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Getting Started

Health Warnings and Precautions

® Video gatmes tay cause a small percentage of individuals to experience seimures or have
momentary loss of consciousness when viewing cettain kinds of flashing lights or pattemns ona
television screen. Certain conditions may include epileptic symptoms even in persons with no
priot history or seizures or epilepsy.

® Jfwou or anyone i your fatmily has an epileptic condition, consult your physician prior to game
olay.

® Ttisrecommended that parents observe theit children when their children play video games.

® Jfwou or your child experiences any of the following symptoms: dizzness, altered vision, eye or
muscle twitching, wnvoluntary movements, loss of awareness, disonentation, or comrnalsions,
discontitige use immediately.

® Gome people may experience fatigue or discomfort after playing for a long tume. If vour hands or
arms become tired or uncomfortable duning same play, stop playing wneme diately,

® Jfwou contitiue to experience soreness or discomfort during or after play, stop playing and
consult your physician,

® Jfwour hands, wrists or arms have been mjured or straned i other activities, use of your
system could aggravate the condition. As necessary consult your physician before playing video
gatnes.

® Donotsit or stand too close to the television,

Do ot play of you are tived or need sleep.

.
® Always play in a well-lit room.
.

Be sure to take a 10- to 15- sarate breals at least every hour, while playing.
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Hardware Precautions and Maintenance

® Do not disassemble or try to repair your console or any of its components.

® Always switch Off the console before connectitg it to youw TV/VCE.

® [onot store your console in hamad place, on the floor or in any location where it may collect
dirt, dust and lint.

® Tionot deop, kot or otherwrise abuse your console or its components.

® Dake sure all connections to the console are inserted i the correct locations.

® When disconnecting any plugs from the console, first turn the console O, and then carefully
pull out the plugs, rather that the cables, so as not to damage the cables.

® Do not step on, sharply pull or bend and cables connected to the console.

® Tionot expose the console or any of the components to extreme heat or cold. Take care not to
expose yout console to ditect sunlizht for extended petiods of titne.

® Tionot spill iguids on your console or its components,

® Do not rapddly tuen the Power Button On and OfF

Warning To Projection Television (raners

To prevent potential permanent damage to your projection TV, do not connect your console
to a projection TV withowt first reviewing your projection TV instraction manaal.
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The ATARI® Flashback 2mo Game Console
PoweriButioniEResetiBulton

TARLE FLASHEACK

| [

off; iu:ull:u Switche7)

Vour game console packaging should contain the following components:

s ATARI® Flashback 2(ThD) Clagsic Gaime Conisole unit with Instraction Manual
e Tuo Plug-in Joystick Controllers
& Power Supply

The ATARI® Flashback 2iTh Classic Game Console comes with 40 budt-in classic games. Mo
game cattridges ate required. The game console does not utilize a cartridge slot.
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Connecting to a TV/VCR/DVD

TV Type Switch Power Supplylack

il RightlandlleitiControllerPoitz Ml

1. Locate the A/V IN connectors o your TV, VCE, or DVD and
then connect the plugs on the supplied AV cable to the
cottesponding (same colof) connectors on yow TV, VCE, or DVD.

2. Plug the power connector from the included Power Supply
iito the back of the console and then carefully plug the Power
aupply into awall outlet.

3. Consult your TY , VOE, or DVD manufacturer’s instraction
matital for details on how to select INFUT or B0OURCE to display
the signal to your TV from the AN cable you have connected to
the consale.
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NOTE: Cormecting pour console via a VOR or DVD may also require the addifional sftep of
pressing the TV/VCR oy TWDVD buffon on pour remote confrol fo select the proper output fo

the TV soreen.

Connecting the Joystick Controllers

For 1-Player Games: Connect a
joystick controller to the left controller
pott.

For 2-Flayer Games: Connect a
joystick controller to the left controller
pott for player one, and connect
aniother joystick controller to the nght
controller port for player tao.

Rig hile nlnil.' Joyitick Gnn e

Game Console Specifications:

Power Input:

120 AC, 60 He,7W

Fower Cutput:

Gy DI, 2001m

Ditnensions:

4571 x 2w x37h

Controller Ports:

2
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Troubleshooting

PROBLEM

S OLUTION

Mo picture on the screen

Connect the AC adapter
Connect the A5V cable
Tutn the console unit On
Tutn the TV On

aet the TV to AWV input

Geteen flickets or o color

A djust TV color controls

Ho game sound

Ifictease ot turh onthe TV waoluthe
Conitiect the A5V cahble

Picture on TV screen is unsteadsy

& djust the vertical and horizonital
hold controls on o TV until the

picture hecomes steady
Connect the AN cable

Ficture is blinlang or distorted

FPowrer Off the console and then
power Un the console

Previous




Main Menu Explanation

The ATARI® Flashback 2iTh) Classic Game Console comes with 40 virtual game cartridges to
choose froml

| ATARS | ATARI

iroode Fiuoriles

Lx @ Acton Toee

The Hidden Paddle Cranes ol

To select and start a game, use the joystick controller to navigate
the Main Mena and highlisght one of 4 categones (Adventure
Ternitory, Arcade Favorites, Space Station, 3kill and Action Zone).
Thern, press the fire button to select the desired Category and hist the
available game titles.




Arcade Adventure




Arcade Favorites
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ARCADE ASTEROIDS(TM) (1 OR 2 PLAYERS)

Huow for the first titme, play a brand new spin on the old
Actari 2600@ classzic! This version of Asteroids( T hag
been changed to look closer to the original arcade version.
Satne exciting action you remember, but now with a realistic
new look!

& steroids crash towards you from all directions!
Trapped in a gigantic cloud of asteroids, your strugslins
spaceshup hutls towards its doom. Youw'll have to pulverize
all the asteroids with your photon catnon to save your ship and your Life!

The Sky’s The Limit!

O a et serene everung the Cosmic Space Patrol sets out for the usual night chase through
the boulevards of space. This beat was always the same; calm, no action and fno excitement. For
sofne reason this night feels different. Shortly before 0200 hours some form of intergalactic material
15 sighted through the vizual particle counter. The material 15 too large a mass to measure. It's
drifting closer. Lookout, it's a glant asteroid boulder and it's headed straight for the Cosmde
apacecraft. The only chance for survival 15 to dodge the boulder or destroy it. Destroying it
doesn't mean just brealang it up, it means vapormng it Bmall asteroid boulders are equally as fatal
as large ones.

Whew, the boulder just muzzed coliding with the Cosmic Spacecraft, but suddenly the Cosmuc
apace Patrol find themselves surrounded by thousands of the deadly asteroids, The Cosmic Space
Patrol must act quickly to save their spacecraft and spare their lives. The spacecrafl iz equipped
with photon torpedoes, hyperspace, shields, and flip contral.




The Cosmic Space Patrol is highly trained to handle thus situation. Could you do as good a job
as the Cosmuc Bpace Fatrol? How would yvou protect wourself of ywou were caught in a deadly
asteroid belt? This 15 ywour hig chanece to fly throughout the dimensions of space and fend against
asteroid boulders. The longer you survive, the mote space hazards you'll encounter,

With your space ship trapped in a deadly asteroid belt, ywour only chatee 15 to destroy the
drifting asteroid boulders before your spaceship 1z done in. Fire your photon torpedoes to blast
them but be carefual - when an asteroid 15 hnt, 1t may just break up into smaller houlders! And watch
out for other space hazards, like satellites and UFO's. If it gets to heavy for you, ywou can always
enigaze wout Hyperspace ditve and Hyper through space in all directions.

Controls/Game Play

Use the Joystick Controller to aim the spaceshup and to fire photon torpedoes at the asteroids.
Llowve the JToystick right to rotate the ship clockorize; move it left to rotate the shup
counterclockwrise. Fush the Joystick forwrard to thrast (propel) the ship through space. (The ship
moves ordy i the ditection it's pomted))

Pulling the JToystick dowt causes the ship to petform different functions such as hyperspace,
shields, or fip. After sinung the spaceship with your JToystick, press the fire button to shoot
photon torpedoes at the asteroid boulders. Contine to press and releasge the fire button as fast as
possible to quickly destroy all the asteroids.

If the game vanation yow're playing meludes satellites and UFCs, usge your Toystick to aim and
press the fire button to shoot torpedoes at them just as you would for the asteroid boulders,

When kat, small asteroids disintegrate, medium asteroids spht into two asteroids, and large
asteroids break mto two medium asteroids. ¥You have more than enough photon power to destroy
all of the asteroids, but you can fire ondy four shots into the asteroid field at a time.




A steroids come at your ship it waves from all corners of the screen. Once you empty the
screens of asteroids, a new wave begins, and each wave you face iz more difficult to destroy than
the last. In some game varations, you'll face enemy UFOs, which fire photon lasers back at you.
Both small and large TFO s explode when hit.

& reserve fleet of the ships stands ready in hypetspace. Each time an asteroid hits you,
destroying wour ship, a reserve shup appears in the starting position in the center of the screen.
This continues until all of your shups are destroyed.

The high scote of the gathe appears at the end of the game and is updated as higher scores are
tallied i1 later games. The ligh score remains on the screen until you turn off your
Atari®Flashback 2(Th) Classic Game Console,

(rame Variations
Standard Play

This wariation is for one player, or two players alternating,

Competition Asteroids

Two playets appear on screen at the same time, Vour shap is vulnerable to shots fired by the
other player. You benefit by helping the other player stay alive.

Team Asteroids

Two playetrs appear on screen at the same time and share reserve ships Vour photon
torpedoes pass through the other player’s ships without disabling them.




special Features

Depending on the game variation you choose, vou may be able to save your
spacecraft from destruction by using one of vour ship’ s special features.

Hyperspace

Hyperspace makes your spaceship disappear in space and reappear at some other location on
the screen. This feature 15 hielpful as a quick getaway, but it may also be a hindrance of your ship
reappears i the path of an oncoming asteroid.

shields

ahuelds protect your spacecraft from oncoming boulders and enemies. Don't use siuelds for
mote that two seconds though, or your ship will blow up!

Flip

Flip enables you to instantly rotate your spacecraft around 150-degrees and aim in the
opposite direction,

Young Children’s Versions

Gatnes 33 through 66 are easy versions for young children. These games feature slow
asteroids, hyperspace, and an extra ship each 3000 points.




Helpful Hints

After playing Asteroids(TI) several times youll discover which techmigues wotk best for
wou. Here are some that the space cadets at ATAFRI found most helpfal.

1. Whet the screen becomes clear of asteroids (Just before a new group of large asteroids
appeats), try to avoid placing your spaceship close to the right or left edge of the screen. HNew
asteroids almost always begin from these edges.

2. It 15 often helpful to remain i the center of the screen throughout the game, aitming your
spaceshup right or left in a circular motion.

3. If you'te close to earnitig an extra ship, and your spaceship is about to crash, you may want
to cause wour spaceship to collide with a small asteroid, UFOQ, or satellite. You'll earn points even of
wou crash, and this may be just enough points to earn that extra shup.

4. Tty to hut the faster and smaller asteroid boulders, This will give you more protection and
mote points.

Difficulty Switches

The Asteroids(ThD game has two difficulty levels, a and b. The b level 15 normal game play for
begiting players. The alevel offers a higger challenge with the addition of UFO s mudentified
Flyitig Objects) and satellites. UFOs are tough to hut, but each one 13 worth 1000 points,

Satellites are larger and easter to destroy. UFOs and satellites may be finng back at wou, so he
ot1 the lookout for their stray attillery. UFO s do ot attack until ywou have reached ower 15,000
powts. When satellites and UFOz sneak up to attack you, you'll hear thewr engines. The satellites
hawve alow pitched engine sound and the UFOs have a higher pitched sound.




Scoring

Foimts are determined by the size of the asteroid boulders. Obriously, the smaller houlders are
hatder to hit and therefore worth more points. With each game or turn you have four spaceships.

You can earh extra spaceships by scorng hugh,

Foitatz ate scored as followrs:

wmall Asteroads 100 POINTS
Medmm Astercads S0 POINTS
Large Asteroids 20 POINTS
matellites 200 POINTE
srnall TTEC 3 1000 POINTS
Large TTEC s 200 POINTE

Cither Playver's Ship 500 POINTS




ARCADE PONGE (1 OR 2 PLAYERS)

The onginal 1972 arcade wersion of Pongl® from Atarg
the wideo zame that started it alll

Controls

Press delect to select 1 player or 2 player wersior, and
press your Joystick’s fire button to start the game.

Dlovve ywout Joystick upddown to control your bat.

S Coring

First player to reach 11 wins!

special Mote

Oiizinal Legacy Atar paddle controllers are compatible with Arcade Pong.




ASTEROIDS DELUXE(TM) (1 OR 2 PLAYERS)

How for the first titme, play the smash follow-up to ATARD s hit A steroids(TAD, Asteroids
Drelue T

space Just Got A Bit Deadlier

Youw're on patrol with the Cosmic Space Patrol again, in
the midst of a war against the deadly Zylors. Strange alien
robotic life forms, these cybermetic creatures are out to
destroy human kind. How promoted to conunander of the
suadror, your crew has been scrambled to a neathy
asteroid belt where Zylor ships have been spotted.
auddenly, you find yourselves surrounded by thousands
of the deadly asteroids. Sometlung’s not right, there’s alot
mote than there should be.

Luckily, each of your ships is of course equipped with yvour trasty photon torpedoes,
hypetspace, shields, and flip control.

But wait —what's that owver there coming out from behind that large asteroid over there? It's
the Zylor saucer you were sent in after. Dodging and weaving, you suddenly realize they ve
gotten alot smarter. And what’s that strange looking asteroid that seems to be following wou?
Wait a mirnate, that’s no asteroid! It's a glant shipl This 15 an ambaashl




Zylor Ships

waucer — Both large and small Zylor saucers shoot at your stup. The smaller saucers seem to
do better at targeting wou, 50 be carefull

Killer Satellite — & new “death-star™ type Ealler Satellite that chases after you relentlessly.
Ty and blast it and it breaks i to smaller crafts, making for an even deadlier surprzel

Controls/Game Play

Use the Joystick Controller to aim the spacestup and to fire photon torpedoes at the asteroids.
Ilowe the JToystick right to rotate the ship clockaize; mowve it left to rotate the shap
counterclockuise. Fush the Joystick forward to thrast (propel) the ship through space. (The ship
moves ordy i the ditection it's pointed))

Pulling the Joystick down causes the ship to engage 1ts shields | Affer anming the spacestup
with ywour Joystick, press the fire button to shoot photon torpedoes at the asteroid boulders.
Contitmie to press and releasze the fire button as fast as possible to gquickly destroy all the
asteroids.

If the game vanation yow're playing includes satellites and TFCs, use your Toystick to aim and
press the fire button to shoot torpedoes at them just as you would for the asteroid boulders,

When tat, small asteroids disintegrate, mediom asteroids split into two asteroids, and large
asteroids break mto two mediam asteroids. ¥You have more than enough photon power to destroy
all of the asteroids, but you can fire ondy four shots into the asteroid field at a time.




Agteroids come at wour ship in waves from all corners of the screen. Once you empty the
screen of asteroids, a new wave begins, and each wave you face i3 more difficult to destroy than
the last. In some game varations, youw'll face enency UFO s, which fire photon lasers back at you
Eoth small and large TFO s explode when it

& reserve fleet of the ships stands ready in hiyperspace. Each time an asteroid hits yow,
destroying your ship, a reserve ship appears in the starting position in the center of the screen.
This contitmaes until all of your shups are destroyed.

The high score of the gate appears at the end of the game and 15 updated as higher scores are
tallied ity later games. The ligh score remains on the screen until yvou turn off your ATART ®
Flashback IINTAD Classic Game Console.

Difficulty Switches

The Asteroids Deluxe( TR game has two difficulty levels, a and b, The b level is normal game
play for begrings players. The a level offers a bigger challenge with the addition of
UFCeUmdentified Flying Ohjects) and satellites. UFOs are tough to but, but each one 15 worth
1000 points.

aatellites are larger and easter to destroy. UFOs and satellites may be firing back at wou, so he
ot1 the lookout for their stray attillery. UFO s do ot attack until ywou have reached ower 15,000
powts. When satellites and UFOz sneak up to attack you, you'll hear thewr engines. The satellites
hawve alow pitched engine sound and the UFOs have a higher pitched sound.




Points are deterruned by the size of the asteroid boulders. Obriously, the smaller boulders are
harder to hut and therefore worth more points. With each game or turn you have four spaceships.
You can earn extra spaceshups by sconng hugh

Foiits are scored as followrs:

simall Asteroads 100 POINTE
MMedmm Asteroads S0 POINTS
Large Asteroids 20 POINTS
=rmall TTFO s 1000 POINTS
Large TFO g 200 POINTS
Cither Player's Ship 500 POINTS
Eiller =atellites 20 POIMTSE
whatlk Satellites 100 POINTS
Wedge Satelites 200 POINTS




Battlezone(TM) (1 OR 2 PLAYERS)

The onginal ATART 2600 version of this 1950 arcade classic! The whole woild 15 10 trouble.
From your combat tank, wou must find and destroy the enemy tanks, aental fichters, and flying
saucers before they find you. Get ready for the futunstic fight to the fimsh

You're Combat Ready!

The yearis 1999, and the nations of the earth have
declated a wotld-wide peace plan. But there 15 a problem
with the proposed truce. A couneil of malitary commatiders
has unleashed battalions of automated weapons mto the
countryside, These aenial fighters, flying saucers, tanks,
atid super tanks will turn the wold into a lifeless landscape
unless you can stop them.

Luckily, yvou've discovered an old military tank hidden inside the muaseum. Use your JToystick
to steer the tank as wou search for enemy automatons, Gince your electronic periscope only gives
wou a front wiew from the tank you'll have to rely heavily on your radar screen to detect the
etiemny. [Fyou see a blip on the radar, yvou need to mowve fast! Use your JToystick to turn your tank
until the enemy appears on the screen; press the red controller button to fire your turret zun,




Controls/Game Play

You have five tanks to complete your tassion. Your tatk will be destroyed each time it 15 Tt by
ety five,

Uze your Joystick to manewver ywour tank. Push forward on your Joystick to mowe your tank
forward; pull back on the JToystick to move ywour tank backerard. To rotate your tank i posibion,
push the Toystick directly night or left. Mowe the tank i an arc by pushing your Joystick
diagonally i the desired direction.

Fire your turret gun by pressing the red button on your controller. If you mass a target, you
canniot fire again for appronmately 2 seconds.

The enetmies wourll encounter are:
Tanks

Tanks ate your most common enemy. They move a bit slower than your tandk, and can be
identified by thew blue turrets.

super Tanks

These look like regular tanks, but have wellow turrets and can movwe faster than your tank
Fighters

Fighters always appear ditectly in front of you then mgzagz toward ywour tank, When a fighter

reaches point-blank range it will veer to the side and fire an anti-tank shell directly at you. You can
identify a fighter by the "buz" sound it makes as 1t fhes.




Flying Saucers

Flyitig saucers do not fire at you, but are hard to kit and can distract you when a tanlk a
fighter, or a super tank 1z finng at you,

Your Radar Screen

Your radat is located at the top center of the screen. Enemy automatons appear on the screen
as white "blips" of ight, your tank is located i the nuddle of the radar civele. The two lines at the
top of the radar sereen mndicate your fleld of wiew. When you move your tank so an enemy "blip"
15 hetween the lines, you should be able to see the enemy on the main screen. Be careful, thoughl
A1 enemy can shoot and destroy your tank -- even oif you can't see it on the main screen.

& black sighting matk is located at the top of the main screen to help you aim at the target.

When the enemy 1z directly i your ine of fire, the sighting mark will change from black to wlate.

{(zame Variations

Press the GAME SELECT switch to choose one of three game levels. The game level is
iidicated by the mumber of tanks displayed at the bottom of the screen.

GAWME NUMBER  SKILL LEVEL
(game 1 Iowice

(Gatne 2 Intermediate
(amme & Advanced




Helpful Hints

After playing Battlezone(ThI) several tunes you'll discowver which techrigues wotk best for
wou. Here are some that tank commanders at ATART found most helptial.

1. A good way to evade enemy shells 12 to rotate your tank 45 degrees, then unmediately move
the tank forwrard or backsrard.

2. Listen for the sound of an enency gun being fired. As soon as you hear a shot, take evasive
action. Do ot sumply rotate i the same spot.

3. Eeep moving after you fire a shot - don't want to see of the shot It its mark

4. If a tatik 15 close belund, you can brng o witlin sight by moving your tank m reverse until
the enemy tank appears on the screen. Youll be able to shoot as the enemy tank turns to face you.

5. Ty to lure ofe enemy into atother enemy s e of fire. For example, by moving yvour tank to
otie side, you cat move a flying saucer nto a shot fired by an enemy tank.

. Don't waste shots, since you can't shoot your turret gun agan until the shell esther buts an
efiettiy, of disappears from your main screen.

SCoring
TARGET POINTS
Tanlk 1000 POITE
Fighter 2000 POITE
super Tank S000 POINTS

SAUCEr 000 POIMNTE
& bonns tank 1z awared At 50,000 and 100,000 points.




CENTIPEDER (1 OR 2 PLAYERS)

You're trapped i the perilous Enchanted Forest. Datk,
dangerous mushrooms push up through the forest floor,
snanns you on every side. Threatening thumps and el
buzzinizs fill the ar Sometlung shppery flashes through the
tuashrooms, movitng in on you Suddenly, glanng eyes and
quivering antennae jump rght out at youl [t7s the
Cetitipede — and it’s attacking!

Controls

Liove the joystick handle forwardfback, or press Select to choose a game vanation: One
Player, Two Player Alternating; Dual Flayer Competition or Team Play. Move the joystick handle
lefisfright to choose one of the four difficulty levels: Nowvice, Standard, Advanced, and Expert.
Press either fire button to start the game.

Uze the joystick handle to mowve your magic wand around the screen and press either fire
button to fite a powerful spark at the Centipede. Fress and hold either fire button to rapad-fire and
shoot continaous spatks.

sparking the Evil Insects

You start the game with three magic wands. Use each wand to spark the enemy and scote
powts. [fthe msect bites you, you become temporanly paralyzed and lose awand.

The Centipede attacks from the top of the screen and winds down toward you. When you
spatk atry patt of it with your wand, that segment becomes a mushroom, and the segment behind it
becomes the head of a new insect.




LIushrooms act like shields but can also speed the Centipede i1tz attack [t takes four huts to
destroy a mushroom entively.

Trying to distract wou from spatking the Centipede, the Spider jumps all over the Enchanted
Forest, eliminating every muashtoom in its path. The closer the Spidet comes to you, the more
potits you score when you zap it

The Flea starts bugging yvou after you shoot away most of the mushrooms near you at the
bottom of the screen. [t drops straight dowry, creating mushrooms ag it falls. Vou must it the Flea
twice to make it disappear.

Beginning with the thard wave, the Scorplon scurries across the middle of the Enchanted
Forest, poisoning every mushroom it touches, Folson mushrooms are a different color than the
other mushrooms, When the Centipede bumps into a poison smushroom, it goes crazy and plunges
stratght towards o

(ame Variations

Centipede® has 4 zame variations:

® Cne Player

® Tuo Player Alternating

® Dgal Player Competition: both players play at the same tune, but score separately.
® Team Flay: both players play at the same time and their scores are added together,




Spider:

Flea:
SCorpion:
Mushroom:

Poison Mushroom:

100 points
body segment 10 points
close range Q00 pomts
tnedium ratige GO0 points
distant range 300 points

200 pomnts

1000 Points
shot 1 to 3 tunes
totally elirunated
not shot at all
shot 1 to 3 tunes
totally elinrunated




LUNAR LANDER® (1 PLAYER)

Lunar Landen T provides the theills and realistic "feel"
of controlled space flisht! Players are challenged to control
thrust and rotation of a lunar landing craft to counteract
stimalated gravitational pull, momentum and fiction. How
for the first time, experience ATARD s 1979 arcade tat at
home!

Can You Land Safely?

Luniar Landesn Th 15 a one-player game that simolates landing a manned spaceshap on the
moon. Various video-dizplay phrases mndicate score, time elapsed dunng the mizssion, fuel units
consuimed, atitude above the moory, and horizontal and vertical speed. The fuel consumption and
both speed readings are unportant for the player to determune how to land the craft. Realistic
engine nnhle and crash sounds accompany game play. Careful not to use up your fuel, or you'll
ctashl & high beep warns of an alimost-depleted fuel supply. Depending on the quality of the
latidinnz or the crash, various messages are displayed oty the screen

Controls

Press the Joystick left or right to tilt the ship left or right respectively. Pushing forerard on the
Towstick igrates your engines. Hithing the fire button will cause ywour landing to abort of your
spacecraft 1z hopelessly out of position or in danger of crashing. Remember, help 1z only 240,000
miles away.

S COring

A& crash awards 5 points, a "hard" landing 15 A "good" landing awards S0 poimnts... plas 50
Fuel Units of gate time!




