still cannot be loaded, send the software, with a complete
description of the problem (what type of compuiox you have, what the computer
says, if ar‘zy‘(hmg when you try to load the software or play Lh@ game, and what
vou did to try to get it to load.) to:

6. If the program
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UNAUTHORIZED REPRODUCTION OF THIS GAME IN ANY EORM Is FOR: ATARI 400/800°, 32K Memory Casselte
SPECIFICALLY PROJIBITED. WE COMSIDER ANY VIOLATION OF ﬁgggz ggfg)‘?g;g\ﬁmemhé BA;J;SL' 32K Beyond BASIC ¢
e EWT i o g g 1 emory Cassette

THIS HEQUE%T mk‘ﬁ‘mgm“r '“ AL V‘%é’} QUR LEGAL RIGHT TO EXISTIN A . THS-80°, Model I or Model 11, 16K Memory Casseile 32K Diskelte
COMPETITIVE BUSINESS ENVIRONMENT. Trademarks of Warner Communications, Apple Cornputer, Commodore and Tandy Corp.

1/82 Computer Stocks & Bonds transports you to Wall Street as you atterpl to gain wealth
OTHE AVALON HILL GAME COMPANY 1982 All Rights Reserved V6254 and affluence by skillfully buying and selling securities. The main objective in this multi-
Computer Program and Audio Visual Display Copyrighted 4096101 player game is to shrewdly invest $5,000 in the game's 10 securities. Trading lasts for ten

game years, the wealthiest player at the conclusion of the tenth year wins!
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During each of the ten years play, players invest in securities at the current MARKET
PRICE for the year. As a guide in selecting investments, players should consult the
SECURITIES REVIEW in this manual and the PRICE HISTORY graphs within the pro-
gram which display security performance throughout the game. All players begin the
game with $5,000 cash in their portfolios. Player turn sequence after year one is deter-
mined by net worth, the wealthiest player going first each turn.

LOADING INSTRUCTIONS

ATARI 400/800 Cassette

Lift the cartridge door on your ATARI 400/800 computer and insert the COMPUTING
LANGUAGE BASIC cartridge into the computer. Use the LEFT CARTRIDGE slot on the
ATARI 800. Press the POWER switch on the side of the console ON. With SIDE ONE of
the cassette up, put it into your ATARI CASSETTE RECORDER and press ‘'REWIND’
until the tape stops moving.

To assure a successful load we suggest you advance the clear portion of tape (leader) until
the brown magnetic portion is just visible to the left of the cassette head.
With the cassette inserted into the cassette recorder and using the keyboard type:

CLOAD

Then press the ‘RETURN’ key on the keyboard. You will hear one beep. Push ‘PLAY’ on
the recorder and press the ‘RETURN’ key on the keyboard again. The recorder should
start to move and the program will be loaded. By turning up the volume on your video
screen you can hear the program being loaded. When the tape stops, the program has
been transferred from the cassette tape to the computer’s memory. ‘READY’ will appear
on the screen.

Type; ‘RUN’ and press the return key to play the game. Should your video screen display
the word ‘ERROR’, press the reset button at the top righthand corner of the keyboard and
repeat the above loading instructions.

APPLE II Cassette

The APPLE program is located on SIDE ONE after the ATARI program. You must
advance your cassette past the ATARI program before you can load the APPLE program.
By listening to the tape you can distinguish between the two programs. The APPLE pro-
gram is easily recognized by the relatively high pitch and ‘pure’ quality of the calibration
tone at the beginning of the program. This tone is free of the characteristic ATARI high
pitch buzz which is on then off as if each line of code is being loaded. Find the beginning of
the APPLE program and position the tape to just after the start of the calibration tone. Set
up the recorder for input. On the keyboard type:

LOAD (Don'’t hit return yet).

Press ‘PLAY’ on the recorder and immediately press ‘RETURN’ on the keyboard. A
volume setting of ‘3 to ‘4’ is suggested. The computer will start reading in your program.
The computer will beep twice, once at the beginning of the program and once at the end.
This program is not short and will take a few minutes to load. When you hear the second
beep, type:

RUN

and press ‘RETURN' to play the game.

ATTENTION APPLE II MICROCOMPUTER OWNERS:

The game instructions that follow apply (for the most part) to the ATARI, PET, and
TRS-80 programs only. Fortunately, we have programmed all of the game instructions for
the Apple version of Computer STOCKS & BONDS into the program itself. Thus, we



have designed Computer STOCKS & BONDS to especially take advantage of the
strengths oir each individual machine.

