










Getting started 

Loading GALAHAD into computer memory 

1. Remove any cartridges from the cartridge slot of your computer. 

2. Plug a joystick into the number 1 (leftmost) controller jack at the front of your 
computer console. 

3. Have your computer turned OFF. 

4. Turn on your disk drive. 

5. When the busy light goes out, open the disk drive door and insert the GALAHAD 
diskette with the label in the lower right-hand corner nearest to you . Close the 
door. 

6. After a few seconds, Sir Gawain's speech will display. When the White Chapel 
appears. you may begin your quest. 

7. To start a new game at any time, press the SYSTEM RESET button. 

Playing a simplified version 

2 Getting started 

To play a simplified form of GALAHAD, press the SELECT button at any time. 
Selecting the simple version changes three features. 

• It unlocks the three doors. 

• The path to the Grail begins at the White Castle. 

• The White Chapel turns black to indicate that you selected the simplified 
version of the game. 





Dangers 

Winning 

Your quest is fraught with peril. Should you die. you return to the White Chapel and 
anyone or thing you may have killed is resurrected. 

The occasional traps around the maze remain in the same place from game to game. 
The knights and monsters are mobile. 

Knights Errant. There are knights travelling about looking for challenges. They know 
nothing of your quest, but they know of your great skill as a knight and want to test 
themselves by fighting you to the death. They are fair knights, and won't fight you 
unarmed. 

Dragon. The dragon flies, breathes fire, and has sharp teeth and claws. 

Rabbit. This creature is so foul and cruel that no man has fought with it and lived. 

Spiders. These insects lurk in close spaces and in sticky webs. 

Monster Moth. It was a graveyard smoth. 

Start. You die if you press the START key. 

Set your goals before you start. Swear to do one or more of the following (or make up a 
goal of your own) . 

• To find the three keys 
• To find the Holy Grail 
• To return the Grail to the White Chapel 
• To not press the SELECT key 
• To attain the goal in one life 
• To attain the goal in (some fixed amount of time) 
• To slay all the monsters 

Whether or not you meet your goal is a matter of your own honor as a knight. The 
program neither judges you nor rewards you with points. 

Tournament play 

When playing with two or more players. first agree on goals. One player plays a 
complete game, and then passes the joystick on to the next contestant. The winner is 
the one to meet the goals in the smallest number of lives (with ties being settled by the 
smallest amount of time) , or in the smallest amount of time (with close times being 
settled by the smallest number of lives) . 

Another way to play is to take turns during the same game After each life ends (or 
after an agreed upon period of time). hand the joystick to the next player. The winner is 
the player holding the joystick at the attainment of the goal . 
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6 Designer's notes 

Designer's notes 

I developed the game as a reaction to the many verbose Adventure and Dungeon 
games. I wanted to present a sense of exploring a strange land. There may be no 
undiscovered places in this world , but we can invent them. and computers can make 
them real. To encourage experimentation and discovery, I've limited the helpfulness 
of these instructions. 

I hope that you find the game educational in at least three aspects. First, it gives drill in 
using a joystick, which is rapidly becoming an essential skill. Second. I hope to 
encourage an interest in reading and comparative history. Third . the game gives 
practical experience in pointer manipulation and list processing, which are two names 
for one of the most important concepts in computer science. (Each screen is actually a 
node in a network, each linked to one to five other nodes. Moving through the game 
can be viewed as a tree-traversal.) 

My concept of the game changed as I developed it. largely on the advice of the ATARI 
800 Computer. There are some things 1t does poorly. but it does other things so 
incredibly well that no one notices its limitations. The key to developing programs on 
this machine is to understand all the things that it really does well , and build your game 
around them. Often, an interesting "rule" will exist only to hide something the machine 
can 't do, but you don't mind because the rule makes the game more interesting. I 
believe this is also true for arcade games like Centipede'" and Missile Command'". 

I made the backgrounds using the ATARI BASIC calls GR.3 for a couple of reasons. 
First, of all the graphics modes, 1t uses the smallest amount of memory, allowing me to 
stuff 96different rooms and a program in 32K of memory. Also, the amount of memory 
for a screen in GR.3 1s slightly less than a page. The 6502 microprocessor loves 
dealing with page-sized objects. 

