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Abstract

JSWEDis aneditorfor gamesbasedontheJet Set Willy engine.Thisdocument
describeshow to useit.
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1 For updates

Updatedversionsof JSWEDwill bedownloadableat<http://www.seasip.demon.co.uk/Jsw/jswed.html>.
Beforereportingbugs,checkif thereis a newerversionthatfixesthesebugs.

2 ChangesIn This Version

In 128kgames,it is now possibleto edit thetext printedatthebottomof thetitle screen.

3 Legal Bits

Thisversionof JSWEDis releasedundertheGNU GeneralPublicLicense(sic).If you
arejustusingJSWED,thiswon’t affectyou;but if you intendto distributecopies,then
youmustdistributeall thesourcecodeaswell astheprograms.Seethefile COPYING
(in theWindowsversion,COPYING.TXT) for details.

4 Installing JSWED

4.1 Installing under Windows

This releaseof JSWEDrequiresWindows 95, 98, ME, NT or 2000. The .ZIP file
containsthesetupprograms;unzipit andrunSETUP.EXE.

If youaretroubledby frequentcrashes,this is probablycausedby bugsin JSWED.
However, it mayalsobeanideato stopJSWEDusingDirectX, to seeif this improves
stability. To disableDirectX, addthefollowing line to yourAUTOEXEC.BAT file:

SET SDL_VIDEODRIVER=windib

andreboot.

4.2 Installing under Unix

Full instructionsare given in INSTALL.txt; but provided you have the SDL and
SDL_imagelibrarieson yoursystem,youshouldjust beableto getawaywith

make
su root
make install

4.3 Installing under BeOS

SeeINSTALL.txt. Theprogramshouldcompilewith a simplemake, but to get it
to install correctlyyou needto edit the file makedefs.i andsetthe correctinstall
directoriesbeforedoingthemake install.
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5 Running JSWED

In Windows,double-clickJSWED.EXEor startit from theStartmenu.In Unix, type
jswed at a commandprompt, or set up a shortcutto it in your preferreddesktop
environment.

WhenJSWEDis started,the main window will appear. Therewill be six menu
options:

5.1 Load file

Bringsup a file selectorfrom which you canchoosethefile to load. JSWEDsupports
+3DOS,TAP, SNA andZ80 formats.Notethat128k.SNA filesarenotsupported,and
if you intendto use+3DOSfilesyoushouldreadthenotesbelow (section5.1.1)

To changeto a different drive (Windows only), tab to the filenamefield at the
bottom of the screen,clear out what’s in there(PressCTRL+Y) and type its drive
name,followedby a colon.ThenpressRETURN.

Oncea file is successfullyloadedthe top line of the screenshows the loadedfile
andits type(48k,128k,Softricks,Henry’sHoard,etc.).

5.1.1 +3DOSfile support

As far as48k gamesgo, this is quite easy. The file format JSWEDusesis a single
file, CODE32768,32768.Thefun comeswith 128kgames,becausethey arestoredin
multiple +3DOSfiles.

Whenloadingor saving, JSWEDmustbegiventhefilenameof theBASIC loader
(JetSet.128). The other files that make up JSW128are assumedto be in the
samedirectoryas the loader, andhave the standard+3DOSfilenamesfor JSWfiles
(rtime.js2, rooms.js6 etc.) Be especiallycareful whensaving, becausefiles
with thesenameswill beoverwrittenwithoutasking.

Theloaderprogram(JetSet.128) savedin +3DOSmodeis designedfor +3disc
loadingratherthantapeloading.It won’t work ona 128or +2.

5.2 Savefile

Bringsupthesamesortof file selector, soyoucansavethegame.Thetypeof file used
will bethesameastheoneusedin loading,unlessyouchangedit while editing.

5.3 Edit game

This is theheartof JSWEDandis describedfully in section7.

5.4 Configure

This is usedto setup thefilenameof theSpectrumemulatorusedfor testing. It must
beableto load.Z80files.

