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DANDY

ENTERTAINMENT
Conquer 26 dungeons through cooperation
(ages 8 and up)

by John H. Palevich
Requires: One ATAR! joystick Controller per player

Diskette version (1): ATAR! 810 Disk Drive
(APX-20210) 40K RAM
Edition A
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DANDY

by

John Howard Palevich

Program and manual cuntents©1‘.?3t3 John Howard Palevich

Coovyright notice. Cn receipt of this computer program and associated
documentation (the software) the author grants you a nonexclusive
license to sxecute the enclosed software. This software is copyrighted,
You are prohibited from reprodudng, translating, or distributing this
software in any unauthorized manner,




Distributed By

The ATARI Program Exchange
P.O. Box 3705
Santa Clara. CA 95055
To request an APX Product Catalog. write to the address above. or call toll-free:

800-538-1862 (outside California)
800/672-1850 (within California)

Or call our Sales number, 408/727-5603

Trademarks of Atari

ATARIl is a registered trademark of
Atari, Inc. The following are
trademarks of Atari, Inc: 400, 410,
800, 810, 820, 822, 825, 830, 850,
1200XL. :

Limited Warranty on Media and Hardware Accessories. Atar) inc (“Atar'’) warrants 1o the oniginas consumer purcnaser that
the media on which APX Computer Programs are recorced and any harcware accessores sofd by APX snall oe free trom
defects in materal or workmansh(p for a period of thirty (30) gays from the date of purchase if you drscover such a gefect
within the 30-cay penod. cail APX for a return autnorization numbper. and then return the product to APX aiong with proof of
purchase date We will repair or repiace the proauct at our option If you srmip an AFX product tor in-warranty service. we
suggest you package it securely with the problem indicated in writing and insure 1t for vaiue. as Atart assumes no habity for
loss or camage incurreg during shipment

This warranty shall not apply f the APX product has been gamaged by accident. unreasornanle use. use with any non-ATARI
products. unauthorized service. or by other causes unreiated to cefective materiais or workmanship

Any appiicable :mphied warranties including warranties of merchantabiity and fitness for a particuiar purpose are aiso
hmited to thirty (30) Gays from tne date of purchase. Consequentiat or incidentar gamages resulting from a preach of any
appiicabie express or implied warranties are hereby exciuded.

The provisions of the foregoing warranty are valid inthe U.S. only This warranty gives you specific legal nghts and you may
also nave other rignts wnich vary from state to state. Some states do not allow imitations on how iong an imphiec warranty
jasts ang’or ¢o not allow the exclusion of incidental or consequential damages. so the apove iimitations anc exclusions may
not apoly 10 you

Disclaimer of Warranty on APX Computer Programs. Most APX Computer Programs nave Seen wntien by peopte not
employed Cy Atari The programs we select for APX otfer something of vaiue that we want 1o maxe availapie to ATARI Home
Combouter owners In oroer to economically offer these programs to the wigest numbper of peopie APX Computer Programs
are notrigorously tested by Atarn and are soic on an ~"as:s” basis without warranty of any kind Any statements concermngne
capatiities or utility of APX Computer Programs are not to be consirued as express or imphied warrantes

Atarishall have no 1adthity Of responsibility 10 the oniginal consumer purchaser or any other person of entity with respect to
any claim -0ss. hiability or Jamage caused or atieged 10 be caused directly or ingirectly by APX Comguter Programs This
disclaimer incluges. but s not imited to. any interruption of services. 1oss of business or anticipatory profits. ang ¢rincigental
or consequential camages resulting from the purchase. use. or operation of APX Computer Programs

- Some states do not aliow the imitation or exclusion of iImpiied warranties or of incidentai or consequentiat gGamages. so the
above hmitanons or exclusions concerning APX Computer Programs may not apply 10 vou.



Introduction

OVERVIEW

DANDY is a 2é-level dungeon adventure in which cooperation
among players, rather than competition, is the key to succass.
You and up to three more players must get past denizens of
varying danger; you lose strength each time a monster rams you,
and you must constantly stock up on food and then remember to
replenish your strength by consuming food units when your
health deteriorates., Should you lose all strength, you wind up in
limba, but another player can revive you by shooting an arrow
into a heart, You can pick up smart bombs along the way and
drop them at strategic times to wipe out all monsters in the
area, You also must find keys to unlock secured areas of each
maze, Once you explore a level, wiping out the monsters and
picking up all the money, you head for the down passage to warp
to the next level,

DANDY provides hours and hours of challenging discovery.
Although all movement is done with joysticks, you must also
hover over the computer keyboard to rebuild your health and to
drogp bombs. The combination only adds to the frenzy and fun.
And once you master all the levels, the game isn’t aver, First
you can face all the levels again at higher difficulty levels, and
then vou can create your own dungeon levels with the maze editor
that comes with the program.

