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I. OVERVIEMW

You are now an EWOK, and have volunteered vour services
to the Rebhel csuse. Your home planety ENDOR, i= being
threatened by the evil forces of the EMPIRE, uho have
built & shield genserater on the surface which is used
ta protect the DEATH S5TARs being constructed abovs
ENDOR. The REBEL ALLIANCE needs te destroy the shield
generator before the DEATH S5TAR can he attacked.

Your EWOX specialty is in the HAMG GLICER corp=i: you
are 2n ace HANG GLIDER pileoty, a2nd you must use your
expertise to fly through the foresty killing your eneries
whan you have tos and drop a load of explosives into the
shield generating burnkers which blows it sky high.

The mission is one wrought with peril — you must
master the art of hang glider flyings you must dodge fire
from enemy LASER CANWONSs you must szarch cut rock piles
and explosives to use against vour enemiesy znd you must
finally fly througk the deoors of the bunker in arder to
blow it up. But the rewsrds are great! If vou can prove
your expertises you may be made an honorary TRIBE MEMBER!
and know that vou have dpne your share in war agsinst the
EMPIRE.

II. FLYIKG YOUR HAKG GLIDER

Flying harg gliders is not easy. You must constantly
balance your zltitude so that you do not crash into the
ground. Notice thzt there is a shadow undernezth the
glicder which shoss you how high you are flying. If the
shadcocw disappears, weztch out! You are flying perilously
close to the ground &nd are about to crash.

The JCYSTICK controls work like this:

(1) With the A" difficulty switeh in the "A*" setting:

COWN an the stick mskes you dive and gain speed.
LP on the stick makes wyou climb and losze speec.

MOTE: If you go too highy you will stally which means vou
start flyirg backwards and losing altitude. You can
recavar from 2 stall by geing into a dives, {pulling DCWN
on the stick) and now flying normally.

LEFT and RIGHT make you hank youdr aglider in trose
directions.



(2) With the "2° difficulty switch in the "B" =setting:

OCWN on the =tick makes vou climbk anc¢ lose speed
until yvou stall.

LPF en the stick makes yau dive and gzin spead.

LEFT and RIGHT make you bhank in those directicns.

Notice that you can fly in @ complete circle if you
want t¢ #nd cean cross screen boundaries 2t will. Crossing
a screen baundary outs you into the next screen overs

Here are the ways you can lose a glideri

(1) 8y crashing into the ground (shadow cisappearsl.

{23 8y being shot by a 380 GUY.

€33 8By ¢rashing into the mountains at the beginning
ar and of the world.

(4) By flying toe low and hitting Z2AD GUYS. If vyou
zre high enoughs you can fly OVER the BAD GUY"s
heads.

(5Y By trying to fly Into the BUNKER without zny
explosives.

{48) By miessirg the doors of the BUNKER and flying
into It sicdes.

IT. BAD GUYS

Thare are three types of BAD SUYS on ENDOR. They
are 8ll1 dang=rous but car be killed with 2 singla
wall-glaced rock.

1) TROOPERS 2re the white-clacd foot selaiers of the
EMPIRE. They are thes most numerous of the snemy and
get you 100 points when you hit them.

(2 ATST"s (WALKERS) are the large two—-legged scout
walkers. They are worth 250 points arnd can be riddens.
(Ses Section IVY)

{3) The Flying Moctorcycles are worth 400 poirts because
they arz2 the fastezt moving and narrowest enamve

III. BACKGROUND ODBJECTS.

(1) The BUNKER is vyour goal. You must fly through the
doors (in the certer of ths screen — not too high or too
low - whilst carrying the explosives) in order to
complete your mission. You get 2000 points for blowing up
the BUNKER.

(2 ROCKS are vour ammunition agasinst the BAD GUYS. In
order to picikc up rockss vou must swoop low over the
nile=. You get more rocks the slower you are going over
tha piles = but you canm only carry 9 rocks at a time.
You get & single point for every rock vou pick up.

