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INSTRUCTIONS

During World War ll, German bombs turned daily existence in London intoa
nightmare. Hoping to undermine the strong spirit of the British, every night the
Germans dropped bombs on the citizens of London. Most bombs exploded on
impact, but some would sit minutes, hours, or days before detonating. It was
up to the British Army Royal Engineers to find and defuse these unexploded
bombs (UXBs). There were many types of UXBs and the engineers had to learn
each. The bombs did have some things in common: they required sharp think-
ing. delicate treatment. and split-second timing.

In LONDON BLITZ you are assigned to the Royal Engineers and are tasked to
keep your sector of London free of bombs. There are several types of bombs,
each requiring special skills which you had better learn. Excellent perform-
ance will be rewarded by promotions, but damaged property may get you
'‘busted.” There are three ways for you to get out of this nasty business:

(1) Be removed from the service for incompetence (busted below Lance
Corporal).

(2) Receive a posthumously awarded Victoria Cross, or

(3) Be promoted to the rank of Captain where you can turn your attention to
administrative details.

To play LONDON BLITZ, insert the game car-
tridge. label up. into your game system. Be sure
that a joystick is plugged into either of the con-
roller jacks. When you turn the game on, the
letters "AH’ will be displayed against a blue
background. Select the joystick you will use by

briefly pressing its fire button. Now select your ﬁ%‘f_ﬂ
initial rank (level of difficulty) by moving the RANK

joystick up or down until the desired rank is
displayed. Your rank determines the difficulty
of the bombs assigned to you for disposal. As
you progress in skill you can start at a higher
rank. When you have selected the initial rank
you desire (Lance Corporal through First Lieu-

tenant), briefly press the fire button to start the SELECT
LOWER
game. RANK

(FIRST) CAPTAIN




GETTING AROUND

The blue and green street map displays
your assigned sector of London. Your position is
displayed by a red cross. The positions of any
reported bombs are flashed on the screen in
white. To view your entire sector, scroll the map
up or down by pushing the joystick in that direc-
tion. You cannot move to the bomb while look-
ing at the map, but you will find it helpful to give
yvourself instructions to the bomb. For example:

Face left. move to the second sireet on
the right, turn right, go as far as you can
go, and turn left. _——

You can move any combination of up,
down, left, or right movements, but you cannol
move diagonally. When you are ready to
move to a bomb, briefly press the fire button.

You can move while viewing the street, You
can see the square you are in and saveral
directly ahead of you in the direction you are
facing. The white arrow serves as a compass
showing which way you are looking on the
map. Use it should you lose your sense of direc-
tion. To change the direction you are facing,
without moving, push the joystick left or right to
turn in that direction. Note the change in the
direction of the arrow. The joystick is very sen-
sitive and will turn you very quickly. This may
make conirol a little difficult for you at first, but
will be very helpful once you have had some
practice moving on the streets. To advance in
the direction you are facing or refreat (without
turning around) push the joystick up or down.
To view the map again, briefly press the fire
button when you are in any square not
occupled by a bomb. You can only see
bombs that are directly ahead of you. To
examine or disarm a bomb, advance to the
square containing the bomb and briefly press
the fire button.

THE BOMBS

The three type of bombs you will encounter
are very similar in appearance. Starting at the
top of the mechanism there are three sliding
bars. All the bars will initially be to the far right.
The top and bottom bar have six positions from
left to right. The middle bar has four positions.
The color of the slides indicates the type of
bomb: green, blue, or orange. Below the
three slides are three indicator lights. The in-
dicators are only valid after you have made

oy,

ADVANCE

TURN
RIGHT

TURN
LEFT

RETREAT



an attempt at disarming the bomb. Below the
three indicators is the timer showing a red line
against a green or yeliow background. The
red line moves from right to left, showing the
amount of time left before the bomb
detonates. When the slower green timer runs
out the bomb shifts to a fast yellow timer. If you
are working on a bomb when it shifts to the
yellow timer, you must disarm it or perish.

All the bombs are similar in that in order to
disarm the bomb, you must match a three digit
combination by properly positioning the three
slides. The duration of the bomb’s timer and
the number of combinations you can try before
the bomb’s anti-tampering fuse will detonate it
vary according to your rank when the bomb
was dropped. The higher your rank, the shorter
the bomb’s timer and fewer the number of at-
tempts allowed to disarm the bomb before it
detonates. There is no visual indication of the
number of attempts allowed or taken—you
must keep track of that yourself. Once a bomb
has started on its short (yellow) fuse, you cannot
run clear of its blast and must attempt to disarm
it. When you are a First Lieutenant. the bombs
are rigged so that any aftempt to disarm them
immediately sets off the short (yellow) timer. The
short timer last 33 seconds. You had better be
good!

