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QUARXON
Break through the boundary and destroy the Droids

Cassette: 16K (APX-10174)

f’\

User-Wri’r’ren Sowore

Diskette: 24K (APX-20174)

for ATARI Home Computers
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Program and Manual Contents ©1‘.?8.'Z Program Author

Cogyright notice. Cm receipt oF this computer program and associated documentation
(the soFtware), the author grants you a nonexclusive license to execute the enclosed
soFtware. This soFtware is copyrighted. You are prohibited From reproducing,
translating, or distributing this soFtware in any unauthorized manner.
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Distributed By
The ATARI Program Exchange
PO. Box 3705
Santa CIara. CA 95055
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To request an APX Product Catalog, write to the address above. or caII toll-free:

800/538-1862 (outside California)
800/672-1850 (within California)

-Or oaII our Sales number, 408/727-5603

Trademarks of Atari
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The following are trademarks of Atari. Inc.
ATARI®
ATARI 400"‘ Home Computer
ATARI 800"‘ Home Computer
ATARI 410" Program Recorder
ATARI 810" Disk Drive
ATARI 820" 40-Column Printer
ATARI 822" Thermal Printer
ATARI 825*‘ 80-Column Printer
' ATARI 830"‘ Acoustic Modem
ATARI 850" Interface Module

Primed in U.S.A.
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You no sooner discover Friendly droids in a new galaxy, QUARFIOR, when
your scanner picks up enemy movement, Headquarters orders you to
deFend the droids against enemy attack,
You have only one
laser-eo_uipped spaceship and your wits to outmaneuver both the enemy
ship and the cosmic laws unique to CfsUAR}COl"~I"s atmosphere,

Your objective is to Fire your laser through randomly occurring openings
in the center boundary line to break through the multilayered blockade
protecting the enemy’s droids, who want to take over the galaxy, At the
same time, the enemy is trying to wipe out your droids, IF the enemy"’s
laser hits your ship, you Face the immediate and oFten Fatal danger oF
the crushing wall, QUAR}{OH"'s atmosphere contains other precarious
conditions, For example, iF you shoot through the boundary line twice
From the same spot, you create a temporary Free shooting zone For the
enemy, so you must keep moving at all times, And, iF your shot misses
an opening in the boundary line, the laser Fire rebounds into your
blockade! The battle ends when one player destroys all his opponent’s
droids,

\~_/

QUARXON has one—- and two—player options, or you can watch the
computer battle against itselF, Other game options include choosing
From three diFFiculty levels, varying the thickness oF the blockade, and
varying the number oF droids, Fewer droids make For amore diFFicult
battle, since the number oF droids determines how many lives you have,

REQUIRED ACCESSORIES
One ATARI

Joystick Controller per player

Cassette version
16-K

RAM

ATARI 410 Program Recorder

Diskette version
24K RAM

ATARI

E110

Disk Drive
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CONTACTING

THE.‘

AUTHOR
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Users wishing to ccntact the author" atmut QUAEXODI may write to him

a

$01

Eigner Boulevard

Hickam QFB, Hawaii Q6818
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1.

Remove any program cartridge From the (leFtl cartridge

computer.

slot or your

For a one-—player game. plug your Joystick Controller into the First
(the leFtmost) controller jack at the Front oF your computer console. For
a two-player game. plug a second Joystick Controller into the second
controller jack at the Front oF your computer console.
Ti.

I3.

Turn oh your TV set.
4. IF you have the cassette version
1. I-lave

o'

.. "'

your computer turned OFF.

into the program recorder. press
rewind until the tape rewinds completely, and then press PLAY.
2. Slide the QUARXON cassette

LE1.

Turn on the computer while pressing the START button.

4. When the

computer beeps. release the START button and
press the RETURl‘=I key. QUARXOIF will load into computer
memory and

‘§_/

start automatically.

IF you have the diskette version oF QUARXOH2
1.

Have your computer turned O

1'-1'.

