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\\i“\J THE DATE: 30 SEPTEMBER 2051
: B e THE TIME: 06:20
N ! THE FLACE: BATTLESAT 1, THE
4 MILITARY WEAPONS SATELLITE STATION

; BUILT T2 FROTECT EARTH FROM COMETS
AND METEORS

M SENIOR SYSTEMS SCIENTIST EOBERET
DRISCOLL REFLACES A KEYBOARD IN THE
HULL WALL OF THE SUNWARD DOCKING
BAY. SUDDENLY..

4 5 5 in— = ) STUNNED, DRISCOLL SHAKES OFF
..FLEA-SIZED == L THE TINY MECHAMICAL CREATURES
ROBOTS SWARM i ! : g ! A £ AMD FRIES OFF THE STEEL FLATE.
OUT OF THE HULL N o _— ; ' : ——
AND ATTACK] : & / (A 3 £k i —

TH-THEY'RE BUILRING
UMMAFPED FHOTOSYNAFTIC
BUBBLE-MEMORY ARRAYS
INSIDE!

OH, NO -= THE ALARMSI!
LIFE-SUFFORT SYSTEMS
SHUTTING DOWNI

SECURITY SYSTEMS GOING - 7 : . - Qe ]
BERSERK! GOT TO ESCAPEl Bl . - T e L EVERYTHING
THE 5HLCJL;L£EE t,rw ONLY e = = ; b, o1 _ TR A D 15 BUCKED INTO

{
;-";

4 HOT LASERS SEAEING HIS BACK, HE DIVES
INTE SHUTTLE 7 -- JUST BEFORE THE
AIRLOCKS BLOWI
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INTELLIGENT...
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THE DAMAGED SHUTTLE 7
| CRASH-LANDS AT HAUSER AIR |

N FORCE BASE.

WE'VE OT TO STOF ITI THE
OMEGA VIRUS...IF IT GAING
COMTEOL OF THE PLASMA
WEAFONS.. WE'RE DOOMED!

| AW THE ENTITY YOU CALL OMEGA VIRUS.
ALL HUMANS WITHIN YOUR PEIMITIVE
SPACE STATION HAVE BEEN TERMINATED.

CHIEF GRAY, WE'EE BEING
H.-"I.JLE'EJ‘ BY BATTLESAT 1!

FUT IT ON THE

MAIN VIEWER.

SOON, | WILL GAIN CONTEOL
OF THE OFFENSIVE FLASMA
WEAPONS SYSTEM. | WILL THEN
BEGIN STYSTEMATIC
BOMBARDPMENT OF FLANET
EAETH. ANY INTEEFERENCE
WILL BE MET BY THE
FULL FORCE OF THE

LASER DEFENSE ARRAY. /.

TEY AND STOF ME.
ALL HUMAN SCUM WILL
BE TERMINATED.




THE DISASTER ON BATTLESAT 1 TRIGGERS A
GLOBAL FOWER STRUGGLE! THE TERMINATION
OF BSAT 'S MULTI-MATIOMNAL CREW OFFERS AN
OFFORTUNITY FOR ONE OF THE FOLIR SUPER-
POWERS T0 GAIN DOMINANCE OVER THE OTHEES. |

WE CANNOT LET THE OTHER FOWERS GAIN Wt ’

CONTROLI WE MUST CHOOSE OUR THEM IT IS AGREED. WE WILL SEND OUR
GREATEST CHAMPION! MIGHTIEST HERO TO DESTROY THE
|7 OMEGA VIRUS AND TAKE CONTROL OF THE

CONTEOL OF THE SPACE STATION IS OF PRIME
IMFORTANCE: IT 15 A MILITARY FRIZE SOUGHT BT
ALL. FEEMZIED MEETINGS TAKE FLACE AROUND

THE WORLL...

BATTLESAT FOR US.

OCEANIC REP

B P WE WILL SEND QUR GEEATEST
3 WARRIOR -- EARTH WILL BE SAVED
AND THE STATION WILL BE OUESH -

" OUR COMMANDO MUST BE THE
BEST -- T() DEFEAT THE VIRUS
AND THE OTHEE REFLBLICS!

O8O0, 1 OCTOBER 2051,
THE 4 COMMANDOS ARRIVE
AT HAUSER AIR FORCE
BASE T0 UNDERTAKE THE

MOST DANGEROUS a0 ENTEE YOUE
MISSION OF THEIR LIVES! P e STEALTH NEEDLESHIP
Egi :;iir gg;fap THOSE ij' - € AND GET READY TO ATTACK

THE OMEGA VIRUS!



