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INSTRUCTIONS FOR PLAYING COMPUTER WAR

Turn moniter. peripherst system snd computer on in
that sequence. lnsert medule {Editor/Assembler. Mini-
Memery or Extended 8asic). From Mini-Memery or
Editcr/Assembler, select LOAD AND RUN epion. Type
in DSK1.GAMES. When this lpader has lgaded the
program. a menu will be presented. Seiect COMBUTER
WAR. The game will then starl.

THE DISPLAY

1] The score of the current game is displayed in the
wp Ief of the righi window. The high scere of the
current session is dizplayed in the top right of the
screen.

2| The map of the United States shows Lhe location of
all the cilies targeted by enemy mizsiles and the
NURAD hesdquariers. Your task is to defend these
siles.

3 The toit of the screen shows 2 matrix and below
this is the currenl DEFCON [derence condition). D ts the
starl of *he game. 1 15 game over wilh 31l cilies and
NRORAD destroyed.

KOW TO PLAY COMPUTER WAR

1) Prazs the fire button on the joyslick to starl the
game. Do not teuch the lire butten again until it 15
RECESEHY.

2] Frem the edges of the screen. enemy missies will
appear, Mvancing lewards selecied tarpets. Move the
crets on the screen fwith the joystick] until K is
immadiately sver the advancing missile. Al this pmrt
press the fire betion.

3| Al this peint. the disolay will change » sne of two.
H the missite was in the cen're of Ihe cress. then the
dispiay will become that ot 2 fighter pizet thrasugh the
cockpit window. Bevesath the screen are hree boxes.
depicticg current DEFCON status [en the lefl), the time
untii imnacl of the znecy missile jon the rignt] and in
the cen're is 3 Cx depicling whare the enemy missile
is 10 relplionship e the view trem the cackmt. To
chase the missite. move the joyahck ewiards the

Turn monitor. peripheral Syslem onu Compuicr o in
that ~aquence. Intert module [Ec ior/assemile:. Mini-
Memary or Extended Basic). Fram Mink-Memery »r
Edéter ' Assambier. telect LOAD AND RUN wption. Type
in DSKi GAMES. When this loader has loaded thw
piegaam, 3 meny will b p: ssanic? Selac: River
Bascue. The game wili then start.

THE ISPLAY

1] Tha scores ol playe: | and pleyer 2 ire fisplayed
o the top of the screes, Nong wiin te high SLerE

INSTRUCTIONS FOR RIVER RESCUE

missiles lecalion. To move beft or right push the
joyslick in the appropriste direction. Te meve up. pult
the joystick back. and to dive push the joyshick
jorward. When the migsgile is in view. press lire.
Ammuntiion is unlimited 5o keep liring unli the
missile is destroyed. When the time until impact
ingizator reaches 10. 2n alarm will sound.

4) {{ you do not desiroy 1he enemy missils in dhe
alieted Umz you will lase 3 cily.

51 11 the cross was net posilicned correcily over 2
missite the message NO ENEMY MISSILES IN
INTERCE™ T RANGE will app: *r. The game will rewrn
to t5e. map screen. bul you will nol be given a second
chance tn knock oul that particutar mitsile.

6) After ali migsiies ih 3 wave have cither been
desiraysd sr have hil their targets. then the benus
screen is presented. At the middie left of the scraen i
2 3 x 3 malrix is the code you have o maich. This is
achieved by moving the while 3 x J sguare arsund the
screen above until 3 similar mix is acihveved. i an
identical mix dees nel exist then patierns can be buil
by spinnize the squares by pressing the lire hution.
When an identicll maich is found. press the fire butien
anain and the campyuter will meve onfo the nexi square
in pe matched. H alt matches are made. then 2 bonss ol
1000 peints is sdded to your score. jon subseguent
malches. the bonus is increased by 1000 pownts pex
lime].

71 The game then re-siarts with further attacks of
missiles. in increating number and speed

The game is over when ait cities and KORAD are
destreved. Even i 8l cities are intzcl, sheuld NORAD
be desivayed. then Ihe game is over. AS a2ch cily i3
destroyed, the DEFCON tacher is reduced. Game is over
wnen DEFCON REACHES 1.

SCORIKG

150 pein's par enemy missiv. 3001 Bown.

1000 pennts ter 3 full code s-reen cracked. IWith
subsequen] 1000 point increases lor cach ime thit &
schisved.

2! Tnz number of st remaining 1 the current playes
it dizplayed at the battom ol the screen on the Ial W
sioe tac’ plaver starts with S lives. extra Jves bowng
awarder a3 oescmyoed in the rules sechien.

3] The mumber of rait'gues an boere ihe Boat 12
oi;played 2! the bettam of the screen on ihe right had
side.

