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| OPERATION KEYS AND GAME DISPLAY

BATTERIES

GRANDSTAND recommend the use
of 4 DURACELL MN1400 batteries
{not included) to give longer battery
life in this game.

ASTRO WARS can be operated from
the mains with a GRANDSTAND
Universal Mains Adaptor (not includ-
ed). Set polarity switch to negative -
polarity.

Game will not operate properly if
batteries are weak. . .
If game malfunctions or display is
erratic, check or replace batteries.

Always be sure game is turned off
to avoid battery drain and remove
batteries when game is not in use

for long periods.
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Power Switch
To play, set switch to "ON"’ position. Be sure to turn the switch to
“OFF” when play is finished to save battery life.
Skill Level Select Button
The Skill Level Select Button is used at the beginning of a game to
set the desired skill level. There are four different skill levels from
which to choose.
Skill Level 1" — Alien fighters attack one at a time.
Skill Level "2’ — Alien fighters attack one at a time but
combat speed is faster.
Skill Level '3 — Alien fighters attack two at a time.
Skill Level “'4"" — Alien fighters attack two at a time but
combat speed is faster.
When game is switched on, skill level is automatically set to Level
“1” and 1" is displayed at top of Game Display. To change skill
level, press Skill Level Select Button until desired skill level number
is shown at top of Game Display.
Start Button
To begin combat action, press the Start Button. The aliens will begin
their computer-controlled attack. Action continues until an earth ship
has been hit. You have 5 earth ships and, thus, 5 chances to launch
a counterattack. The number of earth ships left is shown each
time directly after an earth ship has been hit.
After each game press this button to start a new game. [f a different
skill level is requested, press Skill Level Select Button first.



Joy Stick
The Joy Stick is used to control your earth ship’s firing path and to
protect your earth ship from the aliens’ attacks. Move the Joy Stick
to right or left for desired positioning.

Fire Button
To counterattack, press the Fire Button. You may continue to fire
until your earth ship has been hit.

Note: Each time you fire, you must wait for the missile to hit an alien
or disappear from the game display before firing again. It is
not necessary to press hard.

1. Turn Power Switch to "ON’" position. You will hear an electronic
sound and you will see the enemy squadron fighters in motion on the
Game Display. However, game action does not begin until the Start
Button has been pressed.

2. Set game to desired level of difficulty —skill level **1", 2", “3", or
“4" — by pressing Skill Level Select Button. Check number at top of
Game Display to be sure game is set at desired level. Skill level can
not be changed until new game is started.

3. Press Start Button to begin “'phase one’” combat action. You will see
a "'5” on the Game Display. This means you have 5 earth ships and,
thus, 5 chances to launch your counterattack.

4. The aliens now begin their attack. You fight back by manoeuvering
your earth ship to right or left with the Joy Stick and by pressing the
Fire Button.

5. When your earth ship has been hit by an alien, you will hear an elec-
tronic sound. You have lost an earth ship. The number of earth ships
you have left is shown at the top of the Game Display.

6. You may continue to play — through “phase one’’, ‘phase two'’, “'phase
three’, the “"phase four’'docking manoeuvre and even play again-until
your last earth ship has been lost.

7. When you have lost all 5 of your earth ships, you have no more
chances to counterattack and the game is over. If you are a begin-
ning player, this may happen in “‘phase one’’ or “‘phase two"".

8. When the game is over, your total score is shown at the top of the
Game Display. If you are very skillful, you can score up to 10,000
points and hear a special electronic victory tune.

This is a precision electronic instrument and it should not be abused.
Please move the Joy Stick gently. Do not press hard on the Fire Button.
It will not operate any faster and will avoid damage. Do not leave in the
sun or allow it to get wet.




Phase One

Enemy Command Ships
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ers, worth 40 or 50 points when
hit, you will hear an electronic
sound and “‘phase twoQ’’ action
will begin.
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Phase Two
In “phase two’’, another squad-
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Phase Three

The three enemy command ships
B 1K are now vulnerable and each is
worth 100 points when hit. They
begin to move to right or left and
release a barrage of missiles. If
you hit all three, you will hear an
electronic sound and the score-
. board will give you a "GOOD"
rating. You may now go on the
“phase four''-the docking ma-
' noeuvre,
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Phase Four-Bonus Game

To increase your score, you are now challenged to complete a dif-
ficult docking manoeuvre. The faster you succeed, the more points
you will add to your overall score.

In “phase four”, your earth ship automatically launches a space
shuttle. When the shuttle starts its descent, the countdown begins
from 1,000 and your earth ship begins to move back and forth auto-
matically. You must now achieve docking by manipulating the Joy
Stick to manoeuvre the space shuttle into docking position. If you are
off course for docking, press the Fire Button to send the shuttle back
up into space and try again. But remember, you're working against

time.
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Earth Ship moves back and forth automatically.
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