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PREFACE: 
You Are The 

Missile Base Commander 

A s mi ss il e base comm ander, you occ upy the " hot sea t" in Mi ss il e Contro l. Fo r 
weeks now Satellite Surve ill ance has been sending yo u pho tog raphs showin g 
unusual arm s buildup and launc h base act iv ity in enemy te rritory Tod ay, the 
an alysts assure you , the enemy is in bat t le- ready pos ture. " Could t hey be 
mistaken? " you wond er. " Could thi s buildu p rea ll y be exe rc ises? wa r games? " 
Don' t kid yourse lf, thi s is the rea l thin g! It' s o nl y a ques ti on o f tim e now before 
the enemy launches ICBM's t argeted fo r the rem aining free c iti es o f the wo rld 
" How mu c h tim e? " you ask yo urse lf . " Will it be to night? " Inst inct ive ly your hand 
moves to the hot line. " Rin g, bl as t you ' Get it ove r w ith !" 

" Better co o l it. Think abo ut d efense preparat ions," you te ll yourse lf When the 
attack com es you' ll have o nl y seconds to rea dy your antiballi sti c mi ss il es . The 
enemy is powerful. Intelli gence has kept you pos ted o n the enemy's sec ret 
stockpilin g o f ICBM's in viol ation o f intern ati onal ag reem ents. Hi s lo ng- range 
bombers and so-ca ll ed " kill er" sa tellites aren' t new s to you e ither. No, your 
real .. . say it . .. f ea r is that the reports o f enemy sm art mi ss il es may be tru e. 
Those t reac herou s babi es ca n dodge antiballi sti c mi ss il es and home in on the 
target. What are the chances the enemy will drop sm art mi ss il es? " Pretty good," 
you think . " Pretty good !" 

The situ ation is des perate. You kn ow i t. You' re go ing to have to re ly mo re on ta c­
ti cs than shee r fire pow er. Yo u' ll need a ll your cunning, a ll your co urage, and 
more th an a littl e lu ck . Yo u' re suddenl y aw are you' re swea tin g and freez ing at 
the sa me tim e. How lo ng now? How mu ch lo nger? 

" Red alert ! Red alert !" sc rea m s the ho t line The sudden shock di slodges fea r, 
starts the adrenaline flowin g. You lift the rece ive r and hea r " Enemy ICBM's o n a 
heading fo r ... " That ' s it ' M ove' Yo u press a butto n on t he co nso le in front of 
you . The base a larm shri eks the a lert. A BM's in pl ace now. Seconds to go. " Stand 
by ! Rea dy t o laun ch!" En emy on t he moni to r sc reen. " Fire' " 
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YOUR MISSION : 
DEFEND THE 
CITIES 

ENEMY ATTACK 
WAVES 

1 

HOW TO PLAY 
MISSILE COMMAND™ 

The enemy is determined to anni hil ate your cities . Your mission is to defend them 
as long as possible by destroying the enemy's weapons with your antiba lli st ic 
mi ss iles (ABM's) . The more enemy weapons you destroy and the longer you 
defend your c iti es, the more points you score. When the enemy succeeds in 
destroying all your cit ies, the gam e is ove r. 

The enemy attacks your cities and missile base with ICBM 's (intercontinental 
ballistic mi ss il es), MIRV's (branc hing o r multiple-warhead ICBM's), and missile­
dropping kill er sate llites and bombers (see Figure 1). Attacks co me in WAVES 
which last between 30 and 45 second s. Each wave is more difficult and chall eng­
ing than the one before . On the sixth wave, the enemy sends smart missi les 
designed to evade your ABM' s and " ho me in" on you r cities and missile base. 

The enemy ca n destroy three cit ies per wave and blast you r missile base as often 
as you allow it. To protect your c ities and base, you have 30 ABM's per wave . 
Your launc h pad accommodates six at a time. Each time six ABM's are launc hed 
or destroyed by the enem y, the Top Secret autom at ic load ing device rep laces 
them, until all 30 ABM's are gone or the wave end s. For more information o n 
ABM's see Section 7 YOUR ABM DEFENSE . 

At the end of a wave, the cities and ABM's saved from the enemy are cou nted 
and displayed, as shown in Figure 2, and bonus points for them are added to you r 
score. Information on scoring is given in Section 8 SCORING . 

