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INTRODUCTION

OVERVIEW

EUMPER POCOL is a two-player game that resembles the popular pocl hall game. You each
start with five balls; yours are at one end of the table, and your opponent’s are at the
other end. The objact is to pocket all five of your balls in the opening at the opposite
end of the pool table from which you start before your opponent does 2o with his or her
balls, Bumpers located in the center and at each end of the table block direct shots.
Thus, you must use bank shots off other balls or cushion shots off the table edge to
align a ball for a clean shot at the opening, On each turn, you choose which ball to

move, the direction in which to move it, and how far to move it. You also must decide
whether to play offensively by shooting for an opening or defensively by hitting your
opponent’s ball away from its intended opening.

REQUIRED ACCESSORIES

Cassette version
16K RAM
ATAFRI 410 Program Recorder
Diskette version
24K RAM
ATARI 810 Disk Drive
ATARI BASIC Language Cartridge
A set of ATARI Joystick Controllers

CONTACTING THE AUTHOR

Users wishing to contact the author about BUMFER POOL may write to him at

7aléd Burke Street, MNE
Albuquerque, New HMexico B7109



GETTING STARTED

LOADING BUMFER POOL INTO COMPUTER MEMOCRY

1. Plug the joystick controllers into the two left—hand controller jacks (jacks | and 20
on the front of your computer consale,

2. Insert the ATARI BASIC Language Cartridge in the (Left Cartridge) slot of your
computer.

2 v the caccette v i i1

-

a: Turn on your TV set,

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

. Slide the BUMFER POOL cassette in the program recorder’'s cassette holder and
press REWIND on the recorder until the tape rewinds completely. Then press FLAY.

d« Type CLOAD on your computer and then press the RETURN key two times, The tape
will load into computer memary,

8. After the tape finishes loading, the word READY will display on your TV screen.

Type RUM and press the RETURHN key. The first display screen of EUMPER POOL, as
described below, will appear on vour TV screen.

1f you have the dishette version of BUMFER POCL!

a, Turn on your disk drive.

b. When the BUSY light goes cut, open the disk drive door and insert the EUTMPER POOL
diskette with the label in the lower right—hand side nearest to you.

. Turn on your computer and TV set.

d+ When the READT prompt displays on your TV screen, type RUN "DIPOOL" and press the
RETURMN key. If you're using more than one disk drive, remember to follow the device
initial (D} with the number of the drive containing the BUMPER POOL diskette (e.q.,

RUNR "D2iPOOL" for disk drive twol The program will load into computer memory and
start,



FIRST DISPLAY SCREEM

The following information, together with a short sound and color show, displays on your
TV screen while the program creates the pool table!

WELCOME TD THE

EUMFER FOOL TOURMAMENT

Z FLAYERS USINMNG JOYSTICKS 1 AND 2!
STICK #1 USEE BALLS 1-5
STICK #2 USES BALLS &-10

FLEASE WAILT WHILE I CREATE THE BALLS

e s P Y P S S NS RS R RS S S A A R M S e e e e e e e

This message appears only once--when you start the game using the RUN command. Additional
rounds start immediately after the end of the previous round.



FLAYING BUMPER FDOL

THE POOL TAELE

The pool table is an outline of a rectangular table with an opening at sach end. Eight
round bumpers irepresented by X's in the figure below! are in the middle and two are at
gach end of the table. Balls 1 through 5 (represented by their digits in the figure
below) are on the left-hand side of the table and balls & through 10 are on the
right-hand side of the table. Using the joystick in jack one, player 1 controls balls 1
through 5 using the joystick in jack two, player 2 controls balls & through 10,

The bottom of the screen shows ball selection, direction, distance, and balls already
pocketed for left (player 1) and right iplayer 2} players. (Because the left side always
goes first, you might want to alternate joysticks with your opponent for each round)

The table, balls, and text all display in white on a dark green background for player 1's
turn. The screen background changes to light green and the table, balls, and text change
to black for player 2's turn.

