Gulden"® 017370

COLECO FAMILY LEARNING SOFTWARE

An Introduction to
Programming on o
ColecoVision® and /=

ADAM™,

" ‘L / CARTRIDGE
L COLECO RS INSTRUCTIONS

|mported by Coleco (Canada) Liml téa



Telly Turtle™ was developed by Bob Stewart with
Radia Perlman and Carousel Software, [nc.

The ColecoVision® translation was provided by
Dan Smith.




Table of Contents

PAGE
What'sIit AllAbout?. ... ... .............. 4
An Introduction to the program,
Here's How It Works . e -
Using yvour controls and g-:tting rendy t-::u pln:,r
Turtle TOpic#1 ............. R A
Drawing, step by step. -
Tt oI ., e 12
Glving commands,
TUIE TOPICE3. ... . oivvivaviassarinssss Ll
Wriling simple programs.
Turtle Topic #4. i .. 20

Writing longer pmgrams am:l ualng T-E:llj.-" 5 stﬂr-
age bins.

Telly Tips For Parents . i .. 30

How Lo ].'l'."."]'i] your child get the musl nut uf Tl:l]:,r
Turtle'™,

b |



wWhat's It All About?

Telly Turtle sure s cute=pbut he lsn't very smart. You
have Lo lell him every step and turn to make. How-
ever, Telly does have hidden talents. If you're patient,
you can make him draw spectacular pictures on your
computer screen!

Teaching Telly to draw is easy once you gel the hang
of It. Just remember that every plciure vou want him
to draw must be broken down Into small, simple

steps. Thatl may take a little time, but iUs worth It As
Telly learns to draw, youw learn the basics of com-

puter programming,

This booklet will help you make an artist out of Telly
in no time at all. It's divided into four different les-
sons, called “Turtle Toples” Each one tells just
enough about Telly's talents for you fo get him
started drawing pletures. We wan't Lell you every-
thing, though, That's because finding out what Telly
can do Is half the [un!

We've also included a Pull-Out Reference Guide Lo
Telly Turtle™ Commamnds in the center of this book-
let. Refer (o this gulde If you want to skip aver the
Turtle Topics and start drawing pictures right away.




Here's How It Works

Make sure the ColecoVision® or ADAM™ is off be-
fore inserting or removing a cartridge.

Using Your Controls

Telly Turtle™ was not designed for use with
SUPER ACTION™ CONTROLLERS.

e

Control Stick: In most ColecoVision®™ games, youuse
the Control Stick to move objects around on the come-
puter screen, In this game, however, Lhe Control Stick
s used to select instructions (commands) for Telly,
You'll find out how lo do that in Turtle Topic #1. For
now, remember thal pushing the Control Stick "up"”

means pushing it away frem you, Pushing the Control
Stick "down"” means pushing it toward you.

Keypad Buttons: Keypad Buttons 1-4 let you select
the level you want to use. You can change your selec-
tion at any time. Just press Keypad Bulton # or # o
relurn to the Optlon Screen.

Side Buttons: Press either side butlon to tell Telly to
carry out yvour instructions. We'll talk more about

this in the Turtle Topics that follow,

—
el



Flug the Controller into Port 1, Press Lhe Resel But-
ton. The Title Screen for Telly Turtle™ appears on
your TV or monitor. After a few moments, the Title
Screen is replaced by the Option Screen. It contains a
list of four different levels. Because it's always best to
start at the beginning, choose Level 1. To do that,
press Keypad Button 1. Walt for the Level 1 Screen to
appear on your TV, You are now ready for Turtle
Taople #1.




