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" GET THEPOWEB IbMaVE... KNIGHT RIDER

a You Orive the Car from the Hit TV Series
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Your life as Michaes! Knight actually
began with the death of Michoel Long
You were once a young top detective.

KNIGHT RIDER

But while Tr'q-l"lg to chose down a gang You Urive the Lar fromm the Hit TV Seerjes
of infemational criminols, you were 1. Make sure the power switch on press the START button. Then,
frogically gunned down. yvour control deck is OFF, choose MISSION or DRIVE
It wias then, with the ald of Wilton 2 | AT TR S mode by pressing the SELECT

: . Insert the Knight Rider™ a :
Knight, president and founder of the ak as describgd ir: I_ Geur NE_-J{\?”‘I'D button.To enter your selection,
Knight Foundation, that you were P o e i ok it press the START button
miraculousty revived, Your face was TENDO ENTERTAINMENT SYSTEM
alttered "\.".'.}.ﬂ'l plastic surgerny. Yol were & LI I ¢ manual, Mext, choose START or PASS-
adopted into the powerful Knight Lk, e 3.Turm the power switch ON. WORD by pressing the SELECT
farnily. And your name was changed X : ¥ e o 3
o Michael Knight _ : button.To enter vour selection.

: — ; ] TO START: press the START button

*Take over my dream and fight the evil - s Using Player 1's CONTROL PAD,

forces in this world,” were the last words -
of your mentar, Wilton Knight. And now, . i
with KITT — the miost sophisficated CALIFORRIA

vehicle ever assembled — your chal- - i — ; ' s
lenge |s to do just that! B - e

e e
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1. MISSION MODE

This is what they pay you for —
tracking down dangerous, inter-
ncitional criminals.

When you select MISSION MODE,
vou'll be briefed by Devon — your

KNIGHT RIDER

PHATEIOH

friend and contact at the

Knight Foundation — on the
ncifure and wherealbouts of your
enemy. Pay close attention to
what he tells you,

You'll then have a chance to
equip your car with special
features or extra ammo before
you starf off.

Here's what 1o o

To read Devon's assignment —
prass the A button after all the fext
has been typed onto the screen
and you see the arow. Continua
this way until you've read all the

text screens and there are no
more arrowws.

Then press the START button to go
to the "Machine Check” screen,

To skip Devon's assignment —
Press the START button to go right
to the "Machine Check” screen.

2.DRIVE MODE

Want to practice your driving —
withaout the distraction of flying
bullets? Cr how about a nice
cross country vacation — where
you're frying to beat the clock?
Then pick DRIVE MODE.

After you've selected DRIVE
MODE and pressed the START but-
ton, you' |l see the map screen,
Press 3TART again fo view the
“Machine Check” screen,

Since you won't be facing enamy
vehicles, there's no need to equip
your car with special weapons.
Then press the START button once
rmore to begin driving.




MALHINE CHECK

When it comeas to top-notch
mechanical engineering. the
best guy in the business hap
pens to be a girl. And boy does
she know her stuffl Bonnie's
made sure KITT is wired with
“state-of-the-art” everything.
The latest in high-tech weap-
anry. The most advanced turbo
engine fechnology. Even d
highly sophisticated computer
system.
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But due to cerodynamic neces-
sity. yvou won't be able to
choose every option. What you
should toke depends entirely on
what your rmission nesds are,
That's why Bonnie lets vou de-
cide which extra item you want
to carmy along before you start
off for each city.

You can select from five differ-
ent items — adding or incregs-
ing iferns s you mowve into later
Imissicns.

To select an item from the “Ma-
chine Check" screen — Press
the SELECT button to highlight

your choices and press the A
button to make yvour selection,
Then press the START button fo
begin the action,

Your choices inchude;

GAS — This gives you a larger fuel
tank and increqses your gas
supply, alowing you to drive
further,

SHIELD — This strengthens your
protective shield — allowing KITT

to endure more damage than
usic,

ENGINE — This gives vou a bigger
engine and more hosepower,
allowing you to go even faster.

MISSILE — This provides you with
20 rrissiles — not standard equip-
ment,

LASER — This eguips you with 20
laser blasts. Again, not standard
adquipment.

