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Y S 0 Your Mission

R ‘. Thelobject of Asteroids is to

What Lies Ahead...? fﬁfﬂ == -destroy all of the asteroids on the
ust this once, why can’t your radar screen be w~ia “screen before they destroy your
rong? But no such luck today. There are way‘t‘;"_{iﬂ_ ship. At the same time, you must .
oo many blips out there. This is your worst il avoid the hostile saucers that sporadmally
nightmare come true: an unavoidable asteroid, “. +- appear and attempt to blast you into cosmichle
belt blocking your path. Now you may never gete ] ,Fdebrls P,
back home. Not alive, anyway. And to make S

matters worse, your radar screen also detectsy G E T T | N & 5 TA R T E '
strange, faster moving blips. Blips you've neve -'-.-\__»- lnsert the Asteroids/Missile Command Game
seen before. Blips that are heading right JPak (label side out) into the Game Boy unit and
owards you. _H urn the power switch to the “ON"” position.
= \When the title screen appears, press UP/DOWNR
fon the Control F'ad {or the A Button) to choose

e 4 ¥ - ] = e, 0 .
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= ; T i -""‘Q-‘. . i ™y v EX B ; - = L ) 3
Asteroids e letters will be flash- e YR A Button: Enter yperspace ship Is warped to agg
ing), and then press the START Button SO ) Ll . random location on the screen)

o access the main menu. From the ; N - “"B Button: Fires the ship’s photon cannon
¥ ook aas IHG : 1 5y
main menu, press the SELECT Button L -y "':'CU"”DE Pad: UP = ship's thrusters
or the Options Screen, or press the s '.‘.--_'.'Li_‘:FTw'RiGHT = rotate ship clock-
START Button to begin play. s wise/counterclockwise
: - Start Button: Pause game

._AJ_"'TLF‘ 3@ J__.J_s_

CONTROLLER INFORMATION®S; &

NOTE: Press Start + Select + A + B e
8 BUTTON wataldl® ™ to reset your game. GEEEH% S‘T}f[_[

A BUTTGN
CONTROL PAD

SELECT BUTTON @ é’ START BUTTON

e
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'START' TO PLAY
By going to the Options Screen, ‘SELECT’ FOR OPTIONS
vou can set both the Controller DIFFICULTY &
onfigurations and the Graphics
Style. Press UP/DOWN on the
Control Pad to choose Controller Configuration

or Graphics Style, and press LEFT/RIGHT on th clg™..

Control Pad to make your selection. Ftnally-
press the START Button to begin play.

farcape;

CLASSIC

ne.s Ehaase a Oiffil culty Evel

§ &“There are three difficulty levels in Asteroids.

g Control Pad to display one of the following:

__\'Une Asteroid: Novice - Play begins with two
i large asteroids on the screen. There are NOM
“. »- hostile saucers in this level.

.To select one, simply press LEFT/RIGHT on theg

'-

#

‘Two Asteroids: Intermediate - Play begins

- o “-’four large asteroids on screen. Enemy saucers

are very accurate here.

M Three Asteroids: Expert - Play begins with Si
Alarge asteroids on screen. The enemy saucers
Ware extremely lethal at this level.




ralh’ 7 PIAY 111 T o 5::nnngan L:ves

asteroids using your ship’s photon cannon. SR 14 '-extra lives (ships). However an extra life willg

Also, eliminate the hostile saucers that appear=in, " ‘pe awarded for every 10,000 points scored.
bn the screen. Here's how it works: -

({ Pomts are awarded for the following:
Blasting Asteroids

= ; Hitting a large asteroid: 20 pts
When you shoot a large asteroid, it breaks u'

g Hitting a medium asteroid: 50 pts

il

into two medium asteroids, which spin off in) Ik " 41 Hitting a small asteroid: 100 pts
different directions and velocity. — e Hitting a large saucer: 200 pts
When you shoot a medium asteroid, it breakst .,\_F' Hitting a small saucer: 1000 pts

up into two small asteroids, which spin off 1n
different directions and velocity.
When you shoot a small asteroid, it disappears. ﬁ&’

S

4The current score and the number
of lives (ships) remaining are
Mlocated at the top of the Game
S creen.

