HEY,
ANYBODY
SEEN
A GHOST?

Matter of fact, yes. Many, many
ghosts are right now winging their
way to the infamous spook
central. And only you can avert a
disaster of biblical proportions. To
save this city, you must make it to
the top of the Temple of Zuul. This
can only be accomplished after
you’ve caught many ghosts,
earned more money than you
originally started with and
sidestepped constant danger.
Now go ahead. Show 'em how
they do it downtown.

Instructions For
IBM® PCjr/TANDY® 1000
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HOME COMPUTER SOFTWARE




OBJECT

The object of the game is to save the city by
successfully reaching the top of the Temple of Zuul.
Here's how it works:

GETTING STARTED

e Insert diskette into disk drive, label side up.

If using an IBM PCjr, plug a joystick into the left

joystick port.

If using a TANDY 1000, plug a joystick into the right

joystick port.

Turn computer on.

Press 1 or 2 for introduction screen.

To return tfo title screen once the game has started,

hold the CONTROL key down and press the letter 'R’

e Pause the game by pressing the ESCAPE key. To
continue, press the ESCAPE key again.

.

BUILDING A FRANCHISE

Follow instructions on the screen to buy and ouffit your
vehicle. To move the forklift up and down, move the
joystick up and down. To pick up and release supplies
with the forklift, press the joystick button. The upper right
corner indicates your available credit.

e PK ENERGY DETECTOR warns of an approaching
ghost, called a “Slimer,” by turning a building pink
when you pass it.

IMAGE INTENSIFIER makes Slimers easier to see when
you are trying to catch them.

MARSHMALLOW SENSOR warns you of the impending
approach of the dreaded Marshmallow Man by
turning a building white when you're beside it.
GHOST VACUUM sucks up itinerant ghouls (called
“"Roamers”) as you travel the streets of the city.
GHOST TRAPS are what you use to catch and store
Slimers. Each trap holds one Slimer. You must buy at
least one trap.

GHOST BAIT attracts Roamers, which periodically
gather to form the Marshmallow Man. Without bait,
you cannot stop him. (See IMPORTANT SAFETY TIPS to
follow.) You get five dollops of bait when purchased.
PORTABLE LASER CONFINEMENT SYSTEM stores ten
Slimers in your vehicle. This saves valuable travel time
back to Ghostbusters Headgquarters (GHQ) for more
fraps.




THE CITY MAP 1

A map of the city appears, with Zuul's horrible temple
in the center and GHQ at the bottom. Red flashing
buildings indicate the presence of a Slimer.

e Guide your vehicle to either above or below the red
flashing buildings leaving as short a trail as possible. |
As you do this, freeze any Roamers that are moving

toward Zuul by touching them.

To position yourself at the building directly above the

street, push the button. To position yourself at the

building directly below the street, pull back joystick

and push the button.

Steer your vehicle at passing Roamers (if you have
frozen any on the city map screen) and push the
button to vacuum them up. This keeps them from
getting to the Temple of Zuul. Otherwise, the city’s PK
energy reading jumps 100 for each Roamer that
reaches Zuul.

BUSTING GHOSTS

When you arrive at the site of the disturbance, take the

following steps with the joystick:

¢ Direct the first Ghostbuster toward the center of the

building and push the button to deposit the trap.

Then move him to the far left of the screen, turn him

towards the trap and push the button again.

The second Ghostbuster automatically appears.

Direct him to the far right of the screen, turn him

tfowards the trap and push the button. Both

Ghostbusters will power on their negative ionizer

backpacks.

* Move your Ghostbusters inward to trap the Slimer
between the streams. But do not—repeat, DO
NOT—cross the streams.

¢ When you have the Slimer over the trap, push the

button. The trap will pull him in.

Every trapped Slimer is worth money. The amount

earned depends on how quickly you respond to the

disturbance. Your account total is shown on the
bottom of the screen at all times.



IMPORTANT SAFETY TIPS

Hit the upper black fire butfon on your joystick during
the game for a status report.

Every escaped Slimer adds 300 to the city’s PK
energy level.

Beware that monolith of marshmallow monstrosity.
When a MARSHMALLOW ALERT flashes at the bottom
of the screen, the Roamers will quickly converge and
mutate into a Marshmallow Man. You must
immediately hit the 'B' key on the keyboard to drop a
dollop of ‘bait before he stomps any buildings and
causes you to lose precious franchise dollars.

