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24 Febrius, 2249,

For three days your Scoutcraft has been traveling through empty space,
on its way from one forsaken part of the galaxy to another. You're a techno-
scavenger, making a living searching for abandoned technological systems —
but for all the luck you've had in the past month, you might as well be an
intergalactic drifter. Psytek, your Science Droid Analyzer, is monitoring the
instruments. There isn't much to do—not much, that is, until suddenly Psytek
flashes an urgent message:

FOMERFUL RADIATION FLUK
DETECTED:

COORDINATES 45:30 RELATIVE
AZIMUTH AND ELEVATION

Powerful is right! Your instruments indicate rads in the ten thousand range.
"Any idea what it might be?" you ask.

NEGATIVE. CHARTS INDICATE
EMPTY SPFACE FROM HERE TO STAR
SYSTEM 583,

Strange. And stranger still, when you deploy the Scoutcraft's optical
sensor, you discover a large, solitary planet—one that simply doesn't exist
according to the charts. But there it is, its surface cut with deep chasms and
ancient rifts.

You call up a dimensional coordinate grid of the radiation flux. Sure
enough, the lines of the grid are ruler straight until they reach the area of the
radiation flux. There, they become as warped and tangled as the wiring of
your third-hand Scoutcratt.

A powerful radiation flux. . .a planet cut with deep rifts.. ..

Suddenly a wild idea occurs to you. Have you stumbled upon the legend-
ary Koronis Rift?

Seven hundred thousand years ago, the Ancients ruled the stars—a con-
federation of over thirty different races whose technological achievements
were unsurpassed. According to legend, the Ancients used the deep rifts of a
planet called Koronis as a testing ground for their most powerful weapons.
Finding the fabled Koronis Rift has been a dream of technoscavengers for
centuries. Now, just maybe, you're the one....




As soon as your ship moves within range, you activate your on-board
detector. Tuned to the Ancient's standard wavelength, it should tell you
whether this mysterious planet contains any caches of powerful technology.

Instantly, the detector registers the loudest alarm you've ever heard.
Koronis Rift. .. it must be!

You signal Psytek. “Prepare the Surface Rover for descent’

Using the optical sensor, you snap an orbital photograph of a section of the
planet's surface. A moment later Psytek announces:

SURFACE ROVER READY FOE
DESCENT.

“What about the Repo-Tech Robot?" you ask.

KT ROBOT EQUIFFED AND ON-BOARD.

The Scoutcraft, with Psytek in control, will orbit while you explore the
planet in your Surface Rover. You can always summon Psytek to come pick
you up atany time—as long as you're in the clear and not under attack.

There's no time to lose. Koronis Rift, the greatest treasure trove of technol-
ogy in the galaxy, is waiting.. ...
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Loadmgc Instrucllons
Set up yaur Commodore 64!1 28 or: Atarl com puter as showni |n owners

" mariual. Turn on your disk drive and TV, Plug joystick into'the first port. Irisert *

your diskette for Kpronis Rift with the label for:-your computer system factng up
and turn on your computer. Atari: the program will autoload. Commodote 64:

. type LOAD."*" 8,1 and press RETURN, Commodore 128: set the syﬁtem_to e

Commodore 64 Mode, then type LOAD "*",8;1 and press RETURN.

Commodore 64,’Commoooro 128 with Eoyx Fast Load"‘ % Cartodgo Moko
sure camputer.is.turned. off. (For Commodore 128: set system to. Commodore
B4 Mode:) Insert Fast Load:Cartridge into the:cartridge slot of computer and
turn computer on; Insert Koronis Rift diskette:into diskdrive with the
Commodore label facing up. Hold down Commodore (G=) key and press
RUN!STDP key to quickly load: your QAIG -t oine xosg sl B psinie v Thi s

Launch Sooutcraft

" Dhice yoor disk boots up; you't find yourselfinside the:Surface Rover;
ready to explore the planet Koronis. To start soavonglng press fho fire
burton on your ]O'y!SIICk

-------------------------------------------------------------------------------------------------

"g Koronis Rift

5 - @ Theplanet Koronis'is ou‘t‘o?deeo vaiieys called rifts, whnch - e
' ringed by mountain ranges and sprinkled with hills. You land in Hlﬂ
Dne whloh Iooks to be theieostdarrgerous - :

