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A GAME FOR 2 OR 3 PLAYERS.

" AGE GROUP 8 ta B80.

This program requires TI?9/4A console,
colour TV or colour monitor, 32K memor Y
TI Extended Basic and one disk drive.

Use of up tao 2 joyaticks is optional,
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TI??-0POLY by Ross Mudie

1. COMPUTER REQUIREMENT.

The $olilowing fn the minimum
hardware requirement to use this
program: TI?9/4A home cowmputer, colour
TV or colour monitor, Tl Extended BASIC
cartridge, 32K extension wmemory, disk
ctontroller and one disk drive. Optional
use may be wmade of up to 2 joysticks.

2. INTRODUCTION.

This is a real estate trading game
written for the TI?9/4A home camputer,
The object of the game in to buy &
develop properties, collect rent and
buiid up an adequate bank balance to
support the player’s activities.

The game s suitasble for 2 or 3
playera, The game ian aover when all
players but one have gone bankrupt.

Using joy sticks in addition to the key
board iwmproves the spasd and convenjience
of play. The caomputer displays a special
cursor using the Jetters J8 to advise
players when the joy sticks may be used.

This document details the major
features of the game, however no attempt
in made to detai] the many error mesagen
which are contained in the program since
they are selt explanatory when received.

3. LOADING the GAME.

The main program is written in |
extended BASIC with a small assenb ]y
language program which is automatically
loaded and called as regquired. Data is
contained in 4 data files which are
automatically loaded when the program
runs. A LOAD program is provided to
autnqntlcally load & run the game on
selection ot extended BASIC if the disk

im in drive number 1.

There are three optional methaods o+
loading the game.

(a) When the master title screen is
visible insert the disk in drive 1, then
press any key as instructed. Presms 2 $or
EXTENDED BASIC and the LOAD program in
execution will provide an initial screen
at information then load k run the main
program. When the program is loaded
there is a long pause for extended BASIC
prescan. Data +iles then commence to
load and abbreviated instructions are
given., | '

The loading and running of thins
pragram and it’'s data files takes
approximately 2 minutes 30 secaonds,
excluding the loading of the data from
& previously saved game.




J. Loading the Game {(cont.)

(b) Select extended BASIC without
the diuk in the drive. When ¥ READY #
is displayed, type CALL FILES(]1) then
preas ENTER . When the cursor returns
type NEW then press ENTER . Place the
program disk in the drive and when the -
cursor again returns type RUN "D6EK1.LODAD"
and press ENTER . I4 the disk is in
another drive then substitute the
appropiate number. The LOAD program
executes and proceeds as detalled in
Jilalt., This method frees additional
atring space in the computer reducing
the number ot delays caused by the
computer doing garbage collection ot no
longer used temporary strings.

(c) After selection of extended PASIC
and optional use ot CALL FILES(1)
followed by NEW, you may:?

RUN "DSK1.TI99-OPOLY" or use

OLD DSKI.TIP9?-0OPOLY +¢o0llowed by RUN .
Using these methods the initial screen
provided by LOAD will not be seen and
the screen colour will not change until}
prescan in complete and some of the data
filens have loaded.

4, COMMENCEMENT af PLAY.

Once the program is ready you are
advised when the program diask may be
removed,

I+ you wish to start a nenw gane
press N in response to the prompt
*"PLAY A PREVIOUSLY SAVED GAME Y N 7?°".

(a') OLLD GAME.
To continue a previously saved game
preas Y then when prompted enter the
device &k +ile name on which the

previoualy incosplete game data is
stored, eg9: DEKI.OLDGAME . The device

. hame muat match the device In which the

saved game disk is inserted and the ¢ile
name must match the file name which wans
usned when the game was saved. C81 and
C&2 are not supported for this function
due to the nesd to rewrite the screen
atter use of the cassette routines.

The prompt DEL AFTER LOAD YN7? will
then appear. 11 it is desired ta retain
the pld game file for future use, e9. 1§
it is desired to caontinue from the same
point in a game wmore than once, then
press N,..1If however Y is pressed then
the previously saved game data file will
be 'DELETED asfter It is loaded. This
prevents disks becoming unnecessarily
cluttered by redundant game data files,

I+ an old game is being continued
the property development, player symbols
& CASH wil]l be shown at the positions
which existed when the game was saved.




