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REVENGE OF 
THE AVENGER 

The Facts 
The date: May 24, 1941. 
The place: The Denmark Strait between Iceland and 

Greenland. 
The circumstances: World War II. 
The event: The mighty German battleship, Bismarck, sinks 

HMS Hood. Within minutes, nearly 1,400 British seamen are 
sent to a watery death. 

The Revenge 
Suddenly the Allied control of the North Atlantic is severed 

by the world's most powerful fighting ship. And the British 
Admiralty wants revenge. It rallies every available warship in 
the North Atlantic-including the aircraft carrier Ark Royal. 

The Fantasy 
In the middle of the night on May 26, under cover of dark­

ness, a U.S. Navy prototype torpedo plane is secretly rushed 
to the Ark Royal. All hope rests on the prowess of this new 
secret weapon from America. The name of the flying fighter? 
The Grumman Avenger-soon to become the world's best­
known torpedo bomber. 

The Avenger sneaks up on the mighty Bismarck before 
dawn. Within a few hours, it knocks out the Bismarck's two 
main forward gun turrets as well as the two aft turrets. The 
Bismarck quickly becomes a sitting target and begins sinking 
into the icy North Atlantic. At 1016 hours the British order a 
cease fire. At 1040 hours the Bismarck capsizes and sinks. 
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The Mission 
Pure revenge. Sink the ship that sunk our ship. Sink the 

Bismarck with your Avenger. Or go down trying! 

Note: Dive Bomber is part history, part fantasy. Historically, 
the Avenger did not take part in the sinking of the Bismarck. 
Dive Bomber lets you experience what would have happened 
if one of the world's greatest torpedo bombers, the Avenger, had 
taken part in one of the most important events of WWII: the 
sinking of the Bismarck. 

GETTING STARTED 
To load Dive Bomber, follow the steps in this section for 

your particular system. 

Note: With your Atari or Commodore system, use the 
Epyx SOOXJ joystick with tactile-response microswitches 
for precise, instant control. The SOOXJ is the only joystick 
that actually fits your hand and puts the fire button right at 
your trigger finger. 

Atari ST 
1. Set up your system as explained in the owner's manual. 

You can control Dive Bomber with a mouse or joystick. To 
use a mouse, plug it into Mouse/Joystick port 0. To use a 
joystick, plug one into Joystick port 1. 

2. Insert the Dive Bomber disk into drive A and turn on your 
system. 

3. When the disk directory appears, double-click on the file 
DIVEBOMB.PRG. 

4. Watch and listen as the Dive Bomber program loads. (Or 
press Return to bypass the opening screens.) 



Commodore 64/128 
1. Set up your system as described in the owner's manual and 

plug in your joystick. 

2. Remove all disks from the disk drives and turn on the sys­
tem. For Commodore 128, hold down the (:: key when you 
turn on the system to set it to C64 mode. 

3. Insert the Dive Bomber disk into the drive, label side up. 
Type LOAD "*" ,8,1 and press the Return key. 

4. Watch and listen as the Dive Bomber program loads. (Or 
press Return to bypass the opening screens.) 

With the Epyx Fast Load Cartridge 

1. Follow the first two steps in the previous section. 

2. Insert the Dive Bomber disk into the drive. Hold down the 
(:: key and press Run/Stop. 

IBM PC and Compatibles 
1. Set up your system as described in the owner' s manual. If 

you're going to use a joystick, plug it in. 

2. Insert your DOS disk into drive A and turn on the system. 

3. When DOS is loaded, insert the Dive Bomber disk into 
drive A, label side up. If your system boots from a floppy 
drive, type DIVEBOMB and press Enter. If your system 
boots from a hard drive, type A: and press Enter. Then type 
DIVEBOMB and press Enter again. 

4. Watch and listen as the Dive Bomber program loads. (Or 
press Enter to bypass the opening screens.) 
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Amiga 
1. Set up your system as described in the owner's manual. You 

can control Dive Bomber with a mouse or joystick. To use 
a mouse, plug it into Mouse port 1. To use a joystick, plug 
one into Joystick port 2. 

2. Insert the Dive Bomber disk into the drive, label side 
up, and turn on your system. 

3. Watch and listen as the Dive Bomber program loads. (Or 
press Return to bypass the opening screens.) 

Apple II Series 
1. Set up your system as described in the owner's manual and 

plug in your joystick. 

