1 - ENGLISH SECTION
2-VERSION FRANCAISE
3 - DEUTSCHE GRUPPE

4 -SEZIONE ITALIANO
S- SECCION ESPANOL

ATARI®

A Warner Communications Company 0

VIDEO GAMES
JEUX VIDEO
TELE-SPIELE
VIDEO GIOCHI
JUEGOS VIDEO




1- ENGLISH SECTION

CONTROLLER ACTION

Use your Joystick Controllers with
this ATARI® Game Program™
cartridge. Be sure the Joystick
Controller cables are firmly
plugged into the CONTROLLER
jacks at the back of your ATARI
Video Computer System™ game.
For one-player games, use the
Joystick Controller plugged into the
LEFT CONTROLLER jack. Hold
the Joystick with the red button to
your upper left, toward the televi-
sion screen.

See Section 3 of your owner'’s
manual for further details.

NOTE: Always turn the console
power switch off when inserting
or removing an ATARI Game Pro-
gram cartridge. This will protect
the electronic components and
prolon% the life of your ATARI
Video Computer System.

Just like learning to drive a car, it
takes a bit of practice to learn how
to control your Star Ship during
SPACE WAR and SPACE SHUTTLE
games. The following exercises
will help you gain proficiency in
controlling your Star Ship. Game
14, a SPACE SHUTTLE game, is
an excellent practice field.

THRUST

TURN TURN
LEFT RIGHT

HYPERSPACE

EXERCISE 1

After cycling to Game 14, press
game reset. Push the Joystick to
the left;, your Star Ship will rotate
counter-clockwise (left). Push the
Joystick to the right; your Star Ship
will rotate clockwise (right). Prac-
tice rotating your Star Ship in both
directions. Notice how the Star
Ship looks when it is in each posi-
tion.

TURN LEFT
COUNTER
T 4 CLOCKWISE)
TURN RIGHT .i.
(CLOCKWISE) J
S
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EXERCISE 2

Press game reset.Push the
Joystick forward (towards the
television screen), to give your
Star Ship three quick, short bursts
of ““thrust.”” Notice that your Star
Ship is now traveling in a forward
motion towards the bottom of the
playfield. By turning the Star Ship
either clockwise or
counterclockwise, turn the Star
Ship so it is facing away from the

forward motion. Give the Star Ship

three short, quick bursts of thrust.
Your Star Ship will slow almost to
a stop. Press game reset to try
again. Practice this exercise until
you can stop the Star Ship com-
pletely.

INCREASE SPEED

DIRECTION
OF TRAVEL
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DIRECTION
OF THRUST

EXERCISE 3

Push game reset. Turn your Star
Ship so it is facing to your right.
Give your Star Ship continuous
“thrust’’ by pushing the Joystick
forward and holding it in that posi-
tion. When the Star Ship is travel-
ing rapidly across the playfield,
turn your Star Ship in the opposite
direction of travel and push the
Joystick forward, giving your Star
Ship reverse ‘‘thrust.” Your Star
Ship will slow. Practice this exer-

cise until you can bring your Star
Ship to a complete halt.
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EXERCISE 4

Push game reset. Turn your Star
Ship so it is facing to your right
and down (approximately 45°).
Give your Star Ship continuous
thrust until it is moving rapidly
across the playfield. Alternate
using horizontal thrust and vertical
thrust to bring the Star Ship to a
near standstill in the middle of the
playfield. After mastering the
above exercises, you should be an
experienced Star Ship captain,
ready to do battle among the
stars.
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DIFFICULTY SWITCHES

The left and right difficulty exactly match your Star Ship’s
switches must be in the b position velocity to the Space Module’s
during all SPACE WAR games. In velocity. In b position, your Star
SPACE SHUTTLE games, slide the Ship does not have to travel at the
difficulty switch to a and you must same speed to dock with the

Space Module.

