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Fishing Derby

The object of this game is to catch the fish without
letting the shark get them.

® 1-2 players

* Use the joystick to move the fishing line to catch the
fish and avoid the shark.

» Scoring: 6 points for fish caught at the bottom, 4 points
for fish in the middle, and 2 points for fish near the top

Air-Sea Battle

The pbject_ of the game is to score points by hitting

moving objects, such as planes, helicopters, ships, and

submarines.

* 1-2 players

* Games 3, 6, 9, 12, 15, 18, 21, 24, and 27 are for one
player. The others are for two players.

* In games 1-6, push the joystick forward and back to
change the angle of the gun. Press the fire button to

shoot. In games 7-12, push the joystick left or right to
move the submarine. Press the fire button to shoot. In
games 13-15, push the joystick forward or back to
change the angle of the gun and left or right to move the
gun across the screen. Press the fire button to shoot.
In games 16-27, push the joystick forward or back to
control the speed of travel.

e Scoring: Games end after 2 minutes and 16 seconds or
when a player scores 99 points.:

Sky Diver

The object of the game is to guide the Sky Diver to the

landing pad.

® 2 players

* Games 1 and 2 are the same, except the landing pad is
smaller in game 2. In games 3 and 4, the landing pads
move back and forth; the pads are smaller in game 4. In
game 5, there's only one landing pad; the first player to
land on it scores points.

s Press the fire button to release the Sky Diver. Pull back
on the joystick to open the parachute. Move the joystick
right or left to steer the Sky Diver.

e The wind sock at the bottom of the screen tells which
way the wind is blowing and the wind's speed.

e Scoring: You can score 0-10 points per jump, depending
on when you open the chute. (The later the chute opens,
the higher the score.) You lose 4 points if the Sky Diver
hits the ground with an unopened chute.

The object of this game is get the highest bowling score
by knocking down as many pins as you can.

» 1-2 players (games 1, 3, and 5 for 1 player; 2, 4, and
6 for 2)

¢ Move the joystick to position the player. Press the fire
button to release the ball.

* [n games 1 and 2, you can move the joystick to set up a
curveball. In games 3 and 4, you can move the joystick to
steer the ball once it is in the alley. In games 5 and 6, you
cannot move the ball once it has been thrown.

e Scoring is like that in regular bowling. You can score 0
to 30 points in each frame. Your points for the frame
depend upon whether you roll a strike, spare, or leave
an open frame.



Laser Blast

The object of the game is for your spaceship to destroy
the enemy'’s firebases.

= 1 player
* 4 game levels

* Move the joystick to control the spaceship’s movement.
Push the fire button to shoot the firebases.

e |f your spaceship is hit, move the joystick to make the
spaceship land on the firebase. =

» Scoring: 10 points for hitting each of the first three
firebases, and 10 additional points at each level, up to
90 points for the last three firebases

Football

In this game your football team tries to beat your oppo-
nent’s through the selection of game plays.

* 2 players

* There are five offensive formations (split left, tight right,
split right, tight left, and punt) and five defensive forma-
tions (wide left, tight right, wide right, tight left, and deep).
Use the joystick to program your plays. For a punt forma-
tion, push the fire button.

* In games 1 and 2, players can control their players with
their joysticks. The offense controls the ball and can pass
or punt by pressing the fire button. You can control the
path of a pass or kick by using the joystick. The defense
controls the linemen. The defense fire button centrols
the defensive back. In game 3, offense and defense pro-
gram their plays and watch the computer run them out.
Neither player can control the players’ movements, but
the offense can pass or kick the ball using the fire button.

* Scoring: 7 points for a touchdown, 2 points for a safety

Basketball

The object of this game is to shoot the most baskets.
* 1-2 players

* Use the joystick to move the player on the court. The
player with the ball will always face the basket. Press the
fire button to position the player's arms for the shoot and
release the button when you're ready to shoot. The
defending player will always face the ball. Press the fire
button to make the defending player jump to block the
shot. To steal the ball, place your player's feet even with
your opponent’s and take the ball during the dribble.