Turtle Topic #1: Drawing, Step

By Step

Ready to meet Telly Turtle™? That's him om your
sereen, sitting In the middle of his empty vard. The
number 1 In the upper right éarnier reminds you that

you're on Level 1.
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Level 1 Sereen

Look at the set of pletures below Telly's
yard. Each one stands for something you
can tell him (o do. We call these Instrue-
tions commands. Now ook at the white
box surrounding the blue crayon. You'll
use this box to pick oul commands.
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To see how It works. move your cantrol
stick left untll the white box is surround-
ing the Up Arrow. Then press the left or
right side button on your hand controller
several times, Keep vour eve on Telly! Each
time you press the button, he carries out
the command you selected, As vou can
see, this command means move forward.,

Let's give Telly anolher command. Mowve
the box back to the blue crayon. Now press
one of the side buttons to make Telly carry
oul this Crayon Command. His belly turns
from black to blue! That means he's carry-
Ing a blue crayon and is ready to draw. Now
move the box over to the Move Foriward
Command and watch Telly as you press
the side button several more limes. As
Telly moves forward, he leaves a trail of
blue! Want to make him draw in a different
colar? Move the white box back to the
crayon and push the control stick up or
down. The crayon changes color. When
you reach a color yvou like, press the side
button. Telly will use that color the next
time you tell him to draw.

Let's see what else Telly can do. Move the
while box over the Turn Right Command.
Press the side butfon several times, What
happens? Now move the box back to the
Move Forward Command. Press the side
button as many times as you like, Telly is
drawing his first picture! See what else
Telly can draw, using the following com-

mands: Turn Right, Turn Left, Move For-
ward, and Cragon.




Take a few moments o admire Telly's
work of art. Then move the white box over
to the Clear Command. (It looks just like
Telly] Press the side bution—and poof!
The picture is gone. Telly is back In the
center of his emptly vard.

But what if you only want to clear part of
your pi:l.urc'? That's what the Erase Com-
mand is for. Make Telly draw a simmple pic-
ture, thenn experiment with the Erase
Command to [ind out how it works,

From time Lo Lime, you might wanl, 1o make
Telly move without making him draw
That's easy enough to do. Move Lhe white
box over to the Up Crayon Command and
press the side button., What happens?

If vou want, vou can f1nd out what the Note
and Horn Commands do now. You may
have (o turn up the .volume on your
TV first.

IRESRE T 2R




Summary of Turtle Topic #1

So far, vou've learned how to select commands with
the control stick and how to use the side bultons to
make Telly carry oul those commands. You've also
lcarned what the pictures on the bottom of your
sereen stand for:

l}

SIS « B3

Makes Telly turn left (counterclockwise].

Makes Telly tarn right [clockwise].

Makes Telly move [orward in the direction
he s pointing.

Makes Telly earry a colored crayon. He'll
draw wilh this crayon when you tell him to
move forward.

Lifts Telly's crayvon so he can move without
drawing.

Makes Telly carry an eraser so e erases
everyvthing in his path when he moves.

Produces a :|.'Eu'1|r3u:|r|1l:,r selected musical
note.

Produces a sound like a horn.

Clears the screen and sends Telly back to
the center of his emply vard.

10



Choos¢ a Challenge

Want to practice what yvou've learned so far? See if
you can make Telly draw the following shapes. If you
need extra help, refer to the summary of Level 1
commands.

Square Tnangle Circle

Can you make Telly draw other kinds of pictures?
Now's your chance to experimenit!



Turtle Topic #2: Giving
Commands

TELLY & TURTLE 2

o
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Level 2 Scereen

Now let's move on to Level 2, Clear your screen by

pressing the Clear Command or Lhe Rescl Bution,
Then press Keypad Bulton # or # and wait for the

Option Screen Lo appear. Then press Kewvpad But-
ton 2.

This sereen looks just like the one
In Telly's first level, doesm't Lt?
Move the white box over to the
Move Forward Command and

press the side bution. Hmmm.

Something new Is happening.
Telly Is walting for you to tell him

how many “steps’ o move. To

12



choose how many, push the con-
trol stick up or down. The number
following the command gets big-
r or smaller. When you reach a
number of steps you wanl Telly Lo
try. press the side button. This in-
struects him to carry out that eom-
mand. Watch what Telly does.

Now move the white box over to the
Turn Left Command and press the
side buttom. This time, Telly asks
how many "notches"” to turn. Move
the control stick up or down until
vou reach the number of notches
vou want him to try, Now press the
slde button. When you Know how
this command works, try the ather
commands to find out how they
work in Level 2, [The Clear com-
mand and the three Crayon Com-
mands work the same as they do
In Level 1) Then use the com-*
mands to make Telly draw a few

piclures.