COMMODORE PET CBM This a\’:m;m
STV . . . year one have a rand
Turn the tape over so SIDE TWO is up. Inser! the tape in your recorder and rewind to the Z;):l&“: ?m Ioti of one 'ho&lkaﬂu
beginning of the tape. When ready, type: hased in :
LOAD s
and press the ‘RETURN butfon on the keyboard, then the ‘PLAY’ buiton on the recorder. Be is a ription of the ten secur e game. K
p by

loy
The tape should start moving, and start loading your program. This program is not short, will ai d you in vzvmmw your portfolio.
and will take several minutes to load. The computer will tell you when it finds the program - ‘
and starts loading. When done, the computer will print ‘READY’, and the tape will stop. CHEY
An AAA b(mu with a good

Type:
income, but, of cou

R

RN GROWTH CC
ooy . i WA R
and press ‘RETURN' to play the game. : A well estal
T } Cassette ; dustry, sp
The TRS-80 Models | & Il program is located on SIDE TWO after the PET CBM pro- ! the ((jt”’;‘
gram. You must advance your cassette tape past the PET program before the TRS-80 ' ralio o
program can be loaded. By pulling out the EAR and MIC jacks on gyour cassette recorder
and listening to the tape, you can differentiate the PET program from the TRS-80 pro-
gram. The PET sounds louder, yet has a lower pitch. The PET program lasts approx-
ately a total of 4 minutes (if your tape deck has a counter and you start it at O at the
beginning of the tape you'll find the TRS-80 program around 88.
There \/\/111 be a portion of blank tape between the PET and TRS-80 programs, this blank
portion is your cue to prepare to load the TRS-80 program.
Check that the volume is sel (o the proper level (between 5 and 6 is normal). Press ‘PLAY’
on the recorder, type:
CLOAD (For Model Il only, enter: L after CASS?, then CLOAD)
and ; [ER’ kw' on the keyboard. The recorder should start to move and your pro-
g 7 will be loaded. ﬂ his will be indicated by the flashing asterisk at the upper right corner
of the screen. This program is not short, and will take several minutes to load. When the
tape stops and the TRS-80 prints ‘READY’ on the screen, type:
RUN
and press 'ENTER’ to play the game.
TRS-80 DISKETTE
Insert your diskette into your disk drive and ‘BOOT’ the system. be doclared in fl

Model IIf owners must first convert the game program to Model I format. T Im »
See the ‘PROCEDURE FOR COI\\/Eh\ ION instructions enclosed. A medium | company in the large, oligopolistic aviomobile

PLAVING COMPUTER 8TOCKS & BONDS —ATARI, TRS-80, & FET ublic

Computer Stocks & Bonds is a multi-player game, the maximurm number is six for Atari
and Apple, four for TRS-80, and three for PET.

Upon the ‘Opening’ of the stock market for year one the screen will announce whether the s come stoe
overall business and trading climate of the market has been bullish or bearish (except PET) [ o o
and the relative net worth standings of the players. The turn number will a appear in the
right hand corner. Type a ‘@’ to continue.

e il

A 1GE

Next, the computer will ask you whether or not (type: Y’ for YES, ‘I’ for NO) you wish to
view the DI\/ DEND ANNOUNCEMENT, AVALON HILL NTERNATIONAL NEWS
BULL I, or STOCK SPLIT ’BANKRU}’TQY screen displays throughout the game.
These 1hxep displays add spice to the play of the game. Whether you elect to view these
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If the market price of any of the stocks fall below $50.00, no dividends will be paid.

Central City Municipal Bonds however, always pays ifs interest yield regardless of market
conditions.

After the dividend announcment, a news service bulletin will appear on your screen from
over the wires of Avalon Hill Internaticnal. The content of these bulletins will have an
effect on the stock exchange and especially randomly chosen securities.

The STOCKSPLIT and BANKRUPTCY announcement follows the AHI News Bulletins.
When the market )z ice of any stock rises above $150.00 the Board of Directors of that
company will usually d g r 1 stock split. Players owning shares in these com-
panies will double th“ 'nnoum of Jlmp s they are holding. The value of each share will be
divided in half.

If a stock price falls to 0, the company is declared bankrupt. Players owning stock in
bankrupt firms lose whatever financial interest they had invested in the company. The
company however, reforms upon the beginning of the next turn and starts afresh with a
new price of $100.00.

Once the three announcement displays described above have run their course you will
discover . . .
THE EXCHANGE IS NOW OPEN!

A message will ’lash across the ticker and you then may begin trading.

easre s s s S THE AVAL ON HILL STOCK EXCHANGE ™ # v rnrrrrrrrrsens

GRO 114. . .PIO 103, . SHA 105, . UNI 115, . URA 98. . VAL 111..

PLAYER #1 YEAR # 1 CASH BALANCE 5000

Arnnual SETIC
Yield NAME SHARES WORTH
5 CENTRAL CIT
1 GROWTH
4 PIONEER M .
7 SHADYBROOKS
2 UNITED AUTO
5 UR xML !
0
0

NET WORTH
TYPE 15T 3 LETTERS
OF NAME

Above: The Player Position Screen

= opens the P
. Each pld‘ erin ord

hu\/ and sell stock.

