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. LARRY REED got his first taste of
computer programming as a freshman
In high school. When he attended
Stanford University as a math major,
he combined his interests in jazz fusion
music and computers by working on
computer ‘Mmusic programs. After grad-
uation, he Began programming for a
living, workirig on CAD/CAM for Xerox
and later at Versatec. In the past, Larry
has done several games for Electronic
Arts in his spare time. Lately, “Madness’’
has consumed his full-time activities.
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Madness.

WILL HARVEY Is no stranger to Elec-
tronic Arts. Anyone who has ever used
his Music Construction Set (which he
created at the tender age of 161) knows
what he can do with a computer.
Currently, Will attends Stanford Uni-
versity where he Is majoring In physics.
As If his studies don't keep him busy
enough, he has started a software
development group with several of his
Stanford classmates and friends. They
call themselves Sandcastle and have
chosen Marble Madness as their first
project together. We're glad they did
and look forward to many more Sand-
castle products In the futurel




Commodore Amiga version programming by:
Larry Reed

Commodore C64, Apple Il, IBM, Atarl versions
programming by: Will Harvey, Bruce Leak,
Mark Armstrong, Brad Whisler, Ron Avizur

Artwork by: lan Gooding

Sound consulting: Jim Nitchals

Producer: Stewart J. Bonn
Technical Director: Steven E. Hayes
Product Manager: Don Traeger
Art Director: Nancy L. Fong
Package Design: Willlam Gin

Logo Design: William Gin Sr.
Artists’ Photography: Steve Unze
Photography: Kit Morris

Software design © 1984, 1985, 1986 by Atarl Games
Corporation and Electronic Arts. Package design
71986 by Electronic Arts. All rights reserved. Simul-
taneously published in Canada and the U.S.A.
Screenshots represent Amiga 1000, 512K version.
Other versions may vary. Marble Madness Is a
registered trademark of Atarl Games Corporation.
Amiga Is a registered trademark of Commodore
Business Machines, Inc.

When Atari Games Corporation intro-
duced ‘"Marble Madness’’ to the ar-
cades and bars in the spring of 1985, a
whole world of game players went
bonkers with Its high-speed action
and bizarre, Escher-like raceways. Not
only was ‘"Marble Madness’’ a techno-
logical marvel with outstanding 3-D
graphics and an original music score,
but it was also a unique game expe-

rience, like a new sport, both competi-

tive and strategic.

The game quickly became a favorite
with software artists at Electronic Arts.
They even liked it in Finance. Soon,

everyone was stricken with *“Madness, "’

and the nearby local arcade began
doing a brisk business. As quarters
became a precious commaodity, it be-
came evident that something had to
be done, and soon.

Why not license ‘*Marble Madness’’
from Atarl Games Corporation and
produce Electronic Arts’ first-ever con-
version of an arcade hit? Why not

developing the
our quarters for the laundry?

In no time flat, the contract was signed.
Before the ink was even dry, an ar-
cade ‘Marble Madness - was dellvered
to the playroom at Electronic Arts.
Now the insanity really took hold.
There was a constant line t'o(%‘qt into
the playroom. There was a stidden
increase in the number of employees
“‘working’’ extra-long hours. High-
score contests were conducted regularly.
The first employee to complete all the
levels became a cult hero.

So here it is, the game that drove a
company crazy, ‘‘Marble Madness”’
from Electronic Arts. The same exciting
thrills and intense action as the arcade
original.
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http://www.cvxmelody.net/AppleUsersGroupSydneyAppleIIDiskCollection.htm
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About the Game

The object of Marble Madness is to roll downhill (except in the
silly level, where everything you know is wrong), until you reach
the Goal — and the next level. The faster you finish, the better
your score. If you have time left over at the end of a level (except
the first level), the computer adds it to your time in the next level.
The trick is to avoid the inhabitants of the levels: vicious marble-
munching oozes (living pools of acid), steelies (aggressive bully
marbles), slinkies (cute hungry springs) and birds.

