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o THE PLACE: BATTLESAT 1, THE , :
¥ MILITARY WEAPONS SATELLITE STATION e . :
BUILT TO PROTECT EARTH FEOM COMETS | = g g
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PRISCOLL REPLACES A KEYBOARD IN THE
HULL WALL OF THE SUNWARD DOCKING

BAY. SUDRDENLY..

STUNNED, DRISCOLL SHAKES OFF
THE TINY MECHANICAL CREATUREES §
AND FRIES OFF THE.STEEL PLATE. |

j, S

..FLEA-5IZED
ROBOTS SWARM
OUT OF THE HULL
AND ATTACE!

/ TH-THEY'RE BUILDING
UNMAPPED PHOTOSYNAFTIC
BUBBLE-MEMORY ARRAYS
INSIDE!

OH, NO -- THE ALARMSH!
LIFE-SUFPPORT SYSTEMS
SHUTTING DOWN)!

SECURITY SYSTEMS GOING

BERSERK! GOT 10 ESCAFF! —4 §

THE SHUTTLE... MY ONLY v ! e 16 BUCKED INTO
CHANCEN A pEEP SPACEY

HOT LASERS SEARING HIS BACK, HE DIVES
INTC SHUTTLE 7 -- JUST BEFORE THE

AIRLOCKS BLOWY




. ADVANCED GTRAIN
CLASS B OMEGA
YIRUS...EXTREMELY

INTELLIGENT...
SELF-REPLICATING...
HIGHLY
ANTHROFPHOBIC...
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THE DAMAGED SHUTTLE 7
CRAGH-LANDS AT HAUBER AIR
FORCE BASE,

IEF GRAY, ws'zé BEING !\_\‘1\\

LA
Y ESAT 1A ]
HMU B BA.)/’: 1 , ﬂf&i‘

WEYE GOT TO STOP IT! THE
OMEGA YIRUS...IF [T GAINS
CONTROL OF THE PLASMA
WEAPONS,..WERE DOOMED!

> ,
UTITON THE
MAIN VIEWER.

1 AM THE ENTITY YOU CALL OMEGA VIRUS. S ¥ SOON. | WILL GAIN CONTROL
ALL HUMANS WITHIN YOUR PRIMITIVE J  OF THE OFFENSIVE FLASMA
SPACE STATION HAYE BEEN TERMINATED. WEAPONS SYSTEM., | WILL THEN

THEIR PITIFUL ATTEMPTS T0 ESCAPE WERE /8 @8 BEGIN SYSTEMATIC
QUITE AMUSING. Nl  BOMBARDMENT OF PLANET
e gy, 2 EARTH. ANY INTERFERENCE
WILL BE MET BY THE
FULL FORCE OF THE
LASER DEFENSE ARRAY.

T oy
TRY AND STOP ME.
ALL HUMAN SCUM WILL
BE TERMINATED.




THE DISASTER ON BATTLESAT 1 TRIGGERS 4
GLOBAL FOWER STRUGGLE! THE TERMINATION
OF BSAT 1'S MULTI-NATIONAL CREW OFFERS AN
OPPORTUNITY FOR ONE GF THE FOUR SUPER-
FOWERS TO GAIN DOMINANCE OVER THE OTHERS,

CONTROL OF THE SPACE STATION )5 OF PRIME
IMPORTANCE: [T 1S A MILITARY PRIZE SOUGHT BY

ALL. FRENZIED MEETINGS TAKE FLALE AROUND
THE WORLD...

WE CANNOT LET THE OTHER POWERS GAfN
CONTROLI WE MUST CHOOSE OUR
GREATEST CHAMPFIONI

THEN IT I3 AGREED, WE WILL SEND OUR
MIGHTIEST HERO T0 DESTRQY THE
OMEGA VIRUS AND TAKE CONTROL OF THE
BATTLESAT FOR US.

NORTH AMERICAN FEDERATION

OCEANIC REPUBLIC

WE WILL SEND GUR GREATEST
WARRIOR -- EARTH WILL BF SAVED
AND THE STATION WILL BE QURSH

OUR COMMANDQO MUST BE THE
BEST -- TO DEFEAT THE YIRUS
AND THE OTHER REPUBLICS!

lfﬂz‘]"lﬁf\"if A .
mfﬂ S i ddL i

05:00, 1 OCTOBER 2051,

THE 4 COMMANDOS ARRIVE
AT HAUSER AIR FORCE
BASE 70 UNDERTAKE THE
MOBT DANGEROUS
MISSION OF THEIR LIVES)
YU ARE ONE OF THOSE
COMMANDOS!

ENTER YOUR
STEALTH NEEDLESHIP
AND GET READY TO ATTACK

THE OMEGA VIRUS!




