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"Whoowheel
lf the folks back
home could see me nowl When I
jo ined the Vanguard expedi t ron I
never  thought  I 'd  be f ly ing through
the tunnels of  Aterr ia  lookinq for  a
mythical  Ci ty  of  Mystery."

" l t  might  not  be a myth "

"Capta in,  do you mean to te l l  me
you real ly  bel ieve there is  such a
city, paved with silver and ruled by
a g iant  ca l led Gond?"

"Why not? l t 's  r ight
here in  the f l ight  log book we

found in the Aterr ia  excavat ions
That 's  pret ty  convincrng."

"But  that  book 's  dated 1983
People bel ieved in a l l  sor ts  of
weird th ings back then . f ly ing
re indeer,  egg- lay ing rabbr ts  .  "

"When you've been on as many
expedi t rons as I  have,  you' l l
be l ieve anyth ing can exis t .  This
whole p lanet  is  pret ty  unreal .  Take
these tunnel  wal ls ,  for  instance

every color  of  the ra inbow! I 'd
swear I  was in  heaven i f  i t  weren' t
for  the rocks. .

"Hevl  Watch out t  You a lmost
spedred us on that stalagmite. I
know our  spaceship has f ive l ives,
but  we st i l l  have a long way to go
and we' re going to need a l l  the
l ives we've got  l f  th is  log book rs
te l l ing the t ruth,  these tunnels are
fu l l  o f  dangerous f ly ing oblects:
hover ing Mist  sh ips,  Har ley
rockets,  Helm bal loons."

"Yeah.  Gar imes wai t ing to tear  us
wi th therr  tentac les and that  other
cozy customer,  the f ly ing Kemlus
snake "

"Ser iously ,  what  do you th ink the
log book means by 'Watch out  for
the ra in of  Romedas in the Bleak
Zone'?"

" l  th ink the p i lo t  that  kept  that  log
book was out  of  h is  mind,  that 's
what  I  th ink.  Probably b i t ten in  the
head by a Kemlus snake "

"Wel l ,  i f  there is  anyth ing in  th is
tunnel ,  we should be s ight ing i t
pret ty  soon.  According to our  tun-

nel  map,  we' re entef lng the Moun-
ta in Zone.  How's the fuel  supply
hold ing out?"

"Get t ing low.  We'd bet ter  in fuse
energy pret ty  quick or  we' l l
c  rash.  "

" l  cer tarn ly  hope the log is  r ight
about  energy pods growing in the
Mountain Zone Pod energy is  sup-
posed to make us indestructible
for  10 seconds.  Why,  i f  that 's  t rue,
we won' t  need to f i re  our  lasers. ' '

"Oh sure.  Just  run headlong into
an enemy ship and POW! down rt
goes L is ten,  I  don' t  bel ieve in  pod
power any more than I  bel reve rn
Mist  sh ips.  l f  there is  anyth ing l ike
that  on Aterr ia ,  l ' l l  eat  i t . "

"Well, I hope you have the stomach
for it. Look what's comingl"

"Great  Gondst  Mists  as th ick as
hornets and twice as mad."

"And they ' re a l l  yours.  F i re at
wi l l  .and whi le  you' re at  i t ,  keep
an eye out  for  energy pods "

"Roger l  Ci ty  of  Mystery,  here we
c o m e l "



2. GAME PLAY

Your goal  is  to  reach the Ci ty  of
Mystery at  the end of  the tunnel
and destroy Gond.  In the tunnel
zones,  you maneuver around
sharp rocks and barr iers whi le  bat-
t l ing weird f ly ing objects The more
enemy objects you destroy, the
more points you earn.  l f  you make
it to the City of Mystery and shoot
Gond,  you earn bonus points.  But
watch out l  Gond could shoot  vou
instead.  l f  you surv ive the Ci ty  of
Mystery,  you cont inue the game in
Tunnel  2.  In  two-player  games,  the
player  wi th the h ighest  score wins.
Points and bonuses are d iscussed
in Sect ion S-SCORING.

AUTO.PLAY

Unt i l  you star t  the game, the com-
puter  f l ies the Vanguard spaceship
through the seven tunnel  zones
leading to the Ci ty  of  Mystery.  This
Auto-Play mode gives you a
chance to see what  the obstac les
are before you star t  the game.
Note that  vour  shiD f i res lasers in
four  d i rect ions as i t  t ravels throuoh
the zones See Sectlon 3-USING
THE CONTROLLERS for instruc-
tions on maneuvertng the
spaceship and firing /asers.