Sumimary of Turtle Topic #2

In this section, yvou learned that certain commands
require you o say how many steps you want Telly to

move or how many notches you want him to turn.
You also discovered that when you select the Horn or

Note Command, Telly asks how many sounds you
wani him to make. You've taken your first step to-

ward programming Telly to draw.

13



Choose a Challenge

Can you make Telly draw these pictures? Some of
them ate harder than they look!

ERc =

Square Hexagon Oclagon
Equilalergl % @
Triangle House Cube

Turtle Topic #3: Writing Simple
Programs

You're getting good at this! Let's séee what yvou can
make Telly do in Level 3. First use the Clear Com-
mand or the Reset Button to clear vour scereen, Then
press Kevpad Button # or # When the Option Screen
appears, press Keypad Button 3.

Well, lock at this. Level 3 shows a few new com-
mands. Wanlt Lo find out what they mean? Move the
white box over to the Crayon Command. This time,
press the side bution fwice—and watch what hap-
pens, Telly doesn't move, but on the first press of the
bution, the white box jumps down a line, nexl (o the
A. On the second press, the Crayon Command ap-
pears there, and the white box returns to the com-
mand line.

14



Now move the white box over to the Move Forward
Command and press the side button. Choose number
12, then press the bullon two more Limes. Whal hap-
pens? A Move Forward Command appears after the
Crayon Command.

NexT. pul the white box over the Turn Right Com-
mand and press the side button. Choose number 3
and press the button twice. The Turn Right Com-
mand now appears next to the Mowve Forward
Command.

You've just created an ordered list of three commands
for Telly. We call this lisl a program. In this case. the
program is named A:

I t12 3

You can now Instruct Telly to carry ouf the
commands in your program. in order.

Move Lthe white box over to the A Com-
mand on the right side of the command

line, Then press the side bulton and keep
yvour eye an Telly. He carries out the com-

mands in the order in which they appear
in Fmgram A. Press the buttan agﬂin and

Telly will carry out your commands all
Over again.

As Telly carries out the program. the com-
mands he's following appear in the pro-
gram lines below his yvard. If you want, you
can follow the white box as It mowves
through the program. Thiz way, vou can
tell which commands make Telly maove
which way.



Now that you've seen Telly in action,
maybe you want to change Lthe instruc-
tions you gave him. To erase any comma nd
from vour program, first place the white

box over the red X Command. Press the
side button, The white box turns red and

jumps down (o the first lime of the pro-
gram, Now place the red box over the com-
mand you want to erase. For now, place it
over the Crayon Command. Press the side
button again. Presto! The Crayore Com-
mand Is gone. Anytime you want to erase
pieces of a program. use the red X Com-
mand. If you want to erase an entire pro-

gram, hold the side button down while
using the red X Command.

It's just as easy 0 add & new command to
your program. Let's say vou want lo add a
purple Crayon Command to the beginning
of Program A. Place the white box over the
crayon and move Lthe control stick up or
down until vou reach the purple one, Then
press the side bution, The while box
Jumps down to the bottom line of vour pro-
gram. Use the control stick to move the
white box over Lo the command you want
Lo pul the new command in front of For
riow, put it in front of the Move Forward
Command. Press the side bution. Your
new command |s added to the program, in
the location youw indlcated, and the rest of
Lhe program is pushed to the right.
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To make Telly carry out this new program,
move the white box over to the A Com-
mand in the right-hand corner of the com-
mand line. Press the side button. Telly
draws the same picture as belore—only
this time, he's carrying a purple crayon.

Now let's find out what that pointing hand
Is all about. Mowve the white box over to the
command that looks like a green hand
polnting lejt. Press the side butlon and
waltch whal happens. You're left with the
same commands as in Level 2—but with a
new, red hand pointing right. Take a few
minutes to experiment with the se familiar

commands, They work just like they did in
Level 2, don't they?

It's easy to get the Level 3 commands back
again. Move the white box over Lo Lthe com-
mand thal looks like a red hard pointing

right. When you press the side button, the
Level 3 commands reap pear.