0"3 Hulks

_hoplng to find — ao abandoned hu1k_ a war machine of the Ancients.

deen D1sp1ags

Check out the video displays at the top of your screen: To the far left,

glowmg dot oomts toward tho noarest hulk, mrootly in front of you

'Search

To search the rest: of Korools Rift for Anosent teohnology. justturn
. your ship until the dotis at the top of the drsplay. and then move:.
forward : : : : _

”Drlue

Toturn on iorward drive, |ust push the IOYStIGk forward. To turn oﬁ
- forward drive, pullit back. Push. lhe;oysnok !oft or right to turn in:
those d1rect|ons S1mole

- The-vehicle you soe -on: thegrouno beforeyou isjust: what you ‘ve been: - ——

" the circle with a glowing dot at the top is your directional display. The """~



; Those ar‘e Guardlan Saucers swoonlng in. Thev are Dut ta destroy you. :
‘New waves will keep coming until you destroy their base on Rift 20.
E You've got only two choices —1o evade, or to destroy them. To fight
‘back, use your joystick to position your fargeting cursor—the small'cross hair =~ =
that moves within the viewing window. With the cursor.centered on an enemy
saucer, push the button on:the joystick. One hit may not be enough. After all,
these Guardian.Saucers will stop at mthmg to protectthe hulks of. Anmant
tech nclogy And thai S exactly what you e after . ,

""""" : "l'_i'l"'i' 'I'f"I'QMHU].kS

The radiation levels on Koronis are enough to frya Dromodite. So ‘
; z you'll have to.send your Repo-Tech Robot outto loot the hulksyoufind, © .
: But you ¢an't do anything, until you've destroied all the attacking :
saucers and positioned your Rover next to the hulk. Then you'lisee the gptions
“LOOT HULK" and “"CALL: SHIP" appear beneath your viewing window To :
-------- enter the option-area, move the cursor to the bottor of the viewing window and- - - - -
_press the button. Move the:cursor t6 the right until the indicator:light above
LOOT HULK" comes on.:To issue the command to y?our RT Robot, préss the

md:cator Iug htabove ' CALL SHIP" and press the
button on yourjoysnck :

)
e
p iﬂl

maal, .
3
»

{1 TIE

_Aerial view:Rift1 =

IIJes‘trcn,rr Ihe saucer base in Rift 20 by gradually increasing your
@ -capabilities on the earlier levels. You can end-the game anytime by
: -returning to your Scoutcraft to cash in on all the techriology you've
-------- ‘found: but you cannot: clalm the Erﬂt]re pla-net for yourself unlessyou demroy the- RRLL TR

Guardlan Base. }

F&&SE and F:estart
Press the:SPACE BAR to pause the game. Press it again o
_.resume. To reset the game — Atari: press ESC. Commodore  ©
64/128: press RUN/STOR then press HESTQHE. :




OPERATIONS MANUAL:

SCAVENGER Mk IV MODULAR FLANETARY SURFACE ROVER

Congratulations! Youarethe proud owner of the Scavenger MK
IV Modular Planetary Surface Rover—the very latest in planetary surface trans-
port.The joystick control of your Surface Rover is all you need to direct the

cursor and operate your craft.

Targeting and Firing Laser
During normal operation, the target-
ing cursor (D) moves freely within
the view window (B). While the
cursor remains in the view window,
pressing the button of the joystick
fires the laser weapon on your cratft,
if it is turned on.

Operation of Message Area
Functions

The cursor also allows you to acti-
vate any of the functions displayed
in the message area (F). To make a
selection, pull the joystick back until
the cursor is at the very bottomn of
the view window, and press the but-
ton while pulling back. The cursor
will enter selection area (A). Move
the joystick left or right to make

your selection—the light above each
option indicates it has been selected.
Press the button to activate it. The
option "LOOT HULK" directs your
remote technoscavenger (RT
Robot) to search an artifact for use-
ful systems. “CALL SHIP" signals
your scout ship to return to pick you
up. (NOTE: The Scoutcraft is on call
to retrieve the Surface Rover except
in the event that the Surface Rover
is under attack. During an attack,
communication between Surface
Rover and Scoutcraft is not per-
mitted.)* Selecting "ADD MODULE"
(or pressing the joystick button) will
install whatever system your RT
Robot is carrying into whichever slot
is selected in the module area (C).



