


LOADING YOUR
GAME CARTRIDGE

To load the game program from the cartridge into the
computer:

1. Connect your *Atari* 400™ or Atari* 800" Personal
Computer System to your TV set as outlined in the

Operator's Manual.

2. Plug your Joystick Gontroller firmly into the left con-

troller jack at the front of your computer. This is a one or

two player game using the same Joystick

3. Open the cartridge door of your computer and insert.

the game cartridge into the cartridge siot. On the Atari

800, use the LEFT CARTRIDGE siot.

4. Turn your TV set on and adjust: the volume.

5. Turn on your computer:

To select the two player game, move Joystick to the

right when the screen displays “Number of Players?’
Note:
you have switched computer power on. Oenig the car-

£ge door wil automatically shu the power
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K-STAR

PATROL.

P if
eight Star Ships through ten Enemy Space Sectors as
you travel over a hostile Alien Planet.




ALIEN
ATTACK SHIPS

The Alien Attack Ships rise
vertically from the planet’s
surface and transform into
deadly warhead rockets. Their
mission is to destroy your Lead
Star Ship and your Star Patral.

LEAD STAR SHIP

Your mission is to maneuver
the Lead Star Ship and destroy
the Alien Attack Ships befare
they blast you or any of your
Star Patrol. Your Lead Star
Ship is equipped with Laser

Weaponry, a protective Hydragen Activated Force

Fild Berrier plus thvee special High Amplkixle Photon

Neutralizer Bombs (HAPN Bomt

STAR PATROL

If your Lead Star Ship is eliminated, the top Star
the Patrol wil automatically take the Lead S Shipapo
stion. If that. Star Ship 1 destroyed. the next top Star
Ship will leave the Patrol and take over: When the entire
patrol has been destroyed, the game is over




FORCE FIELD
BARRIER

When activated, the protective
Force Field Barrier will defend

ur Lead Star Ship and Patrol
from attack. The Barrier neu-

Use it sparingly, as it is quickly
drained of hydrogen power and
can only be recharged by lightly
dipping your Lead Star Ship into
the Hydrogen Laden Crater

Your Lead Star Ship willbe a blue
color as long as its Force Field
Barrier is operative. If the Lead
Star Shlp turns red, its Force

xhausted and must be

recharged.

whendiving betweenthese
o m:sw and
nce System




LOW-LEVEL
AVOIDANCE
SYSTEM

The Aliens’ Low-Level
) Avoidance System
(LLAS) becomes ac-
tive as soon as you
enter Sector
The LLAS has a lim-
ited firing range and
ly your Lead Star Ship if
Alien Planet surface.

INTERGALACTIC
LEECH

As you proceed with your
mission, an awesome Inter-
galactic Leech will invade the
Alien Atmosphere and attack
your Lead Star Ship. Your

tandard Laser Weapons will
repel, but not destroy the leech. If it avoids your fire and
attaches itself to your Lead Star Ship, it will mmediately
absorb all of your energy (Laser Power and Force
Field Power). At that point, you must use your
HAPN Bomb.




LONG-RANGE
SECTOR BAR

The Sector Bar at the top of your screen gives a long-
range view of all ten Sectors. It displays your Star Patrol
Sector position and the Sector position of the Inter-
galactic Leech as it moves through the Sectors towand
your Lead Star Ship

HIGH AMPLITUDE
PHOTON
NEUTRALIZER
[HAPN Bomb])

As you enter Sector One, you are equipped with three
HAPN Bombs. Then for each Sector you complete
successfully, one extra HAPN Bomb will be added to
your arsenal. When activated, the HAPN Bomb will
destroy all visible Alien Attack Ships and Low-Level
Avoidance Systems. It is also capable of repelling (but
not. destroying) the Intergalactic Leech



JOYSTICK
CONTROLLER

Use your Joystick Controller to maneuver
your Lead Star Ship, fire your Laser
Weapons, activate your Force Field
Barrier and detonate the HAPN
Bomb.

+omove us

your upper
Move controller to right to activate Force Field Barrier:
move it to the left to increase forward speed; pull the
Jaystick toward you to move your Lead Star Ship down
and push it forward to move ynur Lead Star Ship up. To

detonate the HAPN Bomb, use a 360° circular rotation
{sithar direotiont ofthe Joystiok Contralln

Push the Red Button to fire your Lead Star Ship's Laser



SCORING

Your score is determined by the number of Alien Attack
Ships you destroy and the number of Star Ships remain-
ing in your Patrol when you have complted @ Ssctou

. scored points are deducted for each Alien Attack
smp  allowed to escape past your Star Patrol.

SCORING POINTS
Each Attack Ship destroyed = 100 points (all Sectors)
Each Star Ship remaining at the end of a Sector:

LOSING POINTS

Each Attack Ship that escapes a Sector decreases your
score by ten points, progressively.

Example:
Firstescape = ~10 paints
Secondescape = ~20 points 7

Third escape 30 points



BONUS

Bonus Star Ship if y Time is
less than 10,0 units
ooo1s0 9.3 013.7

CURRENT INTERSECTOR TOTAL
ScoRE TIME TIME

HELPFUL HINTS

Shoot the Alien Attack Ships during their transformation
phase before they can gain speed and attack you.

Fire your Lasers in bursts of two for a wider-range, de-
structive effect.

Watch the Long-Range Sector Bar for the invading In-
tergalactic Leech, 5o you can predict when it is about to
enter your Sector:

When you need to recharge your Force Field Barrier;
lightly dip only the bottom portion of your ship into
the longest. Hydrogen Laden Lake. This gives you a litle
extra time to return to space and avoid crashing into
the mountains.

As you gain skill playing the game, try to increase your
speed so you can complete a Sector under 10.0 units
and eam a Bonus Star Ship.

Try ta hold one HAPN Bomb in reserve, as it is your only
chance of escape from the Intergalactic Leech.



LIMITED
WARRANTY

CBS Inc. (‘CBS’) warrants to the original consumer
Ghaser of this GBS Software™ cartridge for a period of
Tinety days from the date of purchase that &t 5 free from
any cfects in materile of workmanahip. If “any such de-
fect s dscotered wilin the werrenty period. GBS wil
repair or replace the cartridge. at ts op
Yo tooabt of the ertice it o et

BES St Lun Uieadow Road
Hagerstown, MD 21740

In the event: that. your cartridge is replaced, the replace-

ance of its term or for 30 days, whichever is longer.

nic ci
chanical parts originally provided by CBS and is not appli-
cable to normal wear and tear. This warranty shall not
apply to defects ariing from abuse, urressanable use.
mistreatment or neglect

ANY APPLICABLE IMPLIED WARRANTIES, INCLUD-

ING WARI ERCHANTABILITY AND FIT-
55, ARE HEREBY LIMITED TO NINETY DAYS

e DATE OF PURCHASK SEQ! ! IN-

CIDENTAL DAMAGES RESULTING FROM A BREACH

El GES
F ANY APPLICABLE EXPRESS OR IMPLIED WAR-
RANTIES ARE HEREBY EXCLUDED.

Some states do not allow limitations on how long an im-

tion of incidental or consequential demages, so the above
limitations or exclusions may not apply to you.

T2 i ronty grem yox oo ol ke you may
also have other rights which vary from state to state.
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