You begin the game with fhree

lives. Each time you complate
yollr itemn selection, Bonnie will
Brief you on how many lves you

have remaining and how many
CONTINUE opportunities yvou
have remaining (you can only
continue fwice per game),




¢ 1. Timer — tells you how much 7. Tachometer — Revolufions Per
YOUR DREAM CAR fime’s left Minute (RPMs)

2. Score Counter — tallies your 8. Speedometer— Miles Per Hour

When you get behind the wheel Get ready for action! PRy (MPHs)

of KITT, you're sitting in the most :
sophisticated machine ever built. Here's some of the features you'll 3

: : Voice Gauge — _ = i
Feel the power! Smell the leather!  find in your cockpit: uge — for emergency 9. Radar — shows your relation

warnmings ship Uyelow blip) to cars
ahead (red blips). Also wams
4. Shield Indicator — tells you you about upcoming curves,
how much shigld protection is
left 10. Distance Meter— gauges yvour

distance to the next city
5. Gas Gauge — amount of fusl
left 11. Weapon Indicator — tells you
which weapon you're using
6. Hood — where yvou catch

it 2: O Knight Foundation goodies
pGGGaaNS
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YOUR ITINERARY

You'll be chasing these criminalks
all across the country, even over
international borders. And back
again. When you talk to Devon,
you'll see your map — along with
a list of cities — starting and
ending in Los Angeles.

Mext to each city is a radar blip. If
it's purple, that's the city you've

just left behind. If it"s flashing red,
that's the city you're approach-
ing.

Here's a list of the different cifies:

Los Angeles Boston

San Francisco  MNew York
Seafttle Washington, DC
Salt Loke City Miami

Cerver Houston

5t Louis Phoenix
Chicago Las Vegas

Taronfo

CROSS-COUNTRY WITH KITT

Thera's never been a vehicle quite
like KITT. In fact, this machine has a
computer system so advanced, it
can even “talk” to you.

A fulk-scale radar monitor shows
your location, as well as what road
conditions are ahead. It wams you
of upcoming curves. And tracks
every vehicle ahead of you for up
toa 10-mile range.

KITT can reach speeds of up 1o 250
mph. And even has a turbo boost
to catapult you over obstacles
when things really get hot.

KT also has a nearly impena-
trable protection shield, capable
of withstanding hits of incredible
impoct,

And when it comes to weaponry,
look out! This baby’s loaded: a .50
cdliber machine gun withy unlim-
ited fire power, a TOW-2 auto-
rnatic missile launcher and the
latest in reflex laser technology —
all for use against the most sfub-
born of enemy vehicles.

So where are they sending you
and your dream car this time?




Just about anywhere in America We're not completely sure... We THE CONTROL PAD
that has a road going through it ! i

know they're part of an intfema-

Fifteen cities in all. From the west tional crime ring. We know they're

fo the east coasf (by way of real pros. And we know they'llstop  The illustration below shows youl TO STEER RIGHT OR LEFT — Press

Canada). Then down the eastern  at nothing frying fo tum KITT into a your control points. Throughout the CONTROL PAD ARROWS

seaboard to Miami. Across the heap of scrap metal. this instruction book we will refer RIGHT or LEFT.

Lone Star state of Texas and back to these controls by the names in-

to LA, So let's hit the road. Michael, dicated here, TO ACCELERATE — Press the CON
Vacation’s over. TROL PAD ARROW UP

Every city you drive through has its
own unique skyline — complete These guys are playing for keeps! ACCELRATE RIGHT TURBO BODST FIRE WEAPDNS
with landmark bridges. towers
and buildings. Plus, each city has
different road conditions and
whole new set of enemy tactics
ta contand with.

And who are these guys you're
after, anyway?

'l.
BRAKE SELECT RaLsE
WEAPOING
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TO BRAKE — Press the CONTROL
PAD ARROW DOWM.

TO FIRE WEAPONS — Fress thae A
buttan,

TO JUMP OBSTACLES (TURBO
BOOST) — Press the B button.

TO SELECT WEAPONS (DURING
GAME PLAY) — Press the SELECT
bufton until the name of the
desired weapon is displayed.

A EF T B P rarads 5z o ey e
NCOTE: If there are no shofs ieft in
VoU Choose, hot

PR il 1 Sy
WEQDOon will NOT Openahe,

the wednoh

TO CONTINUE AFTER YOU LOSE A
LIFE (TIME UP, SHIELD GONE OR
OUT OF GAS) — Prass the START
button.

