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I ntroduction

What is ScummVM ?

ScummVM isavirtual machine capable of running the famous adventures produced
by the LucasArts Entertainment Company, such as Monkey Island, Indiana Jones
and the Fate of Atlantis, or Sam & Max.

LucasArts is one of the most famous producers of adventures of all time. Their
games are well-known for their good stories, humour and their very fair approach as
the player can usually never die or get stuck in a dead end.

The last LucasArts games to appear on the Amiga were Monkey Island |1 and
Indiana Jones 4, and even those do not run anymore on modern machines thanks to
LucasArts’ ingenious mix of custom chip and intuition programming. At last,
ScummVM allows you to play the old classics on modern hardware, plusit gives
you the chance to play the later games for the first time.

Starting with v0.2.0, ScummVM is also able to play some non-Scumm games.
For the moment, these are Simon the Sorcerer by Adventure Soft and its sequel.

What is avirtual machine?

Think of avirtual machine as a " specialized computer” implemented in software.
This“computer” has its own processor and memory. The instruction set of the
processor, though, is tailored to its specific use. With a single instruction, an actor
may be told to walk to a certain object, an object may be moved into the player’s
inventory, etc. The benefits are obvious. The implementor of a game can concentrate
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on story and gameplay aspects rather than having to code animations, scrolling, etc.
“low-level”.

The virtual machine approach is not unusual — Infocom’s Z machine or Sierra's
SCI are just two of many other examples from the world of games. After al, it made
porting significantly easier because only the virtual machine would have to be
ported, the data files could more or less remain the same. The probably finest
example of an efficient virtual machine implementation is Infocom’s Z machine.
With the exception of the later graphics games, all versions came with exactly the
same data files. Even the interpreter remained unchanged over long periods of time,
despite the Z machine having been an in-house standard.

For graphics adventures, the world was not equally ideal, since graphics
restrictions and capabilities varied between platforms and required additional work
for each supported system. Also, LucasArts tweaked and changed the Scumm
interpreter from game to game, even between games of the same Scumm version.

In the end, though, it is thanks to this approach that you get your chance to play
these classics on your Pegasos.

On a personal note from the MorphOS developer

| did enjoy LucasArts adventures since the glorious days of Zak McKracken and
Maniac Mansion. They never could quite compete to the considerably more
nutritious Infocom games, but compared to the much weaker Sierra adventures — not
to speak of other competition — they were the best and funniest the graphics
adventure market had to offer.

It was only a matter of time until someone would write an interpreter that would
allow people to play these classics. And due to my obsession with these games, it
probably doesn’t surprise you if | say that it had always been my wish to port it to
Amiga. So you can imagine how happy | am to write these lines now as the
ScummVM team'’s official MorphOS porter. And that sooner than | thought. | had
checked out al bits and pieces on LucasArts file format | could find on the web, but
still some stuff such as costumes had not been fully figured out, so | considered an
open Scumm interpreter not yet feasible. | applaud to the people who sacrificed their
time to sneak into the binary depths of the LucasArts executables and data files.

So here’sto the good old times one more time. Enjoy these classics, especialy if
you get the chance to play them for the first time now.

- Rudiger Hanke, 4™ April 2002
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| nstallation and | nvocation

Requirements
In order to run ScummVM, you need

-MorphOS

-AMidi 2 (for MIDI music)

-cddalibrary (music support for Monkey Island/Loom CD-ROM versions)

-one or more supported games. Please see the compatibility chart in the
appendix to see which games are currently supported.

Please notice that all of the games are still copyrighted by LucasArts and
Adventure Soft. They can not be downloaded for free (except some demo versions)
and since there are enough sources for these games, there is no excuse not to
purchase them if you want to play.

Installation

ScummVM itself does not need any special installation. Just drag the drawer from
the archive to your harddisk.

To install a Scumm game manually, copy the .000 and .001 or (for earlier games)
.LFL and .LEC files from your original CD-ROM to your harddisk. In the case of
games with speech (Indy 4 talkie, Sam & Max, Day of the Tentacle), copy the
monster.sou file to the same directory as well. Y ou can rename thisfile to the
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basename of the .000 file plus the .sou ending (e. g. “samnmax.sou”). Thiswill alow
you to store more than one game in the same directory.

Later games (The Dig, Full Throttle) also contain huge video files. It is thus
recommended to play them directly from CD-ROM.

For the Simon games, you must copy the following files to your harddisk:
Gamepc, Icon.dat, Simon.gme, Simon.wav, Stripped.txt, Thllist, all Sfxxxx files.

Starting ScummVM from Shell

ScummVM for MorphOS has a standard MorphOS command line template which
can berecalled at any time by typingScunmvM ? at the Shell prompt.

ScummVVM STORY/ A, DATAPATH K, W\BW NDOW S, SCALER/ K, AM GA/ S,
M DI UNI T/ KI' N, MUSI C/ K, MJSI CVOL/ K/'N, SFXVOL/ K/ N,
TEMPO K/'N, TALKSPEED/ K/ N, NOSUBTI TLES=NST/ S

A summary of the possible arguments and their values follows.

