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SECTION 1

| NTRODUCTI ON

1.1 CONTENTS AND HARDWARE REQUI REMENTS

GAMEPAC 2 consists of two gane prograns, HANG and QUBIC, recorded on a
cassette tape and designed to run on the Sol Term nal Conputer or

anot her 8680 m croconputer with the Processor Technol ogy VDM 1 vi deo
di splay and CUTS cassette interface. The ganes require 4K of random
access nenory, beginning at | ocation 0000H.

This manual is divided into three sections. This section is
i ntroductory and contains information applicable to both of the ganes
in the GAMEPAC. Section 2 describes HANGVAN, and Section 3 descri bes

QuUBI C.
1.2 LOADI NG HANGVAN OR QUBI C

In order to play either HANGVAN or QUBIC, you will need to "l oad" the
appropriate programinto the conputer fromthe cassette tape. Consult
your Sol manual to see that you connect your equi pnent properly before
trying to continue. It you are not very famliar with cassette
recorders, you mght also want to | ook at Appendi x 1, bel ow, which
contai ns hel pful hints about the use and care of cassette recorders and
cassette tapes.

Once you nave the recorder connected to your conputer, you are ready to
|l oad a program Al SOLOS/ CUTER conmmands and all input to either ganme
must be in UPPER CASE; if your keyboard has an UPPER CASE key, you

m ght as well set it now.

Step 1. Set up a cassette recorder for reading, and insert the GAVEPAC
2 cassette tape. To activate the notor on the recorder, type the
letters CA and a carriage return after the SOLOS/ CUTER pronpt (>).
Usi ng the manual controls, rewind the tape and then position it a
littl e ahead of where you expect the HANGVAN or QUBI C programto be.

| f you do not know where the programis recorded, position the tape a
little past the | eader.

Step 2: Push down the PLAY key on the recorder, and hit the MODE SELECT
key (on a Sol keyboard) or the CTRL and @ keys together (on another
keyboard) to return to SOLOS/ CUTER command node.

Step 3: Type XEQ a space, and the nane of the programyou want to

start. The nane of the HANGVAN programis HANG the nanme of the QUBIC
programis QUBIC. End the line with a carriage return.
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Al ternatively, you can type GET, a space, the program nanme, and a
carriage return. If you select this alternative, the programw || not
actually start; the systemw Il give you another pronpt (>), after

whi ch you nust type EXEC O if you want to execute the program

If all has gone well, you should soon see a nenu of options (for
HANGVAN) or a playing grid (for QUBIC) on the display screen.
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SECTI ON 2
HANGVAN
2.1 A TALE

You are about to undergo-an ancient ordeal. You have probably
undergone it before, and many a nythical hero has undergone it too: not
your own fate, but that of a chosen scapegoat, depends on your ability
to answer a difficult riddle. More specifically, you will have to
guess the one WORD that will avert m sfortune.

How have you gotten yourself, and your scapegoat, into this difficult
position? Your father, the nmad enperor of this |and, has decreed that
hangi ng shall be the punishnent for any inconvenience to his Mjesty.
Every few days since the tinme of the decree, another man or woman has
been arrested and sent to the gallows. Now you, the enperor's own
child, are the accused person - your crinme is left to your inmagination
- and a special exception has been made: not you, but rather a cl ose
friend of yours, will suffer for your indiscretion. You have this one
opportunity to set himfree.

The only clue that you have been given is the nunber of letters in the
crucial word. On a platformnear the gallows is a row of flat tablets.
Each of these tablets |lies face down, and each represents one of the
letters of the word. You nust guess the word, one letter at a tine.
Every time you guess a letter that is actually in the word, the
enperor's henchman will raise the tablet or tablets whose position in
the row corresponds to that of the letter in the word. Every tinme you
guess an incorrect letter, you see the henchman take a | ong rod and
draw sonmething in the dust at the foot of the gallows. He is draw ng
the figure of a man: at the first incorrect letter, he draws a body, at
the second, a head, then various arns, |egs, hands, and feet.

You know t hat when the drawing is conplete, the man on the gallows w |l
be hanged. You also know that the only way to thwart the evil enperor
is to discover the secret word. Every guess is critical.

