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towards the TV screen.

o

Fig. C — Jet-Fighter Games

Use the Joystick Controllers with this Game Program.
Hold the Controller with the red button to your upper left

For all Tank games, move your
Joystick as shown in Fig. A.

To move forward, push the Joy-
stick forward. To turn right, push
the Joystick to the right. To
move left, push the Joystick to
the left. The back positions have
no effect on your Tank.

To control your Bi-Plane for
those games, see Fig. B. Control
the speed by moving your Joy-
stick from the left (slowest) to
right (fastest). To dive, move the
Joystick forward, to climb,

move it back.

In Jet-Fighter games, the speed
of your Jet is controlled by
moving your Joystick from the
forward position (fastest) to the
back position (slowest). Right
and left turns are controlled by
moving your Joystick from

left to right.

As a rule of thumb, game
action for Tank and Jet-
Fighter games is viewed
from the top. Bi-Plane game
action is viewed from the
side. All games end after

2 minutes, 16 seconds.

Fire your missile by pushing the red
button on your Joystick Controller.

In those games where the Missile
action is described as "Straight,” the
missile travels in a straight line

(Fig. D). “Machine Gun' missiles are

rapid fire “Straight Missiles.” S e
Fig.D — Straight Missiles

In “Guided" missiles games, the
missile can be turned to follow your
opponent by moving the Joystick to
right or left after firing (Fig. E).

Fig.E — Guided Missiles

For TANK-PONG games only, the * N %
missile will bounce off the walls and

barriers as shown in Fig. F.
Fig. F — Billiard Hit

The Player using “A"” Difficulty in all games will have a

shorter range missile than the player using the “B’ Difficulty
position on the Video Computer System console. Additionally,
in the Bi-Plane and Jet-Fighter games, the player in Position
“A”" will fly slower than Postion “B."
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The object of TANK is to hit your opponent as many times as

you can before the game ends. You score one point for each hit.

Game No.

1. Open Field (Fig. G)
Easy Maze (Fig. H)
Easy Maze (Fig. H)
Complex Maze (Fig. I)
Complex Maze (Fig. I)

Guided Missile (Fig. E)
Guided Missile (Fig. E)
Straight Missile (Fig. D)
Guided Missile (Fig. E)
Straight Missile (Fig. D)

TANK-PONG is a unique series of games from Atari. The missile
will bounce off the walls and barriers of the playfield. In the
“Direct Hit” games, you score by hitting your opponent either
head on, or by bouncing your missile. In “Billiard Hit,”" your
missile must bounce at least once before hitting your opponent
to score. If, after firing, your own missile hits your tank, it will
not score against you.

Game No.

*?e@se; w &

6. [Easy Maze (Fig. H)
7. Complex Maze (Fig.l)
8. Open Field (Fig. G)
9 Easy Maze (Fig. H)

Direct Hit or Billiard (Fig. F)
Direct Hit or Billiard (Fig. F)
Billiard Hit (Fig. F)
Billiard Hit (Fig. F)

Fig. H — Tank Easy Maze Playfield Fig.| — Tank Complex Maze Playfield

You and your opponent are invisible to each other, except when
a missile is fired or when a hit is made. In addition, the tanks
become visible whenever they bump into a wall or barrier.

Game No.
10. Open Field (Fig. G)
11. Easy Maze (Fig. H)

Guided Missiles (Fig. E)
Guided Missiles (Fig. E)

INVISIBLE TANK-PONG GAMES

These games combine the invisible play feature with the missile
action of TANK-PONG.

Game No.
12. Easy Maze (Fig. H)
13. Open Field (Fig. G)
14. Easy Maze (Fig. H)

Direct or Billiard (Fig. F)
Billiard Hit (Fig. F)
Billiard Hit (Fig. F)



The Bi-Plane and Jet-Fighter games
play on the two playfields shown at
the right. In Figure K, the cloud
formations can be used to “Hide”
from your opponent. However, a hit
canbe scored when hiding in a cloud.

