


Programmed by Marty Franz, Alien Technology Group.
Graphics by Ken Hard.

Directed by Harald Seeley.

Produced by Mike Suarez.

Music by David Tolley.

Digital sound samples by Russell Lieblich and
Glyn Anderson.

Product management by Lou Viveros.

Special thanks to Scott Orr.

Player's Guide by Jim Carr. Editorial management by Laura
Singer. Production coordination by Nancy Waisanen.
Production by Micki Cunningham.

For a recorded message about our newest software, call
(415) 329-7699. For technical help, call Technical Support
between 9:00 a.m. and 4:30 p.m. Pacific time, Monday
through Friday: (415) 329-7699.

For information about our products, write to:
Product Information
Gamestar
P.O. Box 3048
Menlo Park, CA 94025-3048

For the best service, be sure to note the subject of your
inquiry on the outside of the envelope.

Copying Prohibited

This software product is Copyrighted and all rights are
reserved by the copyright holder. The distribution and sale of
this product are intended for use by the original purchaser only
and for use only on the computer system specified. Copying,
duplicating, selling or otherwise distributing this product with-
out the express written permission of the copyright holder are
violations of U.S. Copyright Law and are hereby expressly
forbidden.
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Introduction

Take Down lets you join the Gamestar Wrestling Federation—
the GWF-with eight of the baddest, most conceited wrestling
studs ever put together:

Iron Head, who has flattened many a geek beyond
recognition.

Mr. Cool, macho master of the California beach.
Ninja, Oriental assassin of the night.

Sea Dawg, the one-eyed ruler of the high seas.
Sgt. Slam, a Green Beret turned wimp-smasher.

Sultan, a turban-topped desert snake with fangs of
deadly venom.

Tomahawk, who has a collection of 3,819 scalps.
Viking, fierce conqueror of the weak and helpless.
In Take Down, anything goes. And any combination of two-
man tag teams can do battle in the GWF Arena. Challenge a
friend, or take on a team controlled by the computer in a free-
for-all that's bound to leave someone battered and bruised.

This guide contains the information you need to join the GWF.
So let's get it on!




Loading Take Down

To load Take Down on your computer, please refer to the
Take Down Command Card for your particular system.

Note: All instructions in this guide assume your system is
using joysticks. If the Take Down version for your system
does not require joysticks, see the Command Card for the
keyboard commands for your system.

Game Options

Following the introductory music and title screens (you can
press the fire button to move through these quickly), you'll see
Bruno "The Enforcer” Squiglioni — former GWF champ and
current GWF fight promoter.

Let Bruno know whether you want a one-player game or a
two-player game by moving the joystick up or down. Once the
correct game selection appears at the bottom of the screen -
inside Bruno's "thought bubble"- press the fire button.

» When you select ONE-PLAYER GAME, you fight against
a computer-controlled team. You control both of your
wrestlers — one at a time — while they are inside the ring.
The two wrestlers outside of the ring are controlled by the
computer, and they may occasionally have a run-in of
their own.

* When you select TWO-PLAYER GAME, you and a
friend fight against each other. Each of you controls both
members of your tag team — again, one at a time — while
they are in the ring. As with one-player games, the wrestlers
outside of the ring are computer-controlled.

Note: You and a friend can fight together as a team against
the computer by selecting ONE-PLAYER GAME and handing
one joystick back and forth whenever you "tag out."




Selecting Your Wrestlers

As "The Enforcer," Bruno Squiglioni fell victim to way too
many pile drivers in the ring. His brain got so banged up that
now he can't decide on what wrestlers to choose from his card
file for the next GWF rumble. You choose the wrestlers for
him by moving the joystick up or down to have the various
wrestlers' pictures appear on the television monitors above
Bruno. In Bruno's "thought bubble" you can se¢ each
wrestler's win/loss record and his best moves.

To select a wrestler, press the fire button while his picture
appears on the TV monitor.

The first wrestler chosen for each team will be the first one
to enter the ring.

Once both teams are set, it's off to the GWF Arena.

The Match

The wrestler you control is in the ring, ready to crack some
skulls. Your teammate is outside the ring — ready to climb in
and do some damage himself.

You'll also see a boisterous crowd in the foreground and
four "power meters"- one for each wrestler — suspended above
the ring.

The power meters tell you the current strength of each
wrestler. As the wrestlers bust each other up, they become
weaker, and the red bar inside their power meter gets smaller.
Wrestlers regain power by tagging out and resting outside the
ring; as a wrestler grows stronger, the red bar in his power
meter gets bigger.

Your only objective is to pin your opponent — that is, hold his
shoulders to the mat for a count of three. You don't score
points — a match continues until you have pounded your
opponent so badly that he just can't get up.




Inside the Ring

The Gamestar Wrestling Federation's Bad Boys of Brutality
have all the moves—-including the strutting and prancing—
you'd expect of hulking, macho wrestling studs. Because per-
forming these moves takes skill and practice, you need to learn
to master them.

You control the movements of your matmen with your
joystick and fire button. (Refer to your Take Down Command
Card to determine keyboard controls and player movements if
your system does not require joysticks.)

All eight GWF brawlers have a common set of moves they
will need to put their opponent away:

* To move your wrestler forward and backward, push the
joystick right or left.

* To move toward the top or bottom of the ring, push
the joystick up or down.

* To tag out and let your other wrestler in the ring, move
the wrestler who's in the ring toward the rope nearest your
tag team partner, then press the fire button while pulling
down on the joystick.

