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AVALON HILL'S TRADEMARK NAME FOR ITS MICROCOMPUTER GAME OF A ZANY LIFESTYLE.

INSTRUCTIONS FOR:
Atari® 800, 40K Cassette; 40K Diskette

® Trademark of Warner Communications

INTRODUCTION:

T.G.LF. (Thank God it’s Friday) is a game for the man
on the street. Will you get araise in pay or will unexpected
expenses consume your money before payday? Can you
invest wisely? Will Lady Luck smile on you consistently
enough to help you reach your monetary goal before the
other players?

T.G.I.F. can be played by 1 player against the com-
puter, or with up to 4 players, with or without the com-
puter participating. You set the monetary goal at the
beginning of each game which can vary from $10,000 up
to $50,000. Perhaps best of all, T.G.I.F. is an excellent
party game simple enough to be enjoyed by all.

While the game is loading (see loading instructions at
the end of this manual), you will see the message, “ONE
MOMENT PLEASE.” There will be approximately a 15
second wait. Then you will be asked, “HOW MANY
PLAYERS?”

HOW TO START T.G.I.F.:

Press a number key from 1 to 4 for the number of
players. The prompt, “PLAYER #1” will appear. Type in
the name of player #1 and press the space bar or
RETURN. After all players’ names are entered, you will be
asked if you want the computer to play. Press the Y key
foryes orthe N key for no. You will be informed if the com-
puter will play. Next, you will choose your monetary goal.
The keys 1 through 5 correspond with a monetary goal
from $10,000 to $50,000.

PLAYING T.G.L.F.:

Each player’s name will now be displayed and each
will be given $1,000 to begin the game. A joystick is in-
serted into port #1. This joystick is passed to each player
on his/her turn.

Buy a Lottery Ticket Decline a Lottery Ticket

Your goal is to be the first to reach the money value
established beforehand. Your first option will be whether
to buy lottery tickets. This is done by pushing the joystick
forward to buy or pulling it back to decline. If you buy a
ticket, your number will be chosen at random and
displayed on the screen. You will be given the option to
buy a total of three tickets. For each ticket bought, $20 is
subtracted from your account. If you have purchased
your allotted number of tickets or have decided not to
buy, a prompt will tell you, “PRESS FIRE TO PLAY.”

When you press the “fire” button, you will be in the
playing mode. An arrow will jump from section to section.
Any movement of the joystick will take you into one of the
following sections:

A. SUNDAY—Many things can happen from losing a
turn (snoozing) to going on a Treasure Hunt.

B. MONDAY —Bills arrive on Monday. Large or small,
this “fan mail” will take a bite out of your account.

C. TUESDAY—Lottery drawings are held on Tuesday.
All names and ticket numbers will be displayed
and the prompt, “PRESS FIRE FOR WINNING
NUMBERS” will be shown. Press “fire” and five
winning numbers will appear. If any of your tickets
match any of the five winning numbers, you will
receive $1,000 for each winner and the winning
number(s) will appear at the bottom of the display.

D. WEDNESDAY—The middle of the week. Good
news always comes on Wednesday. Large or
small, this will add to your account.

E. THURSDAY—Who knows what Thursday will do
for you? It can be good news or bad.

F. FRIDAY—Payday has arrived. Raises are ac-
cumulated through windfalls which usually come
on Wednesday. Thank God it’s Friday!

G. SATURDAY—You will be taken on a Treasure
Hunt. Your character is controlled by the joystick
and can travel anywhere except through trees,
rocks and water. When you press the “fire’” button
your character will dig and an arrow will appear
showing you the general direction in which the
treasure is buried. Move in that direction and dig
again. You will either find the treasure or be given
another clue as to its location. Your guesses are
limited, so dig only when you need a clue or are
confident you know where the treasure is. The type
of treasure and the value will appear when it is
found and it will be credited to your account.

H. INVESTMENT—You will be given the opportunity
to buy/sell an investment. By returning to this sec-
tion after you have purchased an investment a
buyer will offer you a deal always worth more than
you paid. If you want to sell, press forward on the
joystick; pull back to decline. Sometimes it is wise
not to sell as some buyers offer more money.

Buy/Sell an Investment Decline to Buy/Sell

an Investment

If you spend more money than you have, the computer
will give you a loan automatically. As soon as you recoup
your money, the loan will have to be repaid ... with
interest.

NOTE: The computer will play its own game automatically.



SUGGESTED STRATEGY AND
HELPFUL HINTS:

When Treasure Hunting—After you press the button
to find the treasure and an arrow appears, go at least 6
to 8 spaces in the general direction of the arrow before
digging again. This will give you a better idea of where the
treasure might be.

