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" PREFACE:
You Are The
Missile Base Commander

As rssile base commander, you ocoupy the “hot seat” moMissile Control For
wetks mow Satellite Survetllance has beon dending vou photographs <howing
unusual arms buildup and launch base activity in enemy territory. Today, the
analysts assure: you, the enemy s i battle-ready postore “Coudd they he
mistaken you wonder: “Could thes buiddup really be exercises? war games!
Den't kad vourselt, this s the real thing! [0s only a guesbion rof Lamde reoay B fcare
the enemy faunches ICAM's targeted for the remaining free cities of the worled
“Hew much Gme?” vou ask voursedf Wil it be tonight? Iastinebively your hand
mipwes 1o the hot lime. “Ring, blast you! Get i over wath!’

CRetter cool it Think about defepse preparations,” vou tell yvourself When the
attack comes you'll have only seconds to ready yvour antiballistic mssiles The
enemmy i powerful Intelligence has kept you posted on the esemy’s secret
stockpiling of WEM's 0 siolation ef internationgl agreemente. His longrange
bhombers and acecalled Ckiller’ satellites aren't pews toowou eithsesr Mo, vour
redl say it fear 1 thal the repports of enemy smart missiles may be truoe
Thoie teeacherous babes can dodee antiballistic missiles and home moon the
target What are the chances the enemy will dropsmart missiles? “Pretty good,
v think: “Pretty good?

The situation is desperate You know it, You're going to have ta rely morne on L
Lics than sheer fire power Yeur' || remed bl WOHIT CLETNINS, all waouir courage, dir]
e than a little luck. You're suddenly aware you're sweating and frecsing o
the same time How long now? How moch longer?

“Red alert! Bed aledt!” sceeams the hot ling: Thes sodden shook dislodaes fear,
slarts the adrenalioe lowing You 1ift the recewver and bear “Fnemy FOBM s on 2
heading for 7 That's it! Mowve! You press & button on thar cosale i front of
voi The base alarm shrieks the alect AHRM's in place nony Seconds boogo ! Srand
B! Ready to flaunch!” Emenwy on the momiior sopesn O Fire!”

Preface M
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HOW TO PLAY
MISSILE COMMAND"

| I ey :-\.-;|1~I-_-||:|;r:1 o T anm I |: FE OkaF CibeEs. T oy myass poim as o cded ened Thesm
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rrrasetien | AHML S Theb FREEE do4arly Wennons Yo destroy and s | eargrdsr ool
detiend vowr citees the mere points vou score, When the enemy sucoeedds n

.
clesteovina all vomir cilies, the' gamme 15 o

[Hie enemy atbacks vewdr oifaes gl messile [rass weeth [CBEM s finterronbiniental
Ballistie messilost AR s thranchme ormuluplesarhead [CBAs), andd rmossili
-;E;|1|;|':|l'|;_: kallar sapellites ang biormbers (Ao Fuiere 1) Attacks come in WANVES
which last between Whand 45 secamds. Fach sweave s more dithoult and challeng
impg than the ome betares, Chn T ok wance, T Bmeony s nels smart missifes

destuned foovade vour AR and “homie 0’ on your ©iteesoand missite base

b smesmy can destroy Lhree cities parwave amd biass wour missie e as aften
as woed allos 1t Lo prolec] wisth Calies A Dase, Yol havie WE AR & pesr watve
Yourdaonch pad aceommodates seat a time. Each teme sig ABM s ase lagng hed
or destroved by the enemy, e Lo Searel aulomatic’ & waelime cdewyic :"i:-i.l-\. L
therm, untd all M) ABRMS are pone or the wave ends: For more informabion isn

AR e Seckion F YOUR ABM DEFEMNSE

W thie end ol @ wave, the cities and ABMs saved trom the enemy are. counioed

-

angd drsplayerd, as shievwn an Frgure 2 and bonos peants Ton PEsfar e
score Informaticn on scorimg s given in Section & SC0R NG

bowame ends when the enemy destress bl yoeur cities and THE END appears o

wardd feleviaaen soeeen [Fistine 5]
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LOADING
MISSILE COMMAND

