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I. INTRODUCTION

CONGRATULATIONS. You are now part of the elite unit of
the ATARIAN STARSHIP FLEET—THE STAR RAIDERS™
Youte about 0 accumlate many hoursof fight tme while
battling some clusive, but deadly interplanetary enemies.
The battleground Wil be the entire galaxy, which for your
conv has been divided into “sectors” that
ed on o Galactic Chart. The gy 1 iterally at your
fingertips.

Before you embark on your frst mission, some background

information is necessary to fill you in on the current state of

affairs

The treaty between the Atarian Federation and the Zylon
mpite has been broken. A technical state of war exists. The

deadly menace of the Zylon Empire threatens to eliminate
humanity as we know it

Your rders: DESTROY ALL ZYLON STARSHIPS ON SIGHT,
SHOW NO M

Todate. oy thre types of Zon crat have been observed
They are classified as follo

ZYLON FIGHTER—Designed for
highspeed attacks. At close
range they can be deadly

ZYLON CRUISER—These ships

may have assigned patrol routes
within a sector and wil not ac
tack unless provoke

ZYLON BASESTAR—
ther Zylon craft these ships are
equipped with shields and can
only be destroyed at close range.
Use extreme caution when at
tacking a BASESTAR

The strategy of the Zylons is simple, yet clever. They will
ontact unless provoked. While engaging you in battle
ihe et the Zylon et willbesurounding and destroyng
friendly starbases, which are vital for your survival. Th
enemy is dangerous and diabolical. Be on your guard at all

Ding bt o il o concomod it e
craft which are occupying the sector you're currently in
although you have the mm o *hyperwarp” to any sector
at any time. When you destroy an enemy starship with one

ot photon torpedoes, thet starshi stavs destoved or
the remainder of the mission.

nemy

A photon torpedo s a burst of concentrated energy —it com
pletely desiroys a target upon contact

As a word of caution, beware of the metzors flying through
space which you will observe during you mission flights. A
emeteor vl distroy your ship i 1t hits you whe your shids
are down. When your shields are up, » meteor can sl
‘damage your starship (except in the NOVICE level). ILs also
possibic to hyperwarp Into a meteor, which wil result In
damage or destruction to your starship. You can destroy a
meteor by hitting it with one of your photon torpedoes.

The friendly starbases allow you to stop for repairs. The

e of starbases in a mission depends on the skill level

Yonse plaving. (The higherth kil lval the more sarbases

enemy starships as well) Docking at a starbase

enables you to feceive 8 new supply of energy and to repan

Jamaged and destroved eaupment

During each mission you receive updated information from

the computer on the status of your starship and equipment,

inless your computer is destroyed or damaged. When that
oceurs you're on your own until repairs are made.

The rating o rank you receive on
how well y

each mission depends on

R, which is reserved for the

smartest, most skilled players

STAR RAIDERS i a dynamic game, full o doth and detai
is abaoltely essntial for vou t0 read these nstructions

el with the basic operations of

important aspects of game play, and the depth of the game
will become more apparent to you.



NOVICE PILOT

s fnal ot o this introductan i Impartant for you fo
sl 8 e Som skl o the
Srcen (xcopt whon cong U on e Scan which is &
Plined laten. You are sting at the contrel leoking out Into
Your television screen is your “window” into space.
What you see on the screen is deep space which surrounds
your !

Secomig. COUMANDER wi) i ot bl of it
time. Good luck, the galaxy

Mission Objectives
Your objectives in space are fivefold. Primarily, your mission
is to destroy all Zylon starships, without allowing them to

dstroy vourtrshp, o atlexst with s lite damage o your
spacecrai as possib

Your secondary objectives are to complete the mission in as
little time as possible, with minimal energy expended, and
without allowing friendly starbases to be destroyed

USING THE JOYSTICK

Use.one. af your foytick: Con

e sure to plug the controller

cable firmly into the number

jack on the front of your ATARI
o console. Hold

to your upper left toward the
television screen.

Control Stick Operation
In keeping wun "oiicial fleet Jorgon the Joysticc wil
henceforthbo efered o3 e Contral tck

(e ey g the Contot Sk tovencd camr yoer

bl et v climbs.

