     Module: EVENT.C

Description: Fetches the next event from the FIFO event queue, if any, and

             fulfills any notification requests matching the event.

    Remarks: A repeated call to this function lies at the heart of most AESOP

             applications.  Eye of the Beholder III's main game loop looks

             like:




do




   dispatch_event();




while (not game_over);


If the event queue is empty, dispatch_event() returns immediately.

            System and user input events are re-entered into the queue if

            any application events are pending.  This prevents user- and

            system-level actions from preempting or invalidating application

            responses to earlier actions.

──────────────────────────────────────────────────────────────

   Function: void drain_event_queue(void)
     Module: EVENT.C

Description: Forces processing of all pending events.

    Remarks: This function does not return until the event queue is empty

             of all events, regardless of type or origin.

──────────────────────────────────────────────────────────────

   Function: void flush_event_queue(LONG owner, LONG event, LONG parameter)
     Module: EVENT.C

Description: Flushes all qualifying events from the event queue, preventing

             them from being processed by dispatch_event().

    Remarks: owner specifies the object which generated the event(s) to be

             flushed.  A value of -1 matches any object.

             event specifies the event type to be flushed.  A value of -1

             matches all possible event types.

             parameter is the optional event parameter for the event(s) to

             be flushed.  A value of -1 matches all possible parameter values.

──────────────────────────────────────────────────────────────

   Function: void flush_input_events(void)
     Module: EVENT.C

Description: Unconditionally removes all input events from the event queue.

    Remarks: Input events are defined as event types whose values lie in the

             range FIRST_INPUT_EVENT to LAST_INPUT_EVENT, inclusive, as 

             defined in the file SHARED.H.  

             If the current event being dispatched is an input event, no

             further event notification requests will be fulfilled for the

             event.

──────────────────────────────────────────────────────────────

   Function: void notify(ULONG index, MESSAGE message, LONG event,

             LONG parameter)
     Module: EVENT.C

Description: Registers an event notification request with the AESOP event

             manager.

    Remarks: An object may issue an event notification request for a given

             event type by use of the notify() function.

             index is a handle to the object to be "notified" when the event

             occurs.

             message is the name of the message to be sent to index when the

             event occurs.  Message handlers intended to receive event

             notifications may declare two arguments (called recipient 

             variables):




message "my event handler",parm,owner
             where parm is a generic 32-bit descriptor word whose meaning

             depends on the event type, and owner is a handle to the object

             which posted the event, or -1 for system and input events  

             dispatched from the interpreter itself.

             event is the event type for which the notification is issued.

             parameter further qualifies the event specification.  It may be

             used to discriminate against unwanted event responses.  As 

             mentioned above, parameter's value is passed to the message

             handler as its first recipient variable.  For example, an object

             may request notification when the mouse pointer enters a

             particular window:




notify(this,"highlight option",EV_ENTER_REGION,wnd1);




notify(this,"highlight option",EV_ENTER_REGION,wnd2);




notify(this,"highlight option",EV_ENTER_REGION,wnd3);




notify(this,"highlight option",EV_ENTER_REGION,wnd4);



message "highlight option",option_window




{





if (option_window == wnd1) ...





}

             In this example, a "highlight option" message will be sent

             whenever the mouse cursor enters the regions wnd1, wnd2, wnd3, or

             wnd4.  The message handler checks its option_window recipient

             variable against the window handles wnd1 through wnd4 to

             determine which option to highlight.

             A parameter value of -1 matches all possible parameter values.

             For instance, the example above could have been rewritten 




notify(this,"highlight option",EV_ENTER_REGION,-1);




message "highlight option",option_window




{





if (option_window == wnd1) ...





}

            to arrange for notification whenever the mouse cursor enters

            any window area.  The message handler is then entirely 

            responsible for rejecting any unwanted notifications.

            To keep overhead low, an object should cancel notification

            requests for events which are no longer in context, rather than

            relying on "if ... return" constructs in their message

            handlers.  This is especially important for objects which request

            notification of frequent events like EV_MOUSEMOVE and EV_TIMER.

            The AESOP event queue is a first-in, first-out (FIFO) data

            structure, although system and input events always take lower

            priority than application events.  The notification request list

            managed by notify and cancel is also a FIFO structure, in that

            multiple notification requests for a given event are always

            serviced in their original order of registration.  

            By default (EVENT.H), the AESOP event queue may hold up to 128

            pending events.  Up to 768 event notification requests may be

            active at once.

            The following system and input events, defined in SHARED.H,

            may be generated by the AESOP interpreter.  Since these are

            generated internally, rather than via the AESOP post_event()
            function, any owner recipient variables declared by event

            handlers will equal -1.

                     
Event            
            Parameter


   Remarks



───────────────────────────────────────────────────────────────────────────────────────



SYS_TIMER                     1/30 sec. ticks since startup     Posted 30 times/second




SYS_MOUSEMOVE                 New mouse cursor XY coordinate    Posted when mouse moves




SYS_ENTER_REGION              Window # entered by mouse cursor




SYS_LEAVE_REGION              Window # vacated by mouse cursor




SYS_LEFT_CLICK                0




SYS_LEFT_RELEASE              0




SYS_RIGHT_CLICK               0




SYS_RIGHT_RELEASE             0




SYS_CLICK                     0




SYS_RELEASE                   0




SYS_LEFT_CLICK_REGION         Window # occupied by mouse cursor at time of click




SYS_LEFT_RELEASE_REGION       Window # occupied by mouse cursor at time of release




SYS_RIGHT_CLICK_REGION        Window # occupied by mouse cursor at time of click




SYS_RIGHT_RELEASE_REGION      Window # occupied by mouse cursor at time of release




SYS_CLICK_REGION              Window # occupied by mouse cursor at time of click




SYS_RELEASE_REGION            Window # occupied by mouse cursor at time of release




SYS_KEYDOWN                   ASCII or scan code typed by user  See SHARED.H

            "XY" parameters represent a 16-bit Y coordinate shifted left 16

            bits and OR'd with its associated 16-bit X coordinate.  This is

            AESOP's standard technique for packing two 16-bit integers into

            one 32-bit variable.

            Application events for Eye of the Beholder III are defined

            separately, in NAMES.H.  See post_event() for more information

            about application events.

──────────────────────────────────────────────────────────────

   Function: ULONG peek_event(void)
     Module: EVENT.C

Description: Returns 1 if any pending events are present in the event queue,

             or 0 if the event queue is empty.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void post_event(ULONG owner, LONG event, LONG parameter)
     Module: EVENT.C

Description: Allows an AESOP program to manually post an application event
             to the event queue.

    Remarks: Application events, unlike system and input events, are generated

             by the AESOP application code itself to "broadcast" information

             to other parts of the application.  Otherwise, the two types of

             events are handled in a similar fashion.  Eye of the Beholder

             III's set of application events are defined in NAMES.H.

             owner represents a handle to the object associated with the

             event.

             event is the type of the event to be posted to the event queue.

             By specifying a system event type here, the application may 

             simulate the effects of various user input events.

             parameter is a 32-bit user value associated with the given

             event type.

             See notify() for more information about the AESOP event

             system.

Interface Services

──────────────────────────────────────────────────────────────

   Function: void getkey(void)
     Module: INTRFACE.C

Description: Waits for the user to press a key.

    Remarks: Use of this function is not recommended under normal

             circumstances, because it suspends normal event service

             while waiting for a key.

──────────────────────────────────────────────────────────────

   Function: void hide_mouse(void)
     Module: INTRFACE.C

Description: Removes the mouse cursor from the screen.

    Remarks: The AESOP interface system decrements a counter each time

             hide_mouse() is called.  When this counter is decremented from

             0 to -1, the mouse cursor is hidden.  show_mouse() increments

             this counter; when the counter is incremented from -1 to 0,

             the mouse cursor is displayed.  This allows for nested calls

             to show_mouse() and hide_mouse().

             When the interface system is initialized, the mouse cursor is

             "hidden" by default.

──────────────────────────────────────────────────────────────

   Function: void init_interface(void)
     Module: INTRFACE.C

Description: Initializes the AESOP user interface and timer event system.

    Remarks: The graphics system should first be initialized with a

             call to init_graphics().

──────────────────────────────────────────────────────────────

   Function: void lock_mouse(void)
     Module: INTRFACE.C

Description: Prevents the mouse cursor from moving in response to user

             mouse movement.

    Remarks: This function may be called when temporarily removing the mouse

             cursor from the screen, to ensure that it reappears in the

             same spot when desired.  As long as the mouse is locked, mouse

             movement events will not be reported, and the value returned by

             mouse_XY() will remain constant.  However, button events will

             still be reported.

             Calls to lock_mouse() and unlock_mouse() may be nested.

──────────────────────────────────────────────────────────────

   Function: ULONG mouse_in_window(ULONG wnd)
     Module: INTRFACE.C

Description: Returns a nonzero value if the mouse cursor is presently 

             within the area of the screen defined by the boundaries of

             window wnd, or zero if not.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: ULONG mouse_XY(void)
     Module: INTRFACE.C

Description: Returns the current X and Y coordinates of the mouse cursor

             in absolute pixels. 

    Remarks: The coordinates of the mouse (x,y) may be derived from the

             returned value by use of the following code:




xy = mouse_XY();



x = xy & 0xffff;




y = xy >> 16;
             Do not assume that the location reported by this function is

             within a given window simply because a SYS_ENTER_REGION event

             for that window occurred immediately prior to the call.  The

             user may have moved the mouse outside the window at any time.

──────────────────────────────────────────────────────────────

   Function: void resume_cursor(void)
     Module: INTRFACE.C

Description: Returns the mouse cursor from the "standby cursor"

             to the last shape declared with a set_mouse_pointer() call.

    Remarks: This function is invoked automatically during resource cache

             "housecleaning," and may be called at any time by the 

             application as well.  Calls to standby_cursor() and 

             resume_cursor() may be nested.

──────────────────────────────────────────────────────────────

   Function: void set_mouse_pointer(ULONG table, ULONG number, LONG hot_X,

             LONG hot_Y, ULONG scale, ULONG fade_table, ULONG fade_level)
     Module: INTRFACE.C

Description: Selects the currently active mouse cursor shape.

    Remarks: table and number receive the GIL bitmap table resource name


      and shape number, respectively.

             hot_X and hot_Y specify the offset of the mouse cursor's

             "hot spot" relative to the upper-left corner of the shape.

             scale gives the scaling fraction for the mouse cursor in units

             of 1/256 full size.  A scale of 0 inhibits scaling for maximum

             performance.

             fade_table and fade_level specify the color region and fading 

             level to be applied to the mouse cursor, if any.  Color regions

             are enumerated in SHARED.H.

──────────────────────────────────────────────────────────────

   Function: void set_wait_pointer(ULONG number, LONG hot_X, LONG hot_Y)
     Module: INTRFACE.C

Description: Selects the mouse cursor shape to be displayed when the

             standby_cursor() function is called.

    Remarks: The standby cursor shape must reside within the shape table

             specified in a prior call to set_mouse_pointer().

──────────────────────────────────────────────────────────────

   Function: void show_mouse(void)
     Module: INTRFACE.C

Description: Displays the mouse cursor.

    Remarks: When the interface system is initialized, the mouse cursor is

             "hidden" by default.
             The AESOP interface system decrements a counter each time

             hide_mouse() is called.  When this counter is decremented from

             0 to -1, the mouse cursor is hidden.  show_mouse() increments

             this counter; when the counter is incremented from -1 to 0,

             the mouse cursor is displayed.  This allows for nested calls

             to show_mouse() and hide_mouse().

──────────────────────────────────────────────────────────────

   Function: void shutdown_interface(void)
     Module: INTRFACE.C

Description: Stops timer event service, hides and deactivates the mouse,

             and shuts down the AESOP interface system.

    Remarks: The graphics system should not be shut down prior to 

             making this call.

──────────────────────────────────────────────────────────────

   Function: void standby_cursor(void)
     Module: INTRFACE.C

Description: Switches the mouse cursor into "standby" mode, displaying the

             alternate cursor shape registered with a prior call to 

             set_wait_pointer().

    Remarks: This function is invoked automatically during resource cache

             "housecleaning," and may be called at any time by the 

             application as well.  Calls to standby_cursor() and 

             resume_cursor() may be nested.

──────────────────────────────────────────────────────────────

   Function: void unlock_mouse(void)
     Module: INTRFACE.C

Description: Enables normal mouse cursor movement and tracking after a call

             to lock_mouse().

    Remarks: As long as the mouse is locked, mouse movement events will not be

             reported, and the value returned by mouse_XY() will remain

             constant.  However, button events will still be reported.

             Calls to lock_mouse() and unlock_mouse() may be nested.

General Graphics Services
──────────────────────────────────────────────────────────────

   Function: void init_graphics(void)
     Module: GRAPHICS.C

Description: Initializes the AESOP graphics system.

    Remarks: This function establishes VGA 320x200x256 graphics mode 13h (Eye 
             of the Beholder III uses Mode X to conserve system memory), 

             and initializes the AESOP graphics system's internal data

             structures.

──────────────────────────────────────────────────────────────

   Function: void draw_dot(ULONG page, ULONG x, ULONG y, ULONG color)
     Module: GRAPHICS.C

Description: Draws a dot of color color at location (x,y) in window

             page.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void draw_line(ULONG page,ULONG x1, ULONG y1, ULONG x2, 

             ULONG y2, ULONG color)
     Module: GRAPHICS.C

Description: Draws a line of color color between locations (x1,y1) and

             (x2,y2) in window page.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void line_to(ULONG x, ULONG y, ULONG color, ...)
     Module: GRAPHICS.C

Description: Draws a line of color color between the last point plotted by the

             draw_dot() or draw_line() functions and (x,y).

    Remarks: This function writes to the window specified in the last call

             to draw_dot() or draw_line().

──────────────────────────────────────────────────────────────

   Function: void draw_rectangle(ULONG wndnum, LONG x1, LONG y1, LONG x2,

             LONG y2, ULONG color)
     Module: GRAPHICS.C

Description: Draws a rectangle of color color between locations (x1,y1) and

             (x2,y2) in window wndnum.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void fill_rectangle(ULONG wndnum, LONG x1, LONG y1, LONG x2,

             LONG y2, ULONG color)
     Module: GRAPHICS.C

Description: Draws a solid (filled) rectangle of color color between locations

             (x1,y1) and (x2,y2) in window page.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void hash_rectangle(ULONG wndnum, LONG x1, LONG y1, LONG x2,

             LONG y2, ULONG color)
     Module: GRAPHICS.C

Description: Draws a hashed rectangle of color color between locations

             (x1,y1) and (x2,y2) in window page.  Alternate pixels in each

             scanline are skipped, producing a "dimmed" effect for the

             pixels underneath.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: ULONG get_bitmap_height(ULONG table, ULONG number)
     Module: GRAPHICS.C

Description: Returns the height in pixels of bitmap number number in the 

             specified bitmap table table.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void draw_bitmap(ULONG page, ULONG table, ULONG number,

             LONG x, LONG y, ULONG scale, ULONG flip, ULONG fade_table, ULONG

             fade_level)
     Module: GRAPHICS.C

Description: Draws an SSI GIL-format bitmapped image with optional scaling and

             color translation.

    Remarks: This function draws the specified bitmap number from the bitmap

             table resource table at location (x,y) of the specified window

             page.  

             flip may take on one of the values NO_MIRROR, X_MIRROR, Y_MIRROR,

             or XY_MIRROR, to effect mirroring of the shape along its X and/or

             Y axes.

             If scale is 0, no scaling or color translation will be applied

             to the bitmap.  Otherwise, the bitmap is drawn at scale/256 

             normal size in X and Y.

             In the Eye of the Beholder III implementation, fade_table refers

             to the palette region used by the shape.  At the time a palette

             resource is compiled, ten fade tables (0-100% brightness, for

             fade_level values from 0-10) are generated and saved as part of

             the palette resource.  Other fade values are reserved by

             GRAPHICS.C to facilitate rendering in shades of solid colors

             (such as grey, red, blue, green, and so on).  SHARED.H defines

             the five basic palette regions for use as fading and color

             translation parameters.  

──────────────────────────────────────────────────────────────

   Function: ULONG visible_bitmap_rect(LONG x, LONG y, ULONG flip, ULONG

             table, ULONG number, WORD far *array)
     Module: Determines the size of the visible portion of an SSI GIL

             bitmap.

Description: This function accepts parameters similar to those used in

             draw_bitmap() above, except that an array of four 16-bit

             words array is filled with the upper-left and bottom-right

             coordinates of the area which would be occupied by the visible

             portion of the bitmap if it were drawn.

    Remarks: array must not be of automatic or external scope.

──────────────────────────────────────────────────────────────

   Function: void set_palette(ULONG region, ULONG resource)
     Module: GRAPHICS.C

Description: Sets a predefined group of VGA DAC registers and fade tables.

    Remarks: region refers to the application-specific palette region (e.g.,

             PAL_FIXED, PAL_WALLS, PAL_M1, PAL_M2, or PAL_OUT in Eye of the

             Beholder III), while resource refers to the desired resource of

             type palette to be loaded into the region.

──────────────────────────────────────────────────────────────

   Function: void refresh_window(ULONG src, ULONG target)
     Module: GRAPHICS.C

Description: Copies the contents of window src to window target.

    Remarks: This function checks for "collisions" with the mouse pointer and

             automatically handles any necessary pointer removal and

             restoration.

──────────────────────────────────────────────────────────────

   Function: void wipe_window(ULONG window, ULONG color)
     Module: GRAPHICS.C

Description: Clears window window to the specified color.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void shutdown_graphics(void)
     Module: GRAPHICS.C

Description: Shuts down the AESOP graphics system, establishing VGA mode 3

             (80x25 color text).

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void wait_vertical_retrace(void)
     Module: GRAPHICS.C

Description: Suspends program execution until the vertical blanking signal's

             leading edge is detected.  Two calls may be made back-to-back to

             generate a system-independent delay interval of at least 1/70

             second.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: ULONG read_palette(ULONG regnum)
     Module: GRAPHICS.C

Description: Reads and returns the contents of VGA DAC register regnum.

    Remarks: The R-G-B components of the returned value may be extracted

             with the following code:




word r,g,b;




long value;




value = read_palette(...);




r = value >> 12;




g = (value >> 6) & 63;




b = value & 63;

──────────────────────────────────────────────────────────────

   Function: void write_palette(ULONG regnum, ULONG value)
     Module: GRAPHICS.C

Description: Writes the RGB triplet value to VGA DAC register regnum.

    Remarks: Three six-bit R-G-B components should be merged into the 32-bit

             word value according to the method outlined in read_palette()
             above.

──────────────────────────────────────────────────────────────

   Function: void pixel_fade(ULONG src_wnd, ULONG dest_wnd, ULONG intervals)
     Module: GRAPHICS.C

Description: Performs a random pixel-by-pixel copy from window src_wnd to

             window dest_wnd.  

    Remarks: intervals gives the number of 1/70-second intervals over which

             the fade is to occur.

──────────────────────────────────────────────────────────────

   Function: void color_fade(ULONG src_wnd, ULONG dest_wnd)
     Module: GRAPHICS.C

Description: Performs a linear RGB interpolation between color register

             values.

    Remarks: This function may be used to dissolve a solid color in the

             viewed window dest_wnd to a multicolor scene prepared in an

             offscreen window src_wnd.  It does not perform a true 

             cinematic "dissolve" between two multicolor scenes.  To 

             accomplish the dissolve, color_fade() reads src_wnd's 

             upper-leftmost pixel and assumes the entire window is filled

             with that color.

──────────────────────────────────────────────────────────────

   Function: void light_fade(ULONG src_wnd, ULONG color)
     Module: GRAPHICS.C

Description: Smoothly graduates all colors present in src_wnd to a specified

             solid color.

    Remarks: 

──────────────────────────────────────────────────────────────

   Function: void solid_bar_graph(LONG x0, LONG y0, LONG x1, LONG y1,

             ULONG lb_border, ULONG tr_border, ULONG bkgnd, ULONG grn,

             ULONG yel, ULONG red, LONG val, LONG min, LONG crit, LONG max)
     Module: GRAPHICS.C

Description: Draws a multicolored bar graph on the PAGE2 graphics screen.

    Remarks: (x0,y0) and (x1,y1) describe the upper-left and lower-right

             corners of the bar graph, respectively.

             lb_border and tr_border are the colors for the bottom-left and

             top-right sides of the bar graph, respectively.

             bkgnd specifies the color for the region of the bar graph

             not covered by the indicator bar.

             grn specifies the color for the bar when val exceeds

             1/3 of max.

             yel specifies the color for the bar when val falls between

             crit and 1/3 of max.

             red specifies the color for the bar when val falls between

             min and crit.

             To avoid arithmetic errors, val should not be permitted to

             exceed max or fall below min.  

Window Services
──────────────────────────────────────────────────────────────

   Function: ULONG assign_window(ULONG owner, ULONG x1, ULONG y1,

             ULONG x2, ULONG y2)
     Module: GRAPHICS.C

Description: Allocates a block of memory from the SSI GIL window heap to

             contain a rectangular image of the specified size.  

    Remarks: assign_window returns a window handle from 2 to 255 to the

             caller.  The first two window handles, 0 and 1, are dedicated

             to the visible display page (PAGE1) and virtual staging page

             (PAGE2), respectively.

             The AESOP graphics manager uses the owner parameter to keep

             track of the object which "owns" each of the 254 available

             windows.  This relieves the AESOP programmer of the

             responsibility of releasing all windows assigned to an object

             when the object is destroyed.  

──────────────────────────────────────────────────────────────

   Function: ULONG assign_subwindow(ULONG owner, ULONG parent,

             ULONG x1, ULONG y1, ULONG x2, ULONG y2)
     Module: GRAPHICS.C

Description: Creates a window which shares a common buffer with a parent
             window.

    Remarks: Other than the specification of a parent window, this function

             operates similarly to assign_window().