FIGURE 1. Here's what your game
looks like fully sat up for 4 players.

Dpen Secltor

GAME SETUP

Preparing for Your Mission

Gameboard Assembly: See the separate
Assembly sheet for battery insertion and
gameboard assembly instructions.

THE BATTLESAT 1
GANMIEBOARD

Figure | shows a game fully set up for 4
players, Take a look at it as you set up
VOUT QW SAME,

Your Commando

Take the Commando that matches the
color Docking Bay in front of you. Place
your Cammando on that Docking Bay.
All players do the same. Place any extra
Commandes out of play.

Your Commando is equipped with
state-of-the-art weaponry and defense
systems, which are used during battle.
Attached to your Commando's back is a
Power Pack designed to hold the 3 differ-
ent Anti-Virus Devices (AVDs) needed to
battle the Virus,

Your Probe:

A Powerful Robot

Take the Probe that matches your color
Commando, and place its peg into the
Command Center hole directly in front
of you. See Figure 1. All players do the
same. Place any extra Probes in the
Command Center holes nearest their
matching color Sectors.

Your Probe is a powerful robot that can
cut your search time in half! You must
find it by exploring Rooms; you can use
it immedialely after finding it. Here's what
yvour Probe can do:

+ Explore Other Rooms. Your Com-
mando and your Probe can explore dif-
ferent Rooms on vour same turn. Your
Probe has access to the same color Rooms
your Commando does; whatever it finds
belongs to vour Commando,

= Battle Other Commandos and
Probes. Although it is weaker in battle
than your Commando, it can collect items
for you when it attacks successfully.

Command Center

Commando



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

ON Button

Command Buttons

Blue Access Cards

Disruptor AVDs
FIGURE 2. THE COMMAND CENTER

* Help You Find the Omega Virus.
Your Probe can explore other Roeoms in
search of the Virus, However, it cannot
battle the Virus. During the game, you
may find {and lose) vour Probe several
times. Make good use of it while you
hawve it!

The Command Center
This state-of-the-art computer controls
the entire space station. See Figure 2.
During the same, the Command Center
does the tollowing things:

* Transmits the voice of the Omega
Virus, and the voice of the weakening
BSatl computer.

* Receives input from players: Skill
Level, Secret Codes, Room Codes, Com-
mand Codes and more.

* Keeps track of the limed countdown,
and of items found (and lost) by players.

* Stores AVDs [Megatrons, Disruptors
and Decoders), Access Cards and Probes,

Set Up the
Command Center

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

* Fit the 4 Disruptor AVDs side-by-side
onto the rim.

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

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

The Command Buttons: During the
game, you will press buttons to transmit
commands to the computer, such as your
Skill Level and your Secret Code. You
will also press buttons to explore Rooms,
attack and defend in battle, pass, or repeat
amissed message.

(0,1, 2, R)

Red Access 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 besiesed BattleSat |
computer, and the voice of the deadly
Omega Virus,

When you explore a Room, you'll hear
what you've found there. You'll also hear
a secret Code that will tell you whether or
not you've found the Virus!

Disruplor Bank
Access Cards

Disruptor

FIGURE 3.




FIGURE 4. THE YELLOW SECTOR

FRed Room

Blue Room

Green Room

Yellow
Docking Bay

Graen
Access Card

Commando

Open Sector
FPanel

GREEN ROOMS

Name: Supply Depots

Meeded to Enter: A Green Access
Cardl. (Each player starts the game with
a Green Access Card, so Green Rooms
can be entered immediately.)

What You May Find There: Your
Probe: Red, Blue or Yellow Access
Cards; hazards; or nothing.

RED ROOMS
MName: Megatron Labs
MNeeded to Enter: A Red Access Card.
You must explore other color Rooms
for this).

What You May Find There: A Negatron
AVD; vour Probe; Blue or Yellow
Access Cards; hazards; ar nothing,

ELUE 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-
tor AVD; your Probe; Red or Yellow
Access Cards; hazards; or nothing.

Mame: Decoder Stations

MNeeded to Enter: A Yellow Access
Card. (You must explore other color
Rooms for this.)

