GAME PROGRAM™ CARTRIDGE
LIMITED NINETY DAY WARBANTY

ATARL INC. [ Atarl™) warrant s 1o the origingl consurmer purchager that your ATARI® Game Program cartridge
&5 free from any detects in material of workmanghip for a period of ninety days from the date of purchase. If #fy
such defect is disgcovered within the warranty pariod, Atari's sole Gbliaa:iﬁn will bé 19 replace the cartridge
freeof charge on recaiptof tha cartricge (charges prepaid, if mailed or shipped) with f of dale ol purchase
;i_T E.:!hbi.:lme ratall s10fe where the cariridge was purchased or at one of the ATARI Regional Service Conters
bg Ls1"'H

Ararl, Ing. Atarl, Ing.

1312 Crossenan Ave. 43 Balmont Dr.
Sunnyvale, GA B4085 Somerset, MJ DBATI
Atari, Inc. Atarl, Ing,

5400 Mawpart Df. 21049 Easi Division 51,
Suite 1 Arlingian, TX 76001

Rolling Meadows, IL B0008
This warranty shall ot apply if the cartridge (i) has been misused of shows signa of excessive wear. (i) has
begnn damaged b_ilr Breing used with any products not supr!ied by ATARIL, or (i) has been damaged by teing
servicad or modified by anyone other than an ATARI Regional Service Center,
ANY APPLICABLE IMPFLIED WARRANTIES, IMCLUDING WARRANTIES OF MERCHANTABILITY AND
FITNESS, ARE HEREBY LIMITED TO MINETY DAYS FROM THE DATE OF PURCHASE. COMSEQUENTIAL
QR INCIDENTAL DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED
WARRANTIES ARE HEREBY EXCLUDED,
Some states do not allew limitations on how long an implied warranty lasts or do not aliow the exclusion or
limitations of incldental or consaquential damages, 5o the above limstations or exciusions may nol apgdy 1o
you,
Thig warfanty gives you specific lagal rights and you may alsc have other rights which vary from state 1o
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NOTE: Always turn the console POWER switch OFF when inserting or remov-

ing an ATARI® Game Program™ cartridge. This will protect the electronic

components and prolong the life of your ATARI Video Computer System™
ame.
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1. HERE'S PAC-MAN

We know that millions of people all
over the world just love the
PAC-MAN arcade game. PAC-MAN
has won the hearts of men, women
and children everywhere. We also
know that PAC-MAN has traditional
ly been an arcade game. Well, we
at ATAR| know all about arcade
games. After all, we make some of
the greatest arcade games in the
world, and we know how 1o bring
the same dynamile game play into
your hiome.

Our PAC-MAN has all of the excite-
ment and challenge of the standard
arcade game, and you get to play
in the comfort and conveniance of
your own home. This is espacially
advantageous if you still plan 1o

2. LIFE IN

The object of the game is to keep
PAC-MAN happy and healthy in his
home of Mazeland. PAC-MAN starts
the game with four lives {turns). The
longer he survives, the more paints
you score, You score a point for
every video wafer that PAC-MAN
eats, You also score points when
PAC-MAN eats power gills, .
vitamins, and ghosts. Everytime
PAC-MAN eais all of the video
wafers on the maze, he earns an
extra lite and a new maze full of
video wafers.

make an occasional appearance al
the arcade to show off your great
playing skills. (Little do they know
that you've been practicing at
home all along.)

Just in case you're new o
PAC-MAN, don't worry, it's easy to
learn. You'll be a pro in no time at
all.

So, relax, get comfortable and en-
joy it in the privacy of your own

ome. We suggest that you read
this instruction booklet thor Iy
before beginning game play. We
know that you won't want 1o miss
any important details about game
play. You might even find it enter-
taining.

MAZELAND

The following information lists all of
PAC-MAN'S nutritional needs, which
also happen to be your point-
scoring objects.

VIDED WAFERS
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WAFERS

These are the dotted lines on the
screen. You manuever PAC-MAN
around the playfield over the video
wafers. He automatically eats the
video wafers, and they disappear
from the maze. You score one
paint for each video wafer he eats,
(Ta score a point, PAC-MAN must
pass directly over the video wafer)

POWER PILLS

POWER FILL

Power pills are located in the four
corners of the playfield. Each
power pill is worth five points.
When PAC-MAN eats a power pill,
the ghosts become a transparent-
blue color.
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During this time, PAC-MAN has the
super-strength to overcome the
ghosts. This ig his big chance fo
chase and gobble down each
ghost. Unfortunatetly, this great
power only lasts a few seconds.
When the power starts wearing off,
the ghosts turn pink and then back
10 yellow. (Musical notes stop
several seconds before ghosts turn
back.)

SCARED BLUE GHOSTS
VITAMINS

VITAMINS

Vitamins are the two intersecting
rectangles in the center of the
playfield. They only appear for a
few moments and then disappear
and reappear. The vitaming are
worth 100 points each time PAC-
MAN eats them.




GHOSTS

ATARI® GAME PROGRAM™ INSTRUCTIONS

"GHOST QUARTET"

The ghosts are the quartst of bad
guys chasing PAC-MAN around the
maze. If a ghost eats PAC-MAN,
you lose a turn (one life). On the
other hand, if PAC-MAN eats a
ghost, you score points. PAC-MAN
can only eat ghosts after eating a
power pill. Then he can run around
the maze eating ghosts, The first
ghost is worth 20 points, the se-
cond ghost is worth 40 points, the
third is worth B0 points, and the

3. USING YOUR

fourth iz worth 180 points. If the
power pill wears off before PAC-
MAN eats all the ghosts, he must
eat another power pill and stan
chasing the ghosts a%aain {starting
at 20 points again). After PAC-MAN
eats a ghost, you only see ayes left
on the ghost. But, the ghosts are
reincarnated by returning to the
big, square chamber in the center
of the playfield.

