Summary of contents

Lab 1

· Mapping and programming rooms for the player to walk around in (pp. 2-4)

· #include (p. 3)

· startroom (p. 3)

· sdesc (p. 3)

· ldesc (p. 3)

Lab 2

· Common mistakes (p. 1)

· List of valid direction properties [north, south, east, west, ne, se, nw, sw, up, down, in, out] (p. 2)

Lab 3

· Decorations [Objects you can look at, but not interact with] (p. 1)

· location (p. 2)

· noun (p. 2)

· adjective (p. 2)

· Discussion of single quotes versus double quotes (p. 3)

· Readable objects (p. 3)

· readdesc (p. 4)

· adesc (p. 4)

· fixeditem [Objects that can’t be moved] (p. 5)

Lab 4

· distantItem [Non-interactive objects visible in the distance] (p. 2)

· seethruItem [Objects you can look through] (p. 2)

· chairitem [Objects you can sit on] (p. 2)

· beditem [Objects you can sit and lie on] (p. 3)

· fooditem [Objects you can eat] (p. 3)

· clothingItem [Objects you can wear] (p. 3)

· surface [Objects you can put things on] (p. 3)

· container [Objects you can put things in] (p. 4)

· openable [Containers you can open and close] (p. 4)

· transparentItem [Combine with containers to make them transparent] (p. 4)

· lockable [An openable container that can be locked or unlocked] (p. 4)

· keyItem (p. 5)

· keyedLockable [A lockable container that requires a key to unlock] (p. 5)

· darkroom [An unlit room] (p. 5)

· lightsource [Objects providing light] (p. 5)

· underHider [Things to hide objects under] (p. 6)

· behindHider [Things to hide objects behind] (p. 6)

· searchHider [Things to hide objects in] (p. 6)

· item [Any takeable object] (p. 6)

· hiddenItem [Hidden objects] (p. 7)

Lab 5

· Adding comments to your program (p. 1)

· Introduction to functions and methods (p. 2)

Special Travel Behavior

· Special travel effects [Example of turning a property into a method] (pp. 2-3)

· say [Function to output text] (p. 3)

· \b, \n, \t as special formatting characters (p. 3)

Example: Taking a Snake

· Overriding the doTake method for an item (p. 4)

· if… else (p. 4)

· Accessing the property of an object using the object.property syntax (p. 4)

· pass [Finishes the method by doing the default behavior] (p. 4)

· die [Function to kill player] (p. 4)

· isworn as property of clothingItem (p. 4)

· true and nil (p. 4)

Example: Lifting a Boulder

· Modifying an openable item to display a description of the item as well as stating whether it is open or closed. (p. 5)

· Overriding the doEat method of a fooditem (p. 6)

· Adding a new property to an object (p. 6)

· Overriding doDrop method of an item (p. 6)1

Example: Traveling to Dreamland

· Overriding the doLieon method of a beditem (p. 7)

· incscore [Function to increase player’s score] (p. 7)

· travelTo method for actors [Moves actor to a new location] (p. 7)

Example: Magically summoning a bridge

· items that have no starting location because they are added to the game later, when a puzzle is solved (p. 8)

· A room whose description changes depending on certain conditions (p. 8)

· == as the operator for comparing two values (p. 8)

· \’ and \” as formatting commands to take the quote characters literally (p. 9)

· Overriding the doSiton method of a chairitem (p. 9)

· moveInto method for items [Moves item to a new location] (p. 9)

Example: Getting into heaven

· Me [object representing player] (p. 11)

· isCarrying method for actor [determines whether actor is holding a certain object] (p. 11)

Lab 6

· Double quotes as a shorthand for the say command (p. 1)

Example: Programming a Flashlight

· <<  >> as a shorthand to evaulate something in the middle of an output command. (p. 1)

· ? : as a shorthand for if…else evaluations

· Use of verification methods (p. 2)

· Overriding verDoTurnon, doTurnon, verDoTurnoff, doTurnoff for a flashlight (p. 2)

· not [changes true to nil and nil to true] (p. 3)
· Redirecting methods from one object to another using the -> shorthand (p. 4)
Verbs with Indirect Objects

· Identifying commands that take both a direct and indirect object (p. 5)

· Overriding the ioPutIn method (p. 5)

· Using the ioSynonym and doSynonym commands as shorthands for defining two or more verbs that do the same thing (p. 6)

Indirect object verbs with verification

· Overriding verDoDigWith, verIoDigWith, and ioDigWith to implement the command “dig sand with shovel” (p. 7)

· != as the operator for testing whether two values are not equal to one another (p. 7)

· \^ as outputting command to capitalize next letter (p. 7)

· thedesc property [the + sdesc by default] (p. 7)

· List of most verbs understood by TADS (pp. 8-9)

· Overview of manual (p. 10)

· Overview of debugging (p. 11)

Lab 7

· Creating a new verb that takes no object [like “scream”] (p. 1)

· Creating a new verb that takes a direct object [like “scream at frog”] (p. 1)

· Creating a new verb that takes a direct and indirect object [like “wave wand at frog”] (p. 2)

· List of preposition objects (pp. 2-3)

Lab 8

· Using modify command to change adv.t (pp. 1-3)

· Modifying openVerb to take an indirect object (p. 1)

· Modifying the thing class to create a default message for all objects (p. 2)

· Explanation of the concept of “class hierarchy” (p. 3)

Lab 9

· notify and unnotify (p. 1)

· contentsVisible and contentsReachable properties (p. 2)

· Using notify to create a delayed reaction (pp. 2-4)

· Using notify to create a script (pp. 5-6)

· enterRoom and leaveRoom methods for rooms (p. 5)

· switch case break (p. 7)

· Scripts that repeat (p. 8)

· Randomized scripts (p. 9)

· dialItem class (p. 10)

· rand [function to generate a random number] (p. 10)

· isReachable method (p. 11)

· Example demonstrating the usefulness of lists (p. 12)

Lab 10

· Differences between TADS Pascal-style syntax and C-style syntax (p. 1)

· Actors that fidget (p. 2)

· actorDesc (p. 2)

· Actors that follow the player (p. 3)

· Actors that wander (p. 4)

· length [function that returns the length of a list] (p. 4)

· sayLeaving and sayArriving (p. 4)

· follower (pp. 4-5) [allows the player to follow an actor]

· askWord (p. 5)

· disavow (p. 6)

· Modifying std.t (p. 6)

Lab 11

· contents (p. 2)

· itemcnt (p. 2)

· listcont (p. 2)

· default (p. 2)

· exit (p. 2)

· Creating objects that react in different ways to different actors (p. 3)

· Format strings (p. 4)

· fmtYou, fmtYour, fmtYoure, fmtYoum, fmtYouve (p. 5)
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