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95¢ per minute, If you ore under 18, be sure fo get o parent’s permission
before calling. A touch-tone telephone is required. USA Only.

WARNING:

READ BEFORE USING YOUR ATARI VIDED ENTERTAINMENT SYSTEM,

A very small percentage of individuals may experence apileptic seizuras when exposed to certain light pattems.
Exposure to these patterns or backgrounds on a lelevision screen or while playing video games may induce an
epileptic seizura in thesa indmduals. Certain conditions may Induce previously undetected epileptic symptoms
even in persons who have no history of epilepsy. i you, or anyone in your family, has an epileptic condition,
consull your physician prior 1o playing. If you expenence any of tha lollowing symptoms while playing a video
game-dizziness, allered vision, eye or muscle twitches, loss ol awareness, disorentation, any involuntary
movament, or convulsions - IMMEDIATELY discontinue use and consult your physician before resuming play.

To OWNERS OF PROJECTION TELEVISIONS.

Stll pictures or images may cause permanant picture-tube damage or mark the phosphor of the CRT. Avoid
repaated or axtendad use of video games on large-screan projection lelevisions.

Atarl Corporation I8 unable 10 guarantee the accuracy ol printed matenal after tha date of publication and
disclaims liability for changes, errorms or omiasions. Reproduction of this document or of any portion of its
contents s not allowed without the spacific written consant of Atarl Corparation.

Cybermarph is a trademark of Alar Corporation
Atari, the Atar logo and Jaguar are trademarks or regestered of Atad Corporation. Copyright 1983 Atar
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INTRODUCTION

The Galoctic Wor has begun, ond the ultimate weopon hos been treated: robotic technologies
that can rebuild themselves. As the evil Pemitia Empire adds plonet ofter planet to ifs growing
empire, their regenerative technology becomes permonently entrenched.

Fortunately, your forces had new weapons designed . . . unfortunotely, they were seized by the
enemy. The weapons, along with supplies and information, were sealed into pods. Some of the

key designers were r,rl,rngamml, wspuldud ond put into the pods as well

You have been uss;gnad fo |H croft in existence: the Cybermorph
Tronsmogriffon, or 146 fon, o m moip usable only in planetary
afmospheres, it can be fransprt hyimm undhmu’rsuwn
re-entry ond refrievol systems

The Tﬁnﬁun:' w terrain extremely close of igh It canal  and fly
backwaords by olteri pe. It con witf hy'i ner |
technology similar fo ire, The I{i on also

LlS&ﬂh‘,‘ﬂHF&lﬂhﬂ
-_ who.will give yo r.mml battle information.

mteihga:n:a agent g
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known to be in Ihe seﬂm Sic-,rlur nnwutes Ihe :.:'.a Pk nd the beam portal opens which
will toke you to another sector.

GETTING STARTED

1. Insert your JAGUAR Cybermorph cortridge into the cortridge slot of your JAGUAR 64-bit
Interactive Mulfimedia System.
2. Insert the Pa'herrrmrph nueduv in the Jaguar Controller's keypad slot.
3. Press the POWER button.

4. Press ony button fo discontinue the Title Screens.

If for any reason your cortridge does not lood, or you only see a red screen, refer to the
warronty information included with your JAGUAR corfridge.



GAME CONTROLS (see Fig.l)

A Forward thrust 1

B Fire Weopon @

C Broke /Backward thrust J

OPTION Toggle through main weopon ordinonce €3

PAUSE Will pouse the gome action, (3]
While in Pouse Mode you may press any button and press the Joypad left or
right to change the volume of the following:
A = Skylar volume; B = sound effects volume; (= engine volume.

JOYPAD LEFT  Tum left 1
JOYPAD RIGHT Tum right o
JOYPAD UP Dive

JOYPAD DOWN (limb

—

| CONTROL OPTIONS

You con reconfigure your controls by pressing the Option key while on the fitle screen. This brings up
the Control Options screen. Press up or down on the contioller to change the A, B, and € functions.

Press left-or right on the controller to change the Up and Down funcions. Once you have set up the

confrols you want, press A, B, or € to exit the Control Options screen and retum to the fitle screen.

Volume, Controls, and High Score information ore retained in the cortridge even if you hove fumed
off your JAGUAR 64-bit Interactive Multimedia System. The carfridge will store up fo 100,000
changes. After 100,000 changes have been recarded, no more chonges will be retained. To clear
the currently saved changes, press *, option, ond # while on the CONTROL OPTIONS screen.

