


mighty Walkers!
So climb into your Snowspeeder and.be prepared to
meet the first of your deadly enemies!
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The object of the game is to destroy as many.of the
lmoeridl Walkers as vou can before they reach the power
oeherator at the end-of the battlefield-or before the
imperial Walkers destroy your fleet of Snowspeeders.
SETTI]IG TIIE GONSO|.E COIITROI.S

1. To select a game number (qqe gqqe Selection Box)'
oress down-on the GAME SELECT switch. Io quickly
bhanqe the number, hold down both the GAME
SELETT and GAME RESET switches at the same
time. The game number will appear at the bottom of
the screen.

. 2. Press down the GAME RESET switch-and you're'... ready to start the action.

3. Set the DIFFICULry switch:
Position A-The landing pad where you repair your

snowsPeeder is made smailer
Position B-The landing pad is made /arger.
ln a one-olaver oame, use the left DIFFICULTY switch.

ln a two-olaivef oafre, the 1st player uses the left DIFFI-
CULTY dwit'cn a--nO the 2nd playel uses the right DIFFI-
CULTY switch.
THE JOYSTICK CO]{TROIIERS

Make sure you plug the Joystick controllers.firmly into--
the iacks at the back of your video system. use tne LEF I
coniroller jack for one-player games.

Up,
Down,

+
J

e
Left, Right



To start the action:
Fly your Snowspeeder down screen (move left) to meet
the oncoming lmperial Walkers. The Walkers approach
in a single file from left to right. They can,get bunched
up one behind the other but they can never pass one
another. Although up to 5 Walkers can be seen on the
battlefield at a time, only 1 Walker will appear on the
TV screen at a time.

Mountains,
lceZone,
Valleys,
Power Generator
Location

THE BATTTEFIETD

This is the battlefield on the lce Planet Hoth. The entire
battlefield is 8 TV screens wide. The radar band monitors
the entire battlefield.

r!r!!9
A Rebel commander
receives 5 Snowspeeders
per game. At the start
of the game, the first
Snowspeeder is dis-
played in the lce Zone.
The remaining "on deck"
Snowspeeders are dis-
played just under the
radar band.

Radar Band:
Use the radar band to
keep an eye on the
positions of all 5
Walkers and to see
which Walker you're
presently battling on
screen.
NOTE: When your
Snowspeeder flies
off one end of the
radar band. it will
reappear at the other end.

Remember: As soon as the lead Walker reaches the
right end of the radar band, it blows up the power gen-
erator and ends the game. Just before this happens,
however, you'll hear a "warning" sound, then the sky
will begin flashing.



DESTROYI]IG TI{E ITPEBIAT WATKERS

POW!-it's gone!
A Snowspeeder can fly around to the back of a Walker
and attaik from the re-ar. A Snowspeeder cannot weaken
or destroy a Walker by hitting its legs.
There lS a quicker way to destroy an lmperial Walker-
by firing a missile into a "bomb hatch'"

BOilB lraTcllEs

Bomb hatches are flashing colored squares that appear
from time to time on a weakened lmperial Walker. Bomb
hatches will appear one at a time in one of three places:
iust above its h'ead, iust below its head, or on its back.
ilit a bomb hatch, and it's instant destruction of the
lmperial Walker!
When vou destrov an lmperial Walker, a new one will
enter"the battlefield. Each new Walker will be even
touoher than the last. lt will walk faster, fire its missiles
moie raoidlv and aim its fire more accurately. So' the
longer ybu stay in the game, the more ditficult the battle
becomes!

AITACK OF THE ITPERIATWAIJGRS

lmperial Walkers fire deadly missiles at Snowspeeders.
ih'ev even have the abili$ io "track" your Snowspeeder
andtan aim their missile6 by raising or lowering their
heads. Thev can fire at Snowspeeders approaching them
from behind as well as head on.

DATAGED STIOWSPEEDERS

than 5.

EE!T:
Land a damaged Snow-
speeder in a "valleY,"
and within a second,
it's repaired! The Snow'
speeder will change
back to its original color
to show that it has its
full power again. Each
Snowspeeder is allowed
two repairs.



GATEYARIATIO]IS

THE EMPIRE STRIKES BACK has 32 game variations'
Games 1-16 are one-player games. Games 17-32 are
two-otaver qames. Seb ttie Game Selection Box for game
numOei variations. Game variations are described as
follows:
Smafi Bombs.-'$rn;titilta 

bomb hatch will release a "smart bomb"'
Smart OomOs fly in a looping pattern and will actually
lottow your snorirspeedei' You can try to.sh.oot it down
for points or you c'an try to outfly it until it disappears
from the screen.
lf a smart bomb hits your Snowspeeder it will either
Oamaqe or destroy the Snowspeeder. (Smart bombs
do mo-re damage than Walker missiles. S.o.r if your
Snowspeeder'r-s already damaged when hit by a smart
OomU. ine smart bomb will probably destroy it!)



TWO.PTAYERGATES

. In a two-player game, when your lead Walker blows up
the power generator, you're out of the game. Your
opponent, however, may continue to play as long as he
or she can defend the power generator.

r In a two-player game, you'll start the game over again
with each new Snowspeeder. (Five Walkers will begin
approaching from the left.) ln other words, unlike the
one-player games, your second Snowspeeder can't
pick up where the first one left off.