.................................................................................................

--------

-------

sag& area and return it to the view
‘window, simply push forward on

.th.g ]GIYStICk ...... e : ........ .

*See Interga Iat:lac Ba nkmé Code 2E-7 15-5-55 for -
specific requirernents, Ships still under morigage to |
‘any galactically-insured bank of the MNew Federation
are r:rr‘orubited%rm emenng hoslile zones: « + -+« - LR,

Operation of Surfana Hovar
Mntlule ‘Area

mndular systems:compatible with
the design standards of New Feder-:

ation planets, and:any. of the known: . . ..
surviving technology of the:Ancients,

The Rover can hold up to six systems
m its modute area [C} To enterthe -

Elhe bottom of the screen and press

1he buttcm The cursor will enter the

The cursor willlig htup the select
‘bar (G) of a given-system. Moving
the joystick left and right selects

different systems. Toswitch the -« --: - --

selected system an or off, simply
press the joystick button. The sys- -
1ern icon will lightup ifitis on.

w;}e and: origin symbols displayed
in the module slot(see "Ancients’

Insignias”). To return.to main view. ... ..

window, simply press forward on
the joystick. :

To monitar, addmonal systems the
MK IV Rover is equipped with two
special display screens located
above the view wihdow in the sec-

ond and fifth-positions (X). These - - Sl

screens have been designed for
systems Ihat reg uzre Dperatlonal dis-

turmng on a new:module that
requires a display:will automatically

turn off the least important of-the. . . ©. . ..

‘modules currently in use. :

§is factory set to de;ect the n:earest
concentration of Ancient tech-

----- nology: A glowing:indicatof (L)-will - :

appear when such technologyis
present. Simply rotate the ship until -
The indicator is at the top of the

..................................

ward to locate identified technologyg

1f no indi€ator appears, you have

joated alt hulks.on this rift..Factory. . :

sefting miay be pré-em pted by new
Iadar rnod ules.

2l ,The. dr;ve status. d;splay [Ml ......

indicates the status of the MK IV's
main engines. Green indicates

normal operation at full power: red

indicates the engines have stalled. -
Below the drive indicator, a speed-
ometer bar (N), calibrated:in
rneters per second, |nd|cates the

----------------------------------------

The pnwer reserve display (O)

indicates the total energy-charge - -

ready for.use by your main.weap-
ons system (P). Ta the right, the

calibrated in gigajoules zero to one:
hundred: The MK:|V standard :
power reserve can hold.only eight. . :
gigajoules of charge, butthiscan -
be augmented by the addition of
power reserve booster mogules.

- The powerbar'color is the sarme as :

ycur active laser. f

The shield dlSplay (R) mdlcates the:
current strength of ‘your chromo- - -
quantized shields; in all six:fre-
guency ranges frc}m red to: wole-t A

shield stre-ngth for. thatfrequency :
range has been depleted, and any
further hits of that frequency-on-your:
vehncle wul result In its destructlon

1111111



OFERATIONS MANUAL:
Fsytek 750@ SERIES SCIENCE DROID System Analyzer

Uperation Within the View Window

The Psytek 7500 Series Science Droid System Analyzer offers the very latest
in on-board systems for the analysis and dismantling of technology. For
ease of operation, the Psytek Science Droid requires only the use of a joystick
for commands.

Once the Rover has returned to the Scoutcraft, the view window (A) offers a
closed-circuit image of the activities of the Science Droid. A conveyer belt (B)
transports individual systems to and from the Scoutcraft storage area.

To view the inventory of systems in the Scoutcraft storage area, first position
the cursor in the view window, and then move the joystick left and right. The
conveyor belt will move systems to and from Scoutcraft storage.

In order to perform any functions on an individual system (analysis or
dismantling, for example) you must first position the desired system on the
conveyer belt.

Operation of the Surface Rover Module Area

To move any system from Scoutcraft storage into the Surface Rover module
area (C), position the desired system on the conveyer belt. Then move to the
Surface Rover module area by pulling back on the joystick. Position the cursor
in the desired empty module, and press the button to install the system. The
system is now part of the Surface Rover's active arsenal.

To move a system from the Surface Rover module area to Scoutcraft
storage, position the cursor in the module you wish to move and press the



button. The selected system will appear on the conveyer belt. NOTE: if there is
a current system in view, it will automatically move aside.