2. Insert the Dive Bomber disk into the drive, label side 
up, and turn on your system. 

3. Watch and listen as the Dive Bomber program loads. (Or 
press Return to bypass the opening screens.) 

FLIGHT TRAINING 
In 1941, the Avenger was only a prototype. Even the most 

experienced pilots needed to familiarize themselves with its 
controls. 

Before you venture into the war zone, it's a good idea to 
practice flying the Avenger. On the selection screens that 
appear, choose an option by pointing to it and pressing the fire 
button. (On the Amiga and ST, you must make these selec­
tions with the mouse.) Then use the controls to practice your 
take-offs, landings, and torpedo runs on the Bismarck. 

II Note: If your mouse or joystick fails to respond, press M, which 
toggles between mouse and joystick control. 



The Controls 
rtl! ., 

Note: With an Amiga or ST, you can use a mouse or joystick to 
control the Avenger. For mouse control, roll the mouse when 
this manual tells you to move the joystick handle. Press the 
left mouse button in place of the joystick fire button. Press the 
right mouse button in place of the Spacebar. Press M on the 
keyboard to toggle between mouse and joystick control. 

Ascend. 
Descend. 

Bank right. 
Bank left. 

Brake. 
Reset a control. 

Display Pilot's screen. 
Display Engineer's 

screen. 

Display Navigator's 
screen. 

Pull joystick handle back. 
Push joystick handle forward. 
Push joystick handle right. 
Push joystick handle left. 
Press K. 
With the joystick handle, move the 
cursor across the control panel until 
it's pointing to a switch. Then press 
the fire button. 

Press 1. 
Press 2. 

Press 3. 

Display Tail Gunner's Press 4. 
screen. 

Switch between gun 
cursor and yoke. 

Fire machine gun. 
Drop a torpedo. 

Pause. 
Display status screen. 

Return to selection 
screens. 

Press Spacebar. 

Press the fire button. 
Press L twice (once to get it ready, 
once to let it go). 

Press P. 
Press S. 
Press Esc (or ~ on the 
Commodore). 
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To ensure a successful take-off, follow these steps: 

1. Press 2 to view the Engineer's screen. 

2. Turn on the light by pointing to the light switch and press­
ing the fire button. 

3. Lock your wings by pointing to the wing lock control and 
pressing the fire button. The switch moves to L (lock) . 

4. Set the arrester to U (up) position. 

5. Select a fuel tank by clicking on tank 1, 2, or 3. 

6. Set your fuel mixture to 2/3 rich. 

7. Set the throttle switch to 3/4 full. 

8. Start the engine by clicking on the ignition switch. 

9. Press 1 to display the Pilot's screen. 

10. Press K to release the brake. 

11. Nose up gently by pulling back on the joystick handle. The 
yoke should follow the handle. If the yoke fails to move, 
press Spacebar to toggle into yoke control. Check your 
ascent by watching your artificial horizon. 

12. Once you've cleared the deck, press 2 to display the 
Engineer's screen. Set the fuel mixture and throttle to me­
dium values. Set your landing gear and tail wheel to the U 
(up) position. The Avenger should stabilize in the air. 

