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Please read this before running the game. 

I wrote this readme expecting that I would release the game soon so I must include a few changes.

The program you are suppose to download is Beta2.zip . You cannot do anything in the demo yet except for walk around. Please do not e-mail me concerning this issue.  My interest in the game has faded but I just would like to see how people would feel about this game.

Intro
This is my second ever asm program and first ever released to public. I'm really proud of it. I thank all of the people that helped me, Harper Maddox and Jason Kovacs for answering a few of my questions, AN Pluto (most of all), Crash_Man,freebe 8,the group members of Detacheds for creating Mirage OS, and Joe W for creating ion.

James Matthews for asmguru, and Matt Hernandez for IG(ionGuru)

I thank the programmers who have created these routines.

I most thank my group The Programmers Group and Jason our pres. Hopefully we will get more attention after the release of Harvest Moon and our site will not close down. (now that I noticed it our site will close down so if anyone interested it taking it over feel free to ask me.)

 Please anyone interested come to www.tpgroup.org 

Thanks Nintendo for creating such a fun game

Disclaimer:

You may use my source or any of the routines "I" have created but you must give credit to me.

 To use the other routines, which were all given names, you must get permission from the programmers

 who created those routines. I am NOT responsible for any damage this program causes to your calculator. I have tested it for bugs, yet be warned that I'M NEW AT ASM and so bugs are LIKELY. If any bugs are found please e-mail me at javedaman@hotmail.com , I will help fix any bugs found. I have not tested this on any ion emulator such as ion86 so try at YOUR OWN RISK.  Please don't e-mail me about porting this game, because I only know how to program for ion 83/83+ and Mirage for 83+. In later versions I might decide to port but at this moment NO. If you do not agree with these terms please don't run the program.

Requirements:

Graph link

83. 83+, maybe 86

ion 1.6 or Mirage OS version 1.0 or higher

at least 4k ram and/or archive 

Intructions for installation:

1.Download harv.zip

2.Unzip harv.zip into any folder of your choice (Please note if you need an unzipping utility downlaod winzip from www.winzip.com .)

3. Open graph link software and search folder you selected for Harv.83p or Harv.8xp

4. Transfer software into calculator and run using ion or Mirage OS.

5. Have fun!

Game Keys:

Up/Down/Left/Right/(Sorry No Diagonal Yet:)
Move main character

2nd (Not included yet)



Pick up objects (function not in beta versions)

Clear





Exit game and return to Ion/Mirage OS

Basic story:

Originally an Nintendo SNES, Gameboy, and N64 game, which sparked hours of fun. The ti version also will have hours of fun (I mean it will basically take days to beat the game). The story starts when you a boy/or girl(sprites not created yet) are summoned by your grandfather( a former Harvest Master and in the form of a ghost) to take care of a farm and become a Harvest Master too. You discover that the task isn't easy. You must, everyday, grow crops by constantly seeding and watering them, sell grown crops, buy chickens and cows, feed chickens and cows, sell eggs and milk, bush your cows, take your cows out for a walk, heal sick cows, and last through the many seasons including the cold winters. There are other tasks too but which are secret and can only be found out by talking to the towns people. Players will also experience many different effects such as rain and snow day and night. Finally ti owners will have features not included in the original games like horse races.

Basic features (coming soon):

Hours upon hours of play

Weathering effects like snow and rain

Excellent graphics that have only been found in a few games and are very close to gameboy

Day and night

Dozens of characters which you can talk to

Link capabilities to trade crops and animals

Dozens of different screens and rooms 

Dozens of crops to grow

Finally (if there is enough space) Horse Racing which can only be found in ti version.

History of the game:

Version .001- basic front sprite of main character has been drawn and i can move him around- Not released to anyone and not released to public

Version .003- basic character sprites (front, back, left, right) have been created and move around- Not released to anyone or the public

Version .004- created animal sprites and released info on www.ticalc.org in upcoming programs. Deleted intro because constant crashing and i thought that it would be better if create the rest of the game fist.- not released to public but demo was given to Jason the Pres of TPG.

Version .005- made background and encountered major problem with the main character sprite, joined TPG and showed very first screenshots- not released to public

Version .009- used Harper Maddox's side scrolling an tile mapping routine. Discovered that I should stick with rooms till version 1.0. Still encounter the same problem with sprite- not released to public demo given to Jason. Got news TPG is going to break up and once agian an independent programmer

Version- .01- Got help from Harper Maddox and AG Pluto (creator of Pokemon for ti) and currently fixing sprite problem. After small fix first ever demo will be released.

Version-.011- fix problem with sprites!!! Reduced file by 100 bytes by using table!!! Decided not to release demo just yet but until I get more rooms. The games basic engines (except for a few) have been created. 

Version-.012- haven’t worked on harvest moon for 3-4 months because my interest faded away. Currently only 4 screens and you can’t do anything except walk around. I will release the game surely just to see the reaction. If there is a bad reaction then I will stop development, if there is a good reaction then I might continue development. I will not release the source at this moment until I get the names of the programmers that created the many routines.

Please give suggestions, bug notices, help on programming, and comments to javedaman@hotmail.com .