The playing field looks approximately as follows.
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| |
| 4 X e |
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| 2 |
| |
LEFT EBALL: 1 RIGHT BaAaLL:
DIRECTIOMN: DIRECTION:
DISTANCE ! DISTAMCES
BEALLS DOHN EALLS DOWM

Figure 1 EUMFER POOL Table and Screen



FLATING STEPFS
Indication of player's turn

The first line of text below the pool table, LEFT BEALL/RIGHT BALL, indicates both whose
furn it is and which ball is currently in play, The initial display showse a | next to

LEFT BALL, indicating ball ! is in play (and that it's therefore player 1's turn). Change
the ball number by holding your jovstick controller so that the red button is at the

wpper left—-hand side nearest your TV screen and pushing the joystick forward toward the
TV screen, Give additional pushes on the joystick until the number displays of the ball

you want to move and then press the red button.

#s5 you pocket each ball, its number displays on the last line of text, BALLS DOWHN, and
that number no longer displays when you push your joystick to select a ball,

Directing the ball's line of movement

The second line of text, DIRECTION, indicates the line of movement you want the selected
ball to take, an arrow displays on this line after you select the ball to play, Try to

center the ball so that it will go into the opening with a straight shot. Again, push
forward on your joystick until the arrow points in the appropriate direction and then

press the red button,

The program prevents both players from shooting any of their balls into the opening at
their own end of the table, Balls 1 through S must go into the right-end opening and
balls & through 10 into the left-end opening.

Spedfying the ball's distance

The third line of text, DISTARCE, indicates how far you want the selected ball to travel.
The shortest distance, 1, displays in this line after vou indicate the direction in which
you want your selected ball to move. The range is from 1 to 9, a 1 representing about six
ball lengths, and a ¥ about fifty=four ball lengths. Choose shart distances, less than 5,
until you get a feel for how far balls travel with each of the nine selections. Push the
joystick forward until the desired digit displays and then press the red button.

Your selected ball now moves in the direction you chose and travels the specified
distance. If you set up a "cushion® shot, that is, a shot that bounces off the table

edge, the ball will bank predictably. All other balls hit by the ball in motion also move
predictably. However, a ball hitting a bumper bounces unpredictably., All ten balls can be
moving simultaneocusly, if they're all struck!

After all movement stops, the number of the next available ball displays next to the text
RIGHT BALL, and it's player 2's turn,



Display of balls pocketed

The final line of text, BALLS DOWN, shows which balls you and rﬂur cpponent have already
pocketed. Each time you pocket a ball, you'll be treated to a short coler and sound show.

Playing by the rules

Our official rule book tells us that the first shot taken by each player must be the
center ball (ball 3 for player 1 and ball 8 for player 2), While the program doesn't
control for this rule, it does make the game more interesting.

FLAYING DEFENSE

In your drive to pocket all your balls first, don't forget the value of playing some
strategic defense, For example, if your opponent has a straight shot lined up, consider
using your next turn to hit his ball away or to Block it with one of yours.

END OF GAME

Players continue to alternate turns until one player pockets all five balls, The game

ends automatically. The screen clears and then shows which player is the winner--LEFT
SIDE or RIGHT SIDE—along with some congratulatory music, Then the game automatically
resets to a clean pool table, with the balls in their starting positions; for the next
round,

RESTARTING THE GAME
You can interrupt the game at any time and start over by pressing the SYSTEM RESET key

and then typing RUN, If you don't want to restart (remember the sound and color showl,
then just press the SYSTEM RESET key to return to BASIC.



FROGRAM HWARNINGS

JOYSTICK CONTROL

When you make your ball, distance, and direction selections by pushing the joystick

forward, you'll often notice the selection is one number greater than you had intended,

This condition is caused by the speed of the computer when scanning for joystick

mavement, Slow, deliberate forward pushes should prevent this overshooting from happening,

Unce you press the red button for sach selection, you can’t change your mind, Therefore,
logk at your choices carefully before pressing the button,

DISPLAY SCREEN CLARITY

Some of the ball numbers may be difficult to read lespacially the 101 if your TV screen
isn’t tuned correctly. Tune your set so that all the numbers are readable before starting

to play,



ADVANCED TECHMNICAL INFORMATION

CREATING BALLS, BEUMFERS, AND DIRECTION ARROWS

At the start of the game, as the message "Please wait while I create the balls” displays,
the program is moving and changing the Display List to create new characters needed for
displaying balls with numbers in them, the eight direction arrows, and the bumpers.



