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LOADING

ATARI

1. Turn of l  your computer and rsmov€ al l  car l r idges.

2.  Turn on lhe Dower to your TV or moni lor  and disk drave.

3. wait until the Red 'drive busy' lighl turns oll lhen insert the
game disketle into the d.ive, label sid€ up with the open
s6ction lowards the rear of the drive. Close the drive door.

4. Now lurn on lhe pow€r to lho computer. The diskette will
load automatically.
NOTE: XLIXE owners should hold down the Oplion key
whi l€ lurning on thsir  computer.

Car!.t16 Owner! should hold down the start key whileturning
on the computer and hit the R€turn key after the beep. Atler'17
seconds the loading m€ssag€ app€ars and remains torthe next
thre€ minijl€s alterwhich th€fulltitle screen appears (complete
with a counldown lim€r to show the records romaining to be
loaded). Th€ gam6 will start when the limer reach€s 000.

Whenevgr the game needs to load more data il will prompt you
wilh one ol the following messag€s:

Rewind + Play -  First  rewind tapeto beginning, th€n pr6ss play,
waat for Beeo. hil relurn.

Play - press play, wait tor beep, hit return.

NOTE: XUXE owners should hold down both lhe Oplion and
Slart  keys whi le lurning on the computer.  This disablesthebui l t
in Basic.

COITmOOORE 64/128: Disk-lurn on your'computer and disk
dr ive.  Inser l  thedisk wi th th€ labels ide up. Closethedr ivedoor.
Typs LOAO ""',8,'l th€n press the Relurn key. The programwill
load and run automat ical lY.



Caalelte - Remove allcarlridges. Computershould be oll. Plac6
tape into lhe cassette recorder. Press REWIND to make sur€
tape is completely rewound. Press PLAY on the tape recorder.
Hold down ihe SHIFT key and press the RUN/STOP key white
turning on the compuler.

SPECIAL KEYS

RUN/STOP
s

SPACE AAR

MSX - Requlre! 64X
Cl laol te-  Turn on the computer,  p lacethecassel le in thedata-
recorder. Type Flun CASi and pr6ss R€turn. The program will
load and run aulomat ical ly.

Dl3k -  Turn on the computer.  Insert  the disk into thedr ive,  Type
Run "Disc" and press Relurn.  The program wi l l  load and run
automat ical ly.

SPECIAL KEYS
Use the arrow keys orjoyslick, to select gameoptiOns and press
space or fire to use either the keyboard or joystick. ll the two
player game is selected pressing tire will make the game use
joyst ick 2 for the second play€r.  Pr€ss ESC to restart lhegam6.
For al lother funct ions see ihe rest  o l  lhe manual-

Return lo Option Screen
To pauso game play
Press once to lurn music
ol l ,  again to lurn i l  on.
Press to slart game.

lf,rsstoil oBJEcTrvE
Your mission, should you choose io accept i l ,  is  to l ind and
recover all three parts ol thetop secret XJ4yl missile. Of course,
the missile parls are located on Spy lsland, a deserted (except
lor  your opponenl  and the sharks) t ropical  is land in the middte
ol nowhere. Nol only must you locale all three parts of lhe
mi9sile, but you must lully assemble it before being abls to
transpor l  i t  of l  the is land vaa your submarine- 8y theway, there
is also an active volcano on the island so you won't have too

As you allempt to recover lhe parts and assemble lhe missile,
your opponent won' t  be taking asiesta.  Af leral l ,  youropponent
is there for lhe same reason you are, and there are only lhree
parts lor  the one missi le-

To aid you in your mission, your country, al greal expense has
provided you with the ul t imate tool in spy technology, thealFin-
one, multipurpose, super-duper lsland Trapulato.. This nalty
liltle gadggt comes complete wilh a compulsr-generated
mapping syslem and afew devious i tems lorbui ld ing nasty l i t t te
lraps that can surprise your opponent (or yoursell ifyou re not
carelul) .  Of course, your opponent is equal ly wel l  equipped
wilh the same stale ol the arl lechnology,

