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NOTE: Always turn the console POWER switch OFF when inserting or remov-
ing an ATARI* Game Program™ carlridge. This will protect the electronic

components and prolong the life of your ATARI Video Computer System™
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ATARI® GAME PROGRAM™ INSTRUCTIONS

1. GOING BONKERS WITH BERZERK

The Astro Date 1s 3200 and you are
the last survivor of a small group of
earth people who came to explore
the planet Mazeon, Soon after lang-
ing, you discovered the planet 1s a
dark, apparently uninhabitable
place. But by then it was 1oo late to
turn back because your space craft

had been destroyed by Auto-
mazeons

Now you are a prisoner here. You
are trapped in a maze where even
the walls are death to touch. Grim
robot thugs known as "Automa-
zepns'' stalk you relentlessly and
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you must systematically pulvenze
them with your laser gun belore
they eliminate you with theirs

You are never safe on the planet
Mazeon. Even when you've de-
stroyed the mechanical heavies,
Evil Otto, the mad and merciless
mind behind the robot gangs, leaps
out from where he's been obsery-
iIng the battle. You flee in panic
pecause you know that you cannot
kill Evil Otto and thal. once he
catches you. you ll never escape

He will pound you 1o a lifeless pulp
grinning like a maniac all the while
Your only hope is 10 get out of the
electrified maze before Evil Olto
catches you

If you do get out, you find yoursell
in another maze. Again the faceless
robots shoot at you, again Evil Ol10
pursues you, again you must dodge
and shoot and run... into yel
another maze. Il's enough 10 drive
you bonkers!

2. GAME PLAY

NOTE; BERZERK is for one player
only

Your challenge in BERZERK is 10
SCOre as many points as possible
without being destroyed yourself. In
some game variations, you must
elude the robotls expert aims and
escape evil Otto. (See Section 5 for
a description of GAME VARIA-
TIONS |

Use your Joystick Controller 1o
maneuver your man through the
maze (but dont louch the walls or
a robot, you'll electrocute him!)
Press the red controller (fire) button
10 shoo! your laser gun al the
robots. You score points for every
robot that is destroyed. You score
bonus points when all robols in a
maze are destroyed—whether they
are struck by your laser, pum-
melled by Evil Otto, hil by olher
robot lasers, they collide with each

other, or run into the elecinfied

wall. Each maze ends when your
man pernishes or escapes. Figure 1
shows an example of what you may
meet in a typical BERZERK maze.

In games where the robots shool
they never start firing until the sec-
ond maze. This gives you a
chance 1o become familiar with the
game. Initially, robots move and
shoot slower than your man. But
with each consecutive maze, up to
the 16th maze. the robols’ move-
ments and firing speeds gradually
increase. Al maze 16, the robots
resel o move slowly again (gradu-
ally increasing speed with each
maze) but their firing speeds re-
main equal to your man’s until the
game ends

You begin the game with three
lives L wes that remain «all flash
briefly at the bottam of the scree:.
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down the GAME RESET switch to
start the action. Each time GAME
RESET s pressed, the game staris

over

TV TYPE SWITCH
Set this switch to COLOR if you

have a color television sel. Set il 10
B-W 1o play the game in black and
white

DIFFICULTY SWITCHES
DIFFICULTY switches are nol used

n this game

Game Number

.'rl'g-'...' H:" "1!

5. GAME VARIATIONS

BERZERK includes 12 exciting
game variations. Before describing
each of these games, we would like
10 acquaint you with game play ter-
minology

BONUS LIFE

in addition 10 the three lives you
start the game with, extra lives can
De won In certain game vanalions
For example, in Game 1 you re-
celve one new life every time you
score 1,000 points. The computer
congratulates you with a little tune
each time you win another life. A
maximum of six lives can be dis-
played on the screen at one time,
although you may have more lives
n reserve. The number of lives you
can win in these game varations Is
255, After that the counter resels to

N

Zerg and you must start winning
ponus lives all over again

INVINCIBLE EVIL OTTO

When Evil Otto is invincible, he
keeps coming at you. There is no
deternng him. You can only escape
im by running out of the maze.