4} On the lower skill leveic 3 ligh' in i ¢ bettea right
hund area will tarn green it you are corractly sligneé
with 3 Jefty. 3 magenta i you are lilely 13 ceosh.
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HOW TG PLAY

1] The computer will agk you i sstect irom skill
igveis | 19 3. Press the relevand key: 1.2 or X Lavel J
ig the mesi diflicuit

2} The computer will then ask yeu W ssdect 2 1 or 2
player gama. Alter you have enierad | or 2. you Can
begin the game by moving the jeystick.

31 Your bost will then appear on the iefl of the screen
and you must use the joystick is control it Meve the

or + k0 steer the boat
e gf —e 10 decrease OF inCrease spacd
Prass the firs button to Jire 3 missile

RULES OF RIVER RESGUE

1} The objeci ol ihe game i3 ta Ravigsis yeur wiy
stong the river. avoiding or shesting sbstacizs. picking
up refugees irom 1he north bank of the siver and
dropping them off on (he south bank_

Zl Tha river is infested with giant eleciric seis a2
crocodiles. H you pass tos close to an ool your ship
will be electrified and you will lose | passenger: if ysu
have ne passengers. you will lese the ship. Hilting »
cracedile will temporarily make stesring ditficell.

3| Cotlision with any other sbsiacie will less you yeur
ship. Logs may be desirayed by siweting them. Other
obstacies. such 2t isiangs, sandbanks and while waler
must simply be avoided.

5 ¥ you dock at 3 jetty en the south bank, any
religess you may have m board will run ashers and
you will scare peints lor 2ach refuges. The mors you
Rave aboard. the higher your score per refuges. You
myy carry up (0 9 A 2 lime. However the slectric esis
in $he river may make il impessibls lor you W dock at
2 jetty lor lang. ang you may be torced e leave befors
ol-leading all ysur passengers.

6} ¥ you dock and et 9 retugees olf ol one go. yeu will
receive 3 spacial bonus and an extra lile

7] Te continue up the river alter decking. meve the
joystick s staer the thip away irem the jeity.

B You will gain an exira lile after you have carried 10
relugees 9 salety and anether after yau have rescosd
29

9 Periedically. an enemy helicopter will Ny sverhend
and drep mines into the water ahead ol yeil You must
shest 3 gath through these te avoid being blewn up.

10} In addition. one of the warring armies has seni 3
tank o pairel the nerth bank af the river. il yeu travel
e siowty and Niew it ts avertake you. N will hiew
you oul ol the water. You cannet shost it - your enly
delencs agains! the lank is is seinm it

INSTRUCTIONS FOR PLAYING SUBMARINE COMMANODER

Turn menitor. peripheral system and COmpULer an in
that sequence. Insert module {Editer/ Azsembier, Minl-
Memory or Extended fasic) From Editer/ Assambler or
Mini-Memery. sefeci LOAD AND RUN. Type in
GSK1.GAMES. A menu will be prasantad. Setect
Submaring Commander. The geme will then lexd &
starl.

THE CONTROLS
Use the lellowing ts control yeur submaring:

JOYSTICK (npvenan

T0 SURFACE Pull the jeysick wands yoc
this puzies the sebmarines
nita vy

10 DIVE Push the jeystick away irem
you: the ness gees dewn.

RUDDER CONTROL  Pull the jeystick to the left o
right Use in conjunction with
the compass selting. (See
instrument paned]

KEYBOARD

TG0 SURFACE Pss { B

70 DIVE Press | {X)

RUODER CONTROL  Press -— (S} » meve lalt and
press —- (0} e move right.

Press FORWARD {5} or

reverss {7] W change
direction and speed.

Press CRASH DIVE (4] or BLOW BALLAST (5| W

MIRECTION

Press SPACE BAR w hall the game. Press H again e
canlinue. .
Press ABORT [1] to erminaie your mission,

HOW T0 PLAY

1) Afar the tithe. the comDuier 33k3 you s chasse 3
skill level. |1-3). Prast the spacs Bar lor the rumber
you wanl. Prezs START (2] when you are ready,

Z) The mag in the ceniry of the screen thows yawr
posilion {black cressi and thess of the enemy conveys
(while duts]. The object is 10 track dewn the conveys
and sink 3l fhe shigs. The smemy is compesed of the
nllowing.

-

Destroyer

T

Tanker

e

Frerghter

You score lonnage points lor sinking ships, with mers
poinis for tankers and reighters, and less 1or
destroyers. The enemy ships are armed with thells
and depth charges and can cause you mavy damage. if
they deiect you they may sitack or take evasive aclion
to try o logs ysu.

To attack your target, you have ihe lollowing
ttuipment:

MAP Press MAP 19) to establish
your pesition reiative te land
aiv] conveys M sny tima.

SONAR Press SONAR (o) lor a picture
ol the 283 around you: ships
within rangs shew up a3
‘blips’ om tha scresn.

Press PERISCOPE | =] when
you arg M 3§ depih of tess
than 40 fest. and you will get
3 view of any ship within
range thal is in yeur hine of
tight. lise this mede ts
pregars or 3 submaring
altack.