             This function is useful when specifying button areas, mouse

             movement regions, text windows, and other subregions of the

             screen or virtual page. 

──────────────────────────────────────────────────────────────

   Function: void release_window(ULONG window)
     Module: GRAPHICS.C

Description: Called when the application no longer requires the window

             window.

    Remarks: This function marks window as "free" and reorganizes the

             window heap if necessary to avoid fragmentation.  

             When possible, windows should be released in their opposite order

             of assignment, to avoid the CPU-intensive process of window

             heap reorganization.

             The AESOP graphics manager keeps track of the object which "owns"

             each of the 254 available windows.  This relieves the AESOP

             programmer of the responsibility of releasing all windows

             assigned to an object when the object is destroyed.  

──────────────────────────────────────────────────────────────

   Function: void set_x1(ULONG window, ULONG x1)
     Module: GRAPHICS.C

Description: Allows the application program to adjust the left boundary of

             a subwindow without releasing and reassigning it.

    Remarks: Application of this function to a conventional window may

             produce unexpected results.

──────────────────────────────────────────────────────────────

   Function: void set_x2(ULONG window, ULONG x2)
     Module: GRAPHICS.C

Description: Allows the application program to adjust the right boundary of

             a subwindow without releasing and reassigning it.

    Remarks: Application of this function to a conventional window may

             produce unexpected results.

──────────────────────────────────────────────────────────────

   Function: void set_y1(ULONG window, ULONG y1)
     Module: GRAPHICS.C

Description: Allows the application program to adjust the top boundary of

             a subwindow without releasing and reassigning it.

    Remarks: Application of this function to a conventional window may

             produce unexpected results.

──────────────────────────────────────────────────────────────

   Function: void set_y2(ULONG window, ULONG y2)
     Module: GRAPHICS.C

Description: Allows the application program to adjust the bottom boundary of

             a subwindow without releasing and reassigning it.

    Remarks: Application of this function to a conventional window may

             produce unexpected results.

──────────────────────────────────────────────────────────────

   Function: ULONG get_x1(ULONG window)
     Module: GRAPHICS.C

Description: Allows the application to determine the left boundary of a

             window or subwindow.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: ULONG set_x2(ULONG window)
     Module: GRAPHICS.C

Description: Allows the application to determine the right boundary of a

             window or subwindow.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: ULONG set_y1(ULONG window)
     Module: GRAPHICS.C

Description: Allows the application to determine the top boundary of a

             window or subwindow.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: ULONG set_y2(ULONG window)
     Module: GRAPHICS.C

Description: Allows the application to determine the bottom boundary of a

             window or subwindow.

    Remarks:
Text Services
──────────────────────────────────────────────────────────────

   Function: void text_window(ULONG wndnum, ULONG wnd)
     Module: GRAPHICS.C

Description: Associates a window wnd with a text window wndnum.

    Remarks: 32 text window structures (GRAPHICS.H) are available for use by

             an AESOP application.  Each text window structure specifies,

             among other things, a GIL window handle to which text will

             be written.  This function allows the application to define 

             the graphics output window for each text window it intends to

             use.

──────────────────────────────────────────────────────────────

   Function: void text_style(ULONG wndnum, ULONG font, ULONG justify)
     Module: GRAPHICS.C

Description: Associates a font resource font and justification type 

             justify with text window wndnum.

    Remarks: Each text window structure must specify a font resource and

             justification mode for text output.

             Available justification modes include:




J_LEFT
Left justification




J_RIGHT
Right justification




J_CENTER
Centered text




J_FILL
Filled (newspaper-style) justification

──────────────────────────────────────────────────────────────

   Function: void text_xy(ULONG wndnum, ULONG htab, ULONG vtab)
     Module: GRAPHICS.C

Description: Sets the horizontal and vertical cursor positions for text

             output in window wndnum.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void text_color(ULONG wndnum, ULONG current, ULONG new)
     Module: GRAPHICS.C

Description: Establishes a remapped font color for the font currently active

             in text window wndnum.

    Remarks: After a call to text_color(), pixels of color current will be

             drawn in color new.  Any pixels remapped to color 255 will

             appear transparent.

             Color remapping is an attribute of a font resource, not the

             text window itself.

──────────────────────────────────────────────────────────────

   Function: void text_refresh_window(ULONG wndnum, LONG wnd)
     Module: GRAPHICS.C

Description: Allows the application to associate an area of the visible

             screen wnd with a text window wndnum.

    Remarks: By use of this function, the application may avoid the need to

             explicitly update the screen when a text window's contents 

             change.  After text is written to wndnum, the AESOP graphics

             system will check to see if a refresh window has been

             registered for wndnum.  If so, wndnum's offscreen graphics window

             (as specified with text_window()) is copied to the refresh window

             last specified with this function.  Mouse cursor maintenance is

             also handled automatically.

──────────────────────────────────────────────────────────────

   Function: LONG get_text_x(ULONG wndnum)
     Module: GRAPHICS.C

Description: Returns the current horizontal cursor position for output 

             in text window wndnum.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: LONG get_text_y(ULONG wndnum)
     Module: GRAPHICS.C

Description: Returns the current vertical cursor position for output 

             in text window wndnum.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void home(ULONG wndnum)
     Module: GRAPHICS.C

Description: Clears the specified text window to the currently selected

             font's background color and restores its cursor to the

             upper-left corner.

    Remarks: Originally established when the font is created, a font's

             background color value may be remapped with the text_color()
             function.

──────────────────────────────────────────────────────────────

   Function: void print(ULONG wndnum, ULONG format, ...)
     Module: GRAPHICS.C

Description: print() provides functionality similar to the C printf() family

             of functions.

    Remarks: wndnum specifies the destination window for the printed text.

             format specifies the name of a string resource.  The string

             resource may contain the following format specifiers:




%d ... Signed decimal integer




%u ... Unsigned decimal integer




%x ... Hexadecimal integer




%X ... Hexadecimal integer




%s ... String resource name




%a ... Literal ASCII string pointer




%c ... Single ASCII character



format string resources longer than 256 characters should not 

              contain any %s format specifiers, since strings longer than

              256 characters are not buffered prior to output.



By default, AESOP's internal text buffer is 2400 characters

              long.  Strings longer than this, including any expanded format

              specifiers, should be broken into smaller substrings for

              printing.

──────────────────────────────────────────────────────────────

   Function: void sprint(ULONG wndnum, BYTE *format, ...)
     Module: GRAPHICS.C

Description: Similar to print() above, except that format is given as

             a literal ASCII string.  This means that format may be

             either a string literal prefixed with the AESOP string override

             operator, or a pointer to a null-terminated array of type byte.

    Remarks: See print() above.

──────────────────────────────────────────────────────────────

   Function: void dprint(BYTE *format, ...)
     Module: GRAPHICS.C

Description: Similar to sprint() above, except that red text is written 

             to text window 0 by this function.  

    Remarks: dprint()'s purpose is to provide a shorthand means of outputting

             arbitrary text strings for diagnostic purposes.

──────────────────────────────────────────────────────────────

   Function: void crout(ULONG wndnum)
     Module: GRAPHICS.C

Description: Outputs a carriage-return/newline combination to the specified

             text window, repositioning the cursor at the left edge of the

             next lower line and scrolling the window if necessary.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: ULONG char_width(ULONG wndnum, ULONG ch)
     Module: GRAPHICS.C

Description: Returns the width of character ch in wndnum's currently selected

             font resource.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: ULONG font_height(ULONG wndnum)
     Module: GRAPHICS.C

Description: Returns the maximum height (line height) of characters in 

             wndnum's currently selected font resource.

    Remarks:
Audio Services
──────────────────────────────────────────────────────────────

   Function: void init_sound(ULONG errprompt)
     Module: SOUND.C

Description: Initializes the AESOP sound system, including the PCM (digital)

             and XMI (music) drivers.

    Remarks: This routine uses printf() to report nonfatal errors, so    

             it should be called before the graphics system is initialized

             unless the errprompt parameter is set to 0 to inhibit error

             message reporting.

             init_sound() reads the SSI MEL configuration file to determine

             which sound drivers to load.  This routine is heavily customized

             for use with Eye of the Beholder III.

──────────────────────────────────────────────────────────────

   Function: void shutdown_sound(void)
     Module: SOUND.C

Description: Stops any sound output in progress and shuts down all

             installed sound drivers.

    Remarks: This routine does not release memory blocks allocated from

             the resource cache for audio system use, so it should only be

             called prior to application shutdown.

──────────────────────────────────────────────────────────────

   Function: void load_sound_block(ULONG first_block, ULONG last_block,

             ULONG *array)
     Module: SOUND.C

Description: Loads a block of digitized sound effect resources given by array
             into the EMS range defined by the starting and ending block

             handles first_block and last_block.

    Remarks: array should point to a list of sound resource names to be

             loaded, terminated with a null entry.

             In Eye of the Beholder III, the valid block handles are:




0: COMMON sounds occupy blocks 0-8




9: LEVEL sounds can use blocks 9-15

             This function is implemented for use with John Ratcliff's

             real-time multichannel audio mixer library, licensed only
             for use in the IBM Eye of the Beholder III product.

──────────────────────────────────────────────────────────────

   Function: void sound_effect(ULONG index)
     Module: SOUND.C

Description: Starts playback of digitized sound effect index.

    Remarks: In Eye of the Beholder III, COMMON sounds begin at

             index 0, while LEVEL sounds begin at index 50.  Refer to

             SOUND.H for a list of the COMMON sounds provided with

             Eye of the Beholder III.

             This function is implemented for use with John Ratcliff's

             real-time multichannel audio mixer library, licensed only
             for use in applications implemented with AESOP/32.

──────────────────────────────────────────────────────────────

   Function: void play_sequence(ULONG LA_version, ULONG AD_version, ULONG 

             PC_version)
     Module: SOUND.C

Description: Starts playback of an XMIDI music sequence.

    Remarks: Eye of the Beholder III supports three synthesis platforms: the

             Roland MT-32/LAPC-1, the Ad Lib and related OPL2-based devices,

             and the internal PC speaker.  This function's three parameters

             should be set to the resource names of the sequence versions to

             be played on each of these three platforms, respectively.

──────────────────────────────────────────────────────────────

   Function: void load_music(void)
     Module: SOUND.C

Description: Loads and initializes the AESOP music system and drivers.

    Remarks: Applications which are low on memory may choose to "bank" the

             AESOP music system in and out of memory on demand, rather than

             to leave it resident and active at all times.  This function,

             with its related unload_music() function, permits the music

             system to be loaded only when needed.

──────────────────────────────────────────────────────────────

   Function: void unload_music(void)
     Module: SOUND.C

Description: Shuts down and unloads the AESOP music system and drivers,

             releasing all memory used, without shutting down the entire

             sound system.

    Remarks: Applications which are low on memory may choose to "bank" the

             AESOP music system in and out of memory on demand, rather than

             to leave it resident and active at all times.  This function,

             with its related load_music() function, permits the music

             system to be loaded only when needed.

──────────────────────────────────────────────────────────────

   Function: void set_sound_status(ULONG status)
     Module: SOUND.C

Description: Provides the application with a means of enabling and disabling

             sound effects and music output.

    Remarks: If status is nonzero, sound and music output will be enabled.  

             Otherwise, no sound effects or music will play.

Eye of the Beholder III Support Services
These functions are briefly documented here only to provide examples of application-specific code resources, and to aid in possible multiplatform translation tasks.  For more specific information, refer to the modules listed.

──────────────────────────────────────────────────────────────

   Function: LONG step_X(ULONG x, ULONG fdir, ULONG mtype, ULONG distance)
     Module: EYE.C

Description: Calculates a new position on a level map.

    Remarks: This function operates in increments of one "square."

             x is the current X coordinate on the map.

             fdir is the current "facing" direction (SHARED.H).

             mtype is the relative direction of movement (SHARED.H).

             distance is the number of squares to move.

──────────────────────────────────────────────────────────────

   Function: LONG step_Y(ULONG y, ULONG fdir, ULONG mtype, ULONG distance) 
     Module: EYE.C

Description: Calculates a new position on a level map.

    Remarks: This function operates in increments of one "square."

             y is the current Y coordinate on the map.

             fdir is the current "facing" direction (SHARED.H).

             mtype is the relative direction of movement (SHARED.H).

             distance is the number of squares to move.

──────────────────────────────────────────────────────────────

   Function: ULONG step_FDIR(ULONG fdir, ULONG mtype)
     Module: EYE.C

Description: Calculates and returns a new facing direction.

    Remarks: fdir is the current "facing" direction (SHARED.H).

             mtype is the relative direction of movement (SHARED.H).

──────────────────────────────────────────────────────────────

   Function: LONG step_square_X(ULONG x, ULONG r, ULONG dir)
     Module: EYE.C

Description: Calculates and returns a new X coordinate based on regions.

    Remarks: x is the current X coordinate.

             r is the current region within the square.

             dir is the direction of movement.

──────────────────────────────────────────────────────────────

   Function: LONG step_square_Y(ULONG y, ULONG r, ULONG dir)
     Module: EYE.C

Description: Calculates and returns a new Y coordinate based on regions.

    Remarks: y is the current Y coordinate.

             r is the current region within the square.

             dir is the direction of movement.

──────────────────────────────────────────────────────────────

   Function: LONG step_region(ULONG r, ULONG dir)
     Module: EYE.C

Description: Calculates and returns a new region based on the current region

             and a desired direction of movement.

    Remarks: r is the current region within a square.

             dir is the direction of movement.

──────────────────────────────────────────────────────────────

   Function: ULONG distance(ULONG x1, ULONG y1, ULONG x2, ULONG y2)
     Module: EYE.C

Description: Calculates and returns the Pythagorean (circular) distance

             between two points (x1,y1) and (x2,y2).

    Remarks: The returned distance is limited to 31 units.

──────────────────────────────────────────────────────────────

   Function: ULONG seek_direction(ULONG obj_x, ULONG obj_y, ULONG dest_x,

             ULONG dest_y)
     Module: EYE.C

Description: Calculates and returns the optimal direction in which an entity

             at (obj_x,obj_y) should move in order to approach

             (dest_x,dest_y), or -1 if the two points are already equal.

    Remarks: The returned direction is orthogonal if bit 0 is clear; otherwise

             diagonal.  The opposite direction may be obtained by XORing the

             returned value with 4.


             N (NE) E (SE) S (SW) W (NW)


             0  1   2  3   4  5   6  7

──────────────────────────────────────────────────────────────

   Function: ULONG spell_request(BYTE *stat, BYTE *cnt, ULONG typ, ULONG num)
     Module: EYE.C

Description: Used to optimize spell list management.

    Remarks: See EYE.C for more information.

──────────────────────────────────────────────────────────────

   Function: ULONG spell_list(BYTE *cnt, ULONG typ, ULONG lvl, BYTE *list,                   ULONG max)
     Module: EYE.C

Description: Used to optimize spell list management.

    Remarks: See EYE.C for more information.

──────────────────────────────────────────────────────────────

   Function: void magic_field(ULONG p, ULONG redfield, ULONG yelfield,

             LONG sparkle)
     Module: EYE.C

Description: Draws a "magic field" around the desired character p.

    Remarks: This routine was imported from Eye of the Beholder II.  See

             EYE.C for more information.

──────────────────────────────────────────────────────────────

   Function: void do_dots(LONG view, LONG scrn, LONG exp_x, LONG exp_y,

             LONG scale, LONG power, LONG dots, LONG life, LONG upval, BYTE

             *colors)
     Module: EYE.C

Description: Implements an "explosion" effect in the 3D view window.

    Remarks: This routine was imported from Eye of the Beholder II.  See

             EYE.C for more information.

──────────────────────────────────────────────────────────────

   Function: void do_ice(LONG view, LONG scrn, LONG dots, LONG mag, LONG grav,

             LONG life, LONG colors)
     Module: EYE.C

Description: Implements an "ice storm" effect in the 3D view window.

    Remarks: This routine was imported from Eye of the Beholder II.  See

             EYE.C for more information.

──────────────────────────────────────────────────────────────

   Function: void read_save_directory(void)
     Module: EYE.C

Description: Reads the Eye of the Beholder III savegame directory file into

             an internal array, in preparation for further processing.

    Remarks: By default, the savegame directory is called SAVEGAME.DIR, and

             resides in the SAVEGAME subdirectory beneath the application's

             main working directory.

             This function must be called prior to using other functions which

             manipulate the savegame directory.

──────────────────────────────────────────────────────────────

   Function: BYTE *savegame_title(ULONG num)
     Module: EYE.C

Description: Returns the address of line num in the savegame directory.

    Remarks:
──────────────────────────────────────────────────────────────

   Function: void write_save_directory(void)
     Module: EYE.C

Description: Updates the Eye of the Beholder III savegame directory file

             based on changes made to the memory-resident copy previously

             read with read_save_directory().
    Remarks: By default, the savegame directory is called SAVEGAME.DIR, and

             resides in the SAVEGAME subdirectory beneath the application's

             main working directory.

──────────────────────────────────────────────────────────────

   Function: ULONG save_game(ULONG slotnum, ULONG lvlnum)
     Module: EYE.C

Description: Copies the current AESOP object list (object handles 0-1999)

             to a set of disk files.

    Remarks: In Eye of the Beholder III, objects 0-999 are non-level-specific

             items, player character programs, spells, etc.  Objects 1000-1999

             are reserved for the current level's features and monsters.  This

             routine first writes objects 0-999 to the file ITEMS_ss.BIN,

             where 'ss' is the "savegame slot" number passed in slotnum.

             Objects 1000-1999 are then written to the file LVLss_ll.BIN,

             where 'ss' and 'll' represent slotnum and lvlnum, respectively.

             Finally, the 'temporary files' which contain objects 1000-1999

             for all non-current game levels are copied to LVLss_??.BIN 

             files, where '??' represents all level numbers except the

             current lvlnum.

             Object list data is normally saved in a compact "binary" format,

             readable only by the AESOP interpreter.  However, if the

             AESOP_DEBUG flag is set, the 'T' key in Eye of the Beholder III
             toggles a diagnostic flag which causes object data to be saved

             in the same human-readable plain text format used by the 

             "master" slot 0 files.  Regardless of the state of the diagnostic

             flag, the AESOP interpreter can restore the object list from 

             files of either type.

             A slotnum value of 0 is reserved for the "master" initial game

             files.  As a safety measure, these files cannot be altered by

             the save_game() function.

             save_game() returns 0 if the save attempt failed due to

             lack of disk space or other errors.

──────────────────────────────────────────────────────────────

   Function: void suspend_game(ULONG cur_lvl)
     Module: EYE.C

Description: Saves the item data (objects 0-999) and current level data 

             (objects 1000-1999) to temporary files ITEMS.TMP and 

             LVL??.TMP, where ?? corresponds to the current level number

             cur_lvl.

    Remarks: This function is ordinarily called prior to launching a

             secondary DOS process such as a cinematic module.  It enables

             the state of the game to be precisely restored after the 

             secondary process terminates by reloading the AESOP interpreter.

             suspend_game() assumes that the temporary files which contain 

             objects 1000-1999 for the non-current levels are present and

             valid.

             Failure results in an unrecoverable system error; this function

             will not return unless successful.

──────────────────────────────────────────────────────────────

   Function: void resume_items(ULONG first, ULONG last, ULONG restoring)
     Module: EYE.C

Description: Releases all owned windows, cancels any notification requests,

             and restores item data (objects first through last) from the

             temporary file ITEMS.TMP which was created by a previous call to

             suspend_game().

    Remarks: Normally, the object range given by first and last will 

             cover the entire 0-999 "items" range.

             The restoring flag, if 0, inhibits the "restore" message

             which is usually sent to all objects being restored from a

             context file.  

             This function must be called prior to resume_level() below,

             because the current level number is stored as part of the kernel

             (object 0)'s data.

             For a detailed description of the AESOP object restoration

             process, see the comment block associated with the

             restore_range() function in RTOBJECT.C.

             Failure results in an unrecoverable system error; this function

             will not return unless successful.

──────────────────────────────────────────────────────────────

   Function: void resume_level(ULONG cur_lvl)
     Module: EYE.C

Description: Restores level-specific object data (objects 1000-1999) from

             the temporary file LVL??.TMP which was created by a previous

             call to suspend_game(). '??' represents the current level 

             number cur_lvl.

    Remarks: The resume_items() function should be called before this

             function.

             For a detailed description of the AESOP object restoration

             process, see the comment block associated with the

             restore_range() function in RTOBJECT.C.

             Failure results in an unrecoverable system error; this function

             will not return unless successful.

──────────────────────────────────────────────────────────────

   Function: void change_level(ULONG old_lvl, ULONG new_lvl)
     Module: EYE.C

Description: Called when the current level old_lvl in Eye of the Beholder III
             is exited and a new level new_lvl is entered.

    Remarks: This function saves the current level object range

             (objects 1000-1999) to the temporary file LVL??.TMP,

             where '??' represents the current level number old_lvl.

             It then restores the level object range from the temporary

             file LVL??.TMP, where '??' represents the new level number

             new_lvl.

             Failure results in an unrecoverable system error; this function

             will not return unless successful.

──────────────────────────────────────────────────────────────

   Function: void restore_items(ULONG slotnum)
     Module: EYE.C

Description: Releases all owned windows, cancels any notification requests,

             and restores item data (objects first through last) from the

             savegame file ITEMS_??.BIN, where '??' represents the savegame

             slot number slotnum.

    Remarks: This function must be called prior to restore_level_objects()
             below, because the current level number is stored as part of the

             kernel (object 0)'s data.

             For a detailed description of the AESOP object restoration

             process, see the comment block associated with the

             restore_range() function in RTOBJECT.C.

             Failure results in an unrecoverable system error; this function

             will not return unless successful.

──────────────────────────────────────────────────────────────

   Function: void restore_level_objects(ULONG slotnum, ULONG lvlnum)
     Module: EYE.C

Description: Restores level-specific object data (objects 1000-1999) from

             the savegame file LVLll_ss.BIN, where 'll' represents the current

             level number cur_lvl and 'ss' represents the specified savegame

             slot number slotnum.

