


MISSION: DEFENDER
Aliens from a distant solar system

are swarming over the planet Humanis.
Theyre kidnapping Humanoids and
mutating them into a permanent part
of the alien force. Their mission is to

- transform all of the Humanoids
before destroying the §__ N

entire planet. First,
they infest the

planet with Landers which close inon

the planet, abducting the Humanoids,
‘Then the attack intensifies. Baiters,
Swarmers, and Bombers terrorize the
skies. And then, when you least
expect it, a deadly Pod collides
with your Sgaceshlp.
lasts you

to pleces.

*DEFEMNDER iz a trademark

and GWilliams 1080, many- s
{actured under license by ]
Wilknms Electronics, [nc.



NOTE: Alwavys turn the
POWER switch OFF
before Insarting or
removing the cartridge.

YOUR

MISSION

As Captain of the
Spaceship Defender
YOUI mission is to destroy
the alien force and save
the Humanoids. Your
speed and skill have
earned you this heroic
mission When Humanoids
are abducted, you'll have
to destroy the Lander
and cateh the falling
Humaneoid before safely
returmng um to the
planet below

DEFENSE
STRATEGY

The Spaceship Defendsr
has full-range scanning
equipment which enables
you lo employ sesk-and-
destroy tactics. Defender
discharges fatal missile
fire at the push of a
burtan. You also have two
escape options for a last
resort course of acton:

hyperspace and smart
bombs Hyparspace
temporarily sends you
into a time warp, possibly
oty o reappear in a
more dangerous situation
Smart bombs can destroy
2ll alians in sight with
a touch of a button
Report immediately
for this dangerous mission!

GAME PLAY

As Captain of the
Spaceship Defender, your
mission is to destroy the
aliens before all of the
Humanoids are rans-
formed to Mutants, You
score points for each
alien you destroy and for
each Humancid vou save,
Try not to shoot your
Humanoids;theyareworth
bonus points at the end
of each alien aftaclk

wave (Ses SCORING.)
in one-player gameas,
your object is fo top your
highest score. In two-
playver games, the playet
with the highest score
wing the game. A game
ends when all Defender
Spaceships aredesoyec

Each game begns
with three Defender live;
and three smart Dombs.
When Defender collides
with an alien or is hit by

- an alien

mine, it
el evplodes
B with &
g ‘Dlast" If
its the
last life,
the game ia over If any
lives remain, ancther
Defender ship appears
on thescene, The



mumnber of lives remain-
ing and smart bombos
remaining is displayed
at the upper portion
of the television scrasn,
Thealiens attack inwaves;
sach wava becomeas
increasingly more difficult,
When Defender deatroys
dll the aliens in the first
wave, ancther wave
of aliens moves in. The
longer that Defender
survives, the harder the
alien attacks become,
Each time a wave 1= com-
pleted, the number of
the completed wave and
the amount of bonus
points earned flashes in
the center of the screen.
The alien force is
made up of six different
types of ships: Landers,
Bombers, Swarmers,
Baiters, Mutants, and Pods,
Landers are the first to
appear Thay search the
planet for Humanoids to
kicnap and mutate, Bomb-
ers lay mines fo trap
you. You cannot shoot
mines, 5o its best to avoid
them. Swarmers are
housed in Pods, Several
Swarmers are released
each time a Pod i
destroved They track you
vary closely, so ldll them
the instant they appear
Baiters usually appear
near the end of a wave.
Theyre large, they shoot
fast, and they move
faster than Defender &
Mutant is a transformed

Humanoicl. Mutants are
very dangerous; use

all your enasrgy to kil
them. If the Landers Kid-
nap all the Humanoids
and carmry them to the

top of the screen (o trans-

form them into Mutants,

the enlire planetexplodes.

The most deadly alien
of all is the mother ship,
also known as a Pod

When a Pod iz destroyed,

it releasas 1 1o B deadly
Swarmers,

YOUR
DEFENSE

Defender fires missiles
o blast the alien ships.
But, when things look
real bad, Delender can
employ one of twao last
rescrt weapons, First
yvou have three smart
barmbs which blow up
evary alien in sight With
every 10,000 points you
SCOTe, You earn another
smart bomb and another
Defender life. Use smart
bombs sparingly and
strategically Its a good
idea to lkeep one smarl
bomby in reserve In case
you get stucl: and need
a little help to earn
another Defender life
When youuse a

smart bomb, you

alien it desbroys on

earn points for every

the screen, Another

weapon that can be used
as a last resort is hyper-
space. This device
enables Defender to
disappear, warp through
time and space, and
reappear somewhera
else on the screen, You
nave no control over
where you'll reappear
Hyperspace canbe ricky
and dangerous, Some-
times invisikle space
matter can blow up your
spaceship during the
time warp. Try 1o use
hyperspace only when
you have no other alter-
naave. (See USING THE
CONTROLLERS for using
smart bombs and hyper-
Space.)

