


Welcome to WORMS?

You will find detailed instructions

enclosed. Do not read them.

Instead, sit down and get started. Don’t

ask how. Just start. You know how these

things work.

Things will happen. Patterns will 

become apparent. They are patterns 

rooted in the depths of your intuition.

The line between you and the machine

will become blurred. Good.

The instructions? Resist them. Do not

read them for a very long time. In fact,*  ® #
do not read them until you know how

• • •

the game works.*  •
And when that day comes, ask yourself:

• *

Am I happy? Yes? Fine. Then, never read

the instructions.

Innocence is bliss.





The Intelligence Behind WORMS?

When David Maynard wrote his first •

program back in 1965, computer games •

were played in climate-controlled ware- • •

houses with decks of punch cards. The • •
"W hen I en te red  UC Berkeley, I w as a ph ys ics  major, because there w as no com pute r sc ience  

computer he used required enough power • • •
departm ent. In 19721 w orked  on the f irs t o ff ice  autom ation p ro je c t a t S tanford Research Institu te  

to turn the USS Nimitz into a headwind. • • •
and w ro te  p rogram s fo r the f irs t m ouse-based use r in te rfa c e "  ' •  >

It was a few years before David sat • • • •
Why WORMS? r  .

down at an Atari* 800 to write his first • • •
' "In  late 19791 w as  Ipa fing through $n issue o f  S c ien tific  American w hen ( ran a & o s s  the

computer game. • • •
M athem atica l Games co lum n W ritten by M artin  G ardner In i t  he recoun ted  the vfctx.k o f scientists  

What came out was a game with no alien • •
: a t Cambridge and M IT  w ho w e re  investiga ting  the pa tte rns  c re a ted  by an idea lized  

ships to blow up, not dots to eat, and no • •
m athem atica l worm . G ardner w as suggesting these w orm s as a novel, w ay  o f  teach ing  geometry.

animated apes to outwit. - •
B ut i t  gave rr)e o th e r ideas."  . '  ’ ’ • '

It’s a game that doesn’t talk down to the •

player. Or, for that matter, to the computer.

What's next?

"Oh, I've g o t a fe w  ideas c ra w lin g  a round  in  the ba ck  o f  m y head."



They annihilate one another in a 
colorful flashing explosion. The 
finale summarizes the scoring and 
territory captured. Or just gives 
you one last visual kick.

These four W ILD worms get their 
instructions from the computer, 
which is always logical, right? 
There may be a method to their 
madness. Or maybe they’re just 
jammin'.

Imagine a shape or design, then 
plan a set of instructions (program) 
to draw it. One worm is easy. Try it 
with all four.

Mr. Maynard would like to thank the following people: Steve Hayes for programming AUTO worms and the introduction music. Anson Averell, 

Jan Cornish, Phil Rozario, and Glenn Sherwood (The Sandbox) for creative consulting during development. Finally he would like to dedicate  

this game to M artin Gardner who taught him, and millions of others, that mathematics can be fun.

•

G a m e  d e s ig n  a n d  e x e c u t io n :  D a v id  S . M a y n a r d  P a c k a g e  d e s ig n :  S t e in h i lb e r ,  D e u t s c h  &  G a r d  L in e r n o t e s :  B i l l  M o r r i s  

P h o t o g r a p h y :  L a r r y  K e e n a n  P r o d u c e r :  S u s a n  W .  L e e - M e r r o w  N e o n  W o r m s :  B i l l  C o n c a n n o n ,  A a r g o n  N e o n

•  •

W O R M S ?  i s  a  t r a d e m a r k  o f  E le c t r o n ic  A r t s .  P a c k a g e  d e s ig n  c  C o p y r ig h t  1 9 8 3  E le c t r o n ic  A r t s .  S o f t w a r e  c  C o p y r ig h t  1 9 8 3  D a v i d  S .  M a y n a r d .  

S im u l t a n e o u s ly  p u b l i s h e d  in  C a n a d a  a n d  t h e  U . S . A .  S c r e e n  p h o t o s  r e p r e s e n t  A t a r i  *  8 0 0  v e r s io n  o n ly .  O t h e r  v e r s io n s  m a y  v a r y .  

q  m ‘ A t a r i  i s  a  r e g is t e r e d  t r a d e m a r k  o f  A t a r i ,  I n c .



A way to think about thinking.

Imagine a new kind of creature, animated 

but not alive. Synthetic, yet

intelligent. A  product of modern 

electrogenetic science. 

Imagine that these creatures live in a world 

where reality is a two-dimensional grid.

Without material bodies, they 

exist as light: pure energy.

Without politics or religion, their lives

are an unending adventure in

pure mathematics, in music,

in geometry. • • •
And now, suppose they’re worms. How• •

does their existence affect yours? •
Are you charmed, challenged, or 

careless in their presence? 

What if you had to take responsibility for 

their lives? What if you could reach

into their minds to instruct them?

And then, one day, what if you

turned them loose in the world?

What then?

About Our Company: W e  r e  a n  a s s o ­

c i a t i o n  o f  e l e c t r o n i c  a r t i s t s  w h o  s h a r e  

a  c o m m o n  g o a l ,  W e  w a n t  t o  f u l f i l l  t h e  

p o t e n t i a l  o f  p e r s o n a l  c o m p u t i n g .  T h a t ' s  

a  t a l l  o r d e r .  B u t  w i t h  e n o u g h  i m a g i n a t i o n  

a n d  e n t h u s i a s m  w e  t h i n k  t h e r e ' s  a  g o o d  

c h a n c e  f o r  s u c c e s s .  O u r  p r o d u c t s ,  l i k e  

t h i s  g a m e ,  a r e  e v i d e n c e  o f  o u r  i n t e n t .  I f  

y o u ' d  l i k e  t o  g e t  i n v o l v e d ,  p l e a s e  w r i t e  

u s  a t :  E l e c t r o n i c  A r t s ,  2 7 5 5  C a m p u s  

D r i v e ,  S a n  M a t e o ,  C A  9 4 4 0 3 .E l e c t r o n i c  A m  p r o v i d e s  a  l i m it e d  n i n e t y  d a y  w a r ­r a n t y  o n  t h e  r e c o r d i n g  m e d i a , S o e  l i m it e d  w e r r a n t y  ■ t e t e m i n t  e n c l o i o d  T h e  w e r r e n l y  d o n s  n o t  e p p l y  to  t h e  l o t t w e r e  p r o g r a m !  t h e m i e l v e i ,  w h i c h  e r e  p r o ­v i d e d  A S  IS


