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INSTRUCTIONS FOR PLAYING COMPUTER WAR

Turn menir, periphers! system and compiter on in
that sequesce. Insert meduie {Editor/Assembler. Mini-
Memery or Extended Basic). From Mini-Memery er
Editor/Assembler. select LGAD AND RUN eption. Type
in BSK1.GAMES. When tkis loader has lgaded the
program, a menu will be presented. Seiect COMPUTER
WAR. The jame will then starl

TRE DISPLAY

1] The scere gt the curreni game it dispiayed in the
o Ieft of the right windew. The high scere of the
current seczion is displayed in the top right of the
screen.

2| The map of the United Siaies shows the lecation o
3l the cities targeted by enemy migsiles and the
NURAD hexdquarters. Your Lask is o defend these
sies.

3] The fek of the screen shows 3 matrix and below
this is the curreni DEFCOR [detence condition). 5 is Ihe
starl of he game. 1 15 gime over wilh 3l cies and
NRORAD gestroyed.

HOW T FLAY COMPUTER WAR

1} Prais he fire button on the joysiick to starl the
pame. Do not teuch the lire butten again until it is
neCcEstary.

2) Fram e adges of th screen. enemy missiles wil
appeat. advancing lewards selecied tarpets. Move W
crass on e screen twih the joystick) until K is
immadialy aver the advancing missile. Al this poir!
preas thelire button,

3 Al thig point. the dissiay will change ' sne of tw:
H the mistite wis in the cantre of the tress. then the
display will beceme thal of 2 fighter pitet thraugh the
cackpil window. Bensath the screen are Uwes boxes
depicting current DEFLIN slatus [sn the letl), the time
watii imnacl of the eneczy missile jon the rignt] and in
the conrre 5 3 30 depiling whare the enemy missie
is tn relalienthip 1a the view frem the cackpit. Te
chase the missite. meve the joyshok lewirds the

missites ‘acation. Ts move left or righl push the
joyslick in the approprizie direction. Te meve up. pult
the jeystick back. and to dive push the joystick
forward. When the missile is in view, press lire.
Ammunition is unlinited se keep liring untii the
misgie is destroyed. When the tine until smpact
indizator reaches 10. an alarm will sound.

4) i you do not destroy the enemy missils in She
allsted Ume. you will lase 3 cily.

S} Il lhe cross was net posilicned correcitiy overa
mssite the messag: NO ENEMY MISSILES IN
INTERCE ™ | RANGE will app: 'r. The game will rewrn
10 b5 map screen. bl you will nel be given a second
chance tn knock oul that particutar missile

6) Alter ali mssiies in a wave have cither been
desttaysd or have Wil dheir targets. then the benus
screem is praseniet. At the widdic left of the scrien in
2313 matrix 15 the code you have k match. This is
achizved by movin) the while 3 1 J sguare srewnd the
screen above until § similar mix is achieved. if m
identical mix dees nel axist then patierns can bt hoill
by spinnize the squares by pressing the fire bulion.
When a0 identicl maich is found preas the fire butien
anxin and the comtuter witl mave oo the nexl tquare
in o matched. H ak matches are made. then 2 beass of
1008 peints is sdded 0 your score. jon subseguenl
malches, the bonus is increased by 1000 ponts per
timel.

71 Tha game then re-starts with urther attacks o
missikes. in increating pumber and speed

The game is ever when alt cities and KORAD ar
desireyed. Even il NI cities are ietzcl, sheukd NORAD
e desivoyed. Mhen The game is over. AS each cily 15
deskrayud, the BEFCON Iacter is mowced. Game is sver
wnen DEFCON REACKES 1.

SCORR

150 poin's per engmy missiv. 30l down.

1000 pounds for 3 fult code 3-reen cratked. IWih
subsaquen! 1000 point increases lor cach ime it i
chieved.