After purchasing an investment—Sell as soon as an
offer of about 25% or more is made. This allows you to
buy other investments and keep the money coming in.

LOADING INSTRUCTIONS:

Atari Cassette version:

1. Turn off the Atari and remove all ROM cartridges.

2. Place the cassette into the 410 recorder. Make sure
the cassette is completely rewound.

3. Push the yellow START key on the right of the Atari
keyboard and keep it down.

4. Turnon the Atari. It will beep once to let you know'it is
ready to load the tape. After it has beeped, release the
START key and press the PLAY button on the 410
recorder.

5. Press the RETURN key on the Atari keyboard. The
cassette will begin to run and the program will load.

6. When the entire program is loaded, the cassette player
will stop and the game will begin automatically.

Atari Diskette version:

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

2. Power up your computer and turn on your video
screen.

3. The game will automatically load into RAM and will be
ready to play.

IF YOU CANNOT LOAD THE PROGRAM
1. Check your equipment carefully to be sure that
all cables and connections are correct.

2. Re-read the section in your computer’s manual
that tells you how to load software. Try to load software
again.

3. If you can adjust the volume on your recorder, try
different settings, both higher and lower.

4. If possible, load another program from a tape or
disk you know works on your computer. This will prove
that your equipment works. Try once more to load your
game.

5. The normal reason software will not load is tape
recorder or disk drive head misalignment. Your computer
may be able to save and load programs on its own
recorder, but be unable to read software made on a dif-
ferent recorder for this reason. Be sure your recorder
heads are correctly aligned. Your local computer store or
dealer can help you with this.

6. If the program still cannot be loaded, send the
software, with a complete description of the problem
(what type of computer you have, what the computer
says, if anything, when you try to load the software or play
the game, and what you did to try to get it to load) to:

Avalon Hill Microcomputer Games
4517 Harford Road

Baltimore, Maryland 21214
Defective software will be replaced.

3/83
4570101

W5516

YOU NAME IT, WE GAME IT ...

The Avalon Hill Game Company is the world’s largest
publisher of a great variety of strategy board games of
skill. We manufacture over 150 games; including
wargames, sports strategy and statistical replay games,
games of power politics, adventure and role-playing
games, as well as fantasy and science fiction games. For
complete information with pretty pictures, write the fac-
tory and ask for a Complete Game Catalog. Consult parts
list for current price.

The Avalon Hill Game Company
Consumer Relations
4517 Harford Road, Baltimore, MD 21214

QUESTIONS ON PLAY

The clarity of these rules has been verified by Software
Testers of Universal Microcomputer Programmers
(STUMP) and deemed ‘“complete” in all facets of
instruction. Please re-read them in areas that seem
unclear at first reading. Questions on play can be
answered by the factory only upon receipt of a self-
addressed envelope bearing first-class postage.

NOTICE: Produced using copyrighted software products
of Monarch Data Systems, Cochituate, Ma. 01778.

UNAUTHORIZED REPRODUCTION OF THIS GAME IN
ANY FORM IS SPECIFICALLY PROHIBITED. WE
CONSIDER ANY VIOLATION OF THIS REQUEST
DETRIMENTAL TO OUR LEGAL RIGHT TO EXIST IN A
COMPETITIVE BUSINESS ENVIRONMENT.
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DISK LOADING INSTRUCTIONS FOR APPLE II, ATARI 400/800 and TRS-80 Model I Basic
Programs . . . . Simply boot your disk!

DISK LOADING INSTRUCTIONS FOR TRS-80 EMPIRE OF THE OVER-MIND:

Boot disk, the monitor will display ‘‘DOS READY’’. Type OVERDATA/CIM and press ‘‘ENTER’’ key.
The computer will load the data file. When the data file is loaded ‘‘DOS READY’ will again be
displayed. Now type OVERMIND/CMD and press the “ENTER’’ key. The main program will now load.
When the program has loaded the monitor will prompt with “PRESS ANY KEY TO BEGIN’’. Press any
key to begin the game.

DISK LOADING INSTRUCTIONS FOR TRS-80 LORDS OF KARMA:

Boot disk, monitor will display ‘‘DOS READY’’. Type KDATA/CIM and press the “ENTER’’ key. The
computer will load the data file. ‘“DOS READY"’ will again be displayed on the monitor, now type
KARMA/CMD and press the “ENTER’’ key. When the program is loaded ‘‘LORDS OF KARMA’’ and
“PRESS ANY KEY TO BEGIN’’ will be displayed on the monitor. Press any key, it will take approx-
imately one minute for the computer to set up the program and to begin the game.