TUNNEL MAP

In one-player  games,  the Tunnel
Map (Figure 1)  is  d isp layed before
each zone In two-player games,
i t 's  d isp layed before each turn.
The map shows whose turn i t  is
(Player  1 or  Player  2)  and where
the p layer 's  spaceship is  in  the
IUnnel

F igu re l -Tunne l  Map

T H E  T U N N E L

Mountain Zone (Figure 2). Mist
ships and then Har ley rockets at -
tempt to col l ide wi th your  space-
ship and destroy i t  Mists  have a
maddening habi t  o f  hover ing
where you can' t  get  a good shot  at
them Har leys f i re  colored miss i les
at  you.  Your lasers wi l l  destroy
Mists and Harleys, but you have to
dodge miss i les. . .  unless your
spaceship is operating on pod
energy;  then noth ing can harm you

Pod Power. Fly through energy
pods (marked with E's) to infuse
pod energy in to your  spaceship
Pod energy prevents you from
f i r ing lasers but  g ives you the
power to crash into enemy targets
and rock ledges wi thout  damaging
your ship Dur ing the 10 seconds
pod energy lasts,  crash into as

many Helms and Har leys as you
can and score points. The Vanguard
theme music plays while you're
operating on pod power When
your pod energy runs out ,  the
music s tops and a s i ren warns you
to stop crashing and star t  f  i r ing.

NOTE: l f  a  s t ray Mist  hovers
under a rock ledge whi le  you' re on
pod power, go after it and destroy
i t .  Thrs wi l l  br ing on the Har leys
before your  pod energy runs out
Al l  Mist  sh ips must  be of f  the
screen before Har leys can enter

F igu re2 -Moun ta tnZone

Rainbow Zone (Figure 3). From
the Mounta in Zone you t ravel
downward through a Rainbow
Zone,  where le thal  Helm bal loons
f loat  across your  path A col l is ion
wi th a Helm wi l l  cost  you a l i fe ,  so
puncture Helms wrth vour  lasers
You must  shoot  them'al l  before
you can enter  the next  zone

F igu re3 -Ra inbowZone

St ick Zone (Figure 4) .  The sta lac-
t i tes and sta lagmites in  the St ick
Zone are beaut i fu l  but  hazardous.
They don' t  leave much room for
maneuver ing around Har leys and
Mists,  whrch return for  another  t rV
at  you.  This t lme Mists a lso shoof
miss i les.  Unfor tunate ly ,  energy
pods do not  grow in th is  zone.

He lm

Har ley

F rgu re4 -S t i ckZone



Rainbow Zone 2, You enter
another  Rainbow Zone,  where
Ammos,  f i rs t  cousins to Helms,  oul
the squeeze on you

Striped Zone (Figure 5). lt takes
an exoer ienced o i lo t  to  surv ive in
this zone. You must maneuver to
the right or left of dangerous
ledges formed by long fingers of
rock. lf you choose the left side,
Gar imes extend tentac les to orab
you.  l f  you go to the r ight ,  en6my
bases,  barr iers,  force f ie lds,  and
floating Paynes bar your way. Col-
l ide with any of these objects and
your spaceship explodes.

Bases Floatinq Pavne

Force Fie ld

FigureS-Str ipedZone

Shoot Garimes, bases, and bar-
r iers on approach.  You can f i re
lasers through crev ices in  the
rocks.  Force f ie lds col lapse when
you destroy barriers, Unfortunate-

ly, f loating Paynes cannot be
destroyed; you have to edge past
Inem.

One or two energy pods grow on
the r ight  s ide of  the tunnel  in  th is
zone. With pod power, you can
clear obstacles out of your way
and p i le  up points fast .

Rainbow Zone 3. Helms reaooear
as you enter the third Rainbow
Zone.

F igu re6 -B leakZone

Bleak Zone (Figure 6). There's
l ight  at  the end of  the tunnel  now
but  s t i l l  p lenty of  danger.  Kemlus
snakes fly out of the rocks and at-
tempt to crush your  spaceship.
Normal ly  you shoot  Kemlus,  but  i f
you can maneuver your spaceship
into the center  of  a Kemlus and
dock with it (touch it), you can get
a free ride and earn lots of bonus
points wi thout  being crushed
Kemlus are not  very br ight ,  but
they f  igure th is  out  af ter  the th i rd

ride, so don't try for a fourth ride.
Kemlus revive if you touch them
right  af ter  shoot ing them. This
means you can shoot a Kemlus
and then dock with it to earn extra
points. After the third docking,
however, touching a Kemlus after
shooting it is certain death.

You no sooner conouer the
Kemlus when the rain of Romedas
begins. Arrow-shaped Romeda
rockets attempt to spear your
spaceship. Fire away at them, but
watch out for the debris; it 's dead-
ly. lf you survive the Romedas, you
f ly  out  of  the tunnel  in to the br ight
l ights of the City of Mystery.

