TM

GRAPHIC COMPUTER SYSTEM

TM

A Milton Bradley Company
© General Consumer Electronics, Inc. 1983. Santa Monica, CA 90401. All Rights Reserved.
A copyright protection is claimed on the program stored within the cartridge.

TM

ourney to the icy waters beneath the North Pole. As commander of a
powerful and highly maneuverable submarine,
you must rescue the survivors of an ill-fated
expedition.
Seek out the survivors on your sonar
screen and pilot your sub to their rescue! To
complete your mission, you must avoid deadly
mine fields, enemy submarines and the terror
of the maelstrom! Monitor your oxygen supply
carefully and hurry! Lives are at stake!
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Setting up
n Make sure the console power cord is plugged into a 120
volt AC 60 cycle electrical outlet.
n Check to be sure the plug for the built-in control panel is
firmly seated in the control panel outlet on the right.
n MAKE SURE THE CONSOLE IS TURNED OFF BEFORE
INSERTING THE CARTRIDGE. Insert the cartridge into the
cartridge slot with the label side up. Be sure it is firmly inserted to the guideline marked on the cartridge.
n Insert the screen overlay behind the tabs at the top and
bottom of the screen.
n Turn the OFF/ON/VOLUME CONTROL to the ON position
(clockwise). You will see the Vectrex title for a few seconds,
then the name of the game.
n Adjust the volume control to the desired listening level.
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Polar Rescue Controls
Polar Rescue is played with the built-in control panel only.
The functions of the controls are:
Forward Thrust.
Engines full Forward. (Note:
Pressing Buttons 2 and 3 at
the same time will maintain
your sub’s current speed.)
Reverse Thrust.
Engines full Reverse.

Torpedo Fire.
Fires torpedoes at enemy
subs, mines and ice chunks.

Joystick.
Push forward to dive, backward to surface, left to rotate
your sub left and right to rotate your sub right.

Pause.
“Freezes” all action. Pauses
and holds the game until
you’re ready to come back
to it. Press again to resume
game.
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How to Play
Player Selection
Polar Rescue can be played as either a 1 or 2 player game.
When PLAYER appears on the screen, press
1
GAME
1
Button 1 once to switch to a two-player game.
PLAYER will then be displayed on the screen.
2
GAME
1
When played as a two-player game, use only the built-in
control panel and simply take turns with the controls. You
can return to a single player game by pressing Button 1
again before starting game play.
Skill Level Selection
You can begin Polar Rescue at any of four different skill levels. Level 1 is the least difficult; Level 4 is the most difficult.
To select the skill level, press Button 2. This option allows
you to skip past levels you have already mastered.
Starting Game Play
Once you have selected the number of players and the skill
level, press Button 4 to begin your rescue mission!
Game Play
Your goal in Polar Rescue is to successfully maneuver your
submarine in the icy waters beneath the North Pole and rescue the survivors of an ill-fated mission. You’ll battle enemy
subs, blow up and avoid mine fields and ice chunks, even
experience the powerful maelstroms — turbulent underwater
whirlpools that throw you off course. There’s no escape from
a maelstrom … you get out only when it throws you out of its
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powerful center! As you become more proficient and advance to higher skill levels, your sub will have to travel further
to get to the survivors and you may encounter more and
more enemy subs!
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Sonar Display
The sonar display at the bottom center of the screen is used
to locate the survivors, maneuver around obstacles and detect enemy subs. Your sonar range is about twice as far as
you can see out of your viewing window. Your viewing window is represented by the ‘V’ portion of the sonar screen.
All obstacles within your sonar range are represented by
blips of light that reach full brightness when passed by the
rotating scanning arm of sonar, and then reduce in brightness. There is one exception to this rule: a blip representing
an enemy sub always remains at full brightness. This is how
you’ll be able to tell the difference between an enemy sub
and another object.
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The survivors’ pod is represented on the sonar display
by an arrow rather than a blip of light. The brightness of this
arrow will pulsate and you will hear a series of beeping
sounds that will get faster as you get closer to the survivor’s
pod. To head toward the survivors, use the joystick and
Buttons 2 and 3 to maneuver your sub so that the arrow
appears at the top center area of the sonar screen.
Oxygen Supply
At the beginning of the game, you are provided with a full
tank of oxygen. During the game, you constantly use oxygen. The faster you travel, the more oxygen you use … so
keep a sharp eye on your oxygen supply on the instrument
panel. Oxygen may be replenished when you destroy
enemy subs (see Enemy Subs). If you run out of oxygen,
you will lose a sub.
Speed and Direction
You can control the speed and direction of your submarine’s
movement with Buttons 2 and 3. Press and hold Button 3
to increase speed in a forward direction. Press and hold
Button 2 to increase your speed in a reverse direction. If
you release Buttons 2 and 3, your sub will soon come to a
standstill. By pressing Buttons 2 and 3 at the same time, you
can maintain your current speed. Your speed and direction
are shown on the instrument panel — the center line indicates no movement, forward speeds are to the right and reverse speeds are to the left.
Use your joystick to maneuver your sub — push it forward
to dive deeper into the water, push backward to surface,
push to the right or left to change the direction of your
heading.
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Obstacles
MINES
Mines are stationary … but very sensitive as you draw
close. If you pass mines too closely, they will explode
and destroy you instantly! You can shoot and destroy
a mine with your torpedoes, but if you are too close to
it when you shoot, you’ll get damage points. (see
Damage Points).
ICE CHUNKS
If you collide with an ice chunk, damage points are
collected (see Damage Points). The number of
points against you is determined by the speed of
the collision. If you ‘bounce’ off an ice chunk, your
direction of travel is reversed. Watch out for ice chunks
directly overhead … if your sub sits under one, it will continuously ‘bonk’ on top of your vessel, causing continuously
increasing damage. You can disengage yourself from this
‘bonking trap’ by simultaneously diving and moving either
forward or backward. You can also shoot and break up ice
chunks with your torpedoes.
MAELSTROMS
Maelstroms — turbulent underwater whirlwinds —
always throw you off course. There’s no way to
avoid a maelstrom. All you can do is wait until it
hurls you out of its powerful swirl!