When ysu are of 1 depth of
less tham 30 leel. prezs the
{rigger on the jeystick or
FIAE (3] te reieaze 2 torpede.
Aim i absad ol the targel

ship.
INSTRUMENT PANEL

The diagram belew explaing the pesition and kunction
ol the varisus guages on the panel. Al the beginning of
each mission you 3re slecaied quantities of lorpedoes.
tuel, 3ir and battery charge. [See skill level for dataiisi
You must be carelul net 1 run out of any of these. Your
speed is sut 2t A, and yeu have i press eifher
FORWART ) ar REVERSE (7] to start meving. in detail
the cenirels are 22 fellews:

PERISCOPE

TORPEDOES
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ATTITUDE. Mave the jeysiick te the lell or right
o it the arraw ey W change cowrse.
COMPASS. The compass reading determinet e
COursd you tieer.
CLOCK. Thiz times how long mizsion ixst
TORPEDOES. The twa Cigits s the lel o the gist
arg the Ui of 196 pedons remang. Nexi o
these ¢ the WOrpade siaiut indicalirs. Thete Can
be any ol i1 Isllewing colews:
is) Light Diue [Cyan)-priswng
il Dark blue - Hading
] Red - Assdy ba lirs
4] Yetiow - hibe sl of action
FUEL SUPPLY
BATIERY CHARGE reading. Ta ra-charge yow
have % surface
SPELD. When the submarine 1z in the bive [cyan
area. the submanne 13 moving lrward. Whea i
12 1A he green area the aftdude diat causes the
compass snd depth disiz le move in the eppesile

direction.
SONAR SCREEN. Shows the sneury shigs 23

while blips_ Your pazibion is the black crms in

e contre which remains stalic. Wina n enemy
ahip i3 corracily lmed wi. the ‘blig will sppewr

deecily abeve the cress, or M some peint

betwees it and Whe cdge of the senar screen
HYOROPHONE CHART. This is the longesl range

dial an the screen. The nearer 3 thip is o your
submdring. (he cleser the reievant paak is i the
ol of the dial.

TONNAGE SUNX. The ameunt recerded is ia
theuzands of lens

The chart shews the GEPTH SELOW THE XEEL.

Be carehel nat b crash inie the teabed.
DAMAGE IXKDICATORS. Thexe shew damage 22 2
SOUWIE (3RGIng irom emoty ine damage) W iuil
[severs damage] W

C=comtrais. |-instryments. H-tll. £ -Eogines. N
your damage rating 15 nat lon gl you may
cMTy on witheul waiting ler repairs. bal bewars
of unexpacied maltwictions. [Yeur tubmaring is
carried sl mare rapudly an e surfacel. ¥ your
hall damage becames spwars. it oy crack, with

3 walary grawe rwaiting yeul
AR SUPPLY. Can be reswrwred by surtacing.




SKILL LEVELS

The higher the skill level, the more chailenging the
game becomes. You will in your encounters with the
enemy. have lo attack and destroy mare conveys with
iess luel. charge and torpedoes

TACTICS

You censtantly need lo assess Ihe pros and cons of
moving on the suriace or underwater Running on the
surlace 15 quicker. but i you gel too ciose 1o an enemy
convey on the surface. you will be seen and attacked
by the escorting warships To warn you 2 bell soundgs
a5 you approach lhe enemy s range ol vision en the
surlace.

Your graates! advaniage over the enemy is your ability
10 iravel underwaler. However. this doss use up air and
batteries. and you can still be delecied i yau tire 2
Mrpedo.

As your initial working lactics. ity appreaching an
enemy Convey on the surlace using the map mege
IMAP 9| As you draw near. dive and lcate the ships
with yeu senar SONAR]-sf and hydrephene charl. Then
come up #0 3 depth of aboul 25 ieet and prass
PERISCOPE | | tor 2 view of Ihe surlace. Aim your
submarine 3l the larget. and press ihe irigger an the
joystick or FIREIBI W refease a terpedo. 2iming it ahesd
ol the Ship. Hits are recorded on the ‘lonnage sunk
charl jon ihe right) 1l yeu are under heavy altack irem
the surlace ships. and wish to lose them. dive deep
any wail until the attack 13 over

END OF GAME
The game ends when any ol Ihe loliowing ecours:

fa| Al eneiy convoys are sunk

b All exygen 15 used

ic] Al luei and charge is used

{d) There is severe damage o the hull

The qame tan also be terminated by pressing
ABORT{1). You still receive a raling of ysur abilities as
3 Submarine Commancar

RATING

Al the end ol ®2ch game yeu receive 2 raling {score]
with paents awarded lor innage sunk and. the ultimale
ahievement ol 2 Submarine Lommander. elimination of
#! conveys. Peints are deduzied lor Juel and torpedoes
dsed and damage susiaines

Summary of 1acters atfecling your rating

Points are awarded or

|2} Tonnage sunk
{b} Siniang all conveys preportional o the skill tevel

Points are detucted for
{al Fuel ysed

b} Torpedoes used

it] Lamage wcurred
idi Being deskroyed
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