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%‘}“ Quick Start Instructions

1. Load AGENT USA into your computer. For instructions,
see the REFERENCE CARD included in your AGENT USA
package. The REFERENCE CARD also includes directions
for playing AGENT USA.

2. While AGENT USA is loading, the program titles will
run. Then the computer will begin the AGENT USA
demonstration. To start the game or play the advanced
level, follow the instructions at the bottom of the screen.

3. For important information on playing AGENT USA,
read the rest of this file.
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Central Intelligence Bureau
Washington, DC

Dear Agent USA:

Professor Elma Sniddle, inventor and well-known eccen-
tric, has filed an urgent report with us. Two nights ago,
adozen glowing crystals fell into the professor’s backyard.
At the time, she happened to be puttering around with
her latest invention — a new type of television. In need
of a power supply, she decided to place one of the extra-
terrestrial crystals inside the TV set.

What happened next is still a mystery. The professor re-
members being zapped with a strange ray, and being in-
stantly transformed into a mass of fuzzy static. Luckily,
when she stepped on another one of the glowing crystals,
the professor was turned back into her former self.

On receiving Professor Sniddle's report, we sent a team
of scientists to invesgtigate. After examining the evidence,
our scientists suspect that the crystals turned the pro-
fessor’s TV set into an evil FuzzBomb — an electrome-
chanical device with the power to change unsuspecting
citizens into helpless FuzzBodies. The FuzzBomb is now
on the loose, traveling from city to city, turning people
into FuzzBodies wherever it goes.

Agent USA, your country needs you. You, and only you,
have the intelligence and experience needed to stop this
menace and save the country.

Urgently yours,

[
Helen Aldente
Director
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FROM: Helen Aldente, Director
TO: Agent USA
SUBJECT: Your Mission

Agent USA, the FuzzBomb is on the move, the FuzzBodies
are spreading, and time is short. Your mission: to find
and stop the FuzzBomb before it turns every man, womar,
and child into a FuzzBody.

I should warn you that, despite your superior skills and
intelligence, the FuzzBomb has the power to turn YOU
into a FuzzBody. At the start of the mission, you will be
given 10 crystals taken from Elma Sniddle's backyard.
Use your crystals wisely they are your only protection
against the FuzzBomb and the FuzzBodies.

In the rest of this information file, you will find the

following:

e One CIB identification card;

® Important Information Bulletins; and

¢ Photographs of the FuzzBomb, FuzzBodies, and other
important people, places, and things.

While tracking the FuzzBomb, you can:

¢ Grow and haivest extra crystals;

¢ Check into the nearest InfoBooth for tips and infor-
mation; and

* Turn FuzzBodies back into people.

Agent USA, the fate of the nation is in your hands. You
must stop the horrible fuzz menace!




elen Aldente, Director
ht USA
: InfoBooths

During your mission, we will send you information up-
dates from CIB headquarters. To receive the latest update,
visit an InfoBooth. You'll find one at the train station in
each state capital and Washington, DC.

Each InfoBooth contains a computer terminal that is con-
nected to the main computer at CIB headquarters. When
you enter the booth, the computer will display the “in-
formation screen.” Follow the instructions at the bottom
of the screen to select one of the following:

CITY INFORMATION MAP — This map will bring you up
to date on how many crystals are fortifying each city.

FUZZBOMB LOCATION MAP — This map will show you
where the FuzzBomb is located. Watch for the city that
flashes — that's the FuzzBomb’s current location.

FUZZ PREDICTION MAP — Look at this map to find out
how the fuzz menace will probably spread from city to
city. A flashing city is under attack. A darkened city has
been “fuzzed over,” with its people turned into FuzzBodies.

To leave the InfoBooth, follow the screen directions for
returning to the InfoBooth menu screen. Then, choose
the “leave InfoBooth” option.




FROM: Helen Aldente, Director
TO: Agent USA
SUBJECT: The Train Network

To travel from city to city, you must ride the train network.
As the map on pages 8 and 9 shows, the trains stop at
every state capital and most major cities.

To buy a ticket, go to a ticket booth. You'll find one at
each train station. The ticket booth operators have been
instructed to give you a one-way ticket to any city you
choose.

Here are instructions for buying tickets and riding the
trains:

1. When you enter the ticket booth, a train schedule will
appear on the screen. Please note that there are two types
of trains. The slower “local trains” travel to nearby cities.
The faster “rocket trains” cover longer distances. To find
a rocket train, look for a star under the “RT"” column in
the train schedule.

R. Study the schedule, then type in the name of the city
to which you want to travel. Be sure to type the city name,
comina, and state abbreviation exactly as they are shown.
Then, press RETURN.

3. If you have typed the city and state correctly, you will
see a message saying “You now have a ticket to,” followed
by the name of the city.