4. Commencement of Play (cont.)
ib) NEW OGAME
i1+ a new game is being commenced the

player names will now need to be
entered. The names must be not more than
6 letters in length. The players’
symbols, which will] be used to show
where each player is on the board and
who owns what properties, will be the
firut letter of each player’s name. 1+¢
there is a case of players’ aymbols
being the sane then the secand or a
subsequent Jetter aof one the player's
names will be uned. The computer will
show the mymbol aliocated to each player
and will allocate the player order.

I+ the new game routine is entered

by -I-tako_thtn press ENTER without
entering any names to return to the

previous prompt.

(c) JOYBTICKS.

To reduce the need {or all players
to caoanstantl]ly use the keyboard ot the
computer for each move, both joysticks
may be umed for 4 simple, frequently
used functions in addition tn the
keyboard. These functions are Joy Stick
RIOHT for SPACE to Initiate the dice
routine to mave the player, Jay Stick UP
tor Yem, Joy Stick DOWN 4or No and
Joysatick LEFT for ENTER {(only when JS |is
tlashingl},

_ When JS iws tlashing the computer is
indicating that the Joy Sticks may be
used in addition to the key board {4
appropiate and secandiy that the
computer will respond to a single key
presa (without the ENTER key).

-7..

4. Commencement of play {cont.)

14 the square block cursor is flashing
then the computer may accept more than
one character (as sppropiate to the game

situation) and the ENTER key must be
pressed_ to signity end ot intormation.

The ALPHA LOCK key must be up to allow
the joystick UP to function. The key

"board will give upper case characters

even when the alpha lock key is up, thus
it may be left up for the entire gamae.

The message °PRESS SPACE TO CONTINUE®
will be displayed to allow all players

" to become familiar with their code and

the order of play. After anyone preases
SPACE, {(or joystick right), the player
codes are all placed on pnsition 1 of
the ®*board® and the yel low background
shows the location ot the currently
active player. Each player is gliven
213900 “computer CASH®" and the {first
player’'s name in given 40lloned by

"PRESS SPACE".




S. PLAYING the OGAME.
To move, the nominated player should

press SPACE or push the joystick RIOGHT,
The computer will *"throw the dice® and
show each "throw” plus the throw total.
I1f a double {w thrown a second throw
will automatically occur and in the
event of another double a third throw
will be made. A progressive tota) will
be kept with the figure In the total
column being the previous total plus the
current throw total. I+ three doubles
are thrown the unfortunate player ins
destined far jail. The result ot the
dice throw s displayed on the bottom
right corner of the screen, the player
symbol and active player marker (yellow
block) move to the appropiate board
position. After a short pause the colocur
of the board position fills the centre
ot the board. The property name and
reference number are now displayed.

%1+ the property is vacant the message
"VACANT PROPERTY PRESS Y TO BUY OR N*
is ¢ollowed by the purchame price.

*1+ the player responds with Y (or
Pushes the joystick UP) the price ina
replaced with "PROPERTY BOUGHT®, the
Player symbol appears adjacent to the
property on the autaide ot the board and
the player's *"CASH® i»s reduced
appropiately,.

S. Playing the Game (cont.)

#14 the player respondsa with N (or
pushes the joystick DOWN} the property
immedjiately goes up for auction. The
AUCTION invites all players to press
their player code and acknowledges a
player by giving the player's nanme
ol lowed by the words "ENTER BID®. Atfter

- antering the amount bid preas ENTER oOnce

only. Other players may also bid by
giving their code as before. Any number
ot bides may be made and when bidding has
ceased, by preasing ENTER in place of a
bidder's code (or joystick LEFT) the |
computer will sell the property to the

"highest bidder {4 the highest bid equals

or exceeds the reserve price. The
reserve price is a random percentage
between 3JO% and 40% ot the normal
purchase price. A Bidder must have
sufficient cash on hand to coaver the bid
else the bid will be disallowed. If two
bidders bid the same amount the later
bid will be increased by #%1,

%1+ the property is already owned
then the computer shows the amount o#f
rent, to whom the rent is paid and
adjusts the players®' CASH accordingly.

#14 the property is Chance ar
Community Chest a “card® is
autamatically chosen. The computer then
shows the necessary tard detall and
carries out the required functions. 1f a
property is offered for sale from a card
but the praperty is not purchased, there
is no auction. Some moves from a card
result in no rent when landing on an

-10-




3. Playing the game (cont.)

already owned property whilat others
have devastating resuilta, If a "Get Out
0of Jail Free®™ {s picked up then this is
stored up for later use. Once a card is
used from it's card group it (s
unavailable for reuse until all sixteen
cardas from that group have bheen used. .
The cards are chosen at random Iin thelir
respective groups and the order of
selection will be different esach time

around.

