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Time Bomb Line Summary:
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TIME BOMB

‘Time Bomb' is a unique new game that utilizes a randomly
generated maze with 100 intersections on a 10 x 10 grid (see Figurs:
1). A bomb is then hidden in one intersection, and the player is put in§
another. The object of the game is to “'diffuse’’ the bomb by
searching through the maze and finding the intersection whers the.
bomb is hidden. :

You will not, however, be shown the entire maze. All you will be’
able to see is the intersection that you are located in; and the paths'
leading from that grid to the possitle neightors (Figurs 2). The
computer will ask which of these paths you want to take; and you then.
enter the direction of the path you want to foliow. Figure 3 shows the
numbers used to indicate direction. 5‘

To aid you in moving through the maze, the program gives you a |
clue by telling you the number of the grid where the bob is located: |
i the grid number of your location. The grid numbers are indicated |
ire 1. The important thing to remember is that if you are in grid
i the bomb is in grid 74, then you need to take paths which lead
dow 1 and/or to the left whenaver possible Going back to Figure 2,
the pest choice of paths viu. be straight down; which is a direction
of 7. ;

If you were to enter a 7, the little man would move down along that
path, and then grid 36 would appear on the screen (since it isin a -

irection of 7 from grid 26). You continue picking diractions from
each intersgction, always trying to move towards ths bomb's location,
until you land on the bomb’s grid (hopefully within 15 moves). By
landing on the Bomb's grid you diffuse the bomb

[f you succeed, then a safe message is prinied, and you and the
Dorb are re-s=tin new grids and ready to play ancther game. If you
don'tfindt mb's grid in 15 tries a failure message is printed; and
new starting positions are r=-sat as when you win. '

As you can seein Figurs i, each intersection usually has thres paths
leading from it It is possible to go from the first column to the tenth
by taking the dashed paths. The maze in Figure 1 is just a single
exampie — evarytime the program is RUN a new maze is computed.
This usually takes about 90 seconds. If you play the game several

times using the same maze it might be helpful to construct the entire j
maze 0n scratch paper as you move from grid to grid. Thus play will
bs easier; and you will get a better indication of what a complete

maze [0oks like
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