Turn on your disk drive.

3*. When the BUSY light goes out. open the disk drive door and
insert the QUARXOl\I diskette with the label in the lower
right-hand corner nearest to you.

4. Turn on your computer. QUARXON
memory and start automatically.

will load into computer

0

THE FIRST DISPLAY SCREEN

AFter QUARXON loads.’ the player optionfdemonstration-game screen
displays. and iF the volume is turned up on your TV set, you'll hear the
introductory theme play. The text on the playing Field oF QUARXON will
disappear whenever you start a game and reappear whenever you end a
game.
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CHOOSING YOUR C'PTIOl‘~IS

.

As the text on the screen explains, you use joystick #1 (in the leFtmost
jack) to select three optionsi (1) di_FFiculty level, (2) number oF droids,
and (33) number oF layers in the blockade, (You choose number oF players
by pressing the OPT'£Ol‘~I key,) This is the OPTION screen and by
pressing the OPTION key during a game, you can return to it to reselect
your options,

DiFFiculty level --3* pull joystick #1 toward you
GUARD-{ON has three diFFiculty levels? BEC3Il'~ll'~IER, INTEP.l~'1EDIATE, and
EXPERT, The game is preset to the BEGINNER level, but you can
change the level by pulling joystick #1 toward you,

The diFFerence in the levels is in the speed oF the boundary line
openings, the speed and composition oF the crushing wall, and the
diFFiculty in deFeating the computer player, (All these game components
are described under GAME PLA"x",) The harder the level, the Faster and
more challenging everything is,

Number oF droids

-—II=-

push joystick #1 rightward

To win the game, you must destroy all your opponent’s droids beFore he
destroys yours, The game is preset to eight droids, but you can change
this number by moving joystick #1 rightward, You can choose From one
to eight droids, The Fewer droids, the harder the game,

Number oF blockade layers

—-Il=-

~_?

push joystick #1 leFtward

Between your spaceship -and your droids is a blockade composed oF seven
layers, each layer in a darker or lighter shade oF one color, These are
the layers you and your opponent must blast through to hit droids, The
game is preset to seven layers, but you can change this number by
moving joystick #1 to the leFt, You can choose From zero to seven
layers, The Fewer the number oF layers, the Faster the game,
Number oF players --2* OPTION key

You can play QUARXON against the computer or against a Friend, You
can also watch the computer play against itselF, The game is preset to
two players, Press the OPTION button to change to a one—player game
(you against the computer) or a zero-player game (the computer against

itselF),

‘
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STARTIIIG

THE."

AFter choosing your options, start the game by pressing the joystick
Fire button or the START button on the console.

restart the game at any time by pressing the START key. All
selected options will remain intact. (Note. IF you press the SYSTEM
P.l':".SE'I‘ button, the OPTION screen displays with your current options

You may
ifaC't+)

G§ll~’£E

PLAY

Playing Field

After you press the

START key, the game screen displays. Figure 1
below roughly depicts this display. The screen is cut in half by the
horizontal boundary line (labeled é- in Figure 1). On either side oF the
boundary line is each player's spaceship (1 and Z). At the top and bottom
of the screen are each player's droids (3). Between the droids and the
boundary line are the blockade layers (4), which protect the droids From
oncoming laser Fire. Between the blockade layers and the boundary line
are the spaceship pl'ayFields (5).
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Figure

D
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QUARXUN

D

Plaufield

Objective
You must shoot through the boundary line to blast away at the
-opposition’s blockade layer, positioning your shots so as to destroy his
droids beneath the blockade.
Q}
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l"'loving your spaceship
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Player

1. whose spaceship is on the upper halF oF the screen. moves his
spaceship with the joystick plugged into jack 1, and player Ii. whose
spaceship is on the lower halF o;—' the screen. moves his robot with the
joystick plugged into jack
Hold the joystick with the red Fire button
at the top leFt. towards the TV screen. Movements are as Followsi
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Figure 2.
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dosstiok Movements

SHOOTING

Press the red joystick button to Fire a laser From your spaceship. You
must shoot it through the random openings in the boundary line. When a
hole opens, move your spaceship over it and then press the red button to
shoot your laser throug h the hole to your opponent's side oF the screen.

