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ALIEN RAIDERS

A fast-paced, skill and action game that challenges you to do
battle with attacking Alien Raiders from deep space. The Raiders
move horizontally across the screen from right to left towards
your landing areaq. Your only protection against the Raiders is your
deadly firing beam that travels vertically up and down the screen
and fires horizontally to the right. Hit as many of the Raiders as you
can with the beam. Zap them at close range or from afar. You can
hit them at any distance by adjusting the length of the beam with
the console control knob. Turn the knob clockwise to lengthen the
beam; turn the knob counter-clockwise to shorten the beam.
Every time you hit a Raider you score points. Hit as many Raiders as
you can to try for the highest score. Every time you hit a Raider,
another Raider appears on the screen, so the battle is constant.
The game ends only if a Raider lands in your landing area or if you
run out of the fuel allotted to you. Have fun!

OBJECT OF THE GAME:

Hit the most Alien Raiders to score the highest.

HOW TO PLAY THE GAME:

1. Side ON/OFF switch to "ON" position. A 1" will appear both
under the Game label on the screen and under the Skill Level
label on the screen.

2. Select the game you wish to play by pressing the GAME but-
ton. Choose either "1” for Game 1 or 2" for Game 2. The GAME
button controls two important game elements discussed in
points A. and B.

A.The number of Raiders that attack you:

In Game 1, you will be attacked by a series of 4 Raiders at a
time. . .3 slow ones and 1 fast one. Each Raider you hit with
your firing beam scores 3 points for you.

In Game 2, you will be attacked initially by a series of 4
Raiders. . .3 slow ones and 1 fast one. As the game pro-
gresses, the series of 4 Raiders will increase to 5 Raiders and
then to 6 Raiders. Slow attackers will also transform info
faster attackers as game progresses. Play becomes more
difficult. Raiders are worth 3 points when hit, as the play
continues some of these Raiders are worth 4 points when
hit. . .you cannot distinguish which Raiders are worth more
when playing the game. IMPORTANT it is possible during an
attack, a fast Raider will overtake a slow Raider and fravel
with it. . .they will appear on the screen as one square. If you
hit this double Raider, you will get double their point value.
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B. How much fuel is allotted to you. Each time you fire the
beam a quantity of fuel is used up. . .one of the ways the
game can end is when the fuel is all used up.

In Game 1, you begin the game with 150 units of fuel. If
youre a good shot and can hit many of the Raiders,
however, you can replenish your fuel supply with Bonus Fuel
Units. . .for after every 8th Raider is hit, you are awarded 120
Bonus Fuel Units.

In Game 2, you begin the game with 75 units of fuel. After
every 8th Raider is hit, however you are awarded 60 Bonus
Fuel Units. IMPORTANT, no player at any time can
accumulate more than 255 units of fuell PLEASE NOTE: you'll
know when you received Bonus Fuel Units by a high-pitch
beep sound as you hit a Raider. This sound is slightly different
than the regular sound that accompanies a hit on a Raider.

3. Select the Skill Level you wish by pressing SKILL button. Choose
either 1" for Skill Level 1 or 2" for Skill Level 2. The Skill Level con-
trols how fast the Raiders approach you. A Raider moves one
square at a time from right to left towards your landing area
which you protect with your fiing beam. Choose a slow
approach of the series of Raiders in Skill Level 1; or choose a
fast approach of the series of Raiders in Skill Level 2.

4. Press GO button to start the game action. On the screen will
appear one square of your firing beam which moves up and
down very quickly in the left-most side of the screen. This
moving square is an indicator only of where your firing beam is.
The firing beam, itself, does not appear on the screen until the
FIRE button is pressed. The 4 attacking Raiders also appear on
the screen and move towards your landing area proceeding
from the right-most part of the screen tfowards the left-most

_ part of the screen. Each Raider appears on the screen as a
single black square, shown as B

5. HOW TO USE THE CONTROL KNOB: the control knob af the
bottom of the console controls the length of your firing beam.
Turn the knob clockwise to lengthen the beam; turn the knob
counter-clockwise to shorten the beam. The beam is only
displayed on the screen when you press the FIRE button.

6. FIRE BUTTON. When you press any one of the three arrows on
the FIRE button, the firing beam will appear on the screen
accompanied by a distinctive firing sound! IMPORTANT: be
sure to only press the part of the FIRE button labeled with an
arrow and the word “FIRE”. Once the beam is displayed (it
appears on the screen as a line of small, black squares), you
will see if it is too long or oo short to hit an attacking Raider. To
adjust the beam to the proper length for a hit, adjust the con-
trol knob clockwise or counter-clockwise. PLEASE NOTE: every
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FIGURE 4.
A Miss!
Firing beam is too short.
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Firing Beam
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8. Hitting a Raider can be difficult because your firing beam =
constantly moving up and down. You have NO control over
how fast or how slow your firing beam will travel up and down
the screen.

