AGT (Classic, AGTBIG & Masters’) v AgiliTy (for DOS & Windows)

Some questions and  answers for AGT text adventure players wishing to play old AGT games on faster PCs, or trying to use AGiliTy to play games written originally with AGT.

Q:  What are Run.exe, Runb.exe, Runm.exe, Agil.exe and Agility.exe?

A:  Run.exe, Runb.exe and Runm.exe are the engines used to run the Classic, AGTBIG and Masters’ versions of AGT games. Agil.exe is the DOS version of AGiliTy used to run AGT game files, while Agility.exe is the Windows version of AgiliTy.

Q:  Why am I having problems in loading and playing AGT games on newer and faster PCs using the old AGT engines (Run.exe etc)? 

A:  Use AGiliTy (DOS or Windows version) and the files D$$ DA1 DA2 DA3 DA5 etc of the AGT game in the same directory. Agil.exe  needs the file cwsdpmi.exe  in the same directory to work properly; Agility.exe does not need this file.

 Q:  Why am I having problems in loading both  versions of AGiliTy?

A:  Agil.exe (ie, the DOS version):  With all game files in the same directory,

 Type Agil <gamename>. 

Agility.exe (ie, for Windows): Put all the AGT game files (ie, D$$ DA1 DA2 etc)  in the same directory, then run Agility.exe by clicking on the Agility.exe icon on your desktop. Once Agility is loaded,  use the icon  on the top left of  the Agility screen to show the game file. If using the D$$ DA1 etc files click on DA1 – it is usually the only file visible. (For example, <gamename>.DA1). 

Q:  The verb CLIMB doesn’t seem to work when I try to climb things such as a tree, rope or cliff?

 A: Problems do occur when AGT games are played with either the DOS or Windows version of AGiliTy. There are problems/bugs in some of the tokens used internally in the old AGT <gamename>.CMD files, in particular the three “loadweight” tokens. If any of these tokens have been used in programming an AGT game, it is very likely that the game will be unfinishable when played using AgiliTy to run the game files. For example, one problem in playing either of the two AGT games “Jack of Hartz” or “Sir Arthur” using Agility is that a tree has to be climbed in the start location of both games. Using Agility this command will not work. It's not a fault in the game programming, but rather something that Agility can't seem to cope with yet.

Q: But with faster PCs AGT games will not run at all, and Agility isn’t successful in running some  AGT games.  Is there another way to play an AGT game?

A: Try one of the several “slow down” programs available, to slow down your computer. This program may have to be repeated several times if your computer is very fast. Then play the game in its original AGT format. This enables the game to run as it did on the older and slower computers. (Try slowdown, slowdos, moslo, turboslo.win.)

 Q: Is there a difference between the DOS version of Agility and the Windows version of Agility?

 A:  The DOS version must contain the file cwsdpmi.exe, and a .CFG file to produce colours and sounds (if the author has put sound and/or coloured text in a game).  A separate .CFG file is not required with the Windows version of Agility, as both colour and text can be set to suit from within Agility. There seems to be no sound with the Windows version, so any games programmed with sound will be inaudible. The Agility (DOS) configuration file (.CFG) can be set to show room exits at the top of the screen below the room title using COMPASS. In the Windows version room exits can be displayed below the room descriptions by typing LISTEXITS ON, or LISTEXITS OFF to turn them off  (during gameplay).

Q: What is a game with the extension .AGX?

 A:  MAGX is the compiler for changing all game source code files  (i.e. source files with extensions .CMD, .MSG, .DAT, .AGT etc) into a single file with the extension .AGX . This single .AGX file can then be played using either version of the AGiliTy interpreter.  The utility AGT2AGX which comes with the Agility package changes  AGT compiled game files (i.e. all the .D$$, .DA1, etc files) into an .AGX file.

 Personally I prefer using the DOS version of Agility as there is sound, and  the game looks visually better than it does in the Windows version of Agility. There are also several visual effects that work better in the DOS version. Both versions of Agility work well with AGT games, if the game contains only command file tokens that Agility “understands”. But you might be halfway through a game before you realize that it is unfinishable due to Agility’s inability to deal with some of the AGT tokens used in the original .CMD file that all AGT games contain in their source code. Hopefully there may be a further update of Agility with these problems (or bugs) solved.

NOTE: Because of problems with all the “loadweight” tokens in Agility and/or MAGX, both AGT games “Jack of Hartz” and “Still Laughing at My Cardigan” have been rewritten by the author to play using AgiliTy. (JOH.AGX and CARDI.AGX).  “Invitation To a Picnic” has also been rewritten recently for Agility with a slightly changed storyline (PICNIC2.AGX). “Sir Arthur” &  “To Catch a Rainbow” will be rewritten in the .AGX format at a later date.
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