INSTRUCTIONS FOR RIVER RESCUE

Turn mositor. peripherat Sysiem anu compuicr oa in
that ~“squence. Ineer! medule [Ec ior/ sssemile:. Miri-
Mewery or Extanded Bisicl. From Misi-Memery rr

+ Edier ' bisaneblor. tudet LOAG AND RUN uption. Type

in BSKi GAMES. When ihis loader ha: loaded the
piogaam, 3 meru will b p:csaniod Sdaci River
Rescue. The gamwe will ther: start,

THE DISPLAY

1) Thw scoras o playe: 1 and pleyer 2 ir» dispiaye!
o the top of the screes. Hong wain tee hioh 3Core.

2! Tne numper of hyas ramaininy 1 the curredl playe;
is dizplayed 5t the batiom ol the sereen on the 'eil kid
sige tac. plaver starts with S lives. exira ves biang
awirdec ai oescmoed i the rudes scelion.

3) The mumber of reicgoes on biero ive Boat it
oiaplayed 2! the brttem of ths scraen en ihe right hand
it

A} O the Jower still Jeves: 3 tigl in i e batien right
hnd area will Lan green i you are corractly Jdigned
Wi 3 eity. 2 magenta i you are Jikely booraah.

sermietion
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HOW TO PLAY

1) The computer will agk you b salect Hrom cill
igveis 1 18 3. Press the relevar key: 1. 2 or 1 Level 3
is the mest diftieuiL

2| The computer will then ask yeu W sadect 1 1 o 2
phyer gama. Atier you have esersd | or 2. you can
begin the game jy moving the jeystick.

3| Your bost will then appear m the il of the screen
and you must use the joystick i control il Meve the

or » o steer the boat
o — to decrease of increace spaed
Prass the fire button to lire 3 missila

RULES OF RIVER RESCUE

11 The objec! of Ihe game is W navigats you way
¥ong the river. avoiding er shesting sbstacizs. picking
up refugees from ihe north Baak of the river and
dropping them it on (he south bank.

2) The river is infested with plant slectric ez o
crocedites. H you pass los close 1 an eel. your ship
will be slectrified and you will lose | passenger: i yeu
Rave ne passenjers, you will iwte the shig iting &
cracedile will tumporarily mate stesring dithcall.

3 Cotlision wih any other sbstacie wilf lese you yeur
ship. Logs may be desirayeg by shasting them. Other
obstacies. such as islands. sandbanks and while waler
st simply be aveided.

o0 heord and you will raceive 2 bonus. i the refuges 3
subsequenty kitled, mes! of the benus is deducied.

50 I you dock at 2 jetty en the seuth bink, any
Telugess yi mzy have i beard will ren ashere and
you will score peints lor rach refuges. The mors you
Rawe sboard. the higher your score per refugee. You
may carryup (09 o a lime. However the tectric ssis
in the river may make il impessible lor yeu I dock al
2 jelty lor lang. 2n¢ you may be forced i leave bheforn
olf-lmading all ysur pastangers.

61 ¥ you dock and let 9 refugees off ol one go. you will
receive a 1pecial bonus ind an axira like

T Te continue up the river alter decking, meve the
joystick a siner the ship away irem Ui jetty.

B You will gain an extrq fife after you have carried 10
nelugees 4 satety and amither alter you have rescomd
o

9§ Periedically. an enemy helicopter will fly everhead
and drep mines into the water ahead of yeiL You mus!
shest 3 gath through thess te svoid being Diewn up.