REQUIRED ACCESSORIES

40K RAM
ATART 210 Disk Drive
! ATARI Jaystick Controller per player

OPTICNAL ACCESSORIES

R A = 3 o %‘a«‘.&'«ic:’i

ATARI BASIC Language Cartridge
ATARI 325 30-Column Printer or equivalent printer
Blank formatted diskette(s)



CORTACTING THE AUTHCR

Users wizhing to contact the author may write to him at!

Apte F=-211
175 Cslvert Drive

o=

Cupertino, CA RE014

Please include a stamped, self-addressed envelope.
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Getting started

LOADING DANDY INTO COMPUTER MEMORY
1. Have your computer turned OFF,

2. Turn on your disk drive,

3. When the BUSY light goes out, open the disk drive door and
insert the DANDY diskette with the label in the lower
right-hand corner nearest to you. Close the door,

4, Turn on your computer and your TV set. The program will load
into computer memory and start avtomatically.

THE FIRST DISPLAY SCREEN
The first screen displays the following information:?
Atari Frogram Exchamnge presents?
Daridy
(c) 1983 John Howard Falevich
Dandy is a2 user extendable
real time snimsted adventure game
for a8 tesm of ome to four players.
This diskette contains 8 sample

duriQeor . If you wish to wuse one
of your own dungeons, insert it

rnoWe.

o=

If wou are qQoing Lo create 2
rew durmgeorn, insert the blank
formatted disk rnow.

Fress space bhar to begin.

Figure 1 First display screen

If this is your first time playing DANDY, or if you just want ta
explore the sample dungeon, leave the DANDY diskette in the
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disk drive. To create or expiore one of your own dungeons, take
the DANDY diskette out of disk drive one and insert your cwn
diskette now.

When vou press the SPACE BAR, DANDY lcads Level A of the
dungeon and displays the Game Menu,

{(Mote, You can find instructions on preparing your own dungeons
in the "Advanced techrical information" section later in this
manual.

THE GAME MENU

The game menu looks like this:

Letter A-Z ctarts qgame at thest level
OFTION changes degree of difficulty
SELECT changes number of plagers
START begins game

3N K NN RN IO KN NN 00K KA K RRONOR NOXC SR OK

X

®

4

4

X (]

X

X

*x

X

Mode! Ore Flager Easy Level A

Figure 2 Game mernt

The top four lines of the Game Menu contain a condensed version
of the instructions, The middle of the screen shows a portion of
the top level of the dungeon, and the bottom line shows the game
options.
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LETTER A-Z —- Selects Starting Level

Prees any letter ksy to start the game con that dungeon level.
You’d usually start on the first l=zvel of the dungeon, Leval A,

OPTION KEY -- Degree of difficulty

Press the OPTION key to change the difficulty of the game.
There are four levels of difficulty: Trivial, Easy, Hard, and
Deadly. If you're fairly good at other video games, start ocut on
the Easy level,

SELECT KEY -- Number of players, dungecn editor

Press the SELECT key to change the number of players. You may
choose one to four players, depending upon the number of
joysticks, controller jacks, and people you have available, Plug a
joystick into a controller jack for each player.

You can also use the SELECT key to enter the Dungeon Editor or
to end the game. To enter the editor, press the SELECT key
repeatedly until "Mode! Dungeon Editor" displays; then press the
START key. See the "Advanced technical information" section of
this manual for instructions on the Dungeon Editor,

START XEY -- Begin a game

Once you’ve selected your dungeon level, degree of difficulty,
and number of players, press the START key to begin the game,
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Playimg DANIDY

THE DUNGEON RISFLAY

When you press the START key, the screen changes from the
game menu to the dungeon display:

Health ?0% Foodi!0 Bombsil Kewsi0 000000

L
iy
*e

0K 3K KKK KN KNI NI K NN NE K SR X

Figure 3 Dungeon display

The dungeon display locks like the gams menu, except that the
player status display appears at the top of the screen, and your
exploration team is clustered around the U,

PLAYER STATUS DISPLAY
The player status display is divided into four lines, ane for each
possible player. In one- to three-player games, some of the

lower lines remain blank.

Each line gives a detailed account of the corresponding player’s
status and inventory.

Hezlth! A plaver’s health varies from 00% to 90% in 10% steps.