Push the Control Stick left and your ship turns t 0
the e side of the shp facing forward. Push the tck o the
right to steer your ship to the starboard, or right side of the
ship facing forward.

'WARRIOR COMMANDER
Starboard QiGHT
ship left i)

to Dive

This diectons apih 10 Wit e o sphca ich
means ooking out th front of your spacecralt
Wb e Al s e o sack o o ot s
the ControlStck ight and left s the appostte effect. Since
You are looking backward when the aft view is on the screen
moving the Cantrol Stick to the right causes the back of the
ship to turn to the left. Moving the Control Stick to the left
then, causes the back of the ship to turn o t

You will learn how to bring up the front and aft views on the
screen in Section 1V.

rms e comtole i the ettt your
photon to
Using the ot il Youstarsip effectvly and
accuratly will take practce. Don't be discouraged i at st

o proces. Seempawkward, Tour steming. shiy. i
Srargen with e



11l. TO BEGIN PLAY

Console Controls
Make sure the POWER ONIOFF switch is ON, the Cont

tick cable is firmly plugged in, and the cartridge s firmly in
serted into the console slot.

Press the SELECT button on the console to choose the mis-

sion diffculty level you wish 10 play. Fach ime you pres
 thediplay willshow the mison eve t the top of

the screen. The NOVICE, PILOT, WARRIOR,

MANDER it o xglaned fly i Socton ik SILL

LEVEL DESCRIPTIONS

After choosing a difficulty level, press START to begin your
mission. The SYSTEM RESET button will abort a mission and
e SEAR RAIDRRS 15 the NOVICE tkson v, T

the keyboard will also abort a mission,
o il doormhlbrodo s iy
thus far.

(The OPTION bution has no effect in STAR RAIDERS ]

IV. CONTROL KEYS

The following keyboard keys control and direct the STAR
RAIDERS game play.

&5 Ticlon EnflelControl (velocitycrpaed)
Also aborts hyp

Aft Vie

Computer Atk Contol

Front Vi

Galactic Chart

Hyperwarp Engines Engaged

LongRange Sector Scan

Manual Target Selector

Shields

Tracking Computer

Pause (suspends game)

s-wzrzoma>

82 Tadeon Enges Comel

vion o maneuver your staship
s o Bt o e e
s b e Al o S el
ship travels. The corresponding speed is displayed at the far
left corner of the Control Panel Display.

Control Panel Display (V represents
velocity or metrons per seconds)

Your ship always moves forward. The
et crusing sped i ey 6 (V=12) The
Zylon warsios hive s maximum tpeed

of approximately 7 (V=

A=At View
Shows view of space behind your starship.

€= Computes Attack Conral |
Displays “cross hai

i A e Atk Compate! Dy 1 the Font s
at the lower ight corner of the screen

The computer updates the horizontal (@), vertical (®), and
range (R) coordinates of the attacking Zylon starship. It also.
locks your photons onto the target (see the section explain-
ing the Attack Computer Display)

F—Front View
Shows view of space in front of your starship,

G—Galactic Chart

The Galactic Chart is one of your most importan tools d
ing eech misio, ¢ rovides you witha dislay of the entie
galaxy, divided into “sectors” on the screen. Fach sector
Contains either enemy starships, & friendly starbase, o s
uninhabited.

The # shaped objects are findly strbases. The other
objects are enemy tar s three
e s s 4 3 S Ry o

tor. A sector with 7 means four enemy mm.-m(an«n
are in that sector. When a sector has there are
e o e umermy Sarshes (4 pawe srouph Bacuyin Ut
sector.

You will also notice two dots on the Galactic Chart, One dot

via the Control Stick), indicates your hyperwarp destination

GALACTIC CHART
]

NN
WARP ENERGY: 8120
DC:PESCLR
STAR DATE: 45,00

You must move the dot to the sector to which you wish to.
frtvel e the bWt i et

Yor) Chaciing e o
not only to mark the of the mission, but also
Decause the enmy starshis will it peredicaly in an or
fort to surround and destroy starbases.




