BEAMRIDER



BEAMRIDER"™

The Restrictor Shield, 95 sel.'lms dann naw swrnundsma Earth. Yuu amha Beamrider,on a mission ta clear the
Shield. Thy an onslaught of ali from beam to beam. Sector after
sactor the da\nga deepans

INITIAL SET-UP

= Insert cartridge. Turn power on.

= Select number of players by pressing the 1-4 on the left controller

« Select level of difficulty by pressing 1-3 on the left controller. The higher the number, the greater the challenge.

* Once the difficulty level has been selected, you'll shift to the Space Station. Its control panel displays your score,
twao reserve ships, three topedoes, the sector number and the number of enemy saucers in the sector.

= Ta start, move the Jaystick. The hatch doors will open, thrusting you through hyperspace to the Restrictor Shield

# Your Light Ship follows the left and right movements of the Joystick. Tofire laser lariats, prass sither botiom side
button. To fire torpedoes, press either top side button

» Press Pause o pause the action. Thuscruﬂnwilunbla& Toresume play, press PAUSE again.

« To drop out of a multi-pl vithout i i playars, press * onthe controller when your
turn begins. Ynmsouremll be omitted and the saquunm al playwill be adjusted tothe remaining players.
= To begin. [ i | s and press START Beamrider will

replay at your previously :elsﬁed Mﬁcnﬂylmlm the sama number of players.
« Tobegin a new game at any time and select anew difficulty level, press RESET

BEAM BEARINGS

The Space Station. When your ship is destroyed or when you complete a sector, you will retum to the space
station. To continue, move the Joystick

Enemy Saucers. There are 15 | ineach They must all be d d before you can golo
the next sector.

‘The Sector Sentinel. When all enemy saucers in a sector have been destroyed, their Sentinel ship will cruise
across the top of the beams_ Only a torpeda can destroy it

Weapons. Laser lariats are effective against White Enemy Saucers, Yellow Chirper Ships, Blue Chargers and
Red Zig Bombs. Torpedoes will destroy the first abject they meet on a beam. You have three torpedoes

per sector.

\'ulmﬂlmwrs*” My, yellow rej will float th he b ix. Eam a b i
for each hoot of do a reji itwall d and destray you on contact.

DANGEROUS ENCOUNTERS
With the first smng of your laser lariat, the white enemy saucers approach. But there's more. As you progress
through th

Shield, a sinsister collacti dangeris added with every
other sector, up to sector 14:
SECTOR CRAFT VULNERABLE
1 White Enemy Saucers Yes
2 Brown Space Debris No
4 Yellow Chirper Ships Yes
] Green Blocker Ships No
Green Bounce Craft No
10 Blue Chargers Yes
12 Orange Trackers No
L] Red Zig Bombs Yes

Only“vulnerable” objects are affected by laser larials [saucers and chirpers are destrayed, chargers and zig
bombs are deflected), Everything else can only be dodged or,in extreme cases, torpadoed



SCORING

» Score each time you destroy an enemy saucer,chirper ship or Sector Sentinel. Point values increase as you
advance to higher sactors

» The exact paint value for each hit briefly appears in red in place of your score.
« Destroy the Sector Sentinel and you'll receive an additional bnus for each shipin your fleet.

Number of Enemy Saucers in Sector Sector Sentinel
Torpodoes. Scpre

Chirper Yellow Rejuvenator

Enemy Saucer Green Blocker

Bouncecraft

BlueCharger  Your Light Ship

JOIN THE ACTIVISION"BEAMRIDERS"

Reach sector 14 with a score of 40,000 points or mare and you qualify to become a Beamrider! Send us your
name and aphotoof the TV your sector and SEOTE. Intlude $i EID per emblem

ordered to cover shipping and ling. We'll send you th ider
Be sure to write“Beamrider —5200" and your score onthe bnllomcumernllhesme\aue

AcivEon
—BEAMRIDERS—

HOW TO BE A BEAMRIDER
Tips from Dave Rolfe, designer of Beamrider™

Dave Rolfe is a seasoned software de with i i iputer science.
In'his spare time he can be found hlt\'dlng or listening to rock ' rall.

