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LOADING

1. Turn on your Tandy 1000, and then insert your disk. Press
Reset. The game will come up by itself.

2. Always leave the disk in the drive while playing the game. (The
disk is required for the sound to function.)

GAME PLAY

1. Select either 2, 1, or 0 players. (A, B, or C on keyboard). If you
select 1 player, plug the joystick in the right slot.

2. Select the length of time for each quarter. (A, B, or C on
keyboard)

3. Press the red button on the joystick controller to kickoff.

4. Enter plays by choosing formations, pass patterns, and line
blocking directions.

5. Devise your own strategies to score the most points and win.

CONTROLS

Joystick: 9 positions
RED Button
BLACK Button

Screen Display: Scoreboard
Timeclock

Current Down

Yards To Go For First Down
Quarter

Time Outs Remaining

ENTERING PLAYS

NOTE: Joystick trims must be centered before playing game.



Offense:

Before the 30-second clock expires, choose between formations,
pass patterns, and line blocking directions.

1. To preview the play selections, press the BLACK button and
move the joystick through its 9 positions.

2. After previewing, release the BLACK button, and move the joy-
stick back to the play you wish to select. You may now enter
the play without displaying your choice on the screen, so your
opponent will not see which play you have chosen. Hold the
joystick in the selected direction and press the RED button.
Your selection will be entered.

3. Program the left receiver, the right receiver, and line blocking
in the same manner, previewing with the BLACK button, select-
ing with the RED. Remember that all four must be programmed
within 30 seconds.

4. Move to the line of scrimmage and press the RED button to
snap the ball.

5. After coming to the line of scrimmage, you may elect an audi-
ble change of play by pressing the BLACK button. Move the
joystick to the desired position and press the RED button to se-
lect a new formation, receiver pattern, and blocking selection.

Defense:

Choose only the formation.

1. To preview play selections, press the BLACK button and move
the joystick.

2. To enter the formation of your choice, hold the joystick in its
appropriate position and press the RED button.

3. If you don’t enter a formation, the computer will automatically
bring the players to the line and pick ‘“zone” defense, except
on punts or field goals.

4. If the offense changes plays (see 5 above), you may enter an-
other defensive formation.

5. Move the controllable defensive player anywhere with the joy-
stick controller.




RUNNING

1. Move joystick controller in the desired direction to allow the
quarterback to run for yardage. (He will get a slight burst of
speed when crossing the line of scrimmage.)

PASSING

1. After the ball is snapped, move the QB back to pass with the
joystick controller.

2. The QB can pass to one of the two designated receivers:

Press the BLACK button to pass to the player that lined up to-
ward the TOP of the screen. Press the RED button to pass to
the receiver that lined up toward the BOTTOM of the screen.

3. After the QB passes, your joystick will control the designated
receiver, whom you must move into position to catch the pass.

The quarterback cannot pass to a receiver who has been in-
structed to block.

KICKING

Kickoff:

Press the RED button: The kicker will advance and kick the ball,
and the receiver will catch the ball.

Extra Point:

1. Snap the ball by pressing the RED button.

2. Direct the kicker to the ball with the joystick control (no need
to press the red button to kick).

Punt:

From the offensive options, select the kick formation. Then choose
the punt option.

1. Press the RED button to snap the ball to the quarterback.

2. Press the RED button to-kick. Press the BLACK button to abort
the attempt. The quarterback can then elect to run or throw.
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OFFENSE PLAYS

I-Left I-Right
Slot Left Slot Right

Strong

Strong -
ight

Left

Kick

Straight up is Shotgun

FORMATIONS

Streak

Flag Post Left Flag Post Right
Side : Side

Line P Line

Left N Right
Safety = Safety
Valve Valve
Left Right

Block-No-Pass

Straight up is Buttonhook

PASS PATTERNS (2)

Straight

Straight
Straight up is Straight

LINE BLOCKING

Punt  Eield Goal Right

Field

Goal

Right
Field
Goal

Field Goal Left

Field

Goal

Left
Field
Goal
Left

Straight up is Punt

KICKING

Diagrams match actual pass patterns in the game.

DEFENSE PLAYS

!

| | ¥ T
The X indicates the place on the field where the receiver expects the ball: the
small arrow shows the direction the reqeiver moves in if the pass is delayed.

|~

1
1 Side Line Left
Flag Post Left

Safety Valve Left

o~

Buttonhook

—|q7 Streak

Flag Post Right

Safety Valve Right
Side Line Right

Prevent Right
Tight Right

Prevent Left
Tight Left

Monster
Right

Goal Line (Also Kick Return)

Straight up is Zone

FORMATIONS

Block Punt
Block Punt Block Punt
Run Run
Back 7
Punt |

Run
Back
Punt

Run Back Punt

Straight up is Run Back Punt

AGAINST KICK




Field Goal:

From the offensive options, select the kick formation. Then choose
the field goal option.