GAiIE OPTIONS
When SPY vs SPY : The lsland Caper has finished l6adang into
yourcomputer and thespi€s havs landed onlheis land, youwi l l
be presented with the OPTION screen.

using lhecontrols located lo lhe r ight  o l thetwocenlre screens,
you wi l l  be able lo select  and modify the fo l lowing opt ions:

1.  Number ol  p layers 2.  Di l l icul ly level
3.  lntel l igence Ouot ient 'of  lhecompuler(oneplayermodeonly)

4.  Escape sub revealed or hidden unt i l  th€ end

STARTII{G
With yourJOYSTlCKorappropr iatekeys, moveyourcursor,  up
or down, lo any of  lhe opt ions.  8y moving your joyst ick r ight  or
lett you can selecl one ortwo player mode, dilficulty level, and
LQ. ol  the compuler (only avai lable in one player mode).  Onc6
your seleclions have been made.lhe SPACEBAR or JOYSTICK
but lon wi l l  begin the game

CONTROLS

IIOVEMENT
lmagine ihe landscape or areas within the moni lors to be a 3
dimensional  perspect ive.  Moving the JOYSTICK up (away from



you) or down (towards you) will send your player lo the back-
ground or loreground ol lhe parlicular area lhat you are
currenl ly v iewing. Moving lhe JOYSTICK to the r ighi  or  tet l  wi t l
send lhe player lo the right or left olthearea respectively. tfyou
should move your playerto lheextreme r ighl  or  le l l  of thearea
in view, lhis area will scroll to reveal ths next seciion ol the
landscape. Also, note lhat along the back'wall of the area in
view there may be gaps in ihe background graphics that your
spy can fil lhrough. Also along the loreground 6dg€ you may
see gaps in lhe black foreground border that thespycan also fil
through. Think ol thesegaps as passageways thatwi l la l low yoLl
to move north and south on the island such as scrollino rioht
and letl allows vou to move east and west.

OAJECT IIANIPULATIO
First, movewithin range of any object or mound ofsand {repre-
sented by thr€e small, while triangles). Then press the
JOYSTICK butlon. Any obiect found can be lilted. The small
mounds of sand may r6veal one ot the hidden items you are
looking for. lf you?e not so lucky, it will activate a BOOBY
TRAP, blowrng you to smithereens . .  . . . . . . .  .  . .

KEYS AI{D THEIR FUI{CTIONS
For the Appl. .nd At!]i

The keyboard can b€ used in the one player mod6 only.

In Hand-to-Hnad combal,  usethe K, L,Aand Z Keys to movethe
arm wi lh lhe sword, in,  out ,  up or down, whi le depressing the
CONTROL key.

KEY

K
L

z
o
s

Move r ight
Move back or up Direciion keys
Move lorward or down
Access Trapulator
Press onceio s iopthe music,  again toturn i l

Pross to pick up or drop an object,
Select or activate a booby lrap. Start game.

To pause game play

To fire gun, bury missile or s€t trap.

Return to Oplion Screen,

Re-boot the program.

SPACE BAR

ESCAPE

CONIROL and
OIR€CTION KEY

OPTION

RESET

TRAPULATOR
The trapulalor (s late of  the art  in Spy technology)al lowsyou to
slore and use various ilems and tools necessary lorcomplsling
your mission obiectives.

|l{vEt{ToRY
Looking al your Trapulator will inform you as to the status of
your inventory. A lit L.E.D. next to an indicator button means
you havs In your invenlory al l€ast oneolthose ilems, ll you lind
an ilem on the island is represented by an indicator bulton you
may pick that item up by standing ov6r it and pressing the
JOYSTICK button once brielly. Then by pr€ssing the
JOYSTICK button br ie l ly  agajn i l  wi l lbestored in yourtrapula-

GUN
ll  you f ind thegun you can shootyour opponenl ,  causin9 him to
lose'some slrenglh and momentar i ly  spanning him out of
control .  Whi le you are in the same screen he is in,  poinl  thegun
in the direct ion ol  your opponent and l ineyourSpy !pwith him,
then shool- This is done by tirst depressing the JOYSTICK
button and then {whi le holding down the but lon) pul l ing the
JOYSTICK forward. Some bullets are duds and the gun is not
always lully loadod!