-
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The green and red hands let you switch from Level 3
[programming commands)] to Level 2 (immediate com-
ma nds) and back agaln at any time, Have you figured
out why you might want to do that? Think about il
Lel's say you're wri Ijng a program in Level 3, and WO
want to clear your screen, If you swilch to Level 2 vou
can use the Clear Command. Or, if you want to see
how a command looks before putting it into your pro-
gram. you can switch to Level 2 and try it out. Re-
member that Telly carries out vour commands
immediately in Levels 1 and 2, whereas in Level 3 vou
have to write a program first, then instruct Telly to
carry out that program.

If you're happy with the result of a particular com-
ma nd you've tried out in Level 2, you can switch right
back to Level 3 and put the command into your pro-
gram. But if the command doesn't produce the re-
sults you wanted, you can change It and then add it
to the program,

18



Summary of Turtle Topic #3

In this Turtle Toplc, you learned how to write an or-

dered list of commands for Telly, called a program.
You also discovered how to switch back and forth
from “immediate™ [Level 2) commands Lo “program-
ming"” [Level 3) commands. Here are the new Level 3
commands:

Brings yvou back to Level 2 [immediate)
commands so you can lry oul vour in-
structions before putting them in a
program.

Brings yvou back to Level 3 (programming)
eommands.

Tells Telly 1o carry out the program.

Erases a command from the program.
Also can be used Lo erase your entire pro-
gram if you hold down the side bution.

Lets you add a new command anywhere In
the program.

Choose a Challenge
1. Praclice writing and changing scveral programs

2,

3.

of your own.

Make Telly repeat the same program over and over
agaln_
Write programs telling Telly to draw the square,

hexagon, octagon, and triangle shown in the Level
2 Challenges. [See page 14

19



Turtle Topic #4: Writing
Longer Programs

Telly’s done very well so far, You must be a good
teacher! Ready for some fancy footworl in Level
Four? First clear your screen, then press Keypad
Bution # or #. When the Option Screen appears,
press Keypad Button 4.

As you €an sce, Level 4 has a few new commands, Be-
fore you can find oot what they do, you'll have Lo
erase the program lefl over from Level 3. To do that,
use the red X Command several times in a row, until
vou've erased the entire program.

To find out how the new commands work In Level 4,
you'll need to use the skills vou learned in Level 3 to
write some simple programs. Let's atart with pro-
gram A

+15 QB s

When your program is finished, move the white box
over to the A Command in the right-hand corner of
the command line, Give the control stick one push in
the “up"” direction to change the A to B. If you keep
pushing the contral stick. you can go from A all the
way to Z, and back Lo A again. For now. push the con-

trol stick until you get to B,

20



Notice that when you switch to B [or any other letter
besides A, for that matter], the commands in Pro-
gram A disappear from the screen. Donm't worry,
though. Telly will remember them! Now you can wrile
Program B:

0| 4§ -rosons

That A 4 command might look a little tricky. but ac-
tually it's quite simple. Just put the white box over
the A Command on the left side of the command line
[the one beside the Clear Command), press the side
button, then push up on the control stick to reach
number 4. Press the side button again, and the A 4
Command will be in Program B.

Now Instruct Telly o carry out Program B To do
that. move the white box aver to the B Command In
the right-hand corner of the command line, and
press the side bufton. Ahal Repeating Program A
four times causes Telly to draw a square!

Notice that as Telly carries oul a program, the com-
mands he's following appear in the program lines
belaw his yard, 1f vou want, vou ean fallow the while
box as it moves through the program. This way. you
can tell which commands make Telly move which
way.

21



If you really want to see some fancy footwork, Lry

building C and D programs. Change the B Command
on the right side of the command line to ¢, Then build

program C;
Bl (3-rmc

Can vou remember how to put & Letter Command like
E I into the program? Move the wh lte box over to the
Letter Command on the left side of the command
line. Push the control stick up until you reach B, then
press the side button. Make sure the number beside
Bis 1

Once Program C is complete, and before you ask Telly
Lo carry It out, build Program D:

ﬁ E E = Pragram D

Why do vou think you would start a program with the
Clear Command? Watch what happens when Telly
carries oul Program D. Move the white box over to the
) Command on the right side of the command line
and press the side button, Notice that Telly cleared
the old picture before drawing the new one. That's be-
cause you told him to. This is a good way lo start a

NEW program.
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Turtles have a reputation for being slow movers—
and Telly fs no exception. If you want him to carry out
programs a little [aster, push the control stick up and
release it while he's drawing. To slow him down at
amy time, push the control stick down. You can also
stop Telly from moving at any time by pressing either
side button. Now make Telly carry out Program D as
many times as you want.

