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Read This First!

Thank you for your interest in The Nomad Il: Trapped. If you are reading this, that means that the
year of my life that | spent writing it was not spent in vain. | present this documentation in the hope
that no person will give up on The Nomad II: Trapped because they don’t understand it. To meet that
goal, | was faced with the task of creating a ridiculously thorough manual. You, the player, should
not need to read all of this. There are several reference sections in the back that are there ’just in
case’. Therefore, you should feel perfectly safe skimming and coming back if you have a problem.

Oh, and by the by, the structure of this manual is rather rigid for a mere video game instruction
booklet. Don’t worry however, the structure is such so that everything will be crystal clear to you.
This is not to mention, of course, me, since | have real trouble explaining myself. So, read on and |
will try desperately to explain what in the world | was thinking when | made this game...



Legal Notes

Copyright (C) 2003 Alex Markley

Permission is granted to copy, distribute and/or modify this document under the termsGiithe
Free Documentation Licensd/ersion 1.1 or any later version published by the Free Software
Foundation with no Invariant Sections, no Front-Cover Texts, and no Back-Cover Texts. A copy of
the license can be found in Appendix E

Nintendo, Game Boy, Game Boy Advance, and all other similar phrases are trademarks of Nintendo.

Disclaimer. Neither Alex Markley, nor the OpenSource GameBoy Game Project, nor any affiliated
persons or entities are affiliated with, endorsed by, or related to Nintendo. The Nomad II: Trapped
is not guaranteed in any way, by any known entity. If it doesn’t work, that is not anybody'’s fault. If
it grows fangs and eats your face, that is not anybody'’s f&ldty at your own risk.
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About The 'Nomad’ Story

Although this document is really a guide to any and all who wish to play The Nomad II: Trapped,
the author feels that the origins of the Nomad story bear a few words.

The Nomad is a storyline that was developed over a period of years, but jotted down over the period
of a few weeks. | am sad to say that the actual writing style does not, by any means, do the English
language justice, and is a clear reflection of the author’s age. The author is sixteen years of age at
the time of writing. However, the author feels that these stories are valid contributions to the world
at large, and, therefore, contributes them. There are far worse mutilations of the English language,
which seem to be received very well... Several fictitious apocalyptic series come to mind.

Odd proper nouns. The 'Nomad’ stories are set in a very unique, fictitious, period of future time.
Immediately before this period of time, the united world fell, and degenerated into a semi-medieval
culture including farming and monarchical rule, with a mix of its formal culture, including the
language, and some old technology. There are only a few clues to the language in the stories, as
the dialog is 'translated’ to English. However, the names of people and places, when not obviously
descriptive, like 'Nomad’, are left untouched. The script, if not the language structure, seems to be
very similar to a basic English script. By studying some of the names, you can decipher a pattern.

Here, a list of some proper nouns from the original 'The Nomad’, is presented for convenience.

Proper Nouns

Name: Amer‘Aey

Known Information: From what little we know, Amer‘Aey is [one of] the princess[es] of the royal
house of Amerindon.

Name: Amer‘Mah

Known Information: Apparently, Amer‘Mah was the heir to the throne at Amerindon. This,
however, is unconfirmed, as it may have been part of the elaborate ruse that nearly cost Nomad
his life in The Nomad.

Name: Manin‘Tha

Known Information: Manin‘Tha was the king of Maninuis.

Name: Khah‘Ray

Known Information: Khah‘Rey was apparently a princess from Khahindon.

Name: Gahru‘Nah

Known Information: Gahru‘Nabh is the king of Gahruis.

Name: Koro'Ghah

Known Information: A smithy from Khahindon.

Obvious Language Patterns

» People’s names seem to be separated into two obvious parts. As can be obviously seen from the
example of Amer'Aey and Amer‘Mah, brother and sister from the royal house of Amerindon,
the 'surname’ is apparently the first part. In this case, 'Amer’.

» The second part of people’s names appears to be the 'first' name. Interestingly, one can detect

faint senses of masculine, guttural inflection on men’s names, and a relatively feminine inflection
on women’s names.
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About The 'Nomad’ Story

«Names of places seem to reflect the name of their ruler. For example: The Amerindon
royal house’s family name is apparently Amer. During the RazenFaal conflict, the wartime
representative of Khahindon was Koro‘Ghah. That fact would overturn this point, except for the
fact that, thoughmostof the representatives were rulers, Koro‘Ghah was not. He was an elected
representative. (Why Khahindon’s king did not represent his people is currently unknown,
although there are several perfectly reasonable explanations that do not involve cowardliness
on the part of the king.)

*« Names seem to be very ingrained into the society. One gets the impression, from the available
literature, that if a new house should take the throne of a province, the name of either the
new ruler, or the province itself would be required to change. However, there are no available
examples of this happening, and is only speculation.

Obviously, this previously unexplored culture is full of fascinating details that have yet to be
uncovered. If the audience enjoys, or is intrigued by, the work the author is doing, please let him
know.

No, the author is not crazy. He is simply bored.



Chapter 1. Story So Far

The Nomad was flying low and fast. He had recently been working on a research project that had
taken him as far as Maninuis. Now, he was flying to Amerindon on his anti-gravity flying disk as
fast as it would move.

He reviewed the contents of the message in his mind: "Unexpected phenomenon appeared in
farmer’s field. Livestock vanished inside. Villagers beginning to panic. Need help. Signed,
Amer‘Aey."

Amer‘Aey was the only surviving member of Amerindon’s royal family after a massacre that Nomad
had been unable to prevent. Nomad could not remember any time when Amer‘Aey had expressly
asked for his help.