104 in addition, one ol the warring armies has sent )
tankt b parel the nerth bank of the river. i yeu travel
e slowiy and dllew it b evertakie you, N will hew

you oul ol the water. You cannet shost it - yeur ey

dalonca Mainsi the 1ank is i selrun i

INSTRUCTIONS FOR PLAYING SUBMARINE COMMANDER

Torn menitor. peripheral sysiem snd computer aa in
that sequence. lxsert modle {Loier / Azsemiver, Minl-
Memory or Exterded Basic) From Editer/ Assambler or
Mini-Mamery. seact LDAD AND RUN. Type i
OSKL.GAMES. A menu wifl be presaning. Select
Ssbmarine Commander. Tha geme witl then aad &
st

THE CONTROLS
Ure the fallowing te control yeur submarine:

JOYSTICK reomenat

10 SURFACE Pl v jeysick Mwards your
this pushes the sulmarines

netawy.
10 DIVE Push the jeystick away irem
yoe: the ness gess dewn.

AUDDER CONTROL  Pull the jeystick tnthe left or
righl. Uss in conjunction with
the compass sulting. (Sae
ingtrement panel).

KEYBOARD
10 SURFACE LR

T0 DiVE Prass | 1X)

RUDDER CONTROL  Pross «— (S} ie meve laft and
press — |0} e move right.

Press FORWARD {6) or
reverss {7] b changs
diraction and spaed.

Preas CRASH DIVE [4] or BLOW BALLAST (5) o

MRECTION

Press SPCE 8AR w hall the game. Press i again i
canlinwe. .

[l

Prass ABORT [1] 1o terminate yaur mission.
HOW 10 PLAY
1] Afiar the tithe, the compirier atks ym to chense 3§

shill lovet (1-3). Press the space bar kr the number
you wanl. Press START [2] when you e resdy,

v
2] Tha mup in the centrs of the screen thows your
positien {back cressi and these of the imemy convey:
{wiite duiti. The object is 1o track dewn the conveys
and sink 3 the ships. The enemy is cunpesed of te
Tellowing.

S -

Destroyer
Tonker

Frerghter

You score ionnsge poinis Jor sinking ships, with men
points for tankers and Ireighters, and less for
destroeyers. The enemy ships are armed with shells
and dephh charges and can causs you heavy damage if
they detect you they may allack or take avasiva aclin
18 Iry ie 038 you.

To aftack your target. ysu have Ihe lolowing
squipment:

MAP Press MAP 9] to establish
your pasition raistive ia lasd
atv) conweyd 3 sny time,

SONAR Press SONAR (o] ler 2 pictsre
ol the 83 amund you: ships
within rsnge shew up as
‘Mlipe’ om tin screen.

Press PERISCOPE (= when
you arg M 3 dupth of tess
than 40 leat and you will gt
2 view of any ship within

PERISCOPE

TORPEOOES When yet: e ot & depth of
fess tham 30 lael. prazs Hw
trigger on the jeystick or
FIAE (8] te reisate 2 torpese.
Aim il shead of the target

ship.
INSTRUMENT PANEL

The diagram belew explaing the pesiton and hunction

lorpedots,
fuel. 3ir ind batiery churge. {See skil tevel fer datais)
You musi be careful nel 1o rum eut of sy of Bese. Your
speed is sat at ol. and yeu have 9 przs either
FORWART /8] ar REVERSE (7] ' start meving. in debil,
the contraiz are 22 fellews:

I
. N, | ezt
sfEii) e

[0 o 1 4| X .
£=—=1IN 158
I ik alfar | N

ATTITUDE. Mave tee jovstick te the lell or right
W u1h e JrTEw eyt b Change cawrsa.
COMPASS. The compas: reading detar et the
LOurse you tieer.

CLOCK. This timex how lony mizsion lat
TORPEOGES. The twa Cigits o0 e feft o the dist
e o usbnr of 10 Dot rusiieny. Nexd o
Ihese s the iorpede shivs indicalers. Thess can
be any o the [sllewing oleers:

8 Ligh biue [cyani priming

bl Dark blue - toading

Ic] Red- Anady to lirs

14 Yellow - hube eut of sction

FUEL SUPPLY

BATTENY CHARGE reading. Te ra-charge you
have o surface

B SPEER. When the submarine is in the blee foyam
e the sutmanne 13 meving lerward. When £
iz 1A the graen area Ihe aftriude diat cautes the
compaz snd tepth disls b0 mave i the ippesite

= B 3

nm

dhrachion.