You'll notice that I " flip" instead of scroll from one room to another. Scrolling is easy to 
do on the ATARI 800 Computer and looks great. I resisted the temptation to use it 
because I wanted to have the flavor of a haunted house game we used to play called 
"Spook-in-the-dark." Flipping into a room is more like having walls and doors; you 
can 't really see what 's in the dark room until you get there. With scrolling, you might 
get warning . 

All of the objects that move around are done with player/missile graphics. The 
program is built around a simple multitasking operation system. Each object is 
directed by its own independent program . I used two display list interrupts to create a 
120 Hz clock for scheduling. The explosion effect is done simply by using the missiles 
as a fifth player, and then moving the missiles apart. 

The program took about four months to develop. I did it using the Assembler Editor 
Cartridge on an ATARI 800 Computer with 48K of memory and two disk drives. If you 
have anything to say about Galahad and the Holy Grail , I'd like to hear from you . 









From 

7. Describe any technical errors you found in the user instructions (please give 
page numbers) . 

8. What did you especially like about the user instructions? 

9. What revisions or additions would improve these instructions? 

10. On a scale of 1 to 10, 1 representing "poor" and 10 representing "excellent", how 
would you rate the user instructions and why? 

11. Other comments about the program or user instructions: 

APX ATARI Program Exchange 
P.O. Box 3705 
Santa Clara, CA 95055 

[seal hereJ 





GALAHAD AND THE HOLY 
GRAIL 
by Dougla s Crockford 

• Find the gra il hidden in a 96-roorn 
maze 

• Duel against three evil knights 

• Discover hidden portals and avoid 
d eadly walls 

Harken back to the days of old and 
the legend of A rthur and the 
Knights of the Round Table. In 
Galahad and the Holy Grail, you' re 
one of A rthur' s knights given the 
holy mission of finding the Holy 
Grail. Only the truly virtuous will 
succeed! 

You begin your exploration at the 
white chapel. Using your joystick, 
you wander through a terrain of 
walls, roads, bridges, meadows, 

forests , castles, ships, and other 
mysterious areas. Some walls have 
magnetic powers - watch out for 
these! You can enter secret portals 
simply by passing over them, bu t 
the challenge is loca ting them. In 
your travels, you face errant 
knights, spiders, a killer rabbit, a 
fire -breathing d ragon, and a mon
ster moth, all intent on doing you 
in . If you're lucky, you' ve found 
implements, such as swo rds, a ma
gic ring, and keys, to help you 
fend off attackers and assist in 
your search. 

When one of the challengers wipes 
you out, you land back at the white 
chapel. but you have as much time 
and as many lives as you want to 
locate the grail. Galahad and the 
H oly Grail has two difficulty levels, 
to accommodate new and experi 
enced knights a like. G ood luck! 

About the author 

DOUGLASCROCKFORD 

Designing Galahad and the H oly 
Grail was a part-time project 
Doug Crockford of Sunnyvale, 
C alifornia undertook for his own 
amusement. Feeling most adven
ture-style games were too ver
bose, Doug wanted to design one 
that was all action and completely 
symbolic . S ubmitting his game 
to A PX paid off for Doug in more 
than one way . It brough't him to 
the attention of the A tari software 
staff, and he is now a game 
designer on A tari's corporate 
research and development staff. 
Doug brings experience in sev-

era! areas to his programming 
efforts. A fter receiving his degree 
in radio and television at San 
F rancisco S ta te U niversity, he 
went to work designing word 
processing and office info rmation 
systems. In addition, he pursues 
an interest in music both on and 
off the job. Formerly a bass guitar 
player with a rock group called 
Oceanrock, Doug is currently 
composing pieces with medieval 
undertones. We' re proud to have 
discovered this talented game 
designer for the benefit of all 
ATARI H ome C omputer users. 

Diskette: version 1 
Ed ition B 

Requires: 
• O ne ATARI 

Joy stic k 
C ont roller 

Diskette 
(APX -20132) 

• ATARI 810'" 
D isk D rive 

• 3 2K RAM 


