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STARTING THE GAME 
0 R .. d rh• OWNER'S MANUAL be/ere St9tt/ng - )'<)u doo' I 

want to mitt any Import.ant points.' 
6 Make sute the POWER ligh: ;s off befofe putring ,r., 

game Canridge imo the Console Unit r/'Jis will prevent <Jamage to 
boll>. 

€) /n$&tf tnylat OYetlay ftlto each controli&I k&yboatd. (S~ 
Fig. 13 & 14). 
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8 With tho ptetut9 lacirtg rt,9 front PM tne Game CMndge 
Jnto WI slol on top 01 me ConsOle Ul'liL 

@ Pr••• tho POWER ovrm - the POWER ON fig/It 
.'Unit re<J. 

(fjPress the RESET buttcn and the l),Ct!lre in flg, 1 shout,:/ 
appear on the scteen. 

fjPres.s SELECT artdlO< OPT/()N butir.m Jo, th9 Game you 
wish. men press S1 AAT 10 begin. m Whe:n t/te game •S Ovtf. 8!1Cf l1ppt0xim8lely !iv~ m/nulCS. 
the game swllcMs automatJcal't in:o delt'l()ristfOtiOn play. 

THIS IS A ONE OR TWO Pt.AYER !JAM E. U~ THE RtGHT HANO 
CONTROLLER FOR ONE P,AYER. THE LEFT HANO CONTROL(ER 
IS USED FOR THE SECOND PLAYER ANO ALSO FOR ··FREEZE' 
(PAUSF;) ANO .. UNFREEZE". 

FREEZING THE GAME 
Rmrmg - rmring! Rrrrring - n rriflg! O.h no- m;,fs llle tefef)l)()ntJ 
ring,tlg righf in tlJe middle of a game.' Ocm't wony, R2D Ta!lk has a 
uftique feature - ;ust prass FREEZE en your fcfr l umd co,1t.ro1Jer afld 
rh6 garM stops inslanlar.eously and w .aits Jo, )'OV to <leaf with me 
interruption. Whoo you·ro roody again press UNFREfZ-E and me 
actlot'I :md sound CCl'Jtittuc.s where )'Ov felt ort. 

It mcessary you con atso reduce me voome on your TV unrff its 
r!me for )'Ott lO play sgaJn, OVt oor>'i fo,.-get to Wm it back on! 

USING THE CONTROLLERS 
Press the efJSc ()( move tfte J(Jystitk. in rtw: dircc.tion in which you 
,var.t your UJ!fk to ntOV6, Howeve, 'f()U rCIM M'Y move in 9() degroe 
steps. Tt,eretote tcrev-erse me ditectio.n of Ua'/61 180 degrees you 
must rum 90 deg-rees and then ,~ 90 degrees again. 



TO BATTLE STATIONS 
Yov (ire 8 Tam< Co,nmander gcing mto btutfe against he~vv OOds. 
Yovr Ta/11<. has one m~c 10 s:.irl with. As you proceed l.hrough the 
bart!elie.ld you can pick up more mJ:Sslles, Evol')' v1Nte dot 
e)(tfnguished by your Tank P8S-SJfJ!1 -0ver ;'l wJ/1 ad(J 10 f)(Jlnts to your 
score and 1 m1sSilc to your ran1's a1111ory. Each frame has 84 <Jors. 
For rile flrsl frame you catJ accumul<lte an unlimited amo"nr Qf 
m,ssiles. When yoo ~-vc cxtrrrgtflshed all 84 dots you pass 10 the 
2nd frame. Two red Tanks 1Jppear m this (and succeeding) frame 
tmd you can collect a maximum -01 9 mf.ssilcs 8l a ritM. tn ltames 2 
atld 4 ,3 maximum of S missiles 01 a rime tmd ir, succccdlng frames 
,.1 maximum of 3 m1.Ssifes. 
BUT WAYCl1 our POR THE RED TANK. Besides shooting 8l you, 
they a.re also laymg landmines. (Tfl(> white dots win change to ~ red 
' ·X".J Yew can llre ar l!>e R(J(J TM~ to de..1;:t:oy it and gain 100 points. 
Wt.en you shoor tlltOl)J}ft the Acd LMdm((l(}S lhf>y will revert to 
orgim1J wh;te dOis a.nc VO(J can pick (hem up 10 gafn missiles and 
f)OifllS, 

OBJECT OF THE GAME 
A) ONE PLAYER: To gain as ffll.f(rf points and to go through as 

many It ames of the game as possible bclo,IJ you 
fm;e t.-ve (5) Tanks. E8Ch st«eeding frame 
becomes more cti~lt. 2nd ft¥ne and all 
succeeding !rame.s have two enemy Red 18111<.S. 



ONE PLAYER SCENES 

PRE$$ S£l ECT----~ r---- PAfiSS OPTION 

=~~.F~~ -.-:+l-.---.. ~h :;:~~~:3 

FtG. l 

AFTER PAESS " STAAr' 

-I, 

NO. OF 

evn~fNT- ---~ 
OAM< 

TANK LEF"T r-----

± l'OGHUT - I sCO!<t, 
sooo• 

F'JG, 2 

t,...... ,.,,. 
'. ·::I OOMP\ITf A 

REP TAAi< 

........ . . . .. . . . 