GAME SETUP
Preparing for Your Mission

Gameboard Assembly: Sce the separate | Your Probe:

Assembly sheet for battery insertion and | A Powerful Robot
sameboard assembly instructions. Take the Probe that matches your colar
: Commando, and place its peg into the

THE BATTLESAT 1 | Command Center hole directly in front
GANIEBOCARD | of vou. See Figure 1. All players do the

Figure | shows a game fully set up for4 ~ same. Place any extra Probes in the

plavers. Take a lock at it as vou set up
YOUT OWI game,

Command Center holes nearest thei

matching color Sectors.

Your Probe is a powerlul obot that can
Your Commando

Take the Commando that matches the
color Docking Bay in [ront of you. Place

cut your search time in half! You must

it immediaiely after inding il. Here's what

yaur Commando on that Docking Bay. vour Piobe can do

All plavers do the same. Place any exlra

) e Explore Other Rooms. Your Com-
Commandos out of play.

i find it by exploring Rooms; you can us¢
i of
i mande and your Probe can explore dif-

Yaur Commando is equipped wi
T S nde ipped with ferent Rooms on your same turn. Your

state-of-the-art weaponry and delense :
state-of-the-art e fi et Probe has ancess to the same color Rooms:
systems, which are used during baltle.
Attached to vour Commando's back is a

Power Pack designed to hold the 3 dilfer-

your Commando does; whatever it finds

belongs to your Commando
* Battle Other Commandos and
| Probes, Although it is weakerin haltie
| than yvour Commando, it can collect items

ent Anti-Virus Devices (AVDs) needed to
battle the Virus

for vou when it attacks successfully
FIGURE 1. Here's what your game

looks like fully se 4 playe
ike fully set up for 4 piayers Command Cenler

Prohe

Commando

Sector

Dockin
Open Sector =t g
Panel

Green Acceuss Card

6



The speaker transmits the
voices ot the Omega Virus
and the BSat1 computer.

Blue Access Cards

Disruptor AVDs

FIGURE 2. THE COMMARND CENTER

* Help You Find the Omega Virus.,
Your Probe can explore other Rooms in
search of the Virus. However, it cannot
battle the Virus. During the game. you
may find land lose) your Probe several
limes. Make good use of it while vou
tave it!

The Command Center
I'nis state-ob-the-art computer controls
the entire space station. See Figure 2.
During the game, the Command Center
does the following things:

* Transmits the voice of the Omega
Yirus, and the voice of the weakening
Rsatl computer.

® Receives inpul fram players: Skill
Level, Secret Codes, Roam Codes, Com-
mand Codes and more

e Keeps track of the timed countdown,
and ol items found {and lost] by plavers.

® Slores AVDs INegatrons, Disruptors
and Decoders). Access Cards and Probes.

OHN Button

\ “W 2=

Set Up the
Command Center

There are 3 storage arcas on the Command
Center: one for Negatron AVDs and Red
Access Cards; one for Distuptor AVDs and
Blue Access Cards, and one for Decoder
AVDs and Yellow Access Cards. Place AVDs
and Access Cards in their slomge areas as
described below. See Figure 3,

® Fit the 4 Disruptar AVDs side-by-side
onto the rim.

* Place the 4 Blue Access Cards in the
slot provided.

Set up the Negatron and Decoder stor
age areas the same as above, with their
matching color AVDs and Access Cards.
Figure 2 shows the Command Center fuliy
set up for play and explains its features,

The Command Buttons: During the
game, you will press buttons to transmit
commands o the computer, such as your
Skill Level and your Secret Code. You
will alsa press buttens Lo explore Rooms,
allack and defend in battle, pass, or repeat
a missed message

Command Buttans

{D,1. 2. R)

Red A Cards

Negatron AVDs

Decoder AVDs

Yellow Access Cards

The 2 Voices of the Speaker: From the
speaker, you will hear 2 distinct voices:
the voice of the besicged RattleSat |
computer, and the voice of the deadly
Omega Virus.

When you explore a Room, you'll hear
what you've found there. You'll alss hear
a Secret Code that will tell you whether or
not vou've found the ¥irus!

Disruptor Bank
Access Cards




FIGURE 4. THE YELLOW SECTOR

Blue Room

Green Room

GREEN ROOMS
‘ Name: Supply Depols
~ Needed to Enter: A Green Access
[ Card. (Each player starts the game with
aGreen Access Card, so Green Rooms
l can be entered immediately.)
What You May Find There: Your
' Probe: Red, Blue or Yellow Access
' Cards; hazards; or nothing

RED RODMS

! Name: Negatron Labs
Needed to Enter: A Red Access Card.

l You must explore other color Rooms

i for this)

! What You May Find There: A Negatron

{ AVD; your Probe; Blue or Yellow
Access Cards: hazards; or nothing,

Green
Access Card

Open Seclor
Panel

Yeliow

Docking Bay

o

BLUE ROOMS
Name: Disruptor Banks
Needed to Enter: A Blue Access Card
(¥You must explore other color Rooms
for this.)