MILLIPEDE(TM) (1 OR 2 PLAYERS)

How for the first time, play this previously unreleased
alternate version of the ATARI 26007z oniginal 1984 release
of Millipede T

A army of menacing Milipedes have invaded syrour
garden patch, and you must shoot arrows at them to nd
your plot of these pesloy pests, But wait! The Millipedes
arern’t the only insidious insects you have to destroy.
Tumping Spiders, buzzmng Bees, houncing Beetles,
Mlosquitoes, Dragonflies, Inchworms and Eatwigs all have undgque and deadly powers of their
ot

Controls

Uze the joystick controller to move around the screen and press the fire button to fire at the
Lldhpede. Press and hold the fire button to rapad-fire and shoot continaously.

Rid Your Garden of those Bothersome Bugs!

The Millipedes attack from the top of your garden, They march back and forth across your
patch until they get to the bottom. When a Millipede bumps into a mushroon, it reverses
direction. If any part of the Millipede touches you, youw're finished!

Jumping Bpiders enter from either side of the screen. How many points you get for ridding the
garden of a Bpider depends on how close it 13 when you shoot it




~ ATARI
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Beetles crawl it when wou least expect them. They also have a particular pattern they follow,
g0 pay attention!

The Inchworm can’t move too guickly, but he 1z gquite trclor just the same. When you shoot
this little critter, the mowement of all the insects on the screen 1s slowed down for about four
aeconds.

survival Tips

Llake sure yvou keep your eye on the Millipede while wou're getting rid of the other pests.
It can sneak up on youif you're not careful, so keep it under control.

If a mallipede touches a poisonous mushroom — poisonous mushrooms are colored
differently from most — watch out! The Millipede will charge directly at youl

When the insects swarm, you could be m for big trouble. Only a Spider can enter the
gatden while the Mosguitoes, Bees or Dragonflies are swarming. You get 100 extra points
(above the normal point value) for the second swarrung bug you destroy, 200 for the thard,
atid so forth — up to 1000 extra points per bug, Bewrarel Bwarming bugs fly fast and
furious!

Eachingect has its own unigque sound, so keep your ears open and you can anticipate
what will be cotming next.
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100 points
Millipede Segment 10 poits
spider 300, a00, 900 o 1200 points
Beeile 300 pomts
400 points
Bee 200 poants
Inchworm 100 Foints
DDT Bonib a0 points
500 poants

Earwig 1000 poits

Thank goodness for pesticides! Just pierce one of the DDT bombs in your garden and earh an
automatic 200 points. Explode the DDT at the right time, and the wapor will wipe out any bug it
touches! For each bug that’s destroyed by DDT, wow’ll earn trple the points you'd normally get.
for it.

Each time youlose a bug blaster, you recerve 5 points for every flower and every three
mushrooms left on the screen.

Bonus Life

You begin the game with theee hves. For every 15000 points you earn, you're avwarded another
life
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(1 OR 2 PLAYERS

Aliens from the planet of Etytol have begun an attack
ot1 the planet Zardon. The Erptolians are warriors out to
destroy atd seize the planet of Zardon. Zardon 15 the last of
the peacefal planets. The Zardortans are slallfial and
hatdwotlang people. Their cities are budt-up and rich in
tesources. [t iz truly a planet woid of crime and wolence.

Zardon has boult a powerful defense system. Several
antiballistic muzsile bases have been established wathun the cities of Zardon. The Zardormtans are
ready for this attack, and are prepared to fight to save their cities,

&5 hage commander it 13 your responsibility to protect and defend six cities on the platet of
Zardon. The Erptolians have begun firin g interplanetaty ballistic fissiles. They are aitang at your
cities and missile bases. Your only defense 13 to five back with antiballistic nussiles. But watch out,
the Erytolians are sly, they also have cnase missiles. Cnnge nussiles look like satellites, but they
ate just as deadly as the mnterplanetary ballistic nussiles.

ze your antiballistic missiles (ABMs) to stop the enemy before wour happy and harmomous
platiet 13 destroyed.

Controls

Uze the Toystick Controller as a target control for wour ABM s, Llove the Toystick up, dowry,
right, left, or diagonally to move the cursor (hlindang hight) to the target where you wish your
attibiallistic suszsile to explode. Push the controller button to lavnch wou ABM's,

OB
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Consider the Joystick as a target control for vour missiles. Wherever the target control iz on
the screen when the button is pressed will be the exact location that your ABM explodes. Once
wou have launched an ABM, wou can move to a new target and launch again while the first ABM
15 i1 flight. The hest way to destroy the enemy 1z to place the target control directly in the path of
the interplanetary ballistic nussiles. The ABM must make contact with the tip of the enemy's
witerplanetary ballistic mazsile.

Sothe game vatiations have a fast target control and some have a slow target control. The
faster the target control moves, the harder it 12 to posibion below the enemy nuzsiles.

Defend your Cities

The object of the game is to defend your cities and mussile bases. The enemy fires
wterplanetary ballistic magsiles and craise missiles, both of which are aimed to destroy your cibies
and missile bage: There are only two types of crtze missiles; smart enusge missies, which try to
evade your anti-ballistic missiles (ABM ), and dumb cruise mussiles, which fall in a straight path

The enemy attacks in a series of waves that may vary i the mamber of attacking interplanetary
bhallistic rmissiles. Each cofnisecutive wave moves faster. The faster the wawve, the more difficult it 1s
to defend the cities. So, the faster the wave, the higher the scoring. Hee Bection 5 for details about
waves atd scotitig,
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With each wave you have 30 ABM s for defense (see Figure 1. ¥our launching missile hage,
(hottomy, centre of playfield) contains only 10 ABMs at a tithe. &3 each set of 10 ABM s is fired,
wou automatically recetve 10 more from you undersround mdsside dump (bottorm, left corner). Once
wou have fired all 30 ABMs, you are defenseless until a new wave hegins.

You st protect your lavnching mazsile base from enemy five, Once it 1z Int, all of itz contents
are destroyed. Howewer, yvou still have the remaming missiles in the underground dump. The game
efuds when all of the cities are destroyed. The high score of the game appears at the end of the
game and 1s updated az higher scores are tallied in later sames,

(zame Variations

Iflissile Cofrunand® has 34 game varations. Games | through 17 are one-player, and games 13
through 34 are two-player games. This ATART Game Program includes game variations for young
childrery, sames 17 and 34, The game play 15 slower i the children's versions.

slow/Fast Target Control

Sothe game variations have fast target control and some have slow target control. This means
that wour may move the cursor fast or slow around the sereen. Because youuse the Joystick to
move the target control, the slower it moves, the more control wou will have; bt the fewer amount
of targets ywou'll be able to hut. The faster the target control moves, the more difficult it 1s to
coftrol; but the more targets you will be able to ut
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amart Enemy Cruise Missile/Dumb Enemy Cruise Missile

After the 6th wave of interplanetary ballistic nuzsiles, the enemy may attack with coaise
missiles. The dumb cnase missiles travel in a straight ine and are fanly easy to destroy. The smart
oruise massiles can detect and evade your ABM explosions, malang them more difficult to destroy

Atarting Wave

The higher the wave number, the faster the enemy missiles attack Some game varations start
at a low wave mamber and progress to a higher and faster wave number. The games that start at a
high wave mamber are fast in the beginning and progress even faster with each wawve. The faster
WATEes SCOre mote points.

Children's Games

Grames 17 and 34 play at a slower and easter speed for young children. They have dumb enemy
oruise massiles, slow target control, and the enemy attacks at a slower rate with less missiles. As
chuldrens become slalled at thus level they should try the more difficult game variations, starting at
ame 1.

Two-Player Games

Gatnes 18 through 34 are two-player games. Intwo-player games each player alternates as base
cofttnander, one wave at a time. The left controller player begins the game. Fach playet's score
appears at the top of the screen with each turn. At the end of the game both players' scores are
alternately displayed onthe screen.
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Scoring

You score potnts when you destroy interplanetary ballistic nussides and cnaise nuzsiles. You
also gscore points for unased antiballistic missiles and saved cifies. Because each wave of
interplanietary ballistic massiles moves faster, the points for the higher numbered waves are
multiplied. For example, waves 9 and 10 are worth 5 times their original point value, fhee Table

SJor SCORING MULTIFLIER )

Points are scored as follows:

Interplanetary Ballistic Ilissiles 25 points
Enemy Cruse Missiles 125 points
Unuzed Antiballistic Missiles 5 points
Saved Cities 100 poinits

Table | - Bconng Multiplier

Waves 1-24 aingle Scoting
Waves 3-4 Diouble Sconng
Waves 56 Tripple Sconng
Waves T-2 Four Times Beonng
Waves 2-10 Frve Tunes Seonng
Waves 11 and Above oty Times Scoring

Wawe 1518 the most difficult i Bissile Cottnand®.
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Uimazed ABM's and saved cities are tallied at the end of each wave. Between each consecutive
wave, the cities fall and nse again when the next wave starts (see Figure 4. A bonus city 1s
awatrded every 10,000 pownts. If your score reaches 10,000 poitits at the end of a wave and all six of
wour cities are destroyed, you still receive a bonus city and another wave of interplanetary ballistic
missiles will attack.

Helpful Hints

1) ¥Vioua may fire up to three defense missiles simultaneously. After pressing the controller (five)
buttor, move to the next enemy site and fire again. Do not watt for the explosion before moving.

41 Once a city 15 destroyed you no longer can defend i, so concentrate only on your nussile
base and saved cities. Ignore enemy fire aimed at cibies alteady destroyed.

31 Amatt enemy cnuse missiles are easiest to destroy of your target control 1s directly on them
When it 15 directly on them, the enemy cannot detect your ABM s

4y Dizcover the hudden initials of the original progratuner in Game Varation 13
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SPACE DUEL(TM) (1 OR 2 PLAYERS)

apace Duelipmyis the ATART classic that pits players in
charge of fighters or space stations, locked i a duel to see
how many asteroids and other space objects they bt

How (3o00d A Shot Are You?

Apace Duel offers players a choice of two different
gatne versions in single or 2 player versions for exciting
space shootout game play!

Fighters

D of two players fly single ships i a competitive game.

Chie Plaper —One playet fighter battles for high score, trying to survive each new wave of
targets.

Two Flayer — Two players compete against each other it alternating turns of game play.
Apace Stations

Two Flayer — Two players must compete aganst one another on the same screento score.
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Controls

Uze the Joystick Controller to aim the spacestup and to five photon torpedoes at the space
objects. Mowe the JToystick nght to rotate the ship clockrise, mowe it left to rotate the slup
counterclockadse. Push the Joystick forward to thrast (propel) the ship theough space. (The ship
moves ondy i the direction it's pointed))

After aitrang the spaceship with your Joystick, press the fire button to shoot photon
torpedoes at the opponent objects. Contirnae to press and release the fire button as fast as
possible to quickly destroy all the space objects

Sspace Objects/Scoring

ST 204504100 powmnts
Cube 204504100 points
Fuzhall 200 podnts
Iline 100 points
Saucet 1 300 podets
S aucer 300 podnts




Adventure Terrnitory

Adventure |




ADVENTURE(TM) (1 PLAYER)

&1 evil magician has stolen the Enchanted Chalice and .

has hiddern it somewhere i the Kingdom, Mow you must
rescue the Enchanted Chalice and place 1t inside the Golden
Castle where it belongs.

This 1z no easy task, as the Ewil Magician has created
thtee dragons to hinder you in your gquest for the chalice.
There 13 Vorgle, the Vellow Dragon, who is just plain mean; there 13 Grundle, the Green Dragon,
who iz both mean and ferocions; and there 1z Fhindle, the Eed Dragon, who 15 the meanest and
most ferocious of all Rlandle 15 also the fastest Dragon and the most difficult to outmaneuver.

Controls

Choose Slall Lewel 1, 2 or 3 you wish to play (Lewel 3 13 the hardest) by pressing Select. Press
either fire button to begit play.

You can move i any of eight directions by pushing the joystick handle in that direction. Each
atea shown on the screet has one or more barriers or walls, theough which you catnot pass. To
move from one areato an adjacent area, move through one of the opetungs, and the adjacent area
APPEars Of VOut SCreet.

Keys to the Kingdom!

There are three castles in the Kingdom: the White Castle, the Black Castle and the Gaolden
astle. Each castle has a gate over the entrance. The gate can be opened with the corresponding
colored key




Rooms, pathways and labyrinths separate the Castles. Scattered throughout the Eingdom are
cettain objects to help you i your search for the Enchanted Chalice, To pack up an object, just
touch it, ¥Vou will hear a sound that will notifyy you that you have the object in tow,. To drop the
object, press either fire button,

Good Magic

Whale the Ewil Magician has created many hazards to slow you i vour gquest to rescue the
Enichanted Chalice, there is, quite fortunately, some Good MWagic on ywour side:

® Vouhave a sword that you can use to slay the dragons. To do this, you must touch a
dragon with it

® There 1z a bridge that can you can use to pass over the walls of any portion of the
Eingdom. The bridge cannot be used to pass through any barrier into the next portion, not
caty it be uzed to move from right to left or left to right over a batrier or wall It also catnot
beused to get past alocked castle zate.

Pick up the bridze the same way you would any other object. Place the bridge across the wall
that you wish to pass over and release it by pressing either fire button. The ends of the bridge
st be visible on both sides of the wall for it to work Be carefull If you should happen to touch
the nside of the bridge while you are passing aver the barrer, the brdge will close and you may
become trapped. To telease yourself, press either five button

® Inall games, Yorgle, the Yellow Dragor, 13 aftaid of the gold key and will nan frosm it He wll
alzo stay away from whatever room or area of the Kingdom it 15 in.




Fooms, pathways and labyrinths separate the Castles. Scattered throughout the Eingdom are
cettait objects to help wou in wour seatch for the Enchanted Chalice, To pick up an object, just
touch it. ¥Vou will hear a sound that will notafsy wou that vou have the object in tow. To drop the
object, press either five button,

Good Magic

While the Evil Magician has created many hazards to slow you i your guest to rescue the
Enichanted Chalice, there is, quite fortunately, some Good Magic on ywour side:

® Vouhave a sword that you can use to slay the dragonis. To do this, you must touch a
dragon with it

# There 13 a bridge that can you can use to pass over the walls of any portion of the
Eiangdom. The bridge cannot be used to pass through any barner into the nexd portion, nor
car it be used to move from nght to left or left to nght over a barrter or wall It also catnot
beused to get past alocked castle zate.

Pick up the bridge the same way you would any other object. Flace the bridge across the wall
that you wish to pass over and release it by pressing either fire button. The ends of the bridge
must be visible on both sides of the wall for it to work. Be carefull If yvou should happen to touch
the mside of the bridge while ywou are passing over the barner, the bridge will close and you may
become trapped. To release yourself, press either five button

# In all games, Yorgle, the Yellow Dragor, 15 aftaid of the gold key and will nan from it He wll
also stay away from whatever room or area of the FKingdom it 15 i




Good Or Bad Magic

aome Magic can be good or bad, depending on the situation:

# Vo can catch the Black Bat and carry it and whatewer the Black Bat may be carrying.
Howevet, sometimes the Black Bat will escape(usually at the most mmopporiune times).

& Jfthere ate four or more objects(including the Castle Gates) in your area of the Eingdom,
TOUL thagle may of thay ot work, Sometimes you can slay a Dragon, sometimes you can't,
Howewver, it 13 easter to avoid being swallowed by a Dragon,

If yrou hiave slain a Dragon, and he 1z blocking your path, so you cannot get through, you can
use this to your advantage by placing one or two objects i the same area and then move through
the slain Dragon.

Aometimes the Black Bat can be used to your advantage by getting it to swap for an object
you nieed that may be stuck in a wall.

SEILL LEVELS

Level 1

Thig 1z the simplest Bkill Lewvel. When yvou depress the game reset switch to begin play, you
will see the Key to the Golden Castle. Undock the Castle and enter. Vou will find the Sword inside
the Golden Castle. The Eey to the Black Castle iz being suarded by Grundle, the Green Dragon.
Yorgle, the Yellow Dragon 15 roaming free and may or may not be found guarding the Enchanted
Chalice, which 15 hidder with the Magnet inside the Black Castle,




SEILL LEVELS

Level 2

This Eangdom is much larger than Level 1. There are Catacombs (i which you can see only
patt way). The Key to the Golden Castle 1z hidden hete. You must pasgs through the Catacombs to
teach the White Castle. The Eey to the Whate Castle 15 hudden in the Elue Labynnth. Inside the
White Castle 15 the Bed Dungeon. There is aSectet Room in the Red Dungeon where the Eey to
the Black CAstle 13 hidden. To get to the Secret room you must use the Bridze,

To get to the Black Castle vou must pass through the Blue Labyrinth. Belhind the first room of
the Black Castle iz the Grey Dungeorn, which 1z similar to the Catacombs. The Enchanted Chalice 13
hidden here, cuarded by Ehindle, the Eed Dragon,

A1l objects, the Dragons, and the Black Bat will start in the same place in the Kingdom each
time wou play the game at Lewvel 2.

Level 2

The Kingdom is the same as Level 2, but 15 more difficult to play as the Esil Magician has
placed all the objects and the Dragons randomly withun the Eingdom. ¥Vou will never know for sure

what iz i1 the next area of the Kingdom untd vou enter it, nor will vou know for sure where the
Enchanted Chalice may be hidden. The Dragons could be inside any of the Castles.

G




ADVENTURE II(TM) (1 PLAYER)

The Exvil Magician has once agait stolen the cherished .

Enichanted Chalicel Only this time he’s made it harder for
yvou to find and hidden it in one of the neighbonng Fire or
Ice Eangdoms, How you are being called on again to rescue
the Enchanted Chalice and place it inside the Golden Castle
where it belongs.

The Fire and [ce Kingdoms can ondy be reached by enteritg inside of the Hedge Eingdom
castle, malang ywour way through its maze to the main chamber. There ywou must decide your path,
to the left you enter the fire pits of the Fire Kingdom, to the right ywou enter the chilled mazes of the
[ee Bangdom.

The Eil Magician has brought back his theee dragons to hinder you in your quest for the
chalice, Therte is Yorgle, the Vellow Dragon, who 1z just plain mean; there is Grondle, the Green
Diragon, who 1z both mean and ferocious; and there 1z Elundle, the Eed Dragon, who 15 the
meatiest and most ferocious of all. Bhindle is also the fastest Dragon and the most difficult to
outmaneuer,

Controls

You cat move i aty of eight divections by pushing the joystick handle i that direction. Each
area shown onthe screen has one or more barriers or walls, through which you canniot pass. To
move from one area to an adjacent area, move through one of the operungs, and the adjacent area
appears of FOuE SCreety




Pressing RESET on the ATARI® Flashback 2T will bring ywour player back to bife in front of
the Gold castle, all items stay where they were when player died, all dragons lalled come back to
life.

Turning the ATARI® Flaghback 2(Th) uit’s power off and on and selecting the A dventure
[T game again starts game completely over.

Keys to the Kingdoms

There are four kingdoms, each with their own castles: Water, Hedge, Fire, and Ice. Luclaly,
wou ve been provided with a map to help you through your journey through the lingdoms.

Your first task iz to open the Gold Castle of the Water Eingdom. Somewhere in the Water
Eingdom or the Hedge Kingdom lays the Gold Eey to open the gate entrance of the Water
Eingdom’s castle.

From there you can retrieve the key to open the Hedge Kingdom’s castle, and firther onwrard
to the mysteries of the Fire Castle and Ice Castlel

Eooms, pathways and labyrinths separate the Castles. Scattered throughout the Kingdom are
cettaity objects to help you in your search for the Enchanted Chalice. To pick up at object, just
touch it You will hear a sound that will notify you that you have the object i tow. To drop the
object, press either fire button.




Good Magic

While the Evil Magician has created many more hazards to slow wou in vour quest to rescue
the Enchanted Chalice again, fortunately wou still have Good Magic on your side:

® Youhave a sword that you can use to slay the dragons. To do this, you must touch a
dragon with it

® Thete is abridge that can you can use to pass over the walls of any pottion of the
Eingdom. The bridge cannot be used to pass through any barner into the next portion, nor
cat it be uzed to move from right to left or left to right over a batrier or wall Tt also catniod

be used to get past alocked castle zate.

Fick up the hﬂdge the same way you would any other object. Place the bridge across the
wall that you wish to pass over and release it by pressing either fire button. The ends of
the bridge must be visible on both sides of the wall for it to work. Be carefull If wou should
happen to touch the mside of the bridge while youa are pas sing over the harrier, the bridge
will close and you may become trapped. To release yourself, press either fire button.

To remove objects that are stuckin a wall and out of reach, there i3 a magnet that affects all
objects, including the bridge. You can also use the magnet to move objects to an adjacent
part of the kaingdom by putting the magnet in front of you before entering that part of the
Eingdom.




Bad Magic

The Evil Magician has cast a spell to make it difficult for ywou to succeed in rescuing the
Enichanted Chalice. Mot only do the dragons rally around and toy to stop you from getting the
Enichanted Chalice, they guard other objects in the Kingdom!

Grundle, the Green Dragon, guards the magnet, the bridze and the black key.

Flundle, the Red Dragorn, guards the Enchanted Chalice,

When not guarding the Enchanted Chalice, Yorgle, the Yellow Dragon, roams freely about
the Fangdom. Bometimes he will assist Grundle or Fhindle in guarding whatever it may be
that they are suarding. There 1z othier Bad Magic that wou sast overcome in order to
rescue the Enchanted Chalice:

You cannot pick up and carry a slan dragon.

The Evil Magician has created a black bat that flies around and carties objects around
throughout the Kingdom, often switching them with objects that wou may be catrying. The
black bat may trade alive dragon for the sword and leave you defenseless, or it may trade
you sommething for the Enchanted Chalice just as you are ready to puat it into the Golden
Castle,




Good Or Bad Magic

dome Magic can be good or bad, depending on the situation:

® Vo can catch the Black Bat and catry it and whatewer the Black Bat may be cartrying,
However, sometimes the Black Bat will escape(usually at the most inoppottune times).

® Ifthere are four or more objects(including the Castle Gates) in your area of the Kangdom,
TOUL thagic may of tay not work. Sometimes you can slay a Dragon, sometimes you can't,

However, it 15 easier to avold beitng swallowed by a Dragon,

If wou have slamn a Dragon, and he 13 blocking your path, so you cannot get through, you can
use this to your advantage by placitiz one o two objects in the same atea and then mowve through
the slain Dragon,

Sometimes the Black Bat can be used to your advantage by getting it to swap for an object
wou nieed that may be stuck in a wall,




HAUNTED HOUSE (1 PLAYER)

Ilany wears ago in the small town of Spint Bay, there
lived a meatn old man named Zachary Graves. Old man
Graves was ot a very well liked person. He rarely left the
old mansion and spent most of lus bfe brooding about the
decaying, four story house. When he died, the house was
cofdemned and locked up.

The townspeople claitn that old man Graves knew the whereabouts of a magic urn that was a
Fattuly heiloom of the first family of Bpirit Bay. It seems that the mansion was the family’s first
home and that the magic urn, which broke into several pieces during the earthguake of 1390, 12 stall
i the old house,

To this day, no one has had the courage to go into the mansion to search for the pieces of the
urty. [t 15 common knowledgze that the shost of old man Graves still haunts the mansion. Some of
the fieighbors claim to have seen ights flickering in the windows. Some say that they have heard
eerie sounds, doors slamming and heavy footsteps. Some even claim to have seen shadows
manning through the mansion...

The mysterious mansion has 24 rooms connected by long cormidors and statrcases, Some of
the rooms have been locked up for ower 30 years. There 15 supposed to be a master key hidden
somewhere i the mansion, Without the key, it might be inpossible to travel from room to room.
There iz alzo an ancient scepter hidden in the mansion. Old man Graves always carried this
scepter. He believed it scared off evil spirits.

Mow that ywou know the story, ATAERT 15 unlocling the entrance to the Haunted House and
lettitiz ou test wour bravery. Do you dare enter the frishtening old mansion? If you do, remember
to carry matches; the Haunted House 1z very dark!
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It’s Enough To Scare You To Death!

The object of the game iz to find the three pieces of the magic urn and catry them back to the
main entrance of the mansion, before losmng all? of your lives. Vour score is based on the number
of matches ywou use during your seatch, and the number of lives you use.

The pi&ces of the urm are randomly scattered throughout the 24 rooms i the mansion. There
ate four floors, and each floor has six rooms: The floors are connected by starcases. The rooms
are contiected by corndors and dooreays. Bome of the doors are locked, so find the master key
which is also hidden in the mansion.

Finding the urm wouldn't be so difficult, except that the mansion iz datk. To enable youto see
your way around, we have provided an unlimited supply of matches, which ywou light by pressing
the red controller button.

Mow that ywou know that ywou must use matches, we want to warn you about the creatures
you'll encounter as you stumble through the mansion. Be prepared to see a vampire bat, hairy
tarantulas and the ghost of old man Graves himself. Every time one of these creatures touches
you, youll be "scared to death", and consequently lose a hfe.

3o far, we've told you some of the things to expect in Haunted House. Here is some
information to help you understand the objects and characters on the screen, and the progressive
levrels of difficulty.




Ohjects

Urn

The utn is broken into three preces. A match must be lighted to see all objects including the
urn pieces, To pick up a piece of the urn, you (the eyes) must touch the piece. When you touch i,
the piece appears at the bottom, right side of the screen as shown in Figure 2. The uin pieces
automatically attach as you find and pick up each piece. They bond together to form the whole uen
as one object. If you pick up another object, the pleces of the urn (or any other object) that you
ate cattying will be replaced by the new object. You will learn quickly that you can only hold one
object at a titne, When you have successfully put the three pieces of the urn together, you must
find your way back to the main entrance of the mansion with the um.

