We have reassembled game’s sources and compiled them. Now all texts are Polish.  





  0) If there were some *misunderstandings*, it would be good, if you were access to Internet’s email. If you have one, then email me at pavel@econ.muni.cz  I don’t know any other easy way to talk with you.





1) For conversion of your national characters we used this scheme:


/a /c /e /l /n /o /s /x /z (and their equivalents in upper case) correspond with characters #128-#145.


I edited game’s fonts, so now they both, BIG.FON and SMALL.FON, are according to this scheme. Sorry, if I crippled some letters.  In this case, very old and dummy tool FONTEDIT.EXE is included to allow you  improve fontdesign by yourself. There’s no help, try it and you’ll see...





2) Two additional characters, typed as /b and /j (you don’t mention them in your list) I converted to b and j. (They occure only in two words in the whole game, so I suppose you don’t it mind.)





3) If you want your logo to be in intro instead of Vochozka Trading logo, send a picture 320x200, 256 col.





4) We didn’t transleted (e.g. repainted) „Dračí Historie“ logo.





5)  We set width of all texts to proper dimensions, used this algorithm (processed by some little program, we didn’t do this manually, so that’s why...): 


If it was some phrase spoken by somebody, and it exceeds the width of the screen, we simply put  CR (our special  CR- ‘|’) instead of the space character(#32) closely after the last word, which fit onto the screen. Somewhere it doesn’t look very best, but it’s much better than if the text was overflowed.


If it was some *title* (especially line in some dialogue menu) and it didn’t fit, we cut it and placed three punction marks at the end of it (...). It’s because these titles must be on the only line. Sorry...





6) And how to do that „MSAM work“:





We suppose you already have a copy of  MSAM and its config file and subdirectories....





In the game directory, there’s a file called RETEZCE.DFW, that contains all phrases from the game.


There’s also  file CD.SAM, that  should contain all speech to relevant phrases.





Initially, CD.SAM is free, there’s no speech. It’s ordinary indexed file and now there are only indexes pointing to ‘nothing’. No matter if there’s something to play or not, Draci Historie is still using  CD.SAM and every time some phrase is printed on the screen, game seeks for phrase’s relevant speech from CD.SAM. If there isn’t, it is silent.





MSAM must be run from its own directory. Here’s MSAM’s config file and,  the file RETEZCE.DFW must be copied here too.


Besides that, MSAM works with 2 additional directories, input and output. Look at CFG.... That BUF path is output directory, there’s stored properly placed samples (speech). The second directory describes where to put final product: CD.SAM.


Be cautious: every manipulation with BUF files is destructive, there’s no undo! We strongly reccomend this process: after you properly place samples for some 20..50 phrases (or a dialogue), move that BUF files into some backup directory! And move them back yet before final compilation of CD.SAM.


(By the way: MSAM opens files for reading and writing, so check files’ attributes. They must correspond with this.)





MSAM stores placed samples into BUF directory,  you may compile the CD.SAM file everytime you need. Then copy it to the game directory and test... You may compile CD.SAM even if there’s no placed samples.





MSAM uses disk strongly and not very smart.... ;)





Numbered files with speech should be raw files sampled at 22kHz. Or you can use anything else (VOC, WAW), that few bytes in header won’t be any serious problem....





First, you should print texts, then use some sampling program, then cut sampled dialogue to numbered files (ignore titles!), then read that files into MSAM...


You can use translated texts in CORWIDTH for this, or you can use SOURCES (look at point 7) and process them by some little utility called NIC. (I hope- first parameter=source, second parameter=text with numbered phrases, if second paarmeter is missing,  output goes onto screen.)





And  now how looks MSAM’s working place (very briefly):


„Ano“ at right down corner means, that there IS a speech to this phrase. „Ne“ - there’s NOT.


Cursor keys- moving through phrases.


G - go to phrase #


F - find text, EXACT match, case SENSITIVE...


A - copies all numbered samples of  the speech in the DIRECTORY (it asks you) from phrase # (it asks you too ) to the BUF directory.  [number of sample+input phrase #-1=BUF number]


space, P - play sample


ESC - exit


+, - : loudness


Ins, Del: moving blocks of BUF files. Follow this: move your cursor on the phrase, which you want to be on the HEAD of the block. Then press Del, input number and all samples are moving.... Maybe it’s a little bit illogical.... you must try it.


F9: compiles CD.SAM





Little excercise with MSAM:


Run MSAM from its directory,  G, 1000,  space, move cursor to 1010, space, G, 200,  A, A, EXAMP,  1010,  G,  1010,  space....





7) The package we’re sending includes directories:


   GAME - compiled and functionally game, in Polish


   CORWIDTH - all translated texts with correct dimensions. If you must do some work with it,  please use only them... (Forget about that *originals* you sent to us.)


   SOURCES  - the game’s sources, if you would need them


   FE - fonteditor


   NIC - it converts SOURCES to the text files with numbered phrases


   DOC - this doc





