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Once upon a time in a misty, en-
chanted forest, there lived a cal-
ony of good elves These elves had
a major problem, fhough. Their
prized mushroom garden was in-
fested with pesis—a giant Centi-
pede, a poison-spreading scarpion,
a mischiel-making spider, and a
pesky fiea. The good elves tried
everything they could 1o rid their
garden of {hesa bugs. Bui nothing
wiorked.

Ona day, an elf named Cliver was
hacking away at a poisaned mush-
reom in thie garden. Suddenly, he
saw an unusual stick gleaming in
{he dirt. Just as Qliver picked up
1he stick, a spider jumped out from
behind a mushroom and rushed at
him. When Qliver waved his hands
wildly 10 try to scare the spider
away, sparks flew from hig stick
and the spider disappeared!

"How did that happen?' Cliver
wonderad oul loud, 'Could this be
a magie wand?"”

ENCHANTED 4 FOREST
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Soon Oliver had another chance to
try the wand. When the scarpion
scurried across a row of mush-
roOms, poisoning every mushroom
It touched, Oliver pointed the wand
a1 the scorpion and shouted,

"Be gona!"

Instantly, the scorpion disappeared
and the poisoned mushrooms were
transformed back into normal
miushrooms.

“This is great! This is tha 100! wea
need 1a clean up our mushroom
garden!" Cliver shouted
ecstatically,

With his new found magic wand,
Qliver hid behind a mushroom.

"QK, yvou great big Centipede,” he
said. "Come oul wharever you are,
I'm raady lor you now!'
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2. GAME PLAY

You start the game with three ma-
ic wands, a5 shown in Fi&lJJrEr 1.
El.lery tima you scare 10,0
paints, you win a bonus wand. You
can have a tolal of seven magic
wands al one lime. Any wands
won after ihat are not held in
reseqve. When you [ose your 1as!
magic wand, the game ends

Flea

Wands in Reserve Magic Wand

Figure 1

If the Centipede, spider, or flea
bites you, your wand i snalched
away and you become tempararily
paralyzed, The game will sloo
momantarily and all ihe mush-
rooms are counted for bonus
poinis. Your poinis are added 10
your running score, and the rejuve-
nated Centipede attacks again
from 1ha top. You must replay the
previous wave until the Centipeda

is totally destroyed FI;E‘urE 2
shows & lypical CENTIPEDE
battiefiald,

Scorpion

Cantipade

Mushrooms
Paoison Mushrooms

Figure 2—CENTIPEDE
Altack Wave

OBJECTIVE

Use your magic wands 1o Score as
many points as possitle, (See
Section 5 for information on
SCORING). Use strategy and
aquick thinking 10 avoid the paralyz-
Ing insect bites. The Enchanted
Forest is a challenging, but dan-
erous reglon. By learning about
tha dangers that furk behind every
mughroom, you can become a
skilled and hergic wand wialdar, ‘\?
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INHABITANTS OF THE
ENCHANTED FOREST

CENTIPEDE

Consisting of nine body segmenis,
the Centipede attacks from the top
of the screen and winds down
toward you. Each time you hit a
segment, it becomes a powerless
mushroom and the body segment
behind thal mushroom becomes
the head of & new Centipede
When you shoot every segmeni of
a Centipede, the Cenlipade disap-
pears briefly, than reappears at
the top in 8 new and fliercer allack
formation

The Centipede altacks in eight dis-
tinct waves. In Wave 1, the Centi-
pede is composed of a head

Figure 3— Ceantipede Affack Formations, Waves 1-3
3

allached 1o B body paris. In Wawve
2. il has a head attached 1o seven
body parts plus a detached head,
The Wave 3 Centipede is com-
posad of six body segments with
ona head attached and two de-
fached heads, The Centipede con-
linwas 10 translorm a body s8g-
mant inlo a head until Wawe 8, at
which time it has nine indepand-
ently maving heads. {Sea Figura 3.)

You must eliminate the Wawe 1
Centipede cnly once. Than, until
your score passes 40,000 paints,

ou must destroy each subseguen!

ntipede wave twice—first as

the Centipede moves slowly
toward you, then as it moves fast,
After you score over 40,000 poinis,
each Centipede will only need 1o
be destroyed once



MUSHROOMS

Datting the forest floor are mush-
rooms. The Centipede slides along
harizentally in cne direction. When
i1 touches a mushroom of the
edge of the screen, It drops down
to the next row of mushrooms and
reverses direction. It takes three
consecutive hits 1o eliminale an
antire mushroam,

Figure 4 — Mushrooms

SPIDER

In Its attempt 1o distract you from
shaoting the Centipede, (he spider
jumips all over the battlefield, elimi-
nating some of the mushrooms it
touches, You score 300, 500, or
900 points when you zap the
spider. The closer the spider is 1o
your wand, the greater the score.
Whan you hit it, the spider’s score
lights up on the screan.