STORY

Type:  Keyword, mandatory argument

Values: see Compatibility Chart in the appendix
Default: n/a

Effect: The name of the game you want to play.

DATAPATH

Type:  String

Values: any valid path

Default: “” (current path)

Effect: The path where ScummVM islooking for the story’s data files.

WBWINDOW

Type:  Switch

Values: n/a

Default: Off (runs on custom screen)

Effect: If this switch is specified, ScummVM runsin awindow on Workbench
instead of its own custom screen.
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SCALER

Type:  Keyword

Values: none, Point, AdvMame2x, SuperEagle, Super2xSal

Default: Super2xSal

Effect: Selects one of ScummV M’ s scaling engines. See the section “MorphOS
Scaling Engines’ for more details.

AMIGA

Type:  Switch

Values: n/a

Default: Off

Effect:  Specify thisto get correct colorsif you run the Amiga versions of
Monkey Island Il and Indiana Jones 4.

MIDIUNIT

Type:  Numeric

Values: 0...4

Default: 0

Effect:  Specifies the AMidi unit to be opened for music playback.
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MUSICVOL

Type:  Numeric

Values: 0...100

Default: 60

Effect:  Setsthe master volume of the music, from silence (0) to full volume
(100).

SFXVOL

Type:  Numeric

Values: 0 ... 255

Default: 100

Effect:  Setsthe master volume of the sound effects, from silence (0) to full
volume (255).

TEMPO

Type:  Numeric

Values: any

Default: Adlib: 2031616 (0x1F0000), Midi: 4587520 (0x460000)
Effect:  Setsthe tempo of the music. Recommended are the defaults.

MUSIC

Type.  Keyword

Values: Off, Adlib, Midi, MidiEmu

Default: Adlib

Effect: Selects the music driver. “Off” will result in no music at all, Adlib will
enable Adlib music (use only if you haven't got AMidi - and don’t say
you haven't been warned ...). Midi enables Midi music (AMidi must be
installed) and is the recommended and highest quality music support
available. MidiEmu isaMidi emulation that is currently still in beta.

TALKSPEED

Type:  Numeric

Values: any numeric

Default: 60

Effect:  Set the talking speed.
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NOSUBTITLES (= NST)

Type:  Switch

Values. n/a

Default: Off (show subtitles)

Effect: Turns off subtitles for “talkie” game versions.

Example:
ScunmvVM nonkey?2 WBW NDOW SCALER=Super 2xSal AM GA M DI UNI T=3
will start ScummVM running the Amiga version of Monkey Island Il in a

Workbench window with the Super2xSal scaling engine, playing the music through
AMidi unit 3.

Starting ScummVM from MorphOS Desktop

For your convenience, it is also possible to start ScummVM from the MorphOS
Desktop. Arguments are read from ScummV M icon’s tooltypes in this case. It is also
possible to create a project icon for each game and specify the ScummVM
executable as its default tool. Then both the program’sicon tooltypes and thereafter
the tooltypes of the project icon will be parsed. Y ou can use this feature to specify
the most common settings in the ScummVM executable icon, and individual settings
in the project icon.
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The story data files will be searched in the same directory as the project icon, or
in the directory of the executable if you do not use project icons, unless you specify
the DATAPATH tooltype.

The tooltype names and values are the same as the Shell arguments above, with
the exception of NOSUBTITLES which iscalled SUBTITLES. Also, for switches, a
value has to be given, for example, WBWINDOW=YES or SUBTITLES=NO. This
is so that project tooltypes can override settings in ScummVM tooltypes. | think
you' |l agree with me that NOSUBTITLES=NO to switch on subtitles would be
paranoid.

Thereis no relationship between the project icon name and the story

= | name, so the tooltype STORY must be specified. Y ou thus don’'t have to
name the project icon for Monkey Island 11 monkey2.info, etc. but can
choose any name you like.

Command Keys

Y ou can use the following command keys during the game:

[/] Lower / raise music volume

-+ Lower / raise text speed

. Skips current line of text in some games
Space Pauses the game

F5 Gamesave requester

Alt-Return Toggles the game between fullscreen and window modes
Alt-0 Disables scaling engines

Alt-1 Enables Point scaler

Alt-2 Enables AdvMame2x scaler

Alt-3 Enables SuperEagle scaler

Alt-4 Enables Super2xSal scaler

Shift-0-9 Quicksave of savegame #0-9

Ctrl-0-9 Quickload of savegame #0-9

Ctrl-s Show memory consumption

Ctrl-d Start the debugger

Ctrl-z Quit ScummVM
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Saving and Restoring Game Positions
Games are by default saved to the directory which also contains the game’s data
files. Y ou can change this by setting the environment variableSCUMWM_SAVEPATH
to the path you'd like to write the savefiles to, e. g.