To play MISSILE COAMANT v will meed the follawimg ATAR]D compumerts

s ATARIAB'™ or ATARI B ™ Personal Computer Systemowith o misuians of
B Rarddom Access Semory | HAMN

M| SSHE COMMMARD Cartewd g

® e or bwvoy Bosy st b8 kel lers

Levacinp s albustraredd wm Fagore b Fallow these stons

| Compesc ] vore A TAR] Pessanad [oomipiter Systom 1o your teel s ann ed asan

struckee] m oo Cheeratesrs Shaniat

b '-:Il-""\'" fhiv o arfrickgie doar aF wour compuber sysiem ancd st the ARSI
CEOMAMAND Cartridge in the cartridge siot tise the LEFT CARTRITIGE shoron
thes ATARL N Persoenal Computer-System

!L’ARTH IDGE

2
PLUG INTO PLUG INTE)

CONTROLLER CONTROLLER
i ; = JACK 2

ATARD™ £00'™ SYSTESMM

Foguree o lpstallation Chageam

| e SRR E T B ]



Tierm oo wesiii Bedlgsasadan s el adiust the volgemie
Tirn on v A LARL Personal Compeuter Svshem [ e POOWWER sweitch i5amn the

rihil sicle of th compater consol

Mobe: The cartridae van be loaded either betore o gt ter o swibch corm

pater Power om, (dpening the red e door automatically shgks Thee posver

E = it F Lirmia
18 A &l et e bron el COmipEENenLs Troam |III||I;\-:I thorerye Carlrigdses Goadhemg

CIAFT armeetod the Tirst display of MISSILE  CO

MAANLY (Firire 51 shoul prear on wour felevision soreen
For ssmele-plaver games, conmect o loystick 1o COMTROLLER JACE T on the

fromt of the computer console For tweeoplaver games, connect |aysticks o

COMTROLLER [ACKS 1 and 2

MISSILE COMMAMD
YR ITEHT L7781 aAalTARKL
SHIPF® BOMUS

B ____ o

Figure 5§ ATISSILE COAIREANLE First DFrgslay
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USING THE
JOYSTICK CONTROLLER

LEF 1

DEAGOMNAL

~

ELEEL
Frggre b Joyshichk
Holl the fosstick-so thal the red button 35 at cop leit. Most people Kevg Dhiog a0
thiimb oar the bultoen ot erbeewit Bl Jesyesin k with thei TELT Harnidl
B andi Yo may e wolp Batess isie cositbee] 1 owou hold tho Joys 1wk bath

hands place yvour right thumb om the Hp of the loystick, amed s s fhigasks B
miaws Thae [ervatick

DETOMATHIN
MAREK

CURSOR

ABM LIMNE
OF FIRE

Figure 7 Launching an ABM
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PLAYLER

4
TO START GAMES

SASSHF COMMESTDY is already set Far ape playver BNate that whes voq teen on
I gvmmpiifer 1 PLAYER apBears at the Ty £l Tt first clisplay leang with
SEIP 0 andd BOMUS [see Figure 5) BORNUS means that vou will ears -bonos citaes
ey WL pooipds ancd SKIP O means thaet plavowall besin at the tirsg attack

wave SEIF will be explained in more detail in Section 5 CAME OPTIONS

Toostart-play i this mode, press the ke, Ax thean eand siren sounds, the
PLAFSOHE, ST O CouirbeErs Ancl v JECEIINE IR =-|-I|-r AL AT | B Frgure: d A Ty
spegrmts later the wave poond mult |'-||-'| disapnears and the eneEmy atlbacks b

resurty el bl v lesesises 1o launeh ABM S

HIGHEST
SCORE
COUNTER

GAME SCORE
COUNTER

WAVE POINT
MULTIPLIER

CURSOR

Figura 8 Start af a Oms Plaves L
1

GAME SCORE COUNTER county prmits svored duning & wave

HIGHEST SCORE COUNTER shows the hiahest score sinos (e piay begr

WAVE POINT MULTIFLIER shows the amaount by whiih poimntsscored durimg the
wed v weall be il tigalied Pointy ars |||||||:=.;-.-r' B 11 = PO TS) olearing thie Tarst
o weaves  See Section 8§ SC0ORING far more mformation on waye  poind
mul bl pers