Remember how the X Command works? Try using it
té chande some of the commands in Program D. Start
by putting the white box over the Letter Command on
the right side of the command line. Change the letter
lo C, Then uge the X Command to erase the Turn
Right 3 Command in Program C. Now you can pul

a new command In {18 place. Try Inserting Twurn
Right 4.

Now that you've changed a command in program C,
let’s find out how that change affects Program [
First. change the Letfer Command on the right side
of the command line back ta D, Press the side button
and watch what happens. Telly's picture is a little difl-
ferent from the last one he drew from Program D. Try
changing other commands in programs A, B, C. or I
See how many different pictures yvou can make Telly
draw with these programs. If you want to work on an
entirely new set of programs, use a new set of letters
or erase old programs with the red X Command.

23



LUsing Telly's Storage Bins

Writing long programs for Telly to follow Isn't really
hard. Bul it does take time. Wouldn't it be nice if you
could save some of your programs to use later in
Telly’s drawing lesson? Well, you can! Lel's find out
how.

Move the white box over to the last com-

mand in the right-hand corner of the com-

miand line. It looks like a file cabinetl. Then

press the side bulton. What do you see?

Those four boxes below Telly's vard are

be—— storage bins. You can use them fto hold
programs while you're writing others or
while Telly Is drawing on the screen,

= TELLY & TURTLE -

B <OcO X

[ B B &

Filing Bin Screen
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The numbers on the bins are there o remind you
where you've put particular programs. The [irst bin
is emply, so It doesn't have a number yet. Because
Telly Turtlle™ comes wilh three demonstration pro-
grams, Bins 2, 3, and 4 are always full when you turn
on vour machine, Later, you'll find out how to use
these programs and how {o store more than one pro-
gram In a bin. For now, let's store the program you've
been working on in the first empty bin.

Move Lhe while box over to the In
Bin Command and press the side
burton. What happens? The arrow [:>
jumps down and points at the lrst
bin. Press the side bution. A
number 1 now appears in the bin,

reminding you where you' ve stored
your tirst program,

Notice that the white box now sur-
rounds the command that looks

like Telly. Press the side button.
This takes you back to Telly's yard
where you can start bullding a
new program.

Mow let's find ol how to take a
program out of a storage bin, Move i :

the white box over to the Bin Com-
mand and press the side butlon.
The bins appear. Then move the
white box over to the Out Bin Com-
mand. Press Lhe side button, and
the arrow jumps down to Bin 1.

25



Use the control stick to move the arrow
nexl to Bin 2, which conlains a program
for you to explore. Press the side button.,
The white box now surrounds the Telly
command. Press the side button o return
to Telly's yard with the program from Bin
2. To make Telly carry out this program,
move Lhe white box over Lo the A Com-
mand on the right side of the command
line and press the side button. As Telly
carries outl the program, the commands

he's follow ing appear In the program lines
below his yard. If you wanl, you can follow

Lthe while box as it moves through the pro-
gram. This way. you can tell which com-
mands make Telly move which way. Now,
experlment with the programs in Bins 3
and 4. See what else Telly can draw!

Did you notice that anytime vou take a pro-
gram out of a bin, the border around the
bin changes from green lo gray? When the
border turns gray, it means the bin is
“open.” You can store a new program in
any open bin. Whenever you store a pro-
gram in an open bin, the commands on
the program lines below Telly's yvard auto-
malically disappear. You can store up to
26 programs (A-Z) in one bin. Any time vou
use the In Bin Command, all of the pro-
grams stored |n Telly"s vard are stored in
the bin vou've selected. When vou use the
Out Bin Command you bring all of the pro-

grams stored in the bin back to Telly's
yard.
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Erasing Programs From a
Bin

You can erase the programs in a bin at any
time. First. press the Bin Command to go
lo the bins. Then move the white box over
the black X Command on the right side of
the screen. Press the side button. Then

move the white box over to the bin con-
taining the programs you wanl o erase,
and press the side button one more time.
The bin is now open and you can store
new programs in it

Remember that Telly’s bins are for tempo-
rary slorage only. If yon press the Reset
Bullon or turn the power off on your ma-
chine, the programs yvou've created and
stored disappear. However, the demon-
stration programs you discovered In Bins

2, 3. and 4 reappear when vou turn the
power on—even if you've stored your own

programs over them In a previous drawing
lesson.