    Remarks: The restore_items() function should be called before this

             function.

             For a detailed description of the AESOP object restoration

             process, see the comment block associated with the

             restore_range() function in RTOBJECT.C.

             Failure results in an unrecoverable system error; this function

             will not return unless successful.

──────────────────────────────────────────────────────────────

   Function: void read_initial_items(void)
     Module: EYE.C

Description: Reads the item data from the initial slot 0 binary file

             ITEMS_00.BIN into objects 0-999.

    Remarks: This function is used by Eye of the Beholder III's game

             initialization code in XFER.SOP.  It does not send a 

             "restore" message to the objects.

──────────────────────────────────────────────────────────────

   Function: void write_initial_tempfiles(void)
     Module: EYE.C

Description: Writes the initial temporary files ITEMS.TMP and LVL??.TMP

             based on the current item object list and the slot 0 

             binary files LVL??_00.BIN, where ?? represents all possible

             level numbers in Eye of the Beholder III.

    Remarks: This function is used by Eye of the Beholder III's game

             initialization code in XFER.SOP.

──────────────────────────────────────────────────────────────

   Function: void create_initial_binary_files(void)
     Module: EYE.C

Description: Translates initial game state files ITEMS_00.TXT and LVL??_00.TXT

             into binary (.BIN) format.

    Remarks: This function is called at the start of Eye of the Beholder III
             to check for the presence of text-mode initial game files with

             later timestamps than their corresponding binary-mode files.

             If an updated text file exists, it is translated into binary mode

             for use by the game initialization code in Eye of the Beholder

             III's XFER.SOP module.

Programming Examples
EYE.H
──────────────────────────────────────────
This AESOP/16 header file is included by the Eye of the Beholder III resource script, and serves as a practical illustration of code resource prototypes and declarations, as well as the construction of a "bilingual" header file compatible with both C and AESOP.

//████████████████████████████████████████████████████████████████████████████
//██                                                                        ██
//██  EYE.H                                                                 ██
//██                                                                        ██
//██  Sample AESOP code resource/attribute header file                      ██
//██                                                                        ██
//██  Project: Extensible State‑Object Processor (AESOP/16)                 ██
//██   Author: John Miles                                                   ██
//██                                                                        ██
//██  C source compatible with IBM PC ANSI C/C++ implementations            ██
//██  AESOP source compatible with AESOP/16 v1.0                            ██
//██                                                                        ██
//████████████████████████████████████████████████████████████████████████████
//██                                                                        ██
//██  Copyright (C) 1992 Miles Design, Inc.                                 ██
//██                                                                        ██
//██  Miles Design, Inc.                                                    ██
//██  6702 Cat Creek Trail                                                  ██
//██  Austin, TX 78731                                                      ██
//██                                                                        ██
//██  (512) 345‑2642 / BBS (512) 454‑9990 / FAX (512) 338‑9630              ██
//██                                                                        ██
//████████████████████████████████████████████████████████████████████████████
#ifdef __AESOP__

#define PROCDEF

#else

void load_string(UWORD argcnt, BYTE *array, ULONG string);

void load_resource(UWORD argcnt, BYTE *array, ULONG resource);

void copy_string(UWORD argcnt, BYTE *src, BYTE *dest);

void string_force_lower(UWORD argcnt, BYTE *dest);

void string_force_upper(UWORD argcnt, BYTE *dest);

ULONG string_len(UWORD argcnt, BYTE *string);

ULONG string_compare(UWORD argcnt, BYTE *str1, BYTE *str2);

void beep(void);

LONG strval(UWORD argcnt, BYTE *string);

LONG envval(UWORD argcnt, BYTE *name);

void pokemem(UWORD argcnt, LONG *addr, LONG data);

LONG peekmem(UWORD argcnt, LONG *addr);

ULONG rnd(UWORD argcnt, ULONG low, ULONG high);

ULONG dice(UWORD argcnt, ULONG ndice, ULONG nsides, ULONG bonus);

ULONG absv(UWORD argcnt, LONG val);

LONG minv(UWORD argcnt, LONG val1, LONG val2);

LONG maxv(UWORD argcnt, LONG val1, LONG val2);

void diagnose(UWORD argcnt, ULONG dtype, ULONG parm);

ULONG heapfree(void);

void notify(UWORD argcnt, ULONG index, ULONG message, LONG event,

   LONG parameter);

void cancel(UWORD argcnt, ULONG index, ULONG message, LONG event, 

   LONG parameter);

void drain_event_queue(void);

void post_event(UWORD argcnt, ULONG owner, LONG event, LONG parameter);

void send_event(UWORD argcnt, ULONG owner, LONG event, LONG parameter);

ULONG peek_event(void);

void dispatch_event(void);

void flush_event_queue(UWORD argcnt, LONG owner, LONG event, LONG parameter);

void flush_input_events(void);

void init_interface(void);

void shutdown_interface(void);

void set_mouse_pointer(UWORD argcnt, ULONG table, ULONG number, LONG hot_X,

   LONG hot_Y, ULONG scale, ULONG fade_table, ULONG fade_level);

void set_wait_pointer(UWORD argcnt, ULONG number, LONG hot_X, LONG hot_Y);

void standby_cursor(void);

void resume_cursor(void);

void show_mouse(void);

void hide_mouse(void);

ULONG mouse_XY(void);

ULONG mouse_in_window(UWORD argcnt, ULONG wnd);

void lock_mouse(void);

void unlock_mouse(void);

void getkey(void);

void init_graphics(void);

void draw_dot(UWORD argcnt, ULONG page, ULONG x, ULONG y, ULONG color);

void draw_line(UWORD argcnt, ULONG page,

   ULONG x1, ULONG y1, ULONG x2, ULONG y2, ULONG color);

void line_to(UWORD argcnt, ULONG x, ULONG y, ULONG color, ...);

void draw_rectangle(UWORD argcnt, ULONG wndnum, LONG x1, LONG y1, LONG x2,

   LONG y2, ULONG color);

void fill_rectangle(UWORD argcnt, ULONG wndnum, LONG x1, LONG y1, LONG x2,

   LONG y2, ULONG color);

void hash_rectangle(UWORD argcnt, ULONG wndnum, LONG x1, LONG y1, LONG x2,

   LONG y2, ULONG color);

ULONG get_bitmap_height(UWORD argcnt, ULONG table, ULONG number);

void draw_bitmap(UWORD argcnt, ULONG page, ULONG table, ULONG number,

   LONG x, LONG y, ULONG scale, ULONG flip, ULONG fade_table, ULONG

   fade_level);

ULONG visible_bitmap_rect(UWORD argcnt, LONG x, LONG y, 

   ULONG flip, ULONG table, ULONG number, WORD far *array);

void set_palette(UWORD argcnt, ULONG region, ULONG resource);

void refresh_window(UWORD argcnt, ULONG src, ULONG target);

void wipe_window(UWORD argcnt, ULONG window, ULONG color);

void shutdown_graphics(void);

void wait_vertical_retrace(void);

ULONG read_palette(UWORD argcnt, ULONG regnum);

void write_palette(UWORD argcnt, ULONG regnum, ULONG value);

void pixel_fade(UWORD argcnt, ULONG src_wnd, ULONG dest_wnd, ULONG intervals);

void color_fade(UWORD argcnt, ULONG src_wnd, ULONG dest_wnd);

void light_fade(UWORD argcnt, ULONG src_wnd, ULONG color);

ULONG assign_window(UWORD argcnt, ULONG owner, ULONG x1, ULONG y1,

   ULONG x2, ULONG y2);

ULONG assign_subwindow(UWORD argcnt, ULONG owner, ULONG parent,

   ULONG x1, ULONG y1, ULONG x2, ULONG y2);

void release_window(UWORD argcnt, ULONG window);

ULONG get_x1(UWORD argcnt, ULONG window);

ULONG get_x2(UWORD argcnt, ULONG window);

ULONG get_y1(UWORD argcnt, ULONG window);

ULONG get_y2(UWORD argcnt, ULONG window);

void set_x1(UWORD argcnt, ULONG window, ULONG x1);

void set_x2(UWORD argcnt, ULONG window, ULONG x2);

void set_y1(UWORD argcnt, ULONG window, ULONG y1);

void set_y2(UWORD argcnt, ULONG window, ULONG y2);

void text_window(UWORD argcnt, ULONG wndnum, ULONG wnd);

void text_style(UWORD argcnt, ULONG wndnum, ULONG font, ULONG

   justify);

void text_xy(UWORD argcnt, ULONG wndnum, ULONG htab, ULONG vtab);

void text_color(UWORD argcnt, ULONG wndnum, ULONG current, ULONG new);

void text_refresh_window(UWORD argcnt, ULONG wndnum, LONG wnd);

LONG get_text_x(UWORD argcnt, ULONG wndnum);

LONG get_text_y(UWORD argcnt, ULONG wndnum);

void home(UWORD argcnt, ULONG wndnum);

void print(UWORD argcnt, ULONG wndnum, ULONG format, ...);

void sprint(UWORD argcnt, ULONG wndnum, BYTE *format, ...);

void dprint(UWORD argcnt, BYTE *format, ...);

void crout(UWORD argcnt, ULONG wndnum);

ULONG char_width(UWORD argcnt, ULONG wndnum, ULONG ch);

ULONG font_height(UWORD argcnt, ULONG wndnum);

void solid_bar_graph(UWORD argcnt, LONG x0, LONG y0, LONG x1, LONG y1,

   ULONG lb_border, ULONG tr_border, ULONG bkgnd, ULONG grn, ULONG yel,

   ULONG red, LONG val, LONG min, LONG crit, LONG max);

void init_sound(UWORD argcnt, ULONG errprompt);

void shutdown_sound(void);

void load_sound_block(UWORD argcnt, ULONG first_block, ULONG last_block,

   ULONG *array);

void sound_effect(UWORD argcnt, ULONG index);

void play_sequence(UWORD argcnt, ULONG LA_version, ULONG AD_version, ULONG

   PC_version);

void load_music(void);

void unload_music(void);

void set_sound_status(UWORD argcnt, ULONG status);

LONG create_object(UWORD argcnt, ULONG name);

LONG create_program(UWORD argcnt, LONG index, ULONG name);

LONG destroy_object(UWORD argcnt, LONG index);

void thrash_cache(void);

ULONG flush_cache(UWORD argcnt, ULONG goal);

LONG step_X(UWORD argcnt, ULONG x, ULONG fdir, ULONG mtype, ULONG distance);

LONG step_Y(UWORD argcnt, ULONG y, ULONG fdir, ULONG mtype, ULONG distance);

ULONG step_FDIR(UWORD argcnt, ULONG fdir, ULONG mtype);

LONG step_square_X(UWORD argcnt, ULONG x, ULONG r, ULONG dir);

LONG step_square_Y(UWORD argcnt, ULONG y, ULONG r, ULONG dir);

LONG step_region(UWORD argcnt, ULONG r, ULONG dir);

ULONG distance(UWORD argcnt, ULONG x1, ULONG y1, ULONG x2, ULONG y2);

ULONG seek_direction(UWORD argcnt, ULONG obj_x, ULONG obj_y, ULONG

   dest_x, ULONG dest_y);

ULONG spell_request(UWORD argcnt, BYTE *stat, BYTE *cnt, ULONG typ, ULONG num);

ULONG spell_list(UWORD argcnt, BYTE *cnt, ULONG typ, ULONG lvl, BYTE *list, 

   ULONG max);

void magic_field(UWORD argcnt, ULONG p, ULONG redfield, ULONG yelfield,

   LONG sparkle);

void do_dots(UWORD argcnt, LONG view, LONG scrn, LONG exp_x, LONG exp_y,

   LONG scale, LONG power, LONG dots, LONG life, LONG upval, BYTE *colors);

void do_ice(UWORD argcnt, LONG view, LONG scrn, LONG dots, LONG mag, 

   LONG grav, LONG life, LONG colors);

void read_save_directory(void);

BYTE *savegame_title(UWORD argcnt, ULONG num);

void write_save_directory(void);

ULONG save_game(UWORD argcnt, ULONG slotnum, ULONG lvlnum);

void suspend_game(UWORD argcnt, ULONG cur_lvl);

void resume_items(UWORD argcnt, ULONG first, ULONG last, ULONG restoring);

void resume_level(UWORD argcnt, ULONG cur_lvl);

void change_level(UWORD argcnt, ULONG old_lvl, ULONG new_lvl);

void restore_items(UWORD argcnt, ULONG slotnum);

void restore_level_objects(UWORD argcnt, ULONG slotnum, ULONG lvlnum);

void read_initial_items(void);

void write_initial_tempfiles(void);

void create_initial_binary_files(void);

void launch(UWORD argcnt, BYTE *dirname, BYTE *prgname, BYTE *argn1,

   BYTE *argn2);

void *open_transfer_file(UWORD argcnt, BYTE *filename);

void close_transfer_file(void);

LONG player_attrib(UWORD argcnt, ULONG plrnum, ULONG offset, ULONG size);

LONG item_attrib(UWORD argcnt, ULONG plrnum, ULONG invslot, ULONG attrib);

LONG arrow_count(UWORD argcnt, ULONG plrnum);

typedef void (far cdecl *FARPROC)();

#define code_resources FARPROC code_resources[] =

#define PROCDEF (FARPROC)

#endif   

#ifdef __AESOP__

//███████████████████████████████████████████
//██                                       ██
//██ AESOP resource attribute declarations ██
//██                                       ██
//███████████████████████████████████████████
attrib string moveable,discardable

attrib source moveable,discardable

attrib map temporary

attrib palette moveable,discardable

attrib file moveable,discardable

#endif

//████████████████████████████████████████
//██                                    ██
//██ AESOP/C code resource declarations ██
//██                                    ██
//████████████████████████████████████████
code_resources

{

   //

   // Miscellaneous functions

   //

   PROCDEF load_string,

   PROCDEF load_resource,

   PROCDEF copy_string,

   PROCDEF string_force_lower,

   PROCDEF string_force_upper,

   PROCDEF string_len,

   PROCDEF string_compare,

   PROCDEF strval,

   PROCDEF envval,

   PROCDEF beep,

   PROCDEF pokemem,

   PROCDEF peekmem,

   PROCDEF rnd,

   PROCDEF dice,

   PROCDEF absv,

   PROCDEF minv,

   PROCDEF maxv,

   PROCDEF diagnose,

   PROCDEF heapfree,

   //

   // Event functions

   // 

   PROCDEF notify,

   PROCDEF cancel,

   PROCDEF drain_event_queue,

   PROCDEF post_event,

   PROCDEF send_event,

   PROCDEF peek_event,

   PROCDEF dispatch_event,

   PROCDEF flush_event_queue,

   PROCDEF flush_input_events,

   //

   // Interface functions

   //

   PROCDEF init_interface,

   PROCDEF shutdown_interface,

   PROCDEF set_mouse_pointer,

   PROCDEF set_wait_pointer,

   PROCDEF standby_cursor,

   PROCDEF resume_cursor,

   PROCDEF show_mouse,

   PROCDEF hide_mouse,

   PROCDEF mouse_XY,

   PROCDEF mouse_in_window,

   PROCDEF lock_mouse,

   PROCDEF unlock_mouse,

   PROCDEF getkey,

   //

   // Graphics‑related functions

   //

   PROCDEF init_graphics,

   PROCDEF draw_dot,

   PROCDEF draw_line,

   PROCDEF line_to,

   PROCDEF draw_rectangle,

   PROCDEF fill_rectangle,

   PROCDEF hash_rectangle,

   PROCDEF get_bitmap_height,

   PROCDEF draw_bitmap,

   PROCDEF visible_bitmap_rect,

   PROCDEF set_palette,

   PROCDEF refresh_window,

   PROCDEF wipe_window,

   PROCDEF shutdown_graphics,

   PROCDEF wait_vertical_retrace,

   PROCDEF read_palette,

   PROCDEF write_palette,

   PROCDEF pixel_fade,

   PROCDEF color_fade,

   PROCDEF light_fade,

   PROCDEF assign_window,

   PROCDEF assign_subwindow,

   PROCDEF release_window,

   PROCDEF get_x1,

   PROCDEF get_x2,

   PROCDEF get_y1,

   PROCDEF get_y2,

   PROCDEF set_x1,

   PROCDEF set_x2,

   PROCDEF set_y1,

   PROCDEF set_y2,

   PROCDEF text_window,

   PROCDEF text_style,

   PROCDEF text_xy,

   PROCDEF text_color,

   PROCDEF text_refresh_window,

   PROCDEF get_text_x,

   PROCDEF get_text_y,

   PROCDEF home,

   PROCDEF print,

   PROCDEF sprint,

   PROCDEF dprint,

   PROCDEF crout,

   PROCDEF char_width,

   PROCDEF font_height,

   PROCDEF solid_bar_graph,

   //

   // Sound‑related functions

   //

   PROCDEF init_sound,

   PROCDEF shutdown_sound,

   PROCDEF load_sound_block,

   PROCDEF sound_effect,

   PROCDEF play_sequence,

   PROCDEF load_music,

   PROCDEF unload_music,

   PROCDEF set_sound_status,

   //

   // Eye III object management

   //

   PROCDEF create_object,

   PROCDEF create_program,

   PROCDEF destroy_object,

   PROCDEF flush_cache,

   PROCDEF thrash_cache,

   //

   // Eye III support functions

   //

   PROCDEF step_X,

   PROCDEF step_Y,

   PROCDEF step_FDIR,

   PROCDEF step_square_X,

   PROCDEF step_square_Y,

   PROCDEF step_region,

   PROCDEF distance,

   PROCDEF seek_direction,

   PROCDEF spell_request,

   PROCDEF spell_list,

   PROCDEF magic_field,

   PROCDEF do_dots,

   PROCDEF do_ice,

   PROCDEF read_save_directory,

   PROCDEF savegame_title,

   PROCDEF write_save_directory,

   PROCDEF save_game,

   PROCDEF suspend_game,

   PROCDEF resume_items,

   PROCDEF resume_level,

   PROCDEF change_level,

   PROCDEF restore_items,

   PROCDEF restore_level_objects,

   PROCDEF read_initial_items,

   PROCDEF write_initial_tempfiles,

   PROCDEF create_initial_binary_files,

   PROCDEF launch,

   //

   // Eye II savegame file access

   //

   PROCDEF open_transfer_file,

   PROCDEF close_transfer_file,

   PROCDEF player_attrib,

   PROCDEF item_attrib,

   PROCDEF arrow_count

};

EYE.SCR
──────────────────────────────────────────
This is a heavily abridged copy of the resource script file for Eye of the Beholder III.   It illustrates  the various types of direct and indirect resource declarations.

//████████████████████████████████████████████████████████████████████████████
//██                                                                        ██
//██  EYE.SCR                                                               ██
//██                                                                        ██
//██  AESOP application resource script for Eye of the Beholder III         ██
//██                                                                        ██
//██  Project: Extensible State‑Object Processor (AESOP/16)                 ██
//██   Author: John Miles                                                   ██
//██                                                                        ██
//██  Compatible with AESOP/16 ARC v1.0                                     ██
//██                                                                        ██
//██  V1.1 of 25‑Jun‑93: "new level" message fixed                          ██
//██                     "no spell items in niches" message added           ██
//██                                                                        ██
//████████████████████████████████████████████████████████████████████████████
//██                                                                        ██
//██  Copyright (C) 1991, 1992 Miles Design, Inc.                           ██
//██                                                                        ██
//██  Miles Design, Inc.                                                    ██
//██  6702 Cat Creek Trail                                                  ██
//██  Austin, TX 78731                                                      ██
//██                                                                        ██
//██  (512) 345‑2642 / FAX (512) 338‑9630 / BBS (512) 454‑9990              ██
//██                                                                        ██
//████████████████████████████████████████████████████████████████████████████
#depend "..\\arc.exe"   // for test purposes, recompile when ARC.EXE changes

#include "eye.h"        // code resource declarations, etc.