Figure 7 - City of Mystery

CITY OF MYSTERY
In the City of Mystery your
spaceship is trapped between two
moving barriers (Figure 7). As the
Gond f i res missi les at you, r ight to

left, the bottom barrier rises and
threatens to crush you against the
top barrier. To escape, you must
fire over the too barrier at Gond
and destroy him. When you hit
Gond, the citv bursts into radiant
l ight and you'win a bonus (see
scoRrNG).
Destroying Gond is not difficult if
you fire immediately, before he
can launch a missile. However, the
longer you wait to fire, the more
risk you run and the more bonus
pornts you score.

TUNNEL 2 AND BEYOND
lf you survive the City of Mystery,
you are transported into Tunnel 2,
where the oace is faster. The
zones here are the same as in
Tunnel 1,  but thev are not in the
same order, Obsiacles are the
same exceot that in the Bleak
Zone, Romedas shoot missiles.

Tunnel 2 leads to another Citv of
Mystery, which leads to another
tunnel l ike Tunnel 1 .  You al ternate
between Tunnels 1 and 2 until vou
lose your last life and the gam6
enos.

ABOUT YOUR SPACESHIP
Llyes. You start the Vanouard ex-
pedition with five lives ari'd earn a
bonus l i fe at 10,000 and 50,000
points. The number of lives re-
maining is indicated by the number
of spaceshios on the lower left
side of the screen (Figure 8).

Laser Guns. The Vanouard
spaceship is equippedwith four

t\
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laser  guns on the forward,  af t ,
s tarboard ( r ight) ,  and por t  ( le f t )
S I O C S

Fuel. Keep an eye on your fuel
gauge at  the bot tom of  the screen
(Figure 8)  l f  you run out  of  fuel ,
your  spaceship wi l l  go in to a d ive
and crash on the rocks Your supply
lasts 40 seconds and decreases at
the rate of one notch a second
Each t ime you h i t  an enemy or
obstac le,  your  fuel  supply rncrea-
ses one notch.  At  the star t  o f  a
new l i fe ,  your  fuel  rs  complete ly
reolenished.

F igu reS-GameE lemen ts

Energy. The fuel gauge keeps
track of  energy remarning when
you are operating on pod power
Pod energy lasts only  10 seconds
and rs depleted four  t rmes faster
than f  uel .  L is ten for  the s i ren that
warns you when you are about to
run out  of  pod energy

CONTINUOUS PLAY

lf you lose your last l i fe rn Tunnel I
during a one-player game, you have
the option to continue through the
tunnel (starting wrth zero score) or
to begin a new game from the first
zone in Tunnel  1

At  the end of  your  last  l i fe ,  CON-
TINUE? aooears at  the bot tom of
the screen and the computer
pauses 10 seconds for  your  reply
The 1O-second counter ,  a whi te
l ine in  p lace of  the fuel  gauge,
t rcks of f  the seconds l f  you want
to cont inue,  press the red but ton
on your Joystrck Controller The
Irves remarnrng counter  wi l l  reset
to f rve l ives and the score counter
wi l l  reset  to  zero,  but  your  posi t ion
in the tunnel  wi l l  not  change.

NOTE: l f  you ' re pressing the red
but ton when CONTINUE? aooears.
re lease the but ton and then oress
i t  again

lf you do not press the red button
wi th in 10 seconds.  the computer
resets to the Auto-Play mode Then
you must  s tar t  a  new game f rom
the beginning of  Tunnel  1 .

The Cont inuous Play opt ion is  not
offered in the City of Mystery,
Tunnel  2,  or  two-player  games.

TWO-PLAYER GAMES
To select a two-player game. press
the GAME SELECT swl tch.  The
number of  p layers in  the game
appears above the score counter
at the bottom of the screen (see
Figure 9) .

Player  1 ,  us ing the le f t  Joyst ick,
s tar ts  the game. When he loses a
l i fe ,  Player  2 takes a turn.  Players
al ternate turns unt i l  one o laver
loses h is  last  l i fe .  The surv iv inq
player  cont inues p lay ing unt i l  he
too runs out  of  l ives The Tunnel
Map (Figure 1)  appears before
each turn and shows the o laver 's
posi t ion In the tunnel

Joyst ick Contro l ler  or  the GAME
RESET swi tch to s tar t  the game

NOTE: You cannot  use the red
but ton to in terrupt  a game and
begin a new game. Use the GAME
RESET swrtch for  that  purpose.

