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. On receipt of this computer prograrn and
aEsociated documentation (the softwarelr the author grants you a nonexclusive liense to
exeorte the endosed software and to rnake backup or archival mpies of the computer progriufl
for your personal use onlyr and only on the condition that all copies are conspiorously marked
with the sarne copyright notices that appear on the original, This software is copyrighted. You
are prohibited from reproducingr translatingr or distributing this software in any
unauthorized manner.



TRADEI.IARHS OF ATARI

The following are trademarks of Atarir Inc.

ATARTO
ATARI 400" Elome Computer
ATARI 900" Horne Computer
ATARI 410" Frogram Recorder
ATARI g1O" Disk Drive
ATARI 920-4Holunin kinter
ATARI fl?3"Thermal Printer
ATARI 825-80-Colunm kinter
ATARI 830" Amustic Modern
ATARI 8s0"Interfase Module

************** *****+
Distributed by

The ATARI Rogram Erdrange
P. O. Box 427

155 Moftett Fark Driver E-l
Sunnyvaler CA 94086

To request an AFI Software CataloEl write to the address abover sy nll toll{reet

800/Sl8- I 862 butside California)
Wl 672-t850 (within Cdifornia)

Or call our Saleg nunberr 408./745-5835.
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.INTRtrLTUCTION

OVERVIEW

MATHEMATIC-TAC-TOE is an educational variation of the traditional tic-tac-toe game
designed to sharpen basic computational skills, Two players square off against each
otherr while the computer poses sn3fhsrnatir:l problems. A player chooEes an unoccupied
square on the nine-square gridr and the computer then poses a problem' If the player
answers correctlyl the computer places the player's syrGol (X or O) on the square, The
winner is the first to fill a rowr columnr or diagonal line with his or her symbol. The
game is a draw if neither player fills all the squares in a row, ctrIumnr or diagonal line,

MATHEMATIC-TAC-TOE features indude (1) four kinds of problems--multiplicationr divisionr
additionr or subtractioni (?) 15 levels of diffiollty for each kind of Froblemi and (3)
15 time limit levels for answering a problem. With so many variationsr you never outgrow
or outrnaster MATHEMATIC-TAC-TOE.

REAUIRED ACCESSORIES

Cassette version
16K RAM
ATARI 410 Program Recorder

Diskette version
24K RAM
ATARI EtO Disk Drive

ATARI EASIC Language Cartridge

CONTACTI}IG THE AUTHOR

Users wishing to contact the author about UATIIEMATIC-TAC-TOE may call him ati

71.3/ 661-87?0
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GETTING STAftTED

LOADING MATIIEMATIC-TAC.TOE INTO CCIMPUTER MEMORY

1. Insert the ATARI EASIC Language Cartridge in the (Left Cartridge) slot ofyour
computer.

2, MATIC-TAC-TOEi

ar Turn on your TV set.

b, Turn on your computer and connect your prograrn recorder to the computer and to a
wall outlet,

c, Slide the MATHEMATIC-TAC-TOE cassette into the prograrn recorder'E cassette holder
and press REWIND on the recorder until the tape rewinds completely. Then press PLAY.

d. Type CLOAD on your computer and then press the RETURI{ key two times. The tape
will load into computer memory.

e' After the tape finishes loadingr the word READY will display on your TV screen,
Type RUN and press the RETURN key, The first display screen will appear on your TV
SCfEEtlr

ATIC.TAC-TOE!

a. Turn on your disk drive,

b. When the EUSY light goes outr open the disk drive door and insert the
MATHEMATIC-TAC-TOE diskette with the label in the lower right-hand trorner nearest to
you. Close the door,

c, Turn on your computer and TV set.

d. When the READT prompt displays on your TV screenr type RUN 'D|}[ATHTIC" and press
the RETURN key, If you're using more than one disk driver remember to follow the
device initial (D) with the nurnber of the drive containing the MATHEMATIC-TAC-TOE
diskette (e'9.1 RUN "DS|MATHTIC" for disk drive two), The program wilt load into
computer mernory and start.
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FIRST DISPLAY SCR.EE}{

The title I'IATIIEI/(ATIC-TAC-TOE displays
along with some sound effectsr followed by
disappears and the program draws the garne
linesi

at the top of your TV screen for a few secondsr
the copyright messagE, Then the title
gridi two horizontal lines and two vertical
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Figr-rrs 1 Gane Grid

CHOOSING YOUR OFTIONS

Before beginning to playr you answer five prompted questions about the kind of problem
you wantp the level of diffiorltyr the time limitr and your first narnes, Answer each
question by typing in your response and pressing the RETURN key.