» To throw a punch, quickly press and release the fire
button with the joystick in its neutral position.

* To climb the ropes and dive on your opponent — a move
known as "the big splash"- first maneuver toward the top
right or left comer of the ring, and push your joystick diago-
nally in the direction of the corner you want to climb. When
you're ready to go for the "big splash” and dive on your
opponent, quickly press and release the fire buiton. If your
opponent gets up or moves away before you can jump on
him, you can climb down from the ropes — and avoid hurting
yourself — by moving the joystick down.

« To bounce off the ropes for a flying body tackle, push the
joystick right or left, and move your wrestler directly into the
ropes. To then level your opponent with a flying body tackle,
push the fire button as you are bouncing off the ropes. As
with the "big splash", you will hurt yourself if you dive and
miss, so don't hit the button until you think you can really
drill your opponent.




* To dive on top of an opponent for the pin, move your
wrestler directly over an opponent who is down on the mat.
If you have inflicted enough damage to your opponent, your
wrestler will automatically go for the pin by jumping on top
of the downed man.

* To let an opponent get up before the pin — so that you
can hurt him even more before ending his misery — push the
joystick up, and your wrestler will get up off of your downed
opponent. To jump up and down on him, go for a cover and
then get up, over and over.

» To throw an opponent off of you before you get pinned,
push the joystick up. If you have enough strength left to
"press” your opponent off of you before the three-count,
you will toss him away.

Custom Moves

~ Along with all the standard moves, each wrestler also has a
unique set of four custom moves. For instance, Mr. Cool can
do a body slam, airplane spin, kick, and head butt; while Sgt.
Slam's repertoire includes the body slam, eye rake, head
throw, and elbow smash.

To use one of your custom moves, push the joystick right, left,
up or down while holding down the fire button.

The following "Custom Moves" chart shows each wrestler's
custom moves and the joystick position needed to do each
move. The joystick positions are: UP, DOWN, TOWARD
your opponent, and AWAY from your opponent. TOWARD
and AWAY will be either right or left on your joystick,
depending on what side of your opponent you are standing.
For example, if you are on the left side of your opponent,
then TOWARD will be right and AWAY will be left —

and vice-versa if you are standing on the right side of

your opponent.




Iron Head

Mr. Cool

Ninja

Sea Dawg

Sgt. Slam

Sultan

Tomahawk

Viking

Custom Moves
Joystick Position with Button Held Down

UP
Press Slam

Airplane Spin

Press Slam

Airplane Spin

Head Throw

Suplex

Suplex

Back Breaker

DOWN
Back Breaker

Body Slam

Drop Kick

Wrench Suplex

Body Slam

Wrench Suplex

Pile Driver

Pile Driver

TOWARD
Gut Buster

Kick

Gut Buster

Kick

Eye Rake

Elbow Smash

Gut Buster

Drop Kick

AWAY
Head Butt

Head Butt

Head Throw

Head Slap

Elbow Smash

Eye Rake

Head Slap

Gut Buster




GAMESTAR 90-DAY WARRANTY
Gamestar warrants to the original consumer purchaser of this
computer software product that the recording medium on which the
software programs are recorded will be free from defects in material
and workmanship for 90 days from the date of purchase. If the
recording medium is found defective within 90 days of original
purchase, Gamestar agrees to replace, free of charge, any product
discovered to be defective within such period upon receipt at its
Factory Service Center of the product, postage paid, with proof of
date of purchase.
This warranty is limited to the recording medium containing the
software program originally provided by Gamestar and is not
applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect has arisen through abuse,
mistreatment, or neglect. Any implied warranties applicable to this
product are limited to the 90-day period described above. If the
recording medium should fail after the original 90-day warranty
period has expired, you may return the software program to Gamestar
at the address noted below with a check or money order for $7.50
(U.S. currency), which includes postage and handling, and Gamestar
will mail a replacement to you. To receive a replacement, you should
enclose the defective medium (including the original product label) in
protective packaging accompanied by: (1) a $7.50 check or money
order, (2) a brief statement describing the defect, and (3) your return
address. EXCEPT AS SET FORTH ABOVE, THIS WARRANTY
IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL
OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY
WARRANTY OF MERCHANTABILITY OR FITNESS FOR A
PARTICULAR PURPOSE, AND NO OTHER REPRESENTATION
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR
OBLIGATE GAMESTAR. IN NO EVENT WILL GAMESTAR
BE LIABLE FOR SPECIAL, INCIDENTAL, OR CONSEQUEN-
TIAL DAMAGE RESULTING FROM POSSESSION, USE, OR
MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE
TO PROPERTY AND, TO THE EXTENT PERMITTED BY
LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF GAME-
STAR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES.




SOME STATES DO NOT ALLOW LIMITATIONS ON HOW
LONG AN IMPLIED WARRANTY LASTS AND/OR THE
EXCLUSION OR LIMITATION OF INCEDENTAL OR CONSE-
QUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/
OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT
APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC
LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS
WHICH VARY FROM STATE TO STATE.

RETURNS
Registered mail is recommended for returns. For the best service,
please be sure to—

1. Send the diskette and sales receipt.

2. Write the name of the product and the type of computer
system you have on the front of the package.

3. Enclose your return address, typed or printed clearly, inside
the package.

Send to: WARRANTY REPLACEMENTS
Technical Support
Gamestar
P.O. Box 3047
Menlo Park, CA 94025-3047
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