Flease return this cartridge to Data Age on ar before January
5, l#83. Upen our receipt of this returned prototype, you
will receive a finished production unit inclusive of bax art,
instructicn manual and video game club card.

We appreciate your compliance with this requese, as it will
assist us in expediting our future prototype development.

Thank you.
DATA AGE, INC.

You're on the road with Journey, one to “he world's hottess
rock groups. A spectacular performance has just ended. Now it's

YF =2 you to guide sach Journey band member past hordes of love-
crazed groupies, sneaky Enﬁirﬁﬁun. ang shifsv-eyved ters
T2 che sarecy of the Journev scape Vehicle Ln time to EEEE the

next concert.

Failure to avoid any of the above will cost you time and money.

Make it =o the nicugl vehicle in time and you're off %o your next
concert and an additiona +000. This game will be =sugh but not
impossible. You do have scme help. To assist vou, if you can reach
them, are your loyal roadies. Contact a roadis and you become inwvuln-
arable to the on ng cg for a shar: £ » But if things get ceal
tough, ¥ou have cnly cne hope - your E!E!EE_' Find your zanager and
¥ou will not only become invulnerable to the rest of the =z B T
you will alsc receive a 59,900 bonus.

Characters to Aveid

Idif’l-f:rliﬂ Sroupie

They will flock te you and can
sasily relieve you of $300.00, but
most important of all, they will =cob
you of precicus time.

Sneaky Photographer

Hidden in the crowd, the ghotocgrapher
will jump cut at the cpportune moment
eand indescriminitely =ake your pictura.
It will cost you tima and 5600.00 =o
sacure the negatives.




Shifty-ayed Promoters

The promotars will £ry to corner you
and "make you an offsr you can't re-
fuse”. This one will cost you
$2,000.

Stage Barriers
—
——] These annoying cbstacles won't cost
— You any money but they will slow you
3 —1 down making the rest of your run much
~ more difficult

Halpful Charactars

Loyal Roadie

He may be hard to reach in the crowd,
but contact him and ha will reandar
you invulnerable toc the onslaught for
a short tima.

Eminent Manager

When things ars looking bad, yeur
manager is the only one who can keep
you in the game. He will not only get
you through the crowd but he will also
get you an additional 59,900.

SCARAR" Escng= Vehicle

Catch a rids as it passes by and vou've
successfully guided cne Journey mem-
blrltn the safety of his escaps ve=
hiclae.

Journey Band Member/Plaver

Guide #ach Journey member through the
onslaught of groupias, promoters, sho-
tographers and barriers to their
ascapa. "Scarab”. But hurry, tise and
money are running cut!
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JOURNEY ESCAFPE

HOW TO PLAN YOUR BACKSTAGE ESCAPE

1. BHock up your video game system according to the manufacturer's
insetructions.

2. With game console powar OFF, Zirmly plug in your JOURNEY
ESCAPET™ game cartridge.

3. Turn game console power ON. An introductory scene should
appear which features the Journey Escape Vehicle against
a field of stars. If no picture appears, check to make
gure your game unit is hocked up correctly to your ™.
then try steps l-31 again.

4. Adjust the "Brightness" control on your TV for best contrast.

$. Plug your joystick controllers into the laft recepticle of
your game console. For two players, use both joystick
cantrollars. Player 1 uses the left controllar and Playsr 2
uses the right controller.

§. Depress "GAME SELECT" switch far one or two playar option.

£ |

To change to game play scens, push down the "GAME RESET"
switeh on your console. Waves 2f groupies (hearts), pro-
motors (heads with shifty eyes), and photographers (£lashing
lights) will continuously descend from the top of the screen.
The Jourmey hit "Don't Stop Believing”™ will be playing in
the background.

Use the "COLOR/BLACK & WHITE" switch to select the desired
background effsct.

3. Select your level of difficulty by positioning the *DIFFICULTY"
switch at either Level A (for Advanced) or Lavel 3 (for Begin=-
ners). You can match the skill levels of two players by hav-
ing one play at Level A and the other play at Levael B.

9. pPress red Fire Control Buttom to begin game play.

10. When a single player's turn is owver, push down tha "RESET"
switch to begin a new game. If there are two players, Player
Two must press the red Fire Button on hiz joystick controller
to start his =urn. Once Player Two's turn is cver, Player Cne
must press the red Fire control Button to start his second
turn; and so oOn-

11. Once the five players are safely in thelr vehicle, the gama
will revert to the first scene for about 15 seconds after
which =ime, it will auromatcically switch to tha game play
scene and an additional $50,000.00 will be added to your
scora.




BOW TO

PLAN YOUR SACKSTAGE ISCAPE (Cont.)

Sote: To prevent losing your accumulated score, do not
resat the game during the first scene. It will automatical-
ly change to the game play scena.

If a player fails to reach the escape vehicle in the allotted
tima, the game is over.

Ta start a4 new game, prass tha "GAME RESET" switch, then
press your red Fire Control Button.
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ITIONAL ESCAPE STRATEGIES

Snce you have started the game play, use your joystilck
saller == guide each Journey band member past the stage bar-
s, groupies, photographers and promoters. You will have &0
s of time to reach the escape vehicle so you must move past
sbstacles as fast as possible,

Try to contact a roadie Sr a manager when they appear. Once
you've made contact with a roadie, a series of musical notes will
play in rapid succession. As long as the notes are playing, you
will he able to run up the middle without being stopped by the ab-
stacles. The manager's appearance will be rare, but if you are
fortunate enough o contact him, you will earn an additional $9,%00
and will be able to run through the entire crowd to tha escape ve-
kisle without being stopped. The time you have just saved can be
applied to the next Journay band member. But be carefull Move
tma fast and you may miss the ascaps vehicle.

Note: For extra guick sideways or backward (downward) moves,
use the fire control button while shifting the joystick
in the desired direction.

Since the promoters will cost you more money than the
groupies or photographers, graater attention should ba
given to avoiding the promoters.




SCORING

At the start of the game, you will have 550,000 and 80 units

of time. Each time you get stopped by a groupie, photographers
or promoter you will lose some of your money. For example, con-
tacting a groupie will result in a loss of $300.00, a photogra-
phar $600.00 and a promoter 52,000.00. Each time you contact

a Manager, you will gain a bonus of $9,500.00.

If you make it to your ascape vahicle before your time runs out,

any extra time will be applied to the naxt band member. If you
manage to get all five band members into the escape vehicle with

time to spare, the extra time will be converted to a bonus of $100.00
for esach unit of time saved.

Once the five players are safely in their vehicle, the gams will
revert to the first scene for about 15 seconds after which tims it
will automatically switch to the game play scene and an additional
$50,000.00 will be added to your score.

Mote: To prevent losing your accumulated score, do not reset the
game during the first scene. It will automatically change
to the gama play scana.