Hcepter

The scepter is amagic stick used to make you invisible to all creatures in the mansion. To use
the scepter ywou must drop any other object, and pick up (touch) the scepter. As long as you hold
the scepter, vou cannot be "secared to death" . Like all other objects, while you are holding the
sceptet, it appears at the bottom, right side of the screen.

Master Key

Games 3 through 9 include locked doors which separate some of the rooms. To open these
doots youneed to find the master key. It 15 hudden in one of the unlocked rooms. To use the key,
you st pick it up (touch it). When you hold the key it appears at the bottom of the screen,
Femember, while holding the key, ywou cannot hold any other object,

Doorways
&g ywou travel through the mansion, youwll encounter several doorways, Some may be locked

atid some may not (Gee GAME VARIATIONT). To see the dootways in Games 2 through 9, use
vout matches,




Creatures

Tarantulas

Tarantulas look like giant, haitry spiders. They move slowly around the mansion. If a tarantuala
touches you, you lose alife, unless you are carrying the scepter.

Varnpire Bais

Vatnpire bats fly quickly around the mansion. Iftouched by a vampire bat, wou lose a life,
unless again youre catrying the scepter.

zhost

There iz one very fast moving ghost in the mansion. It can move through locked doors and
walls to chase you anywhere inn the house. [f the ghost touches you, you will get "scared to
death" and lose a life. Carrping the scepter in Games | through 7 will protect you from the ghost.

When atiy creatute enters the room, your highted match 15 blown out, but the creature's body
glowrs i the dark
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Sounds

The game sounds in Haunted House provide important clues to game play.

You will hear yourself slamming into walls or locked doors. You will hear and see flashes of
lightning. When you heat the wind blow, don't be surprised if it blows out your match. As you
pass through doorwrays, yowll hear the doors open and shut. The mansion iz g0 creaky you can
hear your own footsteps as you race about the rooms. When you climb up or down stairwrays, you
will even hear a spooky tune. As you go upstairs, the tune plays low musical notes to high notes.
A8 wou go dowrnstairs, the tune plays high notes to low notes.

{ontrols

Ilowve the joystick handle up, dowiy left and right to move around the house. Press either fire
button to ight a match. When you light a match, a citcular area around you becomes visible,

To pick up an object, use the joystick handle to guide your eyves and touch the object. To drop
aty object, just touch another object; the two objects will automatically change places, You can
also drop an object by pressing either fire button (if a match iz lighted).

Each staitway travels in one direction only up or down. Stairerays leading down start with
large steps decreasing i size.

Stairwrays leading up start with small steps increasing in size. Each floor is numbered and
colot-coded. The mumber changes as you move from floor to floot. The whole lower pottion of the
screen chatiges colors with each of the four floors i the house,




Your score is based on the number of matches vou use and the mumber of lives you have left
at the end of the game. The game ends when you return to the main entrance of the mansion
catrying the urn, of when all @ lives are lost.

Matches uged are counted at the lower, left comer of the sereen: The first number to appear
hete 13 00. The mamber then increases by one each time you light a match. The lower the number,
the better wour score.

Each game starts with O lives, indicated at the bottom, right corner of the screen. Every time
vou are "scared to death” (touched by a creaturs), vou lose one life. The higher the number of
lives left at the end of the game, the better. As your plaj.r:ing skill improves, you'll be able to find
the urn faster, and use fewer matches and fewer ives.

Helpful Hints

Try to find the scepter first. Hold it while o search for the urn pieces. It might help to wte
dowrn the location of each of the urm pieces and then go directly to their locations and pick them

.

It is possible to move theough rooms with locked doors without the use of the key. To do this
you st become Famdliar with the floorplan and use different stairerays as a way to get around
locked doors. Eemember, there are several starwrays on each floor.




{(7ame VYariations

Game 1

Gatne 1 15 the beginming level. It ncludes lighted walls to help you see the rooms. Thete ate no
doots, so no key is requured, but you do need to ight matches to see objects, Three creatures, one
hat, one tarantula, and one ghost try to scare you to death,

Game 2

In Game 2, the mansion 1z all dark, and there are unlocked doors. Three creatures, as in Game 1,
attempt to scare you to death,

(zame 3

Gatne 3 15 like Grame 2 except that some doors are locked, but ywowll find the master key in the
first rootm you enter.

ame 4

Crame 4 is the same as Game 3 except that the master ke is in a different location each time the
gatne 13 played.

Game 5

In Game 5, everything is the same as Game 4, but there are two additional tarantulas chasing
o,




izame 6

Itn Gatne 6, all five creatures can chase you from room to room. Ordy the ghost can pass
through alocked doot.

{5ame 7

Inn Game 7, if you are touched by the bat, any object you ate holditg will be dropped and
moved to another room in the mansion.

izame 8

Crame £ is the same as Game 7, but all of the creatures mowve faster, and to make things even
toughet, the ghost is not affected by the scepter.

{yame 9

This is the ultimate Haunted House challenge, Game 9 has the same game play as Game 2, bt
this time the floorplan is different and you'll find yourself it a completely different maze of rooms.
For an added element of surprise, all 5 creatures can chase you from toom to room, even through
locked doors.




RETRUN TO HAUNTED HOUSE(TM) (1 PLAYER)

In 19%1, the stores of a magical v hidden away within
the century old Graves' Manor it the town of Spirit Bay
etiticed foolhardy explorers to enter. Unsubstantiated
teports of people disappearing were atintbuted to the
matisioty, but these reports were dismissed as pure fiction
by the authonties. Bumors abounded that adventurers to
the haunted house wete being scared to death by
supernatural forces. Eventually, a broken urn was
recovered and restored by one brave adventurer. That individual recounted a tale of being
pursued by giant tarantulas, vampire bats, and the ghost of old man Zachary Graves lumself The
adwventurer also claimed that a master key helped to open doors locked for years and an ancient
scepter warded off most of the ghastly creatures of the mansion, but that both of these items were
lost during the frantic escape from the house. .

“f barely escaped with my fife... " - The Adventurer

The urn sat on a trophy shelf for over two decades until it was spinted away one storiy mght.
Then the townsfolk of Sparit Bay claimed that morsterious events began ocourring again around the
condemned buldding of Graves' Lanor. They blamed the spirit of Zachary Graves, and devised a
platy to stop the unexplanable on gomngs. [t was namored that Graves was buried in a crypt under
his own house.




The urt sat on a trophy shelf for over two decades until it was spinted away one storty might.
Then the townsfolk of Sparit Bay claimed that mysterious events began occuritg agan around the
condemned buldding of Graves' Llanor. They blamed the spiit of Zachary Graves, and devised a
platy to stop the unexplanable on gomgs. [t was namored that Graves was burted i a crypt under
his own house.

“Preposterous! Une would not be buried under one's own home. His body would

I| 2

maore filkely be decaying in a nearhy cemetery. The rumors are unfounded
Tony

Believinig that he was in league with sinister forces, some people decided to break into the
manision, find the crypt, and desecrate the body by removing his head to destroy hus powers.
They would then cast his head into the deep caverns near the manor. Despite the wartungs and
coftanon senge of many others, these people broke into the house but were never heard from
agair...

“Feaple shouldn't be messing around with things that are none af their
busingss!” - Jono Care

Unfortunately, after the break-in, the town of Spirt Bay has become enshrouded with an
otmtipresent datkness. The townsfolk believe that Zachary Graves' body was disturbed and now
hig spitit not only contitnaes to haunt the house but the entire conenurity as well. The people
believe that theit once 1dyllic town of Spirtt Bay will be cursed until old man Graves' head is
returnied to hus tomb, Some also say that the ghost of old man Graves has disturbed the slumber of
other malewaolent spinits..
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O man Traves is very, very angrmi.. - Oid man Johnson

It 15 now 2004 and you enter Graves Manor in order to return the skull of Zachary Graves to its
proper resting place in the newly discovered crypt beneath the house.

"Nansense! He would have been buried in a cemetery, say!” - Tony

The closer you get to the mansion, the more ywou feel the powerful curse. As you enter the first
floor of the house, you stumble through a previously unknown section and become trapped
behind a hidden panel How the haunted adventure begins. .

Prepare To Be Scared to Death

The object of the game Feturn to Haunted House 12 to find the slull of old man Graves and
return it to the crypt under the cemetery by utilizing various keys and tools to explore the house
atud avoid the ghosts,

Here is Some information to help you understand the objects and characters on the screen, and
the progressive levels of difficulty.




Aleeddl - The skl of old man Graves is hidden secretly somewhere beneath the mansion it a
vast, datk cavern. Feturn this wretched slooll to the purple coypt to release the town of Spitt Bay
from its cursel

acepfer - The scepter will protect wou from ghosts. It has been broken by someotie or
something, altering its original powers. Mow touching a ghost with the scepter banishes it to the
nether realms, hopefully ceasing their haunting forever... [f the right difficulty switch is in the “a”
position, all ghosts will flee from the scepter,

If there are four or more objects (including doors) i your area of the house, the power of the
geepter may or may not wotk, Sometimes you can banish a ghost, sometimes you cannot.
However, it is easier to avoid being killed by a ghost.

Ladder - The ladder will help ywou climb over the walls mnto normally unreachable areas and
pethaps some secrets . The ladder cannot be used to pass through any barrier into the next
pottion, not can it be used to move from right to left or left to right over a barrier or wall. It lso
canriot be usedto get past alocked door. Pick up the ladder the same way you would any other
object. Place the ladder across the wall that you wish to pass owver and release it by pushing the
red controller button One end of the ladder may need to be visible on the lower sides of the wall
for it to work. After releasing the ladder, wou can then pass through it to the other side of the wall
ot barrier. If you should happen to touch the inside of the ladder while you are passing over the
wall the ladder may cause youto be trapped.

To release yourself, press the red controller button. If, for some reason you should fail and
you still cannot release yourself, press game reset. Use rest as alast resort, especially of wou have
batughed one or more ghosts,




Dismembered Hand - It is ramored that this hand can mysteriously entice inanimate objects
into its grasp. The hand may toy to lunder you with its power. It can remove objects that are stuck
i awall and out of reach. The hand can also be used to move objects m an adjacent part of the
house by putting it in front of you before enteting next room or area.

Eeys and Locked Doors - Use the colored keys to unlock the cotresponding locked doors to
etiter areas deeper under the mansion. Doors cat be found with small cross-like locks that can be
opened when touched by the proper key. Old man Graves believed these crosses would keep evil
spirits from passing through the doors. Too bad he neglected to have crosses on hus walls, or
floors, or cetlings. ..

The green key unlocks the Storage Area, and the dark key unlocks the Cavern Entrance.

Shovel - Use the showel to dig up the grave to uncover the mysterious corpt beneath.

Od Man Graves ' Bye (Transmolecular Micro Dof) - This eve cat help you see the way into a
previously accessible passageway. The use of several objects with the eye may assist in gaining

ety




Creatures

Ghosfs - These restless, angry spirits will attempt to drain your Uife force. Avoid contact or use
the scepter to protect yourself The ghost of old man Graves has returned to haunt lns manor and
has awoken other spirits as well. .

Ghosts may become attached to objects they held dear in bife and guard them. Beware!

Green Baf - Thiz bat has given up onits previous blood sucling ways and has turned to a life
of thievery. Bometimes 1t will steal away an object it sees or that you ate canying and will replace 1t
for another. Sometimes this 15 a good thing, but most of the time it 15 a bad thing. Vou can catry
the bat like an object, evenn when it 1z carryring another object.

In ekl Levels 2 and 3 (see Skill Levels description), besides the ghosts, the vampire bat now
catties objects around the house and trades them for an object that vou may be cartying. The bat

may trade a ghost for the scepter and leave you defenseless, or it may trade you something for the
skall just as you are ready to put it mto the crypt. Sometimes the vampire bat can be used to your
adwantage by getting it to swap for an object ywou need that may be stuck in a wall You can catch
the vampire bat and carry it and whatever the bat may be carryng. Howewver, sometimes the bat
will escape (usually at the most inopportune times).

Taranfulas - Wo waylll T hate spiders!l] Especially giant, hairy ones.




Controls

You can move i any of eight directions with the joystick in that direction (see diagram). Each
area shown on your television screen will have one of more barriers of walls, through which you
cantiot pass, There ate one of more openngs, To move from one area to an adjacent area, move
"off" the television screen through one of the openings, the adjacent area will be shown on your
television screen.

acattered throughout the house are cerfain objects to help you i your search for the skull To
pick up an object, all that 15 necessary 1s to touch it Vou will heat a sound that will notify you that
you have the object in tow. To drop the object, press the red controller button, You will heat a
different sound that will tell wou that the object hias been released.

Tao open any locked doot, touch it with that doot's corresponding colored key. The door will
shide open and you can enter by moving upward through the door, If wou are leaving through the

doot with the key, it 15 adwvisable to push the key out first or you may nadvertently close the door
helund o,

Hote that pressitg the red controller button will reset the game at the start and after the player
dies if the sereen has darkened.




Difficulty Switches

B using the difficulty switches, you can increase or decrease the difficulty of the game at
each Skill Level. When the left difficulty switch 1z i the b position, the ghosts will hesitate
before they try to consume your life force. Therefore, when the left difficulty switch is in the *a™
position, it is more difficult to escape them. If the right difficulty switch is inthe “4” position, all
ghosts will flee from the scepter.

TV-Type Switch

The tv-type switch acts as a PAUTSE GAME feature. Positioning the tv-type switch to bhar will
pause the creature and player movements. Changing the switch to color will resume zame play.

Skill Levels — Warning: Do not read if you want to figure out Eeturn To Haunted

House(ThD for yourself]

Choose the Skill Level ywou wish to play by depressing the GAME SELECT switch. To begin
play, depress the GAME BESET switch.

If ywou are killed by one of the ghosts, you catuse the powerful force known ondy as reset.
Tust depress the zame reget switch and your life force will be returned to you and you will
materialize back on the first floor of the haunted house. Unfortunately, any ghosts wvou may have
hanished will also return to haunt the mansion. If vou were carrying any object with wou, it will

tetmait where 1t wras.




If wou have fitushed one game and wish to begin another, depress either the game reset or the
game select switch. The number of the skill level at which you wete playing will appear on the
televizion screen. Depress the zame reset switch and begin play.

Level 1 Floor Plan

Thig 1z the simplest Bkill Lewvel. When yvou depress the GAME EESET swatch to begin play,
you will be on the first floor and see the showel that ywou canuse to dig up the grave in the
cemmietery. Travel northward and west to find the Bub Basement and the Cemetery. Dig up the
arave with the showvel and enter. Vou will find the scepter inside the crypt, but it 1 not unme diately
reachable. Travel westward to the tunnels under the house. Beware of ghosts haunting the house.
Youwill need the ladder to retrieve the scepter. The key to the datk cavern under the house may
be guarded i the tunnels by a ghost. Other ghosts are doomed to float about, haunting the
matision of guatding the cursed skull which iz hidden with the dismembered hand inside the dark
cavert: past the tunnels.

Level 2 Floor Plan
This house 1z much larger than Level 1.

FYrst Floor

The game begins in a previously unexplored portion of the first floot. & s you progress
through the house, all new areas lead dowrarard,

The Basement
The first new area wou will encounter 1z the basement. The lights have long since gone out and

you st rely on your own light source to traverse this area. Finding your way westward and
dowrn takes youto,.




The Callar

The damp walls of the cellar possess a greenish glow from biohuminescent moss. Behind a
locked door are stairs leading down to..

The Storage Area

The storage areais datk inside and bats can be heard fluttenng about. An object vital to your
gquest may be stored here.

The Sub Basement

Below the basement 15 a series of rooms with an unearthly hue that can be reached by
traveling northwrards and down while in the bagement. Contiaing westward and smme diately
northowrard will eventually take wouto.
The Cemefery

The skull of old man Graves has been removed from the crypt under the cemetery, Vou will
nieed to find an object to unearth and open the grave to gan access to the coypt. From some
reason the grave and crypt have been resealed, but by whom? And what maght vou find lutking
within a crypt?

Returning southwards, contimnung west and heading downwards to the north will take you to

The Turmels

This region 1z pitch black and full of twistitig mazes, A dark key may be hidden here, which will
efiable you to opet...
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The Cavern Enfrance
Guarded by another locked door leading downwrards mnto..
The Unknown

The skull and eve of old man Graves ate hidden in the depths of the unknown in the dark
cavertis, but something here will allow yow to reach them.. The eye can be found when your light
source flickers unexpectedly.. Bewrare of 0ld man Graves!

Cher Secref Rooms

The eye of old man Graves will lead you to enter previously inaccessible rooms at the end of
the sub-basement, containing the storage key and. 7Y

The crypt is indtially lndden. You will need something to help youreach it

A1l objects, the ghosts, and the bat will start i the same place i the haunted house each tume
you play the game at Lewel 2,

Level 3

The haunted house 15 the same as Lewvel 2, but 15 more difficult to play as the mysterions curse
has placed all the objects and the ghosts randomdy withun the house. Vou will never know for sure
what 15 11 the next area of the house until you enter at, nor wll you know for sure where the cursed
skull may be hidden. The ghosts could be haunting anywhere, readsy to draim your bife force.
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SECRET QUEST(TM) (1 PLAYER)

First there was one alien space station, then there were
three. Mow there are eight. I[fleft unchecked, laser gates,
dragons, and other evil creatures will wipe out the human
race.

To destroy each station, yow'll have to confront the
aliens it face-to-face combat and discover the secret B
destruct code. Once yvou have the code, use it to activate 0
the station's self-destraction mecharism. Then the race

begins. Caty you get to the telepott room before the station explodes nto the vacuum of space?

Are you ready? REemember, youll need precision batile sklls, a keen sense of direction, speed,
atud pure guts to save the human race.

Save The Human Race!

Your Quest

Diestroy all eight alien space stations. The secret orders you received list basics on how to
destroy a station. The rest is up to you.

1. Gearch through the rooms and find the secret destruct code on each level
2. Find the selftdestruction mechatuzm and activate it by entering the secret destruct codels).

3. Face to the teleporter room and escape the alien station before it explodes. The teleporter
automatically sends you to the next station.




Along the way you pick up weapons atud other objects and fight alien creatures such as
apinner and Dragon. Fighting aliens takes precious oxygen and energy, which you can replendsh
each time you destroy all aliens in a room.

The game ends when you destroy all eight stations, ran out of ;orgen, or don't make it to the
teleporter room i time after activating the self-destruct mechanism. When the game ends, the title
screer appeats with your total score.

Moving Around the Stations

Uze the directional control to move around the stations. Each time you pass through a door
the screen changes to show the next room.

Finding and Using Ohjects

If wow're good, you will find weapons, oxygen bottles, energy pods, and sondc keys. To pick
up aty object, walk over to it and touch it Yo will be able to pick up all objects you find, but you
can have only one active weapon or sondc key. You can change the active weapon/sonic key from
the status screen as described i Btatus Screen. To use an active object, press the fire button.

Weapons

Youwill need weapons to fight the aliens. There are three weapons to find: the energy sword,
somic blaster, and the particle beam. When ywou touch ywour first weapon, it appears in your hand
as the active weapot.

Press the fire button to use the active weapon. ¥You may have to zap an alien a number of times
to destroy it




Each weapon has a sirength and energy value, Stronger weapons do more damage to the
aliens. When you use a weapoty, you lose energy units.

The following chart shows the strength and energy depletion walue of each weapon type.

Weapon atrength Value Energy Used
Eniergy Sword 2 1
moric Blaster 4 4
Farticle Beam 2 4

Oxyzen Bottles and Energy Pods

Each time you destroy a room full of aliens, an oxygen bottle or energy pod appears. Touch
these objects to replenush lost morgen and energy. Fighting aliens depletes energy andfor oxrgen.
Exploting depletes oxygen at the rate of one oxrgen bottle every munute. The game ends of younun
out of ciygen. IF wou run out of energy, the game continaes, buat youwill not be able to use any
weapons until you find more energy.

Indicator bars at the bottom of the screen show how much energy and oxyrgen you have. Each
matk on the indicator equals 16 units of energy or one bottle of ooyrgen.

monic Keys

aordc doors appear throughout the space stations. In order to open a soric door, you must
have a soric key. These keys are scattered around the stations. When you come to a sonic doot,
make sure the sonic key iz active, then press the fire button to open the door and reveal a secret
statrway. Activate a soric key from the status screen as explamed under A ctive Object m the next
section. Each sorie key can only be used once.

S ROR




Status Screen?

You can look at the status screen any time during the zame by pustung the [TV Type] switch
ot1 the 2600 consale up and down, To return to the game sereen, push the [TV Type] switch up
and down again.

The status screen shows the following:

®  Current Btation When yvou destroy a station, it disappears from the status screen. The
cutretit station flashes,

® Current Level & stack of bars indicate how maty levels the current station contaitis. The
current level flashes.

®  Active Object The active object is either a weapon of a sonic key. To change active
ohjects, press the fire button until the object you want appears.
Ee-entty Code If you want to extt the game so you can return later at the same station,
wiite down this code so you can restart at the status screen. (See Bavinig a Game for more

information.)

Destroying a Station

Your sectet orders specify the following procedure for destroying a station. The procedure 13
dangerous and nsloy, but it's the only known way to destroy these evil space stations.

1. Ot each level of a station, look for a code symbol. (Station 1 has only 1 lewel; all others have
multiple levels) To move to different levels within a station, use the stars and sonie doors, You
might want to write down the code(s).




2. When ywou have found the codes on all levels of a station, search for a room with a flashing
horizontal bar. This room contains the self-destnaction mechamism, When you arrive at this room,
move the ditectional control forward to display codes and left or nght to move between the entry
positions. Be sure to enter the codes i the correct sequence.

3. When ywou have entered all codes, press the fire buttor, and race to the teleporter room. A
mamber countdown appears to show you how many seconds vou have to make it

4. Whern ywou arnive at the telepotter room, touch the teleporter to escape the station hefore it
explodes mto smithereens. Onee wou touch the telepotter wou are transported to the next station,

Level of Difficulty

There are three different skall levels which you can select at the begiwung of a game -- Peasant,
atudent, and Master. Each of these levels has four different waves of playing action. Each glall
lewel and each wawe 15 a little harder than the one hefore. If a player starts on Peasant lewvel and
firnshes all four waves, the game automatically advances to the next skall level.




Strategy

Learn your way around the stations by drawing a map as you go.

If ywou are in a multi-level station, write down the code you find on each level so you will be
able to remember the entire code when you enter the room containing the self destruction
mechanism.

Avoid losing all of your energy. If you lose all of your energy, vou can't use a weapon. [ you
can't use a weapon to destroy aliens, wou will not be able to get cxygen. If wou can't get oxygern,
you will not live long. Heither will the homan race.

SCoring
The followimng list shows the mamber of points you earn each time you destroy an alien,

Dragon e T30 points
Shake ST 700 poitits
Firecracker { shott, spatks from antermal ... 620 poirits
Ghost e GO0 podts
atomper { smiling stick-figure} o 250 points
aguid R 200 podets
Iledusa e 400 podets
apinner {two rotating balls} o 350 points
Floater { diamond, eye in centet} R 220 poirits
Ilachine {on treads] e 200 podnts
Choppet {prop on top} o 150 points
Potato Man {brows with legs} R 100 poieits
Bear Trap { snapping jaws| e S0 points




WIZARD(TM) (1 PLAYER)

Youw're the most powerful wizard in ancient [rata, but an
inpottant source of your power has been stolen! The
tnagical Etertial Flame OF Strength hias been taken by the
evil wizard Rassakr and horded deep in lus catacombs,
Protected by his evil imps Nagromj and Leimartty, the
catacombs will prove a challenge for even a great wizard
like wour self ...

It’s Hunting Time-... ..

Eioth you and the imps have “damage points” that keep track of how good your health is,
denoted by the counters at the far ﬁght atud far left of the screen respectively. Get but by anmmp’s
magical bolt or touched by animp and your damage goes up by 2 points. Hit an imp with vour own
magical bolt and their damage goes up by 2. If your counter goes up to a 100, it's game over! If the
mmp’s counter goes up to a 100 its curtans for them, Howewer, the Flame seems to have a mind of
it’s own and goes deepet in to the catacombs after each confrontation. Soit’s onward to a deeper
atd much harder level of the catacomb and deadlier imp for you.

The imps themselves are invisible until they get close enough to attack you. As if that wasn’t
enough, they can travel through the walls of the catacombs (but not shoot through them). They
statt the game with 63 damage pu:nmts bt start with progressively lower pomts each lewel of the
catacomb you go down.

Esrety time you shoot, ywou must take time to recharge your energy (denoted by the dimnung of
your character). Likewise every time wou hut an imp, he must take time to recover — giving wou tifne
to flee of reposthion your self. Each time wou kil an wng o lall counter (necd to the unp’s damage
pout counter) will 2o up by one, and your damage points will go down significantly.




Wizard(TM) Variations

WizardiTM) comes with a single player and 2 player competitive mode that can be selected by
pressing your GAME SELECT switch.