I Note: See Pilot's Screen and Engineer's Screen later in 
this manual for illustrations and full details on using the 
controls. 



~~~~~~~~~~~~ 

rrtt ' Landing 
When you get close to the Ark Royal, follow these steps for 

a successful landing: 

1. Press 2 to view the Engineer's screen. 

2. Set the landing lights switch to On. This turns on the 
landing lights on the Ark Royal. 

3. Put the tail wheel in the D (down) position. 

4. Put the arrester in the D (down) position. 

5. Put your landing gear in the D (down) position. 

6. Reduce your airspeed to under 175 mph by reducing the 
throttle. 

7. Press 1 to view the Pilot's screen. (Check your airspeed. It 
should be under 175 mph. If not, return to the Engineer's 
screen and reset your throttle.) 

8. Make sure your altimeter reads between 50 and 100 feet. 

9. Keep your descent (vertical) speed at four feet per second 
or less. 

10. Adjust your nose to level or slightly up for touchdown. 
Watch your artificial horizon to monitor your descent. 

I Note: See Pilot's Screen and Engineer's Screen later in 
this manual for illustrations and full details on using the 
controls. 
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THE REAL THING 
Now that you've had some flying practice, you're ready for 

real combat. And the German Navy is ready to protect the 
Bismarck-with Dornier aircraft, mines, E-boats, even U­
boats. 

On the Ark Royal the captain has you pick straws. Each 
straw is a different mission. The short straw is the most diffi­
cult mission. You can either accept your mission or reject it 
and choose another straw. Once you accept a mission, get 
ready to take on the German naval forces. Be sure you know 
what you're doing when you choose to attack the Bismarck. 
You only get one chance to torpedo the ship. And if you fail, 
the game ends. 

Pilot's Screen 
The Pilot's screen is the cockpit. Here you actually fly the 

plane. You can also shoot down the enemy with machine-gun 
fire and drop a torpedo on the Bismarck from this screen. 

Vertical Speed 

Artillery 
Rounds -1----1"=~ 

Remaining 
om pass 

Inverted~~::=;,J.--*ll,....JL,J 

T-Bar ~~~==~§§~==~~ 

Screen Selection Box Yoke 
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Airspeed Your airspeed is shown in hundreds of miles per 
hour. To increase or decrease airspeed, display the Engineer's 
screen and adjust the throttle and fuel mixture settings. 

Altimeter Red needle indicates altitude in tens of feet. Grey 
needle indicates altitude in hundreds of feet. White needle 
indicates altitude in thousands of feet. 

Artificial Horizon Shows your altitude and the angle of your 
wings relative to the fixed horizon. This is especially valuable 
when flying at night, in clouds, or in other low-visibility 
situations. 

Artillery Rounds Remaining Shows how much ammunition 
you have left. When the indicator reaches zero, you've run out 
of fire power. To fire, press Spacebar to toggle into gun 
control. A gunsight appears in your windshield. With the 
joystick handle, move the gunsight to aim, then press the fire 
button to fire on enemy aircraft, E-boats, U-boats, and mines. 
Press Spacebar again to toggle back into yoke control. 

Brake Stops the Avenger on the runway. During take-off, 
release the brake by pressing K. 

Compass Shows your direction of flight. 

Inverted T -Bar Gives the position of your ailerons (wing 
flaps) and rudder, reflecting how far up or down and right or 
left the yoke is set. 

Screen Selection Box Flashes when you're needed at another 
position. On the keyboard, press the number that's flashing to 
display the position. 

Torpedo When the lever is forward, a torpedo is waiting. To 
ready the torpedo, move the lever to the middle by pressing L. 
To drop the torpedo, press L again. 

Vertical Speed Numbers indicate up or down speed in tens of 
feet. 
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Yoke Steers the plane. To ascend, pull the joystick handle 
back. To descend, push the joystick handle forward. To bank, 
push the joystick handle right or left. The yoke follows the 
joystick handle. 

Engineer's Screen 
The Engineer' s screen is where you prepare your Avenger 

for take-off and landing. It is also where you make sure all 
systems are in order. When your plane is damaged you can 
continue flying, but the risks are high. Your best bet is to 
return to the Ark Royal for repairs. 

Fuel Gauges Screen Selection Box 

Light Switch Fuel Mixture 

Arrester This hook dangles from the rear of your plane and 
catches the landing cables on the Ark Royal's runway. Be sure 
it is down during a landing. 

