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Optional Accessory: One Joystick Controller

Use the following procedure to start your HANGMAN
Computer Program Cassette.
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b
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Insert an ATARI® BASIC (Computing Language)
Cartridge into your ATARI 400™ or ATARI
800" computer console slot.

(Insert in the LEFT CARTRIDGE slot on the
ATARI 800 console.)

Make sure the ATARI 410'™ Program
Recorder is properly connected to the computer
console, and to a wall or power outlet.

iee yuour Program Receorder Qwnends
Manual for further details, if necessary.)

. Turn your television on,

Power up the computer console by pressing the
POWER switch on the right side of the console to
ON.

(When an ATARI Printer and/or Disk Drive is
connected o yvour svstem, it is possible to have
loading problems, depending on how your com-
puter console and peripherals are interconnected.
Your best bet is to connect the Program
Recorder directly into the computer console. If
loading problems persist, consult the appropriate
ATARI Owner's Manual.)

It all equipment is properly connected and
powered up, vour television screen should be
displaying the READY prompt, with the white
square “cursor” just below.

Insert side 1 of the HANGMAN Program Casserte
into the ATARI 410 Program Recorder. RE-
WIND the tape all the way to the beginning if it is
not already at that position. When the tape stops,
push STOP (STOP/EJECT).

. Type CLOAD on the computer keyboard and hit

. The “beep” sound is a reminder to press
PLAY on the Program Recorder. Hit the
key again on the computer console.

You will notice through the window of the Pro-
gram Recorder that the tape is turning, which

10.

means that the beginning of the program is being
loaded into the computer.

. When the READY prompt is again displayed on

the screen, type RUN on the keyboard and hit

The screen display will now show an ATARI logo
along with a LOADING HANGMAN message. An
audio track with music will accompany this process
and will provide vou with some additional informa-
tion.

At the conclusion of this loading process the in-
troductory display for the ATARI HANGMAN
program wiil be snown on the screen. In the miadie
of the screen will be the question, INSTRUC-
TIONS (Y/N)? W . If responding ves,type Y on the
keyboard. If responding no, type N. (It is a good
idea to read the instructions the first time you play,
even if you think you know how to play the game.)

. If you respond no (N), the computer will im-

mediately begin loading the game into memory.
After responding ves (Y), however, the screen
display will show the following instructions:

HANGMAN

This 15_a word quessing gawme. By
pressing JLAFTII, vou select which
game to play. Then press FIFELE to
begin plavy.

LUse the Joystitk or The heyboard
to pich letters out of the 1ist
af availabhle letters and hashmarks
that define the wiord size.

PRESS ZIEIA] 70, COMTINUE?

Use the button on the console to select the
game or difficulty level you wish to play. Your
three choices are BEGINNER/INTERMEDIATE/
EXPERT. As you press the button, the
selected level will be the one which is a different
color than the other two.



To begin press the button. The alphabet is
laid out on the screen in two rows. The number of
hash marks denote the number of letters in the
current word. When using the keyboard, simply
type the letter you want displayed on the screen (in
its proper order). The computer will not allow you
to use a letter that has already been used, or which
has been eliminated from the list as an incorrect
Buess,

If you decide to use the Joystick, move it right or
left to move the “cursor” right or left. Move the
Joystick forward or backward (toward yourself) to
move the cursor between the two rows of letters.
The selected letter will be the one blinking on the
screen. When you have the letter you want, press
the controller button.

Plug the Joystick into the number 1 CON-
TROLLER JACK on the front of the computer
console.

12. When you have read and understood the first set of
instructions, press BN . The next screen
display will read as follows:

HANGMAN

IFf the letter is in the word, it
will be displaved in the proper
location. If the letter is not in
the word, the computer will start
to build the Hangman figure below.

PRESS TO COMTIMUE?

13. After pressing again, your last set of in-
structions will be:

HANGMAN

If you make 6 wrong guesses, the
Hangman will be completely hanged
and you lose the game. If the word
is completed before the man is
hanged then you win the game. There
are 48 words for each category and
no word will be used twice unless
you restart that particular gption.
You can restart the game or try a

%ifferent difficulty by pushing the
0 i] button.

Good Luck!!
el

PRESS To [
LOAD o

14. Press (B on the console to load the program
into the computer, A LOADING HANGMAN
message will appear at the bottom of the screen.

15. After the program has been loaded into the com-
puter, the following display will automatically ap-
pear on the screen.

HANGMAN

BEGINNER
INTERMEDIATE
EXPERT

PLUSH

OFTIONM OR STAaRT

N4

16. You're ready now to begin the game. Select a dif-
ficulty level (using the [EQIELR button), and begin
(using the button).

Your WINS and LOSSES are automatically record-
ed by the computer and displaved on the screen.
You may change the difficulty level at any time by
pressing the [ERIEID button twhich will also tem-
porarily change the screen display). This will not,
however, change the WINS/LOSSES status when
game play is restarted. 7

If you DO want to reset the WINS and LOSSES on
the screen, press RIS  This will bring up
the READY prompt. Type RUN, hit and
you're ready to start over.

Side 2: The previous instructions apply to side 1 of the
cassette tape. Side 2 does not include introductory in-
stuctions, only the program itself. To start side 2:

1. REWIND the tape to the beginning of that side,
then press STOP (STOP/EJECT).

2. Type CLOAD on the keyboard and press .

3. After the “beep” sound press PLAY on the Pro-
gram Recorder and hit again on the com-
puter console.

4. When the READY prompt appears, type RUN and
hit . The ATARI logo will appear on the
screen while the program is automatically loaded
into the computer. The HANGMAN program will
subsequently appear on vour television screen, at
which time you're ready to start.



