


If the file contained on the disk is no longer usefull, press [Y] to overwrite the
file. But if you wish to keep the file on the disk, press [N]. To save your new file,
you can either change its name or change disk.

¢ The fourth message concerns input errors:
INPUT ERROR

THE COMPUTER CAN’T READ
THE CONTENT OF YOUR DISK
PLEASE CHANGE DISK

[ENTER]

This message indicates that the computer cannot read the content of your disk
in order to save the file. You must change the disk to save your file. (For further
information, please refer to the section of your Color Computer Disk System
manual entitled “1/O ERROR”.)

Saving the file on cassette
The following message will appear on screen:

TO SAVE YOUR FILE
INSERT YOUR CASSETTE IN THE
CASSETTE RECORDER

MAKE SURE TO ADVANCE THE TAPE
PAST THE LEADER OR AFTHER THE
LAST FILE ON TAPE

PRESS ‘PLAY’ AND ‘RECORD’
[ENTER]

You remove the Mico Robot cassette and insert one of your own. If you are
using a new cassette, be sure you have advanced the tape past the leader. If you
are using a cassette that already holds one or more files, be sure to advance the
tape past these files, to avoid recording the new file over one of them. When the
tape is in place, press ‘PLAY’ and ‘RECORD’ on the cassette recorder and press
[ENTER]. The screen displays:

FILE’'S NAME (name of your file)

LANGUAGE (unilingual or bilingual)

NUMBER OF WORDS (number of words contained in
the file)

13



14

and the computer saves your file on the cassette. When completed, the following
message appears:

SAVE ANOTHER COPY? Y/N

You should keep a backup copy of each of your files. You can make this copy
on the same cassette or use another one (this is preferable). Mico Robot makes
this very easy. Just press [Y] (Y for Yes). If you are using another cassette, insert it
in the recorder and press [ENTER)], or to save another copy on the same cassette,
just press [ENTER)]. The computer saves your backup copy on cassette. When
prompted for another copy, press [N] (N for No). You may now create another file
or return to the main menu.

2. To use a file already created

This option allows you to play a game of Mico Robot with the words contained in
one of your personal files. The screen displays:

PRINT THE NAME OF THE FILE

Type the name of the file you wish to use and press [ENTER] when it is spelled
correctly. You will then see:

YOUR FILE IS

1 UNILINGUAL
2 BILINGUAL

If you are using a unilingual file, press [1], or for a bilingual file, press [2].
With the diskette version, the screen displays:
YOUR FILE
INSERT YOUR DISK
[ENTER]

Insert the disk containing the file that you wish to use and press [ENTER]. The
game will begin when computer has finished reading the file.



With the cassette version, the screen displays:
TO USE A FILE

INSERT YOUR CASSETTE IN THE
CASSETTE RECORDER

IMPORTANT: POSITION THE TAPE
BEFORE THE START OF YOUR FILE

PRESS ‘PLAY’ ON THE RECORDER
[ENTER]

Insert the cassette containing the file you wish to use into the recorder. The tape
must be positioned before the start of the file you want to use, or if you don’t know
where it is on the tape, rewind the tape completely and the computer will
automatically locate it for you. Adjust the volume on the recorder, press ‘PLAY’ on
the recorder and [ENTER] on the computer keyboard. The following message
appears on screen:

| AM NOW LOADING THE FILE

file’s name

This message remains on screen until the computer has finished loading the
file. When the loading is over, the game begins.

Messages for the diskette version
When using your files, two messages can appear on the screen:

¢ |f the file that you want to use is not on the disk, you will receive the following
message:

name IS NOT ON THE DISK
[ENTER]
* The second message concerns input errors:
INPUT ERROR

THE COMPUTER CAN’T READ
THE CONTENT OF YOUR DISK

PLEASE CHANGE DISK

[ENTER]
15
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The computer cannot correctly read the content of the file that you have chosen
(please consult section “I/O ERROR’’ in your Color Computer Disk System
manual). You must then remove this disk and use your backup copy.