TRAPULATOR Modet FSS 85

GATIE ELETE]ITS

Natural Hazards
VOLCANO:
The Digi la l  c lock located in the controt  panet on the r ight  ot the
Vapulator,  indicales th6 amount ot  t ime femaining belore the
volcano erupts- l f  lhe volcano erupts both Spies losethe game
and the is land wi l l  be covered with lava.

OUICKSAND:
When explor ing the is land you wi l l  s€€ dark patches ol  sand
which are quicksand. l f  your Spy getslrapped in thequicksand,
use the techniques r€conwended by mosl survivofs, which is
moving your JOYSTICK up and down ortwir l ing i t  in a c i rcutar
mot ion rapidly whi le l ry ing to move yourSpytoth6 edge of  the
quicksand. Fal l ing into the quicksand wi l l  cost  you precjous
slrength,  lo ls ol  l ime l ry ing to get out and also make you a
's i t l ing duck'  i l  your opponent is in the neighbourhood-

DROWNING:
Ihe high seas have laken their  to l l  ot  unwary Spies who have
wandered otf the island ietties. Spies just aren't good
swimmers. Staying in deep water will drain your strenglh very
quickly.

SHARK ATTACK:
l f  you don' l  drown whi le you're in lh€ ocean, the sharks wi l l
probably gel  you. The green gi l led Mud Sharks lnal ive to these
waters) usually like a few appelisers before chowing down to
their  maan course. As the sharks begin lo nibble on your Spy,
your Spy wi l l  be br ie l ly  lugged und6r waler.  This may happen
two or three t imes (you may alsosee a l in)-  l fyou have enough
energy remaining it js suggesied thal you move wilh greal
speed to th€ nearest shore, otherwise your Spy may not come
back up al l€r  lhe next tug.

Hand to Hand Gombat (s*o.c runr)
The combat mode exis ls only when the fol lowing twosi lual ions
occur:  {1)  Bolh Spies enier lhe same part  o l  the is land and
SIMULVISION ends. The Sov lhat  enlered the common area
appears on ihe same screen as the Spy lhat was already there.
(2) Bolh Spies are wilhin combat range of each olher. This
distance is equal to lwo times lhe width ol your average Spy.
When you are within combat ran96, holding your JOYSTICK
bulton wi l l  Froduce a sword in your Spy s hand. Conl inqe to
hold the JOYSTICK butlon down and move the JOYSTICK.
your Spy wi l l  now swing the sword around, jabbing your
opponent i f  he is wi lh in str ik ing distance.

To smash your opponenl  on the head, lhe but lon is held down
whi le the JOYSTICK is moved l rom the Uo oosi t ion lo lhe Down
posi t ion (swing lhe sword downward).  To slab, move the JOY.
STICK trom lef l  to r ighl  {or  r ight  to lef l ,  depending on which
way the Spy is lacing). When the JOYSTICK button is firsl
pushed down, the Spy wi l l  automat ical ly face his opponent,
regardless oJ which way he wastacing or moving. To move your



Spy dur ing combat,  re lease lhe button and move as normal
Hit l ing the other Spy weakens him, and about 33 solrd blows
del ivered in rapid succession, are needed lo k i l lh im i t  he started
combat wilh 1000/' ol his strength

NOTE: when you are wi th in combal range ol  your opponenl ,
vou wi l l  not  be able to access your l rapulalor,  or  sel  any l raps
unt i l  combat mode ends. Combal mode ends when one oi  the

1. A spy is temporar i ly  d isabled gett ing caught by a t rap.
2.  A spy moves out ol  range o,  combat (runs away).

3.  A spy dies (see dealh)

tan-Made
(SEE BOOAY.TRAP CHART}
As you move throughout lhe is land(s).  you may select  any ol the
booby-traps. The booby- l rap arsenal  contains:  coconut bombs,
napaim, rope snares and a shovel  lor  d igging punj i  p i ts.

