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LOADING

Should you experience loading difficulties with this product, please pop the disk ONLY
(hang onto the packaging and documentation) into some sturdy packaging and send it to:
Department BTF3, Image Works

Irwin House, 18 Southwark Street

London sei osw

along with a brief description of the problem and, of course, your name and address. We
will endeavour to provide you with a replacement within 28 days of receiving the disk
This in no way affects your statutory rights.

ATARI ST
Insert the disk into the internal drive and switch on the machine. The
game will load and run automatically. Owners of single sided disk drives
should return the disk to us for up-grading:
send to BTTF3 Upgrade, Image Works,

Irwin House, 118 Southwark Street,

London sk osw.

AMIGA
Switch on the machine, and when the Workbench prompt appears, insert
the disk into the internal drive. The game will load and run.

SPECTRUM CASSETTE

Ensuring the cassette is fully rewound to the beginning of side A, insert
the cassette into the cassette recorder, then type LOAD™ and press
RETURN. The game will load and run.

SPECTRUM +3 DISK
Insert the disk into the drive and select LOADER from the on-screen
menu. The game will load and run.




COMMODORE 64 CASSETTE

Ensuring the cassette is fully rewound to the beginning of side A, insert
the cassette into the data recorder, then, hold down SHIFT and press
RUN/STOP. Press play when prompted, and the-game will load and run.
COMMODORE 64 DISK

Insert the disk into the drive, type LOAD "*",8,1 and press RETURN. The
game will load and run.

COMMODORE 128

Type GO64 and press RETURN. Type Y when prompted, followed by
RETURN, then follow the appropriate Commodore 64 instructions.
AMSTRAD CPC CASSETTE

Ensuring the cassette is fully rewound to the beginning of side A, insert
the fully-rewound cassette into the player. Hold down CONTROL and
press ENTER on the numeric keypad. Press play when prompted, and the
game will load and run. On disk machines you will have to type " TAPE"
followed by return. ;
AMSTRAD CPC DISK

Insert the disk into the drive and type RUN""DISK. The game will load and
run.

IBM PC AND COMPATIBLES

Insert Disk 1 into Drive A: of your system and then type "A:" followed by
RETURN. Then type "BTTF3" followed by RETURN. The program will now
load and run.

CASSETTE VERSIONS PLEASE NOTE

Due to this program consisting of several different parts, it will be neces-
sary for you to stop and start the cassette as instructed on screen by your
computer.

CONTROLS

The Atari ST, Amiga and Commodore 64 versions can.be played with a
Joystick only. ST owners should plug their stick into Port One while
Amiga and Commodore 64 owners should use Port Two. '
Spectrum, Amstrad and IBM PC versions all have redefinable key-
board controls, as well as joystick options. (Spectrum users must

have a Kempston or Sinclair interface). Refer to the on-screen
instructions for more details.

THE STORY 50 FAR...

M arty's in big trouble. Having
returned to 1955 to try and
stop the evil Biff from changing
the future for his own benefit
with the aid of a stolen sports
almanac, he and Doc Brown
have managed to do just that.
But when the flying DeLorean -
with Doc inside - is hit by light- ;
ning and disappears, Marty is left stranded in 1955! His troubles
are far from over.

: Seconds after the Doc's disappearance, Marty receives a letter
from him - dated 188s! After heing catapulted back to the old

West by the lightning bolt, Doc has decided to settle down there




as a blacksmith, explaining that he's quite happy there and wants
no help from Marty. Also included in the letter are specific
instructions on how to find the DeLorean (which Doc has hidden
in a disused mineshaft) and use it to get Marty back to 198s.

But when Marty and Doc return to the mineshaft to recover the
DeLorean, they discover, in the nearby graveyard, a headstone
with Doc’s name on it - dated just a few days after his letter to
Marty! Realising he has to save the Doc before he is killed, Marty
uses the DeLorean to travel back to 188s...

OVER TO Y0U...

ow it's up to you, in the roles of both Marty and Doc Brown to
N save the day and return everyone safely to their own time. It's
not going to be easy, thanks to the appearance of Buford "Mad
Dog" Tannen, the first in the long line of the evil Tannens of Hill
Valley! He's been gunning for Doc since he arrived - and now he's
gunning for you too.

BACK TO THE FUTURE PART Il is split into four sections, which you play
one after the other. Each section represents a famous scene from
the movie - so if you've seen the film, so much the better. The sec-
tions get progressively harder, with the final section, in which you
must get back to 1985 once and for all, the toughest of the lot. But
don't worry - we'll give you some help along the way. You may
pause the game during any of the sections by pressing the 'H' key,
and pressing it again to continue.