Nomad arrived at Castle Amerindon just behind a group of villagers.
"Let us in!" one demanded hotly.

"We must speak with the queen concerning the disturbance," explained a more cool-headed member
of the party.

Before the exasperated guards could speak, Nomad defused the situation. "Perhaps | can be of some
assistance?" he said politely, but firmly.

"Sure! Make the rip go away!" exclaimed the hot-headed one.
"The rip?" Nomad responded.

"Where have you been?! The rip in reality! It started a week ago tomorrow. Appeared in the middle
of the night, right in the middle of Tahrin‘Gah’s field. Sucked up all of Tahrin‘Gah’s livestock it
did!"

"Ah, then you are referring to the same problem that | am here to deal with!" Nomad said. "The
gueen has summoned me to attempt to heal the rip’, so that you can all live in peace."

"And who are you?" the hot-headed one demanded.
"l am called Nomad."
"Nomad? From the battle of RazenFaal?!"

"The same," Nomad said coolly, "Rest assured, | will take care of the situation to the best of my
ability. If you would all kindly go home to your families, then | can focus on the problem at hand.”
The hot-headed one was certainly not about to leave on just Nomad's say-so, but fortunately, his
companions convinced him that the problem was in good hands, and the party left.

Nomad turned, and strode past the thankful guards into the castle, where he found the queen pacing
in the throne room.

"Greetings," Nomad called.
"Oh, you've come!"

"Of course. Your message sounded urgent.”



Chapter 1. Story So Far

"My situation is urgent.”

"So | gathered. | met some of your avid supporters outside. It seems as though something must be
done."

"You seem to have an adequate grasp on the situation.”

"I still need to know where this 'Tahrin‘Gah’ lives, but, other then that, yeah, | have an adequate
grasp on the situation." She described the location for him. He thanked her and turned to leave.

"Wait! I'm coming with you!" she said. He turned and raised an eyebrow.

"You are the queen of Amerindon. This phenomenon has apparently polished off an entire batch of
livestock. You need to stay here to deal with the restless masses."

As if on cue, an entirely new bunch of discontented citizens burst in the chamber talking at once.

"The problem is being dealt with!" Amer‘Aey exclaimed. "As a matter of fact, the very man who is
to try his hand at fixing the problem is right here!" She turned to point, but the Nomad was gone.

The Nomad knew that he couldn't sit back and play politics. The reality of the situation was mostly
the people. This rip’ hadn't been getting worse, but the discontent wouldn’t stop getting worse.

Nomad knew that he couldn’t let Amer‘Aey near the rip’. For one thing, she had a perfectly valid
job: keeping the citizens calm. The one thing that could make the situation worse would be an
uprising. Although, what the people could possible rise up against completely escaped Nomad. The
other reason that Nomad wouldn’t let Amer‘Aey come was that he had a bad feeling about the whole
mess. A feeling that reminded him of the RazenFaal conflict.

Nomad finally arrived at the field, and gaped. There it was: a flaming blue ball of... hole. Nomad
could think of no other way to describe it. No wonder the townsfolk were discontent. Nomad
suddenly realized that he had no inkling as to how to proceed. All he could do was stand and stare
as the blue vortex swirled and writhed.

To be continued in Story Mode of The Nomad II: Trapped.



Chapter 2. Getting the Game

The Nomad II: Trapped is available to all for free at “http://opengbgames.sourceforge.net/”. It runs
only on the Nintendo Game Boy Advance.

1. How do | get this ".gba’ file to run in my Game Boy?

If you have to ask, the answer is, “You don’t have the hardware to do that,” or, in other words, “You
can’t!” Making the ".gba’ file run on your GBA is not easy. Do not panic, however, it is very easy to
run it anyway.

2. What if | don’t have a Game Boy? (Running The
Nomad II: Trapped In An Emulator)

An emulator is simply a program that pretends to be a machine. Therefore, if you have a program
that pretends to be a Game Boy Advance, then it can fool the '.gba’ file into running. There are
currently GBA emulators for almost every computer and operating system. At the time of writing,
The Nomad II: Trapped had successfully run under emulators on Windows, Linux, and Mac OS X.

Choosing an emulator can be difficult, since many do not work very well. Many emulators that work
very well under Windows may work very badly under Linux. Finding the emulator that works for
you is something that only you can do. To start, try searching for “gba emulator” on your favorite
search engine.

Note

The Game Boy Advance has ten buttons: Left, Right, Up, Down, L (Shoulder), R
(Shoulder), Start, Select, A, and B. If you are running on an emulator, the emulator must
take the input from a keyboard, joystick, or other device, and fool The Nomad II: Trapped
into thinking that a GBA button has been pressed. This manual will refer to controls as one
of the GBA controls listed. If you are running under an emulator, you will need to figure
out what GBA controls equal what keys or buttons, and press the real button whenever the
GBA control is referenced.

Example. In the manual, it says that the 'B’ button is used to make the character run. If
you are running under an emulator, this does not mean that you press the 'B’ key on your
keyboard. If your emulator is configured to have the "X’ key on your keyboard equal the
'B’ button on the GBA, then you will have to remember to press "X’ whenever the manual
or on-screen instructions say to press 'B’.



Chapter 3. Controls

This chapter contains some basic information about in-game controls

Note

There is no information in this manual about controls that are not in-game. This includes
any menu-specific controls, or controlling the response to a question. That information is
clearly presented on the screen whenever user input is expected. However, when in doubt,
remember:;’Start’ is always accept. 'Select’ is generally reject. The arrows are always
used to move the cursor.

1. In-Game Controls

Movement. Move Nomad with the direction pad, or arrows. It is possible to hold down more than
one direction at once, in order to move diagonally. This always helps in getting through tight spots.