27




Summary of Turtle Topic #4

In Turtle Topic #4, vou learned how to build a long
program oul of shorter programs and how Lo change
Telly's drawing speed. You also learned how to tem-
porarily save the programs you create in Telly's stor-
age bins. and how 1o take them oul So you can usc
them. Here are the new Level 2 Commands:

o

The Letter command on the left side of the
command line lets you use one program in
another program. If this Letter command
says A, for example, and you move the
white box over It and press the slde buts
ton, Program A will become part of what-
ever program you're building,

The Letter command on the right side of
the command line lets you Duild on or
change and carry out programs you've al-
ready created.

This command lels you séé the bins.

Takes you back to Telly's vard with the
programs vou've taken out of a bin,

Takes programs [rom the bin so0 you ¢an
bring them to Telly 's yard.

Erases programs in one of the bins.

Saves programs in one of the bins.

28



Choose a Challenge

1.

Use the Level 4 commands Lo write programs that

will make Telly draw the square, hexagon, ocla-
gon, equilateral trlangle, house, and cube shown
on pagel 4.

. Wrlte a program that will make Telly draw the

largest rectangle possible on the screen, Be care-
ful not to crash inta the wall!

. Write a program that will make Telly draw the

largest triangle possible on the screen.

. Take the program out of Bin 2 and change il Lo

make the cube red,

Take a maze program out of Bin 3 or 4 and take it
to Telly's yard. Press Keypad Button # or # to re-
turn to the Option Screen, then choose Level 1 or
2. Now use the Level 1 commands to make Telly
move or draw Lhrough the maze. See how lang It
taKkes wou to make him go all the way Lhrough,

. Take a maze program out of Bin 3 or 4 and bring it

to Telly's vard. Choose a letter command not used
in the bin program, then write a program that will
make Telly move through the maze.

29



Telly Tips for Parents

Telly Turtle™ is based on the use of Turtle sraphics
and QGraphic Symbol Commands—two Ideas that

have recelved a lot of attention from educators lately.

Turtle Graphics was developed by Seymour Fapert
and his colleagues at the Massachusetts Institute of
Technology (MIT) Logo Lab. Actually, Turtle Graphies
is a sel of aclivities designed for use with the Logo

programming language, Users make a small white
triangle, the turtle, move by typing In commands.

Each command must be followed by a mumber that
tells the turtle how far to move in a particular direc-
tion or how many degrees 1o turn.

Logo Is a powerful language with exciting possibili-
ties for education, but it can be intimidating and
frustrating to children who have not ver developed
yping or apelling skills. That's where Telly Turtle™
comes in. Designed to be a pre-Logo experience, the
program combines Turtle Graphles with Graphic
Symbal Commands. Children give Telly a series of
commands just as they would in Logo, but those com-
mands are represented pictorially, by graphic sym-
bols on the computer screen.Children use the control
stick to select commands and the side bultons (o exe-
cute them. It's as simple as thal—no Lyping or spelling

involved!
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To help vour child gel the most out of Telly Turte™,
we've provided step-by-step lessons (Turtle Toples)
at the beginning of this booklet. The lessons are sim-
ple enough for many elementary school children to
follow. Pre-readers and beginning readers. however,
will need your help.

Although the lessons are presented sequentially, in
the order children are likely to proceed. your child
may prefer Lo jump from one lesson o another in no
particular order at all. That's okay, too. In lact. chil-
dren sometimes learn more just by fooling around
with Telly Turtle™.

