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CODEBREAKER"

Uz the Keyboard Controllérs with
ihis Gama Program™. Thaae Con-
troflers must be purchased separaialy,
Be sudé 10 plisg the two contralbar
cablea frmily inlos tha Vided Compubiod
SyalamT™ |acks. For one-player
games use the kit hand controlier.

NOTE: To protong 10 lite of your Alan Video Compuber
System and 1o protect [he aleciromc componants, the
Consala should be OFF when insorting or remaving a
Gamao Program

Thio compuber or anotber player has creabed the secnat
code, and your mission s 1o geess he code. The code's
Mhantity & allecied by:
& Tho Huembaor of Digits, Gamas featurs codos
wiith three or lour degits,
® The Nomber Span. Games lealure codes with
mumbes irnem 1109 er 1106
You have 12 guessas to kantity the socnol code with the
Keyboard Controller. Use the controfler bo enter the
number digis of your guess anto the screan, The ooim-
puler will than analyne each numbed diglt of your code
Tueas

Laft hand score: During Codetréaker ™ gamas the upper el
numbad ralers 1o Lhe pumbsr of guessas Mayers have

made during the presan] gama, Al tha end of tha gamo,
thir baft conmollor player's scor appoans in this position,

Right hand scone: |n one-player Codebreaker games, this
nilsmiber appaars (hroughoul (he game (o show Tha numbsr
ol conseculive games of Codebroakar you'vié played

in twosplayer games, this numboer rebers bo the mght con
Iralbar player's soode

LEFT HAND
SCORE

COMPUTER

SECRET AIGHT HAND SYMBOLS

PLAYER
CLRGOR GUESSES INDICATORS
Compauler secrol cods: The Secral code will appear abdye
tha lisd of Piayer Guosses a1 tho end of tha gams
Played gisgas: The rumbed code guess you enter inbd thea
compislor apprars on lhe laft side of the screen
Compuler symbols: Alber you register yowr Player Gueoss
wilh The computar, [he compuber will respond wilh aym-
bods thal analyze your guess;
®& Black Lima: Signifees that o of The nuimibses
digils s tho correct dentily and in (he cormact
posilion
& White Ling: Signilies that ond of the riumbar
digits ks 1he correct identily bul in e incorrec
position.
Curgar= This flashing aquare appbar in 1he position of
1R neir2] naimbar anbry 8o 1he compuled
Player indicators: In two-player gamas, The color ol tha
N and 18 podition indicale whods Keybaard Conlrollar
mausi register tha next gueas. A white Heo appears on tha
i right ol the playfield, meaning tha fght conirollber
player must enier A guess. A biack Hna appesrs 0o tha kol
af this position during tha 1ol controller player's bum



Tha computer selects (he secrdl Humber codé. You have
12 guesses to idonlify ihe code, Your number of guossas
equad your point score, For example, i you guéess the
socrel code at the faurlh guess, you $com lour points,

Thene am bwo ways lor twe players 1o play Codebreaker

1 The compuier sebecis the secrol number code, You
and your opponanl take lurns making guessss. In
the livst game of & series of conseculive games, the
right conlraller playar afways makes the firsl guess.
T tirs] player 10 match the secial numbser code
acofes one poinl and slaris ihe next game.

2 The player creates tha secrol number codo using the
Eayboard Gontrolier, The opponent then trigs 10
puess the secrel coda in the leasd numbed o
guesses. When the opponent guesses tho Socnat
code, his soone is equal to the numbaer of guesses
For auample, a player scores lour poinis whan ha
gunrases tho secrol code on the lourth guess. Dwring
tha mie] game, The robes are réversed and e player
whao 1tied 10 guess iha code becomes e player who
creates the secrel code,

NOTE: Only iha plaves wha is gueasing the sacil code
has a chance to acode pointa. When playing a soriea of
consaculive games, begin the Hrst game with the laft con-
frollar playver who Eriés 10 guess (he saciol Coda,