What You May Find There: A Disrup-
1or AVD; your Probe; Red or yellow
Access Cards; hazards; or nothing,

N “
YELLOW ROOMS |
Name: Decoder Stations i
Needed to Enter: A Yellow Access
Card. [You must explore other colar
Rooms for this.)
what You May Find There: A Decoder
AVD: your Probe; Red or Blue Access

Cards; hazards; or nothing.

Commando

|
|
|
|
|
|
|
|

A LOOK AT THE
GAMEBOARD

The 4 Colored Sectors: Notice that the
sameboard is divided into 4 colored
Sectors: Red, Yellow, Green and Blue.
See Figure 4. Each Commando starts the
game in its malching colar Sector.
During the game. Commandos and
Probes will mave from Sector Lo Sedor
cither by moving along the silver
pathway, or by teleporting from onc
Sector to another via Docking Bays

Sector Panels: Attached Lo each
Sector is a Sector Panel, with quick-
reference information about starting a
game, movement, hattling, Command
Codes and more Alter you've read this
manual carefully, refer 1o your Sector
panel for a quick source of information
as you play.

Make sure all Sector Pancls are open
las shown in Figure |1 atthe beginning ol
the same.

Green Access Cards: Take one Green
Access Card and place it in your Sector
panel slot. All players do the same.

Gameboard Spaces: The gameboard
features 3 types of gameboard spaces:
Rooms, Connector Pads and Docking Bays,
alt connected by the silver pathway. Each
type of space is explained below.

Yellow Room

Rooms: On the BSatl gamehaoard,
there are 24 colored Rooms. Each Room
counts 4s one game space.

During the game, you'll explore Rooms
for special items The computer will
announce what you've found: an Access
Card, your Probe. an AVD, a hazard  —
or nothing at all. At left, there is &
description of each Room, and what you
may find there.



T CODE
| o S 22!

Connector Pads : : ‘
el gy

Connector Pads: The round silver '
spaces along the pathway are called
Connecter Pads. Commandos maove onlo ‘
Connector Pads to get to Rooms or Dock-
ing Bays. Each Pad counts as ane space. ‘

FINDING
THE VIRUS
The Omega Virus is

hiding in one of the

i gameboard’s 24 Rooms.
YELLOW N8 ‘ ] To discover its lacation, you
: < must listen for your Secret

| Caode. If you hear your Secret
I Code after exploring a Roam,
anly you will know that the
Virus is in that Room!

¥ DOCKING BRY

Docking Bays: There are 4 calored
Docking Bays on the gamehoard:
Red. Yellow, Green and Blue. Each Com-
manda enters the space station from ite
own Docking Bay. Fach Docking Bay .
counts as ane space.

TAKE YOUR
EXPLORATION LoG | I, | cvncsvovrtos
lake one Exploration Log and place itin B  Saia SR T I | e FOOM e j.
front of you. All players do the same TRACKING CHART | RED ——
Your Log is your personal record of + ~ Wanted ltems (Access Cards, ' SECTOR :::3.-; ’ m,‘+
your mission on BattleSat 1. You'll mark AVDs and your Probe}. 10 =
your Secret Code on the back of it: on the Note: You may tind it helpful to o.1.2 +
front. you'll keep track of what you find mark down what you find in each TELLDLU 200 = ]
in the Reoms you explare. “Wanted Item” Room — especially SECTOR 2:::;
How o Uk Your hsig: | if yq: hrvld yf)ur an'be. Some Rooms , :-:-11) +
o i - By l which contain nothing now may con- e e ¥
After you explore a Room, quickly |and tain a wanted item later in the game. o : =
secretliy) mark on your Log what you've | GREEN 111
found there-—a wanted item or a hazard. ’ ~ =Hazards (Security Breaches and edlaals v - 2
Also mark your Log if you find the Virus! Teleport Traps). :.:(1, +
Ihe Tracking Chant at right gives some ‘ ] V = The Virus! iWhen you hear i
suggestions on how o mark vour Log your Secret Code on your turn, BLUE :‘;’? v
alter exploring a Room. Figure 5 shows l that's where the Virus is! Keep this | SECTOR 022
an example of a Log during a game ‘ discovery secret!) ::g::] *
in progress. Mg e s . . = ) B

= T e TN | e ™ AN . W ———



Your Mission

B the firet to locate and destroy
the Omesa Virus before it takes over
BattleSat | and destroys Farth!

Te accomplish your mission. you must:

= Explore Rooms. To enter a Reom,
vou must have a marching color
Access Card

= Collect 3 different AVDs (Anti-Virus
Devices). Collect a Decoder, a Disruptor
and a Negatron,

» Find the Virus and destroy it! The
Yirus is hidden in one of the 21 Rooms
on Bsat 1.

