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GETTING STARTED

Put the AIRHEART disk in the drive, label side up. Make sure your joystick is connected
and turn on your computer and monitor. Thit#le sequence will be followed by a self-

running demo. When you are ready to play, 5 any key or joystick button to start the
game.

CONTROLS

MANEUVERING o
The joystick controls the movement f Yo
get a feel for your craft, move the joystick
observe how the jet-sled responds.

| as well as shooting its weaponry. To
d, without pressing the buttons, and

ch will increase your speed and allow
n, leaving the joystick centered will
joystick back will cause the sled to
the sled; and pushing the joystick

Holding down button 1 will activate the jets,:
the jet-sled to climb or dive. With button 'l he
allow the jet-sled to accelerate forward; pulli
climb; moving the joystick left and right will tu
forward will cause the sled to dive under water.

You can move around under water the same wa )?)u can above. To resurface, pull back on
the joystick while your jets are on, or simply pressibutton 0.
4

SHOOTING
When you are above water, pressing button

( esé‘your weapon. The range of your shots
can be controlled by tilting the sled forward & :

kward with the joystick.-

CONTROL PANEL

At the bottom of the screen you will see the jet-sléd's control panel, with its various
informational devices. Starting with the leftmost §nstrument and proceeding to the right,
here is an explanation of what each instrument d?es:

LIFE METER: Indicates how many extra lives you have. A red light will go on for each
extra life you earn. 1

TREASURE COUNTER: Shows which treasure @ou have successfully retrieved.
COMPASS: When you are above water, the jet-s s directional heading is displayed.
When you are under water, arrows appear directir 1 you to the current combat area.
SLED METER: Indicates how many extga ]et slegis you have earned.

CLOCK: Shows elapsed time in your adventure ﬁme is a major factor in determining
your high score.




THE GAME

STARTING YOUR ADVENTURE

You start the game at the Home Islands with one life, one jet-sled and instructions from
the Spirit Guardians to retrieve a magical item. Each item is held within a Treasury
located somewhere across the ocean. To reach the Treasury, follow the bright Glimmer
that appears when you shoot the Bubbles emanating from the Home Islands.

FIGHTING THE ROBOTS

You must defeat the various Robot Defenses that surround the white Treasury island
before you can enter and retrieve the item. To eliminate the Robots, shoot them and
quickly maneuver your sled to “pick up” the small Pod that is left behind when a direct hit
is scored, If you wait too long to get the Pod, it will regenerate into a fully functional
Robot. W&;\en all the Robot Defenses have been eliminated, you can enter the T’reasury by
bumpingyour sled up against it.

To retuth the item to the Spirit Guardians, find a Green Island and activate its Robot
Defenges by hitting the island with a bullet or your sled. All Green Islands will return you
to the Home Area. Once you defeat the Robot Defenses, enter the island by bumpmg it
with yaiar sled, and you will emerge at the Exit Island in the Home Area.

THE $LED CHALLENGE
Beforé L_"f,tummg the item to the Spmt Guardians, you will find three green Glimmers

Each succé@swe Sled Challenge is guarded by different Mini-Robots. On the: ﬁﬁrst chal-
lenge the Mini-Robots will try to bump you away from the Glimmers. The second set of
Mini-Robots gobble up the Glimmers on contact. The third set have repeller rays which
push your sled away. You can shoot the Mini-Robots, but if you hit a Ghmmer even with a
ricochet, the challenge is lost.

RETURNING THE TREASURE

After the Sled Challenge is finished, the Spirit Guardians will be waiting for you at the
Home Islands. Anchor your sledc n the islands and the Spirit
Guardians will accept the item and bestow upon you an extra life.

FURTHER ADVENTURE .
After youve returned the Sword, the Spirit Guardians will ask you to retrieve the Goblet
and then the Harp. With each new task you will face increasing numbers of Robots.

RESCUING THE PRINCE

Once you have retrieved all §
Princeling. When fighting t

e 1tems you will have an pD rtunity to rescue the



DESCRIPTION OF ROBOT DEFENSES

BUMPER —Fast and loud, this little guy is always trying to push you
around. No danger, nuisance only.
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WHOMPER —Its powerful piston punch will shatter your sled
on contact.
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BUBBLER—What could be more harmless than a few bubbles floating
over the sea . . . unless, of course, they can trap and kill you.

SUCKER —Its graceful green funnel creates a vacuum that'’s particu-
larly lethal to your sled.

SPITTER —Its explosive bullets seem to know where to find you, and
when they do, you pay with your life.

