COMMODORE 64 LOADING INSTRUCTIONS

Joystick
The joystick should be plugged into Port 2.

Cassette
Turn on the computer power switch.

Place the game cassette in the cassette player with the label side up, and
make sure it is rewound to the beginning. Hold down [SHIFT] on the com-
puter keyboard, press the [RUN/STOP] key, and then release both keys.
Press the [Play] button on the cassette player. When the screen reads
“Found,” push the [Commaodore] key.

If you have any trouble loading, simply flip the cassette over, rewind, and
repeat the loading procedure.
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Disk

Turn on the computer power switch.

Turn on the disk drive and wait for the “Busy” light to go out. Insert the game
disk with the label side up and the open end facing the rear of the disk drive.
When the monitor screen is lit,

Type: LOAD “*”,8,1
Press: [RETURN]

When the initial segment has loaded, the first screen is a menu that allows
you to choose either ZAXXON or a collection of Synapse demos. Simply
press [1] for the game, or [2] for a menu of the demos. The game program
will load in a couple of minutes. If it doesn’t, simply flip the disk over and
load the other side. The program has been duplicated on both sides.
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OBJECT OF THE GAME

| ! I

ZAXXON is a classic space encounter in which you find yourself at the con-
trols of an attack shuttle spacecraft. You must strafe the enemy Asteroid
City in an attempt to destroy fuel tanks, gun emplacements, missiles, and
enemy aircraft. With the aid of an altimeter you must barnstorm your way
through narrow wall openings, lethal electronic barriers, and deadly rocket
fire. A successful attack-run across the Asteroid City leads you to a deep
space dogfight with squadrons of enemy planes. Surviving the perils of
outer space brings you to another Asteroid City and a showdown with the
insidious robot, ZAXXON.

Successfully destroying the evil ZAXXON allows further play but with
increased difficulty. The game continues until all of your ships have crashed
or been lost to enemy fire.

The Shuttlecraft

Your ship is controlled in the normal aircraft manner. Pull back on the stick
to climb, push forward to dive. Left and right turns are made by moving the
stick to the left or right, and the trigger button fires your laser cannons. An
altimeter on the left hand side of the screen helps you to determine your alti-
tude. This is especially helpful when navigating through the wall openings
and electronic barriers, as well as in deep space dogfights. The fuel gauge
indicates fuel remaining, which is replenished by destroying the fuel depots
in the Asteroid Cities.



Electronic Barriers

In the early levels of play, you must fly over the walls and under or over the
deadly electronic barriers erected to protect the Asteroid City. As play pro-
gresses, the walls become more impenetrable, leaving only small openings
to pass through. These openings are also protected by electronic barriers,
so your task is doubly difficult. Fire your lasers at the electronic barriers to
gauge your position in relation to the openings.

The Asteroid Cities

At the beginning of your mission you enter the first Asteroid City. You must
successfully make your way through the city and destroy as many enemy
aircraft as possible. The higher your tally here, the fewer aircraft you will en-
counter in deep space. You should also destroy the fuel depots to increase
your own supply of fuel and also score points. Finally, you should destroy as
many radar towers, gun emplacements, and base missiles for the highest
possible score.

WARRANTY

SYNAPSE warrants to the original consumer/purchaser that this SYNAPSE program cassette/
diskette (not including the computer programs) shall be free from any defects in material or
workmanship for a period of 90 days from the date of purchase. If a defect is discovered during
this 90 day warranty period, and you have timely validated this warranty, SYNAPSE will repair
or replace the cassette or disk at SYNAPSE’s option, provided the cassette or disk and proof of
purchase is delivered or mailed, postage prepaid, to SYNAPSE.

This warranty shall not apply if the cassette or disk (1) has been misused or shows signs of ex-
cessive wear, (2) has been damaged by playback equipment, or (3) if the purchaser causes or
permits the cassette or disk to be serviced or modified by anyone other than SYNAPSE. Any
applicable implied warranties, including warranties of merchantability and fitness, are hereby
limited to 90 days from the date of purchase. Consequential or incidental damages resulting
from a breach of any applicable express or implied warranties are hereby excluded.

NOTICE

All SYNAPSE computer programs are distributed on an “as is” basis without warranty of any
kind. The entire risk as to the quality and performance of such programs is with the purchaser.
Should the programs prove defective following their purchase, the purchaser and not the manu-
facturer, distributor, or retailer assumes the entire cost of all necessary servicing or repair.

SYNAPSE shall have no liability or responsibility to a purchaser, customer or any other person
or entity with respect to any liability, loss or damage caused or alleged to be caused directly or
indirectly by computer programs sold through SYNAPSE. This includes but is not limited to any
interruption of service, loss of business or anticipatory profits or consequential damages result-
ing from the use or operation of such computer programs.

The provisions of the foregoing warranty are subject to the laws of the state in which the cas-
sette or disk is purchased. Such laws may broaden the warranty protection available to the
purchaser of the cassette or disk.



Deep Space

Successfully negotiating the perils of the Asteroid City leads to deep

space and encounters with those enemy aircraft that survived your earlier
onslaught, as well as enemy tracking satellites. The size of the aircraft
indicates their altitude. (Smaller planes are not as high.) The number

of enemy planes (EP) remaining is displayed in the upper right hand corner
of the screen. When all enemy planes have been destroyed a bonus of
1000 points is awarded.

The Confrontation

Your flight through the perils of deep space will, if successful, bring you to yet
another Asteroid City. But this one is different! It is the fortress of ZAXXON,
the deadly robot who will appear launching seeker-missles. Destruction

of the robot requires three direct hits on its missile launcher. After you con-
qguer ZAXXON, the round advances and the difficulty increases. If you lose
your ship inside an Asteroid City your next ship will be launched at the
beginning of that city. The gameplay ends with the loss of your last ship.

An additional ship is awarded for scoring 20,000 points.
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