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FOR CENTURIES THE FEUDAL STRAR LoRns |
HAUE CONTROLLED THE GALAXL FROm
THEIR IMPENETRAELE STAR CASTLES.
OMfCE THEW WERE HAILED AS PROTECTORS
OF BEACE, NOW THEW SERUE ONLY TO
PELUNDER THE GALAYL OF ITS ENERGL AND
WEAL TH. LOU HAUE ASSEMELED A SMALL
FLEET OF SHIRS TO DESTROW THE STHAR
CASTLES AND RID THE GALAXY OF THEIR |
SCOURGE. HOW THEW LAUGHED WHEN THEL

\ HERRD OF LOUR ALANS, OH HOW THE
. LRUGHED!

Always turn the console POWER switch OFF when inserting or
removing an ATARI Game Program cartridge. This will protect the|
electronic components and prolong the life of your ATARI 2600 Video
Computer System.
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sTAR CASTLE ARCADE IS AN ATARI 2600
UERSION GF THE CLASSIC CINEMATRONICS
ARCADE GAME. THE OETELCTIVE OF THE
GAME IS SIMPLE: DESTROW THE STAR
CASTLES, COLLECT AS MANY BOINTS AS
L0U CAN, AND SURVIUE FOR AS LONG AS
POSSIELE.

T | = ol

1STLE IS FIREL

HE SCREEN. THE =
PRL rEC EW THREE POTATING ENERGH
RINGS. EACH RING CONSISTS OF TWELUE
SEGMENTS, WHICH CAN EE INDIVIDUALLL
CLEARED WHEN HIT TWICE EW LOUR SHIR'S
MISSILES. EEWARE THAT COMPLETELL!
ELIMMNATING THE OUTER RING WILL CAUSE
THE PEMAINING ENERGY RINGS TO EXPAND
OUTWARDS, AND A NEW INNER ENERG RING
WILL EE GENERPATELD.

S5TAR CASTLES ARE DEFENDED E THREE
HOMING MINES, WHICH WILL KILL LOUR SHIA
On CONTACT. THESE MINES WILL FOLLOW
LIOUR SHIR AROUND THE SCREEMN UNTIL
THEW PUN OUT OF FUEL OR LOU SHOOT
THEM. THE 5STAR CASTLE CAN EE
DESTROWED EL! A SINGLE MISSILE HIT ON
THE CENTRAL GUN THROUGH A GAR IN THE
PINGS. EUT EEWARE! ONCE SUCH A GAR HAS
EEEM MACE, THE GUMN WILL EE AELE TO
SHOOT DERDLY ENERGYW EOLTS AT WOUP
SHIA!

LOU EEGIN THE GAME WITH THREE SHIRS,
AND AN EXTRA SHIP WILL EE AWARDED FOR
EACH STAR CASTLE THAT LOU DESTROL.
THE 5TAR CASTLES WILL EECOME MORE




Plug your joystick controller into Press the FIRE button on the
the LEFT CONTROLLER port. joystick to begin a new game.

DURING THE GAME
UP

Hold the joystick in the UP position to accelerate your ship in the

||| direction that itis facing. @

s RIGHT———
Hold the joystick in Hold the joystickin
the LEFT position to the RIGHT position

rotate your ship @ 2»to rotate your ship

| anti-clockwise. ‘J l clockwise.

< FIRE N
Press the FIRE button on the joystick to shoot a missile from the front

of your ship.

e——

ON AN ATARI 2600 .

The game can be paused by sliding the COLOR/BW switch to
w the BW position. The game will resume when the switch is
5’ returned to the COLOR position.

(> < ON AN ATARI 7800

Press the PAUSE button once to pause the game, and again
l to resume the game.

1 l . | Toabandon agame and returnﬂto the title screen, press the RESET switch.

poInNTS ARE AWARDED AS FOLLOWS:

pUTER BING - 10 BOINTS PER SEGMENT
DESTROWED.

mMIDOLE RING - 20 POINTS PER SEGMENT
DESTROWED.