Fig.J — Open Sky " Fig. K —Clouds
Become the “Scourge of the Skies!”” Defeat the Red Baron once Just how good a Jet Jockey are you? Here’s a chance to find out.
and for all . . . Game No.
Game No. - . e i 21. Clouds (Fig. K) Guided Missiles (Fig. E)
15.  Clouds (Fig. K) Saiided Miasiles (g, 1) 22.  Clouds (Fig. K) Straight Missiles (Fig. D)
16.  Clouds (Fig. K) Stralght Miasiies (Flg. D) 23.  Open Skies (Fig. J) Guided Missiles (Fig. E)
17.  Clouds (Fig. K) Machine Guns (Fig, D) 24.  Open Skies (Fig. J) Straight Missiles (Fig. D)
18. Open Skies (Fig. J) Machine Guns (Fig. D)
If you are super-good, here are some variations to try. The jets
Feel you need help? Play 2 against 2 or 1 Bomber against fly in formation and shoot at the same time when you push the
3 Bi-Planes. Your Bi-Planes always fly in formation, and each firing button.
Bi-Plane in your group will shoot simultaneously when you Game No.
firi tton.
gt;iett;leo el 25. 2vs.2 Clouds (Fig. K) Guided (Fig. E)
9. 2ve2 Open (Fig. J) Guided (Fig. E) 26. 1vs.3 Open (Fig. J) Guided (Fig. E)
’ ’ ’ i 27. 2vs.2 Fig. i ig.
20. 1vs.3 Open (Fig. J) Straight (Fig. D) e Openi{Ra. 4) Stralghti(Fia: B)
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Use the Joystick Controllers with this Game Program. - \\ ~——
Hold the Controller with the red button to your upper left =

towards the TV screen.
FWD

FWD, LEFT FWD, RIGHT

NO EFFECT
Fig. A — TANK"® Games

MED DIVE

SLOW DIVE FAST DIVE

SLOW CLIMB

FAST CLIMB

MED CLIMB
Fig. B — Biplane Games

FAST

FAST, LEFT FAST, RIGHT
MED,
MED, LEFT RIGHT

SLOW, LEFT SLOW, RIGHT

SLOW
Fig. C — JET-FIGHTER Games

For all TANK*® games, move your
Joystick as shown in Fig. A.

To move forward, push the Joy-
stick forward. To turn right, push
the Joystick to the right. To

move left, push the Joystick to
the left. The back positions have
no effect on your tank.

To control your Biplane for
those games, see Fig. B. Control
the speed by moving your Joy-
stick from the left (slowest) to
right (fastest). To dive, move the
Joystick forward, to climb,

move it back.

In JET-FIGHTER™ games, the
speed of your Jet is controlled by
moving your Joystick from the
forward position (fastest) to the
back position (slowest). Right
and left turns are controlled by
moving your Joystick from

left to right.

As a rule of thumb, game
action for TANK and JET-
FIGHTER games is viewed
from the top. Biplane game
action is viewed from the
side. All games end after

2 minutes, 16 seconds.

In those games where the Missile

action is described as "'Straight,'' t

missile travels in a straight line
(Fig. D). “
rapid fire "Straight Missiles.”

In “Guided'' missiles games, the

missile can be turned to follow your
opponent by moving the Joystick to

right or left after firing (Fig. E).

For TANK-PONG™ games only, the
missile will bounce off the walls and

barriers as shown in Fig. F

Machine Gun'' missiles are

Fire your missile by pushing the red
button on your Joystick Controller.

Fig. D — Straight Missiles

Fig.E — Guided Missiles

Fig. F — Billiard Hit

The Player using A" Difficulty in all games will have a

shorter range missile than the player using the "B" Difficulty
position on the Video Computer System console. Additionally,
in the Biplane and JET-FIGHTER games, the player in Position
“A will fly slower than Postion "'B."



