APX publishes pfograms'in

these categories:

ENTERTAINMENT
Move numbers around a circuit to win points
(ages 7 and up)
’\M by Philip Baker
Requires:
Cassette version (1): ATAR! 410 Program Recorder
(APX-10204) 16K RAM
7 Diskette version (1): ATARI 810 Disk Drive :
(APX-20204) 24K RAM
B B Edmon A |
CONSUMER-WRITTEN PROGRAMS FOR

—..Printed.in U.SA......




ENNUMEREIGHT

ENTERTAINMENT
Move numbers around a circuit to win points
(ages 7 and up)

by Philip Baker

Requires:
Cassette version (1): ATAR! 410 Program Recorder
(APX-10204) 16K RAM
Diskette version (1): ATARI 810 Disk Drive
(APX-20204) 24K RAM

Edition A






EMNMIMNMUMEREIGHT

by

Philip Baker

Pragram and manual contents ©1922 Philip Baker

Copyright notice, On receipt of this computer program and associated
documentation (the software), the author grants you a nonexclusive
license to execute the enclosed software. This software is copyrighted.
You are prohibited from reproduding, translating, or distributing this
software in any unauthorized manner,



Distributed By
The ATARI Program Exchange
P.O. Box 3705
Santa Clara, CA 95055
To request an APX Product Catalog. write to the address above, or call toll-free:

800/538-1862 (outside California)
800/672-1850 (within California)

Or call our Sales number, 408/727-5603

Trademarks of Atari

ATARI is a registered trademark of
Atari, Inc. The following are
trademarks of Atari, Inc: 400, 410,
800, 810, 820, 822, 825, 830, 850,
1200X1.

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 accessones soid by APX shail be tree from
defects in material or workmanship tor a period of thirty (30) days from the date of purchase. !f you discover such a defect
within the 30-aay period. catl 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. {f 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 shail not apply if the APX product has been damaged by accident. unreasonable use. use with any non-ATAR!
products. unauthorized service. or by other causes unreiated to defective materiais or workmanship.

Any appiicabie implied warranties. inciuding warranties of merchantability and fitness for a particular purpose. are aiso
himited to thirty (30) days from the date of purchase. Consequential or incidental damages resulting from a breach of any
appiicabie express or implied warranties are hereby excluded.

The provisions of the toregoing warranty are valid in the U.S. only. This warranty gives you spectfic legal rights and you may
aiso have other rights which vary from state to state Some states do not aliow limitations on how iong an implied warranty
lasts. and-ordo notallow the exctus:ion of incidental or consequential damages. so the above imitations and exclusions may
not apply to you

Disciaimer of Warranty on APX Computer Programs. Most APX Computer Programs have been written by people not
employed by Atan. The programs we select for APX offer something of value that we want to make avaiiable to ATAR! Home
Computer owners. in order to economically offer these programs 10 the widest number of peopie. APX Computer Programs
are notrigorously 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 impiied warranties.

Atari shall have no liability or responsibiiity to the original consumer purchaser or any other person or entity with respectto
any claim. loss. liabiiity. or damage caused or alleged to be caused directly or indirectly by APX Computer Programs. This
disclaimer includes. butis not limited to. any interruption of services. 10ss of business or anticipatory profits. and/or incidentai
or consequential damages resulting from the purchase. use. or operation of APX Computer Programs.

- Some states do not allow the imitation or exciusion of imptied warranties or of incidental or consequential damages. so the
above himitations or exctusions concerning APX Computer Programs may not apply to you.



Introduction

QUERVIEW

EMMUMEREIGHT is a game based on simplz arithmetic but filled
with artful strategy, Pointz are won by getting the right
combination of numbers in the right places. Victory goesz to the
rlayer who has calculated the options and chosen the best ones.
The rules are simple, but as with many other great games, simple
rules hide underlying depths of strategy.