1. Press the RED button to snap the ball.

2. The kicker will automatically run toward the ball. He kicks
when he reaches the ball.

3. To abort the attempt, press BLACK button anytime before the
kicker reaches the ball. The place kicker can then elect to run
or throw.

Kick Blocking:

The defense may attempt to block extra points, punts, and field
goals by rushing toward the ball holder.

TIME OUT

There are 3 per half for each team. Press (P) on the keyboard to
indicate Time Out for the visiting team. Press (@) on the key-
board to indicate Time Out for the home team. Press any key to
end time out.

PAUSE

To pause at any point, press the space bar. You will suspend the
game. Pressing the space bar again will resume play.

PENALTIES

There are 2 five-yard penalties.
Offense: Delay of game. (More than 30 seconds)
Defense: Offsides



SCORING

Touchdown 6 Points
Extra Point 1 Point
Field Goal 3 Points
Safety 2 Points

BREAKING TIES

In case of a tie, reset game and continue to play. First player to
score wins.




TERMS AND CONDITIONS OF SALE AND LICENSE OF TANDY COMPUTER SOFTWARE PURCHASED
AND LICENSED FROM RADIO SHACK COMPANY-OWNED COMPUTER CENTERS, RETAIL STORES
AND RADIO SHACK FRANCHISEES OR DEALERS AT THEIR AUTHORIZED LOCATIONS

» LIMITED WARRANTY

TANDY Software is licensed on an “AS IS" basis, without warranty. The original CUSTOMER'S exclusive
remedy, in the event of a Software manufacturing defect, is its repair or replacement within thirty (30)
calendar days of the date of the Radio Shack sales document received upon license of the Software. The
defective Software shall be returned to a Radio Shack Computer Center, a Radio Shack retail store, a
participating Radio Shack franchisee or a participating Radio Shack dealer along with the sales document.
- EXCEPT AS PROVIDED HEREIN, RADIO SHACK MAKES NO EXPRESS WARRANTIES, AND ANY
IMPLIED WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE IS
LIMITED IN ITS DURATION TO THE DURATION OF THE WRITTEN LIMITED WARRANTIES SET
FORTH HEREIN.

Some states do not allow limitations on how long an implied warranty lasts, so the above limitation(s)
may not apgly to CUSTOMER.

RADIO SHACK SHALL HAVE NO LIABILITY OR RESPONSIBILITY TO CUSTOMER OR ANY
OTHER PERSON OR ENTITY WITH RESPECT TO ANY LIABILITY, LOSS OR DAMAGE CAUSED OR
ALLEGED TO BE CAUSED DIRECTLY OR INDIRECTLY BY ““SOFTWARE™” LICENSED OR
FURNISHED BY RADIO SHACK, INCLUDING, BUT NOT LIMITED TO, ANY INTERRUPTION OF
SERVICE, LOSS OF BUSINESS OR ANTICIPATORY PROFITS OR INDIRECT, SPECIAL, OR
CONSEQUENTIAL DAMAGES.

Some states do not allow the limitation or exclusion of incidental or consequential damages, so the
above limitation(s) or exclusion(s) may not apply to CUSTOMER.

SOFTWARE LICENSE

RADIO SHACK grants to CUSTOMER a non-exclusive, paid-up license to use the Tandy Software on
one computer, subject to the following provisions:

A. gxzf;&:t as otherwise provided in this Software License, applicable copyright laws shall apply to the

oftware.

B. 'l;\itlesto ﬂxﬂe medium on which the Software is recorded is transferred to CUSTOMER, but not title to
the Software.

C. CUSTOMER shall not use, make, manufacture, or reproduce copies of Software except for use on
one computer and as is specifically provided in this Software License. Customer is expressly
prohibited from disassembling the Software.

D. CUSTOMER is permitted to make additional copies of the Software only for backup or archival
purposes or if additional copies are required in the operation of one computer with the Software, but
only to the extent the Software allows a backup copy to be made.

E. All copyright notices shall be retained on all copies of the Software.

The warranties granted herein give the original CUSTOMER specific legal rights, and the original
CUSTOMER may have other rights which vary from state to state. 12/84

RADIO SHACK, A Division of Tandy Corporation

U.S.A.: FORT WORTH, TEXAS 76102
CANADA: BARRIE, ONTARIO L4M 4W5

AUSTRALIA BELGIUM FRANCE U. K.

91 Kurrajong Avenue Rue des Pieds d’Alouette, 39 BP 147-95022 Bilston Road Wednesbury
Mount Druitt, N.S.W. 2770 5140 Naninne (Namur) Cergy Pontoise Cedex West Midlands WS10 7JN




Touchdown Football lets you play armchair quarterback. Control
the formations, pass patterns, and line blocking instructions. Coach
your team to victory over the computer or another coach. Pick up
pointers by watching the computer run plays for both teams. Don’t
go offside or delay the game. Avoid overtime by scoring early. Who
knows? You might have what it takes to coach the pros!

To play Touchdown Football, you need:

¢ A Tandy® 1000 computer

» One joystick (two if you want to play against another coach)
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