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IntrodLJc"t:i.on

DVERT1IEW

MICROSAI!..ING is a yacht rating game fer one or two players. Sailors race around the
buoys, competing against each other or the computer. The game teaches the basic
sailing maneuvers of tacking and gybing.

Boat speed is dependent on good helmsmanship and wind conditions. There are four
courses of varying diffiQJlty. Experienced sailors can elect to sail in stormy weather.
The game offers two sets of rules. Standard rules ignore boat collisions. Advanced
play follows the right-of-way rules of the North American Yacht Rating Union. Under
either set of rules, a yacht runs through the course before the race to show you how to
round the marks.

The joystick is your tiller as you follow the courses laid out by the race committee.
The program helps remind you of the course by coloring the next buoy to be rounded to
match your yacht's color.

The race ends when one player crosses the finish line after rounding all the marks.
The program displays the best time for all races and also shows which player has
achieved the best time.

REQUIRED ACCESSORIES

22KRAM
ATARI BASIC Language Cartridge
ATAR! 810 Disk Drive
One ATAP.I J"oystick Controller' per player

COltTACTING THE AUTHOR

Users wishing to contact the author may write to him at:

43519 Puesta del Sol
FreMont, CA 91539

or telephone him at:

415/651-8909



Gett:ing sta.rted

LOADING M!CROSAILING INTO COMPUTER MEMORY

1. Insert the ATARI BASIC Language Cartridge in the cartridge slot of your computer.

2. Plug your Joystick Controller(sl into the first and second controller jacks of your
computer console.

3. Have your computer turned OFF.

4. Turn on your disk drive.

5. When the BUSY light goes out, open the disk drive door and insert the
M!CROSAILING diskette with the label in the lower right-hand corner nearest to you.
<Use disk drive one if you have more than one drive.)

6. Turn on your computer and your TV set. The program will load into computer memory
and start automatically.

THE FIRST DISPI.AY SCP.EEN

After MICROSAILIUG has loaded into computer memory, the following screen displays:

MICRO SAILING
AAAAAAAAAAAAAAAAAAAAAAA

PLAYER VS. COMPUTER
WEATHER

STANDARD F\ULES

Rev. 1.0 (c) Glenn Faden, Dec. 1982

Figure 1 First screen



P1a.ying 1v.rICROSAILING

NUMBER OF PLAYERS

Press the SELECT key to switch between the one- and two-player mode. Select the
"PLAYER VS. COMPUTER" option to help you learn the game. The program leads you
around the courses and familiarizes you with the basic maneuvers.

WEATHER

The OPrION key controls the weather. The initial weather forecast is for dear skies.
If you press the OP'l'ION key to select stormy weather, a black thunderstorm moves
around the course from time to time. It can't hurt you under standard rules, but in
advanced rules its high winds and lightning can temporarily sink you. If you get
caught in the storm, wait for it to pass by anchoring. (The red joystick button is your
anchor.)

RULES

The rules option determines how collisions between the players are handled. Press the
OPrION key to change from standard to advanced rules and back again. Beginners
should select standard rules, because boat collisions are ignored and you see the
course before each race. In the advanced game, the right-of-way rules of yacht rating
are enforced. If a yacht is guilty of a rules infraction, or gets caught in a storm, it
receives a brief dunking as a penalty.

STARTING THE GAME

When you finish selecting the number of players, weather, and rules, press the START
key. You have a moment's wait before the race begins.

THE RACE COURSE

After you press the START key, the screen goes blank for a few seconds. One of the
four courses displays, ac:c:ompanied by a brief musical theme. A yacht sails around the
course to show you how to round the marks. The course number displays in the upper
left corner of the screen. You may refer to the four courses shown in Figure 2 for a
quick review.

During the race, the program points out the course for you by coloring the buoys that
are your next marks to match your sailboat. It's a dear day for a race, with some
cumulus clouds on the horizon. The wind is brisk and there is a moderate chop on the
bay. The wind indicator at the upper right points downward; that means the wind is
blowing from top to bottom on the screen.
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Course #1

Course

Course #2

Course #4

Figure 2 Racing course diagraMS
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HELMSMANSHIP (HOW TO STEER)

Your boat is initially pointing into the wind. This is called "in irons". Hold the
Joystick Controller with the red button in the upper left corner. To get moving, push
the joystick to the left. Notice that the boat turns to the left. Whenever you move
the joystick to the left, the boat turns c:ounter-dod<.wise. To turn c:1ockwise, push the
joystick to the right.

