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NOTE: Always turn the console power switch off when inserting or remov-

ing an ATARI* Game Program’ caﬂridge. This will protect the electronic
components and prolong the life of your ATARI Video Computer System™
ame.
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1. GAME PLAY

Your initial task is to guide the sky
diver onto the landing pad. Your
ultimate task is to score more
points than your opponent. To hit
the landing pad and score points
yOu must;

* Release the sky diver from the
airplane.

* Open the parachute.

e Control the downward drift of the
sky diver.

* Land squarely on the pad at the
bottom of the screen.

There are five two-player games in
SKY DIVER® . You and your oppo-
nent have nine jumps each in which
to score points. See the SCORING
section for details.

Game Number Right Player's
Left Player's Score
Score

Number of Jumps
Remaining

Wind Sock

Both planes fly across the screen
simultaneously, but in opposite
directions.

WIND FACTOR

You must contend with a varying
wind factor during each jump (ex-
cept in Games 3 and 4). The "'wind
sock’ at the bottom, center of the
screen indicates the direction and
the speed of the wind.

If the sock is pointing to the right,
the wind is blowing to the right, and
conversely for the left. If the sock is
hanging loosely, the wind speed is
slower than when the sock is flying
rigidly and taut.

The wind factor changes between
jumps and may vary slightly during
a jump.

Wind Blowing to the Left

Wind Blowing to the Right
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Fastest Medium
Wind Wind

Use your Joystick Controllers with
this ATARI® Game Program™ car-
tridge. Be sure the Joystick Con-
trolier cables are firmly plu gled in-
to the RIGHT and LE Gt'.g) -
TROLLER jacks at the back nf{‘our
ATARI Video Computer System
game. Hold the Joystick with the
red button to your upper left,
toward the television screen. See
Section 3 of your owner's manual
for further details.

The left player uses the left
Joystick; the right player uses the
right Joystick. You have no control

Slowest No Wind

Wind

over the flight of the plane across
the screen. Here's how 1o use your
Joystick Controller to operate the
sky diver:.

1 Push the red button on your Joy-
stick Controller to release the sky
diver from the plane.

2 Pull back on the Joystick (toward
yourself) to open the parachute.

3 Move the Joystick to the right
and to the left to steer the sky
diver right or left against the
wind.
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3. CONSOLE CONTROLS

GAME SELECT SWITCH

Use the game select switch to
select the game number you wish
1o play. The game number changes
at the top, left side of the screen as
you press down the switch.

GAME RESET SWITCH

When you have selected the game
number you wish to play, press
game reset to start the game.

DIFFICULTY SWITCH

Beginning players should start with
the difficulty switch in the b posi-
tion. In the a position, the planes fly
significantly faster across the
screen, thereby increasing the dif-
ficulty,

It is possible for one player to have
fast planes (using the a position)
and the other player to have slow
planes (using the b position) in the
same game.

The difficulty switches have no ef-
fect in Game 5. Both planes fly at
the faster speed.

TV TYPE SWITCH

Set this switch to color if you have
a color television set. Set it to b-w if
you are playing the game in black
and white.

1. SCORING

Here's where to combine nerve
and skill to beat your opponent. You
only score points when your sky
diver lands squarely on the pad
with an open parachute.

THE LONGER YOU WAIT TO
OPEN THE PARACHUTE, THE
MORE POINTS YOU SCORE.

You can score from 0 to 11 points
per jump, depending on when you
open the chute. There is a point at
the bottom of the descent where
the parachute can no longer be
opened.

If your sky diver hits the ground
with an unopened chute, you lose
four points.

The maximum score to shoot for in
all games is 99. The right and left

scores on the screen represent the
right and left players, respectively.

During game play the number of
jumps remaining is shown at the
Itom left corner of the screen.
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5. GAME VARIATIONS

Games 1 and 2 are identical with
one exception. In Game 2 the width
of each landing pad is smaller,
rmaking it more difficult to score
points. The landing pads are placed
in different spots for each jump.

In Games 3 and 4 the landing pads
move back and forth. There is no
wind factor. The landing pads in
Game 4 are smaller in width.

Play “‘chicken™ in Game 5 with
rﬂur opponent. There's c:n1}r one
anding pad in the middle of the

screen. The first player to land
squarely on the pad scores points;
the other player receives no points
for that jump.




GAME PROGRAM™ CARTRIDGE
LIMITED NINETY DAY WARRANTY

ATARI, INC.{"Atlari")warrants to the original consumer purchaser that your ATARI* Game Program cartridge
is fraa from any defects inmaterial or workmanshipfora p-lfll:l-dl.'-l'nmllrdljrl from the dateof purchase. If any
such defect |s discovered within the warranty period, Atarl's sole obligation will be to replace tha cartridge
free of charge on recelpt of the cartridge (charges prepaid, it mailed orshi with proofof date of purchase
141 a;!:ll'l.ur the retail store where the cartridge was purchased or at ona of the ATARI Regional Service Centers
listed below:

Atarl, Inc. Atari, Inc.

1312 Crossman Ave, 43 Belmoni Dr,
Sunnyvale, CA 940886 Somersal, NJ 08873
Alaril, Inc. Atari, Inc.

5400 Newpor Dr. 2109 Eas! Division St
Suite 1 Arlington, TX 76001

Rolling Meadows, IL 60008

This warranty shall not apply if the cartridge (i) has been misused or shows signs of excessive wear, [ii) has
bean damaged by baing used with Iﬂ‘;‘lpmducl! not supplied by ATARI, or (iil) has bean damaged Dy being
sarviced or modified by anyone other than an ATARI Regional Service Center.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND
FITNESS, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE. CONSEQUENTIAL
OfR INCIDENTAL DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED
WARRANTIES ARE HEREBY EXCLUDED,

Some states do not allow limitations on how long an implied warranty lasts or do not allow the exclusion or
limitations of incidéntal or consaquential damages, so the above limitations or exclusions may not apply to

you.
This warranty glves you specific legal rights and you may also have other rights which vary from state 10
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