%I1¥ the property in 1-G0 then 8200 s
sutomatically credited. This credit
occurs am soon as the computer is aware
that the mave will reach or pass
position 1 ot the board to help a player
who {9 in the red, who moven whilst in
debt (mee mection 7 below).

%1+ the property s 9-Income Tax Pay
10% or $200, tax is asseaned on cash
only in excess of 9, The whole dollar
part ot the tax only is taken and the
maximum tax payable each time is $200.

#1¢ the property is 11-Jai]l and is
reached by a normal move then no penaltly
is payable.

#I+ the property isn 13~Electric
Company or 29-Water Works the rent is 4
times the dice throw i1f one Utility is
ovined or 10 timen the dice throw 1§ both
Utilities are owned.,

*¥I+ the property iws 21-°Free Parking”
then no rent s payable,

li

" -

3. Playing the Game {(cont,)

#1+ the property is 31-"0o to jail,
do not pass 90, no pay"” 5ht following
appl jies: .

When sent to jal) i+ one or more
“"Get but of jail Free®” cards has been
previously picked up then the option is
given to use one card. I+ the card 1w
nbt used or the player does not have a
card then the option of paying a #30
tine ims given. 1f the $ine is not paid
then the player must throw a double at a
stibsequent move to get out ot jail. I4 a
double is thrown then the next autaomattic
throw will be the amount that the player
moves out of jall without penalty, I+ 3
doubles are thrown at this point then |
the player ins once again in jail. It the
player does ndt throw any doubles then
onh the third dice thraow whilat in jail
the player ia automatically fined 830
and thrown out of jail to the position
dictated by the dice total. 14 the 330
fine was paid then the player would move
out normally on the next move. I4 the
fine option is nat pald when first
offered it is not offered again.

-] 2=




- Playing the gane {(cant}.

AUDIBLE S10GNALS.
The computer issues 3 audible
signals during the game which are BLIP,

BEEP and DONG. BLIP is & ahaort tone
pburat as the game enters the single key

mode which is also available for 4

functions érowm both joysticks, BLIP ins
d to draw your attention to new

screans at game initialisation. BEEP in
the narmal input prompt which can accept
one or more characters from the keyboard
& requires the ENTER key to be pressed

to continue in the programn. 14 you
with more characters

the lamst allowable character will be
replaced by the jast character typed and
the computer will PEEP. DONG is a low
dong sound and usually occurs when YyoOu
have done something not allowed by the
program. An error message often
accompanies a DONG. DONO is alsa gliven
{4 you elect to stay tn jai) and #ai) toO
throw a double, YyoOu enter too large a
number when erecting or removing
buildings or bid more maney than you

have at auction. 14 you over bid at
auction then the bld will be reduced to

of an excessive guantity of bulldings
will result in a reduction of the
quantity to the maximum for the situation.

-13-

6. ADDITIONAL MODES......V,T,8
b :hcn any player's name lI'ﬂ; the
SPA;E-fnlluu-d by the wojds "PRESS
Tr.n.‘c:f:tll-il possible to the View,
Slavar b nlnnd Save modes for any
o by simply pressing the single
er key for the required function.

(a) V...VIEW MODE.

oo lrl:: maode allows any player to

e property deed card for an
property Iin the game. This allowns ’
Piayers to find the property name,

purchase and rental
prices
to the building cost. i addition

(b) T...TRANSACTION MODE.
Transaction mode allaows any player ¢
build houses or hotels, nnrtgngz 7
::T?::tl.. or pay ottt mortgages, sel)

ngs or properties. A common

feature In this wmode is that 14 you
;nttr the virong mode by just pressing
NTER without making any entry you wi!
leave the mode without making any n
:?ln:l. 1+ the square block cursor is

ashing press ENTER atter keying in
your intormation, else 1§ 318 is flashin
& single key presus only is required. ’

-14-~




4(b) Transaction Mode (cont.)