10

ENEMY SUBS

Each enemy sub has five torpedoes, so it can fire at you
only five times. When you shoot and destroy an enemy sub,
you receive all the enemy’s torpedoes remaining at the time
you fired the hit. You also receive extra oxygen! Plan your
strategy and shoot enemy subs when your oxygen supply
and your torpedoes are low, as shown on your instrument
panel.
If an enemy sub becomes ‘aggressive’, you will enter into
Battle Mode (see Battle Mode). An enemy sub will become
aggressive if you shoot one or more of your torpedoes at it
while it is in your sonar range. An enemy sub can also become aggressive if you are traveling at high speed within its
range … or even if he sights you in range without any
provocation at all!
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Damage Points
Damage points are collected when objects are struck by
your sub. The number of points increases with the speed of
your sub on impact. Damage points are also collected when
objects explode within close range of your sub and when
you shoot a mine at close range. As you collect damage
points, some of your sub’s functions become nonoperational. These are as follows:
Damage Points Resulting Damage
0-10
No damage
10-19
You lose your upper left torpedo tube
20-29
You lose your upper right torpedo tube
30-39
You lose your lower left torpedo tube
NOTE: If you have 40 or more damage points, it is
impossible to dock with the survivors’ pod.
40-49
You lose your lower right torpedo tube
50-59
You lose your survivors’ pod Arrow on
the sonar screen
60-69
You lose your Sonar Display
70-79
You lose control of speed
80-89
You completely lose your engine speed
and you’re dead in the water
90-99
You lose your sub
Your crew repairs the damage over time, so your damage
points will get lower if you are able to stay alive.
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Battle Mode
Battle Mode is entered whenever there is at least one
aggressive sub in your sonar range (see Enemy Subs).
While in Battle Mode, the words ‘BATTLE MODE’ will appear
on your instrument panel, and your maximum speed is
greatly reduced. An aggressive enemy sub will try to
destroy your sub but will not fire until he is in front of you and
is pointing at you. Be extra alert in Battle Mode because the
enemy sub can fire even if he is too far in front of you for you
to see him from your viewing window. Aggression is
cancelled when an enemy sub fires … but it may be retriggered immediately, so be careful! Docking with the
survivors’ pod is not possible while in Battle Mode (see
Docking Mode).
Docking Mode
Docking Mode enables you to successfully reach the
survivors. You enter Docking Mode when the survivors’ pod
is in sight of your sub. While in Docking Mode, the words
‘DOCKING MODE’ will appear on your instrument panel and
a new sonar display, will replace the normal sonar display.
The new sonar display, which shows a ‘cross’ and a ‘sight’,
will guide you in this very sensitive docking maneuver.
In order to successfully dock with the survivors’ pod, you
must line up the ‘cross’ in the exact center of the ‘sight’ …
WHILE MAINTAINING A VERY SLOW SPEED. If you are
successful, you will see a special docking sequence on the
screen during which the survivors will return to your ship.
The game will then continue with a new search and rescue
mission.
Number of Submarines
In each game you start with 5 submarines. A bonus sub is
awarded when you score 25,000 points.
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Scoring
Points are awarded as follows:
Docking
Destroying an Enemy Sub
Destroying an Enemy Torpedo
Destroying a Mine
Destroying an Ice Chunk