Set Env. SCUMWM SAVEPATH Ganes: LucasArt s/ SaveGanes/

If you want to make the setting permanent, also type

Copy ENV: SCUMWM_ SAVEPATH ENVARC:

Since ScummVM is still in beta, the game may crash at times.
== | Therefore, your game position is automatically saved every five
minutes in gamesave slot 0.

CD-ROM Music

ScummV M uses cddalibrary for playing CD audio tracks in games such as Monkey
Island and Loom. cdda.library will auto-detect all mounted SCSI-I1 compliant
CDROM drivesin your system. Also, when several drives areinstalled in your
system it is smart enough to detect the drive containing the correct disc.

The MorphOS Scaling Engines

LucasArts SCUMM games were written in atime when atypical screen resolution
for games would be 320x200 pixels. Since thisis only a fraction of modern screen
resolutions, the game looks tiny when run in awindow on Workbench. Thisis even
more severe on operating systems that do not support screens like MorphOS does,
such as Windows.

What would usually be done would be to double the game window. A 640x400
resolution is already an acceptable size. Thisiswhat ScummVM’s original SDL
engine did. However, by simply doubling the pixels, the graphics will look rough
and blocky.

Theideaisto use some of the calculation power of modern processors to provide
some kind of “anti-alising”, that is, the scaling engine tries to detect hard edges and
smooth them. Notice that thisis different from ordinary “blur” effects as you might
know them from some “anti-aliased Workbench fonts” patches which simply take
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Spot the difference: a
scene from Day of the
Tentacle, once the

| original 320x200
graphic scaled to twice
its height (left) and once
the considerably
smoother image
rendered by the new
ScummVM MorphOS
scaling engine (right).

the colors of surrounding pixels and calculate the average to determine the value of
the extra pixel. With proper anti-aliasing, the image sharpness and brightness ideally
does not suffer.

In practice, “true”’ anti-aliasing is hard to achieve in a bitmap graphics game.
Thisis because unlike vector graphics, bitmap graphics store no information about
edges.

The SuperSal scaling engines built into ScummVM have been written by Derek
Liauw Kie Fa. They have originally been created for the Snes9x emulator, but are
used in severa other programs as well. One of these programs that has also been
ported to MorphOS by myself is Exult.

Here' s a short overview of all available scaling modes:

Super2xSal:  Derek’s Super2xSal is probably the currently best bitmap scaler
available. It is also the default scaler. Super2xSal guesses the
colors of the three extra pixels created per pixel based on an
analysis of lines and edges in the original image.

SuperEagle:  Also by Derek Kiauw Kie Fa, probably an extension of Dirk
Stevens' Eagle engine. SuperEagle tends to darken theimage a
bit and strong lines are painted even stronger.

AdvMame2x:  AdvMame2x is less blocky than point, less blurry than
SuperEagle but also less smooth than Super2xSal.

Point: Simply doubles the pixels. No anti-aliasing is performed.
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The ScummVM Debugger

Introduction

ScummVM has a built-in debugger which is mainly used during development. For
end users, it has little valuable information. If you want to sneak into the depths of a
LucasArts story, you are better off with a program likeScumm Revisited, which is
sadly not available for MorphOS.

The debugger has avery simple shell interface. When you hit Ctrl-d during a
game session, you' |l see in the console from which ScummVM was started
something like:

Debuggi ng Mode entered!, please switch to this console for input.
Enter h to list all the debug conmands
debug>

Debugger Commands

Commands are issued as single letters with a numeric parameter where applicable.
The following commands are supported by now:

(h)elp Displays an overview of al available commands.

(q)uit Quits the debugger.

(g)o [numframes] L ets the game run on for numframes frame (Default: 1
frame).

(a)ctor [actornum]  Shows information about actor actornum. If actornumis
omitted, all current actors will be listed.

(r)oom [roomnum]  Loads room roomnum. Switching rooms during a game
session is not always safe and may lead to various side
effects including crashes.

(s)cripts Shows allist of all running scripts.

(b)oxes Lists the current walkboxes.

(V)ariablevar [val]  Sets (if val is given) or shows the value of variablevar.

(w)atch [varnum] Print notification when variablevarnum changes its value.
0 means all variables, omitting varnum clears all watches.

(e)xit Exits the game (like pressing Ctrl-z in game window).



Walkboxes

Walkboxes describe the regions of a picture in which actors may move. In earlier
games, these were indeed boxes, whilein later games they could be arbitrary
polygons. The walkboxes, together with awalk matrix which describes how to get
from one box to another, determine how actors get from their current position to

another one.

Actor Information

#
room
Xy
elev
cos
width
box
mov
zp
frame
scae

spd
dir

actor number. Thereisalimit of 13 or 30, depending on game version
room in which the actor currently is

the actor’s coordinates in (x,y) screen coordinates

elevation of the actor

the actor’s current costume

width of the actor in pixels

walkbox in which the actor is currently

when actor is moving, the destination walkbox

enforce z clipping

animation frame of the actor

ascale factor between 0 ... 255 where 255 means full size. LucasArts
started introducing actor scaling in The Secret of Monkey Island.
walking speed

direction the actor is facing, in degrees
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Frequently Asked Questions

This section of the manual answers some common questions or problems which may
arise with the MorphOS port or ScummVM in general. Please read this section
before contacting me for help. Thank youl!

