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Overview

Introduction

Cuick! Around the corner! The sherifl is in hot pursuit! You've been racing all over
town collecting loot and stashing it in your hideout. AT first the hests were easy. As
Iong as it was just a litthe cash here and there, the law wasn't too interested. But then
wiou gl greedy, You knockad off an armared van, and now the heat's on, You'd better
Gelaway!

You use your Jaystick Controller in this one-player game to drive your getaway car
around a colarful lown covering a scrolling map. filling turty-five screens. You can
coftect as much cash and other prizes as you wanl before returning o your hideout
However, the more you're carrymg around, the keener the law is on tracking you
down. If you're planning a big heist, be sure 1o siop at a gas station beforehand 1o
avoid the embarrassment of runnmg aut of gas whike making your getaway:

You can use radar blips to detect nearby patrol cars and armored vans, and when you
first get caught, you have two other getaway cars at your disposal belara you have 1o
call it quits. As s00n as you capture the three prizes and the armored van on one fevel,
yvou aulomatically move up to the next level. Each level confains bigger prizes and
smarter cops, In the end, you'll always learn that crime doesn't pay!

Required accessories

= Cine ATAR| Joyslick Controller

& Casselte varsion
32K Rab
ATARI 410 Program Recorder

+ [Diskatte warsion
32K RAM
ATARI 810 Disk Drriva

Contacting the author

Uszers wishing io contact the author about Gelaway! may write to hurr at.

1308 Martha Rd.
S, Charleston, WY 25303
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Getting started

Loading Getaway! into computer memory

1

Remowve any program carfridge from the cartridge slot of your computer
consoke.

Plug a Joystick Controller into the first controller jack of your computer console,

If you have the cassefle version of Gelaway!:

a,

Have your compuler turned off. If you have an ATARI S50 Interface Module, be
sure it is tumead off

- Turm on yvour T set,

Insert the Geilaway! casselte inlo the program recorder’s cassette holder and
prass HEWIND on the recarder until the lape rewinds completely. Then press
PLAY 1o prepare the program recorder for loading the program.

. Turn on the computer white holding down the START key.

. When you hear a beep, release the START key and press the RETURN key.

The program will load into computer memory and starl automatically.

If you have The dizkelte varsion of Getaway )

&.

Have yvour computer turned off 1 vou have an ATARIBSD Interface Module, be
SUME i1 15 turned off

- Turn an your disk drive,

When the busy light goes cul, open the disk dove door and inserl the

Getaway! diskette with the label in the lower right-hand corner nearest to you
(Lise disk drive one il you have more than one drve.)

Turn on your computer and your TV set. The program will load into computer
mamory and start avtomatcally

The first display screen

After the program has lcaded into memory, the program Ltle displays, along wilh your
getaway car driving around town. You can return to this screen a1 anyhime by pressing
the SYSTEM RESET key.

Getting started

To begin your ife of cime, press the START key on the computer keyboard or the red
Button on your joystick,

2 Getting started



Plaving Getaway!

The map and information display

Once the game starts, the screen shows the part of town whers your getaway car (s
parked. Your car starts at your hideou? (represanted by an “H” on the road and located
near the southeast end of town), and 1ha police are nearby. Since 1he 10WnN ocoupies
about thirty-five TV screens, you s only part of tha town at a ime. As you drive, yout
car slays in the center of the screen, and the iown scrolls past A map of the whaole
lown 15 at the end of these instructions, {A large, lour-color poster of the complete
Getaway! mapisalso available The order number is APX-90012. See your local ATAR|
Computer retailars lor riorg informaticn.)

Information displays above and below the map. At the upper lelf corner are your spare
getaway cars, Al the upper nght s the amount of (Dot you've stashed in your hideout
(STASH). your slash is your score, In the far right corner is a symbal showing what

you need 16 caplure belore advancing 1o the nexl ievel—ailhet one of morns prizes or
the armored van

Al the lower el is your gas gauge (0=empty and 99=tull). At the lower right |5 your
cashon hand (CASH). Your cash doesn't count as parl of your Score until you maove it
16 your stash, which you do by returning 1o your hdedut

Driving the getawav car

You drive your car around town by pushing the joystick in the direction you want your
car 1o fravel: north, sauth, past, or west. Your car always stays an the road, and (1
cantinues traveling in the same directicn until ather it reaches a lurm or you push the
joystck inanother direction, Press the joystick bulton 1o put on the brakes and stap
YOUIF Car

Collecting loot and advancing to the next level

To colkect loot, run aver i1, The town hiolds three kKinds of ool dollars, perees, and a
white armored van

The dollars look like {you guassed (1) dollar signs. When you run into a8 dollar sign,
monay is Bdded 1o your CASH, you must réturn to your hideout for this monay o
become part of your STASH. You can collect as many dolfars as you wish betore
relurning to your ideou! 1o stash it. However, the more you're carrying, the keener the
patral cars are in tracking you down

The prizes are different at each level, Each level holds three prizes, for examphe. thres

diamonds or thrée hearts (See the table n the “Scoring” seclion for more
infarmation, )
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The police

4 Playing GETAWAY!

The van is a white armored trock that drives around town at random. It's a special kind
of prize, To advance (o the next level, you must run inlo the van affer capiuring the
three prizes on a level, However, you can also run inta the van at other times. You
collect cash each bime you do 5o, and just like other cash you collect, this money
becomes part of your stash only after you refurn 1o your hidesut.