2.2 VWHY A COVPUTER HANGVAN?

Di d anybody NOT play HANGVAN in el enentary school? It brings to mnd
rai ny days, when nothing wonderful could be done outdoors, but indoors
there were word ganes, which were always amusing. The teacher, or a
student, would draw the gallows on the chal kboard, and woul d figure out
a word for us to guess. Next, he or she would draw a row of dashes,

our only initial clue: each dash represented one of the letters, so we
could tell how many letters there would be. (Letters could be
repeated, though: three of those twelve dashes m ght be E's!) The word
was usually sonmething long, a word |ike "encycl opedi a,” which was never
too hard to guess, because it had so many common letters in it and
anyway, the word was so often "encyclopedia." A student was allowed to
draw the parts of the
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hangman--usual |y there was sonme person who could both draw better than
the teacher did, and reach the top of the chal kboard--and the rest of
us would try to renenber to raise our hands before blurting out the
next letter. Mst people were pretty good about guessing vowels first,
t hen common consonants, and we would all get excited when the teacher
wote the letter in the right place, or places, along the row of dashes
that represented the letters of the word. But there were al ways one or
two peopl e who never got the idea that you just DON T guess sonething
like Bfirst! Then the teacher would instruct the chal kboard nonitor
to add a part to the hangman, and we'd all glower at the person who
guessed B

The interesting thing about HANGVAN is that, even apart fromits
nost al gi c associ ations, there is nothing about the gane that makes it
any less fun to play as you grow older. O course a teacher can use
the gane as an English or foreign | anguage exerci se, but essentially,
what is appealing about it has nothing to do with its practical val ue.
Language, and the way that |letters conbine to make words, is basically
intriguing. Regardless what we learn in school, regardl ess what
efforts are made to denystify words for us, we retain sone of the
wonder. It is this wonder, and the fact that HANGMVAN provi des a

pl easant context for it, that makes the ganme endure.

A conputer version of HANGVAN can offer a nunmber of conveni ent
features. The nost obvious of these features is that you don't have
to draw, the conputer supplies its own whinsical graphics and nmakes
all of the necessary notes on the electronic "chal kboard." Another
advantage is that you can create, save, alter, and again save the
lists of words fromwhich the conputer will sel ect whenever you or
sonebody el se plays the gane. So that you or sonebody el se can pl ay
al one on a rainy day, or at four o' clock in the norning, wthout
having to make up each word right before trying to guess it!

The next few pages provide the information that you will need to use
t he HANGVAN program

2.3 PLAY HANGVAN

| f you have carefully followed the steps outlined in Section 1.2 on
LOADI NG HANG OR QUBI C, you should soon see this "nmenu" of options on
t he display screen:
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Just to refresh your nmenory of the game, and to make the acquai ntance
of your scapegoat--after all, HE s the one who gets hanged when YQU
can't guess the word--why don't you press P and play the gane once
before using any of the other options! As you probably renenber, the
dashes on the screen | et you know how many letters there are in the
word that the conmputer has in mnd

Every time that you guess a letter that is actually in the word, the
conputer will display that letter wherever it appears in the word, and
as many tines as it appears.

RLFERDY TRIED:

ALFEALY TRIED
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If the letter that you guess is not in the word, it will be displayed
as part of alist of letters already tried, and the hangman wi ||
recei ve a body,

a head,
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or whatever part he is due to receive next,

dependi ng on how many guesses you've nade so far. You'll notice that
as parts are added to him the hangman | ooks progressively nore
nervous. (Watch his eyes.) Finally, either you guess the word,
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or the fully assenbl ed hangman neets his doom

Press the key of yoor quess, =

You have been hanasd aane : A
' h
E i
1
fLRERDY TRIED: KVIRLEERIM (EEE LY
i L i i
o 1 Fi
[ e T I i
= = .

2.4 LE MENU

The menu consists of eight single-letter codes. These codes represent

the options that you have in using HANGVAN. You have probably already

used one of these codes: that is, P, for Play the gane. Now let's | ook
at sone of the others.

2.4.1 C : CREATE A WORD LI ST

As you surely noticed if you played the gane a few tinmes, HANGVAN
starts with a standard word |ist that may eventually bore you, fail to
chal I enge you, or sinply not correspond to your idea of the perfect
HANGVAN word list. The C option permts you to replace the standard
list with one of your own. (The replacenent is tenporary; every tine
you |l oad the programfromthe cassette tape, the original list will be
used again.)

