IMTRCHDUCTIOMN
IMSERTING CARTRIDGES
USING THE CONTROLLERS
T BECIN PLAY

Console Controls

A SYSTEM EBESET
|1 AP TIOM
- BELECT
D, START

[ 4 - e
Enfticulty Levels

GAME VARTATIONMS AMD QPTIORNS

o TIC-TAC-TOEBOTTHOM- LI

B. NUMBER OF PLAYERS: 1/

o ATARTIMG PLAYER: X0

0. PLAYING MODE: PEAYSET UP

I COMPLTER MAKES CINE MO
FOIR YO NOYE S

'lr.

SCREEMN MESSAGES

A ILLEGAL MOV

B COMPUTING

€ YOU CAN WIN IN fn) MOVES
D WARNING: | CAN WIN IN [n)

MOWES
i I WILL WIEN M -fn) MOVES
F [
G YO WM

STRATECY

A T HC-T ATl
B, BCT TP
il MA TRIR



. INTRODUCTION

Here ars some of the ways to win using all fowr
plares:

TIC-TAC-TOE and BOTTOM-UP are plaved on
424 x4 grids which are represented on the tele-
wisizn screen by a perspective drawing of four
square boards or plames. The object of the game is
to place four X's or four O in one horizontal, ver-
tical, or diagonal row, using one plane or all four
planes. You must do this before your opponent
does, or before the computer does, to win.

TIC-TAC-TOE and BOTTOM-UP can be played by
Ewo opposing plavers, or by one person against the
computer, BOTTOM-UP iz a slightly different game
than TIC-TAC-TOE. See Section V.— GAME VARIA-
TIONS AND OPTIONS (Subsection A), for a detail-
ed description of BOTTOM-LP.

The following examples show some of the wiays to
win using only cne of the four planes or levels:

In total, there are 76 possible ways o win. It ks not

possible to win by using two or three planes, you
must use one of all four




ll. INSERTING CARTRIDGES

This Came Cartricdge playvs on the ATARF® 400™ or
the ATARI BOO™ system. Insert i the LEFT CAR-
TRIDGE slot on the ATARI B0 system, Be sure the
POWER ONIOFF awitch s ON. The ATARI 400 bnd
ATARID B svstems shut off actematically shen
tver the cartridge door is lifted, This prevents
damage to the computer and to the cartridge

{The power indicator light on the console will be on
whoen the power is ON and the cartridee deor is
closed, and off when the door 15 open, )

[Il. USING THE JOYSTICK
CONTROLLERS

Blse wour jovshick: Controblerns
with this Game Cartridge Be
sre  too plug  the  controller
cahlés fiomly mio the number 3
and 2 Ird-:_'l-:-. wen thee frant, beft
sude of  your ATARI 4000 or \‘\d_‘--"
ATARI B console, Hold the

contraller with the red buiton to vour upper Dok
taward the television screen when plaving

Use the number 1 ar far [eft consobe jack for one
player garmies

WOE U
WOHE To move your “cursor’  ithe

HEORLLY Klinking X o O) right or left,
mone wiut [oystick rghit or left
Your cursor will wrap -arsund
[eisappear on one side of the
lewel or plane and appear on the
otber sichie), Mowve the Joystick
forward fo mave your Larsor ups move the Joystick
down to move vour curser down. The cursor moves
trom level o level whisn void mowve the Jovstick for-
ward of backward, By putting the Joystick i a
diagonal position; the cursor moves diagonally
and alsg moves from level to level

BT D

lo place an'X or an O on the soreen, press the red
controler button when the curdor is in the square
you wish Wy cocupy. The last move made is i
dicated by & blinking X or O in the appropriate
Sqguane

V. TO BEGIN PLAY

Console Controls

A, SYSTEM RESET

Pressimg the SYSTEM RESET button on the com
puler console has the same effect as turning the
syatem an, If will also reset a game to the starting
peivint if pressed during game play

B. OPTION

Lise the OPTION button on the computer console
tor diaplay the various game options on the screen
Holting the OPTION button down causes the
message 4t the top of the screen display to change
every b sevonds

P Bollowing messages will ke displayved on the
screen fone 3t a timel when the GPTION hottan i
pirissdd

LSE "OPTION" KEY TO DISPLAY OPTIOMS

TO CHAMGE PRESS 15T LETTER OF OPTION
DIFFECULTY LEVEL (USE “SELECT” KEY): 1
GAME VARIATHON: TIC-TAC-TOEBOTTOM-LP

MUMBER OF PLAYERS: 172

STARTING PLAYER: XIO

PLAYING MODE: PLAY/SET UP

COMPUTER MAKES 1 MOVE FOR YOU: NOIYES

For the fast five options just listed, the selected op-
tion blinks on the screen. For example, if you press
B on the kevboard, the game varation message is
displaved (TIC-TAC-TOE/BOTTOM-UP] and
BOTTOM-UP Blinks an the screen When the. car
tridge 5 first started, or after SYSTEM RESET o
pressed, the first opthen of each pair 5 the onpe
selected and the ane that blinks.