Greetings from sector 26 and moving! If you want to make it ta the outer sectors, pay attention to these lips.

Maintain precise control by learning to TAP the Joystick 1o move your ship a single beam at a time. And stay near
the center beams 50 you wan't get boxed into a comer with nowhere to run. Zap the white enemy saucers as
earlyin their approach as possible. And check this out: You can hit them when they're slightly off the beam,
bafora they can drop their missilas.

When you see a yallow rejuvenator, don't abandon all caution as you move mran:hn or' vuu Nlikely wreck

your ship. If an enemy object is blocking OU Can use a e ut of the way

Then, catch the rejuvenator. But ramemhet munnly havethmllnluednﬂsanﬂmermvnm only weapon against
the Sector Sentinel.

And while we're on the subject, when the Sentinel is about to approach, don't sit an the beam you plan ta shoot
from. Green Blockers will swarm onto it immediately! Instead, wait on a beam you're NOT going to shoot from
(like the one nearest the Sentinels first sighting). As soon as the Blockers are ‘locked"onto that baam. zip
overto an unblocked baam and torpedo the ship.

Last but not least, take time to notice th attack They foll allow you to
anticipate many of their moves,

With practice, you'll be in the outer sectors before long. But don't get too far out to write me a note sometime.
Because reading your letters is the next best thing to designing games.

Dave Rolfe Action Graphics, adaptors for the Atari* 5200



¥ i [ f N _
1 i |
- | i H :
. = | P r - i
= = “ m | 3 &
= i H [ ]
= i . | ——
N -
N N u
] = = = B vt s
- == lll..l LT TTELEER
. F
Tmms = -
e ’ i Em n
sEeTEEe “ 4 |E
crer mmm = . | - =
K |& #
| =
=
H

[

|

T - i ) / i
| ¥ : -
——- we I L BN | _ ¢ = L] L
/ i E ’ - e -
- A N ¢ / o o
TETERENE EEEEN TN ENER W ! B L .
llllll EEumTEEY 3 . | ¢ i |
{ / Vs ] == amen
T S S £ -
mEEEEEESEEEERARTERETEEEE S F i _ p 1 L

T P 5 i S \m AN |
| = { - n [LHHLH T U EH R
AL LLLLLLLiLsssLisisEEEomEaEEE. mow
|||||||||||| P | - ) e - !
¥ i) = -1 [
mzn = e mmmma | ] i ! -
= =az=a == , g
7 ¥ | E =
& ﬁ » | -
— et h_ | | _ _ _ el o e - -
| !
mEEEER - , _— " I |
g |
H }
H f = -
iz mme . ~ e ik B { Y
S5 mmE ra . ~ & |
S5 m=a & i - 1 & _ m
! | |
La I | |
mxs i | Sl | [ ST SN AR = I S nm ]
- = = t - e |
p £ T —= | |
=< | . =
- - P2 \\\ — = EETBIREEEIEE
o s | = gErzrizzzamizoc mimzmaiss
2 |
| | A s F { » _ = =
P 3 e ?
-~ 5 L 1
= [ ! (1 . g
I | |
5 c g i H W 3
H 1 R \
1 | | |
H |
i 1

=

ST

“TTIRERE




ACTIVISION.

Amnmlm waltants tothe onginal consumer purchaser of this Activision product that iuilu
S Materials and workmanship [or a period of one (1] year from M dale of purchass.

mﬂ!wmﬁumw!ﬁmtummdmmmmmm
e Y period upan receipt e i, wi ol daterol
purchase, at its Factary Service Center.
Fainke t . and o T (i
e void if mieghect. This warranty -
other N ies and ion of claims of any binding an or
bigato Acti implied warranties appiicable o hi relimited 0 he one (1] year

| h o anysecd,

this product.

or ial dam; . i axclusion of

n Iyl A iic lagal rights, and you may
UPS.or rags

Consumar Relations  Actvsion,Inc Iiﬁnmﬁmﬂd um\musﬂm
Far relenses, 4263 weekend.In California, call (415) 940-0844/5

P0.Box 7287 Mountaia View CA 14038
1983 ACTIVISION, INC. Made in US.A. Atari® and 5200 ™ are trademarks of Atari, Inc. FE-009-08



