
 

K.C.’s ESCAPE! 

OFFICIAL RULES 

K.C. is back in an all new adventure! 



IMPORTANT! 
Always be sure that the power to your  
Odyssey2 console is turned off before  
inserting a game cartridge. This protects  
the electronic components and extends  
the life of the unit. 

TO BEGIN: 

On-screen colors may vary according to individual TV’s color 
adjustments. 

Insert the cartridge into the slot of the 
Odyssey2 console with the label side  
of the cartridge facing the alpha- 
numeric keyboard. 

Turn on the power by pressing the  
power button of the console. SELECT 
GAME will appear on your TV screen. 
If it does not, press the RESET key on 
the alpha-numeric keyboard.  
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K.C.’s ESCAPE! 
Join K.C. MUNCHKIN in his third adventure for the Odyssey2.  In this 

game you will need to move K.C. across the screen, sneaking across 

the vertically moving gaps while avoiding the infamous MUNCHERS as 

in the previous games.  

Clear the boards by eating all the MUNCHIES on screen, while  

achieving the highest possible score. There are a total of 4 different 

board layouts across the game. 



1 There are four levels of play. Press  1, 2, 3 or 4 on the numeric  

section of the Odyssey2 keyboard for the desired level. 

2  The screen will display K.C. MUNCHKIN, three MUNCHERS and 12 
MUNCHIES  in a vertically oriented maze with moving gaps to move 
through.   

3 K.C. MUNCHKIN is activated by the right-hand controller. 

4 Push the joystick of the right-hand controller forward to make K.C. 

MUNCHKIN move towards the top of the screen. Pull the joystick  

towards you to make K.C. MUNCHKIN move towards the bottom of 

the screen. Move the joystick to the left and right to move through 

the gaps. 

LAUNCHING THE GAME 



SCORING 

K.C. MUNCHKIN receives a point for munching each WHITE MUNCHIE 

on the screen. After clearing the board of all MUNCHIES a new board/

level layout will appear. There are a total of 4 different layouts. 

The winner is the player who scores the highest number of points over 

a predetermined number of turns or after a predetermined length of 

time. 

The score of the game in progress is shown at the lower left corner of 

the screen in yellow. 

The highest score in a series of games is displayed at the lower right  

corner of the screen in white. 

A new game starts automatically immediately after K.C. MUNCHKIN 

has been munched out. 



In November, 1980, Midway imported a new 
arcade game into North America, which it called 
Pac-Man. The premise behind this game was 
simple. The player merely had to control a 
round, yellow character around a maze filled 
with power pills and eat all of the pills, while 
avoiding four colorful ghosts that would kill him 
on contact. The game quickly became a world-
wide phenomenon. In an industry where violent 
games were the norm, Pac-Man was non-violent 
and was the first videogame hit among females. 

In addition, Pac-Man popularized the maze chase genre. Ed Averett, who 
wrote most of the Odyssey2 games, created K.C. Munchkin! to compete 
with Pac-Man in that genre. Great care was taken to add value to the 
genre and differentiate K.C. Munchkin! from Pac-Man. People need to 
decide for  themselves how successful that effort was. 

THE K.C. MUNCHKIN STORY 

Pac-Man 

K.C Munchkin! Pac-Man 

12 pills that move Many stationary pills 

Power pills flash and change 
color 

Power pills flash 

Some mazes become invisible All mazes are visible 

Player can create their own  
mazes No user-created mazes 

Mazes are randomly generated Same maze every time 

Ghost area rotates Ghost area stationary 

Player can enter ghost area Player cannot enter ghost area 

3 ghosts 4 ghosts 

DIFFERENCES BETWEEN K.C. MUNCHKIN! & PAC-MAN 



THE K.C. MUNCHKIN STORY 
Atari acquired the home rights to Pac-Man, and released a 2600 ver-
sion a year after K.C. Munchkin! came out. Although the 2600 version 
of Pac-Man looked nothing like neither the arcade Pac-Man or K.C. 
Munchkin!, Atari sued Philips, the parent company of Magnavox, over 
copyright infringements and lost! However, upon appeal, the court 
sided with Atari and ordered Philips to stop all sales of K.C. Munchkin! 

K.C.Munchkin! Atari 2600 Pac-Man 

K.C.’s Krazy Chase! 

Philips complied with the order and Ed Averett soon programmed a new 
maze game starring K.C. Munchkin: K.C.'s Krazy Chase! 
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