




ASTRO FIGHTER 

OPERA TI NG INSTRUCTI ONS 

AND 

SERV ICE MANUAL 

Copyright 1980 by GREMLIN INDUSTRIES, INC. All rights reserved. 





• INTRODUCTION... 
This is an electronic game that makes extensive use of digital integrated 
circuitry and television monitor circuitry. This manual assumes the 
maintenance technician possesses a general knowledge of solid state circuitr 
microprocessor, TTL digital integrated circuitry and T.V. monitor concepts. Any 
individual not knowledgeable in these areas should not attempt repair of the 
electronic portion of this game. It should be noted that any attempt to repair 
the game in the field without the express consent of the factory wlll 
immediately void the warranty!!! • IMPORTANT NOTES... 

An important service note is posted in this game and is repeated here tor 
emphasis: 

It at any time the T.V. screen shows a meaningless display or the 
game otherwise malfunctions, simply drop a coin into the coin 
mechanism. This should correct the problem. If not, the game 
requires service. 

The circuitry in this game has been arranged so that the insertion of a quarter 
through the coin mechanism will reset the restart in the system. This clears up 
temporary problems caused by power line disturbances, static, etc. 

SERVICE TECHNICIAN NOTE: 

The system reset circuitry described above requires that the coin counter is 
attached to the system. If there is a coin counter problem and no replacement 
is available, the game will function properly if a 10K Ohm resistor is connected 
across the coin counter input pins to the video logic board. 

ALSO... 
Never replace any components with anything other than exact 

replacement parts. (See Parts List located on Service 
Schematics.) 

Never remove circuit boardslconn_ections while power is on. 

Do Not replace the fuse with anything other than the proper value. 
A blown fuse indicates an overload condition within the 
game. Replacing the fuse with a higher value can cause 
severe damage to internal components if an overload 
occurs. 

Always consult the manual before attempting repairs. 

Correspondence regarding this game should be addressed to: 

GREMLIN INDUSTRIES, INC. 
8401 Aero Drive 
San Diego, California 92123 
(714) 277-8700 



REPACKAGING INSTRUCTIONS o o o 
Arcad e 

25 Wu«TH8D 
M.77cm W x 170. llca Bx 71.11<:a D 

210 lbeJl:12q. 

Arcade Version 

1. Carefully lay game on Its side. 
2. Attach pallet with four 5/16" - 18 1-3/4" bolts, as shown. 
3. See Final Recratlng Instructions, below. 

Mini-Video Version 

1. Place game upright Inside bottom cover. 
2. Slide cover over game. Add protective packing material. 
3. Place top cover over side cover. • 
4. See Final Recrating Instructions, below. 

Cocktail Version 
1. Place game inside carton. 
2. Add protective packing material. 
3. Place inside protective top cover over unit. 
4. Close flaps and secure with shipping tape, 
5. See Final Recratlng Instructions, below. 

MLI Video 
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FINAL RECRATING INSTRUCTIONS.. o 
Place game upright. Tape down game keys. Then, crate the game using 
appropriate shock-absorbent packing material. Include packing on edges. of 
game. Secure package with strapping. 

Note ... If the game is to be shipped to Gremlin Industries for service or 
repair, attach a tag identifying the distributor and indicate the 
service or repair to be done. include the full serial number of 
the game. 

All items must be shipped prepaid. 