L]'l cape
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* CURRENT SCORE HIGH SCORE
Rounds | ; il " Hyperspace Orive
After all asteroids on the screen i s Ships also have a Hyperspace Drive, a mecha-§
are destroyed, a new round B "}-nism which will warp the ship to a random loca-§
begins - with the addition of one iy Ction in space. Though useful in a sticky situa-S—
more asteroid. This pattern con- BN REMAINING voug o using the Hyperspace Drive islalway !
inues until a maximum of six _ ; risky. You never know when you might b el
large asteroids appear at the beginning of eachpige® | - f'_warped into a predicament worse than the oneses
round. In addition: e "’you just escaped from.
e« The speed of nplay will (increase, Efpr Y
e The aim of enemy saucers will hecome more ' smATEEYANB PM"NG TIP
accurate. ;
Weapon 3
Each ship is equipped with a single photonjii
lcannon which can shoot several bullets at ags
ime. ;

qe—Wg1 - You can shoot anything on the screen, bu
W Jyou will score more points if you use a system
lof target priority. The following example, exe-
cuted in the order listed, will help you preserve

our ship as well as high score:

o B

farcape,
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e Fire at the asteroids closest to your ship; :
« Fire at the fastest moving target approaching you; o
e Fire at saucers last. f i

2 . You do not need to move your ship forward to~
play. You can stay in one place and fire while using-
the Hyperspace Drive to avoid asteroid collisions.
However, learning to maneuver your ship can extendig
your playing time by three or four ships per game. i,

3 - The playfield wraps around both horizontally
and vertically. .

4 - Use UP and DOWN on the Control Pad to selecth®
letters for high score. Use LEFT/RIGHT on the Contro |
Pad or the A/B Buttons to move the cursor right oy
left. Use the SELECT or START Buttons to finish.

S = ¥ .
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INTRODUCTION

first summons for help comes from Cairo, Egypt.

aw York City. Now London is under attack.

has it that
cities In

ey, Paris and Moscow are nex
ated for destruction.
of innocent are in.yeur hand all
ending on you to fend off a:‘horrible barra
bombs and missiles heading towards their homelands.

GETTING
STARTED

IMissile

Game Pak
out)nto

power

Pad (or the

“adjos, amigo!"

unit and turn the
sition. When the

n.appears, press on the

Button) to cho
the
: the
main menu. From the
main menu, pr
on the Control
Pad to choose your ge

mode, and then

gin play.




LCONTROLLER INFORMATION

7R
&) ©°
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Fire missile from the
RIGHT missile silo
Fire missile from the LEFT
missile silo
Aim. you ta eting
crosshair
Pause game

THE MAIN MENU

Before you can begin saving the
world, you must first select one of the
following Game Modes:
Standard Missile Command
Compete against a friend.
In two player m >, both players share the same Game
Boy, but take turns and have separate scores.
To select a Game Mode, use the Control Pad to high-
light your choice,; then press the

%
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HOW TO PLAY MISSILE COMMANID ta, successfully complete ONE
After each round, a new city will
appear for you . to
defend. In addition,
poitt. totals will
increase after every
round (see Scoring &
Gaining Extra
Districts). If you happen to successfully
defend . all 16 cities, then get ready,
You must protect a city through TWO separate inva- : : Rim R because grDU get to defend them again.
Good luck!

Again, the object of the game is to protect your cities
from attack by enemy missiles, bombers, satellites and
smart bombs. Do this by shooting the attackers from the
sky with your two. anti-missile silos. The game begins in
Cairo, (Egypt, but there are 15 other actual cities werld-
wide on the verge of being attacked. Each city consists of
six independent “districts” (represented by a skyscraper).

You control two anti-missile
located tatéach end ofithe
Each silo can fire only 15 missiles
per attack, so don't waste them! |If
you successfully complete a round,

rcab
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are awarded bonus ‘points for
le.
how many missiles
left by:watching the
number that appears just below the
silo. |If ‘itireaches zero, . you're in hig
trouble! ‘And re nber your silos
are NOT missile oof, so you must
protect them, too!
irning tone will sound when either of your silos has only
siles remainii 5

siko'h

ond, distinct tone will sound if
out of missiles,

The main. objective o Missile
Command is to many points
as possible. current pi

point totals:appear on the

directly under the city. After

:  BONUS POINTS
i m .n'u_.

=000 g
. BONUE C1T¥

P PN 'h ;

t.__]' I

is over, and have accumulated one of the
you will be added to the

Score

You are awarded '‘points for destroying

satellites, bombers and. . smart bombs. The p

kdown for Round 1 ar

cape.
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all city-threatening objects
have been destroyed, the following

bonus points are aw

The city you are currently protectir
will gain an extra district for ev
10, 0 points you earn. However,
SIX ¢ ricts are the maximum you
can have on the screen atence.




GAME OVER, MAN! GAME OVER!

The game ends when a city you are defending loses all
of its districts, including any extra districts gained by
scoring 10,000 points. Again, if your score IS among
the highest at the conclusion of the game, you will be
added to the High Score table. Better keep practicing...
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WARRANTY AND SERVICE INFORMATION
3-MONTH LIMITED WARRANTY
For Hardware, Game Paks, & Accessories WARRANTY LIMITATIONS

[ B p

ADDITIONAL 3-MONTH
M

b he orig chase
WARRANTY SERVICE OR REPAIR/SERVICE AFTER
lEXPIRATlO N OF WARRANTY
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