MOVING THE SPACESHIP
You can move your  spaceship up,
down,  r ight .  le f t .  or  d iagonal ly  on
the screen (Figure 10) .  Just  move
the Joyst ick in  the d i rect ion you
want  the spaceship to go

u p

- t  .  Diagonal
\-\'/

Left *{Qf* Rrght
m+
Down

Figure 10 - Spaceshrp Moves

Number
of Players

F ryu re9 -GameSe lec t ron

Use your  Joyst ick Contro l lers wi th
this ATARI Game Program cartridge
For one-player  games,  p lug one
Joyst ick in to the LEFT CON-
TROLLER jack at  the back of  your
2600 Video Computer System con-
sole.  For  two-player  games,  p lug a
second Joyst ick in to the RIGHT
CONTROLLER jack Hold the
Joystick with the red button point-
ing to your  upper le f t ,  toward the
television screen. (See your
Owner's Manual for detarls)

STARTING THE GAME
Press the red button on Vour



swi tches See DIFFICULTY
SWITCHES in Sect ion 4 for  f innq
instruct ions

IMPORTANT! Your spaceshtp
moves faster  when i t  is  not  f r r rng.

Forward
&,

ff

Starboard

Figure 11 - Laser Ftre

You can change swi tch set t tngs
any t ime you l ike

1.  Lef t  A,  Right  A:  Press the red
contro l ler  but ton and move the
Joyst ick in  the d i rect ion you
want  to f i re .  Release the but ton
to stop f  i r ing.

2.  Lef t  A,  Right  B:  Same as
method 1 except that you do
not have to move the Joysttck
forward to fire forward The for-
ward laser  gun f i res automat i -
ca l ly  when the red but ton is
presseo.

3.  Lef t  B,  Right  A:  Move the
Joyst ick in  the d i rect ton you
want  to f i re .  Press the red but-
ton to s fop f i r ing.

4 Lef t  B,  Right  B:  Same as
method 3 except that the for-
ward gun f i res automat ica l ly .

FIRING LASERS

Your Vanguard spaceship f i res
lasers forward.  af t .  and to e i ther
s ide  (F igu re  11 ) .  The re  a re  f ou r
ways to f i re ,  depending upon the
posi t ion of  the DIFFICULTY

Port
&

Aft * * Forward

70 Points

GAME SELECT

PrCSS thc GAME SELECT SWitCh
to select a two-player game Press
it again to return to a one-Player
game. The number of players ap-
[ears at the bottom of the teteVi-
s ion screen (see Figure 9) .

GAME RESET

Press the GAME RESET swi tch to
start a new game or to reset a
game to the beginning of  Tunnel  1.
GAME RESET resets the score
counter  to zero and the l ives re-
main ing counter  to f ive l ives.

DIFFICULTY SWITCHES

The DIFFICULTY swi tches contro l
the way the spaceship f i res Set
the LEFT and RIGHT swi tches for
the method that  su i ts  you best NOTE: The longer you wait to destroy Gond

1 0

lhe more potnts you score



N FIRING SLOWS YOU DOWN.
Your soaceshio moves twice as
fast  when you aren ' t  f i r ing.  Hold
your f  i re  when you' re passing bar-
r iers or  d iv ing for  energy pods

tr  MISTS AND HARLEYS. Keep
the spaceship moving up and
down to avoid miss i les and lay
down a barrage of lasers verti-
ca l ly ,  against  the enemy's l ine of
f l ight .  A Mist  can only f i re  once,  so
you.can dodge i ts  miss i le  and then
go Tor 11

!  HELMS AND AMMOS. Try to
hit these with your starboard and
port lasers before they cross your
path Avoid getting caught be-
tween two balloons, since it is
hard to f i re  wi thout  movino in to
them.

N  KEMLUS AND ROMEDAS.
Fire hor izonta l ly  across thei r  l ine
of  f l ight .

ZONE OBSTACLES/AIDS POINTStr  STRIPED ZONE. Don' t  t rv  to
shoot everything you pass; think
main ly  of  surv iv ing Fi re at  barr iers
and Gar imes through crev ices rn
the rocks, but take care not to
crash into the rocks.  Don' t  f i re  at
Paynes. You can't destroy them,
and f i r ing s lows you down when
you need a burst of speed to pass
safe ly .

n CITY OF MYSTERY. l f  vou
want  to earn lo ts  of  points,  hold
your f i re  unt i l  the last  mrnute.  The
tr ick,  of  course,  is  to  dodge the
miss i les Gond a ims d i rect ly  at
you, so keep moving. As soon as
you enter the city, move up to
avoid the f i rs t  miss i le .  When i t
passes, move down Keep chang-
ing your  posi t ion unt i l  you run out
of  room. then f i re .


