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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 (sixth) trail in a 
territory. Scores are shown on 
the bottom of the screen.

STARTING

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

TYPES OF WORMS

There are five worms built into 
the program. You may also play 
with worms you have saved 
from previous games (see Ref­
erence Card). 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 
NEW, 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.



How to Play

A. The screen is 

cove red w ith  dots. 

Each d o t lies in the 

cen te r o f a te rr ito ry .

B. W orm s s ta rt in 

the  ce n te r and can 

m ove in one o f 6 

d irec tio ns . See the 

R eference Card fo r  

m ovem en t 

com m ands.

C. W hen w o rm s 

m ove, the y  leave 

a tra il behind. 

N o tice  a tra il is 

ha lf in one te r r ito ry  

and h a lf in another.

D. M ove yo u r w orm  

in the  d ire c tio n  you 

want. The w orm  

can no t m ove a long 

an ex is ting  tra il.

Once a w o rm  recog ­

nizes a m ovem en t 

pa tte rn , it w ill m ove 

au tom atica lly , 

un til it runs  in to  

som eth ing.

E. The w orm  th a t 

needs a m ovem ent 

com m and  is flash ­

ing, and its name 

is unde rlined  at 

the  bo tto m  o f the  

screen.

F. When a w orm  

adds a new tra il to  

a d o t ’s te rrito ry ,

all o th e r ex is ting  

tra ils  in the  te r ­

r ito ry  tu rn  to  

th a t co lor.

G. Several m oves 

later, the  red w orm  

is com ing  back. It is 

chang ing the  te r ­

r ito ry ’s c o lo r  again.

H. The red w orm  

has scored a p o in t 

by la y ing  th e  last 

(s ix th) t ra il in the  

te rr ito ry . The te r r i ­

to ry  flashes when 

the  p o in t is scored.

I. Red and b lack are 

headed fo r  the  

sam e do t. The 

w o rm s w ill d ie  

because they 

canno t move.

J. W hen a ll the  

w orm s are dead, the 

gam e is over. Each 

te r r ito ry  flashes, 

and the  score  is 

shown.



How Worms Understand Their Training
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Step 1. The w orm  

sta rts  in th e  cen te r 

te rr ito ry . It can 

m ove in one o f six 

d irec tio ns , bu t it 

doesn’t  know  w h ich  

to  choose.

Let's tra in  the  w orm  

to  zigzag. M ove it 

to  the  righ t.
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Step 2. Now the

w orm  is in a new 

te r r ito ry  w ith  one 

tra il go ing  o f f  to  

the  le ft ( ——

M ove the  w orm  t o the

low er le ft ( ~7l

The w orm  w ill now 

rem em ber th a t 

when it encounters  

— •  it m oves

~7
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Step 3. In th is  te r ­

rito ry , the re  is a tra il 

com ing  in fro m  the  

upper r ig h t ( /  ). 

M ove the  w o rm  to  

the  rig h t ( / r  ).

Now it w ill rem em ­

ber th a t when it 

encoun te rs  /  
it m oves y ~  .

Step 4. Since the 

w orm  rem em bers 

th is  co n fig u ra tio n  

from  step two, it 

rem em bers to

m ove to  the  low er 

le ft. And so it 

c o n tin u e s ...

Step 5 . . . .u n t il the  

w orm  m oves in to  a 

co n figu ra tion  

( / ■  ) it does no t 

recognize. The p lay ­

e r m ust now te ll the  

w orm  w ha t to  do.

Step 6. If you m ove 

the  w orm  to  the 

low er righ t, it en ­

coun te rs  /  in 

the  next te rrito ry .

The w orm  recog ­

nizes th is  from  

Step 3, so it w ill 

m ove | / > .



OTHER COMMANDS:

Keys 1 to  9  set speed o f the  w orm s. Speed can be set any  t im e  d u rin g  th e  game.

1 is slowest.

7 is the  default.

9  is fastest.

ESC — Freezes the  gam e; press key again to  resum e game.

G — Turns g rid  o ff  so do ts  d isappear; press key again to  have do ts  reappear. (This com m a nd  can o n ly  be used a t 

the  beg inn ing o f a game.)

F — T errito ries  th a t flash because th e y  have had the  last (s ix th) tra il la id con tinu e  flash ing  fo r  th e  rest o f  the  gam e;

press th is  key again to  tu rn  con tinu a l flash in g  off.

S — Saves w o rm s  o n to  separate disk.

L — Loads w o rm s  fro m  separate disk.

U — U pdates a lready saved w orm s.

D — D irec to ry  o f saved w orm s.
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