


- PAC-MAN* COMES HOME
PAC-MAN has won the hearts of men,
women, and children all over the world.
So, ATARI has created a PAC-MAN game
for your INTELLIVISION system. This
PAC-MAN game has all the excitement
and challenge of the arcade game.
And now you can play it in the comfort
and convenience of your home.
Why PAC-MAN and Shadow; the red
ghost, even provide half-ime cartoon
entertainment.
So, relax,

/' N read on, and
enjoy the
game.

*PAC-MAN and characters
are trademarks of Bally-
Midway Mfg. Co. licensed
by Namco-America, Inc.



NOTE: Always turn the
POWER switch OFF
before inserting or
removing the cartridge,

GAME PLAY

Keep PAC-MAN alive.
Guide him; protect him
from the ghosts. Gobble
up dots, energy pills, fruit,
bells, keys, and ghosts to
score points. Eat all the
dots on the screen and
the maze starts over
Score 10,000 points and
you'll earn a bonus
PAC-MAN life.

The game starts with
three lives, which are
indicated by the number
at the lower right corner
of the screen. When game
play begins PAC-MAN
moves to the starting
position at the center,
close to the bottom of the
screen. Use the DISC to
guide PAC-MAN around
the maze. As he passes
over the dots, he gobbles
them up and you score
points. Also in the maze
are four feisty ghosts.
They are out to devour
PAC-MAN, but the energy
pills give PAC-MAN the
necessary power to
gobble up ghosts before
they gobble him up.

When PAC-MAN eats
an energy pill, the ghosts

turn blue with fright.
PAC-MAN can then chase
the ghosts and gobble
them up. But watch out
when the ghosts start to
blink, run quickly; theyre
going to change back to
their original colors. The
more ghosts you gobble
up with one energy pill,
the more points you score.
For a tasty bonus freat,
PAC-MAN delights in
munching fruit Cherries,
strawberries, peaches,
apples, and pineapples
appear at the center
of the screen. They only
last a few seconds, so eat

the fruit quickly to score
bonus points. After munch-
ing all the fruit, PAC-MAN
can collect these other
valuable bonus prizes:
bells and keys.

GAME
CONTROLS

To play a two-player
game, press the number
2 key, for a one-player
game press any other
key Game play begins
immediately after game
selection. Press the
number 1 key and the
CLEAR key together to
PAUSE the game and
freeze the action for 30
seconds. Press number
1 key and number 9 key
to stop game for longer
than 30 seconds. Press
any key or the DISC to



resume game play When
a game ends, press an
ACTION key to start the
game again. Do not press
RESET on the Master
Compoenent console; this
would reset your high
score also.

Use the DISC to
maneuver PAC-MAN
around the maze.
Use the DISC
to slide PAC-MAN
in and out of the
openings on either
side of the maze.
If he exits on the
right, he reenters
on the left: if he exits on
the left, he reenters on
the right. But beware,
the ghosts can
travel these
routes too!

The current player's
score appears alongside

the right portion of the ‘
screen When the game  clear the maze before O Use strategy, and try
1s over, the high game frying to eat the ghosts. to save your energy pill
score appears with the [0 Stay close to an until you absolutely need
current game player(s) energy pill before you them. When you are in a
scores. eatit, and tease the ghosts hunry, travel a route

into moving toward you.  already cleared of dots:
HELPFUL when the ghosts get you can move 20 percent
HINTS close, eat the energy pill  faster
O] Novice PAC-MAN and gobble up as many O Look for patterns

o : of them as you can. which work best for you.

players should practice O Use the side open-
eating all the dots to ings of the maze like an

escape tunnel Move to

either side while evading

the ghosts.






ATARISOFT

LIMITED 90-DAY
WARRANTY
ATARISOFT
CARTRIDGES
OR DISKETTES

Valid in US. Only

ATARI, INC. (*Atari") warrants
to the eriginal consumer
purchaser that the Atarisoft
Cartridge or Diskette
("Computer Média"), not
including computer programs,
shall be free from any defects
in material or workmanship
for a period of 90 days from

' the date of purchase,

Any Atarisoft Computer
Media which is found to be
defective during the warranty
period will be replaced by
Atari Computer Media
returned for in-warranty
replacement must have the
product label still intact, must
be accompanied by proof of
date of purchase satisfactory
to Atari, and must be deliv-
ered or shipped no later than
one (1) week after the end

of the warranty period,
shipping charges prepaid, to:
ATARI, INC.

Customer Relations

1312 Crossman Road
Sunnyvale, California 84086
Toll Free Numbers:

In California (800) 672-1404
Continental U.S. (800) 538-8543

This warranty shall not apply
if the Computer Media has
been damaged by accident,
commercial or other exces-
sive use, unauthorized service,

or by other causes unrelated
to defective materials
or workmanship.

ANY APPLICABLE IMPLIED
WARRANTIES, INCLUDING WAR-
RANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR
PURPOSE, ARE HEREBY LIMITED
TO 90 DAYS FROM THE DATE OF
PURCHASE. CONSEQUENTIAL
OR INCIDENTAL DAMAGES
RESULTING FROM A BREACH

OF ANY APPLICABLE EXPRESS
OF IMPLIED WARRANTIES ARE
HEREBY EXCLUDED. The
provisions of the foregoing
warranty are valid in the US.
only. This warranty gives you
specific legal rights and you
may also have other rights
which vary from state to state.
Some states do not allow
limitations on how long an
implied warranty lasts, and/or
do not allow the exclusion of
incidental or consequential
damages, so the above
limitations and exclusions
may not apply to you

IMPORTANT: If you ship your
Atarisoft Computer Media
for in-warranty replacement,
we suggest that you package
it securely and insure it for
value, as ATARI assumes no
liability for losses or damage
incurred during shipment.

DISCLAIMER OF WARRANTY
ON ATARISOFT COMPUTER
PROGRAMS:

ALL ATARISOFT COMPUTER
PROGRAMS CONTAINED WITHIN
THE COMPUTER MEDIA ARE
DISTRIBUTED ON AN *AS IS"
BASIS WITHOUT WARRANTY OF

ANY KIND. ANY STATEMENTS
CONCERNING THE CAPABILITIES
OR UTILITY OF THE COMPUTER
PROGRAMS ARE NOT TO BE
CONSTRUED AS EXPRESS OR
IMPLIED WARRANTIES.

ATARI DISCLAIMS ANY AND ALL
LIABILITY OR RESPONSIBILITY TO
THE ORIGINAL PURCHASER AND
ANY OTHER PERSON OR ENTITY
FOR ANY CONSEQUENTIAL CR
INCIDENTAL DAMAGES RESULT-
ING FROM THE PURCHASE, USE,
OR OPERATION OF ATARISOFT
COMPUTER PROGRAMS,

Some states do not allow
the limitation or exclusion
of implied warranties or of
incidental or consequential
damages, so the above
limitations or exclusions
concerning Atarisoft
Computer Programs may
not apply to you.

Every effort has been made
to ensure that the manual
accurately documents the
accompanying Atarisoft
product. However, because
of ongoing improvements
and updating of computer
software and hardware,
Atari, Inc. cannot guarantee
the accuracy of printed
material after the date of
publication and shall not
accept responsibility for
eI70rS Or omissions.

+INTELLIVISION is a trademark

of Mattel, Inc. This software

is manufactured by ATAR],
INC,, for use on the Intelli-
vision system and is not made,
sponsored, authorized, or
approved by Mattel, Inc.
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