USING THE
SCANNER

Your scanner is located
at the top center of the
acrean [t works like a
radar screen to reflect
alien attaclks in your

viewing screen and at
leng range distances.
The scanner provides
the following important
information:

O How many aliens ara
anm’aching. what kind
of aliens they are, and
what their pasiticns are.

0O Where the Human-
oids are being abducted
by Landers.

U How many Human-
oids remain and where
they are.

Each blip on the
scanner reprasents an
object in the game. Your
playing area s bracketad
by short lines in the
center of the
scanner The

blipa are color-

ed 1o help you distinguish
between different alien
ships, Get into the habit
of monitoring the scanner
to help you destroy aliens
and defend Humanoids,

Heres where the heroics
come in Your mission is
to deatroy aliens whils
protectng Humanoids.
At the end of a wave, you
soore 100 bonus points
for every Humanaoid
survivor multiplied by the
number of the wave just
completed (up to a maxi-
mum of 500 bonus points).
Al the Humanoidls
are stranded helplessly
on the planet at the
bottom of the screen. You
are their only hope for
survival. Use the scanner
to pawol their positions,
VWhen a Humanoid is
being abducted by a
Lander, you'll hear his cry
for help. Co to his rescue
immediately The scanner
1a the fastest way to
spot his positcn. There
are two technicues
for rescuing a Humanoid:




O] Destroy the Lander
and let the Humanoid fall
bacl to the planst
| ODestroy the Lander,
catch the Humaneid,
and carry him back to
the plansat

Letting the Humaneid
fall to the planet is only
effective if the Humanoid
18 close enough to land
safely Experiment to
find out what a safe clis-
tance is, If the Humanoid
falls zalely to the planst,
you score 280 points plus
180 points for destroy-
ing the Lander If he crash
lands, you only score the
150 points for destroying
the Lander

Catching a Humaneid
in midair is more difficult
and is worth more points,
Tb catch a Humeaneid,
ghoot the Lander and
maneuver Defander (o
fouch the Humanoid,
then bring him back to
the planet If you succeed,
you earn 1000 peints plus

1580 peints for destroving
remrn him gafely, you
for cesooy-
NOTE: You may carry
carrying Humanocids at
the program automatically

the Lander If you caich

the Humanoid but don't

earn 500 points plus the
150 points
Lander

any number cf Humanoids

ata ume, If you are

the end of a wave, they

count as survivars and

returns them fo the planst,

MUTANT
TAKEOVER

If Defender does not
succeed in protecting

a Hurmanoid, a Lander
abducts him and carries
him up into space and
transforms him into

a Mutant Mutants then
return to attack the planet.
When all of the Human-
aids become Mutanis,
the planet will explode.
You confinue playing o
score points. If you
survive past the next four
waves, all Humanoids are
reincarnated, and the
planet below is rebuilt.

CONTROLLERS
SPACESHIP DEFENDER
Use the controller stick:
to thrust the Spaceship
Defender up, down, right
and left through space,
Also use the confraller
stick to catch falling
Humanoids,

MISSILES

Press the left controller
button to fire missiles

at aliens.

SMART BOMBS

Press the right con-
roller button to detonate
a amar! bomb.
HYPERSPACE

Press the 0 button to enter

hyperspace.

START THE GAME
Insert your COLECO-
VISIONT cartridge into
your Coleco system

and turn on the maching,
The game will start
automatically:

RESET

Press # to rostart the
garme

PAUSE

Press # to suspend a
game in progress, To con-
tinue play, press * again.

SCORING

Your score appears at
the top of the screen, Livea
remaining and smart
bombs remaining are dis-
played next to the score,
At the and of each wave,
or each surviving
Hurmnanoid,
D —
number of
{o a maximum of 500
bonus points,
DEFENDER life and
smart bomk every 10,000

u scorel00 bonus points
multiplied
the wave, up

You earn an additional
points.