A gam e ends when the enemy destroys all your cit ies and THE END appears on 
you r television sc reen (Figure 3) . 

MIRV 

ICBM 

CITIES 

I 
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Figure 1 Attack Wave 
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NUMBER OF 
PLAYERS 

2 How to Play MISS ILE COMMA Nu 

Figure 2 End of a Wave 

Figure 3 End of a Came 

ABM'S 
SAVED 

CITIES 
SAVED 

MISS ILE COMMAND™ can be played by one or two players . In single-player 
games the object is to beat your own highest score. In two-player games the ob­
ject is to score more points than your opponent. 
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LOADING 
MISSILE COMMAND 

To play MISSILE COMMAND you will need the following ATARI components 

• ATARI 400™ or ATARI 800™ Personal Computer System with a minimum of 
8K Random Access Memory (RAM) 

• MISSILE COMMAND Cartridge 

• One or two Joystick Controllers . 

Loading is illustrated in Figure 4. Follow these steps: 

1 . Connect your ATARI Person al Computer System to your television set as in­
structed in your Operator' s Manual. 

2. Open the cartridge door of your computer system and insert the MISSILE 
COMMAND Cartridge in the ca rtridge slot Use the LEFT CARTRIDGE slot on 
the AT ARI 800 Personal Computer System . 

ATARI® 400™ SYSTEM 

PLUG INTO 
CONTROLLER 

JACK 1 

'' 

II CARTRIDGE 

'' 

PLUG INTO 
CONTROLLER 

JACK 2 

Figure 4 Installation Diagram 

Loading MISSILE COMMAND 3 



4 Loading MISSILE COMMAND 

3. Turn on your television set and adjust the volume. 

4. Turn on your ATARI Personal Computer System . The POWER switch is on the 
right side of the computer console . 

Note: The cartridge can be loaded either before or after you switch com­
puter power on. Opening the cartridge door automatically shuts the power 
off to protect electronic components from damage during cartridge loading 
and removal. 

5. If all equipment is correctly connected, the first display of MISSILE COM­
MAND (Figure 5) should appear on your television screen. 

6. For single-player games, connect a Joystick to CONTROLLER JACK 1 on the 
front of the computer console. For two-player games, connect Joysticks to 
CONTROLLER JACKS 1 and 2. 

Figure 5 MISSILE COMMAND, First Display 
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USING THE 
JOYSTICK CONTROLLER 

Use the Joystick to move the cursor ( -:- ) to the target. Joystick moves are 
shown in Figure 6. Press the red button to launch ABM' s and mark the target for 
detonation (see Figure 7). 

UP 

LEFT RIGHT 

DIAGONAL 

DOWN 

Figure 6 Joystick Moves 

Hold the Joystick so that the red button is at top left. Most people keep their left 
thumb on the button and move the Joystick with their right hand. 

Note: You may find you have more control if you hold the Joystick in both 
hands, place your right thumb on the tip of the Joystick, and use your thumb to 
move the Joystick. 

Figure 7 Launching an ABM 

DETONATION 
MARK 

CURSOR 

ABM LINE 
OF FIRE 

Using the 
Joystick Controller 5 
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ONE PLAYE R 

4 

TO START GAMES 

MISSIL E COMMAND is already set for one pl ayer. Note that when you turn o n 
the computer, 1 PLAYER appea rs at the to p of the first displ ay, a lo ng with 
SKIP 0 and BONUS (see Figure 5). BONUS means that you will earn bonus c ities 
every 10,000 po ints, and SKIP O means that pl ay w ill begin at the f irs t attack 
wave. SKIP will be explained in more detail in Section 5 GAME OPTIONS. 

To start p lay in t his mod e, p ress the ED key . As t he air ra id siren sounds, the 
cursor, score counters, and w ave point multiplier appear (see Figure 8). A f ew 
seconds later, the w ave po int multiplier disappea rs and the enemy attacks. Be 
ready with your Joysti ck to launch ABM's. 

GAME SCORE 
COUNTER 

Figure 8 Start of a One-Player Game 

HIGHEST 
r-- scoRE 

COUNTER 

WAVE POINT 
MULTIPLIER 

GAME SCORE COUNTER counts po ints scored during a w ave. 