What You May Find There: A Decoder
AVD; your Probe; Red or Blue Access
Cards; hazards; or nothing,

A LOOK AT THE
GANMEBOARD

The 4 Colored Sectors: Notice that the
gameboard is divided into 4 colored
Sectors: Red, Yellow, Green and Blue,
See Figure 4. Each Commando starts the
game in its matching color Sector.
During the game, Commandos and
Probes will move from Sector to Sector
either by moving along the silver
pathway, or by teleporting from one
Sector to another via Docking Bays,

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

Make sure all Sector Panels are open
ias shown in Figure 1) at the beginning of
the game.

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,
all connected by the silver pathway, Each
type of space is explained below,

(142 2

Yellow Room

Rooms: On the BSatl sameboard,
there are 24 colored Rooms, Each Room
COUNts as ane game space,

During the game, you'll explere 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 a
description of each Room, and what you
may find there.




Connector Pads: The round silver
spaces along the pathway are called
Connector Pads. Commandos move onto
Connector Pads to get to Rooms or Dock-
ing Bays. Each Pad counts as one space.
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Docking Bays: There are 4 colored
Docking Bays on the gameboard:
Fed, Yellow, Green and Blue, Each Com-
mando enters the space station from its
own Docking Bay. Each Docking Bay
Counts as one Share,

TAKE YOUR
EXPLORATION LOG

Take one Exploration Log and place itin
front of vou, All players do the same.

Your Logis your personal record of
your mission on BattleSat 1. You'll mark
your Secret Code on the back of it; on the
front, you'll keep track of what yvou find
in the Rooms you explore.

How to Use Your Log:

After you explore a Room, quickly (and
secretly) mark on your Log what you've
found there—a wanted item or a hazard.
Also mark your Log if you find the Virus!

The Tracking Charl at right gives some
suggestions on how to mark your Log
after exploring a Room, Figure 5 shows
an example of a Log during a game
in progress.

FINDING
THE VIRUS

The Omega Virus is
hiding in one of the
gameboard’s 24 Rooms.
To discover its location, you
must listen for your Secret
Code. If you hear your Secret
Code after exploring a Room,
only you will know that the
Virus is in that Room!

FIGURE 5. YOUR LOG

RO FOUND

TRACKING CHART RED 000
+ = Wanted Items (Access Cards, SECTOR ooz * o
AVDs and your Probe], o1.0 & =5

Mote: You may find it helpful to 3:: _; _;.
mark down what yvou find in each YELLOLW 2-9-0 I
“Wanted Item” Room — especially | | |SECTOR 20-3
if you find your Probe. Some Rooms | z10 +

which contain nothing now may con-
tain a wanted item later in the game,

N
it
+

GREEMN 1.1.0
= = Hazards [Security Breaches and SECTOR :: j; ~
Teleport Traps). =S :
V = The Virus! (When you hear L=
your Secret Code on your turn, ELUE 3:2;? v
that's where the Virus is! Keep this SEETOR n o
discovery secret!) ::Ef —*
1.0.2




Your Mission

Be the first to locate and destroy
the Omega Virus before it takes over
BattleSat | and destroys Earth!

To accomplish your mission, you must:

# Explore Rooms. To enter a Room,
you must have a matching color
Access Card.

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

* Find the Virus and destroy it! The
Virus is hidden in one of the 24 Rooms
on BSat 1.

TIMED COUNTDOWN

Onee your mission starts, the countdown
begins! You will have a limited time to
complete your mission. You could have
anywhere between 10 and 35 minutes,
depending upon your game's Skill
Level and the number of players,

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

ow WO PLAY

Your Mission Begins

1. Select Your Secret Code: On the back
of your Exploration Log, write down any
2-digit combination of 0, | and 2. For ex-
ample, you could choose 2-2, 1-2, 2-0, etc.
These are the buttons you will later press
to enter your Secret Code. (Do nof use R.)

| After writing vour Secret Code, turn your

Log faceup.

During the game, listen for your

Secret Code! If you hear your Secret

Code after exploring a Room on your
turn, you have found the Virus!

2. Power Up the Command Center:

Press the ON button to start your

Mission.

IF TIME RUNS OUT,
THE VIRUS WINS!

If no one destroys the Virus before time
runs out, the Virus wins the same! This
may affect your strategy in a down-to-
the-wire game.

With only a minute or two remaining,
you may decide to sacrifice your tums o
allow an opponent with all 3 AVDs more
time to battle the Virus.

