


THE DEFENDER OF W

INSERTING THE CARTRIDGE

With your Commodore 64 Home Computer Turned off,
insert the DEFENDER game cartridge in the cartridge

slot. Turn the computer on.

Iu'_l;rlﬁc}. controllers

Plug the joystick controller into the con-
trol port 1 on the right side of conscle.
Hold the joystick so that the red button is

in the upper left corner. Press the button to
fire missiles.

Title screen

When you lirst turn on your computer, the
DEFENDER title screen appears. Proas F1
to move io the option screen.

Dpﬁm scCreen

Pressing the F1 key starts the game. The
F3 key changes level of difficulty. Press-
ing the F5 key will allow you to choose
the 1 or 2 player option.

Game play

At any point FS will pause the game play
or reactivate the game after a pause.
Preaaing the F3 key will take you back to
the opticn acreen. Preas the F7 key to

activate Hyperspace and the space bar to
detcnate a Smart Bomb.

Gu.‘mn ovar
Press F1l or FIRE BUTTON to return to the
Option Screen.

Nﬂll

Be carelul not to press any kevs other

than those mentioned, as it may effect
the game

Evil from the far stars!

The alien attack has come! You must act
quickly to defend your planet. Backing
their Landers are Baiters, Swarmers,
Bombers, and the dread Pods. But you
have the most advanced ship your world
has ever devised — Defender!

Shatamr

Fly low. Good DEFENDER players seldom
fly more than two inches above the planet
in order to protect their humanoids.

Listen to the game soundes. Most of tha
time you'll hear a humanoid cry for help
belore yvou see il Use the Scanner to find
it

Mutants are not as hard to destroy as it
might appear. Thrust, then reverse direc-
tion and adjust your height simultane-
cusly, and fire.

You can carry a humanoid around with
you so that the aliens can never destroy
all ten of them without destroying you.

But if you touch the planet, the human-
oid will immediataly jump fres.

Alisns become confused if you quickly

revarss twice giving you time to blast
them.




ORLDS!

SMART BOMBS destroy all

aliens in sight, vel, use them sparingly
as the game begins with cnly three
Bombs and three Defender Lives. An
additional SMART BOMB and
DEFENDER LIFE is earned for each
10,000 points. :

HYPERSPACE temporarily sends
you into & space warp, but you never
know where you'll reappear. Use
HYPERSPACE cautiously and aparingly.

Each of the alien ships has a different
function.

LANDERS, the first to appear, kid-
nap humanoids and fire white charges.

BOMBERS lay mines to trap you —
you can't shoot mines, ao you must
avoid them.

BAITERS appear if you take teo
long to finish off & wave — they move
faster than Daelender and lire whits
charges at him_

ANTS — transformed human-
oids — are very dangerous. Once a
humanoid is lost to you, spare no effort
in trying to destroy il. They'll fly directly
above or below vou (where you can't hit
them) and then charge.

The POD is the most dangerous,
becauss when it's destroved it releases
Swarmers.

SWARMERS track you closely, so
zap them as quickly as you can.

All aliens except Landers can exit at
the bottom of the screen and emerge
from the top, vice versa.

Your view-screan shows your imme-
diate arsa, but the Scanner at the top of
the screen shows a much wider view.
The area covered by your view-screen is
bracketed in the center of the Scanner,

#0 you can see what's happening to your

right and left. By using your Scanner
you can tell which kinds of aliens are
where, and —more important — which
of your humanoids are in danger.

Humanside and the dilferent types ol
alien ships are distinguished by differ-
ent colored blips.

You begin the game with ten human-
oids. When a humanoid is kidnapped, it
cries out for help — go to its rescue
immediately!

Thare are two wayse of rescuing a
humanoid: either destroy the Lander
and let the humansid fall back to the
planet; or destroy the Lander, catch the
falling humanoid, and carry it back o
the planet. Leiting the humanoid fall
only works if it's low encugh to fall
salely. If the humanoid falls safely, you
score 250 points, plus 150 points {os
destroying the Lander. If the humanoid
dies, you score only the 150 points for
the Landear.

Catching a humanoid in midair is
more difficult and sarns you more
points.

If a Lander succeeds in carrying a
humanoid to the top of the screen, the
humanoid becomes a Mutant and
returns to attack Defender. When all of
the humanoids become Mutants, ar are
destroyed, the planet explodes and van-
ishes. You continue to play and score
points, With every fifth wave, a des-
troved planet reappears and all ten
humanoids are replaced.
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