Firstr the computer askE you to type in each player's first hEmrr The prompts arel

INFUT FLAYER ONE'S FIRST NAI.IE

INFUT FLAYEFT T].IO'S FIRST NAI.IE

In response to each promptl you may type a name aE lon! as eight characters (and press
the RETURN key!.

Then the progratfl asks you what kind of problem you want to work on, The prompt isi

Do Hor..r wBFrt 1',o solve [t-rlt,i.pliSEtioFrr
D"j. vi siot-r r 0ddit i ot-r r or $r-rbtr actiorr
p r oh I ents (H/ D/A/S ) ?

Type the first letter of your preferred problem and press the RETURN key. For exampler
type M and press the RETURN key to choose multiplication problerns.

Nextr the program asks you for your preferred level of diffiotlty. The pronrpt isl

!{HAT LEVEL OF DIFFICUI..TY?
L-EASIEST 1S-HARDEST (Q is sussested. )

The prograrn suggests level 5 for starterE because this level poses problems most people
are accustomed to answering' For exampler level 5 ontains nulltiplication problems up to
about 1? x 1?r the point to which most students memorize their tirnes tables. You can use
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this erample as a reference point for choosing more or less diffiqrlt problems. Type your
number and press the RETLTRN key.

Nextr the computer Ssks you for a time limit for answering each problem. The prompt isi

I.{HAT TIME LIMIT LEVEL?
( !-Easiest !!-Hardest)

The time limt for level t is 35 1./2 seonds and for level 1,5 is2ll? seonds, Type the
number you want and press the RETURN key,

Then the computer displays each player's symbol (X and O) briefly at the bottom of the
sEF€Erlr Player one uses X's and player two uses O's.
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FLAYTNG FTATHET,IATIE-TAC-TOT

THE GAME GRID

After answering theEe five questionsr the computer places a number in each square of the
tic-tac-toe grid. It now looks approrirnately like thisi
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Figt-t1's 2 Numbered Game Gnid

TAKING A TURN

The object of the game is to place your symbol (X or O) on three conseertive squares
before your opponent doeE. You can place them in a rowr for example, in squares 1r 2r and
3, Figure 3 shows this completed rew.

fato
xix!x

Fiqt"tlP 3 ComPLeted ftow

Orp you can place them in a columnr for exarnplel in squares 2r 5r and B, Orp you can
place them diagonallyl for examples in squareE 3r 5r and 7,

The computer asks your by DBrnEr what square you want. Type the MEg of the square you
want to occupy and press the RETURN key, (Note. Don't try to be sneaky and type in the
nurnber of a square already having an X or O. If you try it or if you try typing a nurnber
other than 1 through 9r the computer will politely and persistently ask you to choose a
legal square.)

. After you choose your squarer the computer displays a math problem in standard (school)
form for you to solve. Depending on the time lirnit you chosel you have between 2 and 36
seeunds to type your answer (and press the RETURN key). As you type in the aflswerr eBch

foto
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7t8i9
0foo
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digit appears in its correct colurnnr that isr lined up in the one's trolumnl the ten's
colurnnr or the hundred's co1urfln. The computer recognizes only keys 0 through ?, RETURN,
and DELETE./EACK S (which you can use to correct an answer prior to pressing the RETURI'I
key), If you answer correctlyr the message CORRECT! displays and the cornputer places
your symbol in your chosen seuElrEr If you answer inmrrectlys the message WRONG.
displays and the square remains unchanged. If you don't answer within the time limitr a
buzzer sounds and the rnessage TIME'S UP! displays. After one of these respors€sr it's
your opponent's turn.

If you think you get asked all the tough problems and your opponent gets all the easy
onesr better luck nert time. Tour opponent might think just the reverse!

The first player to complete a line in any direction wins the round, The message
CONGRATULATIONS: displays next to the player's hamer If you and your opponent filt all
the squares without either one cornpleting a liner then the message "Sorryr it's a
STALEMATE!" displays instead.

RESTARTING TIIE GAME AND PLAYING ANOTHER ROUND

Interrupting a garne

If you want to interrupt a garne and start over for any reasonr prESS the SYSTEM RESET
keyr type RUNr and press the RETURN key. The progriiln title will redisplay and you can
re-enter your giune options.