ATARISOFT

LIMITED %0-DAY
WWARRANTY
ATARISOFT
CARTRIDGES
OR DISKETTES

Walid In U5, Cnly

ATAR], INC, ('Atarl') warrants
ta the arginal consumer
purchagser that the Atarisoft
Cartriclge or Diakane
{Computer Media'), not

including compules programs,

zhall be free from any defects
in malerial or workmanship
for a period of 80 days from
the date of purchage.

Any Atarisoft Computer
Media which is found to ba
defactive during the wearranty
ﬁenod will be replaced by
tari Computer Media
raturned for in-warranly
replacemant muat have tha
product labe] still imact, must
b accampanied by proaf ol
date of purchase satsfaciory
i Atari, ancl must be deliv-
aTed ar shipped no lster than
ane (1) week after the end
of the warranty periad,
shipping charges prepaid, to;
ATARL INC.
Customer Relations
1312 Crossman Foad
Sunmyvale, California 24086
Tedl Free Numbers
[n California (8000 BT2-1404
Ceontinental U.5 (B0 538-8543

Thas wartanty shall not apply
if the Computer Media has
been damaged by accident.
commercial or other exces-
sive use, unautherized service,
or by athar cauaas unralatac]

te defoctive materials
of workmanship.

MY APPLIC ABLE [MPLIED
WRERANTIES, INCLUDING WhE-
RANTIES OF MERCIANTADLITY
ARD FITNESS FOR A PARTICULAR
PURPOSE. ARE HEREEY LIMITED:
TO &80 DAYS FROM THE DATE OF
PURCHASE. CONSECUENTIAL
OR MOIBENTAL DAMACES
RESULTING FROM A BREEACH

OF ANY APPLICABLE EXPRESS
OF BIPLIED WREFANTIES AFE
HEREBY EXCLIDED Tha
provisions of the foregoing
warranty are valid in the US
only This warranty gives you
apecific legal rights and vou
may alse have ather rights
which vary from state tc state.
Boma slatan do nat allaw
lirmatations on haw long an
implied warranty lasts, andion
do nat allow the exchsion of
inmidantal or conaequential
damages, 50 the above
limitations and exclusions
may not agply o yow

IMPORTANT: If vau ship vour
Atanigoft Computer Media
far in-warranty replacament,
we suggeat that yob package
it securely and insure it for
valwe, as ATARI aasumes no
liability for lossas or damage
ncwrred during shipment

CISCLAMER OF WARRANTY
O ATARISOFT COMPUTER
PROCRAME

ALL ATARISOET COMFPUTER
PROGREAME CONTAINED WITHIN
THE COMPUTER MEDIA ARE
DISTRIEUTED O AN A5 15°
BAES WITHOUT WARRANTY OF
ANY KIND. ANY STATEMENTS
CONCERNING THE CAPARIITIES

OR UTILITY OF THE COMPUTER
FROORAMS ARE NOT TO BE
CONSTRUED AS EXFRESE OR
INFLIED WARFANTIES

KTARD DESCLAIVG ANY AND ALL
LIABILITY OF REEPONSEILITY TO
THE CREZMNAL PURCHASER AND
ANY OTHER FERSON OR ENTITY
FOR ANY CONSEQUENTIAL OR
[NCIDENTAL DAMACES RESULI
[NG FROM THE FURCHASE, USE,
OR OFERATICN OF ATARISOFT
COMPUTER FROCRAMS.

Some slates do nol allow
the limitaticn or exclusion
af implied warranties or of
incidental or consequental
clamacges, ao lhe above
limitations ar exclusions
concarmng Atarigoft
Computsr Frograms may
nod apply to you

Every efiort has been made
to enaure thal the manual
accurately documents the
accompanying Alarscll
product Howeser, bacausa
of cngolng improvemenis
and updating of computer
software and hardware,
Atary e cannot guarantes
the accuracy of printad
materinl afbter the dele of
publication and shall not
acoopt responmbility for
SITATS 0T OMiSsions

FCOLECOVISION iz a trade-

mark of Coleco Industries,
Ine This softwara is
manufoctured by ATARL INC.
far uaa on the Colecovision
system and is not made,
aponacred, authorized, o
approved by Coleco
Industries, Inc

COEISA-OEREY &

27083 ATARI, NG Al Regeis Besarvad
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