Victory™ is a trademark of Exidy, Inc. |
. | - 1982 Exidy Incorporated.

' Please ensure that you complete and post the
| cartridge warranty registration form. Failure to do
| so may resultin delays in repair or replacement of
| any cartridge which becomes defective.
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CARTRIDGE INSTRUCTIONS

For use on UK (PAL) colour television sets

i
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For use with CBS ColecoVision
ROLLER CONTROLLER ONLY

* CBS Electronics Video Game Cartridge for use |
with CBS Coleco Vision™Video Game System.

(.S

ELECTRONICS |

1983 CES Inc



e |
Loy o0

M s Boom Fiag
al | :r||;"‘l e LIWE

N OQUArg shos. 1

gir aeadly snips dro

rrun by an alien force. They

I camepescremion |

quarks. You must stop then

Eir

going gets

[ -I.

gn

cabiatee mE FriEeo
..I . & ! JCIEf

MAKE SURE THE CBS COLECOVISION™ CONSOLE IS OFF BEFORE
INSERTING OR REMOVING A CARTRIDGE
Choose your challenge.

Skill1 the easie
Skill 2 tion |8

Skill 3
Skill 4
| Select a game option by pressing the corresponding number butt
I either contraller keypad

t as the arcade gami

s more challenging than the arcade version'

Players take turns. Player 1 beqgins, and each turn lasts until the player s
battlestar i1s eliminated

PAUSE Feature

Press % to pause during a game. Press # to return to the game exactly
where you stopped. There 1s a brief delay atter the game screen reappears

It allows you to size up the situation before play begins again!

| Reset
The Reset Button on the console stops the game and returns you 10 !
Title Screen, It can be used to start a new game at any time, and cal

'[ be used in the event of game malfunction

GETTING READY TO PLAY |

Atta

Mode Switch to

KEYPAD

h the Roller Controller

Roller Cartridge” mode for VICTORY

as explained in 1ts

IWNEr § mar Slide the

ROLLER BALL

MODE SWITCH

Roller Ball:
Spin the Roller Ball to aim your battlestar in any direct /OU want

or thrust. Up, down, side-to-side, even diagonals are just a roll away

Action Buttons: |

THRUST

55 the night upper Action Button to turn your engines on and off and to

Pre
thrust. To stop, hit the night upper £
FIRE

Press the nght lower Action Button to fire at your er

DUNELS

iemes. Each press of

BASES TWI

this Action Button re
DOOMSDAY DEVICE

Press the lower left Action Button to eliminate all enemies on the screen

SHIELDS

Press the upper left Action Button to protect your battlestar from every

enemy, including collision with the planet surface!

USING YOUR CONTROLS |
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HERE’'S HOW TO PLAY |
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Flying away. !
I

Press the thrust button to nise away from this alien-infested planet. Your
| { ¥ | s
hattlestar moves in the direction 115 weapon faces. oSxim the planet s

surface or fly into deep space Keep sharp. The enemy 1s on 115 way!
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The enemies approach.

You can see all the enemies on your Hadar Screen Enemies look Nk
The battle can't begin until the enemies enter the wnite frame
middle of the screen. Beware! When enemies enter the whife |

| | can fire at you. Fire back! |
4

Attack!

Put up your shields or eliminate all the enemies in the Cockpit Window
with your Doomsday Device. But remember - you have only four Doomsday
Devices and four shields. Save them for the right moment. Hold the
enemies off with bullets as long as you can!
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Bombers.

Here are your enemies, anu theyre looking for you. Bombers attack in
formation. Beware! They like nothing more than to overlap so you can't see
how many there are. Wait till a bunch of them enter the Cockpit Window
Then hit the Doomsday Device and knock them out all 2t once
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Paratroopers

Don't trust those paratroopers falling out of bombers and shuttles. If they
touch ground, they change into scouts who roam the planet surface and
release super deadly quarks. Don't let that happen! Shoot the paratroopers
hefore they land!
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Duel to the death!

“Yellow Alert” flashes across your screen. A quark has just been released,
and it's headed straight for you! Watch out for the quark’s laser shots. A
quark never rests until it has eliminated your battlestar or your battiestar
has eliminated 1t!

e

e —

6

g S—

Don’t dawdle.

The longer you wait to eliminate the enemy squadron, the worse your
situation becomes, Starships attack. Scouts release more quarks. And once
all the quarks are released, everything homes in on your battlestar. Be
quick! Get them all

Warning: Low Fuel!

When this warning sounds, you have only a few seconds to save yourself.
Dive to a fuel depot and fill up. You can't make it? The Hed Alert sounds.
You can’t move! Enemy groups attack. Fire! Only by eliminating the
squadron can you Survive,
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Rockets and laser bases.

Those docile-looking rockets and laser bases can be deadly enemies.
Approach a rocket and it fires away. Get near a laser base and it can blast
vour hattlestar to smithereens. You can eliminate the rockets, but they re
not part of the enemy squadron you must destroy. Avoid the laser bases
There's no way to knock them out!

Quark Bonus!
You've eliminated the sguadron. Now collect your reward, Each quark not

released by a paratrooper 15 worth 1000 bonus points in the first play level
The more squadrons you eliminate, the greater your Uuar L bBonus!

Spacer Flier.
Anather g-]l adron challenges your battlestar. This time the enemies have

called for interceptors and saucers to help them, Try to eliminate the new
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Starting over.

VICTORY™ Game Option that
the Game Option screen

Press ¥ to replay the U have Deen playimg

Or press # to go back to
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Battliestar eliminates: Points
Rocket l .
Paratrooper 'Q'
Scout g 750
Bomber e 1000
Interceptor F N 150
Shuttle ﬁ H00
Juark g 1000
Starship ..“. 00
|
Bonus.
'i"es more -'nur-':'rn“a you eliminate, the more points you earn for each
unreleased quark. You start VICTORY™ as a cadet earming 1000 points for

each unreleased (
unreleased guark 15 worth B00O points!

More Bonuses!

When you earn 35,000 points, you win a bonus battles
Device, one Shield and 1600 points Your next bonus comes

another 100,000 point

,-.:i-k When you achieve the top rank of "Ace”, each

one Doomsday
at 100 000
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{ THE FUN OF DISCOVERY

] e

| | This instruction baoklet will provide the basic inform
i started playing VICTORY™  but it 1s only the beginming! You will fin that
| this cartridge is full of special features that make VICTORY ™ exciting

[Ime YO :lf-!'; -Xneriment witn different technaues ina enjoy the

L ook out for new CBS Electronics
videogame cartridges for the leading
videogame systems. Cartridges already
available or coming soon are listed
below. These games are based on the
popular arcade game versions.

vy HALLY 81 DAYAY

GORF and WIZARD OF WOR are Trademarks of Bally Midway Mfg Co
COSMIC AVENGER and LADY BUG are Trademarks of Universal Co Ltd
MOUSETRAP and YENTURE are Trademarks of Exidy Incorporated

| DONKEY KONG is a Tradmark of Nintendo of America Inc

CARNIVAL, TURBO and ZAXXON are Trademarks of Sega Enterprises Inc.
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