All the bombs are similar in appearance ex-
cept for the color of the three slides. The slide
color indicates the type of bomb,

The bomb with the green slides is the
simplest bomb to defuse. When you first see the
bomb, the three green slides will be to the far
right. Anytime you switch from the street scene
o the bomb, the accuracy of the three In-
dicators is uncertain. To set a combination into
the bomb, move the joystick up or down until
the slide you desire to change is shown white
instead of green. Now move the joystick left or
right until the slide is in the desired position.
Move the joystick up or down and set the other
slides to different positions if desired.

When all three slides are in the position you
desire, test your combination by moving the
joystick up or down until all three slides are
green. Now briefly move the joystick left or right
until your hear a beep. Each beep you hear

* =unlimited
SUDE SELECT
MOWVE SLIDE/
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registers one attempt to defuse the bomb. Be
careful not to hold the joystick to the side
longer than necessary and waste some of your
fries. When you hear the beep. the indicator
lights will change to reflect the accuracy of
yvour aftempted combination. The indicators
will not change until you attempt another com-

Selec! middle slide
(O changea)

bination or until you leave the bomb. Should —{}—
you return to the street scene. the bomb ——
remembers the positions of the slides and the n—
number of altempts you made, but will not HEm®
remember the status of the indicator lights. The Selec! top slide
indicator lights will be red, black, or green. The —ir—
left indicator corresponds to the top slide, the —-—
middle to the middle slide., and the right in- ——
dicator to the bottom slide. If the Indicator is -m =
black, It indicates that the corresponding
slide Is correctly positioned. If the slide Is red,
It indicates that the slide should be moved to i
the left. If the slide Is green, the comespond- v
ing slide needs to be moved to the right. —_—
When you have positioned all three slides C B
correctly and test the combination, you will Prepare for tes!
disarm the bomb. You will hear a high pitched ——
tone and be returned to the street scene. The —n
bomb will have disappeared. Should you -
desire to leave the bomb prior to disarming it, mmN
press the fire button and you will return to the Test combinations & get
street scene. You cannot leave the bomb if it new indicators. Top & middle
has begun its fast (yellow) timer slides correct—bottom must

g0 bock left 1 or 2 o be correct.
THE AUTOMATIC BOMEB (BLUE SLIDE)
The automatic bomb is similar to the basic
bomb except that you do not move the slides.
The bomb will automatically cycle through six- TEST
teen (always the same] combinations. One of
these combinations is the correct one. Your
task is to test the proper one. The key to solving the automatic bomb is to
remember the position of the slides when you make a disarming attempt. To
attempt disarming. push the joystick to the left or right briefly until you hear the
beep. Remember that the indicators are not accurate when you first see the
bomb. The indicator lights will change to reflect the accuracy of the combina-
tion that was displayed when you moved the joystick, and will not change
until you test another combination. The indicators correspond to the same
slides as those in the basic bomb. If you remember the positions of the slides
and use the indicators, you can make your next choice of combination more
intelligently. It is particularly helpful if you happen to chose a combination with
one of the slides in the correct position giving you a black indicator. This is easy
to spot and tells you to try only combinations that have that particular slide in
the same position. As with the basic bomb, you can leave the bomb any time
while it is still on its long (green) timer by prassing the fire button. If you disarm the
pomb, you will hear the high pitched tone and will be returned to the street
scene.

TEST




THE RANDOM INDICATOR BOMB (ORANGE SLIDE)
The random indicator bomb is identical to

the basic bomb except for the positioning of

the indicator lights. With the basic bomb the SLIDE SELECT

left slide corresponded to the top slide, the : -

middie to the middle, and the right indicatorto o s g/

the bottom slide. With the random indicator TEST

bomb, the relative positions of the indicators

may be in any order . . . Top-Middle-Bottom . .

Top-Bottom-Middle . . . Bottom-Top-Middle . . .

Middle-Bottom-Top . . . etc. The sequence will SUDE SELECT

not change for any one bomb and all slides

will be represenied by an indicator. It may be

helpful to move only one slide for each

attempt until you have identified which indicator corresponds to each slide.

When you disarm the bomb, you will hear a high pitched tone, the bomb will

disappear, and you will find yourselt back on the street to tackle another
bomb.

MOCWVE SLIDE/
TEST

WINNING, LOSING, SCORING

Should you lake too many incorrect aftempts at disarming any of the
bombs. or happen to be in the same square with the bomb when the timer runs
out, the bomb will detonate—terminating the game.