TWO PLAYERS

o sl MISSILE COdpAMANDE tor o plavers, press 1he ki Mote that

2 PLAYER replacess 1T PLAYER at the top ot the tirst display {see Figure 9]

I start play, press the key, The curser, score counters, and wave point
wLeb i ier Aprear (=8 Fuadre (ug |"'E_|-||.r-. Fake tuens lapnchims AREM S startisg
weith ihs Pl aly i ':"'“H--I" stk |'|.|H'_;I'-.= imto COMSNTROLLER JACK

S ole: T peset AISSILE CEMAMANDY tor ope plaver press 1 d Keyviapain

Mote thal 1 PLAYER replaces 2 PLAYER at the top of this Fiest cHsprlin

[F icigjra
wire 5

O L b [ ], | b
1381 e T
SEIPG BiDMNLIIYS

MUMBER
OF PLAYERS

(F

praee 3 Sedecting a Do Phaver Saemrd

ARROW IMINCATES HIGHEST SCORE
FLAYER SCORING COUMTER

RIGHT SCORE

COLUKNTER
eeystick
Controller
jack 2]

LEFT SCORE
COUNTER
(Joystick
Controller
Jack 1}

WAVE POINT CURSOR

MLULTIPLIER

Figure Y1 Starr af a Two-Player Game



SKIPPING
WAVES

ALL SMART
MISSILES

5
GAME OPTIONS

o baegron A ISSTLT COANMA NEr ot g more didticull wave bevel ase e

10w wiesh
To skep thee first wave, For

aLTb o Kesws ot compoter kevbaard tooskip waves
erAmprles, jaress Hhie 1 ke, Motbe that SKIP 1 replaces SKIPO at the top of the firs)
clisplay o BAISSTLE COMMARNE [See Figure 111 Ta ekip the (iesf fwd waves, [aess
2 Mate thal SEIF 2 annears at the T ol thee TErsl ;||-\.|||_-'| Vol Cdan sk1D 4 M

IELETY o miine waes

Atter sedecting the numbier of waves to be skipped, preds the BT ke o begin
thwe rarmme |0 wyou skie opeowave (SKIIP 1] vaw I stase the A at Wave 2ol you
'\-I-:F'- twe waves (SKEP 2) you ] start ag Wave 1, amd 501 Farth

Pea restiariy fo (e Bies weave, pirsss Che 0 Xy, SKEIPD will reappear atb the tap ol the
el clisplay Gf BISSIEE COMMARD (Figuse 5

DM
=B | o Tl T
+H T4 OOMLUIS

MLUMBER
OF WAVES
SKIFPED

Smart smess ey aee harg oo desteoy becaase they re desigred to elude your ABM's
amh Traarmgs oy on wouee o ees aned massile Base 1 vou want bo pracice hiiEimg smarl

triistiles, pross the § keyon the camputer kevhoard, then presy BIEE Only sendel
rrvisailey wil pepeEar | see B ogrue 12) Smart s e wames Caem Beostarted ar mare
HIRT | warvn feweinks Ehe sanmes v e WHSERILNTS QL armiey S SR PP YWAVES

Pp rediol AMISSTEE COMBMANMD for mived weapons garmes, press the § key apain

Lt Cnpegis 3
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TO PAUSE; RESET,
OR START A NEW CAME

PALISE OFTION Friess any kev on the computer kevboard o freede the display and stop play bem:
porarily Press any Key to continue playing

RESET Press to stop a game and return MISSILE COMMAND 1o the flrst
display (Fipure 5)
Mote:  Pressg §IGES. Tonen numbes keyvs 1 theoogh 9, or Swill alsostop piay

and redturn MISSILE COMMANRD o the firsd dlisplay

"_"l- [I-‘ﬁtﬁ I A N EW Fross the EEEE Eey to seduien MIESSTLE COMMARND bo the wavd pomit maltpler
AME display (Figures & and 10} and <lart o new pame