TIMED COUNTDOWN

Onge your mission starts, the ceuntdown
begins! You will have a limited time to
complete vour mission. You could have
anywhere between 10 and 35 minutes,
depending upon your game's Skill
| evel and the number of playvers.

important: The countdown is not in
eftect while the computer is talking. The
computer only counts the time it takes
vou to play! Also, if you press a button
while the computer is talking, it will
have no effect.

N

Your Mission Begins

1. Select Your Secret Code: On the back
of your Exploration Log, write down any
Zodiait combination of 0, 1 and 2. For ex-
ample, vou could choose 2-2, 1-2, 2-0, elc.
These are the buttons vou will later press
e enter your Secrer Code. (Do ol use R

After writing your Secret Code, turn your
Log faceup.

During the game, listen for your
Secret Code! If you hear your Secret
Code after exploring a Room an your
turn, you have found the Virus!

7\, 2. Power Up the Command Center:
/ON \ Press the ON bulton to starl your
; " mission.

iIF TIME RUNS OUT,
THE VIRUS WINS?

If ne one destroys the Virus before time
runs out, the ¥irus wins the game! This
may affect your strategy in a down-to-
the~-wire game.

With only 4 minute or two remaining,
you may dedide 1o sacrifice yvour tums (o
allow an opponent with all 3 AVDs more
fime to hattle the Virus

In most games. however, it's cvery
Commando for himself as plavers scach
trantically to lind wanted items, or attack
each other to try to steal them!

e

i

IMIPDRTANT!

. \\ Game ON Button: Press the
& ON button whenever vou
want to start a new game. Caution:
If vou accidentally press this button
during a same. the computer's mem-
ory will be erased for that game. The
game will start over and everything
will be different’

Automatic Shut-off: If no buttons
are pressed after 2 to 3 minutes, the
game will automatically shut off. To
continue play, vou'll have to press
the ON button again
new game will start!
R Button: Press the R button
to have the computer re
<" peat what vouve found after
exploring a Room; or what you've
stolen or lost after an attack: or what
vou've lost in a Hazard Room; erany
other special announcement

fhe R button has other special
functions which are explained later

— but a whole

in the rules.



3. Select Your Game's Skill Levek: Once
the Command Centeris tumed on, vou'll
hear “Emter Skt The Skill Level vou
choose will determine haw leng you have
1o complete your mission, depending
upan the number of players. See the Skl
Level Thae Charl below.

Now press either 0, 1 or 2 for your
chasen Skill Level. (For your [irst game
ol Omesga Virus, you should play Skill
Level (1]

Skill Level Time Chart

SkillLevet | *ofPlayers
=1 Longest

g] oeest | 6 25

1/ Shorter 15 15

Time

peseis o 10 | 15 15

21 Shortest

Aepd cq saUIN

4. Enter Your Secret Code: You'll then
hear the computer ask you (and each
Commanda in turnl. “Red (Bfue, Green
wr Yefow), ertter Secret Code. ™

When vour color is called, enter your
Secret Cade {noted on the back of your
Log) into the Command Center by
pressing the two number buttons of
vour cade. Do this secretly by hiding vour

|

FIGURE 6.

Hide your Secret Code when
entering it!

button-pushing with your other hand!
See Figure o,

You have only a few seconds to enter
vour Secret Code before the computer
asks the other players Lo enter theirs

s 'ar a game with fewer than four
players, each time the computer asks for
a color player who is not in the game.

press the R button. [Then the
computer will not refer to that
color player during the game.|

Mission in Progress

You will now hear the time limit of your
same announced, as determined by your
chosen Skill Level

For example. it 3 Commandos are
plaving on the 0 Skill Level, they will
hcar the Omega Virus say, "30 ninutes
vt | takee over!”

Listen as one player is chosen to go
first. Play then continues clockwise.

For example, if you hear the besieged
BSall computer say, “fred. heip meswve
e ruenrig ol of tinestlo soimethinig/
fimrry.” Red s the first Commando to play

ON YOUR TURN

©On your turn, the computer will prompt
vou first to move your Commando When
vou finish moving your Commando, the
camputer will then prompt you to move
vour Probe (il you have it)

On vour Commando’'s move, your
Commando must do ere of the fallowing
4 options. On your Probe’s move, your
Probe has the same 4 optians,

11

» Il vou do not enter your code quickly
enough, the computer will ask for it again
after all colors have been asked once.
If vou miss entering your Secret Code

7y the second time. you will be oul
an \ of the game. Just press the ON
button to start over.

 If you mistakenly enter the wrong
Secret Code, you may cither start the
game over by pressing the ON butten. or
use the new Secret Code you just entered.

The 4 options are:
OPTION 1: Explore a Room

OPTION 2: Attack Another Commando
ot Probe

OPTION 3: Pass

OPTION 4: Teleport to Another
Docking Bay



MOVENMENT RULES

Here are some basic rules about how both
vour Commando and Probe can move
from space to space and Sector to Seclor:

« When moving vour Commando
or Probe from Room to Room or (o a
Docking Bay, follow the Connector Pad
spaces Fach Connector Pad, Room and
Docking Bay counts as one space.