After each of these two messages, press [ENTER]. This will return you to the
main menu (page 6).

Messages for the cassette version
When using your own files, two situations may occur:

¢ |f the file that you wish to use is not on the cassette that you have inserted in the
recorder, or if the recorder volume is not high enough, the tape will unwind
completely and the message ‘‘| am now loading the file’’ will remain on screen.
You must then either remove the cassette and insert the one that holds the file
or raise the volume on the recorder. You can cancel the file’s loading by
pressing the ““RESET’’ button, at the back of the computer. This will take you
back to the main menu and will let you start over.

* The second situation concerns input errors. The following message may appear
on screen:

INPUT ERROR

THE COMPUTER CAN’T READ THE
CONTENT OF YOUR CASSETTE

[ENTER]

It is likely that the cassette recorder volume is not properly adjusted. Rewind the
tape and adjust the volume. Press [ENTER] and the computer will restart loading
the file. If you continue to get the same message, try using the backup copy of the
file. Or press the “RESET"”’ button to take you back to the main menu and start
over.



The game begins

At the top of the screen, six spare parts for the robot appear. Below that, the
computer displays the first letter of the word followed by red boxes. Let’s use this
example: the word chosen by the computer is “HOUSE’’. The screen displays five
boxes, the first containing the letter ““H’’. You must find the other four letters to
complete construction of the robot. Suppose the player chooses the letter “T"".
Since this letter is not part of the word “HOUSE”’, a spare part disappears, and
the letter “T"” takes its place.

WL i

I

Now let’s say the player chooses the letter “‘S’’. This letter is the fourth letter of
the hidden word, so it appears in the fourth red box and a part of the robot will be
constructed.

HUIHHIHHHHS
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You must choose letters untill you have completely constructed the robot or
have used up all the spare parts. If you have completed the robot, you win points
for each spare part saved. If you still have all six spare parts, you are awarded a
1000 point bonus. Next the robot makes the letter of the word appear one by one.
If on the other hand you have used up all the spare parts, the robot disintegrates
itself.

Bilingual game

In a bilingual game, the English word appears on screen and the first letter of
the French translation for that word. In the example, the word “HOUSE”’ appears
in the center of the screen and below that six red boxes, the first containing the
letter “M”’.

T
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i
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You must find the French word beginning with the letter “M’’ that is the
translation for “HOUSE”.

Letter-Hunting

If you have chosen the home work option, the robot gives you the letters of the
word and you immediately begin the game of ““Letter-Hunting”.

““Letter-Hunting’’ offers nine levels of difficulty from beginner (1) to expert (9).
The level of difficulty determines the speed at which the letters switch boxes
during the game, the speed at which the pawn moves across the screen, and the
time allowed to play the game. The higher the level, the faster the letters move,
and the shorter time you have to succeed. Choose the level that best suits you by
pressing any key from 1 to 9.

The letters of the word appear here and there on the screen, and when they are
all in place, a pawn appears near one of them.



Using the joystick, you must move your pawn near the box containing the first
letter of the word (in our example, the letter ““H’’). When you get near, fire on the
box by pushing the red button on the joystick. If you hit the right letter, it will
disappear from the box and reappear at the top of the screen. You then win points
and must pursue the second letter of the word.

Using the joystick

The pawn moves continuously except when it reaches the borders of the
screen. Hold the joystick in your hand with the red fire button pointing forward. To
move the pawn toward the top of the screen, push the joystick completely forward.
To move the pawn toward the bottom of the screen, pull the joystick completely
back toward yourself. To move right, push the joystick right, and to move left, push
the joystick left.

To shoot, press the red button. The pawn always shoots in the direction it is
moving: if the pawn is moving toward the top of the screen the aim will be toward
the top of the screen, and so on.

