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1. GOING BONKERS WITH BERZERK

The Astro Date is 3200 and you are
the last survivor of a small group of
earth people who came to explore
the planet Mazeon Soon after land-
Ing, you discovered the planet is a
gark, apparently uninhabitable
place. But by then it was oo late to
turn back because your space craft

had been desiroyed by Auto-
mazeons.

Now you are a prisoner here. You
are trapped in 2 maze where even
the walls are death to touch. Grim
robot thugs known as "Automa-
zeons' stalk you relentlessly and
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you must systematically pulverize
them with your laser gun before
they efiminate you wilh theirs.

You are never safe on the plane!
Mazeon. Even when you've de-
stroyed the mechanical neavies
Evil Otto, the mad and merciless
mind behind the robot gangs, leaps
out from where he's been cbserv-
ing the battle. You fiee in panic
because you know that you cannot
kill Evil Otto and thal, once he
catches you. you'll never escape

He will pound you to a liteless puip
grinning like a maniac all the while
Your only hope is 1o get oul of the
electritied maze before Evil Otto
catches you

It you do get out, you find yourself
in another maze. Again the faceless
robots shoot at you, again Evil Otto
pursues you, again you mus! dodge
and shoot and run... into yet
another maze. It's enough lo drive
you bonkers!

2. GAME PLAY

NOTE: BERZERK is for one player
only

Your chailenge in BERZERK is to
score as many points as possible
without being destroyed yourseif. In
some game variations, you must
elude the rotbots’ expert aims and
escape Evil Otio. (See Section 5 for
& description of GAME VARIA.
TIONS )

Use your Joystick Controller to
maneuver your man througn the
maze (but don't touch the walls or
a robot, you'll electrocute him!)
Press the red controller (fire) button
to shoot your {aser gun at the
robots. You score points for every
robot that is destroyeg. You score
bonus points when all robots in a
maze are destroyed—whether they
are struck by your laser, pum-
melied by Evil Oito, hit by other
robot lasers, they collide with each

other, or run into the electrified

wall. Each maze ends when your
man perishes or escapes. Figure 1
shows an example of what you may
meer in a typical BERZERK maze.

In games where the robots shoot
they never start firing until the sec-
ond maze. This gives you a
chance 1o become familiar with the
game. Initially, robots move and
shoot slower than your man. But
with each conseculive maze, up lo
the 16th maze, the robots’ move-
ments and firing speeds gradually
increase. At maze 18, the robols
reset to move siowly again (gradu-
ally increasing speed with each
maze) but their firing speeds re-
main equal to your man’s until the
game ends

You begin the game with three
lives. Lives that remain will flash
oriefly at the bottom of the screen,
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5—GAME VARIAT]
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TROLLER jack for this one-piaye
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down the GAME RESET switch fo
start the action. Each time GAME
RESET is pressed. the game starts
over

TV TYPE SWITCH

Set this switch to COLOR if you
nave a color teievision set. Set it 1o
B-W to play the game in black and
white

DIFFICULTY SWITCHES

DIFFICULTY switches are not used
in this game

BERZERK includes 12 exciting
game variations. Before describing
each of these games. we would like
0 acguaint you with game play ter-
minology

BONUS LIFE

In addition to the three lives you
slarl the game with, extra lives can
De won In certain game vanations
For example. in Game 1 you re-
ceive one new life every lime you
score 1,000 points. The computer
congratulates you with a little tune
each time you win another life. A
maximum of six lives can be dis-
played on the screen at one time
aithough you may have more lives
in reserve. The number of lives you
can win in these game variations is
255. Alter that the counter resets to

Game Number
Figure 4

5. GAME VARIATIONS

zero and you must start winning
bonus lives all over again

INVINCIBLE EVIL OTTO

Whnen Evil Otto is invincible, he
keeps coming a! you. There is no
deterring him. You can only escape
him By running out of the maze.

REBOUND EVIL OTTO

Some games feature a rebound Evil
Otto, in which you can actually
shoot the grinning head with your
aser and ne will disappear for a
few seconds. Beware! Evil Otto will
sOON reappear to continue in pur-
suit of you. Zap him again and he
will disappear again. You can make
him rebound an infinite number of
imes.

NON-SHOOTING ROBOTS

In some game variations, the
robots aren't armed. You can stand
right in front of them but they can't
shoot you. Take care, you will still
lose a life if you touch one

GAME 1

In Game 1 you receive an extra life
every 1,000 points. there is no Evil
Otto to pursue you, but watch out
for the robots—they'll be shooting
at you!

