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This official seal is your assurance that Nintendo 

has reviewed this product and that it has met 

our standards for excellence in workmanship, 

reliability and entertainment value. Always look 

for this seal when buying games 

and accessories to ensure 

complete compatibility with 

your Game Boy System. 
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KIDS TO ADULTS 
ANIMATED VIOLENCE 

THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE RATING 
BOARD. FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE 
APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771 -3772. 

Thank you for selecting the DEFENDER®/JOUST® Game Pak for the Nintendo® 
Game Boy® unit. 

Please read this instruction booklet thoroughly to ensure maximum enjoyment of 
your new game. Then save this book for future reference. 
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, arc c.1 o () , 

Wt1e11 Defender hit the arf;ades in tt1e early 

eighties; it elevated the standards of 

fast-paced action games and "shooters" 

i11 partif:ular. Fast sf;rolli11g; 1nultiple e11e1nies 
and a well-def i11ed 1nissio11 

1nade it a huge hit. It was not an easy 

game to master .... a11d it still is11' t! 



The leap that Def ender made fro,n 
the ar,:ade platf or,n to Game Boy 

seemed lite a f1it of a stret,:h at first; 
but after playing it; all ,:on,:erns 
went out the window. As you are 

a(1out to disr:over; the game plays great! 

You' re f1ound to get a lot of 
enjoy1nent out of both sides of 

the Defender / Joust Game Pak. 
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Insert the Defender/Joust 
Game Pak (label side out) into 
the Game Boy unit and turn 
the power switch to the "ON" 
position. When the title 
screen appears , press 
LEFT/RIGHT on the Control Pad 
(or the SELECT Button) to 
choose Defender, and press 

the START, A or B Button . Press UP/DOWN on the Control Pad 
• 

(or the SELECT Button) to select the Options Menu, or press the 
START Button to play. On the Title screen , if you press LEFT on 
the Control Pad and the SELECT Button at the same time , you 
can access the High Scores table. 



0. 

CONTROlPAD-­
Up/Down 

Left/Right 

B BUTTON­
Smart Bomb 

0. 

-A BUTTON 
Shoot 

,____START'BUTTON 

Sf l,cy· BUTTON 
Hyperspace 

Pause Game 
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On the Defender title screen, select the Options menu by 
pressing UP/DOWN on the Control Pad (or the Select Button). 

Press the Start, 
A or B Button to 
enter the Options 
menu . By 

• 

pressing 
LEFT/RIGHT on the 
Control Pad, you 
can select the 
number of ships 
(lives) you will 
begin the game 
with (3 ,5 or 7). 



You can also adjust the difficulty level of the game (easy,normal PaC8 

or hard ) as well as the music and/or sound effects (on , or off). 
Switching the Rapid Fire option to the "ON" setting allows you 
to shoot multiple laser blasts when you hold the A Button. One 
of the nicer options the game offers is the ability to choose a 
normal or inverse graphic style. If you prefer to play Defender 
with a dark "space-I ike" background, choose the "NORMAL" 
setting . Use the Exit function to return to the Defender title 
screen . 

N o y·r : Yo u ,: a 11 ex t e 11 d t h e I i f e o f t h e r1 a t t e r i e s i 11 

your Caine Boy if you selef;t the INV[HS[ graphif;s 
mode r1ef:ause there are fewer pixels that are 
''tu r "e d o 11 '' i" this 1n ode. 
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Your objective is to eliminate the aliens and save the residents 
of the planet that you are defending. Simple , right? Yeah, it 
would be simple if it weren't for all of the aliens chasing you and 
trying to blast your ship into something that vaguely resembles 
unintelligible specks of cosmic dust. 

RUlfS 
1 You can fly your Defender spaceship anywhere: left, right, 

up and down. Don't worry about the ground. It won't 
affect your flight path at all. 

2 When Landers have snatched up 
all of the residents on a planet, the 
planet explodes. At this point, you 
don't want to be around! All 



Landers turn into Mutants (whether they have nabbed a Pace 
resident or not) and home in on your ship. If you've got 9 

\J Smart Bombs, this is a good time to make use of them. 
You've got to move fast and shoot quick! 