After typing C, type in the desired word list, termnating each entry
with a carriage return. Use only capital letters. Wen you are
finished typing the list, press ESCAPE to get back to the nmenu.

| f you now choose to play the gane, you wll find that the conputer

will select, not fromthe original list, but fromthe list that you
just typed into the "nenory" of the conputer. It is very inportant to
remenber that the conputer can only deal with one word Iist at once, so
that if you want to enter a new list without losing the one that is in
"menory," you will have to Save the old Iist on cassette tape.

(Unl ess, of course, you have Saved it on sone earlier occasion, and
have brought it into nenory by "Reading” it froma tape.)
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2.4.2 S : SAVE A WORD LI ST
I f you want to Save the current word |ist on a cassette tape:
Step 1: Insert the tape on which you want the |ist to be recorded.

Step 2: Unplug the REMOTE jack, rewind the tape, and clear the digit
counter.

Step 3: Position the tape to an area that you know is blank, or that
contains information that you don't mnd | osing. Make a note of this
position, so that you will know where to find the word |Iist when you
want to use it.

Step 4: Push down the PLAY and RECCORD keys (sinultaneously) on the
cassette recorder. Plug the REMOTE jack back into the recorder

Step 5: Type the letter "S".

The word list in current use will be recorded on the tape. A nessage
will be displayed on the screen while the list is being recorded; when
the process is conplete, you will again see the nenu on the screen.

Saving a word |ist does not renove it fromthe nenory of the conputer
I f you continue to Play, after Saving a list, you will find that the
conputer selects fromthe list that you have just Saved.

2.4.3 R : READ A NEWWORD LI ST

| f you want to use a word |list other than the one that is in nenory,
and if you have a substitute |list Saved on cassette tape, you can use
this option to nmake the repl acenent.

Step 1: If you want to Save the word list in nmenory, use the S option
before you use R Reading a new list, like Creating a new |list, makes
the list in menory disappear. The only list that you can regard as

al ready Saved (unless you have Saved ot hers, yourself) is the standard
list that is part of the HANGVAN program

Step 2: Insert the tape that has the desired word I|ist.

Step 3: Unplug the REMOTE jack, and position the tape to the begi nning
of the list. (Hopefully you noted this position when you Saved the
list.)

Step 4: Push down the PLAY key on the cassette recorder, and plug the
REMOTE j ack back in.

Step 5: Type the letter "R

During the reading of the list, you will see a polite nessage on the

di splay screen. The longer the list is, the longer it will take for
reading to be conpleted. Wen reading is conpleted, you wll again see
the nenu of options. |If you decide to Play the gane, HANGVAN w | |
choose words fromthe list that you have just Read.
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2.4. 4 A : ADD TO WORD LI ST
If you want to add to a list of words, you should use the A option:

Step 1: Read the list into nenory, using the R option. O course, if
the list is already in nenory, you don't need to do this.

Step 2: Type the letter "A"

Step 3: Type in the additional words, term nating each entry with a
carriage return.

Step 4: Ht the ESCape key to return to the nenu.

I f you want the additions to becone a pernmanent part of the list, you
wll have to Save the list again. Oherwi se, the words wi |l disappear
when you | eave the hangman program

2.4.5 E: EDT A WORD LI ST

You mght find that a particular word Iist has sonme words in it that
are too hard, too easy, msspelled, or otherwi se objectionable. The E
option permts you to review the word list in nmenory and del ete any
wor ds which are no | onger useful to you.

Step 1. Read the word list into nenory, unless it is already there.

Step 2: Press the space bar to | ook at the next word. If you want to
delete the word that is displayed, press the DELete key on your
keyboard. |If you want to keep the word, just press the space-bar and

nmove on to the next word.

Step 3: Wen the whole |list has been displayed, the nenu wll again be
visible on the display screen. |If you finish Editing somewhere in the
m ddl e of the list, and you want to nove quickly through the rest of
the list, press the space-bar and the REPEAT key sinmultaneously.

I f you want to change a word, rather than sinply delete it (i.e., if
the word was just msspelled), you have to delete it using the E option
and then add it inits correct formwth the A option. As with the A
option, if you want the changes you have made to be pernmanent, you wll
have to Save the |ist again.

