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PUZZIL.LER

by

Paul R, Lewandowski

Program and manual contents ©1983 Paul R, Lewandowski

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 reproducing, 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 toli-free:

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

Or call our Sales number, 408/727-5603

Trademarks of Atari

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

Limited Warranty on Media and Herdware Accessories. Atari. Inc. ("Atari”) warrants to the original consumer purchaser that
the media on which APX Computer Programs are recorded and any hardware accessories soid by APX shall be free from
defects in material or workmanship for a period of thirty (30) days from the date of purchase. |f you discover such a detect
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 vaiue. as Atari assumes no liability tor
loss or damage incurred during shipment.

This warranty shall not apply if the APX product has been damaged by accident. unreasonabie 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 aiso
limited to thirty (30) days trom the date of purchase. Consequential or incidental damages r Iting from a ' of any
applicable express or implied warranties are heredy exciuded.

The provisions of the foregoing warranty are valid in the U.S. only. This warranty gives you specific legal rights and you may
8i30 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 aliow the exclusion of incidental or cor ges. 30 the above limitations and exclusions may
not apply to you.

Discisimer of Warranty on APX Computer Programs. Most APX Computer Programs nave been written by people not
empioyed by Atari. The programs we seiect tor APX offer something of vaiue that we want to make availabie to ATARI Home
Computer owners. in order to economically otfer these programs to the wi ber 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
capabulities or utility of APX Computer Programs are not t0 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 alieged to be caused directly or indirectly by APX Computer Programs. This
disclaimer inciudes. but is NOt limited t0. any interruption of services. l0ss of business or anticipatory profits. and/or incidental
or consequential damages resuiting from the purchase. use. or operation of APX Computer Programs.

- Some states do not aliow the limitation or exclusion of implied warranties or of incidental or consequential damages. 30 the
above limitations or exclusions concerming APX Computer Programs may not apply 10 you.




Introduction

OVERVIEW

PUZILER is a game that brings the age-old pastime of jigsaw
puzzles to your computer. You don‘t have to spread the pieces
out on your dining room table, but you can work as many as
twenty different brightly colored puzzles.

You can choose to see the completed puzzle befare you begin, or
try to work it from your imagination. When you begin solving the
puzzle, you see a grid on the screen with spaces for the puzzle
pieces. The pieces are arranged randomly below the grid. Using
the joystick, select a puzzle piece and direct it to the place in the
grid where it belongs. There’s no penalty for making a mistake,
but when the picture is complete, the program displays the
number of moves you made,

REQUIRED ACCESSORIES
ATARI BASIC Language Cartridge
One ATARI Joystick Caontroller

ATARI 810 or 1050 Disk Drive
32K RAM

CONTACTING THE AUTHOR

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

11 Biron Ave.
Lewiston, ME 04240

or telephone him at!

(207) 784-5162



Getting started
LOADING PUZILER INTO COMPUTER MEMORY

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

2. Plug your Joystick Controller into the first controller jack of
your computer console,

3. Turn on your disk drive.

4, When the BUSY light gjoes out, open the disk drive door and
insert the PUZILER diskette with the label in the lower
right-hand corner nearest to you. Close the door. (Use disk
drive one if you have more than one drive.)

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

THE FIRST DISPLAY SCREEN

When the program has loaded into computer memory, the
following screen appears:

Puz=ler

USE JOYSTICK TO SELECT FICTURE

Push Joystick Button when ready

x-FLOWER -BANANAS
-GATOR -BURGER
-PHONE -BALLOONS
-=COINS -TROPIC
-BoY -GRAPES
-GIRL -HYDRANT
-FLOPPY -0CTOPUS
-ABSTRACT -SPACE
-SHIP -ELEPHANT
-APPLES -PIG
(c)1983 Paul R. Lewandowski

Figure 1 screen



Using PUZZLLER

SELECTING A FICTURE

To select a picture, move the joystick to position the asterisk
beside the picture you want. Hold the joystick with the red
button in the upper left corner. Move the joystick toward the
screen to move the asterisk up, and toward you to move the
asterisk down. Move the joystick right ar left to move the
asterisk between the columns.

When you’ve selected a picture, press the red joystick button.

PUZILE PICTURE DISPLAY

You can choose to display the complete picture beside the purzie
grid, or just display the puzzle grid and the pieazs, and guess how
the completed picture looks.

When you press the red joystick button, a white screen with a
colored text window appears. The following prompt appears:

Display puzzle picture?
YES <-> NO
Push joystick in direction of choice

Push the joystick to the left or right to make your choice. Mave
the joystick to the left (YES) to display the completed purzle
picture along with the pieces.

The screen displays the message "NOW LOADING" and the name
of the puzzle picture you've chosen.

SOLVING THE PUZILES

The screen now displays a puzzle grid in the upper right corner,
either a completed puzzle picture or nathing in the upper left
corner (depending on the choice you made), and sixteen puzzle
pieces in two rows of eight at the bottom of the screen.

A black bar appears under the top left piece of the two rows of
puzzle pieces. Study the puzzle grid and dedde which pieces you
want to put in which squares, Move the joystick to guide the
black bar to the piece you want to put in the purzle, Press the



red joystick button.

The bar now appears in the puzzle grid in the upper left square.
Move the bar to the square you want to put the piece in. Press
the red joystick button. If you’ve chasen the right piece for that
square, the piece is drawn on the grid. If you’ve chosen the
wrong piece, a buzzer sounds.

Your black bar returns to the rows of pieces, and you can
continue selecting pieces and places until the purzle is complete.

If you press the START key before you finish solving a puzzle,
you return to the main menu.

SCORING

When you complete the puzzle, the program displays the number
of moves you took to complete the puzzle, as follows!

You completed the PUZZLE in
17 moves
Press JOYSTICHK BUTTON to play agzin!

If you completed the puzzle in only 16 moves, PUZILER
congratulates you for a perfect score.

Scoring isn‘t cumulative. It starts again each time you select
another puzzle,
RESTARTING THE FROGRAM

At any time during the game, you can restart the program by
pressing the START key. You return to the main menu.

The only exception is during the time your score is displayed at
the end of a round of play. To restart here you must press the
joystick button,



P.O. Box 3705
Santa Clara. CA 95055

APX

ATARI 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 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!

Puzzler (230)

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 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
Self-instructive
Use (non-game programs)

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

Imaginative graphics and sound



~ 7. Describe any technical errors you found in the user instructions (please ¢
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
would you rate the user instructions and why?

11. Other comments about the program or user instructions: , -

From

STAMP

Apy ATARI Program Exchange‘
P.O. Box 3705

()

N Ssanta Clara, CA 95055

{seal here]




