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MOVEMENT

All movement in Autoduel is controlled with a joystick. In town or on the road,
simply push the joystick lever in the direction you wish to travel. On the road or in
the Arena, the further the joystick is moved from center, the faster your vehicle will
go—up to its top speed. Centering the joystick will cause your vehicle to coast to a
stop, while pulling the joystick in the opposite direction of travel will result in a
braking action and eventual reverse movement.

COMMAND SUMMARY

CTRL-C—display Car status.

CTRL-D—display Driver status.

CTRL-L—display Location & date.

CTRL-R—display Roster of all cars.

CTRL-S—toggle Sound on/off.

CTRL-T—display courier Tasks & salvaged goods in cargo area.
SPACEBAR — Bypass delay time of message.

ESC—Pause the game.

Button 0—Fire Active Weapon.

Button 1-Select Active Weapon.

0-9—Select Active Weapon.

G—Get infout of car.

Q—Quit & Save game. MUST BE USED TO END GAME PLAY.

TO BEGIN PLAYING AUTODUEL:

1. First make a copy of side B of your Autodue/ disk, using either COPY A from the
DOS 3.3 System Master or FILER from the PRODOS User Disk.

2. Put Side A in your computer's disk drive and turn on the power.

3. Press any key to bypass the title page.

4. Type “3" at first menu to create a new driver. Refer to Player Manual for
instructions on creating a new driver.

TWO DISK DRIVE OPTION:

To use two disk drives, first make a copy of side B of your Autodue/ disk, using
either COPY A from the DOS 3.3 System Master or FILER from the PRODOS User

Disk. Insert the copy into the second drive and choose the two drive option from
the opening menu.

TO STOP PLAYING AUTODUEL:

1. Press :"Q" to Quit & Save the game. If you are in the Arena or on the road, the
game will be saved at the last town you were in.
2. Press RESET or turn the power off and on to boot another disk.

NOTE: FAILURE TO USE THE QUIT COMMAND WILL
RESULT IN THE LOSS OF THE CURRENT DRIVER.

Special Note: As your driver grows in Prestige, special courier tasks will be offered
to you through a series of clues. It is advantageous to pursue these missions
whenever possible. Check for rumors at the Truck Stops and Bars for information
on these special tasks.
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Game Instructions

ABDU T THE GAME

Autoduel takes you to the freeways of the future — where the right of way
goes to the biggest guns. You will design your own vehicle — with weap-
ons, armor, power plants, tires, and suspension — and take it out on the
road. You may come home an “ace,” or crash and burn. If you survive,
your abilities will improve, and you can win cash to improve your car or
buy a better one. As an autoduellist you have several ways to win fame
and fortune. You can fight in the arena to the cheers of the audience,
pitting your car against others. You can be a courier, carrying valuable
cargos from city to city along dangerous roads. You can be a vigilante,
fighting the road outlaws and cycle gangs. You'll probably want to do all
three . . . it's up to you. As your fame and skill increase, you'll meet high-
placed people on both sides of the law. If you make the right choices —
and keep your wheels and guns in top shape — you can become one of
the real heros of this future world. How? It's up to you to find out. Good
luck . . .

BODT ING THE DISK

To play Autoduel, you will need a computer and a joystick. To start the
game, boot Side A of your Autoduel disk, making sure that your joystick is
plugged in first. The introductory graphics will appear, and continue until
a key is pressed. When you press a key, the screen will clear and the
opening menu will appear. Choose whether you will be playing with one or
two disk drives and proceed from there. Consult the Player Reference
Card if you are uncertain of the booting procedure or how to use the

. o two-drive option.
Copyright ® 1985 by Origin Systems Inc.
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YOUR DRIVER CHARACTER

In Autoduel, your character is called a driver (since most of the time will
be spent behind the wheel). Only one driver can be in play at a time. If
more than one person wants to play the game, each one will need a sepa-
rate disk to save their own driver. The starting menu gives you three
options for your driver. If you have already played the game, you can:

Continue with Current Driver, and use the driver already on your game
disk;

A publication of the American Autoduel Association.
All rights reserved.




Activate an Old Driver saved on another disk. If you activate an old driver,

you will be given a chance to save the current driver onto a spare

formatted disk;

Create a New Driver. If you have not played — or if you want a new

character — choose this option. You must do this when you play for the

first time. To create your new driver, go through the following steps:

(1) Choose a name and type it in. If you make a mistake, backspace and
type over. The maximum length for a name is 16 letters.

(2) Choose your abilities. You have 50 points to divide between your three
abilities (Driver, Marksmanship, and Mechanic). This will give your
starting skills — but you can improve them during play. The highest
any of your skills can get is 99.

Driving skill helps in handling your car on the road and in the arena. The

better your skill, the better your car will handle and the less likely you are

to lose control and crash. Driving skill is increased by practice on the
road, or by winning an arena event.

Marksmanship skill helps you shoot accurately. The better your skill, the
more likely you are to hit your foes, and the more damage you will do.
Marksmanship is increased by successful combat.