//████████████████████████████████████████
//██                                    ██
//██  Level maps                        ██
//██                                    ██
//████████████████████████████████████████
map "Mausoleum 1"              { "art\\maps\\mauslvl1.lbm",32,32,58,43,23,17 }

map "Mausoleum 2"              { "art\\maps\\mauslvl2.lbm",32,32,58,43,23,17 }

map "Graveyard"                { "art\\maps\\graveyrd.lbm",32,32,58,43,23,17 }

map "Forest Trail"             { "art\\maps\\frstrail.lbm",32,32,58,43,23,17 }

map "Guild Hall Quarter"       { "art\\maps\\ghqrtr.lbm"  ,32,32,58,43,23,17 }

map "Mages' Guild 1"           { "art\\maps\\magelvl1.lbm",32,32,58,43,23,17 }

map "Mages' Guild 2"           { "art\\maps\\magelvl2.lbm",32,32,58,43,23,17 }

map "Mages' Guild 3"           { "art\\maps\\magelvl3.lbm",32,32,58,43,23,17 }

map "Mages' Guild 4"           { "art\\maps\\magelvl4.lbm",32,32,58,43,23,17 }

map "Temple Quarter"           { "art\\maps\\tmplqrtr.lbm",32,32,58,43,23,17 }

map "Temple of Lathander 1"    { "art\\maps\\templvl1.lbm",32,32,58,43,23,17 }

map "Temple of Lathander 2"    { "art\\maps\\templvl2.lbm",32,32,58,43,23,17 }

map "Temple of Lathander 3"    { "art\\maps\\templvl3.lbm",32,32,58,43,23,17 }

map "Temple of Lathander 4"    { "art\\maps\\templvl4.lbm",32,32,58,43,23,17 }

//████████████████████████████████████████
//██                                    ██
//██  Graphic resources                 ██
//██                                    ██
//████████████████████████████████████████
file "Portrait 0"                    { "art\\faces\\p0.bmp"                  }

