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3D TIC-TAC-TOE

In this game there is a perspective drawing of four square boards or planes
displayed on the screen, which is intended to create a three-dimensional effect.
Each board is a 4 x 4 grid. The object of the game is to place four X's or four O's in
one horizontal, vertical, or diagonal row. To do this you may use one plane or all
four planes.

You must place four markers in a row before your opponent does, or before the
computer does, to win. There are nine games in all. The first eight games for one
player competing against the computer. Each game number (1-8) is a progressively
harder skill level. Game 9 is for two players.

The following examples show some of the ways to win using only one of the four
planes

Vertically

AN XN

YWANR\R\R
X NN

Horizontally

The only other way to win is by using all four planes. Some examples follow:
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3D Vertical 3D Diagonal

In total, there are 76 possible ways to win. It is not possible to win by using two or
three planes, you must use one or all four.

TO BEGIN PLAY

After inserting the cartridge, turn your television on and then flip the console power
switch on. The display will show the four square boards or planes and the number 1
will appear on each side of the top of the screen. The left number 1 represents the
game number (or skill level), and may be changed by depressing the game select
switch on the console.

The right number 1 corresponds to the number of players for each game. This
number changes automatically to 2 when the ninth game is selected.

Depress the game reset switch to begin a new game. The game number remains
the same when the game reset switch is depressed. The game number only
changes when the game select switch is used, or when the power is turned on and
off.

USING THE CONTROLLERS

To move your "cursor” (the blinking X or O) right or left, move the Joystick right or
left. Your cursor will wrap around (disappear on one side of the level or plane and
appear on the other side). Move the Joystick forward to move your cursor up from
square to square or to a new level as it reaches the top of a plane. To move the
cursor down in the same manner, move the Joystick back or toward yourself. Put
the Joystick in a diagonal position and the cursor moves diagonally on the screen,
and also moves from level to level.

To place an X or an O on the screen, press the controller button when the cursor is
in the square you wish to occupy. The last move made is indicated by a blinking X
or in the appropriate square.

The computer will not allow a move to an occupied square. It will sound an error
message when a player presses the controller button in an attempt to move into a
square which is already occupied.

SKILL LEVELS

Each game number represents a progressively harder skill level. The game
numbers and skill levels therefore are interchangeable. The only exception to this is
Game 9. Game 9 is for two players, and the skill level is not applicable.

Game 1 is the least difficult to play against, Game 8 is the most difficult.

At level 1 the computer moves quickly and is fairly easy to beat. At level 8, the
computer may think or "compute" for as long as 20 minutes before making its move
and is very difficult to beat. Check the Game Matrix for the number of moves the
computer looks ahead during each skill level, as well as the compute or move time
for each level.

When the computer is working on its next move, the TIC-TAC-TOE boards are not
displayed. Instead, various colors appear on the screen. Depressing the game reset
switch or moving the difficulty switches when this is happening has no effect on the



game. However, depressing the game select switch will cause the computer to
move almost immediately, without changing the game number.

If the computer is NOT computing its next move, the skill or game may be changed
during a game by depressing the game select switch.

DIFFICULTY SWITCHES

The right difficulty switch determines who will began a game. For one-player games,
when the switch is in the a position, you start; when the switch is in the b position,
the computer starts. In two-player games the right difficulty switch determines
whether X or O starts. In the a position, the X player, or the player using the
Joystick plugged into the LEFT CONTROLLER jack starts. In the b position, the O
player (using the RIGHT CONTROLLER jack) starts.

The left difficulty switch may be used to create a "set up" mode on the screen. To
do this, put the switch in the a position. You may then use the Joystick plugged into
the LEFT CONTROLLER jack to place X's or O's anywhere on the screen. Press
the controller button to place markers. Hold the button down and the cursor
alternates between X's, O's and blanks on the screen so that you may place
whichever you wish in the desired square.

