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OVERVIEW

Your spaceship is trying to explore as many planets as possible. But while it‘s
rocketing across the bottom of the soreen, a gauge shows the fuel level dropping
steadily, You can stoke up the spaceship’s dwindling supply by answering math
problems correctly. Using either a Joystick Controller or the keyboard, put the right
answer into a problem that appears at the top of the screen. Enough right answers

will get you to the next planet, where your spaceship refuels completely, and you're
off for still more new worlds to conquer,

Begin by selecting from three speed levels, and then choose addition, subtraction,
multiplication, division, or a combination of all four. You win points for correct
answers, and bonuses for special achievements. So get ready--the galaxy awaits you!

REQUIRED ACCESSORIES

ATARI BASIC Language Cartridge
Cassette version

16K RAM
ATARI 410 Program Recorder

Diskette version

24K RAM
ATARI 810 Disk Drive

OPTIONAL ACCESSORIES

OCne ATARI Joystick Controller

CONTACTING THE AUTHOR

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

349-A Ross Hollow Road
New Kensington, PA 1504%



Getting started

LOADING MATE MISSION INTO COMPUTER MEMORY

1, Insert the ATARI BAEIC Language Cartridge into the cartridge slot of your
computer,

Z, If you want to play the joystick version of MATH MISSION, plug your Joystick
-Controller into the first controller jack of your computer console.

a. Connect your program recorder to the computer and to a wall outlet.
b. Turn on your computer and your TV set,

c. Slide the MATH MISSION cassette into the program recorder’s cassette holder and
press REWIND on the recorder until the tape rewinds completely:. Then press PLAY.,

d. Type CLOAD on your computer and then press the RETURN key two times.
e, After the tape fnishes lpading, the word READY will display on your TV screen.

Type RUN and press the RETURN key. The program’s first display screen will appear
on your TV screen,

a. Have your computer turned OFF,

b, Turn on your' disk drive.

c» When the BUSY light goes out, open the disk drive door and insert the MATH
MISSION diskette with the label in the lower right-hand corner nearest you. Close

the door. (Use disk drive one if you have more than one drive.)

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

[



When the program has loaded the screen looks roughly like this!

SCOREQ

MATH MISSIOH

RIGHT O F=-
WRONG 0 U-
LEVEL 1 E-

KINDS+ L-

(C) 1982 DAVE KOSMAL

Figqure 1 First Screen Display
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Using MATH MISSTON

SPEED LEVELS AND TYPES OF PROELEMS

You can decide how fast your spaceship burns its fuel, and how quickly you have to
give answers to keep it from running out. Press the OPTION key to choose a speed
level from 1 to 3. Figure 1 shows "LEVEL! 1" at the left of the first screen display.
Level 1 is the slowest and 2 the fastest.

Press the SELECT key to change the kind of problems you want to answer. The symbol
for the kind of problems displays at the left of the screen next to the title "KIND",
The choices are addition (+), subtraction (-), multiplication (x), division ($), or a
mixture of all four (M),

Pressing the SELECT or OPTION keys during play ends the game,

STARTING THE GAME

To launch your spacecraft over the first planet press the START key or the red button
on the joystick.



Playina MATH MISSTON

ANSWERING PROBLEMS

As soon as you start the game, a math problem appears at the top of the screen. You
can answer with the keyboard or with the joystick.

With the joystick:

Move the joystick up to increase the number after the equal sign, or down to
decrease it, When you reach the number you want, press the red button. Enter
two- or three-digit answers from left to right, one digit at a time., Press the
joystick button after each digit. If you’re answering with a two- or three-digit
number, and you press the red button for any digit besides the last one, you can
erase the digit by moving the joystick to the left. But once you’ve chosen the
final digit and pressed the red button, you can‘t change your answer.

For example, to enter the answer to 24 + 2, first move the joystick forward
from O to 1 and press the red button, If you go past 1, just move the joystick to
the left and start over. Then move the second digit forward from O to 2, Press
the red button and the screen immediately displays "Right!"

If you move the joystick forward when a 9 displays, a 0 appears; if you move
backward from 0, a @ displays,

With the keyboard!

Press the numbered keys at the top of the keyboard. Enter two- or three-digit
answers from left to right, one digit at a time, If you’re answering with a two-
or three- digit number, and you type the wrong number far any digit besides the
last one, you can press the CLEAR key to erase it. But once you type the final
digit, the screen immediately displays "Right!" or "Wrong!"

If your answer is correct, the fuel gauge goes up, and your score increases. If your
answer is wrong, your spacecraft flies out of control, still burning fuel. For a few
moments, there’s nothing you can do, but then the same problem displays again. If you
answer the same problem wrong three times, the correct answer displays on the
screen, Then you face another problem. '



COMPLETING A PLANET

FUEL

After it flies for about thirty seconds, your spacecraft stops at a space station and a
message displays that you've completed a planet. Your spacecraft refuels and you're
launched again toc explore another planet. Each time you complete a planeti the
problems become a little harder, The flags near the bottom of the screen show how
many planets you’‘ve explored.

