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a-Locate and Absorb Energyl-a

You're a scientisi. and your invention, a pulsaling, glowing orb called the
Senlinel. absorbs and slores energy from a variety ol sources. Now Earth is

Ihl'II:IﬂId by deadly aliens. and you musi use your creation lo save your

You must delend the Sentinel aganst ahen attacks as it glides over louwr
enemy planets. absorbing all alien energy sources in its path

The Sentinel absorbs the energy rom every power pod or energy capsule you

shool with your ight gun. When an energy source is hit, the Sentinel absorbs

the largel's energy

Each of the four alien planets is more difficull 1o conguer than the last You

musl lind and deslroy the alien lords who ﬁd each planel’'s power station

Desiroy the station lo destroy the planet move on o the next world

A single ahen entity conirols the olther alien lords. When you have destroyed
E'loqi

the lour worlds, the Sentinel will come face to face with fhus evil entity
the linal evil to complete your guest!

a-Getting Started-a

1. With your TV swilched on. insert the Sentinel carlridge into your Atari 7800
as described in your owner's manual Swilch on your console

2. Connect a light gun 1o the lef! controlier port

3. There are three difhiculty levels. Easy, Standard and Dificull. Press
SELECT 10 sel the difficulty level and the number ol players (1 or 2)

4. Press RESET or lire al the screen 1o begin the game

b-Oplional Game Controls-b

To enhance play. the lollowing optional game conlrols allow you lo pause
and restar! the game



* Press PAUSE lo pause the game Repeal fo resume play
* To restar! the game press RESET

* Pressing the SELECT bution will relurn you 1o the option screen

a-Playing the Game-a

Senlinel is a lasl action arcade-style game requiring lightning fast reflexes and
skilllul shooting through lowr deadly alien landscapes. A direct hil on enamy
power cells, ground and air attack vehicles, colonists, and other obstacles
drains the energy from the alien source and leeds it into the Sentinel

You begin the game with lour lives. Damage from enemy fire bleeds energy
from the Sentinel. and oo many hits irom enemy fire destroys the Sentinel

The Sentinel moves sleadily across each aken landscape You must desiroy
enemias on the :‘ﬂu‘nﬂ before they have a chance to fire, and blasi enemy
ships out of the sky belore they can touch the Sentinel

Some aliens do more damage than others. Each alien world conlains a
greater number and vanety ol alien obslacles than the previous world The
alians move with grealer and grealer speeds. darting in lo steal precious
energy from the Sentinel Try lo blast as many aliens as you can and absorb
their l-n-lgz' Try nol to miss an alien. If you miss an alien lwice, your energy
decreases by one poinl. You will need o siore a greal deal of energy io
survive the deadly batlles with alien leaders

Al the end ol each alien world you will encounler the spinning space siation of
thal worid's alien leader. The sinister stations guickly repair damage infiicted
upon them. You musl shool fas! o desiroy the slalion belore the repairs are
compleled

You can also pick up power pods and energy capsules on each alien world.

These pods and capsules will enhance your shooting abilihes or provide exira
capabilibes io the Sentinel (See "Ill'll..j’

a-Screens-a

The Senlinel screen is divided into two sechons. The lop sechion shows game
action. Number of remaining Sentinels is displayed in the upper lell hand
corner of the action screen. The lowar sachion is the slatislics screen

The Stalistics screan shows, from lelt 1o night

Player Up -- Curren! player

Score — Currenl score

Name of Current World

Super Shol —~ Denoles availability of Super Shots  The word READY will
blink when this power is available



Map — Topographic representiation of planel’s surface Tracks movement
m?dn-uidwnllr-r will know how lar he has 1o go in order 10 complele
wor

Strength - Depicts how much enetgy remains in Sentinel

a-ltems-a
You can find the lollowing ilems on enemy worlds 10 help you in your battle
Energy Pod crcles the Sentinel
Super Shols destioy all enemies on the screen Activale Super Shols by
m “MIIMH“II:IM You begin the game with one
Sentinel and earn more from Energy Pods Super Shols are
nnt-ﬂmwimhldu:.

Automatic Shols cause the Sentinei to automatcally absorb energy from
enemy ar or ground largets

Movemenl allows the Sentinel lo ncrease verhical movemen! spaed
Energy Capsules revitahize the Sentinel

a-Strategy-a

There are unmarked secrel places in each aken world. Localing these hdden
areas and liring atl them will provide you with bonus poinis iams

Use Super Shots only when you are hopelessly outnumbered or in a similarly
bad situabon

Always shool the enemies closest lo you lirst.

a-Scoring-a

Dish( ... )10

10
e
Star( . )30

Hover Crafi(, )70

Probel. )80

Mine ()80

Bonus Pods(.. )10

Large Pyramid(._ 110 to 500 (mystery value)



Medium Pyramedi 1100
Small Pyramid(__ 250
Static Pyramid( 1300

Big Aliens( . )50 per hit
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