T-player Codebraaker
A player's score during one gama is detarmined by thae

numbar ol QUnESas rpidded Lo idenlily (he Secred numbos
code, For axampla, i1 8 paysr Qusaases thi coda on the
gixth guess. the scong is six, Your objoct (8 10 Score Lhe
lowngat possible acone, Your cumulative sooid appeanrs in
1R wppad lall carmad of L Bcngan al the and of the gama.

| Hint: In ona player Codebreaker gamas, divide your score
by the mumber of consecutive gamas for &n average skill
| Booe,

Z-player Codobreakern:
| When the compuber sebecls the secral code for bath
| playors (o guoss, the player scodas one polnt whan he
| guesses fhe code

| When ane player croates the secrel code, the object s 1o

_score the loast numbaer of points. For example, il a playor
guesses (he secrel code on the fowih guess, he scones
faur paints.

1-player Codebreaker:
U 1ha bedt Keyboand Gon-
Legllad Bo play ong-player
Codebrpakar gamas. To
miak @ guess, prass the
musmiar digils on 1ha

3 Kaypoard, Thon press thi

enter (¥] butten. The dighs

{:} youl hawa entered will appaear
an Ahe el side of thi scroen.

& Ther compudar will then
analyze your guess with Som-
{:} putar symbals.
Zplayer Codabraakan

A sorien ol two-playor gamas
{:’j baging with the right Con:
trodler player. In Codebraake
" garnas whiere & playar must

creale ihe secrat code, pross
G ihe digits of the secrat oode
an 1ihe Keyboard Conirod|o,
Those digits appear in tha
upper Izl corner of thi
screen. Poass (he anler (F]
tuttan and the digils disap
pexiae. Mow pour apponent

slarts to make guosses using the sama procoduns as in
on-playes games

To change a digil in youwr gueess, moeg tha cursor 1o the
digit to be changed, Press [he miw member you wani on
ther Kayboard Controller. The mew aumbsr will appoas in the
position

HOTE: The comgpaior will not accept a digit whosa
nsmarical valee ks more than dedined by & panicular gamae,
For axample, if ihe numbes span of the secrel code is
betwaen 1.and &, the computers will nol accapt & number T,

T play & consecutive game of Codobroaker, pross any
numbser on the keyboand (o clear the screen. To bogin a
mew Series of consecutive games and SCoros, press (e
neaal Button on 1he console

During Codebraakes games, when tha right Dillicully
swibch is in the A" position, you have B guesses. In "B”
positlon, you receive 12 guasses.

Two-Player Codabrasker

The Player Indicator shows

that it is the right player's
1urm.




R —

Using tha Kayboard Con-
trodles, the played antors the
digits 1, 2, 3, and 4. Tha
number of guassas for this
Game (1) appears on the up-
par lodt cornge of the
playliald. The white Com:
puter Symbols appaar on 1he
serean 10 show that the
player has guesssd two digits
of the Computer Secral Code
cormecily, bul that thoy an in
the wrong positicn. The
Flayer Indicator now shows
Al i ds the kel player's bum.

Thar Indt player anters hia
pubas ol 2,1, 85 and & Since
this s the second guess, the
mumber 2 appaars in the up-
par lodl cornar, The Coam-
puler Symibols show that ihe
lali player has guassed three
numbars in the sacrel code
and thay are In the correct
position. The Player Indicator
shows 1hat I8 is the right
playsrs lurn

The right player now enlens a
puess ol . 1, 5and T. The
Computer Symbols show his
guess |8 cormect and the Com-
puter Secrol Code appears al
tha top of the Player
Gueases. The righl player
scores ong palnt and the
cumulative acon ol bath
players appoars (oft playoe,
upper ledt; right playes, uppesr
righi.}

The loft plagor siarls the nexi
QT

Bim is 1he oddesl mathematical game known (0 man, I
this compuler voesion of Mim, there are one 1o tour Siacks
af l;lhln-ﬂl:!. Yo mausl teke lurns with the compuber oF
anathar player removing amy numbser ol objecis from any
Siack. During @ turn you musl (ke al least o ofject,
and can take objects out of only one slatk.

