Captain Cosmo

You are CAPTAIN COSMO, hero of the universe, ridding the
universe of the dreaded MUNCHIES. Move your joystick to fly
and walk, as you maneuver your way around the landscape.
Press the trigger to fire your SOMANIZER RAY, which
temporarily tranquilizes the MUNCHIES (the yellow guys),
then swoop down and pick them up (the green guys), and carry
them to the Z00. Don't touch the yellow munchies though or
you will perish. Watch out for SPACEY STACEY and DEVIOUS DAN
also, as they will bring you added peril. Each game begins

with 4 men. Every forth level an extra man is awarded (up
to 50).

the domanizerRay

CAPTAIN COSNO possesses the SONANIZER RAY. With this
SONANIZER RAY, he "zapps" the NUNCHIES to tranquilize them
which turns them to green colored NMUNCHIES. He also "zapps"
SPACEY STACEY to repel her. The SOMANIZER will only fire
when COSMO is not touching anything. CAPTAIN COSMO may not
fire when he is in front of the Z00. To fire once, press the
button once. To fire continuously, hold the button down.



J!equired €quipment

ATARI 400/800 with at least 32K of menory
1) Disk Drive

1-4) Joysticks

Loading Instructions

Turn on the TV,

Turn on Disk Drive

Place Diskette in Disk Drive

Turn on Computer

Plug in Joystick Controller

Press "START" key to play

Move Joystick to start each game level,.

NN WN -

Controls

Press OPTION key to change skill level.

Press SELECT key to change number of players.
Press START key to play.

Press RESET key to reset game.

Press SPACE BAR to pause between play.



Scoring

1-9 5 points per MUNCHY when placed in the Z0OO plus 50
points for each remaining MUNCHY in the Z0OO at the
end of each round,

10-19 10 points per MUNCHY when placed in the Z0O plus
100 points for each remaining MUNCHY in the Z0OO
at the end of each round.

20-~-29 15 points per MUNCHY when placed in the Z0OO plus
150 points for each remaining MUNCHY in the Z0O
at the end of each round.

30-39 20 points per NUNCHY when placed in the ZO0OO plus
200 points for each remaining MUNCHY in the Z0O
at the end of each round.

40-49 25 points per MUNCHY when placed in the 200 plus
250 points for each remaining MUNCHY in the Z0OO
at the end of each round.

50-59 30 points per MUNCHY when placed in the Z0OO plus
300 points for each remaining MUNCHY in the 200
at the end of each round.

60-69 35 points per MUNCHY when placed in the 200 plus
350 points for each remaining MUNCHY in the Z00
at the end of each round.

70-79 40 points per MUNCHY when placed in the Z0O plus
400 points for each remaining MUNCHY in the Z0O
at the end of each round.

80-89 45 points per MUNCHY when placed in the Z0O plus
450 points for each remaining MUNCHY in the 200
at the end of each round.

90-99 50 points per MUNCHY when placed in the Z00 plus

500 points for each remaining MUNCHY in the 200
at the end of each round.
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Game Levels

CAPTAIN COSMO and MUNCHIES

CAPTAIN COSMO, MUNCHIES and SPACEY STACEY

CAPTAIN COSMO, MUNCHIES and DEVIOUS DAN
walking.

CAPTAIN COSNO, MUNCHIES, SPACEY 'STACEY, and
DEVIOUS DAN walking.

CAPTAIN COSNO, MUNCHIES, and DEVIOUS DAN
walking and firing.

CAPTAIN COSMO, MUNCHIES, SPACEY STACEY, and DEVIOUS
DAN walking and firing.

CAPTAIN COSMO, MUNCHIES, DEVIOUS DAN flying.
CAPTAIN COSMO, MUNCHIES, SPACEY STACEY, and DEVIOUS
DAN flying

CAPTAIN COSMO, MUNCHIES, DEVIOUS DAN flying and
firing.

