


Quick Reference Guide 

Note that the key sequences required to access special functions depend 

on the type of computer console you have. Important keystroke 

sequences are summarized here for your "quick reference." 
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SHIFT Z 
(BACK) 

ENTER 
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SHIFT Q 
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Returns the computer to the list of activities 

in VIDEO GAMES 1. 

Fires the gun in Pot-Shot or starts the next 

ball in Pinball. If the Wired Remote 

Controllers are connected, the FIRE button is 

used instead of the ENTER key. 

Control movement with the keys on the left 

half of the keyboard. 

Control movement with the keys on the right 

half of the keyboard. 

Returns to the master title screen. 

You may wish to order the European edition of 
the Video Games 1 manual printed in German, 
French, and English. Send $3.50 (check or money 
order payable to Texas Instruments) along with 
your name and address to: 

Computer Manuals - VG 1 
Texas Instruments Incorporated 
P.O. Box 53 
Lubbock,Texas79408 
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This Solid State Software™ Command Module is 
designed to be used with the Texas Instruments 
Home Computer. Its preprogrammed solid-state 
memory expands the power, versatility and 
capability of your Home Computer. 

Copyright �1979 Texas Instrument Incorporated 

Command Module program and data base contents 
copyright �1979 Texas Instruments Incorporated. 

See important warranty information at back of book. 
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VIDEO GAMES 1 

At one time or another, everyone has enjoyed 
playing the games in a "penny arcade." Video 
Games 1 brings three of these types of games into 
your home to be enjoyed at any time. 

Movement on the screen can be controlled by the 
Wired Remote Controllers or from the keyboard. 
For Video Games 1, certain keys on both sides of 
the keyboard are designated as directional keys: 

CJ [I] [TI DJ [I] [J [I] OJ OJ [I] 
' t / ' t / 

GJ GJ CJ GJ Q [I] IT] CJ [I] [TI 

B GJ GJ GJ Q GJ ITJ CJ [JJ ITJ 
/ l " / ! \ 

B GJ [JJ GJ GJ CTI GJ GJ □ B 

This activity turns your computer screen into a 
shooting gallery. The display shows a randomly 
selected country scene, and rabbits, ducks and 
deer appear as targets. This game improves your 
hand-eye coordination by requiring you to aim 
and then fire at your target. 

This familiar game is programmed with colors 
and sounds, special targets, and a movable 
electronic "flipper." Watch your skill and scores 
improve as you get the "feel" of the game. You 
can't "tilt" this one! 
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Doodle This game calls for quick reactions and tactics as 
you try to trap your opponent's spider inside your 
web. Look out though! Your opponent will be 
trying to corner you too! Play against the 
computer or challenge a friend. 

USING THE SOLID STATE SOFTWARE™ 

COMMAND MODULE 

Note: Be sure the module is free of static 
electricity before inserting it into the computer 
(see page 16). 

1. Slide the module into the slot on the console
and turn the computer on. The master title
screen should then appear.

TEXAS INSTRUMENTS 

HOME COMPUTER 

READY-PRESS ANY KEY TO BEGIN 

© 1979 TEXAS INSTRUMENTS 
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An automatic reset feature is built into the 
computer. Any time a module is plugged into 
the console, the computer returns to the 
master title screen. 

2. Press any key to make the master selection list
appear. The title of the module will appear in
three languages, French, German, and English.

3. Press the key for VIDEO GAMES 1 to select
the English version of the module.

(Note: To remove the module, first return the 
computer to the master title screen by pressing 
SHIFT a. Then remove the module from the slot. If 
you have any problem inserting the module, or if 
it is accidentally removed from the slot while in 
use, please see "In Case of Difficulty" on page 
17.) 

That's all there is to it. You're now ready to start 
playing Video Games 1. 



Pot-Shot 

Video Games 1 

PLAYING VIDEO GAMES 1 

When you press the key for VIDEO GAMES 1, you 
see the title screen. The pinball table appears on 
the screen with flashing lights, accompanied by 
some of the music and sounds used in the games. 
The next display shows a list of the games you 
can play. 