A B R S R SRR
SCORING

During SPACE WAR games, (1 through 7).

through 7) you score one point

when your opponent’s Star Ship

explodes. A Star Ship will explode e The Star Ship tries to enter

when: Hyperspace when out of fuel
(games 2 through 7).

e A direct hit is made by firing a

missile. In one and two-player SPACE
SHUTTLE games (8 through 17)
e The Star Ship collides with the one point is scored each time the
Space Sun (games 4 and 5). Star Ship is successfully docked
with the Space Module. You have
e The Star Ship runs out of fuel 10 minutes to score a maximum
while in Hyperspace (games 2 10 points.

R SRR R AN S S T B SRR
SPACE GLOSSARY

Space War and Shuttle game following descriptions will tell you
playfields are characterized by dif- what to expect when a game
ferent “‘galaxy’’ variations. The features any of these variations.
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MISSILE
GAUGE

SCORE

FUEL SPACE
GAUGE MODULES

STAR SPACE SUN or
SHIP STAR BASE

GALAXY BOUNDARY

In some games your Star Ship
cannot penetrate the playfield
boundaries and will instead
bounce off the edges.

WARP DRIVE

Move your Star Ship off one edge
of the Galaxy Boundary and it will
go into Warp Drive and reappear
on the opposite side. For example,
move your Star Ship off the right
edge and it will reappear on the
left edge.

SPACE SUN

Fight the pull of gravity from the
sun in the center of the Space
Galaxy. In some games your Star
Ship will explode from exposure to
the extreme heat and reset to the
starting position.

GALAXY BOUNDARY

HYPERSPACE

Pull your Joystick towards you.
Your Star Ship goes into
Hyperspace and becomes invisi-
ble. When in Hyperspace, your
Star Ship uses more fuel. It is im-
possible to fire your missiles or to
be hit by your opponent’s missiles
or to collide with the Space Sun
while in Hyperspace. To make
your Star Ship drop out of
Hyperspace and reappear pull the
Joystick towards you.

STARBASE

Make contact with the Starbase at
the center of the galaxy to refuel
and resupply your missiles. Your
missile and fuel gauges at the top
of the playfield will reflect resup-
plies as your Star Ship resets to
the starting point.
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SPACE WAR GAMES

You and your opponent blast off in-
to space. Each player controls one
Star Ship with the Joystick Con-
troller. The object is to score
points by shooting your opponent’s
Star Ship with missiles fired by the
red button on your Joystick Con-
troller. Aim the nose of your Star
Ship in the direction you want to
fire.

Space War games last 10 minutes
or until one player scores 10
points. Players’ scores appear at
the top of the playfield and are
color coordinated with the Star
Ships.

The two lines to the right of your
score refer to fuel and missile sup-
ply. The top line is the fuel gauge;
the bottom line is the amount of
missiles remaining. Each player
begins with eight missiles. Once
the arsenal is depleted, the game
will automatically reset each
player with eight more missiles
ONLY when both players are out
of missiles.

In most SPACE WAR games, fuel
cannot be resupplied. In games 6
and 7, players can refuel and
resupply missiles by docking with
the Starbase. Fuel is used by ad-
ding “‘thrust’ to your Star Ship or
by putting your Ship into
Hyperspace.

GAME 1

It's war in space as two players at-
tempt to score 10 points first. You
have Galaxy Boundaries in this
game.

GAME 2

Engage in combat in a galaxy that
features Galaxy Boundaries and
Hyperspace.

GAME 3

Oppose your space opponent in a
galaxy that has Warp Drive. Use
Hyperspace as a defensive move.

GAME 4

The Space Sun in the center of
this galaxy exerts gravity during
combat. Avoid your opponent or
collision with the Space Sun by us-
ing Hyperspace. You also fight
within Galaxy Boundaries.

GAME 5

The Space Sun, Warp Drive, and
Hyperspace are the features of the
galaxy playfield.

GAME 6

You can refuel and receive more
missiles at any time during this
game. Steer your Star Ship to the
Starbase. This galaxy also features
Galaxy Boundaries and
Hyperspace.