TO PAUSE DURING GAMEPLAY
Prass the START button.

TO RESTART — Press the START
bLutton again.

TO CONTINUE FROM THE LAST
LEVEL YOU WERE IN — Salact
CONTINUE by pressing the SELECT
button. Then press the START but-
ton.

INCHE! YOU ©an only confinueg

fwice per gome

JUMP-START OVERVIEW

If you're anxious to get behind
the wheel, read this quick over-
view to undersfand the basics.
Then refum to the instruction book
later for the fine points of the
game.

OVERALL OBJECTIVE:

To get this international crime ring
off the road and recover top-

secret stolen weaapons, To do this,

youl must race down the inter-
states —firing af the enemy cars
— while avoiding the innocent
cars and decoy frucks,

Make sure you don't run out of
gas or short of time. You should
also keep your aye on your shield
indicator to keep track of yvour
damage.

DRIVE — as fast as you can while
still avoiding other vehicles (RIGHT
and LEFT to steer: UP to acceler-
ate, DOWN to brake.)

TRY TO DESTROY — as many en-
emy vehicles (Red or Yelow) by
pressing the A button. Choose
between machine guns, missiles
and lasers by pressing the SELECT
btton,

18




AVOID HITTING — innocent cars
arnd decoy frucks (those with any
amount of blue on them.)

DAMAGE
Your car can incur damage in
two wionys:

1. Crashing (into other cars, frees,
polas, etc.).

2.Getting hit by enemy firepower,

MISSIONS

Every three cities represents one
mission. Af the end of each mis-
sion, you receive a password to
let you go directly to that mission
(instead of starting over) when
you want 1o play again.

CHOOSING YOUR WEAPONS

KITT is equipped to fire three kinds
of weapons: machine guns,
missiles and lasers. However, only
the machine guns are standard
edquiprment. The missikes and asers

miust be acquired in one of two
WCIYS:

1. Select them from Bonnie in the
baginning of the game. (See “Ma-
chine Check.” page 6.)
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2. Acguire them from the Knight
Foundation when you successfully
destroy a yellow enemy vehicle
or when you drive behind the
Knight Foundation Trailor. (See
“Goodies from the Knight Foun-
dation,” page 22.)

TO SELECT YOUR WEAPON IN

PLAY — Press the SELECT button
until the desired weapon is shown
in the box in the lower right
section of the screen.

Here's a descripfion of each
WEIDOn:

MACHINE GUN
The ultimate allpurpose weapon.
Unlimited fire power. And it

shoaots from two directions. But
you'll need much more than one
hit to destroy enemy vehicles,

MISSILES

Explosive! And great against
airbome enemies (ke persistant
helicoptars), These are fired from
two directions also. And you won't
need as many hits as you do with
the machine gun.

LASER

The ultimate destruction machine.
save this one for the really tough
guys. You're going to need itl




WHO'S ON THE ROAD

There are basically three types of  them— oryou'll be docked 5
drivers on the road. Those who pracious saconds.

are just passing through. Criminals
whio are out 1o get you. And
Knight Foundation allies who are
thera 1o help you.

The trick is in knowing who's who.
Becaouse for every non-enemy
you accidentally hit, your time will
be reduced by 5 seconds. Hera's
whiat to look for,

JUST PASSING THROUGH DECOY TRUCKS

Watch out for these biue frucks,
While they won't shoot at you, they
have been hired by the crime ring

These are just reguiar guys, Their
cars are always blue (either
totally or partially). Don' shoot

to slow you down. Stay outf of
their way—but don't shoot
therm— or you'll lose & seconds.

Here's a listing of them:

eTAMKTRUCK  »TRAILER TRUCK
o [ UXURY CAR  «HELICOPTER

s WD s 3PY PLAME
*SPORTS CAR

OuUT TO GET YOU

These are the ruthless criminals.
Their vehicles are red or yellow,
and they're armed and danger-
ous. Steer clear of theair fire.,




REALLY OUT TO GET YOU

These are the super bad guys,
known as “terminators” in the
crime fing. There's a different one
for every mission (three cities to a
mission). And he shows up just as
you approach each city. Insome
rriissions there will be rore than
one. You'll know him right away,
His vehicla is Jet black — and
bistling with deadly shots. As you
hit hirm, a certain section wil
begin fo change colors.