HIGHEST SCORE COUNTER shows the highes t score since the pl ay began 

WAVE POINT M U LTIPLIER show s t he am o unt by whic h po ints scored during the 
wave will be mul t ip lied . Po ints are multip lied by 1 (1 X PO INTS) du r ing the f irst 
two waves. See Section 8 SCORING for more information on wave point 
multipl iers. 

To Start Games 7 



TWO PLAYERS 

8 Game Options 

To set MISSILE COMMAND for two players, press the EDI key. Note that 
2 PLAYE R replaces 1 PLAYER at the top of the first display (see Figure 9) 

To start play, press the Emfi1 key. The cursor, score counters, and wave point 
multiplier appear (see Figure 10). Players take turns launching ABM's, starting 
with the player using the Joystick plugged into CONTROLLER JACK 1 . 

Note: To reset MISSILE COMMAND for one player, press the EDI key again . 
Note that 1 PLAYER replaces 2 PLAYE R at the top of the first display 
(Figure 5) 

NUMBER 
OF PLAYERS 

LEFT SCORE 
COUNTER 
(Joystick 
Controller 
Jack 1) 

WAVE POINT 
MULTIPLIER 

Figure 9 Selecting a Two-Player Came 

ARROW INDICATES 
PLAYER SCORING I HIGHEST SCORE 

COUNTER 

Figure 10 Start of a Two-Player Came 

RIGHT SCORE 
COUNTER 

(Joystick 
Controller 
Jack 2) 

CURSOR 



SKIPPING 
WAV ES 

ALL SMART 
MISSILES 

5 
CAME OPTIONS 

If you wish to begin MISSILE COMMAND at a more difficu l t wave level, use t he 
number keys on the computer keyboard to skip waves . To skip t he first wave, for 
example, press the 1 key. Note that SKIP 1 replaces SKIP 0 at t he top of t he f irst 
display of MISSILE COMMAND (see Figure 11) To skip the fi rst two waves, p ress 
2. Note that SKIP 2 appears at the top of the first disp lay. You can skip a max­
imum of nine waves. 

After selecting the number of waves to be sk ipped, press the &mill key to begin 
t he game. If you skip one wave (SKIP 1) you' ll start t he game at Wave 2; if you 
skip two waves (SKIP 2) you'll start at Wave 3, and so forth . 

To return to the first wave, press the 0 key. SKIP 0 wi ll reappear at t he top of t he 
first display of MISSILE COMMAND (Figure 5) 

NUMBER 
OF WAVES 
SKIPPED 

Figure 11 Skip Wave Option 

Smart missiles are hard to destroy because they' re designed to e lude your ABM' s 
and home in on your cities and missile base. If you want to p ractice hitting smart 
missiles, press the S key on the compute r keyboard, then press &mill· O nly sm art 
missiles will appear (see Figure 12). Smart missi le games can be started at more 
difficult wave levels, the same as mixed weapons games. See SK IPPING WAVES. 

To reset MISSILE COMMAND for mixed weapons games, p ress the S key aga in. 

Game Options 9 



NO BONUS 
CITIES 

10 Came Options 

Figure 12 All Smart Missiles Option 

MISSILE COMMAND gives you bonus cities every 10,000 points. If you wish to 
play without them, press the mm key. Note that BONUS disappears from the 
top of the first display Press II.ID to begin playing without bonus cities. 

To restore bonus cities, press mm again . 

Note: E!!'m. mm. number keys 1 through 9, the S key, and 
Jiiih:\l;lfi;@ all reset MISSILE COMMAND to the first display and 
return game score counters to zero. The highest-score counter does 
not reset to zero unless you turn off the computer. 
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RESET 

START A NEW 
GAME 
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TO PAUSE, RESET, 
OR ST ART A NEW CAME 

Press any key on the computer keyboard to freeze the display and stop play tem­
porarily. Press any key to continue playing. 

Press Htiii#Ht1iil to stop a game and return MISSILE COMMAND to the first 
display (Figure 5). 

Note: Press ing &m. Eiiml, number keys 1through9, o r S wi ll a lso stop play 
and retu rn MISSILE COMMAND to the first display. 