A player’s health starts at ?0%. Hand-to-hand combat with
monsters reduces a player’s health, while eating h=alth food
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increaszs it, A player with a health of Q0% is sent to Limbo,

Food: a player may carry up to nine boxess of health food,
Players start the game without any health rood,

Dombe! a player may carry up to nine smart bombs, Flayers start
the game without any smart bombs.

Keys! a player may carry up to nine door keys. Flayers start the
game without any door keys.

Score! Each player has a six-digit score on the right end of the
status line, This score starts at zero and increases as players
gather treasure and kill monsters.,

DUNGEON VIEWER

While you’re playing DANDY the middle portion of the screen
displays your team and the section of the dungeon it’s currently
exploring. Each dungeon level is about three screens wide and
three screens tall, DANDY always shows the portion of the
dungean around your group’s average position, so make sure you
stick together! If cne of your group members moves off the
screen, nothing evil happens -- the off-screen member simply
can‘t fire (or see where he’s going), until he rejoins the main
group.



CONTROLLING YOUR PLAYER

zach player is represented on the soreen by a little figure
wearing & number. Flayer one’s figure wears a "1", player two’s
figure a "Z", and so on,

Moving -— Joystick

Hold your joystick with the red button in the upper left corner.
Move your plaver by pushing vour joystick in the desired
direction, Players can move in all eight directions (including
diagonals).

Shooting -- Red joystick button + joystick

Each player is armed with a bow and an unlimited number of
arrows.. Use these arrows to kill the denizens of the dungeon.
To shoct an arrow, press the joystick button and push the stick
in the direction you want to shoot. Your player stands still as
long as you have the button down., Once your arrow hits
something or flies off the screen, you may fire anather arrow.
: Arrows affect monsters, spawners, and smart bombs, but they
have no effect upon other players.

Picking up objects ~— Joystick

Some of the objects in the dungeon are worth picking up. Just
mave your player over them. You can pick up and carry up to nine
boxes of health food: nine smart bambs, nine door keys, and an
unlimited amount of treasure.

Eating health food —— Number key

To eat a box of health food that you’ve picked up, type your
player’s number on the keyboard —- (for example, player three
would type 3 to eat some health food.)

Using a smart bomb —~ SHIFT + number key

Tao use a smart bomb that you’ve picked up, hold down the SHIFT
key and type ycur player’s number on the keyboard (far example,
player three would hold down the SHIFT key and type "3"(#) to
use a smart bomb).

Pausing the game —-- SPACE BAR




g e e SR Dt e s

To pause the game acticn, press the SPACE BAR. To resume
playing, press the SPACE EAR agein,

Quitting the game ——- OPTION or SELECT or S5TART
To quit your current game and return to the Game Menu, press

any ong of the following buttons! OPTICON, SELECT, or START.
DANDY reads Level A and returns vou to the Game Menu,

What’s in a Dungeon?

You encounter sixteen things (besides other players and their
arrows!) in the dungeon. Here’s a list of the name, the text
character, and a description of the properties of e2ach one {ycu
only use the text characters if you're going to create your own
dungeon later. See the "Advanced technical information” section
later in this manual.

EMPTY SPACE-——""

Most of each dungeon level is made up of empty space, which
nlayers, mansters, and arrows can mave through,

WALL —- "#"
Nothing can move through a wall. Arrows are stopped by walls,
DOOR ~- "o"

Nothing can move through a door without a door key, Doors are
basically removable walls,

UP PASSAGE -- "u"

Players warp into a level around the up passage. Ctherwise, an
up passage acts just like a wall,

DOWN PASSAGE —— g

Players travel to the next level by stepping onto thes down
passage. When players step onto the down passage, their status
ines read "-—-Plaver-is-in-Warp——" and they disappear. When
all the players on a level have warped, DANDY moves the party
to the next level,

DOOR KEY -- "Kk"

Players pick up door keys and use them to open doors. Use a

9
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single door key to cpen &ll the contiguous doors in zall eight
directions. To use a door key, move vour player intc a door. The
door disappears anc the number of kevs In your possession
decreases by one. If you don’t have any keys, you can’t move
into the door.

HEALTH FQQD —- "+"

Pick up health food and eat it to increase your health, (&
package of health food raises your health to %0%), Zating health
food when your health is already at ¥0% has no effect,

TREASURE -~ "$"

Bick up treasure to increase your score. Each treasure is worth
100 points.