HOTE: During a seres of consecubive iwo-player Nim
games, you and your cpponent misst (ake tems removing
i Tirat objecl,

There are two kinds of Nim games:

& Regular Mim: You win Eho gamo when you i tha
taal oDject lrom the soreen.

®  MHim Misens: You l0se the Game whon you memdons (b
laal obfeet fram tha Soeoen.

Thers are bwo kinds of Nim game set-ups:

& Compuler Sol-Up: Three Stacks of objects appear an
the screan. One atack has ihroe objects. The secend
Siack has Tour objects, and the third Stack leatunes
five objachs,

#®  Player Sot-Up: Using the Kayboand Controdler, &
player can croale a Nim sob-up. Create up bo four
Ltacks with up to nine objecis In each Slack.

Sisckes The Siacks of objects appear on (he lol| sida of
| R SCredn.

| Cursor The Cursor ks wasd to remaove obgects ifom aach
Stack, Uso the Keyboard Contralber 1o move the Cursor
directby over 1he S1ack whare you wani bo romove objecis.

Searss In two-player gamas, the scor o the el Con-
tredber playor s in the apper laf comer; tha rght Con-
troller playes acade i in iha uppor right cornar. [n ong-
playesd Fames, your soore is in the upped lall comon tha
compulers scong i3 in ihe upper right comer.

RIGHT CONTROLLER/
COMPUTER SCORE

LEFT COMTROLLER
SCORE

A pliper scores ong point whan ho wings a Nim game. v
ragudar Mim games, you scare ong point wien pou femoen
thet laal objact from The scroen. In Bim Misere gamos,
yOuU SO0 ong podnd when you Force your opponant 19
remaye the lasl objecl from the screen. Scores will &
eumulate a5 you play conasculive gamet of Nim

To starl a now Mim gama:

®  Prass any Koy on the Keyboard Controdlor o tha
conclusion of a game. The set-up from the
provious Mim game will appear on 1hé S

HOTE: In ono-player gamas, usa 1he loll Reyboard Gon:
trodies




To remowe abjects from a particular Mim Stack:

® Pross ihe Keyboard Controller Cursar [*) button to
meren e Gursor on the screen.  Tha numbar of
timis pou prass ihe bullon delermines ihe Siack
whare ihi cursor will appear, Foe axample, press
tha button thees times to move the Cursar 19
Stnck 3,

®  Alper you have moved the Cursor 10 the Slack
wihidng you intend 1o remove GhfecIs, press any
Humber bulton on tha Keyboard Controfler, and
that number of objeats will blink and then disag-
poar from the Siack. When you are satislied with
all 1h mosod you've mado al each Siack, pross
thir Entor (¥} buiton,

HOTE: You may change your move any time belore
you press the Enlec (8) bullon, For example, alter
1aking ihiee objects lrom a Slack, you may decide
1o take anly two, Move the Gursor to the Slack,
ihpn proas number 2 on the Koy board Conirolior,
Cingr obiject will reappear in the Stack,

To creale & player sal-up:

Press tha Cursor |*) bullon 19 mowd the Cursor 1o a Stack,
The number ol fmes you press the butten determinas the
Siack whare ihe Cursor will appear. For axample, pross

.E!“ Cursor butlon throo limes 10 move (he Cursor to Siack

Once the Cusor B direcily over (he particulsr Slack boca-
iion, salect tha number of objects in each Siack. Pross a
Mumbser button on the d, The number you pross
debermines [ise number of objects in ihe Siack. For axam-
phe, preas ine numbor 3 and thiee objects will appear in
the Stack, VWhan you have selociod objocis lor each
stack, press fhe Ender (8] button and the gama bogins.

in one-player Mim games, you can improve the playing
abdlity ol the computer by sliding 1hs Right Difficulty
swilch Lo Bk —A™ pnllllrun.

Thete are o Handicaps in teo-player Him.
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