ScummVM questions

Q:
: ScummVM has been written by Ludvig Strigeus and the ScummVM team.

A

Q:

: Yes, it has been released under GPL. This means you can get the source code and

Q

Who has written ScummvVM?

Is ScummVM free?

modify it as you like. The source code can be downloaded for the ScummVM
Sourceforge project page.

: Where can | find more information about ScummVM in general on the web and

get in touch with the authors?

. http://www.sourceforge.net/projects/scummvm is the main project page with

forums, mailing lists and other contact possibilities.

http://scummvm.sourceforge.net is the project’ s homepage which includes news
and another FAQ.

http://www.sebelinteractive.de/scummvm is the homepage for the Amiga ports of
ScummV M, also featuring the MorphOS port.

» Scumm, iMuse, inSane, ... can you explain what this all means?
1 Ok, let’shave atry ... correct meif I'm wrong on something please :).

First of al, while most people refer to the LucasArts development system as
“SCUMM", the engine was really called SPUTM. SCUMM isjust the script
compiler. Y ou might think of SCUMM as a compiler used for development, and
SPUTM the actual interpreter (so ScummVM really reimplements SPUTM rather
than SCUMM).
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The SPUTM engine itself consists of a number of subsystems (just as MorphOS
consists of aset of system libraries). These are:

iIMUSE: Thisisthe MIDI control engine by Michael Land and Peter McConnell,
alowing dynamic music

SMUSH: Thisis amovie compression format and player

iNSANE: Thisisthe event management system used in V7+ games such as The
Dig and Full Throttle.

MMUCAS: Thisisthe memory allocation stuff used in Curse of Monkey Island

Q: Where can | find more information about Scumm internals?

A: There's some stuff at LucasHacks at http://scumm.mixnmojo.com that might be
interesting to check out. Scumm Revisited at http://scummrev.mixnmojo.comisa
very good data file browser, but not available on MorphOS. However, the source
has been released some time ago and browsing through it already givesyou a
good idea about various Scumm aspects.

Also, David Given isin the process of writing a“inCompleat SCUMM
Reference Guide” the information in which is being derived from the ScummVM
source code. The document can be found at http://www.cowlark.com/scumm.
Please bookmark this URL only, it's aredirect.

Q: Where can | find the latest MorphOS version or get in touch with the MorphOS
maintainer?

A: The most recent official MorphOS ScummV M version can always be obtained
from http://www.muenster.de/~tomjoad/scummvm.html including CVS
snapshots at times. If you have MorphOS-specific problems or would like to
suggest new features for the MorphOS version, write to tomjoad@muenster.de.

Q: Must | stick to predefined story names like monkey2 or ft? Can't | rename the
data files to Full Throttle.000 etc. and run ScummVM Full Throttle?

A: Well, indeed you can, but ScummVM uses the story name to detect which game
isrunning. As anon-open in-house standard, SCUMM was never as cleanly
defined as, say, Infocom’s Z code machine (which wasn't public either but at
least well-defined). Some games need “ special treatment” and fixes at various
points, and ScummVM uses the story name to decide whether to switch them on.
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Q: Can | use my old savefiles from the original games?
A: No.

Q: | updated ScummVM and my savefiles seemto be broken ...

A: ScummVM isnot finished yet and still considered in alpha state by the
development team. Which means that such things may happen, athoughitis
tried to be avoided.

M or phOS-specific questions

Q: | don’t hear any music?

A: Please have alook at the compatibility chart to see if music is supported for the
game. For MIDI music, you must have the MorphOS version of AMidi (AMidi
2) installed in order to hear music if Adlib is not supported. Make sure you have
configured AMidi 2 correctly.

The Secret of Monkey Island and Loom have the speech and/or music on audio
tracks on the CD-ROM. ScummV M is capable of playing these tracks through
cddalibrary, but it plays them through the audio output of your CD-ROM drive
and not through AHI. Y ou have to connect the audio output of your CD-ROM
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Th isisa:::_r" ivate Guild, my
"strange young friend.
drive to the CD input of your soundcard. A suitable cable is usually shipped with
your CD-ROM drive. For more information, see the documentations of your CD-
ROM drive and soundcard.

If your equipment does not provide the neccessary connection plugs, you can still
plug a headphone into the headphone output on the front chassis on your CD-
ROM drive.

Q: Sometimes the audio just stops abruptly in the CD-ROM games. Why?

A: You're probably trying to play the game directly from CD-ROM. When an audio
track is being played and adatafile is accessed, the audio stops. Please copy the
Loom/Monkey Island data files to your harddisk.

Q: Charactersare “ talking” forever and never stop so the game is unplayable!

A:You'retrying to run a“talkie” version without having copied the voice sound file
to the game installation directory.