To advance tothe next level, you muost find all the prizes on the current kevel and then
cap your ¢rime spree by knocking off the white armored van. The beginming fevel has
No prizes. you need anly get the van. As soon as you do so, you advance 10 level one,
where you must locate three diamonds placed at random locations around town

When you find all the diamonds and get the van, you advance 1o level bwo, and Lthres
more prizes (crosses) are hidden argund 1own

The symbol indicator (al the far right cormer above the map) keeps frack of vour
progress. At the start of the game, the van displays, which means you need to get the
van to advance to tha next level. When vou get the van, you advance to level one, and a
diamend and a "3 display, indicating that three diamands are placed somewhere
arcund town, As you get each: diamond, the number decreases. Fimally, the van
redisplays after you've neisted all the diamonds. This means its time o get the van
again to advanca fothe nexst level

This pattern continues throughout the game. Il you aren’'t sure what to do next eg.,
should ['get the van now, or do | need 1o find more prezes on this level 71, just check thes
indicator.

Mow far the bad news! it's not as simple as just prcking up cash and heading for yaur
hideout. This town is patrolied by three police cars. the highway patrol (a flashing red
car}, the paddy wagon {a flashing blue car}, and the county sherifl (& flashing yellow
car). They're all intent on keeping the town safe from robbers.

The only time you're £afe iram the police 15 when you're in your hideout, However, if
you get scared and stay there too long, it disappears until youw drive away from it (After
all, eriminals have to take ngks.)

The pofice will leave you atone al first, but as you collect more cash, they get smarter,
and they pursue you more relentlessiy, When you deposit your cash.at your hideout,
they lose interest—lemporarily. But as you advance through the levels, their interest
grows, whether or not yvou're carmying a kot ol oot around with you. They've baen
ordered by the chief of police 1o be especially tough on anyone who knocks over the
armored van; so whenaver you gel the van, you'd batter goto your hideout right away.

When your gelaway car collides with a cop car, you lose your car and all your CASH. 1
wou have a spara car ieft (spares display at the top left corner above the map), then you
get another chance. You start again at your hideoul with a new sef of wheels and a tull
tank of gas. If vou have no spares, the jig is up!



Radar blips and sirens

Getaway gas

Yo can use the colored “radar blips” appearing near the adge of the screenwhenaver
g copis nearby to avaid them. The color of the blip malches the color of the patrol car
Look for those blips!

The van has a white radar blip, which can ba helplulin your search for thevan This
blip doesn't tlash s0 thatl you can recognize it easily (especially on black and whine
lelevisions].

Each cop alsohasa distinctive siren that you hear whenever that patrol car gets close
o your getaway car.

Another complication is the naed to gat gas from time to me. AS you drive your car,
naturally you use up gas. If vour gas gauge (which displays at the bottom left corner
below the map) dips below 10, the bottom of the screen flashes red Lo warn you. You
can still move when you run out of gas, but onfy at hall speed, which makes escaping
the cops tough! To refusl, pull your car intoa gas station {represented by ablue"G" on
the road). I you're not pushing on your joystick, vour car stops auiomatically when it
passes a gas pump

The town has three gas stations. and you would be well adwvised 1o learn their
Ixcations. They' renaar tha narthwes!, northeast, and south central parts of town, (See
the map at the end of these instruclions. )

= Nightfall, roadblocks, and stop signs

Bonuses

You can't waste any lime, either, You have one day to complete each level, and as night
falls, the police are more intent on stopping you. Alse, roadblocks and slop 2igns
appear as time goes by, The longed vou take, 1he more Barners you face

Roadblocks look like an "X You can run through readblocks and they'll disappear,
but whenaver you do so. you'll cringe as you hear the roadbleck Tragments teanng
into your gas tank. causing you 1o lose gas faster. The more roadbiocks you hit, the
fastar you lose gas. All holes ara repaired when you s10p at a gas station.

Stop signs are blinking octagons. f you run a stop sign when it's on, announced by a
car honk, it disappears, but you lose all your cash on hand!

At the ring level {level five), you get a bonus getaway car. Getting past the magic wand
level triggers 8 change that increasas the difficulty o your heists and gelaways
considerably.
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The jig is up!