Fig. | — TANK * Complex Maze Playfield

Fig. G — TANK " Open Playfield Fig. H — TANK®™ Easy Maze Playfield

The object of TANK® is to hit your opponent as many times as
you can before the game ends. You score one point foreach hit.

Game No.

1. Open Field (Fig. G)
Easy Maze (Fig. H)
Easy Maze (Fig. H)
Complex Maze (Fig. l)
Complex Maze (Fig. |)

Guided Missile (Fig. E)
Guided Missile (Fig. E)
Straight Missile (Fig. D)
Guided Missile (Fig. E)
Straight Missile (Fig. D)

th b WM

TANK-PONG™ is a unique series of games from Atari. The missile
will bounce off the walls and barriers of the playfield. In the
“Direct Hit"' games, you score by hitting your opponent either
head on, or by bouncing your missile. In “Billiard Hit,” your
missile must bounce at least once before hitting your opponent
to score. If, after firing, your own missile hits your tank, it will
not score against you.

Game No.
6. Easy Maze (Fig. H)
7. Complex Maze (Fig. I)
8. Open Field (Fig. G)
9 Easy Maze (Fig. H)

Direct Hit or Billiard (Fig. F)
Direct Hit or Billiard (Fig. F)
Billiard Hit (Fig. F)
Billiard Hit (Fig. F)

You and your opponent are invisible to each other, except when
a missile is fired or when a hit is made. In addition, the tanks
become visible whenever they bump into a wall or barrier.

Game No.
10. Open Field (Fig. G)
11. Easy Maze (Fig. H)

Guided Missiles (Fig. E)
Guided Missiles (Fig. E)

INVISIBLE TANK-PONG™
GAMES

These games combine the invisible play feature with the missile
action of TANK-PONG™

Game No.
12. Easy Maze (Fig. H)
13. Open Field (Fig. G)
14. Easy Maze (Fig. H)

Direct Hit or Billiard (Fig. F)
Billiard Hit (Fig. F)
Billiard Hit (Fig. F)



The Biplane and JET-FIGHTER
games play on the two playfields
shown at the right. In Figure K, the
cloud formations can be used to
"Hide" from your opponent.
However, a hit can be scored when
hiding in a cloud.

Fig. J - Dpeﬂ Ek‘f Fig. K — Clouds

Become the "Scourge of the Skies!" Defeat the Red Baron once Just how good a Jet Jockey are you? Here's a chance to find out.

and for all . . . Game No.

Game No. 21.  Clouds (Fig. K) Guided Missiles (Fig. E)
15.  Clouds (Fig. K) Guided Missiles (Fig. E) 22. Clouds (Fig. K) Straight Missiles (Fig. D)
16. Clouds (Fig. K) Straight Missiles (Fig. D) 23. Open Skies (Fig. J) Guided Missiles (Fig. E)
17.  Clouds (Fig. K) Machine Guns (Fig. D) i 24. Open Skies (Fig. J) Straight Missiles (Fig. D)
18. Open Skies (Fig. J) Machine Guns (Fig. D)

If you are super-good, here are some variations to try. The jets
Feel you need help? Play 2 against 2 or 1 Bomber against fly in formation and shoot at the same time when you push the
3 Biplanes. Your Biplanes always fly in formation, and each firing button.
Biplane in your group will shoot simultaneously when you

iri Game No.
h the f button.
;:ne No Rt 25. 2vs.2 Clouds (Fig. K) Guided (Fig. E)
: 26. 1vs.3 Open (Fig. J) Guided (Fig. E)
19. 2wvs.2 Open (Fig. J) Guided (Fig. E) ;
. 2 Fig. J Straight (Fig. D)
20, 1vs.3 Open (Fig. J) Straight (Fig. D) 27. 2vs Open (Fig. J)
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Use your Joystick Controllers with this ATARI* N
Game Program.™ Be sure the Controllers are firmly e
plugged into the LEFT and RIGHT CONTROLLER jacks at
the rear of your ATARI Video Computer System.™ Hold the
Controller with the red button to your upper left toward the
television screen.