Whenever you place the left difficult switch in the b position, TIC-TAC-TOE is ready
for normal game play. After using the set up mode, either X or O may play first. This
is determined by the position of the right difficulty switch, the same as at the start of
the game.

STRATEGY

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

At higher skill levels, placing three-in-a-row becomes difficult. One of the secrets to
playing winning TIC-TAC-TOE is to play in the 16 "strong" squares at the beginning
of a game. The 16 strong squares are the eight outside corner squares, and the
eight inside center square.

Try to take over or dominate planes. The four TIC-TAC-TOE boards represent
horizontal, vertical, and diagonal planes. When you place three or four markers in
one plane and your opponent has none, you can probably win. Continue to force the
opponent to block until you have two three-in-a rows which cannot both be blocked
in one move.

When planning your moves during a game, don't lose sight of the fact that your
opponent is doing the same. Blocking your opponent's markers is equally important
to establishing a strategy of your own.

It has been proven that first player to move can always win, provided he or she
plays a perfect game. The computer on the other, has a degree of randomness
programmed into its play, so it will not always play a perfect game, even at the
highest skill level (8). This gives the opponent a chance to win, if he or she is a skill
player.

Diificulty Number of Moves Computer’s Move Time

Level Computer Looks Ahead (up to)
1 1 Y2sec
2 2 3 secs
3 3 1 min
4 4 3 mins
5 5 10 mins
6 6 10 mins
7 9 10 mins
8 9 20 mins
9 Two Player Version




ADVENTURE

HOW TO PLAY

An evil magician has stolen the Enchanted Chalice and has hidden it somewhere in
the Kingdom. The object of the game is to rescue the Enchanted Chalice and place
it inside the Golden Castle where it belongs.

This is no easy task, as the Evil Magician has created three Dragons to hinder you
in your quest for the Golden Chalice. There is Yorgie, the Yellow Dragon, who is
just plain mean; there is Grundle, the Green Dragon, who is mean and ferocious;
and there is Rhindle, the Red Dragon, who is the most ferocious of all. Rhindle is
also the fastest Dragon and is the most difficult to outmaneuver.

There are three castles in the Kingdom; the White Castle, the Black Castle, and the
Golden Castle. Each castle has a Gate over the entrance. The Gate can be opened
with the corresponding colored Key. Inside each Castle are rooms(or dungeons,
depending at which Skill Level you are playing).

The Castles are separated by rooms, pathways, and labyrinths. Common to all the
Skill Levels is the Blue Labyrinth through which you must find your way to the Black
Castle. Skill Levels 2 and 3 have a more complicated Kingdom(see SKILL LEVELS
section).

USING THE CONTROLLER

You can move in any of eight directions with the joystick in that direction(see
diagram).Each area shown on your television screen will have one or more barriers
or walls, through which you CANNOT pass. There are one or more openings. To
move from one area to an adjacent area, move "off" the television screen through
one of the openings, the adjacentarea will be shown on your television screen.

Scattered throughout the Kingdom are certain objects to help you in your search for
the Enchanted Chalice. To pick up an object, all that is necessary is to touch it. You
will hear a sound that will notify you that you have the object in tow. To drop the
object, press the red controller button. You will hear a different sound that will tell
you that the object has been released.

To open any Castle, touch the Gate with that Castle's corresponding colored key.
The Gate will slide open and you can enter the Castle by moving upward through
the Gate. If you are leaving the Castle, it is advisable to push the Key out first or you
may inadvertently close the Castle Gate behind you.

CONSOLE CONTROLS
Choose the Skill Level you wish to play by depressing the game select switch. To
begin play depress the game reset switch.

If you get "eaten" by one of the Dragons, do not despair! Just depress the game
reset switch and you will be "reincarnated” and placed back in front of the Golden

Castle. Unfortunately, any Dragons you may have slain (see GOOD MAGIC) will
also be reincarnated. If you were carrying any object with you, it will remain where it
was.