THE ZYLON FLEET WILL CONCENTRATE ON ONE STAR-
BASE AT A TIME, AND WILL NEVER SCATTER IN AN EF
D MORE THAN ONE

STARBASE SIMULTANEOUSLY.

Whenever a starbase is surrounded, you have approximately
one minute (100 centons) to clear'a sector adjacent to the
Starbase to save it The diagram shows the necessary enemy

positions for a starbase to be surrounded

AEEEEI
T
EECSEI
L=

The 2ylons will i at diferet ats depending on el
size. A patrol group will move the fastest. A task force will
Tmove at haf the speedola ol group. A leet il move at
approximately 1/8 the speed of a patrol group

There is vital information displayed just under the Galactic
Chart on the screen. A dot o cach secor the
amount of enegy nceded to buperwar to that secor s
Shown, (¢., WARP ENEI 00y~ based on ditance; and
e mamse o ey argt ot occury that acior 8
displayed (e 5. TARGETS =

DATE" s also shown—it_representsthe
mmoa e during 2 misson The STAR DATE 1 based on
ts which are called c: The enemy may jump from

ane sector o anather when the STAR DATE closses 0 o
50,

In addition, there is “Damage Control” (DC) information
located at the bottom, right side of the screen —DC:PESC
The letters correspond (o the following equipme

E=Engines = Shields
Long Rangesean R=Sub Snoce Rodls

P=Photons
C=Computer L=

The status of the equipment i defined by color. A blue ltter
indicates the equipment is okay or working normally. Vellow
and

has been destroyed

The engines will still work even after they have been
destroved thnks 0 abackup impulse tem, However,pr-
ross will Slow. The shields will “{l

Semsge Fyou ke ey hotin it hes e it

s damaged,the coordinates &, & and R are st When the
e et i re et e

When using heLong Range Scan ftr it s been darmaged
I sec 3 mirored mage of everyhing inthe secor
T e s v s Long Raras com

H—Hyperwarp Engines Engaged
You must engage hyperwarp to move from sector (o sector
You do this after moving the dot on the Galactic Chart with
the Control Stick to the desired sector (see section on Galac
tic Cha



airs. (See diagram)

Using the Control Stick keep the hyperwarp target marker
lined up between the cross hairs as closely as possible while
bypervarp s cngaged I you et o ar out of e, you may

nd up in the wrong sector. The n hyperwarping
bt Srsilootohtin i
the sectors.

A RED ALERT WILL BE SOUNDED AS A WARNING
DICATOR WHEN YOU ENTER A SECTOR OCCUPIED BY
ENEMY STARSHIPS.

The lotrvou mp to th center f he seto, the closer
vou will be to the target or targets. To ace,
press any one of the engine comol keys (09)

L Long Range Sector Scan
how vou a top view of the sector your starship is
occupying. Your ship is in the center and all other objects in

than the other objects, which are stars. To use the sector

e the Conwol Sk o the et the obects will
rotate around you, untl the is directly i
front of y

Move the Control Stick forward or back (depending
on the position of the target on the screen) until the
taret s s ar away from you s posible (oward
the top of the scre

Use the engines to approach the target
Minorcousecoections may be neded 35 you o
proach the target. Repeat Steps 3

‘When the targe is very close to your ship. stop the
engines. The target should now be visible in the

RANGE SCAN

g

When the Long-Range Scan is damaged you will see a mirror
image of every obiect which is being scanned. One object

il be o rfiecton only, Select a
cedures
ratherthan omard youl vou

2,3, and 4 If the target moves away from you

we chosen the reflection in

stead of the real target




M—Manual Target Selector

When you hyperwarp into a sector with more than one
enemy target in i, the computer must decide which enemy.
to display in the Attack Computer Display (as well as the
enemy’s coordinates-@, @ . R —in the Control Panel
Display).

