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Scaring & Gaining Extra Districts 
OK, who's fooling who? The main objective of Missile Command is to 
score as many points as possible. The current player's point totals appear 
on screen directly under the city. If, after a game is over, you've 
accumulated one of the highest scores recorded, you will be added to the 
High Score table. 

You are awarded points for destroying enemy missiles, satellites, bombers, 
and smart bombs. The points breakdown for Round 1 are: 

• 25 points for each in-coming missile destroyed 
• 100 points for each satellite destroyed 
• 100 points for each bomber destroyed 
• 125 points for each smart bomb destroyed (see note below) 

Note: Bombers and satellites never appear at the same time; neither 
will appear until the second invasion of Round 1. Smart bombs won't 
begin appearing until the start of Round 3. 
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After every round, the points will increase as follows: 

POINTS TABLE 

Round 2: Round 1 points X 2 (i.e., 50 pts. for each incoming missile, etc.) 

Round 3: Round 1 points X 3 (i.e., 75 pts. for each incoming missile, etc.) 

Round 4: Round 1 points X 4 (i.e., 100 pts. for each incoming missile, etc.) 

Round 5: Round 1 points X 5 (i.e., 125 pts. for each incoming missile, etc.) 

Round 6 and beyond: Round 1 points X 6 (i.e., 150 points for each incoming 
missile, etc.) 

Bonus Points 
After all city-threatening objects have been destroyed, the following bonus 
points are awarded: 

• 100 points for each district remaining 
• 5 points for each unfired missile 

Bonus points also increase after every round in the same ratio as regular 
points (see POINTS TABLE above). 
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Extra Districts 
The city you are currently protecting will gain an extra district for every 
10,000 points you earn. However, six districts are the maximum you can 
have at one time. 

WHOOPS! GAME1S OVER ... 
The game is over when a city you are defending loses all of its districts, 

· including any extra districts gained by garnering 10,000 points. Again, if 
your score is among the highest at the conclusion of a game, you will be 
added to the High Score table . 
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CUSTOMER SERVICE 
SD-Dav Warranty 
Accolade, Inc. warrants for a period of 90 days from the date of purchase 
by the original purchaser of the Software that the recording medium on 
which it is recorded will be free from defects in materials and 
workmanship. Defective media which has not been subjected to misuse, 
excessive wear or damage due to carelessness may be returned during the 
90-day period without charge. 

Ta recei11e warranty serllice: 
1 DO NOT return your defective Game Pak to the retailer. 

2 Notify Accolade Customer Service of the problem by calling 
(408) 296-8400 between the hours of 8am and 5pm (Pacific Standard 
Time) Monday through Friday. Please do not send your Pak to 
Accolade before calling Customer Service. 

3 If the Customer Service Representative is unable to solve the problem by 
phone, you will be provided with a Return Authorization number. 
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Simply record this number on the outside packaging of your defective Pak 
(be sure your packaging is at least 4 11 x 611 as many shipping companies 
will not ship anything smaller), and return your Pak FREIGHT PREPAID 
AND INSURED FOR LOSS OR DAMAGE, together with your sales slip or 
similar proof-of-purchase within the 90-day warranty period to: 

Accolade 
Customer Service 

550 S. Winchester Blvd . 
San Jose, CA 95128 

After the 90-day period, defective media may be replaced in the United 
States for $15 (plus 8.25°/o sales tax if the purchaser resides in California) . 
Make checks payable to Accolade, Inc. and return to the address above. 
(To speed up processing, return only the cartridge, not other materials.) 
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LICENSE AGREEMENT and LEGAL MUMBO JUMBO 
This cartridge and the user manual are provided to the customer under I icense from Accolade, Inc. and are subject to 
the following terms and conditions, to which the customer agrees by opening the package of the cartridge and user 
manual and/or using the cartridge. Granting of this license does not transfer any right, title or interest in the cartridge or 
the user manual to the customer except as expressly set forth in this License Agreement. 

© 1981, 1991 Atari Corporation. Licensed by Accolade, Inc. All rights reserved. Neither the cartridge nor the user 
manual may be duplicated or copied for any reason. The customer may not transfer or resell the cartridge or user 
manual. Missile Command is a registered trademark of Atari Corporation. Developed by the Code Monkeys. All other 
trademarks and registered trademarks are properties of their respective owners. 

The remedies provided above are the customer's sole and exclusive remedies. In no event shall Accolade, Inc. be 
liable for any direct, indirect, special, incidental or consequential damages with respect to the cartridge or the user 
manual. Except as provided in the warranty section, Accolade, Inc. makes no warranties, either express or implied, 
with respect to the cartridge or the user manual, and expressly disclaims all implied warranties, including, without 
limitation, the warranty of merchantability and of fitness for a particular purpose. 