Questions about LucasArts games

Q: Where can | download the LucasArts games?

A: Nowhere. Y ou’re supposed tobuy them. They are not freeware. They are not even
abandonware, despite whatever abandonware sites may be saying (e. g. rubbish
like “anything pre-1998 is Abandonware”). Also, the regular LucasArts games
are very easy to obtain from budget editions.
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Q: Ok, ok. Now where can | buy them?
A: 1) inthe online LucasArts company store
2) compilations of LucasArts games are still common in high street stores

3) on EBay. For example, | paid EUR 5.75 for acopy of Full Throttle in original
packaging there including postage, less than what a budget edition in a stupid CD
jewelcase or DVD box would cost.

Q: Wheredo | get the correct Secret of Monkey Island version? | got it from CD-
ROM, but it still only contains the .LFL instead of .00x files.

A: Not all CD-ROM collections of LucasArts games contain the correct game
version. The one you need for ScummVM was contained for example on the
Monkey Special (in the USA: Monkey Madness) CD which contained the first
two parts of the series and ademo of The Curse of Monkey Island as a bonus.
Alternatively, the Macintosh version has been reported to work with ScummVM
aswell.

Q: Wheredo | get the Indy 4 Talkie version?

A: It'sararefind and has some collector value so it's more expensive than the
“ordinary” version, but it’s perfectly possible to get hold of one.

Q: Wheredo | get the 256 color Loom Talkie version?
A: | admit it’s not acommon find ... good luck!

Q: Wheredo | get the 256 color version of Indy 3?
A: I'm puzzled myself. If you can give me more information, let me know please.

Q: Wheredo | get the 256 color version of Zak McKracken and why have | never
heard about it?

A: Thisisthe one and only case where | recommend downloading an 1SO image
from the web. This gameis probably the rarest of the LucasArts game lot,
because it was never released for PC but only for a Japanese game console called
FM-TOWNS, and it was only availablein Japan.
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Q: Which of LucasArts' gamesis the best?

A: That's like asking someone for his favorite child. The Secret of Monkey Island is
definitely a classic and a must-have.

My favorite one, though, has always been “Professor” Brian Moriarty’s Loom
because of its beautiful graphics and the wonderful music (Tchaikovsky). Be
aware that it is created for beginners and contains too few (and too easy) puzzles
to keep an adventure veteran busy for weeks. Which was partly the reason for it
being one of the less successful (and less critically acclaimed) LucasArts
adventures. Unfortunately, the sequel Forge never materialized. Brian stated
regarding a Loom sequel that they didn’t find the mass audience they suspected
out there by making games easier and needed to make the games harder again to
win back the hardcore gamers they lost.

| still recommend playing it just for the sake of letting Moriarty enchant yourself.
If you have played his Infocom titles (especially Wishbringer), you know what
you can expect from him ...

Questions about supported non-L ucasArts games

Q

: Can | use the Amiga versions of Smon the Sorcerer 1& 2 with ScummvVM?

A: epic interactive’s Simon 2 Amiga version does work with ScummVM. The
Amiga version of Simon 1 does not work, neither the A1200 nor the CD?
version.

Q

: Can | still buy the Smon games somewhere?

A: They’ve been very popular. It shouldn’t be difficult to get hold of a copy. Y ou can
still find them as budget versions in high street stores, e.g. in the “play it easy”
series you get both games for 3 Euro.
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Appendix A: Compatibility Chart

Game Startup Scumm Done Music Known Bugs
keyword  version
Zak McKracken (256 zak256 3 90% - No music or sound effects yet.
color FmTowns)
LOOM (256 color CD loomcd 5 90% CD | Bobbin may sometimes appear to
version) walk backwards.
The Secret of Monkey monkey 5 95% CD
Island (VGA CD)
Monkey Island I1: monkey?2 5 90% | Adlib
LeChuck’s Revenge MIDI
Indiana Jones 4 and atlantis 5 95% | Adlib |Keyboard fighting does not work,
the Fate of Atlantis MIDI | mouse fighting is the default now.
Indiana Jones 4 playfate 5 95% | Adlib
(Demo) MIDI
Day of the Tentacle tentacle 6 95% | Adlib
MIDI
Day of the Tentacle dottdemo 6 95% | Adlib
(Demo) MIDI
Sam and Max Hit the samnmax 6 90% | MIDI |Subgamesnot al fully functional, Conroy
Road singing in Bumpusville: music may overlap
and Conroy will get stuck singing. Just hit
escape to skip the cutscene.
Sam and Max Hit the samdemo 6 95% | MIDI
Road (Demo)
Simon the Sorcerer simonlwin n/a 95% | MIDI
(VGA CD) simonldos
Loading but not fully playable games
Indiana Jones and the indy3 3 30% - Missing/incorrect SCUMM opcodes
Last Crusade (VGA) cause occasional crashes
The Secret of Monkey | monkeyega 4 5% - Copy protection screen will show, but
Island (EGA) game crashes shortly afterwards
The Secret of Monkey | monkeyvga 4 40% -
Island (VGA floppy)
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Full Throttle ft 7 40% - Game crashes at various points, due
to missing SCUMM opcodes