KEYPAD OVERLAY (see Fig.ll)

1,23 € Super Weapon fires o Super Weapon if ovailoble.

4 Cross-hair Toggle tums the crossthoir on or off (unless in cockpit mode).
Forward View is the view in front of you, including the T-Griffon.
Cockpit View is like forwrd view without the T-Griffon on screen.

Left View is from the port side of the T-Griffon.

Rear View is the view behind you, inuding the T-Griffon.
Right View is from the starboord side of the T-Griffon.
Music toggles main music on and off,

i Pressing the “*" ond “#" together will reset the gome.
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WEAPONS

Single Shot is the leost effective, but has unlimited ammo, so shoot oway!
(¢ @ Rapid Fire con fire any shots at o much faster rote, but runs out ot end of o level or
when you lose your ship.
@ -_ T'#II Slni fires two shots ot o time and reploces Single Shot when ovailobl.
® Three-way Shot fires thre spreading shots of o fime.
) € ] -"‘“- s mp rhe ground and fly forward, following the terrain.
ne ite. 0 wide stream of deodly fomes.
ﬂ Mhﬂr:m hedmppedws‘rhetuwmm craft, and will stay there until they go off, Nearby
enemies of buildings will set them off, uﬁmmmwemhdeuﬂernfeﬁm |

i -
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The maximum ommunition the T-Griffon con carry for each weapon type is ~ Tounds.
can be replenished with Weapon Coins (see below). b

osurm WEAPONS

The Transmogriffon has three speciol weapons avoilable. Only one h_qae'_' » be caried. o

time, ond only 5 rounds of each type can be held. Any Su;}ar Weapon il el inote bioblobs
on the T6iffon, - "
@ Thunderquakers destroy oll neorby enemies. B dig,
@ Nitros give o burst of speed beyond normal. Your ship is also protected from most types
of domage while in Nitro mode.
@ Detonators will destroy most nearby buildings. T
POWERUP COINS i'

Energy Coins recover 1,/4 of your total power. Weapon Coins give you between 20 and
50 rounds of ammo for a specific weapon type.

Superweapon Coins give you two rounds of ommo for o specific superweapon.

X Coins give you one extro T-Griffon,

Power Rings give you full power when you fly through them. They con only be used once.
Bonus Rings are hord fo find, but if you fly through these dork blue rings, you will be
awarded o bonus world to explore! There is one bonus fing per sector.



PLANET SELECTION SCREEN

Fach sector consists of eight planets. Using the Joypod, place the cursor over the planet
you plan to liberate first and press the A button. Once you have finished the lost plonet in
o sector you must survive the sector's finl world, which is quite o challenge thanks to the
Permitians! Only then con you get the codes that allow you to go to ather sectors.

GAME PLAY (see Fig.IIl)

' © Score displays your current score,

© Numser oF SHips is the number of regenerations remaining.
L © Skvuar is your hologrophic advisor who infermittently oppears.

O Cross-HAIR helps you aim your weapons,

. ©_ Speep shows your speed forword (green) or backward (blue).

O SHiELD MeTer is the amount of power your shields have. When your shields ore
depleted, you lose o ship.
0O Sum, Three WY, Cruise Bom, MINE ond INCINERATOR icons will be
L isplayed.when ovailoble. When selected, the ammo count will be disployed in white.
8] Hﬂuﬂ INDOW

INDOW is where the latest information appears. This also keeps track of
the totol number of Bd on The world. If pods are destroyed by Vortex Towers ‘
(see Bunoines), this number will godown,
~ . © Super WearoN disploys which “Weapon (if any 15 mrren'rhr ovailble. Only one
Super Weapon can be held o o time. '

© Pop Counter disploys the numbes of pads required to cleor Ihe planet. Sometimes o
world will have more pods than is required!™
&0 Aunmerer disploys your alfitude. The bottom white line is seo Ievei, the top white line
is your ceiling height. The T-Griffon cannot dimb above ceiling height, so you may hove
to fly around some mountains. Your height is disployed with o black bar. The wide pink
bar displays the height of the ground directly in front of you.
| ® Scanner disploys your enemies as red skulls (hostile) or green skulls (possive). A white
X" marks the Vortex Towers. Yellow diomonds show pods thot can be collected. A yellow
| armow points toward the nearest pods, or the exit portal if it is open. White triangles
point toward the nearest Vortex Tower if any are neorby. Squares designate feleporters.