Use a Controller plugged into the LEFT CONTROLLER jack
for one player games.

Note: Always turn the console power switch OFF when in-
serting or removing an ATARI Game Program. This will pro-
tect the electronic components and prolong the life of your
ATARI Video Computer System.

L)

For all TANK® games, move your Joy-
stick as shown in Fig. A. To move for-
ward, push the Joystick forward. To turn
right, push the Joystick to the right. To
move left, push the Joystick to the left.
The back positions have no effect on
your tank.

To control your Biplane for those games,
see Fig. B. Control the speed by moving
your Joystick from the left (slowest) to
right (fastest). To dive, move the Joystick
forward, to climb, move it back.

In JET-FIGHTER™ games, the speed of
your Jet is controlled by moving your
Joystick from the forward position
(fastest) to the back position (slowest).
EAST Right and left turns are controlled by
moving your Joystick from left to right.

N CLINMEB FAST CLIMA

As a rule of thumb, game action for
TANK and JET-FIGHTER games is view-
ed from the top. Biplane game action is
viewed from the side. All games end

LOW after 2 minutes, 16 seconds.

SLOW. LEET * SLOWW RIGHT

Fig. C

Fire your missile by pushing the red
button on your Joystick Controller.

In those games where the Missile T
action is described as "'Straight,” the e
missile travels in a straight line *

(Fig. D). "Machine Gun’ missiles are

rapid fire "Straight Missiles."
Fig.D — Straight Missiles

In “Guided missiles games, the
missile can be turned to follow your
opponent by moving the Joystick to
right or left after firing (Fig. E).

Fig.E — Guided Missiles

~ b
H\x ‘*“
. b
. N
For TANK-PONG™ games only, the * a1y
missile will bounce off the walls and Ne sl
barriers as shown in Fig. F. 4

Fig. F — Billiard Hit

The Player using "A" Difficulty in all games will have a

shorter range missile than the player using the "B Difficulty
position on the Video Computer System console. Additionally.
in the Biplane and JET-FIGHTER games, the player in Positton

% “A" will fly slower than Postion "B."



Fig. G — TANK®Open Playfield

The object of TANK™ is to hit your opponent as many times as
you can before the game ends. You score one point foreach hit.

Game No.

1. Open Field (Fig. G)
Easy Maze (Fig. H)
Easy Maze (Fig. H)
Complex Maze (Fig. )
Complex Maze (Fig. I)

Guided Missile (Fig. E)
Guided Missile (Fig. E)
Straight Missile (Fig. D)
Guided Missile (Fig. E)
Straight Missile (Fig. D)

TANK-PONG™ GAMES

TANK-PONG™ is a unique series of games from Atari. The missile
will bounce off the walls and barriers of the playfield. In the

"Direct Hit" games, you score by hitting your opponent either
head on, or by bouncing your missile. In “*Billiard Hit," your
missile must bounce at least once before hitting your opponent
to score. If, after firing, your own missile hits your tank, it will
not score against you.

Game No.
6. Easy Maze (Fig. H)
/. Complex Maze (Fig. I)
8. Open Field (Fig. G)
9 Easy Maze (Fig. H)

o s W N

Direct Hit or Billiard (Fig. F)
Direct Hit or Billiard (Fig. F)
Billiard Hit (Fig. F)
Billiard Hit (Fig. F)

Fig. H — TANK" r

sy Maze Playfield

Fig. |— TANK * Complex Maze Playfield

You and your opponent are invisible to each other, except when
a missile is fired or when a hit is made. In addition, the tanks
become visible whenever they bump into a wall or barrier.

