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Customer Help Hint Line
1-900-737-ATARI

(1-900-737-2827)

95¢ per minute. If you ore under 18, be sure to get a porent’s permission
before colling. A touch-tone telephone is required. USA only.

Read before using your Atari video entertainment system.

A very amall percentage of individuaks may expenence epileptic seizures when exposed 1o certain lght patterns. Exposure o these
pattarms of backgrounds on a tedevision screen or whilke playing video games may induce an eplleptic seizure in these indnidusls
Certain condithans may induce proviously undelected opileptic symptoms even in persons who have no history of epilepsy. If you, or
aMyang in your fam-ni'!.-. fas &n eplepiic conaiman. consult your physicien prar 19 playing, I you experience any of the followng
symptoms whila playng 8 video geme-dizziness, altered vision, eye or muscle twitches, loss of awareness, disoreniation, amy
imvoluniEry movement, o convulssans—IMMEDIATELY discontinue use and consult your physician before resuming play.

WARNING To Owners of Projection Televisions:

Still picturas or Imeges mey ¢auss parmanent plcture-tube damage or mark the phosphos of the CAT, Avosd repoated or extended use
of widea gamas on large scresn projection televissans.

Aseri Corporaton 5 unable 1o guarantes the accurscy of printed matenal abter the dee of publication and disclaims lability for
changes. errors and omissiors. Reproduction of this docwment or any portion of s contants i not allowed withowt the specific writen
cansent of Atarl Corporatan

TEm,rJasf 2000 © 1981, 1998 Atari Carp. Atari, the Atari lmgo, and Jaguar are trademarks ar registerad trademarks of Aran
Corporation. Developed by Liemasal, € 1994, Atari Corporation, Sunmyvale, ©A 34083-1302. All nghits reserved



JAGUAR™

INTERACTIVE MULTIMEDIA SYSTEM

GAME MANUAL

INTRODUCTION

extra-sensory visual and futuristic play experience that went
beyond any video game concept ever developed. With never-before-
seen QuadraScan Color video graphics, Tempest set new standards
for 30 animation and challenge, and became the first arcade game to be a
guaranteed hit.

In Tempest 2000, the video game that defined arcade intergalactic warfare has
officially warped into the B64-bit dimension. This time, we've energized the
original with powerful 3D polygons, particle displays, Melt-0-Vision™ graphics,
cycle-shading, and a 100% pure CD-quality techno-rave soundtrack...plus three
new blistering modes of high-velocity, brain-warping action unlike anything
you've ever experienced.

Ride the rim and unleash your SuperZapper on crafty Flippers and Fuseballs in
Traditional Tempest. Team up with a friend, or an A.l. Droid, and light up the
webs against pesky Spikers and Pulsars in Tempest Plus. Venture through 100
uncharted galaxies filled with hostile Demon Heads and Warp Bonus Tokens
in Tempest 2000. Then use your Mirror and go Blaster-to-Blaster against the
most formidable alien of them all—your best buddy—in Tempest Duel.

Back in 1981 Tempest introduced the gaming world to an ‘m
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GETTING STARTED

1. Insert your JAGUAR Tempest 2000 cartridge into the cartridge slot of
your JAGUAR 64-bit Interactive Multimedia System.

2.  Press the POWER button.

3.  Press any fire button to discontinue the title screens.

GAME CONTROLS [SEE FIG.I]

A Jump
B Fire/Enter your seleﬂthe various menus in the game l
C SuperZapper

DF" Call up Game Options Menu from the Main Game Men

PAUSE Pause the game action

JOYPAD

LEFT Move Blaster clockwise/left

JOYPAD

RIGHT Move Blaster counterclockwise/right

1, 4,7 Default Web view moves in relation to how you move
2,5 8 Locked Web view

3,6,9 Close-up view moves in relation to how you move

0 Turn music on or off

#and * Restart game

-
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MAIN GAME MENU [FIG, II]\

Press any fire button to bypass the title scieens and reach the Main Game
Menu. To make a selection inkhe Mﬂiﬁ:g:ﬂ Menu, press the i*pad up or
down to scroll throughthe availabléeptions and press any fire button to
toggle between the'$ s under those options.