GAME 7

Steer your Star Ship to the Star-
base at any time during the game
to refuel or receive more missiles.
This galaxy also features Warp
Drive and Hyperspace.
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SPACE SHUTTLE GAMES

If you have mastered the exer-
cises, you are ready to try SPACE
SHUTTLE. Connect your Star Ship
with the Space Module to score.
Recommended strategy is to first
match your Star Ship’s speed to
the Space Module's speed. Then
slowly maneuver your Star Ship
towards the Space Module. During
SPACE SHUTTLE games the Star
fShiPs have an unlimited supply of
uel.

2-PLAYER GAMES

In one-player games, you control
one Star Ship with the left Joystick
Controller and compete against
the clock. You have 10 minutes to
score a maximum 10 points. Dur-
ing two-player games each player
maneuvers his Star Ship to score.
In two-player games with two
Space Modules, the target Space
Module will be the same color as
your Star Ship. First player to
score 10 points or the most points
In 10 minutes wins.

GAME 8

Two players each control one Star
Ship and attempt to connect with
the Module that is color-
coordinated with the Ship. Warp
Drive is present in this galaxy.

GAME 9

Two players each control one Star
Ship and compete to connect with
the same Space Module. This
galaxy features Warp Drive.

GAME 10

Each player controls a Star Ship
and attempts to connect with the
color-coordinated Space Module. A
Space Sun and Warp Drive add ex-
tra dimension to your strategy.

GAME 11

Each player controls a Star Ship
and attempts to connect with a
color-coordinated Space Module.
This galaxy has a Space Sun and
Galaxy Boundaries.

GAME 12

Galaxy Boundaries characterize
this galaxy. Each player controls a
Star Ship and attempts to connect
to the same Space Module.

GAME 13

Each player controls a Star Ship
and attempts to connect with the
Space Module that is color-
coordinated to the Star Ship.
Galaxy Boundaries are featured.



1-PLAYER GAMES
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GAME 14

One player controls a Star Ship
and attempts to connect with the
Space Module. This galaxy
features Warp Drive.

GAME 15

A Space Sun and Warp Drive
characterize this space galaxy.
One player steers the Star Ship to
connect with the Space Module.

GAME 16

One player controls a Star Ship
and attempts to dock it with the
Space Module. Galaxy Boundaries
characterize this playfield.

GAME 17

A Space Sun and Galaxy Boun-
daries could affect one player’s
strategy to connect the Star Ship
with the Space Module.

B R A R R R R R R
SPACE WAR STRATEGY TIPS

After you master controlling your
Star Ship, you're ready to develop
game strategy. The following tips
should help you begin your com-
petitive strategy for SPACE SHUT-
TLE and SPACE WAR games.

SPACE WAR

e Change your Star Ship’s position
as soon as the game is in the
Start position. The initial location
of the two Star Ships makes it
easier for players to score a
direct hit.

e Keep close surveillance on your
opponent’s missile supply
gauge. Plan your shots so that
your opponent depletes his
missile supply first, leaving no
defense against your missiles.

feature to your advantage when
these three variables occur at
once:

e Note that missile supplies are
automatically replenished only
when BOTH players have used
all their missiles. Use this

e Your opponent has no re-
maining missiles

e You have remaining missiles

e You are playing in a galaxy
with a Starbase

Leave your opponent without a
chance for resupplying missiles
by obtaining all of your missiles
at the Starbase BEFORE your
supplies are completely
depleted.
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SPACE SHUTTLE e To efficiently make your Star

| Ship contact the Module:
e The easiest way to match our

Star Ship’s speed with the * Your Star Ship must travel at
Space Module speed is to the same speed as the Space
first, stop your ship. Point it in Module

the DIRECTION the Module is

traveling. Apply thrust until e Your Star Ship must travel in
the Star Ship and the Space the same direction as the
Module are moving at the Space Module

same speed. Then move the |

Star Ship towards the Space Now point your Ship at the

Module. Module and apply thrust.
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UTILISATION DES COMMANDES lL