PRIMARY VARIABLES USED IN EUMPER POOL PROGRAM

VaRIABLE EXPLAMATION
Fild,4) Firgml Firsl) Fimadd Fim,3d L e I

BALL 1 = position 4 position direction distance
THIS ARRAY HOLDS EaALL 2 " i L u
aLL DATA FER- BALL 3 ! n " il
TAINING TO EACH BALL 4 i = L =
EALL .+ HWhen EBEALL S L r m "
Fiwsld=0 and when BALL & " h I "
Fix,4)=0 then the BALL 7 s " " i
ball is "down". BaLL B o ey o i
When Just BEaLL ¢ B . i "
F(qu?=‘0r 'trhE'l'l Eﬁ-LL lﬂ n [T} 1] 11
the ball izn“t 1in
Mot iom .
WX Used for calculation of new x position of ball
HY Used for calcoulatien of néw 4 position of ball
% Used to hold current = position of ball

ke

| Used to hold current 4 Fosition of ball
F Holds current plager numDer
(¥} Holds 4 position of plader datas entry
] Holds current bBa2ll direction
=3 Holds current bBall nusber being tested
L Holds wvalue of position the bsll is attempting to move to
MO Holds calculation result of new direction when

the ball hits another ball, bumper, or tahle

G Counter for balls down for plaver stick #1 (left)
G1 Counter for balls down for plaver stick #2 (right)
TR Value of red jovystick button

ST Value of Jjoystick position.

SL RAM location of new character list

THMS, WT, DELAY;
T, EBUMFER, &, Miscellaneous FOR-MEXT loop variasbles
MOVE, SC, FING



BUMPER FDOL PROGRAM DESCRIFPTIONM

FAGE 1

Jmen screen as output device, oo change charactaer
list, set margins end dimension primary array.

Slear screen, get rid of the cursor, go draw the

slay table; set misc. verisbles to zero.

teart of maln routine = increment pleyer ¥, reset

the attract pode %o @, sef texf horiz. Sesiiion.
- = “lse, rotate player 2
start leos to check ststus of each ball - check if
~all is ective or in motlion.

chock iF 811 balls rave been stopped. MHext turn.

Get x,y coordinates. Cet the direction valuas.
If walue 48 2,3 or 4 then increment to nmove right.

if wvaelue is 5,7 or 8 then decrement to nove laft.,
1f walue is 1,2 or B then decrement to move uUp.

1f velue is 4,5 or § then increment to move doun.
Cet the value of the "moue to" position. If not a
nlank area then go to handle encountered object.
check if ball will pess thru corner (left)

Check if balls 1 =<5 will go in right ogening.
Check if balls 6 = 10 will go in left opening.
Check and handlie ball going in wrong hole on right.

Eheck and handle ball going in wrong hole on left.
Orew ball in new position, erass ball frem old pos—
ition, and store new x,y coordinates af the btall.

Makes ball sulshing sound then decrement the distance
varistle by 1. Go handle next ball.

Caleulate new direction if movs not possibla.
Calculate new cdirection if bumper encountered.

Calculats new direction if cusion is encountered.
calculste new direction if cusion 1= sncountered.
Calculate new directlon if cusion is encountered.
Celculate new direction if cusion is encountered.
1f cusion was encountered them make sound hitting
the cusion, set direction value with rew direction.

1f enother tall was encounteared then set dirsction of
kall hit, set new direction of hitting ball.

