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THE DEFENDER
OF WORLDS!

r ATARI® He
Coupuierby presaina ihe powes

cartridge dﬂor (Whenever you
do this, mputer auto-
maticaly i e o)

Insert the DEFENDER game car-
tridge in the cartridge slot (the
left carridge siot in the ATARL I8 B
800" Home Computer) with the
label facing you. Press
caretully and firmiy. Close the
cartridge door and the computer
turns on again, s
THE JOYSTICK
CONTROLLERS
For one player, plug a joystick
controller into Controller Jack 1
For two players plug a second
joyatck into G ontroller Jac
Hold the j o
button is I the upper left cor-
ner. Press the button to fire

es.

THE SELECT KEY
When you first turn on your
computer, the selection screen
ists a version of DEFENDER and
level of difficulty (On Play
E the ey a8
sk b e
version and level you want. To
return to the selection screen
while the game is in play, press




Decades past, your leaders learned that alfens lusted for your world
Atonce, et your most brilliant scientists, your most farseeing

wartiors, (o design the ultimate spaceship—something to defend
your beleaguered planet.

Now, that ship is in your hands

ESC and then SELECT. Pressing
SELECT alone has no eff
while the game is in play.
NOTE: In addition to the six
games you can play, there’s
demonstration game to show
new players the various
EFENDER.

possibilities of
START KI

Press the START key to beg

game. To begin

again wi
‘ame s in play, press s
and then START. Pressing
START alone has no effect
while the game s in play
THE ESC KEY

Press the
e ora R
0 pick up where you left off.

THE SPACE BAR (SMART
BOMB)

i g s
Pr

Press the space bar on your com-
puter keyboard to detonate a
Smart
ANY STANDARD KEY
(HYPERSPACE)

Press any standard key except

C, CTRL, SHIFT or BREAK to
activate Hyperspace.




EVIL FROM
THE FAR
STARS!

he alien
K has
come! Before
your planet’s defenses could
react, their Landers were be-
sieging you on the foulest mis
sion an alien mind could ever
conceive. They're kidnapping

your humanoids and transform-
ing them into mutants who will
then silke atyou! Backing thel
Landers are Baiters

Bombers and the dread Pods,
But you have the most advanced
ship your world has ever
devised—Def

I'hey're going to have to fight!



\s the battle begins, Defender
has three lives and t!
Bormbe: When befender coaes
with an alien ship o is hit by an
alien mine, it explodes with
spectacular blast. If that's its last
life, the game is over; if any lives
vertain, another Defender ap-
> continue the war.

W hen Defen-
der destroys all
the aliens in
the first wave, another

moves in. The longer Defender
survives, the more dangerous the
attacking waves become.



efender responds quickly to
its controls, but may be hard to

facing
here are two last-resort op-
tions: SMART BOMBS and
HYPERSPACE, SMART Bo»
destroy all aliens in sight (earning
You poiats for every one), but
you have just three Boml>~ at the
tart; you earn ¢ Bomb for
ach 10 n(m p()mh you score,
mbs sparingly and
clr\l:g\mll\—u s 2 good idea to
cp o for emergen
cics, HYPERSPACE temporatly
sends you into a space warp, but

Defender

you never know where you'll
reappear. Use Hyperspace spar-
ingly, too, because overuse can
4 Defender life

ach of the alien ships has a dif-
ferent function.
LANDERS, the first to appear,
kidnap humanoids and fire white
charges

BOMBERS lay mines to traj
you—you can't shoot mines, 50
you must avoid them




BAITERS appear if you take t00
long to finish off a wave—the:

move faster than Defender and
fire white charges as they home
in on him.

MUTANTS —transformed
humanoids—a very dangerous
humanoid s lost (0 yc

On u y
w|w.|r( 1o effort in trying to
Mutants roy it. They'll ly directly
o S you (where you

bl can't hit them) and mm charge.

The POD is the most dangerous,
because when it's destroyed it
releases Swarmers.

ARMERS track you closely,
50 7ap them as quickly
can

1l aliens except Landers can
exit at the bottom of the screen
and emerge from the top, or vice



screen shows

shows a much wider view
The area covered by your view.
screen is bracketed in the center
the Scanner, 50 you can see
what's happening o your right
and left—3 crucial uctor with so
many eliens sround. BY vRing
your Scanner you can ml which
kinds of aliens are whe
and—more |mp<)n.«m—\\huh of

your humanoids are in
Humanoids and the. ummm
types of alien ships

ngmhm by Gifferent
colored blip:

ou begin the game
with ten humanoids
When a humanoid is
Kidnapped, it cries
out for help—go to
its rescue immediately! The
Scanner is the fastest way (o
spot its position.

»

here are two ways of rescuing
a humanoid: either destroy the
Lander and let the humanoid fall
back to the planct; or dcstroy
o catch the fallng

s

the planet Leumg !he humanoid
fall only worl low enough

s T e




periment to find out how low
that is. If the humanoid falls

r the Lander.

atching a
humanoid in
air is more
ifficult and
earns you

humanoid, then carry it to the
et. This 000
points, plus 150 for the Lander.
If you catch the humanoid
don't re sl
carn 500 points pnm 156 for the
Lander.
It a Lander succeeds in carrying
4 humanoid to the top of the
screen, the humanoid becomes a
Mutant and rcturns t0 atac
ender. When all of the
S become mutants, or
are destroyed, the planet .
plodes and vanishes. You con
tinue 10 play and score points

y fifth wave, a
destroyed planet reappears and
all ten hum:




STRATEGY

ly low. Good DEFENDER
players seldom fly more than
two inches above the planet, in
order 10 protect their
humanoids.

o
he wll hea

using the Scanner alon
times 10 get a good idca of how

4§ o tw

s are not as hrd (0
destroy as It might appea
Thrust, then reverse direction
and adjust your height
simultaneously, and fire.

on't thrust too much. If you
do, your momentum willcarry
w'll miss a
shot or collide wm\ an alien
Also, if you're to 0 the
edge of !Im screen youre facing,
Joul have less tme (0 react 10
Yhatever comes your way.




DEFENDER is one of the most complex games ever devised, but
o conurolover theacton 8 e simple by the ATAR joyik
Using this one device, you can thrust, reverse, and

Defender's altitude-_giving you unmitched fécdom e
ou battle the invaders

hen you're thrusting,
move up and down and
fire continuously t
But use

can carry a humanoid
around with you so that the
aliens can never destroy all ten

of them without destroying yo

But If you touch the planet, the
10id will immediately jump

liens become confused if you
quickly reverse twice, giving you
time to blast them.

se Smart Bombs only in
treme mummm or if there
are enough aliens on the screen
0 push you pas a 10,000-point
mark




SCORING

POINT VALUI

NS DESTROYED s for the Lander plus:

150 Humanoid falls 250
and lives

Mutant
ut not

250 1000 | SOt ek & !

Bater  Bomber

DEFENDER LI
DESTROVED  Each Life o

cores appear at the top of the  humanoid, multiplied by the
screen, The score for Player 1, or number of the wave. At the end
a single player, is on the left; the  of each wave thereafter, yor
score for Player 2 is on the right.  score 500 bonus points for
ow many lives and Smart surviving humanoid. The wave
Bombs Defender has left is number and the number of
displayed next to the scores.
t the end of each of the first
v ou score 100
for each surviving

returns (o the planet.

cs,
bonus points




