Colonel Dan Dare,

O.U.N. Interplanet Space Fleet
Awarded the order of the United Nations
for leadership in the Venus expedition

of 1996. Born 1967 in Manchester,
England. Unmarried. Hobbies: cricket,
fencing, riding, painting, model making.

PILOT
. OF THE FUTU

Albert Fitzwilliam Digby,
Spaceman (C.L.l.) e :
Dan's cricket batman and faithful oS W
companion. Born 1960 in Wigan Lancs, 85 Lk o At
England.Married, 4 children (3 girls, 1 ;

boy). Hobbies: football, jigsaws,

sleeping.

Professor Jocelyn Mabel Peabody
Expert on nutrition, agriculture, and

botany. Attached to Venus expedition in
search of food in 1996, and since

appointed permanent special advisor to

fleat exploration and research department.
Honorary rank of Pilot/Captain. Born in
Moreton Glos., England. Hobbies: skiing
riding, netball.

Stripey
Faithful alien pet... and Dan's best friend.

Sir Hubert Gasgoigne Guest,
Marshal of Space, K.C.B., O.M.,
O.U.N.,, D.S.O.,, D.F.C.

Sometimes known as "Orrible ‘Ubert,"

Sir Hubert is Controller of the Interplanet
Space Fleet, retired R.A.F., and a space
pioneer. Sir Hubert was among the crew of
the first manned rocket to the moon, and
commanded a ship in Admiral Grosvenor's
first expedition to Mars. Although long over
age for active service, Sir Hubert also
accompanied the 1996 Venus expedition.
Born 1943 in England. Hobbies: swimming,
riding, chess, writing, technical history

of fleet organization and structure.




Dan Dare Didn't Know It,

But the night of his tribute would turn out to be the biggest night of his life — in more ways than one...

DAN DARE...
THIS IS YOUR LIFE!

thick an.

...the finest
officer in
spacefleet...

” Any Moment Now, ...will walk through these doors for a routine 7..but he will get
Tonights very special guest... meeting... quite a shock! »
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| wonder what
3 ey Sir Hubert wants?
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Dan's old friends... Bl

Colonel Dan saved
my life several times...

containing an atomic bomb is
hurtling towards the Earth under
my control.

People of Earth,
I have jammed this
ludicrous broadcast to
tell you of your doom. _#%
R “"

...for unless you agree to N
my demands your planet

s surely doomed.

1 shall shortly contact your leaders

to set forth my terms...

=]




The crowd in the studio turned

Spacefleet Observatory | 7 |
their gaze towards one man...

Jjust waiting for Spaceman\\
Albert Fitzwilliam Digby, Professor
Jocelyn Peabody, and Colonel

Dan Dare to board her...

Looks like that Green Fiend has an
entire complex on that rock

Well here she is,
the famous Anastasia, A

Give that green Well Dig, it's you, the Prof and me
fiend one for me against the mighty
Colonel Dare! Mekontan empire...

Fine, Dan...
just get me home
in time for lunch.

|
Will the Earth be saved?
Find out in DAN DARE the computer game!

Upon landing, the intrepid band decided to split up into two groups in order to quickly locate a path to the
center of the asteroid. Dan and Stripey moved off in one direction as Digby and Professor Peabody set off
in another, but they had not gone very far before Dan and Stripey heard a commotion back toward the
Anastasia. Running back to the ship, Dan and Stripey saw that a band of Treens — Mekon's faithful
followers — had captured Digby and the Professor.

Now Dan not only had to foil Mekon's horrible plan, he also had to rescue his two friends...



GETTING STARTED

Your mission is to help Colonel Dan Dare find his way into the bowels of Mekon's asteroid, rescue his
friends, destroy the asteroid, and escape safely with his friends in the Anastasia. The game ends in a
number of different ways: at 13:00 hours SET (Standard Earth Time), at which time the asteroid explodes on
its own; when Dan runs out of energy; or when Dan escapes in the Anastasia with Digby, the Professor, and
Stripey.

To start the game, turn on your disk drive, insert the Dan Dare disk, then turn on your monitor and computer.
At the "READY" prompt type, LOAD "EA",8,1 and press Return. NOTE: C128 users should turn on the
disk drive, insert the disk, then turn on the computer and monitor; the game loads automatically.

USING THE JOYSTICK

Dan Dare is controlled entirely with the joystick. Move Dan right and left on the asteroid by moving the
joystick in one of those directions. Move Dan up or down ramps, ladders, and vines by pushing the joystick
foward for up or pulling it back for down. In addition to moving around, Dan can perform a series of actions
that you also control with the joystick.

Actions: As you guide Dan around on the killer asteroid, messages appear onscreen when he is near an
object he can use or manipulate. If Dan is standing near a door, the message "Dan is near a door" might
appear. If you want Dan to do something with an object, press and hold down the joystick button to see the
action Dan can take or the item he can use. Sometimes Dan can perform multiple actions, or use one of
many different items. Pull back on the joystick (while continuing to hold down the button) to change to a
different item or action. The item or action that Dan can take changes each time you pull back on the
joystick. Release the joystick button on the item or action that you want Dan to take. A new message
appears that tells you the result of your choice.