R POSITION SCREEN for the first player will be
o5t to lowest net worth is given the opportunity to

|
tel

turn sequence will be done in the same order as performed in year
) unoughoh H]e game.

Players should memorize their player number as they will be given only one
turn to make adjustments to their positions.

‘Prompt’ messages appear in the bottom right hand corner of the PLAYER
SCREEN. These various messages are:

1) “Type / For The Next Player”

Typing a '/’ will automatically pass the play to the next player. Each player will have o
one opportunity per turn to BUY and SELL. Be sure that a plaver is finishad
before typing the */".

2) “Type Z to SELL
Type B to BUY”

There are two interactive modes; either a player is buying or selling stock
Typing a ‘B’ will cause the computer to go into the buying modz and ‘B or ‘BUY” will
appear in the bottom left corner

A player may purchase as many shares of stock as he or she has money to cover. The

computer will stay in the same mode even if play is passed onto the next player. Thus,
players need not enter ‘B’ or *Z’ for each buying or selling transaction resg

vely.

Typing a ‘7" will cause the computer to go into the seling mode and 'S or
appear in the left hand corner.

A player may sell as many shares of stock that he owns. A pla
for each sell transaction

A player may switch from cne mode to the other at any time

3) “Type lst 3 Letters of Name.”

Unce a player has chosen the stock he wishes to buy or sell

of the stock’s name. These letters will appear on the line
makes a mis’ake in typ either press the le
Delete/Back S key on ofe key on PET or hit
over. If he changes hi d alter the stock name is typed
and retype the name of the r stock.

4} “Hit Enter when #

Once the stock name is
buy or sell. This will
player must then hit the

e., the stock and cas!
year to reflect the chan

on tl’xa lm,
/Betum key. 1[ cm; uter wd
ce. Note: a playe
n the price of stoc

th
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arre

If a player types the wrong
Delete/Back S on Atari, o
tion is completed, 1t
player.

Other prompt m ich may appear are:

| S— by o - i I F—
res than he nas uy, the ollowing

fop




The player should type a number he can afford.

6) 1f a player atternpts to sell more shares than he owns, the following message will flash:

“You do not own that many.”

The player should type a number which he does own.

7) If a player attempts to buy or sell Central City Municipal Bonds in the wrong
denominations, the following message will flash:

“Bonds come in 1000 or 5000 lots.”
“Type a new #.”

The player should type 1000 or 5000.

At the conclusion of each game turn (year) The Harford Road Journal will give a market
wrap up whereby the standings of each player will be shown.

PLAYING AID ROUTINES

There are two player-aid routines the player may call upon during his turn to help him in
his buys and sells. He can call them only from the Player Position Screen. They are called
the Price History Routine and the Bar Graph Analysis Routine. (TRS-80 and Atari only).
a. The Price History Routine.

If a player wishes to see the actual price history of a particular stock, he should use the
following procedure:

i.) Instead of the stock name he should type the stock’s analysis number and hit the
Enter/Return key. The stock analysis numbers are:

GRO = 1 VAL = 6
PIO = 2 MET = 7
SHA = 3 STR = 8
UNI = 4 TRI = 9
URA = 5

Example: Name of Stock: 8
# of Shares:

Hit Enter key.

ii.) The ticker will show the price of the stock up to the current price (including any splits
and/or bankruptcies). A"’ next to a price means the stock split in that turn; a ‘B" next to a
price means the company went bankrupt in that turn.

iii.) When a player is through with the price history he should type Q. The current price
ticker will resume.

The player may call this routine in either the buy or sell mode.

b. The Bar Graph Analysis Routine (Atari and TRS-80 programs only).

If the player wishes to see a bar graphical representation of the stocks, he should use the
following procedure:

i) Instead of typing the stock name he should type G and hit the Enter Key.

Example: Name of Stock: G
# of Shares:

Hit Enter/Return key.

ii.) The Player Position Screen will disappear and be replaced with the Bar Graph
Analysis Screen.

156
150

144

140

132

130

120 REFERENCE
110 GRO 1
108 PIO 2
100 SHA 3
% UNI 4
% URA 5
84 VAL 6
80 MET 7
72 STR 8
70 TRl 9

40

36

30

24

20 ANALYSIS

12 TRS-80 Atari

i 1 GRO=] §

2 PIO=

YEAR: 3 4 5 6 7 8 9 10 3 SHA = i ;

TYPE IN REFERENCE #S OF STOCKS. HIT ENTER.
TYPE N FOR NEW ANALYSIS. TYPE P FOR POSITION,

In' the example above, the player entered analysis numbers 1, 2, & 3 for the Growth,
Pioneer, and %hady Brooks stocks respectively. The result is a bar graphical analysis of
selected stocks’ performances throughout the game (in the above example: three years)

iii:) The plgyer should now type in the analysis numbers of one, two, or three stocks he
wishes to view. The analysis numbers are listed on the right hand part of the screen.