Camera Switch the camera to On before dropping a torpedo. 
When it's all over you'll see a playback of your attack on the 
Bismarck. 

Fuel Gauges Measure the fuel level of their respective tanks. 

10 
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Fuel Mixture Adjusts your fuel and air ratio. Use a richer 
mixture for take-offs and fast get-aways. Use a leaner mixture 
for cruising. 

Fuel Tanks The three numbered quadrants represent your 
three fuel tanks. When one tank is empty (watch your fuel 
gauge), switch to another tank. Main tank 2 holds three times 
as much fuel as wing tanks 1 and 3. When a tank is almost 
empty the engine starts to stall out. Immediately switch to a 
full tank and the engine will restart itself automatically. 

Ignition Starts your engine. Never turn off your ignition 
during flight. 

Landing Lights Controls the lights on the runway of the Ark 
Royal. Unless the lights are on, you can't land. Once they are 
on, the Ark Royal will orient itself to you for a successful 
landing. 

Light Switch Turns the Engineer's light on and off. Always 
turn off the light before leaving the Engineer's screen since 
your lights make it easier for the enemy to spot you. 

Oil Pressure/Oil Temperature Indicate the condition of 
your engine. If the oil pressure gets too low, the engine fails. If 
the oil temperature gets too high, the engine overheats. Either 
circumstance is perilous. Ditch the plane before it crashes. 
(See Survival in this manual for instructions.) 

RPM Your engine's rotations per minute. To adjust the 
RPMs, move the throttle up or down. A void overrevving the 
engine (high RPMs). Redline (danger) is 5,000 RPM. 

Screen Selection Box Flashes when you're needed at another 
position. On the keyboard, press the number that's flashing to 
display the position. 

Tail Wheel and Landing Gear For landing, switch both of 
these levers to the down position. Otherwise, keep them up 
during flight. 
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Throttle Controls your engine speed. During flight it should 
usually be set at medium. 

Torpedo If you are planning to attack the Bismarck, carry a 
torpedo. Otherwise, it's added baggage that weighs down your 
Avenger. To load the torpedo, flick the torpedo switch to Y 
(yes) before take-off. 

Wing Lock Always set the wings to the L (locked) position 
during take-off and flight. 

Navigator's Screen 
From the Navigator's screen you'll create flight plans and 

monitor reports of enemy locations. The Navigator's screen 
has four views, or quadrants, making up a complete map. To 
move from quadrant to quadrant, push your cursor against any 
edge of the screen. 

To set a flight pattern from the Navigator's screen, move to 
a quadrant. Position the cursor in the quadrant and press the 
fire button. A destination cursor drops onto the map. To set a 
flight pattern from the Pilot's screen, fly in the direction 
indicated by the vertical red bar on the compass. 

Bismarck Ark Royal Screen Selection Box 

Avenger Mine Field 

12 
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Ark Royal The British aircraft carrier that is your home base. 

Avenger The United States Navy torpedo bomber you are 
flying. 

Bismarck Your ultimate target-the queen mother of all the 
battleships of World War II. She has a crew of over 2,300 men 
and carries 15-inch guns. You have one opportunity to sink the 
Bismarck. If you fail, the game ends. 

E-Boats Carrying deadly anti-aircraft guns, these are 
Germany's answer to U.S. PT class boats. Each boat represents 
a group of from one to five boats. 

Enemy Fighters Advance radar sightings of enemy Dornier 
aircraft. Each plane represents a group of from one to ten 
planes. 

Mines Contact-sensitive explosives planted in the waters. 
Shoot and destroy them before they destroy the Ark Royal. 

Screen Selection Box Flashes when you're needed at another 
position. On the keyboard, press the number that's flashing to 
display the position. · 

U-Boats German submarines carrying anti-aircraft guns and 
torpedoes. Each submarine represents one to five subs sailing 
together. You can only see them when they surface. 

13 
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Tail Gunner's Screen 
From the Tail Gunner's screen you '11 be firing at the en­

emy- especially at targets you may miss from the Pilot's 
screen. 

t t 
Artillery Rounds Screen Selection Box 

Remaining 

Artillery Rounds Remaining Shows how much ammunition 
you have left. When the indicator reaches zero, you've run out 
of fire power. 

Gunsight Use the joystick handle to move the gunsight and 