To move systems from one position to another within the Surface Rover
module area, first position the cursor in the selected module. Push the button
to pick up the selected system. Move it to the desired location by moving the
joystick left or right. Then push the button again to install the system in its
new location.

Operation of Selection Area Functions

The Psytek Science Droid Analyzer allows you to select from among (four)
functions within the selection area (D). To enter the selection area, push
forward on the joystick. To make a selection, position the cursor on the
desired function and press the button.

DISMANTLE causes Psytek to dismantle a system and record its function for
later sale.

ANAYLSIS instructs the Science Droid to evaluate the power and efficiency of
a system and display the information in the message area of your Rover (E).

EXIT SHIP instructs the Rover to return to the surface of the planet for further
exploration. If you EXIT SHIP you will see a new set of options—"STAY HERE"
returns you to Psytek; "SAME RIFT" returns you to the spot where you were
last picked up; "NEXT RIFT" moves you ahead one rift; and "SKIP ONE"
moves you ahead two rifts.

END TRIP allows you to return to your home planet with the systems that

you have collected. The selection of END TRIP opens a second level of
options to SAVE GAME, LOAD GAME (restart a previously saved game) or
END GAME (end game and compute score). Note: selecting SAVE GAME will
overwrite any previously saved game.



ENCYCLOPEDIA GALACTICA, OpSec GHWL 2154
ANCIENTS, weapons sustems of :

The Ancients ruled the stars over seven hundred thousand
years ago—a confederation of over thirty different
races working together to civilize the galaxy. Their
technological achievements, especially in the field of
advanced weapons systems, were unsurpassed. Even today,
the systems found in the remaining hulks of Ancient
technology scattered over a hundred or more planets are
highly valued by military experts and technoscavengers
alike. Structural analysis of working models of Ancient
systems, made possible by advances in Science Droid pro-
gramming, confirms the unparalleled power and sophisti-
cation of Ancient technoloagy.

All caches of Ancient technology are defended by the
only other remaining legacy of the Ancient confedera-
tion—genetically-programmed Guardians. The Guardian
forces are equipped with weaponry and defense suystems
commensurate with the systems they guard. Few full-
scale campaigns against the Guardian forces have been
attempted. To date, no such attempts have succeeded.
(See also Guardians and Archaeotechnology.)

ENCYCLOPEDIA GALACTICA, OpSec GIW 1247
KORONIS RIFT:

Located on the fabled planet Koronis, the Koronis Rift
is believed to have served as the weapons testing ground
of the Ancients. According to legend, the Ancients used
the deep chasms and fissures of the planet to test their
most powerful weapons systems. Some scholars believe
that several hundred surface attack vehicles (SAVs) may
have been tested on these proving grounds, along with
ather advanced weaponry.

Skeptics have long argued that, if such high-level
weapoh testing indeed took place, the atmosphere of
Koronis would remain highly radicactive even today—
making detection of the planet a simple matter. Other
scientists contend that the planet Koronis may be hidden
in a dust cloud that prevents such easy detection. Nei-
ther hypothesis has been substantiated. All charts and
navigational references to Koronis were lost with the
extinction of the Ancients.; and despite the efforts of
many technoscavengers, Koronis Rift has never been found
(see also, Ancients., weapons systems of).




ENCYCLOPEDIA GALACTICA, OpSec JEC 4208
GUARDIANS

The Guardians are a race of genetically-engineered
warriors created by the confederation of the Ancients.
While the Ancients disappeared long ago, the Guardians
remain, programmed to guard and defend the stockpiles

of Ancient technology scattered throughout the galaxy.
What 1little evidence researchers have been able to piece
together indicates that the Guardians were mutated from
lower species by the Ancients (the best genetic analysis
suggests they are related to the genus Blatarian, order
Tsewsueme). All attempts to negotiate with these fierce
warriors, however, have failed. Programmed to self-
destruct in order to avoid capture, the Guardians remain
an elusive and dangerous faorce. (see also Archaeotech-
nology, "ﬂpqientgi Insignias")

ENCYCLOPEDIA GALACTICA, OpSec THA 1138
ARCHAEOTECHNOLOGY :

Virtually no recorded information remains about the
actual development of Ancient weaponry. The field of
archaeotechnology attempts to understand the nature of
Ancient hulks by studying the alien races that created
them. For example, the Kendrons are known to have de-
scended from flying creatures on a planet of relatively
low gravity.