CAPTAIN COSNO, MUNCHIES, SPACEY STACEY and DEVIOUS
DAN flying and firing.



the 20O

The Z0OO 1s where CAPTAIN COSNO puts all of the NUNCHIES. He
puts them in by touching them to any side of the 200. The
7™ holds up to twelve MUNCHIES. The Z00 is a safety zone

re no harm can come to CAPTAIN COSMO, but he cannot use
his SOMANIZER RAY there.

Devious Van

DEVIOUS DAN is CAPTAIN COSMO's arch enemy. According

skill level he can walk, fly, and fire. When he touches any
part of the ZOO he lets out one MUNCHY. If he hits a MUNCHY
with his ray the MUNCHY becomes deSOMANIZED. His ray has no
affect on CAPTAIN COSMO. CAPTIAN COSMO can pick him up and

carry him.



the Jlunchies

The MUNCHIES are the funny looking yellow and green guys
Jumping around the landscape. Your mission, if you choose to
accept it, {is to tranquilize them (turn them green by
shooting them), capture them, and thenm put them into the
Z00. When they're yellow watch out, because if they touc
you it's goodbye COSMO,. If they're green that means they'v.
been tranquilized by the SONANIZER RAY or in other words
it's okay to grab them. If they're flashing it means the
SOMANIZER RAY is wearing off. If you are carrying a MUNCHY,
and you want to release it, just press the trigger.



dpacey Stacey

SPACEY STACEY is a flying saucer that beams up the
MUNCHIES from the ZOO; by doing this, she will take
away the bonus points. If SPACEY STACEY touches
CAPTAIN COSMO, COSMO goes bye bye too.




Limited Warranty

If, as a result of faulty manufacture, a defect occurs in the diskette on which the software program is recorded wit

days of purchase by the onginal owner, NEXA Corporation will replace the diskette free of charge if it is retu. 4
postage prepaid accompanied by proof of purchase to NEXA Corporation, P.O. Box 26488 San Francisco, CA 94126.
lf, as a result of faulty manufacture, a defect occurs in the diskette on which the software program is recorded
within 30 days of purchase by the original owner, NEXA Corporation will replace the diskette free of charge if
it is returned postage prepaid accompanied by proof of purchase to NEXA Corporation, PO Box 26488, San
Francisco, CA 94126-6468_If a diskette defect occurs after 30 days but not more than | year from the onginal
purchase, NEXA Corporation will replace the diskette for a prepaid charge of $7.50, if it is returned postage
prepaid accompanied by proof of purchase Please allow 30 days for delivery

Except for the foregoing limited warranty regarding only the diskette on which the software program is
recorded, NEXA Corportion makes no warranties, either express, implied or statutory, with respect to the
diskette, the software program recorded on the diskette or the game described in the rule book (or
instructions), their quality, performance or results of opertion NEXA CORPORATION EXPRESSLY
DISCLAIMS THE IMPLIED WARRANTIES OF MERCHANTARILITY AND FITNESS FOR USE FOR A

PARTICULAR PURPOSE AS TO THE DISKETTE ARE LIMITED TO THIRTY (30) DAYS FROM THE DATE
OF PURCHASE BY THE ORIGINAL OWNER.

ANY RECOVERY AGAINST NEXA CORPORATION MAY NOT EXCEED THE PURCHASE PRICE OF
THIS PRODUCT. In no event will NEXA Corporation, its employees or principals, be liable for indirect,
special or consequential damages, such as, but not limited to, loss or injury to profits, good will or other

economic loss, even if NEXA Corporation has been advised of the possibility of such damages, or for
exemplary damages.

THE REMEDIES STATED ABOVE ARE YOUR SOLE AND EXCLUSIVE REMEDIES: however, some states

do not allow the exclusion or limitation of implied warranties or liability for incidental or consequential
damages, so the above limitation or exclusion 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

The enclosed software program and user's instructions are copy-righted and intended for use by the original
purchaser only, on one computer, and shall not be copied or reproduced, photographed, translated or

reduced to any electrical medium or machine-readable form, in whole or in part, except as necessary for use
on the computer for which it was purchased.
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