In most games, however, it's every
Commando for himself as players search
frantically to find wanted items, or attack
each other to try to sleal them!

IMPORTANT!

Game ON Button: Press the

ON button whenever you
want to start a new game. Caution:
If you accidentally press this button
during a game, 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, you'll have to press
the ON button again — but a whole
new game will start!

R Button: Press the R button
ta have the computer re-

peat what you've found after
exploring a Room; or what you've
stolen or lost after an attack; or what
you've lost in a Hazard Room; or any
other special announcement.

The R button has other special
functions which are explained later
in the rules.




3. Select Your Game's Skill Level: Once
the Command Center is turned on, you'll
hear “Enter Skitl.” The Skill Level you
choose will determine how long you have
to complete your mission, depending
upon the number of players. See the Skl
Level Timie Chart below,

Mow press either 0, | or 2 for your
chosen Skill Level. (For your first game
of Omega Virus, vou should play skill
Level 0.

Skill Level Time Chart

X | # of Mayers

Skill Lavel | 3 3 4
2] oneest | ap, | 2= | 30| 35 |
=
=
g Shoter | ot s | o0 Won I
| g
Shortest = = =2
s e s | 15 | &

4. Enter Your Secret Code: You'll then
hear the computer ask vou (and each
Commando in turn), “Sed (Blue. Grean
ar Yelfow), enter Secret Code. ™

When your color is called, enter your
secret Code (noted on the back of your
Logl into the Command Center by
pressing the two number buttons of

your code. Do this secretly by hiding your |

FIGURE 6.

Hide your Secret Code when
entering it!

button-pushing with vour other hand!
See Figure 6.

You have only a few seconds to enter
your Secret Code betore the computer
asks the other players to enter theirs.

* For a game with fewer than four
players, each time the computer asks for
a color player who is not in the game,

press the B 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
game announced, as determined by your
chosen 5kill Level,

For example, if 3 Commandos are
playing on the 0 Skill Level, they will
hear the Omega Virus say, “30 minutes
Lrrlil | take over!”

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

For example, if you hear the besieged
BSatl computer say, “Red, help madive
re FLng out of imesdo sometiings
frirry, " Red is the first Commando to play.

ON YOUR TURN

On your turn, the computer will prompt
you first to move your Commando, When
you finish moving your Commando, the
computer will then prompt vou to move
your Probe (if you have it).

On your Commando’s move, vour
Commando must do one of the following
4 options. On vour Probe's move, your
Probe has the same 4 options,

11

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

the second time, you will be out
of the game. Just press the ON
button to start over,

* If you mistakenly enter the wrong
Secret Code, you may either start the
game over by pressing the ON button, or
use the new Secret Code vou just entered.

The 4 oplions are-:
OPTION 1: Explore a Room

OPTION 2: Attack Another Commando
or Probe

OPTION 3: Pass

OPTION 4: Teleport to Another
Docking Bay




MOVEMENT RULES

Here are some basic nules about how both
your Commandeo and Probe can move
from space to space and Sector to Sector:

* When moving vour Commando
or Probe from Room to Room or to a
Dacking Bay, follow the Connector Pad
spaces. Each Connector Pad, Room and
Daocking Bay counts as one space.

* More than one Commando or Probe
can be on the same space.

» Commando Movement: Commandos
can move up to 3 spaces on a turn. Com-
mandos can enter or move through
Rooms, but they must have the matching
color Access Cards to do so. (Commandos
don't have to stop and explore Rooms if
they don't wish to.) See Figure 7.

s Probe Movement: Probes move
differently than Commandos, Probes can-
not stop on Connector Pad spaces — they
move from one Room or Docking Bay to
any connecled Room or Docking Bay on a
tumn. Probes cannot move through Rooms,
but must stop whenever they reach a
Room [or Docking Bay). When a Probe
stops in a Room, it must have the match-
ing color Access Card. (Probes don't have
to explore Rooms if they don't wish to.)
See Figure 8 on the next page.

OPTION 1:
Exploring a Room

Most of your time will be spent ex-
ploring Rooms for wanted items: Access
Cards, AVDs and yvour Probe. (In some
Rooms, you'll find hazards or nothing at
all.) Rooms cantaining wanted items will
usually have such items each time yvou
explore them (but not necessarily the
same itemns.) Likewise, Hazard Rooms will
usually contain hazards.