Game No.
10. Open Field (Fig. G)
11. Easy Maze (Fig. H)

Guided Missiles (Fig. E)
Guided Missiles (Fig. E)

INVISIBLE TANK-PONG™
GAMES

These games combine the invisible play feature with the missile
action of TANK-PONG™

Game No.
12. Easy Maze (Fig. H)
13. Open Field (Fig. G)
14. Easy Maze (Fig. H)

Direct Hit or Billiard (Fig. F)
Billiard Hit (Fig. F)
Billiard Hit (Fig. F)



The Biplane and JET-FIGHTER
games play on the two playfields
shown at the right. In Figure K, the
cloud formations can be used to
“Hide’ from your opponent.
However, a hit can be scored when
hiding in a cloud.

Fig. J — Open Sky Fig. K — Clouds

Become the ''Scourge of the Skies!'' Defeat the Red Baron once
and for all . . .

Game No.
15. Clouds (Fig. K) Guided Missiles (Fig. E)
16. Clouds (Fig. K) Straight Missiles (Fig. D)
17. Clouds (Fig. K) Machine Guns (Fig. D)
18. Open Skies (Fig. J) Machine Guns (Fig. D)

Feel you need help? Play 2 against 2 or 1 Bomber against
3 Biplanes. Your Biplanes always fly in formation, and each
Biplane in your group will shoot simultaneously when you
push the firing button.

Game No.

19. 2vs.2 Open (Fig. J) Guided (Fig. E)
20. 1vs.3 Open (Fig. J) Straight (Fig. D)

F

Just how good a Jet Jockey are you? Here's a chance to find out.
Game No.

21.  Clouds (Fig. K) Guided Missiles (Fig. E)
22. Clouds (Fig. K) Straight Missiles (Fig. D)
23. Open Skies (Fig. J) Guided Missiles (Fig. E)
24, Open Skies (Fig. J) Straight Missiles (Fig. D)

If you are super-good, here are some variations to try. The jets

fly in formation and shoot at the same time when you push the
firing button.

Game No.
20 ave2 Clouds (Fig. K) Guided (Fig. E)
26. 1vs.3 Open (Fig. J) Guided (Fig. E)
27. 2vs.2 Open (Fig. J) Straight (Fig. D)



sSpnojio
azey xa|dwo)
aze Ase]

plei4uadQ

IIH PJEl| I
HHH19911(]
sung)auIyoep

_ | 3|ISSI|N PapING
l292GZtveEC 2z Le|0Z6L 8LLLOLSLIVLELCLILLOLI6 8 L 9|S ¥ € C L | ON3wen

Printed in USA
C011402-01 Rev. 4



COMBAT

ATARI” GAME PROGRAM™ INSTRUCTIONS

ATART" '
i o i oSS CX2601

N E -'-'2:5 W L)-
NE PLAYF WMES



ATARI® GAME PROGRAM™ INSTRUCTIONS

NOTE: Alwa¥s turn the console power switch off when inserting or re-
moving an ATARI® Game Program™ cartridge. This will protect the elec-
tronic components and prolong the life of your ATARI Video Computer
System™ game.

anual, Program, and Audiovisual © 1977 ATARI, INC.



ATARI® GAME PROGRAM™ INSTRUCTIONS

1. USING THE CONTROLLERS

Use your Joystick Controllers with
this ATARI Game Program™ car-
tridge. Be sure the Joystick Con-
troller cables are I‘irrnlzI plugged
into the CONTROLLE Jacks at
the back of your ATAR!| Video Com-
puter System™ game. For one-
player games, use the Joystick
Cuntrniler plugged into the LEFT
CONTROLLER jack. Hold the
Joystick with Ihe red button to
your upper left, toward the televi-
sion screen.

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

Fwd
Fwd, Left Fwd, Right
Left @ Right
No Effect
Figure 1

For all TANK® games, move your
Joystick as shown in Figure 1. To
move forward, push the Joystick
forward. To turn right, push the
Joystick to the right. To turn left,
push the Joystick to the left. The
back positions have no effect on
your tank.