» More than one Commando or Probe
can be an the same space.

« Commando Movement: Commandos
can move up te 4 spaces on a turn. Com-
mandos can enter or move throush
Rooms, but they must have the matching
color Access Cards to do so. ICommandos
don't have to stop and explore Rooms if
thev don't wish t0.] See Figure 7

* Probe Movement: Probes move
differently than Commandos. Probes can-
nat stop on Connector Pad spaces — they
maove [rom one Room or Docking Bay to
any ceanerled Room or Docking Bay on a
tum. Probes cannot move through Rooms,
but musi stop whenever they reach a
Reom {or Docking Bayl. When a Probe
stops in a Room, it musl have the match-
ing color Access Card. (Probes don't have
1o explore Rooms if they don't wish to.]
See Figure & on the next page.

OPTION 1:
Exploring &a Room

Most of your time will be spent ex-
plaring Rooms for wanted ilems: Access
Cards, AVDs and your Probe. {In some
Rooms, vou'll find hazards or nothing at
all } Rooms containing wanted items will
usually have such items each time you
explore them (but not necessarily the
same items.] Likewise, Hazard Rooms will
usually contain hazards.

Different Players Find Different items:
The computer always knows which
player is exploring which Room, and
which iterns that player needs. Therefare,
different players mav find different
items lor hazardsi in the same Room,
For example. Green Room 1.2.0 may
give one plaver a Yellow Access Card,
anather player a hazard—and another
playver nothing at all!

i

12

FIGURE 7.
COMMANDO
MOVEMENT

Commandn
moves 3
spaces from
a Docking
Baytoa
Green Room.

Commando
moves 3
spaces
(through a
Room) to land
on a Yellow
Room.

Commando
maves 2

spaces loa
Hed Hoom.



FIGURE 8.
PROBLE
MOVEMENT

Prube

moves o the
connected
Docking Bay.

Probe moves
across the
Red Sector to
a connected
Green Room.

Cven though the same Room may
contain different items for different
plavers, the Vins Room is the same Room
for cvery player!

How to Explore a Room:

Step 1. Enter the Room with your
Commandao or Prabe, following normal
movement rules,

Nole: You must have the matching
color Access Card to enler a Room

Step 2. Press the 2 [Explore) button
on the Command Center. You'll either
hear “Which ffoen?” or “Eriter Boorm
Code " Then enter the 3-digit Room
Code (listed on the Room| inta the Com-

mand Center by pressing those buttons. |

For example, il your Commando or
Probe is in Green Room 1.0.0, press the
2 button to Explore first and then enter
the Room Code.

2

THEN \1/ o
et

Step 3, You will then hear what you've
found in that Room. See below,

Important: If you explore the same
Room twice, you will find nothing in that
Room the second time if vou haven't
explored another Room in between.
What You Can Find
in a Room:

ACCESS CARDS: If you hear "Red
(e 1 Yellow) Access Card tourdd!”
take that color Access Card from the

carimE
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FIGURE 9.

Here is where you
slide your 3 AVDs
onto the edge of
your Commando’'s
Power Pack.

Negatron

Disruptor

Command Center and insert it into the
slot in your Sector Panel. Your Com-
mando and Probe can now gain access to
that color Raom in the future. Mark a + (for
a wanted item) to that Room
Code on vour Log.

ANTI-VIRUS DEVICES: If vau hcar
“Oecoder (Disruptor or Negatron)
found?”, take that AVD from the Com-
mand Center and attach it to vour Powvier
Pack as shown in Figure 9 above. Mark a
+ ifor a wanted itemn] next ta that Room
Code on your Log,

PROBE: When you hear “Probe
tosered ! take your matching color Probe
fram the Command Center and place it in
the same Room as your Commando. Then
mark a + {for a wanted item} next to that
Room Code on your Log

As soon as you find your Probe, you'll
hear “Red (Biue, Greern or Yellow) Frobn:
Hurivshedlp e/ This is vour prompt to
move your Probe, A Probe can do every
thing a Commanda can do {explore,
attack, pass or teleporti— excepl batlle
the Omega Virus, If a Prabe finds an AVID,
immediately attach the AVD to the
Commando's Power Pack.

next



NOTHING: I you hear “Mathing
hece! ™ vour move is over. You didn't
find a wanted ilem ¢r encounter a
hazard. Later, if you return, Rooms with
nothing could have wanted items in
them. Likewise, Reoms enge with wanted
items could have nathing in them when
vou return. Mark a # 1lora wanted iteri
next 1o that Room Code on vour Log,

HAZARDS: There are Lwo lypes of
hazards which you may encounter.
They are: Teleport Trap Hazards and
Securily Breach Hazards. When vou
encounler either one, mark a = {{or a
hazardi next to that Reom Code on
your Log.