As vou cxperiment with Telly Turtle™, vou'll find that
the program works in a very logical way. If vour child
geils stuck on a particular problem, encourage him or
her to go hack over the pragram, step hy step, to find
out what went wrong. With Telly Turtle™ solving
problems is half the fun!
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Food for Thougiht

As children play with Telly Turtle™ they give their
thinking skills a real workoul. Froblem solving. logi-
cal thought, organization, sequencing, measure-
ment, spatial relationships, and a host of other
important coneepts all come into play as children ig-
ure out how to make the turtle draw their piclures.

In addition, Telly Turtle™ Introduces kids to com-
puter programming. Teaching the turtle to draw in-
creasingly complex pictures gives them a chance 1o
explore a variety of compuler coneépts, such as the
use of commands, programs, subroutines, recursion
and, of course, computer graphics. And by rewriting
programs so they produce better [or just different) Te-
sults, kids can experiment with debugging tech-
nlques as well,

We hope Telly Turtle™ provides your child with hours
of fun and learning. And we urge you to experiment

with the program yourself. Learning, aftcr all, is a
lifelong process!
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90 DAY LIMITED WARRANTY

Celeco warranis fo the original consumer In Canada
that esch video game cartridge | t manufactures shall be
free from factory defects [ n material and workmanship
for 90 days from the date of puchase under normal
| n=housa usa,

It your cartridge falls to operate properily DURING
THE FIRST 90 DAYS AFTER PURCHASE, return It postage
propald and | nsured with your name, addrass, proaf of the
date of puchase and a brl af dasar Iption of the problem to
COLECO (CANADA ) LIMITEE, Customar Service -
Electronics, 3700 St=-Patrick, Montreal, Quabec , Canada

|+ your cartridge is found to be factary defective
durimg the first 90 days, [t will be repalred or reo laced
atnocost fo you. If thacartridge | s found to have bean
consumer damaged or abused and therefore notcowvered by
tha warranty, then you will ba advised in advance of
repaircosts.,

Colaco's sole and exclus|ve Hlabl1ity for defects in
material and workmanship shall be |imited to repalr or
replacament at |ts authorized Coleco Service Station,
and Coleco shall in no avent be liable for Incldental,
consequantial contingant or any other damages. This
warranty does not cbligate Coleco to bear the cost of
trancportationcharges In connection wl th the repal ror
replacement of dafective parts,

Thls warranty Is Invallid If the damage or defect is
caused by accident, act of God, consumer abuse,
unauthor [zed alterationor repal r, vanda il smor ml susa,

The warranty is made in lieu of any other express
warranty , and axcept for the foreqoing warranty which Is
mxclusiva, there is no ofther express warranty being
mada,

Flease read the Owmer's Manual carsfully hafora
using the product. If amalfunct]! on occurs, p lease rafter
To The troub leshooting cheekliet in the Owner's Manual
for your vldao systam.
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SERYICE POLICY

|t your cartr ldoe requlrac carvicae after explration
ot the 90 DAY LIMITED WARRANTY period, Coleco will
sarvice the cartridge and put I In workling cond I tlon or
raplaca I+ with a recond iticned uni® {(a+t our option) on
Fecaipt ot your cartridae, postage prepald and insured
with your chegque in the amount of $15.00 payabla to
COLECO (CANADA)Y LIMITEE,

Coleco's service obligation doess not aspply tTo
dafects arising #romabusa, misuse or altaration of the
cartr ldqe,. |¥ the cartridge is found to have baan
consumar damaged or abused, then you wl || beadvisad in
advanceof repalrcosts,

Pleaseal low 4 to & waeks tor repalr and return,

Al returns mist

badirectaed to: Coleco {(Canada) Limi 16e
Customer Servica-Electronlcs
2700 S5t=Patrick
Montraal , Quabeac
Canada HAE 1A2
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AA™ s a ;r.d_rh of Coleco {Canada) Limitéa,

Coleco¥isiom is a registered frademark of Coleco
{Cannda) Liml tha,

Tnll'v'Tur‘I'IeT“ 1s a trademark of Carousel Softwera,
Inc. ™ 1983 Carousal Software, Inc.

Package, Progrem and Audlovisual © 1984 Coleco
{Canada) Limlt+5a. Al | Rights Reserved,
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