If you have finished 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 were
playing will appear on the television screen. Depress the game reset switch and
begin play.

DIFFICULTY SWITCHES
By using the difficulty switches you can increase or decrease the difficulty of the
game at each Skill Level.

When the left difficulty switch is in the b position, the Dragons will hesitate before
they bite you. Therefore, when the left difficulty switch is in the a position, it is more
difficult to escape them.

GOOD MAGIC
While the Evil Magician has created many hazards to slow you in your quest to
rescue the Enchanted Chalice, there is some Good Magic on your side:

You have a Sword that you can use to slay the Dragons. To do this, you must touch
him with it.

If the right difficulty switch is in the A position all Dragons will run from the Sword.

There is a Bridge that can be used to pass over the walls of any portion of the
Kingdom. The Bridge CANNOT be used to pass through any barrier into the next
portion, nor can it be used to move from right to left or left to right over a barrier or
wall. It also CANNOT be used to get past a locked Castle Gate.

Pick up the Bridge the same way you would any other object. Place the Bridge
across the wall that you wish to pass over and release it by pushing the red
controller button. The ends of the Bridge must be visible on both sides of the wall for
it to work. After releasing the Bridge you can then pass through it to the other side
of the wall or barrier.

If you should happen to touch the inside of the Bridge while you are passing over
the barrier, the Bridge will close and you may become trapped as well.

To release yourself, press the red controller button. If, for some reason, your magic
should fail and you still cannot release yourself, press game reset and "reincarnate”.
Use reincarnation as a last resort, especially if you have slain one or more Dragons.

In all games, Yorgie, the Yellow Dragon, is afraid of the Gold Key and will run from
it. He will also stay away from whatever room or area of the Kingdom in which it
may be.



To remove objects that are stuck in a wall and out of reach, there is a Magnet that
affects all inanimate objects, including the Bridge. The Magnet can also be used to
move objects in an adjacent part of the kingdom by putting it in front of you before
entering that part of the Kingdom.

BAD MAGIC

The Evil Magician has cast a spell to make it difficult for you to succeed in rescuing
the Enchanted Chalice. Not only do the Dragons rally around and try to stop you
from getting the Enchanted Chalice, they guard other objects in the Kingdom:

Grundle, the Green Dragon, guards the Magnet, the Bridge, and the Black Key.
Rhindle, the Red Dragon, guards the White Key.

When not guarding the Enchanted Chalice, Yorkle, the Yellow Dragon, roams freely
about the Kingdom. Sometimes he will assist Grundle or Rhindle in guarding
whatever it may be that they are guarding.

There is other Black Magic that you must overcome in order to rescue the
Enchanted Chalice:

You cannot pick up and carry a slain dragon.

In Skill Levels 2 and 3(see SKILL LEVEL descriptions), besides the Dragons, the
Evil Magician has created a Black Bat that carries objects around throughout the
Kingdom and trades them for an object that you may be carrying. The Black Bat
may trade a live Dragon for the Sword and leave you defenseless, or it may trade
you something for the Enchanted Chalice just as you are ready to put it into the
Golden Castle.

GOOD OR BAD MAGIC
Some Magic can be good or bad, depending on the situation:

You can catch the Black Bat and carry it and whatever the Black Bat may be
carrying. However, sometimes the Black Bat will escape (usually at the most
inopportune times).

If there are four or more objects(including the Castle Gates) in your area of the
Kingdom, your magic may or may not work. Sometimes you can slay a Dragon,
sometimes you can’t. However, it is easier to avoid being swallowed by a Dragon.

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

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

SKILL LEVELS

Level 1 This is the simplest Skill Level. When you depress the game reset switch to
begin play, you will see the Key to the Golden Castle. Unlock the Castle and enter.
You will find the Sword inside the Golden Castle. The Key to the Black Castle is
being guarded by Grundle, the Green Dragon. Yorgle, the Yellow Dragon is roaming
free and mayor may not be found guarding the Enchanted Chalice, which is hidden
with the Magnet inside the Black Castle.