VIDEO GAMES 1 

PRESS FOR 

1 POT-SHOT 

2 PIN-BALL 

3 DOODLE 

To select a game, press the key number shown 
beside the name of the game. We'll go through 
each of the games in the order they're shown on 
the screen. 

Press the 1 key for Pot-Shot. The following display 
then appears: 

,,, 

POT-SHOT 

ENTER TIME LIMIT S 
[DEFAULT 1 20 S) 
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Enter the length of time, in seconds, that you 
want each individual game to last. For example, if 
you want each game to last for 60 seconds, press 
the 6 key, the O key, and the ENTER key. The 
screen now displays the time limit you have just 
entered and tells you to press ENTER to start the 
game. You can enter any time limit from 1 to 999 
seconds. If you press ENTER without pressing any 
number keys, the default time limit of 120 
seconds is used. (If you press any non-numeric 
keys, you will hear an "uh-oh" sound.) 

When you press ENTER, you see a country scene 
with bushes in the foreground. The middle of the 
screen shows a lake surrounded by clumps of 
reeds with two groups of trees in the background. 
Every time the game is played, the shape of the 
various features is selected at random, giving 
hundreds of different scenes. 

The object of the game is to hit as many of the 
targets as possible. 

Rabbits appear at random from four different 
positions in the bushes. They run to an adjacent 
position and disappear. These are the easiest 
targets to hit, so they only score 1 point. At least 
one rabbit is on the screen at all times. 

Deer randomly appear from behind the trees. 
They move out a few steps, turn around, move 
back to their original position and then disappear. 
Since they are smaller targets than the rabbits, 
you score two points for each hit. There is a brief 
pause between one deer disappearing and the 
next one coming into view. 
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Ducks 

Sight 

Status 

Ducks appear at random from one of the three 
clumps of reeds around the lake. They then fly up 
and across the screen, but not in a straight line! 
This fact, and their small target area, make ducks 
the most difficult to hit, so you score five points 
for doing so. There will be a short pause between 
appearances of the ducks. 

f T'\ 
The CD graphic on the screen is your rifle sight. 
You can move it around the screen with the 
Wired Remote Controllers or with the directional 
keys on the left side of the console. If you are 
using the Wired Remote Controllers, move the 
lever to position the rifle sight and press the FIRE 
button to fire a shot. If you are using the 
keyboard, press the directional keys 

[ t (E), � (X), - (S), - (D), "-. (W), / (R), / (Z),
'--... (C)] to move the rifle sight and the ENTER key 

to fire a shot. Not all of the animal's body is part 
of the targets, so try to hit it dead-center. You 
know you have scored a hit when the animal 
disappears and a few musical notes follow the 
rifle shot. 

The bottom line of the screen shows the status of 
the game at any time. The number on the left is 
the timer which counts down as you watch. 
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The number in the center shows how many shots 
you have fired. After every six shots the word 
LOAD appears here, and there is a short delay 
while your gun is reloaded. Although the time 
keeps running, you can't move your sight or fire 
during reloading, so don't waste your bullets! 
When the word LOAD disappears, you can start 
shooting again. The "gun" in this game is also a 
bit old-fashioned, so don't fire too fast or it will 
overheat and become "jammed." There will be a 
delay while the jam is cleared, during which time 
you can't shoot! 

At the end of the time you allotted for the game, 
your score is shown, and you are asked if you 
want to replay the last game. If you don't, press 
the N key for no, and the computer goes back to 
the game selection list. If you press Y for yes, the 
game will start again with exactly the same scene 
and time limit. This allows two or more players to 
take turns at the game and compare their scores 
on an equal basis. 

Return to the game selection list by pressing 
SHIFT z. Then press the 2 key to choose the 

Pinball game. This display then appears: 

HIGH 

SCORE 

• 

• 

• 

• 

SCORE 

000000 

• 

• 

LAST 

SCORE 



GJ 
Video Games 1 

. ���� 

Score 

Walls 

Flipper 

Targets 

This game has many features so let's go through 
them one by one. 