(4) 1 BUILD 1 BLDO .s.permits the
player to build one bullding on the
nominated property. The player wmust OwWh
the whole colour group of proptrtl.l,
without any mortgage Oh any property in
the set and the deve lopment must be even
across the colour group set. The player
is advised of the butlding cast and
given the option of making or refusing
the development. Railways and Utilities
can not be built on. The number of
houses an a property is shown adjacent
to the property and the owner's mymbol.
e.9. A "3° indicates 3 housesn, & "H"
indicates a hotel, (refter to the front
caver illustrationl). There is no Llimit
on the total number of bujldings
avattable to the gane but there is a
site limit of oOne hotel per site.

(1) 2 BUILD>1 BLDO .. .permits the
player to build a number of houses On &
colour group set with one transaction
buying k& erecting the nominated number
af buildings in One aperation. Each site
comprises O bullding plots -which will

support up ta 4 houses ar 1 hotel. FOr
the PROPERTY REFERENCE NUMBER enter the

lovest number in the propertly 9roup, in
the avent ot an uneveh number of .
buildings being eracted an the set the
highest number ot buildings wil) be On
the last property 1In the group, which
attracts the highest rental, Other |
conditions an property deve lopwment are
given in *i°" BUILD {1 BLDO above.

| ~-19-
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6(b) Transaction Mode (cont.)

. {11i) 3 MORTGAGE ...permitu the owner
an undeve)oped prnpertyftn obtain a
loan from the bank equatl to hal$é the
norma)l purchase price ot the property
Before a property is mortgaged the -
computer gives a quontation of the amount
avaltlable and permits the pluyir to
accept or reject. When a property is
:nrtgngtd a "M" {a displayed adjacent to
he property and no rent im payable 14

any ather
e player lands on a mortgaged

. tiv) 4 PAY MORTGAGE ...permits a
player to repay a loan ta the bank wWith
;0% interest. The pay out price is
quoted giving the pfayor the option of
continuing with plans to pay out a
mortgage or to further defer payment,
When a mortgage is paid out the *M" |as

removed and naoarmal rental
romaves and will again be

. {v) S SEIL 1 BLDG «scpPormits a player
tn sell an already erected building back
0O the bank only. The bank wil] only pay

h:lf of the original price for bhuildings
which must be removed evenly across a

calour group set. I+ I building is sold
trom a property which has a hotel the

site development wil]l b
®
nite develc reduced to 4

-1&-




6{b) Transaction Mode (cont.)
t.) .
4(h) Transaction Made {con

(viil) 68 SELL SET ...birnltl & player

(tvi) & SELL >{ BLDO ...permits a f to sell a full colour set 'in one
player to sell any guantity trom 1 to ' transaction. This routine 'is not
the total development of @& E:“P':::u::: - applicable to railways or utilities. In
in one transaction. Thls option the event of one or wmore properties in
the development evenly across the set, the set being martyaged the bank will
'‘however 1 1t in denired to leave the . . adjust its otéter accordingly. All other
largest number of buildings ““t;h:nl::. canditions applying to selling a whole
heat rent priced proper set are given In (vii) 7 SELL SITE
::: :;En the PROPERTY REFERENCE NUMBER above.
entered shauld be the LAST property in
i the set. |
| (vii) 7 SELL SI1TE ...permits a player 6. (c) §...S5AVE MODE.
to well an individual site. The site and - Save wmode allows players to save a
any other property in the set '“;: :: partially completed 9game by premsing "g°
| undeveloped. If the bank is the bynk when any player’s name f0) lowed by the
then the buyer code is 1 and th.hl:h words. *PRESS SPACE® is displayed in the
will quote 1it's purchase p:l:: : board. Place a suitable disk in the
will be 90% ot the origina = appropiate drive then enter the save
purchase price or 90% of the nnrtzlgt device name period save +ile name, e.9.
value 1§ the property is wortgaged,. DSK1.0LDGAME .
I regardless of what price was sctually - )
| paid for the property by the --ll:r; 14 1+ the save 9ame routine is entered
' the bank's quatation is “°t_‘cc'p . by mistake just press ENTER wilthout
then the property is retained by the pressing any other key and the game will
asller. If the buyer is another player return to where it left oft.
then the meller and buyer should | Error protection is provided In
negotiate an agreed price and then case of incaorrect entry of device or file
complete the property and funas Erl“.;.r attribute to prevent loss of game data.
E by pressing the approplate buyer 'hc“.' ) The cassette routines are not permitted
| and entering the agreed price which may from this program due to the need to
| be in the range of 80 to 9999 per | canmpletely rewrite the screen atter
transaction. | | their use. :