file "Portrait 1"                    { "art\\faces\\p1.bmp"                  }

file "Portrait 2"                    { "art\\faces\\p2.bmp"                  }

file "Portrait 3"                    { "art\\faces\\p3.bmp"                  }

file "Portrait 4"                    { "art\\faces\\p4.bmp"                  }

file "Portrait 5"                    { "art\\faces\\p5.bmp"                  }

file "Portrait 6"                    { "art\\faces\\p6.bmp"                  }

file "Portrait 7"                    { "art\\faces\\p7.bmp"                  }

file "Portrait 8"                    { "art\\faces\\p8.bmp"                  }

file "Portrait 9"                    { "art\\faces\\p9.bmp"                  }

file "Portrait 10"                   { "art\\faces\\p10.bmp"                 }

file "Portrait 11"                   { "art\\faces\\p11.bmp"                 }

file "Portrait 12"                   { "art\\faces\\p12.bmp"                 }

file "Portrait 13"                   { "art\\faces\\p13.bmp"                 }

file "Portrait 14"                   { "art\\faces\\p14.bmp"                 }

file "Portrait 15"                   { "art\\faces\\p15.bmp"                 }

file "Portrait 16"                   { "art\\faces\\p16.bmp"                 }

file "Portrait 17"                   { "art\\faces\\p17.bmp"                 }

file "Portrait 18"                   { "art\\faces\\p18.bmp"                 }

file "Portrait 19"                   { "art\\faces\\p19.bmp"                 }

file "Portrait 20"                   { "art\\faces\\p20.bmp"                 }

file "Portrait 21"                   { "art\\faces\\p21.bmp"                 }

file "Portrait 22"                   { "art\\faces\\p22.bmp"                 }

file "Portrait 23"                   { "art\\faces\\p23.bmp"                 }

file "Portrait 24"                   { "art\\faces\\p24.bmp"                 }

file "Portrait 25"                   { "art\\faces\\p25.bmp"                 }

file "Portrait 26"                   { "art\\faces\\p26.bmp"                 }

file "Portrait 27"                   { "art\\faces\\p27.bmp"                 }

file "Portrait 28"                   { "art\\faces\\p28.bmp"                 }

file "Portrait 29"                   { "art\\faces\\p29.bmp"                 }

file "Portrait 30"                   { "art\\faces\\p30.bmp"                 }

file "Portrait 31"                   { "art\\faces\\p31.bmp"                 }

file "Portrait 32"                   { "art\\faces\\p32.bmp"                 }

file "Portrait 33"                   { "art\\faces\\p33.bmp"                 }

file "Portrait 34"                   { "art\\faces\\p34.bmp"                 }

file "Portrait 35"                   { "art\\faces\\p35.bmp"                 }

file "Portrait 36"                   { "art\\faces\\p36.bmp"                 }

file "Portrait 37"                   { "art\\faces\\p37.bmp"                 }

file "Portrait 38"                   { "art\\faces\\p38.bmp"                 }

file "Portrait 39"                   { "art\\faces\\p39.bmp"                 }

file "Portrait 40"                   { "art\\faces\\p40.bmp"                 }

file "Portrait 41"                   { "art\\faces\\p41.bmp"                 }

file "Portrait 42"                   { "art\\faces\\p42.bmp"                 }

file "Portrait 43"                   { "art\\faces\\p43.bmp"                 }

file "Portrait 44"                   { "art\\faces\\p44.bmp"                 }

file "Portrait 45"                   { "art\\faces\\p45.bmp"                 }

file "Portrait 46"                   { "art\\faces\\p46.bmp"                 }

file "Portrait 47"                   { "art\\faces\\p47.bmp"                 }

file "Portrait 48"                   { "art\\faces\\p48.bmp"                 }

file "Portrait 49"                   { "art\\faces\\p49.bmp"                 }

file "Portrait 50"                   { "art\\faces\\p50.bmp"                 }

file "Portrait 51"                   { "art\\faces\\p51.bmp"                 }

file "Portrait 52"                   { "art\\faces\\p52.bmp"                 }

file "Portrait 53"                   { "art\\faces\\p53.bmp"                 }

file "Portrait 54"                   { "art\\faces\\p54.bmp"                 }

file "Portrait 55"                   { "art\\faces\\p55.bmp"                 }

file "Portrait 56"                   { "art\\faces\\p56.bmp"                 }

file "Portrait 57"                   { "art\\faces\\p57.bmp"                 }

file "Portrait 58"                   { "art\\faces\\p58.bmp"                 }

file "Portrait 59"                   { "art\\faces\\p59.bmp"                 }

file "Portrait 60"                   { "art\\faces\\p60.bmp"                 }

file "Portrait 61"                   { "art\\faces\\p61.bmp"                 }

file "Portrait 62"                   { "art\\faces\\p62.bmp"                 }

file "Portrait 63"                   { "art\\faces\\p63.bmp"                 }

file "Portrait 64"                   { "art\\faces\\p64.bmp"                 }

file "Portrait 65"                   { "art\\faces\\p65.bmp"                 }

file "Portrait 66"                   { "art\\faces\\p66.bmp"                 }

file "Portrait 67"                   { "art\\faces\\p67.bmp"                 }

file "Portrait 68"                   { "art\\faces\\p68.bmp"                 }

file "Portrait 69"                   { "art\\faces\\p69.bmp"                 }

file "Portrait 70"                   { "art\\faces\\p70.bmp"                 }

file "Portrait 71"                   { "art\\faces\\p71.bmp"                 }

file "Portrait 72"                   { "art\\faces\\p72.bmp"                 }

file "Portrait 73"                   { "art\\faces\\p73.bmp"                 }

file "Portrait 74"                   { "art\\faces\\p74.bmp"                 }

file "Portrait 75"                   { "art\\faces\\p75.bmp"                 }

file "Portrait 76"                   { "art\\faces\\p76.bmp"                 }

file "Portrait 77"                   { "art\\faces\\p77.bmp"                 }

file "Portrait 78"                   { "art\\faces\\p78.bmp"                 }

file "Portrait 79"                   { "art\\faces\\p79.bmp"                 }

file "Portrait 80"                   { "art\\faces\\p80.bmp"                 }

file "Portrait 81"                   { "art\\faces\\p81.bmp"                 }

file "Floor shape 0"                 { "art\\items\\itmflr00.bmp"            }

file "Floor shape 1"                 { "art\\items\\itmflr01.bmp"            }

file "Floor shape 2"                 { "art\\items\\itmflr02.bmp"            }

file "Floor shape 3"                 { "art\\items\\itmflr03.bmp"            }

file "Floor shape 4"                 { "art\\items\\itmflr04.bmp"            }

file "Floor shape 5"                 { "art\\items\\itmflr05.bmp"            }

file "Floor shape 6"                 { "art\\items\\itmflr06.bmp"            }

file "Floor shape 7"                 { "art\\items\\itmflr07.bmp"            }

file "Floor shape 10"                { "art\\items\\itmflr10.bmp"            }

file "Floor shape 11"                { "art\\items\\itmflr11.bmp"            }

file "Floor shape 12"                { "art\\items\\itmflr12.bmp"            }

file "Floor shape 13"                { "art\\items\\itmflr13.bmp"            }

file "Floor shape 14"                { "art\\items\\itmflr14.bmp"            }

file "Floor shape 15"                { "art\\items\\itmflr15.bmp"            }

file "Floor shape 16"                { "art\\items\\itmflr16.bmp"            }

file "Floor shape 17"                { "art\\items\\itmflr17.bmp"            }

file "Floor shape 18"                { "art\\items\\itmflr18.bmp"            }

file "Floor shape 19"                { "art\\items\\itmflr19.bmp"            }

file "Floor shape 20"                { "art\\items\\itmflr20.bmp"            }

file "Floor shape 21"                { "art\\items\\itmflr21.bmp"            }

file "Floor shape 22"                { "art\\items\\itmflr22.bmp"            }

file "Floor shape 23"                { "art\\items\\itmflr23.bmp"            }

file "Floor shape 24"                { "art\\items\\itmflr24.bmp"            }

file "Floor shape 25"                { "art\\items\\itmflr25.bmp"            }

file "Floor shape 26"                { "art\\items\\itmflr26.bmp"            }

file "Floor shape 27"                { "art\\items\\itmflr27.bmp"            }

file "Floor shape 28"                { "art\\items\\itmflr28.bmp"            }

file "Floor shape 29"                { "art\\items\\itmflr29.bmp"            }

file "Floor shape 30"                { "art\\items\\itmflr30.bmp"            }

file "Floor shape 31"                { "art\\items\\itmflr31.bmp"            }

file "Floor shape 32"                { "art\\items\\itmflr32.bmp"            }

file "Floor shape 33"                { "art\\items\\itmflr33.bmp"            }

file "Floor shape 34"                { "art\\items\\itmflr34.bmp"            }

file "Floor shape 35"                { "art\\items\\itmflr35.bmp"            }

file "Floor shape 36"                { "art\\items\\itmflr36.bmp"            }

file "Floor shape 37"                { "art\\items\\itmflr37.bmp"            }

file "Floor shape 38"                { "art\\items\\itmflr38.bmp"            }

file "Floor shape 39"                { "art\\items\\itmflr39.bmp"            }

file "Floor shape 40"                { "art\\items\\itmflr40.bmp"            }

file "Floor shape 44"                { "art\\items\\itmflr44.bmp"            }

file "Floor shape 45"                { "art\\items\\itmflr45.bmp"            }

file "Floor shape 47"                { "art\\items\\itmflr47.bmp"            }

file "Floor shape 48"                { "art\\items\\itmflr48.bmp"            }

file "Floor shape 49"                { "art\\items\\itmflr49.bmp"            }

file "Floor shape 50"                { "art\\items\\itmflr50.bmp"            }

file "Floor shape 51"                { "art\\items\\itmflr51.bmp"            }

file "Floor shape 53"                { "art\\items\\itmflr53.bmp"            }

file "Floor shape 54"                { "art\\items\\itmflr54.bmp"            }

file "Floor shape 56"                { "art\\items\\itmflr56.bmp"            }

file "Floor shape 57"                { "art\\items\\itmflr57.bmp"            }

file "Floor shape 58"                { "art\\items\\itmflr58.bmp"            }

file "Floor shape 59"                { "art\\items\\itmflr59.bmp"            }

file "Floor shape 60"                { "art\\items\\itmflr60.bmp"            }

file "Floor shape 61"                { "art\\items\\itmflr61.bmp"            }

file "Spell shape 0"                 { "art\\spells\\spell00.bmp"            }

file "Spell shape 1"                 { "art\\spells\\spell01.bmp"            }

file "Spell shape 2"                 { "art\\spells\\spell02.bmp"            }

file "Spell shape 3"                 { "art\\spells\\spell03.bmp"            }

file "Spell shape 4"                 { "art\\spells\\spell04.bmp"            }

file "Spell shape 5"                 { "art\\spells\\spell05.bmp"            }

file "Outtake frame"                 { "art\\outtakes\\outframe.bmp"         }

file "Sprite outtake"                { "art\\outtakes\\sprite.bmp"           }

file "Half‑elf cleric/mage outtake"  { "art\\outtakes\\hemage.bmp"           }

file "Lathander statue outtake"      { "art\\outtakes\\lathstat.bmp"         }

file "Human paladin outtake"         { "art\\outtakes\\avonlady.bmp"         }

file "Dwarf fighter/thief outtake"   { "art\\outtakes\\isharn.bmp"           }

file "Saurial cleric outtake"        { "art\\outtakes\\rex.bmp"              }

file "Half‑elf ranger outtake"       { "art\\outtakes\\delmair.bmp"          }

file "Heroes' Feast outtake"         { "art\\outtakes\\feast.bmp"            }

file "Knights outtake"               { "art\\outtakes\\knights.bmp"          }

file "Fflar outtake"                 { "art\\outtakes\\fflar.bmp"            }

file "Lich outtake"                  { "art\\outtakes\\lich.bmp"             }

file "Sage outtake"                  { "art\\outtakes\\sage.bmp"             }

file "Water outtake"                 { "art\\outtakes\\water.bmp"            }

file "Ruins tiger outtake"           { "art\\outtakes\\xform_r.bmp"          }

file "Forest tiger outtake"          { "art\\outtakes\\xform_f.bmp"          }

file "City view letterbox"           { "art\\outtakes\\cityview.bmp"         }

file "Mausoleum letterbox"           { "art\\outtakes\\mausview.bmp"         }

file "Forest trail letterbox"        { "art\\outtakes\\frstview.bmp"         }

file "Mages' guild letterbox"        { "art\\outtakes\\mageview.bmp"         }

file "Temple letterbox"              { "art\\outtakes\\tempview.bmp"         }

file "Reward letterbox"              { "art\\outtakes\\shadbane.bmp"         }

file "8x8 font"                      { "art\\fonts\\8x8.fnt"                 }

file "6x8 font"                      { "art\\fonts\\6x8.fnt"                 }

file "Ornate font"                   { "art\\fonts\\ornate.fnt"              }

file "Icons" fixed,precious          { "art\\misc\\icons.bmp"                }

file "Compass" precious              { "art\\misc\\compass.bmp"              }

file "Menu shapes"                   { "art\\misc\\menu.bmp"                 }

file "Reward"                        { "art\\misc\\reward.bmp"               }

file "Backdrop" precious             { "art\\misc\\bkgnd.bmp"                }

file "Airborne items"                { "art\\misc\\airborne.bmp"             }

file "Character display" precious    { "art\\misc\\charstat.bmp"             }

file "Auxiliary display"             { "art\\misc\\auxstat.bmp"              }

file "Camp display"                  { "art\\misc\\camp.bmp"                 }

file "Bubbles"                       { "art\\misc\\bubbles.bmp"              }

file "Wall of force"                 { "art\\misc\\fwall.bmp"                }

file "Sword wraith"                  { "art\\mons\\swraith.bmp"              }

file "Undead beast"                  { "art\\mons\\ubeast.bmp"               }

file "Feyr"                          { "art\\mons\\feyr.bmp"                 }

file "Minotaur"                      { "art\\mons\\minotaur.bmp"             }

file "Steel shadow"                  { "art\\mons\\steelsh.bmp"              }

file "Scaladar"                      { "art\\mons\\scaladar.bmp"             }

file "Shadow"                        { "art\\mons\\shadow.bmp"               }

file "Hag"                           { "art\\mons\\hag.bmp"                  }

file "Chimera"                       { "art\\mons\\chimera.bmp"              }

file "Watch ghost"                   { "art\\mons\\wghost.bmp"               }

file "Ogre slug"                     { "art\\mons\\oslug.bmp"                }

file "Wyvern"                        { "art\\mons\\wyvern.bmp"               }

file "Troll"                         { "art\\mons\\troll.bmp"                }

file "Grey pudding"                  { "art\\mons\\pudding.bmp"              }

file "Shadow wizard"                 { "art\\mons\\shwiz.bmp"                }

file "Shadow warrior"                { "art\\mons\\shwar.bmp"                }

file "Bone naga"                     { "art\\mons\\bonenaga.bmp"             }

file "Shambling mound"               { "art\\mons\\mound.bmp"                }

file "Spirit naga"                   { "art\\mons\\snaga.bmp"                }

file "Groaning spirit"               { "art\\mons\\groan.bmp"                }

file "Death knight"                  { "art\\mons\\dknight.bmp"              }

file "Shadow hound"                  { "art\\mons\\shound.bmp"               }

file "Water weird"                   { "art\\mons\\weird.bmp"                }

file "Earth elemental"               { "art\\mons\\earth.bmp"                }

file "Water elemental"               { "art\\mons\\water.bmp"                }

file "Slithermorph"                  { "art\\mons\\slither.bmp"              }

file "Grave mist"                    { "art\\mons\\mist.bmp"                 }

file "Lich"                          { "art\\mons\\lich.bmp"                 }

file "Flar"                          { "art\\mons\\flar.bmp"                 }

file "Wight"                         { "art\\mons\\wight.bmp"                }

file "Big evil bad guy"              { "art\\mons\\evilwiz.bmp"              }

file "Forest walls"                  { "art\\forest\\walls.bmp"              }

file "Forest maze"                   { "art\\forest\\maze.bmp"               }

file "Forest grave"                  { "art\\forest\\grave.bmp"              }

file "Forest hacked trees"           { "art\\forest\\hacked.bmp"             }

file "Graveyard to Forest gate"      { "art\\forest\\to_fores.bmp"           }

file "Graveyard to Mausoleum gate"   { "art\\forest\\to_maus.bmp"            }

file "Forest to Ruins gate"          { "art\\forest\\to_ruins.bmp"           }

file "Forest to Graveyard gate"      { "art\\forest\\to_grave.bmp"           }

file "Ruins walls"                   { "art\\ruins\\walls.bmp"               }

file "Ruins rubble"                  { "art\\ruins\\rubble.bmp"              }

file "Ruins wooden door"             { "art\\ruins\\door.bmp"                }

file "Ruins niche"                   { "art\\ruins\\niche.bmp"               }

file "Ruins crystal door"            { "art\\ruins\\xdoor.bmp"               }

file "Ruins keyhole"                 { "art\\ruins\\keyhole.bmp"             }

file "Ruins child statue"            { "art\\ruins\\child.bmp"               }

file "Ruins force field"             { "art\\ruins\\forcefld.bmp"            }

file "Ruins square niche"            { "art\\ruins\\sqniche.bmp"             }

file "Ruins teleporter"              { "art\\ruins\\teleport.bmp"            }

file "Ruins plaque"                  { "art\\ruins\\sign.bmp"                }

file "Ruins temple gate"             { "art\\ruins\\tempgate.bmp"            }

file "Ruins mages' guild gate"       { "art\\ruins\\magegate.bmp"            }

file "Barren tree"                   { "art\\ruins\\baretree.bmp"            }

file "Fruitful tree"                 { "art\\ruins\\fruitree.bmp"            }

file "Shadow of Death"               { "art\\maus\\shadow.bmp"               }

file "Sun Mask"                      { "art\\maus\\sunmask.bmp"              }

file "Mausoleum walls"               { "art\\maus\\walls.bmp"                }

file "Mausoleum plaque"              { "art\\maus\\plaque.bmp"               }

file "Mausoleum secret button"       { "art\\maus\\sbutton.bmp"              }

file "Mausoleum Star Trek(TM) door"  { "art\\maus\\stdoor.bmp"               }

file "Mausoleum skull door"          { "art\\maus\\skdoor.bmp"               }

file "Mausoleum door button"         { "art\\maus\\doorbtn.bmp"              }

file "Mausoleum button"              { "art\\maus\\button.bmp"               }

file "Mausoleum lever"               { "art\\maus\\lever.bmp"                }

file "Mausoleum drawers"             { "art\\maus\\drawers.bmp"              }

file "Mausoleum projector"           { "art\\maus\\project.bmp"              }

file "Mausoleum gunk"                { "art\\maus\\gunk.bmp"                 }

file "Mausoleum pit"                 { "art\\maus\\pit.bmp"                  }

file "Mausoleum ceiling pit"         { "art\\maus\\pitc.bmp"                 }

file "Mausoleum stairs up"           { "art\\maus\\stairu.bmp"               }

file "Mausoleum stairs down"         { "art\\maus\\staird.bmp"               }

file "Mausoleum teleporter"          { "art\\maus\\teleport.bmp"             }

file "Mausoleum pressure plate"      { "art\\maus\\pplate.bmp"               }

file "Mausoleum wall spikes"         { "art\\maus\\spikes.bmp"               }

file "Mausoleum holy lock"           { "art\\maus\\holylock.bmp"             }

file "Mausoleum red lever"           { "art\\maus\\rlever.bmp"               }

file "Mausoleum glass wall"          { "art\\maus\\glass.bmp"                }

file "Mausoleum pedestal"            { "art\\maus\\pedestal.bmp"             }

file "Mausoleum nameplate"           { "art\\maus\\nameplat.bmp"             }

file "Temple censer"                 { "art\\maus\\censer.bmp"               }

file "Temple gold door"              { "art\\maus\\gdoor1.bmp"               }

file "Temple gold lever"             { "art\\maus\\glever1.bmp"              }

file "Temple secret handle"          { "art\\maus\\shandle1.bmp"             }

file "Temple altar"                  { "art\\maus\\altar.bmp"                }

file "Temple altar niche"            { "art\\maus\\aniche.bmp"               }

file "Temple mask door"              { "art\\maus\\ldoor1.bmp"               }

file "Temple copper lock"            { "art\\maus\\culock.bmp"               }

file "Temple iron lock"              { "art\\maus\\felock.bmp"               }

file "Temple gold lock"              { "art\\maus\\aulock.bmp"               }

file "Temple font"                   { "art\\maus\\font.bmp"                 }

file "Temple statue"                 { "art\\maus\\lathstat.bmp"             }

file "Temple dart hole"              { "art\\maus\\dhole.bmp"                }

file "Temple niche"                  { "art\\maus\\niche.bmp"                }

file "Temple spell hole"             { "art\\maus\\shole.bmp"                }

file "Temple crystal lock"           { "art\\maus\\xlock.bmp"                }

file "Temple fire lock"              { "art\\maus\\flock.bmp"                }

file "Temple fountain"               { "art\\maus\\fount.bmp"                }

file "Temple frost lock"             { "art\\maus\\frlock.bmp"               }

file "Temple high button"            { "art\\maus\\highbtn1.bmp"             }

file "Temple beacon"                 { "art\\maus\\beacon1.bmp"              }

file "Marble walls"                  { "art\\marble\\marb0057.bmp"           }

file "Marble door"                   { "art\\marble\\marb9055.bmp"           }

file "Marble gate"                   { "art\\marble\\marb9012.bmp"           }

file "Marble air tapestry"           { "art\\marble\\marb0001.bmp"           }

file "Marble fire tapestry"          { "art\\marble\\marb0002.bmp"           }

file "Marble water tapestry"         { "art\\marble\\marb0003.bmp"           }

file "Marble earth tapestry"         { "art\\marble\\marb0004.bmp"           }

file "Marble floor grate"            { "art\\marble\\marb0006.bmp"           }

file "Marble ceiling grate"          { "art\\marble\\marb0008.bmp"           }

file "Marble niche"                  { "art\\marble\\marb0009.bmp"           }

file "Marble teleporter"             { "art\\marble\\marb0013.bmp"           }

file "Marble crystal keyhole"        { "art\\marble\\marb0015.bmp"           }

file "Marble silver keyhole"         { "art\\marble\\marb0016.bmp"           }

file "Marble copper keyhole"         { "art\\marble\\marb0017.bmp"           }

file "Marble brass keyhole"          { "art\\marble\\marb0018.bmp"           }

file "Marble floor spikes"           { "art\\marble\\marb0019.bmp"           }

file "Marble wall spike holes"       { "art\\marble\\marb0024.bmp"           }

file "Marble valve"                  { "art\\marble\\marb0025.bmp"           }

file "Marble lever"                  { "art\\marble\\marb0027.bmp"           }

file "Marble magic lever"            { "art\\marble\\marb0029.bmp"           }

file "Marble ice wall"               { "art\\marble\\marb0030.bmp"           }

file "Marble button"                 { "art\\marble\\marb0032.bmp"           }

file "Marble elven tapestry"         { "art\\marble\\marb0035.bmp"           }

file "Marble plaque"                 { "art\\marble\\marb0036.bmp"           }

file "Marble projector"              { "art\\marble\\marb0037.bmp"           }

file "Marble silver grate"           { "art\\marble\\marb0039.bmp"           }

file "Marble brass grate"            { "art\\marble\\marb0040.bmp"           }

file "Marble crystal grate"          { "art\\marble\\marb0041.bmp"           }

file "Marble secret button"          { "art\\marble\\marb0042.bmp"           }

file "Marble tassel"                 { "art\\marble\\marb0044.bmp"           }

file "Marble scales"                 { "art\\marble\\marb0046.bmp"           }

file "Marble censer"                 { "art\\marble\\marb0049.bmp"           }

file "Marble rusted lever"           { "art\\marble\\marb0051.bmp"           }

file "Marble stairs down"            { "art\\marble\\marb0058.bmp"           }

file "Marble stairs up"              { "art\\marble\\marb0059.bmp"           }

file "Marble left niche"             { "art\\marble\\marbln.bmp"             }

file "Marble right niche"            { "art\\marble\\marbrn.bmp"             }

palette "Title palette"              { "art\\misc\\menu.lbm",0x00,0xff       }

palette "Fixed palette"              { "art\\misc\\playfld.lbm",0x00,0xff    }

palette "Reward palette"             { "art\\misc\\reward.lbm",0x00,0xff     }

palette "Sword wraith palette"       { "art\\mons\\swraith.lbm",0xc0,0xdf    }

palette "Undead beast palette"       { "art\\mons\\ubeast.lbm",0xe0,0xff     }

palette "Feyr palette"               { "art\\mons\\feyr.lbm",0xc0,0xdf       }

palette "Minotaur palette"           { "art\\mons\\minotaur.lbm",0xe0,0xff   }

palette "Steel shadow palette"       { "art\\mons\\steelsh.lbm",0xc0,0xdf    }

palette "Scaladar palette"           { "art\\mons\\scaladar.lbm",0xe0,0xff   }

palette "Shadow palette"             { "art\\mons\\shadow.lbm",0xe0,0xff     }

palette "Chimera palette"            { "art\\mons\\chimera.lbm",0xe0,0xff    }

palette "Hag palette"                { "art\\mons\\hag.lbm",0xc0,0xdf        }

palette "Watch ghost palette"        { "art\\mons\\wghost.lbm",0xc0,0xdf     }

palette "Ogre slug palette"          { "art\\mons\\oslug.lbm",0xe0,0xff      }

palette "Wyvern palette"             { "art\\mons\\wyvern.lbm",0xe0,0xff     }

palette "Troll palette"              { "art\\mons\\troll.lbm",0xc0,0xdf      }

palette "Shadow warrior palette"     { "art\\mons\\shwar.lbm",0xe0,0xff      }

palette "Grey pudding palette"       { "art\\mons\\pudding.lbm",0xc0,0xdf    }

palette "Bone naga palette"          { "art\\mons\\bonenaga.lbm",0xc0,0xdf   }

palette "Shambling mound palette"    { "art\\mons\\mound.lbm",0xe0,0xff      }

palette "Spirit naga palette"        { "art\\mons\\snaga.lbm",0xc0,0xdf      }

palette "Groaning spirit palette"    { "art\\mons\\groan.lbm",0xe0,0xff      }

palette "Shadow hound palette"       { "art\\mons\\shound.lbm",0xe0,0xff     }

palette "Big evil bad guy palette"   { "art\\mons\\evilwiz.lbm",0xc0,0xdf    }

palette "Water weird palette"        { "art\\mons\\weird.lbm",0xc0,0xdf      }

palette "Lich palette"               { "art\\mons\\lich.lbm",0xe0,0xff       }

palette "Water elemental palette"    { "art\\mons\\water.lbm",0xe0,0xff      }

palette "Slithermorph palette"       { "art\\mons\\slither.lbm",0xc0,0xdf    }

palette "Grave mist palette"         { "art\\mons\\mist.lbm",0xc0,0xdf       }

palette "Wight/Flar palette"         { "art\\mons\\wight.lbm",0xc0,0xdf      }

palette "Sprite palette"             { "art\\outtakes\\sprite.lbm",0xb0,0xff }

palette "Half‑elf cleric/mage pal"   { "art\\outtakes\\hemage.lbm",0xb0,0xff }

palette "Lathander statue palette"   { "art\\outtakes\\lathstat.lbm",0xb0,0xff }

palette "Human paladin palette"      { "art\\outtakes\\avonlady.lbm",0xb0,0xff }

palette "Heroes' Feast palette"      { "art\\outtakes\\feast.lbm",0xb0,0xff  }

palette "Dwarf fighter/thief pal"    { "art\\outtakes\\isharn.lbm",0xb0,0xff }

palette "Saurial cleric palette"     { "art\\outtakes\\rex.lbm",0xb0,0xff    }

palette "Half‑elf ranger palette"    { "art\\outtakes\\delmair.lbm",0xb0,0xff}

palette "Knights palette"            { "art\\outtakes\\knights.lbm",0xb0,0xff}

palette "Lich outtake palette"       { "art\\outtakes\\lich.lbm",0xb0,0xff   }

palette "Fflar palette"              { "art\\outtakes\\fflar.lbm",0xb0,0xff  }

palette "Sage palette"               { "art\\outtakes\\sage.lbm",0xb0,0xff   }

palette "Water palette"              { "art\\outtakes\\water.lbm",0xb0,0xff  }

palette "Ruins tiger palette"        { "art\\outtakes\\xform_r1.lbm",0xb0,0xff }

palette "Forest tiger palette"       { "art\\outtakes\\xform_f1.lbm",0xb0,0xff }

palette "City view palette"          { "art\\outtakes\\cityview.lbm",0xb0,0xff }

palette "Mages' Guild view palette"  { "art\\outtakes\\mageview.lbm",0xb0,0xff }

palette "Mausoleum view palette"     { "art\\outtakes\\mausview.lbm",0xb0,0xff }

palette "Forest view palette"        { "art\\outtakes\\frstview.lbm",0xb0,0xff }

palette "Temple view palette"        { "art\\outtakes\\tempview.lbm",0xb0,0xff }

palette "Shadow's Bane view palette" { "art\\outtakes\\shadbane.lbm",0xb0,0xff }

palette "Forest palette"             { "art\\forest\\floor.lbm",0xb0,0xbf    }

palette "Mausoleum palette"          { "art\\maus\\floor.lbm",0xb0,0xbf      }

palette "Ruins palette"              { "art\\ruins\\floor.lbm",0xb0,0xbf     }

palette "Marble palette"             { "art\\marble\\floor.lbm",0xb0,0xbf    }

//████████████████████████████████████████
//██                                    ██
//██  Sound & music resources           ██
//██                                    ██
//████████████████████████████████████████
file "13SLING"                       { "snd\\sfx\\13SLING.SND"               }

file "ARMOR7M"                       { "snd\\sfx\\ARMOR7M.SND"               }

file "ARTDOOR"                       { "snd\\sfx\\ARTDOOR.SND"               }

file "BIGSWICH"                      { "snd\\sfx\\BIGSWICH.SND"              }

file "BIRD2"                         { "snd\\sfx\\BIRD2.SND"                 }

file "BIRD4"                         { "snd\\sfx\\BIRD4.SND"                 }

file "BONENAG1"                      { "snd\\sfx\\BONENAG1.SND"              }

file "BONENAG2"                      { "snd\\sfx\\BONENAG2.SND"              }

file "BONES1"                        { "snd\\sfx\\BONES1.SND"                }

file "BOWTWANG"                      { "snd\\sfx\\BOWTWANG.SND"              }

file "CARPET1"                       { "snd\\sfx\\CARPET1.SND"               }

file "CHIMERA1"                      { "snd\\sfx\\CHIMERA1.SND"              }

file "CHIMERA2"                      { "snd\\sfx\\CHIMERA2.SND"              }

file "CHOPME"                        { "snd\\sfx\\CHOPME.SND"                }

file "CLICKING"                      { "snd\\sfx\\CLICKING.SND"              }

file "CLINK1"                        { "snd\\sfx\\CLINK1.SND"                }

file "CRACKLE2"                      { "snd\\sfx\\CRACKLE2.SND"              }

file "D‑LOCK2"                       { "snd\\sfx\\D‑LOCK2.SND"               }

file "D‑OPEN1"                       { "snd\\sfx\\D‑OPEN1.SND"               }

file "DIRTSTEP"                      { "snd\\sfx\\DIRTSTEP.SND"              }

file "DRAWER1"                       { "snd\\sfx\\DRAWER1.SND"               }

file "DUNEF"                         { "snd\\sfx\\DUNEF.SND"                 }

file "EARTH1"                        { "snd\\sfx\\EARTH1.SND"                }

file "EARTH2"                        { "snd\\sfx\\EARTH2.SND"                }

file "FEYR1"                         { "snd\\sfx\\FEYR1.SND"                 }

file "FEYR2"                         { "snd\\sfx\\FEYR2.SND"                 }

file "FIREMIX1"                      { "snd\\sfx\\FIREMIX1.SND"              }

file "GRAVEMIS"                      { "snd\\sfx\\GRAVEMIS.SND"              }

file "GRAVSTP2"                      { "snd\\sfx\\GRAVSTP2.SND"              }

file "GSHADOW1"                      { "snd\\sfx\\GSHADOW1.SND"              }

file "HAG1"                          { "snd\\sfx\\HAG1.SND"                  }

file "HAG2"                          { "snd\\sfx\\HAG2.SND"                  }

file "HOUND1"                        { "snd\\sfx\\HOUND1.SND"                }

file "HOUND2"                        { "snd\\sfx\\HOUND2.SND"                }

file "INVISIBL"                      { "snd\\sfx\\INVISIBL.SND"              }

file "LAPC‑HIT"                      { "snd\\sfx\\LAPC‑HIT.SND"              }

file "LAUGH1"                        { "snd\\sfx\\LAUGH1.SND"                }

file "LGOLOM"                        { "snd\\sfx\\LGOLOM.SND"                }

file "LOOTERS1"                      { "snd\\sfx\\LOOTERS1.SND"              }

file "LOOTERS2"                      { "snd\\sfx\\LOOTERS2.SND"              }

file "MAUSSTEP"                      { "snd\\sfx\\MAUSSTEP.SND"              }

file "METALDWN"                      { "snd\\sfx\\METALDWN.SND"              }

file "MINOTAR1"                      { "snd\\sfx\\MINOTAR1.SND"              }

file "MINOTAR2"                      { "snd\\sfx\\MINOTAR2.SND"              }

file "MISS7"                         { "snd\\sfx\\MISS7.SND"                 }

file "MISS9"                         { "snd\\sfx\\MISS9.SND"                 }

file "MOUND1"                        { "snd\\sfx\\MOUND1.SND"                }

file "MOUND4"                        { "snd\\sfx\\MOUND4.SND"                }

file "MTLSLAM4"                      { "snd\\sfx\\MTLSLAM4.SND"              }

file "PRESSURE"                      { "snd\\sfx\\PRESSURE.SND"              }

file "PUDDING1"                      { "snd\\sfx\\PUDDING1.SND"              }

file "PUDDING2"                      { "snd\\sfx\\PUDDING2.SND"              }

file "SCRAPE1"                       { "snd\\sfx\\SCRAPE1.SND"               }

file "SCREAM2"                       { "snd\\sfx\\SCREAM2.SND"               }

file "SHARN1"                        { "snd\\sfx\\SHARN1.SND"                }

file "SHARN2"                        { "snd\\sfx\\SHARN2.SND"                }

file "SLIDE2"                        { "snd\\sfx\\SLIDE2.SND"                }

file "SLITHER1"                      { "snd\\sfx\\SLITHER1.SND"              }

file "SLUG1A"                        { "snd\\sfx\\SLUG1A.SND"                }

file "SLUG2A"                        { "snd\\sfx\\SLUG2A.SND"                }

file "SPELL1"                        { "snd\\sfx\\SPELL1.SND"                }

file "SPELL10"                       { "snd\\sfx\\SPELL10.SND"               }

file "SPELL100"                      { "snd\\sfx\\SPELL100.SND"              }

file "SPELL101"                      { "snd\\sfx\\SPELL101.SND"              }

file "SPELL11"                       { "snd\\sfx\\SPELL11.SND"               }

file "SPELL12"                       { "snd\\sfx\\SPELL12.SND"               }

file "SPELL15"                       { "snd\\sfx\\SPELL15.SND"               }

file "SPELL2"                        { "snd\\sfx\\SPELL2.SND"                }

file "SPELL22"                       { "snd\\sfx\\SPELL22.SND"               }

file "SPELL24"                       { "snd\\sfx\\SPELL24.SND"               }

file "SPELL25"                       { "snd\\sfx\\SPELL25.SND"               }

file "SPELL26"                       { "snd\\sfx\\SPELL26.SND"               }

file "SPELL28"                       { "snd\\sfx\\SPELL28.SND"               }

file "SPELL35"                       { "snd\\sfx\\SPELL35.SND"               }

file "SPELL38"                       { "snd\\sfx\\SPELL38.SND"               }

file "SPELL44"                       { "snd\\sfx\\SPELL44.SND"               }

file "SPELL46"                       { "snd\\sfx\\SPELL46.SND"               }

file "SPELL52"                       { "snd\\sfx\\SPELL52.SND"               }

file "SPELL54"                       { "snd\\sfx\\SPELL54.SND"               }

file "SPELL64"                       { "snd\\sfx\\SPELL64.SND"               }

file "SPELL66"                       { "snd\\sfx\\SPELL66.SND"               }

file "SPELL81"                       { "snd\\sfx\\SPELL81.SND"               }

file "SPELL87"                       { "snd\\sfx\\SPELL87.SND"               }

file "SPELL95"                       { "snd\\sfx\\SPELL95.SND"               }

file "SPELL98"                       { "snd\\sfx\\SPELL98.SND"               }

file "SPIRIT1"                       { "snd\\sfx\\SPIRIT1.SND"               }

file "SPIRIT2"                       { "snd\\sfx\\SPIRIT2.SND"               }

file "SQUEEK1"                       { "snd\\sfx\\SQUEEK1.SND"               }

file "STBUTTON"                      { "snd\\sfx\\STBUTTON.SND"              }

file "STDOOR1"                       { "snd\\sfx\\STDOOR1.SND"               }

file "STEEL1"                        { "snd\\sfx\\STEEL1.SND"                }

file "STRAVHIT"                      { "snd\\sfx\\STRAVHIT.SND"              }

file "SWARM2"                        { "snd\\sfx\\SWARM2.SND"                }

file "SWING1"                        { "snd\\sfx\\SWING1.SND"                }

file "TENTACLE"                      { "snd\\sfx\\TENTACLE.SND"              }

file "THUMP2"                        { "snd\\sfx\\THUMP2.SND"                }

file "TRNSPTR1"                      { "snd\\sfx\\TRNSPTR1.SND"              }

file "TROLL2"                        { "snd\\sfx\\TROLL2.SND"                }

file "TWIGSNAP"                      { "snd\\sfx\\TWIGSNAP.SND"              }

file "WATER1"                        { "snd\\sfx\\WATER1.SND"                }

file "WATER2"                        { "snd\\sfx\\WATER2.SND"                }

file "WATER2A"                       { "snd\\sfx\\WATER2A.SND"               }

file "WATER4"                        { "snd\\sfx\\WATER4.SND"                }

file "WATEREL1"                      { "snd\\sfx\\WATEREL1.SND"              }

file "WDBUTTON"                      { "snd\\sfx\\WDBUTTON.SND"              }

file "WDDOOR1"                       { "snd\\sfx\\WDDOOR1.SND"               }

file "WDDOOR2"                       { "snd\\sfx\\WDDOOR2.SND"               }

file "WDLEVER"                       { "snd\\sfx\\WDLEVER.SND"               }

file "WEASEL"                        { "snd\\sfx\\WEASEL.SND"                }

file "WGSWING"                       { "snd\\sfx\\WGSWING.SND"               }

file "WHAMMY1"                       { "snd\\sfx\\WHAMMY1.SND"               }

file "WHITE1"                        { "snd\\sfx\\WHITE1.SND"                }

file "WIND2B"                        { "snd\\sfx\\WIND2B.SND"                }

file "WOOSH1"                        { "snd\\sfx\\WOOSH1.SND"                }

file "WOOSH2"                        { "snd\\sfx\\WOOSH2.SND"                }

file "WYVREN1"                       { "snd\\sfx\\WYVREN1.SND"               }

file "WYVREN2"                       { "snd\\sfx\\WYVREN2.SND"               }

file "AVAD"                          { "snd\\xmi\\AVAD.XMI"                  }

file "AVON"                          { "snd\\xmi\\AVON.XMI"                  }

file "AVPC"                          { "snd\\xmi\\AVPC.XMI"                  }

file "CHGE"                          { "snd\\xmi\\CHGE.XMI"                  }

file "CHGEA"                         { "snd\\xmi\\CHGEA.XMI"                 }

file "CHGEP"                         { "snd\\xmi\\CHGEP.XMI"                 }

file "CUE1"                          { "snd\\xmi\\CUE1.XMI"                  }

file "CUE1A"                         { "snd\\xmi\\CUE1A.XMI"                 }

file "CUE1P"                         { "snd\\xmi\\CUE1P.XMI"                 }

file "CUE2"                          { "snd\\xmi\\CUE2.XMI"                  }

file "CUE2A"                         { "snd\\xmi\\CUE2A.XMI"                 }

file "CUE2P"                         { "snd\\xmi\\CUE2P.XMI"                 }

file "CUE3"                          { "snd\\xmi\\CUE3.XMI"                  }

file "CUE3A"                         { "snd\\xmi\\CUE3A.XMI"                 }

file "CUE3P"                         { "snd\\xmi\\CUE3P.XMI"                 }

file "CUE4"                          { "snd\\xmi\\CUE4.XMI"                  }

file "CUE4A"                         { "snd\\xmi\\CUE4A.XMI"                 }

file "CUE4P"                         { "snd\\xmi\\CUE4P.XMI"                 }

file "CUE5"                          { "snd\\xmi\\CUE5.XMI"                  }

file "CUE5A"                         { "snd\\xmi\\CUE5A.XMI"                 }

file "CUE5P"                         { "snd\\xmi\\CUE5P.XMI"                 }

file "CUE6"                          { "snd\\xmi\\CUE6.XMI"                  }

file "CUE6A"                         { "snd\\xmi\\CUE6A.XMI"                 }

file "CUE6P"                         { "snd\\xmi\\CUE6P.XMI"                 }

file "CUE7"                          { "snd\\xmi\\CUE7.XMI"                  }

file "CUE7A"                         { "snd\\xmi\\CUE7A.XMI"                 }

file "CUE7P"                         { "snd\\xmi\\CUE7P.XMI"                 }

file "CUE8"                          { "snd\\xmi\\CUE8.XMI"                  }

file "CUE8A"                         { "snd\\xmi\\CUE8A.XMI"                 }

file "CUE8P"                         { "snd\\xmi\\CUE8P.XMI"                 }

file "CUE9"                          { "snd\\xmi\\CUE9.XMI"                  }

file "CUE9A"                         { "snd\\xmi\\CUE9A.XMI"                 }

file "CUE9P"                         { "snd\\xmi\\CUE9P.XMI"                 }

file "FLAPC"                         { "snd\\xmi\\FLAPC.XMI"                 }

file "FLAR"                          { "snd\\xmi\\FLAR.XMI"                  }

file "FLARAD"                        { "snd\\xmi\\FLARAD.XMI"                }

file "FORAD"                         { "snd\\xmi\\FORAD.XMI"                 }

file "FORPC"                         { "snd\\xmi\\FORPC.XMI"                 }

file "FORTR"                         { "snd\\xmi\\FORTR.XMI"                 }

file "HABAD"                         { "snd\\xmi\\HABAD.XMI"                 }

file "HABAL"                         { "snd\\xmi\\HABAL.XMI"                 }

file "HABPC"                         { "snd\\xmi\\HABPC.XMI"                 }

file "HAF"                           { "snd\\xmi\\HAF.XMI"                   }

file "HAFAD"                         { "snd\\xmi\\HAFAD.XMI"                 }

file "HAFPC"                         { "snd\\xmi\\HAFPC.XMI"                 }

file "MAG"                           { "snd\\xmi\\MAG.XMI"                   }

file "MAGAD"                         { "snd\\xmi\\MAGAD.XMI"                 }

file "MAGPC"                         { "snd\\xmi\\MAGPC.XMI"                 }

file "MAUAD"                         { "snd\\xmi\\MAUAD.XMI"                 }

file "MAUPC"                         { "snd\\xmi\\MAUPC.XMI"                 }

file "MAUS"                          { "snd\\xmi\\MAUS.XMI"                  }

file "SAGAD"                         { "snd\\xmi\\SAGAD.XMI"                 }

file "SAGEGH"                        { "snd\\xmi\\SAGEGH.XMI"                }

file "SAGPC"                         { "snd\\xmi\\SAGPC.XMI"                 }

file "SEKA"                          { "snd\\xmi\\SEKA.XMI"                  }

file "SEKAD"                         { "snd\\xmi\\SEKAD.XMI"                 }

file "SEKPC"                         { "snd\\xmi\\SEKPC.XMI"                 }

file "SSS"                           { "snd\\xmi\\SSS.XMI"                   }

file "SSAD"                          { "snd\\xmi\\SSAD.XMI"                  }

file "SSPC"                          { "snd\\xmi\\SSPC.XMI"                  }

file "THY"                           { "snd\\xmi\\THY.XMI"                   }

file "THYAD"                         { "snd\\xmi\\THYAD.XMI"                 }

file "THYPC"                         { "snd\\xmi\\THYPC.XMI"                 }

file "XYZ"                           { "snd\\xmi\\XYZ.XMI"                   }

file "XYZAD"                         { "snd\\xmi\\XYZAD.XMI"                 }

file "XYPC"                          { "snd\\xmi\\XYPC.XMI"                  }

//████████████████████████████████████████
//██                                    ██
//██  String resources                  ██
//██                                    ██
//████████████████████████████████████████
string "cp1"                    [between]

string "cp2"                    [guardcaptain]

string "cp3"                    [stared]

string "cp4"                    [charger]

string "cp5"                    [though]

string "cp6"                    [wilderlands]

string "cp7"                    [simple]

string "cp8"                    [suddenly]

string "cp9"                    [complete]

string "cp10"                   [occupations]

string "cp11"                   [classes]

string "cp12"                   [away]

string "cp13"                   [paladins]

string "cp14"                   [ability]

string "cp15"                   [mage]

string "cp16"                   [means]

string "cp17"                   [polearm]

string "cp18"                   [mainly]

string "cp19"                   [displays]

string "cp20"                   [examine]

string "cp21"                   [importance]

string "cp22"                   [especially]

string "cp23"                   [engage]

string "cp24"                   [remember]

string "cpwildcard"             [xyzzy]

string "cp prompt"