® Scoring: 2 points for each basket

Homerun
The object of this game is to score the most runs.
e 1-2 players (games 1-4 for 1 player; 5-8 for 2)

¢ To control the batter, move the joystick in the direction
you want to hit the ball. To stop your runner, push the
fire button before you reach the base. To pitch the ball,
press the fire button; then move your joystick forward
for a fastball, back for a slow pitch, and right or left for
a curve. After the batter hits the ball, use the joystick
to move the outfielders in the direction you want for
them to catch the ball or make an out.

e Scoring: 1 point for each run



i Combat

This game offers 27 different game variations in which

you try to outwit your opponent.

» 2 players

e Tank Games (1-5): The object is to hit your opponent as
many times as you can. You score 1 point for each hit.

e Tank-Pong Games (6-9): The missile can bounce off
walls and barriers on the playfield. You score by hitting
your opponent head-on or by bouncing your missilex

s Invisible Tank Games (10-11): You and your opponent
are invisible to each other until a missile is fired or a
hit is made. The tanks become visible when they bump
into a wall or barrier.

e Invisible Pong Games (12-14). These games combine
the invisible play feature with the missile action of
Tank-Pong.

e Bi-Plane Games (15-20): In these games, bi-planes try
to shoot each other out of the sky.

« Jet-Fighter Games (21-27). These games test your
ability fo outwit your opponent as a jet-fighter pilot.

Stampede

The object of this game is to stop the stampede by

roping the cattle.

* 1 player

e Use the joystick to move the cowboy up or down. Push
the fire button to rope the cattle.

» 8 game levels: The speed of the stampede increases
at each level.

« Scoring: 25 points for white cattle, 15 points for tan
cattle, 3 points for brown cattle, 100 points for stationary
black cattle

Combat (continued)

» For all tank games, the joystick can be moved left,
right, or forward to control the tank's movement. In bi-
plane games, move the joystick from left (slowest) to
right (fastest) to control your speed; to dive, move the
joystick forward; to climb, move it back. In jet-fighter
games, move the joystick forward (fastest) to backward
(slowest) to control speed; move it right or left to turn.

Outlaw
The object of this game is to outshoot your opponent.
e 1-2 players

e Use the joystick to control the movement of your
gunfighter. Push the fire button to shoot.

* 16 game levels
e Scoring: 1 point for each hit



Freeway Chicken

The object of this game is to get the chicken across the
freeway without being hit by a car.

® 1-2 players

e 8 game levels: The difficulty increases with each level.

» Use the joystick to control the chicken’s movement.
Move the joystick up or down to move the chicken
forward or back across the freeway lanes. Move the
joystick left or right to make the chicken stand still te
avoid oncoming cars.

¢ Scoring: 1 point for each time the chicken makes it safely

to the other side of the freeway

Slot Machine

This game works like a slot machine. The object is to
line up three of the same items in a row.

¢ 1-2 players (odd number games for 1 player, even
number games for 2)

* Place your bet by pressing the fire button. Push the
joystick to the right to spin.

Tennis

The object of the game is to win the tennis match.
® 1-2 players

* Use the joystick to control the movement of the tennis
player. Press the fire button to serve the ball.

° Scpring: First point = 15, second point = 30, third
point = 40, fourth point = game. The first player to
win six games with a two-game lead wins the set.

Skiing

The object of this game is to get the skier down the hill
quickly, without hitting any of the obstacles.
® 1 player

* |[n games 1-5, use the joystick to move the skier between
the flags. In games 6-10, move the joystick to move the
skier down the course without hitting any trees. The
speed increases at each level.

e Scoring: You lose a point for each obstacle you hit.



Freeway Rabbit

The object of this game is to get the rabbit across the
freeway without being hit by a car.

* 1-2 players
» 8 game levels: The difficulty increases with each level.