ENNUMEREIGHT can be played by one player (it's as addictive as
solitaire), or two, or you can sit back and watch the computer
challenge itself to a game. Solo play pits you against the
computer; you select the level of challenge,

If you've never playsd before, it may take a game or two to
mazter the rules and develop winning strategies, While you do,
you can enjoy the endlezs changes of the gams board’s color
scheme. If you tire of a color scheme, press the SPACE BAR for
a new set of rainbow colars,

REQUIRED ACCESSORIES
Cassette version

16K RAM
ATARI 410 Program Recorder

Diskette version

24K RAM
ATARI 310 Disk Drive

CONTACTING THE AUTHCR
Users wishing to contact the author may write to him at!
1 Helmscott Cmurt
Arar Derive
Stanmore
Middlesex, England

or telephone him at!

01-954 6932



Getting started

LOADING EMNUMEREIGHT INTO COMPUTER MEMORY

1, P 2move any program cartridge from the cartridge slot of your
compute:
2. If you have the cassette version of ENNUMEREIGHT!

a. Have your computer turned OFF.
b, Turn on your TV cet,

¢ Insert the ENNUMEREIGHT cassette into the program
recorder’'s cassette holder and press REWIND on the
recorder until the tape rewinds completely. Then press
PLAY to prepare the program recorder for loading the
program.

d. Turn on the computer while holding down the START
keyo

e, When you hear a beep, release the START key and press
the RETURN key. The program will load into computer
memory and start automatically. Loading takes about S
minutes,

If you have the diskette version of ENNUMEREIGHT!

a. Have your computer turned OFF.,
b, Turn on your disk drive,

c. When the BUEY light goes out, open the disk drive door
and insert the ENNUMEREIGHT diskette with the label in
the lower right-hand corner nearest to you. Close the
door,

d. Turn on your c:\mputer and your TY set. The program
will load into computer memory and start automatically,



THE FIRST DISPLAY SCREEN

When the program has loaded into computer memory, the play
soreen appears. It looks something like this!

EMMUMERETIGHT
COPYRIGHT P.J. BEAKER 1983

Figure 1 First dizplay scoreen

There are two sets of six drcles, twelve drcles in all, lying
along a dreouit in the form of a figure eight on its side. These
drcles will later contain numbers. If you wish to change the
color scheme press the SPACE BAR. To start selecting game
options at once, press the RETURM key or the SPACE BAR, or
wait a few seconds. Option selection starts automatically,

PROGRAM CPTIONS

The options appear on two lines near the bottom of the screen,
The program displays the option and lists the choices available,
After you make your choice, tell the computer by pressing a
single key that represents the choice you’ve made., For example:!

TsELECT 71,2, orR o
NUM. OF PLAYERS

Figqure 2 Saelect rnumber of plasers



When you’ve made a choice, it appears at the right of the screen,

You have up to 27 secondz to choose an option. If you don’t
respond in that time the computer uu’tomutlcdlly selects an
option for you, as follows!

Foints per
dapbaer ol
of

If you press a key that the program deesn’t recognize, the screen
colors change and you get another 2% seconds to decide what to
select.

When you enter your choice for an option, usually (but not
always) the program displays the selection you made, as follows!

SELECTED Q1
MUM. OF PLAYERS

Figure 3 VYSELECTED" messaqe

You can remove this ‘SELECTED’ message by pressing the
RETURN key or the SPACE BAR. The next option appears or the
game starts. Or you can wait a few seconds. The next option
automatically appears, or the game starts, The 'SELECTED’
message only stays on the screen for a few seconds. Press the
BREAK key to re-start option selection.

The optians and the order of appearance are!

(1) POINTS PER CIRCLE

The starting number of points placed in all the
circles can be any number from 4 to &, When you
select a higher number of points, the game takes
longer to reach a finish. It may not be more
difficult, but you mey have to think harder when
you calculate each move.