[\nPlease enter the requested word from your Eye of the Beholder III Rule \

Book.\n\

\n\

Page #%d,  line #%d,  word #%d]

string " :"                     [ :]

string "intro"                  [Introduction]

string "load game"              [Continue the Quest]

string "new party"              [Gather a New Party]

string "xfer party"             [Summon the Heroes of Darkmoon]

string "exit"                   [Abandon the Quest]

string "Rest"                   [Rest]

string "Pray"                   [Pray for Spells]

string "Study"                  [Memorize Spells]

string "Scribe"                 [Scribe Scroll]

string "Dump"                   [Drop Companion]

string "Break Camp"             [Break Camp]

string "Save"                   [Save Game]

string "Restore"                [Restore Game]

string "Sounds On"              [Turn Sounds On]

string "Sounds Off"             [Turn Sounds Off]

string "Bars On"                [Show Bar Graphs]

string "Bars Off"               [Show Numbers]

string "Quit"                   [Exit Game]        

string "Cancel"                 [CANCEL]

string "Yes"                    [Yes]

string "No"                     [No]

string "OK  "                   [OK  ]

string "More  "                 [More  ]

string "exit?"

[Are you sure you wish to exit the game?]

string "rest while starving?"

[Starvation wracks the party as it slumbers.  Do you wish to \

continue resting?]

string "rest while poisoned?"

[Those who suffer from poison may die in their sleep!\n\n\

Are you certain you wish to rest?]

string "heal party?"

[Shall your healers aid the injured?]

string "keep resting?"

[Do you wish to rest until all wounds are healed?]

string "would drown"

[\nThe party would drown.]

string "monsters near 1"

[\n"This doesn't seem like such a great place to rest," objects\n]

string "monsters near 2"

[.  "Too many monsters around for comfort."]

string "rest time"

[Hours rested: %u]

string "gained spell"

[ receives '%s'.]

string "learned spell"

[ memorizes '%s'.]

string "healed"

[ casts '%s' on ]

string "casts"

[ casts '%s' . . .]

string "rested"

[\nAll characters are fully rested.]

string "going down"             [\nGoing down . . .]

string "going up"               [\nGoing up . . .]

string "entering"               [\nEntering . . .]

string "leaving"                [\nLeaving . . .]

string " taken."                [ taken.]

string " dropped."              [ dropped.]

string " placed in quiver."     [ placed in quiver.]

string " removed from quiver."  [ removed from quiver.]

string "HP"                     [HP]

string "FOOD"                   [FOOD]

string "val / max"              [%d of %d]

string "MISS"                   [MISS]

string "CAN'T"                  [CAN'T]

string "REACH"                  [REACH]

string "HACK"                   [HACK]

string "FIRED"                  [FIRE]

string "BASH"                   [BASH]

string "NO"                     [NO]

string "AMMO"                   [AMMO]

string "saving"                 [\nSaving \"] 

string "restoring"              [\nRestoring \"]

string "ellipsis"               [\" . . . ]

string "done."                  [Done.]

string "save failed"            [\nFailed! Disk may be full.]

string "bad restore choice"     [\nNo game is saved at that position.  Choose another.]

string "restore failed"         [\nRestore failed: Game files may be damaged or missing.]

string "spell header"           [Level %u:]

string "spell header 2"         [%u of %u Available]

string "spell request line"     [\[+\] \[‑\] %s (%u)]

string "next spell lvl"         [NEXT LEVEL]

string "prev spell lvl"         [PREVIOUS LEVEL]

string "spell request done"     [DONE]

string "who will memorize"

[\nSelect the mage who will memorize spells, or press \

the ESC key to cancel.]

string "who will pray"

[\nSelect the character who will pray for spells, or press \

the ESC key to cancel.]

string "who will leave"

[\nSelect a character to dismiss from the party, or press the ESC \

key to cancel.]

string "who will scribe"

[\nSelect the mage who will scribe the scroll, or press \

the ESC key to cancel.]

string "who is target"

[\nSelect a character on which to cast the spell: ]

string "sel cancelled"

[\n\nSelection aborted.]

string "4 must be present"

[\nYour party must include at least four adventurers.]

string "mages starving"

[\nRegrettably, starvation tends to distract mages from their studies.]

string "clerics starving"

[\nIt is difficult to attain enlightenment on an empty stomach.]

string "none can memorize"

[\nNo one in the party is capable of memorizing spells.]

string "none can pray"

[\nNo one in the party is capable of praying for spells.]

string "none can scribe"

[\nNo one in the party is capable of scribing scrolls.]

string "need spellbook"

[ does not have a spellbook.]

string "not holding scroll"

[\nTo copy a scroll into a mage's spellbook, you must pick up the desired \

mage scroll and select this option with it.]

string "not mage scroll"

[\nOnly mage scrolls may be scribed.]

string "already known"

['s spellbook already contains the '%s' spell.]

string "spell scribed"

[ copies the '%s' scroll, which immediately vanishes.]

string "redundant party spell"

[\nThe party is already under the influence of a '%s' spell.]

string "redundant spell"

[ is already under the influence of a '%s' spell.]

string "spell expires"

['s '%s' spell has expired.]

string "party's spell expires"

[\nThe party's '%s' spell has expired.]

string "must be in front"

[ must be in the front rank to hit!]

string "no target"

[\nThe spell dissipates harmlessly into the ether.]

string "spell misses"

[ misses the monster.]

string "spell hits"

[ inflicts %d damage!]

string "spell grazes"

[ grazes the monster.]

string "weapon destroyed"

[ is consumed!]

string "spell fails"

[\nThe magic fails.]

string "need free hand"

[\nThis spell requires at least one free hand.]

string "is held"

[ is held!]

string "is weakened"

[ grows weaker!]

string "unparalyzed"

[ is no longer paralyzed.]

string "petrified"

[ is turned to stone!]

string "poisoned"

[ is poisoned!]

string "unpetrified"

[ is no longer petrified.]

string "unpoisoned"

[ no longer feels the effects of poison.]

string "feels poison"

[ suffers the ravages of poison!]

string "new level"              

[ attains level %d, gaining %d hit point(s)!]

string "loses level"

[ loses one level of experience!]

string "loses level and spells"

[ loses one level of experience and all spells!]

string "spell has no effect"

[\nThe spell has no effect.]

string "monster shattered"

[\nThe statue crumbles to dust.]

string "can't wear"

[ cannot wear that type of armor.]

string "can't drop cursed"

[ cannot release the item!  It is cursed!]

string "can't carry there"

[\nYou can't put it there.]

string "not food"

[ seems to have acquired some interesting tastes in food," remarks ]

string "spoiled food"

[\nThis mold‑encrusted hardtack has become infested with legions of \

writhing maggots.]

string "not hungry"

[ isn't hungry at the moment.]

string "Swapping..."            [Swapping. . .]

string "CHARACTER INFO"         [CHARACTER INFO]

string "HUMAN MALE"             [HUMAN MALE]

string "HUMAN FEMALE"           [HUMAN FEMALE]

string "ELF MALE"               [ELF MALE]

string "ELF FEMALE"             [ELF FEMALE]

string "HALF‑ELF MALE"          [HALF‑ELF MALE]

string "HALF‑ELF FEMALE"        [HALF‑ELF FEMALE]

string "DWARF MALE"             [DWARF MALE]

string "DWARF FEMALE"           [DWARF FEMALE]

string "GNOME MALE"             [GNOME MALE]

string "GNOME FEMALE"           [GNOME FEMALE]

string "HALFLING MALE"          [HALFLING MALE]

string "HALFLING FEMALE"        [HALFLING FEMALE]

string "SPRITE MALE"            [SPRITE MALE]

string "SPRITE FEMALE"          [SPRITE FEMALE]

string "SAURIAL MALE"           [SAURIAL MALE]

string "SAURIAL FEMALE"         [SAURIAL FEMALE]

string "FIGHTER"                [FIGHTER]

string "RANGER"                 [RANGER]

string "PALADIN"                [PALADIN]

string "MAGE"                   [MAGE]

string "CLERIC"                 [CLERIC]

string "THIEF"                  [THIEF]

string "FIGHTER/CLERIC"         [FIGHTER/CLERIC]

string "FIGHTER/THIEF"          [FIGHTER/THIEF]

string "FIGHTER/MAGE"           [FIGHTER/MAGE]

string "FIGHTER/MAGE/THIEF"     [FIGHTER/MAGE/THIEF]

string "THIEF/MAGE"             [THIEF/MAGE]

string "CLERIC/THIEF"           [CLERIC/THIEF]

string "FIGHTER/CLERIC/MAGE"    [FIGHTER/CLERIC/MAGE]

string "RANGER/CLERIC"          [RANGER/CLERIC]

string "CLERIC/MAGE"            [CLERIC/MAGE]

string "LAWFUL GOOD"            [LAWFUL GOOD]

string "NEUTRAL GOOD"           [NEUTRAL GOOD]

string "CHAOTIC GOOD"           [CHAOTIC GOOD]

string "LAWFUL NEUTRAL"         [LAWFUL NEUTRAL]

string "TRUE NEUTRAL"           [TRUE NEUTRAL]

string "CHAOTIC NEUTRAL"        [CHAOTIC NEUTRAL]

string "LAWFUL EVIL"            [LAWFUL EVIL]

string "NEUTRAL EVIL"           [NEUTRAL EVIL]

string "CHAOTIC EVIL"           [CHAOTIC EVIL]

string "STRENGTH"               [STRENGTH]

string "INTELLIGENCE"           [INTELLIGENCE]

string "WISDOM"                 [WISDOM]

string "DEXTERITY"              [DEXTERITY]

string "CONSTITUTION"           [CONSTITUTION]

string "CHARISMA"               [CHARISMA]

string "ARMOR CLASS"            [ARMOR CLASS]

string "EXP"                    [EXP]

string "LVL"                    [LVL]

string "DEAD"                   [DEAD]

string "UNCONSCIOUS"            [UNCONSCIOUS]

string "POISONED"               [POISONED]

string "PETRIFIED"              [PETRIFIED]

string "PARALYZED"              [PARALYZED]

//

// Spell names 

//

string "cm Armor"                       [Armor]

string "cm Burning Hands"               [Burning Hands]

string "cm Detect Magic"                [Detect Magic]

string "cm Magic Missile"               [Magic Missile]

string "cm Shield"                      [Shield]

string "cm Shocking Grasp"              [Shocking Grasp]

string "cm Blur"                        [Blur]

string "cm Detect Invisibility"         [Detect Invisibility]

string "cm Improved Identify"           [Improved Identify]

string "cm Invisibility"                [Invisibility]

string "cm Protection from Paralysis"   [Protection from Paralysis]

string "cm Melf's Acid Arrow"           [Melf's Acid Arrow]

string "cm Dispel Magic"                [Dispel Magic]

string "cm Fireball"                    [Fireball]

string "cm Haste"                       [Haste]

string "cm Hold Person"                 [Hold Person]

string "cm Hold Undead"                 [Hold Undead]

string "cm Invisibility 10' Radius"     [Invisibility 10' Radius]

string "cm Lightning Bolt"              [Lightning Bolt]

string "cm Slow"                        [Slow]

string "cm Vampiric Touch"              [Vampiric Touch]

string "cm Water Breathing"             [Water Breathing]

string "cm Fear"                        [Fear]

string "cm Ice Storm"                   [Ice Storm]

string "cm Improved Invisibility"       [Improved Invisibility]

string "cm Remove Curse"                [Remove Curse]

string "cm Cone of Cold"                [Cone of Cold]

string "cm Hold Monster"                [Hold Monster]

string "cm Wall of Force"               [Wall of Force]

string "cm Death Spell"                 [Death Spell]

string "cm Disintegrate"                [Disintegrate]

string "cm Flesh to Stone"              [Flesh to Stone]

string "cm Stone to Flesh"              [Stone to Flesh]

string "cm True Seeing"                 [True Seeing]

string "cm Acid Storm"                  [Acid Storm]

string "cm Finger of Death"             [Finger of Death]

string "cm Mordenkainen's Sword"        [Mordenkainen's Sword]

string "cm Power Word, Stun"            [Power Word, Stun]

string "cm Abi‑Dalzim's Horrid Wilting" [Abi‑Dalzim's Horrid Wilting]

string "cm Bigby's Clenched Fist"       [Bigby's Clenched Fist]

string "cm Energy Drain"                [Energy Drain]

string "cm Meteor Swarm"                [Meteor Swarm]

string "cm Power Word, Kill"            [Power Word, Kill]

string "cm Time Stop"                   [Time Stop]

string "cc Bless"                       [Bless]

string "cc Cause Light Wounds"          [Cause Light Wounds]

string "cc Cure Light Wounds"           [Cure Light Wounds]

string "cc Detect Magic"                [Detect Magic]

string "cc Protection from Evil"        [Protection from Evil]

string "cc Turn Undead"                 [Turn Undead]

string "cc Lay On Hands"                [Lay On Hands]

string "cc Aid"                         [Aid]

string "cc Flame Blade"                 [Flame Blade]

string "cc Hold Person"                 [Hold Person]

string "cc Resist Fire"                 [Resist Fire]

string "cc Resist Cold"                 [Resist Cold]

string "cc Spiritual Hammer"            [Spiritual Hammer]

string "cc Slow Poison"                 [Slow Poison]

string "cc Create Food & Water"         [Create Food & Water]

string "cc Dispel Magic"                [Dispel Magic]

string "cc Magical Vestment"            [Magical Vestment]

string "cc Negative Plane Protection"   [Negative Plane Protection]

string "cc Prayer"                      [Prayer]

string "cc Protection from Fire"        [Protection from Fire]

string "cc Remove Paralysis"            [Remove Paralysis]

string "cc Water Breathing"             [Water Breathing]

string "cc Blessed Warmth"              [Blessed Warmth]

string "cc Cause Serious Wounds"        [Cause Serious Wounds]

string "cc Cure Serious Wounds"         [Cure Serious Wounds]

string "cc Free Action"                 [Free Action]

string "cc Neutralize Poison"           [Neutralize Poison]

string "cc Poison"                      [Poison]

string "cc Protection/Evil 10' Radius"  [Protection from Evil 10']

string "cc Protection from Lightning"   [Protection from Lightning]

string "cc Cause Critical Wounds"       [Cause Critical Wounds]

string "cc Cure Critical Wounds"        [Cure Critical Wounds]

string "cc Flame Strike"                [Flame Strike]

string "cc Raise Dead"                  [Raise Dead]

string "cc Slay Living"                 [Slay Living]

string "cc True Seeing"                 [True Seeing]

string "cc Harm"                        [Harm]

string "cc Heal"                        [Heal]

string "cc Heroes' Feast"               [Heroes' Feast]

string "cc Sol's Searing Orb"           [Sol's Searing Orb]

string "cc Fire Storm"                  [Fire Storm]

string "cc Resurrection"                [Resurrection]

string "cc Extra Healing"               [Extra Healing]

string "cc Giant Strength"              [Giant Strength]

//

// Item names, global use messages, etc.

//

string "arms name"    [ called "%s"]

string "path blocked" [\nYou can't go that way.]

string "can't drop"   [\nYou can't drop anything there.]

string "maze blocked" [\nTangles and thorns in the undergrowth block the way.] 

string "needs key"    [\nLike most locks, this one requires a key.]

string "wrong key"    [\nThe key does not fit this lock.]

string "unlocked"     [\nThe lock is open.]

string "pick fail"    [\nYou fail to pick the lock.]

string "knock fail"   [\nThe lock stubbornly resists the spell.]

string "unlock OK"    [\nThe lock clicks open!]

string "lever stuck"  [\nThe lever appears to be stuck.]

string "button stuck" [\nThe button appears to be stuck.]

string "busted 1"     [\nWith a mighty effort, ]

string "busted 2"     [ breaks the rusty lever free.]

string "busted 3"     [ forces the stuck button free.]

string "can't fix"    [\nYou can't fix anything with that!]

string "lever freed"  [\nWith obvious reluctance, the rusty lever yields!]

string "button freed" [\nThe corroded button moves freely!]

string "need thief"   

[\n"There's never a thief around when you need one," mutters\n]

string "proj desc 1"

[\n"It's probably not a good idea to fool around with that," cautions ]

string "proj desc 2"