You get credit for bombs you disarm, and are penalized for bombs which
detonate. In order to be promoted, you must disarm more bombs than you
allow to detonate. Failure to disarm enough bombs will lead to being busted.
There are eight levels within any rank. You will be advanced one level for dis-
arming a basic bomb (green slides), two levels for an automatic bomb (blue
slides), and three levels for a random indicator bomb (orange slides).

Al et~

Your level within your rank will be indicated by a bar displayed beneath your
rank insignia. Your rank without a bar indicates the lowest level. A bar the full
width of your rank insignia indicates the highes! level within your rank. Your
final rank is displayed against a black screen when the game ends. No in-
termediate level is shown. The game will end when you get promoted to Cap-
tain, when you would be busted below Lance Corporal, or when you have a
fatal meeting with a bomb. Should the last occur, your rank will be the highest
rank you were promoted out of. For example—if you started as a Lance Cor-
poral, worked your way up to Warrant Officer, were then busted to Sergeant
and were killed at this rank, your final rank would be Staff Sergeant. If you
started at Second Lieutenant and were blown up before being promoted,
your final rank would be Lance Corporal as you never earned your initial rank!

CONSOLE SWITCHES

You can restart any game, at any time, by pressing the RESET button on the
game console. After a game is completed you may start a new game by
pressing the fire button once (the letters 'AH’ will appear on the screen) and
then pressing EITHER joystick fire button to start a new game. This sequence
allows another player to play LONDON BLITZ without having to reach for the
console control switches.

The console switches other than the POWER On/Off switch and the RESET
switch are not used. GET BUSY. GOD SAVE THE KING!



Video Games That
Really Defy Boredom!

WALL BALL, a Sports lllustrated
game, is a challenging and
visually stunning 3-D bouncing-
ball game for one player. Points
are earned for knocking out
bricks, but controlling the smaill,
rapidly moving ball requires con-
siderable skill. The player must
master all nine levels of difficulty
to win a five set match. Adapted
from a Microcomputer game,
WALL BALL utilizes the full com:-
puting power of the VCS™.

DEATH TRAP—The odds are
tremendous; DEATH TRAP is an in-
novative space showdown witha
touch of strategy. While being
squeezed by impassable defense
shields, you are attacked by in-
telligent plasma fireballs. The
only hope for survival is to beat IT.
That requires expert evasive
maneuvering and dead-sure
shooting. Time is of the essense,
sO be effective in your actions.
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DEATH TRAP and WALL BALL are available on the Atari 2600
Video Computer System™ and Sears Video Arcade™. They arein-
tended for use with one joystick controller, and a color television.

There are more games for the VCS in the making, some which
will use an advanced engineering design to increase the

memory of the VCS.



MICROCOMPUTER GAMES . . .

B-1 NUCLEAR BOMBER—-You are the pillot of a B-4
bomber on a mission over the Soviet Union, You must
fly through stiff Russian defenses to the target city,
bomb itand return home. Your computer controls the
Soviet MIG fighters and surface-to-air missiles. You
must rely on your electronic counter measures and
self-defense missiles. Available on cassette for the
Atari 4/8/1200XL (16K), Commodore 64, VIC-20 (16K),
THPR/4A (16K), Timex Sinclair [16K). TRS-80 Mods. i
(16K). Apple Il I+, lle [16K), and Pet (16K). Available
on diskette for TRS-80 Mods. Il (32K), Apple II, I+, lle
(48K), Atari 4/8/1200XL (24K), and IBM PC (48K).

LEGIONNAIRE—-Highly acclaimed real-time wargame
simulation by Chris Crawford. You as Julius Caesar
command up to ten legions, against the barbarian
infantry and cavalry during the days of the Roman
Empire. The game provides shock effects, fatigue,
morale and slope effects as the batilefield scrolls
before you in full color and animation. Available on
cassette for the Atari 4/8/1200XL (16K)., and Afari
4/800 diskefte (32K)

TELENGARD—Another not so mighty adventurer bites
the dust! A 50-level dungeon exploration game. The
monsters and creatures will not wait for you to react,
50 quick wits and reflexes are needed. Will you return
from the cruel labyrinth to tell tales of horror, despair,
great tfreasure and magic? Or will you be another of
the foolish ones, only to perish in the dark depths?
Available on cassette for the Commodore 64, TRS-80
Mods. Il (32K), and Atari 800/1200XL (48K). Available
on diskette for the Apple I, ll+, lle (48K), Atari
800/1200XL (48K), and TRS-80 Mods. I/l (48K).