5.5 About JSWED

Displaysthecurrentversion,andsupportedgametypes.
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5.6 Leaveprogram

Will leave JSWEDinstantly. Unsavedwork will belost. ClosingtheJSWEDwindow
alsohasthis effect.

6 The user interface

The JSWEDuserinterfaceis basedon the Spectrum128 editor, plus featuresfrom
morerecentGUIs. On mostscreens,thecurrentcontrolwill behighlightedby a blue
dottedborder, andyoucanuseTAB to movefrom oneto thenext. Text controlscontain
a blue/whiteflashingcursor, which canbemovedby thecursorkeys (thecontrolwill
scroll if there’smoretext thancanbeseen).

In themenus,usethecursorkeysandENTERtochooseanoption;PageUp/PageDown
allow scrollingmenusto movea pageat a time. PressESCAPEto cancelthemenu.

7 Editing games

Thegameeditoris composedof aseriesof pages,with alist in thetopleft-handcorner.
To choosea page,click on its title or useALT+UP / ALT+DOWN to choosebetween
them.

Eachpagehasa context menu,which canbeaccessedby right-clicking thescreen
or pressingthe“menu” key (next to thebottomright-handCTRL key).

At any timewhile editingagame,youcanpressF2to saveyourfile, or F5 to run it
in a Spectrumemulator.

Thescreensare:

7.1 Game

Thispageallowsyouto changethefile formatusedfor saving. Thepagealsocontainsa
list of patcheswhichcanbeappliedto thegameengine.Eachpatchis accompaniedby
atickboxwhich is eitherticked(thepatchis applied),empty(thepatchcanbeapplied)
or shaded(thepatchcannotbeapplied).

At thebottomof this screenis a buttonmarked“Convert to JSW128”.Click it to
upgradea 48k gameto 128k. If you click it andthenconfirm your request,you will
seeall theupgradesbeingappliedandthenbereturnedto themainmenu.Geoff Mode
gamesandHenry’sHoardgamescannotbeupgradedto 128k.

Thepatchesthatcanbeappliedare:

7.1.1 Adjacent ropes

Normally, if you want multiple ropesin a room,you have to put blankguardiansbe-
tweenthem. If you turn this patchon, it shouldbepossibleto have all eightguardian
slotsoccupiedby ropes.In practicethis patchis buggyandit’s still a wiseideato use
blankguardiansfor spacing.

7.1.2 Black Willy

MakeWilly black.Youwill needto setbackgroundsto light colours.
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7.1.3 Fall any height

Allow Willy not to dieby falling too far.

7.1.4 No auto pause

Normally JSWpausesif left by itself for too long. To disableit, applythis patch.

7.1.5 Softricks death

For somereasongameswritten with the Softrickseditor show the title screenbriefly
whenWilly dies,and the “death” soundeffect is different. This patchswitchesthe
effectonandoff.

7.1.6 Attract mode

After thetitle screenmusichasplayed,all thescreensin thegamewill bedisplayedin
turn.

7.1.7 Fix victory bug (Henry’ sHoard only)

Theearlier(1985)versionof Henry’sHoarddoesn’t show thevictory screenwhenyou
win thegame.Puta tick in this box to fix thebug.

7.2 Message

Thispagecontainsmessagesprintedby thegame- thetitle screenmessage,the“Game
Over” message,andthe “objectscollected”message.You canedit themasyou like;
theprogramwill not allow you to entermoretext thanwill fit.

If you areediting Henry’s Hoard, thenthe messageswill all be in capitals. The
gameenginecanonly print in capitals,sodon’t try enteringlower-casemessages.

7.3 Memory

This pageis only presenton JSW128versions.It shows the memorybeingusedfor
variousgameaspectssuchasspritesandguardiantables.Click on a cell (or tab to it
andpressSPACE)to changeits meaning;notethatto allocateaguardiantableyouwill
needfour consecutivememorypages(eightfor upgradedSoftricksgames).

7.4 Sprites

The spriteeditor screenis divided into two parts. The bottomhalf containsa list of
sprites;selecttheseusing the left and right cursorkeys (usePageUp/PageDown to
move faster)andclick or pressENTER on the chosensprite. You canalsoscroll the
list with themouse,by clicking on thearrows in thebottomcorners.