TIONS MENU [FIG. 1] y
o access the Options Menu, press the Optio i utton at the Main Game

Menu. To make a selection in the Optiogs Menu &nd Options subsmenus,
press the joypad up or down to scroll throtgh the available upﬁns and press
the C button to toggle through the selections und&mghose options. Select
"Exit” to enter all your selections and return to the Main Game Menu. While
in the Options Menu you may change the Display Set Llp or customize the
Control Set Up. -

Display Set Up allows you to choose the options that Ig@K best on your set by
adjusting the interlace and vector formations.

To reconfigure the button assignments under Control Set Up, position the F

cursor beside a command and press the button on the joypad you wish to
assign that command.

‘DJUSTING SFX/MUSIC,VOLUME

Press Pause during play and press the A button to access the music volume,

or the B button hﬁ_mpsnund F/X menu. To adjust the volume, press the
joypad up to increa ime, down to decrease volume.

BONUS START SCREEN

Before you begin each game, you can choose the level you wish to play on.
You will be given Bonus Start points for completing the level you start on.
Bonus Points are based on the difficulty of that level. Press the joypad up and
down to select a level. Press any fire button to start the game.




TRADITIONAL TEMPEST

ard your Blaster and light up the webs in the original arcade classic.

R iel The first webs are easy. They let
to the action. You can even in one place while firing
constantly. Use /ebs to learn, because-Sbon you'll need to move and
fire with split-second timin vive.
mfﬁ"'
—___TEMPEST PLUS /,..--f’

Tempest Plus is a mati Traditional Tempest and Tempest 2000 with
three all-new play modes: Take on the aliens alone, with the aid of an A.l.
Droid, or share your lives with qfriend as a team. This is a good place to start

if you are new to Tempest—the A.l. Droid is the ultimate training partner. And
as in Traditional Tempes ise Blaster control and aim are crucial for
. n you ve got more schizr\éankers to contend with...and Fuseballs,

and Flippers, and Spikers and Spikes.

—
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_—Warp into the 21st century in this totat TemaKe.qf the coin-op classic!

Tempest 2000 thrusts you into"an intergalactic bafftezonewitttBemon Heads,
Mirrors and waers, bonus warp w‘pﬂﬁé, A.l. Droigs, Zappo 2000 /

points, & special Jump that lets last off the web to defend against .f’;
rdly UFOs. Hint: Your best pon against savage Demon Heads is a /

P

,..m'*""’ Particle Laser...and a lightnimg-fast trigger fin , of course. /
.-"": ;“JJW i;.r i
N\ TEMPE;‘PﬁU EL -
ww:ﬂ the maamwrﬂl Tempest Duel your
Bla equipped with a Mirror that lets you deflect your opponent’s shots

right back at him. (Unfortunately, your opponent’s got a Mirror too.) When you
fire a shot, your mirror temporarily disappears, so you'll need to develop a
shoot-and-spin strategy if you are to become “King of the Web.” There are
also several objects—a Purple Generator and Cube—that you can use to
disrupt your opponent’s strategy. But beware! You are always fair game to



the savage Flippers. Hint: Move into the corridors that contain Flippers. This
way you can draw your opponent into shooting enemy Flippers for you. May
the best Blaster win!

MEMORY SAVE

Volume, High Score and Keys information are retained in the cartridge even if
you have turned off your Jaguar 64-bit Interactive Multimedia System. The
cartridge will store up to 100,000 changes. After 100,000 changes have been
recorded, no more changes will be retained. To clear the currently saved
changes, press 3, Option and # while on the Tempest 2000 Main Game
Screen.

KEYS e —

In Tempest 2000 you will be awarded Keys for your high aarﬁfés Whenever
you pass level 17 you will be asked to enter your iniM Keys will take.you-—
back to the odd numbered web you last compl “For example, if you
complete level 27 and you got killed on Iggil"ﬁ. the Key will be set to begin at

level 27. If you died on level 29, the mﬁmmmmmgmcausa v

that is the last odd numheregle'ﬁ”el completed. The game will save up TEE&" u
Keys—so use them wisetf. ‘J’_,.w’ 5

-||"-

Keys arg‘guh’ﬁ'ﬁarded in Te?nhﬁ | If you want tuMe a game of
gither Tempest Plus or Traditional Te you must pass level 17. If you

“ pass that Ihvel and die, the game will%fwhﬂra you left off, but you
must start another game right after.the previous game. If you let the game

cycle to demp mode, or lfxn-u'ﬁi(;attha game, the game will be forgotten, and
then you will .ha'.ra m«rﬁ?t at the beginning again.

