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THE ENCHANTED FOREST _

One glorious spring day you hike intoa  turn and realize youre lost. You collapse
dense forest that you've never before onto a flat rock beneath an enormous
explored. As you push deeper into the spreading tree and try to regain your
woods, the trees close up behind _ sense of direction. A grey
you and the forest grows in- squirrel chatters at you.
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NOTE: Always turn the
consale POWER switch
OFF before inserting or
removing the cartridge.

To yowr amazement,
the squirrel speals!

'Ht?]]p us and we'lll show
you the way" promises
the squjnef

“This is an enchantad
forest” explains the
squirrel. “We peace-
loving animals must suffer
the hostile attacks of an
evil Centipade, a deadly
spider, a venomous flea,
and a poisonous scorpion,
Will you help?

T guess so, But how?"

Suddenly, a bird flies
over, releasing three
white feathers.

"Catch those! the
squirre] instructs,

Az you catch the
feathers, they transform
into three glowing wands.

“Now you can go to
battle for us)' says the
gquirrel, "With those
magic wands, you can
shoot sparks at the Centi-
pede When any section
of the Centipeds is hit, it
tums into a powerless
mushroom. You can also
stun the spider, flea, and
scorpion with sparks, and
they will disappear
for a short ime.
But, if one of
them bites you
before

wand is snatched away
and you become tempo-
rarily paralyzed. The
game will stop momentar-
ily and all the mushrooms
you partially destroyved
during the batlle are
restored. Your points are |
added to your runmning
score, and the rejuvenated
Centipade attacks again
from the top. You must

the previous wave
e Centipede is
totally destroyed.

OBJECTIVE

Use your magic wands to
gcore as many points as
possible. (See SCORING.)
Use strateqy and cuick
thinking to avoid the
paralyzing insect bites,
The Enchanted Forest is
a challenging, but danger-
ous reqion. By learning
about the dangers that
lurk behind every
mushrootm, you can
become a skilled and
heroic wand wielder
You score when

INHABITANTS
OF THE
ENCHANTED
FOREST

CENTIFEDE

Consisting of 12 body
segments, the Centipede
attacks from the fop of
the screen and winds
down toward you Each
fime you hit & segment,

you spark it, you lose
consciousness and
your madgic wand is
snatched away"

Suddenly you hear a
leaf-shaking shriek and
the animals scurry about
in a frenzy of terTor

“Look out!” cries the
squirrel, “‘Here comes
the Centipeda!"

GAME PLAY

You start the game with
three, four, or five magic
wands, depending on
the game variation You
can win bonus wands for
reaching a high score.
You can hawe an unlimit-
ed amount of magic
wands, but a maximum
of five wands will be dis-
played When you lose
your last magic wand,
the game ends.

If the Centipede,
spider, or flea
bites you, your

it becomes a powerless
mushroom and the body
segment behind that
mushroom becomes the
head of a new Centipeda,
When you shoot every
seqment of a Cenlipeds,
the Centipade disappears
briefly, then reappears at
the top in a new and
fiercer attack formation
The Centipede attacks
in 12 distinct waves. In
Wave 1, the Centipade is
composed of a head
aftached o 1l body parts.
In Wave 2, it has a head
attached to 10 body parts
I;im a detached head.
he Wave 3 Centipede is
composed of 8 body seg-
ments with one head
attached and 2 detached
heads. The Centipede
contnues to lransform a
body segment into a head
until Wave 12 when it
has 12 independently
moving heads,

MAGIC
MUSHROOMS
Dotting the
forest floor are
macne mushrooms. These
act like shields for

you and can spead the

. Centipede in its attack,
The Centipade slides

"/ along horizontally in

one direction When it
gets to a mushroom or the
edge of the screen, it turns
down to the next row of
mushrooms and continues
in the opposite direction,
It talzes four hits to elim-

inate an entire mushroom.
At the end of each wave,
all partially destroyed
mushrooms are macdgically
restorad to the forest

= SPIDER

:_' "_-' In its attempt

" s, o distract you
from shooting

the Centipede, the spider
jumpas all over the battle-
field, eliminafing some of
the mushrooms it touches.
The closer the spider
comes, the more points
you score when you zap it

FLEA

The flea starts
bugging you
after youshoot

away most of the rmush-
rooms near you. It drops
straight down, creating
mushrooms as it falls. You
must hit the flea twice to
make it disappear

Varning: After the first
shot, the flea drops more
than twice as fast!