Level 2 This Kingdom is much larger than Level 1.There are Catacombs(in which
you can see only part way).The Key to the Golden Castle is hidden here. You must
pass through the Catacombs to reach the White Castle. The Key to the White
Castle is hidden in the Blue Labyrinth. Inside the White Castle is the Red Dungeon.
There is a Secret Room in the Red Dungeon where the Key to the Black Castle is
hidden. To get to the Secret room you must use the Bridge.

To get to the Black Castle you must pass through the Blue Labyrinth. Behind the
first room of the Black Castle is the Grey Dungeon, which is similar to the
Catacombs. The Enchanted Chalice is hidden here, guarded by Rhindle, the Red
Dragon.

All objects, the Dragons, and the Black Bat will start in the same place in the
Kingdom each time you play the game at Level 2.

Level 3 The Kingdom is the same as Level 2, but is more difficult to play as the Evil
Magician has placed all the objects and the Dragons randomly within the Kingdom.
You will never know for sure what is in the next area of the Kingdom until you enter
it, nor will you know for sure where the Enchanted Chalice may be hidden. The
Dragons could be inside any of the Castles.



ADVENTURES OF TRON

The object of the game is to keep your man, TRON, alive and scoring points. Keep
him moving from side-to-side and floor-to-floor. Send him up the elevators. Jump
him down a floor. Or slide him down the center INPUT/ OUTPUT beam. Wave after
wave of Master Control Program attackers must be avoided - deadly Recognizers
and Grid Bugs, even cannon-firing tanks. At the start, TRON has 4 lives, 1 on the
screen, 3 in reserve.

THE GAME

You'll play one man at a time. Alone, your man TRON must avoid attackers on a
grid with four floors. Keep him moving, keep him healthy - riding up the elevators,
jumping down floors. Have TRON hitch a ride on a Solar Sailer! Points are scored
my maneuvering TRON into position to intercept flying "bits" floating by overhead.
Top floor points count extra. Stay alert! There’s no place to hide.

THE CONTROLS

Use your joystick controllers with this game. Be sure the controller cables are
securely plugged into the back of your game console. Each player holds the
controller so that the red FIRING BUTTON is to the UPPER LEFT.

Push joystick LEFT to make man run toward screen left. Push joystick RIGHT to
make man run toward screen right. Press RED BUTTON to... make man jump.
make man drop off the Solar Sailer.

Push joystick FORWARD to... move man up the elevator to slow down his fall on
the INPUT/OUTPUT BEAM.

Pull joystick BACK to... to SLOW elevator's upward move to fall FASTER on the
INPUT/OUTPUT BEAM. to JUMP down a floor. (hold down LONGER & jump down
more than one floor.)

IMPORTANT: Elevators will NOT work unless TRON CROSSES the 1/0 BEAM at
the center of your screen. On the ground floor just walk him across. On the upper
floors you must make him JUMP across the center /0 BEAM. (Try to walk him
across and TRON will FALL DOWN the INPUT/ OUTPUT BEAM!)

DIFFICULTY SWITCHES

Only the LEFT Difficulty Switch makes any difference in game play. In "B" position,
all the various levels of play go SLOWER.(Game gets harder - cannon-firing tanks
appear as more points are scored.)

"A" Difficulty position is for experienced players ONLY. Everything speeds up
dramatically in position "A".(Tanks appear at once and everything comes in from
different sides.) SELECT DIFFICULTY (A" OR "B" SETTING) BEFORE GAME
STARTS.

HOW TO PLAY
Push either JOYSTICK and PLAY BEGINS! Use RED button to jump. Use
JOYSTICK to maneuver.

When game starts, you have FOUR lives to lose. One man on your screen at a
time. The grid has FOUR floors.