Press the &r.ml key to return MISSILE COMMAND to the wave point multiplier 
disp lay (F igures 8 and 10) and start a new gam e. 

To Pause, Reset, 
or Start a New Came 11 
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" NO LAU NCH" 
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YOUR ABM DEFENSE 

You have a total of 30 ABM' s per wave for defense of your c iti es and mi ss il e base . 
Eac h time six ABM's are lau nched o r destroyed, six more appea r on your launc h 
pad . When your last six ABM's are o n the lau nc h pad , the curso r warns you by 
changing from this : -) into a so lid like this + . Keep an eye on the curso r 
and try not to run o ut of mi ss il es befo re a wave ends o r you will leave your 
c iti es defenseless . 

When an enemy missile slips past your ABM defense, it usual ly destroys whatever 
it hits, but occasionally it only inflicts damage. If your missi le base is only damaged, 
you can continue to launch ABM's. Therefore, it' s a good idea to keep p ressing 
the fire button on your Joyst ick after your missile base has been hit. Rely on the 
" no launch" signal to tell you when you can't launch ABM's. 

Sometimes all you ' ll get when you press the fire button o n your Joyst ick is a high­
pitched " bleep." Th at's the " no launch" signal te llin g you that you ca n' t launc h 
ABM's for one of the following reasons: 

• You have no more ABM's to lau nch. 

• Your ABM's are not ready for launching. 

• You already have e ight ABM exp los io ns on the television screen. (You m ay 
neve r have m o re than e ight ABM exp los io ns o n the sc reen at one time) 

Here are some rul es and tips on ABM deployment. For more advanced strategy, 
see Section 9 CAME TIPS . 

• As soon as you've launc hed an ABM and mark ed the target for detonati o n, 
m ove the cu rso r to another target. Do n' t wait for the exp losion . 

• Always " lead " your target. A im ju st in fro nt of mi ss il es, sate llites, and 
bombers and let them travel into you r exp lod ing ABM's. 

• Hit bombers and kill er sate llites before they ca n drop mi ss il es 

• Hit ICBM 's before they ca n " MIRV" (di v ide into multipl e warheads o r Multi­
ple Ind ependent Re-entry Vehicles) . 

• Hit sm art mi ss il es dead on, since t hey ' re designed to evade your ABM detona­
tions . If you ' re not ve ry good at direct hits, try su rro unding sm art mi ss il es with 
detonations . 

• Avoid " overk ill. " It wastes ABM 's. 

• Hit t argets before they c ro ss your radar line (see figure 13). The " radar line" is 
an invi sible line marking the curso r's lower limit. Since you can' t position the 
curso r below this line, any enemy mi ss il e that crosses it is beyond the range of 
your ABM's. 

Your ABM Defense 13 



RADAR LINE 

Figure 13 Radar Line 
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SCORING 

You score points for every enemy weapon destroyed and bonus points for eve ry 
city and ABM remaining at the end of a wave. Here is the point system for the 
first two waves of MISSILE COMMAND: 

Points for W eapons Destroyed 
ICBM or MIRV 25 points 
Bomber or Satellite 100 points 
Smart Missile 125 points 

Bonus Points 

ABM Saved 5 points 
City Saved 100 points 

Any cities and ABM's left at the end of a wave are counted and bonus points are 
added to your score. 

Every two waves, the display co lo rs cha nge and the wave point mu l tip l ier 
increases, as shown in the followi ng tab le: 

Wave Point 
W aves Colors Multiplier 

1 and 2 Blue and red on b lack background 1 x Points 

3 and 4 Blue and green on b lack 2 x Points 
5 and 6 Yellow-green and red o n b lack 3 x Points 

7 and 8 Light b lue and ye ll ow on black 4 x Po ints 

9 and 10 Black and pink on blue 5 x Points 
11and12 Blue and light red on gray-b lue 6 X Points 
13and14 Light yel low and b lack on purp le 6 x Points 
15and16 Light red and b lack on l ight ye ll ow 6 x Points 
17and18 Light purple and light ye ll ow-green on gray 6 X Points 
19 and 20 Light blue and b lack on red 6 x Points 

Note: Colors may vary, depending on the color control settings of your televi-
sion set. 