» Use the joystick to control the rabbit's movement. Move
the joystick up or down to move the rabbit forward or
back across the freeway lanes. Move the joystick left
or right to make the rabbit stand still to avoid on-
coming cars.

« Scoring: 1 point for each time a rabbit makes it safely
to the other side of the freeway

Space War

The object of the game is to hit your opponent's spaceship
with missiles.

» 2 players

e Use the joystick to control the position of your spaceship.

Press the fire button to shoot.

e Games 1, 2, 4, and 6 have the galaxy boundary feature;
your spaceship will bounce off the playfield’'s boundaries.
In games 3, 5, and 7, when your spaceship moves off the
edge of the boundary, it will go into warp drive and re-
appear on the opposite side. In games 4 and 5, you have
to fight the sun’s gravity to keep your spaceship from
exploding. In games 2-7, you can make your spaceship
go in and out of hyperspace by pulling the joystick toward
you; the ship will become invisible, but you won't be able
to fire missiles. In games 6 and 7, you can return to your
starbase to refuel and resupply your missiles.

e Scoring: 1 point when your opponent’s spaceship
explodes

Miniature Golf

The object of this game is to hit the ball into the cup in
each of the nine holes, using as few strokes as possible.

e 1-2 players

* Use the joystick to position the club. Press the fire
button to hit the ball.

e Scoring: 1 point for each stroke. The goal is to match
or beat the par for each hole.

Boxing
The object of this game. is to outbox your opponent.
» 1-2 players

« Use the joystick to control the movement of your boxer.
Use the fire button to cover up or to hit your opponent
(press button and move handle away from opponent to
cover up, move handle toward opponent to jab, pull
handle back to land a body blow, and push handle
forward to land a payoff punch).

» The match consists of seven two-minute rounds. The
boxer who knocks out or TKOs (12 punches without the
opponent landing a punch or getting away) the opponent
is the winner. If the fight goes the full seven rounds, the
player with the most points is the winner.

e Scoring: The payoff punch earns the most points; the
body blow, the next highest; and the jab, the least. Cover-
ing up earns points for defensive boxing. A boxer can
earn a maximum of 99 points in a fight.



Checkers

The object of this game is to capture your opponent’s
checkers.

e 1-2 players

» Press the fire button to select the piece you want to
move. Use the joystick to move the piece to the desired
square, and then press the fire button again.

e Scoring: The first player to capture all the other's
checkers wins,

Slot Racers

The object of this game is to maneuver through the course
and shoot your opponent.

* 2 players
e 9 game levels: The difficulty increases with each level.

e Use the joystick to maneuver through the course.
Press the fire button to shoot.

e Scoring: 1 point for each hit

Blackjack

In this game, players compete against the computer dealer
to get 21. The rules are the same as in a regular game
of Blackjack.

* 1-3 players

» Use the paddle controller to place your bet and to indi-
cate whether you want to stay, double your bet, or take a
hit. When a question mark appears below your total num-
ber of chips, place your bet by turning the controller knob
to the number of chips you wish to bet and pressing the
button. After the cards have been dealt, turn the knob to
the action you want to take. If you choose HIT, press the
button for each card you want. Turn the knob to STAY
when you don’t want any more cards.

e Points: Number cards = face value; J, Q, K = 10 points;
A = 1or 11 points

e You win when your hand is equal to more points than the
dealer’s without exceeding 21 points, when the dealer
busts (exceeds 21 points), or when you score a Blackjack
(an ace and a face card or a 10).

Fishing

The object of this game is to catch the crabs without
letting the shark get them.

e 1-2 players

* Use the joystick to move the fishing line to catch the
crabs and avoid the shark.

s Scoring: 6 points for crabs caught at the bottom, 4 points
Iﬁr rt:rabs in the middle, and 2 points for crabs near
e top



Fun with Numbers

This game presents addition, subtraction, multiplication,
and division problems.

* | player

e Games 1 and 5 present addition problems; 2 and 6, sub-
traction; 3 and 7, multiplication; and 4 and 8, division.

