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PENGO’S NEST EGG

) Pengollsn't it
cdld'viork ra;cing

] mnk rearranging huge
~ ice squares? Why do

- you keep trying to hne
~ up those three jewel-

. embedded blocks?

~ What’s that? You sa;y
you do it for a fortune

~ in bonus points?

x Scund:s like a neat nefa*t
g! Canﬁ shelp too?

'HOW TO SKATE ON mm
 Insert the PENGO ¢ nam:x@ﬂge ‘
. as explained in your ATARI
- 2600 Video Gomputer System
~owner’s guide, and f;l;u'ﬁ bn
_your console. :
~ Plug a joystick mntroller 11:14
 to the LEFT CONTROLLER
- jack for a one-player game.
Plug a second joystick in;o t;le
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i
il

=
R R

& two-player game. Press the
left joystick fire button or

' push the joystick in any direc-
‘tion to view the gamﬁ opnons -
‘screen.

_ Press SELECT to choose a1
| PLAYER or 2 PLAYER game.

| | Use the left joystick to change

 RIGHT CONTROLLER jack for

the round number £l~easdest i

- 10=hardest). Push it up to in
~ crease the round number; pull

it back to decrease the rounc} =
mimber
- The LEFT BIEF?IGULTY

‘switch controls the PENGO ; -k

theme song. Set it at A to pla.y
~ the song and at B to t;uﬁl eff
thesong.
. Press the ﬁre butbonﬁ t.o st.m
the game. During a game,
~ press RESET or SELECT to
- Teturn to the game : seiect 'j -
' gereen. During inte: sio ,
press the fire utnczn to con-
_ tinue :Dl&;? e Lo

- Use your j‘oystﬁck td move ””””

?énéo up, down, right, or 1ef€

on. the ice ;f;;ald Whenz Pengo

_comes up against an ice bl@ekﬁ
~press the fire bﬁtton to
~ the block aéros:s the pla,

aga.inst a Wa.li ar &no%hey S
black - .

KIM’EM OU‘R m ‘BM tn'!
mm}b

You st.art the game =
with five Pengo lives.
Your current lives are
displayed as red boxes j

_two minutes to complete a4 ;
round. Hach round ends whenb

you destroy all the Sno—Beég, —
when the last one escapes,

~ are near the ice field waiﬂis,«,«hy

%

ald .
gr to erp.ahgt 1f it’s trapped -

nfe when a Sno-Bes touchQB,, 0
you. You have &pproximateiy -

~ yellow boxes at the lower rigm
o round screen displa,

or |

when time is up. The game
_ends when you lose your last
Pengo life.
lno-ms

‘Sno-Bees smash ice

| blocks to get at you.

You loee a life if a Sno-
- Bee caixgl‘;es you. Nix the Sno-
Bees first by squashing them
. with ice blocks, crushing them
- before they hatch, or running

 over them or squashing them .

 with ice blocks when they're
_frozen. Watch out for sma.rt e
" Sno-Bees that can walk ~ é
througMieeblocks =
 You can freeze Sno-Bees tna.’é -

m‘aaa“ ' tha fire button o
makaﬁEmgo* kick a wali*}unﬂl"
- &11 ‘walls vibrate. . Sﬁ,o-Bees
touched Dy a vibrating wall
wj.l.‘l mpomﬂy frpeze» Also,
- 8no-Bees automatically fmeza
_ for a few seconds after you

life is lost. When the

_,E:éncgs efther player
the fizz_ﬁ huht_on orm

tions/select sc*i'een, ﬁayér 1=
_ may then restart a game at the

JEWEL BLOCKS
The jewel
blocks are
indestructible blocks with co-
lored jewels inside. Your task
isto line them up ‘horizontally
or vertically until they touch.
You get 10,000 points for limng
them up inside the playfield
‘and 5,000 points for alignin
them against a wall. |

a.ltsmate aash time a ?enge
game
can p

 highest: round. either player
complemd, a.t a E.OWGJ? mu’mi .

 align all three jewel blocks,

' Run over the frozen Sno-Be

........

ior, farf m,ore points, gqua.aih
them with ice blocks :

SNQ-ME EGQ& :
" —~.Theice hioeks tha:t :
- blink at the begmning

'é.of ‘each round contain Sno-
‘Bee eggs that can hatch as
play progresses. Destroy "oheae
quickly for bonus points. The

: mdica.fse the number ofan: '
"Ilatcah,ed gna-‘r‘&?g eggs on the

ahsm 6@ seecmdsg ym‘x 1 ‘i*eoewe

SGORING') C

_ ton to contmua play.

nomm SCREEN
When you lose a life, the

pla.yér whg 8 up