INNER PING - 30 POINTS PER SEGMENT
DESTROWED.

STAR CASTLE - 1440 POINTS WHEN
DESTROLED, ALUS AN EXTRA SHIA.

\ O BOINTS ARE AWARDED FOR

DESTROWING THE HOMING MINES.

OUTER RING __l

MIDDLE RING
]

INNER RING
STAR CASTLE

HOMING NIHEEIZ;_,




At the end of the game, you may be prompted

/When the LEFT DIFFICULTY switch is in the B position, the game
will begin with the normal level of difficulty.

With the LEFT DIFFICULTY switch in the A posmon the gerr-ne
will begin at a higher level of difficulty.

to enter your initials into the high score table

Hold the joystick UP or DOWN to change the
currently selected initial.

Hold the joystick LEFT or RIGHT to select
the next or previous initial. )\

) Pressing FIRE will save your initials into the
J. high score table.

| When the RIGHT DIFFICULTY switch is in the B position, your shlp i
W|II be deflected by the rlngs should it get too close. ,

Wlth the RIGHT DIFFICULTY switch in the A position, a colI|5|on
with the Star Castle will destroy your ship.

The game colors can be switched between NTSC, PAL, and BW

' | modes by pressing the SELECT switch on the title screen.

There is a separate

high score table for

each combination of
difficulty switches. amaill =
The game type @ g
shown at the top of

the high score table

relates to the E
following difficulty |

switch settings: \

Note that changes to the difficulty switch
settings will only take effect when you
begin-anew game.

(“

" \$Star Castle Arcade will store high scores permanently on the game

l cartridge. Do not switch off the console or unplug the cart immediately 4

| after entering your initials on the high score table, Doing so may cause 2 o .

E,‘ the saved scores to become corrupt.
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3 LERL COMPUTER GAME HAS ASTORW - THIS IS THE STORW OF 5TAR
S CASTLE ARCADE FOR THE ATARI 2600.

S STAR CASTLE ARCADE HISTORY

" THE ORIGINAL 5STAR CASTLE ARCADE GAME WAS FELERSED IN 1980 EW
INEMATRONICS. THE GAME WAS DESIGNED EW TIM SEELLY AND
" AFROGPAMMED EL SCOTT EODCEN. AROUND 1%.000 STAR CASTLE ARCADE
HEINETS WERE PRODUCED, AND AROUND 150 ARE KNOWN TOSTILL EXIST.

" CINEMATRONICS ARE PROERELY EEST KNOWN FOR PRODCUCING THE CARTOON
t GAMES OPAGONS LAIR [1983] AND SPACE ACE [198%]. THEW ARE ALSO WELL
noun AMONG ARCADE FANS FOR THEIR EARLIER ARCACDE GAMES USING
ECTOR DISALAYW TECHNOLOGY. DURING THE UECTOR ERA, FROM 1938
HROUGH 1883, CINEMATRONICS RELERSED 15 ARCADE GAMES USING UECTOR
DISPLALY TECHNOLOGY, INCLUDING CLASSICS SUCH AS FIR OFF, ARMOR
" AT TACE, AND OF COURSE STAR CASTLE. ALL OF THESE GAMES HAD NEARLLW
IDENTICAL CIRCUITRY, AND RELIED ON CLEVER PROGRAMMING TO RADART IT
~TO THE FEQIUIREMENTS OF EACH GAME.

WITH UECTOR DISPLAY TECHNOLOGY, SHARES ARE DRAWN OIRECTLW ON THE
"TUEE ElY THE ELECTRON GUN. THIS GIVES UECTOR GAMES A UERW
‘DISTINCTIVE ARPERRANCE, AS THE GAME OETELCTS HALE ESSENTIALLLY
UMNLIMITED RESOLUTION. THE GAMES HAUE A CRISP ANALOGUE APRERRAMNCE,
WITH SMOOTH ROTATION AND N0 TAGGED EDGES. UNFORTUNARTELW UECTOR
"DISPLAY TECHNOLOGY CANNOT ERSILY SHOW COLOUR, 50 GAMES LIKE STAR
'CASTLE FELW ON COLOUR OUERLALS FIRED TO THE FRONT OF THE SCREEN.