Targe selecton then, s done automaticll, provided the
computer has not been destroyed. The computer will ran-
domly select 4 target unless you are in a battle, in which
ase the computer will select the target that s shooting at
you

By pressing M you can manually select another target
Typically,anly two 2ylons will ttack at ane time. They are
diplayed as target 0 o targt 1. The computer may select
T=0. By 5 M ou can change the target 1o
shown I the Contrl Panel Displan

When racking a frendlystarbase, T wil be 2 during hyper-
rp. T will be 3. (Note! rides T=3)

5—Shields

The shields protect your starship. When they are activated
therewill e bl tin to spaco, When th hieks are ot
activated space wil appesr black. Your stahip will be
Gestroved If it when.the shiclds are. down. Tha Control
Pancl Diplay and Gatactic Char becom yellow whenyour
shields are damaged or destroyed

T—Tracking Computer

When you actiateth Tracking Computer It automatcally
tracks the slectd target (1 the computer has

destroyed) as it moves from font o at views in oy
 course, wil cause the screen display (o S from front (6
e i spac

WARNING This mode shoud be used by experienced space
pilots only. It is possible to be caught in a cross-fire in which
one enemy will be in front of you and the other behind you.

they altemately fire at ye
oty ehange v o s .o ottt e
front). This will happen very rapidly and only experienced
STAR RAIDERS will be capable of surviving.

P—Pause

Stops the mission temporarily. To continue the mission move.
the Control Stick in any direction. The pause key works at
any time during a mission, and may be used to suspend
hyperwarp.

WARNING: After nine minutes in which no control keys are
pressed or no photons are fired, the game will automatically
abort and go into the attract mode. Only a starfield will be
displayed.

Control Panel Display
Displays information via the Control Panel indicators. The

indicators are located toward the bottom of the screen in the
front, aft, and long-range views. They are

Vi12 (Velocity) K18 (Kills) E8260 (Energy left)
T2 (Target selected; changes to €2 when Tracking Com.
puter is on

©:+12 (Theta, rpresnts horzotal ffet o target, n

gradons.
S bt copesents el s of g, gradons

Attack Computer Display
The Attack Computer

'y appears at the botiom right
Computer Display you can track and locate enemy targets
o friendly starbases

When you center the target marker you will notice indicator
ks ontheecesofth display. These marks av usd fo

The marks called out as A in lhz diagram indicate that the
computer has horizontally locked your photons onto the
target The marks called out s indictethat the computer

i Voo B b e s anpri( et
locked jn horzontally,vertically, and s withn This is
the e o fire yourshotons. Bothphot onswil e with
S arobablny of 0% pomaniee

NOTE: Using the computer lock-on s the best procedure for
destroying a Zylon BASESTAR

Also note that @ =-+0, and ® = +0 when the target is
enterd. Whenever o a0 I an ity sector e Atack
Like

il enemy targes in a secter, the target marker will disap.
pear from the Attack Computer Display.

Suh»ipa(e Radi
e S Rl i i o umutinghe ulacrc Char.
STARBASE SURROUNDED' and

“STARBASE DESTROYED.” It also generates the fargets in-
dicator, displayed on the Galactic Chart. If the Sub-Space
Radio is damaged the Galactic Chart will not be updated. If
destroyed, no fadio communication functions are performed.

If the SubSpace Radio is damaged, moving the cursor
around the Galactic Chart will still indicate the number of
cnemy targets in each sector on the TARGETS indicator at
the bottom of the screen.



V. ENERGY USAGE

You st aach mison with 299 s of anegy. Every
operation of your starship requires encrgy. There arc.
Vowever, ditieven lavel'of anergy requird for diftrent
starship functions. You may obtain a new supply of energy
ot v ot g ko il i ol o g a
the procedure for which is described in the nex
section VI, STARBASE DOCKING) Ifyou allow your y
10 run out (reach zero) the mission will be

NOTE: As a warning, the Control Panel stvlny Mashes red
i o hergt epea S S 100

ENERGY DRAIN

Reason for Drain Unit Drain
For each enemy photon hit 100 units
For each photon fired 10 units

Per second when shields (5) are up 2 units
Per second when computer (C) is

activate % unit
Per second for life support system
(always on) % unit

ENERGY USED FOR ENGINES

Twindon Speed

Unit Drain Per Second

1 1
2 1
3 2
3 25
5 3
o 35
7 75
8 125
9 15

*The most efficient speed is 6 (V=12), in terms of encray us-
ed and distance traveled

ENERGY USED FOR HYPERWARPING

Hrveruarp Disance  Enaay Drsin por
i sectors) Jump (in units)

0 100
1 130
2 160
3 200
4 20
5 500
6 700
7 800
8 %00
a 1200
10 1250
1 15

12 1350
13 1400
14 1550
1 1700
16 1840
17 2000
18 2080
19 2160
20 230
2 2520
2 210

NOTE: Jumps over a distance of five sectors are very costly.
If t s necessary to go a long distance it is more efficient to
make evera smais Jumps rthe than ane long fump. AL
note that t e approximate only. Itis possible
Pl i AT s A o s s
slightly.

