90 DAY LIMITED WARRANTY
ON MICROVISION GAME CARTRIDGE

The electronic game cartridge is warranted by Milton Bradley Company to
the original purchaser for a period of 90 days from the original purchase
date—under normal use and service against defective workmanship and
materials.

This warranty is void if the electronic game cartridge has been damaged
by accident or unreasonable use, neglect, misuse, abuse, improper
service or other causes not arising out of defects in workmanship or
materials.

Milton Bradley Company shall not be liable for loss of use of the electronic
game cartridge or other incidental or consequential costs, expenses or
damages incurred by the purchaser. Some states do not allow the exclu-
sion or limitation of incidental or consequential damages, so the above

limitation or exclusion may not apply to you.
During the warranty period, the electronic game cartridge, if found to be
defective due to workmanship or materials, will either be repaired or re- ™

placed with a reconditioned game cartridge of an equivalent quality (at
Milton Bradley’s option) without charge to the purchaser when returned, BY MILTON BRADLEY
shipping prepaid to Milton Bradley Company with proof of purchase date
to the address listed below. In the event that the electronic game cartridge
is replaced, the replacement will be continued on the original warranty or
for 30 days, whichever is longer.

This warranty gives you specific legal rights and you may also have other
rights which vary from state to state.

After the 90 day warranty period has elapsed, for a period of up to one
year from the date of purchase, Milton Bradley will, at its option, repair or
replace with a reconditioned game cartridge, when the game cartridge is
returned with your check or money order in the amount of $5.00, shipped
prepaid with proof of purchase date to the address listed below. Milton
Bradley shall not be obligated to perform this service if the game cartridge
has been abused, misused or sustained other damage not arising out of
defects in workmanship or materials.

Important—Before returning the electronic console and game cartridge
for repair, we recommend that you test your console with fresh, strong bat-
teries. Even new batteries may be defective or weak and low battery
power is a frequent cause of unsatisfactory operation.

MAILING INSTRUCTIONS
PLEASE READ CAREFULLY

If your game does not work, return both the console and the cartridge. If
you have several game cartridges, return the console and only the car-
tridges that do not work.

If the original packaging is available, repack the console and cartridge in
end caps and box. If the original packaging is not available, wrap care-
fully, making sure to surround the console and cartridge with adequate
padding. (Do not send the batteries with the console.) Mail to:

Milton Bradley Company
Attn: Electronic Quality Control

Building 104, Lincoln Street/Federal Square ELECTRONICS

Springfield, MA 01105 _/\N_/\/\/\_
SRS ), GAME BOOKLET




SEA DUEL

Unique strategy game that pits a destroyer against a submarine in
an intriguing naval battle of wits. Play solo. . .just you versus the
computer; or challenge another player to an exciting match.
Maneuver your vessel into a firing position and aftack your oppo-
nent with a volley of depth charges or torpedoes. Hits score points.
Six points wins the game.

Sea Duel is a thought-provoking, tactical thriller with unique screen
action called Multiple Simultaneous Movement. it's a unique
feature that allows you and your opponent to program your moving
and firing actions at separate times yet it displays the actual battle
action taking place at the same time. With such movement, there is
absolutely no advantage in playing first or second. So let the battle
begin and fire away!

OBJECT OF THE GAME:

Out-maneuver another player or the computer by being the first
player to score 6 or more hits against another vessel.

HOW TO PLAY THE GAME:

1. Slide ON/OFF switch to “ON" position. Listen to a few bars of
the song “Anchors Away” and see a computer graphic of the
American flag appear on the screen.

2. Press the GAME button to select a certain style of play: you
against another player; or you against the computer. Each time
you press the GAME button you will see the following symbols
appear on the screen under the labels “SHIP” and “SUB”. . .the
symbol representing a PLAYER looks like a stick figure, shown
here it ; the symbol representing the COMPUTER looks like this [
The placement of these symbols under the “SHIP” and ““SUB”
labels determines the style of play. For example:

SHIP SUB Twe player symbols mean you match wits
——— ——— against another player. You each choose a

vessel to move and fire. In a two-player
ﬁ H game, whoever chooses the destroyer plays
first.