4. To leave the ticket booth, move backward. Watch the
clock, and be sure to be back at the boarding platform in
time for your train.

5. When your train stops at the station, hop on.
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FROM: Helen Aldente, Director
TO: Agent USA
SUBJECT: Crystals

The crystals are crucial to the success of your mission.
They provide you with your only protection against the
fuzz menace — and your only way of defeating the
FuzzBomb,

At the start of your mission, you will have a supply of
10 crystals taken from Elma Sniddle’s backyard. However,
our scientists tell us that it is possible to grow extra
crystals. Here's how you do it:

1. Plant several crystals, leaving enough room in between
for the crystals to grow. (To plant a crystal, press the
joystick button while AGENT USA is moving.)

2. Wait for new crystals to grow. While you are waiting,
citizens of the city you are visiting may come and try to
pick up your crystals. Sometimes, you will want to let
them pick up crystals — to help fortify the city against
the fuzz menace. If you don't want the citizens to take
your crystals, stand in their way or push them back.

3.To pick up a crystal, move across it. It will automatically
be added to your supply. The number in the upper-right
corner of the screen shows your total crystal supply. You
can carry up to 100 crystals at a time.

Agent USA, be careful. If a FuzzBody touches you, it will
take half your crystals. To protect yourself from an at-
tacking FuzzBody, drop a crystal in its path. When the
FuzzBody steps on a crystal, it will turn back into a person.

The citizens of the fortified cities will help you out by
dropping crystals in front of FuzzBodies. Also, if you are
fuzzed, the citizens will come to your rescue.
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FROM: Helen Aldente, Director

TO: Agent USA
SUBJECT: Disarming and Defeating the FuzzBomb

After much research, our scientists have finally discov-
ered how to disarm and defeat the FuzzBomb. Here are
their instructions:

1. Find out where the FuzzBomb is currently located, and
head for that city. Along the way, you may want to plant
crystals to help fortify cities against the fuzz menace.

2. Before you arrive at the FuzzBomb's location, be sure
to stock up on crystals. You will need 100 crystals the
maximum number you can carry to disarm the
FuzzBomb.

3. When you reach the FuzzBomb's location, be careful.
The FuzzBomb will be hiding somewhere in the train sta-
tion, waiting to fuzz you.

4. The FuzzBomb will send FuzzBodies after you. You may
need to use some of your crystals to stop them.

5. Be sure to restock your crystal supply before facing
the evil FuzzBomb. Once your crystal supply is back at
100, find and touch the FuzzBomb.

Agent USA, follow these instructions, and you will save
the nation. However, if the FuzzBomb catches you with
your crystal supply down . ..

Well, I can only wish you, and the rest of the nation, the
best of luck.
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FROM: Helen Aldente, Director ‘
TO: Agent USA
SUBJECT: Strategy Tips

Our agents in the field have filed the following tips and
suggestions with us:

® (et to know the train network and the different types
of train service available in each city. It is especially
important for you to know which cities offer rocket
train service.

* While you are waiting for your train to pull in, use the
time to grow more crystals.

® If your timing is right, you can hop a ride on a train
without a ticket. But make sure you know where the
train is heading. If you don't, you may run right into
the FuzzBomb!

® Before you enter a fuzzed city, make sure you have a
large supply of crystals with you. You will need the
crystals to turn FuzzBodies back into people, and to
protect yourself from the fuzz menace.

® To keep the FuzzBodies from spreading, find and save
the fuzzed cities as quickly as possible. Remember, the
citizens of fortified cities will help you in your battle
against the fuzz menace.

e NEVER let your own supply of crystals run out,

¢ If you are fuzzed, don’t give up. An unfuzzed citizen may
come to your rescue.

12
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Basics

AGENT USA — Super sleuth for the Central Intelligence
Bureau. Agent USA’s mission is to find and defeat the
FuzzBomb.

BUYING A TRAIN TICKET — To buy a train ticket, use
your joystick to move Agent USA inside a ticket booth.
Then, type in the name of the city and state you want to
travel to, and press RETURN. If the computer tells you
that “There is no train service to (your city),' press
RETURN and type it again, exactly as it's shown. To leave
the ticket booth, use your joystick to move Agent USA
backward.

CENTRAL INTELLIGENCE BUREAU (CIB) A top-secret
government agency. The CIB is responsible for saving the
USA from the FuzzBomb and other evil menaces.

CITIZENS Residents of the cities that Agent USA visits.
The FuzzBomb tries to turn citizens into FuzzBodies. The
citizens of fortified cities help Agent USA fight the fuzz
menace. Also, if Agent USA is fuzzed, the touch of a fortified

citizen will turn him back to his former self.
P
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CRYSTALS — Glowing, glass-like objects that fell to earth
from outer space. The crystals turn FuzzBodies back into
people. They also help Agent USA disarm the FuzzBomb.