Getting Started

Put your Marble Madness program disk in drive A and turn on
the computer. After a few moments the title screen appears,
followed by the Marble Madness game screen. Press 1 for a
one-player game and 2 for a two-player game.
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Controlling Your Marble Keyboard Commands

In a one-player game, you can use either keyboard commands or Use the keyboard commands below to move your marble:
a joystick to move your marble. (If a joystick is plugged into the j
computer, the program assumes that you will use it, even though Esc — Press once to pause the game; press again to start playing

the keyboard commands also work.) In a two-player game, both

players can use the keyboard, or one uses a joystick and the Player o“‘;v & i’ layer T‘(”)" 3

other uses the keyboard. Read "Keyboard Commands" below. Q . .
up/left up up/right up/left up up/right

Marble Madness contains an option that lets you turbocharge A

. Ope A D K ;

your marble. Simply press the joystick button or Open-Apple as left right up right

you steer to give your marble an extra burst of speed.
VA X C N : /
down/left down down/right down/left down  down/right
Open Apple: turbo Closed Apple: turbo

Marble Madness™ is a registered trademark of Atari Games Corporation




Limited Warranty

Electronic Arts warrants for a period of nintey (90) days from the date of delivery that, under normal use, the
magnetic media upon which this program is recorded will not be defective; that, under normal use and without
unauthorized modification, the program substantially conforms to the accompanying specifications and any
Electronic Arts authorized advertising material; and that the user documentation is substantially complete and
contains the information Electronic Arts deems necessary to use the program. |If, during the ninety (90) day
period a demonstrable defect in the program or documentation should appear, you may return the software to
Electronic Arts (or Electronic Arts' authorized representative) for repair or replacement, at Electronic Arts’
option. If Electronic Arts (or "its authorized representative”) cannot repair the defect or replace the software with
functionally equivalent software within thirty (30) days for Electronic Arts' (or “its authorized representative’s”)
receipt of the defective software and unless Electronic Arts and and customer have agreed otherwise, then the
customer shall be entitled to a full refund of the license fee.

Following the initial ninety day warranty period, defective media will be replaced for a replacement fee of $7.50.
Defective media should be returned to: Electronic Arts, 390 Swift Avenue, South San Francisco, CA 94080.
Enclose it in protective packaging, accompanied by (1) proof of purchase, (2) a brief statement describing the
defect, (3) a $7.50 check (if beyond the initial ninety day warranty period), and (4) your return address.

WHAT IS NOT COVERED BY THIS WARRANTY
THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS THEMSELVES. THE PROGRAMS ARE
PROVIDED "AS IS."
THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR
IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLED WARRANTIES OF MERCHANTABILITY AND
FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO NINETY DAYS FROM THE DATE OF
PURCHASE. ELECTRONIC ARTS SHALL NOT BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES
FOR BREACH OF ANY EXPRESS OR IMPLIED WARRANTY.
Some states do not allow the exclusion or limitation of incidental or consequential damages or limitations on how
long an implied warranty lasts, so the above limitation or exclusion may not apply to you. This warranty gives you
specific legal rights, and you may also have other rights which vary from state to state. Address all
correspondence to Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404. Or call us at (415) 572-ARTS.
Unless identified otherwise, all programs and documentation are ©®1986 Electronic Arts.
APPLE COMPUTER, INC. MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, REGARDING THE
ENCLOSED COMPUTER SOFTWARE PACKAGE, ITS MERCHANTIBILITY OR ITS FITNESS FOR ANY
PARTICULAR PURPOSE. THE EXCLUSION OF IMPLIED WARRANTIES IS NOT PERMITTED BY SOME
STATES. THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. THIS WARRANTY PROVIDES YOU WITH
SPECIFIC LEGAL RIGHTS. THERE MAY BE OTHER RIGHTS THAT YOU MAY HAVE WHICH VARY FROM STATE
TO STATE.
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