Notice that the boat speed depends on the angle of the boat to the wind. When the
boat points to the left, the wind strikes the right (starboard) side first. Note that
the words "starboard tac:k" display.

As you gradually steer to the left the sail flips over to the other side. This maneuver
is called a "gybe".

You're now on port tack, because the wind is striking the left side of your boat. If you
c:ontinue to move the joystick (tiller) to the left, the boat tacks bad<. onto starboard
tack. Sailing too c:1ose to the wind causes the boat to lose headway, and the sail flaps
back and forth. This is c:alled "luffing" and you're again in irons.

Since you can't go directly into the" wind, tack or zigzag to gain headway against the
wind. The best heading is about 45 degrees into the wind. If you head up higher (sail
more directly into the wind) the boat slows down.

HAZARDS

If you select stormy weather, be careful! About five sec:cnds before a storm appears,
the douds darken, and the word "warning" displays at the upper right corner of the
screen. In the advanced game, the storm and lightning sink you if they hit you. Wait
out the storm by holding down the red joystick button (the anchor, that is) until the
storm passes. Note that the message "at anchor" displays whenever you press the
button.

PREPARING FOR THE START

After the music stops, you have 30 seconds to prepare for the race. Try to time your
start to coincide with the dock c:cunting down to zero. The time displays on the upper
left, above the horizon. When the starting tone sounds, begin tac:king through the
starting line to the first mark at the top of the screen. When you cross the starting
line you hear a short beep. This same tone sounds each time you reach the next mark.
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ROUNDING MARKS

After starting, concentrate on rounding marks. Sail for the mark with the same color
as your sailboat. You must hit the mark. A circle appears under your name, and the
next mark in the course lights up in the same color as your sailboat. At the
start/finish line, you may sail over the mark at either end of the line, or cross the
line itself.

The race ends when either player crosses the finish line after rounding all the marks.
The best time for all races displays on the bottom center of the screen. A bar
indicates which player achieved the best time.

THE ADVANCED GAME

The advanced game adds another level of strategy by including the right-of-way rules
of the North American Yacht Racing Union. The NAYRU rules most pertinent to this
game are as follows:

Opposite Tack B.Yk - A yacht on a port tack shall keep clear of a yacht on a starboard
tack.

A boat is on starboard tack when the wind is on the starboard (right) side and on a
port tack when the wind is on its port <left) side. In this game, a boat sailing to the
left is on starboard tack, and one sailing to the right is on port tack.

Same Tack Rule - A windward yacht shall keep clear of a leeward yacht.

This means that when two boats have the wind on the same side, the one away from
the wind has the right of way.

In this game that means the leeward boat is lower on the screen than the windward
boat.

Changing Tack Rule - A yacht that is tacking shall keep clear of a yacht on a tack.

This means that a boat cannot tack or luff directly in the path of another boat.

When two boats collide, the race committee determines the guilty boat and dunks the
violator for several seconds while sounding an alarm. After the penalty the offending
yacht is restored to its proper course.

CANCELLAnON

If you want to cancel a race that's already in progress, press the START button on the
keyboard. Then you may reselect any of the options.

AFTER THE RACE

The race is over when either boat crosses the finish line or the race is canceled. You
may reselect any of the racing options from the first display screen by pressing the
OPTION and SELECT keys. Press START for the next race. After a few seconds, a
new course displays and the next race begins.
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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 3D-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 economically 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





PROGRAM

P.o. Box 3705
Santo Claro. CA 95055

Review Form

We're interested in your experiences with APX programs
and documentation, both favorable 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 know whether our

1. Name and APX number of program.

instructions are meeting your needs. You are our best
source for suggesting improvements! Please help us by
taking amoment to fill in this review sheet. 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 comprehensive?

6. On ascaleof 1to 10.1 being "poor" and 10being "excellent", please rate the following aspects of this program:

___ Easy to use
___ User-oriented (e.g.• menus. prompts. clear language)
___ Enjoyable
___ Self-instructive
___ Useful (non-game programs)
___ Imaginative graphics and sound



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

. What did you especially like about the user instructions?

What revisions or additions would improve these instructions?

). On a scale of 1 to 10, 1 representing "poor" and 10 representing "excellent", how would you rate the user
instructions and why?

I. Other comments about the program or user instructions:

ATARI Program Exchange
P.O. Box 3705
Santa Clara, CA 95055

[seal here)