Onceyou have chosena sprite,switch to the editor usingTAB andusethe four
cursorkeys to move the cursor, SPACE to togglethe cell colour (or usethe mouse).
The context menufor this screenallows you to reflect,rotate,move, invert andclear
thebitmap.

PressCTRL+Z or CTRL+U to undochangesto thecurrentsprite.Pressit againto
undotheundo.
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7.5 The Room Editor

Theroomeditor is controlleda bit differentlyfrom theotherscreens.Insteadof using
TAB to movebetweencontrolsandSPACE to select,thecursorkeysareusedto move
theblue/whitecursorin theroomdisplay. Thekeyboardis usedto choosewhatto do
underthatcursor. Thefull list of keys is:

Key Meaning

Cursorkeys Moveroomcursor
CTRL+Cursorkeys Go to anotherroom,following theJSWexits

< > Go to roomnumbered1 higheror 1 lower
J Go to a roomchosenfrom a menu
X Setup theroom’sexits (7.5.2)
B Clipboard.(7.5.3)
O Roomoptions(7.5.4)
G Guardians.(7.5.5)

ALT+C Conveyor options(7.5.6)
1-8 Chooseguardianto positionusingthecursor

ALT+1-8 Changeguardianstartframe(7.5.7)
A/W/E/F Draw Air/Water/Earth/Firecell underthecursorwhenSPACE is pressed

R Rampeditor
C Conveyor editor
O ToggleobjectunderthecursorwhenSPACE is pressed

^Z or ^U Undochangesto currentroom.

7.5.1 Moving betweenrooms

The panel in the bottom left-hand corner containscontrolsusedto move between
rooms.Whenyougo to anotherroomthecurrentroomis saved.

Thefour arrows (correspondingto CTRL+cursorkeys) move you to neighbouring
roomsin theJSWmap.The< > signsusetheroomnumbersequence,and“Enterno.”
(pressJ) letsyouchoosethenew roomfrom amenu.

7.5.2 Editing exits

Whenyouaskto editexits,amenuappearsshowing thecurrentexit assignments.Press
ESCto leave themasthey are,or choosetheexit to set. If you choseanexit, a list of
roomsthenappearsfor you to choosethenew destination.

7.5.3 Clipboard

Theclipboardallowsyou theusualcopy/cut/pasteoptions,plustheability to clearthe
roomto any of thefour cell typesandto mirror thestructureof theroomhorizontally
or vertically. Notethatmirroringdoesnot alterramps,conveyorsor exit assignments.

7.5.4 Room options

Theroomoptionsmenugivesyou threeoptions:

8



� General:Allows you to set the bordercolour, room title and(in 128k games)
Willy’ s sprite.

� Shapes:Showsthebitmapsfor thesevencell types,andallowsyouto edit them.
Right-clicka bitmapfor reflect/rotate/moveoptions,asin thespriteeditor.

� Colours:Allowsyou to edit thecoloursof thecells.

7.5.5 Guardians

If you don’t have a guardiancurrently selected,you aregiven the option of adding
anotherone(assuming,that is, thatyou don’t have eight in theroomalready).If you
do have a guardianselected,you arealsoableto deleteit from the room or to edit it
(section8).

7.5.6 Conveyor options

Usetheconveyor optionsmenuto setfour specialconveyor types:

� Rampleft / Rampright: Turn the rampinto a conveyor ramp,with no separate
conveyor.

� Sticky / off: Theconveyor is stationary.

7.5.7 Guardian / guardian start frame

To chooseaguardianto work with, click its numberin thesecondmenufrom theright.
Theguardian’seight frameswill appearat thebottomof thescreen,andanoutlineof
its pathwill bevisibleat thetop. To positiona guardian,usethecursoror mouse.

To changetheguardian’s startframe,pressALT+numbers,or click on theanima-
tionswithin theguardianlist.

7.5.8 Cell editors

Edit the layoutof the roomby pressingA,E,W,F,R or C, moving the cursorto where
youwant,andpressingSPACEor clicking themouse.Youcandragthemouseto draw
shapes.