{V

IF you miss the hole and hit the boundary line instead. you break Law #3
oF the Cosmic Laws oF QUARXON. described below. Your laser will
reect oFF the boundary line, sending your laser toward your own
droids. WATCH OUT!
‘
THE COSMIC LAWS OF QUQRXON1

Law

_=lQ=__l__2_

Qg

g_gt_

shoot while keeping your sgaceshig stationary.

Conseguencei Shooting twice in the same location creates a "Free
passing zone line" on your opponent's side oF the boundary line. Only
your opponent can shoot through the boundary line while the Free
passing zone Line is there. Each player's Free passing zone line
matches the color oF his spaceship. These lines last From to 12
seconds.

Suggestioni To avoid breaking Law #1. move your spaceship aFter each
shot. Any movement at all keeps your spaceship From breaking Law #1.
ThereFore, by moving your spaceship straight up and down. you can Fire
at the same droid more than once without creating a Free passing zone
line For your opponent.
Law

§_22

Qg

Q

l_e_t_

your sgaceshig

g_e_t__h_i_t_ g_y_

your oggonent’s laser.

‘-7
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Conseguencei IF you’re hit, the crushing wall appears and starts
hemming in your spaceship, To escape, you must work your spaceship
through holes in the wall, The wall moves at diFFerent speeds and
contains diFFerent size holes, depending on the skill level you selected,

\

.

IF the wall has no holes big enough to get your spaceship through, you
must create holes by Firing at the vulnerable spot that scans the wall,
IF you hit this spot, a hole appears in the wall at the point at which you
Fired, You must make enough holes (two is suFFicient) to create a big
enough void to ease your spaceship through, IF your spaceship touches
or gets crushed by the wall, it is destroyed, and one oF your droids is
destroyed, (The wall has no eFFect iF it touches only your laser,) You get
another spaceship iF you haven't run out oF droids,
Law

Shoot only through ogenings

ig t_h_g_ boundary line,

Conseguencei IF you Fire your missile against a solid segment oF the
boundary line, your missile rebounds into your own blockade layer,
blasting part oF it away and thereby helping your opponent reach and

destroy your droids,

The small line dividing your droids shrinks by one unit every time you
hit the boundary line, IF you hit the boundary line eight times, you lose

the layer closest to your droids,
PAUSING DURII‘-IG GAME PLAY

.

IF you’re in the middle oF a game oF QUARXON and you want to answer
the phone or go make a sandwich, press the SPACE BAR to Freeze the
action, W hen you’re ready to resume playing, press any other key,

\_,_

END OF THE GAME
When one player has deFeated the

other by destroying all oF his
opponent's droids, the winning spaceship Flashes diFFerent colors while
the "deFeat" song plays, Six seconds later, the game automatically
displays the OPTION screen,

start the game over (with the same options), press the red button
joystick #1 or press the START key,

To
I

L-I
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STRATEGY
1. To Fire repeatedly", hold the joystick button down, but be sure to move
between shots.

2. To penetrate deeply into your opponent's blockade layers. Fire
repeatedly From the same location by moving up and down as you Fire.
3. The scanning vulnerable spot in the crushing wall scans From leFt to

right. IF you shoot your opponent while his crushing wall is "in action",
the vulnerable spot will start its scan over at the leFt side oF the
screen. This will keep your opponent From shooting at the vulnerable
spot. thus preventing him From making holes in the wall.
4. When you play against the computer, the computer is easier to beat in
the beginning level. but harder on the higher levels. Here are some tips
to help you beat the computer.
a. Take the oFFensive when playing the computer, especially in the

higher levels. where

it's tough to beat.

b. The computer's spaceship avoids your laser Fire. but sometimes
you may hit him. IF you do, the computer's spaceship will always be
destroyed by a crushing wall.