Their vision extended into the infrared—and the mili-
tary artifacts they developed all operate in the red and
arange frequency ranges. The Hendron preaccupation with
flight and speed led them to design faster and more ef-
ficient propulsion systems than those of other Ancient
races.



SYSTEM ICONS

The following lists standard military systems of the
Ancients, along with symbols commonly used to identify
them. Other tuypes exist that have not yet been
identified.

ok W M

LASER—Chromoquantized laser, capable of emit-
ting a beam of destructive enerdgy in a single
color frequency.

SHIELD—Chromoquantized shield, capable of
defending against energy weapons of various
colors.

GENERATOR—comprising stand power supply.

FOMER RESERVE—a hiah capacity energy storage
device.

RADAR—Remote sensing device, desianed to
locate a specific type or class of obiects.
May also serve as compass or direction finder.

ECH—Electronic countermeasure device, capable
of interfering with enemy detection gear and
rendering the user harder to detect.

DRIVE—Fropulsion module, for augmenting or
changing the ability of the Rover to move over
terrain.

ALIEN INSIGNIA

The following markings were used by the Ancients to show
which of their races desiagned a module. (Note that the
information in this area is incomplete.)

s

A race of largely sessile creatures that got
much of their nourishment from water and
sunlight. Thought to use photosynthesis and
chlorophyll much as earthly plants do.

Flying omnivores, similar in structure to the
Manta-ray, from a large world with a thick
atmosphere. Very quick and sharp of hearing.



One of the oldest Ancient races. Given to
diversions of the mind. Poor fighters but
excellent strategists and diplomats. Fond of
simulations, music.

A race from a planet rich in radicactivity.
Fast and tough, quick to destroy their own
young at any sign of abnormality. Very dis-
trustful of other Ancient races. Reptilian
in form, heavily plated, scaly skin.

Plant intelligence, used reflective leaves to
defend itself from animals. Capable of limited
motion.

Herbivores from a desolate planet. Large
creatures, they lived underaround, conserving
strenath for the infrequent rainy seasons.

Mammalian carnivores, fond of eating reptiles.
Not as bright as many other of the Ancient
races.

Skilled hunters, with unusually good sense of
terrain and cover.

Underground dwellers, blind but able to sense
magnetic and electrical fields.

Sleek swimmers, expert in laser technology but
poor diplomats. Very creative architects.

Herbivorous philosophers, superficially similar
to the extinct terrestrial ankulosaur. Legends
suggest they had limited psychic powers.

A race of six-legaed centauroids. carnivorous
and quick, from a planet that circles a class
F8 sun.

X

o m A race of arboreal creatures with long thin
'.' legs. Mammalian, but capable of spinning spider-
& like webs. Evolved aon a cold planet of red sun

system. Very sharp vision, high metabolism.



POWERFLOW

................................................

‘Your MK IV has been equipped wnh
- Autotronic power distribution.

Alon-board-systéms (drive; radar, ;-

-weapons, shields; and any-modules
'you plug into the contrc}l panel)

‘require power. Power is produced . -

‘by your generator. Ten percentof :
‘the energy is directed to weapons
-and shields. The remaining ninety :

percent powers all'other systerms ™ .

;'{drwe radar detectlon etc:).

If there is surplus:power, it:is

‘shields. If there is insufficient erterg;n\ar
fhowever the drive, radar, and olher

c |ency For this reason, the opera- :
tion of any particularly powerful sys—_
‘tem may.require the use ofa more :

....................................

-+ stored inthe power reserve: the--:----

:weapons systemns. Twenty percent :
-of available power-goes immmediately
to your shields. The remainder is

.power reserve is full, any surplus
energy flows to the shields: If the

be used tc- assessthe power reqmr&
‘ments of unidentified systems. To

----- -do so, firstempty your-reserve: - -« - oe e

by firing your wedpon, and then
observe how rar::-lcilyr the reserve

.................................................