SMART BOMB -~ "s"

Smart bombs are magic. When you explode one, it kills all the
monsters on the screen. This makes smart bombs extremely
useful for clearing out nests of spawners, for example. It
doesn‘t take much skill to use one, though, so you only get one
tenth the number of points awarded for killing sll the monsters
by bow and arrow. Smart bombs also explode when arrows strike
them.

SMaALL, MEDIUM, and LARGE MONSTERS -~ "1", "2", and "3"

Small, medium, and large monsters inhabit the dungeon levels.
They like to =at explorers, which makes them a nuisance.
Fortupately, a volley of arrows cuts them down to
size—-literally. When he’s shot, a monster slims down to the
next smaller size--large ones turn into medium ones, medium
ones turn into small ones, and small ones disappear. You earn
ten points each time you hit a monster.

If you're careless, unlucky, or overwhelmed, a monster might get
through your defenses. When a monster reaches you, it reduces
your health., Small monsters leach 10% of your Health, medium
monsters steal 20%, and large monsters gulp 0%, If your health
is ever reduced to 00% or below, your player instantly goes to
Limbo.

HEART - "h"

Once you’re in Limbo, your only hope is to have a friend return
you to the material world of the dungeon by shooting a heart.

10
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Returning plavers keen all their possessions, but, weanened by
their ordeal, they start out with a health of only S0%. Shooting a
heart returns the player who has been in Limbo the longest time
(first in, first out)s If nobody is in Limbo whan you shoot the
heart, then it retrieves the next best thing--a large manster!

SMALL, MEDIUM, and LARGE SPAWNNERS -- "a", "b", and "¢"

Spawners give birth to large, medium, or small monsters,
depending on their size, Small spawners spawn small monsters,
and so forth., Shooting a large spawner creates a medium
spawner, and so an. Each time you shoot a spawner, you earn 200
points.

What’s at the bottom of a dungeon?

When your group finally makes it to the bottom-most level (level
2), you’ll have lots unguarded treasure, food, smart bombs, and
the like, Warping down from level Z brings your group back to
level Z, so you can grab all that loot a second time. You can
repeat this process any number of times.

11



Advanced technical information
IS THIRE LIFE AFTER LEVEL Z7¢
So you've gotten your whole group from A to Iin Deadly? So the
larne monsters run AWAY from you? So the spawners keep silent
whan you walk by? What in the name of the Eeart of Gold de you
do now? Quit playing DANDY and move onto something eglse, like
"Rloody-Bumpers, the game of Parking Lot Death"?

Wrong-o, health-food-breath!

You wse your accumulated knowledge, wisdom, and lore to design
vour own dungeon!

“But how do I do THAT", you cry?

I'm glad you asked that. It just so happens that I was about to
tell you. Read oni

A DUNGEON EXCAVATOR’S GUIDE

Coenerrr ;o B

All you need to become a big time dungeon designer is DANDY, a
single joystick, a blank formatted diskette, and an active
imagination. And in a pinch, you can substitute perseverance for
imagination. + ..

Boot up DANDY as far as the copyright screen. Then, remove the
DANDY diskette from the drive and substitute your own blank
formatted diskette, Press the SPACE BAR to get the game menu.
Press the SELECT key until the dungeon editor displays and
press the START key.

12



Typa " Xoudlk+$s1Z3haboe" to draw 1tem
et oap level =" odown level
"R' read level "W owrite level

"QY quit editor  ( §,24)=rurd--r

KK G KON KK SNCHOK KNS KN OO SRR X

x

x

X

x

% U D

X

X

*

X

Mode! Dumgeon Editor Easy Level A

Figqure 4! Duraeon Editor Display

The editor display is similar to the game menu. The instructions
are different, and there a blinking player-one character is
superimposed upon the up passage.

Selecting the item to draw -- Keyboard

Choose the item you want to draw by typing the character
corresponding to the item. (Find the codes in the "Playing
DANDY" section), Note that the character you type shows up in
the right hand pair of double quotation marks on the fourth line
of the editor display.

Maving around the dungeon -- Joystick 1

Move the blinking-player-one character around the dungeon by
pushing the joystick in the direction you want to go. Notice that
you can ga through walls.,

Drawing things -— Red joystick button

When you hold the red button down, you deposit the current item

under the cursor, If you hold the red button down while you move,
you leave a trail behind you.

13
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Charoing the current level "-" and "="

DAKNDY uses the current level to rsad or write & level design
The "Level" indicator, on the bottom line of the display, tells yo

o ane
lztter towards "A", and the "=" key tc go on= letter towards "2

le
u
which level is th2 current level, Yau use the "-" key to g i

Writing a level to the diskette —— "W"
When you’ve finished your level, press tne "W" key to write it to
the ciskette as the current level.