Med Dive
Slow Dive Fast Dive

Slow @ Fast

Slow Climb Fast Climb
Med Climb

Figure 2

To control your BIPLANE for those
games, see Figure 2. Control the
speed by moving your Joystick
from the left (slowest) to the right
(fastest). To dive, move the Joy-
stick forward. To climb, move it
back.

Fast
Fast, Latt»i\(Fasl, Right
Med, Left «—{ meo }—» Med Right
Slow, Left )\]&Elﬂw. Right

Slow

Figure 3

In JET-FIGHTER™ games, the
speed of your Jet is controlled by
moving your Joystick from the for-
ward position (fastest) to the back
position (slowest), see Figure 3.
Right and left turns are controlled
by moving your Joystick from left
1o right.

ATAIII GAME PROGRAM™ INSTRUCTIONS

As a rule of thumb, game action
for TANK and JET-FIGHTER games
is viewed from the top. Biplane
game action is viewed from the
side. All games end after 2
minutes, 16 seconds.

MISSILE ACTION

Fire your missile by pushing the
red button on your Joystick
Controller.

In those games where the missile
action is described as “‘Straight,"
the missile travels in a straight line
(Figure 4). "'Machine Gun™

missiles are rapid-fire *Straight
Missiles.”

In “Guided Missiles'* games, the

misnil& can b& turned to follow
D'{ ng the

Jcl‘y‘stlck right or left ahar firing

ure 5).

For TANK-PONG® games only, the
missile will bounce off the walls
and barriers as shown in Figure 6.

Figure 4 Figure 5 Figure 6

Straight Missiles

Guided Missiles

Billiard Hit




ATARI® GAME PROGRAM™ INSTRUCTIONS

GAME SELECT AND GAME DIFFICULTY SWITCHES

RESET The normal position for your dif-

To choose the game you wish 1o ficulty switch is b. When your

play, press game select. The switch is in the a position, all

number for each game is missiles have shorter ranges, and
displayed at the upper left corner jets and biplanes fly slower.

of the screen,

To start a game, press game TV TYPE SWITCH '
reset.

Set this switch to color if you have
a color television set. Set it to b-w
if you are playing the game in
black and white,

Figure 9
TANK® Complex Maze Playfield

TANK® GAMES

The object of TANK® is to hit your
opponent as many times as you
can before the game ends. You
score one point for each hit.

GAME NUMBERS

{ 1. Open Field (Figure 7) Guided Missiles (Figure 5)
2. Easy Maze (Figure 8) Guided Missiles (Figure 5)
f 3. Easy Maze (Figure 8) Straight Missiles (Figure 4)
4. Complex Maze (Figure 9) Guided Missiles (Figure 5)
5. Complex Maze (Figure 9) Straight Missiles (Figure 4)
Figure 7 Figure 8
TANK® Open Playfield TANK® Easy Maze Playfield




TANK-PONG® GAMES

In "“Direct Hit"' TANK-

PONG® games, you can score
points with either direct hits or
“billiard’™ hits. Billiard hits are
ricocheted or rebounded off walls
or barriers before they hit the
target. In “Billiard Hit" games, no
direct hits are allowed. Your
missile must rebound at least once
before hitling the target. If you hit
your own tank with your missile,
you will not be penalized.

GAME NUMBERS

ATARI® GAME PROGRAM™ INSTRUCTIONS

6. Easy Maze (Figure 8) Direct Hit or Billiard (Figure 6)

7. Complex Maze (Figure 9) Direg:t Hit or Billiard (Figure 6)
[ 8 Open Field (Figure 7) Billiard Hit (Figure 6)

9. Easy Maze (Figure 8) Billiard Hit (Figure 6)

INVISIBLE TANK® GAMES

You and your opponent are invis-
ible to each other, except when a
missile is fired or when a hit is
made. In addition, the tanks
become visible whenever they
bump into a wall or barrier.

