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(Screenshot of the maze engine)
I.  Introduction:

This is a complete reworking of a program I originally wrote in 1995 in my spare time.  The improvements over the old version, which I simply named “Dungeon”, are the speed of the engine and the mini-mapping system.  The speed boost was done by using the menu keys for navigation instead of a GetKy loop, which slowed the engine down while cycling.   The mini-map doesn’t show all of the doorways, but it gives you a general sense of where you are in the maze.  I call this “bread crumb technology”.  This engine is designed to be flexible and robust and may be used freely in any games you wish.  I have intentionally left space in the interface for the addition of 2 windows (or 1 window with a slight modification to HALLS.85I) next to the “Rear-view” window.  

II.  Editing New Mazes 
Editing new or custom mazes is simple:

1.) Draw a grid and assign the doorways by drawing lines where you want the rooms to connect.  Note you always start at the upper left corner of the maze.  This is a top view of your maze.  Doors on the right of a square will appear to your right, doors on the left of the square will appear on your left.  Doors on the top of a square will be in front of you, while doors on the bottom of a square will appear in the rear-view window.  Your maze can be any size, but the minimap supports a maximum maze size of 16 squares wide by 12 squares high.
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2.) Assign numbers to each room according to door locations.  This key provides the information on how to encode your maze into numbers:
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In our example the numbers would be as follows:
1,5,9,1,9 

16,8,11,9,6

6,7,5,15,14

6,2,2,4,6

7,11,11,5,10

Once you have these numbers, convert them to a matrix that is stored as MAZE.
[[1,5,9,1,9][16,8,11,9,6][6,7,5,15,14][6,2,2,4,6][7,11,11,5,10]]→MAZE
(Note the exit:  I have arbitrarily placed it in the first column in the second row.)

Now when you run EQUEST, the maze should be to your design!

For the sake of completion, here is the text output of my engine:  If you spot any optimizations that could be made to improve performance or have any suggestions, please e-mail me @ asmith133@cinci.rr.com
III.  The Engine Text

:ClDrw:ClLCD

:RcPic HALLS

:StPic MAP1

:1üxMin:1üyMin

:127üxMax:63üyMax

:CoordOff:AxesOff

:1üXX:1üYY

:76üXXX:30üYYY

:0üLL:0üRR:0üUU:0üDD

:[[1,5,9,1,9][16,8,11,9,6][6,7,5,15,14][6,2,2,4,6][7,11,11,5,10]]üMAZE

:Lbl START

:Goto SETMAP

:Lbl RUNNING

:Menu(1,"<",GOLEFT,2,"^",GOMID,3,">",GORITE,4,"v",GOBACK,5,"Exit",EXIT)

:Lbl EXIT

:ClLCD:ClDrw:Stop

:Lbl DRAWDOOR

:ClDrw

:Lbl SETMAP

:RcPic MAP1

:0üLL:0üRR:0üUU:0üDD

:MAZE(XX,YY)üZZ

:Goto DRAWMAP

:Lbl DRADOOR2

:If ZZ==1:Then:1üRR:Goto RITEDOOR:End

:If ZZ==2:Then:1üDD:Goto BACKDOOR:End

:If ZZ==3:Then:1üLL:Goto LEFTDOOR:End

:If ZZ==4:Then:1üUU:Goto MIDDOOR:End

:If ZZ==5:Then:1üLL:1üRR:Goto LEFTDOOR:End

:If ZZ==6:Then:1üUU:1üDD:Goto MIDDOOR:End

:If ZZ==7:Then:1üUU:1üRR:Goto MIDDOOR:End

:If ZZ==8:Then:1üRR:1üDD:Goto RITEDOOR:End

:If ZZ==9:Then:1üLL:1üDD:Goto LEFTDOOR:End

:If ZZ==10:Then:1üLL:1üUU:Goto LEFTDOOR:End

:If ZZ==11:Then:1üLL:1üUU:1üRR:Goto LEFTDOOR:End

:If ZZ==12:Then:1üUU:1üRR:1üDD:Goto MIDDOOR:End

:If ZZ==13:Then:1üLL:1üDD:1üRR:Goto LEFTDOOR:End

:If ZZ==14:Then:1üDD:1üLL:1üUU:Goto LEFTDOOR:End

:If ZZ==15:Then:1üLL:1üUU:1üRR:1üDD:Goto LEFTDOOR:End

:If ZZ==16:Then:Goto GOAL:End

:Goto LEFTDOOR

:Lbl LEFTDOOR

:If LL==1:Then

:Line(7,14,7,38)

:Line(7,38,13,32)

:Line(13,32,13,19)

:End

:Lbl MIDDOOR

:If UU==1:Then

:Line(26,24,26,35)

:Line(26,35,37,35)

:Line(37,35,37,24)

:End

:Lbl RITEDOOR

:If RR==1:Then

:Line(50,20,50,32)

:Line(50,32,56,38)

:Line(56,38,56,14)

:End

:Lbl BACKDOOR

:If DD==1:Then

:Line(76,39,76,44)

:Line(76,44,80,44)

:Line(80,44,80,39)

:End

:Goto RUNNING

:Lbl GOLEFT

:If LL==1:Then:YY-1üYY:XXX-3üXXX:Goto DRAWDOOR:End

:Goto RUNNING

:Lbl GOMID

:If UU==1:Then:XX-1üXX:YYY+2üYYY:Goto DRAWDOOR:End

:Goto RUNNING

:Lbl GORITE

:If RR==1:Then:YY+1üYY:XXX+3üXXX:

:Goto DRAWDOOR:End

:Goto RUNNING

:Lbl GOBACK

:If DD==1:Then:XX+1üXX:YYY-2üYYY:

:Goto DRAWDOOR:End

:Goto RUNNING

:Lbl DRAWMAP

:PtOn(XXX,YYY)

:StPic MAP1

:PtOn(XXX+1,YYY)

:PtOn(XXX-1,YYY)

:PtOn(XXX,YYY+1)

:PtOn(XXX,YYY-1)

:Goto DRADOOR2

:Lbl GOAL

:ClLCD:ClDrw

:Disp "You have reached the"

:Disp "exit!"

:Stop

:

