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BEEAMRIDER

The Restrictor Shield, 98 sectors deep, now surrounds the Earth. Youare the Beamrider, on a
mession to clear the Shield. There you must demolish an orslaught of alien frights 23 you dodge
from beam to beam. Sector after sacio, the deluge deepens...

INITIALSET-UP
1. Insert cartridge o your game system with the power OFF. Then turn power 0N
2, 2600~ users, skip to numbor 10,
3. Select numbar of players by praasing the appropriate number, 14, on contralier koypad,
4, Select level of dificulty by pressing its cormesponding number on tha keypad,

_b____i" Begins at sector:
E 1
2 5
3 10
You will immediataly ba in # Spaca Station. Its control panel depleys your score, o reserve ships. sector,
mzmber of eeemy ssecars n secior and fres torpedoes.

5. Tostart the action, move the Control Stick up. Tha hatch dears will opan, thrusting you trough
hyparspace 1o the Restriclor Shasid.

B. Your Light Ship wal mowe laf or right when you move tha Control Stick beft ar right. To fire [aser larfats,
precss the left side button. Ta fine lorpedoes. press the right side buttan.

7. Tobegin & new game 2 any tma, press Resat on the gama consaie.

8. Pause the action whensvar you like by pressing 2ero (0] on the hand coméralles Sereen will goto black
Ta resume the qama, press any ofhar ey

9. To drop out of 3 molti-player withoul interrepting the other plyers. press S onthe hand
cantrofiar when yoor turn begins: Your score wall ba omittad and the sequanca ol play will adjust o the
o maseng playars.

10, Onthe 2600™; Press reset and move Joystick to start e achion. Lazer lanats ane fired by pressing the
rod buston: tolire lorpadaes, puth Joystick forward.

11. Usathe [oh dificul switch to select 2600 kevel of dficulty: A=Advancad, B=Basic.
12. Turn powes FF before remaving canridga.

BEAM BEARINGS

The Space Station, Whenesar yoor ahip & destroyed or when you complate 2 sactor, you wall retum via
hypersaace lothe space stafion, Whan you're ready 1o contisue, mave e Cortral Stick up. The hatch daors will
open and you'll bé an your wee. The Space Station does not appear in the 2600 version.

Enemy Saucers: There are 15 anamy saucans in sach sector. They all must ba destioyed belore you cangolo

ﬂ:__ﬂ_ sactar, Every me 8 s2ucerishit, tha number in the upper left comer o the soresn will count down
ane.

The Sector Sentinel Whoa all 15 whits enamy saocers have been destroyed in o sector, their Sentinel ship
will cruise geross the top of the boams. Only a torpedo can destroy it,

Weapaons. Lzsar larists are only eflective against cerisin mvaders (se2 “Dangesous Encounters™). Torpadoas,
however will destroy the first objoct thay meet on 2 baam. You are only ghvan 3 torpadoes per sector Use
tham sparingly since they are your oaly weapon agains the Seclor Sentingl.

Yellow Rejuvenators. Occesonaly yeliow rejuvanatons will Hoat through the beam matriv. Allow them 1o
land on your deck, a5 sech connection will add & bonus ship o your fleet. B you shool or torpedo
rejuvinator by mistake. it will turm red from the heated blast. Gl out of he way! Tha wrackage will destroy you
oA contact.

DANGEROUS ENCOUNTERS

With the first swing of your |aser kariat, the white enemy sancars approach. But thare’s mone. As you
progress through the Restricter Shisld, a sinister collection of sliens wil malerisiizo A new danger is added
with every other sector wp fosector 16

SECTOR CRAFT VULNERABLE

1 Whits Enemy Saucars Yos

7 Broam Spaca Dabris No

4 Yallgw Chirpar Ships Yes

b Green Blocker Sheps No

8 Green Bownce Cralt No
10 Biue Chargers Yas
12 Dranga Trackers No
14 Aed 7ig Bombrs Yog = nol in 2600
16 M agnetic Mires No version

Only “wulnerable™ objects are affacted by lasor Lariats (saucers and chirpars are destroyod; chargers and g
bombs ane defiected). Everything elte can onby be dodged o, in extrame casas. torpadoad. Magnasic
Mines will pull you ovar unlass you keep moving the Control Stickin the the direction coposite the mine.

SCORING

Points are scored aach lime an ansey Saucer, chirper ship or Sector Senting! 8 destroyed. Paind valuas increase
a3 you progress Io higher sechars.

The exzct point value for eadh hit spoearsin red, briefly replateng your soore the momen| an 2nemy
eraf s destroyed [on Cioleco version anky

Also, i youmanzge to destroy the Secior Sentinel, youl racefs an addona! bonus for aach ship in your fleat,

Sartor Sentesd
Torpsedcss

Numbar of Engery Savcars mSactor

Yol Remsvanaicr
s L1 o EXbE i

ICmipeite ©oleco Sorer |

Slug Changsr Your L:ght She

JOINTHE ACTIVISION. "BEAMRIDERS"

Baamridars are a bread all their own. Pard warriog parl astronast and par daredevil ¥ that sounds

B you, and i you've made & to sector 14 with a score of 40,000 pomnts or more, jpinthe cleb Sendus a
photoof your TV scresn showing your $ector and score, along with your name and addrass, and we'll
sand you the emblem that will idendfy you s an official Beamnider e sure to write “Beamnder” and your scome
on the battom comer of the esvalops. Indicate Coleco or 2600,

V- BEAMRIDERS—Y

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

Dave Raolfe is 5 saasoned sofware dosigneg with 2 academic backgroand m enginesring and pomputer
sognce. fir A spare time, e can be fownd bicyclng ar ksteamy fo rock 'n ol

Grestngs from sector 26 and moviag! Il you wenl [0 rake it bo Be outer sectors, pey sttenton to thesa ips

Maintain procise contol by leaming to TAP the Control Stick to move yoor ship 2 singla beam at 3 ime. And stay
mepr the center beams 20 you won't gel bared ints & corner with nowhens Lo ren.

Lap the whis snomy taucers a3 asry in thair approach as possble, And check this oet: Yoo can hi
themwhen they're shghtly off the beam, before they can drop their mesdasg.

Whien you sea 3 yallow rejuvenator donT abandon all castion as you min 1ocsichil o yvou N Moy wretk
your ship. If an anemy object is biociing the najurvanator, you can use atorpedo o blast it oot of the way, Then,
catch tha rejuvenatar But remember you only have theee torpadoas and they're your only weapon agains!
e Sector Sentinel.

And whila wa'rs on tha subject, whan the Santinelis about to approach, don't s on tha beam you planto
shool from. Green Blockers will swam onba it immediabely| Instead, wat on & beam yeu're not going

to shoot from [Fka the one rearast the Sertinel’s sl sighting]. As so0m as the Blockers are Tocked”
ento thal beam, op oved 10 &0 unblockad beam and torpedathe ship.

Last, but nof least, tzks ime tonofice the enemy slfack movemants. They generally fallow 2 pattern of
megticn thad alows you b0 anfcipats many of thesr mowes.

Wigh practics, you'll baiin the cuter sectors bafore long. i you got too far i, come down fo Earthor a
whilz 2nd dropma 3 Bne, Because reading your kfers is the nest best Sing to dasigrng cames.

Action Graphics

Cheshire Engineering’s
Dave Rolfe (L) and
Larry Zwick.

Baamridar lor 2600~ adapted by (hashira Enginearing. Othar adaptasons by Action Graphics,
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BEAMRIDER

The Restrictor Shield, 99 sectors deep, now surrounds the Earth. You are the Beamrider,ona
mission to clear the Shield. There you must demolish an onslaught of alien frights as you dodge
from beam to beam. Sector after sector, the deluge deepens...

INITIALSET-UP
1. Insert cartridge into your game system with the power OFF. Then turn power ON.
2. 2600~ users, skip to number 10.
3. Select number of players by pressing the appropriate number, 1-4, on controfler keypad.
4. Select level of difficulty by pressing its corresponding number on the keypad.

Level: Begins at sector:
1 1
. 5
3 10

You willimmediately be in the Space Station. Its control panel displays your score, two reserve ships, sector,
number of enemy saucers in sector and three torpedoes.

5. To start the action, move the Control Stick up. The hatch doors will open, thrusting you through
hyperspace to the Restrictor Shield.

B. Your Light Ship will move left or night when you move the Control Stick left or right. To fire laser lanats,
press the left side button. To fire torpadoas, press the right side button,

7. To begin a new game at any time, press Reset on the game console.

8. Pause the action whenever you lika by prassing zero [0) on the hand controller. Scraenwill go to black.
To resume the gama, press any other key.

9. To drop out of a multi-player game without interrupting the other players, press 5 onthe hand
controller when your turn begins. Your score will be omitted and the sequence of playwill adjust to the

remaining players.

10. Onthe 2600™: Prass reset and move Joystick to start the action. Laser lariats are fired by pressing the
red button: tofire torpedoes, push Joystick forward.

11. Use the left difficult switch to select 2600 level of difficulty: A=Advanced, B=Basic.
12. Turn power OFF before removing cartridge.



BEAM BEARINGS

The Space Station. Whenever your ship is destroyed or when you complete a sector, you will return via
hyperspace to the space station. When you're ready to continue, move the Control Sntlrl up. The hatch doors will
open and you'll be on your way. The Space Station does not appear in the 2600™ version.

Enemy Saucers: There are 15 enemy saucers in each sector. They all must be destroyed before you can goto
the next sector. Every time a saucer is hit, the number in the upper left corner of the screen will count down

by one.