GAME NUMBERS

10. Open Field (Figure 7)

Guided Missiles (Figure 5)

11. _Easy Maze (Figure 8)

Guided Missiles (Figure 5)

ATARI® GAME PROGRAM™ INSTRUCTIONS

INVISIBLE TANK-PONG® GAMES

These games combine the invisible
play feature with the missile action
of TANK-PONG®

GAME NUMBERS

Direct Hit or Billiard (Figure 6)
Billiard Hit (Figure 6)
Billiard Hit (Figure 6)

12. Easy Maze (Figure 8)
13. Open Field (Figure 7)
14. Easy Maze (Figure 8)

Figure 10 Figure 11
Open Sky Clouds

the cloud formations can be used
to “"hide’’ from your opponent.
However, a hit can be scored
when hiding in a cloud.

The BIPLANE and JET-FIGHTER
games play on the two playfields
shown above. In Figure 11,

BIPLANE GAMES

Become the ""Scourge of the
Skies!' Defeat the Red Baron
once and for all.



ATARI° GAME PROGRAM™ INSTRUCTIONS

GAME NUMBERS

15. Clouds (Figure 11) Guided Missiles (Figure 5)

16. Clouds (Figure 11) Straight Missiles (Figure 4)

17. Clouds (Figure 11) Machine Guns (Figure 4)

18. Open Skies (Figure 10)

Machine Guns (Figure 4)

Need help? Play 2 versus 2 (two
biplanes against two other
biplanes) or 1 versus 3 (one
bomber against three biplanes).
Your biplanes always fly in forma-
tion and shoot simultaneously
when you press the fire button.

GAME NUMBERS

L:E
l‘1.-'_".1'.2.‘_‘"

]ET-I‘IGHTEII“" GAMES

Just how good a Jet Jockey are
you? Here's a chance to find out,

GAME NUMBERS

21. Clouds (Figure 11) Guided Missiles (Figure 5)

22. Clouds (Figure 11) Straight Missiles (Figure 4)

23. Open Skies (Figure 10) Guided Missiles (Figure 5)

24. Open Skies (Figure 10)

Straight Missiles (Figure 4)

If you are super-good, here are
some variations to try. The jets fly
in formation and shoot at the same
time when you push the firing
button.

GAME NUMBERS

25. 2vs.2 Clouds (Figure 11) Guiuad Missiles (Figure 5)

26. 1vs.3 Open Skies (Figure 10) Guldad Missiles (Figure 5)

[ 27. 2vs.2 Open Skies (Figure 10) Straight Missiles (Figure 4)

7

4. GAME SELECT MATRIX

1]

1211314

dr
o
ol

7189|1011

5|6

19

4

15116 17|18

Game Number

Billiard Hit

Game Number

Billiard Hit

Open Field/Sky

Complex Maze




GAME PROGRAM™ CARTRIDGE
LIMITED NINETY DAY WARRANTY

ATARIL INC. ("Atarl") warrants Lo the orlginal consumer purchaser that your ATARI® Game Program cartridge

Iﬂruimu-.r delactsinmaterial or workmanship foraperiod of ninaty days fromthedate of purchase. |l any

such defect is discoversd within the warranty period, Alan's sole ﬂﬂlﬁlt on will be to replace the cartridge

frea of charge on receipt of the cart {charges prepaid, it mailed or shi with proo! of date of purchase

Ialt 1.I.Lhur the retail store where the ridge was purchased or at one of the ATARI lonal Service Centers
sted below:

Atarl, Inc. Atarl, Inc.

1312 Crossman Ave. 43 Baimont Dr.
Sunnyvale, CA 94086 Somerset, NJ 08873
Atari, Inc. Atari, Inc.

5400 Newport Dr. 2109 Eaat Division 5t.
Sulte 1 Arlington, TX T&001

Rolling Meadows, IL 60008

This warranty shall not apply If the cartridge (I) has been misused or shows signs of excesslve wear; (i) has
been damaged by being used with mmeducu not supplied by ATARI, or (IIl) has been damaged by belng
sarviced of modified by anyora othar than an ATARI Regional Service Center.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND
FITNESS, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE. CONSEQUENTIAL
OR INCIDENTAL DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED
WARRANTIES AREHEREBY EXCLUDED.

