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equires Atarl 400/800/XL series with 32K disk or 16K
nssette and Joysticks.

) @ world very similar t0o our own a battle Is aboul to begin. The
attle is not between inhabitants of this deserted little planet, for

1ere is no intelligent life hera. Nor, is the battle to capture this
oebegotien piece of real estate.

is planet is a tes!! A challenge conceived by a race of beings
'ginating untold billions of light years away from this world.

uilt as a training enclave lor the greatest warriors of this forgol-
n race, it has stood undisturbed since before the Earth was
eated. And now, for the lirst time in a billion years, the combat

id is aclivated. Prepare yoursel! Earthling. It is your turn for the
counter!™
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LOADING ENCOUNTER
Cassette

Pull the release lever above the keyboard towards you to open
the cartridge door of the computaer. If there are any cartridges in
the slols, remove them and close the cartridge door.

Insert the program casseltse into the cassetle recorder with the
label side up. Press the play button on the cassetie recorder until
it tocks In the down position. Hold down the start button on your
compuier and turn on the power switch. After you hear a beep
Irom your computer, press the return key. The program wiii load
in about four to live minutes.

Should you have any difficulty loading the program, rewind the
\ape all the way 1o the beginning and try to reload as described
above. I this tails, simply flip the cassette over and try loading
the reverse side of the tape. The program has been recorded on
both sides of the tape.

Disk

Pull the release lever above the keyboard towards you to open
the cartridge door. If there are any cartridges in the siots, remove
them and close the cartridge door.

Turn on your disk drive and wait for the busy light to go out. in-
sert the ENCOUNTER program disk into the disk drive labei side
up wilh the section towards the rear of the disk drive. Close the
disk drive door and turn on the power of your computer. The pro-
gram will load in about 30 seconds

Cartridge

Pull the release lever above the keyboard towards you to open
the cartridge door of the computer. if any other cartridges are
present, remove them. Insert the ENCOUNTER cartridge into the
left slot labet side lowards you and close the cartridge door.

ENCOUNTER

The planet grid |s activated. As you roll torward over the )
planetary surface your scanner picks up the opponent. The fire
control grip feels cool in your hand, and you prepare for the at-
tack that must inevitably come. it is your time for the Encounter.

Object of the Game:

Encounter is a fast action game in three dimensions. You are
looking out the forward command window of an allen Seeker, on-
to a battiefield, surrounded by an Instrument panel which com-
bines a scanner screen and warning lights,

There are two adversaries, the first is a flying saucer which
shoots at the player, the second is a drone which homes in on
the player. There are 64 pylons on the field which the player can-
not penetrate, nelither can his shots. You can move freely over
the battiefieid, avoiding pylons, and can fire at will.

The game progresses through eight levels. Each level displays a
different landscape and presents you with two new enemy saucer
attack sirategies.

Saucer

The first adversary is a flying saucer which hovers above the
ground. it moves randomly over the battiefield firing at you. As
you move into higher levels the strategy and firing patterns of the
saucer increase in complexity.

Tactics

You are warned of the saucer's presence by a yellow Indicator on
the instrument panel. A trace on the scanner screen shows the
saucer’s position. A blue light will flash when the saucer fires a -
shot. Its target is your position, and you should move diagonally,
not directly, towards or away from the saucer 10 avoid being hit.

The pylons on the battiefield can be used as protection against
the saucer shots, which will bounce off them. You should be
aware that you can be shot from any angle, including from
behind. To destroy the saucer, you must place yourself in such a
position that you can shoot at the saucer dnd have time to see



nd avoid the saucer’s shots, including those that may rebound
om pyions. You can also drive diagonally towards the saucer fir-
g as the sights cross its position.

rone

1@ second adversary is a low-flylng misaite, which homes In on
w and cannot be stopped by obstacles. its pattern of movement
comes increasingly more complex as the game progresses. It
ways appears in a 180° arc in front of you and produces a low
enacing whine which increases In piich as it approaches. -

sctics

hen the drone warning indicator flashes, the best tactic is to
rn towards the position shown on the radar screen, backing
vay atl the same lime. This gives more time to see and destroy
e missile, You should be wary of hitting obstacles behind you

i this wiil cause a latal delay allowing the missiie 10 make con-
ct.

wels

ich level is accassed through a gate which appears after all of
e anemies have been destroyed. The gsate will appear on your
dar as a blip. Upon approaching it you will see it as a black rec-
ngular hole. You must line up and center on the gate and then
nceed through it. On passing through the gate you are pro-

lled at high speed to the next level. When the first gate ap-

ars an extra shield is awarded, up to a maximum of 9 shieids.
you fail to negotiate the spheres you are returned to the last

ral and lose one shieid.