Your score is shown in the bottom center of the 
screen. The score for the last game and the 
highest score in this session of Pinball are shown 
to the right and left of this, respectively. 

The thick black line shows the boundaries of the 
playing area. Except for the bottom wall, the ball 
will bounce off the walls with a sound effect and 
an addition to your score. If the ball crosses the 
bottom wall, it is lost and you hear the "lost ball" 
music. 

You can keep the ball in play by moving your 
"flipper" so that the ball bounces off it, again 
with a sound effect and an addition to your score. 
The flipper is the black shape sticking up from 
the bottom wall. When a ball is in play, you can 
move the flipper left or right with the lever on the 
Wired Remote Controllers or with the...-- (S) and 
� (D) keys on the keyboard. The flipper cannot 
move the full width of the bottom wall, so there is 
always a space at each side where the ball can be 
lost. If it weren't for this feature, a skilled player 
could keep the ball in play forever! 

At the top of the playing area are three pairs of 
colored triangles. The black diagonal lines on the 
triangles are targets. As the ball hits a target, it 
bounces off with a sound effect and an addition to 
your score. The computer also remembers which 
targets you have hit. As soon as you have hit both 
the targets on the triangles of the same color, the 
targets will disappear. These triangles now 
become "rollovers." Now when you hit them, you 
still score and hear a sound effect, but instead of 
bouncing off, the ball rolls over the triangles. 

9 
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When all three pairs of targets have been hit in 
this way, the following events happen: 
■ All the target and rollover scores are increased!
■ Bumper targets appear as black horizontal

lines through the green circles in the playing
area.

■ The triangle targets reappear.

Now you can score more for hitting the same 
targets and have extra targets to hit. The second 
time you hit all the triangle targets, the scores 
increase, the yellow bumper targets appear, and 
the triangle targets reappear. If you are really 
skillful and can hit all the triangle targets for a 
third time, the red bumper targets appear and the 
scores are increased to the maxim um level. Be 
careful of these bumper targets though! Before, 
the ball rolled over the circles, but now it bounces 
back. When the yellow and red circles become 
bumper targets, you have to move your flipper 
very quickly to keep the ball in play. 

The white horizontal line which joins the two sets 
of triangle targets is a flipper target. If you hit 
this, the flipper gets bigger, making it easier to 
keep the ball in play. At the same time, a black 
line appears above the flipper and follows its 
movements across the screen. If the ball hits this 
line, the flipper shrinks back to its normal size. 
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The various objects the ball hits score as follows: 

� 

NO GREEN YELLOW RED 

BUMPERS BUMPERS BUMPERS BUMPERS R 

G LIT LIT LIT LIT 

WALLS 10 10 10 10 

FLIPPER 

SMALL 10 10 10 10 

LARGE 20 20 20 20 

TARGETS 100 100 100 100 

TARGETS 100 200 500 1000 

BUMPERS 500 1000 2000 

NEWBALL 1000 1000 1000 1000 

Note that a hit is not registered unless you hit the 
target completely. Hitting just the edge of a target 
is not recognized as a hit. 

To make the game as realistic as possible, a 
"gravity effect" has been added. While a ball is in 
play, gravity affects it. This is most noticeable as 
the ball moves across the screen. Instead of 
moving in a straight line, it gradually moves 
down as well as across the screen. To counter the 
effect of gravity, the ball's speed increases slightly 
every time it bounces. 

The black box at the top of the screen shows the 
number of the ball in play. The ball moves out of 
the box with a random direction and speed. If the 
ball rolls completely back into the black box after 
you have removed some of the triangle targets, 
you get a new ball. Your score increases and you 
hear the "new ball" music. After a pause the new 
ball automatically appears with a new speed and 
direction. The pause can be either long or short, 
so don't relax! This new ball will not affect the 
ball count, so it's in effect a free ball. 