2.4.6 D : CHANGE THE DI FFI CULTY FACTOR

You can change the difficulty factor to nmake the gane harder or easier
by pressing "D' and then typing a nunber from1l to 9. Changing the
difficulty factor does not change the word list or the way that words
are selected fromit; all that changes is the nunber of guesses that
you are all owed before the fateful hand appears fromthe right side of
the screen. A difficulty level of 1 or 2 allows 11 guesses to be nade.
A level of 9 allows anywhere from2 to 5 guesses.
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2.4.7 MODE SELECT (or CTRL and @keys): EXIT THE PROCGRAM

Press MODE SELECT to exit the HANG program \Wen you exit, you wll
| ose the word list in menory, unless you have Saved it on cassette
tape, or unless it is the standard word list. Immediately after you
exit, you will get the SOLOS/ CUTER pronpt (>).
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SECTI ON 3

QUBI C

3.1 WHAT | S QUBI C?

QBICis very nuch like TIC TACTCE. Renenber that in TICG TAC TCE you
start with a 3 by 3 cell grid:

You and anot her pl ayer decide which of you will use an X, and which wll
use an 0, to represent a nove. Then you take turns placing your
respective markers, X and O, in the cells on the grid. No marker may be
placed in a cell that is already occupied. The object of the gane is to
build a straight line across the grid with your own markers, w thout

al l owi ng your opponent to bl ock your noves. O course, you nust also try
to block the straight lines that your opponent is trying to build. There
are eight ways to win in traditional TIC TAC TCE:

X
X

XXX
X
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QBIC differs fromTICGTACTOE in tw respects. The nore obvious of the
differences is that QUBIC is three dinensional; there are four vertical

| evel s, instead of the one |level used in TICGTAC-TCE. The other
difference is that the grid on each of these levels is 4 by 4, rather
than 3 by 3. Wth four playing | evels, each consisting of a sixteen cel
grid, there are not eight, but seventy-six ways to win in QUBIC. The

figures belowillustrate some of these ways. (Notice that there are
various ways to win "across" |levels.)
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WAYS TO WIN AT QUEIC b

3.2 8080 QuBI C

In this version of QUBIC the playing surfaces are represented on the

vi deo screen, and you are given an opportunity to select whether to play
agai nst anot her person or the conputer. (CPU stands for the conputer.)
As you or the conmputer make your nove, it is recorded on the screen; the
programw || even place your marker in the position whose code you enter,
and then give you an opportunity to change your nove!

It IS possible to win a gane of QUBI C agai nst the conputer.
Cccasionally, the conmputer will cheat at the end of a close gane by
changi ng one of your markers to its owm. (It wll never cheat in your
favor, of course.)

At the end of the ganme you can select to play again or to exit the
program At the beginning of each ganme, you will be able to sel ect
whet her to play agai nst another person or the conputer.

3.3 PLAY QUBI C

The first decision that you will have to nake after |oading the program
is how to answer the question,

CPU HUVAN?
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| f you want to play against the conputer, type the letter "C'; if you
want to play agai nst another person (provided by you), type the letter
"H'. If you type C, you will be assigned the O markers, and the conputer
will take the X markers.

O noves first, regardless of the option selected. Near the bottomright
corner of the screen, you will see the nessage:

O MOVE:

How wil | you describe to the conputer where you want your marker to be

pl aced? Moves are expressed as a series of nunbers not separated by

bl anks. Let us use the letters Al B, and C to represent the nunbers.
(The figure shows what "direction" is represented by each of these
letters; this informati on does not actually appear on the video display.)

N N L.\‘fﬁ} Sl e dis e
e & i ?’% o jezjes
e Bl TN “4\31 132133 ,!33\_\
Lhereasing = 20 _ o L. i S “2 741 G4z 143 Jag
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2oy oA n Ik | Npm e,
| i it R e R S o ko pan oo
PR 2D - o En 2 :3.133,54--_\ :
E A ‘? .Jr \'\EEI ;}zzi‘:.za;ﬁmﬂ !
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RN W I 2. w34 382 343 348
2 LR 2 | an 12 a3 @d, i
: > T "zt oz oz B |
B 18 TR g dae b hQﬁﬁq\
o "4 A4z 443 fan |
£ SAMPLE MOVE MAP OF THE PLAYING SPACE

ABC is a | egal nove, where

A is a nunber designating the playing |level (top is 1;
bottomis 4),

B is a nunber indicating how many positions the marker
shoul d be brought TOMRD t he player fromthe BACK of
the indicated playing level (the "closer"” edge of a
pl aying level is the one represented LOAER on the
screen), and

C is a nunber indicating how many positions the marker
shoul d be noved in a RIGATWARD direction fromthe LEFT
side of the indicated playing |evel.
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Since there are only four playing |levels and each level is only 4 by 4,
none of the nunbers used to represent a position will ever be greater
t han 4.