All of the options ard explained fully in Section
V.= GAME VARIATIONS AND OPTIONS, with the
exception of Difficulty Lewvels, which i= explained
next.

C. SELECT (Dhfficulty Levels)

Fress the SELECT button to choose the difficulty
leweel you wish to play. There are eight levels, as
you will see at the top, rght cormer of the screen
each time you press SELECT.

Ab fevel 1, the CrHmpLLET mMoves 1_|1,.|it;kh' arvd s ‘|..'ur|1||
easy bo beat At level B, the computer may think or
"compute’’ for as long as 20 minutes betare making
its. mowve and s very difficull to beat, Check the
GAME MATRIX (Section VIIL) fo: the number of
moves the compulter leoks ahead during each skill
bewel, as well as the “compate’ or move Lime Tor
each lewvel

The diffnr'u[:\- lewel has no effect in twirplayer
games, except when the computer moves for one of
the playvers [see Section V.. Subsection E). When
this occurs, The computers move cormesponds 1o
the ditticulty level currently selected,



IO MAKE THE COMPUTER MOVE IMMEDIATELY
WHILE IT 15 "COMPUTING™ ITS NEXT MOVE,
FRESS THE SELECT BUTTOM. This may be done
during a game instead of changing or lowering the
difficulty level,

The difficulty level may be changed during a game
except when the computer 13 “computing”™ its next
MICe

D. START

Press the START button to clear the screen and
begin 4 new game The currently selected options
remain the same when START is pressed.

V. GAME VARIATIONS
AND OPTIONS

A, TIC-TAC-TOEBOTTOM-UP

Press T on the keyboard to select TIC-TAC-TOE.
Moves can be made in any unoccupied square. See
the INTRODUCTION (Section 1) for other game
play details of TIC-TAC-TOE

The B key selects BOTTOM-UP. In this version,
play must begin on the bottom level or plane of the
display. A move can be made to a square in one of
the top three levels ONLY if the corresponding
square in the level directly below has been played
in previausly. (The object, of course, is the same as
TIC-TAC-TOE —to place four X or four O in a
owl
BOTTOM-LIP
Examples showing when fourth square of a line
CANNOT be used.

In BOTTOM-UP, it is possible for a player to have
three markers in a row, but to be unable 1o win
since the fourth square of that line cannot be used
isince the corresponding square below hasn't been
played in previously —see diagram). In TIC-TAC-
TOE, az opposed to BOTTOM-UP, yvour opponent
must always block yvour threein-a-row markers to
prevent you from winning.

CHANGING FROM ONE CAME TO THE OTHER (T
and B keys) CLEARS THE BOARD FOR A NEW
GAME

B. NUMBER OF PLAYERS: 12

Press the 1 key for a one-player game against the
computer Press 2 on the keyboard for a two-player
game. YOU MAY CHANGE THE NUMBER OF
PLAYERS AT ANY TIME DURING A GAME.

C. STARTING PLAYER: X/O

The lett playver (using Joystick #17 is always X the
right player (using Joystick #2) is always 0. In one-
player games, the computer is always 0, Press X to
hawe X start and press 0 to have O start

D, PLAYING MODE: PLAY/SET UP

You can press P to play a game, although when the
game is first turned on or reset, it will automati-
cally be in the PLAY mode. For a “SET UP” mode
press § When the SET UP mode is in effect vou can
use the far lett or number 1 Joystick to place X's or
s anywhere on the screen. Press the red con-
troller hutton on the loystick Controller to place
markers, Hold the button down and the cursor
alternates between X's (X), Os (0], and apen or
blank squares on the screen so that you may place
whichever yvou wish in the desired sguare.

Use the SET UP mode to practice or experiment
plaving in various situations. You may also use it to
take back a move. Press P to start playing again.
The currently selected plaver will be the first to
move after the SET UP mode has been in effect.

Fressing § while the computer is completing its
next move causes the computer to play immedi-
ately, after which it goes into the SET UP mode.

E. COMPUTER MAKES ONE MOVE FOR YOU:
MOIYES

Whenever you want to find out what the computer
would do in your current situation, press the Y {YFS)
key. The computer will then move ance for you,
and then automatically change the option message
back to NO. In oneplayer games, the computer
will make its own move immediately after maoving
for vou. The computer will only move for vou when
it is your turn to play.