Some states do not allow limitations on how long an implied warranty lasts or do not allow the exclusion or
limitations of incidental or consequential damages, so the above limitations or exclusions may not apply to
YOu.

This warranty gives you specific legal rights and you may also have other ights which vary from state to
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Use you! Joystick Conlrcilars wih
this ATARI Game Prcgram!™ car-
1mcge Be sure e Joyslick Cane
rolier cables are li'mly plugoed
nin tre CONTRO LLEE! jacks as
the bacx of your ATARI Video Comn.
culer Sysiem™ game. For cae-
player games. usa tha Joystick
Contraller plugged inla 1ne LEFT
CONTAROLLER jac«. Hold the
Joystick witt the rad bullcn 1o
you! woger lall, 1owarg tha talawn.
5I0n SCreen.

See Soclion 3 of your pwngr’s
TaEnual 10 further derans
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Figure §

For all TANKY games. move your
Jaystick as shown in Figure 1. Te
rove 1orwargd, push tha Joysttk
lorwarg To turn right, push 1he
Jaystuck 1a the right. Te tua lel,
2ush the Joystick 1o the 'a%l. The

=ack posilicns favae nd oflec! on
vouLw SN,

Ay owyle o1 thumb, game aclen

‘o TANK ang JET-FIGHTEER games

< viewed ltom 1he 10p. Bolare
Sarme aCon IS Yawad om hee

_,-:}-:a All garmnes era allar 2
=unptees, 16 saconds

MISSILE ACTION

Sirp your Missi'@ by pushing thae
regd Dulion on your Joyshck
Cortclier

I *hDSe Cames wraese e miss <
aclan 5§ dessnubed as 'Siraght,
e missiie ravels noa Siraight ure

In “Guided Mise s games, tna
Tissile can D@ Jurned o 1dliow
Yout opponent by mowing the
Joestuck right or lelr after r-nng

GAME SELECT AND GAME
RESET

TO Choos2 Ihe game you vish 10
oigy oess game selact, Tha
numiber 17 2ach game i
QIECIaYDs atl the voger letl Coner
& Ine SLfaan

Tostart 3 gama. oress game
FESET,
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Slow «—{ weL {_. Fast

Sicw Clrnb I Fast Chrrt:
Med Simb

Fgure 2

To corlect your BIPLANE for those
games, see Figure 2. Contal tha
sp2ad by mowing you' Joyslicy
frcm the lell islowest) to the righl
ilastasl). To Cwe, mayea the \oy-
shick lorward. To Cimb, move 18
tack
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In JET-FIGHTER"Y games. "o
spoed of your Jot 15 centroles by
MOvING your Jayshck rom the for-
ward posimion Jdasiasti 10 the Hack
pcailicn Isiowest), see Figure 3
Rt and ielt lurns are cogi-olle:s
oy moving your JCystick rom laff
1o rigns

TANK-PONG* GAMES

In " Ditact Hit TANK-

NG gamacs, you can score
pomnts wath gu'rq* dirercl s o
"Conaret omts Qilliard 1S are

ngochelag or recourgad off walls

Cr Barturrs 2afom ey "t the
1arget. In 'Bilharg =i
girocs hils gre alicwed Your

rmss @ mus! rebcurg ol len

QEMES, NO

st oniee

Cetore manng 1ne largel It yoa hit

¥Ou! O lare 'wnilh you! missiie
vouL will ol be peaalized

TANK® GAMES
The chject of TANK?®

151Gt woun

Daecnen! as many iras ac youJ

Car Letse the game oy
SeQre One cgint for sach ni
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Guided Missiles }- A L | i T I ' |
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Machine Guns Lo T g Fa & 5 |
_Cirect Hit ‘ [ PR 4' X!
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