[ ] SOMANSCREEN. Shaws the snasry shigs 23
white Mips. Your pesivien is t black tress in
e CORre wiich remaies SHIlC. Whan 0 enaemy
ahig iscorrecily lmad wi hn “blig’ will ppesr
dicectly abeve the crest or M some paist
betwres it and Whe vdge el the senar screm.

} HYOROPHONE CHART. This iz the lengeal range
dial anihe screan. The »earer 3 thip is o your
Sebadiing. the cieser e relevant paak 13 by the
ol ol he dial.

K TONMAGE SUNK. The aneust recarted & ia
theuzaeds of s

L The chwrt shews the GEPTH SELOW THE XEEL
Be carthel nal te crash min the seabed.

L] DAMAGE INDICATORS. [haze shew damige 2 3
STRIE INGING Hm eApty ine damege) e el
{severt damage] i
C=contrls. |-ingtrumerts, H-tl, € -Ecphnex. i
your dimage rating 5 raf los high. yeu may
CHTY W withoul waiting lor repairs. but beware
of uaerpecied mattuictens, (Your swbmaine is
catrint wil mivs raputir o We sucfacel ¥ your
hall danage becomes svars. it may crack with
3 waley grve awaiting yeul

N AIR SUPPLY. Can be reswwed by surfacieg.
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SKiLL LEVELS

The higher the skilt level. the more chatienging bhe
game becomes You will in ysur encousiiers with the
enemy. have b attack and destroy mare corveys with
less fuel. charge and torpedos

TACTICS

You censtantly need lo assess Ihe pros and cons of
moving on ihe surface or uncerwater Runming on the
surlace 15 quicker. but il you gel too close & an enemy
convay on the surtace. you will be seen and atiacked
by the escorting warships Tr warn you 2 bell sumdgs
5 you approath Lhe enemy s range of vision sn the
surlace

Your graates! idvamage over the enemy is yeur ahility
10 iravei underwaler. However. this doss ust up »ir and
batteries. and yau can still bt delecied i yau lire 2
lorpedy

As your initial working lactics. lry appreaching an
EnEmy Convey on the surlace using he map mede
IMAP-8 As yeu draw near. dive and lecate e Ships
with yeu $8n21 SONARI-e} 303 hydrephene chari. Then
come up 10 3 tepth of about 25 leet and prass
PERISCOPE | (tor 2 view of Ihe surlace. Aim your
tubmarine 3 fe larget. and press ihe irigger an the
joystick or FIRLIBI v refease a torpeto. 2immg it ahesd
ol the Shp. Wit are recorded on the “lonnage sunk
charl jon the right I yeu are under heavy Mlack irem
the surlace shps. and wish b lose them. dive deep
0 wail umbil ihe attack 15 over

END OF GANE
The game ends when any ol ihe loliowing sccurs

ia] Al eneiry convoys are sunk

Ibf Al exygen s used

ic] AN luel and charge IS ussd

idj There is savere damage 1 the hull

I'he game can 1150 be terminated by pressing
ABORT{1). You still recaive a raling o ysur sbilties as
¥ Submarine Commandar

RATING

Al the end ol kach game you receive 2 raling {score|.
with paims awarded ber Mnasge sunk and. the wibimale
achieverment of 2 Submariae Commanter. elimination of
3! conveys. Peints are deducled lor luel and torpedoss
used ang damage susianer

Summary of {acters aliecling your ratiag

Points are awarded for-
|3l Tonnige sunk
ibt Simicing 2 conveys prepertional  ihe skill level

Poents are deducted for:
{al Fuel ssed

b} Torpedoes uted

il Lamape wewrred
i Being desiroyed
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BLOW
BALLAST