* Move the joystick forward to cycle through numbers 0-9.
Move the joystick back to cycle from 9-0. Move the joy-
stick left or right to move the answer line. Press the fire
button to record your answer. Musical tunes indicate
whether your answer is right or wrong.

* Scoring: 1 point for each correct answer

Golf

This game is based on a traditional golf game. The object is

to hit the ball into the cup on each hole, using as few

strokes as possible.

e 1-2 players

* Use the joystick to move the player around the course
and to position the club for the swing. The club always
points toward the ball. Press the fire button to begin
the backswing. The longer you hold the button down,
the farther the ball will travel when hit. Release the
button to hit the ball.

* In two-player games, the left player starts and plays the
entire hole. Then the right player plays the same hole.

» Scoring: 1 point for each stroke, The object is to com-
plete the course with as few points as possible. (Par for
the course is 36.)

3D Tic-Tac-Toe

This game is a three-dimensional version of Tic-Tac-Toe.

The object is to capture four consecutive squares.

* 1-2 players

» Select games 1-8 for one player and game 9 for two
players.

e Use the joystick to move your mark. Push the fire

button to place the mark on a square.

e Scoring: The winner is the first player to get four

sguares in a row.

Surround

The object of this game is to outmaneuver your opponent.
* 1-2 players

* Use the joystick to control the direction of your tracks.

In games with the Erase feature, press the fire button
to hide your tracks temporarily.

e Games 2 and 4 are for 1 player. The other games are for
two players. In games 3, 4, 6, 7, and 9-12, the speed of
the tracks increases as they move across the field. In
games 5-7, and 10-12, you can move diagonally. In
games 7 and 12, you can temporarily hide your tracks by
holding down the fire button. In games 9-12, you can
move your leader block off the screen so that it appears
on the opposite side.

® Scoring: You get 1 point when your opponent hits another
part of his or her track or yours. The first player to score
10 points wins.



UFO

The object of the game is to destroy aircraft and tanks
before they get your spaceship.

e 1 player
* 16 game levels: The difficulty increases at each level.

¢ The fire button activates the spaceship and fires shots.
Move the joystick forward or back to move the space-
ship up or down.

° chring: 20 points for house, 25 for balloon, 50 for !
helicopter, 100 for tank or plane

Flag Capture

The object of this game is to find the square that
contains the flag.

e 1-2 players

* In games 1-4, two players compete to see who can
capture 15 flags first. In games 5-7, two players compete
to see who captures the most flags in 75 seconds. In
games 8-10, one player competes against the clock.

* Use the joystick to move across the squares. Push the
fire button to see if a square contains the flag, hints to
the flag's location (an arrow directing you to the flag or a
number indicating how many squares away the flag is),
or a bomb that returns you to the first square.

Human Cannonball

The object of the game is to shoot the person out of
the cannon and into the water tower.

e 1-2 players

* The joystick controls the cannon angle and position and
the speed of the Human Cannonball, depending upon the
game. Push the fire button to shoot the Human Cannon-
ball out of the cannon.

* |n games 1-4, the water tower can be moved after the
Cannonball is shot from the cannon. In games 1-3 and
5-7, the angle of the cannon can be controlled by the
joystick. In games 3 and 7, the speed of the Cannon-
ball can be controlled by the joystick. In games 4 and 8,
the cannon position can be controlled by the joystick. In
games 5 and 8, a moving window appears in front of the
water tower; the idea is to shoot the Cannonball through
the window.

e Scoring: In one-player games, you score 1 point for each
successful shot. The computer scores 1 point against
you for each miss. In two-player games, each player
scores 1 point for each successful shot.

Reversi

The object of this game is to capture as many of the 64
squares as you can. You need to outflank your opponent
by capturing a square on both sides of your opponent's
square or row of squares. When you do this, your oppo-
nent's squares will change to your color (white or black).