LUECTOF GAMES FEGIUIPE AN EXRENSIUE TUEE AND SUFFER FEROM UISIELE
FLICEER WHEN MANY OETECTS ARE DRAWN ON THE SCREEN. AS A RESLULT,
IECTOR DISPLALY TECHNOLOGY IN THE ARCADES WAS QIUICKLY REPLACED
L1 FASTER-S5CAN TECHNOLOGY, WHICH ITSELF IS NOW EEING PARIDLY MADE
JESOLETE EY DIGITAL LED/LCD DISPLALWY TECHNOLOGY.

-INEMATRONICS, THE UECTOR ERA CAME TO AN END IN 1983, AND AF TER

--------- MNEPLUE "HE COMPBPAN AS O TAN 1 1M 1983

“THE STORY OF STAR CASTLE ON THE'ARTARI 2600 UCS EEGINS IN 1981 WITH
HOWARD SCOTT WARSHAW. WHILE WORKING FOR ATAFRI, HE WAS ASSIGNED THE
& THSE OF FROCUCING R CONUERSION OF STAR CASTLE FOR THE UCS. EUT HE
500N DECIDED THAT ASTRAIGHT PORT OF THE GAME WOULD NOT EE
I POSSIELE. INSTEAD, HE WAS INSAIFED TO WRITE WARS' PELENGE, WHICH HAS
SOME MSUAL SIMILARITIES TO STAR CASTLE, EUT UERW DIFFERENT
GAME-PLAL. THE STORW OF STAR CASTLE ON THE UCS WOULD END AT THIS
& POINT WEPE IT NOT FOR THE EFFORTS OF ENTHUSIASTS NEAFLY 30 WEARS

[ LATER.

= STAR CASTLE ON THE UCS

& THE ATAFI 2600 UCS HRAS A LARGE CATALOGUE OF ARCADE PORTS, EUT

& THERFE APE ALS0 MANY GARS WHERE ARCADE GAMES DIC NOT MAKE IT TO

I THE LICS. 5O0ME OF THESE PORTS WERE FLANNED FOR RELERSE ON THE UCS,

ELUT AEANDONED DURING THE UIDEOD GAME CRASH OF 1983. A FEW OF THESE
HECADE PORTS HAUE SINCE EEEN UNEARTHED AS FARTIALLY COMPALETED
" BROTOTWRES [E.G. TURED ANC 1X10M], WHILE OTHERS [E.G. 200 KEERER]
- FEMAIN AS FUMOURS EARSED ON MAGARZINE ARTICLES AND PRESS RELERSES.
OF GAMES LIKE STAR CASTLE AND ROEOTROMN, PORTING WAS SIMALLY
DEEMED TOO TECHNICALLY CHALLENGING FOR THE UCS AND A DIRECT PORT
“WAS NOT ATTEMRTED.

THE UCS5 5TILL HAS A LARGE COMMUNITY OF FOLLOWERS, SOME OF WHOM
‘UWRITE GAMES FOR THE CONSOLE. THESE ARE ENTHUSIASTS WHO SREND
'COUNTLESS HOURS OF THEIR SPARE TIME TO KEER THE UCS CONSOLE ALIVE,
LONG AFTER ITS COMMERCIAL SHELF LIFE HAS EXRIRED. THANKS TO THE

INTERNET, AND THE ATARIAGE WEESITE IN FARTICULAR, THESE

THUSIASTS OF TEN WORK TOGETHER, THOUGH MAMNY OF THEM WILL LIKELL

[IELER MEET IN REAL LIFE. SOME ARE INTERESTED IN FILLING THE GARS IN
LICS CATALOGUE AND HAUE RORTED MISSING ARCADE TITLES, SUCH AS LADL

ELUG, STAR FIRE, COLONY 3, TUNO FIRST, ETLC.