Mechanic skill is used to salvage weapons and ammo from the cars you
defeat on the highway and in the arena. The better your skill, the more
likely you are to find useable items. Salvaged ammo can be used in your
own car; salvaged weapons and parts can be sold at the salvage yard.
Mechanic skill can only be increased by taking lessons at the garage, or
by successful attempts at salvage. Use the keys specified on the refer-
ence card to move between skills, and to add or subtract points. When
you are finished, press “D” for “Done.” There are a few things about your
driver that will always be the same when the game starts:

(1) Money. Your driver will automatically start out with $2,000 in cash.
Additional money can be earned in many ways, which will be
discussed later.

(2) Health. This starts at 3 (perfect health). Injuries can reduce it to 2 or
1; a health of 0 means you're dead! Injuries can be cured at Gold Cross
(see p. 8). Health can never be improved above 3 (although body
armor will give extra protection, which is displayed on the screen as
health.)

G

(3) Prestige. This starts at 0 — you're an unknown. Arena victories,
successful courier runs, and certain other things can increase your
prestige. Failed courier jobs, dishonesty, and certain other things can
decrease your prestige — but it never drops below 0. High prestige
has many advantages, as you will learn.

AME COMMANDS

Driving: Your car is controlled by the joystick. It will turn and accelerate in
the direction you push the stick. If the stick is centered, the car will gradu-
ally decelerate. If the stick is pulled directly backwards, the car will brake
quickly and then drive in reverse.

Getting in and out of the vehicle. The “G” key will allow the driver to leave
the car. Hitting “G” again will allow the driver to re-enter his car if near it.
You cannot enter any car but your own.

Gunnery: Pushbutton 1 (Apple Version) chooses your “active weapon”’
This is the only weapon you can fire. Weapons are numbered from 1 to 0
(10) in the upper left corner of your car display screen. Each time you
press button 1, the active weapon changes. You can also set your active
weapon by pressing the corresponding number on the keyboard. Push-
button 0 fires your active weapon. If you hold it down, the weapon will fire
repeatedly. This is often a waste of ammunition.

Status: There are keyboard commands to let you check the status of your
character. These bookkeeping utilities are provided so you don't have to
write down personal information on each driver. They can be used at
virtually any time once play begins; referring to them will suspend play,
even during combat.

CTRL-D — Driver status. Displays driver’s skills, bank account, health and
body armor, and whether he has a clone at Gold Cross.

CTRL-C — Car status. Displays name, components, performance figures,
current damage, and current value of the active car. Also displays the
driver’s bankroll.

CTRL-R — Roster of cars. Displays names of all cars currently owned by
the driver, and the city where each is stored.

CTRL-T — Task status. Displays a list of all courier jobs and salvaged
weapons being carried in the active car.



CTRL-L — Location. Displays the location of the driver (by city, road, or
arena contest) and the current date.

Other Controls:

CTRL-S — Sound. Toggles the game sound on or off.

SPACEBAR — Continue. Allows player to escape the normal delay time
provided to allow a text message to be read.

Q — Quit. Save the game. When you restart the game, you will be in the
truck stop of your current city, or (if you are on the road) the last city you
were in. This command must be used to finish a play session. Other-
wise, your driver will be dead the next time the disk is booted!
Two-Player Controls: (Apple Version) Although Autoduel is designed
primarily as a one-player game, it can work for two players in coopera-
tion. One player is the driver, controlling the car's movement. The other is
the gunner, controlling its weapons. This system only works for an Apple
lle or llc. If you have a lle or lic, the “Open Apple” button can work as
Button 0 — the firing command. The driver uses the joystick in the
normal way; the gunner uses the keyboard, hitting the number keys to
choose a weapon and the “Open Apple” button to fire. This does not keep
the driver from firing as well, if he chooses. If you want to be totally realis-
tic, leave two empty spaces in any vehicle that you use this way. The extra
two spaces are for the gunner’s seat!

GE TTING STARTED

When you start the game, you don't have
any possessions except $2000 in cash.
The very first thing you should do is hike (4
over to the Truck Stop and buy some body 2
armor! A good duellist is never without
armor, except possibly in the bathtub.
After that, you will want to earn some
money. If you buy a car, there are several
ways to earn money. But with the money
you now have in your pocket, you can’t
afford a very good car. You'd probably be 3

killed as soon as you hit the road. So most aspiring duellists go down to
the arena and gamble their fame — and their lives — at Amateur Night!
For details, see page 7.

RAVEL AROUND TOWN

When you are in a city or town, you can use the joystick to move around
the streets and into the buildings. Each building has a door. When you
enter the door, the town map will vanish and you will be greeted by the
inhabitants of the building. Each building will give you a menu of different
possible actions. The buildings are:

The Truck Stop

If you just bought body armor, you're already in the truck stop. Every town
has one. Looking around, you see that it is a fortified building within
heavy concrete walls. Around you are ordinary drivers, hot-shot duellists,
tough truckers, and even a few outlaw bikers, all talking and eating peace-
fully. The truck stop is “neutral territory” — nobody fights there and any-
one can rest or pick up rumors. Your choices in the truck stop are:

(1) Catch a bus — $100. If you need to get to the next town and you don’t
have a car with you, this is the way to do it. A bus ride takes one
day. You could try to walk to the next city — it's possible — but you
probably wouldn't last a mile.