Spiescancarrytraps, placingthemwherelheywrshwhenthey

TO PLACE AND SET A TRAP
1. Press the JOYSTICK BUTTON.....TWICEI You have just

accessed the TnAPULATOR. Observe lhe indicator l iohts on
the r ight  oJ the icons.

2.  Move about rhe TRAPULATOR uslng lhe JOYSTICK
conlrols (up or down).  L is len for the bel l

3.  Indicate lhe booby-vap ot  your choice lhen press lhe
JOYSTICK BUTTON lo select  i t .  The boobv- l rao isnow held
by your Spy.

4.  Posi t ion the Spy at  the hiding place you have selected

5. Firs l ,  press the JOYSTICK BUTTON. Nexl ,  (keeping lhe
BUTTON depressed) pul l  lhe JOYSTICK toMard. The
booby- l rapwi l l  d isappearandyouwi l lhearthe whoosh as
i l  is  bur ied in the sand

Once a lrap has been set. EITHER Spy can set it ofll

To add insul t  to in jury when a player ; ts ol t  a t rap he gets
zapped whi le the other Spy laughs hyst€r ical ly.

SNANES
Set th is l rap byselecl ing the rope l rom your t rapulator.  Whi le i l
is  in your Spy s hand, c l imb a toreground l ree.  Cl imb a t ree by
pushing your spy againsl  the s ide ol  a toreground tree, and
holding him there mom€ntar i ly .  Your Spy wi l l then aulomat ic-
al ly t ie one end ol  lhe rop6 to lhe lop ot lhelree and stretch lhe
oiherendtolheground.YoucannowmoveyourSpyinasmal l
radius around lhe t ree. When you r€ach lhe locat ion where you
wish lo drop the snar6's noss, hold the JoYsTlcK BUTToN
down and p| l l lback on lhe JOYSTICX. Any playerwal l ingover
lhe snare s noose wi l l  be snagged and l i t ted into the t ree, being
lemporar i ly  d isabled, losing strength,  and dropping any missi le
sect ions being carr ied.

NOTE| The noose is invis ib le once bur ied.  This l rap cannot be
sel  when both spiesare in the same screen/sect ion ol  the is land.

OPEN PITS
Set th is t rap by picking up the shovel  wherever you can f ind i l  -
e i lher on your t rapulalor or on lhe ground. Walk to an un-
clut tered area wh€re you wish lo dig yourpat.  With theshovel  in
your spy s hand hold the JoYsTlcK BUTToN down and pul l
back on the JOYSTICK. Your Spy wi l l  now dig a pi t  What t inal ly
remains is a large gaping hold.  Al though easy to avoid,  la l l ing
inlo th is hole wi l l  cosl  you l ime and strength.

PUNJI PITS
Placing a sharpened stake at  the bottom ofthe pi twi l lmakean
even more deadly t rap.  Find a wooden stakeand pick i l  up.  wrth
a wooden slake in your hand walk over to lhe pi l ,  as you begrn to
go over lhe pi t ,  your Spy wi l l  automal ical ly place lhe stake al  the
bottom oJ the pi t  and then cover i t  wi th dir t ,  h id ing j t  completely
l rom sighl .  Any !nwary Spy who walks over lh is area is sure to
tal l  in



NOTE: They don t  make shovels l ike Ihey used to.  Each shovel
is only capable ol  d igging 8 pi ts before breaking.