HORTING AN ARCADE TITLE TO THE UCS IS NOT A STRAIGHTFORWARD TASE.
"THE LUICS5 IS5 A UERY LIMTED PLATFORM AND THE ARCADE MACHINES HALUE
‘MANY TIMES MORE PROCESSING FOWER. A PORT EEHEF‘HLLU TREES R

ITATIONS OF THE UCS. FOR STAR EFIETLE ARCACE, THE UCS IS INCARAELE
IF LECTOR GRAPHICS, EUT FLICKER IS USED CLEVERLY IN PLACES TO GILUE 3
. AME THE LOOK AND FEEL OF UECTORS.




JUMHANOANMLAL
@B OUER THE NEXT FEW MOMNTHS, THEEORE GAME WAS COMPLETED AND A
\ ISHLALAELE UERSION WAS URLOARDED-TH THE ATARIAGE WEESITE IN MARCH
T 2012. CHRIS WAL TON WAS ASSISTED EM NATHAN STRUM, WHO FROUVIDED THE
GAME GRARHICS, IUAN MACHADO WHO PRODUCED THE GAME 50UND EFFECTS,
ANC PICHARPD "EULOR" ARMITO WHO SURBPLIED THE TITLE MUSIC.
THE TwwO UERSIONS OF STAR CASTLE APE PATHER DIFFERENT: O. 5COTT
& EEPT WITHIN THE BE LIMTATION COMMON TO ATARI UCS GAMES OF THRT
& TIME. CHRIS USED 28K AND EXTRA PAM TO INCLUCDE FEATURES SUCH AS
" MULTI-COLOURPED FINGS, EXPLOSION EFFECTS, TITLE MUSIC, A SALASH
" SCPEEN, AND A HIGH-SCOPE THELE.

I THE FIFST ENTHUSIAST-DRIVEN ATTEMRT TO PORT ACROSS STAR CASTLE — 8 | <
'TO THE UCS WAS ANNOUNCED EW TROGDOR 1IN DECEMEER 2005, CALLED \ IN MAY 2012, D. SCOTT DECIDED TOSTART A KICKSTARTER PROTECT, 50
STELLAR FORTRESS. HIS UERSION USED LOW RESOLUTION FLAWFIELD . I THAT HIS GAME COULD SEE ALIMTED RELERSE TO THE COMMUNITW. THE
SEPARHICS TO DPAW THE RINGS. NEW FEATURES WERE ADCED UA TO MAY s l' RESPONSE WAS UERW ENTHUSIASTIC, AND THE FUNDING GOAL WAS QUICKLY
2008 EUT SADLL THE GAME WAS NEVER FULLY ALALAELE AND TROGOOR PEACHED. HE USED THE FUNDING TO EUILD CUSTOM CIRCUITRY AND CASES

MOUED ON TO OTHER FROTECTS. a 8 Fop THE GAME, AND FELERSED THE GAME TO SEUERAL HUNDRED EACKERS A
. ; [ FEIL! MONTHS LATER.

Il ALUGUST 2008, TOHM PAWSON PFOSTED A DEMO TO HIS ELOG SHOWING THAT

[P THE RINGS COULD EE DRAWN USING HIGH RESOLUTION SPRITE GRARHICS.

g ’5' THIS POINT, CHRIS WAS CLOSE TO COMPLETING HIS OWN 5STAR CASTLE
OWELER, HE DID NOT DEVELOP THE DEMO FURTHER AND MOVED ON TO ‘ |

" AFCACE POPT, EUT THERPE WEPE ELOCKERS EOTH TECHNICALLY ANC 1IN
THER PROTECTS TOO. MANY OF THE TECHNIQGUES THAT WERE )

" | FEAL-LIFE. HE HAD: CHANGED: TO A MORE CHALLENGING TOE, AND THE EIRTH
HEMTUALLL! USED IN STAFE CASTLE ARCADE, SUCH AS THE MULTI-COLORED ' OF HIS CAUGHTER WAS IMMINENT, 50 HE HAD LITTLE SPARE TIME TO WORK
S BINGS, WERE INSAIFED EL THIS DEMO. t | I