Figure 5— Spider

FLEA

The flea staris bugging you after
you shoot away mosi of the mush-
rooms near you. If drops straight
dawn, craaling mushrooms as il
falls. You musi hit the llea twice 1o
make It disappear, Warning: After
the first shot, the flea drops twice
as fast!

Figure 6—Flea

SCORPION

Sometime after you clear three
Cenfipede screens, the scorpion
will scurry across the battlefield,
paisaning evary mushraom il
fouches. But, if you zap the scor-
picn before it runs across an en-
tire row of mushrooms, the spell of
paison is broken and the mush-
rooms remain normal

Figure 7— Scorpion
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POISONED MUSHROOMS

Poisoned mushrooms are created
by the scorpion. These are a dead-
Iy white cotor. When the Centipede
bumps into a poftsonad mushroom,
It goes wild and plunges straight
through the field of mushrooms
toward you. As with normal mush-
rooms, you must hit a poisoned
mushroom thrae lmes in Succes-
sion 1o destroy i Each time you
lose a wand, poisoned mushrooms

trangfarm back into normal
mMushroams.

Figure 8— Poisoned Mushrooms

3. USING THE CONTROLLER

Use your Joystick Contraller with
this ATARI Game Program car-
{ridge. For this ane-player gama,
plug the controller cable firmly into
the LEFT CONTROLLER jack at
the back of your 2800 Videa Come-
puter System conscle. Hold the
cantraller with the red buttan to

4. CONSOLE

GAME SELECT SWITCH

Use the GAME SELECT switch ta
choose the game you want to play.
11 you press and hold 1his Switch
down, you will automatically cycle
through the two CENTIPEDE game

your upper left, toward the telavi-
sion screan. (See your Owner's
Manual for further details.}

CONTROLLER ACTION

Mowa your Joystick in ihe samea
direction you wani 1o move your
magic wand, You can move about
ana-quarler of the way up the
screen as well as 1o the left and
right ecges of the screen,

To shoat sparks, press the red fire
bution. Youw can fire sparks as lang
as you press the fire button, your
supply 15 unlirmited.

CONTROLS

varialions, EASY PLAY and STAN-
DARD PLAY. A5 shown in Figure 9,
& leddy bear figure appears al the
baottarm right sice of the screen 1o
denote EASY PLAY. For STANDARD
PLAY, there is no tleddy bear.
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Teddy Bear

Figure 9— Salecting an
EX i

ASY Game

GAME RESET

sz GAME RESET 1o start tha
Each time GAME RESET

TV TYPE SWITCH

Sat this switch 1o COLOR if you
piaying on & color 1 :
11 1o B-W to play

and while.

DIFFICULTY SWITCHES

DIFFICULTY switches are nol used
in this garme,




5. SCORING

In thi standard CENTIPEDE %?ma.
you can e & lotal of 999,599 i

peoinis before the score rol ( : ; 3
1o zaro. In the easy game varia-

10 poinis

&

Every 10,000 pﬂinu‘.;
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6. GAME VARIATIONS

CEMTIPEDE offers 1wo game varia- magic wand when the flea or spi-
fions: EASY PLAY for baginners der touches you, and the Cenfi-
and children, and STANDARD pede always starts the attack in a
PLAY for skilled players. single farmation, never with

detached haads,
In EASY games. you do not lose a

7. HELPFUL HINTS

m Shoot away mushrooms in a
siraight line up the screen 1o
creata a “corridor.”’ When the
Cenlipede reaches this 'gap,.”
it will fall straight down the
batibatield and can be easily
picked off.

B Since the flea doesn't appear
until you have eliminated maost
of the mushrooms near you,
you can sel up a shield o pre-
vant this lightening-fast pest
from striking. Simply leave al
least five mushrooms on the
lawer third of the screen, After
wou scare 120,000 paints, you'll
need 1o leave ten mushrooms,

® Shoot Cenfipede heads 1o
create new heads oul of the
body segment left behind. Since
heads are woarth 1an limes the
paint value of body segments,
you'll score lots of points.

& Each creature makes a disting-
tive sound, By becoming
Familiar with these sounds, you
will know without looking, wnal
is attacking and where it is on
the screen.
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