Teleport Trap Hazard: If you
hear “Red (Blue. Groen or Yellow)

Your 3 AVDs:
You must have all 3 to bhattie the

fetoparten o Red (Bluoe. Grean o
Yeftow) Dochkimg Bay, ” Move your
Commande or Probe to that color
1Docking Bay.

Security Breach Hazard: |f you
hear “Socnnty Breacti! Seciiity breacty
Hdi FFF (the rnunbors of the Raoons
vansrer ey !, the Virus is attacking you!

Defend Yourself from a Virus Attack
with Energy Shields: You will then hear
Rl (Bloe, Groon or Yolow) enctQize
1 or 3 stucids.” To block the Virus
attack. quickly enter as many shields as
the computer commands by pressing
a different burton on ihe Command
Center aiee ioreach shield 10, 1, 2ar R

ol \1/

yeis
For example, if vou hear “Errgure 2

2 ORr

PSR

shiedess, " you could press:

NZAL @

You have only a limited time to
respond 1o an attack. If vou don't press
a button guickly enough, vou will lose
your chance to defend vourscelf!

e [f you press the correct button,
vou ve blocked the attack! You'll then
hear the Virus say, ™/ riissed!”

Virus!?

NEGATRON: A
Negalron reverses
the effects of a
Positronic Time-
Oistortion Sphere
{PTDS). Fxperts
speculate that the
Omega Virus has
protected its
coentral prucessor
iy Cthrowing ™ it
several seconds
into the Julure by
using a PTOS.

DISRUPTOR: A
Disruptor creates a
man-sized hreach
in the ionic cuntain
ment field which
protects the
cumputer from
unauthorized
tampering.

DECODER: The
Dycare Decader is
a state-of-the-art
bubble-memuory
analyzer. It will
iocate the Gmega
Virus within the
memory matrix,
isolate it and
destroy it



s If vou fail to press the correct
buttan, the Virus wins the attack The
virus will either destroy one of your
Access Cards or AVDs or yvour Probe — or
teleport you somewhere. Place destraved
items back on the Command Center.
iThey can be found again by exploring
Rooms. | I you are teleported, move vour
Commando or Prabe to Lthe announced
ocking Bay.

For example, if youre the Red
Commando and the Virus won the attack
against you, you might hear “Heed. Yetfiow
Access Gard destraved?” This means that
vau, the Red Commando playver. must
return your Yellow Access Card 1o the
Command Center. You cannot enler
Yellow Reoms now until you find a Yellow
Access Card again!

After Exploring a

Room, Listen for Your
Secret Code!?

After vou [linish exploring a Room, you
will hear a 2-digit code for that Room. For
example, you could hear “Code -7,

s If the 2-digit code matches your own
Secrel Code (which vou entered al the
beginning of the game], vou've found
the Virus! Keep that knowledge secret
until vou have all 3 AVDs you need to light
the Virus in that Room. Mark a V {for Virus)
next o that Room Code on vour Log,

® llthe 2-digit code does nef match your
sccrel Code, the Virus is not in that Room.

Important: This 2-digit code is only for
the player who just explored that Room
— no one else! The computer knows who
is exploring that Room and will give a
different code to each pilayer for that room
{unless two or more players happen to
have the same code). If you hear your
Secret Code on another player’s turn,
disregard it!

OPTION 2: Attacking
Another Commando

or Probe

When vou're on a space with another
plaver, vou can atlack that player! (How
ever, you can cccupy the same space

SHIELD

'
SHIELD
2

as another player without attacking, it
you wish.) Commandos can atlack other
Commandos on Connector Pad spaces or
in Reoms. Commandos can attack Probes
in Rooms. Probes can attack other Probes
and Commandos only in Rooms. Plagers
connol altack cach olhier in a Docking Bay.
A player's Commando or Probe can
attack any opponent’s Commando ar
Probe to steal or destroy opponents
Access Cards or AVDs — ar to delay that
opponent’s progress. If a Commando or
Probe attacks a Probe successiully, that
Probe could be destraved as a result.

How to Aftack
An Opponent:

You must be on the same space as an op-
ponent to attack. Follow the steps below:

Step 1. Enter the Command Code lor
the Commando or Probe that vou want to
attack. ICommand Codes tor Commandos
are diflerent from the Command Codes
for Probes. |

important: See Commaind Codes on your
Sector Panel.

Foresample, if you are the Blue Com-
mando and vou want ta attack the Red
Commando, enter 1.0.0 by pressing the
Command Centers buttons:

'\_\i7 o |o
=3 (=
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Step 2. Attacking: You'll hear the
computer announce the altack and tell
you to press a button. For example, you'll
hear “Biue is attacking Red. Take your
best shot!”