Level |

THE BUCKBOARD CHASE
F\r ﬁ Y

I SCENARIO

i Just after meeting up with each other back
in 1885, Marty and Doc are planning how to

gl get back to 1985 - when they hear somebody

% scream. It's Clara, Hill Valley's new

- schoolteacher, on a runaway buckboard

(which is, by the way, sort of a horse-pulled

cart) headed straight over the ravine! Acting

quickly, Doc leaps on his horse and gives chase.

—

l__‘ A SR l i ‘-
GAMEPLAY Ko

T he object of this first game is to reach Clara before the buck-
board reaches the edge of the ravine. You're Doc, on the
horse, and you start out just behind Clara on the buckboard. A
window below the main screen shows how close you and Clara
are to the ravine. You don't have any direct control over the
horse, as it gallops automatically. However, you can control Doc's
actions. If you catch up with Clara before shereaches the edge of
the ravine, you've won and it's onto the next level.




The task is made more difficult by obstacles that crop up along
the way and threaten to stop Doc from saving Clara, Objects, such
as Indian tomahawks and pieces of luggage that have fallen from
the back of the buckboard, come flying at the Doc, and they must
either be ducked under or jumped over; you'll learn which move-
ment is appropriate, depending on the height of the object.

Some objects can be picked up -
anything that doesn't bounce, like a
hat or-piece of clothing can be collect-
ed by Doc by pushing diagonally down
and right on the joystick. You get
bonus points for every item collected.
i To make things more difficult, the
Indians have decided to interfere. They chase after Doc on horse-
back, trying to knock him off his horse. Fortunately you've got a
gun to defend yourself with, and you can shoot both in front of
you and behind.

Every time Doc falls off his horse, time is lost and Clara gets
closer to the ravine. If you fall off too many times, the buckboard
goes over the ravine and the game is over.

MID-GAME SECTIONS

As you get closer to Clara, the action changes viewpoints at cer-
tain intervals - you're still Doc on the horse, but now you view
the action from directly above with the screen scrolling upwards.

Horizontal Section

Overhead Section

In the first of the two overhead sections, you're caught in a bat-
tle between the cavalry and the Indians, and you've got to make
your way through the crossfire without getting hit by their own
fire. You've still got your gun, and you can shoot the Indians - but
don't shoot the cavalry! Also, keep an eye out for obstacles on the
ground that can knock you off your horse.
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in the second overhead section, which comes in the later part
of the level, you've got to make your way through Hill Valley -
right in the middle of a bank robbery! Buford and his gang have
been cornered by the cavalry coming out of the bank, and there's
a big shootout underway. Again, avoid the bullets and shoot the
bad guys, while looking out for obstacles on the ground.

HINT

Don't shoot the cavalry!

Level 2

THE SHOOTING GALLERY
SCENARID

t's a night of celebration in Hill Valley.

Construction of the famous clock
tower has finally been completed, and
Marty and Doc are there at the open-air
party. While he's there, Marty notices an
old-style Shooting Wagon. Unable to resist the temptation
after all the practice he's put in at Seven Eleven (1), Marty pays
up, loads up and takes aim...
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GAMEPLAY

n this section, the objective is simple - shoot as much as you
l can, as quickly as you can. This game is played in first-person
perspective - which means you see things exactly as Marty sees
them. Your gun appears on screen, and to help you a little, there’s
a special gunsight that shows exact-
ly-where you're aiming. All you have
to do is aim and shoot, and try to
knock out as much as you can. Don't
worry about ammunition - you've
got as much as you like, but time is
short. A clock in the top-right hand
corner ticks away as you play, and when you run out of time,
Buford appears and ends the game.

The easiest targets to hit are the ducks - they scroll along the
bottom of the gallery from right to left. There are also flying ducks,
that come along the top of the gallery in the same direction. These
move faster, so you have to be quick. There are also plenty of
bonus items to watch out for, so keep your eyes open.

For more points though, watch out for the cardboard cut-outs of
Buford and his gang. They appear from the shop doorways and
windows - and even at point-blank range, right at the front of the
screen - gunning for Marty. They can't shoot you, but they only
appear for a very short time before disappearing again, so you
have to be quick.
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HINT

argets aren't the only thing you can shoot. Take a look around

OUTSIDE the limits of the shooting gallery itself, and try to hit
some of the background obstacles. There could be interesting
results! Don't shoot the old ladies, and look out for special duck

bonuses!