aim your gunfire at the enemy. Press the fire button to fire. 

Screen Selection Box Flashes when you're needed at another 
position. On the keyboard, press the number that's flashing to 
display the position. 
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SURVIVAL 
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Return to the Ark Royal frequently. This will give you a 
chance to refuel your tanks and restock your ammunition. 
Also, any damage done to your plane will be repaired. 

Fly trial runs to see how far a full load of fuel will take you. 
This will give you an idea of how long you can stay out before 
returning to the Ark Royal. 

When landing, keep the nose of the Avenger up, keep your 
airspeed under 175 mph, and keep your vertical descent at less 
than four feet per second. 

Don't worry about your direction when coming in for a 
landing. As soon as you tum on the landing lights the Ark 
Royal will orient itself to your position. 

Regularly check your status screen (press S) to see the 
extent of damage inflicted on the Ark Royal and on your 
Avenger. 

If you run out of fuel or if your plane experiences engine 
failure, ditch your Avenger in the ocean. To ditch, land very 
softly at the lowest possible speed (under 100 mph) with your 
landing gear up. Once you hit the water, switch off the engine 
immediately and wait for the rescue team. 

You can only drop a torpedo on the Bismarck. When releas­
ing a torpedo, fly very low (about 100 feet) . Drop the torpedo 
when you are close to the Bismarck. The torpedo will skim the 
water, increasing your chances for a perfect hit. 

Fly under 2,000 feet as often as possible to avoid being 
picked up on enemy radar. This is a valuable tactic when 
attacking the Bismarck. If a spotlight is tracking you, lose it by 
changing direction quickly. 

Keep your engine lights off except when direly needed. 
Enemy flak increases when the Germans can see you. 

Eliminate as many enemy U-boats and E-boats as you can 
before trying to torpedo the Bismarck. Otherwise the Ark 
Royal will be in danger when you're not there to defend it. 

Keep your eye on the Bismarck. If it sails off the map you 
may not be able to raise it again and complete your mission. If 
you fail to hit the Bismarck with a torpedo, the game ends. 

Protect the Ark Royal at all costs. If it's destroyed you have 
nowhere to go for repairs and refueling. 
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THE AVENGER 
The Grumman Avenger (codenamed Blackhawk), earned a 

reputation as the most deadly torpedo bomber developed 
during World War II. It quickly became the standard torpedo 
bomber for the entire U.S. Navy and was produced in larger 
numbers than any other torpedo bomber in history. 

The Avenger carried a crew of three men: a pilot, a gunner, 
and a navigator/radio operator who also manned the lower 
guns in some models. 

Avengers were built for the Battle of Midway, June, 1942. 
They also battled the Japanese at Rabaul, New Britain in the 
fall of 1943. In February, 1944, Avengers destroyed more than 
250 Japanese aircraft on the ground in the Truk Islands. 

An integral force in both the Atlantic and Pacific naval 
campaigns, Avengers also engaged in anti-submarine opera­
tions carried out from small escort carriers, beginning in 
February, 1943. By the spring of 1944 they had helped elimi­
nate enemy submarines from all major shipping lanes. 

Vital Statistics 
Wingspan 

Engines 

Maximum horsepower 
Top speed 

Carrying capacity 

Other armament 

16 

54 feet, 2 inches 
Wright double row R-2600 

Cyclone 

1600 
300 mph 
2,000 pounds of bombs or a 

standard torpedo 

.50 caliber machine gun in 
front cowl 

.50 caliber machine gun in 
the power-operated ball turret 
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THE BISMARCK 

rrtt ,, 

The infamous Bismarck was one of the largest and most 
powerful fighting ships ever built for the German Navy. 

It was first launched on February 14, 1939. But months of 
outfitting, trial runs, and finishing touches were needed before 
the Bismarck was finally completed in March, 1941. By then 
it had become a very powerful and extremely dangerous 
warship. 

Its crew consisted of over 2,300 officers and men. 

Vital Statistics 
Length 823 feet 

Beam 118 feet 
Planes 4 float planes for reconnaissance and 

combat 

Armament Eight 15-inch guns in four double turrets 
with a maximum range of 26 miles 

Twelve 5.9-inch guns in six double 
turrets with a maximum range of 14 miles 

A host of anti-aircraft weapons with a 
range of up to 11 miles 

Armor Side armor ug to 12.6 inches thick 