Therampandconveyor editorsneedtwo pressesof SPACE (or two clicks), oneat
eachend. For a ramp,startat thebottom;asyou pressleft/right, the rampwill grow.
For aconveyor, startat the“from” endandmovethecursortowardsthe“to” end.If you
pressSPACE twice without moving in between,theramp/conveyor will bedeleted;to
createaramp/conveyoronecharacterlong,grow it to two charactersandthenshrinkit.

Objectsaresuperimposedontheothercell types.Selecttheobjecttypeby pressing
“O”. To addanobject,click whereoneis not; to remove it, click whereoneis.

7.6 Teleport editor

Theteleportoverlayis supportedfor JSW48andJSW128games.By default telepor-
tation is not supported;to get teleportersupportyou mustloadtheoverlay. In JSW48
youthenhaveto sacrificearoomto theteleportercode;in JSW128it is allocatedfrom
thememorymap.
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Oncethe teleporteroverlay is loaded,you canclick on the room to createa tele-
porter (which will appearas an orange“T”). You will then be asked to chooseits
destination.

If youclick on anexisting teleporter, youcandeleteit or changeits destination.

7.7 Start position editor

This editorallows you to positionthreespecialsprites- Willy’ s initial position,Maria
andthetoilet. Click thesprites(or pressW / M / T) andthenpositionthemin theroom
you want. Note that in Henry’s Hoardyou canonly positionWilly/Henry. In a Geoff
Modegameyoucan’t haveMariaandthetoilet in thesameroom.

7.8 Font editor

Thefont editorworksexactlylikethespriteeditor- click onaletter, andedit its bitmap.

7.9 Screeneditor

Thescreeneditorworksliketheroomeditor- usecursorkeysor themouseto movethe
cursorwithin the image,andpressSPACE or click themouseto draw. Dependingon
whichscreenyouareediting,youmaybeableto edit just thepixels,just theattributes,
or both. Pressthe “M” key or click the “Mode” icon to switch betweenpixel and
attributemodes.

7.9.1 The Zoom window

To the left of the main screenwindow is a zoom window. This shows a scaled-up
versionof thecharactercell thecursoris currentlyin. Clicks in this window have no
effect; it’s for viewing only.

7.9.2 Editing pixels

Click on a pixel to toggle it betweenink andpaper;you candrag the mouseto set
several pixels to the samecolour. The keyboardcontrol may be more useful here
becausemoving themouseby onepixel at a time is quitefiddly.

7.9.3 Editing attrib utes

Thecurrentattributethatwill beusedis setusingI(nk), P(aper),B(right),F(lash).Once
you havechosentheattributecombinationyouwant,click on a charactersquareto set
its colours.

7.9.4 Grids

Press“G” or click on the“Grid” icon to switchbetweenthetwo availablegrids. They
arethePixel grid (attributesshow asnormal,but apatternof squaresappearsinsteadof
thepixels)andtheAttributegrid (pixelsshow asnormal,but theattributesarea fixed
pattern).
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7.9.5 Next / Previous

Press“<” / “>” or click the samesymbolsonscreento move from onepictureto the
next. Thefollowing picturesexist in thedifferentgames:

Game Screenno. Screenname Comments

JSW48k 1 Bottomthird 256x64,attributesonly
2 Title screen 256x128,attributesonly

JSW128k 1 Bottomthird 256x64,attributesonly
2 Title screen 256x128,bitmapandattributes
3 Title screenanimation attributesonly
4 Title screenanimation attributesonly

Henry’sHoard 1 Title screen2 of 3 Only presentin 1985version
2 Victory screen 256x64,bitmaponly

7.9.6 Undo

PressControl-Zor Control-Uto undoeverythingyou have doneto a picturesincethe
last“<” or “>”. PressControl-Zagainto undotheundo.