SCORFION
By the third
wave, the
SCOrpion scur-

ries across the middle of
the batilefisld, poisoning
every mushroom it
touches. At first it moves
slowly, then it moves
faster and appears more
frequently as the game

progresses,




FOISONED
MUSHROOMS
Poisonad
mushrooms
are created by the scor-
pion. These are always
macgenta in color When
the Centipede bumps into
a poisoned mushroom, it
goes crazy and plunges
straight through the field
of mushrooms toward you.
fit the end of the wave,

all whole and partially
destroved poisoned
mushroams are rans-
formed back into madgic
mushrooms.

USING
THE HAND
CONTROLLER

Usa your hand controller
with this cartridge.
For one-player games,

g the controller into
jack: 1 On your console,
For a two-player game,
plug a second controller
nto jack 2. In two-player
james, the player using
jack 1 con-
rols game
selection
and starts
the game.

PLAYER/GAME
SELECTION

Use your hand con-
troller o selact the type
of game you want to
play Press the number
on your hand controller
that corresponds with
the desired game on
the game salact display
START
The game starts auto-
matically after you make
a garme gelection,
RESET
Press # to return o
a display of your current
gama selection You can
then restart that game or
select a new variation
FAUSE
T suspend a m:&al in k

rooress, preas the # key
%ﬁag;{.mf immediately
freezes in its present
position on the screen,
T continue play, press
# again
CONTRCLLER ACTION
Mowe your confroller in
the same direction you
want to move your magic
wand. You can move a
shott distance up the
screen as well as to the
left and right edges of
the scresn

Tb shoot sparks, press

the fire buttons on the
right and left sides of the
controller You can fire
gparks as long as you
depress the fire button,
Your supply of sparks
is unlimited

SCORING GAME PLAY or ntermedite
You can score a total of vm‘nous %;‘,ﬁéﬁ &4 Llayers.
909998 points before  |CENTIPEDE offers three  The EASY variation starts
the scorerollsback o game variations: EASY  with 5 wands and earns a
zexo. Point values are PLAY for beginnersand  ponus wand every 10,000
listed below childrern, STANDARD ey I
|

Centipade body segment 10 points

LW | Centipedeead !

points; STANDARD PLAY
starts with 4 wands and
SAINs a bonus every
12,000 points, The HARD
variation starts with 3
wands and eams a bonus
wand every 14,000 points,

1. Shoot away
mushrcoms in a
straight line up the
sCreen to create a
‘cornidor” When the
Centipede reaches this
“‘gapy it will fall straight
down the batilefield and
can be easily picked off.

2. 5ince the flea doesn't
appear untl you have
eliminated most of the
mushrooms near you, you
can set up a shield to
prevent this lighming-fast
peat from striking, Simply
refrain from shooting
away mushrooms near
your magic wand.

2. Shoot Centipede
heads to create new
heads out of the body
segment left behind
Since heads are worth 10
times the point value of
body segments, you'll
score |ots of points,

4, You can use an
ATARI joystick controller
in controller jack 1 and
make your game selec-
tions on the Ceoleco con-
oller in jack: 2.




