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NOTE: Always turn the console power switch off when inserting or removing an
ATARI Game Program cartridge. This will protect the electronic components
and prolong the life of your ATARI Video Computer System game.
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1. THE GREAT RACE

It's half past three, and the road
stretches ahead of you into the dis-
tance in a hazy blur. You're behind
the wheel of your brand new Atari
Supercar, and the long, long road
ahead is waiting for you.

The landscape zooms by in a blur,
faster and faster as you put peddie to
the metal. It takes nerves of steel to
drive this fast, and a steady hand, but
then, you're the best, or you wouldn't
be here.

You're out to beat the Atari cross-

country speed record. It will take a
deft hand at the wheel too, as your
Atari Supercar continues to acceler-
ate. Watch out for those turns! It's
dangerous out here, and the roads
are tricky. Keep a sharp eye out for
rocks, and sudden turns.

But wait! There’'s someone behind
you. Why it's Dastardly Dave, that
sneaky speeding wheelman, and it
looks like he’'s after the record too!
Careful now, he's not above a cow-
ardly sideswipe or two, and if he can
push you out of the race, then he
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wins by default. Don't let him! It will
take all of your driving skills to pull
this one off. You may have to use a
few tricky maneuvers of your own, if
you want to see the checkered flag
before he does.

It's a breakneck race to the finish line,
and at speeds that only your Atari
Supercar can handle. Are your re-
flexes up to the challenge? Only you
and your Atari 2600 Video Computer
System can find out. Put your foot on
the floor, and both hands on the
wheel. You're a real Atari Racer now,

and the road is all yours.

Now it's on to the home stretch, and
Dastardly Dave is right behind you.
Give it everything you've got, throw
caution to the wind, and may the
best man win!

Figure T— Your Atari Supercar

2. USING THE CONTROLLER

Use your Atari Joy-
stick Controller with
this Atari Game Pro-
gram Cartridge.

Press the controller
button to start game

play. Your Atari Supercar moves up,
down, left, right and diagonally, de-
pending on the direction you push the
Joystick.

You must move your Supercar
around the scrolling landscape, dodg-
Ing obstacles and the roadside. At
timed intervals, your car will automati-

cally accelerate faster, forcing you to
react faster to keep on the road.

Note that pressing your Atari Joystick

Controller button has no function in this
game.

Mowve Right

Move Down

Figure 2— Joystick Controls
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3. GAME PLAY

Cars Left

Obstacles

Atari Supercar

In Racer, you control your Atari Su-
percar in a breakneck race. Using
your Atari joystick, you will maneuver
your Supercar to avoid the rapidly
scrolling landscape, which gets faster
as you go. Keep your eyes on the
road if you want to survive. Hitting
obstacles or the roadside will cost
you a car. When all of your cars have
been lost, it's game over.

Your speed increases automatically.
You begin the game with three cars,
and you earn a new car every 30
points. It becomes harder to dodge
obstacles as the speed increases,
which is where your skill as a racer
comes into play.

Dastardly Dave

Player 1 controls the Atari Super-
car. In a two player game, the sec-
ond player controls Dastardly
Dave, and things get even more
interesting. You start off on oppo-
site sides of the track, but at cer-
tain intervals, the roads converge,
and either player may jump over to
the other players side of the track
for a little head to head bumper car
action!

Anything is fair game, so use
your skills to cut off, sideswipe,
or bump the other player. In this
race, it's the last man standing
who wins!
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4. CONSOLE CONTROLS

GAME RESET SWITCH
Press the GAME RESET SWITCH

during game play to return the race to
the beginning.

GAME SELECT SWITCH
Press the GAME SELECT SWITCH
to choose different game variations.

TV TYPE SWITCH

Switch this to COLOR if your set
supports color, and to B/W to play
the game on a black and white TV.

On modern televisions, this switch
should always be left on ‘Color’, to
avoid loss of color.

5. GAME VARIATIONS

Press the GAME SELECT SWITCH
to choose between the ten game
variations provided on your RACER
Game Program Cartridge.

Games 1,3,5,7, and 9 are single
player games, where it's just you and
the long road ahead, where you must
contend with obstacles and increas-
iIng speed. Your score is displayed at
the bottom of the screen.

Games 24,68, and 10 are two
player variations, where Player 1
controls the Atari Supercar, and
Player 2 controls Dastardly Dave.

Games 9 and 10 are easier versions
of the game, meant for younger play-
ers, or those wanting a more relaxing
experience.

Game difficulty increases with the
mode selected, where games 1 & 2
start at slow speed, 3 and 4 are
moderate, 5 & 6 are fast, and
games 7 & 8 require a real Atari
Racer to survive.

Note that all game variations in-
crease in speed as time passes,
with the exception of variations 9 &
10, which maintain a constant
speed for younger players.



GAME CARTRIDGE LIMITED NINETY DAY WARRANTY
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