The Sector Sentinel. When all 15 white enamy saucers have been destroyed in a sector, their Sentingl ship
will cruise across the top of the beams. Only a torpedo can destroy it

Weapons. Laser lariats are only effective against certain invaders (see “Dangerous Encounters”). Torpedoes,
however, will destroy the first object they mest on a beam. You are only given 3 torpedoes per sector. Use
them sparingly since they are your only weapan against the Sector Sentinel,

Yellow Rejuvenators. Occasionally, yellow rejuvenators will float through the beam matrix. Allow them to
land on your deck, as each connection will add a bonus ship to your flest. If you shoot or torpedo 2

rejuvenatar by mistake, it will turn red from the heated blast. Get out of the way! The wreckage will destroy you
oncontact.

DANGEROUS ENCOUNTERS

With the first swing of your laser lariat, the white enemy saucers approach. But there’s more. As you
progress through the Restrictor Shield, a sinister collection of aliens will materialize. A new danger is added

with every other sector, up to sector 16.

SECTOR CRAFT VULNERABLE
1 White Enemy Saucers Yos
z Brown Space Debnis No
4 Yellow Chirpar Ships Yes
B Green Blocker Ships No
B Green Bounce Craft No
10 Blue Chargars Yes
12 Orange Trackars No
14 Red Zig Bombs Yes ___I_ not in 2600™
16 Magnetic Mines No version

Only “vulnerable” objects are affected by laser lariats {saucers and chirpers are destroyed; chargers and zig
bombs are deflected). Everything else can only be dodged or, in extreme cases, torpedoed. Magnetic
Mines will pull you over unless you keep moving the Control Stick in the the direction opposite the mine.



SCORING

Points are scored each time an enemy saucer, chirper ship or Sector Sentinal is destroyed. Point values increase
as you progress to higher sectors.

The exact point value for each hit appears in red, briefly replacing your score the moment an enemy
craft is destroyed (on Coleco version only)

Also, if you manage to destroy the Sector Sentinel, you'll receive an additional bonus fior each ship in your flaat.

Mumber of Enemy Saucers in Sector Sactior Sentinel

L Far pesr
Yellow Heyuwanator

Green Blocker

Bouncacraft—

(Composite Coleco Screen)
Blue Charger Your Light Ship

JOIN THE ACTIVISION. "BEAMRIDERS”

Beamnders are a breed all their own. Part warrior, part astronaut and part daredevil. If that sounds

like you, and if you've made it to sector 14 with a score of 40,000 points or more, join the club. Send us a

photo of your TV screen showing your sector and score, along with your name and address, and we'l

send you the emblem that will identify you as an official Beamrider. Be sure to write “Beamrider” and your score
on the bottom comer of the envelope. Indicate Coleco or 2600.




HOW TOBE A"BEAMRIDER"”
Tips from Dave Rolfe, designer of Beamrider™

Dave Rolfe is 2 seasoned software designer, with an academic background in engineering and computer
scrence. In fus spare time, he can be found bicycling or istening fo rock T roll

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

Maintain precise control by learning to TAP the Control Stick to move your ship a single beam at a time. And stay
near the center beams so you won't get boxed into a corner with nowhere to run.

Zap the white enemy saucers as early in their approach as possible. And check this out: You can hit
them when they're shghtly off the beam, before they can drop their missiles.

When you see a yellow rejuvenator, don’t abandon all caution as you move to catch it or you'll ikely wreck
your ship. If an enemy object is blocking the rejuvenator, you can use a torpedo to blast it out of the way. Then,
catch the rejuvenator. But remember, you only have three torpedoes and they're your only weapon against
the Sector Sentinel.

And while we're on the subject, when the Sentinel is about to approach, don't sit on the beam you planto
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 Sentinel’s first sighting). As soon as the Blockers are locked'
onto that beam, 21p over to an unblocked beam and torpedo the ship.

Last, but not least, take time to notice the enemy attack movements. They generally follow a pattern of
motion that allows you to anticipate many of their moves.

With practice, you'll bein the outer sectors before long. If you get too far out, come down to Earth for a
while and drop me a line. Because reading your latters is the next best thing to designing games.

Cheshire Engineering’s Action Graphics
Dave Rolfe (L) and
Larry Zwick.

Beamrider for 2600™ adapted by Cheshire Engineering. Other adaptations by Action Graphics.
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proof of date of purchase, at the address below
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medafamnlha canndgshas arisen lhruugh ahusa.umaasnnahh usndnusnaa!mm'runaghﬂ. This
warranty i in liew of all other express warranties and no other representation or claims of any nature
shall be binding on or obligate Actvsion. Any implied warranties applicable to this cartridge are
limited to the one {1) year period described above. In no event will Activision be liable for any
special,incidental, or consequential damage resulting from possession, use or malfunction

of this cartridge.
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alsahave ather ngln‘s which vary from state to state.

Conasumer Replacements

Consumer Relations  Activision, Inc. 2350 Bayshore Frontage Rd.  MountainView, CA 94043
Get on our mailing list, or ask questions. Call us at [415) 940-6044/5.
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