11 
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To start the game, press the FIRE button on the 
Wired Remote Controllers, or press the ENTER key 
on the keyboard. The ball count is shown in the 
black box and the ball appears from this box with 
a random speed and direction. When each ball is 
lost, the next ball is started in the same way. The 
game is over after five balls. The scores on the 
screen are then altered to show the score in the 
last game and the highest score so far. To play 
another game of Pinball, press the FIRE button or 
the ENTER key. The score is reset to zero, and you 
are ready to start the first ball as described above. 
To go back to the game selection screen after a 
game of Pinball, hold down the SHIFT key and 
press the z key. 

Press the 3 key to select Doodle from the game 
selection list. Doodle is a game of strategy and 
skill with several variations. After you have 
chosen the type of game you want to play, two 
spiders, one green and one blue, appear on the 
screen. By moving your spider, you can lay a trail 
or "web" of the same color as your spider. The 
object of the game is to corner your opponent's 
spider so that it can't move without hitting a wall, 
an obstacle, or either of the webs. When a spider 
collides with any of these barriers, it loses the 
game. Be careful not to back up into your own 
web! 

Now let's look at the options you have in selecting 
the kind of game you want to play. As soon as 
you select Doodle from the main selection list, 
this display appears: 



One or Two 

Players? 

Video Games 1 

DOODLE 

PRESS FOR 

1 STANDARD GAME: 1 PLAYER 

2 2 PLAYERS 

3 OPTION SELECTION 

If you press 1, a game is automatically set up for 
you to play against the computer. If you press 2,

the computer generates a game for two players. 
For now, let's press 3 so that we can design our 
own game. These are the options that appear: 

... 

DOODLE 

PRESS FOR 

1 ONE PLAYER 

2 TWO PLA YEAS 

PRESS FOR 

1 MAZE: NONE 

2 SIMPLE MAZE 

3 COMPLEX MAZE 

,,I 

Press the 1 key if you want to play against the 
machine. You can play against a friend by 
pressing the 2 key. For this example, press the 1

key. 
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After selecting the number of players, you are 
asked which type of maze you want. The maze is 
a series of obstacles that the spiders cannot cross. 
Press the key corresponding to the type of maze 
you want. For your first game, press 1 for no 
maze. 

A new display now asks if you want a ''fixed 
border" or an "open border." A fixed border 
means that your spider cannot go off the edge of 
the screen. If you hit the border, you lose. An 
open border means that if your spider goes off the 
edge of the screen it reappears on the opposite 
side of the screen! In other words, it ''wraps 
around" the screen. This feature can lead to some 
interesting tactical battles. Press 2 to choose an 
open border so that you can see how this works. 

Next, decide at what speed you want to play. 
Let's choose low speed for this game so that you 
can easily see what happens. 

When you play against the computer, you get to 
select the level of difficulty for the game. (If you 
had selected Two Players earlier, you would not 
be asked this question.) The Home Computer is 
pretty tough to beat at its most difficult level, so 
let's start off with the easy level by pressing 1. 

As soon as you've answered the last question, the 
game begins, so be prepared! With the options 
we've just selected the screen goes blank, the 
spiders appear, and the computer's blue spider 
starts to move. You should start moving your 
green spider immediately. If you don't move 
within a short time, you will lose the game by 
default. The default time gets shorter as you 
select faster speeds. 
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If you're playing the computer, use one Wired 
Remote Controller unit or the directional keys on 
the left side of the keyboard: 
' (W), t (E), / (R), - (S), - (D), / (Z). � (X), and 
"'- (C). For two players, the second player needs 

to use the other handheld unit or the directional 
keys on the right side of the keyboard: 
'\ (U), t (I), / (0). - (J), - (K), / (N), � (M), and 
""- (.). If you hold down any of these keys, the 

spider continues to move in the same direction. If 
you have the handheld units connected, just push 
the lever in the direction you want to move. 

As soon as one of the spiders wins, you hear the 
"dum-dum-dum" music, and the score flashes 
onto the screen for a few seconds. Then the next 
round of the game begins. The game continues in 
this way until one of the spiders scores 10 
victories. The computer then congratulates the 
winner (or tells you that it has won). You are then 
asked if you want to play again. If you answer no, 
the game returns to the game selection list. If you 
answer yes, you are then asked if you want to use 
the same options as before. Press Y again and the 
game starts over with the same options. Press N 
to return to the Doodle option selection lists and 
set up a new Doodle game. 