Scoring

When you've depleted your stock of getaway cars, your lile of crime is over. The top
ling of the: display cycles batweaen your final score (yvour STASH), the high scone for
the current game session. and a rating based on the level vou reached before your
inevitable demise

Table ¥ shows the cash value for gach pece of loo! you callect in each level. Whenever
you get one of thesa items, that amount is added 1o your CASH, uniil you degosit it in
your STASH—which is your score—by returning to your hideout without running &
stop sign or beng apprebended by a police car,

Table 1 Scoring
Value (3]
Level Rating Friza Dollar  Prize/Van Last Van
] Lowlifa {none} 10 100 2043
1 el e Diamanod 20 20 S0
z Fetty Theet Cross 30 300 401
3 Rookia Aobber Heart 40 4} S
4 Crafty Crook Goblet ol S0 &0
5 Dangerous Type Ring il £ T
& Hardened Criminal Magic Wand 70 70 700
¥ “Tha Boss” " Fl ] 700 T0a
{ =sLFprise)

Restarting or replaying the game

You can interrupl the game at any fime and start over by pressing the START key Al
the end of the game, press either the START key ar the joystick button 1o begin
ancther series of haists!

Pausing the game

& Scoring

If the doarbell rings, your joystick wrist is getling sore. or the lensien s becoming
mare than you can stand, you can freeze the action temporarily by pressing the space
bar To pick up where you left off, press the space bar again, or push yolr joystick in
any diraction.



Helpful hints

Your car travels at exactly the same speed as the cop cars. bul tha police can catch up
temporarily on curves, 50 stay well ahead of the law, 52 you don'lose any lime when
You make a turn, push the joystick in the dirgction you wani io turn before you gei 1o
the'intersection. Then, as 5000 as your car reaches the intersection (or corner], it will
turn. To negotiate a series of shamp twms, hold your joystick diagonally With & little
prachce. ywou'll be zipping around comers |ike & pro

Finding the prizes can be difficult, especially if you don’t remember where you ve
already looked' To find all the prizes before mghtiail, try searching methodically,
eliminating areas of town you ve already checked. For example, Iry driveng all around
the adges of town (within view of the perimeter of the play area) Then o you st
haven't faund all the prizes, concenirate on the center areas, But remembear, when you
advance to a new level and thres new prizes are hidden around town, they can be
anywhere, 50 you have to search the whole map again

Locating your ideout can also ba iricky, aspecially whean the cops are hot on your
trail, Remember that the hideoul 18 near the southeast [bottom right) cormer of town
sowhen in doubl, always head south and east.

Whaen it's rme to get the van to advance to the next level, cruise around town locking
far the white radar blip near the edge of the screen; and then head in the direction of
thewhite blip The van iravels just asfast as you do, 500 hard to cateh i from bebind
Your best betis 1o cul i off from the front. Once you get the van, waich out? The police
cormg after you ke hormets, so head straight for your hideouwt. You can get the van
when there are still prizes left (and get cash 1or i), but yvou don’t advance io tha next
level at that ime, Catching the van makes the cops come after vou, soit's probably nog
a good |dea—uniess you're going for a record scora!

Always stay as lar away from the cops as possible. If they're nearby, don't get graedy
and go for more lool or gas: just get out of that pan of lown. Remember 1o watch for
the flasting radar bivps near the edge of the screen: they warm you that the cops arne
near that area

If you come across a stap 2ign and want 1o-go through bt when it's off, vou can apply
your brakes {press the joystick button) (o stop and wail Forif to turn off, I yow don't
have any cash on hand. then you lose nothing by running a stop-sign. You can clear
away stop signs when you don't have any cash [recall that they disappear if you run
through them when they're on), 1§ the cops are on your trail, it's always belter o runa
slop sign (or roadblock) than to get caughy, When you run a stop sign and lose your
cash, the cops lose intarast (just as if you had stashed the cash at your hideout), If the
cops are chasing you hard, yvou're far from the Fudeout, and you ré running out of gas,
you might want 1o run a stop sign o lose vour cashand make i easiar bo get away from
the police

Helpiul hints 7




Don el your gas tank get too low, especially at the higher levels. Fil up (or jestgeta
few liters] whenevar you have a chance

e youre tarmliar with the layoul of the thwn, you il get much better al Getaway!
The mapat the end of this manual can alp, bul wival il really lakes 15 driving araund
fown The mag has some highways (long straight roads) thal make it eazier 1o gat
Biross tawn, antl if 8l50 has & dead end you'd best stay out'of, Vs especially vilal ta
l2arn 1he locahion of your hideout and the gas stations, so yau can Hnd them quickhy
UNHEr Préssurs,

Lookout! Better Getaway!

& Helpiul hints
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