(2 EXPLLSIVES are the red boxes. Like reocksy you kave to



fly low over them. When vou pick up explosives,y you get
50 points and vyou score band ¢changes from BLUE to YELLOW
to Indicate that vou are now “ALTIVE®. If vou lgse a
glidery you 2lso lose any explosives you were carrying at
the time - and so must go back and pick =ome up again.

(4 MOUNTAINS show the beginning and ending of the valley
wharein the gzme is played. You cannaot fly over the
MOUNTAINSs so if you see them turn around and fly in the
other direction.

£5) TREES do not harm or help you.

(&) THERMALS Cthe green flowing swirls) indicate columns
of rising hot air. Flying over the THERMALS will give you
3 boost in altituce znd so0 ars very useful when you ares
flying teo low. You cen #lso get a boost in altitude by
flying over the flames of explosions from bleown—-up BAD
GUYS.

(7) RIVERS segment the world into various parts. When you
crash a2 glidery the EWOK Jjumps outy dusts itself off and
runs backwards towards the nearest river where he has
hidden another glider. It may be useful to count the
number of rivers from the beginning of each game to the
BUNKERs =0 that vou know how far you have to go.

(B) The SCORE BANLC at the top of the screan shows the
current player”s score and in between turns, it shows which
player®s turn is naxt.

(9) The STATUS BAND 2t the bottom of the screen shous
€1) The number of gliders you have left.
€2) Which direction the BUNKER is from ycu {(an arrouwl
(3) The number of rocks which you have left.

IV. RIDING A WALKEER

khen you get good at flying the glider,s you may be
able to actually land on top of & WALKER &and take it over
for several secornds. This gives you many advantages:

€1) You get 1000 points.

(2) You cannot be shot down by enemy fire.

€3 You can fire unlimited amounts of bullets.

(4) You can blow up the BUNKER without having any
EXPLOSIVES with voua

To ride a WALKERs you must he flying pretty high
(25-35 lines)« The glider disappears,; and a
black-and-whits flashing WALKER %takes Itz plzce for 2 few
seconds. When your ride is over, you get your glider hack
at its original #ltituds and speed. Riding WALKERS is a
good thing to try to do.



V. THE GAME VARIATIONS

There are four games for one— or two-plavers. The
gzmes increase in difficulty and progress automatically
from one skill lsvel to the next.

GAME ONE = FLYING SCHOCL -

in this game, the BAD GUYS do not fire at you. The
speeds are slower and the world is anly about 12 screens
lang.

GAME TWO - APPRENTICE EWDK -

In this gamey the BAD GUYS start firing their laser
cannens 2t You. You =hould start to use the thermzls to
keep yourszlf aloft. The werlg is about 25 screens lorg.

GAME THREE - EWOX PILOT =

In ttis gzme,y, the BAD GUYS ars getting aggressive
about shooting you down. khatch ocut for them. Alsoy rocks
and explosives are getting harder to find anc yvour
descent rate is making it hard to stsy aloft. Use the
THERMALS! Thuw world for this game is about 35 screens long.

GAME FOUR - ACE EWOK PILOT - BATTLE FOR ENDOR!

This is the real battle for ENDOR. The BAD GUYS are
meany anc flyino your glider hecomes a tricky matter of
balancing your height while looking feor the ROCKS and
EXPLCSIVES which you need to fulfill your mission. But,
to the wvictors go the spoils; If vou successfully complete
this roundy the words “TRIZBE MEM3ER|® appear on the
screen for everyone to see. You are indeed ar honorary TRIBE
MEMBER with 2ll the duties and privileges you are
entitled to. Now, you must try to go for the reslly kig
points| ’

The two player gazmes (5-82 are Jjust games 1-4 for
two plaverss the computer will tell you uwuken It Is your
turn.

¥You start out with four gliders and six rocks and
get =n extra glider every 10,000 points.

To re-start zny perticular games simply hit either
of the Joystick buttons. To start wou turn, hit your
hutten. Player ONE uses the LEFT JOYSTICK, PLAYER TwO
use=s the RIGHT JOYSTICK.

Good Luck and May the Force Be With You!