3 When you have eliminated the alien invaders by shooting 
them or dispatching them with a Smart Bomb, the attack 
wave ends. You will then collect any bonus points for 
saved residents and move on to the next attack wave. The 
attack wave also ends if your ship happens to collide with 
the last remaining enemy, but you will still lose a ship. 

WrAPONRY 
Your ship is equipped with a nose­
mounted laser cannon. You have 
unlimited use of it. Press the A Button to 
use it. You are also given a ration of 



Smart Bombs to use in tricky situations. Press the B 
Button to launch a Smart Bomb. 

Any of the 
• • 

enemies 1n 
Defender can 
blow up your 
ship. They can do 
this by either 
coming in direct 
contact with your 
ship or by 
shooting your 
ship. You need to 



be able to recognize each type of threat and be able to react 
quickly to that threat. While the descriptions of each enemy 
provided here should benefit you on your mission, nothing more 
than excellent hand-eye coordination and practice will make you 
a Defender ace. 

lAMDr R: 150 pc_lints 
This enemy is abundant throughout the mission. They are 
relatively slow. Their mission is to land on the surface of 
the planet and capture the residents you are trying to 
protect. Beware of the mines that Landers shoot out at 
you. 

M U T'A ff T': 15 0 p., i II ts 
When a Lander has made it to the top of the play field 
with one of your residents, it becomes a Mutant. It looks 
basically the same as a Lander, but it flashes and moves 
much faster. It's like a Lander gone mad~ arc c.1oe 
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B A I r·r R : 2 0 0 P O i 11 t s 

This enemy looks like a spaceship. They tend to approach 
from the rear toward the end of an Attack Wave. Since 
they are not very "tall ," they are a little difficult to hit. 
Sometimes, when you reverse directions quickly, there 
they are~ 

BOMBr R: 250 points 
Moving mostly vertically and dropping mines as it moves 
along, the slow-moving Bomber is the only enemy that 
won't chase you . That, however, does NOT mean that you 
shouldn't take evasive actions when approaching one. Of 
course , you'll want to avoid mines that are dropped by a 
Bomber. 



POD: 1000 p()i11ts 
Each Pod contains Swarmers. Don't shoot a Pod until you 
have cleared away most of the other enemies. Even 
though you are heavily rewarded for shooting a Pod, the 
risk that you take may not be worth the payoff. 

SWARMER: 150 p()i11ts 
From a blown Pod, Swarmers emerge to make 
your life pretty miserable. You have to fly away from 
Swarmers quickly because they will home in on you. 
If you hit a Pod from long range (actually the best thing 
to do), just keep blasting away at the same level because 
the Swarmers will be coming right for you! 

PaG8 
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p 
Don't fire a 
spray of lasers. 
Even though it 
can effectively 

• 

wipe out one or 
several 

• • 

enemies 1n one 
swoop, you run 
a greater risk 
of hitting a 
resident (either 

I 

FO p 

being taken aloft by a Lander or on the surface of the 
planet) . 



2 Make constant use of your Scanner screen. As you PaC8 

approach enemies, according to the Scanner, line your 15 
ship up with the enemy to give yourself the best chance 
of connecting early with a laser blast. 

3 Use Smart Bombs only as a last resort. For example , if 
you have a pack of pesky Swarmers following you and 
there are numerous other enemies in the general vicinity, 
this would be a good example of when it would be 
prudent to expend a Smart Bomb. 

4 You have to keep moving~ Not only will Landers 
automatically pick up all of the residents, other enemies 
like Pods , Baiters and Mutants will home in on your ship. 
You'd be a sitting duck if you didn't move at all . 

5 It's generally a good idea to blast Landers before they 
snatch residents from the planet surface. However, if you 
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get to the point in a stage where there aren't many 
aliens left to deal with , you may consider letting a Lander 
pick up a resident. This way, you can earn bonus points 
for not only destroying the Lander, but rescuing a 
resident will earn you points , too~ Of course , you always 
run the risk of blowing away the resident, so attempt this 
scoring technique at your own risk. 

6 Leave Pods alone until near the end of the round . Even 
though they're worth 1000 points, what you don't need is 
fast-moving Swarmers on your tail while you're trying to 
aim carefully at other aliens and rescue residents! 

7 When rescuing residents and setting them down on the 
planet surface , don't set them down on a mountain. Set 
them down as low as possible . That way, when you fly by 
with your laser cannon blazing, you'll be less likely to pick 



off a resident. Unfortunately, residents are always 
vulnerable to stray laser fire . 