Running. Press and hold the 'B’ button in order to run. When running, Nomad moves faster than
enemies. Running also cuts down on wasted time, which increases the potential timeTiees.
is no limit on the amount of time the player may hold 'B’.

Pausing & Escaping.Pressing 'Start’ allows the player to gain access to the 'Pause Menu’. From
this menu, the player may either continue, or esc&geaping always costs the player a life.



Chapter 4. Basic Game Play

1. Game Play in a Nutshell

You are Nomad. Your goal is to escape the maze. This is simply done by moving from where you
start to the goal. The only thing that makes this game difficult are the obstacles between the start
and the goal. To pass from the beginning to the ending alive, Nomad will need to be fast, fearless,
and, most importantly, cunning.

Information about the goal may be seen in the entry “Goal” in the appendix entitled “Element
Reference”.

2. Toggles

Toggles are some of the most important parts of the game. These are several color coded obstacles
that have two 'modes’: ’active’ and 'inactive’. When they are ’active’, the player can not pass
through them. When they are ’inactive’ however, the player may pass. Toggles can be controlled
with buttons and switches.

A list of all toggles may be found in the section “Togglable Elements & Togglers” in the appendix
entitled “Element Reference”.

2.1. Controlling Toggles with Buttons and Switches

As was mentioned before, all of the toggles are color coded. This fact holds true with buttons and
switches as well. Whenever a button or switch is pressed, all of the toggles toggle, as long as they
match its color. For example, if a blue button or switch is pressed, all of the inactive blue things
become active, and all of the active ones become inactive.

2.2. The Difference Between Buttons and Switches

The difference between buttons and switches is easy to understand, but difficult to explain.

2.2.1. Buttons

When a button is pressed, all of the matching toggles react as described. However, when the button
is no longer pressed, all of the toggles that were originally affected by that button press are no longer
affected.

Example. A blue button is pressed. All of the blue toggles, including a nearby inactive blue gate,
switch their mode. Now that it has switched, the blue gate is active. When the person pressing the
blue button stops holding it down, all of the blue toggles, including the currently-active blue gate,
switch back to the way they originally were. The gate switches back to being ’inactive’.

2.2.2. Switches

When a switch is pressed, all of the matching toggles react as described. When the switch is no
longer pressed, the toggles stay in their new state.

Example. A blue switch is pressed. All of the blue toggles, including a nearby inactive blue gate,
switch their mode. Now that it has switched, the blue gate is active. When the person stops holding
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down the switch, nothing happens. The blue gate continues to be active. If the person wants the blue
gate to be inactive again, he will have to press the svatgdin

2.2.3. Summary

A button has to be held in, but a switch ’clicks’ in every time you press it.

3. Blocks

Blocks are very helpful things. They can be pushed around, and left sitting on buttons for you, or
perhaps left in the path of an enemy in order to re-direct it. Care should be taken. One wrong move
with a block, and you may end up having to restart.

Information about blocks may be found in the section “Block” in the appendix entitled “Element
Reference”.

4. Blade Monsters

Everything in, around, and about the mazes wants to see Nomad put away for good. Blade monsters,
the enemies that do the most pestering, are the only ones that move. Fortunately for Nomad, blade
monsters aren’t very smart, and can be outsmarted or avoided.

Information about blade monsters may be found in the section “Enemy” in the appendix entitled
“Element Reference”.

Information on dying at the hands of a blade monster may be found in the section “Died to an
Enemy” in the appendix entitled “Ways to Die”.

5. Transporting

Transporters are the fastest way to get from here to there in The Nomad II: Trapped. Unfortunately,
there is no way to know where the transporter goes, unless one has gone through it before. This
is not to say that it would be a good idea to jump into every transporter one comes across, since a
transporter may instantly destroy its passenger.

Information about transporters may be found in the section “Transporter” in the appendix entitled
“Element Reference”.

Information on dying at the hands of a transporter may be found in the section “Mangled in a
"Transporter Accident’™ in the appendix entitled “Ways to Die”.

Note

This section did not, by any means, cover all of the odd things that are in The Nomad II:
Trapped. It has simply described some of the most important ones, or the ones with facets
to their understanding that require special explanation. For a complete list of everything
that is in The Nomad II: Trapped, go to the appendix entitled “Element Reference”.



Chapter 5. Game Play Modes

In The Nomad II: Trapped, there are two modes: Story Mode, and Chaos Mode. This chapter details
them and their differences.

1. Story Mode

In Story Mode, the player will select a save slot, and play through the game, unlocking levels as he
goes. As the player works his way through the game, he can gather points and earn lives.

1.1. Beginning

If you do not have a save slot yet, choose one marked 'Empty Slot’. The game will request that you
enter your name. This is used to keep track of all high score records.

Once you have entered your name, you will be shown a level select screen. This save slot will
already have several levels unlocked. The levels that are marked '(T)' are tutorial levels. These
levels are the ones to start out with if you have never played The Nomad II: Trapped before. If you
wish to bypass these levels, go to the end of the list, to the only one that is not marked with a T.

1.2. Saving

The Nomad II: Trapped has an intelligent saving system that saves every time you beat any level.
However, here is a tip to make sure your save slot is always in good shape.

Any time you die, the number of lives you have will go down by one. If you die when you have
no lives left, your game will be over. The save slot remembers how many lives you have. If you
complete a level while having no lives left, you will not have any lives left when you load the save
slot next. Therefore, if you die, do not continue to try to beat the level. Instead, leave the save slot,
and come back to try again. This way, you will never lose a life.

1.3. Points

The Nomad II: Trapped has a complex point system that awards points for many things. If you get a
good score on a level, then it will go in the high score list. Here is a list of the various bonuses, and
what causes them.

