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Orginaltitel: Maniac Mansion
Erschienen: 1987
Sprache: deutsch
Altersempfehlung: ab 12
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CGA
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Die Krise der Textadventures

http://www.nerdcore.de/wp/2010/10/31/textadventure-on-a-typewriter/
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Point & Click

Enchanted Scepters, 1984

Déjà Vu, 1985
http://www.youtube.com/watch?v=Rz6m4Al3CbY
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Commodore

Commodore PET 
1977-1986

Commodore VIC20, 1980-1985
2.5 Mio. Geräte

Elite auf dem C64

 1982-1992 Commodore Amiga, 
1985-199430 Mio. Geräte

Floppy 1541Datassette 1530Joystick 1311



SCUMM
Script Creation Utility for Maniac Mansion (SCUMM)

16-color graphics and a 320×200 resolution

SCUMM unarguably changed the face of adventure gaming forever. The 12 games it fathered are 
all classics in their own right, not to mention all of the games influenced by its verb/noun point-
and-click interface. SCUMM is certainly one of the fathers of adventure games. It will be missed 
sorely ...

Maniac Mansion (1987) · Zak McKracken and the Alien Mindbenders (1988) · Indiana Jones and the 
Last Crusade: The Graphic Adventure (1989) · Loom (1990) · The Secret of Monkey Island (1990) · 
Passport to Adventure · Monkey Island 2: LeChuck's Revenge (1991) · Indiana Jones and the Fate of 
Atlantis (1992) · Maniac Mansion: Day of the Tentacle (1993) · Sam & Max Hit the Road (1993) · Full 
Throttle (1995) · The Dig (1995) · The Curse of Monkey Island (1997)
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SCUMM Scripting
Actor.Init(4); 

Actor.Face(180); 

SayLineSimple(4,'/B3Kn399/Just because you're a grownup...'); 

Wait.ForMessage();

SayLineSimple(4,'/B3KN400/... doesn't mean that you can waste my time.'); 

Wait.ForMessage(); 

Actor.Init(1); 

Actor.Turn(180);

If(!BinVar583){ SayLineSimple(1,'/TWGT462/Hey! There's no bottom to this mug!'); 

 BinVar583 = 1; }

Line 1: Choose actor number 4 for the next Actor function.
Line 2: Make actor number 4 face 180 degrees (relative to straight left)
Line 3: Make actor number 4 say this line (the /B3KN399 stuff is used for identifying the file with the spoken dialogue).
Line 4: Waits for spoken dialogue to finish.

Line 5: Speaks another line.
Line 6: Waits again.
Line 7: Choose actor 1.
Line 8: Turns actor 1 180 degrees.
Line 9+: These last lines only show the text is BinVar583 is 0 (it's set to 1 if Guybrush has already looked at the mug) in 

order to avoid using the surprised line when he already knows there's no bottom.

“The brilliance of SCUMM was that it allowed us to control 

the characters onscreen, the game logic, multitasking and 

more, while still working with a high-level language, one 

that let us write using near-English commands. And 

because we were working in a high-level language, it was 

much easier to port to other platforms.” (Edge Magazine)



Ron Gilbert
1987 - Maniac Mansion

1988 - Zak McKracken and the Alien Mindbenders

1989 - Indiana Jones and the Last Crusade: Das 
Graphic Adventure

1990 - The Secret of Monkey Island

1991 - Monkey Island 2: LeChuck's Revenge

2010 - DeathSpank
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Entwicklung
Initially,” recalls Winnick, “Ron and I actually developed a very basic, board game-

style version of the game that was playable on paper. Ron figured that if we could get 

that to work and it was entertaining, we could translate that over to the computer. I 

don’t remember all the nuances of the paper version – I mainly remember the 

floorplan of the mansion we developed as the ‘game board’. We had a basic outline of 

the walls and I created acetate overlays for each level of the mansion with details of 

the rooms. I believe we may have also had cards representing the characters and 

events.”

“Soon after [writing the story],” reveals Gilbert, “I decided that I was sick and 

tired of text parsers”



Technische Details
»Interessanterweise benötigt das SCUMM System nicht viel 
Hauptspeicherplatz (der Commodore 64 verfügte lediglich über 64 
KByte). Vielmehr hatten die Designer mit den viel zu kleinen 
Disketten zu kämpfen. Auf den ca. 170 KByte mussten die 
insgesamt 55 Räume des Spiels gepackt abgelegt werden. Nur so 
passte das gesamte Haus auf zwei Diskettenseiten. In einer 
Ausgabe der Zeitschrift "Happy Computer" aus dem Jahre 1987, 
erläutert Ron Gilbert, dass es im Spiel über 450 manipulierbare 
Objekte und 73 verschiedene Toneffekte gibt.«

Tim Schürmann 
http://www.tim-schuermann.de/c64/de/2004/maniac.html

http://www.tim-schuermann.de/c64/de/2004/maniac.html
http://www.tim-schuermann.de/c64/de/2004/maniac.html




ScummVM



Fernsehserie

http://www.youtube.com/watch?v=aOk4khUh5KU

1990-1993
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Nachfolger

Day of the Tentacle, 1993