8 Use the Hyperspace function to get out of trouble . 
However, like other games that have a hyperspace or 
"warping" feature , by using it, you may just be putting 
yourself into an 
even worse 
situation than 
the one you are 
trying to 
escape from . 

PaC8 
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11 th c 11 ·1st, I( 11 i g l1 ts < > n cc li res s c d f <> r bat t I e and 
111<>t1 n tcli l1<>rscs t<> cl1·1I le11ge <>nc (.tn<>ther to a cc)ntest 
called the jc)ust. ' l'hc knigl1ts <>f' tl1e f't1tL1rc will 
11 ,1 rt i c i 11 i1 t c i n a s i m i 1 a r g a 1n e, b tJ t w i 11 b c rid i n g 

wingcll lJc·1sts th·1t resemble the <>strichcs th ·1t y<> Lt 'lnci I knc>w 
t<>tia . ' l 'hc ., \ ill li<> l) ·1ttle in the skies t<>Ltching c.ic>wn lJricfl 
t<> regain their bearings ·ind t<> w·1it f<>r their nc t challenger t<> 
al) 11 r <> · 1 ch . v h at s t 11 i s ? Some <> f' ~ <> Lt 111 · 1 r c 1n c 1n be r say i n g 
these \\'<>r<-is vvl1cn J<>ttst first appearcci in tl1c arci1c.ics. 'Y<)LJ 
mean [ have t<> ricic an <>strich?'' <>ften fc)llowe<-i. Str~1nge, bLJt 
trt1e. ()srrich-ric.iing hcc~t111c sc>111cthing c>f ,1 cr~1ze in the early 
eigl1 tics ~1s .J <>ltst g~1i 11cci 11<>11t1 l,1ri t \Vi tl1 ,1rc~1lic cr<>wds. ' I 'he 
f·c ,1tl1cr-tl~tJ)J)i11g f't111 is s11rc,tliing <>11ce ~1g~1i11 ·1s J<>ttst makes a 
tr i t 11111) 11 · 1 n t r ct l l r n < > 11 (; t.l 111 e I~<> y ! 



• 
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nsert the I)efcncJer/ . .J<>t1st (,ame J)~ll< (l~1l)el si<Je <>Ltt) int<> tl1e 
(; •1111e I~<> ti nit and tt1rn tl1e 11<>wer sw itcl1 t<> the '() 

l)C)siti<>n. When the title sc reen 
appears, press Ll1: f '"l'/RIC-1H ,. l' on 
th e C.,. o n tr<> I J) ad ( <> r th e S ~~ I J ~"(..A' I' 
I~ LI t t < > n ) t < > c h < > < > s c J <> t I st, an <.i 

i1 r cs s th c S' I 'A R' l ~ f\ < > r 13 13 LI t t <> n . 
J>rcss l JJ) /l)()W <>n the ( ..A c>n tr<>I 
I>ad (<>r the S~:IJl1:C~'l' Bt1tt<)n) t<> 
select the Options l\lent1, or 
11ress the S'I'AR,.l' llt1tt<>n t<> pl ,1y. 



C~C)N' l '1{01 .J f)AI) 

Change direction 
Left or Right 

S 1~: I J I~ ( ) ' I ' 13 l J' I '' l 'C) N 

Not Used 

13 I~ l J'l'' l'()N 

Flap wings fast 
(when rapid -flap is 

activitated) 

Pause 

A I~ l J'I ''I 0 

Flap wings 
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n the J<>t1st title screen, ,tccess the ()pti<>ns 111cnt1 l1 i1rcssing the 
s~: I .,1-4:( ;' I ' 13t1tt()n twice ()r l)y 11ressing I )()W twice ()0 the ( ;()ntr<>I 

J)ad. Press the S' I Al{ I~ A or B 13 l J' IV I'() t<) enter the Options mcnt1. 

~ibes: Press l ..1eft <)r Right <) n the 
( ;() N' I ' I{() I ., I )Al) t<) se lect tl1e n timbe r 
<)f li ves y<>t1 will begin the gc11nc witl1 
(3,5 ()f 7). 