&J'

c. Stay out oF the computer's way when it’s attacking your droids.
This is especially important in the higher levels, because the
computer will hit you while shooting at your droids.

d. The best way to beat the computer at the EXPERT level is to be
dexterous with your joystick and take a massive oFFensive, but also
stay ggt oF its way.

CREATIVE IDEAS

.

With the options and diFFiculty levels in QUARXGN. you can introduce a
lot oF variation in game sessions. One interesting idea is to play with
all eight droids, but without any blockade layers. This game doesn't
last long. but the tension is high!
For a really challenging game, play the computer on the EXPERT level.
You must be quick. and good!

&I
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D HARDWARE‘. ACCESSORIES,

Ne, Atari, Inc,, guarantee to you, the original retail purchaser, that the medium on
which the APX program is recorded and any hardware accessories sold by APX are Free From
deFects For thirty days From the date oF purchase, Any applicable implied warranties,
including warranties oF merchantability and Fitness For a particular purpose, are also
limited to thirty days From the date c-F purchase, Some states don't allow limitations on
a warranty’s period, so this limitation might not apply to you, IF you discover such a
deFect within the thirty—day period, call APX For a Return Authorization Number, and then
return the product along with prooF oF purchase date to APX, We will repair or replace
the product at our option,
You void this warranty iF the APX producti (1) has been misused or shows signs oF
excessive wear; (12) has been damaged by use with non—ATARI products; or (E1) has been
serviced or modiFied by anyone other than an Authorized ATARI Service Center, Incidental
and consequential damages are not covered by this warranty or by any implied warranty,
Some states don't allow exclusion oF incidental or consequential damages, so this
exclusion might not apply to you,

DISCLAIMER OF WARRANTY AND LIABILITY ON COMPUTER PROGRAMS,
,

Most APX programs have been written by people not employed by Atari, Inc, The programs we
select For APX oFFer something oF value that we want to make available to ATARI Home
Computer owners, To oFFer these programs to the widest number oF people economically, we
don't put APX products through rigorous testing, ThereFore, APX products are sold "as
is", and we do not guarantee them in any way, In particular, we make no warranty, express
or implied, including warranties oF merchantability and Fitness For a particular purpose,
We are not liable For any losses or damages oF any kind that result From use oF an APX
product,
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Review Form
We're interested in your experiences with APX programs
and documentation. both favorable and unfavorable.
Many of our authors are eager to improve their programs
if they know what you want. And. of course. we want to
know about any bugs that slipped by us. so that the
author can fix them. We also want to know whether our
1.

Name and APX number of program.

2. If

V

you have problems using the program, please describe them here.

3.

What do you especially like about this program?

4.

What do you think the program's weaknesses are?

5.

l-low can the catalog description be more accurate or comprehensive’?

6.

On a scale of

_____

"

instructions are meeting your needs. You are our best
source for suggesting improvements! Please help us by
taking a moment to fill in this review sheet. Fold the sheet
in thirds and seal it so that the address on the bottom of
the back becomes the envelope front. Thank you for
helping us!

.____

1

to 10.

1

being “poor” and

10

being “excellent”. please rate the following aspects ofthis program:

Easy to use

User-oriented (e.g.. menus. prompts. clear language)
Enjoyable
.______ Self-instructive
..._____ Useful (non-game programs)
imaginative graphics and sound

_____

____

‘A
7.

U

8.

Describe any technical errors you found in the user instructions (please give page numbers).

i

What did you especially like about the user instructions?

1

9.

What revisions or additions would improve these instructions?

scale of 1 to 10. 1 representing “poor” and
instructions and why?

10. On a

10

representing “excellent”. how would you rate the user

Other comments about the program or user instructions:

<
11.

From

STAMP

ATARI Program Exchange
PO. Box 3705
Santa Clara. CA 95055

{seal here‘;
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