You 0 usa this method in Tempest 2000, but only if you did not start the
- me with a Key. If you select a "Just Start” game of Tempest 2000, past level
17 and restart the game immediately, the game will be remembered.

BEASTLY MODE

If you have the skill, reflexes, and raw talent of the Tempest Dudes, then you
might be able to play Tempest 2000, the "Beastly Mode.” Beastly Mode is an
option you receive after all 100 levels of Tempest 2000 have been completed.
In Beastly Mode your shots come in much smaller bursts and travel much
slower. The enemies here, however, are more intelligent, shoot faster...and
maore often. The reward is greater points.
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WARP E Nl._lS RDUND

The Warp Bonus Rount iginteriude to Eﬂ]ﬂ NG p some
serious points in Tempest 20 au collect thr wer-ups {you'll
know when you get them because 'yl 1 Cei) ssage “Two more
to Warp” when you first get one), the W also act as an

b

?ﬁu-ﬂm
jarp types, ea-:h more mind- mm

instant SuperZapper, killing everything or
you will not only earn the 20,000
ahead. There are three dif
the next. Go ahead, ge warpad!

GAME PLAY [SEE FIG. IV]

Reserve Blasters (1) You begin the game with one Blaster and
three Reserve Blasters. Reserve Blasters are used when the active Blaster is
destroyed. Bonus Reserve Blasters are credited every 20,000 points.

3st the warp
glS

Score (2) This displays your current score.

Web (3) This is the field of battle.

Warp Bonus Icons

lect three Warp Bonuses and you
will enter a special bonus stage. '

Rim (5) This is where you | your attacks from.

Core (6) Enemy ships  here.

Corridor (7) Th

in the web from which the enemy
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ENEMIES

Flippers

Flippers are bowtie-shaped aliens that arise from the core and move toward
the rim. Flippers can move from phe corridor to the next by flipping over a
corridor boundary, firing missiles along the way. Should they reach the rim,
Flippers will flip towards you and can capture your Blaster by making contact
with it.

Spikers

Spikers produce Blaster-crushing Spikes that whirl in f
center of a corridor. The Spiker builds a Spike to_a
the Spike back down to the core and contig

corrido¥ launching missiles along the w

g core along the
pight, then rides
sess in another

Spikes

Spikes are razor-sharp lines along the H.
destroy your Blaster when you warp fron
a Spike takes several shots as you must

3 - m -'n-'-"tr .- Tca
m through the hole. Destroying
down piece by piece. 7

Fuseballs

Fuseballs are five multi-colored, multi-segmented lines joined at their ends to
produce a Medusa-like wriggling form. Fuseballs are not constrained by the
corridor side boundaries but meve outward or inward when in the corridor.
Fuseballs are constrained by'the rim but will descend off the rim back through
the hole when along a corridor boundary. Fuseballs can be destroyed by a
shot or SuperZapper, but cannot be shot when riding a corridor boundary. If a
Fuseball touches your Blaster, you're history.

Pulsars

Pulsars are expanding ang
from a straight line into a zig=28
and can move between corridors q,w ) Flippe
Beware! Pulsars are harmless as a flat'line. an a Pulsar pulses, like a
switch that closes an electri ' ify the entire corridor.
Vher If you are on the

pntracting lightning bolt-like forms that transform
. Pulsars from the core toward the rim

[} e
P L e

corridor, you will fry.
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Tankers

Tankers are diamond-shaped objects that move from the core toward the rim
and are constrained to a single corridor. Tankers contain other objects and,
depending on the level, contain Flippers, Fuseballs, or Pulsars; the type of
object can be determined by the appiﬁgance of the Tanker,

When a Tanker is hit by fire from vuur Btamﬁrﬁappmaches the rim of the
hole, the contents of the Tanker are. released gglma:e scored for the

destruction of the Tanker if it self—t‘.Estru::ts upon redehing the rim,

Mutant Flippers (Tempest 2000 only)

Mutant Flippers are more hostile than Flippers and attack at a much ™ .
faster speed.

