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RRMON = CLASS THREE '
wWeRPONRY : CLASS ONE COLLISION DEFLECTORS
MANUEVERASILITY : MARGINAL

SUMMARY : NEGLIGIBLE THREAT, ATTARCIK AND DESTROY
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ARMDR = CLASS FIVE

WERPONNRY : CLASS SiX ATTACK SCREENS
MANUEVERABILITY : AVERRGE

SUMMRARRY : MEDIUM THREAT, APPROACH WITH CRUTION
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ARMDR = CLASS TWELVE

WEAPONRY : CLASS SEICHMT RAMMING SHIELOS
MANUEVERARSILITY : EXCERPTIONAL

SUMMARY : EXTREMELY DANGERDUS, ENGRAGE AT OWN RISIC
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A videogame for the Atari 2600
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Before turning the Consale on

Set the [TV TYPE] switch to COLOR for NTSC televisions or
B-W for PAL BOHz televisions,

Plug a Joystick into the Left Controller jack for gameplay
and menu navigation. Lead is for one player only.

Plug an optional AtariVox or SaveKey into the Right
Controller jack for saving high scores and audio options
[s2e below).

Atarillon/Saueliey

If an AtariVox or SaveKey is plugged into the Right
Controller jack, the following ‘Save' features are enabled:

Whenever a new high score is achieved, it is automatically
saved on the AtariVox or SaveKey.

Each Lead variation {the main garme, Lead 1K and Lead 4K)
can have one score saved for it,

When the 2600 is turned on, Lesd will load the previously
saved high scores.

The [SELECT] switch can be used to erase the previously
saved scores: hold [SELECT] while turning an the Console
to reset the high score of the main game; hold [SELECTI
when choosing either Lead 1K or Lead 4K from the Options
Menu to reset the high score for the chosen game.

_ Audio options

Audio options for the main game are saved on the
AtariVox or SaveKey whenever ‘Back' is selected on the
Options Menu,

Audio options are loaded when the console is turned on,
or when returning from Lead 1K/Lead 4K to the Main Title
Screen. (See “Main Game: Options Menu” for details.)

Console Controls

[LEFT DIFFICULTY] switches between ‘Pro" (A/EXPERT)
and “Amateur” (B/NOVICE) mode (main game only).

See Main Game: Setting the Difficulty for more information.

[RIGHT DIFFICULTY] turns on/off the Smart Bomb safe
activation mode.

See Gameplay Controls for mare information,

The [SELECT) switch is used for clearing high scores from
an attached AtariVox or SaveKey.

See the AtariVox/SaveKey section for more information.

Press [RESET! to;

* return to the Main Title Screen while you are playing the
main game, Lead 1K or Lead 4K.

® return to the Main Title Screen while you are on the
Options Menu.

* start a new gare while you are on the Main Title Screen.

Gameglay Lontrols
Ship mouement

Mave your ship with LEFT/RIGHT.
You can also use the diagonal directions to maove the ship.

During Fire' stages, press FIRE to shoot missiles.
The ship will auto-fire if you hald the buttan down.
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Lead I/Lead UK options

55 FIRE

The intreductory sequence can be skipped by pressing HRE
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Lead UK

Starting a new game

To start e screen.

_Stage Tupes

There are two stage types in Lead 4K:

e in 'Fire' stages you must shoot FHEF‘TES down
The color of each enemy shows how many hits it will
take before being eliminated

* in'Dodge’ stages you must dodge asteroids.

Each stage is composed of 100 elements
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