SAVING INSTRUCTIONS FOR EMPIRE OF THE OVYER-MIND, TRS-80:

Type QUIT. Respond with N to the START AGAIN prompt. Using the Disk DUMP procedure in your
TRDOS Owner’s Manual. The Starting address is BO@J. The ending point is EEFF. Mod. I, TYPE: Dump
filename/CIM:1 (Start = BAd@, STOP = EEFF). Mod. III, TYPE: Dump filename/CIM (Start=0B3dd,
END = EEFF).

To load the saved game insert the saved game disk into the drive and type LOAD filename*/CIM. After
the saved game has been loaded put the EMPIRE OF THE OVER-MIND disk into the drive and type
OVERMIND.

SAVING INSTRUCTIONS FOR EMPIRE OF THE OVER-MIND, APPLE:

Type QUIT. Respond with N to the START AGAIN prompt. Get into Monitor Mode (i.e. CALL 2048).
Type BSAVE OVERMINDZ2, A$800%,L$100d.

To reload a saved game, first load the EMPIRE OF THE OVER-MIND disk. Type QUIT as above. Put the
saved game disk into the disk drive. Press the CONTROL and C keys. When the APPLESOFT prompt ap-
pears type BLOAD OVERMINDR. After it has been loaded type CALL 2048.

SAVING INSTRUCTIONS FOR EMPIRE OF THE OVER-MIND, ATARI:

Place blank formatted disk in disk drive and type SAVE. To reload a saved game first load the OVER-
MIND Program. When you are in the Command mode put the saved game disk into the disk drive and
type LOAD.

SAVING INSTRUCTIONS FOR LORDS OF KARMA, TRS-80 and ATARI:
See EMPIRE OF THE OVER-MIND saving instructions.

SAVING INSTRUCTIONS FOR LORDS OF KARMA, APPLE:

Type QUIT. Press the CONTROL and C keys. When the APPLESOFT prompt appears type BSAVE
filename*,A$800,L$77FF. The program will be saved to the LORDS OF KARMA DISK.

To load type BRUN filename*. After the program has loaded type CALL-151 then 8J0G.

*You may use any name for a file except file names already used on the disk.



PROCEDURE FOR CONVERTING MODEL 1 DISKS FOR MODEL 3 USAGE
PLEASE READ ALL INSTRUCTIONS BEFORE ATTEMPTING CONVERSION

-

Insert system disk in drive @ (bottom drive) with write enable notch exposed.
2. Power up computer.

Under TRSDOS Ready enter the command DIR for directory of files on system disk. You
should have a minimum of 110 free granules to complete the conversion. If not you must
COPY* existing user files (listed in directory) onto another disk and then KILL® the user files
on the system disk.

4. Insert game disk in drive 1 (top drive) and under TRSDOS ready enter the command
CONVERT. TRSDOS will respond with:
SOURCE DRIVE? Type: 1 [ENTER]
TRSDOS will respond with:
DESTINATION DRIVE? Type: @ [ENTER]

File names on Model 1 disk will be displayed as they are converted.
When finished TRSDOS will display CONVERSION COMPLETE.

5. You now have a converted Model 3 version of your game program on your system disk. To
transfer this game back to your Avalon Hill game disk in Model 3 format do the following:

6. You must now reformat the disk in drive 1 to run on your Model 3. Refer to the procedure
section below (procedure C).

__%. After formatting your disk in drive-1l enter TRSDOS command DIR. Now COPY all programs
converted from game disk (according to instructions in procedure A.) to disk in drive 1.

8. After all the game programs are copied from the system disk (drive @) onto the Model 3 game
disk (drive 1), the game may be loaded and executed according to the loading instructions in
the rule booklet.

PROCEDURE SECTION: TRSDOS COMMANDS

A. COPY b FILENAME/EXT: 0B: 1
¥ = 1 blank space.
FILENAME/EXT = Filename (and extension, if present) of file to be copied.
/EXT = File extension and applies only if already a part of the filename.
:0 Source drive.
:1 Destination drive.

B. KILL B FILENAME/EXT: 0
Same Definitions As Above.

C. FORMAT 1: 1
TRSDOS will respond with:
DISKETTE NAME? You supply name. [ENTER)]
TRSDOS will respond with:
PASSWORD? [ENTER)]

NOTE: Converted Model 3 game disk cannot be booted in drive @ as with Model 1 disks.

You must enter basic through normal procedures and run ‘‘Filename Specified in Loading
Instructions.”