As your skill increases you can choose different 
options to keep the game challenging. With a 
complex maze, fixed border, high speed, and the 
most difficult level selected, you have to be very 
quick to beat the computer! 

15 
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CARING FOR THE MODULE 

Command modules are durable solid-state 
devices, but they should be handled with the 
same care you would give any other electronic 
equipment. Keep the module clean and dry, and 
don't touch the recessed contacts. 

CAUTION: 
The contents of a module can be damaged by 

static electricity discharges. 

Static electricity build-ups are more likely to 
occur when the natural humidity of the air is low 
(during winter or in areas with dry climates). 
We've all had the experience of walking across a 
carpet, reaching for a metal doorknob, and having 
a quick, painful spark jump from our fingertips to 
the metal surface. This is static electricity. To 
avoid possible damage of the module, just touch 
any metal object (a doorknob, a desklamp, etc.) 
before handling the module. Always use this 
method to ensure that both you and the module 
are free of static electricity before you plug the 
module into the computer console. 

If static electricity is a problem in your area, you 
may want to purchase a special carpet treatment 
that reduces static build-up. These commercial 
preparations are usually available from local 
hardware and office supply stores. 
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IN CASE OF DIFFICULTY 

If the module activities do not appear to be 
operating properly, return to the master title 
screen by pressing SHIFT a. Withdraw the module, 
align it with the module opening, and reinsert it 
carefully. Then press any key to make the master 
selection list appear. Repeat the selection process. 
(Note: In some instances, it may be necessary to 
turn the computer off, wait several seconds, and 
then turn it on again.) 

An automatic reset feature is built into the 
computer. Anytime a module is inserted into the 
console, the computer should return to the 
master title screen. (Note: All data or program 
material you have entered will be erased.) If the 
module is accidentally removed from the slot 
while the module contents are being used, the 
computer may behave erratically. To restore the 
computer to normal operation, turn the computer 
console off, wait a few seconds, reinsert the 
module, and turn it on again. 

If you have any difficulty with your computer or 
the Video Games 1 module, please contact the 
dealer from whom you purchased the unit and/or 
module for service directions. 

Additional information concerning use and 
service can be found in your User's Reference 

Guide. 
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THREE-MONTH LIMITED WARRANTY 

HOME COMPUTER SOFTWARE MODULE 

Texas Instruments Incorporated extends this consumer warranty only to 

the original consumer purchaser. 

WARRANTY COVERAGE 

This warranty covers the electronic and case components of the software 

module. These components include all semiconductor chips and devices, 

plastics, boards, wiring and all other hardware contained in this module 

("the Hardware'). This limited warranty does not extend to the programs 

contained in the software module and in the accompanying book materials 
("the Programs'). 

The Hardware is warranted against malfunction due to defective materials 
or construction. THIS WARRANTY IS VOID IF THE HARDWARE HAS 
BEEN DAMAGED BY ACCIDENT OR UNREASONABLE USE, NEGLECT, 
IMPROPER SERVICE OR OTHER CAUSES NOT ARISING OUT OF DEFECTS 
IN MATERIAL OR CONSTRUCTION. 

WARRANTY DURATION 

The Hardware is warranted for a period of three months from the date of 

the original purchase by the consumer. 

WARRANTY DISCLAIMERS 

ANY IMPLIED WARRANTIES ARISING OUT OF THIS SALE, INCLUDING 
BUT NOT LIMITED TO THE IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
LIMITED IN DURATION TO THE ABOVE THREE MONTH PERIOD. TEXAS 
INSTRUMENTS SHALL NOT BE LIABLE FOR LOSS OF USE OF THE 
HARDWARE OR OTHER INCIDENTAL OR CONSEQUENTIAL COSTS, 
EXPENSES, OR DAMAGES INCURRED BY THE CONSUMER OR ANY 
OTHER USER. 

Some states do not allow the exclusion or limitation of implied warranties 

or consequential damages, so the above limitations or exclusions may not 

apply to you in those states. 