IIAPAL"
This is the s ingle mostdeadlytrap. Go tolhe area in whichyou
wish to place the trap. Select the laucel trom your trapulator.
Next hold the JOYSTICK BUTTON down and pul l  back ihe
joyst ick.  Your Spy wi l l  now bury a Napalm cannister lhat  wi i l
torch any unwary Spy who happens to walk over i t  or l r ies to dig
i t  up.  The unwary Spy wi l l  be temporar i ly  reduced to ashes and
drop any missi le part  he was caf iy ing.

COCONUT GASOLINE BOMB
You wi l l  f ind an abundance ol  coconuts on these is lands.
Combine these with gasol ine and you make a bomb. You start
each level  equipped with alewcoconuts in yourTrapulaior;  you
gel  more by l inding them on the is land. By burying lhese
coconuls in the ground, they becomea very et fect ive land mine.
The unwary Spy thal  s leps on the coconul  bomb wit t  be
temporal | ly  reduced to ashes and dropanymissi lepar lshewas
carry jng. To set the t rap, selecl  acoconut f rom yourTrapulalor,
hold down the JOYSTICK AUTTON and pul l  back the
JOYSTICK. Your Spy wi l l  then automat ical ly l i l l  the coconut
with gasol ine and bury the bomb in the ground. At lerselect ing a
coconut bomb Jrom yourTrapulaloryou can abort  set t ing i t  as a
trap. By putt ing the coconut back in your Trapulalor you can
save it lor later; do this by pressing the JOYSTICK BUTTON
once br ief ly (WITHOUT pul l ing back on lhe JOYSTICK )

NOTE: l l  you run out ot  gasol ine your Spy wi l l  s t i l l  bury ihe
coconuts bul  they wi l l  be duds. You can safely dig up bur ied
empty coconuts and store them back in your t rapulator.  Keep
an €ye on the gasol ine gauge in the lower lef t  hand corner ol
your Trapulalor.  When your gauge goes down you can ref i l l
your Trapulator wi th gas by l inding the plane wreck on the
is land. Push your Spy againsl  the plane for a few seconds and
push lhe JOYSTICK BUTTON your Spy wi l l  then r i l l  the
Trapulalor gauge wrth qas.

HINT: Coconul  bombs, snares and napalm can be
placed on top of  bur ied missi le parts.

READING THE TAP
Anytime you wish (excepl  when both Spies are in the same
screen) you can read your map. To read your map, first access
your Trapulator by pressing your JOYSTICK AUTTON twice
quickly,  next  by moving your JOYSTICK up and down, t ight  up
the L.E.D alongside lhe map bul ton,  lhen press lhe joyst ick
bul ton once again.  Your map wi l l  now unfotd wi lh in your
moni lor  On your map you wrl l  see the lo l lowtng

1. A l lashing quadranl  where you are current ly localed.

2. A dolted line showing lhe lasl several quadrants that you
walked through.

3.  A tew quadrants conlaining smal l  whi te sq uares fep resen t-
ing the locat iof ls ol  the missi le sect ions.

TSLAND(S):
Depending on lhe part icular lev€lselecled, the s ize (how many
di l lerenl  sectors) and layoul  (objects tound on lhe is land)of the
is land change.

Also in levels 5 and 6lhere are two ls landsl  Travel  between the
two is lands may be necessary to win thegame. but be caretut-
the walers may be shark inlesled (see shark atlacks) and lhere
rs onry one way to cross over

MISSILE CONSTRUCTION
Your mission being to escape the is land, lut ty assembted
missi le in hand. i t  is  impo(ant to remember that  at tetse is but a
mere distract ion.  Belore l ime runs oul  you must managelo f ind
and assembl€ lhe missi le componenls in sequence, tocal€ the
only exi l  and board your sub