GAME CONCEPT... 
ASTRO FIGHTER is a 1 or 2 player game of space 

adventure. Two players may take turns, competing for high 

score. The player's warship faces meteor showers and four 

1 i n es of e n em y de fen s e forces i n an e ffo r t to reach TH E HA STER 
and destroy it. Besides the challenges to fighting ability, 

the player's warship has an expendable supply of fuel that 

mus t 1 as t th rough the fi g h t wi th TH E HASTE R • Two playe r 
controls are provided: a joystick enables the player to 

maneuver his warship from side to side; and a missile firing. 

button. 
The p 1 a y beg i n s with your warshi p a t t he b o t tom of the 

screen facing a barrage of yellow meteors that will destroy 
your warship, if hit. All action appears from the top of the 

screen and descends to the bot tom throughout the game. 
You are given a full supply of fuel in the beginning 

of play. This supply will steadily be consumed as you play 

and you must defeat THE MASTER before you can refuel. You 

will want to watch this gauge carefully throughout the game; 

a blue line will show your present fuel condition at all times. 
After the initial meteor shower, you will face 11 enemy 

warships. They will appear In a pyramid formation with the 

wide row emerging from the top of the screen first. The enemy 

will move from side to side and is capable of firing not only 
straight ahead, but to its left and right. As you destroy the 

enemy ships, the action of the remainder is intensified. 
If an enemy warship gets past you and reaches the bottom 

of the screen, regardless of how many previous warships, or 
formations, you have destroyed, the original group of defenders 

wi 11 reappear and your warship will be advanced one step closer 

to the enemy. Essentially, you will begin again, only closer, 
and you will have used precious fuel in the meantime. 

After you have conquered the fl rst formation of enemy 
warships, you will face a new formation of 12 warships, staggered 
six across and two deep. 



After defeating the second formation , you will fa ce a fo rce 

of 12 warships that are not In a fo rmation, but are randomly 

scatt ered in front of you . 

Following the ic tory of having blasted away the third 

1 in e of defenses, you will now fa ce 15 enemy warships, five 

across and three deep , in your eff orts to reach THE MASTER 

and defeat it . The vertica l columns of this defense fo rce 

will be varied in their distance to your warship . 

If you suceed in defeating all 15 of the enemy warships, 

you are now ready to meet, and destroy, THE MASTER . 

A pattern w i 11 emerge on the screen resemb l Ing a corridor 

that your warship is traveling along . The stars will become 

brighter and THE MASTER will appear . THE MASTER's body will 

expand and contract as it moves across the screen, back and 

forth , while firing vic ious missile s at you . THE MASTE R's 

missiles are random and may be fired in any direction . 

THE MASTER can only be defeated by a direct hit In the 

eye. This is the only way you can destroy THE MASTER. 
When you have destroyed THE MASTER, a fuel pipe will 

link-up with your warship and your supply will, again, be full. 

You are now ready for more cQmbat in your efforts to,once again, 
seek and destroy THE MASTER. But, beware ... the meteor showers 
and enemy action are now intensified and your challenge ls 

more difficult. 

Throughout the play, a watchful eye must be kept on 
your fuel guage. If your supply is exhausted at any time 
before you destroy THE MASTER ••• your warship wi 11 explode! 

Player 1 and player 2 scores are displayed at the top 
of the screen and the high score from past games will be displayed 

The operator may select the number of credits per coin. 
In addition, the operator may enable the one-player, or two-player 
switch, located inside the unit. 



0PT/0NS SELECT AN S0UN £CONTROL ADJUSTMENTS 

D1£ Sitch No. 

Not Used 
ON BONUS awarded for each row eliminated 

OFF BONUS awarded after 'formation eliminated 

ON No Replay 

OFF Replay 

ON OFF ON 
OFF 

ICOIN·IPLAY 2COIN·IPLAY ICOIN·2PLAY 

OFF 

ON ON 

ON ON 
ON OFF ON 

7JUMP 5 JUMP 3JUMP 

On 
OFF 

Upright or Mini-Video model 
Cocktail or SJ iml ine model 

@ 
@! 
s1 
6 @ 
)g 

toe s» 

I 
OFF-- -+ON 

R29 Explosion Sound 

R39 Firing Sound 

R49 Master's Dying Sound 
R60 Fi ring Decay 

R63 Hus i c Sound 
R65 High Pitch Tone Control 

R67 Hain Volume Control 
R7 Factory Adjusted ... Do Not Set 
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