YOUR ACCOUNT NUMBER

If you successfully complete a game, an account
numiber will record your account balance. You can use
your account number on ANY Ghostbusters program.
Be careful to always enter your name and account
number in exactly the same way.

END OF GAME: THE TEMPLE OF ZUUL

The game will come fo an end when the Gatekeeper
and Keymaster join forces at the Temple of Zuul. This
can happen anytime after the city’s PK energy level
reaches 5000; it will happen automatically if the PK
level reaches 9999. Once the Gatekeeper and
Keymaster have come together, one of the following
can happen:

1. You have not earned more money than you had
when you originally started. In this case, the game
ends and the city is destroyed.

2. You have earned more money than you had when
you started, but you are unable to sneak two of your
three Ghostbusters past the Marshmallow Man and
into the Temple of Zuul.

3. You successfully reach the top of the Temple of Zuul
by sneaking two Ghostbusters past the Marshmallow
Man into the Temple’s entrance.

LET’S GET TO KNOW EACH OTHER

We're working hard to design the kind of home
computer software you want. And we’d love to hear
your comments. So drop us a note. We'll put you on our
special mailing list. Also, if you'd like to find out about
our newest computer software, call 800-633-4263
ANYTIME ON WEEKENDS. In California, call

(415) 940-6044/5 (WEEKDAYS ONLY).

Consumer Relations
ACTIVISION, INC.
PO. BOX 7287
Mountain View, CA 94039




ACTIVISION LIMITED 90-DAY WARRANTY

Activision, Inc. warrants to the original consumer
purchaser of this computer software product that the
recording medium on which the software programs are
recorded will be free from defects in material and
workmanship for 90 days from the date of purchase. If
the recording medium is found defective within 90
days of original purchase, Activision agrees to replace,
free of charge, any product discovered to be defective
within such period upon receipt at its Factory Service
Center of the product, postage paid, with proof of
date of purchase.

This warranty is limited to the recording medium
containing the software program originally provided by
Activision and is not applicable to normal wear and
tear. This warranty shall not be applicable and shall be
void if the defect has arisen through abuse,
mistreatment or neglect. Any implied warranties
applicable to this product are limited to the 90-day
period described above. EXCEPT AS SET FORTH ABOVE,
THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES,
WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED,
INCLUDING ANY WARRANT OF MERCHANTABILITY OR
FITNESS FOR A PARTICULAR PURPOSE, AND NO OTHER
REPRESENTATION OF CLAIMS OF ANY NATURE SHALL BE
BINDING ON OR OBLIGATE ACTIVISION. IN NO EVENT
WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR
CONSEQUENTIAL DAMAGE RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THIS PRODUCT,
INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT
PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURY,
EVEN IF ACTIVISION HAS BEEN ADVISED OF THE
POSSIBILITY OF SUCH DAMAGES.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW
LONG AN IMPLIED WARRANTY LASTS AND/OR THE
EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT
APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC
LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH
VARY FROM STATE TO STATE.

If you have a defective product and need to return
it,U.PS. or registered mail is recommended for returns.
Please send it fo:

WARRANTY REPLACEMENTS
Consumer Relations
Activision, Inc.

2350 Bayshore Frontage Road
Mountain View, CA 94043

IBM and PCjr are trademarks of International Business Machines Corp.
TANDY® 1000 is a trademark of TANDY CORPORATION.

Ghostbusters™ is a trademark of Columbia Pictures Industries, Inc
Ghostbusters logo®© 1984 Columbia Pictures Industries, Inc. All rights reserved.
©1985 ACTIVISION, INC. PD-108-09
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COPYING PROHIBITED

| This software product is copyrighted and all rights are 1
[ reserved by Activision, Inc. The distribution and sale of

| this product are infended for the use of the original f
! purchaser only and for use only on the computer |
? system specified. Copying, duplicating, selling or

' otherwise distributing this product without the express

! written permission of Activision are violations of U.S.

| Copyright Law and are hereby expressly forbidden.
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WARNING

Any attempt to duplicate this product may damage it.
Such damage is not covered by the warranty.

Concept and design by David Crane. Computer assistance
by Adam Bellin. Computer graphics by Hilary Mills
Produced by Brad Fregger. IBM PCjr/TANDY 1000 adaptation
by Bob Rutkowski. Special thanks to Pam Levins.