CONTROLLERS

Usezﬂur Joystick Controllers with
this ATARI® Game Program™ car-
tridge. Be sure the controller cabies
are firmly plugged into the CON-
TROLLER jacks at the back of
your \ideo Computer System™
game. For one-player games, use
the Joystick plugged into the LEFT
CONTROLLER jack. Hold the con-

ATARI® GAME RDGMM"" INSTRUCTIONS

troller with the red fire button to Power Pill
your upper left toward the television
sCraen,

See Section 3 of your owner's

manual for further details.

Escape Route |

Use the Joystick Controller to guide
PAC-MAN around the maze. Maove
the Joystick in the direction you
want PAC-MAN to move. PAC-MAN
moves around the area of the
maze, but he can use the opening
at the top and bottom of the maze
as an escape route. (See Figure 1
for escape routes.) Remember that
the ghosts can use the same

W"'

escape routes, and that they may Escape Route Vitarning
be waiting for PAC-MAN when he
reenters the maze. When PAC-MAN Figure 1

escapes through the bottom open-
ing, he reenters through the top.
When he escapes through the top,
he reenters at the boftom.

The red fire button is not used dur-
ing game play, although it may be
used to start a game.

REENTRY i
4

 g——
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4. CONSOLE CONTROLS

GAME SELECT SWITCH

To select the PAC-MAN game varia-
tion you would like to play, press
down the GAME SELECT switch.
{See GAME VARIATIONS, Section
5 for further information about
game variations.} The game
number appears at the bottom of
the screen. One number appears
for one-player games and two
numbers appear for two-player
games (See Figure 2 and 3 for
game numbers.)

OME-PLAYER GAME

One-player Pac-Man

Game Number
Figure 2

TWO-PLAYER GAME

Two-player Game Numbers

Figure 3

GAME RESET SWITCH

Once you have selected the game
number you wish to play, press
down the GAME RESET switch to
start the game. (You can also press
the red controller button to start
game play.) After GAME RESET is
pressed, the score appears wheare
the game number was, and the
lives remaining appears at the bot-
tom of the screen as shown in
Figure 4 for one player and Figure
5 for two players. The player usiﬁ
the Joystick plugged into the LE
CONTROLLER jack is the player to
start the game in two-player game
variations.

-
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DIFFICULTY SWITCHES

PAC-MAN has two difficulty levels,
When the DIFFICULTY switch is in
B position, the power pills last
longer and the vitaming slay on the
screen longer. The A position is for
the amancathAﬁ::mepl?yer. ghe
layer using the Joystick plugge
fhic the LEFT GONTROLLE
jack uses the LEFT DIFFIGULTY
switch; the player using the
.,Ic%atick plugged into the BIGHT
NTROLLER jack uses the
RIGHT DIFFICULTY switch. Ina
one-player game, use the LEFT
DIFFICULTY switch.

TV TYPE SWITCH

Set this switch to COLOR if your
television is color. Set it to B/W 1o
play the game in black and white.

ONE-PLAYER GAME

Lives Remaining Score

Figure 4

TWO-PLAYER GAME

Right Player's
Score Score

Left Player's

Figure 5



5. GAME VARIATIONS

PAC-MAN includes 8 game varia-
tions. Each variation has a one-
player ?ame and a two-player
?a the two-player games, the
eft piaz.fer slarls the game. Each
player takes a turn until PAC-MAN
gets eaten by a ghost.

Games 1, 2, 7, and 8 feature a
slow maoving PAC-MAN, The ghosis
in each of these games move at
different speeds as follows:

GAME 1 Ghosts move at joggin
- i legging
GAME 2 Ghosts move at running
speed,

GAME 7 Ghosts crawl especially
slow for young children.

GAME B Ghosts move at walking
speed.

Games 3, 4, 5, and 6 feature a fast
PAC-MAN with the ghosts moving
al varying speeds as follows:

GAME 3 Ghosts crawl around the
maze.

GAME 4 Ghosts move at walking
speed.

GAME 5 Ghosts move at jogging
speed.

GAME 6 Ghosts move at running
speed.

Games 3 and 7 are recommended
for young children. Game 6 is the
rmost ditficult game variation. For a
real chalian%e try Game & with dif-
ficulty level

NOTE: Sometimes the ghosts try to
hide bergnd each other, so they ap-
pear to be a single ghost chasin
PAC-MAN. v

6. SCORING

+
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7. HELPFUL HINTS FOR
PAC-MAN'’S SURVIVAL

1. When all of the ghosts are hid-
ing on top of each other, eat a
Power Pill and ther'i you can
gobble all four ghosts in one big
bite and score points.

2. Try to eat as many Video Wafers
as possible before eating a
Power Pill. This will save the
Power Pill until you really need
it

3. Before you eat a Powar Pill, stay
in the corner close to it so you
can tease the ghosts into mowv-
ing closer to you, thus allowing

to eat more ghosts with one
ower Pill.

4. Use the top and bottom open-
iNgs in the maze like a tunnal to
outsmart the ghosts. Slip in or
out of the openings to escape
hungry ghosts.

8. GAME SELECT MATRIX




