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OBJECT 

The worms capture territories 
by laying trails from dot to dot. 
Each dot lies in the center of 
a territory. 

SCORING 

1 point goes to the worm that 
lays the last isixthl trail in a 
territory. Scores are shown on 
the bottom of the screen . 

STARTING 

Choo -e the type of worm you 
want for each color that will be 
playing. Then start the game 
and begin training your worm! 

TYPES OF \VOR:VlS 

Th' re are five worms built into 
tlw program. You may also play 
with worms vou ha\·e saved 
from pre,· io~s games \see Ref
erence Cardl. The five worms 
are as follows : 
NEW The worm is untrained . 
You must train it as you play 
the game. 
AUTO This worm is just like 
NE\V. but the computer trains 
the worm to make smart moves 
as it plays the game. 
WILD The computer trains the 
worm randomly for all possible 
moves before the game begins. 
SAME The worm which played 
this color in the last game is 
used again in this game. 
- - -- - The worm is asleep and 
doesn't play. 



---COMMAND 

WORMS? "" 

• S L1 ~{ ~{ A R Y--

COMMODORE 64 
Number of P!ayers: One tc fcur 

To Load: Turn en the disk arive. tum en rhe computer. ana 
insert the program disk. Ty>X LOP..D"EA" 8.1 
follcwed by a imnlmH . (See vour Disk Drive Use(s 
I\ 1anurn ,f ycu r.ead ocd t,u·,01 instru:::'.1ons ) 

Play Commancs 

Starting, m key 
(!) key 

m key 

key 

Resets the program 
Lets you choose a type of worm ( NE'N 
WILD. etc; . 
Lets {OU saiect +re ~,exr '.vcrm ;::os·t.c 1 

(pink. green. etc ; 
Starts tre garre auring c gcrr,e. it 
takes you beck to the f3 / f5i f7 menu 

Moving: iji4t!1j@rl Changes the worm's d irect ion (when the 
worm 1s wrnt1r.g to be to1c wnct to do) 

any letter i<ey Tells the worrr. •c mcve 

Other: mi!~tJOi[•]Q Pauses/ restarts game 

0 to 9 kevs Sets the speed of the worms (0 is the 
slowest. 9 1s fastest. 6 1s the default) 

Note: The G and F commands d esc ribed on the rourth page of 
the manual do not work for the Commodore 64 version of WORMS? 

·• 

" I 

To Save W:>rms: 
First. • Initia lize a blank aisk. following the instructions 1n your 

Disk Drive User's Manual. 

Then: • Load the WORMS? program disk remove the progra m 
disk from the drive. then insert :J blank. formatted disk 
into the drive. 
• Use ~o select the worm you want to save. 
• Press The computer will •esoond SAVE? RETIJRN. 
• Press for 'yes." (If 1cu oon't want to save that 
worm. p ress any other key to return to the f3/f5/f7 menu.) 
• The computer will asK FILE NAlv1E: Enter a worm name 
no longer than 4 chcrac'.ers. then press !ra11ilrm . The 
screen will go blank as r>-e wcrm is oeing saved onto the 
disk. 

To Load Worms: 

First. • Load the WORMS? d 1sK. Theri out the disk with the 
saved worms into the disk drive 

Then: • Use the mt key to inciccte which color you want your 
saved worm to play. • 
• Press D . The computer will respond LOAD? RETIJRN. 
• Press mmJED and the cor:-puter will ask FILE NAME: 
•Enter the worm's name anc press lrl;ul!r~H . The screen 
wi ll go blank as the worm is loaded 



To Update Worms (for resaving a previously "saved" worm after 
you've taught it some new moves): 

First· • Make sure the disk with the saved worms is in the disk 
drive. 

Then: • Press the ml key to select the worm which needs 
updatinQ:._ 
• Press (g for update. The computer will respond UPDATE 

(worm·s lrf;inru~tEruRN . 
• Press and the new moves will be added to 
the worm's file. The screen will go blank during this time. 

Director'l 
First: • Boot the disk with the saved worms on it. 

