Guide No. 14338

CARTRIDGE
INSTRUCTIONS

* For use with Coleco's
ROLLER CONTROLLER

# Choose from four skill
levels
= For one or two players

Your planet has been overrun by an alien force that uses
radar, rockets and cloaking devices for defense. You must
stop them! Fire your lasers to eliminate the aliens. If the
going gets rough, put up your Shields or trigger your

LeCHI=day Device.



GETTING READY TO PLAY

ALWAYS MAKE SURE THE COLECOVISION® UNIT IS OFF
BEFORE INSERTING OR REMOVING A CARTRIDGE.

Choose your challenge.

Press the Aeset Button. The Title Screen appears on your
TV. Wait for the Game Option screen to appear. It contains a
list of eight game options, numbered 1-8:

Skill 1 {Game Options 1 and 5) is the easiest, suit-
able for beginners.

Skill 2 {Game Options 2 and 6) has faster action
than Skill 1.

Skill 3 {Game Options 3 and 7) presents an ar-
cade-style challenge. Enemies are more
dangerous than in previous skills.

Skill 4 {Game Options 4 and 8) is the toughest
challenge of all.

Select & game option by pressing the corresponding
number button on your controller keypad.

One-Player Game
Use your Raller Controllar for arcade-style exciterment and
enjoyment.

Two-Player Game [Allernating Players)

Players take turns using the Roller Controller. Player 1
begins, and each turn lasts until the player's Battlestar is
eliminated.



USING ‘r'DUFI CONTFIDLS

Attach the Roller Controller as explained in its owner's
manual,

KEYPAD ROLLER BALL MODE SWITCH

ACTION BUTTONS
1. Mode Switch: Slide the Moda Switch to “Roller” moda,

2. Roller Ball: Spin the Roller Ball to aim your Battlestar in
any direction you want to fire or thrust. Up, down, side-to-
side, evan diagonals are just a roll away!

3. Action Buttons:

THRUST: Press the right upper Action Button to Thrust
and to turn your engines on and off. To stop, hit the right
upper Action Button once more.

FIRE: Prass the lower right Action Button to fire at your
enemies. Each press of this Action Button releases two
laser blasts.

DOOMSDAY DEVICE: Press the lower left Action But-
ton to eliminate all enemies on the scraan.

SHIELDS: Press the upper laft Action Button to protect
your Battlestar from every enemy, including collision
with the planet surface! 3



HERE’S HOW TO PLAY

Control your Battlestar.

This is your first mission, Cadet, Test your nerve in control-
ling the mighty Battlestar. Press the Thrust button to rise
away from the alien-inlested planet. Your Battlastar moves
in the direction its weapon faces. Skim the planet's surface
ar fly Into deep space. Try all directions — get the feel of

those controls. Keap sharp. The enemy is onits way!
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The Enemy Approaches.

Train your eye to watch the Radar Screen. You can see the
enemy’'s approach in advance. Your enemy looks like blips
on the Radar Screen. But the real battle doesn't begin until
the enemy enters the white frame in the middle of the
screen. Beware! When the enemy enters the white frame, it

can fire at you. Fire back!
4



Cloak and Danger.

Caution! The aliens have devised a clever cloaking device
that renders some ships invisible! Watch those blips on
the Radar Screen. As they approach your Batilestar in the
white frame, some may switch on the device and shed
their visibility!

Attack!

Put up your shiglds or aliminate all anemies in the Cockpit
Window with your Doomsday Device. But remember — you
have only four Doomsday Devices and four Shields. Save
them for the right moment. Hold the enamy off with lasar
bullets as long as you can!
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Bombers.

Here comes the enemy and it's looking for you: Bombers at-
tack in formation. Beware! They like nothing more than to
overlap so you can’'t see how many there are. Wait until a
group enters the Cockpit Window, then hit the Doomsday
Device to knock them out all at once.

Quirky Quarks!

A “Yellow Alert” might occasionally flash an the screen.
This is no idle warning! Invisible enemies hovar nearby:
They're the silent Quarks, the unseen allen force that tests
you and tays with your nerves. Keep your eyes sharp, Cadet!
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Cache on the line.

“Those silos on the planet's surface house your enemy's
weaponry. Don't let the aliens near them! Protect the planet
with the tachniques you've learned, This Is no textbook ex-
ercise, Cadet!
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Dauntless and Dawdle-less.

Don't dawdle, The longer you wait to eliminate the enemy
squadron, the worse your situation can become. Starships
attack. Shuttles dart in. Be quick and get them alll

Warning: Low Fuel!

When the low luel warning sounds, you have only a few ma-
ments to save yoursalf. Dive to a fuel depot and fill up. If you
delay, the Red Alert sounds. You can't move! Enemies attack
in groups. Fire! Only by eliminating the squadron can you
Survive.
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Rockets and Laser Bases.

