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a-Locate and Absorb Energyl-a

You're a scienlist, and your invention, a pulsaling. glowing orb called the
Sentinel, absorbs and slores energy from a variety of sources. Now Earth is

lhrnllmud by deadly aliens, and you must use your crealion lo save your

You must delend the Senlinel against ahen allachks as il glides over fow
enemy planets. absorbing all alien energy sources in ils path

The Senlinel absorbs the energy from every power pod or energy capsule you
shool with your light gun. When an energy source is hil, the Sentinel absorbs
the largel's energy

Each of the four alien planets is more dilficull 1o conguer than the last. You
musl! lind and desiroy the alien lords who guard each planel’s power stalion
Desiroy the station lo desiroy the planet Then move on lo the next world.

A single alien entity controls the other alien lords. When you have destroyed
the lour worlds. the Sentinel will come lace lo face with this evil enlity Deleal
the final evil to complete your guest!

a-Getting Started-a

1. With your TV swilched on, insert the Sentinel cariridge into your Atari 7800
as described in your owner's manual. Switch on your console

2. Connect a light gun to the left controller port.

3. There are three dilficulty levels. Easy, Standard and Difficult. Press
SELECT to set the difficulty level and the number ol players (1 or 2)

4. Press RESET or lire al the screen 1o begin the game
b-Optional Game Controls-b

To enhance play, tha lollowing optional game controls allow you o pause
and restart the game



* Press PAUSE lo pause the game Repeal o resume play

* To restart the game press RESET

* Pressing the SELECT button will relurn you lo the option screen

a-Playing the Game-a

Sentinel is a fas! action arcade-style game requiring lightning fast reflexes and
skillful shooting through four deadly alien landscapes. A direct hit on enemy
power cells, ground and air allack vehicles, colonists. and other obstacles
drains the energy from the alien source and feeds il into the Sentinel.

You begin the game with four lives. Damage from enemy fire bleeds energy
from the Sentinel. and loo many hils from anemy fire destroys the Sentinal.

The Senlinel moves sleadily across each alien landscape You must destroy
enamiaes on the ground belore they have a chance o lire, and blast enemy
ghips out of the sky before they can touch the Sentinel

Some aliens do more damage than others. Each alien world conlains a
greater number and variely ol alien obslacles than the previous world. The
aliens move wilh greater and grealer speeds, darling in to steal precious
enargy from the Sentinel, Try lo blast as many aliens as you can and absorb
their energy. Try nol lo miss an alien, If you miss an alien lwice, your energy
decreases by one point. You will need to store a greal deal ol energy o
survive the deadly batlles with alien leaders

At the end ol each alien world you will encounter the spinning space station of
that world's alien leader. The sinister stalions quickly repair damage inflicled
upon them. You mus! shool fast o destroy the slalion belore the repairs are
completed

You can also pick up power pods and energy capsules on each alien world.

These pods and capsules will enhance your shooling abilities or provide extra
capabiliies to the Senlinel. (See ltams.)

a-Screens-a

The Senlinel screen is divided info two sections. The lop seclion shows game
action. Number of remaining Sentinels is displayed in the upper left hand
corner of the action screen. The lower section is the slatislics screen

The Statistics screen shows, from lelt to right;

Player Up -- Current player

Score — Curren! score

Name of Current World

Super Shot — Denoles availability ol Super Shots. The word READY will
blink when this power is available



Map - Topographic represeniation ol planel's surface. Tracks movemenl

across world so player will know how lar he has 1o go in order to complate
world.

Strength — Depicls how much energy remains in Sentinel

a-ltems-a

¥You can find the following items on enemy worlds 1o help you in your baltle:

Energy Pod cicles the Senlinel,

Super Shols desiroy all enemies on the screen. Activate Super Shols by
shooting one shol al the Sentinel orb itsell. You begin the game with one
Super Shot per Sentinel and earn more from Energy Pods. Super Shols are
nol elfeclive agains! alien leaders

Automatic Shols cause the Senlinel 1o automatically absorb energy from
enemy air or ground largels

Movemenl allows the Senlinel lo increase verhcal movemenl speed

Energy Capsules revitalize the Sentinel

a-Strategy-a

There are unmarked secrel places in each alien world. Localing these hidden
areas and firing al them will provide you with bonus points and items

Use Super Shots only when you are hopelessly oulnumbered or in a similarly
bad situation

Always shool the enemies closes! lo you first.

a-Scoring-a

[H}jsh{{. 5 }}11%
ingl..
Tubel...)20
Star(...)30
Cubel...)30
Salellite(... )40
Blobl...)50
Shipl...)50
Spikel...)60
Hover Craltl. )70
Probel. .)80
Mine {...)80

Bonus Pods(...)10
Large Pyramid(.. )10 to 500 (mystery value)
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Medium Pyramid( . )100
Small Pyramid(...)250
Static Pyramid(...}300

Big Aliens(...)50 per hit
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