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INTRODUCTION

QVERVIEW

MEMORY MATCH is a challenging version of the popular memary game in which you try to
match pairs of hidden objects. In this version, one to four players face 42 boxes with Z1
pairs of randomly hidden objects to match. You may choose from four kinds of memory
challenges. You can select pictures, such as airplanes, boats, houses, space creatures,
and rabbits. Or, you can select the ATARI computer graphic symbols, which can differ, for
example, in whether they’re facing left or right; up, down, or diagonally; or are in

normal or inverse video mode. You can also choose single letters, or three-letter words,
which pose yet another challenge since many words rhyme or sound alike, such as "two" and
“too" and "hat" and "hot". You enter your pair of guesses either via the keyboard or with
a joystick controller. In the solitaire version, the program keeps track of the number of
turns you take to match all the pairs. In" the two- to four—player versions, the program
keeps track of how many pairs each player matches} the winner is the one with the most
matches when all the pairs have been discovered.

REGUIRED ACCESSORIES

Cassette version

16K RAM
ATARI 410 Program Recorder

Diskette version

Z4K RAM
ATARI 510 Disk Drive

ATARI BASIC Language Cartridge

OFTIONAL ACCESSORIES

One ATARI Joystick Controller per player

CONTACTING THE AUTHQOR
Users wishing to contact the author about MEMORY MATCH may write to him at!

3029 Lincolm Bouwlevard
Cleveland Heiaghts, Ohio 44118

or call him at:

216/321-46749



GETTING STARTED

LOADING MEMORY MATCH INTO COMPUTER MEMORY

1, If you plan to play MEMORY MATCH using Joystick Controllers, insert one controller per
player in the controller jacks of your computer console, starting with the first jack.

2. Insert the ATARI BASIC Langguage Cartridge in the slot of your computer.,

3. If you have the cassette version of MEMORY MATCH:

a. Turn on your TV set,

b. Turn on your computer and connect your program recorder to the computer and to a
wall outlet.

c. Slide the MEMORY MATCH cassette into the program recorder’s cassette holder and
press REWIND on the recorder until the tape rewinds completely. Then press PLAY.

d. Type CLOAD on your computer and then press the RETURN key two times. The tape
will load into computer memory.

e, After the tape finishes loading, the word READY will display on your TV screen.
Type RUN and press the RETURN key. The first display screen will appear on your TV
screen, ‘

If you have the diskette version of MEMORY MATCH:

a,» Turn on your disk drive,

b. When the BUSY light goes out, open the disk drive door and insert the MEMORY
MATCH diskette with the label in the lower right-hand corner nearest to you. Close
the door.

c. Turn on your computer and TV set'. MEMORY MATCH will load automatically into
computer memory and start.,



- THE FIRST DISPLAY SCREEN

The title, author, and copyright information displays for about 10 seconds, followed by
the program prompts for entering the number and names of players, the method of input,
and the kind of memory challenge.

SELECTING GAME OFTIONS
The program first asks you how many players will be playing:
HOW MANY FLAYERS?
Type in a number between one and four and press the RETURN key.
Next, the program asks you to type in the name of each player:
WHAT ARE YOUR NAMES.+s 4.
FLAYER 17

Type in each name, up to eight characters, as the prompt displays for that player and
press the RETURN key.

Then the program asks you whether you’ll be using joysticks or the numbers in the top row
of the computer keyboard:

DO YOU WANT TO USE JOYSTICKS?

To use the joysticks, type the letter "Y" (for "yes") and press the RETURN key. To use
the keyboard, type an "N" (for "no") and press the RETURN key.

The last prompt asks you to select the kind of memory challenge you prefer:

FRESS SELECT FOR GAME CHOICE
FRESS START TO BEGIN++eoo

When you press the SELECT key, the first kind of memory challenge displays next to this
prompt. Keep pressing the SELECT key until the kind you want to play appears. You may
choose any of these memory challenges:

T FICTURES
WORDS=--three-letters esch
LETTERS=-simngle alphasbetic letters
SYMEOLS--ATARI computer qraphics characters

Then press the START key., While the program is creating the grid, it briefly displays a
message about which player should use which joystick. Then it automatically displays the
playing and scoreboard area and indicates whose turr it is.



FLAYING MEMORY MATCH

THE GAME DISPLAY SCREEN

The memory match grid and scoreboard area look roughly as follows. (The example shows a
two-player game, Two- to four—-player games display scores in the scoreboard area, whereas
a one-player game displays turns rather than scores.)
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IT’S EBOE’S TURN.
SELECT A BOX+ssess

Figqure 1 Game Grid and Scorebosard

GAME FLAY

Behind each box is a randomly hidden picture, letter, word, or graphic symbol, depending
on the variation you chose. If you selected to play with a joystick, hold it with the red
trigger button at your upper left, toward the TV screen. For the joystick version, a -
cursor, which is a different color far each player, lights up box 1. Each player’s turn
begins in this location, thus avoiding any unfair advantage. Move your joystick forward,
backward, to the left, or to the right to position the cursor on the box you want to look
into and then press the red trigger button. (If you come to the end of a row, the cursor
will wrap around to the beginning of the row.) The box contents will display. Then move
to your second box and press the trigger button again. The contents of the second box
will also display. If you’ve found a match, the boxes clear out, the program adds a point
to your score, and you earn another turn. If you haven’t found a match, the box contents
disappear under their respective numbers and your turn ends.