The table shows that points are doubled (2 X Points) during Waves 3 and 4 and 
tripled (3 x Points) during Waves 5 and 6: 

ICBM or MIRV 
Bomber or Satellite 
Smart Missile 
City Saved 
ABM Saved 

Waves 3, 4 

50 points 
200 points 
250 points 
200 points 
10 points 

Waves 5, 6 

75 points 
300 points 
375 points 
300 points 
15 points 

Points are multiplied by 4 (4 x Points) in Waves 7 and 8 and by 5 (5 x Points) in 
Waves 9 and 10. After Wave 10, points are multiplied by 6 (6X Points). Wave 
point multipliers are shown at the start of every wave (see Figures 8 and 10) 

Scoring 15 



BONUS CITY 
POINTS 

16 Scoring 

Waves continue as long as you have c ities left. After Wave 20 the co lors repeat. 
Waves 21 and 22, for examp le, are the same co lo rs as Waves 1 and 2. Points con­
tinu e to be multiplied by 6 afte r Wave 20. 

Every 10,000 points you ea rn a bonus city and a musi ca l sa lute. Your bonus c ity is 
placed on a vacant site c hose n at random . 

If you are suc h a good player that you have no vaca nt sites at 10,000 points (or 
multipl es of 10,000 points) your bonu s c ity is held in rese rve until a city is 
destroyed and a site becomes available. The bonus c ity is set on the vaca nt site at 
the sta rt of the next wave. Bonus c ities will be rese rved for you until your sco re 
reac hes o ne million points . At one million points you lose a ll c iti es held in 
rese rve. After all , suc h a talented player rea ll y doesn ' t need bonus c ities. 
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DIRT 
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CAME TIPS 

As a rul e, you shouldn' t w as te A BM's o n enem y mi ss il es that are heading fo r 
dirt (bomb c raters or vaca nt si tes) Defend your mi ss il e base and rem aining c ities. 
Of course, if all your c ities are des troyed o r yo u are o n the po int o f rece iv ing a 
bonu s c ity, you might as w ell go fo r hi gh-sco re wea po ns like sm art mi ss il es, even 
if they are heading for dirt. 

Des troy bombers and sa te llites as soon as they appea r to keep them from drop­
pin g mi ss il es and m ake them return f as ter. The sooner yo u des troy them, the 
sooner they rea ppea r and the mo re po in ts you ca n sco re. You m ay w ant to launch 
" insurance" ABM 's at t he left and ri ght sides o f the te levisio n sc reen even befo re 
a bo mber or sa tellite appea rs in hope th at one will travel into the ABM expl os io n. 

So me pl ayers try so hard to hit sm art mi ss il es they forget t o defend the ir c i t ies 
and miss il e base. Remember th at a smart mi ss il e ca n onl y hit on e target. 

During eas ier w aves you will naturall y try to defend a ll the c ities. But as waves 
become m o re diffi cult, you m ay have to give up som e c ities. C ive up the outside 
c it ies f irst. Save the c iti es c losest to the mi ss il e base; they' re eas ier to defend . 
When waves are rea ll y tough, you m ay w ant to defend o nl y o ne c ity and go fo r as 
m any hi gh-sco re t arget s as you ca n. 

HINT: The enemy ca n o nl y des troy three c iti es per wave . Therefo re, af ter 
yo u' ve los t t hree c ities yo u ca n co nce ntrate o n d es troy ing hi gh-sco re enemy 
ta rgets Of course, you still have to defe nd your mi ss il e base . 

A mi ss il e um b re ll a (Fi gure 14) is a line of A BM ex pl os io ns spread ac ross t he 
te lev isio n sc ree n to t rap and des troy oncom ing enem y wea pons. 

To set up a mi ss il e umbre ll a, move the curso r rap id ly ac ross the te lev ision sc reen, 
ju st benea th the enem y mi ss il es, and leave a line of de to nati o n m ark s. Space t he 
m ark s c lose eno ugh to fo rm a chain of exp los ions beneath the enemy missi les. I f 
poss ib le, sp read t he mi ss il e um b rell a in the path o f a bom be r o r sa tellite, as 
show n in Figure 14. 

Game Tips 17 



Figure 14 Missile Umbrella 
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