/::-! 
'------FRAME NO, 

"EASV" OPTI0.',1 1 - NO FENCES 



FI0, 3 

··.~~:~_. ~~:~.~~~~~: :~.-:~·~:~~~·ill 
. . . . . . . . . . . . . . . . . . . 

FI0,4 

' 'J«)AMAt." Cf>TION 2 - l FENCES 

"01,,1CULT" Cfl'TION3 - 4 FlNCH 

Bj TWO PLAYER: To knock. OUl yo.xopponenrs· FIVE TIJl'lk$ b&{O(IJ 

he Clestroys yours. Also to eccum,Jlaro as many 
pOir,ts as possi~ by extinguishfng tM whfto 
dots-(right player No. 1) or layUlg lanclminos 
(19ft pfaye, No. 2} 



TWO PLAYER SCENES 
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There are three options. The op tien yov ha~ selected .'s shown on 
the upper righl side ol TV scrun alrCf' ~'Cu hilve pressed t/-.e 

.. OPTION" but!M. 
Se6 l;gs. t, 3. 5 to Slorr pl$'f press RESET. 
AJ Option I : (S.• Rg. 2) This Is " Ee.y" µ/try. No 18/0CfJS. 
8) Optlo,,.2 : (See·Fig. 4) Thfs is " NQrmsf' pray. 1Mro 

are two electrified fences w#Jt openmgs for 
yout Tank (No. , player - 1ight comrollet) 
to go f/u01Jgh. If you hd rho fencs your 
Tani< ;s rJestroyed. You can snool 1h!ovgh 
me fence to destroy the lenc:lmJnes and 
enemy Tanks. The enemy Red Tanks can 
go rhtough tile fences . YOUJ'S cannot 



C) Option 3 (SOO Fig. 6) Thjs Is "{)df,cvfr" pt;Jy. The.re 
are 4 e!ecuic fences in this Opl.iO('I. Other 
pJDy lik.o in option 2. 

GAME SELECTIONS 
Thq,o are 3 game selectlM$, The game serocWn riumbe1 w1i1 
appear on upper left side of screen. {Sec FifJ, I).. 
A) GAME I 

B) GAME2 

This is I p/Q-;-er agft>nsl IJtc computer 
(use right Cont.roffe,> 
This challenges two pldyers agak1sl each 
other. The oomber 2 plr,yer (ustt 1etr 
cortrroller) acts Jik.e the comf)(lter In 
Gamo t. He contJols Red Tank (see P,g. BJ. 
number 2 Pily(J('s lank wiJt con11e11 ihe 
w>me dots ,o l.tndmine and gain 10 poims 
FOR EACH Hi'$ ra,tk can J;Q lh10Ugh I/re 
Of$Clric fences Kl options 2 (tfl<J 3. H<>wev~ 
m.imber 2 pl.ityer can only ac~1trn.1ftrle 5 mis-si,'es. 
TM number 1 pfayefs Tan#f c;;n occvmufate 
M u,l/imfr8d amount o/ miss~s t,y 
exrlflgt11Shmg w/tJtc ctots (10 poiflts ench) 
nvmt,er I Pl8yC(' s ffll's:SJ!l)S can shoot 
lhrough lhe electric fence. Hwleve, 
number 1 ptayef's tMk C.1000! go through 
the t-en<,e. 

C) GAME 3 : Thi$ is~ demonstration mode. Yov ca11 
" DEMO' ' lhe game by pressing " SELECT'° 
tmtton to ' 'GAME 3 .. displays on upper 
left comer and select you, acsirod optkm 
1, 2, o, 3, then press •·sTAAT'' to sMn 
demonstration. 



SCORING 
The compvter will score f()r you auromaticaJfy. and retain the 
highest ~oro in if$ mom<J()' bll/11< hJ, you or yovr friends to 

chadenge. To P<:eep me 1.tj9hesr sc0te on rhe scree11, jusl p,ess the 
START ocJtton tor the next game. u 'fOIJ pf9$$ th(J RESET btmon all 
scores will be wiped out. 

A PLAYER No. 1 
Extinguisll Whrt'e Dot 
00$troy Red Tnnk. 

PLAYER No. 2 
Lay landmine 
DeS1roy "1tite rank 

TIPS 

10 points 
100 points. 

/() p-OHII.S 
100 {)Cfnts 

A Keep watch over the number ol m,.ss.iles felt so you dOtff 
' 'mfSJJte··. 

B. When 2 p,'ayfN game ,sin pr0gress the suce69ding Ira.mes wm 
oe. 8 contktuation of the IJrst /tame. Thefel()(C :t,1.J.te witl always 
be. Ol'lly 1 T81t~ for eoclt· skle A.•so tne No. t play,x car, a:w,;2ys 
acc11rmMre tK'llirruted missiles 8Jid No~ 2 player oo.Jy 5. 

C. In 2 player gr,me it is over 1vhe11 either f)IIJ'fet knocks out 5 
Tanks of the other p/a-yftl, 

D. In 1he 1 player game the \IWme ~ are changed to LOndmffles 
at a varying rate. 
In the 2 player game each p-ass of the RED TANK over the Whl!e 
oor c-/klng,es it to a LatJC1mrne. 

Licf!Med by $~ma. E~ -"'t. 
Prir.llld 11'1 H.;,• 7~tl 
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