 Inthe two player feature one player will control the wizard while the other player controls the
imp. To add to the challenge for the second player and level the playing field (since they can move
through walls), they are invisible until in range of the wizard.

Difficulty Switches

Thete iz a special feature involving the Eternal Flame Of Strength that can he unlocked with
vour ATARI® Flashback IIiTag Classic Game Console’s difficult switches. [fthe left difficulty
switch is set to difficult then vour wizard has the added task of defending the Eternal Flame Of
atrength. If the unp touches the Fiernal Flame your wizard will slow down as his source of power
has been captured and turned against him. On the easy setting the Eternal Flame is invalnerable to
the inp and doesn't have any affect on the zame.

Controls

Press your Joystick left, right, up, or down to move yout wizard or imp accordingly and the fire
button to shoot your magical bolts.




Skill And Action Zone

D TicTac-Toe | Aquaventure | ATARI Climber | Combat |

_ Combat2 |  Dodgelem | FatalRun | FrogPond

Hangman Huntan Maze Craze Off The Wall
e i eV PR 0 T s e
Outlaw Pitfall! Radar Lock River Raid |
| Save Mary Video Checkers | Video Chess !




3D TIC-TAC-TOE® (1 OR 2 PLAYERS)

You have to thank in 3-D for thus one. Exanune the
boatd. Plan your strategy. Then move your move. Place
four Z's or four 075 1 one honzontal, vertical or diagonal
row, of through all the planes. Play aganst an opponent or
agaitist the computer. To wity, complete your row first.

Play In A New Dimension

It this gatne thete 15 a perspective drawing of four sguare hoards or planes displayed on the
goreety, which is intennded to create a three-dimensional effect. Each hoardis ad x4 grd. The object
of the game 15 to place four 205 or four O's 1n one horizontal, vetfical, or diagonal row. To do thas
Fou thay use one plane or all four planes.

You must place four markers in a row before your opponent does, or before the computer does,
towin. There are fune games in all The first eight sames for one player competing against the
computer. Each game mamber (1-5) is a progressively hatder slall level. Game 9 15 for two players.

I total there are 76 possible ways to win. It is not possible to win by using two or thee
platies, wou must use one or all four,




To move your "cursor” (the blinking X or O right or lefl, move the Joystick right or left. Vour
cutzor will wrap atound (disappear on one side of the level or plane and appear on the other side).
Ilowe the JToystick forward to move ywour cursor up from square to square or to a new level as 1t
reaches the top of a plane. To move the cursor down i the same manner, move the Joystick back
ot toward yourself Put the Toystick i a diagonal posttion and the cursor moves diagonally on the
soreety, atid also mowes from level to lewvel.

To place an 2 or an O on the screen, press the controller button when the cursor is i the
sguare you wish to occupy. The last move made 15 mdicated by a blinlang X or in the appropriate
souare.

The computer will not allow a mose to an occupted square. It will sound an error message
when a playet presses the controller button i an attempt to move into a sguatre which is already
oocupied.

Strategy

To heat the computer or another player, you must place tawro three-in-a-rows so that the
opponent cannot block both of them. Occasionally, you may win when an opponent fails to see
that vou hawve three-in-a-row, but that method involves more luck than strategy.

At higher shill levels, placing three-in-a-row becomes difficult. One of the secrets to playing
wintung TIC-TAC-TOE 15 to play m the 16 "strong" squares at the beginming of a game. The 16
strotig squates are the eight outside corner squares, and the eight inside center square.




Ty to take owver or domitiate planes. The four TIC-TAC-TOE boards represent horizontal
vettical, and diagonal planes, When wou place three or four markers i one plane and your
oppotient has none, you can probably win, Contine to force the opponent to block until wou
havwe two three-in-a rows which cannot both be blocked in one move.

When plantming your moves duting a game, don't lose sight of the fact that your opponent 15

dottiz the same. Blocking your opponent's matkers 15 equally anportant to establishing a strategy
of your 0w

It has been proven that first player to move can always win, provided he or she plays a perfect
game. The computer on the othet, has a degree of randomness programmed into its play, so it will
not always play a petfect game, even at the lughest skill lewel (%), This gives the opponent a
chatice to wiry, if he or she 15 a slall player.

Game Matrix
Difficulty Numiber of Moves The \ . .
Livel  Conipuier Lesks Aliad Conputer's Aproximate Move Time

1/2 Becond
JBeconds Or Less
1 Mlitate Ot Less

3 Mlitiates Or Less
10 MWirates O Less
10 MWlitates Ot Less
10 Ilinuates Or Leas
20 Mirates O Less

[ By R T O N I
b e R e P, T R W I O




AQUAVENTURE (TM) (1 PLAYER)

Emjoy this unreleased Prototype gatme from the Atan’s
Vault!

You're a world famous treasure hunter on the trail of
Calico Blue's sunken parate ship. Recently your salvage
crewr has discovered the location of what it thatks 18 Calico
Elue’s treasure hased on his last known coordinates,
Discover what the ocean depths hide as you dive to
tetriewe the hiddet treasure.

Explore The Ocean Depths

Vou st dive to the ocean floot to retrievwe otie of Calico Blue’™s treasure chests, which is
niestled at the bottom of a trenich 1 the sharp coral reef Your lttle buddy Trax the Sea Turtle 15
waiting for you back on the beach, hoping for your safe return and keepang track of your air If
Trax reaches the Aw sign at the far end of the screen before you complete the level you loose your
chatice and pass out. You have 4 dives before your expedition tuns out of money to continue the
hant, and your game 15 over.

Along the way you must avoid potsonous fish, sea horses, and other underarater creatures
attemptitis to block your path. If any of them touch you, you'll o in to shock and have to statt
the dive over after getting rescued by your crew. Youw've come prepared however, atmed with a
spear gun which ywou can use to kill the creatures. Alas, 1t’s only a temporary reprieve, hecause
gach enemy you kill 1s soon replaced by a faster and indestoactible vetsion of itself OF course
there’s also the razor sharp walls of the coral reef to worry about as welll




Once wou but the bottom of the reef, retrieve the treasure and return it to the top of the cavern.
The treasure chest is so heavy, and it’s such a strain to get it all the way up. What will you do?
Ilayhe that beautifl mermaid switrenits ywour way can help Or s it just a trick of the deep?

Controls

Use your Joystick’s fire button to start the zame.

Fressz your Joystick lefi, right, up, or down to move your diver accordingly and the fire button
to shoot your spear gun.

Points
Each ocean depth 300 POINTS
Fish, Heahotses 200 POIMTS
Reach the treasure 10,000 POINTS




ATARI CLIMBER(TM) (1 PLAYER)

& sunny weekend afternoon of baseball behind Atar’s
cotporate headoguarters becomes an adwventure through the
halls of the great video game company. A home-nin ball
latids on top of the roof of the builddins and youwllneed to
stieak i and get it back. On ywour way up youw'llneed to
avord moving obstacles. Hurty, as time 15 of the essencel

“Play Ball” The Umpire Cries!

Your job 13 to retrieve the ball wherewver it may land. Vou wear your uniform with pride, and
wou're an integral part of the team. ¥our friends can ondy afford one baseball and your jobois to
tetrieve stray balls and return them to the umpire. Whether nansang to get a foul or chasing the hall
afterit’s been knocked out of the patk, you're the best at what vou do. And you better be,
because the entite game grinds to a halt while a your friends waitt for you to bring back the ball.

This time’s different though —it's the bottom of the Fth and with 2 outs the opposing team’s
batter just lut a whopper of a homer to fie 1. A homer that just happened to land all the way at the
top of Atan’s building,

The budding consists of several hotizontal lewvels, each connected by one or more ladders. You
statt on the lower right hand side of the screen; with the ball is all the way up at the upper left.
Youw'll have to make wour way up the building avoiding all the swinging girders coming your way.
Esrety time you get hnt, yvou have to start over. Get hut five times and you can kss ywour job
goodbye!




COMBAT® (1 OR 2 PLAYERS)

A yourself against the enemy with tanks, planes ot
jet fighters. Blast your opponent as many times as you can
for the highest score. Heavy artillery includes missiles,
rapid fire mackine guns or single shots. Tust keep in mind ;*5
that the other muy has the same weapons you do. Good
hack soldier!

Controls

Hold the controller with the red button to ywour upper left towards the TV screen. For all Tank
vatiationg, to move forerard push the JToystick forward. To turn right, push the Joystick to the
right. To move left, push the joystick to the left. The back positions have no effect on your tank.

To control your Bi-Plane for all Bi-Plane zames, control the speed by moving your JToystick
from the left (slowest) to the nght (Tastest). To dive, move the joystick forwrard, to climb, mowe it
back.

I Jet-Fighter games, the speed of your Tet is controlled by moving wour Joystick from the
forgard position (fastest) to the back position (slowest). Right and left turms are controlled by
movitg your Joystick from left to right.




Missile Action

Fire your missile by pushing the red button on your JToystick controller. In thoge games where
the Missile action is descnbed as “Siraight,” the missile travels i a straight hne. In “Guided”
tissiles games, the missile can be turmned to follow your opponent by moving the Joystick to right
ot left after firng. For Tank-Fong sames only, the missile will bounce off the walls and barrers,

Difficulty

The player using A7 Difficulty i all games will hawve a shotter range massile than the player
usinng the “BY Difficulty position. A dditionally, i the Bi-Plane and Tet-Fighter games, the player in
FPosition “A" will fly slower than Posttion “B™.

Tank Games

The object of TANE is to hit wour opponent as many times as you can before the game ends,
You scote one point for each hat.

Game No. Maze Type Missile Type
Dpen Field Chaided Llissile
Easy Maze Caided Missile
Easy Maze atraight lissile
Complex Waze Cided Missile
Complex Maze  Straight Missile




Tank-Pong Games

TAWE-PONG i3 a undgque series of games from ATART The Mizsile will hounce off the walls
atid barners of the playfield. In the “Direct Hit” zames, you score by hitting wour opponent either
head or, of by bouncing your russile. In “Billiard Hit,” wour missile st hounce at least once
hefore hitting your opponent to score, If, after finng, yvour own nussile bats your tand 1t will not

score aganst you,

Game MNo.
.
7.
8.
o

Invisible Tank Games

Maze Type Missile Type

Easy Ilaze Direct Hit or Billiard
Complex Maze  Direct Hit or Billiard
Open Field Billiard Hit

Easy Ilaze Billiard Hit

You and your opponent are misible to each other, except when a nussile 15 fired or when a it
18 made. In addition, the tanks become visible whenewer they bump into a wall or bartier,

Game No.
10.
11.

Maze Type Miszile Type
Oper Field Guided Missiles
Easy Ilaze Cuided Missiles




Jet-Fighter Games

Tast how good a Jet Jockey are you? Here's a chance to find out.

Game No. aky Type
2l Clonds
24 Clonds
23, Dpen dlkies
24 Cipen Skies

Miszile Type
ded Missiles
atraight Missiles
Cuided Missiles
atratght Mizsiles

If vou are super-good, here are some variations to try, The jets fly n formation and shoot at

the satte titne when you push the firing button.

Game No. Planes vs. Maze Type  DMissile Type
25 Fobrd Clouds Cruided Missiles
26. g P Fol Cipen Cruided Mizsiles
&7 2ws 2 Cpen Straight Missiles




Game No.
Guidad Missila
Maching Guns

Diract Hil
Bitliard Hit

Cpen Field

Easy Maze
Complex Maze
Clouds

1011]12 1314;1& 1718 19 20

u_B




COMBAT ILTM) (2 PLAYERS)

Take 1t up a noteh with this previously unreleased
secuel to Atarl's onginal smash nt CombatyTan! Compete
agaitist wour pattner for control of an expanisive terrain,
where strategy plays as big a part as pure guts. Think
yvou've ot what it takes to be the last one standing?

All Out Tank Warfare

Each player starts in their home baze with theee of theit own Buper Tank equipped with theee
layrers of armor. You can tell how low your anmor level 1z by the color of your tank and by the tank
picture i1 the status bar located at the bottom of the screen.

Each playet's tank fires standard tank shells az well as a special honung cnaise missiles, Whale
your criise missiles are very powetful weapons, they also require lots of manpower to operate.
Conzegquently you can ondy fire crse mdzsiles from your home base, and it takes timme for home
base crew toload a new one, Each tank shell will lower your enemy's armor level by one, and a
cruise massile kit will lowrer it by taro,

Your home base as well as the surrounding forests and brick walls provide minitnal cover from

enetty shells. However the forests are susceptible to tank fire and will begin to disappear as
they're shot, so don't count on them to help you for long!

_ontrols

Use your Joystick to move your tank by pressing it right, left, up, or down. Your Toystick’s five
button fires tank shells, or cnise mussiles iflocated at your home base,




DODGE ‘EM(TM) (1 OR 2 PLAYERS)

It's ywou aganst the computer crash car. Accelerate,
Change lanes. Fach drver gets three heats. A crash ends
the hieat. If your score looks too good, another crash car
cotes on course, Different levels of difficulty keep the
game a constant challenge.

Dodge To Win!

Each player controls a cat feolors may vary )
Eed car - left controller player

Greenn cat - tight controller player

Elue car - computer controlled (except in Game )

mteer your race car counterclockaize on the four lane track Your objective 13 to score as many
points as posstble by minning over the dots which appear on the lanes of the track.

The compuater cat races clockwize on the track and tries to crash into ywour car. When a crash
occurs, you lose one turn. If you ran over two sets of dots, TWO computer cars will appear on the
track.

To avoid the computer car and to score points, your tinung is important. Use your accelerator
atud your skill at steering from one lane to another to win

You may change a maxamum of two lanes at a time, except when accelerating, When
acceleratitg, you may chatge one lane at a time.




In one-player games scote as many points as possible dunng your three turns. There are taro
taro-player games:

&, You and your opponent take turns sconng while the computer controls the other car.
(Gatne 2

E. You and ywour opponent go for it at the same tume. The player using the left JToystick
starts as the point-sconng car (moving left to nght on the screen); the nght player controls
the crash carwith one speed and no pot-scoring, When a crash occurs, the roles are

teversed. (Game 3)

The maumber at the top, nght side of the screen represents both players scores, and changes
color according to the color of each car.

You'll hear the roar of the engines and the crashes.

Controls

Ity all gatnes, your race car automatically moves forward around the four lane track. To steer
your car right or left, move the JToystick forward or backward (towards ywourself). The red controller
button acts as your gas pedal and accelerates your car,

{ames

Gatne 1 - Dne player
Fame 2 - Two players/computer controls one car (Gee & -GAMEFPLATY)
Fatne 3 - Two players alternately control a point-sconng car and a crash car.




Handicap Difficulty Switch
Left difficulty switch

Inthe & posthion, the computer car or cars travel at twice their normal speed affer the first and
third sets of bonus points are awarded. In the B position, the car or cars travel at a slower ot
normal speed.

Right difficulty switch

Inthe & posthion, the computer car beging game play in different playfield positions. Inthe B
position, the computer car always begins zame play next to your race car.

SCOoring

Dharing a game each player recerves three turns or heats. Each turn or heat ends when your car
ctashes--three heats, three crashes! When you run over all the dots on the track, you score eight
horus points and another set of dots appears. however, you are allowed only five sets of dots per
turn. The namber of your rematrung turns 1z displayed at the upper center of the playfield.

At the end of a game, the scores alternately flash on the screen. [n one-player games, ty to
heat wour previous score. In two-player games, the player with the highest score after three heats
18 the winner.




FATAL RUN® (1 OR 2 PLAYERS)

The year1z 2089, A& collision with a comet has left the
eatth reeling from radiation poisoring, Thete's little hope
for hamanity's survival [t's up to you to help the fewr
retmating people.

You st leave the protective fortress Albagon and
deliver the newly developed radiation vaccine to the
survivors. Vour joutney will not be an easy one, Mefarious henchmen are watting to knock wou off
atud steal the waccine to ensure that they will susvive to nale the planet. Every driver on the toad is
out to get ywou. Your ondy hope 15 to get them first.

You st find the rocket poised to launch a satellite that can aallify the effects of this cosmic
accident that turned the world upside dovwn, If yow're sharp enough to learn the secret code words
and tough enough to live to use them, you can launch the rocket and save the worldl

Good lnck! Humanity 12 1 your hands.
Playing The Game

The object of the game is to deive through all 32 levels and release the bife-saving satellite,
Alotig the way you must distribate the radiation vaceine throughout the major cities, whale
collecting the pieces of the launch code. If you complete the code and all levels, the satellite
launiches and youwin the zame,




ze the controller to manewver your vehicle. hlove the directional control forwrard to
accelerate and back to brake. Move the ditectional control left or nght to move the car in that
direction. When the directional control 1z i1 the center position, the car will coast.

Your caris also equipped with a machine gun. Press the five button to fire at the enemy.

The Gtatus Display at the bottom of the screen grves the mformation you need to plan ywour
strategy and complete your run. The Status Display shows your curent score and the speed at
which your car is traveling, In addition, you can see the status of your cat's engine, tires, and
armor;, the namber of shots you have left; and the amount of fuel rematning 1 your car,

Also, yourecerve a l0-poimnt reward for each road segment you pass over. There are 150
segments i each level, so completing alevel results i 1200 bonus points. The Status Display
shows the percenitage of points which you have not yet recerved.

A ywoumove from city to city, you will encounter various obstacles. The black patches on the
screet are oil slicks, which can damage your tires. Vellow and white strped roadblocks should be
avotded at all costs; of wou but one of these, it can damage ywour car severely. Roadside obstacles
include houses, trees, and other hazards. Hithing obstacles will damage your car and slow you
dowrty

You must also be on the lookout for henchmen. They will try to man you off the road, often
batiding together to stop your progress. Press the fire button to destroy the enemy welucles with
machinegun fire.

If yrou run out of atune, you can destroy the car in front of you with a power surge. To power
sutge, hold down the fire button and move the ditectional control forward. If you fal to power
surge the car i front, you may crash, damaging your velucle.




If an enemy car comes up belund ywou, vou can destroy it by pulling back quickly on the
ditectional control to brake, To survive a side attack, you must smash into the velhicle and destroy
it. [f the enemy car gets you first, vou will recerve damage,

You can also receive 20 bonus points for permatiently passitg an enemy cat. To do thas, you
must stay ahead of him untd he disappears off the bottom of the radar. I[Phe comes up from behind
and passes you agairy, youreceive no bonus points.

Look for yvellow diamonds alongside the road. You will see the dismonds after vou destroy
enemy velicles. Grab one of thege to restore your cat's engine and armor. [n addition, you can
replace your fuel and arenuanition by ronning over dots along the way, Green dots replace bullets
atid blue dots replace fuel. If you still have fuel remaining when you man over a blue dot, you will
recerve 20 bonus pomnts, If you have ron out of fuel, you recerve no bots points,

Diice wou reach a city, the screen will display the city's status If you reach the city in time to
save any of its inhabitants, the survvors appear o the screen. You receive bonus pomts for each
PErsOL WO save, ¥ ou catnuse your honus points to upgrade the condition of your vehicle or
purchaze fuel

If yow arrive too late to save the city, fewer survivors appeat and you receive fewer bonus
points.

After vou receive your bonus points, press the fire button. A message from headguarters
appears o your screenn. Read the message, then press the fire button, The Velucle Upgrade screen
appears. To upgrade your vehicle or purchase fuel, move the controller up or down until your
selection lighlights Then move your controller right to purchase the highlighted item. After
purchazing upgrades, hishlicht the word Go and press the fire button

If yo arrive safely at the rocket base, the rocket will launch the world-saving satellite and you
wiill wir the game.




Sirategy

Learn which store items you need to purchase at the cities. If vou ate really zood at acquinng
the off-road yellow diamonds, you may only need to purchase better tires and fuel at most stops.

Watch out for cars belund youl Ouick braking will destroy them without damage to your car,
Leatn to power surge. Head-on collisions bt more than just your cat's expensive pant job.

Go off the right side of the road immediately after destroving an enemy vehicle and you might
zet a valuable diamond.

S Coring
Ratumitiz Enemy Cat 10 poants
ahooting Enemy Car 10 poats
Completing Hoad Segment 10 poants
Funring Over Blue Fuel Dot With Fuel Remainings 20 points
Fermanently Passing Enemy Car 20 points
Destroying Eneny Car 200 points
Piclang Up Yellow Diamond 200 poants

After yvou have finished each level, you will have accutnualated 1500 points for the road
segments completed within that lewel.




FROG POND(TM) (2 PLAYERS)

Erjoy this previously unreleased prototype ATARI
Fatte.

It's a Frog’'s life for ywou, hanging out at the pond and
using your super frog tongue to catch dinner. Play with 2

players for a mote manic pace and see who's the true ling
of the Frog Pondi TR

Ribbit, Ribhit.

The object is to leap and catch as many insects as you can with your frog's tongue, trying not
to miss any of the insects. Depending on the game varation, you have 4 to 9 nuzses before the
sun sets on the pond and you go to bed hungry!

Controls

Press your Joystick™s fire button to start,

Press your Joystick left or right to move left or ight, and press your Joystick™s fire button to
shoot out your torgue and cateh an mzect.

Diafficulty Switches

The difficulty switches control the length of your froz’s tongue.
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{(ame VYariations

Uze the SELECT button on your ATARISFlashback 2 0¢id Classic Game Console to select
the following game variations:

Gatme 1 1 playet, 6 tisses

(ame 2 Crame 2: 2 players, 4 misses
Gamme 3 Gatne 30 1 playet, ¥ misses
Game 4 Gatme 4: 2 players, 6 misses

SCOoring

For each insect your Frog's tounge his, yvou score points and your frog gets a pleasant snack,
The ate several different insects to catch, which are worth varying amounts of points;

Fly 1 Foint
Iloth 2 Points
Ilosouita 4 Points
Giat & Pomts
Bee 16 Points
Diragon Fly 32 Points




HANGMAN (1 OR 2 PLAYERS)

H HGM H. ¥ouhave just one guess left. And twa
blank spaces. Could it be the same letter? Could it be “A™Y
Guess right and win. Guess wrong, and it’s curtaing for
wou. Hine game variations make it challenging for all. In
Games 1 through & the computer chooses the words. In
Game 9 wou and a human opponent choose words for each
other. Pick a hard ofie to hatg ham upl

Guess Correctly To Avoid the Hangman's MNoose

Dion't 1et this game make a monkey out of you when you test your word skill. The action
begins after you press the Reset switch on the console. Line spaces appear at the bottom of the
screenn. Ote space equals one letter of the Hangman Word. Ifthere are six spaces, for example, the
Hangman Word could be LIETTRY

Your object? To complete the Hangman Word within eleven incorrect letter suesses. Games 1,
2,3 and 4 are one-player games in which one player competes against himself and the computer.
Daring two-player games of Game 5, 6, Tand 8, two players compete to guess the Hangman Word
first within eleven incorrect guesses. In Game 9, one player composes the Hangman Word for the
oppotiett to guess.




The difficulty of the Hangman Word 15 determuned by the game number:

Games 1 and 5
First through third grade vocabulary.

Games 2 and 6
First through seth grade wocabulary.

Games 3 and 7
First through minth grade vocabulary.

ames 4 and 8
First through lugh school wocabulary,

Uze your Joystick to select the alphabet letters that appear on the right of the screen. (Gee
Controller & ctiot) Enter the letter into the computer with the red Controller button.

® Jfthe letter vou select 13 i the Hangman Word, it appears in the appropriate hlatk or
blanks.

® Jfthe letter vou select 1z not in the Hangman Word, a part of the Monkey appears in the
upper left corner of the screen and that letter 15 deleted from the alphabet cyele.

If you haven't completed the Hangman Word after eleven wrong selections, the Hangman
Word automatically appears in the spaces and the Monkey 15 completed 1 the upper left cormer.

Inn one-playrer games, the number of games you win appears in the upper left corner; the
rmnber of games you lose appears in the upper nght corner.




In two-player games, a player scores one point for completing the Hangman Word, The first
player to score five points in the winner,

The left Controller player's score appears i the upper left corner; the right Controller player's
scote is i the upper nght corner.

Controls

Uze the Controller to select the alphabet letter you wish to enter into the computer. Letters of
the alphabet appear one at a time on the right of the sereen. Push the Joystick forwrard to cycle
through the alphabet letters from A to Z. Pull the JToystick towards you to cycle through the letters
i teverse order from Z to A When the letter vou want appears on the screen, release the Joystick.
Press the red Controller button to enter the letter you select nto the computer.

Hangman 1-Player Games

Games 1, 2, 3 and 4 are one-player games. You compete against the computer. You score one
poitit for every Hangman Word wou complete; the computer scores one point for each Hangman
Word you can't complete.

ame 1

One player competes against the computer that uses words from a first through third grade
vocabulary.




Oinie player competes against the computer that uses words from a fiest through stdh grade
yocabulaty,

ame 3

Flaying with words from a first through rminth grade level, one player competes aganst the
computer.

Game 4

Words from a first through hugh school vocabulary are used for competition between one
player and the computer.

Hangman 2-Player Computer Games

Gratnes 5, 6, 7 and 8 are two-player games against the computer, After you zelect the zame
vocabulary you want to use, you and your opponent take turns selecting alphabet letters to find
the word generated by the computer. Both players together are allowed 11 incotrect selections.
When you make a correct letter guess, youreceive a congecutive turn, The first player to complete
the Hatngman Word scores one point and starts the nexdt word. The first player to score five points
witis the zathe.