VI. STARBASE DOCKING

When anything needs to be repaired on your starship, or
when your energy supply is low, it is necessary to dock wi
starbase.

After hyperwarping to a sector with a starbase, center the
K the

+ (ie. in front of you). Also, the coordinates & and ®
ol be close o sera(ie fess tham - 3) Use the Twilon
engines to approach the starbase.

You may want 5 use the Long Range Sector Sean (1) to
locate the especially f your computer
ol isaig b el B sl
Range Sector Scan (Section IV.) The starbase will appear as
n the sector scan display.

Docking is established when the starbase s in the center of
the cross hairs at a minimum distance from your ship. When
three small windows appear on both edges of the starbase,
d it is centered between the cross hairs, reduce your
enging speed to 0. The message, “ORBIT ESTABLISHED"
I appear on the screen, followed by the message,
NDBY." When the message, “TRANSFER CompreTey
s, docking is complete and it is safe to hyperwarp fo
hether sector

NOTE: If you hit a button or key (other than G), or move the
Control Stick before docking is complete, the aperation will
S e s 8 mesias SDOCKING ABORTED

r on the screen. Retrace the previous steps to com-
Pite docking

Approach the starbase at a reduced speed (1.2, or 3) for best
results in docking,

ORBIT ESTABLISHED




VIIL. RATING

NOVICE piLOT
WARRIOR COMMANDER

At the conclusion of each mission your rating is calculated
automatically by the computer. The rating i establshed by
the following five factors:

Mission level (NOVICE, PILOT, WARRIOR, COM.
MANDER)

Number of enemy destroyed
Amount of energy used.
Length of time taken to complete mission

Number of starbases destroyed (by enemy).

Thed e o e s s i Sl formula o
M 4+ 6.0 of enemy destioyed)- gL ed

length of time taken - 18 (¢ of starbases destroyed
700 by the enemy)

~3(# of starbases destroyed by you)

VALUES FOR M

Bonus for Penalty for
Mission  Mission  Starship

Mission Level  Completed  Aborted  Destroyed

NOVICE M=8  M=60 M=40

PILOT M=76 M M=50

WARRIOR 0

COMMANDER m

Your rating is displayed by rank and class. The bottom rank
the top rank is STAR CO! ER, with
several others in between (see below) The classes are 1

though 5. with 1 being the highest and 5 being the lowest
The classes divide each rank into five equal parts.

RATING MISSION SCORE
ROOKIE 4879
NOVICE 80111
ENSIGN 12143
1ot 144175
176191
LIEUTENANT 192207
WARRIOR 208223
AT 2423
COMMANDER n
STAR COMMANDER 208

1 ou il to score at et 48 points during 8 mision you

h as "GARBAGE SCOW CAP-
1£you receve such a ranking
repeatedly. you are playing & mission lovel which s 00 ad:
vanced for your skils. Switch to a lower skill level.

VIII. SKILL LEVEL
DESCRIPTIONS

Simplified NOVICE Instructions

1 If necessary, use the SELECT button to bring up the
NOVICE mission on the screen

2. Press START.
3. Press S and C on the keyboard (shields up and Computer
Attack Display on)
4. Press key G to display the Galactic Chart
Using the Control Stck mave th hypervarp destination
an enemy
5. Press key F (front view), then engage hyperwarp by press-
ing key . Your starship will hyperwarp automatically to
the desired sector.
6. To find enemy targets in a sector
* Center the target marker in the middle of the At
tack Computer Display
o Note that @=+0, and ®=+0, and R=a low +
number when the enemy targets appear on the
7. Using you photon torpedoss, destry al enemy targets
in the sect
8

Move to another enemy sectar and repeat the same pro-
cedure. It 0 your advantage 0 goafter enemy trgets
that are closest to, or threatening your s .uh.»w\ first

raber, 3 starbase i surtounded, you have only
100 centons (one minute) to clear a sector “dincent to
the starbase to s:



Chart 0 that you are aware of the status of the mission at all
times There are 3 sarbases and 27 enemy sarhips at the
NOVICE lev.