~cbe{: Adjust the <.iiffict1lty level <)f the 
game ( easy, n<)r111 ,1 I ,1nd 11 ,tr<.i ). 

rolu~ic: ' ll1rn the mt1sic <>n <>r <>ff. 

" J 't 
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9ounb ij~: rlllrn the sound effects on or 
off. 

c;>, •• ◄ ti( 

-- ('Jnme: ' l'hi s is prob·1bly the best option. 
(:h<><)sing N()l<MAIJ lets you play Joust on 
a single non-scrc)lling sc reen. If you select 
l JI)DAl~ED, you ' 11 play a newer version of 

J ot1st that 111 an feel is m Ltch l)ctter. All characters are larger and 
tl1c screen scrc)ll s left right ttp and dc)wn. rl 'his vcrsic)n allows you 
tc) im,1ginc that yc) u vc ZC)C) 111cd in to the action. 

ffiR,l.Jib ijfll,l.J: If this option is O , your ostrich wi ll flap its w ings 
ra11idly when you press the B BlJrl,r l'()N, thereby allc>wing faster 
fli ght. 

l Jse tl1e l~Xl'I' f't1ncti<>n t<> ret t1rn t<> the J<>tt st title screen. 



oust is n<>t an intric~1tc game. 'J'he <ll)ject is very sim11le. Y<>t1 
have t<> tal<e <>tit y<)ttr enc111ies in the exact sa111c manner as 

they w<>ttld take you out, bt1t y<>tt have to do it better. Study the 
follc)wing ''rules'' and put the 
following tips int<> practice to 
11 cc C) m c a J < > tJ st c x i1 er t ! 

1 !Shen you have defeated all 
enemies and have C(>llected 
all eggs, the Attack Wave 
ends and a new <>nc l1cgi ns. 

.., . a , ·« s d 



2 <f,1c l1 enerny will tt1rn int<) an egg when yo ti bes t it in a 
j<>ttsting m '-1tch. ( .)aptt1rc eacl1 egg by t<>uching it. If the egg 
re 1n,t ins tint<> tic h ed f<)r t<><) I <>ng, cl knight wi 11 e me rge f r<)tn it 
,tnci ·111ew <>stricl1 will fl y int<) 11icl" t1i1 the knight. I~' rc)m there, 
y<) t1 ' ll l1ave t<) e nte r i11t<) l) ·tttle <)nee ,1g,tin! 

:J ~ o be victorious in a joust, your lance must be slightly higher 
than ()tlr ()l)l)()ncnt S \Vl1 cn ()ll 1n·1ke C()nt·1ct. rl 'he higher 

l·1 ncc \vi ii al\v·1 ., s \Vin the j<>ttst. 

4 ~l1 erc ·trc c.iiffcrcnt t 11es <)f stages in the gc.1111c. l)t1ring an f"'gg 
vV·1ve )'<)Lt 111t1st (}tticl<I fl ,1r<>t1nd and pick t111 a ll of th e eggs 
before they revert back t<> ostriches. A Sttrvival Wave pits y<> LJ 
(.1g~1i11st nt1111 e r<>t1 s enem ies thr<>wn ,lt y<>t1 simt1ltane<>t1sly. 
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~uunbcr: 25() lJoittt~ 
~his is the most co1nmon Joust enemy. '1 he ostrich is dark in color. 
'l'hey are not very intelligent-flying in fairl y 11rcdict,1ble and flat 

11atterns. 

~untcr: 500 lJoittt~ 
fflore difficult to defeat than a l~ounder because they often chase 
after and home in <>n yc)u, the Hunter is 'ln <>strich of a lighter 

shade. 



e obuw Surb: 750 lJoint~ 
~ifficu lt to defeat because they're a lways c hasing after you, 
Sh·1c.ic>w l .1<> rc.ls c·1n be differentiated frc>m <>ther ostriches by 
their all-b lack a1)pcarancc 'lnc.i sh"1r1) L1i1/dc>wn fli ght patterns. 

tcruboctl)l: 1000 lJoint~ 
:Originally thought to be in inciblc the Pterodactyl will enter 
the pla f'icld when C)tt take t<><) lc)ng to cc>mplcte an Attack 
Wave. It flies fairly straight l1t1t is 
q LJ i t c fast. ' Io defeat it y <) LI 111 LI st h it i t 
directly in its mouth. o other si1c>t 
wi 11 get tl1c j<)l1 (i<>nc. It's best t<> j ltst 
,1 v < > i c.i i t. A I > t e r < > c.i (.1 ct y I w i 11 r c 111 a i n <) n 
t 11 C s Cr CC n LI n ti I y () l I c.i i e' ti C f'c at i t' () r 
cc)11111lctc the Att·1ck W,1vc. 
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rolake it your goal to fly using smooth fluid motions. 'l(>o 
much s11ccd C)r jerky 111c)vcments will make yc>ur <)Strich 
bounce <)ff ledges in an out-of-control manner. 

