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LOSMIG HUNTER.

For 1 or more players
8 to Adult

Cosmic Hunter is a unique hunt and capture game
that invites you on a space safari to stalk dangerous
alien creatures. If youre clever and quick enough,
you'll hunt down, fire at and capture lots of prey.
Avoid barriers that appear on the screen and un-
seen hidden traps. . .they can slow you down as you
attack or they can get in the way as you're making
a get-away (that’s right...your hunter must also go on
the run for if you get too close to your prey, the
creature will turn and attack you). You begin the
game with five hunters. Every time a creature
attacks you and captures you, you'll lose a hunter.
Every time your hunter captures a creature, you'll
score a point. Capture as many creatures as you
can before you lose your five hunters. Try for the
highest score.

OBJECT:

Capture as many creatures as you can fo score the
highest.

HOW TO PLAY THE GAME:

1. Turn ON/OFF switch to “"ON" position. A "1”
appears on the screen to the right of the Skill Level
label.

2. Select the SKILL LEVEL you wish to play by pressing
the SKILL/SCORE button. Choose either "1 for Skill
Level 1 or "2 for Skill Level 2.



SKILL LEVEL 1 is the easier of the two levels to
play. It features four hidden traps (unseen on
the screen) that your hunter must avoid. In Skill
Level 1, the speed of movement of your hunters
and prey is set at a challenging pace but it is
much slower than Skill Level 2.

SKILL LEVEL 2 is the more difficult of the two
levels to play. It features eight hidden traps (un-
seen on the screen) to be avoided. In Skill Level
2, the speed of movement of your hunters and
prey is quite fast, much more rapid than Skill
Level 1. Your firing must be accurate and extra
speedy!

3. To start the game action, press the “star” on the
console. The following objects will appear on the
screen. . .

YOUR HUNTER. . .one of your hunters will appear on
the screen as a blinking, black square. It will be
stationary. You are given a supply of five hunters
at the beginning of the game. Only one will
appear on the screen at one time.

THE ALIEN CREATURE. . .the prey you are stalking
appears on the screen as a single, black square
moving rapidly up, down, and sideways.

THE 22 BARRIERS. . .all the other single, nonblinking,
and stationary black squares that appear on the
screen are barriers. Barriers can get in your way
when you are attacking a creature and when
you're escaping from a creature, so be careful of
them. After you capture a creature and it is
removed from the screen, one of the barriers will
come to life and become the new creature that
you must stalk. IMPORTANT-if you're a good shot
and keep on capturing these barrier-creatures,
you could clear the screen of barriers. If this
happens, the game will continue and a whole
new series of 22 barriers will appear on the screen.



THE HIDDEN TRAPS. . .there are several invisible
areas on the screen that your hunter can fall info.
When this happens, a distinctive beep will sound
and your hunter is trapped there for a limited
amount of time. This could be dangerous if the
creature is nearby and ready to attack. The
creature can also fall info a trap. If this happens a
slightly different beep will sound.

" THE FOUR DIRECTION ARROWS: Press the direction
buttons to move your hunter up, down, and
sideways on the screen fo stalk and capfure the
alien creatures. Press the 4 arrow butfon fo move
your hunter one square up on fhe screen press
the § arrow butfon to mave your hunfer one
square down on the screen; press fhe =» arrow
button to move your hunter one square fo he
right on the screen; press the «= arrow button fo
move your hunter one square fo the left on the
screen.

. FIRE BUTTONS: If you move your hunter in range of
the creature, press either FIRE button fo capfure
your prey. Your hunter must be EXACILY TWO
SQUARES away from the creature in a horizonidl
or vertical position (NOT DIAGONAL) fo capiure
the creature. If you are less than fwo sgquares
away or more than two squares away and you
fire, you'll miss your prey and it will escape or
attack you. There is no limit fo the number of fimes
you may fire. IMPORTANT: You cannof affack the
creature diagonally, however, the creaiure can
attack you diagonally, so watch out



6. A CAPTURE: When your hunter is fwo squares
away from a creature in a horizontal or vertical
(not diagonal) position, press either FIRE button
very quickly and you'll capture a creature. See
Figure 1, for hunfer's capturing posifion. If you're
too slow, your prey can attack you or flee. When
you capture a creature, you'll hear a distinctive
sound. . .the creature will disappear from the
screen and almost immediately, one of the bar-
riers wil come dlive and become the new
creature you must stalk. When you capture a
creature, your hunter stays in the same position on
the screen.

FIGURE 1.

If the creature is in any of the 4
numbered positions surrounding a hunter,
press FIRE button and capture creature.

Hunter



/. AITACKING CREATURE: When you move your
hunter in close to a creature, it is possible that the
creature will attack you before you can attack it.
PLEASE NOTE: the creature can only capture your
hunter if the creature is ONE SQUARE away from
your hunter in a vertical, horizontal, or diagonal
position. See Figure 2., for creature’s attacking
position. If the creature captures you, you'll hear
another distinctive sound. . .your hunter dis-
appears from the screen; another hunter im-
mediately reappears on the screen in a new pPosi-
tion and you are minus one hunter from your
original five hunters. The creature that attacked
you stays alive on the screen in its same position.
REMEMBER: You cannot attack diagondlly, but the
creature can,

FIGURE 2.
If the creature is in any of the 8 numbered positions surrounding
a hunter, it will attack and capture your hunter.
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8. SCORE BUTTON: Any time during the game. you
may check to see the number of hunfers you
have left and the number of creatures you have
captured. Do this by pressing the SKILL/SCORE
button. . .the number of hunters you have e from
your original five will appear in the leff hana side
of the screen under the "Hunters® label the
number of creatures you have capfurea apoears
in the right hand side of the screen under the
“Score” label. REMEMBER: you're aowarcec one
point for each creature you capture and you
always begin the game with a supply of five
hunters.

9. HOW THE GAME ENDS: Continue to play. moving
your hunter, stalking your prey, and capfurng the
alien creatures for points. When you lose all five of
your hunters, the game is over. . .the screen is
cleared of all squares and your score which is The
numiber of creatures you captured automatically
appears in the upper right hand corner of the
screen.

HOW TO WIN THE GAME:

Remember, you're trying to get the highest score
(the number of creatures you've captured). When
playing by yourself, keep track of your score each
time you play and try to better that point value with
each game. Or piay against an opponent, each of
you playing a full game and each of you frying for
the highest score.

HOW TO START A NEW GAME:

To start a new game, just press the “star” on the con-
sole and reselect your SKILL LEVEL opfion. . .then
press the “'star” again to begin the game action.
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