A computer symbol under the ship and a

w % player symbol under the sub mean the com-

puter moves and fires the destroyer and you

E F\ move and fire the submarine. In this style of
play, you (the sub) play first.

SHIP SUBR A player symbol under the ship and a com-

——= ——— puter symbol under the sub mean you move

and fire the destroyer and the computer

ﬁ E moves and fires the submarine. In this style of
play, you (the destroyer) play first.

3. Now select the Skill Level by pressing the SKILL/SCORE button._
Choose either 12 or 18. . .which means either 12 units of
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ammunition and 12 units of fuel or 18 units of ammunition and
18 units of fuel. A unit of ammunition is used if you fire once; a
unit of fuel is used if you move one square on the screen. The
more difficult Skill Level is 12. IMPORTANT, once you run out of
fuel or ammunition (screen displays a 0 under either ““FUEL"” or
“AMMO™), you can no longer move and fire respectively. In a
two-player game, the amount of fuel and ammunition is the
same for both players and should be decided upon before play
begins. When you play against the computer, your fuel and
ammunition supply is limited to either 12 or 18 units. . .the
computer, however, has an unlimited supply. IMPORTANT, if
you forget to select a Skill Level, the easier 18 unit level is
automatically set by the unit.

4. Press the GO button. The destroyer and the submarine appear
on the screen. The destroyer is composed of 3 squares and
looks like this mmm ; the submarine is composed of one square
and looks like this m .

5. Notice the Player Indicator at the top of the screen. In a two-
player game, it moves from the “SHIP” label to the “SUB” label
and back again to designate whose turn it is to move and fire. If
you are playing against the computer, the Player Indicator only
appears under your vessel label not the computer’s.

6. Notice the Move/Fire indicator on the left side of the screen.
Each player’s {or the computer’s) turn is composed of TWO
distinct segments of moving and firing. In a two-player game,
the Move/Fire Indicator moves from the “1st’ label to the
”“2nd” label and back again to designate which part of the seg-
ment you or your opponent are programming in. If you are
playing against the computer, the Move/Fire Indicator only
appears when you are programming in. . .it will not appear
when the computer is entering its moving ond firing patterns.

HOW TO PROGRAM MOVING
AND FIRING ACTION

On each turn. . .you, another player or the computer may program
TWO distinct segments of moving and firing action for your vessel.
Here’s how you do it:

Look at the “Move” panel on the keyboard. Notice the 4 directions
indicated by the 4 arrows. When you press one of these arrow but-
tons, you’ll propel your vessel one square on the screen in the
direction the arrow indicates. Remember, one square moved on the
screen uses up 1 unit of fuel, so every move you make must be
well-planned. IMPORTANT, if you press either the east arrow wp
or the west arrow 4a , the destroyer will appear and move horizon-
tally on the screen; if you press either the north arrow 4  or the

south arrow & , the destroyer will appear and move vertically on

the screen. Look at the “Fire’” panel on the keyboard. Notice the 4
directions indicated by the 4 arrows. When you press one of these
arrow buttons, you’ll fire 1 depth charge (if you're the destroyer) or
1 torpedo (if you're the submarine) in the direction the arrow
indicates. Remember, every time you fire, you use up 1 unit of
ammunition. . .so think before you shoot.
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Now it's time to show you the sequence of moving and firing in the
TWO segments. Take a look:
1st Segment  Press one move direction button 4 =-» ¥ -
Press the same or another move direction button
LA B
Press one fire directionbutton % = § ¢m
Press the same or another fire direction button
Tt 3 @
Now press GO button to move into the 2nd Segment
2nd Segment  Press one move direction button ¢ = § €=
Press the same or another move direction button
T w 3 @
Press one fire direction button ¢ = § ¢
Press the same or another fire direction button
tn 3 @
Now press GO button to either start the Battle
Action or to set up your opponent for his or her turn
at programming.

IMPORTANT, ON YOUR TURN, YOU MAY DO ALL OF THE ABOVE
MOVE AND FIRE DIRECTIONS IN THE ORDER SHOWN, PART OF
THE ABOVE MOVE AND FIRE DIRECTIONS IN THE ORDER SHOWN
OR NONE OF THE ABOVE MOVE AND FIRE DIRECTIONS DEPEND-
ING ON YOUR GAME STRATEGY.