® 1-2 piayers

» In games 1-3, one player challenges the computer.
(The computer's skill increases with each level.) In
game 4, two players oppose each other.

e The joystick controls the position of the cursor. Push
the fire button to take a square.

e Scoring: You get 1 point for each square you capture.
You iose 1 point for each of your squares your
opponent captures.
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The object of the goms i o desiney circroft ond lonks befom
aftock your spaceship o

= 1 ploysr; 16 gama levels incroasing difficulty.

* The fire bution ocivates the spoceship and fires shok. Mave the
fovpod korwand or back io meove the spoacecraft up or dowm.

Fun with Numbers _ B
Thi gome prsars ko sberockon, mulfphecion ond don|

. Iﬁwml&idﬂg!l&,mmaﬁ 7.
muliphcation; 4 & 8, divisio I

* Mo the joypod Forward or back 1o cycle through numbers 0-9, |
Maorvn the joypod keft or right to move the answer ines. Pross the fim
bution fo mcord your arswen. Musical hunes i koote whether your
onwar is right or wrong.

The olbject of this game is to Find the squars that cantoins the flog. :
* -2 players

* Gomes 14, 2 ployers compade ko see who con copture 15flogs |
first, Games 5-7, 2 ploysr compats bo s whe copturs the mas!
flogs in 75 seconds. Gomes 8—10, 1 player o1 per gomes 5-7, Usa ;
hmpudhmmhlquu-. Push the fire bution fo see ¥ o |
squars conloing the lag, hinks to the flogs locofion (on orrow
you to the fleg or @ number in hrw marty squarss awey the
flog is), or o bamb that returns you to the firt squans.

Golf

The abject is to hit the ball into the cup on each hals, wsing os faw
stroskns o possibla,

* 1/2 ployens

* Uso the joypod to move the ployer around fhe course and to
posifion the club for the swing. The club alwoys points loward the ball.
Prass the fire bution to begin the bockswing, mkscss the bution o hit
the ball, The object i1 1o complete fhe course with os few points o
pessible. (Por for the courss i 36.)

Freeway Rabbit

The abject of this goma is o go! the robbi ccross the freswey withou!
baing hit by o cor,

* 1-2 ployers; B gome lkeveh, increasing difficulfy

* Move the joypod up or down o move the rabbit ferward or bock

ocros the freeway lones. Move the joypod left or right to moke the
rabbit stand s$ill ko owoid oncoming cors.
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NFL Football

In this gams your loatball team ties ta beat your opponant’s thro
fhe salection of game ploys. o

l'!#qr-l,

# Thom ore five offendive farmafions [sph keft, ht,
sight lsbt, zllhﬂ}ﬂirnm mhmﬁmmﬁ#

rth wida right, tight left, ond deop). Fora punt formation, push tha

fire bution, Gomes 1 & 2, ployers caniral players with their joypods.
the offerse controls the bofl and can poss or punt by pressing the fire
bution. Control the path of a pass or kick by using the joypod.
Defense controls the inemen. Gome 3, offorse progrem their plays
and waich the computer run them out, Meither player can contral the
ﬁmmbu!hﬁuunpmurmhbdmh

o Senstings 7 protes for o fowchdosn; 2 el for cunalil

Checkers

The object of this game is o coplurs your oppanent’s checkers.

» 1-2 ployens
e Press the fire bulion fo select the plecs you want to mowe. Lise the

joptick fo move the plece io the desined squoans ond then prass the fire
bl.l'l'.hnm

e Scoring: the firsl ployer lo caplure oll the ather’s chackers wins,

Fishing

| The object of this gome & o colch the crobs withou! ketfing the shark

ot them.
* 1-2 ployen

. Uuhmﬁ:ihmhﬁ!ﬁqﬁmhwﬂth:ﬁuﬂ
avoicd the shark

Boxing

The abject of this gams & o out box your apponent.
* 1=2 ploysrs

*  LUse the fire button to cover up or fo hit your opponent (press the
btk and move handle cweay from opponent fo cover up, move
handle toward oppanent o jab, pull handle bock o lond o bady
bilow, ond push handla forward to land o poyolf punch).

| The bevee wha knocks out or TRO's (12 punches without the appanent

landing o punch or getiing oway) the opponent i the winnee |f the
Fight goes the Full ssven munds, the ployer with the most points is the
winnar

s Scoring: the payolf punch earm the most points; the body blow,
ﬂ-unufl-ﬁglul ond the job, the least, Covering sarms points for de-
fensive boxing. A beomr con sam o medmum of 99 poin in a fight.