ATARISOFT

LIMITED @0-DAY
WVVARRANTY
ATARISOFT
CARTRIDGES
OR DISKETTES

Valid in US. Only

ATAR] INC. ("Atan”) warrania
lo the original consumer
purchaser that the Atarisoft
Cartridge or Disketta
(*Computer Media®), not
including computer programs,
shall be free from any defecls
in maternal or werkmanship
for a period of 90 daya from
the date af pumchase,

Any Ataniscft Computer
Media which & found to ba
delective during the warranly
period will be replacad by
Atari Computer Media
retrned for inwarmanty
replacement must have the
praduct label stll mtact, must
be accompanad by proof of
date of e salisfactory
1o Atari, and must bea dali-
ared or slui];i'ed o later than
ona (1} waak aftar tha end

of the warranty perod,
shipping chargas prapaid, to;
ATARI, [NC,

Customer Relaticns

1212 Crosaman Road
Sunnyvale, Califorma 54088
Tall Free Numbers:

In California (8007 672-1404
Continental US (B00) 538-8543

This warranty shall not apply
if the Computer Media has
been damaged by accident,
commercial or other axces-
sivense, unautharized service,
or by other cawses unralated

o defective materials
of workmanship.

ANY AFFLICABLE MPLIED
WARRANTIES. MCLUDING WAR-
RANTIES OF MERCHANTABILITY
AND FITNESSFOR & PARTICULAR
FURPOSE, ARE HERERY LIMITED
T B0 DAY'S FROM THE DATE OF
FURCHASE, CONSEQUENTIAL
OR [INCIDENTAL DAMAGES
EESULTING FROM & BREACH

OF ANY AFFLICABLE EXFRESS
OR IMPLIED WARRANTIES ARE
HEREBY EXCLUDED The
provisions of the foregaing
wartanty are valid in the US
only. This warranty glves yau
spacific legal rights and you
may also have other rights
which vary fram state to atate
Somo states do not allow
limitation= on how lang an
implied wananty lasts, and/or
o net allow the exclusion af
incidental or consecuential
damagas, so the above
limitations and exclusiona
may nol apply o you,

IMPORTANT: If vou ghip yous
Ararisoft Computer Media
for in-warranty replacemeant.
we suggest that yoi package
it securely and insure it for
value, an ATARI assumes no
!.Labilinrfur losses or damage
Incurred dunng slupment,

DIECLAIMER OF WARRANTY
ON ATARISOTT COMPUTER
PROGRAMS:

ALL ATARISOFT COMPUTER
PROCRAMS CONTANED WITHN
THE COMFUTER MEDLA ARE
DISTRIBUTED ON AN A5 5"
BASIE WITHOUT WARRANTY OF
ANY KIND, ANT STATEMENTS
COMNCERNING THE CAFARILITIES

OF UTHITY OF THE COMPUTER
PROGEARS ARE NOT TORE
CONSTEUED AS EXPRESS OR
IMFLIED WARRANTIES

ATARI DISCIAIMSE ANY AMD ALL
LIABILTY OR RESPONERILITY TO
THE OHIGINAL PURCHASER AND
ANY OTHER PERSON OR ENTITY
FOR ANY CONSEQUENTIAL OR
NCIDENTAL DAMAGES HESULT
NG FROM THE PURCHASE, USE,
OR GPERATION OF ATARSOFT
COMPUTER PROGRAME

Sorme stales do not allow
the limitation or exclusion
af implied warranties ar of
ineidental or consequential
damages, 8o the above
limitations or exclusions
concerning Atarisot
Computer Programs may
nat Apply 1o o

Every effort has been made
1o ansure that the manual
eccurately documents the
acoompanying Atarisall
praduct. However, because
of engoing improvaments

updating of camputer
softvwrare and hardwara,
Atarl Inc, cannot guamantes
the apcuracy of printed
matenal afier the date of
publication and shall not
accept responsikility for
SITOrS OF OIS sions.

TOOLECOVISION i3 a rade-

mark of Colaco Industrias,
Inc. Thia softwars ig
manufactured by ATARL TNC
for use an the Colecovision
system and is not made,
sponsored, authorized, ar
approved by Colece
Industries, Inc,
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