FORCER—This one is no threat to life or sled, but its strong repeller
rays make approach almost impossible.
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ZAPPER —The most dangerous of them all. One touch and you and
your sled are lost to its devastating microwave assault.
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IN DEMO MODE:

CONTROL-H Display high scores.
CONTROL-C Clear high scores.

AT ANY TIME:
ESC Pause. Press any key or button to resume play.
CONTROL-S Toggle sound on or off.
CONTROL-R Restart the game.
CONTROL-X Flip horizontal control on joystick.
CONTROLY Flip vertical control on joystick.
CONTROL-E Exchange X and Y axes.
CONTROL-B Exchange joystick buttons. ,
CONTROL-N Return to normal joystick settings.
CONTROL-D During game, return to demo mode.

STRATEGY NOTES

When the sled is under water, the Robot Defenses usually cannot sense or harm you. Of
course, you can’t harm them either.

If, during a battle, you lose sight of the Treasury; Island or Dome, duck underwater and
use the compass arrows to reorient yourself. You can then return to the battle and pick up
the action where you left off. This technique will also help if you get lost while following a
Glimmer, or if you somehow lose your way between the Exit Island and Home Islands.

If you get lost at any point in the game, you can go to any Green Island, activate and
defeat its Robot Defenses, and enter the island to return to the Home Area. When you
emerge from the Exit Island, shoot a Bubble and follow the Glimmer to where you need
to go. However, if you use this procedure during a battle, you will have to begin the battle
over again.




HRIEGREIRESRORORREERS

High scores are based on the number of tasks you complete, and the amount of time it
took you to complete them. If the game ends and you haven't saved the Prince, your
score will be based on the time it took to complete your last task.

If you achieve a new high score, a high score roster will appear on the screen at the
game’s end. You will then be permitted to enter your name or any word up to six charac-
ters long next to your score. Press RETURN to save your high score to disk.

CREDITS

Software Design—Dan Gorlin
Animation and Artwork—Chris Green

Additional Artwork—Pam Stalker and David Bunnett
Sound Design—Dane Bigham
Story Design— David Bunnett




WARRANTY INFORMATION

This manual and the software described in this manual are sold "AS IS,” without warranty as to
their performance. The entire risk as to the quality and performance of the software is assumed by
the user. The user, and not the manufacturer, distributor; or retailer, assumes the entire cost of all
necessary servicing, repair, or correction, and any incidental or consequential damages.

However, to the original purchaser only, Bréaderbund warrants that the medium on which the pro-
gram is recorded shall be free from defects in materials and workmanship under normal use and
service for a period of ninety (90) days from the date of purchase. If during this period a defect in
the product should occur, the product may be returned to Bréderbund or to an authorized Bréder-
bund dealer along with proof of purchase, and Bréderbund will replace or repair the product at
Broéderbund's option without charge to you. Your sole and exclusive remedy in the event of a defect
is expressly limited to replacement or repair of the product as provided above.

If failure of the product, in the judgement of Bréderbund, resulted from accident, abuse, or misap-
plication of the product, then Bréderbund shall have no responsibility to replace or repair the
product under the above terms.

Nonetheless, such products (and products that become defective after the ninety-day replacement
period) may be returned to Bréderbund along with $5 per disk, plus $2.50 for postage and handling,
and Bréderbund will provide you with a replacement, as long as the product is still being manufac-
tured by Bréderbund.

The above warranties for goods are in lieu of all other express warranties, and no implied warranties
of merchantability and fitness for a particular purpose or any other warranty obligation on the part
of Bréderbund shall last longer than ninety (90) days. Some states do not allow limitations on how
long an implied warranty lasts, so the above limitation may not apply to you. In no event shall
Bréderbund or anyone else who has been involved in the creation and production of this software
be liable for indirect, special, or consequential damages, such as, but not limited to, loss of antici-
pated profits or benefits resulting from the use of this software, or arising out of any breach of this
warranty. Some states do not allow the exclusion or limitation of incidental or consequential dam-
ages, so the above limitation may not apply to you. This warranty gives you specific legal rights,
and you may also have other rights which vary from state to state.

© 1986 Broderbund Software, Inc.

The user of this product shall be entitled to use the product for his/her own use, but shall not be
entitled to sell or transfer reproductions of the software or manual to other parties in any way, nor
to rent or. lease the product to others without the prior written permission of Bréderbund.

For technical support on this or any other Bréderbund product call (415) 479-1170.

Bm;\éﬁ)und*

17 Paul Drive, San Rafael, California 94903-2101