NEBEIS'STRATEGY HINTS

a) Remember to watch the radar band for the positions of
all Walkers (especially the lead one) and to keep track
of which Walker you're battling on screen.

b) Try to weaken the LEAD Walker WITHOUT DESTROY-
ING lT lf you do, the lead Walker will slow down the
walking speed of all the others. This will give you more
time toweaken and destroy the other Walkers before
the lead one reaches the power generator.
Also try to weaken and slow down the LAST lmperial
Walkeion the radar band WITHOUT DESTROYING lT
This will help delay the entrance of new and "tougher"
Walkers that replace the ones you destroy.

c) Try to get the Walker to track your Snowspeeder in one
position, then quickly move out of its line of fire and
attack it from a safe position.

d) In a game with Solid Walkers, you may want to crash
your Snowspeeder into the Walker's body if you know
you can't destroy the Walker before it reaches the
power generator. By doing so, you score 25 points and
stay in the game-if you have Snowspeeders remain-
ing in the battle.
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OFFICIAT STAR WABS**
FAI{ GIUB TETBERSHIP APPUCATION FORT

tr Please enroll me as a on+ysar member of ths Oflicial Star Wa€ Fan Club
for thg annual membeFhip foe of $5.0O. (Canadian ordeF $6.00,
Foreign orders $7.0O-U.S. funds only)

NamG Agc _

Clty st|tc.........-.-...............- zlo _

S€nd lo: Star WlB Fan Club
Ircpt. Pv82 P.o,BE.x22o2
San R.Lcl, CA 9f912

Send checks or money orders-No CASH.
Allow 4-8 wesks for delivsry of membeFhip kit.
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ISGDAY UTITED MRRA]ITY EXCEPT TO THE EXTENT PROHIBITED BY APPLICA-
BLE LAW ALL IMPLIED WARRANTIES MADE BY
PARKER BROTHERS IN CONNECTION WITH THE
PRODUCI INCLUDING THE WARRANW OF MER.
CHANTABILIry, ARE LIMITED IN DURATION TO A
PERIOD OF 180 DAYS FROM THE DATE OF ORIGINAL
PURCHASE; AND NO WARRANTIES, WHETHER
EXPRESSED OR IMPLIED, INCLUDING THE WAR.
RANTY OF MERCHANTABILIry SHALL APPLY TO
THIS PRODUCT AFTER SAID PERIOD. SHOULD THIS
PRODUCT PROVE DEFECTIVE IN WORKMANSHIP
AND MATERIAL, THE CONSUMER'S SOLE REMEDY
SHALL BE SUCH REPAIR, REPLACEMENT OR
REFUND AS IS HEREIN ABOVE EXPRESSLY PRO.
VIDED: AND UNDER NO CIRCUMSTANCES SHALL
PARKER BROTHERS BE LIABLE FOR ANY LOSS OR
DAMAGE, DIRECT OR CONSEQUENTIAL, ARISING
OUT OF THE USE OF, OR INABILITY TO USE, THIS
PRODUCT.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW
LONG AN IMPLIED WARRANW I.ASTS, OR THE
EXCLUSIONS OR LIMITATIONS OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITA.
TIONS OR EXCLUSION MAY NOT APPLY TO YOU.
THIS WARRANW GIVES YOU SPECIFIC LEGAL
RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS
WHICH VARY FROM STATE TO STATE.
We will be haoDv to answer vour questions or comments about
THE EMPIRE SiRlKEs BACK. contact the Consumer Response
Department nearest you:
ln the U.S.A.: Parker Brothers, P.O. Box 1012, Beverly' MA 01915
ln Australia and New Zealand: Parker Games, 104 Bourke Road'
Alexandria, N.S.W 2015
tn ttre Unit6O Kingdom: Parker Games, Coalville' Leicester LE62DE

the purchase price.
CONDITIONS:
1. Proof of Purchase: The retail sales receipt or other
proof of purchase must be provided.

3. Unauthorized Repair, Abuse, etc.: The produet must
not have been previously altered, repaired or serviced by
anvone other than PARKER BROTHERS; the product
mJst not have been subjected to an accident, misuse or
abuse.
REPAIRS AFTER EXPIRATION OF WARRANTY:



g!9
Your score is displayed at the bottom of the screen
throughout each Snowspeeder's battle. Points accumu-
late with each additional Snowspeeder. You'll receive
your final score at the end of the game.

Here's how points are scored:
Hitting lmperial Walker with missile 1 point
Shooting down a Walker's missile in flight . 10 points
Crashing Snowspeeder into Walker
without destroying Walker 25 points
Destroying an lmperial Walker . 50 points
Hitting a bomb hatch that destroys an

' lmperial Walker . 100 points
Shooting down a smart bomb . . 100 points
BONUS: For every 2,000 points you score, you'll' receive one extra SnowsPeeder!

GATE SETECTIO]I BOX

The level of ditficulty increases within each group of 4
games. The higher the game number, the faster the
Walkers approach, the more rapidly they fire their mis-
siles, and the better they aim their fire.
Once you've selected a game number, one of these sym-
bols will appear on screen:
i indicates a one-player game
ii indicates a two-player game

GATE ]IUTIERS

one-player two-player
1 easiesl 17
2 1 8

. 3  1 9
4 hardest 20

GAIEYABIITIO]IS

No Game Variations
No Game Variations
No Game Variations
No Game Variations

21
22
23
24

5
6
7
8

easiest

hardest

Smart Bombs
Smart Bombs
Smart Bombs
Smart Bombs

9
1 0
1 1
1 2

easiest

hardest

Solid Walkers
Solid Walkers
Solid Walkers
Solid Walkers

25
26
27
28

29easiest

30

31

1 3

1 4

1 5

Smart Bombs &
Solid Walkers
Smart Bombs &
Solid Walkers
Smart Bombs &
Solid Walkers
Smart Bombs &
Solid Walkers
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1 6 hardest 32