OBJECTIVE

You must collect the pods on eight worlds in order to free a sector from the Pemitia
Empire and establish o strotegic base for resistance. Ultimately you must clear the fifth
sector to defeat the Pemifio Empire!



VORTEX TOWERS

The Pernitia Empire has token o bold step in stopping you—they ore trying to destroy the
pods you so desperately need. The only thing that can destroy o pod is raw antimatter, so the
Pemitions hove developed Vorfex Towers to generote antimatter fields. They have instolled
Vortex Towers on some of the worlds that uttery destroy the pods. Fortunately, the T-Gritfon
is unaffected by these Vortex Towers, but pods ore lost Fureuer if they ore touched by the
black ontimotter that Vortex Towers generote.

TELEPORTERS
Some worlds still retain o system of teleporters built before the arival of the Pemitia Empire.
These spinning con be used by the T-Griffon to get into hord to reach oreas on the
world. Fortunately, the Pernitia do nul know how to use them or how to destroy them.

Simply fly info the %md the T-Griffon will be teleported to a matching teleporter on the
other end.

BUILDINGS - 1m_, ol

o

Pob PrisoNs contain pods ond must be shatopen. Pods in prisons will not show up on the
scanner unfil they have been released.

Force Fiewos prevent the T-Griffon from possing through certain ares.

Power Stamions power the Force Fields. If destroyed, the force field will tum off.

Seikes pop out of the ground, preventing the T-Griffon from capturing o pod.

Seike Stamions control the spikes. If destroyed, the spikes ore deactivated,

Bunkers con contoin o number of different items, ond must be shot open fo reveal the item inside.
RapaR helps the enemy novigate. If destroyed, some enemies ore frozen.

SCORING

Enemy Hir: 50 points

Enemy Destroven: |50 points

Buioing Destrovep: 700 points

Vortex Tower Hiv: 100 points

Pob pickep up: 200 points

1% comn: 1000 points

2« co: 2000 points

Exra pops Recovere: 5000 points each, awarded on the debriefing screen.
An exTRA SHIP is oworded every 50,000 points, when o level is completed.



STRATEGY & HINTS

Leorn your way around the levels. Proctice levels that you are having trouble with by enfering
the sector code ond trying the word right away. The order in which you conquer worlds may
affect how easy they ore to complete. Keep your eyes open for special buildings ond
items—they may be citical to the liberation of o world!

Enemies: Most enemies con be ovoided with some fast flying. Some enemies will stay in
one area, others rove oround. Watch your scanner for hostile enemies. You con kill enemies
that are chasing you by flying backwords and firing. If o hostile enemy is not near something
you need, it is generally best fo avoid them. Keep your eyes open for Pod Coriers thot move
pods (often near a Vortex Tower), and Cargo Carriers towing powerups.

CrasHinG: Don't fry to fly over mountains thot ore too high—go oround them or fry to
find teleporters that will get you post them. Some buildings ore quite slmd'n The T-Griffon’s
terrain-following will not avoid buildings, so be careful about crashing into them—especially
when flying backwards. Watch out for enemies thot fry to rom into you.

Pobs: When picking up pods, ry to stay low fo the ground. Remember that pods may be
hidden inside prisons. Watch your scanner for the location of nearby pods. Remember thot if ‘r

o Vortex Tower destroys too many of your pods you will have fo do the planet over agoin,
50 quickly collect pods that ore in danger,

Weapons: If you are hoving i ?umim] on the cress-hairs or flying in

cockpit mode. Mines ore g dﬂﬂ . Cruise hamhs ure
ﬂ [ml w&upﬂns W ¥ Tl *—_. E . & 1 ;-':"-I:.-

they hit it, ond ore g d |
need ommo, 5o use them | ] low.
Some worlds Ime fhe,
con be very e

CREDITS

¥

i des Inm Ellhaﬂ Hans Ju:ubsaﬂ

Tﬂ‘h Hﬁ{hl qun 1 '.: ::1.
Produced by: ]nhn Skmth Sean Patten
Documentotion:  Seon Furrun, Hons Jocobsen






e SUPER WEAPON =]

ToGGLE

LerT ViEw

23

ForwarD ViEw CockmT VIEW

o

Rear View

RigHT View

Music

RESET

Fig. I




AATARI

Copyright 1993, Atari Corporation J9000
Sunnyvale, CA 94089-1302 500700
All rights reserved Printed in USA