For examiple, in the first mission
the super bad guy is a huge
trailer truck. As you continue fo
hit hirm, bis taillights go from blue
to yellow to red. When they be-
come totally red, vou've almost
destroyed him

20

If you're on the first or second city
in o mission, he’'ll speed away
when he can't take the heat,
and you'll be admitted to the
niext city.

But by the third city, you'll have to
nail him until he disintegrates.

This super bad guy may take any
one of the following forms:

*LARGE BLACK TRAILER
*LARGE BLACK HELICOPTER

*KARR (The stolen profotype of
KITT).

you. (See "Goodies from the Knight
Foundation.” page 22.)

OUT TO HELP YOU

These are the good guys from
the Knight Foundation. Make sure the iterm hifs your hood
— gtherwise it'll end up somewhere
on the side of the road — and you

wan't be able to retrieve it

Their vehicles are black foo, Buf
you'll recognize them from their
white, Knight foundation insig-
nics. Don't shoot them! This is the only type of Knight Foun:
dation vehicle to look for;

Just pull up behind them. Slow
down a bit, And wait for the

voluable itemn they have to give

=Knight Foundation Trailor (with
insignic)

21




GOODIES FROM THE KNIGHT FOUNDATION

At certain fimes during the game  registered on your shield indico-

— whenever you successfully teor,
destroy any yellow enemy ve-
hicle or whenever you see g i,

frailer from the Knight Founddfion .3 Timer Extension

— you'll be awarded special This gives you another 30 seconds

items, on your timer. Sormething you
can always use,

A letter representing the item

you're awarded will float upand ¢

you miust hit it with your carto get  ¢55 Missile

it. The following is a list of the 20 missiles are added to yvour

letters you'll receive and the arsendal,

iterns they represant:

o )

¢ro Recovery o5 Laser

This ftem will repair damage 20 laser blasts are added to your
done to your car and it will ba arsenal.

22

G2

i Gos )
Meed more gas? You got if! 5P I:
¥

5 1Up

This gives you an extra life.

The game is over when one of
these three things happens:

= You run out of gas

« You run out of time

« Your protective shield is
completely destroyed




You have two chances 1o replay
your game, Or you can Use your
Stand By Code (if you have one)
fo continue at a higher level. (See
“Your Passwaord to Distant Cities,”
below.)

the Knight Foundation. (See
"Goodies from the Knight Foun-
dation,” page 22.)

You will olso receive an extra life
for each 10.000 paints you score.

TO OBTAIN AN EXTRA LIFE — You
miust receive the "1 UP" itermn from

YOUR PASSWORD TO DISTANT CITIES

When you've cleared three cifies
{the end of a mission), you are
asked if you would like o vacation.
If you answer "YES™, you'll be
given a Stand By Code. Write it

down. If you answer "NO", you will
continue on to the next rmission,

You can then use the Stand By
Code when you restart the game

24

to confinue where you left off. 5o
when you want to start the game
again, select "PASSWORD™ from
the the KNIGHT RIDER screen by

25

pressing the SELECT button, then
prass the START button. Devon will
then ask you fo enter your Stand
By Code.

TO ENTER YOUR STAND BY CODE
Use the LEFT and RIGHT CONTROL
PAD ARROWS to selact the ap-
propriate lefter. Then press the A
button. Use the B button to
change a letter affer you have
entered it. Continue doing so until
all 12 letters haove been enfered,
Then prass the START button.

You will now start out at the be-
ginning of the last mission you
played.




TIPS FOR THE ROAD

» Use your TURBO BOCST to jump
owver cars when things get too
hot to handle, But before vou
can engage TURBC BOOST, you
must be fraveling over 150 mph.

And remember, TURBO BOOST
uses up a lot of gas fast. 5o be
consen/afive,

» When you're oppraaching two
cars fast and there doesn't
seem fo be time to change
lanes, fry slipping befween
therm — on the divider lines.

26

» Choose your iterns from Bonnie
carefully. Try to rememibyer
which cifies have which dan-
gers and compensate for them
with your itern selections.

= [f selecting weapons at high
speed leaves you very edgy,
pause the game by pressing
the START button. Then choose
Yyour weapon by pressing the
SELECT button. To continue the
chase, press the START button
again.
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