REBOUND EVIL OTTO

Some games feature a rebound Evi
Otto, in which you can aclually
shootl the grinning head with your
laser and he will disappear for a
few seconds. Beware! Evil Otto will
soon reappear 10 continue In pur-
suit of you, Zap him again and he
will disappear again. You can make
him rebound an infinite number of
limes
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NON-SHOOTING ROBOTS

In some game variations, the
robols aren't armed. You can stand
right in front of them but they can’
shoot you. Take care, you will still

ose a life if vou touch one

GAME 1

In Game 1 you receive an extra life
every 1,000 points, there i1s no Evil
Otto 1o pursue you, but watch out
for the robots—they'll be shooling

a ':p"ﬁ'.JI

GAME 2

Game 2 offers a bonus life every
time you make 1,000 points, the
robots fire al you and Ewvil O1to re-
bounds when you shoot him

GAME 3

You win a new life every 1,000
points in Game 3. You'll need all
the lives you can gel because In
this game Evil Otto 1s invincible and
the robots stalk you with their
1asers

GAME 4

In Game 4 you have the opporiu-
nity to gain a new life every 2.000
points, there is no Evil Otto, but the
robots are militant and you musl
dodge their deadly laser beams

GAME 5

With a rebound Evil Otto and mean
robots on the prowl, Game 5 is like
Game 2—excepl a bonus life is
won at 2,000 points rather than
1K)

LY |
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GAME 6

Win another life every 2,000 points
in Game 6. But watch out for in-
vincible ewvil Otto ang combatant
robot goons

GAME 7

In Game 7 there are no bonus lives
and no Ewvil Otto. You have only the
laser-firing robots to contend with

GAME 8

Game 8 offers a rebound Evil Otto
Otherwise it 15 exactly like Game 7.

GAME 9

ror a real BeRZERK challenge, try

Game 9! Here, Evil Otto is invinci-

ble, the robot gangs are armed and
dangerous, and you have no bonus
ives 1o prolong game play

GAME 10

In Game 10 you have the oppor-
tunity 10 win a new life every 1,000
points, the robots don't shoot, but
watch out for Evil Otto—he’s invin-
Cible!

GAME 1

You can really rack up the points in
Game 11. The robots don't shoot,
Evil Otto rebounds, and you get a
new life every 1,000 points.

GAME 12/CHILDREN'S VERSION

This is the easiest of all BERZERK
variations. In Game 12 there is no
Evil Otto, the robots don't shoot at
you, and you win a bonus life every
1,200 ocints 1t's a goced game (or
seginners or young chikdren,
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STRATEGY AND HELPHUL HINTS

* Position robotis) 'l-'_.-.l-'-—'f VOuT * VWhen robotls shoot on the vel
man and Evil Otto. This strategy tical it is from the left side You
should cause E L'-“.: '-“* destroy can position your man above or
the robotis) 1irst (thereby scor ng below them on the rngnt sige
:_""_'|'-":'.:~ 1Or you ang ':.I_ U Wil nayea .'1r--'_"'r'_' ey Can t mt ou. ol | VO

. maore time to escape can blast them

¢ Evil Otto moves more slowly * Unlike you, robots cannot shoo
when there are robols on the on the ::cuu’lzl I yOu stand dia-

] L = = -\. . -
creen. Butl once all the robols gonalily 10 one you will be out of

=

are gone, the ev 1-3 |J'--r bounds s line of fire while it will be
l1oward you with amaz ng speed! vulnerable 1o your laser shot
Remember this so you ¢ can posi (See Figure 3

tion your man near an exit as

vou finish off the rr:t-u'._:_ then ¢ There is a special horizontal
make a swift escape laser peam wraparound feature