EURFER FOOL PROGRAH LISTING
10 REH EARMPER fOOL - BY STEVE SHITH
20 REM 7514 BURKE STREET, WE
38 REW ALPUCUERDE, MW B7L09
43 OPEN $1,12,0,"S3" GISUE F0E0PRE
82, 0iFOKE B3,39:DIH FilD.%)
S8 PRINT “Z"iPORE 752, 1:POSITION
B, LAFUT #1,32:G05U8 BO00P=016=0:GE1=0
180 SOUMD 0,0,0,01F=F+1 1G=1491FOKE
77,.01IF P=2 THEN =33
110 GOSUE APF0IIF P=2 THEM P=i
700 R=§:FOR B=1 TO 10:IF FiE,1}C0 AND
FiE,31CH THEM Z20
F15 R=R#EIMEXT E:IF R=55 THEW 180
Z17 070 2o
220
Y=F (R, 10 YR (B, 20 i0=F (R, 3) IHE=X Y=Y IF
D1 AD [05 THEM M=X+#1
250 IF DX5 THEW Wx=x-1
260 IF =1 OR D=2 DR D=8 THEN WYsY-1
70 IF 03 AMD D7 THEW MY=Y+1
780 LDCATE W, MY.L:TF L<>32 THEM GOTO
459
290 IF WY<3 OR W17 THEM %50
395 IF Bad aeD W=38 THEW 5000
0 IF BG5S AHD Wi=2 THEW =240
=S TF Wi=30 aMD ES AMD (D01 AND D50
THEN FiB,4)=1:60T0 410
3% IF Wi=2 a0 Bds AMD [05 THEN
F(B,4)=1:6070 410
340 POSTTION WX, WY IPUT #1,B+2iPOSITION
X YIPUT #1,320F (B, 1 )= F (B, 2=y
410 SeD 1,0,0,05508D
0,504 8, 2IFE 4= (B, 4010 ET BIEDTO
200
450 T=F{E,3)iN=1-4.TF MO0 THEW
Hi=I+4 1C M0=1 (R MD=1 F MD=5 OR KD=T
THEN 465
451 IF L=26 THEN MD=HD=1:IF NOOE THEN
=1
Y52 IF L=20 THEN 443
¥ W=I=-4iTF (ND=-Z OR WD=2) AND
(LSTT adl 130 THEN M= 26070 865
¥4 IF (lD==Z OR HD=Z) AMD (L2 AN
LS4 THEM HD=H:00T0 445
454 IF (ND=0 OB WD=%) AMD {13 AMD
LST) THEN MO=6iG0TD 445
§7 IF (ND=f OR NO=4) #MD (L% AWD
L322 THER MD=(
BT IF LeZ OF Lr12 THeM SCERD
1415, 64 155F (B, 21 =NDIGOTD 410
710
FiL-2; 21=LIFiL=Z,40=F (E,4) IF (B, 3)=NDT50
WD 1,15,18,15:6070 414



fseat For/rext loop,; increment left player score,
sgtup for ball dewn logic, and check for end of game.
Increment right player score, setup fFor ball down
logic, and check for snd of game.

Trzse ball from play area, sat ball to Inactive, set
2ll balls to not in motion.

Ring the bell and flash some color.

Go to handle next player input.

tpd of Gama. Clear scraen, display wvinning player.

Faka sound for & winner.

fo to redraw the scteen for nau geme.

Set up play coleors for left glayer.
Set wp play colors for right player.

Frapare for &nd position entry of ball selection.

Initista loop to accept left pleyer entries.

Initiate loop to accept tight player entries.

Only display ball mrumbers that are active.
Speclial hendling to disglay two digit ball number.

Check if the fire button is pressed,

Check for stick foruazrd (up) movement to increment
the ball #; cause celzy, go try next ba 11 7.

Rezet hall selecticon loop.

Prepare for &nd position entry of directien. Display
the proper afrou direction.

Chock if firs Button is pressed.

Check for stick foruard {up) movemant. Inc. direction,
Aetry fFire Bitton &nd stick Sovesent.

Reset dipection to up If direction pver limit.

Jisglsy ‘Brrov direction, cause deley, try again.

et direction variekle to chosen Zirection.

