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VIDEO ARCADE"
SUBMARINE COMMANDER
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It you have the Video Arcade Il, Mcdel No. 49 75000, see your Qwner's
Manual for information on control panel swiiches and .H.il-m-(“.'.lne-(:oﬂlmilers

NOTE: Aways furn the console POWER swiich OFF when inserting or
removing a Tele-Games® Cartridge. This will protect the elecironic com-
ponenis and prolong the hle of your Sears Video Arcade™
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TELE-GAMES®

1. INTRODUCTION

Just imagine |hal you are the cap-
tain of a ship, and t's your job to
protect your couniry. Your mogern
submarine is equipped wilh many
nev: lealures to help you. The con-
110l panel includes a radar scope, a
sonar depth charge detector, stalus
indicators, a fuel readout, an
engine temperature gauge, and of
course, torpedoes.

Since you're the commander, you
are at the helm. It's up to you 10
guide the submarine. You'll use
your periscope o scan the ocean
and deteci enemy vessels. When
you spol the enemy. launch a

iorpedo. Deslroy Ihewr ships belore
they destroy your submarine. Be on
the the lockoul lor dangerous depth
charge attacks. A deplh charge hil
could mean serious damage lo
your submarine.

Your submarine 15 equipped with
limited supplies, especially fual.
Keep a constant walch on vour fuel
and energy levels. Every maneuver
cosls you fuel. When the fuel runs
oul, your Mission is over,

We know you can hangle the jobd,
so good luck Commander!



2. OBJECT OF THE GAME

The object of the game is to sink as
many enemy ships as possible. As

you Sink ships., SCOre points.
Some ol the ships ¢an drop depth

charges, which mght e f
subraine (see Gﬂmkm
TIONS, Section S).

Depth charges are indicaled on the
depih charge detector gauge. The
gauge alerts you to 1he closeness
and the seriousness of a depth
charge. Because your suD IS
equicgad with sonar ceteclion, you
can identily the locaticn of enemy
ships belore they are sighted
through the periscope. This allows
you to shoo! a lorpedo belore the
enemy drops a cepih charge,

Your sub also carries 3000 units ol
fuel and two torpedo launchers.
The fuel level is proportional 1o the
angine femperature, Watch 1he
engine femparalure gauge at the
lcp centar of Ihe screen, as shown

in Figure 1. The more mancuvers
you make, the holler the engine

e1s. Every 1orpedo launched uses
threa units of fuel, bul every cepth
¢harge hit costs 300-377 units of
luel, Some fuel is also used just 1o
run the submarine engines. When
all the luel runs Gul. the lempara-
Wre gauge trns biack, and the
game 5 Over.

Engine
Temperature
Gauge

Directional Gauge

Torpedo Status
Gauge

Fuel Gauge

Figure i

GAUGES

Each gauge on the conlrol panel
sarves a specific Tunclion. With
lime and practice, you'll be able to
use all ol the gauges to your best
advaniage. {See HELPFUL HINTS,
Secvon /)



FUEL GAUGE

The fuel gauge at the bollomn,
cenler of the screen siaris wath
3000 unils of fuel and counls
backwards until you run out of fuel.

TORPEDQ STATUS GAUGE

Torpedo status gauges are located
atl the bottom of the screen, diractly
above the fuel gauge. The gauge 15
green when a 1orpedo is ready 10
launch. Press the fire bution and a
iorpedo launches from the side with
the green light. (See Figure 1 for
forpedo staltus gauvge.) It a 1orpedo
lube is damaged by a depih

charge, it bacomes black and will
not work for the rest of the game,

ENGINE TEMPERATURE GAUGE

Engine lemperature is indicated al
the 10p, center ol the screen. As
the engine geis hot, the gauge
uins red, The hotter the engine,
ine more fuel it consumes. If the
gauge turns yellow, the engine has
been damaged and is running at
hall sp@ed.

DIRECTIONAL GAUGE

This is the broken black line located
below lhe engine temperalure
gauge. When you move the sub
ri?ht or leff, the lines mave right or
lef, as though you are sieernng the
submarine,

SONAR DETECTOR

The sonar cetector, localegd at the
boltom. left side of the screen,
identifies the location of an enemy
ship before it is visible on the
screen, When this device wrns reg,
it is indicating 1he depth and the
lacation of any enemy ship. (See
Figure 2 for sonar detection.)

Sonar Depth Charge
Cetecior Detector
Figure 2

DEPTH CHARGE DETECTOR

The depth charge detector is an ar-
row which appears at the lower
right corner of the screen. It paints
o where a depih charge is located
in the water (see Figure 2). If the
arrow is white, it is not dangerously
close and you ¢an move your sub
in the opposite direclion to avoid a
hit, If the arrow is red, ook oul!
You're about 10 be hit unless you
quickly move away in the opposie
direction.
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3. USING THE CONTROLLERS

Use Joystick Cenlrollers with
this ielve-GamesE Carlridge. Be
sure the Joystick Controller cables
are flirmly plugged into the CON-
TROLLER jacks a1 the back of
vour Video Arcade™, For one-
player gamas, use the Joystick
Controllar pluEggud into the LEFT
CONTROLLER jack. Hold the Joy-
Stck with the red bulten lo your ug-
per left, toward the lelevision
screen,

See yow owner's manual for furiber
deials.