This option does not waork in the SET UP mode,

NOTE: The OPTION bufton may be used at any
time during a game or otherwise to display the
various options, Pressing a key to select an option
can be done even when the carresponding message
is not being displayed. The appropriate message
will appear after the kev s pressed.



VI. SCREEN MESSAGES

The second message line on the screen informs you
what is happening during a one-player game, as
seen by the computer. The messapes are as follows:

A. ILLEGAL MOVE

This message will be displayed on the screen when
a player has pressed the red controller button in an
attempt to move into a sguare which is already oc-
cupied. Or, in the case of BOTTOM-UP, this
message will appear when a player attempts to oc-
cupy a square when the corresponding square In
the level below has not been played in previously

B. COMPUTING

The COMPUTING message is displayed when the
computer is working on its next move It looks from
one to nine moves ahead [depending on the dif-
ficulty lavel), to determine the best possible move.

€. COMPUTING: YOU CAN WIN IN [n) MOYVES
This message is shown when the computer deter-
mines that you can win unless it blocks you, which
it will if it can. The computer will display this
message in TIC-TAC-TOE. but not in BOTTOM-UP.
The variable (n] may range from 2 through 9,
depending on the difficulty level

D. WARNING: | CAN WIN IN (n) MOVES

You will see this message when the computer deter-
mines that it can win in (n) or Fewer mowves, unless
you black it in your next move, Again, the varakre
[n) can range from 2 through 9. Ta keep you alert,
the computer will not always tell vou when it can
win in one move, or when it has three in & row,

E. | WILL WIN IN (n] MOYES

It's all over whenever you see this message on the
screen. The computer is forcing you to block and
will win in the next few moves. If yvou don't con-
tinue to block, the computer will win in even fewer
moves. Either way, better luck next time.

F. 1 WIN
Displayed on the screen when the computer wins
G, YOU WIN

Displayed on the screen when you beat the com-
puter, or when either player wins in a two-player
game

MNOTE: | WIN and YOU WIN blink on the screen
when displayed.

VII. STRATEGY

A. TIC-TAC-TOE

To beat the computer or another player, you must
pilace two three-in-a-rows so that the opponent can-
not block both of them. [(Occasionally, you may
win when an opponent happens to miss seeing that
you hawve three-in-a-row, but such strategy cannot
be relied upon.]

At higher difficulty levels, placing three-in-a-row
becomes more difficult. One of the secrets to play-
ing good TIC-TAC-TOE is to play in the 16 “strong™
sguares (the eight outside corner squares, and the
eight inside center squares—see diagram), at the
beginning of a game

X - Dutside “strong” squares,
() - Inside “strong” sgquares.

Tey to take over or dominate planes, The four TIC-
TAC-TOE boards represent horizontal, vertical, and
diagonal planes. When you place three or four
markers in one plane and your opponent has none,
you can probably win, Continue to force the oppo-
nent to block until you have two three-in-a-rows
which cannot both be blocked in one move.

When planning your moves during a game, don’t
lose sight of the fact that your opponent is doing
the same. Blocking your opponent’s mowves (s
equally important to establishing a strategy of your
LR

It has been proven that the first playver to move can
always win, provided he or she plays a perfect
game, The computer on the other hand, has a
degree of randomness programmed into its play, so
it will not always play a perfect game. even at the
highest diffrculty level (8] This gives the opponent
a chance to win, if he or she is a skilled player.



B, BOTTOM-UP

It 15 possible to have several three-in-a-rows in

BOTTOM-UP and wvet be vnable to win since the
fourth square of each line cannot be used. One
pood strategy is to establish as many of this tvpe of
three-in-arows as possible, Then, near the end of

the game most of the squarées will have been filled

Your opponent may have no choice but o play in

the square below the ampty sguare inoone of youl

limes. This will alfow youw to play in the square
above ta complete the fourin-g-ros oowin

Vill. GAME MATRIX
COMPUTER'S APPROXIMATE MOVE TIME
owncuury | RuBER On v
LEVEL LOOKS AHEAD TIC-TAC-TOE BOTTOM-UP

1 1 Y SECOND 1 SECOND GR LESS
2 Z 3 SECOMDS OF LESS 3 SECONDS OR LESS
§ L] T MINUTE OR LESS 10 SECONDS OR LESS
4 4 3 MINUTES OR LESS A SECOMDS OR LESS
B i 19 MIMUTES. OF LESS | MINUTE OR LESS
fi L 10 MINUTES OR LESS 10 MINUTES OR LESS
7 9 10 MINUTES OR LESS 10 MIMUTES OR LESS
fi i S0 MINUTES OR LESS 15 MINUTES OR LESS
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