Vep P Wsnnd,
o B @ New Game M
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"NO LAUNCH"
SIGMNAL

DEPLOYMENT
STRATECY

YOUR ABM DEFENSE

Fews have & totsl of 30 ABMS perwave far defense of your cities amd missile base
fach tirme six ABM's are faunched or destroyed, sis more appear anvour launch
pad, Wheen your Fast sk ABM s are an the Tauneh pad, the curser warns yoo by
changing from this. e into @ solid like this o Keep an eye on the curso
atiel ey mot toorun outb of messides belore g wave ende or voo il leave vour
citres detenseiass

When an enemy missile slips past vour ABM detense, it usually destrovs whatever
il hits, but occasicenally it only inflicts damage. 1F your missile base is only damaged,
vou can contirue 1o launch ABM's. Therefore, it's & goodd idea to keep pressing
the fire button on vowre Joystick after vour missile base has been it Bely on the
mar launch' ﬁiH_I'IHI b Rl VIILE b= woans Canl lavnch ABM'5

Semetirees all you' |l get whan sou press the frres ot onoyour Toysbick s a high
prafe b Uhikeep T That's the “no launch™ signal telling you that you can’t launch
ABRK S For e of the Tolfowing reasans:

® Yo have mooamore ABS 5 o leunch

® Yoo AHMS Ao ik ready har J.amm;'l'urlg_

® Yo already have sight ARM explosions an the television screen (Yow may
never have more than eight ABM expiosions an the screen at one time §

Here are some sules and bips on ABM deplovment. For more advanced strategoy,
see Section 9 CAME TIPS,

®  As soon as youve lasnched an ARM and marked the target 1or detanation,
mgnee the cursor Lo another targe! Don't wail for the expliosion

= Always UEead” your targer  Abm gust o front of mossiles, sateilites o and
Bombaers and let them travel meo wowr explocog AR s

- Het hawmibaors arecl Boallesi '=.|||'||||r“\. Faasf caies !|'|-e=l|-' iAfk |;,:|l'|':-|r o les

= et POREM S hefore thaey Can “M8TEYY (eliviedes it mulbiple soarks=acds arn Aali-
ple Independent Beentry Yehicles)
e Hlit gt mijssiles dead on, since thesy reodesipned o evade vour AR detona

fions E vow'ne not very good at direct hits, try surrounding smsart missiles with
cletonations,

e Avard Coverkitl T 18 wastes ABM's

= Hat targets before they cross vour radar line fsee figure 131 The “radar line™ iz
am apvisiblbe line marking the carsor's fower limil. Since youw can't position the
cursor below this ling, any enemy missile that crosses it s beyvond the range of
yvour A BEMs,

Fok AUM Delpne 13
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SCORING

DISPLAY

COLORS AND
WAVE POIUNT
MULTIPLIERS

You soore pamnts for every enemy weapan destroved and bonus points for every
city amd ABM remaimng at the emd af 2 wave, Here 15 the pomt sestem for the
first bvers waves of MISSILE COMMARND:

Points for Weapons Destroved Bonus Points
HUBM or MIRY 25 points ABRM Saved 5 prenmts
Bomber or Satellite 100 points City Saved 1080 points
sSmiart Missile 125 points

Any cities and ARM s Loft at the end af a wave are counted and bBonas pomts are
added 1o your score,

Every two wawves, the display colors change anmd the wave  podat molbigiees
increases, as shown in the following takle:

Wave Point

Waves Colors Multiplier
1 amd 2 Blue and red on black backgrownd 1 Porists
4 amd 4 Blue and green on black 27 Porinks
5 -and b Yellow-green and red on black Fo Ponaruts
7 oamd B Light blue and veliow on black 4= Pennts
O and 10 Black and pink on blue 5 Pt
It and 12 Blue and light red on gray-blue i Poants
I $and 14 Light vellow and black on porple i ® Pents
1% and 16 Light redd and black on light wellow b= Points
18 and 18 Light purple .E1'r1l:i fight vellow:green on gray fr = Poanits
Tiand 20 Light blue and black on red b Points