Atter a game has been saved options
are provided to play another game which
may be a completely nen 9ame or a previousl}y
saved 9game Or to end the program,.
| -18- '
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7. GOING INTO THE RED,
I+ a player®s payments exceed the

player'a available cash the bank
advances an intereat free loan to pay
the creditor the full amolint awing. The
player’s cash balance is shown as a
negative amount with the *-* sign
highlighted. The screen will 9o red and
after a short delay (to allow players tao
read the current board information) a
mensage Will advise the player to clear
the debt promptliy. The player should |
mortgage ar sell an necessary to raise
the necessary funds. It a player goes
further into debt, even by only $1, that
player wWill be declared bankrupt which
resiits in removal from the game, A
player can sti)} wmove when in the red
but this is not advisable, uniess the
player has no more properties or is
about to pass 9o (another player getting
the Community Chest card "Collect 350
trom each player®™ can be quite
devastating at a time lfike this).

I# more than one player in in the
red at one time then only the earlijest
player (in arder of the original moves
in the game) wil)] be featured in the
Harning mensaqge, however all atfected
players will show a *-" cash amount and
any in this condition will be bankrupted
it they incur any turther debt.

iy .
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8. BTRATEQGY.
1f a player does not buy a property
when it is offered then any player has
the opportunity to pick up a blrgaln. 14
ather players can’t raise the r‘-trvt

then why not try to buy a prop.rty

cheaply at the auction even when you
want it yournel+. It is even worth a bit
of speculation at this point by buying a
property cheap and selling it straight
back ta the bank. Egqually nasty strategy
is torcing the price up at auction by
bidding on an unwanted property, but be
careftul] that your blutt is not called
you end up with an unvanted ar over
priced property.

I+ you don’t have sutficient cash to
buy a property when one that you
particularly want is otfered to you and
you don't want to risk loosing the
property at auction, then just buy the
property then after you 90 into the red
enter the Transaction wmnde and sel) ot
an unwanted property or raine a loan by
mortgaging a property.

With Income Tax only assessed on the
cash on hand, tax can be considerably
reduced by holding onta real estate
rather than Jots of money,

By staying in jail vwhen the game i
well advanced you aren't landing on
expensive properties whilst hopetully
your opponents are landing on yours and
you are colljecting the rent, haowever
early In the game you need to be nut on
the board enjaoying every possible buying
opportunity.

-20-




9. PROBI.EMS.
The $ollowing Jists possible problems
vhich may be encovintered in using this

game software. .-
(a) Joy Stick UP wil) not function -

release AlLPHA 1LOCK key to UFP position.

(b} Error mesasage wheh attempting to
save A game — Check disk device name foOr
validity on file name which you are
trying to save tO exiats with write
protectjon or disk is tull) or write
protected.

tc) Error message when attempting to
load a previousaly saved game - Check
disk device name foOr validity or old
game file name foOr validity. Check that
you have the correct disk. (A T1I99-0POLY
old 5ame data file is & 7 sector disk
§ile in INTERNAL/FIXED 80 tormat).

(d) Computer fails to respond to a key
press - wait {or the prompt to appear oOn
the screen and the BLIFP or BEEP sound
before pressing any key.

{e) The game pausnes part way through
a dice throw or when printing information
oan the screen, or the PONG sound 1s
considerably extended - This is the
computer freeing redundant temporary
string space, see section 3(h) on page 3
for possible improvement aon yaur next
game.

T199-0P0LY Version 1.1 7 FEB 19893.
!
)
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TI9?9~-0POLY

WARRANTY

14 a T199-0POLY disk fails to load
and run correctly then return the

original Game Disk together with $6.00 #%,
to cover postage and handling to:
TI99-0POLY,

47 Berowra VWaterms Rd,

Berovwra. NGW. 2081.
and a new copy ot the disk will be
dispatched as promptly as possible,

Please remember to include your name
and address.

# Fee subject to change ltllny tine
in view 0f increased postal charges.

WARNING

Do not remove the disk write
protection tab as removal may cause the
the contents of the disk to be destroyed
and all warranties to be void.

The T199-0POLY disk and program
contents are protected and any attempt
to intertfere with that protection may

cause 'the program to permanently cease
operation.

Manual & Program copyright
(c) 1963 R. Mudie.
All rights reserved