Then: • Type LOAO"S".3 and hit the lrl31ijrJH key Then type UST. 
You will see the list of saved worms: (worm nome).WRM 

A COPY OF MAYNARDS SOLITAIRE (shown on the package) !SIN
CLUDED ON THE PROGRAM DISK. IT IS CALLED DEMO AND CAN BE 
LOADED FOLLOWING THE "TO LOAD WORMS" INSTRUCTIONS ABOVE 

.A.dditionol Credits: 

Target Compiler. Nautilus Systems 
Forth System: Norm Lone 
Charles Moore and the whole fig-FORTH community 

Commodore 64 is a registered trademark of Commodore 
Business Machines. Inc. 
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A. The screen 1s 
covered with dots. 
Eacn dot lies m the 
center of a territory 

.~o~. to. ~l~Y. 

B. \Yorms stan 1n 
the center and can 
move 1n one at 6 
directions. See the 
Reference Carr1 fnr 
movement commano'i 

.·a. ...... 
C. W'hen worms 
move. they leave 
a trail behind 
Notice a 1rall 1s 
half m one rerntory 
and half 1n another 

·3 . . -
0 . Move your worm 
1n the d1rec11on you 
want The worm 
canner move along 
an ex1stms trail. 

~. ·~·~ .. ·4· . . . . . . . . . . . . . . ~ . . . 
. . : . . . . . . . . . . . 
Once a worm recog
nizes a movement 
canern 1t will move 
automa11ca1 1v. 
;;nul 1t runs 11110 
some1hmg 

The worm that F. VJhen a worm 
~eeds a movement adds a new 1ra1I to 
commana is flash- a dot's temtory. 
.ng, and its name 
s underlined at 
the oonom of tn.. screen 

all other ex1stmg 
trails 1n the ter
ntory turn to 
that color 

: . . . . . . . . . . ~. ~· ~· 
. . . . . . . . . 

G. Several moves 
later. the red worm 
is comi ng back. It is 
changing the ter
ritory's color aga in 

H. The red worm 
has scoreo a point 
by laying the last 
(sixth) trail 1n the 
temtory. The tem
torv flashes when 
the point 1s scoreo 

I Red and black are 
headed for the 
same dot The 
worms wil l die 
because they 
cannot move 

J. When all the 
worms are dead. the 
game is over. Each 
terntory flashes. 
and the score 1s 
shown 



How Worms Understand Their '!raining 

-· -9 -7J 

Step 1. The worm Let'~ l rain the worm Step 2 Now the TrP wo rm will now 
stans 1n the center to z:gzag Mow~ 11 worm is 1n a new remernoer :hat 
temtory. It can to tne right temtorv with one Nhen i t e'lcounterc:; 
move tn one of stx 1ra11 going ort to it moves 
dlfect1ons. out it the 1e~1 - 1 
aoesn't know wn1th ~ave the worm to the 7 
to cnoose 

~ °i·. 

Step 3. In this ter · \low t wrll remem · 
ritory. 1here is a tra il ber rhat Nhen 1t 
comin11 in from the encounters I 
upper right I I 1 """' '°'\ .,... 4 
Move the worm ll me r 'gn t ( L... 1 

1ower ·en ~7 

-z.~ ... : 
·'-' 

Step 4. Since the 
worm remembers 
this conf1gura11on 
from step rwo H 
rememoers 10 

~) 

rnove •o 1ne ·ewer 
en Arc so 1 

::cr11 :nues 

~. ·~· ·4· . . . . . . . . . . . . . . . 
.(" \ . . . . . . . . . . . . ~ . . 

Step 5. until the Step 6 If vou move 
worm moves mto a the worm 10 the 
configuration lower ngrit. 1t en-
(~ l 1t does not counters I 111 
recogrnze The play- q • 1 • • ·~rntory 
er must now IP.II thr worm what to do. 

The worm rec~
mzes 1h1s from 
Step 3 so 1t wdt 
move .t-

OTHER COMMANOS: 

Keys l to 9 set speed 01 the NOrms Spero can be set an..-''"''- J1.-ri n5 the game 

I is slowest 
7 is the default 
9 IS fastest 

ESC - Freezes the game. press key again to resume game. 
G _Turns gnd uft so dots disappear. press 1<ey again to lli!ve oats reappear (This command can only be used at 

the beginning 01 a game l 
F _ Terntones th<lt flash tJecause they have hao the tast ls:xtnl trait ia1d cont inue flasrnng ior the rest of the game. 

press this kev again to turn continual tlasrung oH 
- Saves worms onto seoarate disk 
- Loads worms from seoarate 01sk 

U - Uooates a1reaoy saved wo1 ms 
D - Directory of s:ivea worms 
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