8 The Guardian editor

Whena guardianis being edited,the top half of the screenshows a preview of the
result,while thebottomhalf containscontrols.Thecontrolsshown vary for different
guardiantypes,but include:

Control Types Description

Type All Changeguardiantype
Sprite All exceptarrow & rope Changespritepage

Y Horizontal,diagonal Verticalposition
Y Vertical Initial verticalposition

right of Y Vertical,diagonal Verticalstep
L/R? All exceptvertical Initial direction- left or right

Colour& bright All exceptarrow & rope Guardiancolour
Animation All exceptarrow & rope Animationtype

Bounds All exceptarrow & rope Left/right or up/down limits of travel
Ropepos Rope Initial positionof rope..
Ropelen. Rope Lengthof therope

Ropeswing Rope How far theropeswingsout
Bitmap Arrow Top / bottomof thearrow.

Startpos Arrow Initial positionof thearrow.
! All Edit theguardianashex (section8.5)

Wrap Geoff Mode Is theguardianone-way?
H/D? Geoff Mode Horizontalor diagonal?
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8.1 Guardian types

In JSW48,thereare four guardiantypes- horizontal,vertical, arrow and rope. In
JSW128thereare ten; the four mentionedearlier, two diagonaltypes,and flashing
versionsof all except the arrow and the rope. In generalJSWEDtries to preserve
guardiandatawhenchangingfrom onetypeto another, but this is not alwayspossible;
sochangingfrom a verticalguardianto a ropeandbackwon’t give you the guardian
youhadbefore.

In Geoff Mode,therearefour guardiantypes(horizontal/diagonal,vertical,arrow
andrope).Usethe“H/D” settingto switchbetweenhorizontalanddiagonal.

8.2 Editing conventional guardians

Thereareno real pitfalls with editingconventionalguardians.If for somereasonthe
preview of theguardian’s boundingrectanglegetsout of stepwith thevaluesyou are
entering,it is possibleto forcea recalculation.To do this, click [!] for thehex editor,
andthenclick [OK] to dismissit - don’t changeany of thefields!

8.3 Ropeediting

Theinitial positionof theropeis positive if theropestartsin theright-handhalf of the
screen,negative if theropestartsin theleft-handhalf, andzeroif theropestartsdead
centre.It shouldbelessthantherope“swing” value.

Theropelengthcanbe1-32;32 is theusualvalue.
Unlessyou are using the “adjacentropes” patch,ropesmust be storedlast in a

room,or be followedby an instanceof a blankguardiansuchasGuardian0. This is
becausea bug (or feature?)in the gameenginecausesa ropeto write bytesinto the
following guardian’sdata.

8.4 Arr ow editing

Arrows have 256 possiblepositions. Numbers0-31 areonscreen;the othersareoff-
screen.This is setup by the“start pos” field. Thesmallbitmapeditorabove it is used
to setthepatternusedon thetop andbottomof thearrow.

8.5 Hex editing

Pressthe [!] button to edit a guardianashexadecimalbytes. It is possibleto create
guardiansthatcrashJSWby doingthis,sotakecare.

8.6 Geoff Mode bounds

In Geoff Mode, the guardianboundsare,respectively, an “initial framecount” anda
“maximumframecount”, ratherthan“left limit” and“right limit”.

9 GoodAdvice

Thefollowing notescomefrom thedocumentationof PaulRhodes’sJSWeditor:

1. Don’t putanything in thepathof aguardian.
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2. Don’t havearrowspassingthroughanythingwith white INK.

3. If youhavewhitebackgroundINK, any objectsin theroomwill beautomatically
collectedon entryto theroom(seeswimmingpool).

4. Donothavetwo characterswith thesameattributes,especiallyif oneisaguardian.

5. Having thesameattributesfor rampandconveyorcreatesa’conveyor ramp’(see
Chapel).

6. Avoid having a guardianat thetop of thescreenabove a gapat thebottom(see
right-handhalf of UndertheRoof).

7. Do not put anything in thepathof a rope(try it andsee!),anddo not allow an
arrow to passthrougha rope(especiallynot a white rope).

8. Neverallow guardiansto overlap.

9. Objectson top of othercharacters(floors,walls,etc.)cannotbecollected.
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