All it takes is ONE enemy contact and your man is eliminated. (Until ALL four lives
are lost, man is automatically replaced.) You must avoid 3 KINDS of MCP
attackers: RECOGNIZERS, GRID BUGS and CANNON-FIRING TANKS (in the
more difficult levels.)

MCP attackers appear on the TOP FLOOR first. They move across the screen
horizontally until they reach an edge. They then Dropdown one FLOOR and move
horizontally in the OPPOSITE direction. Attackers snake their way downward until
they exit on the GROUND FLOOR.(In harder game levels, attackers alternate the
side they enter by.)

ELEVATORS UP or the I/0 (INPUT/OUTPUT) BEAM DOWN are good ways to
dodge enemy action. Elevators go up one floor only. And you must CROSS the
center 1/O BEAM before they work. You CAN CONTROL how fast your man moves
up or down the elevator or I/O Beam busing the Joystick. Sliding down the I/O
Beam also activates the elevators for a trip back up.

You can jump your man down any number of floors, depending on HOW LONG you
pull joystick BACK and hold it.(See previous page.) Don't forget the Solar Sailer! It's
another way out of danger. Make TRON jump up and hitch a ride.

Points are won by maneuvering TRON into position to intercept (capture)floating
"BITS". EXTRA points for upper floor captures. (See "SCORING," below.)

When you have captured ALL 7 floating "BITS", SCREEN WILL TURN BLUE.
Survivor will then get a free trip up the Input/Output Beam, right off the screen.(l/O
Beam may be entered from ANY floor.) Now you are into a NEW SCREEN. PLAY
BEGINS AGAIN at a faster, more difficult level. Score 2,000 BONUS POINTS for
each new screen.

If MCP attackers take all four lives, the GAME IS OVER! DEPRESS RESET
SWITCH & START A NEW GAME.

SCORING
Description Points
Bit intercepted on the 1* floor 100
Bit intercepted on the 2™ floor 200
Bit intercepted on the 3™ floor 400
Bit intercepted on the Top floor 800
Bonus for each new screen 2,000




WINNING TIPS
FOLLOW the MCP attackers with your man instead of leading them. It's safer with
RECOGNIZERS & GRID BUGS. What's more - TANKS CANNOT shoot backwards!

DON'T TRY to jump over a RECOGNIZER or a TANK on the upper 3 floors! It's
hard! (On the ground floor jumping over tanks & Grid Bugs is easier!)

WATCH the screen edges! Don’t get blind-sided. Attackers have a very nasty habit
of entering a floor above or below just when your man arrives up the elevator!

PRACTICE COORDINATING the JOYSTICK & RED JUMP BUTTON. Do this
enough times until it's second nature.

ALWAYS start your man on the GROUND FLOOR and work up gradually. You'll
have more time to get your bearings, pick up the easier scoring bits as you move
him up.

AIR RAIDERS

The object of the game is to blast enemy aircraft out of the sky...and dodge ground
missiles!!! Zero in on enemy planes! Bank left, bank right, dive, and climb out!
Watch your elevation! Keep track of the fuel? Run out of ammao...land and
refuel...take off again!

THE GAME
It's a dogfight...you against the enemy! You're the pilot, gunner and navigator all in
one!ll Enemy planes are buzzing you. Anti-Aircraft ground forces are shelling you!

Get an enemy plane in your sights and FIRE! Try to shoot down as many as you
can! If ground fire (flak) explodes in your sight...you're hit...you quickly lose altitude.
Climb back up! Stay clear of the flack!

You must shoot down at least 10 planes before you can land to refuel then take off
again! The game ends when you run out of ammo completely or when you crash!
Press RESET and start again. Try to get a better score each time. Challenge a
friend!

THE CONTROLS

Use the left joystick controller for this game. Be sure the controller cable is securely
plugged into the back of your game console. Hold the controller so the RED
BUTTON is to your upper left.

