
VIDEO GAME CARTRIDGE 



GENERAL 
O eo su,o th& POWER $witch is in or:F p0$ifio!I (RED 

POWER LIGHT OFF) when irr~·tutlrtg or tt>mO'Ving a g~me ca,rodge. 
This wifJ _f)fevenr cu,mage 10 your cart(t(tge ano consOle. 

@ ln$en mylar overlay mto each C()lltJOffer keyboard. (See 
Figs. 1 & 2) 

€}Insert c arlndge inh> console (GAME NAME SHOUL..D 
FAC£ YOU/. 

8 Road (hjs "OWNERS MANUAL .. be/or~ playing game. 
€)Refu, ro It Jo, all ~cesst.uy adjustments for besl re&itts. 

~----~~-- -- -.... .., - --

SPIDERS .. SPIOERS .. 

F IG , 18 FtG. 1A 

OVER1,.AY$ 

J:IG, 2 
HOW TO lt-l$TALL OVERLAY 



II. OBJECT OF THE GAME 
0 The gqmc is aOOCJt S.°'ders. J.her( Webs anct Cm;.<,(){)$. 

Yov /lave kxtr rockels to light agams; rhem~ 
@ The obtecr ol the. game ,s /or your rockets to shoot as 

many S,,Jders befote they ... Land''. Yov get paints f0t e:JCh Spiders 
shot down. HowOWit ,t rhe SpkJet IM<is, o bef hi. bu#l up on yoot 

-·· €) When me bars :JtC buih up all the wa,; across. y0ur 
fOCkel will expkxfe. 

8 u a Spider impaats your rock.et# wlN aJso explode. 
©,You have to .. Wioe aur· all t1ie 1ed Caeoons by first 

shooting oft 1he Wel:>$ wNch ere /ol:;alcd In front Q( Cocoons ano 
then shoal the t)onus Spider (Which appears right ah~ ttle CsCOOl)S 

have been wiped out) m order to- go to the next level. 

Ill. THE VARIOUS LEVELS, SCENES 
Level r : a) Stans wrth 14 red Cacoons and 4 Spidors. 
Level 2: fl) Sl8.rts w,th t 4 reel C1;1coons arw 4 Sp~rs 

b) YJ1111e C8COOns f8J1 (lJJ1dom/y to Oest.roy Y<Xlf rocket. 
c) Cacoons pos,'rlons are l'1Wer:. 
(j) Web power t,a, 1s kmger. Thi$ (nffl)$ me Wet> shell grow 

lest.er for a loflger time. AS LONG AS THE BAR JS ON 
THE SCREEN, THE Web wilJ grow at a faster rate. 

Lovel 3: a) Srarts with 12 red Cacoom and 4 Spiders. 
b) Whit& Oaccons tan randomly f() destJoy your rocli;et. 
c) Red lasers JJP/Jo:Jr $uddfl.nly at>wi every B sec0r1dS. 

'nJ9y w11l li(G artd duuoy your tOtNel, 
dJ H,trmg Ja.1CtS wjJJ tCd(l(;C lhe tcngtJ'I ol Oar caused by 

descending Spk/ers, 
e) Cecoans pos;t)ons ate fuwer 
() Web powor bar l$ /On{/er. 

Level 4 ; S') ·Stat'ts with 18 red C.lcooos and 4 S,>1dW$. 
Ol Ca£00t'IS l)OMtiot1s ~re IOwer, 



c) Web {X)VlCr bar iS /Of)gC1. 
d} OC/ter leaMes 8fe s1me as uvet 3. 

Level 5 . 8) S!.8rts with 13 red Cacoons and 8 Spidc,s. 
o> L8set.o; wllJ fire iJbout eve,y .:1 see:.on<Js. 
c) Cacoons pos.ib·ons &ro loWf!r. 
d) Other features aro same as Level 4 

Lo..,·or 6 ; a) Starts w,rh ,9 red Cacoons I.I/Id 8 Spiders.. 
b) C8co011s poslllOfls arc rower, 
c) Web power OOr is longer. 
QJ Olher leahJres are S(lme as level 5. 

Level 1 . a) S1m1s with 17 rod Cacool'Js and 8 Spiders. 
b) Lasers will lire about every 2 seconds. 
c) C.scoons positi<Jns are tower. 
d) Web power bar ,s torigtr. 
tl) Other /9a/ures bro samo as Level 6. 