SB00 BEK FUT BeLL TN HOLE

TH02 SOUMD 0,0,0.0 0

SOES POF 1IF Boh THEM Gal+1iGI=GiIF 6=
THEM 5015

o0es IF B8 lli‘H Gl=Gi+1iG2=G1IIF &i=5
THEN 5015

5067 POSITION X,YiPUT

#1, 300F Byl ) =03F (B, 9)=81F0R T=1 TO
10FT, =0T T

5043 FOR THS=1 TD

B =101IR=0,5iL=31C0SE SO10INEXT
THGIUL =51 TR=0. 1L 0=1 }COSUE 5010

SO0% POSITION 04G2,221PUT #1,B+2:50000
Zelip 05080 3, 0.8, 01 FOEE ?11_.1?4:SIJTI.'J
L

5010 SOUMD 7,40, 10, 15006

3,42, 10, WAL =LITRIPOKE 718, ML+68:TF
VLN THEM 5010

5012 RETURM

5015 FRINT 132" 1POSITION 10,10

5020 IF P=1 THEN PRINT #1;“LEFT STICK
MING! 1

5038 IF P<1 THEN PRINT #1)RIGHT STICK
WIMG! e -
048 COL=33:L0=5 iHI=45 HT=HL FOR TIH=0
TO 4iPDRE 710, 00050 2,HT, 18, 14:F0R
WT=1 TO 1B0IWENT W7

G045 MT=L0% L= ST ) COL =i -2 T HEXT
TIH

5058 SOUND 2,0,0,01500M0 3,0,0,0:6070 58
4998 REM EMTER Ball SELECTION

4992 TF P=l THEN POKE 710,194IFOKE
789,30

£994 TF Pl THEM PORE 710, 204:FRE
799,58

TROD POSITION G, 199PUT &1, 32 IPOSTTION
01, IRIPUT #1,32FOSITION G, Z03FUT

Bl 32 POSITION 0,21 0FUT #1,32 POCITION @
7010 IF P=1 THEN FOR B=1 TO SiIF

FUB, 100 THEN PUT #1,E+98

7020 IF Pl THEM FOR B=5 TO 10:TF
FIB, 1050 AMD B<10 THEN PUT

#1, B8 PRINT K1

7025 IF FIE,1)=0 THEN MEXT EIGOTD 7819
7030 IF Pl AMD B=10 THEM PRINT

3 bl o

7040 TRsSTRIG(P-1):ST=STIIR(P-11'TF
TR=0 THEW 7070

TS0 IF S7=14 THEM COSUE S500:F0SITION
0,19 IC0SE TA00HEXT BiG0T0 718

7040 GOTD 7040

T FOR

T180 FER EWTER DIRECTIDN

7110 POSITION @,28i0=1:PUT

#1, D=2 GOEUE 7490

T30 TR=STRIG(P-L1:IF TR=0 THEM 71l
7130 STSSTICIIP-1)1TF 5T=14 THEM 0=D+l
7135 IF 5T<314 THEN 7120

7190 GOSUE 95001TF (58 THEN D=t

Ti50 POSITION O,Z01PUT #1,23+00E001E
TADGICOTD 7120

7160 FibB, 33D



Prepare for and pesition entry of distance, use long=

mr delay for this area.
Erack if the fire button is pressed.
Crock if the stick mevemant is for ward (up)

Roset distance to 1 iF distence over limit (9).
Display next distance number and cause delay.

Sot distence variable to cheosen distance.

Short delay routine.

Eraw
Braw
Iiraw
Drew
Craw
Uraw

Praw

firaw

right opening stogper.
top of table.

right side of tebls.
bottom of table.

left side of tabls.
right upaningf

left opening stogprers; and lsfi ocpening.

bumpers at x,y coordinates from data statement.

Print text for player input at bottom of screen.

fut new start of charecter list location 1in memory
area uhere BASIC expects to find it.(see SCI0)
Oraw balls at x,y coocrdinates from data statement
using newly defined charactars.