Playing another round

To play another round after completing onel prese any key other than the SHIFTT CTRLr
or EREAK keys. The p',ograrn asks you "DO YOU WAIIT TO KEEP THE SAME NAMES? (T/N)". Press
the "Tn key to play again using the sarne player namesl press the "N" key to enter new
narnes in response to program prompts'

Then the FrogralTr asks "HOULD YOU LIKE TIIE SAME SETUP? (Y./N)". The "setup" indudes the
arithmetic operation (additionr subtractionr multiplicationr or division)r the level of
diffiorltyp and the time lirnit. Press the "Y" key to play again using the same setupl
preEs the "N" key to enter new options in response to program prompts, The garne grid then
redisplays and you're ready to play another round.
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FRT}E:LET,IS USING I'TATHEI,IATIC-TAC-TBE

You might accidentally type Eomething the prograrn won't
accidentally press the EREAK key causing the Frograrn to
sor type POHE 7-a?rl|CONT and press the RETURN key to
statement prevents the distracting Eursor frorn appearing

affiept. For exanpler you might
stop at some points. If you do
continue or restart the galne, (This
when the progriun continues.)

trtrI.II.IENTS TIROI'I THE AUTIfiR

The goal of MATIIEMATIC-TAC-TOE is to drill and sharpen the math skills of individuats
while having fun' It was originally intended for classrootn usEr (An earlierq less
sophisticated version of my gane was used successfulty at my high school,) lilhile talking .

one day to a parent about the programr she enthusiasticalty totd me she,d love to buy th-
progriun for her kids. They'd play it for funr she saidr but she,d feel at ease knowing
they were also learning somethihg, Sol whether you're using MATHEMATIC-TAC-TOE at home or
in the dassroomr have a good time!
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UMITED WARRANTY ON I.IEDIA AND ITARDWARE ACCESSORIES,

Wer Atarir lilc.r guarantee to yous the original retail purchaserl that the medium on
which the APX program is recorded and any hardware accessories soid by APX are free from
defects for thirty days from the date of purchaser Any applicable implied warrantiesl
induding warranties of merchantability and fitness for a partiedar purpose, are also
limited to thirty days from the date of purchaser Some stateE !sp'f ellsp limitations on
a warranty's periodp so this limitation might not apply to you. If you discover such a
defect within the thirty-day periodp c'll AFX for a Refurn Authorization Numberr and then
return the product along with proof of purchase date to APX. We will repair or replae
the product at our option.

Tou void this warranty if the APX produtrtl (l) has been misused or shows signs of
excessive wearl €) has been damaged by use with non-ATARI productsi or (3) has been
serviced or modified by anyone other than an Authorized ATARI Service Center. Incidental
and consequential damages are not covered by this warranty or by any implied warranty.
Some states don't allow erdusion of incidental or mnsequential damages; so this
erdusion might not apply to you.

DISCLAIMER OF 
'{ARRANTT 

AND IJABILITY ON COMPI'TER FROGRAMS.

Most API progratns have been written by peopte not employed by Atarir Inc. The prograrne we
selest for AFI offer something of vdue that we want to make availabte to ATARI Home
Computer owh€rsr To offer these programs to the widest number of people economicallyr we
don't put APX products through rigorous testing. Thereforer APX produts are sold "as is,'r
and we do not guarantee them in any way. In partiodEf,r w€ make no warrantyr erpress or
imPUedr induding warranties of rnerchantability and fitriess for a partirular purposrr W€
are not liable for any losses or damages of any kind that result frorn use of an APX
product.
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REVIEW FORM

We're interested in your experiences with APX programs and doornentationr both favorable and
unfavorable, Many software ar.lthorE are willing and eager to improve their programs if they know
what users want. Andr of couFSEr we want to know about any bugs that slipped by usr so that the
software author can fir them. We also want to know whether our doementation is 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 sed it so that the address on the bottom of the
badc becomes the envelope front. Thank you for helping us!

1. Narne and APX nurnber of prograrn

?. If you have problems using the progranr please deseribe them here.

3. what do you especially like about this prograrn?

O 4. What do you think the program,s weaknesses are?

5. How can the catalog desoription be more acorate and/or comprehensive?

a. On a scale of I to 10r I being "poor" and 10 being "ercellent,,r please rate the following
aspects of this prograrn?

Easy to use
User-oriented (e.go; fnEhusr promptsr clear language)
Enjoyable
Self-instructive
Useful (non-gane software)
Imaginative graphics and sound

7. Describe any technical errors you found in the user instruetions glease give page numbers).



g. What did you especially like about the user instructions?

?. What revisions or additions would improve these instructions?

10. On a scale of I to 10r I representing "poor" and l0 representing ,,excellentol how would you
rate the user instructions and why?

I 1. Other comrnents about the software or user instrustionsi

I

ISTAMPI
I

ATARI Program Erchange
Attnl Rrblications Dept.
P.O. Bot 30047
6t) E. Plurneria Drive
San ,foser CA :?5lFt.t

[seal here]