To enter your nobve, just type the three nunbers that point to the spot at
whi ch you want your marker to be placed. DO NOT TYPE A CARRI AGE RETURN

| f you have followed all of the instructions so far, the display wll

| ook nmuch like the sanple figure above; the question mark will appear in
a different place, depending on what three nunbers you typed. |If the
guestion mark covers the position you wanted to indicate, type a carriage
return to finalize the nove; if you want to change your nove, type a
space followed by another three digit nunber. Notice that your nove wll
be recorded (probably as O MOVE) on the right side of the screen

Once a carriage return is entered to finalize a nove, the marker appears
in the indicated position on the display. |If you selected the C option,
the conputer will nove very fast and blink its nove at you to nmake sure
you notice it. The conputer will display its owm nove as the X MOVE

i mredi ately below the line on which the code for the O MOVE is displayed.
As the gane proceeds, the record of noves will be pushed up the right
side of the screen, with each new nove appearing at the bottom of the
list. Eventually, noves will start scrolling out of sight off the top of
the screen. |If you selected the H option, you and your opponent sinply
take turns entering noves, with the list of noves formng just as in a C
option gane. \Wen sonebody w ns, the conputer displays the nessage:

A W NNER

and lets you enter a carriage return to start a new cane. |f you do not
want to play again, hit the MODE SELECT, or CTRL and @keys, to return to
SOLOS/ CUTER.  (If you hit the MODE SELECT key accidentally, you can get
back to the QUBIC program by typing EXEC O and a carriage return.)

| f you enter a nove that is unacceptable, the conputer will tell you what
kind of error you have made and then give you anot her chance. |f one of
the three nunbers that you enter is greater than 4, the nessage:

BAD CELL | NDEX
will be printed over the O MOVE or X MOVE nessage after which the
erroneous code was typed. After a few nonents the error nessage wl |l

di sappear, and the O MOVE or X MOVE nessage w Il reappear in its former
position. Type the code for the nove that you intended to nake.
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| f the nunbers that you enter point to a position that is already
occupi ed, either by your marker or by that of your opponent, the nessage:

* OCCUPI ED*

will be printed over the words O MOVE or X MOVE on the screen. Wen the
O MOVE or X MOVE nessage reappears, type the code for another nove.

| f you want to discontinue the gane and start over, type the ESCAPE key;
if you want to discontinue and return to SOLOS/ CUTER, type the MODE
SELECT key.

Have f un.
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APPENDI X

ABOUT CASSETTE RECORDERS AND CASSETTE FI LES

Successful and reliable results with cassette recorders and cassette files
requi re a good deal of care. You need to use consistent and careful

nmet hods, and you need to know what to expect, when you try to read a

manuf acturer's tape, or your own. The follow ng nethods are recomended:

1) Use only a recorder recomrended for digital usage. For use with the
Processor Technol ogy Sol or CUTS, the Panasonic RQ 413AS or Realistic
CTR-21 is recomended.

2) Keep the recorder at |east a foot away from equi pnent containi ng power
transforners or other equi pnment which m ght generate nmagnetic fields,
pi cked up by the recorder as hum

3) Keep the tape heads cl eaned and demagneti zed in accordance wth the
manuf acturer's instructions.

4) Use high quality brand-nane tape, preferably |Iow noise, high output
tape. Poor tape can give poor results, and rapidly wear down a recorder's
t ape heads.

5) Bulk erase tapes before reusing. It can be hard to find the file you
want in a junble of old file pieces. Bulk erasing also decreases the
noi se | evel of the tape.

6) Keep cassettes in their protective plastic covers, in a cool place,
when not in use. Cassettes are vulnerable to dirt, high tenperature,
i qui ds, and physical abuse.

7) Experinentally determne the nost reliable settings for volume and
tone controls, and use these settings only.