FUZZBODIES — Innocent people that have been fuzzed
by the FuzzBomb.

FUZZBOMB — A menacing device that turns people into
FuzzBodies. The FuzzBomb was created when a crystal
\was placed inside a TV set.

GETTING FUZZ INFORMATION — Go into an InfoBooth.
When the information screen appears, use the joystick
to select the map you want to see.

GETTING ON A TRAIN — Wait on the boarding platform
for the correct train to arrive. When the train stops, use
the joystick to move Agent USA up into it.

GROWING CRYSTALS — To plant crystals, press the joy-
atick button while AGENT USA is moving. Wait for new
crystals to grow. To pick up crystals, use the joystick to
move AGENT USA across them.

INFOBOOTH — A booth in each state capital and Wash-
ington,DC,where Agent USA can receive fuzz information
updates from CIB headquarters.




Note Pad Pages
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REFERENCE CARD

EQUIPMENT YOU NEED

1. TV or monitor

2. Atari 800® computer with 48K memory

3. Atari® disk drive

4. Joystick

Alari and Atari 800 are registered trademarks of Atari, Inc., a Warner Communications company.

DISK LOADING INSTRUCTIONS

1. Make sure that the Atari BASIC cartridge is NOT in your computer.

(To check, carefully unlatch and lift the top of the computer, and look inside.

If the Atari BASIC cartridge is plugged into one of the cartridge slots, unplug and
remove it.)

2. Connect your joystick to controller jack number 1 on the front

of the computer.

3. Turn the computer off.

4. Turn the power switch on the disk drive on.

5. There are two red lights on the disk drive. When the top ““busy’’ light goes
off, carefully slide the disk into the drive and close the door.

6. Turn on your computer, and turn on your TV or monitor. The disk drive will
make some clicking and whirring sounds. In a few seconds, the program titles will
run, and Agent USA will appear on the screen.

7. Forinstructions on playing Agent USA, see the other side of this Reference
Card and the Agent USA Information File.

IMPORTANT KEYS

START— After you've watched the demonstration, press START to begin
playing the game.

SELECT— During the demonstration, press SELECT to choose the advanced
Agent USA game.

SYSTEM RESET—Pressing SYSTEM RESET will bring you back to the beginning
of Agent USA, so you can watch the demonstrafion or start a new game.
WARNING: Pressing SYSTEM RESET will end the game you are playing.
FREEZE FUNCTION — During the game, press START to freeze the action.
To continue the game, press START again.




WHAT YOU SEE
? AGENT USA—The Super Agent who must find and stop the FuzzBomb.
M CITIZENS—Residents of the ciies that Agent USA visits.
W’; LOCAL TRAINS—Older, slower trains that travel only to nearby cities.
-ROCKEI' TRAINS—Newer, faster trains that cover great distances quickly.

TICKET BOOTH—A booth that yﬁu visit to buy train tickets. You'll find one in
each city.

INFOBOOTH—A booth that you visit to receive the latest Fuzz Information
Updates. You'll find one in each capital city.

@ CRYSTALS—Glowing, glass-like objects that fell from outer space. Agent USA

uses them to turn FuzzBodies back into people and to disarm the FuzzBomb.
!ﬂ FUZZBODIES—Citizens who have been fuzzed by the FuzzBomb.
(!‘E;p FUZZBOMB—The menacing TV device that s fuzzing the nation.

HOW TO PLAY

MOVE AGENT USA—Move joystick. :

BUY A TRAIN TICKET—Move Agent USA into a ticket booth, type in the
name of the city and state to which you want to travel, and press RETURN. Be
sure };ro type the city name (followed by a comma) and the state name exactly as
it's shown.

GET ON A TRAIN—Wait on the boarding platform for your train to arrive.
When the train stops, use the joystick to move Agent USA up info it.

GET FUZZ INFORMATION —Move Agent USA to an InfoBooth. Follow the
screen instructions for selecting an information update map.

GROW CRYSTALS—To plant crystals, press the joystick button as Agent USA is
moving. Wait for more crystals to grow. To pick up crystals, move Agent USA
across them.

TURN A FUZZBODY BACK INTO A PERSON—Drop a crystal in the path
of the FuzzBody.

DISARM THE FUZZBOMB—Go fo the city where the FuzzBomb is located.
Make sure Agent USA has 100 crystals. Have Agent USA touch the FuzzBomb.
FREEZING THE GAME—See the Freeze Function instructions on the other side
of this Reference Card.

ISBN: 0-590-95665-0
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lu DRAWING ON THIS MAP: For best results, frace

¥
® o i
s Official Map Showing Train Stops your train route with a grease pencil or china marker.

Some types of felt tip markers will also work, but test
them in a corner of the map first. To erase your marks
and lines, wipe the map with a wet cloth.

ISBN: 0-590-96851-3
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