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INTRODUCTIONM

GAME OQVERVIEW

You’ve been mugwump hunting all weekend. It’s cold and damp in this swamp, but at last you
have four of the critters cornered. The only problem is they‘re chamaleon-like and you must
now try to ferret them out from their surroundings. They’re in nature’s perfect hideout, but

to give you a fighting chance to find them, we’ve transformed their hideout into a ten-by-ten
grid. You track down the mugwumps by entering numbers from the keyboard representing
horizontal and vertical coordinates on the grid. Any mugwump you discover yelps and flashes on
the screen to admit defeat. But, because we’re animal lovers at heart, you have only ten
chances to locate all four mugwumps. Any you don‘t discover go free, Good hunting!

REQUIRED ACCESSORIES

8K RAM for cassette version

16K RAM for diskette version

ATARI BASIC Language Cartridge

ATARI 410 Program Recorder for cassette
ATARIT 810 Disk Drive for diskette



GETTING STARTED

1, If vou have the caseette version of MUGKWUMDP!

a. Insert the game czssette in the program recorder, press REWIND, and then press FLAY,
b. Type CLOAD and press the RETURN key.

c: After the game loads into RAM, you’ll see the READY prompt. Type RUN and press the
RETURM key.

If vou have the diskeat*s ver=zion of MUGWUMP:

a. Turn on your disk drive and insert the game diskette.

by Turn on your computer and turn on your videc screen, MUGWUMP will load into computer
memory and start automatically,



PLAYING MUGIWUMP

DISPLAY SCREEN

Once you load the game, you’ll see a display screen like this (the bottom line first displays
the COPYRIGHT 1981 ATARI notice for abaut ten seconds)!
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Figure 1. MUGWUMF Display Screen

At the start of the game, the grid is empty. But four mugwumps are lurking behind four of the
squares, and your job is to find them!

TRACKING DOWN MUGWUMPS

To guess where a mugwump might be hiding, pick a square. You can identify any square on the
grid by using the number across the bottom (called the X-coordinate) and the number down the
left-hand side (called the Y-coordinate) corresponding to that square, Separate your two
digits with a comma. For example, suppose we want to pick a square two-thirds of the way
across the grid and one-third of the way up the grid. In this case, we would choose the square
that is number five across and number two up and we would enter our guess like this!

TURN 1 - GUESS (X,Y)?5,2



Figure 2 shows the X the computer entered on the grid to record our guess (notice that it also
displays the prompt for our second guess under the grid).
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Figure 2. MUGHUMF Display Screen—--Guess 1

Each time you guess a location, two actions can occur. First, if you locate a mugwump, its
picture displays to the right of the grid and its number displays in its grid location. For
example, if Mugwump #Z had been hiding in square 5,2 , then the square would have displayed a

2 instead of an X. However, we guessed wrong, and so the square contains only an X .,

Second, to the right of grid appear the distances each hidden mugwump is from our guess. For
example, Mugwump #1 is 2 squares from square 5,2, and Mugwump #2 is 4.1 squares from square
3+2+ Write these numbers down. As you accumulate these distances on each turn, youll find you
can zero in on a mugwump more rapidly,

A whole number usually means a mugwump is hiding in a straight horizontal or vertical line
from your current square. A number with a decimal value means the mugwump is hiding in a
square that is diagonal to your current square. Sometimes, however, these rules don‘t
hold--mugwumps are sneaky critters!

Let’s see how we can use this information to trap a mugwump. Let‘s pick a square that is two
horizontal or vertical squares away from our first guess--to see if Mugwump #1 is h1d1ng
there. Let’s choose square 2,2 « We enter our guess as follows!

TURN 2 - GUESS (X,Y)?3,2



The grid now displays two guesses-—our first and our current guess!
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Figure 3. MUGWUMF Display Screen—-Guess 2

Now we have two pieces of information about each mugwump. Let’s try to track down Mugwump #1,
We know that she’s two squares away from square 5,2 and four squares away from square 3,2, Two
and four are whole numbers, and so a gooc guess is that the mugwump is hiding in a square
located in a straight vertical or horizontal line from our two guesses. We’ll mark each square

that is two squares away from square 5,2 either vertically or horizontally with an asterisk

(%), and we’ll mark each square that is four squares away from square 3,2 either vertically

or horizontally with a plus ( + ),
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Figure 4., MUGWUMF Display Screern——Hunting for Mugwump

Only one square contains both symbols, and so square 7,2 would be a good third guess. Now, we
won't spoil the fun by showing you what one of these very shy creatures looks like, That’'s for

you to discover!

Remember; you must find all four mugwumps within ten turns. As you become more skilled at
MUGWUMF, try to beat your own record by locating all four in fewer guesses.

PLAYING MORE ROUNDS AND RESTARTING THE GAME

You can interrupt a game at any time and start over by pressing the START key. You can also
play more rounds of MUGWUMP in the same way.



Limited Warranty on Media and Hardware Accessories. We, Atari, Inc., guarantee to you, the original
retail purchaser, that the medium on which the APX program is recorded and any hardware
accessories sold by APX are free from defects for thirty days from the date of purchase. Any applicable
implied warranties, including warranties of merchantability and fitness for a particular purpose, are
also limited to thirty days from the date of purchase. Some states don't allow limitations on a warranty’s
period, so this limitation might not apply to you. If you discover such a defect within the thirty-day
period, call APX for a Return Authorization Number, and then return the product along with proof of
purchase date to APX. We will repair or replace the product at our option.

You void this warranty if the APX product: (1) has been misused or shows signs of excessive wear;
(2) has been damaged by use with non-ATARI Home Computer products; or (3) has been serviced or
modified by anyone other than an Authorized ATARI Computer Service Center. Incidental and conse-
quential damages are not covered by this warranty or by any implied warranty. Some states don't allow
exclusion of incidental or consequential damages, so this exclusion might not apply to you.

Disclaimer of Warranty and Liability on Computer Programs. Most APX programs have been written
by people not employed by Atari, Inc. The programs we select for APX offer something of value that we
want to make available to ATARI Home Computer owners. To offer these programs to the widest
number of people economically, we don't put APX products through rigorous testing. Therefore, APX
products aresold “as is,” and we do not guarantee them in any way. In particular, we make no warranty,
express or implied, including warranties of merchantability and fitness for a particular purpose. We are
not liable for any losses or damages of any kind that result from use of an APX product.

For the compilete list of current
APX programs, ask your ATARI retailer
for the APX Product Catalog
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Review Form

We're interested in your experiences with APX programs instructions are meeting your needs. You are our best
and documentation. both favorable and unfavorable. source for suggesting improvements! Please heip us by
Many of our authors are eager to improve their programs taking a moment to fill in this review sheet. Fold the sheet
if they know what you want. And, of course. we want to in thirds and seal it so that the address on the bottom of

know about any bugs that slipped by us. so that the the back becomes the enveiope front. Thank you for
author can fix them. We ailso want t0 know whether our helping us!

1. Name and APX number of program.

2. If you have problems 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 “excellent”, how wouid you rate the user

instructions and why?

11. Other comments about the program or user instructions:

~rom

ATARI Program Exchange
P.O. Box 3705
Santa Clara. CA 95053

{seal herei

STAMP