The Dig dig 7 40% - Game crashes at various points, due
to missing SCUMM opcodes

Simon the Sorcerer 2 | simon2win n/a ? -
(Windows/Amiga CD)

Maniac Mansion maniacc64 1 0% - ScummVM doesn’t understand the

(C64) non-blocked LFL format

Zak McKracken (C64) zakc64 1 0% - ScummVM doesn’t understand the
non-blocked LFL format

Maniac Mansion maniacega 2 0% - ScummVM doesn’t understand the

(EGA) non-blocked LFL format

Zak McKracken zakega 2 0% - ScummVM doesn’t understand the

(EGA) non-blocked LFL format

Indiana Jones and the indy3ega 2 0% - ScummVM doesn’t understand the

Last Crusade (EGA) non-blocked LFL format

Loom (EGA) loom 3 0% - ScummVM doesn’t understand the

non-blocked LFL format

The Curse of Monkey curse 8 5% - ScummVM doesn’t understand the
Island various CM| subsystems
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GNU GENERAL PUBLIC LICENSE
Version 2, June 1991

Copyright (C) 1989, 1991 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.

Preamble

The licenses for most software are designed to take away your freedom to share and
changeit. By contrast, the GNU General Public License isintended to guarantee your
freedom to share and change free software-to make sure the software is free for all its users.
This General Public License applies to most of the Free Software Foundation’s software and to
any other program whose authors commit to using it. (Some other Free Software Foundation
software is covered by the GNU Library General Public License instead.) You can apply it to
your programs, too.

When we speak of free software, we are referring to freedom, not price. Our General
Public Licenses are designed to make sure that you have the freedom to distribute copies of
free software (and charge for this service if you wish), that you receive source code or can get
it if you want it, that you can change the software or use pieces of it in new free programs; and
that you know you can do these things.

To protect your rights, we need to make restrictions that forbid anyone to deny you these
rights or to ask you to surrender the rights. These restrictions translate to certain
responsibilities for you if you distribute copies of the software, or if you modify it.

For example, if you distribute copies of such a program, whether gratis or for afee, you
must give the recipients all the rights that you have. Y ou must make sure that they, too, receive
or can get the source code. And you must show them these terms so they know their rights.

We protect your rights with two steps: (1) copyright the software, and (2) offer you this
license which gives you legal permission to copy, distribute and/or modify the software.

Also, for each author’s protection and ours, we want to make certain that everyone
understands that there is no warranty for this free software. |If the software is modified by
someone else and passed on, we want its recipients to know that what they have is not the
original, so that any problems introduced by others will not reflect on the original authors'
reputations.

Finally, any free program is threatened constantly by software patents. We wish to avoid
the danger that redistributors of a free program will individually obtain patent licenses, in
effect making the program proprietary. To prevent this, we have made it clear that any patent
must be licensed for everyone's free use or not licensed at all.

The precise terms and conditions for copying, distribution and modification follow.

GNU GENERAL PUBLIC LICENSE
TERMS AND CONDITIONS FOR COPYING, DISTRIBUTION AND
MODIFICATION

0. This License applies to any program or other work which contains a notice placed by
the copyright holder saying it may be distributed under the terms of this General Public
License. The“Program”, below, refers to any such program or work, and a “work based on the



Program™ means either the Program or any derivative work under copyright law: that is to say,
awork containing the Program or a portion of it, either verbatim or with modifications and/or

translated into another language. (Hereinafter, translation is included without limitation in the
term “modification”.) Each licenseeis addressed as “you”.

Activities other than copying, distribution and modification are not covered by this
License; they are outside its scope. The act of running the Program is not restricted, and the
output from the Program is covered only if its contents constitute a work based on the Program
(independent of having been made by running the Program). Whether that is true depends on
what the Program does.

1. You may copy and distribute verbatim copies of the Program’s source code as you
receiveit, in any medium, provided that you conspicuously and appropriately publish on each
copy an appropriate copyright notice and disclaimer of warranty; keep intact all the notices
that refer to this License and to the absence of any warranty; and give any other recipients of
the Program a copy of this License along with the Program.

Y ou may charge afee for the physical act of transferring a copy, and you may at your
option offer warranty protection in exchange for afee.

2.'You may modify your copy or copies of the Program or any portion of it, thus forming a
work based on the Program, and copy and distribute such modifications or work under the
terms of Section 1 above, provided that you also meet al of these conditions:

a) You must cause the modified files to carry prominent notices
stating that you changed the files and the date of any change.

b) Y ou must cause any work that you distribute or publish, that in
whole or in part contains or is derived from the Program or any
part thereof, to be licensed as a whole at no charge to all third
parties under the terms of this License.