As the Attacker, vou seoelly press
any one of the 4 buttans (0, 1, 2 or R on
the Command Center. {Hide vour button-
pushing with your other hand) See
Figure 10.

Step 3. Defending: Your opponent
{the Delender) then listens for the
number of defense shieids allowed 10
black the attack.

FIGURE 10.

You're the Blue Commande attacking
the Red Commanda. You decide to
press R to attack!




Forexample, the Defender ithe Red
Cammando) may hear “Red energize
3 wlualdds.”

The Defender must then quickly
enargize that number of shields by
pressing a different button for each shield
163, 1. 2or R},

The Delender has enly a limited time
1o respond to an atlack. Ifhe doesn't press
2 button auickly encugh, he will fose
his chance to defend himself!

Important: The Delender is trying to
press e seme Fallea that the Attacker
pressed!

For example. vour opponent now
precses 3 buttons:

Step 4. The computer will then
announce the cutcome ol the attack.

= |f the attack is a success. the com-
puter will announce what happens to the
Defender. The Defender might have
something stolen by the Attacker or
have something destroyed and/or be
leleported. See Hews Destroged or Stolen.

oA
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‘ ITEMS DESTROYED

¢ OR STOLEN:

ltems can be destroyed or stolen
whenever you're attacked by either
the Virus or an epponent. if an item
is destroyed, return it to the Com-
mand Center. It an item is stolen by
an opponent, give that item to your
opponent. IYour nppanent keeps it
or altaches it to his Commando's
Power Pack.] Any time you lose an
item. remember that vou can find it
again by exploring Rooms

Forexample, if the Red Defender did
ol press the same button as the Blue
Attacker, the Blue Attacker wins! The
computer may announce “8/ue steals a
Decoder!”

= | the attack fails, the computer will
announce it and nothing will happen to
cither the Defender or the Attacker.

For example, if the Red Defender
pressed the same button as the Blue
Altacker. the computer would announce
VBl nussed!”
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OPTION 3: Passing
You may decide 1o jor have to] Pass

1

E’ on your turn, To Pass, press the 0

[Pass) button en the Cammand Center
tor example, il vou know that the Ream

you landed on has a hazard in it or that

nothing will be found there, you may Pass

Orvour Commando might finish its move

on an uncocupied Connector Pad space

and not ina Room, 50 you must Pass

OPTION 4:
Teleporting to
Another Docking Bay
Commandos and Probes can choose
to teleport from one Docking Bay 1o any
other Docking Bay. This is an casy, quick
way to move around the gameboard

How to Teleport:

Step |. Move vour Commando o
Probe onta a Dacking Bay by normal
movement rules,
ln* Step 2. Press the O (Pass) button

* | on the Command Cenler.

Step 3. Move vour Commando or
Probe fram that Docking Bay to the Dock-
ing Bay of vour choice Your Commando
or Probe will start its next maove from the
new Dacking Bay See Figure 11

FIGURE 11.

You're in the Blue Sector,
but you want to move to
the Yellow Sector. Move
to the Docking Bay as
shown and teleport 1o the
Yellow Docking Bay. This
ends your move.



LT CouNTDOWWN

Time is Running Out!

As you play, the Virus will periodically
announce the time remaining in the game.
For example, vou may hear 15 srvinntes

wirrhid D laricer crver 1

SECTOR
SHUTDOWNS

As time is used up, Sectors will begin
shutting down one-at-a-time. Each time
a Sector shuts down, gameplay continues
in the remaining open Sectors. You cannol
cxplare o Room fa a shutdewn Seclor.

when vou have about 2 minutes
left in your mission. you will hear the
annauncement of the shutdown of the
lisst Sector Forexample, you might heat
“Grear Sector shut dovrn!”

When there are 6 minutes left, the Virus
will announce the shutdown of a second
Sector. When there are 3 minutes left, the
Virus will announce the shutdown of
the third Sector. Play continues in the
remaining open Sector. The Virus is
hicling in this final Sector!

Exception: In Skill Level 2, no Sectors
will shut down.

Shifting Items: As Sectors shul down,
items will be shifted into other Rooms.
You may find some items where you
didn't expect to find them. However, the
location of the Virus will net change.

What to Do When a
Sector Shuts Down:

Step 1. All players who have Com-
mandos and Probes in that Sector must
move them immediately to a Docking
Bay in any open Sector,

Remember: Players cannol attack cach
other in Docking Bays!

Step 2. To close a Sector Panel, first
remave all Access Cards from its slot. Then
fold over the Sector Panel and place its
tip an the Command Center. If a Probe is
on the Command Center, use the Probe
to lock the Sector Panel into place. Put
Access Cards back into slot. See Figure 12.

PROBE
DESTRUCTION

In the final minutes of the game, Probes
will start being destroyed at random. For
example, you might hear “velow Probe
destroyed!”

when your Probe is destrayed, place
its peg into the Command Center hele
directly in front of you.

