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BERMUDA TRIANGLE IN SPACE

You are a member of Delta Patrol, the elilte squadron of tough space-cops pledged to protect the
galaxy with everything they've got...including their lives. Your assignment... Delta Sector. A
junkyard of lost ships, alien bandits, and unknown forces of destruction. Your patrol must seek out
the evil killers that live there and terminate them. Streak through treacherous caves, foaming
oceans, and solar flares. Capture new lethal weapons and use them to restore law and order.

GETTING STARTED

Remove all cartridges and plug joystick into port 1.

Insert game disk into drive and turn on computer.

Commodore 128 will boot automatically.

Commodore 64 users type LOAD"EA",8,1 and press the Return key.

CHOOSING GAME OPTIONS

Press the spacebar during the title screen to access game options screen.

F1 Toggles between one player/two player options. Players alternate turns. The second
player's turn begins when the first player loses a ship.

F3 Toggles between Joystick and Keyboard options.

F5 Toggles between music and sound effects options.

GAME CONTROL JOYSTICK KEYBOARD
Start game Fire button Return

Pause game RUN/STOP RUN/STOP
Resume play after pausing Fire button Return

Return to title screen RUN/STOP /T RUN/STOP /T

Use joystick and cursor keys to scroll through the alphabet when assigning player's initials to high
scores at the end of the game. Use firebutton or return key to choose letter.

SHIP CONTROL

Move forward Move joystick right D
Move back Move joystick left A
Move up Move joystick forward w
Move down Move joystick back X
Fire weapons Fire button Return

Note: Any combination of one vertical and one horizontal control key will move the ship in a
diagonal direction.



PLAYING DELTA

Credits — Normally you destroy aliens to earn credits, but some attacking formations may
decrease your credits. You lose all unused credits after passing through armament and ship

enhancement icons.

Armament — You will often fly past new weapons and ship enhancements between alien attacks.
You can safely add blue icons, but the gray ones will obliterate your ship. Fly directly into a blue
icon to add it to your ship. Your credit balance will appear along the bottom of the screen.
Weapons and ship enhancements eventually wear out and you'll need to find new ones.

i EXTRA SPEED

Cost: One credit.

4 might overload.

f RATE OF FIRE
Cost: Two credits.
Provides additional fire power.

MULTIPLE FIRE
Cost: Thrae credits.
A Fire from rear, port and starboard.

FISH WEAPON
4 Cost: Four credits.

e

DELTA PATROL CREDITS

Programmer: Stavros Fasoulas
Artwork: David Rowe

Music: Rob Hubbard

Producer: Mark Lewis

Assistant Producer: David Gardner
Assistant Producer: Brent Iverson

Increases velocity. Don't overdo it or your engines

The list below depicts the weapons and ship enhancements you can find:

PROTECTOR

Cost: Five credis.

Lacerate approaching enemies with this spinning ball of
shrapnel.

WARPER
Cost: Six credits.
Slows time so you can shoot slow— moving enemies

iz Now you can go after the really tough enemies.

while maintaining your normal speed.

SUPA SHIELD
Cost: Seven credits.
Provides the ultimate protection from enemy blasts.
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LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this computer software product that the recording
medium on which the software programs are recorded will be free from defects in materials and workmanship
for ninety days from the date of purchase. Defective media returned by the purchaser during that ninety day
period will be replaced without charge, provided that the returned media have not been subjected to misuse,
damage or excessive wear.

Following the initial ninety day warranty period, defective media will be replaced for a replacement fee of
$7.50. Defective media should be returned to: Electronic Arts, 390 Swift Avenue, South San Francisco, CA
94080. Enclose it in protective packaging, accompanied by (1) proof of purchase, (2) a brief statement
describing the defect, (3) a $7.50 check (if beyond the initial ninety day warranty period), and (4) your return
address.

WHAT IS NOT COVERED BY THIS WARRANTY

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS
OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO NINETY DAYS FROM THE
DATE OF PURCHASE. ELECTRONIC ARTS SHALL NOT BE LIABLE FOR INCIDENTAL OR
CONSEQUENTIAL DAMAGES FOR BREACH OF ANY EXPRESS OR IMPLIED WARRANTY.

Some states do not allow the exclusion or limitation of incidental or consequential damages or limitations on
how long an implied warranty lasts, so the above limitation or exclusion may not apply to you. This warranty
gives you specific legal rights, and you may also have other rights which vary from state to state. Address
all correspondence to Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404. Or call us at (415)
572-ARTS.

. NOTICE
ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT DESCRIBED
IN THIS MANUAL AT ANY TIME AND WITHOUT NOTICE.
THIS MANUAL IS COPYRIGHTED. ALL RIGHTS ARE RESERVED. NO PART OF THIS MANUAL MAY BE
COPIED, REPRODUCED, TRANSLATED OR REDUCED TO ANY ELECTRONIC MEDIUM OR MACHINE
READABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF ELECTRONIC ARTS, 1820 GATEWAY
DRIVE, SAN MATEO, CALIFORNIA 94404,
ELECTRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH RESPECT TO THE SOFTWARE AND
THE THE RECORDING MEDIA. PLEASE SEE THE ELECTRONIC ARTS LIMITED WARRANTY ENCLOSED
WITH THIS PRODUCT.

Software © 1986, 1987 Thalamus Lid.
Manual © 1987 Electronic Arts
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