Freeway Chicken
The objec! of this gomes & fo gal the chickan ocroas tha freswey
without being hit by o cor.

= 1-2 playsr. Eight gome levels, increasing difficulty

* Move the joypod up or dewn to move tha chicken forward or back
ocross the freewoy lones. Move the joypod left or right fo maoke the
chicken stand sill to ovoid oncoming cory, Scoring: 1 peint for sach
fima the chidkan makes it safely lo the ofher sida of the freeway.

Combat
This gome offers 27 different game variglions in which you fry io
outwit your opponant,

= 2 playsrs,

= Tank [1—5): Hit your opponant oz marry §mes o3 you con.
Tank-Pong [6—9): The missile con bounce off wall ond barrier on the
playfiald, scom by hitfing your oppanent heod-on or by bauncing
your missile. Imvisible Tank (10-11). You om invisible to soch other un-
il o mitssile is fired or a hit s moda. The lanks become visible whan
thay bump inte a wall or barrier. Invisible Pong (12—14): combing the
invisible play feature with the missile ocfion of Tank- Pong. B-Plane
[15—20): ti-plones try to shood soch other aul of the sy Jai-Fghler
[21=27): test your ability fo outwit your opponent os o jet-fighter pi-
iod. For oll tank games, the joypod can be moved loft, fight, or for-
ward to control the lank's mevamant., In bi-plane games, move the
pad from the lef (Hdowest) o tha right (fostest]; to dive, meve the
joypod farward; to cimb, move it bock. In jat-fightor games, mave the
joypad forward (fostest] o bockword (skowest); move it leff or right 1o
furm.

Tihe objact of his gome s 1o ge! the skier down the hill quickly, withou
hitting ary of the obsiocies,

" 'Iphr.;
# In gomes 15, use the joypod io move the skier babeman the Rogs.

In games 10, move the joypod o move the skier down the course
withaut hitfing amy tmses. The speed increoses of sach level.

u‘huhiuddﬁgmhhmlhnﬁmw

s 1-2 ployers

= use the joysiick fo control the movement of your gunfighter. Push
the fire bution o thoat,

o 15 goms kevels

& Scoring: 1 point for sach hit

Sky Diver
Tha sbiect of the game is to guida the Sy Divar ko the landing pad.

* 7 ployers, Games 1 & 2 are the soma, Games 3 & 4, the landing
pod moves. Goma 5, one londing pad; the mt ployer io lond on the
it scores point,

® Press the firs button io relecss the Sky Diver. Pull bock on the
foypod to open the porochute.  The wind seck at the battam of the
scroan lolls which woy tha wind i blowing and the wind's speed.

s Secoring: you can score 0-10 points per jump, depending on whon
you open the chute. The lakor the chuis open, the higher the scom.

You lose 4 points i the Sky Diver hits the ground with an unopaned

chute.

Basketball

The object of this gome i ko shool the most botkes,
= W2 playsrs.

= Prom the fire bution o posifken the ploper’s orm for the shoat and
refocza tha buthon when you"re reody o shoot. Prem the fire bution
fo males the defanding ployer jump jo block the shot, To sieal the ball,
ploce your ployer's feel even with your opponant’s and foks the baoll
during the dribble

s Scoring: 2 paints for sach boskat,

Bowling
The objeci of this gome i get the highesi bowling scom by knocking
down o3 marmy pim o1 you can,

* 12 playen (games 1, 3, and 5 for | playes; 2, 4, ond 6 for 2
playen)