Game 5

Twro playetrs compete to complete the Hangman Word from a first through thard zrade
vocabulaty,




Two players test their word skill with Hangivan Words from a first through sith grade
ocabulaty,

Game 7

Words from a first through ninth grade vocabulary are used for competition between two
players.

Game B

Two playetrs compete using words from a first through high school vocabulary

Hangman 2-Player Opponent Games

Game 9

How it's wour tuen to choose the Hangman Word. Instead of playing with a computer word,
otie player composes the Hangman Word with the Joystick Controller; the opposing player
teceives eleven guesses to complete the Hangman Word,

To enter your own Hangman Word into the computer, cycle through the alphabet letters on
the sereen while your opponent avoids looking at the screen. The Hangman Word may be
between one and sixletters,




If wouwant CAT to be the Hangman Word, cycle to the letter C and enter it into the computer
by pressitng the red Controller button, Repeat this process for the letters A and T. To enter the
satrie letter in succession, oycle to the letter, and enter it into the computer, Cyrele off the letter
then movwe back to the letter again, Mow enter it into the computer and the letter appears a second
time.

Uze the blank that precedes the letter & to fill in any empty spaces.
HNow the zame begins, and it's yvour opponent's turmn to guess your Hangman Word, CAT,
Two players take turns composing the Hangman Word and completing the Hangman Word.

You score one point when you complete the Hangman Word your opponent has submitted. The
player who scores five poimnts first 15 the winner,

Handicap Difficulty Switch

When the Difficulty Switch is i the "A" posttion, a player has 20 seconds to select the ned
letter with the Joystick. When the difficulty 15 mn the "B" position, there 15 no time it

S COring

In onie-player Hangman games, a player is allowed 11 incorrect letters. I the player has not
completed the word after 11 incorrect guesses, the game is lost. You score one point for each game
you wiry, the computer scotes one poitit for each game youlose.

Dhaning two-payer games, 11 incorrect letter selections are also allowed between the two
players, The player who completes the last letter in the word receives one point. The first player to
scote five points wins the game,




HUMAN CANNONBALL(TM) (1 OR 2 PLAYERS)

whoot your mat out of the cannon and into the water
tower. Calculate the position of the cannon, The speed (in
tiles per hout) and the degree of the angle are indicated on
out screen. [E7s all part of Human Cannonball TR with &
different zames to choose from. Watch it! Any
miscalculation and your man will miss. Cuachl

Be a daredevil!

Carefil now, the Human CannonballiTM 15 counting on you to make your calculations
accurately. Otherwize he'll end up flat as a pancake and you'll end up with 0 points or a miss to
show for it! The objective of thus game 15 to shoot the mat out of the cannon and into the water
tower. To accomplish thiz, you must consider the following ariables:

® The angle of the cannon (establishes the lne or arc of trajectoty the man follows after
being shot from the can- nom).
® The speed (WMPH) at which the man travels after being shot from the cannon.

® The distatice between the catinon and the water towrer,

These variables are set by you andfor the computer, depending on the game yvow're playing. In
sofne games, the cannon position remains fived throughout the game. There are 2 zame variations
i all. Each game wanation contains a one- and a two-player version.




Controls

Uze your Joystick Controller to adjust and set the game wariables. Press the red button on
wour Controller to shoot the man out of the cannon,

In games where the cannon angle can be adjusted, pressing the JToystick up or down increases
ot decreases the angle by 1 degree. Pressing up and to the left mncreazes the angle by 10 degrees,
and pressing down and to the left decreases the angle by 10 degrees.

The mitumuam catinon angle for all games 15 20 degrees. The maximuam angle 15 sldegrees, The
catniot atngle 1s shown near the top, middle of the screen. The cannon itself only approximately

shows the angle.

Ith games where the speed (WMPH) can be adjusted, the Joystick wotks as follow:

The mazmm speed for all games 1z 45 MPH. It 1z possible, (but not practical for sconng) to
adjust the speed down to 0 MEPH. The speed 15 displayed near the top of the screer, just above
the cannon angle. (Example: MPH = 38, Pressing the Toystick to the sight will increase the speed
by 1 MPH while moving to the left will decrease it by 1 MFPH.

In games where the cannon's position can be adjusted, pressing the JToystick up mowves nght
slowly while pressing down moves left slowly. Press the joystick to the right or left to move right
ot left i1 a fast pace.

Ifh Games 1, 2, 3, and 4 the water tower can be moved back and forth after the man 18 shot from
the cannon. In these games, pressing the Joystick left or right moves the tower left or right.

Gatnes 3, 6, 7, and 2 have a moving "window" which 15 positioned i front of the water tower
ot the screen. Time your shot so that the man travels through the window en route to the water
towet. The water towrer cantiot be moved in Games 5, 6, 7, and £




It one-player games, you score one potnt for each successful shot. The computer records one
poit agamst you fior each muss. Your score 15 shown at the top, left side of the screen. The
tinber of frisses is displayed at the top, right side of the screen.

The game ends after seven successiul "shots" or seven mizses. In two-player games, each

player scores one point for a successful "shot". Misses have no effect on scoring. The first player
to score seven points 15 the winner,

Hote: After a player scores T points, the second player gets one more turn before the zame
etuchs.

The left player's score is shown at the top, left side of the screen; the right playet's score is

shown at the top tight side of the screen.




MAZE CRAZE(TM) (1 OR 2 PLAYERS)

Tou'te a cop on a tough beat. Vour job 15 to get
through vour beat safely, i the least possible time. But
danger and obstacles surround youl There are robbers who
caty wound you and your opponent can place blockades in
wour path. You'll walk blacked out streets with notlung bt
a streetwize scout to guide you. And with 16 levels of play,
you woil't soon tive of the challenge,

Maze Craze is a tough game. But then, you're a tough cop.
Your heat is the mean streets of Atari Central....

Each player controls a blue or red cop. Your cop’s beat 1z a maze of city blocks, and ywou must
move the cop from the left side of the maze to the ext on the nght.

You'll heat the footsteps of cops, as well as the sound effects when someone bumps into a
dead end, or the special sound effects when someone exts from a maze. You'll also experience the
utdgue sound that ocours when a robber captures a copl
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Controls
To move your cop, push the Joystick forerard, backarard, left or right.

Press the red controller button to:

® Zelect a new maze for the game you've just completed.

® TTzethe features offered in some gatmes.

{3ame Selection

Game Select Swiich
Uge thiz switch to select the mamber of the game, wisibility and speed you wish to play,
zame Reset Swiich

Uge thig switch to statt game play, to choose a different maze for the game you've selected, or
to see an invisible maze before you ext.

The upper portion of your screen contains 3 numbers. From left to right they represent the
cuttent settings for Bpeed, Game Number, and Maze Visthility

apeed

How fast can your cop react to danget? The maumber at the top left side of the playfield
represents the speed at which cops and robbers travel: | —mediam, 2 — fast, 3 — slow, 4 —
caloulatingly slowr,




Daring some games, all or some of the city blocks may suffer blackouts. The top right number
ot the screen represents the atmount of the maze you can see during a zame:

1 — Btraight forwrard action with all the maze sisible throughout the game.
2—A gmall portion of the aze 13 invizihble.
3 —Danger ticreases with a latge portion of the maze invisible.

4 — The ultimate in suspense with all of the maze mersible.

When a cop exts any of the invisible mazes, the maze appears onthe screen. To select a game
rmber, speed and visibility, press the Game Select switch, All of the available game nuambers and
sisihility nombers will appear for each speed begmming with speed number one. Continue to press
the switch until the combination of speed, game and visthility vou desite appears at the top of the
SOfe et

Variations
Capiure. Vou must become a hero and capture three robbers before ywou win the zame To do
this, mowe your cop toward the robber and make contact. Dunng games that feature Capture, color

eicoded bars appear for each player at the top of the screen. Each time you capture a robber, the
appropriate bar disappears,

Robbers. Two to five robbers hurk in your path. If one touches you, youw're out of play.
Wounds. If a robber touches you, you're briefly paralyzed while your opponent proceeds
through the maze. Only after a few moments will you regain strength, and then you can gradually

move at your normal speed.

Terror. Your cop catinot ext the maze until your opponent 1s knocked out by robhbers.




Blockade. Confuuse your opponent by blockading hus route and leaving a blockade resembling
a dead end in the maze. He can go through i, of course, but blockades can be useful strategy.
When you set up a new blockade, the previous one disappears,

Automatic Peeli. Thiz is your way out of the darkness! Duritg invisible thazes or blackouts,
the computer flashes the complete maze on the screen every few seconds. Ty to recogrize the
way out before ywour opponent.

Player Peek. Dunng wrvisible games, a player can peek at the complete maze by pressmng the
ted controller button. The maze remamns on the screen momentanly.

scouts. During ihvisible mazes, your cop has a partner or scout who moves ahead of hum. The
scout randomly leads the way, but ywou are free to 1gnore his suggestions.




GAME NO.
2 ROBBERS
CAPTURE
3 ROBBERS
5 ROBBERS
AUTO PEEK

PLAYER PEEK

WOUNDS
BLOCKADE

TERROR
SCOUTS




Fat away in the Mysterious East on the other side of
the wotld, there lived an adwventurous lad named Eung Fu
Lu. Lu's grand longing was to coush the ancient, evil wall
that plagued his friendly neighbors.

Guarditiz the wall was a mystical dragon atd a curpdng
blackbard. The dragon would cast balls at brave Lu If Lu
succegsfully deflected them with his staff, he gained good
fortune and special powers. [fhe missed a ball it cost him one of his five lives he was granted as a
child. The frightfisl blackbard tried to prevent Eung Fu Lo from destroying the wall bt La
remained undaunted and continued on until he smashed the last remaining brick,

Elazing Brickbats and Blackhirds!

The objectrve in Off The Wall is to score the lughest number of pomnts, Play against another
player or try to beat your best score. Score points by using the ball to knock bricks out of the wall,
hitting the dragon beyond the bricks, or catching the Mystery Token for bonuas points. When the
playrer clears four brick wawves, he automatically advanced to the next skill level.

Using the controller, the player must position Luin the path of the falling ball. Tuuses his staff
to deflect the ball back to the brick wall to break out bricks. If Lu misses a ball he loses a life.




In each game the player starts with five lives. The number of lives retmaming displays i the
uppert left hand cormer of the screen, with one sguare for each remaning life. If you break out all
the bricks, or kut the dragon sictiunes, the wave finishes and you recerve another life. Each time
wou hit the dragorn, the background belund the brcks becomes highter.

Two-Player Game

It1 a twro-player zame, each player takes a turn. The first player begins breaking out bricks until
he misses a ball and loges a bife. The second player continaes with the same brick field, knocking
out bricks until he nusses. The game continues, moving into higher skall levels until each plagrer
tans out of hives,

Blackhird

After the first wave onthe Peazant lewvel, a Blackbhird appears. The bard tries to fly between the
hricks atid the ball. If the tall tuts the bird, the bird deflects the ball back to L.

apecial Power Tokens
After you hit the ball the first tune, different tokens begin dropping at random. IFLu catches a

tokery, he tecerves special powers. Each token has its own special power. Lu keeps these special
powers until he misses a ball or the token timer (a bar graph i the upper nght cormer) nans ouat.

fig Zag ()

This token makes the ball travel in a mg zag pattern after being bat by Lu. On the way dowr, the
ball travels in a normmal, straight path,




Mystery Token ()

This token can have any one of four effects. Three help Lu while one 15 a disadvantage. The
token may grant Lu an additional hfe, add 50, 75, or 100 booas points depending on the current
skill lewel, or stop the Blackbard, O, this token may hinder Lu by speeding up the ball, malang the
ball harder to hit.

Magnetic Paddle (M)

With this token, Lw's staff becomes a magnet which draws the ball For example, if the ball 1z to
Lu's left the ball moves toward bum, After hutting the ball moving Lu to the left moves the ballin
the satte direction. Because this powerful token makes the player almost invincible, the token timer
g at twice the normal speed.

Nuke Ball (homnh)

This token causes the ball to break ot a much larger chunk of bricks when the ball hats the
wrall.

Mega Paddle (flame)

With this token Lu carries a muach larger staff The larger statf makes it easier to ut the ball




Level of Difficulty

There are three different skall levels which you can select at the begitwung of a game -- Peasant,
atudent, and Master. Fach of thege lewels has four different waves of playing action. Each glall
lewel and each wave 15 a little harder than the one hefore If a player starts on Peasant lewel and
firnshes all four waves, the game automatically advances to the next skall level.

Playing Tips

If srona bt the ball at an angle into the brick field, it bounces off the inside bricks and knocks
out far more bricks than a dwect lat.

Be carefil not to move Lu too fast or wou could overshoot the ball,
Uze your tokens strategically,

Ty to use the Blackbard to sour advantage.

The M token is great for killing the dragon.




Points are scored by knoclang out bricks, hutting the dragon, and catelung the Mystery

tokens.

Ericks

Catching Mystery token, Peasant level
Catchuing IWystery token, Student lewel
Catching Mystery token, Iaster lewel
Hitting The Dragon

1 to O points each
A0 pomts

7o points

100 points

100 pots




OUTLAWmY (1 OR 2 PLAYERS)

Agueeze the trigger and your gunfichter draws, kneels,
and atms. Feleage the trigger and the lead starts flying.
Blow away walls, stage coaches and cacti. If your opponent
wotr't give you a clean shot, nail him with a clever ricochet.
Build up notches on vour gun with 16 games and
variations.

ot An Itchy Trngger Finger?

Cne or two players can become expert gunslingers dunng these games:

® It one-player games (T atget Shoot), wou control the movement of a gunfighter with the lefi
Toystick Controller. Practice target shooting wath the moving target that appears on the
SCTEETL.
In two-player games (Cunshinger Games), each player controls the movement of a
gunshinger with a Toystick Controller. You score points when your gunshinger shoots your
opponent's gunslinger.

HMOTE: In all one and two-player games, bullets will ricochet off the upper and lower playfield
boundaties.




Controls Mova Up

Uze the Joystick Controller to:

® DMlowve your gunslinger on the screen
®  Aimoand shoot bullets from the sunshnger's gun

Fush the Toystick forward to move the gunslinger up the screen.
Pull the Joystick towards you to move the gunslinger down the

screets. To move the gunslinger to the left, move the Joystick to the left; mowve the Joystick to the
right to mowve the gunshnger to the right.

Wova Down

When you want to aim the gunshnged's gun, press the red

Controller button, Hold the button down while vou control the E" "i
movemetit of the munslinget's arm with your Joystick Controller.

® Push the Joystick forarard to move UP the punshinget's arm E- -i
holding the gun.

® Pull the Joystick towards wou to move DOWH the cunshinger E' i
arin that is holding the oun,

After you have aned the gunshnger's arm that holds the gun, releage the button to fire bullets.

HOTE: The playet using the left Joystick Controller controls the gunslinger on the left side of
the sereen; the right controller player controls the nght gunshnger.




Handicap

In"&" position: Vour bullets will disappear in flight of wour gunslinget 1z shot before your
bullets hit a target.

In"B" posttion: Vour bullets will continne in flight even of wour gunslinger 1z hit before your
bullet hits a target.

Gunslinger’s Code

There are 16 gunslinger and target shooting zames in this Game Program. Each one resents
different wanations. For a desenption of each vwatiation, refer to the following code:

Blowaway: YVour bullets are more powerful during sunfights with Blowaway, YVou can shoot
avwray pieces of the protective center object--a Btage Coach, Wall or Cactus-- until it completely
disappeats.

Carctus: Some gunfights and target shooting games ocour with a Cactus in the center of the
playfield. Bullets cannot penetrate the Cactus. Use the Cactus as protection from your opponent's
shots,

atage Coach: A Stage Coach stands between the two sunslingers duting some games. Bullets
caniot pags through the Btage Coach, making it ideal for protection against opposing ballets. [n
some games, a series of Btage Coaches will MIOVE up the screen bhetween you and ywour
opponents.

Wall: In some games, awall iz located between the two gunshngers. These games also feature
Blowaway. Use your shots to make a hole in the wall and aim at your opponent.




Getaway: During a gunfight with Getaway, each gunslinger can move unimediately after
shooting the gun. Without Getaway, gunslhingers must watt until thew bullets disappears off the
soreett of hits a target.

aix Shooter: In these gunfights with S Shooters, each playet's gun only has s bullets it
Receive another round of anvnarition when BOTH players have used all six bullets.

Target Shoot: The Target Shoot 15 a feature of one-player games. The Target bounces up and
down on the screen wihile you attempt to make a direct Iut.

unslinger Two-Player Games

Gamel
This gunfight betwreen two players features a Cactus.
Game 2
Two playets use the Cactus and Getaway to plat their gunfisht strategy.
Game 3
& Cactus and Blowaway characterize this two-player guntisht.
Game 4

Two gunshngers use six Shooters dunng this gunfight which features a center Cactus and
Blowaway.




& center Stage Coach stands between the two gunslingers dunng this game.
Game 6

Plazrers must take special aim as a series of Btage Coaches MOVE between the two
gunishngers.

Game 7
This gunfight features a Stage Coach and Blowaway.

Game B

& senes of Btage Coaches MOVE between the two gunshingers as they use Blowaway in theiw
playing strategy.

Game 9

Two gunshngers play with S Bhooters, Blowaway and a series of MOVING Gtage Coaches
between them.

(zame 10

The two gunshingers use S Shooters dunng this gunfight which features Blowaway and a
center VWall




Players use Getaway, Blowaway, and a center Wall in thew gun fighting stragety.
Game 12

The center wall MOVES between the two gunslingers ag they play with Getaway and
Blowrawray.

T arget Shoot One-Player (Games

Game 13

You control one gunslinger on the sereen which scores poimnts by hitting the TARGET Shoot.
& center Cactus 15 between you and the Target Shoot.

Game 14

This target shooting zame features a Target Bhoot, a center Cactus and Blowaway,
Game 15

Thig zame features the Target Shoot and a center Btage Coach.
Game 16

& senes of Gtage Coaches MOVE between the gunslinger and the Target Shoot. This game
also features Blowaway,




® [n one-player games, you scote ofe point each time a bullet from your gunshnget's cun

hits the moving target. You have 99 seconds to score a masanoun of ten points, The tuming
clock appears in the upper tight corner of the playfield; the sunslinger's score 15 1 the
upper left corner.

I twio-playrer games you score one point each time a bullet from your gunshnget's zun huts
the opposing gunshinger. When a gunslinger is tat, it will sit down and the point appears at
the top of the screen. The score of the gunslinger from the left side of the playfield appears
i1 the upper left corner; the right playfield gunshinget's score appears in the upper right

cortier. The first player to score ten points wins the game.




PITFALLYTM) (1 PLAYER)

Picture this! You are deep it the recesses of a forbidden
jungle—an unforgiving place few explorers ever survive,
But wow'wve got courage, because you're with Pitfall Harry,
the world famous jungle explorer and fortune hunter
extraordinaire. The lure of hidden treasure draws you and
Harry deeper and deeper into the bush. But, being a great
exploter, you wouldn't thank of starting such a difficult
jouney without reading this manual first—wvery carefially,

mETTES i

Pitfalll¢Tan Basics

The object of PitfallliTan is to guide Harry through a maze of jungle scenes, jumping over or

avolding many deadly dangers, and helping Harry grab the most treasures in the shortest possible
time.

There are 255 jungle scenes through which Harry can travel. Each scene covered underground
15 equivalent to three on the surface. Pitfalll 15 a circular maze, which means that, if Harry safely
goes through all 255 different scenes, he will come back to the starting point. In the course of that
joutney, Harry will also encounter all 32 treasures,




The Hazards Of Pitfalll{TnD

Pitfall Harry's Jungle A dwventure 15 fraught with danger. Some hazards will slow ham down and
rob you of points, while others will stop hum cold i his tracks, The "leszer” hazards are the open
holes in the ground and rolling logs (Gee "Heoring™). The catastrophic hazards are the scorpions,
fires, cobra rattlers, crocodiles, swamps, guicksand and tar pits. These obstacles will not cost you
potnts, BUT they will cost one of Harry's 3 bives.

Getting The Feel Of Pitfalll(Tan

You cannot excel at Pitfallli T without acquiring a vaniety of skills. The most important is
"Jumping " You'll need to use both the red button AND JToystick at the same time in order to make
Hatry jump up to a swinging vine. Jumping 15 also important when you leap atop crocodile heads
while crossing the swamp OF when you huedle over logs, holes, scorpions, fires and snakes.
apectal care should be taken when wou jump scorpions; the margin for error 13 less,

To practice your skills, try rurwune to the nght. Learn to jumgp the rolling logs and the holes in
the ground first, then tackle the tougher skills of swinging on the wine and pamping over the
crocodile pits, Whenever Hatry 15 lost, wowll get another chance to try the hazard again, since the
"teplacement" Harry appears on the left side of the screen.

Time

You have 20 mutnates to complete each adventure. Harry has 3 lives i each game (Gee "The
Hazards of Pitfalll") Game 15 ovet when Harry 13 "lost" for the thard time of when time rans ouat.




--To nan left or tight. move joystick left or nght.

--To jump over dangers. press the red button while munning to the right or the left.
--To climb up or down ladders . push Joystick up to climb, pull down to descend.

--To grab a swinging vine.. press the red button while nanmin e to the right or to the left.
--Tolet go of the wine. pull down on Joystick at the end of a swing.

--To collect a Treasure. qust mun right to it

How To Seek Your Fortune With Pitfall Harry

Tips firom David Crane, designer of Pitfall} T

"&A gz you set off on your first adwenture with Harry, youwll notice two important features: that
the logs always roll from night to left, and that the "teplacement" Harrys (after Harry loses a life)
drop from the trees on the left side of the screen. So, to nunituze the mamber of rolling logs to he
juttped and the catastrophic hazards to be re-tried, sinply fun to the left.

"Pitfall Harry' s trip st be made theough a maze of sutface and underground passages
through the jungle. To capture all 32 treasures in under twenty minates, Harry will have to use
sotne of the underground passages. ['d suggest that you make a map of the tetrain each time ywou
play. Enowing the jungle and planning the best route to all treasures is the only way to insure
success time atter time.




"Until wou get really skilled at malang Harry jump from croc to croe, you maght watt until the
ctocodiles' jaws ate closed, jump to the top of the first croc's head, then wait for the laws to open
atid cloge again before jumping to the next one. Soon you'll be skipping across crocs like they
were stepping stonies in a stream.

S COring

You start each adventure with 2000 points. Some misfortunes will cause a deduction of points.
ahould wou fall down a hole by accident, you will lose 100 points. Eolling logs will also cause
poitt loss depending on how long contact is made with them

Each treasure you find will add points to your score, There are eight of each type of treasure in
the entite game, 32 in all, for a total of 112,000 points. A petfect score 13 114000 points (reached by
collecting all treasures. without losing any points by falling down holes of tnpping on logs).

Diamond Fing 5000 Points
(gold Bar 4000 Foints
oilver Bar 2000 Points
Money Bag 2000 Points

Fiffall ¢ Is a registered frademark of Acfivisions.




RADAR LOCK(TM) (1 OR 2 PLAYERS)

You'te locked i fight-to-the-death air combat with the
enettiy! You may be outnumbered - somehow you've heen
separated from your buddies -- but this 18 far from your first
mission. ¥ou've been flying wour frasty hitle delta-wing
fighter for more months than you cate to remember.

anddenly you sight an enemy interceptor at 12 o'clock
These babies are a piece of cake. ¥Vou sneak up from behind and zap it with a few rounds from your
machine g,

Tust when you're feelitg a little cockyr from ywour last successful hit, an enemy Bomber appeats
out of nowhere. Thiz one's not so easy. Mot ondy 15 its tail ounner an expert shot, but the Bomber
1g surrounded by a fleet of Escorters, and wou can't even get at it with wour guided missiles,

It's going to take all of your expertize, along with your arsenal of ammunition, procimity
missiles, and suded missiles, just to stay alive. Any minute you could be sabotaged by a cagey
patroller or the unsuspecting victith of a snealoy Stealth Fighter,

Enemy Jet at 12 o’ clock!

The object of the game 15 to use your state-of-the-art delta-wing fighter to defeat the enemy
fleet inn air combat. Your fighter plane is equipped with guided nussiles, procimaty missiles, and
rapid-fire mackine suns. The game consists of five missions of increasing difficulty.

When the zame begins, your et starts up, increases speed, and takes off from the air field. The
scene then switches to the combat screen.




At the end of each mission, you must refuel in flicht. Use the left controller's fire button to
control your speed during the in-flight refueling sequence. Hold down the button to accelerate,
atid release the button to return to normal flying speed. Using the long-range radar and missile
lack, fly to the fuel tanker, When you are close to i, the tanker will lower itz fuel hose. Cnce the
nose of your (et 15 locked into the fael hose, your dssion is complete, ¥You receive bonus points
for ywour remanings fuel and weapons and then advance to your next mission.

_ontrols

Use the controllers to operate your delta-wing fighter. Mowve the left controller to manesver
wour jet i fhight. Mowve the right controller to select the weaponis you wish to use.

