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MAIN ADVANTAGE OF THE GV.EXE SOFTWARE :

The GV.EXE software is used ideally in conjunction with a menu program to display a  .gif image before starting a game.

Above all, this software is efficient to display the image even BEFORE the game is started, particularly if it takes a long time to load or to exit. With the GV.EXE software, the displayed image confirms that this is the game you really are looking for. If it is not the case, simply press ESC to go back immediately and directly to the menu.

The .gif image must be located within than same folder as the game. Furthermore, GV.EXE must be followed by the .gif file. Ex.: CD\Mariobro   GV MARIOBRO  (gv.exe MARIOBRO.gif). When the .gif image is displayed you have a limited number of keys that you may use to close this image. These keys are defined within the table at the end of this text. 

The following is an example (MARIOBRO.BAT) explaining how to use the GV.EXE within a batch file (that is a .BAT). In this example, please note that the other versions of GV.EXE may be defined in order to use other keys.

MARIOBRO.BAT 

ECHO OFF

GV MARIOBRO

IF ERRORLEVEL= 1 GOTO GAME

GOTO END

:GAME

MARIOBRO.EXE

:END

Here, the GV MARIOBRO line  (gv.exe mariobro.gif) will call the game image. If the user decides to press ENTER to quit this image, the dos variable IF ERRORLEVEL=  will contain the value of 1.  The batch file will then go to the   :game  folder and will start the MARIOBRO game.

But if the user decides to press ESC the dos variable IF ERRORLEVEL= will contain the value of 0 and the batch file will go to the line END. Then, the game will not be called and there will be immediately and directly a return to the menu.

In addition to ENTER and ESC, the other versions of GV.EXE (GV2, GV3, so on), give you eventually additional keys. As an example, GV2.EXE displays a second image that would explain in more details the game (see example below). Another GV (let us say GV4) could be using much more possibilities of keys if the same folder includes many games.

PACMAN.BAT

ECHO OFF

GV2  PACMAN   

IF ERRORLEVEL= 2 GOTO  INSTRUCTION

IF ERRORLEVEL= 1 GOTO GAME

GOTO END

:INSTRUCTION

GV PACMAN2

IF ERRORLEVEL=1 GOTO GAME

GOTO END

:GAME

PACMAN.EXE

:END

Here, the dos variable ERRORLEVEL= contains the value of 2 by pressing the space bar (SPACE); then, another image is loaded as an additional hint to the game. However, by pressing ESC, the game will not be called and there will be immediately and directly a return to the menu.

In this same example, you may note that ENTER key will start the game whenever you see the first image one or the second one.

GV.EXE   is designed to display images using the 320 x 320 resolution or the  640 x 480 one, each of them with a 256 colours mode.

The GV.EXE and the other (GV2, GV3, etc.) should be placed in the same folder as C:\DOS.

You may look at the included example in example.zip to see the different possibilities of the batch files  (Example.Bat)  çith gv.exe, gv2.exe, gv3.exe.

You may also use this tool to start programs others than games.

Differences between all the GV.EXE :
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REMEMBER: You may look at the included example in example.zip
                          (START .BAT  OR  EXAMPLE.BAT)
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