PLEASE NOTE, the GO button must always be pressed after the 1st
Segment in order for you to move into the 2nd Segment. VERY
IMPORTANT, in order for your turn to be completed, you must pro-
gram ALL OR PART OF THE 2ND SEGMENT. . .OR NONE OF THE
2ND SEGMENT AT ALL. To program NONE of the 2nd Segment, just
press GO button (your vessel will not move and not fire, in this
case).

Why not try some practice programming at this point. If you have
followed carefully Rules 1. to 6., the unit should now be ready to
program.

Be sure to watch the screen to see the movement and firing action
of whatever vessel you're programming. This Instant Display
teature is invaluable, for if you see an action you do not wish to
occur, just press the CLEAR button, erase that entry and begin to pro-
gram the entire 1st Segment again with no penalty of wasted fuel
or ammunition.

Here’s your first practice program:
Press # move bution
Then press = move button
Then press 4 fire button
Then press wp fire button
The 1st Segment of programming is completed
Now press GO (Move/Fire Indicator moves
to ”“2nd” on screen)
Now press § move button
Then press 4@ move button
Then press & fire button
Then press 4 fire button
The 2nd Segment of programming is completed.
Your turn is over.
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Here’s another. Press CLEAR button during this practice ses-
sion to start anew:

Press 4m move button
Press 4m fire button
The 1st Segment of programming is completed

Now press GO (Move/Fire Indicator moves

to “’2nd”’ on screen)

Now press mp move button

Then press mp fire button

The 2nd Segment of programming is completed

Your turn is now over,
Press CLEAR button just to delete above moves. Here’s another prac-
tice program. Do the following when you want to remain in the
same position and not fire:

Do not program in any move or fire directions. Just press GO
button. Move/Fire Indicator moves to 2nd Segment. Even
though your vesse!l did not move or fire, the 1st Segment is com-
pleted. Now if you want to stay in the same position and NOT
fire again, press GO button again-and the following happens:
In a fwo-player game, your 2nd Segment is completed. The
Move/Fire Indicator moves back to the 1st Segment. Hand
over the unit to your opponent for his or her first programm-
ing attempt.
In a you-versus-the-computer game, the 2nd Segment ‘is
completed, but by pressing the GO button, you've activated
the Battle Action (see Rule 8. for more information).

The above are just a few possibilities. When you actually play the
game, you'll devise many other variations.

Here’s a closer look at the firing patterns of the destroyer and the
submarine, shown in Diagrams 1. and 2. Notice the destroyer’s fir-
ing power with the depth charge covers a 9 square area. . .the sub-
marine’s torpedo is only 1 square wide but it is not limited in

distance as the destroyer.
/N}
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DIAGRAM 1 DIAGRAM 2
Diagram 1 displays Diagram 2 displays
destroyer’s firing potterns submarine’s firing patterns

7. Because Sea Duel is a game of strategic positioning, any pro-
gramming you do must be hidden from your opponent. So
after you secretly program the 1st and 2nd Segments of the
moving and firing action, your turn is over. . .you then press
the GO button and the following happens:
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In a two-player game, the Player Indicator moves to the
opposing vessel’s label. The Move/Fire Indicator moves
back to the 1st Segment. Your opponent takes the unit from
you and secretly programs his or her TWO distinct move
and fire Segments. Then your opponent presses the GO
button and the Battle Action takes place on the screen. . .
both players should observe this interaction!

In a you-versus-the-computer game, the opposing vessel’s
movements are automatically programmed by the com-
puter. So as soon as you finish your programming and the
GO button is pressed by you, the Battle Action takes place.

8. BATTLE ACTION: Sea Duel’s Battle Action is unique Multiple

Simultaneous Movement which displays the moving and fir-
ing action of both vessels together even though they were
programmed separately. Here’s what happens when a com-
plete sequence of moving and firing action has been pro-
grammed: the vessels move into the firing positions that were
entered for them in the 1st Segment of programming. . .the
destroyer and the submarine fire alternately; then the 2nd
Segment of programming action occurs. . .the vessels move
into their firing positions. . .the destroyer and the submarine
fire alternately. The Battle Action just described displays the
complete sequence of moving and firing action that was pro-
grammed by both players. Remember, if you programmed
only part of the sequence or none of the sequence, the Battle
Action would display only what you programmed.