Decks up to .7 inches thick 
8.7 inch thick barbettes (armored 

protective cylinders around the 
gun turrets) 

14.1 inch thick main turrets 
3.9 inch thick secondary turrets 
A conning tower up to 13.8 inches thick 
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• The player becomes a street 
cat in this challenging 
urban competition to 
decide who is the 
baddest cat in town. 

• Speed through a maze 
of city streets to reach 
the next event. 

• 4 individual 
events test you r 
skills as you crawl, 
somersault,jump, 
roll, and run to com­
plete each one. 

• Receive bonus points 
by showing off you r great 
skill s in front of the judges. 

Available for most personal · computer systems. 

Limited Warranty 
Epyx, Inc. warrants to the original purchaserofthis Epyx software product that the medium on which this computer program is recorded is free from 
defects in materials and workmanship for a period of ninety (90) days from the date of purchase. This Epyx software program is sold "as is," that is 
without express or implied warranty of any kind, and Epyx is not liable for any losses or damages of any kind rasutting from usa of this program. Epyx 
agrees for a period of ninety (90) days to aoharrapair orraplaca, at 05 option, free of charge, any Epyx software product, postage paid, wnhproof of 
date of purchase, at its Factory Service Center. 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void ~the defect in the Epyx software 
product has arisen through abuse, unreasonable use, mistreatment, or neglect. This warranty is in lieu of all other express warranties and no other 
representation or claims of any natura shall be binding on or obligate Epyx. Any implied warranties applicable to this software product, including 
warranties of marchantabiloy andfonass for a particular purpose, are limned to the ninety (90) day period described above. In no avant will Epyx be 
liable for any special, incidental, or consequential damage resulting from possession, use, orma~unction of this Epyx software product. 

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of liability may not apply to you. This 
warranty gives you spac~ic legal rights, and you may also have otharrights which vary from state to state. 

Epyx®, Fast Load'm, and 500XJ'm are trademarks of Epyx, Inc. Apple® is a trademark of 
Apple Computer, Inc. Atari®and ST'mara trademarks of Atari Corporation. Amiga® is a 
trademark of Comnnodore-Amiga, Inc. Commodore®, Comnnodora 64®, and Commodore 128'm 
are trademarks of Commodore Electronics Limrted. IBM® is a trademark of International 
Business Machines Corporation. Dive Bombertm. Street Cattm, and U.S. Goldtm are trade-
marks of U.S. Gold Ltd., U.K. 

Diva Bomber game program is licensed from U.S. Gold Ltd.© 1987, Acme Animation/Gremlin 
Graphics Ltd . Diva Bomber manual wrrtten by Paula Polley and Epyx, Inc. 

© 1988, Epyx, Inc. All rights reserved. Reproduction of all or any portion of this manual is not 
allowed without the specific written permission of Epyx, Inc. 

PO. Box 8020, 600 Galveston Drive, Redwood City CA 94063 

© 1988 Epyx, Inc. 
Part #5000A-60 
Rev. A 



DIVE BOMBER 
Command Card 

for the Apple II series 

Read the Dive Bomber instruction manual for loading and general game-play 
instructions. Read this command card for keyboard controls and variations 
from the manual for the Apple II version of the game. 

Note: You must use a joystick to play Dive Bomber. 

Once the game loads, use your joystick to make menu selections. If the menu 
is blinking on screen, you may need to adjust the center of the joystick. Use the 
two dials on the joystick to align the vertical and horizontal positions of your 
cursor. 

Pilot's Screen 

Altimeter Red needle indicates altitude in hundreds of feet. Blue needle 
indicates altitude in thousands of feet. 

Artillery Toggle between gun control and yoke control by pressing any one of 
the following: Spacebar, Enter, Closed Apple key, or the second joystick 
button (if applicable). When you are in gun control, a gunsight appears in your 
windshield. With the joystick handle, move the gunsight to aim, then press 
either the fire button or the Open Apple key to fire on the enemy. 

Navigator's Screen 

Use either the fire button or the Open Apple key to set the destination cursor 
on the navigator's map. 

Strategy 

You must have at least 1 ,000 points before you can load a torpedo for an attack 
on the Bismarck. To load a torpedo, you must return to the Ark Royal. 



Additional Keys 

Press either Control R or Control C to reset the game. 

Press either Esc or P to pause the game. Press any key or the fire button to 