Le~! 8 : a; Starts wJth 23 re<.1 Cocoons ond 8 Spiders 
b) C8COOOS posflions 8ft Jowet. 
c) Web pow~r Oar is IOngcr. 
d) Othf11 faa.turos ilra sanlt! as L~'WI 7. 

NOTE : A) When l!le Cacooo p0Si¥Jons.a,e IOwet, (l)rS means 
I.he ··ATTACK'" disu,nces tUt:i' ShOttcr. 
BJ As me Web grows, new Caooons shatJ be tormcrl off 
;nt('J(Sec1kms of Webs' growth. The Web locatrorr rums red tJefore 
turning into a Cacoon. However~ not a» red Web Jocat,ons· wilt be 
fumed into Cacoo.ns. 
C) Web ,:,ower - a green bar aµpears on upper felt hand comer. 

IV. PLAYER CONTROLS 
r. Joyslfok : You c.an screw.Jn the joysr,·cJr or pfay wtm lhe flat 

disc (joystic;-k removed). Cont,ol ki I.EFT ~111cJ 
RIGHT. 

2. FIRE Buttons : (See FIG. 1A) or ro<J ouuorrs ill s,dv. 
3. DomortstratJo,1 Mode PtJsn "SE1.Ecr· bvttort 



V. SCORING 
1. C.lCOOOS - 10 points 
2. Spiders- 2() points 
3. Bonus Spieler In level I - 100 points 

Bonus Spider in levol 1 - 150 po,.rti$. 
Bcnus Spider in level 3 - 200 poinls 
Bonus Spider in level 1 - 250 points 
8or1us Spider in /eve/ 5 - 300 pomts 
Bonus S,>ide, 111 l9vel 6 - 350 pomts 
Bonus S()ldcr ill /we/ 7 - 400 po,nts 
Bonvs Spider vi 1ev9/ 8 - 45-0 points 

VI. "FREEZE" AND "UNFREEZE" 
CONTROLS 
In tha evenr y<,u wish to interrupt l)le•1 of l/?e game tor any reason 
(te.fephone CdN e:c.J, mttely dep,fJ'S.S any of " FREEZE. buttons (sec 
Fig. 18} of RIGHT Cont.mller. The game wiii " FREEZE" untii you 
" UNFREEZE"' it. 

To .. UNFREEZE" Bnd resume th-0 play. simply depress erl.hel' 
.. UNFREEZE' button (see Ag. 18j Of RIGHT Conf,ol.'er. Yoo CM 
no-.v resume pfay where vou h8CI or,g,naNy s1opped. 

VII. TO START THE GAME 
0 111serr cartridge into console. 
@ Press " POWER .. switch ro ··oN" Posmoo. tne ,ed 

POWER QN f,ghl wUJ be br 
'9Press .. RESE1" l>ulfOn, (hfJ f*ture shown 111 Fig. ;J 

ShOUld a.J>f)~ar on the screen. 

6 P,c-ss "SrARr button u, scan the game. 
€) THIS IS A ON£ PLAYER GAME, USE THE RIGHT 

CONTROU.ER FOR ."LAY ACTION. 



FIG.3 

@ Pr6ss ··D,.s.c·· ()( move Joy Stiek to leh (9 o·c1ockjin order 
lo move to lclr: 3 o'clOCk lo movo to 11ght. 

t) To fire O(tt mjssifes trom rock6l, pr6$$ aM !)()Id down 
either of .. FIRE." buttons (.see FIG , A) or red buuons oo sM;,s. ThJs 
game tearures continl)OCJS f'iring actio11 w/lM elt'>er buttons of t/J()Su 
;s field down. 

{!)To ,naifltairt hi{Jfio~ SC<>re on the screen. merely pre.".s 
"Start' ' txinon for tf,e f'leXt game. 
DO NOT 0EPRE$S ··RESET" OTH£RW1SE ALL SCORES WILL /JE 
WIPED OUT. 

VIII. OTHER FEATURES 
0 DEMO MODE. Fo, comlnuous auromatic demonstration. 

pvsh " SElECr' bvttott 
@ In the evoot the set is IC/t OtJ a!t9r gome is over for a 

short pen'or:f of rime then I/le garne. ShtJJf go Imo Demo MOde 
111;rom1;1rK;a!iy. • 

@)In reset or 9,1me over mode. rlw cotor ol th6 sc.roon shall 
rou1te. arid Cflt.ll'lg() automatically. 

8 A '"J!AEEzE·· (Pause) lea:ure ,.s inc,c,rpora/6d. See Par. VI. 
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