Before the game begins, set your LEFT Difficulty Switch to "A" or "B". It's much
harder to get away from enemy shelling in the "A" position.

TAKE OFF

When you start a game, and after you refuel, press the RED BUTTON. The runway
lights appear to move as your plane starts to move. When you gain speed (about 4
seconds), pull back on the JOYSTICK for takeoff. If you try to take off before gaining
enough speed, you will crash! Wait too long before takeoff and you will run out of
runway. You'll quickly get the hang of the timing!

Once airborne, keep clear of enemy flak and be on the alert for enemy planes!!!

FLY THE PLANE

Fly the plane by pushing on the JOYSTICK. You can make the plane fly in four
different directions. You can quickly change the direction the plane is flying. If you
don't move the Joystick, you level off and fly straight ahead.

Pull back to make the plane climb. Push to left make the plane bank left. Push
forward to make the plane dive. Push right to make the plane bank right.

Your point of view is through the cockpit window. As you "turn” the plane, your view
changes.



Turn left and dive: see more ground, turn right and dive: see more ground, turn left
and climb: see more sky, turn right and climb: see more sky.

AIM AND FIRE
You're on a gunnery mission! To fire, get the enemy in your sights, then press the
RED BUTTON. Make a direct hit and the enemy plane blows up!

IMPORTANT: Don't stop shooting until you are really low on fuel! It's important to
make as many hits as you can when airborne!

WATCH THE GAUGES

It's important to keep an eye on your gauges. You can fly to a maximum 40 altitude
(This is 40,000 feet).There aren't many enemy planes at this altitude. Be extra
careful when you dive. You lose altitude fast! Get down under 10 and you'd better
climb out before you crash!

Once you are airborne you begin using fuel. Climbing uses about 4 times as much
fuel as diving, and about twice as much as flying level.

When you get really low on fuel, it's time to land and refuel! Time this carefully or
you might run out of fuel and crash!

Watch the plane position indicator. Fly into the red zone and you're into heavy flak.
This zone is even more dangerous at the low altitudes. Keep out of this zone as
much as possible.

LAND...REFUEL.. TAKE OFF AGAIN

You can land at any time. BUT you can only refuel and take off again if you made at
least 10 hits the last time up! Wait until you are really low on fuel then fly down to 00
altitude. Wait for the runway to appear, approximately 4 seconds. Push forward on
the JOYSTICK until the horizon is all the way up, then release the JOYSTICK.
You've landed!

Once you land to refuel, you lose some ammo. Check your ammo gauge. You only
have as much ammo as the number of hits you made last time up. For example, if
you got 11 hits then landed, you will take off with 11 ammo after refueling. If you are
a crack shot, you can refuel several times!

Once the plane is level after landing, you can take off again. Remember to gain
enough speed before takeoff!

IMPORTANT: The game ends if you crash, or if you run completely out of ammo
and cannot take off again!

ENEMY PLANES
Enemy planes usually fly in threes. Shoot one and two are left. Go after them! This
is when you need to get fancy with your flying. If they fly left or right, follow them. If

you need to conserve fuel, try to shoot down as many enemy planes as you can
without climbing or diving.

Pilot Rating 1™ Time Up Rest of Game
Student 0-10 0-10
Novice 10-20 10-30
Fighter 20-30 30-50
Ace 30-45 50-70
Double Ace 45 - 65 70-90
Triple Ace 65+ 90+

WINNING TIPS

Shoot down as many enemy planes as you can the first time in the air, don't refuel
until you absolutely need to. The more hits you make, the more ammo you get the
next time up!

When you see flak near your sight, pull back on the JOYSTICK so you are climbing
when you get hit. This way you won't dive as much when you actually get hit.



AIR-SEA BATTLE

ANTI-AIRCRAFT GAMES

All games end after 2 minutes, 16 seconds of play, or when either player scores 99
points. During the last 16 seconds, the score will flash to show that the game is
nearing the end. Point scoring for each game is noted in that game's instruction.