When you select the number of points, your choice
is displayed as a number in each drcle. Na
‘SELECTED’ message appears. (At this time the



score total displays near the top of the screen are
at zero.) The next option message is displayed
immediately,

(2) NUMBER OF PLAYERS

0 - computer plays against itself
1 - you play against the computer
2 - two players

(3Y LEVEL OF PLAY

The computer can play on 7 levels from 0 (easy) to
& (difficult)s At level 0, it chooses a move at
random. For levels O to 4 the computer takes very
little time to think out its move. At level S it may
take up to 3 seconds. When two players are
playing, Option 2 isn’t available,

{4) DO YOU WANT THE LEFT CR RIGHT SICE?
(Option when 1 player is selected)
Reply either L for left, or R for right,
() DO YOU WANT TO START?

{Cption when 1 player is selected)
Reply either Y for yes, or N for na.

(&) SIDE TO START

{Option when O or 2 players is selected)
Reply either L for left, or R for right,



Playing ENNUMEREIGET

G YOUR TURN
Each side moves alternately. The number displayed in each circle
indicates the number of points currently contained in that circle,

To make your move, select a circle on vour side that contains at
least one point. Press the key for the letter of the circle you've
chosen (A,B,C,D4E, or F) When you dot

®The points are removed from the circle.
®*The drcle is set at 0.

®*One point is added to each circle,
up to the number that was in the drcle
you picked

*The points are added to every circle on
the figure eight path

The last drcle to receive a point may lie in your opponent’s side.
If the added point brings the total to precisely two or three
points you win these points. If the circle before the last one is
also on your opponent’s side and also holds precisely two or
three points, you win those points too. You continue moving back
one drcle and winning points until a drcdle on your side is
reached or you back up to a circle that doesn’t show two or three
points. All the points you win are removed from the crcles,
tollected together, and added to your score, shown near the top
of the screen,

Here’s an example of a sequence of two moves (with left to move
first) where each side happens to win some points on its move,

Starting position:

left A4 B C D E F, Right A4 B C D E F
5143446 b 122462

Left selects E
Then after move but before captured points are collected!



lLeft

o D>
=+ T3
&0
3 2
[=d 15k
~§| T

F,  Riaht A B

CDEF
32 6 2

fary

Left has won S points from Right’s circles B and C,
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Right selects F
Then after move but before captured points are collected:
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Right has won 2 points from left’s drcle B, The two points are
removed and added to the score.

» Fight A B CDEF

Left A BECDEF
6 07 1002 60

B C D
04 3
SPECIAL XEYS

If you press the BREAK key during game play the action is
suspended, To continue press the RETURN key, Press the
SPACE BAR during a move (when it isn‘t suspended) to produce a
new colar.

When the computer plays against itself, a new color scheme is
automatically introduced at intervals of between S and 30
seconds. You can abandaon the game at any time and start a new
one by pressing the SYSTEM RESET key.






P.Q. Box 3705
Santa Clara. CA 35055

- APX

ATAR! Program Exchange

We're interested in your experiences with
APX programs and documentation, both fa-
vorable and unfavorable. 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 slipped by us, so
that the author can fix them. We also want to

1. Name and APX number of program.

Review Form

know whether our instructions are meeting
your needs. You are our best source for
suggesting improvements! Please help us by
taking a moment to fill in this review shest.
Fold the sheet in thirds and seal it so that the
address on the bottom of the back becomes
the envelope front. Thank you for helping us!

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 compreﬁensive?

6. On a scale of 1 to 10, 1 being “poor” and 10 being “excellent”, please rate the follow-

ing aspects of this program:
Easy to use

Enjoyable
Seif-instructive
Use (non-game programs)

User-oriented (e.g., menus, prompts, ciear language)

Imaginative graphics and sound



7. Describe any technical errors you found in the user instructions (piease 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 “axcellent”, hov
would you rate the user instructions and why?

11. Other comments about the program or user instructions:

From

STAMP

LS ATARI| Program Exchange
A P.O. Box 3705
‘ Santa Clara, CA 95085
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