Jewels.You will encounter many jewels on your adventure. Each jewel is worth 150, 200, or 250
points, depending on its color.

Destroying an Enemy.If you successfully destroy an enemy, you are awarded 1000 points.

Time Bonus. You may receive extra points at the end of a level, depending on how much time you
took to finish it.

Extra Life! You will receive an extra life every 10,000 points.
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Figure 5.1. Story Mode Game Screen

5. L'|:| J:E' E-r DO

O:00:15

2. ChAOs MOdE

Chaos Mode is a very unigue mode. In chaos mode, the game designs a level completely randomly.
These levels, while very, very difficult, are always defeatable.

Chaos mode is very simple. There are no save slots, no saving, no lives, no points, and no time
bonuses. There is also no limit to the levels in Chaos Mode.

The only way to die in Chaos Mode is if you give up. Be warned about giving up: There is no way
to give up and try the same level again later. Fortunately, there is no way for you to 'break’ the level.
No matter what you do, the level is always defeatable.
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Figure 5.2. Chaos Mode Game Screen




Chapter 6. Final Notes

Thank you again for your interest in The Nomad II: Trapped. | hope that you find all of the answers
to your questions in the pages of this manual. If you have read the entirety of this manual, and
still fail to find the information you need, do not hesitate to contact me. For contact info, check the

appendix entitled “Contacting the Author”.
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Appendix A. Frequently Asked
Questions

Here are some frequently asked questions with answers about The Nomad Il: Trapped and all related
topics.

Q:. 1 thought this was supposed to be open sourced! Where’s the code?!

A:. The code is currently being fixed up for a full, GPL release in June 2003. This release will
have source available, along with all of the levels in Story Mode.

Update. The source and the full version of The Nomad II: Trapped was released at the same
time as this version of the manual. Enjoy!

Q:.Why is The Nomad II: Trapped called 'Nomad 2'? What is it a sequel of?

A:.. More than one thing, actually. The story is the sequel to the short story 'The No-
mad’. The “The Nomad II: Trapped” game engine, entitled “OpenMAZE Advance!” is
the sequel to a very badly written game/engine written a few years ago, entitled “Open-
MAZE”". Both games and engines are available along with 'The Nomad’ short story at
'http://opengbgames.sourceforge.net/'.

Q:. Are there cheat codes in The Nomad II: Trapped?

A:. Yes.

Q:.No way is that you in all the pics.

A:. Yes way. Itis me. :) Check the appendix entitled “Contacting the Author”
Q:.Is the character animation in the game actually live action video?

A:. Yes. We, the creative team at OSGBG used a camcorder and a convenient stairwell-type setup
to film overhead walking video. After that, we simply GIMP-ed the video to provide the
ultra-smooth in-game walking animation that you see in the final cut. (http://www.gimp.org/)

11



Appendix B. Ways to Die

1. Introduction

This chapter will explain some of the various different ways that a player might die while playing
The Nomad II: Trapped. If a player has died, and doesn’t know why, he should look in here.

2. Died to an Enemy

Figure B.1.

This means that the player touched one of the mean-looking blade monsters and it killed him. If that
doesn’t appear to be what happened, perhaps the late player transported inside a blade monster?

3. Got 'Crunched’
Figure B.2.

12
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This means that the player was standing on an inactive gate, and it closed on him. Crunch. Next
time, he should be more careful.

4. Generic Death

Figure B.3.

This can happen for a number of really obscure reasons. Although it probably happened because the
player decided to 'escape’ through the pause menu.

5. Mangled in a 'Transporter Accident’

Figure B.4.

This means that, while transporting, the player ended up inside something solid, or otherwise
nonconducive to human life. Either somebody pushed a block to this transporter’s destination
coordinates, or this transporter is rigged to transport into a wall.

6. Died to a Trap

13
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Figure B.5.

This means that the late player touched an active trap. (Or was touching an inactive trap when it
became active.)

14



Appendix C. Element Reference

1. Introduction

In this chapter, you will find a detailed list of everything you will run into while playing The Nomad
II: Trapped. If there is any element that fits in to more than one category, it is listed more than once.

Note

You will find that the elements in the game do not always lexé#ctlylike the pictures here.
Do not worry, these elements will still be recognizable, and will still function as expected.

2. Togglable Elements & Togglers

These are all of the elements which may be 'toggled’, and all of the elements that 'toggle’ them.

2.1. Button
Figure C.1. What do buttons look like?

2.1.1. What do buttons do?

Buttons toggle any/all togglable elements that match their color. Therefore, if a blue button is
pressed, then all blue elements that@rgrentlyon turn off, and all blue elements that axgrrently

off turn on. When a button is no longer pressed, all of the elements that it originally affected toggle
back.

Note

If something is pressing a button or switch, and something else tries to press a button or
switch of that same color elsewhere, it will have no effect. For example, if the player leaves

a block sitting on a blue button, but then tries to press another blue button later in the level,
he may be surprised to find that it does nothing.

2.1.2. How do buttons affect game play?
Nomad. Nomad may press buttons.

Blocks. Blocks may press buttons.

15
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Enemies.Enemies may press buttons.

Transporters. Transporters have no effect on buttons.

2.2. Gate (Active)

Figure C.2. What do gates look like when they are "active’?

2.2.1. What do active gates do?
Active gates are simple blockades. Any gate that is active blocks everything from passing.

Note

For an 'active’ gate to 'toggle’ and become ’inactive’, a button or switch whose color
matches must be pressed.

Warning

If the player is touching an 'inactive’ gate when it becomes 'actilie’will die. This does
not apply to blocks. Thisoesapply to enemies.