(2) Listen for rumors. This takes no time and costs no money. Sometimes
you will pick up an interesting piece of information! Of course, not all
rumors are true. You will never hear more than one rumor per day in
the same place.

(3) Get batteries charged — $50. This takes no time. It brings your car'’s
power plant up to full charge. The price is the same, regardless of the
charge level your car started with.

(4) Get a room — $10/night. You can stay for as long as you want; when
the clerk asks you how many nights you will be staying, type in the
number. This is a good way to pass the time quickly if you are waiting
for a special event at the local arena. Some Truck Stop clerks will take
pity on a driver who's broke and let them sleep in the lobby, but this
can be risky.

(5) Buy body armor — $250. Body armor gives you 3 more damage
points. Damaged armor cannot be repaired, so it has no trade-in
value. If you are already wearing damaged body armor, it will be
replaced with a new set.



The Assembly Line

This is the huge, automated factory where new duelling vehicles are built.
Assembly lines are only found in New York, Boston, and Pittsburgh. The
only reason to visit here is to buy a new car, custom-tailored to your spec-
ifications. No driver can own more than 8 cars (and few need that many).
If you already own 8 cars, you cannot visit the assembly line. If you enter
the assembly line by mistake, you can leave by hitting a (CR) immedi-
ately when asked for the name of the car you want to build. You may
also leave the Assembly line at any time by pressing the appropriate key
specified on the reference card. Your choices at the assembly line are
discussed in detail on p. 15, under “Building a Car”

The Salvage Yard

This is a large, grimy lot, full of damaged and wrecked cars, dismounted

weapons, and piles of spare parts. About half the towns you will visit will

have salvage yards. This is the place to go to get rid of cars you no longer

want, sell weapons salvaged from your road kills, etc. Your choices are:

(1) Sell a car. You must have an active vehicle — you cannot sell a car
unless you drive it into the lot. The salvage operator will make you an
offer, which you are free to accept or decline.

(2) Sell weapons off your car. Again, you must have an active vehicle. The
operator will ask you which of its weapons you want to sell. The price
offered will be based on the weapon'’s original value and the damage it
has taken. You are free to decline, but you won’t get a better offer.

(3) Sell salvaged goods. This is your chance to sell the weapons and other
gear that you have salvaged from the vehicles you defeated on the
road. The salvage operator will make you an offer, just as for the
weapons on your own car. This is the only way to get rid of salvaged
weapons — and any offer is better than carrying them around with
you. You cannot mount salvaged weapons in your own car — they
aren't likely to fit.

The Weapon Shop

This is “Uncle Albert's Auto Shop and Gunnery Shop” — a showroom
featuring the latest in vehicle weapons and high-quality ammunition.
Uncle Albert has outlets in many towns. You have two choices at the
weapon shop:

(1) Buy weapons. The prices are the same as those charged at the
assembly line, and the shop will install the weapons at no extra

charge. Of course, you cannot add a weapon unless your car has the
space for it — see Building a Car, on p. 15

(2) Buy ammunition. You will be given a list of the weapons in your car;
you can buy ammao for any or all of them. Each weapon’s magazine
has a limited capacity of 20 rounds, and cannot be overfilled!

The Garage

Most of the larger towns have garages. They're pretty much like present-
day garages except for the heavy fences and the 50-caliber machine guns
mounted as point defense. Your choices at a garage are:

(1) Recharge your power supply — $50. This is the same service available
at the truck stop.

(2) Repair your active car. You must be driving a car to have it repaired.
The mechanic will give a repair estimate for each component, and ask
which one you want fixed. Repair cost depends on original cost and
the amount of damage. Most items must be repaired completely or
not at all. Tires cannot be repaired (they must be replaced). Armor can
be partially repaired, if you can't afford to fix it entirely.

(3) Store your active car. The garage will store the car you're driving
(leaving you on foot). The fee to store a car is $50, but you don’t have
to pay until you get the car back.

(4) Take a car out of storage — $50. The garage attendant will give you a
list of all your cars stored in the city; you can choose which one you
want. If you do not have the $50 storage fee, the garage won't let
you have your car back!

(5) Take mechanic lessons — $500. Each course lasts five days; there is
no limit to the number of courses you can take. Each course may raise
your Mechanic skill by a few points. The higher your skill, the less
likely it is to be improved by a course.

The Arena

This huge stadium holds daily “autoduel” events, ranging from the go-kart
contests of Amateur Night to the heavy-duty firefights of the Unlimited
Division. Any autoduelist worth their salt will soon become very familiar
with arenas in several cities. You have two choices at the arena:

(1) Practice by yourself — $20. You must be in your car. This is a good
chance to get the “feel” of a new vehicle, and to find out how the arena
is laid out. The fee is minimal; the real expense will come if you burn
up a lot of ammo in practice.







































AutoDuel Northeast Sector Map is available here:-

http://www.digitpress.com/library/manuals/c64/autoduel _pamphlet.pdf

NB: supplied map is IDENTICAL for C64 and Apple Il versions
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