Reading a level from the diskette -—— "R"

When you want to read in a level from the diskette, press the "R"
key, If the current level doesn’t exist, DANDY createc a blank
lavel (just an up passage and a down passage) for you to edit,

Exiting the editor —— ", OPTION, SELECT, or START

Type the letter "Q" to quit from the editor back tc the game
menu. You can also press the OFTICN, SELECT, or START keys
to get back to the main menu.

Where am I? —— Cursor position

The current X and Y coordinants of the cursor appear on the right
side of the fourth line of the editor display. The character
following the equal sign is the code of the dungeon item
currently under the cursor, while the character following the
arrow is the code of the dungeon item deposited when you press
the red button. The coordinant system is first-quadrant (for a

D

change!) and the drawable-dots range from (1,1) to (52,23),

The fine art of excavating a dungeon

You can do as you like —— DANDY does its best to cope with
whatever dungeon design you creates Just play each level
yourself, to makes sure it can be solved!

For editing purposes, you can change the diskette in disk drive
one at any time, except while you’re actually executing an "R" or
"W" command., This makes it easy to move levels around from
diskette to diskette. (For example, a level that’s filled in with
salid wall characters makes some kinds of levels much easier to
create.)

14
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Printing Hard Copy

Included on the DANDY diskette is a EASIC program called
PRINTLEV.BAS: You can exscute this program to print cungeon
levels on your 40-column or wider printer,

To print one of the dungeon screens, insert the master diskette
in the disk drive, and the ATARI BASIC Language Cartridge in
the cartridge slot of the computer. Load DOS into computer
memory. Remove the master diskette from the disk drive and
insert the DANDY diskette,

The following message displays:

Darndy Level FPrinter v. 1.0
Where should the output qo?
(RETURN to use the printer))

e

Press the RETURN key, The program displays this message’

Looking for durngeon levels.
(rumber) FREE SECTORS

Levels on this disk:
AECDEFGHIJKLMNOFPQRSTUYVRNXYZ

Level (X for all, RETURN to quit)__

Type the letter of the screen you want to print, and press the
RETURN key, If you want the program to print all the screens,
type an asterisk (#) and press the RETURN key,

Suppose you select Level D. The following message displays:

Feading im level D.
Fress RETURN to print.

Make sure your printer (and your interface module if you’re using
one) is turned on, and in the ONLINE mode. Press the RETURN
key and the printer begins immediately,

LEVEL.# File Format

15



4 dungeon level consists of 30 lines of 40 sguares each, Each
character can be any one of sixteen items, so sach byte of data in
the file can represent twc dungeson squares, The low four bits
come from the square with the the lesser X address, the high
four bits from the sguare with the greater X address. The
encoding scheme follows the corder in which the items are listed
in the dungeon editor —- empty =spaces are 0000, walls are 0001,
etc., up to large spawners, which ars 1111,

i
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HSuthor's moted
How DANIDY cams= to be

I wrote an early vsrsion of DANDY for my B8, thesis in
Computer Science at the Massachusetts Institute of Technology.
The orginal idea was to have one person sit at the console of a
mini—computer and control the dungeon, while the four explorers
=at around the ATARI Computer,., The ATART was going to be the
1/0 controller for the larger computer, handling the granhics and
Joystick polling for the much more powerful mini.

The coriginal idea had all sorts of fantastic bells and whistles
tacked onto it--I was going tc have five or so kinds of monsters,
hand-to-hand combat, a variety of magic weapons, stairs, and so
forth. Unfortunately, I had to get the whale project written in
three months, while still going to classes, and occasionally
sleeping.

It became clear that I couldn’t possibly implement the whole
game in the time available, so I cut it down to the bar= minimum
-= putting meost of the code on the ATARI Computer, with the
minicomputer acting as a level server, I think it’s still a neat
game -- with the teamwork aspect and the user’s aption to add
new levels being the neatest parts.,

The rasult was a game that I eventually polished up, added ta,
and adjusted into DANDY. Specdial thanks to Joel Gluck, for his
many thoughtful suggestions, and to the other students in my
dormitory for dedicated and enthusiastic play-testing.

DANDY was written on an ATARI 200 Home Computer with an
AXLON RAMPOWER 122 card, the Svnapse Software
“Synassembler”, and an ATARI 210 Disk Drive, Total time to
‘assemble 2K of object code (from 350 sectors of source) was 39
seconds,

Oh yeah, I got an "A" on my thesis,
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