= Prog the fire bution o mlooss the boll, In gomes 1 & 2, mowe the
joypad o el up @ curvaball. In gomes 3 & 4, move the joypod o
shoor the boll once it i in the clley. In gomes 5 & &, you conngl move
tha ball oncs i hos baan thrown,



Human Cannonball

The object of the gome is 1o shoo! tha persan oul of the cannon and
info the woler iower:

* 1-2playen

® Tha joypod controls the cannon angls, posiion and the speed of
the Human Cannanball, depending the goma. The firs buton
shoots the Human Cannaaball, Gﬂfﬁ—l the water owar can ba
moved offer the Cannonball is shot. In gowmes 1—3 and 57, coniml
the angle of the conncn with the joypod. Games 3 & 7, the speed of
the Connonball con be cantrolled by the joypod. Gomes 4 & B the
connan position con be controlled by the joypod. Gomes 588, 0
mrarvineg window appeon in front of the woter towers sheat the

3D Tic-Tac-Toe

This goma i o three— dimensional wersion of Tie—Tac-Toa
* 1/2 players; select games 1-8 for ane player and game 9 for twa
players.

*  Liga the joypod fo move your mark, Fush the firs button fo ploce
e mark on a squors.

o Scoring: the winnor is the first player o get four squarss in a row.|

Reversi

Caplure as momy of the &4 squoms o you con. Ouiflank your
opponant by capluring o squan on both sides of your opponant’s
poueE, oF o of yuone.

* 1=1 ployar. Gomes 1-3, chollanges the computer. Game 4, two
players oppose soch other,

* Thae joystick controk the posilion of the cursor. Push the fire bution
o foke o squom.

Surround

The object of this gome i to oul—moncawyver your cppanent.,

* 1-2 ployen.

* |n gomes with tha Erose featurs, press Fhe fire button io hids your!
tracks lempornorily. Games 2 & 4 are for | ployer. The ather gomes am
for two ployers. Gomes 3, 4, &, 7, and =712, ihe speed of the trocks
increcass o they move coross the field. In gomes 5— 7 ond 10-12,

con move dioganally. In gomas 7 ond 12, you can temparaniy
ﬁ;ﬂurhﬁ:ﬁ by halding the fire button. In gomes 9-12, you can
movn your keoder block off the screen so that it appean on the
oppasie sda.

Scoring: you gat | point when your opponant hits another part of
hﬂhrhu:lr}nn. ﬁ!lpﬂuy-rhm'lﬂ'ﬂhl:hm:?

In this gome, ployens compate ogainst the compater dealer o get 21,
* =3 ploysn. Raquires Poddle Controllers

* Lsa the paddis controller lo place your bet and o indicats
whuther you wont to sioy, double your bot, or foke o hit, When o
quesiion mork oppeors balow your totol number of chips, plocs your
bt by tuming the controller knob fo the number of dhips you wish o
bt and pressing the bution, Afler the cards have been deol, furn the
knab to the aclion you want fa toka. f you choose HIT, prets the
bution for sach cord you want, Tum the knob to STAY when you don't
wair oy s cords.

» Points: number cords = foce volues; J,G,K, = 10 poinh; A =1or
T posrhe.

AATARI

Selecting Games on
the Atari 2600

1. Insert the 32 in 1 games cariridge.

2. Toggle the ON/OFF switch on the
between the ON and OFF
. The 32 games will appear

mnnhhhﬂnpluﬂngngum

Miniaturer Golf

Hit the ball into the cup in sach of the nine holes, using o3 fow siokes
a3 possibla.

= 1-2 ployen.

= Lisa the joypoad lo position the dlub. Press the fire bution io hit the
ball. The gool is to moich ar beot the por for sach hole.

Slot Racers
The object of this gaema is to maneuvar through the couwrse and shoat
YOUr opponnt,

* 7 players, ¥ game levels, The difficulty increass with sach level.