Different Players Find Different ltems:
The computer always knows which
player is exploring which Room, and
which items that player needs. Therefore,
different players may find different
items (or hazards) in the same Room.
For example, Green Room 1.2.0 may
give one player a Yellow Access Card,
another player a hazard—and another
player nothing at all!

12

FIGURE 7.
COMMANDOD
MOVEMENT

Commando
moves 3
spaces from
a Docking
Bay to a
Green Room.

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

Commando
moves 2

spaces io a
Red Room.



FIGURE 8.
PROBE
MOVEMENT

Probe

moves to the
connected
Docking Bay.

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

Even though the same Room may
contain different items for different
plavers, the Virus Room is the same Room
for every player!

How to Explore a Room:

Step 1. Enter the Room with your
Commando or Probe, following normal
movement rules.

Note: You must have the matching
color Access Card to enter a Room.

Step 2. Press the 2 (Explare] button
on the Command Center. You'll either
hear “Which Room 7" or “Enter Room
Code.” Then enter the 3-digit Room
Code (listed on the Room) into the Com-
mand Center by pressing those buttons.

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

| w37 [8] [9]

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

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

ACCESS CARDS: If you hear “Red
(Blue or Yellow) Access Card found!™
take that color Access Card from the

13

FIGURE 9.

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

Negatron

Decoder

Disruplor

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

ANTI-VIRUS DEVICES: If yvou hear
“ecoder (Disrusptor or Megatron)
found!”, take that AVD from the Com-
mand Center and attach it to vour Power
Pack as shown in Figure 9 above. Mark a
+ (for a wanted item) next to that Room
Code on your Log,

PROBE: When you hear "Probe
found!” take your matching color Probe
from the Command Center and place it in
the same Room as your Commande. 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, Green or Yaliow) Probe,
hurnehelp mead” This is your prompt to
move your Probe, A Probe can do every-
thing a Commando can do (explore,
attack, pass or teleport)— except balile
the Omega Virus, If a Probe finds an AVD,
immediately attach the AVD to the
Commando's Power Pack.



NOTHING: If you hear “Nothing
fhere!”, your move is over. You didn't
find a wanted item or encounter a
hazard. Later, if you return, Rooms with
nothing could have wanted items in
them. Likewise, Rooms once with wanted
iterns could have nothing in them when
you retumn. Mark a 4 (for a wanted item)
next to that Room Code on vour Log.

HAZARDS: There are two types of |

hazards which you may encounter.
They are: Teleport Trap Hazards and
Security Breach Hazards. When you
encounter either one, mark a = (for a
hazard) next to that Room Code on
your Log.

Teleport Trap Hazard: If you
hear "Red (Blue, Green ar Yellow)
tefeparted to Red (Biue, Green or
Yellow) Docking B4y, " move your
Commando or Probe to that color
Docking Bay.

Security Breach Hazard: If you
hear “Security breachi! Security breach
at ##&# fthe numbers of the Room
you're in)!”, the Virus is attacking you!

Defend Yourself from a Virus Attack
with Energy Shields: You will then hear
“Red (Blue, Green or Yellow) enargize
1 (2 or 3) shields.” To block the Virus
attack, gquickly enter as many shields as
the computer commands by pressing
a different button on the Command
Center once foreach shield (0, 1, 2 arR).

Your 3 AVDs:
You must have all 3 to battle the Virus!?

9]\ [&] = (B

For example, if vou hear “Energize 2
shiefds, " vou could press:

VL

You have only a limited time to
respond to an attack. If yvou don't press
a button qguickly enough, you will lose
your chance to defend yourself!

* [f you press the correct button,
you've blocked the attack! You'll then
hear the Virus say, “/ rmiissed!”

MEGATRON: A
Hegatron reverses

the effects of a

Posilronic Time-
Distortion Sphere
(FTDS). Experts

speculate that the

Dmega Virus has
protected its

central procassar

by “throwing™ it

several seconds

into the Tulure by
using a PTDS.

DISRUPTOR: A
Disruptar creates a
man-zsized breach
in the ionic contain-
ment field which
protects the
computer from
unaulhorized
tampering.

DECODDER: The
Dycore Decoder Is
a state-of-the-art
bubble-memory
analyzer, It will
locate the Omeaega
Virus within the
memaory matrix,
izolate it and
destroy il.