7700 BEW ENTER DISTAMCE

7210 POSITION @,21:PUT #1,4715=1:F0R
DELAY=1 TO 1003NEXT DELAY

7220 TR=STRIG(P-1)iTF TR=0 THEN 7240
7730 ST=STICKIP-1)1TF ST=14 THEM S84
72 IF STO14 THEM 7220

7240 GOSUE 7540:TF 59 THEM S=1

7250 POSTTION 0,Z1:PUT #1,48+5I005L8
7H00LGOTO 720

7240 FiB,4)=54

TI70 RETURN

7400 FOR DELAY=1 TO SOINEXT

DELAY \RETURN

00 FEM DRAM THE TABLE

805 POME 710,53:F0R T=% TO 11:POSITIO
39, TIPUT #1,20MEXT T

B010 FOR T=3 TO 37:POSITION T,2iRUT
$1,0NEXT T

8020 FOR T=3 TO 17:POSITION 38, T:A0
#1270 T

B03% FOR T=37 TO 3 STEP -1:POSITION
T, 180PUT 41, 130MENT T !
B0 FOR-T=17 T0 3 STEF -1:POSTTION
2, TIPUT #1,2:NEXT T

8050 FOR T=9 TD 11:POSITION 38,TiRLT
¥, 30NEXT T

B040 FOR T=9 TO 11:POSITION 2,TiRUT
$1,32POSITION 1, TSRUT 81,2000 T
B079 RESTORE 8094

B0 FOR BUMPER=1 TD 123READ

¥, TIPOSITION X, YIPUT #1,201NEXT BUPRR
are0 DATA

58,5 12,35,8,35,12, 20,4, 20,8, 26, 12,0,
4,1hlhlﬂglﬂ+ﬂr“r2‘|-1ﬂ

BLS0 REM DR&W INSTRUCTICAS

8130 POSITION 2, 19:FRINT #1i"LEFT
BALLI™PDSITION 2,20:PRINT

$1 1 "0TRECTION: i POSITION Z,210FRTHT
$1)DISTAMCE "}

8125 POSITION 2,221FRINT #13"BALLS
D+

8140 FOSITION 22, 19!PRINT #11"RIGM
BALL " :POSITION 22,201FRINT
§1;"DIRECTION: " :POSITION 22,21iPRDNT
#13"TISTAMCE

145 POSITION 22,Z2PRINT #1)"BALLS
DO }

B150 REM [RAH BALLS

B140 FOME 754, SL/256REN RELICATE STHR
OF [, LIST |
178 FOR A=1 TO 103READ

X, Y2F L, 1) =XEF (8, V=Y AP LA, =0 10,09
POSTTION X, YiPUT #1,8+21HEXT &

BIBD DATA

&, 4,8,7 6410484 13,6, 16,39, 134T, 3,
4,123,324, 14

190 RETLEN



Caleulate area at top of BAM to receive the new
cshoracter list. Setup too of RAM leocation.

Cloar screen,; set rmerging, clear cursor, then print
the initial screen with game information.

Move the necessary periioms of the character disolay
list from ROM and poke the cisplay intoc high RAR.
Create randon rusic sounds.

Creete rendon borcer coclors. The random scunds a2nd
colers are an sttzoot fo recuce borsdom whila the
display 1ist 43 Esirz mousd.

Cregte the bumzer, Ezlls, 2nd 2rrow charzocters From
the values in the“follouing data steterents and load
them inteo the new cheracter list eree'"s uhich are
also pert of -the ceta stzstenmants. Ezch data stztg=
mernt contzins data for tuo characters excect Tor tha
last one vhich cenieins thresa.

Ping scund routine for pleyer dates selection noisa.