2.2.2. How do active gates affect game play?
Nomad. Nomad can not pass if a gate is active.
Blocks. Blocks can not pass if a gate is active.
Enemies.Enemies can not pass if a gate is active.

Transporters. Active gates have no effect on transporters.

2.3. Gate (Inactive)

Figure C.3. What do gates look like when they are ’inactive’?

Vi
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2.3.1. What do inactive gates do?
Inactive gates do nothing. They are only potentially 'active’ gates.

Note

For an 'inactive’ gate to 'toggle’ and become ’active’, a button or switch whose color
matches must be pressed.

Warning

If the player is touching an 'inactive’ gate when it becomes 'actilie’will die This does
not apply to blocks. Thisoesapply to enemies.

2.3.2. How do inactive gates affect game play?
Nomad. Nomad can pass if a gate is inactive.

Blocks. Blocks can pass if a gate is inactive.
Enemies.Enemies can pass if a gate is inactive.

Transporters. Inactive gates have no effect on transporters.

2.4. Switch

Figure C.4. What do switches look like?
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2.4.1. What do switches do?

Switches toggle any/all togglable elements that match their color. Therefore, if a blue switch is
pressed, then all blue elements that@rgentlyon turn off, and all blue elements that an@rently

off turn on. If the player wishes to affect elements with that switch again, he will have to step off of
it, then back on it again.

Note

If something is pressing a button or switch, and something else tries to press a button or
switch of that same color elsewhere, it will have no effect. For example, if the player leaves
a block sitting on a blue switch, but then tries to press another blue switch later in the level,
he may be surprised to find that it does nothing.

2.4.2. How do switches affect game play?
Nomad. Nomad may press switches.

Blocks. Blocks may press switches.
Enemies.Enemies may press switches.

Transporters. Transporters have no effect on switches.

2.5. Trap (Active)

Figure C.5. What do traps look like when they are 'active’?

2.5.1. What do active traps do?
Active traps are death to anyone that touches them. If the player touches one, he dies. If a block
touches one, it is destroyed.

2.5.2. How do active traps affect game play?

Nomad. If Nomad touches an active trap under any circumstaresjill die
Blocks. Blocks are destroyed as soon as they touch an active trap.
Enemies.Enemies are not ever affected by traps, whether active or not.

Transporters. Active traps have no effect on transporters.
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2.6. Trap (Inactive)

Figure C.6. What do traps look like when they are 'inactive’?
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2.6.1. What do inactive traps do?
Inactive traps do nothing. They are only potentially 'active’ traps.

Warning

If the player is touching an ’inactive’ trap when it becomes ’active’, or if he touches an
active trap at allhe will die. Blocks will also be destroyed under the same circumstances.
Enemies are never affected by traps.

2.6.2. How do inactive traps affect game play?

Nomad. Nomad may pass if a trap is inactive.

Blocks. Blocks may pass if a trap is inactive.

Enemies.Enemies are not ever affected by traps, whether active or not.

Transporters. Inactive traps have no effect on transporters.

3. Death Elements

These are all of the elements that will kill you if you touch them. (Or if they touch you.)

3.1. Enemy

Figure C.7. What does an enemy look like?

=
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3.1.1. What do enemies do?

Enemies run around in predetermined, easy to understand patterns. These enemies can be annoy-
ances, since they can press switches and buttons, but they can be great helps for exactly the same
reason. If the player is sharp enough, he can use enemies as tools.

3.1.2. How do enemies affect game play?

Nomad. If the player touches an enerhg dies The only option is to avoid the enemy, or outsmart
it and kill it.

Blocks. Blocks are obstacles to enemies. Enemies can not push blocks.

Enemies.Enemies can only try to go around each other. Sadly, their (lack of) intelligence reduces
them to a pack of rodents. Vicious, evil rodents...

Transporters. If an enemy encounters a transporter, it transports through it.

3.2. Trap (Active)

Figure C.8. What do traps look like when they are 'active’?

3.2.1. What do active traps do?
Active traps are death to anyone that touches them. If the player touches one, he dies. If a block
touches one, it is destroyed.

3.2.2. How do active traps affect game play?

Nomad. If Nomad touches an active trap under any circumstarieewiill die
Blocks. Blocks are destroyed as soon as they touch an active trap.
Enemies.Enemies are not ever affected by traps, whether active or not.

Transporters. Active traps have no effect on transporters.

4. Good Elements

These are the elements that are beneficial to the player.

4.1. Goal

20



Appendix C. Element Reference

Figure C.9. What does the goal look like?

4.1.1. What does the goal do?

The goal is the only way out of the labyrinths. If the player touches it, he wins the level he is playing.
4.1.2. How does the goal affect game play?

Nomad. If the player touches it, he wins.

Blocks. Blocks are not affected by the goal.

Enemies.Enemies are not affected by the goal.

Transporters. Transporters are not affected by the goal.

4.2. Jewels

Figure C.10. What do jewels look like?

2
»

4.2.1. What do jewels do?

Jewels give the player points if he grabs them.
4.2.2. How do jewels affect game play?
Nomad. Nomad receives points for grabbing jewels.
Blocks. Blocks are not affected by jewels.
Enemies.Enemies are not affected by jewels.

Transporters. Transporters are not affected by jewels.

5. Miscellaneous Elements

These are all of the elements that do not fit into any of the previous categories.
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5.1. Arrow

Figure C.11. What do arrows look like?
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5.1.1. What do arrows do?
Absolutely nothing. They are essentially arrows painted on the floor. Are they leading you the right
way or not?