Mirrors (Tempest Zm&ﬂnlyj

Mirrors are just that=they reflect your fire back in your faf:e. Mirrors climb
up the web and stop in front of you—blocking on-coming enemies. The best
way to destroy a Mirror is to fire and dodge, as Mirrors are defenseless when
launching tasers. In Tempest Duel, you are armed with Mirrors.

Demon._Haads (Tempest 2000 only)

Demon Heads éi'e-ﬂgw aggressive and extremely deadly. Beware! When hit,
a Demon Head's horns'will fly off and head straight for your Elaster:

UFOs {Tampaaf "2{)'00' lﬁn-l-vl

Perhaps the most elusive of all Br;h{nies UFQs fly above the web and fire
lightning bolts at your Blaster. The ::mlyr way to destroy a UFO is to |urn|] OVer.
him and blow him back into the stratusphere



SCORING

You can score in two ways: by destroying alien objects, and by collecting
bonus points for starting and completing a higher level. Points for destroying
enemies are awarded as follows:

Flippers: 0 pts.
Spikers: f/;: pr‘ﬂ.
Spikes: P 10 pts
Fuseballs: 250, 500, nr 750 pts.
Pulsars: ~ /200 pts. \

100 pts.

100 pts.

100 pt

100 p:;x <« N
Mutaniﬂmgarr ~~.150 pts. -~
Mirrors: 250, 500, or m pts.

" Demon Heads: 150 pts.._

UFOs ~——250, 500;-or- 750 pts

s = n

WEAMEQWEHUPS (]'l\ampa }000 only)

" You will find a host of dlﬁeran;meapuns scst‘t’é:rﬂfd ,Pﬁ"ughuut each level.
They fly from enemies.you “destroy. T;:H:ull a)ﬂffeﬁpun Power-up, simply
move mtl:l thETnIIuwmg i Wﬂf the dlﬁerep{' items you can collect.

.Pnrtlt:ln Lalﬂr' Mfe puwerl‘ul thar}*standard shots.
Zappo Zﬂpﬂ znm; points. 4
A.lL Droid: Em‘es you an Al ﬂl’bid to help you defend the web.

_Jump Ep‘élﬂd Gmés you ‘the ability to jump. You can steer and
| shoot whﬂ'é jumpi

ng.
Sdparhppapéﬁﬂrws everything on-screen. Second shot will
’destruy only undfafyuur enemies. You get one SuperZapper per web.

_."

'*h‘nrp Bonus Token: Counts toward a bonus level and supplies
you with a free instant SuperZapper.

Out of Here: Ends web and gives you an extra 5000 points.
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GAME CONTROLS (FIG.I)

MAIN GAME MENU (FIG.HI]




OPTIONS MENU (FIG.I)
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SOFTWARE WARRANTY

Atari warrants to the original purchaser this product to be free from defects in
material and workmanship under normal authorized use for a Warranty Period
of ninety (90) days from the date of purchase as evidenced by your receipt.

Atari will replace the defective software free of charge. After the expiration of

the Warranty Period, you assume the entire cost of all necessary servicing,
repair or correction.

The warranty is null and void if the cartridge has been opened and/or any
parts were removed or if software or any accessories other than those
authorized by Atari are used in connection with this product.

Do not return your software to the retailer. To receive “in” warranty service
call 1-800-GO-ATARI. A technician will be available to answer your warranty
questions. In the event that you return your software under warranty send the
software, a description of the problem and a copy of your sales receipt
clearly indicating the date of purchase to: Atari Corporation, 390 Caribbean
Drive, Sunnyvale, CA 94089.

In no event shall Atari be liable for consequential or incidental damages
resulting from the breach of any express or implied warranties. Some states
do not allow limitations on how long an implied warranty lasts or exclusion of
consequential or incidental damages, so the above limitation or exclusion
may not apply to you.

|




JNATARI
Copyright 1994, Atari Corporation
Sunnyvale, CA 94089-1302

All rights reserved

Jo010
500710
Printed in USA