resume play. 

Press Control S to toggle the sound on and off. 

Apple® is a trademark of Apple Computer, Inc. Dive BomberTM is a trademark of U.S. Gold 
Ltd., U.K. 

© 1988, Epyx, Inc. All rights reserved. Part #50003D-62 



_ .,~ .~ ! '. OK, Fly Boy. You've just completed a mis­
.,_ . · · . ' ~ . ;/ '( sion in your Grumman Avenger bomber 

-; 1/ j plane. The night is cold and 
w;,. Le .. hed'light """ :;;;;, damp. You're thankful to be 
ClmicA,,tocSmf wearing your flight gear • • . 

Now, here's your chance to look like a real 
flying ace . Enter the Dive Bomber Sweep­
stakes for the chance to win an Avirex leather 

WWII Type G-1 Navy Flight ;:;~;.~;;:.;;;,:::::~g~::."~~~;~e~ 
Jacket. Plus , 1st Prizes featuring ~~;~~~~~~~:2,:;~'~v;;;~~l47th 

Avirex Silk Classic Aviator Scarves will also be 
AVIREX. u.s.A. g1 ven away. 

------------------------------------
Mail this official entry form to: 
Dive Bomber Sweepstakes 
P.O . Box 2117 
Murray Hill Station 
New York, NY 10156-0701 

Name _ ______ _____________ _ 

Address ____________________ _ 

City _________ State _____ Zip ____ _ 

Phone _________ Sex _____ Age ____ _ 

Jacket Size ___________________ _ 

Official Rules on reverse. 
Sweepstakes entries will be accepted from the U.S. only. Void where prohibited. 



U.S. GOLD "DIVE BO MBER SWEEPSTAKES" 
Official Rules 

I. To enter, fill out the official entry form in any specifically marked Dive Bomber Game boxes, orto receive an official 
entry form, send stamped self-addressed envelope to Dive Bomber Sweepstakes Official Entry Form Request , c/o TRG 
Commun ications Inc. , 10 East 34th St.. New York , NY 10016. Residents of Washington and Vermont will be 
reimbursed for postage. Mail completed entry form to DIVE BOMBER SWEEPSTAKES , PO. Box 2117. Murray Hill 
Station, New York, NY 10156-0701. Entry forms must be legible and completed in full to be valid. Entries must be 
received by March 31 , 1989 , when sweepstakes ends . Odds of winning will be determined by number of entries 
rece ived . Enter as often as you wish . but no person. family or household may win more than one prize . One entry per 
• nvelope . No rosponsibili ty is assumed for late , lost or misdi rected mai l, 
2 . NO PURCHAS E NECESSARY. All prizos will be awarded . Prizes are non-transferable and non-redeemable for 
ca'h . Nn ' ub, titutinn of pri t es by winners is permi tted . Sponmr reserve. the right to substitute prizes of equal or 
greater value. Prizes wi ll be shipped approximately twelve weeks after notification of winners . 
1. Fifteen (1 5) Grand Pri zes of an A vi rex Leather WWII type G- 1 Navy Flight Jacket, estimated value : $200 .00 each ; 
Eighty (~0) first pri zes of an AvireK Silk Classic Aviator Scarf, estimated value $22 .50 each; total approximate retail 
value of all prizes; $4 ,800. 
4 . Wi nners will be notifi ed by mail and may be requ ired to execute an affid avit of eligibility and release . Failure to 
Cl9.im prize or rerum execUied affidav it w ithin 30 days of notification attempt will result in forfeitu re of pri ze and 
random selection of an alternate winner. 
-~ - ALL FEDERAL. STATE and LOCAL TAXES will be the sole responsibility of prize winners . 
6. Void where prohibited by law. Sweepstakes open only to residents of the U. S. Employees and their immediate 
families of Epyx , Inc , , U.S . Gold Ltd. , Avirox U.S.A . , their affiliates , subsidiaries , advertising and promotions 
a~cncies are not cli g ihk to enter. 
7 . Winners will be selected in a random drawi ng which will be conducted on or about Apri l 15, 1989 , from among all 
~l i gib!Hntri ~s roc; iv; d by TRG Communications. Inc . , an indcpvndcntjudging organ ization . whose decisions on all 
matt~r' concerning th is sweepstakes will be fi nal. No correspondence wi ll be entered into and all entries become the 
property of EpyK, Inc , and/or U. S. Gold Ltd . 
8 . By accepting prizes, winner> grant to Epyx. Inc . and/or U.S. Gold Ltd . without limitation, the right to use their 
names and lil:cncsses for any advert ising and promotion purposes without furt her compensation to or permission from 
the entmnt, 
9 . For a list of prize w inners (ovailable after July 23 . 1989), send a self-addressed stamped(# 10) envelope to: Dive 
Bomber Sweepstakes Winner List, clo TRG Communications Inc., 10 East 34th St., New York , NY 10016. 

I 
~ Part #5000A-M 

---------l--------------------------

Mail this official entry form to: 

P.O Box 21 17 
Murray Hill Station 
New York , NY 10156-0701 



for the Apple II® and Compatibles 
©1988 Epyx. Inc. 
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