5.1.2. How do arrows affect game play?
Nomad. Arrows have no effect on Nomad.
Blocks. Arrows have no effect on blocks.
Enemies.Arrows have no effect on enemies.

Transporters. Arrows have no effect on transporters.

5.2. Block

Figure C.12. What does a block look like?

5.2.1. What do blocks do?

Nothing. At least, not by themselves. The player can move them, however, and do plenty of
interesting things with them. For instance, a block can sit on a button, and hold it down. A block
may also be useful in re-directing an enemy'’s path. A block may be a very useful tool, if correctly
handled.

5.2.2. How do blocks affect game play?
Nomad. The player can’t walk through a block if it’s stuck, but the player can push it if it's not.
Blocks. The player can not push one block with another.

Enemies.Blocks are obstacles to enemies. In most cases, they will go around. Enemies can not
push blocks.

Transporters. Blocks can transport through any transporter that they can touch.

5.3. Conveyor Field
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Figure C.13. What do conveyor fields look like?
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5.3.1. What do conveyor fields do?

Conveyor fields shove the player along in whatever direction or directions they point. There is no
way to travel in the direction opposite the direction the conveyor field points. For example, if you

are touching a conveyor field that points 'up’ you cannot move 'down’. However, in this example,

you could move 'left’ or ‘right’.

5.3.2. How do conveyor fields affect game play?
Nomad. Conveyor fields push Nomad along in the direction that they point.

Blocks. Conveyor fields do not directly affect blocks. Although, if Nomad is behind a block while
on a conveyor field, he will continue to push the block until the block becomes stuck, until Nomad
is no longer behind it, or until Nomad reaches the end of the field.

Enemies.Conveyor fields do not affect enemies.

Transporters. Conveyor fields do not affect transporters.

5.4. Transporter

Figure C.14. What does a transporter look like?

5.4.1. What do transporters do?

Transporters, simply, transport whatever object touches them to their programmed coordinates. Just
to make life difficult, the only way to know a transporter’s destination is to transport through it.

A transporter’s destination may be somewhere useful, but, unfortunately, it may just as well be an
instantly fatal trap. If a transporter transports into a solid object, it will destroy whatever transported,
whether that solid object is a block, which can move, or a wall, which can not.

5.4.2. How do transporters affect game play?

Nomad. If the player touches it, it transports him somewhere.

Blocks. If the player pushes a block into it, it transports the block somewhere.
Enemies.If an enemy runs into it, the enemy is transported somewhere.

Transporters. Transporters don’t have any effect on other transporters.

23



Appendix C. Element Reference

5.5. Wall

Figure C.15. What do walls look like? (Sometimes)
5.5.1. What do walls do?

Walls are obstacles to anything that moves. As infuriating as they can be, the only time they are
dangerous is if a transporter is programmed to transport into one.

5.5.2. How do walls affect game play?
Nomad. Walls are obstacles to Nomad.
Blocks. Walls are obstacles to blocks.
Enemies.Walls are obstacles to enemies.

Transporters. Walls have no effect on transporters.
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Author

1. Contacting Alex Markley
At the time of writing, the author could be contacted through the following means.
E-Mail. alex@milent.com

URL. http://opengbgames.sourceforge.net/
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Version 1.1, March 2000
Copyright © 2000 Free Software Foundation, Inc.

Free Software Foundation, Inc. 59 Temple Place,

Suite 330, Boston, MA

02111-1307 USA
Everyone is permitted to copy and distribute verbatim copies of this license document, but changing
it is not allowed.

1. (Section 0) PREAMBLE

The purpose of this License is to make a manual, textbook, or other written document “free” in
the sense of freedom: to assure everyone the effective freedom to copy and redistribute it, with or
without modifying it, either commercially or noncommercially. Secondarily, this License preserves
for the author and publisher a way to get credit for their work, while not being considered responsible
for modifications made by others.

This License is a kind of “copyleft”, which means that derivative works of the document must
themselves be free in the same sense. It complements the GNU General Public License, which is a
copyleft license designed for free software.

We have designed this License in order to use it for manuals for free software, because free software
needs free documentation: a free program should come with manuals providing the same freedoms
that the software does. But this License is not limited to software manuals; it can be used for
any textual work, regardless of subject matter or whether it is published as a printed book. We
recommend this License principally for works whose purpose is instruction or reference.

2. (Section 1) APPLICABILITY AND DEFINITIONS

This License applies to any manual or other work that contains a notice placed by the copyright
holder saying it can be distributed under the terms of this License. The “Document”, below, refers
to any such manual or work. Any member of the public is a licensee, and is addressed as “you”.

A “Modified Version” of the Document means any work containing the Document or a portion of it,
either copied verbatim, or with modifications and/or translated into another language.

A “Secondary Section” is a named appendix or a front-matter section of the Document that deals
exclusively with the relationship of the publishers or authors of the Document to the Document’s
overall subject (or to related matters) and contains nothing that could fall directly within that overall
subject. (For example, if the Document is in part a textbook of mathematics, a Secondary Section
may not explain any mathematics.) The relationship could be a matter of historical connection
with the subject or with related matters, or of legal, commercial, philosophical, ethical or political
position regarding them.

The “Invariant Sections” are certain Secondary Sections whose titles are designated, as being those
of Invariant Sections, in the notice that says that the Document is released under this License.
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The “Cover Texts” are certain short passages of text that are listed, as Front-Cover Texts or Back-
Cover Texts, in the notice that says that the Document is released under this License.