Avec cette cartouche ATARI®
Game Program™ utiliser les
commandes a manette. S’assurer
que leurs cables sont bien
brancheés sur les prises de

COMMANDE situées a |'arriére du

Video Computer System™ ATARI.
Pour jouer seul, utiliser la
commande a manette branchée
sur la prise de COMMANDE DE
GAUCHE. Tenir la manette de
fagcon que le bouton rouge se
trouve en haut et a gauche par
rapport au joueur, et dans la
direction de I'écran de télévision.

Pour plus de déltails, se reporter a
la section 3 de |a notice du Video
Computer System.

N.B. Avant d’'introduire ou de
retirer une cartouche ATARI Game
Program, il faut toujours fermer
I"interrupteur du pupitre (position
off) afin de protéger les
composants électroniques et
d’eviter une usure prematurée du
Video Computer System ATARI.

Apprendre a piloter un astronef
dans lex jeux de Space War
(Querre comique) et de Space
Shuttle (navette spatiale), c'est
comme d'apprendre a conduire
une voiture: il faut s'entrainer.
Voici quelgues exercices pour
devenir un pilote accompli. Le Jeu
14, un jeu de Space Shuttle, offre
un excellent terrain
d’'entrainement.

POUSSEE

VIRAGE
A GAUCHE

VIRAGE
A DROITE

HYPERESPACE

EXERCICE 1

En position de Jeu 14, presser le
bouton de remise a zéro (game
reset). Pousser la manette de
commande vers la gauche:
I'astronef se met a tourner dans le
sens inverse des aiguilles d'une
montre (a2 gauche, ci-contre).
Pousser la manette vers la droite:
I'astronef se met a tourner dans le
sens des aiguilles d'une montre (a
droite, ci-contre). S’exercer a faire
tourner I'astronef dans les deux
sens. Observer |'aspect de
I"astronef dans chacune de ses
positions.

A. VIRAGE A GAUCHE (SENS

INVERSE DES AIGUILLES
1 D'UNE MONTRE)

B. VIRAGE A DROITE (SENS i
DES AUGUILLES D'UNE J

MONTRE)



2-VERSION FRANCAISE

EXERCICE 2 qu’'on sache le stopper

. completement.
Presser le bouton de remise a P

zero. En poussant la manette vers

'avant (vers I'écran), donner & ACCELERATION

I"astronef trois breves poussees DIRECTION

qui le propulsent, le nez le DU DEPLACEMENT

premier, vers le bas de I'ecran. Le DIHEC___FHON 3
faire ensuite tourner dans |'un ou DE LA POUSSEE

I"autre sens de facgon a le pointer a
reculons (le nez tourné vers la

direction d’ou il vient). Lui donner DECELERATION
trois rapides pousseées: il ralentit et
s'arréte presque. Presser le —- A,
bouton de remise a zéro et DIRECTION DIRECTION
recommencer la manoeuvre DU DEPLACEMENT DE LA POUSSEE
jusqu’'a ce qu’'on sache amener
I'astronef a 'arrét total.

EXERCICE 4

Presser le bouton de remise a

ACCELERATION  DECELERATION zéro. Pointer I'astronef vers la

droite et en bas (a environ 45°).
Lui appliquer une poussée
continue jusqu’a ce qu'il se
propulse en travers de |'écran.
Faire alterner les poussées
horizontales et verticales jusqu’a
ce que l'astronef soit au milieu de
I'écran ou on I'immobilise du
mieux qu’'on peut. Lorsqu’un
joueur a maitrisé ces quatre
exercices, il est un capitaine
experimenté d’astronef, prét a
livrer bataille dans le cosmos.

l
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2
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(]
@
(ala
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DIRECTION
DE LA POUSSEE
DIRECTION DU
DEPLACEMENT