Mote:  Colors may vary, depending on the color control settings of vour televe
ST See]

Ibe table shows that ponts are doubled (2 = Points) during Waves 3 and 4 and
trapbed [5 Points) during Waves 5 and 6

Wawves 3, 4 Waves 5, 6
ICES e MIRY S poims 75 points
Bomber or Satellite 2001 paints HIO proitnts
Smart Missile 250 points 175 points
ity Saved 20 paints M prsing s
AN Saved 10 poants 15 prvinds

Points are multiplied by 4704 % Points) i Waves 7 amd 8 and by 5 (5% Paints]in
Wives 9 and 19 After Wave T, poents are molbplied By i (6% Points ] Wave
peHnt multipliers are shown ab the stact of every wave (see Figures 8 and 14)

Scanng 1§



BONUS CITY
POINTS

i hopnng

Waves sontingt as bong as vou have cities Tt After Wave 20 (he colors sapeat
Waves 21 and 22, for example, are the same colors as Waves | ingl 2 Poirts con-
trce to b maaltiphied by 6o alber ¥Wave 2

Psrry 10, preints you ‘sarn-a o city arvd g musicalsakiete: Your Sanmus Ciyas
placed an g vacant £ite chosen at rindom

I, e eressnach g_u;:ud plaver that you hve e vacant 5ites af HLOME poangs (o
mpitipes of WLO00 points) your bomus ciby i held inreserir gntl ow ety s
destroved and & site becomesavailable The boias-ciby e set an the vacant site at
the 4tary of the nest wave Fonos Cibies n1|t Be reserved for vau unitil WOMEE SO0

reaeches one omilion paints. At oone dollion points yvou lose all cities bebd G

resprve Alter all. suchia talented. plaver really doesn't need bonus cithes
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GAME TIPS

DOMN'T DEFEND
DIRT

DESTROY
BOMBERS AND
SATELLITES
RICHT AWAY

DON'T LET
SMART MISSILES
DISTRACT YOU

SAVE THE
INSIDE CITIES

PROTECT CITIES
WITH A

MISSILE
LUMBRELLA

An a rife, vou shouldn'l swaste ABM s an RIATR1 mssiles that aris iaul_'._1|;:|'ir|||:=l frar
dirt (bamb craters oF vacant sibes) Defend YINLIT mistile hase and rErAinng cikies
O cowrse, oF all your Cibies are destroved o vou are on the point of receiving a
bonuis oty o rght as well go for highescore weapons like smart missiles, even
il they are heacing for dire

Destroy Bombaers and satellites as soon as they appear to keep them from drop-
ping mssides and make them cetarn faster The sooner vou destroy them, tha
sonned they reappearn and the maore pomts yvou can score. You may want ta launch
“insurance T AR at the left and right sides of the television screen even befars
a hombaer or satellite appears in hope that one will travel into the A BM explosion

Some plavers try so bard to hit smart missiles they forget to detend their cities
and missile base, Bemember that a siwart missile can only hit one targed

Diuring easier waves you will maturally try to defend all the cities But as waves
become more difficult, you may have to give up some cities: Give up the cutside
cities first Save the cities closest to the missife base; they're easier to defend
Whorn weaves are really tough, vou may want to defend only ane city and go for as
many high-score targers as you can.

HINT: The enemy cam only destroy thres oiees per owave  Therefore. after
vou've lost three Cities you can concenirale on destroving bighescore enemy
targets, O course, wou shll have 1o defond your msaale base

A mussile gmbrella (Figure 14) is a line of ABM esplosions spread across the
television screen to trap and destroy onooming enemy weapons,

T sed upa missibe umbrella, move the cursar rapedly across the televismnn sooreen,
just bemeath the sremy missiles, and leave a line of detonation marks ':':;:.:14:1_'- 1Bus
maftks £hese enough to form a2 cham of explosions beneath the enemy missiles, [
possible, spread the msside ombrella o the path of a bomber or satellite. as
showen in Frgure 14

Lame Nos ¥
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