[\n"How does this thing wor ‑" begins ]

string "Hands"                   [Bare hands]

string "Holy symbol"             [Holy symbol]

string "Spellbook"               [Spellbook]

string "Torch"                   [Everburning torch]

string "Holy key"                [Holy key]

string "Crystal key"             [Crystal key]

string "Axe"                     [Axe]

string "Club"                    [Club]

string "Dagger"                  [Dagger]

string "Spear"                   [Spear]

string "Searing orb"             [Searing orb]

string "Trident"                 [Trident]

string "Revko"                   [Revko]

string "Short sword"             [Short sword]

string "Long sword"              [Long sword]

string "Spiritual hammer"        [Spiritual hammer]

string "Hammer"                  [Hammer]

string "Bow"                     [Bow]

string "Chain mail"              [Chain mail]

string "Scale mail"              [Scale mail]

string "Arrow"                   [Arrow]

string "Mace"                    [Mace]

string "Spell"                   [Spell]

string "Plate mail"              [Plate mail]

string "Splint mail"             [Splint mail]

string "Two‑handed sword"        [Two‑handed sword]

string "Necklace"                [Necklace of '%s']

string "Necklace/adornment"      [Necklace of Adornment]

string "Apple"                   [Apple]

string "Bones"                   [Bones]

string "Blessed holy symbol"     [Blessed holy symbol]

string "Black hammer"            [Black hammer]

string "Shield"                  [Shield]

string "Iron rations"            [Iron rations]

string "Helm/underwater"         [Helm of Underwater Breathing]

string "Gauntlets/hill giant"    [Gauntlets of Hill Giant Strength]

string "Gauntlets/fire giant"    [Gauntlets of Fire Giant Strength]

string "Leather armor"           [Leather armor]

string "Ring/fire resistance"    [Ring of Fire Resistance]

string "Ring/feather falling"    [Ring of Feather Falling]

string "Ring/sustenance"         [Ring of Sustenance]

string "Ring/adornment"          [Ring of Adornment]

string "Ring/protection"         [Ring of Protection]

string "Ring/wizardry"           [Ring of Wizardry]

string "Ring/Trobriand"          [Ring of Trobriand]

string "Cloak/protection"        [Cloak of Protection]

string "Thieves' tools"          [Thieves' tools]

string "Rod fragment"            [Rod fragment]

string "Orb fragment"            [Rod orb]

string "Rod of Restoration"      [Rod of Restoration]

string "Hag's eye"               [Hag's eye]

string "Flar's nameplate"        [Captain Fflar's nameplate]

string "Flar's talisman"         [Medallion of Friendship]

string "Rations"                 [Rations]

string "Potion/giant strength"   [Potion of Giant Strength]

string "Potion/healing"          [Potion of Healing]

string "Potion/extra healing"    [Potion of Extra Healing]

string "Potion/vitality"         [Potion of Vitality]

string "Potion/speed"            [Potion of Speed]

string "Potion/invisibility"     [Potion of Invisibility]

string "Potion/cure poison"      [Potion of 'Neutralize Poison']

string "Potion/poison"           [Potion of Poison]

string "Wand"                    [Wand of '%s']

string "Cleric scroll"           [Cleric scroll '%s']

string "Mage scroll"             [Mage scroll '%s']

string "Frostbite"               [Frostbite]

string "Maggot"                  [Maggot]   

string "Ginsu"                   [Ginsu]

string "Magic dust"              [Magic dust]

string "Iron key"                [Iron key]

string "Hammer of Throwing"      [Hammer of Throwing]

string "Banded mail"             [Banded mail]

string "Sphere of Fire"          [Sphere of Fire]

string "Ornate shield"           [Ornate shield]

string "Bag of incense"          [Bag of incense]

string "Severious"               [Severious]

string "Elven arrow"             [Elven arrow]

string "Helm"                    [Helm]

string "Gauntlets/Ogre Strength" [Gauntlets of Ogre Strength]

string "Robe"                    [Robe]

string "Coin"                    [Coin]

string "Dart"                    [Dart]

string "Morning's Light"         [Morning's Light]

string "Ember of Hope"           [Ember of Hope]

string "Leather boots"           [Leather boots]

string "Zymoks"                  [Zymoks]

string "Blessed arrow"           [Blessed arrow]

string "Rock"                    [Rock]

string "Polearm"                 [Polearm]

string "Dragonskin armor"        [Dragonskin armor]

string "Slasher"                 [Slasher]

string "Elven shield"            [Elven shield]

string "Medallion"               [Medallion]

string "Magic staff"             [Magic staff]

string "Staff of Life"           [Staff of Life]

string "Statue arm"              [Statue arm]

string "Shadow's Bane"           [Dhauzimmer]

string "Nytzor"                  [Nytzor]

string "Elven long sword"        [Elven long sword]

string "Composite bow"           [Composite bow]

string "Fountain spout"          [Fountain spout]

string "Elven chain mail"        [Elven chain mail]

string "Spirit sphere"           [Spirit sphere]

string "Elven bow"               [Elven bow]

string "Sun Mask name"           [Sun Mask]

string "Amulet of Death"         [Amulet of Death]

string "Drow boots"              [Drow boots]

string "Plate mail/Great Beauty" [Plate mail of Great Beauty]

string "Amulet"                  [Amulet of '%s']

string "Flail"                   [Flail]

string "Key of Faith"            [Key of Faith]

string "Jhona's cloak"           [Jhona's Cloak of Protection]

string "Cloak"                   [Cloak]

string "Green crystal hammer"    [Green crystal hammer]

string "Black holy symbol"       [Black holy symbol]

string "Fire key"                [Fire key]

string "Gold key"                [Gold key]

string "Nightstalker"            [Nightstalker]

string "Dwarven shield"          [Dwarven shield]

string "Rusty dagger"            [Rusty dagger]

string "Sceptre of Kingly Might" [Sceptre of Kingly Might]

string "Halberd"                 [Halberd]

string "Mantis idol"             [Mantis idol]

string "Staff"                   [Staff]

string "Drow shield"             [Drow shield]

string "Golden cup"              [Golden cup]

string "Cup of Good Cheer"       [Cup of Good Cheer]

string "Black shield"            [Black shield]

string "Frost key"               [Frost key]

string "Chrome shield"           [Chrome shield]

string "Long bow"                [Long bow]

string "Bracers/protection"      [Bracers of Protection]

string "Soulhunter"              [Soulhunter]

string "Diamond"                 [Diamond]

string "Crystal hammer"          [Crystal hammer]

string "Amulet of Life"          [Amulet of Life]

string "Sling"                   [Sling]

string "Drow Cleaver"            [Drow Cleaver]

string "Crimson key"             [Crimson key]

string "Book of Trobriand"       [Book of Trobriand]

string "Chrome key"              [Chrome key]

string "Gauntlets/Giant Strgth"  [Gauntlets of Giant Strength]

string "Ring of Trobriand"       [Ring of Trobriand]

string "Story scroll"            [Scroll]

string "Purple gem"              [Purple gem]

string "Green gem"               [Green gem]

string "Copper key"              [Copper key]

string "Silver key"              [Silver key]

string "Blue gem"                [Blue gem]

string "Yellow gem"              [Yellow gem]

string "Brass key"               [Brass key]

string "Dart of Hornet's Nest"   [Dart of Hornet's Nest]

string "Stone key"               [Stone key]

string "Red gem"                 [Red gem]

string "Book of Seasons"         [Book 'The Elemental Seasons']

string "Scrying glass"           [Scrying glass]

string "Ocnor"                   [Ocnor]

string "Ronco"                   [Ronco]

string "Mourning Star"           [Mourning Star] 

string "Grappling hook"          [Grappling hook]

string "Generic cleric scroll"   [Generic cleric scroll]

string "Generic mage scroll"     [Generic mage scroll]

string "Terminator"              [Terminator]

string "goto x"                  [New X: ]

string "goto y"                  [New Y: ]

string "goto l"                  [New L: ]

string "too high"      [\nYou can't climb any higher!]

string "too low"       [\nYou can't go any lower!]

string "bad use"       [\nThis item is not used in this way.]

string "wear use"      [\nYou can use this item simply by wearing it.]

string "torch used"    [\nYou wave the flaming torch to and fro.]

string "talisman used" [\nYou hold the medallion at arm's length, allowing \

it to swing slowly back and forth.]

string "rod used OK" 

[ feels a strong magic!]

string "rod used"    

[ experiences no noticeable benefit from the Rod of Restoration.]

string "niche empty"   [\nThe niche is empty.]

string "item too big"  [\nThe niche is too small.]

string "no spell items in niches" [\nA strange force inexplicably intervenes.]

string "can't reach button" [\nThe button is out of reach.]

string "grate descent"

[\nThe grate creaks open, and the party drops quietly into the corridor below \

with the aid of the grappling hook.]

string "grate ascent"

[\nTossing the hook at the grate, the party pulls it aside and scrambles up \

the rope.]

string "can't force door"

[\nNo one in the party is able to budge this door.]

string "party is toast"

[All those who sought fair Glory have found, instead, their Doom.]

//

// "Transfer from Eye II" text

//

string "transfer file not found"

[\

This option will allow you to play Eye of the Beholder III using the first \

four characters from any one of your saved games in Eye of the Beholder II.\

\n\

\n\

Before you can use this option, you must run the CHARCOPY program to select \

the Eye of the Beholder II party you wish to transfer.  For more details, \

consult your data card.\n]

string "about to transfer"

[\

Your Eye of the Beholder II characters will retain their attribute scores, as \

well as most of their spells and equipment.  However, items which are no \

longer useful or relevant will not be transferred.\

\n\

\n\

Do you wish to proceed?\

\n]

string "Yes,xfer"  [Yes, transfer the party]

string "No,menu"   [No, return to the main menu]

//

// Outtake text

//

string "o1"

[You wake to the unmistakable sound ‑‑ and smell ‑‑ of an unwashed dwarf \

trying to steal food.  "OK, OK, you caught me.  But only because I let \

you catch me.  I am a great and powerful warrior and, uh, thief.  Yeah, \

that's the ... that's it.  I could have just taken everything, \

and left you with nothing, left you helpless and alone in this hellish pit, \

but I felt kind of... mellow today.  I've decided not to slay you where you \

stand, or even to leave you to the doting attention of the local monster \

population.]

//

// Other text strings

//

// Note: Plaque text is automatically centered

//

//

// Mausoleum level 1

//

string "pray for dead"

[\nAmidst runes of pain and loss, an inscription reads:\n\n\

PRAY FOR THE DEAD]

string "4 bones down"

[\nA tarnished plaque reads:\n\n\

FOUR BONES DOWN\nWILL SHOW THE WAY]

string "Flar clue 1"

[\nThe tarnished plaque shimmers oddly.  Unsettled runes read:\n\

FFLAR, CAPTAIN OF MYTH DRANNOR,\n\

REFUSED TO ACCEPT DEFEAT]

string "Flar clue 2"

[\nThe tarnished plaque shimmers oddly.  Unsettled runes read:\n\n\

SPIRIT FULL OF UNREST]

string "Flar clue 3"

[\nThe tarnished plaque shimmers oddly.  Unsettled runes read:\n\n\

SEALED DOWNSTAIRS UNTIL DEFEAT IS BROUGHT TO HIM]

string "Flar clue 4"

[\nThe tarnished plaque shimmers oddly.  Unsettled runes read:\n\n\

TIME HAS ROBBED HIM OF HIS NAME]

string "ramwall clue"

[\n\n\

HEADS UP]

string "lever maze clue"

[\n\n\

THE SCEPTRE, LEARNED, PHYSIC MUST\n\

ALL FOLLOW THIS AND COME TO DUST]

string "not all need weight"

[\nThe plaque, which is grimy with soot, reads:\n\n\

NOT ALL NEED WEIGHT]

string "scroll explodes"

[\nAs you grasp the scroll, it explodes in flames!]

string "atone or die"

[ says, "Our intrusion has angered the undead.  We must atone, or \

we shall surely perish."]

//

// Mausoleum level 2

//

string "gas on"

[\nA mysterious gas floods into the chamber!]

string "gas off"

[\nAs the door slides open, the noxious vapor drifts away into the corridor.]

string "glass wall description"

[\nA wall of solid, flawless crystal, weighing an unknown number of tons, \

prevents further passage.]

string "glass wall attacked"

[\nA mighty blow indeed, but the crystal wall remains in one piece.]

string "glass trap plaque"

[\nThe plaque is etched with glyphs depicting a magical force of immense \

power.  Further runes of warning read:\n\

HALT! DO NOT TOUCH!]

string "identify pedestal"

[\nThe monolith, which appears to be of ancient design, features four slots \

of varying sizes.]

string "won't fit in pedestal"

[\nIt doesn't fit.]

string "pedestal plaque"

[\nFAITH RESTORETH THE SOUL]

string "3 forward, 1 back"

[\nTHE SPIRIT MOVES IN MYSTERIOUS WAYS]

string "push button for service"

[\nPRESS BUTTON FOR SERVICE]

string "captain clue"

[ says, "I believe this may be what the Captain needs to see."]

string "3 paths"

[\nFOR EACH PATH THAT MAY BE TAKEN\nANOTHER SURELY SHALL BE GIVEN]

//

// Graveyard/forest & environs

//

string "UU RIP"

[\nHIC JACET ULTIMA SUBTERRARUM\nREQUIESCAT IN PACEAT]

string "cleric hacked"

[ says with a disapproving frown, "Pray us cease this wanton mischief, \

forthwith!"]                               

string "can't violate grave"

[ says with a disapproving frown, "There seems little profit in \

disturbing the spirits of the fallen.\"]

string "violated grave"

[\nAn open grave, doubtlessly violated by a gang of maurauding ruffians.]

string "tree barren"

[\nThe tree is barren of fruit.]

string "must use axe"

[ remarks, "A stout axe might well do the job."]

string "can chop trees"

[ says, "Some of these trees don't look all that sturdy to me.  I wonder ... "]

string "can't hack tree"

[\nThese trees seem unusually resistant to axe blows.]

string "can't dispel tree"

[\nThe trees ignore you.]

//

// Guild hall quarter ruins

//

string "rubble description"

[\nAssorted chunks of rubble, masonry debris, and other evidence of age \

and decay lie scattered about.]

string "broken door description"

[\nThe twisted remains of a door hang askew in its frame.]

//

// Temple quarter ruins

//

string "statue description"

[\nThis is a statue of the god Lathander, appearing as a radiant youth \

who ‑‑ even in stone ‑‑ seems alive with warmth and benevolence.]

string "ice chambers"

[\n\nICE CHAMBERS\n]

string "ice?"

[\n\nICE, COVETED ICE\n]

string "fear?"

[\n\nDO YOU FEAR FOR YOUR CHILD?\n]

string "choose wisely"

[\n\nCHOOSE WISELY!\n]

//

// Mages' guild

//

string "tapestry description"

[\nA magnificent tapestry of finespun silk, scarcely faded by time.]

string "elven tapestry description"

[\nThis silken tapestry exhibits the attention to aesthetics and craftsmanship \

often ascribed to the Elven race.]

string "6a clue"

[\n\n\

TO QUICKEN THE REALM,\n\

THE RAINS OF SPRING]

string "6b clue"

[\n\n\

TO CLEANSE THE REALM,\n\

THE HEAT OF SUMMER]

string "6c clue"

[\n\n\

TO INSPIRE THE REALM,\n\

THE BREATH OF AUTUMN]

string "6d clue"

[\n\n\

TO PRESERVE THE REALM,\n\

THE ICE OF WINTER]

string "ring clue"

[\n\n\

THE WAY IS REVEALED\n\

WITH THE LURE OF THE BEASTS]

string "weapons lab"

[\n\n\

WEAPONS LABORATORY\n\

ENTRY STRICTLY FORBIDDEN]

//

// Temple

//

string "famine"

[\n\n\

FAMINE IS DRIVEN AWAY BY THE GENEROUS]

string "pestilence"

[\n\n\

PESTILENCE IS SUBDUED WITH A WAFT OF SWEET AIR]

string "drought"

[\n\n\

DROUGHT IS DISPELLED WITH A DRINK OF CLEAR WATER]

string "war"

[\n\n\

WAR IS AVERTED BY FORSAKING THE SWORD]

string "pit of despair"

[\n\n\

INTO THE PIT OF DESPAIR YOU ARE CAST\n\

WHILE THE CURSE OF THE NIGHT STILL LASTS]

string "shield clue"

[\n\n\

THE MORNINGLORDS SHIELD YOU FROM THE NIGHT]

string "goodness"

[\n\n\

SURELY GOODNESS SHALL REPLACE THE EVIL WHICH LURKS IN OUR MIDST]

string "light of dawn"

[\n\n\

THE VIRTUOUS LIGHT OF DAWN DRIVES BACK THE NIGHT]

string "censer description"

[\nThis is a wall censer, used by the priests of Lathander in times long \

past for the burning of incense.]

string "incense burned"

[\nThe sweet, exotic aroma of incense fills the air, lending an atmosphere of \

tranquility to the room.]

string "incense already burning"

[\nExotic incense smolders languorously in this censer.]

string "broken fountain description 1"

[\n"This fountain has been vandalized," murmurs ]

string "broken fountain description 2"

[ sadly.  "Doubtless its holy waters once held the very power of Prayer."]

string "lathander statue clicked"

[\nA somewhat revealing statue of the god Lathander.]

string "broken arm text"

[  Vandals have desecrated the statue by breaking its arm away.]

string "rest attempt"

[\nNightmares filled with images of hate and evil beset the party, ruling out \

any possibility of healthful sleep.]

string "DHV 1"

[\n\

D _ N _ E _\n\

H _ G _\n\

V _ L _ A _ E]

string "DHV 2"

[\n\

D A N G E R\n\

H I G H\n\

V O L T A G E]

string "blessed clue"

[\n\

BLESSED ARE THE PURE OF HEART\n\

FOR THEY SHALL FIND THE WAY]

string "miasma clue"

[\n\

The putrid stench of carrion nearly overwhelms the party.  A sickening miasma \

of illness and contagion pervades the entire area.]

string "hall of sanctuary"

[\n\n\

LATHANDER SPREADS HIS PROTECTIVE LIGHT OVER ALL IN\n\

THIS HOLY HALL OF SANCTUARY]

string "lathander's bounty"

[\n\n\

BE WELCOME, FRIENDS, AND PARTAKE OF LATHANDER'S BOUNTY]

string "light clue"

[\n\n\

THE ETERNAL LIGHT OF HOPE FUELS THE BEACONS OF SANCTUARY.\n\

MAY ALL ENJOY THEIR BENEVOLENCE.]

string "beacon desc 1"

[\nA Beacon of Hope rests in the temple window, devoid of warmth and light.]

string "beacon desc 2"

[\nThe Beacon of Hope glows with the radiant light of Lathander's faith.]

string "beacon desc 3"

[\nThe Beacon of Hope flares alive with holy light!]

string "cup clue"

[\n\nTHE CUPS OF GOOD CHEER BRING FORTH THE HEROES' FEAST]

string "ember clue"

[\n\nTHE SMALLEST OF EMBERS CAN IGNITE HOPE ETERNAL]

string "sustenance clue"

[\n\nSUSTENANCE FOR BODY AND SPIRIT IS FREELY GIVEN WITHIN THE WALLS OF \

THIS TEMPLE]

string "sweet air clue"

[\n\nMAY THE SWEET AIR OF LATHANDER'S TEMPLE GIVE YOU RESPITE FROM YOUR PAIN]

string "faith clue"

[\n\nWHILE YET THE BEACONS BURN, THE KEY TO PASSING INTO DARKNESS WITHOUT \

FEAR IS FAITH]

string "faith clue 2"

[\nHAVE FAITH IN WHAT YOU SEE\n\

Oddly, the writing on this plaque is not of the style common to Myth Drannor.]

string "faith clue 3"

[\n\nFAITH IS FOUND ON THE ALTAR OF DEVOTION]

string "faith clue 4"

[\n\nFAITH MUST GO BEFORE ALL GOOD SOULS]

string "wizlock clue"

[\n\nAGAINST THESE GATES NEITHER STEALTH NOR SWORD NOR PRAYER SHALL PREVAIL]

string "sanctify"

[ says, "The water in this basin carries the blessing of Lathander's \

spirit ‑‑ or what little is left of his spirit in this foul place."]

string "missing mask text"

[\nThis door seems to be missing a piece.]

string "trap machinery"

[\nBeneath the grate lies a sinister‑looking mechanism.]

string "quick or dead"

[\nBE QUICK OR BE DEAD]

//

// MAGELVL3

//

string "hand of wise holds key"

[\n\nTHE HAND OF THE LEARNED HOLDS THE KEY]

string "grapple clue"

[\n"With the proper equipment, we might be able to lift this grate and climb \

through," muses ]

string "emerald clue"

[\nAN EMERALD FOR EACH SHALL YIELD THE KEY]

string "door clue"

[\nCHOOSE THE LEFT DOOR AND YE SHALL LIVE LONGER]

string "balance desc"

[\nAn elegant pan balance of great antiquity stands here, flanked by a brace \

of miniscule wall niches.]

//

// MAGELVL4

//

string "dead zone"

[\nAn unknown force quenches the spell's energy.]

string "fire underwater"

[\nUnsurprisingly, the spell fizzles.]

string "valve desc"

[\nThis is a massive outflow valve, capable of releasing large quantities \

of water at extraordinary rates.]

string "valve gushes"

[\nWithout warning, a torrent of icy water gushes from the valve!]

string "wall valve clue"

[\nA WALL SHALL SERVE TO STAY THE FLOW\nAND A RUBY SHALL SERVE AS A KEY]

//████████████████████████████████████████
//██                                    ██
//██  State‑object program declarations ██
//██                                    ██
//████████████████████████████████████████
source "mainmenu.sop"

source "xfer.sop"

source "entities.sop"

source "items.sop"

source "npc.sop"

source "features.sop"

source "pc.sop"

source "kernel.sop"

source "startup.sop"

source "dungeon.sop"

source "utils.sop"

source "camp.sop"

source "magic.sop"

source "tables.sop"

source "dialog.sop"

source "mauslvl1.sop"   // level 1

source "mauslvl2.sop"   // level 2

source "graveyrd.sop"   // level 3

source "frstrail.sop"   // level 4

source "ghqrtr.sop"     // level 5

source "magelvl1.sop"   // level 6

source "magelvl2.sop"   // level 7

source "magelvl3.sop"   // level 8

source "magelvl4.sop"   // level 9

source "tmplqrtr.sop"   // level 10

source "templvl1.sop"   // level 11

source "templvl2.sop"   // level 12

source "templvl3.sop"   // level 13

source "templvl4.sop"   // level 14

STARTUP.SOP
──────────────────────────────────────────
This is an example of a relatively simple AESOP class, written to manage the opening menu options in Eye of the Beholder III.  
See also: MAINMENU.SOP, XFER.SOP from Eye of the Beholder III's source

//████████████████████████████████████████████████████████████████████████████
//██                                                                        ██
//██  STARTUP.SOP                                                           ██
//██                                                                        ██
//██  Initialization classes for Eye III engine                             ██
//██                                                                        ██
//██  Project: Extensible State‑Object Processor (AESOP/16)                 ██
//██   Author: John Miles                                                   ██
//██                                                                        ██
//██  Compatible with AESOP/16 v1.0                                         ██
//██                                                                        ██
//████████████████████████████████████████████████████████████████████████████
//██                                                                        ██
//██  Copyright (C) 1992 Miles Design, Inc.                                 ██
//██                                                                        ██
//██  Miles Design, Inc.                                                    ██
//██  6702 Cat Creek Trail                                                  ██
//██  Austin, TX 78731                                                      ██
//██                                                                        ██
//██  (512) 345‑2642 / BBS (512) 454‑9990 / FAX (512) 338‑9630              ██
//██                                                                        ██
//████████████████████████████████████████████████████████████████████████████
#depend "..\\arc.exe"   // for test purposes, recompile when ARC.EXE changes

#include "names.h"      // predefined names for events, constants, etc.