: ' 0N THE GAME. ALSO, THE GAME HAC PEACHED THE TIMING LIMITS OF THE UCS
| AnC 1T DI NOT SEEM AOSSIELE TO PROUIDE THE GAME WITH PERFECT
HE MEXT ATTEMAT WAS IN 2009 EL! OL.SCOTT WILLIAMSOMN, A FORMER ATARL & | EOLLISI0M DETECTION, FORTUNATEL L, AT THIS ROINT THOMAS TENTE5CH
- u . | . d 1
 LLIN: FROGRAMMER. HE WAS INSAIREC TO AT TEMAT THE FORT, EASED ON ] B e e e L=
' THE 5TORY OF WARS' REUENGE IN THE EOOK "RACING THE EEAM: THE ATAR I
WIDED COMPUTER SLSTEM [2008]". HE WORKED IN SECRET FOR AROUND A N s s s
| LIEAR, FINALLL PEUEALING THE COMPLETED GAME AT THE 2090 LIDED GAME ! :
e e eS| ‘ OUEL TIME-SLICING TECHMIGILE FOR THE EOULCER CASH UCS PORT. THIS
' THE COMMUMITY AT THIS AOINT, AND ENCOURAGED OTHER PROGRAMMERS TO QEHNIGQUE WOULD'EE RERFECT TO OUERCOME THE TIMING LIMITS THAT
L eeladS WEPE AFFECTING STAR CASTLE. MOST UCS GAMES PERFORM ALL OF THEIR
: ‘CALCULATIONS ON EUERL FRAME, 0 TIMES A SECONC. WITH TIME-SLICING,
B o L0 OF S TOR CHETLE DN-THEUCS WHS NOSTED-TO AN , “THE GAME CALCULATIONS MAY EE SEREACD ACAOSS SEUERAL FRAMES.
TARIAGE ELOG EX THOMAS TENTZSCH IN TULW 2010. HE DETERMINED HOW EEUIE LIER, LISING THIS TECHNIGIUE WOLLD REGILIRE AN ALMOST COMALETE
0. SCOT T HAD WRITTEN HIS PORT, AND PEVERSE-ENGINEERED THE ‘ ‘ PEWRITE OF THE STAR CASTLE GAME CODE.
‘BING-CRAWING TECHNIGILE, EASED PURELL ON UIDED FOOTHAGE. HOWELUER, ' ,
HIS WAS TUST FOR TECHNICAL CURIOSITL AND HE CID NOT INTEND TO : UNDETERRED EL THE EFFORT PEQUIRED, THOMAS SPENT THE NEXT WEAR
BROCUCE A FULL BORT AT THAT TIME, I EWORKING STAR CASTLE TO USE AN IMPROUED UERSION OF HIS TIME-SLICING
‘ ECHMIGILE. AN ADCED EONUS OF USING TIME-SLICING WAS THAT IT
THE FINAL ATTEMAT AT A STAR CASTLE AORT WAS STARTED EL CHAIS ALLOWED HIM TO INCLUDE MANL MORE FEATURES FROM THE ARCADE
WAL TOM IN DECEMEER 2011 HE WAS ALS0 INTERESTED IN THE TECHMICAL RSION. THE END RESULT WAS A UERL CLOSE MATCH TO THE ARCADE
ALLENGE ANC FROCUCED A GUICK DEMO, INSAIRED EL THE ARELIOUS 15100, AND 50 THE GAME WAS NAMED “STAR CASTLE ARCADE".
ORTS. THE RING CRAWING COCE WAS COMALETELD IN AROUND: A WEEK, AND: | :
MO POSTED TO HIS ATARIAGE ELOG. HE DID NOT INTEND TO ATTEMAT A —
MALETE PORT, EUT THE COMMUMITY FESAONSE WAS 50 ENCOURAGING