GAME 2

Game 2 offers a bonus life every
time you make 1,000 points, the
robots fire at you and Evil Otto re-
bounds when you shoot him

GAME 3

You win a new life every 1,000
points in Game 3. You'll need all
the lives you can get because in
this game Evil Otto is invincible and
Ihe robots stalk you with their
lasers.

GAME 4

In Game 4 you have the opportu-
nity to gain a new life every 2,000
points, there is no Evil Otto, bul the
robots are militant and you must
dodge their deadly laser beams.

GAME 5

With a rebound Evil Otto and mean
robots on the prowl, Game 5 is like
Game 2—except a bonus life is
won at 2,000 points rather than
1,000

GAME 6

Win another life every 2.000 points
in Game 6. But watch out for in-
vincible Evil Otto and combatant
robot goons

GAME 7

In Game 7 there are no bonus lives
and no Evil Otto. You have only the
laser-firing robots to contend with

GAME 8

Game B offers a rebound Evil Otto
Otherwise It is exactly like Game 7.

GAME 9

For a real BERZERK challenge, try
Game 8! Here, Evil Otto is invinci-

bie, the robot gangs are armed and
dangerous. and you have no bonus
lives 1o prolong game play

GAME 10

In Game 10 you have the oppor-
tunity fo win a new life every 1,000
points, the robols don't shooct. but
walch out for Evil Otto—ne's invin-
cible!

GAME 11

You can really rack up the points in
Game 11. The robots don't shoot,
Evil Olto rebounds, and you get a
new life every 1,000 points

GAME 12/CHILDREN'S VERSION

This is the easiest of all BERZERK
variations. In Game 12 there is no
Evil Otto, the robots don't shoot at
you, and you win a bonus life every
1,000 points. It's a good game for
Deginners of young children
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SCORE TABLE

Robots 50 Points Each

All Robots in a Maze 10 Bonus Paints Each
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7. STRATEGY AND HELPFUL HINTS

When you first start playing the
tougher BERZERK variations
(games in which the robots shool
angd Evil Otto is invincible), you may
feel there's no way to survive
Don't despair! The following ars
soMme strategies you can use 1o
stay alive longer, score more
points, and even escape the dread
Evil Otto.

* Since the robots’ shots cannot
penetrate the maze walls, use
this 10 your advantage. Hide
behind walls to dodge laser fire,
then leap out when it is safe o
aim and shoot at robois

Position robot(s) between your
man and Evil Otto. This strategy
should cause Evil Otto to destroy
tne robot(s) first (thereby scoring
points for you) and you will have
more time to escape

-

Evil Otto moves more siowly
when there are robols on the
screen. But once all the robots
are gone, the evil fellow bounds
loward you with amazing speed!
Remember this SO you can posk-
llon your man near an exit as
you finish off the robots, then
make a swift escape

Keep your finger on the fire but-
ton as you move from one maze
10 another, It takes the robols a
iew seconds 1o start their attack
and you can oiten blindly zap
them when you enter shooting

Since robots are programed to
follow you, you can influence
them by your movement, causing
them to shoot at and collide with
each other or run into walls

Evil Otto always enters where the
man enters. Try to get away trom

Keep your distance from robot
gangs because you can cover
yourseif in only one direction at a
time. When you find yourself sur-
rounded Dy a gang, shoot your
way out and put some space be-
tween you and them. It's much
easier 10 see and avoid distant
robot fire than close range fire

n
U’
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When robots shoot on the ver-
tical it is from the left sige. You
can position your man above or
below them on the right side
where they can't hit you, but you
can Diast them

Unlike you, robots cannat shoot
on the diagonal. If you stand dia-
gonally 1o one you will be out of
ts line of fire while it will be
vulnerable to your laser shot
e :
See Figure 3.)

S

There is 0

aser beam wraparouna fealure
that will help you destroy robot:
n mazes that have a right
left exit, you can stand just
the right exit and sho

= eraris
d specia

it. Your laser beams v
‘wrap around’’ the screen (as
shown in Figure 7) and reenter on
the leit sige through that cpening
Any robots standing in your line of
fire will be struck

ure 7- Laser Beam Wraparound
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GAME SELECT MATRIX

8.

Bonus Life Every 2,000 Points

Nao Bonus Life

Invincible Evil Otto

e