* Usa the joypod to moneuver through the course. Prass the fim
button ko shaol

Space War

Tha object of the goma is o hit your opponents spoceship with
rriasiles

* 2 ployens.
* Pros tha fire bufion lo thoot, Gamas 1, 2, 4 and & howe the galooy
boundary fecature; your will bounce off the playfiskd’s

hllﬂu_.ﬂmma.i and 7, whan your thip moves off the edge
of the boundary, ﬂﬂpmhmphundwmh
opposite side. Goames 4 & 5, you have to fight the sun’s grovity fo
kmap your spoceship from eploding. In gomes 2—7, you con moks
your spoceship Go in and out of hyperipace by pulling the joypod
fowaord you; the ship will becoma imvsible, bul you won't be able o
firn missilos, Games & & 7, you con refum ko your starbose bo refuel
and resupply you missiles.

Rir-Sea Battle

Scom points by hitfing maving objech such os planes, helicoplen,
ships ond submarinas.

* 1-2 ployon: gomes 3, 6, 9,12, 15, 18, 21, 24, and 27 =1

tha others am for two playen. i on

» Push the joypod forword and back to change the angle of the gun.
Pross the firs buton fo shoot, In games 712, push the joyped left or
right o move the submarine, In games 13-15, push the joysick
forward or bock 1o change the angle of the gun and loff or right ko
morve the gun across the screen, Games 16— 27, puth the joypad
forwand to control the speed.

« Scoring: gomas end ofter 2 minutes ond 16 seconds or whan o
phyﬁmﬁpﬁnﬂ.

Tennis
The abject of the game b o win the lennis maich.
& 1-1 ployors

= Usa the joypod to control the movement of the tennis ployos Pres
th Firn bution io sar the boll,

& Scoring: firgt point = 15, second point = 30, third point = 40,
fourth point = game. The first ployer fo win six gomes with o
two-game leod wins the sat,

Slot Machine
This gome works Bl o skt mochine. The abject is o e up thee of
tha same ilems in o row

# 1-2 ployers {odd number gomes for 1 player, even numbaer games
for 2).

* Place your bl by pressing tha fire bution, Push the joystick to the
right fo spin,

Stampede

The abject of this gama is o stop the stompeda by roping the cattle.
umammm-mmmmdmma-m

* Ly the joypod fo move the cowboy up or down, Push the fire
butian o rope the cotila

» Scorng: 25 pointks for white cattle, 15 points for lon cottle, 3 points
for brown catfia, 100 points for stetionary cotfle

The abject of this gome s & cotch fha fish withaut letting the shark get

tham.

o 1-7 ployers.

*  Usa the joypod fo move the fishing line to calch tha fish and avoid
tha shark.,

» Scoring: & points for fish cought of the botiom, 4 points for fish in
the middle, and 2 points for fish near the top

Laser Blast
Tha object of the game is for your spocaship fo destroy the enemy’s
firaboses.

* 1 player, 4 levels of difficulty,

» Move the joypod to control the spoceships movement. Push the
fire baution ond move e joypod fo control the ongle of the gun o
shoot the firsbotes. f your spaceship is hit, mowe the joypad fo maks
the spoceship kand on the frsbose.

» Scoring: 10 poinks For hitfing soch of the first three firsboses, an
Mlﬂp&ﬁfarw&hﬂwh?ﬂpﬁhhhwﬁm

Ant Party

The object of this game & to destroy the ants and o ovoid running
into the skones.

* | pleryar

*  Lisa the joypod to control your movement, Press the fine buthon fo
desirery the ants.

- mﬁmh’ﬁhw.

Homerun

The obsact of this gome i fo scors the mosf rur.
* 1-2 ployers; gomes 14 for | player, 58 for 2 playen,

* Move tha joypod in the dimclion you with lo hit the boll. Ta tlop
your runnnar, push the fire button before you reach the bass, To pikch
thas b, presi the fire butlon, than move your joypoad Farward for the
fostball, bock for the slow pich, and left or right for the curve. After
fha batter hits the ball, 1o the joypod to move the outfisldars in the
dimchon you wan for them e cotch the ball ar make on oad.