TIALUED WITH THE OO0




& GERFMANL. THE GAME GRAPHICS WERE SURPLIED EL MATHAM STRUM FROM

“FHE STORL OF STAR CASTLE ON THEULS ENDS AT THIS POINT. THERE ARE
f0uw TWO COMPLETE UCS PORTS, QUITE DIFFERENT FROM EACH OTHER. THE

¢ STHAF CASTLE ARCACE PORT TOOK NEAPLY 3 WEARS TO COMPLETE AND WAS -_ =

A TRULY INTERNATIONAL COLLAEORATION: THE GAME CODE WAS WRITTEN |
Ell CHRIS WALTON FROM SCOTLAND, AND THOMAS TENT=Z5CH FROM -

B
. |

¢ THE USA. THE CARTRIDGE LAEEL, EOX ART AND MAMNUAL WEPE CRAFTED EL—

i TOFPDI CAED FROM CATALONIA. THE 50UND EFFECTS WERE DEVISED EW IUAN—1N

(= MACHAD'O FROM ERARZIL. THE MELODY CARTRIDGE ON WHICH THE GAME 15
TORED WAS DESIGNED AND EUILT EX FRED QUIMEL FROM THE USA.
INALLY, THE GAME WAS PACKAGED AND FELEASED E ALEERT WARUSSO,
" THE OWNER OF THE ATARIAGE WEESITE, ALS0 IN THE USA. TOGETHER, THIS
 GEOUR IS KNOwn AS TERM ANTONWM.

& AS OF 2024+ STAR CASTLE ARCADE IS PUELISHED EW CHAMP GAMES.

|
| STELLAR FORTRESS

FTRS:~FOPUMS.ATARIAGE.COM TORIC/B0#4+E-STELLAR-FORTRESS ./

¢ TOHN PALSON DEMO

N7 TRs:/ FORUMS ATARIAGE.COM/ELOGS/ENTRY,/5136-STAR-CASTLE-ANWOMNE./
-
| THOMAS TENTZ25CH DEMO

[:- [T TRS:« FORUMS.ATRRIAGE.COM./ELOGS/ENTRY./3235-5TAR-CASTLE-ERAINSTORMING.”

t CHRIS WAL TON DEMO
BT THS: / FORUMS. ATARTIAGE.COM/ELOGS/ENTRL./B3E8-5TAR-CASTLE-KERNEL /

RICKSTARTER
8T THS: 7 KICKSTARTER.COM,/PROTECTS/E98159 145/ ATARI-2600-5TAR-CASTLE

L

| — R | | Pl |

/4 nﬁpﬂmmlﬂm
EF""E L D THOMAS TENT25CH

Crpis WAL TOM AN

B me AF TWORK AND APCADE MODEL:
——

|uan MACHADD AND THOMAS TENT25CH

RICHARD "KULOR" ARMITO

CART LAEEL, EO% AND MANUAL: i
TORDI CABO

CHET HARDIWARE:

FRED QUIMEWY

CHAMR Gameg .

ignn CASTLE ARCADE wouLD NOT HAVE BEEN . I
E‘:.'§'="‘E=LE WITHOUT THE HELP AND SUPPORT OF TH I
*=AT FOLKS 0N ATRRIAGE www.ATARIAGE.COM B . |

STRp

RSTLE pRODUCED
SR RRCADE MAW NOT BE RE

TRIBUTED wiTHOUT PERMISSION.
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DURING THE CHAMP GAMES LOGO

PROPER BRIGHTNESS CALIBRATION
If you hold the joystick LEFT and then press FIRE, a
simple brightness calibration screen shows up. At this
screen you should adjust contrast and brightness, so
that you can see and distinct all 8 bars. You leave the
screen by pressing RESET.

ERASE HIGH SCORES

If you hold the joystick RIGHT and then press FIRE, a
simple menu shows up which allows you to wipe the
high scores. With joystick UP and DOWN you select
one entry and then press FIRE.

INININN.CHAMIP.GAMES

\
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