DIFFICULTY
The Difficulty switches on your Atari Video Computer System console control the
size of the missile. In Position "A" the missile is one-fourth the size of position "B".

GUN POSITION

Your Joystick Controller changes the angle of your "Anti-Aircraft Gun" and also the
angle of the missile flight in Guided Missile Games. Forward = 30 degree; center or
rest = 60 degrees; back = 90 degrees (straight up).

In the Anti-Aircraft games, from one to six flying objects will move together across
the playfield in a set. All objects in the set must be hit before a new set will appear.
Each object scores one point.

SCORING
Biplane Bomber Helicopter Jet Zeppelin
4 3 2 1 0

The "Observation Blimps" flying randomly across the bottom of the playfield score
no points, and act as an obstruction to your line of fire.

TORPEDO GAMES

You are a submarine captain firing torpedoes at ships moving above you. By
pushing your Joystick Controller to the left, you move your submarine to the left.
Moving it to the right moves your submarine to the right.

You control half the playfield, your opponent controls the other half. From one to six
ships move across the playfield in a set. When one set disappears from the
playfield, a new set appears. Each ship scores one point.

SCORING
PT Boat Aircraft Carrier  Pirate Ship Freighter Mine
4 3 2 1 0

In this group of Torpedo games, mines travel randomly across the bottom of the
playfield, and act as obstructions to your line of fire. Hitting the mines will score no
points.

SHOOTING GALLERY GAMES

Your Joystick Controller changes the angle of fire; forward = 30degrees; center or
rest = 60 degrees; back = 90 degrees (straight up). In addition you can move your
"gun" across your half of the playfield by moving your Joystick Controller left or
right.

The targets will change direction at any time and all targets in a "set" must be hit
before new targets are displayed. Each target has a different point score: rabbit =3
points; duck = 2 points; clown = 1 point.

POLARIS GAMES
In the following games, you control the speed of travel by moving your Joystick
Controller back for slow, center or rest position for normal speed, forward for fast.

You captain a ship traveling across the bottom of the playfield. The bottom most
ship is the right player. The ships will change direction occasionally.

SCORING

Biplane Bomber Helicopter Jet
4 3 2 1

From one to four planes fly over in a "set". All planes in a set must be hit before new
planes are displayed. Each plane has a different point value: Small Jet = 4 points;
Large Jet = 3 points; Helicopter= 2 points; 747 = 1 point.

BOMBER GAMES
You are the pilot of a plane flying across the top of the playfield. The right player
controls the bottom-most plane. Planes will occasionally change direction from right

to left.

PT Boat Aircraft Carrier  Pirate Ship Freighter
4 3 2 1

SCORING

From one to four ships will pass under the planes. As a ship is hit, a new ship will
replace it from the edge of the playfield. Ships travel at various speed and each a
different point value: PT Boat= 4 points; Aircraft Carrier = 3 points; Pirate Ship = 2
points; Freighter = 1 point.



POLARIS VS BOMBER GAMES

The left player flies the plane across the top of the playfield and the right player
controls the ship at the bottom of the playfield. The plane drops bombs on the ship
while the ship shoots missiles at the plane. One point is scored for each hit. The
ship or plane getting hit will disappear from the playfield and reappear at the edge.
Both plane and ship will change direction occasionally.

Traveling randomly across the middle of the playfield are mines. In order to hit your
opponent, you have to get around the mines which act as obstructions to your line
of fire. The mines score no points when hit.