Left Controller

Press up to dive

Fress down to climb

Press nght to to bank night
Fress left to bank left

L
L
»
L

Fight Controller

® Pressup to select machite gun
® Press lefi to select guided nuzsiles

® Press right to select proximaty missiles




The Instrument Panel

The mnstnument panel iz located at the bottom of the screen. The missile-lock radar is located in
the center of the mstnument panel, and the long-range radar iz to the nght.

Uze the long-range radar to locate enemy jets and the refueling tanker when they are not
visihle on the screen. The small dot i1 the middle of the radar screen marks the location of the jet.
Enemy jets will appear i front of or belind your jet.

The fuel zauge 15 shown to the left of the mussile-lock radar. When you are low on fuel, the
gauge will begin to flash and you will hear a warming tone. You muast reach the tanker and refizel

hefore wour fuel rons out completely.

The manber of lives you have left 15 shown in the lower left-hand corner of the instoament
patiel. The nuamber of rounds wou have left i your machine gun is shown on the nght.,

The weapon you have selected is shown at the top of the screen, just below the score.

One-Player Games

Ity otie-player games, the pilot controls both the finng of weapons and the jet's fight. Press the
fire button on the left controller to fire the selected weapon. To increase your jet's speed, hold
down the fire button on the nght controller,

NOTE: "When the curtently selected weapon rans out of amino, it will automatically change to
the next avalable weapon. Mowve the nght directional control if you wish to select a different
WE ap 01l




Two-Player Games

I twro-player games, the flisht officer uses the left controller to fly the ship. The weapons
officer uses the right directional control to select weapons and the right fire button to fire them.

Weapons

Your jet starts out equipped with five guided missiles and abowt 2550 rounds of machine gun
amenuaition. In Wissions 3, 4 and 5, your jet also carnes three proxmoty missiles.

Gumded Missiles

If ywou wish to fire guided missiles, you must change your weapon selection. Mowve the right
controller to the left. ¥our missiles rethaming display across the top of the screen.

The primary fonction of guided missiles is to destroy enemy bombers. When an enemoy jet 15
within range, the missile-lock radar will furn bright blue and ywou will hear a beeping tone. Gteer
your et untd the locked-on enemsy jet 13 i the cross-hairs. The missile-lock radar will then turn
deep-red, and youwill hear a steady tone. Fire your missile iramediately to destroy the enemy jet.

NOTE: "When an enemy (et 18 not withan range, the nussile-lock radar will e light blue of the et
1 i1 front of you and wiolet if the jet 1z belind you

MMachine Guns

Iy addition to the guided nussiles, your jet 15 equipped with rapad-fire mackone guns. You hegin
your tdssions with this weapon ready to fire. The number of rounds remaining is displayed in the
bottom nght-hand corner of the screen. Use the machine guns to destroy all enemy jets except for
bombers; it takes 25 huts from a macline gun to destroy a bomber.




Proximity Missiles

Inn Mlissions 3, 4 and 5, your et 18 equipped with procamity missiles. Press the fire button to
launch the missile; release the fire button to detonate 1. When you detonate the missile, all wisthle
ety jets other than bombers will be destroyed.

WARNING: Do not release the fire button too soory, of yvou will risk detonating the missile too
close to your own jet and destroying it

The Enemy Fleet

Az ywou fly missions agamnst the enemy, you will encounter different enemy atrcraft. Siralar n
appearatice, these atreraft differ in thew basic color and thei capabilities.

® Dirones appeat only i Mizsion 1. They ate red and look like Interceptors, only they can't
shoot. Drones are easy to it and make good target practice for higher russions.
Interceptors first appear in Mission 2 and are the basic enemy (et. They are also red and are
the easiest of the fishterjets to destroy. They are not equipped with a tail gunner, so they
catr't hit you when you are behind them.
Patrollers first appear in the second wave of Mission d and are ywellow. In Mission 2, they
follow assigned patrol routes. In husher missions, Patrollers can snealk up from behind and
shoot o,
Escorters first appear in Mission 3 and are blue. Their primary purpose 13 to protect enemy
bombers, and they tend to fire quickly.
atealth Fighters first appear in Mission 4 and are black. Stealth Fighters can jam ywour long-
range radar so you don't know exactly where they are. They can sneak up belund you and
fire on you, although they are not as aggressive as Patrollers.




® Bombers are large, white delta-wing jets that are very difficult to destroy. They first appear
i Mission 3. The Bomber has a tail gunner so that it can also fire belund itzelf. Prozmaty
tnigsiles catuot harm a Bomber, and it takes 25 machine gun hits to destroy one, so guided
trigsiles are your best bet with these. Bombers usually follow assigned routes.
muper Bombers ate the most dangerous enemy jets. They appear only in Mission 5, They
ate blue and red delta-wing jets, and gded nussies are the most effective weapons for
destroving them Super Bombers fire a barrage of missiles at once, making them especially
lethal.

NOTE: Some of the enemy jets will fire at wou from belund, When they have you in their
sights, vou will hear a wartung tone and see the message "EEHIND YOU" displayed at the top of

the screen.

The Missions

There are five mizsions in this game.
Mission 1: Drones
Iflission | is the easiest of the missions and offers good target practice against the Drones,

who catr't shoot. Start with this mission to practice manewvering vour jet, shooting yout weapons,
and refueling.




Mission 2: Intercepiors and Patrollers

Wave 1: Interceptors are the primaty enemy attack jet. They cati shoot only what is i front of
them.

Wave 2: Patroller jets follow assigned routes. Use your long-range radar to locate the Patroller
suadron. After you have identified them, use thrasters (or after-burnet) and gquick maneuvenng
to britig them into your sights. Use your thrusters when you want quick acceleration. When you
have completed Mission 2, you earn a spare b,

MMission 3: Bombhers

Whave 1: In Mission 3, Bombers follow assigned patrol routes. They shoot from either the front
ot the back and are difficult to destroy. They are also protected by Escorters.

Wave 2: The Patrollers will try to snieak up and shoot you from behind. When you have
completed Mission 3, you earn a spare hife.

Mission 4: Stealth Fighters

Whave 1: In Mission 4, wour ship has the abiity to toll. Thas makes it much easier to maneuver,
anid the game moves much more gquickly at thas point.

Wave 2: Enemy Stealth Fighters appear. They can jam your long-range radar and sneak up
behund you, so you need to move gquickly to avoid being but. When you have completed Mission
4, o earn a spate hife.




Mission 5: Super Bombers
Wave 1: Vou get one last warmn-up round of Interceptors before the Super Bombers appeat.

Wave 2: Your final mission 15 to destroy five Super Bombers, which are escotted by Patrollers,
atealth Fighters, and Escorters.

Strategy
You have only five guided missiles. Tse them wizely.

Progmuty missiles are especially effective for destroying the escort fleet that protects an enemy
homber.

S COoring

S0 points
Interceptor 100 points
Escotter 230 points
atealth Fighter 400 points
Patroller 00 points
Bomber Q30 points
auper Bomber 2000 points




At the end of each mission, you score bonus pomnts as follows:

Each gallon of fuel rematung

Each bullet retnaining

Each missile rethaiting 350 points
Completing the nuzsion 2l points

You earts a bonus jet after completing Mission 2, Mission 3, and Iission 4.




RIVER RATD® (1 OR 2 PLAYERS)

Your mission 15 to destroy enemy bridges, ships,
arcraft and fuel depots along a heavily fortified inland
waterway, And it won’t be pretty because wou'll be coming
it low, through a narrowing valley and the enemy will
everything they have at wou. You'll really have to eatn your
wings with River Faide! - +
. _.1 3 I;I
River Raid® Basics —

Tolearn to fly successful missions, you'll need the sensitrvity, touch and sharp shooting slhills
of a precision jet pilot. But that takes time and practice.

At first, try jetting down the river at slow speed. Practice banking your plane, sharperung your
ain, and dodging the enemy. To win m this game, yow'll have to be just as good at dodging as you
are at destroying enemy bridges and aireratt.

Then accelerate your jet with bursts of speed to see how it reacts to the controls. Smce you'll
be making split-second decisions, youwll need to know exactly how you and your plate will act it a
pressure situation.

special Features Of River Raid®

Reinforcements. You begit each game with a squadron of three jets in reserve. For each 10,000
potnts you score, yow're given ah additional (et. You can only have nine reserve jets on the screen
at one tume.




The River of No Return. The river 15 divided into sections with a bridge at the end of each
section. Hotice that the river is always changing. Vou will encounter islands, narrow channels,
bays, atd lots of enemy shups and aireraft moving to block your path, Also, the farther down the
river wou fly, the fewer fuel depots yvou'll find. In some areas, fuel 1s quite scarce, so you'll really
have to move if you want to survive.

Fuel Gauge. Always keep an eve on your fuel gange, as yvou have a limated amount of fuel,
Fuelis used up at a constant rate, regardless of speed. When your fuel drops below 174 full, a
wartung siten soutuds to alert you--it's time to refael by flyving over a fuel depot! The slower you
flyyr over a depot, the more fuel you recetve, & hell will sound whale you are refueling. The sound
chatizes to a higher pitch when your fuel tank 15 full

Losing a Jet. Youlose ajet when it collides with the river bank or one of the enemy objects

(except fuel depots), or when you man out of fuel If you have a reserve jet left, you restart play at
the satne section of the nver where you crashed. Howewer, if wou've managed to destroy the
bridge at the end of that section, then you get to restart play at the beginning of the next section.

Controls
-- Fite magailes by depressing red button, Hold the red button down for continmons fire,
-- Mowve the Joystick to the left to batk left. Dowe the Joystick to the right to bank right.
-- Mowve the JToystick forward to accelerate your jet.

-- Pull Joystick back to slow your (et




Game Select and Difficulty

With difficulty switches in the a position, missiles streak straight ahead. With switches in the
b position, you can control the direction of your missiles after they have been fired by "steenng"
them with your JToystick Controller.

There ate ordy two game versions to select:

Game 1: One player

Game 2: Two players taking turns

How To Become a River Raider®

Tips firom Caroel Shaw, designer of River Raid=

"The River of Mo Return holds maty special challeniges and dangers for would-be Fiver
Raiders. Vou'll not only have to koow your assault jet, but youll need to have a good idea of your
basic fight plan before you start.

"By knowing the rver, pimpointing areas with the highest concentration of enemy, and the
most fuel depots, you'll have a muach better chance of surviving. Bince the rver 15 10 sections, try
jotting down notes for each unportant section as flight aids.

"Fuelis also a critical factor. When you'te far up the nver, fuel is scatce. 3o, concentrate on
fyring to the next fuel depot, and don't tey to destroy every object.”




"When you become really shlled, wou'll find wou can actually blow up a fuel depot right in the
middle of refueling. That way, you can gain the points atnd some fuel at the same time "

"Finally, remember that ywour main targets are the bridges, They're worth the most points, And,
please, drop me anote and let me know how you're doing. I'd really bike to hear from youal”

S COring

Each time you destroy an enemy object, wvou score points, The point values for each object are
listed below:

Fiver Raid® Foint System

Tanker a0 Points
Helicopter 60 Foints
Fuel Depot 50 Points
Jet 100 Foints
Bridge 500 Points

Fiver Raide 1982 Acfivision Fublishing, .
Fiver Raid is a regisfered frademark of Acfivision Fublishing, ne.




SAVE MARY(TM) (1 PLAYER)

The dastardly Barnaby the Black has taken your
beloved Mary and put her at the bottom of a steep canyon.
Distranght over her affection for you instead of um, he’s
decided o one shall be with her if can’™. With a twist of hus
handlebar moustache, Barnaby just blew up the neatby
damn causing the canyon to rapidly fill with water,

Hurry, The Water Is Rising!

Uze ywour crane to pick up various odd shaped conerete blocks that you must fit together to
buld a platform by dropping them in to the water below. Take special care when dropping blocks
fiot to kit IWary or it's gatme over.

Further complicating things 15 that Mary appears to have started panicking 15 minnitig back
atid forth around the platform begging you to help her. Also, be sure to watch out for low flying
aitplanies. [fthe plane hits your crane you will automatically drop the block you're canrying
(possibly squishing Llary).

Thankfully there are several power-ups to help you accomplish your task. Fower-ups appear
ont the cliff sides and require that ywou pack them up and drop them off at the top of the canyon to
activate them. These power-ups do a wide variety of things:




SavelMaty

The Plug atops the water from nsing for a few seconds

atop Bign Llakes Mary stop moving around

il Caty Ilakes your crane move faster

Fald Block Ilakes MWary wrrincible to being sgquished by falling blocks
Humber (nves you bonus points

Dlary Figure  Gives you extra bfe

Controls

Your Toysticks 15 used to select all skill lewvels and start the game. At the title screen, press
your jovstick up or down to ughlisht the desired slall level and press your fire button to start,

Dhanng the game, press your Joystick right or left to move the crane right or left along its rails,
Press ywour joystick up or down to lower the crane,

To pick up an object (including Mary) make sure your crane’s hook 15 at the same level as the
desired object. Moving the crane on the object and pressing the fire button picks up the object,
keeping the fire button pressed allows wou to hold on to the object and move it, and releasing the
fire button drops the object.




Seve (aay

Scoring

Acotes ate generated by successfully dropping and posttioning the concrete blocks, with
homus points counted for how many slabg youw've successfully stacked by the end of the game.

mlabs S0 points

Fylons 100 pomts
Llulti-Pylons 150 points

Foints awarded increase by 30 points by each level,




VIDEOQ CHECKERS(TM) (1 PLAYER)

Learn winming checkers, ATARI Video Checkers(TAM
offers wou rune levels of difficulty in a game that has
challenged young and old for centuries. At level 1, the
commputer plays begiung checkers, At level 9, you're
playing a master of the game!

The Sport Of Kings

1. The checkerhoard is composed of 64 squares, alternately ight and dark, arranged in a square
array of & rows and 2 columns,

2. The official checketboard of the American Checker Federation (ACE), consists of green and
buff colors for the dark and light squares,

3. The checkerboard is set up to play so that a green (or black) corner square is to the left of
each player. These squares are called the "single corners", The green square to the far right and
the green square diagonally upwrard to the nght of it (for each player) are called the "double
cotners,”

4. At the beginming of the game, each player has 12 pieces. The pieces are set up on sguares 1
through 14, and squares 21 through 32

5. Players take turns malang a move with their pieces.




f. Pleces are moved on the green (black) squares only, An ordinary move would be from one
green square to another vacant green square, This must be carried out in a forward direction only,
atnd to a diagonally adjacent square. Such a move may only be made one square at a titne,
diagonally forgard, 1left or right.

T A capturing move o a jumgp 15 the transfer of 4 piece from one green square over another
green square [(diagonally forwrard), occupled by apiece (or lang) of the opposite color, The
destination square it the capturing move must be vacant, The captured or jumped piece is
removed from the board,

&, When a player is presented with the oppottunity to jump, he muast jumgp. IFhe refuses to
juttp he forfetts the game, When there are two or more ways to jomp, a player may select any
g he 13 not requared to take the jump captunng the most pleces.

9. & multiple capture or jump muast be made when the opporuty is avalable, Any jump which
creates a multiple jump oppottunaty must be completed; there 15 no option to stop during any part
of the jumps.

10, Tpon reackung the farthest forerard row of the board by either an ordinary move or a
capture, a piece becomes a "king "

11. The ordinary move of the lang inclades the power to move backward. A lang may move
diagonally forward or backward, left or right, one vacant squate at a time.

12. The capturing mowve of a king includes the power of baclowrard captures, The other tales
regarding how langs carry out captures or jumps are identical to those of the piece, except that a
lang 1z not required to pause at the lang row, but may jump in and out on the same tum,




13, The game 1z won by the player who can make the last mowve. That 15, no move 15 available to
his opponent either because the opponent has no more pieces or langs, or because all of the
opponent's pieces or kings are blocked and unable to move.

14, A gatne is drawn when both players agree to terminate play with a deawn ("t1e") result.

When one player proposes a drawn game, and the other does not agree, the first player
thay request a "dl-move" count. The count starts with the attacking player's first move
after the request and the counts only the moves of the attacking side, The attacking side
must demonstrate a strengthened position (in these 40 moves) to the satisfaction of an
inprattial third persor, or concede the draw

The 40-move count 1s restarted any time whe

1. The plasyer claiming the draw concedes that there has been some strengthening of the
attacket's position,

2. Any uncrowned plece of either side makes any advance towards the lang row, or --

3. Any capture 15 made.

After the dl-move count 15 completed showing a strengthened position, the attacker must
still complete the win Other d0-move counts may still be requested later by the player
claittung the draw,




15, When the satne positbion (1dentical as to move, pieces, kings, and colors) occurs two or
thore tithes, a " see-saw draw may be beginrung. [t is customary for the side desming the draw to
poit ot these repeated positions and sugzest a draw. The other side 13 then expected to start a
tiewr attack or concede the draw

MNOTE: Theze tules wete taken from the ARTICLES of the official males of CHECEERS, wittet
by the Amencan Checker Federation.

Beginning The Game

Uze the Game Select switch to change the game and the game number (displayed at the upper
left comer of the screen). [fthe game number 15 white, then the naman player (or the left player)
controls the white pieces on the board. Ifthe game mamber 15 blue (or black on black-and-white
television sets) then the human is red (grey).

Inn Gatnes 1-9, the computer plays regular checkers. The computer's slall level increases as the
gatne mamber increases. Game 10 15 for two players. The mamber of players for each game i3
displayed at the upper right comer of the screen,

Games 11-19 are losing or "grveaway" checkers. Asin Games 1-9, the skill level increases as
the game famber increases, The object of giveaway checkers 15 to be the first player to be unable
to move by losing all of your pieces or by being blocked.

The Game Select switch may be used in the middle of a game and the computer will continue to
play using the new game difficulty level or vatation, When the computer is computing its next
move, the game select switch has no effect.




Compuier Move - The length of time the computer takes to move depends on the difficulty
lewel and the mumber of possible moves.

While the next move is being computed, the board will disappear from the televizion sereen
atud different colors will flash on the screen (different shades of grey on black-atnd-white
televizions), This is done to speed up the computer since it takes time for the computer to do the
dizplay. Also, the design of the The ATARI® Flashback 2¢md Classic Game Console makes it
difficult to do extensive computations and display the board at the same time, When the computer
completes its move, the board reappears, The computer's move is indicated by a blinkins "X" of
the computet's color and a blinking computer piece, The jumped pieces, if any, will also blink, Your
cursor will appear in your color. As soon as you move your Joystick or press your controller
buttor, the computer's piece will stop blinking and the jamped pieces will dizappear,

Computer Method - YWhen computing its next move, the computer does what is called a "tree
search" using "alpha-beta" proning, What thiz means 13 that the computer picks a move, then
picks a countermove by its opponent, Depending on the difficulty level, the computer continnes
makang moves and countermoves. At some point, it evaluates the board to see how many pieces
pach side has, and what sort of posttion the pieces are in. The compuater does this for various
combinations of moves and picks the move which will be most advantageous of itself, assuming
that its opponent will do the same. Alpha-beta promng is a techtdgue which is used to reduce the
tanber of moves which must be examined.

The game tamber determities how maty "plies" deep the computer goes in the tree. One " ply"
15 amove by one-player, Techrically, a "move" 15 considered to be two-ply (one move by each
player). For example, in Game | the computer only looks one ply deep. Howewer, if there 13 a jump,
the computer keeps searching until there are no forther jumps, regardless of the zame number,




The computer becomes progressively more intelligent as the difficulty level is increased. At
lewel 1 (Game 1), the computer does no positional checking. [t simply counts the number of pieces
ot the board, giving extra weight to kings, At level 4 and above, all of the positional checling 1z
brought into play, mncluding lang row protection, and center and double corner control,

Difficulty Switches

Right Difficulty Swiich: [rn the "BE" position, the left player in a two-player game, or a single
player in a one-player game 15 "hlack" and starts the zame. Inthe "A" posttion, the tight playerin
a two-player game ot the computer playet in a one-player game is "black" and starts

Awitching the nght difficulty switch when it 15 your turn to play will cause you to trade sides
with the computer. The computer will take over your pieces and make the fnext move.

Lefi Difficulty Swiich: Usze the "BE" position for normal game play. Uge the "A" posttion to
setup the board. In the set up mode, use the left Joystick to place pieces on the board wherever
wou wattt. Mowve the cursor to the sgquare in which you wish to place a piece. It does not matter of
the sguare 18 empty of occupied. Press the button on the Toystick and the pieces of each caolor will
flash i that sguate. When the piece you want is flashing in the sgquare, telease the button. To
contitnie game play return the left difficulty switch to the "B" position.

The left difficulty switch is not "checked" while the computer is working on the next mowve.
This means that moving the switch when the compuater is computing a move has no e diate
effect on the move.




Controls

The Joystick iz used to move the cursor andfor the checkers around the board. The cursoris a
ted ot whate "2" (datk grey or white on a black-and-white television). The color of the cursor
idicates whose turn it 1s. The cursor can only be moved diagonally on the black squates.

To move one of your checkers, push the red controller button when the cursor 1z in the same
sguate as the piece you wish to move, This "picks up” the piece. Then move the checker to the
souare you wish to occupy. To complete the mowve, push the controller button again This "drops"
the piece. Before you have dropped the piece, the computer will allow you to returm it to the
sguate it came from and move a different piece. After you have made wou move, the computer will
make itz move. You can use the set up mode to take back moves or rearrange the board while it 13
FOUL IMOVE.

To make a jump, pick up the piece to be moved, as descnbed. Then move the piece over the
piece being umped to the next empty square and push the controller button. For a multiple pamp,
cottitnae umping by moving to the appropriate sgquare and pushing the button again.

The computer will not allow wou to pick up a piece which cannot make alegal mowe or to move
apiece to the wrong squate. Instead it will make a buzming ot "razzing" sound. If you must jamgp,
the letters "JP" for JUMFP will flash at the top of the screer, as shown in the diagram,

When the left difficulty switch iz i the "a" position (set up mode), the left controller button is
uszed to select the piece to be placed in each square. First move the cursor to the desied soguare.
Then hold the controller button down of press it several times until the desired piece appears,

Mote that the computer will automatically convert a piece to a king when it 1z placed in the
appropriate king rowr.




Here are some inportant points to remember when playing:
1. Ty to control the center of the board.
2. Protect ywour king by keeping pieces it squates 1 & 3 or 30 & 32,

3. Ty to obtain the first king and then make zood use of it

4. Set up seres of jumps that leave you one o two men ahead (called 2-for-1 shots, 3-for-2
shots, ete).

5. When ywou are ahiead, trade dowry, since tao kings can win against one, Whern you are
behind, avoid even trades.




VIDEOQ CHESS(TM) (1 PLAYER)

It's your 22nd move of the game. Your defense 15 set
with a tight Fing positiorung, Vou move i your Cueen and
capture the opponent’s Rook — his only defense —
“checkmate.”

aharpen your wits and get ready to become a “master”
with Video ChessiTa. [ts you against the compuater it one
of the most sophisticated approaches to the classical
thinking man’s game,

Checlimate!

&z one of man's oldest wat games, chess is believed to have originated in India between 350 to
400 AT The first wntten record of the game was in 700 AD. There are many vanations of chess
played throughout the woild.

In atiy chess game, the object 15 to capture the opponent's kang.
The computer sets up the pleces on the board in their proper order. Each player heging with 16

pieces: one kngfone queenftwo raoks/two bishopsfwo knightsfeight pawns. Each piece has a
distinictive move which is particular to itself




King: Vour most inportant piece for surnving the game. The king is not very mobile since he
may only move one sguate at a time. He may however, move in any direction: on the rank
(sideward), on the file (forward or backwrard), or dlagonally. Al other pieces should be sacrificed
when necessary, to save the lang. The computer will not allow the king to move to a sgquare which
15 under attack by an enemy plece.

Queen: The queen iz the most mobile and versatile piece on the board, and therefore the most
powerful Bhe moves in any direction (on the rank on the file, or diagonally’), as many open
sguares as deswred. The gqueen combines the powers of the rook and bishop,

Rook: The rook moves on the rank o file (forwrard, backwrard, sideward) as many open squares
as desired, The rook 15 usually considered nexd n nportance to the king and queen.

Bishop: The bishop moves back atnd forth in a diagonal line, and may be moved any moumber of
opet squares, The two bishops on each side are set up so that one is tied to the light blue squares
and one is tied to the dark blue squares throughout the game. A bishop 1s considered shghtly
mote inportant than a knight, depending on the it's board position.

Enight: The knight moves not on a line bt from pomt to point, following the " one up and two
actoss" or "two up and one across" pattern shown in the diagram. The krght is umgue in that it
caty ot be blocked, but can jump over other pieces provided it's destination 1z an open square, of
ofie i which it can take and capture an opponent's piece,

Pawn: The pawn moves straight ahead one square at a time, and cannot move backaard, Only
of1 it's iutial mowve can the pawn adwvance two squares, if desired. The pawn may capture opponent
pieces by taking them on a diagonal move, which is the only time the pawn may move diagonally.
(With one exception, see DOUBLE MOVES - "eni passant. ") Although the pawn 15 sometimes
considered the least important piece, it 1z the "foot soldiet" of chess and can be vital in holding
territory.