The mission ends when: (1) You destroy all enemy targets, or
(2) you run out of energy, or (3) your starship is destroyed.

NOTE: No damage can be inflicted on your starship in a
NOVICE mission.

PILOT Mission

4 strbases and 36 enemy starstips a the PILOT
S e Yot s v T e e Whih
youwill find adds a more difcut uersncuwe to your lght.
Your starship wi ceptible to enemy attacks, and ye
il fnd the ission mere dificals i seneral.

ceering during hyperwarp is necessary for PILOT,
WARRIOR, and COMMANDER missions. Also, your starship.
may receive damage during these mission skill levels.

WARRIOR Mission
You will find this skill level even more difficult to survive.
Thte e § sase and 43 snmy staniis o coriend
with during the WARRIOR mission You must move quickly
Since encrmy attacks will be frequent and generlly more
devastating

COMMANDER

This skill level is reserved for the most experienced STAR
There are 6 starbases and

a
]
H
H
H
z
2
2
3

one piece will be an accomplishment
for hesiaton and you will be under corstant altack. Make
sure you're capable of handling the most hazardous cir
Clmstances before you take on the COMMANDER mission

IX. SURVIVAL TACTICS

Here are some helpful tactics that you may employ during a
mission which will increase your chances for survival, as well
as help you gain a higher rating. After you become an ex-
perienced STAR RAIDER you may discover some of your

Whenever your shields are destroyed, the next enemy
photon hit your starship takes will destioy you. One way to
being desroyed i such

Safly hypensarped awey from the sectr in which v
‘Chart (o locate a starbase
where you can stop for repairs (new shields).

just dscribed, it s
her. Your shields are destroyed during an
enemy o attach. You ko oo memery hes 4 st
ted in a sector directly adjacent to your starship. Hit the
1F b oMot cheskine s o Vot s e the
{arget erkar 1 e e of whichaver Sross s paints fa
the direction of the starbase sector

For example, if the starbase is located in the sector to the
right, move the target marker t0 the edge of the right cross
. as shown in the diagram
1 your steering is accurate (NOVICE mission level excluded),
you willsuccessfully hyperwarp to the starbase sector. In do-
ing 50 without checking the Galactie Chart, you will have
saved time, energy. and possibly the mission
In a situation where your energy supply may run out before
stablish orbit with a starbase, hit the § key to deac
tivate your shields temporarily (after you are out of enemy
range). This will save ye
while docking at the starbase. Then, with a new supply of
energy you can put your shields up again and continue the
113 starbase s surounded and It appears you camnot sve t,
itis better to destroy U  than to allow it to fall nto,
enemy hands (ce Secion Vil RATING) Addionally. two
e Zylon starships will be created out of the debris,if you
llcw the enemsy 15 desray the starbase,

1f your computer is destroyed, the cross hairs wil disappear
from the front view display. When this occurs it becomes ex
tremely difficult to make hyperjumps. When you press H to
hypenwarp remember the initial position of the hyperwarp
target and try to keep it steady around that point on the

When your Sub-Space Radio is destroyed early in a mission it
is best to dock immediately. Otherwise, you may find that
several starbases have been destroved without  your
knowledge.

Yhen your ngioes are detioved, your speed wil e very
slow. You can however, use the hyperwarp engines to
Within 3 sector, Abortthe hyperiump when you are clos 1o
the target

NOTE:

1t takes 100 units of energy to abort a jump.

X. TECHNICAL
INFORMATION

units
Time in centons/100 centons = 1 centor
Distance in metrons/100 metrons = 1 centron

Velocity is measured in metrons per second
(V=metrons/sec)

Acceleration is measured in metrons per second?
(A=metrons/sec?)

Angles are measured in gradons (0:99)

Energy is measured in mergs
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