Pawn movements

The level of difficulty determines the speed at which the pawn moves across the
screen — the higher the level, the faster the pawn moves.

While moving across the screen, your pawn leaves a trail behind it. If you recross
this trail, you lose points, unless you shoot a hole in the trail first, allowing you to
pass through.

The red boxes

A pawn cannot enter a red box. If you try to enter one, the box changes colour
and causes your pawn to bounce back and lose points. You must change direction
at once, otherwise the pawn will continue to bounce back against the red box,
making you lose even more points.

If you shoot at a red box that does not contain the right letter for your word, the
letter will momentarily disappear from the box and fire at your pawn. This will
cause you to lose points. Before shooting, be shure the box you are near contains
the right letter (remember they change places throughout the game without
warning).

Time allowed for the game
The computer displays 64 red dots across the bottom of the screen. Each time a
letter switches boxes, the computer ‘“‘beeps’’ and one of the red dots turns yellow.

You must catch the letters of the word before all the dots turn yellow. The time
allowed is determined by the level of difficulty you have chosen.
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Bonus
When ““‘Letter-Hunting’’ is over, the screen displays:

THE WORD WAS
?

You must write the word used in “‘Letter-Hunting’’. To correct an error, use the
left arrow key. When the word is spelled the way you want it, press [ENTER]. The
screen then shows:

YOUR WORD IS

word
ENTER
OR
«TO CORRECT

You press the left arrow to make a correction, or just press [ENTER]. If you have
spelled the word correctly on your first try you win a bonus of 10000 points! If not,
the computer gives you a second chance... If you spell it right this time, you get a
5000 point bonus. A perfect game, where all six spare parts have been saved, no
points were lost during the letter hunt, and the word was spelled correctly on the
first try gives a total of 20000 points.

Giving the results

Results are displayed on the screen, and will vary depending on which option
was originally chosen.

e Option 1 and 4

The names of the nine players who have scored the highest are displayed on

the screen:
TODAY’S CHAMPIONS
1 NAME 1 20000 LEVEL 9
2 NAME 2 20000 LEVEL 8
3 NAME 3 20000 LEVEL 7
4 NAME 4 20000 LEVEL 6
5 NAME 5 20000 LEVEL 5
6 NAME 6 20000 LEVEL 4
7 NAME 7 20000 LEVEL 3
8 NAME 8 20000 LEVEL 2
9 NAME 9 20000 LEVEL 1

The screen displays the order of the winners, the player’s name, results, and
the level of difficulty chosen. If you want your name to appear on the screen, you

20 must be among the top nine players!



e Option 2

Results of the game show both player’s names and the number of points
scored.

POINTS

PLAYER #1 18000
PLAYER #2 12000

If several games have been played, the computer will automatically compile the
points of each game.

e Option 3

With the home work option, the results are presented in two different ways. After
“Letter-Hunting’’ each one of the words in the home work, the screen displays:

YOUR SCORE name
THIS GAME 12000
TOTAL 38000

The computer writes the name of the player and the points gained in the game
just ended. The “TOTAL” indicates the number of points total for all the games
played. When the past word of the home work has been completed, the screen
displays:

BRAVO name
THE HOME WORK IS COMPLETED
YOUR SCORE 62000

The result is the total number of points scored for that session of home work.
To play a new game
Below the scoreboard, the following messages appear on the screen:

[C] TO CONTINUE
[N] FOR A NEW OPTION

If you wish to keep the same option and continue the game, press [C]. If you
wish to change options, press [N], and this will take you back to the main menu.
The results are erased from the computer’s memory and you can start a new
game.
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Reset button
Pressing the reset button at the rear of the computer will have two effects:

¢ While creating a file: it will erase all the words contained in the file you were
creating and allow you to start a new file.

e While playing a game: it will erase all results and words from the computer
memory and take you back to the main menu.

Do not press the reset button while the computer is reading or printing information
on disk: it could destroy information stored on disk.
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