Use the Joystick 10 view the sea
and to move your submanne gl
and leil, Wha! you see on the
screen is your view through a
periscope. Maving the Joystick up
and down (lorvard and backward)
allows you 10 see close up or far
to the horizon. {See Figure 3
for Ck dwections.) You can
also yse the Joysiick lo maneuver
Ihe sud right and lelt. This will help
you catch up lo an enemy ship Of
move away from a dangerous
depth charge, The direction in
which you mové your sub is in-
dicated by the braken black line,
just below the temperalure gauge.
When you move the Joystick right,

i

the Dlack bnes move nght indicaling
1hal the sub is mowving right, Wnen
you mave the Joyslick lelt, the
black lines move left ang your Sy
is maving lefl. When your sub is
meviig rght or lelt. any loroedoes
launched will Iravel with 3 shgnl
curve i [he ocpposne avechon

uP

LEFT RIGHT

DOWN

Exgure 3

To shoot a 1orpedo, press 1he red
fire butlon The forpecoes launch
from the side where 1he lorpedo
slatus incicator (see Figura 1) 18
green, The torpedo launches
changes sidas wilh every othar
launch. You will see the green kghl
change siges each time you launch
a torpeco.
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4. CONSOLE CONTROLS

GAME SELECT SWITCH

Press down the GAME SELECT
swilch 10 ¢chocse a SUBMARINE
COMMANDER game varialicn. (See
the GAME SELECT MATRIX, Sec-
tion 8 10 choose the game you wish
o play.) The game number appears
al the lop ¢center of the screen, &s
shown in Figure 4.

Game Number

Figure 4

GAME RESET SWITCH

when you have selected the game
number gou wish to play, press
game RESET to start 1he action.
{Pressing the red fire bution on the
Joyslick also starts the game.) Altar
game RESET is pressed, the game
number disappears and 1he score
appears at the tcp cenler of the
screen, as shown in Figure 5.

Figure 5

PLAYER SKILL SWITCHES

suBMARINE COMMANDER has
twio skill levels, A-EXPERT and
B-NOVICE. The NOVICE level is for
the beginning pl a?mr. The EXPERT
level is more challenging because
every lime your sub is hit by a
depth charge, you incur damage
which could cause Lhe loss of gne
of your gauges.

For one-player games, use he

LEFT PLAYER SKILL switch. For
wo-player games, 1he player using
the left controller uses 1he LEFT
PLAYER SKILL switch; the player
using the right controller uses Lhe
RIGHT PLAYER SKILL switch, The .
left player starts the game in two-
player games.

TV TYPE SWITCH

Set this switch to COLOR il your
television sel is color. Set it to B/W
if you are playnng 1he game in black
and white.
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5. GAME VARIATIONS

SUBMARINE COMMANDER n
cludes B garnn variations (se

GAME SELECT MATRIX, Sem:an
8). All edd-numbered games are lor
one player: all even numbers are
two-player games,

In Games 3 and 4, only the
deslroyers aftack wilh depth
charges.

In Games 5 and 6, you will have o
avoid the depth charges of both

desiroyars and PT boats.
Games 1 and 2 are the easies!
SUBMARINE COMMANDER games. Games 7 and 8 ara the
In these WwoO variations, the enemy You will be codg: %
ships ¢o nOl shoot depth charges. from duﬁmyers boats, and
All you hav;tg dnﬂ:sslml . 1ankers.
It;rgedoes e enemy ships
betore you run ¢ul of fuel.

6. SCORING

You scare poinls when you sink a MANDER. and each scores a dif-

ship. There are three of
enemy ships in SU INE COM-

DESTROYER

ferent point value, as shown below:

35 POI I"‘u |
LidhLiiD*_D ui |
I
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i a ship is on the horizon, in which
case il appears (o be half its nor-

mal size, and you can see ihe blue
sky in the background, the scorng

15 as follows:
TANKER 30 POINTS
DESTROYER = BRROa, 25 POINTS
PT BOAT 45 POINTS

Tt - AR S P - LT T —

Tha game ends when the fuel level
reaches 0 (zero). In one-player
gqames, 1ry to beal your highesl
score. In two-player games, ¢ach
player iries to beal lhe cpponent’s
score. Afler a iwo-player game IS
over, the left player's score ap-
pears at the 1op. center of the
screan; the right player's score ap-
pears al the botiom center of the
screen (where the fuel amount was
indicaied dunng game play).



7. HELPFUL HINTS

1. Your submarine is equipped with 3. Try lo sink as many PT boals as

many gavages, cach ¢l which is possiole. They are worth the
equally important. To leamn 1o mest painis, and they only neeg
scan all of 1he gauges during one hil Lo go down.
game play, il is best ta masier
one gavge al a time. When you 4. The easiest posilicn lo shoo!
learn one, add another gauge. Irom 15 1he lowest level on the
With lots of praclice, you will screen, Pull the Joystick back
soon be using all of the gauges (lovward you). When you have
masiered all of Ihe gauges, use
2. Learn to delec! the sounds ol ine sonar g2leclor and move up
the PT boats. If you ksien, you 1@ 1he honizon (push the Joysick
can hear them coming just ferward). Ships on the horizon
belore you see 1hem cn he are worlh the mosl poinls, but
SCreen you arg more vulnerable to their

depin charges,

8. GAME SELECT MATRIX

Game Number 1 23|455|?a
One-Player

Two-Flayer

No Depth Charges

—§

Destroyer Depth Charges
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