-

DIRECTION DE
LA POUSSEE

EXERCICE 3

Presser le bouton de remise a
zero. Faire tourner |'astronef
jusqu'a ce qu'il soit pointé vers la DIRECTION
droite. Pousser la manette vers TDE LA POUSSEE
'avant et la maintenir dans cette X\

position: |'astronef recoit une 1

poussée continue. Pendant qu'il se

propulse en travers de |'écran, le

DIRECTION DU DEPLACEMENT

faire tourner pour le pointer a

reculons, puis pousser de nouveau P — *

la manette vers |'avant: il recoit DIRECTION

une poussee inverse qui le force a DE LA POUSSEE e

ralentir. S'exercer jusqu’a ce
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SELECTEURS DE DIFFICULTE

Les sélecteurs de difficulté de
droite et de gauche doivent étre
en position b pour tous les jeux de
Space War (guerre cosmique).
Pour les jeux de Space Shuttle
(navette spatiale), si I'on met le
sélecteur de difficulté en position

a, la vitesse de |'astronef doit étre
identique a celle du module
spatial; en position b, I'astronef et
le module spatial peuvent se
déplacer a des vitesses différentes
pendant |'accostage.

SCORE

Dans les jeux de Space War
(Querre cosmique, jeux 1 a 7), on
marque un point lorsque |'astronef
adverse explose. Un aéronef
explose:

e Quand il est directement touche
par un missile.

e Quand il entre en collision avec
le soleil cosmique (jeux 4 et 5).

¢ Quand il tombe en panne de
carburant dans I'hyperespace
(jeux 2 a 7).

e Quand, étant a court de
carburant, il tente de pénétrer
dans I’hyperespace (jeux 2 a 7).

Dans les jeux de Space Shuttle
(navette spatiale) a un ou deux
joueurs (jeux 8 a 17), on marque
un point chaque fois qu’'on réussit
a amarrer son astronef au module
spatial. Le joueur dispose de dix
minutes; le score maximal est de
dix points.

SRR R R D R
GLOSSAIRE DE L'ESPACE

Les jeux de guerre cosmique et de

navette spatiale se déroulent dans
diverses ‘‘galaxies’’. On trouvera

ci-dessous des définitions qui
aideront a comprendre les
diverses variantes de ces jeux.
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SCORE MISSILES

PROVISIONS
DE CARBURANT

MODULE
SPATIAL

ASTRONEF SOLEIL COSMIQUE FRONTIERE
BASE STELLAIRE GALACTIQUE
FRONTIERE GALACTIQUE HYPERESPACE

Dans certains jeux, les frontieres
galactiques sont impénetrables;
les astronefs ricochent sur les
bords de |'écran.

TRAJECTOIRE COURBE

Si I'astronef franchit la frontiere
galactique d’un co6te de I'ecran, il
suit une trajectoire courbe et
réapparait du coté oppose. Par
exemple, s'il sort du coté droit, |l
réapparait du coté gauche.

SOLEIL COSMIQUE

Il faut résister a la force
d'attraction du soleil qui se trouve
au centre des espaces
galactiques. Dans certains jeux,
I’astronef explose sous |'action de
la chaleur extréme du soleil et se
retrouve en position de depart.

Tirer la manette vers soi.
L'astronef pénetre dans
I'nyperespace et devient invisible.
Dans I'hyperespace, il consomme
davantage de carburant; il ne peut
ni mettre a feu ses missiles, ni
étre atteint par les missiles
adverses; il ne peut pas non plus
entrer en collision avec le soleil
cosmique. Pour faire sortir
I'astronef de I'hyperespace et le
faire réapparaitre, tirer de nouveau
la manette vers soi.

BASE STELLAIRE

Située au centre de la galaxie, la
base stellaire est une base de
ravitaillement en carburant et en
missiles. Les jauges de carburant
et de missiles affichées en haut de
I’écran enregistrent ce reappro-
visionnement lorsque |'astronef
retourne a son point de depart.


















































































