# If you fail to press the correct
button, the Virus wins the attack. The
Virus will either destroy one of yvour
Access Cards or AVDs or your Probe — or
teleport you somewhere. Place destroyed
items back on the Command Center,
(They can be found again by exploring
Rooms.) If you are teleported, move your
Commando or Probe to the announced
Dacking Bay.

For example, if you're the Red
Commando and the Virus won the attack
against you, vou might hear “Red, Yellow
Access Card destraved!” This means that
vou, the Red Commando player, must
return your Yellow Access Card to the
Command Center. You cannot enter
Yellow Rooms now until vou find a Yellow
Access Card again!

ATter Exploring a
Room. Listen for Your
Secret Code!
After you finish exploring a Room, yvou
will hear a 2-digit code for that Room. For
example, you could hear “Code 0+7.7

® If the 2-digit code matches your own
Secret Code (which you entered at the
beginning of the game), you've found
the Virus! Keep that knowledge secret
until you have all 3 AVDs you need to fight
the Virus in that Room. Mark a V (for Virus)
next to that Room Cade on your Log.

® |t the 2-digit code does not match your
Secret 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 player 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
player, you can attack that player! {How-
ever, you can occupy the same space

SHIELD

SHIELD
Al

v _ I
. £ i\
> (&
&

L

4 & sHIELD
2

as another player without attacking, if
you wish.) Commancdos can attack other
Commandos on Connector Pad spaces or
in Rooms. Commandos can attack Probes
in Rooms. Probes can attack other Probes
and Commandos only in Rooms. Players
cannol attack each other 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 — or to delay that
opponent’s progress. If a Commando or
Probe attacks a Probe successfully, that
Probe could be destroved as a result.

How to Attack
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 for
the Commando or Probe that you want to
attack, ([Command Codes for Commandos
are different from the Command Codes
for Probes.)

Important: See Comniand Codes on your
Sector Panel.

Forexample, it you are the Blue Com-
mando and yvou want to attack the Red
Commando, enter 1.0.0 by pressing the
Command Center's buttons:

N [2] [@
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Your Laser-
Proof Energy
W Shields

Step 2. Attacking: You'll hear the
computer announce the attack and tell
you to press a button. For example, you'll
hear “Biue is attacking Red. Take vour
bast shot!”

As the Attacker, vou secretly press
any one of the 4 buttons (0, 1, 2 or B) on
the Command Center. (Hide your button-
pushing with your other hand.) See
Figure 10.

Step 3. Defending: Your opponent
Ithe Defender) then listens for the
number of defense shields allowed to
block the attack.

FIGURE 10.

You're the Blue Commando atlacking
the Red Commando. You decide to
press R to attack!




For example, the Defender (the Red
Commando) may hear “Red energize
3 sfwelds "

The Defender must then quickly
energize that number of shields by
pressing a differen! button for each shield
0, 1,20rR).

The Defender has only a limited time
to respond to an attack. If he doesn't press
a button quickly enough, he will lose
his chance to defend himself!

Important: The Defender is trying to
press the same button that the Attacker
pressed!

For example, your opponent now

presses 3 buttons:

(1] e
{1+ TXPLORE

Step 4. The computer will then
announce the outcome of the attack.

* If 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
teleported. See ltems Destroyed or Stolen.

I | OFTION S3: Passing

ITEMS DESTROYED
DR STOLEN:

Items can be destroyed or stolen
whenever you're attacked by either
the Virus or an opponent, If an item
is destroyed, return it to the Com-
mand Center. If an item is stolen by
an opponent, give that item to your
opponent. (Your opponent keeps it
or attaches it to his Commandao's
Power Pack.) Any time vou lose an
itern, remember that vou can find it
again by exploring Rooms.

For example, il the Red Defender did
nol press the same button as the Blue
Attacker, the Blue Attacker wins! The
computer may announce “Slue sfeals a
Decoder!t™

* If the attack fails, the computer will
announce it and nothing will happen to
either the Defender or the Attacker.

For example, if the Red Defender
pressed the same button as the Blue
Attacker, the computer would announce
“Blue mifssed”

You may decide to (or have to) Pass
™ | on your turn. To Pass, press the 0
{Pass) button on the Command Center,
Forexample, if you know that the Room
you landed on has a hazard in it or that
nothing will be found there, you may Pass.
Oryour Commando might finish its move
on an unoccupied Connector Pad space
and not in a Room, so you must Pass.

