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INSTRUCTIONS FOR PLAYING COMPUTER WAR

THE DISPLAY

1] The score of the current game is displayed in the
top left of the right window. The high score of the

current session is displayed in the top right of the
screen.

2] The map of the United States shows the location of
all the cities targeted by enemy missiles and the
NORAD headquarters. Your task is to defend these
sites.

3) The left of the screen shows a matrix and below
this is the current DEFCON (defence condition). 5 is the
start of the game. 1 is game over with all cities and
NORAD destroyed.

HOW TO PLAY COMPUTER WAR

1) Press the lire button on the joystick to start the
game. Do not touch the fire button again until it is
necessary.

2] From the edges of the screen, enemy missiles will
appear. advancing towards selected targets. Move the
cross on the screen (with the joystick) until it is
immediately over the advancing missile. At this point
press the fire button.

3) At this poinl. the display will change to one of two:
il the missile was in the centre of the cross. then the
display will become that of a fighter pilot through the
cockpit window. Beneath the screen are three boxes.
depicting current DEFCON status (on the left), the time
until impact of the enemy missile (on the right] and in
the centre is a box depicting where the enemy missile
is in relationship to the view from the cockpil. To
chase the missile. move the joystick lowards the
missiles location. To move left or right, push the
joystick in the appropriate direction. To move up. pull
the joystick back. and to dive push the joystick
forward. When the missile is in view. press fire.
Ammunition is unlimited so keep firing until the

missile is destroyed. When the time until impact
indicator reaches 10. an alarm will sound.

4) If you do not destroy the enemy missile in the
alloted time. you will lose a city.

5) If the cross was nol positioned correctly over a
missile the message NO ENEMY MISSILES IN
INTERCEPT RANGE will appear. The game will return
to the map screen. but you will not be given a second
chance to knock out that particular missile.

6] After all missiles in a wave have either been
destroyed or have hit their targets, then the bonus
screen is presented. Al the middle left of the screen in
a3 x 3 matrix is the code you have lo match. This is
achieved by moving the white 3 x 3 square around the
screen above until a similar mix is achieved. Il an
identical mix does not exist. then patterns can be built
by spinning the squares by pressing the fire button.
When an identical match is found, press the fire button
again and the computer will move onto the next square
to be matched. If all matches are made, then a banus of
1000 points is added to your score. {on subsequent
matches. the bonus is increased by 1000 points per
time).

T) The game then re-starls with lurther attacks ol
missiles. in increasing number and speed.

The game is over when all cities and NORAD are
destroyed. Even il all cities are intact. should NORAD
be destroyed. then the game is over. As each city is
destroyed. the DEFCON lactor is reduced. Game is over
when DEFCON REACHES 1.

SCORING

150 points per enemy missile shot down.
1000 points for a full code screen cracked. (With

subsequent 1000 point increases for each lime this is
achieved.



THREE MONTH LIMITED WARRANTY

THIS MICROPAL™ COMMAND MODULE WARRANTY EXTENDS
TO THE ORIGINAL CONSUMER PURCHASER OF THE MODULE.

WARRANTY DURATION: This command module is warranted to the
original consumer purchaser for a period of three months from the original
purchase date.

WARRANTY COVERAGE: This command module is warranted against
defective materials or workmanship. THIS WARRANTY IS VOID IF THE
COMMAND MODULE HAS BEEN DAMAGED BY ACCIDENT, UNREASONABLE"
USE, NEGLECT, IMPROPER SERVICE OR OTHER CAUSE NOT ARISING OUT
OF DEFECTS IN MATERIAL OR WORKMANSHIP.

WARRANTY DISCLAIMERS: ANY IMPLIED WARRANTIES ARISING OUT OF
THIS SALE, INCLUDING BUT NOT LIMITED TO THE IMPLIED WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
LIMITED IN DURATION TO THE ABOVE THREE MONTH PERIOD.
MICROSPHERE, INC. SHALL NOT BE LIABLE FOR LOSS OF USE OF THE
MODULE OR OTHER INCIDENTAL OR CONSEQUENTIAL COSTS, EXPENSES, OR
DAMAGES INCURRED BY THE CONSUMER OR ANY OTHER USER. Some stales
do not allow the exclusion or limitation of implied warranties or consequential
damages, so the above limitations or exclusions may not apply to you.
LEGAL REMEDIES: This warranty gives you specific legal rights, and you
may also have other rights that vary from state to state.

WARRANTY PERFORMANCE: Please first contact the retailer from whom
you purchased the module and determine the exchange policies of the retailer.
During the above three month warranty period your MICROPAL™
command module will be repaired or replaced with a new or reconditioned
unit of the same or equivalent model (at our option) when the module is
returned by prepaid shipment to the address listed below. The repaired or
replacement unit will be warranted for three months from the:date of repair
or replacement. Other than the postage requirement, no charge will be made
for the repair or replacement of in-warranty modules. Microsphere strongly
recommends that you insure the module for value prior to shipment.

MicroPal™ Software
14009 E. Jefferson Blvd.
Mishawaka, IN 46545