8) On sone cassette recorders, the m crophone can be live while recording
t hrough the AUX input. Deactivate the mke in accordance with the

manuf acturer's instructions. |In sonme cases this can be done by inserting
a dummy plug into the m crophone jack.

9) If you record nore than one file on a side, SAVE an enpty file, nanmed
"END' for exanple, after the last file of interest. Once you read its
name, you will know not to search beyond it for files you are seeking.

One way to avoid having to search for files is to record only one file per
cassette, at the beginning of the tape, if you can afford the extra
cassettes.

Al-1 GAMEPAC2



10) Do not record on the first or last mnute of tape on a side. The
tape at the ends gets the nost physical abuse. Do not be inpatient when
trying to read the first file on a tape. You, or the manufacturer of a
pre-recorded program nmay have recorded a | ot of enpty tape at the
begi nni ng.

11) Record a file nore than once, before it |eaves nmenory. This
redundancy can protect you from bad tape, equipnment mal function, and
acci dental erasure.

12) Most cassette recorders have a feature that allows you to protect a
cassette fromaccidental erasure. On the edge of the cassette opposite

t he exposed tape are two small cavities covered by plastic tabs, one at
each end of the cassette. |If one of the tabs is broken out, then one side
of the cassette is "wite protected.” An interlock in the recorder wll
not allow you to press the record button. A piece of tape over the cavity
will renmove this protection

13) Use the tape counter to keep track of the position of files on the
cassette. Always rewind the cassette and set the counter to zero when
first putting a cassette into the recorder. Tinme the first 30 seconds and
note the reading of the counter. Always begin recording after this count
on all cassettes. Record the begi nning and endi ng count of each file for

| ater reference. Before recording a new file after other files, advance a
few counts beyond the end of the last file to insure that it wll not be
witten over.

14) The SOLOS/ CUTER command CATal og can be used to generate a |ist of al
files on a cassette. In SOLOS/ CUTER, type CAT <CR>, rewind to the
begi nni ng of the tape, and press PLAY on the recorder. As the header of

each file is read, information will be displayed on the screen. [If you
have recorded the enpty file called END, as suggested, you will know when
to search no further. If you wite down the the catal og information al ong

with the tape counter readings and a brief description of the file, you
will be able to locate any file quickly.

15) Before beginning work after any nodification to the system test by
SAVEi ng and GETting a short test program This could prevent the |oss of
much wor K.

In addition to using the above procedures nethodically, you need to know
the various ways in which prograns nay be recorded on tapes you have
pur chased:

1) |If you cannot read a file consistently, and suspect the tape itself,
do not despair. The sane file nmay have been recorded el sewhere on the
tape. Processor Technol ogy often records a second version, later on the
sanme side of the tape. Wen you first get a tape, CATalog it with SOLCS
or CUTER so you will know exactly what it contains. Wite down the tape
counter readings at the sane tine.
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2) An enpty file named END is sonetinmes placed at the end of the recorded
portion of a tape. Wen SOLOS CATalogs a file, the file header
information is displayed as soon as the beginning part of the file passes
the tape head, but nothing is displayed when the end of the program passes
by. |If another filenane such as END i s di splayed, you know you have j ust
passed the end of the previous file.

3) Sone of the prograns supplied by Processor Technol ogy contain a
checksumtest within their code, in addition to the checksumtest which
SOLCS perforns. \When a programcontaining this test is first executed
after | oading, the checksumtest reads all of the programin nenory, and
cal cul ates a checksum nunber which is conpared with a correct value. |If
the nunbers match, the programin nenory is correct. Nothing is displayed
when the nunbers match, but if they do not match, the nessage CHECKSUM
TEST FAILED, or a simlar nessage, is displayed. The nessage nay be

foll owed by two nunbers, representing the correct and incorrect checksum
nunbers.

Even t hough the checksumtest was failed, it nay be possible to enter the
program anyway by typing the carriage return key. The bad data may not
even be apparent, if it is in a portion of the programyou do not use. It
is best, however, to try to find and correct the problem causing the error
so the checksumtest is passed. The error can be caused by the cassette
inteface circuitry, bad nenory |ocations, bad tape, a faulty recording,

i nproper alignnment or settings on the cassette recorder, or other

equi pnent probl ens.
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