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

How to Teleport:

Step 1. Move your Commando or
Probe onto a Docking Bay by normal
movement rules,

0 | 5tep 2. Press the 0 (Pass) button
™ | on the Command Center.

Step 3. Move your Commando or
Probe from that Docking Bay to the Dack-
ing Bay of vour choice. Your Commanda
or Probe will start its next move from the
new Docking Bay. See Figure 11

FIGURE 11.

You're in the Blue Sector,
but you want to move to
lhe Yellow Sector. Move
to the Docking Bay as
shown and leleport to the
Yellow Docking Bay. This
ends your maove,
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Time is Running Out!?

As you play, the Virus will periodically
announce the time remaining in the game.
Forexample, you may hear “75 minutes
il lake over!”

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
explore @ Roomt in a shutdown Sector.

When you have about 9 minutes
left in your mission, you will hear the
announcement of the shutdown of the
first Sector. For example, you might hear
“Grean Sector shut down!”

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. Flay continues in the
remaining open Sector, The Virus is
hiding in this final Sector!

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

Shifting Items: As Sectors shut down,
itermns 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 nof 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 each
other in Docking Bays!

Step 2. To close a Sector Panel, first
remove all Access Cards from its slot. Then
fold aver the Sector Panel and place its
tip on 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 “Yelow Probe
destroved!”

When your Probe is destroyed, place
its peg into the Command Center hole
directly in front of you.

BATTLING THE
VIRUS

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

Hint: If you hear “Red (Bive, Green or
Yeliow) must be terminatecidlesiroved, ™
the Virus is telling you which color player
knows the location of the Virus. (Attacking
or following that player could benefit you )

FIGURE 12. SECTOR SHUTDOWN

Probe
Access

Cards
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How to Battie the
Omega Virus:

Step 1. Move vour Commando (with
its 3 AVDs) by normal movement rules
into the Virus Room. Press the 2 (Explore)
button on the Command Center and then
enter the Room Code. For example, if your
Commandao has all 32 AVDs and you know
that the Virus is in Green Room 1.0.0,
move your Commando into that Room,
Press the 2 button to Explore and then
enter the Room Code.

2] men N1/ [2] [0

Step 2. The Virus will immediately
challenge you to defeat it by saying, “vou
faund mad Try and stop mel”

Step 3. Try to destroy the Virus by
quickly and secretly pressing one termi-
nation button (0, 1, 2 or B) on the Command
Center. If you don't press a button quick-
ly enough, vou'll lose your chance to
destroy the Virus! Remember to hide
your button-pushing with your other hand!

0 & B = ¢r

Dh, No! You Missed!

If you do not press the correct termina-
tion button, you will hear a buzz and then
“Wrarng! " You will have to wait for your
next turn to try again. Once you've found
the Virus, you do not have to move out
of that Room (unless you're attacked and
lose your Access Card). On your next tum,
follow the above 3 steps and press a differ-
ent termination button!

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

* Exploring Rooms to find AVDs.

» Attacking players to try to steal or

destroy items.

» Attacking the Virus with 3 AVDs.

Remember: If time is short and it
locks like the Virus may win, vou could
Pass to allow other players with AVDs
more time to battle the Virus!




You Win! Earth Is
Saved! Game Over.

If vou press the corect termination
button, you have destroyed the Virus!
You'll hear “Youw wined | arm terminated !
Congratulations! The Virus is destroyed!
BSatl and Earth are saved! The game is
NoOW OVer.

The Virus Wins! Earth Is
Doomed! Game Over.

If time runs out and no one has destroyed
the Virus, it will commence takeover of
BattleSat 1. You will hear “Too fate! This
station is mvicne! Do

The Virus will then terminate each
players Commando. You will hear “Fed
terrminated! Blue lerrminated! Green
terrninated! Yellow ferrminated!”

BLEEP!
HUMAN 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 button, You'll hear

“Wiricl Room 2 Enter Room Code.” You
can then enter the correct Room Code.

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

Hitting the

Wrong Button

If you want to pass or attack someone,
but press 2 (Explore) by mistake, you'll
hear "“Which Room 2/ Enter Roorr Code. ™
Immediately press the 2 button three
more times to cancel that command.
(2.2.2 is an invalid Room Code.) You will
hear “Wrong!"” Then the computer will
prompt you to begin your move again

by saying, “Red (Biue, Green or Yellow),
do somethingshelo mel”™

2 THEM o

EXmLORE [riate 2
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Access Denied
[f you enter a Room Code and do not have
that Room's matching color Access Card,

you will hear “Access demied. ” Move your

Commando or Probe back to the space
where you started your move. Your move
is then over.