Pawn Promoetion: If wou advance a pawn safely to the last or erghth square (e1ghth rankl) on
the opposite side of the board, it may be "promoted" to any other piece except alang. The
computer will automatically promote your pawn to a queen since it 13 the most powerful piece.
However, by putting the left difficulty switch in the "a" position and pressing the red controller
buttor, you can exchatge your new gqueet for any other plece except aking,

Capiuring Pieces: Pieces (except pawns) capture in the same manner as they move. If any
squatre that a piece canmove to 15 ocoupied by an enery urat, that vt can be captured. The
captured piece 1z permanently removed from the board, and the captuting piece occupies that
space. Captunng iz optional - you are not required to capture when able to.

Pieces are not allowed to displace or capture preces of thewr own color. When capturing or
moving, none of the pleces are allowed to jump over other urits, except the kmght. Traditionally,

the capture of the king is never actually carried out. If the king 15 under attack but has room to
egcape, it 15 said to be i "check " The Video Chess(TM) computer has a very distinet way to show
whet a king 15 1n check which you will see dunng the course of a game. Ifthe kang 15 attacked and
there 18 fio way to escape, it 15 said to be "checkmated," and the game ends.

Douhle Moves: There are two "double moves" allowed in the game of chess. One 15 known as
"oagthing" the other 1z khown as "en passant." The Video Chess(ThD computer may use either or
both duritiz the course of a game, and you can also:




Castling - Castling can be an offensive or defensive move. To castle, the squares between
the king and one of the rooks must be clear. The king or the rook may not have been
moved previously. This move protects the king and mowves the rook to the center of the
board where it can be more effective.

Whern ywou have set up the board as described, move your king two spaces to the right or
left (depending on which way you are castling), and push the red controller button. The
computer will automatically bring the rook around the king, thereby completing your
castlitiz move. The computer will then thank ite next mowve.

If vou move the kang toward the rook onits side of the board it 45 called "casthng to the
king's side " If the king iz moved toward the queen's side, it 1z called "castling to the
queen's side "

& player may not use the castling move when the king iz 1 check Hor may a player castle
to the king's side of any of the squares between the king and the rook are threatened. The
former exatnple 15 called " casthng out of chieck"; the later example 15 known as "castling
actoss check”

NOTE: If, after settingz up a chess problem, your wutial move 15 to castle, the computer may not
accept it ag alegal moswve.




En passant {in passing) - This move 15 used to counteract the enemy pavn's tutial double
move o1 a adjacent file. To carry out the en passant ywou muast advance your pawn to the
fifth rank. YVour opponent then has the option of mowving his or her pawn one square
(where 1t would be under attack) or two squares. If you opponent elects to move two
sguares, the en passant move allows you to take that pawn by diagonally movitg your
pawt to the sguare that was skipped over.

The en passant capture muast be made inenediately, meaning when the oppottunity 1s first
avallable, or fiot at all. It cantiot be executed at a later turn

NOTE: There may be some occasions where the computer will not allow you to use en passant
to mowe out of check. If this should ocour, use the set-up move to complete the move.

Difficulty Switches

Right Difficulty Swiich: In the "A" position the computer plays the white pleces, and moves
first. Inn the"B" position you play the white pieces and mowve first. The color of the namber at the
top of the playfield (alzo denoting slall level) will tell wou which color you're playing. If it 18 white
for example, you're playing the white pieces.

Left Difficulty Switch: [t the "A" position this switch allows you to set up the board any way
wou want for a particular problem or situation. Llove the cursor to the square where you wish to
place a patticular piece. Each time you press the red controller button, the computer puts a
different piece on that square, starting with the computer's lang and cyching through the player's
pawt. When you have placed the piece you want on the board, move the cursor to the next
posttion and repeat the process.




Usze the JToystick Controller to move ywour pieces around the board. Iove the cursor (the
flashing X to the piece you wish to move and push the red controller button. That piece will begin
to flash and you may then move it in any direction. To release the piece, push the red controller
button again,

I[FYOUR ATTEMPT TO MARKE AW ILLEGAL MOVE, THE COMFPUTER WILL MAEE A
WARNING S0UND AND WILL DISALLOYW THE MOVE.

After wou have made your move, the cursor will appear i the sgquare from which you moved
and the piece you moved will continue to flagh for a moment until the computer starts to " think"
its move. When the computer shows its move, the cursor will be shown in the square from which
the piece was moved,

The computer always plays the pieces at the top of the screen, ywou always play the pieces at
the bottom of the screen. In some cases, the computer will play the white pieces (from the top of
the screen) and will move first.

To remove apiece from the board, place the cursor over that piece and cyele through past the
playet's pawn. An 2 will appear atd that piece will be removed from the board. When you have
the board set up the way you want it, set the left difficulty switch in the b position and begin play.
At thiz point you must move first, whether or not the nght difficulty switch is in the "A" or "B"
position.




sldll Levels

Thete are seven progressively more difficult skill levels (Levels 1 through T i Video
ChessTh and one level for beginners (Lewvel 21, As the levels increase from | to 7, the computer
will take lofiger to compute its next move. The times listed below for each Skill Tevel are an
average, sitice the length of time will depend on the complesty of the board and the level chozen.
Lewel 2 1z an excellent game for beginners to learn the moves, as well as some of the strategies of
the game.

Lewell- 15 seconds Lewel 5- 3 i, 15 2ec.
Level 2 - 30 seconds Lewveld - 12 minates
Level3 - 45 seconds Lewel 7 - 10 houts
Lewel 4 - 2 ity 45 sec, Lewel® - 10 seconds

NOTE: Length of time on some of the abowve Skill Levels may vary.

&3 a closing note it should be pointed out that there are various books which give more
detaled descriptions of the game of chess. Such books may give you more insight into the game's
wide tange of strategies. We suggest gomg to your local ibrary or book store of you wish to study
the game further.
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CAVERNS OF MARS(TM) (1 OR 2 PLAYERS)

LIARS HAG DECLARED WAR ON TEREREA V! Martian
galactic fleets surround the planet and are demanding its
surrender! Luckily, one space fighter has escaped to
challenize MWlars.

The Terra IV High Command knows that your fighter,
the HELICON VII, is the only space fighter equipped to
wrvade the Martian Headguarters deep withun the Caverns
of hlarsiTaD). ¥ou have therefore been assigned the
dangerous mission of sabotaging the Martian defense system by activating thew deadly fasion
bomb. Thiz bomb, once activated, will lewel Martian Headeguarters within a matter of seconds.
Unless you have reached the surface hefore time mins out, you will be destroyed with their
headiuatters.

Your orders: ACTIVATE THE FUSION BOME I THE MARTIAN HEADQUARTERS AND
GET OUT!

Martian Defense System

Before starting wour missior, you need to kow about the Martian cavern defense system.
According to interplanetary intellicence, it is extremely difficult to reach Mattian Headguarters.
Vou st get through different levels, each with its own obstacles. Scouts have spotted the
following defenses that wou may have to destroy.




Fuel Tanks

atationary tanks desizgned to hold precious rocket fuel. Yo must take time to destroy them to
refiael your ship.

Transmitters
atationary objects that signal Martian Headguarters of mitraders,
Creon Rockeis
High speed rockets designed for cavern defense.
Pyxilas Rockeis
Fuel tankers designed to refuel Creon rockets,
Laser Gates

Energy zates designed to prevent your further descent, Your lager torpedoes have no effect
ot them at all and any contact will instantly disintegrate your fighter. Intelligence reports indicate
that zome ate predictable, bt others open and close at random.

apace Mines

Groups of deadly mines that crisscross the narrow cavern passageways. Thetr movements are
unpredictable and you must destroy or dodge them. Any contact with a space mine destroys your

fighter.




Fusion Bomb

The ultimate Martian weapon ludden deep within the caverns. You will be able to land onit to
atin 1t without being destroyed. Its timer, once set, cannot be deactivated.

Refueling

Caverns 1 Through 5

At the begirming of each bfe, you are given 99 units of fuel. Your fuel amount 15 shown at the
bottom of the television screetn. As you travel through the caverns, you use up units of fuel If
wou run out of fuel, youlose one hife.

Your shup 1z equipped to abzorh the dissipated fael from any Mattian fael tank or Pyas rocket
vou destroy. As ywou are cut off from any friendly bases, this 15 the only way you can get fuel.

Mote: The marinoam fuel load your spaceship can carry 18 P9 uruts,

The Base Level

There ate no ohjects to destroy it the Base level Depending on your skill level, you are
allocated a certain amount of fuel for your escape. You will use one unit of fuel every second
durinz your escape with no way to accumulate more.

ol Level Fuel Allocafed For Bscape
Mowice 30 Utuits
Filot 55 Uruts
Watrior 15 ruts
Zofrumatider BE Utits




Controls/Game Play
Uze your Joystick™s fire button to start the game.

Your Toystick is used to move your spaceship theough the caverns by pressing your Joystick
up, dowry, left or right accordingly.

Pregs the fire button to launch your laser torpedoes,

Understanding The Screen And Your IMission

Your spaceship 15 positioned at the cavern entrance near the top of the screen. The score
counter, cavern level fuel counter, and the ramber of remaining lives are displayed across the
bottom of the screen.

BCORE counts points dunng an mvasion, and ©1 23 45 BASE” shows the different cavern
lewrels (of which the rightmost black number designates the current cavern lewel). The shup icons
show your namber of lives, and FUEL shows the amount of fuel left to complete your mission. You
are allocated 99 urits of fuel at the beginning of each life.

Therte are from two to five caverns to trvade before reactung the Martian Headguarters. The
ramber of caverns depends upon the skill lewvel at which you are playing. Once you reach
headouarters (also called the Base), wou must activate the fusion bomb and retrace your path to
the sutface. If you reach the sutface before the bomb explodes, you are placed at the cavern
efitranice to begitn another invagion. ¥You can invade the headouatters and escape to the suiface a
mazimum of five times. Howesver, if the homb explodes before you reach the top of the caverns,
FOUL this 51011 15 OVEL.




Your missionis not as easy as it may look; there are limits imposed on your spaceship. You are
given a hndted ammount of fuel for each life, Vou lose one bfe whenever your fuel supply runs out,
Crashinz into a cavern wall or a Martian object will also cost you one Ufe, If vou are invading a
cavern when you lose alife, your spaceship 15 placed at the beginning of the cavern where wou
lost that bfe. If, on your descent, voulose all your lives, the GAME OVER display appeatrs on the
SOrE et

selecting A Skill Level

Before beginnitiz a game, choose a skill lewel. Press the SELECT button on yout
ATAR A ashback Iy Classic Game Console one of more tunes until the desired shall level 13
dizplayed at the bottom of the screen.

There ate four slall levels from which to choose: NOVICE, PILOT, WARRIOE, and
COMMANDEE. Each successive level mncreases in difficulty by adding a new cavern:

HOVICE Caverns 1, 2, Base
FILOT Cawverns 1,2, 3 Base
WARRIOR iaverns 1,2, 3, 4, Base
COMMARDER Cawverns 1,2, 3, 4 5 Base

Beginn with the HOVICE level to acquaint yourself with the game and get used to maneuvering
wour spaceship, Once you have mastered the HOVICE level, o o to the more difficult levels.

O successive escapes, the cavern display moves faster making it more difficult for you to
matieuver your space fghter. This is trae at all slall levels.




SCoring

You score points for every Martian object destroyed and for the distance you travel through
each cavern. At the end of the game both wour score and the lugh score are shown,

The Iattian objects i Caverns 1 through 5 are divided into two color groups: red and whate,
Each color group has a different value as shown below:

White Objects Worth 200 Foints
Creott Bocket

Fadar Tranamatter

apace Mine

Fed Objects Worfh 150 Faints
Fuel Tank
Pymaas Rocket

POINTS FOR DISTANCE TRAVELED

You also score points for the distance you travel through each cavern. The deeper the cavern,
the more pomts you score. Listed below are the points earned for traveling through each cavern in
a single life:

Cavern | 1220 points
Cavern 2 000 poits
Cavert 3 2540 points
Cavern 4 5120 points
Cavern o B0l poits




You don't score points for flying in or out of the Base level

Diice o leave the Base lewvel on your escape to the suface, you begin scoring pomnts again,

Mote: The scores for each slall level will differ sreatly because the number of caverns differs for
rach shill level.




QUADRUN(TM) (1 PLAYER)

A ATARD orginall Atard’s first 2600 video game to
hawe Voice Synthesis.

Long ago, the peaceful land of Quad was iwrvaded by
ctiael Captors who rounded up all the helpless inhahitants
and imprisoned them in cages. The Captors called thesr
prisotiers "Runts" . And the name has stuck. How you've
come to Cuad to rescue the Funts and destroy thear
Captors with your special weapon: phaser balls,

Defend the (Juad!

Your weapon: phaser halls - Shoot the Captors with a phager ball, then nan to the opposite
sector and catch the phaser ball so that you canreuse it Be quick and accurate: you have only
three phaser balls with which to destroy the Captors. The zame ends when you lose all three
phaser balls,

Running around the quad - The Ouad consists of four sectors, with a Funt cage i the center.
You can run to any sector on the screen. But to switch from a vertical sector to a honzontal sector,
of vice versa, you must touch one of the side walls.

The had guys: the capiors - Thetre are five Captors per wave. Each wave begins with the
CuadtoungThG voice, and each wave features a different type of Captor. Captors patrol the quad
vertically. ¥You can shoot at Captors only while you'te in the vertical sectors. If a Captor crashes
iito you, you lose a phaser ball,




The good guys: the Runis - Funts escape from the center cage and race madly left or nght
toward thew doom: an electrified toaster grid. Catch each Bunt before it runs into the grid or it wall
fiir. Vou can cateh Bunts only while ywow're in the horizontal sectors.

Don't let the critter counter disappear! - The whate line located at the top of the screen is the
Critter Counter. Every time ywou fai to destroy a Captor or fad to catch a Bunt, the Critter Counter
decreases i length. When 1t disappears, the game ends.

Crazy Crazed Wave - After vou complete five waves, you begin the CRAZED WAVE. At the
statt of the CRAZED WAVE, the Crtter Counter returns to its full length and ywou recerve bonus
pottits for all remairing phaser balls. Dunng the CRAZED WAVE, ywou face constant attacks from
arandom assortment of the five types of Captors.

Hints

® When a Brat Captor attacks, nan to the opposite side of the screen and "lead 1t on" 1 order
to destroyat.

® When a Yo-Yotushes out, o to the spot where it first appeared and wait for it to return -
like a yo-wo, it always comes back to where 1t started. Then hit 1t with yvour phaser ball
If wow'te not in a hornzontal sector when a Bunt escapes from its cage, hut the closest wallin
otrdet to move gquickly itto the honzontal chatinel and catch the Bunt.

If you have only one phaser ballleft and a Captor 15 about to cragh into you, fire the

phaser ball (then zo catch it so that you won't automatically lose it.
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To-Tos

MNaods

BErats

Each completed wave

Each saved Eunt

1 Phaser ball at begitiung

2 Phaser balls at the begmnng
3 Phaser balls at the beginning
Destroy every Sth

10 points

S0 points
200 pomts
500 points
1000 points
1000 pomts
100 points
2200 potts
5000 pomts
10000 points
1000 points




SABOTEUR(TM) {1 PLAYER)

Aaboteun T was developed as a prototype by ATARI
and never released to the public until nowl

You ate Hotot, a cybernetic bfe form from a serene
planet in a distant galawey. Unfortunately, evenin a galawy
far far awray not everything is as peacefisl as it first seems,
for Hotot has discovered an alien sassile base hudden on
hig planet. Llanned by strange blue aliens, these evil intnaders are using vour planet as a
lavnichung site for their deadly wathead which is posed to destroy the galay's power source. With
the help of the birdlike Gorfons, you must destroy the warhead, and prevent the destraction of the
galaxy! Good luck Hotot. ¥ou are the Baboteur.

=9 E3 HTHEI

Hotot To The Rescue

You have three sussions to successfully defeat the strange blue aliens and their plans, each
ofie representing different stages of rocket constraction.

Rocket Construction Site — Vour first mission takes place on catwalks hugh abowve the rocket
launch site. Here Hotot must prevent the launch rocket from being completed by shooting the
cofistraction robots. There are three different types of aliens that come across each catwally learn
to identify them so you can gquickly tell friend from foe.




{ofile Consfrucfion Robofs - Qotile Constraction Eobots nan left to nght across the
soreety, cattying parts to help budd the rocket. If a Construction Robot reaches the rocket
at the far right of the screery it will be raized one step.

Tars Flies - Also manning the catwalks are Var Flies from Planet I these poor aliens hawve
been enslaved by the Qotde to kelp build the rocket. These glant insects act exactly like
the Constraction Eobots, so take them out asg well.

Master Robof - The Master Eobot slowly moves along the top catwalk, This robotic
overseet will shoot bullets at both vou and the Gorfons, so try to take it out as quickly as
possible. Unfortunately the Master Robot can never be permanently destroyed, and will
appeat again after a few seconds,

Gorfons - These squat vellow birdlike creatures are your ondy friends in the alien complex.
Fotfons rman back and forth along the catwalks just ike the Qotde Constraction Robots,
only nstead of adding pieces to the rocket, they steal them. Each time a Gotfon
successfully reaches the rocket, it will be loweted one step. Ty and protect the Goifons
from the deadly Master Bobot.

Warhead Factory — After successfully sabotaging the launch rocket, Hotot mast now attempt
to dizarm the wathead. The wathead pieces are being carried on the conveyer belt at the bottom of
the sereen, but Hotot cannot shoot them directly. The Qotile have mstalled Photo-Phasic shielding
ovet the comveyet belt to protect the pieces from Hotot's laser blasts. To make matters worse, the
Ilaster Bobot from the Launch Site hasg followed Hotot and 13 now attempting to eliminate the
secunty threat (1.e. you),




Although all seems hopeless, Hotot has one chance to destroy the warhead pleces. Heans
inndicate that the Master Robot's shuelding is modulated at the same frequency as the shielding
ovet the comveyer belt. If Hotot can deflect hus lasers off the Master Eobot, they should be able to
penietrate the conveyer belt's shielding and destroy the wathead pieces. Not content to just let
wou use hith as a ticochet target, the Ilaster Eobot has released security drones that will bounce
arounud the chamber uatil they collide with Hotot,

Hotot only has a lindted amount of time before the wathead is assembled. If all the pieces are
successfully eliminated the wathead will self destract and Cytomia will be saved. Howewver if Hotot
failz to destroy all the wathead pieces before the timer rang out, he be forced to destroy the
wathead it a ofie on one battle,

Warhead Showdown - If Hotot was unsuccessful in preventing the warhead's constraction,
he'll have one last chance to destroy it before it detonates, Thanddully the wathead ondy has
mdtutmal shieldings and can be destroyed in one shot. Unfortunately the wathead comes armed with
an advanced defensive matrix that will attempt to hold off Hotot at all costs, [FHotot takes ton
long to destroy the wathead it will escape into space and destroy the galaoy. Don't et this happen!

Each time Hotot successfully destroys the wathead or the wathead escapes he will go back to
the launch site, and the zame play will continae at a more difficult level

Launch Site - The Construction Eobots, Var Flies, and Gorfons move much faster, making
them hatder to bt (or avoid). The Master Eobot shoots more accurately, and his bullets will hegin
bouncing back up once they reach the bottom of the screen. At the hugher levels small bullets will
begin to appear on the left and right sides of the screen and chase Hotot down.
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Warhead Assembly - The Master Eobot shoots more bullets. The warhead pieces move faster.

Warhead Battle - The wathead thowes faster and shoots more bullets.

{(ame Yariations

Usze the SELECT button on your ATARRFlashback 2 Classic Game Conscle to select
otie of the four following zame varations:

1 —Hotmal: This 15 the default difficulty.

2 - Hard: The Dhlaster Eobot's bullets will begin reflecting off the bottom of the screen. Speed
ihcreases a bit.

5 —Dafficult: Hide bullets appear, Overall speed mcreases a little,

4 —Inzane: Bide bullets appear and move faster, Master Robot's bullets hegin reflecting, speed
increased greatly.
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Controls
Uze your Joystick’s fire button to start the zame.

At the Rocket Constraction Site, press wour Joystick left or right to move either left orsight. To
fire, press wour Joystick’s fire button while simultaneonsly pressing the Toystick up or down to
shoot up or down.

At the Wathead Factory and Warhead Showdown, press your Toystick up, dowr, left or right
to mowe i1 the same direction. Press ywour fire button wlile aimung the Joystick up, down, left or
right to fire i1 those directions.




SPACE WAR (1 OR 2 PLAYERS)

Take the controls of a sleek starshup, Trek for hght
wears with a flick of the joystick. Penetrate the boundaries
of stranze galavies. Beware the gravity of a strange sun.
Ditve itrvizibly theough hyperspace.

Blast through 17 zames and variations as you make the
urdverse a better place to lve inl

Controls

Tust like learning to deive a cat, it takes a bit of practice to learn how to control your 3tar Ship
dutitig Space War and Space Shuttle games, Pushing up on your Joystick will engage ywour ship’s
thrust, while pushing down will send you m to hyperspace! Pushing left or nght on your joystick
will tnove your stup left or right accordingly.

space GGlossary

apace Combat and Shuttle game playfields are charactenzed by different " galay" wartations,
The following descriptions will tell wou what to expect when a game features any of these
variations.

Galaxy Boundry

In some galaes your Star Ship cannot penetrate the playfield boundaries and will instead
bounce off the edges.




Dlowve wour Star Ship off one edge of the Galawy Boundary and it will go mto Warp Ditve and
teappear o the opposite side. For example, move your Btar Shup off the right edge and 1t will
reappear o the left edge.

Apace Sun

Fight the pull of gravity from the sun i the center of the Space Galay. In some games your
atar Bhip will explode from exposure to the extreme heat and reset to the starbing position.

Hyperspace

Pull your Toystick towards you. Your Star Ship goes into Hyperspace and becomes thvisible.
When i Hyperspace, your Star Ship uses more fuel [t is impossible to be hit by your opponent’s
missiles or to colide with the Space Sun while in Hyperspace. To make your Star Ship drop out of
Hyperspace and reappeat, pull the Joystick towards you.

Atarhase

Ilake contact with the Stathase at the center of the galawy to refuel and resupply your nissiles.
Your missile and fuel gauges at the top of the playtield will reflect resupplies as your Star Ship
resets to the starting point.




May the force be with you!

You and ywour oppotient blast off into space. Each player controls one Star Ship with the
Toystick Controller. The object 15 to scote poimnts by shooting wour opponent's Star Bhip with
missiles fired by the red button on your Joystick Controller, Aim the nose of your Star Ship in the
ditection you want to five. Bpace War games last ten sunates of until one player scotes ten points,
Flayer's scotes appear at the top of the playfield and are colot coordinated with the Star Bhips. The
taro lines to the right of your score refer to fuel and missile supply. The top line is the fuel gauge,
the bottom bne is the amount of fissiles remaitung. Each player begins with eight missiles, Once
the arzenal 15 depleted, the game will automatically reset each player with eight motre missiles
OHLY when both players are out of rdssiles. In most War games, fuel cannot be resupplied. In
games 6 and 7, players can refuel and resupply nuzsiles by doclang with the Starbase Fuel 1z uged
by adding "thrst" to your Star Ship of by putting your Ship into Hyperspace.

GAME 1

It's war i1 space as two players attempt to score 10 points first. Vou have Galaoy boundaties in
thiz gatne.

GAME 2
Engage in combat i a galawy which features Galay Boundaries and Hyperspace.

GAME 3

Chppose your space oppotent in a galay which has Warp Dyive. Use Hyperspace as a
defensive move.




The Space Sun i the center of the galaor exerts gravity during combat. Avoid your opponent
ot collision with the Space Bun by using Hyperspace. You alzo fight within Galawy Boundares,

GAME 5
The Space Sury, Warp Drive, and Hyperspace are the features of the galaoy playfield.

GAME 6

You can refuel and receive more massiles at any time dunng this game. Steer your Star Ship to
the Stathage. This galawy also features Galawy BEoundanes and Hyperspace.

GAME T

ateer your Star Ship to the Starhase at any time during the game to refuel or receive more
missiles. Thiz galawy also features Warp Ditve and Hyperspace,




SPACE SHUTTLE GAMES

If yrou have mastered the eatly zames, you ate ready to try Space Shuttle. Connect your Star
ahap with the Space Module to score. Reconunended strategy 1s to first match your Star Ship's
speed to the Space MModule's speed. Then slowly maneuver your Star Shap towards the Space
Llodule. During Sloattle games the Star Shups have an unlimdted supply of fuel. In one-player
games, you control one Star Shap wath the left JToystick Controller and compete aganst the clock
You have tenn minates to score a maamuaim ten points. Danng two-player games each player
matieuvers his Star Bhip to score. In two-player games with twro Space Modules, the target Bpace
LiIodule will be the same color as your Btar Shap. First player to score ten pomts or the most pomnts
i ten manutes wins.

2-PLAYER BPACE MODULE GAMES

GAME 2

Two playets each control one Star Ship and attempt to connect with the Module which 15 color
cootdinated with the Bhip. Warp Dirive iz present in this galaoy.

GAME R

Two players each control one Star Ship and compete to connect with the same Space Module,
This galawy features Warp Drtve. GAME 10 Each playet controls a Star Bhip and attempts to
cofect with a color coordinated Bpace Module. Thiz zalawy has a Space Sun and Galay
Boundanes.