Level 3

PIE TEROWING
e

—

SCENARIO
hile at the Clock Tower opening
ceremony, who should turn up
v but the evil Buford "Mad Dog"
Tannen and his gang of cronies -
g w and they're just looking for trouble.
But when they start picking on Doc, they didn't count on meet-
ing Marty. He may not have a gun, but he's a mean frisbee-
thrower, and armed with a pile of empty pie-trays from the pie
stall, Marty gives Buford and the gang a run for their money!
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GAMEPLAY

uford's gang have hidden in the buildings around the Hill
BValley square, leaving you out in the open with nothing but a
pile of pie-trays to defend yourself with. The bad guys appear
from doorways, windows and on the saloon roof and shoot at
you. You've managed to grab an old oven door, which you're
using as a primitive bullet-proof vest, but it can only protect you
for a certain number of shots - if it gets hit too many times, it
breaks open, revealing Marty's heart. The next hit is fatal.

You get your pies - in stacks of ten -
from the table in the bottom-right
corner of the screen. There is an infi-
nite supply of pies, and Marty can

~replenish his supply at any time. To
throw them, just position yourself
(Marty can only move left or right)
and hit fire - you can throw the trays
as fast as you like. Getting positioned
exactly right so you can hit your tar-
gets isn't easy, but it soon comes with
practice. The trick is getting there fast
enough so you can hit one of Buford's
gang before they disappear again.

However, hitting a bad guy once
isn't good enough. It'll get rid of him




for a little while, but he'll soon be back. You must hit a bad guy
three times to get rid of him for good, and when he's gone he’s
crossed off the Bad-0-Meter at the top of the screen. When all six
had guys have been defeated, Buford himself appears and must be
defeated. Get rid of Buford, and it's on to the final section.

HINT

ou can "bend” pies in the air by swerving them. Touch the joy-
Ysuck in the direction you wish to swerve immediately after

throwing the pie. Useful for getting into tight corners!

Level 4

THE TRAIN
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arty and Doc have finally
mcome up with a plan to get
back to 1985 - but the only way
i they can get the Delorean up
1o 88mph is to push it in front of a locomotive! So they decide

to steal one... l
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GAMEPLAY

ou play Marty, and you start the game standing on top of the
Ymoving locomotive's last carriage. You've got to make your
way along the carriages, collecting Doc’s special speed logs along
the way to push the train up to 88mph, and finally get to the
DeLorean at the front of the train before time runs out.

As you walk along the train, members of Buford's gang and the
train engineers (who don't want you to steal their train) appear
and confront you. Fortunately, Marty’s still got some pie trays left
that he can throw to knock the bad guys off the train. If they get
too close, Marty can either
punch them out or duck
down and ecrawl under their
legs. You must also jump to
™ get over the gaps from car-
riage to carriage,

Be careful of static obstacles
as the train speeds past.
Mailhooks, water towers and
signals can all knock Marty off the train, so you need to duck or
Jump to avoid them. If you get knocked off, you're brought back
on screen by your hoverboard, and you can climb back up on one
of the carriage ladders to carry on.

Along the way, you must pick up the seven coloured speed logs
that the careless Doc has dropped along the top of the train. Each




log increases the engine's speed by nimph, with the final one
pushing it up to 88mph.

When you finally make it to the engine at the front of the train,
there's one last obstacle to overcome before you can return to
198s5. The locomotive's boiler has been pushed too far by the spe-
cial speed logs, and it's spraying out puffs and jets of steam. The
puffs are harmless, but the jets can knock Marty off. You need to
edge your way up the engine carefully, avoiding the jets, and jump
down to the DeLorean at the front of the train. If you manage
that, it's back to 198s.

But is it the end?

HINT

very time you pick up a speed log, the train bumps as it picks
Eup speed. Be careful you don't get knocked off when this hap-
pens, and look out too for the smoke and cinders that can confuse
Marty and cause him to fall off.

Virus Warning!

This product is guaranteed by Mirrorsoft to be virus-free. Mirrorsoft Ltd cannot accept any
responsibility for damage caused to this product through virus infection. To be safe, always
switch off your machine for at least one minute before loading the game — particularly if
you've just finished using another piece of software

Warranty Limitations

The disk(s) included in this product are guaranteed to be in correct working order, and
completely free of virus. We can't accept any responsibility for disks that become infected
after you've bought them, but we will replace them for you. Return the disks directly to us
(the address is in the front of the manual), There will be a nominal charge (please call for
details). We'll endeavour to replace the disk for you as soon as possible.
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