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ATARI® GAME PROGRAM

INSTRUCTIONS __

1. GOING BONKERS WITH BERZERK

The Astro Date is 3200 and you are
the fast survivor of a small group of
earth people who came to explore
the pianet Mazeon Soon affter land-
ing, you discovered the planet is a
dark, apparently uninhabitable
place. But by then it was 1oo late to
i back bacause your space craft

had been destroyed by Auto-
mazeons

Now you are a prisoner nere. You
are trapped in a8 maze where even
the walls are death 10 fouch. Grim
robot thugs known as *

2eons” stalk you re\eﬁﬂesslv and

you must systematically pulverize
them with your laser gun before
they eliminate you with theirs.

You are never safe on the planet
Mazeon. Even when you've de-
stroyed the mechanical heavies,

vil Otto, the mad and merciless
mind behind the robot 1 gangs, leaps
out from where he's be
ing the battle. You fiee o panic

use you know that you cannot
kill Evil Otto and thal, once he
catches you. you'll never escape

fe will pound you 10 a lifeless puip.
grinning like a maniac all the while
Your only hope is 10 get out of the
electrified maze before Evil Otto
catches you

If you do get out. you find yourself
in another maze. Again tne faceless
robots shoot at you, again Evil Otto
pursues you. again you mus! dodge
shoot and
another mazs. s enough 1 o drive
you bonkers!

2. GAME PLAY

NOTE: BERZERK is for one player
only.

Your challenge in BERZERK is to

score as many points as possible

w\(hcu( being destroyed yourseif. In
siatior

must

o e robos" exper aims and
escape Evil Otio. (See Section 5 for
a description o/ GAME VARIA.
TIONS )

Use your Joystick Controller to

maneuver your man thiough the

maze (out don't touch the wals or
Youl eiecirocute hinl)

css the red contiolr {fre) bution

10 shoot your laser gun a

00018 Yu Scoré panis ot every

maze are destroyed—whether they
are struck by your laser. pum
melied by Ey y of
rooot lasers, 'ncy ol with sach

other. or run into the electrified
wall, Each maze ends when your
man perisnes or escapes. Figure 1
shows an example of what you may
meet in  typical BERZERK maze.

In games where the robots shoot
they never start firing until the sec-
ond maze. This gives you a

the 16th maze, the ropots' move-
ments and firing speeds gradually
ncrease. At maze 16, the robols
reset to move slowly again (gradu-
ally increasing speed with each
maze) but ther firing Soeeds re-
main equal to your man’s unil the
ends

You begin the game with three
lives. Lives that remain will flash
oriefiy at the bottom of the screen,
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ATARP® G PRRAM" INSTRUCTIONS 1

down the GAME RESET switch to
start the action. Each time GAME

ESET is pressed. the game starts
over.

TV TYPE SWITCH

Set this switch to COLOR if you
have a color television set Set it 1o
B-W to play the game in black and
white.

DIFFICULTY SWITCHES

DIFFICULTY switches are not used
in this game.

Game Number
Figure 4

5. GAME VARIATIONS

BERZERK includes 12 exciting
game variations. Before descrioing
€ach of these games. we would like
10 acquaint you with game play ter-
minclogy

BONUS LIFE

In addition to the three fives you
start the game with, extra lives can
be won in cenain game variations.
For example, in you re-
celve ane new Ife every lime you
score 1,000 points. The comy
congratulates you with a litte t
226 lime you win anothe life. A
maximum of Sx ves can be dis.
played on the screen at one
aihough you may have more ives
reserve. The number of ives you
win in game variations is
Alter tat the counter resets to

2ero and you must start winning
bonus lives all over again

INVINCIBLE EVIL OTTO

When Evil Otto is invincible, he
nere is no
deterring him. You can only escape
him by running out of the maze.

REBOUND EVIL OTTO
Some games feature a rebound Evil
Otto, in which you can actually
snoot the grinning head with your
laser and re will disappear for a
few seconds. Beware! Evil Otto
n reappear to continue in pur-

suit of you. Zap him again and he
will disappear again. You can make

im rebound an Infinite number of
times.

__ ATARI® GAME PROGRAM™ INSTRUCTIONS &l

NON-SHOOTING ROBOTS

In some game variaions. the
robots aren't armed. You can stand
right in front of them but mny can't
shoot you. Take care, you will still
lose a e if you touch one.

GAME 1

In Game 1 you receive an extra e
every 1,000 points. th no Evil
Otto 10 pursue yah bt vttt o
for the robots—they'll be shooting
at you!

GAME 2

Game 2 offers a Lo ite ey
time you make 1,000 poin

robots fire at you awa Evil Ot o ro-
bounds when you shoot i

GAME 3
You win a new life every 1,000
points in Game 3. You'll need a
the lives you can get because in
this game Evil Otto is invincidle and
the robots stalk you with their
lasers
GAME 4

in Game 4 you have the opportu-
m|y 10 gain a new life every 2
points, there is no Evil Otto, bul the
robots are militant and you must
dodge their deadly laser beams.

GAME 5

With a rebound Evil Otto and mean
robots on the prowl, Game 5 is like
Game 2—except a bonus fife i
won at 2,000 points rather than
1,000.

GAME 6

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

GAME 7

In Game 7 there are no bonus lives
and no Evil Otto. You have only th
laser-firing robots to contend wit

GAME 8

Game 8 offers a rebound Evil Otto.
Ctherwise it 'S axactly ke Game 7.

GAME 9

For a real BERZERK challenge, fry
Game 91 Here, Evil Otto is invinck
0, the robot gangs are armed shd
dangerous. and you have no bonus
ives 10 prolong game play.

GAME 10

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

cible!

GAME 11

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

GAME 12/CHILDREN'S VERSION

Tnis is the easiest of all EEFZERK
variations

YOu. and you win 2 bonus life every
1,000 points. It's a good game for
beginners or young chilren.
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SCORE TABLE

All Robots in a Maze 10 Boqus Paints Each



7. STRATEGY AND HELPFUL HINTS

aying the
ERK variations

lis 10 dodge ias
then leap out
aim and shoot at robots

teg
onger. scor
G even escape the dread

ATARI® GAME PROGRAM™ INSTRUCTIONS

* Position robotis) between your .
man and Evil Otto. This strat
should cause Evil Otto to dcs"o
n6 Do) st (theraby se
points for you) and you wi Fhave
more time 1o escape.

* Evil Otto moves more siowly « Unlike you, robots ca 00
n there are robots on the on the diagonal. If you stand dia-
n. But once al he robots 10 one you will be o

gone, t fellow bounds is ine of fire while t wil be
word you wih ;mazw o speed ulnerable to your laser shot

Remember this SO you can posi- aee Figure 3.

tion your man near an exit as

you finis then ®

make a s

* Keep yourfinger on the fire b
fon as you mo aze
Ner T takes e ro0ots &
J saconds lostart their
ten blindly 2ap
r shooting

and
them when you ente

programed to

\ny robots standing in your ne of
fire wil be struc

exit 45 Saon 35 1 18 <ate

* Keep your distance from robot
gangs bex




8. GAME SELECT MATRIX
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