9. HOLDING DOWN THE FIRE BUTTON: during play, if you choose
to hold down the FIRE button for prolonged periods o zac
Raiders as they approach you, you risk using up large guar
tities of fuel. . .in addition, your beam still continues to move
quickly up and down the screen. HOWEVER, if you hold cown
the FIRE button so the beam is located in the top or boT o
rows of the screen, your beam will stay in these rows ana no*
move from them until you release the FIRE button. This sfrat=g.
could be effective if there are many Raiders in the fop anc
pottom rows for they would be easy to hit. Of course. you =3
risk using up large quantities of fuel by holding down the ==&
button. You must decide what strategy is most effectve “or

you!

10. SCORING: as soon as you hit a Raider, the compuar wi
record its point value and add to that total all succesdng
point values from hits. The total point value appears only o =&
end of the game (see Rule 12, for details). The number of porrs
you score depends upon which game you are playng
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Game 1. 3 points per Raider hit
Game 2. certain Raiders are worth 3 points when hit,
other Raiders are worth 4 points when hit.

1. Hit as many Raiders as you can to get the highest score and
the most points before the game is over.

12. WHEN IS THE GAME OVER? The game is over under two
circumstances:

A.when an attacking Raider lands. . .this means the Raider
moves info the left-most column of the screen.

B. Or if you run out of fuel. When you run out of fuel, your firing
beam disappears and all the Raiders on the screen rush
towards your landing area very quickly.

In either case, the screen will clear and your score will flash on
automatically in the upper right hand corner of the screen
when the game is over. Your score, remember, is the total of all
the point values of all the hits you made in the game.

HOW TO WIN THE GAME:

Remember, you're trying for the highest score. When playing by
yourself, keep track of your score each time you play and try to
petter that point value with each game. Or play against an oppo-
nent, each of you playing a full game and each of you trying for
the highest score.

GAME PLAY STRATEGY:

Try to avoid firing at long distance targets early on in the game
since it uses up so much fuel. Wait until you receive Bonus Fuel units
pefore taking those long shots.

HOW TO START A NEW GAME:

To start a new game, just press GO button and reselect GAME and
SKILL level options. . .then press GO button to begin game action.

=1981 by Milton Bradley Co. under Berne & Universal Copyright
Conventions. Made in U.S.A.
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90 DAY LIMITED WARRANTY ON MICROVISION
GAME CARTRIDGE
Bectronic gome cariridge s wamanfiec by Miton Sodiey Compomy o
the original purchaser fior ¢ pesiod of 90 doys o e ool ouIThess
date under normal use and senvice OgOr's' OEfieCive WORMOTSTE ome
materials.

MWBMIMWWMMW|M
accident or unrecsonobie use NEgIECT. MSSE. TOUSS MIITCET SNCe
or other causes not arsing ouft OF CEfECTS I WOITMOINSMIE O TICHSNOE:

Milton &udey!ﬂmdhemmw.m\mmmmm—
mdgeammqmm—hﬂlw,mmm
incurred by the purchoser Some siofes dio moit cliow fhe SsCiusion or
limitation of Incidental or comsequenial Jomages. 3¢ e anowe Imitaior
orexckmnnyldmhm

During the wamanty pesiod, i fiouma mmmm CIHCTTICITEED
or materials, elechonic gome corfiidpe. will sitver be r=poed or

redoced“howwmwmmwm
Bradley's’ m)ﬂmmmmwmummmm

-the evmmmmmmwuwmw
on the replacement will be confimuec fior 30 doys: Ilfhen sEmding Dok
gameommbembmmmmw

This warranty gives ymmaui:Wlwwwmmmm‘m
rights which vary from siiofie fio simie:

M_“_'

period of one mmmmmmmmmmw
or replace it with a recondiionec siechomic gome o

dition that you refumn your prodiec shigmi
below along wiih Mdmwmmmm«mm
in the amount of §7.50 per cormage: Wikor e snall Mo 2e aoigresc
to perform this service i elecTonc gome comcps TOE DEET OOuSSE.
misused. impropesrly semiced or domoped cue o oo e
sending back game cariidige. e sue %D oy rEsturm e Comsie:
IMPORTANT —Before refuming Siecihonc gorme Cormoges Tor wSEmon. we
recommend that you fest wour comsnie witn fresn, sTomp ootenes. Twem
new batteries moy be defleciive or weok amd iow DotEn oower s o
frequent couse of unsoiisfociony opesion

e

REMOVE THE u—m-mn-——

It your electronic game camage does Tor wom. W  ame amy
other game carfridges thor ao nor won. 3e swe © TsT WwT Te
electronic console wilh he ”-“

or cartridges in fheir pociing amo m er M
making mbmnwmwm unrmm

the batteries widh Iremnbwﬂlbmmw ar Cormoges.
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