¢) If the modified program normally reads commands interactively
when run, you must cause it, when started running for such
interactive use in the most ordinary way, to print or display an
announcement including an appropriate copyright notice and a
notice that there is no warranty (or else, saying that you provide
awarranty) and that users may redistribute the program under
these conditions, and telling the user how to view a copy of this
License. (Exception: if the Program itself isinteractive but

does not normally print such an announcement, your work based on
the Program is not required to print an announcement.)

These requirements apply to the modified work as awhole. If identifiable sections of that
work are not derived from the Program, and can be reasonably considered independent and
separate works in themselves, then this License, and its terms, do not apply to those sections
when you distribute them as separate works. But when you distribute the same sections as part
of awhole which is awork based on the Program, the distribution of the whole must be on the
terms of this License, whose permissions for other licensees extend to the entire whole, and
thus to each and every part regardless of who wrote it.

Thus, it is not the intent of this section to claim rights or contest your rights to work
written entirely by you; rather, the intent is to exercise the right to control the distribution of
derivative or collective works based on the Program.



In addition, mere aggregation of another work not based on the Program with the Program
(or with awork based on the Program) on a volume of a storage or distribution medium does
not bring the other work under the scope of this License.

3. You may copy and distribute the Program (or a work based on it, under Section 2) in
object code or executable form under the terms of Sections 1 and 2 above provided that you
also do one of the following:

a) Accompany it with the complete corresponding machine-readable
source code, which must be distributed under the terms of Sections
1 and 2 above on a medium customarily used for software interchange; or,

b) Accompany it with awritten offer, valid for at least three

years, to give any third party, for a charge no more than your

cost of physically performing source distribution, a complete
machine-readable copy of the corresponding source code, to be
distributed under the terms of Sections 1 and 2 above on a medium
customarily used for software interchange; or,

¢) Accompany it with the information you received as to the offer
to distribute corresponding source code. (This alternativeis
alowed only for noncommercia distribution and only if you
received the program in object code or executable form with such
an offer, in accord with Subsection b above.)

The source code for awork means the preferred form of the work for making
modifications to it. For an executable work, complete source code means all the source code
for all modulesit contains, plus any associated interface definition files, plus the scripts used to
control compilation and installation of the executable. However, as a special exception, the
source code distributed need not include anything that is normally distributed (in either source
or binary form) with the major components (compiler, kernel, and so on) of the operating
system on which the executable runs, unless that component itself accompanies the executable.

If distribution of executable or object code is made by offering access to copy from a
designated place, then offering equivalent access to copy the source code from the same place
counts as distribution of the source code, even though third parties are not compelled to copy
the source along with the object code.

4. You may not copy, modify, sublicense, or distribute the Program except as expressly
provided under this License. Any attempt otherwise to copy, modify, sublicense or distribute
the Program is 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.

5. You are not required to accept this License, since you have not signed it. However,
nothing else grants you permission to modify or distribute the Program or its derivative works.
These actions are prohibited by law if you do not accept this License. Therefore, by
modifying or distributing the Program (or any work based on the Program), you indicate your
acceptance of this License to do so, and all its terms and conditions for copying, distributing or
modifying the Program or works based on it.

6. Each time you redistribute the Program (or any work based on the Program), the
recipient automatically receives alicense from the original licensor to copy, distribute or
modify the Program subject to these terms and conditions. Y ou may not impose any further
restrictions on the recipients’ exercise of the rights granted herein. Y ou are not responsible for
enforcing compliance by third parties to this License.



7. 1f, as a consequence of a court judgment or allegation of patent infringement or for any
other reason (not limited to patent issues), conditions are imposed on you (whether by court
order, agreement or otherwise) that contradict the conditions of this License, they do not
excuse you from the conditions of this License. If you cannot distribute so as to satisfy
simultaneously your obligations under this License and any other pertinent obligations, then as
a consequence you may not distribute the Program at all. For example, if a patent license
would not permit royalty-free redistribution of the Program by all those who receive copies
directly or indirectly through you, then the only way you could satisfy both it and this License
would be to refrain entirely from distribution of the Program.

If any portion of this section is held invalid or unenforceable under any particular
circumstance, the balance of the section is intended to apply and the section asawhole is
intended to apply in other circumstances.

It is not the purpose of this section to induce you to infringe any patents or other property
right claims or to contest validity of any such claims; this section has the sole purpose of
protecting the integrity of the free software distribution system, which is implemented by
public license practices. Many people have made generous contributions to the wide range of
software distributed through that system in reliance on consistent application of that system; it
is up to the author/donor to decide if he or she is willing to distribute software through any
other system and a licensee cannot impose that choice.

This section is intended to make thoroughly clear what is believed to be a consequence of
the rest of this License.

8. If the distribution and/or use of the Program is restricted in certain countries either by
patents or by copyrighted interfaces, the original copyright holder who places the Program
under this License may add an explicit geographical distribution limitation excluding those
countries, so that distribution is permitted only in or among countries not thus excluded. In
such case, this License incorporates the limitation as if written in the body of this License.

9. The Free Software Foundation may publish revised and/or new versions of the General
Public 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.