_t;fled sysiem and repeat the test.
-If your power reserve recharges
-quickly, the systern has relatively
"""" non'r'ratpowerreqmremer‘ds""":""""'

Heapons Systems
The MK IV Rover is equipped with

laser weapon of standard demgn
Chromoguantization, a principle of :

physics iéarned from Ancient relics,: - - - .. - . -

_has allovqed Earth‘smentlsts tocon- :
struct !aser weapons of immense

to prctact against them. Chromo-
quantized weapons can emit one of:
six frequencies of electromagnetic !

energy, correspondingto thecolors: ==+ -+ - -

red, orange, yellow, green, blue
and purple. .

Shields are characterized by 3l S

color against which they can pro-
vide the most powerful defense. For:

............................................

‘power reserve is low, very little. ........ instance; an orange shielddefends : . . ... ...,

_e;nergy rr_'na'y' réafc't@ ihé shields. best against an orange laser; ared

....... S.T,RﬁTEC‘r' ANDTACTICS

Add anew m-::dule to an empty slot by selecting the slot and hlttmg the flre
button. Use the "Add Module" option only to replace existing modules.

------ Some strategies will score' more points than others. For high' points; eittier try 16
bring back lots of modules for dismantling, or try to gather enouygh powerful
weapons.quickly, then get to Rift 20 and destroy the Guardian base. :

""" Most radar modules pmn‘ronry to'hulks: madE by the samerace. If you hrsl
figure out what kind of modules an Ancient race is goad at (using clues in the
manual ar experience), then you can use radars made by that race to telt you if

..and where you may find mere of those modu!es Save the radars of useIuJ
races with Psytek for use on later rifts.

Mapplng Ihe rifts wnl help you from game to game Some modules will hEIp you



or yellow shield womd be less effec-:

tive; a blue or green shield would
offer little: protection. Conversely,

the greater the difference in cotor *+: -

between a laser and a shield, the
more deadly the effect of the laser

weapon.-For example, a purple . .. T

laser is the most effective weapon
against a'yellow shield. A yellow
Easer directed against a yellow

Standard MK IV w;eapons and
shields have distinct power:usage

-----------------------------------------

usage of a given laser is mdmated

by the small bar in‘the power reserve:
display-(Q) immediately-to the right: -
of the power reserve bar. This smal-:
ler bar indicates how much energy :

that uses'-minimal energy can be
f1red more continuously than a
weapon requ.nrlng maxlrnum energy

The eﬁmency of a: Iaser on: the
other hand, is a measure of how

wellit uses its powertocreatea -+ -+ -
destructive beam.:A highly efficient
laser will do more damage than an :
inefficient one, even wherepower . .: . ..

use remadins the same. Highly effi-

{;Iel"lt Iasers will f|re more otten
between recharges than their less
efficient counterparts. Efficiency

and power usage are vitally-impor=-: -+ - -

tant factors in both offensive and
defensive strategies. A powerful

and highly efficient red shield, for. . . P

example,:might actually defend
against agreen laser better:than a
weak and inefficient green shield.

------------------------------------------------

Module Priority Systems
The MK IV comes equipped with

built-in standard.weapons and. navi- R

gational systems. The instalflation
of any new system:automatically
replaces the Hover s built-in:sys-

.............................................

r;uf any given type—ffaser shield,
radar, etc:—can be active.) Upon

installation, the Rover display - - - - -

screens will automatically indicate
the characteristics of the new sys-

may increase your:power, for
example, and that will be indicated
by the power reserve display. Built-in

systems are designed to turn back: *:+++ -

on automatically when any new cor- :
responding system is turned off. ‘

.................................................

U nusual mcnd ules may work only.on ceﬂam c:olnred saucers, orfor hmuted

amounts:of time. Pay anemlon and experlment You mayfmd mproued

versmns m later rrfts

Note the pmg ression.of colars in Ihe: saucer weapons a.nd shlelds Once T S S
recognize the pattern you can plan ahead by having the modules you'll need to -
defear or Evade the saucers coming up. 2 . ,

Differently shaped saucers have dlﬂerent aitack panerns Adam your. at‘racks T
their patterns.

Cumng through passes and staying near mountalns can throw : saucers :aff their -
:Jursuu pamcular!y if yau haveagoﬁd genaratnr and drwe ..... s B R s
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Actual screen graphics of other
VErsions may vary.

Atariis a trademark of Atari, Corp.

Fast Load Cartridge is a trademark of:
Epyx, Inc. .
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