Grenades: If you are on the surface of the asteroid, or in Mekon's chamber, you can use the joystick to
make Dan throw his grenades. Dan only throws his grenades if there are no action messages onscreen.
First move the joystick to face Dan properly, then hold down the button and move the joystick in the
direction you want him to lob the grenade. HINT: Don't waste your grenades on the surface.

Boxing: A message appears onscreen when Dan is near a patrolling Treen. Move the joystick right or left
to make Dan face the Treen, then press and hold down the joystick button to make him fight. An energy
meter appears onscreen that shows Dan's energy level in red and the Treen's energy level in green as they
fight. Push the joystick foward (while continuing to press the button) to make Dan hit high, or pull back to
make him throw body-blows. When the Treen's energy is depleted, the creature disintegrates.



WINNING
You must guide Dan through four areas to win the game:

1. Above Ground: Dan must explore above ground to find the entrances to the underground complex.
He must solve several problems and fight his way, unarmed, past the Treen henchmen in order to find the
entrances. There are three entrances to the complex. Dan needs to find only one to play the game to the
end, but finding all three is the only way to free both prisoners and defeat Mekon.

2. Prison Complex: Somewhere, in a maze of ladders and girders, are two cells containing Dan's chums.
Dan must try to open doors that are normally accessed with security passes that are carried by selected
Treen guards. Will Dan resort to fisticuffs in order to obtain these crucial plastic cards?

3. Laser: A giant industrial laser sits atop its pedestal just waiting for someone to press the Fire button.
But don't be too hasty. By exploring the other rooms in this section Dan will discover that he can use
reflectors to direct the laser beam so it destroys the computers that are controlling the course of the
collision-bound asteroid. After destroying the three computers, a door will open that leads to...

4. Mekon: Mekon sits menacingly in his control dome firing energy bolts at Dan. Can Dan dodge in close
enough to lob a grenade and destroy the dome? When the dome (and Mekon?) is destroyed, the asteroid
begins to self destruct, so Dan must get back to the Anastasia as quickly as possible.

HINTS AND TIPS

Dan has 24 grenades at the start of the game and needs at least 10 to destroy Mekon, so keep count.
Be careful when selecting actions because the wrong choice could waste Dan's valuable energy.

A shortcut appears when Dan destroys Mekon, allowing him to return quickly to the Anastasia.

Dan won't leave the asteroid without his chums.

Dan and his chums must return to the place where they left the Anastasia in order to escape.

CREDITS
This game is dedicated to the memory of Dan Dare's creator, Frank Hampson, who died on July 8, 1985.
We hope he would have approved of our treatment of his characters.

Programmer: Andy Wilson Assistant Product Manager: Mike Suarez
Artwork: lan Mathias Art Director: Nancy L. Fong

Producer: Mark Lewis Package Design: Davison Design and William Gin
Assistant Producer: Paul Grace Manual: David K. Simerly

Product Manager: Don Traeger



NOTICE
ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT
DESCRIBED IN THIS MANUAL AT ANY TIME AND WITHOUT NOTICE.

THIS MANUAL IS COPYRIGHTED. ALL RIGHTS ARE RESERVED. NO PART OF THIS MANUAL MAY
BE COPIED, REPRODUCED, TRANSLATED OR REDUCED TO ANY ELECTRONIC MEDIUM OR
MACHINE READABLE FORM WITHQUT THE PRIOR WRITTEN CONSENT OF ELECTRONIC ARTS,
1820 GATEWAY DRIVE, SAN MATEQ, CALIFORNIA 94404.

ELECTRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH REGARD TO DEFECTIVE
RECORDING MEDIA. PLEASE SEE THE ELECTRONIC ARTS LIMITED WARRANTY ENCLOSED WITH

THIS PRODUCT.
SOFTWARE © 1986 VIRGIN GAMES LTD.

LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this computer software product that the recording
medium on which the software programs are recorded will be free from defects in materials and workmanship
for ninety days from the date of purchase. Defective media returned by the purchaser during that ninety day
period will be replaced without charge, provided that the returned media have not been subjected to misuse,
damage or excessive wear.

Following the initial ninety day warranty period, defective media will be replaced for a replacement fee of
$7.50. Defective media should be returned to: Electronic Arts, 390 Swift Avenue, South San Francisco, CA
94080. Enclose it in protective packaging, accompanied by (1) proof of purchase, (2) a brief statement
describing the defect, (3) a $7.50 check (if beyond the initial ninety day warranty period), and (4) your return
address.

WHAT IS NOT COVERED BY THIS WARRANTY

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS
OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO NINETY DAYS FROM THE
DATE OF PURCHASE. ELECTRONIC ARTS SHALL NOT BE LIABLE FOR INCIDENTAL OR
CONSEQUENTIAL DAMAGES FOR BREACH OF ANY EXPRESS OR IMPLIED WARRANTY.

Some states do not allow the exclusion or limitation of incidental or consequential damages or limitations on
how long an implied warranty lasts, 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. Address
all correspondence to Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404. Or call us at (415)

572-ARTS.
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