TAC-Availon Hill's Microcomputer game of Armored
Combat during World War |l. You control individual
tanks, anti-tank guns. and infantry squads in tactical
combat situations. For one or two players featuring
outstanding hi-resolution graphics and enhanced
sound. Five different scenarios are available from
Meeting Engagement to Stalemate. The players con-
frol up to eight vehicles, guns and squads simul-
taneously, utilizing the equipment of either the Ger-
man, British, Russian or American forces. A simulation
for the most demanding wargamers. Available on
the Apple Il, ll+, lle (48K). Atari 800/1200XL, IBM PC
and Commodore 44 versions available Iater this fall.




BOARD GAMES . . .

SQUAD LEADER—Russian, American, and German
forces engage in bloody street fights, descend on
enemy held villages, take key hills, or cross open
fields in the quintessence of infantry combat. A game
that recreates every aspect of infantry warfare from
the house-to-house fighting in Stalingrad to armored
advances across snow-covered roads in the Arden-
nes. The underlying theme of SQUAD LEADER is one
hinged on morgale. Leaders play a major role by
directing fire. rallying broken units, and generally
enhancing the performance of their troops. The
player who can direct his leaders the most effectively
will usually be the winner. Mothing is certain though
and SQUAD LEADER contains the unpredictable
nature of men and machines which isboth the bless-
ing and bane of commanders.

CIVILIZATION is a game unlike any other game ever
invented . . . a game of high-level player interaction
with no dice and little risk of any player being
eliminated. The object of the game is to gaina level of
overall advancement to which cultural, economic,
and political factors are important. The winner is the
player who maintains the best balance between
activities of nomads, farmers, citizens, merchantsand
adventurers.

DIPLOMACY —For seven players (with special rules for
two-six players), this is a game of political power, shift-
ing alliances, back-stabbing and psychological in-
timidation. Each player represents one of the seven
pre-World War | major powers—Germany, Ausiria,
Hungary. Turkey, Russia, ltaly, England, and France.
The game is a series of "negotiation periods.” where
players try to out-wit and out-talk their opponents. To
win, one country must control half of the mapboard
which portrays Europe, North Africa and the Middle
East.

TACTICS ll—=The hobby of wargam-
ing was born in the late 50's with the
inception of Avalon Hill's TACTICS.
Now a direct descendant, TACTICS Il
Is an outstanding infroductory game
for potential hobby members. The
armies in the game are equal. Vic-
tory will be gained by a combination
of logic, foresight, luck, common
sense, and skill in military strategy
and tactics. Game features include
special functions for headquarters
units, terrain effects, invasions, qir-
borne assaults, weather effects,
replacements, isolation, and even
nuclear weapons




FACTS IN FIVE combines the elegance of simplicity
and the excitement of competition with memory,
general knowledge and an interest in trivia. The
game pits players against time, themselves, and
each other. In each round, players select five classes
and a category in each class. selected from over one
thousand choices of popular and academic sub-
jects. Special rules allow children of all ages to com-
pete on an even basis with adults,

ACQUIREs a game for two to six players thatiakes you
into the world of hotels. Players must start hotel chains
and then expand them by building more and more
hotels around them. At the some time, players mQy
buy stock in any active chains, even those begun by
other players. The players with the most stock in a
chain, control that chain They will then try 1o make a
profit by merging this chain with other chains,
because the magjor stockholders receive bonuses
during mergers. Luck will play its part, bul the winner
will be the player who has had the foresight to buy the
right stock at the right time.

STATIS-PRO BASEBALL comes with “stat cards”
representing every player of every big league team
that performed regularly in the previous season
That's more than 700 individual cardst Statistically
accurate in hifting, pitching, fielding! Each Player
Card—whether the mightiest superstar or a little-used
reserve —contains information depicting on-the-field
performances in every depariment. Avalon Hill has
computer-analyzed season-long statistics for each
player’s hifting. fielding. pitching. base-stealing.
bunting. game-winning hits. even stamina ...
converting it all to "FAST ACTION™ results. It's our
guarantee that each player should perform in this
gome just as he does in real life!

PAYDIRT-NOW is the time to get hold of the Sports
llustrated Pro Football Game. We have scouted all 28
pro teams. We've determined their strengths and
weaknesses on offense, defense, and special teams.
And we’'ve converted all this information into simple-
to-use Play/Action Charts that put you right down on
the playing field from Los Angeles Coliseum . . . tothe
sun at the Orange Bowl . . . all around the league . .
as QUARTERBACK of your favorite pro teams! These
charts are your tickets to action. With them you can
call all the shots—on offense and defense—for every
pro squad. You canreplay the complete pro season,
playoffs, Super Bowl . . until your team wins it all!

FOCTS
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