A “Transparent” copy of the Document means a machine-readable copy, represented in a format
whose specification is available to the general public, whose contents can be viewed and edited
directly and straightforwardly with generic text editors or (for images composed of pixels) generic
paint programs or (for drawings) some widely available drawing editor, and that is suitable for
input to text formatters or for automatic translation to a variety of formats suitable for input to text
formatters. A copy made in an otherwise Transparent file format whose markup has been designed
to thwart or discourage subsequent modification by readers is not Transparent. A copy that is not
“Transparent” is called “Opaque”.

Examples of suitable formats for Transparent copies include plain ASCII without markup, Texinfo
input format, LaTeX input format, SGML or XML using a publicly available DTD, and standard-
conforming simple HTML designed for human modification. Opaque formats include PostScript,
PDF, proprietary formats that can be read and edited only by proprietary word processors, SGML
or XML for which the DTD and/or processing tools are not generally available, and the machine-
generated HTML produced by some word processors for output purposes only.

The “Title Page” means, for a printed book, the title page itself, plus such following pages as are
needed to hold, legibly, the material this License requires to appear in the title page. For works
in formats which do not have any title page as such, “Title Page” means the text near the most
prominent appearance of the work’s title, preceding the beginning of the body of the text.

3. (Section 2) VERBATIM COPYING

You may copy and distribute the Document in any medium, either commercially or noncommer-
cially, provided that this License, the copyright notices, and the license notice saying this License
applies to the Document are reproduced in all copies, and that you add no other conditions whatso-
ever to those of this License. You may not use technical measures to obstruct or control the reading
or further copying of the copies you make or distribute. However, you may accept compensation
in exchange for copies. If you distribute a large enough number of copies you must also follow the
conditions in section 3.

You may also lend copies, under the same conditions stated above, and you may publicly display
copies.

4. (Section 3) COPYING IN QUANTITY

If you publish printed copies of the Document numbering more than 100, and the Document’s license
notice requires Cover Texts, you must enclose the copies in covers that carry, clearly and legibly, all
these Cover Texts: Front-Cover Texts on the front cover, and Back-Cover Texts on the back cover.
Both covers must also clearly and legibly identify you as the publisher of these copies. The front
cover must present the full title with all words of the title equally prominent and visible. You may
add other material on the covers in addition. Copying with changes limited to the covers, as long
as they preserve the title of the Document and satisfy these conditions, can be treated as verbatim
copying in other respects.

If the required texts for either cover are too voluminous to fit legibly, you should put the first ones
listed (as many as fit reasonably) on the actual cover, and continue the rest onto adjacent pages.
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If you publish or distribute Opaque copies of the Document numbering more than 100, you must

either include a machine-readable Transparent copy along with each Opaque copy, or state in or
with each Opaque copy a publicly-accessible computer-network location containing a complete

Transparent copy of the Document, free of added material, which the general network-using public

has access to download anonymously at no charge using public-standard network protocols. If
you use the latter option, you must take reasonably prudent steps, when you begin distribution of
Opaque copies in quantity, to ensure that this Transparent copy will remain thus accessible at the
stated location until at least one year after the last time you distribute an Opaque copy (directly or

through your agents or retailers) of that edition to the public.

It is requested, but not required, that you contact the authors of the Document well before
redistributing any large number of copies, to give them a chance to provide you with an updated
version of the Document.

5. (Section 4) MODIFICATIONS

You may copy and distribute a Modified Version of the Document under the conditions of sections
2 and 3 above, provided that you release the Modified Version under precisely this License, with the
Modified Version filling the role of the Document, thus licensing distribution and modification of
the Modified Version to whoever possesses a copy of it. In addition, you must do these things in the
Modified Version:

* A. Use in the Title Page (and on the covers, if any) a title distinct from that of the Document, and
from those of previous versions (which should, if there were any, be listed in the History section
of the Document). You may use the same title as a previous version if the original publisher of
that version gives permission.

«B. List on the Title Page, as authors, one or more persons or entities responsible for authorship
of the modifications in the Modified Version, together with at least five of the principal authors
of the Document (all of its principal authors, if it has less than five).

« C. State on the Title Page the name of the publisher of the Modified Version, as the publisher.
*D. Preserve all the copyright notices of the Document.

«E. Add an appropriate copyright notice for your modifications adjacent to the other copyright
notices.

* F. Include, immediately after the copyright notices, a license notice giving the public permission
to use the Modified Version under the terms of this License, in the form shown in the Addendum
below.

*G. Preserve in that license notice the full lists of Invariant Sections and required Cover Texts
given in the Document’s license notice.

< H. Include an unaltered copy of this License.
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1. Preserve the section entitled “History”, and its title, and add to it an item stating at least the
title, year, new authors, and publisher of the Modified Version as given on the Title Page. If there
is no section entitled “History” in the Document, create one stating the title, year, authors, and
publisher of the Document as given on its Title Page, then add an item describing the Modified
Version as stated in the previous sentence.

+ J. Preserve the network location, if any, given in the Document for public access to a Transparent
copy of the Document, and likewise the network locations given in the Document for previous
versions it was based on. These may be placed in the “History” section. You may omit a
network location for a work that was published at least four years before the Document itself, or
if the original publisher of the version it refers to gives permission.

«K. In any section entitled “Acknowledgements” or “Dedications”, preserve the section’s title,
and preserve in the section all the substance and tone of each of the contributor acknowledge-
ments and/or dedications given therein.

L. Preserve all the Invariant Sections of the Document, unaltered in their text and in their titles.
Section numbers or the equivalent are not considered part of the section titles.

M. Delete any section entitled “Endorsements”. Such a section may not be included in the
Modified Version.

*N. Do not retitle any existing section as “Endorsements” or to conflict in title with any Invariant
Section.

