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UNAUTHORIZED REPRODUCTION OF THIS GAME IN ANY FORM IS 
SPECIFICALLY PROHIBITED. WE CONSIDER ANY VIOLATION OF THIS RE­
QUEST DETRIMENTAL TO OUR LEGAL RIGHT TO EXIST IN A COMPETITIVE 
BUSINESS ENVIRONMENT. 

microcomputer games" 
A Division of The Avalon Hill Game Company 
Baltimore, Maryland • Printed in USA 

©1984 The Avalon Hill Game Company 
All Rights Reserved 

Computer Program and Audio Visual Display Copyrighted 

Y-5565 6/84 4745301 

m 
till! 

16 

■Quasi of tfia 
Spsaa Easgls 

JUPITER MISSION 1999: Part II 

The Quest of the Space Beagle is a real-time simulation of a 
science fiction space fantasy adventure. You are the main 
character in the continuation of the epic adventure, Jupiter Mis­
sion 1999. Prior ownership of Jupiter Mission 1999 is not necessary 
to play The Quest of the Space Beagle, but is recommended. 
Jupiter Mission 1999 is available from Avalon Hill's Microcomputer 
Games Inc.; consult current Parts Price Catalog. 

In The Quest of the Space Beagle, you begin lost in an 
unknown galaxy many light years from your home planet, Earth. 
Your ultimate goal is to find your way back to your distant home. 
The path will prove to be arduous, providing many exciting 
challenges. 

Your first mission is to pilot a fleet of robot fighter ships against 
the battle fleet of a warlike species threatening your hosts' planet. 
With a bit of skill and some luck you should be able to vanquish the 
aliens and conquer their home world. You will then be expected to 
undergo "The Rite of the Emperor" in the mysterious and deadly 
Labyrinths of Kamerra. If you survive the perilous ritual, you will face 
the most difficult challenge of all: to explore the known universe 
(with authentic navigational star maps and a powerful alien hyper-
drive) in quest of the tiny planet Earth. 
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JUPITER MISSION 1999: Part II 

LOADING INSTRUCTIONS 

1. Ensure BASIC is up on your computer. In some Atari systems you 
will have to insert the Atari BASIC Language Cartridge. In other 
Atari computers the BASIC Language is built into the system. 
NOTE: on some Atari XL computers you will have to first load the 
TRANSLATOR disk. 

2. Plug the joystick controller into the number one computer con­
troller port. 

3. Turn on your disk drive. When the drive "busy light" goes out, in­
sert game disk #1 into the drive and close the drive door. 

4. Turn on your computer. The program will automatically load and 
begin. 

NOTE 1 : Ensure that you do not write-protect the game diskettes. 

NOTE 2: Some unusual techniques were used to create the graphic 
effects in The Quest of the Space Beagle. One effect employs 
alternating graphics screens every 60th second, which con­
siderably extends the graphics capabilit ies of the Atari computer. 
A side effect of this technique is a flicker. This is normal, and within 
a few moments you should be able to ignore this side effect. 
Everything possible was done to minimize this flicker by using only 
those low intensity colors that offer the sharpest resolution. 

The Quest of the Space Beagle pushes your video display to its 
limits. Top quality televisions and video monitors are up to this 
challenge, but poor quality televisions may lose a bit of picture 
quality. It is imperative that your color is correctly adjusted if you 
are to enjoy the full spectrum of high resolution colors. Therefore, 
please adjust your set either before or during the initial stages of 
play. Turning out all the lights in the room will also improve picture 
quality. 



PLAYING THE GAME 
The quest begins with the introduction graphics and theme 

music. At this point you must decide whether you want to play a 
new game or restore a previously saved game. A new game can 
begin with the introduction text or you may choose to skip directly 
to game play. 

NOTE: When reading the introduction text the joystick may be used to 
control the speed thetextscrolls(forward =fast; backward = slow). 

In order to shorten the loading time, the screen has been turned 
off during disk loading. Although the screen is black, the program is 
loading (as your speaker will indicate). Should a problem in loading 
develop you will begiven instructions. 

If you follow all of the directions provided you will encounter no 
problem in playing the game. But please-READ THE DIRECTIONS!! 

IMPORTANT: Save your game frequently to prevent an undue 
amount of repetitive play. 

SAVING A GAME 
Should you decide to save the game, press the ESCAPE key 

and follow the instructions on the screen. The game will be given a 
Saved Game Number. The points at which each program can be 
saved is as follows: * 

SPACE BATTLE program: this game can be saved from the Scanner 
Map Display just prior to assuming control of any robot fighter. 

LABYRINTHS of KAMERRA program: this game can be saved at any 
time except after the exit chamber has been reached. At this point 
you can quickly enter the Exploration Section and save the game 
from there. 

EXPLORATION program: this game can be saved from the Naviga­
tional Map Display. 

Up to four games can be saved at any time. If four games have 
previously been saved, then you will be given the option to erase 
one of the old saved games and sdve the present one. 
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GAME PROGRAMS 

Robot Fighter Gentuzian Fighter 

SPACE BATTLE  
The object of the Space Battle is explained in the introduction 

text on the screen. You have 10 robot fighters with which to destroy 
40 Gentuzian vessels and capture the alien planet. 

SCANNER MAP DISPLAY: depicts space immediately around the 
home world of the Gentuza. Scanners will plot the position of the 
Space Beagle and the robot fighters, as well as the positions of the 
enemy ships. 

FIGHTER CONTROL: you will take control of your robot fights one at a 
time and attack the Gentuzian vessels. They will be trying to destroy 
the robot fighter. Use the joystick to control the movement of the 
robot fighter and the "fire" button to fire the lasers. A single press 
will fire a burst from each of the robot fighter's twin front-mounted 
lasers. Holding the "fire" button down will fire a succession of rapid 
shots. Beware of overheating your cannon, however! 

Space Battle Display 

SCREEN LAYOUT: the screen depicts the view from your robot 
fighter's cockpit. The centermost rectangle delineates the area in 
which the energy bursts from your cannon are most likely to impact 
on enemy units. 

MARK: indicates the course heading (in degrees) relative to the 
home planet of the Gentuza (000,000). Once all Gentuzian war­
ships are destroyed you must navigate to the Gentuzian home 
world and capture it. 
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