The pulsating bar at the right of the screen shows the amount of fuel left in your
spacecraft. You begin with 22 fuel units. The fuel decreases at a rate that depends
on the speed level you chose., Each time you correctly answer a problem, you gain 4

fuel units, but you never exceed 22 units, Yowur spacecraft completely refuels at the
end of each planet,

SCORING

Your score displays at the top left of the screen. Each time you answer a problem
correctly, you earn 25 points if you’re on the first level, 50 on the second, and 75 on
the third. More points are awarded for staying in flight, You get bonus points for the
following!

Completing a planet (100 points for the first planet, 200 for the second, and so
on) -

Having a lot of fuel left after you complete a planet (the number varies with
the amount of fuel remaining, up to 1,000 for a full tank)

Getting ten consecutive problems correct (S00 points for the first ten, £00 for
20, 700 for 30, and so on)

Answering any 25 problems correctly (250 points), SO problems (500 points), 75
problems (750 points) and so on

RESTARTING THE GAME

You can restart the game at any time by pressing the START key.



Limited Warranty on Media and Hardware Accessories. Atari, Inc. ("Atari”) warrants to the original
consumer purchaser that the media on which APX Computer Programs are recorded and any
hardware accessories sold by APX shall be free from defects in material or workmanship for a
period of thirty (30) days from the date of purchase. lf you discover such a defect within the 30-day
period, call APX for a return authorization number, and then return the product to APX along with
proof of purchase date. We will repair or replace the product at our option. If you ship an APX
product forin-warranty service, we suggest you package it securely with the problem indicated in
writing and insure it for value, as Atari assumes no liability for loss or damage incurred during
shipment.

This warranty shall not apply if the APX product has been damaged by accident, unreasonabie
use, use with any non-ATARI products, unauthorized service, or by other causes unrelated to
defective materials or workmanship.

Any applicable implied warranties, including warranties of merchantability and fitness for a
particular purpose, are also limited to thirty (30) days from the date of purchase. Consequential or
incidentai damages resulting from a breach of any applicable express or implied warranties are
hereby excluded.

The provisions of the foregoing warranty are valid in the U.S. only. This warranty gives you
specific legal rights and you may also have other rights which vary from state to state. Some states
do not allow limitations on how long an implied warranty lasts, and/or do not aliow the exclusion of
incidental or consequential damages, so the above limitations and exclusions may not apply to
you.

Disclaimer of Warranty on APX Computer Programs. Most APX Computer Programs have been
written by people not empioyed by Atari. The programs we select for APX offer something of vaiue
that we want to make available to ATARI Home Computer owners. in order to economically offer
these programs to the widest number of peopie, APX Computer Programs are not rigorousiy
tested by Atari and are sold on an “as is” basis without warranty of any kind. Any statements
concerning the capabilities or utility of APX Computer Programs are not to be construed as
express or implied warranties.

Atari shall have no liability or responsibility to the original consumer purchaser or any other
person or entity with respect to any claim, loss, liability, or damage caused or alleged to be caused
directly or indirectly by APX Computer Programs. This disclaimer inciudes, but is not limited to,
any interruption of services, loss of business or anticipatory profits, and/or incidental or

consequential damages resulting from the purchase, use, or operation of APX Computer
Programs.

Some states do not allow the limitation or exclusion of implied warranties or of incidental or
consequential damages, so the above limitations or exclusions concerning APX Computer
Programs may not apply to you.

For the complete list of current
APX programs, ask your ATARI retailer
for the APX Product Catalog
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EXCHANGE
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Santa Clara, CA 95055
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We're interested in your experiences with APX programs
and documentation, both favorable and unfavorabie.
Many of our authors are eager to improve their programs

if they know what you want. And, of course, we want to -

know about any bugs that slipped by us, so that the
author can fix them. We also want to know whether our

1. Name and APX number of program.

Review Form

instructions are meeting your needs. You are our best
source for suggesting improvements! Please help us by
taking a moment to fill in this review sheet. Fold the sheet
in thirds and seal it so that the address on the bottom of
the back becomes the envelope front. Thank you for
helping us!

2. If you have probiems using the program, please describe them here.

3. What do you especially like about this program?

4. What do you think the program’s weaknesses are?

5. How can the catalog description be more accurate or comprehensive?

6. Onascale of 1t0 10, 1 being “poor” and 10 being “excellent”, please rate the foliowing aspects of this program:

Easy to use

User-oriented (e.g., menus, prompts, clear language)

Enjoyable

Self-instructive

Useful (non-game programs)
Imaginative graphics and sound



7. Describe any technical errors you found in the user instructions (please give page numbers).

8. What did you especially like about the user instructions?

9. What revisions or additions would improve these instructions?

10. On a scale of 1 to 10, 1 representing “poor” and 10 representing “excelient”, how wouid you rate the user

instructions and why?

11. Other comments about the program or user instructions:

From

ATARI! Program Exchange
P.O. Box 3705
Santa Clara, CA 95055

[seal here]

STAMP