_ that will help you destroy robots
¢ Keep your tinger on the fire but- In mazes that have a right and
lon as you move from one maze left exit, you can stand just insice

l.:TI .:Iﬁ-:T'”-lrf'! |1 '.._-'l-i:":; :"‘I‘" "'"I-PD[E _'J ‘_"\-._- ¥ L1I|'| ,_'.-,:‘I ana shoo! throuar
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¢ Since robots are programed 1o Ihe lelt side "”:'J"' ihat opening
follow vou. you can influence “'r“" r'-t-"' » Standing In your line of
them t,l'-_,-' your movement, causing e wil t”' struck
them to shoot at and collide with
each other or run into wa

* bvil Otto always enters where the
_rl

mED Ll'uf’_"“‘_' iy TL .]LI dwdy ":"TH
this danger zone and near an

exit as soon as it 15 safe

the . E_”',_:_:;_'- ihe robots shots cannot e Kean -.-'-.":l' IStance 1irom roool
tougher BERZERK » 5 penetrate the maze walls, use gangs I:wm.uw yOou can cover
(games in which the robots shoo! this to your advantage. H d-:- yourself in only one direction at a
and evil OO 15 iInving blﬂ' w::._. may behind walls to dodge lase r._- time. When you find yourself sur-
feel there s no way 10 survive then leap out when il is ": rounded by a gang. shoot your
Don't despair! The followir |~_h_, are aim and shoot at robots way oul and put some space be-

tween you and them. It's much

When you first start p Fﬁ. N
varialo

S5ome siralegies you can use o
slay alive Ionger, score more easier 1o see and avold aistant

o T R—_ P - o - - T T i - .
points, and even escape the dread robot fire than close range fire Figure 7- Laser Beam Wraparound

Evil Otle

10



ATARI® GAME PROGRAM™ INSTRUCTIONS

8.

GAME SELECT MATRIX
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Bonus Life Every 2.000 Points

No Bonus Life

No Evil Otto

Invincible Evil Otto

Non-Shooting Robots

Shooting Robots
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GAME PROGRAM™ CARTRIDGE
LIMITED NINETY DAY WARRANTY

ATARL INC. [ "Atan ) wartants to the onginal consumer purchaser that your ATARI* Game Program cartridge
15 tree from any defects in matenal or workmanshig lor a pefiod of mnety days trom the date ol purchase any
Such defect 1S discovered within the warmraniy pérod, Atan & sole obligation will be 10 replace the cartnidge
trge of charge onreceipt of 1he cartridge icharges prepaid, of mailled or shippedi with proat of date of purchase
al either the retail store where the cartndge was purchased or at one of the ATARI Regional Service Centers
lshed Delow:

Atan, Ing Atar Ing

1312 Crossman Ave 43 Beimont Dr
Sunnyvale, CA Q4088 Somearset. MJ OBETI
Atan, ing Atari. Inc

S400 Nawpor! Dr 2109 East Division 51
Suita 1 Arlington, TX 76001

Roliing Meadows. IL 60008

Tris warranty shall not apply if the cartridge (1) has bean misused of shows $igns of excessive waar; |i| has
been damagec by bewng used wilh any products not! supphed by ATARL or (111} has been damaged by baing
sorviced or modified by anyone other than an ATARI Ragional Service Center.

ANY APPLICAELE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND
FITNESS, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE CONSEQUENTIAL
OR INCIDENTAL DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED
WARRANTIES ARE HEREBY EXCLUDED.

Some states do notf allow imifations on Naw long an implied warranty lasts or do not allaw the exsluson o
limitations o! iIncidental of consegquantial damages. o the above imitations or exclusions may not asply 10
yiou

Tris warranty gives you specilic legal rights and you may alsc nave oiner rghis which vary {rom state 10
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ATARIL. INC., Consumer Division
P.O. Box 427, Sunnyvale, CA 94086
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