L’'ULTIMA PAROLA

A questo punto si conclude il mio rapporto, Pilota. Non c'e altro che io
. possa dire per aiutarti. Buona fortuna, combatti con onore e torna vinci-
- tore!

'RICOMINCIARE DACCAPO

Premete il tasto con il simbolo » al termine della missione per ricomin-
ciare a giocare con le stesse opzioni. Premete il tasto con il simbolo #
per tornare allo schermo delle opzioni di gioco e scegliere una difficolta
diversa.

Reset

Il pulsante RESET (azzeramento) sulla consolle interrompe il gioco e vi
riporta allo schermo del titolo. Puo essere utilizzato per iniziare un nuo-
VO gioco (partita) in qualsiasi mcmento oppure nel caso si verifichi un
errato funzionamento del gioco.

ILPIACERE DELLASCOPERTA

Questo libretto di istruzioni vi fornische le informazioni base che vi ne-
cessitano periniziare a giocare BUCK ROGERS™IL PIANETA ZOOM,
ma non e altro che l'inizio!

Scoprirete che questa cartuccia contiene caratteristiche particolari che
rendono il gioco sempre piu affascinante ogni volta che lo si pratica.
Sperimentate tutte le techniche differenti e buon divertimento!
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'GAME DESCRIPTION

Step into the command seat of the Buck Rogers™ fighter for a true
space adventure! Follow Buck’s journey as you read his chronicle and
set out for the Planet of Zoom™. An alien intelligence has taken control
of the area. You must get there before the alien force devastates the
planet. Buck's problems are now your problems: fleets of alien
spacecraft keep you from getting to the planet quickly and safely!

First race through a narrow trench and fend off attacks from devious
flying saucers and rockets that seem to have minds of their own. Then
head out into deep, dark space for more battle!

If you succeed, you'll find yourself soaring over the desolated planet
surface. Flying saucers, enemy planes and rockets make more

~ attempts to halt your progress.

Then, another trench! Avoid crashing into energy barriers as you fight
off marauding attackers. Back in deep space, asteroids are a threat as
you manoeuvre your fighter around them to blast at assaulting aliens.

If you make it, as Buck did, your fighter rushes towara the mighty alien
Command Ship. Blast its four engines, then elimlnate the reactor gates.
Once beyond the ship, your Buck Rogers™ fighter rushes forward as
the battle starts all over and you face another challenge in your space

career!

Don’t dishonour Buck’s legacy. Follow his words, listen to his advice,
make use of his experience! It's now up to you to prove youre worthy to

follow in his path!

Use your CBS ColecoVision® controllers or Super Action™ Con-
trollers.
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- MAKE SURE THE CBS COLECOVISION® UNIT OR ADAM™ S OFF

e L e T i e s et -

BEFORE INSERTING OR REMOVING A CARTRIDGE.

" One-Pilot Plan

o L ———

= T e e — T —

Use the Port 1 controller.

Two-Pilot Plan (Alternating Pilots)

Pilot 1 uses the Port 1 controller. Pilot 2 uses the Port 2 controller. Pilot
1 begins, and each turn atthe controls lasts until the pilot loses a fighter.

Control then shifts to Pilot 2.

Choose a Challenge.

Press the Reset Button. The Title Screen appears on your TV. Wait for
the Option Screen to appear. Select the number of pilots and the skill
level you want to play.

- Skill 1 (Game Options 1 and 5) is the easiest and can be played by in-
- experienced cadets and trainees.

Skill 2 (Game Options 2 and 6) is a little harder. Aliens are trickier,

' tougher to evade.

Skill 3 (Game Options 3 and 7) is even more difficult! Enemies show

little justice and no heart.

Skill 4 (Game Options 4 and 8) is the toughest challenge of all! Either
you survive, or you don't.

Select an option by pressing the corresponding number button on
either controller keypad.

'USING YOUR CONTROLS
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CBS COLECOVISION * SUPER ACTION™
HAND CONTROLLER CONTROLLER

CONTROL STICK -

CONTROL STICK KEYPAD

\ SIDE BUTTON i

‘.

SIDE BUTTON ACTION

BUTTONS
1. Keypad: Keypad Buttons 1-8 allow you to select your game options.

2. Control Stick: Manceuvreing the Buck Rogers™ fighter should
come second nature: Press the Control Stick up (away from you) to

' make the fighter rise. Press the Control Stick down (toward you) to
" bring it down. Press and hold the Control Stick left or right to make your
'~ fighter bank and move in the selected direction. But keep sharp: the

fighter’s auto-piloting system keeps the ship on course. Each time you

" release the Control Stick, the fighter moves left or right to centre itself.
3. Side Buttons (CBS ColecoVision® Controller): Know your

weapon and know how it works: Press either Side Button to fire laser

' blasts. Hold the button down for repeated shots.
4. Action Buttons (Super Action™ Controller): Press the Yellow or

Orange Action Button to fire laser blasts. Hold it down for repeated
shots.

 NOTE: On the Super Action™ Controller, the Speed Roller and the Pur-

ple and Blue Action Button are not used.

CHRONICLE

j “repare yourself, Pilot, for the dangerous journey
" ahead. Turn the page for a detailed account of what

you’ll face out in the great void of space...
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HERE’S HOW TO PLAY
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FOREWORD

This is no simulated test, no textbook exercise. This is a battle against a
formidable alien intelligence whose ultimate intent is control of the uni-
verse. My hopes and the hopes of all on the Planet of Zoom™ are de-
pending on your skill, Pilot. Will you succeed?

' Chapter 1: Into the Trench!

The fighter first appears in along, narrow trench. Don't worry about how
it got there, just worry about getting through! Got hold of the controls?

- Test them, and test your nerve.
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Suddenly alien saucers whiz toward you, diving and banking as they

' begin their attack. Dodge and fire! But keep sharp. Saucers are not the
' only danger. Rockets bent on your destruction home in on you! They

have a time fuse and explode when time’s up. Shoot or dodge them be-
fore they go off. Collision with a saucer or rocket eliminates your fighter!

You can earn points back home for each saucer you eliminate, but not
for eliminating rockets.
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Chapter 2: What Counts.

Check the UFO Counter. It registers the number of enemy saucers (but
not rockets) picked up by your tracking beam. The UFO Counter is
automatic and counts down each time you eliminate a flying saucer.

Time is what counts, too: You have a limited amount of time before
moving on. To get to the next section of alien-infested space, either the
UFO Counter must reach zero or your allotted time must run out.

Build up your score. Pilot, and try to get as many saucers as you can.

< £ \SECTION yz >4

Chapter 3: Hurtle through the stars.

You've gotten through the trench! The Planet of Zoom™ lies ahead in
desperate need of help. But your fighter has no clear course through

dark space. Another wave of aliens tries to prevent your progress.
Rockets zero in on you. Flying saucers try to collide with you. Eliminate

as many as you can before time runs out!
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