'w may Jump o any level, that you have completed in the play
asion, by pressing the corresponding [#} key whereaupon you

Il hear a buzzing. Press the [START) key to begin play at that '
rel.

soring

@ score line during play displays the score L1 to L8 showing

y current level reached in the game. EOO to €25 shows the
mber of enemy remaining before the gats is activated. SO to S9
ows the number of shields left.

There are 17 different enemy styles which score between 100 and
1600 points when hit. Each score is atso multipiied by the game

. lovel,

Controls

{Option] selects Novice, Advanced, or Expert difficulty mode.

When in self play mode, [System Reset] or [Start] may be pressed
to return to the lront panel. The game may be started by pressing

the [Start) key or by pressing and releasing the joystick fire but-
ton.

The game may be paused by pressing the [space bar], moving the
joystick in any direction resumes the game,

Notes

Other points to note are that, due to a pecullarity of the way the
scanner I8 written to the screen, small movements of the joystick
wiil produce two slternate radar traces on opposite sides ol the
scanner screen, You must move towarda either one whereupon
the other will disappear. If the scanner screen is blank, the player
should drive untll the trace shows the saucer is within range.

If you are too close {0 a pylon when firing, your shot will rebound
too quickly to be seen. it cannot hit you because you are pro-
tected from your own shots.

May you be vlctorlbus on the grid!
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we: Automaticaily increases sach time the enemy is shot.
Me: Indicates the area the player’'s shot whi hit,

ne Warmning: Flashes to show a missile is attacking.

cer Waming: Glows to indicate a saucer is on the battletield.
{ Waming: Flashes to show saucer has fired.

nner: Shows position of enemy cralt,

19 Hair: Piayer position,

ve! 1 through 8.

oid: Four at lirst, losing one with sach hit; if player scores
sgh he then acquires more 1o a maximum of nine.

miles: Nl/lﬂ'lef of enamies {eft until transition,
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WARRANTY

SYNAPSE SOFTWARE warrants to tha origing! consumer/purchaser
that this SYNAPSE SOFTWARE program cassetie/diskette (not including
the computer programs) shall be fres from any defects in material or
workmanship tor a period of 90 days from (he date of purchase il a
defect I8 discovered during this 90 day warranty period, and you have
timely validated this warranty, SYNAPSE SOF TWARE will repair or
reptace the casselle at SYNAPSE SOF TWARE's option, provided the

cassette and proof of purchase is dellvered or mailed, postage prepaild,
to SYNAPSE SOFTWARE.

This warranty shall not apply |f the cassette (1) has been misused or

shows signs of excessive wear, (2) has been damaged by playback squip-

mant, or (3) Il the purchaser causes or permiis the casselte to be servic-
od or moditied by anyone other than SYNAPSE SOFTWARE. Any ap-
plicable imptied warranties, including warranties of merchantability and
fitneas, are hereby limited to 90 days from the date of purchase. Conse-
quential or incidental damages resulting from a breach of sny applicable
epress or iImplled warranties are hereby excluded.

NOTICE

All SYNAPSE SOFTWARE computer programd are distributed on an

“a8 is" banis without warranty of any kind. The entire risk as to the quall.

ty and performance of such programs is with the purchaser, Should the
programs prove defective following their purchase, the purchaser and not
the manuiacturer, distributor, or retailer sssumen the entire cost of ait
necessary servicing or repalr,

SYNAPSE SOFTWARE shall have no {iability or responsibliity to a pur-
chaser, customar or any other person or entity with respect to any Habili.
ty. l08s or damage caused or alleged 10 be cauned diracily or Indirectly
by computer programs sold through SYNAPSE SOF TWARE. This includes
but is not limited to any interruption of service, ioss of business or an.
ticipatory profits or consequential damagaes resulting from the use or
operation of such computer programs.,

The provisions of the foregoing warranty are subject (o the taws of the
state in which the cesseatte is purchased. Such laws may brosden the
warranty protectiion avallable to the purchaser of the caseetts.