GAME 12

Galawy Boundaries charactenze thiz galawy, Each player controls a Star Shap and attempts to
connect to the same Space Module,

GAME 13

Each player controls a Star Ship and attempts to conmect with the Space Module that is color
coordiniated to the Star Ship. Galawy boundaries are featured,

1-PLAYER P ACE MODULE GAMES

GAME 14

O player controls a3tar Bhip and attempts to connect with the Space Module, This galaoy
features Warp Dinive.

GAME 15

& Apace 3un and Warp Drive characterize this space galaoy. One player steers the 3tar Ship to
cofect with the Space Module,




GAME 16

Ot player controls a Star Ship and attempts to dock it with the Space Module, Galaoy
Boundaries characterize this playfield,

GAME 17

& Space Sun and Galawy Boundaries could affect one playet's strategy to connect the Star
ahap with the Space Moduale.

SPACE WAR STRATEGY TIPS

After ywou master controlling your Star 3hip, you're ready to develop game strategy. The

followitig tips showld help you begin your competitive strate sy for Bpace Shuttle and Space War
Fatnes.

P ACE WAR

® Change your Star Ship's position as soon as the game 15 10 the Start position. The mitial
location of the Star Slhips makes it easier for players to score a divect nt.
® Pkeep close survedllance on your opponent's missile supply gauge. Plan your shots so that

yout opponent deletes his magsile supply first, leaving no defenze against your missiles,




® Mote that magsile supplies are automatically replerdshed only when BOTH players have
used all their rassiles: Tse this feature to wou advantage when these three variables ocour
at orice:
Your opponent has no rematting wissiles.
Tou have rethaining missiles.

You are playing in a galawy with a Starbase,

Leave yout opponent without a chance for resupplying missiles by obtaming all of
wour tissiles at the Starhase BEFORE your supplies are completely depleted.

SPACE SHUTTLE

The easiest way to match you Star Ship's speed with the Space Module speed it to first, stop
wour ship. Point it i the DIRECTION the module is travelling. Apply thiast untd the Star Ship and
the Space Module are moving at the same speed. Then move the Star Shap towards the Bpace
Iiodule.

To efficiently make wour Star Shup contact the Module:

®  Vour Star Ship mouast travel at the same speed as the Space Module:
®  Vour Btar Shap must travel in the same direction as the SBpace IModule.

How poit your Ship at the Module and apply thast.




Tourney to the RAZAK saolar system, where the Vars —
mutant house flies — are getting swatted by an ewvil Qotile,
This relentless enemy, hudden belind a protective shield,
fires deadly Drones and Switls at the Yars. Help the Yars
avenge their communityl Jend a Var scout out to break a
path through the shield by eatins the bricks or exploding
them with energy pulses. Then bring out the Zotlon
Carnmon and destroy the Qotile with a well-placed blast.

Playing the game

The primary objectrve of the game 15 to break a path through the shield, and destroy the Qotile
with a blast from the Zoflon Carmon. The secondary objective 15 to score as many points as
possible. See Figure 1 for an explanation of the objects on the playfield.

The shield is the red area in front of the Qotile base. It appears in one of two shapes, as an
archy, of a shufting rectangle. The shueld 1z made up of cells. The Var scout can destroy these cells
by finng at them with energy muzsiles, from any location on the playfield, or by devounng them on
direct contact. (The Zotlon Cannon can also be used to destroy the cells, but this 15 a waste of a
powerful weapon))

Ciice a path has been cleared through the shield, the Zotlon Canmon must be used to destray
the Qotile. To call up the cannon, the Var can either eat a cell, or run over the Qotile.




The Zorlon Cannon appears on the left side of the playiield, and moves m a direct line with the
Yar. This means the Yar1s it its e of fire. [t 15 inportant therefore, to atm the cannon at the
Jotde, five it, and fly out of the way fast!

The Qotile shoots off two weapons: Destroyer Missiles and Bwitls. The Destroyer Missiles
cofne it a more of less constant stream, one at atime. The YVar must do his best to dodge them,
Fertodically, the Clotile transforms into a Swirl. This Swil winds up and mishes off after the Yar A
Swit]l can be destroyed with the Zoflon Cantion by hithing it either at its base location, or i mad-aar.
&g aplayer's score increases, the Swirl becomes mereasingly dangerous.

The ghittering path down the center of the screen 1s the Neutral Zone. This area will protect a
Yar from Destroyer Missiles but not from Swtls. While i the Neutral Zone, a Var cannot five any

energy missiles of his own.

When a Yaris but by a Destroyer Missile, a Switl, or his own Zotlon Cannon, he dies. Each
plagrer has four Yars (tums) to play in a game. Additional Yars can be earned.

Controls

The Yat will mowe i1 whatever direction the Toystick is pushed. The screen "wraps" from top
to bottom, bottom to top. This means that if vou fly the YVar off the top of the screer, it will appear
at the bottom, atd wice versa.

The red "fire" button has two separate fining functions: & will fire an energy missile in the
direction the Var is pointed, or operate the Zorlon Cannon when it 15 on the screen

The red button 15 alzo used to restart turns and games. Press it affer each turn to start a new
"hfe", or continae a successful one. Press it at the end of the game of vou want to play that same
Zafte Version again.




;‘*5 Yars Reveage
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When you destroy the Qotile, or a Swil, there will be an explosion, dunng which the YVar stays
of1 the screen. Use this opportumty to make up your own victory dance. And watch out for the
Ghost of Vars! Vou'll see his mean streals, so stay off it

The Clotile continmally changes colors, The color sequence 15 your cue to the appearance of a
Swirl, and gives you wattung to plan your attack and defense.

If wrou fly over the Qotile az it changes to a Bwirl, it will destroy ywou, 5o he careful.

When you thunk wou are a tough avenget, switch the difficulty to A, and then toy Ultimate
Yars

{ame Variations

GARMED

This 15 the sunplest wersion, a good choice for young children to play. [t features a slow
Deestroyer Missile,

GAME ]
Thig 15 the two-player version of Game [,
GAME 2

This 15 the "normal" game, with two alternating Shield confisurations, plus a Destroyer
Llizsile, and a Bwil traveling at normal speed.




Thig 1z the two-player version of Game 2.

GAME 4

This game features a Zorlon Cannon that bounces off the shield. (Watch out! It can destroy
you o1 its return fight ) There are two alternating Shueld configarations, plus a Destroyer Mlissile
atud a Bwitl traveling at normal speeds.

GAMES
Thig 15 the two-player version of Game 4.
ULTIMATE YARS:

ames O and 7

Ultunate Yars features a bouncing Zorlon Cannon, plus some umasual twists that distingash it
from the other Var games.

First, ywou must bounce the Yar agammst the left side of the screen to make the Zorlon Catnon
appeat. Also, to make the cannon appeat, you need five TRONS. TROHS are urits of energy
which you can collect at the following rate:




1. Eat a cell from the shield: 1 TRON

2. Touch the Qotile: 2 TROMS

3. Catch a Zotlon Cannon shot after it bounces off the shield: 4 TRONS

If a Var bounces of the left side with less than five TROMS, it will not get a shot, but it won't
lose the TROMS it has, either. (Fach time a Varis destroyed, it loses its TRONS), Each Yar has a
capacity of 2535 TROMS. If a Yar fries to take on more than that, it will short out and the Var will
lose all its TROME. The count of TROMS is not displayed on the screen. Yar scouts understand
the count instinctively.

Gatne 6 15 the one-player version of ULTIMATE YARS.

Game 7 15 the two-player version.

SCoring

ACTIVITY POINTS BONTIS
Cell, kut by Mlizsile !

Cell, devoured by Yar e 100 points
Qotide, destroyed

awirl, destroyed it place

awrit], destroyed i mid-air additional ife




HIGH BCORE GAME FEATUEES:

POINTS ACTIVITY

awitl tnples in frequency and sometimes fires mstantly.
ahield turns blue.

awitl returns to normal fregquency but will remain i mad-ar
to but wou. Shaeld turmns grey.

Switl again triples i frequency and sometimes fires
migtantly. Shield turns pink.

70,000
150,000

230,000




YARS' RETURN(TM) (1 OR 2 PLAYERS)

The brand new groundbrealang sequel to the orginal
Vat’s Revenge(Th)!

After enduring countless centuries of tyrany vnder
the nale of the Dotile Empire, the Varians plan an assault
deep within the hive of the Qotile Homewotld. Three brave
Varians are sent to venture deep within the heavily suarded
underground complex of the Qotiles. Thewr ultimate
objective — the Iaster Qotile chambers and to do battle
head to head against the Master Qotides. Once defeated, move your Yarian quickly into the next
complex and seek out another Master Qotile. The Varlans don’t know how many of these nathless
talers exst, but the fate of all the Yarians rests in them defeating the Qotile Empire once and for all.

Playing the game

The primaty objective of the game is to break a path through the shield, and destroy the Qotile
with a blast from the Zotlon Cannon, The secondary objective 15 to score as tmany points as
possible. See Figure 1 for an explanation of the objects on the playfield.

The shield 15 the red area m front of the Clotile base. It appears in one of two shapes, as an
atchy, of a shufting rectangle. The shield 15 made up of cells. The Yar scout can destroy these cells
by fiting at them with energy nussiles, from any location on the playfield, or by devouring them on
direct contact. (The Zotlon Cannon can also be used to destroy the cells, but this 1z a waste of 2
powetful weapon)




An mhihiting Ton Zone 15 on each side of the Qotile. The Yar scout canmot fire within the Ton
zone of on the inside of the lon zone. [t must attack the shield since it can’ fire unless it flies
thiough the [on Zone and stays on the outside of it

Dnice a path has been cleared through the shield, the Zotlon Cannon mouast be used to destroy
the Qotile, The Var scout can only obtain a Zotlon cannon if it eats its way to the wner row of the
shield surrounding the Clotide or by touching the Qotide (when it 15 not a spiral and prepanngs to fire
at the ¥ar scout).

The Zotlon cannon follows at the outer edge of the screen with the Var fly and can be fired
when the Yar is anywhete on the screen. The carmon will ondy five in a straight down or straight
horizontal motior, it does not five at angles,

The Qlotile shoots off two weapons: Destroyer Missiles and Switls. The Destroyer Missiles
cofme it amore of less constant stream, one at atime. The YVar must do ks best to dodge them,
Feriodically, the Clotile transforms into a Swirl. This Swirl winds up and rashes off after the Var A
awit] cati be destroyed with the Zotlon Cantion by hitting it either at its base location, or it mid-air.
&g aplayer's scote increases, the Swirl becomes mereasingly dangerous,

The glittering rectangular path that surrounds the Qotile and his shield is the Meutral Zone.
Thiz area will protect a Var from Destroyer Misgiles but not from Swirls, While in the Neutral Zone,
a Var cannot fire any energy missiles of his own,

Whet a Varis but by a Destroyer Missile, a Switl, or is own Zotlon Cannon, he dies. Each
playrer has four Vars (tums) to play in a game, Additional Yars can be earned.




Vads Relosa

Controls

The Yat will mowe in whatever direction the Toystick i3 pushed. Unlike YVars' Revenge( T, the
screen does not wrap, This means that if vou oy to fly the Yar off the top of the screern, it will he
stopped at the top edge of your screen. This goes for the sides and bottom of the screen as well,

The red "fire" button has two separate fining functions: & will fire an energy missile in the
direction the Var is pointed, or operate the Zorlon Cannon when it 15 on the screen

The red button 15 alzo used to restart turns and games. Press it affer each turn to start a new
"hfe", or continae a successful one. Press it at the end of the game of vou want to play that same
Zafte Version again.

Hints

When you destroy the Qotide, or a Swil there will be an explosion, dunng which the Yar stays
ot the screen. Use this opportundty to make up your own victory dance. And watch out for the
Ghost of Yars! You'll see his mean streak, so stay off it

The Qotile contitally changes colors. The color sequence 1z your cue to the appearanice of a
Swirl, and gives you watning to plan your attack and defense.

If yrona tly over the Qotile az it changes to a Bwitl, it will destroy you, 5o be carefial.

When you thunk vou are a tough avenger, switch the difficulty to &, and then toy Ultimate
Yargl




For Level 3 and above — The speed of the Qlotide’s color rotation and sound effects increases
as it begins to increase the amount of times it fires at your Var scout. Qotile will also begin sending
3 Destroyer Missiles out to vanguish you, Each level after that will also increase in overall speed,
g0 be ready to demonstrate some fast reflexes!

{(ame VYariations

GAME DO

This is the simplest wersiorn, a good choice for young children to play. It features a slow
Destroyer Missile.

GAME ]
Thig 1z the two-player version of Game [,

GAME 2

This is the "normal" game, with two alternating Shield confisurations, plus a Destroyer
Llizsile, and a Bwil traveling at normal speed.

GAME 3

Thig iz the two-player version of Game 2.




Yafs Retora

GAME 4

Thiz game features a Zotlon Cannon that bounces off the shield. (Watch out! It can destroy
you onits return fhght ) There are twro alternating Shueld configurations, plus a Destroyer Mlissile
atud a Bwirl traveling at normal speeds.

GAMES
Thig 1z the two-player version of Game 4.
ULTIMATE YARS:

Games 6 and 7

Ultimate Vars features a bouneing Zoflon Cannon, plus some vimasual twists that distingash it
from the other Yar games.

First, ywou st bounce the YVar aganst the left side of the screen to make the Zoflon Cannon
appear. Also, to make the cannon appear, you need five TRONS. TROWS are untts of energy
which you can collect at the following rate:

1. Eat a cell from the shield: 1 TEON
2. Touch the Qotile: 2 TROMS

3. Catch a Zotlon Canton shot after it bounces off the stueld: 4 TRONS
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If a Yar bounces of the left side with less than five TROMS, 1t will not get a shot, but ot won't
lose the TROMS it has, either. (Fach tine a ¥ar 15 destroyed, it loses its TROMS). Each Var has a
capacity of 255 TROMS. If a Var tries to take on more than that, it wil short out and the Var will
lose all its TROME. The count of TROHNS 15 not displayed on the screen. Yar scouts understand
the count mstinectively.

Trame 6 15 the one-player version of ULTILIATE YARS.

Gratne T 1z the two-player version.

Scoring
ACTIVITY POINTS BONTS
Cell, hit by Missile e
Cell, devoured by Var ! 100 pioints
Qotde, destroyed
Switl, destroyed in place
awit]l, destroyed i mid-air additional life

HIGH SCORE GAME FEATURES:

POINT:S ACTIVITY
20,000 awit] triples i frequency and sometimes fires instantly.

’ mhield turns blue,
awit] returns to normal frequency but will remain m mad-air
to kat you. Shield turns grey.
awitl again triples i frequency and sometimes fires
mstantly. Shield turns pink.

150,000

230,000




Bonus Material

Dorit watch TV tonight.

Playat!

ATARl® Flashback 2erwn Retro ATARle Flashback 2Ty
Style Advertisement Wallpaper (10242 res)




Don’t watch TV tonight.
Play it!

We're the games vou play on your Atari is bringing back the fun you
own TV sef. remember, with a sophisticated unit
We're the ATARI® Flashback 274, that hooks up to vour television in

(Remember "Pong®?" The Atan a matter of seconds.

26007 Greal games ke Combatm The ATARI® Flashback 2T feat-
and Asteroids®? Well, they're back urcs a greafer selection (40 different
again!) games, over 3 game vanations

and opfions!)

[t's adventure games. It's action
games. It's mind games. It educaies.
It entertains.

[t can be plaved by one plaver
(against the computer), two plavers,
3ord.

[t's the sysfem that's especially
designed to provide a quick and easy,
no hassle setup on any television.

[Immerse your self in the original
colors and sounds with a vibrancy
and clarity never experienced before.

We pride ourselves in bringing vou
wames that are just as fun 1o play
now as they were almost 30 years
ago. Easy to leamn, yef hard fo
masicr.

[t's the ATARI¥ Flashback 2™,

And if someone in vour family
hasn't asked for us vet, get ready.
Thev're going to,
RICRE (Wb MES.

ATAR I
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TECHNICAL SUPPORT
(U.S.& CANADA)

Help Via the Internet

Up-to-the-trunute techiical information about ATARI products is generally avalable 24 hours
a day, T days a week via the Internet at:

www.atarisupport.com

Through this site youw'll have access to our FAQ (Frequently A sked Chuestions) documents,
out Hints/Cheat Codes if they're available, and an E-Ilail area where you can get help and ask
guestions if you do not find youwr answers within the FAC)

MNote: I the event we must send pow a Hing Sheef, FAQ document, pafch or update disc via
E-mail, we may require verifiable consent from a parenf or guardian in order fo profect
children’'s privacy and safefy online. Consent Forms are available af the web sife lisfed above,

Help Via Telephone in the United States & Canada

Fot photie assistance, call ATAR] Tecluucal Support at (425 951-7170. Oy Interactive Voice
Fesponse system 15 generally avallable 247, providing automated supportt solutions unme diatelsy.

Thig congole-based product has avtomated support, which includes information such as game
play tips, information on Control Fleys, possible Cheat Code combination keys, and mstractions
for finditiz secret screens andfor additional game lewvels (if these type of items exst and are made
available for this particular product).

Live suppott i3 generally available Monday through Friday, £:00 AN until 6:00 PRI (Pacific
Time). Hote: We may be cloged onmajor holidays.




Terms And Conditions

IMPORTANT — BREAD CAREFULLY: Please be sure to carefully read and
understand all of the terns and conditions described in this agreement between you and ATART,
Inc. and ite affilated compares (C"Company™). By using the ATARI®Flashback 2(TM) Clazsic
Gatne Console atnd the software zames included therein (the “Product™), you agree to be bound
b the terms and conditions of this agreement. If vou do not agree to the terms and conditions of
this agreement you may not use the Product and yvou must return the Product within 15 days of
putchase.

COPYRIGHT

The Product 1s protected by copyright laws and international copynght treaties, as well as
other intellectual propesty laws and treaties. Al title and copyrights in and to the Product
(irnchadings but not hiated to any unages, photographs, ammations, wideo, muasic, text and
“applets” incorporated into the Product) and any printed matenals accompanying the Product are
owned by the Compaty of its leensors,

GRANT OF LICENSE

The Company grants you a imited, personal, non-exclusive lcense to usge the Product i the
manitiet described in the user documentation. The Compatiy reserves all rights not expressly
gratited to you in this agreement.

PERMITTED USES

You may permanently transfer all your nghts under this agreement, provided you retain no
copies, you tratnsfer all of the Product (including all component parts, the media and printed
matenals and any upgrades) and the recipient reads and accepts this agreement.

Next N




RESTRICTIONS

1. Yo may not delete or obsoure any copyright, tradematk or other proprietary notice on the
Froduct or accompanying printed matenals.

2. Youmay not decompile, modify, reverse engineer, disassemble or otherrise reproduce the
Froduct.

3. Youmay not copy, rent, lease, sublicense, distribute, publicly display the Product, create
dertvative works based on the Product or otherwise conumercially exploit the Product.

4. Yo may not electrordeally transmut the Product from one console or other platform to
another or over a neturotk.

TERMINATION

Thiz agreement iz effective until termunated. Vou may termitiate thiz agreement at any time by
destroying the Product. This agreement will terminate automatically without notice from the
Comparny if you fail to comply with any provisions of this agreement. All provisions of this
agreement as to warranties, imitation of hability, remedies and damagzes will surnve terrunation.

LIMITED WARRANTY

The Compaty warratits to the orginal purchaser that the hardware for the ATARIBEFlashback
ATMIClassic Game Console shall be free from defects i material and workmanship for a period of
mitiety (P90 days from the date of purchase (the “Warranty Period™). If this product is determined
to be defective dunng the Warranty Period, vour remedy shall be limited to either repair or
replacement, at the Company’s option, of the Product. You st call 1-425-851-7170 to recetve
mnstnactions to obtain repattfreplacement services.

Previous Next




THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH
PRODUCTS NOT S50LD WITH THE ATARI®FLASHBACK 2TM CLASSIC GAME CONSOLE
OR OTHERWISE AUTHORIZED BY ATARI FOR USE THEREWTTH (INCLUDING BUT NOT
LIMITED TO NON-LICENSED HARDWARE DEVICES AND POWER SUPPLY SOURCES) OR
OTHERWISE NOT COMPATIBLE WITH THIS PRODUCT (INCLUDING LEGACY
HARDWARE DEVICES); (b) IS5 USED FOR COMMERCIAL PURPOSES (INCLUDING
RENTAL) OR IS MODIFIED OR TAMPERED WITH,; (c) IS DAMAGED BY ACTS OF GOD,
MISUSE, ABUSE, NEGLIGENCE, ACCIDENT, WEAR AND TEAR, UNREASONABLE USE, OR
BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WOREMANSHIP; (d)
HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED; OR (e) HAS HAD
THE WARRANTY SEAL ON THE CONSOLE REMOVED.

THIS WARRANTY DOES NOT COVER PRODUCTS SOLD AS IS OR WITH ALL
FAULTS, OR CONSUMABLES (SUCH A5 BATTERIES).

PROOF OF PURCHASE IN THE FORM OF A BILL OF SALE OR RECEIPTED INVOICE
WHICH IS EVIDENCE THAT THE UNIT I5 WITHIN THE WARRANTY PERIOD MUST BE
PRESENTED TO OBTAIN WARRANTY SERVICE. REPAIR OR REPLACEMENT AS
PROVIDED UNDER THIS WARRANTY IS THE EXCLUSIVE REMEDY OF THE CONSUMER.

This warranty gives you specific legal nghts, and you may also have other rights that vary
from state to state o province to province. This warranty is only walid in the United States and
Canada.

TO THE FULLEST EXTENT PERMISSABLE UNDER APPLICABLE LAW, EXCEPT FOR
THE EXPRES S WARRANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL
WARRANTIES, EXPRESS OR IMPLIED, INCLUDING AND WITHOUT LIMITATION, THE
IMPLIFD WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE AND NON INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY SET
FORTH ABOVE, THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY
REPRESENTATION REGARDING THE USE OR THE RESULT'S OF THE USE OF THE
PRODUCT IN TERMS OF ITS CORRECTNESS, ACCURACY, RELIABILITY, CURRENTINESS
OR OTHERWISE. 5OME JURISIDICTIONS DO NOT ALLOW THE EXCLUSION OF OR
LIMITATIONS ON IMPLIED WARRANTIES, 50 THE ABOVE EXCLUSIONS AND
LIMITATIONS MAY NOT APPLY TO YOT.

P8 Previous m Next I8




LIMITATION OF LIABILITY

IN NO EVENT WILL THE CORMPANY ORITS EMPLOYEES OR LICENSO0RS BE LIABLE
FOR ANY INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DARMAGES,
OR ANY DAMAGES WHATS OEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR
INJURY TO PERSON OR PROPERTY, FOR LOSS5 OF PROFITS, BUSINESS
INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF PRIVACY, FAILURE TO
MEET ANY DUTY AND NEGLIGENCE) ARTSING OUT OF OR IIM ANY WAY RELATED TO
THE USE OR INABILITY TO USE THE PRODUCT, EVEN IF THE COMPANY OR AN
AUTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE
POSSIBILITY OF SUCH DAMAGES, SOME JURISDICTIONS DO NOT ALLOW THE
EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, 50 THE
ABOVE EXCLUSION MAY NOT APPLY TO YOU.

IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH
RESPECT TO THE PRODUCT EXCEED THE AMOUNTS ACTUALLY PAID BY YOUFOR THE
PRODUCT.

CHOICE OF LAW AND VENUE

This agreement 13 governed by the laws of the United States of America and the State of Hew
Yok, exclustve of its conflicts of law provisions. The exclustre wenue for ltigation regarding or
arising from this agreement 15 New York County, Mew Yotk and you agree to submit to the
Turisdiction of the courts of Mew Yok County, Mew Yotk for any such ltigation.

MISCELLANEOUS

If any provision or pottion of this agreement 15 found to be unlawfil, woid, or for any reason
unetiforceable, it will be severed from and in no way affect the validity or enforceability of the
remmatting provisions of the agreement.

This agreement constitutes the entire agreement beiween you and the Company regarding
the Product and its use.
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MNofe: This device complies with Farf 15 of the FCC Rules. Operafion is subject fo the
following fwo condifions: (1) This device may nof cause harmfid inferference, and §2) this
device must accept any inferference received, including inferference fhat may cause undesirable
operafion.

This equipment has been tesied and found to comply with the limits for a Class B digital
device, pursuant to Part 15 of the FCC Rules, These limits are designed to provide reasonable
protection against harmful interference in a residential installation. This equipment generates,
uses, and can radiate radio frequency energy and, if not installed and used in accordance with
these instructions, may cause harmful interference to radio communications. There is no
guarantee that interference will not occur in a particular installation. If ¢ his equipmeni does
cause harmiful interference o radie or television reception, which can he determined by furning

the equipment off and on, the user is encouraged to fry to correct the interference by one or
more of the following measures:

Eeorient or replace the recetving antenna,
Increase the separation between the equipment and recedver.
Connect the equipment into an outlet on a cireudt different from that recetver is connected.

Consult the dealer or an experienced radio f TV techrucian for help.

-
L ]
L ]
L ]

whielded cables muast be used with this vt to ensure compliance with the Class B FCOC lismts.
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