If you're entering your guesses from the number keys on the keyboard, no cursor color
displays. Simply type in your numbers, pressing the RETURN key after each guess. The game
proceeds as described above.



Because going first in MEMORY MATCH is a disadvantage, the previous winner always goes
first in the next round, just to help even things out.

SCORING

The game ends when all pairs have been found, clearing the grid. Each pair a player
discovers earns him or her one point. The winner is the player with the most points. In
the solitaire version, the scoreboard displays the number of turns you take to find all
pairs. Can you clear the board in less than fifty turns?

RESTARTING OR REPLAYING MEMORY MATCH

At the end of the game, the program asks you whether you want to play another round. If

you do, type "Y" and press the RETURN key. You can then select the kind of memory
challenge you want with the SELECT key and start another round by pressing the START key.
(If you want to change the number and/or names of the players, instead of answering the
prompt with a "Y", press the SYSTEM RESET key. If you don’t want to play more rounds,
type "N" in response to the prompt, remove MEMORY MATCH, and turn off your computer.

You can also interrupt a game in progress at any time and start over. If you‘re playing
with a joystick, press the START key to do so. If you're using the keyboard, press the
letter "S" and the RETURN key.






Limited Warranty on Media and Hardware Accessories. Atari, Inc. (“Atari") warrants to the original
consumer purchaser that the media on which APX Computer Programs are recorded and any
hardware accessories sold by APX shall be free from defects in material or workmanship for a
period of thirty (30) days from the date of purchase. If you discover such a defect within the 30-day
period, call APX for a return authorization number, and then return the product to APX along with
proof of purchase date. We will repair or replace the product at our option. If you ship an APX
product for in-warranty service, we suggest you package it securely with the problem indicated in
writing and insure it for value, as Atari assumes no liability for loss or damage incurred during
shipment.

This warranty shall not apply if the APX product has been damaged by accident, unreasonable
use, use with any non-ATARI products, unauthorized service, or by other causes unrelated to
defective materials or workmanship.

Any applicable implied warranties, including warranties of merchantability and fitness for a
particular purpose, are also limited to thirty (30) days from the date of purchase. Consequential or
incidental damages resulting from a breach of any applicable express or implied warranties are
hereby excluded.

The provisions of the foregoing warranty are valid in the U.S. only. This warranty gives you
specific legal rights and you may also have other rights which vary from state to state. Some states
do not allow limitations on how long an implied warranty lasts, and/or do not allow the exclusion of
incidental or consequential damages, so the above limitations and exclusions may not apply to
you.

Disclaimer of Warranty on APX Computer Programs. Most APX Computer Programs have been
written by people not employed by Atari. The programs we select for APX offer something of value
that we want to make available to ATARI Home Computer owners. In order to economicalily offer
these programs to the widest number of people, APX Computer Programs are not rigorously
tested by Atari and are sold on an “as is” basis without warranty of any kind. Any statements
concerning the capabilities or utility of APX Computer Programs are not to be construed as
express or implied warranties.

Atari shall have no liability or responsibility to the original consumer purchaser or any other
person or entity with respect to any claim, loss, liability, or damage caused or alleged to be caused
directly or indirectly by APX Computer Programs. This disclaimer includes, but is not limited to,
any interruption of services, loss of business or anticipatory profits, and/or incidental or
consequential damages resulting from the purchase, use, or operation of APX Computer
Programs.

Some states do not allow the limitation or exclusion of implied warranties or of incidental or
consequential damages, so the above limitations or exclusions concerning APX Computer
Programs may not apply to you.

For the complete list of current
APX programs, ask your ATARI retailer
for the APX Product Catalog
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We're interested in your experiences with APX programs
and documentation. both favorable and untfavorable.
Many of our authors are eager to improve their programs
if they know what you want. And. of course. we want to
know about any bugs that siipped by us. sO that the
author can fix them. We aiso want to know whether our

1. Name and APX number of program.

Review Form

instructions are meeting your needs. You are our best
source for suggesting improvements! Please heip us by
taking a moment to fiil in this review sheet. Foid the sheet
in thirds and seal it'so that the address on the bottom of
the back becomes the enveiope front. Thank you for
heiping us!

2. It you have probiems using the program, please describe them here.

3. What do you especially like about this program?

4. What do you think the program’s weaknesses are”?

5. How can the catalog description be more accurate or comprehensive?

8. Onascaleof 110 10. 1 being “poor” and 10 being “excellent”. piease rate the following aspects of this program:

Easy to use

User-oriented (e.g.. menus. prompts. clear language)

— ENjOyabie

— Self-instructive

Useful (non-game programs)
Imaginative graphics and sound -




7. Describe any technical errors you found in the user instructions (please give page numbers).

8. What did you especially like about the user instructions?

9. What revisions or additions would improve these instructions?

10. On a scale of 1 to 10. 1 representing "poor” and 10 representing “excelient”, how wouid you rate the user

instructions and why?

11. Other comments about the program or user instructions:

rrom

ATAR! Program Exchange
P.O. Box 3705
Santa Clara. CA 950583

{seal nerej
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