5,000 points
1,000 points
750 points
500 points
275 points

High Score Memory
As long as your machine is on with the Polar Rescue
cartridge in place, the high score is retained. Once the
machine is turned off and the cartridge is removed, the high
score is lost. To check the highscore, press the Reset
Button on the console.
Restarting the Game
To restart after a completed game with the same number of
players, simply press any of the buttons on the control
panel.
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90 Day Limited Warranty
This Video Game Cartridge is warranted by General Consumer Electronics, Inc. to the original consumer purchaser in the U.S.A. for a period of 90 days from the original purchase date under normal use and
service against defective workmanship and materials. ANY IMPLIED
WARRANTIES ARE ALSO LIMITED IN DURATION TO THE NINETY (90)
DAY PERIOD FROM THE ORIGINAL PURCHASE DATE. SOME STATES
DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO
YOU.
This warranty is void if the GCE Video Game Cartridge has been
damaged by accident, unreasonable use, neglect, misuse, abuse, improper service, modification, subject to commercial use or other
causes not arising out of defects in workmanship or materials and is
limited to electronic and mechanical parts contained in the cartridge.
GENERAL CONSUMER ELECTRONICS, INC. SHALL NOT BE LIABLE FOR LOSS OF USE OF THE VIDEO GAME CARTRIDGE OR
OTHER INCIDENTAL OR CONSEQUENTIAL COSTS, EXPENSES OR
DAMAGES INCURRED BY THE PURCHASER RESULTING FROM
BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES ON THE
VIDEO GAME CARTRIDGE. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL
DAMAGES. SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT
APPLY TO YOU.
During the warranty period, if found to be defective due to workmanship or materials, the GCE Video Game Cartridge will at the option of
General Consumer Electronics, Inc. be repaired or replaced with a
new or reconditioned GCE Video Game Cartridge without charge for
parts or labor when returned by Purchaser with proof of purchase
date, shipped prepaid to General Consumer Electronics, Inc. at the following address:
General Consumer Electronics, Inc.
233 Wilshire Boulevard
Santa Monica, California 90401
In the event that your GCE Video Game Cartridge is replaced, the
warranty on the replacement will be ninety (90) days from the date of
its return to you.

Order Form for Replacement Screen Overlays
Additional screen overlays may be ordered by completing this form
and mailing it with your check or money order for $2.00 each.
Address check or money order to:
GCE, Vectrex Screen Overlays, P.O. Box 8123,
San Francisco, CA 94128
Please allow 2-3 weeks for delivery. Offer subject to availability.
Note: Separate cartridges are needed for the overlays listed
below.
SCREEN OVERLAY
Mine Storm
Armor Attack
Berzerk
Clean Sweep
Hyperchase
Cosmic Chasm
Rip-Off
Scramble

Solar Quest
Space Wars
Star Hawk
Star Trek
Blitz!
Heads-Up
Fortress of Narzod
Bedlam

SCREEN
OVERLAY (fill in)

QUANTITY (fill in)

Spike
SpinBall
Web Wars
Pole Position
Dark Tower
Star Castle
Polar Rescue
Others
(specify)

COST (fill in)
@ $2.00 $
@ $2.00
@ $2.00
@ $2.00
@ $2.00
@ $2.00
Total Overlays Ordered
Total Costs $
Calif. Residents Add 6% Sales Tax
$
Total Amount Enclosed
$

Name

Phone (

Address
City

State

Zip

)
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