If the Modified Version includes new front-matter sections or appendices that qualify as Secondary
Sections and contain no material copied from the Document, you may at your option designate some
or all of these sections as invariant. To do this, add their titles to the list of Invariant Sections in the
Modified Version’s license notice. These titles must be distinct from any other section titles.

You may add a section entitled “Endorsements”, provided it contains nothing but endorsements of
your Modified Version by various parties--for example, statements of peer review or that the text has
been approved by an organization as the authoritative definition of a standard.

You may add a passage of up to five words as a Front-Cover Text, and a passage of up to 25 words as
a Back-Cover Text, to the end of the list of Cover Texts in the Modified Version. Only one passage
of Front-Cover Text and one of Back-Cover Text may be added by (or through arrangements made
by) any one entity. If the Document already includes a cover text for the same cover, previously
added by you or by arrangement made by the same entity you are acting on behalf of, you may not
add another; but you may replace the old one, on explicit permission from the previous publisher
that added the old one.

The author(s) and publisher(s) of the Document do not by this License give permission to use their
names for publicity for or to assert or imply endorsement of any Modified Version .

6. (Section 5) COMBINING DOCUMENTS

You may combine the Document with other documents released under this License, under the terms
defined in section 4 above for modified versions, provided that you include in the combination all
of the Invariant Sections of all of the original documents, unmodified, and list them all as Invariant
Sections of your combined work in its license notice.

29



Appendix E. GNU Free
Documentation License

The combined work need only contain one copy of this License, and multiple identical Invariant
Sections may be replaced with a single copy. If there are multiple Invariant Sections with the same
name but different contents, make the title of each such section unique by adding at the end of it, in
parentheses, the name of the original author or publisher of that section if known, or else a unique
number. Make the same adjustment to the section titles in the list of Invariant Sections in the license
notice of the combined work.

In the combination, you must combine any sections entitled “History” in the various original doc-
uments, forming one section entitled “History”; likewise combine any sections entitled “Acknowl-
edgements”, and any sections entitled “Dedications”. You must delete all sections entitled “En-
dorsements.”

7. (Section 6) COLLECTIONS OF DOCUMENTS

You may make a collection consisting of the Document and other documents released under this
License, and replace the individual copies of this License in the various documents with a single
copy thatis included in the collection, provided that you follow the rules of this License for verbatim
copying of each of the documents in all other respects.

You may extract a single document from such a collection, and dispbibute it individually under this
License, provided you insert a copy of this License into the extracted document, and follow this
License in all other respects regarding verbatim copying of that document.

8. (Section 7) AGGREGATION WITH INDEPENDENT
WORKS

A compilation of the Document or its derivatives with other separate and independent documents or
works, in or on a volume of a storage or distribution medium, does not as a whole count as a Modified
Version of the Document, provided no compilation copyright is claimed for the compilation. Such

a compilation is called an “aggregate”, and this License does not apply to the other self-contained
works thus compiled with the Document , on account of their being thus compiled, if they are
not themselves derivative works of the Document. If the Cover Text requirement of section 3 is
applicable to these copies of the Document, then if the Document is less than one quarter of the entire
aggregate, the Document’s Cover Texts may be placed on covers that surround only the Document
within the aggregate. Otherwise they must appear on covers around the whole aggregate.

9. (Section 8) TRANSLATION

Translation is considered a kind of modification, so you may distribute translations of the Document
under the terms of section 4. Replacing Invariant Sections with translations requires special
permission from their copyright holders, but you may include translations of some or all Invariant
Sections in addition to the original versions of these Invariant Sections. You may include a
translation of this License provided that you also include the original English version of this License.
In case of a disagreement between the translation and the original English version of this License,
the original English version will prevail.

10. (Section 9) TERMINATION

You may not copy, modify, sublicense, or distribute the Document except as expressly provided for
under this License. Any other attempt to copy, modify, sublicense or distribute the Document is
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void, and will automatically terminate your rights under this License. However, parties who have
received copies, or rights, from you under this License will not have their licenses terminated so
long as such parties remain in full compliance.

11. (Section 10) FUTURE REVISIONS OF THIS LI-
CENSE

The Free Software Foundation [http://www.gnu.org/fsf/fsf.html] may publish new, revised versions
of the GNU Free Documentation License from time to time. Such new versions will be similar
in spirit to the present version, but may differ in detail to address new problems or concerns. See
http://www.gnu.org/copyleft/ [http://www.gnu.org/copyleft].

Each version of the License is given a distinguishing version number. If the Document specifies that
a particular numbered version of this License “or any later version” applies to it, you have the option
of following the terms and conditions either of that specified version or of any later version that has
been published (not as a draft) by the Free Software Foundation. If the Document does not specify
a version number of this License, you may choose any version ever published (not as a draft) by the
Free Software Foundation.

12. Addendum

To use this License in a document you have written, include a copy of the License in the document
and put the following copyright and license notices just after the title page:

Copyright (C) YEAR YOUR NAME.

Permission is granted to copy, distribute and/or modify this document under the
terms of the GNU Free Documentation License, Version 1.1 or any later version
published by the Free Software Foundation; with the Invariant Sections being
LIST THEIR TITLES, with the Front-Cover Texts being LIST, and with the Back-
Cover Texts being LIST. A copy of the license is included in the section entitled
“GNU Free Documentation License”.

If you have no Invariant Sections, write “with no Invariant Sections” instead of saying which ones
are invariant. If you have no Front-Cover Texts, write “no Front-Cover Texts” instead of “Front-
Cover Texts being LIST”; likewise for Back-Cover Texts.

If your document contains nontrivial examples of program code, we recommend releasing these
examples in parallel under your choice of free software license, such as the GNU General Public
License [http://www.gnu.org/copyleft/gpl.html], to permit their use in free software.
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