. As soon as the Battle Action is over, the SCORE flashes on the

screen. The Score is the number of successful hits you make
against another vessel. In order to discover the amount of am-
munition and fuel you have left, just press the SKILL/SCORE
button before you begin to program. Notice the number of
ammunition units will appear right above the “AMMO”’ label
on the screen; the number of fuel units will appear right
above the “FUEL” label on the screen. The number of suc-
cessful hits (the SCORE) made by the destroyer will appear
under the “SHIP” label and the number of successful hits (the
SCORE) made by the submarine will appear under the ““SUB*
label. IMPORTANT, each player’s ammunition and fuel
supply should be kept secret from his or her opponent. Also,
when playing against the computer, remember the computer
has an unlimited supply of ammunition and fuel, so its
amount never appears on the screen.

. Continue to program and play as above. As soon as a Score of

6 or more hits is achieved by one of the vessels against
another vessel, the game is over. When this happens, the
SCORE will continuously flash on the screen.

HOW TO WIN THE GAME:

Whoever scores 6 hits or more against another vessel first wins the
game. It is possible that a draw may result, if both players achieve
the same score of 6 or more hits at the same time. If this happens,
a new game is played to decide the winner. For another example
of a draw situation, see Rule 3., under “"Watch out for the Follow-

ing.

..” on page 7.

WATCH OUT FOR THE FOLLOWING
WHEN PLAYING SEA DUEL!

1. Pay special attention to the GO button when programming.
For example, if you wish to skip over the entire 1st Segment of
moving and firing action, just press GO and you’ll move right
into the 2nd Segment of programming. If you press GO button
again, you'll either start the Battle Action or set up your oppo-
nent for his or her turn at programming.

2. If the CLEAR button is pressed when you are programming, it

totally erases all previous programming of your turn. . .you
are always returned to the st Segment to begin anew.
IMPORTANT, you cannot press CLEAR button after your turn is
over and after you have pressed the GO button. . .it will not
be functional at this point.

3. It is possible during the course of play that you will run out of

either ammunition, fuel or both. . .if your “AMMO” score is
“Q"”, you cannot fire; if your “FUEL"”" score is ‘O, you cannot
move. During programming, if you do run out of fuel, ammo
or both, the SCORE automatically flashes on the screen and an
O’ appears under “AMMO”, “FUEL” or both. In a two-player
game, if both players run out of fuel and ammo before one of
the vessels has scored 6 or more hits, then a draw is declared.
In @ you-versus-the-computer game, if you run out of fuel and
ammo and neither vessel has scored 6 or more hits, the com-
puter is declared the winner.

4. HERE'S AN iMPORTANT GAME PLAY CAUTION: it is possi-

ble for the submarine to actually be underneath the destroyer
before programming and during Battle Action. If this
happens, you will see only the 3 unit destroyer which looks
like this mmm on the screen. Don’t be alarmed, though, for the
submarine is present directly below the destroyer. In this posi-
tion, if the destroyer fires, the submarine will not be hit; but if
the submarine fires {as shown in the diagrams, below) it will
hit the destroyer.

The X represents the location of the submarine under the
destroyer. Iin Diagram 3, if the submarine is positioned under
the middle unit of the destroyer, it can only fire in the direc-
tions indicated by the solid arrows for a hit; the directions in-
dicated by broken arrows represent misses. In Diagrams 4 and
5, the submarine is positioned under one of the end units of
the destroyer. In these positions, the sub fires in the directions
of the solid arrows for hits. . .unfortunately, if the sub fires in
the directions of the broken arrows, the result is a miss!

[ ] B

DIAGRAM 3 DIAGRAM 4 DIAGRAM 5

5. After a game is over, to start a new game just press the GO

_button. The PLAYER #& and COMPUTER [ symbols appear for
you to select a certain style of play.
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