End of Frogram

9000 REN MOVE CHERACTER LIST

¥O10 PORE 105, PEER 106)-SiCRAPHICS De14
FOZ0 SL=(PEEK{1B&)+1}27%

®025 PRINT “2“IPOKE 82,0:POVE

63,39 PKE 752,1:POSITION 2,1:PUT
¥1,321POSTTION 14,7 PRINT 41} MELCIME
10 THE"

9025 POSITION 10,%PRINT

$11"BUNPER POOL TOURMAHENT™

$0Z7 POSITION 5, 11:PRINT #1327 PLAYERS
USING JOYSTICHS | WD 21

I8 POSITION 9,13:PRINT 41:"STICK #1
USES BALLS 1-3"

L9 POSITION B, 1587 $1:"STICK #2 LEES
BALLE &-10%:POSTTION 3,17:PRINT
#1]"PLERSE WATT WHILE I CREATE T
BALLS"

B030 FOR AIVE=D TD 720:P0NE

SL+HOVE , PEEK (57 J99-+H0VE ) 1 SOLMD

0, FMDC0)ETS, 10, 61FRE 712, MIVE/ 33 HEXT
HRE

::g SOUND 0,0,0,01POKE 712,90 IRESTIRE
P05 REM CHAMGE CHARACTERS )
RI70 FOR 5C=1 TO 17:READ LOC:FOR CHAR=®
TO 7iREAD VALLE:FPOKE
LOC+SLACHAR, VALLE THEXT CHARTMENT EC
TIED DATA
S3b,60,128, 231, 231,231,221, 128, 40,544, 48
pls 201 195,223,195, 124,40

P120 DATA
Eﬁzr“!'ﬁdrﬁlrfﬁ,ﬁl,]ﬁplzﬁ}ﬁhﬁ“;ﬁh
8,219,175,291, 251,125, 48

TIED DATA

48,460 pOby 20 195 250, 195, 128, 60,576, 600,
o 223 190, 219, 195,128, 40

F180 DATA

<B4 &0, b4, T51, 247, 237, 223, 126, 40,592 .60,
84,219,195, 219,195, 124,48

FIO0 DaATA

-E-’EIII rﬁ'r“ lzlqhﬂql IEIEI plﬂl ﬁﬂnﬁﬂﬂdﬂ;
126,209,213, 213,209, 125,60

I DaTh

?H -Esfﬁrﬁrnfﬂipﬁfﬂ rﬁl?lzrmr3|5| '?,l?pE
284,128

FE30 DaTA
720,0,8,4,2,75,2,4,8,728,128,64, 32,17,%
PRI )

2290 DaTA
736,848,8,8,73,42,28,8,794,1,2,4, 135, 144
+1|5|]*!'?E.E"H

FIoh Data

TS0 14, 30,84, 755,64, 32, 14,740, 748, 192,
160,144,136,4,2,1,472, 50,124, 555, 295, 255
piday 128,40

F250 RETURH

o350 500D §,70,10,5iF0R PING=1 TD
JUINEXT PIMGISOUMD 0,0,8,0:RETURN

$295 END



LIMITED WARRANTY OM HEDIA AND HARDHWARE ACCESSORIES,

We, Atari, T,y guarantes to you, the original retail purchaser, that the medium on

which the APY program is recorded and any hardware accessories soid by AFX are free from
defects for thirty days from the date of purchase. Any applicablie implied warranties,
including warranties of merchantability and fitness for a particular purposa, are also
limited to thirty days from the date of purchase, Some states don't allow limitations on

a warranty’s period, so this limitation might not apply to you. If you discover such a

defert within the thirty—day period, call AFX for a Return Authorization Mumber, and then
raturn the product along with proof of purchase date to AFX, We will repair or replace

the product at our option.

You void this warranty if the APX product: (1) has been misused or shows signs of
srceseive wear} (2) has been damaged by use with non=ATARI products; 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 exclusion of incidental or consequential damages, so this
sxclusion might not apply to you.

DISCLAIMER OF WARRANTY AND LIABILITY ON COMFUTER PROGRAMS.

Most APY programs have been written by people not employed by Atari, Inc, The programs we
sslect for APYX offer something of value that we want to make available to ATARI Home
Computer owners, To offer these programs to the widest number of people economically, we
don‘t put APY products through rigorous testing. Therefore, AFX produts are sold "as is%,
and we do not guarantee them in any way. In particular, we make no warranty, exprass or
implied, including warranties of merchantability and fitness for a particular purpose. We

ave riot liable for any losses ar damages of any kind that result from use of an AFX

product.