BATTLING THE
VIRUS

When vou have all 3 AVDs {Decoder,
Disruptor and Negatron) and know
which Room the Virus is in, you're ready
to battle the Virus! Only Commandos carn
battle the Virus — not Probes!

Hint: If you hear “Red (Biue. Green or

Yelfow) roust be terrningted/destroved.
the Virus is telling you which color player
knows the location of the Virus. (Attacking
or following that plaver could benefit you.

FIGURE 12. SECTOR SHUTDOWN
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How to Baittlie the
Omega Virus:

Step . Move your Commanda {with
its 3 AVDs] by normal movement rules
into the Virus Room. Press the 2 {Fxplorel
button on the Command Center and then
enter the Room Code. Forexample, i your
Commando has all 3 AVDs and you know
that the Virus is in Green Room | 0.0,
move your Commando into that Room
Press the 2 bution to Explore and then
enler the Room Code.

= THENW o 'g}

Step 2. The Virus will immediately
challenge you to deteat it by saving, “You
tourd rnal ry and stop me!”

Step 3. Try to destroy the Virus by
quickly and secretly pressing one termi-
nation butten {0, 1, 2 or Ry on the Command
Center. if you don't press a button quick-
Iy enough, you'll lese your chance o
destroy the Virus! Remember to hide
your butten-pushing with your other hand!

9|\ [&] = (B

Oh, No! You Missed!

If you do nol press the correct termina-
tion button, you will hear a buzz and then
“Wrorng! ™ You will have to wait for your
next turn to try again. Once you've found
the Virus, you do not have o move out
of that Room (unless you're atlacked and
lase your Access Card). On your next tum,
fallow the above % steps and press 4 difler-
enttermination button!

Other players now continue trying to
complete their missions and win the
game by:

» Exploring Rooms (o find AvIDs.

= Attacking plavers to try to steal or

destroy itermns.

= Attacking the Virus with 3 AvDs.

Remember: I time is short and it
looks like the Virus may win, vou could
Pass 1o allow other players with AVIis
more time to batile the Virus!




You Win® Earth iIs
Saved! Game Over.

It you press the correct termination
button, you have destroved the Virus!
You'll hear “You win! | am terminated?”
Congratulations! The Virus is destroyed!
BSatl and Earth are saved! The game is
NOW DVeT.

The Virus Wins! Earth is
Doomed! Game Over.

If time runs out and no one has destroyed
the Virus, it will commence takeover of
BattleSal 1. You will hear “Foo fatet THus
statuny s rrune! | enr!”

The Virus will then terminate each
players Commando. You will hear “Red
terimunated! Blue lecrinated! Green

terrrnunated! Yatlomw ferrriraied '™

BLEEP!
HUVIAN ERROR!?

Here are some mistakes that can happen
during a game:

Entering the Wrong
Room Code

If you realize that you're entering
@ the wrong Room Code and
> haven't finished pressing all of the
buttons, press the R bulton. You'll hear
“Which RoomZ/Enter Room Code.” You
can then enter the correct Room Code.

If you entered the wrong Room
Code — too bad! Keep whatever wanted
items vou find. Likewise. you must
accept any hazards you encounter! On
your nex! move, you can stay where you
are and explore that Room using the
comrect Room Code.

Hitting the
Wrong Button

If you want te pass or attack someone,
but press 2 (Explore) by mistake, vou'll
hear “Whuet Roorm?/Foter Room Code.”
Immediately press the 2 buttan three
more times to cancel that command.
12.2 2 is an invalid Raom Code.} You will
hear “Wrong?” Then the computer will
prompt you to begin vour move again

by saving, “Red (Blue, Green or Yeflow),
o something/help me!”™

a] a“l
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Access Denied

If you enter a Room Code and do not have
that Room’s matching color Access Card,
vou will hear “Access dernied. ” Move your
Commando or Probe back to the space
where you started your move. Your move
is then over.,

e THEN
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STARTING YOUR
NEXT MISSION

To start a new game, cach player must
choose a Commando and take a new
Exploration Log and one Green Access

Card. Plavers then secrelly choose new
Secret Codes. Press the ON button to start
the new game and select a Skill Level
{If you'd like a laster game, choose a
more difficull, faster-playing Skill Levell}
Players then sign on by entering their new
Secret Codes. Play continues as above

Beware! Once again. the Virus could
be hiding in any Room! You'll lind diler-
ent things in different Rooms!

SOLO PLAY

You can fight the Omega Virus one-on-
one! Reler to the Skill Level Time Chart on
page | 1. To play, lollow the same rules
as above. (Disregard Option 2: Allacking
Anolher Commando or Probe.) Good luck!

NOTE: ALL NAMES AND
LOCATIONS USED IN THIS
GAME ARE ENTIRELY FICTIONAL
AND DO NOT REPRESENT ANY
KNOWN INDIVIDUALS OR
LOCATIONS.