STARTING YOUR
NEXT MISSION

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

MNOTE: ALL NAMES AND
LOCATIONS USED IN THIS
GAME AEE ENTIRELY FICTIONAL
AND DO NOT REFEESENT ANY
KNOWN INDIVIDUALS OF
LOCATIONS.

Card, Players then secretly choose new
Secret Codes, Press the ON button to start
the new game and select a Skill Level.
iIf you'd like a faster game, choose a
maore difficult, faster-playing Skill Level!)
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 find differ-
ent things in different Rooms!

SOLO PLAY

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




90-DAY LIMITED
WARRANTY

This game is warranted by Milton
Bradley Company to the original pur-
chaser for a period of 90 days from the
original purchase date under normal use
and service against defective workman-
ship and materials | batteries excluded).

This warranty is void if this game has
been damaged by accident or unrea-
sonable use, neglect, misuse, abuse,
improper service or other causes not
arising out of defects in workmanship
or materials.

Milton Bradley Company shall not
be liable for incidental and/or conse-
quential costs, expenses or damages
incurred by the purchaser, Some states
do not allow the exclusion or limitation
of incidental or consequential damages,
so the above limitations or exclusions
may not apply to you.

Dwuring the warranty period, if found
to be defective due to workmanship or
materials, this game will be repaired or
replaced with a reconditioned product
of an equivalent value [at Milton
Bradley’s option) without charge to the
purchaser when returned with a dated
sales receipt, shipping prepaid to the
address listed below. In the event that
this game is replaced, the warranty on
the replacement will be continued for 90
days from date of repair,

This warranty gives you specilic legal
rights and you may also have other rights
which vary from state to state.

POST WARRANTY
REPAIR POLICY

After the 90-day warranty period has
expired, Milton Bradley Company shall,
for a period of one year from the date
of purchase, either repair your game or
replace it with a reconditioned same
on the condition that vou return the

product, shipping prepaid, to the ad-
dress listed below along with dated sales
receipt and your check or money order
in the amount of $10.00. Milton Bradley
Company shall not be obligated to
perform this service if this game has
been abused, misused, improperly
serviced or damaged due to accident.

GENERAL
INSTRUCTIONS

Important — Before returning your
game for repair, we recommend that
you test the game with fresh, alkaline
batteries. Even new batteries may
be defective or weak and low battery
power is a frequent cause of unsatisfac-
tory operation.

MAILING
INSTRUCTIONS

Please read carefully and retain this
important information for future
reference.

Remove the batteries—do not

retumn them.

If the original packaging is available,
repack this game in its packing and
box. If not available, wrap carefully,
making sure to surround the game with
adequate padding. If the 90-day warranty
period has expired and your purchase
date is still within our one vear time
limit, send in the unit along with your
check or money order in the amount of
510.00 and a copy of your dated sales

| receipt. Please include a brief descrip-

tion of the problem, your return address
and mail postage prepaid and insured
te the following address, Do not send
the batteries with the game,

Milton Bradley Company

Altn: Electronic Repair Service
330 Chestnut Street

[Zoor #1

East Longmeadow, MA 01028

FCC STATEMENT

This equipment generates, uses, and can
radiate radio frequency energy and, if
not installed and used in accordance
with the instructions, may cause harm-
ful interference to television or radio
reception. It has been tested and found
to comply with the limits for a Class B
digital device, pursuant to Part 15 of the
FCC Rules. These limits are designed to
provide reasonable protection against
harmful interference in a residential
installation. However, there is no guar-
antee that interference will not occur
in a particular installation. If this
game does cause harmful interference
to radio or television reception, which
can be determined by turning the
equipment off and on, the user is en-
couraged to try to correct the interfer-
ence by one or more of the following
measures:

* Reorient or relocate the receiving
antenna.

* Increase the separation between
the equipment and the receiver,

+ Connect the equipment into an
outlet or circuit different from that to
which the receiver is connected,

* Consult the dealer or an expersnced
radio/ TV technician for help.

Warning: Changes or modifications
to this unit not expressly approved
by the party respansible for compliance
could void the user's authority to oper-
ate the equipment,

© 1992 Milton Bradley Company.
All Rights Reserved, 4334-X1
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