ANTI-AIRCRAFT GAMES

Game Number 1 2 3

N
(6]
(o))

Number of Players 2 2 1 2 2 1

Guided Missiles

Computer Opponent

Obstacles

TORPEDO GAMES

~

Game Number

Number of Players 2

Guided Missiles

Computer Opponent

Obstacles

Shooting Polaris Bomber
Gallery Games Games

Game Number 13 14 | 15 16 17 | 18 19 | 20 | 21

Number of Players 2 2 1 2 2 1 2 2 1

Guided Missiles

Computer Opponent

Obstacles

POLARIS vs. BOMBER GAMES

Game Number 22 23 | 24 | 25 26 | 27

Number of Players 2 2 1 2 2 1

Guided Missiles

Computer Opponent

Obstacles

ALIEN

OBJECTIVE

Your job is to run through the hallways of your space ship and crush all the Alien
Eggs which have been placed there. You must also avoid or destroy the adult
Aliens and snatch up as many prizes as possible.

CONTROLS

Tilt the joystick forward, backward, left and right to maneuver through the hallways.
To smash Eggs, simply run over them. You may travel off one side of the maze and
back into the other using the "Hyperwarp Passage. “Each Human is equipped with a
Flame Thrower that is activated by the joystick button (see below).

SCREEN DISPLAY

The Play Level and Humans allowed per Play Level are displayed in the bottom left
corner of the screen when Alien is not in play. During the game, the current score
and Humans remaining are shown there.

LEVELS OF PLAY/DIFFICULTY SWITCHES

Each game of Alien lasts until you run out of Humans. If you can clear all of the
Eggs out of a playing screen, you get the chance to earn extra points in a "Bonus
Round" and then are returned to a new and more difficult playing screen. All points
and Humans remaining are carried over to the new screens.

BONUS ROUNDS

The object of the Bonus Round is to travel STRAIGHT UP to the top of the screen
and grab the prize shown there. You have only eight seconds to do so. You do not
lose a human if you fail, but you earn the point value of the prize if you succeed.
Left Difficulty Switch A: Aliens travel in random order about the screen.

Left Difficulty Switch B: Aliens travel in fixed patterns about the screen.

Right Difficult Switch B: Capturing a Pulsar has standard effect on the Aliens.
Right Difficulty Switch A: Capturing a Pulsar has no effect on the Aliens.

LEVEL 1 - NORMAL GAME PLAY

You begin with three Humans and receive a bonus Human after successfully
clearing the second screen. Prizes appear in chart order.

LEVEL 2- ADVANCED GAME PLAY

You begin with two Humans and receive no bonus Humans. Prizes appear in chart

order.

LEVEL 3 - FOR EXPERTS ONLY



You begin with three Humans and receive no bonus Human after clearing the first
screen. All Prizes in Level 3 are Saturns.

LEVEL 4 - EASY PRACTICE GAME
You begin with six Humans and receive 1 bonus Human after clearing the first
screen. All Prizes in Level 4 are also Saturns.

OBJECTS/SCORING

Each time an Alien catches you, one Human is lost. You score points for smashing
Eggs and frying Aliens with the aid of your Flame Thrower or Pulsar. In addition,
you can gain points for picking up Prizes. Be sure to record your high scores on the
back of this booklet!

FLAME THROWER - 1 PER HUMAN

A spurt of flam from this contraption cause Aliens to turn away from you or become
immobilized for a short period of time. Use the Throwers carefully. Each has only
four seconds of flame and the Thrower will not operate in the extreme left or right
areas of the screen. You can also use the Flame Thrower to run over a Pulsar
without picking it up, allowing you to save the Pulsar to use ata later time.

PULSARS - 3 PER MAZE

Capturing a Pulsar causes the Aliens to weaken and turn blue. Then, for a short
period of time, you can destroy them by running over and touching them. The
instant the Aliens return to their original color, however, they once again become
deadly.

PRIZES - 2 PER MAZE
Prizes appear in all levels of play and in the Bonus Rounds.

Object Points Prizes Points
Eggs 10 Rocket 500
Pulsar 100 Saturn 1,000

[ T"alien 500 Starship 2,000
2™ alien 1,000 | 1™ surprise | 2,000 — 3,000
3™ alien 2,000 2™ surprise | 3,000
Completed screen | 1 3