//

// "startup" class used to launch game from command line or chargen

//

class "start"

{

   message "enter game",gamenum

      {

      create_program(kernel,"kernel");

      send_message(kernel,"enter game",gamenum);

      destroy_object(kernel);

      }

   message "create"

      {

      word tmenu;

      word option;

      word xfer;

      word result;

      long status;

      status = peekmem(0x4f0);

      pokemem(0x4f0,0);

      switch (status)

         {

         //

         // Game starts from batch file

         //

         default:

            create_initial_binary_files();

            init_sound(1);

            pokemem(0x4f0,'INTR');

            launch(string "cine.exe", string "cine.exe", string "1",

               string "1");

         //

         // Intermediate process resumes game from tempfiles

         //

         case 'CINE':

            init_sound(0);

            init_graphics();

            init_interface();

            send_message(this,"enter game",‑1);

            return;

         //

         // Final (victory) cinematic returns

         //

         case 'VICT':

            init_sound(0);

            init_graphics();

            init_interface();

            send_message(this,"enter game",‑3);

            return;

         //

         // Chargen returns w/valid party

         //

         case 'CHGN':

            init_sound(0);

            init_graphics();

            init_interface();

            xfer = create_program(‑1,"xfer");

            result = send_message(xfer,"convert created party");

            destroy_object(xfer);

            send_message(this,"enter game",‑1);

            return;

         //

         // Intro returns, or chargen returns w/o valid party

         //

         case 'INTR':

            init_sound(0);

            init_graphics();

            init_interface();

            set_palette(PAL_FIXED,"Title palette");

            tmenu = create_program(‑1,"main menu");

            flush_input_events();

            loop

               {

               option = send_message(tmenu,"get choice");

               switch (option)

                  {

                  //

                  // Introduction

                  //

                  case 0:

                     destroy_object(tmenu);

                     pokemem(0x4f0,'INTR');

                     launch(string "cine.exe", string "cine.exe", string "1",

                        string "1");

                  //

                  // Continue the Quest

                  //

                  case 1:

                     destroy_object(tmenu);

                     send_message(this,"enter game",‑2);

                     return;

                  //

                  // Gather a New Party

                  //

                  case 2:

                     destroy_object(tmenu);

                     pokemem(0x4f0,'CHGN');

                     launch(string "chargen", string "chgen.exe",0,0);

                  //

                  // Summon the Heroes of Darkmoon

                  // 

                  case 3:

                     send_message(tmenu,"disable");

                     xfer = create_program(‑1,"xfer");

                     result = send_message(xfer,"transfer from Eye II");

                     destroy_object(xfer);

                     send_message(tmenu,"enable");

                     if (result)

                        {

                        destroy_object(tmenu);

                        send_message(this,"enter game",‑1);

                        return;

                        }

                     else

                        break;

                  //

                  // Abandon the Quest

                  //

                  case 4:

                     destroy_object(tmenu);

                     return;

                  }

               }

         }

      }

   message "destroy"

      {

      hide_mouse();

      light_fade(PAGE1,0);

      wipe_window(PAGE1,0);

      shutdown_sound();

      shutdown_interface();

      shutdown_graphics();

      return 0;

      }

}

ENTITIES.SOP
──────────────────────────────────────────
This is an example of an important AESOP "base class."  Almost all objects in Eye of the Beholder III inherit from class "entities".
See also: ITEMS.SOP, NPC.SOP, FEATURES.SOP, PC.SOP from Eye of the Beholder III's source

//████████████████████████████████████████████████████████████████████████████
//██                                                                        ██
//██  ENTITIES.SOP                                                          ██
//██                                                                        ██
//██  Base class for Eye III furniture, NPCs, items, and other entities     ██
//██                                                                        ██
//██  Project: Eye III engine                                               ██
//██   Author: John Miles                                                   ██
//██                                                                        ██
//██  Compatible with AESOP/16 v1.0                                         ██
//██                                                                        ██
//████████████████████████████████████████████████████████████████████████████
//██                                                                        ██
//██  Copyright (C) 1992 Miles Design, Inc.                                 ██
//██                                                                        ██
//██  Miles Design, Inc.                                                    ██
//██  6702 Cat Creek Trail                                                  ██
//██  Austin, TX 78731                                                      ██
//██                                                                        ██
//██  (512) 345‑2642 / BBS (512) 454‑9990 / FAX (512) 338‑9630              ██
//██                                                                        ██
//████████████████████████████████████████████████████████████████████████████
#depend "..\\arc.exe"    // for test purposes, recompile when ARC.EXE changes

#include "names.h"       // predefined names for events, constants, etc.

class "entities"

{

   public word place;    // place or "owner" object # (‑1=on floor, ‑2=flying)

   public byte x;        // Cartesian (x,y,lvl) location

   public byte y;      

   public byte lvl;      

   public byte region;   // NW/NE/SW/SE corner (0‑3) or center (4) for NPCs;

                         // 0000WSEN side visibility mask for wall decorations

   public word next;     // Index of next ("higher") object in location

   public word prev;     // Index of last ("lower") object in location

   extern word "entities" next,"entities" prev;

   extern word "dungeon" lvlobj[3][LVL_Y][LVL_X];

   extern byte "kernel" party_lvl;

   //

   // Set X,Y and level location of an item, feature, or NPC 

   //

   // Entity must not be linked into the level object list when this routine

   // is called!

   //

   // Entities placed on levels < 0 remain on current level

   //

   // Non‑item entities may not change levels

   //

   // Airborne items which change levels (e.g., thrown up/down stairs)

   // are "grounded" at their point of entry

   //

   // Entities placed on current party level are appended to the object list;

   // entities placed at x=y=‑1 and/or a different level are "orphaned"

   //

   message "place",xc,yc,lc

      {

      long link;

      word family;

      family = (GET TYPE);

      x = xc;

      y = yc;

      lvl = lc;

      if (lc < 0)

         lvl = lc = kernel.party_lvl;

      next = prev = ‑1;

      if ((lc != kernel.party_lvl) or ((x | y) < 0))

         {

         if (family == T_ITM)

            {

            lvl = lc;

            if (place == P_AIRBORNE)

               {

               place = P_ON_FLOOR;

               cancel(this,"flight in progress",SYS_TIMER,‑1);

               post_event(this,EV_GLOBAL_EXPIRE,SEX_END_LIFE);

               }

            if ((GET PROFILE) & IP_SPELL)

               {

               if ((x | y) >= 0)

                  send_message(this,"consume");

               post_event(this,EV_REQUEST_DESTRUCTION,‑1);

               }

            }

         return;

         }

      link = dungeon.lvlobj[family][yc][xc];

      if (link == ‑1)

         {

         dungeon.lvlobj[family][yc][xc] = this;

         prev = ‑1;

         }

      else

         {

         while (link.next != ‑1)

            link = link.next;

         link.next = this;

         prev = link;

         }

      send_message(dungeon,"update",x,y);

      post_event(this,EV_ENTER_SQUARE,y << 16 | x);

      }

   //

   // Remove an entity from its floor‑based location in the current party

   // level, in preparation for assignment to another object or location

   //

   message "remove"

      {

      word family;

      if (((x | y) < 0) or (lvl != kernel.party_lvl))

         return;

      family = (GET TYPE);

      if (next != ‑1)

         next.prev = prev;

      if (prev != ‑1)

         prev.next = next;

      else

         if (dungeon.lvlobj[family][y][x] == this)

            dungeon.lvlobj[family][y][x] = next;

      next = prev = ‑1;

      send_message(dungeon,"update",x,y);

      post_event(this,EV_EXIT_SQUARE,y << 16 | x);

      }

   message "create"

      {

      x=y=place=‑1;

      lvl=region=‑1;

      next=prev=‑1;

      }

}

Appendices
AESOP Runtime Interpreter Messages
──────────────────────────────────────────
Any of these messages may appear during execution of an AESOP application.  When the diagnostic environment variable AESOP_DEBUG is set to 1, any reported error message will also display the last message handler's name (MSGD dictionary entry number), the index of the last executing object, and the type of the last dispatched event.

AESOP inheritance limit exceeded
By default (MAX_G in DEFS.H), an AESOP class hierarchy may consist of up to 16 levels of inheritance.

Bad data item entry
A variable assignment statement in an object's context descriptor is missing its '=' sign.

Class name missing; cannot restore
The named class is referenced as a member of an object's hierarchy in a context file, but is not present in the resource file.

Context file corrupt at entry num
For safety reasons, objects stored in a context file must be numbered consecutively.  Occurrence of this message means that a manually edited context file contains missing or incorrectly numbered object entries, or that a savegame context file has become corrupted.

Could not create level tempfile
During game startup or restoration, the Eye III interpreter could not create a temporary file to hold objects 1000-1999 on one of the non-current levels.

Could not open context file name
A restore attempt failed because the specified context file could not be located.

Could not save level to tempfile
The Eye III interpreter could not create a temporary file to hold objects 1000-1999 prior to changing levels.

Could not suspend current level
The Eye III interpreter could not create a temporary file to hold objects 1000-1999 prior to launching a secondary process.

Could not suspend items
The Eye III interpreter could not create a temporary file to hold objects 0-999 prior to launching a secondary process.

Couldn't open output file for translation
An attempt to translate an ASCII context file to its runtime binary-only format failed because the output file could not be opened for writing.

Couldn't open input file for translation
An attempt to translate an ASCII context file to its runtime binary-only format failed because the input file could not be opened for reading.

Couldn't open savegame directory for reading
The Eye III file SAVEGAME.DIR could not be found.

Couldn't open savegame directory for reading
The Eye III file SAVEGAME.DIR could not be updated.

Couldn't translate context file entry num
An attempt to translate an ASCII context file to its runtime binary-only format failed because the input file contained an error at the named entry, probably because of an editing mistake.

Couldn't write to savegame directory
The Eye III file SAVEGAME.DIR could not be updated.

Couldn't write translated entry num
An attempt to translate an ASCII context file to its runtime binary-only format failed because an error occurred while writing a translated entry to the binary output file.  This usually indicates a lack of disk space.

Friend program num not found
A program named in an external reference declaration could not be found.

Illegal attempt to save to slot 0
In Eye III, save slot #0 is reserved for the initial game state files.  Overwriting these files would mean the loss of all edited data, so this action is explicitly disallowed.

Invalid AESOP opcode (num)

This message occurs when the AESOP interpreter branches to an area of memory which does not contain valid AESOP code.  This may indicate object list corruption or a resource cache malfunction.  To aid in diagnosis of the problem, the message will be followed by the program counter location at which the invalid opcode was encountered (PC), and the current AESOP stack pointer value (STK).

Missing code resource name
The named code resource could not be found.

No notification slots left
The notify() handler will produce this message if too many event notification requests are made by the application.  The constant NR_LSIZE in EVENT.H determines the number of available notification slots, which defaults to 768.  Increase this value to accomodate the application's needs for additional slots, or cancel some existing notification requests to make room in the list.

Object name missing; cannot restore
The named object is referred to in a context file, but not present in the resource file.

Out of DOS memory
A request for a block of memory from the C heap failed due to lack of memory.

Out of space for sound effects
The Eye III load_sound_block() handler attempted to load a requested sound resource which was too large to fit into EMS memory.

Pointer shape num out of range
An attempt was made to set the application mouse cursor to an invalid shape number.

Program object num not found
The specified program object has not been compiled.

Resource initialization failed
The runtime resource manager could not be initialized due to lack of memory.

Resource selector table corrupt
This is an internal diagnostic message for troubleshooting the resource caching mechanism.  It should not normally occur; contact Miles Design if this message appears at any time.

Secondary process launch failure num
The AESOP launch() handler failed to successfully execute the specified program.  The value returned in the C global variable errno is reported.

Sound resource not found
The AESOP load_sound_block() handler could not find one or more requested sound resources in the resource file.

Startup program not found
During initialization, the AESOP interpreter could not locate the specified startup program in the resource file.

String resource required by print()
Only resources of type string may be passed to the load_string() handler.

String resource required by print()
Only resources of type string may be passed to the print() handler.

String resource required by vsprint()
Only resources of type string may correspond to '%s' format specifiers in text literals.

Text buffer overflow
By default (GRAPHICS.C), messages up to 2,400 bytes long may be passed to handlers such as print().

Thunk too large
AESOP attempted to instantiate a class hierarchy which exceeded built-in complexity limits.

Timbre bank num, patch num not found

An XMIDI sequence could not be played due to a missing instrument definition in the application's global timbre library file.

Unbalanced heap
This message indicates that a block of memory allocated from the C heap was not freed prior to the application's shutdown.

Unresolved external reference name
The named variable is not declared public by its original class.

Unresolved variable reference name
A variable listed in a context descriptor is not actually defined by the class being restored.  This can be caused by failure to update an application's context files when public variables are deleted from its class definitions.

Standard Resource File (.RES) Format
──────────────────────────────────────────
The .RES file format allows AESOP data and object resources to be stored efficiently and retrieved quickly from the host filesystem at runtime.

Resource file header:


BYTE signature[16]


ULONG file_size


ULONG lost_space


ULONG first_ordinal_block


ULONG create_time


ULONG modify_time

Ordinal entry directory block:


ULONG next_directory_block (0 if last)


UBYTE flags[128]


ULONG entry_header_index[128]

Resource entry header:


ULONG storage_time


ULONG data_attributes


ULONG data_size


...   (data)

AESOP Bytecode Tokens
──────────────────────────────────────────
OP_BRT
BRanch if True

OP_BRF
BRanch if False

OP_BRA
BRanch Always

OP_CASE
CASE selection

OP_PUSH
PUSH 0 onto stack

OP_DUP
DUPlicate top of stack

OP_NOT
Logical NOT (unary)

OP_SETB
SET Boolean value (unary)

OP_NEG
NEGate (unary)

OP_ADD
ADD (binary)

OP_SUB
SUBtract (binary)

OP_MUL
MULtiply (binary)

OP_DIV
DIVide (binary)

OP_MOD
MODulus (binary)

OP_EXP
EXPonent (binary)

OP_BAND
Bitwise AND (binary)

OP_BOR
Bitwise OR (binary)

OP_XOR
Bitwise XOR (binary)

OP_BNOT
Bitwise NOT (unary)

OP_SHL
SHift Left (binary)

OP_SHR
SHift Right (binary)

OP_LT
Less Than (binary)

OP_LE
Less than or Equal (binary)

OP_EQ
EQual (binary)

OP_NE
Not Equal (binary)

OP_GE
Greater than or Equal (binary)

OP_GT
Greather Than (binary)

OP_INC
INCrement (unary)

OP_DEC
DECrement (unary)

OP_SHTC
Load SHorT Constant (0‑256)

OP_INTC
Load INTeger Constant (256‑64K)

OP_LNGC
Load LoNG Constant (64K‑4G)

OP_RCRS
Reference Code ReSource address

OP_CALL
CALL code resource handler

OP_SEND
SEND message

OP_PASS
PASS message to parent class

OP_JSR
Jump to SubRoutine

OP_RTS
ReTurn from Subroutine

OP_AIM
Array Index Multiply

OP_AIS
Array Index Shift

OP_LTBA
Load Table Byte Array

OP_LTWA
Load Table Word Array

OP_LTDA
Load Table Dword Array

OP_LETA
Load Effective Table Address

OP_LAB
Load Auto Byte

OP_LAW
Load Auto Word

OP_LAD
Load Auto Dword

OP_SAB
Store Auto Byte

OP_SAW
Store Auto Word

OP_SAD
Store Auto Dword

OP_LABA
Load Auto Byte Array

OP_LAWA
Load Auto Word Array

OP_LADA
Load Auto Dword Array

OP_SABA
Store Auto Byte Array

OP_SAWA
Store Auto Word Array

OP_SADA
Store Auto Dword Array

OP_LEAA
Load Effective Auto Address

OP_LSB
Load Static Byte

OP_LSW
Load Static Word

OP_LSD
Load Static Dword

OP_SSB
Store Static Byte

OP_SSW
Store Static Word

OP_SSD
Store Static Dword

OP_LSBA
Load Static Byte Array

OP_LSWA
Load Static Word Array

OP_LSDA
Load Static Dword Array

OP_SSBA
Store Static Byte Array

OP_SSWA
Store Static Word Array

OP_SSDA
Store Static Dword Array

OP_LESA
Load Effective Static Address

OP_LXB
Load eXtern Byte

OP_LXW
Load eXtern Word

OP_LXD
Load eXtern Dword

OP_SXB
Store eXtern Byte

OP_SXW
Store eXtern Word

OP_SXD
Store eXtern Dword

OP_LXBA
Load eXtern Byte Array

OP_LXWA
Load eXtern Word Array

OP_LXDA
Load eXtern Dword Array

OP_SXBA
Store eXtern Byte Array

OP_SXWA
Store eXtern Word Array

OP_SXDA
Store eXtern Dword Array

OP_LEXA
Load Effective eXtern Address

OP_SXAS
Set eXtern Array Source

OP_LECA
Load Effective Code Address

OP_SOLE
Selector for Object List Entry

OP_END
END of handler

OP_BRK
BReaKpoint for debugging

Object Instance Format
──────────────────────────────────────────
UWORD handle to thunk

{ static vars for base class }

...

{ static vars for root object }

Thunk Format
──────────────────────────────────────────
An object's thunk contains a series of descriptors for each state-object program included within that object's hierarchy and a set of message vectors for each message processed by each SOP.  Each SOP's descriptor specifies the resource cache handle for the SOP program itself, an instance-based offset pointer to the SOP's static variable space, and a thunk-based offset pointer to the SOP's external reference list.

Message vectors are stored according to two strict rules:

1) Unique vectors are stored in order of ascending message number, to allow an arbitrary handler to be indexed at runtime with a low-overhead binary search; and

2) Vectors with identical message numbers are stored in order of ascending class.  In other words, a handler exported by a derived class "subclasses" any handlers for the same message which may have been exported by any of its parents.  A higher-order handler which is subclassed in this way may be called only through an explicit pass_message() call issued from within a derived class's handler.

Entries in the external reference lists are unique and private to each SOP program.  Their storage order is determined at compile time.  External reference list entries contain offsets to code resources, and also resolve references to inherited variables and variables in friend classes.  Because a friend handle must allow access to all public variables declared in or above the friend target object regardless of the final type of the friend handle's instance, static variable space in object instances is always allocated in order of descending class.

I. Header
UWORD offset of first message vector

UWORD offset of last message vector

UWORD offset of first SOP descriptor

UWORD number of SOPs in hierarchy

UWORD object instance size in bytes

UWORD use count for thunk

II. Message Vector List
For each message handler exported by hierarchy (see note above)

{


UWORD message number


UWORD offset of handler in SOP program


UWORD offset of SOP program's descriptor

}...

III. SOP Descriptor List
For each SOP in object's hierarchy (descending-class order)

{


UWORD handle to SOP's program resource


ULONG entry name of SOP's export dictionary


UWORD offset in instance of SOP's static variable space


UWORD offset in thunk of first external reference

}...

IV. External Reference List
For each external reference in hierarchy (descending-class order)

{


ULONG reference type-specific data

}...

VGA Palette Resource Format
──────────────────────────────────────────
Palette Resource Header
UWORD # of colors defined

UWORD offset to RGB field array

UWORD offset to 0% fade table

UWORD offset to 10% fade table

...

UWORD offset to 100% fade table

RGB Field Array
(For # of colors defined)

{

UBYTE red (0-63)

UBYTE green (0-63)

UBYTE blue (0-63)

...

}

Fade Table
(For # of colors defined)

{

UBYTE index of faded equivalent for color n in RGB array

}

Building Eye of the Beholder III V1.X 

──────────────────────────────────────────
┌───EYE

│   ├───ART

│   │   ├───FACES

│   │   ├───FONTS

│   │   ├───FOREST

│   │   ├───ITEMS

│   │   ├───MAPS

│   │   ├───MARBLE

│   │   ├───MAUS

│   │   ├───MISC

│   │   ├───MONS

│   │   ├───OUTTAKES

│   │   ├───RUINS

│   │   └───SPELLS

│   ├───CHARGEN

│   ├───INSTALL

│   ├───SAVEGAME

│   └───SND

│       ├───SFX

│       └───XMI

└───V1_0

    ├───CHARGEN

    ├───INSTALL

    └───SAVEGAME

Unpack the .ARJ tree into a hard-disk or network subdirectory.

The V1_0 directory contains the source for Version 1.0 of the game.  The EYE directory is the "working" directory from which the game should be built.  To build Version 1.0, you should copy the contents of the V1_0 directory, along with its subdirectories, into the EYE directory.  You can do this by typing:

xcopy v1_0 eye /s

from the directory in which you initially unpacked the files.

The directory from which you unpacked the files will contain the tools needed to build the game.  These include...

ARC      EXE ....... The main AESOP resource compiler.

BMAKE    EXE ....... The bitmap compiler, called from EYE\ART.MAK.

FMAKE    EXE ....... The font compiler, also called from EYE\ART.MAK.

MAKER    EXE ....... The make program used to execute PROGRAM.MAK and AESOP.MAK.

MSMAKE   EXE ....... The make program used to execute EYE\ART.MAK.

The entire build process looks like this:

* Change to the EYE subdirectory.

* Type ..\maker -faesop.mak.  This maintains the AESOP interpreter.  Requires Borland C++ 3.1.

* Type ..\msmake art.mak.  This creates bitmap resources, if necessary.

* Type ..\arc eye.  This builds the entire Eye III product, if necessary.

All game text and resource declarations appear in the file EYE.SCR.  This is the "resource script" which is processed by ARC.EXE to build the game.  The file RTMSG.H contains language-dependent error messages for the AESOP interpreter.  No other files contain language-specific text data.

Building Eye of the Beholder III V2.0 

──────────────────────────────────────────
Unpack the .ARJ tree into a hard-disk or network subdirectory.

The DEV\EYE directory contains the source for Version 2.0 of the game.  This directory is the "working" directory from which the game should be built.  To build Version 2.0, you should:

* Change the path specifiers in the makefiles to point to your copy of the 386FX \SOUND and \LIGHT libraries.

* In the file MA.BAT, two CALL statements invoke other batch files called SETSET W95 and SETSET BCC.  Change these statements to perform the necessary environment variable and path modifications to enable the Watcom C++ 9.5 and Borland C++ 3.1 compilers, respectively.  (The stub program AESOP.EXE must be built with Borland C++, while the rest of the game is built with Watcom.)

* Make any drive/pathname changes necessary to allow the BUILD144.BAT file to run on your system.

* Run BUILD144.BAT.  Read and follow all onscreen instructions!  Four 3.5" 1.44MB diskettes will be required.



    �Under AESOP/16, this is implemented through SSI's XVA (mode X) Graphic Interface Library tools and drivers.  Under AESOP/32, the 386FX VFX graphics library from Miles Design is employed.


    �Through Miles Design's IBM Audio Interface Library and The Audio Solution's DIGPAK interface.  Eye III's digital sound effects mixing capability is provided through a 32-bit conversion of software owned by John Ratcliff, and may not be used in products other than AESOP applications without securing the necessary license.