2 Use the Rapid-I•' lap button only when you're about to get 
hit. If y<)tJ tisc it as yc>ur main mcthc)d <)f 111<)ti<)n, you're 
liable t<) lose sc)mc cc>ntrc) I. 

!J ~t the start of a new Attack 
Wave, stancJ <)n a Generator 
l)latform tc) 11rcvent new enemy 
<)Striches f rc)111 appcari ng. 
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5 

7 

~ e son1cwh·1t aggress ive. If you take too long to defeat your 
c)p 11c)ncnts, tl1c fcars<)me Jltcrc)dactyl will a11pcar . 

.One of the best att·1ck methods to use is to fl y in soft 
ci<>w 11 war<l l) 'tttcr r1 s. ' l 'l1i s w,ty, y<> t1 ' II l)c ,tl) lc t<) recc)ver yc)ttr 
fl ying p<)ise easier after i1111)acts. 

~he Sh·1do~1 IA> rd 's fli ght pattern is tricky, so anticipate where 
l1c wi ll g<) and tr t<> l)C'lt l1i111 t<) t l1 at l)<>int s<> y<) tt can l)c <)n 
t<)p w l1 en l1 c 'lrri cs tl1cre ! 

ijiying too close to the 1·1 ·1 ·illo\.vs the 
IJ'1va ' l 'rc) ll (the thing that lo<)ks like a 

hand) to gral) y<> t1 'l nd pt1ll yot1 dc)wn i11t<> 
the l,1v,1. l Jsc l{ ,111i ci - l◄' l ,1 i1 if y<> t1 l1 ,1i)i1c11 
t<) gc t c,1 t1 g l1 t ·1 n ci y<) LI 111 ,l y l)c cl l1 I c t<) 
l) rc,1 I<. f rec. 



REV-H 
3-MONTH LIMITED WARRANTY (For Hardware, Game Paks, & Accessories) 
Nintendo of America Inc. ()Nintendot ) warrants to the original purchaser that the product (hardware, game paks and accessories) shall 
be free from defects in material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo will repair or replace the defective product or component part, at 
its option, free of charge. 

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only) 
Nintendo warrants to the original purchaser that the hardware product shall be free from defects in material and workmanship for an 
additional three (3) months beyond the original 3-month warranty period described above. If a defect covered by this warranty occurs 
during this additional 3-month warranty period, Nintendo will repair the defective hardware product or component free of charge. The 
original purchaser is entitled to this additional 3-month limited repair warranty only if the Consumer Proof of Purchase Card (attached to 
the hardware packaging when sold) is returned promptly after the date of purchase to Nintendo by the original purchaser or the original 
purchaser.JS retailer. 

WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY 
You may need only simple instructions to correct any problem with your product. 
Call the Consumer Assistance Hotline at: 1-800-255-3700 rather than going to your retailer. Hours of operation are 4 a.m. to Midnight, 
Pacific Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (times subject to change). If the problem cannot be 
solved over the telephone, you will be referred to the nearest NINTENDO AUTHORIZED REPAIR CenterSM or you will be offered 
express factory service through Nintendo. In some instances, it may be necessary for you to ship the complete product, FREIGHT 
PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location. 

WARRANTY LIMITATIONS 
THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO 
(INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY DEVICES); (b) IS 
USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, 
ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAD 
THE SERIAL NUMBER ALTERED, DEFACED, OR REMOVED. 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS APPLICABLE). IN NO 
EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED 
OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION 
OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS 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. Nintendo:is address is as set forth on 
the back cover of this manual. 

This warranty is valid only in the United States 



NEED HELP WITH INSTALLATION, MAINTENANCE, 
OR SERVICE? CALL 1-800-255-3700. 

intend 
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