The missi le is in 3 pieces but you can onlycarry one sect ion ol  i t
at a time, unless two or more seclions have been connected in
sequence To assemble two missi le sect ions together do the
lol lowing: Find any one ol thethree missi le sect ions.  Whi le you
are carry ing this secl ion, l ind th€ next adjoining missi lesecl ion.
l l  for  inslance you have f i rst  lound the la i lsecl ion connect th is
to lhe centre sect ion nexl .  Oo lh is by l i rs l  standing over the
second seclron (as long as i l  is  nol  bur ied).  Nexl  holding the
JOYSTICK aUTTON down and pul l ing back on lhe JOYSTTCK
ihe sect ion in yourSpy s hand wi l l  droplolhe groundand auto-
mat ical ly connect i ts€l l  to lhe second sect ion.  Thetwosect ions
thal are now connected may be picked up (as it lh6y were one
section) and carried olJ, to be connected to the third section

Below each Spy s monitor is a diagram ol the mjssi le in parts.  As
you pick up a secl ion(s),  i t  wi l l  l lash on and ol l  in lhe diagram.

LOSII{G TIIE GAIIE
DEATH AND STRENGTH:
As menl ioned previously,  many act ions can lower ones
str€ngth such as:  swimming in the ocean, combat,  and being
caught in a t rap.  Each Spy starts wi th one hundred uni ls ol
strength as indicaled bythe'strength Melel .  lJyou losethelut l
onehundred uni lsof  strength,youwi l ld ieandlhegameisover
tor you. This is represenled by a tombslone appear ing where
you died, or i fat  sea, air  bubbles br ief lyappearover lhewater.
When your skength gets dangerously low you can slowly bui ld
i t  back up by avoiding combal and traps. l f  a spy dies al  sea
carryrng one or more ot  lhe missi le pa s,  those par ls wi l l  be
randomly washed up onto one of  lhe beaches.

WINNING THE GAME

EXIT
There is only one way ol l  the is land tothesuband youcan NOT
leave withoul  lhe correcl ly assembled missi le.

BOAROING YOUR SUBMARINE
Al ler  you have completelyassembled the missi le,  you must nert
t ind vour submarane. somewhere of t  the coasl  of  the main
is land. Yoursubmarjne wi l lsurfacewhen you approach with the
missi le.  Look lor  vour sub at  bolh the nor lhwest and northeast
beaches, and when you see i t ,  wade oul  lo i t .  Your Spy wi l l  now
aLrlomal ical lv c l imb aboard and sai lo l f  in lo the sunsel .

BOOBY.TRAPS

TRAP SYMAOL USEAALE

Everywhere excepl in waler

Everywhere except in water

N
w
H

Open PllB
Punil PllB

Gun

Coconul
Bomb

Everywhere e)(cept in water



t&l
Rope Snare I % | Foreground (lronl and

I d I lniddre) tr6es onry

Nep! lm E
Wi,hp

Everywher€ excepl in welsr

Everywhere except in water

TABLE OF LEVEL VARIATIONS
Dlltorant Fealurea Found In Elch Lcyel

1234567

TIME (ln mlnul€!)
GUN
GASOLINE (ln lrN.nlory before

needlng to |ellll)
SHOVELS (On ldrnd)
SHOVELS (ln Inventory)
PIECES OF ROPE (On lrl.nd)
PIECES OF ROPE (ln Invenlory)
NUMBER OF STAKES (On l.land)
COCONUTS (ln Invonto.y)
COCOT{UTS (On lrland)
1 or 2 ISLANDS
TOTAL SOUARE SECTORS
NUMSER OF PITS (P€T ShowD
STAKES (Po. Lerel)
NAPALM (Bomb3 per Spy)

6 A l l  18 22 27
' t111111

5543333
oooo222
1111000
0 0 812 16 20 20
10 8 612 16 20 20
6 81530203030
10 10 10 8 6 4 2
6122024202020
1111221
610 19m21 2t  22
8888888
6 8103020 14 14

LOSS OF STRENGTH TABLE
TRAP OR HAZARD UNITS OF STRENGTH

I{APALiI
PUNJI PIT
COCONUT Botill
SNARE
SHARK ATTACK
OPEN PIT
GUN
SHARK |aBLE
DROWNING
SWORD HIT
QUICKSA D

40
32
32
24
22
20
16 (per shot)

10 (per second)
3
1 loer move)
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