LEGAL REMEDIES 

This warranty gives you specific legal rights, and you may also have other 

rights that vary from state to state. 

PERFORMANCE BY TI UNDER WARRANTY 

During the three month warranty period, defective Hardware will be 

replaced when it is returned postage prepaid to a Texas Instruments 

Service Facility listed below. The replacement Hardware will be 

warranted for a period of three months from date of replacement. Other 
than the postage requirement, no charge will be made for replacement. 

18 



G) ����
TI strongly recommends that you insure the Hardware for value prior to 
mailing. 
TEXAS INSTRUMENTS CONSUMER SERVICE FACILITIES 

Texas Instruments Service Facility 
PO. Box 2500 

Texas Instruments Service Facility 
41 Shelley Road 

Lubbock, Texas 79408 Richmond Hill, Ontario, Canada L4C5G4 

Consumers in California and Oregon may contact the following Texas 

Instruments offices for additional assistance or information. 

Texas Instruments Exchange Center 
831 South Douglas Street 
El Segundo, California 90245 
(213) 973-1803

Texas Instruments Consumer Service 
10700 Southwest Beaverton Highway 
Park Plaza West 
Beaverton, Oregon 97005 
(503) 643-6758

IMPORTANT NOTICE OF DISCLAIMER REGARDING THE PROGRAMS 

The following should be read and understood before purchasing and/ or 
using the software module. 

TI does not warrant the Programs will be free from error or will meet the 
specific requirements of the consumer. The consumer assumes complete 

responsibility for any decisions made or actions taken based on 
information obtained using the Programs. Any statements made 

concerning the utility of the Programs are not to be construed as express 

or implied warranties. 

TEXAS INSTRUMENTS MAKES NO WARRANTY, EITHER EXPRESS OR 
IMPLIED, INCLUDING BUT NOT LIMITED TO ANY IMPLIED 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, REGARDING THE PROGRAMS AND MAKES ALL 
PROGRAMS AVAILABLE SOLELY ON AN "AS IS" BASIS. 

IN NO EVENT SHALL TEXAS INSTRUMENTS BE LIABLE TO ANYONE FOR 
SPECIAL, COLLATERAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES 
IN CONNECTION WITH OR ARISING OUT OF THE PURCHASE OR USE OF 
THE PROGRAMS AND THE SOLE AND EXCLUSIVE LIABILITY OF TEXAS 
INSTRUMENTS, REGARDLESS OF THE FORM OF ACTION, SHALL NOT 
EXCEED THE PURCHASE PRICE OF THE SOFTWARE MODULE. 
MOREOVER, TEXAS INSTRUMENTS SHALL NOT BE LIABLE FOR ANY 
CLAIM OF ANY KIND WHATSOEVER BY ANY OTHER PARTY AGAINST 
THE USER OF THE PROGRAMS. 

Some states do not allow the exclusion or limitation of implied warranties 

or consequential damages, so the above limitations or exclusions may not 

apply to you in those states. 
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Printed in U.S.A. 

Video Games I turns your Home Computer into an arcade 
of games. It includes a series of colorful and exciting 
activities that provide hours of entertainment for the whole 
family. 

Video Game• I contains hundreds of variations of three 
basic games which are familiar to many people: 

■ Pot-Shot - Try your skill in a shooting gallery with life
like scenery. 

■ Pinball - Keep your ball in play with your
electronic "flipper." Who can get the
highest score?

■ Doodle - Trap your opponent's spider in the web.
Play against the computer or a _friend.

Each activity has user-selectable options or random 
elements to make each new game a different challenge. 
Special 16-color high-resolution graphics and exciting 
sound effects and music all add to the fun. 

Activities in this module are designed to work with the 
optional Wired Remote Controllers. These units can provide 
added flexibility in playing the games. 

Adds 12K bytes of active memory with stored 

program to your TI home computer. 

Command Module program and data base contents 
copyright© 1979 Texas Instruments Incorporated. 

TEXAS INSTRUMENTS 
INCORPORATED 

1037109-18 
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