iv.) Asthe numbers are typed the analysis number (TRS-80 only), stock mnemonic, and
a symbol appear in the lower right hand corner,

v.) When the player has typed in the analysis numbers he should then hit the
Enter/Return key. The computer will draw the graph for each stock for each year.
Stocksplits and bankruptcies (represented by * and B respectively) will appear on the $12
row (on TRS-80) or $0 (on Atari) in the year these may have taken place.

vi.) If the player wishes to view other stocks he should type N. The computer will erase
zihe_olccll screen and replace it with a fresh one. Repeat steps iii, iv, v, & vi as many times as
esired.

vii.) When a player is finished with the Bar Graph Analysis Routir
ysis Routine he should t P.
The Bar Graph Screen will be replaced with the player’s position screen. e



The Bar Graph Analysis Routine may be called in either the Buy or Sell mode. It may be
called by any pldyer in his turn.

The Market Wrapup Screen

After the last player is finished with his turn, he should type the / . The market Wrapup
Screen will now appear. On it will be the stock price history of all the stocks plus the
relative standings of the players for that turn. The next turn may not start until the follow-
ing prompt message appears in the lower right hand corner:

“For Next Turn Type Q.”

When this message appears and the players are through with the Market Wrapup Screen,
they should type Q . The computer will loop back to the Turn Screen (Step 3) and the
new turn begins.

The game lasts for ten turns. The computer will adjust player positions for a theoretical
11th turn (adjusting stock prices, splits & bankruptcies, and dividends & interest). The
winner is the player with the highest net worth.

The End Of The Game Screen

This screen shows the relative positions of the players. The player with the highest net
worth is the winner. Games played by more than three persons on the Atari computer
should type ‘P’ to see the positions of all the players. The screen will only hold three player
positions at a time.

To play the game again just type Y. If players do not wish to play agéin type N and the
computer will clear the screen and print READY.

If a player should be unfortunate enough to have his net worth fall below $0, he is out of
the game. Press / when that player’s position comes onto the screen.

TERMS

SECURITY — A stock or bond.

BOND — An interest-bearing certificate issued by a private or municipal corporation, for
the purpose of borrowing money. In the game, bonds are issued in $1,000
denominations.

INTEREST — Set percentage of bond’s value paid to the investor.

STOCK — Shares or holdings in a corporate business enterprise attested by certificates of
ownership.

DIVIDEND - Portion of a company’s profit distributed to the stockholders.

SPLIT (or Stock Split)—The division of shares into a Jarger number. For example, if a
company declares a 2-for-1 split, each shareholder receives free one additional share for
each one he already owns; the price per share is halved. Usually this is done to make the
stock easier to sell.

TRANSACTION —Purchase or sale of securities.
BEAR MARKET — A market where the general performances of securities are declining.
BULL MARKET — A market where the general performances of securities are advancing.

MARKET PRICE —The last reported price at which a stock or bond sold.

YOU NAME IT, WE'VE GOT A GAME ONIT . ..

The Avalon Hill Game Company is the world’s largest publisher of a great varie-
ty of strategy board games of skill. We manufacture over 100 games; including
wargames, sports strategy and statistical replay games, power politics games,
adventure and role-playing games, and games on fantasy and science fiction.
For complete information with pretty pictures, write the factory and ask for a
game catalog on:

(0 Adventure Gaming (including war, SF, and fantasy games)

[J Sports Gaming

[ Leisure Time and Family Gaming

Send $1.00 for each catalog ordered.

The Avalon Hill Game Company
Consumer Relations
4517 Harford Road, Baltimore, MD 21214

QUESTIONS ON PLAY

The clarity of these rules has been verified by Software Testers of Universal
Microcomputer Programmers (STUMP) and deemed “complete” in all facets of
instruction. Please re-read them in areas that seem unclear at first reading.
Questions on play can be answered by the factory only upon receipt of a self-
addressed envelope bearing first-class postage.

IF YOU CANNOT LOAD THE PROGRAM

1. Check your equipment carefully to be sure that all cables and
connections are correct.

2. Re-read the section in your computer’s manual that tells you how to load
software. Try to load software again.

3. If you can adjust the volume on your recorder, try different settings, both
higher and lower.

4. If possible, load another program from a tape or disk you know works on
your computer. This will prove that your equipment works. Try once more to
load your game.

5. The normal reason software will not load is tape recorder or disk drive
head misalignment. Your computer may be able to save and load programs on
its own recorder, but be unable to read software made on a different recorder for
this reason. Be sure your recorder heads are correctly aligned. Your local
computer store or dealer can help you with this.
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