Each version is given a distinguishing version number. If the Program specifies aversion
number of this License which appliesto it and “any later version”, you have the option of
following the terms and conditions either of that version or of any later version published by
the Free Software Foundation. |If the Program does not specify a version number of this
License, you may choose any version ever published by the Free Software Foundation.

10. If you wish to incorporate parts of the Program into other free programs whose
distribution conditions are different, write to the author to ask for permission. For software
which is copyrighted by the Free Software Foundation, write to the Free Software Foundation;
we sometimes make exceptions for this. Our decision will be guided by the two goals of
preserving the free status of all derivatives of our free software and of promoting the sharing
and reuse of software generally.

NO WARRANTY

11. BECAUSE THE PROGRAM IS LICENSED FREE OF CHARGE, THERE ISNO
WARRANTY FOR THE PROGRAM, TO THE EXTENT PERMITTED BY APPLICABLE
LAW. EXCEPT WHEN OTHERWISE STATED IN WRITING THE COPYRIGHT
HOLDERS AND/OR OTHER PARTIES PROVIDE THE PROGRAM “AS1S” WITHOUT
WARRANTY OF ANY KIND, EITHER EXPRESSED OR IMPLIED, INCLUDING, BUT
NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND



FITNESS FOR A PARTICULAR PURPOSE. THE ENTIRE RISK ASTO THE QUALITY
AND PERFORMANCE OF THE PROGRAM ISWITH YOU. SHOULD THE PROGRAM
PROVE DEFECTIVE, YOU ASSUME THE COST OF ALL NECESSARY SERVICING,
REPAIR OR CORRECTION.

12. IN NO EVENT UNLESS REQUIRED BY APPLICABLE LAW OR AGREED TO IN
WRITING WILL ANY COPYRIGHT HOLDER, OR ANY OTHER PARTY WHO MAY
MODIFY AND/OR REDISTRIBUTE THE PROGRAM AS PERMITTED ABOVE, BE
LIABLE TO YOU FOR DAMAGES, INCLUDING ANY GENERAL, SPECIAL,
INCIDENTAL OR CONSEQUENTIAL DAMAGES ARISING OUT OF THE USE OR
INABILITY TO USE THE PROGRAM (INCLUDING BUT NOT LIMITED TO LOSS OF
DATA OR DATA BEING RENDERED INACCURATE OR LOSSES SUSTAINED BY YOU
OR THIRD PARTIES OR A FAILURE OF THE PROGRAM TO OPERATE WITH ANY
OTHER PROGRAMS), EVEN IF SUCH HOLDER OR OTHER PARTY HAS BEEN
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

END OF TERMS AND CONDITIONS

How to Apply These Terms to Your New Programs

If you develop a new program, and you want it to be of the greatest possible use to the
public, the best way to achieve thisis to make it free software which everyone can redistribute
and change under these terms.

To do so, attach the following notices to the program. It is safest to attach them to the start
of each source file to most effectively convey the exclusion of warranty; and each file should
have at |east the “copyright” line and a pointer to where the full notice is found.

<one line to give the program’s name and a brief idea of what it does.>
Copyright (C) 19yy <name of author>

This program is free software; you can redistribute it and/or modify

it under the terms of the GNU General Public License as published by
the Free Software Foundation; either version 2 of the License, or

(at your option) any later version.

This program is distributed in the hope that it will be useful,

but WITHOUT ANY WARRANTY ; without even the implied warranty of
MERCHANTABILITY or FITNESS FOR A PARTICULAR PURPOSE. Seethe
GNU General Public License for more details.

Y ou should have received a copy of the GNU General Public License
aong with this program; if not, write to the Free Software
Foundation, Inc., 59 Temple Place, Suite 330, Boston, MA 02111-1307 USA

Also add information on how to contact you by electronic and paper mail.

If the program is interactive, make it output a short notice like this when it startsin an
interactive mode:

Gnomovision version 69, Copyright (C) 19yy name of author

Gnomovision comes with ABSOLUTELY NO WARRANTY: for details type “show w’.
Thisis free software, and you are welcome to redistribute it

under certain conditions; type “show ¢’ for details.



The hypothetical commands “show w’ and “show ¢’ should show the appropriate parts of
the General Public License. Of course, the commands you use may be called something other
than “show w’ and “show c’; they could even be mouse-clicks or menu items-whatever suits
your program.

Y ou should also get your employer (if you work as a programmer) or your school, if any,
to sign a“copyright disclaimer” for the program, if necessary. Hereis asample; alter the
names:

Y oyodyne, Inc., hereby disclaims all copyright interest in the program
“Gnomovision’ (which makes passes at compilers) written by James Hacker.

<signature of Ty Coon>, 1 April 1989
Ty Coon, President of Vice

This General Public License does not permit incorporating your program into proprietary
programs. If your program is a subroutine library, you may consider it more useful to permit
linking proprietary applications with the library. If thisiswhat you want to do, use the GNU
Library General Public License instead of this License.
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