Those docile-looking Rockets and Laser Bases can be
deadly enemies. Approach a Rocket and it fires away. Get
near a Laser Base and it can blast your Battlestar to smith-
ereens. You can aliminate the Rocket, but it's not part of tha
active enemy squadron. Avoid the Laser Bases. There's no
way to knock theam out!
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Unseen, unheard, unknown.

As you aliminate anemy squadrons, you prevent the cloaked
Quarks from materializing. Collect your reward in Bonus
Points. The more squadrons you eliminate, the greater your
paint gain!

Move up, move on.

If you're good, you'll not remain a Cadet forever. The greater
your success, the better your chance for moving up in com-
mand. Start out as Cadet, then move up to Flier, followed by
Squadron Leader, Wing Commander, and finally Ace!

Space Flier.

Your battle is not over, Flier. Another squadron soon chal-
lenges your Battlestar, This time the enemy has called for
Interceptors to help them. They will succeed if you're not
alert! The battle continues as you defend your ship, your
sguadron, and your hanaor.

Starting Over.

Press# to replay the VICTORY ™game option that you have
just played. Or press # to go back to the Game Option
SCreen.
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[ SCORING |
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Bonus Points.

The more squadrons you eliminate, the more points you
earn for each invisible Quark you stop. At the start of your
VICTORY™ battle, you earn 1000 points for sach invisible
CQuark thwarted. When you achieve the top rank of Aca,
each Cluark is worth B000 points!

More Bonuses!

When you earn 35,000 points, you earn a Bonus Battlestar,
one Doomsday Device, one Shield and 1600 points. Your
next bonus comes at 100,000 points. From then on you earn
a bonus each time you increase your score by 100,000
points,



THE FUN OF DISCOVERY

This instruction quide will provide the basic information you
naed to start playing VICTORY™, but itis only the beginning!
You will find this cartridge full of special features that make
VICTORY™ exciting every time you play. Experimant with dif-
ferant technigues — and enjoy the game!

90-DAY LIMITED WARRANTY

Coleco warrants to the original consumer purchaser in
the United States of America that this video game cartridge
will be free of defects in material or workmanship for 90 days
fram the date of purchase under normal in-house use.

Coleco's sole and exclusive liability for defects in mate-
rial and workmanship shall ba limited to repair or replacement
at its authorized Coleco Service Station. This warranty dogs
not obligate Coleco to bear the cost of transportation charges
in connection with the repair or replacemeant of defective
parts.

This warranty is invalid if the damage or defect is caused
by accldent, act of God, consumer abuse, unauthorized
alteration or repair. vandalism, or misuse.

Any implied warranties arising out of the sale of the
video game cartridges including the implied warranties of
merchantability and fitness for a particular purpose are lim-
ited to the above 90 day period. Coleco shall in no avent be
liable for incidental, consequential, contingent or any other
damages.
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This warranty gives you specific legal rights, and you may
hawve other rights which vary from State to State. Some states
do not allow the exclusion or limitation of incidental or can-
seguential damages or limitations on how long an implied
warranty lasts, so the above limitations or exclusions may not
apply to you,

SERVICE POLICY

Please read your Video Game Owner's Manual carefully
before using the produet. If your video game cartridge fails to
operate properly, please refer to the trouble-shooting check-
listin the Owner's Manual for your particular video system. If
you cannot correct the malfunction after consulting the trou-
ble-shooting checklist, please call Customer Service on
Coleco's toll-free service hotling: 1-800-842-1225 nation-
wide. This service is in operation from B:00 a.m. to 5:00 p.m.
Eastern Standard Time, Monday through Friday.

If Customer Service advises you to return your video
game cartridge, please return it postage prepaid and insured,
with your name, address, proof of the date of purchase, and a
brief description of the problem to the Service Station you
have been directed to raturn it to by the toll-free service
information. If your cartridge is found to be factory defective
during the first 90 days, it will be repaired or replaced at no
cost to you. If tha cartridge is found to have been consumer
damaged or abused and therefore not covered by the war-
ranty, then you will be advised, in advance, of repalr costs.

If your cartridge requires service after expiration of the
90 day Limited Warranty period, please call Coleco’s toll-
free service hotline for instructions on how to proceed:
1-800-842-1225 nationwide.
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COLECO

VICTORY™ is a trademark of Exidy, Inc. @ 1982 Exidy
Incorporated.

ColecoVision™ is a registered trademark of Coleco Indus-
tries, Inc. ADAM™ is a trademark of Colece Industries, Inc.
i 1983 Coleco Industries, Inc.
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